APPENDIX A

CONFIG FILE CHANGES

Config Changes for Cops ‘N Robbers

Config.cfg changes

· Con_color 
  : Changes the standard colour of the console and print screen text

· Parameter “245 245 245” : RGB values for pale white

Server.cfg and listenserver.cfg changes

· Sv_aim 0    

: Disables auto aim capability of any player

· Sv_clienttrace 3.5 

: Enables collision boxes for players

· Pausable 0  

: This is multiplayer, no player may pause the server

· Hostname “Cops ‘N Robbers”   : Changes default server name

· Sv_maxspeed 350  
: Limits the players maximum movement speed

· Mp_falldamage 1.9 
: Increase the fall damage to max for enhanced realism

· Mp_teamplay   

: This mod is team-play based

· Removal of all blood and body parts

· Violence_ablood 0

· Violence_agibs 0

· Violence_hblood 0

· Violence_hgibs 0

Liblist.gam changes

// This is the file that is used to publish the mod online and allow it to be selectable within halflife.

// Cops N Robbers Game Info file

gamedir "CopsNRobbers"
// our mod directory within halflife

game "Cops 'N Robbers"
// Declares the game name

url_info "www.OURSITE.com" // The mods website (unofficial)

url_dl "www.OURDL.com"
   // Where to download CopsNRobbers from

date "March 1, 2003"

// date mod created

version "1.0"


// Version no.

size "101 mb"


// File Size

svonly "0"  


// 0 means client must install mod

cldll "0"


// Client dll required for install

hlversion "1009"

// Version of half lfie compatible with

type "multiplayer_only"
// Multiplayer only mod

startmap "c0a0"

// Default starting maps

trainmap "t0a0"

// Default training maps (no training maps available)

mpentity "info_player_deathmatch" // Use starting entity of deathmatch spawn

gamedll "dlls\mp.dll"

// Game dll available in this dir for loading

CopsNRobbers.fgd

This is the file used for creating entities such as spawn points and loot bags within the halflife map editor ‘hammer’.

// Worldcraft game data file for Cops N Robbers mod.

// The jail function, covers entire jail to check if all robbers are inside it

@SolidClass = func_jail : "in jail while inside" [ ]

// The scoring zone for the robbers, loot has to be dropped off within this entity

@SolidClass = trigger_score : "Loot Scoring Zone" [spawnflags(flags) = [2: "Start Off" : 0]


master(string) : "Master" 


delay(string) : "Delay before trigger" : "5"]

// The lootbag entity declaration

@PointClass = item_lootbag : "Loot Bag Entity" [ ]

// Cops spawn is info_player_start

// Robbers spawn is info_player_deathmatch

// Declare the observer cameras spawn

@PointClass = info_player_observer : "Observer spawn point" [ ]

// The spawn point to be placed within the jail for when robbers are captured

@PointClass = info_player_jail : "Jail Spawn Point" [ ]

APPENDIX B

CODING IMPLEMENTATION

Within this appendix the complete class or function where each change was made is shown.  The ‘//’ symbol denotes a comment in the code and any comment starting with ‘ME’ is code that has been implemented by Group 19 for the CopsNRobbers mod.  Each changed function or class is separated by a line of hashes.

Modified Files in cl_dlls Folder

Battery.cpp

int CHudBattery::Draw(float flTime)

{

/*  ME PUT THIS IN TO STOP BATTERY SUIT BEING DRAWN IN HUD

int r,g,b;

if ( gHUD.m_iHideHUDDisplay & HIDEHUD_HEALTH )

return 1;

int r, g, b, x, y, a;

wrect_t rc;

rc = *m_prc2;

rc.top += m_iHeight * ((float)(100-(min(100,m_iBat))) * 0.01); // battery can go from 0 to 100 so * 0.01 goes from 0 to 1

UnpackRGB(r,g,b, RGB_YELLOWISH);

if (!(gHUD.m_iWeaponBits & (1<<(WEAPON_SUIT)) ))

return 1;

// Has health changed? Flash the health #

if (m_fFade)

{

if (m_fFade > FADE_TIME)

m_fFade = FADE_TIME;

m_fFade -= (gHUD.m_flTimeDelta * 20);

if (m_fFade <= 0)

{

a = 128;

m_fFade = 0;

}

// Fade the health number back to dim

a = MIN_ALPHA + (m_fFade/FADE_TIME) * 128;

}

else

a = MIN_ALPHA;

ScaleColors(r, g, b, a );

int iOffset = (m_prc1->bottom - m_prc1->top)/6;

y = ScreenHeight - gHUD.m_iFontHeight - gHUD.m_iFontHeight / 2;

x = ScreenWidth/5;

// make sure we have the right sprite handles

if ( !m_hSprite1 )

m_hSprite1 = gHUD.GetSprite( gHUD.GetSpriteIndex( "suit_empty" ) );

if ( !m_hSprite2 )

m_hSprite2 = gHUD.GetSprite( gHUD.GetSpriteIndex( "suit_full" ) );

SPR_Set(m_hSprite1, r, g, b );

SPR_DrawAdditive( 0, x, y - iOffset, m_prc1);

if (rc.bottom > rc.top)

{

SPR_Set(m_hSprite2, r, g, b );

SPR_DrawAdditive( 0, x, y - iOffset + (rc.top - m_prc2->top), &rc);

}

x += (m_prc1->right - m_prc1->left);

x = gHUD.DrawHudNumber(x, y, DHN_3DIGITS | DHN_DRAWZERO, m_iBat, r, g, b);

if(gHUD.m_iWeaponBits & (1<<(WEAPON_SUIT)) && ScreenWidth >= 640)

{

g = m_iBat * 255 / 100;

r = 255 - g;

b = 0;

FillRGBA(XRES(101), (ScreenHeight) - (m_iBat/2), 15, m_iBat/2, r, g, b, 255);

}

*/

return 1;

}

hud.h

#define RGB_YELLOWISH 0x003527F6 //255,160,0 ME CHANGED THIS COLOUR TO BLUE FOR THE HUD USING HEXADECIMAL COLOUR VALUES

#define RGB_REDISH 0x00FF1010 //255,160,0

#define RGB_GREENISH 0x0000A000 //0,160,0

This colour change definition is used throughout hud.cpp and health.cpp.

Vgui_scorepanel.cpp
if ( m_iIsATeam[row] )

{

char sz2[128];


switch (col)


{


case COLUMN_NAME:


if ( m_iIsATeam[row] == TEAM_SPECTATORS )


   {

   sprintf( sz2, CHudTextMessage::BufferedLocaliseTextString( "#Spectators" ) );


   }

/*else


{


sprintf( sz2, gViewPort->GetTeamName(team_info->teamnumber) );


} ME ORIGINAL CODE TAKEN OUT */

// ME- NEW CODE

else


{


sprintf( sz2, CHudTextMessage::BufferedLocaliseTextString( team_info->name ) );


}

// END OF ADDED CODE


strcpy(sz, sz2);


// Append the number of players  ME CHANGED STRINGS FOR DISPLAY


if ( m_iIsATeam[row] == TEAM_YES )



{



if (team_info->players == 1)




{




sprintf(sz2, "(%d %s)", team_info->players, CHudTextMessage::BufferedLocaliseTextString( "Player" ) );




}



else




{




sprintf(sz2, "(%d %s)", team_info->players, CHudTextMessage::BufferedLocaliseTextString( "Players" ) );




}


pLabel->setText2(sz2);


pLabel->setFont2(smallfont);




}


break;

Modified Files in dlls Folder

Teamplay_gamerules.cpp

//

// teamplay_gamerules.cpp

//

#include
"extdll.h"

#include
"util.h"

#include
"cbase.h"

#include
"player.h"

#include
"weapons.h"

#include
"gamerules.h"

#include
"teamplay_gamerules.h"

#include
"game.h"

// ME ADDED DEFS FOR RESTART ROUND ROUTINE DEFS

#include "items.h" // for loot bag respawning

#define ROUNDTIME_LIMIT 300 // 5 minutes (5*60)

#define ROUNDTIME_SETUP 5 // 5 secs

#define ROUNDTIME_CHECK 6 // 6 secs

#define ROUNDTIME_DELAY 6 // 6 secs

class CItemLootBag : public CItem {}; // added to enable respawn of lootbags

extern int gmsgGameMode; // gamemode-updates scoreboard

extern int gmsgSayText; // saytext (used to display messages)

extern int gmsgDeathMsg;
// client dll messages

extern int gmsgScoreInfo; // get score info 

extern int gmsgMOTD;
// set message of the day

extern int gmsgServerName;
// set server name

extern void respawn(entvars_t *pev, BOOL fCopyCorpse); 

// ME ADDED CODE TO DECLARE RESPAWN FUNCTION

// END OF ADDED DECLARATIONS

static char team_names[MAX_TEAMS][MAX_TEAMNAME_LENGTH];

static int team_scores[MAX_TEAMS];

static int num_teams = 0;

extern DLL_GLOBAL BOOL

g_fGameOver;

//-------------------------------------------------------------------

// ME ADDED TEAM ROUNDS FUNCTION HEADERS

// RESTART ROUND DECLARATION

void CHalfLifeTeamplay ::RestartRound (void)


{

// set the round to not having started yet

m_RoundState = ROUND_NOTSTARTED; 

// change the roundtime to allow time for calcs


m_flRoundTime = gpGlobals->time + ROUNDTIME_SETUP; 

}

//-------------------------------------------------------------------

// ME ADDED CHECK ROUND START FUNCTION

void CHalfLifeTeamplay ::CheckRoundStart ( void )

{


int iCops = 0;
// intiialise variables


int iRobbers = 0;


BOOL roundstart = TRUE; // set the roundstart to true

// loop through all clients, count number of players on each team


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )



{

// if theyre a cop increase the cop counter



const char *pTeamName = plr->TeamID(); 



if (FStrEq(pTeamName, TEAM1_NAME))





iCops++;

// if theyre a robber increase robber counter



else if (FStrEq(pTeamName, TEAM2_NAME)) 




iRobbers++;

else  // eh we dont know this team?



ALERT(at_console, "Unknown Team <%s>\n", pTeamName); 


}


}

// if theres not players on both teams then dont start yet

if ((iCops==0)||(iRobbers==0)) 


roundstart = FALSE;


else// else if there is a cop and a robber, lets begin


roundstart = TRUE;


// if roundstart = true, i.e. there are players


if (roundstart)



{



// start the round



m_RoundState = ROUND_STARTED; 



// set the time of the round  



m_flRoundTime = gpGlobals->time + ROUNDTIME_LIMIT; 



// check for winner in 10 secs 



m_flCheckRound = gpGlobals->time + ROUNDTIME_CHECK; 



// call Update scores function to clear the scoreboard


UpdateScores(); 


// respawn everyone 



for ( int i = 1; i <= gpGlobals->maxClients; i++ ) 



{ 


     CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i ); 




if (plr) // if they are a player then respawn them

// false means leaving no corpse behind





respawn (plr->pev, FALSE); 


} 


} 


else // cant start the round yet...wait half of the setup time 



m_flRoundTime = gpGlobals->time + (ROUNDTIME_SETUP / 2); 

} 

//-------------------------------------------------------------------

// ME ADDED CHECK ROUND END FUNCTION

void CHalfLifeTeamplay ::CheckRoundEnd ( void )




{


int totalfrags = 0; // ME ADDED TOTAL FRAG INTIALISER


int iRobbers = 0; // how many players on robbers team counter


int iJail = 0; // how many robbers in jail counter


// get how many robbers are playing before we do anything else


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{



CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i ); // get all the players



if ( plr ) // if they are a player




{

// get which team theyre on



const char *pTeamName = plr->TeamID(); 
// if theyre on the robbers team




if (FStrEq(pTeamName, TEAM2_NAME))





{





iRobbers++; // add one to robbers counter





}




}


}


// loop through all clients and check if theyre robbers


for ( int i = 1; i <= gpGlobals->maxClients; i++ )


{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




const char *pTeamName = plr->TeamID();




if (FStrEq(pTeamName, TEAM2_NAME))





{

// if they are robbers add up their frags




totalfrags = (plr->pev->frags);  




}

// if all their frags are greater than this number they win the round!



if (totalfrags >= 40)  




{

// call the round end function with all points stolen win case




RoundEnd (ALL_POINTS_STOLEN); 




}

// else if they are robbers and in jail increase the jail counter




if ( (FStrEq(pTeamName, TEAM2_NAME)) && (plr->m_bInJail == TRUE))





{





iJail++;

// then check to see if all of our robbers are in jail





if (iJail == iRobbers) // if all robbers is the same amount as all people in jail






{

// if they are end the round with robbers caught win case





RoundEnd (ALL_ROBBERS_CAUGHT); 





}





}


}

// else make the time above the actual time


else m_flCheckRound = gpGlobals->time + 5.0; 

// if the time is less than the actual time then end the round



if ( m_flRoundTime <= gpGlobals->time ) 



{

// call the round end function with time up win case



RoundEnd ( TIME_UP ); 



}


}

}

// END OF 'CHECK END OF ROUND' FUNCTION

//-------------------------------------------------------------------

CHalfLifeTeamplay :: CHalfLifeTeamplay()

{


m_DisableDeathMessages = FALSE;


m_DisableDeathPenalty = FALSE;


memset( team_names, 0, sizeof(team_names) );


memset( team_scores, 0, sizeof(team_scores) );


num_teams = 0;


// ME ROUND TIME AND CHECKER DECLARATIONS


m_flRoundTime = gpGlobals->time + ROUNDTIME_SETUP; 


m_flCheckRound = -1; 


m_RoundState = ROUND_NOTSTARTED; 


// END OF NEW DECLARATIONS

...


