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Abstract

Game Development Kit is designed for conventional in creating and development game, which
use the Object-Oriented Design and Programming technology that can be development easy. The overall
part of this program are shown below

1. Map Editor 2. Object Editor

3. Event Editor 4. Game Runtime

All of above part in this program will be designed independently and each part will generate its
own file. Engine that make the game can running is the Game Runtime part, which depend on the type
of game that it working on. Game Runtime will load all of file, which created by Game Tool, and
initialize all of component in the Game Runtime System for preparing to start the game.

The concept of Game Runtime, running the game and controlling all of game components, is
design to use the model of Event Driven Control, which be used in Microsoft Windows. Include using
Microsoft DirectX version 5.0 technology for helping the way to communicate and control hardware on
the computer, such as displaying image on screen by using DirectDraw , getting input control from input
device by using DirectInput , playing sound by using DirectSound etc. This DirectX technology help all
of these doing more faster and more efficiency than use normal Application Program Interface (API)

that provide by Microsoft Windows.
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Event Editor
CONDITION & ACTIO

CONDITION :

Goto PosX =15 and Pos Y = 20

ACTION :

Change Map

3U3.6 uanalsunsuadravigniselludauveunynan

Iect Action

B yonué‘
Change map

GotoPosX and Pos Y
1GotoPos Y

{On Finish Boss
On Hit
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Game Runtime
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i

#pragma hdrstop

#include "GGOS.h"

11

#pragma package(smart_init)
1

char DEBUGSTR[]="Debugging";



o o . Y~ ;
WANDENANAY  WIZIENINDIAIANTELN

GGOS *refGGOS;

1"
GGOS::GGOS(void)
{

b_UseForTool=true;

;
It

GGOS::GGOS(void *hInst,void *hWnd)
{
m_hWnd=hWnd;
m_hInst=hlInst;
m_MapCount=0;
m_DynamicObjectCount=0;
m_StaticObjectCount=0;
m_CurrentDir = new char[255];
GetCurrentDirectory(255,m_CurrentDir);
m_CurrentMap=0;
b_UseForTool=false;

}
I

GGOS::~GGOS()
{
if('b_UseForTool)
{
delete m_Screen;
delete[] m_CurrentDir;
delete[] m_Mapfile;
delete[] m_Playerfile;
delete[] m_DynamicObjectfile;

delete[] m_StaticObjectfile;

/1

34114
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bool GGOS::LoadGameSystemEnv(const char *filename)

{1 Fuiladdulums load Yoyaisudufisududemsiauvouny
TMemoryStream *mem1 = new TMemoryStream;
mem1->LoadFromFile(filename);
iflmem1->Size !=sizeofl GAMESYSTEMENYV)) return false;
mem1->Read(&GameSystemEnv,sizeofl GAMESYSTEMENYV));
delete mem1;
return true;

}
1

bool GGOS::InitialGameSystem()
() L‘ﬂuﬂaﬁ%u“lumsa?wuaxﬁmumﬁﬁuﬁ'uﬁhmﬁ“l%’iumsﬁwmmmmn
MakeScreen(GameSystemEnv.gseScreenWidth,GameSystemEnv.gseScreenHeight,GameSystemEnv.gs
eScreenBPP);
/1 GGOS use 1 palette/screen/game
m_Screen->LoadPalette(((AnsiString) GameSystemEnv.gsePaletteFilename).c_str());
SetWindow(0,0,GameSystemEnv.gseScreenWidth,GameSystemEnv.gseScreenHeight);
if(!LoadMapFile(((AnsiS~tring)GameSystemEnv. gseGlobalMapFilename).c_str())) return false;
if(!LoadPlayerFile(GameSystemEnv.gsePlayerFilename)) return false;
if(!LoadDynamicObjectFile(((AnsiString)GameSystemEnv.gseGlobalDynaObjFilename).c_str()))
return false;
// This GGOS must load Static Object
if(!LoadStaticObjectFile(((AnsiString)GameSystemEnv.gseGlobalStaticObjFilename).c_str())) return
false;
m_CurrentMapDynamicObjectCount=0;
m_CurrentMapStaticObjectCount=0;
//SetCurrentMap(0);

}
1

bool GGOS::LoadMapFile(const char *mapfile)
{imluilanduinldlums load Wannuazunuiveunuismun
TMemoryStream *mem! = new TMemoryStream,;

mem1->LoadFromFile(mapfile);

iflmem1->Size > sizeof GLOBALMAPHEADER))



mem1->Seek(0,soFromBeginning);
mem1->Read(&gmHeader,sizeofl GLOBALMAPHEADER));
m_MapDirectory = AnsiString(m_CurrentDir)+"\\"+(AnsiString)gmHeader.gmDirectory+"\"; //
Last "\" is bug if gmDirectory is NULL !!

int size=mem1->Size-sizeofl GLOBALMAPHEADER);
char *m_AllMapFileNames = new char[size];
meml->Read(m_AllMapFileNames,size);
if(!MakeMap(m_AlIMapFileNames,gmHeader.gmNumbers)) return false;
delete mem1;
return true;

} else

{

delete mem1;

return false;

}

}
I

bool GGOS::MakeMap(char *allmapfile,int mapcount)
{ il afFui 1l ums 19 GDXMap Object
iflmapcount<=0) return false;
int start=1;
int stop=0;
m_Mapfile = new AnsiString[mapcount];
AnsiString allmapfiles(allmapfile);
for(int i=0;i<mapcount;i++)
{
stop = allmapfiles.Pos(" ");
m_Mapfile[i] = allmapfiles.SubString(start,stop-1);
m_Mapfile[i].Insert(m_MapDirectory,0);
allmapfiles.Delete(start,stop);
}
m_MapCount=mapcount;

m_Map = new GMap*[mapcount];



for (int i=0;i<mapcount;i++)
{
m_Mapli] = new GMap(m_Screen);
if(!m_Mapli]->LoadFromFile(m_Mapfile[i].c_str())) return false;
}

return true;

}
I/

void GGOS::ReleaseAllMap()
{ il afFui1Fums delete )N Map Object
iftm_MapCount==0) return;
for(int i=0;i<m_MapCount;i++)
{
delete m_Mapli];

}
1

bool GGOS::LoadDynamigObjectF ile(const char *objfile)
{ muiladFufi1guns load Wdvesiagfimusamnaouiild (DynamicObject)
TMemoryStream *mem1 = new TMemoryStream;
mem1->LoadFromFile(objfile);
iflmem1->Size > sizeofGLOBALOBJECTHEADER))
{
mem1->Seek(0,soFromBeginning);
mem1->Read(&goDynamic,sizeolf GLOBALOBJECTHEADER));
m_DynamicObjDirectory =
AnsiString(m_CurrentDir)+"\\"+(AnsiString)goDynamic.goDirectory+"\"; // Last "\\" is bug if
goDirectory is NULL !!
int size=mem1->Size-sizeofl GLOBALOBJECTHEADER);
char *m_AIIObjectFileNames = new char[size];
mem1->Read(m_AllObjectFileNames,size);
if(!MakeDynamicObject(m_AllObjectFileNames,goDynamic.goNumbers)) return false;
delete mem1;

return true;



} else

{

delete meml;
return false;

