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= [=]
1) PEE AA DS Y=
fine B3IZE 30 /R E
Jdouble LengthPtslint «1, int v1, int »2, int v2) {
return(sart((float)({x2 — x1)*(x2 = x1) + (y2 -
JBOO0L meet_Circlelint %, int y, int mx, int my)

if (LengthPts{x, v,
glse return FA

3) 240l A& AA DE

it (GetAsyncKeyState('Q') & 0x8000)

LTSI
: state = b;
Mp—:;

bool isMissileAddAble;
isMissileAddAble = FALSE
for (int i =0; i <MAXMISSILE: ++i)

it (Missiles[i] == NULL)

isMissileAddAble = TRUE:
Missiles[i] = new Missils(rect, left, rect. top);
break;

A A

0

5) HYUpdateZ Z!

case HM_TIME
switch (wParan)
{
case 1
- if {!Gamelver && BossMCheck >= 3)

£ (rect. left < —20)
rect. left = -20;

FALSEY !

T {rect.right » 699}

rect.right = 700;
rect. left = 699;

, iy} <= BSIZE + 10) return TRUE:

(GetAsyncKeyState(VK_RIGHT) & 0x8000) { 5

stal

2) HEHHE A4 2

GetClientRect(hwnd, Brectyiew);
hdc = BegirPaint (hwnd, &ps):
memids

/ tBitiol=

}tWL

oldBit1 = (HEITMAF)SelectObject (memide, hB
/f memidc = hdet| ] ==C}
BitBlt(hdc, 0, O, 1024, 768, memidc, 0, 0, SRC
SelectObject(memidc, oldBitl):
DeleteDCimenzdc) ;

=2

4) BAZAH DMLY &AL AA BE
hool sBossMissileAddible

i5BossMissilefddinle = FALSES

for (int i =00 i <MAX MISSILE: ++i

{
i (BossMissiles[i] = NULL)
{
i5BossMigsileAddible = T
BossMissiles[i] = new Missile(BossMissi leshove. left
bredk;
}
}
Bossi s lesllove, left = rand() % 730
bresi|

6) 2AH SeHA W B4 B4 AA DS
—iclass Monster
{
private:
int m_nPos¥;
int m_nPosY:
int m_hp;|
public:
= Monster{int int int tedocom_nPosk(:), monPosy(v),
{
1
int GetX() [ return m_nPosX: }
int Get¥() { return m_nPosY: }
int GetHP() { returr m_hp: }
- void DamageSet()
{
m_hp—;
1
baol U
{
m_nPosY += minionvelocity
if (m_nPosY =500)
return TRUE:
return FALSE;
1
~Monzter{){ jumsucheck++; }
3

0zl

BossMissi lesMove. top);

m_hp(no)
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OpenGL AA FE(C+H+AH )

o o
1) X7|3} 22 3AC 2) 3%ral ¥ MY AL
for (int i =0 i <4; ++i)
{
for {int ] =0; | < MapSize; ++j)
woid mainCint arge, char xarov[]) { // 2|3 S8

srand{ (unsigned) time(NULL)):
glutinitDisplayMode (GLUT_DOUBLE | GLUT_RGBA | GLL
glutlmthdowPoswtion(WOO 100)

glutini thindowsize( ¥ INDIWS_S
glutCreateWindow("JEﬂZ_— Al
SetupRC();

i/ OAagee] B 4F

/ E.t:lH %!/\ zl
g | utDisplayFuncldranscane);
glutReshapeFunc (Reshape) ;
glutSpecialFunc(Specialkeyboard) |
glutkeyboardFunc (keyboard) ;
glutT imerFunc (FRAME_BOFFS, T\merFunctwh 1)i
glutMainLoop();

I

ol

% WN

XM\SS\LE ++i)
for (int j =05 j < MAX_MONSTER; ++])
! it (Missiles[i] 1= NULL)
if (Monsters[j] != NULL)
' it (meet_Circle(Missiles[i]->GetX(), Missiles[i]->GetZ(), Monsters[j]->GetX(), Monsters[j]->GetZ()))
. \{f (meet_Circle(Missiles[il->GetX(), Missiles[i]=GetY(), Monsters[j]l->GetX(), Monsters[j]->GetY()))

Monsters| j |->DamageSet () ;
it (Monsters[j]—>GetHP() =0)

delete Monsters[j]:
Monsters[j] = NULL:

delete Missiles[il:
Missiles[i] = NULL;

i
1
iy

4) BAEMY AE
JIEAEAE

bool isMonsterAddAble;
isMonsterAddible = FALSES

for (int i =0) i < MAX_MONSTER: ++i)

{
if (Monsters[i] == NULL)
{
isMonsterAddAble = TRUE;
Monsters[i] = new Monster(jangemove.moveX, jangemove.moveY, jangemove.moveZ, 2).
break.;
1
J .
5) HjF MAN MW AC
/AR 2 FolE sith. — (3)
gITexImage2D(GL TEXTURE_ 2D, 0, 3, 736, 459, 0, GL_BGR_EXT, GL_UMSIGNED_BYTE, pBytes[0])
/8AA metole 28 — (4)

gl TexParameteri (GL_TEXTURE_20, GL_TEXTURE_MIN_FILTER, GL_LINEAR);
gl TexParameter i (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);
gl TexParameter i (GL_TEXTURE_20, GL_TEXTURE_WRAP_S, GL_REPEAT):
9l TexParameter i (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);
/1 LIHA] n-12e] BIART (1) ~ (4)70K]9] BHE& Bldlsty ElANE HAEsH
e E_H_l;,?(J (o )-I"'-l|
gl TexEnvi (GL_TEXTURE_ENY, GL_TEXTURE_EMY_COLOR, GL_MODULATE)
/] BAR fE B3
glEnabIe{GL_TEXTURE_ZD}:
/{ BlAdE Ao oHE
’u|E|ndTﬂX'u|p|hL TEYT“RE 20, rame[0]);
gIBeg|nf
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A A cC O.I
OpenGL &AA [E(C++A
1) X0j8 x7|3} AA AL 2) Z0j0f 7|4 MM IAc Um
for (int § =05 J < 10005 +) JEA AT R =l =
- o glPushiatrix();
glBegin(GL_LINE_: P);
for (Float | =0; § <=2« Pl +0.1; i +=0.1) t glColor3f(1.0, 0.8, 0.0);
‘ ‘ . . ‘ R glBegin(GL_QUADS);
g\Co\orSf(c\rcle[J].rf CIFC\Q[J]:Q,‘C\FCFG[J].D). =
gl¥ertex3f (250 * cos(i), 250 * sinli), - = 10); glvertex3f(0, 20, 8);
— glvertex3f(0, 8, 15);
glEnd() glVertex3f(0, &, 0);
for (int i =05 i <3; #+i) QIVerltex3fF(ﬁJ 20, 0);
G i = : R
{ o :
i . P glvertex3f(-6, 5, 15);
il ol e o SR 0 alVertex3f(-16, 16, 8):
o ] e gy s glVertefoE—WEi, —mj)o);
{' glvertex3f(-6, -5, 0);
. y /1 REE Y
glgifﬁé%ﬁm;aog 8 alver tex3f (5, -5, 15);‘
alVertex3f(—190 + (i = 35), 60, 330 — (j = 70)); olVer tex3f (16, -16, ){
glVertex3f(-100 + (i = 35), —80, 390 — (| = 70)): glVer tex3t (16, 03
al¥ertex3f(-160 + (i * 35), -60, 390 - (J * 70)); alvertex3f(e, *5 0)
alVertex3f (—160 + (i = 35), —60, 330 — (j = 70)): | glEnd();
1 Bl glPopMatrix();
}
3) 7tHjet =8 MY 22 AL 4) B ATEFNY WM 22 AE
i ks Y sLuoid Reshape(int w, int h)
Lo C 1 Bk
gl Trans|atef {cam. moveX, cam,moveY, cam.movei); 'E‘ SRR e WOE D
ottt ol {0, ) ovismorts o1 1
g|Rt tof( ; gl ZJ OJ OJ 1)’.| glMatr ixMode(GL_PROJECT ION) ;
INOLALeT AR Y10, Ma My L gllLoadldentity();
! oy MIE //gl0rtho(0, 900, 0, 800, -1, 1);
e B S : .
, , , , gluPerspective(60, w / h, 1, 3000);
ol auda o amn el SRR, e b 6 o
ST O U o TTURE IO 1) gIMatr i xMode (GL_MODELY I EW);
gllightfwi{GL_LIGHTO, GL_SPECULAR, SpecularLight): 1
glLightfw{GL_LIGHTO, GL_POSITION, lightPos):
glEnable(GL_LIGHTO);
.f' S S S P R
5) B4 UIEd AA3CE
void JUI’HSU()
{
for (int | =0; § <3 ++j)
{
for {int i =0: i <=9, ++i)
{
gl PushMatrix();
{ _
asterPos3ti-—-27 D, 0);
" len = (lntJ tr |H|\_€~!r|rq il
for (int k =0: k < len; k+t)
glutBitmapCharacter (GLUT_BITMAP_HELYETICA 18, strinalillillk]);
1
glPopMatrix().
1
¥
}




