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gameengine.cpp
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gameengine.h
gamestate.h
introstate.h
playstate.h
sprite.h
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playstate.cpp (1)

void CPlayState: :HandleEvents(CGameEngine* game)
{

. At

case SDLK LEFT:
player->walkLeft();
framex = (framex + 960 - 8) % 960;
break;

case SDLK RIGHT:
player->walkRight();
framex = (framex + 8) % 960;
break;
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playstate.cpp (2)

void CPlayState: :Draw(CGameEngine* game)
{
SDL_Rect frame, targetFrame;
it (framex < 480) {
frame.x = framex; frame.y = 0;
frame.w = 480; frame.h = 272;
SDL_BlitSurface(bg, &frame, game->screen, NULL);
} else {
frame.x = framex; frame.y = 0O;
frame.w = 960 - framex; frame.h = 272;
SDL_BlitSurface(bg, &frame, game->screen, NULL);

frame.x = 0; frame.y = O;
frame.w = framex - 480; frame.h = 272;

targetFrame.x = 960 - framex; targetFrame.y = O;
targetFrame.w = framex - 480; targetFrame.h = 272;
SDL_BlitSurface(bg, &frame, game->screen, &targetFrame);

}

player->draw();
+
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framex < 480 °luof,
famex

20064 22471 SIT% Mol Z2a24ey Copyright© by *10%  Pag 524520012

framex >= 480 °idf,

960 - framex

framex - 480
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framex2 7 9 L

case SDLK LEFT:
player->walkLeft();

framex = (framex + 960 - 8) % 960;
break;

case SDLK RIGHT:
player->walkRight();

framex = (framex + 8) % 960;
break;
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Etel 7[8F H°l] AY: Ultima2(1982)
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Etel 1/68F H°l AY: Civilization 11 (1996)
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playstate.cpp

void CPlayState: :HandleEvents(CGameEngine* game)

{

M

case SDLK LEFT:
player->walkLeft();
bg->scrolIRight();
break;

case SDLK RIGHT:
player->walkRight();
bg->scrollLeft();
break;

void CPlayState: :Draw(CGameEngine* game)
{

bg->draw(game->screen) ;
player->draw();

}
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background.cpp (1)

void Background::blitFrame(SDL_Rect *src, SDL_Surface *screen, SDL_Rect *dest)

{
for (int x = 0; X < src->w; x++) {
for (int y = 0; y < src->h; y++) {
int cellid = bgmap[y + src->y][x + src->x];
SDL_Rect tileRect;
tileRect.x = (cellid % 20) * 16;
tileRect.y = (cellid /7 20) * 16;
tileRect.w = 16; tileRect.h = 16;
SDL_Rect scrRect;
iT (NULL == dest) {
scrRect.x = x * 16;
ScrRect.y =y * 16;
scrRect.w = 16; scrRect.h = 16;
} else {
scrRect.x = (X + dest->x) * 16;
scrRect.y = (y + dest->y) * 16;
scrRect.w = 16; scrRect.h = 16;
¥
SDL_BlitSurface(tiles, &tileRect, screen, &scrRect);
¥
¥
by
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background.cpp (2)

void Background::scrollRight(void)

{
framex = (framex + MAP_TILE WIDTH - 1) % MAP_TILE WIDTH;
+
void Background::scrollLeft(void)
{
framex = (framex + 1) % (MAP_TILE_WIDTH);
}
20064 22871 SIE% WL ZE1249) Copuright® by 1o Py 5555 50002

background.cpp (3)

void Background: :draw(SDL_Surface *screen)
{
SDL_Rect frame, targetFrame;
iT (framex < MAP_TILE_WIDTH - SCREEN_TILE WIDTH) {
frame.x = framex; frame.y = 0O;
frame.w = SCREEN_TILE WIDTH; frame.h = SCREEN_TILE HEIGHT;
blitFrame(&frame, screen, NULL);
} else {
frame.x = framex; frame.y = 0O;
frame.w = MAP_TILE_WIDTH - framex; frame.h = SCREEN_TILE WIDTH;
blitFrame(&frame, screen, NULL);

frame.x
frame.w
frame.h

0; frame.y = 0;
framex - (MAP_TILE_WIDTH - SCREEN_TILE_WIDTH);
SCREEN_TILE_HEIGHT;

targetFrame.x
targetFrame.y ;
targetFrame.w = framex - (MAP_TILE WIDTH - SCREEN_TILE_WIDTH);
targetFrame.h SCREEN_TILE_HEIGHT;

blitFrame(&frame, screen, &targetFrame);

}

MAP_TILE_WIDTH - framex;
0-

}
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const int bgmap[16][MAP_TILE WIDTH] = {

{2,3,1,1, 1, 23, 2, 42, 1, 1, 22, 1, 1, 1, 22, 2,

1, 43, 1, 1, 1, 1, 44, 43, 1, 42, 1, 23, 1, 23, 1, 4,

1,1,1,1,1,1,1, 3, 1,1, 1,1, 3, 1, 24, 1,

1, 2, 44, 1, 1, 24, 1, 4, 3, 81, 121, 122, 123, 123, 122, 122,

121, 128, 125, 126, 126, 127, 128, 125, 125, 126, 130, 102, 125, 126, 127, 125,
126, 125, 102, 102, 102, 69, 70, 90, 90, 90, 90, 102, 125, 128, 125, 128,

127, 125, 128, 131, 125, 126, 126, 128, 125, 126, 127, 126, 126, 121, 123, 122,
141, 142, 142, 143, 141, 141, 142, 95, 87, 87, 87, 87, 87, 87, 87, 97,

23, 23, 22, 102, 42, 3, 44, 23, 2, 102, 2, 23, 1, 1, 1, 23,

25

20064 2371 S1=¢ HoL 223240 Copyright© by °ITH3 Fu NP

A 2t(RZE) £3% 2 (Parallax Scrolling)
m MR 2] M2 Tr2f, M 4T bRl B2 ©| §3teq,
3Rt BHES FUUE Y.

S
http://joesparks.shockwave.com/production/productionnote 02.htm

m 19824 “Moon Patrol”e(2t< H el 2|22 AHEE]

1P — POINT i
TIHMENGS4 3

HI—81Z2588805

=L L = o]
UEBHS, SIAF, °EAES] £33

L ThR | 322, 3AHY
el 122 33,

20064 2371 S1=¢ HL 223240 Copyright© by °ITH3 Fu NP




93 I S [ o E a ] - -y
20064 2357 Sl Hol Z2a2fC) Copyright© by °ITH3L Fu OFZ AL T S THOI R

KAt A3 %22] dity

144422 °(5

2u{£2% °|%

34422 °[%

A8[422 °|5

1 93F7 8/%-2 Hel Egaal
20064 2357 Sl H oL Zza2f0) Copyright© by °ITh3 Fu QAN | SRR




ALS A #9 9 YA #3

m K[ 233202 33
lecture11-01-dist.zip3 A%,
Bglel 9512, 25/ bg2, bg3, bgd 7t §°(2 47| T2
MBI T 2H72 AL G US.

bglmap

bg2map

bg3map

bg4map

20062 23471 siz¢ W<l ZE24YY

>
s

552 230,