}

b
I

bool GGOS::MakeDynamicObject(char *allobjfile,int objcount)
{nfuilafsui1Flun1ser319 GDynamicObject Object
if(objcount<=0) return false;
int start=1;
int stop=0;
m_DynamicObjectCount=objcount;
m_DynamicObjectfile = new AnsiString[objcount];
AnsiString allobjfiles(allobijfile);
for(int i=0;i<objcount;i++)
{
stop = allobjfiles.Pos(" ");
m_DynamicObjectfile[i] = allobjfiles.SubString(start,stop-1);
m_DynamicObjectfile[i].Insert(m DynamicObjDirectory,0);
allobjfiles.Delete(start,stop);
}
/I*¥** Use for only GDynamicObject ***
m_DynamicObject = new GDynamicObject*[objcount];
int mapid;
for (int i=0;i<objcount;i++)
{
m_DynamicObject[i] = new GDynamicObject(this,m_Screen);
if(!m_DynamicObject[i]->LoadFromFile(m_DynamicObjectfile[i].c_str())) return false;
ifltm_DynamicObject[i]->GetMapID()==-1) mapid=0; else mapid=m_DynamicObject[i]->
GetMapID();
m_DynamicObject[i]->SetDefault(m_Screen->GetBack(),m_Map[mapid],&m_Window);

if(!m_DynamicObject[i]->InitialChildObject()) return false;
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return true;

}

//
void GGOS::ReleaseAllIDynamicObject()
{inBuilardui 1 lums delete GDynamicObject 1) Object

ifltm_DynamicObjectCount==0) return;

for(int i=0;i<m_DynamicObjectCount;i++)

{

delete m_DynamicObject[i];

}

I/
void GGOS::Update()
{
UpdateInput();
UpdateMap();
UpdatePlayer();
UpdateObjects();

m_Screen->Flip();

}

1
void GGOS::ShowObject(GObject *object)

{mnuiladdunldlumsuanana Object

if((m_CurrentMap==object->GetMapID())||(object->GetMapID()==-1))

{ //Show if Current Map is the same as object map
- // or object map is -1 (all map)

object->Show();

}

1!

bool GGOS::LoadPlayerFile(const char *objfile)

{nuilaf R 151ums load Player Il
TMemoryStream *mem1 = new TMemoryStream;

mem/1->LoadFromFile(objfile);

22



iflmem1->Size > sizeof(GLOBALOBJECTHEADER))
{
mem1->Seek(0,soFromBeginning);
mem1->Read(&goPlayer,sizeofl GLOBALOBJECTHEADER));
m_PlayerDirectory = AnsiString(m_CurrentDir)+"\\"+(AnsiString)goPlayer.goDirectory+"\"; //
Last "\\" is bug if goDirectory is NULL !!
int size=mem1->Size-sizeofl GLOBALOBJECTHEADER);
char *m_AllIPlayerFileNames = new char[size];
mem1->Read(m_AllPlayerFileNames,size);
if(!MakePlayerObject(m_AlIPlayerFileNames,goPlayer.goNumbers)) return false;
delete mem1;
return true;
} else
{
delete mem1;
return false;
}
} _
I

" bool GGOS::MakePlayerObject(char *allobjfile,int objcount)
il efFuR 19l umsa$1e GPlayer Object

iflobjcount<=0) return false;

int start=1;

int stop=0;

m_PlayerCount=objcount;

m_Playerfile = new AnsiString[objcount];

AnsiString allobjfiles(allobjfile);

for(int i=0;i<objcount;i++)

{
stop = allobjfiles.Pos(" ");
m_Playerfile[i] = allobjfiles.SubString(start,stop-1);
m_Playerfile[i].Insert(m_PlayerDirectory,0);

allobjfiles.Delete(start,stop);
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/I*¥** Use for only GPlayer ***
m_Player = new GPlayer*[objcount];
int mapid,
for (int i=0;i<objcount;i++)
{
m_Player[i] = new GPlayer(this,m_Screen);
if!m_Player[i]->LoadFromFile(m_Playerfile[i].c_str())) return false;
iflm_Player[i]->GetMapID()==-1) mapid=0; else mapid=m_Player[i]->GetMapID();
m_Player[i]->SetDefault(m_Screen->GetBack(),m_Map[mapid],&m_Window);
if(!m_Player[i]->Initial ChildObject()) return false;
}
return true;
}
1

void GGOS::ReleaseAllPlayerObject()
{mSuilafsuildlums delete GPlayer Object NN
iftm_PlayerCount==0) return;
for(int i=0;i<m_PlayerCount;i++)
{

delete m_Player[i];

i
I

bool GGOS::LoadStaticObjectFile(const char *objfile)
{ mBuilafsuildlums load Sngfi lannsondeniild Gstticobject

TMemoryStream *mem1 = new TMemoryStream;

meml->LoadFromFile(objfile);

iflmem1->Size > sizeofl GLOBALOBJECTHEADER))

{
mem1->Seek(0,soFromBeginning);
mem1->Read(&goStatic,sizeofl GLOBALOBJECTHEADER));
m_StaticObjDirectory = AnsiString(m_CurrentDir)+"\"+(AnsiString)goStatic.goDirectory+"\"; //

Last "\\" is bug if goDirectory is NULL !!

int size=mem1->Size-sizeof{ GLOBALOBJECTHEADER);

24



char *m_AllObjectFileNames = new charf[size];
mem1->Read(m_AllObjectFileNames,size);
MakeStaticObject(m_AllObjectFileNames,goStatic.goNumbers);
delete mem1;
return true;

}else

{

delete mem1;

return false;

}

}
1

bool GGOS::MakeStaticObject(char *allobjfile,int objcount)
 nduilafsuilFlunsadrs GStaticObject object

if{objcount<=0) return false;

int start=1;

int stop=0;

m_StaticObjectCount=oijcount;

m_StaticObjectfile = new AnsiString[objcount];

AnsiString allobjfiles(allobjfile);

for(int i=0;i<objcount;i++)

{
stop = allobjfiles.Pos(" ");
m_StaticObjectfile[i] = allobjfiles.SubString(start,stop-1);
m_StaticObjectfile[i].Insert(m_StaticObjDirectory,0);
allobjfiles.Delete(start,stop);

}

/[*¥*%* Use for only GDynamicObject ***

m_StaticObject = new GStaticObject*[objcount];

int mapid;

for (int i=0;i<objcount;i++)

{
m_StaticObject[i] = new GStaticObject(this,m_Screen);

if(!lm_StaticObject[i]->LoadFromFile(m_StaticObjectfile[i].c_str())) return false;



iflm_StaticObject[i]->GetMapID()==-1) mapid=0; else mapid=m_StaticObject[i]->GetMapID();
m_StaticObject[i]->SetDefault(m_Screen->GetBack(),m_Map[mapid],&m_Window);
ifl!m_StaticObject[i]->InitialChildObject()) return false;
}
return true;
}
//

void GGOS::ReleaseAllStaticObject()

{ iBuilsfFuR 19 lums delete GStaticObject object A7
iftm_StaticObjectCount==0) return;
for(int i=0;i<m_StaticObjectCount;i++)
{

delete m_StaticObject[i];

}
I}

int GGOS::HitObject(GObject *gobject)
{ //Lfluﬂqﬁ%uﬁisx’ﬂumsmaﬂﬁauﬁﬁﬂqﬁ‘lﬁmifumuﬁuiﬁq"lﬂiumnﬂ%‘a"lﬁ
/I Check Hit only Object in Current Map
for(int i=0;i<m_CurrentMapDynamicObjectCount;i-++)
{
// Check All Dynamic Objects
if{gobject->Hit((GObject*)m_CurrentMapDynamicObject[i]))
{

return m_CurrentMapDynamicObject[i]->GetID();

}

for(int i=0;i<m_CurrentMapStaticObjectCount;i++)

