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ABSTRACT

The 2D Game Creator is an application used for creating 2D computer game. It’s
developed using C++ language, DirectX engine and CDX engine. Users can create new games
using this 2D Game Creator without any programming. These games include an action game,

a fighting game and a shooting game.
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2) oy dungaINa (The Include Files)
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#define win32_LEAN_AND MEAN
#include <windows.h>

#include<windowsx.h>

nazorvmy IR dlud s unonndndud 11180 14 195y “Studio.h” ¥59 “Math.h”
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3) IMMY (WinMain)
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_int WINAPI WinMain( ~ HINSTANCE ~ hinstance,
HINSTANCE hprevinstance,
LPSTR Ipemline,

Int nemdshow);
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- Typedef struct WINDCLASS

{
_ UNIT style;
WNDPROC lpnWndProc;
Int cbClsExtra;
Int cbWndExtra;
HANDLE hinstance; ;
HICON hlcon;
HCURSOR hCursor;
HBRUSH hbrBackground;
LPCTSTR IpszMenuName;
: LPCSTR ipszClassName;
}
WNDCLASS;
WNDCLASS wndclass

3 ¢
5) S9ane7 Moy IWIAIAARIA(Register the Windows Class)
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HWND CreateWindow(
LPCTSTR  IpClassName,

LPCTSTR lpWindowName,
DWORD dwStyle,
Int X,
Int Y,

' ' Int nwidth,

: Int nHeight,

HWND hWndParent,

HMENU hMenu,
HANDLE hlnstance,
LPVOID IpParam '
{NULL)
)3
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ShowWindow() 11ue)

BOOL ShowWindow(  HWND hWnd,
 Int nCmdshow);
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Main window entry point

WinMain() Window
b
G etMessage)
Y
Transl atell essage() T
Displetchhessage() User Inout
: Message Queue
Do &
Work Msg |
Msg 2
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- GetMessage
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BOOL GetMessage( LPMSG lpMsg,
HWND hWnd,
UNIT wMsgFilterMin,
- TranslateMessage
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BOOL TranslateMessage(CONST MSG*lpmsg);
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- DispatchMessage

Aimsdarondiy lUSdnuduausedierinmsdszuanans 11
LONG DispatchMessage(CONST MSG*Ipmsg);

9) BIUAUIUINDI3AS (Event handler)
o a § 4w
BuAuBwses 30 WinProc Ao Hedduiidesdewiiodams (Handle) YN

. = o 3 = o 1 1 1
%@ﬂ’&TNﬁLLBWﬂﬁ%ﬂWHHUﬁHi% 'J‘I-J.Iﬂ?]ﬁﬂ'lﬂ‘i]%ﬁﬁ{l,'ﬂﬂ'J’]iJﬂJ’]ﬂﬂJ’lUﬂﬁ’]EJE]U'N Llﬂfﬂﬁ]ﬁhﬁﬂﬁ

¥
@ A

Joanuaefisanlazdanis nsdseaiedusnuy i1 14l

LERSULT CALLBACK WindowProc{ HWND hwnd,
UNIT mSg, .
WPARAM wPararm,
LPARAM iParam};

10) dua laiviouldsunsuiia (Event Driven Programming)
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(Unsigned Integer) A9l

- LRESULT CALLBACK WindowProc (HWND hwnd,UINT msg, WPARAM wparam, LPARAM Iparam)
{

switch (msg)

{
case WM_PAINT :

{
tbreak;
case WM_DESTROY :
{
PostQuitMessage(0);
}break;
H

return (DefWindowProc (hwnd,msg,wparam,lparam});
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HIWORD (lparam) iiUA U0 WA v

. LRESULT CALLBACK WindowProc (HWND hwnd,UINT msg, WPARAM wparam, LPARAM Iparam)
{
switch {msg)
{
case WM_MOUSEMOVE :
{
int x = LOWORD(lparam);
int y = HTWORD{(1paramy);
1break;
H

return {DefWindowProc (hwnd,msg, wparam,lparam));

o ' 4 o 1 P ' ] o
#uls wparam pe liltazfudinsivestjy itieasreaeumsiiny

O MK_LBUTTON udeveamndgnna
O MK_MBUTTON flunanaveandgnna
O MK RBUTTON Yuunvosandgnng
O MK _CONTROL 1Ju <ctrl> yoaudhuRuigana wazinmsadndhd
O MK_SHIFT 1fu <shift> voquflufisvigana uazlinsadndhd
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d
2) IO UBININBNTfBNG

© WM_LBUTTONDOWN t{ioijudnegnnaas

WM RBUTTONDOWN ilaijuamgnnang
d'l U 9 1 J’

WM_LBUTTONUP Wiatjusugmlassiu
4 2

WM_RBUTTONUP Wetjuangnidesiiy

WM LBUTTONDBLCLK{e1juungnaudanan

O 0O 0O O O

WM_RBUTTONDBLCLK {loijudnesgnauiiianan
3) Yonnuvesmsnaiandludfiud

d'g [ = a = g AA;
dienatuuuuunuizinadennuiye WM_KEYDOWN

 case WM_KEYDOWN
A
: Switch(wparam)

{
Case VK_RIGHT : strepy(s, right”); break;

TextOut(hde,10,50,3,strlen(s));

O WM_CHAR dasasaniihneiludsnrsla
© WM _KEYDOWN diarpamsasavaeuhiidenatjuegne 1y

O WM KEYUP iWiedasmsnsnasuhijufinasggniasurieds
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2.2.1 anudhsnerdullsunsululassornladndnad (Microsoft Direct X)
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2.2.2 msafalilnanlna
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'Wind2 Cormole Application

%] Win3? Dynamic-Link Library
LOF ... Seewenl . Q.

Platiorms:
F?‘WinE?

_Sry |

w
=

514 2-4 ymaamsadraliuoanlua uneui 1

T »
2. 1800 An empty project iWoa313 11519A7199 13 :9niTuna Finish
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Project Dirsstory:
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5 2-6 uamamsadialalsionlna dunoui 3

dq i = 4 a @ b o
4, 9313 ana TauRonmy File > New ifioidla laozdandna s vimiudonuiiy
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B Cursor File [myprojectopd
|‘_i] HTML Fage ;
;3 Ican File Lagation:
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Resource Scapt
4l Resouice Template
30L Script File

[B TewtFile
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Y o 4 = [v) (¥
2.2.3 asaaminmanuleglymna wae wan

1) vl Tawn3 lumsadrantheg

#include <windows.h>

#include <windowsx. h>

2) dauvesldsunsundn amsdszmadieadnvasiezadiemnmaldsunsy

int WINAPI WinMain{HINSTANCE hinstance, HINSTANCE hprevinstance, LPSTR
Ipemdline, int ncmdshow)
{
WNDCLASSEX winclass;
winclass.cbSize = sizeoff WNDCLASSEX);

winclass.style = CS_VREDRAW |
CS_HREDRAW|CS_OWNDC|CS_DBLCLKS;

winclass.|pfnWndProc = WindowProc;
winclass.cbClsExtra =0;
winclass.cbWndExtra =();

winclass.hInstance = hinstance,
winclass.hbrBackground =
{HBRUSH)GetStockObjectf WHITE_BRUSHY);
winclass.lpszClassName = "MyWin";
winglass,|pszMenuName = NULL;
winclass.hleon  =NULL;
winglass, hCursor = NULL,;

wingclass.hlconSm = NULL;

RegisterClassEx(&winelass);

HWND hwnd;
MSG msg;



1 ahasesioaentheaTaunsdidumisgad (100,100 Sage @oo400)

hwnd = Create WindowEx{(NULL,"MyWin","Win32

: Window",WS_OVERLAPPEDWINDOW,100,100,400,400,NULL,NULL,hinstance,NULL);
ShowWindow(hwnd,ncmdshow);

UpdateWindow(hwnd);

) wiamsanedumsgadennuvedldsunsy

while(1)
{
if (1GetMessage(&msg,NULL,0,0,PM_NOREMOVE))
{
if (!GetMessage(&msg NULL,0,0))
return msg.wParam;
TranslateMessage(&msg);
DispatchMessage(&msg);
H
else
{
" game main
¥

}

return (msg.wParam),

 3) mvualinsiadleiidenaniatu

* LRESULT CALLBACK WindowProc (HWND hwnd,UINT msg, WPARAM wparam, LPARAM

lparam)
{
switch (msg)
{
i ilefimsTaviheneldsunsy sxihmsfuntonnmé
case WM_DESTROY :
{ PostQuitMessage(0); } break;
}

return (DefWindowProc (hwnd,msg,wparam,lparam));

20
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2.2.4.1 M3Vl launiived lals mdna

maadrndeaTlsunsu Taedenldladadndiiu dosiinnidon Tos
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2242 tavveagamdalisunsy

1) voltlavnIumsadramihmae lasndna

#include ‘*‘ddraw.h”

2y Yszmaldalaiinased (Directbraw) waznisl¥aruaedmla (Surface)
LPDIRECTDRAW7 dd  =NULL;
LPDIRECTDRAWSURFACE? primary = NULL,

3) gauvaslusunsundn mnldn (Code) dmFuuaaawesia (Surface)
yunTnmalYsunsy
int  WINAPI  WinMain{(HINSTANCE hinstance, HINSTANCE

hprevinstance, LPSTR lpemdline, int ncmdshow)

ShowWindow(hwnd,nemdshow);

UpdateWindow(hwnd);

DirectDrawCreateEx(NULL,(LPVOID*)&dd,IID IDirectDraw
7,NULL);

dd-
>SetCooperativeLevel(hwnd, DDSCL_EXCLUSIVE|DDSCL FULLSCREEN);
dd->SetDisplayMode(1024,768,16,0,0);

DDSURFACEDESC2  surf;
ZeroMemory(&surf,sizeof(surt));

surf.dwSize = sizeof(surt);

surf.dwFlag=DDSD_CAPS;
surf.ddsCaps.dwCaps=DDSCAPS PRIMARYSURFACE);

dd->CreateSurface(&surf,&primary, NULL);
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while(1)

..................................

o - ' Y I ¥ 1
4) imIsaundea s udedmstanrhmaldsunsu
LRESULT CALLBACK WindowProc (HWND hwnd,UINT msg,

WPARAM wparam, LPARAM lparam)

{
switch (msg)
{
case WM_DESTROY :
{
primary->Release();
primary=NULL;
dd -> Release();
dd = NULL;
PostQuitMessage(0);
} break;
}

return (DefWindowProc (hwnd,msg,wparam,lparam});



2.2.5 msuaasgUawuuao e (Surface)

1 »
vnTusunsuntsadraninaradaelas ad nd 19w Taae 1l #adl

1) ﬂ%ﬁdﬂ&ﬁ‘l‘fu (Function)all’;l'gi] ¥o GetBmp A1l

LPDIRECTDRAWSURFACE? GetBmp(LPDIRECTDRAW?7 directdraw, LPCTSTR filename)

{

HDC hdc;
HBITMAP bit;
LPDIRECTDRAWSURFACE7 surf’

bit=(HBITMAP) Loadlmage(NULL,filename,]IMAGE_BITMAP,0,0,
LRWDEFAULTSIZE|LR_LOADFROMFILE);

if (Ibit) return NULL;

BITMAP bitmap;, _
GetObject(bit,sizcofl BITMAP),&bitmap);
int surf_width = bitmeap.bmWidth;

int surf_height = bitmap bmHeight;

HRESULT result;

DDSURFACEDESC?Z ddsd;

ZeroMemory(&ddsd,sizeof{ddsd));

ddsd.dwSize = sizeof{l DDSURFACEDES(C2),

ddsd.dwFlags = DDSD_CAPS|DDSD_WIDTHDDSD _HEIGHT;
ddsd.ddsCaps.dwCaps = DDSCAPS: OFFSCREENPLAIN| DDSCAPS_SYSTEMMEMORY;
ddsd.dwWidth = surf_width;

ddsd.dwHeight = surf_height;

result = directdraw->CreateSurface(&ddsd, &surf NULL);

24



if (result = DD_OK)

