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float ChebyshevUpperBound(float2 Moments, float t)
{
Jmnnuaaamaougndoaile t > Moments.x
float p = (t <= Moments.x);
JAnuAInIAa AR
float Variance = Moments.y — (Moments.x*Moments.x);
Variance = max(Variance, g MinVariance);
/ miaouuu Tagllszain
float d = t — Moments.x;
float p_max = Variance / (Variance + d*d);
return max(p, p_ max);

}
float ShadowContribution(float2 LightTexCoord, float DistanceToLight)

{
it I
float2 Moments = texShadow.Sample(ShadowSampler, LightTexCoord).xy;
// U IR VO UVUAIWDAUAT Chebyshev

return ChebyshevUpperBound(Moments, DistanceToLight);
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M, _E(f2)=E(ﬂ2)+E(x2)[ﬁ} “"E(yz)[—} (2-13)
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float2 ComputeMoments(float Depth)
{
float2 Moments;
// i1 Moment #2113 nARBAUANIDA
Moments.x = Depth;
i Anumeyiusdesveslansunmedanlsvesinudn
float dx = ddx(Depth);
float dy = ddy(Depth);
/i wisnniinesa 1AL Moment #i 2
Moments.y = Depth*Depth + 0.25*(dx*dx + dy*dy);

return Moments;
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float linstep(float min, float max, float v)

{

return clamp((v — min) / (max — min), 0, 1);

}
float ReduceLightBleeding(float p_max, float Amount)

{
/ mmslsoa vy

return linstep(Amount, 1, p max);
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DepthPSIn Depth VS(DepthVSIn In)

{
DepthPSIn Out;
Out.Position = mul(float4(In.Position, 1), g WorldViewProjMatrix);
Out.PosView = mul(float4(In.Position, 1), g WorldViewMatrix);

return Out;
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float4 Depth_PS(DepthPSIn In) : SV_Target
{
float DistToLight = length(In.PosView);
return ComputeMoments(DistToLight);
}
/Renderiaz Iinmndumiayundesiismua
float4 Shading PS(ShadingPSIn In) : SV_Target
{
J/ fnnaszesinraufgaiiageg

float SurfaceDistToLight = length(g LightPosition — In.PosWorld);
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3.1.8 madlszneUnaziaea (Music And Sound)

massznoun1n (Background Music) taziFoaonivla (Sound Effect) 14 1Wdana .wav
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DirectX
Base.cpp
Wiimote.h ————=—=)| Baseh
Utility.cpp
Wiimote.cpp
Delaration.h K————— Utility.h
Main.cpp™. "K———=>}) ¢ Engineh ~\ K——=] Frame.cpp
DataCenter.cpp EventCenter.cpp EventState.cpp

Ui 4-1 iwunmuaasInseadavesWalda
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Taousiaz g Tmihinazanud o1l

- main.cpp TAadmdnTTmhiB snsens1en 010 lWdou

- base.cpp FIMTVAARBA DirectX Taufin1siun' e base.h Fuilu Header File duivAnse
Interface AUDirectX T?T’Q‘I"i ua

- EventCenter.cpp 115015 ULA Lﬂ%itluuﬂmﬁagaswmﬂn

- EventState.cpp @13U5035umM01nginsaltiudidren uazwganssuvesingag luve

- Frame.cpp dMuAadefus L uiRoasumsne imhilumsadenin

- DataCenter.cpp f?m%'m’amam’fayamn'lﬂﬁnwuaﬂ

- Utility.cpp TRAd M3 usAmsiReniudsoaen Tudunouss

- Wiimote.cpp dm5uM3sans TunisiFoudenas M0 Wiimote 1 1usunsuauise

w 1Al Y . A s ad o Ad o o A
i‘]_iﬂ’mviﬂi]']ﬂ Wiimote uaﬂmuEmmmmmzﬂﬂ‘umﬂmﬂuqﬂﬂﬁmmmwugm

YV
4.2 M3A319M0 3 1A
' 1 o a A 9 aa g - 2 vy Y &
Tudauil szidlumseuiodimsaiianin 3 TAAIu Diree3D e ld lddaninveuny
Tooag ar ' e i 4
miniluirdoden lddaaelail
4.2.1 MO WNUAY (Terrain) Baz210 Texture
A a = & A A " A oA aa dd o | A
WUAY (Terrain) WIUFBITUNVOWHUF LN MMM ALY 31A NTdnazyursoidlunauaslilie
s = 9 J as Qs and A
nassanpuzgilszmavesnin Iadunugudmiungiageuiiayudug aslil
1 = 3/ AR LW ] ' zl' a & i o e v A A A '
AN ANIZABIAT WABAVUIHUAUAUTS ST LAY MntuuhuHuRuAuN 16 11 1d
4 5 4 o ') e a ARy r] § B
Texture H373 1991 Tagmisriuorgilam 2 1A mlemuas lluumihwesiudunlariadeuun e 1d
Y=g 1 z_?{ = ' ¥ A [ 1 ' ag 9 ng a o £
AN anniuAudInIuTinudnyuzetnals iy Nunah Auau udu
¥ v
Tumsna Texure vun iy 193501580 MA T gUaITARIANET oA Texture Map
e lTiensoanuas IdhoruTilsuns ugtuaagal 2 Gana lilad1e Microsoft Paint
TaoTilsunswagibimsoudoyasin danindand1n dwzutuduvuavesiidnm Joya
L o ] = - 3 A 4
¥o9a 3 @ sznoulidiefune mae @en uazdumus Pixel yoegadiug FuileTisunsuads
. A o o o w " v v X o 4 v
Terrain MUVIANMMUANRI92INAUIUTAT 1TIUTE I MHURUAUAUFU AW Texture Map 111
kY
Sogazinila 1IMINTITINITMY Texture Map ael1l nazasaeaounvesd laiinnudumiilng Ta
Arund1989 vl aresla unu Texture Uszinnla
a’ 1 L o = ] g =Y 1
ared1aau fvua IWTUHURNUAUULIA 100x100 WAzl Texture Map V1A 20x20 faz 1@

_ Al Z _ ag ldl.
Texture Map 1 WAI¥@ 92219 Texture a4 T unusuiuamilunui 5x5
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2 s ¥ oa v & oA oA 3 A a :
ﬂ?ﬂuuﬂWHHﬂiﬂ ﬁfﬂﬁﬁllﬂﬂ‘ﬂ’ﬂﬂ Texture WHUNTY ‘h’ﬂﬂﬁlﬁﬁﬂﬂi‘ﬁ?"lﬂ Texture WHAU LASHDI
=l .3‘ 9 = P o 1] =S 1 =t =t =4 g
ﬁl"ﬂfj'ﬂﬁ’ﬂﬂ Texture WUHWEYT WINNYANAULHUN 1,1 ummmmwmmvﬁu 255 nEA Texture WU
a 1] A‘i’ a I~ = P ) &‘ a
n51w1iTiaNuALTFA (Alpha) 100 % asuuuruiuAwiuLS A 5x5 MyudouugavaILHLRUAY

Tudnns iy MINFoIdaIna1TUAIN MDY 255 Az TAEINNWTY 128 AIzA Texture

1 J‘ Y Y cg 9 a o 9}3 a Ao w
FOINUNTIWAAUAMTUANTA 100% LUDLIA Texture WUHUIANUAUTA 50% m“lﬁ'"lﬂwuﬂuﬂuaﬂyms

1

I~ &‘ Aaa A 9
Aluiunseliddvivema ey
» » 1 1 v

Tagdmvesldanldiuiiszeglulvdsed Lights FuilulvdnGonldTasn15ase Wiu
@ A o ° { " 5
11 HLSL aanvnausliudilaoazll Pixel Shader 111111710 Texture aod luuupunuay &4

i = ~ ¥ & Pl i o q ¥ a = v A o
Pixel Shader ugﬂﬁﬂﬂﬂi\‘}ﬂuQﬂﬂﬂ‘ﬁq’]ﬂﬁuq Pixel Ynllﬂﬁ1u1iﬂlﬂﬂﬂuﬁigﬂUWﬂlcﬁaVlﬂ

/[tMapSampler fl0 Terrain Map

¥
/ltTextureSamplerl, tTextureSampler2, tTextureSampler3 f1® Texture YDINIA WO 9T
//incoming. texCoord ABANA u, v Yo snIransuAD Y

/tex2D WUINTDAYDY Shader NAUANNEIUATTUDY Texture Tudumia u, v iiafaly

float2 co = float2(incoming.texCoord.x / terrainMaxCoord.x, incoming.texCoord.y / terrainMaxCoord.y);
float4 mapCoord = tex2D(tMapSampler, co);
float tColor = mapCoord.r + mapCoord.g + mapCoord.b;
float4 color = float4(0, 0, 0, 1);
if{tColor > 0)
{
color = tex2D(tTextureSamplerl, incoming.texCoord) * mapCoord.r * mapCoord.r / tColor;
color += tex2D(tTextureSampler2, incoming.texCoord) * mapCoord.g * mapCoord.g / tColor;
color += tex2D(tTextureSampler3, incoming.texCoord) * mapCoord.b * mapCoord.b / tColor;
'
if(hasTexture)
{
float4 fTemp — tex2D(ColoredTextureSampler, co);
color = color * (1-fTemp.a) -+ fTemp * fTemp.a;
h
outgoing.color *= color;

outgoing.color.a = 1;
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4.2.2 My adnuaegiUszma (Height Map)
Aw--ﬂ'n L £ A gy + A a A - B
dio lausuiuAuna? Sahwudinszuaumaie HukuRuAulanBU gad 1 1anY Faua
S a ~ s v o 1 -y =2 < v =
azmnezlidnuuzgangeduwanasiu llisu nomevzlidaunanasliidluduvemzia uazon
' A g = 1 9 9 A
drunduiugavuniiauma vy
as _ o a’ ¥ g -
Tumsadrdnsazgilszma Jdvannisad1onuns1a Texwure asuuuruiuay Tagldms
SUMNRUITIRUAREUzeIn T zmame1 13 Fund1 Height Map Taofmualiamiduag unumsiy
ANUge Mo unumsaannugs winmauawaziBoaiinnilu 255 ssshimsfmuansingaunu

T 9 :::; =] [ &
TaodruueeIaail 1 udIUnI9999 Frame.cpp

/B MUTYANNUANINGIAIUBIUAAZYAVBY Terrain 910 Height Map

LPDIRECT3DTEXTURE9 tTemp;
//D3DXCreateTexturcFromFileEx ABUFOAVD DirectX NAz¥m3 11aa Texture 11010 118 aalild

LPDIRECT3DTEXTUREY fitsaaiial
D3DXCreateTextureFromFileEx(base->Device(),
node.GetContentByName(heightmap).content.c_str(), 0, 0, 1, 0, D3DFMT A8B8G8RE,
D3DPOOL MANAGED, D3DX FILTER NONE, D3DX FILTER NONE, 0, 0, 0,
&tTemp);
D3DSURFACE DESC desc;
tTemp->GetLevelDesc(0, &desc);
D3DLOCKED RECT IRect;
tTemp->LockRect(0, &IRect, 0, 0);
BYTE *bPointer = (BY TE*)IRect.pBits;
width = ms[0]-1;
height = ms[1]-1;
for(int i = 0; i< ms[0]; i++) for(int j = 0; j< ms[1]; j++)
{
DWORD index=(i*4+(j*(IRect.Pitch)));
int y = bPointer[index+2] - bPointer[index+11];
i fmuaiganileegasalnuveann

terrain->setGrid(i, j, 150.0f*(i), (float)y, -150.0f*(j));
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Q'lﬂuullﬁ)‘vnﬂ'ﬁﬂsa.”.lﬂ\?wu‘ﬂuﬁﬂvﬁﬂﬂllﬁq VINTINT Initialize 1ﬂﬂﬂﬂﬂﬂn1!ﬂullﬂuwuﬂu

terrain->initialize(base->Device(), base);

¥ v A a4 [ = =) -
Tugail foz lAukuiuAunimsiSudnvazgiilszmaiiesudoond UM 4-4a naag Height

Map taz 311 4-4b naaauauaunIns1d Texwre wioulfuszdugiilszmaiouioondn

(v
141 4-4 (n) galn i 1a5Ty Height Map (v) U@ 18 Texture Map 1Az Height Map 182

4.2.3 Maa3 WM
uyl 1 1 o/ 1 .d g s U g )
Tumipunammiv sxligaidunssanadldudinesdluduniithdaeg Tugaiieziiluisms
o v A el & 9 o ! oy e 1 & 1 :’( o o o
iemrunuauRiigilszmand mduadigalaadsiniied saludmiiszilasmsiaszau
& a ! w ol Odoe ) 2 g v 3 d =2 o0y Ay v ¥
wuau minegluszdudninsmuae 13 daniufezgniladini andusahdeyan ldnain
3 ES ql - %‘ ; y o o
Texture ¥1dansovaslal smiuriinsalSmlgauiuan1d Texture tundoulnaIdiosaesdnyuy

g 1 ﬁf L2 A -3 H 1 4
voauh1 Tavii IRaduailidud umilaves Frame.cpp i luduil

ifl ConvertToFloat(node.GetContentByName(waterheight).content) >= -999)
{
terrain->SetWater(
ConvertToFloat(node.GetContentByName(waterheight).content),

node.GetContentByName(watertexture).content.c_str(),
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150.0f*width, -150.0f*height, base->Device(),
D3DXVECTOR2(ConvertToFloat(node.GetContentByName(waterdirx).content),

ConvertToFloat(node.GetContentByName(waterdirz).content)));

4 s Y A o ¥ g vd a = YT ¥ o )
WONINTFITTNNUUILA ﬂﬂ:‘lﬂwuﬂuﬂlﬂm‘lﬂwﬂmﬂ‘nﬁnuimﬂagﬂﬂ 4-5 'W'i?)ﬂu']vlﬂﬂnﬁ
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dio lduAuRuAY (Terrain) N5DuAsBovSooud? Juasuda lliemsihiagdiuinsu
&l = 4 ‘:’I’ -4 o as aa
Auawiolszaeunin lulassnuiuiiszsimsadieiag 3 GadaeT1sunsy Autodesk 3ds Max 182
11 Export tlauilulvdana x Wuilandu “Panda Direetx” Huilu'lWdRiTiguamiai DirectX
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ansasumazihguautiane Tueanidulullsunsy Autodesk 3ds Max ou'laundnmeTexture

s A Y 1 oA g Yoo et = o
auauiAveIBone Wi nuiudotinduve Tumaun 14 18RRI method 50951
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anfulumsnedag 3 fannneuendinlunin 30183 5msew an ) Tassudunn
o o 1 T ) § j 1 é
Msfmua ID uazdwmiisvesid x dladeyafimuiadisiuin Foni1 Modelinfo.pss Fuiu
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FileEntity* FileReader::Read(std::string filename)
{

const char *c¢Temp = filename.c_str();

if{filename =="")

throw string("empty file path");

