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BiA100ikNn player_movement.h

BiA100nKnN player_movement.h ( tekunpicwon ota AyyAIKda )

#pragma once
#ifndef PLAYER_MOVEMENT_H
#define PLAYER_MOVEMENT_H

#include <chrono>

#include <thread>

#include <iostream>

#include "sgg/graphics.h"

#define M_PI 3.141592653589793238u6
// Player properties and state
struct Player {

float x; // Player's x—axis position

float y; // Player's y-axis position

float width, height; ///< Dimensions of the player (width and height).
float speed; // Current speed of the player

float angle; ///< Orientation of the player in degrees.

bool isJumping; // Indicates if the player is currently jumping
bool isCrouching; // Indicates if the player is crouching

const float defaultHeight = 1.0f; // Default height for standing position
const float crouchHeight = 0.5f; // Height when crouching

graphics: :Brush frontBrush; ///< Color used for the player's front section.
graphics: :Brush backBrush;

}

[**

* Delays keyboard response by a specified amount of time.

* This function pauses the program's execution to simulate a "slowed" input response,
* effectively ignoring any keyboard inputs during the delay period.

*

* @param delay_ms The delay duration in milliseconds before accepting keyboard input.
*

* @note This function can be used to limit input frequency in scenarios where

* rapid input responses are undesired.

*/

void slowKeyboardInput(int delay_ms) {
// Ensure the delay is positive
if (delay_ms > 0) {
// Put the program to sleep for the specified duration
std: :this_thread: :sleep_for(std::chrono::milliseconds(delay_ms));

}

[ **

Makes the player jump along the y-axis.

@param player Reference to the Player struct.

@param jumpHeight The height of the jump.

This function updates the player's position along the y-axis
by increasing the y-coordinate to simulate a jump.

* * X X X

*/
void jumpY(Player& player, float jumpHeight) {
if (!'player.isJumping) {
player.y += jumpHeight;
player.isJumping = true;
std::cout << "Player jumped on Y-axis to: " << player.y << std::endl;
}

player.isJumping = false;



Makes the player jump along the x—-axis.

@param player Reference to the Player struct.

@param jumpDistance The distance of the jump.

This function updates the player's position along the x-axis
by increasing the x-coordinate to simulate a jump.

~
* % X X % X
*

*/
void jumpX(Player& player, float jumpDistance) {
if (!player.isJumping) {
player.x += jumpDistance;
player.isJumping = true;
std::cout << "Player jumped on X-axis to: " << player.x << std::endl;
}

player.isJumping = false;

[ **
* Increases the player's speed for a short duration, simulating a sprint.
* @param player Reference to the Player struct.
* @param sprintMultiplier Multiplier applied to the player's speed.
* The function applies a temporary speed increase to the player,
* giving them a boost for faster movement.

*
/
void sprint(Player& player, float sprintMultiplier) {
float originalSpeed = player.speed;
player.speed *= sprintMultiplier;
std::cout << "Player is sprinting at speed: " << player.speed << std::endl;

// Reset speed to normal after a short duration (simple simulation)
//player.speed = originalSpeed;
}

[**
* Slows down the player's movement speed for a stealthier approach.
* @param player Reference to the Player struct.
* @param walkMultiplier Multiplier applied to reduce the player's speed.
* This function applies a slower speed to the player, making movement more cautious.
*
/
void walk(Player& player, float walkMultiplier) {
float originalSpeed = player.speed;
player.speed *= walkMultiplier;
std::cout << "Player is walking at speed: " << player.speed << std::endl;

// Reset speed to normal after walking
//player.speed = originalSpeed;
}

// Movement and rotation functions

[**
* @brief Moves the player forward in the direction they are facing.
*
* This function updates the player’s position based on their speed and orientation.
* @param player The player to be moved forward.
*/
void moveForward(Player& player) {
player.x += player.speed * cos(player.angle * M_PI / 180.0f);
player.y += player.speed * sin(player.angle * M_PI / 180.0f);

