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3D GAME DEVELOPMENT USING DIRECTX

Panik Tesniyom
Panbodee Mekpaiboon
Mr. Somkiat Wangsiripitak Adviser

Academic Year 2001

ABSTRACT

The DirectX-based 3D Game Development Project uses DirectX SDK (Software Development Kit)
as a developing tool. DireetX is an application created by Microsoft for developing multimedia software as
well as computer games. One of its significant features is the capability to obtain the optimized performance
of hardware regardless of hardware vendors.

The output of this project is displayed by using the theory of computer graphics via the Direct3D
component. And the theory of network programming such as peer-to-peer network programming is used to
implement the network communication part via a DirectPlay component.

This project s a shooting game on Windows platform with three modes: one player versus a
computer, one player versus another player, and two players versus the computer. Both of the players can

play together from remote locations via the network communication system.
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U UNDA 1 (Rasterization 3D Graphics Pipeline)

Direc3D MfuauuIsmsiswaeianiuawiaotaiy Taomsdudunson DrawPrimitive 34
b4 v Il
wseasenaniannsasesiumssuaesinglunisaniuldunniminiag  Teeihimsisonm
b4
FOAIRBINTUAYD
3.2 szuuRnamuiAuazgns usvingin

Ed

M31T6Y Program Direct 3D dparanuinlofumsindia 3ialddunenon Tasiiriadeiie

¥
v Y oA

s
JUHIVOAIU

@

Y
e s viRdnr ARy d T umsadaanIuaia §
o FTUUNNAAIWUA(3-D Coordinate Systems )

e  3-D Primitives

3.2.1 STUUNNATINLA

Aw Aq Y X 1(] Aw A Y (4 Au A Y =) {]
szuuinaf 19y Diree3D Wuszuuiinailedne Nessuuiialedeuazszuvieyn 1w
' ¥
sTUUTIAARTINY +X ognuAIYN uazuny +Y egmeduuy udunu z szegluiimmulaiuey
4 Yy ¥
fuszuniifandazszuy auannsasnimsmeveany +2 1dlasmsnaeietuuaz e luma

» y ¥ ' v ¥V -4
U +X nntheinaudmuududufiamaveauny +y fsmeiih 1flgegzduiiameveany

v
[ £y U
+Z fagidmanil
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Cartesian Coordinates Cartesian Coordinates
Y Y
Z
X
X
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Microsoft Direc3D 2185 zuufifannuuuiiedne Fedins¥szuufitaninuunioyniann
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o 1¥msuumsnainiietiufinaiasade -1 TURANIUEWNY Z AWMNTAAVIATBINUILYDY
uorianulumsnd

]
v A o v o

Operation ddnyiinsziiuiagidmua’l3luszuuiidaninae msfasudumiaiag, M3
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viyuing uazmsdivvinaing

3.2.2 3D Primitives

o

3D Primitive A8YAYBNA(Vertices) ¥0a3AY 3 A uag Primitve yFeurleviganoyn

vo49alusTUY AiAGIgNITeNTI PointList

£ rd M = $ o Ao ' o
Tautaqll 3D Primitive vzvanedaIndneu Fafifegulaiiiyaediosauga Indnon
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fuguia zilugalammasn Direct3D Weammaoudundniiesngaauyalugdmumaey
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Wezsusziuldhezeglussinuioinu msrzdmnina liegluszunuiRniuazinlims

A a a | A = 2 Ao Y
sumedhiilszaninmihiians  wezsiaunsavzdszaeugaumdoniu Indneuiiduteu

A o k4
niodag A
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gﬂé’huanufﬂugﬂ‘ﬁl.mﬂagﬂgﬂmﬁﬂﬁuﬁazﬁmmmgﬂmﬂﬁﬂszﬂaw’hﬂammaammgﬂ
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H 174 ¥
Tﬂaﬂgﬂammaawwmﬂizﬂamﬂuqnmﬂﬁmm‘?ﬁqsﬁmmmﬁu wasisang 0z R
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Texture) %30 Jan(Materials) waaana g uvesgnunadie I uiugnuianduisamiisiag 14

i 3-2: mnuaasmatsznousuvealnanewihgignuian
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a3 v ' 1 v A v i b4
mensalFmumdsuieadegimssititudsusen 19 Tavgddiantieznansgles
o aaa 9y ~ A o 4:‘ a <1 < I~ =l
Sagnasnauauianlszneudomumaoy  naziieimsdsiud lupvzmuiunsanausoylu

