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Algorithm of collision processing for a shooting game
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Abstract

In this paper, I review the collision processing algorithm using existing quadrilateral
unit and present problems with it. Then I propose a collision check technique of a small
quadrilateral unit, by which the defects with simple quadrilateral collision has been made
up for. I finally show that the proposed algorithm can be applied to real games in terms
of presenting the experiment results and screen design for implemented real games.
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Fig 1. a)character collision b)character uncollision
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If (A.Left )= B.Left) And _

(A.Left (= B.Left + A Width) - o))

If (B.Top >= A.Top) And _

(ATop (= B.Top + B.Height) Then -~ 2)

gaue|EA A1 A(2)E Al BEsE 2712 A B AlE7t 258 Aot 494 Top, Width, Height$-&
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Table 1. character Attribute
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4.1 34 C|Xxtel
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Fig 2. window design

V. 2E

B =RoAe PCEANA wBAY Ao FEXE] 2ueldel el e, 7189 A4R A 71EeM ¢

&U A 289 BHE AT e ALY Usld 35 A2 71§ AL 2elth. 2 ollxle) Y e Al
% welz 47 o] 2 9o We $EL vlmeke of Mim PHe Ao A2Y 284 AR BANE HET 4 U8
& gtk BF ATIARE ok AT FENPENN 339 AL FEADPE) G el



2564  BE AFEFHRLE 200694 R = &3 A (2006, 6.)

Ik}

rQk

e

(1) %82, o153, AYINE, =AERHY, pp. 14, 194, 2002

(2) A, "Zutd AY A B gk () ALY FERALAE | pp.11, 2001
(3) http://www.cizi.pe.kr/Lec/Invader19 htm, "&Ez]"

(4) A3, "wFEdujolaln ALHEY]", EMEHAEY, pp. 319-322, 2005

A %4

R
20034 $EuekE A3} FSH} .
20028 ~ )+ TR AT DT Zas

(AR doleulels, A=z, 4tz



