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B HELZEDIERIC?
* Visual Studio C++ 2008( or 2010)

1 D, VVVVV.I1] 010 I/ 1d=11)/ C1C LA C 4G 1 Al s IS10).

* DirectX9 SDK

1 D, VVVVV.I1] 010 OIAAVASIALLY AOWINOAC)/CIC Lo C !AQO:

 BISHAMON Personal SDK for DirectX9

1 D, VVWVV.IIIC HOCK ONi0 W C/HICQCX D/ IDIT1=-E)C ldl=-SCIK~

dx9-1-0.html

- BiEEh. PRIRED. BREEH-
'ayanFwiER) . "TONEPIECE) . TRSLTYVY, -
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http://www.microsoft.com/ja-jp/dev/express/default.aspx
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http://www.microsoft.com/en-us/download/details.aspx?id=6812
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http://www.matchlock.co.jp/store/index.php/bm-personal-sdk-dx9-1-0.html
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B BISHAMON SDKOHRFIFESE>THD?

BISHAMON Personal SDK for DirectX9
E#hRIE1.0.6 (1.03 cEE/cyFzem) IKEDED,
Wnd IV FlEk, ¥Yx—5— - EFILOMIN—I 3 ViC

J:'D-tﬁfdtb 353-0

— 1.0.3 + 1.0.6 patch1 — SM3.0 H(>¥ =—%— - €5)L3.0)
— 1.0.3 + 1.0.6 patch2 - SM2.0 H(>¥ =—%— - €7)L2.0)

1.0.6 patch
Yrx—45— - ETI30ZFHIT B EE

BMSDK DX9

1.0.3
1.0.6 patch?2

Vr—F— - ETIN20ZFHAITBES
(BT 27« v iR— RKRREEE)

EE50ZEEES
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B BISHAMON SDKI& & Z [C#RT LoD ?

 BYJRIZPANEER., AE—ULTLES LY,

- BishamonSDK_Directx9
. converter
- include
- bm3
- m3de
- ml

lib BETDE. CDESBT7AITEBRT
ved EBREZIhxY,

w10

. sample
. common
- data
- devicelost
- modification
- simple
- touch

- -
-~ S
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B BISHAMON SDKOHRFIFESEH>TSHD?
. finclude/ & /lib/ EAVIN—5, $ TN

. BishamonSDEK_DirectX

 converter . bmsin -> bmb :l‘/l\‘—ﬁ—

-1 RAaE T :

bm3 : /include/ 7 # L%
- mide .

- ml

6 /lib/7 ALY

- wcd

vyl

. sample 0
 common 5 /sample/7 # LY
. data : SELRBRBIYVTIVY—-RET—S

~ devicelost
- modification
. simple

o= .

IMAIEH&UEK(}%”
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B VS2008&£VS2010EE5THEZSD ?
EXET | | TROBEZEHNLETT,

- BighamonSDEK_Directx9
. converter VSZOOS E*UFH?% <‘.'. 3 ‘is

include 7 AT %&
7OV bDEMZA TS5 —AEEHF

. e o VS2010 ZFIHT B & Ed.
. common 7A N5 %

jdota 70919 FOEMZAT5Y—~EF
- devicelost

- modification

. simple

~ touch

4

EE 1 VS2012 BEREFRMTY
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B Y=_a7)LidECICHBD?
cAVTAMY R -a7ZITRELTWET,

hitp://www.matchlock.co.jp/products/
document/sdk_document/directx?/

BishamonSDKDocument

Bishamon SDK KF¥ a1 XYk

FUSIC

CDRF A KMTid Bishamon SDK DWAFE, 7—FDI7O0—-PRVA, APIDREHNZEWESNTVWET,

BR

Bishamon®D#E#t P D ®&h

BishamonD#E P D #i®

ADAM=ILAAR P AYAM=)ILAAR

g 5 Lo PD>F—%70- U
F=—SA2I)\—-DORHA PDF—%21y/\—kDiREE )
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i
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http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
http://www.matchlock.co.jp/products/document/sdk_document/directx9/
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lib

- sample

T—5 7 x5

. BishamonSDK_DirectX9 (BISHAMON b sHAhEsnfcrF—y7= 2 Cic
. converter WwWhExd, )

~include

- bm3
- m3de
- ml

- wcd

. texture
convert_directx9bat

- well

-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
-
g
-

. common

~ devicelost
- modification

 simple HAEMICIE. CONYFIT7MI) %
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B /)N\r7FU—32/)\—F (bmsinh->bmb) ULTHS

. BishamonSDK_Directxd INAFU=VI)\—hMICIT

Wche EMHBRAOSIEYR - 771
- bm3

- m3de
o D7 AIWTAICKBETT ! ]|

| ,I vcd
Cvell

- sample
:zztrzmon ...AJ?...OEED...

