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ABSTRACT

This project is studying and developing a 3D game for a window operating system.
Microsoft Visual C++ and DirectX are used to develop this game. They have functions to manage
displaying system of images in 2 dimension and 3 dimension, sound system during playing game
and input system from keyboard, mouse, and joystick. Moreover, 3DS MAX7 program, Adobe
Photoshop 7 program and Cool Edit program are used to design character model, create 3D
objects, design texture, create sound, and edit sound for the game. The devcloped game is a 3D

game, which a player has to fulfill a mission before time out.
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D3DPRESENT PARAMETERS d3dpp;
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d3dpp.Windowed = TRUE;

/ANMTEAY back buffer A1 font buffer 41111 VSYNC
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return E FAIL;
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10. Dept Buffer fi® z-buffer iudmildlumsifiusanuinuesing e Diree3d

o =] 1 1 Qs ar i
gimasuaeineg lsmmnnuinuesiaguin z-buffer e lddagali 2.15

A b
3
&
9 ;
qb"b The color value is stored
) inthe rendering surface.
Depth A X
¢l
The depth value
is stored in the
depth-buffer.

Depth-huffer (same dimensions as the rendering surface)

[L¥]]

1J112.15 Dept Buffer [8]

=) 1 ar =y
gaumnu Ina

= £ '
vngldlumsuaaddiiutans 1Fau Dept Butfer S0 1011080
v = A 5 d d _ o A oA A oaA
AU UMAY (191N 131591AB 54659 Rendering Surface DAzUEAIdiMAsNTiMAosoonin

13 1 2 A 1w
HADTHINATANIUANUAUNIN

a 4 3 o d o -

ylndnouglannae 1iievin1ssuines a3y Rendering
=1 ~ : 1

Surface NIZUAAITIHAUUTUDDANN

2.2.3 DirectAudio  tnusuiluvzdoafinis ldidos effect Lazimassznounudis

d]d_lcz'sow:ioyciw ~ ' : 4 . yytlyléyld
msesiludshagiwei vnuiianniianubaulunaduh i ledidudediaud
=y =y r U l& =1 Y l:l 1 1

semaamau lAunsEunud DirectAudio nsosilofs o 1damiso lddoenalad lumy
P= 2 kY

Soudouudn

1 3 a n::'
DirectAudio 11198001514 2 15zinnasil

g i b _ ok g o g g
1. DirectSound Wugamdanilaves Direetx fia0lumssamaiioanoaiuides

° o g yyd ' o g o
effect 1A8 DirectSound 9¢¥1m13 Inaa IWdides (x.wav) yufu'l39 Buffer noudidaiir vl
; : 2 \ . ;

wosindu Ay Buffer Hoonuymsmamaesayiidents




16

ns: C; = dy 1 =
Tuaeufinatulumsaudos
3
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° d d i
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4. MIngAEUHDIATaNGSY Stop
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'
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1. #5149 Object Ya9 DirectSound 199gaf1eYe DirectSoundCreate8 lumsadia Object

L]

U949 DirectSound

& -
gﬂLL‘U‘U‘W&Iﬂfﬁ U DirectSoundCreate8 ()

HRESULT WINAPI DirectSoundCreate8 (
LPCGUID IpcGuidDevice,
LPDIRECTSOUNDS * ppDSS8,
LPUNKNOWN pUnkQuter
)}

1= 4
WITTUL DT

Y K o e o a =)« = 3 ¥ o
- IpcGiudDevice: [Tudevicedmiviianuiiosoanin gsduiiszgnimualiilu
NULL (default)

PR

- ppDS8 : ilunenaes Ny 1184 DircctSound 158 Object fatreturhues

- pUnkOuter : 3inazgnsmualiiiiu NULL

* §1uduTe return A1 DS_OK

2. Faszdumsiansani (Cooperation Level) axdpaiinsdesedunsiiay
SafufuTilsunsudug Weldlusunsuvaudiniuiiu

3 ﬂllu‘ijﬂdf{‘i?u SetCooperativeLevel ()

