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ABSTRACT

Game development is a part of game industry inside the country. Monster
Hunter is the game that uses only one player. Character of game is 3D action game
and adjust in kind of up 13 years old. The player will has 2 weapons for fighting .

The develop program will use Darkbasic pro for writing and suit for short
period of game development . The main of actor movement use principle of physics
and mix sound effects for making this game more realistic and alert that players get

along well with this game.
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593 function Mg AlTMa i

Sync On
Syne Rate 30

Draw to front

Backdrop on
Set camera range 1,3000
Autocam off

Hide mouse

Fog on

Fog distance 6000

Fog color RGB(128, 128,128}

Color Backdrop RGB(128,128,128)

Make matrix 1,10000,10000,20,20
Load image "map.jpg",1

Prepare matrix texture 1,1,1,1

Fill matrix 1,0,1

global dim a(7)

global counter

global monsterwalk=80
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o Y b

fualyitinis 14 backdrop
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o o
Gunsdmualdvuonlumnu
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o 1
DUV HURIGAU
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Sluns fmuanuanildnioely
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o Aq ¥
dunsdmuenyeniildniuly
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Fumsaiudmvesiuauild
A lunw
Traanmiiems sanilu texure
ad198nHUTYDA texture

1ﬁtexturc AU U matrix
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global monsterbulletspeed=80

slsemasantls 1mannuEi

yoanszquily

it ufldlunmsivanmumatanunsudun

FUNCTION ShowBitmap(Filename$)
LOAD BITMAP Filename$, 999

COPY BITMAP 999, 0
SET CURRENT BITMAP 0
DELETE BITMAP 999
ENDFUNCTION
function showmenu()
showBitmap("start/menul.jpg™)
sync waitkey cls
showBitmap("start/how.bmp™)
sync wait key cls
showBitmap("startvhowtoplay2.bmp")

sync wait key

cls Endfunction

HatruiPlumalvanthaneldlunu
FUNCTION Makegun(}

Load object "gun\gun.X",88

lock object on 88

scale object 88,10,10,20
rotate object 88,270,0,0

position object 88,0,-7,15
ENDFUNCTION

¥ o
Ivaamn o lHily texture
Saaonn AN Inaaudn
fmuanmi lgogilegiu

RINTAUNIWODNI A memory

1l52Ara14 function showmenu
Hun1siSen14HaFy showbitmap
=1

Aumsrigasolun1ing key
HumsSonlsHlatu showbitmap
Humsnygasalunming key

Wumssonleladu showbitmap

Hunsnygaiolumsng key

e P
Triaaobject 3 §A TuFeiiiiu
lock object Jutn1¥
dl Y
naou lMIa A
vuwvwave s Taaalliy
vy Tuaaiiy

fvuavanasvoeliu
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FUNCTION TREE()
=300
Forx=118 ad1adu'lil 8 +s
Forz=1to8
Load object "tree/tree"+str$(x)+".x"t Traasia vedu Iidnalu
1N
SET OBJECT TRANSPARENCY t,2 1481 transparency 1R LRI
Tusauaa

SCALE OBJECT 1,800,800,800 ygruuuIallu

. ¥
position object x*1000,y,2*1000 fmuagaiaaveatiy
inc t HIASANAT T
next z HIASIRUAT 2
next x ‘ﬁ'lﬂ'l‘;'l,ﬁilfi’l X

ENDFUNCTION
T ¥ b
FINMITI190015M
. . ¥ 1= A qud
Make object Plain 200,1,1 afraHuSvune lgiu
'
901591

[
position object 200,-2.7,1.9,4 AIMUAYATNAIUD 9013
Lock object on 200 lock 9013 A1 1o NgALAY

11D
AUNTATN score
3 . A ¥ o o

Make object Plain 203,0.7,0.7 #3149 Plainifie lgd M uMs

3
show score LIHH U1
¥ ¥
position object 203,0.4,2.1,4 A UAIATIAIYDA object
- 3 9/ ]
Lock object on 203 lock AR object 1B
IGHIGHE]

Load image "SCORE/score"+STR$(match)+".bmp”,203



Load image "score/match.bmp”,203
Texture object 203,203

Make object Plain 204,0.7,0.7
position object 204,-0.3,2.1,4

Lock object on 204

Load image "score/match.bmp”,204

Texture object 204,204

aauveamsaiianszguilu

Lead Image "fire.bmp",2

Toad Image "gun/bullet.jpg".5

Make Object Sphere 2,10

texture object 2,5

Hide Object 2
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4 =7
'Iﬁaﬂmmﬁaiq’ﬂﬂu texture
U3 score
Gl’d" texture EN'ﬁ object
FIUNS AT 13 match VOIUNN
3} A Y o e
2314 Plain (W0 JdIHITUMS
show match VHHTI10D

