MINAUUNN 3 UA

3D GAME DEVELOPMENT

’|\T04613S|||

Wb DU ATTAIUATY

YUY OAND  BLUANITND

o,

46135

1?&% “!mﬁjﬁ N‘v 25E0POPEETIY 0GB LUTOCTHED

<7 [ " 0
?Mi 37"!/5)%3 L nn--o“ntm&ﬂzﬁﬁ

) a {dyd 1 & [ a a d @ a
WFyaninusiihidumisveansfnmmunangesdsyainns surmans duda

AMAIFIIAINTTUADUNUADST

AN TUAEARST

aanfumaluladnszeeumndudnanmsaiansziis

insdny 2544




MINAUUUNY 3 1A

3D GAME DEVELOPMENT

Tag

W10 DYATA NITATUATY

UG LBAND  DHUUANTNY

s (=]
219158015 AN

(Y o Qy
A5.2391 aulaan

ﬂ?mﬂpﬁwufﬁﬂudauﬂf’iaﬁummsﬁmgWlmwﬁﬂqmﬂ?fgtgﬁmmsnﬂwam"ﬁmcﬁm
MAITININTTUABNANUADS
AMZ AT NAART
aanfumaluladnszvemndudgunmsaranszi

in13dnun 2544



o

PSaaniinusilmsdnu 2544
MAIYT IAINTSUADUNUADS

a o Y =} Yy 9 Qs
angArnnssurans aoiumaluladnszaonduigunmsaianszila
599 MIWauuNY 3 UA

3D GAME DEVELOPMENT

Luwoyasel nsgeudqu  sradsedida 41014511

2. U0 OANA  DUUANTND sHasesnda 41014548

\i777

S (2
219158NU5 1

9
(@3. 2551 auTna)



MINUUUNN 3 NA

wwoyasal  nszaIuAqY 41014511

UG 1BANA UUANTNY 41014548

v o 2 s (=
A3. 253a1 aulam 219158N5AE
Unsfinun 2544

unfaen

9 aa o a 1 =< @ a o Aaa
sty 335 Gulassnuinands mswenldsunsunsununeslszianmny 3 ia
< < 4 1] v A a 4! A 9 3 v
Tasldlomusnoanas lasndadundiuanalsznovves Tsunsuluavuiaaiine Fusuaudaua
o a PR @ o @ o [ 9 o @ s A [
asavnueusuagsuilum laddydmsuasatiuny dmsumseulldsunsuiveimuiny
an 3 dy [ a o & d' 9 o A “d [ & W
3 i anuatiodens 1dsunsulugeiagaeninldlumsiannae “@waawae
o ; 3 =< =< =1
Youwansiavedlaseamil: ludunsn Anwinsaarilaenssuveslomulusauas la
S & A o A 3 @ ] ' a ) =
S admetihuirelumswann Tusunsunulud1uaee 919 MIUAAINANIIAUNIN, 1789 Lag
a 1w A < K ddy P o v @ a 4 3 2K o
nsAnAenUgins alduye saudsfnmguiiugtazih ldgmswamunueuiud aaduvaih
a ] a o Q' [ i
M300NLUUNINANLAA TATead1uazadIuls Eno IR UNMBUIUA  HaZITuNMUIEIUsEnoY
a < ' v A = = o W an ' Y A g A
mmmu%ummv@”lﬂﬂ'meaﬁﬂmmwaawwmnmimaqumman“lmamammzﬁu Taeisu91n
Y a = e 1 A o & A v o
&unsiln, 1dee, duwaveunu uazdrulszneuduRduulunouisuauveInIIHAIUINUEUY
a 4 a o [ aa
A swdasutmsadaazmstamsauauluea 3 40
¥ v
T TAs 9 IUELITIUNS DOAULULAZHAIU AIUIAAIHANWETUIN APT ARy HazaIy
asrvaeunIrUiusznaiagmolunin saudunieIlean 9 NS saNNazaIn lums
WanunuazmMsnauunsudsadmsuiany laomne
3 d' o @ Aa o 1l 4 d' a 1 H
Tuduiiges shmswaunueuIualudiuaugitiae 811 MTPOALLULAZ O TUUHUTN
Y
AIATNADUMITFUAUVDITAYTIMTURIAA ) nIniuIThamlszneuaan Y unBUIUAN
o i A o 1 A ! 2 (o e o A A o
saufunanuaienaaeutazuf lwaunuAns o9 5mdelS vl uNuauaIUd U NBANIE YYD
a 4 = v I~ ° a S Y o 9 3 Y A g
vounuouIud luvaz@ersudoudunsiteunueuauan laneuudniy naswanundu
aa Y g ° o o s a s A A a a o
1w 3 a gamediumsthrasulinaaeufusiadsnouiinesou 9 ovlszansmniazin

k4
idaudadaTusunsuliauysel



I

3D GAME DEVELOPMENT
Anusorn Krasarntisuk 41014511
Ekapol Anantapornkich 41014548
Dr. Worawat Limpoka Advisor

ABSTRACT

3D game development is the project that describes the use of OpenGL and DirectX Application
Programming Interface (API) as the multimedia component to develop 3D game which emphasize on
game engine development that is the core of game creating. The object oriented programming language
“C++” is used for the development of project.

This project covers: first of all, studying the architecture of OpenGL and DirectX and the way
to implement them for game development in many ways such as a graphics system, sound effects and
interfacing with input devices and also studying the basic theory of game engine development. Then use
the concept to design the game engine components and beginning to develop that component for
learning the result of many methods to choose the appropriate way at the same time. The programming
will begin from graphics, sound, input interfacing and the other components that are necessary in the
beginning step of game engine development and also 3D modeling field.

The project focuses on the design and development of Graphics API from existing API and
collision detection tool to detect collision among objects in the game’s scene including useful tools for
developing game and the game framework development.

After that, develop the left engine components such as game mapping and collision detection.
Then integrate all engine components for engine testing and improving to final completed. In the
meantime create 3D games by using the developed 3D games project. Finally, test the game with
various class of PC for measuring performance and packaging the 3D game so that they are ready to

install.
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2.1 NYUAMUTAINAMN 3 1A (3D Rendering)

[
o

o aa oA A Yy Y] =< ad
Tumswannldsunsuny 38 sufusdistefiezdesiinnudrlefanquiiugniiduiu
o () = A 4 a 2L g 3 o o o
dwinitlilszgndld Tasmwiznquimedunsuiiunesnamliln Fuiluimgmdmsunsian
[l 4 ) a 1 4 » . Yo o
dudsznenau q lumswanmeuiudld wu nsadanmadenlnd (Animation) Wiuingmelunu

a 1w a Jd o aa 9
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2.1.1 ﬁﬁﬂu‘i%ﬂu 3 9a (3D Coordinate System)
Aa v d

2.1.1.1 ‘szuuwnﬂmsﬁtfmu (Cartesian Coordinate System)

I~ av A6 9/ Y1 ~ 3 Ao a L] 19 Al £l v

Suszuviisainnudilalfheiiga mswdusguuinaiaud i ngdune uagiinlsuws

A = z @ 9 o @ 9 Ao I A 9 =
nanenga sanadanuzaulumslesmsvadieldsunsy szuunna 75 NFeulsznoualgm AU
o’/‘ : o [ o ) a o @ 3 4 [ U I~ a o 3. o
Smntasunas sudmsusmuaine Jaotinszdaeunuaananiiidu X, Y uag Z szuundaiilagia
Yasnfins dmuauuaunuld 2 nuuae
Aa v I
1) 52UUNDAAT ﬂl@ﬂullﬂjuﬁﬂﬁ‘fhﬂ (Left-handed Cartesian Coordinate System)

a o 4
2) SEUUNNANIT MFeUIVULUN (Right-handed Cartesian Coordinate System)
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2.1.1.2 STUUNAANIINTZ VN (Cylindrical Coordinate System)
t4 E4

Tuszuuidail emisaszyidavesgauaazyaldlaslaszezisgnigaiu q duge

gufin (Origin) Fumudedadnual P yusgnhanudredalunusydy (@@hduiuituunu X uag
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2.1.1.3 STUUNNANIINAY (Spherical Coordinate System)
Ed k4
Tuszuuifadl 51w aszyiiavesgaudazyala aeldszazesznitgain 9 Auge
Suila (Origin) Fumudadaydnuel ryusznhanudiddunsgdy @duiuiiuuny X uag
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o A w o 2 o o Jo Qo I & Y ¥ W L4
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Jd d
2.1.2 1293170 (Vertex)
< o Ao aa & 9 Y a o v & 9
nefndifiugaisaluszun 3 G deddlunsdudeiumis alumsdszuanameau
2 g o o va A A o < 4 1 .
s i s muanaeuiAnA 1 Anesing 1wy Color, Normal, Texture Coordinate
‘ﬂ g & wa 1 A& =g ' s < 9 =115 < v A
Hudu Fequaui@maribiloydsy noufudumiswesiesiingudinzii 15 lunsidudeyaiiunu

uuudiaes 3 Uald Taoudas ladegilangs

VERTEX NORMAL COLOR_TEXTURE
{
FLOAT x, y, Z;
FLOAT nx, ny, nz;
DWORD color;
FLOAT tu, tv;

~ o [} ) Jda d s Y P o aa
J l’ﬂ 2-4 HaelNA VYNNI mna5mmfm?1’}7unmnmtayammmwmnam 3 un

2.13 nmmﬁ (Vector)
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P1 P2

x,y,2) w.y2d

01 02

(x,y,2) (x,y,2)

(@ Q)
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g1l 2-5 uandeenaINAOs

WSS UIANAADS a0y laadadl
R=V1+V2
R = (V1 + V2, VI, #V2, V1, +V2)

A o Y a 1 2 & o 2 v do I
dlevhmsgunnneIdelTnaanas o i@ TaemsnanlSuimmnadisnunnnoy Tuiuus

Fid v
YouINAB3 U 9 92 14
V * s=(VX*s,Vy* 5, V, *s)

F ¥
S WM3UNA (Magnitude/length) V0InABs 1 9 1 gtz adenunudae I % | HITNNTON

1&81au1dnguesilmnesea ladunisaail

I v | - \/(VXZ +V+V,)

da o =3 J Aaa a o A a
NINAINVHIUNY (Parallel Vector) 1N1YD L’Jﬂmﬂiﬂiﬂ G| NUNANNUAYINUHITDNFANIIAT
Y @
VIINY
J v = (;’ ' @ d’}' A a @
NNAITINIZUIU (Coplanar Vector) ©u1803 NNABDIAGLA 3 mmu"lﬂweg“luizummamu
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2.1.4 1un3ny (Matrix)
a Jdaa Y o A Aa = I = A
UNTNFUA m X nﬂszn@umammmsmwamimuJuum (row) m 197 waziweu luuuiag n
o a 9 ° a 1 dyal d' A o J o a 4
“an (column) TastladauduiuasatvaItialemIaaviue [ 1 ¥se () Suunaazdnuluwnsas

5en FFnve NI NG

2 1 0
Aunmsnsnnm 2 x 3
5 3 2

v v
B na RS UL az UM E IR LINAY n szE onmm3adiiudt mm3ndieiaiia n uazEen

[ a Jaa
Wiunsnesua 4 x 1

N S =

v a A =1 a Jdu o _aa
a,,a,, .. a, MiiluauFnluuuanne e A e A unmsngigyaua n

< a a v W 5 a @
a,,, 8y, 2, WUANTA IUHUINUYIVDT A WINNS TR A = [a] FaANFANAAIUBNVINUUINUYY

< o < ' a { .
Fuguivisnuna (iAo a,=0 811 ) Fon Aduilu wnSnanes (Diagonal Matrix)

a {laaa 1 o T o < q ° o
W A=[a],,,u0 B=[b], , Mumninanidaniiu Sun A wiiu B fineulo a,= b, dmin 1 <i<

ij'm x

m, 1 <j < nuazileuunuais A =B

9y a 9 =< =<
HANAVINUDY A LAY B 1IVgULUNUAIY A + B vlgnd C= [cﬁ] BN

mxn

1 A=[a] uazB=[b]

ijidmx n iilmxn
c;=a;+b,(1 <1<m,1<j<n)

9 a Jd ° a a v
W A=la],., Tunming uaz k Suinnusislaq uds vagamnars ka willumsne [ka,, , 19U

mxn

) 2 1 0
A= nark=3
5 3 2

32 3 30 6 3 0
35 303) 302 15 9 6
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=) 9 =
WA= [a),,, w0z B=[b] , ud1 Hageives A uaz B IBoUNNUAIY AB HI009
c= [aij]mxn Tay ;= a“blj +agby + s+ aipbip
P
= a,b, (1Xi=m,15j<n)
k=1
U AB = a 4, b, b, by