- devicelost

- modification
. simple
 touch
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B /)N\rFU—32/)\—F (bmslh->bmb) ULTHS

it .
Y BISHRMON Y(BISHAMOM
Personal Personal

BIAO0VTZ23Zo42 A (1 FHOEERFE)

BISHAMON Personal BISHAMON Personal

A RPOA=-2294€2A
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B YU LEIAVALTBIRESTED?

B 7T ANTICIE. EFEICED 2D TI)
. BishamonSDK_DirectX9 BADTWET,
| converter F'simples > 7ILICDODWTEHULET

. include
- bm3
- m3de
- ml
b
- vcd

P T,'. simple

Cvell
- sample
. common
- data
- devicelost
- modification

-----------------

" Youch simple.sin 29 7)IL2Uy 7 1 |

oooo
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BTN edVINMIVTBICIEESITEHD?

o0 simple - Microzoft Visual Studio o =] 22
Zr{JKF) RE(E) Fr(V) VAssistX TOUrHNP) ENKB) F19J(0) F-LM F-X& Y-IUT) FANMS) 42 XW) ANFH)

vl S A %R D D05 b |Debug - | Win32 - | % BMManage

EO QR A TR Z 20838 & 3PS

R

-si:rolecop X v Wa-vay 95’\0“5“ VVS2008 t VS2010 -t“‘i\ 1) ”/7
(Fo=1 23- ol Hial DILEla

B od v wincie U 2822 571477 V—DHEWNET,
p 4 _lsimple

s @ V-2 — /lib/vc9/ -+ VS2008

¢ BMAllocator cpp

A &) BMEfecroon — /lib/vc10/ -+ V32010
fine WAX_LOADSTRING 10 &) BMManager cop
eile ﬂ'l”['[.f:'_'l‘“'IH o8l
fine WINDOW HEIGHT 480 a g%g’-@"ﬂo
~ pcicpp

C:]] BMT".':tutetCD Z: o)ﬁ“?‘i\ VSZO-I O E*Uﬁﬁ lJ-t \l\%
G si c
¢ 31::1;:::::: T‘: w : Z
A= 274
T A)I=2271 )
{ SEFFECT NANE = L ; yﬂgmmﬁ

o EBIRULET,

PGl 476Tx W LGSHA~Ga

WylegisterCloss(HINSTANCE hinstance):

EHTDFTAS)

BEDE R 15— BEULUEN B aEER 1 A OURALORESE

A0 =F 274 VERFIRLTOZT . (325 / 351) = c¥projects¥project git¥GameEffectSemnar_HA 81T
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B YU ZNEAVRILTBIBESTED?

simple 70874 N—=3
o0 zimple - Microsoft Visual Stu

?HJKF) ﬂl’(ﬁ) (V) 1BEL(C) [7'{7;‘--{7(Debue)
R RAF R I R SR
E-“ -‘LQ_J e ['fS | 3] g /\L D} i-"f
AR e S e
Pl sinplecop X 24
3 T AT
00—/ 23-7) VOre 30 LOMN) 54
:’ o C/C++ Yt
P 'J./J'él% V7
DLL @
AN 274l T

ZDfth, DirectX9A®D

/include/

/lib/x86/
IRADEESNTVWBAIIMER LT L
=Ly,

CHEAGd A7 T3 M LGS

&N

v| F59bor—LP) [PI74H(Win32)
BNDIFETEI74 )b

(% =]

v| [@HzA-Tv-(0). |
S/ . /lib/vc10/1libbm3dx9mdd.lib:d3d9 lib:d 3dx9. lib:%i

FRTOEEDSA )3 0ER
B{EOEGEDS1 I3 OER
+/2- & 271 )L

(7 =
7.7 Jlib/ve 1Wlibbm3dxSmdd lib 3
é3ddlib
dadxQlip
)
IH0(M)>>
[ ok || xevtn |

HHTOFRTS):

SRR R 15— BEUHUEE B EEE 1 A OURALOREEE
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QO simple - Microzsoft VlSEﬂSUZ : simple |E’“@I‘S’3 ’ o | =) ]2
2r{JKF) RE(E) Fr(V) - — e

274 IKFY - AQLFHH)

A RN RS A [~ R .
P M R A 5| i £

simplecpp X
(7o=1 23-7)

Jode A7 LERTLT. ZDELSIC
R I7x7 hHERTENE,

YINDOY

i 3 RINTY ! !

Gl 47T Wl LGSHA -G
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EHTDFTAS)

BRI R 15— BEUEUEE B aEEs 1k oURlOREEE ‘
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I 1&@1717 I‘%ﬁEme%%d)’?