'
MuuAgANFIUDY object

3
4
[

= o ¥
lock §ATIAIVDA object 1HOY

Tnaaawmio 4Ty exture

el texture A object

! o
Traanmio 131U texture
annszguilu

Y o
Traan e 191U texture
annszuiiy

3 A g
2319 object NIINAUND 1
fhugnoszaquilu
14 texture aaf object

FBU object gANTEAULY

T 97 a o
awmsahanszguiiuvesdnilsznaa

rem Make MonsterBullet

Make Object Sphere 102,5

texture object 102,2

Hide Object 102

dmnsadumisadavenszauilu

rem Make Explosion

¥ A gy
2314 object NFaNANINE MTugNNITU
Hu
1d texture ash object

4oU Object gANITAUIY




Make Object Sphere 30,20

texture object 30,2

ghost object on 30

Hide Object 30

Make Object Sphere 31,20

texture object 31,2

ghost object on 31

Hide Object 31
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4313 object n5enauD 1Y
Wumsszda

e texture aqﬁ object

W idiRanuTds weaves
9

FOU object

314 object N3anAAD 1Y
Humssziiia

1d texture BN object
Wldinaau TS waaves
eGh

H9U object

1 -9 w g
daumsahamsiziiavesnszquiluvesdmitszvan

rem Make Monster Explosion

Make Object Sphere 130,5

texture object 130,2

rem ghost object on 130

Hide Object 130

Make Object Sphere 131,20

texture object 131,2

ghost objecton 131

Hide Object 131

314 object NFINAMAD 1Y
Flunssadia

14 texture 847 object
MiviAanyTus wesues

ar

#

Pial}

FOU object

) A aqw
#3149 object NTINAUIND 1%
=] [
iWunsseiia
e texture aafl object
Al inaanuTds wasuod

an

FOU object
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MIWMITTIN effect VDY mmamzquﬂu

rem load particles

Load Image "COTTAG(02 BMP",3

Forx =0to 10
Make object plain x+10,5,5
Texture object x+10,3
Set object x+10,1,0,0

Ghost object on x+10

Hide object x+10

Next x

Tnaanmiie1Flunsadis
effect YDINTERULI

ms gl lumsadie plain
a3 19plain§ U 10 BU

la texture ﬁﬂﬁ' object
fmuaiidne object
MiliaanuTlss

TLALL NP

Hou object

AT x

\ k4 =y a d
dIUMITAIA effect VOIMIBINTTRUIUTAIUSzMNIA

Load Image "fire.bmp™,2

For x =100to0 110

Make object plain x+10,5,5
Texture object x+10.2
Set object x+10,1,0,0

Ghost object on x+10

Hide object x+10

Next x

AIUNTUTAINA WTE
Load sound "BGM.wav",0%

play sound 9%

Tnaanmmel¥lunisadng
effect YDANTZFULIU
a3l luns a1 plain
319U 10 U

'ET%J'N plain

el texture 'ﬁ\‘l‘ﬁ object
ﬁmuﬂﬁﬁgwm object

M ldinannuTdsweaves

A9

¥OU object

1WA x

=) |
Tnandeut g memory

N1N1510U object INAY



Loop sound 99
Load sound "crickets.wav",1
Loop sound 1

Load 3Dsound "fireball2.wav",2

Load 3Dsound "fireball2.wav",102

Load 3Dsound "Explode.wav",3

Load 3Dsound "Explode.wav”,103

Load object "H-Alien Psionic-Idle.x",3
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=\
U loop LTAEI
Taadeud g memory

-
U loop 1TTHN

TramBoanuusiifsg

memory
Traafvauyy 3 ddhg

memory

Tramduauy 3 TaE1

memory

el

Tvaafoauusiiang

memory

w w d
Tvangrdasenaauaz

. 4
Himsnasu Ivd

append object "H-Alien Psionic-Die.x",3,total object frames(3)+1

Scale object 3,5000,5000,50000

Loop Object 3,0,25

Yrotate object 3,180

Fix Object Pivot 3

mX# = 5000

mZ# = 5000

mY# = Get Ground Height{1,5000,5000}

X# =5500

Y# = Get Ground Height(1,5500,5500)

JSumpavesdailszriaia
o @ J
Wimsaugilvesdal
1lsenata

¥IMTNUYU model FA 3
Usznan

BN fix object YOIFAT
15evan
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Z# = 5500

