AbsVolume

Audio class representing master volume

AddedMatrix

Matrix class

AdmOffice

UI class for the Admissions Office screen.

AppYieldRec

Structure for Enrollment Module.  Refer to [HE.initialization]Apps_Yield.

ArrayLengthSpecifier

This class is introduced to avoid constructors such as ColumnVector(int).  Used for conversions.

AssetItem

Structure for Investment module.

Athletics

The Athletics Department module.  This class contains the athletic office functions.  It calculates the revenues and expense for the athletics department and win-loss records of the athletics teams.  Used by Info::next_day() to process daily operations.

Audio

Object for controlling MIDI Audio and Digitized Sound.

Bad_alloc

An exception wrapper for C++.

Bad_typeid

An exception wrapper for C++.

Bad_cast

An exception wrapper for C++.

BankruptcyReport

Contains controls for the Bankruptcy Report screen.

Bar

UI class for drawing bar graphs.

BaseMatrix

Superclass for matrix subclasses.

Battle

Physically generates the map and begins the simulation.

Bitmap

BitmapW

UI classes for drawing bitmap images.  Not sure of the difference between Bitmap and BitmapW.
BlackBoard

Contains controls for Blackboard (help) screens.

Blob2D

Blob2DW

UI classes for 2D binary block, four side extensible (?).  Not sure of the difference between Blob2D and Blob2DW.
BLUMatrix

Matrix subclass for performing LU decomposition on banded matrices.

BMatrix

Matrix subclass for performing operations on banded matrices.

BoundedSlider

UI class for drawing sliders.

Box

UI class for message box classes, including message boxes, confirmation boxes, and progress bars.

Button

UI class for drawing buttons

ButtonGroup

UI class for drawing radio buttons.

CannotBuildException

An exception wrapper for C++.  The program cannot build a matrix.

ChanceEvent

The Random Event module.  Used by Info::next_day() to process daily operations.

ColedMatrix

Matrix subclass.

ColorTable

Wrapper class for defining the color table.

ColumnVector

Matrix subclass for 1 x N vectors.

CommonBuf

Data buffer.

ConcatenatedMatrix

Matrix subclass for concatenated matrices.

Config

Game class for configuring game settings.

ControlWord

Wrapper class for organizing an int as a series of bits which indicate whether an is on or off.

ConvergenceException

An exception wrapper for C++.

Course

Class for representing a course.

CourseArray

Dynamic array of courses.  Controls daily operations on each course in the array.

CourseRes

Class for representing course.

CourseTemplate

CourseTemplateRec

Course record.

CourseArray

Matrix subclass for LU decomposition

CursorInfo

UI structure for cursor information.

CursorRec

Structure for managing cursors.

Database

Utility class for reading in a database file.

DateInfo

Utility class with functions for getting day, month, and year information.

DebugX

? ? ?

DefTile

Holds game constants for tile bitmap and size.

DemoButton

Structure for holding demo screen information (coordinates, size, and bitmap file)

Department

Subclass of GeneralDepartment.  Contains methods for calculating performance (financial as well as academic).  As such, it responds to Info::next_day().  Handles faculty generation, including hiring once the games starts.

DepartmentArray

Collection class for Department.  Delegates next_day() calls to the departments, and handles aggregate academic information and interactions with students (i.e., course selection).

DepartmentCourseRec

Structure for holding course information.

DepartmentFacultyRec

Structure for holding faculty information.

DepartmentInfo

Contains information about a department, including its students and faculty.  Calculates the number of majors in the department, including the number that switch to other departments.

DepartmentMasterCourse

Subclass of DepartmentCourseRec.

DepartmentRec

DepartmentRec2

DepartmentRec3

Structures for holding department data.

DepartmentRes

Class for initializing and loading faculty members for a department.

DepartmentUGCourse

Subclass of DepartmentCourseRec.  Includes elective information.

DeptList

? ? ?

Development

Class for simulating the development office.  Calculates alumni donations.

DiagedMatrix

Matrix subclass for diagonal matrices?

Directory

Utility class for directory.

DisplaySort

UI structure for sorting UI objects, such as bitmaps.