HRESULT SetCooperativeLevel (
HWND hwnd,

DWORD dwlLevel

Yoi

7
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- Hwnd : Huusudavesnihe
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o o o 1
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[ ¥ Ed
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4. MmaeuEean 8N Play

gUuuuHangu Play O

HRESULT Play (
DWORD dwReserved],
DWORD dwPriority,

DWORD dwFlags

=) 4
IR 07

o =1
- dwReserved! : fMyiualdnilu 0

14
=L ]

- dwPriority : 1lumanudidyPriority)veuduaiaziau Saidaud 0x00000000 -
o eiisniiig
- dwFlage : JUuUDMIIAY 194 DSBPLAY_LOOPING flumsiduan liliFosq lidoy
J = Y Jd s
5. mIngamaeaneiangis Stop

gulunfladdu stop 0

HRESULT Stop();

gy stop 9% hifivnsifines f29619m3 14 151 soundPointer = Stop 0;
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231971 11aMUADY DirectSound 18 DirectSound Buffer

gulunnilads Release ()

ULONG Release(void);

N oA = o o 1 9 1
llllﬁ'ni']3JLWE]5W'JBU']\1ﬂ'Iﬁ'1‘H~TlHl"‘HH

Object->Release(); object = NULL;
ppDS8->Release(); ppDS8 = NULL;

o @ k =t ' <3 1 J
2. DirectMusic Hanuaien1s 1491uad1998U DirectSound tisanaszidumsiau' g
o g i . A R Wy A @ 18 1A
szian MIDI 1u12935%u 8 11 DirectMusic annsafoziaulis wave ldmiousuudslia
" . 4 s o Ao 9 yya
1N DirectSound 44 DirectSound a5 9 aunsudon'laanda
E ] b
TuADUNAAY VDS DirectMusic
1. 11075 Initialize Com o
Y ot a []
2. Load l¥l@afaginmisiau
1 ot
3, tau 1an1d Tvaan
, o X dyy w4
4. MIVgAEAULAENINITaAY object N QT3 190U
o b 3 ~ = A 9 ? _ Y o NP
1. MN19 Initialize Com ﬂﬂﬂﬁﬂ‘ﬂ%llmﬁl‘iﬁlﬂcl‘ﬁ DirectMusic 928899N1119 Initialize
Tu WinMain ﬂ’%NﬁTJLLﬂS Pointer N9

o ar .
sUuunTangu InitAudio ()

HRESULT InitAudio ( IDirectMusic** ppDirectMusic,
IDirectSound** ppDirectSound,
HWND hWnd,

DWORD dwDefaultPathType,
DWORD dwPChannelCount,

DWORD dwFlags,

DMUS_AUDIOPARAMS *pParams
)i
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= 7

WITUHADT
o Tl (o
- ppDirectMusic : #1313 1184 DirectMusic object
1 b
- ppDirectSound : {1 Address 81984 IDirectSound 81181 NULL 91 1d Hladsuil
1oy ‘l‘ﬂﬁ' Wave 18

- hwnd : funeudavesnhidedmsua$s DirectSound
- dwDefaulPathType : E’IJLL‘U‘IJ‘HBGL?TEJQ fmuaiiy o 81 11d99M3 Default Path Type

- dwPChannelCount : 1flu§11421 Performance Channel 92 14 1481 dwDefaultPathType

- dwFlage : L’ﬂugﬂxmu Synthesizer 15192 laiauTedn 1Params T3l NULL
- IParams : fnualidlu NULL (Default)
2. Load lWldnazthmstan

g‘iJLL‘U uilanddu LoadObjectFromFile ()

HRESULT LoadObjectFromFile (

REFGUID rguidClassID,

REFIID fidInterfacelD,
WCHAR *pwzFilePath,

void ** ppObject
%

= o
T3uUaag

- rguidClassID : ¥® Class 11 IDirectMusicLoader8 d1151@00 Type Y84 Object

=

1 ¥
- o 9 '
- iidInterfacelD : Hu¥pNABINIIFoNADILIUAUAIL “TID_«

4 < a4 "I
wstiFilePath : %0 Iandesmsdadanouiegueslva

- ppObiject : (WudwlsilFlumsdrdaiiodosmsiade

3. iy lvlanldvonin neudivziau lidvzdosinns nanluds Synthesizer Ao

e

g pSegment->Download( g_pPerformance );

4 o

1 \l I 1 a ar ﬂ’.,
ABLUNMIMTIDUTEIAIU



g_pPerformance->PlaySegmentEx (
g pSegment, // Segment ﬁ%ﬁmmﬁu
NULL,  / &9lifi 1991 U version 8 Smuauilis NULL
NULL, // For transitions.