TEXY !

t‘f-i’rll:’n:nn it

C COIST
1¢ const
1¢ const
L1¢ cons
1c const
const

' const

=t
at
st
W
st ¢
181
at
at

'simple.cpps ZFAWTLKES W !

hiI _t ¥EFFECT _N!

wchar t *
wchar t *
wchar t *
wchar t *
'har_t +
icl

I'
i
i
+
1
+
+
t wchar t *

wchar_t *¥EFFECT h

wchar t *XEFFECT b
ichar_t *EFFECT _b

Ch11 i *EFFECT N
1ar_t *

1cl
vmhar_fﬁi

t

t

]

A

wchar 1 *
wchar 1 *

wchar_t KEFFECT )

T B TES | B | Bt | [

‘HIMJI_,f11 e ag(]

“genn_ alway
”hITU_ bonm

L "bomb mansa ksUlz;

Llrﬁlﬁluvr‘i

L gem always ks01”;
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F'simple.cpps [FESWSEELRD ?

(

925 LDFIEAL )

B EALIE WindowSE i &, HEiE DM

BEHERENTED. FEICEHD

(F—RMFPBREL) BT > TRELBWZ E55

Blcsh. THEIH & THEEL B
bbhhTWBDH—ihigh,

=EI$E-

(GPU\:

HEE DY)
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B simple.cpps IFESWSEBERD ?

Window D#IHA{L )

BMManagzer *manager = new BMManager(device):
BMEffect *effect = manager->CreateEffect (EFFECT NAME);

DlreCtX w*ﬂf N 1B ) _j,.\" A2 AW
while(1) {
if (PeekMessage(&msg, NULL, 0, 0, PM_NOREMOVE)) {
if(!GetMessaze (&msg,NULL,0,0)) break;
TranslateMessage(dmsg)

BISHAMON 0)*}] : ﬂ: Digpatchiessage(dmsg) 5
BM EFFECT DA &R 53 e LT

effect->Update():
ifleffect->IgExpired()) {

- E EEEEEE === = effect->Reset();

}

| ' /¢ FEIB[ALFE
device- >Clea1(0, NULL, D3DCLEAR_TARGET |D3DCLEAR_ZEU

BM EFFECT D=

device->BeginScene ()
manager->Begin();
manager->DrawEffect (effect):

manager->End();
oo el o el S ey o)

device->Pregent (NULL, WULL, WULL, WULL);

BM EFFECT @i
L (AXFIEHRHDE)

-----
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B U 7ADMEBERIE. ED2BE>TWVWED?

BMObject

/

bm3::MemoryAllocstorinterface
BMAIllocator

-allocator

EBMEffect

[\

BMManager

X

bm3: texture.HandleBaze

\ bm3.:bmzin:.HandleBsze
BMBinary
bm3::model::M3dgModelHsndle
EMMeodel

<!

N
'/\
+0..*

BEMTexture
*

BMManager®B& VY —AD AV T+ ZFH>TWLWBERFR o
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B BMManager® &> T ?

BMManager. & 0. BM~®D %7 5 X EBISHAMON®D 175V —%Fl

39 B 1. Personalkik

g |12

~31’LTC'U"/7’IL‘/—ZT'§'0

BISHAMONZ 1 7= J—

bm3/m3dg/m

Game Engine

MATCHLOCK J



3-3: Y27 ILDBRICDOWT

B BMManager®#& &> T ?
BMManager® 7/ BRIE. FHHMAATEBM Effectd ) /) —Z (BMB/\A
FTUU— TO9AFv—, EFIL)ZEEULTWVWET,

BMBinary '
@ BMManager
| BMEffect > |

BISHAMONZ 175U —
bm3/m3dg/ml

271V AT L
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B BMManager® &> T ?

SEAIVVYERHWVWT, E8REALCI7z780, IO 7 7 MNETT, [E
LUY—ZAZ2HEEFUEVWEDLESELSICLTVWET,

BMBinary

Effect A V SR 2
A . BMTexture

SR 3

Effect A ‘
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B EFNICiEESTID?
1277 bMD;FELT., FOAKER—>EFFI—>EHEFETCZHALE I,

manager b BMManager D12 A7 > MEULET,

[ BISHAMON O#HHE | i gueffect: effect <

BM EFFECT o)a;u:l_&"_ﬁﬁ manager->CreateEffect(*L7 = 7 h D&i")

e e ———-
i BM EFFECT OE#f ) Eeffect->SetMatr|x( matrix ); <- T7x% hd)ﬁé'\buﬁEE%ﬁ
. ) effect->Update();

f BM EFFECT Di&E[H] ) 'manager->Begin():

g (AKX FZIBHRHONE) ) Emanager->DrawEffect( effect );
'manager->End();

1207y MCEET 3L, ThESHBERGERMECEN ST,
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3-3:>7ILDOBRICDOWT
B EENICTESTHID?
EFENIE. LITD THAXZBHRZERTE) DHEICED XTI,

r : N
BISHAMON 0)*)]: 1b EBMEﬁ:eCt* effect =
BM EFFECT D&55A &ERL ->CreateEffect(“Z7 = %7 k D%&F")
W J
reffect->SetMatrix( matrix ); <- FIEPRIBEDEH '
5 SMEFFECT O3 | ieffectsUpdate; i

/] WASEHERE (ELK— KEQLEDT-5)
: ->SetView( HXZViewv kU I R );
->SetProjection( 77X ZProjection¥ kU7 R );

BM EFFECT Qi i
(DX FBEHRHDE) /] T7 29 b 2GEBE
; ->Begin();
->DrawEffect( effect );
->DrawEffect( 531077k );
(2T 7 7 h%&DrawEffectd 3)
->End();
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3-3: 5 2T7IDEBRICDWNT

B #F. BMManager &BM~|3ihB#D ?