FILE *file = 0;

int error = fopen_s(&file, cTemp, "r'");

iflerror)

{

std::string sTemp = "Cannot open file \"" + filename + "\"";
MessageBox (0, sTemp.c_str(), "Error", MB_OK);
exit(32);

b

ULinkedList<char*> *line = new ULinkedList<char*>(), *pointer = line;
1/ wen feof iiiiusenldnsnaen e Ididudhinimuaudaniels
while(!feof(file))
{
pointer->data = new char[500];
fgets(pointer->data, 500, file);
if(!feof(file))
{
int len = strlen(pointer->data);
pointer->data[len-1] = "0';
pointer->next = new ULinkedList<char*>();
pointer = pointer->next;

pointer->next = 0;

b

pointer = line;

felose(file);

FileEntity *entity = new FileEntity(line, filename);

return entity;
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b
PSSFileEntity::PSSFileEntity(FileEntity *entity)
{

name = entity->GetName();

path = entity->GetPath();

ULinkedList<char*> *pt = entity->GetContent();

node = new ULinkedList<PSSNode>();

ULinkedList<PSSNode> *pointer = node;

pointer->data.name = "";
ULinkedList<PSSContent> *content = 0;
bool underquote = false;
bool uq = false;
bool onleft = true;
unsigned int line = 0;
while(pt !=0)
{ linet++;

for(int i = 0; pt->data[i] !="\0'; i++)

{
if(lunderquote)
{
if(pt->data[i] == '{")
underquote = true;
else

pointer->data.name += pt->datalil;

clse

if(luq)
{
if(pt->data[i] == ";")// if found ; then end statement
{
iflonleft)
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MessageBox(0, "Expect ; before beginning new content”, "ERROR", MB_OK);

exit(833);
}
else
{
onleft = true;

content->next = new ULinkedList<PSSContent>();
content = content->next;
}
continue;
}
else if(pt->data[i] == '=)
{
onleft = false;
continue;
}
else if(pt->datali] == '}")/ if found } then end node
{
onleft = true;
underquote = false;
if(content)
{
content->next = 0;
ULinkedList<PSSContent> *ITemp = pointer->data.content;
while(ITemp->next = 0 && [Temp->next != content) [Temp = [Temp->next;
delete ITemp->next;
ITemp->next = 0;
conient = 0;
H
pointer->next = new ULinkedList<PSSNode>();

pointer — pointer->next;




pointer->next = 0;
continue;
¥
else if(pt->data[i] ="'{")
{
string err = "Unexpected '{' in file " + path +"/" + name + " line " + ToString(line);

MessageBox(0, err.c_str(),"ERROR", MB_OK); exit(889);

}

if(! pointer->data.content)

{//initialize data.content
pointer->data.content = new ULinkedList<PSSContent>();
content = pointer->data.content;

f

iflpt->datali] == ")

{//mﬂwmﬂ‘%imwmﬂ {
uq = lug;
if(i > 0) if(pt->data[i-1] !="\) continue;

f

if(pt->data[i] !="\)

{
iflonleft)
{
if(pt->data[i] !='' && pt->data[i] ="' ")
content->data.name += pt->datal[i];
}
else
{
ifl(pt->data[i] ="' && pt->datali] ="' ") || uq)
content->data.content += pt->data[i];
}
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H
ifluq)
{

MessageBox(0, string("Expect \" before end of line in file " + path + "/" + name + " line " +
ToString(line)).c_str(), "ERROR", MB_OK); exit(788);
}
pt = pt->next;

i
ULinkedList<PSSNode> *nTemp = node;

while(nTemp->next != 0 && nTemp->next = pointer) nTemp = nTemp->next;
delete nTemp->next;

nTemp->next= 0;
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4.2.5 M31Anasd (Light)
o an o q Yo ' = ' a "W & A o v
LlﬁQﬁslu‘ﬂ'lﬂ 3 Hﬂﬂii'ﬁ’ﬂﬂq%‘lﬁ‘] 1|ﬂ?]ﬂﬁ?‘lﬁilﬂﬁﬁllﬂﬂﬂ‘lﬂﬂuhlﬂ ‘l‘)’ﬂllﬂ1i°n'|31u'ﬂgﬁ'?uﬁlﬂq

159A Scene3D::GetCurrentSunlightDirection TulWd Frame.cpp

D3DXVECTOR3 Scene3D::GetCurrentSunlightDirection(float currenttime)
{
Time time = eventcenter->GetGameTime();
if(time.hour == 5)
{
return INTERPOLATE(sunlightvec[3], sunlightvec[0], (currenttime-5));
}

else if(time.hour >= 6 && time.hour < 12)

{
return INTERPOLATE(sunlightvec[0], sunlightvec[ 1], (currenttime-6)/6.0f);

f

else if(time.hour >= 12 && time.hour < 18)

i
return INTERPOLATE(sunlightvec[1], sunlightvec[2], (currenttime-12)/6.01);

f

else if{ time.hour == 18)
{
return INTERPOLATE(sunlightvec[2], sunlightvec[3], (currenttime-18));

else

return sunlightvec[3];

}
D3DXVECTOR4 Scene3D::GetCurrentSunlightColor(float currenttime)

{

Time time = eventcenter->GetGameTime();

if(time.hour == 5)




59

return INTERPOLATE(sunlightcol[3], sunlightcol[0], (currenttime-5));
}
else if(time.hour >= 6 && time.hour < 9)
{
return INTERPOLATE(sunlightcol[0], sunlightcol[1], (currenttime-6)/3.01);
}
else if{time.hour >= 9 && time.hour < 15)

{

return sunlightcol[1];

H
else if(time.hour >= 15 && time.hour < 18)
(
return INTERPOLATE(sunlightcol[1], sunlighteol[2], (currenttime-15)/3.01);
}

else if{time.hour == 18)
i
return INTERPOLATE(sunlightcol[2], sunlightcol[3], (currenttime-18));

else

return sunlightcol[3];

4.2.6 M31%i191 (Shadow)

A o o a a v ) Y Aw Ao ~ = ' o
Luﬂﬂ1ﬂuﬂ?ﬂﬂ’llu¢]uﬁﬂliU‘Uii’)ﬂl!ﬁ’cl ﬂgulﬂﬂ'lﬂﬂ'JﬁQH ﬂHmzNﬂﬁﬂHﬂﬁ’llﬁaﬂﬂﬁTﬂHu LAAg

Aa o ¥

Ty 9 cﬁ' = Y 4
%z"lunmwmﬂﬂmuﬂ‘}mmuuwuﬂu TS9O FUHVIUU0INITAS IV Variance  Shadow
3 7 ¥ ' 1 & & - & o - At o v o
Mapping maJ‘s:qnm“lmmag‘luﬁm‘nuwm"lﬂa Light.fx ¥4I 180100AUAZITNITNMNUAIUUTUD

Y { o Y A i ° ' d :
n],‘]JL!.ﬂ’.lui‘lﬂl.‘]_l“llfl‘lﬂfll 2 ‘HTUE]‘?I 2.6 U,Nu“ﬁNHI.‘]J‘]JﬂWH]ﬂlﬂm’311Iﬂﬁ1ﬂlﬂﬁ’ﬂul.ﬂﬂ (Variance Shadow Map)
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4.2.7 M3 1MU@MUY Real Time
1uqﬂﬁﬂzlﬂudauﬁﬁﬂﬂﬂszqnﬁ'l%’ﬁ'm:umnmmﬂ‘lumn wmehi lumsdiuudassdu
amudunaaiionawin il vndwile llsludnils Taol¥llsunsuimsinavdsenadizudu Tl
Fadlatenis  luszezaIAMNUARIONTEA  Scene3D:GetCurrentSunlightDirection 1A%

Scene3D::GetCurrentSunlightColor AR Tu'ld Frame.cpp

D3DXVECTOR3 Scene3D::GetCurrentSunlightDirection(float currenttime)
{

Time time = eventcenter->GetGameTime();
if(time.hour == 5)
{
return INTERPOLATE(sunlightvec[3], sunlightvec[0], (currenttime-5));
f

else ifltime.hour >= 6 && time.hour < 12)

1
return INTERPOLATE(sunlightvec[0], sunlightvec[1], (currenttime-6)/6.01);

|

else if{time.hour >= 12 && time.hour < 18)

{
return INTERPOLATE(sunlightvec[1], sunlightvec[2], (currenttime-12)/6.0f);

f

else if{time.hour == 18)

{
return INTERPOLATE(sunlightvec[2], sunlightvec[3], (currenttime-18));

else

return sunlightvee[3];

¥
D3DXVECTOR4 Scene3D::GetCurrentSunlightColor(float currenttime)

{
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Time time = eventcenter->GetGameTime();
if(time.hour == 3)
1
return INTERPOLATE(sunlightcol[3], sunlightcol[0], (currenttime-5));
}
else if{time.hour >= 6 && time.hour < 9)

{
return INTERPOLATE(sunlightcol[0], sunlightcol[1], (currenttime-6)/3.0f);

}

else if(time.hour >= 9 && time.hour < 15)

i

return sunlightcol[1];
f
else if(time.hour >= 15 && time.hour < 18)
i
return INTERPOLA TE(sunlightcol[ 1], sunlightcol[2], (currenttime-15)/3.01);

}

else if{time.hour == 18)
{
return INTERPOLATE(sunlightcol[2], sunlightcol[3], (currenttime-18));

else

return sunlightcol[3];
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4.2.8 myilszunal¥msnaassingiuyunded (View Culling)
dielaninilSuudumeaduaznivudeonds dasalufidestonfonissansniwens 1
Tsunsuldmsnnnsiieznanmanas mazninusaznInzAeagnIa Iy c‘?ﬂuﬁmﬁmﬂu
M3 View Culling unlszynd 19 Taoliswazidead1uvo uusea MGE ViewFrustrumCull::cull 910

ol base.cpp Aail

//fPlane 1101515609 DIDXPLANE 6 1 Fuiugiunilenuewoudiuaianvendod
bool MGE_ViewFrustrumCull::cul(D3DXPLANE *{Plane, D3DXVECTOR3 sphereCenter, float
sphereRadius)
{
for(int i = 0; i< 6; i++)
{
iflD3DXPlaneDotCoord(&fPlane[il, &sphereCenter) + sphereRadius < 0)

return false;

f

return true;
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/Iviewproj filo Matrix HA3IMUDY view matrix 1A projection matrix ‘Umﬂﬁ’ﬂﬂﬂwﬁu
void MGE_ViewFrustrumCull::calculateFrustrumPlane(D3DXPLANE *{Plane, D3DXMATRIX
viewproj)
{
D3DXMATRIX projection = viewproj;
fPlane[0].a = projection. 14 + projection. 11;
fPlane[0].b = projection. 24 + projection. 21;
fPlane[0].c = projection. 34 + projection. 31;

fPlane[0].d = projection. 44 + projection. 41;

fPlane[1].a = projection. 14 - projection. 11;
fPlane[1].b = projection. 24 - projection._21;
fPlane[1].c = projection. 34 - projection. 31;

fPlane[1].d = projection. 44 - projection. 41;

fPlane[2].a = projection. 14 - projection. 12;
fPlane[2].b = projection. 24 - projection. 22;
fPlane[2].c = projection. 34 - projection. 32;

fPlane[2].d = projection. 44 - projection, 42;

fPlane[3].a = projection. 14 + projection. 12;
fPlane[3].b = projection. 24 + projection. 22;
fPlane[3].c = projection. 34 + projection. 32;

fPlane[3].d = projection._44 + projection. 42;

fPlane[4].a = projection. 13;
fPlane[4].b = projection. 23;
fPlane[4].c = projection. 33;

fPlane[4].d = projection._43;

fPlane[5].a = projection. 14 - projection. 13;

fPlane[5].b = projection. 24 - projection. 23;
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fPlane[5].c = projection. 34 - projection. 33;

fPlane[5].d = projection. 44 - projection._43;

for(int i = 0; i< 6; i++) D3DXPlaneNormalize(&fPlane[i], &fPlane[i]);

4.2.9 msnasuain
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dedpyanInAnepNioUA1TBA Scene3D::Flush Tu'IWd Frame.cpp

void Scene3D::Flush()
1
loaded = false;
onenter.clear();
onleave.clear();
LinkedList<Object*> *pointer = object;
while(pointer)
{
if(pointer->data)
{
pointer->data->FlushModel();
delete pointer->data;
i
pointer = pointer->next;
}
iflobject) delete object;
object = null;
LinkedList<MGE Model*> *mPointer = instancepool;
while(mPointer)

{
base->FlushModel(mPointer->data);




65

mPointer = mPointer->next;
H
if{instancepool) delete instancepool;

instancepool = null;

LinkedList<Effect*> *ePointer = effect;
while(ePointer)
{

if(ePointer->data)

delete ePointer->data;

ePointer = ePointer->next;
}
if(effect) delete effect;

effect = null;

LinkedList<SpawnPoint*> *sPointer = spawnpoint;
while(sPointer)
{

delete sPointer->data;

sPointer = sPointer->next;

LinkedList<Effect*> *cPointer = cache;
while(cPointer)
{
if(cPointer->data)
{
Effect *ef = (Effect™)cPointer->data;
ef->FlushModel();
delete ef;

cPointer->data = null;
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cPointer = cPointer->next;
H
if(cache) delete cache;

cache = null;

if(spawnpoint) delete spawnpoint;

spawnpoint = null;

iflobjtodelete) delete objtodelete;

objtodelete = null;

ifleffecttodelete) delete effecttodelete;

effecttodelete = null;

terrain = null;
base->FlushTerrain();
base->FlushSkybox();
base->FlushLight();
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void ControlCenter::Load(PSSFileEntity *entity)

{
PSSNode node = entity->GetNodeByIndex(0);
LinkedList<ControlInfo> *pointer = action;

for(int i = 1; node.name.compare("") != 0; i++)

