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Graphic User Interface 3D RPG Game Engine (1)

Pongsak thamviriyakul 42010215
Pathomchoke Jaroonponpong 43015368

Dr. Worawat Limpoka Advisor

ABSTRACT

Now, Game development is high competition business. Then Game developers
have require
efficiency tools which fast create game in short time such as motion capture is tool for create
animation model in 3D game by simulation motion of human.

This project is aim to create application tool for create game 3D RPG by graphics user
interface which doesn’t require programming ability from user. User will see real graphics which
user want to see in his game and can create own story of game with this application.

User interface of application is designed to easy to learn but users should have sense of
gamer for create game. Final product of project is game 3D RPG that has story follow by user

requires.
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3.4.4 Scaling
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5.1 AMa cApplication
a v ° : ° : a '8
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cApplication

&m_hinst : HINSTANCE

& m_hwnd : HWND
Reom_Class[MAX_PATH] :char
%em_Caption[MAX_PATH] : char
Fem_weex | WNDCLASSEX
%em_Style : DWORD
Rom_XPos : DWORD
%em_YPos : DWORD
Rem_Width : DWORD
Fem_Height : DWORD

[ $GethWnd( : HWND

$Gethinst) : HINSTANCE

®Run( : BOOL

$Error(BOOL Fatal, char *Text, ...) : BOOL
SMove(long XPos, long YPos) : BOOL
¥Resize{long Width, long Height) : BOOL
¥showMouse(BOOL Show) : BOOL
$nit() : virtual BOOL

¥Shutdown( : virtual BOOL

®Frame() : virtual BOOL

37 5-1 nanalaezunsuvea cApplication
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6.1 A& cGraphics

Y ]
e nasanwadonvesaennaruldminsauaawanin 3 7 ldoed1ed

Y5LANTNIN LAZIANITNITUAAINANIN 3 LA

cGraphics

%om_hWhnd : HWND

%em_pD3D : IDirect3D8 *
¥¢m_pD3DDevice : IDirect3DDevice *
%om_pSprite : ID3DXSprite *
%¢m_d3ddm : D3DDISPLAYMODE
%¢m_Windowed : BOOL
%em_ZBuffer : BOOL

%em_HAL : BOOL

Fom_Width : long

®om_Height : long

%em_BPP : long
%¢m_AmbientRed : char
%om_AmbientGreen : char
%om_AmbientBlue : char

*GetDirect3DCOM( : IDirect3D8 *

*GetDeviceCOM() : IDirect3DDevice8 *

$GetSpriteCOM() : ID3DXSprite *

$nit( : BOOL

$Shutdown() : BOOL

‘SetMode(HWND hWnd, BOOL Windowed, BOOL UseZBuffer, lang Width, long Height, char BPP) : BOOL
*GetNumDisplayMade() : long

*GetDisplayModelnfo(long Num, D3DDISPLAYMODE *Mode) : BOOL
4GetFormatBPP(D3DFORMAT Format) : char
‘CheckFormat(D3DFORMAT Format, BOOL Windowed, BOOL HAL) : BOOL
Display() : BOOL

#BeginScene() : BOOL

$®EndScene() : BOOL

$BeginSprite() : BOOL

*EndSprite() : BOOL

¥Clear(long Color, float ZBuffer) : BOOL

4ClearDisplay(long Color) : BOOL

$ClearZBuffer(float ZBuffer) : BOOL

*GetWidth( : long

$GetHeight() : long

*GetBPP() : char

$GetHAL() : BOOL

*GetZBuffer() : BOOL

‘SetPerspective(ﬂoat FOV, float Aspect, float Near, float Far) : BOOL
*SetWorldPosition(cWorldPosition *WorldPos) : BOOL
4SetCamera(cCamera *Camera) : BOOL

¥SetLight(long Num, cLight *Light) : BOOL

¥3etMaterial(cMaterial *Material) : BOOL

’SetTexture(short Num, cTexture *Texture) : BOOL
‘SetAmbienlLight(char Red, char Green, char Blue) : BOOL
*GetAmbientLight(char *Red, char *Green, char *Blue) : BOOL
®EnableLight(long Num, BOOL Enable) : BOOL
®EnableLighting(BOOL Enable) : BOOL

