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ABSTRACT

This project is studying and developing a 3D game for Windows XP operating system.
Microsoft Visual C++ 2005 and DirectX 9.0¢ are used to develop this game. They have functions
to manage displaying system of images in 2 dimension, 3 dimension and input system from
mouse. Moreover Autodesk 3ds Max 9, Adobe Photoshop CS3 and Adobe Illustrator CS3 are
used to design character model, create 3D objects, fighting scene, design texture and button for
the game.

The cock fighter game is a 3D game which use artificial intelligence theory in fighting
system. Player will be act as a cock trainer. The main goal for this game is to train a cock to fight

and win in the competition.
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UINT SDKVersion
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115DA Present

HRESULT Clear(
DWORD Count,
CONST DAIDRECT * pRects,
DWORD Flags,
D3DCOLOR Color,
float Z,,
DWORD Stencil
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HRESULT BeginScene(); HRESULT EndScene(); HRESULT Present(
CONST RECT * pSourceRect,
CONST RECT * pDestRect,
HWND hDestWindowOQOverride,
CONST RGNDATA * pDirtyRegion
)i |
W13 903 luToa Present fmuaiyna vty NUL

g_pd3dDevice->Clear{ 0, NULL, D3ADCLEAR_TARGET,
D3DCOLOR_XRGB(0,0,255), 1.0f, 0 );
g pd3dDevice->BeginScene();
/f Rendering of scene objects happens here
g pd3dDevice->EndScene();
g_pd3dDevice->Present{ NULL, NULL, NULL, NULL );
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2.3.1 SEULGIMINTUBY 3 TR (3D Matrix Math)
Tuszuummninduuy 3 8 w2 lfums ndmesaofnaunssuumsaiianv 3p Taw
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veldfmauauniuney  World Transformation, View Transformation 4@  Projection

transformation

2.3.1.1 msudasszazhig (World Transformation)
fumsuasssuzifavesia TuaagszuzAfasi i uuummindves World
4 da 3 . . '
Transform BanAoMITMGUMLY M6 (translation), MIHYU (rotation), UAZMTR-VIY

(scaling) YWU1DY
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+Y object and coordinates

U 2.1 uansdreddnquazinauesing
*+Y
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+Z +X
Local coordinates
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World coordinates

q1fi 22 usmsmsulasiagaag ifAsSe (World coordinates) Tnefumséoing

-y LY avé 51!' =oer 9 . A ¥ )
InsiaaInnAaveIagUBIRIY Wnrdou (local coordinates) maaq‘luizuuwnmﬂ

2.3.1.2 N9 IMHINADA (View Transformation)
View transformation umfloudumiavesndes doyaniemiedn q Amileudieh
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ndeanin 1y vienSouidnuaueasiiiuas s Tan 3 48 (M lusenmnuaasium)
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+X View coordinates
+Z

+Y

z
World coordinates

U 2.3 nansdumisRfinves view
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V=T-RZ-Ry-Rx (2.1)
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. . . 4 1] o .
(translation matrix) 62 Rx {9 Rz 71D matrix manyuiie 19 10Han1shideans (rotation
. & ! v . A & 4 '
matrices) 4 140 nmsmiduimundudiamasuiu dawaumsdaomiufesumia
VINUAU x >y -> 2
| > e A o 1 .\ .
Tu Direct3D WuiithandumogiomienismuIna view matrix 1 1Az ILnd Ay
Tasdmus 3 A1fe
1. dumisndeq (eye) [x, v, Z]
|
2. ypiindoeuns (look-at) [x, y, ]
o ° ] |
3. ATINBENUBINGBY (up) ITUNATSOEAYUARILAT vector [x, v, 7] ndDef liBes
- SX 4 . &
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] 3 J [} w A
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»
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a . . . F ] o w 9 o
3. Vector firAXD4 (view-direction) ifFvumiloutitaunu z mivesdwvnnimgds
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nazey Idnuauiduesiis 3 vector v