MonsterScore=0
PlayerScore=0

Gosub PlaceMonster

Gosub PlacePlayer

AUV IN3BIVDI AU
ShootBullet:
Dec BulletLife

Move object 2,30
bX#=0bject position X(2)
bY#=0bject position Y(2)
bZ#=0bject position Z(2)
inc Pn

if Pn=21 then Pn=10

Scale object Pn,100,100,100

Position object Pn,bX#,bY#,bZ#
point object Pn,X#,Y#,2#
Zrotate object Pn,rnd(180)

Show object Pn

forx=11t 10

scale object int((Wrapvalue({(Pn-9+x)*36))/36)

+10,100+x*25,100+x*25,100+x*25

set cursor 10,10

Y
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E4
os

THUATARILUILNU Z VB

e e e

e
=

a o
AzLUUYDIdnIlszran
AZLUUYDIRIEY
nszTaalddadaduueans

]
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¥
aufidavosdailszvain
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nsz1aalilfiladuvoanis
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] 1
FUNAIVDIAIGHLAU

WimsaanaluoInTz Uiy
4 d
inounveInszuily
g d
RouRnTTEUTUNTIX
A ~
wasuRnTzquilune Y
i d
ndeuinszautium z
[AN effect YDINTITAIU
nInsi pn ML 21 setfl pn
[~
4 10
(WLYIHA scale VD
r W
AU UAYANAIYD object
[} ¥
point f object HH
NYU object AULUUAU Z

111A15 show object
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next x

38

if bY# < Get Ground height(1,bX#,bZ#) then BulletLife=0

Position sound 2,bX# bY# bZ#

set cursor 10,10

¥
wRnszguiluiusunseli

if Sqri((mX# - bX#)A2 + (MY#+25 - bY#)r2 + (mZ# - bZ#)72) <100

set object speed 3,100
play object 3,26,26+50
a(counter)=1
inc counter
rem Gosub PlaceMonster
inc PlayerScore

MonsterBulletLife = 1

BulletLife=0

endif

' o
set fIRI1ULT object

HINSIAH object

(WUA counter
nsz TaaTuvialedu place
HmsuiInzuuioy

fmuamveanaIgniiuees
dadusznatailu 1
fmuasivearagniuued

1 o
et 1

if DecoCollide(bX#,bY#,bZ#) = 1 then BulletLife =0 check ’j'l Qfﬁju

if BulletLife =0

Hide object 2
stop sound 2
for x=10t0 20

hide object x
next x

Explode =20

endif
Return

¥ufUFIPau1IMTo 1

check 37814898
My ownTe

FOU object

NYAN T U

U loop

POU object

WA x
MMsuaaINsszianvesgn

NS



uni 4

waminaasduaz szl

sy 4 o
ﬂmﬁﬂlﬂﬂ‘uﬂd‘izﬂﬂﬂ’ﬂzu1ﬂ1ﬂﬂETi'J‘]J

1

2

L4
L

35UV [UANIT WindowsXp
2
CPU Intel Pentium I 800 MHz a1 11/
24,
111991919 HDD 60 MB
A1 AL Y4 (Sound Card)
. 2
M5 ataaINavuIa 32 MB Au 11
DirectX 9.0c #1310 AN

HUWANUIIMED 32 MB

JUADUMTIAULUNITNATDY

¥
d

- Anna 1154154 runtime directX 9.0¢
- ‘ﬁ']ﬂ'l'ilsﬂﬂvlﬂﬁ’ project.exe

1 o 9 =y
- asvaeuandanuiiau lalnd

[) nﬂl 9} d? 9 1 Y
-asnaeun Tumanadwiutaainaldedagndes
A5 OUNITRITUYDINITABUNADA

@ 9 o F=% o

_g5naaumsniaues Tsunsu laoldanduazutlumun
- ATI0ABUMIBUITHNININY

-asngeudoranaranieluldsunsy



40

¢ o
gailszasavaemsdutiumnanay
1. Tdsupsueusaauiny 1dade lulidoranata
° 1 P o Ly 4 = ¥ [
2. msvhnwvesTdsunsulundazinssalimsiszuranadronauis W lndifeedu

('s'z“rT’i'N notebook (LA Personal computer)

3. n5nAnu 141999 monster 1T T ouFou lundivuas

) ¥ [
4. SuaNuRanaafiliatunswziideuiige

s

» »
o o a . o o
4.1 ‘U'Hﬂﬂuﬂ’]iﬂ'lLHUQ'luﬂ'ﬁTlﬂﬁf]'lJﬂ']iﬂﬂﬂd‘[ﬂﬂlﬂﬁﬂ‘llﬂﬁﬂﬂﬂiwLuuﬂ‘i’lﬂ‘uﬂuﬁﬂi

