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ABSTRACT

This thesis propeoses method of building 3D Game Online that is fantasy and
Role Playing Game (RPG). The salient feature is method of increase efficiency in server
side by using Network Load Balancing Technology. In this project we use C-++, MySQL
Server 4.0 and DirectX 9.0 that have Application programming interface (API) for game

development.
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#define CUSTOM_FVF
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struct Vertex
{

float x,y,z, // D3DFVF_XYZ

float nx,ny,nz; // D3DFVF_NORMAL

ODWORD dif; ~ // D3DFVF_DIFFUSE

floatuyv;  // D3DFVF_TEX1
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/=*Normmal_vector = Normalize{{p0-p1Y*(p0-p2)
vec3d ComputeNormalVector(vec3d p0,vec3d p1,vec3d p2)
{

vec3d vNormal,v1,v2;

v1 = Subtract(p0,p1);

v2 = Subtract{p0,p2),

vNormal = CrossProduct(v1,v2});

return Normalize(vNormal);
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vaid ComputeVertexNormals(vec3d* pVertices,unsigned int* plndices,vec3d* pNormal,

int VertexCount,int PrimitiveCount)

vec3d* pTempNarmal,vSum;
float share = 0.0f;
int i,j;
pTempNormal = new vec3d[PrimitiveCount];
pNormal = new vec3d[VertexCount];
for{i=0:i<PrimitiveCount;i++)
{
pTempNormalli] = ComputeNormalVector(pVertices[plndices[i*3]]
pVertices[pindices[i*3+1]
.pVertices[pindices[i*3+2]]);
}
for(i=0;i<VertexCount;i++)
{
vec3d v = pVertices]i];
vSum = Set(0.0f,0.0f,0.0f);
share = 0.0f,
for{}=0;j<PrimitiveCount;j++)
{
if(pVertices[pindices{j*3]] == vi| pVertices[pindices[j*3+1]] == vl|
pVertices[pindices[j*3+2]] == v)

vSum = Add(vSum,pTempNormal[j]);

share++;

}
pNormal(il.x = vSum.x/share;
pNormalfil.y = vSum.y/share;
pNormalfi].z = vSum.z/share;
}
delete[] pTempNormal;
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Aewiasairsunauadliunian 3 RRasfeaninuun Materials Wiurdng 3 Hrney
funnlanasldllsunsy 3D Studio Max yiiatisunsy 3 A7 Mirazdnlavdnnises
NNIfUNA Materials A @1FU DirectX SDK nnsfinnum Materials wlunisinuiagluuy
uazAnaNTRYedRg 3 T wileldfunsnannIsnuLuRuGEa iy fvndmgiu
winenanainfdenasiansimadielifuuadnsfiemss i fufeuiude i
aZliilanauanaidleldFuuas fudu dsslosfasantsinuun Materials Isfundan 3 Nne
szivliguuueeaing 3 ﬁﬁfjmﬂwmnumﬂLL@:@@N@?x‘]mnﬁﬁu n13N1WuA Materials
Iuridng 3 fituanunsarinldlasfiusantes Direct3DDevice
HRESULT SetMaterial CONST D3IDMATERIALS * pMalerial),
pMaterial Lfluw'aﬂmﬁﬁ%’[ﬂﬁa‘fmqa%ﬁm&m D3DMATERIALY Til3nazdias
frsuadalTastassairenelures DIDMATERIALY 1ilusvil
struct{
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Ambient;
D3DCOLORVALUE Specular;
D3DCOLORVALUE Emissive;
float Power;
}
dmiulasaarenieluzes DIDCOLORVALUE il
struct{
float r;
float g;
float b,

float a;
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Tne Diffuse 1ududnfiagfoaimunaliiy Materials issanndng 3 fanldezild
AARR Al Diffuse 39ANA Diffuse 114 DIDMATERIALS aziiponduug
U Diffuse 1 D3DLightd  seaxnAs Ambient IWARTANLdIUSTU ambient
light #@u Specula (TR s specula highlight g unlasimaiduy DOOM 3 uéa

o = ] ' -l 3 3 = o L]
ﬂ'ﬂdﬁdLﬂﬂNuﬂIﬂM:ﬁ’ﬂﬂ\iﬂﬂ’]ﬁﬂ')ﬂﬁﬁﬁ;}'ﬂ:mu'l’]”lzuﬂQWNﬁQ’N‘IJiNWHWJtﬂ‘HKLNﬂL?W‘Mﬂ‘Nﬂ’]ﬂ
nln;v

Tdaslnd aziilu specula highlight uaz@gavinuRa Emissive A dning 3 s

a o o o

aanulialafuuas defaldmnninddaandueanunfiasiann dagiaciisincmuun
=y - -

:ﬂ’ 4 1 1 ldlal as -‘"
TINNTU UATARAVNEAD Power WufFuntuan specula NHUUWIRAG 3 AU

dwmiuen Diffuse ambient specula uaT Emissive axagludn 0.0 - 1.0 nsivue

L1
ooy o L

Materials Tfudmg 3 HAduamansnasimualifiaruuanansiulaasnisiua s
e
gD3dDevice->SetMaterial{ &m_material W3n);
Draw g 3 dFan
gD3dDevice->SetMaterial{ &m_material ﬁ 2);

Draw 3mg 3 15N 2

gD3dDevice->SetMaterial{ &m_material i n);

=,

Draw 49§ 3 {57 n
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NSRS URILAY
- ) . 4oar  ar Ao W o v = v
Waninuus Vertex Normal waz Materials THUds) 3 HAMAILTINNTANNAZATN

