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3.1 éredneii 1 msadeanuia (Polygon)
o 1 dy ~ 9 3 9 4
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v Y
zvouaauRzaIuNGenleaaramiiu

#include "classfile.h"

/I Windows Globals

const char *szWndClass = "GameFramework";

const char *szProgramName = "GameFramework Example";
HINSTANCE g_hInstance;

HWND g_hwnd;

[/l Function Prototypes

int WINAPI WinMain(HINSTANCE hinstance, HINSTANCE hPrevlinstance,
LPSTR IpCmdLine, int nCmdShow);

LRESULT WINAPI MsgProc( HWND hwWnd, UINT msg, WPARAM wParam,
LPARAM IParam);

//[HRESULT hrInit3D( HWND hWnd );

/Ivoid vCleanup(void);

void mylnit();

int WINAPI WinMain(HINSTANCE hinstance, HINSTANCE hPrevlinstance,
LPSTR IpCmdLine, int nCmdShow)

{
WNDCLASS wc;
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HWND hwhnd,
MSG msg;

/I Set up and register window class
wc.style =CS_HREDRAW | CS_VREDRAW;
wc.lpfnWwndProc = MsgProc;
wc.chClsExtra = 0;
wc.cbWndExtra = 0;
wc.hinstance = hlnstance;
wc.hlcon = Loadlcon( NULL, IDI_APPLICATION );
wc.hCursor = LoadCursor(NULL, IDC_ARROW);
wc.hbrBackground = (HBRUSH )GetStockObject(BLACK_BRUSH);
wec.lpszMenuName = NULL,;
wc.lpszClassName = szWndClass;
RegisterClass(&wc);

/I Create a window
hwnd = CreateWindowEx(WS_EX_TOPMOST,
szWndClass,
szProgramName,
WS _OVERLAPPEDWINDOW,
0,
0,
800,
600,
NULL,
NULL,
hinstance,
NULL);

/I Setup global window handles
g_hlnstance = hinstance;
g_hwnd = hwnd,

ShowWindow(hWnd, nCmdShow);
UpdateWindow(hWnd);

polygon floorl;
vector3D floor1v0(-50, 0, -200);
vector3D floorlv1(50, 0, -200);
vector3D floorlv2(-50, 0, 200);
floorl.setVector(floorlv0, floorlvl, floorlv2);
polygon floor2;
vector3D floor2v0(-50, 0, 200);
vector3D floor2v1(50, 0, -200);
vector3D floor2v2(50, 0, 200);
0 floor2.setVector(floor2v0, floor2vi, floor2v2);

P OO NO O, WNE
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11 vector3D vO0(-2.5, 0, 0, OxFFF00000);
12 vector3D v1(2.5, 0, 0, 0Ox000FFFQ0);
13 vector3D v2(0, 5, 0, 0X00000FFF);
14 polygon p(v0, v1, v2);

15 camera cameral(0.0f, 2.5f, -50.0f);
16 render renderl(g_hwnd, cameral);
17 renderl.clearScene();

18 renderl.setCamera(cameral);

19 renderl.setProjection();

20 renderl.drawtoBackBuffer(p);

21 renderl.drawtoBackBuffer(floorl);
22 renderl.drawtoBackBuffer(floor2);
23 renderl.present();

while(1)
{
if (PeekMessage(&msg, NULL, 0, 0, PM_NOREMOVE))
¢ if (1GetMessage ( &msg, NULL, 0,0))
return msg.wParam;
TranslateMessage( &msg );
DispatchMessage( &msg );
}
else
{
}

return(msg.wParam);

¥

LRESULT WINAPI MsgProc( HWND hwnd, UINT msg, WPARAM wParam,
LPARAM IParam )

¢ switch( msg )
{
case WM_DESTROY:
PostQuitMessage( 0 );
return O;
}

return DefWindowProc( hwnd, msg, wParam, IParam );

¥
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o a J
Mmesue ¥esalaa (Source Code)
ussnan1 Uszmaaauilspolygon Fefloorl

o A o i g s 3 o
ussnan2-4 Ysemeausvector3D iverilunesiing (Vertex) wesfloorl
ussnans laavector3D1#upolygon ¥efloorl

