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> VisualStudio2003.NET

» CRI Audio 5.1ch

C++

» SDL Simple Directmedia Layer

> Boost
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» SVN
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1.8.

1.8.1.

1.8.2.

VOV Q

1.9.

Wiki

11

12

Wiki WebDAV SVN

2007/02/15



2.1.

211 o

212. 3

2.2.

2.2.1.
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C++

java

Logic
java 289 | 52 43 | 194
289 | 52 | 43 | 194
Logic
java 338 70 29| 239 3
338 70, 29| 239 3
Logic
cpp 967 194| 151| 622 9
h 355 12| 63| 280 10
1322 206| 214| 902 19
Logic
cpp 1,025 199| 154| 672 9
h 360 12| 59| 289 10
1,385 211 213, 961 19
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2.2.2. B

o B (o
B
B
Logic
cpp 3,359 802| 458 2,099 31
h 1,235 197| 224| 814 33
4,594 999| 6822913 64
2.3.
231 A
o
a
12.0 105
20 25
7.0 8
14.0 125
28.5 145
25 4
66.0 52.0

-10 -



2007/02/15

232. 3
135 13
5 5
11
75 7
1505 74
47 39
2345 138
2.4.
2.4.1.
2.4.2.
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2.4.3.

10
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3.1.

3.1.1.

3.1.2.
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3.1.3.

PM

3.1.4.
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3.1.5. Java

5.1ch

Java

Java

C++

-17 -

C++
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C++

Java



Logic
java 162 28| 22| 112|MemoryGame.java
java 62 12/ 8| 42 MidiPlayer.java
java 65 12| 13| 40|Sound.java
Logic
java 289 52/ 43| 194 3
289 52| 43| 194 3
°
°
Logic
java 81 26| 11| 44|Inputjava
java 133 20| 7| 106|SoundManager.java
java 124 24| 11| 89|SyotokutaishiGame.java

-18 -
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Logic

java 338 70| 29| 239 3

338 70| 29| 239 3

3.1.6. C++
Java
C++
°
°
Logic

h 32 0| 7| 25|SoundContainer.h
h 39 3| 4| 32|SoundPlayer.h
h 14 1 1/ 12 StateMessages.h
h 38 3| 9| 26(TitleState.h
cpp 57 16 6| 35|Game.cpp

-19 -
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cpp 307 64| 52| 191|GamePlayState.cpp
cpp 44 15 4| 25|KeyFlag.cpp
cpp 65 21 9| 35|KeyState.cpp
cpp 45 6/ 9| 30 Main.cpp
cpp 85 24| 13| 48|0OnMapObject.cpp
cpp 91 17| 16| 58|SoundContainer.cpp
cpp 159 6/ 21| 132|SoundPlayer.cpp
cpp 114 25| 21| 68 TitleState.cpp
h 23 0 5| 18|Game.h
h 58 0| 9| 49|GamePlayState.h
h 18 0/ 3| 15KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 64 4| 14| 46 |OnMapObject.h
h 36 1| 4| 31/SDLCommonFunctions.h
Logic

cpp 967 194 151| 622 9
h 355 12| 63| 280 10

1,322 206| 214 902 19
°

Java
Java
C++
Java

°
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Logic

h 39 3| 4| 32|SoundPlayer.h
h 14 1 1/ 12|StateMessages.h
h 35 3 6| 26 TitleState.h
cpp 57 16 6| 35|Game.cpp
cpp 365 69| 55| 241|GamePlayState.cpp
cpp 44 15 4| 25KeyFlag.cpp
cpp 65 21 9| 35|KeyState.cpp
cpp 45 6/ 9| 30 Main.cpp
cpp 85 24| 13| 48|0OnMapObject.cpp
cpp 91 17| 16| 58|SoundContainer.cpp
cpp 159 6/ 21| 132|SoundPlayer.cpp
cpp 114 25| 21| 68 TitleState.cpp
h 23 0/ 5 18|Game.h
h 66 0| 8| 58|GamePlayState.h
h 18 0| 3| 15[KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 64 4| 14| 46|0OnMapObject.h
h 36 1| 4| 31/SDLCommonFunctions.h
h 32 0| 7, 25|SoundContainer.h
Logic
cpp 1,025| 199| 154 672 9
h 360 12| 59, 289 10
1,385 211| 213, 961 19
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3.2.

