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Implementation of Shooting game using collision
detection algorithm of
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Abstract

We reviewed the collision event with pc-based shooting games and existing collision
detection algorithms. Then we proposed a new collision check technique using a small
quadrilateral unit, by which existing quadrilateral collision detection techniques can be
made up for. For demonstration we implemented a simple shooting game having its screen
output. We proved that the proposed technique can be applied to real computer games by
means of showing the experimental results and screen outputs from implemented real

games.
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Fig 1. routine of collision check
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int FEHALFE()
{
int col_flag = 0;
25 X dneElE
if(FEHA) col_flag = 1:
return col_flag;

. & dx L32[&

28 Agole o2 77 F1gEe) TAY. o 7
38 Azlol Ul Ao, B AR W, 2DoIA
7 Ree AL T 4 e B4 A W, olnlel A
A goe Be vha YR Uslol vind Foe Bue
& 4 e W, S A2 38 A, 28l g se
7 477U 4 Sk A4y 38 S gt 2
olo) 3DIIA AHET & Sl W whaol olgk 2E T4,
uhed Foll A FE /S0 Aok FF Aslel of A
ozl 77 7ol EAeke olfre, B0} AU 35 IS
) A8 oA D, B9 Ade) ARl @ 4
Ue $E FAER A8 o)FA o gdt 7PEEe] A
A Eoi6). AF AT 2o] vimA B A S| EA|
s 9 A% 54 Haol 350] W4 AeAE ol
29, ST SO 24 B9 e A AR 3
& At AR A oz, Me JoE A 458 aTe
£ £ SlME HlTd BYR WA 2=} B
A HE AT ¢ 4 e A 38 Azl 492 3
i), BE o] F 71 BOUE ugw FEA M
AR LSP 384k 71¥0) s, ofe a9l B
2 %% Age e Moz ¥4 A2 B0 wew At
3 FE AgTgolud ek Yehlle 7%tk

AHB 3

2% 483 YolME B9 MBS 18U F
o)E T sl WAE BE A5 Fal o) Aruct Wit
Be A% 382 Weke PolD. 292 9 A8Y
FEUR0) e A% ez Aok

rio
o

3.1

tlo

08 2. 48 AI8st 5 2K
Fig. 2. Collision detection using circle
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Fig. 3. Collision detection using rectangular
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Table 1. character Attribute
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Hight ZEES| V|, £ T £0I8 o).
Width HESS| Ml HolE 2in|.

Top HEEQ| At ZEE ofn|, el & Atk2 0.

Left HEES| &% ZEE o[, Fof 2 X = 0.
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Table 6. value 2 of object attribute

MMC-1 Name Mei First
MMC-2 Name Mei_Second
Command Name Cmd_start
Button-1 Caption AR
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Fig 5. window design
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Table 5. value 1 of object attribute Name Timer _bkmusic
Timer-3 Enabled False
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Picture Box-1 Picture AT Timer-4 Enabled False
Autoredraw True Interval 50
Borderstyle -8
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Name Pic attacker extBox Text 0
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Table 7. Values of experimental result

YTRlE N | 43 | s | 3

7IEUADEE 100 81 190 81%
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