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Introduction

FiSSION is a homebrew 3D game engine being devdlapethe Nintendo Wii.
Its goal is to allow homebrew developers the oppuoty to develop studio-quality games
without the massive upfront investment of writingame engine to support their content.
This is a very early demonstration build of thisjpct, which allows users to select and
browse game levels, rendered real-time in 3D.

Background

FiISSION originally started out as “Hydra,” a prdjvith similar goals but
targeted at XNA on the Xbox 360, a little over arago. It was a two-person endeavor
shared between myself and a like-minded friend,vaemdnade a lot of progress in the
first few months of development. Unfortunately, frignd eventually lost interest, and
lack of any good project management system maaleidst impossible for me to
continue the project on my own. Then, after becgnmerested in the Wii, and some
encouragement from another friend, | decided t& the idea back up, this time
incarnated as project “FiISSION.” Although | am noeding it mainly on my own, |
must give my friend some credit for keeping me raigd. It has since been only a few
months, and, despite some trouble working withvihiés poorly documented software,
the project is progressing at a surprisingly fasigy With that said, | am proud to
announce this first public demo release, whichpthing else, at least proves that | have
made my way into the Wii game development scenlenAdll, | am really hoping for this
project to turn into something relatively extraoraly, especially given that no console
has really seen something like this before.

The Demo

I'd like to start off by warning everyone thatghs nothing more that a very early
demo release of a work still very much in progrédeewise, it is intended to do no more
than illustrate a concept and show that this ptdjas a lot of future potential. It is not by
any means a playable game. Furthermore, as a#qgisoare when in the very early stages



of development, this release is very unpolishedwarder-tested, to say the least. In fact,
there is no real guarantee that it will even wdrk way it is supposed to on any console
other than my own, and you should conceder youhsekly if you don’t run into any
unforeseen problems. With that said though, | apirgpthat everything will work as it
should in what is to be my engine’s first field-run

The application starts with a main menu screenalh@ws the user to choose a
map (game level) and a sky graphic to be displayetrendered in 3D. Once the engine
is loaded, the user can browse around the maptfierm-game equivalent of a flying
camera, controlled in a fashion similar to using ‘thoclip” cheat in an FPS game. The
user may then return to the menu and choose anoidgeiand/or sky to load and browse.

Controls

The demo is currently controlled exclusively thghua USB mouse and keyboard
attached to the Wii's rear USB ports. There iseuilly no support for the traditional Wi
peripherals such as the Gamecube controller oiR&tmote. | had planned for
rudimentary support for the Wiimote and Nunchuckecavailable in this demo, but
things were not working as they were supposed dol @ecided not to delay this release
trying to get them working at the moment. Ultimgiehis means that you MUST have a
USB mouse and keyboard available to be able tagithang at all with this demo. If you
are not able to find one, I'm afraid you will eithgave to borrow one, or wait for a later
release of the engine that implements supporttéordsard Wii peripherals.

The following mouse / keyboard controls are usettis demo:

- Arrow keys — Moves the cursor in the menu
- Enter — Selects an item in the menu
- W/A/S/D — Moves the flying camera around the map
- Mouse — Points / rotates the camera
- R — Resets the camera to its default position
- Esc — In map — Returns to the menu
- In menu — Returns to the launcher

Additionally, the reset button on the console maybed to return to the loader at
any time (even, in many cases, if the applicatias trashed).

Installing

To install and run this application, simply cope t'apps” and “data” directories
from the downloaded archive to the root of an SDnowy card formatted with the FAT
file-system. All SD cards supported by the Homeb@wvannel, including SDHC cards,
should be suitable for running this applicationc®ithe files are copied, simply launch
the “FISSION Game Engine Project” program from lt@mebrew Channel menu. As
stated earlier, the application can be exited gttiame by pressing the reset button on the
Wii console.



Known Issues / Troubleshooting

The following is a list of problems that you mdput hopefully won’t) encounter
when running this demo, and a list of steps thatlmataken to work around these issues:

- The demo does not appear in the Homebrew Chanrel,noeashes
immediately, or crashes while loading a part ofd¢betent.

o Reboot the Wii and try loading the demo again.

0 Make sure you are using the latest version of thmébrew Channel.
Older versions had known compatibility issues vegntain SD cards.

0 Back up your data if necessary, then fully forniet $D card with the
FAT file-system. Re-copy the application directsrieom the archive
to the card, reboot the Wii, and try loading thendeagain.