3.2.1.
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3.2.2.

GO
GO
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PM

PM
PM

PM

3.3.
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PM
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3.3.1.

3.3.2.
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3.3.3.

-26 -



-27 -

2007/02/15



3.4.

3.4.1.

2-1 25

ForestWalking

2006/11/30

2-1 1
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2-2 2

2-3 3
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¢ |
e T
® —
e Enter
e Esc
2-4 4
¢ |
e BGM
°
2-5 5
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2-6 2-19

ForestWalking

2006/12/7

2-6 1

2-7 2
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R e

2-8

2-9
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2-10

2-11

Enter
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2-12 7

2-13 8
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2-14 9

2-15 10
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e Enter
e Esc
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.
e BGM
°
2-17 12
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BGM

BGM

BGM

2-18 13

2-19 14
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3.4.2.
1.
°
°
°
2.
°
3.4.3.
CD

SoundEngine http://www.cycleof5th.com/download/

SoundPlayer
SoundContainer
CRI Audio CriAuPlayer
BGM

-38 -
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1. X Yy X1 Y1 (S)
O=atan2 (x2 X y1 V)
atan2
2 d
d2=(x1 Xx)*+(y>» y)?
3. (o d X2 Y2
X2 =d * cos (B+ax) + x
y2 =d *sin (B+a) +y
4.
CRI Audio
BGM MovableSound
2-20 GamePlayState
SoundMaterial MovableSound GamePlayState MovableSound
moveSound()

-39-



SoundPlayer

+ playd :vaid

1

1

GamePlayState

>| SoundMaterial

+ playSoundd ;void

1
1

Player

+aealk) o woid

sqrt

1 *

* >I MovableSound

# moveSoundd ;void

2-20

2-1

)=1/sqrt( )*2

)= sqrt( )/10+2

1.0

50

-40 -
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1 51 101 151 201 251 301 351 401 451 501

— 1/sqrt(d)*2 — -sqrt(d)/10+2

2-1

3.4.4.

MovableSound
Creature Insect

SoundMaterial...
MovableSound...
Creature...MovableSound
Insect...Creature

2-22

-41 -
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SoundPlayer

+ playl) void

1

1

2007/02/15

GamePlayState

SoundMaterial

+ processkeyEvents | void
+ playSound)  void

1
1

Player

+ualkD ;woid

35. o

B AATEUDE

I

MovableSound

S - —TuEc kT j

# moveSaundd ; vaid

BT o 'j

Creature

* |+mnveﬂ:vnid

BEID oS HED B]

-
-
-
-

Insect
*;"') +isizatchahled : boolean
+jsizatchahbleAread | boolean
2-22

GamePlayState  Player Insect
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41. B

°

°

°

°

°

°

°

°
4.1.1.
2

°

- 45 -



2007/02/15

CD

CRI

SoundPlayer

4.1.2.

GamePlayState
3-1

GamePlayState
3-2
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GamePlayState
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O A%+ Insect

£ E2 Insect

| 1:true = isCatchablebrean
L

2 true = isCatchabled

| 3 false =isCatchablefreald

GamePlayState

3-1

Player : Player

| 1:isCatchableAreattrue) |

!