% Y I v
V5311aN6-10 1 uauvos floor2

o o o o /g o o
usINAN11-14 UYsemadauils vectord3D uagdsamaesiing (Vertex) 1% polygonuunldéa
a319vesnarapolygon
ussnaiis Uszmadauls camera Taol¥ndvsogh x=0 y=2.5 z=-50
yssian16 Ysemadiuis render aedauils handle voa3uladuazduls camera

o A ~ Y J o A 9/
us3nan17 GonldWandu clearScenevoinala render MDAV

v [ F4
v33TaNn18 iSen1¥ilad¥u setCameravesnana render tiiodamueanany
v 1 4
ussian19 Senldflandu setProjectionvesnana render ilodasperspectivemsupsuns
Y

Na04

o d' = 9 J v A 1
V53NAN20-22 Geonleilandu drawtoBackBuffervanaia render 1ivo1agilg back buffer

ussan23 iSen14ilaidu presentveanara render ionagilguiine

wadwsudeglii 3.1
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3.2 dheehaii 2 msahs gameObject

A0e19n 2 uaasmsadieiag laelddoyasinaard vector3D, polygon lddeyali

- @ ] dycu 1 A A [ = a 4 1 A 9 [
RGEG gameObJect TudredeiaagiunneInums@eu ldsunsuiuladesn arunaqieny

e

1 ~ I v @ [ A 3 v o 9 1 ~ A a ngj
19819N 1921 UAIBNEIFITUAT FIUNANTUAIONY TV AIUNUUDUILUDDTUIYT U

polygon floor1,
vector3D floorlv0(-50, 0, -200);
vector3D floor1v1(50, 0, -200);
vector3D floorlv2(-50, 0, 200);
floorl.setVector(floorlvO, floorlvl, floorlv2);
polygon floor2;
vector3D floor2v0(-50, 0, 200);
vector3D floor2v1(50, 0, -200);
vector3D floor2v2(50, 0, 200);
0 floor2.setVector(floor2vo0, floor2vi, floor2v2);

P OO ~NOoO O, WNE 3

11 gameObject gameObjectFloorl(floorl);
12 gameObject gameObjectFloor2;
13 gameObjectFloor2.setPolygon(floor2);

14 vector3D v0(-2.5, 0, 0, OxFFF00000);
15 vector3D v1(2.5, 0, 0, 0xO00FFF00);
16 vector3D v2(0, 5, 0, 0xO0000FFF);
17 polygon p(v0, v1, v2);

18 camera ¢(0.0f, 2.5f, -30.0f);
19 render r(g_hWwnd, c);

20 r.clearScene();

21 r.setCamera(c);

22 r.setProjection();

23 r.drawtoBackBuffer(p);

24 r.drawtoBackBuffer(gameObjectFloorl);
25 r.drawtoBackBuffer(gameObjectFloor2);
26 r.present();

fesu1e sasalan (Source Code)

msﬁ’ﬂﬁl-lo Lﬂumi@%}amnaﬁﬁﬂcﬁ (Vertex) nu ﬁ{uﬁ’; (Polygon)
ussiaii1 lszmaduls gameObject Taglddraralumsset i polygon
msﬁ'ﬂﬁlz sgmeaduls gameObject 5o gameObjectFloor2

U331iaN13 set A1 polygon 1% gameObjectFloor2Tasl4ilandu setPolygon

o d' o3| 09: 1 9 v o 1 A
U53NAN14-26 11uN563a1 polygon camera tagnazilaaienudiodiani
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3.3 éedhaii 3 msahagridGame

feean 3 a319dus vectoraD, polygon udalawhlilunata gameObject tive
afriaquanladagdnlllusara gridGame mouimisdamsiaglunuudissannisna

<3| .
siiflumsuaasnmsldnaa gridGame

polygon floorl,;
vector3D floorlv0(-50, 0, -200);
vector3D floorlv1(50, 0, -200);
vector3D floorlv2(-50, 0, 200);
floorl.setVector(floorlvO, floorlvl, floorlv2);
polygon floor2;
vector3D floor2v0(-50, 0, 200);
vector3D floor2v1(50, 0, -200);
vector3D floor2v2(50, 0, 200);
0 floor2.setVector(floor2vO0, floor2vl, floor2v2);

P OO ~NO OIS, WN PR

11 polygon p;

