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NpeaucnoBue

C camoro Hayasia He0OXOIMMO OTPEeTUTbCS, YTO UMEHHO OyAeT paccMaTpUBaTh-
cs B JaHHOM kHMre. HecMOTpsl Ha TO, UTO B Ha3BaHMM MPUCYTCTBYET CJIOBO "Urpa',
MOJHOLGHHYIO WTPY Mbl MUcaTh He OyJeM, MOTOMY YTO AJIsi OTOro MOHaA0OUTCS
JOCTaTOYHO OOJblIas KHUra WK JaXe HECKOJIbKO KHUI 00BbEMOM TMPUMEPHO B
1000 ctpanuu. B xuure Ha 300—400 cTpaHuilaX MOXKHO OMMCATh TOJBKO CaMyO
MPOCTEHUIIYIO UTPY ONPEAENEHHOr0 KaHpa U ¢ MPOCTeHIIMMU rpadMueCKUMHU BO3-
MoOkHOCTsIMU. Ho He 3To Hawa uens. Hama uenp paccMoTpeTh HCHONb3yeMble
TEXHOJIOTHH, TOHITH MPOOJIEeMbl, ¢ KOTOPBIMU MOXET CTOJKHYTBHCS pa3paboTuuK
JBHIKKA UTPbI' ¥ 3aJI0KUTh Oarak 3HaHWii, KOTOPbI MPUrOANUTCS BaM B OYAyLLIEeM.

51 mor Obl HanmKcaTh MPOCTYIO UTPY M paccKas3aTh B KHHUIeE, KaK 3TO ObUIO CHeNaHo,
HO OT Hee TOJIKy OynaeT Majo. HamHoro uHTepecHee, eciy Bbl CaMH CO3JIQINTE UTO-
TO CaMOCTOSITENIbHO, a JIaHHasi KHUra MOMOXKeT BaM cliefiaTh 3T0. Mbl paccMOTpyUM
OCHOBHBI€ MPOOJIEMBbI, C KOTOPBIMH Bbl MOXKETE CTOJIKHYThCS, a TIpeBpallieHre Koaa
B MOJIHOLIGHHYO UTpy OyIeT OejIoM TeXHUKH, 3HAaHUH U YMEHUH.

Ecnu uecTHO, TO MOMYJIIPHOCTD UIPBI 3aBUCHT OT TpaguyuecKrX BO3MOXKHOCTEH He
6onee yuem Ha 30%. MoKHO MpUBECTH Maccy MPUMEPOB, KOI/Ia UTpa CTAaHOBUJIAChH
TIOMYJISIPHOM, a UCTIONBb30BaJla CTApUHHBIE rpaUecKre ABMKKHA U TEKCTYpPBI TUIO-
xoro kadectBa. Hemapom naxke B Te BpemeHa, koraa Ha PC y)ke Havan Bl1acTBOBaTh
Wolfstain 3D, mbl mpogomkanu Ha paboTe packiaablBaTh MPUMHUTHBHBIN TeT-
puc. [IpoxoasT ronsl U MOSIBISIOTCS 0ojiee KpacuBbIe UIPbl, HO a)ke BO BpeMeHa
Half-Life mbI ¢ ynoBoibcTBHeM packiaabiBaeM juHuM (Lines). Camoe riaBHoe B
Urpe — 3TO CIOXKeT U reimruieit (I eimnieti — 3TO CyIHOCTh UTPbl — JUHAMUKA,

! leusicor uzpui — wabop yHKIMIt UTM KTAcCOB, KOTOPBIE MPETOCTARSIOT Pa3paboTUNKy BOZMOK-
HOCTb CO3J1aBaTh UrpOBOi MUp. Yalle BCero B JIBIKKE pPealn30BaHa BO3MOXKHOCTb 3arpy3KH, XpaHe-
HUS U 0TOOpaKeHUs 0OBEKTOB UIPOBOIO MUPaA, UCKYCCTBEHHBIM MHTEIUIEKT, BO3MOXHOCTH CETEBOTO
00OMEeHa TaHHBIMH, MOJUIEPHKKA MY3bIKU U 3BYKOBBIX 3()(EKTOB U T. 1.
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ynpaBjieHHe, pa3BUTHE, OT KOTOPBIX 3aBUCUT UHTepec Kk camoil urpe). Eciu B urpy
MHTEPECHO WMrpaTh, TO OHa OyIeT MOMYJSIPHOM W Yalle BCEro 3TO HE 3aBUCHT OT
rpadyKu, ¥ STOMY €CTh MHO>KECTBO MOATBEPHKACHUIA.

CroxHOCTh rpaMKu — 3TO BCEro JIMIIL BCIIOMOraresbHas COCTaBJIAOLIAs, HO
3aTO Kakas MpuUsATHas JUIs Urpoka U MHTepecHas g nporpammucra. Co3naBaTh
KpacHByIO rpadMKy UHTEPECHO, U CMOTPETh Ha Hee MPHSTHO.

CavikoM ciioxHas rpaduka MoxKeT Ha00OpOT OTPULATENILHO MOBJIMATH Ha MOIMY-
nsipHoCTh Mrpel. Ecnu ans GopmMupoBaHusi cueHbl HEOOXOJUMO CIIMIIKOM MHOTO
NPOLIECCOPHBIX PECYPCOB U [UIA €€ 3aIycKa TpeOyeTcsl KOMIIbIOTEpP, CTOMMOCTBIO B
$3000, To urpa HMKOrAa He CTAHET MOMYJIAPHOM, TOTOMY YTO TAKUMH KOMIIBIOTE-
paMu obJanaroT eIMHULBI M He (akT, YTO Bce OHM 3aruiaTsT 3a Ball Tpyd. A eciu
clIeNaTh Urpy CIMIIKOM MPOCTOM, YTOOBI OHa 3amyckanach Jake Ha Pentium c yac-
toroit 100 MI', To Ha Takyto rpaduKy HEBO3MOXHO OYIET CMOTPETh M C BEpOSIT-
HOCTBIO B 99% Takyto Urpy >KAET MOJHBIN NMpOBajl, ecil HEeT CYNepyHUKaIbHOTO 1
CYTEpPBEIMKOJICITHOTO reimruies.

Benukoe uckyccTBoO — HallTH MaeasbHOE COUYeTaHHWE MPOW3BOAMTENBHOCTH U Ka-
yecTBa M300paskeHUs. TyT MPUXOAWTCS MPUMEHSTH BCE BO3MOXKHBIE allTOPUTMBI
ONTUMH3ALIMK W HEpeIKOo Hy>KHO oOpamarbcs K MCKyccTBY XakepoB. Her, s He
NpHU3bIBal0 Bac MHUCaTh UTPy Ha sA3bike accemOiiepa WM Aa)ke B MAlIMHHBIX KOAAX,
yToObl OHa OblTa WAEANBbHO OBICTPOW, HO HaJ ONTHUMH3ALMEN MPUAETCS XOpolle-
HEUKO MOIyMaTh.

Ha npotsxkennun Bceit KHUrM Mbl OyJeM nucaTbh NpOCTON ABMKOK 3 D-urpel, a Tak-
)K€ YUUTbCS CO3[aBaTh pasinuyiHble (P(eKTsl, KOTOpble B COUETAHHH C XOPOLIMM
refiMIieeM MOTYT cZeNaTh Bauly WMrpy miefaeBpoMm. Jla, HapaOoTKH, KOTOpbIE MBI
HanuileM, MOTYT MPUTOOUTHCS BaM B OyAyLIMX MPOEKTaX, U Bce K€, MX HEeNb3s
Ha3BaThb WAEAJIbHBIMU.

B npoepammuposanuu nem npedena cosepuieHcmsy, HO K HeMy HeobX00uMmo
cmpemumycs. Ecny Takye clioBa ellie HUKTO He TOBOPHMII, TO 3alMIIMTE WX Ha MOM
cuer ©, MOTOMY YTO 3TO peabHOCTh MPOrPaMMHCTA.

O yeM 3Ta KHUra

Wrak, naHHas KHUra mocBslleHa CO3JaHWIO rpadMuecKoi 4acTH WUrp, a TOYHEe,
ONTUMM3ALIMH, rpaduueckum 3dexram 1 aJropuTMam pean3aliy KIacCHu4ecKux
3aja4, KOTOpble BCTpevaloTcss B Urpax. Jns wuiocTpauuu npuMepoB Mbl Oynem
UCIIOJIb30BATh S3bIK MporpaMmupoBanust C++ u rpaduueckuii naker DirectX.

Kakoe oTHoleHHe MMeEIOT Xakepbl K uUrpam U rpadudeckum s¢pdexram? Jleno B
TOM, uTO rpaduyeckre 3pdeKThl MOMYyUUSIM pacpocTpaHeHue UMEHHO Oiaroaaps
xakepaM. IMEHHO OHH, ¢ TIOMOILBIO OeMO-poilK08 — HeOOIBIINX MPOrpamMM, KO-
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TOPBIE UCTIONB3YIOT CKPBIThIE BOBMOKHOCTH KOMITbIOTEpA JAJIsl CO3JaHUsI KPACHBBIX
rpadpuuecknx 3¢ ¢exToB. HekoTopeie mporpaMMHCTBI, NOMAB B MHUP AEMO-CLEH
(demoscene), MpoIOKAIOT COBEPIISHCTBOBATh CBOM YMEHMs Ha OOIIECTBEHHBIX
Havajiax WM MPOCTO YXOAST B APYTYIO 00J1acThb.

