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33 EREK

PR LT R B EEY Bk ok gk 3 o d 3% DirectX flg ELH A o Jf ekt

BeginScene( )f= EndScene( )izt » #frt ¢ f-

t;:'— o
BeginScene()

/et g B B
EndScene()
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Chapter 4 P5g%31 &

4.1 pide 1R

WA AT UBEARE PG BT YRS OT 0 FEEFERF R nis
ﬂE_r o
411 &3 &1 F B

fd e R A% A AP AR s o hapr 3]0 [ kas

TGN Rl S A TR T 6 2 LB Bl 4] ERE TG P

B o
ORI
\\ {\b <)
DIR

B 4-1 kMET g 3 BpPIEE
EM> AN I X=ORIx+DIRx x T
Y=ORIy+DIRy x T
Z=O0ORIz+DIRz x T
ORI = origin (4= 2k)
DIR = direction( > &)
T 3R L aX+bY+cZ+d=0

BB RN AN TG 3 fe s KT TR N8
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R TN
DirectX #& & D3DXlntersect 3% » # & fask He f2 hL BEP|R
D3DXIntersect
Determines if a ray intersects with a mesh.
HRESULT D3DXIntersect(
LPD3DXBASEMESH pMesh,
CONST D3DXVECTOR3* pRayPos,
CONST D3DXVECTOR3* pRayDir,
BOOL* pHit,
DWORD#* pFacelndex,
FLOAT* pU,
FLOAT* pV,
FLOAT* pDist,
LPD3DXBUFFER* ppAllHits,

DWORD* pCountOfHits

HY BB &R PHEBE pMesh © “T& BIEEER  AEET N B BlRER -
pRayPos @ k4% et 3} 2L 45 o pRayDir @ k&> % » £ o pHit @ » B enis % -
@ v TRUE # 77 52 5 <8 > F R % & FALSE - pDist : ® @ cni % > @
WSk A b I BE T e fE A CPREGE o

APrRET- BEI VIR TR EIFS D § pHit @ v TRUE {5 >
ﬁ;i_,_ustﬁDlF,Lbbﬁqvik? IPRCEUE AR SR V-l S
412 43 4d BFopi

ANPRTAES F NI I I T EHE S DM AP FE NPT o

R FRHEmEBA AR n; FA 2Rk RE TG L ERBEI G E b
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AR S AR T - BEEH P TR e BRI AP AR
F R 4d A BIDRMMNIER > L 2 A BEEH S 25 > B 4-2 EIRApe ke

P BRI -

(x3,03:2,)

(x.01.2)

iy

Distance
Bl 4-2 RSO fRRER

k1w (x,y,,2) ~ AR
Ik 2 ¢ (x,,),,2,) > EiEn,

2 2 2 : 2
(x; —x,)" +(», —»,)" +(z, —z,)" = Distance
4r% Distance -] % 1 +7, ;’j*u% T B o

TR ENREE TR E 2 A AT AR AR R L

FEA e 2 i oA B @R o bk L sk e 2 7 L B FELE
P AT § A 1 R LR ek BT P AR N A s B

BT BREEAE R § T o Bl 4-3 AR A < B ORIR R E -

Bl 4-3  TREE o E 2 ORISR
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BOOL CPlayer::CheckSpherelntersect(
float XCenterl, float YCenterl, float ZCenterl, float Radiusl,

float XCenter2, float YCenter2, float ZCenter2, float Radius2)

{

float XDiff, YDiff, ZDiff, Distance;

XDiff = (float)fabs(XCenterl - XCenter2); // fabs() B~ i
YDiff = (float)fabs(Y Centerl - YCenter2);

ZDiff = (float)fabs(ZCenter1 - ZCenter2);

Distance = (float)sqrt(XDiff * XDiff + YDiff * YDiff + ZDiff * ZDifY);,

if (Distance <= Radiusl + Radius2)
return TRUE;

return FALSE;

413 FEEY X2

AT MR I BT A LA - LT FHR DT E g
Fo ot D A R R RGE 0 PR - B BB R 0 - B
FRAERETT o 5 - BET 573 Rend R o Rl v TR Tk en BRI .

