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Level design = adding objects to a 3D scene
● Visible objects

– Models (Spaceships, Astroids, Spacestations,...)

– Particle effects

– Light

– Sound

● Invisible objects
– Quests/Missions

– Waypoints for AI spaceships

– Triggers & Events
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.owx orxonox level file structure

Add level
description here

Includes (e.g. 
space ship templates

, HUDs, )

Spaceships, Portals,
Light, Sound, Quests, 

AI controllers, ...
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Adding a model to the scene
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Collisionshapes

 A model is only visible. Nothing else!
 To get a solid object, you need to add a collishion 

shape.
 Attach Model to StaticEntity
 Specify physics (mass, friction, …) of StaticEntity
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Other types of objects for level design
 Portals
 SpaceBoundaries
 Pickups
 Planets
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AI Spaceship with WaypointPatrolController

 Controllers control (move, fire, boost, …) 
ControllableEntities (e.g. SpaceShips)

 Specify waypoints for WaypointPatrolController
 More intelligent controllers for AI enemies available
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Triggers & Events

 Dynamic levels. Level changes depending on 
player behaviour, time, ...

 Example: Particle effects runs if a SpaceShip 
triggers the DistanceTrigger

 Complicated combinations of triggers possible (e.g. 
run the particle effect only if trigger A was 
triggered first and the trigger B was triggered)
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http://www.orxonox.net/wiki/PPS_main
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