Ecnu He ¥MeTh MOCTOSHHOTO MCTOYHMKA JI0XOJa, TO TaKHE MPOrPAaMMUCTBI JIOJTO
He Jiep)Katcsl Ha clieHe (He paboTaloT Haj co3laHueM poinkoB demoscene), MOTO-
MY YTO CO3/1aBaeMble POJIMKH HE MPUHOCAT A0X0Aa. MOKHO TMPHUBECTH TOJBKO
eIMHUYHBIE CiTyyae, Koraa co3zaaTesb 3Gp(eKToB U pOJMKOB MOJIy4YHII 3a CBOIO pa-
OOTY JIEHbIH, U K TAKMM CITy4YasiM OTHOCSITCS:

O nobGena Ha KOHKYpCe;

O nonyyeHue 3aKa3a Ha CO3/IaHUE POJIMKA OT KaKOW-HUOYIb (pUpMbI, Hanpumep,
JeMO-POJIMKM OY€Hb YacTO MOKHO BCTPETHUTH Y TakMX KommaHui, kak Nvidia,
ATI u np.

[TostyunTh 10XO0OA OT JIFOOUMOIO Jelia CIOKHO. A Bellb HYXKHO KaK-TO KyllaTh ca-
MOMY M KOPMHUTb CBOIO CEMbIO, eclii OHa cyiecTByeT. Ceds MPOKOPMUTH Ha MOCO-
Ous mo Ge3pabotuiie B EBpore U mratax MOXKHO, a BOT CEMbIO MPOOJIIEMaTHYHO.
PaGotath re-To U napajuie bHO 3aHUMATKLCS CLEHOW CI0XKHO, TIOTOMY 4TO rpadu-
Ka OTHUMAeT CJIMIIKOM MHOTO BpeMeHU. MMeHHO Mo3ToMy MHp J1eMO-CIEH
(demoscene) MpUHAUIEKUT MOJIOJILIM, M Yallle BCEro He paboTaroum pedsram.

UtoObI ocTaThCcsl B MUpe TpadKU U MOJTy4aTh 32 CBOIO paboTy 3apIuiaTy WM ApY-
rOro BUJA JIOXOJ, HEPEeJKO MPOrpaMMUCTBI YXOJAT B MHUP CO3JIaHUSI KOMITBIOTEP-
HbIX Urp. UMeHHO Tak MOXKHO MPOJIOJIKATH OTTAYMBATHL MAaCTEpCTBO B cdepe rpa-
(ryecknx 3pPeKToB, 3aHUMATHCS JIFOOUMBIM AEJIOM W TOJIydaTh 3a STO JICHBIH.
DT0 MeuTa JIFoO0ro 3eMJITHUHA — 3aHUMAaThCs CBOMM JIFOOMMbIM E€JI0M 3a JI€HbIU.

Moe MHeHHe, YTO XaKepbl, KOTOpPble HAYMHAIUA CBOIO MPAKTHUKY C JIEMO-POJIMKOB,
OYEHb CHJIbHO TMOBJHSIM HAa MHP KOMIMBIOTEPHBIX Urp U Gnaromaps uMm rpaduka
CTaHOBHTCS Bce Oonee peanncTuuHoi. KoHeuHo ke, He XakepaMu eIMHbIMU JKUBET
KOMIbIOTepHas rpaduka, U eCTh MPOrpaMMHUCTBI, KOTOPble HUKAaK He ObLIM CBs3a-
HbI C JIEMO-CIIEHOM, HO 51 JIyMaro, 4TO GOJIbINIMHCTBO M3 HUX BCE JK€ YTO-TO HUCTIOJIb-
30BaJId M3 MHPa XaKepoB.

Bonee noapobHo 0 nemo-cueHe u o rpaduueckux 3pQeKTax B pOIHKax Bbl MOXKETE
y3HaTh U3 KHUT [4] unu [6] ("DirectX u C++. MckyccTBO nporpaMMupoBaHus” u
"DirectX u Delphi. MckycctBo nporpammupoBanus”. — CI16.: BXB-IletepOypr,
2006). Ecnu BBl MX He yuTalu M Malio 3HaKoMbI ¢ DirectX u ee 9-it Bepcueit, To
PEKOMEHIYIO MPOYMTaTh CHaYaja UMEHHO OJIHY W3 3THUX KHHUT, B 3aBUCHMOCTH OT
3HAKOMOT'O BaM si3bika mporpammupoBanus — C++ unu Delphi. Jleno B Tom, urto
KHHIa, KOTOPYIO BbI JIEpXKHTE celyac B pyKax, SIBISETCS CBOEro poaa MpoaoJiKe-
HUEM 3THX KHHT, 1 0oJiee rTyOOKO Morpyxaer Hac B MUP KOMIbIOTEPHOU rpaduKu
U cosznanust 3pdexTos.
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S Oyny oudeHb YacTO CChUIAThCs Ha KHUTH [4] U [6], KOTOpbIE OMUCHIBAIOT OJTHU U
T€ K€ MPUMEPBI, TOJILKO JJIsl WITIOCTPALlMU UCTIONIb3YETCs CBOM S3BbIK MPOrpaMMu-
poBanus — C++ unm Delphi. Het cmpicna mokymnaTh cpa3y /IBe KHUTH, BO3bMHUTE
TOJIBKO OJTHY, UCTIONB3YIOILYIO TOT S3bIK MPOrPaMMHUPOBAHUS, KOTOPBIH BbI 3HAETe.

YTO HY)XHO 3HaTb

Jlns noHMMaHWs JaHHOW KHUTH BaM MOTpeOytoTes 3HaHus s3bikoB C++ u DirectX.
[Tpuyem rnmy6okMX 3HaHUH s3bIKa MporpaMMupoBaHus C++ He Hy>KHO, IOTOMY YTO
B paboTe ¢ rpadukoil Mbl NpakTUYecku He Oyaem ucrnofbzoBaTh MFC. B ocHOB-
HOM HaM MOHaA00WTCs MaTeMaTHKa, LMKJIbl U YCJIOBHBIE OTIEPaTOpBbI.

A Bot DirectX skenarenbHO 3HaTh XOPOLLIO, B TOM HMCIIe W paboOTy ¢ Lielaepamu,
Onaromaps KOTOPbIM MOXKHO TOJy4MTb HauOosee peanucTuuHble 3ddexTsl. Bee,
4YTO HEOOXOAMMO 3HaTh U3 naketa DirectX, onucaHo B kHurax [4] u [6], u eciiv BbI
MX YUTaJIHU, TO C MOHUMAHUEM 3TOW KHUTM BOMPOCOB HE JIOJKHO BO3HUKHYThH. Te
BOMPOCHI, KOTOPbIE HE paccMaTPUBAJIMCh B MOEH MEpBOil KHUre Mo rpaduke, 31ech
OyayT ocBellleHbl O4eHb NoapoOHo. [TomydaeTcs, 4o Jydine Bce ke KyMnuTh 00e
kHuru. [lanHas pabota siBisieTcs Kak Obl MPOJOKEHUEM MOEH nepBoi paboThl Mo
rpadpuke — "DirectX u C++. UckycctBo mporpammupoBanus” u "DirectX u
Delphi. MckyccTBo nporpaMmmupoBanus’.

Y710 He BOWINO B KHMry

st cozgaHus MoHOLIEHHOM UIpbl BaM HEOOXOIUMO:
pa3paboTath cLeHapwuii;

CO3/1aTh UTPOBbIE YPOBHU;

HapUCOBaTh TEKCTYpbl 00BEKTOB;

cMoIenupoBath 3 D-00BEKTHI;

aoaaaaqf

HanucaTh My3bIKY U 3BYKOBbIE 3()(QEKThI.

OTO He MOJIHBIM LMK CO3/1aHUsl UTPhl, HO 3TO BCE M TO, YTO YMYLIEHO B CITHCKE,
paccmarpuBatbcsi He OyneT. Mel OyaeMm pa3OupaTb TOJBKO IpadMUEcKyro HacThb
urpbl, 3pQeKTsl U ONTUMHU3ALMIO, T. €. TO, YTO MOXKHO TMO3aMMCTBOBATh U3 MHpPA
XaKepoB M UCIIOJIb30BaTh B Urpax.

BnaropapHocTH

E,HI/IHCTBCHHOG, YTO YUTAKOT KE€HA U POAUTEIIM B MOUX KHUTaX — 6J'IaFO,Z[apHOCTI/I.
I[a, poauTein Oollbllle HUYEro 0cod0 U He MOHUMAIOT B KHHUTax, a >K€Ha HE 0cobo
nbITaeTCa. JTO XOpowo, MOTOMY 4YTO €1I€ OAUH NPOTrpaMMHUCT B CEMbC 6y,[[eT CEpb-
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€3HOM mpobiiemMoii. Sl naxe He Mory cebe MpencTaBUTh TOT mpoiiecc. S xouy mo-
67arogapuTh MX 3a MOMOIIb U MOAISPIKKY, AaXKe HECMOTPSI Ha TO, YTO KOMITBIOTEP
OTHMMAET Y MEHsI CITHIIIKOM MHOT'O BPEMEHH.

bnarogapro Bcex, kTo moMoraeT MHe B paboTe: COTpYAHUKOB m3aaTenbeTBa "bXB-
[leTepOypr", penakTopoB, npy3eH, COTpyAHHUKOB KypHana "Xakep" (ocobenHo Jlo-
30BCKOro AJIeKCaHApa, PEeLeH3MH KOTOPOro HaxXoIsATcs Ha 3agHeld OONOKKe K
OOJNIBLIMHCTBY MOMX KHHT), BceX Apy3el mno caiity www.vr-online.ru u npocro
BCEX, KTO MEHSI 3HAaeT U NPU OTOM XOTsl Obl He HEHABUIIUT © .

Ecnu y Bac BOBHUKIIM BOTMPOCHI TIO KHUTE WIIM MPOCTO TMOXKETaHus, TO 51 BCeraa oT-
KpBIT k o0wwenuto. [Tuinnre MHe Ha anpec uzgarenbcrsa mail@bhv.ru iy nyunie
3axoauTe Ha Qopym caiita www.vr-online.ru. OTBeuaTh Ha MOYTY MHE YAaeTCs
najeKko He Bceraa, a Ha (opyMm s 3aX0XKy KayKAblid JIeHb, U TIO BO3MOXKHOCTH CTa-
paroch MOMOYb BCEM, Y KOTO BO3HHUKJIM CII0KHOCTH MJTH BOTIPOCHI.