{
// Check All Static Objects
iflgobject->Hit((GObject*)m_CurrentMapStaticObject[i]))
{

return m_CurrentMapStaticObject[i]->GetID();



return (-1);
}
//

void GGOS::Run()
{ //Lﬂuﬂdﬁ%uﬁ“l%é’ﬂﬁ Object )N Object #1911 Tae Function GObject::Run()
/I Run All Dynamic Object
for(int i=0;i<m_DynamicObjectCount;i++)
{
m_DynamicObject[i]->Run();
}
// Run all Static Object
for(int j=0;j<m_StaticObjectCount;j++)
{
m_StaticObject[j]->Run();
}
// Run all Player Object
for(int k=0;k<m_PlayerCount;k++)
{
m_Player[k]->Run();

}
It

GObject *GGOS::GetObject(int objID)
{ //udJu‘Wdﬁaﬁuﬁsl%“lumsmﬁmﬁﬁ ID Aufs I UABD AL
//Search Object ID in all Object List
GObject *resultObj;
/I Check for DynamicObject
for(int i=0;i<m_DynamicObjectCount;i++)
{
iflm_DynamicObject[i]->GetID()==0bjID)
{
resultObj = (GObject*)m_DynamicObject[i];

return resultObj;



}
/I Check for StaticObject

for(int j=0;j<m_StaticObjectCount;j++)
{
iflm_StaticObject[j]->GetID()==0bjID)
{
resultObj = (GObject*)m_StaticObject(j];

return resultObj;

} :
/I Check for Player Object
for(int k=0;k<m_PlayerCount;k++)
{
iflm_Player[k]->GetID()==0bjID)
{
resultObj = (GObject*)m_Player[k];

return resultObj;

}
return NULL; // If not found any Object

}
I/

bool GGOS::SetCurrentMap(int map)
{miluiladsunlFlumssmuanindogiu
//Set m_Current Map and
/Make Dynamic Object and Static object List in Current Map
return(MakeCurrentMapObjectList(map));

j
I

bool GGOS::MakeCurrentMapObjectList(int map)
{mihiledFuiFlumsadha List veaingmeafiag luninilogiiu
ifl(map>=0)&&(map<m_MapCount))
{

28
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m_CurrentMap=map;

int dynamiccount=0;

int staticcount=0;

for(int i=0;i<m_DynamicObjectCount;i++)

{
if((m_DynamicObject[i]->GetMapID()==map)||(m_DynamicObject[i]->GetMapID()==-1))
{

dynamiccount++;

}

for(int i=0;i<m_StaticObjectCount;i++)

{
if{(m_StaticObject[i]->GetMapID()==map)||(m_StaticObject[i]->GetMapID()==-1))
{

staticcount++;

} -

m_CurrentMapDynamicObject = new GDynamicObject*[dynamiccount];

m_CurrentMapStaticObject = new GStaticObject*[staticcount];

m_CurrentMapDynamicObjectCount = dynamiccount;

m_CurrentMapStaticObjectCount = staticcount;

// Make Dynamic Object list

int count=0;

for(int j=0;j<m_DynamicObjectCount;j++)

{
if((m_DynamicObject[j]->GetMapID()==map)||(m_DynamicObject[j]->GetMapID()==-1))
{

m_CurrentMapDynamicObject[count++] = m_DynamicObject[j];

// Make Static Object List
count=0;

for(int j=0;j<m_StaticObjectCount;j++)
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if((m_StaticObject[j]->GetMapID()==map)||(m_StaticObject[j]->GetMapID()==-1))
{

m_CurrentMapStaticObject[count++] = m_StaticObject[j];

}
return true;

} else return false;

//
° o X vy & g g 5 o
#1115 GGShooting Class 1AAUN®AN191 GGOS Class Fuiluaaraiugiudmsums
Mmaveunuia lduun lumwizmzesgdunuveany Tay GGShooting Class 921iNMININUYD4
1 5 I~ a
1n1l521aM Shooting ae Tilenrugumsyhauveunu Iy lmugtiuuveunulszianeuss

9
TaoT Code M3

/!

#fpragma hdrstop

#include "GGShooting.h" _

I

#pragma package(smart_init)

//
GGShooting::GGShooting(void)
{

b_UseForTool=true;

}
Z

GGShooting::GGShooting(void *hInst,void * hWnd) : GGOS(hInst,hWnd)
{

m_Speed=1;

b_UseForTool=false;

b
I

GGShooting::~GGShooting()
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}
I}

void GGShooting::Updatelnput()
inBuiladFuildlums sunazasaaaoudoyanin keyboard samafmua oz dosines s
if(GetAsyncKeyState(VK_UP))
{
m_Player[0]->MoveUp(m_Player[0]->GetVelY());
iftm_Player[0]->GetScreenPos Y ()<0) m_Player[0]->MoveDown(m_Player[0]->GetVelY());
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveDown(m_Player[0]->GetVelY());

}

if{GetAsyncKeyState(VK_DOWN))

{
m_Player[0]->MoveDown(m_Player[0]->GetVelY());
iflm_Player[0]->GetScreenPosY()>m_PlayerBottomLimit) m_Player[0]->MoveUp(m_Player[0]->

GetVelY());
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveUp(m_Player[0]->GetVelY());
}
}

if(GetAsyncKeyState(VK_LEFT))
{
m_Player[0]->SetFrame(1);
iflm_Player[0]->GetScreenPosX()<128 && m_Map[m_CurrentMap]->GetMapPosX()>0)
{
m_Player[0]->MoveLeft(m_Player[0]->GetVelX());
m_Map[m_CurrentMap]->ScrollLeft(m_Speed);
if(HitObject(m_Player[0])!=-1)

{
m_Player[0]->MoveRight(m_Player[0]->GetVelX());
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}
} else iflm_Map[m_CurrentMap]->GetMapPosX()==0)
{
m_Player[0]->MoveLeft(m_Player[0]->GetVelX());
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveRight(m_Player[0]->GetVelX());
}
iflm_Player[0]->GetScreenPosX()<0) m_Player[0]->MoveRight(m_Player[0]->GetVelX());
} else
{
m_Player[0]->MoveLeft(m_Player[0]->GetVelX());
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveRight(m_Player[0]->GetVelX());

} -
iflGetAsyncKeyState(VK_RIGHT))
{
m_Player[0]->SetFrame(2);
iflm_Player[0]->GetScreenPosX()>412 && m_Player[0] ->GetPosX()<m_Map[m_CurrentMap]->
GetMapPixelWidth()-m_Player[0]->m_Tile->GetBlockWidth())
{
m_Player[0]->MoveRight(m_Player[0]->GetVelX());
m_Map[m_CurrentMap]->ScrollRight(m_Speed);
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveLeft(m_Player[0]->GetVelX());
}
} else iflm_Map[m_CurrentMap]->GetMapPosX()==128)
{
m_Player[0]->MoveRight(m_Player[0]->GetVelX()):
iflHitObject(m_Player[0])!=-1)
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m_Player[0]->MoveLeft(m_Player[0]->GetVelX());
}
iflm_Player[0]->GetScreenPosX()>m_PlayerRightLimit) m_Player[0]->MoveLeft(m_Player[0]-
>GetVelX());
} else
{
m_Player[0]->MoveRight(m_Player[0]->GetVelX());
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveLeft(m_Player[0]->GetVelX());

}
if{GetAsyncKeyState(VK._CONTROL))

{
// Test ChangeMap by Event
GRemoteEvent *remoteEvent = new GRemoteEvent(m_Player[0],1,GO_HIT,MP_NONE,NULL);
m_Player[0]->Notify(remoteEvent);
}
if(GetAsyncKeyState(VK_SPACE))
{
m_PlayerMissileTick++;
iftm_PlayerMissileTick>ShootingEnv.sgePlayerMissileTick)
{
if(PlayerMissile->m_Child->Run(m_PlayerMissileNow,true,true))
{
iflm_PlayerMissileNow<PlayerMissile->GetTotalChild()-1)
{
m_PlayerMissileNow++;
} else m_PlayerMissileNow=0;

