SilneayANald HIzIENINGIANANTZLN

MSHAHUUNNTINTAVUTZVVINS 018

3D GAME DEVELOPMENT (ONLINE)

JHURABUALY

LY d 14
HIYIDUHIUNH HYND

wisdayg ANNINA

a a A I ; [ a a £
USyaniinusiiiuauntavesnmsinmmundngasiSyanininssumansiadia
a a a [
MNIBIAINITHADURUADS
a 3
AEININTTUMEAS
amumalulagnwszeemndudinammsaianszla

Umsfinw 2546

4 ‘am“;‘i...u...nn-u-‘""‘“8'"8'"‘ 'b'""" """""""" GLLLLLLLUE D)
) s
lﬂ‘uﬂxl‘ﬁﬂu..§.§.gumuun B PP N AFSTARD 8 8 1A Y S,

AU Bendsibssion BBl



MM UPNTUTAVUISULIAS 08

3D GAME DEVELOPMENT (ONLINE)

T
(¥ d 4
PHRHTN 1N
aa d
WA AONNINA
a1
p19156M1Sny
(%) d :
A3.25 7004 anlam

a J a v A

YsyaniinusiifudumilsvesmsinmmunangasdSayaninnssumansifoam
a a a d
MAIBNIAINTINADUNAUNDS
AnzIAINITUMAAS
o S 9 %
amumaluladwszoaMNAUNAUNITAIANTZII

Umsfnwi 2546



USayaniinus Tnisdnun 2546
MAIN InssuneNiunes
andmnssumans antumaluladwszeemnduinaummisaianszils
a4 MINAUUNUANTAVUTZULIAT DY
3D GAME DEVELOPMENT (ONLINE)
amzddah  wweudand  udie 1A 43010073

4

WYIAYY AMINTHA W 43010405

P
21915005 nw

4
(95255011 aulna)



MINHHUANNTAVUIZUUIAT DY

Weusend ushe W 43010073
WYY Aanswa I 43010405
PR My P G
a3.25%l  aulam  @1sdnydSnw

Yn1sfinun 2546
UNAnEd

< @ a 3 A o)
IﬂiN?ul‘llﬂuﬂ“ﬁW@JUTIﬂﬂLﬂiﬂﬂE]ll‘W'Jmai‘i_}i‘?u’m‘ﬂmll‘lmi$ﬂﬂlﬂ36‘U'IEJI§1EJL1JHLFI1JE)EJLI
Tarluuy MMORPG(Massive Multiplayer Online Role Playing Game) 1aiia013laens suuyy Client-

£4 » 1
Server hamuulslanea TCPP - TagiiaeslRfiawd luuddaymasgauuiies e efisansi

= Y

a éj [} ' 4 y o v o W ' ' :,'
Lﬂﬂ‘IJMUM?%‘]JULF]?@"U’]ULLWQ“HNQ 'ﬂqhlﬂmaum:wumuﬁmwaua:wmmmﬂﬁmummu 3

o ad o"u’/‘ o 9 A o o ~ 9
ﬂizmawamuﬂzmummwnasmmmIﬂamﬂtﬁu@uawmmmnﬁﬂﬂmauﬂ Mﬂ?ii‘ﬁi%‘ﬂ‘ﬂﬁﬂl

Y

o

v VY 1 1o & Y o Ay £2 A A A Y] ' Y 1 oA
T@Hﬁ’ﬂ’ﬂ'ﬂFﬂmuvluﬂuﬂuﬂ@ﬁﬂUWﬂm@yjﬁ Lluiuﬂﬁmﬂﬁzﬂumﬁ@"‘lﬂﬁ]u‘ﬂﬂ]uﬁ'l ﬂJ@ﬁJﬂﬁa’]fIﬂﬂJ@\‘ialﬁuﬂ
' v g ' ° ad s o a4 Y o v
@QUHﬂTu‘lf@iﬂﬁﬂﬂZ‘qumuﬁ']U ﬂﬁ'ﬂTQTuﬂJ@QL‘ﬁﬁWLﬁaiﬂza']ﬁUﬁ31J‘Uﬁﬂ§ﬂﬁ“ﬁﬂ“ﬁ?ﬂlﬁﬂ?@?ullﬂmﬂ