12 vector3D v0(-2.5, 0, 0, OxFFF00000);
13 vector3D v1(2.5, 0, 0, 0xO00FFF00);
14 vector3D v2(0, 5, 0, 0xO0000FFF);
15 p.setVector(v0, v1, v2);

16  gameObject go(p):
17 gridGame gg(go);

18 camera c(0.0f, 2.5f , -50.0f);
19 render r(g_hWnd, c);

20 gg.updateVisible(c);

21 r.clearScene();

22 r.setCamera(c);

23 r.setProjection();

24 r.drawtoBackBuffer(gg);
25 r.drawtoBackBuffer(floorl);
26 r.drawtoBackBuffer(floor2);
27 r.present();

@ ' dyd A v o ' 1 ) 1A A A 1 Ad A Y
Tudedtinmileunudisdneuntuaiauiarsaeauniduddy
o a J
Mmesue ¥esalaa (Source Code)
o Y < @ - 4 o v . .
ussnai17 Wumsdsemadanas gridGame %o gg Sus1 ganeObject 19rsner3a grid

v33NaNn20 iSonlvi@ls grigGame update 11n3alvuihefvisible

% Y 1 ng; a U o .. 1 a’/‘
ussnain24 Gonldnagllaeaalinaginensa fledduaznammiz i visible i
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3.4 U191 4 MINATOUMIFUBUNANAZMITY
Ave1n 4 adumsiudunanazliudwrtsvesiag lunyluaumssudunaudn
imsnageumsyulunaazmamaeuluy  eudaiiededmsumsIdaunana  input,

U o . @ [
camera taz N FuneINUNITATIVUMSFU IUAaIE camera

polygon floorl,;
vector3D floorlv0(-50, 0, -200);
vector3D floorlv1(50, 0, -200);
vector3D floorlv2(-50, 0, 200);
floorl.setVector(floorlvO, floorlvl, floorlv2);
polygon floor2;
vector3D floor2v0(-50, 0, 200);
vector3D floor2v1(50, 0, -200);
vector3D floor2v2(50, 0, 200);
0 floor2.setVector(floor2vO0, floor2vl, floor2v2);

P OO ~NO OIS, WN PR

11 polygon p;

12 vector3D v0(-2.5, 0, 0, OxFFF00000);
13 vector3D v1(2.5, 0, 0, 0xO00FFF00);
14 vector3D v2(0, 5, 0, 0xO0000FFF);
15 p.setVector(v0, v1, v2);

16  gameObject go(p):
17 go.setName("triangle");
18 gridGame gg(go);

19 camera c(0.0f, 2.5f, -50.0f);
20 render r(g_hWwnd, c);

21 gg.updateVisible(c);

22 r.clearScene();

23 r.setCamera(c);

24 r.setProjection();

25 r.drawtoBackBuffer(gg);

26 r.drawtoBackBuffer(floorl);
27 r.drawtoBackBuffer(floor2);
28 r.present();

29 int k;
30 input i(g_hlInstance, g_hWnd);

31 /I Process messages until the program is terminated
32 cell *tempcell;

33 int Ip;

34 bool b=false;
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35 bool bsee=false;

36 bool bhear=false;

37 char buffer[500];

38 while(1)

39 {

40 if (PeekMessage(&msg, NULL, 0, 0, PM_NOREMOVE))

41 {

42 if (1GetMessage ( &msg, NULL, 0,0))

43 return msg.wParam;

44 TranslateMessage( &msg );

45 DispatchMessage( &msg );

46 }

47 else

48 {

49 k=i.getKey();

50 if(k==keyUP) {

51 c.cameraForward();

52 gg.updateVisible(c);

53 tempcell=gg.getCell(c);

54 c.clearHitObjects();

55 c.hitObject(*tempcell);

56 if(c.vhitObjects.size()!=0)

57 {

58 c.location=c.oldLocation; c.target=c.oldTarget;

59 }

60 r.clearScene();

61 r.setCamera(c);

62 r.setProjection();

63 r.drawtoBackBuffer(gg);

64 r.drawtoBackBuffer(floorl);

65 r.drawtoBackBuffer(floor2);

66 r.present();

67 sprintf( buffer, ""numobject %d"*, c.numHitObjects);

68 r.drawText(hWnd, 0, 0, buffer, 4200000000, OXFFFFFFFF,

false);

69 for(int i=0;i<c.numHitObjects;i++)