{
if(action)
q
pointer->next = new LinkedList<ControlInfo>();
pointer = pointer->next;
b
else

action = new LinkedList<Controllnfo>();
pointer = action;
H

Wiimote *wii = input->GetWiimote();

pointer->data.name = node.name;
if(node.GetContentByName("keyboard").name.compare("") != 0)
{
string ¢ = node.GetContentByName("keyboard").content;
if(c.length() == 1)
{
pointer->data.keyboard = c.at(0);
b
else
{
/IVK_SHIFT/VK_CONTROL/VK_TAB/VK_ESCAPE/VK_SPACE iilunumuiy Shift, Ctrl widhw
HazN, Tab, Esc 1A% Spacebar ATUA1A1
if(c.compare("shift") == 0) pointer->data.keyboard = VK_SHIFT;

else if(c.compare("ctrl") == 0) pointer->data.keyboard = VK_CONTROL,;
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else if(c.compare("tab") == 0) pointer->data.keyboard = VK_TAB;
else if(c.compare("esc") == 0) pointer->data.keyboard = VK. ESCAPE;

else if{c == "spacebar") pointer->data.keyboard = VK_SPACE;

¥

iflnode.GetContentByName("wii").name.compare("") != 0)
{
intd=0;
string ¢ = node.GetContentByName("wii").content;
if{!IsConvertibleTolnt(c, &d))
{
pointer->data.wii = ConvertToWiimoteKey(c);
}
else pointer->data.wii = (WiimoteKey)d;
}
if(node.GetContentByName("mouse").Exist())

{

pointer->data.mouse = ConvertTolnt(node.GetContentByName("mouse").content);
h
node = entity->GetNodeByIndex(i);

}
delete entity;
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bool ControlCenter::JustPressKey(string name)

{

LinkedList<ControlInfo™> *pointer = action;
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/IGetWiimote() i usoafidaiaum Tunun 1y
Wiimote *wii = input->GetWiimote();
while(pointer)
{
if(pointer->data.name.compare(name) == 0)
{
bool result = false;
result = input->JustPressKey(pointer->data.keyboard);
if(input->isJoyStickConnected()) result |= input->isJoyButtonPressed(pointer->data.joystick);

iflinput->GetWiimote()->IsConnected())

i

result |= input->JustPressWiimote(pointer->data. wii);
H
if{pointer->data.mouse >= ()
t

result |= input->JustPressMouse(pointer->data. mouse);
¥
return result;

b
pointer = pointer->next;
}
return false;
}
bool ControlCenter::PressingKey(string name)
{
LinkedList<ControlInfo> *pointer = action;
Wiimote *wii = input->GetWiimote();
while(pointer)
{
if(pointer->data.name.compare(name) == 0)

{

bool result = false;
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result = input->isKeyPressed(pointer->data.keyboard);
if(input->isJoyStickConnected()) result |= input->isJoyButtonPressed(pointer->data.joystick);

if(input->GetWiimote()->IsConnected())

{
result |= input->PressingWiimote(pointer->data. wii);
H
if(pointer->data.mouse >= ()
{
result [= input->isMousePressed(pointer->data.mouse);
H

return result;
}
pointer = pointer->next;
f
return false;
b
bool ControlCenter::JustReleaseKey(string name)
{
LinkedList<ControlInfo> *pointer = action;
Wiimote *wii = input->GetWiimote();
while(pointer)
{
if(pointer->data.name.compare(name) == 0)
{
bool result = false;
result = input->JustReleaseKey(pointer->data.keyboard);
if(input->GetWiimote()->IsConnected())
{
result |= input->JustRelease Wiimote(pointer->data. wii);
h
if(pointer->data.mouse >= 0)

{
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result |= input->JustReleaseMouse(pointer->data.mouse);

}

return result;

b

pointer = pointer->next;

}

return false;

4.3.2 MIANUYUHIAZATHIY Wiimote
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void WiiAPI(Wiimote &remote, state change flags changed, const Wiimote_state &new _state)
{
EventCenter *eventcenter = EventCenter::GetInstance();
MGE *base = eventcenter->GetEngine();
Frame *frame = Frame::Getlnstance(base, eventcenter);
/uitsnedide Waamumsilaouilaswes Accelerator azMaInMana IR §20
if(changed & CONNECTED)
{
iflnew_state.ExtensionType != Wiimote::BALANCE BOARD)
{
iflnew_state.bExtension)

remote.SetReportType(Wiimote::IN BUTTONS ACCEL IR EXT);

else
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remote.SetReportType(Wiimote::IN_ BUTTONS ACCEL IR);

h
base->GetInputPointer()->UpdateWiimoteBuffer();
ramuzfufimsnasundasiimsswanninda
if(changed = NO_CHANGE)
{
Wiimote state::ir::dot d = remote.IR.Dot[0];
if(d.bVisible)
1
int mouseX = (int)(d.X * Global::WindowSize.x) + Global::WindowPosition.x,
mouseY = (int)(d.Y * Global::WindowSize.y) + Global:: WindowPosition.y;
SetCursorPos(mouseX, mouseY);
base->GetInputPointer()->UpdateMouscPosition();
}
if(leventcenter->GetEngine()->BreakingMainLoop())
eventcenter->GetGameSystem()->UpdateInput(base, frame, base->GetInput());

frame->UpdateInput(base->Getlnput());

433 manlasusimmiandoduyuuosynnai 3

A4 vy o 9 ) o WY Y @ A gy ' YR A dA o
ma"lﬂmmsasmayamwwmqﬂnsmm"lﬂum mﬁumuiumumm@mu HIBNNDIALG 3

aad d at

¥ 1 v A LT aa
danthdumudau Iamsanioulnl ldegnelunin 3 1a
' 2 S v s X Y e & g
yunesveunuudazinuiuzligduuuuandredulyl lunutieelsuueayanahn 3 Fuilu
yuwesnveanngausinnifine usumileumdimundidiazaaolunineg daiulus
| o = o : o ¥y & 9 < ¥ ¥ ¥
ndeunvesdrazas uennnvznlAsudmiswesdazasudl nezdeuldsuyundeliaeandos
@ w_ g o = \ { o P = 4
mulde Taendnnfensdiuyundesdidamudiauninyuiisimua Taviildanldlunisdouyu

ndeIAanINiauAI0IUTDA CameraMode_Follow::Update 11 IW& EventCenter.cpp




73

bool CameraMode Follow::Update(Camera *cam, MGE *base, EventCenter *eventcenter)
1

Frame *frame = eventcenter->GetFrame();

ControlCenter *control = eventcenter->GetGameSystem()->GetControl();

if(target)

{

base->setCameraAttribute( GAMECAMERA_PIVOTX, target->GetLocation().x, frame-

>GetEffectFileArray(), frame->GetEffectFileArrayLength());

base->setCameraAttribute(GAMECAMERA PIVOTY, target->GetLocation().y + 50.f, frame-

>GetEffectFileArray(), frame->GetEffectFileArrayLength());

base->setCameraAttribute(GAMECAMERA PIVO'1Z, target->GetLocation().z, frame-
>GetEffectFileArray(), frame->GetEffectFileArrayLength());
'
float oanglex = (float)base->getCameraAttribute(GAMECAMERA ANGLEX);
float oangley = (float)base->getCameraAttribute(GAMECAMERA _ANGLEY);
float anglex = oanglex;
float angley = oangley;
if(control->PressingKey("MoveCamRight")) anglex += 5;
if(control->PressingKey("MoveCamLeft")) anglex -= 5;
if(control->PressingKey("MoveCamUp")) angley += 5;
if{control->PressingKey("MoveCamDown")) angley -= 5;
iflanglex != oanglex || angley != oangley)
{
base->setCameraAttribute( GAMECAMERA ANGLEX, anglex, frame->GetEffectFile Array(),
frame->GetEffectFileArrayLength());
base->setCameraAttribute(GAMECAMERA ANGLEY, angley, frame->GetEffectFileArray(),
frame->GetEffectFileArrayLength());
}

if(control->PressingKey("ZoomIn"))

{
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float zoom = (float)base->getCameraAttribute(GAMECAMERA EYELENGTH);
zoom -= 5.f;
iflzoom < 130.f) zoom = 130.1;
base->setCameraAttribute( GAMECAMERA_EYELENGTH, zoom, frame->GetEffectFileArray(),
frame->GetEffectFileArrayLength());
i
else if{control->PressingKey("ZoomOut"))
{
float zoom = (float)base->getCameraAttribute(GAMECAMERA EYELENGTH);
zoom += 5.1}
if(zoom > 410.f) zoom = 410.f;
base->setCameraAttribute( GAMECAMERA EYELENGTH, zoom, frame->GetEffectFileArray(),
frame->GetEffectFileArrayLength());
H
base->refreshCamera(eventcenter->GetFrame()->GetEffectFileArray(), eventcenter->GetFrame()-
>GetEffectFileArrayLength());

return true;
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Frame.cpp At

D3DXCreateTextureFromFileEx(base->Device(), node.GetContentByName(colisionmap).content.c_str(),
0,0, 1,0, D3IDFMT_A8B8G8RE8,D3DPOOL MANAGED,
D3DX _FILTER NONE,D3DX FILTER NONE, 0, 0, 0, &tTemp);
tTemp->GetLevelDesc(0, &desc);
tTemp->LockRect(0, &IRect, 0, 0);
bPointer = (BYTE*)IRect.pBits;
for(int i = 0; i< ms[0]-1; i++) for(int j = 0; j< ms[1]-1; j++)
{
[%
nilsfinralfiilofiavosweerdisd dmsusosdunt Mo thitu uazmanullsalaves
ﬁﬂwaﬁuq
*/
DWORD index=(i*4+(j*(IRect.Pitch)));
int r = bPointer[index+2];
int g = bPointer[index+1];

if(r 1= 255 || g = 255)
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terrain->getPlate(i, j)->CustomHeight(r - g);
}
tTemp->UnlockRect(0);

CUtility::DXRelease(tTemp);
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bool Text::DrawText(Frame *frame, MGE *base, void* param)
{
iflvisible)
{
int alpha = 255;
if(scene)
{
alpha = (int)(scene->GetAlpha() * 255 * this->alpha);
H
DWORD color = D3DCOLOR_ARGB(alpha, red, green, blue);
RECTT;
if(rect.bottom == rect.top) ::SetRect(&r, (int)location.x, (int)location.y, 1024, 768);
else r = rect;
§01 font T3 Madasnustumioe
font->draw((char*)text.c_str(), r, color, align);
H

return true;
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bool Image::Draw(Frame *frame, MGE *base, void* param)
{
if(visible && this->alpha > 0)
{
Py @ rasienan s svfisd 1 mmasu@s uazimstiunnauazd
ﬁmmimﬂﬂ'?ﬁ"}ﬁmﬁ11ﬂ1mj*/
MGE Primitive3D *background = (MGE Primitive3D*)param;
D3DXMATRIX tran, rotx, roty, rotz, scale, world;
/AU
D3DXMatrixTranslation(&tran, GetLocation().x, GetLocation().y, GetLocation().z);
/U
D3DXMatrixScaling(&scale, GetScale().x, GetScale().y, GetScale().z);
D3DXMatrixRotationX(&rotx, GetRotation().x);
D3DXMatrixRotation Y (&roty, GetRotation().y);

D3DXMatrixRotationZ(&rotz, GetRotation().z);

LPD3DXEFFECT effect = frame->GetEffectFileArray()[0];
/32unu'lA world transform
world = scale * rotx * roty * rotz * tran;
Maaudrlylu Effect File
effect->SetMatrix(xWorld, &world);
effect->SetBool(ITasTexture, image != null);
D3DXVECTOR4 vec = D3DXVECTOR4(0, 0, 0, 0);
if{scene->GetIndex() == 0)
{
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if{Highlighted())
{
vec.x = 0.5;
vec.y = 0.5;
vee.z = 0.5;
}
else if(Darken())
{
vec.x =-0.5;
vec.y = -0.5;

vec.z = -0.5;

H
/&ama19naala1 Shader
effect->SetVector("additionalColor", &vec);
effect->SetInt(ObjectType, ObjectType 2D);
effect->SetFloat("objAlpha", this->alpha);
if(image != null)
effect->SetTexture(Texture, image->getTexture());
effect->SetVector(ObjectMaterial, & D3DXVECTOR4(1, 1, 1, 1));
ymanaTanld Effect File annsomaldumorsoudeufisstholiagao
/e Shader 331z 1damide vy lumsszanadinea
iflSUCCEEDED(effect->SetTechnique(Shader3)))
{
unsigned int pass = 0;
if(SUCCEEDED(effect->Begin(&pass, 0)))
{
for(unsigned int i = 0; i< pass; i++)
{
effect->BeginPass(i);
background->draw(base, world);

cffect->EndPass();
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}
effect->End();
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bool NPC::IntersectsInteraction(D3DXVECTOR3 center, float radius)
{
//D3DXVec3Length 11111150Av04 DirectX MozAumszuzi195:13199097AY93 Vector 3 NATDI99
if{interactionradius < 0 || 'Visible()) return false;
else return D3DX Vec3Length(&(center - GetLocation())) <= interactionradius + radius;
}
void NPC::UpdateMainLoop(MGE *base, float *dist)
{
bool result = IntersectsInteraction(eventcenter->GetPlayer()->Getl.ocation(), eventcenter->GetPlayer()-
>GetColisionRadius());

Highlighted(result);
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bool NPCStatus Move::Update(Object *object, EventCenter *eventcenter, void* extraparam)
{
/Update() WumsoaiiowangilieiagIindoulmetummngaw
model->Update();
NPC *npc = (NPC*)object;
MGE *base = eventcenter->GetEngine();
npc->Move(npc->GetDestination(), base);
iflnpc->Intersects(npe->GetDestination()))
{
LinkedList<D3DXVECTOR3> *wp = npc->GetWayPoint();
Wp = wWp->next,
npe->SetWayPoint(wp);

npc->SetStatus(npe->GetStatus(CharacterStatus::Idle));

return true;
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ConversationBox 1/5 TazD AR