14

]
=4

¥ ¥
1319 4.1 YUABUMTNATEUMIARR TUsInsuuazaay TnuaRS Uy

ASNATOL SupBUMINATDY HARIINANDU
AATBUMIAARG | A Talsunsrntme | 1 amnsoRadalilsunsy
Tdsunsunaz VD1 directx9 runtime VDA directx9.0 198414
apuTwiuudaas sy | 2hinmsfieasnInd Lifidefanain

4 as o LY
Project.exe 111’5'1\11J1uﬂ?’6~1 2 ﬂﬂﬁﬂﬂ‘l'ﬂa project.exeld 104
o A a 7w
3 Winsiia file NTDIUANUTUYTUWION
3 siq 9/
project.exe 1A U170 3 glaaunsoie file

i 1 v project.exe vlﬁ’




ninatoy

¥
TUADUNTNATOL HANSNATOU
1. NATOUYRTY . 4. .
uamaudenidvua | Areuhiaunsnesnuen
Hugapuihing | vinawmuilduaz i
Tigwnsanzgriull | aunsansgnieduniu
18 Taomspmuadiu | Fafayaald
anlilonuuTys e
adwden1sueariy
3 a g P
2. MINAADL Taomadh IdFudu | Bidounavudesiinmsg
=t o U c;
doalsznen (AUIAZHINITNA click | click 111 mouse
mouse ﬂ’l"lﬁ @09
Tuunztadaguio
3. MInAdol Tagmsdunanis nisindounvesdiau
A A 3 ¥ A o
g wasunveadidunaz | gnaesIntunsiadeui
4 i
mdeu lvauu Asiadouilves Ulmap
y_ A ' -
IAT N monster 31Lf|umuau

91799910 map

4 e e
msinasunesande lu

NIshaaal
ﬂ'l'i‘lT‘lJ score
YDUNY N

nfoanse li
)

Taumssoaduinug i

504 monster ELIiRb!
T »

1 monster DI

¥V ! Y
score QAABAN5 B Ta]

4
¥

S Yo
Score #1 lATTUYNADIATY

nsavBIRIaY

41



wnanstiduenansianuhdmiunislsanuiionisfinwiniu lweygslnilulsdsslosuaunisen

lnnsdilag wedu Snvnudlndawdasilon wasnesendadaiavesenaisynassinisuiluly



wnansiiduenasianubdmsunislynuienisnyimiu lweygslmilulsdssloguaunisan

lnnsdilas Meau Snviamudiludawdasilon wasnesedadauavesanaisynasiminisunluly



wnanstduenansianuhdmiunislsanuiionisfnwinitu lweygslnilulysslosuaiunism

lunsdilas wedu Snvanudlvdeulauilon waznasedatuavesenalsnasaniinisuiluly



wnansiiduenasianubdmsunislynuienisnyimiu lweygslmilulsdssloguaunisan

lnnsdilas Meau Snviamudiludawdasilon wasnesedadauavesanaisynasiminisunluly



= =1 o A e T ¥
E‘lJW 4.5 ATWHLAAINDT LUD monster YANTEHU -1|‘u-1|r|u_»gmmm’:l‘ﬂmﬁm

animation ADUADUAAIUT I

if Sqrt((mX# - bX#)72 + (mY#+25 - bY#)A2 + (mZ# - bZ#)"2) <100
set object speed 3,100
play object 3,26,26450
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1. Tunoumsaadaldsuniu MILKSHAPE 3D

1.1 click ¥milkshape3dsetup.exe

o

=l

Welcome to the MilkShape 3D 1.7.9
Setup Wizard

e

R MilkShape 3D 1.7.9 Setip!

This wizard will guide you through the installation of
MilkShape 3D 1.7.9.

It is recommended that yvou close all other applications
before starting Setup. This will make it possible to update
ralevant system files without having to reboaot your
computer.

Click Next to continue.

!

Cancal

1 L= ) v g vy
1.2 nmJn next LaﬂﬂcomponentGl‘ld’]‘l’lm‘mﬂdﬂﬁ




g

etup;!

79§

. <l

Choose Components
C Choose which Features of M."Shape 3D 1.7.9 you want to install,

Check the components you want to insta’ and uncheck tr: oo nznts you don't want to
install, Click Next to continue.

