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5.4.1.2.

3.2.4.3.3.2.3.-1

Game

- stageState | StaneState
- titleState : TitleState
- soundContainer : SoundContainer

HelpState

- soundPlayer : SoundPlayer
- tutorialState : TutorialState

+ runi) :void

TitleState

- soundPlayer : SoundPlaver

- runFrame() : void
- playBGMQ :void

- showMenug) : void
- initialize : void
+runf:int

StageSelectState

- soundPFlayer : SoundPlayer

+ tun(garme StateCondition : inf) : int

StageState

- soundContainer : SoundContainer
- soundPlayer : SoundPlayer

- gamePlaySiate | GamePlayState

- stageSelectState : StageSelectState
- tutorialState | TutorialState

+rung ;int

1

+run(stage : String) : int

TutorialState

SoundContainer

- audioOhject : CrAUOD]

+loadSound() : CriduRlayer

1

1

- soundPlayer : SoundPlayer

+ runistage | String) : int

SoundPlayed 31337
TOLIAIEEEE

SoundPlayer

- soundShell: HashMap

+ play(soundiarme : String) :vaid

+ stopisaundilame : String) : void

+ setvolurnelsoundiarme : String) void

+ setPitchisoundiame : String) : void

+ setSendLevel(soundiame : String) : void

+ setReverb{soundiarme : String) : woid

+ setCutOfF requency(soundMame : String : void

GamePlayState

- onMapObjectTable : LinkedList

- soundPlayer : SoundPlayer

- soundContainer : SoundContainer
- currentTime :int

- stageTirmeLimit: int

- stageCondition : int

- makeOnhapOhjects) : LinkedList
- createStaged : void

- resetStaged : void

- cleanUp{ - void

+runi) :int

1%

OnMapObject

# soundPlayer : SoundFlayer
# objectStatus - ObjectStatus
#initializeStatus : ObjectStatus
#plaverStatus | ObjectStatus

# collidedObjectsTahle © String ObjectStatus
# calcuatelolme() | foat 1 - Current 4 +y:float

# playSoundd) : void ———— | +y:float

# checkTimel : void + state © int

+ movefinput :inf) - vord +width - int

+ checkCollisioniplaver - Player) void + height - int
+ resolveCollisiond) :void 1 - Initialize 1

+ lraw) | ol
+reget) (void
+ sefTarget] | void

7

| Character |

ftem

-addTimed) :vaid

Bomb

Player

- killPlayer( :

it

Wall

KillTrap

- KillPlayerd : void

- killPlayer() : void
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> Boost
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1.8.

1.8.1.

1.8.2.

VOV Q

1.9.

Wiki

11

12

Wiki WebDAV SVN
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211 o

212. 3

2.2.

2.2.1.
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C++

java

Logic
java 289 | 52 43 | 194
289 | 52 | 43 | 194
Logic
java 338 70 29| 239 3
338 70, 29| 239 3
Logic
cpp 967 194| 151| 622 9
h 355 12| 63| 280 10
1322 206| 214| 902 19
Logic
cpp 1,025 199| 154| 672 9
h 360 12| 59| 289 10
1,385 211 213, 961 19
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2.2.2. B

o B (o
B
B
Logic
cpp 3,359 802| 458 2,099 31
h 1,235 197| 224| 814 33
4,594 999| 6822913 64
2.3.
231 A
o
a
12.0 105
20 25
7.0 8
14.0 125
28.5 145
25 4
66.0 52.0
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232. 3
135 13
5 5
11
75 7
1505 74
47 39
2345 138
2.4.
2.4.1.
2.4.2.
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2.4.3.

10
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3.1.1.

3.1.2.
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3.1.3.

PM

3.1.4.
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3.1.5. Java

5.1ch

Java

Java

C++

-17 -

C++
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C++

Java



Logic
java 162 28| 22| 112|MemoryGame.java
java 62 12/ 8| 42 MidiPlayer.java
java 65 12| 13| 40|Sound.java
Logic
java 289 52/ 43| 194 3
289 52| 43| 194 3
°
°
Logic
java 81 26| 11| 44|Inputjava
java 133 20| 7| 106|SoundManager.java
java 124 24| 11| 89|SyotokutaishiGame.java
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Logic

java 338 70| 29| 239 3

338 70| 29| 239 3

3.1.6. C++
Java
C++
°
°
Logic

h 32 0| 7| 25|SoundContainer.h
h 39 3| 4| 32|SoundPlayer.h
h 14 1 1/ 12 StateMessages.h
h 38 3| 9| 26(TitleState.h
cpp 57 16 6| 35|Game.cpp

-19 -
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cpp 307 64| 52| 191|GamePlayState.cpp
cpp 44 15 4| 25|KeyFlag.cpp
cpp 65 21 9| 35|KeyState.cpp
cpp 45 6/ 9| 30 Main.cpp
cpp 85 24| 13| 48|0OnMapObject.cpp
cpp 91 17| 16| 58|SoundContainer.cpp
cpp 159 6/ 21| 132|SoundPlayer.cpp
cpp 114 25| 21| 68 TitleState.cpp
h 23 0 5| 18|Game.h
h 58 0| 9| 49|GamePlayState.h
h 18 0/ 3| 15KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 64 4| 14| 46 |OnMapObject.h
h 36 1| 4| 31/SDLCommonFunctions.h
Logic

cpp 967 194 151| 622 9
h 355 12| 63| 280 10

1,322 206| 214 902 19
°

Java
Java
C++
Java

°
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Logic

h 39 3| 4| 32|SoundPlayer.h
h 14 1 1/ 12|StateMessages.h
h 35 3 6| 26 TitleState.h
cpp 57 16 6| 35|Game.cpp
cpp 365 69| 55| 241|GamePlayState.cpp
cpp 44 15 4| 25KeyFlag.cpp
cpp 65 21 9| 35|KeyState.cpp
cpp 45 6/ 9| 30 Main.cpp
cpp 85 24| 13| 48|0OnMapObject.cpp
cpp 91 17| 16| 58|SoundContainer.cpp
cpp 159 6/ 21| 132|SoundPlayer.cpp
cpp 114 25| 21| 68 TitleState.cpp
h 23 0/ 5 18|Game.h
h 66 0| 8| 58|GamePlayState.h
h 18 0| 3| 15[KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 64 4| 14| 46|0OnMapObject.h
h 36 1| 4| 31/SDLCommonFunctions.h
h 32 0| 7, 25|SoundContainer.h
Logic
cpp 1,025| 199| 154 672 9
h 360 12| 59, 289 10
1,385 211| 213, 961 19
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3.2.2.

GO
GO
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PM
PM

PM

3.3.
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3.3.1.

3.3.2.
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3.3.3.
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3.4.

3.4.1.

2-1 25

ForestWalking

2006/11/30

2-1 1
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2-2 2

2-3 3
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¢ |
e T
® —
e Enter
e Esc
2-4 4
¢ |
e BGM
°
2-5 5
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2-6 2-19

ForestWalking

2006/12/7

2-6 1

2-7 2

-31-



R e

2-8

2-9
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2-10

2-11

Enter
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2-12 7

2-13 8
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2-14 9

2-15 10
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BGM

BGM

BGM

2-18 13

2-19 14
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3.4.2.
1.
°
°
°
2.
°
3.4.3.
CD

SoundEngine http://www.cycleof5th.com/download/

SoundPlayer
SoundContainer
CRI Audio CriAuPlayer
BGM
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1. X Yy X1 Y1 (S)
O=atan2 (x2 X y1 V)
atan2
2 d
d2=(x1 Xx)*+(y>» y)?
3. (o d X2 Y2
X2 =d * cos (B+ax) + x
y2 =d *sin (B+a) +y
4.
CRI Audio
BGM MovableSound
2-20 GamePlayState
SoundMaterial MovableSound GamePlayState MovableSound
moveSound()
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SoundPlayer

+ playd :vaid

1

1

GamePlayState

>| SoundMaterial

+ playSoundd ;void

1
1

Player

+aealk) o woid

sqrt

1 *

* >I MovableSound

# moveSoundd ;void

2-20

2-1

)=1/sqrt( )*2

)= sqrt( )/10+2

1.0

50
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1 51 101 151 201 251 301 351 401 451 501

— 1/sqrt(d)*2 — -sqrt(d)/10+2

2-1

3.4.4.

MovableSound
Creature Insect

SoundMaterial...
MovableSound...
Creature...MovableSound
Insect...Creature

2-22
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SoundPlayer

+ playl) void

1

1

2007/02/15

GamePlayState

SoundMaterial

+ processkeyEvents | void
+ playSound)  void

1
1

Player

+ualkD ;woid

35. o

B AATEUDE

I

MovableSound

S - —TuEc kT j

# moveSaundd ; vaid

BT o 'j

Creature

* |+mnveﬂ:vnid

BEID oS HED B]

-
-
-
-

Insect
*;"') +isizatchahled : boolean
+jsizatchahbleAread | boolean
2-22

GamePlayState  Player Insect
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41. B

°

°

°

°

°

°

°

°
4.1.1.
2

°
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CD

CRI

SoundPlayer

4.1.2.

GamePlayState
3-1

GamePlayState
3-2
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GamePlayState
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O A%+ Insect

£ E2 Insect

| 1:true = isCatchablebrean
L

2 true = isCatchabled

| 3 false =isCatchablefreald

GamePlayState

3-1

Player : Player

| 1:isCatchableAreattrue) |

!

A8  Insect FUFU Insect

2. catchinsect{insectinsect) |

- —

2.1 true = isCatchablel) |

d

"

3-2
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|3: false = isCatchahleAreanl |
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| |
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[
GamePlayState  SoundPlayer BGM
3-3 GamePlayState
GamePlayState
SoundPlayer
GameFlayState
T SoundPlayer :
________ SoundPlayer
=<rregtes==
1: createq LJ
u |
| 2 playd .ﬁ]
i |
| |
|
| .
3-3
GamePlayState GamePlayStateSoundFactory
SoundMaterial SoundPlayer
GamePlayState SoundMaterial
play
34
3-5
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SoundPlayer
- BEBAT playSound) Ly FE
+ playl :void Soundhateriall ZFEED L 1.
1 !
]
1 |
1
GamePlayStateSoundFactory 1 GamePlayState SoundMaterial
] o i + processkeyBvent() (void | 4 . .
+ createSoundMaterials) ; void + playSoundg : void # playSoundd) : vaid

gﬁ ﬁb—?—ﬂ)fﬁ%l:xo‘fﬁ

1 B ARNERELE
MovableSound -t
! . #F moveSound] :void
Player # playSound( : void
+walk) - void ‘fr‘ ’mﬁ
Creature -

* + move() D void

EEADOEDMED B

-
-

Insect

+igsCatchabled : boolean
+isCatchableAread  boolean

3-4
GameF ayState
Factory :
______ = GameFlayState
==greata== SoundFactory

1: createf L_I
2 createSoundMaterials( ==rragtas=
2.1 create()

Soundiaterial
SoundMaterial

SoundPlayer :
______ S SoundPlayer
==;reate==
2.1.1: create() U
s |
I
3 plavSoundd T J_ |
I P |
: A1 playd |
| gl
I
I
I
I
I
i

—-———{

3-5
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°
1 csb
2 csb
CRI
3MB
ForestWalking.csb  7MB
CriAuObj SoundContainer
CRI Audio CRI
AudioCRAFT wav
csb 3-6

frog.wav

:-_}. Crisudio

CRAFT ForestWalking.csh

T — A PERE Y — Fa—ir— kI F ) eshi T w1 U

BRI 70 O

3-6 CRI Audio
CriAuObject
CriAuPlayer
CriAuObj
CriAuCueSheet
CriSoundRendererBasic SoundContainer
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SoundPlayer CriAuPlayer
SoundShelf SoundPlayer
SoundContainer

ForestWalking CRI Audio

3-7
—I |
i Crifudio
Forestwalking
SoundPlayer CriSmpSoundOutput
- soundShelf: Map }i
+ play) ;void
1 >| CriAuCueSheet
1 l
SoundContainer
CriHeep
+loadCued : Integer
+ loadSoundd - CrHAUPayer
>| CrisoundRendererBasic
l

CrifuChj
CrifuPlayer
3-7
1. csb
CRI AudioCRAFT frog.wav
Sound.csb

-51-



2007/02/15

2.
sound_of frog
sound.txt sound_of_frog frog
3. csb SoundContainer

soundContainer = new SoundContainer(*'Sound.csb™);

SoundContainer csb

4. SoundContainer SoundPlayer
soundPlayer = new SoundPlayer(soundContainer, “Sound.txt”);
SoundPlayer Sound.txt SoundShelf

frog CriAuPlayer

sound_of frog

5. SoundPlayer play()
SoundPlayer->play(“sound_of _frog”) SoundShelf
sound_of _frog frog  CriAuPlayer
CriAuPlayer play() frog
csb
SoundContainer CriSmpSoundOutput
csb 1
1

o

Pentium3 933MHz 512MB

SDL Simple DirectMedia Layer

API

-52-



string textString = "Test"; //

A w N e

//

2007/02/15

SDL_Color textColor = {255, 255, 255}; //
TTF_Font *font = TTF_OpenFont(“'Headache.ttf", 28); //

SDL_Surface *text = TTF_RenderText_Blended(font, textString.c_str(), textColor);

5 drawText(10, 10, text, mainScreen); //

6 TTF CloseFont(font); //
7 SDL_FreeSurface(text); //

createText()
1~4
5
7
createText()
4.1.3.
°
BGM
3-8
GamePlayState State
AftenoonState  NightState AftenoonState
NightState GamePlayState
SoundFactory

-53-



SoundFactory 1

2007/02/15

" State

+ createSoundhaterials( ; void

GamePlayStateSoundFactony

+ createSoundMaterialsd - waid
+ createMovahleSound ;void
+createCreatures( ; void

+ createlnsects() ;void

NightSoundFactory

AfternoonSoundFactory

# playSoundsd : void

# processkeyEvent(  void

GamePlayState

+ playSoundd - vaid
# passTimed ;vaid

+ processkeyEvent : void

T

+ createMovableSoundd ; void
+ createCreatures | void
+ createlnsects) ;void

+ createMovahleSoundd - vaid
+ createCreatures) : vaid
+ createlnsects () [ void

AfternoonState

HightState

# passTimed ;wvoid

# passTime :vaid

3-8
ResultState
ResultState
765
1 10
9 10 90 10 100 900 100
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3-9

EH=LERTTD

Sstate T HEsCFIFT j

2007/02/15

Spaced— § F— LS

TitleState Enter! &4 FILAED ResultState MRS 0~ H 5 J ikl AT E
Enterd-— Spaced— [HZIRD
i GamePlayState
HowToP layState — Enterd— | SHERAR S
Enterd— ERBRDA T LT L13) TutarialState
e ——— ——

Enters-— [SHERERILT

Enterd— EHERIME T LT L] 4 — Lfas

AfternoonState

HFRIFRE O C i TR C S

(Nignse

1 )|

TLF—i50E- i8R k- rRFEREL

3-9
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State

2007/02/15

changeState(new AfternoonState(soundContainer, mainScreen)); //

changeState()

AfternoonState

3-10

State
AfternoonState
State

State

#gameState : int
#mainScreen : SOL_Surface
# soundContainer : SoundCantainer

# processkeyEvent() | void
#playSoundsd - woid
# changeState() : void

TitleState

HowToPlayState

GamePlayState ResultState

# gameState :int

# gameState :int

#gameState | int # gameState int

+ processkeyEventd : vaid
+ playSoundd ; vaid
#passTime ;void

AN
TutorialState AfternoonState MightState
# gamestate : int # passTimed  vaid # passTimed - vaid

3-10 State
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int probability = 100 - distance; //

distance Y 100
probability 0 propbability
probability 0 100 0

probability 0 100

Config.txt Config.txt  ariaSize 800 3000

3-11
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°
3-1
31
No

1 forestl

2 forest2

3 forest3

4 forest4

5 forest5

6 forest6

7 night

8 bell

9 crow
10
11 river
12 wind
13
14 step leaves left
15 step_leaves right
16 step_water left
17 step_water _right
18 swing
19
20 yelll
21 yell2
22 catch_frog
23 catch_grasshopper
24 catch cricket
25 catch mole _cricket
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26
27
28
29
30
31
32
33
34
48

49
50

o1

52

53

54
95
56
57
58

59
60

61

62
63

fail_in_catchl
fail_in_catch?2
fail_in_catch3
cannot_go forward
find_net
start_collect insects
get dark

walk_home

2007/02/15

TitleState

HowToPlayState

TutorialState

title

how to start

explanation_of skip

explaination_of goal

how to play

explaination_of insects
sound_of frog
sound_of grasshopper
sound_of cricket
sound_of mole cricket

go_tutorial

tutorial

end_of tutorial
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64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99

ResultState

go _title

© 00O N oo o A WO N -, O

0 N o g b W N B
O O O O O o o o

90

100

200

300

400

500

600

700

800

900

result

pre_tag of score

post tag of score
number _of frogs
number_of grasshoppers
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ForestWalking
enter
space
enter
Space
Esc
Enter
space
enter
space
enter
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TODO
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3-2 TODO

SoundPlayer  fade
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® ResultState
ResultState

list
iterator for
® Release
VisualStudio
Web
)
C++
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#include
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BERRE S D HID~ v —
P Mo o2 M— FRE(R

SDLCommonFanctions.h Game.h

/N

HowToPlayState.h

KeyState.h

TitleState.h

GamePlayState.h ResultState.h

N L7

StateMessages.h GamePlayStateFactory.h

A

SoundFactory.h

TutorialSoundFactory.h

AfternoonSoundFactory.h \ HightSoundFactorny.h

\

TutorialState.h

N =N

AfternoonState.h HightState.h

— N

.—"//\
MovableSound.h

77 ~

River.h

SoundContainer.h

SoundPlayer.h é’/j/ \

SoundMaterial.h

Creature.h

Cage.h —

Insect.h
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TutorialSoundFactory.h

NightSoundFactory.h

AfternoonSoundFactory.h

TutorialState.h

3-14
BRI~ o A — T
Moot 22 )— FREIFR
Game.h State_h SDLCommonFanctions.h
7
TitleState.h HowToPlayState.h GamePlayState.h ResultState.h
StateMessages.h Constants.h
GamePlayStateFactory.h SoundFactory.h
““"‘w—\
Player.h SoundMaterial.h

/0

River.h

Liil.h SoundPlayer.h

\/

Cage.h MovableSound.h SoundContainer.h

NightState.h

AfternoonState.h

3-14

Insect.h Creature.h
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1
Constants.h
Constants.h
Constants.h
® CriAuPlayer
CRI Audio CriAuPlayer
CriAuPlayer 3-15
STOP PREF PLAYING
Play ALERETET -
BENHETTL
3-15 CriAuPlayer
CriAuPlayer
PLAYEND <77
1. “<7>” CriAuPlayer STOP
2. CriAuPlayer STOP <7
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e CriAuPlayer

1

2
CriAuPlayer PLAYEND

2

<77 CriAuPlayer
CriAuPlayer STOP PLAYEND
e CriAuPlayer
2
PLAYEND
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PLAYEND

playSounds  while

PLAYEND
cc72s
PLAYEND

CriAuPlayer

SoundPlayerState
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3-16 ResultState
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3-18 SoundPlayerState

SoundPlayerState

ccqas

SoundPlayerState

STOP
ccqas

CriAuPlayer

ccqas
SoundPlayerState

CriAuPlayer

CriAuPlayer

PLAYEND
SoundPlayerState

CriAuPlayer

PLAYEND
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SDL
bool Util::isPressed(int id) {
Uint8* keys = SDL_GetKeyState(NULL); //
return keys[id] == SDL_PRESSED; //
}
Enter
1 Enter
bool Util::isPressedOnce(int id) {
Uint8* keys = SDL GetKeyState(NULL);
if (keys[id] == SDL_PRESSED) {
//
if (VisKeyPressed) {
isKeyPressed = true;
return true;
}
} else {
isKeyPressed = false;
}
return false;
}
isKeyPressed
bool false
true false 1

isKeyPressed false
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4.15.
CriAudio SDL(Simple Directmedia Layer) Boost 3
® CriAudio
CriAudio
C++ CriAudio CriAudio
CriAudio
CriAudio
» CriAudio
wav CriAudioCRAFT
CriAudio
3.6
» CriAudio
CriAudio 2
23 O—)LE B FleAFSE
37170957 g e wen L =azens D2 p
o T
A @"¢ - =
B B - .+ *. *

od TR
Ea=bmb  RRU—EuH
HATUIFA N SIS EF—5

3-19 CriAudio
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> AISAC
AISAC Advanced Interactive Sound and Active Controller

> CriAudio
CriAudio 3

CriAudioCRAFT
GUI

CPU
CPU CPU
CriAudio

>
CriAudio
4ch

CriAudio

-77 -



2007/02/15

> URL
CriAudio

http://criware.jp/products/product_criaudio j.htm

® SDL

SDL(Simple Directmedia Layer)
API SDL

SDL

SDL
CD-ROM

> SDL

SDL

SDL_Surface Game.cpp
SDL_SetVideoMode
SDL_Surface State

SDL_Flip ClearScreen

TTF_RenderText_Blended
SDL_BlitSurface
SDL WindowsAPI
SDL

SDLKey
SDLKey

SDL_GetKeyState

State
SDL_PollEvent
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> CriAudio
SDL Uint32
CriAudio SDL

#if 1defined(_TYPEDEF Uint32)
#define _TYPEDEF_Uint32
typedef unsigned long Uint32;
#endif

#if 1defined(_TYPEDEF_Sint32)
#define _TYPEDEF_Sint32
typedef signed long Sint32;
#endif

> URL
URL SDL URL
SDL SDL

http://www.libsdl.org/

Boost
Boost C++
Boost
>
Boost
<> delete
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{}
{}
< GCD LCM
{}
> Boost
Boost lexical_cast
SDL
C++
Boost lexical_cast
Boost lexical_cast
> URL
URL Boost URL Boost
Boost Boost
http://boost.org/
4.1.6.
3-20
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1]

Factory

SoundFactory

q + createSoundmaterialsd ;void

1

State

State

# gameState : int

1 #mainScreen  SDL_Surface

State

#zoundContainer : SoundContainer

# processkeyEvent) ;- void
# playSounds( :void
# changeState) : void

2007/02/15

Model

SoundPlayer

GamePlayState

# gameState ©int

+ playSoundg : void
#passTimed) - void

+ processkeyEvent : vai

- soundShelf: Map

1 + play() - void

SoundMaterial

* # playSound( : void

i

Player

+walk) void
+ catchinsect{insect : Insect) - void

3-20
State SoundFactory SoundPlayer
GamePlayState SoundMaterial Player
SoundFactory State GamePlayState SoundMaterial

3-20
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State

State

# gameState : int
# mainscreen : SDL_Surface

# soundContainer : SoundCantainer

# processkKeyEventd :void
# playSoundsd : void
# changeStated © void

I

TitleState

HowToPlayState

# gameState ;int

# gameState | int

GamePlayState

# gameState : int

+ processkeyBEventd  woid
+ playSoundd ; woid
# passTimed ; vaid

AN

ResultState

# gameState :int

TutorialState MightState

AfternoonState

# gameState :int

# passTimed) :void

# passTimer) :void

3-21 State

3-21 State

State
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Model

SoundPlayer

- soundShelf: Map

+ playd ;void

SoundiMaterial

# playSoundd  void

MovahleSound

# moveSoundd ;woid
# playSoundd : waid

Creature

+ maved ;vaid

Insect

+isCatchabled : boolean
+jsCatchablefread | hoolean

Player

+wealkl o woid
+ catchinsect(insect : Insect) : void

3-22 Model

3-22 Model SoundMaterial

-83-



2007/02/15

SoundPlayer
SoundMaterial

Factory

SoundFactory

+ createSoundMaterials  woid

GamePlayStateSoundFactory

+ createSoundmaterialsd ; void
+ createmovableSoundd  void
+ createCreatures( : void

+ createlnsectsd  void

JAN

TutorialSoundFactory AfternoonSoundFactory NightSoundFactory

+ createMovahleSoundd : void
+ createCreature s [ void
+ createlnsects() D void

+ createMovableSoundd ; void
+ cregteCreatures() woid
+ createlnsects() | wvoid

+ createMovahbleSoundd : woid
+ createCreature s [ void
+ createlnsects [ woid

TitleState

3-23 State
3-23 Factory State
State Factory
Factory State
HowToPlayState ResultState Factory
SoundFactory
SoundFactory State Factory
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Logic
cpp 75 20 9| 46|State.cpp
cpp 26 18 3 5[TextCreator.cpp
cpp 77 16| 10| 51 |TitleState.cpp
cpp 41 17| 6| 18|TutorialSoundFactory.cpp
cpp 199 38| 32| 129 TutorialState.cpp
cpp 205 56| 28| 121 |Util.cpp
h 19 6/ 3| 10 AfternoonSoundFactory.h
h 27 8 4| 15 AfternoonState.h
h 32 6/ 9| 17/Cage.h
h 37 11| 6| 20 Constants.h
h 37 8 7| 22Creature.h
h 31 6/ 6| 19 Gameh
h 67 9/ 11| 47 |GamePlayState.h
h 27 7/ 4| 16|GamePlayStateSoundFactory.h
h 22 6/ 3| 13/GameStates.h
h 47 9 11| 27 HowToPlayState.h
h 53 9| 11| 33|Insecth
h 18 0/ 3| 15KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 63 10/ 11| 42 MovableSound.h
h 25 6/ 5| 14 NightSoundFactory.h
h 27 8| 4| 15|NightState.h
h 64 4| 14| 46|0OnMapObject.h
h 64 8 8| 48|Player.h
h 63 11, 14| 38|ResultState.h
h 12 0 3 9 River.h
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h 30 1/ 4| 25/SDLCommonFunctions.h
h 36 0| 7| 29(Soundh

h 38 5/ 8 25|SoundContainer.h

h 25 7/ 5| 13|SoundFactory.h

h 39 6/ 6| 27 SoundMaterial.h

h 44 5 7| 32|SoundPlayer.h

h 52 6/ 7| 39 State.h

h 62 5| 8| 49 |StateMessages.h

h 24 10, 4| 10|TextCreator.h

h 26 7 5/ 14 TitleState.h

h 13 0/ 3| 10|TutorialSoundFactory.h
h 40 7| 7| 26 TutorialState.h

h 38 6| 9| 23Utilh

cpp 43 9 6| 28|AfternoonSoundFactory.cpp
cpp 113 31| 16, 66 AfternoonState.cpp

cpp 45 17 6| 22|Cage.cpp

cpp 63 20 7| 36|Creature.cpp

cpp 54 10 9| 35|Game.cpp

cpp 427 86| 50| 291|GamePlayState.cpp

cpp 53 19| 7| 27|GamePlayStateSoundFactory.cpp
cpp 194 34| 26, 134HowToPlayState.cpp
cpp 1 0 1 InputDevice.cpp

cpp 138 30, 16| 92 Insect.cpp

cpp 44 15| 4| 25|KeyFlag.cpp

cpp 57 21 9| 27 |KeyState.cpp

cpp 34 5 6| 23 Main.cpp

cpp 200 48| 35| 117 MovableSound.cpp

cpp 52 9/ 8| 35|NightSoundFactory.cpp
cpp 150 33| 18 99 NightState.cpp

cpp 85 24| 13| 48|0OnMapObject.cpp
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cpp 253 54| 37| 162|Player.cpp
cpp 318 70| 36| 212|ResultState.cpp
cpp 31 16| 4| 11|River.cpp
cpp 26 8 4| 14/Sound.cpp
cpp 93 24| 15| 54|SoundContainer.cpp
cpp 13 6 2 5|SoundFactory.cpp
cpp 86 23| 12| 51|SoundMaterial.cpp
cpp 163 25| 23| 115SoundPlayer.cpp
Logic
cpp 3,359 802| 458|2,099 31
h 1,235 197| 224| 814 33
4594 999| 682/2,913 64
C++
B
C++ (o 5
C++ x 15%
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4.2.1.
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4.2.2.

Config.txt Config.txt
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4.2.3.

FPS

-05-



2007/02/15

4.2.4.

PMBOK
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Java
Java
C++
C++
ForestWalking C++
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package memory;

import java.awt.Color;

import java.awt.Font;

\**

*

*

* GUI

* CanvasPanel
*

*

CanvasPanel(BWindow.java )

* @author macchan

* @version 2.0

*/

public class BCanvas {

private CanvasPanel canvasPanel;
private CanvasKeyEventHandler keyHandler;
private CanvasMouseEventHandler mouseHandler;

\**

*

*/

public BCanvas(CanvasPanel canvasPanel, CanvasKeyEventHandler keyHandler,

CanvasMouseEventHandler mouseHandler) {
this.canvasPanel = canvasPanel
this.keyHandler = keyHandler;
this.mouseHandler = mouseHandler;

/
* 78
/

\**
*
* :
* (10, 10) (20, 20)
* drawLine(Color.BLACK, 10, 10, 20, 20);
*

/

public void drawLine(Color color, double x1, double y1, double x2, double y2) {

canvasPanel.drawLine(color, x1, y1, x2, y2);

\&n*

*
*

* Z.Ho_ 10), B(20, 20), C(30,30)

* drawFillTriangle(Color.BLACK, 10, 10, 20, 20, 30, 30);

*/

public void drawFillTriangle(Color color, double x1, double y1, double x2,
double y2, double x3, double y3) {

canvasPanel.drawFillTriangle(color, x1, y1, X2, y2, x3, y3);

\**

*

* 0 360 )

* startAngle

* 90

* 180 0

* 270 -1-
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BCanvas.java (2/5)
* arcAngle
* .

*(10,10) 100, 100
* drawDrawArc(Color.BLACK, 10, 10, 100, 100, 0, 360);
*
/
public void drawArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
canvasPanel.drawArc(color, x, y, width, height, startAngle, arcAngle);

\**

*

* startAngle

* 90
*180 0
* 270

* arcAngle

* .

