Chapter 1, As the Prophecy Foretold, a Hero is Born
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ainterfaces
ApplicationListener

+create(): void

+resize(width: int, height: int): vaid
+render(): void

+pause(): void

+resume(): void

+dispose(): void

Libgdx Project Generator

PROJECT SET

o Name: bludbourne
9 Package: com.packipub.libgdx bludbourne
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ODestination: CAABludBourne Browse
ndroid SDK Browse

Release 1.5.5

| Desktop Android

(8

Bullet Freetype + Tools Controllers

Box2dlights Ashley Ai

g Show Third Party Extensions

D @

Advanced Generate




Settings

IDEA
Eclipse

Offline Mode

Maven Mirror Url

Description

Replaces Maven Central with this repository

Generates Intellij IDEA project files
Generates Eclipse project files

Don't force download dependencies

Save Cancel

101010102 1”101 "
101010011 r '
11101010

1001

0107
010: |

010

101¢

1010
01010.
0LC

0101 110.
101¢ 00

01011200l 0Lwul0] -

AM0I7*AN1010111101
101101010
71010101

710010

210111

2100

1100:

101

1011

2010

1001

10101

pr 101011

" 17N O34

10C° . N10° 011
MNuwivr 100101100

A

010101101010110\v= (]I.ljl &S 001
11010100710101010010107010010101011




Chapter 2, Welcome to the Land of BludBourne
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acom.packtpub.libgdx. bludbourne. desktops acom.badlogic.gdx.Games «com.packtpub.libgdx. bludbournes
DesktopLauncher Game Utility
ainterfaces
InputProcessor acom.packtpub.libgdx bludbournes ainterfaces
BludBourne Screen
_: acom.packtpub.libgdx_ bludbourne screensx
wcom.packtpub libgds bludbournes MainGameScreen
PlayerController
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Entity MapManager

BludBourne

(from BludBourne)

+ mainGameScreen: MainGameScreen {readCnly}

+create(): void
+dispose(): void




Utility
(fram Utility)

-TAG: String {readOnly}
- filePathResolver: InternalFileHandleResolver
+ assetManager: AssethManager freadOnly}

+unloadAsset(assetFilenamePath: String): void
+loadCompleted(): float

+numberdssetsGueued): int

+updateAssetloading(): boolean

+isfssetl oadedifileMame: String): boolean
+loadMapfssetimapFilenamePath: String): void
+getMapfssetimapFilenamePath: String): TiledMap
+loadTextureAssetitextureFilenamePath: String): void
+getTexturedssetitextureFilenamePath: String) Texture

MainGame Screen
(fram MainGameScreen)

-TAG: String {readOnly}

-_currentPlayerFrame: TextureRegion
-_currentPlayerSprite: Sprite

- mapRenderer: OrthogonalTiledMapRenderer = null
- camera: OrthographicCamera = null

-_player: Entity

aconstructors+MainGameScreen()

+show(): void

+hide(): vaoid

+render(delta: float): void

+resize{width: int, height: int): void

+pause(): void

+resume(): void

+dispose(): void

-setupViewpart{width: int, height: int): void
-isCollision\WithMapLayer(boundingBox: Rectangle): boalean
-updateFortallayerActivation{boundingBox: Rectangle): boolean







MapManager
(from MapManager)

-TAG: String {readOnly}

- mapTable: Hashtable

- _playerStartLocationTable: Hashtable

-TOP_WORLD: String = "TOP_WORLD" {readOnly}

-TOWMN: String = "TOWN" {readOnly}

-CASTLE_OF_DOOM: String = "CASTLE_OF_DOOM" {readOnly}
MAP_COLLISION_LAYER: String = "MAP_COLLISION_LAYER" {readOnly}
MAP _SPAWNS _LAYER: String = "MAP_SPAWNS _LAYER" {readOnly}
AP _POETAL LAYER: String = "MAP_POETAL _LAYER" {readOnly}
-PLAYER _START: String = "PLAYER STAET" {readOnly}

- playerStartPositionRect: VectorZ

- closestPlayerStartPosition: Vector?

