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2.1 move
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static void
bossl_move_right(SceneGraphPtr node, int screen_w, int screen_h) {
node->xyz[0] += node->stack_xyz[0];
if (node->xyz[0] > screen_w-280) {
node->set_move_collision(bossl_move_left, bossl_collision);
}
}

static void
boss1_move_left(SceneGraphPtr node, int screen_w, int screen_h) {
node->xyz[0] -= node->stack_xyz[0];
if (node->xyz[0] < 280) {
node—>set_move_collision(bossl_move_right, bossi_collision);
}
}
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2.2 collision
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void
sgTest::rootTest () {
test_init();

sg_root->print_member () ;
CPPUNIT_ASSERT_EQUAL ((float)width/2, sg_root->xyz[0]);
CPPUNIT_ASSERT_EQUAL(0.0f, sg_root->xyz[1]);
CPPUNIT_ASSERT_EQUAL(-100.0f, sg_root->xyz[2]);

}

void
sgTest: :childTest() {
while (sg_root) {
if (sg_root->children != NULL) {
sg_root->children->print_member () ;

sg_root = sg_root->children;

else if(sg_root->brother != NULL) {
sg_root->brother->print_member () ;
CPPUNIT_ASSERT_EQUAL(0.0f, sg_root->brother->xyz[0]);

[}

sg_root = sg_root->brother;
} else {
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