0, // Flags.
0, // Start time;
NULL, /{ Pointer that receives segment state.

NULL,  /fwusilu NULL
NULL  / fwiueudlu NULL (Default Path)
%

3 Yuuuilandu PlaySegmentEx ()

HRESULT PlaySegmentEx (
IUnknown* pSource,
WCHAR *pwzSegmentName,
IUnknown* pTransition,
DWORD dwFlags,
__int64 i64StartTime,
IDirectMusicSegmentState** ppSegmentState,
IUnknown* pFrom,

IUnknown* pAudioPath

)

= @
WITNULADI
- pSource : Segment Rogimsiau

pwzSegmentName : 5&‘1ﬁ§1%ﬂ1u1u version 8 f’imumﬂu NULL

- pTransition : N1HUA Transition fvuaily NULL
- dwFlags : fi1Flage 14 DMUS_SEGF_FLAGS {ium3sniunuiiamag action due|
YU Segment

- i64StartTime : (IA1INEIMIS AU Smuadiy o

= ppSegmentState ;Eginter_ﬁl‘fi}i’l’flﬁaﬁ—Segment-Statc
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- pFrom: fviuaflu NULL

- pAudioPath : Amuaily NULL (Default Path)

. ' g . 4 ;
4. mangamuuaziMsay Object Nldad1edu Aouiiszesnnnllsunsuvzdei
1 o = 1 o o F P Y v -g [ dy
msngamusasiazimsaumisanu lavimaay object i ldad197ud ]
d a
sUuuufendu Stop

HRESULT Stop (
IDirectMusicSegment* pSegment,

IDirectMusicSegmentState* pSegmentState,
MUSIC TIME miTime,
DWORD dwFlags

Y

=) d
T3 es

1 o o ' o { .
- pSegment : HYANTIAU Segment dwua iy NULL ‘ﬁqﬂmumﬁuﬂ'ﬁ mtTime

¥ o <] ' g
- pSegmentState : HYANIIAY Segment State Myl NULL HYAUNIIA

- mtTime : A Ms gy

- dwFlag : 1 Flags 3Uunumsngaeu 0 fe dmsngamulaoiui
o usj g o 2 1 )
HaenNiuAhnIsAumeu

// N151UA Performane

g_pPerformance->CloseDown();

] 4
// a1 object Ner319lu
g pLoader->Release();
g_pPerformance->Release();

g pSegment->Release();

/1 Wmsila coM

—CoUninitialize();
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2.2.4 Directinput lumsSumnndidunuiionugunufiatratuiuvennsosla
2119 fin WM_KEYDOWN 1182 Directinput $38ouanvesiis 2 33540 ‘luﬂﬁﬂﬂﬂnﬁwﬁ%’i{u
WM_KEYDOWN 9zdpeseninszanm 0.5 — 1 Tunil SeeeiSausiause ud Directinput 1
;é’l'aasammsmﬁmussia‘lﬁ'mﬂc’i}&wzﬁﬂﬁmummmmm;n‘lé’ﬁmmxﬁm?amﬂﬁu

a‘?uﬂauﬁtﬁﬂ?Tu‘!ums%’mhmﬂDirectInput

1. UY5emARus Directinput

2. imsarda DirectInput

3. dammsians iy

4. MmsoumaInmsnaily

5. @1 DirectInput LA AUNUIWAIING
1. Uszmadaals DirectInput

LPDIRECTINPUT8 input;

LPDIRECTINPUTDEVICES  keyboard;

1INAI9E 19U
: g ; '
* Input i1 object YD9 DirectInput

o
* keyboard 11 object U3 DirectInput Device

i3 Y
o s d . . .
2. iMsa$1a Directinput Tunouiiozilunsads Directinput 122 Directinput