- convertedUnits: Vector2

- playerStart: Vector2

-_currentMap: TiledMap = null

-_currentMapMame: String

-_collisionLayer: MapLayer = null

- _portallayer: MapLayer = null

- _spawnsLayer: MapLayer = null

+UNIT_SCALE: float {readOnly}

wconstructors+MapManager()

+loadMap{mapMame: String): void

+getCurrentMap(): TiledMap

+getCollisionLayer(): MapLayer

+getPortallayer(): MapLayer

+getPlayerStartUnitScaled(): VectorZ
-setClosestStartPosition(position: Vector2): void
+zetClosestStartPositionFromScaledUnits(position: VectorZ): vaoid




Entity
(fram Entity)

-TAG: String {readOnly}
-_defaultSpritePath: String = "sprites/characters\Warrior png” {readOnly}
- velocity: Vectord

- _entitylD: String

- walkLeftAnimation: Animation

- walkRightAnimation: Animation

- _walkUpAnimation: Animation

- walkDownAnimation: Animation
-_walkLeftFrames: Array

- walkRightFrames: Array

- walklpFrames: Array

- walkDownFrames: Array

# nextPlayerPosition: Vector2

# currentPlayerPosition: Vector2

# frameTime: float = Of

# frameSprite: Sprite = null
#_currentFrame: TextureRegion = null
+FRAME _WIDTH: int = 16 {readOnly}
+FRAME _HEIGHT: int = 16 {readOnly}
+boundingBox: Rectangle

sconstructors+Entity()

+intEntity(): void

+update(delta: float): void

+init{startx: float, starty: float): void
+setBoundingBoxSize(percentageWidthReduced: float, percentageHeightReduced: float): void
-loadDefaultSprite(): void

-loadAllAnimations(): void

+dispose(): void

+setState(state: State): void

+getFrameSpritel): Sprite

+getFrame(): TextureRegion

+getCurrentPosition(): Vector2

+setCurrentPasition(currentPosition’: float. currentFPosition”: float): vaid
+setDirection({direction: Direction. deltaTime: float): void
+setMextPositionToCurrent(): vaid
+calculateMextPaosition(currentDirection: Direction, deltaTime: float): void
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PlayerController
(fram PlayerController)

-TAG: String {readOnly}

-keys: Map

-mouseButtons: Map
lastMouseCoordinates: Vector3
- player: Entity

+keyDown(keycode: int): boolean

+keyUplkeycode: int): boolean

+keyTyped(character: char): boolean

+touchDown{screenX: int, screen’: int, pointer: int, button: int): boolean
+touchUp(screen: int, screen’: int, pointer: int, button: int): boolean
+touchDragged(screeni: int, screen int, pointer: int): boolean
+mouseMoved(screenX: int, screen’: int): boolean
+scrolled{amount: int): boolean
aconstructors+PlayerController(player: Entity)

+dispose(): void

+eftPressed(): void

+rightPressed(): void

+upPressed(): void

+downPressed(): void

+quitPressed(): void

+setClickedMouseCoordinates(x: int. y- int): void
+selectMouseButtonPressed(x: int, y: int): void
+dofctionMouseButtonPressed(x: int, y: int): void
+leftReleased(): void

+rightReleased(): void

+upReleased(): void

+downReleased(): vaid

+quitReleased(): vaid

+selectMouseButtonReleased(x: int, y: int): void
+doActionMouseButtonReleased(x: int, v int): void
+update(delta: float): void

+hide(): void

-processinput({delta: float): void




Chapter 3, It's Pretty Lonely in BludBourne...
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NPCPhysicsComponent

PlayerPhysicsComponent NPCGraphicsCompaonent| | PlayerGraphicsComponent

NPCInputComponent

PlayerinputComponent

Entity Config

~animationConfig: Array
~state: State
~direction: Direction
~entitylD: String

aconstructors~EntityCaonfig()
+getEntitylD{): String
+setEntitylDientitylD: String): void
+getDirection(): Directian
+setlirection{direction: Direction): void
+getState(): State

+setState(state: State): void
+getAnimationConfig(): Array

+addAnimationConfiglanimationConfig: AnimationConfig): void
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Map

-TAG: String {readOnly}

+UNIT_SCALE: float {readOnly}

#COLLISION _LAYER: String = "MAP_COLLISION_LAYER" {readOnly}
#SPAWNS LAYER: String = "MAP_SPAWNS _LAYER" {readOnly}
#PORTAL _LAYER: String = "MAP_PORTAL _LAYER" {readOnly}
#PLAYER_START: String = "PLAYER _START" {readOnly}
#MPC_START: String = "NPC_START" {readOnly}