unELasTuud Tanlunisaiaumseuasiusagdisen Setlight lunisinyuagduuy
uazARIANTRTBIUAEL aniRssqunsaasiuasiifiulan 3 Tlaslwsen
LightEnable uarataudal DirectX nnsAmuanAusamnnssnuLwiIag 3 5
11596 SetRenderState Taannuun State Wiflu D3DRS_LIGHTING uas value iy
TRUE
gD3dDevice->SetRenderState( D3DRS_LIGHTING, TRUE );
HRESULT SetLight(
DWORD /Index,
CONST D3DLight9 * pLight
);
Index  IUVENEATT99LUAILAITALE ArazBEuann 0 BedusuuvAuAsian
ﬁ@ﬂ'ﬁ Device Ax@1NI50831 1A
pLight Lﬂuw'aﬂmm’ﬂ%‘lﬂﬁdmm%‘wiaqa D3DLight9 fugnazdaatimua ity
Tealasea¥tanialuaas D3DLighto el
struct {
D3DLIGHTTYPE Type:
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Specula;
D3DCOLORVALUE Ambient;
D3DVECTOR Position;
D3DVECTOR Direction;
float Range;
float Falloff;
float Attenuationg;
float Attenuation;
float AttenuationZ,
float Theta;
float Phi;
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Type Wuaiaacuasiisasld
point light TN viumilie D3DLIGHT_POINT
spot light TN muadly D3DLIGHT_SPOT
directional light 1rnuuaiiu D3DLIGHT_DIRECTIONAL
Diffuse Specula taz Ambient Lﬂmﬁ‘mmmﬁﬁqndmﬁLﬂmfafanmmnLmdmmﬁ
Position Aem1uuiaralaslu world space wnnituuasiiagauasily directional
light azldarilufasnvum
Direction Aasuuilalu world space Fusazdaslimndmunsiinsesuaatiy
point light azldanflusiaenivua
Range Aetroiuatdesiui
Falloff  Thafunninisdesddnssninanmefuneniunmediluaes spot light
Theta ifluneAaniuninetns naeduluaes spot tight {iA1iu radians
phi uaaAIAINNINT0Y nemeduuenuad spot light #Alu radians
HRESULT LightEnable(
DWORD Lightindex,
BOOL bEnable
)
Lightindex uneiaareunasadiasld
bEnable M uua Iy TRUE unsiaan sl unas FALSE dadnldeu
FameinadnasnamTun s i uALASLLIL spot light, point light 1a% directional light
ANATSI
resaksnsusssanssreabg ot [ghy +essee sk rasuess

D3DLIGHTS light;
ZeroMemery( &light, sizeof(D3DLIGHTY) );
light. Type = D3DLIGHT_SPOT;
light.Diffuse.r = 0.0f;
light.Diffuse.g = 0.0f;
light.Diffuse.b = 0.5f;
light.Diffues.a = 1.0f;
light.Position = position
light.Direction = direction
light.Range=1.0f;

light. Theta=0.5f;




light.Phi=1.0f

light.Falloff=1.0f,

light.Attenuation0 = 1.0f;
gD3dDevice->SetLight( 0, &light );
gD3dDevice->LighiEnable( 0, TRUE );

l/iiitt***************ipoint hght e drde A dede g dede e de etk ek ok ok

D3DLIGHTS light;

ZeroMemary( &light, sizeof(D3DLIGHT) ),
light. Type = D3DLIGHT_PCQINT;
light.Diffuse.r = 0.0f;

light.Diffuse.g = 0.0f;

light.Diffuse b = 0.5f;

light.Diffues.a = 1.0f;

light.Position = positicn

light. Attenuation0 = 0.11;

light.Range = 200.0f
gD3dDevice->SetLight( 1, &light );
gD3dDevice->LightEnable( 1, TRUE )

//********tt**twt*t**twdirectional hg ht o e ek e etk ok ok ok ok ok e

ZeroMemory( &light, sizeof{D3DLIGHTY;} );
light. Type = D3DLIGHT_DIRECTIONAL;
light.Diffuse.r = 0.0f;

light.Diffuse.g = 0.0f;

light.Diffuse.b = 0.5f;

light.Diffuse.a = 1.0f

light.Range = 1000.0f;

D3DXVECTORS3 vecDir;
D3DXVec3Normalize{&vecDir,& direction);
light.Direction = vecDir;
gD3dDevice->Setlight( 2, &light };
gD3dDevice->LightEnable( 2, TRUE );
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2.4 Texture
=5 -%l‘ -, = . ad‘ - - 3
ARAYIAANEYBINUNY TnuaziTlu Bitmap Ay Pattern vt Image dnaziuly

=i

- r—“} |j - o L] 1 or
slwuuIna BMP, PCX viFa GIF Wiallumsldseszfualfunfiuicresing vinlkimngdl
ANTHANAT

- Texture Coordinate TEMvRANTTaN AR UL Vertices 1849 Face Ru Pixel
L3
284 Bitmap (nt Texture Coordinate Hl4unu 2 fRvas Coordinate System
. L= J - P o
- Texture Mapping AB mm'}mgﬂmnuwuuwm Face 38 Polygon &z lun1snn
. n!f 2 o =X <% [ ] ] 1 =S W o o 1
Texture Mapping UABIANINMITATUIMATAN9Ae Aadfasiinisiimunsiaag
Vertices 6t A1NN197 Texture Coordinate f1%uA Pixel 184 Texture fiazanaalu
& . 4 . o at
#1184 Face wdafagiinng Wrapping Wa Generate Texture Coordinate 41151
Object WUTIN"T Wrapping tiudl 5 1iinde
1. Flat Warp @211n1999A890% Face Inems
2. Cubical Warp ax¥11n17 Warp Texture 14 Cube 3817 Object luilauriy
nsutzarasguuipgiianeusiiungas
3. Cylindrical Warp a£¥i1n12 Warp Texture lu Cyline sa17 Object Aoa

waaratalunis Map saulnimaludnmruznisiamileunsanszuen o

i
wr = =l

WNNLAUIRDN

4. Spherical Warp az11nnns Warp Texture 114 Sphere Object TaaznAW

ar all ]
anmiflunsansruanvizaiduunan

udrludneniziaraumsanan munziunsulsaaaneLNiRgnInan
5. 8hrink Wrap AAT8LINTT Map WUl Spherical willsunsnazuqe

Uarure1a1a818H un Map idvamllussizas

2.5 Camera

Camera A8 YNNARININ T @mNsoNeiuwiRganfiAnIeeine) Wisuiadiaud i

v 1
ar 1 e 1 =l

O e O k3 : | ) é‘l n;c:dv dl T =3 o
mmmnﬂm’lﬂm'lfmmmwuwwmLv'mmnmq ﬂduuﬂﬁ?Lﬂﬂﬂﬂ&{“ﬂﬂ@dﬂ@:ﬂﬁlﬁﬂq‘ﬂ“ﬂ

Usnguusaddneuzusnaraiidll Tnayundesazgniwusing Viewport Seiirnsinaeg 3

L
& LA |

ANALNUAIL

] v
= o

. =4 1
1. Eyepoint Wisuiaiiauiluasindesmaag
2. Lookat Wuqeindaauadlyl

Upvector Aa Vector ATuanfidfinuLuaaandas
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dninvemganma wizsemniaansziy
2.6 DirectX
Direct X 1{lu API 189MicrosoftimunifielddnissainterfacedmiunaLAL

o

A f AN FTARNLIALLUWIZ LU Microsoft Windows laatinaliisz@nsnw uazitluesasiial

Waunsumefinnuiuideusdlaneiadeyslusziuindlaandauns Tnelidacaiieldn
BarelusziuaaiRiRaressuansre Tl madssnnaasgdnsnd nedeulfadfudass
mn@ﬂmm‘iuﬁnmm:ﬁ doulifilsunsumefannsnaienarifuafitainnuganan iy
otnef ulifldaztfulAsuatinsolinlusiuazfunifaiseeamidauuuanfia des gunsnl
Euwmlmx%iuqﬁmu

