MAIN.CPP



#i ncl ude <al gorithne

#i ncl ude " Ani mat e. h"

#i ncl ude "Draw. h"

#i ncl ude <cti nme>

#i ncl ude <i ostreanm

#i ncl ude <mat h. h>

#i ncl ude " Net wor k. h"

#i ncl ude "Pl ayer. h"

#i ncl ude <stdlib. h>

10 #include "oject.h"

11 #incl ude <vector>

12 #include <wi ndows. h>

13 #include <SFM./ G aphi cs. hpp>
14 #include <SFM./ Audi o. hpp>
15 #incl ude <SFX. h>
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17 #define N 13
18 #define ini X 300
19 #define iniY 150

21 HWD xpos, ypos, xvalue, yval ue, pointsDi splay, applesbhisplay, pointsVal, applesVal
startButton, resetButton;

22

23 float xlimt, ylimt;

24 int points = 0,

25 int eatenApples = 0;

26 bool start = fal se;
27 bool reset = fal se;
28 bool ganmeOver = fal se;
29 bool toggle = true;
30 bool server = true;
31

32 SFX sfx;

33

34 void createAppl e(std::vector<Object*>&appl es, sf:: Render W ndow&wi ndow, Pl ayer &i nf o,
Dr aw&pl ayer,int i){

35 appl es. push_back(new bject ("sprites/apple.png"));

36 xlimt = window getSize().x-player.gf x. getLocal Bounds() . w dth;
37 ylimt = wi ndow getSize().y-player.gfx. getLocal Bounds() . hei ght;
38 apples[i]->loadSprite(xlinmt,ylimt,info, player);

39

40

41 void isColliding(Player& info, Draw& pl ayer, std::vector<Qbj ect *>&appl es, bj ect *
object,int i, SFX& sfx){

42 const float guy_left = player. gf x.getPosition().x;

43 const float guy_right = player. gf x. get Posi tion().x+pl ayer. gf x.
get Local Bounds() . wi dt h;

44 const float guy top = player.gfx.getPosition().y;

45 const float guy_bottom = player.gfx.getPosition().y+player. gf x.
get Local Bounds() . hei ght;

46 const float apple_left = obj ect - >gf x. get Posi ti on() . x;

47 const float apple_right = obj ect - >gf x. get Posi ti on() . x+obj ect - >gf x.
get Local Bounds() . wi dt h;

48 const float apple_top = obj ect - >gf x. get Posi tion().y;

49 const float apple_bottom = obj ect - >gf x. get Posi ti on().y+obj ect - >gf x.
get Local Bounds() . hei ght;

50 i f(guy_l eft<appl e_right &guy_right >appl e_| ef t &&guy_t op<appl e_bot t om&&guy_bot t on®
appl e_t op) {

51 obj ect->eaten = true;

52 sfx.sfx_collect.play();

53 eat enAppl es++;

54 poi nts += 50;

55 appl es. erase(appl es. begi n() +i);

56 }

57 }

58



59 LRESULT CALLBACK WhdProc( HWND hwnd, Ul NT nmsg, WPARAM wPar am LPARAM | Par am {

60 swi tch(nsg){

61 case WM CREATE: {

62 Xpos = Creat eW ndowEx( O,
W5_CHI LD, 30, 525, 100, 20, hwnd, 0, 0, 0) ;

63 ypos = Creat eW ndowEex( O,
W5_CHI LD, 30, 545, 100, 20, hwnd, 0, 0, 0) ;

64 xval ue = Creat eW ndowEx( O,

100, 20, hwnd, 0, 0, 0);

65 yval ue = Creat eW ndowEex( O,

100, 20, hwnd, 0, 0, 0);

"Static","X Coordinate: ",W5 VI SIBLE |
"Static","Y Coordinate: ",W5 VISIBLE |
"Static","0",W5_VISIBLE | WS_CHI LD, 130, 525,