1017 1 miaiufe (x? + y? +2%) =1 (I8dlusname)

» ¥
2. 114 3 Vector Inan1sasnindu milounnaunilulan 3p

v
Vector u, v, n frudunanded ¢ Wnldlu view matrix 14a9il

Uy Vy ny 0
Uy vy ny 0
u, vy m, 0
~(u-c)y —-(v-e) —(nc) 1

2.3.1.3 Projection transformation
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Lag Orthographic

] w | P v A
1. Perspective Projection MUY Perspective Ao #irtiunmileufianiiu telnaagezt

quinas fiudy

UM 2.5 LAAIAIBENNTNILIY Perspective

, .
2. Orthographic Projection §1M5UAMILY Orthographic iuTaglndInasdineguvindy

51 2.6 uaRIFIBE NN MULL Orthographic
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wuLABszuLRfaiiady (Lefi-Hand Coordinate System) HagszuuUfinailaud (Right-Hand
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qfi 2.8 umasszuuRfiaiioun
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51}# 2.9 uansszuvfailadhy

TaoilsnAudage Vertex lilldisgnoudaogafifaluunu X, unu Y uagunu Z (e
ptadrams e iniusii bioezadiethg 3 dalulan 3 HAldedweysel ud
sznavdines 159 ﬁnﬁa‘nuafiw‘?aﬁuﬁ"mié’aammmsnmsﬁaenﬁ‘lﬁﬁuazﬂuﬁﬁmms
al¥ uiTaodnInajudr aidezidh Direerk mie OpenGL feeildnunzafwfumitiaiy
Quntlonosziiusmavesiag lundazgn Vertex (diffuse color 130 specular color) sfifA
YOIMIRAIY (Texture) T9zale (Mapping) a1 llundag 3 TadeiSund) Texture coordinate i®
Ata UV (w5l uuaz v Tumsssymumia)

AmMSUMIIMNUAA Vertex 489 DircetX 9z ldmannmisdeaiy OpenGL YA
Flexible Vertex Format (FVF) ﬁw‘ﬂu‘[ﬂﬂﬁ%":ﬁaqaﬁﬂzuan DirectX 'imﬁas]ﬂ Vertex
Uszneudaudamlszousy lsthe Taonadmuasneiiliud FVE dedaetn

#define CUSTOM_FVF D3DFVF XYZ|D3DFVF_DIFFUSE|D3DFVE_TEXI

fi1 CUSTOM_FVF Li'lu“i"imlmfhmﬁﬁﬁ"l%ﬁ‘luﬁﬁmummifum dust flags #199 RTN
shudlusnefiit Direetx fmuaViliediudadmundn Vertex wilsq dszneudas
oz151he Fegldezdonimndmuadniilave Flags Hudinrmmnedail

D3DFVF XYZ (Humifmualiyn Vertex 1sznoudan afiin X Yoz Z

D3DFVE NORMAL  ihumsfmualiyn Vertex Uszneudassififia Nommal Haszdea
ki dnnasuasiiannsznuuiag

D3DFVF DIFFUSE  iflumsdmunldyn Vertex 1s2nouduma Diffuse

D3DFVE SPECULAR umismunldyn Vertex tsznoudoa® Specular

D3DFVF TEX1 9 D3DFVF_TEX8 ifumsdmualign Verex dsznoudasiifing u

4o o d v
uog v daffudwmisvesasnasieglzaluning
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#define CUSTOM_FVF
D3DFVF_XYZ|D3DFVF_NORMAL|D3DFVF_DIFFUSE|D3DFVF_TEXI1

strct Vertex

{
ficat x,y,z; // D3DFVF_XYZ
float nx,ny,nz; // D3ADFVF_NORMAL
DWORD dif; // D3DFVF DIFFUSE
floatw,v; //D3DFVF TEX1

