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1. Introduction

In this document, we stated the general overview of the system in a developer perspective. 
2. Directory Structure

The directory structure of the ANKA Trafik tool is given below. As can be seen from the diagram there are two main modules in the system and the specific data files are kept in the corresponding part. 
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3. Overall Structure
The main parts of the ANKA Trafik tool are:
1. Editor Part
Editor Engine is the main part of our program when the program is started in editor mode. All of the calculations that are done is in this part and later passed to the other engines. Editor engine is not defined as a class or function. It is the combination of all other function calls before rendering, and during rendering. So we can say that it is our entire program other than external libraries (sound engine, graphic engine, AI engine).

2. Viewer Part
This part is almost same with editor engine. The only difference is action triggers module. In games, the user (child) will wander in the virtual map (our 3d world). The main character of the game (the object the user controls), may encounter some special conditions (like violating a traffic rule or stepping on a user defined area, which is defined by teacher by adding blue area to the map). Also in both games and animations message screens will appear and wait for user to interact with these screens. In both of these two conditions, the program behavior must be changed to reflect the effects of these conditions. Action triggers deals with these situations.

3. Data Files including the 3D models, sounds, textures
4. Result files: these files are the ones which are constructed at by the program itself as an output. These files are:
Model Files 

Animation Files

Game Files

Map File

Log Files

Stored Files in “.tar” Format
Our application is composed of two executables: Editor and Viewer. 

4. Data Directory Structure
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a. gui directory contains the xml files which is the corresponding the user interfaces of the different parts of the program.
b. packs directory contains the environment structure creation related parts for example Skybox. 

c. models directory contains both the static and dynamic models and their related data such that textures.

d. font directory contains the font files and their definitions. 
5. GUI Development

For the development of the gui of the project CEGUI was used however by just using CEGUI it is not possible to satisfy all of the requirement. Whenever there is an inadequacy in the gui development we written XML codes in order to get the required properties.
6. Models
We have tried to develop the models by various programs. Poser is the most powerful one for human models. In order to add a model create it in a model development tool and export it to the models directory in the program.  
7. Libraries and Sources
7.1. Installation Environment
Our software is intended to run on Microsoft Windows operating systems. 

7.2. Development Environment

● 3D Studio Max 

OpenSteer is used for the AI engine
● 3D Studio Max 
It is modeling tool. It is very popular in 3D modeling applications. We will use this software for character modeling and skeletal animations. It requires Windows.

● CEGUI
CEGUI is used in order to develop the user interface
● Ogre3D 

Poser and 3Dmax are used for model development 

● OpenAL 

Used for the sound effects.

● Microsoft .Net
We have chosen Microsoft .Net to use as our compiler.