# Json: Json

# playerStartPositionRect: Vector?

#_closestPlayerStatPosition: Vector2

# convertedlnits: Vectord

# currenthap: TiledMap = null

# playerStart: VectorZ

# npcStartPositions: Array

# specialNPCStatFositions: Hashtable

# collisionLayer: MapLayer = null

# portallayer: MapLayer = null

#_spawnsLayer: MapLayer = null

#_currentfMapType: MapType

# mapEntities: Array

aconstructors~Map(mapType: MapType, fullMapPath: String)
+getMapEntities(): Array

+getPlayerStan(): Vector2

+updatelMapEntities{mapMgr: MaplManager, batch: Batch, delta: float): void
+getCollisionLayer(): MapLayer

+getPortallayer(): MapLayer

+getCurrentTiledMap(): TiledMap

+getPlayerStartUnitScaled(): WectorZ

-getMPCStartPositions(): Array

-getSpecialMPCStartPositions(): Hashtable
-setClosestStatPosition{position: Vector2): void
+setClosestStartFositionFromScaledUnits(position: Vector2): void




Chapter 4, Where Do | Put My Stuff?
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PlayerHUD

- stage: Stage
- viewport: Viewport
- camera: Camera

aconstructors+PlayerHUD({camera: Camera, player: Entity)
+getStage(): Stage

+anflatify{profileManager: ProfileManager, event: PraofileEvent): void
+show(): void

+render({delta: float): void

+resizefwidth: int, height: int): void

+pause(): void

+resumel): void

+hide(): vaid

+dispose(): void




mventory button open

-
|£:| GDX Texture Packer

PROJECT CONFIGLRATION

d wewpack ] K B &

SELECTED PACK VIEW

@ Open project ¥ Save project

Leave blan)

statusui Input directory: |4\work\statusui_sprites E]
Cutput directory: hurne\core\assets\skins [I]

File name: |statusui.atias

i for “spacknames pack”

@ Pack'em all ‘ [ {5 Pack selected

I

SELECTED PACK SETTINGS

|| Copy ssftings to all packs

Encoding format |RGBABS83

Output format | png

Min page width
Min page height
Max page width

Max page height

[ Use fast algorithm
uplicate padding

Edge padding

[] Strip whitespace X

[ Strip whitespace ¥

[] Allow ratations

" v3.2.0 (lstest version)

Min filter

Mag filter

PaddingX
Padding
WrapX

Wrap

Jpeg quality

Alpha threshold

Previous page

[Nearest

:Nearast

_CIampToEdge

[ClampToEdge

[C] Force PoT
Use aliases
Ignare blank imgs
[] Debug
Page 1/1
Zoom: 200 %
Fps: 61




E Draw 9-patch: D:\My Documents'
iy

File

Press Shift to erase pixels. Press Control to draw layout bounds Hide bad patches o

4 +
Zoom: 100% |J 800% Show lodk Show content %: 28 px
Patch scale: Zx Uﬁx V| Show patches ¥: 0px

m

Cell ImageButton

rtate

Window Table




Table

Inventor-s

i

/W

£

"~ ]

~

4
k-

54all wand used by wade arFrentices




«Com. badlogic.gox Scenes scene2d.utils DraghndDrops «com.badlogic.gdrscenes.scene2d.utils.DragandDrops
Sumroe Target
InventorySlotSource «zcom.badlogic.gdescenes.scene2d.utilss InventorySlotTarget
DragAndDrop
- =

ecom.badlogic.gdx.scenes. scene2d uin
Stack

InventorylUl
Inventory Slot
«com badlogic_gdx scenes scene2d» ecc:am.badIugic.gd_x.Scenes.scen92d.uin
InputListener Window
Inventory SlotTooltipListener Inventory SlotTooltip

Inventory Slot

-_numltemsLabel: Label
- numltemsVal: int =0
- filterltemType: int

aconstructors+lnventorySlot()

aconstructors+nventorySlot(filterltemType: int, customBackgroundDecal: Image)
+decrementltemCount(): void

+incrementltemCount(): void

+add{actor: Actor): void

+add{array: Array): void

+getAllinventoryttems(): Array

+clearAlllinventonyltems(): void

-checkVisibilityOfltemCount(): void

+hasltem(): boolean

+getMumltems(): int

+doesAccepttemUseType(itemUseType: int): boolean

+getToplnventoryltem(): Inventoryltem

+swapSlotsiinventorySlotSource: InventorySlot. inventorySlotTarget: InventorySlot. dragActor: Inventoryltem): void




