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Graphic User Interface 3D RPG Game Engine (2)

Wichai Rattananuraruk 42010325
Sarun Thajean 42010338

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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cGraphics

®em_hWhnd : HWND

%em_pD3D : IDirect3D8 *
®m_pD3DDevice : IDirect3DDevice *
Yem_pSprite : ID3DXSprite *
%¢m_d3ddm : D3DDISPLAYMODE
%¢m_Windowed : BOOL
$em_ZBuffer : BOOL

Fom_HAL : BOOL

Bem_Width : long

®om_Height : long

%em_BPP : long
Yem_AmbientRed : char
%em_AmbientGreen : char
Rom_AmbientBlue : char

$GetDirect3DCOM( : IDirect308 *

$GetDeviceCOM() : IDirect3DDevices *

*GetSpriteCOM() : ID3DXSprite *

“nit() : BOOL E
$Shutdown() : BOOL L E et
‘SetModa(HWND hWnd, BOOL Windowed, BOOL UseZBuffer, long Width; long Height, char BPP) : BOOL
$GetNumDisplayMode() : long

$GetDisplayModelnfo(long Num, D3DDISPLAYMODE *Mode) : BOOL
GetFormatBPP(D3DFORMAT Format) : char e
*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
#SetCamera(cCamera *Camera) : BOOL

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

*SetMaterial(cMaterial *Material) : BOOL

$SetTexture(short Num, cTexture *Texture) : BOOL
$SetAmbientLight(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

*EnableAlphaBlending(BOOL Enable, DWORD Src, DWORD Dest) : BOOL
®*EnableAlphaTesting(BOOL Enable) : BOOL
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cTexture

fom_Graphics : cGraphics *
Rem_Texture : IDirect3DTextures *
Fem_Width : unsigned long
Rem_Height: unsigned long

$Ge TextureCOMO : [Direct3DTexture8 *

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

‘Create(coraphics *Graphic s, IDirect3DT exture8 *Texture) : BOOL

$Free():BOOL

®isLoaded( : BOOL

$Getwidth() : long

$GetHeight( : long

$GetFormat() : DIDFORMAT

‘Blit(long DestX, long DestY, long SreX, long SrcY, long Width, long Height,float XScale, float YScale, D3D COLOR Colon : BOOL
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chateral
Fom_Material : D3IDMATERIALS

®GetMaterial) : D3DMATERIALS *

‘SetDiﬂ’useColor(char Red, char Green, char Blug) : BOOL
‘GetDiffuseCoIor(char*Red, char *Green, char *Blue) : BOOL
‘SetAmblentColor(char Red, char Green, char Blue) : BOOL
‘Gev\mbientColor(char*Red, char*CGreen, char *Blue) : BOOL
‘SetSpecu!arColor(char Red, char Green, char Blue) : BOOL
QGetSpecularColor(char*Red, char*Green, char *Blue) : BOOL
‘SetEmissiveColor(char Red, char Green, char Blue) : BOOL
*GetEmissiveColor(char*Red, char *Green, char *Blue) : BOOL
$setPower(float Power) : BOOL

‘GetPower(ﬂoat Power) : float
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cLight

%em_Light : D3DLIGHTS

$Getlight( : D3DLIGHTS *

$SetType(D3DLGHTTYPE Type) : BOOL

*Move(ﬂoatxpos, float YPos, float ZPos) : BOOL
*MoveRel(ﬂoatXPos, float YPos, float ZPos) : BOOL
$GetPos(float *XPos, float *YPos, float*ZPos) : BOOL
‘Point(ﬂoatXPos, float YPos, float ZPos) : BOOL
‘PointRel(ﬂoatXPos. float YPos, float ZPos) : BOOL
$GetDirection(float *XPos, float *YPos, float *ZPos) : BOOL
‘SetDiﬁusecmor(char Red, char Green, char Blue) : BOOL
‘GetDiffuseCoIor(char*Red, char *Green, char *Blue) : BOOL
$setSpecularColor(char Red, char Green, char Blue) : BOOL
‘GetSpecularColor(char*Red, char *Green, char *Blue) : BOOL
*Setﬂ«mbientCOIor(char Red, char Green, char Blue) : BOOL
‘GetAmbientColor(char*Red, char *Green, char *Blue) : BOOL
93etRange(floatRange) : BOOL

$GetRange( : float

$3etFallOfifloat FallOff) : BOOL

SGetFallOff() : float

‘Setﬂ\ttenuationo(ﬂoat Attenuation) : BOOL

$Getattenuationd( : float

*SetAttenuatioM(ﬂoat Attenuation) : BOOL

YGetAttenuationt () ; float

‘SetAﬁenuationZ(ﬂoat Attenuation) : BOOL

$GetAttenuation2( : float

$3etTheta(float Theta) : BOOL

$GetTheta() : float

$setPhi(float Phi) : BOOL

¥GetPhi() : float
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cFont

&m_Font: ID3DXFont *

SGetFontCOM( : ID3DXFont *

$Create(cGraphics *Graphics, char *Name, long Size, BOOL Bold, BOOL Italic, BOOL Unde ine, BOOL Strikeouf) : BOOL
$Free() : BOOL

$Begin( : BOOL

$End( : BOOL

‘Print(char"rext, long XPos, long YPos, long Width, long Height, D3DCOLOR Color, DWORD Formaf) : BOOL
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cVertexBuffer

& m_Graphics ; ¢Graphics *
&sm_pVB : IDirect3DVertexBuffers *
& m_NumVertices : DWORD

& m_VertexSize : DWORD

& m_FVF : DWORD

& m_Locked : BOOL

& m_Ptr: char*

*GeNeﬁexBuﬁerCOMO : IDirect3DVertexBuffers *

SGetvertexSize() : unsigned long

SGetvertexFVF() : unsigned long

$GetNumvertices( : unsigned long

‘Create(coraphics *Graphics, unsigned long NumVertices, DWORD Descriptor, long VertexSize) : BOOL
$Free : BOOL

$isLoaded() : BOOL

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

$Unlack( : BOOL

*GetPtr( : void *
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cWorldPosition

%m_Billboard: BOOL

%em_XPos : float

%em_YPos : float

%em_ZPos : float

%m_XRotation : float
%ém_YRotation: float
%em_ZRotation : float

Fem_XScale : float

%m_YScale : float

%em_IScale : float
%om_matWorld: D3DXMATRIX
%em_matScale : D3DXMATRIX
%¢m_matRotation : D3DXMATRIX
%m_matTranslation : DIDXMATRIX
%@m_matCombine1 : D3IDXMATRIX
%em_matCombine2 : D3IDXMATRIX

$GetMatrix(cGraphics *Graphics) : D3DXMATRIX *
¥SetCombineMatrix1D3DXMATRIX *Matrix) : BOOL
*SetCombineMatix2(D3DXMATRIX *Matrix) : BOOL
$Copy (cWorldPosition *DestPos) : BOOL
*Move(float XPos, float YPos, float ZPos) : BOOL
*MoveRel(float XAdd, float YAdd, float ZAdd) : BOOL
“*Rotate (float XRot, float YRot, float ZRot) : BOOL
®RotateRel(float XAdd, float YAdd, float ZAdd) : BOOL
$Scale(fioat XScale, float YScale, float ZScale) : BOOL
‘ScaIeRelfﬂoat XAdd, float YAdd, float ZAdd) : BOOL
®Update(cGraphics *Graphics) : BOOL
$EnableBillboard(BOOL Enable) : BOOL

*GetXPos() : float

*GetYPos() : float

®GetZPos( : float

*GetXRotation() : float

*Get YRotation() : float

$GetZRotation() : float

$GetXScale( : float

$GetYScale() : float

*GetZScale( : float
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cCamera

Fom_XPos : float

Yom_YPos : float

%em_ZPos : float

%om_XRot : float

%em_YRot : float

Fem_ZRot : float
%em_StartXPos : float
%m_StartYPos : float
%em_StartZPos : float
%em_StartXRot : float
%em_StartYRot : float
%om_StartZRot : float
%om_EndXPaos : float
fom_EndYPas : float
%om_EndZPos : float
%em_EndXRot : float
%m_EndYRot : float
Rem_EndZRot : float
Fom_matWorld : DIDXMATRIX
%em_matTranslation : D3DXMATRIX
%om_matRotation : DIDXMATRIX

*GetMarix() : DIDXMATRIX *

*Update() : BOOL

*Move(float XPos, float YPos, float ZPos) : BOOL
*MoveRel(float XAdd, float YAdd, float ZAdd) : BOOL
“Rotate(float XRot, float YRot, float ZRot) : BOOL
®RotateRel(float XAdd, float YAdd, float ZAdd) : BOOL
~F’oin'[(ﬂo:a’( XEye, float YEye, float ZEye, float XAt, float YAt, float ZAt) : BOOL
$SetStartTrack() : BOOL

$SetEndTrack() : BOOL

Track(float Time, float Length) : BOOL

*GetXPos() : float

*GetYPos() : float

*GetZPos() : float

¥GetXRotation() : float

$GetYRotation() : 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: DIDXVECTOR3
& m_Radius : float

?‘ParseXFiIeData(lDirectXFileData *pData, sFrame *ParentFrame, char *TexturePath) : void
?‘MapFramesToBones(sFrame *Frame) : void

¥isLoaded( : BOOL

$GetNumFramesg : long

$GetParentFrame() : sFrame *

$GetFrame(char *Name) : sFrame *

SGetNumMeshes( : long

SGetParentiesh( : sMesh *

$GetMesh(char *Name) : sMesh *

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

‘Load(cGraphics *Graphics, char *Filename, char *TexturePath) : BOOL

$Free() : BOOL

317 6-9 paralnezunsuvea cMesh

b4
-~ é o 1

mslinunaraiizldaulaoSonmsen Load) Favzvinis naadoyavesTuma wh
Tuusuvesluma ¥ Wd Texture #1410 Tuna doyavosgai 19 TuTuna fudy

b 1 .
uennniifaliingena GetBound)) M ldlunmsmveuwavesluaa Faamunezldmivuinvea
Tumantvnamla

9y 1 [ 0 ' v o * 2 B aa
M3 ldaunard cMesh dmlngoziausususy cobject (Mo ldlumsuanilaa 3 37

20NN NAIULAAING

6.10 AA1E cObject
dy 9 o aaq Y kY £ [} Y %
aataioz lglumsiswaes luaa 3 4 1Heeamantine Seezaoldmuisoldauluea

aalyl ¥y 1 P=t ar e 9 [ ° o 3 P
3 {id ldedadidsydniam pazlinumizoanuirlumsnulueadosiaa



36

cObject

Fem_Graphics : cGraphics *
Rem_Mesh : cMesh *
Rem_Pos : cWorldPosition
Rem_Billboard : BOOL

F¥UpdateFrame(sFrame *Frame, D3DXMATRIX *Matrix) : void
‘E‘DrawFrame(sFrame *Frame) . void
?‘DrawMesh(sMesh *Mesh) : void
‘Create(cGraphics *Graphics, cMesh*Mesh) : BOOL
$Free() : BOOL
~AttachToOb]ect(cObject *Object, char*FrameName) : BOOL
SMove(float XPos, float YPos, float ZPos) : BOOL
SMoveRel(float XAdd, float YAdd, float ZAdd) : BOOL
QRotate(float XRot, float YRot, float ZRot) : BOOL
‘RotateRel(ﬂoat XAdd, float YAdd, float ZAdd) : BOOL
‘Scale(ﬂoatXScaIe, float YScale, float ZScale) : BOOL
‘ScaleRel(ﬂoatXAdd, float YAdd, float ZAdd) : BOOL
$GetMatrix() : DIDXMATRIX *
$GetXPos( : float
$GetYPos( : float
$GetZPos( : float
$GetxRotation( : float
$GetYRotation( ; float
$GetZRotation() : float
$GetxScale( : float
$GetyScale( : float
$GetzZScale) : float
‘GetBound(ﬂoat *MinX, float *MinY, float *MinZ, float *MaxX, float *MaxY, float *MaxZ, float *Radius) : BOOL
$35etMesh(cMesh *Mesh) : BOOL
SUpdate() : BOOL
SRender( : BOOL
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clnput

Fem_hWnd : HWND
®eom_pDl : IDirectinput8 *

$GetDirectinputCOM( : IDirectinputs *
$Gethwnd( : HWND

nit(HWND hwhd, HINSTANCE hinst)( : BOOL
®ghutdown( : BOOL
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clnputDevice

%em_Input: clnput *

Fem_Type : short

%om_pDIDevice : IDirectinputDevice8 *
Bem_Windowed : BOOL
Rem_State[256]: char
%em_MouseState : DIMOUSESTATE
Feom_JotstickState : DIJOYSTATE
Fom_Lock[256]: BOOL

Rém_XPos : long

Fem_YPos : long

$DeviceCOM() : IDirectinputDevice8 *
$Create(cinput *Input, short Type, BOOL Windowed) : BOOL
SFree( : BOOL

$Clear() : BOOL

®Read( : BOOL

$acquire (BOOL Active) : BOOL
$Getlock(charNum) : BOOL
$SetLock(charNum, BOOL State) : BOOL
$GetXPos) : long