Bl 4-4 E LBk BpIEE o
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(1)

(2)

B 4-4 CEARLIRHA B RIRE

ER(Dx=a+mBkQ)x'=," 228

2k RS S AN ()Q) 0 Fl e R T F ] R

<k
.
v

(a+tu)’ =1

=u’t’ +2aut+a* -r* =0

—b+~b* —4ac

a=u’,b=2au,c=a’-r> “xr (t,t,)=

2a
—aui\/azuz—uz(az—rz)
= (t),1,) = 2
u
FAELA 28 >0 P RIED S BF B x=a+ttuox=a+tu o E ARG L
A o

FIELN 28 =0 P PIEI - BRDOII PERI PR
FHELM 28 <0 > RIIZF R LB IR IR ML Ao

FIERE L BARE PR ATETEEET > THETL AP o
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2 Tenfe g -
#A w0 * DirectX # i ¢ D3DXSphereBoundProb & 5% &k B 3& o

D3DXSphereBoundProbe
Determines if a ray intersects the volume of a sphere.
BOOL D3DXSphereBoundProbe(

CONST D3DXVECTOR3* pCenter,

FLOAT Radius,

CONST D3DXVECTOR3* pRayPosition,

CONST D3DXVECTOR3* pRayDirection

& pCenter *x » [f]+«< & % » Radius *z » F]e2 j2 » £ ¥ pRayPosition £

pRayDirection % *z » F B4 hfe= » » £ > § &3V % @ TRUE pF > R4 57 3

2gA 24 > FALSER|iZF 2 % ¢
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Chapter 5 7 B & %8 3ax
G- AFLMEBRE . R ERNTENAE T o P EAIRRARL 1 B

¥ B PER? Bk ki & KR F IIFL{;—A%‘F_ET?ﬁ_};km%%@'

o

Bo R E - A JESEFSY RPN E G - R B F R AR
§F 7R ehE s Sk~ Fon s SRR S B TR - BAE

fg qE‘!\.‘F.Ii _Q L—'/f—’l f’}z‘ o g] 5—1 7sEIY\CC}].lIl ZJ‘K{T'FI—:‘;JJ%] °

CGun

&5m_Timer : CTimer

&5m_WorldMat : CWorldPosition
&5m_Mesh : CMesh

Q>m_pd3dDevice : LPDIRECT3DDEVICES

$CGun()

$<<Virtual>> ~CGun()
$<<Virtual>> Init()
$<<Virtual>> Destroy()
$<<Virtual>> Render()
$<<Virtual>> Update()
$<<Virtual>> CanFire()
$<<Virtual>> Fire()
F®AssembleWorldMatrix()

Bl 5-1 CGun #f %] B

BipAL A § 3] (polymorphism) % 3K 3+ 7 F & SuehZE i 0 CGun ALAT
FEOAAAY ) A B AL CGun CGun ¢ 3 B # FERIRG E
Init - Destroy { § # & 4~ 41t fodg st @ ok par 3 & s (R4 2% > Render v
Update § # 7 B enig W {e { #77% & > CanFire {v Fire P & 2| %7yt pr 87 a0 3 & {e
B T 0 T S RE R RS AT R PR B AR

SE o AT @ o AssembleWorldMatrix g4 BB AL ke 2 o 54 R

N~

AABALRY iz APRAET - T

CGun » ¢ 2% F fEhE R FER~% > ¢ 7 B (m_Timer) ~ = ¥

(m_WorldMat) ~ 7 E#-4](CMesh){= % £ 4p #:(m_pd3dDevice) °
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51 AER g5 Wk
o AFHESRAE OB ERNR AL G WF LS DRSS
MER A B E R HAEI R AR Y o T LA B A
void CGun::AssembleWorldMatrix(cCamera &Camera, D3DXVECTOR3
vTranslation, float XRot, float YRot, float ZRot)
{
D3DXMATRIX matTrans, matScale, matRot, matResult;
D3DXMATRIX *matView = Camera.GetMatrix(); /B~ # R4E'L
D3DXMATRIX matViewlnverse;
float fDet;
IIF e ARE L
D3DXMatrixInverse(&matViewlnverse, &fDet, matView);
IFERITHBERRE: XY, Z
D3DXMatrixTranslation(&matTrans,
2.5f + vTranslation.x,
-3.0f + vTranslation.y,
6.0f + vTranslation.z);
AT S
D3DXMatrixScaling(&matScale, 0.25f, 0.25f, 0.25f);
MEFER @8 "REY, X, Z
D3DXMatrixRotationYawPitchRoll(&matRot,
static_cast<float>(3.14) + YRot,
0.0f + XRot,
0.0f + ZRot);

