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ABSTRACT

The Platform Independent Game Engine (PIGE) has been designed as a set of 
tools to easily allow a developer to create a game which can be ported to multiple 
computing platforms with relative ease.  PIGE makes use of cross-platform programming 
tools such as OpenGL, OpenAL, and the C language.

This gaming engine is separated into two main sections, the core code and the 
operating system specific header files.  The core source code is platform neutral and 
requires no true modification when compiled and run.  However, due to small 
inconsistencies between platforms, particular areas of PIGE require some functions to be 
written or modified for a particular operating system.  This is where the OS specific 
header files come in, which are included and removed, depending on which system is 
running PIGE.
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