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Design of real-time strategy game based on galaxy editor
TONG Zihao, Qiao Xiuming, MA Xinyu
(School of Computing, Beijing Information Science and Technology University, Beijing 100192, China)

[ Abstract] In recent years, with the development of the Internet industry, the online game market has also sprung up. In online
games, real —time strategic confrontation games have always been loved by players. Taking Galaxy editor as the development

environment, this paper develops and designs a real-time, interactive and high authenticity real-time strategy game. The game can
simulate the scene of two forces fighting under the established rules.
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Fig. 1 Trigger process
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<CUnit id="q">//52%& ID

<Acceleration value="2"/>// Ik &

<Speed value="1.1992"/> //#JE

<TurningRate value="39.902 3" />//%% B # 3

<LifeMax value="10"/>//H KA {H

<Sight value="32"/>//f¥F 4%

<Height value="8" /> B

<VisionHeight value="4"/>//fW%F & &

< WeaponArray Link =" artillery" Turret =
AutoTurret" />// i I AF : kM
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<CWeaponLegacy id =" UnknownWeapon" >

<TargetFilters
value =" Ground, Visible; Missile, Stasis, Dead,
Hidden , Invulnerable" />// H ¥R i ik 4%

<Range value="6"/>// %} &

<Speedvalue="2.086" />/ /R

<TurningRate value="494.472 6" />/ /% B # &K
</CWeaponLegacy>
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<PathingAmmoUnit value =" f"/>//R.#x I
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Fig. 3 Entity list
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if BigStepCounter <= len(List2) :

aim =target[ StepCounter | [ BigStepCounter |
if action_type [ StepCounter ] [ BigStepCounter |

print( " zj]’f/};#cﬂﬁgﬁ?%?%l i ,ﬁ'J%?
Sl PETIAR tag: | | WLSEEARER

{ } " .format ( StepCounter, BigStepCounter,

Entity_bound_red[ StepCounter | .tag, aim) )
return actions. RAW _FUNCTIONS. Move _pt

(" queued" , Entity _bound _red [ StepCounter ]. tag,
[aim.x, aim.y])# # & ZIEEBN AT, & W4T
ik

elif

action_type[ StepCounter | [ BigStepCounter ] == 1,
print(" SERBATRG] L IIRE]
15 3 VE HAs R { . format ( StepCounter,
BigStepCounter, aim) )
return actions. RAW_FUNCTIONS. Attack _unit ("
queued" , Entity_bound _red [ StepCounter ] . tag,
aim)
else .
return actions. RAW_FUNCTIONS.no_op( )
else .
return
actions. RAW_FUNCTIONS.no_op( )
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Fig. 4 Entity action information
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