Tutorial 11: Structures

http://www.codemii.com/2009/03/15/tutorial-11-structures/

ISo you’re starting to learn more and more about coding for the Wii and you’ve come to the point
where you your variables to be more organised. This may be the cause if you have multiple objects
on the screen that need to move around, etc.

You are actually able to put variables in structures, which mean you can have multiple variables in
the one element of the structure.

For example, if you wish to have an object’s x / y co-ordinates as well as if the objects are on the
screen, you can use the example below.

struct object_struct {
int x;
inty;
bool on_screen;

}

Then you just assign this structure to a variable (10 elements of x, y and on_screen for this array):

sruct object_struct objects[10]; ‘

And now you can perform the following calls:

object[0].x = 42;
object[0].y = 78;
object[0].on_screen = true;
object[1].x = 342;
object[1].y = 123;
object[1].on_screen = true;
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You can then just use a “for” loop which will loop to 10 and assign random values to the x and y co-

ordinates and make them move around easily as below:

//Assign random x & y co-ordinates

int i;

for (i=0; i <50; i++) {
object[i].x = rand() % 640 + 1;
object[i].y = rand() % 480 + 1;
object[i].on_screen = true;

}

// Make them move around randomly and disappear once they are off screen
int on_screen_counter;

while (on_screen_counter >=1) {
for i=0;i<10;i++) {
if(object[i].onscreen == true) {

// Random true or false

if ((rand() % 1)=1) {
object[i].x +=rand() % 3 + 1;
object[i].y +=rand() % 3 + 1;

} else {
object[i].x -=rand() % 5+ 1;
object[i].y =rand() % 5+ 1;

}

//Outside the screen

if (object[i].y > 480 || object[i].y < 0 || object[i].x > 640 || object[i].x < 0) {
object[i].on_screen = false;
on_screen_counter--;

}

// Print your image on the screen here, E.G.:
// Drawlmg (object[i].x, object[i].y, test_img);

That wraps up this quick tutorial on using structures in your code. You are also able to have

structures inside structures too. See you next time.
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