70
r.drawText(hWnd,0,80,c.vhitObjects.at(i).name,4200000000,0xFFFFFFF

F,false);

71 }

72 if(k==keyDOWN) {

73 c.cameraBackward();
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74 gg.updateVisible(c);

75 tempcell=gg.getCell(c);

76 for(Ip=0;lp<tempcell->numObjects;Ip++){
77 b=c.hitObject(tempcell->objects[Ip]);
78 if(b==true)

79 { c.location=c.oldLocation; c.target=c.oldTarget;}
80 }

81 r.clearScene();

82 r.setCamera(c);

83 r.setProjection();

84 r.drawtoBackBuffer(go);

85 r.drawtoBackBuffer(floorl);
86 r.drawtoBackBuffer(floor2);
87 r.present();

88

89 if(k==keyLEFT) {

90 c.cameraTurnLeft();

91 r.clearScene();

92 r.setCamera(c);

93 r.setProjection();

94 r.drawtoBackBuffer(go);

95 r.drawtoBackBuffer(floorl);
96 r.drawtoBackBuffer(floor2);
97 r.present();

98 }

99 if(k==keyRIGHT){

100 c.cameraTurnRight();

101 r.clearScene();

102 r.setCamera(c);

103 r.setProjection();

104 r.drawtoBackBuffer(go);
105 r.drawtoBackBuffer(floorl);
106 r.drawtoBackBuffer(floor2);
107 r.present();

108 }

109 }

110 '}

fesue sasalan (Source Code)

us3TATI-30 Wumsadretagluny

ssiaiz0 Wumsszmeadandsdssian inputiigilifiesesumanmsnafdueiavosdiay
us3TAI8 iWlumsugilevent
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UIINAN49 Ll]l!ﬂ']i'i’].lﬂ”lﬂ"lﬁﬂﬂﬂﬂﬂﬂﬁﬂﬂlﬂﬁﬁjlau’ﬂ']ﬂ@]')ﬂ'i Input
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3.5 A208194N 5 NMITNDUTY

Aeg1n 5 adumsiudunanazliudwrusvesiag lunyluaumssudunaudn

= < @ A2 & o du A . A @ ]
Mﬂﬁ%ﬂﬁ’a‘umiummuﬂlaqum!,ﬂuwﬂﬂ%u%agqluﬂmﬁ gameObject IWBDLITANRNIDYN

o [ 9 Y d v = [ [ 3 A 1 -
ﬂ'ﬁ’iT]Jﬂ’]ﬁGh)'\ﬂﬂ‘l/\l\‘]ﬂﬂ)’ﬂlﬂfnﬂllﬂ’liﬂﬁ’lfﬂﬂﬂﬂ’]iuﬂ\uﬂuﬂﬂgil‘lﬂﬁ']ﬁ gameObjeCt

© 0 No ook~ whdN -

=
o

11

12
13
14
15
16
17
18

19
20
21

22

23
24

k=i.getKey();

if(k==keyUP) {
c.cameraForward();
r.clearScene();
r.setCamera(c);
r.setProjection();
r.drawtoBackBuffer(go);

r.drawtoBackBuffer(floor1);

r.drawtoBackBuffer(floor2);
r.present();

bool1=go.canSee(c.location);

if(bool1==true){
tempstr=""";
tempstr+=go.name;
tempstr+=""see"’;
r.drawText(hWnd, 0, 80, tempstr, 4200000000, 0xFFFFFFFF, false);

}
else{

tempstr=""";

tempstr+=go.name;

tempstr+="" Not see"";

r.drawText(hWnd, 0, 80, tempstr, 4200000000, 0XxFFFFFFFF, false);
}

H/END KEYUP

@ 1 dyw 1 Ao . d? @ L] dy 9 v @ 1 A 9 a [ ~
mammmmmwwmumumputgmwu A0819HANNUAI0819NLaveT e TuaIUN

A A a v
QWQﬂ@ﬁ’Juﬂlﬂua’lmu

fesue wasalan (Source Code)

