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C#ihsE

CHE—FHERXZKBRIES, B Anders Hejlsberg #4[1] Microsoft FIBAFF & . A4k
T 51847 I (Common Language Runtime, CLR)ZIEAT CHIIERINL . FEiE S BT CLR
b, X ZEBRE 7 Windows PC.Xbox 360 F1 Zune bR AT LAZR ¥ F118 F'E411.CLR B Microsoft
FRIFE, BRENE —NFFERZE, 1 Mono. il Mono, C#FEFFA] LLZATE Mac.
Linux, B#& HALAEH %7 Mono IR L. :

Wk — B G+, BEXHFANERT AR AMH. CHE—FERKIES,
WL SLHOMEF RGN, WEFSRARE € L HHIT. CHE CHA IR L,
FIRBEHRENE BEFEFANTEEBES.

1.1 CHE

2000 4E 7 A 7F Orlando %%4T ] Microsoft Professional Developers Conference €51 55 —IX
AT Ch. 7EHET, CHEH rfR Microsoft LA Java, {HEBREBMBIT AR T —FRE
HOBERANIES. CHBIENEFRBRAQHH, TR RFBNE.

CHM Java ZIRIESHSHEFSITEEMN L. TH CHR C R -HHESH
SREFEEEBITES ST EIMNEG L. S1TEF RS g 4L 28 55T (Central
Processing Unit, CPU), iXEEHLH “ KK~ BAR Mac 1 PC —fBERKH x86 CPU, Xbox
360 X FJ Xenon CPU, PS3 SR Cell CPU. X%k CPU M2 AIFAFE— 2R, HEE
TIMEXRAZREMRAK: BTEFRESHET. Bt —4£40KHE4. 2 CPU 2%
AR TR 2 U L2868 . —A CPU AR AR AR H AR KR CPU HIHLER6G .

HIFRIEMH C+H+. C REMIBFHREN .. AKAIEMEARLRFEIBE. B,



EIfsr W | @R

PlayStation 3 ff] C++4RiF 25K IRCAS4R1F K Cell CPU 1] LUBATHIV12$1S . EZF Xbox 360 [
Xenon CPU _LiZATHHRIK C+H-0HE, I Xbox 360 ] C+r+4riF s EHUITHRIF. CH
K TEFRSEAR. C#gmiFH[EIMICHRE S AL HEE S (Common Intermediate
Language, CIL). CIL IBfTZE—MERINL L, DA E RS HKVI%85. 7 PlayStation 3 1,
XEWREEBIT CHUE, TEA —ME CIL RIBFEE N Cell CPU AT LAEEAR FIHL AL I 4
Mo B 1-1 BoR T HBRWLERE S EERIFAVIEENIES Z AAX R X H).

C++,C C#
[ TAT IR ] { FAT RIHERK }
Wi W |
BARGRIERR A —AMERE
/// \\\ |
AL
x86A PS3 Cell
lashd X&HH bl "———”,,——"‘-~____\-->
Bl 2%HY
l x86 PS3 Cell

Xenon

1-1  ERHAE &SR

CHBERNL CLR EHFZMA. BEEFNHE, ARERSRE—K, mEREHTL
A CLR 1 CPU Lizfr. fifH CHN, REAKREG B, RARBHIERARE
T . EEREREBEMGZE, BRVRSHEEEN. WENSERERES 35T .
HERFES S#HmiIFRH CLR, 3] CUBA'EA], ¥ F4, IronLisp. IronRuby. IronPython
F ronScheme FEF T UHE—MEFY. WREFRATUMEHEREN. E5RE AIK
EEREE AL MERSES CRUNEREES RS BBLEAR.

CHEYRRZ

CHERIEFTNRERFIE. BIMERF R UM CH#REERET, RS ME CHE
BOLK BB P A M PR FrE It

1.C#2.0
CH20 TN T RZBMELRIC. FRRHIRESBREXEFE.

z8
ZRRMENMEREARFEHBRERERNS, ARERRANSE—FITE.
MUK, k. MOMGHERZE, DoE CeEiMERmEEER. 2RABERMNK



E1E CmsE

FRBAERMFRIEE, IRRERF AATERSARERRERTHR T EHRNEIEER,
RHEMEELR, BTARERSIRRE, REEmEE, WHAsTHRD TESITHE
ERRBALEHE R, RBEEMNEE. ZRABMNSITEE —RBWR, FHARFEHRIT
R 2 BB R RS I .

TR ERZE:

ArrayList list = new ArrayList();
_list.Add(1.3); // boxing converts value type to a reference type
_list.Add(1.0);

//Unboxing Converts reference type to a value type.
object objectAtPositionZero = _list[0];
double valueOne (double) objectAtPositionZero;

(double) _1list[1];

o

double valueTwo

BB T —MIR, HENTENMHHET. CHEENEYHEENR, ¥
FHAGIS . CHP IR RE object K4hK . XN RIFMTE ArrayList F. T FACEAR
mTHF, (B2 AmayList REEITEEFE . 5 F ArmayList Kili, ‘EMI8 RS, ArrayList
HEERAIN . BB FHERS AmayList. Add B, BAT#H%HA object KA, REHRINZ
ArrayList X S EEH.

BRNFIRFBUE R, BB TN REFHRAFRNAE. RUEHROBE
RAK, o EEARSZRA ARG TN, FrUlRZ RS R AR B . 2 BYARAY W] AR piX
. AT EBCIINMERE S, SHERT| FARBAERRMX .

CHEWMAREZ AR, 5| FRRVAEARE, FERBREAIA, U int. float. double.
bool. string %&. FIHERIEEF AMRRET class & X ABREIRLEM, HIU Player.
Creature. Spaceship 5. 8RS struct WAL B E AR

// An example reference type
public class SpaceShip
{
string _name;
int _thrust;
}
// An example value type
public struct Point
{
int _x;
int _y;
}
ERB BRI AEZINFT . SRR EEHEBRFEBINED. EEAED,
SIHRRR AR B — A WA, BUESSRE 7M. WIERK, XAHHE RE

£, HERR T XSS BRIX L LRE L. WAHRMENFFRIXIDE 1-2 Fir.
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Hifgs R MR

k=38 ¥z .
0 JJoo Je— A
3 4 Elli:E i
PR . FM—A s
L8
.8 ... dooo |

B 1-2 WA RERER S| R

MREAFHHAFR A —NERMEE, HhaEaR, Qg - MIEREMEE
PR EMAILAS. QEFIHRBNEGREBR ERA—KREKE, R BERERBE

FRI B AN HB T

T RERB ) — AN T

int i = 100;

WRANTTFEE | HFEALE, SISBEET 100. ARABTRIEHATZRS i
FECHRANE T | Rpfehit. BTROXATAMEHRE 100 BB T AT KA AL, &

EER: R IRE R

int i = 100;

int j = i; // value type

Console.WriteLine (1) ;
Console.WriteLine(]j);
i = 30;

Console.WritelLine (1) ;
Console.WriteLine (j);

//
/7

//
//

so copied into i
100
100

30
100

FEXBARET R, (KA $Ies j, BWRE TR E . AfEl j AR E

Wk 5 § AR T AR

FABIE R BIREL, EREMH TEIRRE., Hk, FEELE XHIKAIR—
MFIRIRE. XM RMERRAREFEET, SiEERN A ORI int 287, XA KA H
mA&A Int, EHAKE IRE CHRERM int BAHTX 4

class Int ()
{

int value;

public Int{(int wvalue)

{

_value = value;

}
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public void SetValue (int value)
{
_value = value;
}
public override string ToString()

{
return _value.ToString();

}
}

Int i = new Int(100);

Int j = i; // reference type so reference copied into i
Console.WriteLine(i); // 100

Console.WriteLine(j); // 100

i.SetvValue (30);

Console.WriteLine(i); // 30

Console.WriteLine(j); // 30 <- the shocking difference

EXE, 50N, jhad®. XRRN j S FERAELRIENRIA, ERERA
5 i RN H. LRBRELCERN, TR [ ERMEA j adE, SRSIREIM
ISR

HXRUBEBEG. EEBENRSIRETERBENRS, 83 THANBRUE.
BAE BEFET, MREREE. REMLE )N, KRBT RO —KKEK. XMW
REREHIER T A M E . ERRAWKARIER, HTUBHEIROEHE. H
RE—F, HESIHAFHA.

$e A (boxing) R R ER B F B A5 FIR BB R . BXIH BAH (unboxing) 447 HI 5| I K
RIPHPI R FMERBIRIIERE . 72 CHRISE | WP, BIMEXI IR RESHEKR, £
R RFMBIFIRT BT ERSNERASIHRE. SIANZE)E, HRRETENK. T
H R RFIAREAER TZ A6, R ENSArHEER ArrayList K78 2 B KX 3.

List<float> _list = new List<float>();

_list.Add(1);
_list.Add(5.6f);

float valueOne = _1list[0];
float valueTwo = _list(1l];

RBURGIAEAIR T — i float KEIM LA ARRKIFIZE. float RERE ., FEXEARFE
2 4G T AR R SR RIS BT float PATHA BN A B, A E BT LUSER T
RRFIRMIE H O HRRE, UATERERMUERINEEEY. B TATELRE
KRR MR THE, FrUAIRAEE R

ZRN TR ERNSESRGImsIR)T2HA.

EEZER
£ Cih, BRALR—FHE N REEN TS N RENSERATHRRINTTE . ABENH
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ZARMIIRRMESHRRAEN, ZHEERIEREA. TRA-ARBERFIR, H
7= N RES PR RN R APATERAE . RSB

void DoToList(List<Item> list, SomeDelegate action)
{
foreach(Item item in list)
{
action (item);
}
}

B 4 Z4E ALV 7E DoToList M¥AM T ERE R, MATESWERE LR . ©
FERETEN, ZRBEF LI, FrLABIME 4 R

// A quick way to destroy a list of items
DoTolist (_itemList, delegate(Item item) { item.Destroy(); }):

RARBNER T EARFIER, ISR RN E S R Rl KE % REIR A
AR I Destroy Jrik. XIHRT . E&REEH HI—AMBT5. WE T HHRHE:

int SumArrayOfValues (int[] array)
{
int sum = 0;
Array.ForEach (
array,
delegate (int wvalue)
{
sum + = value;
}
)
return sum;

}

KPR, EABRBHRENRUE-NRIL, HERERANZER sum. K& sum
BEETLUEHEAR, HRELAZHINRFREMTHIIH. SRR e
MEHERHNAEER. MEEREBFESTEERENA.

2.C#3.0

C# 3.0 AT BZGE, FUSIATRAQIFEIFII6E, AL Z DR
mE%E. BERMBLHRETIAT LINQ RE.

LINQ

LINQ #£ Language-Integrated Query(iZ 5 £ R BMMWAE. E54HEEELE K
SQL(Z& MW BHIES, —FATAERE PR RIFRELIRIES)F LAM. THELrs
I fRj B T #E— T LINQ FI AL
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Monster
{
string _name;
int _currentlevel = 1;
int _currentExperience = 0;
int nextLevelExperience = 1000;

public Monster(string name, int currentExperience)
{
_name = name;
_currentExperience = currentExperience;
}
public string Name ()

{

return _name;

public int CurrentExperience ()
{

return _currentExperience;

public int NextLevelRequiredExperience ()
{

return _nextLevelExperience;

public void LevelUp({()
{

Console.WriteLine( _name + '' has levelled up!'');
_currentLevel++;
_currentExperience = 0;
_nextlLevelExperience = _currentLevel * 1000;
}
}
List<Monster> monsterList = new List<Monster>();

_monsterList.Add(new Monster(''Ogre'', 1001}));
_monsterList.Add(new Monster(''Skeleton'', 999));
_monsterList.Add(new Monster(''Giant Bat'', 1004));
_monsterList.Add(new Monster(''Slime'', 0));

// Select monsters that are about to level up
IEnumerable<Monster> query = from m in _monsterList
where m.CurrentExperience() >

m.NextLevelRequiredExperience ()
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By & & MR

orderby m.Name ()} descending
select m;
foreach (Monster m in query)

{
m.LevelUp () ;
}

BITXANEMAN, ERREFIAETURROEY, REREHHEFZ5E. LINQ RRH
TRBES, AU HTFAE XML fI#IERE. LINQ IE7] LA C# 3.0 FHMK A4 —4
4 lambda BREK.

lambda E ¥

ERBELZG? lambda RYERTELAZTEN—MELENTE. T EHEXARE]
BT mEXD R REBY -

_itemList.ForEach (delegate (Item x) { x.Destroy(); }):
R fE A lambda R, GiEEMNEE:

_itemList.ForEach(x => x.Destroy());
BAFBERAR B FEAAREEMSE.

X RANE L2
M RYIEBEN B HAEENRE, EHEREAFR ALK TEXNREBHE
i RIX RATEE L3S -

Spaceship s = new Spaceship();
s.Health = 30;

EHAXT AR S, BIEE MR

Spaceship s = new Spaceship { Health = 30 };

—i LINQ EWHRI T XMk, MANZVIELEE, REALEREEZ AR
BEOBTBRMERET .

ESLE
EAESVHURRETRE—MHREMKNTE. AR, AT RRSETERIRA,
Epiragul=b 3005 W

class Orc
{
List<Item>_items = new List<Item>();

public Orc()
{

_items.Add (new Item('‘'axe''));



E1E CHMFE

_items.Add(new Item(''pet_hamster''));
_items.Add(new Item(''skull _helm''));
}
}

PAXFR 7 AT 64051 R T B — 2 MR R R B ARG R B aRE L Mmana 7y
% TERE SRR, ABENRIE.

class Orc

{
List<Item> items = new List<Item>
{
new Item('‘'axe''),
new Item(''pet hamster''),
new Item(''skull helm'')
}i
}

AT, MAREHIWERY, QIRNRNX AT ERYIHRE.

REXBESHEEMER LR
MRERB D FERNMAHUSMZENER, BALBEREHFLRG. REHERE
SeE AT LR GE AR B .

List<List<QOrc>> orcSquads = new List<List<Orc>>();

XA T, BINFTREEZRAAFANAS, L, mRABRERRE, BiE
BEEIRENAB. BIARYF[HEETURBRINZRZIMHESE.

var _orcSquads = new List<List<Orc>>();

LARE L GiIFS B O E IEFA RN, FEEMXET var. ZRIKREIHXRE
A, BAREEFRAEERDT. XBF var HATRFELARE., MREQE AR
RIN B A IR EE XHRREH, ZRERREALT . QRELRVKEESES
HIEE AR RITEE R L3R40

var fullName = new { FirstName = ''John'', LastName = ''Doe'' };

WAERT AMBAE I 5| 2B —#E4F F fullName SR EH BN REF B, 427 & FirstName
A LastName. 4 3H—R%, ERBERFIWAMER, o7 HERMEREIE S XTI PIR
B, BEAAISRIEH WA RIER A M LINQ EifiR [P 19548 .

3.C#4.0

C# 4.0 REHH CHES, KPR EBNBUERIEHR T HHERE, CHE—MEREREIE
o BFSREERSIMIMBRRRBEAREHROEHE. IR AHHEXFBAT
%, REFBRMTEEENMEFPASER. MENSKYEP, HRMREMRE—I®K

11
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FIWsr HR MR

BONF B o] A IR ER . TronPython F1 IronRuby #82IZ4T7E CLR 2z LI &ES.

BASHR
AR —AF R4S dynamic. FH MRERR THAY. BiEE LML
ISR B 523 T — N AU 4B GetName KI5,

void PrintName (dynamic obj)
{
System.Console.Writeline (obj.GetName ()) ;
}
PrintName (new User(''Bob'')) // Bob
PrintName (new Monster (''Axeface'')) // Axeface

LiAHREE, WEXMFEEN, WHESTHERZRL. XERs 1R (duck
typing). B RS R ER, HEWRXMZ LI T H O IDynamicObject, &K H
751% GetMetaObject 75N FALEE A $REEME . PSRRI BE AN R, FAhEHEN
BRI E R B REFLE. BRI CH—RERFNHE - TREREFREETHE.

THFARETE C# 4.0 T Al igm il .

public dynamic GetDynamicObject ()
{
return new object();

}
dynamic testObj = GetDynamicObject () ;
testObj.ICanCallAnyFunctionILike();

77 % ICanCallAnyFunctionILike W] BEH NFELE, B LA SR FFHAT BIX — RIS R, ¥
=P — R

BERHSENREMEMITERF VI HERRR, SERIZNRAESITNEITER,
LB NZBA B E A, XERENRAEAHFAHEHE R, REIRFIHAE
HIRZEIR, RABITRENATL. £, nREFRIAFGSENERHFZRFEE, B
Pt RuntimeBinderException Z8RIF R # .

R P T EMEHARESSHA, 8 mREERYE PrintName 751 AR FEF] B RS
FHE, dynamic XEFE+THHEH. HTHXKRA GetName FiER AN B R iZRE, BT
PL PrintName WEBEEANS. EFLFRPXFEE LROBUATREREE, HEFTELER
BXKEE.

xS HH S
C# 4.0 HFZRENZEPHHATESH. TESEERE CH—MadERettE, KT/EN
KWTF:

class Player
{
// Knock the player backwards
public void KnockBack(int knockBackDamage = 0)
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{
// code
}
}
Player p = new Player{();
p.KnockBack(); // knocks the player back and by default deals no damage
p.KnockBack(10); // knocks the player back and gives 10 damage

WESBAFEF AT ENSERERIME. 4S8 AT UM A
EANTESH

enum HairColor

{
Blonde,
Brunette,
Red,
Black

}

enum Sex

{
Male,
Female

}

class Baby

{
public string Name { get; set; }

public Sex Sex { get; set; }

public HairColor HairColor { get; set; }
}
class Player

{
public Baby HaveBaby(string babyName, Sex sex Sex.Female, HairColor

hairColor = HairColor.Black)

{
return new Baby()
{
Name = babyName,
Sex = sex,

HairColor = hairColor
}:

}

Player player new Player():
player.HaveBaby(''Bob'', Sex.Male):;
player.HaveBaby (''Alice'');

EXARFIF, Player KHEH A FEEEZ T .. HaveBaby HiEESZ—NMNE T
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EIs & & M7

HAth— Tk S 4, R/FIRE—NF) Baby X5 . HaveBaby A BERAIRH—MNE F,
{HA sex F hairColor Z2HRE LN . T — NPl EBRT AT ELEBHE, H sex %
FH T BRiAE female.

player.HaveBaby(''Jane'', hairColor: HairColor.Blonde)

TS REREF AT ARERERENSY.
1.2 4

Ca— T TR  BRAG Brsk BIMCTh BB AT M X S 4215 =, B M 2000 4F 6 H7E Orlando
%473 Microsoft Professional Developers Conference 25— XIEE A Z T4, CHELH TKE
MIERE. CHEITHE —NUMAIESBITHCLR)KERDHSL L. CLR T LEiTER—M R
FHiREERANZMARNES.

CHE—TIAMKREIES, MENRMNIER, PBERKRMESMIhHEEMNRT. C#F
4 ANERE, BMRETEHIIATHN. AN, XEHRREEEREFES THREM
EINER, FTUBEXE S+ EE. CHURBRAR C#4.0, T 2010 £ 4 R,



# 2 %

- OpenGL 8§ 4t

SIENEE LI BERES, EIEGERE LB TRMAA . OpenGL [ iXF
BEHEHES, SHEMNPITHARE. TEITRERE HAMERKA-E B FlE R R4
BWEWAIIEFF, £ OpenGL [al BIEAEM & Hidr-<, W 2-1 Frow.

r : ™
R
" J
|
i
OpenGL
\_ J
|
& R
W&
" J
|
2 3
3D 4% ;
. ' J

B 2-1 OpenGL 825 i H

OpenGL(Open Graphics Library, FFERE)RIERAXBEFHER. BRITHERE
Z—. OpenGL £ Silicon Graphics /A 7(SGD#E 1992 FEFF &K1, {HREEZ 1997 ) GLQuake
PR T XMEIFRELE, WRITREA BIEX E/~4 T 2688 . GameCube. Wii. PlayStation 3
F11 iPhone #¥4E OpenGL 1E A 4118 BT BRI HE A

BT OpenGL 24, &F—A %R Microsoft f) DirectX. DirectX H1 5 & I FEL R,
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HImMsy & & HMiA

HWEEFEE BN, BT OpenGL 5 DirectX H] Direct3D FEHEAT LB & i&E » DirectX
HA BRI A4S /& DirectX 11. Xbox 360 1§ F [ & DirectX 9.0. DirectX 10 F1 DirectX 11 HfE7E
4T Windows Vista B, Windows 7 #AERZE NI EHNL EFEH .

Direct3D F1 OpenGL ¥ ZhREEEH A [F] . ILAE AR 5| (B 10 Unreal)iB M1 —Mh%
B, AP RS SLE OpenGL fl Direct3D 2 [BY#:, M 2-2 Frin. UHRBEEH
WExR, Bl FE IR AR K A 2 PlayStation 3 1 Xbox 360 LI}, WAZRIRALXFih 5 . Xbox 360
D554 A Direct3D AR, 1 PS3 244U4# F OpenGL Vi H -

22 fHH#RE

DirectX 1 OpenGL #{ 23N FH HIEFEFEE . DirectX TAEAE Microsoft & I, T OpenGL
ATRAN B IS Z P& L. DirectX A HEMR, RWE TR LR ASHNEEIG.
OpenGL WS FENE, B BT R geilid — MR ERT RALEMEH . OpenGL iX
FEBREHA - HBR L, BIEOBDORERE, FLLZENHRS NIRRT
A I B BT (€ OpenGL fii 4. DirectX MM ARAH AT, FILAEAGR A, ©
B RS SCBE ARI A ef E MR A DirectX BIFTARA .

i 3f Managed DirectX P, nJBLYE C#H1fEFH DirectX, fHBIHEMIE, BH AL RFRE
FriX e FE . Managed DirectX B4 Microsoft B XNA k68 FERAL . XNA 1# F DirectX,
HER—NMERENHELR, H T sG] 2k 1 ZUR T R ¥R - SimDX & —M X DirectX
F R BT C# API, W LLYE A Managed Directx f—/N A5 R o

2.1 OpenGL #%#

OpenGL 22— C RARHIBIERE. C X% 21§ OpenGL H BRI ER, THHKEK
A%, OpenGL ZEA ML —MREHL. RBCHH LB OpenGL MA HRE, EKNLEM
OpenGL HIAT A FIFE R RE_EVE R 2 30 TE R J7 5. OpenGL 2R EHUIX /N Lo 7l K — L [ i,
BIAFEARMS P R R R BT FAENMTS RS, AT SECE B bug. ik, BHEBLRE
RERZDER.

21.1 T=: 3D EIRHIEA

OpenGL H M AEA BTl R, TRSEZE P K. EXE[ BT
M3t s R, eI BiaE, EERA —ENERRHESE, ELEEENFR
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RENE.

HRREFE KRB AIH T RIE OpenGL Wiri, 3# % i OpenGL LAKFRE I 77 B EH T
R PR FTREE 555 UF OpenGL EH ERIZM ST A LMWL =F/AM. ILE, OpenGL #
AL TREIRE =T EEERUAE 2L, REFEES{E LR
HRLZUHHERE.

AARRBEMHEFEERAERENTL, TEMMREAE, REERRFEL. X
AT 53 3 B YL A2 U AR K R (pipeline) .. TRZK £k 7 32 @ AL TH R AR ALIE R, DL KadkAT
B, AR 3D BB A S 2D B, UEMLERIRE L. BE
BUTERA RE S, HEJLMELZLE, EXMERFN—EHEMRXMHER, £FRK
AT b 255 M A4 R B A 5

MEIAK 2D Fxk 2 AT AR K. 2D ¥R (sprite) HBE N =AU, B
=R T — A Wil (quad). ALUARRELE G, ERMMATHR. 2D HREM
—FRFIRI R, BT R ETA 3D 8038, B4 2D kP H AR EIXLHEE .

21.2 Wk

KRR E 2-3 From. XL E & T 68K 2R (fixed function pipeline).
LFRFF XK G, AN CHKEE, TEBK. fln, ARELE
MrEBRES M EREERINEAHR, (HREREIIRAKER T, BFRTEERERZXA
BrEr.

( iy
BMABE
& =
|
~ ™
BEAE R
\ S
|
& N
AT
& J
|
(7 ™
St
. J
I
5 R
BELHE
4 J/
[
& ™
WEAXBEE
|5 J

23 EAME RIS

B ETHREVIK LB E 6 N EERM B XEMBJLFEHA LTV . WRBEMHHF
&, AR AR 2R B. 8 TRARRE, BEE-FrOsEEE CPU K4t
HEEEREL.

17
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Iy H R @A

MABB. MAUTRKERS H, TANBEAOREE. BemgEEE.
BHADER . ARYE L AT AR BT A X EER TR AL E B 3D 2% ) (H o fig it 7
B 2D (P SRR ). 0 SR ST R X B BOR B S, T LA
XN BB TEAT. XY BT LA TUS AT B 4L

A E T, XEFATAE R LA MR, FEMRYE OpenGL MRS A
ERR . WREFFA=SARERE =AHENET.

el X RRE U TE BB R M BT,

BERLE. GALHE LM B E. XMBIRGE, Uit 2EReig
I BIMIGE X

MRIPX . MR —HRAL, RN EnERE LS. BESRE
BRERRUNMTE ELLHIHIHITRE .

L ZRJUES, CETMERERFEHRKET . BEF LEZIERERUE, B
KB B B B RETUK R RIBRIABT B B /K LR A4y 52 BF 43 10/ 27 P 4805 #8538 (shader) .
B 24 SoR T AT gRARRUKERIMT B, X BLMER T3S ADCIRBT B, SN T TR R LATE
k. BRLENBLTUGEREEOSTFRITRE. ETRKENEMEET BN
PG R OE. QEEOEREANTUL, HETUMEHAE. REMKELESRYE.

£ 7 N
| WO MR
i o
|
e N
TREA
|
|
7 e
JUT &L
. J
( I . G
flgEE L
L . ‘ )
2 L e B
HME
i J
|
7 A
BFEL
\
| n
WERRE . ]
L , ' '
& 2-4

HBEREOSNT A GRMEL, JLAEASMARNEEY. JLTEAJU— 5%
BRE TN, REEATRABREE SR, TIAE QRSB T KET.
JUEAETTUAEFHTHAGEE. A & EZ2ET. LAEARETHTUEARER
MzhAwR, URSTIHAR—EBR. mRERTUREEENBRER, XHHAREEHAT
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Rr 2L, WRIRRMT KIGHREMEBR . SEREA UELARRPENESN LA
Feo XRBOART URIR A& LA BB D KFRER KR E, HERGIUBEE
B £ BT .

BEREABINAIPRELIMBENKNEME. GRECHATUEMOEERK
R, GEHECHZRGEEAR. MG E R LIS R MBS OREE R MG EE
BAE—IER, KPEMEARMIREREEE, ZERERHR T iR,
BRECET A MO EROERRE N EFBONE, FHE LR - ENRE
. BRFCE AT E# OpenGL KIERAKIER A OpenGL KL AKX T HFATH
REDER, REAZTARE—FSENRE. ZEEREATERICRER, b
MERBMNADER. EHECEEEPIEER. REKEAHXIRK.

2.2 E4L¥ 4 OpenGL

WEE R OpenGL K KIFITHL. OpenGL MIMETHEAIEHBEE¥E .. XMRAHE
ETRESTHEARNEH, TUTHEMNSHESERAEA M IIE. TS OpenGL K
HETREEE R — MR HBRN BITE, NFGREEN¥SIEAR/E, REZEH
EEATE T k. OpenGL BT —MRAEBGE —MERER K EILE, BF LEARERE
BRT, BTHRERZRANEHLENE. N THELKM OpenGL B R, HiFtBA L
5, HEYFEHFNEINHEmMER.

[ LME A 9 OpenGL AR R T REP ZEMEEFREFEF. L EFEETTEIE
¥ OpenGL 2.1, T #1471 B+ & ¥ OpenGL 3.x.

2.2.1 OpenGLES

OpenGL ES 2 F F# AR R G K OpenGL HIFThRA . 5 OpenGL KT HiR AL,
HBRINGEEEMZMR. ©HF&EmFH., Fla Android. BlackBerry 1 iPhone. OpenGL ES
wHTERSEY, PRy LG PR ERE.

OpenGL ES X #A] B HIKLE, WX FFEARE.

2.2.2 WebGL

WebGL BRI TFFRS, XAMRAM OpenGL £% K7 Web H{FR TSt #. FH
WebGL 31 W88 A S #F HTML 5 canvas 475 BIBLEME , EEZMEELSIMBE KM
. LRT AN G AT Web A 3D f223K, (B R EAM T . #110, VRML(Virtual Reality
Modeling Language, BIIILLEETES)E HTML K4, HEALKFHESEIZ 3D R, &
ZRRAZHTADRKE, HNEERSISEEGHE,.

WebGL H —4iiH S HFE, FE K AR EMAT WebGL TAEAL, & Google. Apple
1 Mozilla, T H WebGL i&H — ik AEIRIEFRZIMIER. gL HATRE, WebGL It
BERAHN, ERRLUIGIRATEEATLLS Flash — & &K

19
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s B R @A

2.3 OpenGL f=B#F

OpenGL &2 M AR A RERS BT FE. BE-EE—FEHTER 3D HErEE
1, HIRZARAEA AR, SRS X . SO W7 GPU. GPU £ B 4b ¥ % 55(Graphics
Processing Unit) {145 5, ‘EEFIEWMFAIABETTAIFEENE~EFER L. CPU 1 GPU ki%
RN, HRE PN ZEFERIERE L. AEAFEYRE BB AMAE, BT
FHETRITRNARSEE. MEMKENFTH—HRXE, 76T ik B350
FE®R . IARMBERFEERE LA GPU, 84 GPU L& 4% 3 (083 A 3 8 o ke 4T KR
B HATE BH8E8E. SmN AR FERE B BT 85 Folding@home) it 7 & H1 i)
BAH G EHEBRAT X —5F A

F—ANRBRATH 3D B KR 3dfx Voodoo 1. X R —ANER R, H 2MB B4
HPEH 2MB b X, HHMEH PCI 24k, BHEMEERN 135MHz, BHIR—ifae e A
ERIMEEIT, Bl (dZEMF(Tomb Raider)). Descent II. {FH 2 #(Quake)) LA (F
28R 2(Quake 2)) MIER, NIZTHEEMRY, FHETERELSMAT. Voodoo 1 1#
F—MTHER PCL B2, AW CPU LIEE 533MB/s M MBI ERESE. IARHE
FE-REZLM PCI 3 W {fF AGP(Accelerated Graphics Port, 03 EFu 0), HiEEIERZ
HEE R 2GB/s, Jak X ¥ FER PCI Express. 4a1 13X —4X PCI Express )& = 838 K i%
#E A 8GB/s.

HRENARSEFNEE R, SMFEERELZAIMEERER. EREL
Hint, BIRBEEERER ATI Radeon HD 5970. ‘EH M4 GPU, &4 GPU &4 1600 4
EFEOBAELE. THRSEEN 725MHz, BT LIATE 4.64 TTILRESIBE.

REHIRBERRRE EIIPATHRENSRES . SMHEGCELERT RBRES
OpenGL. X E|—AMRIRFT BRI FZIF R, OpenGL BEB B RIKFIFEFEFEE K FHKT)
ft. #lim, ATI Radeon HD 5970 AW GPU, XFEMIRDW. AT e AESFHEA
GPU, T"EMFH—ELHMT BT, I AMD gpu association. XAV BAWHFEHN
GPU 2RSS . MREFUNETMTHRAKT B, BT BERENEMESSE
¥ EXT. HHME, #%H OpenGL MTCHIRHIFH R R SAIRESITEENT BAORSEERA N
BHYRE, Wh, FREFREPECEFE ARB, FiGNENEHLF L ZT E.

EeF—ERTLNERF

% .88 (shaden) XMATH —EHRTH. BHINEAREF FTEATLAEAREAN 2
UERERGER, UEAENER. HEBENREYE, AAREFNIRCEKT E,
AR MBI AR AEH TR, EETR—RRRE.

HEARSEITE CPU LN BERFRAARNIET K. EAREFERRN TG L
RINAT, KEWEFOQSEFENREITERF, METE CPU LMBEF—BRUR BT
BATH, —IRAAE—ALFIET. EEREFEFEENR 3D HHFRNERMTHANE
EPITERE.

HAIHE 3 XE56H, 2MRTHAELSR. IEASNRREGSE, SHEASRN
RTS8 fE. TIAEASLHETN, GEREASLEEGER, LAEERLEET.
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AT BRARE ZAE, ORI HE R v DA SO TR, PR X B — b &t
— %5 46,58 (unified shaden) B BB BRT .

FOERBELETHEEE R ERSRESHITHRE. BT, XEEFTH CHHREBEZ(E
A C#T). OpenGL H —[ 14 GLSL(OpenGL Shading Language, OpenGL & G155
ERIES, ©5 CIESHWAM, EEEXKEM T A M B RERFFEERIE . DirectX 8
HHCKEMIBES, M HLSL(High Level Shading Language, RMAERIES). HHES
+a%pl. EAEMERNRE, RTXEMESLS, EF MMM Cg MIES, EH
Microsoft Ml Nvidia ¥ &, 5 HLSL L3841,

FPHECREFESUBTERTRKETENERIE, WHEGERLE. 5
WHHEREEECREF LA TH MR, ABFENRBIFERRFE, HTUTRER
KER—MRKBED, FrAASITHRZEA, R EERXE, qJUSHMR A
5, MBENATILEEEGFHHE.

FEBN—FEBEAT —RERIHTRESS, TARZLHEEE. #ln, Nvidia
PhysX FE L 4E GPU TidE CPU gl it &, MM EIEERMERE. PhysX £H 55t
—Fhiff CUDA MWERRBESHEN, (B CUDA SHMEARESE AR, XM
BEREARKEREN A, MEAEXE KRB TRE. REAEFRRTEEYN T
W, HEE -AEEFTOHTEEAUEFRTPHLTEER, BaXMitEE GPU
AU E AT, T CPU AT AR Sk, AT HARMES . CUDA % A TRHEEBTH
HH, FAXRAABRAKEREAN —FENRPFR. £H CUDA WNHBEFAFEET
EETHEL OB R R

2.4 TaotEHR

Tao HEZE R C#{F F] OpenGL FERI—F . Tao W THE C E(IEK 2-1), FHMHEHAE
CH X S R R R W 88 . Tao FPIE4E5E T Mono, FrLAtsw LLATE Linux fl Mac H*.
HEit Tao, CHARW LU OpenGL, & A LAMF R H At — & H AP,

£2-1 TaolERDHSHE

B A &
Tao.OpenAl OpenAL £ BAKMEFHPE
Tao.0penGl OpenGL B2 EATKEMHMERE
Tao.Sdl SDL(Simple DirectMedia Layer), — /M4 7E OpenGL Z E/# 2D FE
Tao.Platform. Windows S #F7if it Windows.Forms £/ OpenGL
Tao.PhysFs —A VO M3, RIS MAARSTHE, zip XM
Tao.FreeGlut OpenGL Sz T A 43(OpenGL Utility Toolkit)2—#H B8, HTF®
# OpenGL BFA— S EHIE
Tao.0Ode Open Dynamics Engine £ZEH#R P K — LR Y5 1%
Tao.Glfw OpenGL Framework £ — AN LA SN EE LERMNERZKTIEAR

21
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(&ER)
BE B &
Tao.DevIL DevIL 2# &5 E H K8 (bmp. tif. gif. png 25)INE 2| OpenGL HIH 4,
IR
Tao.Cg Ce R—FagEaiEs
Tao.Lua Lua BV EBEERANNEESZ —
Tao.FreeType FHa
Tao.FFmpeg FEATHBM

OpenAL 183 FF M $ M (Open Audio Library), £ —/NBAKIFTHE. (ELAFR
(BioShock)). (FE M2 4 4(Quake 4)). (XK ik 3(Doom IN)Y FI (HEXJ(Unreal)) FHARER
R T XAEFHMPE. &R OpenGL 1ERHHREEL, HAHRFRASHL MK ST R &.

SDL(Simple DirectMedia Layer)& — M F & B, XFFHA. S EMER. SDL 7Eif
IR PIRERAT, ERSLREFFFRFERPFHBICHZ . /4 SDL A RHRE LK
W — R FreeCiv, & (SCH(Civilization)) FI—/ERYLIARA. HE Linux #HxR¥m O
{7 SDL.

PhysFs ¥IERRARER—NWHEE, HELF EHRE—A/DER 10 FE. BRI U2
BRUERR B IRAT B A — AR RIS, S0 LA MRS . S R L IR EH
R RS, i (SRt (Doom)) I wad RAEK (FHFAHZ EE(Quake)) i) pak B, &
AT LI R R A Ja S SO S B R S T B .

FreeGLUT & OpenGL LR TEGMNARKRE. XMEPTHREWLULAFAS E
BB F OpenGL. Eib A NBEF BAREZMARN T %, UELH & FHEARTBRI T,
BIInERTE S, EERBHEANFBETHEIERETIEREH 4, © -2 H Martin Newell
AR 2R AT AR . R — M ERERNRE, UENRHNERER
WAERAH. SiEHRE (TRRRY PHE - NRBAREELY, DireetX £E2HBHCH
X8 5% D3DXCreateTeapot( ). 7Ei#% OpenGL B4 % F #| FreeGLUT, {HEZ'EHIL)
REREM, ROHTEIERIA.

ODE(Open Dynamics Engine)&—/NTUAES AN V& LIS 1%, 7] LUS SRl
FIRMABERL. PC LRI — AR (FTEHG.TALKER)) THifEA T ODE. Glfw 2
AT LAIE I Tao FHKIE =N BHEK OpenGL H.38%. Glfw A& OpenGL HESE(OpenGL
framework), ‘&1 H KRV B GLUT 1T, mREAEER SDL, B X#sEA8 M AE
383K jn) OpenGL. 7] LAEIEEH] Glifw.

DevIL(Developer's Image Library)&—/> MR 1S3 2] OpenGL FHIE. DeviL 5
OpenGL HHKL, FEACHER—MREN, HEEFEMURNGTELRK. Devil ZEFEK,
XL FIHAFEMNEFHEAR.Cg BAEFHRAN —MEARES . B EH Tao.Cg,
A AR IR b g s ss iy, #AT4bE, SRJ57E OpenGL A

Lua A 6 BIFR AR P RMTHHAES . s —FDEK. STHRAKNES, K&
EH . ) Tao.Lua AJLAZEBIACH CHIZF 2 )45 5 R BOMEIE . Tao.FreeType & 3k
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AW, ALY FreeType BB F s —iBME. CRBEOMREH.

Tao RELHIBE—NEER FFmpeg, iX 4 R el MPEG(— /M 4iA5 )R FF(Fast Forward,
PulbhyM . CRET —HEBRS SR . MRS RPHERTSHEE, Frmpeg 2
—ANREEERE.

Tao BT EERRZETFER .. KPS HAERT L ERAERILIE , Bk
HLEFEFTIEFA H K RAEEA. Tao B—MHARERE, NIFES RERKITERE
BA LIRS —AMEA. HEMENNAREA BRI EEZ A, RATE R g
BEEMPLE. NE 5 ZEFH, BRITKEEH OpenGL M Tao.Platform Windows FE. % 6
THiTL DeviL. 38 9 ERiTIB{F A OpenAL IS &, LAKAMFFA SDL B FHRAA. &
MESIRER, FrUMRE L ERLEH RGN BOBIIE.

25 %

OpenGL 1 DirectX3D 2V FMEAKRN T EMEEE. XEREERSRERNER
R TE A AR R B4R S S L MRERS, 3D THAREEERRAFE
L BoRE 2D piRTHER @R XA 3D TH A B 2D WIS N BTER KL . BREK
& AFF: AT AR E RS mBRRKE, EEAFELIEORERFE
BT L RIS E BT B

Tao HEZE R — M EHERES, HP a3 OpenGL. CHR]LUEIE Tao #E24# A OpenGL
G5 MK - Tao MEALE A& oAl JUARHFRRIT RIRFE HEYEE . B h g4 -&4E A OpenAL.
DevIL fil SDL K FF & — A8 8 (13 1] 5 4 S o5 W AR

23
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# 3 F

W R F &

BAFFF R P — 2, Bl a K& bug, A . BEHLAIS. BFAmMNE.
BB LA TRMUASE XL E. SFECLRRHIEITITEE. —EER
BIFLUS, FTUEZ KK, HE BT FER I Z LR ITILRIFERN RAIARE .

£ JLES, BT SESERNFTNREIFRITE, el R R
TR RINRETE. REHNERF LW UR AN —EBSERANT .

3.1 EHHEAE

S 4 2 (pragmatic programming) & 5 75 T 2 it 6] P i b e IR R B T . XTREH
SHEMBNBABRFEMNLER, RERMREHRTFH—NESERBA . XMERRAHKE
EANEE, HEERBYIMENR. S RE, SRR EESEFTHERASE,
HEEHXR. REEMEBFTURELRIEZIT.

FEFRFRT, A—AUUETHEFLESABERN, EBAXFERNIE, WRPRRE
AT, BEFRAREERBE AR, SIRAZTFICMEL, e LB RR —A T
PLTEMRERr. MR T, S LU R AR RERRIRE RS RS
FER N 53 B0 I o 3 AR R b T A AR AR, R kb Uy TG R it

3.1.1 X YmIE T ROBE R
WEIFRA G —FFHURIRE MR, HERRRIMAIIGE HR —MEREGE N
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Fifgy HER AR

W51, XMEREEHEZRIR. BEHTHEARACAREERS HFER, HA
BEF ANAELEMERE, AWithER T RIELR, TMEFNIIEE, HAKEHE LRI E
.

SLRIRAR W LA BT R\ RSB THHER MM . SRR EITFRA R RESR, QI
LA AR IR B

LHRMBEH RN EERGIBEN: KISS il DRY. XEBEMHERFRE TR, AT
IR N BIGRESEE T .

3.1.2 KISS

KISS % Keep It Simple Stupid. HEtEU, REABELFERFEELZBER.

“EEES BT MR TR A BAE — AN USRI, BB (RZBARE) WREE
IRk, BT ABRBE A FFER A8 — N P SR -eeee- 7

WRBERERR, XE -FEIRNEE TS WREEESGIUXK, XE—FAH
MBEH . ZENAORER—FENFEE, REEEARERNMER L. WREF
Rk, MibBRRRATLTIE, REHEHEREEHFEFIMIR M.

3.1.3 DRY

DRY {3 Don't Repeat Yourself.
MRZNEZERRRIBE, BAXEREHNEEEHER. RBERRAEBRD,
ERENRN FEG MBS BHIRE “REANRE” HRAB.

class Invader

{

int _health = 10;
bool dead = false;
void OnShot ()
{

_health--;

if (_health <= 0)

{

_dead = true;

}

}
class FlyingSaucer
{



int _health = 10;
void OnShot ()
{
_health--;
if (_health <= 0)
{
_dead = true;
}
}o...
}
class Player

{

int _health = 10;
void OnShot ()
{
_health--;
if (_health <= 0)
{
_dead = true;

}

}

BIE AR K ZE

7 LHR Y, ERAABEHRET SN KT KEREERELEN, FEBHK 3

class Invader

{

int health = 10;
bool dead = false;
int _shieldPower = 2;
void OnShot ()

{

if (_shieldPower > 0)

{
_shieldPower--;

return;

AARFERHS . ENFEBARTEMESZNLAE, TEHTREES, EEEREEMH
Ao RN, SAEE, 1B bug MATREME tRBTHLKC.
BETRFER (KREARE) #HRPVEDRMTE .

27
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_health--;
if (_health <= 0)
{

_dead = true;

}

class FlyingSaucer

{

int health = 10;
kool _dead = false;
int shieldPower = 2;
void OnShot ()
{
if (_shieldPower > 0)
{
_shieldPower-—;
return;
}
_health--;
if (_health <= 0)
{

_dead = true;

}

class Player

{

int _health = 10;
bool dead = false;
int shieldPower = 2;
void OnShot ()
{
if ( shieldPower > 0)
{
_shieldPower—-—;

return;



_health--;
if (_health <= 0)
{

_dead = true;

}

T AR E LAY . SRR ER AR ERE - ARK, RIERE

BE.

class Spacecraft
{
int _health = 10;
bool dead = false;
int shieldPower = 2;
void OnShot ()
{
if {(_shieldPower > 0)
{
_shieldPower--;
return;
}
_health--;
if ( _health <= 0)
{
_dead = true;

}

class Invader : Spacecraft

{

}

class FlyingSaucer : Spacecraft
{

}

class Player : Spacecraft

{

}

ARMBE MBS, RSB T EINERR .

B3IFE ARKRKFZE

29
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C++

CHMIRA EASHF DRY. £ C#H, H —PRHTEXFEMIGTER I (cs ). 7
C+, A MECEMITHTERERRK . F5b— N BB H.cpp BISCHRRIRE X
TR, X—REUET Rk XEXHDTHR.

// Header File Player.h
class Player
{
void TeleportTo (Vector position);

}i

// CPP File Player.cpp
void Player::TeleportTo(Vector position)
{

// code
}

W RABBERIREE, MEEERTRY), LB RN ERAE . XAFFE DRY
JEI. 78 C+rr, KEIE NE -, BEROEXES XM+, EEAREER
BARTRBHXFHESH. LA CHEFRSERAR, IAHERRERERNELHR.
Hitk, CHTHEHTRELRE T EARFE DRY FN. Java F CHEFF R R T C+
HHZ CHEEWBKCRRAT CHEKRIBENEM), BEFRMESTHREBE AL
A

HE{d 4k DRY RNENH], RATAE HEFMERF.

IR EF X T ERRENES A, #FH WL Andrew Hunt 1 David Thomas %
] The Pragmatic Programmer. 41N &5 S W% A.

3.1.4 FRAEEEH

BEREREESFENAAINRESTHAS. SRFHEFAREEESE. BEAEH
AR, PLBEHENEE. (HEEANSERITER. BABZEHE—IE
s SIS iE RS A 2 E (LA 3-1).

AMEARBHEXMFRSELME BN . FEARBEE AT LT A A R 8T
“HOH” BE. BRAESRR, SRV AR RRARERAE. BT, E£K
B TSN, XMORETAFERE. mREEHERBEH, BB RN
A E . @it AEARES], TR IR AR Z TR A, FHILEE 2%,
meE 3-2 o
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$3FE MK KA FE

class Tros une
: 1A 1

string _name:

public styring GetMName ()

{
return _neme;
}
}
wrlass Drauatae

( A 2
string _neme;
ini.  health = SG;
1Bt _power = 10

pulilic string GetNawe ()
{

return _name;
¥

publiec veoid Attack(Crwmkt-re otherCreature)
{ ®

/4 rode: Hrive code
}

class Creatare

¢ B 3
string _neme:
int _health = S0;
int _pouer = 10;

public atring GecNeme ()
3

return _neme:
3

public void TakeDamage (int amountc)
{

_health -> amount:
3

publiic void Avcack{Creuarurs otherCreacure}

{

otherCreature. TekeDamage {_powver) ;
}

B 3-1 AR B o
L TERS T )

lass Creature-

Ant . pover

public sering Geciame (j-
e

public steing GerNeme ()
(-

return _name; return _name:

public void-Attack (Creature-otherCreature):
e

/¢ todo: ¥rire-code-

oy My, pras B, Serol Banzantasly with Cot-5osinest LY dhei xg’f LRLE g et 5T Y,
e

3-2  HRBORRAUR B B E
WAy LR B 22 5] DL TAE R, FFRBRSIMEFTE#HRAE. RESATR

31



32

FEI#y H & AR

AT AR S o XSS 2 BTRR AR 2. SRR RIS RIIRAT ! ERE P UIHE
DEFATREA/DOEFIRUIET . BRABHERGIDEE, REAEE. RAFET®RIEZ 15
SELETME S, FRBSTHELHR.