WHTRBDIEA! |
NS, BLETH MU T)by ELTORHICHED X,

KEDT—LEFETII,
HBITxVbM FYFI5— AT—=IBUTNYT—=I LD

« I—=VJF7TERBULEED
BE. ENETNDT—L - IVIVICELE T —ATEI AT Ly (TR
CDOHNRAKNTY,

S C. RIFWEWEERBRDT—L%ZE>T TEAD ICOWTEHZULET ! |
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B DirectXOY > 7ICcHBDT5—L%EE-T.,
BISHAMON%ZEA LTHET

"Z’)"— I‘X:J—J b‘gs
—> INRNTD7A95L4L
— > Microsoft DirectX SDK (June 2010)
— > DirectX Sample Browseri

ZiEiRL., BEBULET,

- -
” s
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B DirectXOY > 7ICcHBDT5—L%EE-T.,
BISHAMON%ZEA LTHET

r

€2 DirectX Sample Browser {June 2010)

DirectX SDK Connect (Submit Feedback)

irectX Developer Center

mrectX SDK Documentat

WildowsGraplicsDommenhﬁon

(=[][R]

2%
sort by

M Auto-launch
documentation

1298 14H%EH

| search I clear

32-bit Executable 64-bit Executable Documentation Install Project

XACTGame c++ ( March 2008)

intermediate

A simple XACT based game that demonstrates how to integrate Direct3D with XACT.

32-bit Executable 64-bit Executable Documentation Install Project

XAudio2BasicSound c++ | beginner

(March 2008)

DYV TI « T—LICBISHAMONZEAULTHE T,

MATLCHLIILK
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B XACTGame > 7IL>TEAGT—L"7

XACTGame

L DXUT

. media
audiocpp
H] audioh
game cpp I 7Yy ULT, VS2010%ikE&8 L. =17
@ gameh

maincpp

| mainfx

@ resourceh
e XACTGame jpe
AACTGamerc
5] XACTGame_20085ln

:,’J AACTGame_2010vcxproj
:ﬂ HKACTGame_2010vcxpro) filters
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B XACTGamebY >V 7IL>TEAGT—L"7?

D3D9 26.26 Ips Vsync off (640x480), XBR8GSBS (D24X3)»
HAL (hw vp): VMware SVGA'3D

X: Add Droid Y: Toggle Droid Movement B: Mass Kill

Pos: -0.00; -2.30, -0.00

g
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B BISHAMON SDK &D7 ALY 1B

BishamonSDK DirectX9 @ include, lib/vc10 A®DJX

© BishamonSDK_Directx9 ZAEBRETZH. EOLSICTAINTEREICULEUT.

% ABCTGame

Fsimple.siny D&ZEERUKLSIC,
- XACTGame® 7YV hZ2H7IYY
« 70711 ZFBIRLTLES LN,

" .
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B BISHAMON SDK NDJ/XRA Z:&TE

"XACTGame 701454 A3 FI=]
B0 | PH71H(Debue) v | F3ubTa—npr |FHT4F(Win32) v | | R —Te—(0).. |
- EEI0N P “
4 B0 T EfTelge 71N T LOH $(DXSDK_DIR)Utilities¥bin¥x86.3{ ExecutablePath) |
E3 A2 —F F oL $(DXSDK_DIR)Include:$(SolutionDir)¥_¥BishamonSD}
7! ”"3’);'_“ a7 OMN) $(VClnstallDir)atimfc¥lib$(WVClhstalIDir)lib |
VG++ T LI 3133 FLhM) $(DXSDK_DIR)Lib¥x86:3(SolutionDir)¥_¥BishamonSD
b lof G+ ¢ ‘ e = ; — {ClhstallDir)atimfc¥src¥mfcr
> Ui A= T Lo "% 152 Dinatimfc¥include:$(Window:
> R=ITAR Y-
b YY-2 AR R
o XKML EFavb 3 eI
o A5 —lEER ${DXSDK_DIR)Include -

o BILRE AN $(SolutionDir)¥ ¥BishamonSDK_DirectX%¥include

o AARL EILE A5
> HARL EILE -

< | 1 »