"Static","0",Ws_VISIBLE | WSs_CHI LD, 130, 545,

66 poi nt sDi spl ay = CreateW ndowkx(0,"Static","Points: ", W5 VISIBLE | W5_CHI LD,
280, 525, 100, 20, hwnd, 0, 0, 0) ;

67 appl esDi spl ay = Creat eW ndowex(0,"Static","Apples: ",W VISIBLE | W5 CHI LD,
280, 545, 100, 20, hwnd, 0, 0, 0) ;

68 poi nt sVal = CreateW ndowkx(0,"Static","0",Ws_VISIBLE | W5_CHI LD, 340, 525,
100, 20, hwnd, 0, 0, 0) ;

69 appl esVal = CreateWndowkx(0,"Static","0",Ws VISIBLE | W5 _CHI LD, 340, 545,
100, 20, hwnd, 0, 0, 0) ;

70 startButton = CreateW ndowkx (0, "Button","Start", Ws_VISIBLE | W5_CHI LD, 707,
25, 80, 30, hwnd, (HMENU) 2, 0, 0);

71 reset Button = Creat eW ndowkx (0O, "Button", "Reset",Ws_VI SIBLE | W5_CHI LD |
W5_DI SABLED, 707, 60, 80, 30, hwnd, (HVENU) 1, 0, 0) ;

72 br eak;

73 }

74 case VW COMVAND: {

75 switch (LOANORD( wPar an ) {

76 case 1:{

77 ganmeOver = fal se;

78 reset = fal se;

79 toggl e = true;

80 poi nts = 0;

81 eat enAppl es = 0;

82 sfx. vgm play();

83 Enabl eW ndow( r eset Button, fal se);

84 br eak;

85 }

86 case 2:{

87 start = true;

88 sfx. vgm pl ay();

89 Enabl eW ndow( st art Button, fal se);

90 br eak;

91 }

92 }

93 br eak;

94 }

95 case WM CLOSE:

96 Dest r oyW ndow( hwnd) ;

97 br eak;

98 case WM DESTROY:

99 Post Qui t Message(0) ;
100 br eak;
101 defaul t:
102 return Def WndowPr oc( hwnd, nsg, wPar am | Par am ;
103 }
104 return O,
105 }
106
107 int WNAPI W nMi n( H NSTANCE hl nst ance, H NSTANCE hPrevl nst ance, LPSTR cndlLi ne, i nt
shwCnd) {
108
109 M5G nsg;
110 Ani mat e Movenent ;
111 WNDCLASS W ndowd ass;
112 sf::Clock timng;

113 sf:: Texture letters;



114 letters.loadFronfFile("data/gfx/title.png");

115 sf::Sprite logo(letters);

116 | ogo. set Posi tion(sf:: Vector2f(155,50));

117

118 W ndowCl ass. cbC sExtra = 0;

119 W ndowCl ass. cbwhdExtra = 0;

120 W ndowCl ass. hbr Background = ( HBRUSH) COLOR_W NDOW

121 W ndowCl ass. hCur sor = LoadCursor (0, |DC ARROW ;

122 W ndowCl ass. hl con = Loadlcon(0, ID_WNLOXO);

123 W ndowdl ass. hl nst ance = hl nstance;

124 W ndowCl ass. | pf nWhdPr oc = WhdPr oc;

125 W ndowCl ass. | pszC assNane = "Gane";

126 W ndowCl ass. | pszMenuNane = 0;

127 W ndowCl ass. styl e = 0;

128

129 Regi st er G ass( &W ndowCl ass) ;

130

131 HWD GaneW ndow = Creat eW ndowkex( 0, "Gane", " Gane Denp", Ws_CAPTI ON |
W5 M NIMZEBOX | W5_SYSMENU | WS_VI SI BLE, 100, 100, 800, 600, 0, O, hl nst ance, 0);
132 HWD Chi | dSFM. = Creat eW ndowEx(0,"Static",0, W5 CH LD | W5_VI SIBLE |
W5_CLI PSI BLI NGS, 0, 0, 700, 500, GaneW ndow, O, hl nst ance, 0) ;