FERBEAREFEEG &6 ERTENRBEEE—MIE, HERBEE. XA
BRI EAL B A H 3% (c:\source_control), B 2w LUEIT Internet U5 7] R _EAT
B EMRS 2. HEERBERT, HABHLERZEN.

BRBEHRZEATUES X . XE—MEEFR S AARRBAENTE. Hlin, FRE
HERZ BRI IR AR, EREBEERA M- AR EEASET . BN
XFEBEHKRENN, ARTMTESERAK. FRABEAREENEALEL. KA LE]
B3, BAFNABESET RS — Mo E . XEMERAEmE
REGEE, WM ET . WREHRIHAIEE ChessFPS, WA AYIHIBIE EF, AWK
XEB A, WRBY), ZERTUIESG XM ETEIFE—.

FRBESIN TR AIFRARTSER, BERFEERGZ & - EF BN
RB TAEE— MRS E L. BARERATFER - MEFREEARE, WHAERERFR
AUEFFEIXEEN. B5LANMRK —EIF KRR, BRI LA DR.

e IEA DI H R 5t

HFEMERCELHA TRABBHREEZ 40T, HWMEECNZEAE. By
RS F RS H R 40 & Subversion, B2 T#X T HAWBRAREHAREMNEERT R
EEFEH.

o CVS—FEHAEREMIMHET . BRFAEMHXNRL, KA Subversion UEE

HIAiThee, REE T ESZHITIGE.
e Visual Source Safe REAREMFHXFF RS . Microsoft FF R TIXM AL, (HER
{§ Microsoft B CLE R BB AEH B . Visual Source Safe ZEfa 5 I L A27E M A,

e Subersion——F M B4 B M FFRFRBEIEFRZL, LS Windows TRIFHEE R,

fE—ie. RPEEHFRABEHRS.

e Perforce— X WHRAFRHFHAXIMASL, CRFEREFNAIFLTR, WIRFH

Ab B KB R HIBEE (G B A R RY) . Uik ANEE.

o Git—Git B—/MHAFHM AL, FE Linux AZRERBEHRSE. A KBT
R fRE A, BRI, MATUY EB. BIXMAREREZERT@wT, AdFH
—&% GUI TR,

e Mercurial—tHE— kR, FEETHAT, AEME —EGUITE. EXE
PRSI AR VTR S, BRSEEM AR EIF K. Git 1 Mercurial
i B HRK4L . ‘

W R AR RS AE R A $5 il (revision control) (BRI, B4 LI Git B Mercurial. 4
RAEZEFHREGHN TR, WA Subversion.

3.1.5 By
LT RAMEFIEEN, BESE —BAUSRNAF . 2ol 2B A




H3E B AE

BaHE R —MRIGITR. TG, SREFEN, efRTilET. mREMZ
BT ABIT R R R R, AR BRI M T« Aol 2R AR,
HURR—FP I8

FEHRTTIRT, HARREUA. RERERBERE Y. EdraRE s EEX—
Fo RERMELEFE MR, FEEH -PEERERTR. IRMZE—MEaHE,
HAE - ANIEN, ARREGENZKT 0. AHNMKAEA:

class PlayerTests
{
bool TestPlayerIsAliveWhenBorn ()}
{
Player p = new Player();
if (p.Health > 0)
{
return true; // pass the test
}
return false; // fail the text
}
}

DEXBARRSIE g0, B RA AR IIR R . ALK & N ZAR A L .
BIEM TR EMENZRT 0, TR AHRK. ETRAEZIK.

class Player
{

public int Health { get; set; }
}

DAL AT LU F S s IR AHEAT BT BBR. B &k, BDABRAIEOL T, B3
BRI A 0. A THELHGR, BABHAS.

class Player
{
public int Health { get; set; }
Player ()
{
Health = 10;
}
}

BHUGEAT R, WRKOEE . BAEME T X BB AR T AT BLT A,
T A AU

class PlayerTests
{
boocl TestPlayerIsHurtWhenHit ()

33



3 EFims SEEmR

Player p = new Player();
int oldHealth = p.Health;
p-OnHit ();
if (p.Health < oldHealth)
{
return true;
}
return false;
}
bool TestPlayerIsDeadWhenHasNoHealth ()
{

!

Player p = new Player();
p-Health = 0;

if ( p.IsDead() )

{

return true;

return false;

}
EENEMT AR, SMIRTFE D FHKREL.

class Player
{
public int Health { get; set; }
public bool IsDead()
{
return false;
}
public void OnHit ()
{
}
public Player()
{
Health = 10;

}

BEICWR— BT BB, EHAE, REETHIR. 0RIRKK, REX
A, HEENIR. WENREEFE RN LETHMR, SNHaRg. BFER
TR DA 1] B

class Player
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public int Health { get; set; }
public bool IsDead()
{
return Health == 0;
}
public void OnHit ()
{
Health--;
}
public Player ()
{
Health = 10;
}
}

WRKILT —4>bug, WARFEL, XEGEMBIER ., BITRER, BAINZERT OIS
. RBBRETHN, ERIEASEZSTMAE. #li, AEHH—4 TestPlayerlsDead
WhenHasNoHealth, {ER&H “WR4EMERT 0 NIRRBEREE" Mk, XMHE
ISR W AESR ST

i BAMAEER XM TR T R, BB UEETERER. REERT
WRRE, RAT —HEFRRIER. FHE, RN, HEMEHED, Az Gk
BRATAT . FROTHEFRNAZZXRE, AEHIRBELET, FUIXERER
A bug REWRAE . #H7T—EHPHRRE, KMHH bug WREE, UMFEMEMER
fik(fn 2 8¢ 3 NEAADIT, BWENMBAZKEFT .

EETTARAT, BEEZFERE —NEN bug HILR. %5 HXMNRE, RATE
SR, ISR X — M. T AR AV RRIXF bug:

class PlayerTests
{
bool TestPlayerShouldBeDead ()
{
Player p = new Player();
p.Health = 2; // give him low health

// Now hit him a lot, to reproduce the bug description

p.OnHit ();
p-OnHit () ;
p.OnHit ()
p.OnHit () ;
p.OnHit ();

if ( p.IsDead() )
{
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return true;
}
return false;
}
}

BATIRRR, E4KK. RERT —AEI bug FHRTIER, LIRSS ET
XA B LEERTERHEREER bug B—MFALE.
class Player

{
bool IsDead()
{
return Health <= 0;
}

}

WMRDLHK K EMER 0 BEEK, M. XA TR SEDS, R
BLAE W] LA RE XA~ bug AEEBRATAME R FRAREI.

1. MRABFFE

WMEWR, RERSERENY, EEEAEETINL, X5 EM SRR T &
(Test Driven Development). LUXH 75 R IF KRS AT LARLD bug WEE, HHIFRAGRTEL
ARSI T NA MThEE. MBREFR—NMKBIME, X—R+0EE. WRE3HFF
REFHMREREEIUNEEE . XEFENETIAN ZER D, FTURERAH T BT —A
BRPRETME M RTURFTRES 50 3K, REREEN. ER@W, E@RKZAFE
KELAHNBSG.

BRI AS AN TERRSRES. fl, MRIFRTEIHEREERKEE
FEREEFR, EBRTIH T U E B CEFELEF R T AL

Bt snihif, BFERTWLLAGHAERA CHRBRERZEN. BAREMT AR,
WARE s A, ToxtFEEW@@ M OpenGL), R R BB E BN ERH TH.

2. C#hRY B TR

FF CHIMERIF BTl KA & NUnit(L & 3-3). BER&EH, B5FHH.
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L. mock a.emb}yd - Nbinit . ; i (iﬁl»‘%
3@ Yiew - Project Test Tgols Help : 1

.F.
3 =Y C:\Program Files («86)\NUnit 2.4 8\
o = % NUnit 1 i

| Bun | | C:AProgiam Files (486ANUrit 2.4.8\bin\mock
! = Tesls i | -assembly dil
1oz i ? Azsemblies
] g‘ F 7 MockT estFistue |
:‘ 5 s TestCases 6 TestsRun 6 Falwes: 0 Ignoed: 5 Skipped 0 Run Time 013 |
. s 1
= 4 Siny -

il ) HUNR, Tests Assembliss. Mock T estFiture Mack T estd
wond OnelestCase 5 s
= Testhssembly
+ W MockTestFiture

[Completed o rem:ms 1 rmnm a mm 0 " Time: 0133

WW’ W

B 3-3  £E NUnit 124T81R

FERHEMET S, WAV TH NUnit, FFRRELZRLERE. 2BRAERBEHLTT
BITREA, HEA T HEENL, KEHFTHERABHREE L EERBRET.

32 &

HEEAENRGRE, REERHE bug FRARAE, T HEIHRE 5N H BAREEE HE
B2 BN EHRIE). AR 2 L BRSO A I Rt 2 .

SRR R IRTE e B R R R ML S R P I RE ) . XR—FF R T, EARRR
BB FRRDEAE, REERMFRER, HEIRFREEYVMPERE. TRRENH
A E BB E N5 DRY M KISS. DRY 1% Don't Repeat Yourself; KISS {3 Keep It
Simple Stupid. Z-&H7E—#E, XHENMESENEHRE N ZBARERIIGES, HNZ
BRI R R

HEARBES AT ERBAFEZE, HESANHFRARTT RN T/EER—NIE L.
BITIHR R R S /DR 2 RIB AT & TUHR — SR XL/ UAH By R AR EE A A
R, 3 B FRIRAE RS i B S B BT BB S I\ bug. X T R A F RN T]
DUER - R R AR T e, 3 BnT DM B 287 5 SE iR FE R et

37
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w =B

AT BTG FFRIRT R LRAE. XENMENHIE TARE %N,
HRBRBEH —NELTTUTIER C#IDE, —/ANUMREFFHIA X AR 2. RERERT
K2 WBEHTRARREERL, DR —FxHERIT TR k. EE T AMEEN
1 App B R FREZENAKITE TRMORERETF.

4.1 Visual Studio Express—— C#+T vA4% Al &) %, % IDE

Visual Studio Express /& Microsoft j CHEHE ) —A~ %7k IDE. i&id Visual Studio %%
5 CHER+AES, FSmiET — MR URERZTRG. #E CHEFCH R
Fik, i, EEBEAPRELFEFNAE, AEERMTHEARESRETEY. 5
5b, BHEHARGZ IDE 7] U4 CaRiE, BB THE CHUENAR TATRIFNME
Visual Studio Express.

Visual Studio Express B] LA )\ Microsoft f¥] P32 (http://www.microsoft.com/express/vesharp/)
ETE. B0 P HRA T &M

RRWNE 4-1 Bl R SesaR TE. [SLn RT3 Silverlight BT (445
P Silverlight, FRUARNTEEZREE). MM HIFERITEVILLE, Visual Studio Express
REEFTTRT - IERATUITFIRRAT —L CHIRIE T -
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lcome to Sel
| eemetosee aﬂmsual C¥ 2010

Express

Welcome to the Microsoft Visual C# 2010 Express installation wizard, Microsoft Yisual C# 2010
Express is a fun, simple and sasy-to-learn development tool far C# pragrammers interested in
i creating Windows Forms, Windows Presentation Foundation (WPF) as well as class libraries and
il console-based applications. This wizard will guide you thrauagh the installation process. If this
il product requires any prerequisites that are not currently installed on this computer, you will be
il able to install those prerequisites as well,

| Help Improve Setup

i You can submit information about your setup experiences to Microsoft. To
r participate, check the box below.

il /! Yes, send information about my setup expenences to Microsoft Corporation.

i) For more information, click Frivacy Staterment

P 4-1 Visual Studio Express ] &3/ 5
4,11 Hello World 12/

A — A RIE ) Hello World F2/F 7] A7 Visual Studio Express fJ4#t. Start SEELH
M%7 Visual Studio Express fJtR$EH X, BrLARTBAM Start R B30E.

£ Visual Studio Express ', HRRFRMBIEZ 4. BATEZTURSESERKER
H. 80 H SRR HHES, —NRBMERSNSF—AN R E FRE . 8% File |
New Project #74>, TILAGIEFHME . #HHESENE 4-2 Fios.

! Instaled Templates ! o ———
| #l  Windows Forms Agplication Visual C#
Visual C# A project for creating a command-hne

1 e
f" WPF Application Visual C#

5 Console Application - Visusl C%
a Chss Library Visual C# |
|
= = 1
o WPF Browser Apphcation Visusi C# !
G| Empty Project Visual C#

42 fIEFHLH



F4E & E

EXEHES B T 2RI E 282 4LH %3 . Windows Forms Application iXF#3% )
W EER T &R ® R R —/NNET K&, HTH#iR /LT H Windows GUI #2)% . Windows
Console Application F] THT XA E . Class Library £ HIEALT B 4 H B4R, SR

AR B AT .

Hello World /5 —fR2 3 T 304K, BiLAMRE&1F A Windows Console Application.
f£ New Project RiFHEPIEFTE AT B4, BRINMAFRA ConsoleApplicationi. FEH
IR I 48 FR (20 HelloWorld) R AT B B R SEMAA R . 5 OK 4K algm e .

& 4-3 B8 THIE N AR F K EEI 5 /& Program.cs, IX 2 T H o ME—A4SRS SO
fEA M2 — 44 Solution Explorer ¥ % [ . Solution Explorer & HAER T R 14
EBI H AR — MR . RETHE 278 T RIA GIE K HelloWorld gk 5 E. XARHIME—

— A RE MR HelloWorld FIRH - Y7 AR H 7T LLRA M RKAFR.

100% ~ i

Q 0 Enors %’ 1 0 Warnings : i;O !»’4255!9;5

Description I File.

ran Praject

Line

4-3 FH—ANEFHNEE

<8 4 7 Hetioworid

A Solution HelloWer

G Properties
g Pl ces
G Programucs

£ Visual Studio Express & M B EE — N TR TREDE S —ASEam /M k.
B AT PRI B IR AT RS . BREE BT i3
R B —MERIEE D, RARFPHIELRANG, XE O REH K. CHE
Fri@ it A Program KFI##ZS Main J7ik FHAIAT . ML 7EIX B 40 5N, M F+H th Hello

World.

namespace HelloWorld

{

class Program

43
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{
static void Main(string[] args)
{
System.Console.Writeline("Hello World");
System.Console.ReadKey () ;
}
}
}

F-ATREFEA AR, RRSEEH G Hello World. 28 /TRIBESRAPER
GIEHE PR T ENE. WREHEE AT, BPEETIFER Hello World, /5 THRE
HANES, Brbl&srBisei.

st EiLk, RIG TR Hello World #r45 IR I SR EBIE UL 4-4).

j i o B ]

s/Zero/AppData/local/Tempor.

E 4-4 Hello World F2FF

ZRRPA—VNIER . REAABREE, DMETLIELGMH E . % File | Save All fiy
Ao HH X EMEE R E AR B . BRIARIEEMEST B8 My Documents L4432
) Visual Studio 2010 XK T . XA E & &

4.1.2 3XF Visual Studio Express RIIE7R

WS\ THI\ Hello World #2/%, 4RI Visual Studio it AZN5ZRTHEEF Fhr 43
k BRI RMGSENTE, UHBBMREBZICEMARAEE. X2 Visual Studio 4L
KLt B BB . Visual Studio B E7E — S RN KA SHER BT AR RIRMEFER, T
R

1. BFERFIREEER

B EEATFRP B —ARE, FBRREFZAEEETRS 95 N ARTH— &
4%, FEARSSE NS M SRR R, (BRARBE IS . BRI HEE Visual Studio
BETFRAHRE S, Visual Studio TRETHEHEI TR, R ENIRISAEZ,
4 AR AT ARSI Refactor FUA T A SIRINFT RS H) Generate. HBIEM I HIRLH,
THEFHE 3 MRRE TR HEIN.

EWA
LRTE. K. R TR ERAREN %A MR, XA AR BIET A #
RENIRAE. T i f7sBATE B dr 2 AR RE A K4 .
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class GameThing
{
int _health = 10;

int var2 = 1;

public void HealthUpdate (int v)
{
_health = health - Math.Max(0, v - _var2);

}

B AEd R AN RSB E A, BN GameThing A& —MNF B WXL
44 GameCreature & EIH 2%, BERAECETEHRT — M REWHR —FHF K ITE.
GameThing EEZ AR AR HIT JLE K. WRBFIHEM A GameThing 3, 7L
FE B JLEA I, BE AT LN OHER Visual Studio ) Find and Replace T RA(GXA
REBEPHEREFABUBHRATETIRKBEL(H W GameThingManager), Find and
Replace TR ST EPBHREN). R FERIRAGHIK, Visual Studio Y refactor BRHA]
PLl% 2 E A4 GameThing 2.

4 GameThing, FTIFUNE 4-5 FromrItREESEE . i%E$E Refactor | Rename 4> .

. e i P i —
i . e A
GameThingcs® X
e - e
* o Rename 2!
bR bt sehiod Chab iR |
e
Y92 Uncomment Selection ik 1
y <A, lnsertSappet. CHAEX 4o,
Suround With. ConK
£ 5o To Defition 2 i
Find AF Refersnces Cuisk® |
Greakpoint s
*3 FunToCuner CeeRlE
4 G K
-3 Comw Lot
B Pate Loy
i o Pl
0%
Qe © 1) 0'Warnings TMesages = — =
ssenption o Prope

K 4-5 #%k#F Refactor]Rename 4
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SERPRE B — AN BT TEHE, TEXE AT 2R, WE 4-6 FiR.

Rename

! New name:

i Garﬁez;é;u;L;rJ‘
| Location:

? Chapterd 3

| ¥ Preyiew reference changes
Search in gomments

|
i Search in gtriregs

bl hasmes ] |
el o By

B 46 MA—AFHK. EARHRMENALIKR

XK E A WAERBPERMCERZR. MIFETLRM T Eaa B safSs
FHIRARIETR . X RBAREL T USITHRPERE, BERNSRN TR,

class GameCreature

{
int health 10;

int _armor 1;

public void TakeDamage (int damage)

{

_health  _health - Math.Max (0, damage - _armor);
}
}
AENERAGBERE T .
BUEEH

'S —BUVER, £2FTFERABERE RS R . Visual Studio 7 HIAERR TR AV
GG, SFGREHEEFE -, K5 a8 XK. T Player K EFMHEH N
.

class Player

{
public void Update(float timeSincelLastFrame)
{

}
}

HEEFHHEAY, FEEHRE. XMESBEFE R RBPTH, XEE
BT FiR.
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class Player

{
public wvoid Update(float timeSincelastFrame)
{

UpdateAnimation (timeSincelLastFrame) ;

}

EANREOERFE, BRALABCTFHREXNERE, LR EHX I T/ECLE
4-7).

1% Updatetfioat imebmcel astframe)

cid updateifiost timeSince astFrame
Updatesnimationitinesincestsane)s
Refactor
Genarate s W Method Stub
Organiae Usings i s
= Comment Selection K
2 Uncompant Sulection [ AT
A, fsent Srippet Qe X |
A, Surround With.. S S
. To £
Fird All Refarences TR |
Breskpoint
I RunTeCorne v
& Ci; 3 CHteX
<2 Copy St
A P o
i

W - ¢

) 1Emor & 9 OWarnings £ 110 Meisages ¢
: oy

Desenption
D 1 The name ‘Updatelnumation” does not exdst in the cument conted Pluyer.cy 3 5] Chapterd-4
w B EE | e o | ] ] % ¥ % L] = S

E 4-7 HFAIR AT Generate SEH
A4, RI5%FE Generate]Method Stub #4. 7E Player 550K 61 E T H A

private void UpdateAnimation(float timeSinceLastFrame)
{

throw new NotImplementedException();
}

RN EBRIAFTEFHRARE. BEFE—IRE, BUEEARENRE. £/7
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FHAXANBEEFEI R . EARERENRNE, TUMBRIZRR.

RS EBR

ERBIME Y, 2FESRAENFSRBREEMN . AR EMZEK)RIEFTRA A HE
L5 JLEATRIG . WREAXFEN, $iXFS U5 8L S R BRI
BBt R SRR EH .

class World
{
bool _playerHasWonGame = false;
public void Update ()
{
Entity player = FindEntity("Player™);

UpdateGameCreatures () ;
UpdatePlayer (player) ;
UpdateEnvironment () ;
UpdateEffects ()

Entity goldenEagle = FindEntity("GoldenEagle");

if (player.Inventory.Contains{(goldenEagle))
{
_playerHasWonGame = true;
ChangeGameState ("PlayerWinState");
}
}

// additional code
}

XAMERHAKE, HERE—BRARBASEE, TUEEEE— M RET.
BT BEIEROXAMES, ¥4 Entity goldenEagle B 2| if A M4 R KIS HAUBLE
REL T EIR. ERHYdEsEsat, %% Refactor|Extract Method 454>, WA 4-8 B
7E48% H T A & I, i\ CheckForGameOver. R IR ID S48 B BB — Bk B+,
T AT B AR A TR RS EE AN . BN BB T ITR:

bool playerHasWonGame = false;
public void Update()
{
Entity player = FindEntity("Player");

UpdateGameCreatures () ;

UpdatePlayer (player);
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B4E B
UpdateEnvironment () ;

UpdateEffects();

CheckForGameQOver {player);

private void CheckForGameOver (Entity player)
{

Entity goldenEagle = FindEntity ("GoldenEagle");

if (player.Inventory.Contains(goldenEagle))
{

_playerHasWonGame = true;

ChangeGameState ("PlayerWinState");

{ ] T Solution 'Chapterd-6' (1 project)
e 8 4 B Chaprecas
t W Properes
bool _playecHashiondase = falie; “M"
public void Updatef) s
v 2] Entry.cs
player =« FindEntity( Player"}; B bomteencs
= %) Progam.c;
UpdateGameCrestures(); s 2 World.cs
UpdatePlayer(piayer); =
atefavi-onment();
-ﬁm Cas1e5 E
L - (" let)s

Af (player. Inventory .Contains (goldentagie))
{

L eyeriasrontame » frue;

1 c AR petacr W e
\o PiLs Aeee Oogwiles lisings . PG Banctithod.. culRb,
gl CaieE C
ety
= =
Gk
rrem—n

~luate void ChangeGosestate(st

Throw new - earnt

privete L0111, FindEntity(string M
100% . 4 i

[0 060 § 1 0 Wamings (1) B Messages
Descapbon olumn  Project

B 4-8  FT3LE R 21 Refactor 3EEA

Rt R EHREER. EHiT.
MRMRBEWRERALE, BAENTUTEKEFRENF,
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RER
Visual Studio 1 Visual Studio Express {24t T A HF AR RER. X4-1 FIHTREH
F—# o thiEs, —fPR R R EBH A GgmE[EHM.

#4-1 Visual Studio 1 EtRHESE

& 8 t B
Ctrl+A 23k
Ctl+Z SREIHTIF B3I T RUE
Shift+Home HEA LR B RT HIAE
Shifi+End HEEEMN SN BRAT RRARE
Shifi+— & LR AU BABE 7
Shift+— R g LA BRI EH
Ctrl+} MR NRBIEXFESTEE, AR ERIAENNERIETHBERES

Cul+K, #Jf& Cul+F IXH ERR ML BE AT 1 B30 WR M Internet B T RA RN
1, REARBLERIL, XEHERTIER

Tab WMREP T HENRE, RET Tab &, EPHRBEEEBREARET—
AMHIRAL

Shift+Tab WMEEP T FEE, KRG T T Shift+Tab A48, PO mET
GEE—ANHIRAL

Ctrl+U PR ARG

Ctrl+Shift+U BTk SRR U K

Al BB AT AEEERE ORI FRFIMARFRT

F5 R BITIE

F12 WMENAREREANTERE LS b, WSRO sk B E

Ctrl+Shift+B ER AR E

Cul+K, Crl+C ERENIEP ARG

Cul+K, Cul+U BB Ak P AR R

Ctrl+F TFF Find %} i5HE

Ctrl+Shifi+F #TFF Find X154, REX —HERSBME, TR SEAABIME

4.2 Subversion

Subversion & — MRS EHIR S, A TR RIS %4 . Subversion 1 ¥ #4454 SVN.
£ Windows %% SVN EfEifm & H TortoiseSVN. TortoiseSVN ] LA £E a2
Windows HREESE S, [FEEBEFEMADEEERETHRRER,
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421 IR

TortoiseSVN ) F 77 B3 & hitp:/tortoisesvn.net/, 3K 44557 IR AH] LA http://tortoisesvn.

net/downloads/ b T 8. A HMECEM EHIRAE T %KM . TortoiseSVN & x86 Fl x64 B4~
A, 43 3%rst 32 Rr it EHLFN 64 SLitEHL.

422 I

TABRAEIR M B, R T BRI e 2 B BRI . X 28 /7 %35 %] Program Files
XHEF . BEERA, TEERRS.

ARHRERGE, EEI EAGRAR. EREARELRPEMT 3 3, WmE 49 Fir.
XS BRI T EYRARS .

E 49 SVN tRiixs

423 SIRIFERBIEHIE

WA HIE R A KA MEIRA T . RATKRAEER FOBEXNE. &HF—
MBS Z AL E R — /MR RER . B My Documents B2 — M AERIME. TLHEES
YE—AREAH, ERRETRS A RE.

W T ERAEE, BRI EZF. A REARSES U REXANERT.
AR A 2% H R . XE¥H A A MyCode. FTHF LI IA T BAR. MHHAHEER
PP Tortoise SVN iy 4. XS B/RHELH LKA, WHE 4-10 fin. % Create

51
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Repository here fiy4 .

Date modified Type
This folder is enpty.

Folder

B 4-10 fFFSREESE B AR
H F ok I — e 3o, bk 4-11 B

Name

Date modified Type
i eonf 30/08/2009 48:13 .. File Folder
i b /0972008 08:13 ., File Folder
hooks 35/08/2008 08:13 .. File Foider
¥ loacks 30/09/2009 06:13 .. File Folder i
_ format /2009 08:13 .. File i
gt . README txt /092009 0613 ., Text Document ’
Bove » ’
Foldery 7 L el

B items

B 4-11 BRI
424 FHMEIEH
014 Hello World 70 H % ? XA RERE, NizBEFEABEHRSET, UERIE



$4¥ ¢ =N

Hzet., MK ERFIIRIAEZR, 7E Windows 7 1 Windows Vista F¥#4 R C:\User\
YourUserName\Documents\Visual Studio 2010\Projects\, ZE Windows XP ¥4 & C:\Documents
and Settings\YourUserName\My Documents\Visual Studio 2010\Projects.

WAE, THEREESERENBR, RUAT—EXNKE. AEEAUNED, A#
H B R SE B P 1 FF Create Folder 74, FF¥8 37 SC4F 324842 25 HelloWorld.

A H Bx, il HelloWorld SUF3, 7 IRTREE S %4+ SVN Checkout 4.
T HBBINHEHE P L E—/ URL of Repository JLAHE, HANIZEETENBERLE. WREE,
W Bk EbR, NWBIEER, REEPZMFR. B OK #&4l. M EEHSEE,
BR—44 4 HelloWorld 1 H . %+ i%H%. Z Windows 7 A1 Windows Vista I, CheckOut
Directory X & #E F N % £ 7 C:\Users\YourUserName\Documents\Visual ~Studio
2010\Projects\HelloWorld, #£ Windows XP L, X AEHF NiZE 7~ C\Documents and
Settings\YourUserName\My Documents\ Visual Studio 2010\Projects\HelloWorld.

WAE, EXRZTM, X RA—MNIAEIEKZ K Hello World H3%. FT—FR#EZXA
=% H 3% (check out)F|-5 Hello World 1l H AHE AL E . EFHE O, Hdy OK #Fl. X
PER B 5 4R REARKAE. B 4-12 8757 Hello World H R MM, URERAE
R3]

ol el gl
Jw! & « Visual Studio 2618 » Projects » HelioWorld » w [ 49 [if searen »
IS ]
Q Copre v S e v g
Name ¥ Date modificd Type Saze Tags
p B Powniord son 03/05/2018 11:59 . File Folder
k © HelloWortd 03/05/2010 11:48 ... File Folder
: Socuments FiHenowond sin 03/05/2010 11:45 .. Microsoft Visual S... 1K8
Picture
i B Music
&5 Recently gt
[4 Searche:
Ji Pubt
i

e —_— - N ——

A SRR E —AN DRSS .. XRASECRF SR NBEABERES, B2
EAMI TFEHAEZRD . &F — NS svn. XAMRBRISCEREE SVN ATH
HESHNER.

T—HREEE EE RN TR INZE] HelloWorld FEH . HelloWorld.sin B B, X4
R T AT BB R TR EEEIE.

% i HelloWorld.sln, 7EFH fAREER % TortoiseSVN|Add fr (LA 4-13), A

53
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oM T M

JaRi# HF, HelloWorld.sln 55104 B7n—/NN'S, Wik 4-14 Frn. HelloWorld.sln S22
HMEITES, GhABMERAH. TiH BRE A4 HellowWorld B B %. iz HZF,
RIEEHRHFRERRTIERE Add 14, 52 H7% HelloWorld.sin KA EHE.

Dwee modsied Type
WSS 0K Fike Folder
16/85/201809:09 . Fue Folder

. RSy
Open

Open with

2 den

B 4-14  SRASHEREME TRARZE K+



HaE g =

KR e HR T RIHIAXHNFIR. RENAERXXHRERE RERATER

A

HelloWorlad/

HelloWorld/HelloWorld.csproj

HelloWorld/Program.cs
HelloWorld/Properties

HelloWorld/Properties/AssemblyInfo.cs

ERBAVE BGOSR EFVER, BT SR A MEAR
BRHRGS . EPIE, RATLREENT . @2 T HARE hH R HHX
£, REREAIE MBI,

34478 A(check i) & [ 7 HRATFF H MR, Ak HelloWorld SCAESE, A

# 3 SVN Commit.

XA H—AXHEE, HPHH THEFERSHCMH. SHEESDERE —A&EE.
Ang&E, #HdME THEER, 2 -/ MRFRHIR. XBESNT —AFHE, oA
RN PE— AN ¥E: First commit of hello world project. ¥ Commit %4, KBRS,

mpE 4-15 FrR.

- \
Jsers\Zero\Documents\Visual Studio 2010\ProjectstHelloWorld\HelloWorld <2:+ (E). (i

Users{Zero/Document sivisual Studio 2010/Projects/RepoHellov/orid/Helloworld

added

Sfles selected, S fles total |

o j{ Cancel |t Hep |

B 4-15 |ATFNRG

KRG ZEHPEFERIE D, BT RRURX LG, Mk HelloWorld X3, B
HIRIRN SRVEE SRS, B HEMLZN HelloWorld. REA ML MR AP
¥ SVN Checkout 774 . HelloWorld i H W iZ 2%+ . Fdi OK I&Hl. AR BT —MH
H3 HelloWorld. #EAi%H R, H W45 K HelloWorld.sin B#5. iX¥ /25 Visual Studio.

55



56

FIWsr = =

B g g LR IE# H 4% 1% 7 124T Hello World F2FF .
LE—AFRA P TER, A AEET UL IR B HatiTab 2.

425 mEIER

BAESHAZIRRZ —REELKEFRE, THEREMLLE . 4 Hello World
WH B, REERHAIRGERSRDERE SVN Show Log #r4, XHITH P L2 FIHEE.
SHEHED B T KB URREZ M EZTE(LE 4-16).

Ea16 HEEHPER

BIHAC AL, BRERVWEARERTHRRR. B—RXRZEZUEMEAR, B KIR
TRAMF AR . W A 2R FE IR RE. B statistics $H1 AL B/RX TR
REMER, URHERRETHA. BT TER, XMIIMEEHEM.

426 ¥ R Hello World
#TFF Visual Studio, %#%& Hello World 2%, #H W TR,

public static void Main(string[] args)

{
System.Console.WriteLine ("Let’s make some games.’”’);
System.Console.ReadKey() ;

}

EFRARBERAHE. RIAFEERXEEY, USRS —KRE. &[FIF| Hello
World T H H3%, K% SVN Commit. ¥ TR, ¥ EAERSH Program.cs. RIERHN
— AN BB MR & VE, it Changed fello world text. BLEMRISAFENRBEHREHER
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B

XK G, TSI SVN B4 —/NMRFtE T . Bt f# /] SVN Show Log, X
HAGFREFED . BHBE— KRR, BREASH 3 HRE. EF=AEEFEAS, 1
LLE 21& SUa B/HelloWorld/HelloWorld/Program.cs . Az, 7EFHFRER S S
#£#% Show Changes fiv4, W& 4-17 fras.

\HelloWord
;: From:  06R9/2008 v To: orpe0s -
Revison  AcSors Authar Date Message
E Zero ., 67 2009 Ch
2 - 2er0 08:495:53 P, 07 Septamber 2000 Farst commet of hello world project
- Tero 06:54:42 P, 06 Saptember 2009

| iChanged neilc werld text
|
i

| Acmon  mam Cepy fompath  Revson
| | Mosfles  prelovioddreloviondMogram.cs
%, Show changes
G Blame changes

" @ Show changes as unified dif L

8

!

L
3
gg
i
|

{
£

Bl 417 BB TE

X T FF— AN TortoiseMerge HIFFET . TortoiseMerge ¥f [RIHY & /=4, 4351
R METHRAT AR — KRR, W 4-18 FiR. fEHl—KIRAZ T, Hello World #i£k% %=, HH
AAORHER, XRPIX—WoREEHEE, XECOEME. £45REY, TUEE
B# AT Let's make some games.

Program.cs Revision 3
“World-Example- =

Daniel -Schuller-
respace HellcWosld

141 -<3
// Example Mells-Worid-Erogzam
4] </ pmary>

¥Ou TuR-The- . EXe SRy EACFS - SIgumEnts-ars-added-te
</parems
110 -sTatic -vord -Mainiscrang() -args) -

[ELAvER Cotscie Wriceling (LRGN
‘System.Conscie,Readiey ()¢
-y

K418 FHEHTARTHE
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Wy £ ;M

N FEERBAESERE, XMEFTEEFEH.
43 Tao

Tao Su¥F CH{EH OpenGL HZhRE. ZHIFIE Tao HINBYHRRINEH HIEE R . Tao M1
ZHFE T A] LM sourceforge(http://sourceforge.net/projects/taoframework) b F#, A B HECE
NP WRRME T XZEEF . OpenGL TRINFHFFHES, Tao hSWER, PATRINXLEH

REHRBRTSERIZITE, NRE RN AbEEE . BIER T LAE Coh{ER Tao IRELET »

Tao HERR—AMwIEIHE, X—mA5HMIHRH XS, Bl fEREARE R R

. F5£ b, B SVN. mREEFHBHN. BTN Tao HEERA, RINNE,
RIELHERSCF e E L, MBI ARGEERADIERE SVN Repo-browser fird. 71
7N JE %I https:/taoframework.svn.sourceforge.net/svnroot/tacframework/trunk . %88 % ¥
Ja, ¥4 BoR Tao ERMEFMAE, WHE 4-19 Fix. ATEHRESRE A, 7 REAHEE
KIS, {HRIX—IKi%EFE SVN Checkout #r 4 A& SVN Repo-browser 474> o

22" https://tacframework.svn.sourceforge.net/svnroot/taoframework - Repository Browser = E el
URL: https: /ftaoframewark svn sourcefarge net/sunroctftsoframewcrltrunk v ] Rewnizion: HEAD
hitps: {ftacframework.svn.sourceforge.netfsvard | pue Extension Revision Authc *
branches -
baige examples 22 Sarmm
trunk i 04 jends
vt
-gitignore
.am
__ bootstrap |
! [ 75 buld bat bat
5 _build.sh sh :
f | | 75 buid-debug. bat .bat
| besld-debug.sh sh i
23 buildmono. bat bat
' buildrono-d2bug. bat bat
Changelog
“ dean bat bat
clean.sh .sh 172 jenda ~ ! |
» ‘” i ) i
| Hink: Press F5 to refresh the selected subtree and Ctrl-FS to load afl e ey = == v
8 children too P oK | Hep )’

Bl 4-19 {#F SVN # % Tao HEZE

4.4 NUnit

NUnit & C#F] LMEA BT R TIR TRZ —. A HHEREECHE PR T HE2H
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By, WRBEMHEFRA, LI htp:/www.nunit.com/. EiTHERF, EFF
WoREEFERAI %,
441 W BES{EA NUnit

NUnit f# ke R 8, HEAERBSMRAZ T, FEH MW H. 7 Visual Studio #,

#£FE File[New Project fv 4 /B3I — NI H , WK 4-20 BT . [EFE, ¥E#E Console Application
TH, ¥H A48 PlayerTest.

- 8%
SlavecTestPragramn Hanistringl] wos)
“using System; E T3 Solution ‘Chapterd-#" (1 project)

wsing System.Collections.Generic; " —— « 470 MaperTast

waing Systes.Ling;
using Systee.Text;

- namespace Playeriest

t

Las
{
static void Main{string(] ergs)
{
1
i
i

100% ~ <

DHEoors [
L

File Line Column  Project

B 4-20 7F Visual Studio ®HFRIN—A%E

X A8 — MU E 3 Program.cs FIBRIAIHE . ATHiZIE, 7 RSB HIE
# Add|Class 14, & 4-20 FiR. EHRAER Player 2.

XEIT I —AFHEE, P ESFSaTaEEnmiRkal, w421 fix. XER
RFE K, PFrUlitFE Class, IR H 4544 Player.cs. Mo, BT/E DA TR,
KHRIBER T RE M55 —1K, a4 A TestPlayer.cs.
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W7 £ N

Type: Visual C% Rems
An empty class defindtion

interface

Visual CoRems |
Windows form Visual CoItems |

User Control Visual C# ltemn; |

® | User Control (WPF) Visual C# terns

About Box Visual C# ltems
| ADONET Entity Dsts Model Visual C# Rems |
] H
‘ } ADO.NET EntityObject Generator Visual CF tems |
1 [ i
; i
i ADONET Self-Tracking Entity Generator Vizual C# items i
4 i {
§ | &4 Application Configurtion File Visual C# Rerns B
| ~: ’
1 S Bpplication Manifest File Visusl CF rems i
Cg Assembly Information File Vsl CF Rems i

ot 1 Code File Visual C# Items

4-21 7 Visual Studio Ffir&a%

4T B8R NUnit, | EEEAENTIBHHEMEIIRE % . 7€ Solution Explorer #', #37; References
T, RGPS % Add Reference w14, WA 4-22 AR

T

| Sohstion Explorer
o
BED) na
Y Sehution ‘Chapterd.
using Systea. Collections Gemeric; 4 FPayertent
using System.iing: ¢ Propemes
uning System. Text; i perenices
ki Beterence. e
npasspace PlayerTest A e fnfarence. ?‘wnr‘w
{ T g e g
Lacs sye eaPiayer 1
( §
torp o= new 0
)
s
“r

100% - ¢

O $ms § 8 {Wemings $70) WMesnge 3

B 422 Hmim—ASIH
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X EFR—NMEERNTIASIR. FERMKMS5]HRZ NUnit.Framework. #IN5|HJE,
A AR I —A using BAIRMEAE. EXHTREK TestPlayer 1, HFZELL using 73k
HiER). AT A NUnit, TERMBSMI—4T: using NUnit.Framework;. RG] LAY
In—A a7 B AR

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using NUnit.Framework;

namespace PlayerTest
{
[TestFixture]
public class TestPlayer
{
[Test]
public void BasicTest ()
{
Assert.That (true);
}
}
}

EXMBERYS, HEBEFENEREE. £ ctd, BESRE —&c¥dE, g
WEERF TR, REEEENBREGEE . BEREBESFEST. £XE, EHNE
R TestFixture K%, £F NUnit AEF, WRBEE (test fixture) R —4HAH XA A TIR
TestFixture F F %5 VF NUnit 3§ TestPlayer F#% 401K .

3 "/ 2 BasicTest EBEIRHE . X2 test B, BE K BasicTest &2 —NFHE
BITHI. W5 Player F{VIBES, TE M) TestPlayer PN INE £ X P/ MR R 5.

B A KEEET FS 8k FRE. — M EHeH B IE ErIEHR. BUIE
ME, XMTHEEREE.

442 E1TRR

NUnit § — M ETTHFETRAMK GUI #2/F. M Start 3289 0] LL3R ] NUnit GUI.
iZ4T LU/ B NUnit GUI 1018 4-23 FioR.
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Fl#s = N

RS o

n, NUnitTests.mni - Nunit
| Ejte

z e

8 1 5@ C\Progam Fies (@I WU 25 Nbrvnet 2 OVesta/nurst frame | §

wrag = @ Nunk

|8 < @ Framework — e

1 g - @ Constiants

3 = 8 Tests

- = €@ AnerConstrantTest A XDy s 2 2 ¥

© ConstraniT estBaseNoD ata. ProvidesProg - e e e

€ ConstramtT estBaseNoD ata ProvidesProg
@) FaiswithBadDslegates
% FalswithBadyalues
@ ProvidesProperf slureM essage
© SmpleTest
© SmpleTestlsngReference
# @ SucceedswithGoodDelegates
+ @ SuccesdswithGoodValues
© ThatOveroad_DoesNotAcceptNegative
© ThatOveroad_ZeroD elayislowed
% £ AltemsTests
= €@ AndTest
© CanCombineT estswWithAndOperator
© ConstraintT estBaseNoD ata ProvidesProp
€ ConstrantT esiBaseNol ata ProvidesProf.
+ ) FalswithBadalues
# @ ProvidesProperf slueMessage
w9 SuccesdswWithGoodYalues
i = @ AssgnableFromTest
© CorstrantTestBaseNoD ata ProvidesProy
© ConstrantTestBaseNoD ata ProvidesProp =
P ST | ¥ T

e .

: Eros il ToR NGB TeiOupa|
et (CE T e ! el SR |

 4.23 B34S NUnit GUI

NUnit 0BG35 IS, FIXEERATLERILT F5S 81, Visual Studio si&4mi¥
RA%. %iFNEMARLEMER H B R 9 (8 % &\Projects\PlayerTest\Player Test\bin(Debug/
Release)\). i H HRERIAFMELE My Documents T B Visual Studio 2010 H&xH .

XA HEP I UKE)—A exe X, XRABHRFRE. BFXHPEHF— nunit.
framework.dll X, XRZFTHEHREH NUnit 51, WWREFRZA A, exe XHHTLEEBIT.

A TBTHR, 7E NUnit GUI #3i%# File|Open Project fir 4. $REIK A H FH 4R
M. Hiii PlaerTest.exe . XK INEATELE NUnit 5 AR, WHE 4-24 Fior.

R o i O risttitng St A0 Brpes Dot Lok i Ay 3 :
O PlayoTont i ! i

" | o s ot Ts ol T Quipn [
oy e

H 4-24  mEIE B /) NUnit GUI

i Run 34, TAMEEREE, BasicTest FiL¥ HA N EEXNE . XEEKEN
RIEMHIEIT. MBEBAEER XK, FE/NRABSERLENRAE. X&EESED,
EHRI, RIaERIETIR.



F4E ¢ =R

443 TBImE

RPN LT EREINMES: MRIECE - ERE, TR, BRIEN
E IR N . X EHAT KB — R

namespace PlayerTest

{
[TestFixture]

public class TestPlayer

{
[Test]
public void BasicTest ()

{
Assert.That (true);

}

[Test]
public void StartsLifeSmall ()

{
Player player = new Player{();
Assert.False (player.IsEnlarged());

}

}

Assert 28 NUnit B—#84, HHEREHRLHALES . RH IsEnlarged LA
fR7E. R EM T HE, Visual Studio FTPLBBIGIEIX /N RE. X7 Player K340

T,

class Player

{
internal bool IsEnlarged/()

{
throw new NotImplementedException();

}
}

BLAEAE NUnit AT R0 E# FBRM, FERRHEEWMT:

PlayerTest.TestPlayer.StartsLifeSmall:
System.NotImplementedException : The method or operation is not

implemented.

WA R EI R R Player K IEA — M TERE B L. BILH N KD LA R
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XA A L

class Player

{
bool _enlarged = false;
internal bool IsEnlarged()
{

return _enlarged;

}

B E R IR . RN E, BYGET NUnit, TE FUBER—MRENEE. T
— IR BE T TR

namespace PlayerTest
{
[TestFixture]
public class TestPlayer
{
[Test]
public void BasicTest ()
{
Assert.That (true) ;

[Test]

public void StartsLifeSmall({()

{
Player player = new Player();
Assert.False(player.IsEnlarged());

[Test]
public void MushroomEnlargesPlayer ()
{
Player player = new Player():
player.Eat ("mushroom”) ;

Assert.True (player.IsEnlarged());

}

EAFAR G/ —AIRIEH R ARORRAT R BRI E . FrEamE L
AT AP 5 A R BUHSR AINIR, T HUBHE R B i ok S A D
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527 GiRRRARAL, XAPRRPHEINT Hizhét. Player RIMAEXKH Eat k. SHiH
#H[E, Visual Studio B EH) T B AT LAHGE 4 sl B TR K7 .

class Player
{
bool _enlarged = false;
internal bool IsEnlarged()
{
return _enlarged;
}

internal void Eat(string p)
{
throw new NotImplementedException():
}
}

WRPLEZ AT NUnit, FToRK SR, 80 TAE CUE L.

class Player
{
bool _enlarged = false;
internal bool IsEnlarged()
{
return _enlarged;

}

internal void Eat(string thingToEat)
{

if (thingToEat == "mushroom")

{

_enlarged = true;

}

}
}

FERMRE O, ERRBEREFETEY. XTETURNATELR EHRX
B, XFEARFREHE S, BRULLEEF RARGRERMERYE, JFEMEEITUER
BORTh BRI L T B AR
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fIEMsy X W

45 &

Visual Studio Express £ JF &k CHEFFHIBIFIITEZ —, ERARN, HERMEIIER
F & . Visual Studio Express j& — 523K IDE, RS . MIFEAAR CHEF. BIIRHT
WEH AT REREA S A A MERFAE, I BEH V2 0T BUnE A% 4 S 3 5 R
g, RAZEHR —FiE AT HNAHEER, HEERERE—MIENTE. SVN
R—AMEFHHERBZEEEF, BF A5 THFAK Windows 3628, M) TortoiseSVN.

St N BARESHEAT TR R AR ARR P 9 & B ARRS W DA IE# T4E. NUnit 2 T C#iY
— AN RTRRAET, BT ARBAEEEREMNED. RERAS, NUnit FHF A%
R ERFEITEBURAMET, ESERLMNUIRFLER—NREXN A, ERKI
WRFU B R —ALCBHNG . X 3 NMEFEHIT CHFRI—MRERE .
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ilFE X 98 25 F0 B 2

HENIRA WS R, BB EIR, W GRPF T H(Tetrs) ); AL
SERE AL, 11 SCHA (Civilization)): A B I — AFRET R, H1C% 4 (Half-Life)) .
PRI, TYERTE AL, B LU A 5 R

5.1 #RETHEFX

RS TEEHREEN T AZETANAERE AN ERE. EHFRTE
H Uy 2R (frame-rate) XA . BLEF R N IZRIEFFE 30 Wi/s~60 Wi/s Z[A]. AT
WM, PIRFEIRIRAA?

