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ABSTRACT

The computer game industries are improving and developing very fast. The games that are
being published have sounds and pictures that are more realistic then they have ever been, which
make the players feel like their experiencing the real thing. Like in Car Simulation games. Not
only has the picture improved, but also the controls give more freedom in controlling the game
and the sound helps the player by letting the player use his sense of sound to help. The thing that
the players will receive is not only the entertainment that game give, but they will be able to have
a chance to improve they skill in making decisions and thing in situations that they may or may
not find in the real world. But the down side of this story is that all of the computer games, which
are in this field, were all developed by computer programmers from other countries. Hardly any
were developed from Thai computed programmers.

The staff started by studying about developing computer games and then choices to build a
Car Simulation game, but with something a little bit more special. The environment of the game
won’t be in a racing track but in the streets of the city instead, which will have surrounding by
traffic. Not only will the players be impressed with the game, but they also will feel like having
the experience of being in the real situation and see the view of the environment that is almost just
like what the see every day. And all over that, they will be specially impressed that they are

playing a game that was developed by Thai programmers.
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2.2.3 WinMain foazls
I d o @ { a v o o o @
uilandundnii Windows Application Nnuetnamsus uiludestmua’ll adreaiu
o fl . 1 | o n:y
Handu Main() Tun 1y C uaz Iy C+ M515EMA Prototype Y89 WinMain( ) 341131l
int WINAPI WinMain ( HINSTANCE hinstance ,
HINSTANCE hprevinstance ,
LPSTR Ipcmline ,
Int ncmdshow ) ;
e o o 1
2.2.4 Windows Class 3ufueendls
I Y v ’ i o f 9.0 . &
TisunsuueiNAeeN13a5 19 Windows Application Juiluavanvua Windows Class U4
£ a o o ? o o
11428 9 Windows Class 9¥pB1nefnaanyae Iaena lilves Windows ianua Taenasan
o o 4 I3 a
Tusunsumeiiin1sa1s Windows Class Juun uda lsunsumesnezaninsoasaiulalla
v k4 v
@13 Windows Class iimuaduin ldamdesms uazde lliife Inasaad19ve9 Windows Class

typedef struct. WNDCLASS

{
UINT style ; // style flags
WNDPROC  IpfaWndProc ; // pointer to event handler
Int cbCIsExtra;  // extra byte
Int cbWndExtra ; // extra byte
HANDLE hInstance ; // handle of instance
HICON hlcon ; // handle to Icon
HCURSOR hCursor ; // handle to cursor
HBRUSH hbrBackground // handle to background brush
LPCTSTR IpszMenuName // name of menu
LPCTSTR IpszClassName // name of class

} WNDCLASS ;

WNDCLASS wndclass // a declaration of a window clas
2.2.5 Registering the Windows class Aoz 15
WA INTIIMI 219 Windows Class 3131ud2 Susio lalozims Register Class N13
Register 92711 1%3u Ta 33313 Windows Class fatretun wazansald Tsunsumesadas
Suladniidnuaza1y Windows Class 18 1noFe ASCIT vesnmaifioinsudes N3 Register
Class n5zi 1 Tag

if ( RegisterClass ( &wndclass ) ==0)



// error
}// end if
2.2.6 M3a319 Windows

Y a Jé’ Y o =} - 3 Aty a J [
ﬂ’]ﬁﬁ]gﬁi']\iguiﬂ?muu']ﬂﬂﬂﬂ']fniliflﬂﬂ\‘lﬂ‘lfu , CreateWindow () NUATWITIUEDT 11 AN

9
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HWND CreateWindow (

LPCTSTR IpClassName, // pointer to class name ( string )
LPCTSTR IpWindowName , / pointer to window title ( string )

DWORD dwStyle , // windows style flags

Int X, // Sy x veadulaad

Int v, / fuauuny y voaduland

Int nWidth , 7 anuniavesiuland

Int nHeight / anugeuedduland

HWND hWndParent, // handle to parent (usually NULL )
HMENU hMenu, //handle to menu (usually NULL )
HANDLE hinstance , // handle to application instance
LPVOID IpParam // pointer to startup creation data (NULL)

X
2.2.7 Muaay Windows

i)

Wﬁ\i%']ﬂﬁﬁ'lﬂ'ﬁ Create Windows Lﬁ%‘%u’fﬁ uazﬁ’mmiuﬁmwaaaﬂm Gluﬂiﬂ!‘v:léjﬂ?hWTi']
fimesueq dwstyle 1il% WS VISIBLE Ap4111n13i580 Function ShowWindow () 1a/ii®
BOOL ShowWindow (HWND hWnd, //handle of window
Int n"Cmdshow ) ; // show state of window

2.2.8 Event Loop foexls

{ [ { g o
Main Event Loop ﬁ’e’)gﬂ‘ﬁﬂﬂﬂi 1) Message Record a3 Message Queue uaiinig

uilas udra9ae 1189 Event Handler



Main windows entry point

——— Zvent handler
wWinMaini;

HWindowPraw ()

. '
W paint;

win close;

\ Hessage gqueue User fpput
mag 1

gﬂﬁ 2.1 The main event loop

4
[ o v (% T Jd o v
Taetiflsdduivhmihiienanuag 3 feddulu Event Loop 1 laus

2.2.8.1 Wanvu GetMessage

< do Ao Y Ao v ~ ' so &
WuieanFunimi NS uua@ane1n Message Queue 91138 Message Queue 719 WaNFUN
wihmsseaunNaiuyaandnn

BOOL GetMessage ( LPMSG  IpMsg, // pointer to message structure

HWND hWnd , // handle of window
UINT wMsgFilterMin , // first message
UINT wMsgFilterMax // last message