A8  Insect FUFU Insect

2. catchinsect{insectinsect) |

- —

2.1 true = isCatchablel) |

d

"

3-2

-47 -
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|3: false = isCatchahleAreanl |
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[
GamePlayState  SoundPlayer BGM
3-3 GamePlayState
GamePlayState
SoundPlayer
GameFlayState
T SoundPlayer :
________ SoundPlayer
=<rregtes==
1: createq LJ
u |
| 2 playd .ﬁ]
i |
| |
|
| .
3-3
GamePlayState GamePlayStateSoundFactory
SoundMaterial SoundPlayer
GamePlayState SoundMaterial
play
34
3-5
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SoundPlayer
- BEBAT playSound) Ly FE
+ playl :void Soundhateriall ZFEED L 1.
1 !
]
1 |
1
GamePlayStateSoundFactory 1 GamePlayState SoundMaterial
] o i + processkeyBvent() (void | 4 . .
+ createSoundMaterials) ; void + playSoundg : void # playSoundd) : vaid

gﬁ ﬁb—?—ﬂ)fﬁ%l:xo‘fﬁ

1 B ARNERELE
MovableSound -t
! . #F moveSound] :void
Player # playSound( : void
+walk) - void ‘fr‘ ’mﬁ
Creature -

* + move() D void

EEADOEDMED B

-
-

Insect

+igsCatchabled : boolean
+isCatchableAread  boolean

3-4
GameF ayState
Factory :
______ = GameFlayState
==greata== SoundFactory

1: createf L_I
2 createSoundMaterials( ==rragtas=
2.1 create()

Soundiaterial
SoundMaterial

SoundPlayer :
______ S SoundPlayer
==;reate==
2.1.1: create() U
s |
I
3 plavSoundd T J_ |
I P |
: A1 playd |
| gl
I
I
I
I
I
i

—-———{

3-5
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°
1 csb
2 csb
CRI
3MB
ForestWalking.csb  7MB
CriAuObj SoundContainer
CRI Audio CRI
AudioCRAFT wav
csb 3-6

frog.wav

:-_}. Crisudio

CRAFT ForestWalking.csh

T — A PERE Y — Fa—ir— kI F ) eshi T w1 U

BRI 70 O

3-6 CRI Audio
CriAuObject
CriAuPlayer
CriAuObj
CriAuCueSheet
CriSoundRendererBasic SoundContainer
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SoundPlayer CriAuPlayer
SoundShelf SoundPlayer
SoundContainer

ForestWalking CRI Audio

3-7
—I |
i Crifudio
Forestwalking
SoundPlayer CriSmpSoundOutput
- soundShelf: Map }i
+ play) ;void
1 >| CriAuCueSheet
1 l
SoundContainer
CriHeep
+loadCued : Integer
+ loadSoundd - CrHAUPayer
>| CrisoundRendererBasic
l

CrifuChj
CrifuPlayer
3-7
1. csb
CRI AudioCRAFT frog.wav
Sound.csb
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2.
sound_of frog
sound.txt sound_of_frog frog
3. csb SoundContainer

soundContainer = new SoundContainer(*'Sound.csb™);

SoundContainer csb

4. SoundContainer SoundPlayer
soundPlayer = new SoundPlayer(soundContainer, “Sound.txt”);
SoundPlayer Sound.txt SoundShelf

frog CriAuPlayer

sound_of frog

5. SoundPlayer play()
SoundPlayer->play(“sound_of _frog”) SoundShelf
sound_of _frog frog  CriAuPlayer
CriAuPlayer play() frog
csb
SoundContainer CriSmpSoundOutput
csb 1
1

o

Pentium3 933MHz 512MB

SDL Simple DirectMedia Layer

API

-52-



string textString = "Test"; //

A w N e

//

2007/02/15

SDL_Color textColor = {255, 255, 255}; //
TTF_Font *font = TTF_OpenFont(“'Headache.ttf", 28); //

SDL_Surface *text = TTF_RenderText_Blended(font, textString.c_str(), textColor);

5 drawText(10, 10, text, mainScreen); //

6 TTF CloseFont(font); //
7 SDL_FreeSurface(text); //

createText()
1~4
5
7
createText()
4.1.3.
°
BGM
3-8
GamePlayState State
AftenoonState  NightState AftenoonState
NightState GamePlayState
SoundFactory