$35etkPos(long XPos) : BOOL

$GetYPos( : long

$SetYPos(long YPos) : BOOL

®GetXDeltad : long

$GetyDeltad : long

$GetKeyState(char Num, BOOL State) : BOOL
$5etkeyState(char Num, BOOL State) : BOOL
‘GetPureKeyState(char Num, BOOL State) : BOOL
¥GetkeyPress(long Timeout) : short
®GetNumKeyPresses( : long
*GetNumPureKeyPressesO long
*GetButtonState(char Num) : BOOL
$SetButtonState(char Num, BOOL State) : BOOL
‘GetPureButtonState(char Numj) : BOOL
$GetNumButtonPresses( : long
‘GetNumPureButtonPressesO :long
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cSound

fem_hWnd : HWND

%em_Volume : long

%om_Events[33] : HANDLE
fom_EventChannel(32] : cSoundChannel *
®om_hThread : HANDLE

$om_ThreadID : DWORD
Bom_ThreadActive : BOOL

%em_pDS : IDirectSound8 *
$em_pDSBPrimary : IDirectSoundBuffer *
®éem_CooperativeLevel : long
om_Frequency : long

®om_Channels : short
®em_BitsPerSample : short
$em_pDMPerformance : IDirectMusicPerformance8 *
$om_pDMLoader : IDirectMusicLoader8 *

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

*GetPrimaryBufferCOM() : IDirectSoundBuffer *

$GetPerformanceCOM() : IDirectMusicPerformance8 *

$GetLoaderCOMY() : IDirectMusicLoadeB *

®hnit(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 AA1d cSoundData
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cSoundData

$em_Frequency : long
¥om_Channels : short
%om_BitsPerSample : short
%om_fp : FILE*

®em_Ptr : char *
fem_Buf : char*
%om_Size : long

%em_Left : long
$om_StartPos : long
%om_Pos : long

*GetPtr() : char*

*GetSize() : long

*Create() : BOOL

SCreate(long Size) : BOOL

*Free() : BOOL

$SetFormat(long Frequency, short Channels, short BitPerSample) : BOOL
$3etSource(FILE *fp, long Pos, long Size) : BOOL
$SetSource(void *Ptr, long Pos, long Size) : BOOL
$LoadWAV(char *FileName, FILE *fp) : BOOL
$LoadWAVHeader(char *FileName, FILE*fp) : BOOL
$Copy(cSoundData *Source) : BOOL
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cSoundChannel

¥ém_Sound : cSound *
®em_pDSBuffer : IDirectSoundBufferg *
%om_pDSNotify : IDirectSoundNotify8 *
%om_Event : short

%om_Volume : long

%em_Pan : signed long

$em_Playing : BOOL

em_Loop : long

®em_Frequency : long
%m_BitsPerSample : short
®em_Channels : short

¥om_Desc : cSoundData
%om_LoadSection : short
%em_StopSection : short
%em_NextNotify : short

@*BufferData() : BOOL
F¥Update() : BOOL

$GetSoundBufferCOM() : IDirectSoundBufferd

$GetNotify COM( : IDirectSoundNotify8

$Create(cSound *Sound, long Frequency, short Channel, short BitPerSample) : BOOL
$Create(cSound *Sound, cSoundData *SoundDesc) : BOOL
$Free() : BOOL

$Play(cSoundData *Desc, long VolumePercent, long loop) : BOOL
$Stop() : BOOL

$GetVolume() : long

$SetVolume(long Percent) : BOOL

®GetPan() : signed long

$SetPan(signed long Level) : BOOL

GetFrequency() : long

$SetFrequency(long Level) : BOOL

$isPlaying() : BOOL
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cMusicChannel

%em_Sound : cSound *
Yem_pDMSegment : IDirecttMusicSegments8 *
Fem_Volume : long

*GetSegmentCOMO . IDirectMusicSegments *
®Create(cSound *Sound) : BOOL

®Load(char *FileName) ; BOOL

$Free(): BOOL

$SetDLS(cDLS *DLS) : BOOL

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

$Getvolume) : long

®Setvolume(long Percent) : BOOL
$3etTempo(long Percent) : BOOL
®isPlaying( : BOOL
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cDLS
Fom_Sound: ¢Sound *

‘GetCoHectionOOMO: IDirectMusicCollection8 *
$Create(cSound *Sound) : BOOL

L oad(char *FileName) : BOOL

$Free) :BOOL

$GetNumPatches) : long

®GetPatch(long Index) : long

$Existlong Patch) : BOOL
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cNetworkAdapter

Bem_AdapterList: DPN_SERVICE_PROVIDER_INFO *
Fem_NumAdapter : unsighed long

$inito : BOOL

$shutdown( : BOOL

$GetNumAdapter( : long

$GetName(unsigned long Num, char *Buf) : BOOL
¥GetGUID(Unsigned long Num) : GUID *

7Ui 9-1 nmalnezunsnved cNetworkAdapter
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cNetwarkServer

Bem_pDPServer : IDirectPlay8Setver
®em_Connected : BOOL
Feom_SessionName [MAX_PATH] : char
Pem_SessionPasswordMAX_PATH] : char
%em_Port: long

Rem_MaxPlayers: long

Fem_NumPlayers : long

$GetServerCOM( : IDirectPlay8Server *

$nit( : BOOL

$Shutdown( : BOOL v

‘Host(GUlD *guidAdapter, long Pott, char*Ses sionName, char *Password, long MaxPlayer) : BOOL
$Disconnect( : BOOL

$isConnected() : BOOL

$3end(DPNID dpnidPlayer, void *Data, unsigned long Size, unsigned long Flags) : BOOL
‘SendTE»(t(DPN(D dpnidPlayer, char*Tex, unsigned long Flags) :BOOL

$Disc onnectPlayer(long Playerld): BOOL

*GeﬁP(char*lPAdd ress, unsignedlong Playzrld) : BOOL

$GetNam e(char*Name, unsigned long Playerld) : BOOL

$GetPort( : long

$GetSe ssionName(char *Buf) : BOOL

$GetSessionPassword(char *Buf) : BOOL

SGetaxPlayers( : long

®GetNumPlayers( : long
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cNetworkClient

%om_pDPClient : IDirectPlay8Client
fem_Connected : BOOL
Rem_IPAddress[MAX_PATH] : char
fom_Port: long

Fem_Name[MAX_PATH]: char
Rem_SessionName[MAX_PATH] : char
Rem_SessionPassword[MAX_PATH] : char

~GetCIeintCOMO : IDirectPlay8Client *

$init) : BOOL

$shutdown( : BOOL

‘Conned(GUID *guidAdapter, char *IP, long Port, char *PlayerName, char *SessionName, char *SesslonPassword) : BOOL
Disconnect( : BOOL

$isConnected() : BOOL :
‘Send(vo!d *Data, unsigned long Size, unsigned long Flags) : BOOL
$SendTexi(char *Tex, unsigned long Flags) : BOOL

$GetiP(char *IPAddress) : BOOL

SGetPort( : long

SGetName(char *Name) : BOOL

¥GetSessionName(char *Buf) : BOOL
‘GetSessionPassword(char*Bur) :BOOL

Uil 9-3 aaralaezunsuved cNetworkClient

amaaziimsiFuldanlasiimsiSonmsen i) milounaia cNetworkServer HAZ9
a o 4 1 v ad 4 a
Suimsirouse lddagsvines Tavldusen Connect() Fevedoavonninuay P YoussWnosiay
{ o 4 ' 3 4 5 { Y S 0
venuugmYKes AN iMIwe LM 91n1ULDNFoUDT Session NABINTIENTINUAZET Session 11U
v (] [~ {l :,' o ° 4 T v ad e'q’l’
tsialumsdsnd 1 lddh 1dée mmiudeeiinis @oude lddud e iy d1dens
ATIvARUMIIMIYeNADagHT e 11 93 191u50A IsConnected() iiaratTUMIAT I erOY LA
1Y a A I v ad 7 d ° ~ Y -
ABIMIsENEANMIIFBNABAUITIWI0S NazsiimsiSonldiusen Disconnect()
[ 1 [~ (] H { =4
Tumsdunaimazldiusensy 2 seanfie fidesmsdeoyanitiugiiuunuidesns f
Y} £ o Y Y] 1Y Y Aoy et
vz 191us0n Send() Fedududorvonvinavoauaiasdie udd1deens daitoadonnuetudelo:
P Vi ' [ '
141500 SendText() Gavi1Hazaindemsdunnnnifiusen Send()
4
TumslFauaaa cNetworkServer ttazAad cNetworkClient 11 32805 Ms Funoanatd
ananmiuamalni desnndriiudesdinsdszuanadamsfumaaemuiiglddesms
e Y Fo e Y, 4 4 409 o A
dnfumsiiuneanmaiuesdeaiimsaduusealmiuun efivedamsfugduuve swaiaed
P 1 (] = o o o
4l4d0ams Fadmlnajezadialaliisomseniiu Receive) TaoagSumemaann wasfiins
el a 0 u’/l o
asnaouIuwmasrtiala taziinsUszmanamaas 910N 19 NSAUAUB UL

o ' ' £ d 9o a o
wieiimsedelaedanitsmuiidimndesmsauriiavesnmeaariu



48

uni 10

ﬂ”li’t’)@ﬂ!!‘lj‘lJlﬂ‘le’)‘l—ﬁHﬁ‘lJiZ!ﬂﬂ GUI MU NIYI RPG

10.1 HenuvounMaHINUsEaN GUI
a > = & A A Y g =
(ANOUIU YI2IAN GUI (Graphic User Interface) A0 1A303UaNT0IUMsas1any Adaun
A 1 o Yq YA o = : AYq Y 1o & Y Y o Y =
Anronuflatianyue 1y Graphic Taend 19 luduiludes Tanuganudrungaumsdsu
] b4 ) v
Tusunsu Taodld Idmmssmualszinnveuny MezadieiileiFos naznimiviuiontszinnves

/ _a ) o 7 Yq Yy v a Ty
INUADUIU ﬂizlﬂ‘ﬂ GUI 11’7?’15\1ﬂ‘U‘lJi%lﬂ‘V]‘ﬂJ@QlﬂiJﬁ‘ﬂFﬁ(l"ﬁﬂﬂﬁﬂ'ﬁ‘Dzi’fﬁ%’i [WYIUNTUU

10.2 Henuvaunuilszion RPG
\ g ¢ a Y A o a
1nu521AM RPG (Role Playing Game) (Huinud szinninsideseuunimimeduiuaiy
PR A = Y 4 ' g
iHipiae s 1dnuer 13 Taeezlimsyanuiy NPC (Non Player Control) tVev1u19a15 i u
o Aa ¥ A { ' @ o
UszTesilumsdutuauiiesoadiis 1anwuetl3 Insaed fu NPC Uszian daddszwaia
1Y { [ v ] A 1Y o o
(Monster) 8z faagAsNII@IUNIIMIZTMs AU daesegansn a1 11nmsh ladiu da?

9

a 1 o U s 2 ° [
Uszrana uazazilimsuddSaurmeaanndiuenaives NPC Tuinud Feegirlddusidnayn

u

9
AU HazausIausanums Idmunuduuail

10.3 umﬁﬂmaqmieammmnmauﬁu ﬂixl.ﬂ‘ﬂ GUI
P a e ) ° =~ '
mmmﬂmmamuﬂixmﬂ GUI uiJ“U’E)‘lJl"llﬂcluﬂ'lifﬁ'l\‘i %'ILWS'WLLH’JLﬂiJGlﬂLLH’JLﬂUHQ L¥U
Y Y a dey v a o PR =
"ri’lﬂﬂﬁ)\‘lﬂﬁﬁi"lﬂlﬂm’t]ui]uﬂimﬂﬂ GUI ‘V\“l‘msmﬂmm’s"lamﬂmmuuunmuﬂﬂa‘nwm INUIBDU

]
a ~

s eonine: luansair ladhadhunuuuadua lduennnuuanuis ladmua Mudusn

B

a

msaanunuimnzaylumsnezihiniunueudndszinn GUI
\ a { o w v ¥ a 4
nueUIUsZINN GUI isddezadie szadavudunueuduilszinn Gul o ldlu
4 yo LY~ {a e (] v
msadrunulszianiny RPG ieamnmunniidduiiufiden luilegiiu'hiin inensearnlsema
A::’:.S ~ 9 E) I~ L) Al R P

uazanuaynveunuinom s laaauunumdn 1y Aaenvounuieduiiugossa uazinu

dyud ld':ﬂ' d'a:gdAl' o a d'lcislw
Uszianilfalianuaynegiizeasnninaiu 3sadnunziunueudulszian GUI o ldann

v
LU TAUm NI

a d’ 9 ] I~ 1 ' A
ueuIulszinn GUI ldeenuuy szutsoeniludesdiulvgq Ao

] v
- dwidumhandededud 14 lums a3 1unu(GUI User Interface) laveutivziludiu

AR19F62 GUI ¥iim 3 ad1amnveany aulasaisan ldanuer 3 lasez aansaud luan

U

1 7 ya a 1 n:y ' 5
AN ﬂ1EJ(1“LlLﬂ3J’CT 'lﬂmﬂmaui]umuummu



49

o

1 { 1 [l dy 1 a !
- dn1l41aunu(GUI Game Player) Tavduilveudwuidlianiuaudnldaianudy

E4 k4
11'1!,’(11«!‘15]/ Tﬂmaumummauwmummﬁu

sziiu1d9 Taesdniuneennindu udiezidanaeiimidinueuiutaaosdau
annsadaderiuld dauiiite File Seript TaoTua1v04 File Script ﬁﬂzﬁwﬁwﬁﬁu%gaﬁ
W umsadrany awitdlF s muatun Taudedl$ms adraunusig GUI User
Interface ¥2399% 14 File Script f1311n tazidodF1dmmsidunud I8ad1ed s
GUI Game Player 1083 GUI Game Player fﬂz'v'hm5(%'ﬂﬂ%’eyaﬁéﬂ%ﬂﬁa%’wqﬁummﬂ File