Ecnu BBl roTOBBI MOrPY3UTHCSI B MUP KOMIIBIOTEPHOH Ipaduku U UrpoBbIX 3 dek-
TOB, TO TIEpPEeBOPAYMBANTE CTPAHULLY, Mbl OylleM MOCTENEHHO MOrpy>KaTbCs B 3TOT
mup. Hageroch, 4To OH BaM MMOHPaBUTCS.

CTpyKTypa KHUIM

51 mocrapancs caenare pacckad MakCHMMallbHO mociefoBareibHbIM. Ha mpoTsike-
HUM clleqyomuX 8 rmaB Bbl OyneTe MocieloBaTelbHO MUCcaTh JIBWKOK WTPHI, TIO-
CTEeTIeHHO HapalllhBas ero BO3MOXKHOCTHU. Sl HACTOSATEIIEHO PEKOMEH YO, YUTOOBI BB
MMEHHO CaMOCTOSITeTTFHO TTHCAITH, TOT/IA BBI:

O JIyqHI€ CMOXKETE IMOHAThL KO, JIy4lI€ OPUCHTUPOBATHCA B HEM WJIM NAKE OINTH-
MH3HUPOBATH, 4 B HEKOTOPBIX I'IaBaX €CThb YTO ONITUMU3UPOBATH,

O 6LICTpO CMOKETE aAalnTHPOBATb ABHKOK IIOJ COOCTBEHHBIE BO3MOXKHOCTH.
I[BI/DKOK XOTb M MOCTPOCH CrieHuaJibHO IJIA O6y‘{eHI/I$I, HO MOXXET HCIIOJIB30-
BaTbCd U B p€ajibHbIX 60€eBBIX YCIIOBUAX.

Tenepb mocMOTpUM, YTO MPEACTABISAIOT cOO0H 8 T1aB KHUTH.

O I'aaBa 1. BBenenne B nporpaMmMupoBaHue Hrp. B aToii rmaBe Mbl morosopum
00 OCHOBax MPOrpaMMHUpPOBaHMs. BONBIIYIO YacTh MOCBITHM CO3JIaHUIO 0a3o-
BOTO MPUJIOKEHUs, KOTopoe OylneT MCMoJb30BaThCs B JanbHeilineM. bazosas
yacTh OyaeT ymeTh uHUIManu3upoBath Direct3D, oGpabaThiBaTh COOBITHS,
oToOpaxaTh CLIEHY U 3arpy»aTb ceTku Mesh.

0O T'aasa 2. Pazpatborka apuxka. B 3T0i1 riiaBe Haine 6a3oBoe npuiiokeHue 0y-
net oOpactarb BO3MOKHOCTAMHU. CHavasa Mbl HaITMILIEM KJIacc, ¢ TOMOLIbIO KO-
TOPOTO MOXHO OyZIeT yMpaBisATh OOBEKTaMU CIEHBI, U HAY4YMM Halll JBIKOK
oToOpakaTb 3TH OOBEKTHI C YUETOM OCBellleHHs W naxe TeHeil. [la, o TeHsx
HY>KHO 3a00THTBCS 3apaHee, a He B caMOM KOHIIE, KaK JeJIal0T HEeKOTOphIe pas-
PadOTUYHKH.
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O I'naBa 3. CkejieTHasi aHUMAIHA. 37€Ch Mbl IOTOBOPUM O COBPEMEHHOM CIIO-
co0e Cco3/1aHusl aHUMAIMKM MEPCOHAKEeW WUIpbl — JIHOJCH, KUBOTHBIX, NTHIL] U
MOHCTpOB. Bce 3TH mepcoHa)H COCTOSAT W3 KOCTeW M MpU UX NepeMEelleHHUH,
JBW)KEHUHM KOHEYHOCTSIMH, IBUTAIOTCS M KOCTH. B Urpax Toxke MOXHO WUCHOJb-
30BaTh KOCTH JJIsl CO3/IaHWS aHUMAIMK JBMKeHHs. B 3Toil rnaBe B y3Haere,
KaK BCe 9TO peanusyercs Npocto U 3hheKTUBHO.

O T'nasa 4. Boiinute. Onpoc ycTpoicTB BBoAa. Hamn nBmxok urpel yxxe "Hace-
neH" o0beKTaMH, U Bbl MOXKETE 3aCTaBUTh OOBEKTHI MEPEeMELIaThCsl, HO AJIsl 3TO-
ro Heo0XO0AMMO TOJIBKO Hay4MThCsl ONpPAalIMBaTh YCTPOMCTBA BBOJA U pearupo-
BaTh Ha HUX, T. €. MlepeMelllaTh KaMepy M0 MHUPY B OTBET Ha HaXkaTHs CTpPEJIOK
Ha KJIaBUaType.

O I'aaBa 5. "®eiicom 00 Teiida'". [locne 2raswvt 4 Bbl CMOXKETE NBUraThbcsa IO
BUPTYaJIbLHOMY MHPY, HO MPU 3TOM CTE€HBI Ha JJaHHBI MOMEHT TOJIbKO OTOOpa-
JKalIOTCSl, HO HE BBITIOJHSIOT CBOG OCHOBHOW (DYHKIIMM — HE SBISIOTCS Tpe-
MATCTBUEM. J[BUTaThcs CKBO3b CTEHBI — 3TO HapylIeHHE ke MPUMHUTHBHBIX
3aKOHOB (PU3HKH, IOSTOMY B JJAHHOM TJIaB€ MbI IOTOBOPUM O PA3JIMYHBIX aJlro-
pUTMax orpeneaeHus: CTOJKHOBEHUMH.

O I'naBa 6. Bepminanas annmanud. B 2nase 3 Mbl mo3HakoMHUMcs cO cKeJleTHON
aHMMalueld, HO OHAa MOXKET UCIOJb30BaThcsa JAaneko He Bcerna. Hampumep,
B Ky0ax HeT KOCTeH M MX TaKUM CIOCOOOM aHMMHUPOBATh HEBO3MOXKHO, a €CIIU
BbI MOIBITAETECH YTO-TO MOJOOHOE MPOBEPHYTh, TO ABHMXKEHHUS OyIyT Hepeasb-
HeiMU. Opexna, BoAa U Apyrue Msrkue OOBEeKThl CLEHBI TOXKe Hellb3s aHMMHU-
poBaTh Yepe3 CKeNeThbl U B TAKUX CIydasx MPUXOOUTCS MpHOeratb K crapomy,
HO MPOBEPEHHOMY BPEMEHEM METOy — BEPLIMHHON aHUMaLlUH.

O I'nasa 7. IlporpammupoBaHue 3ByKa. BpemMeHa HEMOro KMHO IMPOLIM YXKe
JOCTaTOYHO AAaBHO, U 6€3 3ByKa y>ke HMKyAa He neTbes. Jlrobas urpa, naxe c
npocTeHIIMMH rpadHueCKUMH BO3MOXKHOCTSAMH 00s13aHa UMETb 3BYKOBOE U MY-
3bIKaJIbHOE COMPOBOXAECHHWE. B 3Toi riaBe Mbl MO3HAKOMHUMCS CO 3BYKOBBIMH
BO3MOXKHOCTSIMH OMOroTexn DirectX.

O I'naBa 8. UrpoBble 3¢dexTnl. B 3T0ii rnaee s coOpan HeGosbIINE peKOMEH-
nauuu 1 3¢ (HeKThl, KOTOpble He BOLLIM B MPEIbIAYIIHE IT1aBbl, 8 MIMEHHO — pa-
0oTa ¢ BHICOPOJIMKAMH, KOTOPbIe Bbl MOYKETE MCIIOJIb30BaTh Ul 3aCTaBOK Me-
JKAY YPOBHSMHM, paboTa ¢ MEJNKUMU O0BbEKTaMH, CO3/aHMs pa3iudHbIX dddek-
TOB U T. A. DTa I71aBa NOJACKAXET BaM, KaK clleJlaTb Urpy JIydllle U KpacuBee.

XKenato Bam mpusTHOro ureHus. Hameroch, 4To KHMra mosy4dusiack XOpollei, mo
KpaiiHeil Mepe, Mbl Bce CTapaliuch (BMeCTe ¢ peJaKTOpaMH, KOPPEeKTOpaMu, Au3ai-
HEpaMmH).
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BBepgeHune
B NporpamMmMupoBaHue urp

Jns Hauana Ham HeoOXOoAMMO omnpeaenuTbesi ¢ 06a30i, koTopas OyaeT MCIHoJb30-
BaTbCs Ha MPOTSHKEHUM Beel KHUTH. HanmoMuHato, eciiu Bbl untanu kHury "DirectX
nu C++. HckycceTBo mporpammupoBanus” [4], TO HUKaKuX NpobiieM He BO3HHUKHET.
B HeKOTOpBIX cilyuyasx HallW MpUMepbl OyAyT mepecekaTbes ¢ NaHHON KHHUIOH, U
OCHOBa Takxe OyneT cxoska. bojbluas 4acTh 3TOM I1aBbl enaeT KPaTKUi SKCKYpC
Mo (YHKUMSAM, KOTOpble ObLTM HamMcaHbl B KHUTE, HA KOTOPYIO I ycTal /JaBaThb
CCBUIKY (@ YTO Nojesaelllb, €CJIM 3TO NPOJI0JDKEHHUE), I03TOMY, €CIIH BbI YKE 03Ha-
KOMUJIHACH C 3TOW KHUIOH, MOKHO TOJIBKO MPOCMOTPETH JaHHYIO TJIaBy.

Hrpsl, kak 1 Demo-ponnku, TpeOYIOT cepbe3Hoi onTuMu3anuu. Yem meHsblie pe-
CYpcOB MOTpeOJIsieT Urpa U Mmpu 3ToM (GOpMHUPYET KaUeCTBEHHYIO KapTHUHKY, TeM
Oosnblliee YMCIIO MOJIB30BATEICH CMOXKET 3ammycTUTh urpy. Eciu He oOparuaTth BHU-
MaHHs Ha ONTUMM3ALIMIO, TO MPU MAaKCUMAaTbHBIX BO3MOXHOCTSX M OOJBbIIOM pas-
peleHN MUHUMAaITbHBIMU TPeOOBaHUSIMU AJIs1 UTPbI MOKET CTaTh, HanpuMep, Pen-
tium 8, KOTOpBIA MOXKET MOSIBUTLCS JieT uepe3 5. Takylo Urpy oxugaeT moJiHbIH
rpoBai.