MR T8 P IR B e S B Z AR RR O R 1] . PHECHLIR R S BT 2 2D 30 /s AT B (5 R E T 5E
o VHEHBITEIFFR, Bril USR5 7R 8 A EE .

T EHNRED AR EREFTRMI? RBARERE 30 s, HAFWMFEM 33ms.
TN 33ms BIETE] “BR” MZAE T W+ BrmEnNE. THENLTLFE 33ms A 5ER
RERHH, WRXEHALEAKREATRETERES.

B B R — AN IFRIEEE, XRUWRT B EENEER. EHREITHE, RN
HERRRRZNMER. FREFF 3 AERNONER: ERERRMAGFE R TFRRER)HR
&, BEFHREFORE, REREFREFLOFTEERE.

pii S &I EZRES

WRABARNREHFF LNER, SRR ERERRES. CUIERNA
PR, Bl “aRASET B KR, AOBSKT EOMEFIREA, Flwm “w
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FI@ds £ ?

BELFRILT K boss, W ERBGHFHE.”
B W R A EA BB .

while (true)

{
// Find out what state keyboard and joypads are in
UpdatelInput () ;
// Handle input, update the game world, move characters etc
Process();
// Draw the current state of the game to the screen
Render () ;

}

KRR BRIER 3 M EEHB: EFAS WA, EHEREHF, RE5FEBRE
JeuRLL A

52 ARM C#HEIL—AHRR 635 RIE R

#TFF Visual Studio. Visual Studio BRI ERF REH K — AN HEHESNHEMLE, A
R —ANFFEPRATRB RSB mEER). FHRINEFMNRERETAIER"AA
B2, FPATHNAARE., AT UREEFFRHEFAREN LB/ REEHRE
R, FEXNFBIAMAEM B, DUESSH—MUERFERER .. XMEHRNIXR
IR B HIEAT, X—RIER EE, Bl EEHN CHURMEH T —& C RECkHARE R ER
HIFFARIGER -

%8 — Windows Form Application, FHKIWH fir4% A GameLoop. —MEFW TFE
i) Program.cs 3C45 B BhAE Rk

namespace GamelLoop

{
static class Program
{
/// <summary>
/// The main entry point for the application.
/// </summary>
[STAThread]
static void Main ()
{
Application.EnableVisualStyles ()
Application.SetCompatibleTextRenderingDefault (false);
Application.Run(new Forml());
}
}
}



SEOSE FNMHRAER

BATX B R B/R—/MRUER Windows Bk, IZE, BERE—ANEHAIRSIH N A
BT, MRCREMBIT, RNFWTFRRRA

namespace GameLoop
{
static class Program
{

/// <summary>

/// The main entry point for the application.

/// </summary>

[STAThread]

static void Main{()

{
Application.EnableVisualStyles();
Application.SetCompatibleTextRenderingDefault (false);
Application.Run(new Forml()):

}

static void GameLoop ()

{
// GameCode goes here
// GetInput
// Process
// Render

}

fE4GF—mii P AR 1% 18 B GameLoop BR#{. Ak, T ZE I8 — ¥ 2. 7 Solution Explorer
EIR R 4 i GameLoop T H, #RJ5 705 H AIREER %P Add|Class 74 . IEPRRR
MIALKILIR, ¥i%KM 4 A FastLoop. FastLoop Z5Kf 1 Program K8/ . ‘B4R Mm
PAH—IX GameLoop H¥({. 7E%4'S GameLoop Z 8, itBRAIIEFEEBCHEHER.

static class Program
{
static FastLoop _fastLoop = new FastLoop (GameLoop);
/// <summary>
/// The main entry point for the application.
/// </summary>
[STAThread]
static void Main{()
{
Application.EnableVisualStyles();
Application.SetCompatibleTextRenderingDefault (false);
Application.Run{(new Forml ());

69
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}

static void GameLoop ()
{
// GameCode goes here
// GetInput
// Process
// Render
}
}

FastLoop KR EZ— 124, BIR% GameLoop. ¥ #IN H I HEZEE, LAMEME A
PUREEPIAT

¥T FF FastLoop.cs. £E Program 25+, FastLoop #Jif B 4552 % GameLoop I3 .
Kt FastLoop K44 L E MG RE, LMEILEEZ I REENISE.

public class FastLoop

{
public delegate void LoopCallback();
public FastLoop (LoopCallback callback)
{
}

}

i Coh, B AR X T REB2(RBENREMEMNEZHSEOMZ, TLERRE
AT . XEMH T A LoopCallback R 5E X ¥ H 1R FIME 8L E 28I R BEKRAY,
FastLoop H —MEZ— M EAMNMER L. FEARECKRES iR IRH, DMERFRRER
BH.

BT CHEARRRF#H —/ 4% Application FIEF&E, R NRERFIEFENE. ¥
AT LR SR B — AN, AT DASERT (A .

BRFAAEFELHENEM. FHETReE R, HaTREBCH T . Application &L AT
HiXLEHMARKAREESY. YR ELENEMN, B ApplicationIdle, RWE ¥ i
ANZHRZE . 24 Application ATHT, NAXTEXER 25 W BT I BE AR B 48 . 4 T 18/ Application
ARG, FFEAESCHFR TSI ER N using System. Windows.Forms .

using System.Windows.Forms;
namespace GameLoop
{
public class FastLoop
{
public delegate void LoopCallback();
LoopCallback callback;

public FastLoop (LoopCallback callback)
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{
_callback = callback;
Application.Idle += new EventHandler (OnApplicationEnterIdle);
}
void OnApplicationEnterIdle(object sender, EventArgs e)
{
}
}
}

XE, JEREREREFEARRATER callback FHLLLG A . Application.Idle Z {4t
14t EEF2F7 4 OnApplicationEnterldle. XN ARRFIFIAZ AN, ZbBREFHRSWKER. T
— BT BT . R TEEME Application RERATEHRE, mRE, EFE
R AR ENE . BT RS, THRERERASRRERN.

void OnApplicationEnterIdle (object sender, EventArgs e)
{

while (IsAppStillIdle())

{

_callback();

}
}
private bool IsAppStillIdle()
{

Message msg;

return !PeekMessage (out msg, IntPtr.Zero, 0, 0, 0);

}

Bx3F IsAppStillldle & [B] false, & MARBE AW HIAAEIA. IsAppStillldle & H— 1 H
ff) PeckMessage BRI BN HBEFATHFEEABRNEESM. MENHBFEEEL
BHMEENE, BATEEREBITRIERZ AT LA ERIX LN R .

ATRENHABRFEETH, FERA Windows FKIFEMEAF]. Windows H— B
HUAT. BHEO. BRAMEORELTRE LN, BEEFHAFTIPIA—
H2t. AEARKNERETZAEHR Y. FIENEASTELRAHES. WRMHEEF
RIHARAS P — LY, BARFTEEHTRREFAHXLH.

{# Fl—£ Windows C REREH4ASIRBA R K. & Co#F, X4 InterOp,
72 InterOperation(A#E)YNHRE . £ CHRFP M % C REEHFR L BEE. ATHEF
AU R, BATKSE—A C BE PeekMessage. XHE R “Sitl” —TBA%FI, &
K RAREFI., PeckMessage {1 C & LI FH=R.

BOOL PeekMessage (
LPMSG 1pMsg,
HWND hWnd,
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FUMWs> £ #H

UINT wMsgFilterMin,
UINT wMsgFilterMax,
UINT wRemoveMsg

);

R4 SCRY B 3R T DA S3E -

o MRFAFELHEMME, WREHEAIEE.

o MAANFATELENHER, WRF{ENZ.

XMW AR R EEERLENFHFNAERE

B C RENEHATNHAER . EENRIEWMAIN CHPERZRE. Ak,

FTEERBZEN C RBBBCIXT MK CHREY,

B IpMsg B—MHERRL. CHRERARMEXINERE, FUREINE. B2

ANBER— Windows AI, BN EEKK 5. BEEASEHERLATEBIE
IXFEARHER CHER, THAE CHHEEH, T E PeekMessage FIFE—1SH.

typedef struct ({
HWND hwnd:;
UINT message;
WPARAM wParam;
LPARAM lParam;
DWORD time;
POINT pt;

} MSG, *PMSG;

ZHRRAANKEE. BiXA C HRUEN CHIFTEUT . B 5E7E FastLoop.cs FITHER

A% using System.Runtime.InteropServices;. XMETEE THT SN C REMEHWHIEH
BRI

using System.Runtime.InteropServices:;
using System.Windows.Forms;
namespace GameLoop
{
[Structlayout (LayoutKind.Sequential) ]
public struct Message
{
public IntPtr hWnd;
public Int32 msg;
public IntPtr wParam;
public IntPtr lParam;
public uint time;
public System.Drawing.Point p;
}

WXA C GHATER C REM CHRT EFMN NEXR. i {StructLayout
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(LayoutKind.Sequential)] & F CHERRE MM T RERFFHRRAXNEH. MBEEFX
ANMptE, CHTTRESZRAEFRAEEW, FHEBHERANT. C NBHEWZREBGS B
HERERAAR.

BEFAHERE, ETREFTETF AN PeekMessage HH.

public class FastLoop
{
[System.Security.SuppressUnmanagedCodeSecurity]
[DllImport ("User32.dll", CharSet = CharSet.Auto)]
public static extern bool PeekMessage (
out Message msg,
IntPtr hWnd,
uint messageFilterMin,
uint messageFilterMax,

uint flags);

% — M5 [System.Security. SuppressUnmanagedCodeSecurity] R 77: “BATEEA C X
MEEEES, FTUAERITEMEERSRE”. H /% £ [Dllmport("User32.dll",
CharSet = charSet. Auto) 15| FIEE AR C ¥ DLL 3 4. User32.dll &fFH C 5 Windows
BERGH TR AN EEMN I —. PeckMessage BREURF A IS Message 44, FiLALBAE
BENZEH. E—ANSHETEK out XBFATEINLITIGE. HMKSHE T LI,
EAASHEMMEEFANGE.

7E £ X PeekMessage J&, AJ LMERE ke NAHBEFNEHATITREFSHLEHEP
=t

private bool IsAppStillIdle()
{
Message msg;
return !PeekMessage (out msg, IntPtr.Zero, 0, 0, 0):

}

E#iE X IsAppStillldle f&, BFRRE T — MRROWERIEIR . 248K BV AT
T H &R Rl LLE A FastLoop.
AT BRI ST LA T AE, W37 ITF Project.cs, ¥SUN N KIACASAT .

static void GameLoop ()
{
// GameCode goes here
// GetInput
// Process
// Render

System.Console.WriteLine ("loop");
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SRAARHRER G, EHAEEGHH “loop” —i. ATEEEHE, WHE#E
Debug|Windows|Output #r4, REHHRHAS—AEFH. BITEHAERF, ERBEOD,
i “loop” WERFHAWHE TR,

FE TR R E] E AC

X TN BRAGHIES, MEREMZESE T E RN RFEEER. K5 UEAHXA
R (EEZE ST TR . HERRN IRAEFTA THENL R DU E R BT, A REibIERR A B
CPU T & E R A HL EHAER.

MR R AER IR EE. Wiz R EASUER L RA RO PR, TNE
B BEFEEE. I T BARREMNAFEREE FEMH L C AE. tEirmiEs
InterOp K2 Windows 1 8., X — s LS00 784 PRI A o g 2 ) AR I [ 388 %7 U 48 elapsed Time
BR delta BF1A], HEHRE SN dt, EWLUEHHE 1/10 B

BB—ANFE, BIHAZ R PreciseTimer, XARHARK, Bl FHEFIH T ER2EA
B FEXBARE, THEREREM.

using System.Runtime.InteropServices;
namespace GameLoop
{
public class PreciseTimer
{
[System.Security.SuppressUnmanagedCodeSecurity]
[DllImport ("kernel32") ]
private static extern bool QueryPerformanceFrequency(ref long
PerformanceFrequency) ;
[System.Security.SuppressUnmanagedCodeSecurity]
[DllImport ("kernel32") ]
private static extern bool QueryPerformanceCounter (ref long
PerformanceCount) ;
long _ticksPerSecond = 0;
long _previousElapsedTime = 0;
public PreciseTimer ()
{
QueryPerformanceFrequency (ref ticksPerSecond);
GetElapsedTime(); // Get rid of first rubbish result
}
public double GetElapsedTime ()
{

long time = 0;
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QueryPerformanceCounter (ref time);

double elapsedTime = (double) (time - previousElapsedTime) /
(double) ticksPerSecond;

_previousElapsedTime = time;
return elapsedTime;

}
}

QueryPerformanceFrequency BR¥UH TIREUH S PR RETHBCER AR R . £ BIRAEES:
E NS PRV, XA RS T IREGH I 38 K H8E . QueryPerformanceCounter
REH TR E S PR BB N 4R E. WA & AX A ROk € & fo — Wi
T K.

GetElapsedTime RZEWAA—K, ERICRNE. Wz RZEHRAFEEERE,
NS A BIEARTEFA F . 4T FF Program.cs U, BHUARMEHN, FHARZ-SH.

static void GameLoop (double elapsedTime)
{

// GameCode goes here

// GetlInput

// Process

// Render

System.Console.WriteLine ("loop");

}

B FEEBW FastLoop.cs. RFLNMBERZN 2 RIS IR EENSH, THEFERM
—* PreciseTimer Y54 H Al 5 .

public class FastLoop
{
PreciseTimer _timer = new PreciseTimer();

public delegate void LoopCallback(double elapsedTime);

25, ENBEEUORE IR, WA 2 K E R 284 FastLoop KIIFI.

void OnApplicationEnterIdle (object sender, EventArgs e)
{

while (IsAppStillIdle())
{
_callback( timer.GetElapsedTime());
}
}

PRAE R 7T DME FLX ARG R AR B AT « ZEAR TR, XA HFRRIEER
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By X M

BT VRS 3D =/, XE OpenGL 2 1) Hello World I R
53 B#

BER T U TAERWRER, TP REFF L B/R—%7RP . 7 LMEF FastLoop.cs
F1 GameLoop.cs 4 K UATHITE, WA UAIB—NFHE, HEHHAE, FHEs
—MREWRREFF . AT BRER, UHREREPEE Tao . MEEEFH LH Tao 1B,
RERR —MEITRENTFIE.

#E Visual Studio ¥, #£ %] Solution Explorer & H. X MiZRAE—ATH. BIF %M
H, "TLLEE References Btr. L Hi%ERR, REEHRHMPERHDEE Add Reference
2.

XAHFFTH S| FAXHEHE. BT Browser IR, RF Tao HEEM L H K. 7 Windows 7
F1 Windows Vista I, XM #&12& C:\Program Files (x86)\TaoFramework\bin. £ Windows XP
L+, XA BB C:\Program Files\TaoFramework\bin. ZERF|EHHIIER/E, BRI Fmm
5-1 Bi7R. 3%&#E Tao.OpenGL.dll FI Tao.Platform.Windows.dll, #& /5% OK 4. Tao {E
ZER AR Mt — /U4 SimpleOpenGLControl 13544, fiF OpenGL 7E Windows &4 F 1T
EHY:. AT BH%EH, i Solution Explorer F I & k. XK ST WA 5-2 FiRAE
2.

L% Add Reference ‘ it
| e 1
| .NET |COM | Projects| Browse |Recent

Look in bin v (} A :}"
i Name Date modified Type Size {

% Tao.Cg.dll % Tao.Devil.dll .
1 | TaoFFmpeg.dil % Tao.FreeGlut.dil |

l b Tao.FreeType.dil %, Tao. Glfve.dll

2, Tao,Lua.dii % Tao.Ode.dll

% Tan.Opendl.di (2T Opensldl

% Tao.PhysFs.dll %, Tao Platform Windows.dll
! “& Tao.Platform.X11.dll % Tao.Sdl.dil
|
‘e
E | Flepame:  TagOpenGlel -
} I Files of wpe: ifun.ponenl Files (" dil" tb." olb.".ocx.” exe.” maniest] ) vl
]
|

0K Cancel

5-1 SBIH7FIE
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o8 Solution ‘Chapters-3' (1 project)

[ « @ hpres3

@ e - < s 3@ Properties

2 o 3 ] 4 @ References

41 el istBox 3 ~3 Microsoft CSharp

W ComboBox ; g :::mc

, e i stem.Core

W DsmTinePicree .’ e [ @ System Daty

A el <8 System Dats DetaSetitensions

A Unitabe s ‘@ System.Deployment

*3  tinSox ¥ - :

T i § @ System. Windows Forms
MaskedTedBox f s ¥ - .
WhonthCatendse s . b

i 4 i 8 Two.OpenGl
Rotiyleon 4 : ‘ i 4 wpp-config
NumencUpDown & Fatloop.cs
PrcureBox Hfemic
BrograsBu & PreciseTimer.cs
RadioButton - Brgninss
RichTeston 2
Testhon
Pounter

W Fiowd myoutPunel B MirdmymSae 08
froupBox

1 Panel

@  SeContuner
TabControl

Wa  TavlelayoutPanel

@ Whenus Bt Toolbers

R Poter

¥ ConteaMeny3mp

5 Mesudtnp

ke

T TooiSnpContainer

o livn
Pomter

B 52 #aRits
Fidr TRER, 725 H KRES %R Choose Items S, FTITHIXHEREM A 5-3

Fi7R o

Chvuse Tuulbox lems

[ER—

NET Framewark Components | COM Components | WPF Companents | Siveright Components|

— —

Narmne Namespace Assembly Name Directory

| ERlter:  simple
SimpleOpenSiControl
& Llinguage  Invanant Language (rvanant Country)

5-3 Choose Toolbox Items XJ i&HE
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FO#s = A

Tao ZHRMEFEEXEEDEEMT —A SimpleOpenGLControl #EIH. W ®KH Simple
OpenGLControl, Mo Browse %41, % Tao HEZLH) —HEHISCHE B F(H TFHmM3| AR
—MER), %#F Tao.Platform.Windows.dll 4. Wil 5-3 iz, &P E®E, RE8G
OK #4 . BLFERRTE Toolbox TN T —AH7#2 44 SimpleOpenGLControl. £ & A ¥t it 2%,
RXAFT M Toolbox H#Ezh 2| &k b. MAMEKWE 5-4 Fir.

Wi Fovint
| Commaon Contrnl

h Contaireri
Mrvs 8 Tooitars
Datn
{omapompnty
Prinny
Distogs

W Interoperabisty
Gt

N Pointe
W SmpleGpentiContin

g
A Syevere Windows Fors
L Syrtpen Kok

8 Bystern i ing

A w 0 L 4 L ] ¥ § ¥ [ B - ] B i " il

5-4  ¥%/N SimpleOpenGLControl

WP REDNE DR OpenGL MATIEHFEMRET . REXNMEFOLHAD. AMFESE
TR RAMRIN KD, G5B 4, RETEHHKRIER B D IEFE Properties frd. T
i) Properties & H 7, #EIEM Dock, ¥H¥EN Fill. X2 OpenGLControl H R4+
2l = el o1 8

R BHFES LM, AESERS—MEIR, F8H “No device or rendering context
available.”. iX&ZR 4 OpenGL #EHEBH B .

RSB AT &4, BT ErA~RE.

public Forml ()
{

InitializeComponent () ;

simpleOpenGlControll.InitializeContexts () ;
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BITEFRE, BRI THRARFRNEE. XELELE CHPMEA OpenGL &R
AF & _openGLControl Lt simpleOpenGLControl 3 51, 7] UMEFHEWM TREREM S T

53.1 ZR#EN
REHHFRATFEXEL FEX TR SMXAERKRE 555, TR,

bool fullscreen = true;
public Forml ()
{
InitializeComponent ();
_openGLControl.InitializeContexts();
if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
WindowState = FormWindowState.Maximized;
}
}

WHER R EE DM, BEREENUE. ERXEHTE, BENANER
2 [ Bt OpenGL #48-1 K /1 - B 4A T LU F 3 4S8 MR % : Normal . Minimized 1 Maximized .
Maximized A] LRt BATFE 2 FEA . 2RENE SR, BREF KiFRE, &1
BRAEE &, WERFMAT—AMEOS, BAEHFRZITH R AT U 28 .
K, nJEEERIFF; fullscreen % & N false.

532 8Z

AT HIVEHRR, TEEI WAL OpenGL 7 iR EHET4%]. E2% X OpenGL B, Z
ZREB. REFTIHER APL 2T SEEN. AEEREASEIFNAIE. OpenGL M5
F3REL T PTF OpenGL RERISCRS, Mhky http://www.opengl.org/sdk/docs/man/. iXZHF5T
OpenGL 1 —MELF B P35

1. FBRER

# ] OpenGL EF BB E LR —MEREA . ZATRANTELE Program.cs K4
AR, HEX KW Form.cs HEYHHERAEFN, LMEEWTLLYTiE] openGLControl.

using Tao.OpenGl;
namespace StartingGraphics
{
public partial class Forml : Form
{
FastLoop _fastLoop;

bool _fullscreen = false;
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FEl#sr = =

public Forml ()
{
_fastlLoop = new FastLoop (GameLoop) ;
InitializeComponent () ;
_openGLControl.InitializeContexts();
if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
WindowState = FormWindowState.Maximized;
}
}
void GamelLoop (double elapsedTime)
{
_openGLControl.Refresh();
}
}
}

IXAFRREFR A 5 Z AT S AR 14r K. i2/8% M0 using Tao.OpenGlL;#& 4],
7 MW ARG FFH LA OpenGL FE.

GameLoop ¥ 7EEMF AR . AT RERIF OpenGL & 44+. BKIF R & Ik OpenGL %
HEHEER. SITXANERFRER—NEERE, BRIECLEL T HRTES, ALl
BEBRET .

void GameLoop (double elapsedTime)

{
Gl.glClearColor(1.0f, 0.0f, 0.0f, 1.0f);
Gl.glClear(Gl.GL_COLOR_BUFFER_BIT) ;
Gl.glFinish{();
_openGLControl.Refresh();

}

WRER P FRM T 3478 . F—47 % VF OpenGL i i — M B2 ¥ B FE &% . OpenGL
1§/ 4 MERFBIG: 4. &. BEA alpha. alpha REFEMEAE: | RREEAEH,
0 RREEEH. BMIMWRETERN 0~1. XERAARN 1, BEaMEERRA 0, ¥
alpha %4 1. BEIMERERLA. HREN alpha KR8 BREARAFTERE K,
A THEMFARERE—R, AEES —MHEHTE THERA.

FATRBRHEERGS. XTEBEATATRENFERORERRER. &5 17T
i) glFinish %5 F OpenGL XX —MWiff1AFE B & 5T, ik OpenGL HHAFTH wmSMAB R T
PAT

BITEAEFE, EOBERFHRLAER. HhA#TRR, #8CRBXANE.
ZRAZ®ALSHEBIIE. Fln, BETEHXBRAE, ESTEZENEREHtA
Ihee.
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Random r = new Random();

Gl.glClearColor ({float)r.NextDouble (), (float)r.NextDouble(), (float)
r.NextDouble (), 1.0f);

2. A

AR A REM T A EM. BEANTHAESAERS, B _4tHRA T x My, =
H AT X y Mz,

¥ FSLEIEATE OpenGL HSIATRRES . MR EFERFLET2AAER
—MHR. BEAAHEREE, SWPNABTFEREXLHS. XARFIT OpenGL
WIERRI RN, HHRRESEINTIE.

THEESH— .

void GameLoop{(double elapsedTime)
{
Gl.glClearColor(0.0£, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl.GL COLOR BUFFER BIT) ;
Gl.glBegin (Gl .GL POINTS);
{
Gl.glvertex3d(0, 0, 0);
}
Gl.glEnd();
Gl.glFinish{();
_openGLControl.Refresh ()
}

XHEF 3 MFH OpenGL fir? . glBegin HFEE FHBELHIRELRA, EEZNZS
Bk T ELHIMAER . XBEAEANN{EN GL_POINTS, & OpenGL ${Ta TR S &P E A
A(MAR=AREE NUE).

glBegin (/G LA —A glEnd. R glBegin ZFMBR—AN KT XNMKES
REETHSE, FEARERE glEnd BEEMAE, EHARLAEHZRIES. EXFE
SZER—ALL 3d R/ glVertex #14 . 3 BRE R 3 NMER(x, vy, 2)RFIENME.
& ERE L E IR double.

EFRAGERARZ AU EEZ TR, LETRTREREQO, 0, 04,
BMRFEEMED L. U7 R EEHE OpenGL WM BRERE K. B 5-5 BRI
#iR T OpenGL MR INEE . ATLAEXMIHEHNHARMABEERLR S, HENEER
—ANEREDNTF-1 EE KT 1, ABATHRZA, EmEAT Y. LA XA SRR
BEYLLT z # LR E©, 0, 1), #R-1 B M.

PIEQO, 0, DEFEMEZEMNES. L5 AE, XAXES, RERTERAH.
BITERE, TUERENPREI—NARIERE. XRERIALHIN S REZAN 2B,
{HETE OpenGL H1R A 5 AL HIR AU K/ £E glBegin iBA) Z BI¥s N Gl.glPointSize(5.05);.
IERERELEBRXTMAT .
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(-1.1,-1) (1.1.-1)

L i}

(1.1,1)

(0.0.0)

(-1.-1,-1) (1.-1.-1)

(=1,-1,1) (1-1.1)

[

f'e) X

B 5-5 BRIAHI OpenGL 3%
3. =AF

OpenGL 3ZRFIF 2 Fir i T A A4 B B TTR B o K ER 20 R AR A5 F = A T T SR B AR U R
HIXtE . FPS BREXHTIRT A CMARL R — AT AKFIR, XL AT AR
BN =fARIE.

Gl.glBegin (Gl1.GL_POINTS) ;

{

Gl.glVertex3d(-0.5, 0, 0);:
Gl.glVertex3d (0.5, 0, 0);
Gl.glVertex3d(0, 0.5, 0);
}

Gl.glEnd{);

BT EEARIS AR, BRI =AM 3 A TR AT ERLH - EBR=a%,
f£ glBegin IS FHEE 1 GL_POINTS %4 GL_TRIANGLES. ZEBHABEEFZITRE
P, TUETWE 5-6 iRl EA=AK.

& Forml (= | =

B s-6 EREREBH=HMAE

GL_TRIANGLES £ 3 MR H— N =/AE. Mg, 5% LRsER
fF] GL_TRIANGLE_STRIP.GL TRIANGLE FE% 3 AN\ s k& $| =4 . GL_TRIANGLE _
STRIP 52K l. F—N=AKLFE I ANMNA, HEZEHEBNMN=AATESI—IT



E5% HMERMER
M. WERMXHnE 5-7 Fix.
1 3 5
0 2 4 6
GL_TRIANGLE_STRIP
BETATA

GL_TRIANGLES
BRI RE 15 MK

&l 5-7 GL_TRIANGLE # GL_TRIANGLE_STRIP

4. FEMER=fAK

3D w25/ Hello World BRI B IEH — N E AN HI NG, SAENBEERN=4MA
o XATUAHARITAEXNERIIRATIER Tk, 2R ERREF BT LU U K
FERERITIFR .

TR UFEREARNGER. IE, XERIAMTHARESMCEGER. SEidE rii
R TFTHEMNIARHZITRESARGR, WTURMBEEEE.

Gl.glBegin(Gl.GL_TRIANGLE_ STRIP);

{
Gl.glColor3d(1.0, 0.0, 0.0):
Gl.glvertex3d(-0.5, 0, 0):
Gl.glColor3d(0.0, 1.0, 0.0);
Gl.glVertex3d (0.5, 0, 0);
Gl.glColor3d(0.0, 0.0, 1.0);
Gl.glvVertex3d(0, 0.5, 0);:

}

Gl.glEnd () ;

BITXBABERE A 3 M ALE. SFENEAHN=4A]. E=ARKNEKE
L, BEHHRE, BABXTTZ T, BRINMEST, OpenGL HExd TH AR 2 A B AT 46
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2. EhFTF, XEREVUA=ARNEIMNTRREARANEE, RERERNZATBH
FMEBRE 5SS ARESET L. BEANARRERDNENTAKERER,
SR A F X B AR A S AT D R AR I B 2

WERRTRE=ART . REABERMITE: BI2HNA, REBHENS
. BIEANGREAS L, KA OpenGL 24 7T —ANAFHEHNE L.

Gl.glRotated(10 * elapsedTime, 0, 1, 0);

Gl.glBegin (G1.GL TRIANGLE_STRIP);

{
Gl.glColor4d(1.0, 0.0, 0.0, 0.5);
Gl.glVertex3d(-0.5, 0, 0):
Gl.glColor3d(0.0, 1.0, 0.0);
Gl.glVertex3d(0.5, 0, 0);
Gl.glColor3d (0.0, 0.0, 1.0);
Gl.glVertex3d (0, 0.5, 0);

}

Gl.glEnd();

XEAHJLANFEMRERRNH . glRotate 5% 4 NBH. F— N SEEFERENMA
B, BACHE, BEH 3 ANSEERENBESNM. RESRLRMN, HREHE, mR
PR glRotated, FHIXKFERERREHNF . X BEHREIT, FH RSN EH iR,
B BB IR SORRFEEIE N, =ATEM BT IEHEE . ek R BHEiest 360° LUK E
i, BrLAiER: 361° MM The1° .

BTR3NS EHERREM. X3 AN ERE—NMEA—hRE. ZBEERE
SN BHR. MERFTEIANNER —FAMKENL. XENEKE Y ER 1, BL
B—&WFE Y HINE. BRXLSELT=AHBTO, NEABK ETAEERKAK D
Mo EHXELRKSREEN=/AK. BT, mEMFHSHAQ, 0, O, 0, 1)iEH
SARSRMAABR, REESFETF, BEEACHBEREER.

BRI AENEYR. BeS S AN RAEREN T REESH A ZH R Em,
HAEBHE E IR . REFHIMIR S 60fps, B4 LI KM EKLE 0.1s 224 . XEWKE
B =ABHERE 10° FEHE 1s. WRHEMAZE—EEBNITEN LIETXANET, EREE
BL 30fps HEREIEAT, A —MIFE 0.2s MFEA GEER. SHRWEED, HEER
SIEN E e = AR R R AR AR A . 05 B R e i P B DA 2 1B 2 5t e
8, IAZEEHIEIT 60 WA EHEN L, BEREERmR—E.

54 &

REBWREE —NTOER, ARRBEIKEA. EHFERES, REEFRER.



ESE WFEHER

RAER T, CHEBEXFERN—ADF O, FrAREMH & C RECkOIE — Mg
3R, ATaRER. EREMARM C REokU R ESRER, XAESABIR N AR
AT UM RE » IXANET R BT AR R EMEIZ AT EE R A R THENL b, ki n] LR HIET .

Tao HELEPES —/MY £ SimpleOpenGLControl #13E 4. HWiliX/NEH, 7£ Windows &
A {E B OpenGL BRI H . JEHEK=AFELHE EX4 OpenGL F ) Hello World F2/¥. =
AEH 3IATREAR, BIMTHATUAFARKNSE. WR=ABNRSEEASRMBE,
ZARREEBRESSNTHAREERE. OpenGL H— glRotated %k, FTAHEE
KNEH = A HMES.
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w ¥ &5 WM

BAE, #TERMEMIS CAR AR TIE, RNERECREREFWFRELT .
B AE AR /NRIWERR (BTN Pong), BH BREKXERNIE. Pong B—MEFIRKIFR, LKL
AR, S FERERTR F R . XA 1987 £ R A IR B B AT R xR 2
—, FIAETHEAAEMES LI . SourceForge(http://www.sourceforge.net) F & T JL
TAANFEHRE, HPREE T ADIFIER Pong 5fE, HEFHEMRAERARELT 1000171
B, fEA—LZEFL, F LR REEXHNEREERTEERN.

REGERR I Z 2R L Pong B )L ME LK . # Kelly Brock i “H84 A4 ” (The Sims)
WRPE - REESEET 32000 70 . IXELE Software Development for Games HE{4
FIR B — X HE PR B TR OB BREERIERF R, KR —ANEWIFRIERE5%, FTLE
BIAIX AP, http://list. midnightryder.com/listinfo.cgi/sweng-gamedev-midnightryder.com).
WRARAKE, EAARK, FRHEFFERRIPESTH/EAMELEER. BB —LELRN
B AR LA Bh RS AR 18 SE VAT,  eR B DI RESE Inhar.

6.1 TR EFARKX

KBAWRNBEDOTENNBE: (DEFRY, HAX R L35 a3 b
BZEKFY: QEREY, NEEAXTRYEFELLEAS. & CHHETEROJRAE
SERXHA B

public interface IGameObject
{
void Update (double elapsedTime);
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void Render();

}

WAE, FEEWRTPEIRMEMNRERET kA0 . IGameObject F I I F T2
RGP RAZXRE—NED . WIHEREME, BRI CAS|FE B K IGameObject, TiAL3H
DRI R LR ERAM 4. BFE, TATA LRI TR 48 F i Sk iR i R

6.2 RABHBRRE

WRBEH BT BEAN AR FARKRE . ERTETREAFREHFE, RERARERE,
HPRAPAE T ARG W RAED, EEEnaEHM—EER. THRR
A E IXAH RS I —F R T R

enum GameState

{
CompanySplash,
TitleMenu,
PlayingGame,
SettingsMenu,

GameState currentState = GameState.CompanySplash;

public void Update (double elapsedTime)
{
switch (_currentState)
{
case GameState.CompanySplash:
{
// Update the starting splash screen
} break; :
case GameState.SettingsMenu:
{
// Update the settings menu
} break;
case GameState.PlayingGame:
{
// Update the game
} break;
case GameState.TitleMenu:
{
// Update title menu
} break;
default:
{
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// Error invalid state
} break;
}
}

XERFLEHETERE. BEK, RASTEITEAMAELERE, SHHiERT
DRY R, EHRMFRE, LL— 1 BHERE, LAEHFRREREPRN—IFR, K
JEHEXN TG INE switch IBRF . §RAEN, FEEBRRLBER>BLT. '

T IGameObject 821, AT LLKEBE A switch FEA) B — N EHFHIZRZE. 7E IGameObject
i, BMNRRETR — MR R

AT BRG], BFFER - NEREFR B —NFHE .. SREXANEES, T
EHHE-AFE, AT MR AELEI IGameObject M .

namespace GameStructure

{
class SplashScreenState : IGameObject
{
}

}

XEBEAE T —M4k& IGameObject O W Fzh R EE. LEHMARBELRL, BAE
WA LIAEAT IGameObject 77k, FILUMEA—NEMITER BB L, TALTF3)H
ANEAl. At IGameObject XA, HHARER LW 6-1 Firm.

Ee6-1 WO
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HHAED. Implement Interface Explicitly 52X fIThAE 5 Implement Interface 47, {H
R—AGIE Render( )7#:, T2 EIE IGameObject.Render( );, MTIHARH SR A X B4
75, EWT RSLH IGameObject 8 O F KSR T.

class SplashScreenState : IGameObject
{

#region IGameObject Members

public void Update (double elapsedTime)
{

throw new NotImplementedException();
}

public void Render ()
{

throw new NotImplementedException():
}

#endregion

}

BRAITBAEEASKBRBIAHEINAE, BRIt MR, UREAERIRR. KT
THARBERS L.

public void Update (double elapsedTime)
{

System.Console.WriteLine ("Updating Splash");
}

public void Render ()
{

System.Console.WritelLine ("Rendering Splash");

}

RAR—MRE, HARBRETT LR T G, RATLlE ol —2REkK
HATEER.

QURIFRESE, LIRS HARE IR T EHREBE—B, Mi%EIE TitleMenuState.
EAFERFEMERNTIE, REESEERNEFRLTITHHACHEHRRTLUT.
WRPRAH QAT RIRXAE, TUSEHABRELT PR,

FERZREIUEE T e Form.cs X ERRE.

StateSystem _system = new StateSystem();
public Forml ()

{
// Add all the states that will be used.
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_system.AddState ("splash", new SplashScreenState(_system));
_system.AddState("title_menu”, new TitleMenuState());

// Select the start state

_system.ChangeState ("splash™);

ATLLAERE, HFRENEMBRERE S, XEREDMEH —MERUERRE
1. R/ LA ChangeState HAE RSB IRIERRE . RERFEEH LHTESPR
SREFHAER. FiHE, EORESTRECREESIRE. flw, B3R EOER Br—@
B R EE I EE, RERRECSNINERRE. ZESURFERE, RO HARE

RE.

class SplashScreenState : IGameObject

{

}

StateSystem _system;
public SplashScreenState (StateSystem system)
{

_system = system;

#region IGameObject Members

public void Update (double elapsedTime)

{
// Wait so many seconds then call _system.ChangeState ("title_menu™)
System.Console.WriteLine ("Updating Splash");

public void Render ()
{

System.Console.WriteLine ("Rendering Splash");

f#endregion

RIGFERCIEARAR, TILUE StateSystem £ A B FJEREH .

_system.AddState("splash", new SplashScreenState(_system));

class StateSystem

{

Dictionary<string, IGameObject> _stateStore = new Dictionary<string,

IGameObject>() ;

IGameObject _currentState = null;

public void Update (double elapsedTime)

91
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{
if (_currentState == null)
{
return; // nothing to update
}
_currentState.Update (elapsedTime) ;

}

public void Render ()

{
if (_currentState == null)

return; // nothing to render

}

_currentState.Render();

}

public void AddState(string stateId, IGameObject state)

{
System.Diagnostics.Debug.Assert( Exists(stateId) == false );
_stateStore.Add(statelId, state);

public void ChangeState(string stateId)
{
System.Diagnostics.Debug.Assert (Exists (stateld)):;

_currentState = _stateStore[stateld];

public bool Exists(string stateId)
{

return stateStore.ContainsKey(stateld);

}

StateSystem KIEHE S HILIHR, W LXK 7E NUnit PRE LK. URNRZE
RERBEAE, RRERFH—I 82, WHEws.

[TestFixture]

public class Test_StateSystem

{
[Test]
public void TestAddedStateExists ()
{
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StateSystem stateSystem = new StateSystem():;

stateSystem.AddState ("splash”, new SplashScreenState
(stateSystem));

// Does the added function now exist?
Assert.IsTrue(stateSystem.Exists ("splash"));
}

PR H R W UEREFBRECENE R, A2 E 2 Code\Chapter 6\Chapter6-2\Test_
StateSystem.cs. RERE B TR, REH 01568 D EREERHET .

6.3 HRRKEET

RECLAE T StateSystem, T RE S — B R RIBER R BRI ERRN A BATAT
PAEEEREFHRE. BT RRLEREN=AK, EMFEOIZKEN, HEXT
WAKRREREBET . HAEKR—MRBE3NFER.

class SplashScreenState : IGameObject
{

StateSystem _systeh;

doukle _delayInSeconds = 3;

public SplashScreenState (StateSystem system)
{
_system = system;

}
fregion IGameObject Members

public void Update {(double elapsedTime)
{
_delayInSeconds -= elapsedTime;

if (_delayInSeconds <= 0)

_delayInSeconds = 3;
_system.ChangeState("title_menu");
}
}

public void Render ()

{
Gl.glClearColor(li, 1, 1, 1);
Gl.glClear (Gl.GL_COLOR_BUFFER_BIT) ;
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Gl.glFinish{();

tendregion
}

XBAE LR 3 FEREER 35, RIERRBBBCVREEER. FB3IRHR AR
N RERERNAE. ENAT 2D HERAKRLUE, RIAEBUEEFBHER.

class TitleMenuState : IGameObject
{
double currentRotation = 0;
#region IGameObject Members

public void Update (double elapsedTime)
{

currentRotation = 10 * elapsedTime;

public void Render ()

{
Gl.glClearColor(0.0£f, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl.GL_COLOR BUFFER _BIT);
Gl.glPointSize(570f);

Gl.glRotated(_ currentRotation, 0, 1, 0);
Gl.glBegin (G1.GL TRIANGLE STRIP);

Gl.glColor4d(1.0, 0.0, 0.0, 0.5);
Gl.glVertex3d(-0.5, 0, 0);
Gl.glColor3d(0.0, 1.0, 0.0);
Gl.glVertex3d (0.5, 0, 0);
Gl.glColor3d(0.0, 0.0, 1.0):
Gl.glVertex3d(0, 0.5, 0);

}

Gl.glEnd();

Gl.glFinish{();

}

#endregion
}

ERAHPREN=AF. WHKREH ELEXERENER TRERE . #MT
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HIME——IRAT % R 7E Form.cs *F A Update 1 Render PR3

private void GameLoop (double elapsedTime)

{
_system.Update (elapsedTime) ;
_system.Render () ;
_openGLControl.Refresh();

}

RER XL, BERITAE, EER—IA0RFRE3s G, HET—MeEN=AK.
XUE TRERK LIERIRL, ATLMERIEMNRERGR B, BT RAREKEH
BSrh i ik, FERERKAT.

64 EAXRYRXREYT

BB, BRAVERA DR E OpenGL 8, M—HEMARAORE. BLFH
WEHR, TUEABH SR BR AR
6.4.1 &KX/ F0 OpenGL RO K/

HARIK/NRIER A Visual Studio HisEKIBRINK . HIEMWHRFEIEEE DK
KA. EHHRET, ZRAALFHEA. FR0E 62 Fixr.

B 62 EREARIRE

BRI EETENERE, BRSARDREL TAER. FAEXR SR ERER
AFEAMARPRTEEEER. —MREGVRSY, AEREATERETRLK. H—NE
OpenGL FIFL O R~F, CERAEMLMENL, FLMBRUERKNMNER=ATE.

KT RGO R, DBRAIE R AR KA TRk, HIEXFAEILESNZ OpenGL,
BRI/ LURT BT RKM. B 6-3 B8 T E14KH Size A ClientSize I ZEH. K/
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AEHERFFRBAE . TR0 LH] OpenGL B EHEK K/, XA LLEEEHEH &
) ClientSize {H3k40 .

Size Height

ClientSize Height

< ClientSize. Width ’I

Size Width

6-3 BEN Size # ClientSize

7E &R AT LE B A] B 57 8 A] OnClientSizeChanged, X2 # OpenGL #LK
NIRRT E . 7 Form.es P, ANt FAUS.

protected override void OnClientSizeChanged (EventArgs e)
{

base.OnClientSizeChanged(e) ;

Gl.glViewport (0, 0, this.ClientSize.Width, this.ClientSize.Height);
}

YAE, ERSERDREZRLR, FIIIHEN T 2K, OpenGL ¥l th &AH N HIEER .
XA RIS ATH A E AR, MARFERE. FRESFEATEITEF, X
—REMFEMKRBET .

H AR BATHK/NAT LUB I ClientSize BT R E.

ClientSize = new Size (800, 600);
XK ERHE X EEA 800 5 E X600 5 %.
642 Taltt

NERAE T RIREE. PHRREER AFE—ANKCPRALE, U RNAEKES W EEE
WEE L EEE TR LERRERE B%. BRENMBUSBHRE T T EERERE
[f]) B K B E A R R 8 T R R S T R . LX) B R v B 2 T ) 5% R U i 3R 7 LK (aspect
ratio). $57E T L B EE S4B B LU AR AR BIEF AR . ERBE P RE—HEARRKER LR
+a G

SR ClientSize i A 800 BRFE X600 B FE, WEMERLHA 1.33, HIEEREERN
1.33 f&%. XANHBIERRN 4.3, XERKE, bEEREFER/ERBMIT, 16:9 KI5 =LA
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SR H .. PlayStation 3 FIBRIA I HER A 1 280 REXT20 8 E, HEEEEN 17318, X
MEEHN 169 HEEL.

if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
WindowState = FormWindowState.Maximized;
}
else

{
ClientSize = new Size (1280, 720);
}

ZRAAAKTERL, FEEHCERE M. ii4, mREETNHCHIERAMERE
N> AR EF RIS AR R LR R R ER . ZRAFZ AR R Loy

YRS PR, TR ENS RS, ZARE LERBH R
T . BRYE OpenGL FIM O ELBEHAMIE T, {B2 OpenGL BRI RH A 1:1, BI—4
ENT. ENEEIRITFHUBRET A 4:3 58 16:9. OpenGL MWL Z BTN 1:1, REXXE
BRAREBEMERL. ATBSEXMNMRE, LABSEREERE.

6.4.3 HIIEK

TR RS E B R 2D Bl fr, (B OpenGL AEEAIRE 3D $idlE . BT LUK
3D R G 2D FER L UL B AR . ROVOENBEEG S AR ESERHER
FIEMB AR . WERY, ESBURERERT 2D BE, fli-FUERESITR, 2D ¥R
Ak, EMBEERER T 3D ¥R, Flin FPS ##%.

ENBESARAERER, ENMNERAMASEEREE, NMEREERE, EMX
PRAER . MAESURETD, BRENFDH. XERHEZHEEXT.

6.44 2D @K

8 3D IR FERBEY 2D BE.
#£ Form.cs FERIN—A %A Setup2DGraphics 1357 & 1.

private void Setup2DGraphics (double width, double height)
{
double halfWidth = width / 2;
double halfHeight = height / 2;
Gl.glMatrixMode (Gl.GL_PROJECTION) ;
Gl.glLoadIdentity():;
Gl.glOrtho(~-halfWwidth, halfWidth, -halfHeight, halfHeight, -100, 100);
Gl.glMatrixMode (Gl .GL MODELVIEW) ;
Gl.glLoadIdentity () :
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XEBAEEE £ NEH OpenGL E#, HETCHIH+2F . OpenGL 5 % FsEREEER.
{f GL_PROJECTION &5 OpenGL HIRZE. RAEKZ /G, FH 1 OpenGL A #AE W
B . BT MEBUXANMERE, VB — AN ESRRER.

glLoadldentity X¥WER LEHBREFR. T— M4 glOrtho BV T EHHEEM,. T
HFIH T XA REH 6 MSE.

void glOrtho (GLdouble left,
GLdouble right,
GLdouble bottom,
GLdouble top,
GLdouble nearval,
GLdouble farval):;

B4 NSEERE THAMEN K. B 64 BRTIEHERE, UK 6 MBI
BREmW. JE, RREAEREN R, REEAMBH. EEREATELS, TL
3 T T AARES .

Gl.glOrtho (0, width, -height, 0, -100, 100);

T 38 by o}
A
d
F4
A ///
Ei———— /// E
WA
< | >
J&& 8
z
v
Y
K64 FEHHRE

B HRAMERIE PEHAEFE. MR-ADNAN z MERZEFEER, ZHARS
BER., MBRUEFEER, EEARASEER. —Sokil, 2D BER z ALBEIE BN 0,
FrLLZi FEHAEER. eI FER D AEREES T .