{
DeleteObject{bit);
return NULL;

H

else

{
surf->GetDC(&hde);
HDC bit_de=CreateCompatibleDC(hdc);
SelectObject(bit_de,bit};
BitBli(hdc,0,0,surf_width,surf height,bit_dc,0,0,SRCCOPY);
surf->ReleaseDC(hdc);
DeleteDC(bit_dc);

}

return surf;

2) malimdanagy

Tudruvosglinu udrdaiagaaly

while(1)
{
if (|GetMessage(&msg NULL,0,0,PM_NOREMOVE))

Primary -> BIt(NULL,GetBmp(dd,”FileFath.bmp”),NULL,DDBLT_WAIT,NULL); '
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o o & w &
148179 Bl F9il Tnssardradail

HRESULT  BlDest Rect vuiafiufinseufimaeuiiozgmnanalyl
o
Surface Afunwl3, ;
I 4 o ¥
Source Rect ¥ niuiinseufHAuNIDIMAAULLY ,
dwFlags #fien , NULL);

W
dmsumniimesan Ineazidea dail
o 1 o
- Dest Rect 4az Source Rect 12 ldfmunuinavosnmiilinglu ives
& =< 3 A o 1w
et Faduilu NULL siserea nawi Tnaawasgnih lduamaniifiuuineg
VOIDNTHANUAZIDEATOM N IABD A 1LITA
o I’ 5
- Surface Ao wesia Afun o 13
o g = = :{ :{ T
- Dest Rect IfUUNAvBIALANT DUfMAULH Blt 11aas 1l Tavaznaoy
L~ | 2 qud 4e o 4 4 A
mulunseutiu d1ld NULL seviinedalgfunsiavua sosma idunum
o
118 Au51a09n13 I ad e 1agnNNN31911817 Dest Rect 11U
= g4 & 1 e I < {
winimeinuen iy Bt nswddwwrde iy wasivle ignna
' ) o & =
uagnaluvamla @u deansnaglon e estbmp Faliunn
150x120 i T ngfidumals 100,100 uu TwsuSies e (Primary

3

Surface) vevou | Adatl

RECTr;

r.left = 100,

r.top = 100;

r.right = r.left + 150 ;

- r.bottom = r.top + 120;

. primary -> Bli(&r,GetBmp(dd, test.bmp™),NULL,DDBLT_WAIT,NULL);

- Source Rect M muavauuavesginmdunuy minlam NULL ¥
¥ 1 ¥
v aneglanw uamnfmuanseu mwinanseanumiuszuaaiios
¥
L) ] o 1 1 é (=)
nsdamvnsgliiniy 1wy mahidesmsuaasniiisaniufel Ay

¥
Tilsunsusay
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 RECTsre r;
sre_rleft=1;

. STC_rtop=1;
sre.r.right =75;

, src_r.bottom = 60;

¢ primary -> BItNULL, GetBmp(dd, test.bmp™),&src_r,DDBLT_WAIT,NULL);

2.2.6 MIadsanuns
¥

¥
¥ateselUiidumsldidosauns vuusnldiinisdnaon TWdidos Tunil

[ Ea
A0' M8 cave.mid 19 &g 10 T aumsilsemadiaual saail

Int music;

CDXMidi *midi=0;

dn1l3 itemshoes tUHAM/50UL CDXSound 2AUA VD AT UIFIVDURNTL
é g -3 e -3 3
W way vila INgmniu dmsuduals sound 15luiuy CDXSoundBuffer 1iuziily
el @ ] = 3 1 = a J U = o
miloufua rauies Ozawdslaiifeslvan CDXSound Y11 taznatly Play iavanae
1 ar =
AUNUN

[
@en Tdsunsn Tvaa s lafos .way Tuada cdx_ it Fail

midi = new CDXMid();
midi => Init(g_hWnd NULL);
music = midi->LoadMidi(*cave.mid"); :

'
o o

PTGORRS GRDE

midi->Play(music)

w

]
o o oA

Auvtgaui lasunsnfidenall
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Void cdx_Delnit(void)

{
SAFEDELETE(midi);

2.2.7 M3lmaaddszney
y ¥

i
atedeTUidunsldidealsenou srduusnimssanen IWdidos Jund

[ »
A0’ 108 item.wav 1 et 1l uawmsdssmaaudsaei

CDXSound *itemshoes = 0,

CDXSoundBuffer *sound=0;

o/ ] g/ 1 o
du1l5 itemshoes HUAMUT1LY CDXSound 9z waudeslamy mng
& T4 D L N 2
S wav e W niu §msus01)s sound 5LLY CDXSoundBuffer 1oty

o/ o ! = L = - J 1
mieufudnduies SuzaudvslafifiosTvan CDXSound 1111 uaZNALY Play (feeiez

¥
@y Tdsunsy Tvan I lafes wav Tuilefd cdx Init dadl

itemshoes = new CDXSound();

itemshoes -> Create(g_hWnd);

sound = new CDXSoundBuffer();

sound -> Load{itemshoes, item.wav",1);

mdng 14/
Sound -> Play(};

T
o e

¥
Aunuasanui laounsndrdanail
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Void cdx_Delnit(void)

{
SAFEDELETE(sound);
SAFEDELETE(itemshoes);

=]

2.3 INNIBUIN FA (Bns {Game Engine)
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o
2. ubayosiWe (Back Surface)
uttamet e dhumefmafimisy B3 mivuaasmwnindnludduaosiny
o o
saupmos e
A o ¢ a & d ¢ o o 4 v ¢ ¢
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3
cdx_DoFrame() T71luumsiioussi

Input->Update();
if (Input->GetKeyState(CDXKEY_ESCAPE)==CDXKEY_PRESS)
{}

a :]:j LY A [ o ] ' P uly ] = 3 = ] uly‘;
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CDXInputh
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fumsmouTUsunsuauguunddazdouloudrdaluflsddn cdx_DoFrame() 39

= ~ g J
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Input->Update(};
if (Input->GetKeyState(CDXKEY_MOUSERIGHT)—CDXKEY_PRESS)
{3

- o N - A J & ¥ A a4 ¢1 119;
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CDXInput.h
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v(x) = u(x)t+a*deltatime

v{y) = u(y)+g*deltatime

x = v(x)*deltatime

y = v(y)*deltatime
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Object

-CDXSprite* sprite
-int x

-int v

-int health

-int life

LLPCSTR fileName
-lang score
-Boolean visible

+MovelUn(int speed)()

+MoveDown(int speed)()

+Moveleft(int speed) ()

+MoveRight(int speed)()

+Warp{int x,int y}()

+WarpToObj(Object” obj){)

+Jumpificat vx,float vy, float ax, float ay)()
+StopJump(void)(}

+FallDown(void)()

+Drop(float ay)()

+UpdatePosition( FLOAT deltaTime )(}
+SetHeailth(int health)()

+SefLifa(int life)(}

+SetScore(long score)()

+IncHealth{int value)()

+IncLife(int value){}

+IncScore(long value)()

+DecHealth(int value)()

+DecLife(int vatue)()

+DecScore(long value}{}
+Showhealth{HDC hdc,int xPes,int yPos)(}
+ShowlLife(HDC hdc,int xPos,int yPos)()
+ShowScore(HDC hdc,int xPos,int yPos)()
+CheckDead(void}()

+CheckGarme Over(void)()
+CheckOutScreen(void)()
+Visible(CDXScreen "screen)()
+Invisible{CDX Screen *screen)()
+Remove(CDXScreen” Screen)()
+Collision{Chject” obi)()
+ChangeSprite(COXScreen® sc LPCTSTR sFileName}()
+Draw({CDXScreen” Screen)()

34

o

Music
-CDXMidi* midilD
-int midi
+Play(void)()
+Stop(void)()
+SetVolume(int v)()

Background

-CDXLayer * background
-int moveDirection
-int speed

+ChangeBackground(CDXScreen* sc.char® fileName)()
+SetMoveDiraction(int moveDirection)()

+SetSpeed(int s)(}

+MaoveLayer(void){)

+Draw(CDXScreen” Screen){}

SoundEffect

-CDXSound * effect
-CDXSoundBuffer * soundBuffer

+Play{void)()
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MoveLayer(void) Wnniungadouh lufiafidmun
Draw(CDXScreen* Screen) 'a"lﬂmwﬁ?uﬂﬁq
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Stop(veid) nyaEdeIaund
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amMadoUdn (Object)
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CDXSprite * sprite ATHUADOUIIAYDIAINS AT
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inty AUMUNUIUIRIUBIFIaTAT
int health WAIVDIAIDZAT
int life FINUDIAIDZAT
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LPCSTR fileName e saalid
long score LUHUVDIAIBZAT
- -1 o
Boolean visible AMTUDIHHAINEAT
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MoveUp(int specd) wasUTAIazAT VUL

MoveDown(int speed)

Moveleft(int speed)

MoveRight(int speed)
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Warp(int x,int y)
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WarpToObj(Object* obj)
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Jumplfloat vx,float vy, float ax, float ay)

fraznsnse TaaunuTus9q ng

@ 1 Qs d‘ 3 dl
StopJump(} ArpgningaagAuindInninis lna
FallDown() fneanizInarumeuIAIAARaNT
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Drop(float ay} FaznTanaanalousa Tiyen

UpdatePosition{ FLOAT deltaTime )
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SetHealth(int health)
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SetLife(int life)
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SetScoreflong score)
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IncScore(long value)

INUAZHUUYBIA I8 AT

DecHealth(int value) ANAINEIUDIAIATAT
DecLife(int value) AN T IAVBIAIALAS
DecScore(long value) AANZUMUNDIAIAZAT

ShowHealth{(HDC hdc,int xPos,int yPos)

AR TWAIYDIANAZAT

ShowLife(HDC hdc,int xPos,int yPos)

LARIAITIAYDIAIALAT

ShowScore(HDC hdc,int xPos,int yPos}
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CheckDead(void) AT IND
CheckGameOver(void) #37071% 30
CheckOutScreen(void) ATV IAYDONUDATE

Visible(CDXScreen *screen)
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Invisible{CDXScreen *screen)
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Remove(CDXScreen* Screen)
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Collision(Object* obj)

ATVTUNTFUAUYVDIIAY

ChangeSprite(CDXScreen* s¢, LPCTSTR WReunindiazns
sFileName)
Draw(CDXScreen* Screen) 1IN TNAIALAT
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wtls1l52 1021659 arr temp 90 1 2 vihudududonldogisda1an aeil

arr_object :

arr_sound :
arr_bgsound
arr_declare :
arr_create
arr_delete :
arr_draw
arr_action :

arr_update :

1
~
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(AVFO Object TR larerd193m
4 - 2
%o Sound (Effect) HF 193198
; g y
- 1R1Ae BackgroundSound (Music) ﬂé“l%’ﬂ%’wmu
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void AddLine( int arrayRef ,CString &txt ); WY UINDNY

a
1 ]

void InsertLine(int arrayRef , UINT index ,CString &txt); Lﬁu%ua“lmzmﬁ index

ap

void DeleteLine( int arrayRef , UINT index ); au%ga’lmm ’J“tél index
CString& GetLineData( int arrayRef, UINT index ); f%'tlﬂﬁwi’fmgmtmﬁ index
INT GetNumLine( int arrayRef ); Sunfuvuiaveezsd
void Reset( int arrayRef ); au%’ﬂgﬂﬁwmsluamﬁ

BOOL ReadFileToAray(LPCTSTR filenam,int arrayRef); 8114030010 IWdnsozisd

BOOL WriteArrayToFile(LPCTSTR filename,int arrayRef); iSoudioyavinezisdas’ivd
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fip arRef WuFasvnvoinzisondoeniadanmsidmuaald (define) Tuasudu

vo4IHg gameCreator.h
OBJECT ~ 81904 arr_object
BGSOUND 81404 arr_bgSound
SOUND 8144 arr_sound
DECLARE 91384 arr_declare
CREATE LRFGE arr_create
DEL 81309 arr_delete

DRAW RGN arr draw
ACTION  $7404 arr action

UPDATE $1904 arr_update
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Declare.h . f#include "Declare.h"