133 i f(GaneW ndow==NULL)

134 return 1;

135

136 ShowW ndow( GanmeW ndow, shwCnd) ;

137 Updat eW ndow GaneW ndow) ;

138 sf:: Render W ndow SFM_Franme( Chi | dSFM.) ;

139 SFMLFr ane. set Franerat eLi m t (60);

140

141 Pl ayer P1,;

142 Draw GQuy(P1, "sprites/6464.png", ini X, iniY);

143 std::vector<Qbj ect*> appl es;

144 for(int i = 0;i<Ni++){

145 creat eAppl e(appl es, SFM_Frane, P1, Quy, i) ;

146 }

147

148 msg. nessage = ~W QUIT;

149 whi | e(msg. message! =\W QUI T) {

150 ResetJunp:

151 if(reset){

152 Enabl eW ndow(reset Button, true);

153 }

154

155 P1. novi ng. up = (sf::Keyboard::isKeyPressed(sf::Keyboard:: Up)) ? true:
fal se;

156 P1. novi ng. down = (sf::Keyboard: :isKeyPressed(sf::Keyboard::Down)) ? true:
fal se;

157 P1. nmoving.left = (sf::Keyboard::isKeyPressed(sf::Keyboard::Left)) ? true:
fal se;

158 P1. novi ng. right = (sf::Keyboard::isKeyPressed(sf::Keyboard::Right)) ? true:
fal se;

159

160 i f(!gameOver &&start)

161 P1. updat e( P1. novi ng. up, P1. novi ng. down, P1. novi ng. | ef t, P1. novi ng. ri ght, Guy
, Movenent , SFM_Fr ane) ;

162 for(int i = 0;i<(int)apples.size();i++)

163 i sCol I'i di ng(P1, Guy, appl es, apples[i],i,sfx);

164

165 char xv[100];

166 char yv[100];

167 std::string xx = std::to_string(eatenApples);

168 std::string yy = std::to_string(points);

169 sprintf(xv,"%", roundf((Pl. xpos * 100) / 100));

170 sprintf(yv,"%", roundf((Pl.ypos * 100) / 100));

171 Set W ndowText ( xval ue, xv);

172 Set W ndowText (yval ue, yv);



173
174
175
176
177
178
179
180
181
182
183
184
185
186
187
188
189
190
191
192
193
194
195
196
197
198
199
200
201
202
203
204
205
206
207
208
209
210
211
212
213}

Set W ndowText (appl esVal , xx.c_str());
Set W ndowText (poi ntsVal , yy.c_str());

i f (PeekMessage( &nrsg, NULL, O, 0, PM_REMOVE) ) {
Transl at eMessage( &nsg) ;
Di spat chMessage( &nmsg) ;
}el sef
SFM_Fr ane. cl ear () ;
if(!start)
SFM_Fr ane. draw( | ogo) ;
if(((int)apples.size()==0)&& oggl e){
sfx.vgm stop();

gameOver = true;

reset = true;

t oggl e = fal se;
tinme_t now = time(0);
std::string dt = ctime(&ow ;

dt.erase(std::renmove(dt. begin(), dt.end(),

i f(server){
Net wor k* net = new Network();
net - >t ransni t Dat a( dt, poi nts, eat enAppl es) ;
del ete net;

}

Quy. gf x.setPosition(sf::Vector2f(ini X, iniY));

P1. xpos Guy. gf x. get Posi tion().x;
P1. ypos Guy. gf x. get Position().y;
for(int i = 0;i<Ni++)
creat eAppl e(appl es, SFM_Frame, P1, Quy, i) ;
got o Reset Junp;

el se i f(!gameOver&&start){
SFMLFr ane. dr awm Quy. gf x) ;
for(int i = 0;i<(int)apples.size();i++)
SFMLFr ane. dr aw( appl es[i ] ->gf x) ;
Moverent . Ani mati on(P1, Guy, tim ng);