Device

Gt 1DirectInput

DirectInput8Create (hInstance, DIRECTINPUT VERSION,
IID_IDirectInput8, (void**)&input, NULL);

/19314 Device

input->CreateDevice (GUID_SysKeyboard, &keyboard, NULL);

;ﬂllﬂﬂﬂﬁﬁ‘ﬁ"l«l DirectInput8Create()

~ HRESULT WINAPI Directinput8Create(
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HINSTANCE hinst ,
DWORD dwVersion ,
REFIID riiditf,

LPVOID* ppvOut ,
LPUNKNOWN punkQuter

WIS WADS
- hinst : Aunlsndedia lunsuismasihauey
- dwVersion : 13]1 version Y94 DirectX 1% DIRECTINPUT VERSION (f191491)

- riidltf : A5HANADIN5 19 A1 11D IDirectinputs WanodaldsWauuy ANSI nie
UNICODE

- ppvOut : Address fionana object Y84 DirectInput
o c:,'
- punkOuter : fnualidly NULL

o ar E
sUuunTlanGy CreateDevice ()

HRESULT CreateDevice (
REFGUID rguid,
LPDIRECTINPUTDEVICE *pipDirectInputDevice,
LPUNKNOWN pUnkQuter
);

wsiwes

- Rguid : (Slumsivuaainedl GIUD ¥84 Input Device 131988 Keyboard 19
GUID_SysKeboardf’!’Wﬂu Mouse 19 GUID SysMouse

- IplpDevicelnputDevice : Address ﬁé’nﬁq object Y84 DirectInuputDevice

- pUnkOuter : fmualidhi NULL

'
A o

{ievhmsad Device udade llisAdesiimssmuagaantaliiu Device fisn
£ o
a$19tudail

keyboard->SetDataFormat (&ec_dfdDIKeyboard); —
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o

fleriFu SetDataFormat ¥ mungiuuuvesdoyafisimen Device Tneldiaudsin
voad 181lszna 131y Direct Tnput Tufiiie1d ¢_dfDIKeyboard #1009 1515040321791
Keyboard uﬂﬂmﬂf:mﬁ’q‘l%’fhﬁuq'lﬁ%‘n 125

¢_dfDIMouse 3 UA1910 Mouse

¢_dfDIMouse2 § VA191N Mouse2

c_dfDIJoystick FUAI9IN Joystick

c_dfDlJoystick2 FuAIn Joystick2

o
o

E4 9 v
0 o a @ 1 o 1 [ CAl 1
3. Aammsihaug Tupouilszdesdemmshausuiuussginssineusy

keyboard->SetCooperativeLevel(hwnd, DISL,. FOREGROUND |

DISL_NONEXCILUSIVE);

= o ar o aA d 1 w A 3 4 a £
TR Iasn  (hwad) LﬂuuaummuTmmumwﬁmsﬂu Flag nasfugng
Cooperative Level
o o o ey . o 9 = Yar oo . A
HANINND TN UARNUTUUAUDI Device Ll.ﬂ'.]L‘i1‘ﬂ$ﬂﬂﬁliﬂﬂ1‘53’]3ﬂﬂiu Acquire LWE)U%I“H

Efq' Y o g 1
ﬂ'l‘i']JﬂﬂlﬁL'ﬁ‘lJﬂUTlJ'UﬂHﬁ LB

/5504010910 Keyboard

keyboard->Acquire();

o = d o . i o [
4. ewmanmanailu i1ezhmiSenldflaidu Getbevicestate WoIMTTUATIN

AT1TDU

/lanFuns1naeum9In Keyboard

void WINAPI ProcessKBInput()

{

/lsgmemingil KEYDOWN titensaaaeutfufinails ox80 (g1 16) wie'li
#define KEYDOWN(name, key) (name[key] & 0x80)

/1 Uszmedaals Array 9 buffer

char  buffer[256];

mimaua 131 butfer ioaziirlasvaeu




\
1500491 55

s,
"(10 ’J)f) 60
1 daifugnss Tlmaun QS4g

VasaymanicAransanenand aninendeanos

keyboard->GetDeviceState(sizeof(buffer),(LPVOID)&buffer);

if (KEYDOWN(buffer, DIK_RIGHT));

