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Period 3

Review of Project Code

Program.cpp

This file was the entry point of the project and the I/O class. It contained all the GLUT functions necessary for the program.

· Defines structures Vertex, Triangle, Sector (all three used for game world) and Texture

· Initializes global variables

· Function void LoadTGATexture(Texture *texture, char *filename)

· Loads an image file into a Texture structure

· Function void InitTextures(void)

· Creates textures using GLUT from Texture structures

· Function void SetupWorld()

· Creates world data from world.txt file

· Function void drawCube(GLfloat size, Vector3 pos)

· Draws a cube of size at the point defined by pos

· Primary drawing function

· Function void drawEnemy(GLfloat size, Vector3 pos)

· Similar to drawCube

· Draws the Enemy entity specifically, using different textures for different quads

· Function void display(void)

· Changes player's view rotation

· Draws world

· Draws enemy

· Draws shots

· Draws HUD

· Calls other systems

· Various GLUT input functions

· Function int main(int argc, char **argv)

· Initializes GLUT functions

· Calls InitTextures()

· Starts main loop

Data.h

This file contained the data that described the game at any given time.

· Defines structures BounceShot and Enemy

· Defines all variables

· Function void Data::initialize() initializes all variables to default

Physics.h

This file governed the movement and collision detection of the entities in the Data class.

· Function int Physics::tick(Data* d)

· Checks to see if player has hit game world, moves player accordingly

· Checks to see if enemy has hit game world, moves enemy accordingly

· Destroys all shots that leave the game world

· Governs player jumping

· Adjusts player ground acceleration depending on player input

· Adjusts acceleration due to gravity

· Scales speeds

· Detects collisions of shots

Game.h

This file controlled game logic.

· Function int Game::tick(Data* d)

· Creates shots from the enemy

· Creates shots from the player

· Checks number of collisions

· Displays score if necessary

· Checks for win/loss conditions

AI.h

This file contained the Artificial Intelligence code.

· Function float findPlayerYAngle(Data* d)finds player's angle relative to enemy.

· Function float findPlayerXAngle(Data* d)

· Function int AI::tick(Data* d)

· Determines if enemy is shooting

· Finds relative angles of player and enemy

· Governs enemy's acceleration 

· Determines AI state

· Jumps enemy if necessary

