o I [ S

MOTOR DE UTILIDADES
SHIFT videogame

GAMELAB
UNIVERSIDAD DE OVIEDO



Motor de Utilidades SHIFT ~ /
GAMELAB - UNIVERSIDAD DE OVIEDO *

Tabla de Contenidos

4% % &'( ) "
*(

L 0-% . /
L - % . /
- % . /
C % /
C-% . 1. /
L - % . /
L- % . /
L- % . /
, 123 "

[eoNeNe

http://es.geocities.com/shift.videogame/



Motor de Utilidades SHIFT £
GAMELAB - UNIVERSIDAD DE OVIEDO *

Lista de Figuras
4 (% % % ,
4 % 123
4-% . /
4- % . /
04-% . /
4-% . /
4-% . /
"4- % . /

4-% . 1. /

0456 & % &
456 & %
456 & %

W W W W W W W w wwwwwwwwow
N
1
=S
~~

http://es.geocities.com/shift.videogame/



IIIIIIIIII

10 1 1o _"d 1
1o ““m __% “
"m __,H_uh_lV "“e 1
4 I A% i 1o |
. o . 'S |15 1S “
== 1 10 [ | 1
I X Voo~ = S ~ ~ | “
wE o ! _" ! 1 “_ !
0 =) ! ! V! !
89 S o ' "
5 o3 © h | | v 1
o W 1 1 i H
3= A ! L X “
g5 “ & i "
2o o | L | | ! _
< > | “_ _“ “
o [0} 1 [ —~ ' I
Z o | ¥ ¥ |
< o I o ' i I
(=} V [ 1
© x i ° “ i S S | "
@ “ _ 1! A ““ 1
[ 1
e | & ¥ "
“ 5 _IM ¥ |
1
] o
| 1l "_ O |
1 11 | 1
%m..v ! b el |
I 1
Voo X N
1
o © s P - |
> ! L . o “
1 e e st el il sttt ol L_ 1
I R o o T T e M M o T T B B i T e R R i T T B B o o o ] i T T T e T I e T T T 1 |
S | 1 L _
o
5 Se " | T
- — /0 nO/ " __% _" I
C o o \V4 I ks 1 1
O > | i R ™ © - |
1 1= N =) 1 1
S S “ = =S — s “
d 0/0& | _“€ (o)) [Te] _“ |
o _H LS Q 110 - |
o 1 T 1 1
 — [o)) o !
— =) I __Nl_V 1 1
S | [ 1 1
n ° | = 1 1
— 0/) b e e e e = = J PaS et b bt e s e e et e b e e e e e e e e e e e e e e e e e T e e e e e e e T T e e T e e e e e e e d - 1
) S 3 9
i ~N O N~ —

" #$

http://es.geocities.com/shift.videogame/



5 <
% #
- %
% 9 6 %
< < %
& |
7% % %
& <
(
7% % %
E)
#1
5 6 %
%
= $
5 @ $% %
< ) %
% $%< $
7 % % 6

@( %

http://es.geocities.com/shift.videogame/

% % %
% =

6 %

=% <

%

6

I % %

& %< %

%

%

Motor de Utilidades SHIFT /£
GAMELAB - UNIVERSIDAD DE OVIEDO *

{\“\\N‘::f

% 4

% %
)
% % %< % %

= % <%

<%

% % &

) % -
=< @

%& 6 < % 6 %

% %

%



Motor de Utilidades SHIFT ~ / ~
GAMELAB - UNIVERSIDAD DE OVIEDO ==

2. Parametros de la clase XML

- % % % % ) % % %
9 6 % % % % %< % % <
< %

2.1. Funcionalidades de la clase XML

9 % @ % % <% % %
% 7% % 6 & % % 6@ < %
% % < < 8 <$ < $ % % <
< < < < %
:$6 % $ % @ 6 % = % %
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<&'( % $ %
+ % & % % ) % $% % =
<% % $% !

