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A snapshot of the Shark chasing the thieving Diver

SCUBA-dude is a networked interactive game that can be played by two remotely located users. The two main protagonists of this game are a scuba diver and a big shark. The scuba diver enters the ocean with the intention to rob the shark of its moneybags. The shark expresses its rage by charging towards the diver and bad things can happen! The diver wins if he gets all the three moneybags to the shore and the shark wins if it can kill the diver before he takes away all the bags. Audio clips from the soundtrack of the movie 'JAWS' heighten the drama of the chase.

To run this game between EVL CAVE and the IDesk in the same room:

1. cd to ~atul/yg-alpha2/

2. On laurel type 'RUNServer' to enter the world as the Diver. This sets up the 

’Master' copy of the scene and is also the machine where the  'udprepeater' is 

run. 

3. On cray, type 'RUNShark' to control the shark.

4. Turn up the volume on the CAVE speakers. All the sounds are copied to /usr/tmp . 

5. Each user has a sign before him that describes the wand controls and the 

user's goal in the game. The Diver can use the left wand button to grab or drop 

a moneybag and the joystick to navigate. The Shark can only navigate with the 

joystick.

6. The Diver is on the beach and should head towards the water. The Shark is 

placed in the deep end.

7. The Shark cannot see the Diver (but I have kept the hand visible at all 

times to make the game easier) until the Diver picks up a moneybag (Diver uses 

the left most wand button to do so). This is when the Shark can chase the Diver 

and the Diver can get killed, unless the Diver let's go of the bag. The Shark 

cannot kill the Diver when the moneybag is dropped. The Shark cannot enter the 

shallow end of the ocean or go on the beach.

8. The Diver can save himself by reaching the beach faster through one of the 

teleporters (the big green cages with the animated entrances). But he can do 

so at his own risk because one of these teleporters will not teleport and the 

Shark can take advantage of the situation.

9. Sound is used to indicate the location of the Diver. When the Diver is on 

the beach he can hear the sound of waves lashing the shore and of sea gulls 

(this sound is local to the Diver). When the Diver enters the water, the 

dominant sound is the breathing of a scuba diver under water. A clip from the 

theme of the movie JAWS is played when the Diver grabs a bag and the chase 

begins. Teleporting is accompanied by a roar (the shark's frustration at 

losing the Diver). The Diver's killing is indicated by a change in the 

environment color and a scream and the Shark's roar of victory (okay Shark's 

don't roar - but then which Shark keeps moneybags?) 

10. When the Diver is killed the game is reset. The Users are positioned in 

their initial positions.

11. Please also appreciate the underwater world ( bubbles, waves, plants, fog 

etc ).

Thanks are due to :

1. Brenda for lessons on how to use Multigen Creator for polygon reduction, texture mapping and terrain creation.

2. Brenda and Kyoung for the providing the code for the waves under water.

3. Lance for the big green cages.

4. Ya Ju Lin for the dull and shiny moneybags.

5. www.3dcafe.com for the Shark, hand and plant models.

6. www.findsounds.com for the audio clips.

7. The BBC CDs for the bubbling sound effects.

8. Dave's YG distribution for the Diver Avatar model.

The concept and design rest of the project is mine. I had to create a node (checkIt) to check which user is triggering off an event and take appropriate action ( Diver can enter the shallow water but the Shark can't , Diver can grab money bags but Shark 

doesn't, Sharks doesn't get teleported, the Shark's wand kills the Diver but 

the Diver's own wand (or any other Diver's wand) cannot kill the Shark etc).

I made modifications to some yg modules like simpleMover, timer, waves, 

bubbles, etc.). A list of files is below :

Scene files (~atul/yg-alpha2/data:

-Scene

-SceneInstructions

-SceneWaves

-SceneGround

-SceneBags

-SceneCages

-SceneSounds

-ScenePlants

RUNScripts (~atul/yg-alpha2/)

· RUNServer

· RUNShark

· RUNDiver (if you want to run the Shark in the Master copy then edit RUNServer and include “Shark” instead of “Diver”. Run the RUNDiver script at the remote end.)

Module Source Code : ~atul/yg-alpha2/module-src

Models/Textures/Sounds : ~atul/yg-alpha2/data

Sounds are temporarily dumped into /usr/tmp for better audio playback.
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