Inventoryltem

-itemAttributes: int
-temUseType: int
-temShorntDescription: String

aconstructors+inventoryltem(textureRegion: TextureRegion, itemAttributes: int, temTypelD: ltemTypelD, itemUseType: int)
aconstructors+inventoryltem()
aconstructors+lnventoryltem(inventoryltem: Inventoryltem)
+getitemTypelD(): ltemTypelD

+setltemTypelD{itemTypelD: ltemTypelD): void
+getltemAttributes(): int

+setltemAttributes(itemAttributes: int): void

+getltemlUseType(): int

+setltemUseType(itemUseType: int): void
+getitemShortDescription(): String
+setltemShortDescription({itemShortDescription: String): void
+isStackable(): boolean
+isSameltemType(candidatelnventoryltem: Inventoryltem): boolean

Inventory SlotSource

-_dragAndDrop: DragAndDrop

aconstructors+inventorySlotSource(sourceSlat: InventorySlot, dragAndDrop: DragAndDrop)
+dragStart(event: InputEvent. x: float. y: float. pointer: int): Payload

+dragStop(event: InputBvent, x: float, y: float, pointer: int, payload: Payload, target: Target): void
+getSourceSlot(): InventorySlot

Inventory SlotTarget

aconstructors+InventorySlotTarget{actor: InventorySlot)

+drag(source: Source, payload: Payload, x- float, y: float, pointer: int): boolean
+reset(source: Source, payload: Payload): void

+drop(source: Source, payload: Payload, x: float, y: float, pointer: int): vaoid
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Profile Subject

ProfileManager

ainterfaces
ProfileObserver

PlayerHUD MapManager

Profile Subject

- _obsemers: Array

aconstructors+ProfileSubject()

+addObserver{profileObserver: ProfileObserver): void
+removeObserver(profileObserver: ProfileObserver): void
#notify(profileManager: ProfileManager, event: ProfileEvent): void

ainterfaces
ProfileObserver

~onMotify{profileManager: ProfileManager, event: ProfileEvent): void




Chapter 5, Time to Breathe Some Life into This Town
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winterfaces

ConversationGraphQObserver ComponentObserver

«interfaces ConversationGraph Subject

Conversation
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PlayerHUD ConversationGraph

ConversationChoice

[
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ComponentSubject «Players ConversationUl

Entity

L]

ConversationGraph

-conversations: Hashtable
-associatedChoices: Hashtable
-currentConversationlD: String

aconstructors+ConversationGraph()
aconstructors+ConversationGraph{conversations: Hashtable, rootlD: String)
+setConversations{conversations: Hashtable): void
+getCurrentChoices(): ConversationChoice[*]
+getCurrentConversationlD(): String
+setCurrentConversation(id: String): void
+isValid{conversationlD: String): boolean
+isReachable(sourcelD: String. sinklD: String): boalean
+getConversationBylD{id: String): Conversation
+displayCurrentConversation(): String
+addChoice(conversationChoice: ConversationChoice): void
+toString(): String

+todson(): String




Conversation

-id: String
-dialag: String =""

aconstructors+Conversation()
+getld(): String

+setld(id: String): void
+getDialog(): String
+setDialog(dialog: String): void

ConversationChoice

-sourceld: String

-destinationld: String

-choicePhrase: String

-conversationCommandEvent: ConversationCommandEvent

aconstructors+ConversationChoice()

+getSourceld(): String

+setSourceld{sourceld: String): void

+getDestinationld(): String

+setDestinationld{destinationld: String): void

+getChoicePhrase(): String

+setChoicePhrase{choicePhrase: String): void

+getConversationCommandEvent(): ConversationCommandEvent
+setConversationCommandEvent(choiceCommand: ConversationCommandBEwvent): void
+toString(): String

ginterfaces
ConversationGraphObserver

~onMotify(graph: ConversationGragh, event: ConversationCommandEvent): void

ConversationGraph Subject

- observers: Array

aconstructors+ConversationGraphSubject()

+addObserver(graphObserver: ConversationGraphObserver): void
+removeObserver(graphObserver: ConversationGraphObserver): void
+removeAllObservers(): void

+notify(graph: ConversationGraph, event: ConversationCommandEvent): void
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ainterfaces
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ainterfaces
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Chapter 6, So Many Quests, So Little Time...

