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Game List
4 i 3p ~ 8p
7 oy £ 18.04.02~18.05.15
"’ “\Q" LG 1/ (G : Visual Studio / DirectX11 / MFC / HLSL
ﬁ\@k{d / 9p ~ 14p
L ' : 17.07.02~17.08.09
» :C/CH++ : Visual Studio / DirectX9 / MFC
15p ~ 19p
: 17.06.08~17.07.09
:C/C++ : Visual Studio / DirectX9 / TCP/IP
20p ~ 27p
: 17.04.03~17.05.02
C/CH++ : Visual Studio / DirectX9 / MFC
28p ~ 32p
:17.03.01~17.03.24
:C/C++ : Visual Studio / WIN AP
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m 1. Bump Normal Mapping

m Code

Wor | dMapPS(¥ertexOut pin,

gl ightCount) : S¥_Target

normalMapSanple = glormalMap, Sanpl el sanLinear

, pin.Tex) rab
bumpediormal i =

Horma | SampleTolor | dSpace(norma |MapSanple, pin.Normal¥, pin.T
i 1< dlightCount; +#i)

4, D, 8
ComputeDirectional Light (aMaterial, aDirLishts(il, bumpeddormal¥, toEve.
anbient + &)
di ffuse +5 D;
SPEC += §j
}

litColor = teyColor = (ambient + diffuse) + spec:

litColgr

ComputeDirectionalLight (Haterial mat

ambient,

, Light Tight. nornal,

di ffuse

dot(light¥ec, normal

[flatten]
di ffuseFactor = 0.0f)

v = reflect(~|ight¥ec, normal);
specFactor = powlnax(dot(v, toBve], 0.0f), mat.Specular.w
di ffuse = di ffuseFactor =

nat.Diffuse = [ight mat.Diffuse
spec = specFactor =

mat.Specular = |ight.mat.Specular = [ight.intensity.z

tokve,

= Comment
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m 2. Shadow Mapping

m Result

n_pHyGO |-=pTech = m_pMyGD|-=pEffect- Sk
(UINT p = 0; p < techDesc.Passes: ++p)
{
1030%1 1Ef fectPass+ pass = m_pHyG0|->pTec

n_pHyE0|->pContext-= /ASe (0
m_pMyG0 | ->pContext-> /4 uffer{m_ L0

XMVECTOR p
AMFLOATS £ =
pos = mathrId rl 3],
StoreFloat3 &f loatPos, pos

XMVECTOR = wPlane efi0.0f, Plane¥, 0.0f, 0.0f

AMVECTOR t M nOirLights[0].Direction):

AMMATRIX S 2 toMalnLlsht n

AMMATRIX = t Yilatr atiom0.0F, 0.01F, 0,0f

AMMATRIX wor|d = matWorId S+shadowDffsety: | C':‘n'ln‘lent
AMMATRIX wor |d pOSE HathHeIDer InverseTransposel warld)
JABATRIX 90T |0Y 129 T0] = 90T |G iewspre Shadow3 & ( Plane®!E{Q} W o| HistHIE{E XMMarixShadow
s ol sttt sator aorte). | M JRIX Bl T ) S Pl A= B Jst0) 7

m_pMyGD | -=pEf fect— d el wor |dInvTranspose )

n_pMyG0 | -=pEf fect-=SetMaterial (mShadowHat );

= 45 oY 2 M= M
n_pHy&D | ->pContext->0h ci/5tate{RenderStates: :NoDoub | eB lendDSs, 0 °'='o| Lxlxl L°71I H_= =
pass->App w0, n_pHyGD|-=p H

m_pMyG0 | ->pContext->Oraw/ndeveal n_iNunlndices, 0, 0):

ZI(XOR)35}0{ 12{ofet A

n_phyE0 | ->pContext-=0k 5 , blend T, DsFFFFFFFT
n_phyE0 | ->pContext-=0 E

*XMMarixShadow: E#|o| Zt HE=
OB MRS Hi|= UM)ED
A JE'X E 2 0I5




gLightCount,

gFogEnabled) @ SY_Target

litColor = lerp(litColor, gFosCo

s Comment
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m Result
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m 4. Blending & Stencilling
m Code
m Result

Engine: : CBolt Tew AT rmatWar id}

blendFactor[] = { 0.0fF, 0.0f D Df 0.0f
UinT p = 0 p < techlesc.Passes:

—>pLaontext— Re States: :HoCul IRS
—=pLontext— (RenderStates efs er or, OxFEFFFFFf
—>plontext— DeDthertEﬂFfDSS ok
p —>pTech->G 5By Indesd pi-= (0, m_pMyGD | -=plontext )
pHyG0 1->pCort ext— {mEo |t IndexCount, 0, O3

B0 |->pCont ext—

—>pLontext—= : 0, blerdFactor, OxFFFFFFFF
3l l->pContext—= 0 H

AlphaToCoverageEnable = FALSE;
ElendEnablel[0] = TRUE

SrcBlend = SRC_ALPHA;

DestBlend = OME:

Elenddo = ADD:

SrcBlendAlpha = ZERD;
DestBlendAlpha = ZERO.
BlendDpAlpha = ADD:
RenderTargetWriteMask[0] = Ox0F;

Liaht Tex

PD

= =
s*eua HFRT ABIAL b
SetVertexShader ws_ 5.0, ¥s()})

SetBeometry3hader

H AEIE 20|27| HIgysiE
SetPixelShader( (ps_5.0, PSORIGIN(1, . Z_.ILOI g‘!ylgl' Z_I.l. I'l_lll'_xé% §E éil'ﬁl'lA'l HIEEI‘ 7I%}-_'l£7l‘
A

SetBlendStatel AdditiveBlending, (0.0f, 0.0f, 0.0F, 0.0F), O=FFFFFFFF )

l21A 78 dici= Sl=ef ARMBHL YEIS =730

= « B2 color) + CHAk2| color



m 5. Particle System

Farticle gin[1],
<Particle> ptStroam

gin[0].Age + gTimeStep;
gin[0] Typs — PT_EMITTER

> 0.002f

vRandom - 35.0f=RandVec3((
vRandom.y - 20.0f

Particle p

p-InitialPosW = gEmi tPosW. xyz + vRandom;
p-InitialVelW = 0.0f, 0.0f, 0.0f
p.Sizel - 1.0f, 1.0f

p-Age - 0.0f

p.Typa — PT_FLARE

ptStream_Appendip) ;

ptStream. Appand(gin[0]
m Comment
e HIC{EFIO|A MIC|2! 5EX|22 Stream Output EHA0fIA
=
=

ptStream. Append(gin[0]
Geometry Shader2| E2i2 S5l| 7+81 GPU & ALZ -> Frame Up
gsStreanlut - ConstructGSWithS0
ga:ET(EI _strG?I'IUI;IHES

*GPUE AHIMHT (210]), FHHEO XIZE 715510
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:17.07.02~17.8.09
:C/C++
1

: Visual Studio / DirectX9 / MFC

TNt S Ak

| H| A| O] M O] [ (MFC Tool), 2 M7} 2f,
OfjL|MHO|M =&, OBBESE, ACEEZ Y,

=
ZEHE I8, SX2t0|E2{2|(DLL),

RHE ZHBES 083 ZYHY




m 1. MFC Tool — Ray Collision

= Result
CMousz=Col @ PickT:

Translation_¥iewSpace():
] fA mat [ dentityw
ty{tmat Identity) :
cal (&mat |dentity)

Ergine: :¥TXTE{+  pWertex = m_pTerrainix:
Engine: : INDEX32+ plndex = m_pTerrainldx

U, fY, fist: e e i"
bPickTerrain = N 2 N N 3 s
fDist 10000,
DIOXVECTORS D S
CUR RS

patn fnd

ri{&{pver tex[pindex[i]._1] ,wPos
[i]._2] .vPos+ 0.011)
[i]._8] .vPos+ 0.0}

tPos, &m_wRayDir, &fl, &fY, &fDist

vecTemp = (pvertex[pindex[i] . _ 0s
+ (pyver tex[pindex[i],_2] - pvertex[pindex[i]._1] .vPos) + fU
+ (p¥er tex[pinde Pos - pyertex[pindex[i]._1] .wPos) + f4) + 0.011:

s Comment

D3DXIntersetTri() &+E ALE5101 7tH|2L0lA] 2 Rayll SE&
bPickTarrain: X|&e| HEIAE Vector0] X{Z510] Navigation MeshE 18151 $iCI.




m 2. Client - Navigation Mesh

m Code
Engine: : ChaviMar: : LirkCel I{ Engine: :CNaviMg DIDXVECTOR3 *
YECCELL: : iferafor  iter = m_vecMaviMesh.ssginl )i

m_wecHayiMesh. enal ) == iter)