Create.h . #include "Create.h"

Delete.h . #include "Delete.h”

Draw.h :  #include "Draw.h"
GameCondition.h : #include "GameCondition.h"
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arr_ohject objectName
(Object) arr_declare Object objectName = NULL;
arr_create objectName = Object(CDXScreen* sc,
intx,
inty,
int health,
int life,
LPCTSTR spriteFileName,
long score,
bool visible);
arr_delete delete objectName;
arr_draw objectName->Draw(Screen);
rﬁumn arr_create Background{CDXScreen* sc,
{Background) char* fileName,
int moveDirection,
int speed);
Lﬁmﬁmﬂszﬂau arr_sound soundName
(Sound) arr_declare Ohject soundName = NULL,;
arr_create soundName = SoundEffect{t HWND g_hWnd,
CDXSoundBuffer* buffer,
LPTSTR fileName);
arr_delete delete soundName,
rﬁ"wﬁm arr_BGSound BGSeoundName
(Background arr_declare Object BGSoundName = NULL,;
Sound) arr_create BGSoundName = Music(HWND g_hWnd,
LPTSTR fileName,
int volume);
arr_delete delete soundName;
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1. druvoiouly (Event)

2. AIUUDIAIA (Action)

“swmmisal (Event & Action)
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3.2.4.1 auwsdiaowlumny (Event )

1

Mg

a

AT INTIANNA (Game Over) 14

- 1unTI9NIME (Dead )

51

dledldifonted1ans vwramnsonatjunsaomsme (Dead ) uazily

A w & w an [ a
dumsadradoulevh Sdazaniume mEdiailugud) i

A9

- Juasiefruantianiug (Game Over )

=1 9 A 1 Y 3 1 A o A 5
wWumsadiadenlud didrnzasuu lumded 1 uaudianda o

]
ar

VERRGE!

- ﬂuﬂﬂﬂuﬂﬂﬂﬂ { Out Screen )

o 9/ El [ g 3/ o o @
Hlumsathaitouludh dringuuosnuensendi szt

- ﬂuﬂﬂﬁﬁ‘iufﬂ { Key Board )

4 § 1 = k3
Hunsafratonly Welimsnatjulas vufdussa

Falnws
TACFORTPOUCZ
CBOETLOQC Y
CCoHOMTRAM W

CD ) NSO R
LI B VR WA |
fietma ! Fainasfny
T Up " Space Har
" Dawn < Enter
 Left

" Bight

dan

 num 1 © nun 6
 num2 " num?

" pum3 " numB

T rumd ™ um9

" mm§ 7 num0

F

TF CF5 P
CFoCs T FN
TR TR O
T F4 S Fg T F12

= vt A A a W omd 4
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- tundnendg (Mouse)

o 3 A A - a o
nJumﬁﬁﬂmau"lm HWRUNSAAMIUTY

qu 3-16 waaswihaansidenmgmaliiedimanandnmnd

- umIvuiuvesfiiazas ( Collision)

[~ 4 A o o
lﬂNﬂ]iﬁ%WﬂﬁﬂublﬁJ WoRIASATTUNY

msuu (Collision)
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JuidonTy

1
L

o a o :
mdangnlaad arr_action

A8 ( Dead }

if ( objectName->CheckDead(} )

o
111 191789( Game Over )

if ( objectName->CheckGameOver() )

nsoonuonad ( Out Screen )

if ( objectName->CheckQutScreen() }

AARdINS A ( KeyPress )

ﬂﬂﬂ‘u‘uu %fﬁﬁﬁ if ( Input->GetKeyState{
CDXKEY UPARROW)==CDXKEY PRESS )
ﬂﬂﬂu Enter sl,’c’ffh’gf’ﬁ if ( Input->GetKeyState(
CDXKEY ENTER) ==CDXKEY_PRESS }
ﬂﬂﬂ}.l Space 1’51"5']’5%& if { Input->GetKeyState(
CDXKEY_SPACE) ==CDXKEY_PRESS }
S 19

nailuA Tdfds if (Input->GetKeyState( CDXKEY_A )
==CDXKEY PRESS)

ﬂﬂl!i.l 0 1ﬁ'ﬁ1€f\1 if { Input->GetKeyState(
CDXKEY_NUMO0 ) ==CDXKEY PRESS )
ﬂﬂﬂ‘u F1la ??nf"% 4 if ( Input->GetKeyState(

CDXKEY_F1)==CDXKEY PRESS)

nARGS Aal { KeyRelease )

ssduniloudunafdmsausiieu CDXKEY PRESS

({11 CDXKEY RELEASE

= o
NANBUDTA ( KeyBoard }

smdavfiontunafdwsaudifon CDXKEY PRESS

{114 CDXKEY REPEAT

o
ﬂﬁmﬁﬁ? { Mouse }

ﬂﬂgﬂ%w o ﬁ?ﬁ"d if ( Input->GetKeyState(

CDXKEY MOUSELEFT )}

ﬂgﬂﬂm\‘l ot ﬁTc% 3 if ( Input->GetKeyState(
CDXKEY MOUSEMIDDLE })

aanu Tafda if ( Input->GetKeyState(

CDXKEY MOUSERIGHT )}

N179U ( Collision )

if ( objectName1->Collision( objectName2 } )

- o o &g ¢ ) A = ' :1
M13199 3-7 MIWNUTAINTINNVAI02LTE arr_action INﬂNﬂ]‘SﬂﬂﬂNlﬁﬂﬂﬁm a9



32.4.2 TIUVBIAFI( Action )

3.2.4.2.1 M3ARUA (Move )
M W o A P = =1 :13«'
Filddnzanndouimuhamiauasn NUTINADINT

WwaaNN (Move)

L
" &
g
T
A

r e ‘
_ unn_ |

U 3-18 uraamin1anIsindeuTiveaiiazas

3.2.4.2.2 thaf (Warp)
Tinzasien ldavie x,y Anmua

danfi (Warp)

Y
| =
il

X o

1l 3-19 uomanvhiiamadoivesiazas

54
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3.2.4.2.3 fadaazns (Warp To Object )

TWenzasthod hlogludumisvesdrnzasdbu

TsnAdioanmati o

5 hd

gl

g1l 3-20 naamshenamathadnznas

3.2.4.2.4 MHUANAITIN ( Health)

friund mdidialdnuiiazas

dmuanaafin (Health) @

Yo ¢

| =l
nidin s

i_mtﬁn i

i 3-21 sEaswinaamsimuaa masEinvesdaazas
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3.2,4.2.5 MAHAIHIUYIN ( Life )

fvuasuauF e lddudagas

mweAaIusIn Life)

=

unLvEn J

3Uft 3-22 wrasnmrhAmsmnuad auinvesinaz g

3.2.4.2.6 MTUAAZUUY ( Score)

fruanzuuuiduaazas

FEIUU S

71l 3-23 uaawmshramsMnuanzIuUURIIOZAS

3.2.4.2.7 Hamaatin ( Increase Health )

56



ar

ey

Awdafivie E‘

17 3-24 samawhemamamiumd s Inlvfiuadozns

32428 !ﬁuﬁ‘lu’mﬁaﬂ ( Increase Life )

N TR E RN TR Rk

e

117 3-25 yeaawmhmamsRnd T Indaens

3.2.4.2.9 INNAZUUY { Increase Score)

57



AL

wiuAzuas (Increase Score)

Saq

AU 1
4nvan I

51 3-26 yAaninmIMSINAZ WY

3.2.4.2.10 aANA4% IM ( Decrease Health )

AANAITIAVDIAALAT

anvaatin (Decrease Health)

51fi 3-27 urasmihaamsaawdaInvesiazas



3.2.4.2.11 DASIHIUTIN ( Decrease Lifle )

AT IUINTFINUDIAIALNT

andusiin (Decrease Life) @

Fruniiiandien i

ynLEn i

77 3-28 ngagmhisnamsandINEInve L AS

3,.2.4.2.12 aaaziuH ( Decrease Score )

aansiiy

anazuum (Decrease Score)

o
e
o]

51l 3-29 pamanhenanmIaAnLIMY
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3.2.4.2.13 UAAINGIY I ( Show Health )

LAAINRITINTDIRIBEATUUN TN DINY

udmandasin (Show Health) r_)@

5171 3-30 nanamAIMIHEA AW INDUIvaINN

3.2.4.2.14 UAAIG1HIHTIN ( Show Life )

AR IHANT IO IRE AU U T BINY

i 3-31 uananhieamauansd T inuuminoeny
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3.2.4,2.15 nandnziuu ( Show Score)

LEAAINAITINUDIAIALATUUNL 1 DIAY

517l 3-32 wra s sEA Nz KM HINIBINY

3.2.4.2.16 M350 ( Visibility )

61

friualiarazasuaain noonuinieenie imiud

g

-
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L Aodvu

<
;._. TIDARMIL, § e e ——
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3.2.4.2.17 aud1azA3 ( Delete Object )

ﬂi 3! L7)
UM 3-34 nanavshmamsaudiiazas
3.2.4.2.18 sﬂ%uugﬂé‘hazm ( Change Picure )

wlasuzy (Change Picture)

Lhonien

| =l
suddoems

|

71l 3-35 neaandhaamsulaeuguiingns

62



3.2.4.2.19 Imudsadszney (Music )

dgaMaalszaay (Music)

U7 3-36 uananihmamsidenaudauwa)szney

3.2.4,2.20 18UAUAS ( Play Music Background)

UM 3-37 uaanthmams@enaidasanns

63



324.2.21 ?Jmﬁﬂ&mm ( Stop Background Sound )

mwas (Stop Music)

U7 3-38 samanshasmsiladaamaa

3,2.4.2.22 ANHA4Q ( Volume )

5111 3-39 namanthasmsdiunnudsve udesanni

64
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3.2.4.2.23 nfdeunin ( Change Background )
] »
aluunnfunas nisidenain luduazfinm smiduuinm

{ o i 3
dAuasluAui Tsunsunuid1dadovn

7l 3-40 saaanvhsmansnlaeunn

3.2.4.2.24 nﬁammzﬁmuﬂmmﬁamn ( Move & Set Speed

Background )

- ~ A o ¥
WA URANI19NITIADUUDININ LAz EINITaRIMUA I RIN

& 3 d A o
LEDUALANINTIATUNNIVUR
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MIHUATT IR ﬂﬁuﬂ’]ﬂ“nmﬂ%ﬂiuﬂgﬁﬂ arr_action ﬁ;ﬂlﬂumﬁﬂﬂ AU

5
[

66

KINPIAIXT (Action)

fdsfisinasluesisy arr_action

naaun (Move)

PEVCALE objectName->MoveUp(int speed);

& . .
{DBUVD - objectName->MoveDown(int speed);
A

10U VY : objectName->MoveLeft(int speed);

SRR objectName->MoveRight(int speed),

finef (Warp)

objectName->Warp(int x,int y);

nszlan (Jump)

objectName->Jump(float vx,float vy, float ax, float ay}

HYANRINTE 1AR (StopJump)

objectName->StopJump()

ANVNMITULAATN (FallDown)

objectName->FallDown()

and w54 13116824 (Drop)

objectName->Drop(float ay)

WAITIN (Health)

objectName->SetHealth(int health);

T30 (Life)

objectName->SetLife(int life);

A%iUY (Score)

objectName->SetScore(long score);

IRNWEIT 9 (Increase Score)

objectName->IneHealth(int value);

MR (Increase Life)

objectName->IncLife(int value);

WUAZIUY (Increase Score)

objectName->IncScore(long value);

AANFITIN {Decrease Health)

objectName->DecHealth(int value);

AR 1IN (Decrease Life)

objectName->DecLife(int value);

aAAzLY (Decrease Score)

objectName->DecScore(iong value);

LEARINBITIR (Show Health)

objectName->ShowHealth(HDC hde,int xPos,int yPos);

LANIS1UINAY I (Show Life)

objectName->ShowLife(HDC hdc,int xPos,int yPos);