http://es.geocities.com/shift.videogame/



Motor de Utilidades SHIFT £
GAMELAB - UNIVERSIDAD DE OVIEDO =

{\“\\s::"‘
2.2. XML para la configuracion (- Settings )
9 % = E ' % % %
T% % % &F 9%% @ & 6
6 %
9 @ % % < % (= <@ % %
% =$ ) !
<IELEMENT settings (display, sound, game)>
7 % % % 6 % % ! I %<
4
" & = < U< < $
# @ % %
@ % (% | % %
%
% % ?% % < < %
Il @ % &
<IELEMENT display (quality winfull stadistics resol ution filter mipmapping)>
<IELEMENT quality EMPTY>
<IATTLIST quality type (0 1 2 3) #REQUIRED>
<IELEMENT winfull EMPTY>
<IATTLIST winfull enabled (0 1) #REQUIRED>
<IELEMENT stadistics EMPTY>
<IATTLIST stadistics enabled (0 1) #REQUIRED>
<IELEMENT resolution EMPTY>
<IATTLIST resolution width CDATA #REQUIRED>
<IELEMENT resolution EMPTY>
<IATTLIST resolution height CDATA #REQUIRED>
<IELEMENT filter EMPTY>
<IATTLIST filter type (0 1 2) #REQUIRED
<IELEMENT mipmapping EMPTY>
<IATTLIST mipmapping enabled (0 1) #REQUIRED>
7 % % % 6 % & <% % E
%
<IELEMENT sound (music effects)>
<IELEMENT music EMPTY>
<IATTLIST music volume CDATA #REQUIRED>
<IELEMENT effects EMPTY>
<IATTLIST effects volume CDATA #REQUIRED>
7 % ! % % 6 % % <%

$ < 3 & E % 6 % @

<IELEMENT game (player server multil multi2)>
<IELEMENT player EMPTY>

<IATTLIST player name CDATA #REQUIRED>
<IELEMENT server EMPTY>

<IATTLIST server name CDATA #REQUIRED>
<IELEMENT multil EMPTY>

<IATTLIST multil counter CDATA #REQUIRED>
<IELEMENT multi2 EMPTY>

<IATTLIST multi2 counter CDATA #REQUIRED>
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2.3. XML para modelos 3D ( Objects)
% ' % $F = % % #$ %<
$% 1) ( < F% < < %
- % % $% % % ' ?% @
6 % $ 7% % = ?2% $ & <
) @ & &'( < $% ) E %
+ 6< % % % = $ % % % @
% 8 & % % 6 ) $% $6 &
T% % % % ( @ % % %
% % % @ ( %
9E) '& %< ? % @( $% @ @ %
7 $ % 4
<@
)% <@ %
* + <@ % < &'(
- ) &( % % = <% $ E
% $ % < @ % & $ E %
$% ) % % = )& (
2.3.1. Objetos (incluidos vehiculos y arenas)
- % $ % % < $) 4
<IELEMENT object (mesh?, position?, rotation?, scal e?,
physic?, collision?, sound?, obje ct)>
<IATTLIST object type (arena | vehicle) #REQUIRED>
<IATTLIST object name CDATA #REQUIRED>
<IATTLIST object description CDATA #REQUIRED>
(<@ % ' ?% %! % &F % <

) % 2%

<IELEMENT mesh EMPTY>
<IATTLIST mesh scr CDATA #REQUIRED>

<G<H 4

<IELEMENT position EMPTY>

<IATTLIST position x CDATA #IMPLIED>
<IATTLIST position y CDATA #IMPLIED>
<IATTLIST position z CDATA #IMPLIED>

% <G< H4

<IELEMENT rotation EMPTY>

<IATTLIST rotation x CDATA #IMPLIED>
<IATTLIST rotation y CDATA #IMPLIED>
<IATTLIST rotation z CDATA #IMPLIED>
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7 $ % <G< H4

<IELEMENT scale EMPTY>

<IATTLIST scale x CDATA #IMPLIED>
<IATTLIST scale y CDATA #IMPLIED>
<IATTLIST scale z CDATA #IMPLIED>

6% ( & < ) <% %
4

<IELEMENT physic EMPTY>

<IATTLIST physic |_v CDATA #IMPLIED>
<IATTLIST physic |_a CDATA #IMPLIED>
<IATTLIST physic |_f CDATA #IMPLIED>
<IATTLIST physic |_dx CDATA #IMPLIED>
<IATTLIST physic |_dy CDATA #IMPLIED>
<IATTLIST physic |_dz CDATA #IMPLIED>
<IATTLIST physic a_vx CDATA #IMPLIED>
<IATTLIST physic a_vy CDATA #MPLIED>
<IATTLIST physic a_vz CDATA #IMPLIED>
<IATTLIST physic a_ax CDATA #IMPLIED>
<IATTLIST physic a_ay CDATA #IMPLIED>
<IATTLIST physic a_az CDATA #IMPLIED>
<IATTLIST physic a_fx CDATA #IMPLIED>
<IATTLIST physic a_fy CDATA #IMPLIED>
<IATTLIST physic a_fz CDATA #IMPLIED>

