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Abstract

This study proposes and implements a
state-based high-end game development oriented
architecture that provides the user with the state
of the process concept game system for game
development, and help achieve the group man-
agement game events. Developers managed to
reduce the workload of the event.

This study architecture implemented on top
of the open-source game engine Gameplay3D to
the engine architecture as the base layer of a
higher order structure up to develop a user in-
ter-face, adding new engine features and made
the event a declaration based on abstraction,
avoid cross-platform when game developers
need to write a variety of input devices events.
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Make more consistent way to define and develop
the game of the event. Program logic is proposed
based on non-game-oriented group of objects
operation, the object operation more intuitive
and more flexible. For connection to an external
device game development proposed operation
identification and game logic separate develop-
ment framework, increasing code reusability and
is conducive to the game's multiplayer collabo-
rative development.

Keywords: State-oriented game development,
Cross-platform abstract event, Object Manage-
ment Group, Man-machine identification de-
tached.

- FEIFREP ch

FERFEANFHET L 2 B0 7
o 5 3T E YRS B B P B4 8P
‘E’?}%/ﬁ» mkl__%fﬁ’}%q' ’:7]@—%3{1‘;-/3_:2‘:?‘7@’1
m AT R e PE B L ?fmﬂg-ﬂ&
KR o M IERT O PRRIEM 5:?%&@}2
igllc’-&r'lf’ﬁg;“}i—x?mﬁ?’ﬁ f¥é~ﬁ,__
PRV BB b L enRl 4 o Mﬂ :;i;fa‘r-ﬂ EE
I oF S - e ) mﬁzﬂ VHp RS
BREFadiieRE-H @it F R %‘ %
EEY L ISR H o

AFTEEREES R FRY R
W RSRE A F i LT BRSNS
FRT O BRF L sk 7 €A
ARNBEER I BT SBRBERE TR
PRI LV ERFARTELEDORL S
oA E 7 e LB RN SRS
T’%ﬁgﬁﬁéﬁ—ﬁﬁﬁﬁﬁoﬁ”ﬂm
AAMER ke L HEF 64 &5
”%ﬁéﬂgﬁi§M$'mBmogrﬁgﬂ

,T#mlﬂ.ﬂh B 4v F7F R T RN A
LIRS A A —rﬁ&m% R EEZ P

163



164

International Journal of Science and Engineering

NRE AF ki
2.1. Gameplay3D

Gameplay3D[19] #_— ik B 2z 458 <05
T4 ek 31 EF - L 32 Microsoft Windows~ Apple
MacOS X~ Linux ~ Apple iOS ~ Google Android ~
BlackBerry = & 5 » £ F AT wE 7
;H:B m#u‘;o L=k 4 _ jbéfl‘?]?m&j-\;4 Y
iir' 2D % @ ~3D: g,[g]\#%f‘—l?/{% S ET LS
B R FREAE AR 0 g
GERTECFRITE TR RS
£ Fupeat o 48 2 2 & o Shader >z % %;*ﬁ
% Fi> 5 d 3Ds Max 2 2 Maya i& 7 %
ﬁlegﬁﬁg#pl 2%~ > B3 Scene Graphz}%qL

A EHE Rk FILEIE Node - BV # 3 7 5
C++» L3 Lua script 548 - %% 7 T34 3 FF
R ERE NG T EREFEINF SN
o AP EARERL 0 LT SR
fFrgics VUG AR o L FRPFITS
A E 2 RHERT S oo

2.2. 1S.GD 2.8

IS.GD Game Engine[1] 5 € #7+~ &£ 24 3
Rk R SR R H e
IS.GD 2.8 % * % PC T 1 5k B 2 chvspk 5
B oo bR AGIEFRY H =2 ”Fg]elff Ogre %
A A2 > 11 Nvdia PhysX 1% 5 4~ 3 51 & o 51
Bk L XML FER 5SS % e £ 5 F TS
%> > d Framework XML st— ¢ 12975 5§ -
i AF‘{? 4 Scene XML T &3-8 F & ~ %
TI5EN Sl o & Trigger XML & & #5580 F £
& ﬁﬁs?l * % % & oProxy XML R # skid &
12 User Rule 2 Trigger XML & * g EVE S
BE 2RI A F4E 8 9 Rule Function- #
#F Multilnput XML * 3 $ i & 870 2045 »
%i’iffﬂﬁ]*#ﬁ4 PR HRR LY o