// ME ADDED ROUND END CHECKERS


switch (m_RoundState) //check the round state statement


{ 


// if not started then check the round start function


case ROUND_NOTSTARTED: 



if ( m_flRoundTime <= gpGlobals->time) 




CheckRoundStart();



break; 


//if round started then check the time and declare time up if needed


case ROUND_STARTED: 



if ( m_flRoundTime <= gpGlobals->time) 




RoundEnd ( TIME_UP ); 



// if round time not up check other round end functions



if ( m_flCheckRound <= gpGlobals->time ) 




CheckRoundEnd (); 



break; 


// if round end then restart the round


case ROUND_END: 



if ( m_flRoundTime <= gpGlobals->time ) 




RestartRound(); 



break; 


//if none of these then we have an error somewhere


default: 



ALERT(at_console, "Unknown Round State\n");


} 


if ( g_fGameOver ) // someone else quit the game already 


{ 



CHalfLifeMultiplay::Think(); 



return; 


} 


// END OF ADDED CODE

}

//-------------------------------------------------------------------

//ME ADDED ROUND END FUNCTION

void CHalfLifeTeamplay ::RoundEnd ( int reason )

{


char text[1024]; // intialise display text string


switch (reason) // switch between the reasons for the round end


{


default:


case TIME_UP:// if the time is up then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{



sprintf( text, "THE COPS HAVE WON, BACKUPS HERE!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break; 


case ALL_POINTS_STOLEN: 

// if the loot is got then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




sprintf( text, "THE ROBBERS HAVE WON THE ROUND!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break; 


case ALL_ROBBERS_CAUGHT: 

// if the robbers are caught then show appropriate message



for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr )




{




sprintf( text, "YOURE ALL NICKED, COPS WIN!" );




UTIL_ClientPrintAll (HUD_PRINTCENTER, text );




}



}



break;  


}


m_RoundState = ROUND_END; // declare the round state to be over


m_flRoundTime = gpGlobals->time + ROUNDTIME_DELAY; // set the delay while calculations are made

}

//-------------------------------------------------------------------

// ME ADDED UPDATE SCORES FUNCTION TO CLEAR THE SCORE TABLE

void CHalfLifeTeamplay ::UpdateScores()


{


for ( int i = 1; i <= gpGlobals->maxClients; i++ )



{



//loop through every player


CBasePlayer *plr = (CBasePlayer *)UTIL_PlayerByIndex( i );



if ( plr ) 

// CHANGE THE SCORE BOARD TO REPRESENT NEW SCORES



{




MESSAGE_BEGIN( MSG_ALL, gmsgScoreInfo );  




WRITE_BYTE( ENTINDEX(plr->edict()) );





WRITE_SHORT( plr->pev->frags = 0 ); 

// all scores = 0





WRITE_SHORT(plr->m_iDeaths = 0 );





WRITE_SHORT( 0 );





WRITE_SHORT( 0 );




MESSAGE_END();




}



}


}

//=========================================================

// ClientCommand

// the user has typed a command which is unrecognized by everything else;

// this check to see if the gamerules knows anything about the command

//=========================================================

BOOL CHalfLifeTeamplay :: ClientCommand( CBasePlayer *pPlayer, const char *pcmd )

{


if(g_VoiceGameMgr.ClientCommand(pPlayer, pcmd))



return TRUE;


// ME - NEW CODE TO DISPLAY TEAM CHOICE MENU

// if the console command join team is given


else if ( FStrEq( pcmd, "jointeam" ) ) 

{

//we need to re-identify the slot

int slot = atoi( CMD_ARGV(1) ); 

switch(slot)



{



case 1: JoinTeam(pPlayer, TEAM1_NAME);

 // DECLARES TO BE OF DEFAULT TEAM TYPE Cops FOR CHARACTER 




pPlayer->t_team = FALSE; 



break; //slot 1



case 2: JoinTeam(pPlayer, TEAM2_NAME); 

// DECLARES TO BE OF DEFAULT TEAM TYPE Robber FOR CHARACTER



pPlayer->t_team = TRUE;  



break;//slot 2



case 5: //slot 5



switch(RANDOM_LONG(1,2)) // or choose a random team




{




case 1: JoinTeam(pPlayer, TEAM1_NAME); 





pPlayer->t_team = FALSE;





break; 




case 2: JoinTeam(pPlayer, TEAM2_NAME);





pPlayer->t_team = TRUE;





break;




}



}


}

// when this is typed in the console, these menus

// appear. And the same with the rest of the commands here

else if (FStrEq(pcmd, "chooseteam")).


{


ShowVGUI(pPlayer, MENU_TEAM);


}


else if (FStrEq(pcmd, "changeteam"))


{


ShowVGUI(pPlayer, MENU_TEAM);


}


if ( FStrEq( pcmd, "menuselect" ) )


{



if ( CMD_ARGC() < 2 )




return TRUE;



int slot = atoi( CMD_ARGV(1) );



// select the item from the current menu



return TRUE;


}


return FALSE;

}

extern int gmsgGameMode;

extern int gmsgSayText;

extern int gmsgTeamInfo;

extern int gmsgTeamNames;

extern int gmsgScoreInfo;

void CHalfLifeTeamplay :: UpdateGameMode( CBasePlayer *pPlayer )

{


MESSAGE_BEGIN( MSG_ONE, gmsgGameMode, NULL, pPlayer->edict() );



WRITE_BYTE( 1 );  // game mode teamplay


MESSAGE_END();

}

/* ME - COMMENTED OUT ORIGINAL CODE

const char *CHalfLifeTeamplay::SetDefaultPlayerTeam( CBasePlayer *pPlayer )

{


// copy out the team name from the model


char *mdls = g_engfuncs.pfnInfoKeyValue( g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model" );


strncpy( pPlayer->m_szTeamName, mdls, TEAM_NAME_LENGTH );


RecountTeams();


// update the current player of the team he is joining


if ( pPlayer->m_szTeamName[0] == '\0' || !IsValidTeam( pPlayer->m_szTeamName ) || defaultteam.value )


{



const char *pTeamName = NULL;



if ( defaultteam.value )



{




pTeamName = team_names[0];



}



else



{




pTeamName = TeamWithFewestPlayers();



}



strncpy( pPlayer->m_szTeamName, pTeamName, TEAM_NAME_LENGTH );


}


return pPlayer->m_szTeamName;

}

END OF ORIGINAL CODE */

// ME - NEW CODE THAT NULL EN VOIDS DEFAULT TEAMS

const char *CHalfLifeTeamplay::SetDefaultPlayerTeam( CBasePlayer *pPlayer )

{

    return NULL;

}

// END OF ADDED CODE

//-------------------------------------------------------------------

// ME - NEW CODE TO INITIALISE THE HUD TO OUR TEAM SETTINGS

//=========================================================

// InitHUD

//=========================================================

void CHalfLifeTeamplay::InitHUD( CBasePlayer *pPlayer )

{

    SetDefaultPlayerTeam( pPlayer ); // set the default teams

    CHalfLifeMultiplay::InitHUD( pPlayer ); // intialise hud variable

    RecountTeams(); //recount all the player teams

    char *mdls = g_engfuncs.pfnInfoKeyValue( g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model" ); 

    // update this player with all the other players team info

    // loop through all active players and send their team info to the new client

    for ( int i = 1; i <= gpGlobals->maxClients; i++ )

    {

        CBaseEntity *plr = UTIL_PlayerByIndex( i );



//if the player exists and is on a team

        if ( plr && IsValidTeam( plr->TeamID() ) )

        {

      MESSAGE_BEGIN( MSG_ONE, gmsgTeamInfo, NULL, pPlayer->edict() ); 

//set their team name and number
                WRITE_BYTE( plr->entindex() );

                WRITE_STRING( plr->TeamID() ); 

            MESSAGE_END();

        }

    } 

}

// END OF ADDED CODE

//-------------------------------------------------------------------

void CHalfLifeTeamplay::ChangePlayerTeam( CBasePlayer *pPlayer, const char *pTeamName, BOOL bKill, BOOL bGib )

{


int damageFlags = DMG_GENERIC;


int clientIndex = pPlayer->entindex();


if ( !bGib )


{



damageFlags |= DMG_NEVERGIB;


}


else


{


// ME CHANGED TO TAKE OUT PLAYER GIBS ON FALL


damageFlags |= DMG_NEVERGIB; 

}

//-------------------------------------------------------------------
//=========================================================

// ClientUserInfoChanged

//=========================================================

void CHalfLifeTeamplay::ClientUserInfoChanged( CBasePlayer *pPlayer, char *infobuffer )

{

/* ME TAKEN OUT TO STOP DEFAULT PLAYER MODELS

    // an observer can change a lot, but isn't visible so hasn't got to do much here

    if ( pPlayer->m_afPhysicsFlags & PFLAG_OBSERVER)

        return; 

    // prevent skin/color/model changes

   // char *mdls = g_engfuncs.pfnInfoKeyValue( infobuffer, "model" ); 

    //if the model name and the teamname are the same then return

    // if ( !stricmp( mdls, pPlayer->m_szTeamName ) )

    //    return; 

    //else make sure the player model is the same as the teamname

    g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", pPlayer->m_szTeamName );

*/} 

// END OF REMOVED CODE THAT STOPPED OUR PLAYER MODELS BEING SHOWN 

//-------------------------------------------------------------------

const char *CHalfLifeTeamplay::TeamWithFewestPlayers( void )

{


int i;


int minPlayers = MAX_TEAMS;


int teamCount[ MAX_TEAMS ];


char *pTeamName = NULL;


// ME - NEW CODE TO CHECK AND COUNT BOTH TEAMS


//check if the hmctf teams exist. If a team doesn't exist it is the team with the fewest players


if (GetTeamIndex(TEAM1_NAME) == -1)



return TEAM1_NAME;


else if (GetTeamIndex(TEAM2_NAME) == -1)



return TEAM2_NAME; 


// END OF ADDED CODE

//-------------------------------------------------------------------
//=========================================================

//ME – ADDED JoinTeam Function

//=========================================================

void CHalfLifeTeamplay::JoinTeam(CBasePlayer *pPlayer, const char *pTeamName)

{

    char text [1024]; 

    //If already on this team, do nothing

    if (FStrEq(pPlayer->m_szTeamName, pTeamName))

    {

        return;

    }
//Else join the team and when observer, make it respawnable, let it join a team and then respawn

    if ( pPlayer->m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        // notify everyone of the team change

        sprintf( text, "* %s has joined %s\n", STRING(pPlayer->pev->netname), pTeamName );

        UTIL_SayText( text, pPlayer );

        UTIL_LogPrintf( "\"%s<%i>\" has joined %s\n", STRING( pPlayer->pev->netname ), GETPLAYERUSERID( pPlayer->edict() ), pTeamName );

        pPlayer->pev->deadflag = DEAD_RESPAWNABLE;

        ChangePlayerTeam( pPlayer, pTeamName, FALSE, FALSE );

        // recount stuff

        RecountTeams();

        pPlayer->Spawn();

    }
    else //Else just switch teams
    {

        // notify everyone of the team change

        sprintf( text, "* %s has joined %s\n", STRING(pPlayer->pev->netname), pTeamName );

        UTIL_SayText( text, pPlayer );

        UTIL_LogPrintf( "\"%s<%i>\" has joined %s\n", STRING( pPlayer->pev->netname ), GETPLAYERUSERID( pPlayer->edict() ), pTeamName );

        ChangePlayerTeam( pPlayer, pTeamName, TRUE, TRUE );

        // recount stuff

        RecountTeams();

    }

} 

// END OF ADDED CODE

//-------------------------------------------------------------------

Teamplay_gamerules.h

//

// teamplay_gamerules.h

//

#define MAX_TEAMNAME_LENGTH
16

#define MAX_TEAMS


32

#define TEAMPLAY_TEAMLISTLENGTH

MAX_TEAMS*MAX_TEAMNAME_LENGTH

//ME - ADDING TEAM NAMES TO THE TEAMPLAY OPTION

#define TEAM1_NAME "Cops"