& a ° ' a ' \© ' ° S| o w 1
T szupansilfasimssudiddszyidmusdise Bndnhhhalaafiusids daelidnou-

e

Y
1 o 1=t @ [
Auiny ludeadonatnentwd WsinsulndEnase uasfamisniliuyedoyalinssfummdes-

M3 lanasniad



I

3D GAME DEVELOPMENT (ONLINE)

Mr.Chenwat Saekue
Mr.Visit Kunakornpoln
Dr. Voravat Limpoka Advisor
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ABSTRACT

This thesis is a 3D online game development or knows as MMOPRG (Massive Multiplayer
Online Role Playing Game). Game architecture is Client-Server and works on TCP/IP Protocol. Story is
about problem on Network. Client programs work in Graphic display and send game command from a
player to game server. All game processing calculate on server by data come from every client. Players
don’t necessary to save game because database of the game work all of times receive data from client
and save it time by time. When network’s problem occurs, latest data from the player will live on
database. Server uses script system to ease work of data changing. Script interpreter will read file and
translate from natural language to command. Help game administrators save time cost of recompile

every change of any data and update task
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ttempted Memory |Non-Paged |CPU Throughput
/0 Model Thread
Connected Used (KB) |Pool Usage (Send/ Receive BPS)
7000/ 1008 25,632 36,121 |10-60%| 2016 |2,198,148/2,198,148
Blocking
12,000/ 1008 | 25,408 36,352 |5-40%| 2016 404,227/ 402,227
95—
7000/ 4011 4208 135,123 1 0/0
100%*
Non- blocking
95—
12,000/ 5779 5224 156,260 1 0/0
100%*
7000/ 1956 3640 38,246  |75-85%| 3 1,610,204/ 1,637,819
WSA- Async Select 90—
12,000/ 4077 4884 42,992 3 652,902/ 652,902
100%
7000/ 6999 10,502 36,402 |65-85% 113 14,921,350/ 5,186,297
WSA- Event Select 12,000/ 11,080| 19,214 39,040 - |50-60%| 192 |3,217,493/3,217,493

46,0007 45,933| 37,392 121,624  [80-90%| 791 |3,851,059/ 3,851,059

7000/ 5558 21,844 34,944  |65-85%]| 66 . |5,024,723/ 4,095,644

Over- lapped (events) 12,000/12,000 | 60,576 48,060  |135-45%| 195 1,803,878/ 1,803,878

49,000/48,997| 241,208 155,480 [85-95%| 792 |3,865,152/3,834,511

7000/ 7000 36,160 31,128 |40-50%] 2 6,282,473/ 3,893,507

Over- lapped (completion
12,000/12,000 | . 59,256 38,862 |40-50%| 2 5,027,914/ 5,027,095

port)
50,000/49,997 | 242,272 148,192 [55-65%| 2 |4,326,946/ 4,326,496
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1. Packet (T14 Packet wanniaMuAgUuuY Packet 499 Packet 19113 ugiinln(type)

a1z ls (action)
typedefstruct sPacket{
unsigned char type;
unsigned char action;
}sPacket;
2. PacketLogin 1)1 Packet il¥edsdayafiifiunisidudiuny Tavazdedoyana usemame
uag password lasaadey
typedef struct sPacketLogin : public sPacket {
char user[20];
char pass[20];

}sPacketLogin;
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PacketPlayer 11 Packet 198 mSunenfsanzvediazas
typedef struct sPacketPlayer : public sPacket {
char name[20];
int HP;
int HPMAX;
int MP;
int MPMAX;
int EXP;
int Level;
int STR;
int VIT;
int INT;
int Point;
}sPacketPlayer;
PacketGetStatus it Packet 7114 d miuds lFose i daan iz vesiiaznsinlsd
typedef struct sPacketGetStatus : public sPacket {
}sPacketGetStatus;

o

[~ = o 1 @ a o o 1 d’o
PacketWalk (1)1 Packet N 1#d msvde luon¥aazasau ludsd e fismua

unsigned int ID;
unsigned char xpos;
unsigned char zpos;
unsigned char xdest;
unsigned char zdest;
float direction;

tsPacketWalk;