}
m_PlayerMissileTick=0;



}
if(!((GetAsyncKeyState(VK_LEFT)||GetAsyncKeyState(VK_RIGHT))))

{
m_Player[0]->SetFrame(0);

i
/!

void GGShooting::UpdatePlayer()
{nPuilessunlslumsidon Player SumunduEaismun
iflm_Map[m_CurrentMap]->GetMapPosY()>=m_Speed)
{
m_Player[0]->MoveUp(m_Speed);
if(HitObject(m_Player[0])!=-1)
{
m_Player[0]->MoveDown(m_Speed);

} -
I

void GGShooting::UpdateMap()
{niluflad il lumsdeunindumunudfismua
iflm_Map[m_CurrentMap]->GetMapPosY()>=m_Speed)
{
m_Map[m_CurrentMap]->WrapScrollUp(m_Speed);

}
I

void GGShooting::Update()
{ miluiladsuildlums Update %quazmmamwaﬁy@ﬁm
Run(); // Run RunGenerator & Listener
UpdateInput();
if(ShootingEnv.sgeMapScrollSpeed!=0)
{

UpdateMap(); // Wrap Scrolling Up by Map speed.



}
m_Map[m_CurrentMap]->DrawClipped(m_Screen->GetBack(),&m_Window);
UpdateObjects(); // Another object is below player object.

UpdatePlayerMissile();

// Update Enemy Missile still tested

UpdateEnemyMissile();

if(ShootingEnv.sgeMapScrollSpeed!=0)

{

UpdatePlayer();
}
m_Screen->Flip();

}
"

void GGShooting::UpdateObjects()
{infhuilerdui 18 lunsuansSagianuaiiodlunin
// Update Object only in Current Map
// Show All Static Objects
for(int i=0;i<m_CurrentMapStaticObjectCount;i++)
{
ShowObject((GObject*)m_CurrentMapStaticObject[i]);
H
// Show All Dynamic Objects
for(int i=0;i<m_CurrentMapDynamicObjectCount;i++)
{
ShowObject((GObject *)m_CurrentMapDynamicObject[i]);
}
/I Show All Player Objects
for(int i=0;i<m_PlayerCount;i++)
{
ShowObject((GObject *)m_Player[i]);



I
void GGShooting::UpdatePlayerMissile()
{ //LfJuWaﬁﬁﬁuﬁi%luﬂ1ixgﬁﬂai'ﬁq‘ﬁrﬂu Player Missile
if(PlayerMissile->m_Child->Active)
{
ShowObject((GObject*)PlayerMissile);
GDynamicObject *obj;
for(int i=0;i<PlayerMissile->GetTotalChild();i++)
{
if(PlayerMissile->m_Child->isRunning(i))
{
if((PlayerMissile—>m_Chi1d—>Child[i]—>GetScreenPosY()<=0)]|(P1ayerMissile->m_Child->
Child[i]->GetScreenPosY()>=m_Screen->GetHeight()))
{ // Missile go out of screen
PlayerMissile->m_Child->Stop(i);
} else
{
obj = (GDynamicObject*)PlayerMissile->m_Child->Child[i];
obj->MoveUp(obj->GetVelY());
int hit=HitObject(obj);
if(hit!=-1)
{
GObject *hitobj = GetObject(hit);
GRemoteEvent *remoteEvent = new
GRemoteEvent(hitobj,2,GO_HIT,MP_NONE,NULL);
hitobj->Notify(remoteEvent); -
PlayerMissile->m_Child->Stop(i);

/lobj->MoveDown(obj->GetVelY());

36
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%

void GGShooting::UpdateEnemyMissile()
{ //L‘TJuWaﬁ%uﬁ“l%iummﬁﬂﬁﬁqﬁlﬂu Enemy Missile
for(int i=0;i<m_CurrentMapEnemyMissileCount;i++)
{
RunEnemyMissile(m_CurrentMapEnemyMissile[i]);

}
I

void GGShooting::RunEnemyMissile(GDynamicObject *enemyMissile)
{ //L?Juﬁaﬁ%um%'iumsﬁmummzmuanmsv‘imummiﬂq Enemy Missile Wann
GDynamicObject *obj;
/I define Enemy Missile Script
SCRIPT script;
script.sID=0;
script.sClassID=CID_GDYNAMICOBJ;
script.sActive=true;
script.sType=ST_CHILDMOVEDOWN;

script.sParam1 = 0; // Child Id 0 move down.

for(int i=0;i<enemyMissile->GetTotalChild();i++)
{
if(enemyMissile->m_Child->isRunning(i))
{
ifl(enemyMissile->m_Child->Child[i]->GetScreenPosY()<=0)||(enemyMissile->m_Child->
Child[i]->GetScreenPosY()>=m_Screen->GetHeight()))
{ // Missile go out of screen
enemyMissile->m_Child->Stop(i);
} else
{
obj = (GDynamicObject*)enemyMissile->m_Child->Child[i];
iflenemyMissile->hasScript())
{

enemyMissile->m_Script->SetMainActive(true);
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script.sParam1=i;
enemyMissile->m_Script->CheckScript(script);

} else

{
obj->MoveDown();

}

iflm_Player[0]->Hit((GObject*)obj))

{
GObject *hitobj = (GObject*)m_Player[0];
// Only EventID = 2 the object that hit will be destroy
// And all Object that want to receive event 2 must be defined.
GRemoteEvent *remoteEvent = new GRemoteEvent(hitobj,2,GO_HIT,MP_NONE,NULL);
hitobj->Notify(remoteEvent);
enemyMissile->m_Child->Stop(i);

//obj->MoveDown(obj->GetVelY());

}
}
} else _
{
//enemyMissile->m_Child->Run(i,true, true);
}
}

}
I

bool GGShooting::LoadShootingEnv(const char *filename)
{imfuilafduildums load RIS lumshauveunulsznnenids
TMemoryStream *mem1 = new TMemoryStream;
mem1->LoadFromFile(filename);
iflmem1->Size != sizeoflf SHOOTINGGAMEENYV)) return false;
memI->Read(&ShootingEnv,sizeoflf SHOOTINGGAMEENV));
if(ShootingEnv.sgeMapScroliSpeed==0) m_Speed=1;
else m_Speed=ShootingEnv.sgeMapScrollSpeed;
delete mem1;

AnsiString file = m_PlayerDirectory+ShootingEnv.sgePlayerMissileFile;



if(!LoadPlayerMissile(file.c_str())) return false;

return true;

}
I

void GGShooting::InitialShootingGame()

{ //LfJuWaﬁ%uﬁ“l%’iumsﬁ%’mmxﬁmuﬂﬁn’ém?fwhmﬁ“l%“lumﬁﬁmmjmmuﬂizmwmuﬁq
// Initial Player Movement Limitation on Screen
m_PlayerRightLimit = m_Screen->GetWidth()-m_Player[0]->m_Tile->GetPixelWidth();
m_PlayerBottomLimit = m_Screen->GetHeight()-m_Player[0]->m_Tile->GetPixelHeight();
m_PlayerMissileNow=0;
m_PlayerMissileTick=0;
// Enable Player Missile
PlayerMissile->m_Child->SetMainActive(true);
SetCurrentMap(0);

}
"

bool GGShooting::LoadPlayerMissile(const char *filename)
{mniluitlafsui 19 uns load WS Player Missile
PlayerMissile = new GDynamicObject(this,m_Screen);
if(IPlayerMissile->LoadFromFile(filename)) return false;
PlayerMissile->SetDefault(m_Screen->GetBack(),m_Map|[PlayerMissile->GetMapID
(0],&m_Window);
if(!PlayerMissile->InitialChildObject()) return false;
return true;