DMatrix

Matrix subclass

Domain_error

Error class

DsVolume

System class for controlling the volume.

DynArray

Wrapper class for dynamic arrays.

DynArrayB

Another wrapper class for dynamic arrays.

ElecPrefRec

Elective preference record?

ElmDivideMatrix

Matrix subclass

EmptyRoom

Structure

EnrollData

Structure for holding enrollment information.

EnrollDataSL1

Structure for holding enrollment information.

EnrollRes

Simulates enrollment, including applications, offers, financial aid, and matriculation.  Used to get information for comparable schools.

Error

Superclass for throwing errors.

EventStruct

Structure for random events.   See ChanceEvent.

Exception

Superclass for exceptions, which are thrown when recoverable errors are found at runtime.

ExeCounter

ExpenseItem

Structure for itemizing expenses for the university.

ExpenseItem

Structure for itemizing expenses for the current year.

ExpenseItemChange

Structure for tracking changes in ExpenseItems in the past and future for reporting and calculating.

Facility

Class for simulating a facility office, including financing, parking and crime models.  See Tech Doc 2.4 (http://virtual-u.org/documentation/hetd_24.html)

Faculty

Class for representing a faculty member, including personal information, salary, ongoing research, teaching, talent and performance.  Responds to Info::next_day()

FacultyArray

Collection Class for managing all of the members of the faculty.  Delegates events to each member of the faculty.

FacultyPhoto

Structure containing pointer to bitmap of photo as well as the gender/ethnic group of the Faculty member.

FacultyPhotoRec

Structure containing the information associated with the Faculty photo as stored in the database.

FacultyPhotoRes

Class for loading and initializing all Faculty photos.

FacultyRes

Collection Class of all Faculty templates and methods for delegating requests to generate repots to the respective templates.

FacultyTemplate

Structure containing the faculty template attributes.  The faculty templates elaborate the department-level parameters to the faculty age/rank categories.  (See Tech Doc 3.3, section 3.3) 

FacultyTemplateRec

Structure containing the faculty template data as stored in the database.

FCLClass

FreeCheckLink for registering classes.  Part of suite of routines which performs memory leak detection (traces balanced new/delete calls) when DO_FREE_CHECK is defined.

FCLIntArray

FreeCheckLink for registering int arrays.  Part of suite of routines which performs memory leak detection (traces balanced new/delete calls) when DO_FREE_CHECK is defined.

FCLRealArray

FreeCheckLink for registering real arrays.  Part of suite of routines which performs memory leak detection (traces balanced new/delete calls) when DO_FREE_CHECK is defined.

FieldInfo

Structure containing information associated with the major fields in the simulation, including name, code number, and elective fulfillment.

FieldRec

Structure containing information associated with major fields as stored in the database.

FeildRes

Collection class for all the fields in the simulation.

File

Utility Class which abstracts file operations such as opening, closing, reading, and writing.

FileInfo

Structure which contains file name, size, and modification time.

FileTxt

Subclass of File for operating upon text files.

FinalScoreReport

UI class for the Final Score screen.

Finance

Class which implements the financial model described in Tech Doc 2.2, section 3.  Assets, endowments, loans, budgets, expenses, and revenue are all represented here and methods for calculating, projecting, and reporting are provided.

FinancialPolicy

Structure which represents the revenue policies, expense and surplus/deficit policies.  Includes both values input by player as well as model defined constants.

FindMaximum2

Non-linear optimization Class.  Part of the newmat library.  FindMaximum2 is the basic optimization strategy when one is doing an optimisation where one has first derivatives and estimates of the second derivatives.   See FindMaximum2.cpp for details and examples.
Firm

Class used for drawing the buildings on the screen.  Responds to double click event by changing the view mode to detailed report view.

FirmArray

Collection Class for managing all of the visible buildings.  Responds to click events by playing associated sound effect, and processes all firms for action and movement for next frame.
FirmBitmapRec

Structure which stores the codes and campus location of the buildings as recorded in the database.

FirmInfo

Structure which stores the loaded bitmaps of the buildings at various resolutions, as well as their location on campus

FirmRec

Structure which stores the code of the Firm and its corresponding name and the department which it belongs to.

