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¢ Solution Items

A7 SpaceTrouble

=d| Properties
<3| Verweise
i Content References
[ Graphics
[ Input
] AButtonThrustControlSchen
#] ControlScheme.cs
| D|rectThru5tControIScherne
) InputState.cs
] RumbleManager.cs
&) TurretStyleControlScheme.c:
[ Items
[ Logic
| Particles
[ Effects
4 |7 Emitters
#] CenterForceSphereEmitte
] InitialForceSphereEmitter
4 |7 Modifiers
] PlanetRotationModifier.c
] PointAttractionModifier.
#] SmokeModifier.cs
#] SpaceDustModifier.cs
#) ParticleManager.cs
|= Physics
[ Collision
] BoundingBox2D.cs
] DestructionManager.cs
#) Explosion.cs
#] GamePhysics.cs
&) GravityField.cs
[ Scenes
[ Screens

B2 Klas.. W& Eige.. W Tea..

¥ I X Pplayertem.cs

InputState.cs

'I &Y triggerltems(Spaceship spaceShip,

V or2 rightThumb = Vector2.Zero;
InputState.Instance.GetThumbStickRight(playerIndex, out rightThumb);
ship.TakeDamage(-0.01f * rightThumb.Y);

'/ Debug keyboard use
if (Settings.EnableKeyboard && playerIndex layerIndex.One)
{
// acceleration
if (InputState.Instance.IsKeyDown(Keys.W, playerIndex))
'L
ship.TakeOffFromPlanet();
ship.Velocity += ship.Acceleration * ship.Direction;
ship.EngineThrust = 1f;

¥
ship.Rotation += Config.Input.MouseSensitivity * ©.02f * InputState.Instance.MouseDelta.X;

tu“ning

if (InputsSt .Instance.IsKeyDown(Keys.A, playerIndex))
ship.Rotatlon -= 0.04f;

else if (InputState.Instance.IsKeyDown(Keys.D, playerIndex))
ship.Rotation += @.04f;

if (ship.Rotation < @)
ship.Rotation += MathHelper.TwoPi;
if (ship.Rotation >= MathHelper.TwoPi)

Codemetrikergebnisse
ﬂ Filter: | Keine

Max.: ed | <0 5| R

A7 SpaceTrouble (Release)

Wartbarkeitsindex Zyklomatische Komplexit... Vere

I\ Mindestens ein Projekt wurde Gbersprungen. Codemetrik ist nur fir Projekte in CZ, Visual
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Blender* [/home/karhu/dev/gameprogramminglab/sketches & artwork/Blender Models/spaceship.blend]

© File Add Render Help Cllscene [R[3) CEEELTEEAN  Ve218-218 | Ed:630630 | Fa418-418 | Mesh
¥ Mesh Tools

Transform:

Translate

Along Normal J

Deform: ¥V Render

Edge Slide (G Image (@ Animation |
; . Image Editor A
| Smooth Vertex 2 Display: Image Editor v
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Extrude Individual | A ]
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Loop Cut and Slide ; 4 Resolution: Frame Range:
% - -

Duplicate
¥ Toggle Editmode

¥ Dimensions

Aspect Ratio:

7
000 Time Remapping:
@ sod 0 crop (100" | 100)

¥ €4 Anti-Aliasing
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y P Shading
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P Post Processing
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) View Frame Playback End: 250 ’ 4 < o) ¥V Output




Issues

All Open My issues ;57 Build query Find issues & Create issue

Title

State Responsible Component Date created

#16: Background Music new karhu Discussion 2012-04-03

#183: Overlay credits music bug resolved danielzi Task 2012-05-23
178: Draw text in out-of-ammo bubbles resolved karhu Task 2012-05-22
#99: Create a fanfare which plays on the GameOverScreen resolved ThePadawan Task 2012-05-07

#176: Make engine sound loopable resolved ThePadawan Task 2012-05-22

#182: Remove unnecessary content files resolved danielzi Task 2012-05-22

#180: Revert background music resolved danielzi Task 2012-05-22

#179: Re-enable curse bubbles when pressing B resolved danielzi Task 2012-05-22

® » ® ®» ¢« » @© O

#181: Meteors shall explode on spaceship collision. The spaceship resolved danielzi Task 2012-05-22

shall die

[

#177: Spawning effect even if player is dead in LMS resolved danielzi Task 2012-05-22

"

#21: Sound effects v1 ThePadawan 2012-04-04
#51: Planet textures karhu Task 2012-04-16

#175: Public presentation trailer ThePadawan Discussion 2012-05-21







/
///////////////
e T e Y
T N N N N N
T e Y
T R T NN
T S B T N N T N L L N
Bt N N Y
o S S S S oy S S S B SR R S S R T S Wy S
TR R R R R R R R RS RN N NN NN NDN
B T T T T NN
R T T L N N
B T N N N N T N
B e L T L U L U R N
B e e e T T N T N N T N T O
e T T
T e e e et e U R O R N N NN
B e T N
e e e e e e e e e N S L O N NN
e S e i N T S L N
e e U NI NN
e e P e e e e e e e e N N YN
e e e e e e T e T e N e e N N N N A
T e e e e e e e e L N NN

\

\

U

N
N
N
N
N
N

LSS
VAP AV S A A

L R P BV SV S G

-
-
-
-
=

I R A I S AV AV AV AV P e

.
'
¢
¢
L
L

A e e ]

A R AR R A P S B SV A 2 SR S S A o S
L I A B AV NP A P R e

f e .

e e e e e e e N,

e =N Rl P R
R S AN SR S R S P S AP S P S O S S L A S

N
A

e SENU Sy Wy —

R R

L O A |

P vl R e S
PR o I S e
RIS el — S
i D T o LSS S
bt WT\\\\\\\\\
.\1\..\\#'\\.\\\\\\\\\\\.\\\\\
PR = B
ottt P T PSS S
o e P
R | P T
..\-\\s\.\C\.}—.—.‘\\\\\\s.\\\.\\\\\\.\
e P P g i e VP
i A A A PSS LSS
ol T Y AL
[ o P A
= 5 L P G G g G
o St T LSS S
e AR A A A
1 AL AL LSS LSS
r b A Y o PSS SIS S S

I3

- e -

NN N M M

!

!

!

r
4
s
s
/
7
£

B
L O O T
R e e B e

SRR RN R Sh Sy T S Sy e o = o o 2 d
\\\\\\\\\\\-'ﬁ\--—-’l(ll

[
[
[
)
1
1
1
f
v
‘
’
-
LA B
-
s
-
-
~
e

AP RS psS s SS

N

N
NN
NN
NN

~

\
N\
ISion.

isia
Planet boun

NN
SN
o
N

O

D A
Ship: houndi
i Sy G Gy S S Sy Sy S S
ANRNNN NN
SN NN NN N
ANNANNAN

BT T . e S ¥
e et T N U N N N U O L O T L S

T T T T, T, T e e e

T S N S S S
T

SN

o

SARNAARNNANNN
MARNMANNMNNNNNN

e N NN
e T T e e e e e N N N N
e e e, S S, S, o o

e i e e e et e e

et et it s g it i ™ e

e it e e it e it i

A ot o
e S
R P gy v 4
S S

R R S B B T B B S S



r 1's life: 0.6061933

1777774







\\\\\\\






m—) w oL

B e - -




‘Next: play it!




