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Nodes demo: creating a tank
To begin with

Create a container to hold the
object's components.

groupNade - groupNodes allow:

- Nodes to be combined under a commaon parent
- The creation of abstract hierarchies
- Faster interaction between nodes
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Making the object visible

or an object to be displayed we
must:
Provied a visual description of the
object
Provide a position at which to
draw the object
Insert the object into the scene

groupNaode
model - contains renderable data (may also contain animation data and collision data)
transformNode - a position and orientation
GROnode - (Game Relevent Object) provides the scene manager with an interface to the
object

Nodes demo: creating a tank

Making the object solid

We have already defined the
object's position and inserted it
into the scene. The only
additional information we require
is a description of the volume the
object occupies.

groupNade
model
transformNode
GROnode
collisionTree - hierarchical collision structure
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Nodes demo: creating a tank

Movement

In this case, since all nodes
derive their position from the
transformNode altering the
transformNode will result in the
object changing pasition.

groupNaode
model
transformNode
GROnode
collisionTree
controlledMover - responds to input events
and updates the
transformNode accordingly
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Nodes demo: creating a tank

Movement (continued)

Making the turrent move requires
nodes to

Manipulate the tank model
Respond to commands to move
Insert a seperate entry for the
turrent into the scene

groupNade
model

handleMover - allows manipulation of turret transform in model|

GROnode - provides the scene manager with an interface to the handleMover
eventTrigger - responds to beginLeft events
eventTrigger - responds to stoplLeft events
eventTrigger - responds to beginRight events
eventTrigger - responds to stopRight events
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Nodes demo: creating a tank

EET

Health is achieved by providing a
counter that is decremented when
the tank takes damage and
destroys it once the counter
reaches 0.

groupNaode
collisionTree

counterTrigger - triggered by collision events, destroys tank when it reaches 0

Nodes demo: creating a tank

Weapaons

The weapons are created
through a combination of:
transformNodes to define the
points from which projectiles are
emitted

triggerNodes to respond to fire
events

groupNade
model

eventTrigger
eventTrigger
eventTrigger
timedTrigger
transformNode
transformNode
transformNode
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Nodes demo: creating a tank

Sound
soundNodes respond to events
by playing sound.

groupNaode

soundNode
soundNode
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download the demo from http://ncca.bournemouth.ac.uk
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