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/'l File Player. hpp

cl ass Pl ayer

{



publi c:
Pl ayer () ;
~Pl ayer () ;

private:

H

/1 File Player.cpp

#i ncl ude “Pl ayer. hpp”

Pl ayer:: Pl ayer ()
{
}

Pl ayer:: ~Pl ayer ()
{
}
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cl ass Shadow;

cl ass Anpj ect
{

public:

/[l Interface...

private:

Shadow * m pShadow,

b

/1 File Shadow. hpp

cl ass Shadow

{

(sliding scale)



publi c:

/1 Interface only: null inplenentation
virtual void Conpute( SCENE:: Frane * pScene ) = 0;
virtual void Render( REND::Target * pTarget ) = O;
b
/1 File ShadowBasi c. hpp
cl ass ShadowBasi ¢ : public Shadow
{
publi c:
/1 Base inplenentation.
virtual void Conpute( SCENE:: Frane * pScene );
virtual void Render( REND:: Target * pTarget );
private:
Sprite * mpSprite;
b
/1 File ShadowPol ygonal . hpp
cl ass ShadowPol ygonal : public Shadow
{
public:// Nom nal inplenmentation
virtual void Conpute( SCENE:: Frane * pScene );
virtual void Render( REND:: Target * pTarget );
private:
Pol ygon * m pPol ygons;
b
/1 File ShadowProj ect ed. hpp
cl ass ShadowProjected : public Shadow
{
publi c:
/1 Optimal version.
virtual void Conpute( SCENE::Frane * pScene ) = 0;
virtual void Render( REND::Target * pTarget ) = O;



private:

Texture * m pProj ect edText ure;

‘AnObject’ (Polymorphism)

m pShadow = new ShadowPr oj ect ed() ;

(factory)’

/1 AnCbj ect. cpp

#def i ne SHADOW LEVEL | evel _NOM NAL

Il

m _pShadow = Shadow: : Cr eat eShadow( SHADOW LEVEL );

/'l Shadow. cpp
/*static*/
Shadow * Shadow. : Cr eat eShadow( int iLevel )
{
Shadow * pShadow = 0;

switch( iLevel )

{
case | evel BASE:
pShadow = new ShadowBasi c();
br eak;
case | evel NOM NAL:
pShadow = new ShadowPol ygonal () ;
br eak;
case | evel OPTI MAL:
pShadow = new ShadowOpti mal () ;
br eak;
}

return( pShadow );
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(desired) , (optimal) (core)
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12 (F1-F12 ).
, 9.1 (
).
9.1:
null base |Nominal | optimal
(core) F1 1 13 25 37
F2 2 14 26 38
F3 3 15 27 39
F4 4 16 28 40
(required) F5 5 17 29 41
F6 6 18 30 42
F7 7 19 31 43
F8 8 20 32 44
(desired) F9 9 21 33 45
F10 10 22 34 46
F11 11 23 35 47




F12 12 24 36 48
, (base)
9.2
9.2:
Null Base |Nominal | Optimal
(core) F1 1 13 22 37
F2 2 14 23 38
F3 3 15 24 39
F4 4 16 25 40
(required) F5 5 17 26 41
F6 6 18 27 42
F7 7 19 28 43
F8 8 20 29 44
(desired) F9 9 21 32 45
F10 10 30 33 46
F11 11 31 34 47
F12 12 35 36 48
(base)
F10, F11, F12
1
9.3
F1 A (null) (base)
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A (momentum)
9.3: A B
Null Base |Nominal | Optimal

(core) F1 1A 7A 11B 19A

F2 1B 7B 12A 19B

F3 2A 8A 12B 20A

F4 2B 8B 13A 20B

(required) F5 3A 9A 13B 21A

F6 3B 9B 14A 21B

F7 4A 10A 14B 22A

F8 4B 10B 15A 22B

(desired) F9 5A 11A 16B 23A

F10 5B 15B 17A 23B

F11 6A 16A 17B 24A

F12 6B 18A 18B 24B

(momentum)
(base) (skill set)
( ). (renderer)

Al



9.4

9.4:
Null Base |Nominal | Optimal
(core) F1 1A 7A 12A 19A
F2 1B 7B 11B 19B
F3 2A 8A 13A 20A
F4 2B 8B 12B 20B
(required) F5 3A 9A 14A 21A
F6 3B 9B 13B 21B
F7 4A 10A 15A 22A
F8 4B 10B 14B 22B
(desired) F9 5A 11A 16A 23A
F10 5B 15B 16B 23B
F11 6A 17A 18A 24A
F12 6B 17B 18B 24B
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