#define TEAM2_NAME "Robbers" 

// END OF TEAM NAME DECLARATIONS

class CHalfLifeTeamplay : public CHalfLifeMultiplay

{

public:


CHalfLifeTeamplay();


virtual BOOL ClientCommand( CBasePlayer *pPlayer, const char *pcmd );


virtual void ClientUserInfoChanged( CBasePlayer *pPlayer, char *infobuffer );


virtual BOOL IsTeamplay( void );


virtual BOOL FPlayerCanTakeDamage( CBasePlayer *pPlayer, CBaseEntity *pAttacker );


virtual int PlayerRelationship( CBaseEntity *pPlayer, CBaseEntity *pTarget );


virtual const char *GetTeamID( CBaseEntity *pEntity );


virtual BOOL ShouldAutoAim( CBasePlayer *pPlayer, edict_t *target );


virtual int IPointsForKill( CBasePlayer *pAttacker, CBasePlayer *pKilled );


virtual void InitHUD( CBasePlayer *pl );


virtual void DeathNotice( CBasePlayer *pVictim, entvars_t *pKiller, entvars_t *pevInflictor );


virtual const char *GetGameDescription( void ) { return "HL Teamplay"; }  // this is the game name that gets seen in the server browser


virtual void UpdateGameMode( CBasePlayer *pPlayer );  // the client needs to be informed of the current game mode


virtual void PlayerKilled( CBasePlayer *pVictim, entvars_t *pKiller, entvars_t *pInflictor );


virtual void Think ( void );


virtual int GetTeamIndex( const char *pTeamName );


virtual const char *GetIndexedTeamName( int teamIndex );


virtual BOOL IsValidTeam( const char *pTeamName );


const char *SetDefaultPlayerTeam( CBasePlayer *pPlayer );


virtual void ChangePlayerTeam( CBasePlayer *pPlayer, const char *pTeamName, BOOL bKill, BOOL bGib );


// ME ADDED ROUND END HEADER DECLARATIONS


enum


{


ROUND_NOTSTARTED = 0, // round is preparing to start


ROUND_STARTED, // round is going


ROUND_END, // round is stopped (prepare to prepare?)


};


enum


{


TIME_UP = 0, // time up-cops win


ALL_ROBBERS_CAUGHT, // cops team win


ALL_POINTS_STOLEN, // robbers team win


DRAW, // draw (ie both teams empty)


};


//Checks for the end of a round


virtual void CheckRoundEnd ( void );

//checks for the start of a round (are there enough people to start?)


virtual void CheckRoundStart ( void );


//end the round, inform the players with reason


virtual void RoundEnd ( int reason );

//restart the round (this is a bit misleading) it is actually resetting the map for play


virtual void RestartRound ( void );


//this updates the score board


virtual void UpdateScores ( void );


//used for round timing


float m_flRoundTime; 


//used for during round timing


float m_flCheckRound; 


//holds current state of round


int m_RoundState; 


// END OF ADDED ROUND FUNCTIONS


// ME - ADDED CODE TO ENABLE JOIN TEAM FUNCTION

virtual void JoinTeam( CBasePlayer *pPlayer, const char *pTeamName );


// END OF ADDED CODE

private:


void RecountTeams( bool bResendInfo = FALSE );


const char *TeamWithFewestPlayers( void );


BOOL m_DisableDeathMessages;


BOOL m_DisableDeathPenalty;


BOOL m_teamLimit;


// This means the server set only some teams as valid


char m_szTeamList[TEAMPLAY_TEAMLISTLENGTH];

};

multiplay_gamerules.cpp

#define ITEM_RESPAWN_TIME
60 // ME changed item respawn time

#define WEAPON_RESPAWN_TIME
20

#define AMMO_RESPAWN_TIME
20

static int team_scores[MAX_TEAMS];  // ME ADDED TEAM SCORES COUNTER

//------------------------------------------------------------------

void CHalfLifeMultiplay :: InitHUD( CBasePlayer *pl )

{


// ME - NEW CODE TO LOAD MENU STRAIGHT FROM SPAWN


extern int gmsgTeams;


// END OF ADDED CODE

...


// ME - NEW CODE TO DISPLAY TEAM NAME MESSAGE


MESSAGE_BEGIN(MSG_ONE, gmsgTeams, NULL, pl->edict());


WRITE_BYTE(2); // Two teams. (You can have up to 4.)


WRITE_STRING(TEAM1_NAME); 

// You need to pass the teams as literal strings


WRITE_STRING(TEAM2_NAME);


MESSAGE_END();


ShowVGUI (pl, MENU_TEAM);// Opens up the team menu within game


// END OF ADDED CODE

//------------------------------------------------------------------

void CHalfLifeMultiplay :: PlayerSpawn( CBasePlayer *pPlayer )

{


BOOL

addDefault;


CBaseEntity
*pWeaponEntity = NULL;


pPlayer->pev->weapons |= (1<<WEAPON_SUIT);


addDefault = TRUE;


while ( pWeaponEntity = UTIL_FindEntityByClassname( pWeaponEntity, "game_player_equip" ))


{



pWeaponEntity->Touch( pPlayer );



addDefault = FALSE;


}


//ME - Observer Spawn. Disables Movement and the such USED TO STOP SPAWNING WITHOUT CHARACTER CHOICE

    if ((!FStrEq(pPlayer->m_szTeamName, TEAM1_NAME)) && (!FStrEq(pPlayer->m_szTeamName, TEAM2_NAME)))

    {

        // Make player dead to the game

        pPlayer->pev->classname = MAKE_STRING("observer");

        pPlayer->pev->solid = SOLID_NOT;

        pPlayer->pev->takedamage = DAMAGE_NO;

        pPlayer->pev->movetype = MOVETYPE_NONE;

        pPlayer->pev->flags |= FL_NOTARGET;

        pPlayer->pev->effects |= EF_NODRAW;

        pPlayer->m_afPhysicsFlags |= PFLAG_OBSERVER;

        pPlayer->m_iHideHUD |= HIDEHUD_WEAPONS | HIDEHUD_FLASHLIGHT | HIDEHUD_HEALTH; 

        addDefault = FALSE;

    }

    else

    {

        // Make sure the player can see the HUD again

        pPlayer->m_iHideHUD &= ~HIDEHUD_WEAPONS;

        pPlayer->m_iHideHUD &= ~HIDEHUD_FLASHLIGHT;

        pPlayer->m_iHideHUD &= ~HIDEHUD_HEALTH;

        pPlayer->m_afPhysicsFlags &= ~PFLAG_OBSERVER;

    }


//  REMOVED TO REPLACE WITH OUR OWN PLAYER CLASSES


if ( addDefault == TRUE )


{



if (pPlayer->t_team == TRUE)




{




pPlayer->GiveNamedItem( "weapon_crowbar" );




g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 350); // set their max speed




g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", "gman" );




ClientPrint(pPlayer->pev, HUD_PRINTTALK, "Suited and booted."); // Edit to anything i want




}



if (pPlayer->t_team == FALSE)




{




pPlayer->GiveNamedItem( "weapon_crowbar" );




g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 350); // set their max speed




g_engfuncs.pfnSetClientKeyValue( pPlayer->entindex(), g_engfuncs.pfnGetInfoKeyBuffer( pPlayer->edict() ), "model", "barney" );




ClientPrint(pPlayer->pev, HUD_PRINTTALK, "Whats goin on ere then?"); // Edit it to anything i want




}


}  // END OF CHANGED CODE 

}

//-------------------------------------------------------------------

int CHalfLifeMultiplay::AmmoShouldRespawn( CBasePlayerAmmo *pAmmo )

{


if ( pAmmo->pev->spawnflags & SF_NORESPAWN )


{



return GR_AMMO_RESPAWN_NO;


}


return GR_AMMO_RESPAWN_NO; //ME CHANGED TO NO FROM YES to stop the ammo pods appearing on death

}

int CHalfLifeMultiplay::DeadPlayerWeapons( CBasePlayer *pPlayer )

{


return GR_PLR_DROP_GUN_NO;  // SEE BELOW

}

int CHalfLifeMultiplay::DeadPlayerAmmo( CBasePlayer *pPlayer )

{


return GR_PLR_DROP_AMMO_NO; // ME CHANGED FROM ACTIVE TO NO TO DISALLOW AMMO DROPS

}

gamerules.h

//=========================================================

// CHalfLifeMultiplay - rules for the basic half life multiplayer

// competition

//=========================================================

class CHalfLifeMultiplay : public CGameRules

{

public:


CHalfLifeMultiplay();

// GR_Think


virtual void Think( void );


// ME ADDED ROUND END DECLARATIONS


enum


{


ROUND_NOTSTARTED = 0, // round is preparing to start


ROUND_STARTED, // round is going


ROUND_END, // round is stopped (prepare to prepare?)


};


enum


{


TIME_UP = 0, // time up-cops win


ALL_ROBBERS_CAUGHT, // cops team win


ALL_POINTS_STOLEN, // robbers team win


DRAW, // draw (ie both teams empty)


};


//Checks for the end of a round


virtual void CheckRoundEnd ( void );


//checks for the start of a round (ie...are there enough people to start?)


virtual void CheckRoundStart ( void );


//end the round, inform the players with reason


virtual void RoundEnd ( int reason );


//restart the round (this is a bit misleading) it is actually resetting the map for play


virtual void RestartRound ( void );


//this is a nice hack...it updates the score board


virtual void UpdateScores ( void );


//used for round timing


float m_flRoundTime; 


//used for during round timing


float m_flCheckRound; 


//holds current state of round


int m_RoundState; 


// END OF ADDED CODE

player.cpp

#include "items.h" // ME ADDED ITEMS DECLARATION

// ME ADDED TEAM SPAWN SELECT ROUTINE + LOOT BAG

class CItemLootBag : public CItem {};

extern edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer );

// END OF ADDED CODE

DEFINE_FIELD( CBasePlayer, m_fLootBag, FIELD_BOOLEAN ), // ME ADDED LOOTBAG FIELD DEF

// int gmsgTeamNames = 0;  ORIGINAL CODE COMMENTED OUT

//ME - ADDED LINE TO DISPLAY NEW TEAM MENU

int gmsgVGUIMenu = 0;

//ME - ADDED LINE TO ENABLE TEAM NAME CHANGE

int gmsgTeams = 0;

// gmsgTeamNames = REG_USER_MSG( "TeamNames", -1 ); ORIGINAL CODE

// ME - REGISTERS NEW TEAM MENU

gmsgVGUIMenu = REG_USER_MSG("VGUIMenu", 1); // VGUI Message

// ME - REGISTERS NEW TEAM NAMES

gmsgTeams = REG_USER_MSG("TeamNames", -1);

#if 0 /* ME TAKEN OUT THROW GIBS FUNCTION FOR NO BLOOD IN OUR MOD

static void ThrowGib(entvars_t *pev, char *szGibModel, float flDamage)

{


edict_t *pentNew = CREATE_ENTITY();


entvars_t *pevNew = VARS(pentNew);


pevNew->origin = pev->origin;


SET_MODEL(ENT(pevNew), szGibModel);


UTIL_SetSize(pevNew, g_vecZero, g_vecZero);


pevNew->velocity

= VecVelocityForDamage(flDamage);


pevNew->movetype

= MOVETYPE_BOUNCE;


pevNew->solid


= SOLID_NOT;


pevNew->avelocity.x

= RANDOM_FLOAT(0,600);


pevNew->avelocity.y

= RANDOM_FLOAT(0,600);


pevNew->avelocity.z

= RANDOM_FLOAT(0,600);


CHANGE_METHOD(ENT(pevNew), em_think, SUB_Remove);


pevNew->ltime

= gpGlobals->time;


pevNew->nextthink
= gpGlobals->time + RANDOM_FLOAT(10,20);


pevNew->frame

= 0;


pevNew->flags

= 0;

}

static void ThrowHead(entvars_t *pev, char *szGibModel, floatflDamage)

{


SET_MODEL(ENT(pev), szGibModel);


pev->frame


= 0;


pev->nextthink

= -1;


pev->movetype

= MOVETYPE_BOUNCE;


pev->takedamage

= DAMAGE_NO;


pev->solid


= SOLID_NOT;


pev->view_ofs

= Vector(0,0,8);


UTIL_SetSize(pev, Vector(-16,-16,0), Vector(16,16,56));


pev->velocity

= VecVelocityForDamage(flDamage);


pev->avelocity

= RANDOM_FLOAT(-1,1) * Vector(0,600,0);


pev->origin.z -= 24;


ClearBits(pev->flags, FL_ONGROUND);

}

END OF REMOVED CODE*/

//-------------------------------------------------------------------

void CBasePlayer::PlayerDeathThink(void)

{


float flForward;


if (FBitSet(pev->flags, FL_ONGROUND))


{



flForward = pev->velocity.Length() - 20;



if (flForward <= 0)




pev->velocity = g_vecZero;



else    




pev->velocity = flForward * pev->velocity.Normalize();


}


if ( HasWeapons() )


{

// we drop the guns here because weapons that have an area effect and can kill their user will sometimes crash coming back from CBasePlayer::Killed() if they kill their owner because the player class sometimes is freed. It's safer to manipulate the weapons once we know we aren't calling into any of their code anymore through the player pointer.



