Andrew: Here is stuff to do.
· Implement methods in PlayerControl
· See the possible usage in the Player class

· One possible way to do the implement is to shown with the Input class

---------------------------------
PlayerControl

PlayerControl (int playerNumber)

float getGunAngleOfRotation (Vector2 playerShoulderPosition) // returns a float (0 - 2pi)

float getPushingLeft() // returns float (0.0 -1.0)

float getPushingRight() // returns float (0.0 -1.0)

bool hasJustPushedJumpButton()

bool hasJustPushedMeleeButton()

Weapon getCurrentWeapon()
bool isWeaponButtonDown()
Note: Method hasJustPushedMeleeButton and hasJustPushedJumpButton will only be true the first time that method is called since that button was pushed. For example, if you hold down the melee button, the character will only kick once.
---------------------------------

Somewhere…

Player [] p = new Player [4];

p[0] = new Player (1);

p[1] = new Player (2);

p[2] = new Player (3);

p[3] = new Player (4);

---------------------------------

Player

Player (int playerNumber) {

 PlayerControl pc = new PlayerControl (playerNumber);
}
update (long time) {
if (pc.hasJustPushedJumpButton() && onGround){

   applyForce(0.0, 5.0);

}
float leftValue = pc.getPushingLeft();

float rightValue = pc.getPushingRight();

if (leftValue > 0.7){

   applyForce(-3.0 * leftValue, 0.0);

}

if (rightValue > 0.7){

   applyForce(3.0 * rightValue, 0.0);

}

Weapon currentGun  = getCurrentWeapon();

currentGun.update(pc.isWeaponButtonDown());
currentGun.PhysicsBody.Body.Rotation = pc.getGunAngleOfRotation(playerShoulderPosition);

}
---------------------------------

Input

int state[]

Vector2 movementCoordinates

Vector2 aimingCoordinates

int[] getState()

Vector2 getControlCoordinates()
Vector2 getAimingCoordinates()

---------------------------------

Weapon class

Firepressed

isfiring

Firerelease

.update(12314);

If( pressed)

If( released)