}
I

bool GGShooting::MakeCurrentMapEnemyMissile(int map)
{indhuitadFuit 1 lumsa1a3ng Enemy Missile Hogianualunin
ifl(map>=0)&&(map<m_MapCount))
{
int enemyMissileCount=0;
for(int i=0;i<m_CurrentMapDynamicObjectCount;i++)
{
iflm_CurrentMapDynamicObject[i]->GetType()==DO_ENEMYMISSILE)
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iflm_CurrentMapDynamicObject[i]->isMainChild())
{

enemyMissileCount++;

}

m_CurrentMapEnemyMissile = new GDynamicObject*[enemyMissileCount];
m_CurrentMapEnemyMissileCount = enemyMissileCount;
int count=0;

for(int i=0;i<m_CurrentMapDynamicObjectCount;i++)

{
iflm_CurrentMapDynamicObject[i]->GetType()==DO_ENEMYMISSILE)
{
m_CurrentMapEnemyMissile[count++] = m_CurrentMapDynamicObject[i];
}
}
return true; _

} else return false;

}
I

bool GGShooting::SetCurrentMap(int map)

{ //zﬂuﬂaﬁ%uﬁ[’l%“lumsﬁmuﬂmﬂi”lmgﬁu
if(!MakeCurrentMapObjectList(map)) return false;
if(!MakeCurrentMapEnemyMissile(map)) return false;

return true;
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int oTotalEventGenerator;

int oParentID;

} OBJECTHEADER,;
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typedef struct tagObjectDataHeader
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bool odVisible;
bool odActive;

int odX;

int odY;

int odZ;

int odStartFrame;
bool odHasChild;
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typedef struct tagDynamicObjectData

{

DYNAMICOBITYPE dodType;

int dodLife;
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} DYNAMICOBJECTDATA,;
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{
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typedef struct tagTileHeader

{
char tSignature[4];
int - tVersion;
int ’ tID;
char tName[20];
int tBlockWidth;
int tBlockHeight;
int tBlockNumbers;
int tColorKey;
int tMaskSize;

} TILEHEADER,;

k4
v A

TaviiswaziBuavesteyaihy ludulamariidsil

v
g o @ =

. a g v W o B
1. tSignature INUDNVTE 4 mmﬂuﬁiy ﬂymmmuﬂmau‘,au

=

. < s = . ) g
2. tVersion lﬂﬂlﬂﬂm’]u')ulﬂﬂ‘ﬂlﬂuﬂNWUlﬂﬂlquﬂlﬂﬂllﬂﬂmagﬁu

O

< o g 44 _ ) B A
3. D v nuRuhidunnsevdidvvewudoyati(lunsdilinatoudy)
g o o A A g
4. fName INUSNUTE 20 Fniuiove ngdil
. 3 8 3 4adg ) 3 VoA '
5. tBlockWidth ihuusau@uiiuanunevesuaenveInngosngnia

oomdlumsy



° = < ' { 1
6. tBlockHeight tAumv§uamaniiidluanugavesdonveanimdesiigniia

pomilumsy

° <1

< o = 1 2,’ q
7. tBlockNumbers (AU 1A unidu i muviondosganualu 1 Ind
g o g o ad g '
8. tColorKey iNutauinumuvessHaamiualysala
. g s g A3 o LA s
9. tMaskSize (AURYTIUIUALNIUIIUIY Mask Bit n191u 1 Ind

10.

v

A o Y \

9.48  amduinlavewdudeyaiifiudeyavesmaiagiililunisiii Mask Bit Falilnss

U

Y o oA
TINWNAU

typedef struct tagTileMaskHeader

{
int tmWidth;
int tmHeight;
int tmBitUsed;

} TILEMASKHEADER,;
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typedef struct tagMapHeader

{
char msSignature[3];
int miVersion;
int mulD;

char msName[16];
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1/
#ifndef GDKH

#define GDKH

#include "GStruct.h"
#include "GDXClass.h"
#include "GDXError.h"
#include "GDXSurface.h"
#include "GDXScreen.h"
#include "GDXMap.h"
#include "GDXTile.h"

I/

class GObject;

class GGOS;

class GEvent;

class GDynamicObject;
class GStaticObject;
class GPlayer;

class GChild;

class GEventGenerator;

class GScript;

class GRemoteEvent
{
private:
int EventID;
EVENTMESSAGE Msg;
MESSAGEPARAM MsgParam;

GObject *Source;
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GObject *HandBack;

public:

GRemoteEvent(GObject *source,int eventID,EVENTMESSAGE msg, MESSAGEPARAM
MsgParam,GObject *handback);

~GRemoteEvent();

inline GObject* GetSource(){return Source;}

inline int GetMsg(){return Msg;}

inline int GetMsgParam() {return MsgParam;}

inline GObject* GetRegisTrationObject(){return HandBack;}

inline int GetID(){return EventID;}

}s

class GObject
{
friend class GChild;
protected:
bool b_isGDX; //if ;reate by Tool =false ,create by game =true
bool b_UseOutsideTile; // if Constructure use for GTile will be true
/1 if true GTile will be created in GObject
/I if false GTile must be PASSED from outside
GDXScreen *m_Screen;
GDXSurface *m_Surface;
GMap *m_Map;
LPRECT m_Rect;
int m_ColorKey;
static int CurrentID;
const static int ClassID;
bool b_isRemoteEventListener;
bool b_isEventGenerator;
bool b_hasScript;
int ID;

int ChildID;
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GGOS *m_GGOS;

protected:
OBJECTHEADER m_ObjectHeader;
OBJECTDATAHEADER m_ObjectDataHeader;
OBJECTTILEDATAHEADER m_ObjectTileDataHeader;
int m_Frame;
int m_MapID;
int m_PosX,m_PosY,m_PosZ;// Z for Layer ...

int m_ScreenPosX,m_ScreenPosY;

protected:
void InitialHeader(void);
void UpdateData(void);
bool MakeEventObject(int num,TMemoryStream *mem1);

bool MakeGeneratorObject(int num,TMemoryStream *mem1);

public:
GTile *m_GTile;// used for Object Tool
GDXTile *m_Tile;
GEvent *m_Event;// Used for RemoteEventListener
GEventGenerator *m_Generator; // Used for EventGenerator
GChild *m_Child; // If this Object is Main Child
GScript *m_Script; // For Object Script
bool Active;
bool Visible;

bool b_TimerRunning;

// Default Constructure that must LoadFromFile used with OBJ Tool after
GObject(void);
// Constructure used for GDXTile ONLY with no header

//GObject(GDXScreen *screen,const char *filename,int w,int h,int num);
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/I Constructure used for creaet Object in defined Game OS
//'This Construct MUST use for create Object in Game Runtime

GObject(GGOS *ggos,GDXScreen *screen);

/I Constructure used for GTile

GObject(GTile *gtile);

GObject(GObject *mainChild);