ConversationBox::ConversationBox(EventCenter *eventcenter, DataCenter *datacenter, std::string text,
Object *owner) : alpha(0), alphachange(0.11), textCounter(0), Text(eventcenter)
{
type = ObjectType DialogBox;
this->text = text;
this->owner = owner;
Scene2D *gui = eventcenter->GetFrame()->GetScenc2DByName("gui'");
end = eventcenter->GetGameTime() + SecondToFrame(1);
SetScene(gui);
SetAlignment(DT LEFT | DT WORDBREAK);
SetFont(datacenter->GetFont(5));
SetColor(0, 0, 0);
SetText(text);
rect = datacenter>GetFont(5)->CalculateRect(text, align);
rect.right = rect.right - rect.left;
rect.bottom = (rect.bottom - rect.top) * 2;
rect.top = 0;
rect.left = 0;
background = new Image(eventcenter);
background->SetScale(D3DXVECTOR3((float)rect.right, (float)rect.bottom, 1));
background->SetTexture("Image/DialogBox.png", eventcenter->GetEngine());
background->SetScene(gui);
background->SetName("ConversationBox_Background");

mat = owner->GetModel()->GetBoneMatrixByName("head");
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gui->AddObject(this);

o

E
GRVERT! If’%‘ﬂclufﬂillﬁﬂﬂﬂﬂﬁuﬂu1ﬂi1ﬂﬁ$mﬂﬂ JU

ConversationWindowHandler *handler = (ConversationWindowHandler*)eventcenter-
>GetGameSystem()->GetConversationHandler();
intid =0;
/sConvertibleTolnt umTaATISAT String HaeTlamnsamlauiu int Tan3e i &1 1d7ee
wlaanazdanduunia pointer Misrdelal 1lifvz livies 55y pointer Hia 'y
if(!IsConvertibleTolnt((char*)command[1].c str(), &id))
id = ConvertToInt(HandleExpression(command[ 1], eventcenter, param1));
handler->GetHandler()->Show();
handler->GetHandler()->BringToFront();
handler->SctConversation(datacenter->GetConversationInfo(id, 0));
//ContinueScript i saaRag T 1WiAams recursive lildsansalamaada'lal
return ContinueScript(eventcenter, command, 1, length, param1, param2);
}

void ConversationWindowHandler::SetConversation(ConversationInfo conversation)
{
this->conversation = conversation;
dialog->SetText(conversation.speaker + ":\n");
D3DXVECTORS3 location = image->GetLocation();
if(conversation.picPosition.compare("left") == 0)
{
location.x = 0;
image->SetLocation(location);
}
else iflconversation.picPosition.compare("right") == 0)
{

location.x  (float)dialog->GetRect().right;
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image->SetLocation(location);
}
textCounter = 0;
eventcenter->RaiseScript(conversation.onEnter, null);

image->SetTexture(conversation.image);
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float Character::CalculateDamage(float val)

{
int atk = this->atk;

iflatk < 0) atk = 0;

if(this->GetEquipRight()) atk += this->GetEquipRight()->GetATK();
if(this-—>GetEquipHead()) atk += GetEquipHead()->GetATK();
ifl GetEquipLeft()) atk += GetEquipLeft()->GetATK();

atk = (int)(atk * ConvertToFloat(GetVariable("atkMultiplier")));

float inidam = atk*2.5f * (1.f + (Random(-15, 30) / 100.00));
float mul = ConvertToFloat(GetVariable("damageMultiplier"));

return mul * inidam + val;
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void Character::DisplayDamage(float value, DWORD dmgcolor, DataCenter *datacenter)
{
D3DXVECTORS3 pos3d = GetLocation();
pos3d.y +=30;
eventcenter->GetFrame()->GetScene2DByName("gui")->AddObject(
new DamageNumber(eventcenter, datacenter, (int)value, pos3d, dmgcolor));
;
DamageNumber::DamageNumber(EventCenter *eventcenter, DataCenter *datacenter, int
number, D3DXVECTOR3 startpos, DWORD color):
alpha(1), alphachange(0), Text(eventcenter)
{
SetText(ToString<int>(number));

SetLocation(startpos);
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end = Global::frame->GetCurrentFrame() + SecondToFrame(1);
type = ObjectType DamageNumber;
SetFont(datacenter->GetFont(5));

pos3d = startpos;

int red = color & 0x00ff0000;

int green = color & 0x0000{f00;

int blue = color & 0x0000001F;

SetColor(red, green, blue);
SetScene(eventcenter->GetFrame()->GetScene2DByName("gui));

SetAlignment(DT CENTER | DT NOCLIP);
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Player::AddItem i1 lumsasavdeunaziuiudinlu nventory vosfiause

bool Player::AddItem(Item *item)

{ bool found = false;
for(int i = 0; i< 5 && !found; i++) for(int j = 0; j< 5 && !found; j++)
{
if(slot[i][j]->stack < ItemStack Max && slot[i][j]->stack > 0)
{
if{slot[i][j]->item[0] != null)
{
if(slot[i][j]-=>item[0]>GetID() == item->GetID())
{
if( slot[i][j]->stack < slot[il[j]->item[0]->GetStack())
{
slot[i][j]-=item[slot[i][j]->stack++] = item;
stringstream s;
s << slot[i][j]->stack;
slot[i][j]->button->SetText(s.str());

found = true;

}
if(!found)
{
for(int i = 0; i< 5 && !found; i++) for(int j = 0; j< 5 && !found; j++)

{
if(slot[i][j]->stack == 0)
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slot[i][j]->item[0] = item;
for(int k = 0; k< 3; k++)
{
slot[il[jl->buttondefaultimage[k] = slot[i][j]->button->GetImage(k)->GetTexture();
slot[i][j]->button->Getlmage(k)->SetTexture(item->Getlmage());
slot[i][j]->stack = 1;
slot[i][j]->button->SetText("1");
b

found = true;

|

return found;
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void ItemSlot::Merge(ItemSlot *destination, ItemSlot *incoming, unsigned int num)
{
if(destination == incoming || destination == null || incoming == null) return;
unsigned int cur = 0;
for(int 1 = destination->stack; destination->stack < destination->item[0]->GetStack() &&
incoming->stack > 0 && cur < num; i++)
{
destination->item[i] = incoming->item[incoming->stack-1];
destination->stack++;
incoming->item[incoming->stack-1] = null;

incoming->stack--;
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curtt;

}

destination->button->SetText(ToString<int>(destination->stack));
iflincoming->stack == ()
{

incoming->button->SetText(incoming->defaulttext);

for(int i = 0; i< 3; i++)

incoming->button->Getlmage(i)->SetTexture(incoming->buttondefaultimage[i]);
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void ItemSlot::Swap(ItemSlot *one, ItemSlot *two)

{

iflone == two || one == null || two == null) return;

int stack = one->stack;
one->stack = two->stack;

two->stack = stack;

for(int k = 0; k< [temStack Max; k++)
{
Item *it = one->item[k];
one->item[k] = two->item[k];

two->item|k] = it;

one->button->SetText((one->stack > 0)? ToString(one->stack) : one->defaulttext);

two->button->SetText((stack > 0)? ToString(two->stack) : two->defaulttext);
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for(int k = 0; k< 3; k++)

{
Image *img = one->button->GetImage(k);
one->button->SetImage(k, two->button->GetImage(k));

two->button->Setlmage(k, img);
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void InventoryWindowHandler::Useltem(ItemSlot **highlight)
{
bool res = (*highlight)->item[(*highlight)->stack-1]->Use(eventcenter->GetPlayer());
if{res) (*highlight)->stack--;
if((*highlight)->stack = 0)
{
for(int k = 0; k< 3; k++)
(*highlight)->button->Getlmage(k)->SetTexture((*highlight)->buttondefaultimage[k]);
(*highlight)->button->SetText((*highlight)->defaulttext);
drop->Visible(false);
use->Visible(false);
(*highlight)->button->Highlighted(false);
*highlight — null;
this->highlight = null;
this->cHighlight = null;

else
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(*highlight)->button->SetText( ToString((*highlight)->stack));
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void InventoryWindowHandler::Dropltem(TtemSlot **highlight)
{
Button *dropitem = drop;
std::string sTemp = "dropitem";
eventcenter->RaiseScript(sTemp, (Element*)(*highlight)->item[(*highlight)->stack-1],
(void*)system->GetPlayer());
if{(*highlight)->stack == 0)
{
for(int k = 0; k< 3; k++)
(*highlight)->button->GetImage(k)->SetTexture((*highlight)->buttondefaultimage[k]);
(*highlight)->button->SetText((*highlight)->defaulttext);
dropitem->Visible(false);
(*highlight)->button->Highlighted(false);
*highlight = null,
this->highlight = null;

this->cHighlight = null;
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TradeWindowHandler:: Action MouseUp mnhaad ua"'nﬂmzllmﬁu

void TradeWindowHandler::Action MouseUp(Dispatcher Arg)
{
Dispatcher Arg = (MGE_Event *e, MGE_EventDispatcher *funcOwner, void* param)
TradeWindowHandler *h = (TradeWindowHandler*)funcOwner;
string n = h->highlight->GetName();
int id = ConvertTolInt(n.substr(n.length()-2));
inti=id/ 10, j=id % 10;
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if(n.find("inventory") != string::npos)
{
h->Sell(h->player->slot[i][j], h->num);
if(h->inventory[i][j]->stack == 0) h->inventory[i][j]->button->Highlighted(false);
H
else if{n.find("trade") != string::npos)
{ ifth->player->CanAddIltem(h->info.item[i][j], h->num))
{
int money = h->player->GetMoney();
int price = h->info.item[i][j].price * h->num;
iflmoney >= price)
h->Buy(h->info.item[i][j], h->num);
else

h->eventcenter->GetFrame()->DisplayMessage("Not enough money");
else

h->eventcenter->GetFrame()->DisplayMessage("Bag is full!");
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void TradeWindowHandler::Buy(ItemInfoStruct inf, unsigned int num)
{
int price = inf.price * num;

player->SetMoney(player->money - price);
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for(unsigned int i = 0; i< num; i++)

{
Item *item = new Item(eventcenter);
item->Initialize(eventcenter->GetEngine(), inf, eventcenter);
player->AddItem(item);

}

UpdatePage();

SetDescription(DescriptionDefault, ", "", inf.price);
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1UH0A TradeWindowHandler::Sell

void TradeWindowHandler::Sell(TtemSlot *s, unsigned int num)
{
int price = s->item[0]->GetPrice()/2 * num;
player->SetMoney(player->money + price);
SetDescription(DescriptionDefault, "", ", s->item[0]->GetPrice());
for(unsigned int i = 0; i< num; i++)
{
Item *item = player->Dropltem(s->item[s->stack-1]);
item->FlushModel();
delete item;
}
UpdatePage();
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ﬂ‘lg‘ﬁudﬁxﬂ’ixmﬂﬁ’w HIULLEOR Player::EquipRightHand 118 Player::EquipLeftiand

void Player::EquipRightHand()
{
Character::EquipRightHand();
Image *img = (Image*)gui->GetHandler()->GetElementByName("itemava");
Text *text = (Text*)gui->GetHandler()->GetElementByName("item amount");
text->SetText("");
if(righthand->stack > 0)
{
img->Visible(true);
img->SetTexture(righthand->button->GetImage(0)->GetTexture());
if(righthand->item[0]->GetType() == ObjectType Item Gun)
{
if(lefthand->stack > 0) if(lefthand->item[0]->GetType() == ObjectType Item Bullet)

text->SetText( ToString<int>(lefthand->stack));
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else if{righthand->item[0]->GetType() == ObjectType Item Bow)
{
ifl{lefthand->stack > 0) if(lefthand->item[0]->GetType() == ObjectType Item_Arrow)

text->SetText( ToString<int>(lefthand->stack));
else

if(righthand->stack > 1)
text->SetText(ToString<int>(righthand->stack));

H
SetVariable("weaponrange", GetHitRange(righthand->item[0]->GetAttackRange()));

else

SetVariable("weaponrange", 0);
img->Visible(false);

f

iflGetEquipRight())

{

/dhieeymed TAengainuziiorsdssamitannsa 1418
SkillSet *cur = null;
GameObjectType type = GetEquipRight()->GetType();
switch (type)
{
case ObjectType Item Sword: cur = onchand; break;
case ObjectType Item Heavy: cur = heavy; break;
case ObjectType Item Gun: case ObjectType Item Bow:
cur = range; break;

}
if(cur)
{

cur >ActivatePassive();
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}
gui->RefreshSkillSlot();

}
void Player::EquipLeftHand()

{
Character::EquipLeftHand();
Text *text = (Text*)gui->GetHandler()->GetElementByName("item_amount");
if{lefthand->stack > 0)
{

if(lefthand->item[0]->GetType() == ObjectType Item Bullet ||

lefthand->item[0]->GetType() == ObjectType Item_Arrow)

text->SetText( ToString<int>(lefthand->stack));
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Item *item = inventory->GetRightHandSlot()->item[0];
float maxRange = 0;
//AttackRange uﬂmi‘iu VeryFar, far, Medium, Near L1082 VeryNear Tﬂm]mﬁm’ﬂuﬁ’suﬂi int
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if((item->GetAttackRange() & 0x10) != 0) maxRange = HitRange VeryFar;
else if{(item->GetAttackRange() & 0x08) !=0) maxRange = HitRange Far;
clse if{(item->GetAttackRange() & 0x04) != 0) maxRange = HitRange Medium;
else ifi (item->GetAttackRange() & 0x02) != 0) maxRange = HitRange Near;
else if{(item->GetAttackRange() & 0x01) !=0) maxRange = HitRange VeryNear;
D3DXVECTOR3 dest, vector = D3IDXVECTOR3(vec.x, vec.y, vec.z);
Monster *mon = (Monster*)GetTarget();
if(!mon) dest = D3DXVECTOR3(vec.x, vec.y, vec.z);
else
{
dest = mon->GetLocation();
iflD3DX Vec3Length(&(GetLocation() - dest)) > maxRange)
dest = D3DXVECTOR3(vec.x, vec.y, Vec.z);
}
if(D3DXVec3Length(&(GetLocation() - dest)) <= maxRange)
{
CharacterStatus *stat = (CharacterStatus™®)GetStatus(CharacterStatus::Throw);
stat->Reset();
SetStatus(stat);

Turn(dest);
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void Character:: Throw(Item *item, D3DXVECTOR3 destination)
{