¢
NAUITURBIDDNUN

= aad = =
/NN 3-3: nmxmmnsanawmmmmliznaumnfwana HaWHagy

3.3 madans e

Y

1 dy a =1 a d' » q 9 [ = aaé a £
Juautiezosursdamaiiain Direct3D 1‘51uﬂ15%ﬂﬂ13l!ﬁ\‘1!<ﬂ‘uﬂinaﬂaufﬁllJJWlNlJ 1D

1 Qs Eﬂy
YDYAIU

Truans 1¥uaraa1(Shading Mode)

e m3ufSeuiion Inuams Ifaaa1(Comparing Shading Mode)
o mIyfmuaTnuams 1A (Setting the Shading Mode)
° ﬁawﬁmaxnﬂmafﬂﬂﬁ(hce and Vertex Normal Vectors)

e  Triangle Interpolants
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3.3.1 TnuamsInuaaa1(Shading Modes)

v Yo v /5 a Y=t a Y o v
ms“lwuamﬂﬂmmmmixsumaﬂwanau“lﬁnmmﬁmwaumm A9 YBNIHUANNUIVY

aa = & . o v A
yoaawazdfiaalauuIndnouda Direc3d 5095y Tnuams Iiuaungealnuane

® MslRtauV VU IV(Flat Shading)

o o a o
s IRUA UV Diree3D siimsisuiaes Indnoulaslidimques
£ k4 '
TnanewdhudrmuavesInanewiiu waziagamiiansuaesuuuns Wuauuunoy

< = kY 1 WYy a @
sruezinveuvealndnoudmind lildegluszuuipeinu

v ¥ ' ’
gﬂﬁ'maNﬁuﬁﬂa‘5ﬂqmﬁwmv‘hmmumaﬂmumiWummuummusm%w:
< a A Y o v dy =
mu‘ummaﬂwaﬂeumgﬂuazizmﬂﬂ N3 Tl'lﬂ’liclﬂlLﬁQN'\lL‘U“ULLUuiT’Uu ﬁ):mmaﬂu

msmnutioiiga

:1' [ i t4 4
MWN 3-4 : ﬂ7W!lﬁ'ﬂ\7?ﬂ§]mifﬂ177?144373“74!111’“1]1!5711

® n151Hua Y Gouraud (Gouraud Shading)

A / I ] £ v °
iilo Diree3D (5u1903 Indnou Taelens IHuaaaniuy  Gouraud  9$ABINING
Anaddmiunaaza91naUnfA(Normal Vertex) uazdusvedanaziimsmud lun
a Y =) 1 a 3 Y ] v Y 1 =) o [ d' a’ a
FmthvedlwaneusdraduFudy dediuru MaInlszneUveIRUAITIHIVIANTUIN
1 ] = ) @ = a0 d
andlu 0.8 uazdmilsznevvesduasdmiuganaesinuilu 04 drems lFms Iuaan
v
LY Gouraud haz IMuaFUUDLAWTENIUTU(RGB) Direc3D  32HIMINIMUAMINIU
= 1w “ 4 U =1 4 = % = 1
Uszneuvesduaidy 0.6 Blganenauszningaiiniluaziaiices Fazmuldiea

mssnaiunuudlugadu

y a4 v _dqu v & g 4
sdwaniinaaanmvesingilims liudaumuy Gouraud FannihHlsenou

2 a - 4 o vy a a v -
SuvnIndnounuyaurasuraien 3y Falinaliiuiivesing lnwuaziseu
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MW 3-5 : MuEAIIngAlTMIIRUTIMUY Gouraud

3.3.2 msi/Sesumeulvuams 1¥ila a9 (Comparing Shading Modes)

Tumsiiranunuusudniadusszgnuaainadisveuiidanussnindmian
o v ' A 9 ' y <
S dalums ANy Gouraud Aumaanzgnimd llsznineven nazvhoiigaoziiuiiu

dulfe

Automatic
face
normals

d’ a a E4 [
2071 3-6 : Dl idiauaasveun s lilaaaring

Tuns WUy Gouraud  waafiannsznuiagzaussindms IHuauUUUIUNI Y
' ol
doandlumsIfuauauuuuusy ssidudun@erfuianua(Uniform) ua msldusaLY