[ **
* @brief Moves the player backward in the opposite direction they are facing.
*



* This function updates the player’s position to move them backward relative to their
current orientation.
* @param player The player to be moved backward.
*/
void moveBackward(Player& player) {
player.x —= player.speed * cos(player.angle * M_PI / 180.0f);
player.y —= player.speed * sin(player.angle * M_PI / 180.0f);

[**
* @brief Rotates the player to the left by a specified degree.
*
* This function adjusts the player’s orientation to the left.
* @param player The player to be rotated.
* @param degrees The amount in degrees to rotate the player left.
*/
void rotateLeft(Player& player, float degrees) {
player.angle —= degrees;
if (player.angle < 0) player.angle += 360;
}
[**
* @brief Rotates the player to the right by a specified degree.
*
* This function adjusts the player’s orientation to the right.
* @param player The player to be rotated.
* @param degrees The amount in degrees to rotate the player right.
*/

void rotateRight(Player& player, float degrees) {
player.angle += degrees;
if (player.angle >= 360) player.angle —-= 360;
}

// Position and boundary checking functions

[**

* @brief Checks if the player is within the boundaries of the window.

*

* This function verifies that the player is within the visible window area,
considering

the player's dimensions and position.

@param player The player to check.

@param windowWidth The width of the window boundary.

@param windowHeight The height of the window boundary.

@return true if the player is within bounds; otherwise false.

*

* * X %

*/
bool isWithinBounds(const Player& player, float windowwidth, float windowHeight) {
return player.x >= player.width / 2 && player.x <= windowWidth - player.width / 2
&&

}

player.y >= player.height / 2 && player.y <= windowHeight - player.height / 2;

[ **
@brief Ensures that the player stays within the window boundaries.

This function adjusts the player’s position if they exceed the window’s bounds.
@param player The player to enforce bounds on.

@param windowWidth The width of the window boundary.

@param windowHeight The height of the window boundary.

* Ok X X % *

*
/
void enforceBounds(Player& player, float windowwWidth, float windowHeight) {
if (player.x < player.width / 2) player.x = player.width / 2;
if (player.x > windowWidth - player.width / 2) player.x = windowWidth -
player.width / 2;
if (player.y < player.height / 2) player.y = player.height / 2;



if (player.y > windowHeight - player.height / 2) player.y = windowHeight -
player.height / 2;
}

// Graphical representation functions

[**

* @brief Renders the player as a rectangle with a distinguishable front and back.

*

* The player's orientation is taken into account, with a slight offset to visually
indicate the front of the player.

* @param player The player to render.

*/
void drawPlayer(const Player& player) {

graphics::setOrientation(player.angle); // Set orientation to match the player's

angle

// Define back brush color to distinguish the back

graphics: :Brush backBrush = player.backBrush;
backBrush.fill_color[0] = 0.6f; // A darker shade for the back
backBrush.fill_color[1] = 0.6f;

backBrush.fill_color[2] = 0.6f;

// Define front brush color for distinction
graphics: :Brush frontBrush = player.frontBrush;

frontBrush.fill_color[0] = 1.0f; // A lighter shade for the front
frontBrush.fill_color[1] = 0.8f;
frontBrush.fill_color[2] = 0.0f;

// Draw the back side of the player rectangle
graphics: :drawRect(player.x, player.y, player.width, player.height, backBrush);

// Draw the front side with a slight offset for visual distinction

float frontOffset = player.width * 0.2f;

float frontX = player.x + frontOffset * cos(player.angle * M_PI / 180.0f);

float frontY = player.y + frontOffset * sin(player.angle * M_PI / 180.0f);

graphics: :drawRect(frontX, frontY, player.width * 0.8f, player.height * 0.8f,
frontBrush); // Slightly smaller for emphasis

graphics::resetPose(); // Reset orientation after drawing

#endif // PLAYER_MOVEMENT_H



BiA100KN player_movement_es.h (tekunpiowon ota loTtavikd)