23

ayb, +apb, a b, +ab, ab,+ayby

a,b,, + ayb, &b, +a,b, a,b, + ayby

(=1 A 1a 9 I a J a 4
Hag AB Tull 5o liifiony (undefine) 81 A WuumSndauia m x p taz B flumminduuia g x n
Lﬁ@ piq

2

a 43 (P} A [ d'cé =3 :ﬂ' ¥ o
ﬂTiﬂmlﬂJ‘V]iﬂ“BuullllMﬂﬂlﬁﬂﬂﬂﬂ'ﬁﬁm}‘ﬂ“ﬁﬂﬂﬂlﬂﬂﬂ AxBZ#BxAlUD Auaz B L‘ﬂu Matrix 39150

a & w ¢ : — - B sty B 3 o 4 o
WnSnatendnyel (Identity Matrix) fio [wn3ndoasaniiamdnlusuimugailu 1 devua Fusuunu

#0130 I umuumsndonanysing n 17y

LOLOIGLOBONY) €]
0 1 0 0
> B
210 Qe 0 (5 (I

& A WuumSadia m x nudzldn AL=Auaz A=A

3 a s a o & a 7 A a o&
B lﬂuﬂunﬂiﬁﬂ’]iﬁmm@ﬁﬂﬂ?ﬂ“ﬁ A (B L‘]Juf]un@iﬁ‘ﬂﬂﬂ A) 9 B L‘ﬂulil‘ﬂiﬂ“!fclﬁ AB =BA =

o

A [~ a @
1 Tavh A fluumsadigialan
a v v oAaa v v S o @ p < a § ag 1
W A Juam3nd a3 aiia n wnanh A Tiamndu (Invertible) n3e A Huwninddaiilsengiu (Non-
. LY a du o YR o quy
Singular Matrix) Shenansanuuminagensa B 18 davi 1
AB =1 = BA

o 4

= a o T3 A 4 S F) @ -1 o A Y < a ¢
UazIsanunIney B 31llju@ut3fliﬁﬂ1iﬂm VB A [ VIUUNUABTUANHU A UUABD D1 A 1N NeEE
agq 1 a J aa 9 9y
sumsnadongmiia n uds az 18
-1 -1
AA = ATA =1,

9 aa J 9y a T a J . )
ozl A "lumunasﬁ Ualeeisen A ’]']L‘]JHLIJVISﬂGI)'H’)ﬂj'IH (Singular Matrix)
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2.1.5 Geometry Pipeline

Transformation Pipeline

: Clipping and
.Viewport Scaling |

cemyee e s

R View Projection
i Transfornation - Transformdtion ¢ Transform ation =

Rississnees sl FR— sl S -

Radterizer

5171 2-6 DirectX Graphics Geometry Pipeline

aa g 9 o Y [ 2
TumsuaananIn 3 TATiY 1519240311 Vertex Array tlouid1 1111 Geometry Pipeline A931/ &4
Graphics Engine i Implement 11 API 9241103212113 1i30n31 3D Transformation tivellasdoya 3 id
e 9 & g aa
mat Iviugauunrineesailunin 2 ua
) . vy
JUABUA 9 11 Geometry Pipeline 1Al
1) World Transformation
2) View Transformation
3) Projection Transformation

4) Clipping and Viewport Scaling

2.1.5.1 World Transformation
2 $ & O . & . 4 Q
sumoutioziutuneulunisulas Local Coordinate 1ihil World Coordinate avziilu
1 F
Ariniaasee Tuilsgil 3 ud F935nnis e ldmsgaudmmialu Vertex #8 Transformation Matrix

v v 1 v £
e 9 e I Idd wmusiisfeams dalaena 1ozl Transformation Tugtuueng 9 Asil

1) Translation
2) Rotation

3) Scaling



1) Translation
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o : o v @ § 3 3 v
Alumsindoudiedmuiwesing 491% Translation Matrix #1331)

2) Rotation

S o o

0
1
0

5

Wl o — o o

0
0
0
1

Translation Matrix

a3 o 3 . [
umsnyuiagseuinu X, Y n5o Z 4414 Rotation Matrix A331)

ki
0
0
0

0 0
cos  sind
—sinf@ cosd

0 4

—L e O O

Rotation around X Axis Matrix

cosf 0
S~

sin @

_ o 0

—sin

0

cosf

0

0
0
0
1.1

Rotation around Y Axis Matrix

0
0

[ cosd

—sin G

sinn
cosd
0
0

i =

0
0
0
1.4

Rotation around Z Axis Matrix
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3) Scaling

o 1 A @ £ q 9 5 . v
Humsdensoverving % Scaling Matrix #1331

s 0 0 0
0 s, 0 0
0 0 s 0
o 0 0 1
Scaling Matrix

3 . 2 4
Tumsutlag Vertex 91 Local Coordinate Wiflu World Coordinate 111 Tu19ATsdNsUa
=1 v Y 9y v \, o Yo, o P .
YouTIAMUE SN 19199204 1F Matrix vanada lumsiilasguaoni i (Matrix Concatenation)
itoar#1s Matrix gahedm$u14iilu Transformation Matrix feuudidsazionngaiudumislu Vertex

a 4 @ =3
waie I ldnadnsganienla

g o o T I il dy
M3AR Matrix fUR1M1Y81 Vertex 121iludasio la/il

-Mu My My My |
[x'y'zll] o [x 3 1] ﬂﬂjﬁl iﬂ i{rzz ﬁjﬂl
31 32 33 34

LMM My M M44_

x =lxx MHJH,J:K MM}H&;—K M315|+|‘1>< M“l
¥ o=l xx Mty X Mg iz M 1 +11X My
Zz = xX M Hy X My +lzxX M 1+ 1M

A o v @ . o 9 9 v J <
21031 x, y, 2A® MUNUIYBA Vertex WOHMA Matrix faguda vz ldwadns Wy x’,y’, 2 @9

a3 v d Ao
Wuwadnsveansutasnng
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2.1.5.2 View Transformation
3 -dy Yo @ . 9 9 @ =] 9 o A
Funeuillddmsunalas World Coordinate 1¥e0AAABINUNSIAUYDIHTUNA 11183910 World
. ~ o T a v n’.: @ ] Yy a 9 o [ g = 9
Coordinate nfigsuMe931 ) 11 3D Space mtiu Falifimsdredannddanaiay dariuvsdesd
" Y e & 5o 9 (2 Y °
msven TiFunaegilnuy uazuealimalny duseuiidnldlumsdiuyuuesvesndes Taenisii

View Matrix m@mﬁ"n World Coordinate 91001511 World Transformation

8, v, 2. 0
u, vy 7, 0
U, Ve 2 0
“(ue) -(ve) —(ne) 1

1131 View Matiix 15200180 Vector 3 fueniiamiaves fFunainiunihlimala ol
Vector u, v, nU8AD4 Up, Right, 11a¢ View Direction #1818 1A Vector ¢ Fevendumiaves dduna
Tu World Space

View Matriaiulifeyanisnulunisdiuyuuosuoindosly Game Engine 18519 ums

uaﬂﬁumﬁmazﬁﬁmwmﬂé’m

2.1.5.3 Projection Transformation
4 ° v A a o o = :;‘ 1 < B .
e lddumisieddeiuddunaissudeouds duaeude luinon13uilas View Coordinate
< a o aa & ° a & o Py a
wduiite 2 78 Feensownalasse q vusenun Falaeialiudausidesms I lanmwniaues
A % PRy U = <3 o d' 1 Y =\ lcg & A 1 .
fe Jagiieg Inannaeanz vutadnas uazinghed Indaeanngiivinalvajiu 4usenn Perspective

i g R W
Projection Transformation FuTunsadununignnnsznuRINAa1Y 9 funsaignman lusnnmes

Yiewing Frustum

Back Clipping
Plane

Front Clipping
Plane

] 1 2-7 Viewing Frustum
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g

A . . o ~ < 1 A a3 Y 1
ﬂi}‘ﬂﬂfﬂu Viewing Frustum 3¢9AUINITAING Luaammﬂumumamwmmsamu"l,ﬂ aIu

Ingilogniouen Viewing Frustum 92 gafmeanszritamsilszanananeuiaziirliuaaswe

T
y A D
A
-
fo'?
e 2
g
Camera position / et s
p
U7 2-8 Viewing Frustum 309910 AUNU X
¥ A v z
Wiewing M A /J
frustum T — ‘,‘\

X \ X
i > > >
Camera position — f’

-1,-1.0)

51 2-9 msufasan Viewing Frustum @ ma sy 18) 1uhily cuboid shape (amnweuvay) S

Wiingioglnativinadnas uazingheglnalvinalngdumudaaiuvesszez o naamgaunn

o ] g . F ) 5 5 ¥ %
13191015901 Perspective Projection Transformation 1aTaoms 14 Perspective Projection Matrix
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&
U

Lo e -
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ok
g

Tauwa'l1ud7 Graphics Engine Fusnagfflafsuilddmuinsfanm Perspective
Projection Matrix a8 113518 1MuaA1 Field of View (fov) MuLUIANUGIVDIRIN (Tawita lddinihuunu
Y) M Aspect Ratio (w/h) f11 Near Clipping Plane z) 1@z Far Clipping Plane (Z,)

UONIINNITN Perspective Projection Transformation uandalinINn Projection Transformation
uwﬁ"u g o0 13U Isometric Projection Transformation, Oblique Projection Transformation dudu 1o

=) v A a 9 o A Ay a u’d’l o k4
azmﬂﬂmmsammumfumu"lﬂmﬂwmﬁa‘wugmﬂaummaiwugmm & ‘l‘]ﬂﬂ

2.1.5.4 Clipping and Viewport Scaling
A o P A Y Aq v A a o . .
Vlewportslu‘ﬂu'ﬂu'lEJﬂ\‘iWH‘V]ﬁL‘HﬂfJ?JW‘HN17]1‘]51uﬂ'liﬂ"IEJﬂ'l‘W‘VllﬂﬂTl'lﬂﬂ'lTﬂ"l Projection
. 2 3 :/’ 9 ., v o 9 . A o
Transformation mtﬂumumuqamﬂu Geometry Pipeline pazih i lamunieanasuy Viewport INDN1
AFYUIUMS Rasterization a0 1/ lumsasuamadiousTawuniine

Y WS’
%

. < v e ) & ; ¥ ayy
VleWpOrtf’]'ﬁ]ﬂianﬁQﬂu'ﬁl'ﬂ‘V]Qﬂu’]ﬂﬂﬁiﬂﬂ’mﬁﬂu‘u@ﬁﬂu’mﬂﬂhlﬂ ‘VN u@ﬂﬂﬁjﬂillﬂﬁﬂcﬁﬁ

U

Taov ludunufnezaasmanumdnee uin1s 14 Viewport onfitlse Tomiiiiosdvanisnisuaaswa

aa 9
3 UANAYUUINN
/ Render-target (a Direct3D surface)
(‘—‘}{,Y
1
{Fs }— Height
|

31N 2-10 Direct3D Viewport
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o 0 o A A v g —
Tagitaluduswziimsdanen (Clipping) deiueslumuuuminesenll lunsan
E4 v 9 Ed
Viewport IASBIUNEIUVBIHITI901Y 1519 AAnoua U MTiBgUBNNT oY Viewport 8N 11 ¥ieil
sufamsdaneuluuwaunu z §e (sazdaneudiuvesnwiioglnaifiu Viewport Nimua mio
fl"’Ju"UfNﬂ'lWﬁﬂgJ:ﬁHuﬂﬁ'\‘i Near Clipping Plane U84 Viewing Frustum 981)
9
aszuaumsillasu1niniams 1Ay Graphics Engine 1agis WNgUAMMUAAIVOUIIAYD
5 3 g A
Viewport HAZIZEZMIAANDUMBLUILAY Z Aiflgeanond?
2.2 MANAMSIATIVTDUNSTUA NI LINY 3 A
o aa 3 Ao w 1 & A Y 1 ' v A A LI
Tumswanuny 3 Iaduilamitdfayesnilsie 1519¢3 1dedelsningiundenlriediv
d‘ o £ 9 9 . a 9 9 o 1
waou ey Fedes 19msas9ao Polygon Intersection 939 9 azdvaldiarlunisiuinuetig
. 4 2 o 1 < 4
110 (Complexity Uszina O o n Slusnuammasuianue) dunalinsuaasnisnaouln
1 v v
uuuGealniglimuass salumalfiaudninezudn@ons 19t udseWimsdwnalaslszina

i\ :JI d! a ad o ) dy
MUy mwmmﬁmm"lﬂu

2.2.1 1‘]’5/ﬂ§dﬂm~lﬂ‘ii’m3ffﬁq (Bounding Sphere)
Ed
ad A @ [ V@ @ ] o 1
T Hisezemssnavmaseuiag Audanssairiagruiuinlausnzilasnaiiaaeui