Y A4 A Yl EY
Gouraud "t]ﬁffﬂlﬂii]ﬂ?Uﬂhllﬁﬂiﬂﬂﬂﬂ‘iZ‘VI‘UVIWHN’JllﬂEJEINQﬂW’N

a5 UMY Gouraud zihlfvenseniaIndneuiey Famsafudhwiumsiiuaa
{ < @ A " e ' 3
WuDULDUUReiuveuIagiagauazszuny ldeeadany ag13 lsAamms Iy
=1 = ' Aa o [ 4
Gouraud £919UAAIWALLY Mach Bands(oalazudasznig Polygon haafulisiwiSey) 14 ¥
Y, vy - > Fars, o 2 -y M) A A
aunsoudlviddromsimn Inaneu i agiiug, MuanuaziBoavesnineuanina H3omMy AN

= =
anve3d(Color Depth)

M3 1@ MDY Gouraud owazinldaduiszaeuildndesianainld dresndurugl

v ' :ch; L4 L] g = = :/l
Suaniinadesalaviegme luiunvealndneuiarug
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N

: o ,
2w 3-7: prnuaasaifosalaniiogmelulndnerouy

b4

TunsEiams IRIauMuD  Gouraud  Faihimsifinaiaienszninga oz hinaaanaves

4 de a 4 A 4 1 4 d 1
alodalanfiuAanzgnisuaes lnomileudt hiliusadesa lavied
3.3.3 MIMHUAIHNANI1HIE U9 (Setting the Shading Mode)

g A
Diree3D dnsniaonTnuaveams Wuaunldlunmlafld Tasiisusudu(Defaul) 15y
M5 WUy Gouraud UMy C++ annsanlasu Inuamsidugunldlassonldusen

Idirect3Ddevice8 ::SetRenderState 1a8fi1HUARA state wmimenilu D3IDRS SHADEMODE

b4 v v
I@aduaiidugieduiuansnedsmssmua Inuams Wuguan lugeUnamdunu iy

aa

ua

// Set to flat shading.

// This code example assumes that pDev is a valid pointer to

// an IDirect3DDevice8 interface.

hr = pDev->SetRenderState (D3DRS_SHADEMODE, D3DSHADE FLAT) ;
if (FAILED (hr)) continue

{
// Code to handle the error goes here.

}

/set to gouraud shading. This is the default for Direct3D.
hr = pDev -> SetRenderState (D3DRS_SHADINGMODE,
D3DSHADE_GOURAUD);
If (FAILED (hr))
{
// Code to handle the error goes here.

1
T

1519 3-1 : MIruaaalaailsmmualuaveansIHua I

da a J a
3.3.4 nawmesatriTnUnAteznAne39AUNA (Face and Vertex Normal Vectors)

1 a a Ia E4 a 3 1 a J
uaazAminve naneuaziinamesiiminynadmineg  HazNANIIYEINANDIIZYN

o o w Ao ao ' Ay )
ﬂ1ﬁuﬂ1ﬂﬂﬁ1ﬂnmﬂﬂﬁﬂﬂﬂ1ﬂuﬂHﬁ$55UﬂWﬂﬂﬂ1ﬂ3“ﬂuuUUha%18ﬁiﬂnam?T
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Normal vector

Vertex 2\
Vertex 1~/

p ia 1% a
NMAN 3-8 : ﬂ?W!lﬁﬂﬂl?ﬂlﬂ@ﬁN'Jﬁun’ﬂﬂ

/Vertex3

Front face of polygon

Yy A A Y AW g 1Y t% v o . Ve 7Y
muwmaammmuw"luhmuwuwzﬁ]umuﬁmuaz Direct3D %:"lumﬂmsumaimu
[ 2 -4 a o 6’/‘ @ 4 a =) 1 = ] L4
wawaﬁummaﬂwﬁnau muuﬁ’mﬂawmﬁum%zgmsan‘n Culled (mmuma{w"luﬁmﬂai
Y o A < ! - s . Yo Y
ATHHAIVDINUNI) umi’l’mmsmﬂaauuﬂmm'ﬂiuma‘muu Culling Mode ‘Iﬂmmmumasmu

o L ayyy v
naweanuA) 1ad1dams

. 'y o ° sa v a A ° Y v
Direct3D  lideainstinuanamesimhlnd  feannszuuansasiun ldeai
wndoamsideny  namesimiynase ¥ luns WMuguauunuusua luns THuasauy

v s a A 2 g ey o)
Gouraud 3214 nAmesaRBERndtienIuAuUTLDDInYBINUHYIAY

Vertex normal

Face normal

:i' da v Aa J a
PINT 3-9 : aananamesAIpAuazmmesgageai/ng

A qu ° o ~ . %) ¢ a
e l¥msfMuALAUNILY Gouraud AU INANDY Direc3D 9z lnmnes yagenndlums