FirmRes

Class which initializes and loads all of the FirmInfo structures from the database.

FirstNameInfo

Structure containing the first name and gender.

FirstNameRec

Structure containing the first name and gender as stored in the database.

FloatingPointPrecision

Wrapper class for floating point operations  - define the following to specify {SystemV, USING_FLOAT, USING_DOUBLE }

Font

UI class for displaying multiple fonts within the application.  A font resource file is composed of three parts : one FontHeader, one FontInfo for each character, Bitmap data.

FontHeader

Structure which defines font characteristics for the entire font.

FontInfo

Structure which defines properties for each letter in the font.

FreeCheck

Class which contains a set of routines for tracing whether new and delete calls are balanced.

FreeCheckLink

Class used by FreeCheck to register and report on memory allocation calls.

Game

Primary entry point into the Game.  Displays main menu page, creates and initializes all objects in a new game or loaded game, preserves global state of game and is written to the game file when the game is saved, etc.  To modify the initialization routines, see Game::init() for the methods that are called to initialize each object.  

GameFile

Class for saving/retrieving complete game state to/from a file.  Games are saved to individual files with a .sav extension in the current directory.

GameFileArray

Collection class containing all of the GameFiles in the hall of fame.  Also used to load the headers of the saved games for menu selection.

GameOptionButton

Structure containing the location on the screen and filename of the bitmap for the buttons on the opening screen.   Statically defined in game_option_button_array.

GameSet

Class for loading and initializing game settings such as data source.  Settings files are saved with a .set exension - VirtualU ships with a std.set in the resources directory.

GameSetting

Class for setting up new game parameters as well as playing scenario introductions.

GameStrRes

Constant string resource, broken down by category.  Methods return appropriate string as a function of id/code.

Gcomponent

Base class of all GUI components (GraphicsComponent).

GeneralDepartment

Base Class of Department.  Needed for handling general department for "undecided" student, and university general facilities for facilities model.  

GeneralDepartmentInfo

Base class of DepartmentInfo.  Needed for handling general department for "undecided" student, and university general facilities for facilities model.

GeneralMatrix

General purpose matrix class, as defined in newmat library.

GenericMatrix

Generic purpose matrix class, as defined in newmat library.

Get

Class for getting user input from fields, validating and storing.

GetA

Class for capturing keyboard/mouse events from user – non blocking.

GetAGroup

Class for capturing a group or an area of keyboard/mouse events from user – non blocking.

GetFld

Structure used by Get to contain all of the information related to the field input.

GetSubMatrix

Class for getting the sub matrix. Defined in newmat library.

GiftComponent

Structure containing breakdown of cash gifts to the university; operations, endowment, and facilities.

GraphArea

GraphArea2

GraphDoubleBarMonth

GraphDoubleBarYear

GraphMonth

GraphNonFanancialMonth

GraphNonFinancialTrimester

GraphNonFinancialYear

GraphPerformanceIndicatorMonth

GraphPerformanceIndicatorTrimester 

GraphPerformanceIndicatorYear

GraphSpecialMonth

GraphSpecialTrimester

GraphSpecialYear

GraphTrimester

GraphYear

Classes for graphing various information in different formats for months, trimesters, and years.

HallFame

Class for displaying and recording the information displayed in the hall of fame.

Help

Class which manages displaying the help screens and keeping track of which screen return to when back is selected.

HelpIf

Class which manages the help screen interface, namely the help topic and description buttons.

HelpfInfo

Structure containing actual help title, text and its code or location on screen.

HelpSaveScreen

Class for cacheing recently viewed help screens for quick viewing.  Help class performs swapping and management.

HiringPolicy

Structure which stores user defined parameters governing the hiring policy as required by the model.  

HistoryData

Class which keeps historical contants (inflation rate, interest rate, etc) used for finance class declaration .

HSVColor

Structure containing the hue, saturation, and value of a color.  Used for color remap of the ColorTable.

HyperField

Structure used to represent a hypertext field.  A maximum of MAX_HYPER_FIELD are allowed per page.  The display of HyperText is handled by the TxtList class.