~GObject();

void Show(void);

void Show(GDXSurface *IpDDS);

void Show(GDXSurface *IpDDS,LPRECT ClipRect);

void Show(GDXSurface *IpDDS,GMap *gdxmap);

void Show(GDXSurface *IpDDS,GMap *gdxmap,LPRECT ClipRect);

inline void SetDefault(GDXSurface *IpDDS,GMap *gdxmap,LPRECT ClipRect)
{m_Surface=IpDDS;m_Map=gdxmap;m_Rect=ClipRect;}

inline void SetFrame(int frame){m_Frame=frame;}

inline void SetMapID(int map){m_MapID=map;}

inline void SetMap(GMap **map,int mapid);

inline int GetMapID(void){return m_MapID;}

//inline static int GetClassID(){return ClassID;}

/] ClassID was save in ObjectHeader

‘inline int GetClassID(){return m_ObjectHeader.oClassID;}

inline int GetCurrentID(){return CurrentID;}

inline void SetPos(int x,int y,int z){m_PosX=x;m_PosY=y;m_PosZ=z;}

inline int GetPosX(){return m_PosX;}

inline int GetPosY(){return m_PosY;}

inline int GetPosZ(){return m_PosZ;}

inline int GetScreenPosX(){return m_ScreenPosX;}

inline int GetScreenPosY(){return m_ScreenPosY;}

inline void SetPosX(int x){m_PosX=x;}

inline void SetPosY(int y){m_PosY=y;}

inline void SetPosZ(int z){m_PosZ=z;}

inline void SetColorKey(int colorkey){m_ColorKey=colorkey;}
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//inline void SetMovement(OBJMOVEMENT move){m_ObjectDataHeader.odMove=move;}
/linline OBJMOVEMENT GetMovement(void){return m_ObjectDataHeader.odMove;}
/I Load Object File to screen with Header use for GDXTile in Game
virtual bool LoadFromFile(const char *filename);

//==Load Object File with Header used by Object Tool ONLY ==
virtual bool LoadToolFromFile(const char *filename);

//==These Blow Functions are used by Object Tool ONLY ==

virtual bool SaveToFile (const char *filename); // GTile Must be loaded !!
void SetObjectDataHeader();

/I ==TFor Set ID from Game Tool Only (before Saving)

//==1If not Set ID before saving ,it will autogen by CurrentID

inline void SetID(int id){m_ObjectHeader.oID=id;}

/l==For Gef ID from Runtime ID Only !! (Generate by CurrentID)
inline int GetID(){return ID;}

inline int GetToolID() { return m_ObjectHeader.oID; }

/I No setChildID() method cause of ChildID will be generated

/I by GChild only!!

inline int GetChildID(){return ChildID;}

inline int GetParentID({return m_ObjectHeader.oParentID;}

inline void SetParentID(int id){m_ObjectHeader.oParentID=id;}

/I == Check For Normal Tile (Not have MASK bits ) ==

/I For use in GDynamicObject or GStaticObject

/I must be FORCE with (GObject*).

virtual bool Hit(GObject *gobject);

// =="For Main Child Object ==

/1 If this Object is Main Child

/1 1. Invisible and Inactive

/1 2. HasChild = true;

virtual bool Initial ChildObject();

inline void SetMainChild(bool b);

inline void SetChildPositionAsParent(bool b){m_ObjectDataHeader.odPosAsParent=b;}

inline void SetDieAsParent(bool b){m_ObjectDataHeader.odDieAsParent=b;}
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inline void SetDestroyOnDie(bool b){m_ObjectDataHeader.odDestroyOnDie=b;}
inline void SetTotalChild(int count){m_ObjectDataHeader.odChildTotalCount=count;}
inline void SetRedupable(bool b){m_ObjectDataHeader.odCanRedup=b;}

inline void SetRelPosX(int x){m_ObjectDataHeader.odRelPosX=x;}

inline void SetRelPosY(int y){m_ObjectDataHeader.odRelPosY=y;}

inline void SetCreateActive(bool b){m_ObjectDataHeader.odCreateActive=b;}

inline void SetCreateVisible(bool b){m_ObjectDataHeader.odCreateVisible=b;}

inline bool isMainChild(){return m_ObjectDataHeader.odHasChild;}

inline bool isCreatePositionAsParent(){return m_ObjectDataHeader.odPosAsParent;}
inline bool isDieAsParent(){return m_ObjectDataHeader.odDieAsParent;}

inline int GetTotalChild(){return m_ObjectDataHeader.odChildTotalCount;}

inline bool isRedupable(){return m_ObjectDataHeader.odCanRedup;}

// = Game OS for this Object ===

inline void SetGameOS(GGOS *ggos){m_GGOS=ggos;}

inline GGOS *GetGameOS(){return m_GGOS;}

/= Timer; Function =

inline bool hasTimer(){return m_ObjectHeader.oHasTimer;}

void SetObjectTimer(UNIT time,bool
once){m_ObjectDataHeader.odTimer=time;m_ObjectHeader.oHasTimer=true;m_ObjectDataHe
ader.odTimerOnce=once;}

bool RunObjectTimer();

bool RunObjectTimer(UNIT time);

UNIT GetObjectTimer(){return m_ObjectDataHeader.odTimer;}

bool KillObjectTimer();

void OnTimer(DWORD time);

// ==========0Object Running Functions
/1 1. Run Script

/1 2. Run EventGenerator if b_isEventGenerator

1

void Run();
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/| ==========Event Functions ===—===—====—=

inline void SetEventNumbers(int num);

inline void SetEventGeneratorNumbers(int num);

inline bool isEventGenerator(){return b_isEventGenerator;}

inline bool isRemoteEventListener(){return b_isRemoteEventListener;}
void Notify(GRemoteEvent *remoteEvent); // use for RemoteEventListener

bool RunGenerator(); / For runing EventGenerator

/| =========Script Function

virtual void SetScriptNumbers(int num);

virtual bool LoadScript(int num,TMemoryStream *stream);
inline bool hasScript(Q{return b_hasScript;}

bool RunScript();

/| ==——=—====0bject Movement Virtual Function
virtual bool MoveDown(){m_PosY++;} )
virtual bool MoveLef~tO{m_PosX—;}

virtual bool MoveRight(){m_PosX++;}

virtual bool MoveUp(Q{m_PosY—;}

class GGOS

{

protected:

GAMESYSTEMENY GameSystemEnv;
bool b_UseForTool;
void *m_hInst;

RECT m_Window;

int m_MapCount;

int m_DynamicObjectCount;



int m_StaticObjectCount;
int m_PlayerCount;
int m_CurrentMapDynamicObjectCount;

int m_CurrentMapStaticObjectCount;

GLOBALMAPHEADER gmHeader;
GLOBALOBJECTHEADER goDynamic;
GLOBALOBJECTHEADER goPlayer;

GLOBALOBJECTHEADER goStatic;

AnsiString *m_DynamicObjectfile;
AnsiString *m_StaticObjectfile;
AnsiString *m_Playerfile;

AnsiString *m_Mapfile;

AnsiString m_DynamicObjDirectory;
AnsiString m_PlayerDirectory;
AnsiString m_StaticObjDirectory;

AnsiString m_MapDirectory;

char *m_CurrentDir;

int m_CurrentMap;
int m_CurrentMap_StartObjectID;

int m_CurrentMap_TotalObjects;

GMap **m_Map;

// GDK Object Class Instance
GDynamicObject **m_DynamicObject;
GStaticObject **m_StaticObject;

GPlayer **m_Player;

//All Object for Current Map
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GDynamicObject **m_CurrentMapDynamicObject;

GStaticObject **m_CurrentMapStaticObject;

protected:

/! Global Functions =====//

bool MakeCurrentMapObjectList(int map);

1l = //

Map Functions

bool MakeMap(char *allmapfile,int mapcount);

1 1

Dynamic Object Functions

bool MakeDynamicObject(char *allobjfile,int objcount);

1 "

Player Functions

bool MakePlayerObject(char *allobjfile,int objcount);

Static Object Functions 1

/!

bool MakeStaticObject(char *allobjfile,int objcount);

public:
void *m_hWnd;

GDXScreen *m_Screen;

/l Constructors I
GGOS(void *hInst,void *hWnd);

GGOS(void); // Use for Tool

/! Destructor 1
~GGOS();
/! Game Operating System Functions =====//

bool LoadGameSystemEnv(const char *filename);
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bool InitialGameSystem();

/I Below Virtual function allow to make other Game style inherit from
/ this GGOS class

virtual void UpdatePlayer(){}

virtual void UpdateInput(){}

virtual void Update();

virtual void UpdateMap(){}

virtual void UpdateObjects(){}

// =====Global Objects Functions 1

/I Check Object Hit To Any Object in Game

// return ObjectID (runtime) for Object that be HIT
/I return -1 = Not Hit Any Object

virtual int HitObject(GObject *gobject);

// For Running each Object with below step.