MEAIAZILUY (Show Score)

objectName->ShowScore(HDC hdc,int xPos,int yPos);

M31/51ng) (Visibility)

15 ng - objectName->Visible(CDXScreen *screen);

ADIHU : objectName->Invisible(CDXScreen *screen);

AuAIazAT (Delete)

objectName->Remove(CDXScreen* Screen);

1lfen;UiInens (Change Sprite)

objectName->ChangeSprite(CDXScreen* sc,LPCTSTR

sFileName);

audee1lsznou (Play Sound)

objectName->Play(void);




67

i@l BIAUAS (Play Music)

objectName->Play(void);

objectName->Stop(void);

‘quﬁﬂﬁﬂuﬂ? (Stop Music)

AU (Volume)

objectName->SetVolume(int v);

wlasuRIn (Change Background)

fileName);

objectName->ChangeBackground{CDXScreen* sc,char*

4 o d
Houuariinuanmsiinin

( Move & Set Speed Background)

objectName->SetMoveDirection(int moveDirection);

objectName->SetSpeed(int s);

Lr@d9aA21M (Show Message)

ShowMessage(HIDC hdc,LPCTSTR str);

y o sl <
A15197 3-8 MITNEAIRFINNUABLITY arr_ac

. d‘l = = a
tien mﬂﬂlﬂ'lfimi’)ﬂﬂ'l'!ﬂizﬂﬂﬂ‘]

4

¥ ¥
wiheeTsunsumanusegAon musedisusausau 13 luaseergl1ddad

yowhaalsunsy ¥o'ldd Trlafifendos
afraruiAu1Wa (AddFolder) IDD_FOLDER AddFolder.h , AddFolder.cpp
MuA22A5 (AddObject) IDD ADD OBJ AddObj.h , AddObj.cpp

INNRN (AddBackground)

IDD_ADD BACKGROUND

AddBackground.h , AddBackground.cpp

WuIF0IAUAT (AddSound)

[DD_ADD_SOUND

AddSound.h , AddSound.cpp

Wudvasznau (AddMusic)

IDD ADD_BG_SOUND

AddBackgroundSound.h ,

AddBackground.cpp

IWUMgN1501 (AddEvent)

IDD_ADD_OBJECT

AddObject.h , AddObject.cpp

auAIazAT (DeleteObject)

IDD_DELETE_OBI

DeleteObj.h , DeleteObj.cpp

aua9lsna U DeleteSound)

IDD_DELETE_SOUND

DeletcSound.h , DeleteSound.cpp

AUIFUIAUAT {DeleteMusic)

IDD DELETE _BGSOUND

DeleteBGSound.h , DeleteBGSound.cpp

AR OIS & {KeyPress) IDD KEY PRESS KeyPress.h , KeyPress.cpp
naRbas o (KeyRelease) IDD_KEY RELEASE KeyRelease.h , KeyRelease.cpp

naRbuDIA (KeyBoard)

IDD_KEY KEYBOARD

Keyboard.h , Keyboard.cpp

¥
aandhd (Mouse}

IDD_MOUSE

Mouse.h , Mouse.cpp

13U (Collision)

IDD_COLISION

Collsion.h, Collision.cpp

indoud {Move)

IDD_MOVE

Move.h , Move.cpp

e (Warp)

IDD_WARP

Warp.h , Warp.cpp

fnudaazas (WarpToObject)

IDD WARP TO_OBI]

WarpToObj.h , WarpToObj.cpp
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n5e Taa (Jump)

IDD_JUMP

Jump.h, Jump.cpp

‘r‘ifalﬂﬁﬁlﬁﬂiﬂﬂﬂ (StopJump)

IDD_STOPJUMP

StopJump.h , StopJump.cpp

AN TRIANAU (FallDown)

IDD_FALLDOWN

FallDown h , FallDown.cpp

andanu 4 T1u64 (Drop)

[DD_DROP

Drop.h , Drop.cpp

FMUANDITIN (SetHealth)

IDD_HEALTH

Health.h , Health.cpp

I LR {IncreaseHealth)

IDD_INC_HEALTH

IncreaseHealth.h | IncreaseHealth.cpp

AANAIL IR (DecreaseHealth)

IDD_DEC_HEALTH

DecreaseHealth.h , DecreaseHealth.cpp

HARAINAITIN(ShowlTealth)

IDD_SHOW_HEALTH

ShowHealth.h , ShowHealth.cpp

l_f'iwuﬂﬂ:uuu (SetScore)

IDD_SCORE

Score.h, Score.cpp

HNAZIUU (IncreaseScore)

IDD INC_SCORE

IncreaseScore.h , IncreaseScore.cpp

ARzl U (DecreaseScore)

IDD DEC_SCORE

DecreaseScore.h , Decrease.cpp

LEAInZ LU (ShowScore)

IDD_ SHOW _SCORE

ShowScore.h , ShowScore.cpp

MHUATIUINTIA(SetLife)

IDD_LIFE

Life.h, Life.cpp

U %aﬂ(lncreaseLife)

IDD_INC_LIFE

IncreaseLife.h , IncreaseLife.cpp

a9 1IN IN (DecreaseLife)

IDD_DEC LIFE

DecreaseLife.h , DecreaseLife.cpp

HAAITIUILFIN(ShowLife)

IDD_SHOW_LIFE

ShowLife.h , ShowLife.cpp

ms131ng (Visibility)

IDD. VISIBILITY

Visibility. h, Visibility.cpp

AUAIAZAT(RemoveObiect)

IDD DELETE

Delete.h , Delete.cpp

nlaoun MAIa2aI(ChangeSprite)

IDD CHANGE SPRITE

ChangeSprite.h , ChangeSprite.cpp

Wlamasdsznou (PlaySound)

IDD PLAY SOUND

PlayMusicBackground.h,

PlayMusicBackground.cpp

15UNNUAT (SetVolume)

IDD_VOLUME

Volume.h , Volume.cpp

Wadusnuad (PlayMusic)

IDD_PLAY MUSIC_BG

PlaySound.h , PlaySoundcpp

Taduaauns(StopMusic)

IDD_STOP MUSIC BACKGR
OUND

StopMusicBackground.h ,

StopMusicBackground.cpp

o 4
wasumuiunas

(ChangeBackground)

IDD_CHANGE BG

ChangeBg.h , ChangeBg.cpp

{@pURIN (MoveBackground)

IDD_BG_MOVE

Background.h , Background.cpp

M 3197 3-9 uarad Idfheadestumnaaldsunsunanua
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un 4

mavawaznagaulUsunsy

4.1 MIARAGARITUNNBHIY (Game Engine)
d £ 4y @ o oq Y Yo = 0 w A
o dlu Tl sunsnlszinmuilahniuanuiundlddudau Tasinishaundng fe
= = o 3 L ' 4 = o |
fin1s Tnaanwuazides manrugualazasdeginselaiey wu und uflufud uazmsld
¢ A ¥ oqYe Yoy
mgnsalifadwanumuduIntudou
Tunis@ouTdsunsunuuuinTand Tomdeunnuiuiz uennaindu (Win32
. . ! 3 o - o 1| 1 & o ' 1 ’ o
Application) Taa Talsunsugawairanuaziimamumideluaiunieg Faianquuaazdiuilu
o P 1 Ay Y = o & = 3 a
I wwanaes (h)  Aleudued iledwdem slsugaiide wwllasaaienindon

>
Tsunsuludnvue dane lalil

- gauweamsdszmadns SenltIng “Declareh?”

#include “Declare h”
BOOL cdx_Init() {

- dmesmisadeomhaanunas Yaghazlslunm FealsIva «Createn”
#include “Create.h”

return TRUE;

- danvesmanumiaulsaioony o018 1Wd “Delete.h”
void cdx_Delnit( void }

#include “Delete.h”

- EIHYRIM TN
void cdx_DoFrame(}{

Input->Update(};
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- davnaieulumsdviny Sonl#1Wd .GameCondition.h”
#include “GameCondition.h”
Screen->GetBack()->Fill{0);
- dmreamInamwunnthoe Sunlylnd “Draw.n
#include “Draw.h”
Screen->Flip();
¥
static long PASCAL WinProc(HWND hWnd, UINT message, WPARAM wParam,

LPARAM IParam){

~druueaninsniudeyndiag wu dygrmnnginsainewen nisduna
switch(message)
{

case WM _CLOSE: cdx Delnit(},

case WM_DESTRQOY: PostQuitMessage(0);

static BOOL InitApp(int n"CmdShow){
- AAUYBINIE TN TR N

return TRUE;

int PASCAL WinMain(HINSTANCE hlnstance, HINSTANCE hPrevinst, LPSTR
IpCmdLine, int nCmdShow)

{
InitApp(nCmdShow);

cdx Init(};

while(1){
if{PeekMessage(&msg, NULL, 0, 0, PM_NOREMOVE)) {
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else{

cdx_DoFrame();

Tsunsugreadruny lawieudmdsenaudasnanuddldauldidon 1y Tae

o

]
af o

w A d o o 4 d o a > e
o1ugamAsdaBnd puiu (CDX) uaz TaGnidnd wudu (Direct X) Mliawanninlums

o @ = 4 = ¢ & o d
afuayumsiasn Tdsunswmnu msdiowTlsunsulavGun1dendudfidng du Sulludes

'
s

¥
Tt dsvoldau fail

#define CDXINCLUDEALL

#include <cdx.h>
L ] o E.J 1 -d‘ y ] =}
AIBUINNITIAY ﬂtl"]iUE)EJGluﬂﬁL‘UU‘NLﬂN

mslnaagil
~ aa d o 3 A 8w a4 ;
fuspudnGadn (CDX Engine) 1 HyadidsIvongal Ael

3 ar L3 n‘s;dw A w tal L) ar
ﬁ'i"N'??l?ll!.“]_]ﬁwﬂﬂuLﬂﬂﬁﬂ%qﬂﬂﬂ?uﬂﬁﬂimﬂ‘ﬂ CDXSereen ¥UUITIHIUIARIN

CDXScreen *Screen = NULL:
Screen = new CDXScreen();

3 w o u’c;; A w . J [ @ o '
a¥1edunlsnoniweing lundwalslseion - CDXSprite  ANWIAMTURNIIUN1IY
NUINVAIBLAT

CDXSprite *Sprite = NULL;

Sprite = new CDXSprite();

Sunld¥fds Create iNoad1e Tnangi IdAudIazns
Sprite->Create(Screen futaveaz)) , armnisveagy,

mmqwm;ﬂ 0, CDXMEM_VIDTHENSYS );
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mynagl
= Yo o of ° W % L]
Fon ¥ 18 Draw Nezi I MgIMABIDUMTINIBYTUY

Sprite->Draw(Screen->GetBack() ,x , y ,CDXBLT_TRANS),

A A
manneuNAzAY
a A Ao " Ay ¥ A é 3
Ao ldsupsuiuiing X wie Y nsdindeamsldnmnaoui lunadne
LA

x=x—1:
A g & a v = 0 '
diorhmidimagildnase mwezilasudwmialyl 1 9a

m3nauguinazasd ot
sl sdssinnmenine 7 il sszom CDXInput  $UMIIN
BnTn
CDXInput *¥Input = NULL,

Input = new CDXInput();

FouTysunsuauguidhfiud nsdinaijudhe laiudenly
if ( Input->GetKeyState()==LEFT_ARROW }
{

x=x-1;



74

] ] 3 ]
wolhiRaanuazatnlmadsugamds Jekmsafranaie (Class) Tuwiiva I

14
]

Aoms1T9IU Sred1emsounaiadinzasotadie uaaglaaedl

#define CDXINCLUDEALL

#include <cdx.h>

#include <stdio.h>

Class Object{

public:

Object(CDXScreen* Screen, int x , int y , LPCTSTR spriteFileName,
int imgWidth , int imgHeight) {
Sprite = new CDXSprite();
SetX(x);
SetY(y);
SetSprite(Screen , spriteFileName , x , y, imgWidth, imgHeight);
}
~Object(void) {
SAFEDELETE(Sprite);
}
void SetX(int xPos) {
x = sPos;
h
void SetY(int y) {
v = yPos;
}
void SetSprite(CDXScreen* Screen, LPCTSTR fileName,
int ImgWidth , int ImgHeight) {
Sprite->Create(sc ,filename , imgWidth , imgHeight , 0,
CDXMEM_VIDTHENSYS)