#pragma once
#ifndef PLAYER_MOVEMENT_ES_H
#define PLAYER_MOVEMENT_ES_H

#include <chrono>

#include <thread>

#include <iostream>

#include "sgg/graphics.h"

#define M_PI 3.141592653589793238u6

// Propiedades y estado del jugador
struct Player {

float x; // Posicién del jugador en el eje x

float y; // Posiciodn del jugador en el eje y

float width, height; ///< Dimensiones del jugador (ancho y alto).
float speed; // Velocidad actual del jugador

float angle; ///< Orientacidén del jugador en grados.

bool isJumping; // Indica si el jugador estd saltando actualmente
bool isCrouching; // Indica si el jugador estd agachado

const float defaultHeight = 1.0f; // Altura predeterminada para la posicidn de
pie
const float crouchHeight = 0.5f; // Altura cuando esta agachado

graphics::Brush frontBrush; ///< Color utilizado para la parte frontal del
jugador.
graphics: :Brush backBrush;

[**
* Retarda la respuesta del teclado por un tiempo especificado.
* Esta funcion pausa la ejecucion del programa para simular una respuesta "lenta" a
las entradas del teclado,
* ignorando efectivamente cualquier entrada de teclado durante el periodo de demora.
*
* @param delay_ms Duracidon del retardo en milisegundos antes de aceptar la entrada
del teclado.
*
* @nota Esta funcidn se puede usar para limitar la frecuencia de entrada en
escenarios donde
* se desean respuestas de entrada rapidas.
*
/
void slowKeyboardInput(int delay_ms) {
// Asegura que el retardo sea positivo
if (delay_ms > 0) {
// Pone el programa en espera durante la duracion especificada
std: :this_thread: :sleep_for(std: :chrono::milliseconds(delay_ms));

}

[**

Hace que el jugador salte a lo largo del eje y.

@param player Referencia a la estructura Player.

@param jumpHeight La altura del salto.

Esta funcion actualiza la posicion del jugador a lo largo del eje y
aumentando la coordenada y para simular un salto.

* %F * X %

*
/
void jumpY(Player& player, float jumpHeight) {
if (lplayer.isJumping) {
player.y += jumpHeight;
player.isJumping = true;



std::cout << "El jugador salto en el eje Y a: " << player.y << std::endl;

}

player.isJumping = false;

[**

Hace que el jugador salte a lo largo del eje x.

@param player Referencia a la estructura Player.

@param jumpDistance La distancia del salto.

Esta funcion actualiza la posicion del jugador a lo largo del eje x
aumentando la coordenada x para simular un salto.

* OF X X *

*
/
void jumpX(Player& player, float jumpDistance) {
if (lplayer.isJumping) {
player.x += jumpDistance;
player.isJumping = true;
std::cout << "El jugador saltd en el eje X a: " << player.x << std::endl;
}

player.isJumping = false;

[**

* Aumenta la velocidad del jugador por un corto tiempo, simulando un sprint.
* @param player Referencia a la estructura Player.

* @param sprintMultiplier Multiplicador aplicado a la velocidad del jugador.
* La funciodn aplica un aumento temporal de velocidad al jugador,

* dandole un impulso para moverse mas rapido.