L2402 2DGameProgramming(Python) =R M OlCHE Wwz=4d
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4) 473 F7|Upgrade

Z- | WoIH AHOGICHO MSA ALK 200 0ItHet JI=2Hel HY 22X 001X HMel, E=Hdl,
AOEY, B2E, HLINOIE AI2E SS= M MBHEel g ZAEAI0 et SR
. ME2 A0 2tolEedel2l Python,p HNEE & cH=2C HYEHA L0t

ico2
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e Hn o
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= = H A | == AlSR g 1 2l AA old
1) FH| 282 3 2) J= HER &2 A =2T
=s5 Jombie: f draw(sei!)
a1
fei __init_(self): ) self. \maae draw(400, 300)
self.x, self.y =790, randon.randint(50,550) selt.gume,clip_ draw(D 0,570,69, 5| f. gumex-30,self.quney)
self.frame = self.plant.clip_draw(0, 250, 50,50,self.plantx, self.planty+self.plantsize)
self. Jnmh{el = load_image( ZH|1.png") self.plant,clip_draw(50, 250, 50,50, seH plantxl, self.plantyl+self.plantsizel)
self.dir = self.plant.clip_dran(250,250, 50,50,self.plantx2, self.planty2sself.plantsizs2)
I update(sel J seHvu\ant‘clip_drawESDD, 250, 50,50,self . plantx3, self.planty3+self.plants|ze3)
self.frame = (self.frame + 1) ¥ 8 self.plant.clip_draw(0, 0, 50,50,self plantxd, self.plantyd+self.plantsized)
self.x —= self.dir+0.3 self.plant clip_draw(0, 200, 50,50, self. plantx5, self plantybeself, plantsized)
self.erase.clip_draw(0, 0, 95,58 ,self.plantxB, self.plantyBeself.plantsizeR)
=f draw(self): self.nenu.clip_draw(0, 0, 110, 26,self . plantx7, self.plantyT+self.plantsize?)
self.jonbiel. clip_draw(self. frame + 95, 370, 100, 110, self.x, self.y)

I(self.statel=0
i in

Jei handle_events(): i(s

sell»st'ate!=6 nd self.state!=T):
i (0,5):
self.plantspace.draw(B0+B0+( 1), B0+100+(}))

elf.state==1):

events = get_events() self.myplant.clip_draw(100, 180, 100, 100, %, v)
event |1 events: If(self,state==2):
i event,type == SDL_QUIT: _?zé:'mﬁésgt %}l'lp _draw(0, 180, 100, 100, #, v)
gane_franework quit() Tf.uyplant.clip_drau(300, 160, 100, 100
“event  type == SOL_KEVDON and event .key == SDLK_ESCAPE: 1oL swob ot el IdraiC 100, 100: %, ¥}
gane_framework, change_state(title_state) lip_draw(350, 0, 100, 100, %, v
self.ugplant.clip_draw(400, 180, 100, 100, %, v)

3) Al2 MX| AARE

ugdate(self)

%,
EVEHES = get_eventﬂ( |

event [ event
evant type == SDL MOUSEMOT!ON
¥, v =event.x, B00 -
(x>self.plantx-25 =nd x<seH wlantx~25 y>sel f.planty-25 y<self,planty+25):
self.state=!
t(x>sel f.plantx1-25 x<self.plantx!+25 and ysself,plantyl-25 ye<self.plantyl+25):
self.state=2
t{w>sel f.plantx2-25 and w<self.plantx2+25 and y>selt.planty2-25 =nd y<self.planty2+2s):
self.state=3
'(x>s$If‘planth~25 weself.plantx3+25 and .planty3-25 v<self.planty3+25):
self.state=4
-(x>”T$H planéxll—ZS x<self.plantxd+25 an plantyd-25 y<self.plantyd+25)
58 tate
t{x>sel f,plantx5-25 x<self.plantx5+25 ar .planty5-25 and y<self.planty5+28):
self.state=0
=(x>s‘$|f ulanéxE ~25 and w<self.plantxB+25 and y>self.planty6-25 y<self.plantyB+25):
self.stat
{(x>self.plantx?-25 and x<self.plantx?+25 and y»self.planty7-25 and y<self.planty7+25):
self.state=7
self.plantsize=0
self.plantsizel=0
self.plantsize2=0
se!hplautslze&ﬂ
self plantsizeT=l
@“ﬂm 3 AMEj AA AE 5)
bameState
{ __init__(self, state):
selt.enter = state.enter d
sel|f.exit = state.exit
se|f pause = state, pause

gelf.resume = state,resume
self.handle_events = state.handle_events
self.update = state.update

self.draw = state.draw

quit():
global

running
running

run(start_stateJ

)al running, stack
running =
stack = lstart_state]
start_state.enter()
2 (running):
stack[-1].handle_events()
stack[-1] update()
stack(-1] . draw()
# repeated|y delete the top of the stack
while (len(stack) > 0):
stack[-1] . exit()
stack,pop()

test_game_framework():
start_state = TestGameState( '
run{start_state)

StartState’)

3) X7|3} 2A3AE

__Init__(selt):
self.gumex, self.gumey. self.gumesize = 310,565.0
self.changstate=0
self.plantx, self.planty, self.plantsize= 130,565,0
self.plantx], self.planty], self.plantsizel= 190,565.0
self.plantx2, self.planty2, self.plantsize2= 250,565,0
self.plantx3, self.planty3, self.plantsized= 310,565,0
self.plantxd, self.plantyd, self plantsized= 370,565,0
self.plantx5, self.planty5, self.plantsize5= 430,565,0
self.plantxB, self.plantyB, self.plantsizef= B20,565,0
self.plantx7, self.planty?, self.plantsize7= 730,580,0
self.click=0
self.state=0
self.image = |oad_inage(
self.gume = load_Image( ")
self.plant = load_image(’ 1—DH 9
self.myplant = load_inage(’
self.plantspace = |oad-image( |.pna")
self.erase = lpad_image( I} ]
self.meny = load_inage( [
self.junsu = load_image( =
5 EE] AA =
change_state(state):
global stack
pop_state()
stack.append(state)
state.enter()
push_state(state):
ilobal stack
(len(stack) > 0):
stack[-1] .pause()
stack.append(state)
state.enter()
pop_state():
i stack
(len(stack) > 0): ) . .
# execute the current state's exit function
stack[-1].exit()
# remove the current state

stack,pop()
# ex

ute resume function of
n{stack) > 0):
tack[-1].resune()

Bc
le
st

the previous state

- 11
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S LIE

AN DE(CH#)

xXofF X old
ision collision)
b

it (collision.gamelbject . tag = "Enemy")

HEnemy A IR EO| H2517].

Ememy enemy = collision.gamelbject . GetComponent<Enemy={};

HEreny A3 ES| E57} Digdt ©

A0

if {enemy ES |= EnemyState.Die)

et 2

Ho

enemy  Hurt (Power);

ol

M 2!

2) =8l0]0of OjL|H{o|H AA AE

=]
e

void Animationl ()
{
if (PS == PlayersState. Idle)
{
anination.CrossFade(ldle_Ani . name, 0.2f);
glge if (PS = PlayerState. Walk)
{

animation.CrossFade{Walk_Ani.name, 0.2f);

else If (PS = Pla tate.Run)

L animation.CrossFade(Run_Ani.name, 0.2f);
else if (PS = Pla tate, Attack)

{ animation.CrossFade{ldle_Ani.name, 0.2f);
é\se if (PS = Playerstate.Doad)

: animation.CrossFade(ldle_Ani . name, 0.2f);

3) ZE HESQ3 ¢Z 22 IAC U8
if (PhotonNetwork.connectionStateDetailed != PeerState,Joined)
{

Input ToEvent . inputHitPos + new Yector3(0, 5f,

0), Ouaternion.identity, O)

InputToEvent . inputHitPos + new Vector3(0, 5f, 0), Quaternion,identity, 0, null)

'/ anly use PhotonNetwork, Instantiate while in a room
return:
}
switch (InstantiateTvpe)
case 0:
PhotonNetwark. Instant iate(Prefab.name,
break:
case |}
PhotonNetwork. InstantiateSceneObject(FPrefab,nane,
break;

5) 2H0|X| A2 AC AUs

float Dvalue = m_Value AsFloat — Transitoryvalue;
if (Dvalue = 0)

%
TransitoryYalue += ProgressSpeed = Time deltalime:
if (Tran yWalue = m_Yalue. )
Transitory¥alue = m_Value. AsFloat,
}
else if (Dvalue < 0)
{

Transi torvialue —= ProgressSpesd
it (Transitoryvalue < m_Yalue. Ast
Transitory¥alue = m_Value AsFloat:

}7) Ofo| &

ime.deltalime;

g

6)2AE| move 22T

void Distanc

it (Yector3.DistancelPlayer.position, transform.position) »= FindRange && tome == false)

ES = EnemyState. Idle;
anim.$etBool ("Run", false);
Speed = 0

alse

{
ES = EnemyState Move;
anim. SetBool {"Bun", trua);
Speed = MoveSpeed:

