Chapter 1

Test Bank 
Questions

1. List one of the two questions that are used to measure whether a game developer is truly independent.
2. Name three recognized game genres.
3. List one of the two characteristics of console games that makes them unsuited for small independent game developers.
4. Name the 3D API used by Torque that is proprietary to Microsoft.
5. Name the three platforms supported by Torque.
6. A Quality Assurance Specialist is normally responsible for what? 
7. Name the popular computer game that is based on the same technology that underlies the Torque Game Engine.
8. Name three elements of a typical 3D game engine's architecture.
9. Name three game features best accomplished using game scripts.

10. Name the two aspects of game development that are required to create and use Graphical User Interfaces (GUIs).
11. In 3D games, textures are an important part of what?
12. Name three event processing functions that Torque handles.
13. Does Torque do its own graphics rasterization?

14. Describe a strategy employed by Torque to maximize available bandwidth when networking.
15. Describe prediction in the context of Torque.
Chapter 1

Test Bank
Answers

1. "Can the developer sell the game to anyone he chooses?" or "Can the developer make any game he wants, in whatever way he wants?"

2. Any three of: Action, Adventure, Role-playing, Maze and Puzzle, Multiplayer, Simulator, Sports, or Strategy. Consider any other hybrid genre that seems appropriate.

3. "Expensive development licenses" or "closed development tools" (unavailable to developers without a license).

4. Direct3D (DirectX is acceptable)

5. Windows, Macintosh, Linux (Windows 85/98/ME/2000/XP, MacOS, and any one of the various specific flavours of Linux are acceptable)

6. Testing (finding bugs, problems, checking software for correctness, and similar answers)

7. Tribes 2 (or Tribes, or Tribes 1), also, nowadays there are newer games: Orbz, Think Tanks, Marble Blast (or Marble Blaster), Tennis Critters, Lore, Strategem, but Tribes 2 is the one mentioned in the book as the "biggie."
8. Any three of: User Input; Graphics; Audio; Scene Graph; Objects & Resources; Event, Timing, & Synchronization; Networking; Scripting; or File I/O. Allow same sense answers like: Sound Effects, Disk I/O, and so on. Note that the question refers to a game engine, not a game. See the section "Game Engine" and Figure 1.10 on page 16 for reference.

9. Any three of: "Managing players," "enable game play rules," "scoring," "defining player behavior," "defining vehicle behavior," "GUI or user interfaces."

10. Graphics and programming

11. Rendering

12. Any three of: Mouse movements, misc. input-related events, elapsed time or scheduling, processing time for server or client objects, network packet transmissions, simulation event time, frame rendering, network time-outs.

13. No

14. Any one of: "Send important updates more often than less important updates," "Send the minimum number of bits needed for a given piece of data," "Send the part of the object state that has changed," or "Cache common strings and data and only send them once."

15. An educated guess about where an object is going based on rules of movement and client input (need both parts to be correct).