I8

I 3o

struct Vertex

{
D3DXECTORS3 Position; // float x,y,z;
D3DXVECTOR3 Normal; sp; // float nx,ny,nz;

Z

2.3.3 mufananiosing 3 fidlasly Matrix (3D model transformation)
dl = ey 3 1 d ol oy
suvyvesmsnloulasluTon 3 idmuaunsaminsafasunlavesing 3 49
ponlu 3 LUUKANY A
A o 1 . 'ﬂ P o ' o an A
o Mmandouiofme (Translation) Hlumsasuasdumisveddng 3 liniie
iHsufugaiiia (Origin) 14 world space
14
«  MISMYY (Rotation) Wumsnyuiag 3 TAseuUNUTNNAT 3 UNY ABNSHYUSBY
wny X (umsvguluioueu wihlilndmsendsldmin mavygusouunu ¥
¥
@hmsmpulunags Soldvamdvnlilde) wasasmuseuunu z iums
v ] b4 =) 3/
wyulumueusuiusamyuon drelivamievanhld)
9
o mstSuvnn (Scaling) Wlumsiivunaliunings Tavaluuwunu X, Y uas Z
"y | P o @ 1A i d =5
Taganfeon1 1.0f vunedansaavina lumanduduminnnin 1.of Aesnnuig

flunsvnovinalduning 3 1ia
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2.3.3.1 madFuvmnavesing 3 A
¥ 1
Iunsfuvunavesiag 3 dausuidyansuilludaluneudun  esdes
14 ¥
Smuaninaluuny X, Y uaz z Taumiidhumationuinuuy float Taganieundn 1.0f (0.0f -
=2 o Voo ] Y 1
10D nnedamsanuuta lumandudusimand Lof wilumsvnuvinalaunginse 3

1 4 ¥
ie feiudmslusnmiuivdanidaeg Aedlumagqu Amdaluumniug veea

3
Yo o

o 1 oo @ a w o
Vertex fuamnlflsuvinaluunupeanu Feduiowilu code Tupun € oz'ldnail

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

{
VertexBuffer[i].x = VertexBuffer[i].x * scalingX;
VertexBuffer[i).y = VertexBuffer[il.y * scalingY;

VertexBuffer[i].z = VertexBufferli).z * scalingZ;

- v . . ;I 1o 4 ° J
Wo scalingX, scalingY, (1a¥ scalingZ LU U HAYHIREIT IR UAIULRE
ﬂ ¥ Jz:ldy as ' o Ad § 14 o a
VertexBuffer (iunadineing lUdmmwanuiifudoyouesga Verex 10713 dmiu

o o w aa
Hatsunt1flunsUSuvnavosing 3 Gy DircetX fio

D3DXMATRIX * D3DXMatrixScaling(
D3DXMATRIX * pOut,
FLOAT sx,

FLOAT sy,
FLOAT sz

o 'dv ar LY 4 o Y
pOut fowadineifia liafaunlilnssadredoya DIDXMATRIX ilunadnineiduiies
Ausndun

1 3
sx , sy Uae sz Avsnimuaviavesiag 3 aalumounu X, Y uas 2
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2332 manfeniudumisesing 3 i3

lumsindouthodumisuosiag 3 ﬁﬁﬁ'm]mzﬁmﬁmuﬂﬁ1umiﬂmi“lﬁudi’anfq
unu X, Y uag Z 1 World Space Tautsndudamnistlilddmuadumisliuning 3 i
DirectX ﬂzmm'hf}mﬁz“lﬁi'ﬂmfuﬂg”luﬁnmﬁ:ﬁ;ﬂf’iuﬁﬂ (origin) SasirfinaTuunuiia 3 upu
@ o.0f (Qﬂﬁ'ﬂﬁﬂﬁﬂi}ﬂﬁﬁﬁmﬂu‘ﬁ’:ﬂ 3 unuihe 00 FeitdegaRenatsves World Space
yhuea) ﬁﬂ?quf’hmsmﬁ‘aué’wﬁumﬂeﬁ"uﬁnﬁ'nmi:iwq Arediumsunmfidaluunu