PacketCreateSpawnPlayer 111 Packet i 1¥dmiuds ltuen I lnaoudadiefiazas
Faudoyatidan
typedef struct sPacketCreateSpawnPlayer : public sPacket {
unsigned int ID;
char name[20];

unsigned char xpos;
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unsigned char zpos;
float direction;

}sPacketCreateSpawnPlayer;

PacketUpdateSpawnPlayer (/1 Packet ﬁ‘1%’61?1%"‘uﬁ'a%’aga"lﬂuaﬂﬁaﬁumﬁw%’a
amuzi’hqﬁuﬁ'ﬁmzmﬁwé
typedef struct sPacketUpdateSpawnPlayer : public sPacket {

unsigned int ID;

unsigned char xpos;

unsigned char zpos;

float direction;

unsigned char act;

unsigned char ai;

unsigned int time;

}sPacketUpdateSpawnPlayer:

PacketCreateMonster (11 Packet 7l 1 w1 Sud T uen Tnaioudadredngiumty
RIN
typedef'struct sPacketCreateMonster : public sPacket {
unsigned int [D;
unsigned char xpos;
unsigned char zpos;
float direction;

tsPacketCreateMonster;

PacketUpdateMonster 111! Packet filddniudsdoya lutenfsdmmimse
anuzilayiufidaginog
typedef struct sPacketUpdateMonster : public sPacket {
unsigned int ID;
unsigned char xpos;
unsigned char zpos;
float direction;

unsigned char act;

unsigned char ai;
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unsigned int time;

}sPacketUpdateMonster;

10. PacketRemoveSpawnPlayer 11l Packet A 1¥dmufideluven ¥ lnaeudaudazas
9NN
typedef struct sPacketRemoveSpawnPlayer : public sPacket {
unsigned int ID;

}sPacketRemoveSpawnPlayer;

1. PacketRebornMonster ifu Packet ids lluen 1 lnaiovdidnidngfinafaiuindn
ﬂ%ﬂ
typedefstruct sPacketRebornMonster : public sPacket {
unsigned int ID;

}sPacketRebornMonster;

12, PacketToChar i1 Packet fids luanddinunaniden luiignzasla
typedef struct sPacketToChar : public sPacket {
unsigned int [DAttacker;
unsigned int IDVictim;

}sPacketToChar;

= H9 9o o 9 4 1% 4 o o
13." PacketMessage (1 Packet N s vvon it laawuduaasdonuinoifumanisel
v B Ay b % ey 4
VeIFauY 90 lanadwwdui la dssaunisoliiuayumila
typedef'struct sPacketMessage : public sPacket {
unsigned int ID;
D3DCOLOR color;
long timer;
char text[50];

}sPacketMessage;

14, PacketChat 1T Packet i l¥dmSumsaunun
typedef struct sPacketChat : public sPacket {
char name[20];

char msg[70];
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}sPacketChat;
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Packet 2 0

PacketLogin 40+2 N

PacketPlayer 60+2 N
PacketGetStatus 0+2 N

PacketWalk 1242 (M*N)+(N*N)+N
PacketCreateSpawnPlayer 3042 N/A
PacketUpdateSpawnPlayer 16+2 N*N
PacketCreateMonster 10+2 N/A
PacketUpdateMonster 16+2 M*N
PacketRemoveSpawnPlayer 4+2 N/A
PacketRebornMonster 442 N/A
PacketToChar 8+2 (M*N)+(N*N)+N
PacketMessage 66+2 N

PacketChat 90+2 2*N*N

nanome - N/A fie fnadeuuuiaivioin

M1 SIMIAMIMNYUIAT YeunS 0 v

vnasasadneldhlunssudang 100 ms vz 1deyauuudaiimun
= 42¥N + 62*N + 2*N + 14%((M*N) + (N*N) + N) + 18*N*N + 18*M*N +
LO*((M*N) + (N*N)+ N) + 68*N + 92*2*N*N
= (42+62+2+14+10+68)*N + (14+18+10+)*M*N + (14+18+10+184)*N*N
= 198*N + 42*M*N + 226*N*N
= 198N + 42MN + 226N2
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CGraphic