BishamonSDK _DirectX9 @ include /\X%Z:&7E

31 FrameworkSDKDir¥include
. _ W|EIT0Y 10 OBEEIBNSHRD
ok J[ ety | k) [ A

V

ICLUDE £—ELFT,

-~
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B BISHAMON SDK NDJ/XRA Z:&TE

XACTGame 70T A= (¥ I[=]
#EC): | PHF1H Debue) v | I59bor-uP)r |FHT4HWin32) v| [(#@EvA-—Tv—0). |
. HEEIONTA TE: .
« TERLTDNT EfTolgeI71 ) T AN ${DXSDK_DIR)Utilities¥bin¥x86:3({ ExecutablePath)
£ A= F4LON) ${DXSDK_DIR)Include:$(SolutionDir)¥_¥BishamonSD¥
ThvD S825 DM $(VClnstallDinatimfc¥lib$(VClnstalDirlib
VO++ T L 2R 3443 FoL AN $(DXSDK_DIR)Lib¥x86:3(SolutionDir)¥_¥BishamonSD
b O,fo'*"\l' y_;'\ 5‘"4’[/{3' ' Al ooy T S T O T PR, ¥ 2P YT T O T e {
o — ZeUDMIOR 3T T4 LaN (=)
> YY=2
» XML EFLAUk ITRL =R S lex)( X+ ][ 2]
" = o 1D¥X »
. gﬁ?\z ,«--Eiﬁ $(SolutionDir)¥ ¥BishamonSDK_DirectX9¥lib¥vc 10
o AARL EILE ATYT -
o hARL EILE Y- T |

TR DIE:

BishamonSDK_DirectX9 ® lib/vc10 /\RX ZE&7E

-

54759 F4Lh

Vort IDIIIN @) smetg 09 10 MO BREIES AR
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A% DLL 1 winmm lib
A 72 Tbb Ct3|d3 2é:'bdd lib
I=71Ak 774 = bt et
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mEd [ibbm3dx9md.lib ZEhl
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B BM~®D7 71 I)LZEN

' @ EMData BMData/BMSDK 7 # JL%5EHN
. % BMSDK
& DXUT — ;
- - BMData .... BISHAMON O F—4%B7 # L%
e - BMSDK ... BM~Z7 71IVEB7 # LY
audioh
@ Eamecpp
gameh BMData BMSDK
@ mafncpp % bmsln @ BMallocator cpp
#% | mainfx & model 44 BMallocator h
@ resourceh % texture BMBinary cpp
| XACTGame jpe convert_directx9bat %) EMBinaryh
wd XACTGamerc %] BMEffect cpp
% XACTGame_2008sk b4] EMEffecth
33 XACTGame_2008vcproj BMManager cpp
% XACTGame_2010skn b4] EMManager h
& XACTGame_2010vexproj BMModel cpp
% AACTGame_2010vexprojfilters 4] BMModelh
BEMObject cpp
%] BMObjecth
@ BMTexture cpp
4] BMTextureh ‘
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XACTGame7OY ¥ MIC,

@ BMData - TBMSDK,) 7 #)IL5Z4%RKU.
S BMSDK - BMSDKA®DBM~7 7 1 JL7Z3EN
% DXUT .
.
% media .
.
@ audiocpp \‘
audioh s — - —
e Wa—3 IHANES— v ax W33 THAF0—5—
% eame cpp * e . =B 2
4] eameh A '«_éwlei'ﬂEJ =|\§| <
Y mancon s | lod Wa-23y PACTGame 2010 (1 7O = #1"‘93)’ KACTGame 2010 (17 4
§ « [J] XACTGame 4 7] XACTGame F
#  mainfx > [ BEMSDK 4 |7 BMSDK
4] resourceh > 3 DXUT ¢+ BMAllocator cpp
% XACTGame joe F i Rl
— P aders t
@J KACTGamerc b 5] %gsmﬁﬁaf'% Lﬂ BMBinaryh
E% KXACTGame_20082ln ¢+ audio cpp ¢+ BMEffectcpp
A XACTGame_2008 veproj ] Zud_:h CL:]] gm;ffecth =
h roid xap o3 anager cpp
#A XACTGame_2010skn Gl ) BMManagerh
a;"‘ KACTGame_2010vcxproj @ gameh Cﬂ BMModelcpp
7 XACTGame_2010vexprojfilters ¢ maincpp % gmgﬂgﬁelth
Cal Jecicpp
n] BMObjecth
C+] BMTexture cpp 3
h] BMTextureh
1 DXUT
_J Resource Files ‘
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B BMManager Z5 & > EfEVWPT WK S ICIELE

e EBM~7 71D Tstdafx.hy -> TDXUT.hy AZEHE
(ZVaAvikt Ay T—abtE3)

o F=HINR=2TAITDINAZERETEDLSICELE
 BMManager ZF 7 #IL AV A M5 %9 7 %Zpublic A

* Create() ZXY v KiE

 BMEffect OEIEH"Y A b %Z&EN

« UpdateAllEffect() / DrawAllEffect() ZiEM

» DestroyAllEffect() / Destroy() Z:&M

« BMEffectic. SetLoop() / IsLoop() Z&hN
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50—\ L HIT BN ) ( BRI 7 T2 NEN )