B R BT LAZE Form.cs MR AA .
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public Forml ()

{
// Add all the states that will be used.
_system.AddState ("splash”, new SplashScreenState (_system));
_system.AddState("title_menu", new TitleMenuState());

// Select the start state
_system.ChangeState ("splash");

InitializeComponent () ;

_openGLControl.InitializeContexts();

if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
WindowState = FormWindowState.Maximized;
}
else
{
ClientSize = new Size (1280, 720);
}
Setup2DGraphics (ClientSize.Width, ClientSize.Height):
_fastLoop = new FastLoop (GameLoop) ;
}

ﬁmﬁ%ﬂ@iﬁ’]‘ﬂ‘f’ MEEEFOIEPES., A, & OnClientSizeChanged [Ali
ik FEGR XY Setup2DGraphics HEH .

protected override void OnClientSizeChanged (EventArgs e)

{
base.OnClientSizeChanged(e) ;
Gl.glviewport (0, 0, this.ClientSize.Width, this.ClientSize.Height);
Setup2DGraphics (ClientSize.Width, ClientSize.Height);

}

HRERESERE A=A, BRE=ABHNRKNERERHE — OpenGL ¥fL. FIHEH
REARNREENGERZHNBA, UMK IMEAE. XMNFRBEERER %
ERMEES R 1280 R 720 8K, ZARREE-IMMEE, HEBREALEER.

FEPXA R — AN AR TR A=A KR. RIA=ZHENLHT, FHEE
MEEMN 1 MREDTHR 50 MRE.

Gl.glColor4d (1.0, 0.0, 0.0, 0.5);
Gl.glvVertex3d(-50, 0, 0);
Gl.glColor3d(0.0, 1.0, 0.0);
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Gl.glVertex3d (50, 0, 0);
Gl.glColor3d(0.0, 0.0, 1.0);
Gl.glVertex3d {0, 50, 0):

XeE=ABHAT . KEZH 2D BREAFAN=ABREE— MU TR RExT
XA TGN SO, A H G 2D Wk e R B R A .

6.5 IR

SRR NE —PREUB—ANAE. =fHH 3 MR AKE, WHFENH 4 ADTHA
ik, Wl 6-5 Fimm. BARR—ANEHEEXMNIFRITE, FHEA—NEMPAE AT
FE. BE-ANETTHRTREHFER M2 Renderer. 7ESIL Render 1 Sprite 22 /7, H%
BEMNERATRSMBEH. TEHSH T —S04R8, BHrTnAERBR.

Renderer renderer = new Renderer();

Sprite spaceship = new Sprite();
spaceship.SetPosition(0, 0);
spaceship.SetTexture ( textureManager.Get ("spaceship"));

renderer.DrawSprite (spaceship);

1

Y

=A% h 3 ATRAWA, #/H GL_TRIANGLES fIg

\ /

kil 4 MRS, 1 GL_QUADS f&

B6-5 XEREIAF
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VU7 FE i 4 N, ERBEHMEH 6 MHALHWA=AK, BdXR N M=MAF
AT, B REEEREE=/AE, RUFE518RE eI REI Rk = A
FEBE =MW . oREHRNTTRAE 6-6 Frax.

1 4 5 1 4 5
L] |

3 2 6 3 6
| L]

JI GL_TRIANGLES, HJLA#H 6 AN sk ple— Mk
MATE 1. 4F 2. 6 M EESHE, MOE T — MKk

B 6-6 {ERWA=MIEH RPN

1EFIR M RN TR B TEREZENAE. BAELERS—HHE, REEH
GameStructure 5 H BI 7] . £l —N M IGameObject k& FIHT2, K5 Ar 4 A DrawSpriteState .

class DrawSpriteState : IGameObject
{
#region IGameObject Members

public void Update (double elapsedTime)
{
}

public void Render ()
{
}

#endregion

}

BB TRER R & T 38 AJ using Tao.OpenGl;, #RJ5 4 AT LAf#H OpenGL fi4. X
AN FERCRSH B TR RS, ENZERFEIERRMmE. BEOTHI~ER
Form.cs H A4S,

public Forml ()

{
// Add all the states that will be used.
_system.AddState ("splash", new SplashScreenState(_system));
_system.AddState("title_menu", new TitleMenuState());
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_system.AddState ("sprite_test", new DrawSpriteState());

// Select the start state
_system.ChangeState ("sprite test");

R LAT AR RLHRE. BTXBRERKER—ANTED. T RED R
PANZMAIBHS A — AN ES KM L. OpenGL &I 4 75 2% =T .

public void Render ()
{
Gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0£f);
Gl.glClear(Gl.GL COLOR BUFFER BIT);
Gl.glBegin(Gl.GL TRIANGLES) ;
{
Gl.glVertex3d(-100, 100, 0); // top left
Gl.glvVertex3d (100, 100, 0); // top right
Gl.glVertex3d(-100, -100, 0); // bottom left
}
Gl.glEnd();
}

XBAERRE TR EEEY. BITXBAEEE A WE 6-7 FrRrE&.

=4

B 67 MAEKH XS

LBIE_AEBMRET B IR T, HALEA LARTUL RiaLtlAT A

MTHA, BRLHAETARTA. QX0 MR N Z R RALE E¥I00REH
Jaid.

Gl.glvertex3d( 100, 100, 0); // top right
Gl.glVertex3d( 100, -100, 0); // bottom right



HE6E HM&EHM 103

Gl.glVertex3d(-100, -100, 0); // bottom left

XEAN=ZATEHR T — N EBRIEA . FARFIAERFRBERTSRIE . FHik,
RBiEERENRERIFFEEN. LT ER 200 X200, OpenGL ¥ H HHHHLI 2
R, 200 XAMEMBAATLLRER ., K%, XEEFERTEN 200 1 OpenGL HALIM
1200 NMRE, HEHABRRFRIEMMN. WAE, BROREE. SEN BEREERD. Nix
1 75 BB X E 1A

double height = 200;

double width = 200;

double halfHeight = height / 2;
double halfWidth = width / 2;

Gl.glBegin (Gl.GL_TRIANGLES) ;

{
Gl.glVertex3d(-halfWidth, halfHeight, 0); // top left
Gl.glVertex3d( halfWidth, halfHeight, 0); // top right
Gl.glVertex3d(-halfWidth, -halfHeight, 0); // bottom left

Gl.glVertex3d( halfWidth, halfHeight, 0); // top right

Gl.glVertex3d( halfWidth, -halfHeight, 0); // bottom right

Gl.glVertex3d(-halfWidth, -halfHeight, 0); // bottom left
}

E S, ERIAKEENREAEERED, XS DRY R, BAERES
BREEMNEE, FEERRENBRTBIERL.

6.5.1 E{LBR

RARESBBHERANAD, HELREHMHEEUME. ETRARNE RIXFI 6
AR

double x = 0;
double y = 0;
double z = 0;

Gl.glBegin (Gl.GL_TRIANGLES) ;

{
Gl.glVertex3d( x - halfWidth, y + halfHeight, z); // top left
Gl.glVertex3d( x + halfwidth, y + halfHeight, z); // top right
Gl.glVertex3d( x - halfWidth, y - halfHeight, z); // bottom left

Gl.glVertex3d(x + halfWidth, y + halfHeight, z); // top right
Gl.glVertex3d(x + halfWidth, y - halfHeight, z); // bottom right
Gl.glVertex3d(x - halfWidth, y - halfHeight, z); // bottom left
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}
Gl.glEnd();

1X 55 B TH AR RALL, HEIRAE x. y Fl z AL B A LB XMIBREBENHAEH SO
ZRGHx y M z{H, RENLGBIHNFE.

6.5.2 FROATMERLIE

BEENHBIV TR LIRES . AL, BFEHBTRMNER LS gE g W
., FEABR-NEEERARRANFFRGHE, 48— TextureManager RS L
{EWEB, OpenGL it — 8% id k5| L, SOREWKFMZid, URSEKREEMN
=,

public struct Texture

{
public int Id { get; set; }
public int Width { get; set; }
public int Height { get; set; }

public Texture(int id, int width, int height) : this()
{
Id = id;
Width = width;
Height = height;
}
}

SEEFEAEIR. ERWERBOAR this WG, FAXRE—THWRY, FEAHN
EAEFH R B3l p U ] 28 T ENI IR LA

BT K, TextureManager WEEAL [ INER G EEHE, FHKLE S OpenGL #RALH] id B
k. gEthsS5—AMALTEMLIRXES, UNERF RS, NERSGEHARSEEK
H— ST A Tao.Devil HINFTE F. #2550 Tao.OpenGL # W 1 J77 ik e .
Devll £ Developer's Image Library K485 . T A LU AL HE A4, 4t OpenGL i H.

Devll FERE RKIZITHE DLL X, XESCH4 WS — kIS0 TR B F 4.
XA B R ATEER bin\debug. $RE] Tao HERHHFR, 'ERATAER C:\Program Files(x86)(EFE
Windows XP H1f] C:\Program Files H 3¢). #&F\TaoFramework\lib }3 DevIldll. ILU.dll F0
ILUT.dIl 412 bin\debug HxH. HERME, EFERFTEHIHK dl ZH1Z| bin\release
o SERIXEERIEE, BAT LT Devll T .

WIPIEGRA Devl BE, FH38EH1E OpenGL FEHE . Form.cs 4144 Devll f—4
ARERPLE . HERAE Form.cs SCAERITREBA N T using i&6), WTFAHR.

using Tao.DevIl;



$6¥ HMEMH 105

RisEEAERHERE D, T EAKRE.

// Init DevIl

I1.i1Tnit();

Ilu.iluInit();

Ilut.ilutInit();
Ilut.ilutRenderer(Ilut.ILUT_OPENGL) ;

Y- F12K TextureManager. FESCHFTRER, #RIN Devil 71 OpenGL i using 4]
FEA M TextureManager {3 F B 7R .

class TextureManager : IDisposable
{

Dictionary<string, Texture> textureDatabase = new Dictionary<string,
Texture>();

public Texture Get (string textureld)
{
return textureDatabase[textureld];
}
#region IDisposable Members

public void Dispose ()
{
foreach (Texture t in _textureDatabase.Values)
{
Gl.glbheleteTextures(l, new int[) { t.Id });

#endregion

}

XANHKSLIT IDisposable, BERMRBEHHBREN SMAFTIRRLHE. BoiHmE——
MREE Get, BEIZILHEMEHIEASH, HFREAERBROLERE. MEBEAELE,
BRI R

TextureManager F B/ T —ANRVG: BEERAE NER B LSE K K 8.

public void LoadTexture(string textureld, string path)

{

int devilId = 0;

Il.ilGenImages (1, out devilId):
Il.ilBindImage(devilld); // set as the active texture.
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if (!Il.illoadImage (path))
{
System.Diagnostics.Debug.Assert (false,
"Could not open file, ["™ + path + "].");
}

// The files we'll be using need to be flipped before passing to OpenGL
Ilu.iluFlipImage() ;

int width = Il.ilGetInteger (I1.IL_ IMAGE_WIDTH) ;
int height = Il.ilGetInteger(Il.IL_IMAGE HEIGHT):;
int openGLId = Ilut.ilutGLBindTexImage();

System.Diagnostics.Debug.Assert (openGLId != 0);
Il.ilDeleteImages(l, ref devilId);

_textureDatabase.Add (texturelId, new Texture (openGLId, width,
height));
}

Devll FEFH T %M 72 OpenGL, FrLABER#E N5 OpenGL RE. A —IEE . REH
EE. B REEREFABERERSZMZE R . ilLoadimage A TIESERHIE i 2
WFF . REXTE A iluFliplmage, X2 YHBHE R . KZHGRNVEFBEAHT
R, A HEFE OpenGL FIEHHIERE. RAEEWEANRENSESE. &/5, Devll
SRR TRSEY OpenGL id g8 REXK. id. WEMSENFERELEHLS, &
FHiZBHPIRFE. A Devil 7 AFTINARREE LR . FEEH ilDeletelmages BTN
XEHHE, FAIXEEEE O M Devll #3592 T OpenGL .

MR TextureManager HELE . AA-BEENAN Asset HRT A LI E|—A TIF &
B facetife K CHEFIFIHE B3RP . HAE Visual Studio ', HifiH, R/FER
H PSR b % Add|Existing ftem 4. RATHITIXA TIF SR MEIE . X%
TH—AIEE A T BEZEF, R RS 2828 M C# Files 2 All Files. JE#% face.tif.
B J5— 27 Solution Explorer Hi%$E face.tif 3, 4iHE, REEHBIRERATE
#% Properties 74, WA 6-8 fizn.

ErRMEANFBHER T B A XHREHE. ¥ 5B Copy To Output Directory (24 Copy If
Newer. XA 4R HE bin HR, BITEFN, XHLRSEERKME. KL
B LERE R AR MEIR B, HXRREREFHR N T ERER—FR#
M7,
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YuEk.

B i

i% Chapters._§ Temuetanager | LoadTexturn(stnng testureld, sing p‘.og‘

3 open
Opan With..
Excluda Fram Projust

e B
X 2 Cow

set £ textuceld S
Rentme.

L Propesies

System Diagnastics
i1Deletelnages (1,

D 0Emon © 1 8Wamings & i Messages —

Descrgtian

B 6-8 EEIMHIAME

ILAE ] LATE Form.cs LM A& TextureManager X1 %, 5K HAANE A FEEFRE.

TextureManager textureManager = new TextureManager();

public Forml ()
{
InitializeComponent ();

_openGLControl.InitializeContexts();

// Init DevIl

I1.i1Init ()

Ilu.iluInit();

Ilut.ilutInit();

Ilut.ilutRenderer (Ilut.ILUT OPENGL);

// Load textures

_textureManager.LoadTexture ("face™, "face.tif");

// Add all the states that will be used.
_system.AddState ("splash", new SplashScreenState (_system));
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_system.AddState ("title_menu”, new TitleMenuState());
_system.AddState ("sprite_test", new DrawSpriteState());

// Select the start state
_system.ChangeState("sprite test");

Form.cs X B BB S A& TextureManager, #1864k Devil FE, R)52AMME 2
A face.tif IGUH . BITZEF. MRGIEFHBIT, Baklf, IIEFAT LGS s
H, WRARELT, HEE ST HEET .

R B F|HH Unable to load DLL 'xx.dll": The specified module could not be found, i}
B RIS AN AE TR B xx.dll. P iZIEIX 4~ DLL X8 %) bindebug H FH . MEZEZ+
REERXAN M. WREH, M Tao ERPRZ MR HIL K.

R 178 3+ BadlmageFormatException, X5 MBS LR, Hk, BFEM
# Devll FERTB R T 198 5 AT RE A9 IR KR 7E 64 A7°F & LA Visual Studio 2008 AT K.,
{BEERAETXT 32 RIFHATHRIRR . ARUUIX A 1) JR 1) B 8] B2 /7 VA /2 7E Solution Explorer 145 H I
H. SRFGET I PREESE B P B #% Properties dir4. S MK Build E5iF, & 6-9 Fias.

file Edt View Project Build Debug Dy Teoh Tast Window Help

=2 o - gdelR P Debug » Any CPU « | B OnChectddedOuringhutaPron » - 53
formles’ Totuecs | Todweasage cs | kbt setadana] 31 Tes ¥
Applicstion —
Conhguntier: Actws Debug) > Patorm | Adtie Bey £5L
Buisbn | O™

o Canditionst sempiation wimibols
At o, DreFene DERUG constant

Resourses. /1

. Define TRACE constart

Sanices ———

Platform target: % % S
See Aliow unsafe code ~y
4

Optmae code
Sarng Ervors s wamng:
Secusty Warong ieve
Pugiish Suppress wamings
| Treatwamings a5 emons
# No
Spasific wamings
an
Outpt
Tocibex ©_Jlerume
Fmd et
i i g g Pt Resutts 1 ST Skl s

K69 HEFEWMHREN

Platform Target 3510 — A~ FHzHE. £ x86 LT, X¥4H3T 32 ML RAEBEITF-
BJ5, WRHE %] Assertion Failed /5 8, 188 KISCA R Could not open file, [face.tif], M
PEE T HEE H P WAE facetif. AILUKIIZSCHEE HIBIEFALE, SEHFEREL EHRLE
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BT RBRTTRF
6.5.3 LUEER

mBLHE G, RAERZFEREMNT . SCERSERIH#H EAEMN0E 1. 0, ORE L
f, (L DEATH. NTHHE, @AMy, WEAMUMY,

K 6-10 Bon THATHARK 2DWU, VAR IABE 2 3D THAALE . HIUJ7FEREIRIL
HAUTAEE, AU, NBRSENES.

0,0 0.0

|

U, VA bRB I T5 R A B

| ——

11 ]
Vertex 1uz 0.2 v: 0. \

Vertex 2 u: 0.4 v: 0.4
Vertex 3 u: 0.2 v: 0.4

6-10 (U, Vymeat
iR A] DrawSpriteState 2. T E I —/N 3% TextureManager £ 42 K1 R .

class DrawSpriteState : IGameObject
{ ;

TextureManager textureManager;

public DrawSpriteState (TextureManager textureManager)
{

_textureManager = textureManager;

}

1F Form.cs ', FEIi% TextureManager £ A\ F| DrawSpriteState #JIERE+ . FEHFRR
PO RMGERAS .

AT AL, FEEVF OpenGL HEhgUHEENR, RGKLERENTEIISEEHE. i
B ATHEHLYWHENSEENENHLERFER. BE, BIMTABTFERK -4 2D
SHEAE . XEREMNO,0)BEB|(1,1), FrLLREER 2 BRIEEE.

R HFEHE - AR RELHEGE, SRWHE 6-11 fir.
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Bl 6-11 R 2ANDH 77 6 5 B S0 st

Texture texture = _textureManager.Get ("face");
Gl.glEnable (Gl.GL TEXTURE 2D);
Gl.glBindTexture (Gl.GL TEXTURE 2D, texture.Id);

Gl.glBegin (G1.GL TRIANGLES) ;

{
Gl.glTexCoord2d (0, 0);
Gl.glVertex3d( x - halfWidth, y + halfHeight, z); // top left
Gl.glTexCoord2d (1, 0);
Gl.glvertex3d{ x + halfWidth, y + halfHeight, z); // top right
Gl.glTexCoord2d (0, 1);
Gl.glVertex3d( x - halfWidth, y - halfHeight, z); // bottom left

A=A AR R B 77 B .

Gl.glTexCoord2d (1, 0);
Gl.glvVertex3d(x + halfWidth, y + halfHeight, z); // top right
Gl.glTexCoord2d (1, 1);
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Gl.glvertex3d(x + halfWidth, y - halfHeight, z); // bottom right
Gl.glTexCoord2d (0, 1); -

Gl.glVertex3d(x - halfWidth, y - halfHeight, z); // bottom left

REX GO BN BT . REXRGRTU AKX, EEHERE
4.
e N SR IHE R T RERIZI4, MR8 DRY R, NiZdEei s B d. WUy
FERIU, MBRG T LUEE P A RARRR, B2 EARIU NS BERA T ARUNLE.

flcat topUV = 0;
float bottomUV = 1;
float leftUv = 0;
float rightUv = 1;

Gl.glBegin (G1.GL_TRIANGLES) ;

{
Gl.glTexCoord2d{leftUV, topUV);
Gl.glvertex3d( x - halfWidth, y + halfHeight, z); // top left
Gl.glTexCoord2d (rightUV, topUV);
Gl.glVertex3d( x + halfWidth, y + halfHeight, z); // top right
Gl.glTexCoord2d(leftUV, bottomUV);
Gl.glvertex3d( x - halfWidth, y - halfHeight, z); // bottom left

Gl.glTexCoord2d{rightUV, topUV);
Gl.glvVertex3d(x + halfWidth, y + halfHeight, z); // top right
Gl.glTexCoord2d(rightUV, bottomUV) ;
Gl.glvVertex3d(x + halfWidth, y - halfHeight, z); // bottom right
Gl.glTexCoord2d(leftUV, bottomUV);
Gl.glvertex3d(x - halfWidth, y - halfHeight, z); // bottom left
}
Gl.glEnd();

MAEREZHBEL U. vV 2R BEEARN00), BATARNE2). ¥4 THBH
N1 AL EAMATAZBARNNGE, BEREN 4.

6.5.4 alphaiBESfER
RS R BV R —FIRE WATE R EBEENREN Assets TR PIER KR
face_alpha.tif. XK 3CHFF 4 NMEE, SRR OE. S, WA alpha. alpha #iEE

BT ERFAMAEDE. RBARMAT—NEEK TR, ¥ face alpha STAHRMBIRE .
FTEEINEE TextureManager .

// Load textures

_textureManager.LoadTexture ("face", "face.tif");
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_textureManager.LoadTexture("face alpha™, “face alpha.tif");

7£ DrawSpriteState ] Render i+, ¥ FHX—4T

Texture texture = _textureManager.Get ("face");
Texture texture = _textureManager.Get ("face_alpha");

AT LN E G Z R K B RS 2ME. XRFNEERF #51F OpenGL %
ZALHEY . OpenGL FHIEHZEILR -G LK. OpenGL ¥ B2 L HIFIMB R MK E
R ELFRIMETX R RBITRS.

Gl.glEnable (Gl.GL TEXTURE 2D);
Gl.glBindTexture(Gl.GL TEXTURE 2D, texture.Id);
Gl.glEnable (G1.GL_ BLEND) ;

Gl.glBlendFunc (G1l.GL_SRC_ALPHA, G1.GL_ONE MINUS_ SRC_ALPHA) ;

HAFERARSE. X EHM 2D g E5mREP R ITHE. RELARE
blend B#{. blend REFEZHANSH. B—ITSHBRELF BB X KRG RIE, 5
TASEE U BRI T X P R R . B LHI R X A A E i fg

“Y1BE”. GL_SRC_ALPHA ¥ F{& N KM alpha {E[$54 . GL_ONE_MINUS_SRC
ALPHA ZH 1 3245 MR EW alpha ENHES. X MEASEH K alpha FEBENGRE
BRI X . glBlendFunc B XURGFEMMEN XL EK R, G. B FI{E, REKixXE
RS NS P X .

BB AT A RS B RIREIR, WX KPIEEIES L B, SR EE KA RGBA
(0,0,0,1). HEMEK U S ZHMARMBRELT, AEKEMNGEREDAK, HE alpha
8% 0. RGBA 1H—#&8(1,1,1,0).

ER T RRSOE N AERKIERBRES, 01/ alpha E#¥ 4 0. 1 28 alpha FIE
H(1-0), JHRA 1. WHEFIHRIMEMXBETRE, BMEARESIEBZEN alpha 3,
RIERAHMIB RS 1 IREVFEED alpha HE B FIFEMT, REKHEAG RN,

incomingRed x 0 + frameBufferRed x 1
incomingGreen % 0 + frameBufferGreen x 1
incomingBlue % 0 + frameBufferBlue x 1

ATLUEE, HHXMBEERN, EARGRERAR, ERBNAREHESR. —B&RHM
AT

(incomingRGB x incomingAlpha) + (framebufferRGB x (1 — incomingAlpha))

ZRTERXMARME R, SIFEREAR alpha {52 1 5% 0.5, XHEE OpenGL 4T
BEBIENTTR.

EBITRFE, BRNERN GG R OEHE.
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6.5.5 EHBIEBIHER

HETARERARE 4. REERGE. U, g, 8. RENRERTIE
5o ST RBTHEREE —FE LKRERBHRBE. EFZHRT, AT S
@, BATUREAREE, URSIAFFER. XEHEESHE RSN,

VRN =M, CENHTIMRARMER . FNTAEHER T T —MHHie.
MR RE FHE, REFMANTRASLEXMEE, KEXSLHET.

REERE -G, REIME TR RTRSHAE.

float red = 1;
float green = 0;
float blue = 0;
float alpha = 1;

Gl.glBegin(G1l.GL_TRIANGLES) ;
{
Gl.glColoré4f (red, green, blue, alpha);

XBAI SRR B A . 150 alpha K EME R RMEVIE . ERXBERBE,
1R 5 5niE I FTE L H alpha M 0 BEE SR 1, LHEAKR.

RS, SRR R EATRRLRAAEELN . SCIRTER, BREHTA
REN—HMHE, BIHRKEERERD TS —F B . OpenGL KX BEAMTHEME, HA
IR —HIZE.

6.5.6 Sprite %0 Render &£

MHECERA T HR WAL, HIERARBEA SRR, mWAREER. HEH
P AR TR T, Bifs, MEMUREREHTREE S QRMINEY . FREE
R CHERIE XS RUIR SR, BRFRBEREEABTHR, WNFUREENR
B, CAMEEARS IEFM{ERH OpenGL.

Sprite 28RS REIE, HEFE N HIMK Renderer FRMNITTERAFFR . DUXFf
AR TREE, SR MELE S .

THSMT 3G,

[Structlayout (LayoutKind.Sequential) ]

public struct Vector

{
public double X { get; set; }
public double Y { get; set; }
public double Z { get; set; }

public Vector(double x, double y, double z) : this()
{

113
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X = x;
Y = y;
Z = z;

[StructLayout (LayoutKind. Sequential) ]
public struct Point
{
public float X { get; set; }
public float Y { get; set; }

public Point(float x, float y)
: this ()

Xs

- K X -
|

[StructLayout (LayoutKind.Sequential) ]

public struct Color

{
public float Red { get; set; }
public float Green { get; set; }
public float Blue { get; set; }
public float Alpha { get; set; }

public Color(float r, float g, float b, float a)
: this()

Red = r;
Green = g;
Blue = b;
Alpha = a;

}

TR mE D, MERE—FMBREHMNTR. eNEESLES 3D Fiat M ERE,
HEGHERANX, y, 2E. ME—RATRRMIE, FHAXBELSERBEMRR. XEMH
BEAETEMTE, BREEEHRRENFRE, RITSLSFERETMER.

IF) B8 45 H) 01 At BT 7 45 6 38 ST 038 B N B T [StructLayout(LayoutKind. Sequential)]
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k, XEFEMEH SIS — using iEH].
using System.Runtime.InteropServices;

XETCBIE G FRIFE, ERCEFESHAETXENGFIAREH. IHRER
S 5FH CESwER OpenGL FEBHITAZ H. .

Point £ WP THIR (U, V)AFR. SOBAAPR AT ENREE, FrUMER T % 3. Color
FT#HR A B .

Renderer 2540 F 7R

using Tao.OpenGl;

using System.Runtime.InteropServices;

namespace GameStructure
{
public class Renderer
{
public Renderer ()
{ .
Gl.glEnable (G1.GL TEXTURE_2D) ;
Gl.glEnable (Gl .GL_BLEND);
Gl.glBlendFunc (G1.GL SRC ALPHA, Gl.GL ONE_MINUS_ SRC_ALPHA);

public void DrawImmediateModeVertex (Vector position, Color color,
Point uvs)
{
Gl.glColor4f(color.Red, coclor.Green, color.Blue, color.Alpha);
Gl.glTexCoord2f (uvs.X, uvs.Y);
Gl.glVertex3d(position.X, position.Y, position.Z);

public void DrawSprite(Sprite sprite)
{
Gl.glBegin(Gl.GL_TRIANGLES) ;

for (int 1 = 0; 1 < Sprite.VertexAmount; i++)
{
Gl.glBindTexture (Gl.GL TEXTURE 2D, sprite.Texture.Id);
DrawImmediateModeVertex(
sprite.VertexPositions[i],
sprite.VertexColors([i],
sprite.VertexUvVs[i]};
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}
Gl.glEnd();

}

L& ST, Renderer W EHIXMAHENR AR . DITEXEE:VETERE T B B 3T
—, TMARBETEBHEGWHAT —IK. DrawSprite REHFTELRER . FrH OpenGL
WHEZaRAEE, —MNMAARELSE, - MAHRESGE. LB U, VALE.

RIFELRA T Sprite KT . WEGAS T ERRRKI7E, LR H © R DR
FRBEEHBRERER, UNERTRERER/ERER, RESULAT SRR,

public class Sprite
{
internal const int VertexAmount = 6;

Vector[] _vertexPositions = new Vector [VertexAmount];

Color[] _vertexColors = new Color[VertexAmount];
Point[] vertexUVs = new Point[VertexAmount];
Texture texture = new Texture();

public Sprite ()

{
InitVertexPositions (new Vector(0,0,0), 1, 1);
SetColor (new Color(1,1,1,1));
SetUVs{new Point (0, 0), new Point(l, 1));

public Texture Texture
{
get { return texture; }
set
{
_texture = value;
// By default the width and height is set
// to that of the texture
InitVertexPositions (GetCenter (), _texture.Width, _texture.
Height) ;
}

public Vector[] VertexPositions
{

get { return _vertexPositions; }
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public Ceclor[] VertexColors
{
get { return _vertexColors; }
}
public Point[] VertexUVs
{
get { return vertexUVs; }
}
private Vector GetCenter ()
{
double halfWidth = GetWidth() / 2;
double halfHeight = GetHeight () / 2;

return new Vector{
_vertexPositions[0]).X + halfWwidth,
_vertexPositions([01.Y - halfHeight,

_vertexPositions[0].Z);

B E 8

private void InitVertexPositions{(Vector position, double width, double

height)

{
double halfWidth = width / 2;
double halfHeight = height / 2;

// Clockwise creation of two triangles to make a quad.

// Topleft, TopRight, BottomLeft

_vertexPositions[0] = new Vector (position.X - halfWidth, positien.Y +
halfHeight, position.z);

_vertexPositions[1l]= new Vector(position.X + halfWidth, position.Y +

halfHeight, position.Z);

_vertexPositions[2]= new Vector (position.X

halfHeight, position.Z);

// TopRight, BottomRight, BottomlLeft

halfWidth, position.Y -

_vertexPositions[3]= new Vector(position.X + halfWidth, position.Y +

halfHeight, position.Z);

_vertexPositions[4]= new Vector (position.X

+

halfHeight, position.Z);

_vertexPositions[5]= new Vector(position.X

halfWwidth, position.Yy -

halfWwidth, position.Y -

117
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halfHeight, position.Zz);
}

public double GetWidth ()
{
// topright - topleft

return _vertexPositions[l].X - vertexPositions[0].X;

public double GetHeight ()
{
// topleft - bottomleft

return _vertexPositions([C].Y - vertexPositions[2].Y;

public void SetWidth{float width)
{
InitVertexPositions (GetCenter(), width, GetHeight());

public void SetHeight (float height)
{
InitVertexPositions (GetCenter (), GetWidth(), height);

public void SetPosition (double x, double y)
{
SetPosition{new Vector(x, vy, 0)):

}

public void SetPosition (Vector position)
{
InitVertexPositions (position, GetWidth(), GetHeight());

public void SetColor (Color color)
{
for (int 1 = 0; 1 < Sprite.VertexAmount; i++)

_vertexColors[i] = color;
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public void SetUVs(Point topLeft, Point bottomRight)
{
// TopLeft, TopRight, BottomLeft
_vertexUVs([0] = topleft;
_vertexUVs[l]= new Point (bottomRight.X, topLeft.Y);
_vertexUVs[2]= new Point(topLeft.X, bottomRight.Y);

// TopRight, BottomRight, BottomLeft

_vertexUVs[3]= new Point(bottomRight.X, topLeft.Y):;
_vertexUVs[4]= bottomRight;

_vertexUVs[5]= new Point (topLeft.X, bottomRight.Y);

}

HTEE T SR EMN — S EERRE, Sprite RIBE K. ERESAMERBMEHS
QEEAUET N IXIKRER. REFYEE, BROBENGES QshREANLEE. €
A, TURBRECRAE. R, gEM U, VAR,

6.5.7 {EH Sprite 3

B RAEITREIR P UG, T RAAWAEH %K. ﬁﬂﬁﬂ/l\ﬁmib?ﬁ’b‘%?
TestSpriteClassState, #HMBPRERGE T, FHAN LRFPITHBITHRRRARS.
TestSpriteClassState 75 Z:8:3% TextureManager /£ A3 KB S5, LW DrawSpriteState —F .

Renderer _renderer = new Renderer();
TextureManager _textureManager;
Sprite testSprite = new Sprite();
Sprite testSprite2 = new Sprite():;

public TestSpriteClassState (TextureManager textureManager)
{
_textureManager = textureManager;
_testSprite.Texture = textureManager.Get("face alpha");
_testSprite.SetHeight (256*0.5f);

_testSprite2.Texture = _textureManager.Get ("face_alpha");
_testSprite2.SetPosition(-256, -256):
_testSprite2.SetColor(new Color(l, 0, 0, 1));

}

public void Render ()
{
Gl.glClearColor(0.0£, 0.0£f, 0.0£f, 1.0f);
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Gl.glClear (G1.GL_COLOR_BUFFER BIT);
_renderer.DrawSprite(_testSprite);
_renderer.DrawSprite( testSprite2);
Gl.glFinish();

}

EMRESERFIMNERIRER: — M MEREHE, 5 —MEREETREEDL, HE
AAL. XBRBEEASH. FEKMTIEEE Sprite 2850 Renderer K58k, XFHHE
REET—K, BRAIUEEMALESEH, rUEEfR g ET S A R_IEER LEN.

I B B R RUGE S S (U, V) ARAR BB B SO, RT DM X e Rz ghie k. LB
PABEET R EZE . XM %XERFHEA TR BHHMBEITHR, EEUTLUERMAAME. W
RAHENBENTF, TURLEFREFENAR, EFIMFCIRFRALE S, XEH
DT REKRHE .
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REFHFRAFELE, HAZDENBRBTEERIFE A RE KL,

SCAE PR AT AR R AT P B ENE. A MRBENFRREHAEAE,
A FRMBAHER IR RAXEARHBEHEHERE—PRBRIIR. IHITERA
ST REEMES T, AEEMESEWHIOTEESWYERRNARNEE.

7.1 FAREE

K 7-1 FIRIE— NS EAT OERER. HFA— SRS SHgEE. o] BaExA
SUEAE N HIC AN EAAEM. WREHAVNTRERR, AEXMHYUHEHARAE. Andreas
JOnsson ] Bitmap Font Generator & — ™A TR B F A HETHE, AJUUM Internet L
WEAXBRERN Apps XHFPEE]. E AT LAE True Type FARFE B AT LLEFR T &
BELENALE. B 7-1 FiRaEE e X7 NN . NABERENHR Assets 3L
R AR BIXANFHSE, DRERZSCENEERU, VAR —MNEEE .

HT BoRXMEE, BREET —AMFWME, HPEE - FRFRIRE TextTestState.
BH FARGUEAER font.tga FINE] T 30 H P (MBECELRLA) Assets CAFR P AT AR X L),
KAEH font XA id WERME TSR ERSFT . QIR MY, ¥H font SHERBE AN ZX
g, REEEPEEAPERTE.
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B 7-1 — D FikgH

class TextTestState : IGameObject
{
Sprite _text = new Sprite();
Renderer _renderer = new Renderer();
public TextTestState (TextureManager textureManager)
{
_text.Texture = textureManager.Get ("font"):
}
public void Render ()
{
Gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl1.GL_COLOR BUFFER_BIT);
_renderer.DrawSprite (_text);
}
public void Update (double elapsedTime)
{
}
}

XEfERaER HIEENFRERIAE. BEuERE, CIIAEREETAERTHE.
RIGEHXTEE SetColor MARIITHIER . XSFEFREREBRA. FHAMAABRERE
PR

BEHPEANFH, DABEBRN UV RE. ZdMATEHR UV ER.

_text.Texture = textureManager.Get ("font");
_text.SetUVs(new Point(0.113f, 0), new Point(0.171f, 0.101f));
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XL —MERKHETGHS . XafrgdeiE A, BRI/ MR A 256 14
EX256BE., FERILFSHERRKBARMIIRRE 15BEX26BE. BUFEMEE,
BERLERNZWE 7-2 BiR.

_text.SetUVs(new Point(0.113f, 0), new Point{(0.171f, 0.101f));
__text.SetWidth(15);
_text.SetHeight (26);

e e e

UCEaREE G 110 SNSRI B e | D m S R

72 BAFER

XA UV BIEAERTCHSABERBRT —ADHE, e LUEHE Rk, wE 7-3
B RTEAFRELIEY b 4L E /(5 B2 B Bitmap Font Program 7£ 42 s SR (1)
AR . AT LU AR B ESRIREUE MR UV 245

B7-3 BAMNFREUVAER
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FlHgs £ M

7.2 FAREE

FHEHE R —MIRARXAEIA, HTFRRGEYHEBTH . A ENEEAR DR
BT LR, [FERATNEENTALERMEFERE . CEBEREEHRE,
IR RA E S MBI ERR H . THZR T 808 SO Ra LT

info face="Courier New" size=-32 bold=1 italic=0 charset="" unicode=1
stretchH=100 smooth=1 aa=1 padding=0,0,0,0 spacing=1,1 outline=0
common lineHeight=36 base=26 scaleW=256 scaleH=256 pages=1 packed=0
alphaChnl=0 redChnl=0 greenChnl=0 blueChnl=0

page id=0 file="font_ 0.tga”

chars count=95

char id=32 x=253 y=21 width=1 height=1 xoffset=0 yoffset=26
xadvance=19 page=0 chnl=15

char id=33 x=247 y=21 width=5 height=20 xoffset=7 yoffset=6
xadvance=19 page=0 chnl=15

char id=34 x=136 y=101 width=9 height=9 xoffset=4

BT 3 TRSKE R, WTLLZER . EA1EE THAR ARG R : FAEK/INA 32, 28134 Courier
New., BAIMFARREHATEMEXLEFER.

B AITHR T AP RE B OANER, EXEEH 95 MERF. EX—TZE, 7]
UEHENERRER, FREQETHERRME, UABRERNEENSTE.

rEEEE— MNP R ILNFERE, xoffset F yoffset Fl FRFFH. vy FRENREE
b 1 K. xadvance BERRER T LHTFHE, £ x M ENTHE. BRI AGTHRSE
—ANGERFEAE, X LR 220 page . EEGBHB TR, REZEGEMNER,
A ESERART SRR AR BARRMBIEEES, KNRFEFHBERSR.

EEEEREAGENEP.

public class CharacterData

{
public int Id { get; set; }
public int X { get; set; }
public int Y { get; set; }
public int Width { get; set; }
public int Height { get; set; }
public int XOffset { get; set; }
public int YOffset { get; set; }
public int XAdvance { get; set; }

}

CharacterData R BA TR N BHSH R PHES DT —&. 7£EEXHH, BIERF
#¥ A — CharacterData %1% .
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HTE BERXEF

AT EUR

CharacterData ZEREFIEE T P . FROBEENAROFR, W TFEHOARBITR.

CharacterData aData = _characterDictionary['a'];

GE-NFRERE, BRI FRARESENFRANMAEERE O Em. AT
AR SRR T, FEMAEITS. THERT MR ERETSRIAE. A
BRI FERBIESCE IR, ERIREANER T FRBEERNF .

public class FontParser

{

static int HeaderSize = 4;
// Gets the value after an equal sign and converts it
// from a string to an integer
private static int GetValue(string s)
{
string value = s.Substring(s.IndexOf('="') + 1);
return int.Parse (value);
}
public static Dictionary<char, CharacterData> Parse (string filePath)
{

Dictionary<char, CharacterData> charDictionary = new

Dictionary<char, CharacterData>();

string[] lines = File.ReadAllLines (filePath);
for(int i = HeaderSize; 1 < lines.Length; i+=1)
{
string firstLine = lines[i];
string[] typesAndvValues = firstLine.Split(" ".ToCharArray(),
StringSplitOptions.RemoveEmptyEntries) ;
// All the data comes in a certain order,
// used to make the parser shorter
CharacterData charData = new CharacterData
{
Id = GetValue(typesAndValues(l]),
X GetValue (typesAndValues|[2]),
Y GetValue (typesAndValues[3]),
Width = GetValue (typesAndValues([4]),
Height = GetValue (typesAndValues|[5]),
XOffset = GetValue (typesAndValues[6]),
YOffset = GetValue (typesAndValues[7]),
XAdvance = GetValue (typesAndValues[8])
}:
charDictionary.Add((char)charData.Id, charData):;

I
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return charDictionary;
}
}

XAMENTAARET B, T H R TSR ESRAE . SIEE using System. IO 35
], RIEARE MRS B ERECA SO . 484 CharacterData S5 E IR TR, SR/5 810 Id ik
SRR A — N RERSIM AR, 1d 2R EFREN ASCH $fl, HEARBIFES N CHN
char 28 BURHE ok IR BB 2755 .

7.2.2 {EH CharacterData

NEAB SRR LR T CARGR TR, REPAET —MHRE, BUER
FHRARLEMINH

class TextRenderState : IGameObject
{
TextureManager _textureManager;
Font font;
Text helloWorld;
Renderer _renderer = new Renderer();
public TextRenderState (TextureManager textureManager)
{
_textureManager = textureManager;
_font = new Font (textureManager.Get ("font"),
FontParser.Parse ("font.fnt")};
_helloWorld = new Text ("Hello", _font);
}
public void Render ()
{
Gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
Gl.glClear (G1.GL_COLOR_BUFFER_BIT) ;
_renderer.DrawText (_helloWorld);
}
public void Update (double elapsedTime)
{
}
}

XEMFHTHEAMNEE. HEE— Font 2K, EHiE T EMHMF 4. Font REENF
YRR FREFENSI . B AR Text 2K, FHFELRSCA . 7] LN LR AR F 44,
EENIZ AT U5 R .

Renderer P HI T —N841 A5 5 DrawText. DrawText 2% — /N CAMN R IE NS,
HAE R EI SERSCAR . LABHR MR INES, PreliE g n] LLEH & #) DrawSprite
A,
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EH - REELESEERHH, BI CharacterSprite 28, & AT REMEI LA EFH K
BN FFF - CharacterSprite KR B H MR : — MEAR AR R, 7 4b—1J2 CharacterData
%, FHEAERTERHULBRMERFRNER.

public class CharacterSprite

{
public Sprite Sprite {get; set;}
public CharacterData Data { get; set; }

public CharacterSprite(Sprite sprite, CharacterData data)
{
Data = data;

Sprite = sprite;

}

Text K& CharacterSprite B—AFR, ERFTHIIFREIRTF. SE A RRrRXE
FRERLUE, EHENERFLIE > CharacterSprite, REHEFI SRR . Text iEALEIE
mwmEE. REBWT.

public class Text
{
Font _font;
List<CharacterSprite> _bitmapText = new List<CharacterSprite>(});
string text;
public List<CharacterSprite> CharacterSprites
{
get { return bitmapText; }
}
public Text (string text, Font font)
{
_text = text;
_font = font;
CreateText (0, 0):
}
private void CreateText (double x, double y)
{
_bitmapText.Clear();
double currentX = x;
double currentY = y;
foreach (char c¢ in _text)
{
CharacterSprite sprite = _font.CreateSprite(c);
float xOffset

I

((float)sprite.Data.XOffset) / 2;
float yOffset = ((float)sprite.Data.YOffset) / 2;
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sprite.Sprite.SetPosition(currentX + xOffset, currentY - yOffset);
currentX += sprite.Data.XAdvance;

_bitmapText.Add (sprite);

}

XAFEAEHE T . CreateText IEURLEMZLITE, B FRBEERNAALE. X T8
MER, MK CharacterData, REHIEENBES ) x MIE., SMEFHEREHE A
WBE. iR SREETIR S OHITEMN, BRAEENE FAFHITE. I TH
RNmB BRGNP RUBM B R, FERRBERYE. FARERZ2EE, Aok
FEPAT R BRI R R B R R . MR AR B ERE SRR SB, BARAER
BEET, AP EIEFX 5.

BIGEFZBH— KR Font 5. Font KLRIF— M AR K CharacterData X5 ]
FHBE—MABA T, BT NFE AR UH TR 48, R /54 IE T —41 CharacterData,
BB R M BRI AR R .

public class Font
{
Texture texture;
Dictionary<char, CharacterData> _characterData;
public Font (Texture texture, Dictionary<char, CharacterData>
characterData)
{
_texture = texture;
_characterData = characterData;
}
public CharacterSprite CreateSprite (char c)
{
CharacterData charData = characterData[c];
Sprite sprite = new Sprite();
sprite.Texture = texture;
// Setup UVs
Point topLeft = new Point ((float)charData.X / (float) _texture.Width,
(float)charData.Y / (float)_ texture.Height);
Point bottomRight = new Point( topLeft.X + ((float)charData.Width /
(float) _texture.Width),
topLeft.Y +({(float)charData.Height /
(float)_ texture.Height));
sprite.SetUVs (topLeft, bottomRight);
sprite.SetWidth (charData.Width) ;
sprite.SetHeight (charData.Height);
sprite.SetColor (new Color(l, 1, 1, 1));
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return new CharacterSprite (sprite, charData):;
}
}

SRALHIUV AR LR E TR, {5 OpenGL SIBMIZSI I Y 0~1, EiHERFRA IR
i) x My ERRUSCEKI R EAEE, 7T LHERRERHN OpenGL 4K, CharacterData %1
HEEHFEAEY, FEECIERBIZRIT A, IHEEREZERIINERTHRESRH
INEAL . KGRI R S5 CharacterData {5 SR 'E, HARABR I E6A. IR TH
R, BMHEEMA—1 CharacterSprite, #R/FIRFIIXA K,

73 ERIK

FAERBEMATHET . XAKH—AEHENHR B fps(frames per second, FFbmi%). if
it fps W RAANEFARACERNZITEE . SPWEA TEHEEFUDRITIRBEA RS . AT
LI —RETE 30~60fps. WHMBHFA R ERGNEE ERKHE——NHEE, —
BAMEBBERE. BUHERRME—KIE 60fps £, HARESHES 30fps, EBRKE
RERAN IR RIZE AT AE 30fps KAk B R4 -

T30 B P RIEHR M — B EFSCIRE . FILFET FPSTestState, HELZHRIEAEE. HfR
K EHRINE StateSystem, FEFERABRAMBAIE RS XARESERA TextureManager
HENBE RETROIB AN SR . FTHFZRAER AN,

class FPSTestState : IGameObject
{
TextureManager _textureManager;
Font _font;
Text _fpsText;
Renderer renderer = new Renderer();
public FPSTestState (TextureManager textureManager)
{
_textureManager = textureManager;
_font = new Font (textureManager.Get ("font"),
FontParser.Parse("font.fnt"));
_fpsText = new Text ("FPS:", _font);
}
#region IGameObject Members
public void Render ()
{
Gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl.GL_ COLOR_BUFFER BIT);
_renderer.DrawText (_fpsText) ;

}
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public void Update (double elapsedTime)
{

}
#endregion

}

EMRACREET, FEHRS Renderer I DrawText V. X SUARLEI 25RO,
HIAE T S XA 8. DrawText FEEA B LA HLHBEBNMER.

public void DrawText (Text text)
{

foreach (CharacterSprite ¢ in text.CharacterSprites)
{

DrawSprite (c.Sprite);
}
}

ERXAN TR MBNE R AR UG, BT ERF DIER A “FPS:”, WHE 7-4
I

B 7-4 EHEHEICA “FPS:”

731 HHFPS

HHSBWEMRE L. SiHERPuEE, REEXNMES AR L. ik
ME, WRETEER. FPS B —AMiZBRTERRE LA MERSH R, SRETE
WM R P AR A SV E R B B MRS fps RARRR TR XRATT A KR 5
BT LAKDAE I 38 SRR OB R o
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AT FEEHREFERTEIF P AEM R EE, T — 2R numberOfFrames fiN 1. EH 15
B[ elapsedTime R —WiH T 2 KB, ¥ETH K elaspedTime AN, AT LA
S35 T LKEEl. £3¢ 1s 5, numberOfFrames SR 7E 1s NiE LA AT LUKSX /0D
BEF—ANEP, WTFHFR.

public class FramesPerSecond
{
int _numberOfFrames = 0;
double _timePassed = 0;
public double CurrentFPS { get; set; }
public void Process{double timeElapsed)
{
_numberOfFrames++;
_timePassed = _timePassed + timeElapsed;
if (_timePassed > 1)
{
CurrentFPS = (double) numberOfFrames / _timePassed;
_timePassed = 0;
_numberOfFrames = 0;

}

XANKHER AW DHESMPEATERLE . ¥ FramesPerSecond #3N%|
FPSTestState F, XHE AT LAMER Text RERFRFE L BoRER0Is.

class FPSTestState : IGameObject
{
TextureManager _textureManager;
Font font;
Text _fpsText:
Renderer _renderer = new Renderer();
FramesPerSecond _fps = new FramesPerSecond();
// Constructor and Render have been ommitted.
public void Update (double elapsedTime)
{
_fps.Process (elapsedTime);
}
}

MIEITHRAERT, BiA2 3% fps. — SR, FramesPerSecond ZKANAFE4E T FramePerSecond
2, M RB AT BELHE Form 259 . A H 1, 7E FPSTestState H 58 7 5 M3 FramesPerSecond.

public void Render ()

131



132 HiIHms = ;W

Gl.glClearColeor(0.0f, 0.0£, 0.0f, 1.0f);
Gl.glClear (G1l. GL COLOR BUFFER BIT);

_fpsText = new Text ("FPS: " + _fps.CurrentFPS.ToString("00.0"), font);
_renderer.DrawText (_fpsText);
}

HRAEAR ARG “FPS:” Ja Bon e #e 4 747 82 1 fps {H. 7E ToString JyiEF kiRt
T—ERAFR, XM fps B double RBIARFE WA TR B GE —ANDELL, T
HAE N AT B B 2N A

BTER, EFEACHMERES D, AREHWERMEZRA. XM REHE
T /DR, BRI . B 7-5 B TBiT 2 .