* (10, 10) 100, 100
* drawDrawArc(Color.BLACK, 10, 10, 100, 100, 90, 180);
*/
public void drawFillArc(Color color, double X, double y, double width,
double height, double startAngle, double arcAngle) {
canvasPanel.drawFillArc(color, X, y, width, height, startAngle,
arcAngle);

\**

*

*/

public void drawText(Color color, String text, double x, double y) {
canvasPanel.drawText(color, text, X, y);

/**

*

*/

public void drawText(Color color, String text, double x, double y, Font font) {

canvasPanel.drawText(color, text, x, y, font);

\**

*/

public void drawimage(String filename, double x, double y) {
canvasPanel.drawimage(filename, x, y);

/**

*
*/
public void drawimage(String filename, double x, double y, double width,
double height) {
canvasPanel.drawimage(filename, x, y, width, height);
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BCanvas.java (3/5)

\**

*

*/

public int getTextWidth(String text, Font font) {
return canvasPanel.getTextWidth(text, font);

\**

*

*/

public int getTextHeight(String text, Font font) {
return canvasPanel.getTextHeight(text, font);

\**

*

*/

public int getimageWidth(String filename) {
return canvasPanel.getimageWidth(filename);

*

/

public int getimageHeight(String filename) {
return canvasPanel.getimageHeight(filename);

\**

*

*/

public void clear() {
canvasPanel.clear();

*/

public void update() {
canvasPanel.update();
keyHandler.update();
mouseHandler.update();

\**
*/
public int getKeyCode() {
return keyHandler key(); -3-
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\**

*

*/

public boolean iskeyDown() {
return keyHandler.iskeyDown();

\**

*/

public boolean isKeyPressing(int keycode) {
return keyHandler.iskeyPressing(keycode);

\**
* X
*/
public int getMouseX() {
return mouseHandler.mouseX();

\**
* Y
*/
public int getMouseY() {
return mouseHandler.mouseY();

\**
*
*/
public boolean isMouseDown() {
return mouseHandler.isMouseDown();

\**
*
*/
public boolean isRightMouseDown() {
return mouseHandler.isRightMouseDown();

\**
*
*/
public boolean isLeftMouseDown() {
return mouseHandler.isLeftMouseDown();

\**
*(
*/
public boolean isClick() {

return mouseHandler.isClick();
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BCanvas.java (5/5)
\**

*/
public boolean isSingleClick() {
return mouseHandler.isSingleClick();

\**
*/
public boolean isDoubleClick() {
return mouseHandler.isDoubleClick();

\**
*
*/
public boolean isDragging() {
return mouseHandler.isDragging();

\**
*/
public void sleep(double seconds) {
try {
Thread.sleep((long) (seconds * 1000));
} catch (Exception ex) {
ex.printStackTrace();

\**

*/

public int getCanvasWidth() {
return canvasPanel.getWidth();

*/
public int getCanvasHeight() {
return canvasPanel.getHeight();
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BSound.java (1/3)

package memory;

import bsound.BSoundSystem,;
import bsound.framework.BSoundPlayer;

/**

*

* mp3, wav, mid

*
*

* BSound sound = new BSound(*'sample.wav"’);

* sound.loop();
*

BSound.play(*'sample.wav");

BSoundTest

BSound.load(*'sample.wav"");
BGM

L I I R I I R

midi
* @author macchan

*/

public class BSound {

/
*

\**

*/

public static final void play(String filename) {
new BSound(filename).play();

\**

*

*/

public static final void play(String filename, int volume) {
BSound sound = new BSound(filename);
sound.setVolume(volume);
sound.play();

\**

* (

*/

public static final void load(String filename) {
BSoundSystem.load(filename);

/
* BSound

private BSoundPlayer player = null;
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BSound.java (2/3)

public BSound(String filename) {
player = BSoundSystem.createPlayer(filename);

\**

*

*/

public void play() {
player.setLoop(false);
player.play();

\**

*/

public void loop() {
player.setLoop(true);
player.play();

\**

*/

public void stop() {
player.stop();

\**
*/
public boolean isPlaying() {
return player.getState() == BSoundPlayer.PLAYING;

* 0-100 100

*/
public int getVolume() {
return player.getVolume();

\**

*

*/

public void setVolume(int volume) {
player.setVolume(volume);

\**

*

*/

public int getDefaultVolume(){
return player.getDefaultVolume();



BSound.java (3/3)
127 }
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BWindow.java (179)

package memory;

import java.awt.Canvas;

import java.awt.Color;

import java.awt.Font;

import java.awt.FontMetrics;

import java.awt.Graphics;

import java.awt.Graphics2D;

import java.awt.event.ComponentEvent;
import java.awt.event.ComponentListener;
import java.awt.event.KeyEvent;

import java.awt.event.KeyListener;

import java.awt.event.MouseEvent;

import java.awt.event.MouseListener;
import java.awt.event.MouseMotionListener;
import java.awt.geom.AffineTransform;
import java.awt.image.AffineTransformOp;
import java.awt.image.Bufferedimage;

import java.io.File;
import java.io.|OException;
import java.util. HashMap;
import java.util.HashSet;
import java.util.Map;
import java.util.Set;

import javax.imageio.ImagelO;
import javax.swing.JFrame;

/**

*
*

* @author macchan

* @version 2.0

*/

public class BWindow {

private JFrame frame;
private BCanvas canvas;

\**

*

*/

public BWindow() {
//
frame = new JFrame();
frame.setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE);

1/
CanvasPanel canvasPanel = new CanvasPanel();
frame.getContentPane().add(canvasPanel);

CanvasKeyEventHandler keyHandler = new CanvasKeyEventHandler();
CanvasMouseEventHandler mouseHandler = new CanvasMouseEventHandler();
frame.addKeyListener(keyHandler);
frame.getContentPane().addKeyListener(keyHandler);
canvasPanel.addKeyListener(keyHandler);
canvasPanel.addMouseListener(mouseHandler);
canvasPanel.addMouseMotionListener(mouseHandler);

1/
canvas = new BCanvas(canvasPanel, keyHandler, mouseHandler);

-11 -
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BWindow.java (2/9)
\**

*

*/

public void setLocation(int X, int y) {
frame.setLocation(x, y);

\**

*/

public void setSize(int width, int height) {
frame.setSize(width, height);

\**

*

*/

public void show() {
frame.setVisible(true);

\**

* Canvas

*/

public BCanvas getCanvas() {
return canvas;

\**

*

*/

class CanvasKeyEventHandler implements KeyListener {

//
public static final int NULL_KEY_CODE = -1;
public static final int NULL_ MOUSE_LOCATION = -1,

//
private KeyEvent bufferkeyEvent = null
private KeyEvent capturedKeyEvent = null;

private Set pressingKeys = new HashSet();

public void keyPressed(KeyEvent e) {
bufferKeyEvent = e;
pressingKeys.add(new Integer(e.getKeyCode()));

public void keyReleased(KeyEvent e) {
pressingKeys.remove(new Integer(e.getKeyCode()));

public void keyTyped(KeyEvent e) {
}

/
* -12-
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BWindow.java (37/9)

public int key() {
if (capturedKeyEvent != null) {
return capturedKeyEvent.getkeyCode();
} else {
return NULL_KEY_CODE;

public boolean iskeyDown() {
return capturedKeyEvent != null;

public boolean isKeyPressing(int keycode) {
return pressingKeys.contains(new Integer(keycode));

public void update() {
capturedKeyEvent = bufferKeyEvent;
bufferKeyEvent = nu

/**

*

*/

class CanvasMouseEventHandler implements MouseListener, MouseMotionListener {

//
public static final int NULL_ MOUSE_LOCATION = -1;

//

private int mouseX = NULL_ MOUSE_LOCATION,;
private int mouseY = NULL_MOUSE_LOCATION;
private boolean isDragging = false;

private MouseEvent bufferMouseEvent = null;
private MouseEvent capturedMouseEvent = null;

private Set pressingMouses = new HashSet();

public void mousePressed(MouseEvent e) {
bufferMouseEvent = g;
pressingMouses.add(new Integer(e.getButton()));

public void mouseReleased(MouseEvent e) {
bufferMouseEvent = e;
pressingMouses.remove(new Integer(e.getButton()));
isDragging = false;

public void mouseClicked(MouseEvent e) {
bufferMouseEvent = g; -13-

190
191
192
193
194
195
196
197
198
199
200
201
202
203
204
205
206
207
208
209
210
211
212
213
214
215
216
217
218
219
220
221
222
223
224
225
226
227
228
229
230
231
232
233
234
235
236
237
238
239
240
241
242
243
244
245
246
247
248
249
250
251
252

BWindow.java (4/9)

public void mouseEntered(MouseEvent e) {
bufferMouseEvent = g;

public void mouseExited(MouseEvent e) {
bufferMouseEvent = g;
isDragging = false;

public void mouseMoved(MouseEvent e) {
bufferMouseEvent = g;

public void mouseDragged(MouseEvent e) {
bufferMouseEvent = g;
isDragging = true;

public int mouseX() {
return mousex;

public int mouseY() {
return mousey;

public boolean isMouseDown() {

return isRightMouseDown() || isLeftMouseDown();

public boolean isRightMouseDown() {
if (pressingMouses.contains(new Integer(MouseEvent.BUTTON3))) {
return true;
} else {
return capturedMouseEvent == null ? false : capturedMouseEvent
.getButton() == MouseEvent BUTTONS3;

public boolean isLeftMouseDown() {
if (pressingMouses.contains(new Integer(MouseEvent. BUTTON1))) {
return true;
} else {
return capturedMouseEvent == null ? false : capturedMouseEvent
.getButton() == MouseEvent BUTTON1;

public boolean isClick() {
return capturedMouseEvent == null
? false
. capturedMouseEvent.getlD() == MouseEvent. MOUSE_CLICKED;

public boolean isSingleClick() {
return capturedMouseEvent == null
? false -14 -
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BWindow.java (5/9)

. capturedMouseEvent.getlD() == MouseEvent MOUSE_CLICKED
&& capturedMouseEvent.getClickCount() == 1;

public boolean isDoubleClick() {
return capturedMouseEvent == null
? false
. capturedMouseEvent.getlD() == MouseEvent MOUSE_CLICKED
&& capturedMouseEvent.getClickCount() == 2;

public boolean isDragging() {
return isDragging;

public void update() {
capturedMouseEvent = bufferMouseEvent;
if (capturedMouseEvent != null) {
mouseX = capturedMouseEvent.getX();
mouseY = capturedMouseEvent.getY();

bufferMouseEvent = null;

/**

* Canvas
* Canvas Swing
*/

class CanvasPanel extends Canvas implements ComponentListener {

//

private static final int FILP_BUFFERSTRATEGY = 3;

private static final Graphics2D NULL_GRAPHICS = (Graphics2D) (new Bufferedimage(
1, 1, Bufferedimage. TYPE_3BYTE_BGR).createGraphics());

/!
private Graphics2D offGraphics;

\**

*/

public CanvasPanel() {
addComponentListener(this);
refreshOffGraphics();

/
* BufferStrategy

private void initializeBufferStrategy() {
createBufferStrategy(FILP_BUFFERSTRATEGY);
refreshOffGraphics();

private void refreshOffGraphics() { -15-
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BWindow.java (6/9)

offGraphics = getGraphics2D();
offGraphics.setColor(Color. WHITE);
offGraphics.fillRect(0, 0, getWidth(), getHeight());

private Graphics2D getGraphics2D() {
Graphics2D g2d = (Graphics2D) getBufferStrategy().getDrawGraphics();
if (92d != null) {
return g2d;
} else {
return NULL_ GRAPHICS;

private void flip() {
getBufferStrategy().show();

/
* Component Listener

public void componentHidden(ComponentEvent e) {

}

public void componentMoved(ComponentEvent e) {

}

public void componentResized(ComponentEvent e) {
initializeBufferStrategy();

}

public void componentShown(ComponentEvent e) {

}

/
*

/

public void drawLine(Color color, double x1, double y1, double x2, double y2) {
offGraphics.setColor(color);
offGraphics.drawLine((int) x1, (int) y1, (int) x2, (int) y2);

public void drawFillTriangle(Color color, double x1, double y1, double x2,
double y2, double x3, double y3) {
offGraphics.setColor(color);
offGraphics.fillPolygon(new int[]{(int) x1, (int) x2, (int) x3},
new int[]{(int) y1, (int) y2, (int) y3}, 3);

public void drawArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
offGraphics.setColor(color);
offGraphics.drawArc((int) x, (int) y, (int) width, (int) height,
(int) startAngle, (int) arcAngle);

public void drawFillArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
offGraphics.setColor(color);
offGraphicsfillArc((int) x, (int) y, (int) width, (int) height,
(int) startAngle, (int) arcAngle);

public void drawText(Color color, String text,-dd6ble x, double y) {
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BWindow.java (7/9)

offGraphics.setColor(color);
offGraphics.drawString(text, (int) x, (int) y);

public void drawText(Color color, String text, double x, double y, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
int topY = (int) y + fontMetrics.getAscent();

1/

offGraphics.setColor(color);

Font originalFont = offGraphics.getFont();
offGraphics.setFont(font);

//
offGraphics.drawString(text, (int) x, topY);

//
offGraphics.setFont(originalFont);

public void drawimage(String filename, double x, double y, double width,
double height) {

Bufferedimage image = BImageProvider.getinstance().getimage(filename);

double scaleX = width / image.getWidth();

double scaleY = height / image.getHeight();

AffineTransform transform = AffineTransform.getScalelnstance(scaleX,
scaleY);

AffineTransformOp transformOp = new AffineTransformOp(transform,
AffineTransformOp. TYPE_NEAREST NEIGHBOR);

drawlmage(image, transformOp, X, y);

public void drawimage(String filename, double x, double y) {
Bufferedimage image = BImageProvider.getinstance().getimage(filename);
drawlmage(image, null, X, y);

private void drawlmage(Bufferedimage image, AffineTransformOp transformOp,
double x, double y) {
offGraphics.drawimage(image, transformOp, (int) x, (int) y);

public int getTextWidth(String text, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
return fontMetrics.stringWidth(text);

public int getTextHeight(String text, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
return fontMetrics.getHeight();

public int getimageWidth(String filename) {
Bufferedimage image = BlmageProvider.getinstance().getimage(filename);
return image.getWidth(); -17 -
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BWindow.java (8/9)

public int getimageHeight(String filename) {
Bufferedimage image = BImageProvider.getinstance().getimage(filename);
return image.getHeight();

public void update() {
flip0);

public void clear() {
refreshOffGraphics();

\**

*

*/

class BlmageProvider {

//
private static final int DUMMY_IMAGE_FONT _SIZE = 12,

private static final Font DUMMY_IMAGE_FONT = new Font("Dialog", Font.PLAIN,

DUMMY IMAGE_FONT SIZE);

/
* SingleTon

/
private static BlmageProvider instance;

public static BImageProvider getinstance() {
if (instance == null) {
instance = new BlmageProvider();
}

return instance;

//
private Map images = new HashMap();

\**

*

*/

private BlmageProvider() {
super();

*/
public Bufferedimage getimage(String filename) {
if (limages.containsKey(filename)) {
images.put(filename, preparelmage(filename));
}

return (Bufferedimage) images.get(filename);
} -18 -
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BWindow.java (979)

/

private Bufferedimage preparelmage(String filename) {
try {
return loadimage(filename);
} catch (Exception ex) {
return createDummylmage(filename);

private Bufferedimage loadimage(String filename) throws I0Exception {
File f = new File(filename);
Bufferedimage image = ImagelO.read(f);
return image;

private Bufferedimage createDummylmage(String filename) {
/7
int width = DUMMY _IMAGE_FONT _SIZE * filename.length();
int height = DUMMY _IMAGE_FONT SIZE * 2;
Bufferedimage image = new Bufferedimage(width, height,
Bufferedimage. TYPE_4BYTE_ABGR);

//

Graphics g = image.getGraphics();
g.setColor(Color.WHITE);

g fillRect(0, 0, width - 1, height - 1);
g.setColor(Color.BLACK);
g.setFont(DUMMY_IMAGE_FONT);
g.drawRect(0, 0, width - 1, height - 1);
g.drawString(filename, 10, height /7 2);
g.dispose();

return image;

-19 -
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MemoryGame java (1/3)

package memory;

import java.util ArrayList;
import java.util.List;

public class MemoryGame {
private final String RESOURCE_PATH = "'res/memory/";

private final int KEY_UP = 38;
private final int KEY_DOWN = 40;
private final int KEY_LEFT = 37;
private final int KEY_RIGHT = 39;

public static void main(String args[]) {
MemoryGame game = new MemoryGame();
game.run();

public void run() {
showTitle();
doMemoryGame();
showEndTitle();

\**

*/

private void showTitle() {
System.out.printin(**

\**

*/

private void doMemoryGame() {
//
BWindow window = openWindow();
BCanvas canvas = window.getCanvas();

loadSounds();
List soundList = new ArrayList(); //

while (true) { 7/
Sound currentSound = createSound();
soundList.add(currentSound); //
playSound(canvas, soundList);

List keyList = new ArrayList(); //
keyList = getKeyCode(canvas, keyList, soundList.size());

if (judge(soundList, keyList)) {
BSound.play(RESOURCE_PATH + _.:@3 wav", qov
System.out.printin(soundList.size() +* ");
canvas.sleep(0.5);

}else {
BSound.play(RESOURCE_PATH + :<<8:@.<<m<._< 70);
System.out.printin(** "),
System.out.printin("* " + (soundList.size() - 1) + " !
canvas.sleep(0.5);
break;

} -21-
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MemoryGame java (2/3)

\**
*
*/
private void loadSounds() {
BSound.load(RESOURCE_PATH + "up.mid");
BSound.load(RESOURCE_PATH + "'down.mid"");
BSound.load(RESOURCE_PATH + "leftmi
BSound.load(RESOURCE_PATH + "right.mid");
(
(

BSound.load(RESOURCE_PATH + "right.wav"");
BSound.load(RESOURCE_PATH + "wrong.wav"");

\**

*

*/

private BWindow openWindow() {
BWindow window = new BWindow();
window.setLocation(150, 150);

dow.setSize(300, 300);

window.show();

return window;

\**

*/

private Sound createSound() {
return new Sound();

\**
*
*/
private void playSound(BCanvas canvas, List soundList) {
for (int i = 0; i < soundList.size(); i++) { //
String noteDirection = ((Sound) soundList.get(i)).getDirection();

if (noteDirection =="1") {//
BSound.play(RESOURCE_PATH + "up.mid");
} else if (noteDirection == " 1 ") {
BSound.play(RESOURCE_PATH + "down.mid");
} else if (noteDirection == " ") {
BSound. v_mﬁmmwoC_uo_m-_uB.I + "left.mid"™);
} else if (noteDirection == " ") {
BSound. v_mﬁmmmorio_m PATH + “right.mid");
}

canvas.sleep(0.3); 7/

\**
*
*/
private List getKeyCode(BCanvas canvas, List keyList, int soundListSize) {
while (keyList.size() < soundListSize) { //
canvas.update();

if (canvas.iskeyDown()) {
if (canvas.getkeyCode() == KEY_UP) {
keyList.add(" t");
} else if (canvas.getKeyCode() == KEYZ2GWN) {
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keyList.add(" L+ ");

} else if (canvas.getkeyCode() == KEY_LEFT) {
keyList.add(" < ");

} else if (canvas.getkeyCode() == KEY_RIGHT) {
keyList.add("" - "

}

System.out.print(keyList.get(keyList.size() - 1).toString()); //

}

canvas.sleep(0.1);
}
System.out.printin(**"");
return keyList;

\**

*

*/

private boolean judge(List soundList, List keyList) {
boolean result = true;

for (inti = 0; i < soundList.size(); i++) { //
if ( ((Sound) soundList.get(i)).getDirection() != keyList.get(i)) {
result = false;

}

return result;

\**

*/

private void showEndTitle() {
System.out.printin(* "):
System.exit(0);

-23 -
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MidiPlayer.java (1/1)
package memory;

import javax.sound.midi.Instrument;
import javax.sound.midi.MidiChannel;
import javax.sound.midi.MidiSystem;
import javax.sound.midi.Soundbank;
import javax.sound.midi.Synthesizer;

\**
* Midi

* @author hashiyaman
* @version $ld: MidiPlayer.java,v 1.2 2006/10/26 07:33:56 hashiyaman Exp $
*/

public class MidiPlayer {
MidiChannel channel = null;
Synthesizer synthesizer = null;
Soundbank soundbank = null;

\**

*

*/

public MidiPlayer(int instrumentID) {
try {

synthesizer = MidiSystem.getSynthesizer();
soundbank = synthesizer.getDefaultSoundbank();
synthesizer.open();

Instrument[] instruments = synthesizer.getDefaultSoundbank()
.getinstruments();
synthesizer.loadInstrument(instruments[instrumentlD]);
channel = synthesizer.getChannels()[0];
} catch (Exception ex) {
ex.printStackTrace();

\**
*
*/
public void noteOn(int noteNumber, int velocity) {
if (channel != null) {
channel.noteOn(noteNumber, velocity);

public void noteOff(int noteNumber, int velocity) {
if (channel != null) {
channel.noteOff(noteNumber, velocity);

public void close() {
try {
synthesizer.close();
} catch (Exception e) {
if (channel != null)
channel.allNotesOff();

-25-
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Sound.java (1/2)

package memory;
import java.util. Random;

/**

*
*

* @author hashiyaman
* @version $Id: Sound.java,v 1.2 2006/10/26 07:33:56 hashiyaman Exp $
*/
public class Sound {
private final int NUMBER_OF KEYS = 4;

private int key; //
private String direction; //

\**

*/

public Sound() {
createSound();

\**
*
*/
private void createSound() {
Random random = new Random();
this.key = random.nextint(NUMBER_OF KEYS);

switch (this.key) {
case 0:
this.direction =" 1
break;

case 1.
this.direction =" 1 ";
break;

case 2:
this.direction
break;

case 3:
this.direction = " - *;
break;

public String getDirection() {
return direction;

public void setDirection(String direction) {
this.direction = direction;

public int getKey() {
return key;

public void setKey(int key) {
this.key = key; - 27 -
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BCanvas.java (1/5)

package syotokutaishi;

import java.awt.Color;

import java.awt.Font;

\**

*

*

* GUI

* CanvasPanel
*

*

CanvasPanel(BWindow.java )

* @author macchan

* @version 2.0

*/

public class BCanvas {

private CanvasPanel canvasPanel;
private CanvasKeyEventHandler keyHandler;
private CanvasMouseEventHandler mouseHandler;

\**

*

*/

public BCanvas(CanvasPanel canvasPanel, CanvasKeyEventHandler keyHandler,

CanvasMouseEventHandler mouseHandler) {
this.canvasPanel = canvasPanel
this.keyHandler = keyHandler;
this.mouseHandler = mouseHandler;

/
* 78
/

\**
*
* :
* (10, 10) (20, 20)
* drawLine(Color.BLACK, 10, 10, 20, 20);
*

/

public void drawLine(Color color, double x1, double y1, double x2, double y2) {

canvasPanel.drawLine(color, x1, y1, x2, y2);

\&n*

*
*

* Z.Ho_ 10), B(20, 20), C(30,30)

* drawFillTriangle(Color.BLACK, 10, 10, 20, 20, 30, 30);

*/

public void drawFillTriangle(Color color, double x1, double y1, double x2,
double y2, double x3, double y3) {

canvasPanel.drawFillTriangle(color, x1, y1, X2, y2, x3, y3);

\**

*

* 0 360 )

* startAngle

* 90

* 180 0

* 270 -1-
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BCanvas.java (2/5)
* arcAngle
* .

*(10,10) 100, 100
* drawDrawArc(Color.BLACK, 10, 10, 100, 100, 0, 360);
*
/
public void drawArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
canvasPanel.drawArc(color, x, y, width, height, startAngle, arcAngle);

\**

*

* startAngle

* 90
*180 0
* 270

* arcAngle

* .

* (10, 10) 100, 100
* drawDrawArc(Color.BLACK, 10, 10, 100, 100, 90, 180);
*/
public void drawFillArc(Color color, double X, double y, double width,
double height, double startAngle, double arcAngle) {
canvasPanel.drawFillArc(color, X, y, width, height, startAngle,
arcAngle);

\**

*

*/

public void drawText(Color color, String text, double x, double y) {
canvasPanel.drawText(color, text, X, y);

/**

*

*/

public void drawText(Color color, String text, double x, double y, Font font) {

canvasPanel.drawText(color, text, x, y, font);

\**

*/

public void drawimage(String filename, double x, double y) {
canvasPanel.drawimage(filename, x, y);

/**

*
*/
public void drawimage(String filename, double x, double y, double width,
double height) {
canvasPanel.drawimage(filename, x, y, width, height);
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BCanvas.java (3/5)

\**

*

*/

public int getTextWidth(String text, Font font) {
return canvasPanel.getTextWidth(text, font);

\**

*

*/

public int getTextHeight(String text, Font font) {
return canvasPanel.getTextHeight(text, font);

\**

*

*/

public int getimageWidth(String filename) {
return canvasPanel.getimageWidth(filename);

*

/

public int getimageHeight(String filename) {
return canvasPanel.getimageHeight(filename);

\**

*

*/

public void clear() {
canvasPanel.clear();

*/

public void update() {
canvasPanel.update();
keyHandler.update();
mouseHandler.update();

\**
*/
public int getKeyCode() {
return keyHandler key(); -3-
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\**

*

*/

public boolean iskeyDown() {
return keyHandler.iskeyDown();

\**

*/

public boolean isKeyPressing(int keycode) {
return keyHandler.iskeyPressing(keycode);

\**
* X
*/
public int getMouseX() {
return mouseHandler.mouseX();

\**
* Y
*/
public int getMouseY() {
return mouseHandler.mouseY();

\**
*
*/
public boolean isMouseDown() {
return mouseHandler.isMouseDown();

\**
*
*/
public boolean isRightMouseDown() {
return mouseHandler.isRightMouseDown();

\**
*
*/
public boolean isLeftMouseDown() {
return mouseHandler.isLeftMouseDown();

\**
*(
*/
public boolean isClick() {

return mouseHandler.isClick();
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BCanvas.java (5/5)
\**

*/
public boolean isSingleClick() {
return mouseHandler.isSingleClick();

\**
*/
public boolean isDoubleClick() {
return mouseHandler.isDoubleClick();

\**
*
*/
public boolean isDragging() {
return mouseHandler.isDragging();

\**
*/
public void sleep(double seconds) {
try {
Thread.sleep((long) (seconds * 1000));
} catch (Exception ex) {
ex.printStackTrace();

\**

*/

public int getCanvasWidth() {
return canvasPanel.getWidth();

*/
public int getCanvasHeight() {
return canvasPanel.getHeight();
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BSound.java (1/3)

package syotokutaishi;

import bsound.BSoundSystem,;
import bsound.framework.BSoundPlayer;

/**

*

* mp3, wav, mid

*
*

* BSound sound = new BSound(*'sample.wav"’);

* sound.loop();
*

BSound.play(*'sample.wav");

BSoundTest

BSound.load(*'sample.wav"");
BGM

L I I R I I R

midi
* @author macchan

*/

public class BSound {

/
*

\**

*/

public static final void play(String filename) {
new BSound(filename).play();

\**

*

*/

public static final void play(String filename, int volume) {
BSound sound = new BSound(filename);
sound.setVolume(volume);
sound.play();

\**

* (

*/

public static final void load(String filename) {
BSoundSystem.load(filename);

/
* BSound

private BSoundPlayer player = null;
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BSound.java (2/3)

public BSound(String filename) {
player = BSoundSystem.createPlayer(filename);

\**

*

*/

public void play() {
player.setLoop(false);
player.play();

\**

*/

public void loop() {
player.setLoop(true);
player.play();

\**

*/

public void stop() {
player.stop();

\**
*/
public boolean isPlaying() {
return player.getState() == BSoundPlayer.PLAYING;

* 0-100 100

*/
public int getVolume() {
return player.getVolume();

\**

*

*/

public void setVolume(int volume) {
player.setVolume(volume);

\**

*

*/

public int getDefaultVolume(){
return player.getDefaultVolume();



BSound.java (3/3)
127 }
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BWindow.java (179)

package syotokutaishi;

import java.awt.Canvas;

import java.awt.Color;

import java.awt.Font;

import java.awt.FontMetrics;

import java.awt.Graphics;

import java.awt.Graphics2D;

import java.awt.event.ComponentEvent;
import java.awt.event.ComponentListener;
import java.awt.event.KeyEvent;

import java.awt.event.KeyListener;

import java.awt.event.MouseEvent;

import java.awt.event.MouseListener;
import java.awt.event.MouseMotionListener;
import java.awt.geom.AffineTransform;
import java.awt.image.AffineTransformOp;
import java.awt.image.Bufferedimage;

import java.io.File;
import java.io.|OException;
import java.util. HashMap;
import java.util.HashSet;
import java.util.Map;
import java.util.Set;

import javax.imageio.ImagelO;
import javax.swing.JFrame;

/**

*
*

* @author macchan

* @version 2.0

*/

public class BWindow {

private JFrame frame;
private BCanvas canvas;

\**

*

*/

public BWindow() {
//
frame = new JFrame();
frame.setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE);

1/
CanvasPanel canvasPanel = new CanvasPanel();
frame.getContentPane().add(canvasPanel);

CanvasKeyEventHandler keyHandler = new CanvasKeyEventHandler();
CanvasMouseEventHandler mouseHandler = new CanvasMouseEventHandler();
frame.addKeyListener(keyHandler);
frame.getContentPane().addKeyListener(keyHandler);
canvasPanel.addKeyListener(keyHandler);
canvasPanel.addMouseListener(mouseHandler);
canvasPanel.addMouseMotionListener(mouseHandler);

1/
canvas = new BCanvas(canvasPanel, keyHandler, mouseHandler);

-11 -
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BWindow.java (2/9)
\**

*

*/

public void setLocation(int X, int y) {
frame.setLocation(x, y);

\**

*/

public void setSize(int width, int height) {
frame.setSize(width, height);

\**

*

*/

public void show() {
frame.setVisible(true);

\**

* Canvas

*/

public BCanvas getCanvas() {
return canvas;

\**

*

*/

class CanvasKeyEventHandler implements KeyListener {

//
public static final int NULL_KEY_CODE = -1;
public static final int NULL_ MOUSE_LOCATION = -1,

//
private KeyEvent bufferkeyEvent = null
private KeyEvent capturedKeyEvent = null;

private Set pressingKeys = new HashSet();

public void keyPressed(KeyEvent e) {
bufferKeyEvent = e;
pressingKeys.add(new Integer(e.getKeyCode()));

public void keyReleased(KeyEvent e) {
pressingKeys.remove(new Integer(e.getKeyCode()));

public void keyTyped(KeyEvent e) {
}

/
* -12-
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BWindow.java (37/9)

public int key() {
if (capturedKeyEvent != null) {
return capturedKeyEvent.getkeyCode();
} else {
return NULL_KEY_CODE;

public boolean iskeyDown() {
return capturedKeyEvent != null;

public boolean isKeyPressing(int keycode) {
return pressingKeys.contains(new Integer(keycode));

public void update() {
capturedKeyEvent = bufferKeyEvent;
bufferKeyEvent = nu

/**

*

*/

class CanvasMouseEventHandler implements MouseListener, MouseMotionListener {

//
public static final int NULL_ MOUSE_LOCATION = -1;

//

private int mouseX = NULL_ MOUSE_LOCATION,;
private int mouseY = NULL_MOUSE_LOCATION;
private boolean isDragging = false;

private MouseEvent bufferMouseEvent = null;
private MouseEvent capturedMouseEvent = null;

private Set pressingMouses = new HashSet();

public void mousePressed(MouseEvent e) {
bufferMouseEvent = g;
pressingMouses.add(new Integer(e.getButton()));

public void mouseReleased(MouseEvent e) {
bufferMouseEvent = e;
pressingMouses.remove(new Integer(e.getButton()));
isDragging = false;

public void mouseClicked(MouseEvent e) {
bufferMouseEvent = g; -13-
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BWindow.java (4/9)

public void mouseEntered(MouseEvent e) {
bufferMouseEvent = g;

public void mouseExited(MouseEvent e) {
bufferMouseEvent = g;
isDragging = false;

public void mouseMoved(MouseEvent e) {
bufferMouseEvent = g;

public void mouseDragged(MouseEvent e) {
bufferMouseEvent = g;
isDragging = true;

public int mouseX() {
return mousex;

public int mouseY() {
return mousey;

public boolean isMouseDown() {

return isRightMouseDown() || isLeftMouseDown();

public boolean isRightMouseDown() {
if (pressingMouses.contains(new Integer(MouseEvent.BUTTON3))) {
return true;
} else {
return capturedMouseEvent == null ? false : capturedMouseEvent
.getButton() == MouseEvent BUTTONS3;

public boolean isLeftMouseDown() {
if (pressingMouses.contains(new Integer(MouseEvent. BUTTON1))) {
return true;
} else {
return capturedMouseEvent == null ? false : capturedMouseEvent
.getButton() == MouseEvent BUTTON1;

public boolean isClick() {
return capturedMouseEvent == null
? false
. capturedMouseEvent.getlD() == MouseEvent. MOUSE_CLICKED;

public boolean isSingleClick() {
return capturedMouseEvent == null
? false -14 -
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BWindow.java (5/9)

. capturedMouseEvent.getlD() == MouseEvent MOUSE_CLICKED
&& capturedMouseEvent.getClickCount() == 1;

public boolean isDoubleClick() {
return capturedMouseEvent == null
? false
. capturedMouseEvent.getlD() == MouseEvent MOUSE_CLICKED
&& capturedMouseEvent.getClickCount() == 2;

public boolean isDragging() {
return isDragging;

public void update() {
capturedMouseEvent = bufferMouseEvent;
if (capturedMouseEvent != null) {
mouseX = capturedMouseEvent.getX();
mouseY = capturedMouseEvent.getY();

bufferMouseEvent = null;