#EAE ICEND
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)
BT ALIR BN )
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B gamecppic. ™A (Fierreer—re———

2//-File: -game.cpp{—'
3//d

4 //-Copyright- (c) -Microsoft-Corporation. -All-rights-reserve:

— - F SRR SR S S SO S T S s
7 I:I l\}b M‘ 7‘] 6 #include - "DXUT.h"<
7 #include -"SDKmisc.h"d

4 8 #include-"BMSDK/BMManager.h"d

: — 4 9 #include-"BMSDK/BMEffect.h"d
( *I,‘ 1B “_ 13'7‘"] ) < 10 #include- "BMSDK/BMBinary.h"<
11 #include -<stdio.h><
12 #include-"game.h"<
—
( LR ITE N ) e
54 //-Global -variablesd
ss /j/----——"—-"-"-——— -
1 H[— 56 CFirstPersonCamera- -g_Camera:o::—I
( . Emi::“‘ 157'"] ) 57 RENDER STATE -« -« -« - - g_Render;<
58 GAME STATE - -« «««+=~- g _GameState;<
59 <
- 60 // -BISHAMON - BMM a
( %TMEMLJLE”” ) 61 BMManager— ?nag?; BMHanager;{—’
62 B

63 // -BISHAMON - )i ) — i T5id 1A <
64 typedef -std: :vector<const-wchar t*>>BMBinaryListType:; s

l\*l'ﬂ' U —@E,’.’,i_d)&ﬁ'ﬁ ‘(—T g % ck 2 ‘(—\ inaryListType »g_BMBinaryList; 23
BEUVANZHAE

3
3
3
3
3

67 // -BISHAMON - CONST<

-+
4 68 const-wchar t*-BM DATABASE DIR-=-L"./BMData/" el
< 69 const- wchar t¥*- BMEFFEC‘I‘_BOMB-=-L"hit09_bomb_k502";o:—’
< 70 const- wchar t¥*- BMEE‘E“EZC‘I‘_I*IIT-=-L"gem_always_ks0l";<—I
$ 714
4 724
R R s
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SEFTALIE

i B AL EE

S 1 S0

1298 14H%EH

ECY N

R B R R R

BEAULTHS

OnCreateDevice

466 ----//-Rendering-technique- (FF-or-shader)«

467 - ---SetEffectTechnique () ;<

468 - ---g Render.pEffect->5etBool (-"g bUseSpecular"”, -!g Rende
469 - ---g Render.pEffect->5etBool (-"g bUseAnisotropic", -g_Ren
470 ----g Render.pEffect->SetInt(-"g MinFilter", -g Render.Use.
471 ----g Render.pEffect->5SetInt(-"g MaxAnisotropy", g Render
472 ----g Render.pEffect->5etTexture(-g_Render.hNormalMap, -g |

473 <

474 ——//-BISHAMON-Initialized

475 ——g_ BMManager.Create (pd3dDevice, -BM DATABASE DIR/*BM-Da
476 <

477 ——// -BISHAMON -BMB# i T T 1A TH<<

478 ——g BMBinaryList.push back(- BMEFFECT_BOMB-);J
479———%g_BMBinaryList.push_back(‘BMEFFECT_HIT');Q

480 ——BMBinaryListType::iterator-ite-=-g BMBinaryList.begin
481 ——BMBinaryListType::iterator-end-=-g BMBinaryList.end()
482 :for-(';‘ite'!=‘end-;-++ite~){Q

483 —— :g_BMHanager.LoadBinary(-*ite-);Q

484 — )¢

485 <

486
487 <

Ano |

:return'S_OK;e
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rg A

( 50—\ L HIT BN

)

(

#IHAE I

BN

)

SEFTALIE

e BB AL EE

)

S 1 S0

N/

1298 14H%EH

BEAULTHS

OnFrameMove
1400 <
1401 -"-HandleAmmoAI(‘fElapsedTime-);Q
1402 - - - -HandleDroidAI (-fElapsedTime-) ;<
41403

41404 ——// -BISHRMON -Updated
-}1405———%g_BMHanager.UpdateAllEffect():#
1406 }<
1407 J

OnFrameRender

BT « « « a2 2ccsccacssacaaa RenderDroid ( -pd3dDevice, -4, -mView,

41667 ———// -BISHAMON -Render - Draw<

-mProj

~}1668———%———%g_BMManager.DrawAllEffect(g_Camera.GetViewMatrix(),-

J1669 </
R« - = -~~~ - //-Render'transparent'objects-last#
TR « = « = = = = = if(-g_GameState.nAmmoCount->‘O-)Q
1672 - -«-=--- {¢
1673 «-vnnnananns for (-int-A-=-0; -A-<-MAX AMMO; -RA++-)d
1674 ««=nvnnnnnn- ]

n e~ - -2 . - -~ . . - -~ - - .« -

'l

’