Projectile *proj = new Projectile(eventcenter);
float maxRange = 0;
if(item->GetAttackRange() & 0x10) !=0) maxRange = HitRange VeryFar;
else if{ (item->GetAttackRange() & 0x08) != 0) maxRange = HitRange Far;
else if{(item->GetAttackRange() & 0x04) = 0) maxRange = HitRange Medium;
else if{(item->GetAttackRange() & 0x02) != 0) maxRange = HitRange Near;
clse if{(item->GetAttackRange() & 0x01) != 0) maxRange = HitRange VeryNear;
float b = D3DXVec3Length(&(item->GetLocation() - destination)) / maxRange;
item->GetModel()->CancelTransformOverride();
float speedm = ConvertToFloat(GetVariable("proj_speed"));
float atkm = ConvertToFloat(GetVariable("throw dmg"));
float ace = ConvertToFloat(GetVariable("throw acc"));
acc = 100 - acc;
iflacc > 0)
{

destination.x += ((float)Random(0, (int)acc)) - acc/2;

destination.z += ((float)Random(0, (int)acc)) - acc/2;
i
proj->Initialize(item—>GetModel(), item->GetLocation(), destination, "sin", b, this, speedm);
proj->SetScript(item->GetOnThrowScript());
proj->SetValuel(item->GetWeight() * atkm);
proj->SetColisionRadius(item->GetColisionRadius());
eventcenter->GetFrame()->GetScene3 D()->AddObject(proj);
proj->UpdateMainLoop(eventcenter->GetEngine(), 0);

delete item;
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bool ProjectileStatus Fly::Update(Object *object, EventCenter *eventcenter, void* extraparam)
{
model->Update();
Projectile *proj = (Projectile*)object;
a += speed / length;
D3DXVECTORS3 location = INTERPOLATE(origin, destination, a);
D3DXVECTORS3 rotation = proj->GetRotation();
i1 venduilumsiadouTwanuy Tou ﬂ%aw%uﬁaqwﬁma:ﬂ naauuitg o Tasldan
sin UD4A1 a ﬂ‘fﬁf-a:u.ﬂ?;ﬂmgnmﬂm
iflmovement =="sin")
{
float angle = D3DXToRadian(a * 180);
location.y += 80* b *sin(angle);
rotation.x += D3DXToRadian(5)*sin(rotation.y);
rotation.z += D3DXToRadian(5)*cos(rotation.y);
proj->SetRotation(rotation);
}
proj->SetLocation(location);
SetLocation(location);
Object *in = eventcenter->GetNearestObject(proj, (GameObjectType)(ObjectType Monster |
ObjectType Default));
bool intersect = false;
if{in) intersect = in->Intersects(proj->GetLocation(), proj->GetColisionRadius());
if{intersect|| proj->Intersects(destination) || a >= 1)
{
proj->Hit((intersect && ((in->GetType() & ObjectType_Monster) !=0))?in : null);
a=0.1f;

eventcenter->GetFrame()->GetScene3D()->DeleteNode(proj, true, true);

return true;
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HATDUZBOANS DU ALIIATNIHIARIAIVNTOA Character::RemoveAtiribute

void Attribute::Update()
{

GameSystem *system = eventcenter->GetGameSystem();

if{(unsigned int)(system->GetGameTime() - lastTick) >= info.tick)

{
lastTick = system->GetGameTime();
eventcenter->RaiseScript(info.onTick, owner, owner->GetTarget());

}

if((unsigned int)(system->GetGameTime() - start) >= info.duration)

{
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eventcenter->RaiseScript(info.onDeactivate, owner);

eventcenter->RaiseScript("SetCallerToObject2D, gui, att_description, SetText, ", this,
owner);

icon->RemoveEventListener("ButtonMouseOver", Icon MouseOver, this);

icon->RemoveEventListener("ButtonMouseOut", Icon MouseOut, this);

icon->GetScene()->RemoveObject(icon);

owner->RemoveA ttribute(this);// must be last line to execute in this function

}

void Character::RemoveAttribute(Attribute *attribute)
{
LinkedList<Attribute*> *pointer = this->attribute, *prev = null;
while(pointer)
{
if(pointer->data = attribute)
{
if(prev) prev->next = pointer->next;
else this->attribute = pointer->next;
pointer->next = null;
delete pointer->data;
pointer->data = null;

break;

else

prev = pointer;

pointer = pointer->next;
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bool Picker::Pick(MGE Model *model, float *dist)
i
D3DXMATRIX xWorld, tran, rot, scale;
D3DXMatrixTranslation(&tran, model->GetLocation().x, model->GetLocation().y, model-
>GetLocation().z);
D3DXMatrixRotationYawPitchRoll(&rot, model->GetYaw(), model->GetPitch(), model-
>GetRoll());
D3DXMatrixScaling(&scale, model->GetScaleX(), model->GetScale Y(), model-
>GetScaleZ());
xWorld = scale * rot * tran;
D3DXMATRIX mat;
BOOL hit = FALSE;
LPD3DXFRAME frame = model->GetFrame();
if{frame)
Pick(frame, &hit, dist, xWorld);
return hit == TRUE;
}
void Picker::Pick(LPD3DXFRAME frame, BOOL *hit, float *dist, D3ADXMATRIX xWorld)
i
D3DXMESHCONTAINER EXTENDED *meshContainer =
(D3IDXMESHCONTAINER EXTENDED*)frame->pMeshContainer;
while(meshContainer)
{
BOOL h=FALSE;
float d = 999999;




104

D3DXMATRIX mat;
D3DXVECTORS3 objorigin, objdirection;
LPD3DXMESH mesh = (meshContainer->pSkinInfo) ? meshContainer->exSkinMesh :
meshContainer->MeshData.pMesh;
iflmeshContainer->pSkinInfo)
D3DXMatrixInverse(&mat, 0, D3IDXMatrixIdentity(&D3DXMATRIX()));
else
D3DXMatrixInverse(&mat, 0, &(frame->TransformationMatrix * xWorld));
D3DXVec3TransformCoord(&objorigin, &origin, &mat);
D3DXVec3 TransformNormal(&objdirection, &direction, &mat);
D3DXVece3Normalize(&objdirection, &objdirection);
D3DXIntersect(mesh, &objorigin, &objdirection, &h, 0, 0, 0, &d, 0, 0);
*hit = *hit || h;
if(*dist > d) *dist=d,;
meshContainer = (D3DXMESHCONTAINER EXTENDED*)meshContainer-
>pNextMeshContainer;
}
if(frame->pFrameSibling)
Pick(frame->pFrameSibling, hit, dist, xWorld);
if{frame->pFrameFirstChild)

Pick(frame->pFrameFirstChild, hit, dist, xWorld);
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bool MonsterStatus Move::Update(Object *object, EventCenter *eventcenter, void* extraparam)

{
Monster *mon = (Monster* Jobject;
MGE *base = eventcenter->GetEngine();

model->Update();

ifl!mon->Visible()) return true;

mon->Move(mon->GetDestination(), base);
D3DXVECTOR2 dest2 = D3DXVECTOR2(mon->GetDestination().x, mon-
>GetDestination().z);

d
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mon->SetDestination(mon->GetTarget()->GetLocation());
SkilllnfoStruct skill = mon->GetUsingSkill();
nidiaueyluszezuds Il TouRiae
if(D3DXVec3Length(&(mon->GetLocation() - mon->GetTarget()->GetLocation())) <=
skill.range)
mon->UseSkill(skill);

return true;
}
bool MonsterStatus_Flee::Update(Object *object, EventCenter *eventcenter, void* extraparam)
{
model->Update();
Monster *mon = (Monster*)object;
if{!mon->Visible()) return true;
Character *target = mon->GetTarget();
mon->Turn(target->GetLocation());
D3DXVECTOR3 rotation = mon->GetRotation();
iz sl desegluning Radian ttufiodeanlasninessuiu Radian fou
rotation.y += D3DXToRadian(180);
mon->SetRotation(rotation);
mon->Move(eventcenter->GetEngine());
if(fleeCount > 0) if(++curFleeCount >= fleeCount)
{
iflmon->IsHitAndRun() && mon->GetTarget() != null)
{

mon->SetStatus(CharacterStatus::Move);
else

mon->SetStatus(CharacterStatus::Idle);
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return true;
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void Partner::OwnerAttack()
{
if(1Visible()) return;
CharacterStatus *stat = (CharacterStatus*)GetCurrentStatus();
if{stat = GetStatus(CharacterStatus::Idle) && stat = GetStatus(CharacterStatus::Move))

return;

E
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HRIAAR cooldown 53HANVINMITIBATINHAI0GY: liivhes 15
if(castDelay != 0)
return;
/ndongarinyy oy 19
unsigned int num = ChooseSkillSet();
éiRadoRammav Nz amsiden Teenyiuf
iflnum >= BatSkillSet::Num)
return;
18 gafiden'1d iy Buff vie heal Fuflugaiieduias IWdidendiaududihmue &
1% Iiden woumaoiidiawdenagihudhmane
if(num == BatSkillSet::Debuff | num == BatSkillSet::Destruction) SetTarget(owner-
>GetTarget());
else SetTarget(owner);

/naeniinye e 19




108

Skill *s = ChooseSkill((BatSkillSet::Name)num);
ifls && (s->Available()))
{
s->Activate();
castDelay = (float)(((num * 2) +1)* UpdatePerSec);
¥
else
{
sévdenhilg Tvimsthus Mp iy
SetMP(GetMP() + (*GetMaxMPPointer())/50.1);
castDelay = SecondToFrame(5);
f

maxCount = castDelay;
unsigned int Partner::ChooseSkillSet()

float chan[BatSkillSet::Num] = {0};
float total = 0;
for(int 1 = 0; i< BatSkillSet::Num; i++)
{
if(skill[i]->Available() && skill[i]->chance > 0)
{
chanl[i] = skill[i]-=>chance;

total += chanli];

total -= chanli];

chan[i] = 0;

else

if((i == BatSkillSet::Debuff || i == BatSkillSet::Destruction) && owner->GetTarget() ==
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chan[i] = 0;

}
float ratio = 0;
if(total > 0)
ratio = 100.f/total;
else
return -1;
yrqum lnildegsznine 0-100
float ¢ = 0;
for(int i = 0; i< BatSkillSet::Num; i++)
{
chan[i] *= ratio;

chan[i] = ¢ + chanli];

¢ = chanli];
i
int ran = Random();
unsigned int num = 0;
for(int i = 0; i< BatSkillSet::Num; i++)
{

if(ran < chanli])

{

num = i;

break;

}

return num;

H
Skill* Partner::ChooseSkill(BatSkillSet::Name num)

{
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Skill *s = null;
if(num == BatSkillSet::Debuff || num == BatSkillSet::Buff)
{
bool found = false;
for(int i = 0; i< 4 && found; i++)
{
if(skill[num]->GetSkill(0, i)->Available())
found = true;
b
if(found)
{
do
t
s = skill[num]->GetSkill(0, Random(0, 4));
+ while(!s->Available());
h
else

s =null;

float chance = 60 + 0.5f*GetDEF();
if(Random() > chance)
s = null;
int level = 0;
iflowner->GetTarget())
level = owner->GetTarget()->GetLevel();
else
|
Object *obj[100] — {null};
it len = 100;
eventcenter->GetFrame()->GetScene3D()->GetObjectBy Type(obj, &len,
ObjectType Monster);
if(len > 0)
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Character *cha = (Character*)obj[Random(0, len)];

level = cha->GetLevel();

i
else
level =-1;
}
if(level < owner->GetLevel() && level >=0)
{

/Random 1Tusoaiiqua Tavdamdigaiideans iaz Range ioonligula 14
if(skill[num]->GetSkill(0, 0)->Available() && skill[num]->GetSkill(0, 2)->Available())
s = skill[num]->GetSkill(0, Random(0, 2)*2);
else if(skill[num]->GetSkill(0, 0)->Available())
s = skill[num]->GetSkill(0, 0);
else if(skill[num]->GetSkill(0, 2)->Available())
s = skill[num]->GetSkill(0, 2);
else
s = null;
¥
else if(level >=0)
{
if{skill[num]->GetSkill{0, 1)->Available() && skill[num]->GetSkill(0, 3)->Available())
s = skill[num]->GetSkill(0, (Random(0, 2)*2)+1);
else if{skill[num]->GetSkill(0, 1)->Available())
s = skill[num]->GetSkill(0, 1);
else if(skill[num]->GetSkill(0, 3)->Available())
s = skill[num]->GetSkill(0, 3);
else

s = null;

else
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s = null;

y

else if{num == BatSkillSet::Destruction)
{
Character *t = owner->GetTarget();
float dmg = CalculateDamage(0);
float hp = *t->GetHPPointer();
ifthp > dmg * 1.8f && skill[num]->GetSkill(0, 3)->Available())
s = skill[num]->GetSkill(0, 3);
else ifthp > dmg * 1.2f && skill[num]->GetSkill(0, 2)->Available())
s = skill[num]->GetSkill(0, 2);
else ifthp > dmg && skilllnum]->GetSkill(0, 1)->Available())
s = skill[num]->GetSkill(0, 1);
else if(skill[num]->GetSkill(0, 0)->Available())
s = skill[num]->GetSkill(0, 0);
else
s = null;
}
else iflnum == BatSkillSet::Heal)
{

float hpr = (*owner->GetHPPointer() / *owner->GetMaxHPPointer());

ifthpr < 0.5f && skill[num]->GetSkill(0, 3)->Available())
s = skill[num]->GetSkill(0, 3);

else iflhpr < 0.7f && skill[num]->GetSkill(0, 2)->Available())
s = skill[num]->GetSkill(0, 2);

else iflhpr < 0.85f && skill[num]->GetSkill(0, 1)->Available())
s = skill[num]->GetSkill(0, 1);

else ifthpr < 0.94f && skill[num]->GetSkill(0, 0)->Available())
s = skill[num]->GetSkill(0, 0);

else

s = null;
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return s;
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Quest_Talk::Check a2 Quest_Kill::Check fud 191

void Quest_Talk::Check(Object *object, string action)
1
if(lobject) return;
if(object->GetName().compare(npcName) == 0 && action.compare("talk") == 0)
{

line->Progress();

H
void Quest Kill::Check(Object *object, string action)
{
if(lobject) return;
if{action.compare("kill") == 0)
{
iflobject->GetName().compare(monName) == 0)
{
//DisplayMessage aztaastennuiisad 1y Tuunee
eventcenter->GetFrame()->DisplayMessage("Quest " + line->GetName() + " progressed:
Kill"
+ monName + " " + ToString<unsigned int>(++cur) + "/" + ToString<unsigned

int>(num) + ".");
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Progress();
iflcur == num)
{

line->Progress();
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void Player::GetEquipmentInfo(PlayerInfoStruct *inf)
{
if(lefthand->stack > 0)

{
inf->left.id = ConvertTolnt(lefthand->item[0]->GetID());

inf->left.num = lefthand->stack;

else

inf->left.id = -1,
inf->left.num = 0;