CDXError( s¢ , "Not found image.");

sprite->SetColorKey();
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}
int GetX(void) { return X; 1
int GetY(void) { return y; }
void Draw(CDXScreen* Screen) {
GetSprite()->Draw(Screen->GetBack() , GetX() , GetY() ,
CDXBLT_ TRANS);
}

void MoveLeft(void) {
SetX( GetX()-1);
}
private :
int x,v;

CDXSprite* Sprite;

ieApemsouids sxhmsdouvd wwanaes () MlFTsupsufianuiiy
- -
silonnndsuy
o 1 Ay ¥ a A - A e a =}
fa619 iednims a#1362azn5%0 hanuman SuNAZUTARR (240,360) Taviijin
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10 WER “CaHanumanbmp”® YUIAANUAIIEIT 50x70 pixel uazasnlianylddInsns
¥

waeud lilmedhadenaudlufuitfudie wfims@eullsunsuas Wi dai

W& “Declare.h” Object *hanuman = NULL;

Ll‘ﬂﬁ “Create.h” hanuman = new Object(Screen,240,360,
“c:\Hanuman.bmp”, 50, 70);

vl“ﬂﬁ' “Delete.h” delete hanuman;

Ll‘ﬂﬁ “Draw.h” hanuman->Draw{Screen);

W4 “GameCondition.h” if (Input->GetKeyState)==LEFT_ARROW)

Hanuman->MoveLeft();
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4.2 MavaUsupsnteas 13N 2 1A (2D Game Creator)

{udiuvesTsunsugaeadruny 2 93 dldnundondidaldmudesns Tilsunsy

L'l

0 - g o & v o > ¢ 4
smihiomadldnsendunaduiiuiidedng ol ludanlsessd wazdiedlddosmsany

] - 4
T sunsuthufinddavaiuaduduny  Tlsunsuasiideyaluszisdag  Tdadldd

ALY (h) MMy

4.2.1 maaf Fas mazyamdaisamssamadeyaluesisd
desnfimmlizmamned  dails  unsgadrdaisamsianisdeya

Yusozist 1 gameCreator.h nazmmaiannsogionlFin18lugng dauves

Tdsupsn  TedufludesiimmlssmaGonldan  Tas@suilsema  #include

“gameCreatorh” 1311 Tdynq IaalnsSenldauezisife

42.1.1 Vazmamasii 388 sez13d

Uszmarinai 13819890258 10IME  gameCreatorh - toanuiiae
n15 199w

t#define OBJECT 0

#tdefine BGSOUND 1

#define SOUND 2

#define DECLARE 3

#define CREATE 4
#define DEL 5
#define DRAW 6
#define ACTION 7

#define UPDATE B



L

o L4 o o o I'd
Uszmadusozst wosdmaivesozisd 1u'lWa gameCreator.cpp

e

CArray <CString, CString> arr_obhject;
CArray <CString, CString> arr_bgSound;
CArray <CString, CString> arr_sound;
CArray <CString, CString> arr_declare,
CArray <CString, CString> arT_create;
CArray <CString, CString> arr_delete;
CArray <CSiring, CString> arr_draw;
CArray <CString, CString> arr_action,
CArray <CString, CString> arr_update;

CArray <CString, CString> *arr_temp;

4212 dzmayadmdsdmiviamaessd
Ussnngasdadie flFsamsfuozsidlung gameCreator.h
- yaddiienl¥ auezisdiideants
CArray<CString, CString> * GetArrPur( int arrayRet );
- yamdufindoyaluosisd
void AddLine( int arrayRef ,CString &txt );
- qaﬁﬁr"umsnﬁw‘r"ﬂuamﬁ
void InsertLine( int arrayRef , UINT index ,CString &txt);
- yamiFaauteyaluesziad
void DeleteLine( int arrayRef , UINT index );
- yamdaduniudeyaluezisd
CString& GetLineData( int arrayRef, UINT index )
- yadadundusnouteya
INT GetNumLine{ int arrayRef )
- yamdadhadoyaanezisdadig

BOOL WriteArrayToFile( LPCTSTR filename , int arrayRef );
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o i o ar 4
Uszmegafidenneg #ladanisiuesisdlu I gameCreator.cpp

dat 32

- yadmFaTonlfnuezisdfdesms
CArray<CString, CString> * GetArrPur{ int arrayRef }{
switch(arrayRef) {
case OBJECT :return &arr_object; break;
cas¢ BGSOUND: return &arr_bgSound; break;
case SOUND  :return &arr_sound; break;
case DECLARE - return &arr_declare; break;
case CREATE :return &arr_create; break;
case DEL s return &arr delete; break;,
case DRAW rreturn &arr_draw; break;
case ACTION  :return &arr_action; break,
case UPDATE : retumn &arr update; break;
return NULL;
}
- yadrdafiudoyaluozisd
void AddLine( int arrayRef ,CString &txt }{
arr_temp = GetArrPir( arrayRef );

arr_temp->Add(txt);

- gamFumsnAiaaluezsd
void InsertLine( int arrayRef , UINT index ,CString &txt){
arr_temp = GetAmPur( arrayRef );

arr_temp->InsertAt( index, txt );

o QTJ 3 d
- yamdaavdeyaluezisd
void DeleteLine( int arrayRef , UINT index ){
arr_temp =GetArrPtr( arrayRef );

arr_temp->RemoveAt( index );
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}
- T 7]
- yamidusunAvdeyaluazisd
CString& GetLineData( int arrayRef, UINT index }{
arr_temp = GetArrPtr{ arrayRef );

return arr_temp->GetAt(index);

o @ A A )
- ﬂﬂﬂ]ﬁ@!iﬂﬂﬂ“ﬂ]uqumﬂyﬂ
INT GetNumLine( int arrayRef ) {
arr_temp = GetArrPtr( arrayRef );

return (INT)arr_temp->GetSize();

- yadddhederyannessdaslid
BOOL WriteArrayToFile( LPCTSTR filename , int arrayRel
)
CStdioFile file;
- o g Imsiunsidousidasesh Td
if(file.Open{  filename, = CFile::modeCreate |
CFile::modeNoTruncate | CFile::modeWrite | CFile::typeText)) {
arr_temp = GetArrPtr( arrayRef );
CString str;
for( INT n=0; n<GetNumLine( arrayRef );
nt+)  {
file. WriteString( GetLineData(
arrayRef ,(UINT)n) );
if{ n<GetNumLine( arrayRef )-1)

file. WriteString( _T("\n"));

'
file.Close();
return TRUE;
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}

4.2.1.3 fedamadunltyad ¥ dansteyaluesisd

]
D o

+ ¥ ]
Tuiil szumaafsamsiddsfiianinmssusnndldnadraiy

AFIUDANUDUTY

as ] LY d
4.2.1.3.1 Medrmiladayaadduszid

fualddlddonniawaieasazninasladne aly

#n; iHanuman p-
x: [240 v:[360

Ao IZDU ) /4
Swoudie 11

AELUL 1800

RenWdgd
i C!\Documents and Settings\EVODS10\DesktopPre

dan !

AU g

% paEmermm
C 0 domu

MNA | unLAn 1

1l 4-1 namsnaFudoyansareirasnsdialm
A vgy v 2 A & ¢ 1 w
dledl¥natuanas ezlimsdendidinsluezisden dail
o W -ﬁ' s d. k' 8/ yni L2

- iufvediezasnglitewdnnind s name

CString name;

GetDlgltemText(IDC_ADD_OBJ_NAME name);



- iudifin x Aglsdewdanindus x
CString x;
GetDlgltemText(IDC_ADD OBJ X.x);

- utine y ﬁﬂ‘lﬁ'{lam%mﬁﬁﬁmﬂi y

CString y;

GetDlgltemText(IDC_ADD_OBJ Y.,y);

- fuwdaiasuduiidlidewudmn13fdaums heatth
CString health;
GetDlgltemText(IDC_ADD OBJ HEALTH health);

- uduanidaduauiglidendhaninduds lire
CString life;
GeiDlgltemText(IDC_ADD OBJ LIFE,life);

L

- uazsuuvesianzasnglytannunlinaams score
CString score;

GetDlgltemText(IDC_ADD OBJ SCORE score);

- ahafanlstmuamldnuartenvesmsiing

CButton *visibleButton, *invisibleButton;

visibleButton=(CButton*)GetDlgltem(IDC_ADD_OBJ_VISIBLE});

81

invisibleButton=(CButton*)GetDlgltem(IDC_ADD_OBJ INVISIBLE);

- avaeundlfidenmunnguuvla sazlamiiuasiands

CString visiblility;

if ((visibleButton)->GetCheck()==1) {
visiblility = "true";

}

else if ((invisibleButton)->GetCheck{()==1)} {



B2

visiblility = "false";

1
else |
visiblility = "true";
}
CString str;
str="";

str.Append("Object* "+name+" = NULL;");

- Aﬁuﬂ"ﬁ"mﬂuamﬂ arr_declare;

AddLine( DECLARE , str);

str="";

str.Append(namet” = new Object(Screen,"+x+","+y+

" "+health+","+life+" \"Resource/Sprite/"+GetFileName )+

"\ "+score+", " +visiblility+");");

A o W <
mummnﬂuam‘m arr_create;
AddLine{ CREATE , str );
str — M,

str.Append("delete "+name+";");

- iumfaasluesist arr_delete;
AddLine( DEL , str);
Str — lll‘;

str. Append(name+"->Draw(Screen);");

A' o Q’J d
- RumFanaluezise arr_draw;

AddLine( DRAW | str );

- ind¥aasluezisd arr_object;

AddLine( OBJECT , name );
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4.2.1.3.2 fedramsidieyaluessdiudinaslva

) = 3 a

wiand Isunsuadeindedne Gevdeonds flidesnatluaidds

] 3 ¥ b
o [ =

Tsunswagiided Tsunsuadreduiamuatiufinalu s ludauvoandusy
AN
WriteArrayToFile(“Declare.h” , DECLARE );
WriteArrayToFile(“Create.h' , CREATE );
WriteArrayToFile(“Delete.h" , DEL );
WriteArrayToFile(“Draw.h" , DRAW );

WriteArrayToFile(" GameCondition.h” , ACTION );

w o U ¥ o d
4.3 mananmanuiand
o @ o -~ 2| Eag Y o
Hanrumsaruimnsmaouni Won 13 ludadsuy

void Object;:UpdatePosifion(};

1 ¥ +
fia90nf e xy 98@BainsA U InRaoaIa fetiy Taiuiludosladids
o w o 1y yad & g R
UpdatePosition);  184@3azn39nd 1’1371 Game Loop #slufififelifiudidsldasossd
4 A o o w
arr_update 10 3oUa3 WA "GameCondition.h” Tugiiuuasi
¥of18:A3->UpdatePosition();

G

1 o a o ' o LR A = = da :
muﬂaﬂwmauuﬂwmmmmmmﬂ“lsumummamaeummnﬁﬁﬂﬂ UAiu

sy T Tpemisldnudannussluuny xy wetluTiseand

void Object::Jump( float vx ,float vy ,float ax ,float ay );

4w e
‘Hqﬂﬂsﬂﬂﬂ LHOAIAZATYUAUNY

void Object::StopJump();

ANTIUIINNITNISUNNINA U %ﬁﬂﬁ’lﬁ%ﬂﬁﬂi&ﬁiﬂﬂqﬂwumﬂ'm AIDLATILANDINN

void Object::FallDown();

YDINAUAIW P IWANUBUN ay
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void Object::Drop( float ay );
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msaalafsunsulemdndnd o A 1A (Direct X SDK)
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¥ [ T ) ¥ o
1. duiananh lenrouda SETUP aantharasmsasladn@ndoafnuazaan

InstallShield Wizard

Microzolt [A) DirectX (R] 8.1 SDK

Welcoms lo the Microsoft [R) Directw [R] 5DK 8.7 Setup program.
Thig program will install the DirectX 8.1 SDK on vour computer.

