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TUTORIAL OUTLINE
This tutorial will present fundamental techniques for creating low-cost, game-based trainers with Delta3D.  Delta3D is an open-source gaming engine built specifically to support the modeling and simulation community.  Attendees will learn the theory and actual code necessary to use the latest Delta3D architecture: the Game Manager (GM). This tutorial will introduce a variety of concepts such as Game Actors, Game Components, and Game Messages.  It will explain everything you need to know and do to build a completely functional Delta3D Game Manager application. This tutorial is intended for simulation developers and their managers.  To gain maximum benefit, the attendee should have a working knowledge of C++. 
· Introduction
· What is a Game Engine?

· What is Delta3D?
· Part 1 - Actors, Properties, and STAGE

· What is an Actor?

· What is an Actor Property?

· What is STAGE?

· Part 2 - ActorProxy, Actor Types, and Actor Libraries

· Actor Proxy

· Actor Type

· Actor Library

· CODE TIME 1 – Build the HoverTank Actor

· Part 3 - The Game Manager and Game Actors

· Enter the Game Manager

· New Concepts

· CODE TIME 2 – Making a game actor

· CODE TIME 3 – Making a GameEntryPoint

· Part 4 – Game Manager Components

· GMComponent

· CODE TIME 4 – Create a HUD Component

· Part 5 – Messages

· Message Factory

· Message Types

· CODE TIME 5 – Create a message

· Part 6 – More Game Actors

· Target Actor

· CODE TIME 6 – Create the TargetActor

· Part 7 – Putting It All Together
· CODE TIME 7 – Creating an Input Component

· CODE TIME 8 – Handling GameEvent Messages
CEU QUESTIONS

1) Question: What type of class holds properties for objects in the world and can be accessed in the STAGE editor?  Answer: (any one of) Actor, ActorProxy, GameActor, or GameActorProxy.

2) Question:  What is used to send behavior and data and ticks to the various parts of a game? Answer: a Game Message.

3) Question: True or False: The best place to put high level game behavior is in a GM Component? Answer: True.

4) Question: Specify at least 2 things that the Delta3D Game Manager class is responsible for.  Answer: (any of) manages actors, manages proxies, works with maps, manages the scene, routes messages, controls time, works with components, ticks actors.  Wrong answers: draws the scene, runs your executable, performs the infinite game-loop, handles the keyboard or mouse, or performs logging.
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