PackDeadPlayerItems();


}

/*  LOOT BAG DROPPING TAKEN OUT AS POSSIBLE HACK FOR ROBBERS TO PERMENANENTLY WIN!!!

// ME ADDED CODE TO DROP LOOT BAG ON DEATH SO IT ISNT LOST FROM THE GAME


if (m_fLootBag == TRUE)



{



CItemLootBag *pLoot = (CItemLootBag *)CBaseEntity::Create("item_lootbag", pev->origin + gpGlobals->v_forward * 10, pev->angles, edict());



m_fLootBag = FALSE;



}


// END OF ADDED CODE

*/

// ------------------------------------------------------------------

void CBasePlayer::PreThink(void)

{


// ME ADDED IN JAIL DECLARATION

if (UTIL_PointContents(pev->origin) == CONTENTS_JAIL) 

// if theyre in the jail entity then set their jail value to true


m_bInJail = true;


else // set it to false


m_bInJail = false;


// END OF ADDED CODE

...

if ( g_pGameRules && g_pGameRules->FAllowFlashlight() )



//ME - Disable the Flashlight for the observer



if ( m_afPhysicsFlags & PFLAG_OBSERVER )

            m_iHideHUD |= HIDEHUD_FLASHLIGHT;



else

            m_iHideHUD &= ~HIDEHUD_FLASHLIGHT;



//END OF ADDED CODE



// m_iHideHUD &= ~HIDEHUD_FLASHLIGHT; ORIGINAL CODE


else



m_iHideHUD |= HIDEHUD_FLASHLIGHT;

//ME - Make observer unable to move

    if ( m_afPhysicsFlags & PFLAG_ONTRAIN )

    //END OF ADDED CODE

...

// ME ADDED LINE TO ENSURE MOVEMENT PHYSICS DISABLED


if ( m_afPhysicsFlags & PFLAG_ONTRAIN )


if ( m_afPhysicsFlags & PFLAG_ONBARNACLE )


{



pev->velocity = g_vecZero;


}


//ME - Enable Control being False means player has no control of player in game

        if ( m_afPhysicsFlags & PFLAG_OBSERVER )

        {

        EnableControl(FALSE);

        }

     else

        EnableControl(TRUE);

   // END OF ADDED CODE
//---------------------------------------------------------------------------------------------------

// ME ADDED TEAM SPAWN FUNCTION

// Yes I know this uses goto (its the devil!) but I dont see any reason fixing something that isnt broke!

edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer )

{


CBaseEntity *pSpot; // declare pointers to players


edict_t     *player; 


player = pPlayer->edict();

// Get a CBasePlayer

CBasePlayer *cbPlayer = (CBasePlayer *)pPlayer; 

pSpot = g_pLastSpawn;


// Randomize the start spot


for ( int i = RANDOM_LONG(1,5); i > 0; i-- )


{



if (FStrEq(cbPlayer->m_szTeamName, "Cops")) // if team1

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

//place in correct spawn


        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

// if team2

         
        {

// and if they have died, put them in jail





if (cbPlayer->m_iDeaths > 0) 






{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }






else // put them at the robbers hideout

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}






}


        else // not on team but an observer

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );


}

    if ( FNullEnt( pSpot ) ) // skip over the null point

    {


// repeat the spawn routine if an invalid spawn was found


if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

            {




if (cbPlayer->m_iDeaths> 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }




else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}




}

        else

 pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

    } 

// call a pointer to the spawn spots
    CBaseEntity *pFirstSpot = pSpot; 
    do

    {

        if ( pSpot )

        {

            // check if pSpot is valid

            if ( IsSpawnPointValid( pPlayer, pSpot ) )

            {

                if ( pSpot->pev->origin == Vector( 0, 0, 0 ) )

                {

// repeat the spawn routine again once spawn point is declared valid

                    if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

                  else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))

                        {







if (cbPlayer->m_iDeaths > 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }







else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}







}



    else

pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

                    continue;

                } 

                // valid pSpot, so it can be returned

                goto ReturnSpot;

            }

        }

        // increment pSpot

// reiterate one last time the spanw select routin, this one will find a spawn...

        if (FStrEq(cbPlayer->m_szTeamName, "Cops"))

    pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_start" );

        else if (FStrEq(cbPlayer->m_szTeamName, "Robbers"))




{




if (cbPlayer->m_iDeaths > 0)

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_jail" ); }




else

{ pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_deathmatch" );}




}


else

 pSpot = UTIL_FindEntityByClassname( pSpot, "info_player_observer" );

} 

while ( pSpot != pFirstSpot ); // loop if we're not back to the start 


// we haven't found a place to spawn yet, so kill any guy at the first spawn point and spawn there

    if ( !FNullEnt( pSpot ) )

    {

        CBaseEntity *ent = NULL;



// while there is something within our spawn point

        while ( (ent = UTIL_FindEntityInSphere( ent, pSpot->pev->origin, 128 )) != NULL )

        {

           // if ent is a client, kill em (unless they are ourselves)

            if ( ent->IsPlayer() && !(ent->edict() == player) )

                ent->TakeDamage( VARS(INDEXENT(0)), VARS(INDEXENT(0)), 300, DMG_GENERIC );

        }

        goto ReturnSpot;

    } 

ReturnSpot:

    if ( FNullEnt( pSpot ) )

    { // after all that we still cant find a spawn!!!!!

        ALERT(at_error, "PutClientInServer: no spawn points on level");

        return INDEXENT(0);

    } 

    g_pLastSpawn = pSpot;

    return pSpot->edict();

}

// END OF ADDED CODE

//------------------------------------------------------------------

// ------------------------------------------------------------------

// ME ADDED CODE TO CHECK IF PLAYER HAS LOOTBAG

BOOL CBasePlayer::HasLootBag(void)


{


ALERT(at_console, "HasLootBag: %i\n", (int)m_fLootBag);


if (m_fLootBag == TRUE)



{



return TRUE;



}


return FALSE;


}

//END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer::GiveNamedItem( const char *pszName )

{


//ME - Observers can't use cheating hacks

    if ( m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer :: FlashlightTurnOn( void )

{

//ME - Disable Observer Flashlight

        if ( m_afPhysicsFlags & PFLAG_OBSERVER)

            {

            return;

             }

        //END OF ADDED CODE

//-------------------------------------------------------------------

void CBasePlayer::ImpulseCommands( )

{

//ME - An observer can't send impulse commands i.e. KILL THEMSELVES

    if ( m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        pev->impulse = 0;

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

// ME - NEW FUNCTION TO SHOW TEAM VGUI

void ShowVGUI( CBasePlayer *pPlayer, int iMenu )

{


MESSAGE_BEGIN( MSG_ONE, gmsgVGUIMenu, NULL, pPlayer->pev );



WRITE_BYTE( iMenu );
// This is the menu number that needs to be sent


MESSAGE_END();

}

//-------------------------------------------------------------------

Player.h

class CBasePlayer : public CBaseMonster

{

public: 

// See that is shared between client & server for shared weapons code
int
random_seed;   

// ME ADDED CODE 

int m_class; // the number definition for the class of character

bool m_bInJail; //boolean of whether the player is in jail or not

// END OF ADDED CODE

...

BOOL
m_fLootBag; // ME ADDED LOOT BAG VARIABLE

BOOL
t_team;  // ME ADDED CODE TO ENABLE DIFFERING TEAM PLAYERS

BOOL HasLootBag( void ); // ME ADDED TO DECLARE HAS LOOT BAG VARIABLE

// ME - NEW MENU CLIENT CORRESPONDENCE TO ENABLE TEAM VGUI TO BE DRAWN

void ShowVGUI( CBasePlayer *pPlayer, int iMenu ); // Add this here too

#define MENU_DEFAULT


1

#define MENU_TEAM 



2

#define MENU_CLASS 



3

#define MENU_MAPBRIEFING

4

#define MENU_INTRO 



5

#define MENU_CLASSHELP


6

#define MENU_CLASSHELP2 

7

#define MENU_REPEATHELP 

8

// END OF ADDED CODE

//-------------------------------------------------------------------

items.cpp

*********************************************************************

//------------------------------------------------------------------

// ME ADDED LOOT BAG CLASS ITEM DEFINITION AND FUNCTIONS

class CItemLootBag : public CItem

{


void Spawn( void ) // calls spawn function of lootbag


{ 



Precache( ); // precache the lootbag model



SET_MODEL(ENT(pev), "models/w_longjump.mdl");



CItem::Spawn( ); // spawn the lootbag


}


void Precache( void ) // precacher for the model


{



PRECACHE_MODEL ("models/w_longjump.mdl");


}

// declare the player able to touch it

BOOL MyTouch( CBasePlayer *pPlayer ) 

{

// if they already have loot no more for them


if ( pPlayer->m_fLootBag ) 


{




return FALSE; // quit out



}

// if they dont have one already and are on the robbers team then..



if ( ( pPlayer->pev->weapons & (1<<WEAPON_SUIT) && (FStrEq(pPlayer->m_szTeamName, "Robbers")) ) )



{




pPlayer->m_fLootBag = TRUE;

// player now has lootbag module

// lower their speed


g_engfuncs.pfnSetClientMaxspeed( ENT( pPlayer->pev ), 250); 


MESSAGE_BEGIN( MSG_ONE, gmsgItemPickup, NULL, pPlayer->pev );


WRITE_STRING( STRING(pev->classname) );


MESSAGE_END(); // tell the game they have picked up the loot


EMIT_SOUND_SUIT( pPlayer->edict(), "!HEV_A1" );


// create cash theft sound




return TRUE;





}



return FALSE; // else quit out if theyre a cop


}

};

// link the map entity to this code
LINK_ENTITY_TO_CLASS( item_lootbag, CItemLootBag); 

//-------------------------------------------------------------------

client.cpp

// called by ClientKill and DeadThink

void respawn(entvars_t* pev, BOOL fCopyCorpse)

{


if (gpGlobals->coop || gpGlobals->deathmatch)


{



if ( fCopyCorpse )



{


// make a copy of the dead body for appearances sake


//CopyToBodyQue(pev);  // ME COMMENTED OUT TO STOP CORPSES



}

//-------------------------------------------------------------------

void ClientKill( edict_t *pEntity )

{

//ME - Disables observer suicide

    if ( pl->m_afPhysicsFlags & PFLAG_OBSERVER)

    {

        return;

    }

    //END OF ADDED CODE

//-------------------------------------------------------------------

void ClientCommand( edict_t *pEntity )

{

// ME - ADDED CODE TO ENABLE MENU COMMAND TO BE CALLED


else if (FStrEq(pcmd, "chooseteam" ))


{


ShowVGUI( GetClassPtr((CBasePlayer *)pev), MENU_TEAM ); 

// MENU_TEAM is same on client dll


}

//-------------------------------------------------------------------

triggers.cpp

// ME spawnflag to turn score entity off as default

#define SF_TRIGGER_SCORE_START_OFF 2 extern DLL_GLOBAL BOOL

g_fGameOver;

// ME ADDED EXTERNALS TO ALLOW TEAM SCORE CHANGES IN TRIGGER_SCORE

extern GetTeamIndex( const char *pTeamName );

extern int gmsgScoreInfo;

extern HasLootBag ();

// END OF ADDED EXTERNALS
//-------------------------------------------------------------------

class CBaseTrigger : public CBaseToggle

{

// ME ADDED SCORE TOUCH FUNCTION
void EXPORT ScoreTouch ( CBaseEntity *pOther );  

//-------------------------------------------------------------------
// ME ADDED TRIGGER_SCORE CLASS DECLARATION AND LINK TO ENTITY

class CTriggerScore : public CBaseTrigger

{

public:


void Spawn( void );

};

LINK_ENTITY_TO_CLASS( trigger_score, CTriggerScore );

// END OF CREATED CODE

//-------------------------------------------------------------------
// ME ADDED CODE TO IMPLEMENT A SCORING ZONE

// trigger_score entity to be scored if lootbag is retreived

void CTriggerScore :: Spawn( void) // declare the spawning of the entity


{


InitTrigger(); // intialise the trigger


SetTouch ( ScoreTouch ); // set the touch variable


if ( !FStringNull ( pev->targetname ) ) //if the target in entity is a player


{



SetUse ( ToggleUse ); // enable its use


}


else


{



SetUse ( NULL ); // else dont let it be used


}


// if flagged to Start Turned Off, make trigger nonsolid.