Microsoft direct X SDK (Software Development Kit) shufluesestiafildlunns

WENHNTANYI L NN A AR LA 4L EVIMicrosoft T9TININANNTONAUINNARN NI AR LA

ninelRaBufsIaziienisizamadnauazlaunTindaad Direct Draw intis #EIRIN

e DL

ar ]

Suriaan 9udu 3 57 Gudasaiumuimanniuy imadii Microsoft Alinn sRnsery
mqu‘%ﬁwé’anqwﬁ%dﬂ Reality Lab av09a Rendermorphics 3M4an1skianunsIAin 3
27 11 Microsoft Dircctx SDK wazimuaasiulmitiudos sulfur Microsoft Directx
SDK 1aadfu 3, nafiu 5, 1neiu 6, wefiu 7, weidu 8 Lm:ﬁ@qﬁuﬁ@g’m 1asu 9 11
WiiiinterfaceTvai 7 Fumn 7miflanisdi Method unsatihadinludn demeugussntsldan

Tiunnigmies
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Component Object Model (COM)

COM {hiAH Microsoft ARsuNA eyl Object BN fonaazlifiacufados
fusnansoRndedeasuanilBeudeyeuld laglfuiumenilddeu, bilusu os, i
%uﬁmxuummm‘%‘mﬂﬂuﬁqmm“’ Component AaN13993181 Object tiae 5147 vt
n1siuluuLEeaiu snssiudu Component Tneden Object tasn watiilvsidn
Interface

Interface 184 COM ARIHARITL Abstract Class 9840181 C++ Aaiusdouiidly
Frydnwn] mnunine dariuuannuamnsoRasin uisy lTAR R uwiegela
Interface 184 COM uAzHariduUULATIAYEs Ct+ Tagad A laTRanileRtiaadn viable
awiuinuesinsaresiaidursaMethod dwmiuinld 4 lunsvininterface miﬁ"object Ay
#1504 Method Alua84 Interface 994 COM 1§ azdosidonld Method Query!nterface
enamageuininteraced Aeensldieglu Object viali udriunasinasang Interface
Fananandunildeniu3sgt wealnesildunannmsinsie viable d78 Method
Queryinterface5 s DirectX 1na54u 9.0 azlsznausae Component 8 Fia Aa DirectX
Graphics, Directinput, DirectPlay, DirectSound, DirectMusic, DirectShow, DirectSetup,
DirectX Media Objects %qﬂzllz.iﬁComponent ‘ﬁ%ﬂ DirectDraw, Direct3D Tagiazsauen
DirectDraw Waz Direct3D luiflu Interfaceduimenfa Direct3D Interface é\:ﬂf‘ﬂu DirectX

Graphics Component
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DirectX Object, COM Object, Interface uaz Method

Interface usiazduniazil Method WiaWaridun1s19Usi19 nsazGunld Method
[ 73

:'/ K . o - v
WuRaIai 1 DirectX Object A3 lUé Interface s masnis Inanisa5149 DirectX Object i

aunsannliilpenis@unld Function w98 Method # DirectX Leizan i1

Direct X Object ” Interface Method1
I Method2
Intedface2 Method3
Methodd
S T
Methodt
" hemast s
: _—T\;;;'u-g-zz f Method3
*EASI?- :-d# . 1 Methodd
s, i

=l -t (% .
sU# 3 uananisiFanliaaad DirectX
angll Wisuaeunassidgusedesideuvaie § wiasgiTeuailen
Interface TneIuAae Interface fidl Method TsfiReuiafinasinuuuusiee] iWasiasuls
L 1 v
DirectX Object N 1U# Interface 1o 1s7fiszaunraizanldaiu Method T Interface Wulé
1 1 1 A
finaz 4 Method Bu Alliagu Interface 7 Directx Object Tag] filvnn DirectX Object
unRueazFunly Interface Touazdseannsanidannnslf Interface 1a niidiesnansing
L : 1 L] A -
aan fan1MuANNIasTELIL COM fAe Sinnnauns vidawansna COM Tiauauninl g
wf2(iu lun3tiiil Microsoft @an DirectX iafuanga ldiwanisldnaiilunanun i) o1
wnlunandadaenisazutla interface LedulvineldRgetu azdaaraid T lalu
=) Loy » ql z
Interface A AT a%4 Interface uitAnAuUNWL (IngBt1aaz@UnanNiain Interface
u n 115 _ co o d
H) iz ldudlaenaasinlillsunsuwing Adeusae Directx SDK wafurii Geiinag
Founld Interface FuAnidanlals
Yo . g d moavd o X s o
wanaNilieFedRnsde Interface AaiaInbiliTdunessnse antieuTRAadiu
Fainterface lu Directx AT lddweaadiuniiulidnaying 1B IDirect3D8, IDirect3D9
g Directx axldfsns | ¥utinge Interface) fiatiu Tu Component 489 DirectX
& o 1 =3 [ s =l o » 1 =3 & {2 C" k3 11
nafiuluig fazdaneil Interface 1ad1effuIINg Tuagfan A Iinunaienae
i
DirectX Wefiuriaunirilauisniuum Directx waidulwis 16 uAnadwsaauna i
1 =5 3 l./ -3 o s 1 an =i' [ N o
Effect fi1a7 wsaudinszimaanudaveany AdadlndiAeaiuiaefudiag DirectX 1nafdu

B e Interface ShunnAgaliilauuulaaMethod siner Aldiinlaeuutlag
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AP! 904 DirectX 9.0 SDK

DirectX 9.0 SOK gnimunlifinnnuannsaiisduann weidunau lnaaunn
Lm'q'a'anLﬂudquﬂszn@wﬁnqlﬁﬁqﬁ

1 DirectX Graphics iflunssaniuszudn DirectDraw uaz Direct 3D Taailanisiu
psefimsUszanana nenuULIUY wazd AN eALNTAn ¥l A nanasangn

ar

I3 lﬂl ] o 2r 2
BG}S FTT g PURL TN Ky

g

ALY ASORBN 357 16831 uAd LN WAL
2 ¥ nduvinlfgennnin

2 DirectInput Hhudneedsznauniiires Direct X Aaadanislugauranisdnnis
gUNIIRIIUANA (Keyboard), & (Mouse) WAL AREERN (Joy Stick) Faiflugauiidan 1k
Tsunsawef ansaiiazBaserugUnsaifedldnannlTnudne Tne lunsdeulusunss
RnsiafugUnsnikeyboard vl Mouse fazilfuneuasanindelusunsudl Ae