ImageRes

Class for managing Image resources.  The resource files contain many compressed images, stored as follows: { <char[8]> = the name of the image, <int>     = the widht of the image, <int>     = the height of the image, <char...> = the bitmap of the image }.

IncompatibleDimensionsException

Logic error defined in newmat library for matrix operations.

IndexException

Logic error defined in newmat library for matrix operations.

Info

Class representing the state of a particular scenario including dates, statistics, random seed, and screen layout.  Can be read/written to a file.

InternalException

Logic error defined in newmat library for matrix operations.

Invalid_argument

Logic error defined in newmat library for matrix operations.

InvertedMatrix

Class for representing an inverted matrix. Defined in newmat library.

Investment

Class used to simulate investments as specified in the financial model.  Includes methods for tracking performance, growth, history, expectations, and supports reporting and loading/saving.

Janitor

Helper class for simulating exceptions.   Used to cleanup heap following Throw.  Part of Myexcept library.

JanitorInitializer

Initialization class needed for classes derived from Janitor which have objects declared globally.

JumpBase

Class used to implement exceptions.  Part of the Myexcept library.   A Pointer to a linked list of jmp_buf s.

JumpItem

Class used to implement exceptions.  Part of the Myexcept library.   An item in a linked list of jmp_buf s – takes care of trace and cleanup.

LargeText

Class for displaying large text fonts.

LBMatrix

Class for representing an Lower Band matrix. Defined in newmat library.

Length_error

Logic error defined in Myexcept library for matrix operations.

Letter

Class controlling content and display of progress letters from the Board of Trustees displayed to the player, including welcome letter and yearly evaluation letter with statistics.

LibTech

LibTech Class Definition related to Simulation and Statistics/History of technical library.

LinearAlgebra

Class which supports quadratic_programming solutions.

LinearEquationSolver

Class for solving linear equations. Defined in newmat library.

LL_D_FI

This class is the prototype class for calculating the log-likelihood.  Defined in newmat library.  It is assumed that first derivatives are available and something like the  Fisher Information or variance/covariance matrix of the first derivatives or minus the matrix of second derivatives is available. This matrix must be positive definite.

LoadAndStoreFlag

Flag for controlling the persistence of newmat computations.

Location

Structure representing the location and features of physical facilities (firms, plants, vehicles, and sprites) on campus. (Location class is deprecated).

Log

Logging class for debugging.  Define DEBUG_LOG_GLOBAL to turn loggin on everywhere.  To use locally, define DEBUG_LOG_LOCAL before #include <OLOG.H>: 1 to force enable debug log of that module, even though DEBUG_LOG_GLOBAL is 0, -1 to force disable debug log of that module, even though DEBUG_LOG_GLOBAL is 1, 0 to follow DEBUG_LOG_GLOBAL.

LogAndSign

Return from LogDeterminant function - value of the log plus the sign (+, - or 0).  Part of the newmat library.

Logic_error

Superclass of all logical exceptions, as defined in Myexcept library.

LoseGameReport

Class for generating a report displayed when player loses the game.

LTMatrix

Class for representing a lower triangular matrix. Defined in newmat library.

MapMatrix

Class which handles the drawing and UI relating to the Campus map. 

MatedMatrix

Class for representing a mated matrix. Defined in newmat library.

Math

Commonly used general purpose math utilities. 

Matrix

Class representing the Main map of the physical layout of the campus.  Handles the drawing of objects on the main map.

MatrixBandWidth

Class for representing the Band Width of a matrix. Defined in newmat library.

MatixCol

Used for accessing the columns of matrices. Defined in newmat library.

MatrixColX

MatrixColX is an alternative to MatrixCol where the complete column is stored externally. Defined in newmat library.

MatrixConversionCheck

Class to show whether to check for loss of data.  Defined in newmat library.

MatrixInput

Class used for reading a list of values into a matrix. Defined in newmat library.

MatrixRow

Used for accessing the rows of matrices. Defined in newmat library.

MatrixRowCol

The row or column of a matrix.  Defined in newmat library.