3 @ 18 ] 1 = o A = ﬂ 3 o o
Y v8ega Vertex Aumdnmielmilunufuriudduiiomiiu code Tuamn c v lddai

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

{
VertexBuffer[i].x = VertexBuffer[i].x + NewPosition.x;
VertexBuffer[il.y = VertexBuffer[i).y + NewPosition.y;
VertexBuffer[il.z = VertexBuffer[i].z + NewPosition..z;
}

iilo NewPosition Hummnavesmumislnaivesing 3 1iAlu World Space unz
¢ Sdeddw e o A d v ¥ o u
VertexBuffe  (iluradinoina llfmihonnuiiidudoyavesn  Vertexonld dmiy

U’l:l l:i : ° 1 o oy s
HarFunldluninnasudodumisvesiag 3 1idly DirectX o

D3IDXMATRIX * D3IDXMATRIX Translation(
D3DXMATRIX * pOut,
FLOATx, FLOATy, FLOAT:

] =)

o H o 4 ar P o
pOut Aowedineina WdwaunlsTaseaindoyn DIDXMATRIX FenadninHendudiosiu
MAGUN

x, y oz z Aodwmvelmivesing 3 @1y World Space

2.3.33 msnyuvesing 3 iR
¥
mswyluTan 3 fidves DireeX Wuiifaoiu 3 uuufenyuluuwaunu X wiyuly
3 ] 1
wwauny Y wazvau uusanny Z psmpniuguasdesimamulliosuny Redduild

-] g e ping . . - A
Tunsfnamsvyuuesiag 3 Al DirectX Aiv D3DXMatrixRotationX Fatlumanyuly
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WNAUX D3DXMatrixRotation il uianstufigneasmsvyuluuuunuy
. v Ao 4 ) o
uag D3DXMatrixRotationZ Euflsdduidnoummmpuluniune 2 Fwandinesves

P g - ar M
Handung 3 Hozmilounune

D3DXMATRIX * D3DXMatrixRotationX(
D3DXMATRIX * pOut,

FLOAT Angle

pOut ﬁﬂwaﬁmai’ﬁ%"'lﬂﬁaﬁjuﬂﬂﬂsqﬁ%’m’fﬂga D3DXMATRIX Ferndninfadanufiosiiu
AN

Angle  fomuiivsdoaulauih radians  Feordmuaiuosn1dlaoldgasnldon
ey radians  fie pem* A (Pi) /180 wieewldiuseavin  D3DX

library D3DXToRadian

ﬁ'ﬁ:lo

2.4 vanmatygnuszAugiihanlglunu
= ¢
241 anmneveatyaniyszhvg
< o o
teyanilazfivg (Artificial Intelligence) 130 1010 (AT) ManodsnNunatadionfiad
J LR = a o A& = = =
T WiiFia daambefviduavmitidudinonmsaouiinned uazinanssu
[ "o =] o’ ) ' =) ar M A a P
dhuvdn  wddssnfamai ludmdugendainn S wiedainen  Fewn
o o = = u = o W
Hygnlszaviiiunmssoudinudunssuumsmsia msnsedi msldingua msdSuda
o
wiemseru uazmsiuvesaues withdadniniiuandnluinomneuRimes
1 a v Jdv 9 ar A & o
uAnUIRAAIEY 8618 Iurdasi lauisinns diuljuRudnenaEe o9
fyamlszAugezalsznendau Performance, Environment, Actuators, Sensors ¥38
1
P.E.A.S. lnsudazethsiinnudifyasil
el b =y = ‘; A = ]
- Performance (JumM3inrzAulszansamessdsnilygnilssavg 16vael
= = - LY
- Environment Taandennilygmlseav 1 iiludoyalumsdadule
] 4 o o o
- Actuators ihudiilgamlssavg1dlumsnseimSeuansoen