-53-



SoundFactory 1

2007/02/15

" State

+ createSoundhaterials( ; void

GamePlayStateSoundFactony

+ createSoundMaterialsd - waid
+ createMovahleSound ;void
+createCreatures( ; void

+ createlnsects() ;void

NightSoundFactory

AfternoonSoundFactory

# playSoundsd : void

# processkeyEvent(  void

GamePlayState

+ playSoundd - vaid
# passTimed ;vaid

+ processkeyEvent : void

T

+ createMovableSoundd ; void
+ createCreatures | void
+ createlnsects) ;void

+ createMovahleSoundd - vaid
+ createCreatures) : vaid
+ createlnsects () [ void

AfternoonState

HightState

# passTimed ;wvoid

# passTime :vaid

3-8
ResultState
ResultState
765
1 10
9 10 90 10 100 900 100
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3-9

EH=LERTTD

Sstate T HEsCFIFT j

2007/02/15

Spaced— § F— LS

TitleState Enter! &4 FILAED ResultState MRS 0~ H 5 J ikl AT E
Enterd-— Spaced— [HZIRD
i GamePlayState
HowToP layState — Enterd— | SHERAR S
Enterd— ERBRDA T LT L13) TutarialState
e ——— ——

Enters-— [SHERERILT

Enterd— EHERIME T LT L] 4 — Lfas

AfternoonState

HFRIFRE O C i TR C S

(Nignse

1 )|

TLF—i50E- i8R k- rRFEREL

3-9
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State

2007/02/15

changeState(new AfternoonState(soundContainer, mainScreen)); //

changeState()

AfternoonState

3-10

State
AfternoonState
State

State

#gameState : int
#mainScreen : SOL_Surface
# soundContainer : SoundCantainer

# processkeyEvent() | void
#playSoundsd - woid
# changeState() : void

TitleState

HowToPlayState

GamePlayState ResultState

# gameState :int

# gameState :int

#gameState | int # gameState int

+ processkeyEventd : vaid
+ playSoundd ; vaid
#passTime ;void

AN
TutorialState AfternoonState MightState
# gamestate : int # passTimed  vaid # passTimed - vaid

3-10 State
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int probability = 100 - distance; //

distance Y 100
probability 0 propbability
probability 0 100 0

probability 0 100

Config.txt Config.txt  ariaSize 800 3000

3-11
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3-12
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°
3-1
31
No

1 forestl

2 forest2

3 forest3

4 forest4

5 forest5

6 forest6

7 night

8 bell

9 crow
10
11 river
12 wind
13
14 step leaves left
15 step_leaves right
16 step_water left
17 step_water _right
18 swing
19
20 yelll
21 yell2
22 catch_frog
23 catch_grasshopper
24 catch cricket
25 catch mole _cricket
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26
27
28
29
30
31
32
33
34
48

49
50

o1

52

53

54
95
56
57
58

59
60

61

62
63

fail_in_catchl
fail_in_catch?2
fail_in_catch3
cannot_go forward
find_net
start_collect insects
get dark

walk_home

2007/02/15

TitleState

HowToPlayState

TutorialState

title

how to start

explanation_of skip

explaination_of goal

how to play

explaination_of insects
sound_of frog
sound_of grasshopper
sound_of cricket
sound_of mole cricket

go_tutorial

tutorial

end_of tutorial

-061-




64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99

ResultState

go _title

© 00O N oo o A WO N -, O

0 N o g b W N B
O O O O O o o o

90

100

200

300

400

500

600

700

800

900

result

pre_tag of score

post tag of score
number _of frogs
number_of grasshoppers
number_of crickets
number_of mole_crickets
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3-1
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33
34
48

49
50
51

52

53

54
55
56
57
58

59
60

61

62
63
64
65

2007/02/15

ForestWalking
enter
space
enter
Space
Esc
Enter
space
enter
space
enter
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66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
85
86
87
88
89
90
91
92
93
94
95
96
97
98
99

2007/02/15
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3-2

4.1.4.