4 I o o a
Script m’fmnﬁ'é)ﬂixmauﬁm@aﬂuﬂugﬂmmmna ﬁﬂ'Hﬂ‘lzﬂ1i'VlN1u°U’E]\1!.ﬂllLf’Jui]uIﬂU

sadsh Idnarnudinduszannse uaaslddagal 10-1

File Script

il 10-1 wamsmsinadaesanveunsenuduilszan Gur

10.3.1 inaeHduszian GuI Tuawmiiilunihafianediau

b4 ] ] [
dautlazlinti SU Input 910 Library 1 18dmua 13 ludveunueudu momnataliifu

3 [} v v
inudsznn RPG muiileisoan lamnua'ld Tasazaunsauaasvanmsyiianldss 51U 10-2

QG

File Script

3T 10-2 wanamsiauveunseuIus:nn GUI a3y User Interface



50

o @ ] 1 a g
MINUAILSY Input 11970 Library e09aU fio dauiiilu Model Library

1ag Action Library TA89&H1U 42 GUI User Interface #1d393ar31990n11ilu File Script Tao

10.3.1.1 Model Library
(T library ity wanTumasen idedlunud Tavszutseaniiu 2 Uszinm do
: P a % : o gy A g
- Library 15u53uununnelumnud (Map Library) zifiu Tuaa lugufidudid uimy
Ao i g Py}
Manuanazansohu Iy
[ b
- Library 1520590@30:A50199 010 T1inud (character Library) Tudaufiszifiu Tumaly
dauiudu drazasaiie TR0 101500
[ ' b4 v
- Library N5905903n803196199) (Environment Library) Tudaufiazifiu luaaludui
' b4 )
Wudatoad e wu thu duld A8 Fea fudu e 181 Famns il 194sznou
NaniaIn1elun
, P a ! | a g a ' s
- Library N590590@99090199 (Item Library) 9590 Tueaiiilu evesaanntolunud
' 9 ] 1 . E 4
13 8175 vURNNAS Tuaniiuandneindedoad1ansan Favesaeqnolunudiioz
g y ° P [ o Wy
anso iy 18 wazrinnasaeuou lumeluny1d @ mindrazasveaslylg
o o ] 1 ] a iy v
U ¥ dez liansaduduiiea]d Wudu Tasszarenn fedoaaseiilyle

sgaunniisand1afon

10.3.1.2 Action Library
(1 library fisduswidaiiiiu action Hozdesldmelunudion 3o iEls aunsa
@omnldmeluny 15y action 7 191umsme, action 71915 1% 104, action A1 umsRIMS

Wudu

10.3.1.3 GUI User Interface
' Y o 1 A d' o 3 [
dutlsziludauilszuaanann input B4 IdmMsden1191n tibrary 1nsaifinio1 13
v ' ' & = : A 9 v ¥ o v g ' =2
A INTIE519vDUA AL dIUFZIAATR Class diagram tazio 14 18 ms Sarfuave) dauiios

ims@eudoyanslu File Script

10.3.1.4 File Script



51

duiiiudmildifudoyail$lunsainnudsden molunududnid141dms
v

fmualiTay dofld1dvhnsiafudoyadildiinisa$1991n GUI User Interface 118282 GUI User

Interface N211M 3§14 File Script iMa1ii00n1

10.3.2 inueuduszian GUI Tuadwilfidumnud (GUI Game Player)
4 v ] '
Tudtlegsihmihn@anefy File Script 711811910 GUI User Interface tio1i111s=u7ana
[ Al Ay v 9/549). a 1 9 ] ‘:’l ﬂ 1 o
uazdndeiagmuny A lasenuuu Bud Tunueuduludiuusrud lududiezsudui

5 o - d 1 [}
ADUAUDY input MINFTY vz IdoonuuuIle mouse iumniuguaislunudududiulng uds

] 9y '
Jnihwuaawalasmsmausefinaniniozuanaldses Ui 103

Y

File

Display

Uil 10-3 ugasmsianvounsuewduszian Gur lua1uvos GUI Game Player

10.3.3 File Script
Aait ldnaruudriunueudu Uszian Gu fNldeenuuumesiid it iduaiion
@ 4' o 1 [l ::i I~ Y 1 a 1 v 9q ¥ 1 a Y [~{ Y d'
AInaN euMIhnussnIed ity whandasefud ¥ uazduildiawny Taovziluga i
1 ' v
vimuagIuaaneluny 4 file sript 7 1doonuuuin 191 lunueudy wivimua 12

Uszian o



10.

11.

12.

52

i o { o Yy v Y
mfs (map file script) thudoyamuaruniniigldldinmsidenseninld i laden1d
4 4 [~ : { '
210 11U 1% model ¥002'l5 14 texture Fooz 15 WUAY Az file script HINNIZYNEIY

@1l ueudy Tudrunlsauny

A

Q' 1 1 é o |
env (environment) A UYeyAvEITIn0as 198199 molunin Feegszydwmis sz Fo
v v
Y04 file WINeANA emod NFeADAS 0 TURINTUAA01F
=] { a ' d'
emod (environment model) dxiiudoyalud M8 model voadanea19a19q 191y

Lot A A
U YU ¥D model U0 texture

D.

g o ° ] 1 @
odef (character definition) thudeyavesdazash 414 1dMimsiaeninld wu Awds

u

Aa 1 d o o 9y
¥ A1szaun1salaInzas model NAIAZAST 1%

E4
@

< Y 1 A v W 1 S
ch (character) iNudoya ludanifsanudiazasnisTunin wu antilidrazases 1s
g o 1 Y @ @ %
tha ifudumsvesdiazasmolunin Taodaaznsd19i definition Y097 UDIFI9Y
g1 file WIUANA cdef
A o @ o 1 { o
cmod (character model) 90yasIAnEAUEAA189 AU emod Aovznudoyaludiuiily
model TudauvDId0zAT
g v Hdq v ° 1A A = '
trp (transport) 1N U0 YaVRIYAN IFUBNA MU ialimsi/asuuilasminszninemin
=4 a ' g o wa
idef (item model) Hudoyavesdevesanngmelunud Tnsdoyanifuezilugamnia
a > T o Y a o a v q Y =)
YoIFIVDIU 13U Ao ldnunazNunaaln 200 Wuau
X £ s 9 ' a ' A o
imod (item model) 1AUYBYA 1UaAIUYDI model Y83 TV M TUNY dzMiBUAY
A A o ° Y
emod LA cmod ADVLITL) H¥OUDI model LIAT texture Nzl
A ¥ 3 a g [~
inv (inventory) file ¥iiatlaziims Idanuaesszian fio 1od1999910 file mfs Aozidlu
v 1 v ' '
msddiedmlsvesdwesluminudazminieszuaas lumniilidaves dvla
1Al o ' 3y 4 9 a A Y a o Tt daries
agnd e lvuthe nazdiiadnedenn file ch 130 919890INAIAZATUADZAINTZE
o It & " @ 1 1 o
wneiediazasiitidweses lsegnoludazasthatSvualouilundesldloms
I~ { 4 o o A a d 1
sop (script) iU file AldnuMmdenldnrugumaiia mgmsal aregaelunuylay
Ty [ [l
mamsalmelunusgiidiuveniiumudiu fo
O P o : Y] Sl e
MM UNAATUAIIHUN (map script) 9 1FRIURUIMA NI TRl IAaY oI Tuuwy
44 . 4 4 44y 4 a 4 v
e nuAuNING) nasumas Inven ifuau
/e a ‘g v v 5 5 Y A a é’ @ ' '
1Myl NIRRT UALIAY (object script) 32 19MIVAUIMAM I NIARTUINTAGAMIITY
& v W s A I A a ‘: [ £y
enufiudlazas unud Woinudsvesnanuunu 1udu
a a c;l a A o 5 x Y 7 a :31’
mgmsnnadu TuuTnUNA M. (region script) 3z 1¥A1URMIMaMstiTIAaTU Y
a ci 9 Y a Eanl
UsnUNARIMs IHiRAmMan13alae

I~ d { a a s § Y] 1
tt (route point) iU lWdn 1¥nruguitananisiinvesdlazas i lilsddiau nie NPC

¥ .
=1 A

Tavoz IRd 14 Idmmuaianiaazszozna e Iddrazasmariiinaouln,



53

10.4 m3voAUUUINIRHIUGALSAN GUI Mmsunuuul RPG
o A Yy o o o & & g o
ANBUZIAULIUI RPG Aofaudosainuninmiudiazasdrladmidssudusmszion
v @ o’./’ Yo a :::’ & 1 [ zj’ A dan Y
uarnuuaInszion Yuldduiiulumuiiesosaunzouny Taudnyazveuiiosos aid
Y] 19 Y 1o & P P T o Yy o1 oA
naegluuumAdaunuezesnuUUI uadnyu: TaoHuT U ATy Imswusagudlaiive
2 , P, a A Pl - = A a
©1eIuNTIuNed1e Tud lydSmn niewwesdaiu lUmuanuauisavesgans=ion waes
ms ldwudan unusiodnie veualdud ludSmnmevsniSenn nieluwudagudisinitoly
v v TN
Ussnudlulédnua udaeuiny Tao Usmnlunsazdiniu owezeglumnvdounuiiuansdiasuly
[~ o 1 3 ° 4 Y (e~
Wudu sziiulédin mavenuuLmuIL RPG flansadmuaiiionsldnannais Moy
v ) ¥V ) v
MsMMuaioFeImsAmdua UMUITiaIT oY navaIny

1 @

. » v ] ¥
M3a514 GUI RPG site WasranuldTifleseainamnnaroiiusdead s dnvaizinuimn

E4 v v
RPG 1iuiiluadels uazhunuiimsgniFan3oiels wzfuldiimsnalsauminsdevien
o o 4 2 oy & o & o
dostumazasuagdsvesnedanetaiiuiiugiu dnfumsadis GULRPG Aianniadoaien
< o : vq Yo & o v & &
Uszinnveadaves uazdaazas ane Pldanu demsiannl@iiudunsunazannsawdoy

& 4 Y & A Yo a Yo Y
LlﬂaﬂluﬂlﬁﬂﬂlﬂﬁqﬂﬁﬂWﬂﬁEﬂﬂ “HQV]TQV]?JPJW@JU1 lLUﬂl]53!ﬂﬂllﬂ$ﬂ’ﬂllﬁll']ﬂ‘ll@\‘iﬁQﬂN"]vl'JﬂQTIJ“U'N

u

a9

Tuaaing

.
( : Tuwn / t )
< “umn #wnde ( S \)
ArazAs )

LS T
\. u

i o e ] Fao \{
E 0 \ 1 : , L
{ N \/ domadle | | | i | i
| dmmzen || ARy | \\ | ’ o | | |
/ 3 7 - 2l

| / oo N eeamn\ -/
“ | o0 | 2178 | Baderiu || ||

us

/ \\
L o S— e ~— o

ey s

futesia > Aulay < amzaﬁn J
: /, Jo\ Wil )

N ~——

7UN 10-4 wanagy) Uszinnvealuaa

L) g Y1 Yo Y a ANy
mﬂgﬂ“lmﬂu%:mu‘lﬂﬂ @WWl‘111‘1§]UU\Tﬂi3Lﬂ7ﬁla\3fT\WnQ"‘]ﬂ‘llla']ﬂ‘]JsUuTﬂU



54

Tuian mnodededan u GUI RPG Mgiduansaideninldauld

]
IS

4 = ' 5 |
10.4.1 Tamaueud vanodeduruiinlddiauannsadeninaduny1d Faezidlunn
A
M

[

e 1@ seneudlodaneasa daves nsedlazas 1aq

o o sy o1g 1 A, a A
10.4.2 Tuaa¥ag winefadedislunud T lgunuigahunawu Tueaunud 1o
[~ & A Y [ a Al dy &
dsznouilunianiiaqmeliiinnuuanavesgiidszma uag thofnuaipl Y
) 2 W = A ] wirsg)
10.4.2.153uaad1a:n5 Huedeazas lununaunsandou lviuaz Taneududiay
Y ° ey Y 1 = v [ ]
18 aunserhunalszneudy Tumaunud o lininudazain tdlazasuanaiadulyl wu Tuea
= v o Y g y Yol A g aai )
LT aun 9199z 15y noudan danzasweA iy U1y dauBn ounetziuauuhiing Tosy
I~ (L= 1 v [ H
21y Wudu Taouailugszinniosaudnbuzinuiu RPG Al
o o et d v A 3w Ady Yo
dnswien shazasdsznniitudmssenlumsauwny fedludiazasni ldauae
[~ o PR U v W 4 o a o :j [ a Y
waz Wudazasididwnuez 14 diduioduiiuny TagdamsziemiuazinnuaIuIsan1eeanea
7= ch) v aa 19 9 o 1 ya 1 A o = a o 19y a o
pazlmnderia muuadadiunudhimuailiiiohla niedimuai 017502 l5Aadaogthe ind
TumsTowidag aadestalumsndou anwemalumsnaunil wasddamnsaiildnse
4
Sanuansolumslemoiie li uazl¥ed1als Taedanszentive luadra B lunulild mse
[} o A 9 @ ; 1 9 v Aaa A (] ==
e ldannsasinld tazsanszeniimnaundmarianua use lavainawnao tnuay Tay
Y v v 4 A Y o v A o ) y
madeinmsatrunylfiiesmannay avadmualiidendanszion lavainvaleaie
U o ;d [ v @ A d'i =1 v W 9 a
ffing drazasiszinniliudaziudamszion AoiioNsRENUAINTZIONABIIMS
1 Yo A = v o :1' P\ 1 [ l,l 9 19 Y ° ey
Aogiu nieniliulasddngiuilinnuaunsouanany U uduadairunuezimuainiiaiu
9 . b4 ) v
anseatiels waziimsgnismnlifudazasdaiinde ld e liifloseanlasuulaqlan
v T A A Y v Y o Y (a 2 p Y oY 4 oA
foams wuislmsairsdmidaguiiiimualilIsunudugaiiioaniuae viemruaNiion1y
9 SJQ' A d’ 1 v oW 9y o =1 A' d? 9 v @ n’:
ud1adveans lsin 'nsamammﬁﬁgummws:mﬂummmmmaz"limwumq Taodafingiu

v Aa ]

da = v W@ o Y1 [ d‘l Y a

g SIS umetuauen tazaunsasirualaindumhla e lvifaanurarnnatsluny
e A A wda Y 3 Y A | Yon & @ A gu aa Y a o e >