¥
fnayuseninurasiuianduasiudmiwesing  lasezinsdmow @ uazAn Y

]
=

¥ ¥
gmiuudazya uazyimsimuanumdiil lUfigavesudag iU Direct3D MmsAmaumaudy

a
F4

voauaennyy Tasfigudaniuasnzanasiiudnio

4
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v o Yy o A a ¢ aw A a o
ﬂ‘lﬁ’lﬂ‘ﬂ’]ﬂ]iﬁi]\i')ﬂqﬂllﬂuﬁU’Jllagﬂﬁﬂ'ﬂﬁlﬂ!ﬁﬂi"“@\i"l}ﬂﬂﬂﬂﬂﬂﬂﬂﬂz‘ﬂ WUHININAIIS

(] Ed
U5z nevlidreaumasuaeagy dail
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{ 3 a
MW 3-10 : prvuaaslwaneuiazamneIgaEaalnf

1 < @ A Y dy =1 EY d? Y = 1 ad aa
aan'liﬂmmﬁqwﬁiNmunfﬂ:gnﬁiNmumaammaﬂmm:agﬂuaxi:m‘u 1agIDIYNID

& A o Y v ' = = A o Ja Y a '
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iyl um%un'luuﬂa:ammwmmwo’dmsmmmmmw%umm
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“D“‘L‘HNTIN L’Jﬂmﬂﬁ)ﬂﬂaﬂﬂﬂﬂ% umnm‘vmnwummﬁm‘lmmﬂu uawmawummﬁadu"lmu

N3 ﬁ1mﬂﬁuﬂmumu Gouruad ﬂi]mﬂﬂﬂ’)'luﬁ Uumamaauamawmiwaﬂau

o 13 ado r o3| J LA
MNWN 3-11: n1w4mmnﬂmasgﬂaamlnmnmnnumymﬂmrmmmmqnu

' 7 a : o =
Fninameiasentn@des lumaedwladmils i Idanuduveanaan)aenly
A 3 A 9 d? "o @ [l @ 9 U d” ) ' 3
Tayerziiuiuniotiosas Tastusgfuvinavesyy @edRAIzIAMUANT 1MINNNAADIYA
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5 Light source

Nv

S2

P 3 ado 4 o 4 r 1w
MAN 3-12 : ﬂ'lWUﬁ’ﬂGl?ﬂmF)i?ﬂElé)ﬂl]ﬂﬁ'n‘rnf)75!!1103@13#1]1!@'6\757?1!73“7”ﬂ74
v Y [ o Yt ' < o Y
mmmsaT‘umsamummuuu Gouraud uamwamqmmmqhmammamumﬂ% Tay

Py s ad a2 o dy & y Ay v <
fniﬁi‘l\u')ﬂ!ﬂaiQﬂﬂﬂﬂﬂﬂﬂ‘ﬂun‘]'ﬂﬂﬁu\n?ﬂlﬁaiﬂ‘nﬂqﬂﬂﬂﬂ]uﬂﬂﬂﬂQﬂ’]u'ﬂﬂﬂQﬂ'ﬁclﬁ!ﬁuguﬂ'ﬂll’]

[ [ Y v dy
19l AegIlAIanil
Sharp edge

o = 3 Ada T d
NINN 3-13 : i)TWllﬁ’ﬂJTWﬁﬂ?)‘HUﬁa‘,’l?ﬂ!ﬂai‘gﬂﬂﬂﬂl’ﬂﬂ‘nﬂﬂl"mﬂ?'ITiu»ﬂ?ﬂ!ﬂﬂi
3.3.5 Triangle Interpolants
A o ¢4 a o 2 wa 1 Ay = =
IWOMMILTUIADTINUND szum:mmimuﬂmaunﬂmmmmuwflﬂ“luiwaﬂauﬁmmatm

a (Color)