11 Fatjugnss Timadhe

else ifKEYDOWN(buffer, DIK_LEFT));

/" L%ﬂﬂ‘ilgﬂﬁi%ﬂ

if (KEYDOWN(buffer, DIK_UP)) ;

/ inifugnasag

else if (KEYDOWN(buifer, DIK DOWN));
}

5. MIAURUIBANNS gaR1ofio M5 Direct Tnput sazAnIvATINS

/1 nigamssudioya
keyboard->Unacquire();
/a1 object fiad ety
keyboard->Release();
keyboard = NULL;
input->Release();

input =NULL;
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b
as

' ' ' oodp o a
windianmnieonvimnuil hiviunanzdohddudiuthout au1s005110890 Flow Chart

uerasndam lumsiauny degali 3.7

Initialize variables

for game
\ 2
Check no
Time —
over
hydredScroll ballScroll :
yes 1YAre g Cro| i allscerol \ CIOCI\SCIOH‘
hydredScroll-- ballScroll-- clockScroll--
yes yes
no no no
YEsy
Check no
hydredScroll=—0 &&
ballScroll=0 &&
clockScroll=0 T
Initial scroll
v e A
Game Over Game Finish new

game

End

3171 3.7 Flow Chart usmandnmlumsiawiny
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1. ﬁiﬁ‘ﬁ”u CreateWindow ()

CreateWindow(

DWORD dxExStyle, rialnuuniiieang

LPCTSTR IpszClassName, class 1190391717 Register

LPCTSTR IpszWindowName, /11111 AT LTLEAI1 Title Bar

DWORD dwsStyle, AHATTHIS WA 19 N S_OVERLAPPEDWINDOW
Intx, AR windows 9IA0 T H I 39 1'1;1—-";1},11]![]']!_!@"1]! \

Inty, A1 windows 1A YaL R0 T 3

Int nWidth, AAIHNTINYDY windows

Int nHeight, AT 9109 windows

HWND hWndParent, v lliwidranan a1 la e haanansmuasih

HMENU hMenu, f J yoer A liidming il NULL
HINSTANCE hinstance, ol NsenainnIaaniia )]

LPVOID IpParam Additional Menu

2. MsIFuHan T Winmain ()

function WinMain

B O e T T e s s S e e e e e S S L O SO MR Y O I VI ek S e e S S S SN FO A N W SO S S0 S8

int WINAPI WinMain( HINSTANCE hinstance, HINSTANCE hPreinstance,

LPSTR IPcmdline,int nCmdshow)




. auinihuily class WNDCLASS 188 1adntie Windows

1/ ===== =
WNDCLASS wndClass: Mlsemadnils Tnsaad1a wadClass
wndClass.cbSize = sizeofl WNDCLASS); //chSize ﬂ:ﬁlﬁﬁ%mﬂ‘{lﬂ 4 WNDCLASS
wndClass.style =CS_VREDRAW|CS_HREDRAW:/i1111A71/1111class
wndClass.lpfaWndProc = WinProc; /A f}iﬂ"l"’ldfu{'ffl'li_'ﬁ AInaanugung Message
wndClass.cbClsExtra = 0; /Tl umasuaminen s uiniu sy class
wndClass.cbWndExtra = 0y/tilumissuamiton s i@ Tisy windows
wndClass.hInstance = hinstance; /hinstance: UM 1150091951830 19712

a !
wndClass.hbrBackground = (HBRUSH)GetStockObjcct(WHITE_BRUSH);
i A
wndClass.IpszClassName = "TestWin"; //1i 1 . 9 class Woa L1unsy
wndClass.lpszMenuName = NULL; /1§ 1] J. oLy
wndClass.hIcon = LoadIcon(hInstance,IDI_APPLICATION);
wndClass.hCursor = LoadCu rsm‘(hInstance,IDC_ARROW) >
wndClass.hlconSm = LoadIcon(hinstance,IDI_APPLICATION);
3 HIENAT T TIRIS 11U Teon (TR LA cursor (51107715) YD windows
hlcon A hlconSin 92N0URENTI IDI APPLICATION anninn/aen Idsail
DI WINLOGO
IDI_HAND
IDI QULESTION
/ IDI EXCLAMATION
[/ IDI ASTERISK
/1200717 Regoster Class