MatrixType

Is used for finding the type of a matrix resulting from the binary operations +, -, * and identifying what conversions are permissible.  Defined in newmat library.

Mem

Memory allocation and management class.

MemInfo

Structure containing header and debuggin information for allocated blocks.

Misc

Hodgepodge of useful misc functions.

MiscReport

Class used for presenting and displaying gold/silver/bronze plaque report.

MLE_D_FI

The class for doing the maximum likelihood estimation.  Extends FindMaximum2.

MoreReport

Class which handles UI for detailed reporting of major topics: admissions and financial aid [A], athletics [T], development and alumni affairs [D], facilities management [F], libraries and information technology [L], investment [I], crime [C], parking [K]

Mouse

Driver independent Mouse Handling Object.

MouseClick

Struture containing coordinates, number of clicks, and timestamp of a mouse click.

MouseCursor

Class for controlling the display of the mouse cursor depending on the mode, location, and wait state.

MouseDispCount

Class which preforms vga_front.temp_lock and unlock and shows cursor.

MouseEvent

Structure containing details of a mouse event, including type, time coordinates and special keys pressed.

MultipliedMatrix

Class for representing a multiplied matrix. Defined in newmat library.

Music

Class which controls the loading and playing of music loops in the game.

NameInfo

Structure used to contain the middle or last.
NameRec

Structure used to contain the middle or last as stored in the database
NameRes

Resource class for loading and managing full name and gender as a function of nameId.

NegatedMatrix

Class for representing a negated matrix. Defined in newmat library.

NegShiftedMatrix

Class for representing a negative shifted matrix. Defined in newmat library.
News

Class which defines news events which can occur during the game with routines for generating their associated messages. (i.e. n old <alumnus/alumna> dies and leaves a bequest of $<bequest> thousand which is transferred to Development Office.)

NewsArray

Collection class of all possible news events that have occurred during the history of the game.  Also defines interface for generating new news events.

NewsInfo

Structure which wraps around News routine for generating message.

NonLinearLeastSquares

Class NonLinearLeastSquares is derived from FindMaximum2. This provides the functions that calculate function values and derivatives.  Defined in newmat library.
NotDefinedException

Logic error defined in newmat library for matrix operations.

NotSquareException

Logic error defined in newmat library for matrix operations.

NPDException

Runtime error (Not positive definite) defined in newmat library for matrix operations.

NricMatrix

Matrix class designed For use with “numberical recipes in C”.   Defined in newmat library.

OneDimSolve

Solve the equation f(x)=y for x where f is a monotone continuous function of x. Essentially Brent's method.  Part of solve routines in Matrix.src.
Optimization

Class used for calculating optimization settings for reporting parameters based upon the model. 

OptStage1

No longer in use.

OptStage2

No longer in use.

OptStage3

UI for optimization of faculty and departments.

Out_of_range

Logic error defined in newmat library for matrix operations.

Overflow_error

Runtime error defined in Myexcept library.

OverflowException

Runtime error defined in newmat library.
PalDesc

Structure containing remap of ColorTable for PAL format.

PeerInfo

Sturucture containing the name of the peer school.

PeerRec

Sturucture containing the name of the peer school as stored in the db.

PeerSchool

An extended version of SchoolEx, used for representing peer schools. 

PieChart

Class for calculating and drawing a pie chart.

PlantInfo

Structure containing the name of the resource file and a pointer to the bitmap it contains.

PlantRec

Structure contiaining the name of the resource file which stores the bitmap for the plant.

PlantRes

Resource class which loads and makes available the plant names and bitmaps.

PlayerSchool

Class for representing the player’s school, including student and faculty body, prestige, satisfaction and morale levels, institution evironment, mode, and profile.  Used to calculate performance metrics and generate student reports.

PosVolume

Position of volume.  Structure for maintaining UI to audio volume controls.

Power

Class which handles mouse inputs and allows for mouse events to be dis/enabled.

Preference

Preference2
PreferenceRec 

PreferenceRec2

Structures containing modeling parameters governing enrollment of students are all levels.