/**

* Canvas
* Canvas Swing
*/

class CanvasPanel extends Canvas implements ComponentListener {

//

private static final int FILP_BUFFERSTRATEGY = 3;

private static final Graphics2D NULL_GRAPHICS = (Graphics2D) (new Bufferedimage(
1, 1, Bufferedimage. TYPE_3BYTE_BGR).createGraphics());

/!
private Graphics2D offGraphics;

\**

*/

public CanvasPanel() {
addComponentListener(this);
refreshOffGraphics();

/
* BufferStrategy

private void initializeBufferStrategy() {
createBufferStrategy(FILP_BUFFERSTRATEGY);
refreshOffGraphics();

private void refreshOffGraphics() { -15-
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BWindow.java (6/9)

offGraphics = getGraphics2D();
offGraphics.setColor(Color. WHITE);
offGraphics.fillRect(0, 0, getWidth(), getHeight());

private Graphics2D getGraphics2D() {
Graphics2D g2d = (Graphics2D) getBufferStrategy().getDrawGraphics();
if (92d != null) {
return g2d;
} else {
return NULL_ GRAPHICS;

private void flip() {
getBufferStrategy().show();

/
* Component Listener

public void componentHidden(ComponentEvent e) {

}

public void componentMoved(ComponentEvent e) {

}

public void componentResized(ComponentEvent e) {
initializeBufferStrategy();

}

public void componentShown(ComponentEvent e) {

}

/
*

/

public void drawLine(Color color, double x1, double y1, double x2, double y2) {
offGraphics.setColor(color);
offGraphics.drawLine((int) x1, (int) y1, (int) x2, (int) y2);

public void drawFillTriangle(Color color, double x1, double y1, double x2,
double y2, double x3, double y3) {
offGraphics.setColor(color);
offGraphics.fillPolygon(new int[]{(int) x1, (int) x2, (int) x3},
new int[]{(int) y1, (int) y2, (int) y3}, 3);

public void drawArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
offGraphics.setColor(color);
offGraphics.drawArc((int) x, (int) y, (int) width, (int) height,
(int) startAngle, (int) arcAngle);

public void drawFillArc(Color color, double x, double y, double width,
double height, double startAngle, double arcAngle) {
offGraphics.setColor(color);
offGraphicsfillArc((int) x, (int) y, (int) width, (int) height,
(int) startAngle, (int) arcAngle);

public void drawText(Color color, String text,-dd6ble x, double y) {
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offGraphics.setColor(color);
offGraphics.drawString(text, (int) x, (int) y);

public void drawText(Color color, String text, double x, double y, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
int topY = (int) y + fontMetrics.getAscent();

1/

offGraphics.setColor(color);

Font originalFont = offGraphics.getFont();
offGraphics.setFont(font);

//
offGraphics.drawString(text, (int) x, topY);

//
offGraphics.setFont(originalFont);

public void drawimage(String filename, double x, double y, double width,
double height) {

Bufferedimage image = BImageProvider.getinstance().getimage(filename);

double scaleX = width / image.getWidth();

double scaleY = height / image.getHeight();

AffineTransform transform = AffineTransform.getScalelnstance(scaleX,
scaleY);

AffineTransformOp transformOp = new AffineTransformOp(transform,
AffineTransformOp. TYPE_NEAREST NEIGHBOR);

drawlmage(image, transformOp, X, y);

public void drawimage(String filename, double x, double y) {
Bufferedimage image = BImageProvider.getinstance().getimage(filename);
drawlmage(image, null, X, y);

private void drawlmage(Bufferedimage image, AffineTransformOp transformOp,
double x, double y) {
offGraphics.drawimage(image, transformOp, (int) x, (int) y);

public int getTextWidth(String text, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
return fontMetrics.stringWidth(text);

public int getTextHeight(String text, Font font) {
FontMetrics fontMetrics = offGraphics.getFontMetrics(font);
return fontMetrics.getHeight();

public int getimageWidth(String filename) {
Bufferedimage image = BlmageProvider.getinstance().getimage(filename);
return image.getWidth(); -17 -

442
443
444
445
446
447
448
449
450
451
452
453
454
455
456
457
458
459
460
461
462
463
464
465
466
467
468
469
470
471
472
473
474
475
476
477
478
479
480
481
482
483
484
485
486
487
488
489
490
491
492
493
494
495
496
497
498
499
500
501
502
503
504

BWindow.java (8/9)

public int getimageHeight(String filename) {
Bufferedimage image = BImageProvider.getinstance().getimage(filename);
return image.getHeight();

public void update() {
flip0);

public void clear() {
refreshOffGraphics();

\**

*

*/

class BlmageProvider {

//
private static final int DUMMY_IMAGE_FONT _SIZE = 12,

private static final Font DUMMY_IMAGE_FONT = new Font("Dialog", Font.PLAIN,

DUMMY IMAGE_FONT SIZE);

/
* SingleTon

/
private static BlmageProvider instance;

public static BImageProvider getinstance() {
if (instance == null) {
instance = new BlmageProvider();
}

return instance;

//
private Map images = new HashMap();

\**

*

*/

private BlmageProvider() {
super();

*/
public Bufferedimage getimage(String filename) {
if (limages.containsKey(filename)) {
images.put(filename, preparelmage(filename));
}

return (Bufferedimage) images.get(filename);
} -18 -
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/

private Bufferedimage preparelmage(String filename) {
try {
return loadimage(filename);
} catch (Exception ex) {
return createDummylmage(filename);

private Bufferedimage loadimage(String filename) throws I0Exception {
File f = new File(filename);
Bufferedimage image = ImagelO.read(f);
return image;

private Bufferedimage createDummylmage(String filename) {
/7
int width = DUMMY _IMAGE_FONT _SIZE * filename.length();
int height = DUMMY _IMAGE_FONT SIZE * 2;
Bufferedimage image = new Bufferedimage(width, height,
Bufferedimage. TYPE_4BYTE_ABGR);

//

Graphics g = image.getGraphics();
g.setColor(Color.WHITE);

g fillRect(0, 0, width - 1, height - 1);
g.setColor(Color.BLACK);
g.setFont(DUMMY_IMAGE_FONT);
g.drawRect(0, 0, width - 1, height - 1);
g.drawString(filename, 10, height /7 2);
g.dispose();

return image;

-19 -
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Input.java (1/2)

package syotokutaishi;

import java.io.*;

\**

* @author Manabu Sugiura

* @version $Id: Inputjava,v 1.1 2006/10/26 07:33:57 hashiyaman Exp $

*/
public class Input {

private static BufferedReader br;

\**

*

* @return String

*/

public static String getString() {
String returnString = null;
try {

if (br == null) {
br = new BufferedReader(new InputStreamReader(System.in));

}

returnString = br.readLine();
return returnString;

} catch (IOException e) {
e.printStackTrace();
return null;

\**

*

* @return int

*/

public static int getint() {
int returnint = 0;
returnint = Integer.parselnt(getString());
return returnint;

* double

* @return double

*/

public static double getDouble() {
double returnDouble = 0.0;
returnDouble = Double.parseDouble(getString());
return returnDouble;

\**
* int
* @return int
*/
public static boolean isInteger(String str) {
try {
Integer.parselnt(str);
return true; -21-
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} catch (NumberFormatException ex) {
return false;

\**
* int
* @return int
*/
public static boolean isDouble(String str) {
try {
Double.parseDouble(str);
return true;
} catch (NumberFormatException ex) {
return false;

-22 -



1
2
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63

PRPEPOO~NO U RWNRE

SoundManager.java (1/3)

package syotokutaishi;

import java.io.File;

import java.util. ArrayList;

import java.util.List;

import java.util. Random;

import static syotokutaishi.BSound.*;

public class SoundManager {

private static final int NUMBER_OF_FLUITS = 8; //
public static final int NUMBER_OF QUESTIONS = 3; //
private static List<String> soundList = new ArrayList<String>(); //

/**

*
*

* @param
*/

public static void loadSounds(String soundPath) {
File soundDirectory = new File(soundPath);
File[] sounds = soundDirectory.listFiles();

//
for (File sound : sounds) {

load(soundPath + sound.getName());

\**

*/

public static List createSounds() {
soundList.clear();

while (soundList.size() < NUMBER_OF_QUESTIONS) {
Random random = new Random();
int fluit = random.nextint(NUMBER_OF _FLUITS);

switch (fluit) {
case 0:
if (!soundList.contains(*
soundList.add("
}

break;
case 1:
if (IsoundList.contains("
soundList.add("
1

break;
case 2:
if (!soundList.contains(**
soundList.add("
}

break;
case 3:
if (!soundList.contains(*
soundList.add("
}

break;
case 4 :
if (IsoundList.contains("
soundList.add("
1

break;

N4
")

"N {
")

"N

"N A
")

")
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case5:
if ('soundList.contains(* ") {
soundList.add("
}

break;
case 6 :
if (!soundList.contains(* ") {
soundList.add(" ");
}

break;
case 7:
if (IsoundList.contains(" ")) {
soundList.add(" ");
}

break;
case 8:
if ('soundList.contains(* "N {
soundList.add(" ");
}

break;

}

return soundList;

/**

*
*

* @param
*/
public static void playSound(String soundPath) {
for (String fluit : soundList) {
if (fluit.equals(" ") {
BSound.play(soundPath + "banana.wav");
} else if (fluit.equals(™ ") {
BSound.play(soundPath + ""budou.wav");
} else if (fluit.equals(* ") A{
BSound.play(soundPath + "itigo.wav");
} else if (fluit.equals(™ ")) {
BSound.play(soundPath + "kiui.wav");
} else if (fluit.equals(" ") {
BSound.play(soundPath + ""budou.wav");
} else if (fluit.equals(* "N {
BSound.play(soundPath + "'lemon.wav");
} else if (fluit.equals(" ") {
BSound.play(soundPath + "meron.wav"");
} else if (fluit.equals(™ ") {
BSound.play(soundPath + ""mikan.wav");
} else if (fluit.equals(* "N {
BSound.play(soundPath + *"'ringo.wav");
} else if (fluit.equals(" ")) {
BSound.play(soundPath + "'suika.wav");

}
/**

*
*

* @param

* @return

*/

public static boolean judge(List<String> answerList) {
for (String answer : answerList) { -24 -
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if ('soundList.contains(answer)) {
return false;

}

return true;

-25-
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package syotokutaishi;

import java.util ArrayList;

import java.util.List;

import static syotokutaishi.SoundManager.*;

public class SyotokutaishiGame {

private final String SOUND _PATH = "res/syotokutaishi/sound/"; //

private int numberOfCorrect = 0; //

\**
* @param args
*/

public static void main(String[] args) {
SyotokutaishiGame game = new SyotokutaishiGame();
game.run();

public void run() {
loadSounds(SOUND_PATH);
showTitle();
playGame();
showEndTitle();
System.exit(0);

\**

*

*/

private void showTitle() {
System.out.printin(*"*
BSound.play(SOUND_PATH + "start.wav");
sleep(4);
BSound.play(SOUND_PATH + "rule.wav");
System.out.printin(**
sleep(8);
BSound.play(SOUND_PATH + "do.wav"");
System.out.printin(** ")
sleep(4);

\**

*

*/

private void playGame() {
createSounds();

//

while (true) {
playSound(SOUND_PATH);
if (judge(getAnswer())) { //

numberOfCorrect++;

System.out.printin(** ")
BSound.play(SOUND _PATH + "right.wav");
sleep(1);

BSound.play(SOUND_PATH + "correct.wav");
sleep(3);

System.out.printin(*"* ")
BSound.play(SOUND_PATH + "next.wav");

sleep(3); - 27 -
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SoundManager.createSounds();

}else {//

System.out.printin(**
BSound.play(SOUND_PATH + "wrong.wav"");

sleep(1);

BSound.play(SOUND _PATH + "incorrect.wav");

sleep(3);

System.out.printin("* " + numberOfCorrect + " ");
BSound.play(SOUND_PATH + "correctNuml.wav");

sleep(2);

BSound.play(SOUND_PATH + numberOfCorrect + ".wav");
sleep(1);

BSound.play(SOUND_PATH + "'correctNum2.wav"");

sleep(2);

break;

* @return

private List<String> getAnswer() {
List<String> answerList = new ArrayList<String>();

while (answerList.size() < NUMBER_OF QUESTIONS) {
String answer = Input.getString();
if (answerList.contains(answer)) { 7/

System.out.printin(**
continue;

} else if (answer.equals("'r™)) {7/ r

SoundManager.playSound(SOUND_PATH);
continue;

answerList.add(answer);

return answerList;

private void showEndTitle() {
System.out.printin(** ")
BSound.play(SOUND_PATH + "end.wav");
sleep(4);

private void sleep(double seconds) {

Thread.sleep((long) (seconds * 1000));
} catch (Exception ex) {
ex.printStackTrace();

- 28 -
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Game.cpp (1/1)

/%K
* = LARKRZETTEDIA
*

* @date 2006/11/05
* @author hashiyaman
*/

#include “Game.h”

/%

* AVANDA

*/

Game::Game(SDL_Surface *mainScreen)

{
this—>mainScreen = mainScreen;
soundContainer = new SoundContainer(”SoundShoot.csb”);
titleState = new TitleState(soundContainer,mainScreen);
gamePlayState = new GamePlayState(soundContainer,mainScreen);

/%

* F—L\EEITTD
*/

void Game::run()

{

while(true)

{

// BARIVERTTD

int titleMessage = titleState—>run();

switch( titleMessage )

{

case START_GAME:

{

int GameMessage = gamePlayState—>run();
if GameMessage == QUIT_GAME )
{

return;

}
break;

case QUIT_GAME:
return;

/%

* TAMSIDA

*/

Game::~Game()

{
delete soundContainer;
delete titleState;
delete gamePlayState;
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Game.h (1/1)

#ifndef _GAME_H_
#define _GAME_H_

#include <string>

#include “SoundContainer.h”
#include “TitleState.h”
#include “GamePlayState.h”

class Game

{
SoundContainer *soundContainer;
SDL_Surface *mainScreen;
TitleState *titleState;
GamePlayState *gamePlayState;

public:
Game(SDL _Surface *mainScreen);
“Game();

void run();

L

#endif
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GamePlayState.cpp (1/5)

/¥

* J—L\HERETEI5A
/

*
#include “GamePlayState.h”

const Uint8 GamePlayState:SHOOT = SDLK_RETURN;
const Uint8 GamePlayState::QUIT = SDLK_ESCAPE;
const Uint8 GamePlayState::SKIP = SDLK_SPACE;

const double GamePlayState::M_PI = 3.141592653589793238462643383279;
const float GamePlayState:PLAYER_X = 320;
const float GamePlayState:PLAYER_Y = 240;

/%
* JVARSDA
*/
GamePlayState::GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
{
this—>soundPlayer = new SoundPlayer(soundContainer,” GamePlayStateSound.txt”);
this—>soundContainer = soundContainer;
this—>mainScreen = mainScreen;

// KEDERELEVWF—EFIELTET
KeyTable useKeyTable;
useKeyTable.push_back(QUIT);
useKeyTable.push_back(SHOOT);
useKeyTable.push_back(SKIP);

keyState = new KeyState(useKeyTable);

/%
* TARSIDA
*/
GamePlayState::”GamePlayState()
{

delete keyState;

delete soundPlayer;

/%
* J— L\ OMEBEITS
*/

int GamePlayState::run()
{

return this—>runFrame();

/%
* —JL—LROMEZITS
*/
int GamePlayState:runFrame()
{
// 740 NeBERNBDEREEITD
SDL_Color textColor = {255,255,255};
TTF_Font *font = TTF_OpenFont( “Headache.ttf”, 28 );
SDL _Surface *text = TTF_RenderText_Blended( font, “GAME PLAYING”, textColor );

int gameState;
soundPlayer—>loopPlay("START_GAME”);

int score = —1;
float targetX = 0; -5-

GamePlayState.cpp (2/5)

float targetY = 230;

while(true)

{

CriError error = CRIERR_OK;

/! ANERE
keyState—>update();
Uint8 *keys = SDL_GetKeyState(NULL);

/! F=LBR T ENIGE
if( 'PollEvent() || keyState—>down(QUIT) )
{

gameState = QUIT_GAME;

break;

// SHAEAFYTTB
if( soundPlayer—>getStatus(”START_GAME”) == CriAuPlayer:STATUS_PLAYING
&& keyState—>down(SKIP) )

soundPlayer—>stop("START_GAME");

// F—LOFRBAEKRAZREIC, Y- LhOBEFOBEERBTS
if( (targetX < 640 && targetY < 480)

&& soundPlayer—>getStatus("START_GAME”) == CriAuPlayer:STATUS_PLAYEND )
{

}
else if (targetX >= 640 || targetY >= 480)
{

moveSound(&targetX, &targetY);

showResult(score);

if ( keyState—>down(SKIP) )
{
gameState = GO_TITLE;
break;

CriAuObj:ExecuteMain(error); // BEMIREEZEHTS
// BEELST, FREFHETI T —LIOE1EINDH)
if( keyState—>down(SHOOT) && score < 0
&& soundPlayer—>getStatus("START_GAME”) == CriAuPlayer:STATUS_PLAYEND)

score = calculateScore(targetX, targetY);

ClearScreen(mainScreen); // EIE%DU7T3

this—>draw(10,10,text, mainScreen); // X FDHE

if( score >=0) // AATVERTT S

{
string scoreText = “SCORE:” + boost:lexical_cast<string>(score);
SDL _Surface *text = TTF_RenderText_Blended( font, scoreText.c_str(), textColor );
this—>draw(10,30,text,mainScreen); // A7 DHEE

SDL_Flip(mainScreen); -6-
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SDL Delay(50); // CPU{# FHZEN100%IC5 2 DEMHC

// BOFLE

CriError error = CRIERR_OK;
soundPlayer—>stopAll();
CriAuObj::ExecuteMain(error);

TTF_CloseFont(font);
SDL_FreeSurface(text);

return gameState;

/%
« EEHHT
*/
void GamePlayState:moveSound(float *targetX, float *targetY)
{

*targetX += 2;

*targetY += 0;

// BEBEICIE U TR — LERET S
Float32 volume = this—>calculateVolume( *targetX, *targetY );
soundPlayer->setVolume("MOVE1”, volume);

CriAuSendLevel sendLevel = this—>calculateSpeakerSendLevel( *targetX, *targetY );
playSound("MOVE1”, sendLevel);

/%

* W)1—LEEFETD

*/

Float32 GamePlayState::calculateVolume(float targetX, float targetY)

{

float distance = calculateDistance(targetX, targetY);

// BEREICIEUTRY)1—LERETS
Float32 volume;

if( distance == 0)

{

}

else

{

volume = 1.0f;

//volume = 1.0f / sqrtf(distance) * 2.0f;
volume = sqrtf(distance) / —10.0f + 2.0f;

if( volume < 0.0f)
volume = 0.0f;

return volume;

/%

* [REERTHE T

*/

Float32 GamePlayState::calculateDistance(float targetX, float targetY)

{
// EEEEEETE TS
float xDistance = targetX — PLAYER_X; -7-

252
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float yDistance = targetY — PLAYERLY;
float distance = xDistance * xDistance + yDistance * yDistance;

return sqrtf(distance);

/%

* ATIIIINEOAEEHETS

*/

Float32 GamePlayState:calculatelnterObjectAngle(float targetX, float targetY)

{
// ATVIDMEIOAERHETD
float radian = atan2( PLAYER_Y - targetY, PLAYER_X — targetX);

// MEEDNDERENE IR

// CRIAudioCIRIEEHNOELNDT, BIEES DB S HEMILHAEERT
int angle = static_cast<int>( ( radian / M_PI * 180 ) + 90 );

angle = angle % 360;

return static_cast<Float32>(-angle);

/%

* AE—H—DEVRUAILEEHETS

*/

CriAuSendLevel GamePlayState::calculateSpeakerSendLevel(float targetX, float targetY)

{
// ZTVIDMNEDAEETETD
Float32 angle = this—>calculatelnterObjectAngle(targetX, targetY);

// BEMEYRULALETETD
Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

Float32 center;

CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);

// BYRULRIVERET D

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);
sendLevel.SetRight(right);
sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
sendLevel.SetCenter(center);

return sendLevel;

/%
* ATIID OB ERLT
*/
void GamePlayState::playSound(string soundName, const CriAuSendLevel &sendLevel)
{
soundPlayer—>setSendLevel(soundName, sendLevel);
soundPlayer—>loopPlay(soundName);

/%

* FREAHETD

*/

int GamePlayState::calculateScore(float targetX, float targetY)
{ -8-
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float distance = calculateDistance(targetX, targetY);
int score = 100 — distance; // 1§52

if( score < 0)
{

score = 0;
return score;

/%
* BEEZITY
*/
void GamePlayState:draw(int x, int y, SDL_Surface *source, SDL_Surface *destination )
{
SDL_Rect position;
position.x = x;
position.y = vy;
SDL _BlitSurface(source, NULL, destination, &position);

/%
* FEREMOED
*/
void GamePlayState::showResult(int score)
{
if( soundPlayer—>getStatus("END_GAME”) == CriAuPlayer:STATUS_PLAYEND
|| soundPlayer->getStatus("END_GAME”) == CriAuPlayer:STATUS_STOP )

soundPlayer—>play("END_GAME");
//readNumber(score);

/%
* BREHRHLIFR(RER)
*/
void GamePlayState::readNumber(int score)
{
string scoreString = boost:lexical_cast<string>(score);
static string currentDigit = scoreString.substr(0,1); // BEFHH LIFTL\BTA

if( soundPlayer—>getStatus(”SCORE”) == CriAuPlayer:STATUS_PLAYEND
|| soundPlayer—>getStatus(”SCORE”) == CriAuPlayer:STATUS_STOP )

for(int i = 0; i < scoreString.length(); i++ )
{
currentDigit = scoreString.substr(i,1);
soundPlayer—>play(currentDigit);
}
soundPlayer—>play(”"SCORE”);

|,_O|
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GamePlayState.h (1/1)

#ifndef _GAMEPLAYSTATE_H_
#define _GAMEPLAYSTATE_H_
#include “SoundPlayer.h”
#include “KeyState.h”
#include “StateMessages.h”

#include <SDL.h>

#include <SDL_ttf.h>

#include <string>

#include <list>

#include <boost/bind.hpp>
#include <boost/lexical_cast.hpp>
#include <algorithm>

#include <cstdlib>

#include “SDLCommonFunctions.h”
using std::string;

enum ObjectCondition
{

ALIVE,

DEAD
k

class GamePlayState

{
SoundPlayer *soundPlayer;
SoundContainer *soundContainer;
SDL_Surface *mainScreen;

KeyState *keyState;

static const Uint8 SHOOT;
static const Uint8 QUIT;
static const Uint8 SKIP;
static const double M_PI,
static const float PLAYER_X;
static const float PLAYERLY;

int runFrame();  // 17L—LAOWLIEEITD

void draw(int x, int y, SDL_Surface *source, SDL_Surface *destination );
void moveSound(float *targetX, float *targetY);

Float32 calculatelnterObjectAngle(float targetX, float targetY);

Float32 calculateDistance(float targetX, float targetY);

Float32 calculateVolume(float targetX, float targetY);

CriAuSendLevel calculateSpeakerSendLevel(float targetX, float targetY);
void playSound(string soundName, const CriAuSendLevel &sendLevel);
int calculateScore(float targetX, float targetY);

void showResult(int score);

void readNumber(int score);

public:
GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
“GamePlayState();
int run();

k
#endif

|,_,_|
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KeyFlag.cpp (1/1)
#include “KeyFlag.h”

/%%

* F—DIREBEEETEIIA
*

* @date 2006/11/05

* @author hashiyaman

*/
/%
* X—DREEEH TS
*/

void KeyFlag:update(Uint8 *keyState)
{
iftkeyStatelid]) // F—h RSN TED
{

}
else if( 'keyState[id] && down) // F—hBE SN BRI ->1h
{

down = true;

released = true;

down = false;
}
else if( keyState[id] && 'down ) // F—HRENTHM LS
{

released = false;

/%
* F—PEENTVBHERT
*/

bool KeyFlag:isDown()

{

return down;

/%

* F—HEESNTLINERT
*/

bool KeyFlag:isReleased()

{

return released;

|,_“w|
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KeyFlagh (1/1)

#ifndef _KEYFLAG_H_
#define _KEYFLAG_H_

#include <SDL.h>

class KeyFlag
{
Uint8 id;
bool down;
bool released;
public:
bool isDown();
bool isReleased();
void update(Uint8 *keyState);

KeyFlag(Uint8 keyld): id(keyld), down(false), released(false)f};

k

#endif

|,_m|
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KeyState.cpp (1/2)
#include “KeyState.h”

/%%

* ¥—ORIEEHRTEI52
*

* @date 2006/11/05

* @author hashiyaman

*/

/%
* AVANDA
*/
KeyState:KeyState(KeyTable keyTable)
{
KeyTableltr itr;

for(itr = keyTable.begin(); itr '= keyTable.end(); itr++)
{

keys[*itr] = new KeyFlag(¥itr);

/%

* X—DIREEEHTD

*/

void KeyState::update()

{
Uint8%* keyState = SDL_GetKeyState(NULL);
KeyFlagTableltr itr;
for( itr = keys.begin(); itr '= keys.end(); itr++ )
{

(*itr).second—>update(keyState);

/%

* TANIDA

*/

KeyState:: KeyState()

{
KeyFlagTableltr itr;
for( itr = keys.begin(); itr != keys.end(); itr++ )
{

delete (kitr).second;

keys.clear();

/%
* F—PEENTVBHERT
*/

bool KeyState::down(Uint8 key)
{

return keys[keyl->isDown();

/%

* WS TLINERT

*/

bool KeyState:released(Uint8 key)

{ -17-

64

return keys[key]->isReleased();

KeyState.cpp (2/2)
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KeyState.h (1/1)

#ifndef _KEYSTATE_H_
#define _KEYSTATE_H_

#include <SDL.h>
#include <vector>
#include <map>

#include <algorithm>
#include <boost/bind.hpp>

#include “KeyFlag.h”

namespace

{
typedef std:vector<Uint8> KeyTable;
typedef KeyTable:iterator KeyTableltr;

typedef std:map<Uint8 KeyFlag*> KeyFlagTable;
typedef KeyFlagTable:iterator KeyFlagTableltr;

class KeyState
{
KeyFlagTable keys;
public:
KeyState(KeyTable keyTable);
“KeyState();
void update();
bool down(Uint8 key);
bool released(Uint8 key);

#endif

|,_®|
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Main.cpp (1/1)

#include <SDL.h>
#include <SDL_ttf.h>
#include “Game.h”

#pragma comment(lib, “SDL.Iib")
#pragma comment(lib,
#pragma comment(lib,

#pragma comment(lib, “cri_audio_pc.lib”)
#pragma comment(lib, “cri_base_pc.lib”)
#pragma comment(lib, “dsound.lib”)
#pragma comment(lib, “winmm.lib™)

int main(int arge, char* argv[])

{

// MEE

if( SDL_Init( SDL_INIT_AUDIO|SDL_INIT_VIDEO ) == -1
[| TTF.InitO) == -1

)

{

forintf(stderr,” ¥ HA L (C L B ¥n");
exit(1);

// F%TaVDERTE
SDL_WM_SetCaption( “SoundShoot”, NULL );

// IDAN=VIVEHET
SDL_ShowCursor(SDL_DISABLE);

/7 914V RODFEIE
SDL_Surface *mainScreen = SDL_SetVideoMode(640, 480, 32, SDL_SWSURFACE);

1/ MI—=F
Game *game = new Game(mainScreen);
game—>run();

delete game;

// $&T IE

SDL _FreeSurface( mainScreen );
TTF_Quit();

SDL_Quit();

return 0;

|N,_|
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OnMapObject.cpp (1/2)
#include “OnMapObject.h”

const double OnMapObject:M_PI = 3.141592653589793238462643383279;

/%
* AVANSDH
*/
OnMapObject::OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath)
{
this—>soundPlayer = new SoundPlayer(soundContainer,soundListPath);
this—>initObjectStatus(x,y);
initializeStatus = objectStatus;

/%

* FNEAIET D

*/

void OnMapObject:initObjectStatus(float x, float y){
this—>objectStatus.x = x;
this—>objectStatus.y = y;
this—>objectStatus.state = ALIVE;
this—>objectStatus.width = 10;
this—>objectStatus.height = 10;

/%

* ATIIDMEOAEEETS

*/

Float32 OnMapObject::calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target)

{
// ZTIID MNEDAEETETD
float radian = atan2( subject—>y — target—>y, subject—>x — target—>x);

// MEEDNDESUENTE R

// CRIAudioCIZIEEH0ERZ DT, BECENESHENMILHAEERT
int angle = static_cast<int>( ( radian / M_PI * 180 ) + 90 );

angle = angle % 360;

return static_cast<{Float32>(-angle);

/%
* AE—N—DtY RLALESHE TS
*/

CriAuSendLevel OnMapObject::calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus

target)

{
// ATIIDMEDAEEHETD
Float32 angle = this—>calculatelnterObjectAngle(subject, target);

// BENEYRLAINEETE TS

Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

Float32 center;

CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);

/! B RULRIVEERTET S

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);

sendLevel.SetRight(right); -23 -

OnMapObject.cpp (2/2)

sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
sendLevel.SetCenter(center);

return sendLevel;

/%
* ATIID OB ERLT
*/
void OnMapObject::playSound(string soundName, const CriAuSendLevel &sendLevel)
{
soundPlayer—>setSendLevel(soundName, sendLevel);
soundPlayer—>play(soundName);

/*

* TANIDA

*/
OnMapObject::"OnMapObject()
{

delete soundPlayer;

|Nb|
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OnMapObject.h (1/2)

#ifndef _ONMAPOBJECT_H_
#define _ONMAPOBJECT_H_

#include <SDL.h>
#include <windows.h>
#include “SoundPlayer.h”
#include “cri_audio.h”

enum ObjectCondition

{

k

ALIVE,
DEAD

struct ObjectStatus

{

k

ObjectStatusOf};

ObjectStatus(float x, float v, int state, int width, int height):
x(x), y(y), state(state), width(width), height(height){};

float x;

float y;

int state;

int width;

int height;

class OnMapObject

{

protected:

static const double M_PI,

ObjectStatus objectStatus;
ObjectStatus initializeStatus;
ObjectStatus *playerStatus;

SoundPlayer*x soundPlayer;

// subjecth'p Rztarget DB (CIG UTREAE—H—ADEY RLAIVESTE TS
CriAuSendLevel calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus *target);

// subjectttargetEDHEEHETD
Float32 calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target);
void playSound(string soundName, const CriAuSendLevel &sendLevel);

// BERECIEUleR)1—LESE TS
virtual Float32 calculateVolume(const ObjectStatus *subject, const ObjectStatus *target) = 0;

//fNEA1ET S
void initObjectStatus(float x, float y);

public:

void setTarget(ObjectStatus *target){playerStatus = target;};
void reset(){ objectStatus = initializeStatus; };
ObjectStatus* getObjectStatus(){return &objectStatus:};

virtual void move(Uint8 *keys) = 0;

virtual void resolveCollision() = 0;

virtual void draw(SDL_Surface *targetScreen) = 0;

OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath, int *time);
virtual “OnMapObject();

|Nm|
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#endif

OnMapObject.h (2/2)
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SDLCommonFunctions.h (1/1)

#ifndef _SDLCOMMONFUNCTIONS H_
#define _SDLCOMMONFUNCTIONS H_
#include <SDL.h>

namespace

{

]

bool PollEvent()

{

SDL_Event ev;
while(SDL _PollEvent(&ev))
{
switch(ev.type)
{
case SDL_QUIT:// D4V FOD x RAVD RSN B lGE
return false;
break;

}

return true;

void ClearScreen(SDL_Surface *target)

{

// B=712 R THHE
SDL_Rect dest;

dest.x = 0;

desty = 0;

dest.w = 640;

dest.h = 480;