A’f v Y v K 1 1 :/l ) ;’,' =1 [ @ o 9 @ v 9w
nssnauiaresiudeuduSilannniu Smssnauis 2 siliinseudng 2 Jagiudousiundusies i
[ g @ @ 2 o o s 3 13
Jagits 2 Temaiudousudas (aessina) Fsezshldmssnomstunn ualidedono any

]
@

2 ' Y o ' ya o Aa ' ) 2L Aan ° PV
aglﬂﬂﬂﬁh‘lﬂ'ﬁﬁiﬂ%ﬁﬂﬂﬁ]gﬂﬂum"Nﬂ'] lm‘flxﬂl"]’{‘lﬂﬂﬂﬂ']ﬂq‘ﬂﬂzﬂi’]ﬂ'ﬂa'mﬂﬁﬂﬂall FIWITNITATUIUANND
4
i

AMYUA

)

a 4 A =%
N3NV 1T VIATUINANDYN (xl,yl,zl) LagusAu R

1

=

{
a L4 = Ao
NIINAN 2 WAFUINA VYN (X,, y,, Z,) HATUTAUR,

PN & o N ordir A
i]gllﬂ’n NIINAUNS 2 ﬁ;‘lJﬁ]:;’V]U“H'E]UﬂH [RI2RIR]

12

((x, - X2)2 SNy y2)2 +(z,= 22)2) < R, *R,

46139
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Sphere

51l 2-11 uamsmsiudounuvesnsnay

2.2.2 limsanszuennsoll iag (Bounding Cylinder)
v 9 Il
35z 1dmsanszueninaseuing 1dins neudmsenssuensuiudawatiu ¥ams
° A 1 g A A Y % Ty Yy Ay Yo o _AA
Smrmse S nieousuMsns 1EeU Polygon Intersection uAdwe I lanaanealdnuingniigy

1 Y 2 aan wd’l
TNAANYNIINTEUDN FIWITNITAIU

fmualins snszueni 1igadigangil Y = Low,

fyageqaogil Y = High,

JINAUUUTTUY XZ 1190 Center 081 x,. z, oz 50l =R,
fmual¥ms anszuent 2ilgadigangi Y =Low,

flqaqeqregi Y = High,

JNAUDUTLUND XZ D90 Center 0471 x,, z, 11ag $ATI = R,
Pseudo Code uam%umumiﬁmam

k4
(tmualinsanszuoniia 2 31seguuunITLINUATINL)

If (Min(High,, High,) and Max(Low, Low,) is Intersect)

{
If (Circle, and Circle, is Intersect)
{
Return True;
}
}

Return False;
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2.2.3 MIWININGIVBIYAVHIHALY
) and 1 4 o A A4 9 y 9 & a
Tumsaun 3 TR Apulis192193gaaUUNUATTIABINT 151AB9FAITNTIVOINUND
S ' v Y A Y =< o X A3 yy ' v & 42
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2.2.4 Ray Intersection Testing: Ray-Object Intersection
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2.2.4.2 Ray Intersection Testing: Ray-Polygon Intersection
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Cyet Position()
Usetklocity Q)
Csethvilocity ()
Lgethelocity ()
LisInit()
Colonel)
Csethvax Distance()
Sygethiax Distance()
wsethin Distance()
{gethiin Distance()
Umowve Position()
Umnowe Position()
‘set Normaliiode()
‘setRelativelode()
Vis Normalvode(
Vis Relativelode()
“set Conefngles()
set ConeOrientation()

Uset Cone DutsideVblumal)

“get Conefngles()
“iget ConeOrientation()

Vet ConeOutsidevblume()

(fram HandlkeGan]

—1"-HandleBi~

4

Handle Gen
{Spoount : double

“>Handle Gen()
“>get Handle()
> Handle Gen(()
“>delete Handle()
“cleanup()

1 'f[ 1 "‘\
-Nhdhd Ge
-TDhd Ge

Td Soundh

~TDTabl

Mm Sound

-NhATabl

CAvbnager

“get CAM)
SinitQ)
“CAvtanagen))
“ecleanup()
“ssetOrientation()
“set Orentation()
“sget Orientation()
“setPosition()

“get Position()
Crsetivlocity(
Ssetiilocity ()
‘ogetiilocity ()
“esetDopplen)
‘wgetDoppler) 1
‘asetRolloff0)
et Rolloff()
SigetLoaden)

CsetPosition) -

T

CAFramework

@ urNhiHandle : int

Ercur3DHandle : int

gget CAVD
Scleanup()

“eC AFramework)
“addNMO
“aclone NV
“eeraseNhi)
“add3D0
“oclone3D0)
Serase30()

Seset NMCurrent()
“xget NWICurment()
“set3 D Current() 1
“2get3 D Cumrent()
"«ﬁgtaftI‘JhﬂSonundl:j[_J 1

==
=cd

L “>get3 D Sound(——|

7 1/713-29 uaeN Class Diagram Y84 Game Engine aIui 6
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Playermap

ChManager

EscurPlayerHandle_int
.

{Class

Logical Viewz:pong::EMManaﬁl

$CMManager)

SgetCurrentPosition()

CgetStopPosition()

Splay)

Lstop()

Spausel

SisPlay()

CisPaused

SisStopd

UgetPlayRate()

SgetPlayRate)

Sgetvolumed)

Csetvolumed

SsetvindowPosition()

SgetwindowPosition)

$setForeground()

Seleanup)
gethediaPlayerd 1
initQ

Sload()

Sunload)

SsetCurrent()

SgetCurrent(d

SsetEnd()

SgetEnd)

Sgetstartd

SgetStart()

SgetMediaTabled

1

oy
1

U~HandleGen(
SdeleteHandlel
Seleanupd

7 U#13-2% uaa Class Diagram Y03 Game Engine aauil 7
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ChiMedia
CMFramework
Sopend
VggetCMFO  [=-SCMFICMMedial)
SCMFramework0-1 | Scloseq
| Scleanup(—| VsetCurrentPosition()
1 QSgetCurrentPosition
Vs etStopP osition()
QyetStopP osition(
VsetStartPosition(
MediaMap ggg}gtjgﬁ}gﬁg””f’
CMMediaTable i g
Sadd( 1 “table
Sadd)
-MediaTahl~ChMediaTable -
Lset) CMMediaPlayer
Sget) |
Verasel) t handle I Splay
Scleanup) (from HandleGen) Cstop
: pause
DisPlay)
1 LisPause()
-HandleBi SisStop()
___-hgGen 14 -;/ SsetPlayRate)
hdGen HandleGen 2getPlayRateD
WA A AR | getvolume(
&xcount: double Ssetvolumed
UsetWindowPosition )
2::&”53@%9 SgetwindowPosition )
SeetFareground()




34

UNN 4

MsaneUINATIHSUINY 3 AR

e = = A ' a 2 A R yq 9
Tuumilisnznaniseaziduaiandesluediuvesnaaitszneviunniluousuadadld
@ a 1 < @ a = v . .
Nuinezdosanaedrnundn laveedunesiwaz@eamniz lUaIUYOY Graphics, Math Library,

¥
Utility 1Ay Engine Framework 8t1l5zney1#enaadendasio 11il

4.1 n5 ¥ (Graphics)
a [ :;’ 1 H v % [~
usualudiuns miniudugufildluns Render Sngliudainaunaonn & soutly
Layer ﬁagj‘uu OpenGL API 1%1un159@M3 itialize 14ag Cleanup 52UV Graphics Y99 OpenGL Tudaau

1 Ed
Y99 Graphics c?immﬂ%'ﬂamﬁﬁluﬁ’;uwu OpenGL Render Context

v 1
=1

A a & B A J b Aa Yo
151!aﬂﬂﬂﬂﬂllﬂﬂlﬂuﬂuﬁiﬂﬂi‘ﬂ OpenGL API Lummmﬂu Graphlcs API wu&ﬂ%mwm nag

9 A

v v
asleuslsenmulihin snvedeinaudeeaiitszaniam Tasamendminnduaunswdln

& 2y & o A
YeapUSuMTLAAona1e GLGEX %41l Public Member Function U94Aa 18 GLGfx Add

HRESULT
GLGfx::InitGL(HWND hWnd, int colorBits = 16);
STHERN OpenGL render context
Parameters:
hWnd - handl@®d window 7141UM5 Render u3e naraswanswiiln 2 i@ / 353 Taold
OpenGL
colomBits - S1aubaseRnraveaiie A 1 lunsuaawanswilaTasls openGL
Return Value:
BidoRanaraiaty Heifuiing return Anauesnn sensansdedeyldnmaad

0o < ]
OpenGL render context @43 5o lu

HRESULT
GLGfx::ReleaseGL();

1%fU resource ﬁlﬁﬂ%‘fl’mﬁ‘ﬂ OpenGL (¢ OpenGL render context Lﬁﬂla aldau
Parameters:

(none)
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Return Value:
Yy AY a a d? J v ; T Aa lllsl v
DINUVDHNANAIANAUY Wﬂﬂ%uu% return AKAAVDDNNT LTI IWITDATIVADY LAINIT cleanup

0o < A [
OpenGL du5avise 1

HRESULT

GLGfx::Clear(GLbitfield mask = GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
14a buffer Y09 OpenGL 194 color buffer N30 depth buffer

Parameters:
mask - mask bit 115119 OpenGL 71484713 clear buffer A lath

Return Value:
Yy ay Aa a r.ﬁai’ Jd v J 1A lrlsll a | w
DIUVBHANDIANAVU ‘W&ﬂ%umz return AMNAALDDNUT 13 1AIWITDATIIADU LAINITAANDNDY

OpenGL du5amse'l

HRESULT
GLGfx::BeginDraw( GLenum mode );
14uni OpenGL 1A38uM599AM5 Geometry Pipeline
Parameters:
Ay ' ) ; : . v
mode - polygon mode NADIMIUAAIHA 1¥U triangles, triangle fan, triangle strip Audu
Return Value:
Y Ay a a z.f’z‘ J v x:? . Y a 1w
DUUDHNANAIANAUU Wﬂﬂ‘lmtﬁlg return AINAAUDDNUI Li1ﬁ1ﬂ15ﬂ@]§’)‘ﬂﬂ@ﬂ1ﬂ'ﬂﬂ1§ﬁﬂﬁﬂﬂll

o A ]
OpenGL du5avise 1

HRESULT
GLGfx::EndDraw();
T Y v . » 2/
Tduenld OpenGL w3 ounSd J993aN1U Geometry Pipeline 1/4 render buffer
Parameters:
(none)
Return Value:
Yy AY Aa a 3 v dy A Y a V@
DUUDHANATIANAYU Wmﬂmuﬂz return AMNAAUDDNUN tiﬁﬂlﬂiﬂﬂi?%ﬁﬂﬂ‘lﬂﬁ'lﬂ'liﬂﬂﬂﬂﬂﬂ

OpenGL du5anse laj
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BOOL
GLGfx::SwapBuffers( HDC hTargetDC = NULL );

Huonld OpenGL wiounTsdedoyatn render buffer lunaasuumiienolu window i
fwun Tas1d Device Context 404 window 111 9
Parameters:

HTargetDC - Device Context ¥4 windows fideamstimniszutawa Ty OpenGL agnelu
buffer 4131983

Return Value:

g3 luTms MY UAANUYIEYDIAIN return DOAN]

BOOL
GLGfx::MakeCurrent( HDC hDC, HGLRC hRC );
4180 11 OpenGL render context i ladaniiaiigiunielu thread Jogiiu

Parameters:

HTargetDC - Device Context Y84 windows N#04n15110miiszuranalas OpenGL 0¢n 1wy
buffer ¥171989
Return Value:
Y AY a a d? d o r.ay 1 91 Y
griidoRanatanady Henduilay reum M false 1@150Aswaen IdNaWIT 1990