$EnableZBuffer(BOOL Enable) : BOOL
9EnableAlphaBlending(BOOL Enable, DWORD Src, DWORD Dest) : BOOL
EnableAlphaTesting(BOOL Enable) : BOOL

77 6-1 naralnezunsuved cGraphics
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cTexture

Rom_Graphics : cGraphics *
Bom_Texture : IDirect3DTexture8 *
Fom_Width :unsigned long
Bom_Height: unsigned long

*Geﬂ'extureCOMO: |Direct3DTexture8 *

‘Load(cGraphlcs *Graphics, char *Filename, DWORD Transparent, D3DFORMAT Formaf : BOOL

’Create(coraphics *Graphics, IDirect3DTexture8 *Texture) : BOOL

$Free() :BOOL

QisLoaded( : BOOL

QGetwidth() : long

QGetHeight( : long

9GetFormat() : D3IDFORMAT

‘Blit(long DesfX, long DestY, long SrcX, long SrcY, long Width, long Height,float XScale, float YScale, D3D COLOR Color) : BOOL
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cMaterial
Fom_Material : D3IDMATERIALS

SGetMaterial( : D3IDMATERIALS *

*SetDiffuseoolor(char Red, char Green, char Blue) : BOOL
‘GetDiﬂ’useColor(char*Red, char*Green, char *Blue) : BOOL
‘SetAmbientCoIor(char Red, char Green, char Blue) : BOOL
‘GetAmbientColor(char*Red, char *Green, char*Blue) : BOOL
‘SetSpecuIarColor(char Red, char Green, char Blue) : BOOL
‘GelSpecularOoIor(char*Red, char *Green, char*Blue) : BOOL
*SetEmissiveColor(char Red, char Green, char Biue) : BOOL
‘GetEmissIveColor(char*Red, char *Green, char*Blue) : BOOL
$setPower(float Power) : BOOL

SGetPower(float Power) : float
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cLight

®em_Light : D3DLIGHTS

$GetLight( : D3DLIGHTS *

9SetType(D3IDLIGHTTYPE Type) : BOOL

Sove(float XPos, float YPos, float ZPos) : BOOL
SitoveRel(float XPos, float YPos, float ZPos) : BOOL
$GetPos(float *XPos, float *YPos, float*ZPos) : BOOL
$Pointtfloat XPos, float YPos, float ZPos) : BOOL
’PointRel(ﬂoat XPos, float YPos, float ZPos) : BOOL
’GetDirection(ﬂoat *KPaos, float *YPos, float *ZPos) : BOOL
~SetDit’rusraoolor(char Red, char Green, charBlue) : BOOL
$GetDiffuseColor(char *Red, char *Green, char *Blue) ; BOOL
‘SetSpecularColor(ehar Red, char Green, charBlue) : BOOL
$GetSpecularColor(char *Red, char *Green, char *Blue) : BOOL
‘Setﬁsmbientoolor(char Red, char Green, charBlue) : BOOL
‘GetAmbientColor(char*Red, char *Green, char *Blue) : BOOL
$SetRange(float Range) : BOOL

$GetRange : float

$SetFallOfitfloat Fallof) : BOOL

$GetFallOf) : float

‘SetAttenuationO(ﬂoatAﬂenuation) :BOOL
$Getattenuation0() ; float

®SetAttenuationt (float Attenuation) : BOOL

$Getattenuation1 ¢ : float

$Setattenuation2(oat Attenuation) : BOOL
$Getattenuation2( : float

$SetThetatfloat Theta) : BOOL

$GetTheta( : float

$5etPhi(float Phi) : BOOL

$GetPhi( ; float
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cFont

&m_Font:ID3DXFont*

$GetFontCOM( : ID3DXFont *

YCreate(cGraphics *Graphics, char *Name, long Size, BOOL Bold, BOOL ltalic, BOOL Undetine, BOOL Strikeout) : BOOL
$Free() : BOOL

$Begin( : BOOL

$End( : BOOL

$Print(char *Text, long XPos, long YPos, long Width, long Height, D3DCOLOR Color, DWORD Format) : BOOL
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cVertexBuffer