] B 18 %
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matResult = matRot * matScale * matTrans * matViewlnverse;

m_WorldMat.SetMatrix(matResult);

BANPE &GRS E R ARE L (matView) » R {8 Mg AREL 5 o

Il AL F 4B (matViewlnverse) @ i&ff £ lr”’,]* ¢ FIIEPAB T AR o B 52

AW ER -

3 2

Bl 52 H#HABE B

FoH o REFEREVBFEFRECE > TUAPLE IR F oo o

-

AN TS P EF CBPPT o GRS R R B RS BE

SHCF R LR X ) F R4 T LA~ - 4 K ek

TR - LT RE R EREK RS o

F_*

Bl APEYEEA R AR AP OLE o A FpE R E Y P FA R
E & o e gy et (matRot) frifs 42 (matScale)ip % > e it B il & 2 8
=%(0,0,0)em3= * > Rig R fk T HEL(matTrans) k &2 4 AP =8 > Ry RN
B2 LB L ,Th{% YR AR F AR (matViewlnverse) o g 01k ehl 50
matResult = matRot x matScale x matTrans x matViewInverse

ST RE RN FERE R E AR Tom LR S H e R

i R NSRS gtk T AR TOE LR By R kaing 5 &

QJ\IFB%‘Q*—LB&,&E@mﬁE’% o
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void CPistol::Render(cCamera Camera)

{
if(m_Timer.IsRunning() && m_Timer.GetTime() < 0.25f)
{
/| & 58
AssembleWorldMatrix(Camera, D3DXVECTOR3(0.0f, 0.2f, 0.0f),
static_cast<float>(3.14/ 16), 0.0f, 0.0f);
114 v& B is 3%
}
else if(m_Timer.IsRunning() && m_Timer.GetTime() > 0.25f)
{
/-8
AssembleWorldMatrix(Camera, D3DXVECTOR3(0.0f, -0.2f, 0.01),
-static_cast<float>(3.14 / 16), 0.0f, 0.01);
}
else{// 4 v }
}
- BRI E TR A0S 0 B H T LR (s ,]* L &_time < 0.025) » #-
BiEe tEF 02(H 0 X g 3.14/16 H (18 #r) > & ZE R~ 4p

$HEEREEBR -BS3EABTLLRGFES o
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5.2

Bl 53 AERLEHFES

BRL g Tk g

d >3 2 5 - o gdﬁ&*y Frax oo Al AP h e

H T4 — B RT R

CPistol »  4r » 7 4p B cr /o> 2 o B 5-4 &_CPistol #f %] ] -

CGun

&m_Timer : CTimer

&m_WorldMat : CWorldPosition
&m_Mesh : CMesh

&m_pd3dDevice : LPDIRECT3DDEVICES

$CGun()

$<<Virtual>> ~CGun()
$<<Virtual>> Init()
$<<Virtual>> Destroy()
$<<Virtual>> Render()
%<<Virtual>> Update()
®<<Virtual>> CanFire()
$<<Virtual>> Fire()
®AssembleWorldMatrix()

7

CPistol

&m_pAnim : CAnimSequence*
&m_sprFlare : CSprite
&m_pExploAnim : CAnimSequence*
&m_sprExplo : CSprite

$Explosion()

Bl 5-4 CPistol #f | Bl
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CAnimSequence #f %] ¥ ™ * k2 - F#F " A > CSprite B E_f F ¢ 2
v EILAYSEN Y (FL 522 &L FHeEP) WU B F ij'lﬁ ;tﬁ\l
»~ # Sprite °
52.1 v Pk