) i a o g Y 4 w o
Sensors AodanilyylsyAvg ldiensSudeyadwniodadule
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=y =y é ar 1 _ay
FuwvesilygniszAugumng Faamsosautiseonilu 4 Ussianlavuesly 2 1
Aun
‘ [] F-Y P L) a4 a o o oy P 9 a Ao ] 1
- symin dewivhuszuiBounnged fy Gowinfussuuiissuuniivgua el
o o,
utudeanilouuyud)
_ senis sinufinimnuaasiundn fu doeiniunseseduiundn
logiiuauIundng vea Al ﬂzﬁumﬁﬂiuzﬂﬁu’l’umanmﬂunﬁ’n 1HBI9INMT
e as '3 '3 [ o
Al lisegadlFudlam  hiduiudeserfvorsuoinionnuidnueyud edwlshn
= al: L ar o a 3 1 et ] = = ar ]
fiowie 4 i'ldeeiu Tasruysel dowma 4 manlidausunmuineanuey
HowAInane
{a d . .
1. ‘szuuﬁﬂﬂmﬁ'auuuuu (Systems that think like humans)
A - o q ¥ o o W A w
1. Al fie anunoiny lnusuihdudunozimldneuiunaianld ... inToeins
c:.d a L] 9 Y o
aalygrediasuiuazness
2 = ad [ as - o [ o o
2. Al fio nalnvesjienssuinerdesunfiauysd By midadule ms

uddlam msifuul

2. ssuuﬁnssﬁuﬂﬂauuum‘l (Systems (hat act like humans)
= Y ar 4 o a5 2 ar A
1. Al fio Smvesmsahansesdnsimauludisedvilyguienselay
o
wyud
ad o ] o o a 4 o ] u’:

2. Al fie madnmnIsmIneuiamesnsshludsmngudi iddndluvaeiv
3. izﬂﬂﬁﬁﬂﬂd]ﬂﬁ!ﬂﬂﬂﬂ (Systems that think rationally)

L. AL fip nsanuanuannso ludmaailyan Taonsldluaamsdoy

a ag ® = a 3 °
2, Al 7D ﬂ'liﬁfmﬂﬁﬂ‘l‘:’ﬂ‘lu’lm‘nﬁm]iﬂiﬂf thﬂﬂﬂﬂﬂ Haznign

4. szUBhinIzetslimegNa (Systems that act rationally)
a da & Sl
1. lygnilszRugnonsfinuuiossnuuuewuaiiyg

] o “ [] ] ] J
2. Al AvadestungAnssuinansilyan Tudefungudadniu

2.4.2 ssvuduamlssfugilsluny
a  dA o o o ]
seuvilggnissaugnlflunuezdunmsdedule uasudleilguidmsunisaedlu
3 = ar a ﬂd'l sio 9 é = ]
yugiiue TNIeRNLULAT Agent hmouaussnmivldReulehdmuald FauSenn ms

. fl‘l A 14 M o ' [
ADUAUDIILL Simple reflex agent | u531J1Jﬂ111‘ﬂﬂ1:i‘J'Nuﬁuﬂiilﬂ‘l'rmﬁqmﬂﬁmtﬂ'] uae



22

T A'Ltlw

v
fnms'nmmJﬁuaMﬂﬂmwmnﬁ'ﬂu“lwmsﬁu 'J'Iﬂ’]iﬂ$ﬂ5$ﬁ1lﬂiu1ﬂﬂﬂﬁﬂ1mﬂ15ﬂluu moln
o
-

1 ) -
arofinnena Agent 199 dmsugiluuuianFunsiaues Agent iuuans1ddal

Function SIMPLE-REFLEX-AGENT(percepr) return action
Static: rules, a set of condition-actions rules

State <- INTERPRET-INPUT(percept)

Rules <- RULE-MATCH(state, rules)

Aection <- RULE-ACTION[rule]

Return action
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