/1 1. Run Object Scril;t

// 2. Run EventGenerator (if it is)

void Run();

1/

Screen Functions =====//

inline void SetWindow(int xmin,int ymin,int xmax,int
ymax){SetRect(&m_Window,xmin,ymin,xmax,ymax);}
inline void MakeScreen(int resx,int resy,int bpp){m_Screen = new GDXScreen

(m_hWnd,resx,resy,bpp);}

/] ===== Map Functions =====//

void ReleaseAllMap();

inline GMap **GetMapList(){return m_Map;}
inline GMap *GetMap(int n){return m_Map|[n];}
inline int GetCurrentMap(){return m_CurrentMap;}

bool LoadMapFile(const char *filename); / Use for Global Map File



virtual bool SetCurrentMap(int map);

/| =====Base Object Functions =====//

void ShowObject(GObject *object);

/I Get Object that specified by ObjID and if not have
/I any Object match ID it will return NULL

GObject *GetObject(int objID);

// =====Dynamic Object Functions =====//

inline int GetDynamicObjectCount(){return m_DynamicObjectCount;}

inline GDynamicObject **GetDynamicObjectList(){return m_DynamicObject;}
inline GDynamicObject *GetDynamicObject(int n){return m_DynamicObject[n];}
void ReleaseAllDynamicObject();

bool LoadDynamicObjectFile(const char *filename); / Use for Global Object File

1 1

Player Object Functions
inline int GetPlayerObjectCount(){return m_PlayerCount;}
inline GPlayer **Ge;PlayerObjectListO{return m_Player;}
inline GPlayer *GetPlayerObject(int n){return m_Player[n];}
bool LoadPlayerFile(const char *filename);

void ReleaseAllPlayerObject();

/! 1"

Static Object Functions
inline int GetStaticObjectCount(){return m_StaticObjectCount;}

inline GStaticObject **GetStaticObjectList(){return m_StaticObject;}
inline GStaticObject *GetStaticObject(int n){return m_StaticObject[n];}
bool LoadStaticObjectFile(const char *filename);

void ReleaseAllStaticObject();

/I ====Debug String to File = //

void Debug(AnsiString str,AnsiString filename);
void Debug(int n,AnsiString filename);

void Debug(char *str,AnsiString filename);
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}s

void RunGenerator();

class GDynamicObject : public GObject

{

protected:

const static int ClassID;

public:

DYNAMICOBJECTDATA m_DynamicObjectData;

GDynamicObject(void);

GDynamicObject(GDynamicObject *mainChild);

GDynamicObject(GGOS *ggos,GDXScreen *screen);

GDynamicObject(GTile *tile);

~GDynamicObject05

inline void SetVelX(int velx){m_DynamicObjectData.dodVelX=velx;}

inline void SetVelY(int vely){m_DynamicObjectData.dodVelY=vely;}

inline void SetLife(int life){m_DynamicObjectData.dodLife=life;}

inline void SetType(DYNAMICOBJTYPE type){m_DynamicObjectData.dodType=type;}
inline int GetVelX(){return m_DynamicObjectData.dodVelX;}

inline int GetVelY(){return m_DynamicObjectData.dodVelY;}

inline int GetLife(){return m_DynamicObjectData.dodLife;}

inline DYNAMICOBJTYPE GetType(){return m_DynamicObjectData.dodType;}
inline static int GetClassID(){return ClassID;}

bool LoadFromFile(const char *filename);

bool SaveToFile(const char *filename);

bool LoadToolFromFile(const char *filename);

void MoveUp(int count);

void MoveDown(int count);

void MoveLeft(int count);
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void MoveRight(int count);

bool MoveUp(){m_PosY-=m_DynamicObjectData.dodVelY;}
bool MoveDown(){m_PosY+=m_DynamicObjectData.dod Vel Y;}
bool MoveLeft){m_PosX-=m_DynamicObjectData.dodVelX;}

bool MoveRight(){m_PosX+=m_DynamicObjectData.dodVelX;}

// Main Child

bool InitialChildObject();

/I Object Script

/| ======—===Script Function =—=——===—===—=

void SetScriptNumbers(int num);

boo! LoadScript(int num,TMemoryStream *stream);

/Ivoid InitialData(void){} Not used in Game Runtime ,Use only in Tool
b
class GChild
{

private:

const static int ClassID;

GObject *m_MainChild; // point to main Child that is GDynamicObject

bool b_wasDup;

bool *ChildRunning;

protected:

/Ivoid MakeChild(GObject *mainChild,int id);
public:

GObject **Child;

bool Active;

public:
GChild(void); / Not used
GChild(GObject *mainChild);

GChild(GDynamicObject *mainChild);
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GChild(GStaticObject *mainChild);
GChild(GPlayer *mainChild);
GChild(GObject *mainChild,int id);// For Make Child
~GChild();
inline static int GetClassID(){return ClassID;}
void Show(int childID);
void SetActive(int childID);
inline void SetMainActive(bool b){Active=b;}
inline bool isRunning(int id){return ChildRunninglid];}
bool Run(int childID,bool active,bool visible);
bool Stop(int childID);
void Debug(AnsiString filename);
¥

class GPlayer : public GDynamicObject
{

protected:
const static int ClassI—D;

public:
GPlayer(void);
GPlayer(GPlayer *mainChild);
GPlayer(GGOS *ggos,GDXScreen *screen);
GPlayer(GTile *tile);

inline static int GetClassID(){return ClassID;}

// Main Child
bool InitialChildObject();
/*void MoveUp(void);
void MoveDown(void);
void MoveLeft(void);
void MoveRight(void);
*/
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class GStaticObject : public GObject
{
protected:
const static int ClassID;
public:
GStaticObject(void);
GStaticObject(GStaticObject *mainChild);
GStaticObject(GGOS *ggos,GDXScreen *screen);
GStaticObject(GTile *tile);
~GStaticObject(){}
inline static int GetClassID(){return ClassID;}
// Main Child
bool InitialChildObject();
void InitialData(void);

b

class GEventGenerator
{
public:
EVENTGENERATOR *Generator;

protected:
int TotalGenerator;
GGOS *m_GGOS;
GObject *Self;

protected:
GRemoteEvent “MakeRemoteEvent(int eventID,EVENTMESSAGE
msg, MESSAGEPARAM msgParam,GObject *source,GObject *handback);
GENERATORRESULT CheckGeneratorMsg(EVENTGENERATOR eventGenerator);
void Debug(AnsiString filename, EVENTGENERATOR eventGenerator);

bool NotifyRemoteEvent(GRemoteEvent *remoteEvent, EVENTGENERATOR

130
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&eventGenerator);
/I ClassID and ObjectID will be convert to Real Object by below functions
// But the return Object was cast with (GObject *).
GObject *ConvertIDToObject(int classID,int objID);

GObject *GetRealObject(GObject **objList,int objCount,int objID);

public:
GEventGenerator();
~GEventGenerator();
bool SaveToStream(TMemoryStream *stream);
void InitialGenerator(GGOS *ggos,GObject *self,int num);
bool LoadFromStream(TMemoryStream *stream);
inline int GetTotalGenerator(){return TotalGenerator;}
void Check();
void OnTimer(DWORD time);
bool NotifyRemoteEvent(int eventID); // Use only for

DoEvent GF_MAKEEVENT FP_ITSELF in GEvent.!

protected:

1/
/I Below is specific defined function for each Trigger and TriggerParam

// Name convention Rule:

// Function is named

// GENERATORRESULT DoGenerator+Trigger+TriggerParam(GObject

*sel, EVENTGENERATOR eventGenerator);

/!