*/
void sprint(Player& player, float sprintMultiplier) {
float originalSpeed = player.speed;
player.speed *= sprintMultiplier;

std::cout << "El jugador estd corriendo a velocidad: " << player.speed <<
std::endl;
}
[**

* Ralentiza la velocidad de movimiento del jugador para un enfoque mas sigiloso.
* @param player Referencia a la estructura Player.
* @param walkMultiplier Multiplicador aplicado para reducir la velocidad del jugador.
* Esta funcidn aplica una velocidad mds lenta al jugador, haciendo que el movimiento
sea mas cauteloso.
*/
void walk(Player& player, float walkMultiplier) {
float originalSpeed = player.speed;
player.speed *= walkMultiplier;
std::cout << "El jugador esta caminando a velocidad: " << player.speed <<
std: :endl;
}

// Funciones de movimiento y rotacion

[**
* @brief Mueve al jugador hacia adelante en la direccidn en la que estd mirando.
*
* Esta funcion actualiza la posicidn del jugador en funcion de su velocidad y
orientacion.
* @param player ELl jugador que se movera hacia adelante.
*/
void moveForward(Player& player) {
player.x += player.speed * cos(player.angle * M_PI / 180.0f);
player.y += player.speed * sin(player.angle * M_PI / 180.0f);

[ **

* @brief Mueve al jugador hacia atras en la direcciodn opuesta a la que estd mirando.



*
* Esta funcidn actualiza la posicidon del jugador para moverlo hacia atras en relaciodn
con su orientacidn actual.
* @param player ELl jugador que se moverd hacia atras.
*/
void moveBackward(Player& player) {
player.x —= player.speed * cos(player.angle * M_PI / 180.0f);
player.y —= player.speed * sin(player.angle * M_PI / 180.0f);

[**
* @brief Rota al jugador hacia la izquierda en una cantidad de grados especificada.
*
* Esta funcidn ajusta la orientacidn del jugador hacia la izquierda.
* @param player ELl jugador que se rotara.
* @param degrees La cantidad en grados para rotar al jugador hacia la izquierda.
*/
void rotateLeft(Player& player, float degrees) {
player.angle —= degrees;
if (player.angle < 0) player.angle += 360;
}
[**
* @brief Rota al jugador hacia la derecha en una cantidad de grados especificada.
*
* Esta funcidén ajusta la orientacidn del jugador hacia la derecha.
* @param player El jugador que se rotara.
* @param degrees La cantidad en grados para rotar al jugador hacia la derecha.
*/

void rotateRight(Player& player, float degrees) {
player.angle += degrees;
if (player.angle >= 360) player.angle —-= 360;
}

// Funciones de verificacidn de posicidn y limites

[**

* @brief Verifica si el jugador esta dentro de los limites de la ventana.

*

* Esta funcidn verifica que el jugador esté dentro del area visible de la ventana,
considerando

* las dimensiones y posicion del jugador.

@param player El jugador a verificar.

@param windowwWidth ELl ancho del limite de la ventana.

@param windowHeight La altura del limite de la ventana.

@return true si el jugador esta dentro de los limites; de lo contrario, false.

* * X %

*/
bool isWithinBounds(const Player& player, float windowwidth, float windowHeight) {
return player.x >= player.width / 2 && player.x <= windowWidth - player.width / 2

&&
player.y >= player.height / 2 && player.y <= windowHeight - player.height / 2;

}

[ **

* @brief Asegura que el jugador se mantenga dentro de los limites de la ventana.

*

* Esta funcidén ajusta la posicién del jugador si excede los limites de la ventana.

* @param player ELl jugador al que se le aplicaran los limites.

* @param windowWidth El ancho del limite de 1la ventana.

* @param windowHeight La altura del limite de la ventana.

*
/
void enforceBounds(Player& player, float windowWidth, float windowHeight) {
if (player.x < player.width / 2) player.x = player.width / 2;
if (player.x > windowWidth - player.width / 2) player.x = windowWidth -
player.width / 2;



if (player.y < player.height / 2) player.y = player.height / 2;

if (player.y > windowHeight - player.height / 2) player.y = windowHeight -
player.height / 2;
}

// Funciones de representacion grafica

[**

* @brief Renderiza al jugador como un rectangulo con una parte frontal y trasera
distinguibles.

*

* La orientacion del jugador se toma en cuenta, con un ligero desplazamiento para
indicar visualmente la parte frontal del jugador.

* @param player El jugador a renderizar.