}
if(righthand->stack > 0)

{
inf->right.id = ConvertTolnt(righthand->item[0]->GetID());

inf->right.num = righthand->stack;

clse

inf->right.id = -1;
inf->tight.num = 0;
}
ifthead->stack > 0)

{
inf->head.id = ConvertTolnt(head->item[0]->GetID());

inf->head.num = head->stack;

clse

inf->head.id =-1;

inf-=>head.num = 0;
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b
void Player::GetInventoryInfo(PlayerInfoStruct *inf)
{
for(int i = 0; i< 5; i++) for(int j = 0; j< 5; j++)
{
if(slot[i][j]->stack > 0)
{
inf->inventory[i][j].id = ConvertToInt(slot[i][j]->item[0]->GetID());
inf->inventory[i][j].num = slot[i][j]->stack;
}
else
{
inf->inventory[i][jl.id = -1;
inf->inventory[i][j].num = 0;
}
}
}
PlayerInfoStruct Player::GetInfo()
{

PlayerInfoStruct inf;

inf.location = GetLocation();
inf.rotation = GetRotation();
inf.level = eventcenter->GetFrame()->GetScene3D()->GetLevel();
inf.player.name = playername;
inf.player.level = level;
inf.player.atk = atk;

inf.player.def = def;

inf.player.tec = agi;

inf.player.ap = ap;

inf.player.sp = sp;
inf.player.timeplayed = timeplayed;

inf.player.money = GetMoney();
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inf.heavy = heavy->Getlnfo();
inf.range = range->Getlnfo();

inf.onehand = onehand->GetlInfo();

eventcenter->GetGameSystem()->GetChestHandler()->GetInfo(&inf)

GetEquipmentInfo(&inf);
GetlnventoryInfo(&inf);
inf.batskill = partner->GetInfo();
return inf;

H

SystemInfoStruct GameSystem::GetInfo()

{

SystemInfoStruct inf;
inf.currenttime = GetGameTime();
inf.globalvar = GetVariable();
LinkedList<Quest*> *pointer = quest;
for(int i = 0; pointer != null && i < 50; i++)
{
inf.quest[i] = pointer->data->Getlnfo();
pointer = pointer->next;
}
return inf;

j

void Player::Load(PlayerInfoStruct inf)

{

g ludoyaiilly fdwmisiimregdan
if{inf.location != D3DXVECTOR3(0, 0, 0))

SetLocation(inf.location);

SetRotation(inf.rotation);
LoadInventory(inf);
eventcenter->GetGameSystem()->GetChestHandler()->Load(inf);
SetPlayerName(inf.player.name);

SetLevel(inf.player.level);

)
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}

SetATK(inf.player.atk);
SetDEF(inf.player.def);
SetAGI(inf.player.tec);
SetAP(inf.player.ap);
SetSP(inf.player.sp);

exp = inf.player.exp;

timeplayed = inf.player.timeplayed;
money = inf.player.money;
heavy->LoadInfo(inf.heavy);
range->LoadInfo(inf.range),
onehand->LoadInfo(inf.onchand);
LoadEquipment(inf);
partner->Load(inf.batskill);

gui->RefreshSkillSlot();

void Player::LoadInventory(PlayerInfoStruct inf)

(

for(int i = 0; i< 5; i++) for(int j = 0; j< 5; j++)
{
int id = inf.inventory[i][j].id;
unsigned int num = inf.inventory[i][j].num;
if(slot[i][j]->stack > 0)
{
for(int k = 0; k< slot[i][j]->stack; k++)
{
slot[il[j]->item[k]->FlushModel();
delete slot[i][j]->item[k];
slot[i][j]->item[k] = null;
b
slot[i]{j]->stack = 0;

slot[i][j]->button->GetImage(0)->SetTexture(slot[i][j]l->buttondefaultimage[0]);

slot[i][j]-="button->>Getlmage(1)->SetTexture(slot[i][j-=-buttondefaultimage[1]);
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}

slot[i][j]->button->Getlmage(2)->SetTexture(slot[i][j]->buttondefaultimage[2]);
b
slot[i][j]->button->SetText(slot[i][jl->defaulttext);
if(id < 0 || num == 0) return;
ItemInfoStruct iTemp;
eventcenter->RaiseEvent(new Event RequestltemInfo(id, &iTemp));
for(unsigned int k = 0; k< num; k++)
{
Item *item = new Item(eventcenter);
item->Initialize(eventcenter->GetEngine(), iTemp, eventcenter);
slot[i][j]-=item[k] = item;
slot[i][j]->stack++;
}
slot[i][jl->button->GetImage(0)->SetTexture(slot[i][j]->item[0]->GetImage());
slot[i][j]-=>button->GetImage(1)->SetTexture(slot[i][j]->item[0]->GetImage());
slot[i][j]->button->Getlmage(2)->SetTexture(slot[i][j]->item[0]->Getlmage());

slot[i][j]->button->SetText(ToString(num));

void Player::LoadEquipment(PlayerInfoStruct inf)

{

UnequipLeft();

UnequipRight();

UnequipHead();

if{lefthand->stack > 0)

{

for(int i = 0; i< lefthand->stack; i++)
{
lefthand->item[i]->FlushModel();
delete lefthand->iteml[i];

lefthand->item[i] = null;
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}

lefthand->stack = 0;
lefthand->button->Getlmage(0)->SetTexture(lefthand->buttondefaultimage[0]);
lefthand->button->Getlmage(1)->SetTexture(lefthand->buttondefaultimage[1]);

lefthand->button->Getlmage(2)->SetTexture(lefthand->buttondefaultimage[2]);

if(righthand->stack > 0)

{

b

for(int i = 0; i< righthand->stack; i++)
{

righthand->item[i]->FlushModel();

delete righthand->item[i];

righthand->item[i] = null;
H
righthand->stack = 0;
righthand—>button->Getlmage(0)->SetTexture(righthand->buttondefaultimage[0]);
righthand->button->GetImage(1)->SetTexture(righthand->buttondefaultimage[1]);

righthand->button->GetImage(2)->SetTexture(righthand->buttondefaultimage[2]);

ifthead->stack > 0)

{

;

for(int i = 0; i< head->stack; i++)
{

head->item[i]->FlushModel();

delete head->item[i];

head->item[i] = null;
h
head->stack = 0;
head->button->GetImage(0)->SetTexture(head->buttondefaultimage[0]);
head->button->Getlmage(1)->SetTexture(head->buttondefaultimage[1]);

head->button->Getlmage(2)->SetTexture(head->buttondefaultimage[2]);

ItemInfoStruct iTemp;
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iflinf.left.num > 0)

{

}

eventcenter->RaiseEvent(new Event RequestltemInfo(inf.left.id, &iTemp));
for(unsigned int i = 0; i< inf.left.num; i++)
{
Item *item = new Item(eventcenter);
item->Initialize(eventcenter->GetEngine(), iTemp, eventcenter);
lefthand->item[lefthand->stack++] = item;
}
lefthand->button->GetImage(0)->SetTexture(lefthand->item[0]->GetImage());
lefthand->button->Getlmage(1)->SetTexture(lefthand->item[0]->GetImage());

lefthand->button->Getlmage(2)->SetTexture(lefthand->item[0]->Getlmage());

if(inf.right.num > 0)

{

}

eventcenter->RaiseEvent(new Event RequestltemInfo(inf.right.id, &iTemp));
for(unsigned int i = 0; i< inf.right.num; i++)
1
Item *item = new Item(eventcenter);
item->Initialize(cventcenter->GetEngine(), iTemp, eventcenter);
righthand->item[righthand->stack++] = item;
}
righthand->button->Getlmage(0)->SetTexture(righthand->item[0]->GetImage());
righthand->button->Getlmage(1)->SetTexture(righthand->item[0]->GetImage());

righthand->button->Getlmage(2)->SetTexture(righthand->item[0]->GetImage());

if{inf. head.num > 0)

{

eventcenter->RaiseEvent(new Event RequestltemInfo(inf.head.id, &iTemp));
for(unsigned int i = 0; i< inf.head.num; i++)
{

Item *item — new Item(eventcenter);
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item->Initialize(eventcenter->GetEngine(), iTemp, eventcenter);
head->item[head->stack-++] = item;
}
head->button->Getlmage(0)->SetTexture(head->item[0]->GetImage());
head->button->GetImage(1)->SetTexture(head->item[0]->GetImage());
head->button->Getlmage(2)->SetTexture(head->item[0]->GetImage());
H
EquipLeftHand();
EquipRightHand();
EquipHead();
}
void GameSystem::Load(SystemInfoStruct inf)
{
gametime = inf.currenttime;
SetVariable("Hour", gametime.hour);
SetVariable(inf.globalvar);
LinkedList<Quest*> *pointer = quest;
while(pointer != null)
{
for(int i = 0; i< 50 && inf.quest[i].HasInfo(); i++)
{
if(inf.quest[i].name == pointer->data->GetName())
{
pointer->data->LoadInfo(inf.quest[i]);

break;

}

pointer — pointer->next;
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void Scene3D::AddEffect(Effect *effect)
{
if(this->effect)
{

LinkedI ist<Effect*> *pointer = this->effect;
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while(pointer->next != null) pointer = pointer->next;
pointer->next = new LinkedList<Effect*>();
pointer = pointer->next;

pointer->data = effect;

else

this->effect = new LinkedList<Effect*>();

this->effect->data = effect;

}
void Character::UpdateEffect()

{
LinkedList<Effect*> *cPointer = effect, *ePrev = null;
while(ePointer)
{
if{ePointer->data)
i
Hinyunazyduaudlasns
ePointer->data->SetLocation(GetLocation());

ePointer->data->SetRotation(GetRotation());

else

if(ePrev) ePrev->next = ePointer->next;
else effect = ePointer->next;
ePointer->next = null;

delete ePointer;

if(ePrev) ePointer — ePrev;

else ePointer = effect;

;

ePrev — ePointer;
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if{ePointer)

ePointer = ePointer->next;

h
bool Scene3D::RemoveEffect(Effect *effect)

{
LinkedList<Effect*> *pointer = this->effect, *previous = null;
while(pointer != null)
{
if(pointer->data == cffect)
{
Cache(pointer->data);
pointer->data = null;
return true;
}
previous = pointer;
pointer = pointer->next;
;
return false;
}
void Scene3D::Cache(Effect *element)
{
if{cache)
1
LinkedList<Effect*> *pointer = cache;

while(pointer->next != null && pointer->data != null)

{
pointer = pointer->next;
i
if(pointer->data != null)
{

pointer->next = new LinkedList<Etfect*>();
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pointer = pointer->next;
}

pointer->data = element;

else

cache = new LinkedList<Effect*>();

cache->data = element;

}

Effect* Scene3D::PopEffectFromCache(string name)
{

iflname == "") return null;

LinkedList<Effect*> *pointer = cache;
while(pointer)
{
if(pointer->data)
{
if pointer->data->GetName() == name)
{
Effect *eff = pointer->data;
pointer->data = null;

return eff;

}

pointer = pointer->next;
}

return null;
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Element *cle = (Element*)param]1;
int *arr = null;
iflele == null)
{
arr = (int*)SoundChannel Unknown;
i
else if{ele->GetObjectType() == "Object3D")
{
Object *obj = (Object*)param1;

switch(obj->GetType())

case ObjectType_Projectile:
arr = (int*)SoundChannel Projectile;
break;

case ObjectType Player: case ObjectType Partner:

arr = (int*)SoundChannel Player;
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break;
case ObjectType Monster:
arr = (int*)SoundChannel Monster;
break;
case ObjectType NPC:
arr = (int*)SoundChannel NPC;
break;
default:
if((obj->GetType() & ObjectType Item) !=0)
{

arr = (int*)SoundChannel Item;

else

{
frame->DisplayMessage("Unknown object3d type: " + obj->GetType());

arr = null;

return false;

i
break;
}
}
else if{ele->GetObjectType() == "Object2D" || ele->GetObjectType() == "Scene2D")
{
arr = (int*)SoundChannel _Object2D;
h
else
{
frame->DisplayMessage("Unknown ObjectType: " + cle->GetObjectType())
1

iflarr == null) return false;
int channel = eventcenter->GetEngine()->FindEmptySoundChannel(arr[0], arr[1]);

if(channel > 0)

bl
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{

int file = datacenter->GetSound(ConvertTolInt(command[1]));

int loop = ConvertTolInt(command[2]);

if{loop <= 0) loop = 1;

else if{loop >= 64) loop = 63;

if(file >=0)

eventcenter->GetEngine()->playSound(channel, file, loop);

}

else

i

frame->DisplayMessage("No available sound channel for sound #" + command[1]);

'

return ContinueScript(eventcenter, command, 2, length, param1, param2);
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Weapons Skills
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Rochel's Magic

Type Chance

Buff 30%

Debuff

Destruct

Heal
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@OUNATITU: Machi x 3 , BindPlant x 2

ADUNAIAY: RedBall x 3 , BindPlant x 2

3. thauan (Deep Forest)
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4. ‘l‘ht’f’maﬂﬁﬂ (Deeper Forest)
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11. g@u (Graveyard)
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ABUAAIITU: Machin x 3, Chu x 2, Electriball x 1
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ADUAAIIIU: Machin x 3, Metchu x 1, Electriball x 2

ADUNANAY: Metchu x 1, Electriball x 2, Vermiball x 3

16. Tsaauina: Hioseanila (Office)

Hoswowilmihiesinanfieuauldquiamu fuszanalndensy doammanaaindiifes
Tadiiteszaillaeen Taseuduresifdnumeziiuaindia Tdagynyuia louia 1

ADUNA1IIY: Machin x 4, Chu x 1, Metchu x 3, Electriball x 2

ADUNAIAY: Machin x 4, Chu x 1, Metchu x 3, Vermiball x 2
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17. T3a11513: Tnaa (Warehouse)

o ol ) a 1 nr a =8 a 3 A

Tndafhuiesdmivdediunouduunsed lifidagfaiiil
d) Va .
18. ngwiailAfY 1 (Mansion BIF)
49 o B a1 o 9 - v 9 9L qua 4 o o aw w
agmand ldausuusn wlidddhu vazlimadudhdsulddunaeuilumeduegaumas
@ & 1 o
1 dagin T laidu