. 45 Keyboard 138 Mouse Device

. Set Cooperation level Wil Keyboard et mungtluunnisldsaugtingal

+ Set s1lunudiayal#iu Keyboard Device 178 Mouse Device

« Acquire Keyboard Device 138 Mouse Device
Tnefuiléfinsiinssansnwluidinll Aasqunsn’ld Action Mapping 1G4
ﬁ'mumréhrfm’ﬂﬁﬁ’u'qﬂninimu@uLLﬂ:ﬂ’qmnw'rn'ﬁ'mnwﬁﬂuﬁimwdw InputAction fiu
gunsniAUAN(Input Device)lduazmaldsuulavivldinegtu Tmm:ﬁufagr:ﬁwﬁﬁmm
qunsnimauAN(input Device) ﬁ'uq u@nmnﬁﬂ’a‘lﬁtﬁunniaﬁuwuaﬂﬂ?ﬂiﬁiﬂqqia’}’mn%u

3 DirectPlay gnLﬁ:uﬂszﬁm%mwlummﬂ’umumsv‘i’m’lu'l,ugﬂuuuLumﬁa'nu‘%fa
suuAtete WA uaasanelunseau Snedaiunstlesfunauiiawanaiiana

= g ar 5 h w -I ar i 1 1
AnTuldiussuuuanainiiDirectPlayfafinnsaiuayunisfassaiedasssudnfiau

(Voice Communication)

|
=l .l -l

4 DirectSound {luga API AifliAgasiialunislddanisiuszunidesuuuarilanas
wuy 3 75 Idegneilds=Ansnindsznaudnaainuanunso lun1sd RN IiaE AINAT NNg
LANIAETada FaLNT DirectSound FUNITEBNULILINAND AIAINANTOTENEN AT

=i - R -l - ar ] £ = o 4/ b 3
seuy nsmuEesuuy 3 DR lUlwnuvFemsiyiadu i luanndrduaunsoliidesls
ANATaANAT N17lagudusannniede 119197 wiasnnAednuuy Tnaewnzatinagaden

a ar \ v 2 mld < 4
PNHIRTINTBAL "| FIASTIUATNANTWIIA[IDNNHURAN mu'l,’w’mﬂm
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5 DirectMusic Lﬂu‘qm API ﬁﬁ’mﬁuﬁuﬁ'ﬂu"aﬂ‘a‘:mm Message-base Musical Data
%dLﬂu‘fﬂuﬁﬂﬁLLﬂﬂdu’Wﬁﬂ Wave Sample Anadufloites (Synthesizer) VauLa fau fise
gevuaf Inednfddurenuafacldlusunsu Microsoft Software Synthesizer Livoa¥ng
Wave Sample Wiy DirectSoundmi'l"ﬁLﬁmmutﬂ?ﬁié’mnﬁuﬁhL'n'asffamﬂu’lﬂﬂmmmg'\u
DLS (Downloadable Sound) #anannii DirectMusic Safinalniildairamadldmniim
NIMURA

6 DirectShow lagnindnunaus Version Directx 8.0 HilaeluneMunauutird

=l

DirectShow azgnuans1awinan DirectX Intazinutiilunasulwslaifiie Usznm
nwiRlafluudn wiilerudhiy Directx uda vlimnsundiadiiidndssnnnmaala
ansnmruaEieua s Ans n ety

7 DirectSetup AP mﬁ%ﬁmﬁﬁ‘?’iLﬁuqﬁ’unﬂiﬁmé’m@uiwmuﬁ DirectX Runtime
WriuszuulaasaluBivmanszuudanaaddilfunstiase uiluiaatuinasiinng
ﬁmé’q'fmu‘iwLuuﬁmﬁm:uuﬂﬁiﬁmmé’qﬁmu Wi MFL DirectX udalulasaansild
aueyelildlanilifen B ldane Avhidesinadaesiadnd Thwanansaiansiaga

8 Direct Media widllsunsuineianirndaullsunsusasiariu ActiveX Control
TramsalAlne ldWariduns COM Interface usiifiaanazgaenivling Fauiapnang
Tunnsldaru TWsunsuwesansnsadantd Directx Media SDK Fuiinanates MFC #iiidenin
CMediaPlayerIﬁTﬂiLLnﬁuLﬁﬂn’Lﬂ’ELmuﬁ%ﬁﬂn COM Interface Inamse nnlinasldau

Media Player Control Tédneiunau
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N15%11971U4284 Direct3D

Directad ffunouaniu Directx 2.0 Uszannsad) p.a. 1996 udsanniunelu
FLHZIRBUEY Direct3D Tinaneduga API éw%’um?ﬁﬁmuﬁiﬁ%’um’mﬁamthqqﬂu
Yraamaraf inuuardNyadudonlugjidenld mmrfa'lﬁ'i"un’lmﬂ’uwumnuﬁmﬁmﬂ'ﬁq
AMHIEY 3 1 daqfuanfaunfisamnudanafinimunllauaunsouansindfauldvans
Futndtaudetund arfaundissanualiiuifiennisineuiu Directad fAanudannn
Gty uaztoEaARUUIasLennALAdY 3 TR ﬁﬁlﬁ‘lﬂﬁ@ﬂjunmﬁaﬁnLﬁamnﬁuﬂ?:aw%mw
lunsvineuiigeiu Wiuwdieany AP ounATes DirectX ga APl 284 DirectaD ild
aenuuLsn e APl dwFuneiamnaifiesesiupsaiunsofiaziiulueuan

T 1 1 t 2 ]
wWintti waieielasuntseanuuumn Wdaand Auldvianuatumasiuiitnuun sehaunei

1 13
=l = ]

Wilundine DirectX 1affuniifaz@inisniulé i Directx afiuiasfauluaunam

VVnd application

DirectaD
Retained Mode

Drir ectDraw/Direct 3D Immediate Maode

Soffware emulution

Dir=ctDrawDirect3ld HAL

!