if ( FBitSet (pev->spawnflags, SF_TRIGGER_SCORE_START_OFF) )



pev->solid = SOLID_NOT;


UTIL_SetOrigin( pev, pev->origin ); // set the triggers origin on the map


}

//END OF ADDED CODE

//-------------------------------------------------------------------

// ME ADDED SCORE TOUCH FUNCTION TO RECOGNISE PLAYER IN SCORE ZONE

void CBaseTrigger :: ScoreTouch ( CBaseEntity *pOther ) // takes in an entity

{

char text[1024]; // delcare the message variable

if ( pOther->IsPlayer() ) // if the entity taken in is a player


{

// if they have a lootbag on them

if (((CBasePlayer*)pOther)->m_fLootBag == TRUE) 


{

// ASSIGN POINTS TO PLAYER IN TRIGGER


((CBasePlayer*)pOther)->pev->frags += 4;  
// CHANGE THE SCORE BOARD TO REPRESENT NEW SCORES



MESSAGE_BEGIN( MSG_ALL, gmsgScoreInfo );  


WRITE_BYTE( ENTINDEX(((CBasePlayer*)pOther)->edict()) );




WRITE_SHORT( ((CBasePlayer*)pOther)->pev->frags );




WRITE_SHORT(((CBasePlayer*)pOther)->m_iDeaths );




WRITE_SHORT( 0 );




// give four extra points to the players team




WRITE_SHORT( g_pGameRules->GetTeamIndex( ((CBasePlayer*)pOther)->m_szTeamName ) + 4 );



MESSAGE_END();



// take away their lootbag
((CBasePlayer*)pOther)->m_fLootBag = FALSE;  


g_engfuncs.pfnSetClientMaxspeed( ENT( ( (CBasePlayer*)pOther)->pev ), 350); // set their speed



//print a message to the screen



sprintf( text, "%s, your loot has been dropped off, go get some more!", STRING(((CBasePlayer*)pOther)->pev->netname) ); 



UTIL_SayText( text, pOther );



}

// hang on this player doesnt have a lootbag

else if (((CBasePlayer*)pOther)->m_fLootBag == FALSE) 


{



// DO NOTHING



}


}

}

// END OF ADDED CODE
//-------------------------------------------------------------------

// ME ADDED JAIL_FUNC ENTITY

// declare the jail to be of type trigger

class CFuncJail : public CBaseTrigger 

{

public:


void KeyValue( KeyValueData *pkvd );


void Spawn( void );


void Precache( void );

};

// link the jail entity to its class

LINK_ENTITY_TO_CLASS( func_jail, CFuncJail ); 

void CFuncJail :: KeyValue( KeyValueData *pkvd )

{


CBaseTrigger::KeyValue( pkvd );

}

void CFuncJail :: Precache( void )

{

// Do all of this in here because we need to 'convert' old saved games

// set the jail entity to non solid so it can be walked in


pev->solid = SOLID_NOT; 

pev->skin = CONTENTS_JAIL; //set its skin to be of type jail


if ( CVAR_GET_FLOAT("showtriggers") == 0 )


{



pev->rendermode = kRenderTransTexture;



pev->renderamt = 0;


}


pev->effects &= ~EF_NODRAW; // make it invisible

}

void CFuncJail::Spawn( void ) // spawn the jail

{


Precache(); // precache umm nothing!


SET_MODEL(ENT(pev), STRING(pev->model));    // set size and link into world


pev->movetype = MOVETYPE_PUSH; // set the jails movement type as default

}

//END OF ADDED CODE

gamerules.cpp

// ME ADDED CODE TO PUT IN TEAM SPAWNs

extern edict_t *EntSelectTeamSpawnPoint( CBaseEntity *pPlayer );

// END OF ADDED CODE

edict_t *CGameRules :: GetPlayerSpawnSpot( CBasePlayer *pPlayer )

{


// ME ADDED TEAM PLAY SPAWN CODE


edict_t *pentSpawnSpot = NULL;


if (g_pGameRules->IsTeamplay())



pentSpawnSpot = EntSelectTeamSpawnPoint( pPlayer );


else



pentSpawnSpot = EntSelectSpawnPoint( pPlayer );


// END OF ADDED CODE


// edict_t *pentSpawnSpot = EntSelectSpawnPoint( pPlayer );

//-------------------------------------------------------------------
// IVE ALTERED THIS TO ENABLE A TEAMPLAY MOD

CGameRules *InstallGameRules( void )

{


SERVER_COMMAND( "exec game.cfg\n" );


SERVER_EXECUTE( );


if ( !gpGlobals->deathmatch )


{



/*// generic half-life original code



g_teamplay = 0;



return new CHalfLifeRules; */ 



//No deathmatch defined but we want it anyways.

        gpGlobals->deathmatch = TRUE;

        return new CHalfLifeTeamplay;


}


else


{


return new CHalfLifeTeamplay;  // lets play as teams everytime!


}

}

//-------------------------------------------------------------------

Subs.cpp

// ME ADDED TEAM SPAWN CODE

LINK_ENTITY_TO_CLASS(info_player_observer,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_cops,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_robbers,CBaseDMStart);

LINK_ENTITY_TO_CLASS(info_player_jail,CBaseDMStart);

// END OF ADDED CODE

//-------------------------------------------------------------------

weapons.cpp

void W_Precache(void)

{

UTIL_PrecacheOther( "item_lootbag" ); // ME ADDED WORLDSPAWN LOOTBAG VARIABLE

//-------------------------------------------------------------------

These are all of the inputted or changed code within the Halflife Software Development Kit.  The full SDK is huge and so for the sake of clarity it was decided to just print out the altered code.  To see the halflife SDK in full please see the attached CD.

APPENDIX C

MISCELLANEOUS CHANGES

The following are the miscellaneous changes made to the games mod folder.  To see these changes please see the report CD.  The files modified are included below for your reference. They are all parented within the CopsNRobbers directory.

Folder ‘gfx’

· Folder ‘shell’

· Splash.bmp 

– Background image for the in game menus

· Btns_main.bmp 
– All of the in game menu buttons

· Several other .bmp files used to change menu graphics

Folder ‘maps’

· Chicago.bsp

- Full working city map

· Chicago.txt 

- Text description of map shown at start of round

· Sewerholes1.bsp
- Test map used for detecting errors in code

· Sewerholes1.txt
- Text file warning players that this is a test map

Folder ‘media’

· Logo.avi

- The Cops ‘N Robbers logo on the menu start screen

· A variety of .wav files that replace the original Halflife sound effects

Folder ‘models’

· Folder ‘player’

· Folder ‘barney’

· Barney.mdl
- A Halflife model file of the cop

· Folder ‘gman’

· Gman.mdl
- A Halflife model file of the robber

Folder ‘sprites’

· 640hud7.spr

- The new hud (in game screen display)

· 320hud2.spr

- A lower resolution version of the Heads Up Display

· hud.txt
   - A description of all the elements in the hud and how to draw them

pak0.pak

- The compiled versions of all new sounds and graphics

cached.wad

- The wad file used for creating CopsNRobbers textures

APPENDIX D

MEETING MINUTES

GROUP 19 MINUTES - 1

AUTHOR :
David Eaves

DATE : 
Thursday 31st October 2002 – 11:00 am

SUBJECT :
First Group 19 Meeting


FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING

No Previous Meeting.

3.
LAST MINUTE ADDITIONS TO AGENDA

No Further Additions.

4.
DISCUSSION TOPICS


a.
Contingency 

Any sudden absences must be emailed to group leader within one day (or in advance if known about).  The absentee’s tasks will then be shared out amongst remaining group members.  If absentee was dealing with a specialist topic only achievable by himself then rescheduling of task deadlines is to be carried out.


b.
Documentation Standards

Some of the format for all documentation was discussed.  Every document must have:



- The name of the author



- The date of creation and corrections



- The topic of the document



- Who the document is intended for 

If this format is not appropriate for the document type then a cover sheet containing this information is to be placed on the front for effective collation.

Additional standards and examples from other dissertation projects are to be investigated and organised by Alex Linfield before the next meeting.

c.
Documentation Responsibilities


Group tasks were discussed and roles were assigned as follows.


- Minutes to be handled by David Eaves (inc writing, typing and emailing)

- Collecting of documents to be handled by Philip Johnson (copies of all documents are to be forwarded to him in the correct manner.)

- Scheduling of Tasks / Changes to scheduling is to be handled by Matthew Abbott (this includes Gantt chart creation and maintenance.  It was also noted that configuration management should be looked at relating to this topic).


d.
Initial Client Meeting

Mark Doughty our client contact was informally met  at 10:00 am on Thursday 31st October 2002.  A range of possible topics was discussed (see Client Meeting 1.doc for more information).  These topics are to be thought through before Thursday 7th November 2002.

e.
Skills Assessment

The skills availability within our group was then discussed.  Programming hard code was decided to be unfeasible for our group’s skills.  Modifying a known engine was however deemed to be a much more feasible technique that we could use.  The flash game was also deemed to be a possible topic for assessment.  After debating our skills in Studio Max we decided that we were perhaps not proficient enough to attempt the realistic design project. 

5.
TASKS FOR NEXT WEEK

- All members are to think through and decide upon a project topic.  This is to be discussed with the client before Thursday 7th November 2002.

- Matthew is to look at configuration management.

- Alex is to investigate different documentation standards.

- Philip is to organise efficient document storage.

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Tuesday 5th November 2002 at 12:00 pm in the Myton Computer Laboratory.  Points for discussion are:

-
Topic Finalisation

-
Documentation Finalisation

-
Meeting / Time availability of Group Members

-
Meeting With Client

- 
Any Further Business

GROUP 19 MINUTES – 2

AUTHOR :
David Eaves

DATE :
Tuesday 5th November 2002

SUBJECT :
Group Meeting No.2

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING

-
Topic Finalisation

-
Documentation Finalisation

-
Meeting / Time availability of Group Members

-
Meeting With Client

- 
Any Further Business

3.
LAST MINUTE ADDITIONS TO AGENDA


No Further Additions

4.
DISCUSSION TOPICS


a.
Topic Finalisation

The final topic that was decided upon was a modification game.  All of the other options were either deemed to be too easy or beyond our expertise.  The modification project was thought to be challenging, interesting and would allow for maximum creativity.

The actual game type and story, and also which engine the game was to be created in are to be noted as points for further discussion.


b.
Documentation Finalisation

Alex’s research of previous dissertation documentation standards is to be completed on Thursday 7th November 2002.  Other than that all documentation formats were deemed to be acceptable.

c.
Meeting Times

After discussion Thursday was decided upon as the most acceptable time for group meetings to be carried out in future, until a review of time availability next semester.  The time of 10:00 a.m. for a maximum of one hour is the future timing of most group meetings.  If the Thursday meeting is unacceptable in a given week for any reason then a backup time of 12:00 p.m. on a Tuesday was decided upon.

For meetings with supervisors, Tuesdays was decided upon as the only viable day, times of supervisor availability are to be gained to arrange a meeting.


d.
Further Business / Task Completion
Philip confirmed his completion of arranging efficient storage for our documentation.

Matt briefed the group on configuration management; he concluded that it was vital for our software development process once the actual design and creation starts.  The subject is concerned with software development and detailing changes within the project on a continual basis.

A yahoo id was created for the group to collate information online, and also a web page has been allocated for publishing of research etc.

http://www.geocities.com/group19_project/

5.
TASKS FOR NEXT WEEK


- Matt and Philip to organise a rough Gantt chart 


- All members to start sketching rough ideas down for idea shrinking


- Documentation Standards research to be completed


- Supervisor availability times to be obtained and meeting organised


- Engine assessment and feasibility to be carried out

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 14th November 2002 at 10:00 a.m. within the Myton Computer Laboratory.    Points for discussion are:

-
Gantt Chart Completion / changing mechanisms

-
Idea honing and game type to be decided upon

-
Any Changes to documentation standards required

-
Supervisor meeting planning or assessment

-
Any Further Business

GROUP 19 MINUTES – 3

AUTHOR :

Alex Linfield

DATE : 

Thursday 14th November, 12:30pm

SUBJECT :

Group Meeting No.3

FOA :


All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617


ABSENTEES

Philip Johnson

-
001709128

-
07812 171558

(apologies sent) 

2.
AGENDA FROM LAST MEETING

-
Gantt Chart Completion / changing mechanisms

-
Idea honing and game type to be decided upon

-
Any Changes to documentation standards required

-
Supervisor meeting planning or assessment

-
Any Further Business

3.
LAST MINUTE ADDITIONS TO AGENDA


No further additions

4.
DISCUSSION TOPICS

a. Gantt Chart Completion / Changing Mechanisms

Matt and Philip have completed a rough Gantt chart.  However a final project outline needs to be created, this will need to include such things as changes to the original plan and types of procedures to be used. Alterations to the completed Gantt chart will need to be highlighted next to the original plan. 


b.
Idea honing and game type to be decided upon
From the rough ideas created by individual members, two were decided to be elaborated upon.  Another possible ‘Soundball’ was deemed to be too complex for our skill set.  The two games chosen were:



- Cops And Robbers, a team based robbery game



- A team switching alien impregnation game

Further information will be created for these games by Tuesday 19th November.  At that point a final game choice will be made.


c.
Any Changes to documentation standards required
Previous dissertations have been researched and evaluated by Alex.  He has decided that a more in depth analysis of a chosen ‘first’ dissertation needs to be carried out to analyse their documentation standards and practices.

d. Supervisor meeting planning or assessment

Supervisor meeting was held on Tuesday 12th  November 2002 at 16:00 with Sonia Blaza, see accompanying minutes for details.  The next supervisor meeting was arranged for 26th November 2002 at 13:00.  By that time we are expected to have created a project specification.
e. Any further business

Engine assessment has been carried out using the template engine assessment sheets.  The Quake III engine was unable to even be opened up by any of the group members.  This meant that without excessive practice and knowledge of the scripting engine we would be unable to create anything within it.

