Monster – Player Range Detection.

Ax= (PlayerXLocation - view distance)

Ay= (PlayerYLocation + view distance)

Bx= (PlayerXLocation + View Distance)

By= (PlayerYLocation + View Distance)

Cx= (PlayerXLocation - View Distance)

Cy= (PlayerYLocation - View Distance)

Dx= (PlayerXLocation + View Distance)

Dy= (PlayerYLocation - View Distance)

A= Ax,Ay

B= Bx,By

C= Cx,Cy

D= Dx,Dy

ABx= (number range) Ax to Bx (so thats all numbers -6,-5,-4,-3,-2,-1,PlayerXLocation,+1,+2,+3,+4,+5.+6)

ABy= (number range) Ay to By (so thats number +6)

CDx= (number range) Cx to Dx (so thats all numbers -6,-5,-4,-3,-2,-1,PlayerXLocation,+1,+2,+3,+4,+5,+6)

CDy= (number range) Cy to Dy (so thats number -6)

BDx= (number range) Bx to Dx (so thats number +6)

BDy= (number range) By to Dy (so thats all numbers +6,+5,+4,+3,+2,+1,PlayerYLocation,-1,-2,-3,-4,-5,-6)

ACx= (number range) Ax to Cx (so thats number -6)

ACy= (number range) Ay to Cy (so thats all numbers +6,+5,+4,+3,+2,+1,PlayerYLocation,-1,-2,-3,-4,-5,-6)

If monster ABx = player ABx

check PlayerYLocation to ABy

if in range = monster can see player

else

If monster CDx = player CDx

check PlayerYLocation to CDy

if in range = monster can see player

else

If monster BDy = player BDy

check PlayerXLocation to BDx

if in range = monster can see player

else

If monster ACy = player ACy

check PlayerXLocation to ACx

If in range = monster can see player

Else

Monster can not see player.
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