THBRBERE BRSO AP F R R F o AR
PistolFlare.dds(L @] 5-5)k A4 - BHE - F o g > dF nardkd 0.025 ) >

PistolFlare.dds &_DirectX =[] & 4 % #2355 » X (& £ 4v 3| Sprite 42 -

B 5-5 PistolFlare.dds

MR Pk A he i AR
HRESULT CPistol::Init(LPDIRECT3DDEVICES pDev,char *strMeshFilename)

{

HRESULT hr=S_OK;

hr = CGun::Init(pDev, strMeshFilename);
m_pAnim = new CAnimSequence(pDev);
m_pAnim->AddFrame("PistolFlare.dds",0.025f);

m_sprFlare.SetAnim(m_pAnim);

return hr;

27 PRSP ) cPaper(2006 )



= AR 5y N TEREREE [P 7] DirectX

Forxde F o ST R Sprite '{ P SF e R B S A I EH o Y
T TPk A A

void CPistol::Fire()

{
m_Timer.Start();
m_sprFlare. Timer().Begin();
m_sprFlare.SetSize(RandomNumber(1.0f, 3.0f));
m_sprFlare.SetRotationRoll(RandomNumber(0.0f, 2.0*(float)PI));
}

BoigAqmde » 1 TEL | DirectX # 7 = /7% ehkif > & W £ T8k R
(Point Light) ; (£ B 5-6) ~" % “#(SpotLight) , {= [ 4 # & /R (Directional Light) , -

AP AEALE Y gk R -

S
NS

B 5-6 BtEik

Bk BRI v G R R ARG R R 0 e AT 2 e s g
FE AL AP By R EERRE T 0 BEA TS P ket o

=4=4

57 R4 v Pk HrR Fh e
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CSprite & (Fehff 4 2 T 2 7 4% # #(Billbording) | (L B 5-9) > ¥ 11 - &
B = e AT > U B BB T S et CPURFRE » - 4
FEB=Z A e AT Ud - BRI B3 RBZ £3)) FEIRRS

R AR D GRER R DR L AR L SRR TR

Oo——n

N

TBiEs LA
Bl 59 7 4 ki

PR ERMEOR e BEPP DGR F - WS GEE RS
AP HEFBYP D e A2 - MDY g RN R FFE T
§ RIS B g o 0T R R TR

void CSprite::Render(D3DXMATRIX view)

{
if(!m_pAnim) return;
// Set up a rotation matrix to orient the explo sprite towards the camera.
D3DXMATRIX matScale, matTranslate, matTranspose, matBillboardRot,
matWorld;

D3DXMATRIX matRot; // user-specified rotation
D3DXMatrixTranspose(&matTranspose, &view);
D3DXMatrixIdentity(&matBillboardRot);

matBillboardRot. 11 = matTranspose. 11;
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matBillboardRot. 12 = matTranspose. 12;
matBillboardRot. 13 = matTranspose. 13;
matBillboardRot. 21 = matTranspose. 21;
matBillboardRot. 22 = matTranspose. 22;
matBillboardRot. 23 = matTranspose. 23;
matBillboardRot. 31 = matTranspose. 31;
matBillboardRot. 32 = matTranspose. 32;

matBillboardRot. 33 = matTranspose. 33;

D3DXMatrix Translation(&matWorld, m_vPos.x, m_vPos.y, m vPos.z);
D3DXMatrixRotationYawPitchRoll(&matRot, m_fRotationYaw,

m_fRotationPitch, m_fRotationRoll);

D3DXMatrixScaling(&matScale, m_fSize, m_{Size, 1);
m_pAnim->Render(m_Timer, matScale * matRot * matBillboardRot *

matWorld);

}

F T A BT AL i B 45 (matTranspose)’ X {8 B~ = + = 3X3
I B ORI AR R RRIE A LT R T S TF“)’]-%

TR FLGE G PP L TR o B 510 LR T E G -
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Chapter 6 % X i@ sRy%gik 3t