The Unreal game editor (UnrealEd) was an easily usable package, but didn’t fit in with the game types required (See Idea Honing section).  Also its total assessment score was less than Worldcrafts.

Worldcraft was deemed to be the engine that we would use.  This was based upon the totalled outcomes from the assessment sheets and because of previous experience within the engine and knowledge of its capabilities.

5.
TASKS FOR NEXT WEEK


-
First Gantt chart production to be carried out by Matt and Philip

· Previous dissertation to be analysed by Alex

· The two chosen ideas to be further thought out and voted for on Tuesday 19th November.

· Engine practice and familiarisation to be carried out by all group members.

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 21st November 2002 at 10:00 a.m. within the Myton Computer Laboratory.    Points for discussion are:


- Gantt Chart Assessment / Changes to be made


- Dissertation analysis review


- Final Project Specification method and completion


- Queries regarding Worldcraft engine usage / possible research avenues


- Client meeting organisation

GROUP 19 MINUTES – 4

AUTHOR :
David Eaves

DATE :
21st November 2002, 11:00 a.m.

SUBJECT :
Group Meeting No.4

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


- Gantt Chart Assessment / Changes to be made


- Dissertation analysis review


- Final Project Specification method and completion


- Queries regarding Worldcraft engine usage / possible research avenues


- Client meeting organisation

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS


a.
Gantt Chart Assessment

Initial Gantt chart specifies general job roles and timescales.  Once the final project specification is complete then the Gantt chart will be changed to reflect more specific game implementation techniques and procedures.


b.
Dissertation Analysis Review

New contact needed to be found within the computing department to enable applicable dissertation models to be found which are more relevant towards our project.  This will then enable us to fine-tune our documentation and also to see what is required.  Alex will do this by Thursday 28th November 2002.


c.
Final Project Specification

After lengthy discussion concerning the two project specifications (see Minutes No.4 – Game ideas) it was decided unanimously that the ‘Cops and Robbers’ game would be the topic for our final game specification.  This was because the implementation of the idea is more feasible.  The game ideas will use techniques that have previously been experimented with and are known to be achievable through using the game engine Worldcraft.  The final game specification will be completed by Tuesday 26th November 2002.


d.
Worldcraft Queries

Ladder textures can be a problem, suitable tutorial found to counter problem.  Very useful mapping tool for Worldcraft found – 

http://countermap.counter-strike.net/
Other problems involved changing vertexes, scaling and Texturing.  These were all dealt with after time and it was noted that achieving things gets quicker every time the package is used.


e.
Client Meeting Organisation

A client meeting is to be arranged for Thursday 28th November 2002 at 10:00 a.m. Mark Doughty will be emailed later today to ensure the meeting can take place.  The final project specification will be taken to this meeting for approval by the client.


f.
Any Further Business


None

5.
TASKS FOR NEXT WEEK

-
Final Project Specification to be created by all members before Tuesday 26th November 2002, this will then be assessed by Sonia before showing to the client on Thursday.


-
Client Meeting Arrangement to be done by David.


-
Further Worldcraft practice / research to be done by all group members


- 
More appropriate dissertations to be researched by Alex.


- 
Game genre research / analysis

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 28th November 2002 at 10:00 a.m. within the Myton Computer Laboratory.    Points for discussion are:


- Client Meeting review


- Final Project Specification review


- Project Role Assignment


- Alterations of Gantt chart with specific tasks


- Worldcraft Queries


- Game research discussion

GROUP 19 MINUTES – 5

AUTHOR :
Alex Linfield

DATE :
Thursday 28th November 2002

SUBJECT :
Group Meeting No.5

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


- Client Meeting review


- Final Project Specification review


- Project Role Assignment


- Alterations of Gantt chart with specific tasks


- Worldcraft Queries


- Game research discussion

3.
LAST MINUTE ADDITIONS TO AGENDA


- Supervisor Meeting Assessment

4.
DISCUSSION TOPICS

a. Client Meeting review

Overall the client was satisfied with the idea of a game modification based on the idea of cops and robbers. Suggestions were made to change the game style to make it differ from current game modifications, (namely CounterStrike), possibly including a comedic element. The client’s requests gravitated towards setting the game in an alternate 1920’s style universe with different technology, but a similar style. This new input has given us cause to rethink our game spec. 


b. Final Project Specification review

Now the client has given a more precise indication of his wishes, the game design documentation can be expanded upon. Precise specification of final program modification, it’s variables, and the clients requests need to be taken account of. Work could possibly begin on researching the style of that time, and brainstorming ideas for the features that will make the game world and it’s characters individual. 


c. Project Role Assignment

After discussion of areas in which the individual team members skills lay, roles within the project were allocated based on ability and preference. Music, artwork, mapping, and game balance need to be sorted. 


d. Alterations of Gantt chart with specific tasks

Matt has been given the task of altering the initial Gantt chart.  Specific task allocations will be given based upon the game breakdown structure included in the work for the project plan.  All group members are to be given a copy of the chart to ensure that all members know where all other group members should be at on the schedule.

e. Worldcraft Queries

Research possibilities of:

-
Random spawn points for the entire team each map

· Monitors and alarm systems

· Loot / Points system and its complexity

f. Game research discussion

The group performed a two hour technical evaluation of an existing modification created by a previous group, we researched it’s artwork, balance, atmosphere, difficulty and assessed how difficult it would have been to implement the games new features into the half life engine using Worldcraft. Overall the simplicity of the game was its best feature (as was highlighted within the client meeting No.2).

g. Supervisor Meeting Assessment 

(See supervisor minutes No.2 for specific details).  The main feedback from this meeting was the work needed for the project plan to be handed in on the 5th December.  As such task allocation has been broken up into the work needed to be done for the hand in.  See below for task allocation.

5.
TASKS FOR NEXT WEEK


Alex

· Testing Procedures for project

· Technical Study to be carried out (hardware / software to be used)
· Documentation standards to be used

Dave

· Process model for project including rationale of reasons for process

· Detailing of Quality Assurance techniques to be used
· List of additional features that could be implemented within project

Matt

· Gantt Chart including task breakdown, sequencing and work

· Feasibility study of project (www.rspa.com for info)
· Management Change issues

Phil

· A risk assessment for the project (Included within which is an Absence Management procedure)

· Financial study to be carried out (casting of financial guesses for real project)
· Group member skills audit
6.
AGENDA FOR NEXT MEETING

The next meeting will be held on Thursday 5th December 2002 within the Myton computing laboratory.  All group members are to attend, points for discussion include:

· Project Planning Hand In / Task Completion

· Client Meeting 3 / Signoff of Project Specification

· Breakdown of Game tasks / Role Allocation

· Discussion into game themes / styles

· Gantt chart separation / game schedule handout

GROUP 19 MINUTES – 6

AUTHOR :
David Eaves

DATE :
Thursday 5th December 2002

SUBJECT :
Group 19 minutes No.6

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING

· Project Planning Hand In / Task Completion

· Client Meeting 3 / Signoff of Project Specification

· Breakdown of Game tasks / Role Allocation

· Discussion into game themes / styles

· Gantt chart separation / game schedule handout

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS


a.
​Project Planning Hand In

It was agreed that the project planning hand in was a success.  All work needed was completed on time and to an acceptable standard by all group members.  A software copy of the compiled project plan is to be sent to all group members.


b.
Signoff of Project Specification

The revised project specification was completed by all group members according to the changes indicated within client Meeting No.2.  Then the specification was signed off as sufficient by the client earlier this morning.


c.
Role Allocation Within the Group

The role allocations as given within the full project plan were discussed (see project plan for full details).  Each area was assigned to be investigated in more depth by the corresponding group member by next Thursday and then points for group help are to be discussed.


d.
Game Themes / Styles

As the game has now been set as a 1920’s style slapstick modification then the game styles can begin to be created.  Examples of game styling and ideas are to be shown next Thursday at the group meeting.


e.
Gantt Chart Timetabling

The Gantt chart as included within the project plan was accepted as our initial schedule.  After researching into our specific job roles then alterations to the Gantt chart may be suggested next meeting.
5.
TASKS FOR NEXT WEEK


(Due to other work details tasks this week were nominated to be minimal)


- Emailing of full project plan to all group members by David


- Investigation of role specific game task by each member


- Research into game theme / styles


- Alterations to the Gannt chart to be considered

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 12th December 2002 at 10:00 a.m. within the Myton Computer Laboratory.    Points for discussion are:


- 
Role Specific game tasks discussion


- 
Displaying of styles / possible textures and graphics


-
Christmas Work Schedule


-
Suggested Gantt chart Alterations

GROUP 19 MINUTES – 7

AUTHOR :
David Eaves

DATE :
13th December 2002

SUBJECT :
Group 19 Meeting No.7

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558


APOLOGIES

Alex Linfield

-
000783734

-
07779 594188

Alex is absent due to a trip home.  His apologies were sent and his research given to David for inclusion in the meeting.

2.
AGENDA FROM LAST MEETING


-
Role Specific game tasks discussion


-
Displaying of styles / possible textures and graphics


-
Christmas Work Schedule


-
Suggested Gantt chart Alterations

3.
LAST MINUTE ADDITIONS TO AGENDA


None.

4.
DISCUSSION TOPICS


a.
Role Specific Game Tasks Discussion

All of the aspects were looked into by group members and it was suggested that example levels should attempt to be created as early as possible to allow us to become used to the framework of the Hammer editor.  The following sites were deemed to be incredibly useful for all group members:


-
http://countermap.counter-strike.net/

-
http://www.planethalflife.com/hlprogramming/
-
http://www.halflifefiles.com/files/subcat.php?s_product=half-life&s_catname=models#models

-
http://www.planethalflife.com/modcentral/

-
http://www.planethalflife.com/community/hosted/editing.shtm

b.
Possible Textures And Graphics

Several texture examples were collected and all highlight different aspects of the architecture and style that we wish to accomplish.  The texture examples document is to be compiled and written up by next week including contributions from all group members research.


c.
Christmas Work Schedule
The Christmas work schedule will be decided upon next week at the final meeting before Christmas.  This is to allow for further research within the week on specific tasks.  The meeting schedule for after Christmas will also be discussed next week.  


d.
Suggested Gantt Chart Alterations

This was also to be decided upon following further research.  In particular looking into deliverables within specific game tasks.
5.
TASKS FOR NEXT WEEK


- Compilation of texture examples into official document


- Christmas Work Schedule thoughts


- Specific Deliverables for Gantt chart to be considered


- Further research into game specific tasks

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 19th December 2002 at 10:00 a.m. within the Myton Computer Laboratory.    Points for discussion are:


-
Level Architecture and Layout


-
Christmas Work Schedule


-
After Christmas Meeting Arrangements


-
Deliverables for Gantt Chart


-
Specific Game Points / Discussions

GROUP 19 MINUTES – 8

AUTHOR :
David Eaves

DATE :
19th December 2002

SUBJECT :
Group 19 meeting No.8

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Level Architecture and Layout


-
Christmas Work Schedule


-
After Christmas Meeting Arrangements


-
Deliverables for Gantt Chart


-
Specific Game Points / Discussions

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS


a. 
Level Architecture and Layout

Using the structures and layout as seen in the texture examples documents, the group has designed several ideas for level design including possible spawn points and features to be implemented within the level design.  These ideas are to be looked at and refined with final designs over the holidays.


b.
Christmas Work Schedule

Using the initial Gantt chart we have decided to allocate tasks based around the character and level design features.  This will allow game play features to begin to be implemented at the start of the new year.  For individual task roles as discussed see the section below.


c.
After Christmas Meeting Arrangements

The meeting for after Christmas was agreed to be held on the 16th of January.  This will allow for all other assignments to be completed and will allow the group to focus on the project.


d.
Deliverables for Gantt Chart

Extra deliverables to be added to the Gantt chart were discussed and the following suggestions were accepted:

· General City Design / Level Plan – 16th January 2003

· Character Outlines – 2nd February 2003

· Specific Coding Features Outline – 16th January 2003

· Initial Storyboarding – 2nd February 2003


e.
Specific Game Points / Discussions

The game modes were discussed along with game play features such as Stamina.  This was decided as a major factor to be worked upon and so Dave will investigate the coding and implementation of this factor in much greater depth.