Hardware

gﬂﬁ 4 LAPANNTARARAINTEAL Application 1U09s¥AU hardware Tmeieinu DirectX
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Direct3D lugausnil API atjaeslunnda Tunm Immediate(IM) uazluus
Retained(RM) Tuluua IM (nnisuaeiaudnsatunso ldlaadunau Iamuaanu
Feanseaslusunsuias) LﬂuTumﬁ'lﬂﬁmummwiﬂ:ﬁmwﬁmmjuqa e AP luszsiugng
duitlfidounaiineuliGuasis@vsnmuinfiressululFuusruy Tulwn
RM (AP aziftuaslugudeyaudninmeuneifomaluasadioni) ulwsiiaia
Funnflua Lﬂ@i‘ﬁ@fguuqmmiwm M Taeluluuaiissdnsionninissig ] \BU NIAANIT
Texture, N1311aA Object Fite, N193AAIAWTHN LAZN1TNN Seunandiadeuli nrsinmn
uazmstenlima RM duazdendndledisiunisiFondlulme M widwun
Tsunsnwmeafrulaseenisdss@nnmuazmangangulunimnaufinazaanldnig
sl 1M Fadunsineniluiuge RM Aslrvgaminaslu Direct X version 6.0
waztiullgjenmunlunm IM Wifiasnuansisouaslduing luneifusdaun ﬁQﬂLuqﬁnﬂ?
vinawlulunn RM Aslsiatiuayumaiuladlu v Multitexturing, Bump Mapping,
Hardware Transformation &% Lighting FathmaNsnansnieunaTedhsunsy 3 i Ao
Fevdunlae s 1M uaslumsiausaiuanfawfisesruianmfnaeauannaie
41 Direct3D azldnsFnsatuatsausfitunie HAL (Hardware Abstraction Layer) WAt

TusafTuluiluansans Direct3D azlt HEL (Hardware Emulation Layer) uwntd
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2.7 X File
]} ] v
Wl File Uszinmuilaleafunwanaidy x 3 ldlunafiudayasiie 101 Mesh sausiqn
Vertices A184Vertices staxiBuan1s Texture #N11lTe Frame Animation fagl

e/l X File WuasfinasUssnia Template sinae taldlunnsszy Data type 109daya

TnaflgUuuusad
template <template-name> {
<GUID=>

<member 1>;

<member n>;
{restrictions]
}
Tunnsdsznnd Template IEudn Template ANEEFeTa Template AANINNT
AMUUAAT GUID (Globally unique identifier) %aﬂuﬁmmﬁqLﬂmm:ﬁf;é’nm T lunissey

WaZLLEINLLEYE Template lung Coding RINAaENTTUTZNA Member Data Type Ei’N"] BN

duaufifacnis

Type Size

WORD i6 hits
DWORD 32 bits

FLLOAT IEEE fioat
DOUBLE 64 hits

CHAR 8 biis

UCHAR 8 bits

BYTE 8 bits
STRING NULL terminated string

-l
517 5 uans Data type 714U X File




Finatine Template
template MY_GAME_INFO{
<AA1308FD-FF98-4f6e-9A55-CD0O83178672F >
STRING GameName;
STRING GameMaker;
DWORD Version;
}
firasie Data Object Al lunsivdays
MY_GAME_INFO Game(1
{
"My Test Game";
"Alan Thorn";
2
}
wenA N Template Aismnisa¥rsieslfiudalu Directx fail Standard Template Aign
dsenmaianludaasuian 14 lwldag udovans Template Aaaiigy
template Animation
{
< 3D82AB4F-620A-11cf-AB39-0020AF71E433 >
[...]
}
template AnimationKey
{
< 10DD4BA8-775B-11CF-8F52-0040333594A3 >
DWORD keyType;
DWORD nKeys;

array TimedFioatKeys keys[nKeys];

WA
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2.8 Data structure
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lusainald Class ¥ 2 Class vénqlunnsdnnisdeya sl

1. StoreMesh Class ({1 Class ﬁ'lﬂun’mﬁuﬁfauummq eainazATINGY Tne

= I

”@:ﬂﬂﬁfvﬁ’mmuu sl ﬁﬁmﬁ@gﬂimmﬁ'zﬂ:m (x, ¥, z), ANTHURINI9FRREAT (1Y),
Fevessinazas, Araruidlunistans, ADelaysine7]

2. Loadresource Class 1ilun1aiudayazessialuna Frame Animation 54
Taelutasusnaasisunsuassinnsinasdeyavauaifuldlu Class HlHGuuseniite

anunsatn g lensuadlalaglusasivandnan

Link List

d' d" ; [ | . | 1 1 ar © & - . .
Wiassaninuiduing Online Auiugiaudaiiliuiuew neganinAsaen Link List
o 2 bl (73 “’ ﬂ‘ - 4 dl o
i lunsifudeys vililisessauiauiniundindniy
Tuiihen18ln Link List 37144 StoreMesh Class Tneiilafigiaudunfinfiazin
"7 Add Node iiaiNAMIugeuy anyuzn1svinaIuted Link fist azithinisiiudayaly

Class ikt wdamziludlslu Class Wuilu Pointer viowlih i ludhsiasalyl dagl

Next node Next node
Name?2

h 4
h 4

Namel Name?3

I y
F'y

Parent Parent

]

finatine Class Minsld Link List

Class test

{ public: LPCSTR Name;
FLOAT x;
FLOAT vy;

StoreMesh *nextmesh;

StoreMesh *parent;
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2.9 Network Load Balancing Wwag Clustering
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2.9.1 USN19uLY Clustering (MSCS)

ANPOUZNITVNITBNLINNTLLLT Axlsznaufad fWnaiuanivinauey (Active)
= g o « v - oo o o n P
wasidsninefdrsasnines Standbyee Inenind Fivlneiuani Active azitlulvusinluinis
] 2 di = c: g o e 1 e P Y 2 1 = = Ly
wig 1 WelafmsfdvnesudnliauisadfiRauls idu iiaanufianasuasaiatiag
i 1 - 1 1 3 L o i |AJ ot
T nsruaunsAFandy FAILOVER azfisduienseiuliidiviees? Standby agiuuniu

dosinuumuielismundldsellsdrsiaiioslio aney dldeeazliidnieiuiding

1DaFHINAFEN SRATUNIYI NN

Network Networ< Network Network

Load Load Load Load
Balancing Balancirg Balancing Balancing
host host haost host

L

%, Shared storage

>

e
Mode 1 Node 2

y

T3

Server
cluster

gﬂﬁ 6 uamlATaas1a Clustering




28

2.9.2 UFn15uUL Network Load Balancing (NLB)
Network Load Balancing An nMsiindnmuanisnluFaanisldanuuaznisaeis
o 3+ d? P o c‘ﬁl = 1 1 ) ]
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1. NsAARI MySQL Server 4.1

1.1 Usngwiinae Welcome to the Setup Wizard for MySQL Server 4.1 AANH Next

18 MySQL Server 4.1 - Setup Wizard '

Welcome to the Setup Wizard for MySQL
Server 4.1

The Satup Wizard will Install MySQL Server 4.1 release 4,1.11
30 yGuUr computer, To continue, click Next.