{ : iter != m_vecNaviMesh.emd( }; ++iter)
i
WECCELL: © i forafor ter_Target = m_vecMavibesh.seginl 1
{ iter_Target != m_vecMaviMesh. sl 30

++iter_Target:

+iter_Target }->ConparePoint( (+iter }->GetPoint(
. (*iter -=GetPoint( )
, [xiter)))

+ - + ;
{+iter ->Setheigbor . (*iter_Target)) s Comment
+i ter_Target }-=ConparePoint((+iter }-=GetPoint
. (»iter -=GetPoint( 1
L (xiter)))

(+iter »-=5etNeigbor S,
+i ter_Target }-=ConparePoint((+iter }-=GetPoint

. (*iter »-=GetPoint( )

. (xiter)))

(+iter J->8etNe i chbor . Cxiter_Target)}




m 3. Attach Weapon Mesh

Comporent {

rInfol-=n_matWor 1d} )

T_png, Anin_Attachment _RH"

i
m-plnfo->m_matlarld = +i_pl nfo->m_matWor [d + {+m_pma

TRIX: Engine: + pFra

DER| YEO_FRAME+ pFrame = (DER|YED_FRAME+ \Framaind m_PRootBone, pFran

D i nedkatr i

s Comment

FindFrame &+ Soll S2i10]0{ 22£ Boned22| MatrixE =L}

1o A=Y = AH UM X ST X 2LEL BonedE X Ed0]0] =
o2 geloa M 78i5teict.

SHad
o=

= Result




m 4. Sword Trail

Engine: : CTrai|Buffer:  SethertexTra DAVECTORS: pPos,

n_pYertes = WTHTRAIL[ dwent ]
_pWertex, YTHTRAIL ) + cwnt):
(oRoRD | = 00 i <dwnt: +i)
{
n_pvertex[il.vPos = pPos[il;

iE2)
n_pertex il.vTexl = papnEcTorsl 1/ (dwint - 1.F), OLF %

n_pertex) il .vTexlV = paonEeTort (i - 1 delnt - 1.F

'

n_wTricnt = dwint - 2;

n_Paintlist.sizel) == 20}

n_Point!list.oap fronf )

fTime = Engine:: Get_TimeMar( }->GetT ime
n_fhccTime += fTime:

m_fAccTime)

DIXVECTORS  wPoint(2]: .
WPoint[0] = DANVECTORE 50.F . 0.F, a Comment
WPoint[1] - DIXVECTORE 20.F, 0.F,

< 2 i)

orat&vPoint[i], &wPoint[il, m_pmatWeaponRef )
oral &vPoint[i]. &Point[il, m_pmatPlaverinfol
n_Pointlist.pus ch{wPoint[il
i

m-faccTime = 0,f;
*D3DXVec3TransformCoord:
Ax4WHS 510 WE{(x,y,z,1)E wikE 12 2H50{
fIx|HEoiM = D3IDXVECTOR3E 2|H




m 5. Action Camera

m Code m Result

CCamera: :Act i onCam )]
<Ergine: :CTransforme={m_P|ayerTrans)—=n_tF layer ,m_dwinds

CSourndMgr - n=tacne( J->F layBENSound (L "ogre_sho ] :
<Erg|re DTrarsform»(mJﬂorsterTrans nfo, m_dwState =
m_bOynamicCamera =

n_bOymamiclamers == )

n_fOynamicCamera += Engine: : TimeMgr{)—=>Get Time()

m_pTarget Info = Erglre CTrarsform»(mjorsterTrans)
D3ORVECTORS Look = m_vAt - n_vEys:

D30XVec3) o fevlook, Evlook):

n_vwEye += k = m_fCamSpeed + {Time:

m_wit += vlook + m_fCamSpeed + fTime

DIDXVECTOR3
DMT‘?X
(&legnt “smatCanstate,ml0][0], sizeof (AANVECTOR)):
PIDAVECS z;(& avRight) ;

n vEye + peed + leme

m_wit -= wRight = m_ fDamSpeed + fTime:

m_pTarget info = “Ergine: (CTransforms=(m_P | ayerTrans) : ™ CI“N‘IH1'='H'C

m_fOymamicCamera < 3, f

g E23101017} 3 HH[AIOIM o5 212 (HIHISOIAM X 2st
Ftmi2te] EPAS 2LEE HEEE FHH2e| Eyedtdt AtiiS

—=hoti fy (L Matrix_StaticCamera™)
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212 YS 0|82t 4218 MH =,
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:17.06.08~17.7.09
:C/C++
AL