TODO
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3-2 TODO

SoundPlayer  fade
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® ResultState
ResultState

list
iterator for
® Release
VisualStudio
Web
)
C++

-68 -

iterator

list

#include

3-13
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BERRE S D HID~ v —
P Mo o2 M— FRE(R

SDLCommonFanctions.h Game.h

/N

HowToPlayState.h

KeyState.h

TitleState.h

GamePlayState.h ResultState.h

N L7

StateMessages.h GamePlayStateFactory.h

A

SoundFactory.h

TutorialSoundFactory.h

AfternoonSoundFactory.h \ HightSoundFactorny.h

\

TutorialState.h

N =N

AfternoonState.h HightState.h

— N

.—"//\
MovableSound.h

77 ~

River.h

SoundContainer.h

SoundPlayer.h é’/j/ \

SoundMaterial.h

Creature.h

Cage.h —

Insect.h

3-13
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TutorialSoundFactory.h

NightSoundFactory.h

AfternoonSoundFactory.h

TutorialState.h

3-14
BRI~ o A — T
Moot 22 )— FREIFR
Game.h State_h SDLCommonFanctions.h
7
TitleState.h HowToPlayState.h GamePlayState.h ResultState.h
StateMessages.h Constants.h
GamePlayStateFactory.h SoundFactory.h
““"‘w—\
Player.h SoundMaterial.h

/0

River.h

Liil.h SoundPlayer.h

\/

Cage.h MovableSound.h SoundContainer.h

NightState.h

AfternoonState.h

3-14

Insect.h Creature.h
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1
Constants.h
Constants.h
Constants.h
® CriAuPlayer
CRI Audio CriAuPlayer
CriAuPlayer 3-15
STOP PREF PLAYING
Play ALERETET -
BENHETTL
3-15 CriAuPlayer
CriAuPlayer
PLAYEND <77
1. “<7>” CriAuPlayer STOP
2. CriAuPlayer STOP <7
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e CriAuPlayer

1

2
CriAuPlayer PLAYEND

2

<77 CriAuPlayer
CriAuPlayer STOP PLAYEND
e CriAuPlayer
2
PLAYEND

2007/02/15

PLAYEND

playSounds  while

PLAYEND
cc72s
PLAYEND

CriAuPlayer

SoundPlayerState

-72 -

ResultState



2007/02/15
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3-16 ResultState

3-16 ResultState

3-17 3-18

SR AT LTS

[Tt EEATL LY |

i

SoundPlayerState

SoundPlayerState

[ROBREERAFT 2T LD

RibgERERA LT

hnghiEs b |

— ) —

J

(RO ERHED S TID]

3-17 SoundPlayerState
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3-18 SoundPlayerState

SoundPlayerState

ccqas

SoundPlayerState

STOP
ccqas

CriAuPlayer

ccqas
SoundPlayerState

CriAuPlayer

CriAuPlayer

PLAYEND
SoundPlayerState

CriAuPlayer

PLAYEND
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PLAYEND

SoundPlayerState

PLAYEND

ccy2s
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SDL
bool Util::isPressed(int id) {
Uint8* keys = SDL_GetKeyState(NULL); //
return keys[id] == SDL_PRESSED; //
}
Enter
1 Enter
bool Util::isPressedOnce(int id) {
Uint8* keys = SDL GetKeyState(NULL);
if (keys[id] == SDL_PRESSED) {
//
if (VisKeyPressed) {
isKeyPressed = true;
return true;
}
} else {
isKeyPressed = false;
}
return false;
}
isKeyPressed
bool false
true false 1

isKeyPressed false
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4.15.
CriAudio SDL(Simple Directmedia Layer) Boost 3
® CriAudio
CriAudio
C++ CriAudio CriAudio
CriAudio
CriAudio
» CriAudio
wav CriAudioCRAFT
CriAudio
3.6
» CriAudio
CriAudio 2
23 O—)LE B FleAFSE
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3-19 CriAudio
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> AISAC
AISAC Advanced Interactive Sound and Active Controller