Itis strongly recommended that you et all Windows programs
before wevning this Setup program.

Click Cancel ta quit Setup ahd then close arw programs you have
unning. Click Newt to contirue with the Setup program.

WARNING: This program is protected by copyright law and
international bieatiss.

Unauthorized reproduction ar distributian of this pragram, or any
porton of it, may result in severe civil and criminal penalties. and
will be prosecuted to the maximum extent possible under law,

U n-1 uanstuneumsandelaiEndog oo A 1n Tuneudi 1

v A = =] a2
2. neneonsyiiou lvuasdnialad nidnd unzaaniju Next

License Agieement

InstallShield Wizard

Flease read the following fcense agieement carefully.

To install the Microsoft {R) Direct (R) 8.1 SDK, pou must accept the agreement.
Prass the PAGE DOWN key to ses the rest of the agreement.

Microsoft Directx 81 Software Davelopment Kt~ :
END-USER LICENSE AGREEMENT FOR MICROSOFT SOFTWARE

IMPORTANT-READ CAREFULLY: This End-User License Agreement ["EULA") is & legal

nt between o (sither an individial or a single entily} and Micrasaft Corporation
("Microsolt”) for the Micrascft soltware product idertfied above, which includes computer
soltwara and may include associated media and printed maketials, and ''online” or slsctronic
documentation ("SOFTWARE PRODUCT). The SOFTWARE PRODUCT provided to you
by Microsoft, Any software provided aslong with the SOFTWARE PROGUCT that is v

1% || gccept the tems in the license agieemant

™ | do not accept the tamms in the icense agreement.

< Back I Next » 1 Cancel
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3. 14 User Name 148i¢ Company Name ﬂJ'ENP:ﬂ% ua:nﬂﬂu Next

InstaltShield Wizard

LCustomer Information
Please enter your nformation,

User Name:

Jﬁmupong

Company M ama:
[kMITL

{nstal this application hor:
& Anyons who uses this computer {all users}

" Dnly for me {nons)

<Back [ New> | concel |
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instaliShield Wizard

Choose Destmation Location
Select folder where Setup will install files,

Setup will install the Micrasaft (R] DirectX R} 8.1 SDK filex in the following foldes,

Ta install to this folder, click Mext. To install to a differertt folder, click Browse and salact

anather folder.
i Destination Foldar - R o s e .
| CADXSDK\ Browse... _[:

r | » o 1
JUR n-4 werastuneumsiadalaidmén tea A 1n Yunaud 4

[ -

5. 1Bonduves dsupsuAdons 15119 s ndnaiu Tisunsudsia & wie waa
1 W ¥ Y = =y at : 1o o [ -~ a3 o o @ e = g -
ua 3l 1A ledu3aa wdn aalu liswiludeudenadladnidnddmsvIdvon win adniden

iwunsasregnniiideinyafuisaa wiln senld

InstaltShield Wizard
Microsoft [R) Direct [R]) 8.1 SDK

Select the festures you want ta install, and clear the featues you do not wart to instak,

= Description

% | nstal Directs Runtim |
* i) Copy DirectX Setup Files " Install Directx R untimne

i Direct? Documentation for Visual C+

7] Direct¢ Documentation for Visual Basic

v Directx C++ Sampls Source Cods

["1Directs Visual Basic Sample Souce Code

[ Directss Utilities

[+ Direct< Headers and Libs

[ Direct Redistribulable Files

Space Aequired on L 234240 K,
Space Available on C: 11035552 K

< Back ‘ Hexl » i Cancal

o o A as g d_ 4 ) o o
31]1'1 -5 !!ﬂﬂd"uuﬁlHﬂ"l‘mﬂﬂﬂﬂﬁmﬁ)ﬂ“ﬂ LOT A 1A UHABUN S



¥
6. 59l lusunsuasedu

Installs hield Wizard

Selup Status

DirectX B.1 5DK Setup is perfarming the requested aperations.

66%

117 n-6 uanatuaoumsinasladndng wa i n Tuneud 6

¥
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7. 4iloTalsunsuasysal adntju Finish

q

Setup Complete

Setup has finished installing the Microsoft Direct< 8 SOK on your
computar. Click Finish to complete setup.

1 L » J ; r
71l 17 naastunoumsAadalaiindnag ioa @ 1 Tuneuii 7
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1. Double Click "l’t']ﬂﬂu CDX-3.1.exe

| Fle ER Vew Faoles Tools  Help

B back * g:g 5 3 ‘,A‘ Sewh i Fodes | Tv”

e e
22 Fiie and Folder Tosks f_'J oo ;
3 Maka » news folder-
Publish Ehis foldnr to bhe . .
§ Wb fw faedll.zp
bl Shee this Focwr .
‘ e
her el %cm—amm
Other Places : =
o o D%_Tutonal chm
B Yty Docunents : LT ot e
Serad Doedmant; |
: My Coinprice . CORAVLID e
| Ny Neteor Places | A Py
d Details m?c?:agmznm oM TP
;:ga_ d ‘
i B @EHEC 2IP dermern3l.d
-~ Date:Moc¥indi Todsy, Sctober m g m b
11,2005, BS0PN © o \
B [ ™ comenacep TN cowEnn he

L4 W
Ol L

71 4-1 nanaTunaumsiand & 1end Funouhi1

A 4 a a
O Lﬂﬂﬂﬂﬁ']ﬂﬂ']ﬂﬂ‘ﬂ%ﬂﬂﬂﬂ

F3

» 3
3. AN Next tRaingunantalil

;'“:1_ Setup - CXX Game [revelopment Library

Select Destimation Direclory
\whete should COX Game Development Library be instaled?

S elect the folder wheie yau would |ke CDX Game Developmeri; Livary to be installed,
thien click Mewxt,

L7 Documarks and Settings ‘
42y Download: : ;
P oxsDK B

3 15C2 :
. {3 Karapio {
I 4 Kpems v
|- Vi

[ ¢ Back I{ Mest > i[ Cancsl ]
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4, leneenlsenauannnmumsdnaen il liiaennivue

4 ] ¥
5. pfin Next iNangyuneuda il

;’3 Setup - (DX Game Development Library

Select Components
Which companents should be installed?

Select the componenis you wark to ingtall: clear the componants vou do'net want to
install. Click Next when you ere 18ady tocontinue.

i b

I Docuhentatiun I 0.2MB ‘

' Examples 28MB f
E ) Games 2EMB,
| W% Source Code 1.0MB
|
b
e ed N A

Cusient selection requires al least .9 MB of disk spacs,

[ < Back ]L Nest > j[ Cancel—]

JUT -3 uanstuneunsRaded & enal Tuneud 3

= A

6. [ADNTTDLIAN & 7 1

ca,

€e

4 ]
7. A0 Next iohgduneuda 11

=1
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<3 Setup - COX Game Developrient Library

Select Start Menu Folder
Whese should Setup place the program’s shortcuts?

Select the Start Mehu folder in which you would like Setup to cieate the program's
shiottcuts, then click Mext

- Accessones A
i Adminigtrative Toals ;
| Adabe
; CuberLink PowerDyD
1‘ DigitalPrint
DivX
DVgate
Eveiljuest
“GAIN Publishing
‘Gamas
| Gina Prcket

, __.;_Emk _L_____;e,m,) H . EmEI J_

& J o o

U v-4 yaastuneumsRaA s § lent Tunoun 4

» 1 ¥
8. AN Install iNORIN1TAAAS

;’?: Setup - CDX Game Develepment Library

Ready to install

Setup is naw ready to begin instaling CDX Gama D evelopment Library an your
compiter.

Click Instali to continue with the installation, or click Back if you want to review or
charge any setlings.

: Destination diracton:
e\CDX

Sehp Type:
Full installation

Selected Components: :
Library Fles [Required) 5
Documenilation A
Examples
Games
Source Code

T ] (e

v
o o =

U ¥-5 uanaduneumsiiaded A nd Yunouin 5
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n1sUTuunalily sunsn Jva & waa waa(Visual C+)

ansaliraidlasndnd (Direct X)

- - =1 a £ o t o qu
Tovunduda Tusunsuivad wie szamsaldandladndnd e s 14 ualulegtiud In

1 o o o & | o o o
Gnidnd 1ain1snlfeunesfuunmdasesiu o ud dodu didesnademunyTavlFlad nidnd Taufy

=l

- = o o o a n‘: ] q 1 &
Tdsunty 3%10% wiw wia SefesimsUsudsa e 1¥ 1 sunsuaiso 1 ladniding 1essu
AfouTysunsuldey

o ¥ @ ¥ o = W @ Y] 4 d_ CYa AV
Tunaun1ssudan1d ldsunsy Jea T wie wde ewnraldouladndnd nef¥uniion
¥ ¥ Fd
Tdsunsyidiu firldautuneuses 114

1. Walisunsudvaa & wie wan 1denuy Tools >> Option. ..

Options

Edior | Tabs | Debug | Compatbity | Buid | Diectoriss | i

v W bad I¥ Hargontal scroll bar
i T Automalic window recycling [¥ Sefection margh
' % Diag-and-drap text edting !
 Save oplions L e \ o e
' ¥ Says before 1unning toofs ™ Brompt before saving filas

Statemenl sompletion opticers

¥ Auta list members i Loda comments
| Auta e info W Auto parameter info
0K} Concel |

w
[

JUT a-1 vmasmsySuasamsldanilasménd duned 1

- o d . E o ot . / <!
2, IaNHILN Directories NTHUANTDY Show directories for : 104 Include files

Options

Edtor | Tabs | Dedug | Compatbly | Buld  Diecties | []3)

Patfom: Show dirsctories lor;

Wz 1 linclude fies =

Cancel

- '
¢ o =

1 a2 uamamalTudamnaldandlad ndnd dunoud 2



4 a A { H 3 A . - L o -
3. puidiondninsoudmaveya lWUawdnAannIs include vo1 Taifnudndiswinisdn

Platform: Show directarisas for;

Diectoies. | DX+ 4

C:\Program Files\Microsoft Visual Studiohy EEIBHINELUDE
C:\Program Files‘\Microsoft izual Studio\V CI8MMFCSINCLUDE

C:\ngram FilagiMicrosolt Visual Studio\WC98WA TLMNCLUDE

Edtor | Tabs | Debug | Compatibiity | Buld  Directories ] CT+]

fWinaz "] include fies ]

[ o ] Concel |

U7 A3 nrmamisdFustammslfandlaisndng duneui 3

¥
w

A

1
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&

g

& ¥ o, ] o ow o o ' 5
4. @oul¥wis deduune el ivia § wia nda Amun 1 lad nidnd dew Tusunsudm

4 2
o Tavndn

1 »
ed

Options

Ela_tform: how directories for:

[Wina2 ]

g
il

. C\DXSDKNinchde _
C:\Progiam Files\Micrasoft Visual Studioh Y CIBMNCLUDE
C:\Progiam Files'Microsoft Visual Studio\VCI8\MFCANCLUDE
C:A\Program Files\Microsoft Visual Studio\VCI8MATLMNCLUDE

nclude files _a

;Qirei:‘t.c.a;i;s: 1w ’.‘

QJ ¥ ] [} ¢ . - J i
NNFIFVUNTIATHRVEIYDY Show directories for ﬁ]umamﬁﬂm'lﬂaguuqﬂ

Edtor | Tabs | Debug | Compatbikty | Buld Directories | |

[ ok ] cancer |

o
L

U7 a4 uamamsliudammsldanladmdnd Yunoudi ¢



103

5. wHaun U9 Show directories for : 1?311{']'14 Library Files

(ptions
E ditor I Tabs ! Debug | Compatibility l Buld Directoies ] !I
Platfomn: Shaw directaries for:
w2 T T -
Diectories: T ey

- C:\Frogram Filss\Microseft isual StudicA CI8YLIB
C:\Program Files\Microsoft Visual Studio\VCS8\MFCALIB