Urak, naBaiite NOTUXOHbKY HaYHEM MOTrPY>KaTbCs B MUP MporpaMMupoBanus. Jns
ATOTO y Bac yrke JAoikeH ObITh yeTaHoBieH DirectX SDK v myTu Ha 3aronoBoyHble
(aiinel 1 OMOTMOTEKHM NOJKHBI OBITh YKe TpoIucaHbl B cpene paspadborku. Hane-
10Ch, BbI 3HAETE, KaK 3TO Je/laeTcs.

1.1. MopgrotoBka K co3aaHuIo NPUIOXXeHus

OnTuMu3upoBatTh Urpbl ciiokHee. Eciau B Demo-posivkax MCnosb3yercs TOJbKO
rpaduka v 3ByK M BECh KOJI MOXKHO PeajM30BaTh Ha YMCTOM s3bike C, TO B Mrpax
6e3 00BEeKTOB 000UTHCE CIT0KHO. OOBEKTHI HEOOXOAMMBI, HO 3TO HE 3HAYMT, YTO
BbI JIOJDKHBI Mcnonib3oBath Oubnmoreky MFC. U3 Bo3moxkHOCTEH 3TO# GHbNHoTe-
ku 1 WinAPI B npunoxxenun, npumenstomei DirectX, He00X0ANMO TOJBKO €O3-
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nanue okHa. bonbiie Huuero u3 APl Windows Ham He momoskeT, 1 OyayT UCTOJIb-
30BaTbcsl TOJbKO MHTepdeiickl DirectX nnu gynkuuu sizbika C. IlosTomy ckenet
nporpamMMbl He JOJDKEH MCIOJIb30BaTh 00bekToB. JlaBaiiTe cozmaaum ckener Oy-
IOyUIEero UrPOBOTO MPHIIOIKEHHSI.

Hraxk, coznmatite mycroe npunoxkenve File | New | Project (®aiin | Hogerit | [Ipo-
€KT) W B MOsIBUBLIEMCsS OKHe BbiOepure B aepeBe Project Type (Tun mpoekra)
nyHKT Visual C++ Projects | Win32 (IIpoextst Visual C++ | Win32). Uro6s! Ha-
LM MPOrpaMMbl ObUIM HEOONBIUMMH M OBICTPBIMH, Mbl He OyneM MCHOJIb30BaTh
MFC, nostomy BbiOupaem myHkT Win32 Project (Ilpoekt Win32) (puc. 1.1).
B nose Name (MMs1) ykakute uMs MPOeKTa, a B packpbiBaroiieMcs cnucke Loca-
tion (MecTopacnonoxeHue) — IMyTh, 10 KOTOPOMY OyIleT COXpaHEeH MPOEKT.

e |
MNew Project @
Project Types: Templates: EE o
[_ visual C# Projects ~ ﬁ
=] Visual C++ Projects EH
£ mer Win32 Console [
D ATL Project
[ WFC
3 win3z
] =eneral

(Z] setup and Deployment Projects
+-[_1] Other Projects

b

A Win32 console application or other \Win32 project,

Marne: | <Enter name =
Location: | E:\CyD\BookiHacker DirectiChaptert j Browse. ..
(™ Add ko Solution * Close Solution

Project will be created at ExCyDiBookiHacker DirectxiChapter 1) <Enter name =,

FMare [o]4 | Cancel | Help |

Puc. 1.1. OkHO co3faHus HOBOrO NpoekTa

[Tocne naxkatus kHonku OK mnepea HamMu OTKpbIBaeTCs MacTep CO3AaHUs MPUIIO-
skeHus. B paznene Application Settings (Hactpoiiku npunoxenus) (puc. 1.2) yc-
TaHOBUTE THUII MPUIIOKEHUS, BBIOpaB nepexitodarens Windows application (I1pu-
noxenue Windows) B rpynmne nepekitouareneii Application type (Tun mpunoxe-
HUS), a Bce Mpoure (uiaxkK JOJKHBI OCTAThCS M0 YMOTUYaHHMIO.

Tenepp Hawe Ga3oBoe npuiiokeHUe roroso. He 3a0ynpTe B CBOMCTBax MpoeKTa
noakounTh 6udmoreku Direct3D. Jlns atoro Beibepute MeHo Project | Proper-
ties (IIpoekt | CoiictBa). B nepese cBoiicTB BbiOupaem paszzaen Configuration
Properties | Linker | Input (CeoiicTBa koHburypauuu | Coopuirk | Bxoasiiue).
Ilepen Bamu oTKpoeTcst OKHO, Kak Ha puc. 1.3.
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=

Win32 Application Wizard - TestProject

Application Settings
Specify the type of application you will build with this project and the options or libraries you [_lf}

want supparted.,

Application bype: Add support for:
¥ Windows application [~ ar
Application Settings ™ Console application I
" DLL

" Static library
Additional options:

[~ Empty project

[

% |

Finish Cancel Help

Puc. 1.2. MacTep co3gaHunsa npunoxeHuns

-
ectX Property Pages E|

In
Configuration: |F\ctive(Debug) L] ElatForm: iActive(Win32) LJ Configuration Manager. .. ‘
=3 Configuration Properties Additional Dependencies d3dx9.lib d3d9.lib J
General Ignore All Default Libraries Mo
Debugging Ignore Specific Library
[aCic++ Module Definition File
{23 Linker Add Madule to Assemnbly
General Embed Managed Resource File
% Input ; Farce Symbol References
Debugaing Delay Loaded DLLs
Syskem
Optirnization
Embedded IDL
Advanced

Command Line
[ Resources
(23 Browse Information
(Z3 Build Events
(23 Custom Build Skep

(3 Web Deployment Additional Dependencies

Specifies additional items to add to the link line (ex: kernel32.lib); configuration
specific.

(0.4 | OrreHa | pHEHHTE Cnpaeka

Puc. 1.3. OkHo HacTpoiiku cBoicTB npoekTa B Visual Studio .NET
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B crpoke Additional Dependencies (J{omnosiHuTe/IbHBIE 3aBUCUMOCTH) HEOOXO -
MO yKa3aTb OMOJIMOTEKH, KOTOPbIE HY>KHO MOJKIIOUUTb BO BpeMsi COOPKH MPOEKTa.
Beigenure 3Ty CTpOKy W LIETKHHUTE MO KHOMKE C M300paskeHHeM Tpex Touek. [le-
pel BaMH MOSBUTCS OKHO, B KOTOPOM MOXKHO YKa3aTb JOMOJIHUTENIbHbIE OMOIHOTe-
ku (puc. 1.4).

= 3
Additional Dependencies

d3dx3.lib
dzda.lib

Inherited values:

kernel3z.lib A
user3z.lib

gdizz . lib

winspool.lib

comdlg32.lib

v

¥ Inherit from project defaults Macros s
QK | Cancel | Help |

Puc. 1.4. OkHo aoGaBneHuns GubnuoTtek

JIns GOMNBIIMHCTBA MPOEKTOB M3 JaHHOW KHHMI'M HEOOXOJAMMO Kak MUHHMYM YKa-
3atb Oubmoteku d3dx9.lib u d3d9.lib. Vkaxkure ux Kakayro B OTJENbHON CTPOKE
n HaskmuTe OK 117151 coxpaHeHHs U3MEHEHUA.

Jo6aBuTe OubNMMOTEKN HYXHO 17151 00emx koHdurypauuii: Release nu Debug. Ilo-
ciiefoBaTesbHO BeiOepuTe B BhinaaatouieM MeHio Configuration (Kondurypauus)
00a myHKTa ¥ 100aBbTE MOIYJIH.

[Tomumo storo, B pasnene Configuration Properties | C\C++ | Precompiled
Header (CgoiictBa koHurypauuu | C\C++ | IlpeaBaputenbHO CKOMIUIUPOBAH-
HbIC 3aroJoBOYHbIe (aiinbl) A o0enx KOH(PUrypaluii yCTaHOBHTE B MapameTpe
Create/Use precompiled Header (Co3naBath/Mcrnonb3oBaTh NpeaBapUTENbHO
CKOMIWJIMPOBaHHbIE 3arojioBOYHbIe aiiibl) mapamerp Automatically Genera-
te (/'YX) (ABTOMaTHYECKH T€HEPUPOBATH ).

1.2. CkeneT npunoXxeHus

Hasxe nnst nmpoctoro npuiaokeHus Win32 mactep cozgaeTt CIMIIKOM MHOTO JIMLIHE-
ro. Hanpumep, MeHro 1 auanorosoe okHO ¢ uH(popmauueit o nporpamme. Bee 31o
HEHYHO, eCJIi urpa Oyaer paboTaTbh TOJIbKO B MOJIHO’KPAHHOM pexume. B 6osb-
LIMHCTBE UTP MEHIO M JUajoroBbie OkHa Windows He MCHONB3YIOTCS, O3TOMY U
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MbI He OyJieM 3TOro jejaTh. YJajiseM CoAepKkuMoe Qaiijia, KOTOpbIi creHepupo-
BaJl MacTep, U 3aMeHseM ero KoJoM u3 jiuctunra 1.1.