> CriAudio
CriAudio 3

CriAudioCRAFT
GUI

CPU
CPU CPU
CriAudio

>
CriAudio
4ch

CriAudio
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> URL
CriAudio

http://criware.jp/products/product_criaudio j.htm

® SDL

SDL(Simple Directmedia Layer)
API SDL

SDL

SDL
CD-ROM

> SDL

SDL

SDL_Surface Game.cpp
SDL_SetVideoMode
SDL_Surface State

SDL_Flip ClearScreen

TTF_RenderText_Blended
SDL_BlitSurface
SDL WindowsAPI
SDL

SDLKey
SDLKey

SDL_GetKeyState

State
SDL_PollEvent
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> CriAudio
SDL Uint32
CriAudio SDL

#if 1defined(_TYPEDEF Uint32)
#define _TYPEDEF_Uint32
typedef unsigned long Uint32;
#endif

#if 1defined(_TYPEDEF_Sint32)
#define _TYPEDEF_Sint32
typedef signed long Sint32;
#endif

> URL
URL SDL URL
SDL SDL

http://www.libsdl.org/

Boost
Boost C++
Boost
>
Boost
<> delete
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{}
{}
< GCD LCM
{}
> Boost
Boost lexical_cast
SDL
C++
Boost lexical_cast
Boost lexical_cast
> URL
URL Boost URL Boost
Boost Boost
http://boost.org/
4.1.6.
3-20
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1]

Factory

SoundFactory

q + createSoundmaterialsd ;void

1

State

State

# gameState : int

1 #mainScreen  SDL_Surface

State

#zoundContainer : SoundContainer

# processkeyEvent) ;- void
# playSounds( :void
# changeState) : void

2007/02/15

Model

SoundPlayer

GamePlayState

# gameState ©int

+ playSoundg : void
#passTimed) - void

+ processkeyEvent : vai

- soundShelf: Map

1 + play() - void

SoundMaterial

* # playSound( : void

i

Player

+walk) void
+ catchinsect{insect : Insect) - void

3-20
State SoundFactory SoundPlayer
GamePlayState SoundMaterial Player
SoundFactory State GamePlayState SoundMaterial

3-20
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State

State

# gameState : int
# mainscreen : SDL_Surface

# soundContainer : SoundCantainer

# processkKeyEventd :void
# playSoundsd : void
# changeStated © void

I

TitleState

HowToPlayState

# gameState ;int

# gameState | int

GamePlayState

# gameState : int

+ processkeyBEventd  woid
+ playSoundd ; woid
# passTimed ; vaid

AN

ResultState

# gameState :int

TutorialState MightState

AfternoonState

# gameState :int

# passTimed) :void

# passTimer) :void

3-21 State

3-21 State

State
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Model

SoundPlayer

- soundShelf: Map

+ playd ;void

SoundiMaterial

# playSoundd  void

MovahleSound

# moveSoundd ;woid
# playSoundd : waid

Creature

+ maved ;vaid

Insect

+isCatchabled : boolean
+jsCatchablefread | hoolean

Player

+wealkl o woid
+ catchinsect(insect : Insect) : void

3-22 Model

3-22 Model SoundMaterial
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SoundPlayer
SoundMaterial

Factory

SoundFactory

+ createSoundMaterials  woid

GamePlayStateSoundFactory

+ createSoundmaterialsd ; void
+ createmovableSoundd  void
+ createCreatures( : void