CApplication

Yem_hwnd : HWND
%em_Windowed : BOOL
%m_2ZBuffer : BOOL
Fm_HAL : BOOL
%em_Width : DWORD
Rom_Height : DWORD
%>m_BPP : char
Tm_AmbientRed : char
Fom_AmbientGreen : char

' fom_AmbientBlue : char

&>m_hWnd : HWND
&> m_hinst : HINSTANCE
fom_Class[MAX_PATH] : char

%m_Caption[MAX_PATH] : char

%m_Style : DWORD
f%om_XPos : DWORD
Fm_YPos : DWORD
em_Width : DWORD
Rom_Height : DWORD

|
i
|

| @ AdjustWindowForChange()

P GetDisplayModelnfo()

@¥CheckFormat()

F>GetFormatBPP()
$CGraphic()

| ©~CGraphic()

®GetDirect3D()
SGetDevice()
CGetSprite()

i SCreate3D()
- ®UpdateScreen()
! 9¥Cleanup()

®BeginScene()
®EndScene()
SDisplay()
SClearScene()
¥ ClearZBuffer()
$GetWidth()

¢ GetHeight()
SGetBPPY()

! ®GetHAL()
| SGetzBuffer()

QSetPerspective()
$SetWorldPosition()
®SetCamera()
®SetLight()
¥SetMaterial()

- ®SetTexture()

| ®SetAmbientLight()
| ®GetAmbientLight()
i ®EnableLight()

| ®EnableLighting()

$EnableZBuffer()
®EnableAlphaBlending()
®EnableAlphaTesting()

#¥Render3DEnvironment()
$CApplication()
¥GetWindowHandle()
®GetInstanceHandle()
$CreateWindowed()
“Move()
¥Resize()
“ShowMouse()

LRun()

O<<virtual>> MsgProc()
Q<<virtual>> Init()
V<<yirtual>> RenderGame()

©<<virtual>> Shutdown()
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CMesh ‘

&m_NumMeshes : long

&m_NumFrames : long
Em_Radius : float

&>m_TransparentBlack : BOOL

&¥ParseXFileData()

&*MapFrames ToBones()
$CMesh()
¥~CMesh()
QLlsLoaded()
©GetNumFrames()
QGetParentFrame()
@GetFrame()
©GetNumMeshes()
®GetParentMesh()
GetMesh()
®GetBounds()
©lsTransparentBlack()
®Load()
@Cleanup()




CTexture

®CTexture()
¥~ CTexture()
VGetTexture()
®Load()
QCreate()
®Cleanup()
QlsLoaded()
CGetWidth()
SGetHeight()
$GetFormat()
Blit()

CWorldPosition

%m_Billboard : BOOL

- ®CMaterial()

- %GetMaterial()

- %SetDiffuseColor()

. “GetDiffuseColor()

. ¥SetAmbientColor()

®GetAmbientColor()

©SetSpecularColor()
SGetSpecularColor()
®SetEmissiveColor()
$GetEmissiveColor()
VSetPower()

- SGetPower()

®CWorldPosition()
QGetMatrix()
¥SetCombineMatrix1()
$SetCombineMatrix2()
“Copy()

“Mowve()
“MoveRel()
SRotate()
®RotateRel()
®Scale()
¥ScaleRel()
®Update()
$EnableBillboard()
LGetXPos()
$GetYPos()
$GetZPos()
¢GetXRotation()
$GetYRotation()
¥GetZRotation()
®GetXScale()
$GetYScale()
$GetZScale()

CCamera

®CCamera()
$GetMatrix()
SUpdate()
“Move()
“MoveRel()
PRotate()
YRotateRel()
®Point()
$SetStartTrack()
$SetEndTrack()
$Track()
“GetXPos()
“GetYPos()
¥GetzPos()
®GetXRotation()
¥GetYRotation()
$GetZRotation()
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CLight