44 BludBoune (S )

Guext Lo3
Luexrtsx.

Taxkx .
Herkx for Hothes

Find the area whkere the Tuskan kbeast 4
GCive He =3 Bak= Collect ¥ furx
EBeast Feast Lefd

Collect ¥ hornx
Cone back o

Hne with the itens




Dependency Graph
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ainterfaces QuestTask QuestTaskDependency

ComponentOhserver

& N

PlayerHUD QuestGraph

X ]

ComponentSubject «Players QuestUl
Entity
_‘
QuestTask
-taskProperties: ObjectMap
-id: String

-taskPhrase: String

aconstructors+QuestTask()

+getld(): String

+setld(id: String): void

+getTaskPhrase(): String
+setTaskPhrase(taskPhrase: String): void
+getQuestType(): QuestType
+setluestType(guestType: QuestType): vaid
+getTaskProperties(): ObjectMap
+setTaskProperties(taskProperties: ObjectMap): void
+isTaskComplete(): boolean

+setTaskComplete(): void

+resetAllProperties(): void
+setPropertyValue(key: String, value: String): void
+getPropertyValue(lkey: String): String
+toString(): String




QuestTaskDependency

-sourceld: String
-destinationld: String

aconstructors+QuestTaskDependency()
+getSourceld(): String
+setSourceld(sourceld: String): void
+getDestinationld(): String
+setDestinationld{destinationld: String): void

QuestUI
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Chapter 7, Time to Show These Monsters Who's the Boss
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Image

Battle Subject

MonsterFactory

- obsemers: Array

wconstructors+BattleSubject()
+addObserver(battleObserver: BattleObserver): void

+removeObserver(battleObserver: BattleObserver): void
#notify(entity: Entity, event: BattleEvent): void

Animatedlmage Battle State MonsterZone
ainterfaces BattleUl ginterfaces
BattleObserver InventoryObserver
GameOverScreen PlayerHUD InventoryUl ainterfaces
Inventory Subject
< - e
StatusUl LevelTable
U--*
-
Battle Subject




ginterfaces
BattleObserver

~onMatify(enemyEntity: Entity, event: BattleEvent): void

ainterfaces
Inventory Subject

+addObserver(inventoryObserver: InventoryObserver): void
+removeObserver(inventoryObserver: InventoryObserver): void
+remaveAllObservers(): void

+notify(value: String, event: InventoryEvent): void

topworld. tmx @

<

ginterfaces
InventoryObserver

~onMotify(value: String, event: InventaryEvent): void

m

mn

Current layer: MAP_ENEMY_SPAWN_LAYER




Monsterfone

-zanelD: String
-monsters: Array

+getZonell(): String

+setfonelD{zonelD: String): void

+gethonsters(): Array

+setMonsters(monsters: Array): void
+getMonsterfonesiconfighilePath: String): Hashtable

BattleUI

Table
Level 18 NONSTEREHZ

HETaCkE

ztatsx

Window



LevelTable

evellD: String
-xpax: int
-hphas: int
-mpMax: int

+getLevellD{): String

+setlevellD{levellD: String): void

+get¥pMax(): int

+setpMax(xpMasx: int): void

+getHpMax(): int

+setHpMax(hpMax: int): vaoid

+getiMphax(): int

+setMpMax(mpMasx: int): vaid

+getl evelTables(configFilePath: String): Array

BludBourne
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Chapter 8, Oh, No! Looks Like Drama!

Audiolanager

ainterfaces ainterfaces ainterfaces
Screen AudioObserver AudioSubject

GameScreen PlayerHUD Map
MainGame Screen TownMap TopWorldMap CastleDoomMap
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CutSceneScreen
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ainterfaces
AudioObserver

~onMotify{command: AudioCommand, event: AudioTypeEvent): vaid

ainterfaces
AudioSubject

+addObsemver{audioObserver: AudioObserver): void
+removeObserver{audioObserver: AudioObserver): void
+removeAllObservers(): vaid

+notify{command: AudicCommand, event: AudioTypeEvent): void
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Chapter 9, Time to Set the Mood