0 Repeat step 3 using a different SD card.
o0 Re-download the archive and repeat step 3.

0 Repeat step 3 on a different computer and/or uadiferent
operating system.

- The demo does not respond to input from the mongdmakeyboard.

0 Unplug BOTH peripherals and fully shutdown the Wiurn the Wii
on and load the Homebrew Channel without eitheipperal
connected. Then plug in both peripherals whilé stithe Homebrew
Channel menu and launch the application. Be supdutpthe
peripherals directly into the Wii; do not go thréuany extension
cables or USB hubs.

0 Repeat step 1 again, switching the respective plogtsnouse and
keyboard are plugged into.

0 Repeat step 1 using a different mouse and/or kegboa

If you believe that any problems you experiencegtivér or not listed above, are
the result of a programming error in the softwéee| free to contact me explaining the
error so that | can fix it. Keep in mind thoughttitas unlikely that | will be able to solve
any errors related to specific hardware, especiallgo not own the hardware in
guestion, or it is non-standard.

License / Disclaimer

You are free to use this application and its ideliifiles in any manner you
please as long as you abide by the following caooait

- Attribution: If you publicly distribute any part ¢his project in any form, you
must clearly identify it as being my original wodnd include an unmodified
copy of this license / disclaimer.



- Non-Commercial: You may not use any part of thigjgut to make a profit, or
associate it in any way with commercial activity.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTYF ANY
KIND, EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITEDIO THE
WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTIOLAR
PURPOSE AND NONINFRINGEMENT. IN NO EVENT SHALL THEUTHORS OR
COPYRIGHT HOLDERS BE LIABLE FOR ANY CLAIM, DAMAGESOR OTHER
LIABILITY, WHETHER IN AN ACTION OF CONTRACT, TORT QR OTHERWISE,
ARISING FROM, OUT OF OR IN CONNECTION WITH THE SOMIARE OR THE
USE OR OTHER DEALINGS IN THE SOFTWARE.

Commercial Use

As you can see, the only thing I'm really not aliog people to do with FISSION
is make money off of it. Still, if you or your corapy is sincerely interested in
commercial applications for FiISSION, I'd be moranhappy to conceder making
specific business arrangements. The only requirehteve is that such arrangements
must not restrict my ability to continue developemd distributing FISSION on my own.
| will NOT enter into any exclusive contracts. Qthese, feel free to contact me with any
offers. In all honesty, I'd take it as quite an boto see FISSION become part of a mass-
marketed product.

Included Content

As stated above, the FISSION project is stricthame engine, not a game.
Likewise, it currently contains no original creaigontent, only code. Still, because a
game engine can only be demonstrated when it h@emato work with, | have included
two test maps, “Zanzibar” and “Blood Gulch,” takieom the “Halo” series of FPS video
games by Microsoft / Bungie, and converted to waeitk the FISSION engine. These
maps are copyrighted property of Microsoft / Bungied | take no credit for them
whatsoever. | believe that their use in demonstgatie abilities of the FISSION game
engine project qualifies as “fair use” on the fallog grounds:

- The content is provided purely to display the fiorwlity of the FISSION
project, and is provided in a format suitable forather purpose.

- The content is being used solely for non-commepu@poses. No profit is being
made from the content or from the software withahht is being used.

- The content is being used only because no othellgcauitable, non-copyrighted
material could be easily obtained.

- The commercial interests of the content’s authatB@ copyright holders are not
being violated or negatively affected in any waythg use of the content for this
purpose.



Furthermore, the images used to create the skywmpspre the original work of Colin
Lowndes (“cloudtop”) and Jockum Skoglund (“miramarid “stormydays.”)

Source Code / Helping FISSION

As you may have noticed, source code has not inerded with this release. |
ultimately plan on making this an open-source mjeut | have decided that releasing
the source code at this point would be counterptrael The source is currently very
messy, completely uncommented, and basically, angtse would go crazy trying to
read it. Furthermore, | simply don’t need nor wany other developers working on this
project right now. I'm having a hard enough timeieg the code organized enough for
myself. Still, if anyone is interested in knowingnsething specific about the internals of
FiISSION, I'd be glad to explain it and provide tieéevant code.

And finally, there is one big thing everyone cantddelp FiISSION: tell your
friends! If you thought the demo was interestingyau think that this project has
potential, spread the word and give your feedb@bk. most important thing | need right
now is motivation and support from the game develept community, so that, at very
least, | know that my work is appreciated and timatot wasting my time. If you have
anything to say, I'd love to hear from you on WiBr or by email (see above.) Thank
you, everyone, for your interest.