U ledanszionindmimion fdoudonaedniudadagniindsdialnavaiu Tasdadagiu

I~ o 1 1 1 [ ] 1 4 U Y] a 1

& nsasruaanuansoudazedialdaeiu wu anwdealhlumsintoulna swasada m

Y ]

o a A 1a A o ' Yy o 2 Yo < Y
WAIAID ’CNGU?J\W]'OUﬂﬂﬁ’)ﬂEqﬂﬂULNE‘JTﬂuﬂ’JWiZLﬂﬂ‘N’M"IHLLﬂ'J ﬂ%zuﬂﬂﬁﬂﬂ]ﬂﬁi'ﬂﬂ’)ﬂi&ﬂﬂ Ll‘uﬁu

Lr)

A o

o dyd o o P Vo 9/ @ & = 1w
shwaiiiee mazastsannildudlazasnig 1u 1l eaanszien $aziFon21d2
A o o A A o Y a A ya & Pl
wafioe Tnsdnyazusasnaiios soriedamszionlumsud lvdeu nselddsounolssTomi
A Y A‘ [ LY 4 PL a
TumsimuaL s avesianszon nselidwestudanszion iedse TomilumsudludSenn
v 9 )
Tusude 'l dadrunuans o1 GUITRPG lufmuaiilesesnn aAnummanaioyes dawaiioqld
[~ Y1 o LY :/l o 4' Y a
w1831 Tuaadag szinn Tumadiazas dudmuauune dinuiinnuvainnae
% aﬂy & I~ [ W 1 Yo Yy a s Iy [ :,' =®
voaiavasuaziiosounuiumndn ua hi'lddm g ilszmealinnunainnaiominais daiuda

Yy A o = A a ]
foall Tumadng dnilszianfe Tumadunanoy



55

o v a2 a 9 ' A o a A
10.4.2.2 Taadanaden ninedsdunadouarsgnihudsenonlu Tuwaunui e
v & 5 2 daa R e T e e RS e JR
Tifunntunmanilsatgidsemeaesiu udheslununindea du wu Tuaausui il
i@ 9199 A NULUAnA19ve4 Tumadunadouy nemurasnlua lvary aaUNzadIu1®19
v v
Usenoudnels FuhInama sudu Tae Fanadeuivausousa ldvarnvatsuinni arazas
19 o Yo 9 @ [ dy
uagwann Tasmualindne dail
Tanadeneadie Ao dineadalasiall Hlanulng Ta Worinndszneudy Tuaa
A Y o Y 1 a ] ~ ;’,’ =1 &
unud 13 e lundazanasuutlas i @y Tuaausui oud 11U DUUTIIHUL
o I~ a ' = %
szneudan AngaqnaeqAnduiuiii auwas N AIUaUUDNTENTII0 19925 ENOUAIY
) d VY g v a (VR o q ¥
thunuamodluauulumytin dudu mnanunainra1ovesdnouasa dies Moy RPG
e B 3
uligiiszmeanuanaiaiu Tas g
SN v ' s y
Tumadls deduls fudiuszneumaniisg Aarauuieliaiming eenudy
{ a [~ 1 I~ o 1
wazifAougitlsema dumath 1 wmudiea Tunvuusn fudu i ldnnudazainlunu guan
1 o g 4 g A (] Ao v W
nanw ﬁmumminmwumﬁaﬁmlﬂuaﬂﬂszmﬂﬁ @unieantianiidafaglas anth1#
tiddagitludad dudu
c; u:l a 1 =3 A a o (] ;
Tumaranadeaiall fofaneaiudng use Fauesgndnlaoiall wulds (e
Y a y A
fouiiu 5o hudu iNeaNuaIBNUDUNY
3 P o a Y] AL o A v a
wiin1dn Tuaadag Uszian Tumadanaden Husmuauuie inuiianunaianay
a [ 1 [] a 9 Y o = v v []
nagiilszmaniundn ualdaansaesyadieldaaazas lunu Tanummsauandng du li
4 a Yo o @ Q’l’ ] @ I~ a
aunsagnideulvueadSaun Biudaazas Id duiufas Tueadag diudnlszanie Tusad
04
Taaadeved ninvasdavesaag luny ATdnyazuand1991n Tueadunadon asa
. o B A a9/ 2 5 a o ga v °
fannsafiudseTenilumssuiuiloos madmuadSeungn 3dudavesiss mismua
d Aa { o o o [~ A
s Temnivpeasveslumsssunlasanuensovesiaazas msfmualidrazanfudwesll

v
A [

aniy = A o Aa [l a 1 g o Ao o
LW@L‘WHﬂﬂHﬂ’IiT%NG\ UASINNNDITIA LYY ﬁﬂﬂlﬂ\‘ll‘ﬁuﬁﬂ ﬂWUﬂﬂzlﬂHﬂW’gﬁ‘ﬂWJWixl@ﬂ ‘H?’E)@'I’Jﬂﬂz

a y

VATt A Yo QS y ) A A ' @ g A a
N?JQLWEW]E)ET HSBﬂ’Iﬁﬂu@]iﬁﬂ?Wﬁlﬂ@Q L‘BuWﬂﬂ‘ln\l')“lﬂU NIDAIVDIUBU Y1TNR lﬂuﬁ\‘i‘“aQﬂll'J

a @

o/ o o ‘é ~ J ) (3
AYINAIN ADINUNAIAINTZLON ‘Vﬂtlﬁzmil RPG 1UN9 Mﬂﬁ?ﬂﬂﬂ1ﬂﬁﬂ1ﬂ1uﬂﬁmu1${ IFUAINITLDN

Ne

9y

ﬂﬂTde] MY @ﬁizﬂ“’ﬂi"%ﬂ UAMNNAINTZIN QﬂﬂUﬂﬁWN'ﬁﬂﬂ@ﬁi 4k Llﬂ’ﬁ‘lﬂ nJuﬁu Iﬂﬂ Tuiaa

U

D

evee luiny RPG 1ufinnumaiavalomn W@ GUI RPG Tauuniszinn Bvdng #. Gail

v o =) (2

Taaaen Sudvesiiinnuannsommelumssnuldanszion niodsag inda

U

¥
YA KX

aa o A A [ Yo A v o = Y a
T30 1iu vie munadlddmszioniiso MdagianumunsalumsldmanTand ldaau

g A e =t g% 2 Ao A o oo any
Tuaaens ifudwonlizanlwd Teadudavosiidmsseaniodidagil limme

@ 1

o vy o Y o 1 E% a 1 [ IS v I ' o 1 Ay
TMMIunog fﬂlﬂﬁﬂﬂTﬁ'Llﬂnl‘Hﬂ'Jﬂ%ﬂiﬁ@gi%llm!ﬂﬂﬂﬂﬂu nwaﬂumiTﬂummmmmnumu Uu

o

2= a ol Ty = ' o g v
Ay nRszezlums lauaaen U uuiadu nuwaslums louausuaenu uau



56

a ) a @ a { o v v any
Tunadatloatu iflufsvestszinnileadu WudwesidamsziennTodadagl Limme
o [ [ =1 [} 3 [y ) [ o
dmsuiloasums Taud wwidonnzfunszqu vuaafunszqu seui Wudu Tasmmsadivua
ANULANANYDY AN Aadleatulundazedi wuseuh ya numuuaminiifindou
PR ' Y Y w VA vyd o Y
1189 uaseami luwadoudnaon Tna 1ds uiludy
S e 4 v & A & vq ¥
Tuaaensnnuud dudweunmizhaieduuiionnuansovediazas 19 19
1 19 a a o I~
ameay 18 wu 1o Ivimdag nieldmosuibaszidadag Wudu
e o & P & 4 A A
Taaau iuTumainguounuinetss Toeani Tumsdevis Favesdua e anuayn
: g & PR e Y 4
AUIUVDINTAUANLUI RPG tnszinutuail Tasug ez liilosoans uludes lduesunadaina
' H o a 1 ' 2o d a
a81911 1HAsuntasnnuausavesianszien nsoud lvasauuanianluld Aduiudeall
J @ Y A v ] 9y I~ 9
s lmdedudinaiion wuned udu
g PR @ 1 (] =1 ° [ s A £y a
win1ai Tueadeg ludazedesnannsmihunlseneuny Tuaaunui ieldnudl
I~{ I~ 1 9 ] A A @ A o 3 v @ % A
o Hugiius19]] wu Tueaunu® § Tueadazas Aedanszienudl dadngTos damaiiio
o A oy ' ' a A g A Vel oA & Y] i
d1379nserem Tuusazuanine1nezll Faveene A lunaquanaiaiu wuiitianazilu 1Aven
TRy Y A 9 ) A q vo g LA e mea ) > &
$ru wieliseaiinegiieouu e lidms zion th Il ldilienu 1A ua Tassaudunuimuads
] 1 F (7= o Lol = o 1 a kY
Tizmsamuld sz hifing smuamgmisel e uag lifimsfmuadiuvesmsaalsan 13
v @ o 9 (] d o q’/‘ =2 9 = 1 A 4 9 J 1
fudazas v liinu liauysel dniuldediBndaufie mgmsel myadrungmsel lumsauny

HazMA NS aiA1e YDA AS

dJ
10.5 Usztanvaamgmaninigg

{ < 8 o [ (] 4 a
10.5.1 tnamsaiveaunui il script idmuamgmsalliniuainlaoase @ diedudn 1d

D.

[

1 ° P o 1 [ 1 o
‘lummmaxmnué”mmmﬂﬁ'tﬁumum’%’ Ll]uﬂfJNvli 'H'lﬂﬁl?ﬂl»‘l%\i‘H’Jz'izﬁﬂllﬁﬂ\n'llﬂl.lﬂ’lﬂﬁ"lﬂﬁlﬂ

'

v o o (Y '

a ' Yo o o 9/ = s A o Vg

il msdedriudiagddife wwimihles mndludosauas nSedoenuinaue fuaasiniu
da 1 Yooy A A A A 3o o g o oA A o

mnfitiveAunin1 nielinadioanng wse madhudoeauaisssua tewsilumsduiuGonia

Tl Wudu niedmuald vremindh ldudatinuendnaguaumialSeanndunn nielinuenfuauie

@ L)

° @ 1 Y A o 9 = @ A o’/’ 0 A 1
smsndagidinglumnmsaed niesmualn yudsumnlddminsuiuiaunie i Tay

L1)

.

p1vveiiFou lvlumsinudsiig wu anmenzmazivuali

d' o =S ci
yarlasunin iauaesnlasunin
@ A YA o A A A A YR = Y g v A '
Tuds mnuuse lduiodinszon iuliise nie ludeisou Iavaasuninla Wudu nsadimuain

Y Y YA o oA A g v o T 7 P
vz T lumnthu ldiledms zenlidsveshongue (udu swiulan diuves mgmsoiunuh
g = y & (a 4 qv A 4 Y, v Y, v v q v
fenmsoi lWadadulsauume inuileseanssmudesmsuaz 1dinuan Idaudnants wulv

A o A = [ 9 [ A [] @ A Y Y
inuvuiilodams glonmgguanien/asunin ldinn Aesduivesiedmaiiioa 1d udu
d [ I o o o v @ 1 rd
10.5.2 tnamsaivesing flumsimuaimuamgmsel liiudazas Taoase Tungmsel
1 [ d' a d? :/‘ a d? o ] Y] d' Yo d [~
TuudazedsiifaTuumiv Madumsizos 1s uazinueiials dazasnlasumamsel szt
] @ ~ 4 ' o'd' .:i @

