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1 background.cpp — A% Al 7Fe AFAL,
1 gameengine.cpp
1 main.cpp
1 introstate.cpp
1 playstate.cpp
1 sprite.cpp
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1 background.h
1 gameengine.h
1 gamestate.h
1 introstate.h
[ playstate.h
1 sprite.h
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background.cpp (1)

void Background: :putTile(SDL_Surface *screen, int cellid, iInt
mapx, Int mapy)

{
SDL_Rect tileRect;
tileRect.x = cellid * TILE WIDTH;

tileRect.y = 0O;
tileRect.w = TILE WIDTH;
tileRect.h = TILE_HEIGHT;

SDL_Rect scrRect;
scrRect.x = mapx * TILE WIDTH + (mapy & 1) * (TILE_WIDTH /

2);

scrRect.y = mapy * (TILE HEIGHT 7/ 2);
scrRect.w = TILE WIDTH;

scrRect.h = TILE _HEIGHT;

scrRect.x -= (TILE WIDTH / 2);
scrRect.y -= (TILE_HEIGHT / 2);
SDL_BlitSurface(tiles, &tileRect, screen, &scrRect);

}
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background.cpp (2)

void Background: :blitFrame(SDL_Rect *src, SDL_Surface *screen,
SDL_Rect *dest)
{
for (int x = 0; X < src->w; x++) {
for (inty = 0; y < src->h; y++) {
int cellid = groundmap[y + src->y][x + src->x];
IT (NULL == dest) {
putTile(screen, cellid, X, y);
} else {
putTile(screen, cellid, x + dest->x, y + dest->y);
+
+
+
+
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background.cpp (3)

void Background: :draw(SDL_Surface *screen)

{

23

putTile(screen,3,SCREEN_TILE WIDTH/2,SCREEN_TILE_HEIGHT/2):

}
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Etel2] 3. 9 tf|°|E{ 2| (mapx,mapy) 51212 Et°l 33
i) mapyt &4l of,
£3z2] x E = mapx * Et°l HH|
£322] y 3E = mapy * Et°l] £°[ / 2
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i) mapyt £4°4 of,
£33 x &L = mapx * Et°i2] HH| + Etel2| HH| /2
£322| y 3E = mapy * Et°42] £°] / 2
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SDL_Rect scrRect;
scrRect.x = mapx * TILE WIDTH + (mapy & 1) * (TILE_WIDTH / 2);
scrRect.y = mapy * (TILE_HEIGHT / 2);
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scrRect.x -= (TILE_WIDTH /7 2);
scrRect.y -= (TILE HEIGHT 7/ 2);
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void Background: :draw(SDL_Surface *screen)

{
g
putTile(screen,3,SCREEN_TILE_WIDTH/2,SCREEN_TILE_HEIGHT/2);
s
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m C++ L4 TfelE
background.cpp — A% Aol A4,
gameengine.cpp
main.cpp
introstate.cpp
playstate.cpp
sprite.cpp

m C++ 3T Ttelg
background.h
gameengine.h
gamestate.h
introstate.h
playstate.h
sprite.h
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background.cpp

void Background: :putTile(SDL_Surface *screen, int cellid, iInt
mapx, Int mapy)

{

Ay

scrRect.x -= offset;

SDL_BlitSurface(tiles, &tileRect, screen, &scrRect);
+
void Background::scrollRight(void)

{

leftx = (leftx + (TILE_WIDTH * MAP_TILE WIDTH) - 4) %
(TILE_WIDTH * MAP_TILE_WIDTH);
framex = (leftx / TILE_WIDTH) % (MAP_TILE WIDTH);
offset = leftx % TILE WIDTH;

+

void Background::scrollLeft(void)
{
leftx = (leftx + 4) % (TILE_WIDTH * MAP_TILE WIDTH);
framex = (leftx / TILE_WIDTH) % (MAP_TILE WIDTH);
offset = leftx % TILE WIDTH;

}
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void Background::scrollRight(void)

{
leftx = (leftx + (TILE_WIDTH * MAP_TILE WIDTH) - 4) %

(TILE_WIDTH * MAP_TILE_WIDTH);
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framex = leftx / TILE_WIDTH;
v?z,mw HIAERE 2RI AXHES, 9 HEE G1E3, ]
offset = leftx % TILE_WIDTH; W
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void Background: :putTile(SDL_Surface *screen, int cellid, iInt
mapx, Int mapy)
{
]
scrRect.x -= offset; 4—[- QEAara ejRoz $Lo2 alo{k{ 33t ]

)
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