“CLight()
GetLight()
®SetType()
“Move()
“MoveRel()
©GetPos()

Point()
QGetDirection()
©SetDiffuseColor()
$GetDiffuseColor()
©SetSpecularColor()
QGetSpecularColor()
9SetAmbientColor()
GetAmbientColor()
9SetRange()
CGetRange()
SetFalloff()
CGetFalloff()
9SetAttenuation0()
GetAttenuation0()
9SetAttenuationt()
$GetAttenuation1()
VSetAttenuation2()
SGetAttenuation2()
®SetTheta()
GetTheta()
OSetPhi()
¥GetPhi()

__CFont

SCFont()
“~CFont()
©GetFont()
SCreate()
Cleanup()
$BeginDraw()
®EndDraw()
®Print()

CMesh

&m_NumMeshes : long
&m_NumFrames : long

& m_Radius : float

& m_TransparentBlack : BOOL

EPParseXFileData()
&PMapFramesToBones ()
©CMesh()

®~CMesh()
®lsLoaded()
®GetNumFrames()
$GetParentFrame()
$GetFrame()
©GetNumMeshes ()
®GetParentMesh()
®GetMesh()

' 9GetBounds()

| ®lsTransparentBlack()
I ®Load()

| ®Cleanup()

CVertexBuﬁé;

&m_NumVertices : DWORD
&m_VertexSize : DWORD
&m_FVF : DWORD
&m_Locked : BOOL
Em_Ptr : char*

$CVertexBuffer()
¥~CVertexBuffer()
GetVertexBufferCOM()
¥GetVertexSize()
$GetVertexFVF()
SGetNumVertices()
. %Create()

. ¥Cleanup()

- ®lsLoaded()

- 9Set()

- “Render()

- ®Lock()

- ®Unlock()

~ ®GetPtr()
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CObject

m_Billboard : BOOL
%om_StartTime : unsigned long

CAnimation

#¥UpdateFrame()

F¥DrawFrame()

F¥DrawMesh()
SCObject()
©~CObject()
$Create()
Cleanup()
QEnableBillboard()
®AttachToObject()
SMove()
“MowveRel()
SRotate()
SRotateRel()
¢Scale()
¥ScaleRel()
SGetMatrix()
LGetXPos()
“GetYPos()
$GetzZPos()
“GetXRotation(
“GetYRotation(
$GetZRotation()
SGetXScale()
¢GetYScale()
$GetZScale()
$GetBounds()
®SetMesh()
LGetMesh()
¥SetAnimation()
®GetAnimation()
YResetAnimation()
“UpdateAnimation()
®AnimationComplete()
QUpdate()
®Render()

&

%m_NumAnimations : long

P¥ParseXFileData()
“CAnimation()
~CAnimation()
®lsLoaded()
®GetNumAnimations ()
“GetAnimationSet()
$GetLength()
®Load()

“Free()
“MapToMesh()
®SetLoop()

Clnputs.

%om_hWnd : HWND

SClnput()

©~Clnput()
®GetDirectinputCOM()
©GethWnd()

SInit()

SCleanup()
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ClnputDevice

¢om_Type : short
¢m_Windowed : BOOL
¢m_State[256] : char
¢m_Locks[256] : BOOL

¥<<static>> EnumJoysticks()
$ClnputDevice()
©~ClnputDevice()
¢DeviceCOM()

$Create()

Cleanup()

SClear()

YRead()

SAcquire()

“GetlLock()

- ®Setlock()

- %GetXPos()

@SetXPos()

“GetYPos()

¥SetYPos()

CGetXDelta()

¥GetYDelta()

“GetZDelta()
OGetKeyState()
¥SetKeyState()
©GetPureKeyState()
YGetKeypress()
“GetNumKeyPresses()
¥GetNumPureKeyPresses()
®GetButtonState()
¥SetButtonState()
¢GetPureButtonState()
©GetNumButtonPresses()

- ®GetNumPureButtonPresses()
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CSkybox