OpenGL 'léw30'li hmned191lnd Hasdutiaz return i1 true

BOOL
GLGfx::SetMatWorld( const D3IDXMATRIX *pMatWorld );
199unmsfmuas World Matrix 499 OpenGL ~geometry pipeline 1111114 Tunsvih
transformation
Parameters:
PMatWorld - World Matrix ﬁéfmmi 1911411591 Transformation

Return Value:

J v dy 1
WINFUNIL return AN true LAND
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BOOL
GLGfx::SetMatView ( const D3ADXMATRIX *pMatView );
191un1sAMUAAT View Matrix U89 OpenGL geometry pipeline o119 luns i
transformation
Parameters:
PMatView - View Matrix ‘ﬁﬁlﬁ]ﬂ M5 141141571 Transformation
Return Value:

| d o dy 1
HanFUNDE return A1 true LAUD

BOOL
GLGfx::SetMatProj ( const DSDXMATRIX *pMatProj );
19 lumsA1MUAA Projection Matrix 499 OpenGL geometry pipeline o149 lums v
transformation
Parameters:
PMatProj - Projection Matrix ﬁé”mms 14114n15%11 Transformation
Return Value:

o d v ‘:iv 1
HenFuilag return A1 true LAND

void
GLGfx::GetMatWorld( D3IDXMATRIX* pMatWorld );
19 un15A319d0 LA World Matrix 484 OpenGL geometry pipeline - 1/a91iulumsm
transformation
Parameters:
PMatWorld - World Matrix ﬁ&’mms 14114m15%1 Transformation
Return Value:

(none)
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void
GLGfx::GetMatView ( D3IDXMATRIX* pMatView );
1¢1un15A37900UA View Matrix Y99 OpenGL geometry pipeline ilagiiulums v
transformation
Parameters:
PMatView - View Matrix ‘ﬁél)m M5 191141591 Transformation
Return Value:

(none)

void
GLGfx::GetMatProj ( D3ADXMATRIX* pMatProj );
IR0 deUM Projection Matrix U84 OpenGL geometry pipeliidagiiulums ¥
transformation
Parameters:
PMatProj - Projection Matrix ﬁﬁmmﬁ 1411471591 Transformation
Return Value:

(none)

BOOL
GLGfx::IsGLPrompt();
THnsrvaouanuzilegiiuee OpenGL
Parameters:
(none)
Return Value:

return false 81 OpenGL liagluaauzldan1d ueninile return true
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4.2 WandumsAmins (Math Library)

g 1A 9 o a o do 1 a ) ' 1
Math L‘]J‘uﬁilu‘ﬂ%ﬂ‘ﬂuﬂﬁ‘ﬂﬂﬂﬁlﬂﬂ?ﬂﬂﬂdf]%umﬂ"] NIAUAATTAT UAATTAN €] AU

CMat
A 0 . ' . < 5 & I~{
Wy class 190 lun3A1LIMS Transformation 1Y Translation, Rotation, Scalingl aflu

4 4
operation ﬁug wamsuMsdszuiana MIsu Computer Graphics 1 member function A4%l

void
CMat::Mul( const CMat *pcMat );
e Matrix HdunTunaivves CMat Object 1zl CMat Objectifumadniienld lag
WIIUANEUNTT (*this) = (*this) * (*pcMat);
Parameters:
pcMat - Matrix fiiludagaes
Return Value:

(none)

void
CMat::Mul( const D3IDXMATRIX *pMat );
Idna Matrix fndunaianves CMat Object taz 1 CMat Objectiduwadns 101131ag
ANIUATNANNTT (¥this) = (¥this) * (*pMat);
Parameters:
pMat - Matrix fiiludagasau
Return Value:

(none)

void
CMat::MulL( const CMat *pcMat );
90 Matrix Adwiumnidioves CMat Object nazld CMat Objectiiunadnsion]d Tay
NIIUMUAUNTT (¥this) = (*pcMat) * (*this);
Parameters:

e A o Y T
pcMat - Matrix Tjudiagmsi



40

Return Value:

(none)

void
CMat::MulL( const D3DXMATRIX *pMat );
90 Matrix fidunihumaidhoves CMat Object nazli CMat Objectifuwaant o1131ag
RIIUAWEUNTT (*this) = (¥pMat) * (*this);
Parameters:
pMat - Matrix Tiiudnes
Return Value:

(none)

void
CMat::LoadIdentity();
Ta)50a1 Matrix 1#131 Matrix epdnwel
Parameters:
(none)
Return Value:

(none)

void
CMat::Translatef( float x, float y, float z );
o 1< ¢ 3
%501 Matrix 1913]1 Translation Matrix
Parameters:
' 9 ) [
X - AMN13 mﬂmuﬁuﬂuumuﬂu X
1 9 o v
y - N3 mﬂmgmuﬂuumuﬂu Y
1 L] ° 1
zZ- N3 EJ”IEJ@I"IlLﬂuQGlULLU’JLLﬂu 7
Return Value:

(none)



void
CMat::Translatev( const D3DXVECTOR3 *pvTran );
145 uA1 Matrix 913124 Translation Matrix
Parameters:
pvTran - mMsthesunia inudeyadenmaes 3 1a
Return Value:

(none)

void
CMat::Rotatef( float x, float y, float z, float AngleDeg );
145 uA1 Matrix clﬁ!LﬂH Rotation Matrix
Parameters:
X.= ﬁmﬂmas’uﬂum;u‘luumuﬂu X
y - MnaAes unuryu i Y
z- mnamesuaumyu lumuun Z
AngleDeg - Anyuiigoemsvyuluniiogeasm
Return Value:

(none)

void

CMat::Rotatev( const D3DXVECTORS3 *pvAcxis, float AngleDeg );
141/5u6n Matrix 1ﬁtﬂu Rotation Matrix

Parameters:
pvAxis - MAMDIIAUMYL unideyadinmmes 3 in
AngleDeg - Anyuiideams vyulumitgeam

Return Value:

(none)
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void
CMat::RotateX( float AngleDeg );
T49J5uA1 Matrix 191514 Rotation Matrix tnunsvyuluuuannu X
Parameters:
AngleDeg - Ayuiidoams nyulumiizvosen
Return Value:

(none)

void
CMat::RotateY( float AngleDeg );
1415 uA1 Matrix 11114 Rotation Matrix sinuns v luiuannu Y
Parameters:
AngleDeg - Anyuiidesmsvyulumizensm
Return Value:

(none)

void
CMat::RotateZ( float AngleDeg );
T4J5uA1 Matrix 191514 Rotation Matrix snumisvuulunuannu z
Parameters:
AngleDeg - Mydideans yuluniiagoasm
Return Value:

(none)

void
CMat::Scale( float sx, float sy, float sz );

191)5 1A Matrix T Scaling Matrix
Parameters:

sx - mMIveeTununu X

sy - mmsveelunuann Y

sz - MMV IuLUILAU Z

42



Return Value:

(none)

void
CMat::Inverse();
1%15uA1 Matrix 19134 Inverse Matrix 91nailogiiu
Parameters:
(none)
Return Value:

(none)

void
CMat::Transpose();
191)571 Matrix 19134 Transpose Matrix 91nmiagiiu
Parameters:
(none)
Return Value:

(none)

float
CMat::GetDet() const;
I uINAMe s NIUUAYD Matrix
Parameters:
(none)
Return Value:

A1 Determinant Y949 CMat Object

43



CMovMat
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v ° v g A4 o " @ I o
"]nfﬂuﬂ'ﬁﬂ’]u'lmllﬂzﬁ]ﬂlﬂﬂ%’ﬂy’ﬁﬂlﬁﬂ/)ﬂu Local Coordinate U83961%) FAIVD1UYANINTSAIN

¥
Tums I¥91unInnI1naIa CMat 3 member function Agil

HRESULT
CMovMat::SetScale( float Sx, float Sy, float Sz );
Thlsumdasidiuvesuesing
Parameters:
Sx - MMMV TuLUIAU X
Sy - MMs Ve TuuuIuL Y
Sz- mm3venelunuanu z
Return Value:

o @ dy U
9N Uil return A1'S_OK Kau®

HRESULT
CMovMat::SetRotation( float Row, float Phi, float Zetha );
TSummsnyusaunuIU X, Y, Z ANaIAY
Parameters:
Row - ?‘i']ﬂ"liﬂl!l!'i’ﬂﬂllﬂ?!tﬂﬂ X
Phi - ?hmimqmsauumuﬂu Y
Zetha - fhﬂ'liﬂl!‘l‘liﬂlluuﬂllﬂu Z
Return Value:

o o dy U
WanFuil return A1'S_OK I8UD

HRESULT

CMovMat::SetPosition( float Px, float Py, float Pz );
T lSudmmisvesing

Parameters:
Px - Mg dnedurieluuuunu X
Py - mansedmnuieluuuunu Y

Pz - mmsdedumialunuaunu Z



Return Value:

S :
Wan¥uil return A1S_OK 1ay®

void
CMovMat::SetUpToGnd( float f{UpToGnd );
1%'ﬂ§'uﬁ1ﬂ15mw‘immiaqammﬁu
Parameters:
fUpToGnd - M3ZAVANNGA
Return Value:

(none)

HRESULT

CMovMat::SetDirVec( const D3DXVECTOR3* pVDir );
TlSunanavesing

Parameters:
PVDir - NAABS NAMYD4Ing

Return Value:

Ed
HanFutl return A1 S_OK 1d1®

void

CMovMat::SetDirVecMode( int nDirMode );
14l50 Tvuamsdsunanag

Parameters:

Ed
nDirMode - 1MuAfiANNUBIIAY WAL

1. DV_UNUESE, // Default +Y is Up( Not Use m_DirVec )
2. DV_FRONTVEC, // m_DirVec is Front
3. DV_NORMALVEC // m_DirVec is Normal(Up)

Return Value:

(none)
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float
CMovMat::Px();
T¥msanaeuaImsdeduvusmuuunu X
Parameters:
(none)
Return Value:

return AMAFIBRMUUIAWLNNU X

float
CMovMat::Py();
T¥msnaoummadeduvismuuuanny Y
Parameters:
(none)
Return Value:

return AN SIWAMAUIMIMMUUNU Y

float
CMovMat::Pz();
T¥msnae A1 o uniemuniaun Z
Parameters:
(none)
Return Value:

return ﬂ'1mié’wﬁumﬁamuumuﬂu Z

float
CMovMat::Sx();
1m0 UABATIEIUVSWANUIAY X
Parameters:
(none)
Return Value:

return AOAT1HIUVEIIATUUUAAU X
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float
CMovMat::Sy();
a0 aeUAIAT @IV WA WUUIAU Y
Parameters:
(none)
Return Value:

return AMOATIAIUVIIIATVUUIMAU Y

float
CMovMat::Sz();
13590 UASATIEIUVIATIUINY Z
Parameters:
(none)
Return Value:

return AMBOATIFIUVEIYMVUUMAY Z

float
CMovMat::Row();
Tdms a0 uATMI MY UIB UMY X
Parameters:
(none)
Return Value:

return ﬂﬁﬂﬁ'ﬂﬁguiﬂﬂuﬂ’]!!ﬂﬂ X

float
CMovMat::Phi();
Tdms a0 uAINsuyUTOLIUMNY Y
Parameters:
(none)
Return Value:

return MN1SHYUTOULUILAY Y



float
CMovMat::Zetha(;
1¥n5 190 UAMINYUTOLUUMAY Z
Parameters:
(none)
Return Value:

return AMN1THYUIOUUUIIINU Z

float
CMovMat::GetUpToGnd();
“l%'mnﬁandwms’mﬁnmﬂaqmﬂﬁu
Parameters:
(none)
Return Value:

return F115 ZAUANGA

int
CMovMat::GetDirVecMode();
T¥nsrnrenInuamsUsuniann
Parameters:
(none)
Return Value:
TruANANIIYeIINg Sl
1. DV _UNUSE, // Default +Y is Up( Not Use m_DirVec )
2. DV_FRONTVEC, // m_DirVec is Front

3. DV_NORMALVEC // m_DirVec is Normal(Up)
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Vec3
I Aaa A Y o Py v o [} a v aa
Sl class vector 3 WA e ¥ lunsfunaufsrtudumaaves Adaluszuy 3 UA A

v v 9 b4 b4
nquii1nan 13luumi 2 veslFamiinusaiivil Tau class {15 member function Asil

float

Vec3::Dot(const D3ADXVECTOR3* pV1, const D3ADXVECTOR3* pV2);
T¥A1aua dot product

Parameters:
pV1- AT 1
pV2 - IAIABS 2

Retumn Value:

return A1 (*pV1)dot (*pV2)