& m_Graphics ; cGraphics *
&m_pVB : IDirect3DVertexBuffers *
& m_NumVertices : DWORD
&m_VertexSize ; DWORD
&m_FVF : DWORD

&m_Locked : BOOL

&m_Ptr: char*

$GetvertexBufferCOMO : IDirect3DVertexBuffers *

$GetvertexSize() : unsigned long

$GetvertexFVF () : unsigned long

$GetNumvertices( : unsigned long

®Create(cGraphics *Graphics, unsigned long NumVertices, DWORD Descriptor, long VertexSize) : BOOL
®Free() : BOOL

$sLoaded( : BOOL

‘Set(unsigned long FirstVertex, unsigned long NumVettices, DWORD Type) : BOOL
‘Render(unsigned long FirstVertex, unsigned long NumPrimitives, DWORD Type) : BOOL
‘Lock(unsigned long Firstvertex, unsigned long NumVertices) : BOOL

®Unlock( : BOOL

*GetPtr( : void *
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6.7 aa1er cWorldPosition
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cWorldPosition

%¢m_Billboard : BOOL

%em_XPos : float

%em_YPos : float

®om_ZPaos : float

%em_XRotation : float
%¢m_YRotation: float
%em_ZRotation : float

Bem_XScale : float

%em_YScale : float

%em_ZScale : float
Bom_matWord: D3DXMATRIX
%em_matScale : D3DXMATRIX
Bem_matRotation : D3DXMATRIX
%em_matTranslation : D3DXMATRIX
Fem_matCombinel : D3DXMATRIX
%¢m_matCombine2 : D3DXMATRIX

®GetMatrix(cGraphics *Graphics) : D3IDXMATRIX *
*Set CombineMatrix1 D3DXMATRIX *Matrix) : BOOL
$*Set CombineMatrix2D3DXMATRIX *Matrix) : BOOL
$Copy(cWordPosition *DestPos) : BOOL
$Move(float XPos, float YPos, float ZPos) : BOOL
*MoveRel(float XAdd, float YAdd , float ZAdd) : BOOL
®Rot ate float XRot, float YRot, float ZRot) : BOOL
®RotateRel(float XAdd, float YAdd, float ZAdd) : BOOL
$Scale(float XScale, float YScale, float ZScale) : BOOL
~8ca|eRel(ﬂoat XAdd, float YAdd, float ZAdd) : BOOL
$Update(cGraphics *Graphics) : BOOL
$®EnableBillboardBOOL Enable) : BOOL
®GetXPos() : float

$Get YPos() : float

*GetZPos( : float

*GetXRotation( : float

$Get YRotation() : float

$GetZRotation) : float

$GetXScale( : float

$GetYScale() : float

®GetZScale( : float
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6.8 AR cCamera
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cCamera

%em_XPaos : float

%em_YPos : float

%em_ZPos : float

F%em_XRot : float

%em_YRot : float

F%em_ZRot : float
Fem_StartXPos : float
%em_StartYPos : float
%em_StartZPos : float
Fem_StartXRot : float
%em_StartYRot : float
%@m_StartZRot : float
$om_EndXPos : float
%@m_EndYPos : float
%em_EndZPos : float
%em_EndXRot : float
%m_EndYRot : float
%em_EndZRot : float
Fem_matWorld : D3DXMATRIX
®em_matTranslation : D3DXMATRIX
Fem_matRotation : D3DXMATRIX

$GetMarix() : DIDXMATRIX *
®Update() : BOOL

®Move(float XPos, float YPos, float ZPos) : BOOL
SMoveRel(float XAdd, float YAdd, float ZAdd) : BOOL
®Rotate(float XRot, float YRot, float ZRat) : BOOL
®RotateRel(float XAdd, float YAdd, float ZAdd) : BOOL
*Point(float XEye, float YEye, float ZEye, float XAt, float YA, float ZAt) : BOOL
$SetStartTrack() : BOOL

$SetEndTrack() : BOOL

$Track(float Time, float Length) : BOOL

$GetXPos() : float

®GetYPos() : float

®GetZPos() : float

®GetXRotation() : float

‘GetYRotationO : float

®GetZRotation() ; float
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cMesh

