COMPUTER SYSTEMS RESEARCH
Code Writeup, example report form, 3rd quarter 2007-2008 

1. Your name:           Brett Jones          , Period:     7     

2. Date of this version of your program:     3/31/08     

3. Project title:     First-Person PacMan     

4. Attach some sort of summary listing of your code, such as an API listing, or an outline of classes, functions, methods, with explanatory comments.

1. (attached to back)

5. Describe how your program runs.  List test input(s) that may be used. Are there incorrect user input(s) that your program handles?

1. The program first displays a menu of game options, of which only New Game and Quit actually work (the other buttons do nothing when clicked).  On using the New Game button, the game goes into fullscreen exclusive mode (FSEM) and displays the game scene, which currently consists only of the walls.  Motion is currently not working; only rotation works.

2. The inputs that the program is currently designed to handle are the arrow keys, which move forward, turn left/right, or turn around; the “P” key, which pauses the game; and the Escape key, which quits to the main menu.  All other inputs are ignored.

6. What is the program analyzing as far being used for your senior research project this year?

1. The program is “analyzing” the use of 3D graphics to recreate with expansions a first-person arcade game.

7. How has your program evolved during third quarter?  What do you expect to be your final version by the end of this school year, 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?

1. Over third quarter, I worked on adding the animation to the program.  For the most part, this is now complete.  I ran into some issues at first, mostly due to how the built-in Java3D methods work, such as the rotation angle passed to the rotY method of the Matrix3d class requiring an angle relative to the positive z-axis (rotY rotates around the y-axis from the positive z-axis), not an angle relative to the previous rotation angle.  I fixed this by keeping track of the angle in a variable, incrementing it, and passing it to the rotY method.  Another issue I ran into was with how to split up the basic animations into smaller animations and how to keep track of which animation is currently running, which I solved for the rotation by rotating by incremented angles and using a variable to keep track of which animation is running.  The only issue left to solve for the animation is making the forward movement work – currently I have it commented out because it generates runtime errors.

2. My focus is to make the movement work, add collision detection and the rest of the scene objects, an AI for the ghosts, and possibly a small 2D top view of the map.

8. What will be the major research points you’ll write about for the final version of your research paper?

1. For my final paper, I expect to write about what I learned about programming 3D graphics from this project, as well as about some of the different rendering techniques.