: Visual Studio / DirectX9 / TCP/IP




MW ETRTWATCH

m 1. TCP/IP Server

Player 1

CsrersrErTTTTT

2l XXF
HHEIE] = Server

Player

*
(Client) TPas

KeyCheck();

[ AR 24 HE |

I B e s CUEISW Dot BiES SAOML.
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m 2. Scene Logic & Client Server

M ETXTWAT CH

1.Logo Scene 2.Select Scene 3.Loading Scene

* : e Lo I

N LORowE

< KING'S Row

-Select Scene Data CI2ZE, Socket();Connect();

5.Ending Scene

¥

FPS : 117

1. 7|12 742 98t Oo|E{= AR 2E Al Load
£l Socket2 MAM3IT connectstiC}.

1y

\
see NG

2. 3= B|AA HO|E{= CIREE =
Component& FEJ}EIC}.
*Component C|X}IfE

HUSZAl
close();

-0|M 22 A| AIE Scene -0|M Z28|0|E 5l= Scene




m 3. KeyManager(Bit Operation) & Sending Packets

T_p | rif

Server

N IETMTRXWATCTH

EHE: M} AdUF= SEEEC}H0IE
EHECT} 20 $AHI TrashData &

Pr

M NS S821200 2 02|
oig=z e

= Comment

BitA&hS Soll Z1Zt2| S20|HE HIA|X|
YEE MHE Sall S71=} s19ict



m 4. AABB, OBB Collision

a Code

>

N IETMTRXWATCTH

ZHA: 2= 3T 20 OBBSE M3 MY SES TS5 A2 OBB Al
->Frame Drop ->Frame UP
m Result

: ' a Comment
FHin =

, OBB2i&H2 FrameDropO|
MB2E MM SEN2I7E
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fHax = n
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Game List

[ 2D Game |
ML SH b

o -

MFC Tool(EtL! 2| A A .
©17.04.03~17.5.02 C Tool(Et &, 2 ), PathFinder,

C/C++
i

: Visual Studio / DirectX9 / MFC

LoadingThread, Astar 2§ 112| &,
BN HEYA, SAH ojH, E3IX] IjH

T © 1, _—




m 1. MFC Tool

N
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m 1. MFC Tool
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m 1. MFC Tool - Mouse Picking

m Code

45
G
S
R
&8

Q{‘&

2
|
XX
b
&
X
5
(N

o0
00
a6
%
9
o

. da

Tilel[}ata
.dat

ZF&5 Tile 1} Resource H]O]E

SCSSE

o%’g
RS
X Kol
W

RS

o
st

%
%%
S
X
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X
&
S

9
X%

a Comment
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m 2. Client - Move

m Result
Ol 22| o[HIE B4y

n_t Info
n_féngle

s Comment
Hi2l=g|2le| UpdateOilA OS] FHI2] ZH=E
5t ZH=0f| wHE 0|0|X| HA= 0|F




Step 2

Step 1

m 2. A* Algorithm

'Aﬂ. .
o

o

AT
X

=

S
=
S

101 0|F 7}

23

HAE Listoll M3 $ 20| QUAE mat o]

ector0j| EZI E} oIHIAE

2.V
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olHIE Wy

My RS

L)

o
2 28

1.

List

9| Vector,
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m 3.

attle System

Framework

| Loading Thread

| Battle Manager

I Ul Manager

Stage

Battle Scene

Initialize

{ Monsterinfo |

Update

I Attack) || Defense() |

Playerinfo

Run()

Il  Move(

Timer

Skill()

| Result)




m 3. attle System

m Result

eNum ==

eNum =0

(u_iTurn)

) B 9Lvl
| 2 Lv2

s Comment
B MRYAlc2 32 40], 2L, =2 S0] 2iCt

=
Battle Scene2Z2 H0{7}0 H|stA|Zt 60=7} =1}
E|7{L} FSE F6IH 22E{2] Ho= Hoizir}
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Game List

[ 2D Game |

—] (=]
- 17.03.01~17.03.24 AMIEQE =AMTE D TS OC|ofo|ET|H,
:C/ Ct++ HIE®O|O|X| M2, Lined=, CScenef gt
19 =XEIE, RectsE, QHER| 7

: Visual Studio / WIN_API




m 1. Line Collision

pLine = (+iter);

idth = pLin
ght = pLi
ient = f

+ pLine-=tLPaint.fY:

s Comment

- 2DAIYOIM LineSES Sl &2 78




Blending

(n_tInfo,

- n-tinfo
¥ - n_tInfo, fC

= Comment
- gtaigelol flalE olsHst

A Aol HSAIA

0 - m_tinfo.f

{n_tInfo.FCX +

sj;‘

-




m 3. Item Inventory

= Code a Result

ratar iter_begin = CObjMgr: :Ge
[cAlx: 559 y: 20!