ABUNA1IIU: Machine x 2, DarkBall x 2, Wisp x 2

ADUNA9AY: Machine x 3, DarkBall x 1, Wisp x 2

i =Y
19. ngmialAdu 2 (Mansion B2F)
79 v oo Q. Y aw & < A £ " =
agmmildausuaes Tdnynziuioanys Idagnallyngu nazitluminnninnganeuna

aniamihlva) mie il

AOUNA1TUIAZNA197AY: Machine x 1, Vermiball x 1, DarkBall x 2, Wisp x 2

20. ﬂﬁ]mﬁﬁﬂlé’l’auz #i0IND (Stateroom)
] - do & 1 1Al W o 4 A YA o
wosgauioguesalaidndinun Feudlugnunapnddylumsmiieiewer 13 Tdagnn

wanudauudy memivayuvoanviy i Tnulild

=
Az uATZUL 1o (Item)
= o L, o 9 as A = d =
swazidvavedledivmoTummanua smsesuunlaainised -1 Tavh lemuynatiaey

1115091814 I15IAIA3 IMTUDITIANT HUA

1 — )
ﬁ"l‘i'N‘ﬁ 3-1 Ltﬂﬂﬂi'lﬂﬁzl,ﬂﬂﬂ"ll'ﬂﬁv[ﬂl“lflll‘nﬂ'ﬁllﬂﬂ’malulﬂli

I.m}ﬁﬁﬁ)lﬁﬂﬁ (Onehand Weapon)

A aa =
¥o oo Tuaa3ia 51 SE0zRuA
Wooden N
10 A 17535 uA1 (Atk+3)
Sword /
O ¥

Taaudmsminnanne
Survival Knife 1 150
(Atk+8 Agi+2)
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¥o lonou Tuna3iif 1M AR
o =1
auInan laneuds
Tron Sword 320 "
{ 21 UAUVVU(ALk+18)
=Y o d
N3N Tansuda
Dagger e 320
L WAWIEZAIN(Atk+13, Agi +5)
) =] EY
aMuATIIMannal
Steel Sword 600 3
AUUTITIGIAgi +24)
Y
= o =3 9
TAMIINMANNAT LMauInn
Steel Blade L 600
(Atk+17 Agi+7)
=) o
) AUAINIAY
Silver Sword 1000 o) "
l AUNTUTZNOULE (Atk+36)
7 A3ty Niuhiinasiisza
Silver Dagger {’ 1000
(Atk+29, Tec+11)
auyisitlondod vigua mileu
Uranium « =, t o 8w
‘ 2500 | a'laal uaudanianiumwannal
Saber
(Atk+50)
2.)@ (Shield)
2 aa P
¥o Yoneu Tuma3iia 51M Jwazvua
Wood Plank W 10 | nldenldonniEenay (Def+3)
I
Tarmnmiia Aeutdanin
Leather Shield 100

(Def +5)




=
Jgazioua

¥o lonou Tuaasiia 51
Tanthundadeunuaioay
Scale Shield 4 250
( (Def +9)
TavanTanzinasumileu
Shell Shield 500
A32ABY (Def +13)
Taman udaus nuniu
Iron Shield i 700
(Def +15)
Uranium ¢ Tagis oy gzfoundanas
1200 \
Shield . aan l1l'ld (Def +17)
3.‘e)‘|’§ﬁﬂﬁfl (Heavy Weapon)
A aa =
¥o loneu Tuma3ia 51 Tuazidua
Mallet & 20 ADUAIBTTUAT (Atk + 5)
Z g A
v* YIUIAN HIAVITZAIN
Hatchet 250
(Atk+12, Def+3)
Y d o ar
Pound nauleuadImsy
550 N,
Hammer UNDTT N(Atk+27)
o =] 9
ynuinnlanzuda l¥aa
Iron Axe 550
au' 17149 (Atk+21, Def+6)
9 ar z
ABUNUHIMITUIUTO0DY
Sledgehammer ' 1100
_ (Atk+48)




¥o lonou Twaasiia 1M 1ezIdea
‘Q‘ o =3 9 [
YNUIINIKaNNaT 5339
Steel Axe 1100 - i
2UIMNQAND (Atk+39, Def+9)
Aouliunlenuluaeniiu
War Hammer 1700
(Atk+53)
YIUABIAY DOAULUIEINT U
Battle Axe 1700 -
M3Aoq (Atk+42 , Deft11)
B1FNMIUDIPAAUVDIVITUNAL
Halberd ; 3450 = %
ADUNITINAU (Atk+56)
4.6135?114 (Range Weapon)
& aa P
¥o Tonou Tuma3na 5I1M 1azIden
Pistol 6 Tumnsssum (Atk +3, Agitl)
o -3 o a ra P
ASUUFRMS VTN ADY
Mauser o 100 o 1 1
dun1elna (Atk+6, Agit2)
= a 174 a w w A 9/ =1
Remington \ Pudaunadmiminnndiviia
220 ol
1100 Moy (Atk+10)
lsiflamasgiu wn I
M1 Carbine 220
(Atk+15, Agi+3)
g1ldseeduas luoald ud
Benelli M3 \ 560 Tnuaoe Tata liauysel
(Atk+17)
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¥o Tonou Twna3dia 1M F8azIduA
2 . o S
lsflatugudmsunoain
Karabiner 98k 560
(Atk+22 , Agi+6)
Foaruzilinadiwiiulsdlann
Saiga-12 970 = -
AuuAuAzUDEN (Atk+24)
AIMANHAIFUNT
SKS 970
(Atk+34, Agit+10)
M1897 \ \ 2000 | uFeanuludnnu(atk+39)
s.ﬂszquﬂu (Bullets)
A aa -
¥o Tonou Numasiia 51 J1eaziden
Tim Bullet O . J ANNITPUTITUM
Lead Bullet K 10 ANNTTTUMIINAZAT
Pierce Bullet ﬁ § 20 | anNIEQUOINTHNZNZAINYY
6.AUTY (Bow)
A an ~
¥o Tonou Taaa3fia 1M F18aZ1080
Wooden Bow W 50 sy 55 T0a1 (Atk+2)
\_ syoeenuuum lFlunsan
Longbow 200
' (Atk+10)
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¥o lenau Tuiaa3iia 51M eazdun
N\ . .
| FYATUNAN NUNIU 15IAATA
Steel Bow ‘ 800
‘ (Atk+25)
7.a05Y (Arrow)
A‘ aa =)
¥o lonou Tuaa3dia 51M S1eazI08A
Wooden N ansyihon lliman ey
2
ATTOW : (Atk+3)
Tron Head A anryHahnIamanitos ey
o 10
ArrowR Janoua (Atk+8)
Tron Head y ansyhaIamanius Ida
- ]0
ArrowB ol (Atk+8)
Spiked Arrow \ LA 20 ansydaounay (Atk+15)
8.114N (Headgear)
A an q
¥o Yonou Tuma3siia 1M eazdan
5 o magalsialsznaa wunlai
Shroom Hat VAR Pl 10
@i N le (AllStat +1)
v funaanuaulaa
Straw Hat ‘ 100
(AllStat +2)
" M Innia Tuaudagd ldden
Bandana L___,‘ 200
(AllStat +3)
Y a
HUINAIAN AINUGA
Leather Hat E 350
(AllStat +4)
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& aa -
¥o Tonou Tuaa3iia 5I1M 518021080
Chain i Iwaiadneinloman du
700 )
Bandana nIzqgula (AllStat +5)
[~ "9
nuanmannsalusia laualgu
Iron Helm 1100
19 (AlStat +6)
9.vp3l¥ (Useable)
& aa a
¥o Tonou Tuaa3fin 51 S0azIdua
i Ins a3 snRaTIBaUIULINGD
Medic Herb QAR 6 »
144 il 30EP)
wa liRindannuuasiilizgey
Mystic Berry 10
(ﬁuvj. 5 MP)
e liifiasaigeiiag
Powershoot 40 o
(Allstat +3, 107U1IN)
ayu Twsnagn ahﬂﬁuﬂ"wﬁ'amu
Remedy Herb 100
(ﬁmj 20% MaxHP)
pa G o uaamen
Glowing Berry 200 Frfunndanuas
(ﬁmj 20% MaxMP)
uotlilauns nilalugmalidh
Apple 20 ” .2
Aundraadu (Muy 50HP)
a & = 9/ 1
uzazneay wilsludnalilh
Papaya 20 ,
15918500 (%Iuﬂ“ 5 SP)




¥o Tonou Twaa3iia 51 swazidun
naegn wilalugwa ldth
Banana \ 20 .
N1 B30Y (ﬁuﬂ“ 5 MP)
v & o 9 ¥
du witaTuawalih
¥
Orange V 20 nFomnuiad
(ﬁuﬂ” 30 HP , 5 MP)
UM A0 $205mumald
Health Potion 50
w ud (ﬁm;l 100 HP)
olszgnasaniond Fatilu
Mana Potion 90 - b
AUNAWINUUAS (ﬁm;{ 30 MP)
o w A a EY VL
ogmal unaa lvidauIvue
Power Potion ‘ 100 (ﬁﬁuﬂ, 10SP,
Allstat+3 WU 15 Tu79)
1 :y = o Y Y =)
| = WIHIgAT A A AT LT YoIR
Honey 5 {;
&;";1 500 iodi TenTu (ﬁmj 50SP,
Essence Lo Ry = L
Allstat+3 111 20 JUN)
w o T ' 9
vwuudaa Awe ¥ THIND
Tablet Drug { 50 X
@ AUIUNI (FD1UCRegeneration])
-~ swuudaunilega s Ay
Capsule Drug \/ 50 o0\ 0%
ﬂ Iandoain(@n1us Windwalk1)
g = 4 =
QINAINUTNAL NG TouR
Red Energy © - o) 150 L - A
FINT1 (+20 Atk UL 20 TUIN)
d o a9 a @ 9 o
o ganasnuah mundailesnu
Blue Energy - W 150

¥IAT1 (+20 Def 11U 20 IUN)
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& aa -
¥o Tenou Taa3iia s1m s1uazdua
INAINUTALY NUADIWUATD
Green Energy & 150 | 5 8
FINT12 (+20 Agi UM 20 W)
YDA T VLT DAL (MU
g : ‘i o g o w o
Cure Liquid s "8 ' 550 dmSuhgeidsalas]
<l (13| 50% MaxEHP)
vouramuaas ming
Luminous =
' 700 | dmSuitindam i
Liquid ¥
<£ (Wl 50% MaxMP)
10.91102 (Misc.)
3 Ny -
¥o Tonou Tuaa3iia 1M Seazvea
Pebble &5 0 IAHADUATIANUFIONIA
oDe
v 9 a A =
Rock @ N 6 | nouriuiignanzntiulalasn
Heavy Shell @ ‘ 10 ildennen mininn
Cultural Soil I) ' 40 audmiumizilgn
e
(3 o o .3 a A
s gnihdudmsuviniiun
Palm Oak v 40 .
niinun
Smiley Face O (W I nihtuTmaoanay
s 2 2
BigSmiley . L 100 souty11ls Turu!
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li oa =
¥o Tonou Tuna3dia 1M SeazIvun
9/ =)

Angry Face 1 i Ty Tnauag
BigAngry 100 ziiia s Tuau!
Minibomb 100 | suiiegmidn szivszidianile

a g oGy dAa
sudavesvu Huntoulu
Grenade 500
CRLERHT
= o Y L =) ar @
sziliayaioais audosRaiu
Destructbomb 1000 :
wiuln
o v & 5 o
Hoa dausznouna lddmsy
Knot 10 ad
GEGERLE
ang daudsznauia lldmsy
Screw 10 4 o
IN5099N3
Nail 10 az1) dnfug 'l
Charcoal 30 an'ldl dnFuyady
o\ L&
Coal 60 DAY FRIWaINUg Y
Tron 150 unaman Hgnneanin
Zinc 150 danzaunUaaU
Ancient Coin 500 | wiFegyTusnaiiinsnnuuaiey
g v A 9
" AN DULED
Ancient Blade | 500 .
| IMINZUAN T
b




Lia

A an =
¥o lonou Tuaa3dia 51 TuazIduA
Ancient Pole / i 500 | TdlusraidadiloTdderaneg
Ancient Cup g Y 500 faoTusmnsautlan 9
v [ A Ada
A NTZANAILAYDITITTIN
Ancient Bone @ B 500 ) &
< Tunswnin
11105711 (Unknown)
¥o Yonau Taan3dia 1M EazIdua
. L U
Pink Bulb 10 nuoau 555 um
Blue Bulb 30 nuedu liudanauih uoudd
Green Bulb 50 niedulindu@ed v
Wooden Box 100 dali ussyez 13 lidnedn
Locked = ; ;
L\ 200 napadiaNgnaoney
Treasure
Safe Container Sl 500 | gEaniinuiunin men
ZE
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S1HAZIDUAVDINNHE

[ [ 2’, =) L= a =
GRVERIN] nuznanua lwny Us1wazideaninlsem 9-2

@

A o A P )
ATTNN -2 UAPNINNHEN ’Jiﬂﬂﬁﬁﬂ‘iﬂﬁﬂuq‘i‘u’,ﬂ

' Onehand| emsileideanasla

l & (One Hand & Shield)
~ Shield
¥om lonau SP v BazIDuAVRIM
7/ oy 9 ) v
. samaanszunaihnuedve1s a3
Bash] 3 = -
LTEIUWAE(x 1.2Dmg)
(1]
7 /4 ) v v
, ANzt e Iue1s @319
Bash2 5 \ g
LFOHIONIAE(x1.5Dmg)
[2]
? ¢ 1 o A ) - el v Aa
Maas v an13 ety Sonwaauduieiyna e
Tankerl N/A . .
ifoldo1yslomuansonTa(MaxHP x 1.05)
oy v Y @ A a A A v Aa
saasuanstleanu Sonwaudunemundadia
Tanker2 N/A : y
i l¥o1siemuinonTaMaxHp x 1.1)
o 1 s = a d‘l A @ Aa
a3 NI teany SenndauduiomunaTia
Tanker3 N/A A& T Bt \
iin 4o 17 5iiaRuInTou Ta(MaxHP x 1.2)
2 ¢
snlavuilosnu
Walll 2 A A LA oL
annNudemen lasuas (Defx 1.5, 4 IU1N)
2 .
snlavuilesnu
Wall2 3 : R
annNUEonIeN 1asuas (Defx 2, 6 IUT)
maasuamsilailos
Endurancel N/A ¥, 3 -
mldaala lduuuE23um)
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¥om lonou SP ¥ SAZDUAVDIN
smaniuvamsilailo
Endurance?2 N/A ¥ 2 o
mldaalalauuauE4iui)
- o 2
matamsiloaiurugs
WallExpert N/A e vl ey DA , . W
mldaala lauumiiasamssunnazvduda
Wadhnszunadhminedola adeenudone
a ) = 5 J 9
Raml 10 wirenseuilanis lauanauaeonszrItalen
(Dmg = (Atk x 0.8) + (Def x 0.5))
watnszunadhminedela aiennudony
¥
Ram?2 15 wiasnsauilanis loudvanuaeansznanaldn
(Dmg = (Atk x 0.8) + Def)
N & ' o 9 - =
mudansg lawvesdag 11 lemaaannui@anion
Focusl N/A e A\ .
185 unInda3NannBy(x0.5Dme , 10%)
v d 4 s 9 = A
MuaeIM s lavesdng T lemaaannuidenen
Focus2 N/A - oy .
lasunindagnaenay(x0.sDmg , 20%)
L =1 1 s = ci
maamsg Towvesdag Idlemaaannudonion
Focus3 N/A {1
1R3u(x0.5Dmg , 30%)
= N 91EHIIN
l (Heavy Weapon)
1
Jonau SP ¥ 1D YDIM