}
SFM_Fr ane. di spl ay() ;

}
}

return (int)nmsg. wPar am

),

dt.end());



PLAYER.H
&
PLAYER.CPP
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10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28

cl ass Ani mat e;

cl ass Draw,

#i f ndef PLAYER H
#defi ne PLAYER H

#i ncl ude " Ani mat e. h"
#i ncl ude "Draw. h"
#i ncl ude <SFM./ Graphi cs. hpp>

class Pl ayer{
public:

struct{
bool left;
bool right;
bool up;
bool down;

}facing;

struct{
bool left;
bool right;
bool wup;
bool down;

} novi ng;

float xvel;

fl oat yvel;

float xpos;

fl oat ypos;

voi d updat e(bool up, bool down, boo

Moverent , sf: : Render W ndow& w ndow) ;

29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47

Pl ayer () {
t hi s->facing.|eft = fal se;
this->facing.right = false;
t hi s->faci ng. up = fal se;
t hi s- >f aci ng. down = true;
this->noving.left = false;
thi s->noving. right = fal se;
t hi s- >novi ng. up = fal se;
t hi s- >novi ng. down = fal se;
t hi s->xvel = 0;
thi s->yvel = 0;
t hi s->xpos = 0;
t hi s->ypos = 0;
}
pr ot ect ed:
private:
1

#endi f

| eft, boo

right, Draw& sprite, Ani mat e&



#i ncl ude " Ani nate. h"

#i ncl ude "Draw. h"

#i ncl ude <i ostreanp

#i ncl ude <mat h. h>

#i ncl ude "Pl ayer. h"

#i ncl ude <stdlib. h>

#i ncl ude "oj ect. h"

#i ncl ude <wi ndows. h>

#i ncl ude <SFM./ Gr aphi cs. hpp>
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10
11 void Player::update(bool up, bool down, bool Ieft,bool right,Draw& sprite, Ani nat e&
Moverent , sf: : Render W ndow& wi ndow) {

12 i f(up){

13 t hi s->yvel = -2.0f;

14 sprite.frame.top = 64;

15 this->facing.left = false;

16 this->facing.right = fal se;

17 t hi s->faci ng. up = true;

18 t hi s->faci ng. dowmn = false;

19 }

20 i f(down){

21 t hi s->yvel = 2.0f;

22 sprite.frane.top = O;

23 this->facing.left = false;

24 this->facing.right = fal se;

25 t hi s->faci ng. up = fal se;

26 t hi s->faci ng. dowmn = true;

27 }

28 if(left){

29 t hi s->xvel = -2.0f;

30 sprite.frame.top = 128;

31 this->facing.left = true;

32 this->facing.right = fal se;

33 t hi s->faci ng. up = fal se;

34 t hi s->faci ng. dowmn = fal se;

35 }

36 if(right){

37 t hi s->xvel = 2. 0f;

38 sprite.frame.top = 192;

39 this->facing. left = false;

40 this->facing.right = true;

41 t hi s->faci ng. up = fal se;

42 t hi s->faci ng. dowmn = fal se;

43

44 if(!(this->noving.left||this->nmoving.right))

45 xvel = 0;

46 i f(!(this->nmoving.up||this->noving. down))

47 yvel = 0;

48 i f(!this->noving. up&& this->noving. down&&! this->nmoving.left&&! this->noving.right)
49 Movenent . | sAni mat ed = fal se;

50 i f(this->xpos+sprite.gfx.getLocal Bounds().w dt h>=wi ndow. get Si ze() . x)
51 t hi s->xvel = -1;

52 i f(this->xpos<(w ndow. get Si ze().x-w ndow. get Si ze().x))
53 this->xvel = 1;

54 i f(this->ypos+sprite.gfx.getLocal Bounds() . hei ght>=wi ndow. get Si ze().y)
55 this->yvel = -1;

56 i f(this->ypos<(w ndow. get Size().y-w ndow. getSize().y))
57 this->yvel = 1;