5], BRIV ENLEBoRNIZE A KL 60fps, KRR AR ERBERETIHTRE
[FI2P(V-Sync). XMIEH G528 7 AT LR R i

B 7-5 —A fps i HaE
7.3.2 IFEHFRHHIMWIER

T EALE R DR — RS E R I AME T AR R LR e BE % S B 1 B 1
MM, XA LU SR LR GRE, S, TR AR5 W ) H
PRI B A LI, WG st R S

FE-EEEET, BRARITITEERDK . EGFRD R ERSNRERErSER
HEREHE). mRERABU 60Hz FIFSERREIF, HEERDOHITIT, B4 fos 7T
A&t 60fps. ZENEOLTXEBA HE, HEETFRIFRMIHFERN, AHUERE
FHERN. BFTLUELE FREXAEHRDY, BERARAERZAENETERASHNR
WITERA R



B7TE BRUXX

7.3.3 TERESHR

fps VAT LA T —EEAR KRR BIEHRRIER AL 10 4MiH BiALE B (fps 3C
)G T . 2D HARA AN K RF LR AT, HABTERRFERS BT
FAZANEE. BERTRETEE 10000 MUK E. BERNERELERNE, X4
BEAHAT, AN FRELHERREX2Z T HBLEBT . ATUPIT DI ARE KRS
ERRAREE ST RETTULEX ALK T

renderer.DrawText (_fpsText);
for (int 1 = 0; 1 < 1000; i++)
{

_renderer.DrawText (_fpsText);

}

IXAFVELE fps SCA 1000 R, iR BIERL 10 000 MU FE. ERAITEN L, fps
ML 1000 M3 T RIRIBIE 30. T RKEH 2D ¥R, 30fps BE M ARE. XEKEH
AT RN EN T RKEH 2D HRTEATUEZ. BER-FERERTENTREREX 4
FZ2T, MUEXRTEFERHRMA LR ESBEREE.

7.4 4R4L Text %

ITE Text KMDIRECLRNTEE T, HEFAN —BEFEERSMLHANTERALE.
Flm, CHRERBEXEIFZHFRMBENT . 55, BEFERF NIRRT, UME
AT FrE /S B EE R ER R LFIXF, X 0] LR A SRR — N B KL
WMRCABTXANTE, WHHET. XR—DEEAERERYE, EFRPEEXEERNE
Rt

THAZRE Text i1 B KBTI

public void SetPosition (double x, double y)
{

CreateText (x, y):
}

ATEFEMNIE, FEEFHENIH . XHARERTX, HERITRLBBES,
T BAK AT B S BRI T IR
16 SO 2 U FAO B ) R 0t T ZESE T 4L

public void SetColor (Color color)

{
_color = color;
foreach (CharacterSprite s in _bitmapText)
{

s.Sprite.SetColor (color);
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}

EIXBARE Y, Text H—NBARMT, FHTFEMEICAR LATHE . HAH CreateText HY,
AT RS ERTCE, SFEHESE. BYWHEFEMER Text KUUS, EEFHR
TS AT AR B Text MBI, RBBHEMNT —MEEH SetColor BE(A T EHASHHL
CreateText bR E{F F .

public void SetColor ()
{
foreach (CharacterSprite s in _bitmapText)
{
s.Sprite.SetColor( color):
}
}

7 CreateText M¥KHI4 R, BERMBUIY 17,

SetColor();

FUWX T B LSRR, XAMBEENSEIEFESR, R, NEfA—-MEReR
MBI AR TFR BRI . Font JH ) MeasureText 7515 A LLIZ BT BE.

public Vector MeasureFont (string text)
{
return MeasureFont (text, -1):
}
public Vector MeasureFont (string text, double maxWidth)
{
Vector dimensions = new Vector();
foreach (char c in text)
{
CharacterData data = _characterData[c]:
dimensions.X += data.XAdvance;
dimensions.Y = Math.Max(dimensions.Y, data.Height + data.YOffset);
}
return dimensions;

}

RIGHHMA MeasureFont 77 SE—NHEREBENTE, ATERKREEHR
S8 BOoAGELERRFITRIE T .

58 > MeasureFont FEREBIMREEETU X EHM YERINBEENGE. Z0E
A . XLAE BAEN MR, AR AR R $EE 2 (B 40 PointF), XK 4 &
174i& double 258!, AI'E L IERFAEA double KR!, RS E EEH T SCIA ML
FEFERMALE, double REIEHRENFEHTERHIFHIR. AELERSYT BATH.
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XAMRPEG R, SBRFEFBIEIFRN x # LR THER T BN FRBENRE.
FREMFEERERRN TR,
BANEAERRT BN HBEENRE, B Text RPAEXERHE R E MG .

public class Text
{
Font _font;
List<CharacterSprite> _bitmapText = new List<CharacterSprite>();
string _text;
Vector dimensions;
public double Width
{
get { return dimensions.X; }
}
public double Height
{

get { return dimensions.Y; }

}

BRI SOART, T EEF R TR REFRE - MIERSCABRZ T « CreateText
Tk

private void CreateText (double x, double y)
{
_bitmapText.Clear();
double currentX = x;
double currentY = y;
foreach (char c in _text)
{
CharacterSprite sprite = _font.CreateSprite(c);
float xOffset = ((float)sprite.Data.XOffset) / 2;
float yOffset = ((float)sprite.Data.YOffset) / 2;
sprite.Sprite.SetPosition(currentX + xOffset, currentY - yOffset);
currentX += sprite.Data.XAdvance;
_bitmapText.Add(sprite);
}
_dimensions = _font.MeasureFont (_text);
SetColorx();
}

FERSaFHRMT —17, AURBEFRBE RN AT HENMESETUTE, ZRET fps
XA, REAETERE—FIPRIKIEL fps A
BORBEANE Text RPMITIRER R ERARBAMES . ERR IR RITHITEE
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L2 R0l LA B LA ER S R LA BH RGN, XMEHEIEEREHE. £k
HeFHAHEEFEEEAMA G HBE X TR ITE.

o WEILARIS KA.

o FREUIEAFH T —AiH.

o WEFMKE.

o WMEMFKEBERTHBAESE, MWHHE—NFIT.

Text REFEET ¥ X CreateText ik HBE X RESE.

private void CreateText (double x, double y)
{
CreateText {x, v, _makWidth);
}
private void CreateText (double x, double y, double maxWidth)
{
_bitmapText.Clear (};
double currentX = 0;
double currentY = 0;
string[] words = _text.Split(' ');
foreach (string word in words)
{
Vector nextWordLength = font.MeasureFont (word);
if (maxWidth != -1 &&
(currentX + nextWordLength.X) > maxWidth)

currentX = 0;
currentY += nextWordLength.Y;

}

string wordWithSpace = word + " "; // add the space character that was
removed.

foreach (char c in wordWithSpace)

{
CharacterSprite sprite = font.CreateSprite(c);
float xOffset = ((float)sprite.Data.XOffset) / 2;

float yOffset = (((float)sprite.Data.Height) * 0.5f) +((float)
sprite.Data.YOffset);

sprite.Sprite.SetPosition(x + currentX + xOffset, y - currentY -
yOffset);

currentX += sprite.Data.XAdvance;

_bitmapText.Add(sprite);

}

_dimensions = _font.MeasureFont (_text, _maxWidth);
_dimensions.Y = currentY;
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SetColor( color);

}

XBARIBAK#H T maxWidth 5 5. W15 maxWidth 2 T-1, BAARLHATHRIT. B,
S maxWidth HPIEEMGEELRE, CKRITEIT. THRERBIF—MERE, &
BZBRABEEISH.

int _maxWidth = -1;
public Text(string text, Font font) : this(text, font, -1) { }
public Text(string text, Font font, int maxWidth)
{
_text = text;
_font = font;
_maxWidth = maxWidth;
CreateText (0, 0, maxWidth);
}

B 7-6 B T ERF Y maxWidth S2EUGBATHICA, X2 TR AERK.

The quick brown fox
jumps over the lazy
dog

B 7-6 SCAEBRAT

Text longText = new Text ("The quick brown fox jumps over the lazy dog",
_font, 400);

_renderer.DrawText (longText) ;

REXABATHIB R A B I BRITI BE HIRST, BEY RZXBAUWSHA .
BAECAIM T € Text KIEH ZAMSMERINGE. F5—H LEHMESERH
JBOheE, DMEMRES 2 B SCA .
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longText.SetScale(0.5); // this would halve the text size

AT LAY R MeasureText 715, FHER — maxWidth 4. RS, AL
4T, llEM T B EERNSE.

7.5 4# ) glDrawArrays # A7z ig $

BAICERR THEFMERST 2D HXRBATHRENAT, HETHRAEERE. HERTEX
R T — s, thEERRT AR 2 B iRt .

public void DrawSprite (Sprite sprite)
{
Gl.glBegin (G1l.GL TRIANGLES);
{
for (int i = 0; i < Sprite.VertexAmount; i++)
{
Gl.glBindTexture (G1.GL_TEXTURE_ 2D, sprite.Texture.Id);
DrawImmediateModeVertex (
sprite.VertexPositions[i],
sprite.vVertexColors[i],
sprite.VertexUvVs[i]);
}
}
Gl.glEnd () ;
}

XRLFTERRE, BT MERPAT K. EHRIARBHEEER, SKiEMH
glEnd B, FrESEESERRAEE R, RS CPULEEETT, EIEERREI—£HE,
et E B T AT A LIAT, CPU AL TR AL . 42 10 000 MRER I, 47 A
LK. LEERBE, HFRETaE.

BAN ] AR R NS R, RATREL HERIN R PR R o XAt — B itk Ak 2 (batching) .
ARZik CPU %7F GPU, “LHIXMER, BALBXMER, BALBXMHR", WL
BIBFRAERE RN —ANFIR, R5EF GPU, “&HITEXERER . SR> TRE,
FrUMRRZ TR TR E . BB M AN, RTBERD MBS BLLIlX
Ptk BEARTT

FEMH-AHIRBEREHTAER, REIERXEFERRETIEE . Batch RIES
ERREANRWEIR. BREEZHR, REE SBENNEATFITERANHAERS. R
JEERLIX ALK OpenGL a4, HERE—NLHdrS. XANBFREME Tao R, FT
LR EREEIER using EH,

public class Batch

{
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const int MaxVertexNumber = 1000;
Vector[] _vertexPositions = new Vector[MaxVertexNumber];
Color[] _vertexColors = new Color[MaxVertexNumber];
Point[] vertexUVs = new Point[MaxVertexNumber];
int batchSize = 0;
public void AddSprite(Sprite sprite)
{
// If the batch is full, draw it, empty and start again.
if (sprite.VertexPositions.Length + batchSize > MaxVertexNumber)
{
Draw () ;
}
// Add the current sprite vertices to the batch.
for (int i = 0; 1 < sprite.VertexPositions.Length; i++)

{

_vertexPositions[ batchSize + i] = sprite.VertexPositions[i]:
_vertexColors[_batchSize + i] = sprite.VertexColors[il;
_vertexUVs|[_batchSize + i] = sprite.VertexUVs[i];

}

_batchsize += sprite.VertexPositions.Length;

1

B K TH A B fit(batch)ZE 5 JF OpenGL HPERFHFTAETAZA, WTUEHBE K.
BT RHOARARBRITETUAE B TANAME. . MU V)2ER. _batchSize
X 5 BREF R (batch) I K/, TREHIXAME B 554 OpenGL UAFIHA . EFEEE SR
KIS BOHAT RS,  DABA S fa] B 42 il fE(batch).«

Ht(batch)f# ] AddSprite EREMENRE R . AddSprite B ERBHRM—MER AR LMEH
FHREK. MBRERREEN, BAEBRELHE MaT#batch), R/5E T H(batch). 7EX
ZJE, BRI AER, REIEXEERRNARMBAD.

B F B H AR ek B Ak B A (batch) I 22 5l .

const int VertexDimensions = 3;

const int ColorDimensions = 4;

const int UVDimensions = 2;

void SetupPointers()

{
Gl.glEnableClientState (Gl.GL_COLOR_ARRAY) ;
Gl.glEnableClientState (Gl.GL_VERTEX ARRAY) ;
Gl.glEnableClientState (Gl.GL_TEXTURE_COORD_ARRAY) ;
Gl.glVertexPointer (VertexDimensions, Gl.GL_ DOUBLE, O,

_vertexPositions);

Gl.glColorPointer (ColorDimensions, Gl.GL_FLOAT, 0, _vertexColors);
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FlMsr = N

Gl.glTexCoordPointer (UVDimensions, Gl.GL_FLOAT, 0, vertexUVs);
}
public void Draw()
{

if ( batchSize == 0)

{

return;

}
SetupPointers() ;

Gl.glDrawArrays (Gl1.GL_TRIANGLES, 0, batchSize):
_batchSize = 0;
}

Draw BREIZEREZ PEMEE. WREKAT, Draw REASPITERE. B, E&H
J SetupPointers B #{. SetupPointers B 5:{# glEnableClientState #iR T rise . AAXHE,
AN A EFHRE ALEMUV)E R SERIX 28455, A glPointers I A & 1% OpenGL
MR FHRIXEF B .

A glPointer ARG F—NSHETENEE. glVertexPointer 55
ETLENMNE, BEE3INKE, FHMNNT X, YRZH. SEEARMITEEX, el
SRXRF U M V. Color /] 4 NuFEeEX: A, &, WEAR alpha. OpenGL #1§
FX B 5 SRR e iE R BT B

B FERRESMANE TENAGEE, NZALE FF I R B SRFEE . R
Ja, ‘B A NK/MS BOREE AIRHE LB AE. IEERNLL, Vector. Color F1 Point
ZEHy % B 1Y 2 X P E A [StructLayout(LayoutKind. Sequential  [45 f: .  1X H 45 #4 1) B 53 FO LR
EEEE, THEMNMER, ERNERESTHAR.

H T & VF OpenGL MIXEFREH FFARTEEL, ARBEREEE, PITHIR[EIZ] Draw Fik.
Draw 4 ZEH A T giDrawArmays 745, BEZ—ANRE, PEMELBIGTSBUEASH.
KA GL_TRIANGLES, HA#/MEREBEBER N =MAEHRK, TE=AF0EBER
BERMAR. HXANTEEAKSBIEMEN 0. SEEE T EREITAEKTIEZLOAES
. FEE, BTREEE, FEERAFHNTARSBITRERELEHAFEZRT . S8
R T T LABRE e BB, ZERL(batch), FrA MR EHERXH, FUANTEMLH
HE. BE—ANSHEEELMTUAH, XAME B R _batchSize K7,

Draw HEFHERE— M4 EEE batchSize. NEEFEZRAFHIEIE, HAEMSE
FRAFHBEREEFEETSENZH, FLHIXLEHEE.

7.51 {ERUERE

S Fiit(batch)22%l, 1 glBegin Al glEnd R A%, HEEHARTFESR. B —
AMES R TE Renderer F48 F i dit(batch) 75 = B # 7 5K ) glBegin A0 glEnd Fi%.

class Renderer

{



B7HE ERIXK

Batch _batch = new Batch();
public void DrawSprite (Sprite sprite)
{
_batch.AddSprite (sprite);
}
public void Render ()
{
_batch.Draw () ;
}
}

HHERSRME R HI— Batch NEAEAHMGE, HETLHERHIERREME
ZXE . REPERFMT —4 Render 5%, H—WIHEERMZITE. mRAEL RN
HHBHREFLHIMHER, Render FKHHRLHEA].

Renderer 477 H A iR b BA RIS . 28— Kftt(batch) T HIFTH & R B,
it (batch) 1 BT AR R B LA HRGOSCE. SEXMBLN —AFENTERESK
MR ELHE, WMRGEAR, WLkt batch).

7.5.2 Ztfit(batch)&HIAZRITIERE S 47

MALBRUM—FER, HEREERMERRRT . ERAEESR 10 000 R
A, RETHEHL LRI AL 30fps AR T I 80fps, MWKIEE EFH. XEWERE
FFEEZXTEN L REITTEE S B

7.6 %

RECLRABETERMT XALEITIRE, Hu TRRERNE. JLFEREG
— AR T, EREMZH, ERENEMT#H—THRPHBNEE.
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i % B F

AT BEFRAAIRE T SR, HEFRNEERERER, BFARTEN
B EMB R BESRBAMEE, ERSHRR, TSR I A TR F 18
FEINSE . JLFAIX TR 3D M 2D HFFRE R FEREA A BEX T Hh A AR stk
ERIXRIFEFEFRDY: ZARMTUMBNERIE, HENRNEHEMAR: *MNENREK
FAERIKEAZN A KB RTE. MENRFRNREE, ERRIFRRETED] RER
ATLAEF ) TR g% .

8.1 =/ &%

xR AE 2 8 8 B = £8 BR 4K sine F1 cosine . % 34N % N sine #1 cosine %1% [F]-1~1
ZEIFIFEANME. BPEIRXEEBRT R, — SR GHME. 3Pk ETE
FEANXRE, XEMRIEEEH, FlWE AEIEARMKMNERE. FIRNREGERN
HoAh AR A BT CAE R -

8.1.1 HIER

T f# cosine M sine M & M8 AT X248 — M) EFEF(sandbox program), 7EH S
A HEEREME. £ NEF 24 sine 1 cosine IWHEHIRRTFE — M 4EHE A, T
FIF RS L H B &R, FLH— AR, FAFERME—NFME, "TRHEXNMRE
BB DA RS, REEHLRENRARS.

class WaveformGraphState : IGameObject
{
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BOES x

double
double
double
double
double
double

n

_xPosition
_yPosition
_xLength =

I

_ylLength
_sampleSize

_frequency

-100;
-100;

200;
200;

100;
2;

public delegate double WaveFunction (double value);

public WaveformGraphState()

{

Gl.glLineWidth(3);
Gl.glDisable (Gl.GL_TEXTURE_2D);

public void DrawAxis ()

{
Gl.g

Gl.glBegin(Gl.GL_LINES);

{
//
Gl
Gl
//
Gl
Gl

}

Gl.g

1Color3£f (1,

X axis

1

’

1);:

.glVertex2d(_xPosition, _yPosition);

.glVertex2d(_xPosition + _xLength, _yPosition):

Y axis

.glVertex2d(_xPosition, _yPosition);

.glVertex2d(_xPosition, _yPosition + _yLength);

1End ()

public void DrawGraph (WaveFunction waveFunction, Color color)

{

double xIncrement

doub
doub

le previousX

le previousY

Gl.glColor3f (color

Gl.glBegin(Gl.GL LINES);

{
fo

{

r (int i = 0;

// Work out new X and Y positions

’

_xPosition;

= _xLength / _sampleSize;

_yPosition + (0.5 * yLength);

-Red,

color.Green,

color.Blue);

i < _sampleSize; i ++)



EBE HHMEMF

double newX = previousX + xIncrement; // Increment one unit on the x
// From 0-1 how far through plotting the graph are we?

double percentDone = (i / _sampleSize);

double percentRadians = percentDone * (Math.PI * _frequency):

// Scale the wave value by the half the length
double newY = yPosition + waveFunction (percentRadians) *
(_yLength / 2):

// Ignore the first value because the previous X and Y
// haven't been worked out yet.
if (1 > 1)
{
Gl.glVertex2d(previousX, previousY):;
Gl.glVertex2d(newX, newY);
}

// Store the previous position
previousX = newX;

previousY = newY;

}
Gl.glEnd();
} // Empty Update and Render methods omitted
}

R 7125 & xPosition._yPosition. xLength 1 yLength e FIHEREIHI K/ ._sampleSize
BERETENEEE. XEXMREBATLEHEYRHEZMNTAH. SMNIRK y LB H
R — N EBE, B0 sine 5 cosine. frequency R B T HHEEHHME, M
e, BHXHEHEE.

BRIMEFIR T — ML T (x:-100,0:-100). FANHIK 200 REKME . BRANEL®KR, 7
FfrE, {H7Z DrawGraph BREE AN ER x 81 y #1FEE A 0~1.

ERRZEREEX T —1&Ki.

public delegate double WaveFunction(double wvalue);

E&EHE LR = y=Ax), HP xR x T —ME, H#EKxB—ME. xEHER
B E e HBME, Ty EMN x EiHE 5 H . WaveFunction BFEIHRAR T AR R £ R EEE
Z— double {HYE A S %L, FHiREl— double {H. iX 15 cosine ! sine BB HIZEZ AR .
i1 F WaveFunction 28%!, DrawGraph & #¥(0] LL#E5Z cosine. sine BRIABAT R R BUAE
A, HAFERSIHLMARE.

REMWIERBERRERE N 3HE, IEREASEIRPHEL. Bkxl 7438
FPERE. MBATHFTYERES, £F LA AR, RAelIgERBRT T ERR
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LUHL,

DrawGraph R B2 RRETBREEMNEH, ©HRFTLEIE. DrawGraph ff I RHER
WM HTA, FAEE—XLBSHBEEANENKE. s XAEEHRMHEREOTR:
R . AMTERRRER, Mg EER 3600, EARAL 180°. JRELMEM Pi
wEREN M, BENREAE 2xPi, FANEEL Pi. CHPE Sin M Cos B HHESZ LI
BERRANHEE RS, B, 8y HKER, x 80 0~1 Z MEME &L Pi.

DrawGraph B3] N TEH M E SR AL B it R E, RIGEHI— &K AR BIE
BBHIERNL. AT ERERS, FERS — Render BMECRN IEL R B RZRE
A DrawGraph. B %k 8-1 Fias,

public void Render ()
{
DrawAxis () ;
DrawGraph (Math.Sin, new Color(1,0,0,1));
DrawGraph (Math.Cos, new Color(0, 0.5f, 0.5f, 1));
}

B 8-1 IESXeREAATZRHE

DrawGraph BEHE BN SH, —MEATREIENERE, 55— EkeEHBERB
. ESXMAKERBIE, BXPHDBEFMER, RESG-EABOFEY. BEEHE
%774, ATUAE—MFINEERE. THRIAHBBRIET /B, BRZMIEZNEX,
HICHE RGN T —F.

DrawGraph (delegate (double value)



FEHE FUEBEF

return (Math.Sin(value) + Math.Cos(value)) *0.5;

}, new Color(0.5f, 0.5f£, 1, 1));:

FREfT FHAREE, REUERRENER.

DrawGraph (delegate (double wvalue)

{

return (Math.Sin{value) + Math.Sin(value + wvalue))*0.5;

}, new Color(0.5f, 0.5f, 1, 1));

XEEERRRAR, HMREHFRTRENA, EMNELEZRERERM. BTk,
BATHLAE A XL R HORAENE R B K -

8.1.2 fER=ARKELRAFHAMR

A — BT HIHRRARA SpecialEffectsState. X AMRAHRF /R U{AT 6 F Text 28L& RIA
S R IE X R 42 5% bR B/ L R I AR 38

class SpecialEffectState : IGameObject

{

Font _font;

Text _text;

Renderer _renderer = new Renderer();
double _totalTime = 0;

public SpecialEffectState (TextureManager manager)
{
_font

new Font (manager.Get("font"), FontParser.Parse("font.fnt"));
new Text("Hello"”, _font):

_text

public void Update (double elapsedTime)
{
}

public void Render ()

{
Gl.glClearColor(0.0£f, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl.GL_COLOR_BUFFER BIT);
_renderer.DrawText ( text);

_renderer.Render();
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BAFRERBERH XA “Hello”. ERXAIEZAEREZHEXARRZEHEM 0 &
FEWHA 1, HBIEIN 1 32408 0 IXEAFRIRRICA, ERME AR BUER th— PR .

public void Update (double elapsedTime)

{
double frequency = 7;
float _wavyNumber = (float)Math.Sin(_totalTime*frequency);
_wavyNumber = 0.5f + wavyNumber * 0.5f; // scale to 0-1
_text.SetColor(new Color(l, 0, 0, wavyNumber)):;

_totalTime += elapsedTime;

}

B EHEFREBITTEA . REUEARWIEM, BEEREKN, RESEAE 0. B
HEZRPOEALE, BE SRTHREREE. [ERBEHBEABONTE 0~1 Z[ARY, A
BAE-1~1 ZFRY . SEBEENK, R RENREES. BTRXBNAE, BERE
HIZR -

HTHAXBEHMERRRUE, T—2REXATHROEE. S HERERR
BT — MR IERER %, A EER RS K.

public void Update (double elapsedTime)
{

double frequency = 7;

float wavyNumberR

I

(float)Math.Sin(_totalTime*frequency);
float wavyNumberG = (flocat)Math.Cos{(_totalTime*frequency);
float _wavyNumberB (float)Math.Sin(_totalTime+0.25*frequency);
_wavyNumberR = 0.5f + wavyNumberR * 0.5f; // scale to 0-1
_wavyNumberG = 0.5f + _wavyNumberG * 0.5f; // scale to 0-1
_wavyNumberB = 0.5f + wavyNumberB * 0.5f; // scale to 0-1

[

_text.SetColor (new Color( wavyNumberR, _wavyNumberG,
_wavyNumberB, 1))

_totalTime += elapsedTime;

}

MG R A X BRI BB ARIR . ZHARPEAR TR EREEE,
EAUBBCRRALE, TER. BRERXENAE, A Text RKHM—4
SetPosition J7¥k. ABBIA, AMENFHRNTERANMERTERE. BRBENTT
ERAFMEEFUEIE TR .

public void SetPosition(double x, double y)

{
CreateText (X, ¥y);
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}

REXT Text K] SetPosition F¥kJG, W LIZEEHMEH T EAERBFTHET AN
IHRBR .

public void Update (double elapsedTime)

{
double frequency = 7;
double wavyNumberX = Math.Sin(_totalTime*frequency) *15;
double _wavyNumberY = Math.Cos(_totalTime*frequency) *15;

_text.SetPosition( _wavyNumberX, _wavyNumberY);

_totalTime += elapsedTime;

}

KB ARBANE - AMRARBEREBI A, X—KAEEIEBEEREI 0~1 2,
MR, BEMNENMKT, IHEXEANBIHSEMAE. BEFE, JLMEARER RS
SR AP E

BRERXANREESCAR AN FHESIERK, RFRE N EERE . ATR
BXEXMENFRNIEE), WRFE Sprite KEHEHIM—H B GetPosition 771k, BRIALE
MHE R LIFRTE .

public Vector GetPosition()
{
return GetCenter();

}
8 LT RARESES I 2 Sprite KULJE, T LAFESEFIEH P {E A F B9 GetPosition F7i%.

public void Update (double elapsedTime)
{
double frequency = 7;

int xAdvance = 0;
foreach (CharacterSprite cs in _text.CharacterSprites)
{
Vector position = cs.Sprite.GetPosition();
position.Y = 0 + Math.Sin((_totalTime + xAdvance) * frequency)*25;
cs.Sprite.SetPosition(position);
xAdvance++;

_totalTime += elapsedTime;
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FIMsyr X !

82 WE

[ B — MR B R AR TR . TR 1) B B 2 i O SRR A Wk R A [ A
MR AT URBARKNSMHRE. TENETHORUR T —MaRmmEsR, HEBHM
FE N 1B EE RE SCE AL B

8.21 MREMEX

RS, FBEMATHRERNMR 3D PR, WEHEEE XRSE AP H
TEEE. KAERENKE, W 82 frx.

K
RR

& 82 ENE

xR giFE T B AR M &R 2D, 3D 14D [q 8. EEHBREAERRE T AN 3D #H# 2
2D ZE[A|if, «ME 4D &, KE EEEXRK, rmEMAEREM. £2E[0,3,0/1H%E(0,3,0]
HHRBRARE, HEENRRARKBES. O E5 AR RE E X5t — A
E. BRI EEEXE R R )R ERE R KEFEX A 3). & 83 LR THE
RIARE. Bln, “EuhiE 3 T8 ” RE—MLE, MREREACENMKE#RT MIE, #
HER, B2 A i,

a

b

.

E 83 WENEE

FEE 8-3H, M a3 EMAKAE, FEAEMNRAMERAKTG XA SRR
RAE, BB R ERLPHERZARK. [EcfldB2HERK. HEDbS5HEEaf



HBE MMME

e M7 AME, BEXDNENE, FULER—NARKRE.
FEHRmEET, MEMTEZEWTEE:

B RARAL T[0,0,90], BLHK M KARAL T[0,80,-50]. B R iZ% AR B &5 S
B ER-WP, AMTEFRSHAME, FHBARREANBEE)?
ERESSHMMEDT Im 8?2

R —i?

LEK R NPC 1§ ?

BE—ARTSRAEIMNE SR, FRkamA TR G2

FENEZ nfa] A IX AN TR S H 222

ERERATEE) 3m.

Rd T —ANBEN, BANZFAEA T [iE3h?
dnfePRE -y 3h F7 38 BN 1002

WA TR BRSO ?

ATEEXERE, FETRAER, AHPRMELNRETE. KEPRRRE
LRI = RS A A . PR REBHRFITERGMBR N FHROWERRE, HEHHK
SIESHPRZS CLRRARS . BT RRF AR T DUARHBEREEIER ) Code\Chapter 8
B3 TERR/MTRHEES R ERE, HPHERRERRFRMEANE. R
1P H RS Vector2d. Vector3d fl Vectordd, (HRAEXEREIE—MNHELEHSEM

ey g —

£, ZRAFBARTUATERS 2D . APEFHABESIZH X 4D AR,

[StructLayout (LayoutKind.Sequential) ]

public struct Vector

{

}
8.2.2

public double X { get; set; }

public double Y { get; set; }

public double 2 { get; set; }

public Vector (double x, double y, double z) : this()
{

N X
il ] I
N X

}

WKERIE

KEHREU—AREESSH, REZARHRD. HTHEKNFAERE, 00,101, ]
AHEHKER 1. BENTER—LEKRE, W0[1.6-099,8), HRAE—IREFHIKE. o
TR AR U R BRI,

IVl = V32 + 52 + 22

v FURNFEERREF LRRARBKER—MTE. RARI TERERK R R
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RARK: HHERAKEE, BXEEAN RERHEIR.
AR RRENAXMEE. XEFHTHIEH: —MATHERROFHE, R
JEXT KBS TTERA; 5 — N RBPAT KRNI .

public double Length ()
{
return Math.Sqrt (LengthSquared());
}
public double LengthSquared()
{
return (X * X + Y * Y + 2 * Z);
}

MBHELEFANNEAKE, "TLURA LengthSquared #:4E, TIAR KA Length 3
B, XFERTLA ZERPMRAERE, NEREERR—&.

8.2.3 [EEREEME

WMAFARRREX. YH 2FEAE, WACAREREEFN. ARRAMNE, MR
RMENERIFBHR—NTr . B83 BT —4mE, WUED, RME—ERnERET
ARMAE, ENREMAERN, FAEMKNRRARMAEN. AERMNREIE T RAL3 %
B, BRNEESFHERIL 3 RE, BB —HEmIL 3 EE,

B A —A~ Equals BRSO 1R B8

public bool Equals(Vector v)
{

return (X == v.X) && (Y == v.Y) && (Z == v.Z);
}

ERED, WRERT=RE/FKE REFTET. BWE, TGRS T EKRAHE.

// Cannot write this
if (vectorl == vector2)
{
System.Console.WriteLine ("They're the same")

}

// Instead must write
if (vectorl.Equals(vector2))
{
System.Console.WriteLine ("They're the same")

}

B H—RER, TEERZRER, CFEESHA—SRBERER, W
GetHashCode. !'=H! Equals(Object obj).



B HRNF

public override int GetHashCode ()
{
return (int)X ~ (int)Y ~ (int)3Z;

public static bool operator ==(Vector vl, Vector v2)
{

// 1If they're the same object or both null, return true.
if (System.Object.ReferenceEquals(vl, v2))
{

return true;

// If one is null, but not both, return false.
if (vl == null || v2 == null)
{

return false;
return vl.Equals(v2);

public override bool Equals(object obj)
{
if (obj is Vector)
{
return Equals ((Vector)obij);
}
return base.Equals (obj);

public static bool operator !=(Vector vl, Vector v2)
{
return !vl1.Equals{(v2);

}

E==RERRNERT XRENARME. —F TR HE GetHashCode. MHER
— A EUE, ZERAER I CRIE)HE— AR IR — X B, C#IY Dictionary S5# R B T o #1H.
HEEHSHN, BREESKAE, FTURFSREMER 4 REGKBRHE.
8.24 [@EmiE. BixFFE

mEINERFRAR, RELE - THENEMNHAEE -NMEHENE AT A
e T R EHAT ERIE.
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FOMsr = =N

public Vector Add(Vector r)
{
return new Vector(X + r.X, Y + r.¥, Z + r.2);

}

public static Vector operator+ (Vector vl, Vector v2)
{

return v1.Add(v2);
}

ERICRIINERERE, S AZIES =, FABEBER TN/~

Kl 8-4 B T RPN FENE—&/FHE R . LA B TE 3D 2R 18 255 € M mBER,
LELHANAEME—R. i, RREEERFTKTUNE 1 3D AFBRE., ZIRKIER
RE— R A A —A mE&Rm NBuXK KB 2 Susd: K 5 8H #[0,1.75,012 18 8/WE .
WRHFM—AE0,0.2,0], XTTUBE—NEHESHENFNME. B 8-5 BT
BiE.

B
A
A Ja+B
»
B
B 8-4 mEMmE
AR ) B 5 3L ) BAR IR G B XA B
C;L—— (0,02, 0]
[0, 1.75, 0]

[0, 1.75, 0]

[0, 0.2, 0]
+ -

B 8-5 MITRAMAIF



KoM HMME

M EEE R 2 TREREZR TR A Z AN AR, SEHE St JREe, ER5A
RARTA A8

public Vector Subtract(Vector r)
{

return new Vector(X - r.X, Y - r.¥Y, Z - r.Z2);
}
public static Vector operator-(Vector vl,
{

return vl.Subtract(v2);

}

Vector v2)

BRI BMERGERSE R E 8-6 Fin. ERTHRH, —B W EESE A
— M. M A OO B AL ERE B R EGE MIEREA B &ER), X

BEM AR B HRECLE 8-7). XA ARG MW A TRESH, sEE—E RN
Fo— BRI TT 1

>4
/ P B

Bl 8-6 mBERE

B 8-7 REMME CHZ KRR
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M ERERER A ABS—MrEAER. FFERE int 36# double BRI ¥l .
WR A ABFFHETRBRUAS AR, X ERRAY AR FTHEFIH T SR
.

public Vector Multiply(double v)
{

return new Vector(X * v, Y * v, Z2 * v);

}

public static Vector operator * (Vector v, double s)
{

return v.Multiply(s);
}

8-8 Bor T KM AEB SAFEMRER/INER. BRESKEMERSHBGE, B
Fell 2 2ERMBRKEME. #HRERU-1 ERERESLHT AR H. MRE
3D HRRP I F M A, WEUBRR TR MERE-1, BEMERKNITE. REX

MABRNGEISEH R, ¥EFRIMEERERINE, B AEEIE S F R ST B EE LW H
BR(WE 8-9).

ArTHNAE

- R ERFARIISRT RS
8-9 ¥ FH I Bk S BB A B A4 RO ROR



F8E MMEMEF

825 #mE

ERBEKEN 1 NAE, BRABRLARE. LM RERESFZEBRDNERERS I
#tEr . H—{bormalize) B VERF B K7 M A%, HAEMHKAEN 1. mEE—A
B RMES —MrEAR, SANRENKESSHREMR. MRABKKERM, W
RAEHAKER 6, BATIA—{bixmE, RiEHRU 6.

public Vector Normalize (Vector v)
{
double r = v.Length();
if (r != 0.0) // guard against divide by zero
{
return new Vector(v.X / r, v.Y / r, v.2Z / r); // normalize and return
}
else
{
return new Vector(0, 0, 0);
}
}

MEAR ERYE, XBAFEIFAIES, XRER 0 MEREEE K, WiXEABE
H—4L 0 BN RBEMRE. BdHERENKE, REEEITRBRLEZKE,
AAUH— b E. H—ErERBR WA 8-10 Fror.

K Ah=1.34
KB H=1.0

A— el R B
E 10 H—tbmE
EHRERE T, FRBEE, CilEEERERE X Re] a2 BT (normal

mapping)iX M. FE—FYHE, HPEMERE—NEAR, L7 3D BE PR,
KB ESFZEIELEORBENEMNME ENERE. R R ERMER LT
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B> = B!

DLRR B EE A Ao VR SR L B BB 2 4R .

BEAE—A"4ERE, E8F X LERM ¥ uE. oTeASHEA0,1]. [0,-1]+ [-1,0]#1[1,0]
g Lb. T, £, G410 HE. ZOET ITRUTHERBR. mREL T £ FH
4N RERZAEAR 4 NMERR, RUDFHERREMGERET. X2 NRAE, By
Zh 1. B8-11 BT —TRME. mEMH 3 tEREXYZ, BRS8N0
R, MRFERENKESN 2, BARSEIEERN 2 MER, LUKAHE.

A HHATHEN 2D HRBLHIE ELAR 1R
1B, BRERTE

£ 3D [ RS ALR

El8-11 HyTE

WRARIR SEA SETAT R, HTREMR - SAGERRERA. L
EAE. FEEEREOMERE . WRESIEH —ANRE, EAMR[5.5,6.51-RBEZ
R, £—HRTERZASROHAE. SRE LK R RS %S R ERES
F: [5,6]-[5.5,6.51=[0.5,05], BEMERENZRFIRCH— N RE. RiEKdER
BRKE, W% SEMER. (tEB8IINKENR 0.707. WRXAMKENTHEE¥E,
Mo RER/N:; MEKEXTRKYER, WAERS. MEFEHESE, WSERAL, W
& 8-12 fizr.

AR R E T ERA S AR, X AT DL PSRRI R R B R € AL E,
BAEBFETRAGE TIHRENRER. WRAGEEZ LK, TUERER ELHIAFF, E
FACHE T XM, R, WEBE — T AT E 5 B EE 2R S ERAAR ST IR
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REAGCHERRLER—F,
Bl AEl A

PAIBEREER 1
ABER LRI 1 A,
BriA S ZEE 8 £

6,6

HEREGHAN A, KT¥8
Brel REER St

B 8-12 IR R RIAR B

826 mIEH

RIR—FES, URANRERRER, BP—A8E. BEHEESHAMEZREK
FBEHRK,

AeB=|A| |B]cos()
[ AFEE B K ATEHEERE A f B HKESHERARRZNFRRA. E8-13LL
ERUFRBRT ABEH. WRARBRAZETH—k, BAeMNHKEHEY1, 2

AKFEAA A » B=cos(0). BERBRAEME, JUMHARKZERE. 7 Cad, R{ZKEAE
#& Math.acos, EiR[EICARE VKA EE.
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FNWa> £ RN

A \
A \
\
B A B
AN
\
\
o\ / |A| cosd
K813 rBlEH

RBBHEIEFRESHEIRTHONREF RN . EHiESHRUREAN R RS
HE—AXNRME—IL, 3D FRPEFEFHRZFATERRIEA BT E.

RRBHEEGRER: B RAENAETRSB - NRAERNN MRS HIHR, R
JEXEE M —R, 82— MrE. SR ID BEREPRE-HREANER, s
P EPERUNAREMIEH .

public double DotProduct (Vector v)

{

return (v.X * X) + (Y * v.Y¥Y) + (Z * v.Z);

}

public static double operator *(Vector vl, Vector v2)

{

return vl.DotProduct (v2);

}

BB FHW R PEZERZ FEEAR. FRE—ZHERE, HE—KEK.
WATLBREAT TR, BRBERAE, RER - MEE&FH. XHANET, KKEHFL
&, FHHRE, EMWERNMEELRER, RBREALUFHLK. FimEd EH
Rk EE (W 8-14). Al FEAEZRFRME, BREHE T FHKfEE.

U, T HRIE 3D PR ML ERIFERML: MRHGFEL TXA4Fim, W
i, EE MM —A boss, HMEIKBAED . WATTHRLA T FHERE—WHKTEDT .

= e & o o

A —A WF AL E R F ST AL E K &
xS TR 6 ¥ 1) R R 1 2 ) Pl B R R
WMREERA 0, TLRRIGFAL T L.
WRER KT 0, MEM T FHEANERE—W.
WRERDT 0, WEATFERAIS—W.

8-15 LAEALF R E AR T XA



K 8-14 —ANFEHE

ST Ay ) B

FRBLAR YA

o==0, RIEFHL

o
®
650, RIEFHEE]

9<0, BIETEE
K 8-15 iFERMFHEFIEE

FURRIA A A F & T 5 KR (back face culling). HHEIBIBRAH TEERENZUEETEE T
RGN BIABHT, ZAEFALEHRNL, ENREEHERERERN—4. WR
LB E TN BEN, NWREXBEAZEN], XERESDSFEBEGEIINELE. &

AT EUFH Skt s h B TN SR BT R 247

HEE FRE=E
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827 YHizH

BEENRHN—ARMEZHEREXE. SHHNEEARR, XHEERBLEES 3 4
REZ/MTRAAE. HRER, FANXYIMEREHXREERN . XHEHLHEK
EHEHEMES, BRERABEN. XHRAHANNEPITEE, BESEAMREERR
—ANaE. MRE—HET, ER—mM0,0,0148[[0,0,1], 57— M[0,0,01F5[1,0,0],
WABRM YR ARERMNETFHREE R LA RE0,1,0]. B 8-16 B/ T XHiEH.

»
X
-]

.._.._....__-____)

FE AXB EHT A#BFEMNTE

[0, 1,0]

k. [0, 0, 1} B

WA THRREMKERXR, TL8H
KTHRERR

K816 XHEH
HEXHHIARWM T,

A=BseC
AX Bx CK
A=A/ |B=|B, |C=|C
A, B, ¢,
Ax = ByC, — B,C,
Ay = B,Cy — B.C,
A, = B.C, — B,Cy

FHHAREFEERE ALAEMER, BREANBRESE, REBARRT . FHRZ
ANARN, PLFERBOREGIERE, MATNELSCEREE—IMAHEXRNA
A RER SN AR,
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public Vector CrossProduct (Vector v)
{
double nx =Y * v.2 - 2 * v.Y;
double ny = 2 * v.X - X * v.2;
double nz = X * v.Y - Y * v.X;
return new Vector (nx, ny, nz):;

}

XN TFHHEH A FHKERE2FM. g, 783D HFPraes —5l T
BHRE. KETEAEATURERN, FrUMRMESRE “War” mEX. 5% ®FE—A
5XERMAKERR. MREXELRERT —PMENEHCHFENT ANHE, Bait
HOXA AT HI PN B SRR 2 M B W E KR AT, il 8-17 . XANH
BagH—h, EHRARRITH. X7 HRUEMIE, REMBKENMLEL, K
A [ BT BAR B E KB R

€« ----

AXB B

817 HHAEMHNERNR
828 XTRELGMMER—RAZE

RECEZR T —MEAEN. ThReEMMELSH, ERMIN—%a4HE, EaTLE
XAGHEINA S 558, WLLES ToString /7%, 5 H —2H AK AR . £ Visual
Studio P {E A HIART, ¥ B31AM ToString ii%. EERXAGER, TR THAE,
MA®EZF Ao AR E XHEFE LR EME.

public override string ToString/()

{

return string.Format ("X:{0}, Y:{1}, Z:{2}", X, Y, Z);
}

0 IER—MIRNNE, BERAHRAMAAE. 0 ABAMETH, HEFERP. BEFE
KT REPK null. Rk, EEXH—NHERBREHBM.

[StructLayout (LayoutKind.Sequential) ]
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public struct Vector

{
public static Vector Zero = new Vector (0, 0, 0);

XERHEBRERE. BdXAMREMNSENR, oTCUARIHRE—A SN 3D it
. MRAEEASGETLERABFAFERE, WARAEL, XE—-ANBERETTNEE.

8.3 —4Aa

AT AR TR AR EB M. EFFNEBREEERR)FXHREE.
B3 RARdae R EE M LR AR IR, RS, R —SREFE P
it R —FMART AN . 2D X8, ATRELD — AR A

83.1 [

BE Ay BRI E . ZUERBASAERBEESEME. BT RRAVB DR
RZ CirclentersectionState, {83 B b BRIAMB AR

class CircleIntersectionState : IGameObject
{
public CircleIntersectionState ()
{
Gl.glLineWidth(3);
Gl.glDisable (Gl.GL_TEXTURE 2D);
}
#region IGameObject Members

public void Update (double elapsedTime)
{
}

public void Render()
{
}

#endregion

}
BAERESHEMERL OpenGL, HHMLIELZ ., & TRFEAER Circle XK.

public class Circle
{
Vector Position { get; set; }

double Radius { get; set; }



H8E WMMMF

public Circle ()

{
Position = Vector.Zero;
Radius = 1;

public Circle (Vector position, double radius)
{
Position = position:;

Radius = radius;

public void Draw ()
{

// Determines how round the circle will appear.
int vertexAmount = 10;
double twoPI = 2.0 * Math.PI;

// A line loop connects all the vertices with lines
// The last vertex is connected to the first vertex
// to make a loop.
Gl.glBegin(Gl.GL_LINE_ LOOP);
{

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

{

double xPos = Position.X + Radius * Math.Cos(i * twoPI /
vertexAmount) ;

double yPos = Position.Y + Radius * Math.Sin(i * twoPI /
vertexAmount) ;

Gl.glVertex2d (xPos, yPos):;

}
Gl.glEnd{();

}

RAESRT, ERAMEREX—ANE, HEeh 1 MR, SEERAERELHIRERY
KRG, LFIEE, #EH OpenGL KISZEIE, BIRLBIRKER. EXMKZREAT
Ha e TEAT A AL B LB H R A A& DT A

i T 7E CircleIntersectionState P 8R4 B R #, NAERPIIM—EA_circle.
Circle _circle = new Circle(Vector.Zero, 200};

REEUFRE ARG, BIE—ALEH 200 ME. X TEZR, FEBSUELRTE.
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public void Render ()
{

_circle.Draw();
}

iz4

By, BRI RuE 8-18 Fion.

