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The customized weather system created for “Avid Racer 3D” was developed to be used with the Torque Game Engine (TGE). TGE was created by Garage Games
 to ease budding programmers, artists, and designers into Indie development. Modifications of the Torque Game Engine and its scripts are easy-to-conduct because TGE introduces a flexible, yet extensible “Type-less C-Style” scripting language that strictly adheres to OOP standards.
The weather system implemented into “Avid Racer 3D” was created from scratch. The original TGE mod which I was able to get my hands on did not have any environmental effects taking place. Its implementation was done through the use of the scripting language, modification of existing GUI file(s), and the creation of a randomization method to allow for a realistic game play experience.
An environmental weather system inside a game is very realistic and can affect many things such as vision, speed, clipping, user playing tactics, and the outcome of the game. Environmental effects such as rain and lightning are something that is bound to happen in real life circumstances. The common trend amongst games now is that they come as close to life as possible and by doing so they fashion familiar scenes and objects that the players can relate to; thus increasing the overall enjoyment the consumers.
Listed below is a script code example taken directly from the game that was used to generate the game’s weather effects:


The above script code was extracted from the “weather.cs” script file. Its creation allowed for the representation of the 2 different types of rain as well as lightning weather effects. The keyword datablock
 is TGE’s way of utilizing the pre-existing classes packaged inside of the game engine. For example, the Precipitation datablock is an implementation of an existing class within the engine. It is fully customizable and allows for much flexibility. The function called CreateHeavyRain() can be called to create an instance of “Heavy Rain”. 
After creating all of the functions for each rain and lightning object, the randomization function was implemented so that there would not always be rain every time the game was started.  
The last addition was the introduction of a GUI option for the user to turn on/off the weather effects as desired. Weather effects can affect the performance speed of the game if our user does not have “above average” hardware on their computer, making this option available was done to allow those without the optimal hardware to still enjoy the game. The following is example script code that implemented the checkbox inside the pre-existing options dialog:


The “Variable” attribute allows us to create functions which check whether this effect is on or off and to generate the desired response based on the user’s selection.

This concludes my development of the customizable weather system for Avid Racer 3D. A customizable weather system can make a big difference in any game by adding that little bit of realism that we are all familiar with. The engine that was used made it easy to develop because of its stellar ability to offer programmers extensibility, encapsulation, inheritance, and polymorphism in a type less, less-restrictive, yet familiar “C-Style syntax”. These features make modification to the engine and creation of your own game a very enjoyable and appealing experience.

…


datablock AudioProfile(ThunderCrash4Sound)


{


   fileName = "~/data/sound/thunder4.wav";


   description = AudioSoft2D;


};





datablock LightningData(LightningStorm)


{


   


   strikeTextures[0] = "~/data/thunderstorms/lightning.dml";


   thunderSounds[0] = ThunderCrash1Sound;


   thunderSounds[1] = ThunderCrash2Sound;


   thunderSounds[2] = ThunderCrash3Sound;


   thunderSounds[3] = ThunderCrash4Sound;


};


datablock PrecipitationData(HeavyRain)


{


   soundProfile = "HeavyRainSound";





   dropTexture = "~/data/environment/rain";


   splashTexture = "~/data/environment/water_splash";


   dropSize = 0.75;


   splashSize = 0.2;


   useTrueBillboards = false;


   splashMS = 250;


};





function createHeavyRain()


{


   error("Create Heavy Rain");


   new Precipitation(myHeavyRain) {


      position = "-144.555 612.71 162";


      rotation = "1 0 0 0";


      scale = "1 1 1";


      dataBlock = "HeavyRain";


      minSpeed = "1.5";


      maxSpeed = "2";


      minMass = "0.75";


      maxMass = "0.85";


      maxTurbulence = "0.1";


      turbulenceSpeed = "0.2";


      rotateWithCamVel = "1";


      useTurbulence = "0";


      numDrops = "5000";


      boxWidth = "200";


      boxHeight = "100";


      doCollision = "1";


      name = "Heavy Rain";


   };


} …





…


new GuiCheckBoxCtrl(OptWeatherEffects) {


            Profile = "GuiCheckBoxProfile";


            HorizSizing = "right";


            VertSizing = "bottom";


            position = "191 119";


            Extent = "140 30";


            MinExtent = "8 2";


            Variable = "$pref::Video::weatherEffects";


            Visible = "1";


            text = "Weather Effects";


            groupNum = "-1";


            buttonType = "ToggleButton";


         }; …








� � HYPERLINK "http://www.garagegames.com" ��http://www.garagegames.com�





� For all you C or C++ fanatics, a datablock is kind of like a less-structured class, but not quite as unstructured as a struct