D3DXVECTOR3*
Vec3::Cross(D3DXVECTOR3* pOut, const D3IDXVECTOR3* pV1, const D3DXVECTOR3* pV2);
14 124A1 cross product
Parameters:
pOut - IAIABI HARNT
pV1 - AARS 1
pV2 - IAIADS 2
Return Value:
return A1 (*pOut) = (*pV1) cross (*pV2)

float
Vec3::Length(const D3ADXVECTOR3* pV);
HR1UIUA1 magnitude YOUIANOT
Parameters:
pV - NAMBS HiAIMIMUIUA!
Return Value:

return A1 |(*pV))|



float
Vec3::LengthSq(const D3IDXVECTOR3* pV);
ISR A0 magnitude VOIUIAADT
Parameters:
pV - NAMDI HRBIMIATUIUAT
Return Value:

return AN |(*pV)|2

D3DXVECTOR3*

Vec3::Normalize(D3DXVECTOR3* pOut, CONST D3DXVECTOR3* pV);
14f119% normalize vector

Parameters:
pOut - IAADTHATHT
pV - DAABS NADINTITAIUANA

Return Value:

return A11 (*pOut) = (*pV) / |(*pV)|

D3DXVECTOR3*
Vec3::Lerp(
D3DXVECTOR3* pOut,
const D3DXVECTOR3* pV1,
const D3DXVECTOR3* pV2,
float s
)
481120A1 linear interpolation 5¥MINADINIANDT
Parameters:
pOut - IAADT HATNT
pV1 - DAY 1
pV2 - AABS 2
Return Value:

return A1 (*pOut) = (s * (*pV2)) + ((1-s) * (*pV1))

50
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HRESULT
Vec3::CalNVec(
D3DXVECTOR3* pVOut,
const D3IDXVECTOR3* v0,
const D3ADXVECTOR3* v1,
const D3DXVECTOR3* v2
)
Wﬁm’smm normal vector maawﬁwmmwéau
Parameters:
pOut - IALADT HAANS
v0 - L’Jﬂm’ﬂg 0
vl - rmmaif 1
V2 - AIADS 2
Return Value:

return A1 (*pOut) = ((*v1) - (*v0)) cross ((*v2) - (*v0))

HRESULT
Vec3::MulMat(
D3DXVECTOR3* pVOut,
const D3DXVECTOR3* pVIn,
const D3ADXMATRIX* pMat
);
1¥f 1A vector HAINITHI homogeneous transformation
Parameters:
pVOut - ANBSHAGWE
pVIn - NAMDS HABINIA IR
pMat - Transformation Matrix
Return Value:

return A1 (*pVOut) = (*pVIn) X (*pMat, )



HRESULT
Vec3::MulMatRot(
D3DXVECTOR3* pVOut,
const D3DXVECTOR3* pVIn,
const D3IDXMATRIX* pMat
)
1¥A1119A1 vector H911511 non-homogeneous transformation
Parameters:
pVOut - ANDIHAANT
pVIn - NAABS HADIN IR IUIRAT
pMat - Transformation Matrix
Return Value:

return A1 (*pVOut) = (*pVIn) X (*pMat, ,)

double

Vec3::RetAngleDeg(const D3ADXVECTOR3* pV1, const D3DXVECTOR3* pV2);
TFfamus T nisanInmaes

Parameters:
pV1 - AARS 1
pV2 - AT 2

Return Value:

return AYUTENINADIIAADS

HRESULT

Vec3::CalZethaPhiDeg(const D3IDXVECTOR3* pV, double* Zetha, double* Phi);
THiuumyuYeInAmes luszuURiansInax

Parameters:
pV - NAMDS HABAMs AR
Zetha - )1 Zetha

Phi - 31 Phi
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Return Value:

return S OK 7D

Ray
d’l v o o ' 9y [ dd‘ 9 v 9y
ud]u class o8 1115 AILIUN Collision 5EHIN LATUATI NV Polygon @lﬁﬁ’li]yg]‘ﬂ"lﬂﬂﬁﬂl‘h

4 s s g m o Y
Tuumi 2 veslTyaninusaiivil 1ag class 4L member function AU

BOOL
Ray::InTriangle(
const D3DXVECTOR3& orig, const D3ADXVECTOR3& dir,
D3DXVECTOR3& v0, D3ADXVECTOR3& v1, D3DXVECTOR3& v2,
FLOAT?* t, FLOAT* u, FLOAT* v
)
¥nsrniseddasuaumaounsely)
Parameters:
orig - YA NUATIE
dir - NANIIVDITIT
v0, v1,v2 - igﬂmm,mlmﬁmm?iau
t- szazﬁwmmwﬁnﬁﬁaﬁﬁqﬁ;ﬂﬁﬂﬁuﬁmmﬁwt’f*ﬁ"nﬁuazmumﬁﬂuﬁﬂﬁu
u,v- ﬁf’\“ﬂﬂmqﬂﬁﬂuummw?ﬁu
Return Value:

true Sed Az anITRIUAANY false B3 38tz rumaou lidanys



BOOL
Ray::InSphere(
const D3DXVECTOR3* vCenter,
float fRadius,
const D3IDXMATRIX* matWorld,
const D3DXVECTOR3& RayOrigin,
const D3DXVECTOR3& RayDirection,
float* Distance = NULL
)
T nssddatunsanaimie b
Parameters:
vCenter - 9AgHINA19YBINIINAN
fRadius - SANUBINITINAN
matWorld - Transformation Matrix ¥83N3INAY
RayOrigin - §Af 11AS %
RayDirection - NAN19V095 9%
Distance - 538213INgAR LA 3T D gafAN NI INAN
Return Value:

true ¥ aF s nsanaviany false S159daznsanan ludanu

HRESULT
Ray::ScrToRay(
int ptCursorX, int ptCursorY, int Width, int Height, CCamera *pCamera,
D3DXVECTOR3 *vRayOrigin, D3DXVECTOR3 *vRayDir
)
Iauasitavesnthee Iidudialunin 3 64
Parameters:
ptCursorX, ptCursorY - ﬁmmiagﬂuuﬁ)ﬂmw
Width, Height - 1210191182 ANQU0990A N
pCamera - yundosilogiiumelunin

o A w o d
vRayOrigin - 9ARNTAS ITHATHS
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vRayDir - NAN19U035IANaaNT
Return Value:

return S_OK (¥UD

BOOL
Ray::v3ToSer(
const D3ADXVECTOR3 *v3DPoint,
const D3DXMATRIX* MatWorld,
const D3DXMATRIX* MatView,
const D3DXMATRIX* MatProj,
const int ScreenWidth, const int ScreenHeight,
int *pScreenX, int *pScreenY,
float *pZ = NULL
)
Tlasiinalunin 3 Taldiluifaveaniee
Parameters:
v3DPoint — §AUURIN 3 A
MatWorld - World Matrix
MatView - View Matrix
MatProj - Projection Matrix
ScreenWidth, ScreenHeight - muﬂ'ginuazmmqwmﬂamw
pScreenX, pScreenY, pZ - ﬁ]tlﬁﬁﬂﬂﬂﬁuﬂﬂﬂ’lw
Return Value:

Y Y P Y C— .
return true mﬂﬂﬂﬁﬂu view volume, false mm"lmg‘lu view volume
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BOOL
Ray::InArfVertices(
const D3DXVECTOR3& RayOrigin,
const D3ADXVECTOR3& RayDirection,
const D3DXMATRIX* matWorld,
float* pVertices,
unsigned int* pIndices,
int NumFaces,
int* pFacelndex = NULL,
CTriangle* pTriangle = NULL,
FLOAT?* pDistance = NULL,
FLOAT* pU = NULL,
FLOAT* pV =NULL
);
T¥as19915 @@ L5y polygon via lul
Parameters:
RayOrigin - 3 11IA3 9@
RayDirection - NANISVDISIT
matWorld - Transformation Matrix Y9459
pVertices - ﬁgﬂ‘ﬁﬂizﬂﬂ i polygon
pIndices - Vertex Indices
NumFaces - $1AUMH RSN VD polygon
pFacelndex - mw‘f‘}audamm@mﬂu polygon
pTriangle - AMANARARLS A
pDistance - 5282N1991AYAAULIASITDI9AGA polygon
pU, pV - ﬁﬁﬂﬂlm@ﬂﬁﬂuuﬂmmﬁﬂu
Return Value:

true 815981182 polygon AARYU false 153 1AL polygon ludAAAY
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BOOL

Ray::InBlendArfVertices(
const D3DXVECTOR3& RayOrigin,
const D3ADXVECTOR3& RayDirection,
const D3DXMATRIX* matWorld,
float* pVerticesl, float* pVertices2, float Factor,
unsigned int* pIndices, int NumFaces,
int* pFacelndex,
CTriangle* pTriangle,
FLOAT™ pDistance,
FLOAT?* pU,
FLOAT* pV
)

v
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Tasanseddaiugy polygon e lilavualasizyl polygon 381319 polygon 2 jineu

U

AU

Parameters:
RayOrigin - A0 111A3 9@
RayDirection - NANIY095 I8
matWorld - Transformation Matrix Y9459
pVertices1, pVertices2 - QQﬁﬂizﬂﬂﬂlﬂu polygon gﬂ“ﬁ 1uas 2
Factor - iy masse g polygon 2 31/
pIndices - Vertex Indices
NumPFaces - i°nmumum?iﬂuﬁlmuﬁuﬁwm polygon
pFacelndex - mss“’f}amiaﬂlmgﬂrﬂu polygon
pTriangle - ﬁmmﬁ'ﬂuﬁﬁﬂﬁu%ﬁﬁ
pDistance - 52829119910ARULIATITDIYAAA polygon
pU, pV - ﬁﬁmmqﬂé’fﬂnuﬁmmﬁw

Return Value:

true M3 aE polygon fafu false M5 day polygon liidafiu
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4.3 giaa (Utilities)
— Q 1A ] o ' A A Vo Ay Ya )
Utilities fudaiiog 19 unssams dauduilsznenlunuuenmileninnguene #ldiiuudo

H g . dyd [ dy
luaauvea Utilities Hina 1Al

Timer

4
=1

I¥d MU UIa1% member function A9

float
Timer::GetLogical Time();
T¥asvaouamaniuilagiu
Parameters:
(none)
Return Value:

awranivilagiiy

Image

Jo A

¥ dmsveudoyaginmdunlunmieanudilagez il andunldlums Inaanmaszga
1 o ¥ L(2ige ) ¥ v _ow
TGA (tga) Fusraunsariidoyaii W4 unsviuiiu Texture do'ld class 115 Tnsea$wdoyaineados
=) 91 Y Y 1 ° N v 2 1 g
4o TGAFILE Womdeyaginmlszian tga funTumiseaanud wuiReafuiy bitmap file ud Il
; a { =3 1 ] " o
mwaszgaiiezidenns siigunsaifiua Alpha veaudae pixel lugalld Tamngaluns19vi Texture

H Ed
#idoalinaiinn13 i1 Alpha Blending Tilnsea519aail

struct TGAFILE

{
unsigned char  imageTypeCode;
short int imageWidth;
short int imageHeight;

unsigned char  bitCount;
unsigned char* imageData;

i3
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¥ k4
U class Image 111 member function fagie 1Tl

int
Image::LoadTGAFile(const char* filename, TGAFILE *tgafile);
9 v

¥ umssunmaszna TGA Vuuu memory ot lu14au
Parameters:

filename — ¥o Ivldnazeu

= Yy 9

tgafile - memory N9z 141N VTO YA

Return Value:

return A1 1 LAUD

int
Image::LoadlmageData(const char* filename, float*& pfRGBA);
Tegumnlunesiiug RGBA $uUU memory tievinlif1dau
Parameters:
filename — %ﬂqﬂéﬁ%$ﬁ1u
A ygd 9
pfRGBA - memory mz“lémﬂmaga
Return Value:

return A1 1 1E7N0

int
Image::LoadDepthData(const char* filename, float*& pfDepth);
Y1 v a ' . £ A o v

“l“xfmumwsuagmmummaﬂmwma: p1xe] VBINNVUUIUU memory mam"lﬂimm
Parameters:

filename — %a"lﬂﬁﬁﬂzém

P ya 9

pfDepth - memory 9z 141Auveya

Return Value:

return A1 1 17U
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Tool

4
i utility dwmsuldsunadimsunsdssuianany Jsznonl1dre function dee l1)il

float

Tool::GetDistance(float x1, float y1, float z1, float x2, float y2, float z2);
IR AT LIENTZNINYATBIYA