01415 Mazashadrungmsaiadediels megmsainwfeunasnnuaunsovesdiazas mg

/a a d? A 9 a 1
mimﬂLﬂmmmauﬂ”lmﬂiﬁuwmmn 19U



37

mamIaiManans veuny Aresfednszion lunufudmaiiosdsuieaeuaui
et 1 4 bl i ' 4 A Ay
g Tesegilatha e lUdrda vie lwududmaidioseduitoaeuniuidewesidonism
] 9 A 9 di EY
wuseuiegnlathe Wudu
a 1 ¥ [ o e @ g A v Aa v W
mamMsaimIRUFUe 19U edmszennuiudvesfionsnm faziiunaadin 1 fudn
o ) A Y g a A y [~ a 1 o = Y
nszen Wudu niemndms e nfudvesiodamnsiziozmiua lumsileasums Taudo 13
P P ' P, aa A A Y o o Yo o
mamsaims I Faves iy iedmszioniidwesfounui udadawszenmi iy e,
A A Yioin g I, a el ke e
waloafed1519 udrdadistonezud lvSenlvondu Hudu
4 = o Y] 1 4 Y] 9 [ Y o )
mgmsaimsasudumisdiiazas wu iledamszien ldnududmaiiosnutima auh
3 o o A @ o ey A Y o v
manvzmidanszion lddmin nseludadumian svuadeu lue A Wudu
o Y ol ) v e 4 v i e
wiin1ai1 mgmsaling imnadld aasud Baianuvainnasinuhaiseeniniagil
A A )
Woleanainvials luUdae

a ° a a a d 1 o ' § o a
4] mmfmmumm L'ﬂuﬂ]‘iﬂTﬂuﬂ‘USL’Jﬂ!VHﬂﬂMi}ﬂﬁm (YU mwumuﬁamwszmﬂmu

o

f
1 a o 9 =1 a A a a ~ =1 & 1 a .;’,’ I~ a
NTLl‘UiL’Jﬂ!“ﬂﬂ'muﬂul’ﬂ‘Hiﬂﬂﬂ%%tﬂﬂﬂﬂ@ﬂ mamﬂmmﬂumsnmm‘wauﬁm’ﬂmnmumﬂmumm
ffagiludu
10.6 msaammmmmﬁamsa%’n GUI RPG
.;’,’ 1 v 1 ) A 1 A d
1uﬂ'li’t)ﬂﬂu‘U1Jﬂﬁ1ﬁ GUIRPG uuummia@mmuwamﬂu 2 muiﬂmﬂ AodIuNums
Y A 9y VI8 ) a 1 o 9Yq ¥ v A 1 A 1 o Y aa o
ﬁiNﬂﬁ'lle.'WT’Jfﬂﬁ’c’fﬁWQﬂu1ﬂWQﬂﬂﬂﬂﬂUf{ﬂ‘N1u NUDNTIUAND g lumsmauauaIuLa ﬂdg‘ﬂ

9 1
VYNAN



58

CLibrary
Core_Grap 1
hics
CCharacter 1 l 1 CGEngineApy CStageGame CTerrain
1’ 1
1 & A
I @ o—— ]
1 1
CGamelibrary 1
1
CMainFrame
-CDIgScriptEditor m_dlgScriptEdit
-CPageLibCDEF cdef
% = -CPageLibCMOD cmod
CDIgScriptEditar 1 1 [CPageLibMOD imod
<@ -CPageLibMAP map o——
-CPageLibMMOD mmod 1
-CPageNewProject m_pageNewProjeqt
-CDIgShellTree m_dlgShell
1 -CDialogSelectMap m_dlgSelectmap
1
1
cActionTemplat: CWorldFram
>————
1
CMapRender 1
-CPageModelProperty] 1 1 [CMapFrame ¢ [ )
-CPageCH 4 1 1
-CPageltem L 4 —
-CPageTRP 1 TR
Ad Ve MK 4
19 , -CString m_szBitmapFile
; ; -CDIBSectionLite m_bitma|
CModel TreeVie CMapView2
-CPageCDEF -CDIBSectionLite m_bitmap
-CPageMOD -CString m_szBitmapFile
-CPageTRP CMapTreeView
-CPageENV |__|-CPageMAP m_map
-CPagel TEM -CPageMMOD m_mmogl
1
1 1
CMiniMapView CWorldView
-CDIBSectionLite m_bitmap CDIBSectionLite *m_ptmpBmp
-CString m_szBitmapFile -CDIBSectionLite *m_pBitmap[MAXBMF]

P - v Y I a 1w v
31]7) 10-5 !!ﬁ'ﬂ\?ﬂﬁ@@ﬂ!!ﬂﬂﬂa'l@T!WQﬂ75@'573?1N7ﬂ73ﬂﬂﬂ9ﬂﬂ2{’?‘ﬂ

;]

1 ] t4
511 2 urmamssenuuuamaiildarantheindadedudld Tastinaadsiife

u

CGEngineApp
-CLibrary m_lib
-CStageGame m_stategame
-CString m_szCurrentMapnamg
-CCharacter m_character
+Onldle()
+Initinstance()

3l 10-6 uamsnara CGEngineApp

I<{ o A $ A @ =)
CGEgineApp [Huamaninfidunoauininnaied CWinApp Fahmihiindndeisen
2 o = ~ Yy  a g gl : Y
Tsunsudwnimaugameluiimsadia Sunaauy 0ounAUI CMainFrame 13100

g A = a a = 7 o o A o
CGEgineApp HufinihilumssudunazlaTusunsy Taofifaddu nitnstance() imthnfinua



59

! a o 9y '
';;ﬂuuuiﬂﬁLmsumﬂuiﬂsunimnmsvuﬂ“lﬂiﬂﬂ"lﬁmwuﬂ“lﬁ’xﬂuiﬂiuﬂsmmmﬂﬂvlwmwﬁmm

wéoufu uaziiflasFundnie onlde() Fuiluiladdungnionldanule Tsunsuhilimsfuauya

LY

o { aa d @
Taovimtnlumsuaaananiwauiaiuvan

CMainFrame

-CDialogSelectMap m_digSelectma
-CPageLibCDEF m_cdef
-CPageLibCMOD m_cmod
-CPageLibEMOD m_emod
-CPagelLibIMOD m_imod
-CPageLibMAP m_map
-CPageLibMMOD m_mmod
-CDIgShellTree m_digShell
-CDIgScriptEditor m_dlgScriptEdit
+OnProjectOpen()
+OnProjectNew()
+OnCreate()
+OnViewWorld()
+OnViewWorld()
+OnViewLibrary()

0

+OnEventeditor|

gi]ﬁ 10-7 Baninailg CmainFrame

g A 4
CMainFrame (Hunaiandunoaauininaaled CMDIFrameWnd Y99 MEC c‘ﬁagﬂﬁani%ﬂu
o o Yy Ad o Y Y o Wy a Y ' v &
namndlaldsunsuimiiduiadrenseumiaandnheziinthasdesqes st &
1 1 & :I’ 1 dy
ﬂSXﬂBUﬁ’JﬂﬂmﬁU@ﬂﬂﬁm’d’m fio CDlgScriptEditor , CMapFrame , CWorldFrame GINamuaIuu

& ol g 1 Sl W 3 W\ o g Y a ¢
Lﬂuﬂ?ﬁi’]iﬂu’lﬁ"\iﬂﬂﬂ"] 'anﬁu'l'ﬂcluﬂ151lﬁﬂ\1ﬂﬁﬂ1\‘lﬂu"lﬂ Uagﬂa'lﬁugﬂﬁi’N'ﬂullﬁﬂu'ﬂﬂ]un'l

a o A

o ¥ Y 1 o Ao vda v o vave o 9 A 9 % '
ﬁﬁﬂ‘ﬂ']ﬂﬂ"i'l\'l‘ﬂu'm"lQ‘ﬂﬁﬂ‘mﬂ'I‘H'Ll'l‘ﬂﬁﬂﬁﬂﬂllEol‘]fﬂ\‘luuﬂu"mﬂﬂﬂﬂﬂlﬁ'ﬂﬂﬁi'lﬁ Tﬂsmﬂmﬂﬂ‘nu

b4
=®

d { ' ' °
e AaTusndinunfiogudrtunud lude Tavezlmsadruuylumsiaunasgiluuy vaz

v

a 1 o n,: LB o { g
uazdl lnozasndnde Audldiiosiwnunadoyaves GUIRPG Wanua idwnilulavss vny

Tuea 5o Gonnihaetesiemsiianuluuaazaiu

CWorldFrame

-CSplitterWnd m_wndSplitter
-CSplitterWnd m_wndSplitter:
#0OnWorldMenuAddmap()
#OnWorldMenuSave()
#OnWorldMenuClose()
+OnCreateClient()
+OnMDIActivate()

+Create()

71l 10-8 yansnara CworldFrame

g = i : o
CWorldFrame fuamaiduneau191n CMDIChildWnd 483 MFC GagniZonldaumdn
a 3 4 g s H
anfIfidenun view->world neilla Tusndinudumniuus niduamaiimihfisonnseunth
' £ o aa Y Y_ 1 Y_ 1 s v £ o 1
aagninludnsuzvesTusunsuiidaldnaoniaia Tasniheegnite s uniums s
yaasnailuaudiugaliaaiadosndn amaIufe CWorldView , CMapView , 118z CMapTreeView
! 8 H
Sanmaiinmsmaudedudimlumsahamuiisuaudnyazyeunuini RPG AonuAu

~

{1 4 o ~ g =~ v & ' { =
Uszneudrounuiigeriosiu lunaequauinaoiluunuilvng Falunaazunundestiyalaoy

q



60

v v
Y 9

d‘ o/ q' 4 = 1 1 ::' { =S A
urui I Gumunou duiunmaideslimudiufe diundonununoinlausis fie

A o

CMapTreeView , dauiuaasnaniuurundonidnyuretnals fio CMapView uazdiuhiana

[ = ' o :;l v oW I~ Py [} ] 3
mavazdSulasuiumuindenumiudefuurunduiuunuilngodiels Ao CWorldView Taw

vy

yd % [ o = ! ' ;’,' ! Y 1
Aaa N FUNanAD OnCreateClient() vinthnaf1admanInatosg ey aUneluntiing

{ U @ J a 9y ¥
gnauina1an uaziiflandu Create() Tumsadranihaeaousuizonldaunarail

CMapFrame

-CSplitterWnd m_wndSplitter
-CSplitterWnd m_wndSplitter:
-CStatusBar m_statusBar
+Create()

+OnViewMap()

+OnPaint()

+OnCreate()

+OnMapSave()
+OnMDIActivate()

37U 10-9 uaasnara CmapFrame

& o
CMapFrame iiluna1afidunenu191n CMDIChildWnd ¥83 MFC #agaGonldamndnnn
g ¥ & : Sy Ay Y & = dauy
Aldaenuy view->map aaaiiihminnasunseuntmsgnuvumludnyuzvodlisunsuiila’ld
Y 1 Y 4 9 d? dyd ] g A ] A
naening e Tagnihaegniadyuniimsuiemsuaasnatiufdiudgess Ao CMapRender,
& e o 1< 1
CMapView?2 , CMiniMapView i8¢ CModelTreeView Faaaraiiinisiiaunadluadnlunisudly
' [~ ¥ vy v
unu Tuuaazunui 7 ldadaludunsnnnaara CWorldFrame Tasumuniiud lviiulszneudae
. o ! i 8 n a iy o
objectmodel na1iiluniAn R Inidszaoudiediazas Funndou tazFaves auildese 1l
v o & Sy a AAAHABH s P15 A dq 4
Tumudu deiunaatideslimshaunangddiune dauf@enununNnzud lvusuiladio
1 A 9 A o A @ [} A @ @ o’: Ady
vinluusazinuiad vz isauununiden iy ldmileusu dafumsud lvununideadly
[ . ] . (K] b4
auugazunui ¥919 aard CMiniMapView lumsideninuil , dauiuaaswanunuindenyniu
9 A [} = 1 =i :& 9 4 1 d' A
AsemudeImsnse luTasmsuansgdunuusuiuaazuwui Feldnate CMapView2 , daufiden
objectmodel W1 1UULKNUN IO Twaalssianla 1wy Ussiandlazas Yssinnduadou
a { d &£ ' {
Uszian Favee nie Uszianganlaouninidiudu Feldnara CModelTreeView tag daufiuanan
' A AA e ' Ao do a = a aa a
Nunuusazusunind vty duedils Tdasasnida lganlasuninfige Favesiod tay
o Y A A A4 4 [ 1 [ = A
i lumsuaaanaurunienezaiag luaaaieqasll Tuilugale Aeaara CMapRender
Vv 1 k4 v
Taonanailiflanfundnfio OnCreateClient() nThAa 19 MaRINadEiaddun 16T UNnTh
' oo a 7o Y] iy a o ] &
A1agnauina1IN uaziansu Create() Tumsadwnsounthasneousus onldaunaail
= 9y oy o Y A g Y 2 ' o a
AMANAINIBAIY Frame uinnadramihiaagnyumnluTdsunsuTasdumsiauasa

v v
woyh amadosnislumimaiug



61

CMapTreeView

-HTREEITEM m_rootMapLib
-HTREEITEM m_rootMap
-HTREEITEM m_mapitem[MAX_INDEX

-CPageMAP m_map
-CPageMMOD m_mmod
+OnlnitialUpdate()
+OnDraw()
+OnSelchanged()
+0OnRButtonDown()
+0OnAddmap()
+0OnBegindrag()
+OnMouseMove()
+OnLButtonUp()

gl/ﬁ 10-10 yaeNnala CmapTreeView

CMapTreeView HUAa1a §UN0AL91A CTreeView Y89 MEC vimihn lunisifo numui
a = 3 o s { 3 = {4
910 Taus s Bluldsnndinuhiedstumn mild T seadmuiad@undunuivaisgurufide

ul/ld da a8 s ey ey oA i
U ﬂtﬂuuwuw”lmyﬂaﬂmmn PHUUAATTUNTIUUINYANTDIDYINAD LAAITIUNITHUNUNDI N

d 1

Tous s g 1didenunmuluTdswadiny tay dauvesmsidenunuifiniud 11luTUsnndiny

v A a =

, : ' 2, 7w 2L g ) 4
udnnaeluuwuinlng) amaiililiddundnie OnmitilaUpdate() Fuiluilarduignisonlfaiile
e ) o K o & dda ah B o P
Fulanasvun dauiuilaiguilszuaawaswmsusunnieglulaus Sidududuusn feddu
OnBegindrag() ifluiladdulumsmnunuiionn lausisin 13 luldswndinu #adsu OnSelchanged()