NuctnHr 1.1. CkeneT UrpoBOro NpuUNoXxeHusi

#include
#include
#include
#include

<windows.h>
"d3d9.h"
"d3dx9.h"

..\..\common\dxfunc.h"

// TiioBalibHEE IepeMeHHEE

char szWindowClass[] = "Direct3DTemplateProj";

char szTitle[] = "Direct3D Demo by Michael Flenov";

// OBwbexTh Direct3D
IDirect3D9 *pD3D = NULL;
IDirect3DDevice9 *pD3DDevice = NULL;

int iWidth=800;
int iHeight=600;

// ObbsapieHue QyHKLUIA

int PASCAL WinMain (HINSTANCE hInst, HINSTANCE hPrev,
LPSTR szCmdLine, int nCmdShow) ;

LRESULT CALLBACK WndProc (HWND, UINT, WPARAM, LPARAM);

bool Init (HWND hWnd) ;

void GraphEngine();

// TmaBHas oyHKiUmMS WinMain
int PASCAL WinMain (HINSTANCE hInst, HINSTANCE hPrev,

LPSTR
{

szCmdLine, int nCmdShow)

WNDCLASSEX wcex;

MSG
HWND

msg;
hiwnd;

CoInitialize (NULL) ;

// PervcTpupyeMm KJlacC OKHa

wcex.cbSize = sizeof (wcex) ;
wcex.style = CS CLASSDC;

wcex. lpfnWndProc = (WNDPROC)WndProc;
wcex.cbClsExtra = 0;
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wcex.cbWndExtra = 0;
wcex.hInstance = hlnst;
wcex.hIcon = LoadIcon (NULL, IDI_APPLICATION);
wcex.hCursor = LoadCursor (NULL, IDC ARROW) ;
wcex.hbrBackground = NULL;
wcex. lpszMenuName = NULL;
wcex.lpszClassName = szWindowClass;
wcex.hIconSm = LoadIcon (NULL, IDI APPLICATION) ;
if (!RegisterClassEx (&wcex) )

return FALSE;

// Co3maeM OKHO

hWwnd = CreateWindow (szWindowClass, szTitle,
WS CAPTION | WS SYSMENU | WS MINIMIZEBOX, CW USEDEFAULT,
CW USEDEFAULT, iWidth, iHeight, NULL, NULL, hInst, NULL);

if (!hWnd)

return FALSE;

// OToBpaxaeM OKHO

ShowWindow (hWnd, SW NORMAL) ;

UpdateWindow (hWnd) ;

// VHnumammsaums
if (Init (hWwnd) == TRUE)
{
while (true)
{
if (PeekMessage (&msg, NULL, NULL, NULL, PM REMOVE) )
{
TranslateMessage (&msqg) ;
DispatchMessage (&msg) ;
if (msg.message == WM QUIT) break;
}
GraphEngine () ;
}

// OuMCTKa BHIIEJIEHHBIX PECYPCOB
if (pD3DDevice) {pD3DDevice= NULL; pD3DDevice=NULL; }
if (pD3D) {pD3D= NULL; pD3D=NULL; }

CoUninitialize();

return 0O;

}
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LRESULT CALLBACK WndProc (HWND hWnd, UINT message,
WPARAM wParam, LPARAM lParam)
{
switch (message) {
case WM DESTROY:
PostQuitMessage (0) ;
break;

default:

return DefWindowProc (hWnd, message, wParam, lParam);
}

return 0;

}

bool Init (HWND hWnd)
{
if (DX3DInitZ (&pD3D, &pD3DDevice, hWnd, iWidth, iHeight, FALSE) !=S OK)
{
MessageBox (hWind, "DirectX Initialize Error", "Error", MB OK);
return FALSE;
}
return TRUE;
}

void GraphEngine ()
{
pD3DDevice->Clear (0, NULL, D3DCLEAR TARGET | D3DCLEAR ZBUFFER,
D3DCOLOR _XRGB(0,0,0), 1.0f, 0);
if (SUCCEEDED (pD3DDevice->BeginScene()))
{
pD3DDevice->EndScene () ;

pD3DDevice->Present (NULL, NULL, NULL, NULL);
}

JMaBaiite ObICTpEeHBKO MPOOEKHUMCS MO 3TOMY Koay. M3 Hero yOpanbl Bce (yHK-
MM, KOTOPBIE WCMONB30BAIMCh I MHHUIMAIM3ALMK, a OCTanach TOJBKO OJHa
WinMain. Peructpaums kiacca, co3jaHue OKHa U OTOOpa)keHHe OKHA MPOUCXOAUT
UMEHHO 37ech. UTOOBI CIKOHOMUTH HECKOJILKO JIECATKOB OalT Ha pecypcax, s yO-
paJt 3arpy3Ky CTPOK M3 pecypcoB (MMs KJacca M 3aroJIoBOK OKHA), a MPOnucall 3TH
CTPOKHM KOHCTaHTaMH. YOpaHa 3arpy3ka akcesiepaTopoB, OTOMY 4TO He OyaeT Me-
HIO M BU3yaJIbHOTO UHTepdeiica.
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[Mocne oToOpaskeHus okHa BbI3bIBaeTcsl GYHKUMS Init. OTa QyHKUMs HoOaBiieHa
i ynobersa, U B Heii OyneT ocyuiecteieHa nHuuuaiuzauus Direct3D. Ecnu pe-
3yJbTaT €€ BBIMOJHEHHS MOJIOKHUTECH, TO MHUIMAIU3ALMS MPOLIa YCHeIHO 1
MO>KHO HayMHaTh OCHOBHOM LMKJ MpWiIokeHus. MHave, MpuiioskeHHe 3aBepLIuT
paborty.

Teneps mocMOTpUM Ha UK 00pabOTKK COOOIIEHMIA:

while (true)
{
// Ecim ecTb cooflleHre B ouepemm
if (PeekMessage (&msg, NULL, NULL, NULL, PM REMOVE))
{
// OBpaborars coolbueHre
TranslateMessage (&msq) ;
DispatchMessage (&msg) ;
if (msg.message == WM QUIT) break;
}
// BBI3BATH (QYHKLMO OBMKKA UIPHL
GraphEngine () ;
}

B nanHoMm ciyvae as1st 00paboTKH cOOOIIeHHUH (B MOJHOIKPAHHOM pexXUMe UX Oy-
JeT MUHUMYM) MBI 3anyckaeM OeCKOHEUHbIN UK. BHyTpH LMKIIa cHavasa npoee-
psieM, ecTb Jii i Hac coobuieHusi. Ecnu na, To obpabatbiBaem ux. [locne sToro
npoBepsieM, €clii coo0leHHe PaBHO WM QUIT, TO HEOOXOJMMO 3aBepLIMThL padoTy
nporpamMmsal, MO3TOMY ﬂanbﬂeﬁmee BBITTIOJIHCHUC LIUKJIa HEC UMECT CMbICJIa, U MbI
HpepbIBaeM ero ¢ MOMOILLBIO OIepaTopa break.

Ecnu He OblO cooOIIEeHUs WM QUIT, TO LMKJ MPOAOJIKHUT BBIMOJHEHUE, a 311eCh
BbI3bIBaeTCsA ()YHKIMS GraphEngine. JTa (yHKIMs AoOaBjeHa Ajis yO0OCTBa, YTO-
Obl BBIHECTU JIBMIKOK WTPHI B BUE OTACJILHOM (DYHKIIMU, U C Hell ynoOHee ObUIO
paboTartsb.

He oboiituce u 0e3 QyHKIMHU WndProc, KOTOpas HeoOXoauMa Ajisi 00paboTKH co-
obuienuii. Tak kak y Hac He OyJeT HMKAaKMX MyHKTOB MEHIO, TO oOpabaThiBaeM
TOJIbKO COOBITHE WM DESTROY, UTOOBI clieNlaTh KOPPEKTHBIN BHIXO/ U3 TIPOrPaMMBbI.

Tenepb paccMoTpuM GYHKUMIO Init, KOTOpas MHULOMaIM3upyeT Direct3D u 3amaer
napameTpbl OTOOpaskeHHsl MO yMOJM4YaHWio. B 1mabioHHOM MPUIIOKEHWH OHA BbI-
DJISUT CIISYIOIIUM 00pa3oM:

bool Init (HWND hiind)
{
// Uuamumammszaumsa Direct3D
if (DX3DInitZ (&pD3D, &pD3DDevice, hWnd,
iwidth, iHeight, FALSE) !=S OK)
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{
MessageBox (hWnd, "DirectX Initialize Error", "Error", MB OK);
return FALSE;

}

return TRUE;
}

OcHoBa QyHKIMHU Init — 3TO BBI30B ()YHKIMH DX3DInitz. JTa (yHKIMs Oblia Ha-
nvcana B kHure "DirectX u C++. MckyccTBo nporpammupoBanus” [4] u ans yno6-
CTBa BbIHECEHa B OTAENbHBIA MoayJib dxfunc.cpp.

( NMpumeuyaHne )
dann dxfunc.cpp MOXHO HalTK Ha KOMNakT-AUcke B kaTanore Common.

1.3. UHnymnanusaymsa Direct3D

@OyHKUMS DX3DInitz YHUBEpcaldbHa U yNoOHA. JlocTaTOYHO MOAKIIOUYHUTE MOAYJIb K
JIIOOOMY MPOEKTY W MpouHulManu3upoBath Direct3D BbI30BOM OfHON (QyHKLIMK
DX3DInitZ. Ty (PYHKIHIO BBl MOXKETE YBUIETh B IUCTUHTE 1.2.