}

}

S AA3C 8) E20]0{ move 2AIAE
if {collision.gameObject . tag == "Player_Red") void Update
Debug‘ng( RS it (Input.Getkey (KeyCode. Leftérrow) ||
EE‘EZif:h??Eé- Input .GetKey (KeyCode.RightArrow) ||
i (PC Mas_hp . PC.1p) Input . Getkey (KeyCode.UpArrow) I
[ Input . GetKey (KeyCode.DownArrow))
PC.hp = PC.Max_hp; {
b ‘ _ , ‘ float xx = Input.GetAxisRaw ("Yertical'):
, PC.LifeBar.sliderValue = PC.hp / PC.Max_hp; float zz = Input.GethyisRaw ("Horizontal”);
lookDirection = wx % Vector3 forward + zz + Vector3.right:
this.transform.rotation = Quaternion.LookRotation {lookDirection);
this.transform.Translate {Yector3.forward = MoveSpeed * Time.deltaTime);
1
}

_13_
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1) Mediate Pattern 2A3E UH
I < OBJ_end; ++i)

for(int | = 0;
{

list<CObj+=>::iterator iter = m_ObjList(i].beain();
0BJITER iter_end = m_ObjList[i].end();

for{iter; iter != iter_end:;)

{
int iResult = (+iter)-sUpdate( )
if(iResult == 1)

{
delete +iter
iter = m_ObjList(i].erase(iter)
iter_end = m_ObjList[i].end( )

else (f(iResult == 99)

2) Mediate Pattern 2AJ3E UL
for(int i = 0; i < RENDER_end; ++i)
{
int iCount = m_vecRender[i].size():
for{int j = 0; ] < iCount; ++j)
m_vecRender[i][j]->Render{_dc);
f71 0 Type
AN ¢ N A
H

m_vecRender[i].clear( )

return 0;
else
++iter;
]

)
3) Y Sorting 2AFE UL

=2T

fFor{int i = 0; i < OBJ_end: ++i)
{
list<CObj+>!:iterator iter = m_ObjList[i].begin{ )
OBJITER iter_end = m_0ObjListli].end();
for(iter; iter != iter_end. ++iter)
{|

m_vecRender| {#iter)-=RetRenderTvpe( ) ].push_back{+iter):
}

sort{m_vecRender [ RENDER_WORLDOBJ] .begin( ),
m_vecRender [ RENDER_WORLDOBJ] . end( ),
CObjMgr: :Compare );

bool CObjMar::Compare( CObj+* pDest, CObi+ pSour )

{
return (pDest-=Get Infof )->fY + pDest->GetInfol }->FCY
<
pSour-=Get Infol )->FY¥ + pSour-=Get Infol }-=FC¥);|
}
4) SingleTon Pattern &2AFE YH
class CObj:
typedef |ist<CObj+>!:iterator OBJITER:
#define DECLARE_SINGLETON(ClassName) #
private: #
static ClassName+ m_plnstance; t
public: %
static ClassName+ Getlnstance(void) #
{#
if(m_plnstance ==NULL M
{#
m_plnstance = new ClassName: Y
H
return m_plnstance; #
ik
void Destroylnstance(void)w
{4
ifFlm_plnstance !=NULL)#
(%
delete m_plnstance: ¥
m_plinstance=NULL: #
i)
H
private:y

ClassName(ClassName& r0bj ) ¥
ClassName& operator =(ClassName& rObj ).}

ELIANEN | HPLEMENT _S INGLETON QHEEEUTY)

ClassName+ ClassName::m_plnstance

MULL:

_16_




5) @ BHY AADC

if{m_tInfo.vPos.x<m_t Info.fCX/2)
m-t Info.vPos.x=m_t Info.fCX/2:

If{m_tInfo.vPos.u>x-m_tInfo.FCX/2)
n-tInfo.vPos . x=x-m_tInfo, fFCY/2

if{m_tInfo.vPos.y>y-n_t Info.fCY/2-65)
m_t Info.vPos.y=y-n_t Info. fCY/2-65:

if{m_tInfo.vPos.y=m_t Info.fCY/2+15)
n-tInfo.vPos,y=n_tInfo.fCY/2+15

ioREE

if{m_tinfo.vPos.x + m_ptScroll.x > WINCK / 2)

Float fSpeed = (m_tInfo.vPos.x + m_ptScroll.x) - WINCX / 2;
IF{m_ptScroll.»x < WINCK - &)

m_tinfo.vPos.x —= WINCK - %
g_fScroll= WINCH - %
m_ptScroll.x = WINCX - »

float fSpeed = WINCK / 2 - (m_tInfo.vPos.%x + m_ptScroll.x);
iF(m_ptScroll.x > 0)
{

g_fScral I=0;
n_ptScroll.x = 0
m-tinfo.vPas.x =0;

}

H ==
6) Line 38 2~AFLE AR
LINE* pLine = NULL:

for{1ist<LINE+=!! iterator iter = m_pLineList-=beain{ )
iter != m_pLineList->end{ ); ++iter)

if({+iter)->tLPoint .f¥ < m-tinfo.vPos.x && m_tInfo.vPos.x < (*iter)->tRPoint.fi)
{

pLine = (+iter)
break;

}
}
if(pLine == NULL)

m_tinfo.vPos.y += 10,.f;
return;
}
float fWidth = pLine-=tRPoint.FX - pLine->tLPoint . fX
float fHeight = pLine-=tRPoint.fY - pLine->tLPoint.fV:
float fGradient = fHeight / fuwidth; //2| 57
float fY = fGradient + (m_tInfo.vPos.x - pLine->tLPoint.fX) + pLine->tLPoint.fY
|F{m_bJump != trued& m_bUp==false)
{
m_tInfo.vPos.y = F¥Y-n_tInfo.fC¥/2 ;

else

{
if{m_tinfo.vPos.y > f¥)
{

m_bJump = False:
n-fJumpAcc = 0.f;
m_tinfo.vPos.v = FY;

1

}
7) HHEY o|O|X] &8 A23C

pBitMap = CBitmapMar::Getinstance( )->FindImage{n_pNane)

TransparentBlt{_dc,
int(m_tinfo.fX - m_tInfo FCX) + (int)a_fScroll,
int{m_tinfo.fFY - m_tInfo.fCY¥) + (int)m_ptScroll.y,
int{m_tInfo.fCX),
int{m-tinfo.fCY),
pBitMap->GetMemDC( ),
int{m_tInfo.fCX *+ m_tFrame.iFrameStart),
int{m_tInfo.fCY + m_tFrame.iScene),
int{m_tinfo.fCX),|
int{m_tInfo.fCY),
RGB(O, 255, 0))

_17_




APl AA DE(C++A

g) oldl MK %7t 7H AATE
{il‘-(PtInRect(&rect?, ptHouse))

if{GetasyncKeyState{ YK_LBUTTON))
{
CSoundMar:: Get Instacne{ )->PlayEf fectSound{L"c!lick MP3");
iFibTenp)
return;
bTemp = true:
fERL, M) ZWFL=F HASEAL.
pplnven =k?(EPluyer*)m_pPlayer§¥>ﬁet\nven()J
prRender = ((CPlayerUl14+)m_pPlayver )-=Get Inven( )

while(+ppinven != NULL)
{
if{{+ppInven)->Get |ten( J->strname== m_pltem[0]->Get | ten( )->strname )

/ool Eol =2
++( +ppinven )->Get | ten( }->{Count
(+iter_begin)-=Get Info( J-=iMoney -= m_pltem[0]->Getiten( )-=iPrice
return .
i

++pp | nven;
while(+ppRender |= NULL)
{
i£({(*ppRender )-=Get Iten )->strname== n_pltem[0]->Get Iten( )->strname. )

//Ot0I 0l 25
++( #ppRender j->Get | ten{ )=>iCount;
return

}

++ppRender:

oL EE MEN
new Clteml;

plten->Set I tem( +m_pltem[0]->Get|tem() )
pltem->SetType( m_pltem[0]->GetTypel) )

+pplnven = pltem
*ppRenEPr = pltem
9) =Xt O|HIE ZIHX™ AAIC
int D100000O,D100000,D10000,D1000,0100,010,D15
D1000000= m_HitNum/1000000:;
0100000= m_HitNum/100000210:
D10000= m_HitMum /10000%10;
01000 = m_HitNum/1000%10;
D100= m_HitNum/100%10;
D10= m_HitNum/10%10;
D1= m_HitNum %10;
PF(D10 !'=0 110100 !=0 1| D10OOO !=0 || D10OOOO !=0 |1D100000 !=0 |I/D1000000 !=0)
{
pBitMap = CBitmapMar: : Get Instance( }->FindImage{m_pNamne)
TransparentB|t{_dc,
int{m_tInfo.fX - m_tinfo.fCX) + (int)a_fScrol| +50,
int(m_tinfo.f¥Y - m_tinfo.fCY) + (int)m_ptScroll.y,
int{m_tInfo.fCX),
int{m_tInfo.fCY¥),
pBitMap->GetMenDC( ),
int{m_tinfo.fCX + D10),
int{m_tinfo.fCY + m_tFrame.iScene),
int{m_tInfo.fCX),
int{m_tInfo.fCY),
RGB(O, 0, 0)):

}
10) OJAIY Move 223 L

if{m_bMissileRight==Ffalse)