% Y o oo . 1T W 4
usshai1l Senilens¥u canSee vesnand gameObject lasdsdiuils camera twevuen

o ] Y o o J . da' = Y A ]
AU UIVDINADY WINTFUIETNATDUN gameObject uummuﬂamma”lu
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VoA Yn
3.6 f08191 6 MIlaau
% 1 ~ 9 v A [ ) 1 [ v A 9
AIDYNNN 6 ﬁﬁ'Nﬂ’]ﬁﬁU’f]uW‘WLLQZﬂiﬂﬁ1&Lﬁu@m@ﬁ3ﬁqﬁlULﬂNul.ﬂﬂ’]uﬂ’]iﬁﬂ@uw‘ﬁLLa’J
=\ Y [V £ & o do A 1 . A o ]
1]ﬂ’lﬁﬂﬂﬁ@ﬂﬂ’]iUlﬂfJuEU'E)Q?ﬂq%ﬂlﬂuﬂﬂﬂ%uﬂagﬁlUﬂﬁWﬁ gameObjeCt INBDUTAINIDYN

o @ U Jd o { o o 2 { 1 .
dmsums Ianuilsdsuneinunmsasiedums Idouneglunaiea gameObject

1 k=i.getKey();

2 if(k==keyUP) {

3 c.cameraForward();

4 r.clearScene();

5 r.setCamera(c);

6 r.setProjection();

7 r.drawtoBackBuffer(go);

8 r.drawtoBackBuffer(floor1);

9 r.drawtoBackBuffer(floor2);

10 r.present();

11 bool1=go.canHear(c.location);
12 if(bool1==true){

13 tempstr="""";

14 tempstr+=go.name;

15 tempstr+="" hear"";

16 r.drawText(hwnd, 0, 80, tempstr, 4200000000, 0XFFFFFFFF,
false);

17 }

18 else{

19 tempstr=""";

20 tempstr+=go.name;

21 tempstr+="" Not hear"’;
22 r.drawText(hwnd, 0, 80, tempstr, 4200000000, 0OXxFFFFFFFF,
false);

23 }

24 H/END KEYUP

o [ dyd A o 1 <3 1 = I ~ U S v Y o
m@smuﬂmmum’J?)EJNmiummuumﬂaﬂuyﬂuﬁEJﬂ‘v\IQﬂﬁlm‘Vlﬂﬁﬂumﬂﬂﬂmmuiumimﬂ
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3.7 MI9E1IN 7 MAANBABANS

Avgnn 7 adumsAndodoais lagldnard socketObject fitju 3 1uAe 1. start 2.

v 4

connect taz3. send nadeullsunsumnglin 3.8 Tasdlaldsunsuduin 2 Tsunsy
Tsunsuusnldunu server Tsunsud 2 unu client awgdd 3.9 1A TUsunsumedudne
<3| < .
i1 server Talsunsumisdaanilu client

o 1 J % 1 { o 1 { A Y a

fredawesalaa (Source Code) ludied1ah 7 dadrunneriumsaiisiuladeen
° ' A A Y 9y
WmmgannneInums 4

1. char serverstring[]="127.0.0.1";

2. socketObject ServerSocketObject;
3. socketObject ClientSocketObject;

4. char DataPacket[128]; // Data Packet to Receive

5.int iBytesReceived = 0; I # of Bytes Received

6.socketObjectClientSocketObject2;
7.char DataPacket2[128]; // Data Packet to Transmit
8.int iBytesSent = 0; I # of Bytes Sent

9.LRESULT CALLBACK WndProc( HWND hwnd, UINT msg, WPARAM wParam,
10.LPARAM IParam )

114

12.switch(msg)

13. {

14. case WM_CREATE:

15. {

16. button1 = CreateWindow(TEXT("button™), TEXT("1 START"),
17. WS_VISIBLE | WS_CHILD | BS_ PUSHBUTTON,
18. 80, 10, 100, 50,

19. hwnd, (HMENU) 1, NULL, NULL);

20. button2 = CreateWindow(TEXT("button™), TEXT("2 CONNECT"),
21. WS_VISIBLE | WS_CHILD | BS_ PUSHBUTTON,
22. 180, 10, 100, 50,

23. hwnd, (HMENU) 2, NULL, NULL);

24. button3 = CreateWindow(TEXT("button™), TEXT("3 SEND"),

25. WS_VISIBLE | WS_CHILD | BS_PUSHBUTTON,
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26. 180, 60, 100, 50,

217. hwnd, (HMENU) 3, NULL, NULL);
28. break;

29. }

30. case WM_COMMAND:

31. {

32. switch(LOWORD(wParam))

33. {

34, case I:

35. buttonistart(6000);

36. break;

37. case 2:

38. button2connect( serverstring, 6000 );
39. break;

40. case 3:

41. button3send();

42. break;

43. }

44, break;

45, }

46. case 3000:

47, switch (WSAGETSELECTEVENT(IParam))
48, {

49, case FD_ACCEPT: //Connection request

50. onAccept();

51. break;

52. case FD_CLOSE: //Lost connection

53. MessageBox(hwnd, "FD_CLOSE", "FD_CLOSE", MB_OK);
54, break;

55. case FD_READ: //Incoming data to receive
56. onReceive();

57. break;

58. case FD_WRITE: //Incoming data to receive
59. break;

60. }

61. break;

62. }
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63. return DefWindowProc(hwnd, msg, wParam, IParam);
64.}

65. void buttonistart( int iListenPort )

66. {

67. Inti;

68. if (i=ServerSocketObject.Bind( iListenPort ) )
69. {

70. ServerSocketObject.Listen();

7.}

72, if(i'=0)

73. MessageBox(NULL, "bind true”, "bind true", MB_OK);
74. else

75.  MessageBox(hwnd, "bind false”, "bind false”, MB_OK));
76.}

77. void button2connect( char szServerlP[], int iServerListenPort )

78.{

79. bool b;

80. if( b=ClientSocketObject2.Connect( szServerlP, iServerListenPort ) )
8l. {

82. strcpy(DataPacket2, "TestData from Client™);

83. }

84. if(b==true)

85. MessageBox(hwnd, "connect true”, "Connect true", MB_OK);
86. else

87. MessageBox(hwnd, "connect false", "Connect false”, MB_OK);
88.}

89. void button3send()

90. {

91. iBytesSent = ClientSocketObject2.Send(DataPacket2, 128, 0);
92.}

93. void onAccept()
94. {
95.  ServerSocketObject.Accept(ClientSocketObject);

96. char szIP[16];

97.  sprintf(szIP, "%d.%d.%d.%d", ClientSocketObject.getIPb1(),
98. ClientSocketObject.getIPb2(),

99. ClientSocketObject.getIPb3(),
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100. ClientSocketObject.getIPb4());

101. szIP[15]=\0";

102. MessageBox(hwnd, szIP, szIP, MB_OK);
103. }

104. void onReceive()
105. {

106. ClientSocketObject.Recv(DataPacket, 128, 0);

107. MessageBox(hwnd, DataPacket, "On receive"”, MB_OK);
108. }
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if(k==keyUP) {
c.cameraForward();
if(bool1l==false) booll=c.hitObjectCylinder(gameObjectl);
if(bool2==false) bool2=c.hitObjectCylinder(gameObject2);
if(bool3==false) bool3=c.hitObjectCylinder(gameObject3);
if(bool4==false) bool4=c.hitObjectCylinder(gameObject4);
if(bool5==false) bool5=c.hitObjectCylinder(gameObject5);
r.clearScene();
r.setCamera(c);
r.setProjection();
if(booll) r.drawtoBackBuffer(gameObjectl);
if(bool2) r.drawtoBackBuffer(gameObject?2);
if(bool3) r.drawtoBackBuffer(gameObject3);
if(bool4) r.drawtoBackBuffer(gameObject4);
0. if(bool5) r.drawtoBackBuffer(gameObject5);
r.drawtoBackBuffer(floorl);
r.drawtoBackBuffer(floor2);
r.present();
sprintf( buffer, "E:rotateSpeed- R:RotateSpeed+ A:speed- S:speed+");
r.drawText(hWnd, 0, O, buffer, 4200000000, OxFFFFFFFF, false);
sprintf( buffer, "speed = %f , rotateSpeed = %f", c.speed, c.rotateSpeed);
r.drawText(hWnd, 0, 20, buffer, 4200000000, OXFFFFFFFF, false);
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Il GameFramework Example
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Il GameFramework Example

E:rotateSpeed-

R:RotateSpeed+ A:speed- S:speed+
speed = 0.400000, rotateSpeed = 0.100000
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Bl GameFramework Example

R:RotateSpeed+ A:speed- S:speed+
speed = 0.400000 , rotateSpeed = 0.100000

E:rotateSpeed-
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