B os-18 EHHE—ME
Bl 10 M A LEImE, FTUE LEART VIR A THNEK-FEE, M
N Circle 251¥) Draw J7 v 9 48 B T A 80
A THEAAEREE, RFEEIELE. FHAANERREEMEHE, FHIER

AFRESENREEL. ERXMHTIEER M. £E Circle K9, BB, Hm—NE
Draw BR# PR RBE KRR .

Color color = new Color(l, 1, 1, 1);
public Color Color
{

get { return color; }

set { _color = value; }

}

public void Draw/{)
{

Gl.glColor3f(_color.Red, _color.Green, _color.Blue);

BOAEOLT . FrEMEESSERRA G, ERERE T LBEN K.
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MR BRI S DEMERE T TR S AR HIR, Fikg: HEAS5RLH
PEE, WRXMEEKTREERE, Bamb TRz AT UERAR T BT,
A DL BAR TR E A — N S

KB RARIEE AL E B ERCE AT, AR K T ARRIASR R . OpenGL R 5
PEF @R, (EEEFRHAEFRAARRPLRRFE, CHRAEFEERNL LA, B
AU, OpenGL AN BRI H 0y ALE(0,0), HYEHRIANEARIK A F A £0,0]. K 8-19
BRT 3ANRERMIRR. FERKAARRESRRICN a, FEHRASRRAREA b, OpenGL

HIARFR IR S FRIE R co AT A5 BUARTEST B R A8 AR R EEHL N OpenGL A4 R, ToZ [ &
H I 2.

B 8-19 FHikHILIRER
EHAFE MR Input 2807 BARBA -

public class Input
{

public Point MousePosition { get; set; }

}

Input JEKE7E B AT HIIRACAISE R . ABNIE AT AL E 49 GameStates T2 Input X 5K
B HCHMER ST . BEEREETERMN— Input SR

public partial class Forml : Form
{

Input input = new Input():;

ERGPRFEUR M RPCREFRAR, ZRBEER -WiH iR,

private void UpdatelInput ()
{
System.Drawing.Point mousePos = Cursor.Position;

mousePos = _openGLControl.PointToClient (mousePos) ;
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// Now use our point definition,

Point adjustedMousePoint = new Point();

adjustedMousePoint.X = (flecat)mousePos.X - ((float)ClientSize.Width
/ 2);
adjustedMousePoint.Y = ((float)ClientSize.Height / 2)-(float)mouse-

Pos.Y;
_input.MousePosition = adjustedMousePoint;

}

private void GameLoop (double elapsedTime)

{ .
Updatelnput();

Updatelnput {f i PointToClient BRECKE YEAR AL BN & A AR R B IIB AR R
RIGHFET OpenGL BRI HCy, EICHFALEFH B OpenGL AR P . XEHBEHK X
MABRA] Y ARPRIR Y SEBLI  IRAE , B A AL PR IE B HLKE YA A B B A bR 2] OpenGL
AR, WRIEIAFIRE OpenGL A4 H.L, Input FKEHE A E(0,0).

7GR FARRBIITRZET, ERERSHE —MINEE: LAITHTRRMAX SN
B R FPRES KIS R .

_system.AddState ("circle state", new CirclelIntersectionState(_input));
LB BORZS FIFE R 2

Input _input;
public CirclelIntersectionState (Input input)
{

_input = input;

KRNEBERALE, BT UMERCARALE T . A BERE IS IER TAE.
B BT, ¥ OpenGL fELARITEEIAI B K.

public void Render ()

{
Gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
Gl.glClear (Gl1.GL_COLOR_BUFFER_BIT);

_circle.Draw();

// Draw the mouse cursor as a point
Gl.glPointSize(5);
Gl.glBegin(Gl.GL_POINTS);
{
Gl.glVertex2f( input.MousePosition.X,
_input.MousePosition.Y);
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Gl.glEnd{();
}

BITIER, B RESWE NI EEAEPEHENT —A giClear . AEM
B glClear i %, BELKREMHAHE.

BEREH CETTUTE, BT RERFIFHAZEAE. RENEFEFRHIT R
PN

public void Update (double elapsedTime)
{

if (_circle.Intersects(_input.MousePosition))

{
_circle.Color = new Color(l, 0, 0, 1);

}

else
{
// If the circle's not intersected turn it back to white.
_circle.Color = new Color(l, 1, 1, 1):
}
}

X2 intersect EREHI AL, HTRMERRT R INMUEFEFHARRER
6, FTLAEIRS N R ERRT — R,

public bool Intersects(Point point)

{
// Change point to a vector
Vector vPoint = new Vector (point.X, point.¥, 0);
Vector vFromCircleToPoint = Position - vPoint;

double distance = vFromCircleToPoint.Length();

if (distance > Radius)

{

return false;

}

return true;

}
BATEFR, WEORBANB HENSREMFAHER.
8.32 X

FRAHZIAREATEER TE. ROTENELRGRE, mRMSE&E5H
XF. xR, AEREABEERNFRERN A TRE.
MR RERERLLANAEN, AAMEN, EARTM, RAKER, BaxRERmE
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W AT LCRER S B R BUARBL R D7 s AL SE E B SETE 55 ISR R

class RectanglelntersecticnState : IGameObject
{

Input _input;

Rectangle _rectangle = new Rectangle(new Vector(0,0,0), new Vector
(200, 200,0)):

public RectangleIntersectionState (Input input)

{

_input = input;

#region IGameObject Members

public void Update (double elapsedTime)
{
if (_rectangle.Intersects{(_input.MousePosition))

{

_rectangle.Color = new Color(l, 0, 0, 1);

}

else

{
// If the circle's not intersected turn it back to white.
_rectangle.Color = new Color(l, 1, 1, 1);

public void Render ()

{
_rectangle.Render();

}

$endregion

}

EAREEZ AR TR ARG FPRSMEM. 104, BEEEEIRNRENR. FE
AR, BERALEF R

public class Rectangle

{
Vector BottomLeft { get; set;}
Vector TopRight { get; set; }
Color color = new Color(l, 1, 1, 1);
public Color Color
{
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get { return _color; }

set { _color = value; }

public Rectangle (Vector bottomLeft, Vector topRight}
{

BottomLeft = bottomLeft;

TopRight = topRight;

public void Render ()
{

Gl.glColor3f( color.Red, _color.Green, color.Blue);

Gl.glBegin(Gl.GL_LINE_LOOP) ;

{ i
Gl.glVertex2d (BottomLeft.X, BottomLeft.Y):;
Gl.glVertex2d(BottomLeft.X, TopRight.Y);
Gl.glVertex2d(TopRight.X, TopRight.Y):
Gl.glVertex2d (TopRight.X, BottomLeft.Y);

}

Gl.glEnd{();

}
rectangle R LAGIR AL BIFEFE . ME—LBR/ DRI R BR B EER intersect FRE.

public bool Intersects(Point point)
{
if (
point.X >= BottomLeft.X &&
point.X <= TopRight.X &&
point.Y <= TopRight.Y &&
point.Y >= BottomLeft.Y)

return true;

}

return false;

}

BT, BARBAER. SEMRE—, BRSTRAE, REBZHAEE
ERT .
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8.4 AN

A ] (tween) 2 18 Bl B ()4 — MEZBON 55 —/AME. 4MAITET LU SRAVE S E . BB ALE .
Bie . K/NEIARIR AT EAR B ){E . #PAJ#E Adobe Flash RN B 472, Adobe Flash
IR M T 2 B BIAN E] B 2.

8.4.1 4pEIHERIA

EE 7B T AR TR B R R R, RERITRARARAY . TUE
ERRAEERERAXME, BRUNRBEWE —MFHHE, MELHINN Tao.DevIL i
1/, BLREIM Sprite. Texture f1 TextureManager 3.

class TweenTestState: IGameObject

{
Tween tween = new Tween(0, 256, 35);
Sprite sprite = new Sprite();

public SpriteTweenState (TextureManager textureManager)
{
_sprite.Texture = textureManager.Get ("face");
_sprite.SetHeight (0);
_sprite.SetWidth(0);
}

public void Render ()
{
// Rendering code goes here.

}

public void Update (double elapsedTime)
{
if (_tween.IsFinished() != true)
{
_tween.Update (elapsedTime) ;
_sprite.SetWidth((float)_tween.Value());
_sprite.SetHeight ((float) tween.Value());
}

}

R Tween XI5, 7E 5s WE— MR MTEEI KK 256, IXH ) Tween i
REIEZ 3 NS F-NSEEVIHE, F_ASHEEERE BE—1TSEEMNIA
EAR B B AMEFT & B
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EHEAREAR R TSR WRER, BEFHIME. KRN RN S
fI1E, Z{EFE 0~256 Z ],

= EEEREF, ML MAVIRER U RIRAE. XEWELE 2.5 /5, #MAKE
5% 128. FMNEFFAELIRLEIER, ERAE BERERSES, BT URET IR E,
WE BN TEEE . ET AN R BRI RALE, AR XA S #h RIS R
VAR

public void function(double time)

{

// Create a position using the time value
return position;

}
SEFR AN RBE L FTH MR E R, THRREA TRITREREE.

public static double Linear (double timePassed, double start, double
distance,double duration)
{
return distance * timePassed / duration + start;

}

FMEMRESBRINE AN A, (ERTTUGINA S ARKAMNE . & 8-20 B T HEXH
AIFh ] o
Internet _E#1F% Flash #MEJEREL, REMNFHRA CHUBIHFA .

b) EARERY (c) ZHIRHRK

(2) BIERE

@ BHEEE © BAREK
8-20 53 EBH
8.4.2 Tween #
Tween K% T R R B KERN ARG EE, 2B TR,

public class Tween

{
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double original;

double _distance;

double current;

double totalTimePassed = 0;

double _totalDuration = 5;

bool _finished = false;

TweenFunction _tweenF = null;

public delegate double TweenFunction(double timePassed, deouble start,

double distance, double duration);

public double Value ()
{

return _current;

}
public bool IsFinished()

{

return finished;

public static double Linear (double timePassed, double start, double
distance, double duration)

{

return distance * timePassed / duration t start;

public Tween (double start, double end, double time)
{

Construct (start, end, time, Tween.Linear):;

public Tween (double start, double end, double time, TweenFunction
tweenF)

{

Construct (start, end, time, tweenF);

public void Construct (double start, double end, double time, TweenFunction
tweenF)
{

_distance = end - start; -

_original = start;
_current = start;

_totalDuration = time;
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_tweenF = tweenF;

}

public void Update (double elapsedTime)
{
_totalTin.cPassed += elapsedTime;

_current = _tweenF(_totalTimePassed, _original, _distance,
_totalDuration);

if (_totalTimePassed > _totalDuration)
{
_current = _original + _distance;
_finished = true;

}

}

Tween KHH MIERE, EMIEREAH T Construct 7% i RE A H 358 E #Ma]
REUGER, sFEFABRNMBER %424, #ME) R EUE T TweenFunction B E X o
TweenFunction ZHAEIX /N (Mt —SEP & Linear BRI ERRAERBF T UFEREKN
ik,

Construct (start, end, time, Tween.Linear);

Construct J77210% T #Mal 402608 . B EAPATRMNEERAER BT R] .t e] DAEAN—A
] B8 FOk s (B A (8] {384k . Construct 4 VETIC X B, FFiHH B AVITRERIR
KAHZ BIRPE R . IXFE BB A% B 40 A SC I AP B] BR K

Tween X} ARG — Wi EHT, LRI RI7ES— K EH R H8 RN X Tween
YR EEAME) L. FE KBRS SN SEE. &S, EHRBESKER
MREEN, WREGHR, WHLKFICEA true.

MRREF AL HERE, Tween BREAERAFMET . FHEHFIH T HAih—En7 LG
HnE] Tween KHIR%, & 8-20 P BT EAN.

public static double EaseOutExpo (double timePassed, double start, double
distance, double duration)

{

if (timePassed == duration)

{

return start + distance;
}
return distance * (-Math.Pow(2, -10 * timePassed / duration) + 1) + start;

}

175
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public static double EaseInExpo(double timePassed, double start, double
distance, double duration)
{

if (timePassed == ()

{

return start;

}

else

{
return distance * Math.Pow (2, 10 * (timePassed / duration - 1)) + start;

public static double EaseOutCirc(double timePassed, double start, double
distance, double duration)

{
return distance * Math.Sqrt(l - (timePassed = timePassed / duration - 1) *
timePassed) + start;

}

public static double EaselInCirc(double timePassed, double start, double
distance, double duration)

{

return -distance * {(Math.Sqrt(l - (timePassed /= duration) * timePassed)
- 1) + start;
}

8.4.3 {ER%hiE

BEECE5EMR T Tween KEIR, B TFRERBAZEN— B KNGS . METH—F,
HAREME —MNFRE, BHd 44 TweenTestState.

XMREFES AP HOERSCER MBS E S, HHH Copy To Output Directory
JBYE A Copy if newer. fEEAHIIE R, NiXEERLIEMEE] TextureManager 1.

_textureManager.LoadTexture("face", "face alpha.tif");

B T Y5, [ LAM§E BB fE TweenTestState 88— NER .

class TweenTestState : IGameObject

{

I

Sprite _faceSprite new Sprite();

Renderer _renderer = new Renderer(};

Tween _tween = new Tween(0, 256, 5);

public TweenTestState (TextureManager textureManager)

{
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_faceSprite.Texture = textureManager.Get ("face™);

}
#region IGameObject Members

public void Process (double elapsedTime)
{
if (_tween.IsFinished() != true)
{
_tween.Process (elapsedTime) ;
_faceSprite.SetWidth((float)_tween.Value()):
_faceSprite.SetHeight ((float)_tween.Value()):

public void Render ()

{
Gl.glClearColor(0.0£f, 0.0f, 0.0f, 1.0f);
Gl.glClear(Gl.GL_COLOR BUFFER BIT);
_renderer.DrawSprite( faceSprite);
_renderer.Render () ;

}
#endregion
}

ANEASHERNEENEE S 0 —EHXN 256. BITRBEHEEE. HAKU—F
P EME T RBEHEK . T RAS RGN MBS, BERALSEEREWL.

Tween _tween = new Tween (0, 256, 5, Tween.EaseInExpo);

BUETRF, REBRSEHER. RERUEEH MR, HIZBBEK. —rh
ARE BhiE KRBT RAAERET . KR CHEN —FREFRTE. Z2RH
RS, ERENOAR, SFREESHKNSE, UETRANR SN TIERE,

Tween _alphaTween = new Tween (0, 1, 5, Tween.EaseInCirc);
Color _color = new Color(1, 1, 1, 0):
public void Process(double elapsedTime)
{
if (_tween.IsFinished{() != true)
{
_tween.Process (elapsedTime);
_faceSprite.SetWidth((float)_tween.Value());
_faceSprite.SetHeight ((float)_tween.Value());
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if (_alphaTween.IsFinished() != true)
{
_alphaTween.Process (elapsedTime) ;
_color.Alpha = (float) alphaTween.Value();
_faceSprite.SetColor(_color);
}
}

XEBEMT A —AME . ZAME R RABEVAEN 0 BHRATERNEN. XBK
AR — MR %, RO E BT GBS AN %3 SRR, KRB
BB BIRBEN T R, HS—MUFHRFIEEERAZVEN 0 LD 1, RETIR
F—AFEL, BN 1 BHA 0. XERBET UEANRA, FHMNEEF AT .

8.5 M

BEmET2ASRBRRE. BEEFEREMNA, HEARHER RS EBAERS
e =P iUF: il

R R — P BE 454, AR BUE PAT 3D R aRE t 1Y 77 TEA L RIAE R _ERIAR B 84k
RET —FERM T L RERECFERRAEE 3D ZRINBIHRE). Fek. 48 WUL(E
FEAR “HE” R 7 MBI, K 3D FiE i R E 2D FiE P R). FEX
FRBRERTUFIEMR, fiw, HRERCLEIERNBEFMB G HAALBERIITT
.

SREML, BEEMTXRBENE LM TRARREREETUHEESS,
B AANERE, ZHEEELTXERENHS. i, —/MERREERTER 90° , —ME
RER BRI R PEA, —MERER R M ARSI R, XILANMERET LSS B RN
BT BRAERMRE . MRS ] DASCIUX b iReE, B AR, BEINGRERR
T BERAE.

HEBRIEH AL — RS . FHEETLOKHEER, EHITHRESRERERT
RERIEMR . WREGIB—ANGE Z HileH 5° KIBeH R, REXN—MRENAZER, B4
X FERE RS, REREX SRR PAER B, o] IR RGR [F 2 ORI E
BRI AT SRR, ATLAR R N BIRR b

851 XEMMEN

FERERBEA R M. SEERL, HERTLFEZNME. RIS KRB
A3, HPR 3 NEESRR X YR Z, 78 3D BEErh, BEHANEREE 4X4 5/, W
K 8-21 Fi.
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8-21 FEMEHIMHERT

B 8-21 f#H 3 MIREFN —MMIBRE(RARRTRERE. XXyXz #ER T x W&,
eVWyYz R T y M8, ZxZyZz #iR T z AR, OxOvOz HER TR AME. XEnERERY
B R EE A, aTeMEREMTRIEER eI RO EU RN RE X, YA Z # By
M. WRAHCHEEE L, BANRAEAER: WRMAOKEERRD 2, BRI
KENERM TS . XRATIACR B EEREN T FEREIES TEH.

8-21 FHIBE—F512[0,0,0,1]c XAFIPIMEASHE, EMNRETHEEF(N 3D ZE
A #HE] 2D FEAFEH . XFRBREAKE R, FreARITE R KRR 4X3 .
B S — P 134 4[0,0,0,1].

ENBREREREZR, LB —-DMEERE.

public class Matrix

{
double mll, ml2, ml3;
double m21, m22, _m23;

double m31, m32, _m33;

double m4l, m42, m43;
}

XA Matrix B 4X3 5. ERRATEMSMAAAEE 8-18 KL, HEREH
E 4 FIFRATFES 4 58 £0,0,0,1], FIUAFEHFEIXJLME). Vector. Color 1 Point
#RLEH, HE Matrix 2—NERKIEH, FTUUEEFHART —1ME.

ETHEA/NYS, BATR A Matrix B N-&FEE.

8.56.2 B{IiEH

BRI — AR M EE RN ERERRN, EARSEEIRAERE.
BT 1 REBRH—A B, BEAEES | HRBLSBEEROMME.
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SOHBs T JR

ATFERER TR, TR 3X3 SERERT 4 X 4 SERE K AT HERE .

100 1000
0100

010

00 1 0010
0001

IR —MERFRER, BABEEE—MEEREN. SRDNARAERER, TURA
SREYER, FURFAERMEREL EPITRREA SBBAT. WRIHMEMRRINHE
THRE, ZEEABEHR, FEHTRASEERD TS, RERFERE. ERERNZK
BRI AR AT R R

BT e XEmBERERT.

public static readonly Matrix Identity =
new Matrix(new Vector(l, 0, 0),
1, 0),
new Vector (0, 0, 1),
0, 1)):

new Vector (0,

new Vector (0,

public Matrix () : this (Identity)

public Matrix{(Matrix m)

mll = m. mll;

ml2 = m. ml2;
_ml3 = m._mi3;
_m21 = m._m21;
_m22 = m._m22;
_m23 = m._m23;
_m31 = m._m31
~m32 = m._m32;
_m33 = m._m33;
~m4l = m. m4l;
_m42 = m._m42;

m43 = m._m43;

}

public Matrix (Vector x, Vector y, Vector z, Vector o)

{
mll = x.X; ml2 = x.Y; ml3 = x.Z;



F8E FRMF
m2l = y.X; m22 = y.Y; m23 = y.Z;
m3l = z.X; m32 = z.Y; m33 = z.2
mi4l = o _m42 = 0.Y; m43 = 0.2;

}

XEABERIN T — AR B A LA R 8. BRIA RIS B B0E 48 A R A R
iR e MM R B, KR R AR AL FERE . BB MR B R MG R B . #
IR BRE L N SHAAEERS, SRR SEMEPNROETIER. &
NHERBRESER AR AR, FUBMRINSES28 LR, BE— Mk
RYERZ AN BH, W3 P SHEAREBIMNRE, B ISHEARERNEE.

8.5.3 ZEMESRIZFNIERE S @ ERYFIE

- Matrix REEENFEELREL . REATAHASHEENTAMENTL. REY
AR SRS MR R EARER, A APATHRE R R . HE SRR
[a] B [ 36 2 A F AR R I A BT I

FerEHIEXWMTF .

Cir = AiBjx

C BREMER, i MM A PRTE, L BHEK B PRFIE. j & i /M kK BnTEEr
ISR . EREFERED, HREERRMERAE, SREENBRESATEH. R, &
ERAXEHFEARE FFREAEBTERREEC, B AR AEEA X E
BEEM.

HERMBERES, WEEETRE5[0,0,0,1), FAEHEESSEMESE. FHit, R
WHRHEMERERNE X, REEEREHAED AR,

public static Matrix operator * (Matrix mA, Matrix mB)
{
Matrix result = new Matrix();

result. mll = mA. mll * mB. mll + mA. ml2 * mB. m2l + mA. ml3 * mB. m31;

result. ml2 = mA. mll * mB. ml2 + mA. ml2 * mB. m22 + mA. ml3 * mB. m32;

result. ml3 = mA. mll * mB. ml3 + mA. ml2 * mB. m23 + mA. ml3 * mB._m33;
result. m21 = mA. m21 * mB. mll + mA. m22 * mB. m21 + mA. m23 * mB. m31;
result. m22 = mA. m2l * mB. ml2 + mA. m22 * mB._m22 + mA. m23 * mB. m32;
result. m23 = mA. m2l * mB. ml3 + mA. m22 * mB. m23 + mA. m23 * mB. m33;
result. m31 = mA. m31 * mB. mll + mA. m32 * mB. m21 + mA. m33 * mB. m31;
result. m32 = mA. m31 * mB. ml2 + mA. m32 * mB. m22 + mA. m33 * mB. _m32;
result. m33 = mA. m31 * mB. ml3 + mA. m32 * mB. m23 + mA. m33 * mB._m33;

result. m41l = mA. m4l * mB. mll + mA. m42 * mB. m21 + mA. m43 * mA. m31 +
mB. m4l;
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result. m42 = mA. m4l * mB. ml2 + mA. m42 * mB. m22 + mA. m43 * mB. m32 +
mB. mé42;

result. m43 = mA. m4l * mB. ml3 + mA. m42 * mB. m23 + mA. m43 * mB. m33 +
mB. m43;

return result;

}
1) & 55 50 (G e R AL

public static Vector operator * (Vector v, Matrix m)

{

return new Vector(v.X * m. mll + v.Y * m. m2l1 + v.Z * m. m31 + m._mdl,
v.X *m. ml2 + v.Y *m. m22 + v.Z * m. m32 + m._m42,
v.X *m. ml3 + v.¥Y *m. m23 + v.Z * m._m33 + m._md3);

}

8.5.4 B

FPHRE-AEERERRE. ARNBE TENEHNEL, PBREREHRX T,
SR —MEERERCERN, RRECRAMEENEE—1T. FBERFNTHR.

[
[ =
-0 o
- O O o

HAHBRE .

public void SetTranslation(Vector translation)

{

_m4l = translation.X;
_m42 = translation.Y;
~m43 = translation.Z;

public Vector GetTranslation()
{
return new Vector(_m4l, _m42, _m43);

}

EUERE B AR AR T 8. B4, B ITARER—A M. TLEEMRETEE
AR XA )RR R X, X MK, £ X BT R E4RE K. B2
TR Y8, BEATER ZHE, eNETUREFRER. WREIMHERKERN 2, Bak
HES S AR R .



HeWE HUHEP
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public void SetScale(Vector scale)

_mll = scale.X;

m22

~m33
}

N

scale.Y;

1

scale.Z;

public Vector GetScale()
{

Vector result = new Vector();

result.X = (new Vector(_mll, ml2, _ml3)).Length();
result.Y = (new Vector( m2l, m22, m23)).Length();
result.Z = (new Vector(_m3l, _m32, m33)).Length();:

return result;

}

FIEW T LR RSN, RN LR gt i R BRRE K.
AT HREEFEA G EROSEBIER, RAFRHHENATHEERRE AR, RENAHR
BRRKERE BEANSRAESHNE.

8.5.5 ¥

ESER — MBS T RSN B EEELHTEN AN ERRE S . MIEREN G
BEATEE, ERNENERENSR. BEERG— M o —MREE( 6)HRL,
He u B XA —MA—E R, T 6 FB/E A AR TR R. WRARERIR
RRE—ANHE, B2E—RE o TUA—AFIRERERR. AR 0)NREHIEH
B, IR siinE R

1+(1—cosf)(u2—1) (1-cosf)u,u,—u,siné (1—cosb)u;u.+uysing 0
(1 —cos@)u,u,+u.sinf 1+(1 —cosO)(ug— 1) (1-cos@uyu,—u,sing 0
(1 —cos@)u,u, —u,sinf (1—cos@)uyu.+u,sind 1+(1—cosf)(ul-1) 0

0 0 0 1

public void SetRotate(Vector axis, double angle)
{

double angleSin = Math.Sin(angle);

double angleCos = Math.Cos(angle);

double a = 1.0 - angleCos;

double ax = a * axis.X;
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double ay = a * axis.Y;
double az = a * axis.Z;

_mll = ax * axis.X + angleCos;

_ml2 = ax * axis.¥Y + axis.Z * angleSin;
_ml3 = ax * axis.Z - axis.Y * angleSin;
_m21 = ay * axis.X - axis.Z * angleSin;

_m22 = ay * axis.¥ + angleCos;

_m23 = ay * axis.Z + axis.X * angleSin;

_m31l = az * axis.X + axis.Y * angleSin;
_m32 = az * axis.¥Y - axis.X * angleSin;
_m33 = az * axis.Z + angleCos;

}

W RLE--Mih B R ERAARLRE, THRRAK, Bk, AERefrEm
FEEIT B, B EMNZM I —, R SetRotate P EH X MLHITRI 2 .

8.5.6 KiFiERE

RIBFEFREN TG e R BEE A . ok EERE, B R RS NT
FIR. BATERA BTN REFTFIRAL 0K, FEFEA RSN,

public double Determinate ()}
{
return mll * ((m22 * m33 - m23 * m32) +
_ml2 * ((m23 * m31 - m21 * m33) +
_ml3 * ((m21 * m32 - m22 * m31);
}

RIFXAMTFIA T UL TR B 3X3 34, RI4EIRA s i . EFERT-88
MR FEhTEK .

public Matrix Inverse ()
{
double determinate = Determinate ();
System.Diagnostics.Debug.Assert (Math.Abs (determinate) >
Double.Epsilon,

"No determinate");
double oneOverDet = 1.0 / determinate;

Matrix result = new Matrix();
result. mll = ((m22 * m33 - m23 * m32) * oneOverDet;

result. ml2 = ((ml13 * m32 - ml2 * m33) * oneOverDet;



oW WMME 185

result. ml3 = ((ml2 * w23 - ml3 * _m22) * oneOverDet;
result. m21 = ( m23 * m31 - m2l * m33) * oneOverDet:
result. m22 = ((mll * m33 - _ml3 * _m3l) * oneOverDet;
result. m23 = ((ml3 * m2l - mll * _m23) * oneOverDet;
result. m31 = ( m2l1 * m32 - m22 * m3l) * oneOverDet;
result. m32 = ((ml2 * m31 - _mll * m32) * oneOverDet;
result. m33 = (_mll * m22 - _ml2 * m2l) * oneOverDet;

result._m4l -( m4l * result. mll + m42 * result. m2l + m43 *

result. m31);

[}

result._md2 -(_m4l * result. ml2 + _md2 * result. m22 + _m43 *

result._m32);

result. m43 -(_m4l * result. ml3 + _m42 * result. m23 + _m43 *

result. m33});

return result;

}

fEFIX BRI, AT A BAT IR A AT T AR R
%F Matrix KINABZREXLE, REXNENT 2D M 3D NHRFHEH. BTk
BREFRERXAE.

8.5.7 FHERMITIEMIRE

BEE— A B WERRRZ MatrixTestState XAREKLH—MER, I3 % RILH &
FRAERE. THALHERNRE, RMNZCERBBEBNET .

class MatrixTestState : IGameObject
{
Sprite faceSprite = new Sprite();

Renderer renderer = new Renderer():;

public MatrixTestState (TextureManager textureManager)

{
_faceSprite.Texture = textureManager.Get ("face");
Gl.glEnable (G1l.GL_TEXTURE_2D);

}

public void Render ()

{
Gl.glClearColor(0.0£f, 0.0f, 0.0f, 1.0f);
Gl.glClear (G1.GL _COLOR_BUFFER BIT);
_renderer.DrawSprite(_faceSprite);

_renderer.Render () ;
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glu#s = o

}
public void Update (double elapsedTime)
{
}
}

ARESHER TR E T P ARG R . 544 MatrixTestState #3& &% N
EIHR L.

Matrix m = new Matrix();

m.SetRotate (new Vector(0, 0, 1), Math.PI/5);

for (int 1 = 0; i < _faceSprite.VertexPositions.Length; i++ )
{
_faceSprite.VertexPositions[i] *= m;

}

BATAE, MUERRRMCEBNEEE 7. REREHE Z 0,0, )IITH, XM
A BRAR MR RO . SRR R AR L TR, A TIEITHER, 1R BT
— BT, EHEEDRFRELET. BETBAE Z J. AR REENE R . X
TIESBFE TR 2D X5, YA Z fxt TR RBAH A R4, (EE27E 3D #HRFHA
—HT . A NE LR UE TSNS, ARE X YA ZIX 3 N5,

R F T, TR BUIUE MathPI/5 45, XMEFT 36° o HEFEFERERHINA
AR RHENT L. RIOBECEMER T — MEREE TR RIMHERE. BT R
— AN BB R R . ISR, MBOEMER SRR RS SRR, BUER
AR BN, FRUTFRR.

Matrix m = new Matrix();

m.SetRotate (new Vector (0, 0, 1),Math.PI/5):;

Matrix mScale = new Matrix():;

mScale.SetScale (new Vector(2.0, 2.0, 0.0));
m *= mScalej;

for (int i = 0; 1 < faceSprite.VertexPositions.Length; i++ )
{
_faceSprite.VertexPositions[i] *= m;

}

TX B ARG 61 32 B TR0 R K 3 BAE X BT Y B B TROR— 1 . XANME MR IER AR R E
HEREE AR, REREFRBELERE m. REXAEIHEHIFER m BN 2]
MR, UGBMER 2R . HERENIFRER. KERE a ER b MRKZERA—
SESRHERE b FIFEREF a AHRIERMA. ZRXRAAFRMER, URBENZHHELAS
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JERTLAB BT AR R
B e BANVIE BRI A E M . AR i R — MNMERE R . I R e -4 RO RE SR LA
HoBsERE, SRR NRAERE. MERNAAMEERN, A EAEAER.

Matrix m = new Matrix{();

m.SetRotate (new Vector(0, 0, 1),Math.PI/5);

Matrix mScale = new Matrix{():;
mScale.SetScale (new Vector (2.0, 2.0, 2.0)):

m *= mScale;
Vector scale = m.GetScale();

m *= m.Inverse();

for (int i = 0; i < faceSprite.VertexPositions.Length; i++ )
{
_faceSprite.VertexPositions[i] *= m;

}
RET LR BIERE, HREUARKBFAGER, EELBAMFAHR.
8.5.8 f1ERUMERE(EMEM

X RUAEH —/N Bk SetPosition, 1B E B H KLU SetScale B SetRotation 75 .
XEFFBER, £aMREHEFHENTTURATFDHNE, BEFLERMEN. ©&
BUE R KM R, PREFERNN—BHINIBRRMGTE.

double _scaleX

1;
double _scaleY 1;

double _rotation = 0;
double _positionX = 0;

double _positionY = 0;

public void ApplyMatrix(Matrix m)

{
for (int i = 0; i < VertexPositions.Length; i++)
{

VexrtexPositions[i] *= m;

}
public void SetPosition{(Vector position)
{

Matrix m = new Matrix();

m.SetTranslation(new Vector(_positionX, _positionY, 0));
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s = M

ApplyMatrix (m.Inverse()):;
m.SetTranslation (position);
ApplyMatrix (m) ;

_positionX = position.X;

_positionY = position.Y;

public void SetScale(double x, double y)

{

double oldX
double oldY = _positionY;
SetPosition (0, 0);

_positionX;

Matrix mScale = new Matrix();

mScale.SetScale (new Vector (_scaleX, _scaleY, 1));
mScale = mScale.Inverse();

ApplyMatrix (mScale) ;

mScale = new Matrix();

mScale.SetScale(new Vector(x, y, 1));
ApplyMatrix (mScale) ;

SetPosition (oldX, oldY):

_scaleX

1

X7

I

_scaleY V'

public void SetRotation (double rotation)

{

}

I

double oldX = _positionX;

double oldY = _positionY;

SetPosition (0, 0);

Matrix mRot = new Matrix();

mRot.SetRotate (new Vector (0, 0, 1), _rotation);
ApplyMatrix {mRot.Inverse());

mRot = new Matrix();

mRot.SetRotate (new Vector (0, 0, 1), rotation);
ApplyMatrix (mRot) ;

SetPosition(oldX, oldY):

_rotation = rotation;

B AN K o F AR S AT DR B e R A B R . A E S —&,
RFEIX R B E 3D MAPRETE . AT DX S SO AT I, LR RIR T
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BER N BENERR b, RESERBITRMA, X — S+ EE 3T KL HHEKR, Matrix
KOS BB, HEEFASBBEVHTRA, TEHRESH T —BRR. EFEEEAKE
BHE, FURDHENFHE—RRIEE—TER. RUEEERNREENREEZTT
F1RES.

I, FMRBREFRAN=ZARAR, B3 6 MR, BRERE L, A4 ATt
LA — MR . ZEIX—H 1, — M AERE S ZR R OpenGL IR PRSI B X R# .

AR, CPU 4 &1 18584 SIMD(Single Instruction, Multiple Data, B354 % $#5)dkh,
THEMAREE. SIMD 84S BEMMEMTENEE. B2, AREAEN, RHF
C#{f] Mono IR HF SIMD #4k.

ﬁ%ﬁﬂﬂﬁﬁﬁ#ﬂ%ﬁﬁﬁﬁﬁ?iﬁh RKAHEA BB L . R Solution Explorer
rha IR B 2 FR I HH AR EESE B ch % 3% Properties fr4, ] UM H R — AN E TSR
M.

bR PR AE CHbL CHEXRERE S BB TRt . i@ bRk Bl 5 308 B 318 () B
HHRXBEFELERAPURANZREE. SAEHCERT new i, BB T —1IHNER. &
HRAEWEREFAURNE K, BEENRESCHENNROBR, TASELEFR
A ERFEA PR E.

— SRR E S ANEAERE . XEREMNENS TR, MREgEERAeT, ERETTLL
FEMTENRR. EREARN, AEEQEERHNRES A PH —4 < Go to Disassembly.
X4 B —1T CHUBAE ALY IL(intermediate Language, PIAIES). IL 84508/,
BETEEH, WRERMERREBEBRXEIL 54. B#RENE, RICRTARER
R E BB PAT AT ERAL
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9.1 #eyHRIERE

PRSI B 5 RATBIAEN IERIR IR B AR XAMERA S H BT, M
R, BHR—/MECLHERITE S, B, HWREIE iR —ANE, TAR—
AMEF. FIABZEARG, TUEXMNEPHRMES A, FHEEE TR REXA
PE. B 9-1 BT JUANTH B a0 = 8 A XA -

KM Visual Studio PHIEHBIHE, ARSGEFE FileNew[Project fr 4, Sl —HMH.
IXHEIT R 9-2 FrsfX iEHE . %#E Class Library 350, BKAHRS1% 225 E & H
B—ANEE, ZERREL, REGAHBAT Engine, ERART LY E CHFERS IEMFRER
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FlWsr £ |

|
|
. JUANFR A AE A a
RS LRRBEL N —ME
-
WX 1: Platformer ¥k 2: RPG W %L 3: Scrolling Shater

B 9-1 fERERGI%E

Searci Instalind Treriplatys

- : al O
i .E Windows Forms Applic ation Visual C# Type Vi
Visual C¥ H A project for creating a C# class library
o (.dn)
_ &) W rpphcsoon Vil @
L3}
n Visual C#

N I

Visual C#

Visual C# |

Bl 9-2 fijE— Class Library il H

n SRAE A 2 Visual Studio 2008, 12754 4 BEERYMEH x86, X — FUREEE, B4 DevIL
PERAE R HE 32 T H . A E, 7ESRH REESE ¥ hi% ¥ Properties fr%, RJ5 A
Build #£55 . 7E Configuration F 15K, %+ All Configurations IR , #8 5 7E Platform Target
ThrF) R Pk x86, E 9-3 B/R T X E. MRLERERE 93 AFH, BARPIRSEEH X
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Visual Studio 2010 F4s$8 4 i AR, FTLAZE Solution Explorer T ATHRIR T R, RiGEH
H PR EESR B A% Properties Configuration %74, #R/5#¥.d7 Configuration Manager. 7F
Configuration Manager 1, T LAY x86 “F &, RJ5 AT ERMHEPZRE.

B 9-3 N 32MIMEH#TERE

T—BREMAAE R, ARG NG, REEH B SIERAEERT. 1T
DA% Add Reference XJiEHE ) Browse I~ IFF-3# 3 DLL SUHRERN Tao 51/, X
% DLL SCHFR AL T Tao HESRH 225 H S (7E Vista H Windows 7 _ENiZ R 7E C:\Program Files
(x86)\TaoFramework\bin, 7E Windows XP #{E R4 bW iZR7E C:\Program Files\TaoFramework\
bin)F . BLE, RILTATRERILAE Add References XTiGEHER Recent £k CEFrAE T iX B,

TERGI HEHE:

Tao framework OpenGL binding for NET

Tao framework Tao.DevIL binding for .NET

Tao framework Windows Platform API binding for NET
nuint. framework

System.Drawing

System.Windows.Forms

Bl i) 51 A E1E -

e Batch
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Zuma x 0

CharacterData
CharacterSprite
Color
FastLoop

Font
FontParser
IGameObject
Input

Matrix

Point
PreciseTimer
Renderer

Sprite
StateSystem
Text

Texture
TextureManager

Tween

e Vector

IXEAZ O (5 | R IR NAZ A ¥ 4 public. TISRAE YA private. protected BY, internal, 4
R 51 B TR A2 R Ef . AIREE T EH—L private. protected BX internal &
A public, BUERESE MEEH VT RI'EAT. ZEBBIXFERREET, Kef1ESCh public BITT .

T ResREt, ATEMER B VBRI SSHAERY BT, FIBARN A SR e
RAERAERNS, MRZEWEA, PMER DMERFZ A F R K24 .

9.2 ¥ RBXIF

EMNBEAENRCERE TR BT FERTRNTE R, F—BHRZLE: AN
BERJ A AR L, AL E BN, AR S . XS B RS SOT S | %
EhnreE.

PRATREER R T, AEZRBITHRFIEEA R, SHIXAHEIR: A project with an
Output Type of Class Library cannot be started directly.: KERHA main BE, ENASEREZ
TS . MR, HAGESEAEETESHANE. XEKE, mRAENRKTIZHEAN
oy, wEUE—MMEAEGIZEHFHIE .

9.21 HEMHBERBERTIE

AR —MER SRR IE . X H A TIE1T5 1 AR AR B A LR 5
il e



EOE GIEMMSIE

7E Visual Studio M5 8T H, RJ5EFE File]New|Project f14K A1 —~MNFHWH .
1X— k1% $& Windows Form Application 3T, A%+ Class Library 5. XA B %
TG 82, FreUK HAv44 A EngineTest. Hd OK 4, H£—MEHHE.

WAE, XAE FEMEGI%EE. Visual Studio FABMRIE: YT E(Solution)F!
IR H (Project). EHIRJAZI— MBI H A, Visual Studio #F6I & — /MR XA EZINE .
R TT RN AHREE S EWHMARMEE, f£XE, & EngineTest 1 H I v 7 K Hy
% EngineTest, W& 9-4 fion,

: e
i iy CreateTot

oy

9-4 HE—ANIHKBHRITR

R ZM DEE LANAERINE . EngineTest S T X FECEIIEINE, XFEA
REAEF 51 AR . SN0 H 2+ 2 8 8874 . & Solution Explorer 1457 EngineTest fi# ¥ /7
=, RS A 9-5 FioR . 3% Add|Existing Project 474, T 77 Add Existing Project

XIEHERAR AT AL BRI E B Z M — B 9-6). Horp—ANTHRXBE T 5%
FE. Visual Studio ] B3R 45 BR@ ik 7 R L HINH . 4T7F Engine SUHFFR(UR A THRRT|
BT HALLRR, WNIRBAHNESIHR). RN, FHI— 8 Engine 1
SCAF (S —A Engine UM R ITE, 55 A Engine AR 2T H). THF 55— Engine
A, FEZ SO IER B — AN 3044 Engine.csproj, IXLEARE CHREFKI M. 3T H %3048
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FETR B B A #2613 EngineTest SRR F RS, ERE—51H, MEHNSIBARBEIRA
FIERMNE. X, FHSIEELBEZANHERBEMEE, HENARSHERBES. 5
R TUMERBRI T ZHHATIRE, M RE E oS B A I E 3L

2, EngineTest I H O F A A . XREE N LTI TEE, EngineTest I
BT BRTRTERE S LA LA THAT CHHI5UE , BTl Solution Explorer
HEMERAEEZE TN IE . it Solution Explorer # 45 i Engine I H i) 2%,
7EHH PR ESE B I $E Set as Start Up Project 74, A4 /83030 B - Engine I H 14
FRIRTENSZ ki 14, EngineTest W H 27K AR RSBk, STXMRE¥EE—
MNMEIR, TRERERATUBATH . 4 TestEngine TEH, BB R AE3IME, X
AT AFHIKIZITAR R IT R . MBI IF R R FRESBREMTA, XMIeedEEH
. aTLAEE R AR 5 2R R 00 H (85O0 B iR oel €9 .

Engine fl TestEngine {7 F R—AMERA R, BRI EAN LY IV iH] . TestEngine
FHE Vi 9] Engine S, {62 Engine HIA 7 E5N1E TestEngine I H . 7E Solution Explorer
1, JEFF EngineTest TN H, TiH T &— References XX, k& 9-7 fror.

& 9-7 References L{F3

At Folder Blbx, E#HIHRER AT KR Add References 4. FTHFHIXTEHELE S
FeA12 B0 A F# 0 NUnit A1 Tao FERI5 1 H 1) Add Reference XH1EHE . iZXTHHER TR EE L
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MEBFR, BRIANEL T SERENET EHF. NET EB-RF|H T 8L L %% NET B
HIFIH. BAERMNFEEL S Engine WHIFIH. %E# Projects I+, W 9-8 Frix.

" [ Add Reference ; bl |

b [octometia] |

B 9-8 @XM HEKTIA

Projects S FH RE—MEH, %Y, REH4 OK #41. B, EngineTest Ji H
F T3t Engine W B M5 H. BEFERINTEAI.NET 3/F: System.Drawing. Tao.OpenGL.
Tao.DevIL 1 Tao.Platform. Window. #iiXE5|H 5, AT A SimpleOpenGL #4483
Bk b, FRELH OpenGL. BT MEARIAMEEY, wLHEH K —H3|HEHEIF%
Berp, TREHE DevIL. ILU M ILUT K DLL 3C4EE 42| EngineTest T H ¥ bin/debug/Fl
bin/release/ H 3% H .

7E EngineTest & 4k L E — SimpleOpenGL #14, H-¥H dock BMIEE N fill, X
5% Z AR E RE#REAE Rl . BIAERE form.cs A,

using
using
using
using
using
using
using

using

System;
System.
System.
System.
System.
System
System.
System.

Collections.Generic;
ComponentModel;
Data;

Drawing;

.Ling;

Text;
Windows.Forms;

namespace EngineTest

{

public partial class Forml : Form

{

public Forml ()

{

}

InitializeComponent () ;
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X2 Visual Studio 4 Windows Form I H BRI\ GIE IS . TRERAY using BT H#
EHARARRRIFE. ER T Engine WH, FEAGHIN—AFTH using 5

using Engine;

AT LAV R 5| B EHEERT . ERFEHRSEENRENSE. THEHHHR
T H KR EAE.

using System;

using System,Collections.Generic;
using System.ComponentModel;
using System.Data;

using System.Drawing;

using System.Ling;

using System.Text;

using System.Windows.Forms;
using Tao.OpenGl;

using Tao.DevIl;

using Engine;

namespace EngineTest
{
public partial class Forml : Form
{
bool _fullscreen = false;
FastLoop _fastlLoop;
StateSystem _system = new StateSystem();
Input _input = new Input();

TextureManager _textureManager = new TextureManager():

public Forml ()
{
InitializeComponent () ;

simpleOpenGlControll.InitializeContexts ()
InitializeDisplay();
InitializeTextures():;

InitializeGameState();

_fastLoop = new FastLoop (GameLoop) ;
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private void InitializeGameState ()

{

// Load the game states here

private void InitializeTextures{()

{

// Init DevIl

I1.i1Init();

Ilu.iluInit();

Ilut.ilutInit ();

ITlut.ilutRenderer (Ilut.ILUT_OPENGL) ;

// Load textures here using the texture manager.

private void UpdateInput ()

{

System.Drawing.Point mousePos = Cursor.Position;

mousePos = simpleOpenGlControll.PointToClient (mousePos);

// Now use our point definition,
Engine.Point adjustedMousePoint = new Engine.Point();
{(float)mousePos.X - ({float)ClientSize.

