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O GUI function making use of 1 header file
per «testcasen

O Can add a cpp file, but you still end up
with a lot of lines of code if you want your
game to be engaging




Welcome to the TrialGame
To start the game, press 'a’ to play with BikeHero, press ’s’ to play with CarHero or 'd’ to play with

BoxHerg.

+ Easy to add new levels and heros
+ Structure of the game file only needs simple revisions




BikeHearo

+ jumpers; veslor<b2Body = R
o bR e KarsteinGame
+ instruclions: vesiorcsinngs" Hero

+ my_Hem: Hero® ¢ m_woeld: B2Wiardd®

" & . + paren_world: bEWoid®
+ dEIring: veckar-siring= + iy _Lewal: Level* +

+ gpead_incrament: loat3? + alive: bool

+ Kaybaard|unsigned char): waid

+ max_spaed: foatds + returnParentl) const: bEWorld
+ crealedinkd2, int3Z): Test® + created); virual Tast”
+ spaad 1 finat32 + crealeHenabEecE): woid
+ Mexilewval()- mid2 + crealelinkd2, int3Z): virlual Test"
+ gpeed2: Noals2 + gatPasition(): B2Vec2
; . + Herolndexi); int3g 4 MpxfLewalf): wirtual ing32

+ rideer: B2Body + getinsireefional): veclorstings"
: + Canfuchvancel): bosl + Herolndax(p: virual int32
+ i DESody + cebun(): veolor-sinngs"
- + CanPeplay(|: boal + CanAcvancal): virtual boal

+ wiaeell: B2Body + |Bdlived]); bool

+ 4+ CanRaplay(): wirtual bocd

+ whael2: b2Bosy* + Hill}: woid

e
+ aating: bWeldJoinf + Hilifhaat32}: vaid ? .
+ joirt i bZWheallaint®

+ VulunarablkaBodies{): vecior-=02Body™= L 5
J{IL < winterface s = Testl al

+ ool bEWhealkaint® Leveal

+ parenl_warld: b2%Warkl® + ground: b2Bady*

jumpaliowed()- beal B Y
+ jumpallowed(])- boa + tinished: boal + Gipal_Downlefi: bivac?

Kil(}: vo
+ Hill(}: wold BoxHers + s%arl_position: BEVec? + Goal_UpRight: b2vac2

= apeed: loat3s + irtl: wecha rostringo.

CarHero

& fric: Moald? + debugger: wachar<shnng=

+ m_hz: Moardz?

= m_bax: hEBody® CarWaorldLewel

ta: Aoald § + returniParenti): B2Warld*
+ rm_zabs: Ao e i i + jumipers_bsk; vecior=hZBocy" >
+ m_spead: lloald2 + creabaleral (17wl

+ killesrg_Eatl: vecior<h 2Bady ">

+ jumnpground_list: vesior<bZBody = + GetSiartPoaailion): b3 Wec2

& ground: b2Booy*
' o ci i + Gotkilers(): vectar-h 2Bady*=
+ instnuchions: veclorcsinnges r + teatar: B2Body”

L H - L Fatumpersi | vecior<heBady" =

+ debug_siring: vecior=sinng=- FirstLoval + bridge: waclor<b@Body "=
= + LewalFinished B2vec2): bool

+ m_car: b2Body + qround: t2Hody” # boxes vectorcb2Body* =
whnedl: h2Bocky® + gr.".lrﬁm_l'w::mrf:.rrlrg>'

= " i + launcher_bod: b2Body* + Goal_Doswnledt bEvacz
m_whaei2; bhZBody” + debug(l: vechorcsiring=" :
* sty + launcher_source: Hadial Emitter + Goal_UpRighl: b2Vec2
+ Fi_gpring 1 b2Whesllsint® + slepParticleEmilbarfoal): waid
+ launcher_syglem: bZParlicleSysiam”

+ generateEount(]: wid
+mM_sprng2: Wheslleing®

+ lAauncher_pos: B2 Ves? + generaieTeatar]): woid

+ jumpallowed()- boal + Goal_Downlef: b2Vec? + generaieSndge|): woid

FinalLevel =

+ B} woid G = genErateBoes(); woikd
() w + Gioal_UpRight: b2Vecz " ground: EEEady &g 1

+ generateGrount]): vaid

+ generatePariclas(): woid







Save/load game: write and read a file

Top scores: write and read a file

A graphical Hero and Level editor tool




Karstein's game for QOF 2017

P ALSED "

First Level

Objective: Make the massive jump up, and survive the fall dewn!
Keys: a = accelerate left, 'd’ = accelerate nght, 'w = jJump, 's = brake
Keys: |' = lean left, T = lean right, 'k’ = free rolling

Score: 8102

Adapter design pattern enables a :‘.'s*?
more modular program structure :
Easy to revise

.-"d- B

Fun extensions possible




