ABSTRACT of DEVILWORKS
Software Name:    Devilworks   v.2
Previous Version: Devilworks v.1 (out in Computer Magazine DIGIT’s CD-Mindware, Jan-2002.)

                                                           Path:  in CD Mindware:   d:\software\multimedia\devilworks                                  


Author\Developer\Creator:   

Suneet Singh, 

Roll. No.     99/CSE/123,

Chhotu Ram State College of Engineering, Murthal, 

Sonepat, Haryana.

About Software:
               It is a compilation of Graphics Oriented Games, Utilities and Educational Softwares. It contains SEVEN working games/other all regulated from a single exe File, which includes necessary introduction and preview of software along with running them through it (lacking in previous version).

Technical Note  Games make a big international software market. Microsoft gave recent XBOX, which is meant for games only. Many software giants have their own Playstations and SDK (Software Development Kit) for developing games e.g., Sony Playstation, Nintendo, Sega etc. and libraries like -OpenGL, DirectX SDK etc. are available.

         The games presented in this software are made without using any of the above, because as a student I focused on ‘Close to the system programming’. Which helps in increasing knowledge about the very basics of software development, hardware interaction etc. 

Language:   All the Softwares are made in ‘C++’ using ‘Turbo C++ Compiler version 3.0’. 

Platform:     All the Softwares are based on Windows/Ms-Dos Systems.  

Devilworks v2:

Devilworks.exe:  It provides the Graphical User Interface for the other softwares.

All the games/other are run though its user interface, “you don’t need to run them separately”. It also contains useful help for those softwares. It contains: -
1) Tryster: Game
General:       It is a REVERSI game. It was originally developed for “N-CODE” the predefined software competition in Technical festival TRYST 2002, of IIT DELHI.

Technical:     Lines of code= 2,000           Duration= Two days
Contains A.I. for computer play. Mouse oriented GUI.

2) Tank: Game  

General:  It is the best game I’ve made. We have a TANK and we are in enemy territory. It has three levels. In first level we have to break out of enemy ‘jail’, in second we destroy their ‘Ammunition Depot’, and in third we destroy their ‘Army Headquarters’ We need to fight with ‘moving Enemy Tanks’ and ‘Static Guns’.  It has Mario-like Side scrolling of the game screen in level 2 & 3, and fire exchange. Totally graphics oriented and action packed.

Technical:   Lines of code =   10,500 (the longest)    Duration = Two Months
Artificial intelligence - in movement of enemy tanks.(they attack our tank; it is not random movement, and also save themselves from our fire). Side scrolling - two screens in level two and three in level three.

Interrupts – pause, quit.

3) Chitrakaar: Utility 
General: It is a Paintbrush with unorthodox looks. You get a feeling like really painting on a canvas!! Totally unconventional user interface. You can store the picture and it has all the general options available in any general paintbrush.

Technical: Lines of code = 1,500   Duration = Two Days
Mouse installed for drawing and unconventional user interface. Storing picture and other options enabled.

4) Glutton: Game: (upgraded version – from Devilcraft v.1)
General:  It is a PcMan like game! You have to eat dots with your player and save yourself from being eaten by the guardians. You can also eat them by consuming any of the four power dots (like in real pcman). There are infinite levels. Score is maintained. There are three Skins available differing only in screen and having same algorithm. There are many speed levels available. 

Technical:   Lines of code = 3,200     Duration = Three Days!
Artificial intelligence – in movement of guardians. They always try to catch our player i.e. glutton. Interrupts – pause, quit.

5) Tetris: Game: (upgraded from Devilworks v.1)
General: It is a Common Tetris game. We have to complete a horizontal line in the screen, using block of various shapes falling from above. The line completed is vanished and added in score.

Technical:  Lines of code = 900     Duration = One Week

Logics in movements of block, deletion of lines etc. Interrupts- pause, quit.

6) Devil’s hunt: Game: (upgraded from ‘Spacewar’ in Devilcraft v.1)
General: We have a fighter ship, and we have to cross its nine rounds to fight with DEVIL himself in the Tenth Level!  All levels have guardians and a DRAGON to fight with! Different levels have different Dragon.

Technical:  Lines of code = 5,200     Duration = Twenty Days
Logics in fire exchange, and other options. Interrupts- pause, quit.

7) Typing Tutor: Educational\Utility: (upgraded from Devilworks v.1)
General: Helps improve your typing speed. Contains good exercises for practice. Calculates errors made, accuracy, time taken and word per minute.

Separate provision for practicing words, sentences and passages.

Technical:  Lines of code = 2,300        Duration = One Week
Only software made in text mode. Keyboard simulated using ASCII characters! 

Total lines of code = 27,500 approximately!

Duration mentioned after each software indicates time taken by me to complete 90% of that software.

As, testing and improvement requires longer time than the relative amount of change in software.

More…..        These games\programs are result of extensive experimentation by me. I started off with simpler games as presented in ‘Devilworks v.1’ and am improving, all by myself. I didn’t even refer any special book for game development etc, as I couldn’t find one in C++.  

                                                  So, there are no inbuilt special classes used, no MFC or any other shortcut! It is all RAW PROGRAMMING in the most natural programming language ‘C++’.

DECLARATION:     I declare that all these software/programs are developed by me, without any outside help of any kind. 

Yours truly,
Suneet Singh

99/CSE/123

C.R.S.C.E. Murthal

Sonepat, Haryana.

E-mail  :  singhsuneet@yahoo.com