~
[1]

e v ¥ a a
!.ﬂ'JU\iﬂ"]}'ﬁﬂ'J’lﬂ]lﬂﬂ'lu‘i‘i’u? FINANUAUVIINIAE

Audaza1uniii(x1.5Dmg)

Swing2

\
2]

{ ) v a
m%am’gﬁmm"lﬂmu ’H'tfl"l GREEL ')'IHL?IEJHWWL?T‘H

nuAngA1UMITI(x1.8Dmg)
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SP My

S1eazPeAVeIM

Gladiatorl

N/A

o T i as a 4 A ar
maasnianmsg lau lgndaymAaaivemuwds

Toufiiedon1smiin(Atk x 1.05)

Gladiator2

N/A

mansuamss lauw dgndaandgsuiomund

TonAiiinden1smin(Atk x 1.1

Gladiator3

N/A

enerasuvamsy Tow dandayandg uiomund

Teudiiiodan15Miin(Atk x 1.1)

Smashl

15

A Y & ¥
NIZUNNDTIFAIWHINOTTNAAUNISLUND TIWATY

(oY AEAUAN39UA(x1.8Dmg)

Smash2

25

A Al A ¥
ﬂiﬂ;’ll‘nﬂ'ﬂ’]?ﬁﬁﬂwulwﬂﬁi']\?ﬂﬂuﬂ?%!lﬂﬂ AIWAINY

(onwNIAYAUANF T8UA(x2Dmg)

BuildUp1

N/A

= o =1 9 a 3 as )
s uasennundanse ausasuhminlaun
4 A @ Y s
YU NunaI)eany

uavin 1d 19nbzdnasDef x 1.05,CD x 1.2)

BuildUp2

SolidBody

N/A

a Y < o) | o 0
w5 uad1nnuuduseIfmansasuihmin ldunn
j A a Y ar
YU YN DanU

ua I linuzdas(Defx 1.1, CD x 1.2)

N/A

a 9 o 9 ol 3 o Y
s ea s s ansasmiminldunn
AS A o 9 Y
YU INUNAIDINY

udi 1 19vinyzas(Defx 1.2, CD x 1.1)

Rushl1

Rush2

20

— X 3
Yaslassndadsennun vi In Toud Tdguus
9 o R 2 &
wazlinue IdissrusIszozna

(x 1.2Dmg, CD x 0.8, 15 3UM)

30

— " 3
an)deonwdarsoonun vl Tond Idguns e
Y o v A g
waz l4vinuz 1ddesyudszoznm

(x 1.2Dmg, CD x 0.5 , 20 JU17)
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o loneu sp ¥ F180REAYIN
ansmslForysmindugs iunaundesialy
Swiftl NA | manaouiil¥nduuinuazgindn1izesRush
1 i (Spd x 1.1, x1.5 RushTime)
mﬂﬂ%’ﬂﬁﬁmgwﬁﬂa“;'uqa A Nunaodalu
Swift2 NA | mawdAeui I¥ndufiuniuazendn1izveaRush
2 i (Spd x 1.2, x1.8 RushTime)
= ﬁ1ﬁﬁ§ﬂ1ii%®1gﬁﬂﬁﬂ%ﬂgﬂ inaNuRdealy
Swift3 WA | mandouiildnduuinazdionanizueaRush
7 ¥ (Spd x 1,35 , x2 RushTime)
215NN 1na
Range (Range Weapon)
Fowh lonau sp ¥ TBAIDUAVDIN
Shotl 3 milon lnedhesais Birarite iud (2 shot)
1
Shot2 5 miterlned5n5) Bwmeriiewiud (3 shot)
' Az saan1asuanmsta
e |\ N Wldansa Toudnd g ouiu(sw)
_ Funssaai 1asuennsae
fecorless2 P vl enso Taudand 1diooa(10%)
_ o Funssaai 1asue1nnsde
fecotlesss A v l¥ansa Tauddnd 1 diooai15%)
./ E]
"’ ngaogiuiudadutlminonouds adnny
Snipel S 10 u.?mmﬂﬁmmmzﬂiaﬂmiﬂu@ﬂmumﬂﬁu

(x 1.5Dmg, 5% Critical)
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¥om lonou SP ¥ S180REAYBIM
§ wyaegiuiudnduihvminodouss afranw
) v =t - a 2
Snipe2 O 15 @omeNeyiazl Tenma laugameunuy
2 (x 2Dmg, 10% Critical)
mansuinnuianlal Wlema
BlankShot] £ N/A T
Tumstada lu@egnnszgu(10%)
1
maasurannunanar Wlema
BlankShot2 & N/A -
Tumstauaa luidognnszqu(20%)
2
& —-‘ = a ¥ = = kY L=}
4 < matinMsoaug iy Tomagadd luidonssqu
§ i
2 .3
Sniper @) N/A At uaz Taud Taugamoldtiestiu
; 3 (40%, +3% Critical)
| dszywasldnszquuditeenlal adeanudene
Firework1 Qrf 30 q i
sunsaihintnaniig «2.2Dmg)
[ dlszandaldnszquuaitsasn ) aduanudono
Firework?2 45 - -
quusaifupSnuniig («2.5Dme)
@ & o =
1¥memnmovasvulumaaaihwing v lds
ImpactShotl N/A A 2 e
Tematauddagiine1nssein (5%)
o 2 o =
? Mmuvanmevavulunnaaihvineg v lds
ImpactShot2 | | N/A Y~ .
O \y Tomadadidagiiae1nisszdn (10%)
=g
>
(9@ 3 A a ] =] o Y
Rk MameamnReuauyulumsaathvine vilni
ImpactShot3 9*’: N/A
©°

Tematadadagiiaoimsvzin (15%)
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d v .
INUUATVBNNY (Rochel’s Magic)
#i Y o i tod
swazPuanmuuasnaamITaBoui 18 Iswazideanin1sed 4-5 wailudio Buff,

Debuff , Destruction L@ Life 961982 4 UNMNa1AL

M15191 93 naasunnuuAingyisoui 14
¥o lonau széy | MPAIY 318aZIBEA VBIINUUAS
(af! ™ 2 9 o qw A& A
pnaiuauTuAY M vimaeun
WindWalk 3 4 § R
18 Thvu(Spd x1.2,103U17)
1
@: o 2 ¥ oy A4 A
naniumyuauay i lvmaaeun
WindWalk2 9 9 p R
18 12Wu(x1.5 spd ,103U79)
i
C:: 3 A ) =Y 1 as 9
IINFIWYAD T UATNAS 1T
Guardian3 S d 12 12 2 4 \ .
vz Hta(Allstat+3, 159110)
1
e ] )
NNFINYAD FAUETUATNAL I
Guardian4d . - 19 17 . 2
N Y f‘\ ?‘ o =4 _ =
Fueniia (Allstat+3, 157U1)
2
v {7 5 Y
niluthuvuau
K = .
Bindl 4 3 mldithwmnedaaouznaoun ladas
1 (Spd x0.8 , 47U171)
" 9
rnilutlauvudy
Bind2 . 8 5 mildithnnsAaaauzmaoui lddnas
"en (Spd x0.5 , 107U1%)
e il mldihvneesuiidaag
Burden3 Seh 13 8 oo
(Allstat -5 , 103U71%)
E‘ 1
el i ldidhwinessuiidaas
Burden4 17 13 S
Q & (Allstat -5 , 153113)
! £ ‘ 2
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¥ Tonou szhu | MPIY SWazBEAYIINUUAS
@ .
g Tandudu asenauldihlagd
Lightning | 1 2
1Whw1ne (Dmg x0.7)
1
1 ;’J 4 =
g Towdudu adrendn i Tad
Lightning2 6 5
Wy (Dmg x1.0)
2
nnihae aeen lWihnuumadag
WhiteSpear3 11 10
: (Dmgx0.6 ,x2hits)
(1
nniay adranen liihnuumadag
WhiteSpear4 15 17
(Dmgx0.6 x3hits)
[2]
o 2 v T ﬁ @ Aa
aNSnEUAY eI In
Regenl 7 2 dmisuionatimy
[1] (2%HP 0 3 TUIN UIU155UM)
o g’ Y i ﬁ W Aa
NTAITUAY PR UY NN
Regen2 6 4 ianttewiionaiimy
(5%HP 10 3 3110 UIU15TUT)
g ol a0 ‘=' Yar =
nnuy Snpnnauwan TaF i
Heal3 % 10
(20% MaxHP)
t-?i‘ as d. s @ A
anluy Samnnausan 145U
Heal4 21 20

[Z

(30% MaxHP)

= L
SeazPgagngmealunm

Aagnmolunuudazarveiangs Juuy Al sazwaneuunui ldenmsiesuzianaeny

H ¥ H
Tal daneraalumrsien -4 venmitonimiu dagursdszanoedizduuums Taudnuanmanuli e

ar

o dd w A Y M [ o = @ w Aa ~
ﬂﬂﬁgﬂlﬂu‘l’lﬂ'ﬂgﬂfﬂ,!ﬁuﬂiﬂﬂﬂﬁl‘ﬂ'ﬂlﬂ I‘?Tﬂ5Ui']ﬂﬁxlﬂﬂﬂﬁlﬂiﬂﬂ}lzuﬁ%ﬂﬁﬁl'EN‘VIﬂ‘lslz'ﬂllﬁﬂgll

wonMilanInNszy szuaadluais e -5
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= ' o3
Twazduaves AL ualaiTu
o Y g a3 L o ¥ as

- Normal dagez i inTauddiay swnndiauszyhiieiu

o ) A Y1 o oAady Y Vo
- Aggro Angaziin lanAdaunuingav lndan

o A a9 Yo a a Ao

- Run Away fingaz2aniigiay v1n 1A3unnuonieny 50% ved HP Nil

Rlauae

30

: A o a4 v A A ¥ 1 & ¥ w
- Hit&Run luﬂﬁﬂgtﬂuﬂllﬁ? ﬁ]g'N‘Hu]lﬂinﬂﬂiﬁu‘h”)ﬂi'l'J llﬁ??ﬂﬂﬁuu'ﬂ"ﬂﬂ

= 1

U MI0UAINAY

e

A o Yo - 4 o & Y w ' a
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¥o Tuaa 3 30 Lv. | HP | ATK|DEF|SPD | EXP | vinus Al
( y Normal,
Machi L 4 2 50 8 3 _t—xl 2 Tackle
V RunAway
Machidrill [é ; 10 | 240 49 N6 Bl 15 Drill Aggro
/% f
Machina 18 480 86 50 | x1.5 43 Chase Aggro
Redball 4 75 25 1 x0.7 4 Slam Aggro
VermiBall 12 250 100 1 x1 12 Slam Aggro
BlackBall 20 500 200 1 x1.2 54 Slam Aggro
Head
Chu g 7 150 36 10 | x1.2 11 Hit&Run
N - Butt
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¥o Taaa 3 3@ Lv. | HP | ATK | DEF | SPD | EXP Ninyz Al

Head

Metchu 14 200 45 20 | x1.5 31 Hit&Run
Butt

Ghochu 21 350 72 40 | warp | 61 Sweep Hit&Run
Bite,

BindPlant 6 80 10 10 0 5 Aggro
Bindl

p s

Electriball x}/ 14 320 35 35 0 20 Lightning1 Aggro
Blast,

Wisp 21 440 66 444 0 40 Aggro
Burden2

Goblin Aggro,
5 120 15 15 ! 25 Beat

(Forest) Hit&Run

Goblin2 Aggro,
16 250 40 40 x1 2] Beat

(Factory) Hit&Run

4
Aggro,
Crank 30 1,000 65 65 x1 65 Beat Hit&Run,

, DefUp
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¥o Tuaa 3 5@ Lv. | HP |ATK | DEF | SPD | EXP Ny Al
Lightning?2,
Bind2,
ShadowBat 35 | 2,500 | 125 | 30 | x12 | 30 Hit&Run
Burden2,
WhiteSpearl
Random
GiantSlime 40 | 10,000 | 200 | 150 0 - Aggro
Barrage
Lizard S 100 5 3 x1 3 Beat Aggro
MINN 3-5 UEARIT 1A DEANNHE YBIANG
A T =
¥om SwazRua
1 = 3 = 1 EY kY 3/
Tackle MmlawANugmveani w1 luanszunnsudhvinedmumnth (x1 Dmg)
i 1 P o a YV o v a Vv £
Drill mlaAnugiuveinsa I9iaiudathninedunii (x1 Dmg)
Chase aumzaaithvung o ndiaved li'le
L o
Slam mTa@Nuguvesuea nasiuihvue (x1 Dmg)
7 =
Head Butt mlsudnugvesy enszumnilming (x1 Dmg)
Sweep i laAfissea Iy ldniwvhaudimiieoesias (x1 Dmg, Warp)
. ' A ¢ P Aa 1
Bite mhmwugmmm'lnmmauw Aathuuen@us (x1 Dmg)
Blast mlawdnesvediail adunduiziiaseudl (x1 Dmg, Area)
1 dg = A d'
Beat wlawAluguvesiouau Idienaaulasauvunuihvine (x1 Dmg)

Random Barrage

HUVFY (x1-3 Dmg, Arca)

T = w o A 3 T
mTanAvesa laddny wndavesvumnlueimeaudilaes 1danauihvine