.
\
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B game.cpp lc. TEA;

( HO—INILEHICE OnDestroyDevice

2126void-CALLBACK-OnDestroyDevice(-void*‘pUserContext-)Q
2127 {
42128 ——// -BISHRMON - Fo{ T T 5y 12 )11 T —D TR ZE
2129 ——>BMBinaryListType::iterator- ite-=-g BMBinaryList.begin()
«=2130 ——BMBinaryListType: :iterator-end-=-g BMBinaryList.end():;¢
2131 >for-(-;-ite-!=-end-; -++ite-) {<
2132 —— >g_BMManager.ReleaseBinary(-*ite-) ;<
42133 —— )
#2134 — g BMBinaryList.clear() ;<
42135 <
42136 ——// -BISHAMON -Destroy<
42137 ——>g BMManager.Destroy() ;<

—
Y
f
(i
[~
p |

o |
=
A
rr
(ot
=
p |
—

FIHEF

AL (BN

(
( T
(

42138 <
¥${TT’5UL$E 2139-‘--g_Render.DialogResourceManager.OnD3D9DestroyDevice();Q
= 2140 ----SAFE_RELEASE(‘g_Render.pEffect-);Q
2141 ----SAFE_RELEASE(-g_Render.pFont-);Q
2142 ----SAFE RELEASE (-g Render.pDefaultTex-) ;¢
2143 ----SAFE RELEASE (-g_ Reﬁder.pDefaultNormalMap‘);Q
2144 ““SAFE RELEASE( g Reﬁder.pDroidNormalMap‘);e
ra |
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B game.cpp lc. TEA,

- CheckForAmmoToDroidCollision
%tﬂ% ‘(: I 7 I 7 I\ 13_7_"] 2 SRR // -Check-if-the-B-instances-are -already-moving -av

980 ---++22a2aaaa //-1f-80, -8kip-collision. --This-can-happen-when-:

981 ---c+ccaaaaan //-bunched-up-next-to-each-other.#

982 -+ 22222aaa float-fImpact -=-D3DXVec3Dot ( -&vAToB, -&g GameStats

" ~ NN - S g

BNV RKICT7 7 MEN L I PR D3DXVec3Dot ( -&VAToB, -&g_GameState.DroidQ[B] .t

984 - -ccenaaaann if (-fImpact->-0.0f-)d

21 R I {¢

21 EEEIEE I I I g_GameState.AmmoQ[A].bActive-='false;#

B« « ««c2cccscasaaa g_GameState.DroidQ[B] .vNudgeVelocity-+=-g_Gar

988 <

BEE - - 2«22 ccssa00aaa g_GameState.DroidQ[B].nHitPoints——;Q

B« « ««ccccascasaaa if(-g_GameState.DroidQ[B].nHitPoints-<=-0-)d

L {d

4} 8992 > const -D3DXVECTOR3& -pos-=-g_GameState. Ammc
< 993 . sml: imatrix44 -matrix; <
«» 994 . . matrix.set_unit();d
< 995 4 matrix.set_scale(0.1,0.1,0.1):d
“~ 996<J > >matrix.set translate (pos.Xx, -pos.y, “‘pos.z]
< 997
4 998 . //-BISHRMON-FET-I 217k
< 999 > >BMEffect*-effect -=-g BMManager.CreateEffe
41000 >— if- (effect-1=-NULL) {<
<1001 > X *effect—>5etMatrix(-matrix-):d
1002 > }
41003 <
HHHEY - « « « 2 csssccasssa0aaa g_GameState.DroidQ[B] .fDeathAnimation-=-(

N - « « 2 csccsscsss20a00aa Play3DAudioCue (-g_audioState.iDroidDestx«

MATLCHLIILK

1298 14H%EH



3-4:STGICEAULTHD

B game.cpp lc. TEA)

; CheckForAmmoToWallCollision
( ‘CHicT7zshEm )

1143 ---200-. g_GameState.AmmoQ[A] .vPosition.z-=-g MinBound.z-+- (-AMN
LR - « 22000 g GameState.AmmoQ[A] .vVelocity.z-=--g GameState.AmmoQ |
11485 - 22000 -a PlayAudioCue (-g_audioState.iAmmoBounce-): 2
E IS K[ 7 M 7.] 41146 ——>——>// -BISHAMON -EFFECT<
§=-l \ Ij / I\ “" I 7 L I\ 13— u 41147 —>—CreateBoundEffect (g_GameState.AmmoQ[A] .vPosition) ;<