NuctnHr 1.2. ®yHKuMA DX3DInitZ ANA uHuuyuanusauum Direct3D

HRESULT DX3DInitZ (IDirect3D9 **ppiD3D9,
IDirect3DDevice9 **ppiD3DDevice9, HWND hWnd,
DWORD iWidth, DWORD iHeight, BOOL bFullScreen)
{
// Vamumanuszauusa Direct3D 9-#1 Bepcum
if ((*ppiD3DY9 = Direct3DCreatel(D3D SDK VERSION)) == NULL)
return E FAIL;

// 3amnoJiHseM OCHOBHHE [IapaMeTphl MPeNCTaBJIeHNS
D3DPRESENT PARAMETERS d3dpp;

ZeroMemory (&d3dpp, sizeof (d3dpp));
d3dpp.BackBufferWidth = iWidth;
d3dpp.BackBufferHeight = iHeight;
d3dpp.AutoDepthStencilFormat = D3DFMT D16;
d3dpp.EnableAutoDepthStencil = TRUE;

// 3Bampoc Ha OTOOpaxeHMe B INOJHOSKPAHHOM PeXMMe

int 1iRes;

if (!bFullScreen)

iRes=MessageBox (hWnd, "Use fullscreen mode?", "Screen",
MB YESNO | MB_ICONQUESTION);
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else
iRes = IDYES;

if (1Res == IDYES)

{

// TIOJHO®KPAaHHEI PEXM

// YCTaHOBKa NapaMeTpPOB [IOJHO3KPAHHOTO DexMa
d3dpp.BackBufferFormat = D3DFMT R5G6BS5;

d3dpp.SwapEffect = D3DSWAPEFFECT FLIP;

d3dpp.Windowed = FALSE;

d3dpp.FullScreen RefreshRateInHz = D3DPRESENT RATE DEFAULT;
d3dpp.PresentationInterval = D3DPRESENT INTERVAL DEFAULT;
}
else

{

// OKOHHBII PEXMM

RECT wndRect;

RECT clientRect;

// KoppekTupyeMm pasMep OKHa, uTOOH KJIMEHTCKasd ofyiacTb ObUla

// UeTkKo yKaszaHHOTO pasMepa

GetWindowRect (hWnd, &wndRect);

GetClientRect (hWnd, &clientRect);

iWidth = iWwidth + (wndRect.right-wndRect.left) -
(clientRect.right-clientRect.left);

iHeight = iHeight + (wndRect.bottom-wndRect.top) -
(clientRect.bottom-clientRect.top) ;

// YcTaHaBIMBaeM pasMepH OKHa
MoveWindow (hiWwnd, wndRect.left, wndRect.top, iWidth, iHeight, TRUE);

// TonyunTs GOopMaT MOMKCeJsa
D3DDISPLAYMODE d3ddm;
(*ppiD3D9) ->GetAdapterDisplayMode (D3DADAPTER DEFAULT, &d3ddm);

// YCTaHOBKa MapamMeTpoB
d3dpp.BackBufferFormat = d3ddm.Format;
d3dpp. SwapEffect = D3DSWAPEFFECT DISCARD;
d3dpp.Windowed = TRUE;

DWORD Flags= D3DCREATE MIXED VERTEXPROCESSING;

// Cosmarb 3D-yCTPOUCTBO
HRESULT hRes;
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if (FAILED (hRes = (*ppiD3D9)->CreateDevice (D3DADAPTER_DEFAULT,
D3DDEVTYPE HAL, hWnd, Flags, &d3dpp, ppiD3DDevice9)))
return hRes;

// YCTaHOBUTHL MEPCHIEKTUBY

float Aspect = (float)d3dpp.BackBufferWidth /
(float)d3dpp.BackBufferHeight;

D3DXMATRIX matProjection;

D3DXMatrixPerspectiveFovLH (&matProjection, D3DX PI/4.0f, Aspect,
2.0f, 1000.0f);

(*ppiD3DDeviced)->SetTransform(D3DTS PROJECTION, &matProjection);

// To yMOnuaHMO OCBelleHue OyOeT OTKJIOUEHO
(*ppiD3DDevice9) ->SetRenderState (D3DRS_LIGHTING, FALSE);

return S OK;

}

Bberno npocMoTpum u 3Ty $yHKuMIO. B kauecTBe mapaMeTpoB OHA MONTyYaeT:
TepeMeHHYI0 I XpaHeHus uatepdeiica Direct3D;

nepeMeHHy10 11 XpaHeHus uHtepdetica ycrpoiicta Direct3D;
UICHTU(HUKATOP OKHA,

LIMPUHY OKHa;

aaaaoadq

BBICOTY OKHa.

KpOMe TOro, HaAO Y4YUTbIBATb, YTO €CJIN MOCIEIHUI rnapamMeTp paB€H true, TO HE-
06X0,[[I/IMO HCII0JIb30BaTh HOHHOBKpaHHbIﬁ PEKUM, NHAYC OKOHHBIH.

B camom Hauane dyHkumm nHunmanuzupyercs uHtepdeiic Direct3D. 3arem 3a-
MOJIHSIOTCS MapaMeTpbl MPEeACTaBIeHUs! (CTPYKTypa D3DPRESENT PARAMETERS), KO-
Topasi HeoOXoauMa Ul MHMLManu3aumu yctpoictsa Direct3D. 3naueHust HekoTo-
PbIX MapaMeTPOB 3TOW CTPYKTYphl OyAyT OTIAMYATHCS B 3aBUCUMOCTH OT OKOHHOT'O
WM TIOJTHOAKPAHHOTO peskuma. OJUHAKOBBIMU OYAyT TOJBKO IIMPHMHA W BHICOTA
3aaHero Oydepa. 3anoiHUB 3TU NapaMeTpsl, OTOOpaXkaeM Ha 3KpaHe 3arpoc —
HYHO JIM UCIOJIb30BATh MOJHOIKPAHHBIA PEXUM.

Hanee nner yxe paznmenenue koja Ha ABe 4acTd. CHavasa 3aroyHAI0TCS mapameT-
PBI AJT TIOJTHOAKPAHHOTO PeXXMMa, a 3aTeM i1 OKOHHOTO.

Korna cTpykTypa D3DPRESENT PARAMETERS T'OTOBA, BBI3BIBAEM METO]l CreateDevice
JUTs co3AaHud ycTporicTBa. TyT y Hac yKa3bIBalOTCs CielylolIie napaMeTpsl:

O aganTep OyneT Mo yMOJIYaHHIO;

O ucrnoab30BaTh arrmapaTHbl€ BO3MOYKHOCTU BUACOKAPTHI;
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0 B kayecTBe OKHa Oy/IeT UCMOJIb30BAaThCs WACHTU(UKATOP, KOTOPBIH MepeiaH B
Ka4yeCTBE MapameTpa;

O nonosHUTeNbHBIE (iard. 37ech MepeaaeM MEePeMEeHHYI Flag, KOTOpas Colep-
JKUT 3HA4YeHHE D3DCREATE MIXED VERTEXPROCESSING, T. €. WCHOJIB3YEeTCS CMe-
HIaHHBIN peKUM 00pPabOTKM BEPLINH;

O 3anojHeHHas CTPYKTypa D3DPRESENT PARAMETERS;

0O nepeMeHHasi, B KOTOPYIO OyJeT 3amucaH pe3yJibTar, T. €. yKa3aTelb Ha YCTpPOii-
ctBo Direct3D.

[Hanee maer HacTpoika MaTpHLbl MPOEKUUH. B KayecTBe COOTHOLIEHUS CTOPOH
OepeM COOTHOLIEHUE MPUHBI U BBICOTHI 3KpaHa. [locnenHss cTtpoka Koaa OTKIIO-
yaeT ocpelleHue. [lo ymMoiauaHMIO MCTOUHMKM cBeTa OTKIoueHbl. HeoOxomumo
BKJIIOYaTh OCBEILIEHHE TOJIBKO TOTJa, KOrJa CBET AEHCTBUTENBHO HY)KEH. XOTH B
Wrpax A yIaydlIeHUs] peaTMCTUYHOCTH CBET HY)KEH BCET/a, s ero oTkimouni. [o-
yemy? /la moTomMy 4TO MakCHMMaJbHYIO PeaMCTUYHOCTh MOXKET JaTh MCIOJIb30Ba-
HHe LIelepoB, YTO Mbl U OylleM JlenaTh B MpUMepax JaHHOU kHury. Jla, anroputM
ocBelleHus 51 Oylly MCMONBb30BaTh MaKCUMAIILHO MPOCTOM, HO BbI JIETKO CMOXKETE
ero 3aMeHUTb Ha 4TO-TO OoJiee KaYeCTBEHHOE M MOJAXOJsLIee Ui JaHHOH aTMo-

cepsl.

1.4. PyHKUMNA chopMMpoBaHmNe CLEHbI

Tenepb mocMOTpUM Ha QYHKLMIO GraphEngine, TAe Oyaer ¢popMupoBaTbes rpadu-
Ka. OyHKIMS BBITISINT CIACAYIOIUM 00pa3om:

void GraphEngine ()
{

// 3mecb HeoOXOIMMO [IPOM3BECTM NpPeIBaPUTENbHEE DPaCUEeTEH

// OuucTurh Oybep

pD3DDevice->Clear (0, NULL, D3DCLEAR_TARGET | D3DCLEAR_ZBUFFER,
D3DCOLOR XRGB(0,0,0), 1.0£f, 0);

if (SUCCEEDED (pD3DDevice->BeginScene()))

{

// 3mechb HeobxomMMoO GOPMMPOBATH CLEHY

// BaBepmaeM GopMMpPOBAHME CLIEHE
pD3DDevice->EndScene () ;
}

pD3DDevice->Present (NULL, NULL, NULL, NULL);
}
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B camom Hauane (yHKUMH HEOOXOAWMO MPOM3BECTH MPEIBAPUTENLHBIC PacueThl.
3areM BbI3BIBACTCSH MeTON Clear MHTepdelica ycrpoiictBa Direct3D mns ouncTku
3agHero Oydepa. 3aTeM BBI3bIBACTCSI METOJ| BeginScene, M €CJIM BCE MPOIILIO yaau-
HO, TO MOXkeM (GopMHUpoBarh cueHy. DopMHUpOBaHUE 3aKAHUYMBAETCS BHI3OBOM Me-
TO/a EndScene. Tenepb He0OX0aUMO 0TOOpa3UTh CliEHY Ha dKpaHe. J[jist 3Toro BbI-
3bIBACM METOJ Present.

( NMpumeuyaHne )
McxoaHbln ko4, MpoekTa MOXHO HaWTu Ha KomnakT-gucke B katanore Chapteri
[TemplateProj.