$CSkybox()
©~CSkybox()
“Create()
QCleanup()
®LoadTexture()
PRotate()
“RotateRel()
®Render()

CNodeTreeMesh
&m_TreeType : int
&m_Time : unsigned long
&m_Size : float
&>m_MaxSize : float
&m_NumGroups : unsigned long
&m_NumPolygons : unsigned long
&m_MaxPolygons : unsigned long
&m_VertexPtr: char*
&m_VertexFVF : unsigned-long
&m_VertexSize : unsigned long

Clandscape

&m_MID ; int
&»m_CanMove : BOOL
&ym_MapArray : BYTE* *
&POS : INT

@&»ConvertMouseTo3D()
¥ClLandscape()
¥~Clandscape()
Create()
<Cleanup()
®Render()
¥SetCanMowe()
“GetMapPosition()
©GetNumMap()
LGetMapAr()
®GetHeight()
¢GetParentMesh()
“MouseOnMap()
SCanMowe()

 @SortNode()
E*AddNode()
&lsPolygonContained()
&vCountPolygons()
®CNodeTreeMesh()
¥~CNodeTreeMesh()
- QCreate()

®Scale()

SMowve()
- ®Cleanupy()
- %Render()
- %GetHeight()

- ®CheckIntersect()

- SCheckintersect()

CFrustum

- ®Construct()
$CheckPoint()

- ®CheckCube()

. ®CheckRectangle()
- ®CheckSphere()

CScript

&>m_NumActions : long

@r<<virtual>> Prepare()
gv<<virtual>> Release()
@r<<virtual>> Process()
LCScript()

©~C Script()

®Load()

$Free()

SExecute()
QGetParentScript()
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CGameScript

&>m_Flags[256] : BOOL
& m_NumRoutePoints : long

CLandscape

&vScript_End()
&>Script_IfFlagThen()
&PScript_IfHaveltem()
&>Script_Else()
&vScript_EndIf()
&vScript_SetFlag()
&>Script_Message()
&pScript_CharMessage()
&>Script_CharQuestionMessage()
&vScript_AddChar()
&¥Script_AddModel()
&¥Script_Remov eChar()
&>Script_CharTy pe()
&vScript_CharAl()
&vScript_CharDistance()
&vScript_CharBounds()
&vScript_TargetChar()
&>Script_NoTarget()
&>Script_CreateRoute()
&vScript_AddPoint()
&¥Script_AssignRoute()
&>Script_Mov eC har()
&>Script_CharScript()
&»Script_SetTransport()
&¥Script_EnableTransport()
&¥Script_LoadStage()
&¥Script_LoadListModel_Env ()
&>Script_LoadltemToChar()
&¥Script_Play Music Midi()
&>Script_EndGame()
&vScript_Addexp()
&vScript_If Charhav eExp()
&vPrepare()

&PRelease()

&PProcess()
$CGameScript()
®~CGameScript()
LGetFlag()
$SetFlag()
®ClearFlag()
¥SetData()

&m_MID : int
&>m_CanMowe : BOOL
& m_MapArray : BYTE* *
&POS : INT

&vConvertMouseTo3D()
®ClLandscape()
¥~Clandscape()
$Create().
®Cleanup()
@Render()
¢SetCanMowe()
©GetMapPosition()
@GetNumMap()
©GetMapArT()
$GetHeight()
©GetParentMesh()
“MouseOnMap()
“CanMowe()
SGetValueMap()

CRelativeCamera

&m_Length : float
&m_Zeta : int
Em_Alpha : int
&>m_sin[360] : float
&>m_cos[360] : float
& m_XRender : float
&m_7ZRender : float

g CalculateOffset()
9CRelativeCamera()
®SetAlpha()
Create()
¥SetlLength()
¥SetZeta()
®Cleanup()
®GetCamera()
¥GetOrient()
¥GetXRender()
®GetZRender()
©GetLength()
SGetZeta()
®GetBillboardMetrix()
®AddLength()
®AddZeta()
®AddAlpha()
Q®RelateTo()
®Update()
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CMiniMap