Uint32 color= 0x00000000;

SDL FillRect( target, &dest, color );

#endif

|NN|
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SoundContainer.cpp (1/2)

#include “SoundContainer.n”

SoundContainer:SoundContainer(string cuePath)

{

CriError error = CRIERR_.OK; // I5—#&RHEAMATI1H +

//EEHADOWERL

soundOut = CriSmpSoundOutput::Create();

heap = criHeap_Create(buf, sizeof(buf));

soundRenderer = CriSoundRendererBasic:Create(heap, error);
soundOut—>SetNotifyCallback( soundOutCallBack, static_cast<void *>(soundRenderer) );
soundOut—>Start();

// ®1—DFRHAH

Uint8 *csbdata;

unsigned long csbsize;

csbdata = this—>loadCue(cuePath, &csbsize);

cueSheet = CriAuCueSheet::Create(heap, error);
cueSheet—>LoadCueSheetBinaryFileFromMemory(” Tutorial”, csbdata, csbsize, error);
free(csbdata);

// BEATIIDDER
audioObject = CriAuObj::Create(heap, soundRenderer, “Tutorial”, error);
audioObject—>AttachCueSheet(cueSheet, error);

// I5—0E8
if( error '= CRIERR_OK )
exit(1);

/%

* RCOD o VTERERLE
*/

unsigned long SoundContainer:soundOutCallBack(void *obj, unsigned long nch, Float32 *sample[], unsigned lo
g nsmpl)

{

CriSoundRendererBasic* sndrndr=(CriSoundRendererBasic*)obj;
CriError err;

//  Getting PCM Data from CRI Sound Renderer
//  nsmpl has to be 128+N samples. (N=1,2,3...)

sndrndr—>GetData(nch, nsmpl, sample, err);

return nsmpl;

/*

* ¥1—J71)IE0- RT3
*/

Uint8* SoundContainer:loadCue(string path, unsigned long *idtsize)

{

FILE *fp;
signed long size;
Uint8 *idt;

fp = fopen(path.c_str(), “rb”);
fseek(fp, 0, SEEK_END);
size = ftell(fp);
idt = (Uint8*)calloc(size, 1);
fseek(fp, 0, SEEK_SET);
fread(idt, size, 1, fp);
fclose(fp);
—_ No _

/*

SoundContainer.cpp (2/2)

*idtsize = (unsigned long)size;
return idt;

FEO-RI30OFEERETL—V—ELERTS)
*/

CriAuPlayer* SoundContainer:loadSound(string soundName)

{

CriError error = CRIERR_OK;
CriAuPlayer* player = CriAuPlayer:Create(audioObject, error);
player—>SetCue(soundName.c_str(), error);

return player;

SoundContainer:~SoundContainer()

{

CriError error = CRIERR_OK;

audioObject—>Destroy(error);
cueSheet—>Destroy(error);
soundOut—>SetNotifyCallback(NULL, NULL);
soundRenderer—>Destroy(error);

//  Print Heap Status

//criHeap_DebugPrintBlockInformationAll(heap);
criHeap_Destroy(heap);

|nwO|
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SoundContainer.h (1/1)

#ifndef _SOUNDCONTAINER_H_
#define _SOUNDCONTAINER_H_

#include <string>

#include <iostream>

#include “cri_audio.h”

#include “cri_xpt.h”

#include “CriSmpSoundOutput.h”

using std:string;

class SoundContainer

{
CriHeap heap;
CriSoundRendererBasic* soundRenderer;
CriAuObj* audioObject;
Uint8 buf[10%1024*1024];
CriSmpSoundOutput *soundOut;
CriAuCueSheet* cueSheet;

Uint8%* loadCue(string path, unsigned long *idtsize);
void createCueSheet();
static unsigned long soundOutCallBack(void *obj, unsigned long nch, Float32 *sample[],

)

public:
“SoundContainer();
SoundContainer(string cuePath);
CriAuPlayer* loadSound(string soundName);

#endif

|nw,_|
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SoundPlayer.cpp (1/3)

#include “SoundPlayer.h”

SoundPlayer::SoundPlayer(SoundContainer *soundContainer, string soundListPath)

{
// BEERFTS
soundShelf = this—>loadSound(soundContainer,soundListPath);

SoundPlayer::”SoundPlayer()
{

soundShelf.clear();

SoundShelf SoundPlayer:loadSound(SoundContainer *soundContainer, string soundListPath)
{

/7 774 )VERK

std:ifstream list(soundListPath.c_str());

// BEICEDBE R OAREERERSICHRM AL
SoundShelf soundList;

string line;

while( getline(list,line) )

{
// BBUEXOZEBNERFET
string::size_type splitindex =

// BEBEBRINZEEH TR YLGNTRMTELAFYTTS
if( splitindex == string::npos )
continue;

string soundJobName = line.substr(0,splitindex);
string soundName = line.substr(splitindex+1);
soundList[soundJobName] = soundContainer—>loadSound(soundName);

}

list.close();

return soundList;

}
int SoundPlayer:getStatus(string soundJobName)
{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
return soundShelf{soundJobName]->GetStatus(error);
}
else
{
return —1;
}
1
void SoundPlayer:play(string soundJobName)
{
if( soundShelf find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->Play(error);
}
1

void SoundPlayer:loopPlay(string soundJobName)33 -

SoundPlayer.cpp (2/3)

if( soundShelf find(soundJobName) '= soundShelf.end() )

{

CriError error = CRIERR_OK;
int soundStatus = soundShelf[soundJobName]->GetStatus(error);
if( soundStatus == CriAuPlayer:STATUS_STOP || soundStatus == CriAuPlayer:STATUS_PLAYEND )
{
soundShelf[soundJobName]->Play(error);

void SoundPlayer:stop(string soundJobName)

{

if( soundShelf.find(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->Stop(error);

void SoundPlayer:stopAll()

{

CriError error = CRIERR_OK;
SoundShelflterator itr;
for( itr = soundShelf.begin(); itr = soundShelf.end(); itr++ )

{

(*itr).second—>Stop(error);

void SoundPlayer::stopAllExcept(string excludeSoundName)

{

CriError error = CRIERR_OK;
SoundShelflterator itr;

// BESNLEEUN ZLEHD
for( itr = soundShelf.begin(); itr '= soundShelf.end(); itr++ )

{

if( (kitr) first '= excludeSoundName )
{

(*itr).second—>Stop(error);

void SoundPlayer:setVolume(string soundJobName, float volume)

{

if( soundShelffind(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetVolume(volume, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setPitch(string soundJobName, float pitch)

{

if( soundShelf.find(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetPitch(pitcBderror);



SoundPlayer.cpp (3/3)
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setSendLevel(string soundJobName, const CriAuSendLevel &sendLevel)
{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetDrySendLevel(sendLevel, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setReverb(string soundJobName, float reverb)
{
if( soundShelf find(soundJobName) '= soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetWetSendLevel(CriAuSendLevel:WET_0, reverb, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setCutOffFrequency(string soundJobName, float lowerFrequency, float upperFrequency)

{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetFilterCutoffFrequency(lowerFrequency, upperFrequency, error);
soundShelf[soundJobName]->Update(error);

|nwm|
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SoundPlayer.h (1/1)

#ifndef _SOUNDPLAYER_H_
#define _SOUNDPLAYER_H_

#include “SoundContainer.n”
#include <string>

#include <fstream>

#include <map>

using std:string;

namespace

{
typedef std:map<string, CriAuPlayer*> SoundShelf;
typedef SoundShelf:iterator SoundShelflterator;

}

/%

* BETLAYv—

*/

class SoundPlayer

{
SoundShelf soundShelf, // BEEZEET %:ERES]
SoundShelf loadSound(SoundContainer *soundContainer, string soundListPath);

public:
SoundPlayer(SoundContainer *soundContainer, string soundListPath);
“SoundPlayer();
int getStatus(string soundName);
void play(string soundName);
void loopPlay(string soundJobName);
void stop(string soundName);
void stopAll();
void stopAllExcept(string excludeSoundName);
void setVolume(string soundName, float volume);
void setPitch(string soundName, float pitch);
void setSendLevel(string soundName, const CriAuSendLevel &sendLevel);
void setReverb(string soundName, float reverb);
void setCutOffFrequency(string soundName, float lowerFrequency, float upperFrequency);

k

#endif

|nwﬂ|
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StateMessages.h (1/1)

#ifndef _STATEMESSAGES_H_
#define _STATEMESSAGES H_

namespace
{
// KREERMTITER AV E—Y
enum StateMessage
{
QUIT_GAME, // eschi$BEN7z-40 FONBAUON RS
START_GAME, // 34 MV T — L&EBIIR L
GO_TITLE, // #&RKTRERAL

k
}

#endif

|nw®|
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TitleState.cpp (1/2)

/¥

* R MVERITT D5
*

* @date 2006/11/05
* @author hashiyaman
*/

#include “TitleState.h”

const Uint8 TitleState:PLAY_GAME = SDLK_RETURN;
const Uint8 TitleState:QUIT = SDLK_ESCAPE;

/%
* AVANDA
*/
TitleState: TitleState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
{
this—>soundPlayer = new SoundPlayer(soundContainer,” Title StateSound.txt”);
this—>mainScreen = mainScreen;

// KEDERELEVWF—EFIELTET
KeyTable useKeyTable;
useKeyTable.push_back(PLAY_GAME);
useKeyTable.push_back(QUIT);

keyState = new KeyState(useKeyTable);

/%

* TANIDA

*/

TitleState:" TitleState()
{

delete soundPlayer;
delete keyState;

/%

* B84 ML TOUNEZITS
*/

int TitleState:run()

{

return this—>runFrame();

// 17L— LN DB EIT
int TitleState:runFrame()

{
/! TRANDBETAV NERABERETD
SDL_Color textColor = {255,255,255};
TTF_Font *font = TTF_OpenFont( “Headache.ttf”, 28 );
SDL _Surface *stateText = TTF_RenderText_Blended( font, “IN TITLE”, textColor );

int gameState;
soundPlayer—>loopPlay(“ TITLE");

while(true)

{
SDL_PumpEvents(); // 41 XY MRREEEE
SDL Delay(50); // CPU{E FAZH100%(C13 2 DERGS
keyState—>update(); // ¥— A HZE=F

/! =L T ENEEE -41 -

TitleState.cpp (2/2)

if( 'PollEvent() || keyState—>down(QUIT) )
{

gameState = QUIT_GAME;

break;

CriError error = CRIERR_OK;

// BARVERE LRI THD, FBAEEEETS
if ( soundPlayer—>getStatus(“"TITLE”) == CriAuPlayer:STATUS_PLAYEND )
{

soundPlayer—>loopPlay("HOW_TO_START");

CriAuObj:ExecuteMain(error); // BEMIREEEIHTS

ClearScreen(mainScreen); // EIEm%7U7$%
this—>draw(10,10,stateText,mainScreen); // {#EI%1TD

SDL Flip(mainScreen); // ETEDIREEEEH TS

if( keyState—>released(PLAY_GAME) )

{
gameState = START_GAME; // 5'— L &RB1h93
soundPlayer—>stopAll();
break;

// BOELE

CriError error = CRIERR_OK;
soundPlayer—>stopAll();
CriAuObj::ExecuteMain(error);

// &0
TTF_CloseFont(font);
SDL _FreeSurface(stateText);

return gameState;

/%
* HETS
*/
void TitleState:draw(int x, int y, SDL_Surface *source, SDL_Surface *destination )
{
SDL_Rect position;
position.x = x;
position.y = vy;
SDL _BlitSurface(source, NULL, destination, &position);

|L.N|
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TitleState.h (1/1)

#ifndef _TITLESTATE_H_
#define _TITLESTATE_H_

#include <SDL.h>

#include <SDL_ttf.h>

#include <string>

#include <list>

#include “KeyState.h”

#include “StateMessages.h”
#include “SoundPlayer.h”

#include “SDLCommonFunctions.h”
using std::string;

/*
* F— LR EEETEI5A
*/

class TitleState

{
SDL_Surface *mainScreen;
SoundPlayer *soundPlayer;
KeyState *keyState;

static const Uint8 PLAY_GAME;
static const Uint8 QUIT;

int runFrame();  // 17L—LADMLIEEITS

void draw(int x, int y, SDL_Surface *source, SDL_Surface *destination );
public:

TitleState(SoundContainer *soundContainer, SDL_Surface *mainScreen);

“TitleState();
intrun(); // 5—LEETTS

#endif

|A“w|
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Game.cpp (1/1)

/%K
* = LARKRZETTEDIA
*

* @date 2006/11/05
* @author ikumin
*/

#include “Game.h”

/%

* AVANDA

*/

Game::Game(SDL_Surface *mainScreen)

{
this—>mainScreen = mainScreen;
soundContainer = new SoundContainer(”Commandlnput.csb”);
titleState = new TitleState(soundContainer,mainScreen);
gamePlayState = new GamePlayState(soundContainer,mainScreen);

/%

* F—L\EEITTD
*/

void Game::run()

{

while(true)

{

// BARIVERTTD

int titleMessage = titleState—>run();

switch( titleMessage )

{

case START_GAME:

{

int GameMessage = gamePlayState—>run();
if GameMessage == QUIT_GAME )
{

return;

}
break;

case QUIT_GAME:
return;

/%

* TAMSIDA

*/

Game::~Game()

{
delete soundContainer;
delete titleState;
delete gamePlayState;
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Game.h (1/1)

#ifndef _GAME_H_
#define _GAME_H_

#include <string>

#include “SoundContainer.h”
#include “TitleState.h”
#include “GamePlayState.h”

class Game

{
SoundContainer *soundContainer;
SDL_Surface *mainScreen;
TitleState *titleState;
GamePlayState *gamePlayState;

public:
Game(SDL _Surface *mainScreen);
“Game();

void run();

L

#endif
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GamePlayState.cpp (1/6)

/¥

* J—L\HERETEI5A
/

*
#include “GamePlayState.h”

const Uint8 GamePlayState:SHOOT = SDLK_RETURN;
const Uint8 GamePlayState::QUIT = SDLK_ESCAPE;
const Uint8 GamePlayState::SKIP = SDLK_SPACE;
const Uint8 GamePlayState:DOWN = SDLK x;

const Uint8 GamePlayState::UP = SDLK e;

const Uint8 GamePlayState:RIGHT = SDLK_d;

const Uint8 GamePlayState:LEFT = SDLK s;

const double GamePlayState::M_PI = 3.141592653589793238462643383279;
const float GamePlayState:PLAYER_X = 320;
const float GamePlayState:PLAYER_Y = 240;

/%
* AVANIDA
*/
GamePlayState:GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
{
this—>soundPlayer = new SoundPlayer(soundContainer,” GamePlayStateSound.txt”);
this—>soundContainer = soundContainer;
this—>mainScreen = mainScreen;

// IREDERELEVF—2FIZBULTET
KeyTable useKeyTable;
useKeyTable.push_back(QUIT);
useKeyTable.push_back(SHOOT);
useKeyTable.push_back(SKIP);

useKeyTable.push_back(DOWN);
useKeyTable.push_back(UP);
useKeyTable.push_back(RIGHT);
useKeyTable.push_back(LEFT);
keyState = new KeyState(useKeyTable);

/%
* TARSDA
*/
GamePlayState::"GamePlayState()
{

delete keyState;

delete soundPlayer;

/%
* J— L OEBEITS
*/

int GamePlayState::run()
{

return this—>runFrame();

/%
* —JL—LROMEZITS
*/
int GamePlayState:runFrame()
{
// 71V PeBERBDHREEITD -5-

GamePlayState.cpp (2/6)

SDL_Color textColor = {255,255,255};
TTF_Font *font = TTF_OpenFont( “Headache.ttf”, 28 );
SDL_Surface *text = TTF_RenderText Blended( font, “GAME PLAYING”, textColor );

int gameState;

bool isLeftPushed = false;

bool isUpPushed = false;

isRight = true;

isCollect = true;

soundState = false;
soundPlayer—>loopPlay("START_GAME”);

int score = —1;
float targetX = 0;
float targetY = 230;

while(true)

{
CriError error = CRIERR_OK;

/! ANEBRE
keyState—>update();
Uint8 *keys = SDL_GetKeyState(NULL);

/! =L T ENEIEE

if( IPollEvent() || keyState->down(QUIT) )

{
gameState = QUIT_GAME;
break;

}

if (keyState—>down(SHOOT) && 'getCommandSoundStatus()) {
soundState = true;

// SHAEAFYTTB
if( soundPlayer—>getStatus("START_GAME") == CriAuPlayer:STATUS_PLAYING
&& keyState—>down(SKIP) )

soundPlayer->stop("START_GAME”);

// F—LOFRBAERAIERIC, Y- LhOBENFEERKATS

if( (targetX < 640 && targetY < 480)
&& soundPlayer—>getStatus(”"START_GAME”) == CriAuPlayer:STATUS_PLAYEND
&& soundState)

anounceCommand();
}
if (isLeftPushed && isUpPushed)
{
string resultText = “Correct!!”;
SDL_Surface *text = TTF_RenderText_Blended( font, resultText.c_str(), textColor );
this—>draw(10, 30, text, mainScreen); // $ERDOHE

showResult(score);
if ( keyState—>down(SKIP) )
{
gameState = GO_TITLE;
break;

CriAuObj:ExecuteMain(error); // B ENIRAFEIHTS
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// BEREST, BREHETEZ(UH—LICOE1EIODH)
if( keyState—>down(LEFT)
&& soundPlayer—>getStatus("START_GAME”) == CriAuPlayer:STATUS_PLAYEND)

isLeftPushed = true;
//score = calculateScore(targetX, targetY);
}
if( keyState—>down(UP)
&& soundPlayer—>getStatus("START_GAME”) == CriAuPlayer:STATUS_PLAYEND)

isUpPushed = true;
//score = calculateScore(targetX, targetY);

ClearScreen(mainScreen); // EIE%DU7$ %

this—>draw(10,10,text,mainScreen); // X FNDHE

if( score >=0) // AAT7ERTT S

{
string scoreText = “"SCORE:” + boost:lexical_cast<string>(score);
SDL_Surface *text = TTF_RenderText_Blended( font, scoreText.c_str(), textColor );
this—>draw(10,30,text,mainScreen); // A7 DIEIE

SDL_Flip(mainScreen);

SDL Delay(50); // CPU{E FHZEN100%ICB 2 D&

// BOELE

CriError error = CRIERR_OK;
soundPlayer—>stopAll();
CriAuObj::ExecuteMain(error);

TTF_CloseFont(font);
SDL_FreeSurface(text);

return gameState;

/%

* MRETTIVATD

*/

void GamePlayState::anounceCommand() {
soundPlayer—>play(“push_left”);
soundPlayer—>play(“push_up”);
soundState = false;

bool GamePlayState:getCommandSoundStatus() {
if (soundPlayer—>getStatus(“push_down”) == CriAuPlayer:STATUS_PLAYING

|| soundPlayer->getStatus(“push_left”) == CriAuPlayer:STATUS_PLAYING

|| soundPlayer—>getStatus(“push_up”) == CriAuPlayer:STATUS_PLAYING

|| soundPlayer—>getStatus(”push_right”) == CriAuPlayer:STATUS_PLAYING) {
return true;

}else {
return false;

252
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/%
« EEHHT
*/
void GamePlayState:moveSound(float *targetX, float *targetY)
{

*targetX += 2;

*targetY += 0,

// BERECIEUTRY1—LEERET D
Float32 volume = this—>calculateVolume( *targetX, *targetY );
soundPlayer—>setVolume("MOVE1”, volume);

CriAuSendLevel sendLevel = this—>calculateSpeakerSendLevel( *targetX, *targetY );
playSound("MOVE1”, sendLevel);

/%

* R)1—LEEFETS

*/

Float32 GamePlayState::calculateVolume(float targetX, float targetY)
{

float distance = calculateDistance(targetX, targetY);

// BEREICIEUTRY)1—LERAETS
Float32 volume;

if( distance == 0)

{

}

else

{

volume = 1.0f;

//volume = 1.0f / sqrtf(distance) * 2.0f;
volume = sqrtf(distance) / —10.0f + 2.0f;

if( volume < 0.0f)
volume = 0.0f;

return volume;

/%

* [REERTHE T

*/

Float32 GamePlayState::calculateDistance(float targetX, float targetY)

{
// EEEEEETE TS
float xDistance = targetX — PLAYER_X;
float yDistance = targetY — PLAYERLY;
float distance = xDistance * xDistance + yDistance * yDistance;

return sqrtf(distance);

/%

* ATVIDMEOAEEHETS

*/

Float32 GamePlayState:calculatelnterObjectAngle(float targetX, float targetY)

{
// ATVIDMNEIOAERHETD
float radian = atan2( PLAYER_Y - targetY, PLAYER_X - targetX);

// IR DR RUEN L IR -8~
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// CRIAudioCIRIEEHNOELNDT, BIHES DB EMHEMILHAEERT
int angle = static_cast<int>( ( radian / M_PI * 180 ) + 90 );
angle = angle % 360;

return static_cast<Float32>(-angle);

/%

* AE—H—DEV RUAILEEHETS

*/

CriAuSendLevel GamePlayState::calculateSpeakerSendLevel(float targetX, float targetY)

{
// ZTVID MNEDAEETETD
Float32 angle = this—>calculatelnterObjectAngle(targetX, targetY);

// BENEYRLAIVEETE TS

Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

Float32 center;

CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);

// BYRLRIVERET D

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);
sendLevel.SetRight(right);
sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
sendLevel.SetCenter(center);

return sendLevel;

/%
* ATIID OB ERLT
*/
void GamePlayState::playSound(string soundName, const CriAuSendLevel &sendLevel)
{
soundPlayer—>setSendLevel(soundName, sendLevel);
soundPlayer—>loopPlay(soundName);

/%

* FREAHETD

*/

int GamePlayState::calculateScore(float targetX, float targetY)
{

float distance = calculateDistance(targetX, targetY);
int score = 100 — distance; // 1§52

if( score < 0)
{

score = 0;
return score;

/%

* BEEZITY

*/

void GamePlayState:draw(int x, int y, SDL_Surfaceéd*source, SDL_Surface *destination )

GamePlayState.cpp (6/6)

=X

position.y = vy;
SDL BlitSurface(source, NULL, destination, &position);

/%
* FEREMOED
*/
void GamePlayState::showResult(int score)
{
if (isRight) {
soundPlayer—>play(“right”);
isRight = false;
}
if (soundPlayer—>getStatus(“right”) == CriAuPlayer:STATUS_PLAYEND
&4& isCollect) {
soundPlayer—>play(” SEIKAI”);
isCollect = false;
}
if(soundPlayer—>getStatus(”SEIKAI”) == CriAuPlayer:STATUS_PLAYEND
&& (soundPlayer—>getStatus("END_GAME”) == CriAuPlayer:STATUS_PLAYEND
|| soundPlayer—>getStatus("END_GAME”) == CriAuPlayer:STATUS_STOP) )

{
soundPlayer—>play("END_GAME");
//readNumber(score);
1
}
/%
* BEEHRASLIFS(RERK)
*/

void GamePlayState:readNumber(int score)

{

string scoreString = boost:lexical_cast<string>(score);
static string currentDigit = scoreString.substr(0,1); // IRTEFEH LIF T\ T4

if( soundPlayer—>getStatus("SCORE”) == CriAuPlayer:STATUS_PLAYEND
|| soundPlayer->getStatus("SCORE”) == CriAuPlayer:STATUS_STOP )

for(int i = 0; i < scoreString.length(); i++ )
{
currentDigit = scoreString.substr(i,1);
soundPlayer—>play(currentDigit);

}
soundPlayer—>play("SCORE”);

|,_O|
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GamePlayState.h (1/2)

#ifndef _GAMEPLAYSTATE_H_
#define _GAMEPLAYSTATE_H_

#include “SoundPlayer.h”
#include “KeyState.h”
#include “StateMessages.h”

#include <SDL.h>

#include <SDL_ttf.h>

#include <string>

#include <list>

#include <boost/bind.hpp>
#include <boost/lexical_cast.hpp>
#include <algorithm>

#include <cstdlib>

#include “SDLCommonFunctions.h”
using std::string;

enum ObjectCondition
{

ALIVE,

DEAD
k

class GamePlayState

{
SoundPlayer *soundPlayer;
SoundContainer *soundContainer;
SDL_Surface *mainScreen;
bool soundState;
bool isRight;
bool isCollect;

KeyState *keyState;

static const Uint8 SHOOT;
static const Uint8 QUIT;
static const Uint8 SKIP;
static const Uint8 DOWN;
static const Uint8 UP;

static const Uint8 RIGHT;
static const Uint8 LEFT;
static const double M_PI;
static const float PLAYER_X;
static const float PLAYER.Y;

int runFrame();  // 17L—LADOLIEEITS

void draw(int x, int y, SDL_Surface *source, SDL_Surface *destination );
void moveSound(float *targetX, float *targetY);

void anounceCommand();

bool getCommandSoundStatus();

Float32 calculatelnterObjectAngle(float targetX, float targetY);

Float32 calculateDistance(float targetX, float targetY);

Float32 calculateVolume(float targetX, float targetY);

CriAuSendLevel calculateSpeakerSendLevel(float targetX, float targetY);
void playSound(string soundName, const CriAuSendLevel &sendLevel);
int calculateScore(float targetX, float targetY);

void showResult(int score);

void readNumber(int score);

public:
GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
“GamePlayState(); -11 -

64
65
66

int run();
k
#endif

GamePlayState.h (2/2)
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KeyFlag.cpp (1/1)
#include “KeyFlag.h”

/%%

* F—DIREBEEETEIIA
*

* @date 2006/11/05

* @author hashiyaman

*/
/%
* X—DREEEH TS
*/

void KeyFlag:update(Uint8 *keyState)
{
iftkeyStatelid]) // F—h RSN TED
{

}
else if( 'keyState[id] && down) // F—hBE SN BRI ->1h
{

down = true;

released = true;

down = false;
}
else if( keyState[id] && 'down ) // F—HRENTHM LS
{

released = false;

/%
* F—PEENTVBHERT
*/

bool KeyFlag:isDown()

{

return down;

/%

* F—HEESNTLINERT
*/

bool KeyFlag:isReleased()

{

return released;

|,_“w|
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KeyFlagh (1/1)

#ifndef _KEYFLAG_H_
#define _KEYFLAG_H_

#include <SDL.h>

class KeyFlag
{
Uint8 id;
bool down;
bool released;
public:
bool isDown();
bool isReleased();
void update(Uint8 *keyState);

KeyFlag(Uint8 keyld): id(keyld), down(false), released(false)f};

k

#endif

|,_m|
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KeyState.cpp (1/2)
#include “KeyState.h”

/%%

* ¥—ORIEEHRTEI52
*

* @date 2006/11/05

* @author hashiyaman

*/

/%
* AVANDA
*/
KeyState:KeyState(KeyTable keyTable)
{
KeyTableltr itr;

for(itr = keyTable.begin(); itr '= keyTable.end(); itr++)
{

keys[*itr] = new KeyFlag(¥itr);

/%

* X—DIREEEHTD

*/

void KeyState::update()

{
Uint8%* keyState = SDL_GetKeyState(NULL);
KeyFlagTableltr itr;
for( itr = keys.begin(); itr '= keys.end(); itr++ )
{

(*itr).second—>update(keyState);

/%

* TANIDA

*/

KeyState:: KeyState()

{
KeyFlagTableltr itr;
for( itr = keys.begin(); itr != keys.end(); itr++ )
{

delete (kitr).second;

keys.clear();

/%
* F—PEENTVBHERT
*/

bool KeyState::down(Uint8 key)
{

return keys[keyl->isDown();

/%

* WS TLINERT

*/

bool KeyState:released(Uint8 key)

{ -17-

64

return keys[key]->isReleased();

KeyState.cpp (2/2)
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KeyState.h (1/1)

#ifndef _KEYSTATE_H_
#define _KEYSTATE_H_

#include <SDL.h>
#include <vector>
#include <map>

#include <algorithm>
#include <boost/bind.hpp>

#include “KeyFlag.h”

namespace

{
typedef std:vector<Uint8> KeyTable;
typedef KeyTable:iterator KeyTableltr;

typedef std:map<Uint8 KeyFlag*> KeyFlagTable;
typedef KeyFlagTable:iterator KeyFlagTableltr;

class KeyState
{
KeyFlagTable keys;
public:
KeyState(KeyTable keyTable);
“KeyState();
void update();
bool down(Uint8 key);
bool released(Uint8 key);

#endif

|,_®|
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Main.cpp (1/1)

#include <SDL.h>
#include <SDL_ttf.h>
#include “Game.h”

#pragma comment(lib, “SDL.Iib")
#pragma comment(lib,
#pragma comment(lib,

#pragma comment(lib, “cri_audio_pc.lib”)
#pragma comment(lib, “cri_base_pc.lib”)
#pragma comment(lib, “dsound.lib”)
#pragma comment(lib, “winmm.lib™)

int main(int arge, char* argv[])

{

// MEE

if( SDL_Init( SDL_INIT_AUDIO|SDL_INIT_VIDEO ) == -1
[| TTF.InitO) == -1

)

{

forintf(stderr,” ¥ HA L (C L B ¥n");
exit(1);

// F%TaVDERTE
SDL_WM_SetCaption( “Commandinput”, NULL );

// IDAN=VIVEHET
SDL_ShowCursor(SDL_DISABLE);

/7 914V RODFEIE
SDL_Surface *mainScreen = SDL_SetVideoMode(640, 480, 32, SDL_SWSURFACE);

1/ MI—=F
Game *game = new Game(mainScreen);
game—>run();

delete game;

// $&T IE

SDL _FreeSurface( mainScreen );
TTF_Quit();

SDL_Quit();

return 0;

|N,_|

|NN|



O©CoONOOAWN—=

OnMapObject.cpp (1/2)
#include “OnMapObject.h”

const double OnMapObject:M_PI = 3.141592653589793238462643383279;

/%
* AVANSDH
*/
OnMapObject::OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath)
{
this—>soundPlayer = new SoundPlayer(soundContainer,soundListPath);
this—>initObjectStatus(x,y);
initializeStatus = objectStatus;

/%

* FNEAIET D

*/

void OnMapObject:initObjectStatus(float x, float y){
this—>objectStatus.x = x;
this—>objectStatus.y = y;
this—>objectStatus.state = ALIVE;
this—>objectStatus.width = 10;
this—>objectStatus.height = 10;

/%

* ATIIDMEOAEEETS

*/

Float32 OnMapObject::calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target)

{
// ZTIID MNEDAEETETD
float radian = atan2( subject—>y — target—>y, subject—>x — target—>x);

// MEEDNDESUENTE R

// CRIAudioCIZIEEH0ERZ DT, BECENESHENMILHAEERT
int angle = static_cast<int>( ( radian / M_PI * 180 ) + 90 );

angle = angle % 360;

return static_cast<{Float32>(-angle);

/%
* AE—N—DtY RLALESHE TS
*/

CriAuSendLevel OnMapObject::calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus

target)

{
// ATIIDMEDAEEHETD
Float32 angle = this—>calculatelnterObjectAngle(subject, target);

// BENEYRLAINEETE TS

Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

Float32 center;

CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);

/! B RULRIVEERTET S

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);

sendLevel.SetRight(right); -23 -

OnMapObject.cpp (2/2)

sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
sendLevel.SetCenter(center);

return sendLevel;

/%
* ATIID OB ERLT
*/
void OnMapObject::playSound(string soundName, const CriAuSendLevel &sendLevel)
{
soundPlayer—>setSendLevel(soundName, sendLevel);
soundPlayer—>play(soundName);

/*

* TANIDA

*/
OnMapObject::"OnMapObject()
{

delete soundPlayer;

|Nb|
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OnMapObject.h (1/2)

#ifndef _ONMAPOBJECT_H_
#define _ONMAPOBJECT_H_

#include <SDL.h>
#include <windows.h>
#include “SoundPlayer.h”
#include “cri_audio.h”

enum ObjectCondition

{

k

ALIVE,
DEAD

struct ObjectStatus

{

k

ObjectStatusOf};