IRt £ b )-A R JREBE A ZREARERES o2 3 FRGEHRL L L
EAER o PR N R R ALK P AL DR AT R GESY 2

o PURBH e F M L AILY whd d TG S g L0 BB E R

HRARIETFETH T H 2o bldo D S e » Rk SRR E BN Y hd
AFITE > PR REEPIRFRA- P EDE P A RRERDER

BT A T SR P KA A Rl M A o F 61 L

Server-Client %¢ *}#%} °

Player's Player's
Computer

Player's
Computer

Player's
Computer

B] 6-1 Server-Client %¢ 1‘]& 4% p DirectX 8.1 document

AES
E
5
;%
@
<
=
)
o
N
F_k
o
"
S

hRIREE AT o PR € 7

—n

¢

TCP/IP /i G {6 » i{ ¥ LB MEP A G B 2o o 2 {5 €18 r F|RJR B 3 4R
TR I RPRE P B F S E g SRR o

B PRS2 R AL 0 2 TR s g5 i ] 0 i B 3 BT T
Ao TR T e LS L IR s o~ o B MR c Rk p & S ehi 4 B F iR

§'J‘:"’/”F\—:'B$’TQFR“ ‘%Fﬁ@w% mg,}\ag’““ 'ng Jm}é’:‘ﬂj}ﬁyﬂi—;%g ,
E

LA R R AT o B 6-2 BRI & RARE o
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ESETCP/IP
SME

EnRE

AT fR] IR

A

T A Helr

i

e
AAEATF

L \ QT
L |

B 62 FPR=A & AL H

6.1.1 (FPRIOTH 2 4 1 21 3 N

o 1R R IR SR 0 T

,rz;:i;f’r«'f&z};& LEIEd * x

Bk o Ry A RS R PIRBOLE 1T B PIREL T
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Core System £ Core Network » I ¢

RS (- {17 | DirectX

£ 2 7

Game Core =¥% < 4 K3 * Fl P 3

CApp £ cServer pt = it f

Core System gt 2w ® 53 = 4 (2 cApp 2 4K cApplication ¢+ 4~ % » H 3 & 11

a2 ARGl T > T P i@k R m A fic; m & Core Network

Fru @ s e iE cServer 4K 7 cNetworkServer 4 1% 2 2= = PR R > ¥ F &F

SRR o & 6-1 frd 6-2 AR ATE 2 st o

# 6-1 CcApp #f W] #7iE 2 e 3t

class cApp : public cApplication

private :

El'v;\:‘ "‘?_—'%F_

ERS B

BOOL SelectAdapter( )

S S N R

void SetupApplicationWindow( )

W TPPRBM AT

BOOL InitializeGame( ) A it L IR B 2Rk &
BOOL HostGame( ) F2ORPPRE A 0 TR TR PR

BOOL QueueMessage(void *Msg)

N SN N r e RN

void ProcessQueuedMessages( )

L sk s B T AL T g

BOOL AddPlayer(sMessage *Msg)

RN MR e S U o L

’#r’v:%

BOOL RemovePlayer(sMessage *Msg)

Mu}%'& H:f#m’?;%,l%?gifrﬂ T OH

,
£ 3‘%

BOOL  PlayerID(sMessage  *Msg,

DPNID To)

* 2 & fp @ anDirectPlayer 3 %) /5

pE
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BOOL Playerlnfo(sMessage  *Msg, | % ®E LF LA FFH7 f1% L &t L o
DPNID To) PIREE o %

BOOL PlayerStateChange(sMessage | % * = BT %k L oo BPPRzE #4245 2
“Msg) W R

void UpdatePlayers( ) e PR AT 2B ek i

void UpdateLatency( ) FeldB SN A G AR b oTid AN et YR
BOOL SendNetworkMessage(void | ¥ " #-3t L E 3 & * 0 mho gy Leh

*Msg, long SendFlags, int To)

void ListPlayers( ) AR I Tl |

public :

cApp() 2 CApp 47 i Hut S

BOOL Init( ) Override cApplication 4~ i* 73 Init( )

BOOL Shutdown( ) Override  cApplication 4 & 3
Shutdown( )

BOOL Frame( ) Override cApplication # i* 57 Frame( )

void SetAdapter(GUID *Adapter)

WAR NG+ AT

BOOL CreatePlayer A EE PRt I p s BN i A N |

(DPNMSG_CREATE PLAYER *Msg) | ®

BOOL DestroyPlayer BfT FIB- e G g g w7
.

