


CPSC 4160/6160 Fall 2022



PROJECT EXTRA CREDIT



Due:  Code delivered to instructor via email by end of day, December 16, 2022



DESCRIPTION:



This project is worth 15 points, divided up broadly into two categories:




Does it work and are the specific requirements of the assignment implemented? (10 points)
1.
Is the code clean, organized, and demonstrative of pride of craftsmanship, and easy to execute? (5 points)
2.



By the end of the day, December 16, you must submit the code for your project by emailing it directly to the instructor.  





GAME ENGINE



As we have discussed in class, our python-based game engine must have the following organization of directories (gamey is 
the name of my game engine code - feel free to give yours any name that you like, while retaining this directory organization 
inside):

gamey 
├── assets 
│   ├── sounds 
│   └── textures 
├── engine 
│   ├── actor 
│   │   ├── action 
│   │   └── entity 
│   ├── asset 
│   │   ├── action 
│   │   └── entity 
│   ├── crowd 
│   │   ├── action 
│   │   └── entity 
│   ├── enviro 
│   │   ├── action 
│   │   └── entity 
│   ├── fx 
│   │   ├── action 
│   │   └── entity 
│   ├── physics 
│   │   ├── action 
│   │   └── entity 
│   ├── play 
│   │   ├── action 
│   │   └── entity 
│   ├── render 
│   │   ├── action 
│   │   └── entity 
│   ├── sound 
│   │   ├── action 
│   │   └── entity 
│   ├── story 
│   │   ├── action 
│   │   └── entity 
│   ├── ui 
│   │   ├── action 
│   │   └── entity 
│   └── utility 
│       ├── action 
│       └── entity 
├── python 

└── templates





Do not forget that inside each directory, there needs to be a valid python file called “__init__.py”.  An empty file is valid, but you 
can also use it to create utility or factor functions, for example.



If you find that you want to implement more actions and/or entities than described here, feel free to do so.  However, you 
should be careful whether or not more are actually needed for the game that must be implemented.  More can certainly be 
useful in the long run for the game engine, but pace yourself and make sure you get the assigned project done.



Final word of advice, paraphrasing Gandalf:  “Keep it simple, keep it safe”.



FRACTAL FLAMES






 Recall that during our discussion of the fx engine, we discussed wisps as collections of points generated via an algorithms 
and displayed at small circles in pygame.  An alternative algorithm called Fractal Flames was also mentioned.   Some 
documentation of Fractal Frames is:





https://flam3.com/flame_draves.pdf



https://flam3.com



This assignment is to partially implement the fractal flame algorithm in your game fx engine so that interesting images are 
rendered interactively (albeit slowly).   The algorithm lists many functions in an appendix.  You should implement at least 3 of 
them and use them in a combined way to generate images.  You can also ignore the description for enhancing colors if you 
wish. 