*/
void drawPlayer(const Player& player) {

graphics::setOrientation(player.angle); // Establece la orientacidn para coincidir

con el angulo del jugador

// Definir el color del pincel trasero para distinguir la parte trasera
graphics: :Brush backBrush = player.backBrush;

backBrush.fill_color[0] = 0.6f; // Un tono mas oscuro para la parte trasera
backBrush.fill_color[1] = 0.6F;

backBrush.fill_color[2] = 0.6f;

// Definir el color del pincel frontal para distincidn

graphics: :Brush frontBrush = player.frontBrush;

frontBrush.fill_color[0] = 1.0f; // Un tono mas claro para la parte frontal
frontBrush.fill_color[1] = 0.8f;

frontBrush.fill_color[2] = 0.0f;

// Dibuja la parte trasera del rectangulo del jugador
graphics: :drawRect(player.x, player.y, player.width, player.height, backBrush);

// Dibuja la parte frontal con un ligero desplazamiento para distincidn visual

float frontOffset = player.width * 0.2f;

float frontX = player.x + frontOffset * cos(player.angle * M_PI / 180.0f);

float frontY = player.y + frontOffset * sin(player.angle * M_PI / 180.0f);

graphics: :drawRect(frontX, frontY, player.width * 0.8f, player.height * 0.8f,
frontBrush); // Ligeramente mas pequefo para énfasis

graphics: :resetPose(); // Restablece la orientacion después de dibujar

#endif // PLAYER_MOVEMENT_ES_H



BiAI00kN player_movement_gr.h ( tekpnpiwon ota EAANVIKG&
)

#pragma once
#ifndef PLAYER_MOVEMENT_GR_H
#define PLAYER_MOVEMENT_GR_H

#include <chrono>

#include <thread>

#include <iostream>

#include "sgg/graphics.h"

#define M_PI 3.141592653589793238u6

// I810TNTEG KAl KATAGTAGN TOU MAilKTn
struct Player {

float x; // ©fon tou maiktn otov d§ova x

float vy; // ©8¢on tou maiktn otov dfova y

float width, height; ///< Alactdosig tou maiktn (mAdtog kat ujog).

float speed; // Tpéxouca tayxutnta TOU MAiKTN

float angle; ///< NpocavatoAlcpdg tou maiktn o€ poipeg.

bool isJumping; // YmodeikvUel av o maiktng ektelel dApa

bool isCrouching; // Ymodgikviel av o maiktng €ival oKuupévog

const float defaultHeight = 1.0f; // MpoemtAeypévo UPog yia tnv 6pbra B€on
const float crouchHeight = 0.5¢; // Yyog dtav o maiktng £ivat okuppévog

graphics: :Brush frontBrush; ///< Xpuwpa mou Ypnoipomoleital yid TO €umpocOLo THAMA
Tovu maiktn.

graphics: :Brush backBrush;
}

[ **

Raeuctspsi ™mv anéuplcn TOU TMANKTpoloyiou yia ouvusupluévo XPOVL1KO Sldctnua
H ocuvdptnon avth ctquata TNV EKTEAECNH TOV npovpauuqtog yla va npocop01wc£1
KaBuoTEPNGN OTNV AmMOKPLoNn Tou nAnKtpvoylou ayvouwvTtag ouoldoTiKd

€10060UG amd TOo MANKTPOAOYLO KATA TN S1dpkeld TG KaBuotépnong.

* * X X X

* @param delay_ms Aidpkeila KaBuoTEPNONG O£ XLALOOTA TOU SEUTEPOAEMTOU MPLv amodeytel
£€10080vug.
*
* @note Auth n ouvdptnon umopel va xpnoipomoinBsi yia va mepiropilosl tn cuyxvotnta
£1008WV O£ MEPLMTWOELG
* OMOU Ol ypnAyopeg amokpiocelg Sev eival emibuuntég.
*
/
void slowKeyboardInput(int delay_ms) {
if (delay_ms > 0) {
std: :this_thread: :sleep_for(std: :chrono::milliseconds(delay_ms));
}

}
[**

Kdvel tov maiktn va ekteA€osgl dAApa otov dfova y.