Print

Used for printing out game to a peripheral printer.  (1) use start_print(); to start printing doc (2) use open_page(); to start a new page (3) set font by using dfont(); and put_? functions to add text or bmp (4) use end_page();to end a page (5) use endprint(); to end printing doc.

PrintMenu

Provides UI for printing options as well as handling headers and printing of different kinds of reports.  Wraps around Print class.

ProgramException

Logic error defined in newmat library.

Project

Structure containing project information such as expense and duration.  An array of current projects related to Facilities office is stored in the GeneralDepartment class.

PullDownMenu

UI base class for creating and handling pull down menus.

R1_Col_I_D

One of a series of classes for non-linear optimization.  The prototype for a Real function of a ColumnVector and an integer. Part of newmat library.

R1_R1

The prototype for a Real function of a Real variable.

RadioButton

UI base class for creating and handling radio buttons.

RadioButtonVert

UI base class for creating and handling vertical radio buttons.
Range_error

Runtime error.  Part of the Myexcpt library.

RankAgeGroup

Structure containing the age ranges corresponding to a particular faculty rank for each department.

Rect

Rectangle class, designed for screen operations.

RectMatrixcol

RectMatrixDiag

RectMatrixRow

RectMatrixRowCol

Classes used for representing/operating on Rectangular matrixies.  Part of newmat library.

RelVolume

Interface for controlling the audio volume using a relative scale (1-100).

ResearchProposal

Structure describing costs and milestone dates for active and proposed faculty research projects.

ResIndex

Structure used inside ResourceIdx to keep track of the names of all the resources contained in that file and maintain a pointer to the record.

Resource

Implemention of a resource using the filesystem as a data source.  Resource files have following format and may contain many data units: <int>  = no. of data records in this RES file,  Index area  char[8] = data record name <long>  = pointer of corresponding data unit in this file  char[9] = the last index is a virtual index which is used to calculate  <long>    the size of the last data unit, Data area  <char..>  = data

ResourceDb

Implementation of a resource using a database (file) as the data source.  Database resource files are built by LIBDB.EXE, it is always have a .RES extension.

ResourceIdx

Class which indexes all the resources contained within a particular resource.  If read_all flag is set entire resource is stored in memory.

ResTxt

Text resourses (.RTX extensions), such as letters and messages.

RetirementReport

Class for generating retirement report displayed at end of game.

ReturnMatrixX

Class for returning matrix after a calculation.  Used in newmat library.

RevenueItem

Structure for itemizing revenue for the current year.  Contains direct, indirect, percent, and total revenues, as stipulated by the finance model.

RevenuItemChange

Structure for tracking changes in RevenueItems in the past and future for reporting and calculating.

ReversedMatrix

Class for representing a reversed matrix.  Used in newmat library.
RGBColor

Structure containing the blue, green, and red values of a color.  Used for color remap of the ColorTable.

RoadInfo

Structure managed by the RoadRes.  Contains the bitmap for a road segment of a particular type.

RoadRec

Structure containg the type of road and the filename of the corresponding bitmap.

RoadRes

Class for loading and managing road bitmap resources.  Including different types of roads and their connecting segments.

RowedMatrix

Class for representing a rowed matrix.  Used in newmat library.
RowVector

Class for representing a row vector.  Used in newmat library.
Runtime_error

Base class for exceptions defined as  runtime errors.  Defined in Myexcept.h.

SBMatrix

Class for representing a Symetric Bound matrix.  Used in newmat library.
ScaledMatrix

Class for representing a Scaled matrix.  Used in newmat library.
ScenarioReport

Class for displaying scenario description, acheivment and objective reports (Gold/Silver/Bronze).  Includes content.

School

Class representing other non-peer schools in the game, used for calculating prestige, relative wealth, athletic success, and percentages.

SchoolDegreeRec

Container class containing information pertaining to degree programs broken down by student levels.  SchoolDegreeRec is used in school expense calculations (SchoolEx).

SchoolDegreeSLRec

SchoolDegreeSLRec2

Major preferences of students as defined by initial conditions spreadsheet.

SchoolEx

Class for calculating and tracking school expenses.  An extended version of School, with SchoolDegree variables in the "Initial Conditions" spreadsheet. 