&m_Graphics : cGraphics *
&m_NumMeshes : long
&m_Meshes : sMesh *
&m_NumFrames : long
&m_Frames : sFrame

& m_Min : D3DXVECTOR3
&m_Max: D3IDXVECTOR3
&m_Radius : float

?’ParseXFiIeData(IDirectXFileData *pData, sFrame *ParentFrame, char *TexturePath) : void
?’MapFramesToBones(sFrame *Frame) : void

$isLoaded() : BOOL

SGetNumFrames( : long

5GetPareanrameO .sFrame *

‘GetFrame(char*Name) :sFrame*

$GetNumMeshes( : long

¥GetParentMesh( : sMesh *

$GetMesh(char *Name) : sMesh *

‘GetBound(ﬂoat *MinX, float *MinY, float *MinZ, float *MaxX, float *MaxyY, float *MaxZ, float *Radius) : BOOL

L oad(cGraphics *Graphics, char *Filename, char *TexturePath) : BOOL

$Free() : BOOL
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cObject

fem_Graphics : cGraphics *
Fem_Mesh : cMesh *
%em_Pos : cWorldPosition
Pem_Billboard : BOOL

?‘UpdateFrame(sFrame *Frame, D3DXMATRIX *Matrix) : void
?‘DrawFrame(sFrame *Frame) : void
?‘DrawMesh(sMesh *Mesh) : void
‘Create(cGraphics *Graphics, cMesh *Mesh) : BOOL
SFree() : BOOL
‘AttachToObject(cObject *Object, char *FrameName) : BOOL
Snove(float XPos, float YPos, float ZPos) : BOOL
SnoveRel(float XAdd, float YAdd, float ZAdd) : BOOL
‘Rotate(ﬂoatXRot, float YRot, float ZRot) : BOOL
®RotateRel(float XAdd, float YAdd, float ZAdd) : BOOL
$Scale(float XScale, floatYScale, float ZScale) : BOOL
‘ScaleReI(ﬂoatXAdd, float YAdd, float ZAdd) : BOOL
SGetMatrix( : DIDXKMATRIX *
SGetkPos( : float
$GetYPos( : float
$GetZPos() : float
$GetRotation( : float
*GetYRotation( : float
$GetZRotation( : float
$GetScale( : float
$GetyScale( : float
¥GetzZScale( : float
$GetBound(float *MinX, float *MinY, float *MinZ, float *Max, float *MaxY, float *MaxZ, float *Radius) : BOOL
®SetMesh(cMesh *Mesh) : BOOL
SUpdate() : BOOL
®Render( : BOOL
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clnput

Fem_hwnd : HAND
®em_pDl : IDirectinputs *

SGetDirectinputCOMQ IDirectihputs *
$Gethwnd( : HWND

$nit(HYWND h\Whd, HINSTANCE hinsti): BOOL
$Shutdown( : BOOL
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o v = 9 4 2 o A v a " o a1
swzims lgnuTaeGunldsen i) Feezinssudunsaadenuglnsalaeg Tau
° ° ' a a ' o v a o i 4
zlihnssmuad uaziSudumsfadefugunsairudumesinavoa Directinput tiaziile
dosmsenidnmsdndenuginsaivziimsiSonldenuusen shutdown() tiesniBnmsaadedy

Ja 1
gUnsaiounan1eg

7.2 AAd cInputDevice
a o o Ia & 1 a o
L‘fluﬂmﬁmxmammi‘nmummqﬂﬂimauw@ PULAASDUNUAULVDIAATTISUNU
/A o a L oy oy ) ¢ Y " _a ‘ﬂ Y Y a S A o
Qﬂﬂimmﬂdﬂulﬂﬂ’) cmmﬂmms“lwawqﬂmmwaauﬂu FUVUANTTWHAYDUNLAUBINDNINTT

I nugilasaidieg



38

clnputDevice

Fem_lnput : cinput *

Fem_Type : short

%em_pDiDevice : IDirectinputDevice8*
Rem_Windowed : BOOL
%em_State[256] : char
®em_MouseState : DIMOUSESTATE
Rem_JotstickState : DIJOYSTATE
Fem_Lock[256] : BOOL