131 (Specular)
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o anuldsela (Alpha)

3 £ v
Tagiimsdanisianuarzduegio Tnuavesns IHIdunAwms N

Shading mode Description
Flat Taifimsh interpolation
Gouraud fim39 interpolation sdaThuFuduszningamuga

19N 3-2 : NI NUAANHNAN FIHUAUINUNITI Triangle Interpolants

a d av
3.4 uun3ng wazmsudaaning (Transformations)

Direct 3D uumiadlumsfmuamsuas nuuI(view), uuudad(world) wazuunTls
S o X )
19NWY (projection)
e LuunsSnd

®  msudasingawiia (3D tranformation)

3.4.1 UIN3N%

uunsnddmsululnsvend DirectsDuz IoglugunummSndg TaTudiflod 4:4 naziilns

a$193unuy D3DMATRIX

3.4.2 mamdagingeaiia

4 £ Y a J o o aa v Y t:!y a = o
TuTasaend Diree3D lduumsnglumainmisudasingeuiia Tuirveilazesuomnedny

a Jdo A o aa a Qv o aa { =
mslduumsndiumsulasiidaingawida, efuensulasidaiagandaiiody, uazswvaziden

o a ¢ ey, a 2a A @ o aw 9
!ﬂU')ﬂUﬂ’lii’JuuuVﬁﬂ‘]ﬂ’ia1ﬂf]llu7|5ﬂ°m’:juull‘ﬂ5ﬂc]ﬂﬂﬂ']lwaaﬂﬂ'ﬁ'llﬂﬁqaﬂqﬁa'lﬂ”]ﬂiq Iﬂﬂlﬂ’i'ﬁ]ﬂ

v
o A

AU

e  msnlasudAumiiaing(Translation)
®  mInyuIAf(Rotation)
°  msnlaguvundng(Scaling)

a o .
®  M5IILNNINY¥(Matrix Concatenation)
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e

[ A =2 @ v W 9y a & & a a v o A
msutasiagluntiznedamsdamsiuiag laglHmmsng Flamstaawnuae Ns
d. o 1 o o d' 4
aasudumising,m snyuiag uazmanlasuvuiniag
b g a o @ [ 9 0 y
amnsautasasaniauihalan 8 Tasms lduunsng  4x4 Taglufodiadiuaail

waasmsuanann ,y,2) Tiluga (v, 2)

-Mll Ml:l M13 M14T

[;\’l -2-1] = [ 1] M21 MQ'JI MB M24
> ” }' - M31 M32 M33 M34
LM-H M42 MB M44_

{ A ek a v
MNA 3-14 : Mmnanaam3ng il lumsuasinaga

@

&£ o o . a so A
HFINNITNT operation LUVLUUNTNTAIU

X =;xxMui+!yan‘i+!‘zXMHHi]X !
y =_ixXMn!+lyXMni+’Zx M32,|+{1XM42.I
2 =;X><M13;+;yxM23i+gzxM33i+i_lX !

{ a Jdu a v
ﬂ'lWﬁ 3-15 : MNWHaAN Operation Wﬂ@l!ﬂﬂiﬂ‘lfﬂﬂﬂ"’ﬁ!ll/ﬁd‘ﬂﬂﬂ

pguRnaNIIAITduIMsuasiaguineds msnfasudumisiag, mavywing uaz
= [ a /e o n’/‘ dy:: a ¢ A a E=)
msnlasurIaing 1518101585 IUUNNYS AENNINT e v ua T uuuns N NeWUNT LAY
) £
'1951) Lﬁamiﬁmam;ﬁamﬁ"ﬂmm (matrix concatenation)
s . o a aa v
Ty Cer uTasaend Direc3D smuanumsnanilueusdanaiia Iaoldlnsiainves

D3DMATRIX §10819@U a9 iiaaansfimuaA 1T udUYee D3IDMATRIX

// In this example, s is a variable of type float.