SchoolFaculty

Simple structure for storing faculty information pertaining to expense calculations aggregated by rank.  Includes faculty count, average salary, and male/female percentages for each ranking.

SchoolFacultyEx

Extension of SchoolFaculty including active_research_dollars per faculty.

SchoolFacultyRec

Structures contained within the school record storing SchoolFaculty data for each rank of professor.

SchoolFacultyRec2

Structures contained within the school record storing SchoolFaculty data for adjunct professors – lowest two ranks.

SchoolRec1

Structure containing information to be loaded into SchoolEx from UMASTER1.RES.

SchoolRec2

Structure containing information to be loaded into SchoolEx from UMASTER2.RES.

SchoolRes

School resourse class which loads all SchoolRecords (schools, peers, and the players) from db.  Responds to init_game() and read/write.

ScrollBar

UI base class for creating and handling scroll bars.

SECtrl

Sound Effect controller.  Calling request() triggers the sound effect.

SEInfo

Structure describing particular sound effect and filename where sound is stored.

SEInfoIndex

Structure used for searching through sound effects using a subject verb to find the subject_id.

SERec

Structure describing particular sound effect as stored in the db.

SERequest

A sound effect request that is controlled and played by the SECtrl.

SERes

Sound Effect Resouce.  Loads sound effects and used by SECtrl to search for matching effect.

SetInfo

Structure which describes a single game setting (its code and description).

SetRec

Structure which describes a single game setting as stored in the db.

SETypeIndex

Structure used for searching through sound effects using the sound type to find the subject_id.
ShiftedMatrix

Class for representing a Scaled matrix.  Used in newmat library.
SingularExcpetion

Runtime error defined in newmat library for matrix operations.

SkipConversionCheck

To turn off conversion checking (whether to check for loss of data) within the current block.  Defined in newmat library.

Slider

UI base class for creating and handling sliders.
SliderGroup

UI base class for creating and handling logical groups of sliders whose total value is constant.

Smatrix

Class for representing a Symetric matrix.  Used in newmat library.
SolutionException

Thrown when OneDimSolve fails.   See Solution.cpp.

SolvedMatrix 

Class for representing a solved matrix.  Used in newmat library.
SortData

Structure storing raw performance data that is sorted by the Letter class and used to generate evaluation letters.

Spinner

? ? ?

SPMatrix

Class for representing an SP matrix.  Used in newmat library.
Sprite

Class for representing and drawing possibly moving sprites (rectangular graphics stored in memory that can be transfered to the screen).

SpriteActionRec

Structure containing information needed for moving sprites.

SpriteArray

Collection of sprite objects.  SpriteRes is now used instead.

SpriteFrame

Structure containing position and the reference to a single frame for a particular sprite.

SpriteFrameRec

Not in Use.  Structure containing the SpriteFame information as stored in the resource file.

SpriteFrameRes

Not in Use. Resource class which loads and manages all the SpriteFrames.

SpriteInfo

Contains sprite resource information and loads bitmap resources for each zoom resolution.

SpriteMove

Structure containing the rec number of the first frame in the sprite, and the count of total frames.

SpriteRec

Sprite type and code as stored in the resource file.

SpriteRes

Resource class which loads and manages all Sprites.

SpriteStop

Structure containing the rec number of the frame the sprite was stopped, and the count total frames.

StackedMatrix

Class for representing a stacked matrix.  Used in newmat library.

Stage1Expense

Structure containing stage one expenses used for calculations in the Finance class.

Stage1Revenue

Structure containing stage one revenue used for calculations in the Finance class.

Stage2Expense

Structure containing stage two expenses used for calculations in the Finance class.

String

String class which supports basic string operations (at, left, right, len, lower, upper, substr) and overloads operators.

Student

Class for representing a member of the student body, including personal information, course history, and talents.  Contains methods for computing satisfaction, selcting courses, and thinking/deciding on future educational pursuits.  Responds to next_day() and read/write.  See Tech doc 3.3 section 4.

StudentArray

Collection class containing all of the students in the school as well as methods for summarizing student data. Delegates calls to next_day() and read/write to each student.