ObjectStatus(float x, float v, int state, int width, int height):
x(x), y(y), state(state), width(width), height(height){};

float x;

float y;

int state;

int width;

int height;

class OnMapObject

{

protected:

static const double M_PI,

ObjectStatus objectStatus;
ObjectStatus initializeStatus;
ObjectStatus *playerStatus;

SoundPlayer*x soundPlayer;

// subjecth'p Rztarget DB (CIG UTREAE—H—ADEY RLAIVESTE TS
CriAuSendLevel calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus *target);

// subjectttargetEDHEEHETD
Float32 calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target);
void playSound(string soundName, const CriAuSendLevel &sendLevel);

// BERECIEUleR)1—LESE TS
virtual Float32 calculateVolume(const ObjectStatus *subject, const ObjectStatus *target) = 0;

//fNEA1ET S
void initObjectStatus(float x, float y);

public:

void setTarget(ObjectStatus *target){playerStatus = target;};
void reset(){ objectStatus = initializeStatus; };
ObjectStatus* getObjectStatus(){return &objectStatus:};

virtual void move(Uint8 *keys) = 0;

virtual void resolveCollision() = 0;

virtual void draw(SDL_Surface *targetScreen) = 0;

OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath, int *time);
virtual “OnMapObject();

|Nm|
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#endif

OnMapObject.h (2/2)
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SDLCommonFunctions.h (1/1)

#ifndef _SDLCOMMONFUNCTIONS H_
#define _SDLCOMMONFUNCTIONS H_
#include <SDL.h>

namespace

{

]

bool PollEvent()

{

SDL_Event ev;
while(SDL _PollEvent(&ev))
{
switch(ev.type)
{
case SDL_QUIT:// D4V FOD x RAVD RSN B lGE
return false;
break;

}

return true;

void ClearScreen(SDL_Surface *target)

{

// B=712 R THHE
SDL_Rect dest;

dest.x = 0;

desty = 0;

dest.w = 640;

dest.h = 480;

Uint32 color= 0x00000000;

SDL FillRect( target, &dest, color );

#endif

|NN|
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SoundContainer.cpp (1/2)

#include “SoundContainer.n”

SoundContainer:SoundContainer(string cuePath)

{

CriError error = CRIERR_.OK; // I5—#&RHEAMATI1H +

//EEHADOWERL

soundOut = CriSmpSoundOutput::Create();

heap = criHeap_Create(buf, sizeof(buf));

soundRenderer = CriSoundRendererBasic:Create(heap, error);
soundOut—>SetNotifyCallback( soundOutCallBack, static_cast<void *>(soundRenderer) );
soundOut—>Start();

// ®1—DFRHAH

Uint8 *csbdata;

unsigned long csbsize;

csbdata = this—>loadCue(cuePath, &csbsize);

cueSheet = CriAuCueSheet::Create(heap, error);
cueSheet—>LoadCueSheetBinaryFileFromMemory(” Tutorial”, csbdata, csbsize, error);
free(csbdata);

// BEATIIDDER
audioObject = CriAuObj::Create(heap, soundRenderer, “Tutorial”, error);
audioObject—>AttachCueSheet(cueSheet, error);

// I5—0E8
if( error '= CRIERR_OK )
exit(1);

/%

* RCOD o VTERERLE
*/

unsigned long SoundContainer:soundOutCallBack(void *obj, unsigned long nch, Float32 *sample[], unsigned lo
g nsmpl)

{

CriSoundRendererBasic* sndrndr=(CriSoundRendererBasic*)obj;
CriError err;

//  Getting PCM Data from CRI Sound Renderer
//  nsmpl has to be 128+N samples. (N=1,2,3...)

sndrndr—>GetData(nch, nsmpl, sample, err);

return nsmpl;

/*

* ¥1—J71)IE0- RT3
*/

Uint8* SoundContainer:loadCue(string path, unsigned long *idtsize)

{

FILE *fp;
signed long size;
Uint8 *idt;

fp = fopen(path.c_str(), “rb”);
fseek(fp, 0, SEEK_END);
size = ftell(fp);
idt = (Uint8*)calloc(size, 1);
fseek(fp, 0, SEEK_SET);
fread(idt, size, 1, fp);
fclose(fp);
—_ No _

/*

SoundContainer.cpp (2/2)

*idtsize = (unsigned long)size;
return idt;

FEO-RI30OFEERETL—V—ELERTS)
*/

CriAuPlayer* SoundContainer:loadSound(string soundName)

{

CriError error = CRIERR_OK;
CriAuPlayer* player = CriAuPlayer:Create(audioObject, error);
player—>SetCue(soundName.c_str(), error);

return player;

SoundContainer:~SoundContainer()

{

CriError error = CRIERR_OK;

audioObject—>Destroy(error);
cueSheet—>Destroy(error);
soundOut—>SetNotifyCallback(NULL, NULL);
soundRenderer—>Destroy(error);

//  Print Heap Status

//criHeap_DebugPrintBlockInformationAll(heap);
criHeap_Destroy(heap);

|nwO|
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SoundContainer.h (1/1)

#ifndef _SOUNDCONTAINER_H_
#define _SOUNDCONTAINER_H_

#include <string>

#include <iostream>

#include “cri_audio.h”

#include “cri_xpt.h”

#include “CriSmpSoundOutput.h”

using std:string;

class SoundContainer

{
CriHeap heap;
CriSoundRendererBasic* soundRenderer;
CriAuObj* audioObject;
Uint8 buf[10%1024*1024];
CriSmpSoundOutput *soundOut;
CriAuCueSheet* cueSheet;

Uint8%* loadCue(string path, unsigned long *idtsize);
void createCueSheet();
static unsigned long soundOutCallBack(void *obj, unsigned long nch, Float32 *sample[],

)

public:
“SoundContainer();
SoundContainer(string cuePath);
CriAuPlayer* loadSound(string soundName);

#endif

|nw,_|
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SoundPlayer.cpp (1/3)

#include “SoundPlayer.h”

SoundPlayer::SoundPlayer(SoundContainer *soundContainer, string soundListPath)

{
// BEERFTS
soundShelf = this—>loadSound(soundContainer,soundListPath);

SoundPlayer::”SoundPlayer()
{

soundShelf.clear();

SoundShelf SoundPlayer:loadSound(SoundContainer *soundContainer, string soundListPath)
{

/7 774 )VERK

std:ifstream list(soundListPath.c_str());

// BEICEDBE R OAREERERSICHRM AL
SoundShelf soundList;

string line;

while( getline(list,line) )

{
// BBUEXOZEBNERFET
string::size_type splitindex =

// BEBEBRINZEEH TR YLGNTRMTELAFYTTS
if( splitindex == string::npos )
continue;

string soundJobName = line.substr(0,splitindex);
string soundName = line.substr(splitindex+1);
soundList[soundJobName] = soundContainer—>loadSound(soundName);

}

list.close();

return soundList;

}
int SoundPlayer:getStatus(string soundJobName)
{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
return soundShelf{soundJobName]->GetStatus(error);
}
else
{
return —1;
}
1
void SoundPlayer:play(string soundJobName)
{
if( soundShelf find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->Play(error);
}
1

void SoundPlayer:loopPlay(string soundJobName)33 -

SoundPlayer.cpp (2/3)

if( soundShelf find(soundJobName) '= soundShelf.end() )

{

CriError error = CRIERR_OK;
int soundStatus = soundShelf[soundJobName]->GetStatus(error);
if( soundStatus == CriAuPlayer:STATUS_STOP || soundStatus == CriAuPlayer:STATUS_PLAYEND )
{
soundShelf[soundJobName]->Play(error);

void SoundPlayer:stop(string soundJobName)

{

if( soundShelf.find(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->Stop(error);

void SoundPlayer:stopAll()

{

CriError error = CRIERR_OK;
SoundShelflterator itr;
for( itr = soundShelf.begin(); itr = soundShelf.end(); itr++ )

{

(*itr).second—>Stop(error);

void SoundPlayer::stopAllExcept(string excludeSoundName)

{

CriError error = CRIERR_OK;
SoundShelflterator itr;

// BESNLEEUN ZLEHD
for( itr = soundShelf.begin(); itr '= soundShelf.end(); itr++ )

{

if( (kitr) first '= excludeSoundName )
{

(*itr).second—>Stop(error);

void SoundPlayer:setVolume(string soundJobName, float volume)

{

if( soundShelffind(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetVolume(volume, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setPitch(string soundJobName, float pitch)

{

if( soundShelf.find(soundJobName) != soundShelf.end() )

{

CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetPitch(pitcBderror);
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soundShelf[soundJobName]->Update(error);

void SoundPlayer:setSendLevel(string soundJobName, const CriAuSendLevel &sendLevel)
{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetDrySendLevel(sendLevel, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setReverb(string soundJobName, float reverb)
{
if( soundShelf find(soundJobName) '= soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetWetSendLevel(CriAuSendLevel:WET_0, reverb, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setCutOffFrequency(string soundJobName, float lowerFrequency, float upperFrequency)

{
if( soundShelf.find(soundJobName) != soundShelf.end() )
{
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetFilterCutoffFrequency(lowerFrequency, upperFrequency, error);
soundShelf[soundJobName]->Update(error);

|nwm|

|nwm|
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SoundPlayer.h (1/1)

#ifndef _SOUNDPLAYER_H_
#define _SOUNDPLAYER_H_

#include “SoundContainer.n”
#include <string>

#include <fstream>

#include <map>

using std:string;

namespace

{
typedef std:map<string, CriAuPlayer*> SoundShelf;
typedef SoundShelf:iterator SoundShelflterator;

}

/%

* BETLAYv—

*/

class SoundPlayer

{
SoundShelf soundShelf, // BEEZEET %:ERES]
SoundShelf loadSound(SoundContainer *soundContainer, string soundListPath);

public:
SoundPlayer(SoundContainer *soundContainer, string soundListPath);
“SoundPlayer();
int getStatus(string soundName);
void play(string soundName);
void loopPlay(string soundJobName);
void stop(string soundName);
void stopAll();
void stopAllExcept(string excludeSoundName);
void setVolume(string soundName, float volume);
void setPitch(string soundName, float pitch);
void setSendLevel(string soundName, const CriAuSendLevel &sendLevel);
void setReverb(string soundName, float reverb);
void setCutOffFrequency(string soundName, float lowerFrequency, float upperFrequency);

k

#endif

|nwﬂ|

|nwm|
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StateMessages.h (1/1)

#ifndef _STATEMESSAGES_H_
#define _STATEMESSAGES H_

namespace
{
// KREERMTITER AV E—Y
enum StateMessage
{
QUIT_GAME, // eschi$BEN7z-40 FONBAUON RS
START_GAME, // 34 MV T — L&EBIIR L
GO_TITLE, // #&RKTRERAL

k
}

#endif

|nw®|
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TitleState.cpp (1/2)

/¥

* R MVERITT D5
*

* @date 2006/11/05
* @author hashiyaman
*/

#include “TitleState.h”

const Uint8 TitleState:PLAY_GAME = SDLK_RETURN;
const Uint8 TitleState:QUIT = SDLK_ESCAPE;

/%
* AVANDA
*/
TitleState: TitleState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
{
this—>soundPlayer = new SoundPlayer(soundContainer,” Title StateSound.txt”);
this—>mainScreen = mainScreen;

// KEDERELEVWF—EFIELTET
KeyTable useKeyTable;
useKeyTable.push_back(PLAY_GAME);
useKeyTable.push_back(QUIT);

keyState = new KeyState(useKeyTable);

/%

* TANIDA

*/

TitleState:" TitleState()
{

delete soundPlayer;
delete keyState;

/%

* B84 ML TOUNEZITS
*/

int TitleState:run()

{

return this—>runFrame();

// 17L— LN DB EIT
int TitleState:runFrame()

{
/! TRANDBETAV NERABERETD
SDL_Color textColor = {255,255,255};
TTF_Font *font = TTF_OpenFont( “Headache.ttf”, 28 );
SDL _Surface *stateText = TTF_RenderText_Blended( font, “IN TITLE”, textColor );

int gameState;
soundPlayer—>loopPlay(“ TITLE");

while(true)

{
SDL_PumpEvents(); // 41 XY MRREEEE
SDL Delay(50); // CPU{E FAZH100%(C13 2 DERGS
keyState—>update(); // ¥— A HZE=F

/! =L T ENEEE -41 -

TitleState.cpp (2/2)

if( 'PollEvent() || keyState—>down(QUIT) )
{

gameState = QUIT_GAME;

break;

CriError error = CRIERR_OK;

// BARVERE LRI THD, FBAEEEETS
if ( soundPlayer—>getStatus(“"TITLE”) == CriAuPlayer:STATUS_PLAYEND )
{

soundPlayer—>loopPlay("HOW_TO_START");

CriAuObj:ExecuteMain(error); // BEMIREEEIHTS

ClearScreen(mainScreen); // EIEm%7U7$%
this—>draw(10,10,stateText,mainScreen); // {#EI%1TD

SDL Flip(mainScreen); // ETEDIREEEEH TS

if( keyState—>released(PLAY_GAME) )

{
gameState = START_GAME; // 5'— L &RB1h93
soundPlayer—>stopAll();
break;

// BOELE

CriError error = CRIERR_OK;
soundPlayer—>stopAll();
CriAuObj::ExecuteMain(error);

// &0
TTF_CloseFont(font);
SDL _FreeSurface(stateText);

return gameState;

/%
* HETS
*/
void TitleState:draw(int x, int y, SDL_Surface *source, SDL_Surface *destination )
{
SDL_Rect position;
position.x = x;
position.y = vy;
SDL _BlitSurface(source, NULL, destination, &position);

|L.N|
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TitleState.h (1/1)

#ifndef _TITLESTATE_H_
#define _TITLESTATE_H_

#include <SDL.h>

#include <SDL_ttf.h>

#include <string>

#include <list>

#include “KeyState.h”

#include “StateMessages.h”
#include “SoundPlayer.h”

#include “SDLCommonFunctions.h”
using std::string;

/*
* F— LR EEETEI5A
*/

class TitleState

{
SDL_Surface *mainScreen;
SoundPlayer *soundPlayer;
KeyState *keyState;

static const Uint8 PLAY_GAME;
static const Uint8 QUIT;

int runFrame();  // 17L—LADMLIEEITS

void draw(int x, int y, SDL_Surface *source, SDL_Surface *destination );
public:
TitleState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
“TitleState();
int runQ);  // H—LEETTS
k

#endif

|A“w|
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AfternoonSoundFactory.cpp (1/1)

#include “AfternoonSoundFactory.h”

AfternoonSoundFactory::AfternoonSoundFactory(void) {

}

AfternoonSoundFactory:~AfternoonSoundFactory(void) {

}

/%%

* EREEERNTS.

*/

list{SoundMaterial> AfternoonSoundFactory:createSoundMaterials() {
list{SoundMaterial> soundMaterials;
soundMaterials.push_back(x(new SoundMaterial(“forest1”)));
return soundMaterials;

/¥

* BYMEERT S
/

*
list{Creature> AfternoonSoundFactory:createCreature() {
list{Creature> creatures;
for (inti=0;i<2; i++){
creatures.push_back(*¥(new Creature(”chimpanzee”, getRandomCoordinates(), getRandomCoordinates() )

creatures.push_back(¥(new Creature(“ibis”, getRandomCoordinates(), getRandomCoordinates() )));
}

return creatures;

/%K
* BREERTD
*/
list<Insect> AfternoonSoundFactory:createlnsects() {
list<Insect> insects;
for (inti=0;i<5;i++) {
insects.push_back(*(new Insect(”grasshopper”, getRandomCoordinates(), getRandomCoordinates(), 30)));

for (inti=0;i< 3 i++) {
insects.push_back(*(new Insect("frog”, getRandomCoordinates(), getRandomCoordinates(), 100)));
}

return insects;
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AfternoonSoundFactory.h (1/1)

#pragma once
#include “GamePlayStateSoundFactory.h”

/%%

* RENHROROEE/EMTEI5ATY.
*

* @author ikumin
* @date 2006/12/15
*/
class AfternoonSoundFactory : public GamePlayStateSoundFactory {
public:
AfternoonSoundFactory(void);
“AfternoonSoundFactory(void);

list{SoundMaterial> createSoundMaterials();
list{Creature> createCreature();
list<Insect> createlnsects();
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AfternoonState.cpp (1/2)

#include “AfternoonState.h”
#include “NightState.h”

/*%
* AVANIDA
*/
AfternoonState::AfternoonState(SoundContainer *soundContainer, SDL_Surface *mainScreen) : GamePlaySta
e(soundContainer, mainScreen) {
// BOBEERTS
factory = new AfternoonSoundFactory();
movableSounds = ((GamePlayStateSoundFactory *) factory)->createMovableSounds();
soundMaterials =((AfternoonSoundFactory *) factory)->createSoundMaterials();
Creatures = ((AfternoonSoundFactory *) factory)—>createCreature();
insects = ((AfternoonSoundFactory *) factory)->createlnsects();
rivers = ((GamePlayStateSoundFactory *) factory)->createRiver(soundContainer, GAME_SOUND_PATH);

gameState = START_GAME;

[/ Tb—Y—EmEIS

player = new Player();

/¥%

* TANIDA

*/

AfternoonState::~ AfternoonState(void) {

]

/%k

* BROWBEITI(F—N—F1F)

*/

void AfternoonState:run() {
player—>speak(”start_collect_insects”);
GamePlayState:run();

/%K
* BEHET S
*/
void AfternoonState:draw() {
if (debugMode == ON) {
GamePlayState::draw();

string stateText = “AFTERNOON";

text = TTF_RenderText_Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // BT DI E

SDL _FreeSurface(text);

/%%

* B RS E3.

* —ERENRET L, 'ElD.

*/

void AfternoonState:passTime() {
GamePlayState::passTime();

if (passingTime == limitTime — FADE_TIME) {
soundPlayer—>play(“bell”);

// BICTD

if (passingTime >= limitTime) { -5-

AfternoonState.cpp (2/2)

finalize();
changeState(new NightState(soundContainer, mainScreen));
gameState = GO_NIGHT;

}
}
/K
* BETFANETI—R7IMEED
*/
void AfternoonState:fadeOut() {
for (list<SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i->setFadeOut(true);
}
for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);
}
for (list<Insect>:iterator i = insects.begin(); i '= insects.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);
}
}
/K
* BETEAMETII—-RMVEHED
*/
void AfternoonState:fadeln() {
}
/A
* BETXFAMDII— RS UEIEDHD
*/
void AfternoonState::stopFadeln() {
}

void AfternoonState:finalize() {
// BRBELEDHD
for (list<SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i=>stopSound();

// EHDOEEIEHD

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->stopSound();

// BROFEILENHD

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i—>stopSound();
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AfternoonState.h (1/1)

#pragma once
#include “AfternoonSoundFactory.h”

/%%
* BERTDIA
*
* @author hashiyaman
* @date 2007/1/16
*/
class AfternoonState : public GamePlayState {
protected:
/! A=N—=514F
void draw();
void passTime();
void fadeOut();
void fadeln();
void stopFadeln();
void finalize();

public:
AfternoonState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
“AfternoonState();

// A=N—=31F
void run();

L
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Cage.cpp (1/1)
#include “Cage.h”

/¥

* JVARSDA

*/
Cage:Cage(void) {
1

/¥

* TANSDE

*/

Cage:: Cage(void) {
1

/%k

* FERALRERNICAND

*/

void Cage:putlnsect(Insect* insect) {
catchedInsects.push_back(*insect);

/%K

* RHAZDHHIES

*/

void Cage:playCatchedInsects() {

for (list<Insect>:iterator i = catchedlnsects.begin(); i '= catchedlnsects.end(); i++) {

//soundPlayer—>setVolume(*i, 0.2);
//soundPlayer—>loopPlay(*i);
i->getSoundPlayer()—>setVolume(i—>getName(), 0.2);
i—>getSoundPlayer()—>loopPlay(i—>getName());

/%K
* RACOREHRLED
*/
void Cage::stopCatchedinsects() {
for (list<Insect>:iterator i = catchedlnsects.begin(); i '= catchedlnsects.end(); i++) {
i—>getSoundPlayer()—>stop(i—>getName());

list<Insect> Cage:getCatchedInsects() {
return catchedInsects;

|,_O|
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Cage.h (1/1)

#pragma once

#include <list>
#include <string>

#include “Insect.h”

using std:string;
using std:list;

/%%

* BINZDDFA

*

* @author ikumin

* @version 2006/01/10
*/

class Cage {

private:
list<Insect> catchedlnsects;

public:
Cage(void);
“Cage(void);
void putlnsect(Insect* insect);
void playCatchedInsects();
void stopCatchedInsects();

list<Insect> getCatchedlnsects();

|,_,_|
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O©CoONOOTO A WN—=

Constants.h (1/1)

#pragma once
#include <string>
using std::string;

/%%

* EREFEHTERLTHEET.

* TODO MERLDIEINEIP1IETEIAL

*

* @author hashiyaman

* @date 2007/1/15

*/

namespace {
// Bl &
static const int WINDOW_WIDTH = 1024; // 5'— L4 FODIE
static const int WINDOW_HEIGHT = 768; // 5'— L4V FoDEE
static const int AREA_SIZE_MAX = 3000; // IV 7DILE LR
static const int AREA_SIZE_MIN = 800; // Yvy DS TR

// 5= L&

static const int LIMIT_TIME_MAX = 10000; // %l BR B5F5 £ R

static const int LIMIT_TIME_MIN = 100; // #lBR RS TR

static const int FADE_TIME = 85; // 71— R4+ 71— k7 bDIRE 2 HRE

// Fo—v—E&E

static const float PLAYER_X = WINDOW_WIDTH / 2; // FL—Y"—DXEEE
static const float PLAYER_Y = WINDOW_HEIGHT / 2; // 7L—Y—DYEE4Z
static const int PLAYER_SPEED = 4; // FL—Y—Di % E

// IN\ABE

static const string TEXTS_PATH = “texts/”;

static const string TITLE_SOUND_PATH = TEXTS_PATH + “TitleStateSound.txt”;

static const string HOW_TO_PLAY_SOUND_PATH = TEXTS_PATH + “HowToPlayStateSound.txt”;
static const string GAME_SOUND_PATH = TEXTS_PATH + “GamePlayStateSound.txt”;

static const string RESULT_SOUND_PATH = TEXTS_PATH + “ResultStateSound.txt”;

|,_“w|
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Creature.cpp (1/2)

#include “Creature.h”

/%k
* JVARSDA
*/
Creature::Creature(string soundName, double x, double y) : MovableSound(soundName, x, y) {
speed = 3;
state = WALKING;
changeMovement();
//srand((unsigned int) time(NULL));

/%%

* TANIDA

*/

Creature: Creature(void) {

}

/K

* BIEFHEEZD

*/

void Creature::changeMovement() {
count = rand() % 30;

// -1~1ETOET, BEIAMERT
abscissa = (rand() % 2) - 1;
ordinate = (rand() % 2) - 1;

/%k
* BC
*/
void Creature:move() {
if (count > 0) {
if (state == WALKING) {
moveRandom();
}

count——;

}else {
changeState();
changeMovement();

}

updatelLocation();

/%%

* SV LICEIK (85 M)

*/

void Creature:moveRandom() {
x += speed * abscissa;
y += speed * ordinate;

/%k
* JKREELERD
*/
void Creature::changeState() {
if (state == WALKING) {
state = STAYING;
}else {
state = WALKING;

Creature.cpp (2/2)

|,_®|
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Creature.h (1/1)

#pragma once
#include “MovableSound.h”

#include <time.h>

// EYDIKEE

enum CreatureState {
WALKING, STAYING

k

/%%

* EMERTIIATY.

* EMEFHLICEPTIHEEE, CODIAEMALTIZEL.
*

* @author hashiyaman

* @date 2007/1/22

*/

class Creature : public MovableSound {

private:
int state;
int count; // IKEEEHEIFLTLVBEFM
int abscissa; // R TLVB AR (1)
int ordinate; // #EA T3 A M (i)

protected:
int speed; // BIKBRE

public:
Creature(string soundName, double x, double y);
Creature(void);

void move();

void changeMovement();
void moveRandom();
void changeState();

|,_N|
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Game.cpp (1/1)

#include “Game.h”
#include “TitleState.h”

Game* Game:game = NULL;

/%
* JVARSDA
*/
Game:Game() {
/7 94V RODFERE
SDL_Surface *mainScreen = SDL_SetVideoMode(WINDOW WIDTH, WINDOW_HEIGHT, 32, SDL_SWSURFAC
%
this—>mainScreen = mainScreen;
soundContainer = new SoundContainer(”ForestWalking.csb”);
state = new TitleState(soundContainer, mainScreen);
}
/%
* =L &ETTD
*/

void Game:run() {
while(true) |
state—>run();

/%

* TANIDA

*/

Game:: Game() {
delete soundContainer;
delete mainScreen;
delete state;

delete game;

Game* Game:getlnstance() {
if (game == NULL) {
game = new Game();
}
return game;

void Game::changeState(State *state) {
this—>state = state;

SoundContainerk Game:getSoundContainer() {
return soundContainer;

SDL_Surface* Game:getMainScreen() {
return mainScreen;

|,_®|
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Game.h (1/1)

#pragma once

#include <string>
#include “State.h”

class State;

/%%
* = ARIREETTEDIA
*
* @author ikumin
* @date 2006/11/05
*/
class Game {
public:
“Game();

static Gamex* getlnstance();

void changeState(State *state);

void run();

SoundContainer* getSoundContainer();
SDL_Surface* getMainScreen();

private:

Game();

SoundContainer *soundContainer;
SDL _Surface *mainScreen;

State *state;

static Game *game;

|N,_|
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GamePlayState.cpp (1/7)

#include “GamePlayState.h”
#include <iostream>

list{MovableSound> GamePlayState:movableSounds;
list{River> GamePlayState:rivers;

Playerx GamePlayState:player;

/Fk

GamePlayState:GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen) : State() {

* JVAMDA
*/

this—>soundPlayer = new SoundPlayer(soundContainer, GAME_SOUND_PATH);
this—>soundContainer = soundContainer;
this—>mainScreen = mainScreen;

// EEIPAIWHDEEIRFTS
limitTime = Util:getLimitTime();

// TRANERHAIET D

textColor.r = 255;

textColor.g = 255;

textColor.b = 255;

font = TTF_OpenFont("Headache.ttf”, 28);

Ve

* TANSDA
*/

GamePlayState:~GamePlayState() {

}

Ve

* H— LA OLEEITS
*/

void GamePlayState:run() {

initialize();

while(gameState '= QUIT_GAME && gameState '= GO_NIGHT && gameState '= GO_RESULT) {
processKeyEvent();
playSounds();
draw();
moveCreatures();
update();
passTime();

/%

void GamePlayStat

* MEEEITS
*/

// BERERMHIET S

passingTime = 0;

// BEEIETS

for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i—>updateLocation();
i->moveSound();

}

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i—>updatelLocation();
i=>moveSound(); -23 -

GamePlayState.cpp (2/7)
1

for (list<Insect>:iterator i = insects.begin(); i '= insects.end(); i++) {
i->updatelLocation();
i->moveSound();

}

for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i—>updateLocation();
i->moveSound();

/¥
* EEEK
*/
void GamePlayState:moveleft() {
for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i->moveLeft();
i=>moveSound();
1
for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i—>moveleft();
i->moveSound();

erator i = insects.begin(); i '= insects.end(); i++) {

i->moveleft();
i->moveSound();

}

for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i->moveLeft();
i=>moveSound();

/%K
* MK
*/
void GamePlayState:moveRight() {
for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i->moveRight();
i->moveSound();
}
for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->moveRight();
i->moveSound();
}
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->moveRight();
i=>moveSound();
1
for (list<River>:iterator i = rivers.begin(); i = rivers.end(); i++) {
i->moveRight();
i->moveSound();

/%%
* BICREI T2
*/
void GamePlayState:moveFront() {
for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i=>moveFront();
i->moveSound();
} -24-
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for (list{Creature>:iterator i = Creatures.begin(); i = Creatures.end(); i++) {
i->moveFront();
i=>moveSound();

1

for (list<Insect>:iterator i = insects.begin(); i '= insects.end(); i++) {
i->moveFront();
i->moveSound();

}

for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i->moveFront();
i->moveSound();

/%K

* RAIEETD

*/

void GamePlayState:moveBack() {

for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {

i->moveBack();
i=>moveSound();

1

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i=>moveBack();
i->moveSound();

}

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->moveBack();
i->moveSound();

}

for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i->moveBack();
i=>moveSound();

/%K

* BIMIPRNBETS
*/

void GamePlayState:moveCreatures() {
for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i—>move();
i->moveSound();

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
if (I(—>getlsCatched)) { // FHF>THINEBETS
if (I(i->getlsRunAway())) {
i->move();
}else {
i->runAway();
}

i->moveSound();

/%K
* HWTWBISEFTOIKEEEHTS.
* HLVTWBIGATICEST, BBEEADLDICFIATS.
*/
void GamePlayState::updateWalkingState() {
for (list{River>:iterator i = rivers.begin(); i '= ri@rs-end(); i++) {

245
246
2417
248
249
250
251
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if (i->isCrossingRiver()) {
player->setWalkingPlace(RIVER);
break;

}else {
player—>setWalkingPlace(FOREST);

/K

* F—ARYMASF—

*/

void GamePlayState::processKeyEvent() {
State:processKeyEvent();

// EERK

if(Util:isPressed(SDLK_LEFT)) {
moveleft();
player—>turnLeft();

// BERK

if(Util:isPressed(SDLK_RIGHT)) {
moveRight();
player—>turnRight();

// BT

i isPressed(SDLK_UP)) {

moveFront();

updateWalkingState();

player—>walkFront();

if (lisInsideMovableArea()) {
warn();
player->walkBack();
moveBack();

// %BY3
if(Util:isPressed(SDLK_DOWN)) {
moveBack();
updateWalkingState();
player—>walkBack();
if (lisInsideMovableArea()) {
warn();
player—>walkFront();
moveFront();

// BEHERD
i Pressed(SDLK_SPACE)) {

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
if (((i->getlsCatched()) && '(i->getlsRunAway()) && (i-DisInsideCatchableArea()) && 'player—>getlsSwi

gingO) { // FEALNBFHDHIOTNBIGE
player—>catchlnsect(&(i);
break;

}

if (Iplayer—>getlsSwinging()) {
player—>swingNet();
player—>setSwinging(true);

|N®|
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}

}else {
player—>setSwinging(false);

/%%
* BB REEE RI(CLBD
*/

bool GamePlayStat

sInsideMovableArea() {

int areaSize = Util:getAreaSize();

int areaStartX = —(areaSize — WINDOW_WIDTH) / 2;
int areaStartY = —(areaSize -~ WINDOW_HEIGHT) / 2;
int areaEndX = areaStartX + areaSize;

int areaEndY = areaStartX + areaSize;

return (areaStartX < player->getX() && player—>getX() < areaEndX)
&& (areaStartY < player—>getY() && player—>getY() < areaEndY);

Ve
* BENAIREEHFSNCHZITHILEEETD
*/

void GamePlayState:warn() {

if (soundPlayer—>getStatus(“tiger”) '= CriAuPlayer:STATUS_PLAYING) {
soundPlayer—>play(“tiger”);

if (soundPlayer—>getStatus(”cannot_go_forward”) '= CriAuPlayer:STATUS_PLAYING) {
soundPlayer—>play(” cannot_go_forward”);

/%K

\mwsﬁwmmﬁ.n&ommmpmwu.

void GamePlayState:playSounds() {

// BRBEERLT
for (list{SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i->playSound();

// BRMDBERLT
for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i->playSound();

// BMOEERLYT

for (list{Creature>:iterator i = Creatures.begin(); i = Creatures.end(); i++) {
i->playSound();

// BBROEERLT
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->playSound();

// NOBERRLY
for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i->playSound();