Parameters:
x1,y1, z1 - ﬁﬁ'ﬂﬂmmﬂ‘ﬁ; 1
X2, y2, 22 - Rfiaveagafi 2

Return Value:

SLETNNTININYATDIYA

void
Tool::CalBoundSphere(float* pVertices, int numVertices, float* pcx, float* pcy, float* pcz, float* pr);
IEnammsanayiinseuiagiiunudau Polygon
Parameters:
pVertices - pointer 116 vertex array
numVertices - 911U vertex
pcx, pcy, pez - gﬂﬁu%mmmmanau
pr - SANYDINGINAY
Return Value:

(none)

void

Tool::GetPointFromTriangleUV(
const CTriangle& Triangle,
float U, float V,
float* pX, float* pY, float* pZ
);

Fnlasiisagauumanvaoy lhduidaes



Parameters:

Triangle - auumaoufilfazyiitage

U, V - Wfavegauue uimao

pX, pY, pZ - MAAVSIAUUAMMTEUAMIMIMAU X, Y, Z
Return Value:

(none)

void
Tool::RenderBlend(
float *pVertices0, float *pVerticesl,
float *pTexCoord0, float *pTexCoordl,
float fBPos, float fBUV,
unsigned int *pIndices,
int NumFaces,
float* pVertexColor = NULL,
BOOL bBlendPosition = TRUE, BOOL bBlendUV = FALSE
)5
Fuilargudmiunanmalswitedszning 2 wsuTanld factor 0 74 1
Parameters:
pVertices0, pVertices1 - vertex Favavaamwisui 1 nag 2 iy
pTexCoord0, pTexCoordl - texture coordinate FariaveIn WU 1 Az 2 auddy
fBPos, fBUV - 1hrinms 9@ vertex 112 texture coordinate A 19U Heogszning 0-1
pIndices - Vertex Indices
NumPFaces - $10UA WM AGLTINURUAI0S polygon
pVertexColor - ?mmusn'azgﬂmmﬁmm’éauuugﬂ polygon
bBlendPosition, bBlendUV - ﬁ'l“?i‘l]ﬂﬂ’j’lilzméﬂ vertex LAY texture coordinate AN 1AL
Return Value:

(none)
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void
Tool::RenderBlend Animation(
CAnimation* pAnimationl, float fTimel,
CAnimation* pAnimation2, float fTime2,
float fBPos,float fBUV = 0.0f,
BOOL bBlendPosition = TRUE, BOOL bBlendUV = FALSE
);
Fhuitadsudmsunanmlsuiiogszning 2 msulagld factor 0 83 1 91nd83y@ Animation
Parameters:
pAnimation], fTimel - §83yal53210 Animation # 1 yaznmfivenmsunud ey
pAnimation2, fTime2 - 90351910 Animation i 2 naznarfive s MY
{BPos, fBUV - 1W1IAAS19AY vertex (1A% texture coordinate AMUA IR Tr10gsgnina 0-1
bBlendPosition, bBlendUV - AR LBNINZIRAY vertex UAY fexture coordinate MU
Return Value:

(none)

void
Tool::PutSqrTexture3D(
CUseTexture *pUseTexture,
float x, float y, float z,
float fSize,
const D3DXVECTOR3* pvFront,
float Alpha = 1.0f,
float Angle = 0.0f

);

= v v

T¥nagldmaoudasa 2 daaslunin 3 Ia
Parameters:
q ¥
pUseTexture - texture Pl lunisna
X, ¥, Z - YAUUFIOVDIVOUVIWAMI 1A
fSize - VWIAUDITIMATNIATTUURIA 3 1A

ga A
pvFront - normal vector YDINUNALVAYY
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Alpha - 1 Alpha ¥e331/@inasuNIz A
Angle - yuihnuntdoe
Return Value:

(none)

void
Tool::CalPlaneEquation(
float v0x, float v0y, float v0z,
float vix, float vly, float vlz,
float v2x, float v2y, float v2z,
float *a, float *b, float *c, float *d
)
Tnnamaumsszun lussounna 3 1a
Parameters:
vOx, v0y, v0z - i}ﬂ‘ﬁ 1 mmﬁmm'ﬁ'ﬂu
vix, vly,vlz- ﬁﬂ‘ﬁ 2 ﬂlmmumﬁﬂu
v2x, v2y, v2z - i}ﬂ‘ﬁ 3 ﬂummnmﬁﬂu
a,b,c,d- sz Antuasauns szl
Return Value:

(none)
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a d ad
4.4 1PUINA5u35n (Engine Framework)
a J ad Yo o 3 Y ! &/ o 0 qe
pusudsuaalddmsy suneanuazainlumsainllsunsy uazyIweans itilize
1 § 1 a o Y o )
way Cleanup API @199 fiogmeldieududldndonldam Tasgiauunuszaunaaninama

4
CGLApplication 1az@o9 Override member function Al

LRESULT
CGLApplication::MsgProc(HWND hWnd, UINT uMsg, WPARAM wParam, LPARAM IParam);
1¥ean15MoUaUDIAY Windows Messages
Parameters:
HWnd - Window Handle
uMsg - ¥UAYDI message
wParam - ﬁ’)llﬂi“ﬂ’!’ﬂuﬁaﬂlﬂﬂ message
1Param - ﬁauﬂu%’agam?mm message
Return Value:

VoA J o Y o "
return AMNVDNTADIUS NI ﬂﬂﬂﬂﬂ“ﬁuiﬁﬂﬂﬁ%ﬂ‘ﬂ Windows

HRESULT
CGLApplication::InitDeviceObjects(
145151989 Graphics Buffer 499 Graphics API maaudesma lunisldam
Parameters:
(none)
Return Value:

&159 return S_OK, Auiva7 return E_FAIL

HRESULT
CGLApplication::DeleteDeviceObjects()
AU Graphics Buffer Wuszuy Taedeu3unldnousenanlisunsu vioiiolims Initialize
Graphics API TuTvuaaazBaduA
Parameters:

(none)
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Return Value:

#1159 return S_OK, Au1va1 retum E_FAIL

HRESULT
CGLApplication::OneTimeScenelnit()
1%ﬁ1w§’ufi1ui’1'agaunednﬁﬁnﬁ‘]u&'m"lq’fﬂaaﬂﬁﬂﬂiumn
Parameters:
(none)
Return Value:

d159 return S_OK, Autnadretum E_FAIL

HRESULT
CGLApplication::FinalCleanup()
iU Memory Fualdsuszi laodesGonldneusonninlusinsu
Parameters:
(none)
Return Value:

d159 retun S_OK, Auva 1 return E_FAIL

HRESULT
CGLApplication::FrameMove()
1Flumsaauguiny Loop SoihdnilumsdszinanansduiuFosouny 15y AsAIY
auiiagas, AL Heidumsdminene Ao sn
Parameters:
(none)
Return Value:

59 return S_OK, AWIvad retum E_FAIL
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HRESULT
CGLApplication::Render(
1%'ﬁwﬁé”mmmmﬁauﬁmwa‘?ﬂqﬁzq 2 7 naz 3 T3 3907 GUI iaza$1en N Effect
Parameters:
(none)
Return Value:

&1159 return S_OK, Aui1a retum E_FAIL
o Hq ¥ g ° o e
Tawia 11 Talsunsuin1d CGLApplication szlidupaua1s i1 Tnsduvi)asil

= J o = .
1. 158nH9NFU OneTimeScenelnit
57 . s
2. Fonilanyu InitDeviceObjects
3. dginug)
= Jd o
3.1 5en#ensU FrameMove
~ J @
3.2 159nW9N%¥U Render
1 = A Y o 9 § Y
4. sznnaunugilizlinsszurana Windows Message 11A28 1 Message 97105211 Windows 1471211
= J o
5onluienty WndProc
] v a ~ o 1 q 9 89 9o A ) o Yo
5. dussusuwniivenduTsuasunlieenanldsunsy Aldhmsauniwensimualiduszuy
Aoueenn 11sinsulay
= o : J
5.1 150nW9NF¥U DeleteDeviceObjects

5.2 Fenilanau FinalCleanup

seriemsiiaudiinsnldou Tnuansianuues OpenGL tazdiuiudesadta Render
4 b4 4
context Y1 vyl 1319z Av a5 on DeleteDeviceObjects nniuas OpenGL Render Context Jumnlny uds

2 A . . . A o Ao & ¥ Y o Y 1
991590 InitDeviceObjects LW@Iﬁﬁﬂﬂiwmﬂi‘V]i]"ll‘l_luﬁ@\‘ﬂqfﬂﬁ‘ﬂﬁl']q’ig‘ﬂ‘ﬂ
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a
UnNn s

d
M NUNNBUIUA (Using Game Engine)

5.1 WupeuMsdamssdeyaiiaiueiiniuvaiasns

v
a0

A -4 a ) o A £ PR ‘i‘_l
msmaau"lmﬁlu;ihmunaiMﬂmmaum "lli’Jgﬁ‘ll’f)\3'JﬂﬂﬂﬂWuWﬁﬂTWﬁﬂﬂluiJ'l‘lﬂuuﬂZl U

Q

o @ A 1A o4 Y Ao d < s 3 J o A 1A o oA 1 1
ANHUSUDIINYNDYLINUN ‘U'E)i;l’ﬁﬂ‘l]ﬂlﬂﬂ%wﬂﬂlﬂunﬂiLﬂﬂ“li‘“ﬂﬁ?@lilﬂﬂgu\iﬂ‘ﬂﬂ Iﬂﬂl!ﬂﬁlﬂu‘lﬂﬂﬂlﬂx‘l
2 @ v o A =< 9 @ a a o ] o 9
ﬂ'lilﬂﬂﬂu"lﬁ’ﬂuﬁﬂﬂm&’ﬂﬁ"] ﬂ'li‘ﬂ']ﬂ'lilﬂﬁﬂuqﬂ3ﬂ3%3ﬁﬂﬁﬂ1ﬁﬂlﬂﬂuﬂﬂ']iﬂumﬂiiwmﬁﬁ'l“lnﬂﬂﬂﬁ
o & a 4 a2 9 A Y o a o a 4 9 Y
ﬂ']i“ﬂ'lﬂ"lilﬂﬂﬂu"lﬂﬂllﬂ'l'lﬂi'I'U'iu Nx‘ﬂuwummml’dwmmmq Iﬂﬂlﬁ’iaﬂﬂ'\illﬁz')‘ﬁﬂ']i‘l’l%%‘,ﬂﬂ\iﬁi']\'illﬁz
v A ) A Yot v o ' A o o Aa
ﬂﬂlﬂﬁ'EJ?J‘UEIHﬁﬂ']ﬁLﬂﬂﬂu"lﬁ?clﬂilﬂj'lmﬂﬂ']gﬁilﬂ‘Uﬁﬂ‘HmZ‘Vﬂ‘VI'NV]LLﬂﬂﬂ'NﬂuﬂJﬂQﬂﬁﬁgﬂi Vlllﬂﬁ"l.ﬂslu
A o 3 v 9 A o A A 9 v I 9 A
ﬂ']ilﬂﬁﬂu"lﬂﬂ‘llﬂ\nﬁfluulﬂ\‘ﬂﬂﬂ'ﬂ'lﬁﬂ‘llﬂiql‘ﬁﬂ13lﬂﬁﬂullﬂ31lﬂﬂﬂﬁflﬂlﬁ5lelub NIANVUBYANITINADU

lll dyd I & £ @ a o @ aa
muwﬂuﬂlumuwuﬂumswwmuautwummmazﬂi‘lumuﬁmm

d a [
5.1.1 1BnWasAuRHINTUAE Maxscript U943 3ds-max

a o (g J { o < a 1 v
alaetiusuveiiazadlysunsy 3dsmax tounvzinIsdanesa lupsernmieane

VOIAIALAT

o o

U4 5-1 il Ui IazA A8 3ds-max
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i vy a o & 9 4 o < P ¢ P 4 9
dio lduetimsuvesmazasudirziiudunsunsisnnesa Inanesiunvee 3ds-max el @

& in s v a A g P i " )
Tdwesuun 5 uuURTaIMve10§9T mac, maf, mai, map 182 mau Suthmesuuanayamnsothllld