1148 - - .-}

1149 ----if (-g_GameState.AmmoQ[A] .vPosition.z->-g MaxBound.z--- (-ANM
1150 - - --{<

LR < e caeo g_GameState.AmmoQ[A] .vPosition.z-=-g MaxBound.z--- (Al
R * « 2o g _GameState.AmmoQ[A] .vVelocity.z-=--g GameState.AmmoQ |
1153 - ccaca-n PlayAudioCue (-g_audioState.iAmmoBounce-) ;e

41154 —>——// -BISHAMON -EFFECT
1155 —>—CreateBoundEffect (g_GameState.AmmoQ[A] .vPosition) ;e

1156 - - - - }<
1157 <
1158 ----//-Check-bounce-on-left-and-right -wallsel
41079 void-CreateBoundE£fect (const -D3DXVECTOR3E -pos) < 1159 - - - -ij( -g_GameState.AmmoQ[A] .vPosition.x+<-g MinBound.x-+- ( -ANM
’ ' ) ' 1160 - - --{«
ol
i;g:g ! +// -BISHAMON -Foh - TI1 Dk < LIOL - ccccaca g_GameState.AmmoQ[A] .vPosition.x-=-g MinBound.x-+- (Al
41082 sml : cmatrix44 -matrix:d LI62 - cacaeo g _GameState.AmmoQ[A] .vVelocity.x-=--g GameState.AmmoQ |
41083 ——matrix.set_unit () ;¢ R« » > * 22 2o PlayAudioCue (-g_audioState.iAmmoBounce-) ; .
1084 >matrix.set_scale(0.1,-0.1,-0.1);--//<--1/10 ABCE S 1164 ——// -BISHAMON -EFFECT«
41085 ——matrix.set_translate (pos.x, ‘-pos.y, ‘pos.z) ;e #1165 —>—CreateBoundEffect (g_GameState.AmmoQ[A] .vPosition) sel
41086 < 1166 - - - )¢
11037 ——BMEffect*-effect '='q_lBHManaqer.CreateEttecc (BMEFFECT_HIT) < 1167 ----if (g GameState.AmmoQ[A].vPosition.x->-g MaxBound.x-=- ( -AM
1088 »if- (effect-!=-NULL) {« 1168 - - - - {‘J T s
i:ggg _: yed FELEECTSUCEMMUCLX | “NRETAX ) 5 (R © « =« » « © o g_GameState.AmmoQ[A] .vPosition.x-=-g MaxBound.x--- (-Al
41001 )< o RN » » o~ 220 g_GameState.AmmoQ[A] .vVelocity.x-=--g GameState.AmmoQ|
41092 (_1' ERERN » » » « o » o PlayAudioCue (-g_audioState.iAmmoBounce-) ; <
1093 void-CheckForAmmoToWallCollision(-int -A-)< +1172 »——>// -BISHAMON - EFFECT< 27T
1094 (! <1173 > »CreateBoundEffect (g_GameState.AmmoQ[A] .vPosition)% .
a - L ~~ - . .. 1174 .-..}(:I :
1175 )</ N
1176 < MATLCHLIICK
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B game.cpp lc. TEA)

( FETRICT 7 = &7 MBI )

('_éaywy RicT7 ¥ hil.%_hu)

1298 14H%EH

OnLostDevice

IR T o o e T T e e
2100void-CALLBACK-OnLostDevice(-void*-pUserContext-)Q
2101 {<
42102 ——// -BISHAMON - Lost -Device«
4}2103———%g_BMManager.DeviceLost();@
42104 <
-}2105-———9g_Render.DialogResourceManager.OnD3D9LostDevice():@
2106 ----if(-g_Render.pFont-)@

B < « = <~ « = = g_Render.pFont—>OnLostDevice():é
2108 ----if(-g_Render.pEffect-)Q
B < « = = = = = & g_Render.pEffect->OnLostDevice();Q
2110 -‘--SAFE_RELEASE(-g_Render.pTextSprite-):4
2111 ----g_Render.meshCell.InvalidateDeviceObjects();4
OnResetDevice
605 HRESULT -CALLBACK-OnResetDevice (-IDirect3DDevice9* -pd3dDevice
B o 0 e const -D3DSURFACE DESC* -pBack
607 {<
608 - - - -HRESULT -hr; <
609 <
4 610 ——//-BISHAMON-ResetDeviced
- 611———9g_BMManager.ResetDevice(-pd3dDevice-);d
4 612

613 - ---V_RETURN(-g_Render.DialogResourceManager.OnD3D9ResetDev]
614 </

615 ----if(-g_Render.pFont-)@

L R V_REIURN(-g_Render.PFont—>OnResetDevice()‘);é
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) 3D8#6#12:1pS Vsync off (640!&8‘9), X8RBG8BS8 (D24X8) -
HAL (hw vp): VMware SVGA 3D ===
X: Add oroid Y. Toggle Droid Movement B Mass KiII
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