MainGame Screen

i

Image

CutSceneScreen

PlayerHUD

Action

1

ScreenTransitionActor

RN

ScreenTransitionAction

PlayerHUD

BattleUl

ShakeCamera




< _ongShakeRadius =

sin(160°) = 3008
0342 .\ < _randomAngle =
160f

" origPosition = (268, 244)
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Edit

File View Map Layer Help
- L | g B . D o [ D
FEE 9¢ &P el a

*castle_of_doom.tmx m

KDOQ’M&

Layers

Opadity:

[] & PARTICLE_EFFECT_SPAWN_LAYER

[7] (M) MAP_LIGHTMAP_LAYER_AFTERNOON
[ [R] MAP_LIGHTMAP_LAYER_DAWN

[ (Wl A AAD LICLITALAD L AMED DLICK

[¥] [M] MAP_LIGHTMAP_LAYER_NIGHT [

<

Current layer: MAP_LIGHTMAP_LAYER_NIGHT

EedE@ =

Mini-map Objects Layers

Tilesets g x
Decor0 | Wall | Floor | Pito | Doord | Groundo | Playero | Treeo | ml<[P] ¥
d e e ‘;‘

KAV Bl i =

100 %

v

Terrains | Tilesets

Properties 8 X
Property Value &t
Name MAP_LIGHTMAP_LAYER_NIGHT
Visible 7|
Opacity 1.00
Image surne/core/assets/maps/castle_of_doom_lightmap_night.png @
4 Transparent Color . [0, 0, 0] (255) =
Red 0
Green 0
Blue 0
Alpha 255
4 Position 0,0)
X 0 H
Y 0 <
=/

100 %



Lightmaps in BludBourne
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DESTINATION

GL ZERO

" , DST GL_ONE

GL_ONE_
MINUS_
ALPHA  DST COLOR GL_DST_COLOR

GL_SRC

GL_ONE_
MINUS _
SRC_ALPHA

GL_ZERO

SOURCE

GLONE  GLDSTCOLOR DST.COLOR @I SRC AIPHA

GL_ONE_
MINUS

Label

PlayerHUD

g

Clockfctor

GL_ONE_
MINUS_
SRC_AIPHA
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Editor Properties
FPS: 60
Count: 212 Pixels per meter &
Max: 222 Value: ] i
100% i
Zoom level
Value: 0.3
3
Delta multiplier v
Emitter Properties
Spawn Shape usedto spawn paricles. i
— r
Shape: | square |7
Spawn Width Width of the spawn shape, in world units.
High: 0 Ej =] || Relative
Low: 0 Ej & &
Spawn Height Height ofthe spawn shape, in world units.
S a ] || Relative
High: 0 E] & ~,
Low: 0 Ej | ,_-//—._ (+]
Effect Emitters Size Particle size, in warld units.
Emitter | MNew | High: 7 Ej |=| || Relative
Untitied V] S
Smoke [} | Duplicate | Low: 0 E] =) )
| Delete | Velocity Particle speed, in world units per second. Active
. . ) L/
High: 0 |2 7 2| < || Relative
T | B B
% 3518 )
I Open |
Angle Particle emission angle, in degrees. Active
High: o 3] 13 ][+ L Relative
Low: a0 Ej =) I+
| Up | Rotation Particle rotation, in degrees. Active
| Down | High: 80 Ejl:] j / ‘ ] Reatve E
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Chapter 10, Prophecy Fulfilled, Our Hero Awaits the Next
Adventure

com.packtpub.li
JAR files from libraries
to the target JAR

to the ocutput directo

Directory for META-INF/MANIFEST.MF:

opmenti Chi <104 B04

Include tests

'8l Project Structure

=l Show content of elements
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rWelcome to ProGuard, version 5.2.1
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Davalogad oy Eric Lajoriunz

ProGuard is a free class file shrinker, optimizer, obfuscator, and preverifier.

With this GUI, you can create, load, maodify, and save ProGuard configurations.

You can then process your code right away, or you can run ProGuard from the command line using your
saved configuration.

With the ReTrace part of this GUI you can de-obfuscate your stack traces.

ProGuard and ReTrace are written and maintained by Eric Lafortune.

Official site at Sourceforge: hitp:fproguard.sourceforge.net!
Professional support by GuardSquare: hitp:ifwww.quardsquare.com/

Distributed under the GML General Public License.
Copyright @ 2002-2015.
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