);

2.2.8.2 ﬂdﬁ‘fiJuTranslateMessage

1 Y (]
GhiledFunlfinlas Message Event Itoglugaltugiuvesdnud oozl 15 udu
U89 Event Handler

BOOL TranslateMessage ( CONST MSG*Ipmsg ) ; // pointer to message

structure
2.2.8.3 Wandu DispatchMessage

MM AUUAANYGI9INAINTS Translate Message 11/859 Event Handler tiohmsalszuna
Hage 11/

LONG DispatchMessage ( CONST MSG*Ipmsg ) ; // pointer to message

structure
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2.2.9 Event handler A9 15
A . A do Ay A A a P a o
Event handler 1150 WinProc fofhingundsasiiatauan nauuaiam nuelwanyy
Y v
duaule Ju etz duuaanuinnue va1ed uaeratiied 1 suamanigiau g
a 9 o Y o n:?l
wawda mdsemeaduuuy $lddail
LRESULT WINAPI WinProc ( HWND hWnd, //the window
UINT msg, //the message
WPARAM wParam, //more info on message

LPARAM [Param ); //more info on message

2.3 Event Driven Programming Aeacls
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AT AIULTAININ FIMNNVATIU DirectDraw 1 Tlsunsuaz liemnsauaasninldine
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Tagae lilaznaniidundinynga
A o 4 o I g ” al {
DirectDraw fi laus13dnilatiues vieenazison 1aauilu Include File Tunw 3oy
@ o o L = 2 4 [
U3 FUI Direct X SDK ( Software Developer Kit ) #39zgna3 199uin 17505 un 11
; 3 ad @ oA
a9 lasmaiuvesnimanazil uasil
DDRAW.H (a2 DDRAW.LIB
~ < o [ dy
nanisen1¥niims nclude Wh'l@adl
# include < ddraw.h >
2.4.2 M3593149 DirectDraw Object
a 4 - o Y o Y o 1 s 1 A o o 1 v o
Tadiag DirectDraw dnsamadndu Idiueded uansnezihuniinuswnuii
fhudeaiilmsitigluuumnis Tasmsfsnzannsoi DirectDraw il 14 151dogad
" s dgl A g 1 a ;Ia VA @ Jd g [ ~ 9
DirectDraw Object Yuuuiiailuaiui 1sfadedoa1snuasanls uaneuiis1ea1mnsoasng
Y k4
Q o W - . d -
DirectDraw Object 18w i5desiimsasis Windows Application Yuauily Working
A 4 ~Aa I o B S
Windows t&enau 1Wedidu Tadnldhauudl 5719992 813150e319 DirectDraw Object 18 Tag
Vrlandu
HRESULT DirectDrawCreate ( GUID FAR*IpGUID , LPDIRECTDEAW
FAR*IpIpDD , Tunknown FAR* pUnkOuter ) ;
9 v
Haf 917192 MU10D DirectDrawCreate 928314 DirectDraw Object 1An@ i Address
LR/
IplpDD tazag lanmsuaaanauy pGUID ( hlda iy NULL e lémsuannauuy Default
o do dy o 0o A v :'I P4\ 1 i =] a g
) Hendudiazihamdusonse laiy szudeWiua1 HRESULT i Iag HRESULT ffusiladoya
a £ 5 2 Yo % o do 2L do v
AN Direct X FelFdmsuasrvdoumsiauvesilendu seaflandudiulvavos
3 o Ay by Y A oA 2 o & Jo dA
Direct X 9¢91n15AUMINaUIN iens19dey Aivsvendinnudusaveslendunae
DD OK
o A A ~ 1 ) : =< o A= a 2 9
mafanguaumougn lilyaril vinedemsmauvesilansulianuranaia 9azids
] a " o A I
INE5YORANANANINI HRESULT wunu (unuieziilu DD OK)
f2901
o Y o HAqya 1
LPDIRECTDRAW  Ipdd; / mnsaiiedudlsildnuaenanves
DirectDraw Object
/ dmsasieeeilnatazasisdoudaranaln
If ( DirectDrawCreate ( NULL,&Ipdd,NULL ) !=DD OK)

{
o 1 daldl Y a
[ MAIUHUBNUUDHANDA
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d o ast o

A yyvo Y] : ~ Y Y an ~ Y a e
we'ldvinsad19oe1aaued DirectDraw (Sa150818235015500 15THaNFUTIT A9l
Ipdd — Function O
A o [ d v a’/l 3 A 9 9 9 o dy 1
dlasihnuruilenduiiuagasuseudeaal sdssinsavesiiantioananuiie
anuilalae
Ipdd _) Release ();
2.4.3 MIMHUAM Cooperation Level Y94 DirectDraw
A =Y A o a 4 o & 9 o ] 1Y) 1
manaz@ou Tlsunsuionauuiu 1aad 513101 AB NS VOLLRNT WIINTA N
= a & & ‘ <3 d v 4 o v o @
NNFWIAdNUNIUTAIE ¥ DirectDraw 0 1a 1H e F1 o 1dlumshimuamnudiAy
v 9
wazivuaszuunez 19 llsunsuveust aall
HRESULT SetCooperativeLevel (HWND hWnd , DWORD dwFlags ) ;

v o 9

A a 4 Ao
HWND hWnd i ﬁﬂ LlﬁumasﬂENTHT@]'Jﬁﬁ?@I'lJi!!ﬂillﬂﬂ']ﬁﬂﬂ”lﬂ’]Hﬂ'J‘(’J
a 9 P=1 T o o T @ dy 9 d o Y 9
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{
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