1.5. PYHKLUMA 3arpy3Kun ceTkn

B knure "DirectX u C++. HckycerBo mporpammupoBanus’ [4] Oblma HammcaHa
elle oHa O4YeHb ynoOHas (QyHKLMs, KOTOpyto OyAeM MCMosIb30BaTh U ceidvac —
LoadMesh. Ota (yHKuus ynmoOHa juis 3arpy3ku cetok Mesh uz X-daitnmos. Oty
(GYyHKUMIO BBl MOXKETe Takke HaiTh B paiine dxfunc.cpp u B nuctunre 1.3.

JNInctuHr 1.3. ®yHKLUMSA 3arpy3Ku CeToK

DWORD LoadMesh (char *filename, IDirect3DDevice9 *ppiD3DDevice9,
ID3DXMesh **ppMesh, LPDIRECT3DTEXTURES **pMeshTextures,
char *texturefilename, D3DMATERIALS **pMeshMaterials)

{

LPD3DXBUFFER pD3DXMtrlBuffer;

DWORD dwNumMaterials;

// Barpys3ka ceTku us odaina
D3DXLoadMeshFromX (filename, D3DXMESH SYSTEMMEM, ppiD3DDevice9,
NULL, &pD3DXMtrlBuffer, NULL, &dwNumMaterials, ppMesh) ;

// TlonmyuyaeM ykasaTeljlb Ha MaTepUasibl
D3DXMATERIAL* d3dxMaterials =
(D3DXMATERIAL*) pD3DXMtrl1Buffer->GetBufferPointer() ;

// TlepeMeHHBE IS XPAaHEHVS MACCUBOB TEKCTYP M MAaTepUajioB
(*pMeshTextures) = new LPDIRECT3DTEXTUREY [dwNumMaterials];
(*pMeshMaterials) = new D3DMATERIALS [dwNumMaterials];

// 3amyckaeM LMKJI BalloJIHeHUS MaCCUBOB
for( DWORD i=0; i<dwNumMaterials; i++ )
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{

// Konmupyem MaTepualt
(*pMeshMaterials) [1] = d3dxMaterials[i].MatD3D;

// Cosmaem TeKCTypy

if( FAILED (D3DXCreateTextureFromFile (ppiD3DDevice9,
d3dxMaterials[i].pTextureFilename, & (*pMeshTextures) [1])))

if ( FAILED (D3DXCreateTextureFromFile (ppiD3DDevice9,
texturefilename, & (*pMeshTextures) [1])))
(*pMeshTextures) [1] = NULL;

// Bo3BpamaeMm KOJIMYECTBO MATEPMAJIOB B 3arPyKEHHONU CeTKe
return dwNumMaterials;

}

Kopotko "npobexumes” no 3toit pyHkumu. B camoM Havase 3arpyxaem ceTKy U3
X-¢aiina ¢ momoupto GPyHKINU D3DxXLoadMeshFromx. JTa (PyHKIUS BBITJIAIUT Clie-
JYIOIIUM 00pazom:

HRESULT D3DXLoadMeshFromX (
LPCTSTR pFilename,
DWORD Options,
LPDIRECT3DDEVICES pDevice,
LPD3DXBUFFER* ppAdijacency,
LPD3DXBUFFER* ppMaterials,
LPD3DXBUFFER* ppEffectInstances,
DWORD* pNumMaterials,
LPD3DXMESH* ppMesh

)i

[NocMoTpuM napameTpbl GyHKLMU:
O pFilename — HUMs 3arpyxaemoro (aiina;

O oOptions — OMLMH, KOTOpbIE OyIyT UCTIONB30BaThCs MpH 3arpy3ke. Onuuit noc-
TATOYHO MHOT'O, HO MBI MTOKa OyIeM MCIMOJIb30BaTh TOJBKO D3DXMESH SYSTEMMEM,
YTO O3HAYacT, UTO 3arpy3ka JOJLKHA MPOUCXOAUTh B CUCTEMHYIO MaMATh,

pDevice — yKazaTeJlb Ha UHTep(delic IDirect3DDevice;
ppAdjacency — yKa3aTelb Ha Oydep U1 CMEeXHbIX IpaHel;

ppMaterials — yKa3aTesib Ha Oydep Ui MaTepuaos;

Quaaag

pPpEffectInstances — yKazaTelb Ha Oydep st 3k3eMIuisapoB 3¢ eKToB;
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O pNumMaterials — uepe3 3TOT MmapaMeTp OyAeT MOJyYeHO KOJIMYECTBO 3arpy-
JKEHHbIX MaTepUasloB;

O ppMesh — HEMOCPEACTBEHHO yKa3aTejb Ha O0OBEKT CETKHU.

OyHKUMS D3DXLoadMeshFromx 3arpy»aeT TOJIBKO CETKY, U3 KOTOPOil cOCTOUT 00b-
eKT, MaTepuasibl U UMeHa TeKcTyp. CaMu TeKCTypbl OyAyT XpaHUTHCS B OTAETIBHOM
O6uHapHoM daiine. Ja u camu mMarepuanbl HAXOAATCA B HE OYEHb YAOOHOM BUAE U
UX Jlyulie nepeOpoCUTh B OTAENbHbIH MAaCCUB THUIA D3DXMATERIAL.

HUrak, mocne 3arpys3kM CE€TKM CO3Ja€M [Ba MacCCHBa:. pMeshTextures H
pMeshMaterials. B mepBbiil Oy/ieM coXpaHITh TEKCTYpPbI, & BO BTOPOW MaTepHaJIbl.
Janee 3amyckaeTcss LMKJ, B KOTOPOM 3aMoJIHAIOTCS MaccuBbl. JlJis 3arpy3ku Tek-
CTypblHS(baﬁﬂa.MCHOﬂb3yeM ¢yHKuHK)DBDXCreateTextureFromFile,KOTOpaﬂ BbI-
[JISIUT CIeayIoIM 00pa3oMm:

HRESULT D3DXCreateTextureFromFile (
LPDIRECT3DDEVICES pDevice,
LPCTSTR pSrcFile,
LPDIRECT3DTEXTUREY *ppTexture

)i

3nech y HacC UMeeTcs TpY napamMeTpa:

O pbevice — yKazaTelb Ha HHTepdeic IDirect3DDevice9d, ¢ KOTOPBIM JIOJKHA
OBITh CBSI3aHA TEKCTYPA;

O pSrcFile — uMs q)ai/'ma;

O ppTexture — yKasaTellb Ha MHTep(elc TuMa IDirect3DTexture9, Kyda Oyaer
3arpy’KeHa TeKcTypa.

Ecnu Bo BpeMs 3arpy3ku npousoliia omuoka, To mbiTaeMcs 3arpy3uth (daiii, Ko-
TOpbIA ObLT yKa3zaH B KadecTBe napamerpa ¢yHkuuu. Ecnum u Tyt mpowmsounia
olKnOKa, TO TEKCTYphl He OyJeT.

1.6. Mpumep 3arpysKu ceTkm

Tenepb MOCMOTPUM, KaK MOXKHO HCIMOJIb30BaTh (DYHKIHUIO LoadMesh. 3arpysure
11a0JIOHHBIN MPOEKT, HA OCHOBE KOTOPOrO MBI PACCMOTPUM 3arpy3ky ceTku. Jlis
Havaja OOBSBUM HeOOXOAMMBIe TiIo0abHBIE TMEpeMeHHbIC, a MOHAJO00UTCS Ham
creayrouiee:

DWORD dwNumMaterials; // I XpaHeHus KOJIMYeCTBa MaTepyralioB
ID3DXMesh *pMesh; // Ins XpaHeHus CeTKU
LPDIRECT3DTEXTUREY *pMeshTextures; // TekCTypel

D3DMATERIALY *pMeshMaterials; // MaTepuas



BeegeHue B nporpaMMupoBaHue urp 27

Teneps nepexoauM B QYHKUHMIO Init, TJIe TPOUCXOINT MHULIMATHU3ALMS MPOEKTa, U
nociie uHnnManu3ayu Direct3D noGapinsem cremayroniuii Kom:

dwNumMaterials = LoadMesh ("tiny.x", pD3DDevice,
&pMesh, &pMeshTextures, "texture.bmp", &pMeshMaterials);

// Ins npuMepa cO3malyMM MCTOUHMK cBeTa Direct3D
D3DLIGHTY9 light;

ZeroMemory (&1ight, sizeof (D3DLIGHT9)) ;
light.Type = D3DLIGHT DIRECTIONAL;
light.Direction = D3DXVECTOR3 (0.5f, 0.0f, 0.5f);

light.Diffuse.r = light.Diffuse.g = light.Diffuse.b = light.Diffuse.a =
1.0%;

pD3DDevice->SetLight (0, &light);
pD3DDevice->LightEnable (0, TRUE) ;

B srtom mpumepe 3arpyxaetcs Qaiin tiny.X, KOTOpbId uaeT B nocraBke DirectX
SDK u crienanbHO NpeHa3Ha4YeH AJIsl TOro, 4ToObl TECTUPOBATH CBOU MPUIIOKE-
Hust. [lociie 3arpy3ku CeTKM WHHMIMAIM3UPYEM OCBEIIECHHE, YTOOBI 3arpy:KaeMbiid
00BEKT He ObLT a0COIOTHO YEPHBIM, U BbI YBUJIECIH €ro BO Beell kpace. B nanHoM
ciydae ucronb3yercs oceeuienue Direct3D, na0bbl He YCIIOXKHATH ceifuac mpumep,
HO B Oy/yIlleM MBI MepeieM Ha UCTIONb30BaHKE IIIEHIEPOB.

Teneps MOCMOTPHUM, Kak MOXKHO OTOOpPa3WTh 3arpykeHHyro ceTky. KoHeuHo ke,
9TO HEOOXOIMMO NieaTh B (DYHKIMH GraphEngine, KO KOTOPOH IJIs JAHHOTO TPH-
Mepa Bbl MOXKETe YBHUJIETh B IUCTHHTE 1.4.