0K li Cancel

514 n-5 wrmasmnlFusmmsiFanddaindnd dunend s

o e 2 4 1 J 1 = d o o a
6. fudlananfinsaufinavuga 191laududanvis (path) Library vedlaiSnidnd fusiing

Ld
Aana'l fagal

Lo

Options
Edtor | Tabs | Debug | Compatibiity | Buld Ditectories 1 B0
Blatform; Show directories for:
Jwin32 ] {Librany files ]
g ARG PN T 5

C:\Program Files\Microsoft Visual Studio\Vv C9B\LIB
C-\Program Flles\Microsoft Visual Studigh 'y C98\MFCALIB
b IC: DS DESL

[ '
i ar ]

31U o6 yamamsilSusmimsidanladndng dunouii 6
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A e"v L3 A =, =4 Q. L a ) 1
7. ioulAwinilagunte o 1%3van & wia wia S1iua1i S asndnd douTsunsugm

4 o A4 Py ¥ . . . & & ' o X,
ou lagnanfignas¥iun1adua19veItes Show directories for : WwFenniu lloguuga 11ndunanily

=] nw [ '
oK iWiunmaSsaumal§uuds

Options

Edior | Tabs | Debug | Compeibify | Buld Diectories | !
Platfom: _ Show directories for;

iwindz w] ILibrary fles
P Lo T
| CADXSDKALD

C:AProgram Files\Microsoft Visual Studio\V CI8\LIB
C:\Program Files\Microsalt Visual Studio\y CIENMFCALIB

L ] Cancsl

¥
s
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d
AN B A 1809 (CDX)

1 11l Teradndande Honmy Tools > Options
2 ﬂﬁnﬁuﬁu Directories
3 W Include files WA CACDXUNCLUDE (9111

Options

Edtor | Tabs | Debug | Compatbiity | Buld  Directories | ¢ [7]5)

Platfarr; ~ Show diectories for:

[win32 w | Dinclude files X

Directories: X E
CADXSDEMNCLUDE

T:AProgram Files\Micrasot Visual Studio\YCI8WNCLUDE
C \F'rogram Flles\Mlcroso!t Visual SludloWCSE'\MFC\INELUDE

o
<
[yl
]
0
P

U a-1 uenavuneumaiils Suiad wits wia 330 & & lend Tuneud

4 T Library files 1¥ifn cACDX\LIB 16

t'].|.lli.m.|s - [r:?: X.___

Edior | Tebs | Debug | Competbilly | Buld Diectories | ¢

Platform: Show drectorias for; &

I'W'in32 _:J ] Library files ﬂ

Ek;;:tnrles . e g ,”) )(f _‘
C:ADRSDKALIB

1 G '\F'loglam Filas\Micrazoft Visual Studio\vC98\LIB
m Files\Miciosoft Yisual Studic\WISB\MFCALIB

4 o © b= S g 4
51 92 uraatumeum IR S110d waw wia 330 4 & oo Tunend
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ar' Q- -] L2 d :
Susunsnisezdoaiinisdaaen TWames ResourceGame 1ilidu137 lasd &
1 3 a o .E: P o
(C:) fou 11nWU dudandnfl gameCreator.exe 15 Na T lu Tdsunsuwadany 2

¥
Ald Aail

]

1. MWiden a510udn ( Add Folder ) fa31)

Tt up ausamadrann A (D Game Creater )

QudUUSNOY

dSWIRAMSH

31/ 22 namsA e IMIENUNN Tunouii 1
' a " a o 4 A 4 w
2. wilsnnguiweliidendumusfivznu IWany aanfty iden dsg1)

gy (Add Game Folder)

ehuviauuidasma ;

31 9-3 weaadeaamsaaunu Tuneui 2
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3. MfendumusRozdu Indmuiozade Waago  Tuniddady  test

9 ¥
nnuAaNTLy Save Aggil

Savejn ﬂ‘;} My Documents

M emctE

L"ﬁ L:ﬁ”v Music |
My Recent [y pictures

Dotuments L3 My Shapes

@ |

Desktop |

1
!
H

|

Fie name; {m—ﬂ = Seve
-

MyNealwork  Sava asfpe |
Placas

UM -4 ngrm adaeenam sanany upoud 3

a 3 o (] t:l 13 3 = o 1
4. Maa90 Save udn Tdsunsyezuamadiiurianezaig d19zfondunus

M o
Initdaanilu den dhdwmiagndendIvindniu anag dagl

vAuwdanau (Add Game F“older}

ey

gumdaufddnanas |

! C\Dacuments andSettingsi,E'-iODSll]\,My Docu

BRY i
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5. Mmsy dmdsenouasg nmelwny lufitdeziing Ay doazes

(Object) ¥ llflududunsn Idadnfisly indrazes dagil

lswsatianadvaas 4 (A2 Damne Lrealar )

U7 9-6 nanafietnansa Ny Yunent s

A ] l:l 9t J ! A ! L ' d'

6. omhaaduiasasliingiuun il ¥odr dragon Awmiaiivs1d
o nla‘ e o 1 o =)
frazastinlsngfififa xy) = (50,500 Amduilu 200 AFed 2

¥ y W
aznuwdin o Bendumisvosgidnzasinludiidnglding uae

w
fvuamstlsngiihs uaasnm udandn anas dagl

liu"inq tAdd Dhjecty

#n: fdraunn

X: EEM Y%

ik [200
anewiier [

U ﬁm—_

vhoriddgy
| C:iDocuments and Settings\EVODS 1T DesktoplPri

AU §

* namenn

™Aoo

(oo ot |
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doumwidiu a1ntls anudaiiu o udiedn anas Aagl

g Ends (Add Backeround) ]

vigel
| C:\Documents and SettingsEVOOSc

'
shon 1

PevramumEoud |

& oy
~
"
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UM o-8 uomaiethamsaiany duneui 7
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wemeiaal (Lvent & Action)

e o romen)

i | awutte | s |
vhand hte | ihmeus |
priatte | miundle aweus |
S| s | it | ammsea |
B i T DO O
- j i
-!-.ﬁimd_J i

wdsnmrrs | Rurvadhousd | [

. At ,j . bnmmj

sy ! z
! reanfuni

- o | L
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BRI

lBiuawn afimyraimcs |

mnh‘numm Mﬁlnﬁ un_i : l
-
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1. AnemIdezinemsismiiliageenumdininiiisiiimug

7 o
man1sel Adg

s ([ vent & Action)

I preemEoud
[5] waiGe RevaESE EFTARRS { k| Eaataees | Puicin |
E (| awten | wiseedea llrmhmlm”I

i
|
|

el Fndla sy |
iy L] whumzuin |
sooddtn | atcouind aseuon |
K | uReds | nnnn:uhu|

Py feng | e |
| * Fadvm
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P2 ¥ oA = ¥ o =]
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‘sl (Fvent & Action)

reymen diny

sAmnen

:

[

dragon-=Maveleft(2);
dragon->MaoveRight(2);

dragon->MoveUp(2);
IF{Ino S

b ann- =Movellonn 1

FiTrent > otiev At CONET LEFTARRGH
F(Irput- >Getkeystata(CDXKEY_IGHTARRC |
F{Input- >GeticoyState(COXKEY_UPARROW)
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Avamaiiuilu dragon uazlanzunuideamsiudlu 200

wuRskwn (lncrease Score) [%]

anag gnvan i

317 2-18 wemsAregamadriuny Yuneud 17
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¥ d‘qx: o
19, vz lAmgmsaliaviua fegil

“mmnmasal (Event & Action)

MGG e e AT e .
P SRRy Ty [ TnRowd E
if(Input->GetkeyStal o .
dragort »MoveL eft(z); | efoud | Bwdhseme | ineldivien ||
if(Input->GetkeyState(CDXKEY_RIGHTARRC \ nadd
i ouom Mo oA om  § weanwian | enfomw
IF(Input- »GetKeyState(CDXKEY_UPARROW) : = Senvau '
dragon- >Movetip(2); b
F(Input- »GetKeyState(COXKEY_DOWNARR( | | [Fsteiugm
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1 A
G ORMER bgmusic->PlayLoop();
naRdUEsA | ifInput->GetKeyState(CDXKEY LEFTARROW)=—CDXKEY_REPEAT)
{ {
L1 éﬂu“ﬁ halo->MoveLeft(2);
Lﬂéﬂug 1 halo>ChangeSprite(Screen, "Resource/Sprite/HaloMasterChiefSheet4.bmp");
' 3
nAAguDIA if{Input->GetKeyState(CDXKEY RIGHTARROW)==CDXKEY REPEAT)
{ {
mdoud halo->MoveRight(2);
tﬂéfmi 1 halo->ChangeSprite{Screen, "Resource/Sprite/HaloMasterChietSheet9.bmp");
} }
nm]u if(Input->GetKeyState(CDXKEY_SPACE)==CDXKEY_PRESS)
{
n5z 1pa halo->Jump(0,-100*1.1,0,40);
Lﬂalﬂugﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet?.brnp");
} }
ﬂﬂﬂw if(Input->GetKeyState(CDXKEY_Z)==CDXKEY_PRESS)

{

AENT

hapowL->WarpToObj(halo),

Lﬂﬁlﬂu‘g‘ﬂ halo->ChangeSprite(Sereen,"Resource/Sprite/HaloMasterChiefSheet6.bmp");
151309 hapowL->Visible(Screen);

AU weapon->Play(};

dsznou

} }

else else

Lﬂﬁ" ?Jm?ll hapowL->MoveLeft(4);

nAtfa if(Input->GetKeyState(CDXKEY_X)==CDXKEY_PRESS)
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{ {

ie'laldad hapowR->WarpToObj(halo);

[3i43F]

Lﬂéﬂuiﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet5
copy.bmp");

1513 N4 hapowR->Visible(Screen);

GG LE! weapon->Play();

sgnau

} }

else else

nReud hapowR->MoveRight(4);

19T if(halo->Collision{starel.1))

{ {

naRdLoTA if(Input->GetKeyState(CDXKEY_UPARROW)==CDXKEY REPEAT)

{ {

sﬂﬁuu 51 halo->ChangeSprite(Screen, "Resource/Sprite/HaloMasterChiefSheet7.bmp");

Lﬂé‘i’m“ﬂ halo->MoveUp(1);

} }

nafdUDIA if{Input->GetKeyState(CDXKEY_DOWNARROW)==CDXKEY_REPEAT)

{ {

Lﬂﬁ'uugﬂ halo->ChangeSprite{Screen, "Resource/Sprite/HaloMasterChiefSheet7.bmp”);

1 5 oUW halo->MoveDown(1);

} }

} }

AITTH if(halo->Collision{starel.2))

{ {

nARdUDTA if(Input->GetKeyState(CDXKEY UPARROW)==CDXKEY_REPEAT)

{ {

Lﬂﬁ'uugﬂ halo->ChangeSprite{Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp");

Lﬂé E]'u“ﬁ halo->MoveUp(1};
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} }

ApRBuUDIA | iflnput->GetKeyState(CDXKEY DOWNARROW)==CDXKEY_REPEAT)
{ {

Lﬂﬁ'tl‘ugﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp");
Lﬂﬁﬂuﬁ halo->MoveDown(1);

} }

} }

AT19TH if(halo->Collision(stareS1))

{ {

AafRduDTA if(Input->GetKeyState(CDXKEY _UPARROW)==CDXKEY REPEAT)

{ {

Lﬂéﬂuﬁﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp");
mé‘au‘ﬁ halo->MoveUp(1);

} }

ApRdUesA if(Input->GetKeyState(CDXKEY DOWNARROW)==CDXKEY _REPEAT)
{ {

Lﬂa‘ﬂu‘;ﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp" );
Lﬂﬁi auﬁ halo->MoveDown(1);

} }

} y

A1TTU if(halo->Collision(stareS2))

{ {

AaffUDiA if{Input->GetKeyState(CDXKEY UPARROW)==CDXKEY_REPEAT)

{ {

L‘ﬂgﬂu;{‘ﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp"),
i ﬁiﬂuﬁ halo->MoveUp(1);

