COMPUTER SYSTEMS RESEARCH 
Running Version of Your Program 2007-2008 

1. Your name:           Brett Jones          , Period:     7     

2. Date of this version of your program:     1/22/08     

3. Project title:     First-Person PacMan     

4. Describe specifically what files are needed and the command(s) necessary to run your program.
How to run your demo:
Open the Game.java file in jGRASP and use jGRASP’s run utility. Java 1.5 and Java3D 1.5.1 are required for the program to run.
Alternatively, open a command prompt or terminal and navigate to the folder with the game and enter the command “java /pacman/engine/Game” without quotes.


5. Your program is running, now what? List test input(s) for the user to interact with your program. Specifically what should the user expect to happen?
Input(s):
The program’s main menu accepts mouse input when the buttons are clicked.  Once a game is running, the program accepts keyboard input from the Escape key, which returns to the main menu; the P key, which pauses the game; the down arrow () key, which turns the viewer around; the left arrow key (), which turns the view to the left; and the right arrow key (), which turns the view to the left.
Program's expected response(s):
In the main menu, the mouse clicks should activate the buttons.  Currently, the only buttons that actually do anything are the New Game and Quit buttons.  All buttons, however, should show the click animation (that looks like the button is actually being pressed) when the user clicks them.  The Quit button exits the program, and the New Game button puts the program into fullscreen exclusive mode (FSEM), where it currently will display a black background with a 2D projection of 3D boxes.  These boxes are the walls of the environment, but they are not yet contiguous and the view is inanimate.
Once in the game, the keyboard inputs are handled as noted above.


6. What about user input errors? Are there incorrect user input(s) that your program handles?

The program handles all inputs other than the stated keys with a default case in a switch statement that does nothing, so only the keys that are specifically programmed to do something have any effect.  Invalid movement (e.g. running through walls) is handled through collision detection (which has yet to be coded, since the animation is not yet coded either). 


7. What is the programming doing, demonstrating, or analyzing? What is the user looking for in order to understand what you've been studying and developing with this project?

The display of the program, including the rendering, animation, modeling, and intelligence of the ghosts is what the user should look for.  The program is designed to demonstrate real-time 3D graphics and animation, which will be part of the display.


8. How has your program evolved during second quarter to now, the beginning of third quarter?

My program now actually displays something, whereas last quarter nothing was displayed due to me forgetting to add the Canvas3D to the Frame.  I have also added a better structure to the program, separating the display rendering and the processing into two separate classes that each have their own Thread, allowing for a multithreaded application, which can take advantage of multi-core processors.


9. By the end of this school year, what do you hope to have as a final version of your program in relation to this current version? What will you demonstrate during your final presentation?
The final version of this project should be a fully-functional game that contains 3D modeling, animation, and 3D graphics, as well as a simple AI.  The user will be able to move around the scene collecting the cookies (and avoiding the ghosts!), and will advance a level once all cookies have been collected (unless the player dies to the ghosts enough times).  For this project, the levels will only increase in difficulty of the AI, i.e. it will be harder to avoid them; however, the setup is expandable to include levels of different sizes and layouts.  The game will be run in real-time, hopefully at a framerate of 75 frames per second or better.