||| e

| [ EEI

- —

;i) @era 2000
m_pP layer ) —=Get | e
l@21=3 10000
) [ \
» . fl@)t% 5000 \
et | tem{ j—=strname == n_pl tem[ i]=Get | tes i) | ‘
ia&’l@)tj_:‘. 50000 |

_pltenl i | =Get | tem{}—=iPrice

[ !
D] ! ~ A\ 4
[©71= 5000 A ‘d ‘”_ ’__.(1 % -z"
%JP‘ 5000 ] - : ;

|
|
| |
@uj 99999 |
\
i

I@

n Comment

- AFEOIM 0f0|E 07t THS 5D
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m 4. Render (Y sorting)

m Code

(0

m Result

s Comment

- #st= Ul

71 MY




Refernce Book
- DirectX 115 0|8% 3D Y =221 4 F (stlnO|C|o| y =43 D. Lt X[ )
- Effective C++ ( PTG / 22 0O}0|0{A X2 )

- C++11 STL Z2I2HY (SSLO|C|O] / X SHY X&)

Refernce Link

Fmod &12a3

https://www.fmod.com/resources/documentation-api?page=content/generated/lowlevel api interfaces.html#/

ClojaE2 ¥n2|5 #0Y3
http://thrillfighter.tistory.com/235?category=399367

AC Y mo|Zatel 413
http://dlgnlfus.tistory.com/135

Blending 21 &3
https://m.blog.naver.com/PostView.nhn?blogld=khk64358logNo=501856641868&proxyReferer=https%3A%2F%2Fwww.google.co.kr%2F



https://m.blog.naver.com/PostView.nhn?blogId=khk6435&logNo=50185664186&proxyReferer=https://www.google.co.kr/
http://thrillfighter.tistory.com/235?category=399367
http://dlgnlfus.tistory.com/135
https://m.blog.naver.com/PostView.nhn?blogId=khk6435&logNo=50185664186&proxyReferer=https://www.google.co.kr/

Game Movie Link

1) 2| HEL{HE2004 (DirectX11, HLSL, MFC, C++)

2) 240|E Al A8 (C++, DirectX3D, MFC)
https://www.youtube.com/watch?v=NFvZv3yfaig8feature=youtu.be

3) LY X| (TCP/IP, DirectX3D, MFC, C++)
https://www.youtube.com/watch?v=Abtu jMtlJI&feature=youtu.be

4) AE0]0|X| (C++, DirectX2D, MFC)
https://www.youtube.com/watch?v=hdrn_kycRsY

5) HO|EAEE| (C++,APl)
https://www.youtube.com/watch?v=XU GEw vmxs&feature=youtu.be

x7|Et &t E

H|EH OFZFA|E| (DirectX11, HLSL, MFC, C++)
https://www.youtube.com/watch?v=BASgtN9sVHk&feature=youtu.be

LHYX| (Unity, pc, mobile, C#)
https://www.youtube.com/watch?v=upWO0U58b8VY

g JH (C++,0penGl)
https://www.youtube.com/watch?v=Aqlr995VafM

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

O ALC|SEE (C#, Unity, VR)
https://www.youtube.com/watch?v=e5Kng51ufy8&t=1s

Egl=2=XMH (C++, API, TCP/IP)
https://www.youtube.com/watch?v=Tenbp6ckip48t=75s



https://www.youtube.com/watch?v=NFvZv3yfaig&feature=youtu.be
https://www.youtube.com/watch?v=Abtu_jMtIJI&feature=youtu.be
https://www.youtube.com/watch?v=hdrn_kycRsY
https://www.youtube.com/watch?v=XU_GEw_vmxs&feature=youtu.be
https://www.youtube.com/watch?v=BASgtN9sVHk&feature=youtu.be
https://www.youtube.com/watch?v=upW0U58b8VY
https://www.youtube.com/watch?v=AqIr995VafM
https://www.youtube.com/watch?v=pN-WZPFfpwE
https://www.youtube.com/watch?v=e5Kng51ufy8&t=1s
https://www.youtube.com/watch?v=Tenbp6ckip4&t=75s

Thank You

oi2r%{: 010-7206-0506
E-Mail: topojs8@naver.com