&m_MXPos : float
&m_MYPos : float
Eom_PicSize : float
&m_MapSize : long

CWindow

&m_Text : char*

&>m_DrawTarget : BOOL

®CMiniMap()
¥~CMiniMap()
¥Create()

- ®Render()

- ®Cleanup()

CStageGame

&countMap : int
&scountModelltem : int
&scountModelEnv ; int

“CStageGame()

®~CStageGame()

®Shutdown()

Cleanup()

@init()

®LoadStage()

- ®LoadEnvDef()

- SLoadAllModelEny)

- ®LoadltemDef()
SLoadAllModelltem()

- ®AddTransport()

®AddEnvironment()

¥CheckBarrier()

. %GetTemain()

- GetSkybox()

SGetMiniMap()

$FinditemDef()

OFindEnvDef()

- %GetltemDef()

- OGetEnvDef()

¥GetldMapCurrent()

®GetModelltem()

*GetModelEnw)

®GetTransport()

- ¥GetObjTrigger()
®Render()

- 9CheckTypeEvent()
®IsTriggTransport()
®FindMap()

$CWindow()
$~CWindow()
®Create()
®CreateDlg()
QCreatePicture()
$Cleanup()
CSetText()

“MoveDialog()

OMovePicture()
“MoveQuestionDIg()
SGetHeight()
©RenderDialog()
¥RenderPicture()
“RenderQuestion()

- Cch‘ars

&>SpellNum : long

&¥PCUpdate()

@PCalculateHerol.\V()
¢CalculateNextL\V()
$®SetData()

CTrigger

&m_NumTriggers : long

EPGetNextLong()

EPGetNextFloat()

EPAddTrigger()
$CTrigger()
®~CTrigger()
©Load()
®Save()
“AddSphere()
®AddBox()
$AddCylinder()
AddTriangle()
“Remove()
®Cleanup()

- QGetTrigger()

®GetEnableState()
®Enable()
®GetNumTriggers()
®GetParentTrigger()
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CBarrier

CSpellController

&>m_NumBarriers : long

&rGetNextLong()

&*GetNextFloat()

&vAddBarrier()
®CBarrier()
©~CBarrier()
Load()
¥Saw()
®SetMesh()
@SetAnim()
®Render()
“AddSphere()
SAddBox ()
QAddCylinder()
©AddTriangle()
®Remove()
®Cleanup()
SGetBarrier()
$GetEnableState()
PEnable()

. GetNumBarriers()

- ®GetParentBarrier()

&m_NumMeshes : long

&m_TexturePath{MAX_PATH] : char

&SetAnimData()
gP<<virtual>> SpellSound()
@CSpellController()
©~CSpellController()
¥lnit()
QShutdown()
QCleanup()
@ GetSpell()
QAdd()
®Update()
©Render()

. CGame

Eom_IP[4] : INT

&m_ShowStats : BOOL
&m_MouseClickOnScreen : BOOL
&m_TimeMouseClick : DWORD
& m_ThreadHandle : HANDLE
&m_TerminateThreadFlag : bool
¢ToGame : BOOL

&count : int

&vSetBoundingSphere()
SClnventory()
©~Cinventory/()
$Finditem()
®FinditemDef()
®GetltemParent()
OClearAllltem()
®LoadInventory()
®Saw()
®AddItem()
®RenderWeapon()
QFindListMagicltem()
QFindListHealingltem()
®Cleanup()

&p<<static>> ShowMenuGame()
gp<<static>> ShowSaweDIg()
gr<<static>> ShowGame()
$CGame()

i)

©Frame()

¥Shutdown()

“CheckInput()
®CheckMouseClickOnScreen()
“Checklntersect()
“LoadScreen()

% oadingRender()
¥ScreenRender()
“¢UpdateScreenControl()
“CameraMoveMent()
ClipMouse()
$GetMouseControl()
@GetKeyboard()
¥GetCamera()

MsgProc()
¢ConnectSener()
“GetSererSocket()
“CheckPacket()
®SendPacket()
®AddCharacter()
¥LoadGame()
$SavreGame()
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