2.3. 1S.GD 4.0

IS.GD 4.0[3] & 37+ & 245 F 2 H F
BREATE KRB FRITIRAGIEF 3T H T
oV 0 S EF R A L GFX Game En-
gine » B + & 3% Apple iOS 2 2 Google An-
droid & < = % o d 3 GFX Game Engine # £
AT E i 00 R S0V AT PR ﬁ z
E 458 OpenGL &3t » @ 33 &34 7 pF ) »ic
ME I A AR 4 T TR B o SR
GFX Game Engine e % 78 £ 42 > 1S.GD 4.0 i~
ES AR GFX 5 | o 2 ’}# :&—sl?i‘)\
PEH T RE R T KRR F ARG S
Binary # 3\ > ;ﬁ JU R F R ey o e PREAT
R % GFX Game Engine #t T % ek # ¥5 5%
Sl & TR E PR R PP EEZ

B FLE LR EE BRSNS -
#2718 I1SGD 28 ik o XML F A5
R o RS T AL R A AR RS Y A 3 4
Fm;ﬂ}—" ‘y{)ll?k?]Zvaﬁﬁ-rio

24, Uk s

FOURB BT B¢ 55Uk £ e
fi o %«Trﬁuﬂn gk g2 F"*#ﬁ%yfr*& 75 en

W A o A A F ¥ B B AT A
AP EHMIA AN AR o R EE S P
R E N T T A = SIS A TN
0T~ 19 A B 0T S @]%frvnrullg‘gﬁfzﬁvnro“ﬁ

PR B E (T g A TR N - BAAKRE 0§
BEGGRET AR EE SRR EES
U SRR SRR P A RS &R
gk 2

25, HEGRE e

- B RE AR AT R B PGB
5 ek i R SRR B2 B
RJELALS LB S B]
ek s - 3 PP LA o RS PRRL G AL
m?“" LA FFRUBNE o @[5
# ! - fézé*“%ﬁ% G ER AR R A s A
i Iﬂ*f” § o A ]S Ao e R
FIE 7% ﬂf”%[Z]ﬁ M- gL XML 54 4
Bndsph Rk B B 2 sr\mJ-f#_bksfin'
H’ﬁﬁ:’\;ﬁf"?}l\ﬁ’lifi,?uk&qi 72
HER R SR R ER
WE RN EER -

26. PHE AL B s

HENRBRE - 2 j\*rm F - i3 Fgﬁimw
f%“%HHMQwWJéﬂW%{ﬁ%
BAER P f LB L PO - i1 A2 @ g
LA FIEL > @ 5Nt S - R
CEL SO EAE i & RISy Sk
EA AR T < IAT R 56 L Avpesg 2 gl
TR AT Bk eI s Rl

- AR KN b B F SRS
BUB RO A E AL o Bl A&E G2 N
FRpR B F[T] n & 28T REEFT D
Foit o 4 FpF ¢£‘f}*§5l?3’ﬁg 31387 e e
A [B] R Y HBEAAE T TSR
% o % P61 & S N N
é)ﬁ*iﬁ%“%;‘ P MR FEER o

V- fa@ B N g R g
G g 5 o % p[9][10]4- 4 e 5 LB
PHEEVE S AR NP E PR GhIEL E o R
CRELE 2 f%[ls]fl*%iiﬁé\ﬁﬂﬁf%?i iz
rr%clgv’%-)\fnngx;gg;léﬁ{ %;L]A-o?}‘k



International Journal of Science and Engineering

[14]R) 3% &) — fEdd 9 v e 3 > 1@ gk~ 2
VLR 3R e SE A ehesEk o éﬁ&‘[15]ﬂ # 0
o s mi‘i,é*“érﬂ«i’“? & F A7
seenfTd T LBV o & IS.GD 4.0 chespk
Bgha g »» %57 - 3> Non-frame
Based e 4 # 41[3] » SR B 5 4 F 7 12
A7 fRYER S Rk frame { ATapk T
EEERNBENRE -