INMucTtunr 1.4. Npumep oToGpakeHUs ceTku

void GraphEngine ()
{
// OuncTuTe Bybepr
pD3DDevice->Clear (0, NULL, D3DCLEAR7TARGET | D3DCLEAR7ZBUFFER,
D3DCOLOR XRGB(255,255,255), 1.0f, 0);

if (SUCCEEDED (pD3DDevice->BeginScene()))
{

// VBemmMuuBaeM yToJI [IOBOPOTA CLIEHE
ViewAngle+=0.01f;

float b = ViewAngle;

// PacCumMThBaeM MUPOBYIO MATPULLY IS ONpelesIeHMS [OJIOKEHUS OOBeKTa
D3DMATRIX World = {

cos (b) *cos (b), cos(b)*sin(b), sin(b), O,

-sin(b), cos(b), 0, O,
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-sin(b) *cos (b), -sin(b)*sin(b), cos(b), O,
o, o0, 700, 1,

}i

pD3DDevice->SetTransform (D3DTS WORLD, &World);

// BkJIouaeM OCBelleHue
pD3DDevice->SetRenderState (D3DRS_LIGHTING, TRUE);

// 3BamnyckaeMm LMKJ OTOOCpaXeHUS

for (DWORD i=0; i<dwNumMaterials; i++)

{
// YcTaHaBIMBaeM MaTepuasl
pD3DDevice->SetMaterial (&§pMeshMaterials([i]);

// YcTaHaBIMBaeM TEKCTYPY
if (pMeshTextures[i])
pD3DDevice->SetTexture (0, pMeshTextures([i]);

// OToBpaxaeM OUepedHyld UaCTb CEeTKMU
pMesh->DrawSubset (1) ;

pD3DDevice->EndScene () ;
}

// OroBpaxaeM CLeHY
pD3DDevice->Present (NULL, NULL, NULL, NULL);
}

PesynpTar paboTbl nporpamMmmbsl MOKHO yBUIETbh Ha puc. 1.5. Ilporpammupyto rpa-
UKy y>Ke JaBHO, HO [0 CUX MOp MOPaxaroCch, KaK MPOCTO CO3/1aTh TaKylO KPacoTy.
KoneuHo, kpacora 3aBucuT oT coaepskumoro X-¢aiina, Ho u DirectX BHOCHT cBOIO
KpacoTy B 3Ty CLIEHY.

Tenepb mocMoTpum Ha kop otoOpaxenus. Ilocne Hauana GopMUpoBaHHUsI CUEHBI
YBEJIMUMBAEM CUYETYMK ViewAngle, KOTOPBIN OMpeAessieT yroj MmoBopoTa GUrypsbl.
Ja, ona Oyner Bpawarbcsi, YTOObI €6 MOXKHO ObLIO pas3riisiieTh ¢ Pa3HbIX CTOPOH.
ITocrne 3TOrO BKIIOYAaEM OCBELIEHUE.

Jlanee et camoe MHTEpECHOE — LIMKJI OTOOpaskeHus ceTKH. CeTka MOXKeT COCTO-
ATh U3 MHOXKECTBA YacTeil W KaXJas U3 HUX MOXKET UMETb CBOIO TEKCTYpy M MaTe-
puan. KomuuecTBo 1aroB LUKIAa — 3TO KOJMYECTBO 3arpy)KeHHBIX MaTepHasoB.
B upeane, kaxxnas ¢urypa qoimkHa ObITH U3 OJHOTO MaTepualia/TeKCTypbl, YTOOBI
LMKJT He BBITIOJHSJICS CIMIIKOM JIOJITO M He cO3/1aBajl M3JMIIHUX HaKJIaIHBIX pac-
XOJI0B.
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Puc. 1.5. PesynbTat paboTbl npumepa

Ha kaxxaom sTarne nukiia ycraHaBJIMBaeM MaTepuall, U €cliM CyLECTBYET TEKCTypa,
TO yCTaHABJIMBAEM U €€. Ilocne storo 0T06pa>1<aeM TEKYLIYO CE€TKY C NMOMOLIbIO
BbI30BA METOA DrawSubset HHTep(beﬁca ID3DXMesh.

( NMpumeuyaHne )

McxoaHbIn ko4 NpoekTa U3 3TOW rnaBbl MOXHO HaWTM Ha KOMMNAKT-AWCKE B KaTtanore
Chapter1/Mesh.

1.7. MogenupoBaHue

B urpax cnoxHo oboiTHch 6e3 00bekToB ceTok. Co3aaBaTh 00BEKTHI UIPBl BPYU-
HYIO U3 TPEYroJIbHUKOB JI0CTaTOYHO YTOMHTENbHas 3a1ada. HamHoro npoie cmo-
AeIMpoBaTh OOBEKTHI ¢ MOMOIIBIO 3D-pefakTopa M MOTOM 3arpy3uTh MX B CBOEH
nporpamme. Xopounii 3D-penakTop ¢ MOMOLIbIO BU3YalbHBIX CPEACTB MO3BOJSET
Jierko U ObICTPO cO3/4aBaTh AOCTATOYHO CJIOXKHBIE MOJeNu. Sl mpearnouuTar uc-
nonb3oBate 3D Studio Max (http://www.discreet.com). Jla, 3To moporoii mpo-
IOYKT, HO YHMBEpCaJbHbIM M MO3BOJISET CO3AATh OJHY U Ty ke (QUTYpYy pa3HbIMH
crnocobamu.



	Оглавление�����������������
	Предисловие������������������
	О чем эта книга����������������������
	Что нужно знать����������������������
	Что не вошло в книгу���������������������������
	Благодарности��������������������
	Структура книги����������������������

	Глава 1. Введение в программирование игр�����������������������������������������������
	1.1. Подготовка к созданию приложения��������������������������������������������
	1.2. Скелет приложения�����������������������������
	1.3. Инициализация Direct3D����������������������������������
	1.4. Функция формирования сцены��������������������������������������
	1.5. Функция загрузки сетки����������������������������������
	1.6. Пример загрузки сетки���������������������������������
	1.7. Моделирование�������������������������
	1.8. Шейдеры�������������������
	1.8.1. Простейший пример шейдеров����������������������������������������
	1.8.2. Использование вершинного шейдера����������������������������������������������
	1.8.3. Пиксельный шейдер�������������������������������


	Глава 2. Разработка движка���������������������������������
	2.1. Структура движка����������������������������
	2.2. Двигатель объекта�����������������������������
	2.3. Двигатель игры��������������������������
	2.4. Запуск движка�������������������������
	2.5. Тени����������������
	2.6. Множество источников освещения������������������������������������������

	Глава 3. Скелетная анимация����������������������������������
	3.1. Что такое скелет����������������������������
	3.2. Формат хранения сетки���������������������������������
	3.3. Основы программирования скелетов��������������������������������������������
	3.4. Загрузка сетки и скелета из X-файла�����������������������������������������������
	3.5. Разбор объектов���������������������������
	3.6. Загрузка сетки��������������������������
	3.7. Загрузка дочерних элементов���������������������������������������
	3.8. Поиск фрейма������������������������
	3.9. Обновление сетки����������������������������
	3.10. Обновление сетки�����������������������������
	3.11. Анимация скелета�����������������������������
	3.12. Анимация из X-файла��������������������������������
	3.13. Загрузка анимации из X-файла�����������������������������������������
	3.13.1. Необходимые классы���������������������������������
	3.13.2. Анализ файла���������������������������
	3.13.3. Анализ блока анимации������������������������������������
	3.13.4. Анализ ключа���������������������������

	3.14. Использование анимации�����������������������������������

	Глава 4. Войдите�����������������������
	4.1. Введение в DirectInput����������������������������������
	4.2. Класс для входа���������������������������
	4.3. Реализация класса ввода�����������������������������������
	4.4. Перечисление устройств����������������������������������
	4.5. Опрос состояния действий������������������������������������
	4.6. Использование класса клавиатуры�������������������������������������������

	Глава 5. "Фейсом об тейбл"���������������������������������
	5.1. Алгоритмы обнаружения���������������������������������
	5.1.1. Точка против плоскости������������������������������������
	5.1.2. Точка против куба�������������������������������
	5.1.3. Точка против сферы��������������������������������
	5.1.4. Сфера против сферы��������������������������������

	5.2. Столкновения в играх��������������������������������
	5.3. Пример реализации коллизий��������������������������������������
	5.4. Ниже плинтуса�������������������������
	5.5. Напутствие����������������������

	Глава 6. Вершинная анимация����������������������������������
	6.1. Теория������������������
	6.2. Загрузка ключа��������������������������
	6.3. Отображение сетки�����������������������������
	6.4. Использование шейдера���������������������������������
	6.5. Множественность кадров����������������������������������
	6.6. Практика использования����������������������������������

	Глава 7. Программирование звука��������������������������������������
	7.1. Введение в звук���������������������������
	7.1.1. IDirectMusicLoader��������������������������������
	7.1.2. IDirectMusicPerformance�������������������������������������
	7.1.3. IDirectMusicSegment8����������������������������������

	7.2. Воспроизведение���������������������������
	7.3. Завершение воспроизведения��������������������������������������
	7.4. Погружение в 3D���������������������������
	7.5. Контроль над 3D���������������������������
	7.6. Мультизвук����������������������
	7.7. Управление параметрами����������������������������������
	7.8. Резюме������������������

	Глава 8. Игровые эффекты�������������������������������
	8.1. Обман зрения������������������������
	8.2. Видео�����������������
	8.2.1. База для разработки фильтра�����������������������������������������
	8.2.2. Разработка фильтра��������������������������������
	8.2.3. Подтверждение типов медиаданных���������������������������������������������
	8.2.4. Получение кадра�����������������������������
	8.2.5. Загрузка видео и использование фильтра����������������������������������������������������
	8.2.6. Компиляция������������������������

	8.3. Мелочи жизни������������������������
	8.4. Не все золото, что блестит��������������������������������������
	8.5. Искусственный интеллект�����������������������������������
	8.6. Оптимизация графики�������������������������������

	Заключение�����������������
	Приложение. Описание компакт-диска�����������������������������������������
	Список литературы������������������������
	Предметный указатель���������������������������



