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SPIELVARIANTEN

« Multiplayer ﬁ

- Random Startpunkt

- Steuerung
« Tank Blue: WASD+CTRL_L
« Tank Red: UP, DOWN, LEFT, RIGHT+CTRL_R

« Singleplayer @
« Random Startpunkt

« Verschiedene Schwierigkeitsstufen
« Schnelligkeit Tank, Abstand bis Ziel, Abstand Schuss



UBERSICHT

Create Tanks Zeichnen, Move (Timer) Life: Integer

Move Tanks (Timer) Check BulletHit Remove, set, check, get
Create Bullets Kennt THealth

Create Health

Check TankHit
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TField

TBullet

++ image_blue: TImage
++image_red: TImage
++img_explode: Timage

++ Labell: TLabel

++Label2: TLabel

++ Label3: TLabel

++ Labeld: TLabel

++ Label5: TLabel

++ Label6: TLabel

++ Ib_health_blue: TLabel
++|b_health_red: TLabel
++MainMenul: TMainMenu
++MediaPlayer: TMediaPlayer
++ easyl: TMenultem

++ Exit]: TMenultem

++ hard1: TMenultem

++ medium1: TMenultem

++ Multiplayer1: TMenultem

++ NewGame1: TMenultem

++ 0ff1: TMenultem

++ 0n1: TMenultem

++ Options1: TMenultem

++ Singleplayerl: TMenultem
++ Sounds1: TMenultem

++ pb_health_blue: TProgressBar
++ pb_health_red: TProgressBar
++ Timer_Control_Gur: TTimer
++ Timer_Control_Move: TTimer
- BitmapOriginal_blue: TBitmap
- BitmapOriginal_red: TBitmap

- BitmapRotated_blue: TBitmap
- BitmapRotated_red: TBitmap

- moving: boolean
- Shngle: integer

- SAttacker: sting
ko> — - SBullet: TShape
+ | create (attacker: string; form_cr: TComponent; form_parent: TWinControl; x: integer; v integer; winkel: integer)

+ ! MoveBullet ()

+ | VisibleFalse ()

+ 7 CheckHit (iL: integer; 1T: integer. W' integer; H: integer; bL: integer; bT: integer; b\ integer; bH: integer): Boolean
+ ! destray ()

-1 BulletObject (form_cr: TComponent; form_parent: TWinControl; % integer; y: integer; winkel: integer)

M bt

2 fi 2
T |GIFImage] THealth

_ - life: integer

LS

+ | create [v: integer)
+ | removelife [v: integer)
+ | setLife [v: integer)
+ ? checkLife (): boolean
+ 7 getLife [ integer

++ 1 easy1Click [Sender. TObject)

++ 1 Exit1Click (Sender: TObject]

++ | FormCreate (Sender: TObject]

++ | FormDestroy (Sender: TObject)

++ 1 hard1Click (Sender: TObject)

++ | medium1 Click (Sender: TObject)

++ ! Multiplayer1Click [Sender. TObject]

++ 1 Off1Click (Sender: TObject)

+4+ 1 On1Click (Sender: TObject)

++ ! Timer_Control_GunTimer [Sender: TObject)
++ ! Timer_Control_MoveTimer (Sender. TObject)
-1 BackBlueTank ()

-1 BackRedTank ()

- | ForwardBlueT ank ()

- | ForwardRedT ank ()

-1 Health_refresh ()

-1 LeftBlueT ank ()

-1 LeftRedTank ()

-1 RightBlueT ank ()

- RightRedT ank ()

- | RotateBitmap (angle: integer; color: stiing)

-1 ShootBlueT ank ()

-1 ShootRedTank ()

-1 ShowMinner (winner: string)

-1 Singleplayer (x: integer; y: integer; z: integer)
-1 Singleplayer2 1

-1 StantGame ()

-1 StartUp ()

-1 Tankcreate ()

- ? CheckTankHit (x1: integer; y1: integer; x2: integer; y2: integer): boolean
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SINGLEPLAYER

Situationen

(b.Left / b.Top) r.Left - b Left

—

r.Top - b.Top
If angle < 0 then & = 360 - angle

else & = angle

o = ArcTan[(r.Top-b.Top)/(r.Left-b.Left)]

r.Left > b.Left B=270°+a
r.Top > b.Top If & < (B-180) - LeftBlueTank
0° <a<90° If (B-180) < & < B > RightBlueTank

If 5> p — LeftBlueTank
ForwardBlueTank

V[(r.Top-b.Top)? + (r.Left-b.Left)*
(r.Left / r.Top) I 4 B Fl



SINGLEPLAYER

If angle < 0 then & = 360 - angle
else & = angle

a = ArcTan[(b.Top-r.Top)/(r.Left-b.Left)]

r.Left > b.Left

r.Top < b.Top

0° < a<90°

(rLeft/r.Top)

b.Top - r.Top

(b Left / b.Top)

rleft - b Left

B=270°-a

If 5 < (B-180) - LeftBlueTank

If (B-180) <& < p —+ RightBlueTank
If5>p— LeftBlueTank
ForwardBlueTank

VI{r.Top-b.Top)® * (r.Left-b.Left):

. Top - b.Top

b Left - r.Left

(b.Left / b.Top)

If angle < 0 then & = 360 - angle
else 5 = angle

o= ArcTan[(r.Top-b.Top)/(b.Left-r.Left)]

r.Left < b.Left
r.Top > b.Top
0° <a<890°

(r.Left /1. Top)

B=90"-a
If & < B = RightBlueTank

If p < &< (p+180) - LeftBlueTank
If & > (B +180) — RightBlueTank
ForwardBlueTank

VI(r.Top-b. Top)? + (r.Left-b.Left)* |

(r.Left / r.Top)

If angle < 0 then 5 = 360 - angle
else & =angle

@ = ArcTan[(b.Top-r.Top)/(b.Left-r.Left)]

r.lLeft < b.Left
r.Top < b.Top
0°<a<90°

b.Top - r.Top

blLeft-rleft

p=90°"+a

IF5 <@~ RightBlueTank

Ifp <& < (p+180) - LeftBlueTank
If & > (B+180) ~ RightBlueTank
ForwardBlueTank

VI(r.Top-b.Top)? + (r.Left-b.Lefty? ]
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tankwar

Player Blue has won! Play again?
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