{
| m-tinfo.fX += cosf(To_Radian(m_fAngle)) + m_f¥eleocity:
m_tinfo.fY += -sinf(m_fAngle « Pl / 180) + m_f¥eleocity:
else
{
m-tinfo.fX -= cosf{To_Radian{m_fangle)) + m_fVeleocity:
m_tinfo.fY -= -sinf(m_fAngle + P| / 180) + m_fVeleocity:
}
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Direct2D,MFC AA IE(C++AH )

1) Factory TiEl AA3E 2) Observer Il K| F7} AAFE

template<typename T> yvoid CDataSubject::AddDatal int iMessage, void+ pData)

class CFactory abstract HES Bl abstract {
if(pData != NULL)
public: {
static CObj+ Create(void) map<int, listevoids>+>i1|terator iter:
CObj+ pObj = new T: iter = m_mapData.find(iMessage):

pObj->Initialize( )
if(iter == m_mapData,end())

| return p0Obl; w_mapData.insert{ make_pair(iMessage, new |ist<vaid#>{) ) )
s i ’ m_mapDatal iWessage] ->push_back(pData );

?tatu CObj* Create(float _fx, float _fy) Not i Fy( iMessage, pData):
CObj+ pObj = new T; }

pObj-=initialize{ )}
pOb)->SetPos(_fx, _fy)

return p0Obij;
H

static CObj+ Create(D3DXVECTOR3 vPos)
{
CObj+ pObj = new T
pObj->Initializel )i
pObj-=SetPus(vPos )

return pObj;

3) Observer I|El Z|AEO|M &= AAIAC
zrmd CUidbserver::Update( int iMessage, void+ pData )

|ist<void+>++ ppDatalist = CDataSubject::GetInstance{ )-=Get Instance( )->GetDataList(iMessage):

if{ppDatalist ==NULL)
return;

list<void+>::iterator iter:

iter = find((+ppDatalist)->begin(), (+ppDatalist)-»end(), pData);
switch( iMessage)

{

BE_PLAYER_DATA!
= +((UNIT_DATA+ ) +iter))

case MESSABE_PLAYER.MATRIX:
m-matPlaverMatrix = +((DIDXMATRIX*)(+iter));
break;

}
H
4) Observer Tl HEHE Z|AENA Aotz 2AIE

void CSubject::Notify(int iMessage, void* pData /+= NULL*/)

{
|ist<CObservers>::iterator iter = m_Observerlist.begin{ )
for(iter: iter != m_ObserverList.end( ) ++iter)
1
{+iter)->Update( iMessage, pData)
}

_25_
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5) Bridgell ¥l Renderdt= AATE

void CEffectBridge: :Render(void)
{

) ) -L =
6) Bridgell Tl ¥m=3lY
Zc’lﬂ CEffect_Buff::Render(void)

COevice: :Bet Instance( )-)Renﬂei;End{ H

const TEX_INFO+ pEffectTex = COevice: :GetInstance( )->Render_Begin( );
CTextureMar: . GetInstance( )->Get Texture(
n_pObject->GetObjKey( ).c_str( ),
n_wstrStatekey.c_str( ),
static_cast<int>(m_tFrame.fFrame) ).

Chevice::GetInstance( )->GetDeyice( )->SetRenderState( D3DRS_BLENDOP, D3ODBLENDOP_ADD);
CDevice: :GetInstance( )->GetDevice( )->SetRenderstate( D3DRS_SRCBLEND, DIDBLEND_ONE):
Chevice::GetInstance( )->GetDevice( )->SetRenderState(D3DRS_DESTBLEND, D3DBLEND_ONE).
CEffectBridge: :Render( };

if{pEffectTex == NULL)
return;

float f{ = pEffectTex->Imagelnfo.Width / 2.f;
float fY = pEffectTex->Imagelinfo.Height / 2.f:

Chevice:: Get Instance( }->GetSprite( )-=SetTransform(
&m-pObject-=Get Infol )-=matWorid

]

Chevice:! Get Instance( )->GetSpritel J->0raw(
pEffectTex->pTexture,
NULL,
L0DBDXYECTORACFX, fY, 0.F),
MULL,
D30COLOR_ARGB(50, 255, 255, 255)

}
0 ] . = u - .

7) BridgeIl ¥l matrix8EE F0{5}l=
vold CEffect_Buff::WorldMatrix{INFO& rinfo)
{

D3DXMATRIX matRotZ, matTrans, matScale, matParent:
D30%MatrixRotation2(&natRotZ, D30DXToRadian{m_fRotatedngle) )
D3D¥MatrixTranslation(&matTrans, rinfo.vPos.x, rinfo.vPos.y, 0.f)

D30XKMatrixScaling(&matScale, 1., 1.F, 1.f)

matParent = dynamic.cast<CPlayer+>(CObjMar::Get Instance( )->F indGaneObject<CP layers>( ))->Get Infol )-=matWor|d;
n_fRotateAngle += 100 + GET_TIME;

rinfo.matWorld = mat3cale + matRotZ + matTrans * matParent
}
8) MapToolOf|A| Pickingdt= £AFE

/WA o

bool CBackGround::Pickina(const D3DXVECTOR3% wPos
, const int& ilndex}

{

float f8lope = (TILECY / 2.f) / (TILECK / 2.f);

MELDES TR

D3DXVECTORE vPointl4] =

{
D3DXVECTOR3( m_vecTilelilndex]->vPos.x,
m_vecTilelilndex]->vPos.y - TILECY / 2.f,
0.f),

D3DXVECTORS( m_vecTile[ilndex]->vPos.x + TILECK / 2.f,
m-vecTile[ilndex]->vPos.y,

0.f),
D3DXVECTOR3( m_vecTilel|Index]->vPas.x,
m_vecTilelilndex]->wPos.y + TILECY / 2.f,

0.f},

D3DXVECTOR3C m_vecTilelilndex]->vPaos,x - TILECK / 2.f,
m_vecTilelilndex]->vPas.y ,
0.f)

,’awi: W

D3DXVECTORS vDirl4] =

vPoint[1] - vPoint[0],
vPoint[2] - vPoint[1],
vPoint[3] - vPoint[2],
vPoint[0] - vPoint[3]
¥
AEHNEE SR STt
D3DXYECTORS wNormal[4] =
{

D3DXVECTOR3(vDir(0].y, -vDir[0D).x, O.F),
D3DXVECTOR3(vDir[1].y, -vDir{1]l.x, 0.F),
D3DXVECTORA(vDir{2].y, -vDir[2].%, O.f),
D3DXVECTORI(vDIr[3] .y, -vDir[3].x, 0.f),

_26_
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9) LIM20|8% Picking 781 223 E

ENSREEE HSBEHE B2
forCint 1 =0 1 < 4, ++j)
D30XYec3Normalize{ &vNormal[i), &vNormallil)

for(int | = 0; | < & ++i)
{
D3DXYECTOR3 wTemp = yPos - vPoint[i]:

Float FDot = D3DX¥Vec3Dot(&vTemp, &vNormalli] )

|F(fDot > 0.F)
return false:

WA B F2E B A=2ola
=3 E B WEaTh

return true:

11) MFCO|M X Est= AAFE

void CMapTool::0OnBnC|ickedButtonMapsavel )
{
[/ TODOD: 2| HEE HE M2 ZEE FIMEULH
CHainFrame# pMainFrame = ((CMainFrame#)AfxGetMainWnd( )}
CTool73View+ pMainView = pMainFrame->GetMainyiew! );
CBackBround+ pBackBround = pMainYiew->GetBackGround( )
vector<TILE+>+ pYecTile = pBackGround->GetTile();
OWORD dwByte = 0:
HANDLE hFile = CreateFile(L"../Data/MapData.dat’
, BENERIC_WRITE,
0, 0,
CREATE_ALWAYS,
FILE_ATTRIBUTE_NORMAL,
NULL );

for(size_t i = 0; i < p¥ecTile-»size(); ++i)

|>
1]
[n

10) MFCO|M RESHE &

void CHMapTool::OnBACI ickedButtonMapload( )

{
/7 TODD: o42|0f| HEE &E Hel? 2E=8 Friguc}.
CHainFrames pMainFrame = ({CMainFrames)AfxBetMaintnd());
CToo|73View+ pMainView = pMainFrame->GetHain¥iew( )
CBackGround+ pBackGround = pMain¥iew->GetBackGround( );
vector<T|LE+>+ p¥ecTile = pBackGround->GetTile();
DWORD dwByte = Qi

HANDLE hFile = CreatefFile(L",./Data/MapDate. dat”
, GEMERIC_READ,
0, 0,
OPEN_EXISTING,
FILE_ATTRIBUTE_NORMAL,
NULL );
for(size_t | = 0: i < p¥ecTile->size(); ++i)
{

safe_delete( (+pvecTile)i] ¥
i
pY¥ecT| le->clear{ 1
while(true)
TILE* pTile = new TILE
ReadFile{hFile, pTile, sizeof(TILE), &dwByte, NULL):
if(dwByte == 0)
{
safe_delete(pTile)
break:
}
pYecTile->push_back{pTile);

}
CloseHandle(hFile);
pMainyiew->Invalidatel );

