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Chapter Five
How to Conceive and Design an Interface

University of Patras (GR)

1.How to conceive an Interface

1.1 Introduction
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The art of creating the videogame environment
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1.2.1 Choose a goal and a topic
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1.2.2 Videogame Environment
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2. The interface of 2D videogames
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2.1 Define a Look
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2.1.1 Create a Mock-Up
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2.1.3 Define a Color Scheme
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2.3 Research and Inspiration
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2.3.2 Search for Images
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2.3.3 Thumbnalils
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2.3.4 Work Quickly
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2.3.5 Push for Variation
+ *
- *
+ 8 n "
+ A
+

—~

+
’
n n
'k
—+
* n
*
+ *
"
*
_ *
*
*
+ *
+
+ #
+
* *
*
* +
o *
+0

12



%

* - A
+ *
+C *
* * + A
A " *k * +
* ") *
+ 1
* * +
2.4 Creativity versus Standards
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2.5 Using Photographs
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2.6 lllustrations
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3.1 Introduction

3.1.1 Coordinate Systems
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3.1.2 3D Models
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Figure 3.19: Screen shot of sphere model

3.1.3 3D Shapes
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3.2 Displaying 3D Models
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3.2.2 Scaling
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3.2.4 Translation
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3.2.5 Full Transformation
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3.2.6 Rendering
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Figure 3.18 Faces on an irregularly shaped object
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3.2.10 Phong Shading
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3.2.12 Texture Mapping
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3.2.13 Shaders
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3.2.14 Bump Mapping

< +0
* + *
* * -
* K
+
< *
+ *
*
*
*=
*— "y

< =

3.2.15 Environment Mapping

3.2.16 Mipmapping

@ &+&DE’ +
1 @ &+&L2+ @
+@ "
+
@ &+&LE

@

&+&D+

28



3.2.17 Scene Graphs
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