9 $% & $ 76 % 6 % (
% 4

<IELEMENT collision EMPTY>
<IELEMENT sound EMPTY>

9 2% I+ $ %4

<IATTLIST sound src CDATA #REQUIRED>

2.3.2. Vehiculos

+ 6 % < &'( & @ =
&'( % &

; % (% < % $ % <& <
& 67 < <) % 6% @ (&
4

<I[ELEMENT features EMPTY>

<IATTLIST features capacity CDATA #REQUIRED>
<IATTLIST features health CDATA #REQUIRED>
<IATTLIST features speed CDATA #REQUIRED>
<IATTLIST features acceleration CDATA #REQUIRED>
<IATTLIST features maxbodyZ CDATA #REQUIRED>
<IATTLIST features maxbodyX CDATA #REQUIRED>
<IATTLIST features bodyZ CDATA #REQUIRED>
<IATTLIST features bodyX CDATA #REQUIRED>
<IATTLIST features recovZ CDATA #REQUIRED>
<IATTLIST features recovX CDATA #REQUIRED>
<IATTLIST features turn CDATA #REQUIRED>
<IATTLIST features wheelY CDATA #REQUIRED>
<IATTLIST features wheelZ CDATA #REQUIRED>
<IATTLIST features wheelDist CDATA #REQUIRED>
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+ 6 &'( ) % = <)@
% 6 % % % % % 4

<IELEMENT body (mesh?, position?, rotation?, scale?
<IELEMENT frwheel (mesh?,position?,rotation?,scale?
<IELEMENT flwheel (mesh?,position?,rotation?,scale?
<IELEMENT rrwheel (mesh?,position?,rotation?,scale?
<IELEMENT riwheel (mesh?,position?,rotation?,scale?

,physic?,collision?,sound?,object*)>
,physic?,collision?,sound?,object*)>
,physic?,collision?,sound?,object*)>
,physic?,collision?,sound?,object*)>
,physic?,collision?,sound?,object*)>

2.3.3. Arenas

+ @ @ &( < % @ % %
7 % % % % % $ % % %% % % %

<IELEMENT sky (mesh?, position?, rotation?, scale?, physic?, collision?, sound?, object*)>
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3. Parametros de la clase Settings

7% % % 6 % =$ % <%
& < < % <%
) 6% =$ ) %
% % < $ % @
7 < % % ! 1 %4
" & = < U< < $
# @ % %
@ % (% I % %
%
% % ?% % < < %
I @ % &
7 & 4
! E
%
7 % % 4
$! $
$! 3- &
J% % %

http://es.geocities.com/shift.videogame/



Motor de Utilidades SHIFT ~ /
GAMELAB - UNIVERSIDAD DE OVIEDO =%

4. Parametros de la clase GUI

7% % % = < ) % % &
E)

7 8 % = = % % ) % 6
)% ) % 6 %

4.1. Diagrama de navegacion

7 & % & % )6 % $ 6
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4.2. Pantallas

4.2.1. Pantalla “ Inicial "

7 % % $ 4 & % < )

HAL - 631503 - 63.50 p3 SHIFT v0.3 - Copyright (€) 2005

New Game

!_1:II L

Optians

4.2.2. Pantalla “ Nueva Partida ”

- % $ ) % % %

HAL - 631503 - 6350 fps SHIFT v0.3 - Copyright (C) 2005

Monoplayer Game

!b-!'llj'

MultiplayeriGame

4.2.3. Pantalla “ Servidor ”

- & % % &

HAL - 6B88x500 - 56.12 p3 SHIFT v0.3 - Copyright (C) 2005
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4.2.4. Pantalla “ Chat”

'$ % @ & % % %

4.2.5. Pantalla “ Configurar Juego "

- % %

4.2.6. Pantalla “ Seleccionar Arena "

- % % E % $ 4
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4.2.7. Pantalla “ Seleccionar Vehiculo ”

- % &'( % E % $ 4

4.2.8. Pantalla “ Juego”

123 % < % %
6 %

4.2.9. Pantallas “ Opciones "y * Opciones en Juego ”

- % E )

P 2 342
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4.2.10. Pantalla * Opciones de Pantalla ”

- % % & & 4

4.2.11. Pantalla “ Opciones de Sonido

- % ) E

4.2.12. Pantalla* Opciones de Juego ”

- % &
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4.3. Manejo del GUI
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4.4. Manejo del juego
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5. Parametros de la clase
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6. Parametros de la clase
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Light
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% 8
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Camera
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