WARNING: This program is protected by copyright law.

P Net> [ Cengel ]

Setup Type y 2
ds. >
Choose the setup type that best suits your nee 3 _:ﬂ’;',!

Please select a s=tup type.

L 4 Common program features wil be installed. Recommended for
' &y eeneraluse,

O complete

#l program festures will be installed, (Requires the most disk
space.)

O custom

- € Choose which program features you want installad and where they
L. will be installed, Recommanded For advanced users,

s

. - “

[ < Back _][| -NEXt> _} i Canc_el_.-_MJ

g‘dﬁ N.1.2 U8R Setup Type




1.3 dsanguiinaa Ready to Install the Program AIMIUARN1N Install

i@ MySQL Server 4.1 p Sélup Wizard

Ready to Instafl the Program
The wizard is ready to begin installation.

1F you wank to review or charge any of your installation settings, click Back. Click Cancel to
axit the wizard,

Current Settings:

Setup Type:;
Typical

Destination Foldar:
Ci\Program Files\MySQU\ySQL Server 4,14

| I a— = N\ p— .

l <gack i rstal  } [ cancel ]

5171 n.1.3 ULaM3 Ready to Install the Program

1.4 Ysnguiinae Installing MySQL SQL Server

13 MySOL Server 4.1 - Setup Wizard,

Installing MySQL Server 4.1 \
The program features you selected are being installed, n-';“:li

ﬁrﬂl Plaase wak while the Setup Wizard Installs MySQL Server 4.1. This may take

several minutes.
Status:
I T T T L LTI I L) ]

1% n.1.4 uaaa Installing MySQL Server 4.1



1.5 dsngutitaa MySQL.com Sign-Up (@an Skip Sign-Up NTAANLN Next

MySQL.com Sign Up - Setup Wi
MySQL.com Sign-Up
Login or create a new MySQL, com account.

zard

—_ [T R— J— v —

Please log in or salect the option to create a new account,

(O Create a new free MySQL.com account

If you da not yat have a MySQL.com account, sefect this
option and complete the Following thres steps,

O Login to MySQL.com
Select this ootlon ¥ you aready have a MySQL.com accourt.
Piease specify your login information below.

Email addrass: -

—-- e - - !

S m———

Password:

—— e e [

(3 Skip Sign-Up

L Next> | [ cencel |
gﬂﬁ N.1.5 WaAI MySQL.com Sign-up

1.6 'Lli"m{]uﬁﬂ@@ Wizard Completed W@enNINg Configure the MySQL Server now

aaniuAdNYu Finish

Wizard Completed

Setup has finished installing MySQL Server 4.1. Click Finish to
exit the wizard.

Configure the My5QL Server now
Use this option to generate an optimized MySQL config
file, setup a Windows service running on a dedicated port
and to set the password for the root account,

gﬂﬁ n.1.6 WA Wizard Completed
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1.7 ﬂ?ﬂﬂ{]uﬁ'}% Welcome to the MySQL Server Instance Configuration Wizard 1.0.4

AMIUARNYN Next

MySQL Server Instance Conﬁgurahon leard

Welcome to the MySQL Server Instance
Conflguration Wizard 1.0.4

i TR Thee Configuration Wizard will allaw you to configre the
MySQL Server 4.1 server instance. To Continue, dick
Next.

Chees ) [ comal ]

31191 n.1.7 wama Welcome to the....

1.8 ﬂ?ﬂﬂﬂﬂﬁﬂ% MySQL Server Instance Configuration \@an Detailed Configuration

A NYUARNLN Next

&!ySQL Server Instance Configuration Wizard

MySQL Server Instance Configuration
Configure the MyaQL Server 4,1 server Instance,

Please sclu:t a confp.ratm tvpe

(3) Detailed Configuration

Choose this mnfiguration type to craate the optimal server setup for
this machine,

(O standard Configuration

Use this only on machines that do not already have a MySQL server
installation, This wit use a ganeral purposa conflguration for the
server that can be tuned manually,

[ <mack ][ mnext> ) { cancel ]

gﬂﬁ n.1.8 LAY MySQL Server Instance Configuration 1
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o 1
1.9 w1 Please select a server type 1dan Developer Machine A ntuARNIJu Next

MySQL Server Instance Configﬁr_aﬁpn w;z;:d e

MySQL Server Instance Configuration
Configure the MySQL Server 4.1 server instanca,

(® beveloper Machine

."',}‘. This is a development machine, and many other apphcations will be
&j run on k. MySQL Server shoukd onky use a micimal amount cf
mEmory.

(O Server Machine

e Seversl server applications wilt be running on this machine, Choose
[ I this option For webjapplication servers, MySQL wil have medium

memory usage,

O Dedicated MySQL Server Machine

T This machine is dedicated to run the MySQL Database Server, No
other servers, such as a wab or mad server, vill ba ron. My3QL wil
ytiize up ko al avadable memory,

[ <Back || r;ext>4] L— Ca;elw-l ]

gﬂﬁ n.1.9 uamd MySQL Server Instance Configuration 2

1.10 wiin Please select the database usage. l@an Multifunctional Database anntuARN

u Next

MySQL Server Instance Configuration
Configure the MySQL Server 4.1 server instance.

Please select the database usage.

{=) Multifunctional Database

General purpose databasas, This will optimize the server For the use
of the Fast transactional InnoDB storage engine and the hich speed
MyISAM storage engine,

{ Transactional Database Dnly
Wk Optimized For applcation servers and transactional web applcations.
o4, This will make InnoDB the maln storage engine., Note that the
POL  My15am engine can stll be used.

O Non-Transactlonal Database Only
2 -=q Suited for simple web applications, monitoring or logging applications
)_J-" as well as analysis programs. Only the non-transactional MyISAM
storage engine will be activated.

H < Back | [ Next > | { Cancel ___]

gﬂﬁ n.1.10 uamd MySQL Server Instance Configuration 3




1.11 wil1 Please select the drive for the innoDB datafile AMNuABNIM Next

MySQL Server Instance Configuration Wizard

MySQL Server Instance Configuration
Corfigure the MySQL Server 4.1 server instance,

Please select the drive for the [nnoDE datafe, ¥ you do not want to use l;h: defauk settings.

InnoDB Tablespace Settings
Qﬁ" Please ;hnolsa:;dhe drive and directory where the InnoDB tadlespace
shouid be pl .
[C: v Instalation Path T 9,@

Driva Info

Volume Name:
File System: FAT32

B 4.2 GB Diskspace Used [ 14.8 GB Free Diskspaca

[ < Back ] [ mexts | [ Cancel ]

g‘l]ﬁ n.1.11 u@md MySQL Server Instance Configuration 4

1.12 w1 Please set the approximate number of concurrent connections to the server.