58 t hi s- >xpos += xvel;

59 t hi s- >ypos += yvel;

60 sprite.gf x. nove(this->xvel, this->yvel);

61 }



DRAW.H
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1 #ifndef DRAWH

2 #define DRAWH

3

4 #include <Pl ayer. h>

5 #include <SFM./ Graphi cs. hpp>

6

7 class Draw

8 publi c:

9 sf:: Texture object;

10 sf::Sprite gofx;

11 sf::IntRect frame = sf::IntRect(0,0, 64, 64);
12 Draw( Pl ayer & P1, const char * path, float x, float y){
13 t hi s- >obj ect . | oadFrontFi |l e(pat h);

14 sf::Sprite gf x(this->object, this->frane);
15 gf x. set Posi tion(sf::Vector2f(x, y));

16 P1. xpos = gfx.getPosition().Xx;

17 P1l.ypos = gfx.getPosition().y;

18 this->gfx = gfx;

19 }

20 pr ot ect ed:

21 private:

22}

23

24 #endi f



OO WNPEF

#i
#i
#i
#i
#i
#i

ncl ude
ncl ude
ncl ude
ncl ude
ncl ude
ncl ude

"Ani nmat e. h"
"Dr aw. h"

<i ostreane

"Pl ayer. h"

<wi ndows. h>
<SFM./ Gr aphi cs

. hpp>
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1 #ifndef OBJECT_H

2 #define OBJECT_H

3

4 #include <randonp

5

6 class Object(

7 publi c:

8 sf:: Texture image;

9 sf::Sprite gofx;

10 const char * path

11 float xpos;

12 fl oat ypos;

13 bool eaten

14 hj ect (const char* path){
15 t hi s->path = path;
16 this->eaten = fal se;
17 }

18 void |l oadSprite(float x,float y, Player&i nfo, Draw&pl ayer) ;
19 pr ot ect ed:
20 private
21}
22

23 #endif



11 void Cbject::loadSprite(float x,float y,Player& nfo, Draw&pl ayer) {

1 #i
2 #
3 #i
4 H#Hi
5 #i
6 #i
7 #i
8 #i
9 #Hi
10
12
13
14
15

ncl ude
ncl ude
ncl ude
ncl ude
ncl ude
ncl ude
ncl ude
ncl ude
ncl ude

sf::

"Ani nmat e. h"

"Dr aw. h"

<i ostreanp

<r andone

"Pl ayer. h"
<stdlib.h>

"Obj ect. h"

<wi ndows. h>

<SFM./ G aphi cs. hpp>

Cl ock cl ock

t hi s->i mage. | oadFronti | e(t hi s->path);

sf::Sprite gf x(this->imge);
std::nt 19937 rng(cl ock. get El apsedTi ne().asM croseconds());

16 Recal cul at eXPosi ti on

std::uniformreal distribution<float>xposcor(1,Xx);
i f((xposcor (rng)>=i nfo.xpos) &&( xposcor (rng) <i nf o. xpos+pl ayer . gf x. get Local Bounds

(). width))

std::uniformreal distribution<float>yposcor(1,y);

this
this

of x. set Posi tion(this->xpos,

this

got o Recal cul at eXPosi tion;

- >Xpos = xposcor (rng);
->ypos = yposcor(rng);

->gf x = gof x;

t hi s- >ypos);
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#i f ndef ANI MATE_H
#defi ne ANI MATE_H

#i ncl ude "Draw. h"

#i ncl ude "Pl ayer. h"

#i ncl ude <SFM./ Gr aphi cs. hpp>
#i ncl ude <SFX. h>

cl ass Ani mat e{
public:
bool | sAni mat ed;
voi d Ani mation(Player& P1, Draw& Quy, sf:: C ock& timng);
Ani mat e() {
this->IsAnimated = fal se