)
12) ClinetO| M EESl= AA3AE

void CBackBround: :LoadTile{void)

OWORD  dwByte = O;

HANDLE hFile = CreateFile(L". /Data/MapData.dat”, GENERIC_READ,

0, NULL, OPEN_EXISTING, FILE_ATTRIBUTE_NORMAL, NULL);
for{size_t @ = 0 § < movecTile.size(); ++i1
delete mvecTilelil:
rﬁ_vecT!Ie.cléar( b
while(true)
( TILE+ pTile = new TILE:
Readf i le(hFile, pTile, sizeof(TILE), &dwByte, NULL):
{\f(deyte == 0)

delete pTile;
break:

WriteFile(hFile, (+pVecTile)lil, sizeof(TILE), &dwByte, NULL):

CloseHandle(nhFile);
FIMSG_BOX(L"®MZ ©Z11")

m_vecTile,push_back(pTile)
}

CloseHandle{hFile):

_27_
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== |
13) Astar@d112|E5EF LEftEE AAFCE
?DDE* 4Star!iMakeNode{ int ilndex, NODE+ pParent, const vector<TILE+>* pTile)

NODE+ pNode = new NODE;
pHode->iIndex = ilndex;
pNode->pParent = pParent;

D3DXVECTOR3 wDistance = (+pTile)liIndex]->vPos -
(+pTile)pParent-=i Index]->vPos;

MAeE8) L8 MOl ER) HEl

float FPCost = DSUHVG:SLensth(&vlﬁisfance):\
vDistance = (+pTile)[|Index]->vPos - (+pT|le)[m_|Goal|ndex]->vPos;

/MEE =S B oA ARbR e HE .

float FGCost = D30Vec3lLength(ZvDistance):

/EHE H B8 FY
ost

| ..,
pHade->fCast = fPCost + fGCost)

return pNode:

15) Z80|0{7} Astar2 SZ|0|= AA3C

yoid CPlaver:: AStarMovelvoid)

g_astar=true;
IF{m_dwState==STATE_WALK)
Wousednglel )
list<int>% pBestList = AStar::GetInstance()->GetBestList{);
if(pBestList-=empty())
{

g_astar=Ffalse:
return;

ilndex = pParent-=ilndex -
{TILEX - {pParent-=ilndex / TILEX) & 2) - 1!
if{pParent-=ilndex X TILEX != 0 &%
pParent->ilndex >= TILEX + 2 &&
(+p¥ecTile)lilndex]->byOption == 0 &%
CheckList(ilndex))

pNode = MakeMode( ilndex, pParent, pYecTile):
mn-OpenList.push_back( pNode )

}

m_OpenList.sort{ComPare);

list<MODE+>:: iterator iter = m_OpenList.begin();
pParent = *iter:

mn-Closelist.push_back{=iter);
m_OpenList.erase(iter);

if{pParent-=iindex == m_iGoal Index)
while(true)

m_Bestlist.push_back(pParent-=ilndex);

7

/AL A E

pParent = pParent->pParent;
if(pParent-=iIndex == m_iStartIndex)
break:
}
m_BestList.reverse( )

break;

CBackGround* pBack = (CBackGround+)CObjMgr::Get Instance( )->Get0bjList{0BJ_BACKGROUND )->front( ):

const vector<TILE#>+ pTile = pBack->GetTile();
int IMovelndex = pBestList-=Front(};

Float FDistance = D3DXVec3Lensth(&m_tInfo.vOir)
030XYecaNormal ize(&n_tinfo.vDir, &m_tinfo.vDir):
m_tInfo.vPos += n_tinfo.vDir + m_fSpeed * GET_TIME +100 .
n_v8croll -= m_tInfo.vDir + m_fSpeed + GET_TIME +100 ;

(\fﬁfﬂlatunce < 5,f)

pBestList->pop_front( );




Direct2D,MFC a4
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16) matrid 22 EHIAK =i AAFC

D30XMatrix|dent ity(&n_tinfo.matWorld );

D30XMatrixRotat ionZ(&matRotZ, D30XToRadian(0)):
D30KMatrixTranslation{&matTrans, w_tinfo.vPos.xk,m_tInfo.vPos.¥-150, 0);
m-tinfo.matWorld = matScale * matRotZ *+ matTrans:
COevice!:Get Instance( )->GetSprite( }->SetTransform{&n_t Info.matWorid)
pTex|Info
= CTextureMar::Getinstance( }->GetTexture{ m_wstrObjKey.c_str{)
Jm-wstrStateKey.costr( ) ,int(n_tFrane.fFrame));
if(pTestInfo == NULL)
return;
fX = float{pTex|nfo-=Imagelnfo.Width / 2) ;
f¥ = float{pTexInfo->InageInfo. Height / 2);
ChOevice! !Get Instance( )->GetSprite( )->Draw(
pTexInfo->pTexture,
NULL,
&D3DXVECTORI(FX, fY, 0),
NULL,
D3DCOLOR_ARGB( 255 255, 255, 255));

18) M & Class Update()AAAE
[F(CHan1-=Get Infol )->8Ki | INun==2)
PetDefensel( )

I F(CMonl->Get Infol )=->Ski | INum!=0)
{

1£{tupeidl+(+iter_beaint))==type d(cUIT))

{+iter_beginl }->SetDead( ):
if(typeid{+(+iter_beginl))==typeid{CUIE_5))
(+iter_beginl )->SetDead( );
H

}

iF{myturn==0)

PlaverFightUpdate( ):

if(myturn==1)

Petattack()

ifFlmyturn==2)

Playerskili{);

If(turn ==0)

{

if{ randenemy1==0)
Monsterf ightupdate( )

else if{randenemyi==1)
HonsterFightPet{ ).

If{CHont=>Get Infol )=>(Hp<=0)
randenemy1=0;

19) EAE{7} EH0j0] MatCi]E AAAE

if{a_fight==false)
{

n_dwState = (+iter_begin)->GetStatel )
m-dwStatel = (+iter_begin)-=GetState( )
H

n_tinfo.vbir = (+iter_begin)->GetInfo{ }->vPos - m_tInfo.vPos|
float fDistance = D3aDXVec3Length{&m-tInfo.vOir)
D3DKYec3Normalize{&m_t Info.vDir, &m_tinfo.vDir)

D30KMatrixsScaling(énat3cale, 1.0f+ (m_DeadTime#2), 0.7f+ (m_DeadTime:2), 1.0f)

17) ME Class Update(2 23 E

if{turn ==1}
i f( randenemy2==0)
{
MonsterFightupdatel( )

else if{randenemy2==1)
{
MonsterF ightPet1( );
i £( CMon1->Get | nfof )->iHp<=0)
randenemy2=0;
}

}

ifim_bAttack[0]==false &%
m_bittack[1]==Ffalsedd
n-bAttack[2]==Ffa|saks
n_bAttack[3]==false&d
n-battack[4]==False)

SelectMonster( )

ligt<CObj+>::iterator iter_beainl = CObjMar::GetInstance( )->GetObjList( )[OBJ_UI_FIBHT].begin( ):

ligt<CObj#+>!: iterator iter_begini_end = CObjMgr::@etInstance( )->BetObjList( )[0BJ_UI_FIGHT] . .end( ).
for (; iter_beginl |= iter_beginli_end: ++iter_beainl)
{

IrEtiMAL ALH

list<CObj+>;: iterator iter_begin = CObjMar::GetlInstance( J->Get0ObjList( )[0OBJ_PLAYER] .begin()




I-ii. Sh&latn|

T2AE DirectX9,3DZ 2 18" MFC ANELMY A3
| 2t 20179 79~2017 8¥ (17/4€) A of C++
X = SHol= A A
doltl g T3l gIptxd, WESo|Ls] WulA, vn|Aold E&ol&s] UM Aol d Cell ui
= = 2, Qdztee, HxdEfE, WETds %X@Olﬂﬂaﬂ(DLLA}ﬂ), Ha], o mo]d 2=,
FRUE  noam AABBOBBEEAD, 2, AtEdd, wasd, WEgE, wAdnds, 4urd
S E o] 83 Ulsss TE3AT

1) 20% 2) InGame

3) NPC 4) MFCE o| &%t L|H|m4

TER/ LD SR

oot OHLIBIOIE, Oisl2E , OBBSs=, Jtlllct+&, IEIZ2 SS= &8 otHA
0 S

0l
o Hes EHRIZ SE=X sAL2Z0. 05 24 TLHE*% 2 HAHOIUCH Shaders ArS
e

_30_




=dlolE ol &A= ATJelb

7) OjL|H 8) MFCE 0o|2%F HE I LH|AHO|ME

TERZ I 4E8

“a

TERYE0 4R [AL

TER/1% &€8

e
TERZ IO b€,




=dlolE ol &A= ATJelb

13) U 2= 14) B3l0jo] ALo|HE

-
AL A = PEe e nEEe s Lo

"