\&@an Decision Support (DSS)/OLAP qiniuAsnd Next

MySQL Server | nstancg”(lo_i—'lﬁgp rﬂlng}l&rd

MySQL Server Instance Configuration
Configure the MySQL Server 4.1 server instance,

Please set the approximate number of concurrenct connections to the server,

(=) Decision Support (DSS)/OLAP

% Select this option for database applications that will not reqre a
@ high number of concurrent connections. A number of 20 conmections
will Ly avsained.

(O Onfine Transaction Processing (OLTP)

Choose this option for highly concurrent applications that may have
i at any one time up to S00 active connections such as heaviy loaded

web servers,
O Manual Setting
Please enter the approximate number of concurrent connections.,
“aad  Concurrent connections: 15 vj

[ <Back  J [ mext> 1| coancel |

gﬂﬁ n.1.12 uamia MySQL Server Instance Configuration 5




1.13 w1 Please set the networking options, 1MN1aL&an Enable TCP/IP Networking

WiPort Number 1w 3307 avmius@niju Next

MySQL Server Instant.:e;(f;rvlﬁépr_gtign Wizard

MySQL Server Instance Configuration
Configure the MySQL Server 4.1 server instance.

Pimase set the netwarking options.

Enable TCP/IP Networking

Enable this to allow TCP/IP connections. When disabled, ony local
> 4 connections through named pipes are alowed,
Bt vl

Port bumber: 802 o]

[ F P-—aW. .. . -

[ < Back ] [ mexts ] [ Cangcel ]

31]“7'! n.1.13 Uam MySQL Server Instance Configuration 6

1.14 Wi Please select the default character set. l&an Standard Character Set a1n1u

AANLY Next

MySQL Server Inslancé iun(qugg}]’_nn Wizard

MySQL Server Instance Configuration % ;‘
Configure the MySOL Server 4.1 server instance, _r' ;
ot ks
Please select the default character set.

(& Standard Character Set
Makes Latinl the defauk charset. This character set is suited for
English and other West European languages.

(O Best Support For Multilingualism
aam) Make UTFS the default character set. This Is the recommended
character set For storing text in many different languages.

{Manuak Selected Default Character Set / Collation
. Please specify the character set to use.
Character Set; tatin1 TN
———ve——)

[ eBack )1 [ nexts> 1 [ cConcal ]

gﬂﬁ n.1.14 WdRI MySQL Server Instance Configuration 7
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1.15 w1 Please set the Windows options. {@an¥%i1n"7 Install As Windows Service
A1 Service Name 11y MySQL4 |@anMn Launch the MySQL Server automatically
AINWUARNYNNext

MySQL Server Instance Configuration Wizard

MySQL Server Instance Configuration
Configure the MySQL Server 4,1 server Instance.

Pleasa set the Windows options. o T
Install As Windows Service
-~ This is the recommendad way to run the MySQL server
0 on Windows,
Servica Name: v

Launch the MySGQL Server automatically

[ include Bin Directory in Windows PATH

Check this option to include the directory containing the
ﬁ server [ client executables in the Windows PATH variable
50 they can be called from the command ine.

- = - r -3 .

[ <Back | [ wext> | [ cance |

gﬂﬁ n.1.15 ugmy MySQL Server Instance Configuration 8

" o o
1.16 WU Please set the security options. 11N1% Disable M Modify Security Settings

ANUUAANYHN Next

R p—————

MySQL Server Instance Configuration Wi

2ard

MySQL Server Instance Configuration
Configure the MySQL Server 4,1 server instance.

Please set the securty options.

[(OModify Security Settings

e | £t e . el
. 8

A P T % e

- - -

[TeBack | _mexts | [ camcal ]

g‘dﬁ N.1.16 L&A MySQL Server Instance Configuration 9




1.17 wi1 Ready to execute AAN1JM Execute

MySQL Server Instance Co

g e

nfiguration Wizard

MySQL Server Instance Configuration
Corfigure the MySQL Server 4.1 server instance.,

it e e o

Ready to execute ...

O Prepare configuration
) Write configuration ik
O Start service

L

Please press [Execute] to start the configuration.

[ «Back ][, Execute ]{ Cancel ]

gﬂﬁ n.1.17 wam3 MySQL Server Instance Configuration 10

1.18 wil Processing Configuration ﬂﬁnﬂn Finish

MySQL Server Instance Con_figul_g_x__ll'ﬁg)‘l_i@y;j

MySQL Server Instance Configuration
Configure the MySQL Server 4,1 server instance.

Processing configuration ...

% Prepare confiouration

(& Write conflguration file  (C:¥Progran FlesIMySQUMYSOL Server 4.1¥my.ind)
(& Start service

Ca e e

Configuration file created.

Windows service MyS(}L4 installed.

Service started successfully.

Press [Finish] to close the Wizard.

gﬂﬁ n.1.18 uama MySQL Server Instance Configuration 11




a &
2. NM5ARMY DirectX SDK 9.0

b H
2.1 Mn1sfuiaa@nfilng dxsdk.exe azswitsinslsngTumndal nav yes

DirectX 9.0 February 2005 SDK i.lpdate i @@ E
Please read tha following kcense agrsament. Presa the PAGE DOWN ey
lo sze the rest of the agreement.

MICROSOFT SOFTWARE LICENSE TERMS
DivectX 9.0 Software Development It Update {Fabruary 2305)

These license terms are an agresmant between Microsoft Comporation
{or based on where you live, one of 1 aff ates) and you. Piaass
read them. They apply to the software named above., which includes

the media on which you recerved t. f any. The terms s apply to
Microsofi:

" updates,

* supplemerts,

*inlemet-based senices, and

" spport services

for this software, unless other terma accompany thase ¢ems. f so.

>

Do you accept alt of tha tarms of the preceding Uicense Agreemert?  you
choose o, Instalt wif close. To matal you must accepd this agreemernt.

Yes ! Mo |

] . - a &
719 n.2.1 wilsnaauleluntsinmaDirectx

Ed & &
2.2 wasaniuazininpinedaviunisinsansingiu na Next

i3 Microsoft DirectX 9.0 SDK Update (February 2005) - InstallShield Wiz...

Welcome to the InstallShield Wizard for
HMicrosoft® DirectX® 9.0 SDK Update
(February 2005)

The InstalShield & Wizard will allow vou to modify, repair, or
. remove Microsoft T DirectX ® 9.0 50K Update {February
20085). To contnue, chck Next.