. atisl Y ! §
Wuiaddulums@onumuiinainunnadinueuiniugess s Sswaez'ls i1 lvdes1s o'l

Y g = '
aautfuurun Ing
CMapView

-CString m_szBitmapFilg
-CDIBSectionLite m_bitmap
+OnlnitialUpdate()
+OnDraw()
+DrawView()

3UN 10-11 yansna1a CmapView

A

CMapView Hunaaf@uneaunan Cview vee MFC mnthnlumsi@onuaaswaunuiin

3 ' 1 SRt [ J o a o { { a 4
denluduneud filanmiduedsls HadFundn fio OnDraw( vhmhinagusuiuuin
Amua Taull @413 Ao CDIBSectionLite m_bitmap Wny lusnemsuananaginmnu i

' % a A o v
NWIﬂUﬁ’IiJ15ﬂ@1u11"]ﬁ1u1ﬂlmﬂ UALUN VIll"UH'IﬂllﬂﬂﬂWQﬂuhlﬂ

CWorldView

-CDIBSectionLite *m_pBitmap[MAXBMP]
-CDIBSectionLite *m_ptmpBmp

-CString m_szBitmapFilg
+OnMouseMove()

+OnLButtonDown()

+OnLButtonUp()

+OnKeyDown()

+OnlnitialUpdate()

+MouseMapMove()

+OnDraw()

71l 10-12 wamsnara CWorldView



62

Pu o 9
CWorldView iflunanaifunenunain CScrollView ¥84 MFC ¥nihilumsuansnauny
v Y ] Ed
Wisnuand luTuUsndinudidetusdialsawmilll §autlsfieCDIBSectionLite *m_pBitmap[] i
] v Y 1
AlumsuaaawagdunuiionainnGowesusdinls feddu MouseMapMove() finiiiilunns
= o ' A A 1 J o ] = v a o o @
nasudumiarunnideniaefuedials TaslimsSuduyaninund laeflandy  OnMouseMove()
uaz#efdu OnhnitialUpdate() Yimthinlunisisudunaniisenmiag mniiasdausuiionlys
s v Vg v g 1 ' " g o A gy a ' <t
el Aegnandwedureshnaardmudngaesuie 13nwwud uamnunsdla
{ ~ = 1 1 c ~ o
uruinnTsnndinui 18ase13uds fezitladoyainnsnuda fzuaasmanufinetimua'ly
dvoantsud lvninudazein  15znoUdI0 CModelTreeView , CMapView?2

’

CMiniMapView (1o CMapRender fatl

CMiniMapView
-CComboBox m_Combd

+OnlnitialUpdate()
+0OnSelchangeCombo()

FUM 10-13 uansnara CminiMapView

CMiniMapView 1UAAATUN0A9IA CRormView Y99 MFC vntiii lunsidenunii

~ o’/’ { A o & g
fozudly assazuwuil 1Ay CMiniMapView Tidaulsfio CComboBox m_Combo @iy aouTy

A

70 ¥ & Yy v 5 Y, 42 Aot do
Uﬂﬂ“ﬁi%1Uﬂ1§la@ﬂllNu'ﬂ‘Vlvlﬂﬁ'iNﬂ’lﬂ‘UuﬂE)Uﬂ'liﬁi’NllWHVWN'HlIﬂ TﬂUUWQﬂ‘IﬂJ

° { o a o ' {
OnSelchangeCombo() v lumsSudunanin undniefduesa uazulasdoyadudenunui

]
I =

' 1 [l 3 td k4
¥o0z 5 49 ey OnhitilaUpdate) WuiadduiignFonldauilesudanmdium duiuly

i to e Y, A6 v Ak vl 9
JAYUUWUNTAI NI 1IN TUNUNNINUANUFD D 151114

CMapView2
-CString m_szBitmapFilg
-CDIBSectionLite m_bitmap
+OnlnitialU pdate()
+OnDraw()
+DrawView()

7UN 10-14 uansnaria CMapView2

v
=1

CMapView2 1lunaia®funeainain Cview v83 MFC ynthilumsuaamaunuiii
wondiligUnwodiels wwhauedoiuraid CMapView 2idau15Ao CString m_szBitmapFile
i e o , o S
FunuWanmumuiieziueans uay CDIBSectionLite m_bitmap ¥nthiivh lWdnmaananun

uaaana Tasansol5uldnmdevnyldmmeaumuvinanthaiaidida fassu DrawView() i1

Y = ' = = =
i lums naguamumunTnaimndinisiasuunui



63

CModelTreeView

-HTREEITEM m_rootChar
-HTREEITEM m_rootitem
-HTREEITEM m_rootEnv
-HTREEITEM m_rootGateWay([
-CDIgENV dig

-CPageCDEF m_pageCDEF
-CPageCMOD m_pageMOD
-CPagelDEF m_pagelDEF
-CPageTRP m_pageTRP
+OnlnitialUpdate()
+OnSelchanged()
+OnKeyDown()

+OnDblclk()
+PoppulateTransportTree()
+PoppulateCharTree()
+PoppulateltemTree()
+PoppulateEnvTree()

gilﬁ 10-15 yaeNnala CmodelTreeView

CModelTreeView 1unmail §unoau191n CTreeView Y03 MFC i lumisidoyad

[} = Y 1 I~ @ ~ d o d’l o Y ;’f @

aglu Tausis vwasmalumihmailudnvazves 3 Hadduilaziduer drazas Malszinn @7

. Y '
wszion Usuinn a3 uay Usaandanaiiios wueas uaz ue1 Funadounalsunn Fne
3 ' E4
a519 Usznnduld Usziandawos wuaaa 1ue) 7309 1lszian o1, 10312, 8195 LA 917519
aite 4 v & {2 o o o
yuAIIEas saunaiteadouninuaas Auiy amaiituiluaaandnlumsideniag i
a P o g ' ' @ o [ A .

vuuwuhuaazuru dsgnouduiduninudazainaeiuly feidundn Ae OnlnitilaUpdate() gn
= Y A A 9 L9, 3 7 ul¥at), o o et o =

Fonldnuaousudlanthan daiuilanduiiezier dagluaaninmua Ty TausSuwmaawa

4 4o o | o &

e lidldenudon Wafdu PopulateTransportTree() Hmthiilumsuanssiemsgaiaouninii

a 3 d o o Y A @ = :/,

nunveauNuiiLg #Haddu PopulateCharTree() Ynminlumsuanssionmsadazaslulausiina

x { - JINYY - T

nua T PopulateltemTree() MR lumsuanssismsdesianuaniilulauss Haddu

, = Ll £ b g4 o

PopulateEnvironmentTree() v lumsuaassiemsing luealssinndanaaeuvimuanilu

lausis dawuls CDIgENV m_env , CPageCDEF m_pageCDEF , CPageIDEF m_pagelDEF |,

o a g { wa o a A

CPageCMOD m_pageCMOD Wmhiiiiulaezaeniswnuguauiiduesdiazas dunadon @

P ' J dy d’ A o o d"d [~ 1 kY £
UDI llﬁzﬂﬂﬁjﬁﬂ‘lﬁl'lﬂ 1%u31i}ﬂulﬂﬁﬂu1ﬂﬂ1ﬂ1ﬂu mama:ﬂsmuuwawomﬂumﬂstﬁuﬂu N

znanae I luseamstansdeyavesing lumaluny



64

CMapRender

-cFont m_Font
-cCamera m_Camera
+Render()

+SaveMap()
+CloseMap()
+LoadMap()

+AddMap()
+GetClickTerrain()
+MouseCameraYaw()
+MouseCameraZoom()
+MouseCameraPitch()
+MouseCameraMove()
+MouseCharacterMove()
+MouseTransportMove()
+MouseltemMove()
+MouseEnvironmentMove()
+OnRButtonDown()
+OnModelGeneralProperty(
+OnLButtonDown()
+OnMouseMove()
+OnLButtonUp()
+OnRButtonUp()
+OnKeyDown()
+OnLButtonDbICIk()
+OnMapSave()

31N 10-16 wansnara CmapRender

o = o =
CMapRender iluamafifuneninan CScrollView w94 MFC fmiilumsiananado
' [ v 3
yalumnudaznin uaziunSendsundasdumis vee Tueadag a1 lumin duiuamaiisa
o @ a { P @ 1
Wuaaremanlumsadiegilszmavosunun nio muuazud lvdrazas luusazain ldnudens
v ¥y Tdme du A v 4
aniuaeaiiflandulumsniuqumsinioulnavesndes msuaaswamsindeulnivesluma s2u
k4 '
nuaasguauiasiuedTueaing Iy fumisiiazas Mwadiaae Avesdiveuday
' %) =R ARL A A A : A P a4 Y}
ptn fludu amaiivzihanudislims@onuy view->map n5o wWasuunuifiazud ludoyann
@ :: 4 12 g 1A
aAou TUVUBAT Y9IAAI CMiniMapView aoiuiie@aununiuinndeulladeyavoumitlaudlyd
¢ 4 ¢ 2 ¢ < v 7o

ud A2eflendu LoadMap() uaziiioud luiadsduudan inudoyadoflandu SaveMap() #5otlaunu
{ A @ < o {o o ' aa d o
Anvzud ludaofladdu  CloseMap)  Tasiandundnududemsusawanmauiia fe  #adwu

& @ g 1 { & {
Render() FaluiladduiiiimsSonldamnidunsmflni1la a$1913ud7 T4 Core Graphics uazan
1 { o @ 1 [~ o ¥
dnad neteeiunTIWH AU CStageGame , CCharacter (JuAU Taoiant Render) Hoe

mauvag hillduyathm fe lugy onldie) Heddunanilslumsniuquadesliinfouiing

q U

v
a0

4 iy { & o

andll  ddaufie MouseCameraMove() 1 lumsindouinndedlumuiifianly  Haddu
{ 4 ¢ o 5
MouseCamerraZoom() 19 lumsqundoautioensinganarnund Hafdu MouseCameraYaw() 1Hu
o A LY % I~ o A
Handunldlumsnyundosmmmaueu uazilandu MouseCameraPtich() Wuilasdun141uns
Y > e dou o o o = @

wyundosnunaas  genadiliiduiiyse Tenilumssimuadumisitzneiag Tumaas lduu

= Ao do & Y A v ' Y du o =
urud msigmnueuntvnalvgnduiudsudoundes Tlaugasisgaiudeans faddudaindn
{ v g @ { A o { z { o ]
afanFuiluiledFunldlumsiiuing Tueaas I luuwud - sasiatfounlaudly  dumiwes
@ 1 ~ d o ° {
FogTumasen Tuuruiimudeams e AeAdU  MouseTransportMove() fhnihilumisidenya
4 ' - o S ' < v T
nasumn iy amauuusuisuanfeutnodwmisganasunin ldaudoams Wandu

5 9 A A o P sy =
MouseCharacterMove() VHH“HW]GIUﬂHmE)ﬂmeﬂiMW”JN‘}J‘HLLN‘H‘V} ianmuﬂ"lmﬂaﬂuuﬂm



3 1w 4 o o = o Y Aq

aundssazasluupunandsinis  Wan9u  MouseEnvironmentMove  Mv117 lunisiaen

= v = vy = o Tl v q = v

FunadouuuuneEun it lvndsudasdumnisdunedeuluunun mudeams
Py Y A a = Saney a

HavHu  MouseltemMove()  MHEN1UMTIEDATWBININUUUALN 521 uA lu)asuna)as

dunadaealuumunaudnanis

NAAANDTUWINMUAGY GUI RPG asoasiausungeiinaiuld a1115011380

'
a

Yy v i ' = 7 o a A u Yy v
CATUATAIUDY llﬂ!m'.llmﬁﬂﬂllﬁ]lﬂiﬂﬂwwuﬂlﬁﬁlﬂ'ﬁm VDIAINT AT ﬂﬁﬂu]lﬂaulmﬂ]@ilﬂﬂlﬂ
3y
v v R Y A

foiufsdesdidruveanamsainanuinglszianaisn  umswaneiusznIeaIazasiudun

! A e, = v = sy Ly oA o 4 4
ﬂ]ﬂﬁ]u‘ﬂﬂﬁTﬁJﬂf]\‘]ﬂWilﬂﬂﬂul!ﬂﬁQLLﬂqﬂlLLWu‘ﬂ UAaZMIIINLNUNLAY AB 1ﬂﬂﬂﬂ1§ﬂ“’iuﬂ N@UHJ

v A [

= 41 i R et A Yo 2y v
ﬂ'ﬁﬁu] Llagﬂ/f@!ﬂ'ﬁmﬁ%ﬁﬂ‘ﬂ%gﬁmﬂﬂU?ﬂﬂ uuﬂ@ﬂWiﬂﬂl‘ﬂuﬂ!u@ﬁadlﬁﬂ‘Uﬁ'JLﬂN BN 1ﬂ@aﬂ!!ﬂuﬂa]ﬁ

a

¥
=

nane Adil

CDlgScriptEditor

+InitTabCtrl()
+NewScript()
+LoadAction()
+AddAction()
+InsertAction()
+LoadScript()
+SaveScript()
+LoadRoutePoint()
+SaveRoutePoint()
+OnlnitDialog()
+OnSelchangeObjectEvent()
+OnSelchangeActionTab()
+OnSpeak()
+OnDblclkList1()
+Onlnsert()
+OnMoveActionUp()
+OnMoveActionDown()
+OnDelelteAction()
+OnSelchangeUnitlist()
+OnPlayMusic()
+Onlfflag()
+OnHaveitem()
+OnElse()