Rem_XPos : long

%em_YPos : long

_‘DeviceCOMo . IDirectinputDevice8 *
‘Create(clnput*lnput, short Type, BOOL Windowed) : BOOL
®Free) : BOOL

¥Clear( : BOOL

®Read(: BOOL

$Acquire(BOOL Active) : BOOL

$GetLock(char Num) : BOOL

¥5etlock(char Num, BOOL State) ; BOOL
$GetkPos( : long

¥SetkPos(long XPos) : BOOL

@GetYPos( : long

*SetYPos(long YPos): BOOL

$GetkDelta) : long

$GetYDelta) : long

‘GetKeyState(char Num, BOOL State) : BOOL
‘SetKeyState(char Num, BOOL State) : BOOL
’GetPureKeyState(char Num, BOOL State) : BOOL
‘GetKeyPress(long Timeout) : short
*GetNumKeyPresseso long
$GetNumPureKeyPresses : long
$GetButtonState(char Num) : BOOL
¥5etButtonState(char Num, BOOL State) : BOOL
‘GetPureBuﬁonState(char Num) : BOOL
$GetNumButtonPresses( : long
*GetNumPureBuﬁonPresseso ‘long
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8.1 aa1er cSound
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cSound

Bom_hWnd : HWND

®om_Volume : long

®em_Events[33] : HANDLE
®om_EventChannel[32] : cSoundChannel *
®om_hThread : HANDLE

%om_ThreadID : DWORD
®om_ThreadActive : BOOL

®em_pDS : IDirectSound8 *
®om_pDSBPrimary : IDirectSoundBuffer
®eom_CooperativeLevel : long
®em_Frequency : long

®om_Channels : short
®om_BitsPerSample : short
®em_pDMPerformance : IDirectMusicPerformance8 *
®om_pDMLoader : IDirectMusicLoader *

$*AssignEvent(cSoundChannel *Channel, short *EventNum, HANDLE EventHandle) : BOOL
‘ReleaseEvent(cSuundChanneI *Channel, short *EventNum) : BOOL
*GetDirectSoundCOMY() : IDirectSounds *

$GetPrimaryBufferCOM() : IDirectSoundBuffer *

$GetPerformanceCOM() : IDirectMusicPerformance8 *

*GetLoaderCOM() : IDirectMusiclLoader *

$nit(HWND hWnd, long Frequency, short Channels, short BitsPerSample, long CooperativeLevel) : BOOL
$Shutdown() : BOOL

*GetVolume() : long

$SetVolume(long Percent) : BOOL

®Restore() : BOOL
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8.2 AA1a cSoundData’
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cSoundData

%em_Frequency : long
%¢m_Channels : short
%em_BitsPerSample : short
%om_fp: FILE*

%om_Ptr: char*
®om_Buf: char*
%om_Size : long

®om_Left : long
Fom_StartPos : long
®om_Pos : long

*GetPtr() : char *

¥GetSize() : long

$Create() : BOOL

Create(long Size) : BOOL

Free() : BOOL

$SetFormat(long Frequency, short Channels, short BitPerSample) : BOOL
$SetSource(FILE *fp, long Pos, long Size) : BOOL
¥SetSource(void *Ptr, long Pos, long Size) : BOOL
S oadWAV(char *FileName, FILE *fp) : BOOL

9 oadWAVHeader(char *FileName, FILE*fp) : BOOL
¥Copy(cSoundData *Source) : BOOL
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cSoundChannel

%éem_Sound : cSound *
Rom_pDSBuffer : IDirectSoundBuffer8 *
om_pDSNotify : IDirectSoundNotify8 *
%om_Event : short

%m_Volume : long

%em_Pan : signed long

®em_Playing : BOOL

®¢m_Loop : long

®om_Frequency : long
®m_BitsPerSample : short
®om_Channels : short

®em_Desc : cSoundData
®m_LoadSection : short
%m_StopSection : short
®em_NextNotify : short