@param player Avadopd otn Soun Player.

@param jumpHeight To Uyog tou dApatog.

AUt n ouvdptnon evnuepwvel tn B€on Tou maiwktn otov dfova y
au§dvovTtag TN CGUVIETAYUEVN YV yld TNV mpocopoiwon dApAtTog.

* * X X X

*
/
void jumpY(Player& player, float jumpHeight) {
if (!player.isJumping) {
player.y += jumpHeight;
player.isJumping = true;
std::cout << "O maiktng sktélecoe dApa otov afova Y otn B€on: " << player.y <<
std: :endl;
}

player.isJumping = false;



[ **

Kdvel tov maiktn va ekteAéoel dApa otov dafova X.

@param player Avadopd otn Sopn Player.

@param jumpDistance H amdéotacn tou AApATOG.

Auth n ouvdptnon svnuepwvel Tt B€on tou maiktn otov dfova X
au§dvovtag TN CUVTETAYMEVN X yld TNV TMPocopMoiwen AAMATOG.

* Ok X X %

*/
void jumpX(Player& player, float jumpDistance) {
if (!player.isJumping) {
player.x += jumpDistance;
player.isJumping = true;
std::cout << "O maiktng sktélece dApa otov dfova X otn B€on: " << player.x <<
std::endl;
}

player.isJumping = false;

[**

AuEdvel tnv taxvtnta Tou mMAaikTn yla M1KPO XPOVIKO §1dcTNid, TPOCOMOLWVOVTAG OTMPLVT.
@param player Avadopd otn Soury Player.

@param sprintMultiplier MoAAamAaciactig movu spappdéletal otnv tayutnta Tou maiktn.

H ouvdptnon sdapuolel mpocowplvi augnon tTng taxutntag, TMPochE£POVTAG GTOV TMALKTN
wénon yia mio yphAyopn kivnon.

* %k * X %

*/
void sprint(Player& player, float sprintMultiplier) {
player.speed *= sprintMultiplier;
std::cout << "O maiktng ompilvtdpel pe tayvutnta: " << player.speed << std::endl;

}

[**
* Mgwwvel tnv tayvtnta kivnong tou maiktn yia mio abopuPfn mpocEyyilan.
* @param player Avadopd otn Sour Player.
* @param walkMultiplier MoAAamAaciactig mov sdappdéletat yia tn peiwon tng tayvtntag
Tovu maiktn.
* H ouvdptnon auth emifpadivel tnv TAYUTNTA TOU MATKTN, EMLTPEMOVTAG MPOGEKTLKOTEPN
kivnon.
*/
void walk(Player& player, float walkMultiplier) {
player.speed *= walkMultiplier;
std::cout << "O maiktng mepmatd pe tTayvtnta: " << player.speed << std::endl;

}
// XIuvapthioelg petakivnong kat mepilotpodng

[**
* Metakivel Tov mMAiKtTn TMPOG TA EUMPOG TMPOG TNV KATEUOBUVON TMOU KOlTdel.
* @param player O maiktng mou Ba petakivnBel mpog Ta £umpog.
*/
void moveForward(Player& player) {
player.x += player.speed * cos(player.angle * M_PI / 180.0f);
player.y += player.speed * sin(player.angle * M_PI / 180.0f);

[**
* Metakivel ToOv maiktn mMpPog tTa TMiow TMPOG TNV AVILBETN KATEUOUVON TOU KOLlTAEtL.
* @param player O maiktng movu Ba petakivnBel mpog ta miow.
*/
void moveBackward(Player& player) {
player.x —= player.speed * cos(player.angle * M_PI / 180.0f);
player.y —= player.speed * sin(player.angle * M_PI / 180.0f);

[ **



* MeploTpedel TOV MATKTN MPOG TA APLOTEPA KATA GUYKEKPLUEVEG MOipEg.
* @param player O maiktng mou Ba mepiotpadet.
* @param degrees H moodtnta meploTpodnG ot MOipEg.