(DPNMSG _DESTROY PLAYER

*Msg);

BOOL  Receive(DPNMSG RECEIVE

*Msg)
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# 6-2 cServer #f W #7iE = e 3N

 FE SIS I (- P | DirectX

class cServer : public cNetworkServer

Private :

BOOL CreatePlayer

(DPNMSG _CREATE_PLAYER *Msg

Bele il 2 g 2 | cApp - 2

CreatePlayer( )/&t2

BOOL DestroyPlayer
(DPNMSG_DESTROY PLAYER

*Msg)

]
NN

B DB A i % i cApp 4 2

DestroyPlayer( )/&S2

BOOL  Receive(DPNMSG RECEIVE

*Msg)

B Pl 4 % cApp 47 £ ¥ Receive()

=4 Y %
L2

Lot 0 aE 2 g2 B g AR T

6.1.2 FIR=E > ReRiE R

b PR T2 A WIRS & A

ER NG kAT (LR 63) 0

% Fen TCP/IP i > ¥ 2 2E =

.
o

Configure Server

Select TCR/IP Adapter

Cancel |
Bl 6-3 &R w
wiE# R TCP/AP eh /i 18 > PR EE 2 A AT (LBl 6-4) > T &1 B AT
MEGR R PR R FRIRBE L RRR AL AT URETRRLF

Host IP Address: 10.11.24.154

No Connected Players

B 6-4 i

5 o igf | ePaper(2006 )



= AR 5y N TEREREE [P 7] DirectX

PP RE 8 AR Y 2 = B S ;% ¢ CreatePlayer( ) ~

DestroyPlayer( )% Receive( ) = 7% $7erdmjcin L ¢ 2 ¥ 7484 - B 6-5 2%

SEFETCP/IP
FiiE

PRERIE 2 3 e AR o

b VAL
EsiE

A 4
AR ERR

v

BIEEGE
= o

y y Y

T = HiEH S I
g BIGHE g (EATEEGAR)
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bR PREB AN B Y 0 22 T F i cApp £ cServer > Bt Z fr 2P W
CreatePlayer( ) ~ DestroyPlayer( )% Receive( )¢ = i 3% 5 F] 5 cServer 2 & chrt

5=

io WA 2 ErendE i &0 w & cServer ¥ 7 B 4RRJIE L 0 @ A2 % cApp %

A RIE o et - ko RREP IV T U E AR A o Bl 6-6 2 R4 2 eh

BT o
Network
Messzages
cServer cApp

- Ideszage
[ CreatePlayer } d >{ CreatePlayer J
Iessage
[ I)estl‘m}-'Pla},-'er} >{ De:‘;h‘n}-'Pla}-'er]
I
[ Recieve ] o X Recieve J

B 6-6 cServer ¥ cApp i i B

AL ISRl iT s BB (sMessage)z 4 1 - B & R 5 1024 L5 1

-

7 27 7] 9vEHE > m MsgHead 22 m MsgTail » # (7% 5 7323 4 5 7] eh7F =4

; . s m e > ; N ; N , RN L, .
BB R O RATRLPE > L RAR T A TR

=
F_&
ha
=
e
{ut
!
e

AR P R B A o L A AR VO ek - TR A

Bder A S A B AREE IR R R MR A B
7§ Aot o
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sMessage B} F 4o ¢

typedef struct

{
long Type; //Message 5§ 7|
long Size; I3 4 e o)

DPNID PlayerID;  //#* = =5 w55 1D

}sMessageHeader;

typedef struct

{

sMessageHeader Header;
char Data[512]; /35 R

}sMessage;

PRSP IRAIT L i e > 2L F AT E R %k ¢ FCFS'#h CPU #31
B FRLEE T PSRBT PR EES SR L S DA s
FOBIT S A E BT e P L R AR L AP 2 R R AT AT

2 4 o B 6-7 E_RPREEPN IR edT I L A2 T R e

' FCFS (First Come First Served) DA ke Task APRFE 5 5 8% hi? A A CPU £48 > 52
Hocdk b e RFmz >4 HE s RLiiR-o
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