+OnEnNdif()
+OnEbtransport()
+OnVisiblechar()
+OnDropitem()
+OnEndscript()
+Onlinchp()
+Onlincreasemp()
+Onlnclevel()
+Onlncreasedefense()
+OnSetflag()
+OnMovechar()
+Onlfchardie()
+OnGiveltem()
+OnShowFog()
+OnEndGame()
+OnOK()

+OnAdd()
+OnDeleteRoute()

Uil 10-17 ugaanaia CdigScriptEditor

CDlgScriptEditor 1Taman@unoANI91A CDialog ¥03 MFC Fathithinlunmsdwiua

v
o

0 Yo o T ' ' o A g Y & ' & = ¥ =
11191?115ﬂ1].ﬁﬂ11']ﬂi] h\llﬂﬂﬁﬂﬂ"]ﬂﬂ! AINESAT LUHUN LﬂUQu IHOFTHAUUADUAD IVUUINAD AT TIIUANUN

o YU Ao 4y AT A a S3 e TR
WALz h“lHHl]”ﬂﬁilll'll)n”ﬂ) ﬂﬁ"]lJ']ﬁQla@ﬂﬂWﬁHﬂlU@lﬁﬂJ“ﬁ;]J‘]ﬂU]]HﬂUiﬂlJ ]ﬂ lag



66

vy
=1

=3 § i & A A ! Ehy = ° =
Foniny view->event editor Failordondniiuds oz 1S snnsihnuvesnaraiivuinslag

7 v o A ; 4 A Yo é’ : = o o
flafFuus nihaufie Onlniialog() Hioadalaozasniuin antiullsunsy veEenilansy

, UYe o o s Sids < ) Syy v qy ¥y & 4

LoadAction() Bamsuila 1Wg ueasugagiinmsGsnueaduduuuud ldainiudrinimua

o EE g 3 IS o a (4 v v Yy v e
Mziion1d LoadSeript() ifums Inaaueaduani g dinsad el iud aimiunduiuaey

v o 1 Y 71 ay Y = dou Ao

m3 a1 anamsaiaegandedns Taomamsaiaien il ldvatsgduny tastiilanguiaiuayuns
o o :1"
Wauaan

it Lol BT < ! = =
MsnaTHYInANTaia1e liheslumsane MINEeIaUAT NNV 130 NOU

st a

5 s " Y o 9 ay G e s a o =
you 11 amaangu Ididuamlsznndngdieiu AomamsaiiinanuIRUN MgMIsinma
v o s a o a g a = e = v
fudazas uazmamsainnauusnalauinuvilaveanin aa1d CDIgScriptEditor AT
!zﬁy c{ o F4 o v dy
AN I U aT U AU A3 WM ANT AL
o o 4 Yo o v a (o o ey ° A A oA
flafdu OnPlayMusic() W wisuainansldmivawdsanailasmsiinune wet@on
> 5 a Y A ) Jt q . ¥Yq ¢ Dy, S n Yy a 4
woATY Play Music 1ziialnezaonldidon 1WaHE uaz IWldatvolumn Hadwsaoazld ansi

a ' ¥ ! R ) o S Y
9511991 “Play Music Midi (¥® Mamm) Volumn( ANUAY )~ uau

3

Hafdn Onsetflag) g msudmuasisuduveaundanedn udui  Suay
o 1949 1< a A Y] Yy v a [l c‘: o
SwinamFua wneay 1 5uese meuaaaiidelildudlvlseaunungedin miniiu Avua
4 q ¥ d < o v 2 <t o a
douludaldidy  famadmszenldsulSauudududy  drvauzvoiaaiiie  set  flag
; e A
(M1N018 ) is (VTINTOIND )
o o o v o O P o 4 7 y
fladdu Onlfflag) BmSuimuamiinsaiemoluiedss Temilunsaiadoulvues
BB o, Selif=bl) g A s Al ) o a A
i Tasiladuiiianaessinuagesmae vemuula uaz Aesamsein lasanvuzanilae
v
, , a < d o 3t o o
Sif flag( MIOIAY ) is ( 139n30LRY ) then” Waddufidoaldgiuilandu OnSetflag() Tumsmnua
2R o f e | e o ' ) ' A A ), ° o a
wgavulas udui 1S iwmiems medumsldnuesy desudwnmsidinua @las Tua
o o 4 o i o §g
wineay 1 uesaasdmualfileda lasmeouravmoay 1idunaduau
' 3 v
ah S ; ) s v [ o o o
984 OnHaveitem() fumsadadon lusud Ay onlffag) Tasilaiduiiaziii
o o A a v o & Yoo o a
AarsunanillaalsmnBiudazas Wudui ddmszieniignuis uds. dnumzvesansy
A : A A : a PSR &y
49 “if character (M31818% W59 $8§102AT) has item ( ¥NIWIAVTIVOL 130 ¥OAIYDI ) then ~ 1T UAU
doiaigis l A A o A 4
Taeflandundoafinuaa1aoInIne Foadazns LAz FoaIUD
o o o y a o { ] v o
Aassu OnElse() Wumaieuiton lvvesansyludnvaz #1 <d . uds < Judu Al
SR N ° A e e el e
Rapuiinsafumssmuadouludufiaes  wiedudaludniu  Hadduiie
o A WEara ey ' o A
Siuaoulusudn 0814 Onlfflag) dnyuzanTUAe “clse”
ol oA, g A v a a Y Y ¢ A ok e
e onendif) Wumsvudenlvaniuiaiield lunsaineulvishiguge Taoms
° Al g ' o Ay Y v B v TR N
BandedeaimuaamaaninnatenlyBudy wu < & . uda L ovuSeuly dnvusieuluae

Y

_:'-j}-u{uc!"i/\- o % A quda Fg
~endif 1w Hlanduiideal4giu Onifflag) 1az OnElse() o TWiou lvauysaiy



67

o o ' = o A oo ¥
af#u OnEbtransport() 1iumsdimuadn Wyadsuniniaunie i dnvuzvosansi
A a Al A = 2 o A 0o :
19 “enable transport ( MiNEBIAVIANIABURIA 1T FoyalFeunin ) is (119 UTe Ui )
I~{
Wudu
@ S ° 5 [l @ @ a
faA%u  OnvVisiblechar) IWunmssmuamsioguosaiazas anvazansilio  “visible
o A A o Z oA d v Vil 2
character ( HINBIAYAIAZAT 138 FoAIazas ) is (93anTorna )7 vzdnldnilanduiiannsoiun
y a ' u do ° Y
a$1a3ouly n5e/SAun dovrnilandu Onlfflag) THR1a1u]A

@ 3 LY o o 1 % [ A o
Handu Onspeak() WuiladFuRadImMsEUNITZHINAIazAs THyatua R mua Tag

¥ '
9

Jd o U [ LY o = o
Hlanduiideafmuamaeindi Aodiaznsos Isuazf iAoz ye “character ( M1IWIAVAIAZAT HTD
§ o a < ' o do dy o a
Fosazas ) speak ( Uszloafiazya ) » szmuldnilanduiensaihldadalsan visuen
Ysmnlidian1as

o

fafdu  OnDropitem() uilafsunlddudimsziendundnde Wumsdmuaiildim
nszionuenawesliiusaz asa ladmile Ay didafe “drop item ( Fodawe T oAy
S'wm ) count( ﬁmmﬁwm ) from hero

#anFu  OnEndscript() Fuiladsumsdalfvumsiianuvesandl dnvazidaie “end
script”

Hafu Onlnchp() WhiflasFuiidaususmszenilundn Aeldifiuamdis3aldiud
Nszien dnyaran3lae “increase hp ( Fuuffin ) o hero”

A9fH Onincreasemp()  iluilasFuiidiiamiudmszenfundnieldiiud mdinin
IHfudInszion anyueansyao “increase mp ( 19197111 ) to hero

A5 Onlnclevel) duflafFufivnaniudnszenilundnie i vanaliiud

WIZION ANYAUZAASUAD “increase level ( §19UINWY ) to hero

'

S o S o o v o I~ o S o
'WQﬂ‘lS‘L! Onlncreasedefense() L‘ﬂuWaﬂﬂvuﬁmqmﬂumwwmm‘ﬂu‘ﬁanﬁﬂ%’mumwm

Hosfuldnuainszion anyuzans1As “increase defence ( $1IUINAN ) to hero ”
o W o o o { o "W v o 1 { o o
AapFuonMovechar() Wuiladsunlddredwmuidiazas ddwmiangvuea  davae
an5UfA® “move character ( ¥DAIATAT WTO HINAVAIDLAT ) to ( AWHUILAY x ) ( AHULLAY

y) (AWHUINU ) 7

Jo o

o . d q Vo 4 v o ° ' @ =
Handu  Onlfchardic) Wuilandunldimuadenlv3dudiazasimuain ddiazash

=)

° o du Ay a3 7o ' 2 (PR R A y
fmuaate Taoilanduiidoaldiland o1 OnMoveChar() 158 Onlnchp() AYUANEMH AT 1y
{ ' N A Sl AL ula)da/w S
Aol uriadidaiaeudy dmszienvzinduiniuamidmua 13 Wudu dnvazanilae ao
: e d " 4 di e
“if character ( ¥9@1AZAT HIOHINUIAVAIALAT ) on map ( FOUNUNHIDUNBIAVLHUN ) dic

oy o B 3 o do =9 Yo o o & o o W q Yo

fana OnGiveitem() Suflandunldirauiudimszionilundn Tasnd 115 lumsuon
a q Yo o VA o Mg o o dq v A g Yy Y o
Favodldiudimszen  wudoaiwaiieadisanunuanszionn Huevduldiiuduy  anvae

an31AD = give item ( ¥OAIVDINTOHINAVAIVD ) count ( TIMIUFIVDA ) to hero™



Hafdu OnsShowfoe) Wuilsndunldadranuenluninatoulvidvue dnvaizansy

19 “fog enable ( 11191130 1111991 ) color red ( AMFUAIVDINNON ) green ( MFVBIVOINLDON )
et P TR T AN q ¥ ey Lty o v v o Y ¥ 93 ¥a
blue ( Mahiduveanyen ) " udu dred1ams 1Fnumu iedmszieniivaddag laudnliine

vuenluninidudu

]
g [ o N

Iy =t so o A A g =
ﬁ\‘iﬂ“]fu OnEndgame() 11Juﬂmmumﬂmm:mwummau"lfu LﬂiJi]Zi]‘Ul.iJE]l@l HID1VE

Ty PR A Wy ' A o w0 ' A o
ﬂ')U@ﬂUV‘l\iﬂ“}ﬂ«!“W1uiﬂlﬂﬁam@fﬂﬂ LW‘OﬂWﬁuﬂgl]uU‘U qla\iﬂ1§ﬂﬂﬂﬂlm1\iﬂulﬂ YU INUIVIUDAD

'
o

WILIPNITIUDIRABIMINY 5 unmiedInszieniiaaafag lamuiidiue  anyazved

2 = bRl
an3l A9 “ end game

v
A2 o v A B

o "y o o QY o ol q
v idhiladundmuaniiuiladFuiiugiulasm ldveunuun RPG AL
k4

3

A

o U Y q.¥= A ¥ v ¥
?ﬂllﬁﬂuﬂﬂﬁ‘ﬂdlﬂll 1111J!H813@dﬂ13\m@3ﬂ15 1@

v Y v
10.7 MsdamsVeyaveslumaing



69

?struct?
sModel
-0
-FileModel
+TypeFileModel
Texture
-lcon ?struct?
-cMesh sitemDefinition
-cObject i)
-cAnimation T.oe
1 1 % -Name
-PhysicalDamage
?struct? -\MagicDamage
sCharacterDefinition CStageGame -L23HP
0 | -EnvModel : sModel -~2dMP
+Name LitemModel : sModel |o -hianalWant
St CCharactar FAGaMan) : gy
; -lah
+Exp CharModel : sModel Faddenvironment()
£ 5 +AddTransport()
+Strength L-AddCharacter() +Additem() >———
+HP I, DeleteCharacter() +DeleteMap() 1 T
:‘x?n H+GetCharacter() +DeleteEnvironment() 0 =
gility +Render() +DeleteTransport()  |@— : -
+Defense [+Save() +LoadStage() | -TyosMap
+MagicDefense +SaveStage() 1 ! -iccnid
+Weapon!D 1 +Render() -Name
+ArmorlD [N e
+ModellD 1 [
sTransport
e et
—a B |
?struct? «  |-Name i
sCharacter A -xPos.yPos.zPas|
D -StagelD ChaModel
-Name -Enable -FiizTransport
-|dDefinition Clnventory | |FilzMaplnventory
-xPos,yPos,zPos -FilzltemDef
-xRot,yRot,zRot Additem() -FilsltemModel
-HP +Deleteltem() sEnvironment -FileMapScript
MP 2 § +Getltem() 1D gl
-InventoryFileName +Save() Namis -col
-ScriptFileName «PosyPos,zPos -gateway1
-Alive : bool Bk SiGe -gateway?
-Inventory : Cinventory 1 iggl); RyostvczgstzScale -gateway3
Visible -0atewayd
-ldModel
?struct?
sltem
+ID
+|dItemDefinition
+Amount