*/
void rotateLeft(Player& player, float degrees) {
player.angle —-= degrees;
if (player.angle < 0) player.angle += 360;
}
[**

* MNeplotpedel tov maiktn mpog ta §£E1d KATA OUYKEKPLMEVEG MOipeg.
* @param player O maiktng mou Oa mepilotpadetl.
* @param degrees H mocotTnta mMEPLOTPOPNG o HOipeg.
*
/
void rotateRight(Player& player, float degrees) {
player.angle += degrees;
if (player.angle >= 360) player.angle -= 360;
}

// ZTuvapthioelg eléyxou B£ong kat opiluwv

[**

* EAéyxel av o maiktng Bploketat £vtdg twv oplwv TOUu mapabupov.
* @param player O maiktng mou Ba sAsyyBet.

* @param windowWidth To mAdtog tou mapabupovu.

* @param windowHeight To Uyog tou mapaBupov.

* @return true av o maixktng sivat svtdog twv opilwv, aAiiwg false.

*/
bool isWithinBounds(const Player& player, float windowWidth, float windowHeight) {
return player.x >= player.width / 2 && player.x <= windowWidth - player.width / 2
&&

}
[**

* AtaodaAilel 0Tl o mMailKkTnG MAPAMEVEL £VTOG Twv oplwv Tou mapabipou.
* @param player O maiktng yia tov omoio Ba sdappoctouv Ta Opild.
* @param windowWidth To mAdtog tou mapabupovu.
* @param windowHeight To Uyog tou mapabupov.
*
/
void enforceBounds(Player& player, float windowWidth, float windowHeight) {
if (player.x < player.width / 2) player.x = player.width / 2;
if (player.x > windowWidth - player.width / 2) player.x = windowWidth -
player.width / 2;
if (player.y < player.height / 2) player.y = player.height / 2;
if (player.y > windowHeight - player.height / 2) player.y = windowHeight -
player.height / 2;
}

player.y >= player.height / 2 && player.y <= windowHeight - player.height / 2;

// ZTuvaptnoElg ypadiKnG ameElKOVieng

[**

* Ix€81dfel Tov MAilKTn wG opBoyuwvio HE S1AKPLTA MMPOCTLVHA KAl miow TAgupd.

* 0 MPooAvATOALOMOG Tou maiktn Aaupdvetat umoyn, He €Aadpld peTaTomion

* Yla va Slakpivetatl omTtikd n UmpooTivi mAgupd.

* @param player O maiktng mov 6a oyediactetl.

*/
void drawPlayer(const Player& player) {

graphics::setOrientation(player.angle); // 6€tel ToVv mMPooAVATOALGHO cUMbWvVa PE TN

yuvia tou maiktn

// 0OplopdG Xpwpatog yila tnv miocw mAgupd
graphics: :Brush backBrush = player.backBrush;
backBrush.fill_color[0] = 0.6f;
backBrush.fill_color[1] = 0.6f;



backBrush.fill_color[2] = 0.6f;

// OplopdG XpPWHATOG yla TNV MmpooTivi MAgupd
graphics: :Brush frontBrush = player.frontBrush;

frontBrush.fill_color[0] = 1.0f;
frontBrush.fill_color[1] = 0.8f;
frontBrush.fill_color[2] = 0.0f;

// =xeéiaon miocw mAsgupdg
graphics: :drawRect(player.x, player.y, player.width, player.height, backBrush);