2.7. Leap Motion

Leap Montion[18] & — % * ** Z@‘"T FEe
AR R T ahd (TR BB 5B
LED 2 e Bz = gL T3 0 3@4
B bR RN 7o h%%‘ﬁm%i
R B AR S A R JR S 4
7] % 200 =% en g #74F & - Leap Montion #% & &
FE-BRFLET AN SHFERE D
SDK - i¢ * ¢+ "Hé,;@ SDK :#- Leap Montion
B AR S o A 205k A g Leap Mon-
tion SDK ¥ » 4v » 7 s pgenE 30 2 g g ¥

DR IR E BT R REER e AR S
£ .7 #Flua i;}ﬂp&gg,:ggi‘gmmm.{i#ﬂ o

2 BT AT APL kAR BB T R 0T 1
FBWERED SNSRI LR T - R

%

¥

ii‘ f-i \
%

ZFPIREE
3.1 AAHIE Rt

A7 7 2% H4 Gameplay3D 3 & & 7o 5]
ZEREEEE '?méﬁ@ SR RIER Y K
B3 A6 %% ISGD i 3 B4 % w3
£ 3 & Gameplay3D #5451 8 4 ¢ o 25T 7 00
# Gameplay3D SRR 12 R B

e RIS L REIE N I’Km—, Feder g
%\rﬁﬂ.é«ﬁia FopEde ~ ATEOM BB
et R E O RBRGHRRE R EFE
Non-programing Based ## e 4~ i 3 T 10 % L {%
AR Sheak B adtd s
518 & ¢ 5 1ISGD5.0 > H ks ffdaeT™ ¢

IS.GD 5.0

Preprocessor

o | Gameplay3D

State
Manager

Event
Manager
Scene Desktop Platform Mobile Platform
Resource

Bl 1S.GD 5.0 & s

*F % REEATHEE 2. IS.GD 1 ¥
1>+ open source libraries 1/ < ik [20] - @
ISGD5.031 &g A srEg 2 ISGD 28 %
ISGD 4.0 31 & 7 I 2_ Fe e 30T S edp B fE 12
3 I Loaxge it o d 2t IS.GD 2.8 & & <1 Ogre
k1 [g]mqkijﬁ RO FEEHBELIFHT L
o A E Y XFAH] oA IS.GD 4.0 51 &P
% 03x GFX 31 &t Android T 5 ehigit
A Fr R A 4o I0S ki fpfRA 3
Gameplay3D 31 & e#} ﬁ’#i‘#i AT R
i s FIMAR AP LER SSIFRE FIE

3.2, VREVHI R H LS )

— SRR Y LA AR S 5
Initialize ~ Update ~ Finalize » # ¥ Initialize §
NE<IABCICAREE JAT o5 St AR S e N A A
2 t4 1 2 d Update & {7 258k e #7ix B 5 &
{6 d Finalize & (7Fc R B E 2R 4 0 1
iT o “f T Z AR RRENR R 0 B SN
%%ﬁﬁu—ﬁﬁa%ﬂ.awﬁmr%%
Pk BE 0 4 Gameplay3D 254k 31 & #4525
k% e Update S 85 & 5 4 12 ek B { 372258 W)
sk ik { 37 0 A W) $HR ) Update 2 Render =
[ G- AR s < P A RN o I <
f‘*iﬁﬂiiﬁﬁ)‘#ﬂr« \éf‘«mﬁﬂ%#,@iﬁéc Mdm A

AL TR P e el g I o

gﬁ"* i ‘F‘f 'ﬁﬁﬁﬂ*%ﬁéﬁm
Fovoe RHERNGIEFRER T ek B ITD
fime % 24pk > 2 1S.GD 2.8~ 1S.GD 4.0
% Gameplay3D = 31 8 5 &) » o = Z51 8 %
iR ﬁ ) e CHHe AL S0 58 > 3 # —%I'I‘E"%?
GNP FRERIRAE T FREF SN P
P B BE - BOIRWR Y H ¢
Initialize EB PR Ll F YRR A 4
it > & Update 383 B 5 i ‘J%éﬂ
\?‘\mn,i. E N S —*‘i’ag B 2% BN chpE iE At
Finalize j* s 3£ 8 z‘ffgl;@}i iR Ea e