WA : 1780800

17) 22 22 nlE|S 18) m|A o|HE

"
TERZIV A€RAFTE

_32_




=dl0l= Al &

c A2 AJE A
19) HIAE ul

‘ I client

20) A4 Fim|2}

[ Client

24
24420 388.01
g Quastiium: 6

SR gE N FA) 2. M RR
EFEARERPERE =2 =33 8552,

LN o)
9l 2 : 1=80/2100

s TER/1% 4€Q ngl‘
21) 5 BEA

22) EA AZ niE|E
O Client 0 X |Daient
= : o Ain e

R,

; rewrIe itﬂﬁ;‘;.\
23) NPC

‘ [ Client

T<w/71% &€%
24) M EScene

EE]

N rewrie seain

rTER IR 4€9

_33_




25) S H2 26) SUEA A7 OE|S

aaaaa

]

wEdhae
e _ 24921 : 8700/28000

27) THE| AL 28) ZEKX2|

]

s TERY I8 SEQ W,
29) ot ojLmo] 4 30 HF 22 QU2

I Client - o X

ELOIE

TenZIV A€

_34_




31) X|F BA

O Client

33) o|4 o[HE

O client

&)

A2

292 - 16300/1000

24 %% : 163006/21000

- O X | Dclient - o X

=l &: B83262.50/009068.00

v

TER7/ 10 4LARE TER/I% S€9)

34) Ed40]0] AF ZIE[F

— B X clent - o x

LB

_ TERy 1% SEARME

36) HA AZ OHE

- o X Cclient ~ o x

| rews3% SeaRE per - 10300/2100 rewzie

_35_




37) EA A% O|HE 38) S&llojoj~d O[HE

O client = o X Oclient = o X

= % 452441 76/000898.00 T & = =1 k: 3=2700.38/00!

e -
s, : TER7I0 HE€Q

39) EAZZ oL mo|M 40) 22 H& ofL{mo] 4

O client = o X Oclient = o X

=1 % 559995.00/899989.00

—BENSB BEHGS
: b o I 5
: wa:
234 - 6300/m1000 TSR/ 10 b€ RE, % : orros00

41) EndingScene 42) EndingScene

O client = o X client = o X

el 2
elol mnolmn
LT

R ]

623 WHU(E AH)

733) MBVADANN) o wwa - once TewsIv sea

_36_




AA DE(CH+AHN)

1) AZHE IEHS

#ifndef Component_h__
#def ine Component_h__

b

A3LE

#include "Engine-Include.h”
BERINCEngine)
class ENGINE_DLL CComponent

protected:|
explicit CComponent{void);

public:
virtual ~CComponent(void);

public:
wirtual void Update{void) {}
wirtual DWORD Release(void) PURE:

END

gendif // Component _h__

3) WEO|A MeshitH| 223 E
void CBackBround: :MeshDeletel )
/O HH A

D30KMATRIY matWorld, matView, matProj;
D30¥Matrixldent ity{&matWorid):

2) LayerTtR|2 Z4M| Bg| 2A3E

HRESULT Engine:!ClLayer::AddObject{const wstringk wstrObjKey, CGamedbject+ pGameObject)
i f(pGamedbject )
{

MAPOBJLIST: ! iterator iter =
if(iter == m_mapObjlist.end{))
{

n.map0bj | ist.Find(wstrObiKey )

m_mapObj | ist[wstrobjKey] = OBJECTLIST( )
m_map0bj | ist[wstrobjkey].push_back(pGameObject );
return S_0K;
rmd Engine: :CLayer: :Update(void)

MAPOBJLIST: ! iterator
MAPOBJLIST: ! terator

iter = m_mapObj | ist.begin();
iter_end = m_mapObj|ist.end():
for (; iter I= iter_end; ++iter)
{

OBJECTLIST: ! iterator
OBJECTLIST: : iterator

iterlist = iter->second.begin();
IterList_end = iter->second.end( );

for (; iterList != iterList_end;)
{

iF((*iterList)->Update( )==1)
delete *iterList:

iterList = iter->second.erase( (terList).
}
else

++iterList;

n_plevice-=GetTransform(D30TS_YIEW, &mat¥iew)
m_pDevice->GetTransform{030TS_PROJECTION, &matProj )

WORD dwCount = 0.

WORD dwTriCheck = 0;

float fOist = O.f,

int iDestindex = -1;

float fDestDist = 99999, f;

vector<Engine: :CStat icMesh+>!! iterator
vector<engine::CStaticMesh#>:! iterator
for{iter: iter != iter_end: ++iter)
n_pMouseCol->PickMesh( &dwTriCheck
, BfDist
, Bl+iter)->Get Infof )->mn_vPaos
, M_vp
, 9_hind

iter = m_vechesh.begin()
iter_end = m_vecMesh,end( );

, &((+iter)->Get Infol J->m_matWorld)

, Emat¥iew
, &matProj)

}
iF(FDist1=0)
{

vector<Engine:

iter--;

for{int | = 0; | < iDestindex: ++i)
++iter;

}

Safe_Delete(+iter);

mn_vechesh,erasel iter)

iCStaticMesh#>:: iterator

iter = m_vecHesh, end( ):
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4) HWEOM MeshF7} 2A3E
PF( NULL 1= m_pTerrain )
n_plnfo->m_vPos,2+=500;|

n-plnfo-*m_vPos.y-=50;
vDestPos =m_plnfo->m_vPos;
{

Engine: : CComponent + pComponent:
Engine: :CStaticMesh= pBuffer;
switch{m_dwMeshNum)
{
case 0!
pComponent= Engine: :Get_ResourceMar( )->CloneResource(Engine: | RESOURCE_STATIC, L"0" )
break;
case 1!
pComponent= Engine::!Get_ResourceMar( )-=CloneResource(Engine! ! RESOURCE_STATIC, L™"1" )
} break:

pBuffer = dynamic_cast<Engine::CStaticMesh+>(pComponent }:

NULL_CHECK( pBuffer):
pBuffer->SetvPosInfol vDestPos);
pBuffer->SetvSizelnfo(m_vSize):
pBuffer->Setanglelnfo{m_fFAnglelEngine: : ANGLE_X], n_fangle[Engine::4NGLE_Y], m_fangle[Engine::ANGLE_Z]):
pBuf fer-=SetMeshNumi m_dwMeshNum ):
m_vecMesh, push_back(pBuffer);
}

}
5 HHIH+ Sof|M HB|HH MY 223E
void CBackBround:: SaveNavHesh( )

time_t timer = time{NULL):

tm t;
localtime_s(&t, &timer);

=0

TCHAR szF i leName[ 64
wsprintf{szFileName, L"../ ./Map/RealMavi,dat”, t.tw_mon + 1, t.tm_mday, t.tm_hour, t.tm_min, t.tm_sec);
HANDLE hFile = CreateF|le{szF|leName, GENERIC_WRITE, NULL, NULL, CREATE_ALWAYS, FILE_ATTRIBUTE_NORMAL, NULL):
OWORD dwByte:
unsigned int |
unsigned int j H

size_t iSize = m_vecSaveMesh.size( );|
:lhlle (isize £ 3 1=0)

m-vecSavelesh, pop_back( )
iSize-—
}

int iSaveSize = iSize / 3

WriteFile(hFile, & iSaveSize), sizeof{int), &dwByte, NULL); //

while ( (i+2) < iSize)
{
Engine: :NAYMESH NavMesh;

if{m_vecSavelption.size() » |)
NavMesh.iOption = m_vecSaveOption[j++];
NavMesh.vecHavHesh(0] = m_vecSaveMesh[i++];
NavMesh.vecNavMeshl 1] = m_vecSaveMesh[i++]:
NavMesh.vecNayMesh[2] = m_vecSaveMesh[i++];

WriteFile(hFile, &NavMesh, sizeof{NavMesh), &dwByte, NULL);

)
CloseHandle(hFile):

}
6) UHIH+ S0M HBH+ 2E 22A3E
*{zunn CBackGround: : LoadNavMesh(void)

DWORD dwByte = 0O

Reset( )

/a1 UBMY JWE 3
HANDLE hFiie = Createfile{L"
unsigned int iSize = 0;
ReadFile(hFile, %iSize, sizeof(int), &dwByte, NULL);|
while (true)

{

MNavi.dat”, GENERIC.READ, NULL, NULL, OPEN_EXISTING, FILE-ATTRIBUTE_NORI

Engine: : NAYMESH+ pNavMesh = new Engine::NAYMESH:
ReadFi le(hFile, pNaviesh, sizeof(Engine::MNAYMESH), &dwByte, NULL):
if (dwByte == 0)
! Engine: ! Safe_DeletelpNavMesh )
break:

}

m-iOption = pNayMesh->i0ption:
CheckClocklise( pNavHesh->vecNavhash )

N HEE
fFor{int 1=0; 1<3; ++1)

m_vecSaveMesh, push_back( pNavMesh->vechayMesh[i]);
m_vecSaveopt ion. push_back(m_iOption);

D30KPLANE plane;
i Cell
Engine: :GetNaviMgr( )->AddCel |(&pNavMesh->vecNavMesh[0], &pNavMesh->vecNavMesh[1], &pNavHesh->vecNavMesh(2],

Engine::Safe_Delete(pNaviesh);

1
CloseHand|e(hFile):
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7) S20|UEM HHIHFHZEA 25 AALYELE HHYFE 223
void CBackGround: : Checks |ockWise(D3DXVECTORS vecNavMeshl3])
{