+ createlnsectsd  void

JAN

TutorialSoundFactory AfternoonSoundFactory NightSoundFactory

+ createMovahleSoundd : void
+ createCreature s [ void
+ createlnsects() D void

+ createMovableSoundd ; void
+ cregteCreatures() woid
+ createlnsects() | wvoid

+ createMovahbleSoundd : woid
+ createCreature s [ void
+ createlnsects [ woid

TitleState

3-23 State
3-23 Factory State
State Factory
Factory State
HowToPlayState ResultState Factory
SoundFactory
SoundFactory State Factory
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Logic
cpp 75 20 9| 46|State.cpp
cpp 26 18 3 5[TextCreator.cpp
cpp 77 16| 10| 51 |TitleState.cpp
cpp 41 17| 6| 18|TutorialSoundFactory.cpp
cpp 199 38| 32| 129 TutorialState.cpp
cpp 205 56| 28| 121 |Util.cpp
h 19 6/ 3| 10 AfternoonSoundFactory.h
h 27 8 4| 15 AfternoonState.h
h 32 6/ 9| 17/Cage.h
h 37 11| 6| 20 Constants.h
h 37 8 7| 22Creature.h
h 31 6/ 6| 19 Gameh
h 67 9/ 11| 47 |GamePlayState.h
h 27 7/ 4| 16|GamePlayStateSoundFactory.h
h 22 6/ 3| 13/GameStates.h
h 47 9 11| 27 HowToPlayState.h
h 53 9| 11| 33|Insecth
h 18 0/ 3| 15KeyFlag.h
h 33 0| 7| 26|KeyState.h
h 63 10/ 11| 42 MovableSound.h
h 25 6/ 5| 14 NightSoundFactory.h
h 27 8| 4| 15|NightState.h
h 64 4| 14| 46|0OnMapObject.h
h 64 8 8| 48|Player.h
h 63 11, 14| 38|ResultState.h
h 12 0 3 9 River.h
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h 30 1/ 4| 25/SDLCommonFunctions.h
h 36 0| 7| 29(Soundh

h 38 5/ 8 25|SoundContainer.h

h 25 7/ 5| 13|SoundFactory.h

h 39 6/ 6| 27 SoundMaterial.h

h 44 5 7| 32|SoundPlayer.h

h 52 6/ 7| 39 State.h

h 62 5| 8| 49 |StateMessages.h

h 24 10, 4| 10|TextCreator.h

h 26 7 5/ 14 TitleState.h

h 13 0/ 3| 10|TutorialSoundFactory.h
h 40 7| 7| 26 TutorialState.h

h 38 6| 9| 23Utilh

cpp 43 9 6| 28|AfternoonSoundFactory.cpp
cpp 113 31| 16, 66 AfternoonState.cpp

cpp 45 17 6| 22|Cage.cpp

cpp 63 20 7| 36|Creature.cpp

cpp 54 10 9| 35|Game.cpp

cpp 427 86| 50| 291|GamePlayState.cpp

cpp 53 19| 7| 27|GamePlayStateSoundFactory.cpp
cpp 194 34| 26, 134HowToPlayState.cpp
cpp 1 0 1 InputDevice.cpp

cpp 138 30, 16| 92 Insect.cpp

cpp 44 15| 4| 25|KeyFlag.cpp

cpp 57 21 9| 27 |KeyState.cpp

cpp 34 5 6| 23 Main.cpp

cpp 200 48| 35| 117 MovableSound.cpp

cpp 52 9/ 8| 35|NightSoundFactory.cpp
cpp 150 33| 18 99 NightState.cpp

cpp 85 24| 13| 48|0OnMapObject.cpp
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cpp 253 54| 37| 162|Player.cpp
cpp 318 70| 36| 212|ResultState.cpp
cpp 31 16| 4| 11|River.cpp
cpp 26 8 4| 14/Sound.cpp
cpp 93 24| 15| 54|SoundContainer.cpp
cpp 13 6 2 5|SoundFactory.cpp
cpp 86 23| 12| 51|SoundMaterial.cpp
cpp 163 25| 23| 115SoundPlayer.cpp
Logic
cpp 3,359 802| 458|2,099 31
h 1,235 197| 224| 814 33
4594 999| 682/2,913 64
C++
B
C++ (o 5
C++ x 15%
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12

10
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3-5

D 00 M~ O 1 < MO N 1 O

12

-901 -



2007/02/15

-92-



2007/02/15

4.2.1.
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4.2.2.

Config.txt Config.txt
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4.2.3.

FPS
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4.2.4.

PMBOK
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Java
Java
C++
C++
ForestWalking C++
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