Music samples from shows such as Red Dwarf  have been looked at to create the atmosphere as discussed within the specification.  Further examples and samples are to be monitored as they are heard.

5.
TASKS FOR NEXT MEETING


- Update of Gantt Chart with Specific Outcomes


- Specific Coding Features Outline 


- Level Plan


- Continual Music Research

6.
AGENDA FOR NEXT MEETING

The next meeting is to be held on Thursday 16th January 2003 at 15:00 p.m. within the Myton Computer Laboratory.    Points for discussion are:


-
Work progress within all areas


-
Coding Features Possibilities


-
Level Design Enhancements


-
Character Discussion


-
Meeting Schedule for the term

GROUP 19 MINUTES – 9

AUTHOR :
David Eaves

DATE :
20th January 2003 (Suspended meeting from 16th January 2003)

SUBJECT :
Group 19 Meeting No.9 

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING

-
Work progress within all areas


-
Coding Features Possibilities


-
Level Design Enhancements


-
Character Discussion


-
Meeting Schedule for the term

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS

a.
Work progress within all areas

Due to the Christmas holidays, all members of the group have had other commitments, and so work progress has been slow, although rough plans and ideas have been completed in draft.  Further work progress is to be attempted within the next couple of weeks before the new term starts.


b.
Coding Features Possibilities

The SDK for halflife has been explored by David along with several coding tools as found on the following websites:


- http://www.planethalflife.com/botman/MOD_FAQ.shtml

- http://www.karljones.com/halflife/coding.asp

- http://www.thewavelength.net/oldsite/2dart/tutorials/menututorial.html
This area has been assessed as very difficult and so appropriate timing schedules are needed to be created for the added work needed.  Actual Examples are to be provided for next week.


c.
Level Design Enhancements
Initial level designs were collated and analysed.  Several factors from each of these were written down in a list and the possibilities each feature had towards the game play of the mod. These features were then implemented into the initial draft of the final level plan. These key features included key buildings, such as banks and museums, as well as additional features like sewer passages, and rooftop access. Spawn points and ‘loot’ points were also discussed and implemented into the design.


d.
Character Discussion

It was discussed that characters costumes and appearance should be relevant to the period in which the game is set, with characters based around the characters in the film ‘The Untouchables’. Example of period relevant costumes were found on the ‘Gangsters’ website, which is a game set around the same time.


e.
Meeting Schedule for the term

The groups timetables for the year have been discussed, and the proposed meeting  time was Wednesday lunchtime. This was agreed upon by all group members, as they are all free at this time.

5.
TASKS FOR NEXT WEEK

- Preliminary character sketches for all characters to be drawn

- Brief character descriptions

- Map, location and building sketches and pictures to be collated

- Further exploration of game mod coding, along with examples

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 29th 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Work progress within all areas


-
Further Coding Features Possibilities


-
Map and Level Design Enhancements and Improvements


-
Draft Character Design Presentations and Discussions

GROUP 19 MINUTES – 10

AUTHOR :
David Eaves

DATE :
Wednesday 29th January 2003

SUBJECT :
Group 19 Meeting No. 10

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Work progress within all areas


-
Further Coding Features Possibilities


-
Map and Level Design Enhancements and Improvements


-
Draft Character Design Presentations and Discussions

3.
LAST MINUTE ADDITIONS TO AGENDA


-
Supervisor meeting arrangements


4.
DISCUSSION TOPICS


a.
Work progress within all areas

Some of the features as created on the initial city sketch have been test implemented within the Hammer editing tool.  The precise size of the map and correct scaling is to be assessed by next week, along with limitations within the Hammer editor.  

Graphical User Interface design and creation within the Half Life engine has been looked at to further individualise our modification.  As an easy section to edit and change, this has been decided to be included within the mod.


b.
Further Coding Features Possibilities

Due to technical difficulties work within this area has been delayed.  A write up of possible coding features is to be produced for next Wednesday.


c.
Map and Level Design Enhancements and Improvements

Sewer and roof passageway facilities have been looked at and are shown on the initial city sketch using overlays.  It has been noted however that the precise position of these tunnels and walkways may need to be changed depending on game play balance.


d.
Draft Character Design Presentations and Discussions

Preliminary sketches were shown by all group members.  Further design and description is to be done by Phil before the next meeting.  These initial sketches will then be commented on and rated for effectiveness.


e.
Supervisor meeting arrangements


During the week Sonia has been emailed and a meeting requested.  Due to unknown timetable issues there is no set time for the interview.  It will take place on either Monday 3rd February or Tuesday 4th February 2003.  At this interview the following points will be made:



- Paperwork Requirements for the semester



- Deadlines for project

5.
TASKS FOR NEXT WEEK


- Coding Features Write Up


- Preliminary Mapping Commencement


- Finalised Town Sketch To Be Completed


- Map Scaling and Size Requirements To Be Finalised

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 5th February 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Coding Features


-
Mapping Progression and Job Roles


-
Map scaling discussion


-
Character Development


-
Weapon Finalisation

GROUP 19 MINUTES – 11

AUTHOR :
David Eaves

DATE :
Wednesday 5th February 2003

SUBJECT :
Group 19 Meeting No.11

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Coding Features


-
Mapping Progression and Job Roles


-
Map scaling discussion


-
Character Development


-
Weapon Finalisation

3.
LAST MINUTE ADDITIONS TO AGENDA


-
Interim Presentation Preperation

4.
DISCUSSION TOPICS


a.
Coding Features

Work on map scaling has preceded coding implementation in priority and so this section has yet to be completed.


b.
Mapping Progression and Job Roles

The initial map sketch has been finalised to include roof ways and sewer passageways.  Building naming and positions have been completed ready for initial modelling.  Hammer has been explored more thoroughly and working map designs along with example textures have been created.  Further work in this area is to be done by next week.


c.
Map scaling discussion
The maximum map size within the half life engine has been researched and was found to be 8192 * 8192 * 8192 units in area.  Initial room designs were put into the engine at 1000 * 500 * 1000, meaning that a possible 8 by 8 grid can be use din the town design.  When overlaid over the initial town sketch this was found to fir with the building positioning very well.  Some small design changes may need to occur when mapping commences however.


d.
Character Development
Four character ideas to be furthered include the Lounge Singer, Al Capone, Elliot Ness and the Beat Cop.  Improved sketches and coloured designs are to be completed.


e.
Weapon Finalisation
Weapon descriptions as included in the project specification are to be

re-sketched and improved upon by next week along with research on weapon implementation within half life.  The following site is to be used for reference:

http://www.thewavelength.net/oldsite/models/reference/weapons.html

f.
Interim Presentation Preparation
A powerpoint presentation detailing factors as discussed in the supervisor meeting No.3 has been created.  Presentation role shave been assigned according to slide content and a practice presentation has been scheduled for Monday 10th February.  Individual presentation content is to be arranged before the practice.  The actual presentation is timetabled for Tuesday 11th February 2003 at 11:45 a.m.

5.
TASKS FOR NEXT WEEK


- Interim Presentation Practice + Completion


- Weapon Research


- Coding Features


- Further work on map editing


- Improved Character Sketches

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 12th February 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Presentation discussion and review


-
Mapping discussion


-
Weapon Modelling Possibilities


-
Character Research and Design within Half Life

GROUP 19 MINUTES – 12

AUTHOR :
David Eaves

DATE :
12th February 2003

SUBJECT :
Group 19 Meeting No.12

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Presentation discussion and review


-
Mapping discussion


-
Weapon Modelling Possibilities


-
Character Research and Design within Half Life

3.
LAST MINUTE ADDITIONS TO AGENDA


- 
None

4.
DISCUSSION TOPICS


a.
Presentation discussion and review
The presentation was held at the allotted time this Tuesday and the preparation for it was carried out during the week as discussed last week.  It was decided that the presentation overall was a success.  The following points however were noted to improve performance:


-
Clothes did not match


-
Less notes to be used


-
Powerpoint enhancements and technical use to be furthered


-
Attitude must be formal at all times


-
Improved / Planned use of space


-
Enhanced background knowledge of software development matters


-
Complete focus on person speaking at all times


b.
Mapping discussion
The basic building block prototype of the map is to be started this week.  The aim of this is to create an initial section for play testing so that all aspects of the game can be tested within a real game environment.


c.
Weapon Modelling Possibilities
The weapon scheme has been decided upon as discussed within the specification.  This includes a range of melee weaponry such as crowbars and nightsticks.  One of these is to be initially modelled by next week.


d.
Character Research and Design within Half Life
Half life model viewer has been investigated and an example model will be attempted by next week.  The changing of the textures to apply to the models is a simple enough task within photoshop.

5.
TASKS FOR NEXT WEEK


- Initial hammer box level creation


- Example character design


- Example weapon design


- Coding Features Implementation


- Gantt Chart Revision

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 19th February 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Map Progression


-
Character / Weapon progression and problems


-
Gantt Chart changes


-
Paperwork completion check up

GROUP 19 MINUTES – 13

AUTHOR :
David Eaves

DATE :
19th February 2003

SUBJECT :
Group 19 Meeting No.13

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Map Progression


-
Character / Weapon progression and problems


-
Gantt Chart changes


-
Paperwork completion check up

3.
LAST MINUTE ADDITIONS TO AGENDA


- 
None

4.
DISCUSSION TOPICS

a. Map Progression

Both Phil and Alex have completed basic models of the city map that is to be used in the game mod. These levels only compose of the basic building blocks of the level, and detail is at a minimum, with buildings and rooms being formed simply with hollowed out blocks. So far neither member of the group has managed to get the level prototypes up and running. The next week will be spent looking at the problems that have arisen, and trying to find solutions to them.

b. Character / Weapon progression and problems

Work on character modelling has not yet begun due to unforeseen problems arising during weapon and level modelling. This is to be started as soon as possible. Matt has begun modelled the weaponry for the game and showed the group some of the models he has created. The models of the weaponry that are to be used were selected by the group, ready for Matt to start work on animating them.

c. Gantt Chart changes

There were no changes to be made to the Gantt chart at the present time, although this may changes in the next couple of weeks if any problems arise in our work.

d. Paperwork completion check up
The group looked through the box file to ensure that all paperwork had been collected. This paperwork was then sorted through and a title page created simply to help categorize all the work for any references the group may need to work contained within the folder.

5.
TASKS FOR NEXT WEEK


- Continue work and modelling the level. Try to create a working map.


- Example character design


- Start work on animation of weapon models


- Coding Features Implementation


- Gantt Chart Revision

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 19th February 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Map Progression and demonstration


-
Character / Weapon progression and problems

· Gantt chart changes

· Half-life coding discussion

GROUP 19 MINUTES – 14

AUTHOR :
David Eaves

DATE :
26TH February 2003

SUBJECT :
Group 19 Meeting No.14

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Map Progression and demonstration


-
Character / Weapon progression and problems

· Gantt Chart changes

· Half-life coding discussion

3.
LAST MINUTE ADDITIONS TO AGENDA


None.

4.
DISCUSSION TOPICS


a.
Map Progression and demonstration

This week during the development of the map there have been several problems with compilation and running of the compiled map.  A workshop between the Alex and Phil is to be held at some point this week to deal with these issues.  Zoner’s halflife tools have been obtained to enable error reporting logs to be created when compiling the level.


b.
Character / Weapon progression and problems

Character progression will occur once a working test level has been created.  Weapon design has been further researched with animations within Front Line Force (another halflife mod) being looked at.  These animations are slightly more complex than anticipated but with found tutorials a working animation is progressing.

c.
Gantt chart changes
Because of delayed production the contingency time allowed for ahs been used and tasks will have to be reassigned individually to allow for correct scheduling.  The Gantt chart is to be bought to the next meeting to enable these changes to be carried out.

d.
Half-life coding discussion
Further research has been completed on the SDK and movement speeds and sound effects can now be altered depending on players position.  Stamina coding was searched for but SDK’s for other mods was unable to be obtained.  Advanced coders will be asked for their assistance via coding forums for next week.  Once initial level has been created then the coding will begin to be implemented.

5.
TASKS FOR NEXT WEEK


- Stamina Coding research


- Animation of weapon furthering


- Initial level testing


- Coding implementation with sounds


- Gantt Chart revision

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 19th February 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Map Progression and demonstration


-
Animation demonstration


-
Gantt Chart changes


-
Stamina Coding discussion


-
Sound effects demonstrations

GROUP 19 MINUTES – 15

AUTHOR :
David Eaves

DATE :
5th March 2003

SUBJECT :
Group 19 Meeting No. 15

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Map Progression and demonstration


-
Animation demonstration


-
Gantt Chart changes


-
Stamina Coding discussion


-
Sound effects demonstrations

3.
LAST MINUTE ADDITIONS TO AGENDA


None.