I

adjustedMousePoint.X
Width / 2);
adjustedMousePoint.Y

I

((float)ClientSize.Height / 2) - (float)
mousePos.Y;

_input.MousePosition = adjustedMousePoint;

private void Gameloop (double elapsedTime)

{

UpdatelInput ();
_system.Update (elapsedTime) ;
_system.Render () ;

simpleOpenGlControll.Refresh();

private void InitializeDisplay/()

{

if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
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WindowState = FormWindowState.Maximized;
}
else
{
ClientSize = new Size (1280, 720);
}
Setup2DGraphics (ClientSize.Width, ClientSize.Height);
}

protected override void OnClientSizeChanged (EventArgs e)
{
base.OnClientSizeChanged(e);
Gl.glviewport (0, O, this.ClientSize.Width, this.ClientSize.
Height) ;
Setup2DGraphics (ClientSize.Width, ClientSize.Height);

private void Setup2DGraphics (double width, double height)
{
double halfWidth = width / 2;
double halfHeight = height / 2;
Gl.glMatrixMode (G1l.GL_PROJECTION) ;
Gl.glLoadIdentity():
Gl.glOrtho(-halfwidth, halfWidth, -halfHeight, halfHeight,
-100, 100):
Gl.glMatrixMode (Gl .GL_MODELVIEW) ;
Gl.glLoadIdentity ()

}

XEEERETUHATEIMERHENTE, FTUALEREEN N REFER
MIE, REBTEMIFIE S, B85 — T Updatelnput 55, #FH5FrHREHH
UpdateInput 5 FiAR[H. REBFEBHA Point 2, —AKEF System.Drawing, 55—k H
FRATH Engine FE. A T HEHRFBMERINBEHHBEA Point 3, FEMFAZEMER
2R, Hltn:

// Using the fully qualified name removes potential confusion.
System.Drawing.Point point = new System.Drawing.Point():;

Engine.Point point = new Engine.Point():;

BATIXAMRBR PR E— N EANER, XERERBBITIER. e UERX
AN BT R ERER S AR BT LURE FER MBSO RRE. BE, 51%E
FTAEAREF SRR E NGO, B LUK RURBRATE TR E X kiR
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9.22 ZALE

TR ERF AR AT RRISEER . AT EFEIMTLEARR KL,
B3 — B HWERRAR A MultipleTexturesState . R AT TH KPR A —#E, ‘S N i% L IGameObject,
FFilid StateSystem N8, XAMREWFIRGE RS, Fik, HMERBHEEERZ A
TextureManager Xf % . #EACH A LUBAE form.cs Y InitializeGameState F .

private void InitializeGameState ()
{
// Load the game states here

_system.AddState ("texture_test", new MultipleTexturesState
(_textureManager));

_system.ChangeState ("texture test");

}

XNMFREFEVEZEA SRR . A PREARN Assets B ZFRETHA
FHIL3#: spaceship.tga F1 spaceshipt2.tga. XRBENAEK CHMHLHE, B L, B
MITERIK. K XH AN tga XHERMBBRT RS, FRELEYE, MERSMNEHBHR
e EZET.

T EEH L N F] TextureManager §1, X R7E InitializeTextures J7¥H SERH

// Load textures here using the texture manager.
_textureManager.LoadTexture ("spaceship”, "spaceship.tga”):;

_textureManager.LoadTexture ("spaceship2"”, "spaceship2.tga");
BAEC L NE 7438, 1 LLZE MultipleTexturesState T FHTEAIT -

class MultipleTexturesState : IGameObject
{
Sprite _spaceshipl = new Sprite();
Sprite _spaceship2 = new Sprite();

Renderer _renderer = new Renderer();

public MultipleTexturesState (TextureManager textureManager)
{
_spaceshipl.Texture = textureManager.Get ("spaceship”);

_spaceship2.Texture textureManager.Get ("spaceship2") ;

// Move the first spaceship, so they're not overlapping.
_spaceshipl.SetPosition(-300, 0);

}

public void Update (double elapsedTime) {}
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public void Render()
{
_renderer.DrawSprite (_spaceshipl);
_renderer.DrawSprite (_spaceship2);
_renderer.Render () ;
}
}

EARGUETHEMER, AN TEANCHYE. B4 CHE X # EREEs)
T 300 RE, XAU@% WM EESR. BITRMRERE, FRENEGRNE 9-9 Fir.

99 HHAKILHE

B 99 1, FIAKHELHIER, HEF N CHEHEEARERK. BH—N R
P R R DREGEERIRAD, UGS A CAMEL, B LEZHFEZADT, mME-A
KARBERFIEHI R, XRFEMRHLHE.

XERRBE, ®FEVF OpenGL fHAMNBELHKET . R EAME, MM E
—WRBRGE. EFREF T, mBEEWNHRERERLHE, FROEEEK, HEE
BENSEEIARFTEROKEM, Eh X TFREHHR, SESREXFHER.

Renderer KFEMB K. Renderer K¥FTH R ALK — ik, LMERTLLHENIRE
RERER . A, Render EARERRFHATEH —NGE. EREHITRELUEA
MEREMHAFYHELERER . WERE, T UEVF OpenGL R IHEHE L KM ERK P
BHMER, REERFLEITH—AFiX.

Y450 i) Renderer.DrawSprite AW T .

public void DrawSprite(Sprite sprite)
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{
_batch.AddSprite(sprite);

}
BB TR

int _currentTextureld = -1;
public vold DrawSprite(Sprite sprite)
{
if (sprite.Texture.Id == _currentTextureld)
{
_batch.AddSprite (sprite);
}
else

{
_batch.Draw(); // Draw all with current texture

// Update texture info
_currentTexturelId = sprite.Texture.Id;
Gl.glBindTexture (Gl1.GL_TEXTURE_ 2D, _currentTexturelId);

_batch.AddSprite(sprite);
}
}

BATHH, [REMERWE 9-10 Bir.

B 9-10 FHamLgEE

5Z AL, XREBAVERME A%, AR EMTI N USSR AN FASEN
R BRBITRBABHEAER: LHlRE MR RS ZERRRLE. @atilx
MO TR, BHELFIRER, FR - ERESEKERKERARSENTHAL.
H—HOT T UME SR E SR IR B R BN, BANERKE SARE /NG, TR K
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GEAGEE, BR—TMBRROGHE, XEERALGEE S (atlas). KGR LG X
MRKKGEE, HEBUHTARU, MR, FEfRERaE ) —A~ M2
FHRERN TR, —Bokid, MEAARNE, HBRFLEER.

93 KmEEIE

GBS RN, (HEER LSRRI K& . I/ OpenAL FE, #SINAEE

RAEERAN. ETHRAT SR, B —BEEMREETH - T I HENESTE
BORMIIERRE,

SoundManager soundManager = new SoundManager();
soundManager .Add ("zap", "zap.wav");

Sound zapSound = soundManager.Play("zap")

if {soundManager.IsSoundPlaying("zap"))

{

soundManager.StopPlaying (zapSound) ;
}

XBAEEY, SEENMZEHSLEEEBRUNGTATES . SBI05F
KRB -G, &SI LURARESIAEE . ] IsSoundPlaying J7¥ml LMK &1 2 & 7EH%
&, A StopPlaying AR LMEILIRIN A H. WREWEAEFTNEERHIMELT .

9.3.1 fI@EEXXH
AT RERF AR, ERER SEE. WRHEIEHET R, HRPEPIRE
e ROUTARE S E RS RF RS

AR E R R — N 524 Tomas Pettersson F & sfxr #2/7, A BHECE
R TR, HAmmE o-11 Fior.

o S e
o T Ar rien G sass— |
L FILTER cutorn succe (|
i u- rn.ttﬂ WW

U e eriren cutere EEEEREES

| weorieren curorr stmrr—"“‘g__‘ .

B 9-11 R sfxr QIS ZTHRE
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SPH T W

sfxr APFERBENVERFE TR . A EBRITEKS NES #4664 i B 58 24,
i Hh 2875 Randomize 384, AERGHTFE 5. B H O ERME S, TLAEE S —4 wav
. APEERE Assets HRPAE TRAMERIIEEHER, 2912 soundeffect] . wav F1
soundeffect2.wav. IZFBARIMESEK TR, EEMIHINE TestEngine HHF . sfxr HHEEH
EALE A HERRE =B ORaCE Y = S8R

9.3.2 F% SoundManager

OpenAL 2FZIAHRM A — N FWE, B EXFERAMATNE, fln
M—A 3D ML ERBINEE .. CIERA T AL L8 N (Doppler Effect) 15, £ #3N
F— N R B R BEERERF ENG FHE . EEFIER, BiRSNAE RS,
EABATE I KRR —A 2D #ERR, FRUAAL MM, EREERF S SR_RFEEHA
#. A4 OpenAL FYSCHY, #RJF B O#HATIASR, PABATE A R %R,

i T £ OpenAL, FFEATI AT H P €5 .5 H 45K 2 Tao Framework
Tao.OpenAl Binding for NET. Wi Add Reference X iEEHI.NET £ £ F&H 5| Hix3I
F, W%+ Browse I, #KF Tao HEALM 2235 H F\TaoFramework\bin, $R 5 MIR BiZ
%51 . AEA OpenAL, EFEI alut.dll. ILU.ILFT OpenAL32.dll & #1Z/bin/debug F1
bin/release H3%H' . 7E Tao Framework 1%%% H 3% \TaoFramework\lib A BL4RFiX 4% DLL
. WRIER A BEAEILAE) API Al TextureManager 2500 TAE AR, ATARJE—MHEZEK,
HAEFTEURSEE, BARBBEY.

public class Sound
{
}

RIG AT LR XA SRR S EHAER K. o, Nzt ERRmE 5%
TEE A, A VRS i R AR BT LAE X2

public class SoundManager
{

public SoundManager ()

{

}

public void LoadSound(string soundId, string path)
{
}

public Sound PlaySound({string soundld)
{
return null;

}
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public bool IsSoundPlaying(Sound sound)
{

return false;

public void StopSound (Sound sound)
{
}

}

AEBEA R RSB REBRA T . oTRRK A TRREMMEES. AR
PSR — AT L E R 256 FH S, OpenAL HRHWTHFEEMBEM FELE, Rt
ERAEE, MEAARRUEAEN, AR T RAHEEL.

readonly int MaxSoundChannels = 256;

List <int> soundChannels = new List<int>();

public SoundManager ()
{
Alut.alutInit();

DicoverSoundChannels () ;

private void DicoverSoundChannels ()

{

while (_soundChannels.Count < MaxSoundChannels)
{

int src;

Al.alGenSources(l, out src);

if (Al.alGetError ()== Al.AL NO_ERROR)

{

_soundChannels.Add (src);
}

else
{

break; // there's been an error - we've filled all the channels.

}

A FIEEH—NEFARR, FrelaT AR A8 — MR . SoundManager
¥935 R EAI4G OpenAL, RFHBIFIATTHMNAE, XEMNFEREH 256 1. OpenAL K
¥ alGenSources A — N AR, ATREAE. REABRELESHEENR, WRFEH
%R, WFEWRE OpenAL TIEEREL ISR, B RN %3 LA .
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RIAEWEE, TELENEINE] EngineTest I H H. NAXTE form.cs I A A S H
%, R ELBLEMEE R SRS,

public partial class Forml : Form
{
bool fullscreen = false;
FastLoop fastLoop;
StateSystem system = new StateSystem():
Input input = new Input();
TextureManager _textureManager = new TextureManager () :;

SoundManager soundManager = new SoundManager () ;

BJE TR T FEEESNE, ERERNUHANAER. T2 2 NER &
BN . TRAE TG R NBE IR 7 B SR EE -

public class SoundManager
{
struct SoundSource
{
public SoundSource{(int bufferId, string filePath)
{
_bufferId = bufferId;
_filePath = filePath;
}
public int bufferId;

string filePath;
}
Dictionary<string, SoundSource> _soundldentifier = new

Dictionary<string, SoundSource>();

SoundSource M FM X T MBHIAETHER. EREEASFEHESN N, il
7E SoundManager 25 N # R %G5 M. 24 OpenAL I AT G, WiREI—EH, F
BIRBE SN, BMAEHXANBECKEI RS . FER AR SR REE BINFE A
THYE. FREMRERIRER, HPPH THERTHMAEE S, URHTHRRE TR
B AR .

AT IR S, FEAE A using System IO; SN E AR THEE . LoadSound B
W A8 FH e RR P A B0 & 7 _soundldentifier 88 .

public void LoadSound(string soundId, string path)
{

// Generate a buffer.

int buffer = -1;

Al .alGenBuffers(l, out buffer);
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int errorCode = Al.alGetError();

System.Diagnostics.Debug.Assert(errorCode == Al.AL NO_ ERROR) ;

int format:;

float frequency;

int size;

System.Diagnostics.Debug.Assert (File.Exists (path)):;

IntPtr data = Alut.alutLoadMemoryFromFile (path, out format, out size,
out frequency):

System.Diagnostics.Debug.Assert (data != IntPtr.Zero);

// Load wav data into the generated buffer.

Al.alBufferData (buffer, format, data, size, (int)frequency);

// Everything seems ok, add it to the library.

_soundIdentifier.Add(soundld, new SoundSource(buffer, path});

}

LoadSound HiA 8 SEEM—NEWX . IANMENXEAFF R —NXIR, f68 T AR
bR A S %R . OpenAL SEF % #Y alutLoadMemoryFromFile F F ¥ .wav SCHFRI$E
AW RE, BEFEEHNEESR RN, KPFEELE R BIZE
X, BjF, £ Soundld BXANMEMMXREFRFHG, UELELUSIRRE.

DAL BT LAME A S E E B R MBS B H P S H

public Forml ()
{
InitializeComponent{);

simpleOpenGlControll.InitializeContexts ();

InitializeDisplay();
InitializeSounds(); // Added
InitializeTextures();

InitializeGameState(};
InitializeSound J7 54 A BT N A FI 5 & 3.

private void InitializeSounds ()

{
__soundManager.LoadSound ("effect"”, "soundEffectl.wav");
_soundManager.LoadSound("effect2", "soundEffect2.wav");

}

ATMRFETEESR, ROFELBESEEHMRG. 2 OpenAL HBFERN, &R
B —ANE T 5B ATHEBOS B S, RITASTEERFILX N EHEEF—1 Sound K
t, XEERTRAUE N ERRE. ETH AR ES, m—MaXE
SRR WRIBEE &R RAES R, KRE-1. WTFATARET OpenAL K5IH#
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# ) Sound 5.

public class Sound
{
public int Channel { get; set; }

public bool FailedToPlay

{
get
{
// minus is an error state.
return (Channel == -1);
}
}

public Sound(int channel)

{

Channel = channel;
}
}

BMACKEXN T FEREEEE, 7TLLEIN PlaySound FHET . BESMAE—HIE -
B|Y. SEMBERAERMG, UG REERSE SHOERRA RS . WRRX
&R, FEBASEER. IR—MERAHEELSE, BN THENER/LaMEE
IR, RSB AESE —MUAR, AR SRAEZRNSESTHT LS HEAKRE
LM FEREHMAEE. KRS FENETENERIFNTERERTX.

FERS—MHERHERENFEREHAH. —FH R IEZHF OpenAL X4
MEAEZSE LBEAEE. WRESR, BAXFERELH. MZEZXANFHRMDE
IsChannelPlaying ¥ ¥%s 1 #| SoundManager K.

private bool IsChannelPlaying(int channel)

{
int value = 0;
Al.alGetSourcei (channel, Al.AL SOURCE_STATE, out value);
return (value == Al.AL PLAYING);

}

OpenAL 4} alGetSourcei T E A EN R, ZBHBHE-NSHHRE. EXER
A AR SRR E. AEEXANSE LHEERD B T DLE XA 7
#j. IsChannelPlaying iR Z0F) 25 758 29 APRES B BB EEREBL R L2, Bi&lH true,
A MR [A] flase.

# X T IsChannelPlaying B #(/5, W LM R BERFIE 7 b — MR E 2 R A E R R %
XAF R dr % A GetNextFreeChannel, 4% % DiscoverSoundChannels 75 1438 eR %
PHENSNEE. MEARKIATHKEE, EHRFIHEIRERIRR-1.
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private int FindNextFreeChannel ()
{
foreach (int slot in _soundChannels)
{
if (!IsChannelPlaying(slot))
{

return slot;

return -1;

1

EANREHIRATUBRA SRR AE. XFERTUENER RS — MR
PlaySound /7%, FHAEBAEAREENFIE.

public Sound PlaySound(string soundId)
{
// Default play sound doesn't loop.
return PlaySound (soundId, false);
}
public Sound PlaySound(string soundId, bool loop)
{
int channel = FindNextFreeChannel();
if (channel != -1)
{
Al.alSourceStop(channel);
Al.alSourcei (channel, Al.AL BUFFER, _soundIdentifier[soundId].
_bufferId);
Al.alSourcef (channel, Al.AL PITCH, 1.0f);
Al .alSourcef (channel, Al.AL GAIN, 1.0f);

if (loop)
{
Al.alSourcei (channel, Al.AL LOOPING, 1);
}
else
{
Al.alSourcei (channel, Al.AL LOOPING, 0);
}
Al.alSourcePlay(channel);
return new Sound(channel);
}

else
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{
// Error sound
return new Sound(-1);

}
}

XESEI T KA PlaySound Jivk, —ANHEREZIEERE R ERAERFEFRRE
ABYH, H—NHTEEZNBHEEDS D, ERERANBERT RN ZEREF— K.
PlaySound 77iAIREIZ W AIE, FHHEFHIEIEM SoundSource MBBIFE L. RIGEE
WHEENRARYE, SRFEAEL, FREBHHFE. BATSRESFTERRL—RKE
RERBBERERER. B, FEFHEFIHRE— Sound X 5.

RAEAT RAT MR TAE, RSXILHETREAT . e UAER Eingsct, F
MEFREHRLCEN . TEHE-MFHOIERE, BWRTHEERRIE.

class SoundTestState : IGameObject
{
SoundManager _soundManager;

double _count = 3;

public SoundTestState (SoundManager soundManager)
{
_soundManager = soundManager;

}

public void Render ()
{
// The sound test doesn't need to render anything.

}

public void Update (double elapsedTime)
{
_count -= elapsedTime;
if (_count < 0)
{
_count = 3;
_soundManager.PlaySound ("effect");
}
}
}

BEEE T AMERE, FHERERRNBITHORS. 83 B8, ExBRE—H
EERCR. AU E BB E R, 20 RSB A F R .
TERAHERFENBRNMEY, XKY SoundManager IERHER T B/ H1E.
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public void Update (double elapsedTime)
{

_count -= elapsedTime;

if (_count < Q)

{
_count = 3;
_soundManager.PlaySound("effect");

_soundManager.PlaySound ("effect2");

}

SoundManager R FHE B G KL RECRR/ENTE . ERERBURXETERK
H. EEERBELRRES. TEESEETSEH.

public bool IsSoundPlaying(Sound sound)
{

return IsChannelPlaying(sound.Channel);
}
public void StopSound (Sound sound)
{

if (sound.Channel == -1)

{

return;

}

Al.alSourceStop (sound.Channel);
}

RERBERREEFNAMENTRESTESEREHE FBRKANE. £
FERRBAEH—/ OpenAL JvERE IHRFEFE LA E. AR, LR TRET
TRIXLLHT BRI A

public void Update (double elapsedTime)
{

_count -= elapsedTime;

if (_count < 0)
{

_count = 3;
Sound soundOne = _soundManager.PlaySound("effect");
Sound soundTwo = _soundManager.PlaySound({("effect2");

if (_soundManager.IsSoundPlaying(soundOne))
{
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_soundManager.StopSound (soundOne) ;

}

}

REEHBE—FEY, RELNREFFRETEARR. Z7EEE true, REH—
MAMSFIEFEE . XFFEEKERAH R, FAEEFRERLE RN, ©H28EL.

float masterVolume = 1.0f;
public void MasterVolume (float value)
{
_masterVolume = value;
foreach (int channel in _soundChannels)

{
Al.alSourcef (channel, Al.AL_ GAIN, value);

}
}

£ OpenAL ', #ILLEETEESE EAHESRBRER. HMRBREEEREN 0~1. X1
AFHAFERET N IETE. TEEFMEIRZED. SBEFATH, ERES
FEAMHEARE, TUFEEFNAHERTE. XA LI PlaySound 77 M EE 5 K.

{
Al.alSourcef (channel, Al.AL GAIN, _masterVolume);
Al.alSourcePlay(channel);
return new Sound{(channel);

}

XRAFENFERE T - EHEES. WTUENFERETE, SEFRREY
B RO LA L, XA TR AL

public void ChangeVolume {Sound sound, float value)

{
Al.alSourcef (sound.Channel, Al.AL GAIN, _masterVolume * value);

}

XERFEFERN RS MR, UBRIATKEELEIFRRERKN, FHEE
NS RARBH/RA. EMNZAE 0~ Z0H, FEXINE T —ERAH, LEREFRRNE.

public SoundTestState (SoundManager soundManager)
{

_soundManager = soundManager;

_soundManager .MasterVolume (0.1f) ;

}
RLWEBRENE MEK 1/10. MRBRBTIERE, TOSLHESR~4K
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Zil. FETEBNEE —MESFREHREEMRKXH. FEEERAR T REXNSEEXH
MEEASIH, UEHEEBRNTERBOX LS. SR EEMREFARTN
IDisposable 1.

public class SoundManager : IDisposable
public void Dispose ()
{
foreach (SoundSource soundSource in _soundIdentifier.Values)
{
SoundSource temp = soundSource;
Al.alDeleteBuffers(l, ref temp. bufferId);
}
_soundIdentifier.Clear();
foreach (int slot in _soundChannels)
{
int target = soundChannels[slot];
Al.alDeleteSources(1l, ref target);

}
Alut.alutExit ();

}
B REOB I AN A SR KIFRBEN, RERHEFHEEEREREN.

9.4 B it#HrA

HETHI T 1A RASRGE T ARKSR. WL WHRAISRKH RADERRIAE, {2
R MLLASMNE R HARST R . BIHI R BEBRA R RTN, XE—FrE [ HRDul X
. B ARG WA SRR RABBR — R EE S S A rfgs. Wik,
51 E e R SR BAT, TN RS EHRRARE.

9.4.1 BRMEIITHIZE

BiE AR RIS E IR T . PC LIE B EBRA s G EHRNKRE, HE
IEREH EEHRCEIF R USB %8, FrUlfE PC _Einxdis sl & HI SRR
BHome., EMFHD, XEBEHEETS0T, BAEMNREREEI T ZHX
, Wi ERBIETHERES .

TaoFramework P XH#EH 2L FHER LA, ERGH A, B XRFET SR (analog)i&
B, HEAIRFENRSSMEZR, EAHREMTRFN Wimore T . X TIXREHK
RS, BAETESNEE CHEE, BREMAENNGE, FTEXMNLHT —BHA.

BATVIXA 51 IR HIRS SRR T E b i dl28. X4F PC K, HIMATHY
FEHIFB LR Xbox 360 FEHlE, B AiXFhda8 T L Windows HERM, HHEFE
BB . FERTFWRARER LS RIE, YA AEMRERTMN, BRL TR
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s £ B

HHE, AAEREFXT Xbox 360 FHBMITH K. B 9-12 7R T Xbox 360 KR TR .

£

B 9-12 Xbox 360 HxBIEHI%E

Xbox 360 H —E A AR MEHIZTM4. W EBESHENEN . BRAIFHESE X #m
Y # ERB-1~1 Z[RME, UBERK W EBF AT Dpad XFEEKH L. T, A
s BHIS O K[E IR R A Back. Start. A. B. X AlY.
ENRARMRES, HETARERT, RUEEERESE, A - Mi/RRERRIRE
Al. fERHIBATHTET 4 1~ EHB(shoulden)i% i, FiL EMHAA MR R R AR, HE
FHERREMEIENEAR S, MARRER FEXENAREFETERR MRARF A
B{EE 0~1, AMADERTHEFERAN. XS EdRfg AR T —NMEESE
FEERTFW, FTEQES Nkl 55 H BB M A RThEE.

B, SIB—AFREERIRRE. HXAMREMELA InputTestState, FBATH—H
BB RS . R TFREEE Tao HELER SDL #oF, XEREFTERNS
#+—A5|H: Tao framework SDL Binding for NET(II R&H X5 H, NFEEILERE Browse
BEINE, $£3 TaoFramework\lib H %, #£3#F Tao.Sdl.dll). FEFEIEHsh—4 DLL HE#IZ| bin
HZFH: sdldll. BAVEERANHIBEXT X2 HI S AR, BB BT HIR MR
R R Xbox 360 #5H38, tha] LAk B4 KA kM B X HAR R FIBR AT . R
TR B M B B i BRI T .

FHBREIXSHERTELMEELTR. Bk, JEFEMEZHISOARES. B
T AR L A RS R ) R I BR L SN IR A PR, RERIMEF A ETHIRD.
AW B ) R & A AR A 30 i (polling)..

SDL FEER H VIR URFWR T RS, REARERATH. BEEEIHHARERE
InputTestState F, {HR B FELXLAMBHEMARLS .

bool _useJoystick = false;

public InputTestState()

{
Sd1l.SDL_InitSubSystem(Sdl.SDL_INIT_ JOYSTICK);
if (8dl.SDL_NumJoysticks() > 0)
{



}
}

EoW RSN

// Start using the joystick code

_useJoystick = true;

HERBREBESHHEBAN. TG SDL MEHFR S, NMBREERT, Mol
FEERET. R, FEASIEERNEPAE - MIRAREH R BARNMERT
—MdeE BRI EI2E, il A4 42 R XboxController.

using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using Tao.Sdl;

namespace Engine

{

public class XboxController : IDisposable

{

}

IntPtr joystick;
public XboxController(int player)
{
_Jjoystick = Sd1.SDL_JoystickOpen (player);
}

#region IDisposable Members
public void Dispose ()
{
Sdl.SDL JoystickClose(_joystick);

}

#endregion

XA — AN IR RS QR BAT . SEAE /SR SE S A R AW RRE
FEAG I FRLE—MERIE. BTERTUEITN, B HBUERRBOT 2 23 1

1.

BULE AT LAZE R P B 4 28

XboxController _controller;

public InputTestState()

{
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5d1.SDL_InitSubSystem(Sdl.SDL_ INIT JOYSTICK):

if (Sd1l.SDL NumJoysticks () > 0)

{
// Start using the joystick code
_useJoystick = true;
_controller = new XboxController(0);

}

}

BONEQENE —LREHBHARBIT. BT ERESEHAANEMREN. HE
HIREFE AT At 2 A . ARG HISRPRER T L, BT EEEYR, HERF
TR EiIRgs). XNMAERBRPER, ERTEESHE—EREZ, BN
. ZEEHIESUBFEX (dead zone), ARFEHIRFEIFEX EAR KR, EfERIEXE,
B EREAHA ).

BATHAA N B A NS B X3 B2 T K Y4h. SDL K4 BAER —4 short
EIRE, EHERERRRTER-1~1 1 float {E. -1 REFFRINBIBRLAERE T )
U, 1 ZEFHRsEIRA L EE LN RE.

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Tao.Sdl;

namespace Engine
{
public class ControlStick
{
IntPtr _joystick;
int _axisIdX = 0;
int _axisIdY = 0;
float _deadZone = 0.2f;

public float X { get; private set; }
public float Y { get; private set; }

public ControlStick(IntPtr joystick, int axisIdX, int axisIdy)
{

_joystick = joystick;

_axisIdX = axisIdX;

_axisIdY = axisIdy;

}



FoW fIEMRIIE 219

public void Update ()
{
X = MapMinusOneToOne (Sdl.SDL_JoystickGetAxis (_joystick,
_axisIdX));
Y = MapMinusOneToOne (Sdl.SDL_JoystickGetAxis (_joystick,
_axisIdY));
}

private float MapMinusOneToOne (short wvalue)
{
float output = ((float)value / short.MaxValue);

// Be careful of rounding error
output = Math.Min (output, 1.0f);
Math.Max (output, -1.0f);

output

if (Math.Abs (output) < _deadZone)
{

output = 0;
}

return output;

}

SDL 7 (AR5 41 28 55443 FH (0 3l mT LLE L SDL_JoystickGetAxis ¥ #] . 384T 1 B4
SR, BEBTRAEHEANAREKH, FTUEREREPENTHENRTIRRRELL
XARFARROR . XERRBFRERERBHEYARTNRERE. RAFRLEARE
HI 2R W BF HARIES TEXFHBRERN . —MFROLEARORIITEERY 1, A
R—AN—FFWRATREER S RES LB, FEit, AFEEFES RS TAET £
—MEFER.

B AR — K Update 77¥%, MIBRITMMAE, &7 EEH-1~1 ZEKEEH
XM YWE. i, SE-NMHTRRR/DENX, LARIZHENERBE.

Xbox #EHIBE MG, FrUAITER LUEFHEH BRI RBUX— .

public ControlStick LeftControlStick { get; private set; }
public ControlStick RightControlStick { get; private set; }
public XboxController(int player)
{
_Joystick = Sdl.SDL_JoystickOpen(player);
LeftControlStick = new ControlStick(_joystick, 0, 1);
RightControlStick = new ControlStick(_ joystick, 4, 3);
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public void Update ()
{
LeftControlStick.Update () ;
RightControlStick.Update();
}

FERIAE B — IR, FERRORAS T LME AR AR B AR P IR B
InputTestState 5[] Update RS EH SDL AT ARG, REEFEHIE, ATEFREHIE
LR A R AR AR A RO

public void Update (double elapsedTime)
{ -

if (_useJoystick == false)

{

return;

Sdl.SDL_JoystickUpdate();
_controller.Update () ;

public veoid Render ()
{
if (_useJoystick == false)
{
return;
}
Gl.glDisable (G1.GL_TEXTURE_2D);
Gl.glClearColoxr(l, 1, 1, 0);

Gl.glClear (GLl.GL COLOR BUFFER_BIT) ;
Gl.glPointSize (10.0f);
Gl.glBegin(Gl.GL_POINTS);

{

Gl.glColor3f(l, 0, 0);

Gl.glVertex2f (
_controller.LeftControlStick.X * 300,
_controller.LeftControlStick.Y * -300);

Gl.glColer3£f(0, 1, 0);

Gl.glVertex2f(
_controller.RightControlStick.X * 300,
_controller.RightCentrolStick.Y * -300);
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}
Gl.glEnd();

}

Render REHLHI—NEBNER, RELH IR —NLRRERENMER.
RERABIMKT, TELEE BB, UERNEFFFIXER. BITEF, R
JFEERRE LB R EITRERRE-1~1 2/ XMEMEKR, TR BHERRE L¥E)
XA Bk, BAVEXAMERE 300, Y HKIHERERE-300, UEEHEMGH. ZhE
HXAMS, BERECEERE—MERRmesR.

T ANEAEMBHRT4REE. Xbox 360 I5H8E HLEFA 10 MEE, 4H£ X.
Y. A f1 B &4, WAHEBER, UERNAMEBITHRIHERE. SE—H, m51%FERE
IR TH R AR AR

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Tao.Sdl;

namespace Engine
{
public class ControllerButton
{
IntPtr joystick:
int _buttonId;

public bool Held { get; private set; }

public ControllierButton (IntPtr joystick, int buttonId)
{

_Jjoystick = joystick;

_buttonId buttonld;
}

1

public void Update ()
{
byte buttonState = Sd1.SDL_JoystickGetButton(_joystick,
_buttonId);
Held = (buttonState == 1);
}
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K Update MBI H Held BB . RAERTTUAERHIZB AT RMILET .

public ControllerButton ButtonA get; private set;

public ControllerButton ButtonB get; private set;

public ControllerButton ButtonX get; private set;

public ControllerButton ButtonY get; private set;
// Front shoulder buttons

public ControllerButton ButtonLB { get; private set; }
public ControllerButton ButtonRB { get; private set; }

public ControllerButton ButtonBack { get; private set; }
public ControllerButton ButtonStart { get; private set; }

// If you press the control stick in

public ControllerButton Buttonl3 { get; private set; }

public ControllerButton ButtonR3 { get; private set; }

public XboxController (int player)

{
_Jjoystick = Sdl.SDL JoystickOpen(player);
LeftControlStick = new ControlStick(_joystick, 0, 1):
RightControlStick = new ControlStick(_ joystick, 4, 3);
ButtonA = new ControllerButton(_joystick, 0);
ButtonB = new ControllerButton(_ joystick, 1);
ButtonX = new ControllerButton(_joystick, 2);
ButtonY = new ControllerButton(_joystick, 3);
ButtonLB = new ControllerButton(_ joystick, 4);
ButtonRB = new ControllerButton(_joystick, 5):
ButtonBack = new ControllerButton(_ joystick, 6);
ButtonStart = new ControllerButton(_ joystick, 7);
ButtonL3 = new ControllerButton(_joystick, 8);
ButtonR3 = new ControllerButton(_joystick, 9):

}

ERBTEEHENIRE.

public void Update ()

{
LeftControlStick.Update():
RightControlStick.Update();
ButtonA.Update () ;
ButtonB.Update () ;
ButtonX.Update () ;
ButtonY.Update () ;



ButtonLB.Update() ;
ButtonRB.Update () ;
ButtonBack.Update({) ;
ButtonStart.Update();
ButtonL3.Update() ;
ButtonR3.Update () ;

}

SEOE fIENNGIE

ATERF LR &R, EFEENLRE TN — A FERs.

private void DrawButtonPoint (bool held, int yPos)

{
if (held)
{
Gl.glColor3£(0, 1,
}
else
{
Gl.glColor3f (0, O,
}
Gl.glVertex2f (-400,
}

0):

0):

yPos);

XANRBERERFTENRBRGHRES, EETREERE, SINEGtthaKE
B3R o BRI A TT EUSE B RAR S HT Render BREUF, ERIEATRIBAIIEZ S, GlglEnd()

) LA

DrawButtonPoint (_controller.

DrawButtonPoint (_controller

DrawButtonPoint (_controller

DrawButtonPoint (_controller.

DrawButtonPoint (_controller
DrawButtonPoint (_controller
DrawButtonPoint (_controller
DrawButtonPoint (_controller

DrawButtonPoint (_controller

DrawButtonPoint (_controller.

.ButtonB.Held,
.ButtonX.Held,

ButtonA.Held, 300);
280);
260) ;

ButtonY.Held, 240);

.ButtonLB.Held, 220);
.ButtonRB.Held,
.ButtonBack.Held,
.ButtonStart.Held,
.ButtonL3.Held,

200) ;

180);
160) ;

140);

ButtonR3.Held, 120);

BATARRRA, REXRNBEEERERE L. SMITRERRERE LHUK

Ko

BAER B T R B AL, bR BE 8N D-pad. il 28 CFR bR — Ml
FRW: AR ER 0~1 2R, AMRIFHH LR 0~1 FoR. XEWECEMK S

RS 5 R F I RS IR L.

using System;
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using System.Collections.Generic;
using System.Ling;

using System.Text;

using Tao.Sdl;

namespace Engine
{
public class ControlTrigger
{
IntPtr joystick;
int _index;
bool top = false; // The triggers are treated as axes and need splitting
up
float deadZone = 0.24f;
public float Value { get; private set; }

public ControlTrigger {(IntPtr joystick, int index, bool top)
{

_Jjoystick = joystick;

_index = index;

_top = top;

public void Update()
{
Value = MapZeroToOne (Sdl.SDL_JoystickGetAxis(_joystick, _index));

private float MapZeroToOne (short value)
{
float output = ((float)value / short.MaxValue);

if (_top == false)
{
if (output > 0)
{
output = 0;

}
output = Math.Abs (output);

// Be careful of rounding error
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i

output Math.Min (output, 1.0f);

Math.Max (output, 0.0f);

il

output

if (Math.Abs{output) < _deadZone)
{

output = 0;
}

return output;

}

ControlTrigger 257E il 34T 4038, (B2 RSN —EHE. FWR LR ARMILSE,
Fr AR EES ISR RBHA S . EWEREP, HHHARMHEER MRS
BJE, WRIEFAM A 2SI 213E 583 H Update SR .

public ControlTrigger RightTrigger { get; private set; }
public ControlTrigger LeftTrigger { get; private set; }
// in the constructor

RightTrigger = new ControlTrigger(_joystick, 2, false);
LeftTrigger = new ControlTrigger( joystick, 2, true);

// in the update function

RightTrigger.Update () ;

LeftTrigger.Update ()

MG bR R KB 8. BELHEAN S BMARE MRS, MRS
BETHREEEA, ABINESRT. SANSEHEARR, UETLIRENSEFH
R4 X BARRLASIN B MR A PR BRI AT AL AUE KT, ZAE glBegin A glEnd
BAZ A,

Gl.glColox3£(0.5f, O, 0);

Gl.glvertex2f (50, controller.LeftTrigger.Value * 300);
Gl.glColor3f (0, 0.5f, 0);

Gl.glVertex2f(-50, controller.RightTrigger.Value * 300);

BJS BRI G 889848 & D-pad. D-pad ¥g¥EN £, T\ £, A4 MR

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Tao.Sdl;
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namespace Engine
{
public class DPad
{
IntPtr _joystick;
int _index;

public bool LeftHeld { get; private set; }
public bool RightHeld { get; private set; }
public bool UpHeld { get; private set; }
public bool DownHeld { get; private set; }
public DPad(IntPtr joystick, int index)
{

_Joystick = joystick;

_index = index;

public void Update ()
{

byte b 5d1.SDL_JoystickGetHat (_joystick, _index);
UpHeld = (b == Sdl.SDL_HAT UP);

DownHeld = (b == Sd1.SDL_HAT DOWN};

LeftHeld = (b == Sdl.SDL_HAT_LEFT):

RightHeld = (b == Sdl1.SDL_HAT RIGHT);

}
FZHBRAE A D-pad, BIRERFERNE.

public DPad Dpad { get; private set; }

public XboxController(int player)

{
_Jjoystick = Sd1.SDL_JoystickOpen (player);
Dpad = new DPad(_joystick, 0);

// ... later in the code

public void Update ()

{
Dpad.Update () ;

TR D-pad FINBIEFIEF S, XPERFERL T 3T HEHI98 LT a2 4 Kas,
B&JE, WTLLEY E A %R B RESR AL D-pad.

DrawButtonPoint (_controller.Dpad.UpHeld, 80);



HoW fIERMRESIE

DrawButtonPoint (_controller.Dpad.DownHeld, 60);
DrawButtonPoint (_controller.Dpad.LeftHeld, 40);
DrawButtonPoint (_controller.Dpad.RightHeld, 20);

BRAERCIR AL T X Xbox 360 3§ b4 TR 5 28 IR 80K, F X RS i gt Hofth
REUPTFIRHARE, HNREHRES. BHBEAERTL6ESY, BREELTFER
BEAT — oAb, e, MBOSMEEREEHEKT, MAERRKY, FERHBETHETERY
BHEHED. fl, HTHRE - XTLRRIE SR LT E LN e, XBABRE
], 3EEATE N E ControllerButton 2,

bool _wasHeld = false;
public bool Pressed { get; private set; }
public void Update ()
{
// reset the pressed value
Pressed = false;

byte buttonState = Sdl1.SDL JoystickGetButton( joystick, _buttonId);
Held = (buttonState == 1);

if (Held)

{
if (_wasHeld == false)
{

Pressed = true;

}
_wasHeld = true;
}

else
{
_wasHeld = false;
}
}

RELERT#HEH Wi, Pressed 7442 true, MR BT, Held FI{EB A true.
BHEIERANEFHNSHERETGSERENAN, XERBAEZ EEFEE—ERX
A, MEHEENAEB— AP 4FRZ2A Engine.nput 7, SEESGFH. EHAR
BEMETTEREMN—NEERS. TEEHSRETMAMAGR, FrelafLlalg—4~ 58l
AT 1. '

AiE5IZIME, KRG MRES B DIEHE New Folder fr$, 18 9-13 o,

HEF Ay 4 4 Input, SRS IEHTE R SIS AR R B2 b o B M XAE Input
HBARMBXA AT, BRIKNSERNE 9-14 Fion. RELE Input SCHRFEIE—IFE,
‘BB B 36 4782 8] Engine.Input. Xf TRATRIARMEIR, FEFHEHENHNBIK
(8], Ji%ERH namespace Engine —4T7& (4 namespace Engine.Input.
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SEOW IR

FRBITA . WTHRESAE—UER, BHARKRIMARL. I THRUXEER, &
SCAH-TH ¥ I8 4] using Engine.Input; .

Bja, MiZEEHIZRFME] nput K. EXEMAHT Xbox 360 #H28, HBEWE
AP REER AN AR, 288 A5 Xbox 360 #H 2 HRKTLGE.

public class Input

{
public Point MousePosition { get; set; }
bool _usingController = false;

XboxController Controller { get; set; }

public Input()
{
Sd1.SDL_InitSubSystem(Sdl.SDL_INIT_JOYSTICK);
if (8dl.SDL NumJoysticks() > 0)
{
Controller = new XboxController(0);
_usingController = true;
}
}

public void Update (double elapsedTime)
{
if (_usingController)
{
Sdl.SDL JoystickUpdate();
Controller.Update();
}
}
}

XEK Input KASTR—AMEHISR, BREET RIS MERRIFARE.
9.42 FMEIFHIBIRH

BLLEST RAREI L RFIE R M 8. F form.cs P E H AR FTEAKME, ABFEHAX
MIBEREFANLEOBRIE. BIRRASEESEE &, UE—EEEL WA
KA EEE K. 75 Engine.Input LA EIE —/N K Mouse, HTHMEXRT BTN
LRI E RIS .

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;
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using System.Windows.Forms;

namespace Engine.Input
{
public class Mouse
{
Form _parentForm;

Control _openGLControl;
public Point Position { get; set; }

public Mouse (Form form, Control openGLControl)
{
_parentForm = form;

_openGLControl = openGLControl;

public void Update (double elapsedTime)
{

UpdateMousePosition();

private void UpdateMousePosition()
{
System.Drawing.Point mousePos = Cursor.Position;

mousePos = _openGLControl.PointToClient (mousePos) ;

// Now use our point definition,

Engine.Point adjustedMousePoint = new Engine.Point():;

adjustedMousePoint.X = (float)mousePos.X - ({(float)_parentForm.
ClientSize.Width / 2);

adjustedMousePoint.Y = ((float) parentForm.ClientSize.Height / 2)
- (float)mousePos.Y;

Position = adjustedMousePoint;

}

Mouse 24§ Fl 4 N\ BI#) 35 R B (1 5 F1 OpenGL B REF B E. FEEX
AN Mouse 2245 N3 Input 2.

public class Input
{

public Mouse Mouse { get; set; }



SEOH UM

B BRZ ATAIRRS AR BUARALE . XTI Mouse 2818 75 B¢ ) Update B8 $(7T LA
M Input 26 H .

public void Update (double elapsedTime)
{
if (_usingController)
{
Sdl.SDL_JoystickUpdate();
Controller.Update () ;
}
Mouse.Update (elapsedTime) ;
}

Mouse KA 7E Input 8 #93E, 124 Input 2575 F 401 B 445k & 14 #( OpenGL 21
FIE 8. MK, N form.cs Hxk B ¥ & RARKT & .

public Forml ()

{
InitializeComponent () ;
simpleOpenGlControll.InitializeContexts();

_input.Mouse = new Mouse(this, simpleOpenGlContreoll);
BAECLEIE T Mouse 2, &A1 Updatelnput pREA] ABERIALT -

private void GameLoop (double elapsedTime)
{
Updatelnput (elapsedTime) ;
_system.Update (elapsedTime);
_system.Render() ;

simpleOpenGlControll .Refresh();

private void UpdateInput (double elapsedTime)
{

// Previous mouse code removed.

_input.Update (elapsedTime);
}

elapsedTime M ¥ GameLoop J7#:4%i%4: Updatelnput J5¥%.

ZBBRATT LB E L FARIHFBEEM, # elapsedTime f£i#45 T Updatelnput 5
Update B3, B0, 7ESCRTEmg¥t, ALK RIGIREHERA MR LEBE—FL, &
MBPXFHRASAT G, WRABEHRE—ATARR, BERENENEHRMERMRER

A DL R AL B s 2 4 i 7 SRAC E BT IR . BN % Held A0 Pressed Al 3. Xt
T BT, Pressed f% 5t RS RT T Windows % 44 8o 304 . # R F W8 T 3 AT TAE,
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BUEWs £ ;W

XEWEAE WY, BFEHAERTRUIGH IR T, DA KA BN,
BARK LA RS RFHHE AR, BHERSKES. Windows FHEMHS FrHE4
RXBE—EN. FHR_RARERNERFEAREH—MTX, By, RS
HE T AR . XSS DU R BORER R . BATAEA Click ERHE BARER
ST BIE T, A Up 71 Down F4-5KH & I BAT R B BHE A

bool leftClickDetect = false;
bool rightClickDetect = false;
boecl middleClickDetect = false;

public bool MiddlePressed { get; private set; }
public bool LeftPressed { get; private set; }
public bool RightPressed { get; private set; }

public bool MiddleHeld { get; private set; }
public bool LeftHeld { get; private set; }
public bool RightHeld { get; set; }

public Mouse (Form form, Control openGLControl)
{
_parentForm = form;
_openGLControl = openGLControl;
_openGLControl.MouseClick += delegate (object obj, MouseEventArgs e)
{
if (e.Button == MouseButtons.Left)
{
_leftClickDetect = true;
}
else if (e.Button == MouseButtons.Right)
{
_rightClickDetect = true;
}
else if (e.Button == MouseButtons.Middle)
{
_middleClickDetect = true;
}
}i

_openGLControl.MouseDown += delegate (object obj, MouseEventArgs e)
{
if (e.Button == MouseButtons.Left)
{
LeftHeld = true;
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}
else if (e.Button == MouseButtons.Right)
{
RightHeld = true;
}
else if (e.Button == MouseButtons.Middle)
{
MiddleHeld = true;
}

}:

_openGLControl.MouseUp += delegate (object obj, MouseEventArgs e)
{

if (e.Button == MouseButtons.Left)
{
LeftHeld = false;
}
else if (e.Button == MouseButtons.Right)
{
RightHeld = false;
}
else if (e.Button == MouseButtons.Middle)
{
MiddleHeld = false;
}
bi

_openGLControl.MouseLeave += delegate (object obj, EventArgs e)

{
// If you move the mouse out the window then release all held buttons
LeftHeld = false;
RightHeld = false;
MiddleHeld = false;
y:

public void Update (double elapsedTime)

{

UpdateMousePosition() ;

UpdateMouseButtons () ;

private void UpdateMouseButtons({)

233
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// Reset buttons
MiddlePressed = false;
LeftPressed = false;
RightPressed = false;

if (_leftClickDetect)
{
LeftPressed = true;
_leftClickDetect = false;
}

if (_rightClickDetect)
{
RightPressed = true;
_rightClickDetect = false;
}

if (_middleClickDetect)
{
MiddlePressed = true;
_middleClickDetect = false;
}
}

7 BARHIHE R B, H 4 A OpenGL M RBCEE A RIE. BrERSE4ARI
BRI, GERTEIZEEBHIET, HRE-IMIRERRERERE T REMS. &
UpdateMouseButtons ¥, #WlAREHTREAHF K MiddlePressed. LeftPressed #
RightPressed 28 & . # FZ4F RN izEHxt—Awik A, BT LA R BT aRe v A i T
PRERA false. ZEERZ)E, RERNEE, WRONBTES, WERUNZRERER
true. PARER) T ZCAT DASCRERUE

BTRE 3 MEMHEREH BIARBHRAAKT . Down FHARN BARZR AR
W, Up B4R A EEMR RN, XEEFATIFES, BN REGEMHER
Held K7, FE=AFHRNBARTRBEFES,. X—rREE, BA - BRFETES,
RAEFRESMS. XEWREATUERGRTRT, SFEG, HBRRBRREE. B
EHA LS, T Held HER LS BRI EFRPRESRE 2. B, mERBRARE
FT X, #B4FHA K Held br&EBE A false.

it G F I RIRA MouseTestState, FFILAH EngineTest I H # BRI\ HRRAR
A, "L R AR

class MouseTestState : IGameObject
{
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Input _input;

bool _leftToggle = false;
becol _rightToggle = false;
bocl middleToggle = false;

public MouseTestState (Input input)
{
_input = input;

private void DrawButtonPoint (bool held, int yPos)
{
if (held)
{
Gl.glColor3f (0, 1, 0):
}
else
{
Gl.glColor3f (0, 0, 0);
}
Gl.glVertex2f (-400, yPos);

public void Render ()

{
Gl.glDhisable (Gl.GL_TEXTURE_2D);
Gl.glClearColor(1, 1, 1, 0);

Gl.glClear (G1.GL_COLOR_BUFFER_BIT) ;
Gl.glPointSize(10.0f);
Gl.glBegin(Gl.GL_ POINTS);
{

Gl.glColor3f(1, 0, 0);

BRI 8

Gl.glVertex2f (_input.Mouse.Position.X, _input.Mouse.Position.Y);

if (_input.Mouse.LeftPressed)
{
_leftToggle = ! leftToggle;

if (_input.Mouse.RightPressed)
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{
_rightToggle = !| rightToggle;
}

if (_input.Mouse.MiddlePressed)
{

_middleToggle = ! middleToggle;
}

DrawButtonPoint( leftToggle, 0);
DrawButtonPoint (_rightToggle, -20);
DrawButtonPoint (_ middleToggle, -40);

DrawButtonPoint (_input.Mouse.LeftHeld, 40);
DrawButtonPoint (_input.Mouse.RightHeld, 60);
DrawButtonPoint (_input.Mouse.MiddleHeld, 80);
}
Gl.glEnd();
}

public void Update (double elapsedTime)
{
}

}

AR EER T 2 BRI R F A InputTestState ') DrawButtonPoint B8%(.
XA PBR SR R — AN RARTCAR I FHEBE, REERS 6 M URRERERE.
TRERH 3 N EARRENERN Held RE. T —NMEE, SEANK AR, Bilix
Hg, CRARE. KN 3 MERAREENETRE. 8- keadkEn, RFxieg
B R ST EREE.