3, 71919 Windows
HWND hwnd;
MSG msg;
hwnd = CreateWindow(WS_EX_TOPMOST, "TestWin", "Window",
WS_POPUP,0,0,GetSystemMetrics(SM__CXSCREEN),
GetSystemMetrics(SM_CYSCREEN),
NULL, NULL, hInstance, NULL);
ShowWindow(hwnd,nCmdshow); /{11015 &AT windoyws ﬁn#’iﬁ SICRESITSERY

nCmdshow
UpdateWindow(hwnd); & vt J.'iui?u ARERLY
4 amsnoanyid messige
while(1)
{
PeekMessage ILATIVADLII Message 8011150 13)
if (Peeld\/lessage(&msg,NULL,0,0,PM_NOREMOVE))
{
CretMessase 2 1T UA0 T Message 31315
if (!GetMessage(&msg,NULL,0,0))
return msg.wParam;
TranslateMessage(&msg); /111 151118 Message
DispatchMessage(&imsg); /114 Message aoi Ll Window Proc
} else

{

3 Te aq e o 1 [ o
il Message 12 T lsunsniios1s iy nanmdaazas

}

- f ) ' e %
return (msg.wParam); /711171 wParam H1060030756571 anumasiaiga




3. mi‘lﬁ'«mﬁaﬁi‘f’u WinProc ()

LRESULT FAR PASCAL WinProc(HWND hwnd, UINT msg, WPARAM wParam,
LPARAM I|Param)
{
switch(msg)
{
case WM_DESTROY :
{
N30T
PostQuitMessage(0);
}break;
default s /011150549 case 111 DelWinProe 923801 A1 defaule 17
return DefWindowProc ( hwnd, msg, wParam, [Param);
}
}

5. M9 Initialize COM

IDirectMusicLoader8* g pLoader  =NULL;
IDirectMusicPerformance8* g pPerformance = NULL;

IDirectMusicSegment8* g pSegment =NULL;

1115 Initialize Com

int WINAPI WinMain( HINSTANCE hInst, HINSTANCE hPrevInst,
LPSTR pCmdLine, INT nCmdShow )

117713 Imtialize Com

Colnitialize(NULL);




[ Rk
714 Loader Object

CoCreateInstance(CLSID_DirectMusicLoader, NULL,
CLSCTX_INPROC, IID_IDirectMusicLoader8,
(void**)&g pLoader);

1'{'?" 14 Performance Object
CoCreateInstance(CLSID_DirectMusicPerformance, NULL,
CLSCTX_INPROC, IID_IDirectMusicPerformance8,
(void**)&g pPerformance );

an lUniing Initialize Performance L@ Setup the Syntliesize

g pPerformance->InitAudio(

NULL, # fvualiidu NULL
NULL, /1 dmua iy NuLL
NULL, / wswaa ulad

// Default audiopath type.Lﬂugﬂm_l‘Uﬁ’J blﬂlﬁﬂx‘lﬁiﬁ%lﬁﬂ
/[Stereo BAY Reverb

DMUS APATH_SHARED_ STEREOPLUSREVERB,

64, 1 314 Performance Channel
DMUS_AUDIOF ALL,  // §1luiii Synthesizer

NULL /I Audio parameters fnUa)y NULL(default)
)i

6. M3lnanlvldides

if (FAILED(g_pLoader->LoadObjectFromFile(
CLSID_DirectMusicSegment, // 9 Class Ty IDirectMusicLoader8
IID_IDirectMusicSegment8, // ID NdoImsiFonae

wstrFileName, / %ﬂll‘i*{f{ﬁﬁlziﬁ aa




(LPVOID*) &g_pSegment /@3u11)5 Pointer Moz 19919891ii0d0n13

D)

//Etror

return 0;

}

/AanD

7. mangaaulaeldiladdi Stop 0

g_pPerformance->Stop(

¥ ]
NULL, // vigan13tau segment NINUAT mtTime
NULL, // vigans (o segment state
0, /nvyaray

0 /1 Flags Minmsvigatau Inoviud
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