.~ r+*

EYN

kb 2 ARSI E TR Ak TR
FloR* FT ERSBEND L B A
B hIT GGG RE (o e FT RN A B ATIE 7
g PR R RE - - HET] L 5
T AT e 50 o,}l*\ A LT RCY Ny
WiEehg ARy g @&+ 3“ g iTp &
?f’ﬁ}ﬁ_‘?#%’?ﬁ%‘d ﬁivw -
B PERE gk B }]&‘r‘\j}mg\— Bx - B
FHiplFEI 0 3 $rehf Update @ #hi3g o
PAa-HA L Flag o § Flag Ak R G 2 ¢

165



166

International Journal of Science and Engineering

ﬁ 737 Flag AT & aip bl 1 17 > JR ot 0
li‘«ﬂ* el de o 7 F BT o

[0 = if(Flagl)
: State Eventl

else if(Flag2)
State Event2

B2 ~ & Update ® 1 Flag % 7= 25555 i

BT SRR R u%
Rood SR T R A AT
7 LS BTSSRI T I 8. < T '}ﬁ'ﬁ?"gé_
B e Flag> & #5025k chvs gk i F 4R
++ Update ;% f& &0 5% 4 ¢ > & Update % i &
TGk R R A Yras ‘ﬁi;\ﬁﬁ}ime
et #Fﬁgﬁﬁpmé’—f&&;ﬁ,u&%‘é};k% % 4
AR S 0 AR A D g AR RAREE IR 0 ¢
HBeF P FHILL B Flag = % & s
fio A H B ek K B AT A 3R )
3o d 0 erd vakn MR B 4R4E B 5 Update
M SR FeRFTRFEA T
frame based 18 17 2 # $4204 8 & k3Ap §
3B o

o ATl AFE G TR 2 PR A
> ; Gameplay3D éf‘«f:l B2l oA T
sk Gameplay3D 51 & gk i g 32
EH FETR RS D A TER L NG
ISGD28 2 |S.GD404plk > 2 Prﬂ%i 3R I
bR R L B ] 2 R R AT T d4
ot BRiE T RERN R P T2 ﬁm:zi » BT
- @A RP o

32107 4§ LABEME

é_e’z%ﬁgwwgwmp;‘g FEHR

DRZFENT AT R R F Y
[8] Frot P B SRk LB KA g

B e SRR TR ek gt R
,aa)i RN SR AR S gl < AT S TS
FELRN- BT OGER Y E P RRSEGRE
S TE S e R E AR PR T R TR
gk chig g 484 o $OT R T 5 RS ERLR
fom 3 AARIEIER £ p R B R
o R T PR Ll U SR R A S
A 27 3 e B o

*F 5% 1IS.GD 2.8 1S.GD 4.0 ¥4 5
FFRERD A L BT SBER R

A HRARNBY Ao BE L 8
PR LATH SR B R R R SIETEGR
12 i WT o FF AL AER TG F

TR o g p R FRTH R R NS
fé&%l?m}#n;;ligc‘ ,}F.p‘;“rpﬁv}g4pt: %ok
f AR S el AR A o BRI AR
THEBRET ENBE SRR H &
FERMAEA AL ITE o AT Y R
L AR ST RSV 3 T U RS’ -
Bit s EREE R ST AT
PRV E Pt~ hREE A it B A
g 0 @ -ﬁ?’“‘v’;‘i’j};ﬁ%ﬂ%&é ERI - TN N NS
Sl 5B § AVBEGE N R p BT
2 I8 A4 it 3 nf’ﬁé’uné’*—‘“f’ EAF 0 g

1 T o

T R AR AR R
SRR G H AR EAA G Y e DR
R TNt LR EY R
T R P -E LRI S i S 1 )
DERF LS Lt ISR U Ly
FoRGEERRA AN o F ARMEE LR
A T AL KR SR R Bl B2
AT et B S U NIV E AR Y