@¥BufferData() : BOOL
F*Update() : BOOL
‘GetSoundBufferCOMO IDirectSoundBufferd
*GetNotify COM() : [DirectSoundNotify8
$Create(cSound *Sound, long Frequency, short Channel, short BltPerSample) BOOL
¥Create(cSound *Sotind, cSoundData *SoundDesc) : BOOL
$Free() : BOOL
¥Play(cSoundData *Desc, long VolumePercent, long loop) : BOOL
$Stop() : BOOL
~GetVqumeO long
SetVolume(lcmg Percent) : BOOL
¥GetPan() : signed long
$SetPan(signed long Level) : BOOL
‘GetFrequencyO long
‘SetFrequency(long Level) : BOOL
¥sPlaying() : BOOL
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cMusicChannel

%em_Sound : cSound *
%em_pDMSegment : IDirectMusicSegment8 *
Fem_Volume : long

9GetSegmentCOM(Q : IDirectMusicSegments *
$Create(cSound *Sound) : BOOL

®Load(char *FileName) : BOOL

@Free() : BOOL

‘SBtDLS(CDLS *DLS) : BOOL

#Play(long VolumePercent, long Loop) : BOOL
$Stop() : BOOL

$Getvolume( : long

¥setvolume(long Percent) ; BOOL
$setTempo(long Percent) : BOOL
®IsPlaying() : BOOL
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cDLS
®om_Sound: cSound *

$GetCollect onCOMQ : IDirectMusicCaollection8*
$Create(c Sound *Sound) : BOOL

® oad(char *FileName) : BOOL

$Free() :BOOL

$GetNumPatches( : long
$GetPatch(longIndex) : long

SExisilong Patch) : BOOL
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cNetworkAdapter

Fem_AdapterList: DPN_SERVICE_PROVIDER_INFO *
Feom_NumAdapter : unsignedlong

$nhitd : BOOL

$shutdown() : BOOL

$GetNumAdapter( : long

$GetName(unsigned long Num, char *Buf) : BOOL
‘GetGUID(unsigned long Num) : GUID *
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cNetworkServer

%em_pDPServer : IDirectPlay8Setver
%¢m_Connected : BOOL
Fem_SessionName [MAX_PATH] : char
Fem_SessionPasswordMAX_PATH] : char
%em_Port: long

Fem_MaxPlayers: long

%em_NumPlayers : long

$GetSernverCOM( : IDirectPlay8Server *

$nit) : BOOL

$shutdown( : BOOL

SHost(GUID *guidAdapter, long Port, char *SessionName, char *Password, long MaxPlayer) : BOOL
$Disconnect() : BOOL

$sConnected() : BOOL

‘Send(DPNID dpnidPlayer, void *Data, unsigned long Size, unsigned long Flags) : BOOL
‘SendText(DPNID dpnidPlayer, char*Tex, unsigned long Flags) :BOOL

$Disc onnectPlayer{long Playerld) : BOOL

‘GeﬁP(char*lPAddress, unsigned long Playzrld) : BOOL

GetN ame(char *Name, unsigned long Playerld) : BOOL

$GetPort( : long

$GeiSe ssionName(char *Buf : BOOL

*GeiSessio nPassword(char *Buf) : BOOL

$Getv axPlayers( : long

$GetNumPlayers) : long
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cNetworkClient

®em_pDPClient: IDirectPlay8Client
%om_Connected : BOOL
$om_IPAddress[MAX_PATH] : char
$em_Port: long

Fom_Name[MAX_PATH] : char
Rem_SessionName[MAX_PATH] : char
Bom_SessionPassword[MAX_PATH] : char

~GetCIeintCOM() : IDirectPlay8Client *

¥nit( : BOOL

$shutdown( : BOOL

‘Connect(OUlD *guidAdapter, char *IP, long Port, char *PlayerName, char *SessionName, char *SessionPassword) : BOOL
Disconnect() : BOOL

¥sConnected() : BOOL

‘Send(vold *Data, unsigned long Size, unsigned long Flags) : BOOL
‘SendTad(l:har*‘ren, unsigned long Flags) : BOOL

$GetiP(char *IPAddress) : BOOL

$GetPort() : long

$GetName(char *Name) : BOOL

$GetSessionName(char *Buf) : BOOL
‘GetSessionPassword(char*Buf) :BOOL
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