L Next > J [ Cancel ]

) ) bt 3 - 8 .
519 n.2.2 wlsenasunaun1sAnAIDIrectx

[
2.3 saanantiuminsdnesa@eniden Install vie Modify Tuhiliflu Modify




K Update (February 2005) - InstallShield Wiz...

& Microsoft DIrectX 9.0 SD

Program Maintenance

Modify or remove the program.

® Modify

Change which program features are installed, This option displays the
CustgmdSeIection dialog in which you can change the way features are
installed.

O Remove
fao Remove Microsoft & Direct(:E 9.0 SDK Update (February 2005) from
t_ g your computar,
T st Srmes e e e e \ O D W, N e

[ <Bak || mext> J[  Cancel |

< 1 - = as
g% n.2.3 mireelit@aan Function MiRaInTsyinnuDirectx

v
- e

;7
2.4 nrnaandnazinfanalatinaliidenssalUiiudanau Next

i@ Microsoft DirectX 9.0 SDK Update (February 2605) - InsﬁéllShieId Wiz...

Custom Setup 3 i a*

Select the program features you want installed.

Click on an lcon in the list below 1o change how a featurs is instalied,

SR = st Directx " . : TS Feature Description

E9+| Direcix Documentaton Injjtal Direct ARqTm
-5 ~ | Directx Samples and Source Code
[ - 4= v | DirectX Utlises
-g=) ~ | DirectX Headers and Libs

¥ ~{ DirectX Redistributable Filas This feature requires OKB on
vour hard drive. Ithas D of 1
subfeatures selected. The
subfeatures require GKB on your
hard drive.

Howe 'y a- = " . —_—— . e m—— .

[ < Back JL “Next > J [_ Cancet ]

P f Pl & .
51U n.2.4 WUIBNNEAN Feature NIABINITHARITBIDIrectx

a
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o L} o - :‘/ - J
25 ummnﬁ‘fﬂﬂmm%mm?m RENFAIBINIATEY

DK Update (February 2005) - Instal

ﬁ; Microsoft Di-r;;tx 9.0- .S

Installing Microsoft® DirectX® 9.0 SDK Update (February 2005}

The program features you selected are baimg mstalled.

Please wait whie the insta"Shield Wizard installs Microsoft DirectX® 9.0
SDK Update fFebruary 2005). Thes may tzke several minutes.

Status:

ek read - £l - - B P

' Mt = i Cancel -

. v —
g n.2.5 WirAILARINISAARIDIrectx

v v
2.6 L a5 RUNTH AR

52 Microsoft DirectX 9.0 SDK Update (February 2005) - InstallShield Wiz... [X)

P‘J

PMicrosoft

DIREC

InstaliShield Wizard Completed

. Tha InstaliSieeld Wizard has successfully installed Microsoft@"_
Directx & 2.0 SDK Update {February 2005}, Click Finish o exit
the wizard,




.3 rz J '0 - 5 ar ar 1
2.7 waaa il luf Folder fvinnasfnga direct X udadnlUss Folder il
Samples\C++\DirectShow\BaseClasses ing Project Waq complier udamsaaaly

Folder Debug azillWada Strmbasd.lib ¥ iNgR1U61u Folder Lib 989 Direct X

v >
2.8 nsRaRaaTaduaIugn 1 Feuls
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&
N19A9IAT Network Load Balancing (Window 2003 Server)

4. , _ . J
176119 Local Area Connection Properties 1%%1n1s 1aan® Network

Load Balancing > Properties

General ]

Connect using:

I W3 Realtek RTLE139(A}based PUI Fast Ethemnet Adapter

figure :

Components checked are used Ey th:s connection:

& Client for Microsoft Networks
~A'Hetwork Load Balancitg
Y File and Printer Sharing for Mictosoft Networks
B2 T NwLink NetHiUs

Install... Urninstafl ] !E'roperties

P

3

-

|

] Desciiption  -—- T DY s

This component provides TCF/IF load balancing functionality.

[¥ Show icon in taskbar when zonnected

ak I Cancel ]

gﬂﬁ 1.1 W&A4 Local Area Connection Properties
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d a = A L7
2. \{ivn13A&ANT Network Load Balancing > Properties quidnguiinag
19911911 WAL Cluster Parameters u&asiaAn Primary IP Address: 10.101.100.10
p
Subnet mask: 255.255.255.0 T41ilu Subnet mask 1 class C

N 3 J ) = ¥ L
(Primary IP Address A lafinaw FadulefifisaunguidsizeAidunguiduaiv)

Xk

Netwark Load Balancing Propertics el

Cluster Patameters | Host Pararcters | Port Rules |

Primary IP address | 10.101,160. 10
Subnet mask [255.255.255.
Full Intemet name lcbste{. domain.com

MNetwork address

Mukticast support

Remote password I
Confym password |

Aemote control [~ snabled

Please consult on-ine help for Help ]
configuration information

OK I Cancel I

g‘l.lﬁ 2.2 WaARI Network Load Balancing Properties




L d
-

3. 13 Host Parameters AA1 Priority (Unique host ID) 1ty 1 5aAn Dedicated [P
d c;d 1 - J -1 ]
address (lafvaaiAiashilegidn) luniiAa 10.101.100.1 A1 Subnet mask il

255.256.255.0 (A" Unique host ID 18a1A3as Server lunguéadlaimilaniu)

Cluste Parameters Host Parameters : Poit Rules |

Prioeity (Unique host ID) |1 3_

Initial chuster state ¥ aclive
Dedicated IP address | 10.101.100. 1
Subriet mask |255.255.255. ]

l 0K I Cancel I

g‘dﬁ 2.3 uAmI Network Load Balancing Properties 2

89
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v v
&

4. ¥n9Ren Port Rules AMn1iuMeAN184 Port range Wiu wasm 80 to 80 (flunefnfild
0 o) t [ 1 :’/ = ci!
guiuiasie wintuwdladadlu o o 65532 16) dan Protocols iilu Both pan@eni

Filtering mode 11 Single Lisia3agunisasiaAsne] udana OK

Metwork Load Balancing PEGHETtIES) T B 4 |

Cluster Paramelelsl Host Param=texs  Port Ftuiesl 7
Poit range lgg ﬂ to |BD :ﬂ

Protocals TP ¢ UDP % Both

- . o — = — gy

| Affriy £ None @ Singe ¢ ClassC
¢ Multiple hosts LLoadmw I.“? 33 or ¥ Equal I

" Single host [ Handlirg priority l 3: ]

" Disabled Add I -~ Modify I Remove l

Fikering mode

Start End Protocol Mods  Prioity  Load  Afiinity
Bath Multiple

OK. I Cancel I

gﬂﬁ 4.4 WA NetWork Load Balancing Properties 3
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