P AP gr* TH3 2 BRAERE- T
EoR B en Initialize BT A% T £ 5 A ek
P2 W F g k- AT Finalize a5t
# A #M% st - RFRAL A L& g
BHEr > A A APk &% AT
ExA 2 L4y it ERGBHFE- f’*\n‘vf
BRBEF IR TR GAFFT A 2
g 2T - BRI EER Y P &
PR AN E A F Y AR RES RS
$ 17 Finalize &3¢ » & av E 3] 54 it chE L

A ﬁft«i@ié'ﬁ?ﬁ ;}J%T# .

an‘%»tm;% B 47 A LR
Pt He 22 R ik e - SR R ki
S N 3R B 2 R Rk Féi?iﬁ’l‘%ij:’»
P DO - Rk el g R DR g 3R o BB
po BB T AP R ER Y F
state_push ¥ state_pop % ':Er*v il ﬁa‘fﬁ SRS §
B3 a0 N 5 ostate_switch & ¥ § 7 ¢ gk 4
foo sk fidap e ek BT L BlAeT e

State2 ‘ Push

S

B3 ~ 23k 1 3 o 2 kL g 3

\\\ nch N 4

JJ




International Journal of Science and Engineering

BT REEH- 4R EEE SN push
pop 2 % switch ex g 22524 > fo BRI 4o e
FRAEFT REERA BB
o .

l.push : state_push % B & # evhe i #3550 >
A E R - BRRASNARLE DS
state_id» ¥R IR A R - B L oA
Rt R T e e E A U AP 2 . R
HEAKEL B 2l 75 IRE

8k i p ¥ e Initialize 30 3¢

2.pop : state_pop #_¥7 state_push 4p ¥ & sk 2%
B 303N o HF W PREGR A v TR - B ek
Al 0 g 31§ Rk i e Finalize &0 3¢ o F ik
{7 state_pop FFgF T E W HEGKR R A - B
B R Y DFR TN e A
Finalize 2 {5 & #7441t o — & & 3§ F

ER

3.switch : state_switch & 5 *» & 4 # % fi 32 dp
et iy ostate_switch 3 & — T & & % i LA
Sk Ak 3t e e S dic state id o 12 2 — B rollback
O RSl N A EE R BES S ki
{7 state pop A iE- BAE IS AT R
30 a3t § e state_switch Bk - BiE
# 14 protection %#ic 0 Bt Sl ik BN R
BhEFFERERR - §F &7 RS
state_switch i 3 #+ (% » ¥ 3 protection %
BFEA T Ok e iE A Lo {7 Bk
ek B T RG o B LALak i g
e {ATH RE Ak R Y FREEAR
R R ends 17> 0 & F Sted el state switch 0
H 3 0 2R G LA S0 state_id et B
r»FRBRAGR I LT o

B2 #ﬁ"f » switch 3 i 8 — B # v ik
ot v R f BB T S
1= > — Bk 3a dp opush ¥7 pop B E_fA sk Ak 3a
W7 e BEak g g P Ay g B E (7

4 nRp R B AR R TR Y
0@ R R AL B R Sl R ch T L
GERLEIEES Sh UL AR R LR S
ehge (B B e Bk B R P 6 B 0T RE T et
M2 s dnrE R E AT 2 PR
YhASA G AR 4 A E £ AT (7
BB B2 et L 0 AT o

33, BT LS

PR E R L og E R AT T
B T8 E L AONEIE S A e hl
FPLLE  FE A ALY R F IR R
Kifiehl ~ o w3 B S g R A ApH end
Bpwlo ARd BT SRRREE L 0 FIE T DA
Fj oy KRR FEHED R ARhR
T oo RGP FEREEA S
B gk KRR ST 2T by 2 D
FEHIA o SRS AT RSRE 2
TS A G et iR R 1 (T e