D3DXVECTOR3 vecl = vecNavMesh[1] - vecNavMesh[D]:
D3DXVECTORS wec2 = vecNayMesh[2] - vecNavMesh[1]:

D30DXVYECTORE veclross
D30XVeci3Cross( &vecCross, &vec!, &vec?);

if (vecCross,y < 0)

D30XYECTORS vecTemp = vecHavMesh[1]:
vecNavMesh[1] = vecNavMesh|[2]
vecNavMesh[2] = vecTemp;

}
8) Eef|o[oj7t HH[M+ #IE SXH0ls 223E

DWORD Engine: :CNaviMgr::HoveOnNaviMesh( DADXVECTORS+ pPos
, const D3DXVECTOR3+ pDir
, const DWORDZ dwCurrent|dx
, float& pTop)

NEIGHBOR eheighbor D
DUORD dwNext Index = dwCurrent |dx;

I f(n_vecNaviMesh[dwCurrent |dx]->CheckPass(pPos, pDir, &eNeighboriD))
{

CNaviCel |+ pNeighbor = m_vecNaviMeshldwCurrent|dx]->GetNeighbor{eNeighboriD);
iF(pNeighbor == NULL)
1EUYSEHE
}
else
{
dwNextIndex = pNelghbor->Get|ndex( );
i f(pPos->y<=pTop)
pPos-3y = (-pNeighbor->n_pPlane.a + pPos->x -pNeighbor->m_pPlane.c + pPos->z -pNeighbor->n_pPlane.d ) / pheighbor->n_pPlane.b;|
*#pPas += +pDir;
¥
}
else
if(PPos->y<=pTop)
pPos->y = (-m_vecNaviMesh[dwCurrent |dx]->n_pPlane.a + pPos->x -m_vecNayiMesh(dwCurrent|dx]->n_pPlane.c # pPos->z -n_vecNaviMesh[dwCurrent|c
+pPos += #pDir;

)

return dwNext Index;
)
9) UiH[O$| 2EA] A AN A35= 22T
void Engine:!CNaviMgr::LinkCell{void)

VECCELL:! iterator iter = m_vecNaviMesh,begin )

| f{m_vecNaviMesh,end( } == iter)
return ;
for{ ; iter = m_wecNaviMesh.end(): ++iter)

YECCELL: ! iterator iter.Target = m_vecNaviMesh.begin(}
vhile(iter_Target !|= m_vecNaviMash.end())
{

if(iter == iter_Target)

++iter_Target;
cont inue:

}

If({+iter_Target )-=>ComparePoint({+iter)->GetPoint(FOINT_&)
., (*iter)->GetPoint{(POINT_B)
, (+iter)))

{

)
else if((+iter_Target )->ComparePoint{{+iter)->GetPoint(POINT_B)

, (+iter)->GetPoint{POINT_C)
. (*iter)))

(+iter }->SetNeighbor(NEIGHBOR_AB, (+iter_Target)):

(+iter)->SetNeighbor(NEIGHBOR.EC, (+iter_Target)):

else if((+iter_Target )->ComparePoint{{+iter)->GetPoint(FOINT_C)
, (*iter)->BetPoint{POINT_A)
, (+iter)))
(+iter }->SetNeighbor(NEIGHBOR_C4, (+iter_Target)):

}
++iter_Target;




10) BEHO[C{oM =FAHLSHE 2ARE
YS_OUT YS_MAINCYS_IN In)

¥3.0UT Out = (¥S.0UT)O;

Matrix natWy, matWyp:

matWy = mul(g_matWorid, g_matView);
natWyP = mul(matWy¥, g_matProj):

Out.vPos = mul{vector(In.vPos.xyz, 1.F), matWp);
Out.wTexU¥ = In.vTexUV:

vector vLightDirlny = normal(ze(g_vLightDir) « -1:
vector vWorldNormal = normalize(nul(vector(in.vNormal.xyz, 0.F), g_matWorid));

Out.vShade = max(dot({vLightDirinv, wWorldNormal), 0.F) # (g_vLightDiffuse + g_wMtriDiffuse) + (g_vLightinbient * a_vMtrliAmbient )

vector vReflect = reflect{normalize{g_vLightDir), vWorldNormal ):
vector wiorldPos = mul(vector(In.vPos.xyz, 1.F), g_matWorid);
vector vLook = wlWorldPos - g_vwCamPos!

Out.vSpecular = pow(max(dot(normalize(vlook + -1.f), normalize(vReflect)), 0.f), g_fPower} * (g_vLightSpecular *+ g.vMtriSpecular):
return Out;

11) 72t AH2|o|tia} W HRYES SXoj= AARE

a7 LR

oluy SA47rm e
CComponent+  pPlayerinfo = Engine::Get_Management( )-=GetComponent(
CStage: :LAYER_BAMELOGIC, L"Player”, L"Transform”);
const Engine::CComponent+ pPlayerMesh = Engine::Get_Management( )-=GetComponent(
C3tage: ! LAYER_GAMELOGIC, L"Player”, L"DynamicMesh™);

ab— onst D3DXMATR I X+ m_pmatPlaversSkil|

n_pwatPlayerSkill = ((Engine::COynamicMesh+ )pPlayerMesh }->F indFrame( "valveBiped_Anim_Attachment _CAM_Origin” )

if{fDistance <=700 §& fDistance >= 50.f
&% m-pInfo->mn-tPlayer m-dwState!=s
&% m_pInfo->n_tPlayer . m_dwState!

ATE_START
ATE_DASH)

If(m_pInfo->n_tPlayer, iRealLife<d)
{

n-pinfo->n_tPlayer.m_dwState=STATE_RUN;
n_pinfo->m_vPos.x -= vDir.x #2.f+ m_fSpeed * Engine: :Get_TimeMgr( )->GetTimel );
n-plnfo->n_vPos.z -= vDir.z +2.f+ n_fSpeed + Engine!:Get_TimeMgr( )->GetTimel )

}
else
{
n_pinfo->m_tPlaver.m_dwState=STATE_WALK:
n-plnfo-*n_vPos.x -= yDir.x + m_fSpeed * Engine::Get_TimeMar( )->GetTimel );
n-pinfo->n_vPos.z -= vDir.z + m_fSpeed * Engine!:Get_TimeHgr{ }->GetTinel );
¥

}
else if(fDistance < 50.f)
{

n_plnfo-=m_tPlaver.iFightSpeed+=Engine: : Get _TimeMar{ )->GetTinel )
if(m_pInfo->n_tPlayer,iFightSpeed=3,5f)
{

n_pinfo->n_tPlaver.m_dwState=STATE_STAND:
n_pinfo->n_tPlayer.iFightSpeed=0.f;
m-iSkl | l=rand{ j23;

switch{m_iSkill)

{
case 0! CSoundWgr::GetInstacne( )->Player2SkillSound(L"sfx_bg_melee_s2_warn.uss" ), break:
case 1: CSoundMar::GetInstacne( )->Plaver28kil|Sound{L " sfx_bg_dam_hv02,098" ) break,
case 2! CSoundMgr::GetInstacne( )->Player2SkillSound({L"sfx_bg_dam_hv04.093" ) break:
1
else
{

switch{m_iSkill)
{

case ¢
m_plinfo->m_tPlayer.m_dwState=STATE_ATT;
break;

12) 2E0|AE|A HO|C{HE Setdl= 223AL

LPD3DXEFFECT pEffect = w_pShader->GetEffect{ )

NULL _CHECK(pEffect );

D3DEMATRIX mat¥iew, matProj:
m_pDevice->GetTransform(D3DTS_VIEW, Zmat¥iew):
n-pOevice->GetTransform(D3DTS_PROJECTION, &matProj):
pPEffect-=SetMatrix{ "a_matWorid”, &m_plnfo-=m_matWorld):
pEffect-=3etMatrix( "g_matView", &matView):
pEffect-=SetMatrix{ "g_matFroj”, &matProj )
pEffect->8etTexture{ "g9_BaseTexture”, m_pTexture->GetTexture());
pEffect-»8etFloat( "a_fOetail”, 1.f)u

pEffect-=SetFloat{ "g_fAlpha", m_fAlpha)
m_pShader->Begin_shader( );
n-pBuffer->Render{&n_plInfo->n_matWorld);
m_pShader->End_Shader( )
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13) ClinetOf M HEHE EO0FE AATE
HRESULT CPlayer:: AddComponent{vaid}
{
Engine:: CComponent+ pComponent = NULL;

//Transforn

pComponent = n_pinfo = Engine::CTransform iCreate{g_viook);
HULL_CHECK_RETURN( pConponent, E_FAILY

mn_mapComponent , insert( MAPCOMPOMENT: : value_type(L "Transform”, pComponent));

//Mesh|

pComponent = m_pRescurceMgr-=CloneResource( RESODURCE_STARE, L"Flayer” )
m_pDynamicMesh = dynamic_cast<Engine::COvnamicMesh+>( pComponent )
NULL_CHECK_RETURNC m_pDynamicMesh, E_FAIL);

m_mapComponent . insert{MAPCOMPOMENT: ! value_type(L"DynamicMesh”, pComponent));

