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

- Models (Spaceships, Astroids, Spacestations,...)
- Particle effects
- Light
- Sound
* |nvisible objects

- Quests/Missions
- Waypoints for Al spaceships
- Triggers & Events
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.owx orxonox level file structure

<l evel

name 5émpty level"
description = "& level with absolutely nothy
tags = "test"

screenshot = "emptylevel.png” /\(#(j !EE\/EEI
i description here

<?lua
include("stats.oxo")
10 include ("HUDTemplates3.oxo")

il include ("templates/lodInformation.oxt") |r1(3|l1(16355 (EE-QJ-
12 ?»
space ship templates

Do~ Wk

14 «=?lua
15 include ("templates/spaceshipEscort.oxt")
l§ ?=»

18 <level>

19 <templatess

20 <Tg t2 link=lodtemplate_default /=

21 <ftemplatess

22 <?luz include("includes/notifications.oxi") ?=

24 <Scene
75 ambientlight = "0.8, 0.8, 0.8"

g? . skybox "Orxonox/Starbox” §5[)Ei(36355f1i[)55, F)()rtfilfs,
- Light, Sound, Quests,

3l <Light type=directional position="0,0,8" direction=W.253, 0.593, -0.765" diffuse="1.0, 0. /\I (3()r1tr()||63r55, e B f=
3z <SpawnFoint team=0 position="-200,0,0" lockat="0,0,0" spawnclass=SpaceShip pawndesign=spac

37 <f5cena>
38 <fLevels
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Adding a model to the scene

<Level=
<templatess>
<femplate link=lodtemplate default /=
</templates=
<?luz include("includes/notifications.oxi") ?=

<Scene
ambientlight = "0.8, 0.8, 0.8"
skybox = "Orxonox/Starbox"
-

=ight type=directional position="0,0,0" direction="0.253, 0.593, -0.765" diffuse="1.0, 0.9, 0.9, 1.0" specular="1.0, 0.9, 0.9, 1.0"/>
<SpawnFoint team=0 position="-200,0.0" lookat="0.0,0" spawnclass=SpaceShip pawndesign=spaceshipescort />

<Model mesh="cube.mesh" position="0,0,0" scale=10 /4

<fScene>
<flLavel>
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Collisionshapes

< ight type=directional position="0,0,0" direction="0.253, 0.583, -0.763" diffuse="1.0, 0.9, 0.9, 1.0" specular="1.0, 0.9, 0.9, 1.0"/>
<SpawnPolnt team=0 position="-200,0,0" lookat="0,0,0" spawnclass=SpaceShip pawndesign=spaceshipescort /=

<StaticEntity position="0, -10000,0" direction="0,-1,0" collisionType=static mass=100000 friction=0.01 =
<attachad>

<Model position="0,0,0" mesh="cube.mesh" scale3D="10000,10000,1000" /=
</attached»
<collisionShapess>
<HoxCollisionshape position="0,0,0" halfExtents="10000,10000,1000" />
</fcollisionShapess=
</StaticEntity=>

= A model is only visible. Nothing else!

= Toget a solid object, you need to add a collishion
shape.

= Attach Model to StaticEntity
= Specify physics (mass, friction, ...) of StaticEntity ol
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Other types of objects for level design
= Portals
= SpaceBoundaries \/
= Pickups -~
= Planets : L\
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Al Spaceship with WaypointPatrpIControIIer

<Spaceship position="300,0,0" lookat="0,0,0" team=3>
<templates>
<lemplate link=spaceshipescort /=
</templates>

<controller=
<WaypointPatrolController accuracy=10 team=3>

<waypoinis>
<Model mesh="cube.mesh" scale=8 position="300,0,0" /= - s
<Model mesh="cube.mesh" scale=8 position="300,500,0" /= : ‘h_
<Model mesh="cube.mesh" scale=8 position="0,500,0" /= - L ey
<StaticEntity position="0,0.0" /= -

</waypolnts>

</WaypointPatrolControllers
<fcontrollers
</SpaceShip=

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

= Specify waypoints for WaypointPatrolController
= More intelligent controllers for Al enemies available
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Triggers & Events

<ParticleSpawner position="0,0,0" source="Orxonox/bigexplesion" lifetime=3.5 loop=0 autostart=0-
<svents=
<5pawn:
<Eventlistener event="spawnparticle" /=
<fspawn=
<fevents>
</ParticleSpawners>
<DistanceTrigger name="spawnparticle" position="0,0,0" target="SpaceShip" distance=50 stayActive="true" /=

= 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 Awas .
triggered first and the trigger B was triggered) L
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