StudentOffice

Class which is responsible for managing student Residence hall, keeping track of available and occupied beds, room and board rate, and how to accommodate excess demand.  Responds to new_day and read/write.

StudentPolicy

Structure used by Finance class to track students, brokend down by level, continuing to attend and estimate how many will be attending next year.

StudentStruct

Structure used by the PlayerSchool class containing the student recno and dept recno and trimester for each student.

StuDynArray

Array of StudentStructs maintained by the PlayerSchool class, broken down by level.

SubMatrixDimensionException

Logic error defined in newmat library for matrix operations.
SubtractedMatrix

Class for representing a negated matrix. Defined in newmat library.

SummerRec

Stucture for storing preferences for summer courses, used in CourseRes class.

SymmetricEigenAnalysis

Not implemented yet.

Sys

System resource management class.  Sys::run() is the main loop of the game.  The most important part of this loop is a call of Sys::process(), which increments the day frame counter and checks if a new day has arrived.  If so, it calls Info::next_day(), which informs each module that a new day has arrived.  Subsequently, it also informs each module if a new month, trimester, or year has come.  Also implements autosave feature.

TabMenu

UI base class for creating and handling Tab menus.

Talent

Structure used by the EnrollRes class to store average student talent and its variance.

TalentRec

Structure used by the EnrollRes class to load average student talent and its variance for all levels form the db.

Task

Subclass of News class.  Tasks are shown on both message (normal news) and objective sections on screen.  They are removed from the objective section after the task offer expires or the task is completed.   The successful completion of the task is checked monthly and a bonus is added for completed tasks.

TaskArray

Array containing the history of the tasks assigned during this game.  Responds to init, next_day, and read/write.

TaskInfo

Structure containing function pointers to completed and expired functions defined in Task.

TerrainInfo

Structure containing the type, filename, and bitmap of a terrain image.

TerrainRec

Structure containing the filename and type of the terrain image as stored in the db.

TerrainRes

Resource class for loading and managing terrain bitmaps.

Test

Test class for testing UI elements.

Text

Class which handles the display of text on the screen.

TileGroup

Not in use.  A class to handle the containment and drawing of tiles.  

Tracer

Class for outputting trace or adding it to a thrown exception.  Part of the exception handling package defined in Myexcept.h

Translate

Multi-lingual translation class used for looking up predefined strings in a translation table resource.

TranslateRec

Structure containing the source text and the destination text as stored in the translation table resource.

TransposeMatrix

Class for transposing or representing a Transposed matrix.  Used in newmat library.

Trimester

Structure defining the start date, end date, and total number of days in a trimester.  Used by the PlayerSchool class.

TxtBox

UI base class for creating and handling Text Boxes.

TxtIndex

Structure containing header information for Text resourses managed by ResTxt such as letters and messages.

TxtList

Class for maintaining a history of ResTxt to provide “back” functionality.

UBMatrix

Class for representing an upper band matrix.  Used in newmat library.

UserInterface

General functions for user interface manipulation, such as brightness and color palette.

UTMatrix

Class for representing an upper triangular matrix.  Used in newmat library.

ValueSlider

UI base class for creating and handling value sliders.

ValueSliderGroup

UI base class for creating and handling groups of value sliders whose total value is constant

VBrowse

VBrowse98

VbrowseIF

UI base class for creating and handling Visual Browsers – lists of items which display the associated record when selected.

VectorException

Logic error defined in newmat library for matrix operations - can't convert to vector.

Vga

VGA manipulation functions (Direct Draw version).

VgaBuf

VGA direct draw buffer.

VgaCustomPalette

Class used for saving and restoring custome VGA palettes.

VgaFrontLock

Used to vga_front.temp_unlock and temp_restore_lock. Mainly used by ODPLAY.CPP to separate OVGA.H

Video

Video for windows playback class.

VLenQueue

Implementation of Variable Length Queue data type.

World

World display class, including the map and the zoom level.

YearReport

Structure used by Finance class containing assets, liabilities and surplus/deficit.

ZoomMatrix

Class which handles the drawing and UI relating to zooming in and out on the world.