Y99 3ds-

o { o g o 4 . [~1 c:c.\ayj
Tumsianuny Benmsunaziimsdnwesaudl 1aTeelie Max Script Tuunyinaa
4 g . ! o & A4 Y 19 ¥ g y 4 s o
max i Script 7 ldnnasRennvuielmihuaiedenlfihunieislumsoanesalva lums
o (] a Y 3 o [ g o [ [ =Y [ 2 9 o
Wand e lnduveunniy wdeuihmadnnesnleense snRIBINNIAUYBIRIAZATBIZAO
3 d 3 ' a y ' a v y 9 9 £ 9
masnmesamumsuiuedios Sunnmsuiituiiuled msudmide vazgmsumanun 14
A A 2 ) Yo o Y Y Ado 1+ Any ¥ = v g A o A
matamadumes Imaathie fiesi 18t lausdiiadmid Budy Jees1ddunetinduvesmsiu
A Y U 3 o 9 o [ I~} d o Y 1 a o
Fannmssndmetaiudatios lldmsumadnanesaesa sy msizaziInmmsiauvesdiazas
' A 1A 3 s 4 ' Y a o o A A
lisusumiians madanesnmsueennnniuszae liuetduvesniazas lunulnnuiuiu
" A A4 ¢ v a 4 A o o o A
wemniimamsuw nwesaun ldnnnu ldfeelinansznuduaausr lumsuaaawave any Meiina’

9 o 2 9 k% an o £ a a o a @ @
@wmmmmmaﬂmawu%fnﬂmi"lﬂmlﬁmq"lmjﬂammuwﬁuﬂuuaum‘mmmmams

51l 5-2 1noadiovewsinan51/i (MAX Scripy) ¥ea 3ds-max
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5.1.1.1 iaan31é (Open script) MFlumsidanesn

v
aaa

4 { g 7 4 . 3
iiedenimsufivz® nnesadr tien Open Script Tun5aeiio Max Script Tuuignan voa 3ds-

b

max (14271131800 Script file(*.ms) NlAsanTon13udn

a)_max_to_game_export2

31l 5-3 Waan3ui (Open MAX Scripy)
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. 3 = . d 9
2214 Dialog box 1an< Tl Faazafu 1WA Max Seript #ldsinsida

=
NAX SCRIFT | AJ Utilities j

Description| The utililites of applying to graphics end game engin
Systems | Microsoft UindowsNE

Author | Hr. Apimun Junda

Built on | Sunday, December 5, 2001

Copyright (c) 2001 Apimun Junda. All rights reserved.
| This 15 unpublished propriecary resourceé of Apimun Junda,
| this script may not be disclosed to third parties, copied
| any form, in uhole or in part, without the prior written |
| suthorized representative of Mr. Apinun Junda.

Uil 5-4 MAX Script Dialog box filaa1nmatila



71

5.1.1.2 udlvansanedlumadanesa

o 4 § o <1 5
wmsud v Path tazde IWafiazsimsdawesa lu MAX Script

str_ path  ="E:\\_ce game\\Resource\\Model\\Tina\\"

str_filename = "tina"

o <

{ s
str_path fig Path vo4 Itz hmsidnwesa
A A ¢ ° < s
str_filename Aotovas IWanasihims@nNesA

g o o R ‘ 4
nnuimMstiudin MAX Script 1vla

funceion AJExportFile SelectedObjects =
if SelectedObjects.count > 0 then

str_path_sbs = "E:\\_ce_geme\\Resource)\Hodel\\Tina\\"
3tr_path_rel_mod= "Resource)\Hodel\\Tina\\"

str path rel tex= "Resource)\Texturel\”

=tr_filenmme = "Hina"

str_tilename ref= "tine”

filsNaf = createfile (str_path abs + str filename + ".mat”)
format "Haetee Supreanruey and Anusorn Krasantisuk formatinin'

format (str_path_rel mod + str_filenane + ".nep\n") to:fi
farmar _darr narh nd 4 arv filename raf 4

5171 5-5 ud 1 Path yazFo IWalu MAX Script
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5.1.1.3 Suan31/é Run script) Mlumsdonesa

4 I AAS Y o = .
{400 Run Script TuiAT9i® Max Script Tunilginan ¥oe 3ds-max 4AIMNNTIADA Script file

iy Yo & g ¢ & 5
(*ms) T gsawion13uds Feidulwaderfuiimsdauud luda

ile Sel jeces =

if SelectedObjects.count > O then
(

str_path_sbs = 7E:\\_ce_game\\Resource)\Hodel\\Tina\\"
str_path_rel wod= "Resource\\Hodel\\Tina\\"

str_path_rel tex= "Resource\\Texture\}"

str_filensme = "Cina”

str_tilename_ref= "cina™

filellaf = createfile (str_path_abs + str_filensme + “.mat”)

fornat "Haetee Supreanruey and Anusorn Krasantisuk formatinin'

fornat (str_path_rel mod + str_filenane + ".mep\n”) to:fi.
Ar Ll 1 £d i

5171 5-6 34 MAX Script
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E4 k4
v @

b < ¢
170N Export scene 91101112 14 Dialog box LAAINANITLOANDIANT I

91/ 5.7 nad IdInM3 Export Scene asysal

b4
3

21001351 Max Seript 4z IWdfinaaulmi 5 Tlddedu S aRTFeR 18ud lwdalu
MAX Script Wla
Filename. MAC
Filename.MAF
Filename.MAI
Filename.MAP

O 0 0o o O

Filename MAU
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d 1 ¢
5.2 ilwuvediviadeyaiidnnesn

Q

Filename.MAS
o o [ A g a @ = o 9 A o 3 v Ay a lrlﬂu
dwsuveniagiiunetingu vennliueatulating ¥ovewoATULN HALTIUNDINRI U
4
IWa MAA
Filename. MAA
' a o 3 & ad ' ' ' ] ' Ay Ql:l o
vondueilnduluieasiiulinmsy Taosudazene UaneveInuE? tazaIuNo 190 11ds
I'4
Wla MAF
Filename.MAF
o 4 = i 44 S
Shilwéivenyadass llia Waduifeades Wdnuueindumsuvesgl
fileMaf = createfile "C:\export\frame\man_010.maf"
Filename.MAP
= -4 o 73 7 o ' /3 I A
isavesgalszaeudlunesiing vendIUYeLTINNGE, AUINUIBIIDINNY nuaasg
4
Iv0IngTITY
format "model\\man_001.map\n" to:fileMaf
Filename.MAI
v A A ' A s o 4 a s
FAYDIABUNT I FOUADVBIYA (Topology Index) flszaeuiunesmndg aziludwangnuen
'} v k4
wlar, $1aumlai Render 10azidvalundusazussiaszidluduwend 93l lasmalu
4 v 3 v g =
Ta MAP Tnalathiizgnneaenisaminasy
format "model\\'man_shr.mai\n" to:fileMaf
Filename. MAU
@ 2 a 4 o) )X & &
ShufineesTaeeaum e lfumglamldiiumvesiag swazdoalulialuyssiausn
° < o a A [~} o a
VNS ANV URNDT Inseaun Juussiane 1oz uenmnmes Ineeaiunues U ag V
format "model\\man_shr.mau\n" to:fileMaf
4 = I
Fo'lwagzUnlilu Texture
format "Texture\\man.bmp\n" to:fileMaf
Filename.MAC
= o a < o ] 3y
wavesdvesing (Unadiias 1difinesises lildvad)

format "model\\man_shr.mac\n" to:fileMaf

dwmsuseazidoalumsWeunaz 14911 Max Script tWerhaus :wnuTdsunsy 3D Studio MAX

v k4 td
31993970 Max Script #9381 3D Studio Max uanatifan1ddam3suai1e Max Script w3y

Export T8 danan Buds dmnglaluidesmsilfmlmien/aeunasdula damnsoirld141dias

Tae 1985 9u0 Ta5un5u 3D Studio MAX A1aue Version 4.0 1111/
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4 o ¢ 2
ransansugunsiaaoulvavesdazasTasmsaialladszian MAA Fanoluaz

H - 4
Usznovlidogiuniidmualidedl

4 v
3 Loop / fetiuaunsuianuauas Loop flag dmsuven 191 Animation uuy 2 l1Foge)
Frame\\ man_001.maf Frame\\man_002.maf 1.0  // Aounlsui 1 -2
Frame\\ man_002.maf Frame\\man_003.maf 0.5 // Aownsun 23

Frame\\ man_003.maf Frame\\man_001.maf 0.5 /Ao 3— 1 (AUsO)

y v
T A

AU UM A DL LT AIATNH BT ZozIaT eI uls uAR U LAl Jaans01Suuas

1&luvaiz s on 19914 Engine 9110115103

a d ad
5.3 mslfnuenduasudn
v e
ndnildwsendeyasmen dwmfumsathunudn funeuse lilfemsadruny Tunsadis
a té 1 { ~ ~ s
inelnsuisia Sulsznenlilionmiasien Awionl 3 Fannsedumen wioGunldileanduld

g addy ETeA - ¥,
lums s unsaas 1unuiu NauaaUA9Ll

Project Settins
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openal32.lib glu32.lib glaux. lib winmrm.lib dxguld lib
dwxerrd.lib glaux.lib nologo /subsystem:windows
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i lavss dinput8.lib, dsound.lib, d3d8.lib, d3dx8.lib, opengl32.lib, glu32.lib, glaux.lib,
winmm.lib, dxguid.lib, dxerr8.lib azglanclib TagiAenT Project UAUADN Settings fuovas winlanss

9 9
ganamadll (lausi3manii 1dnnmsaada Tasunsuaie duaaslunanuan)

4 DNOPENGLMNCLUDENGEH

D:\MSSDKAMNCLUDE

C:\Program Files\Miciosoft Visual Studio\ C984NCLUDE
C:\Program Files\Microsoft Visual Studiot CIBWMFCSNCLUDE
C:\Program FiIes\Micrqsoft Wisual Studio\ v CISNATLMNCLUDE

EMGLALIBARELEAS

d:\MSSDKALIB

e:\MSSDR

C:\Program Files\Microsoft ¥isual Studioty C385LIB
C:\Program Files\Microsoft Visual Studio\ CIB\MFCALIB
dA\OPENGLALIBARELEASE

7 11 5-10 Directory Y84 Include Files
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i ~ A . { 3 5 z 9
zyiegueswélansi3 Taeidenii Tools Hduden Options [@oNTDY Directories MMIUIH

szyfumiaieguea’laus13 MSSDK uaz OPENGL as i/

%, ce_game - Microsoft Yisual C+J}

1+ Effect
-] Graphics
#-{__1 Input

(L1 Dynamic
B +(Z0 Patt

E*] {20 Static
@15 CModel

- @-"5 CModelDa
-4 CModelDafatb
- "1 CModelD gtaMan:
#-® CUseMogelData

% CEngineliterface

Ui 517 18A3 Workspace Yououus

Copyright {(c) 2001 &3 Slayer Team. &11 rights reservé

3% 7
5 ':l

ass CHyGlApp : public CGLApplication

ice
A ———menbers varizble
static CColordf s_oSceneColor:
static CLight s_oScenelight

publ

static CFog = oSceneFog.
CDMyCanera n_oCanera
//=——constructors & destructor
CHyGlApp( }:

virtual ”CHyGlApp{}:

s/ ———menbers functi

virtual HRESUL@W
virtual HRESULT DeleteDeviceUbjects(GLvoid]
virtual HRESULT OneTimeScenelnit|void):
virtual HRESﬂig:g%%glgleanupiggfgéi

virtual HRESU rameMove (GLvoid)

virtual HRESULT Render GLvoid) ———

static void Showloading(float. const CStringé.) .

HRESULT ProcessKeyifloat):
LRESULT CALLBACK MsgProci{HWND.UINT. WPARAM LPARAM)

protected:
. //———menbers variable

U4 5-12 waasaudrgvesnara CMyGlApp
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¥
AeuAuRy Ao InitDeviceObjects, FrameMove LIagRender
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HRESULT CMyGlApp<InitDeviceObjects(GLvoid] >
{

ShowLoading(0 .0f  *#Wait fox losding”):
ShowLoading(0.0f "=

static BOOL bFirstTime = TRUE:

D3D¥_PI - 4.0f. 1.33f * m_fMoni
Farams( D3IDX PI = 14 0f ~ 180.0£, 1.6

Showloading/5.0f 'Tosd model © Tand"):
~Hedelland  Loadlodel ( =

~7 Prajectile Object
Projectilelbject LoadModel( "Frames-L
arProjectileCbject  Setland| ;Hodelland

[let . maf”

ShowLloading( 15 0Of

< MEdelSky Loadhodsl ( Cl

Showloadingi20.0f . "Lz
o ModelBox . LoadHode1(

c!’ [ r r ¥
UM 5-13 uanI30e13 Source Code Iuaaulnandoya

= o o é’ [ ny I~ (] o ] 9 Y
@ouiladu Render dulni doutlsgiludiuuaainavosingaisn 0onnea0nn AN 1A

@ Ay <4 Y @ g @ e
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CEffectBillboardList CloudList

HRESULT CHyGl¥pp:  Render(GLvoid)

a ra v
m_Camera View! )

#/ Clear Scene
7+ ModelBox.Render():

GLGfx :Clear(GL_COLOR_BUFFER_BIT | GI

MUdelSky:Renderﬁh

oG

7 #Nodelland Render():
s7glColorHask {TRUE, TRUE, TRUE, TRUE) ;

/#7/Soldier0l1 . SetPo=sition{ -2, 0. 0 };
~7/Soldier0l Render():

arProjectileObject Renderi( .