}
pr ot ect ed:
private:
1
#endi f



1 #include "Aninmate.h"
2 #include "Draw. h"
3 #include <iostreanpr
4 #include "Player.h"
5 #include <SFM./ Graphi cs. hpp>
6 #include <wi ndows. h>
7
8 void Animate:: Ani mati on( Pl ayer & P1, Draw& Quy, sf:: C ock& timng){
9 i f((PLl. noving.left|| Pl noving.right||P1l. noving. up||PLl. novi ng. down) &&t i i ng.
get El apsedTi ne() . asSeconds() >0. 07) {
10 if(Quy.frane.left==192)
11 Quy.frane.left = 0;
12 el se
13 Guy.franme.left += 64;
14 Quy. gf x. set Text ureRect (Guy. frane);
15 timng.restart();
16 thi s->I sAni mated = true;
17

18 }



SFX.H
&
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1 #ifndef SFX H

2 #define SFX_H

3

4 #include <SFM./ Audi o. hpp>

5

6 class SFX{

7 publi c:

8 sf::Music vgm

9 sf:: SoundBuf fer buffer_collect;

10 sf::Sound sfx_collect;

11 SEX() {

12 thi s->buffer_collect.|oadFronFil e("data/sfx/collect.wav");
13 this->sfx_collect.setBuffer(this->buffer_collect);
14 t hi s- >vgm openFronti |l e("data/ nusic/fridayl3. wav");
15 t hi s->vgm set Loop(true);

16 }

17 pr ot ect ed:

18 private:

19 };
20

21 +#endif



1 #include "SFX h"
2
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#i f ndef NETWORK_H
#defi ne NETWORK_H

cl ass Networ k{

public:
void transmtData(std::string tinme,int
pr ot ect ed:
private:
1
#endi f

points,int eaten);



#define NTDDI _VERS|I ON NTDDI _VI STA
#define WNVER _W N32_W NNT_VI STA
#define _WN32_WNNT _W N32_W NNT_VI STA

#i ncl ude <i ostreanm
#i ncl ude " Network. h"
#i ncl ude <string>

#i ncl ude <wi nsock2. h>
#i ncl ude <ws2tcpi p. h>
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11 void Network::transmitData(std::string tinme,int points,int eaten){

13 auto pointsStr = std::to_string(points);

14 auto eatenStr = std::to_string(eaten);

15 WSADATA i ni ;

16 sockaddr _in Server;

17 WORD ver = MAKEWORD( 2, 2) ;

18 SOCKET out put ;

19

20 int instance = WBASt artup(ver, & ni);

21 i f(instance! =0)

22 std::cout << "WnSock initialisation failed." << std::endl

23 el se

24 std::cout << "WnSock initialisation successful!" << std::endl

25

26 Server.sin_fanmily = AF_I NET

27 Server.sin_port = htons(54000);

28 I net Pt on( AF_I NET, "127. 0. 0. 1", &Server. sin_addr) ;

29

30 out put = socket (AF_I NET, SOCK_DGRAM 0) ;

31

32 for(int i = 0;i<3;i++){

33 i f(i==0)

34 i f(sendto(output,tinme.c_str(),strlen(tine.c_str()), 0, (sockaddr*) &Server
si zeof (Server)) ! =SOCKET _ERROR)

35 std::cout << "Sent \"" << time << "\" to server." << std::endl

36 if(i==1)

37 i f(sendto(output,pointsStr.c_str(),strlen(pointsStr.c_str()), 0, (sockaddr
*) &Server, si zeof (Server)) ! =SOCKET _ERROR)

38 std::cout << "Sent \"" << pointsStr << "\" to server." << std::endl
39 if(i==2)

40 i f(sendto(output,eatenStr.c_str(),strlen(eatenStr.c_str()), 0, (sockaddr*) &
Server, si zeof (Server)) ! =SOCKET_ERROR)

41 std::cout << "Sent \"" << eatenStr << "\" to server." << std::endl
42 }

43

44 cl osesocket (out put) ;

45 WBACI eanup() ;

46}