/) BOZICHERATVBEROSEEST - 27 -

315

GamePlayState.cpp (6/7)

player—>playCatchedInsects();

/%K
* B ZEBSEd
*/
void GamePlayState::passTime() {
// BEEEDD
if (passingTime < limitTime) {
passingTime++;

/! BETFAMNETIA RAVEED
if (passingTime <= FADE_TIME) {
fadeln();
}else {
stopFadeln();

// BETXANETIARTIMEED
if (passingTime >= limitTime — FADE_TIME) {

fadeOut();
}
}
/%k
* WEETY (T)INVIA)
*/

void GamePlayState:draw() {
if (debugMode == ON) {
// HIRREFRE D E
string timeText = “TIME: ” + boost:lexical_cast<string>(limitTime — passingTime);
text = TTF_RenderText_Blended(font, timeText.c_str(), textColor);
drawText(10, 30, text, mainScreen);

// To—Y—0iE
drawText((int) PLAYER_X, (int) PLAYER.Y, Player:getText(), mainScreen);
SDL_FreeSurface(text);

// BIELLE (XEERZ) D E

string xText = “X:” + boost:lexical_cast<string>(player—>getX());

text = TTF_RenderText_Blended(font, xText.substr(0, 6).c_str(), textColor);
drawText(10, 60, text, mainScreen);

SDL _FreeSurface(text);

// BIELLE (YEERZ) D E

string yText = “Y:” + boost:lexical_cast<string>(player—>getY());

text = TTF_RenderText_Blended(font, yText.substr(0, 6).c_str(), textColor);
drawText(90, 60, text, mainScreen);

SDL _FreeSurface(text);

// BEWBEN BB AIRESEE AN SN
string areaText = “AREA:”;
if (islnsideMovableArea()) {
areaText += “Inside”;
}else {
areaText += “OutSide”;
}

text = TTF_RenderText_Blended(font, areaText.c_str(), textColor);
drawText(170, 60, text, mainScreen);
SDL _FreeSurface(text);

// Tb—Y—DRWT IS A EEHE -28-
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string angleText = “ANGLE:” + boost:lexical_cast<string>(player—>getAngle());
text = TTF_RenderText_Blended(font, angleText.substr(0, 9).c_str(), textColor);
drawText(10, 90, text, mainScreen);

SDL_FreeSurface(text);

// BOREE
drawMovableSounds();

/%K

* OB (CHOHEEEITD

*/

void GamePlayState::drawMovableSounds() {

// BERTBINLSNOBRMEEET D

for (list<{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
drawText((int) i->getX(), (int) i->getY(), i->getText(), mainScreen);

}
// BEHET D
for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
drawVolume((int) i->getX(), (int) i->getY(), i->getVolume());
drawText((int) i->getX(), (int) i->getY(), i->getText(), mainScreen);
}
// BREWETY D
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
drawVolume((int) i->getX(), (int) i->getY(), i->getVolume());
drawText((int) i->getX(), (int) i->getY(), i->getText(), mainScreen);
}
// NEHET %
for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
drawText((int) i->getX(), (int) i->getY(), i->getText(), mainScreen);
}
/%%
* BRORTETH(TIWIH)
*/

void GamePlayState::drawVolume(double targetX, double targetY, double volume) {

// BEERIFYD

string volumeText = boost:lexical_cast<string>(volume);

// BEERTTD
text = TTF_RenderText_Blended(font, (“(" + volumeText.substr(0, 4) + “)").c_str(), textColor);
drawText((int) (targetX + 30), (int) targetY, text, mainScreen);

SDL_FreeSurface(text);

|N®|
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#pragma once

#include “GamePlayStateSoundFactory.h”
#include “Player.h”
#include “State.h”

#include <fstream>

#include <boost/bind.hpp>
#include <boost/lexical_cast.hpp>
#include <algorithm>

#include <cstdlib>

using std:string;

/%k
* RIENhERTETIVIATT.
* TL—Y—0EE, RATIIVMOEMPEENERLHEEEBULET.
*
* @author ikumin
* @date 2006/12/15
*/
class GamePlayState : public State {
private:
void moveLeft();
void moveRight();
void moveFront();
void moveBack();

bool isInsideMovableArea();
void warn();
void drawVolume(double targetX, double targetY, double volume);

protected:
static Player *player;
int gameState;
int limitTime; // i R A% RS
int passingTime; // #%18 8

// F=LEDE

list{SoundMaterial> soundMaterials;

static list{MovableSound> movableSounds;
list{Creature> Creatures;

list<Insect> insects;

static list{River> rivers;

GamePlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen);

void updateWalkingState();

void initialize();

virtual void moveCreatures();
virtual void passTime();

virtual void drawMovableSounds();
virtual void fadeOut() = 0;

virtual void fadeln() = 0;

virtual void stopFadeln() = 0;

/! FA=NN=31 R

void playSounds();

virtual void processKeyEvent();
virtual void draw();

virtual void finalize() = 0;

public: -31-

k

“GamePlayState();
virtual void run();
bool existsSound(string name);

GamePlayState.h (2/2)

|an|
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GamePlayStateSoundFactory.cpp (1/1)

#include “GamePlayStateSoundFactory.h”

const float GamePlayStateSoundFactory::RIVER_SIZE = 50;
const int GamePlayStateSoundFactory:RIVER_LENGTH = 20;

/%%

* JVARSDA

*/

GamePlayStateSoundFactory:GamePlayStateSoundFactory(void) {
srand((unsigned int) time(NULL));

/%%

* TANIDA

*/

GamePlayStateSoundFactory: GamePlayStateSoundFactory(void) {
}

/%%
* BARYMEIERTS.
* CCCERT200E, ERBFCEERTLEVE (B -ERE)THD.
*/
list{MovableSound> GamePlayStateSoundFactory:createMovableSounds() {

list{MovableSound> movableSounds;

for (inti=0;i<2;i++){

movableSounds.push_back(*(new MovableSound(“wind”, getRandomCoordinates(), getRandomCoordinat

sON);

}

return movableSounds;

/%%
* JIEIERKT S ) )
* JIISRRICECEL TS, BRIERTILENHS.
* ZORH, BERHRFLFBICHERLTIS.
*/
list{River> GamePlayStateSoundFactory:createRiver(SoundContainer *soundContainer, string soundListPath)
{
list{River> rivers;
double riverX = getRandomCoordinates();
double riverY = getRandomCoordinates();

// MERIKICELE T3
for (int i = 0; i <= RIVER_LENGTH; i++) {
rivers.push_back(¥(new River(riverX, riverY + (i * RIVER_SIZE))));

1
return rivers;
}
/%%
* SUN LG EREIRGTS
*/

double GamePlayStateSoundFactory::;getRandomCoordinates() {
return rand() % Util:getAreaSize();

|nw“w|
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GamePlayStateSoundFactory.h (1/1)

#pragma once

#include “GamePlayState.h”
#include “SoundFactory.h”

#include <time.h>

/%%

* RIEDPICHBLCTEODNSEEERTEDSATY.
*

* @author ikumin
* @date 2006/12/15
*/
class GamePlayStateSoundFactory : public SoundFactory {
public:
zall
static const float RIVER _SIZE;
static const int RIVER_LENGTH;

GamePlayStateSoundFactory(void);

“GamePlayStateSoundFactory(void);

virtual list{MovableSound> createMovableSounds();

virtual list{Creature> createCreature() = 0;

virtual list{Insect> createlnsects() = 0;

virtual list{River> createRiver(SoundContainer *soundContainer, string soundListPath);
double getRandomCoordinates();

|nwm|
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GameStates.h (1/1)

#pragma once

/%%

* BHODIATITEMBENIKEEEET 3.
*

* @author hashiyaman

* @version 2006/12/16

*/

namespace {
enum WalkingState {
STEP_LEFT, // EREHHHLTIVD
STEP_RIGHT, // BB &BHHLTLVD
FOREST, // &% 1\TL\%
RIVER // JIIE& T3
5

enum ForestState {
AFTERNOON, // B
NIGHT // &

k

|nwﬂ|
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HowToPlayState.cpp (1/4)

#include “HowToPlayState.h”
#include “TutorialState.h”

const string insects[] = {“grasshopper”, “cricket”, “mole_cricket
/K

* JVAMDA
*/

HowToPlayState::HowToPlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
this—>soundPlayer = new SoundPlayer(soundContainer, HOW_TO_PLAY_SOUND_PATH);

this—>mainScreen = mainScreen;
this—>soundContainer = soundContainer;

readingState = EXPLANATION_OF_SKIP;
soundPlayerState = NOT_READING;
readingSoundOflnsect = 0;

/] TRALNENHALT D

textColor.r = 255;

textColor.g = 255;

textColor.b = 255;

font = TTF_OpenFont(“"Headache.ttf”, 28);

/%%

* TANIDA

*/

HowToPlayState: HowToPlayState(void) {

}

void HowToPlayState:run() {
while(gameState '= START_TUTORIAL) {
processKeyEvent();
playSounds();
draw();
update();
1

finalize();

changeState(new TutorialState(soundContainer, mainScreen));

void HowToPlayState:processKeyEvent() {
State:processKeyEvent();

// EREAERIET
sPressedOnce(SDLK_RETURN)) {
skip();

/%K

SREAERET

*/

void HowToPlayState:skip() {
soundPlayer—>stopAll(); // BAEFDHBAZRT TS
soundPlayerState = NOT_READING;

*

// ROBBIF
switch (readingState) {
case END_OF_ HOW_TO_PLAY:
gameState = START_TUTORIAL;
break; -39 -

frog”};

: State() {

HowToPlayState.cpp (2/4)

default: // switchX T—29DEVEFESHRAHDZ L \DOHE

readingState++,

/%

SiEAESH LD
/

*

*
void HowToPlayState:playSounds() {
switch (readingState) {
case EXPLANATION_OF_SKIP:
readExplanationOfSkip();
break;

case EXPLANATION_OF_GOAL:
readExplanationOfGoal();
break;

case HOW_TO_PLAY:
readHowToPlay();
break;

case EXPLANATION_OF_INSECTS:
readExplanationOflnsects();
break;

case SOUND_OF_INSECT:
readSoundOflnsects();
break;

case END_OF_HOW_TO_PLAY:
readEndOfHowToPlay();
break;

/0

* ARV F(EOVWTERBAT D

*/

void HowToPlayState:readExplanationOfSkip() {

if (soundPlayer—>getStatus(”explanation_of skip”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState

= NOT_READING) {
soundPlayer—>play(”explanation_of skip”);
soundPlayerState = READING_RULE;

} else if (soundPlayer—>getStatus(”explanation_of skip”) '= CriAuPlayer:STATUS_PLAYING && soundPlayer

tate == READING_RULE) {
readingState = EXPLANATION_OF_GOAL;
soundPlayerState = NOT_READING;

/%K

* = LOB#MZEHEH LTS

*/

void HowToPlayState:readExplanationOfGoal() {

if (soundPlayer—>getStatus(”explanation_of_goal”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState

= NOT_READING) {
soundPlayer—>play(”explanation_of goal”);
soundPlayerState = READING_RULE;

} else if (soundPlayer—>getStatus(”explanation_of goal”) '= CriAuPlayer:STATUS_PLAYING && soundPlayer

tate == READING_RULE) {
readingState = HOW_TO_PLAY; - 40 -
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soundPlayerState = NOT_READING;

/*%
*\W#&J&Mmmmvn_nqw
*
void HowToPlayState:readHowToPlay() {
if (soundPlayer—>getStatus(“how_to_play”) != CriAuPlayer:STATUS_PLAYING && soundPlayerState == NO
READING) {
soundPlayer—>play(“how_to_play”);
soundPlayerState = READING_RULE;
} else if (soundPlayer—>getStatus(“how_to_play”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState =
READING_RULE) {
readingState = EXPLANATION_OF_INSECTS;
soundPlayerState = NOT_READING;

/¥%
* HOBEFEDERAESH LT
*/
void HowToPlayState:readExplanationOflnsects() {
if (soundPlayer—>getStatus(”explanation_of insects”) != CriAuPlayer:STATUS_PLAYING && soundPlayerSt
te == NOT_READING) {
soundPlayer—>play(”explanation_of insects”);
soundPlayerState = READING_RULE;
} else if (soundPlayer—>getStatus(”explanation_of insects”) = CriAuPlayer:STATUS_PLAYING && soundPla
erState == READING_RULE) {
readingState = SOUND_OF_INSECT;
soundPlayerState = NOT_READING;

/¥
* HOBEFEZHENED
*/
void HowToPlayState:readSoundOflnsects() {
if (readingSoundOflnsect < LENGTH(insects)) {
string insectName = insects[readingSoundOflnsect];
string soundName = “sound_of “ + insectName;

// BTEILREREZ I RSRHS LITD

if (soundPlayer—>getStatus(insectName) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == NO
_READING) {

soundPlayer—>play(insectName);
soundPlayerState = READING_SOUND_OF_INSECT;

} else if (soundPlayer—>getStatus(insectName) = CriAuPlayer:STATUS_PLAYING && soundPlayer->get
tatus(soundName) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == READING_SOUND_OF_INSECT)
{

soundPlayer—>play(soundName);
soundPlayerState = READING_NAME_OF INSECT;

} else if (soundPlayer—>getStatus(soundName) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState
= READING_NAME_OF INSECT) {

readingSoundOflnsect++; // RO RIZTTL
soundPlayerState = NOT_READING;

}

}else {
readingState = END_OF_HOW_TO_PLAY;

/¥k - 41 -

178
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* BN DB EEMLED
*/
void HowToPlayState:readEndOfHowToPlay() {
if (soundPlayer—>getStatus(”go_tutorial”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == NOT
EADING) {
soundPlayer—>play(”go_tutorial”);
soundPlayerState = READING_RULE;

void HowToPlayState:draw() {
if (debugMode == ON) {
string stateText = “How_to_play”;
text = TTF_RenderText_Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // X FEDH4HE
SDL_FreeSurface(text);

|hN|
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HowToPlayState.h (1/1)

#ifndef _HOWTOPLAYSTATE_H_
#define _HOWTOPLAYSTATE_H_

#pragma once
#include “State.h”

/%%

* = LOZAEITVET.
*

* @author hashiyaman
* @date 2006/1/22
*/

/% BEHIOKRESERANDIHA */
#define LENGTH(array) (sizeof (array) / sizeof *(array))

class HowToPlayState : public State {

private:
int readingState; // ¥ DA%z H LIFTLVBH
int soundPlayerState; // CriAuPlayer®Status CxI it CER VR EN/N—T 3
int readingSoundOflnsect; // ¥ DHRDIBEFEEFHETL\BH

// BAESH LIFB

void readExplanationOfSkip();
void readExplanationOfGoal();
void readHowToPlay();

void readExplanationOflnsects();
void readSoundOflnsects();

void readEndOfHowToPlay();

void skip();

protected:
// A=N=314 R
void processKeyEvent();
void playSounds();
void draw();

public:
HowToPlayState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
HowToPlayState(void);
void run();

k

#endif

|A“w|
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Insect.cpp (1/3)

#include “Insect.h”

const int Insect::RUN_AWAY _TIME = 10;
const int Insect::RUN_AWAY_SPEED = 10;

const int Insect::CATCHABLE_AREA X = -30;
const int Insect:CATCHABLE_AREA_Y = -100;
const int Insect::CATCHABLE_AREA SIZE = 100;

/%%

* VARSI (R#EL)

*/

Insect:Insect(string soundName, double x, double y) : Creature(soundName, x, y) {
//Insect(soundName, x, y, 0);
point = 0;
isCatched = false;
isRunAway = false;
runAwayTime = 0;
speed = 1;
runAwayAbscissa = 0;
runAwayOrdinate = 0;

/%%

* VAR (S HN)

*/

Insect:Insect(string soundName, double x, double v, int point) : Creature(soundName, x, y) {
this—>point = point;
isCatched = false;
isRunAway = false;
runAwayTime = 0;
speed = 1;
runAwayAbscissa = 0;
runAwayOrdinate = 0;
//srand((unsigned int) time(NULL));

/%K

* TANIDA

*/

Insect:: Insect(void) {

]

/%%
* JHEINEIMRT
*/

bool Insect:isCatchable() {
//float distanceX = this—>x — PLAYER_X;
double distanceY = PLAYERLY - this—)y;

int uncatchableProbability = rand() % 100; // #k(FonBHEE
if (uncatchableProbability < getCatchableProbability(distanceY)) {
isCatched = true;
soundPlayer—>stop(soundName); // fF3EIREFH D
return true;
}else {
isRunAway = true;
do {
runAwayAbscissa = (rand() % 3) - 1;
runAwayOrdinate = (rand() % 2) - 1;
} while (runAwayAbscissa == 0 && runAwayOrdinate == 0);
}

return false; - 49 -

Insect.cpp (2/3)

/%%
* RAEEZ B CENTEZEHEANICLINEINERT
*/
bool Insect:isInsideCatchableArea() {
double distanceX = this—>x — PLAYER_X;
double distanceY = this—>y — PLAYERLY;

return (CATCHABLE_AREA X <= distanceX && distanceX <=
IZE)
&& (CATCHABLE_AREA_Y <= distanceY && distanceY <=
1ZE);
}

/*%

* REHFRDENTEIERENETD

*/

int _swmoﬁ :getCatchableProbability(double distance) {

ty = 100 — m_mﬁmsom // EBEDOREREETET D

probability = 0;

}

return probability;

/%k
* IB(A—=NN=31F)
*/
void Insect:playSound() {

if (tisCatched) { // #HFALGNTLVEFNEIRC
if (isFadeOut) {

fadeOutSound();

} else if (isFadeln) {

fadelnSound();
}

soundPlayer—>setVolume(soundName, volume);
soundPlayer—>loopPlay(soundName);

/%%
* %(F%
*/
void Insect:runAway() {
x += RUN_AWAY_SPEED * runAwayAbscissa;
y += RUN_AWAY_SPEED * runAwayOrdinate;
updatelocation();
runAwayTime++;
if (runAwayTime > RUN_AWAY _TIME) {
isRunAway = false;
runAwayTime = 0;

/¥
* ROBHTENIFTS
*/
SDL_Surface* Insect:getText() {
if (lisCatched) {
return text;
Yelse { // fE->TWBBE AL, BRI HELN
return NULL; -50 -

CATCHABLE_AREA_X + CATCHABLE_AREA_

CATCHABLE_AREALY + CATCHABLE_AREA_
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bool Insect::getlsRunAway() {
return isRunAway;

bool Insect:getlsCatched() {
return isCatched;

int Insect::getPoint() {
return point;

|m,_|
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Insect.h (1/1)

#pragma once
#include “Creature.n”

#include <stdlib.h>
#include <list>

using std:list;

/%%

* BRERTIIATY.

* BILRIICENLVED, HFEABENTEET.
*

* @author ikumin

* @version 2006/12/15

*/

class Insect : public Creature {

private:
static const int RUN_AWAY _TIME;
static const int RUN_AWAY_SPEED;

// BERFERABENTEEEH

static const int CATCHABLE_AREA_X;
static const int CATCHABLE_AREA.Y;
static const int CATCHABLE_AREA SIZE;

int runAwayTime;

int point; // REWEZLEZTDRIV b
bool isCatched; // HEZ bNEHEIH
bool isExist;

bool isRunAway; // HFZIBRIZEEIC, #IFEINEHD

int runAwayAbscissa; // 2IF T AR (F8)
int runAwayOrdinate; // 3(F T [ (HiE)

public:
Insect(string soundName, double x, double y);
Insect(string soundName, double x, double y, int point);
“Insect(void);
bool isCatchable();
bool isInsideCatchableArea();
int getCatchableProbability(double distance);
void runAway();
SDL_Surface* getText();

virtual void playSound();
// getter & setter
bool getlsRunAway();

bool getlsCatched();
int getPoint();

|m“w|
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KeyFlag.cpp (1/1)
#include “KeyFlag.h”

/%%

* F—DIREBEEETEIIA
*

* @date 2006/11/05

* @author hashiyaman

*/
/%
* X—DREEEH TS
*/

void KeyFlag:update(Uint8 *keyState)
{
iftkeyStatelid]) // F—h RSN TED
{

}
else if( 'keyState[id] && down) // F—hBE SN BRI ->1h
{

down = true;

released = true;

down = false;
}
else if( keyState[id] && 'down ) // F—HRENTHM LS
{

released = false;

/%
* F—PEENTVBHERT
*/

bool KeyFlag:isDown()

{

return down;

/%

* F—HEESNTLINERT
*/

bool KeyFlag:isReleased()

{

return released;

|mm|
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KeyFlagh (1/1)

#ifndef _KEYFLAG_H_
#define _KEYFLAG_H_

#include <SDL.h>

class KeyFlag
{
Uint8 id;
bool down;
bool released;
public:
bool isDown();
bool isReleased();
void update(Uint8 *keyState);

KeyFlag(Uint8 keyld): id(keyld), down(false), released(false)f};

k

#endif

|mﬂ|
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KeyState.cpp (1/1)
#include “KeyState.h”

/%%

* ¥—ORIEEHRTEI52
*

* @date 2006/11/05

* @author hashiyaman

*/

/%

* AVANDA

*/

KeyState:KeyState(KeyTable keyTable) {
KeyTableltr itr;

for(itr = keyTable.begin(); itr '= keyTable.end(); itr++) {
keys[*itr] = new KeyFlag(¥itr);

/%
* F—DIREEERTS
*/
void KeyState::update() {
Uint8%* keyState = SDL_GetKeyState(NULL);
KeyFlagTableltr itr;
for( itr = keys.begin(); itr '= keys.end(); itr++) {
(kitr).second—>update(keyState);

/%
* TANIDA
*/
KeyState:: "KeyState() {
KeyFlagTableltr itr;
for(itr = keys.begin(); itr '= keys.end(); itr++) {
delete (kitr).second;

keys.clear();

/%

* F—PEENTVBHERT

*/

bool KeyState:down(Uint8 key) {
return keys[key]->isDown();

/%

* F—HEESNTLBINERT

*/

bool KeyState:released(Uint8 key) {
return keys[key]->isReleased();

|m®|
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KeyState.h (1/1)

#ifndef _KEYSTATE_H_
#define _KEYSTATE_H_

#include <SDL.h>
#include <vector>
#include <map>

#include <algorithm>
#include <boost/bind.hpp>

#include “KeyFlag.h”

namespace

{
typedef std:vector<Uint8> KeyTable;
typedef KeyTable:iterator KeyTableltr;

typedef std:map<Uint8 KeyFlag*> KeyFlagTable;
typedef KeyFlagTable:iterator KeyFlagTableltr;

class KeyState
{
KeyFlagTable keys;
public:
KeyState(KeyTable keyTable);
“KeyState();
void update();
bool down(Uint8 key);
bool released(Uint8 key);

#endif

|®,_|
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Main.cpp (1/1)

#include <SDL.h>
#include <SDL_ttf.h>
#include “Game.h”

#pragma comment(lib, “SDL.lib”)
#pragma comment(lib,
#pragma comment(lib,
#pragma comment(lib, “cri_audio_pc.lib”)
#pragma comment(lib, “cri_base_pc.lib”)
#pragma comment(lib, “dsound.lib”)

#pragma comment(lib, “winmm.lib™)

int main(int argc, char* argv[]) {
// EE
if(SDL_Init( SDL_INIT_AUDIO|SDL_INIT_VIDEO ) == -1 || TTF_Init() == -1) {
forintf(stderr,” FIHA1E(C L BR¥N");
exit(1);

// ¥%FaVDERE
SDL_WM_SetCaption( “Forest Walking”, NULL );

// IDAN—VIEHET
SDL_ShowCursor(SDL_DISABLE);

[/ AMI—=F
Game *game = Game::getlnstance();
game—>run();

// #2708
TTF_Quit();
SDL_Quit();

return 0;

|®“w|
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MovableSound.cpp (1/4)

#include “MovableSound.h”
#include “Game.h”

/¥
* AVANIDA
*/

MovableSound::MovableSound(string soundName, double x, double y) : SoundMaterial(soundName) {

this—>x = x;
this—>y =v;

createNameText();

appearanceColor = 255;
disappearanceColor = 0;

/%K

* TANIDA

*/

MovableSound: MovableSound(void) {
//TTF_CloseFont(font);

/%%
* HOBAI(THFAN) 2163
*/
void MovableSound::createNameText() {
// BOERE
textColor.r = 255;
textColor.g = 255;
textColor.b = 255;

// 77V bOYERK
font = TTF_OpenFont(“Headache.ttf”, 28);

/! TEADERL
string soundNameText = boost:lexical_cast<string>(soundName).substr(0, 2);
text = TTF_RenderText_Blended(font, soundNameText.c_str(), textColor);

/7 7FY + ORI
TTF_CloseFont(font);

/K

* (UBEEEHTD

*/

void MovableSound::updatelocation() {

angle = Util:calculatelnterObjectAngle(x, y);
distance = Util:calculateDistance(x, y);

}

/%K

* Z&RK

*/

void MovableSound:moveLeft() {
angle += PLAYER_SPEED;
x = distance * cos(Util::angleToRadian(angle)) + PLAYER_X;
y = distance * sin(Util::angleToRadian(angle)) + PLAYER_Y;

/%
* BERC
*/ - 65 -
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void MovableSound:moveRight() {
angle —= PLAYER_SPEED;
x = distance * cos(Util::angleToRadian(angle)) + PLAYER_X;
y = distance * sin(Util::angleToRadian(angle)) + PLAYER_Y;

/%K

* BT D

*/

void MovableSound::moveFront() {
y += PLAYER_SPEED;
updatelocation();

/%k

* %iBT

*/

void MovableSound::moveBack() {
y —= PLAYER_SPEED;
updateLocation();

/K

« EEBHT

*/

void MovableSound::moveSound() {
volume = Util::calculateVolume(x, y);

CriAuSendLevel sendLevel = Util::calculateSpeakerSendLevel(x, y);
soundPlayer—>setSendLevel(soundName, sendLevel);

/%k
* BEII-RPONED
*/
void MovableSound::fadeOutColor() {
if (appearanceColor > 0) {
SDL _FreeSurface(text);

// 70 ML TS
if (appearanceColor == 255) {

font = TTF_OpenFont(“Headache ttf”, 28);
l

textColor.r = appearanceColor;
textColor.g = appearanceColor;
textColor.b = appearanceColor;

string soundNameText = boost:lexical_cast<string>(soundName).substr(0, 2);

text = TTF_RenderText_Blended(font, soundNameText.c_str(), textColor);

appearanceColor —= 3; // &V IE3
} else {

// 740 NeERRT B

TTF_CloseFont(font);

/*%
* BEII-RMUEED
*/
void MovableSound::fadeInColor() {
if (disappearanceColor <= 255) {
SDL_FreeSurface(text); - 66 -
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// 74V NEEIET D
if (disappearanceColor == 0) {

font = TTF_OpenFont(“Headache. ttf”, 28);
}

textColor.r = disappearanceColor;
textColor.g = disappearanceColor;
textColor.b = disappearanceColor;

string soundNameText = boost:lexical_cast<string>(soundName).substr(0, 2);
text = TTF_RenderText_Blended(font, soundNameText.c_str(), textColor);

disappearanceColor += 3; // B &IEMEE3
}else {

// 71V NERRT 3

TTF_CloseFont(font);

/Hk
* BEII-RAVSEEF—1N—51F)
*/
void MovableSound::fadelnSound() {
if (Util:calculateVolume(x, y) >= (increasingWidth += 0.001)) {
increasingWidth += 0.001;
volume = increasingWidth;
}else {
volume = Util:calculateVolume(x, y);

/
* Getter & Setter *

SDL_Surface* MovableSound::getText() {
return text;

double MovableSound::getX() {
return x;

void MovableSound::setX(double x) {
this—>x = x;

double MovableSound::getY() {
return vy;

void MovableSound::setY(double y) {
this—>y =v;

double MovableSound::getAngle() {
return angle;

void MovableSound::setAngle(double angle) {
this—>angle = angle;

|®N|
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double MovableSound::getDistance() {
return distance;

void MovableSound::setDistance(double distance) {
this—>distance = distance;

SoundPlayer* MovableSound::getSoundPlayer() {
return soundPlayer;

|®m|
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MovableSound.h (1/2)
#pragma once
#include “Util.h”
#include <SDL.h>
#include <SDL_ttf.h>
#include <boost/lexical_cast.hpp>

/Fk

* TL—Y—ORECELT, EOEMPEENEDZIATIIIMERTIFATY.

* B R, JIl, REBEFCOIFIATHA LTS
*

* @author ikumin

* @date 2006/12/15

*/

class MovableSound : public SoundMaterial {

private:
SDL _Color textColor;
TTF_Font *font;

protected:
double x;
double y;
double angle; // FL—Y—hbDHE
double distance; // FL—Y—h b0 EaEf
int appearanceColor; // HIRFEDE
int disappearanceColor; // JHKEDE

SDL_Surface *text;

public:
MovableSound(string soundName, double x, double y);
“MovableSound(void);

void createNameText();
void updatelLocation();
void moveLeft();

void moveRight();

void moveFront();

void moveBack();

void moveSound();

void fadelnColor();

void fadeOutColor();

// A=N—=31 K
void fadelnSound();

//getter

double getX();

double getY();

SDL _Surface* getText();

double getAngle();

double getDistance();
SoundPlayer* getSoundPlayer();

//setter
void setX(double x);
void setY(double y);
void setVolumeText(SDL_Surface* volumeText);
void setAngle(double angle);
void setDistance(double distance);
k - 69 -
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NightSoundFactory.cpp (1/1)
#include “NightSoundFactory.h”

NightSoundFactory:NightSoundFactory(Player *player) : GamePlayStateSoundFactory() {
this—>player = player;

NightSoundFactory:: NightSoundFactory(void) {
}

¥k

* HREEERTS.

*/

list{SoundMaterial> NightSoundFactory:createSoundMaterials() {
list{SoundMaterial> soundMaterials;
soundMaterials.push_back((new SoundMaterial(”night”)));
return soundMaterials;

/%

* BMEERT S
*/

list{Creature> NightSoundFactory:createCreature() {
list{Creature> creatures;
for (inti=0;i<2; i++) {
creatures.push_back(*(new Creature(“wolf”, getSoundX(), getSoundY())));
creatures.push_back(*(new Creature(”owl”, getSoundX(), getSoundY())));

}

return creatures;

/%%
* BREERTD
*/
list<Insect> NightSoundFactory:createlnsects() {
list<Insect> insects;
for (inti=0;i<5;i++) {
insects.push_back(*(new Insect("cricket”, getSoundX(), getSoundY(), 50)));

for (inti=0;i< 4 i++) {
insects.push_back(*(new Insect("mole_cricket”, getSoundX(), getSoundY(), 40)));
}

return insects;

int NightSoundFactory:getSoundX() {
return getRandomCoordinates() + PLAYER_X — player—>getX();

int NightSoundFactory::getSoundY() {
return getRandomCoordinates() + PLAYER_Y - player—>getY();

|N,_|
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NightSoundFactory.h (1/1)

#pragma once
#include “GamePlayStateSoundFactory.h”

/%%

* RENHPORODEEEHRTEHISATT.
*

* @author ikumin
* @date 2006/12/15
*/
class NightSoundFactory : public GamePlayStateSoundFactory {
public:
NightSoundFactory(Player *player);
“NightSoundFactory(void);

list{SoundMaterial> createSoundMaterials();
list{Creature> createCreature();
list<Insect> createlnsects();

private:
Player *player;

int getSoundX();

int getSoundY();
k

|N“w|
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NightState.cpp (1/3)

#include “NightState.h”
#include “ResultState.h”

/*%
* AVANIDA
*/
NightState::NightState(SoundContainer *soundContainer, SDL_Surface *mainScreen) : GamePlayState(sound
ontainer, mainScreen) {
// BOBEERTS
factory = new NightSoundFactory(player);
soundMaterials =((NightSoundFactory *) factory)->createSoundMaterials();
Creatures = ((NightSoundFactory *) factory)->createCreature();
insects = ((NightSoundFactory *) factory)->createlnsects();

/oK

* TANIDA

*/

NightState: NightState(void) {
}

/%K

* WDWIBESTI (A—N—F1F)

*/

void NightState:run() {
soundPlayer—>play(”“crow”);
player—>speak(”get_dark”);
GamePlayState:run();

/%K
* BEHET S
*/
void NightState:draw() {
if (debugMode == ON) {
GamePlayState::draw();

string stateText = “"NIGHT”;

text = TTF_RenderText_Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // BT DI E

SDL _FreeSurface(text);

/A

* B ERASES.