// Function : DoGenerator GT_POSX TP NONE

/I Trigger : On Position X

// TriggerParaml : X Position

// Description  : Make Event if self object have X Position same as TriggerParam1
GENERATORRESULT DoGenerator_ GT_POSX TP_NONE(EVENTGENERATOR

eventGenerator);
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// Function : DoGenerator_GT_POSY_TP_NONE

/] Trigger : On Position Y

/I TriggerParaml :Y Position

/I Description  : Make Event if self object have Y Position same as TriggerParaml

GENERATORRESULT DoGenerator_GT_POSY_TP_NONE(EVENTGENERATOR

eventGenerator);
// Function : DoGenerator GT_ACTIVE_TP_NONE
/I Trigger : On Active

/ TriggerParaml : Active
/I Description  : Make Event if self object has Active same as TriggerParaml
GENERATORRESULT DoGenerator GT_ACTIVE_TP_NONE(EVENTGENERATOR

eventGenerator);

// Function : DoGenerator_GT_SCREENPOSY_TP_NONE

/] Trigger : On Screen Position Y

// TriggerParaml :~Screen Y Position

/I Description - : Make Event if self object have screen Y Position same as TriggerParaml

GENERATORRESULT DoGenerator_ GT_SCREENPOSY_TP_CURRENTMAP

(EVENTGENERATOR eventGenerator);

// Function : DoGenerator_ GT_ONTIMER_TP NONE
/l Trigger : On Timer
// Description  : Make Event if timer was finish

GENERATORRESULT DoGenerator GT_ONTIMER_TP NONE(EVENTGENERATOR

eventGenerator);

15

class GEvent
{
public:

EVENTLISTENER *Event;



protected:
int TotalEvent;
GObject *Self;

GGOS *m_GGOS;

public:

GEvent();

~GEvent();

bool SaveToStream(TMemoryStream *stream);

void InitialEvent(GGOS *ggos,GObject *self,int num);

bool LoadFromStream(TMemoryStream *stream);

void N otify(GRemoteEvenf *remoteEvent);

inline int GetTotalEvent(){return TotalEvent;}

EVENTRESULT CheckRemoteEvent(GRemoteEvent *remoteEvent, EVENTLISTENER
eventListener);

EVENTRESULT DoEvent(GRemoteEvent *remoteEvent, EVENTLISTENER

eventListener);

protected:

1/

// Below is Specific defined function for each Msg and MsgParam

// Name convention rule:

// Function is named

// EVENTRESULT DoEvent+Function+FunctionParam(GObject *self, GRemoteEvent
remoteEvent, EVENTLISTENER eventListener);

/!

// Function : GF_VISIBLE_FP _ITSELF

// FunctionParaml : O=invisible , 1 = visible

// Description  : For change Visible property of itself Object
EVENTRESULT DoEventGF_VISIBLE FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);
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/I Function : GF_CHANGEMAP_FP_PLAYER

/I self : Player Object

/I FunctionParaml : Map number (0..GGOS->m_MapCount)

/ FunctionParam2 : Map PosX (0..Mapwidth) for Player

/I FunctionParam3 : Map PosY (0..MapHeight) for Player

/l FunctionParam4 : Map PosZ (0..MapPosZ(from GObject)) for Playerl
/ FunctionParam5 : Start Map PosX(0..Mapwidth)

/I FunctionParamé : Start Map PosY(0..MapHeight)

/I Description  : Change Current Map to Map number

/! : and also effect to move player to

1 : that map

EVENTRESULT DoEventGF_CHANGEMAP_FP_PLAYER(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_ACTIVE_FP_ITSELF

// FunctionParam1 : 1=active,0=inactive

/I Description  : Ch—ange self Active Property

EVENTRESULT DoEventGF_ACTIVE_FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_DESTROY_FP_ITSELF

// FunctionParaml : 0 = Destroy Object or Main Child (All Child Destroyed)
/! : >0 = Destroy Child number n

/I Description  : Destroy Itself (inactive+invisible)

EVENTRESULT DoEventGF_DESTROY_FP ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_RUNCHILD FP ITSELF

// FunctionParam1 : Child id if = -1 ,Run all Child

/I Description  : Run own Child if it has(child itself)

EVENTRESULT DoEventGF_RUNCHILD_FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);
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/I Function : GF_RUNSCRIPT FP ITSELF

/I FunctionParam1 : Script id

/I Description  : Run own Secript if it has

EVENTRESULT DoEventGF_RUNSCRIPT_FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_STOPSCRIPT_FP_ITSELF

// FunctionParam1 : Script id

/I Description  : Stop own Script if it has

EVENTRESULT DoEventCF_STOPSCRIPT_FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function  : GF_MAKEEVENT FP_ITSELF

// FunctionParam1l : self 's EventGenerator ID

/I Description  : Generator Event from FunctionParam1 by Make Event
1 : defined by EventGenerator on self object

/ : This ev;nt for make event object without

v/ : occur by trigger that defined.

EVENTRESULT DoEventGF_MAKEEVENT FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_STARTTIMER_FP_ITSELF

// FunctionParam1 : Time (if = 0 then use timer itself)

// Description  : Start Object Timer by specified time

/! or if time =0 then start by m_ObjectDataHeaderodTimer
EVENTRESULT DoEventGF_STARTTIMER FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);

// Function : GF_STOPTIMER_FP ITSELF
// Description  : Stop Object Timer
EVENTRESULT DoEventGF_STOPTIMER_FP_ITSELF(GRemoteEvent

*remoteEvent, EVENTLISTENER eventListener);



}s

class GScript

{

public:

SCRIPT *Script;

bool Active;

protected:

GGOS *m_GGOS;

int TotalScript;

GObject *gObject;
GDynamicObject *gdynaObject;

bool *ScriptRunning;

public:

GScript();

~GSecript();

bool SaveToStream(TMemoryStream *stream);

bool LoadFromStream(TMemoryStream *stream);
inline int GetTotalScriptQ{return TotalScript;}

inline void SetMainActive(bool b){Active=b;}

void InitialScript(GGOS *gg0s,GObject *self,int num);
void InitialScript(GGOS *ggos,GDynamicObject *dynaself,int num);
void Debug(AnsiString filename,SCRIPT script);

void Run();

bool Run(int id);

bool Stop(int id);

SCRIPTRESULT CheckScript(SCRIPT script);

protected:

1

// Below is specified functions for each object script
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// Name convention rule:
// Function name is
// SCRIPTRESULT DOScript+ScriptType(SCRIPT script)

1

/I Function : DoScriptST_CHILDMOVEDOWN

/l sParaml : Child id

/I Description  : Move Object ,as a child, by the dodVelY,dodVelX value
SCRIPTRESULT DoScriptST CHILDMOVEDOWN(SCRIPT script);
SCRIPTRESULT DoScriptST CHILDMOVELEFT(SCRIPT script);
SCRIPTRESULT DoScriptST CHILDMOVERIGHT(SCRIPT script);

// Function : DoSeriptST_MOVEDOWN
/I Description  : Move Object by the dodVelY ,dodVelX value
SCRIPTRESULT DoScriptST_MOVEDOWN(SCRIPT script);
SCRIPTRESULT DoScriptST MOVELEFT(SCRIPT script);
SCRIPTRESULT DoScriptST MOVERIGHT(SCRIPT script);
15
1/

#endif
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