} }

Adupia if{Input->GetKeyState(CDXKEY_DOWNARROW)==CDXKEY_REPEAT)
{ {

Lﬂfﬂifjugﬂ halo->ChangeSprite(Screen,"Resource/Sprite/HaloMasterChiefSheet7.bmp”);
mﬁau‘ﬁ halo->MoveDown(1);
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¥ }

) }

N15YU ifthalo->Collision(groundl.1))
vyanszlaa | halo->StopJump();

MU if(halo->Collisidn(grounsz))
HYRATY lan halo->StopJump();

N1TBY if{halo->Collision{groundL3))
vyanss1aa | halo->Stoplump();

NFBU ifthalo->Collision(groundS1))
HYANI z1an halo->StopJump();

MITU ifthale->Collision{groundS2))
Hyanszlaa | halo->StopJump();

MIFY if(halo->Collision{groundS3))
wyans z1an halo->StopJump();

ARt if(halo->Collision(groundS4))
viganszlaa | halo->StopJump();

N1T¥U ifthalo->Collision(groundSS5))
‘quﬁlﬂiﬂﬂﬂ halo->StopJump();

MIsY ifthalo->Collision(ground$6))
vigansy1aa | halo->StopJump();

N194U if(halo->Collision(groundS7))
viganszlan | halo->StopJump();

N1T¥U ifthalo->Collision(groundS8))
ngansz1aa | halo->StopJump():

N15YU ifthalo->Collision(potion))

{ {

ﬁU%ﬂq potion->Remove(Screen);

INNAZIUY

halo->IncScore(800);

}

}

LLER 1!

ifthalo->Collision(heart))

{
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AU heart->Remove(Screen);
L‘F’in%m halo->IncLife{1);

} }

MIYU ifthalo->Collision{I1}))
{ {

ﬁuffﬂq 11->Remove{Screen);
nﬁ‘uﬂmuu halo->IncScore(500);
} }

NIYH ifthale->Collision(12))
{ {

o %ﬂq [2->Remove(Screen);
zﬁwﬂ:uuu halo->IneScore(500);

} }

15U ifthalo->Collision(I3))
{ {

f!‘ij’ffﬂq I3->Remove(Screen);
L‘F‘;uﬂmmu halo->IneScore(500);
} 1

713 ¥4 ifthalo->Collision(14))
{ {

o 5ﬂq 14->Remove(Screen);

UAZHUY

halo->IncScore(500);

'}

WOHAY rockI->Drop(40});

5ﬂq1ﬁﬁu rock2->Drop(90);
pOnUDNID if{rock1->CheckOutScreen())
{ {

fhudloens rock1->Warp(135,0);
"H‘Egﬂﬂ'iﬂﬂﬂ rock1->StopJump();

} }

29NUDNID if{rock2->CheckCOutScreen())
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{ {

fhosaazns | rock2->Warp(600,0);
MyANsE 1aA | rock2->StopJump();

} }

Ao ghost->MoveLeft(2);
20NUBNID if{ghost->CheckOutScreen())
fwAngnT | ghost->Wam(700,500);
13U if(hapowL->Collision(ghost})
{ {

ﬁ'U’ffﬂq hapowL->Remove(Screen),
and T | ghost->DecLife(1);

} }

NFTU iflhapowR->Collision(ghost))
{ {

a1dng hapowR->Remove(Screen);
AASIUIUTIN | ghost->DecLife(1);

} }

579914 if{ghost->CheckGameOver())
Faanua

{ {

5§ ’“J'ﬂq ghost->Remove(Screen);

NUNZLIY

halo->IncScore(200);

Lﬁ‘l.l ¥n ghost->IncLife(1);

} }

19 ﬁauﬁ bat->MoveRight(3);
aeNUYONDID iflbat->CheckOutScreen())
nofazns bat->Warp(0,400);

AT ifthapowL->Collision(bat))
{ {

AU wﬂf; hapowL->Remove(Screen),

l bat->Remove{Screen);
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Lﬁuﬂmuu halo->IncScore(100);

} }

HUPE s ifthapowR->Collision(bat))
{ {

auﬁ’ﬂq hapowR->Remove(Screen);
auf?mq bat->Remove(Screen);

ALY

halo->IncScore(100);

} t

Lﬂé‘ﬂuﬁ epowR1->MoveRight(2);
DONUDNDD iflepowR 1->CheckOutScreen())
fudazng epowR 1->Warp(190,160);
I é’ﬁm?‘l epowR2->MoveRight(2);
DOAUDNID iflepowR2->CheckOutScreen())
fhednnzns epowR2->Warp(490,160);
Uk iflhapowL->Collision(el))
{ {

aving hapowL->Remove(Screen);
aadmINT IR | el->DecLife(l);

} }

AITTU ifthapowR->Collision{e1))
{ {

ﬂ“lj'qfﬂq hapowR->Remove(Screen);
AATMIUTIA | el->DecLife(1);

} }

A37991U ifle]1->CheckGameOver())
Famanua

{ {

’d“]ffﬁll] ¢l->Remove(Screen);
ﬁ“]J’?ﬂq epowR 1->Remove(Screen);

FHUAZIUY

halo->IncScore(200);

a Ao
W1

el->IncLife(1);
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} }

N1TBU ifthapowL->Collision{E2)}
{ {

auing hapowL->Remove(Screen);
Aand1MINFIN | E2->DecLife(1);

¥ }

AT ifthapowR->Collision(E2))
{ {

au%’mq hapowR->Remove(Screen);
aadumFIn | E2->DecLife(1);

1 }

AT2091U if(E2->CheckGameOver())
$3amavun

{ {

ﬁ“]_l’qiﬂt]. E2->Remove(Screen);
AL epowR2->Remove(Screen);
L‘ﬁﬂJﬂ%Lmu halo->IncScore(200);
s E2->IncLife(1);

' }

ifl ﬁ au'ﬁ bpowL1->MoveLeft(2);
paNUINIA if(bpowl.1->CheckOutScreen())
fhodazns bpowL 1->Warp(600,30);
NIYY ifthapowl.->Collision(bpowL1))
ﬂ'i.l’?ﬁ\q hapowL->Remove(Screen);
ATTYU ifthapowR->Collision{bpowL.1)}
auIng hapowR->Remove(Screen);
I ifthapowR->Collision(b1)}
{ {

aung hapowR->Remove(Screen);
Aad1uuBI0 | bl->DecLife(1);

} }
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MIYH ifthapowL->Collision(b1))
{ {

aud aq hapowL->Remove(Screen),
aadi1uIuTIN | bl->DecLife(1);

} 1

M99 1UIU if{bl->CheckGameOver())
3 anue

{ {

au w'FIE,] bi->Remove(Screen);
ﬂuﬁ'ﬂq bpowl.1->Remove(Screen);

RUAZLY

halo->TncScore(500);

a5 b1->IncLife(1);

} 1

ATEH if{hato->Collision{ghost))

{ {

AuIAg ghost->Remove(Screen);
AATTUIUGTA | halo->DecLife(1);

Lﬁi\l%aﬂ ghost->IncLife(1);

ki }

NI TY iflhalo->Collision(bat))

{ {

Giiel ) bat->Remove(Screen),

A9 IUIUTIN | halo->DecLife(1);

¥ 1

159U if(halo->Collision(epowR 1))
{ {

frdazns | epowR1->Warp(190,160);
AaAd IUTI | halo->DecLife(1);

1 }

15U ifthalo->Collision{epowR2))
{ |
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eRazas | epowR2->Warp(490,160);
BA9IUTIA | halo->DecLife(1);

} }

N3UU if(halo->Collision(bpowl.1))
{ {

fufazns bpowL 1->Warp(600,30);
aad UM | halo->DecLife(2);

} }

N15%1 ifthale->Collision{rock1})
{ {

frefngns rock 1->Warp(135,0);
vyansz1aA | rockl->Stoplump();
AANAITFIN halo->DecHealth(50);

} B

MU if(halo->Collision(rock2}))
{ {

fudnzas rock2->Warp(600,0);
HYANI Atn rock2->StopJump();
ANaatIa halo->DecHealth(50);

} ¥

ATIIMTAN if(halo->CheckDead())

{ {

AR IUIUTIA | halo->DeclLife(1);
AunEad3n | halo->IncHealth(100);

} }

@5790MM | iflhalo->CheckGameOver())
F3aRanua

{ {

ﬂnﬁ’ﬂq halo->Remove(Screen),
uaadaANy | ShowMessage(hde,"YOU LOSE");
} }
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1T TH

ifthalo->Collision(door))

{

{

auing

b1->Remove(Screen);
bat->Remove(Screen};
bpowl.1->Remove(Screen);
door->Remove(Screen);
epowR 1->Remove(Screen);
epowR2->Remove(Screen);
groundl.2->Remove(Screen);
groundL3->Remove(Screen);
groundS2->Remove(Screen);
groundS4->Remove(Screen);
groundS5->Remove(Screen);
ground$6->Remove(Screen);
heart->Remove(Screen);
I1->Remove(Screen);
12->Remove(Screen);
13->Remove(Screen);
I4->Remove(Screen);
potion->Remove(Screen);
rock]l->Remove(Secreen);
rock2->Remove{Screen);
stareL1->Remove(Screen);
stare[.2->Remove(Screen);
stareSI->Remove(Sereen);

stareS2->Remove{Screen);

fhudmzas

eI->Warp(999,999);
E2->Warp(999,999);
ghost->Warp(999,999);

nlauunin

bg->ChangeBackground{Screen,"Resource/Background/cave.bmp");

MefInzng

halo->Warp(10,500);

m7laag

bahamut->Visible(Screen);
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thoiazas bahamut->Warp(500,390);

} }

AITHU if{bahamut->Collision(hapowl.))
{ {

ARt IUIUTIA bahamut->Decl.ife(1);

ﬂﬂ%ﬂq hapowl.->Remove(Screen);

} }

ANTIBU if(bahamut->Collision(hapowR))
{ {

AnsIUIUEIN | bahamut->DecLife(1),

Ayl A hapowR->Remove(Screen);

} }

5299714 U ifibahamut->CheckGameOver())
Finranun

{ {

auy wﬁf} bahamut->Remove(Screen);
HAAIOnI1Y ShowMessage(hde,"ENDING");
} }

157 if(halo->Collision(darkball))

{ {

fhodazas | darkball->Warp(500,470);
aATIIUTIA | halo->DecLife(1);

b b

N19¥U if(darkball->Collision(hapowR))
{ {

ﬁuﬁ'mq hapowR->Remove(Screen);

} }

29NHBNID if{ldarkball->CheckOutScreen())
fhediazns | darkball->Warp(500,470);

else else

A Hdw
ﬁmau'ﬂmu

darkball->MoveLeft(3);
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HARINAY

halo->ShowHealth(hde,50,50)

=y
LAPIBIA

halo->ShowLife(hdc,150,50);

HAFIANZUUY | halo->ShowScore(hdc,250,50);

10.
11,
12.
13.

m31e 22 mnmaamafedmema g hiamgmacd

dieldddansundalinaifu adregdduny 1fez 1dgaddunudi T sunsa
adre v lu Tamedfsmua Blunouusn
@aTilsunsudvan & wéa wie 6.0 Uil #on Open Workspace 9¢1lsng
Tnosdonium s A Thamesiis i muald adn project.dsw AAANAY
Tilsunsuisia & wad wie 6.0 %ﬁﬁ;ﬂﬁ]é’ﬁﬁﬁ‘rﬂlﬂmlmﬂQHaTHIﬂSLLﬂ’m
\#on Build > Set active configuration 9211110 1ADEABATUL 18N Win32 Release
nandenuitu file view Amidhoves Tsunsy AR WG Test.cpp
14)#1 Build >Compile Test.cpp uﬁ’qw’lﬁiﬂmnmﬂnmaHm;ﬂﬁﬁ'wum?%
17t Build Bt udaidon Execute project.exe 1UIUNTNIVIA & WAT WD 6.0

ghmunlasmmdmeunlfiiu Mg iounsnlssnnald Susus
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