// xedlaon MmpooTLlVAG MAEUPAG ME sAadpld peTatomion

float frontOffset = player.width * 0.2f;

float frontX = player.x + frontOffset * cos(player.angle * M_PI / 180.0f);

float frontY = player.y + frontOffset * sin(player.angle * M_PI / 180.0f);

graphics: :drawRect(frontX, frontY, player.width * 0.8f, player.height * 0.8f,
frontBrush);

graphics: :resetPose(); // Emavadopd mpocavatoAlcpou HeTd tn oxediaon

#endif // PLAYER_MOVEMENT_GR_H



Mpoypappa eAEyxou BIBAIoOAKNG player_movement.h

#include "Player_Movement.h"
#include "sgg/graphics.h"
#include <iostream>

// PuBpiceilg mapabupou
const float WINDOW_WIDTH = 800.0f;
const float WINDOW_HEIGHT = 600.0f;

// Anuioupyia tou maiktn
Player player = {

400.0f, 300.0f, // Apxiki 8éon

50.0f, 30.0f, // Aitaotdoelg tou maiktn
5.0f, // Tayitnta tov maiktn
0.0f, // ApX1Kd6G TPocavatoAloudg
false,

false,

1.0f,

0.5f,

{ {1.0f, 0.0Ff, 0.0F} }, // Koxkxkivn pmpootivi] mAsupd
{ {0.6f, 0.0Ff, 0.0Ff} } // Zxkoupdtepn KOKKLvn micw TMAgupd
}

[**
* Jyvdptnon oxedlaong mouv kaAeital o€ KABe KapE.
*/
void draw() {
// KaBapilopoég mapabuipou
graphics: :Brush bgBrush;

bgBrush.fill_color[0] = 1.0f;
bgBrush.fill_color[1] = 1.0f;
bgBrush.fill_color[2] = 1.0f;

graphics: :drawRect (WINDOW_WIDTH / 2, WINDOW_HEIGHT / 2, WINDOW_WIDTH,
WINDOW_HEIGHT, bgBrush);

// Exedlaon tou maiktn
drawPlayer(player);
}

[**
* Juvaptnon €vnuépwong mou KaAsital meEpLodiKka.
* @param ms Ta YX1A100Td Tou SsutepoAEmTou amd TNV teAsutaila KARon TG ouvdaptnong.
*/
void update(float ms) {
slowKeyboardInput(50);
// Movement controls
if (graphics::getKeyState(graphics: :SCANCODE_UP)) {
moveForward(player);
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT); // AitacddAicn opiwv
}
if (graphics::getKeyState(graphics::SCANCODE_DOWN)) {
moveBackward(player);
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT); // AitacddAicn opiwv
}
if (graphics::getKeyState(graphics::SCANCODE_LEFT)) {
rotateLeft(player, 5.0f);
}

if (graphics::getKeyState(graphics::SCANCODE_RIGHT)) {
rotateRight(player, 5.0f);
}



// Action controls

if (graphics::getKeyState(graphics::SCANCODE_1)) {
jumpY(player, 30.0f); // Simulate jump
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT);

}

if (graphics::getKeyState(graphics::SCANCODE_0)) {
jumpX(player, 30.0f); // Simulate jump
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT);

if (graphics::getKeyState(graphics::SCANCODE_R)) {
sprint(player, 2.0f); // Sprint with speed multiplier
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT);

}

if (graphics::getKeyState(graphics::SCANCODE_W)) {
walk(player, 0.5f); // Walk with speed reduction
enforceBounds(player, WINDOW_WIDTH, WINDOW_HEIGHT);

int mainQ) {
// Anuioupyia mapaBipou
graphics: :createWindow(WINDOW_WIDTH, WINDOW_HEIGHT, "Player Movement");

// Apxixkomoinon Kai oplopoG TNG ouvdptnong oxediaong
graphics: :setDrawFunction(draw);

// OplopOG TNG OUVAPTNONG EVNUEPWONG
graphics: :setUpdateFunction(update);

// Evapgn Tou KUKAou pnvupdtuwyv
graphics: :startMessageLoop();

return O;
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