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background.cpp (1)

void Background::scrollRight(void)

{

}

Framex
offsetx

(framex + MAP_TILE_WIDTH - 1) % MAP_TILE_WIDTH;

0;

void Background::scrollLeft(void)

{

}

framex
offsetx

(framex + 1) % MAP_TILE_WIDTH;

0;

void Background: :scrol IDown(void)

{

}

framey = (framey + MAP_TILE_HEIGHT - 1) % MAP_TILE_HEIGHT;
offsety = O;

void Background::scrollUp(void)

{
framey = (framey + 1) % MAP_TILE HEIGHT;
offsety = 0;
+
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background.cpp (2)

#define MINCx, y) ((C) < () 7 ) = (V)

void Background: :draw(SDL_Surface *screen)

{

SDL_Rect frame, targetFrame;

// left
frame.x
frame.y
frame.w
frame.h

top

framex;

framey;

MIN(MAP_TILE_WIDTH - framex, SCREEN_TILE_WIDTH);
MIN(MAP_TILE_HEIGHT - framey, SCREEN_TILE_HEIGHT);

blitFrame(&frame, screen, NULL);

// right top

frame.x
frame.y
frame.w
frame.h

targetFrame.x =
targetFrame.y = O;

0;
framey;

SCREEN_TILE_WIDTH - MIN(MAP_TILE_WIDTH - framex, SCREEN_TILE_WIDTH);

MIN(MAP_TILE_HEIGHT - framey, SCREEN_TILE_HEIGHT);

MIN(MAP_TILE_WIDTH - framex, SCREEN_TILE_WIDTH);

blitFrame(&frame, screen, &targetFrame);

20064 2371 S1=¢ HL 223240 Copyright© by °[TH3

Rl Ot AN T @O




background.cpp (3)

// left bottom
frame.x = framex;

frame.y = 0;
frame.w = MIN(MAP_TILE WIDTH - framex, SCREEN TILE _WIDTH);
frame.h = SCREEN_TILE_HEIGHT - MIN(MAP_TILE_HEIGHT - framey,

SCREEN_TILE_HEIGHT);

0-

targetFrame.x ;
MIN(MAP_TILE_HEIGHT - framey, SCREEN_ TILE HEIGHT);

targetFrame.y

blitFrame(&frame, screen, &targetFrame);

// right bottom

frame.x = 0;

frame.y = 0;

frame.w = SCREEN_TILE _WIDTH - MIN(MAP_TILE_WIDTH - framex, SCREEN_TILE_WIDTH);
frame.h = SCREEN_TILE_HEIGHT - MIN(MAP_TILE_HEIGHT - framey,

SCREEN_TILE_HEIGHT);

targetFrame.x
targetFrame.y

= MIN(MAP_TILE_WIDTH - framex, SCREEN_TILE_WIDTH);
= MIN(MAP_TILE_HEIGHT - framey, SCREEN_TILE_HEIGHT);

blitFrame(&frame, screen, &targetFrame);

putTile(screen, 3, SCREEN_TILE WIDTH / 2, SCREEN_TILE_HEIGHT 7/ 2);
3
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void Background::scrollRight(void)

{
framex = (framex + MAP_TILE WIDTH - 1) % MAP_TILE WIDTH;
offsetx = 0;

}

void Background::scrollLeft(void)

{
framex = (framex + 1) % MAP_TILE_WIDTH;
offsetx = 0;

+
void Background: :scrol IDown(void)
{
framey = (framey + MAP_TILE_HEIGHT - 2) % MAP_TILE_HEIGHT;
offsety = O;
by
void Background::scrollUp(void)
{
framey = (framey + 2) % MAP_TILE HEIGHT;
offsety = 0;
+
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void Background::scrollRight(void)

leftx = (leftx + (TILE_WIDTH * MAP_TILE WIDTH) - 8) % (TILE WIDTH *
MAP_TILE WIDTH);
framex = leftx / TILE WIDTH; offsetx = leftx % TILE WIDTH;

}

void Background::scrollLeft(void)

{
leftx = (leftx + 8) % (TILE_WIDTH * MAP_TILE WIDTH);
framex = leftx / TILE WIDTH; offsetx = leftx % TILE WIDTH;

}

void Background: :scrol IDown(void)

lefty = (lefty + (TILE_HEIGHT * MAP_TILE_HEIGHT / 2) - 4) % (TILE_HEIGHT *
MAP_TILE_HEIGHT 7/ 2);
framey = (lefty / TILE HEIGHT) * 2; offsety = lefty % (TILE_HEIGHT);

}

void Background: :scrollUp(void)
{
lefty = (lefty + 4) % (TILE HEIGHT * MAP_TILE HEIGHT / 2);
framey = (lefty / TILE HEIGHT) * 2; offsety = lefty % (TILE_HEIGHT);

}
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scrollUp 2& ¢4

lefty = (lefty + 4) % (TILE_HEIGHT * MAP_TILE HEIGHT / 2);
framey = (lefty/TILE_HEIGHT)*2;

offsety = lefty % (TILE _HEIGHT);
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background.h
gameengine.h
gamestate.h
introstate.h
playstate.h
sprite.h
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background.cpp (1)

void Background: :putMouse(SDL_Surface *screen, SDL_Rect *mouseRect)

{

int nx, ny, tilex, tiley;

mouseRect->x += offsetx;
mouseRect->y += offsety;

mouseRect->x += (TILE_WIDTH / 2);
mouseRect->y += (TILE_HEIGHT / 2);

nx = mouseRect->x % TILE WIDTH;

ny = mouseRect->y % TILE_HEIGHT;
mouseRect->x / TILE WIDTH;
(mouseRect->y / TILE_HEIGHT) * 2;

tilex
tiley
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background.cpp (2)

if (nx < TILE WIDTH / 2 - (TILE WIDTH * ny / TILE_HEIGHT)) {
tilex--;
tiley--;

} else if (nx < (TILE_WIDTH * ny / TILE HEIGHT) - (TILE WIDTH / 2)) {
tilex--;
tiley++;

} else if (nx > (TILE_WIDTH * ny / TILE_HEIGHT) + (TILE WIDTH / 2)) {
tiley--;

} else if (nx > (3 * TILE WIDTH / 2) - (TILE WIDTH * ny / TILE_HEIGHT)) {
tiley++;

}

int mapx = (tilex + framex) % (MAP_TILE_WIDTH);

int mapy = (tiley + framey) % (MAP_TILE_HEIGHT);

printfF(""(nx, ny, tilex, tiley, mapx, mapy) = (%d, %d, %d, %d, %d, %d)\n',
nx, ny, tilex, tiley, mapx, mapy);

putTile(screen, 3, tilex, tiley);
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playstate.cpp (1)

void CPlayState: :HandleEvents(CGameEngine* game)

{
/7 ¥
case SDL_MOUSEBUTTONDOWN:
switch (event.button.button) {
case SDL_BUTTON_LEFT:
mouseRect.x = event.button.x;
mouseRect.y = event.button.y;
mouseClicked = true;
break;
¥
break;
¥
¥

void CPlayState: :Draw(CGameEngine* game)
{

bg->draw(game->screen) ;

it (mouseClicked)
bg->putMouse(game->screen, &mouseRect);

player->draw();

}
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tilex = mousex / TILE_WIDTH;
tiley = mousey / TILE_HEIGHT * 2;
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