Select componentsto install: T piitruemett™ Description
R T DR PO Y M1

] 3rd Party Plugins e
| VET Tool b
V] UT 2003 Skeletons

[v] Start Menu Shortcuts

Desktop Shortcuts

Space required: 14.1MB

waliSUE I sbal Fystem (2 Lo . —_—

< Bz L &ext) I Cancel l

[ »
1.3 1iion directory N9z111A13 Install Tavijy Browse 91n1UNA1YN next
| @ Milkshape 30 1.7.9 Sétup ER RN N =10 x|

: Choose Install Location
O Choose the folder in which to instal MilkShape 30 1.7.9,

[T . Py

Setup will install Milkshape 30 1.7.9 in the Foilowing foidst. tu nistall in a different Folder, click
Browse and select another folder. Click Instail to start the -mtailstion,

. ‘Destination Folder -~ - - -

| } . o
| |C:\lProgramFiles\MiIkShape 301.7.9 Browse... | ‘

Space required; 14,1vB
Space available: 751.0MB

-5 ¢ ()2 ST O SRS (Y- B

<o |
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& Milkshape 30 1.7,9 Set

Installing
o Please wait while M’kShape 3D 1,7.9 is being installed.
Extract; ms3d.exe... 100%
-
5.
oSt gl oves o sdd L ———— . S e

! - o =]
1.5 ileAnnsvuiadvauyssindang next
& MillkShape 3D 1.7.9 Getup RARHE _ ‘ Y foad 4

Installation Complete
f‘:': 3 Setup was completed successfully.
Y]
Comple@gd

Show details |

W% T sk aestenn g i - - - - —
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[ 14 3
1.6 AAtfy finish 18¥iM3Aads TUsUnTY milkshape 3d S fu

- oLz

I Completing the MilkShape 3D 1.7.9
i | Setup Wizard

; Mitkshape 3D 1.7.9 has been installed on your computer,

i P
|T " Click Finish to close this wizard.

el

—
2. mslinuioed MilkShape 3D

b4 ¥
srvunuluilynifienil 18149 software MilkShape 3D lums¥u model #1a3RT 8171

ez Awadonlunin MilkShape 3D iiu shareware fildaudrouas arfyayy model Haty

e

oF o

format 1 half life 713199 1ufloedu MilkShape 3D Nl

K S

‘ ; AL
File Edit Vertex Face Ammate Tools Window Help
n "

i |

. Meﬁﬁs " Menus provide a worded identification of tools that
. _ are not regularly accessed.
» Toolbox The Toolbox allows fast access to those tools used
frequently and is primarily involved in the
. construction of models.
« Keyframer Used solely for the purpose of animating.
Keyframes are set to store the positions of a
__skeleton over time.

R

=y

—
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New
Open...
Save
Save As,,

Merge

7U# 2.1 naraunyAng1ulu MilkShape 3D

Ctri+G ;
Ctrl+S |
Ctr-Shift+5 !

I
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Impork [
Export > l

Preferences. . !
) |

Recent Files »

Exit

i

3U¥ 2.2 usraanydos iy File

j;New Creates a blank workspace. If the workspace is not empty then the user will
be prompted to save changes or continue wrthout saving.

!Open... Open an ex1st1ng MS3D format frle

—

‘Save Save the current workspace as an MS3D format file.

'Save As... Allows the user to specify a new fllename under which to save the
workspace contents. 7

Merge... Merges two MS3D documents together, the current workspace and another
workspace selected from file. :

Import Reveals a sub-menu that contains a range of popular 3D file formats as well
as custom file formats, present from the use of importer plug-ins. This is the
same as opening a standard file except the user has to specify the file format
to import from. L

Export Reveals a sub-menu containing a range of popular 3D file formats as well as
custom file formats, present from the use of exported plug-ins. This is the
same as saving a standard file except the user has to specify the file format
to export 10. B

Preferences Shows the Preferences window. Allows setting of user definable application |
attributes and/or “behavior.

Recent Files Reveals a sub -menu listing four o of tl_);c_n_mst reccntly opened files.

jExit Exits MllkShape 3D. The user will be prompted to save any unsaved
changes. .
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14 2.3 nanaswazduaveauuyuouluwy File
ke i Cived l
F\ecl“ ’H*R !

- e -

Dupllcate Selectlon Ctrl+D

Delete Selechon

Delete
Delete AII Shift+Delete
Select All Ctrl+a i
Select None Ctri+shift+a
Select Invert Cerl+1
Hide Selection CtrlH

Llnhlde F'.I]

Refresh Textures

PR —

CteHShift+H |

517 2.4 uaaunydoslumy Edit

lUndo

|performed.

