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LIEJIb PABOTDbI

Pa3paboTka OBUXKXKa Urpbl XXaHpa wyTtepa oT 3-ero nuvua Ha
ocHoBe onbrnmotekun DirectX

3AO0A4YUN PABOTDHI

1.3y4yeHmne onodnmnoteku DirectX
2.Pa3paboTka apXnTekTypbl ABUXKA

3.3y4yeHne ocobeHHOCTEN XKaHpa wyTepa oT 3-ero nuua

4.PaspaboTka doopmaToB UrpoBbixX hansos

5.0nTnMmn3aumsa ¢ Lenbio yBENNYEHUSI CKOPOCTU peHaepuHra




U3YHEHUWE KOMITOHEHTOB DIRECTX

DirectX 9
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©NOOAE WD~

NMPOCTOW NPUMEP HA DIRECT3D

NHuumanusaums yctpomnctea Direct3D
YcTaHoBKa MaTpuubl NPOEKLUUN
3arpy3ka ceTkm mesh

BeginScene ();

YcTaHoBKa BUOOBOW U MUPOBOWU MaTpuLy
OT0OpaXxkeHne CeTku

EndScene ();

NenHnunanunisaumga Direct3D u
yCTpOMCTBa




OCOBEHHOCTU XAHPA LUYTEPA OT
3-EIO JIMLA

Kamepa HanpaBneHa Ha urpoka, npu 3ToM npu ero noBopoTax
Kamepa U3MeHsieT HanpaBlieHne

[Tpmep ¢ aBTOMODOUIIBbHBIM CUMYNATOPOM OT 3-ero nuua

~ Kamepa HaxoguTtcsa He
| YeTKO 3a aBTOMOOuUnem




APXUTEKTYPA UI'Pbl
CTpyKTypa OBUXKa

COptions

CEngine

grengine: CGraphEngine*
Lighters: OBJ_LIGHTER
menu: CMenu

options: COptions*
Player: OBJ_PLAYER
Walls: OBJ_WALL*

Color: int
Lighting: bool
ModelDeail: int
ResolutionX: int
ResolutionY: int
TextureDetail: int
UseEffect: bool
UseMusic: bool

+ + + + + + + +

\

~CEngine()
CEngine()
Update() : void

COptions()

~COptions()
LoadOptions(char*) : bool
SaveOptions(char*) : bool

+ + + +

/

«struct»
MenuNode
CMenu
+ id: int —
+ isSelected: bool - currjentldc.:llznt‘
+ parentld: int - engine: CEngine*
~ Eprite: SPRITE [~~~ - Nodes: MenuNode*
+ sprite_sel: SPRITE - NumberNodes: int
- selectedNode: int
- selectedTimer: ANIMATION
+ ~CMen|_|() \
+ CMenu(char*, CEngine*)
LoadMenu(char*) : bool
+ Render(bool) : void
CinputEngine
aDevices: DeviceState ((MAX_DEVICES])
iNumDevices: int
AddDevice(DIDEVICEINSTANCE*, LPDIRECTINPUTDEVICES) : HRESULT
ClnputEngine()
GetActionsState() : int
«struct»
DeviceState
+ bAxisRelative: bool
+ bMapped: bool ((NUM_OF_ACTIONS])
+ dwlnput: DWORD ([NUM_OF _ACTIONS])
+ pDevice: LPDIRECTINPUTDEVICES

CGraphEngine

- d3d9: IDirect3D9
+ device: IDirect3DDevice9




APXUTEKTYPA UI'Pbl

Ob6beKTbl Urpbl

OBJ_BASIC

+ H H H H B H

GeneralBoundBox: BOUND_BOX
NumMaterials: int

pBoundBoxes: BOUND_BOX*
pMesh: ID3DXMesh*
pMeshMaterials: D3DMATERIAL9*
pMeshTextures: IDirect3DTexture9*
Pos: D3DMATRIX

+ + + + +

CheckAlICollisions(D3DXVECTORS3) : void
CheckGeneralCollision(D3DXVECTOR3) : void
LoadMesh(ID3DXMesh) : void
OBJ_BASIC(CEngine*, char*) : void

Render() : void

OBJ_PLAYER

OBJ_ENEMY OBJ_LIGHTER

HaclnenooBaHue

OBJ_WALL

+ Health: int
+ Weapons: SWeapons

+

+ Weapons: SWeapons

EnemyType: int - LigherType: int
Health: int + Light: D3DLIGHT9

WallType: int




PA3PABOTKA ®OPMATOB UIMPOBbIX ®PAUJIOB

MeHto Save-ghans Nrposou
YPOBEHb

1. “MENUFILE” 1.“SAVEFILE”

2.int N N
int NumberNodes 2.S SAVEFILE savefile

3. BCe yarbl B BUAe (HEOTMEYEHHbIe

_ 3. byte level
napamMeTpbl He 3anucbiBalOTCA):
{ 5.<cTpyktypa S_SAVEFILE>
bool isSelected; struct S_SAVEFILE
K int id;
int parentld: { B pa3pabomke
@ SPRITE sprite; W int Pistol;
M SPRITE sprite_sel; M int Uzi;
} i int Shotgun;
struct Sprite _
{ & int M4;
@ int height, width; 4 int RPG;
K int NumberChars; }

i char* path;
IDirect3DDevice9* device;
ID3DXSprite9* sprite;

}

1 paHHble, 3anucbiBaemMble B doain




ONTUMUN3ALUNA ONA YBEJITMHEHUA
CKOPOCTWU PEHOEPWUHIA

[TpoBepka CTONKHOBEHWUU (FrNobanbHO)

HavyanbHbIW BapuaHT
[TlpoBepPATL CTONIKHOBEHNE CO BCEMUN OOBLEKTAMWN YPOBHSA
+ nNpocTtoTa
- HeornpaBgaHHOEe pacxogoBaHMe NPOLLECCOPHON MOLLIHOCTH
YnyJweHue

PasnennTb ypoBeHb Ha paBHble CEKTOpa, NPOBEPSATbL U 0TOOpaXkaTb TOMNbKO

TEKYLLUW.
[Tpumep:

+ npocToTa
+ pacxofoBaHue NPoLEeCCOPHON MOLLIHOCTU
YMEHbLLMMOCh B HECKOJIbKO pa3 No CpaBHEHMUIO

C NpeablayLLInMM BapnaHToOM
- BO3MOXHO 6ornee norMmyHoe pasgeneHue
- O4eHb CNoXHas npoBepka

TOP




UTorn paboThbl

1./13y4eHbl HekoTOpble KOMMNOHEeHTLI DirectX
2.13y4yeHbl ocobeHHOCTEN XaHpa wyTepa oT 3-ero nuua
3.Pa3paboTaHa apxmuTekTypa ABuXKKa

4.PaspaboTaHbl doopmaTbl UrpoBbIX dhannos
5.PeHaoepuHr YactnyHo oNnTUMU3UPOBAH C LENbIO YBENNYEHNS CKOPOCTU

[MnaHbl Ha Oyayuiee

* N3yunTb DirectPlay
« [lobaBuThL Urpy no cetn ¢ nomoubto DirectPlay

« Pa3spaboTtaTtb pegakTop KapT




[Tpnmep paboTbl nporpammbl

M InitDirectX