* —EFHENRRTIE, YL TT3.

*/

void NightState:passTime() {
GamePlayState:passTime();

// =L THEINTWSCEEMLED
if (passingTime == limitTime — FADE_TIME) {
player—>speak(”walk_home™);

/! F—=LERTSED

if (passingTime == limitTime) {
finalize();
changeState(new ResultState(soundContainer, mainScreen, player));
gameState = GO_RESULT;

} -75-

NightState.cpp (2/3)

/%%

* BETXFANETI—-R7OMEED
*/

void NightState:fadeOut() {

for (list{SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i->setFadeOut(true);
}

for (list{MovableSound>:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);

}

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);

1

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);

}

for (list{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i->fadeOutColor();
i->setFadeOut(true);

/¥ok

* BETEAMETII—-RMVEED
*/

void NightState:fadeln() {

for (list{SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i->setFadeln(true);
}

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->fadelnColor();
i->setFadeln(true);

1

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->fadelnColor();
i->setFadeln(true);

/A

* BETXFAMDII— RS UELEHD
*/

void NightState:stopFadeln() {

for (list{SoundMaterial>:iterator i = soundMaterials.begin(); i '= soundMaterials.end(); i++) {
i->setFadeln(false);
}

for (list{Creature>:iterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->setFadeln(false);
}

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
i->setFadeln(false);

void NightState:finalize() {

State:finalize();

// BRBEELEDHD
for (list{SoundMaterial>:iterator i = soundMatefiils.begin(); i '= soundMaterials.end(); i++) {



NightState.cpp (3/3)
i—>stopSound();

// BRYMNEEILDHD
for (list{MovableSound:iterator i = movableSounds.begin(); i '= movableSounds.end(); i++) {
i=>stopSound();

// BDBEELHD
t{Creature>riterator i = Creatures.begin(); i '= Creatures.end(); i++) {
i->stopSound();

// BROEEILENHD
for (list<Insect>:iterator i = insects.begin()
i—>stopSound();

= insects.end(); i++) {

// NIDBELHD
for (list<{River>:iterator i = rivers.begin(); i '= rivers.end(); i++) {
i=>stopSound();

player—>stopCatchedInsects();

|NN|
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NightState.h (1/1)

#pragma once
#include “NightSoundFactory.h”

/%%

* WERTIIA
*

* @author hashiyaman
* @date 2007/1/16
*/
class NightState : public GamePlayState {
protected:
// A=N—=31F
void draw();
void passTime();
void fadeOut();
void fadeln();
void stopFadeln();
void finalize();

public:
NightState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
"NightState();

/! A=N=31F

void run();

L

|N®|
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OnMapObject.cpp (1/2)
#include “OnMapObject.h”

const double OnMapObject:M_PI = 3.141592653589793238462643383279;

/%
* AVANSDH
*/
OnMapObject::OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath)
{
this—>soundPlayer = new SoundPlayer(soundContainer,soundListPath);
this—>initObjectStatus(x,y);
initializeStatus = objectStatus;

/%

* FNEAIET D

*/

void OnMapObject:initObjectStatus(float x, float y){
this—>objectStatus.x = x;
this—>objectStatus.y = y;
this—>objectStatus.state = ALIVE;
this—>objectStatus.width = 10;
this—>objectStatus.height = 10;

/%

* ATIIDMEOAEEETS

*/

Float32 OnMapObject::calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target)

{
// ZTIID MNEDAEETETD
float radian = atan2( subject—>y — target—>y, subject—>x — target—>x);

// MEEDNDESUENTE R

// CRIAudioCIZIEEH0ERZ DT, BECENESHENMILHAEERT
int angle = static_cast<int>( ( radian / M_PI * 180 ) + 90 );

angle = angle % 360;

return static_cast<{Float32>(-angle);

/%
* AE—N—DtY RLALESHE TS
*/

CriAuSendLevel OnMapObject::calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus

target)

{
// ATIIDMEDAEEHETD
Float32 angle = this—>calculatelnterObjectAngle(subject, target);

// BENEYRLAINEETE TS

Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

Float32 center;

CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);

/! B RULRIVEERTET S

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);

sendLevel.SetRight(right); -81-

OnMapObject.cpp (2/2)

sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
sendLevel.SetCenter(center);

return sendLevel;

/%
* ATIID OB ERLT
*/
void OnMapObject::playSound(string soundName, const CriAuSendLevel &sendLevel)
{
soundPlayer—>setSendLevel(soundName, sendLevel);
soundPlayer—>play(soundName);

/*

* TANIDA

*/
OnMapObject::"OnMapObject()
{

delete soundPlayer;

|mN|
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OnMapObject.h (1/2)

#ifndef _ONMAPOBJECT_H_
#define _ONMAPOBJECT_H_

#include <SDL.h>
#include <windows.h>
#include “SoundPlayer.h”
#include “cri_audio.h”

enum ObjectCondition

{

k

ALIVE,
DEAD

struct ObjectStatus

{

k

ObjectStatusOf};

ObjectStatus(float x, float v, int state, int width, int height):
x(x), y(y), state(state), width(width), height(height){};

float x;

float y;

int state;

int width;

int height;

class OnMapObject

{

protected:

static const double M_PI,

ObjectStatus objectStatus;
ObjectStatus initializeStatus;
ObjectStatus *playerStatus;

SoundPlayer*x soundPlayer;

// subjecth'p Rztarget DB (CIG UTREAE—H—ADEY RLAIVESTE TS
CriAuSendLevel calculateSpeakerSendLevel(const ObjectStatus *subject, const ObjectStatus *target);

// subjectttargetEDHEEHETD
Float32 calculatelnterObjectAngle(const ObjectStatus *subject, const ObjectStatus *target);
void playSound(string soundName, const CriAuSendLevel &sendLevel);

// BERECIEUleR)1—LESE TS
virtual Float32 calculateVolume(const ObjectStatus *subject, const ObjectStatus *target) = 0;

//fNEA1ET S
void initObjectStatus(float x, float y);

public:

void setTarget(ObjectStatus *target){playerStatus = target;};
void reset(){ objectStatus = initializeStatus; };
ObjectStatus* getObjectStatus(){return &objectStatus:};

virtual void move(Uint8 *keys) = 0;

virtual void resolveCollision() = 0;

virtual void draw(SDL_Surface *targetScreen) = 0;

OnMapObject(float x, float y, SoundContainer *soundContainer, string soundListPath, int *time);
virtual “OnMapObject();

|m“w|
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#endif
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Player.cpp (1/5)

#include “Player.h”
#include “Game.h”

static SDL_Surface *text;

/%%

* JVARSDA

*/

Player:Player() {
x = PLAYER.X;
y = PLAYERLY;
angle = 0;
steppingFoot = STEP_RIGHT;
walkingPlace = FOREST;
isSwinging = false;
cage = new Cage();
soundPlayer = new SoundPlayer(Game::getlnstance()->getSoundContainer(), GAME_SOUND_PATH);

/%%
* TARSDA
*/
Player::"Player(void) {
delete cage;
delete soundPlayer;

/%K

* BT D

*/

void Player:walkFront() {
x += PLAYER_SPEED * cos(Util::angleToRadian(angle));
y += PLAYER_SPEED * sin(Util::angleToRadian(angle));
step();

/%%

* %i1R93

*/

void Player:walkBack() {
x == PLAYER_SPEED * cos(U
y == PLAYER_SPEED * sin(U
step();

zangleToRadian(angle));
:angleToRadian(angle));

/%K
* ExmK
*/
void Player:turnLeft() {
angle += PLAYER_SPEED;
if (angle >= 360) {
angle = 0;

// SRR U TR EERLT
if (walkingPlace == FOREST) {
if (soundPlayer—>getStatus(“turn_leaves”) = CriAuPlayer:STATUS_PLAYING) {
soundPlayer->play(“turn_leaves”);
}

}else {
if (soundPlayer—>getStatus(“turn_water”) '= CriAuPlayer:STATUS_PLAYING) {
soundPlayer—>play(“turn_water”);
] -85-
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/%%
* BEMK
*/
void Player:turnRight() {
angle —= PLAYER_SPEED;
if (angle <= 0) {
angle = 360;

// SRR U TR EERLT
if (walkingPlace == FOREST) {
if (soundPlayer—>getStatus(“turn_leaves”) = CriAuPlayer:STATUS_PLAYING) {
soundPlayer->play(“turn_leaves”);
}

}else {
if (soundPlayer—>getStatus(“turn_water”) '= CriAuPlayer:STATUS_PLAYING) {
soundPlayer—>play(“turn_water”);

}
}
/%K
* JEFICIGUCREEERAD
*/

void Player:step() {

if (walkingPlace == FOREST
&& soundPlayer—>getStatus(”step_water left”) = CriAuPlayer:STATUS_PLAYING
&& soundPlayer—>getStatus(”step_water_right”) '= CriAuPlayer:STATUS_PLAYING) {
stepForest();

} else if (walkingPlace == RIVER
&& soundPlayer—>getStatus(”step_leaves_left”) '= CriAuPlayer:STATUS_PLAYING
&& soundPlayer—>getStatus(”step_leaves_right”) '= CriAuPlayer:STATUS_PLAYING) {
stepRiver();

/*%
* FOPESH
*/
void Player:stepForest() {
// ERTHL
if (steppingFoot == STEP_LEFT && soundPlayer—>getStatus(”step_leaves_right”) = CriAuPlayer:STATUS_P
AYING) {
soundPlayer—>play(”step_leaves_left”);
steppingFoot = STEP_RIGHT;

// BRTHS
} else if (steppingFoot == STEP_RIGHT && soundPlayer—>getStatus(”step_leaves_left”) = CriAuPlayer:STA
US_PLAYING) {
soundPlayer—>play(”step_leaves._right”);
steppingFoot = STEP_LEFT;

/*%
* JIIEED
*/
void Player:stepRiver() {
// ERTHL
if (steppingFoot == STEP_LEFT && soundPlaye86>getStatus(”step_water right”) '= CriAuPlayer:STATUS_P
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AYING) {
soundPlayer—>play(”step_water_left”);
steppingFoot = STEP_RIGHT;

/7 BRTHC

} else if (steppingFoot == STEP_RIGHT && soundPlayer—>getStatus(”step_water_left”) '= CriAuPlayer:STA

US_PLAYING) {
soundPlayer—>play(”step_water right”);
steppingFoot = STEP_LEFT;

/¥

* BUTEET

*/

void Player:speak(string words) {
soundPlayer—>play(words);

/*k

* MEIRD

*/

void Player:swingNet() {
soundPlayer—>play(”swing”);
soundPlayer—>play(“yell1”);

void Player:stopSwing() {
soundPlayer—>stop(”swing”);

/¥
* REHFRALEEONEEZITS
*/
void Player:catchlnsect(Insect* insect) {
if (insect—>isCatchable()) {
// WERECEEMLED

string catchedSoundName = “catch_” + insect—>getName();

if (soundPlayer—>getStatus(catchedSoundName) '= CriAuPlayer:STATUS_PLAYING) {

soundPlayer—>play(catchedSoundName);

// BERHNINAND

cage—>putlnsect(insect);

}else {
// RIFonfzlerMLEd
intid=rand() % 3 + 1;
string failureVoice = “fail_in_catch” + boost:lexical_cast<string>(id);
soundPlayer—>play(failureVoice);

/%k

* FERTRAEC

* (HCHMIKEEDT, WERER)

*/

void Player:playCatchedlnsects() {
//cage—>playCatchedInsects();

void Player:stopCatchedInsects() {
//cage—>stopCatchedlnsects(); -87-
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* Getter & Setter *

double Player:getX() {
return x;

void Player:setX(double x) {
this—>x = x;

double Player:getY() {
return y;

void Player:setY(double y) {
this—>y =v;

double Player:getAngle() {
return angle;

int Player:getSteppingFoot() {
return steppingFoot;

void Player:setSteppingFoot(int steppingFoot) {
this—>steppingFoot = steppingFoot;

return isSwinging;

void Player:setSwinging(bool isSwinging) {
this—>isSwinging = isSwinging;

SDL_Surface* Player:getText() {

if (text == NULL) {
SDL_Color textColor = {255, 255, 255};
TTF_Font *font = TTF_OpenFont(“Headache ttf”, 28);
string playerText = “P”;
text = TTF_RenderText_Blended(font, playerText.c_str(), textColor);
TTF_CloseFont(font);

}

return text;

int Player:getWalkingPlace() {
return walkingPlace;

void Player:setWalkingPlace(int walkingPlace) {
this—>walkingPlace = walkingPlace;

Cagex* Player:getCage() {
return cage; - 88 -
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SoundPlayer* Player:getSoundPlayer() {
return soundPlayer;

Player.cpp (5/5)
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Player.h (1/2)

#pragma once

#include <SDL.h>
#include <SDL_ttf.h>

#include “SoundMaterial.h”
#include “Cage.h”

/Fk

* FL—Y—ERTDISATY.
*

* @author ikumin

* @version 2006/12/15 hashiyaman

*/

class Player {

private:
double x;
double y;
double angle; // FL—Y—HEWTWSHEE
int steppingFoot; // B#H LTS E
int walkingPlace; // #H\TL\BI5FT
bool isSwinging; // BEEIRO>TL\DME D
Cage *cage;
SoundPlayer *soundPlayer;
list{SoundMaterial> soundMaterials;

public:
static const int SPEED;

Player();
“Player(void);

void walkFront();

void walkBack();

void step();

void stepForest();

void stepRiver();

void turnLeft();

void turnRight();

void swingNet();

void stopSwing();

void speak(string words);
void catchlnsect(Insect* insect);
void playCatchedInsects();
void stopCatchedInsects();

// getter

double getX();

double getY();

double getAngle();

int getSteppingFoot();

int getWalkingPlace();

bool getlsSwinging();

static SDL_Surface* getText();
Cage* getCage();

SoundPlayer* getSoundPlayer();

// setter

void setX(double x);

void setY(double y);

void setSteppingFoot(int steppingFoot);

void setSwinging(bool isStick);

void setWalkingPlace(int walkingPlace); -91 -
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#include “ResultState.h”
#include “TitleState.h”

/¥
* AVANIDA
*/

ResultState::ResultState(SoundContainer *soundContainer, SDL_Surface *mainScreen, Player *player) : State

M

this—>soundPlayer = new SoundPlayer(soundContainer, RESULT_SOUND_PATH);

this—>soundContainer = soundContainer;
this—>mainScreen = mainScreen;
this—>player = player;

// KEEDMERE

readingState = NUMBER_OF_INSECTS;
//readingState = PRE_TAG_OF_SCORE;
soundPlayerState = NOT_READING;
readingDigit = 0;

readinglnsect = —1;

//readinglnsect = NULL;

// TEANEMHIETD

textColor.r = 255;

textColor.g = 255;

textColor.b = 255;

font = TTF_OpenFont(“Headache.ttf”, 28);

/%%

* TARSDA

*/

ResultState:"ResultState() {
delete soundPlayer;

/%

* = L\hQWLEEITD

*/

void ResultState:run() {
soundPlayer—>play(“result”);

while(gameState '= END_OF_TITLE) {
processKeyEvent();
playSounds();
draw();
update();
}
finalize();
changeState(new TitleState(soundContainer, mainScreen));

/%%

* F—ARXYMAS—

*/

void ResultState:processKeyEvent() {
State:processKeyEvent();

// B4 MVCR%
if(Util:isPressedOnce(SDLK_RETURN)) {
gameState = END_OF_TITLE;

|®“w|
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/%K

* BREEOTERLY (T—)1N—31F)
*/

void ResultState:playSounds() {
if (soundPlayer—>getStatus(“result”) '= CriAuPlayer:STATUS_PLAYING) {

readResult();
1
}
/*k
* fEREHH LT
*/

void ResultState:readResult() {
switch (readingState) {
case NUMBER_OF_INSECTS:
readNumberOflnsects();
break;

case PRE_TAG_OF_SCORE:
readPreTagOfScore();
break;

case NUMBER_OF_SCORE:
readNumberOfScore();
break;

case POST_TAG_OF_SCORE:

readPostTagOfScore();
break;
case GO_TITLE:
readGoTitle();
break;
1
}
/%%
* WEALROB R EHES
*/

void ResultState:readNumberOflnsects() {
list<Insect> catchedInsects = player—>getCage()—>getCatchedinsects();
list<Insect> unifiedlnsects = unifylnsects(catchedInsects);

// FEZBROARIZERIIICERDAD
if (readinglnsect == -1) {

int index = 0;
for (list<Insect>:iterator i = unifiedinsects.begin(); i '= unifiedinsects.end(); i++) {
insectNames[index++] = i->getName();

}

readinglnsect = 0;

// BTEIL, BRICHERZHERH LTS
if (readingInsect < unifiedInsects.size()) {
string soundName = “number_of “ + insectNames[readinglnsect] + “s”; // ¥#FAEERDL I

int numberOfinsects = getNumberOflnsects(catchedInsects, insectNames[readinglnsect]); // {BF A E

OF 4

string soundScore = boost:lexical_cast<string>(numberOflnsects);

if (soundPlayer—>getStatus(soundName) = CriAuPlayer:STATUS_PLAYING && soundPlayerState ==
READING) {
soundPlayer—>play(soundName);
soundPlayerState = READING_NAME_OFINSECT;

NO
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} else if (soundPlayer—>getStatus(soundName) '= CriAuPlayer:STATUS_PLAYING && soundPlayer—>get
tatus(soundScore) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == READING_NAME_OF_INSECT) {
soundPlayer—>play(soundScore);
soundPlayerState = READING_NUMBER_OF_INSECTS;
} else if (soundPlayer—>getStatus(soundScore) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState
= READING_NUMBER_OF_INSECTS) {
readinglnsect++; // RDHR(Z1T<
soundPlayerState = NOT_READING;
}
}else {
readingState = PRE_TAG_OF_SCORE;
readinglnsect = NULL; // HOSBE#HI1LTS

/%K
* 207D EBEIHAEFRL
*/
void ResultState:readPreTagOfScore() {
if (soundPlayer—>getStatus(“pre_tag_of score”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState ==
NOT_READING) {
soundPlayer—>play(“pre_tag_of score”);
soundPlayerState = READING_SCORE;
} else if (soundPlayer—>getStatus(“pre_tag_of score”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerSt
te == READING_SCORE) {
readingState = NUMBER_OF_SCORE;
soundPlayerState = NOT_READING;

/%K

* 207 OHCFE D ERD

*/

void ResultState:readNumberOfScore() {
int score = calculateScore(player—>getCage()—>getCatchedInsects());
string scoreText = boost:lexical_cast<string>(score);

// ZAAPEMICEIIEBULT, Bk LT3
if (readingDigit < scoreText.size()) {
string digit = scoreText.substr(readingDigit, 1);
if (soundPlayer—>getStatus(digit) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == NOT_REA
ING) {
soundPlayer—>play(digit);
soundPlayerState = READING_SCORE;
} else if (soundPlayer—>getStatus(digit) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == REA
ING_SCORE) {
readingDigit++; // RDHTATTL
soundPlayerState = NOT_READING;
l
Yelse { // FEHmHEAD
readingState = POST_TAG_OF_SCORE;
readingDigit = 0; // HrEi &AL TS

/%%
* 2ZA7OKEEBHEHD
*/
void ResultState:readPostTagOfScore() {
if (soundPlayer—>getStatus(“post_tag of score”) = CriAuPlayer:STATUS_PLAYING && soundPlayerState =
NOT_READING) {
soundPlayer—>play(”post_tag of score”);
soundPlayerState = READING_SCORE; - 95 -
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} else if (soundPlayer—>getStatus(”post_tag_of score”) != CriAuPlayer:STATUS_PLAYING && soundPlayerS
ate == READING_SCORE) {
//readingState = PRE_TAG_OF_SCORE;
readingState = GO_TITLE;
soundPlayerState = NOT_READING;

/%k
* 84 MUCRBCEZHbED
*/
void ResultState:readGoTitle() {
if (soundPlayer—>getStatus(”go_title”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == NOT_RE
DING) {
soundPlayer—>play(”“go_title”);
soundPlayerState = READING_SCORE;
} else if (soundPlayer—>getStatus(”go_title”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState == R
ADING_SCORE) {
readingState = NUMBER_OF_INSECTS;
//readingState = PRE_TAG_OF_SCORE;
soundPlayerState = NOT_READING;

/%K

* HWEETY(T)INVIA)

*/

void ResultState:draw() {

if (debugMode == ON) {

string stateText = “Result”;
text = TTF_RenderText _Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // XFDHHE
SDL_FreeSurface(text);

drawResult();
}
1
/%%
* EROKRTETHITNNVIRA)
*/

void ResultState:drawResult() {
list<Insect> catchedlnsects = player—>getCage()—>getCatchedlnsects();
list<Insect> unifiedinsects = unifylnsects(catchedlnsects);

drawCatchedInsectsName(unifiedInsects);
drawNumberOfCatchedlnsects(catchedInsects, unifiedInsects);

drawScore(catchedlnsects);

/%K
* WORTLRROERIERTTS (FI\WIH)
*/
void ResultState:drawCatchedInsectsName(list<Insect> insects) {
int index = 1;
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
string insectName = i->getName();
text = TTF_RenderText_Blended(font, insectName.c_str(), textColor);
drawText(10, (30 * index) + 10, text, mainScreen); // & BIDHEE
SDL_FreeSurface(text);
index++;
} - 96 -
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/%k
* oA RROBERRTS(FI\WWIA)
*/
void ResultState:drawNumberOfCatchedInsects(list{Insect> catchedlnsects, listInsect> unifiedInsects) {
int index = 1;
for (list<Insect>:iterator i = unifiedinsects.begin(); i '= unifiedinsects.end(); i++) {
int numberOflnsects = getNumberOflnsects(catchedInsects, i->getName());
string insectName = boost:lexical_cast<string>(numberOflnsects);
text = TTF_RenderText_Blended(font, insectName.c_str(), textColor);
drawText(150, (30 * index) + 10, text, mainScreen); // A DHEE
SDL _FreeSurface(text);

index++;
}
1
/%%
* FAUARINRRE—HICTS
*/

list{Insect> ResultState:unifylnsects(list{Insect> insects) {
list<Insect> unifiedinsects; // BUARIDEREFEDHEIA

t<{Insect>:iterator i = insects.begin(); i != insects.end()
if ('existsSamelnsect(unifiedInsects, i->getName())) {
unifiedInsects.push_back(ki);

}

return unifiedlnsects;

/%%
* FIUIEEDE RO EFAND
*/
int ResultState:getNumberOfinsects(list{Insect> insects, string name) {
int numberOflnsects = 0;
for (list<Insect>:iterator i = insects.begin()
if (i->getName() == name) {

= insects.end(); i++) {

numberOflnsects++;
1

}

return numberOflnsects;
1
/¥
* BAUARIDRREMFEATCVINERAND
*/

bool ResultState:existsSamelnsect(list{Insect> insects, string name) {
bool exists = false;
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
if (i->getName() == name) { // BRICEIL B BTIOE BB LVED
exists = true;
break;

}

return exists;

/%%
* 2A07%R RT3 (TIWIH)
*/
void ResultState::drawScore(list{Insect> insects) {
int score = calculateScore(insects); -97 -
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string scoreText = boost:lexical_cast<string>(score);

text = TTF_RenderText_Blended(font, ("SCORE: “ + scoreText).c_str(), textColor);
drawText(10, 250, text, mainScreen); // A7 D&

SDL_FreeSurface(text);

/%%
* 207251 8T
*/
int ResultState::calculateScore(list<Insect> insects) {
int score = 0;
for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
score += i—>getPoint();
}

return score;

|®m|
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ResultState.h (1/2)

#ifndef _RESULTSTATE_H_
#define _RESULTSTATE_H_

#pragma once

#include “State.h”
//#include “Game.h”

#include <list>

using std::string;

/¥

*
*
*
*
*

H—LO#EREMOESISATY.
B ROBHMELEY.

@author hashiyaman
@version 2006/1/6

*/

class ResultState : public State {

private:

Player *player;

int gameState;

t readingState; // $ERFER Tl EHH LIFTLBN

t soundPlayerState; // CriAuPlayer®Status Cxthiz CERER D E#HIN—T 3
t readingDigit; // Fth CLBEENMATHT B H

int readinglnsect;

string insectNames[10];

// BEICLDIERFER

void readResult();

void readNumberOflnsects();
void readPreTagOfScore();
void readNumberOfScore();
void readPostTagOfScore();
void readGoTitle();

// XFILLBBERFER

void drawResult();

void drawCatchedlnsectsName(list<Insect> insects);

void drawNumberOfCatchedInsects(list{Insect> catchedlnsects, list{Insect> unifiedInsects);
void drawScore(list<Insect> insects);

~

list{Insect> unifylnsects(list<Insect> insects);

int getNumberOflnsects(list{Insect> insects, string name);
bool existsSamelnsect(list{lnsect> insects, string name);
int calculateScore(list<Insect> insects);

public:

k

/! A=N=21F

void processKeyEvent();
void playSounds();

void draw();

void run();
ResultState(SoundContainer *soundContainer, SDL_Surface *mainScreen, Player *player);
"ResultState();

#endif -99 -
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River.cpp (1/1)

#include “River.h”
#include “Game.h”

/%%

* JIERTHIATT.

* MEFRRDNNERTEDIC, BHOBFERLLTNET.
*

* @author ikumin

* @version 2006/12/15

*/

/%K

* JVARSDA

*/

River:River(double x, double y) : MovableSound(“river”, x, y) {

}

/%K

* TANIDA

*/

River:: River(void) {

}

/%%

* JIIEE-STLBHE D

*/

bool River:isCrossingRiver() {
double distanceX = this—>x — PLAYER_X;
double distanceY = this—>y — PLAYERLY;

return (distanceX > —20 && distanceX < 20) && (distanceY > —20 && distanceY < 20);

-101 -
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River.h (1/1)

#pragma once

#include “movablesound.h”
#include “player.h”

class River : public MovableSound {
public:
River(double x, double y);
“River(void);

bool isCrossingRiver();

k
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SDLCommonFunctions.h (1/1)

#pragma once
#include <SDL.h>
#include “Constants.h”

namespace {
bool PollEvent() {
SDL_Event ev;
while(SDL_PollEvent(&ev)) {
switch(ev.type) {
case SDL_QUIT:// 74V R0 X iRAVUDRENIZBE Iz
return false;
break;

}

return true;

void ClearScreen(SDL_Surface *target) {
// B=712 R THHE
SDL _Rect dest;
dest.x = 0;
desty = 0;
dest.w = WINDOW_WIDTH,;
dest.h = WINDOW_HEIGHT;
Uint32 color= 0x00000000;
SDL _FillRect( target, &dest, color );

-105 -
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Sound.cpp (1/1)
#include “Sound.h”

/%

* JVARSDA

*/

Sound::Sound(string soundName, float x, float y) {
this—>soundName = soundName;
this—>x = x;
this—>y =v;

float getX() {
//return x;
return 0;

float getY() {
//return y;
return 0;

/%

* TANIDA

*/
Sound:~Sound() {
}

-107 -
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Sound.h (1/1)

#ifndef _GAMEPLAYSTATE_H_
#define _GAMEPLAYSTATE_H_

#include “SoundPlayer.h”
#include “KeyState.h”
#include “StateMessages.h”

#include <SDL.h>

#include <SDL_ttf.h>

#include <string>

#include <list>

#include <boost/bind.hpp>
#include <boost/lexical_cast.hpp>
#include <algorithm>

#include <cstdlib>

#include “SDLCommonFunctions.h”
using std::string;

enum ObjectCondition {
ALIVE, DEAD
k

class Sound {
string soundName;
float x;
float vy;

float getX();
float getY();

public:
Sound(string soundName, float x, float y);
"Sound();
k
#endif

-109 -
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SoundContainer.cpp (1/2)

#include “SoundContainer.n”

/¥
* JVARSDA
*/
SoundContainer:SoundContainer(string cuePath) {
CriError error = CRIERR_OK; // I5—#&HHAMATI1H+

// BEHDENHILETS

soundOut = CriSmpSoundOutput::Create();

heap = criHeap_Create(buf, sizeof(buf));

soundRenderer = CriSoundRendererBasic:Create(heap, error);
soundOut—>SetNotifyCallback(soundOutCallBack, static_cast<void *>(soundRenderer));
soundOut->Start();

// csbT7 VEHH AL

Uint8 *csbdata;

unsigned long csbsize;

csbdata = this—>loadCue(cuePath, &csbsize);

cueSheet = CriAuCueSheet::Create(heap, error);
cueSheet—>LoadCueSheetBinaryFileFromMemory(csbdata, csbsize, error);
free(csbdata);

// BEATIIDMEERL, ¥1—Y—Me&ERTD
audioObject = CriAuObj::Create(heap, soundRenderer, “ForestWalking”, error);
audioObject—>AttachCueSheet(cueSheet, error);

// I5—0HE
if (error '= CRIERR_OK) {
exit(1);

/%
* YOV RLUASTERENEY DY RT—REIETS
*
* Getting PCM Data from CRI Sound Renderer
* numberOfSamples has to be 128+N samples. (N=1,2,3...)
*/
unsigned long SoundContainer:soundOutCallBack(void *obj, unsigned long numberOfChannels, Float32 *sampl
[1, unsigned long numberOfSamples) {
CriSoundRendererBasic* soundRenderer = (CriSoundRendererBasic*) obj;
CriError error;

soundRenderer—>GetData(numberOfChannels, numberOfSamples, sample, error);
return numberOfSamples;

/%

* ¥1—J71 I E0-FTD

*/

Uint8* SoundContainer:loadCue(string path, unsigned long *idtsize) {
FILE *fp;
signed long size;
Uint8 *idt;

fp = fopen(path.c_str(), “rb”);

fseek(fp, 0, SEEK_END);

size = ftell(fp);

idt = (Uint8%*)calloc(size, 1);

fseek(fp, 0, SEEK_SET);

fread(idt, size, 1, fp);

fclose(fp); -111 -

SoundContainer.cpp (2/2)

*idtsize = (unsigned long)size;
return idt;

/%

* BE0-FI3(EFIL—Y—2£ERKTB)

*/

CriAuPlayer* SoundContainer:loadSound(string soundName) {
CriError error = CRIERR_OK;
CriAuPlayer* player = CriAuPlayer:Create(audioObject, error);
player—>SetCue(soundName.c_str(), error);

return player;

/*%

* TARIDA

*/

SoundContainer:~SoundContainer() {
CriError error = CRIERR_OK;

audioObject—>Destroy(error);
cueSheet—>Destroy(error);
soundOut—>SetNotifyCallback(NULL, NULL);
soundRenderer—>Destroy(error);

//  Print Heap Status

//criHeap_DebugPrintBlockInformationAll(heap);
criHeap_Destroy(heap);

-112 -
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SoundContainer.h (1/1)

#ifndef _SOUNDCONTAINER_H_
#define _SOUNDCONTAINER_H_

#include <string>

#include <iostream>

#include “cri_audio.h”

#include “cri_xpt.h”

#include “CriSmpSoundOutput.h”

using std:string;

/¥

* CSBI7M DR HAHEITL, BI7MINDERELET.
*

* @author riho

*/

class SoundContainer {

private:
CriHeap heap;
CriSoundRendererBasic* soundRenderer;
CriAuObj* audioObject;
Uint8 buf[50%1024*1024];
CriSmpSoundOutput *soundOut;
CriAuCueSheet* cueSheet;

Uint8%* loadCue(string path, unsigned long *idtsize);

void createCueSheet();

static unsigned long soundOutCallBack(void *obj, unsigned long numberOfChannels, Float32 *sample[], unsi
ned long numberOfSamples);

public:
“SoundContainer();
SoundContainer(string cuePath);
CriAuPlayer* loadSound(string soundName);

k

#endif
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#include “SoundFactory.h”

/%K

* JVARSDA

*/
SoundFactory:SoundFactory(void) {

}

/%K

* TANIDA

*/
SoundFactory::~SoundFactory(void) {

}

SoundFactory.cpp (1/1)

-115-
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SoundFactory.h (1/1)

#pragma once
#include “soundmaterial.h”
#include “movablesound.h”

#include “river.h”
#include “insect.h”

#include <list>
using std:list;

/¥

* NREEERTDI5ATY.