3.3.1. 25ERE 2 ik

t k4 e Gameplay3D 318 + > H 25 E
FAE RS LGS R F
CEFIN 4T L E AT Ry XL 2N
£ 3% 38 ¢ % platform manager «hEsT 5 f I %
o sl i deit@a dat szt o0 %«iﬁ“ﬁ]
»EE R BREA 4 > B2 AR B frame
update 2 WRl 2 EKE £ TFFAELL o F &R
;ujgj,;—l,\ # % 3k % L o platform manager ¢
MO R gy~ B4 S5t e e e 50 R
FAPH BT 2o NP JRR Y I 7
BB ETHEOE T L bk
keyEvent 3% p % & § 4~ 5 4biF = v it
=P e R A gt s g~ B S e
VRS <P b d w S 4 dst o

sd bt Gameplay3D 31 & e i i 8 2%
W R &k 4 ¢ Gameplay3D 51 &+ 2 8
HRE R FEEED CHElET ki
S X EER LS R RS
ER LA THEORSN F X307 b
(R Ak AERCY s AR SR < AR A ER gk )
>4 ISGD 2.8 27 IS.GD 4.0 ¥4k 3 & ¥ i
XML T e enF ot ks - ¢ 71 LR E
2 j§ 5 o Triggerxml > 12 % s %% 5 7 5
1 Proxy.xml o 7 Trigger = & ¢ A+ 12 2 &
FEAOLHEKBRL B F 2
EEEEE S EE R R e Proxy ¥ ¢
Aipdgivy Trigger ¢ w2 hE BARTEH (S
PRV E R 2 T ends (T S 5N o L BT
B R EZBRNBRPDERE T LA (B
CHHEN B o™ » HE 22 5 5% AR
* Gameplay3D eh¥sph E 245 H > 2 WL 5 4
BBy o 4 L AEY o4 Fp A Al
ARFT BRI OT RS L
Gameplay3D #5k51 & § ¢ > A f 4
o1 Trigger ¥ Proxy < 3% » g 1
Trigger < i* 22 Proxy < i enfg{r 82 &
% ~ == 27 Gameplay3D 31 & E 2 54k
T~ ILE H-Proxy ¥ 222 CH+dn ViR Tl Ben

<

e N
£

W S

=
B

)

Il
o

e

=l

167



168

International Journal of Science and Engineering

FRILE e ] (R G -

T3l ISGD 3 FeanE Sk
o B%iE Trigger 2 21 > W F EEBHE
é}yféjig,] » %% e Trigger Evente ;! *+ 1S.GD 2.8
2 IS.GD 4.0 51& 13 ¥ PC &7 T
FoB R RN B 3 g F A
SHEFEERIREEFYAAEET O
eheg gk B g - Gameplay3D %] % F pE L 321
A 1—?1&—:%_%‘.1 “&f‘:ﬁ;%l)\%_%_ ,ﬁ‘fg??& *t;_“'—f}g
1 ISGD SIEF ZEHE#-¢ 7 F TF 2 £4F L&
2 Trigger = 33T AF fc0R AL 0 F]p AR
Fren Trigger ~ Nk > AT H D
- fEE R G gk ,+f—r— &
Nl o

3.3.2. %%k % £ 2

I m’f‘f\.kaﬁ/v\%‘r% 87
GRRE BN A E S F A R TE R N
f’FE' o XP NI E EE o fis A H -

:}amiw ERI) TR R S R
2t R E ERED ]]é?—%‘af_rﬁlrpg
Sl RE SELFAT R A
P o o 3 EF SR {7 R O e 1 AR > W Be
TR R ERY DT RS EE- B
o féwﬁﬁgﬁéx;iﬁghé%c

AET TR 3 F BhoT o A u 5
button_event ~ select_event 12 % rotate_event »
T RR- A5 o