Reverts the scene back to the state it was in before the last action was

]

Redo

Reverts the scene back to the state it was in before the Undo action was
performed.

Duplicate Selectiorl

Creates a duplicate of all -selected objects at the same location and
selects the new duplicate.

H

}pelete Selection

]

Deletes only those objects Wthh are currently selected

Djelete All

_ Deletes all objects in the workspace wither selected or not.

‘Select All

|Selects all objects in the workspace.

ISelect None

;Turns off the selection of all ob]ects in the workspace.

I’Select Invert

1ALl objects that were selected are unselected and all unselected are

selected.

Hide Selection

|groups from the Group Tab in the Tool Box Box.

The selected object is .llidden This action can also be performed on

Unhide All

1Al ob]ects in the scene are shown. Useful when several objects “are|

:hidden and the user wants to show them again.

Refresh Textures

H
I
H

Reset Textures

31§ 2. Suﬂmﬂummummmuﬂaﬂlumu Edit
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Extrude Edges
Manual Edit Ctrl+5hift+E
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Snap Together Chri+N

Snap To Grid Cri+G

Weld Together Cri-w
Unweld Ceri+-Shift+w
Unweld Radial Shift+Q
Divide Edge Ctri-p

Flatten 3

Mirror Front <--> Back
Mirror Left «<--> Right
M:rror Top - Bottom

Snap to Plane

U7 2.6 uaaaydoulumy Vertex

Snap Together

Snaps all the selected vertices together. The position the vertices will lie at
after snapping is the middle point between all selected vertices.

Snap To Grid

Moves all selected vertices to be in line with the smallest grid x, y and z
posmon (to see the smallest grid positions, zoom right in).

ol

;UnweId

.
Unweld Radial

Weld Together Creates one vertex at a pomt were several one lay. Only selected vertices are!
welded together. This is the correct action to use when joining seams (two
faces or more).

After selecting one (or more) vertices and choosing this option a vertex will

be split into multiple vertices. The number of vertices it splits into depends
on the number of faces it is bound to. So for example a vertex with three
faces attatched will be split into 3 vertices. Whereas welding vertices
smooths several polygons unwelding un- smoot.hs them.

This option will perform the same action as Unweld but it will also move
the unwelded vertices away from each other in a circular pattern. The
vertices will receed from the origin at which they were unwelded by half the
distance from the origin to the nearest edge

L

|Divide Edge

Upon performmg this action with only wo vemces selected, the faces that
.both vertices have in common (faces both vertices are joined to) are divided
into two faces. The procedure will only work with two vertices selected.
Vertices with no faces in common will cancel the effect of the action.

r

Flatten

]Bnngs up a sub-menu allowing the user to align all selected vertices to the
same point on either the %, y or z plane. This is similar to Snap Together but
it works on only one axis instead of all three.
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|
‘Mirror Front <--> Back

Mirrors the object currently selected along the z axis.

— -
Mirror Left <--> Right

. mreopon e W we e s e e p—— —

Mirrors the ob]ect currently selected along the x axis.

l_Mirror Top <--> Bottom

Mirrors the object currently selected along the y axis.

'Spherify...

‘Extrude Edges...

Every selected vertex is moved around the boundaries of an imaginary
sphere. A separate edit box allows the user to change the degree to which
this occurs. Using this on a biped model for example, has the effect of|
fattenlng it

Allows the extrusmn of the edge of poly gons for more mformatnon refer to'
the Extrude Edges exramnle

T/[anual Edit...

Allows the exact placement of one selected vertex with floating point
jaccuracy in the x, y and z planes.

':Snap to Plane

ERER e

Snaps all selected vertices to an average of all the planes on which they lie,
resulting in all selected triangles lying on the same plane Vertices of two or!
more triangles (4 or more vertices) are typically used in this operation. i

Fal

o
1

2.7 AR IUaLIDEATBLYIBY IUINY Vertex

Reverse Yertex Order Ctri+Shift+F
; Subdivide 3 Ctri+3
1 Subdivide 4 Ctri+4
| Turn Edge CtrHE
' Face To Front
. Create Face F
' Smaoth Al CerlM
| Hide Faces
{ Subdivide 2 1

Ui 2.8 uﬁmmuueulumu Face

‘Reverse Vertex Order :Changes the order of the vertex winding. This will turn a face inside

‘or outside depending on its current vertex order. Anti-Clockwise
vertex winding creates an outwards facing face. You can find an
example of this operation in action by going here.