* ZIRETHREEIERTREER, COVSAEMALTTEL.

*
* @author ikumin

* @version 2006/12/15
*/

class SoundFactory {

public:
virtual list{SoundMaterial> createSoundMaterials() = 0;
SoundFactory(void);
“SoundFactory(void);

k
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SoundMaterial.cpp (1/2)

#include “SoundMateri
#include “Game.h”

/%%

* JVANSDA

*/

SoundMaterial:SoundMaterial(string soundName) {
this—>soundName = soundName;

soundPlayer = new SoundPlayer(Game:getlnstance()->getSoundContainer(), GAME_SOUND_PATH);

volume = 1.0;

isFadeOut = false;
isFadeln = false;

// EHOMELE
increasingWidth = 0;

decreasingWidth = 0;

/%K

* TANIDA

*/

SoundMaterial::”SoundMaterial(void) {
//delete soundPlayer;

}

Ve

* BORATEMFTD
*/

string SoundMaterial::;getName() {
return soundName;

/%%
* FEIRGOT
*/
void SoundMateri
if (isFadeOut) {
fadeOutSound();
} else if (isFadeln) {
fadeInSound();
}

soundPlayer—>setVolume(soundName, volume);
soundPlayer—>loopPlay(soundName);

playSound() {

*/
void SoundMaterial:stopSound() {
soundPlayer—>stop(soundName);

/%k
* BEII-RMVEED
*/
void SoundMaterial:fadelnSound() {
if ((increasingWidth += 0.01) <= 1) {
increasingWidth += 0.01;
}

volume = increasingWidth;

-119 -
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/%K
* BEII-R7PVIEED
*/
void SoundMaterial:fadeOutSound() {
if (volume — decreasingWidth > 0) {
decreasingWidth += 0.015;
volume —= decreasingWidth;
}else {
volume = 0;

double SoundMaterial:getVolume() {
return volume;

void SoundMaterial:setFadeOut(bool isFadeOut) {
this—>isFadeOut = isFadeOut;

void SoundMaterial:setFadeln(bool isFadeln) {
this—>isFadeln = isFadeln;

-120 -
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SoundMaterial.h (1/1)

#pragma once

#include “SoundPlayer.h”
#include “StateMessages.h”

#include “Constants.h”

#include <string>
using std::string;

/%%

* FL—Y—OMENREMPEEICHELENE (BT ERLET.

*

* @author ikumin

* @date 2006/12/15

*/

class SoundMaterial {

protected:
string soundName; // B N4 Bl
SoundPlayer *soundPlayer;
double increasingWidth; // & E£NE MR
double decreasingWidth; // B E NI
double volume;
bool isFadeOut;
bool isFadeln;

public:
SoundMaterial(string soundName);
“SoundMaterial(void);
string getName();
void playSound();
void stopSound();
virtual void fadeInSound();
void fadeOutSound();

void setFadeOut(bool isFadeOut);
void setFadeln(bool isFadeln);
double getVolume();

k
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SoundPlayer.cpp (1/3)

#include “SoundPlayer.h”

/%%

* JVARSDA

*/

SoundPlayer:SoundPlayer(SoundContainer *soundContainer, string soundListPath) {
// BEERBTS
soundShelf = this—>loadSound(soundContainer,soundListPath);

/*%

* TANIDA

*/

SoundPlayer::~SoundPlayer() {
soundShelf.clear();

1
SoundShelf SoundPlayer:loadSound(SoundContainer *soundContainer, string soundListPath) {
7/ TPAIVERK
std:ifstream list(soundListPath.c_str());
// BREICEDEFE DR R EERESIICHA AT
SoundShelf soundList;
string line;
e(list, line)) {
// BB ETEGEEAFYTTS
if ('validate(line)) {
continue;
1
string::size_type splitindex = linefind(” “, 0); // ¥ ATX Y3
string soundJobName = line.substr(0, splitindex);
string soundName = line.substr(splitindex + 1);
soundList[soundJobName] = soundContainer—>loadSound(soundName);
}
list.close();
return soundList;
1
/%%
* LK OB EERANRD
*/

bool SoundPlayer:validate(string line) {
// AV NDEE
string:size_type text = linefind("#”, 0);
if (text '= string:npos) {
return false;

// BB RN ZEEH TR YN TRHIMNES
text = linefind(” ”, 0);
if (text == string:npos) {

return false;

return true;

/*%
* YU RFL—r—DIREEREBLET.
* BSNIKEIFIUTD4OTY. -123 -

SoundPlayer.cpp (2/3)

*
* CriAuPlayer:STATUS_PLAYEND (B4#£T)
* CriAuPlayer:STATUS_PLAYING (B4 /)
* CriAuPlayer:STATUS_PREP (B4 # 1)
* CriAuPlayer:STATUS_STOP ({£1t 1)
*/
int SoundPlayer:getStatus(string soundJobName) {
if(soundShelf find(soundJobName) != soundShelf.end()) {
CriError error = CRIERR_OK;
return soundShelf{soundJobName]->GetStatus(error);
}else {
return -1,

void SoundPlayer:play(string soundJobName) {
if(soundShelf find(soundJobName) != soundShelf.end()) {
CriError error = CRIERR_OK;
soundShelf[soundJobName]->Play(error);

void SoundPlayer:loopPlay(string soundJobName) {
if( soundShelffind(soundJobName) != soundShelf.end() ) {
CriError error = CRIERR_OK;
int soundStatus = soundShelf[soundJobName]->GetStatus(error);

if(soundStatus == CriAuPlayer:STATUS_STOP || soundStatus == CriAuPlayer:STATUS_PLAYEND)

soundShelf[soundJobName]->Play(error);

void SoundPlayer:stop(string soundJobName) {
if(soundShelf find(soundJobName) = soundShelf.end()) {
CriError error = CRIERR_OK;
soundShelf[soundJobName]->Stop(error);

void SoundPlayer:stopAll() {
CriError error = CRIERR_OK;
SoundShelflterator itr;
for(itr = soundShelf.begin(); itr '= soundShelf.end(); itr++) {
(*itr).second—>Stop(error);

void SoundPlayer:stopAllExcept(string excludeSoundName) {
CriError error = CRIERR_OK;
SoundShelflterator itr;

// FEESNEE LS Z21EHD
for( itr = soundShelf.begin(); itr '= soundShelf.end(); itr++ ) {
if((xitr) first '= excludeSoundName) {
(kitr).second—>Stop(error);

void SoundPlayer:setVolume(string soundJobName, double volume) {
if(soundShelf find(soundJobName) != soundShelf.end()) {
CriError error = CRIERR_OK; -124 -
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soundShelf[soundJobName]->SetVolume((Float32) volume, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setPitch(string soundJobName, float pitch) {
if(soundShelf find(soundJobName) != soundShelf.end() {
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetPitch(pitch, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setSendLevel(string soundJobName, const CriAuSendLevel &sendLevel)
{
if(soundShelf find(soundJobName) '= soundShelf.end()) {
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetDrySendLevel(sendLevel, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setReverb(string soundJobName, float reverb) {
if(soundShelf find(soundJobName) '= soundShelf.end()) {
CriError error = CRIERR_OK;
soundShelf[soundJobName]->SetWetSendLevel(CriAuSendLevel:WET_0, reverb, error);
soundShelf[soundJobName]->Update(error);

void SoundPlayer:setCutOffFrequency(string soundJobName, float lowerFrequency, float upperFrequency) {

if(soundShelf find(soundJobName) != soundShelf.end()) {
CriError error = CRIERR_OK;

soundShelf[soundJobName]—>SetFilterCutoffFrequency(lowerFrequency, upperFrequency, error);

soundShelf[soundJobName]->Update(error);

-125 -
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SoundPlayer.h (1/1)

#ifndef _SOUNDPLAYER_H_
#define _SOUNDPLAYER_H_

#include “SoundContainer.n”
#include <string>

#include <fstream>

#include <map>

using std:string;

namespace {
typedef std:map<string, CriAuPlayer*> SoundShelf;
typedef SoundShelf:iterator SoundShelflterator;

/%
* BE LAY —T7. CriAuPlayerg5v L TL\ET.
*

* @author riho

*/

class SoundPlayer {

private:
SoundShelf soundShelf, // BEEZEET %:ERES]
SoundShelf loadSound(SoundContainer *soundContainer, string soundListPath);

bool validate(string line);

public:
SoundPlayer(SoundContainer *soundContainer, string soundListPath);
“SoundPlayer();

int getStatus(string soundJobName);

void play(string soundJobName);

void loopPlay(string soundJobName);

void stop(string soundJobName);

void stopAll();

void stopAllExcept(string excludeSoundName);

void setVolume(string soundName, double volume);

void setPitch(string soundName, float pitch);

void setSendLevel(string soundName, const CriAuSendLevel &sendLevel);
void setReverb(string soundName, float reverb);

void setCutOffFrequency(string soundName, float lowerFrequency, float upperFrequency);

k

#endif
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State.cpp (1/2)

#include “State.h”
#include “Game.h”

/%%

* JVAMDA

*/

State::State(void) {
error = CRIERR_OK;

// BBEIPANDDT NI E— ROEREFTHAD
string value = Util::getConfigurationValue(”debug™);
if (value == “ON") {

debugMode = ON;
}else {

debugMode = OFF;

/*%

* TANIDA

*/

State:"State(void) {
TTF_CloseFont(font);
delete soundContainer;
delete mainScreen;
delete soundPlayer;
delete factory;

void State:drawText(int x, int y, SDL_Surface *source, SDL_Surface *destination) {
SDL_Rect position;
position.x = x;

position.y = y;
SDL _BlitSurface(source, NULL, destination, &position);

/%%
* F—ZEHITD
*/
void State:processKeyEvent() {
if ((PollEvent() || Util:isPressed(SDLK_ESCAPE)) {
exit(0); // = L& TT?

/%K

*\m%m“_».mpm.mm%ﬂ.m
*

void State:update() {
CriAuObj:ExecuteMain(error); // BEMIREEZEFHTS
SDL _Flip(mainScreen); // BEIEDIKEEE TS
SDL _Delay(30); // CPU{E FAZEH"100%(IC13 2 DA<
ClearScreen(mainScreen); // EIE&DU7$3

/%%

* JKRERLEZD

*/

void State:changeState(State *state) {
Game::getlnstance()—>changeState(state);

/%% -129 -

* RNEEITD

*/

void State:finalize() {
// BEDELE
CriError error = CRIERR_OK;
soundPlayer—>stopAll();
CriAuObj::ExecuteMain(error);

int State:getGameState() {
return gameState;

State.cpp (2/2)
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State.h (1/1)

#pragma once

#include “SoundPlayer.h”

#include “StateMessages.h”
#include “Utilh”

#include “SoundFactory.h”
#include “SDLCommonFunctions.h”
#include “CriSmpVideoOutput.h”
#include “Game.h”

#include <SDL.h>
#include <SDL_ttf.h>
#include <string>
#include <list>

class Game;

Ve

* = L DIREERT ISR
*

* @author ikumin
* @date 2006/12/21
*/
class State {
protected:
SDL _Event event;
SoundContainer *soundContainer;
SDL _Surface *mainScreen;
SoundPlayer *soundPlayer;
SoundFactory *factory;
SDL _Surface *text;
SDL _Color textColor;
TTF_Font *font;
CriError error;
int gameState; // '— LOREDIKEERT
int debugMode; // T1\WJE— R (HEEIEITS) hESH

virtual void processKeyEvent();
virtual void playSounds() = 0;
virtual void draw() = 0;

void finalize();

void drawText(int x, int y, SDL_Surface *source, SDL_Surface *destination);
void update();

void changeState(State *state);

public:
State(void);
“State(void);
virtual void run() = 0;
int getGameState();

k
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StateMessages.h (1/1)

#ifndef _STATEMESSAGES_H_
#define _STATEMESSAGES H_

namespace {

// AR TITER AV E—T

enum StateMessage {
QUIT_GAME, // eschBENTz-D4Y FUNEAULN B
START_GAME, // b'— LBtk R
GO_HOW_TO_PLAY, // EBABAIARE
START_TUTORIAL, // Fa1— 7L BRsERE
GO_NIGHT, // 5'— L [CEF RN ZED-
GO_RESULT, // 5'—Lh'#& T Uiz
END_OF _TITLE // 34 MUIAE L

L

enum WalkingState {
STEP_LEFT, // EREHHH LTS
STEP_RIGHT, // B R &BHHLTLVD
FOREST, // H&HU\TL\S
RIVER // Il &% TN

k

enum ForestState {
AFTERNOON, // &
NIGHT // &

L

enum ReadingState {
// HowToPlayState C{# FH
EXPLANATION_OF_SKIP, // A%y /ME#8A
EXPLANATION_OF_GOAL, // BHIMDEkBA
HOW_TO_PLAY, // &5 %
EXPLANATION_OF_INSECTS, // ROIEEFE MDA
SOUND_OF INSECT, // ROIBEFEEEHhE3
END_OF_HOW_TO_PLAY, // F1—FTILAFLIERENHED

// TutorialState C{# Fi

EXPLANATION_OF_TUTORIAL, // F1— M 7)LMEEA
DO_TUTORIAL, // Fa—M7IDELT

END_OF TUTORIAL, // Fa— N7 HENHZEEHHED

// ResultState C{E
NUMBER OF INSECTS, // #iFa- RE#EsLES
PRE_TAG.OF_SCORE, // SEE&R%>
NUMBER_OF_SCORE, // A7 D¥F&R5>
POST_TAG_OF_SCORE, // KE&B%
GO_TITLE

k

enum SoundPlayerState {
// HowToPlayState, TutorialState, ResultState T{# Fi
NOT READING, // %5 TLVEL
READING_RULE, // 5'—LJVL—)V&&5é E(Fh
READING TUTORIAL, // Fa— M7 &5%H LIFh
READING_SOUND_OF_INSECT, // BROIEEE A LIfh
READING_NAME_OF_INSECT, // D& Risd LIFh
READING_NUMBER_OF_INSECTS, // D %&né L(Fsh
READING_SCORE // A07&xd £ (Fh

L

}

#endif
-133 -
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TextCreator.cpp (1/1)

#include “TextCreator.h”

/%K

* JVARSDA

*/
TextCreator:TextCreator(void) {

}

/%K

* TANSDE

*/

TextCreator: TextCreator(void) {

}

/¥
* XFFhb, TFAMENHT.
* TEAMDBETAY MIEKRMICEETT.
*/
/%
SDL_Surface* TextCreator:createText(string textString) {
SDL_Color textColor = {255, 255, 255};
TTF_Font *font = TTF_OpenFont(“Headache ttf”, 28);
SDL _Surface *text = TTF_RenderText_Blended(font, textString.c_str(), textColor);
return text;

*/

-135 -
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TextCreator.h (1/1)

#pragma once

#include <string>
#include <SDL.h>
#include <SDL_ttf.h>

using std:string;

/%%

* XFINORTYBENDTFANEENHTISATY.

* TEAME, FIWTRICRRLET.

*

* WEAEV-DORREE->TNSEY, FERZELICUET.
*

* @author ikumin

* @version 2006/12/15

*/

class TextCreator {

public:
//static SDL_Surface* createText(string textString);
TextCreator(void);
“TextCreator(void);

k
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TitleState.cpp (1/2)

#include “TitleState.h”
#include “"HowToPlayState.h”
#include “AfternoonState.h”

/%

* VA9

*/

TitleState: TitleState(SoundContainer *soundContainer, SDL_Surface *mainScreen)
this—>soundPlayer = new SoundPlayer(soundContainer, TITLE_SOUND_PATH);
this—>mainScreen = mainScreen;
this—>soundContainer = soundContainer;

// TRANEMHIETD

textColor.r = 255;

textColor.g = 255;

textColor.b = 255;

font = TTF_OpenFont(“Headache.ttf”, 28);

/%

* TARSDA

*/

TitleState: TitleState() {
delete soundPlayer;

/%

* 34 ML TORIEBEITD

*/

void TitleState:run() {
soundPlayer—>play(“title”);

while(gameState '= START_GAME && gameState '= GO_HOW_TO_PLAY) {
processKeyEvent();
playSounds();
draw();
update();
}

finalize();

if (zameState == START_GAME) {

changeState(new AfternoonState(soundContainer, mainScreen));
} else if (gameState == GO_HOW_TO_PLAY) {

changeState(new HowToPlayState(soundContainer, mainScreen));

/%k

% F—f KU RS-

*/

void TitleState:processKeyEvent() {
State::processKeyEvent();

if (Util:isPressed(SDLK_SPACE)) { // 5'— L &RBitAT 3
gameState = START_GAME;

isPressedOnce(SDLK_RETURN)) { // SiBA%REAET 3

gameState = GO_HOW_TO_PLAY;

void TitleState:playSounds() {
if (soundPlayer—>getStatus(“title”) '= CriAuPlayer:STATUS_PLAYING) {
soundPlayer—>loopPlay(“how_to_start”); — 139 —

: State() {

TitleState.cpp (2/2)

/%

* HET5(FI\TA)

*/

void TitleState:draw() {

if (debugMode == ON) {

string stateText = "Title”;
text = TTF_RenderText_Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // XLFENDHAE
SDL_FreeSurface(text);
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TitleState.h (1/1)

#pragma once

#include “State.h”
using std:string;

Ve

* BN ERBRT DI
*

* @date 2006/11/05

* @author hashiyaman

*/

class TitleState : public State{

private:
int gameState;

public:
// A=NN—=31 R
void processKeyEvent();
void playSounds();
void draw();

void run(); // H'—LEEITTS
leState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
tleState();

- 141 -
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TutorialSoundFactory.cpp (1/1)

#include “TutorialSoundFactory.h”

/¥

* JVARSDA

*/
TutorialSoundFactory:TutorialSoundFactory(void) {

}

/¥

* TANSDE

*/

TutorialSoundFactory:~ TutorialSoundFactory(void) {

}

Ve
* EREEERTD
*/

list{SoundMaterial> TutorialSoundFactory::createSoundMaterials() {
list{SoundMaterial> soundMaterials;
return soundMaterials;

/%%

* BIMEERTS
*/

list{Creature> TutorialSoundFactory:createCreature() {
list{Creature> creatures;
return creatures;

/*%

* BREERTS

*/

list<Insect> TutorialSoundFactory:createlnsects() {
list<Insect> insects;

insects.push_back(*(new Insect(“frog”, 400, 250)));
//insects.push_back(¥(new Insect(”cricket”, 200, 100)));
//insects.push_back(¥(new Insect(”cricket”, 400, 100, 10)));
return insects;
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TutorialSoundFactory.h (1/1)

#pragma once
#include “GamePlayStateSoundFactory.h”

class TutorialSoundFactory : public GamePlayStateSoundFactory {
public:

TutorialSoundFactory(void);

“TutorialSoundFactory(void);

list{SoundMaterial> createSoundMaterials();

list{Creature> createCreature();
list<Insect> createlnsects();

- 145 -

- 146 -



OO WN =

TutorialState.cpp (1/4)

#include “TutorialState.h”
#include “"HowToPlayState.h”
#include “AfternoonState.h”

/*%
* AVANSDAR
*/

TutorialState:: TutorialState(SoundContainer *soundContainer, SDL_Surface *mainScreen) : GamePlayState(so

ndContainer, mainScreen) {
// Fa—MITIOBEERTD
factory = new TutorialSoundFactory();
insects = ((TutorialSoundFactory *) factory)->createlnsects();

gameState = START_TUTORIAL;

readingState = EXPLANATION_OF_TUTORIAL;
soundPlayerState = NOT_READING;

1/ Tb—Y—EmEIS

player = new Player();

/*%

* TANIDA

*/

TutorialState:: TutorialState(void) {

}

/%%

* Fa—N7IONIEET D

*/

void TutorialState::run() {
initialize();

while(gameState '= START_GAME && gameState '= GO_HOW_TO_PLAY) {
processKeyEvent();
playSounds();
draw();
moveCreatures();
update();

finalize();

if (zameState == START_GAME) {

changeState(new AfternoonState(soundContainer, mainScreen));
} else if (zameState == GO_HOW_TO_PLAY) {

changeState(new HowToPlayState(soundContainer, mainScreen));

void TutorialState::processKeyEvent() {
State:processKeyEvent();

// SRS DIGE TDH, TL—Y—DEEEZRTEEICT D
if (readingState == DO_TUTORIAL) {
GamePlayState::processKeyEvent();

// EREAERIET
i sPressedOnce(SDLK_RETURN)) {

} - 147 -

TutorialState.cpp (2/4)

// HI—EBRBAETD
if (Ut
gameState = GO_HOW_TO_PLAY;

void TutorialStatezmoveCreatures() {
if (readingState == DO_TUTORIAL) {
GamePlayState:moveCreatures();

/*%

* BEBAERIET

*/

void TutorialState::skip() {
soundPlayer—>stopAll(); // BESRDFHBAEER T TS
soundPlayerState = NOT_READING;

// ROFBAICFTC
switch (readingState) {
case END_OF_TUTORIAL:
gameState = START_GAME;
break;

case DO_TUTORIAL:
// BROBELHD
for (list<Insect>:iterator i = insects.begin(); i '= insects.end(); i++) {
i->stopSound();
}

// To—Y—DEZLHD
player—>getSoundPlayer()—>stopAll();
readingState++;

break;

default: // switchX T—2¢DEVEFSHADNZ L ONE
readingState++,

/%k

* Fa— N7V EHH LT

*/

void TutorialState::playSounds() {

switch (readingState) {
case EXPLANATION_OF_TUTORIAL.:

readExplanationOfTutorial();
break;

case DO_TUTORIAL:
readDoTutorial();

break;
case END_OF_TUTORIAL:
readEndOfTutorial();
break;
1
}
/%%
* Fa— M7 ORBAESH £
*/ - 148 -

sPressed(SDLK_SPACE) && readingState == END_OF_TUTORIAL) {
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TutorialState.cpp (3/4)

void TutorialState::readExplanationOfTutorial() {
if (soundPlayer—>getStatus(”explanation_of tutorial”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerSt
te == NOT_READING) {
soundPlayer—>play(”explanation_of tutorial”);
soundPlayerState = READING_TUTORIAL;
} else if (soundPlayer—>getStatus(”explanation_of tutorial”) = CriAuPlayer:STATUS_PLAYING && soundPla
erState == READING_TUTORIAL) {
readingState = DO_TUTORIAL;
soundPlayerState = NOT_READING;

/%K
* F1- WP LEAHOBEEBLT
*/
void TutorialState:readDoTutorial() {
if (lisClear()) {
// BROBERLT
for (list<Insect>:iterator i = insects.begin()
i->playSound();

1= insects.end(); i++) {

// BZICHLA TV ERDERIRSHT
player—>playCatchedlnsects();
} else if (player—>getSoundPlayer()—>getStatus(“catch_” + lastCatchedinsectName) '= CriAuPlayer:STATU
PLAYING) {
readingState = END_OF_TUTORIAL;

/%%
* Fa—MN7IDRNBEEHH LITD
*/
void TutorialState:readEndOfTutorial() {
if (soundPlayer—>getStatus(”end_of tutorial”) '= CriAuPlayer:STATUS_PLAYING && soundPlayerState ==
T_READING) {
soundPlayer—>play(”end_of tutorial”);
soundPlayerState = READING_TUTORIAL;

void TutorialState:draw() {
if (debugMode == ON) {
GamePlayState::draw();

string stateText = “TUTORIAL";

text = TTF_RenderText_Blended(font, stateText.c_str(), textColor);
drawText(10, 10, text, mainScreen); // B D E

SDL _FreeSurface(text);

/%%

* FRTOREHEIADEID

for (list<Insect>:iterator i = insects.begin(); i = insects.end(); i++) {
if (li->getlsCatched()) {
return false;
}

lastCatchedInsectName = i->getName(); // RO B RTZEEELTHS
}

return true; - 149 -

TutorialState.cpp (4/4)

void TutorialState:fadeOut() {
1

void TutorialState::fadeln() {
1

void TutorialState::stopFadeln() {

]

void TutorialState:finalize() {
// BBAERELEND
soundPlayer—>stopAll();
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TutorialState.h (1/1)

#pragma once
#include “TutorialSoundFactory.h”

/%%

* F—LOF1— M7 (REDFEEE-K)TY.
*

* @author ikumin

* @date 2007/1/22

*/

class TutorialState : public GamePlayState {

private:
bool isClear(); // D)7 Lizh&Sh
int readingState; // ¥ DERBAZEFH LIFTLVEH
int soundPlayerState; // CriAuPlayer®Status CxI i CER VR EN/IN—T 3
string lastCatchedInsectName; // & ICHFAT=ROL I

void readExplanationOfTutorial();
void readDoTutorial();
void readEndOfTutorial();

void skip();

protected:
/! A=N=21F
void draw();
void processKeyEvent();
void playSounds();
void moveCreatures();
void fadeOut();
void fadeln();
void stopFadeln();
void finalize();

public:
TutorialState(SoundContainer *soundContainer, SDL_Surface *mainScreen);
“TutorialState(void);
void run();

k
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Util.cpp (1/4)
#include “Util.h”

const double Util:M_PI = 3.141592653589793238462643383279;
bool Util:isKeyPressed = false;

/%k

* BEHUENDIIE AN HT D

*/

double Util:angleToRadian(double angle) {
return ((angle — 90) * M_PI / 180);

/¥

* MEENDERENE TS

*/

double Util:radianToAngle(double radian) {
return ((radian / M_PI * 180) + 90);

/%K

* N1—LEEHETD

*/

double Util::calculateVolume(double targetX, double targetY) {

double distance = calculateDistance(targetX, targetY);

// BRI UTRY1— LZERETS

double volume;

if( distance ==0) {// FEBENODIGE
volume = 1.0;

}else {
//volume = 1.0f / sqrtf(distance) * 2.0f;
volume = sqrt(distance) / =10.0 + 2.0;

}

if( volume < 0.0f) {
volume = 0.0f;

return volume;

/%%

* EREHETS
*/

double Util::calculateDistance(double targetX, double targetY) {
// EEREERTETD
double xDistance = targetX — PLAYER_X;
double yDistance = targetY — PLAYERLY;
double distance = sqrt(xDistance * xDistance + yDistance * yDistance);

return distance;

/¥

* ATV IMEOAEEETS

*/

double Util::calculatelnterObjectAngle(double targetX, double targetY) {

// ATIVID MNEDAEEHETD
double radian = atan2(targetY — PLAYERLY, targetX — PLAYER_X);

/7 BN DEREANE MY D

double angle = radianToAngle(radian);

return angle; - 153 -

Util.cpp (2/4)

/%
* 28— N—-0tY FLALEHETS
*/

CriAuSendLevel Util:calculateSpeakerSendLevel(double targetX, double targetY) {

// ZTVID MNEDAEETETD
Float32 angle = (Float32) calculatelnterObjectAngle(targetX, targetY);

// BEMEYRLALVETETD
Float32 left;

Float32 right;

Float32 leftSurround;

Float32 rightSurround;

//Float32 center;

//CriAuUty::CalcSendLevel5Speakers(angle, &left, &right, &leftSurround, &rightSurround, &center);
CriAuUty::CalcSendLevel4Speakers(angle, &left, &right, &leftSurround, &rightSurround);//, &center);

// BYRLRIVERTET D

CriAuSendLevel sendLevel;
sendLevel.SetLeft(left);
sendLevel.SetRight(right);
sendLevel.SetLeftSurround(leftSurround);
sendLevel.SetRightSurround(rightSurround);
//sendLevel.SetCenter(center);

return sendLevel;

/¥

* ZOF—HRSNLME D

*/

bool Util:isPressed(int id) {
Uint8%* keys = SDL_GetKeyState(NULL);
return keys[id] == SDL_PRESSED;

/*%

* FOF—N—EEFHENTZHEID
*/

bool Util:iisPressedOnce(int id) {

Uint8%* keys = SDL_GetKeyState(NULL);
if (keys[id] == SDL_PRESSED) {
// F-H@RICRIET BRI
if (lisKeyPressed) {
isKeyPressed = true;
return true;
}
} else if (isReleased(id)) {
isKeyPressed = false;
}

return false;

¥k

* FOF—NBESNENE D

*/

bool Util:isReleased(int id) {
Uint8% keys = SDL_GetKeyState(NULL);
return keys[id] == SDL_RELEASED;

/K - 154 -
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* HIREFZENIG TS 190 */
*/ 191 bool Util:validate(string text) {
int Util:getLimitTime() { 192 // AV DZEE
int limitTime = 1000; // ¥)EA{E 193 string:size_type result = text.find(“"#”, 0);
string value = getConfigurationValue(”limitTime”); 194 if (result != string:npos) {
if (value '="") { 195 return false;
limitTime = boost:lexical_cast<int>(value); 196 }
if (limitTime > LIMIT_TIME_MAX) { 197
limitTime = LIMIT_TIME_MAX; 198 /7 FARTABEBENR=TRYIONTHIVES
} else if (limitTime < LIMIT_TIME_MIN) { 199 result = text.find("=", 0); // "= CR 1%
limitTime = LIMIT_TIME_MIN; 200 if (result == string:npos) {
} 201 return false;
} 202 }
return limitTime; 203
} 204 return true;
205 }
/*%
* IVIDLEZETS
*/

int Util::getAreaSize() {
int areaSize = 1300; // #EAE
string value = getConfigurationValue(“areaSize”);
if (value = "") {
areaSize = boost:lexical_cast<int>(value);
if (areaSize > AREA_SIZE_MAX) {
areaSize = AREA SIZE_ MAX;
} else if (areaSize < AREA_SIZE_MIN) {
areaSize = AREA_SIZE_MIN,;

}

return areaSize;

/%%

* TI\WHE-RERBTS

*/

string Util:getConfigurationValue(string propertyName) {
string configPath = “Config.txt”;

// BBEIPAIERL
std:ifstream list(configPath.c_str());

string line;
while(getline(list, line)) {
// BBBEMTEIGE, HHRIET
if ('validate(line)) {
continue;

// BEIPAIUSIEEENETONTANHIMET
string:size_type text = line.find(propertyName, 0);
if (text != stringznpos) { // BHETBIHE, RESNEIEERT
string::size_type splitindex = line.find("=", 0);
return line.substr(splitindex + 1);

~

}
list.close();
return “7; // JONTARB DB RONOBNEEFFZEXFHRT
}
/%K
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Util.h (1/1)

#pragma once
#include “SoundMaterial.h”

#include <SDL.h>
#include <boost/lexical_cast.hpp>

/%%

* ERGBEHELENTHISATY.
*

* @author ikumin
* @version 2006/12/15
*/

class Util {

private:
static bool validate(string text);

public:
static const double M_PI,
static bool isKeyPressed;

static double radianToAngle(double radian);

static double angleToRadian(double angle);

static double calculateVolume(double targetX, double targetY);

static double calculateDistance(double targetX, double targetY);

static double calculatelnterObjectAngle(double targetX, double targetY);

static CriAuSendLevel calculateSpeakerSendLevel(double targetX, double targetY);

static bool isPressed(int id);
static bool isPressedOncef(int id);
static bool isReleased(int id);

static int getLimitTime();

static int getAreaSize();
static string getConfigurationValue(string propertyName);
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