1.button_event : button_event _v5ik ¢ 44 &
e s @4 E A PC Sk B PR B
EE S NNUE B . FEETICTIE SRR
—*lm:};%x‘t‘f—rp j‘F] AR EETE R AR
—"‘%’k‘-‘“ o RGP IF R 'I?#P‘}Jr/%mﬁ‘f
f%ﬁi 2o blde BT 3 e EPRFE L5 Jump
siActione § Heenisds T L EE AP E 2 R
PR T G AR D SN 2
Fop o PR T SEEN R 1T o Tt S
BRAFH G E 05T g0 i
FEDFLEY € A E G e R
button » # o f§ £k  + < button 3 debE
Tt o AFTY ATi 2. Gameplay3D 25k 51 &
AEy B i M A SRR A T e
= ST $T AT button 44 il 5 o
PHPL RN RSN ER . D g TP
SN LA Ao F- B rZRES B PF'
SIS N EAFED o i it £ Trigger ¥ 2

m—f—’f?—re’*\'fwj"‘u'igi m;\;‘g;—’%f’f

» #- % button_event -

2.select_event !
R

—‘,i—."ﬁé«sé”l %’%’J - BRERNS R AL BE
‘Jr;z#" TR T N AEPEA B nip
,g.,ﬁ iRl a kg 0 &PCE 1A
[ =i - RIS 2 S LA e Al
T e f7de T SRR E g 5 05k E AL
Bd b Romint BB TEE o p et 2 th o B 5
BE KR4 G AT R RRR R K A
;rhg,s.r;;;gwggﬁxi E I S L
kit irﬁ%] TR HRE RS AT
’{»’ BEEE BRI d*“%’**ﬁa‘aﬁ
WHREAEF R 6 kp PGz ae o E
B"«’f"l‘mfﬁﬂf?"f?—— fw‘*’*%m S AE B
AR RSN A S IRF LS Y =
AR A ¥ AR Faray # i kT
Fire bR A8 Lt te > 7 gl
A F RRIT 0 R R~ R F
LRSS R ER AR
Fp el T v A (3], 4] ¢
Beray enF F I G e & Y Rt
é’*—*ﬁ’i?n.l*ﬁ‘%i fRray cn@ it g B Y
TAREAE o AFET R fﬁr‘ e select_event *
/lé" 7R ‘ﬁ*ﬁtf’flﬁp"m;f&wf” 0 T A
i x—ﬁﬁ’;&’ﬂ*—fg PR ERS B R Y
né * oo EPE R R P o

3rotate_event : o 3t {FH T SR 4 F R
Pl REAeE RSN BA MRG0 EF
P W F R A R R R ke
Pito APCT 5 EeRILG ¥ Nd T o
e méwlf rF AT HE 7»’?%2 ?:_E_m& 7
EMPCT or i RGN AR ER o
rotate_event T E¥-{7H B b arEigE v
PR K IPPlarg e TEL - T2 UG H
e Trigger ¥ & 2 & k= & > 12 Leap Motion
& wJ LB A Y g AR |

B S % e 0T R ficdy ;gﬁ L D aE by enes
fé*«’fﬁ%?

b ARFEVE 2 » % # §_select_event
gt PR TR - FHEES P HFEEEIT
] F o R B T N B
BHp PR FR DD > HnT - &
iz o

d&iﬂ’“‘“ﬁ? TE N AR AT
e i

3.3.3.Non-programing Based # ‘3~ i 3% it
f- BERNFEF L@ S0 30 E
AT BB OSRS E ol g - B
LN S RUNeE Fens 2P Ak Byf AP A
z_ % Event Target o 11442 & E 34255k 4 ¢
B b+ R BT REEREDR T TR
fR Btk 4 AP .13'}'; i £ 1 Event Target »
Mok A B ITLEEIIE S end T b2



International Journal of Science and Engineering

A S G S R AL S
3t A IS.GD 2.8 ¥Egk3IEF P i © S4F )
Kool megw ASIE Y o ST & Event
Target cBf ALK G - H- o TEARY - B
¥ EARME R 8 g5 - B Event Target
A BE e FEHAE e FEFHEIT P
FEER A EOHNF E A UHET F
Event Target> & & & 4% & C++A2 ' /5 ¢ 1 i0%
B F it a3 5¢ find_node_in_map % % 51 3]
LFBR R ITOSE T B iR