4.
DISCUSSION TOPICS


a. Map Progression and demonstration

Map progression has been going better than plan this week.  The fundamentals of Hammer have been mastered allowing an initial map to be created.  A demo of the level was shown and all group members were pleased with progression.  Several points were raised about map design through the demo however, these included:


-Sewer lengths to be shortened to encourage multiple route taking.


-Alleyway length was decided to be adequate but more obstacles required.


-Textures need to be looked into to enable compatability.


-Hollowing out of buildings needs to be done.


b. Animation demonstration

Animation was left out this week in favour of completing further model designs.  A night stick model was shown and approved by the group.


c. Gantt Chart changes
A separate deadline for texturing is to be placed on the Gantt chart.  This is because of the difficulties in block texturing within Hammer.


d. Stamina Coding discussion
No reply as of yet on the mapping forums, however some possible suggestions have been given and further research is being conducted.  Now an initial level has been created it is possible to test some of the coding changes.  A ‘mod pack’ will attempt to be created by next week to ensure we can compartmentalise the coding properly.


e. Sound effects demonstrations

Police whistle sounds were demonstrated along with some possible weapon hit and swish sounds.  Further research is to be done to ensure that the best sound effects are found.  From these work will be done on converting the sounds to appropriate formats and implementing them within the code,

5.
TASKS FOR NEXT WEEK


- Texture Application Research


- Technical Coding Research


- Animation Work


- Sound Effects Research


- Further Sound Effects Work


- Further Mapping Work

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 12th March 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Map texturing progression


-
Animation progression


-
Sound Effects


-
Coding Research


-
Mod Pack commencement

GROUP 19 MINUTES – 16

AUTHOR :
David Eaves

DATE :
12th March 2003

SUBJECT :
Group 19 Meeting No.16

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Map texturing progression


-
Animation progression


-
Sound Effects


-
Coding Research


-
Mod Pack commencement

3.
LAST MINUTE ADDITIONS TO AGENDA


None.

4.
DISCUSSION TOPICS


a.
Map texturing progression

Photo realistic textures have been taken from the film ‘the Untouchables’. These textures will be used to border the level and provide an enclosed area. Other textures that are going to be used in the level will be taken directly from the half-life directory until the level is complete. Some of these textures will later be replaced with more appropriate textures upon completion of the level.


b.
Animation progression


The first of the weapon animations has been completed using 3D Studio Max, and further weapon modelling is currently being undertaken. The file format of these animations will then have to be altered in order to make them compatible with the half-life engine.


c.
Sound Effects

Sound effects for use on the menu screen for the game have been studied as well as their method of insertion into the mod. At the time being, these sounds have been considered a relatively unimportant aspect of the game, and have been postponed until the coding, modelling and level design for the mod have been completed.


d.
Coding Research
Some information has been obtained concerning stamina and other coding features.  However further information is required before the coding can be placed into the mod.  Completion of the Mod pack means that any coding changes can now be tested in game and so features will begin to be completed within the following weeks.


e.
Mod Pack commencement

A mod pack has been created for our game, and is currently up and running. This mod pack utilises all of the correct folder mechanics and is accessible to be selected via the custom game menu within Halflife.  The menu options have been altered accordingly as well.  This means that all new maps, models and coding may now be implemented within our specific mod.

5.
TASKS FOR NEXT WEEK


- Level troubleshooting and design


- Coding changing and testing


- Weapon work progression


- Menu bitmap creations

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 19th March 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Level progression discussion


-
Coding progression


-
Weapon progression


- 
Work deadline finalisation


-
Current mod demonstration

GROUP 19 MINUTES – 17

AUTHOR :
David Eaves

DATE :
20th March 2003

SUBJECT :
Group 19 Meeting No.17

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Level progression discussion


-
Coding progression


-
Weapon progression


- 
Work deadline finalisation


-
Current mod demonstration

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS


a.
Level progression discussion
Level progression has been slow this week, modelling of new buildings and the sewers for the level are underway, but have been delayed due to complications whilst texturing and running the level. In addition to this, the most recent modelling work of the level became corrupted, and was lost. This could have been prevented by backing up any recently completed work on disk. This will now be done more often to prevent reoccurrence of the incident. Even so, work on modelling and scaling the inside of buildings is underway, with three buildings nearing completion. 


b.
Coding progression
Coding has started within the mod and changes to code have been documented.  Current changes include:

-  New menu graphics and buttons 

-  Team play initialised to enable Cops and Robbers teams

-  New Visual Graphic User Interface to enable team change and choice

-  Increased speed of movement and disabling of weaponry


c.
Weapon progression

Modifications have been carried out on the existing baseball bat animation, this and a new animation for the nightstick model have been carried out and approved by the group. These are now ready to be exported from Studio Max as models, this is done using tools from the Half-Life SDK. These exported models are then to be compiled to produce models that can be used in the game. If time permits then a further two weapons will be modelled, animated and exported.


d.
Work deadline finalisation
By Friday 11th April 2003 it is hoped that we will have a working mod for play testing.  This includes a textured level, with specified features changed and appropriate models and weapons.  This will allow for three weeks of testing and game play tweaks before the final hand in.


e.
Current mod demonstration
The new menu graphics and colours were thought to be suitable and a moving logo is to be created for the front end for next week.  The enhanced speed was deemed to improve the game play as speed will be needed within the game to ensure excitement.  The menu options were also approved.

5.
TASKS FOR NEXT WEEK


- Level texture work


- Documentation of changes


- Coding of stamina feature


- Player models to be created


- New building creation

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 26th March 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Level progression discussion


-
Coding progression


-
Player model progression


-
Current mod demonstration


- 
Documentation checking

GROUP 19 MINUTES – 18

AUTHOR :
David Eaves

DATE :
26th March 2003

SUBJECT :
Group 19 Meeting No.18

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Level progression discussion


-
Coding progression


-
Player model progression


-
Current mod demonstration


- 
Documentation checking

3.
LAST MINUTE ADDITIONS TO AGENDA


-
Presentation timings

4.
DISCUSSION TOPICS


a.
Level progression discussion

Modelling of the level has again been relatively slow due to errors encountered when trying to compile and the game. This time however, the problems seem to be within half-life, opposed to Hammer. More research will have to be done into the matter before any further work is done, however, it is thought that the problem resides within the size factor of the level. Because the city is based around the city of Chicago, the level was always going to a large level, but if the problem persists, a new smaller level may have to be considered in order for the game mod to run correctly, especially if things such as sewers and rooftop walkways are to be implemented and used.


b.
Coding progression
Coding on the class selection screen has been completed meaning that players spawning now are able to be assigned the correct player model and weaponry.  Further coding work will be attempted before the next meeting.


c.
Player model progression
Again, due to problems within other areas of our game mod, character modelling has still not begun yet. This area of the game mod will now be delayed until the problems have been corrected. Once these problems have been sorted out, character modelling will be top priority for the group. Although we would prefer to model the character models from scratch, if necessary it will be possible to simply use existing character models, and alter the textures of the model accordingly.


d.
Current mod demonstration
Due to the current errors we are encountering within the level design aspects of our work, we are still currently unable to run the game mod fully, but for testing purposes we are able to run our mod using existing levels. This means that we are suitably able to test features such spawn points and game physics (I.e. gravity and falling damage), all of which work suitably. Work on the game menu screens and character class selection screens has also been completed now, making the appearance and feel of the game as we wanted it to be.


e.
Documentation checking

Kevin Jacques has outlined the requirements for the documentation.  We have assessed these requirements and are happy with the level of project management evidence that has been completed.  It has been noted however that we will need to complete a project report once the project has been completed and appropriate time is to be allowed for this.


f.
Deadline timings
The final times for our deadlines have been defined by Kevin Jacques.  The draft hand in is on Saturday 26th April, followed by the final hand in on Friday 2nd May 2003.  The group presentation is scheduled for Monday 19th May 2003 from 1:30 to 4:15.

5.
TASKS FOR NEXT WEEK

- Get a working level up and running with appropriate textures, irrespective of   level size.

- Further coding enhancements

- Weapon finalisation and half life weapon file creation

- Research into requirements for project report.

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 2nd April 2003 at 24 De Grey Street, Hull.  Point for discussion are:


-
Mod level testing and gameplay discussion


-
Weapon and model status and plans


-
Project report requirements discussion

GROUP 19 MINUTES – 19
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Group 19 Meeting No.19

FOA :

All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING


-
Mod level testing and gameplay discussion


-
Weapon and model status and plans


-
Project report requirements discussion

3.
LAST MINUTE ADDITIONS TO AGENDA


None

4.
DISCUSSION TOPICS


a. Mod level testing and gameplay discussion

A basic level is now fully operational, and has been placed into the mod. This level still needs some work, mainly furnishing buildings and other small details, but as it stands it is playable. As work on the level modelling is now progressing smoothly, we will have more time to browse through textures, or create new ones to add more atmosphere to the game. At the moment there are still certain aspects of the mod that we still wish to implement, such as weather and lighting, but first we have decided to concentrate on more important aspects of gameplay, such as team spawn points, and loot collection points. Level design and modelling has now been split, with all work being concentrated on a single level, opposed to two rough levels.


b. Weapon and model status and plans

Weapon modelling is currently underway, but more time has been assigned to developing the character models for the game. The first character model has already been completed and is now ready to insert into the mod. This character will then be assigned a set weapon as soon as the weapon animations have been completed. Further character models are now being considered, and we should have another character ready to be inserted into the mod by next week.

c. Project report requirements discussion
All paperwork that the group has completed, compiled and collected have been sorted through and categorised. Work on the final game mod presentation document will have to be started soon, but certain areas of the document cannot be completed until work on the mod itself has been completed.  The project report will need to include:

- An evolved project plan

- Acceptance Documentation

- Justification for testing and development methodologies

- User guide

- Suggestion for enhancement of the project

- Full system documentation

5.
TASKS FOR NEXT WEEK

- Continue work on all aspects of modelling within the game mod, including weapons, characters and level. Once completed, these can then be imported into our mod ready for use.

- Look at coding features such as scoring and loot collection and return.

- Do as much work as possible!

6.
AGENDA FOR NEXT MEETING

The next meeting is scheduled to take place at 12:00 p.m. on Wednesday 9th April 2003 at 24 De Grey Street, Hull.  Point for discussion are:


- 
Mod progression discussion


- 
Input all completed work into the mod ready for use


- 
Review Gantt chart timeline

GROUP 19 MINUTES – 20
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All members of group 19 / Group Supervisor

1.
ATTENDEES





CONTACT

David Eaves

-
003809620

-
07879 647475

Alex Linfield

-
000783734

-
07779 594188

Matthew Abbott
-
001386446

-
07989 510617

Philip Johnson

-
001709128

-
07812 171558

2.
AGENDA FROM LAST MEETING

- 
Mod progression discussion


- 
Input all completed work into the mod ready for use


- 
Review Gantt chart timeline

3.
LAST MINUTE ADDITIONS TO AGENDA


-
Meeting with Supervisor

4.
DISCUSSION TOPICS


a.
Mod progression discussion
The group has failed to meet the deadline self set to have an effective working mod with coding and weapons this week.  Reasons for the delay were because of other assignment deadlines.  It has been agreed that all work will be compiled into a completed example of the mod by Saturday 26th April.  This will then allow enough time for appropriate paperwork to be created.


b.
Input all completed work into the mod ready for use
A prototype melee mod has been created along with two levels, changed characters and team options.  The inclusion of another new character this week has helped to distinguish the mod more.  As previously stated the input of all completed work will be completed on 26th April.


c.
Review Gantt chart timeline

The Gantt chart will have to be changed to incorporate the revised mod completion date.  Also an allocation for paperwork completion will have to be considered as this is a major factor within the project.

d.
Meeting with Supervisor
We have been contacted by our supervisor and have arranged a final meeting for Monday 28th April.  This meeting will allow us to check the paperwork requirements before the final deadline and ensure that we have the correct amount and type.  An earlier time was presented but the group was unable to meet that time because of holiday commitments.

5.
TASKS FOR NEXT MEETING


- Complete all proposed changes


- Ensure paperwork is up to date


- Look into project requirements in more detail


- Arrange meeting with client to show proposed mod

6.
AGENDA FOR NEXT MEETING

The next meeting will be held on Saturday 26th April at 24 DeGrey street.  The time will be dependent on how group work progression has been that day.  Points for discussion are:


-
Mod Completion Progress


-
Testing Procedures


-
Paperwork requirements


-
In depth week timetable


-
Supervisor meeting plan
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d.
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