31/l 5-14 4aP96120819 Source Code @334 Render

= Jd o S T\ o v W o a v ] 4
Weuileddy FrameMove ¥ulmi dvsudiansmsdutiunisanagveuny 1wy msnaoulna

e d‘ = . 1 1 d‘ - i\ S 1
YosdIazAs islinsnaily Miasavaeun1snaljuaieg msasumlasainieg anarinuldlue

¥V 1
AvsOUMIMUIDL 11AZD 1983 1979A9U ProcessKey YD NINB18ABN15 1AM IALN13ATIITOUT/NAA

%/
HRESULT CHMyGlépp: :ProcessKeyi float fElapsedTime |

syitch{ CScene: s _oPage )

case MENU_000:
N

¥
break

case LOADING

T
break:

case GAMELOOP

iEreyl 01 )
CMyGlApp: 's_oSceneFog m_fEnd += fElapsedTime*100.0

i

rf1 m_arKey[ 'O'1 )

fElapsedTine*100.0£

CHyGlApp: :s_oSceneFog . m_fEnd

T
L1

fElapsedTine*100.

:s_oSceneFog . m_fStart

élse
ifd Key{F 1)
—__CHyGlipp. :s_cSceneFog m_fStart -- fElapsedTimex100.0f-

else

/7 Process camnera key control

RECT rcScreen
‘GetClientRect{ m_hWnd. SrcScreen ) :
77 m_DCgmera.ProcgssKev( fElapsedTime, rcScreen, é&m_arKey[0] ).

Uil 5-15 uanFI0e3 Source Code luaaumsnaiu



HRESULT CHyGlipp( FrameMove(GLvoid
{
/7 lozal static data
static double s dangle = 0
static float s fX = 5.0¢f;

static float s fZ = 5.0f:
static float s_fHigh:

if { 1CSoundContainer: :s_oSound[SOUND _BACKGROUNDOL
CSoundContainer: s _oSound [ SOUND_BACKGROUNDOL

/7 Ahotivate to engine interface
CEnginelnterface: AddlogicalTine{ m_fElapsedTin:

—oCamera LayOn{ &g_oland( T3

BYTE Data[l0];
if{ Port: ReadDatai{ 10, Data ) }
T

ProcessComData( Data }:

¥
&rProjectileObject .Process( n_fElapsedTines)

o I A .
Ui 5-16 uan36i90813 Source Code luaanilszaiana

80



81

UNA 6

ﬂﬁﬁmuuﬂﬂl‘ﬁ@ﬂﬂﬁﬂﬂ!ﬂﬂ!ﬂﬂ%uﬂ

o

6.1 Usziamnuniaen
& o e, 2 A a o1 anl ) lrls/
muasaluaasesu ldRadusienageunueuIudnannsai Il lsasanyla
43 4 a oduw vy v e Y o Y o ‘]d_l A £
drarndeauds nueuiudan laeonuun 3 eduius g ldwauuiwnumnsayuun 4
< a 1 { [ ) "o "o Y @ 4
Tsunsy Sesiuuanalumsadunasmsauinanmany  uadaunue hidudeunminiiesnn

) o a J1 9 2K o Y @ a tg y 9
Liﬂmaaﬂumiwmmmu%umﬂﬂuﬂmmumﬂ m‘ﬂﬂwmamwwmmumﬁmum"lﬂuamm:m%z

¥ £

o k) a Yy 1 1 ) [ 1 a 4o = (%
EJQGl‘lfﬂ’J"IiJﬁ'liJ'liﬂﬁ]@ﬁmu%umﬂl’lﬂﬂiﬂiuﬂNﬁ’Juﬁ1ﬁi‘U1u‘UNLﬂN Lmiumummﬂwmuwumw

4 Tlsuns a2 ldanuanns aludiudie 4 veanmeudua uiiuana et ueon 1y

o o d‘s}w o Y d? 9 2 Al v o U 1y Aaa =1
dmsunuigiainldwanniulaslfinuerdudswudungumsfauuny 3 UAlaod

I

@ 4 2 I (R ;dé'l v e 5 I=f . .
3. 255an! aulamifine19136M15 ¥ nuiiT¥eI1 Military Strike 1l1inNIUI 3D Shooting First

v ) v Ed
Person HRALNENANOUANNEINITAVET Library HaelunsWaniuny nan1veunuiivads gy

9 o [ Yy a o v = Ao Y Y 1 a A o B o ' ~
FRUNINUN ﬁlulﬂllQlaufﬂzﬂﬂwﬂﬁﬁﬂ‘lﬂﬂumﬂqg'\ ﬂ?ﬂiul’.}ﬁ”lﬂﬂWﬂuﬂ aqﬁlauﬂqw?ﬂﬁ’]ﬂﬂgl%u N
<3
f

A g Y

o A da a3 v VY A a v o Uy a
“H’ﬂ% NI NASHY ﬂﬂz”lﬂﬂsuuumn L!G’Iﬂ"IENTﬂuﬂﬂﬂﬂuﬂﬂsvlﬂﬂziluuﬁﬂﬂW]']ilfﬂﬂ‘lj DIYINAR

@ I v U a 1~
2 Taurinazuny wonuananeg U hgauainsase | AnazIIY

msnaunnlny

4 v
9 { ~

Tunuiigiduszaunguinylasld Keyboard uag Mouse Taolitjui 14 umsaiunanudail
= b\
asnlaauyuNe (Viewing):
- 1Ju A: wonth
4 . 4
WHunisenthue s lideun anseld Mouse iouvunaduuugaveuounun 14
- 1Ju Z: Auwth
[ 4 .
Iumsduniuesaslifiaamieniiu aunsald Mouse idouasnaduarsgave e
< ¥
ununla
U L)
- 11 7: iuany
umsiumidhminemadughs aunsald Mouse iaoulimedudhegaveuveunun
v & v o 3
18 F3n151% Mouse szaws mawazan lumsiaanuthming
- 1w 9: iun
o y :
Bumsrumishmnemaegien aunsold Mouse doulimeaduungavevsennun

vy & ] v o <
ulﬂ ‘-‘INﬂ’liGl‘]f Mouse i]%iEB’JfJﬂ'Iu’JEJﬂZﬂ’Jﬂsluﬂ”limﬂﬁ'ILﬂTﬂil”lﬂ



82

ms méau?‘l (Movement):

- 1Jas 4: w8 lan19dne (left shift)
- 1us 6: v8n ln19un (right shift)
= ﬂll 8: 1AUN (move forward)
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Choose Setup Program

R aos maxs

Qe

/i n-1 lnozdonmudenyilafinda

2.2 aanaen loasunisaagilasiunsy 3D Studio MAX 4

3ds max 4 Setup

23 Adn@sn

9
o

A a A 9
U AANNYIUD I accept



Software License Agreement

AUTODESK SOFTWARE LICENCE

AGREEMENT
English Language WorldWide

_ IMPORTANT, PLEASE READ THIS FIRST. THIS IS A
 |LICENSE AGREEMENT.

To Vin'stally 3ds max 4, you must accept this agréefnent; 1fyou choose Reject, Setup will cylcnse. L

lreject |

: T g
24 npduaanijul 19nn34

o B Y A w e’z:y
2.5 WUNIBYaVIN YLUVBINANNUNU

f&% 3ds max 4 Setup

Serial Humber Dialog L] 1:“,1 F
Please enter your serial humber d l Sc r e e t

Wise ,ln#féilaﬁa .Wizérdg

51l n-4 Inozdonhilaviznenavwanduat

90



91

1 a o a o ' a o 4
2.6 ldvuoiavvesndnsus udnanty | e | swazBoavesmnuavndasasd

an1509 14910 CD-ROM 494 3D Studio MAX

i@ 3ds max 4 Setup

Serial Humber Dialog
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{i# 3ds max 4 Setup

Readme Information ™

dlscreet

s

Addltlonal Notes About
3ds max 4™ |nstallation

Be advised that the information in this readme is for instaflation issues only. A
maore comprehensive readme (3dsmax4_readme.ntf) is copied to the root
|directary of your 3ds max 4 installation during the setup process and is
laccessible via the 3dsmax_README icon in the 3ds max 4 program group.

‘ Notes About Authorlzatlon, Installatlon and s
Wxselnstallattaanzarda , = e
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i%! 3ds max 4 Setup

 User Information - ™
Enter the following information to personalize your installation. d I sc re et

on alled for ¢ fu
Limust have administrator rights to instal

51l n-7 lavoyansaz@eavoly

& g Sa ok ) < ke
2.9 nniuzanlasanesizasldsunsulumsaass  Tagdh ludesns laSeaneiaveantl

Taaniju

i’{% 3ds max 4 Setup

™

Destination Folder

L. _ 4
Select a folder where the application will be installed. d I sc re et

5171 n-8 lnezdoniilvidenlasane i Feaz19Tun1sAads 3D Studio MAX
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Select Installation Type

3ds max 4 Setup

Select the desired installation type.

Y This option is recommended for hetwork ren ering installations.

R Features installed |nclude 3ds max4 character stud io, help flles and . .

NE the soﬂware Iock

51/ 0-9 Taoz Goniilviiaonnsfinaa 3D Studio MAX

2.1 91niuaz 1¥iden Component TUN15AAAS 3D Studio MAX

ii? 3ds max 4 Setup

Select Features

Please select which features you would like ta install.

™

discreet

Lt 9 3ds max
i software lock
online reference
J~ | character studio 3.1
J~ | samples
may sdk.

nve

This féature requires 2KB on your hard drwe It
has 5 of B subfeatures selected. The - ~
subleature‘ MB ¢

nstalled on lhe lnbél hard .
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installed on local hard drive 11A29 ﬁﬂﬂu

& 3ds max 4 Setup
Select Features ™
Please select which features you would like to install. d l sc re et
(- 3 | online reference - Feature nestriﬂlnn e

character studio 3.1
r samples

C_"jv ui
sounds

SEENCS | | This feature will remain uninstalled

maps = -

images
scripts

This:fé;‘aiurerequ BKB your hard drive.

iﬁ 3ds max 4 Setup

Ready to Install the Application

Click Next to begin installation. d l sc re et

™

 Click the Bac! et the installation information or

the wizard.

. Installmg t:har:acter studio 3.1

'ou have selected character studio 3.1 for mstallatmn 20 please be aware that it requ"es a
. separale urchase for | permanent aulhonzahoh You may run character studio

. o :ha'\‘fe P the test a ?e;‘éhdl‘uﬁderétaﬁ&:,,, -
| € I don't wish to have character studio 3.1installed

Wise Installtion Wizardy

 <Back | N Cancel |

51/ p-12 nmdenns (AuNSAAAI Character studio 3.1



Updating System

] ™
The features you selected are currently being installed. d l sc reet

3
e/

37l 1-13 3D Studio MAX F@WIINTAAAT
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2.14 nntiuezau lnezdeniaasannignisaasia 11sunsu 3D Studio MAX Ifisednag

fiz 3ds max 4 Setup

Updating Sy=stem
The features you selected are currently being installed.
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nstallation Wizard for ¥isual Studio 6.0 Enterprise Edit

1sual tudi 0En prise E
kap cations and components you need accom sh Ut

omm S e

5t -1 o3 ulifsunssuwaon

2.2 Aaniju sviu lozdonfuafdonnasnis [ dnansasit aaninide 1

accept the agreement.

,‘iEND-USEH LICENSE AGREEMENT FOR MICROSOFT SDFTWARE i}
{IMPORTANT-READ CAREFULLY: This Microsoft End-User License k

|Ageement ["EULA") is a legal agreement between you [either an

individual or a single entity) and Microsoft Carporation for the Microsoft
software product(s) accompanying this EULA, which include(s] computer
software and may include "onling' or electronic documentation,
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