~ AT .
AP REE - T ERBE - PR

Wl 4 3R ARFAMAEL T d o 2
Fel2 s RATR D - BERAS Koo R
EERU R < AR N U N RN 2L Sl S
XML £ 8 #2;8 B 48 b e foriw B i ¥ L@ &
T/ BT AP AR 20 (e gl B R AR It
Bk CHenfe s o i B 16 4 2 XML F 4L
TERA M T 2ol b B kBt G
oo ¥ )]% [B]1814& & 7 - 48 & % Non-frame
Based #EA ehE it 3 2 3 N s 253 2 g ok
70 N iR Event Targetr ¥ ® & XML #%-%
2 Type % T for fotd T+ E 3§ 2 L5
PATF AR FE TGO e L ifa
F i r T ERE L Y e ey 3n
ARERET AR A g A A F T H S
AL B SRS T e [ Rl S N
—PREIEAL B ELI T AR
W RER i T2 R AR - it
Fle Bl kg 5av P 5 ¥ AgEw2 B
w8 NPC et o & g s ol 3 24 5
F AR DAl E LR e GRS
S EIL o AP g ANt 28 B gy
g A B GRTL p e e e dok £
TEATH - B OAKENWE By §REED
PR E ’rl.u A fE R RERS B
for & BI:B{EHTE & 5 kA w AN 8 Bag
W e i IR o gt b b iE S fhr L B
A A v g o for e Bl AR L A AH Dk
T30 a % 3R AFF » 20 BB
FPEE A ¥ B EFHEES kT o

By ok iv, AT ZEH
i Tag &= 3% > R * 4 & Gameplay3D 3! &
SotB3- B 2 enscene R R T H £ P i T
A E- PRV URREEG P B EHE
i Tag %ﬁﬁb HED E AW g it 45 o

WA~ - 524t 5 BHEOER

BTN E SRR F R AR
B ¥ - $ 2 5 Event Target # = &
*tag itag_name” etk 3¢ ghit A
P E 4437 Tag ¥ chr g de 1238 17 AT o dopt
- R FNMNFRE-FTEHH I EEE
PR ita- RERFE T RY § AR
ZR T F &Y~ for i Bt GE
i£ 3| Non-programing Based i~ i 3% %o 4 i o

T Ll FEE SRR R R
b A B — ) & eh select_event 4p g
£ s ifu?’ 2% 3] & select_event pF 12 Tag & iE
T o iF % ch Event Target ¥ & o b4 &
select_event chéFE 73 » & 5 NPC # &
Tag - T”x ZPF R4 aET 3 NPC#
i G ehpER o 4 g E R -

3.3.4. 4 Sk (T gl ﬁ_

EE AL e o S RE R (7 R 4
FKEPATY B £ HF L gE B (F R
R LR SRR KRNI E AL
(70 2 BN F g o 2Nk B il g gt g g0
FARAF AT TS FIET - BRI
P TR Y b W OE Y G 4 A
Gameplay3D 518 ¢ o $f3r i * (R A v
AR ek FR SRR R ) b S LA S U< ) AR
MPFnR* FEAHFM R FFF §
by R BEE D A - R AR
P e (PR 5N B 5 AR R D
oo i AR AB AR R R M e 0 T R -
EREEFAN TR BT o

SEALRYF RERE RS SRE
FEPEA 3 47 VA 2 hA) 0 IR OB
JORFAFTET G R SAEEOGRT
B TSR RS F A R
F e (T A AR I AR Rk (TSR SRR
Lf Mz o HHRE ThoT B o

169



170

International Journal of Science and Engineering

RIS ~ 4 iR b2

T~ RBR
41 @ F B LRGSR

AREREEARY F P ARG DT
ER - N SRS SRR Y IR o
TSR E B2 eng I o

B % B & UserDefineState.state < i+ ¥
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scene = Scenel
background_sound = Mabinogi.ogg
camera
{
follow = god
look = god
location = 0,10,0
distance = 50
yaw =0
pitch=0
orientation_follow = true

select_event enable

{
pick

}

button_event enable

{
CamaraControl_W
CamaraControl_S
CamaraControl_A
CamaraControl_D

}
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select_event PickScale
{
event_name pick
{
type = press
interval = 1
action = BoxScale
target = select
select = tag(box_group)
}
}
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button_event Characters
{
event_name jump
{
type = press
key=KEY_C
button = Jump
interval =1
target = Andys
action = CharacterJump
}
}
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rotate_event
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event BoxRotate
{
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}
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