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Abstract

The objective of this independent study, entitled as “Development of Game
Framework” is to develop 7 parts of Game Framework, such that 1) Update Input 2)

Update Camera 3) Game Object Management 4) Collision Detection 5) Artificial

Intelligence 6) Render and 7) Network Communication.

This independent study is able to achive its aim. The developed frameworks
are in meaning of classes and methods. They composes of 11 classes such that
vector3D, polygon, gameObiject, input, rectangles, cell, camera, gridGame, render,
socketObject, and convert class.

The class vector3D represents vertex information, class polygon represents
polygon information, class gameObject represents object, which are used to create
one object. Information of camera is in class camera that represents player. The
moving control of camera is driven by receiving input from class input. Collision test
is done by a function in the class camera. For other objects, user can test the visibility
of each object by representing function in the class gameObject. Management of
objects in game is accomplished by some methods of class gridGame which considers
a table as grid. Collision testing is limited only in some grids that each grid is
represented by class cell. Drawing object to screen uses class render. Network
communication uses class socketObject. Class convert is auxiliary class to convert
type of variables, such as float to char *.

Result of testing shows this framework can work properly with function of
each class. These 11 classes can be used when coding game or can be derived to be
new class for further development.



