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Turn Based / Real Time

Modern / History / Phantasy / SF
Grid Based World / Continuous
Atomic Combat / Subgames
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Terrain Characteristics
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Set valued
Attribute ?
pos. sp.res. ?
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Icons in

Domain?
Which Domain?
Null Values ?
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The Tree of Knowledge

Dependencies between
Civilization Advances

Backward Edges / Implicit Edges

TASK: Design Nice Lay-out!

Stratification: Easy
(Topological Sort)
Few Crossings: Hard

(likely to be NP-hard)
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Identity Crisis in Dark Castle
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Identity Crisis in Dark Castle

Rats are killed but re-appear
Bats are killed but re-appear
Robots are knocked down and
stand-up again. Later in the
game they are destroyed....

You return to the same
Dungeon, yet the keys are on ~ °™*™
different pegs. You must knock

down the same Henchmen to | Alien Identity Conditions

get the keys......

How Often can you Kill the Same Rat or Bat ???
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Conclusions

* All examples were used for a
Classical Relational Database Course

» Behavioral Aspects seem Attractive
to OO courses as well.

» Alternative types of Games (tabletop,
real-time, continuous world, flight
simulators ....)

» Attractive examples for females and
minorities must be found.
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