+xPos,yPos,zPos
+xScale,yScale,zScale

o Qs os. I £ {7
Uil 10-18 yamsnnuanus sz nINYoyalumaunazssinn

Ly Ao Y o ' ' < o %y S
INUUUI RPG uuuﬂlﬂuﬁa‘ﬂ%nﬂu@@ﬂﬂﬂﬂW?ﬁfﬂﬂﬁ')u ulll']1%311]1!9\')135?\‘5%’3\3'E]QmU'ﬂWﬂQT]
Ty 15 - A% ) A = 2wy el s
IFUAMLHHIAIAEATUUUNUN MUAU X,y UAS Zz UIDATNAIANT UID QﬂlﬂﬁﬂuﬂTﬂﬁNﬁ@Qﬂ?ﬁuﬂ

'
1 o ] A A £

A azfasuninminla ldmanle gauldsuninegidwmialavesunui vieunsnvua A1
i -

" v ' .
wannAMuaIEuR NI EneudsupuRgs AuALT taz 14

o A W oro =) U] J
ihaurse i vie lia
\ 7 v 3| (% [~ EY 2 =< v o v g ' Y W Yo
ez lsilumuaamaiiudu fianniadldsenuuuanuduiusssnindeya 13d nana

lapzunsnlugli is

'
IS

g {5 v E ¥ ¥ S '
(‘S[agc(}amc 1ﬂuﬂﬁ1ﬁﬁﬂ1ﬂu?ﬂ%’}ﬂluﬂ13%51'@\]“61‘1]@“\]@@11![13WT‘]T‘“TTNH A YU N3

= aa d o o Y it
HEAIFAMVLHUNTINNA I,Lazl,ﬂuﬂmamﬂmﬁﬂmaga IWd env . map . up



I~{
CCharacter {upaia

3 o

'
=t

= o Y oo v
NMUAHINNITUINYG

70

NYINUAIALAT IAURIZIFY (UAIAZAT INA7

i ' aa o s e ) o aa o
ACATUULAUN !Lé’jlﬂﬂﬂnlﬂuﬂ HAAINATINUAVDIAIASAT TIUNINTUTUA ARG ls‘ﬁUW'ﬁ\i%jﬂLl’u

£
AU
?struct?
2enumeration? Enfiee sMapLib
TypeMap [—— +1D
+XFILE * = [*+Name
+HEIGHTMAP +eTypeMap
+ldModel
e +Row,Col
+SizeTile
+HeightMapFile
1
Pstruct? CGamelibrary
sModel -CharModel : sModel
_ID -ltemModel : sModel
_FileModel -EnvModel : sModel
+TypeFileModel © 1 [FloadMapLib()
-Texture L @f*+LoadCharLib()
-lcon +LoadltemLib()
-cMesh +LoadEnvLib()
-cObject +GetMapFromLib()
-cAnimation +GetCharFromLib()
+GetltemFromLib()
T +GetEnvFromLib()
| 1
?enumeration?
TypeFileModel 1
+XFILE
+MD2 CLibrary
-CListMFS m_mfs
-CGamelLib m_gamelib
+Open()
+New()
MFS +Save()
-id 1
-xfiletype 1
-iconid
j2PRame CListMFS
_{:iii?pam -CString m_szProjectPath
-iconpath w 1 |+Save()
-fileenv +OpenMFS()
-fileemod ® +NewMFS()
-filech +Add()
-filetrp +Set()
-fileinv +HasName()
-fileimod +GetMFS()
-row
-column
-gateway

?struct?
sCharacterDefinition
+ID
+Name ?enumeration?
+TypeChar ——— TypeChar
+Level +HERO
+Exp +MONSTER
+Strength *PEGPLE
+HP
+MP
+Agility
+Defense
+MagicDefense
+WeaponID
+ArmorlD
+ModellD

?struct?

sitemDefinition ETeration?
:!I”E))/pe Typeltem
= +HEALING
-PhysicalDamage :XV’_EGSQN
-MagicDamage
_AddHP +MAGIC
-AddMP
-Mana\Want
-Price
-ldModel

?struct?

sEnvironment ?enumeration?

+1D TypeEnv
+Name +Building
+Type +Tree
+xPos,yPos,zPos +Prop
+xScale,yScale,zScale
+visible

+|dModel

v

= o P 1o
31/7) 10-19 uaeNna ”Iﬁ"i’l‘ﬂﬂﬂ?ﬂ!ﬁluﬂ?‘i’iiyﬂdﬁwﬂ

slilsznoudienarandnde CLibrary iiminilumsitlalsanainui

'
=t

p i vy AR E - ] v
oaany ol sianudeya Taenwluaaiazl Tasmeluilsznoudie

feguad asalals




: o Y Ao A 2 &4 ¥y 9 Ve g o A =

CListMFS fimtndamsisaamsiinuruim 1y Tunegitlunmsas¥ounun ms
s i a e o v o4 g Sa L iy
fSruanruruilanenuunuile uazldlvdase oxlslunmsuanwaauida saunutuaiasig

7 Ao d ' ' I g
Tgauqfsuiludensadiuny lidwetlu W up 1E sep WF cmod 130 108 env iTudu
$ o = a [ I~ 4
CGameLib Faimihilumsdstioyaninlavssuueaawa lidwzdu W mmod TWa

1 Ed v 1 y 0
cdef 1d emod Mg imod Fanaaiisiniinf lunmsia lWdvuuiavue asusudla TUsndiny

71



72

unh 11

MINAUUNMNONATOY GUI Game Engine

[

11.1 Ysziannaiivann
il a o g Ja Ay 1 v ' & duyy ¥ g
mmmﬂwwwmﬂmmﬂu 1N RPG ‘Yll'ﬂlﬂuilxﬂ@\1LE’I‘HG’I'IHlﬁﬂu‘hﬂl@\ilﬂuﬂ‘lﬂﬁiNlﬂu
A Uiy Lo = . e A Y a
o951 dumduauey  Fededianunuativu Diablo, Dungeon Siege Taununozas1al
% % dy
ANHMUSAIU
Yy = YY 1 o a ¢ &
® Lﬂlﬁ]%ﬂﬂﬁm‘i@\‘l‘i]’JLLﬁ%L{hﬂiJ’]U “Imgmummmmmumqm'immmimsnﬂm
'l
o 9 v [ Y
L ﬁ?ﬁzﬂiﬂl@ﬂ@lﬁuﬁWﬂﬁﬂW@lu'li%ﬂUﬂ'ﬂiJﬁ"liﬂiﬂvlﬂ

A gy A o Aa sﬁy A dy v b4
® (NUITIVDHLIAU AY 13D fﬂiﬂ5&?\111!1!@WNluﬂli?NWhlﬂ'ﬂ\‘lvl'J

 d

e MazasiiluNec wsonovaussiufiauld uazlimsindoulnaliunlaela
ADINILAN
® Monster azdoudun landdiau Wedmud1U1nd
9 a A = 1 9
e lwnuezdvalifsiauniszneumsinuaiy

o v 0 1 vy o >
® ﬂ‘lsﬂfl'ﬂﬂuﬂ"]ﬁZﬂilﬂﬂ Hag N1INIUAUNABY mvlﬂTﬂfJﬂﬁi‘lﬂMﬁﬂ’J‘UﬂUNﬂUﬂ

11.2 fumeumsnaney

11.2.1 a3 Tasadosvoany hildhmnoes lsthe Tdessaiiudals sndmuaazsianin
witussnmalunuduedials

11.2.2 Sumsad1anudae GUI Game Engine

11.2.3 ileatraaiada 18l Iamos oguounudwzuenaouaunuln
nmiunaassuTysunsy

9y ¥ [
11.2.4 dunamanaaes nimiuthunnfSsumsugfiuanyusveunuuazgnasaiuiioiEoed

Y Y A 9 A '
1511819 PBaeuisudunsely

11.3 (SuMINAa0d
9 A =
11.3.1fﬁ'NIFISQLS@QLLﬁ%iWUaﬂ@ﬂﬂ‘Ui‘Nmﬂ

A A o A a A S Y
Li'ﬂ\'ﬁ']ﬁﬂlﬂﬂlﬂnﬂﬂzw9ﬂu1”ﬂgﬂ1 ﬂm%gﬁ']NUﬂlﬂHUﬂlWUﬂﬁu'ﬂTﬂuﬁ’lﬂ AN

a ] & [] [ [~ a 2 { 1
Lﬂumavlﬂmnmwam 3AU ‘INﬂ"l11']5ﬂ‘lf'3ﬂlﬁﬂ¢1ﬁllfs{'lﬂﬁUl'ﬂuﬂulﬂﬁﬂutﬂu‘l@’]} ‘HﬁiuﬁWﬂ
; oA v Yy 1A vy o A4 gy
ummasﬂuaguunmmwiw ﬂﬂﬂi@tﬂ?@g %QlﬂTﬂ@QWUWUTHﬂTWNul'lJ'H]WEWN 3 LW@TH

] :: ] A 1 v
NOUANIWIWAUT 191N



73

o [ = 3 Y @ 1" w JY
ithvuefie guozdeindylufiaaiildld  Tasszninnquezdewvediumardadiineg
1 v . .
neunguezweiuNeNana Y inNszsuloauiamilihguiidineg
a :1’ a9 [ A A
uHuarue TR 3 unui fie
44 o, 4
1. uwuinunmwunIuiy
d '
2. unuinwouaua ey

3. uHUNANBUATINS AU 19 1 NN U

11.3.2 (5uM3a$191nUA28 GUI Game Engine

a y 9 A a z dy [~ o (] =1
11.3.2.1 FUAUALNITRONLAZIINUHUT YuapuHazituns e dumdumwunlagsau

Big Thist Bug

U 11-1 mnusuiiianualuns



74

11.3.2.2 1 llsaninusazain

o P 1 =1 u‘ JY o‘ ;J ‘r
gi/n 11-3 annwanneg YIVENARIINYADENTINEINWISIDNOEY



Script Event Editor

U 11-5 @euan5udlinunin



Y o

71 11-6 Wenansudlinudazns
1. TS Tamesh Idasrann3 uazasaagasiag iiFile Script AUl
o ! (] t; A = '
2. naapafunuuaznaasudugIuiulilamiledessnld

& 9 o d"
¥4 lanamsnaaoanail

Application Caption

Uil 11-7 dlumniSuduvounu



77

Application Caption

U 11-9 iiluminyagenuilazasluny



78

@

b .
mngamotiflumsnameulddiazasyaniuscript 1ald 13 ldruAazns

%

Uil 11-10 ilumnouliuny

11.4 agUnanmsnanediildornnmaneudunufiiannd s GUI Game Engine

it ldnaaosduiinnumuysaiawenwaii lduen 13 eduyndszas  Aeduansn
iandsiideansildadre 13 lud Gut ldyndau . minmsnaaesianinudsGUI i
ueraaliifiuudaiensoadrunidediesad Taoi lidesiimscodingian  udilamiiinufide

a Y a = Yy v 2 o a v Mo
Mimi“n ‘Vmﬂmmlﬂﬂcllm1ﬂllﬂ1ﬂﬁﬂ’mzﬂi‘l’3mﬂ“] Llaxlﬂuﬁ’mZﬂ‘iWMﬂm\‘iﬂu



79

UNN 12

a d
umasaiazagy

12.1 agdwamsIdey

& a dyy v & Vg ¥ o qw . q

namsnaassanun tmeuiui ldasediunwuhdldmunsaiauunyldediesiag 2
mazaanmndlddesluimin @ouTsunsy uazdus msindulnavesdazasidulilaw
Y Ay v Y 1 Y] = ' v i v o
Wumanldnue 3edregndes msud lvsivazidvadegmelunyldazain wuamdsiiazas
< v & Ay v (e a 49 Y o o ' ] A ]
Audu Fanssnuveuwan lanae 13 uamnuendun ldvanie ldauseafranuuudug 1
P " 1 { [~ (]

uen1n uuanui 1dna PBudusnfio RPG ms1z GUT ludauiiiilu Game Player §1% hiansa
wasulasla

{ o a a'y :/l .;’f /e ias
aapAnmIN lavaunueuIuATuuIiuliglassauazilymunninesaunanaiduding

ad Y

[ [ v
uazdoyanilogiieviia Taommzidlungufninerdesdumsesnuuunazianunu lasas aium

U

gInuIn

12.2 wrmalumswannae

a1 Tha g msUNsINAIaLAT RINA1SY
a o &7 - ; A q ya = ald
- ugadidalu Action Library tive iz Uuuuvoamsnszimingsdy
- NEIUNAAABADTEUY network
A = Y Y A o qy s
- wanuanuvaanawluuuanui GUI szadiwesninla e lfinudgnainnaie
A
1INTAY
v ' b4
- dsuljmhandaundadedudldiiazainnnaiuy

A s 1o & 4
- wndufaunsaadiamn lameTasliduiludeaas1a model uranldsunsudu



(1]
(2]
(3]
(4]
(5]

80

VITMIUYNIUY

Jim Adams :“Programming Role Playing Game With Direct X ”, Premier Press, 2002

Mason McCuskey : “Special Effects Game Programming with Direct X”, Premier Press, 2002
Mark DeLoura (2000) : “Game Programming Gems”, Charles River Media, 2000.

fisind anaiios : “matiams@ouTUsunsunazinudie Visual C++, §ioa 2545

Todd Barron : “Multiplayer Game Programming”, Prima Tech, 2000