Divides all selected faces by three, creating three faces where one

Divides all selected faces by.four, creating four faces where one used

3 - i

‘Subdivide 3

used to be.
Subdivide 4

1to be.
Turm Edge

i

1 This operation requires only two faces to be selected. The line that
separates the triangles through the middle is changed to the opposing
two vertices. An example of this operation can be found here.

rFace To Front

——

e
iCreate Face

- S — e —t -

Used on selected faces to change all vertex orders to Anti-Clockwise, :
outward facing vertex winding.

Allows the automatic creation of a face usmg 3 selected vertices
without the need of the Face tool.
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Smooth All "Used to smooth all faces after construction of parts of a model, this
. corrects the normals used for smooth shadmg
1 -
Hide Faces {This triggers a dialog box Wthh allows the user to hide all faces of a
ii ‘particular perspective facing out or in, useful when certian faces are
‘ obscuring your view.
‘Subdivide 2 'Divided all selected faces by two, creating two faces in the place of

J'011(3.

u

P

v Operate On Selected Joints Only

Set Keyframe
Delete Keyframe

Copy Keyframes
Paste Kevframes

Remove All Keyframes

g .

Rotateall
SMD adjust Kevs...

719 2.9 naneswazdurvounytasluiwy Face

-

Ctr+K
Ctrl+5h|ft+K

717 2.10 naaunydesluang Animate

gOperate On Selected Joints Only

|

‘Set Keyframe

‘This will store the set up of the skeleton to the keyframe
that is in the keyframe number box. See Kevyframer.

fDeIete Keyframe

iECopy Keyframe

Removes the stored skeleton set up from the keyframe
indicated in the keyframe number box. This will set the

skeleton set up for the frame to the neutral position.

This will copy the skeleton set up from the desired frame,
ias indicated in the keyframe number box. In order for the
copy action to perform correctly the user must first select
ithe skeleton in the keyframe to be copied from. The
Animation Tutorial will explain these concepts further.

iPaste Keyframe

Remove All .Keyframes

istraight after if you mean to preserve the skeleton set up.

This will paste the copied skeleton set up to the current
keyframe indicated in the keyframe number box. After the!
keyframe has been pasted remember to set the keyframe.

This will remove all stored skeleton sct ups at all
keyframes in the animation timeline. The animation is

\essentially deleted
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Rotate All

- T

[—

T
i TAllows the rotation of a all parts of the model, mcludmg'
‘ _ Lthe skeleton.
H - .
{SMD Adjust Keys... F '

'v’iewpr_:urts_ ) ]

Control Panel »

Texture Coordlnate Editor CtrI+T

Show Message Wlndow ;

v Show Viewport Caption
Ljhiw_KeyFramer o
5U# 2.1 lwanawydenluany Window

_I_VieWports This menu optlon brings up a sub-menu that allows you to pick

]
i

an alternative viewport layout. The four pane, three 2D views
and one perspective view is the default.

'Control Panel

This option refers to the Toolbox and allows the user to set
wither it appears on the left or right of the main window. The
default is on the rlght

Texture Coordinate Editor

This is the 1ndlspenbabie editor for adjusting where textures
appear on the model. The use of this editor is explained in the

Applying a Texrurc Exampl

‘Show Message Window(

This option shows a script output window that holds the results
of compiling various types of model for specific games. Its use is
explained in the Compiling Game Models Tutorial.

‘Show Viewport Gaption
i

i

This is an extremely handy option to have enabled. It shows
details about the viewport it appears above. See Windows and
Panels: Vlewport Caption.

Show Keyfr;mer

The Keyframer is the Animation Box along the bottom of the
main window. It is used to keyframe positions of bones and
joints in a skeleton for animation. The Keyframer is discussed in

greater detail in the Animation Tutorial.

517

2.12 ugrAsswaziBuaveauytan 1wy Window
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[#E] 1
Content... '

Index...
Search...

About. ..

517 2.13 uaasnyteulunny Help

'Contents... Displays the contents section of this ﬁelp file. -

Index... Displays_ the index section gf this help-hfile.

‘Search... Disi;l;ys the seg;chuseaii.)l-l of this help file.

‘About... This shows the about window. On it is displayed information about the
computer it is running on and the credits relating to the development of the

i;program. It is also from this window that registration is carried out. :

SR

71 2.14 narmsswazduaveuytioylumy Help

Y o ar o o & dy
Mouse 7101501917981 Had¥u rotate, pan, uag zoom laun1IAIUAN Mouse Al

Rotate

To rotate the camera around the scene, simply Left-Click inside the viewport and drag the
mouse.