//Col | ision0BB

pComponent = Engine::Get_CollisionMar( )->CloneColObject(Engine: :CCollisionMgr: (COLLISION_OBE )
w-pCollision0BB = dynamic_cast<Engine::CCol | ision_0BB+>( pComponent );

NULL_CHECK_RETURN( pConponent, E_FAIL):

m_mapComponent . ingert{ MAPCOMPONENT: ! value_type(L"Collision_0BE", pComponent));
m_pCollision0BB->SetCol Info(&m_pInfo->n_matWorid, m_pDynamicHesh);

//Col lisionAABE

pComponent = Engine!:Get_CollisionMar( )->CloneColObject(Engine: :CCollisionMgr: (COLLISION_AABE);
n_pCollislonAABB = dynamic_cast<Engine::CCollision_AABB+>(pComponent )i

MULL_CHECK_RETURN( pComponent, E_FAIL):

n_mapComponent . insert(MAPCOMPONENT: ! value_type(L"Col |l ision_44BB", pComponent));
n_pCollislonaABB-=SetCol Info{ &m_pInfo->m_matWorid, m_pOynamicMesh):

//Shader

pComponent = Engine: :Get_ShaderHar( )->CloneShader{L"Shader_Nesh");
m_pShader = dynamic_cast<Engine: :CShader+>(pComponent )
NULL_CHECK_RETURN( pConponent, E_FAIL)

w_mapComponent . insert(MAPCOMPONENT: i value_type(L "Shader”, pComponent ));
return S_0K;

¥ e
14) UPYEAl matrix@ B & HuEA36l=s 2A3AE

D3DKHATRIX mat¥iew,matProj,matOldView,matDldPraoj;
030XHatrixldentity(@matyiew):
D30XMatrixldent ity(&matProj );
m-plevice->GetTransforn( D3 YIEW, Bmat0ldView):
m_pDeyice->Get Transform(D3D PROJECT |OM, &mat0ldProj )
D30XMatr [=0rtholH( &matProj,800.f,600,f,0,f,1.f);
m_pDevice->SetTransform(D30DTS_YIEW, dmat¥iew):
n_plevice->SetTransforn{D3DTS_PROJECT ION, &matProj )
m-pinfo->m_matWorld._11+=400;
n_pinfo->m_matWor|d._22+=300;

D3DXMATRIX matWorld,matTrans,matScale:
03DXMatrixident ity(&matWorid);
D30XMatrixldentity(matTrans);

D30XMakrixident ity(dmatScale):

15) 2CEQ Y HEEZ AA3C

void CTrailEffect! ! PointMemorize{void)

{
while{m_Pointlist.size() >= 20)
{
m_Point|ist.pop_front( )
float fTime = Engine::Get_TimeMgr( )-=GetTine( ):
n-fAccTine += fTime)
IF(0.01F < n_faccTine)
{
D3DXYECTOR3 vPoint[2]:
vPoint[0] = D3DYVECTOR3(S0.F, 0.f, 0.F)
yPoint[1] = D3DXVECTOR3(20.f, O.f., O.F )
flor(int =05 1 <25 #++i)
{
D3D¥Yec3TransformnCoord( &vPoint[i], &vPoint[i], m_pmatWeaponRef )
D30%vec3TransformCoord(&vPoint[ 1], &vPoint[i]l, m_pmatPlayerinfol
m_Pointlist.push_back{vPoint[i]):
}
m_faccTine = 0.
}
!
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16) E20|0] LEE matrix¥ 20| £7| & 223 C

const Engine!:CComponent+ pPlayerinfo = Engine::Get_Management( )->GetComponent(CStage: ! LAVER_GAMELOGIC, L"Plaver”, L"Transform”)
Engine: ' CComponent+ pRealPlayer = NULL
pRea|Player =const_cast<Engine::CComponent+>(pPlaverinfo):

D30¥vec3TransformMornal(&n_pinfo->n_vDir, &3_vLook, &m_pInfo->m_matWorid):
ifF(m_pmatPlaverinfo == NULL || m_pmatWeaponRef == NULL)
{

const Engine!:CComponent+ pPlayerinfo = Enginei:Get_Management{ )->GetComponent(
CStage! !LAYER_BAMELOBIC, L"Player”, L Transform");

const Engine::CComponent+ pShereinfo = Engine::Get_Management( )-=GetComponent(
CStage: | LAYER_BAMELOGIC, L"Sphere”, L"Trans

const Engine::CComponent* pPlaverMesh = Engi et_Management( )->GatConponent(
CStage: ! LAYER_GAMELOGIC, L"Plaver”, L"DvnamicMesh")

n-pnatPlayerinfo = &({static_cast<const Engine::CTransfarm+>(pPlayerinfo)->m_matyorid)};|
n_pnatWeaponRef = ((Engine::COynamicMesh+)pPlayerMesh)->FindFrame( "ValveBiped_Anin_Attachment_RH");
m-pSheprelnfo = &((static_cast<const Engine::CTransforme>{pShereinfo)->n_matWorid))

}
17) Ezllolof ofiL|mjo] ¥ A ™HSt=E 2A3E

DaD¥MatrixScal ing{RmatScale, m_pScale,n_pScale,m_pScale);
D3D¥MatrixTranslat ion( &matTrans,®,v,z)

030XMatrixRotat ion¥{ &matRot¥,.m_pinfo->n_fAnglelEngine: ! ANGLE_X] ).
D30¥MatrixRotat ionY{&matRotY, m_pinfo->m_fAngle[Engine:: ANGLE_Y] ):
D30¥MatrixRotat ionZ(&matRotZ, m_pinfo->m_fAngle[Engine:  ANGLE_Z] ):
n_pinfo->m_matWorld= matScale* matRotX *+ matRotY *= matRotZ+ matTrans:
m_pDynamicHesh-=FrameMovel Engine: ! Get _TimeMar( J-=GetTime( ) );

18) T ZA| O|HME MMsts AADE

pGamedbject = CEffect::Create{m.pDevice,pRealPlaver, pRealMonster );
m_plLaver->Add0bject{L"EffectMun”, pGamelbject):

m_mapLaver. insert{MAPLAYER: :value_type{ LAYER_EFFECT, m_pLaver))
dynamic_cast<Engine: :CTransform+>={pRea|Plaver )->n_tPlaver. m_dwStateCheck=0;

int randeffect =rand( %3
switch({ randeffect )
{
case 0:
pRameObject = CEffectParticle::Create(m_pDevice,pRealPlayver,pRealMonster,0)
m_plLayer->AddObject{L"Ef fectNum", pGameObject )
m-mapLayer, insert(MAPLAYER: { value_type(LAYER_EFFECT, m_pLayer)); break;
case 1:
pGamelbject = COiaEffect: Create(m_pDevice,pRealPlayer,pRealMonster,0):
m_pLaver-=AddObject(L"EffectNun”, pGamelbject);
m-mapLayer.insert(MAPLAYER: | value_type( LAYER_EFFECT, m_pLaver)), break;
case 2!
pGamelbject = COjaEffectl::Create(m-pOevice,pRealPlaver,pRealMonster,0)
m_pLaver->Add0bject(L EffectNum”, pBameObject )
m_maplLaver.insert{MAPLAYER: ! value_type({ LAYER_EFFECT, m_pLaver}): break;

— zlzz —
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Joker : Hello, Batman. | Know you can hear me.
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1) EZE (C++,APl)
https://www.youtube.com/watch?v=QSDgeV8cXok

2) 217|7|127| (C++,AP))
https://www.youtube.com/watch?v=vPxwexhaUn8

3) ZHEZAE (C++,API)
https://www.youtube.com/watch?v=7gbaN1whk6c

4) 3Xt L5t (C++,0penGL)
https://www.youtube.com/watch?v=7GFXQjwuWe0

5) Md FE (C++,0penGL)
https://www.youtube.com/watch?v=Aqlr995VafM

6) 4= vs FH| (Python, Pico2d)
https://www.youtube.com/watch?v=pN-WZPFfpwE

7) LHYX| (Unity, pc, mobile, C#)
https://www.youtube.com/watch?v=upW0U58b8VY

8) HO|EAEE| (C++,API)
https://www.youtube.com/watch?v=XU_GEw_vmxs&8feature=youtu.be
9) AE00|X| (C++, Direct2D, MFC)
https://www.youtube.com/watch?v=hdrn_kycRsY

10) Sg|0|E Al &8 (C++, Direct3D, MFC)
https://www.youtube.com/watch?v=NFvZv3yfaig&feature=youtu.be
11) OFHALR|SEHE (C#, Unity, VR)
https://www.youtube.com/watch?v=e5Kng51ufy88it=1s

12) Ej2E MY (C++, API, TCP/IP)
https://www.youtube.com/watch?v=Tenbp6ckip48:t=75s

13) LY X| (TCP/IP, DirectX9, MFC, C++)
https://www.youtube.com/watch?v=Abtu_jMtlI&feature=youtu.be
14) H|EW O}IZA|E| (DirectX11, HLSL, MFC, C++)
https://www.youtube.com/watch?v=BASgtN9sVHk&feature=youtu.be
15) HiE # (DirectX11, HLSL, IOCP, MFC, C++)
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