D3DMATRIX scale ={ s, 0.0f, 0.0f, 0.0f,
0 +0F, Sy 0.0f, 0.0f,
0.0f, 0.0f, Sy 00f,
0.0f, 0.0f, 0.0f, 1.010f

b

@151 3-3 : T IUAAMNN5NT DIDMATRIX
3.4.2.1 manlasusminaing(Translation)

1 y | 4 o 1 Y [
msuasae Tihdumsasudumisveye 91099 (x, v, 2) 1daga (x', v, 2).
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(1 0 O 0'\
0o 1 0 0
[x'y'z'1]=[x yz 1] 0 0 1 0
Z 5%

i 316 : maaaam3nsAlsIums/asud wiiaing

g
sransaimsadailesdiumsiogaldoslu c++ Tassetnaguatinanlaadmsy

da Ao = g '
Wamm*nmﬂmﬂaﬂumxmuwmﬁm

D3DXMATRIX Translate(const float dx, const float dy, const float dz)

{
D3DXMATRIX ret;

[BDXMatrixIdentitywretn #Implemented by Direct3DX
_rete, 9-=dx;
ret@, n=dy;
ret@, 2=dz;
return ret;
} nEnd of Translate

157 34 : mauaaslaamsaeudunieing

3.4.2.2 MUK ING(Rotation)

[ o 9 dy Y a Ao aad 9 o U 9 ' dy{l
ﬂﬁLL‘]Jﬂ\‘]’Jﬂiﬂuﬂ’J‘Uﬂu%ZﬂNﬂ\‘liZUUWﬂﬂﬁﬁJllﬂll’ﬂclﬂﬂ Tﬂﬂﬁﬁ@ﬂﬂﬂﬁﬂi&uﬂWﬂﬁNﬂl U

MINYUA (x, y, 2) FOUUAUX Taoldilugalnl ', y',2)

4~ oy
o 0 cos@ smnf@ O
[x721]=[xy2 g _gno coso O

0 0 0 1

{ a d f [y
DI 3-17 : DINUEANNIATTIT IUMITHYWINGTOUUNY X

¥
muﬁaﬂmaurﬂummuugmammu Y

cosd 0 —sind O]

— o 1 0 0
[xyzl]=[xy2 1] sin rost

L no0 0 ]

{ a d i %
DI 3-18 : MnEANNI DTS NS UINgIEUNM ¥
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E4d
uazdreonatlidlumsyugasenunu z

[ cosf  sing 0 O]
.y -sin@ cosf O
[xyzl]=[xyz 1] 0 01
I 0 0 0 1_

{ a d g (%
PN 3-19 : MNUAAWNNIATTTT IHMTHYHINGTOUUNY Z

@ ' ::' FY 3 v @ I=<{
Sretraanuad iy §snus 0 wenudayuvosmsnymihusifoy Taomsvyuey
@ o a o i . 3
Saauduuim lumm c++ w1dlendu D3DMatrixRotationX, D3DMatrixRotationY  HaZ

) v
D3DMatrixRotationZ ifipwms a3 1auun3nd TEaduarsiinaaailanduves D3DMatrixRotationX

D3DXMATRIX*WINAPI DiDXMatrixRotationX(MD3DXMATRIX *pOut, float angle)

{ . *

#if DBG

' ifepOut)
return NULL;

#endif

float sin, cos; , e :
sincosf(angle, &sin, &cos); #Determine sin and cos of angle.

'pOuitv->__n=1.o'f ; pOut’->_1z=oLof; pOut;>_13=o.of ; pOut-> 14-00%f;
- pout:> 21-00f; pOut-> »-cos; pOut-> 2-sin; poOut-> 24=00f;
- pOut{>,_3 1=00f ; pOut-> 3=sin; pOut-> 33=CcOS; pOut-> 34=00f;
pOut->~41=o.of ; pOut-> 4=00f; pOut-> 43-00f; pOut-> 44=10f ;

return pOut;

MITN 3-5 : MINUAATAANTTHYUINGTOUUAN X

3.4.2.3 mafasuvinaing(Scaling)

b d '
msuasae I ifumsnasunnavena (x, v, 2 hilugalni 'y, 2)

s, 0 0 0]

e W 0 0 0
[xyzl]=[xyzl]m SS . 0
o o 0 1

= a  da = o
NN 3-20: ﬂ1w1mmsmmncyn?7?7un7541/aﬂumu7mmq

-
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[

o 9 1 Y 9 =< ' Av o ' 3 \lll 1(] = aw
nndemendedusziuiimsulasisaiagaeniuliheiiumsa/asuiinaiag,
o o v [ 3 o a n’:: Qy
MINYUIAg wioudnszmamsdemmuiagiiuannsansei ldTaolduumingviadu  Tasaunso
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