Pan

To pan the camera around the scene hold down Control and Left-Click inside the viewport
and drag the mouse.

Zoom
Zooming the scene can be achieved in its simplest form by holding Shift and Left-Click Drag

up and down, if you have a mouse wheel you can zoom by rolling the Mouse Wheel up and
down, to zoom faster hold Shift and Mouse Wheel up and down.
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3. Darkbasic pro

Darkbasic pro 1HuTsunsufiilgamds dmiumsatanudiuny 7 Tasaad
e & &£ o a9 waq 1 = o w 0 &
wugrunaneuudndai i lodelumsdivy code inisadiagamidaTasa1unsn run uaz

aow Ind ldn1eludues HTdsunsuiidesliyafmdsmiuayudu Graphics #7u directx 9.0

3} DarkBASIC Professional Untitled Project % [untitlcd | S T B I 1|
qh f;le Rdi Eésqrch_ Yiow gompile L\:lols window Hslp o L ;LE_IE]_
SRR T I Yo lm @ N ATy ke -

§ —_ . ————_—— —_——

CaA~NONLEWN

10
11
12
13
15 '
15
16
17
18
19
20,
21
22

g: Welcome to DarkBASIC Professional
§65 The Ultimate Pragramming

27 . ! Language for your PC!
28
29 No matter what type of game you plan to make, by
i providing rapid development solutions, Dark Basic
E Professional has the power to handle them all. It

a2 . Hrmmm all thin e cmmsaine Hen cmieed s ssnainn
i . - _
lmdn sogrce eollrow i L o_ D u..INﬁ_,L LA___F 2
o = L. ”

ﬂﬁ 3.1 4aAd0aMI190 menu MANYBY Darkbasic pro
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3.2 m3RsuTisunsudiuniyt Dark BASIC PRO
Data Types, Variables and Arrays
3.2.1 interger

Junsfisnzsematuns 19 dus$man Integer 151925 mis1dnoamny  # o
@umsyaveniusmiuadia Variables iofuvesdauieg fiet1asu
mydata#=42.5
PRINT mydata#

3.2.2 STRING

]
[

. Y : o ] . = 4 o o
Tunrsisnzadedal niNeumues string 9:iin1s 14 nFoamanu § Sdufiduls
:v ¥ oo 1 [}
1u13 dedrasu

myname$="Lee"

PRINT myname$

M5974 STRING
a="Hello"
b$="World"
c$=a$+b$
print c$

Naﬁ’ﬂﬁ,ﬁ"lﬁ’ﬁﬂ helloworld

3.23 ARRAYS

faedan1sadag arrays

DIM lottery(52,6) tHun131Uszn e array % 2 1A 52*6

lottery(1,1)=43 lottery(1,2)=76 lottery(1,3):+12 lottery(1,4)=34 lottery(1,5)=12
lottery(1,6)=11 lottery(2,1)=43 lottery(2,2)<76 lottery(2,3)=12 lottery(2,4)=34
lottery(2,5)=12 lottery(2,6)=11
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324 Common Statements
3.2.4.1 ASIGNMENT STATEMENTS n1515nadau1lsa19 number stag STRING
AIDUUTY
a=42
a#=99.9
a$="HELLO"
lottery(1,1)=49
3242 BRANCH STATEMENTS #19811%u
PRINT "Hello" il udIuv09main program
GOSUB MySubroutine
END
MySubroutine: Hud1v04 sub program
PRINT "World"
RETURN
n15a§19 STATEMENT lunisnszlaa Tiinelugadnn
s1ds GOTO Wlunsnse Taanisvinan Wi liussiafiis mark 13 #ret1asu
MyLabel:
"Hello World ";
GOTO MyLabel
3.2.42 FOR NEXT Statements A2007315U
FOR T=1TO 5
PRINT T;" "
NEXTT
PRINT "Done"
A139U loop ¥94 for 1URITIU print AAAY Faud 1-5
A158319 loop Fou loop AI0H1UTY
FOR A=1TOS5
PRINT "MAIN A=";A



FOR B=1TO 10
PRINT "LITTLE B=";B
NEXT B

NEXT A

IF THEN Statements

INPUT "Enter Your Age>",age

IF age>=16 THEN PRINT "You can buy a lottery ticket"
IFA=B

PRINT "Hello A and B!"
ENDIF

IFA=B

PRINT "Hello A!"

PRINT "Hello B!"

PRINT "Hello A and B!"
PRINT "Hello B and A!"
PRINT "Hello Everything!"
ENDIF

INPUT Statements

INPUT a$
INPUT "What is your password? " ,password$
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