ST RN B TR, RETXEMRE, B, BTN —Lohge, 5k
RARHI G EE, BREGIBR Rk RRERE, ERNTASLHUREN, BRh
HAMRBES T . EF TR ——ANRERNMES SRR

0.4.3 HRMBESFF

BESHENTFRARAAAR, BASREBATEERITERRT RERHEL. WRE
A—AFEKILA AU S, BAFE A BEERECRIRE & RS> 7.
HEERKHERT, ABERERTRT THENRE, MAROHRNE. LHRMFR
EEA, BMERER, TERUETENFAE.

BESRF R, FH A ETHHNRSE. #4EH OnKeyDown fl OnKeyUp FH#,
FTAM RS, HE, XEFA2BRTT AR, HEEHRTTHRRER, E@FHTE
HES. BT R, At @SEHBESH A, XL —BARETRERMEN H
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AT —BAE. FREREAXER, FUFELIHIS MR RN,

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using System.Runtime.InteropServices;

using System.Windows.Forms;

namespace Engine.Input
{
public class Keyboard
{
[DllImport("User32.dll")j
public static extern short GetAsyncKeyState (int vKey);

Control _openGLControl;

public KeyPressEventHandler KeyPressEvent;

class KeyState

{
bool _keyPressDetected = false;
public bool Held { get; set; }
public bool Pressed { get; set; }

public KeyState()
{
Held = false;
Pressed = false;

internal void OnDown ()
{
if (Held == false)
{
_keyPressDetected = true;
}
Held = true;

internal void OnUp()
{
Held = false;
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internal void Process()
{
Pressed = false;
if (_keyPressDetected)
{
Pressed = true;

_keyPressDetected = false;

Dictionary<Keys, KeyState> _keyStates = new Dictionary<Keys,
KeyState>();

public Keyboard(Control openGLControcl)

{
_openGLControl = openGLControl;
_openGLControl .KeyDown += new KeyEventHandler (OnKeyDown) ;
_openGLControl .KeyUp += new KeyEventHandler (OnKeyUp) :

_openGLControl .KeyPress += new KeyPressEventHandler (OnKeyPress);

void OnKeyPress(object sender, KeyPressEventArgs e)

{
if (KeyPressEvent != null)

{

KeyPressEvent (sender, e):

void OnKeyUp(object sender, KeyEventArgs e)
{
EnsureKeyStateExists (e.KeyCode) ;
_keyStates[e.KeyCode] .OnUp () ;

void OnKeyDown(object sender, KeyEventArgs e)
{
EnsureKeyStateExists (e.KeyCode);
_keystates[e.KeyCode] .OnDown () ;
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private void EnsureKeyStateExists (Keys key)
{
if (!_keyStates.Keys.Contains(key))
{
_keyStates.Add(key, new KeyState());

public bool IsKeyPressed(Keys key)
{
EnsureKeyStateExists (key) ;

return keyStates[key].Pressed;

public bool IsKeyHeld(Keys key)
{
EnsureKeyStateExists (key) ;
return _keyStates[key] .Held;

public void Process ()
{
ProcessControlKeys () ;
foreach (KeyState state in _keyStates.Values)
{
// Reset state.
state.Pressed = false;

state.Process{();

private bool PollKeyPress (Keys key)
{
return (GetAsyncKeyState((int)key) != 0);

private void ProcessControlKeys ()
{
UpdateControlKey(Keys.Left);
UpdateControlKey (Keys.Right) ;
UpdateControlKey (Keys.Up) ;
UpdateControlKey (Keys.Down) ;

= 43 &

UpdateControlKey (Keys.LMenu); // this is the left alt key

239
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}

private void UpdateControlKey(Keys keys)
{
if (PollKeyPress (keys))
{
OnKeyDown {this, new KeyEventArgs (keys));
}

else

{
OnKeyUp (this, new KeyEventArgs (keys)):
}
-}
}
}

BADREFILGNEIAE B Pressed A1 Held R HITEHE . 728 KeyState 584 HgA
BEHPIRA. Keyboard xRS XT OpenGL #1415 HEANSE, HEINAIH KeyUp
F1 KeyDown FHFMZEH. KRG, XUSHAHTEHREANEBNIRSE . KeyPress FH{FHH—
ABHE, XN LR HIF—NE 4 KeyPressEvent, 3@ %4 8EE. LA @A
KL BB, #18H KeyPressEvent. A FIEVE AR A0, BT RUHEEY 4,
34# H IsKeyPressed F1 IsKeyHeld X #1111

BB TRMAE R R R 8T S, TERA User32dl f
1 C Bk, IF40 3O THER A N using System. Runtime. InteropServices; i&f] . KeyUp 1 KeyDown
HAALSEN g R, BTUXER KRS EN GetAsyncKeyState i . 2% T 8ERT,
PollKeyPress B ({#FH GetAsyncKeyState &[] true, FNIR[FE] false. FERF i+ S
M Al 8, HERHRE,

BB —AMNFIRRERFIAER T L TE. XEEEXNMUERESARE, BAE
SRAPRE R0 WAE R, ARSI UERTTE. BEWEZE,
SRR BB T . F—2, BRATEFFREIEIER .
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AR BMAFFR DR RKWER, BEBRT—NEREHR, RE AL
2. EHHEULSBPERTRER. MERNE BT EERREM T T, REHN
WA, BRI EREEN IR KBl .

10.1 —A~FE P

EiE—ME SRR A AT LSO B B R BN BRI TE BR . BATEIT A —4 2D %
B TR XRPRFFRERREH, TETUESHFMES T R, FREXAD
WerRR I — L3007 B R ARGV — T L TAE IR, (B R IB AT RIS BRI 8-AB B
RTHEE. H10-1 B85 THRBEHN—MRERR.

Game Menu Start the game Inner Game Win or lose Game Over
-Start the game -Shoot aliens

-Exit the game > -Try not to die >

T Press a key or the game over screen times out.

10-1 ®REHFRFE

XA BRI RERFERTR. EHik, ERERERIER. WX
FHEAWRE R . EREATHEESTRTLUBIN M. RN XESETE T &
Bk AR P, H-AXFRAUT, ERZHFMILNMRFHMREES. 3
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RN FIEREHAWRERE, XREFBE. E—EMHEE, XF4R. mREXF
EWEFNAREE, WAATEBR, BUHK LM . HFRPFE—ERA, BT
HREB, FERBERY 7#. RARGEGE, FEERDGPILKEASET. BA
FET B % B R AERUE -

B XA A R R, RESFFEHE N RATERFIR. —FHARENA
R, AERLHILME, RELH—BHLRRREZENTE. BIITFE 3 MEIHERR
&, HFEREARESEE . Bk, TUBRFEERN —LEE KL Player.
Level, Enemy 1 Bullet: X FHFEGSNEHF K. BANTR. FHRATLISHAMEK
KA.

HHREEP, LRATLIEHN KA KRILE SR . R CEHARSERS
HERES), AR, BIBERRENHCRN. IR R SBREF ENESEMLE, B
R CYBEN” BREHERBRES. ITHEEXZTIRFITHRR, BRAE#HN ST
FKATsE O MR K7 R TS . X T LR 2 L D R BRER AR ER R RN

AR, FUEBRANARER MR R AT RIS T B R H
JRAEHE R E b, TRAVERM A AT 240 H AR IRES | E . —ANEAER
PR R R T B LASDMURATR T, IR REIEE EE X F S BERE N EREH.

10.2 H—imER

AEREBFERS AT 3 MRE. FoamEEEX 3 MRE, A eI TUIME.

#rE— Windows Forms Application T H . &IEIX/ I H v 844 Shooter, {HRZVRATLA
PR HMNLR. XEMR-TRENBHTE. BYRRGTENTASHEYTR
37 EngineTest Ji B i1 5 sAHML. Shooter BLE{#F T FHIAI5IH: Tao.DevIL. Tao.OpenGL.-
Tao.Platform. Windows 1 System.Drawing. &% 7 25| % Engine I H . b, Mi%3E Engine
T B Z5mBIf# vk 75 9 (A5 Solution 3C4-JE, 7E 3 HH B Pt 3E 82 % $F Add|Existing Project
4, RERBIFFRM Engine FiH). BRI RPHET Engine MHE, AT LRI ER
3T . A TEINA Engine B K5I M, A Shooter T B FIFSCHFK, B PhiER
B rh ik Add Reference 54, R/5 1T IF Projects #EINK, i%£FE Engine T H .

Shooter 35 H ¥ F OpenGL, FiLAZE Form %i#& 2%, ¥ SimpleOpenGLControl #)&
[ E AL, IR Dock B K Fill 5k Forml.cs, 7R3 H RIHRFESE B %+ View Code
. TWENXAN R MPFRREAIHAE, TR

using System;

using System.Collections.Generic;
using System.ComponentModel;
using System.Data;

using System.Drawing;

using System.Ling;

using System.Text;
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using System.Windows.Forms;
uéing Engine;

using Engine.Input;

using Tao.OpenGl;

using Tao.DevIl;

namespace Shooter
{
public partial class Forml : Form
{
bool _fullscreen = false;
FastLoop _fastLoop;
StateSystem _system = new StateSystem();
Input _input = new Input();
TextureManager _textureManager = new TextureManager():;

SoundManager _soundManager = new SoundManager();

public Forml ()
{
InitializeComponent():;

simpleOpenGlControll.InitializeContexts();

_input.Mouse = new Mouse(this, simpleOpenGlControll);

_input.Keyboard = new Keyboard(simpleOpenGlControll);

Initializebisplay();
InitializeSounds () ;
InitializeTextures();
InitializeFonts();

InitializeGameState () ;

_fastLoop = new FastLoop (GameLoop) ;

private void InitializeFonts()
{
// Fonts are loaded here.

private void InitializeSounds()
{

// Sounds are loaded here.
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private void InitializeGameState()
{

// Game states are loaded here

private vold InitializeTextures/()
{
// Init DevIl
I1.ilInit();
Tlu.ilulInit():;
Ilut.ilutInit{();
Ilut.ilutRenderer (Ilut.ILUT OPENGL);

// Textures are loaded here.

private void UpdatelInput (double elapsedTime)
{
_input.Update (elapsedTime) ;

private void GameLoop (double elapsedTime)
{
Updatelnput (elapsedTime);
_system.Update (elapsedTime) ;
_system.Render () ;

simpleOpenGlControll.Refresh();

private void InitializeDisplay ()
{
if (_fullscreen)
{
FormBorderStyle = FormBorderStyle.None;
WindowState = FormWindowState.Maximized;

}

else
{
ClientSize = new Size (1280, 720):;:
}
Setup2DGraphics (ClientSize.Width, ClientSize.Height):;
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protected override void OnClientSizeChanged (EventArgs e)
{
base.OnClientSizeChanged(e) ;

Gl.glViewport (0, 0, this.ClientSize.Width, this.ClientSize.
Height);
Setup2DGraphics (ClientSize.Width, ClientSize.Height):
}
private void Setup2DGraphics (double width, double height)
{
double halfWidth = width / 2;
double halfHeight = height / 2;
Gl.glMatrixMode (Gl .GL_PROJECTION) ;
Gl.glLoadIdentity();

Gl.glOrtho(-halfWidth, halfWidth, -halfHeight, halfHeight,
-100, 100):

Gl.glMatrixMode (Gl.GL_MODELVIEW) ;
Gl.glLoadIdentity();

}

EiXA Form.cs MRS, GIE T —4 Keyboard Xf %, HIEEIRIRL T Input HH.
AEXBEAR AT LL LA, A Input EHEIN—4 Keyboard A8, W TR

public class Input
{
public Mouse Mouse { get; set; }
public Keyboard Keyboard { get; set; }
public XboxController Controller { get; set; }

B T3 i i DLL SCAER N2 bin\Debug F1 bin\Release SCF-% 5 alut.dil\ DevIL.dIl.
ILU.dIl. OpenAL32.dll M SDL.dil. BRHE, XATHEHBAT LA TIFRFERT .

XRBOOEAE AWK, SWREBATH, WREERREE R2REAR Forml, 1M
REMANE, MAEHFT. 7E Visual Studio PEHBCXEELAIBRA S . 7E Solution Explorer
X XA Forml.cs, FIFHAWITIEE. BEE &, PN Properties B (MR KEEZ
Properties & [, W MK A2 1% FE View|Properties Window #i14"). Properties & 5| H T
BHREEE. R3] Text B, HIHAEHZCA Shooter, M 10-2 Fizs.
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Dinlogs
1 WO Inesipsrabiiy |
# Gonent

& Pointer

& SmpleOpen..

e
390, 360
Ao

WindowiDefsutt otatic

E10-2 BdEEEE

10.2.1 FIAFRBAIRE

BN BRABKPRSRE IR E AL — B HwmIS T, SR RO T P IEI: Start Game
A Exite IXEHRGUE—MEH, FTAUXMREFTERMEAN —EREA. B 10-3 B
TEANBFRAEBAE.

TITLE !

Start Game

Exit

B 10-3 FFHEIRTIE
PR P A5 AT T & X3 Font 280 Text KBIE . X PREN{BTH DA
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title font, X2 48 BEM T, AHESENBUERHERKISIE. K.t F.tga AN
FImA S, FREEMEME, UEEERS BN EMSgEH 2 bin Bxt.

HELFACHINER] Formes . MRELENFHRE, WRELEMR—
A~ FontManager 3, {HREFARIMASEH —FalmFhFik, BrClaT S eI 0 i &
R, BRI RARREIT

private void InitializeTextures()
{
// Init DevIl
I1.1ilInit();
Ilu.ilulInit();
Ilut.ilutInit();
Ilut.ilutRenderer (Ilut.ILUT_OPENGL);

// Textures are loaded here.

_textureManager.LoadTexture ("title font", "title_font.tga");

Engine.Font titleFont;
private void InitializeFonts()

{

_titleFont = new Engine.Font (_textureManager.Get ("title_ font"),
FontParser.Parse("title_font.fnt"));

}

FARG LR InitializeTextures RPN, 7E InitializeFonts ik A@ZAT R
HE XA S,

A] LA AR F A28 B StartMenuState #3% BRE . K FHEAIF K StartMenuState Z¥ 1
F| Shooter i H .

class StartMenuState : IGameObject
{
Renderer renderer = new Renderer();

Text _title;

public StartMenuState (Engine.Font titleFont)

{
_title new Text("Shooter", titleFont);
_title.SetColor(new Color (0, 0, 0, 1}));
// Center on the x and place somewhere near the top
_title.SetPosition(-_title.Width/2,300);

}
public void Update (double elapsedTime) { }

247



248 EI#sa X #

public void Render ()
{
Gl.glClearColor(1i, 1, 1, 0);

Gl.glClear (G1.GL_COLOR BUFFER BIT):
_renderer.DrawText (_title);

_renderer.Render () ;

}

StartMenuState {f F & A& R B AR GIRIRE XA . XARBE RN ERE, KEFET
BoR. EREREFRERIAG, RELECE. HTBITXMNRE, FEEEHME
RERGT, HREIRIRE.

private void InitializeGameState ()

{
// Game states are loaded here
_system.AddState("start menu", new StartMenuState(_titleFont));
_system.ChangeState ("start_menu");

}
BTG, ERNSRWE 104 Pix.

104 EYHRE
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BB ARE —wAE. ELUSTUSARE, FHEMRN. RRENS, EE
REEEN. AT SErEFRRE, TENMFGEMBHEN. XN RRSLEE, Bk
HEEUR M.

B EEEFIRSPRR. EANER, HBoF -MARETREE. mRASET
TR LI Enter 8, BUEWRTM LN A 38, B2LTERFNEABBET.

HHFEMAE E O ET, R REEAR. EIETEAE A O FRMZ%
R 28%1E, XR—-NEFESEATRNGSE. ERERETITUREHAESE —ME
£, SETERANREARXANRE. RUEFEREACHERNTE. ERAERRN %
HHX LT KRG, BEIRIRW T FT7R . Button FSR W LLIE AR, BT LLAT LAEE AR INE] Engine
IH T, DERSREIHE thal LAER %K.

public class Button

{
EventHandler onPressEvent;
Text _label;

Vector position = new Vector();

public Vector Position
{
get { return _position; }
set
{
_position = value;

UpdatePosition{();
}

public Button(EventHandler onPressEvent, Text label)
{
_onPressEvent = onPressEvent;
_label label;
_label.SetColor(new Color{(0, 0, 0, 1)};
UpdatePosition();
}

public void UpdatePosition ()
{
// Center label text on position.
_label.SetPosition(_position.X - (_label.Width / 2),
_position.Y + (_label.Height / 2));
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public void OnGainFocus ()

{
_label.SetColor(new Color(l, 0, 0, 1));
}

public void OnLoseFocus ()
{

_label.SetColor(new Color (0, 0, Q, 1));
}

public void OnPress ()
{

_onPressEvent (this, EventArgs.Empty);:
}

public void Render (Renderer renderer)
{

renderer.DrawText ( label);
}
}

Button AR HHEAEH FMIAN, R, EKE TR SIS .
OnGainFocus f1 OnLoseFocus J7i%MR#E A KPR B SIc A SN, SXFE R P st BAAnE
ATIE S T RN 2 A B R, BRI A B 4 ST 3 R 1 . EventHandler
P A LR TRAMBANRE, CHR T T BN SNFESHMEERS L.

LEMA H Menu 88 %, ©BBATHSSHA EPESTHIET . Menu B85 — MRS
X, BANBEARE MR TUREES. APFTUSAFHRRERE SRR,
OnGainFocus 1 OnLoseFocus & S3EH AR ICA, XA F AT DLANIE 24 a4
HHEER.

RBAEAN, FRUBEEALE, BEUPERKRENBA. &7 KM T80
2, BINATCABCRSCA . 8oy B sl o A R BoR el E MBR AR EAME, ERIAE
HEE RN, FrUATEHT XS

KT BEEASIE ST, L E®4A VerticalMenu fR&1E. VerticalMenu
R EMARY, WATLUREME Engine T H . XAKEFERINEA KT ER—A
Render 7.

using System;

using System.Collections.Generic;

using System.Ling;

using System.Text;

using Engine.Input; // Input needs to be added for gamepad input.
using System.Windows.Forms; // Used for keyboard input
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namespace Engine

public class VerticalMenu

{

Vector _position = new Vector():
Input.Input input;

List<Button> buttons = new List<Button>{);
public double Spacing { get; set; }

public VerticalMenu(double x, double y, Input.Input input)

{
_input = input;
_position = new Vector(x, y, 0);

Spacing = 50;

public void AddButton (Button button)

{

double _currentY = position.¥;

if (_buttons.Count != 0)

{
_currentY = buttons.Last().Position.Y;
_currentY -= Spacing;

}

else

{
// It's the first button added it should have
// focus
button.OnGainFocus () ;

button.Position = new Vector(_ position.X, _currentY,
_buttons.Add (button) ;

}
public void Render (Renderer renderer)

{

_buttons.ForEach(x => x.Render (renderer));

0);
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EHLAL B BB E . BRI, SEEFEARME] Y #f EEAVEHB T .
Spacing A RE TIZAZ RIFIFERS, BRIAA S0 B E. XRAHGHE —MIE, RFHEE
HER — AN BTGB S) . INMMCERERERE T HITRE. EME VerticalMenu f5,
HATEAREE, HAXFE-DESMY AT EETHSITE &M . XMHThael
Ak, (HEHARLHAFN . Render FFIEE ] CHETIEH] lambda BAEFHIERFTE 4.

RHEISEALER RN, BEARNGEMARNABZE, B EES StartMenuState
REGER, DMERREEMEE T LLER T, &4 b PR8I H S8 A AR
HIFEE . MNAFBREEEH 32| general font.fnt H1 general font.tga, FEEAIEIMBIIRHE
. RJ5TFELE Form.cs U4 & BIX AN FAK.

// In form.cs
private void InitializeTextures ()
{
// Init DevIl
I1.i1TInit();
Ilu.iluInit();
Ilut.ilutInit ()
Ilut.ilutRenderer (Ilut.ILUT_OPENGL) ;

// Textures are loaded here.
_textureManager.LoadTexture("title_font", "title font.tga"):
_textureManager.LoadTexture("general font", "general font.tga");

}

Engine.Font _generalFont;
Engine.Font _titleFont;
private void InitializeFonts/{()
{
// Fonts are loaded here.
_titleFont = new Engine.Font (_textureManager.Get("title_ font"),

FontParser.Parse("title font.fnt"));

_generalFont = new Engine.Font (_textureManager.Get ("general_ font"),

FontParser.Parse ("general_ font.fnt")):

}

XA B8 F ke LA 3 25 # 1 R B0 ) StartMenuState, CAMIIEEHEH . iR
2x1%3% Input 28, FTLLFE R using Engine.Input & ¥ i3] StartMenuState.cs U4 TR .

Engine.Font _generalFont;
Input _input:;

VerticalMenu _menu;
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public StartMenuState (Engine.Font titleFont, Engine.Font generalFont,
Input = input)
{

_input = input;

_generalFont = generalFont;

InitializeMenu();

SRR ARG TYERLE InitializeMenu BRE 52N, XFETTLL# 4 StartMenuState
¥ i R R HY . StartMenuState )8 T —ANE X HIE . 7£ Y31 L 150 R EMLERE
B3R, XSERRECAR T AL RS R E R

private void InitializeMenu ()
{
_menu = new VerticalMenu(0, 150, _input);
Button startGame = new Button(
delegate (object o, EventArgs e)
{

// Do start game functionality.

b,
new Text ("Start", _generalFont));

Button exitGame = new Button(
delegate (object o, EventArgs e)
{
// Quit
System.Windows.Forms.Application.Exit ();

b,

new Text ("Exit", _generalFont));

_menu.AddButton (startGame);
_menu.AddButton (exitGame) ;
}

XBAETHAMEE: —AMRTRRER, —MHTHGHER. B8, HSimdisEd
IR EAEGI W, AR RER MBS BOH . RE SRV W RS A 5 8.
Exit M MEFAH E 2L, AT, KBEEF. Start SEEHKIIRRAR R T
19, HEIE THREARSE, BEIMRIEE.

RECLBIMEIE T EEKS, HERARNIEREAUEATURERE.

public void Render ()

{
Gl.glClearColor(li, 1, 1, O);
Gl.glClear (Gl1.GL COLOR BUFFER BIT):;

_renderer.DrawText (_title);
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_menu.Rendex (_renderer);
_renderer.Render() :

}

BATIERR, RBRMIERE T Bk,

WA HF T AL BARBEEEE L. RERELWHRFRN AT #T e
Mo TFE BB R A W BT I 332 LER R T . WFFIRA VerticalMenu 2§
i) HandleInput 3%, Hf BR7TXMBHE. WREEFEBE Y Input 2, 1F Controller K 72
KHAKE, XFEELAT L Engine IR H LIAMEHIE T -

bool _inDown = false;

bool _inUp = false;

int currentFocus = 0;

public void HandleInput ()

{
bool contrelPadDown = false;
bool controlPadUp = false;

float invertY = input.Controller.LeftControlStick.Y * -1;

if (invertY < -0.2)
{
// The control stick is pulled down
if (_inDown == false)
{
controlPadDown = true;

_inDown = true;

}
else
{
_inDown = false;

}

if (invertY > 0.2)
{
if ( inUp == false)
{
controlPadUp = true:

_inUp = true;

else
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_inUp = false;

if (_input.Keyboard.IsKeyPressed(Keys.Down)
| | controlPadDown)
{

OnDown () ;

}

else if (_input.Keyboard.IsKeyPressed{(Keys.Up)
| | controlPadUp)

OnUp () ;

}

FEE7E StartMenuState.Update 77371 F| HandleInput i $. MR EHHRINXMEH,
W EER W BT . HandleInput By 2| 5T EZAF KK ERMN, AR5 AHAEME
Bk BB . WAEREFHAEE OnUp M OnDown, EANTKHES X aTHIA £ AKX RN,

private void OnUp ()
{

int oldFocus = _currentFocus;
_currentFocus++;
if (_currentFocus == _buttons.Count)

{
_currentFocus = 0;
1

ChangeFocus (oldFocus, _currentFocus};

private void OnDown ()

{

int oldFocus = _currentFocus;
_currentFocus—;
if (_currentFocus == -1)
{
_currentFocus = (_buttons.Count - 1);

}

ChangeFocus (oldFocus, _currentFocus);

private void ChangeFocus (int from, int to)

{
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if (from != to)
{
_buttons[from] .OnLoseFocus () ;
_buttons[to] .OnGainFocus () ;
}
}

B Es b R T e, BRSEEERANEAZE L TES. RAESKE
g, REXNKEBTMM AR LR, AR BRI, ChangeFocus
TERLTEEMNAE, eEF— MO ERER, FEFAN N ERACKBER.

BLE R LAOE R, ERERAEREREEBEABIE T IFEL. B3 VerticalMenu 3K,
LUK ST LA A ek A 18 Enter MATRIHHE T . RWBXLRBYHET , KAA
L HT % R EL I RAE

// Inside the HandleInput function
else if(_input.Keyboard.IsKeyPressed(Keys.Up)
|| controlPadUp)
{
OnUp () ;
}
else if (_input.Keyboard.IsKeyPressed (Keys.Enter)
|l _input.Controller.ButtonA.Pressed)
{
OnButtonPress () ;
}
}

private void OnButtonPress ()
{
_buttons[_currentFocus].OnPress();

}

BATANH, HFEHRAETFRRSHRE. KT Exit 40K R HFR, (BT Start
HAMIAEA L R AEATATHRAE . Start 1 FERPRSBBCABREARE, XEHA StartMenuState
FERBHRERS.

private void InitializeGameState ()
{
_system.AddState ("start_menu", new StartMenuState(_titleFont,

_generalFont, _input, _system));
EE B StartMenuState HMIERE, CREFTRERENTIA.

StateSystem _system;
public StartMenuState (Engine.Font titleFont, Engine.Font generalFont,
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Input input, StateSystem system)
{
_system system;

Start $% 0 ] LLfif X 22 QA5 7E B C8HE T RHMEBUIRAS - Start #4075 InitializeMenu 7%
hEs, FENEMWTER.

Button startGame = new Button(
delegate (object o, EventArgs e)
{

_system.ChangeState("inner_game”);

b,
new Text("Start"™, _generalFont));

inner_game REEAFE, ERL LRITAESTF KIRE T HE—RERHE, TEEN Start
KECKRTET . BITERFBRBIMERWNE 10-5 Frx.

b bl b

B 10-5 F—EmILH Start PRk H
R TR T LURE T ES X/ R, BINESHFIE. BR%E.
10.2.2 FEREEKS

T E R, WRERBRATERE. C2%R/LP, RETAFHERETRE.
WREMERE. EREMAFERGRIRSEE-LEER, URERERIRBERZ KK .
THEEF—A PersistentGameData KR SIMEF XHIEE, CFFEREERRMKE
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B BRE, WEREREAFRFIi— MY SR, EREE —BRE TR MTIEE.

R EARR R R RSB E BT 1E], IR B T IRE KN RUS R KREE, AR
. RFHRFZERINAIEN LevelDescription KR . SIMENS, XMERVEFXRFHF
LR (A

class LevelDescription
{
// Time a level lasts in seconds.
public double Time { get:; set; )}
}

PersistentGameData KPR A8 X JaTk EMHR, UEAMREZXFTREERKEN
aE.

class PersistantGameData
{
public bool JustWon { get; set; }
public LevelDescription Currentlevel { get; set; }
public PersistantGameData ()
{

JustWon = false;

}

JustWon R R ZEMIEEERBI P BN false, R AIME AN REZEL R OB B R BEE K BHREE
K. £F Form.cs X4 61E PersistentGAmeData J5. &IN— ¥ Wi eR $ B B I H
BR ¥ InitializeGameData, ‘&M i%Z7E i FH InitializeTextures 2.5« GBI AR ATiRH -

PersistantGameData persistantGameData = new PersistantGameData();
private void InitializeGameData ()
{
LevelDescription level = new LevelDescription();
level.Time = 1; // level only lasts for a second
_persistantGameData.CurrentLevel = level;
}

BALX MK G, i InnerGameState S S B HBBR S .

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Engine;

using Engine.Input;

using Tao.OpenGl;
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namespace Shooter
{
class InnerGameState : IGameObject
{
Renderer renderer = new Renderer();
Input _input;
StateSystem _system;
PersistantGameData _gameData;
Font _generalFont;

double _gameTime;

public InnerGameState (StateSystem system, Input input, PersistantGameData
gameData, Font generalFont)
{
_input = input;
_system = system;
_gameData = gameData;
_generalFont = generalFont;
OnGameStart () ;

public void OnGameStart ()
{

_gameTime = _gameData.CurrentLevel.Time;

#region IGameObject Members

public void Update (double elapsedTime)
{

_gameTime -= elapsedTime;

if (_gameTime <= 0)

{
OnGameStart () ;
_gameData.JustWon = true;

_system.Changestate ("game_over");

public void Render ()
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{
Gl.glClearColor(l, 0, 1, 0):
Gl.glClear (Gl.GL_COLOR_BUFFER_BIT);
_renderer.Render ();

}

#endregion

}
}

HIRS R $3Z StateSystem 1 PersistentGameData 154 231 . 3Bt {# FHIX 42, InnerGameState
AT AR @ W R AT BT S5 3R, B aREs . WERBEEZMANER 7%, WAHESE"
WHBPARMIBENEMNSRER. WERBAA OnGameStart, %G LR BN R
gameTime 45 T ¥R R R AIFLERT ] . MAELREXRFTHE, B EBRA 1s.

Update BF#xf %R I RIBATEICHR . BRHRIZ R G, R&SKPHEZH game_over. gameTime
1# LA OnGameState ik, B AU EEKIRAFIE, gameData X5 i) JustWon R4 15
h true. FEREAIRER Render RECE RAFR B, FULRESEMANHNEER
HE.

N1% ¥ H InnerGameState 25 [7] Form.cs LEFPRER G TR B4 —MRE.

_system.AddState("inner_game”, new InnerGameState( system, _input,

_persistantGameData, _generalFont)):;

WR TR —BRAE B K.
10.2.3 FFRERRKE

FRAERRER—PHBRRE, HGRREXFRCLER, hRBERERKT . XA
WL PersistentGameData R TR B H IR . BERTEREE HTE A Brixefs 8,
REFEITREBITEHI R . T A UET R AT T K% GameOverState 455 IR [F]
EZIpag o N

%using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Engine;

using Engine.Input;

using Tao.OpenGl;

namespace Shooter

{

class GameQverState : IGameObject

{

const double _timeQut = 4;
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double _countDown = _timeOut;

StateSystem system;

Input input;

Font _generalFont;

Font _titleFont;
PersistantGameData _gameData;

Renderer _renderer = new Renderer();

Text _titleWin;
Text _blurbWin;

Text _titleLose;
Text _blurbLose;

public GameOverState (PersistantGameData data, StateSystem system,

Input input, Font generalFont, Font titleFont)

{
_gameData = data;
_system = system;
_input = input;
_generalFont = generalFont;
_titleFont = titleFont;

_titleWin = new Text ("Complete!"”, _titleFont);
_blurbWin = new Text ("Congratulations, you won!", _generalFont);
_titleLose = new Text("Game Over!", _titleFont);

_blurblose = new Text("Please try again...", _generalFont);

FormatText (_titleWin, 300);
FormatText (_blurbWin, 200);

FormatText (_titleLose, 300);
FormatText (_blurbLose, 200);

private void FormatText (Text _text, int yPosition)

{
_text.SetPosition(-_text.Width / 2, yPosition);
_text.SetColor (new Color(0, 0, 0, 1));

#region IGameObject Members
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public void Update(double elapsedTime)
{

_countDown -= elapsedTime;

if ( _countDown <= 0 ||

_input.Controller.ButtonA.Pressed ||

_input.Keyboard.IsKeyPressed(System.Windows.Forms.Keys.
Enter))

{

Finish ();

private void Finish ()

{
_gameData.JustWon = false;
_system.ChangeState ("start_menu");

_countDown = _timeOut;

public void Render()
{
Gl.glClearColor(l, 1, 1, 0);
Gl.glClear(Gl.GL_COLOR BUFFER_BIT);
if ( gameData.JustWon)
{
_renderer.DrawText (_titleWin);
_renderer.DrawText (_blurbWin) ;
}
else
{
_renderer.DrawText (_titleLose);
_renderer.DrawText (_blurbLose);
}
_renderer.Render() ;
}

#endregion

}
FER form.cs KK HAMR—FEMBIX K.

private void InitializeGameState()
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{

// Game states are loaded here

_Ssystem.AddState("start _menu", new StartMenuState(_titleFont,
_generalFont, _input, system));

_system.AddState ("inner_game”, new InnerGameState(_system, _input,
_persistantGameData, _generalFont));

_system.AddState("game over", new GameOverState( persistantGameData,
_system, _input, _generalFont, _titleFont));

_system.ChangeState ("start_menu");

}

GameOverState ALK KM EMPIER S AR T — MBI — 4B REEEH
JustWon Jif 51 SR o € B~ 47 B . GameOverState i5H — /it 528, BREAXMRERLE
W, R BIBFFEEES .

B TiX 3 MRERE, FRAE—ERmEERTRT . BRIMFREH2EE, A
RECER M BWHR. 3103 TRAFREMGFMES AT, HALBEEY, 1§
HE FEHXBHEIF—&%,

10.3  FFAGFR EAR

MERFRERAAFLER, HHEIBZERESER. ATHERFEREERR
— MR, FETIA—A PlayerCharacter, I ARVFTKNUABIXAMAE. XEE —AHIF.
BIRWRRRS, BNEHR-RIVBDH. EXRENERRBESEN, IHERBEREEKRHR
Ehnfai ., fEXAMIERRT, PlayerCharacter J& F RS KA

TLABE—ANHrE, FELKBREMEEEXRTIE. X2ETESERLELH
Ko T MNNEFRAFRKES T#. FREFEREABiasE, PLLEFERMBA.
BANEREE—NDNE, AT IHT 5, PLXF 5 o] DURBE M B — MR .

103.1 BIynRAR

F AR ANSCEGR N CAERR . CEHTT MBS TR L AR hIAT .

#5% PlayerCharacter S0 AR £ B2 I#E InnerGameState 287 . InnerGameState W i%
R—MREELN. HTHEHHAENE. XFRBHEERIEFMHTE Level K. BRIIEK:
—IREH, BSUE—IFHRFARRFRERORFERNR. FRABFHIX TR
HR T AS KL UATI R RIS B A B8R 5 R A R K IR AIE O

using System;
using System.Collections.Generic;

using System.Ling;
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using System.Text;

using Engine;

using Engine.Input;

using System.Windows.Forms;

using System.Drawing;

namespace Shooter

{
class Level
{
Input _input;
PersistantGameData _gameData;
PlayerCharacter playerCharacter;

TextureManager textureManager;

public Level (Input input, TextureManager textureManager,
PersistantGameData gameData)

{

_input = input;

_gameData = gameData;

_textureManager = textureManager;

_PlayerCharacter = new PlayerCharacter(_textureManager);
} .

public void Update (double elapsedTime)

{
// Get controls and apply to player character

public void Render (Renderer renderer)
{

_playerCharacter.Render (renderer) ;

}

XEARBERHIR T —NRF, EEME R #4832 Input F1 PersistentGameData 1E A S 4]
Input X1 % F F# 3 PlayerCharacter. PersistentGameData 7] UL T-id %8 9 8 HAb N %7
ZNARFHUERASIE. SEEHEBHTUERR. FARETRER.

PlayerCharacter 22805 RRIEF WK R . ABEELEH Assets HRFHREG—
A spaceship.tga ¥§ R . TFEEX/MERBMBGE+, HERHESE, UEESHEEHZ
R HFET. £E form.cs 1Y InitializeTextures 7 =3 x40,
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private void InitializeTextures()
{
// Init DevIl
I1.ilInit();
Tlu.ilulInit();
Ilut.ilutInit();
Ilut.ilutRenderer (Ilut.ILUT OPENGL);

_textureManager.LoadTexture ("player ship", "spaceship.tga"):
REBLIEIFIE RN E] T TextureManager 1, B LL4sE PlayerCharacter KT .

public class PlayerCharacter
{

Sprite _spaceship new Sprite():

public PlayerCharacter (TextureManager textureManager)

{
_spaceship.Texture = textureManager.Get ("player_ship");
_spaceship.SetScale(0.5, 0.5); // spaceship is quite big, scale

it down.

}

public void Render (Renderer renderer)

{

renderer.DrawSprite (_spaceship);

}

DLZEH) PlayerCharacter KR ELH KM, A TEFREFI A, FZEFE InnerGameState
hENE— Level X%, IE¥ILY5 Update J7#:H1 Render HEEREAER . Level KFEHAH
Render #1 Update 3%, BT LA INEHERR EARES F +43 7 {E . Level 24§ TextureManager
2, XERE VBN InnerGameState FIHERE, FIHEZ —A TextureManager Xf & .
7E form.cs 3L, FTEI textureManager X % /£1$ 45 InnerGameState #3185 % .

class InnerGameState : IGameObject

{

Level _level;
TextureManager _textureManager;
// Code omitted

public InnerGameState( StateSystem system, Input input, TextureManager

textureManager,

PersistantGameData gameData, Font generalFont)

265



FlIEs £ R

{
_ textureManager = textureManager;
// Code omitted

public void OnGameStart ()
{
_level = new Level(_input, _textureManager, _gameData):;

_gameTime = _gameData.CurrentLevel.Time;

}

// Code omitted

public void Update (double elapsedTime)
{
_level.Update (elapsedTime) ;

// Code omitted
public void Render ()
{
Gl.glClearColor(l, 0, 1, 0);
Gl.glClear (Gl.GL_COLOR_BUFFER_BIT);

_level.Render (_renderer);

TSI B BhRR . WAL, RIEWRRIRG R . T 753 InnerGameState,
DR IMKFAKE . X FRKELE form.es XK InitializeGameData B HRE. RFIHH
KA, WXk RKE, 30s Bim].

TKREMBIRIEER AN, WAMERYEEE. B R E RS B A
#3531 L. PlayerCharacter 5% E— A Hi Move Fi.

double _speed = 512; // pixels per second

public void Move (Vector amount)

{
amount *= _speed;
_spaceship.SetPosition(_spaceship.GetPosition() + amount);

}

Move FiE#EZ— M CHRNESI T MABHEBNEERENSE. HSHHES speed
A, DgmBsiE. REXNFAES WKL EARM, B8 CERE R RHAL
B, PR CERRABHRXAMIE. SR HIEEABTRXEERN . Eidxt
EMFFEWEBREARSATEE, lmEfER, Ba =4 mLEER, BRA
TR HERNBENE.

KR Input BPHFMENEBES), XRLE Level ] Update fEHF K .
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public void Update (double elapsedTime)

{
// Get controls and apply to player character
double _x = _input.Controller.LeftControlStick.X;
double _y = _input.Controller.LeftControlStick.Y * - 1;
Vector controllInput = new Vector(_x, _y, 0);

if (Math.Abs(controlInput.Length()) < 0.0001)
{
// If the input is very small, then the player may not be using
// a controller; he might be using the keyboard.
if (_input.Keyboard.IsKeyHeld (Keys.Left))
{
controlInput.X = -1;

if ( input.Keyboard.IsKeyHeld (Keys.Right))
{
controllnput.X = 1;

if (_input.Keyboard.IsKeyHeld (Keys.Up))
{
controlInput.Y = 1;

}

if (_input.Keyboard.IsKeyHeld(Keys.Down))
{

controlInput.Y = -1;
}

_playerCharacter.Move (controlInput * elapsedTime);

}

FRRF R EHEARE R . QI — R I R K R 8 (Y R R L
-V B, Brihm) BHERHIAR, W R TR TARR T E). ZNMMEELE KR
Fe, XPEREWENG, BIHWREEN. BEREHXMRERA TS Wh. KB+
R T HRENIRF. AREBHANE WRESFEESEs, WA ERENER.
RIEREWMRFBEABSZHT, THEmEEHREIHR. BECHEHFRAZE
BREEHE. F. £, AR 081 WAEMNE. REWAHTAZ TRE, LETU
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B FE I R B N . 1 F IsKeyHeld 1A & IsKeyPressed, B 5RE4H
P A, hAERFEnAEs, MARBI—kEL.
BT, BERERE LS M. B ERTRT -

10.3.2 fEREHE RELI BN

M RBEE, XPRELEN Assets HRFPEHHINMELNEZTLH, 55
background.tga 1 background p.tga. RFXB R MBIBRT RS, FERENIREME,
DAMER BT R HARSCR AR eI EHIBIE R B X+ . R/G7 form.cs [f) InitializeTextures
RSB RN BT

_textureManager.LoadTexture ("background”, "background.tga");
_textureManager.LoadTexture ("background_layer_1",

"background p.tga");

EERMXFEMYRTUES, A RER R ENEBORE.

HELkEd R UV HB3(UV scrolling)iZahiesk. iXAT LUEREE—/NFK ScrollingBackground
SEH. ATBAERARXANEFHERE, FHHENEREARERENE&, BRREEBIERERNVE
WeAR Ik,

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Engine;

namespace Shooter
{
class ScrollingBackground
{
Sprite _background = new Sprite();

public float Speed { get; set; }
public Vector Direction { get; set; }
Point toplLeft = new Point (0, 0);
Point bottomRight = new Point (1, 1);

public void SetScale(double x, double y)
{

_background.SetScale(x, y):
}



}

SE10E fIR—NE A0SR R

public ScrollingBackground(Texture background)
{

_background.Texture = background;

Speed = 0.15f;

Direction = new Vectorxr(l, 0, 0);

public void Update(float elapsedTime)

{
_background.SetUVs (_topLeft, _bottomRight);
_topLeft.X += (float) (0.15f * Direction.X * elapsedTime);
_bottomRight.X += (float) (0.15f * Direction.X * elapsedTime);
_topLeft.Y += (float) (0.15f * Direction.Y * elapsedTime);
_bottomRight.Y += (float) (0.15f * Direction.Y * elapsedTime);

public void Render (Renderer renderer)
{

renderer.DrawSprite ( background);

KFEHERLE, EBERMREFE N HME Direction. iX%H &R MEXESH
. EXEASERERT, FREFEMNGRESS. BREHTRTUEERELCEH
B 4SS . ERZHERFERT, ERPESHEXNBIIHRKTT B, X
BARIBEH.

B HKEAH —A Speed LF, THEKREHARLTN, B H5H3EE R LIgRiSA
6] B IR/, 1B R HEH 23 3 Sk BLJS » 15 BGR SR N 75 & . Direction F1 Speed i K 7E Update
FEF BRI, VEE.

BLAE AT DABIX AN BB N2 Level 260,

ScrollingBackground background;

ScrollingBackground backgroundLayer;

public Level (Input input, TextureManager textureManager, PersistantGameData
gameData)

{

_input = input;
_gameData = gameData;

__textureManager = textureManager;

269



270 SU#s X RN

_background = new ScrollingBackground(textureManager.Get
("background"));

_background.SetScale (2, 2);

_background.Speed = 0.15f;

_backgroundLayer = new ScrollingBackground(textureManager.Get
("background layer 1"));

_backgroundLayer.Speed = 0.1f;

_backgroundLayer.SetScale (2.0, 2.0);

EEAE RN RAEMEREP AR, ENMNBIRK— . ZHUBKER, 2HEA
NERKARFRXBERDR—F, BRLCEEA ARESHE L UAE R E MRS, T2E
LHENBERTZEH.,

WA ERUAFRMEEES, A TAERMERR. NWEY — SR R/rRE LR
(depth cue) AN [FIZL ZRERME 3D 5. #lln, HRRBEEINAZEEARN, UEFHNER
AT LARIRBERE 3 =R, X AR R £ % (binocular cue).

MEMRE —FIERR. FEKY, BUARFBRTHNZE LEBHHME. KA D
ERERIT, EHXRRAF-HFERPRNL. KIWELEEANEABT), HEABRBZENH
AREECFEREWAESR . KR -FRFELR, KEFELERTRHT .

BUMERES . REEHNEZTHEES LLE WURRIE, MB3IREHYE RS
MERE FEHWHBEZ. BRERFREUARMNERZBS), ZHEREERETHRER.

HTRERERNEFHRNR, EHE4EEZ3UME.

public void Update (double elapsedTime)

{

_background.Update ((float)elapsedTime);
_backgroundLayer.Update( (float)elapsedTime) ;

// A little later in the code

public void Render (Renderer renderer)
{
_background.Render (renderer) ;

_backgroundLayer.Render (renderer) ;

BT, BEMEBE, WHE 10-6 Firn. M TABRENES, AREHESIX
PR, FTUMRATLL A g B A, BREFBRILE.
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B 10-6 #zEst

A CHE LR PR AN, B AREENERT. T4
EFRFMHA .

10.3.3 SIM—LEBHEBA

BMANBERRR KRR, BFLLEAN 44 Sprite K. MAKRE RN ZE5RFRERAANE,
BB nA-BAECE AW Assets H R HIBTHE R S spaceship2.tga. SHIBM, LIEY
A B RN B 3 2 I B \bin H &

WA SR N B AR B .

_textureManager.LoadTexture ("enemy ship", "spaceship2.tga");

M T EANLH G, AT LA — N 2k RN A

using
using
using
using

using

System;
System.Collections.Generic;
System.Ling;

System. Text;

Engine;

namespace Shooter

{

class Enemy

{

Sprite spaceship =
double _scale = 0.3;

new Sprite();
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public Enemy (TextureManager textureManager)

{
_spaceship.Texture = textureManager.Get ("enemy ship");
_spaceship.SetScale(_scale, _scale);
_spaceship.SetRotation(Math.PI); // make it face the player

_spaceship.SetPosition (200, 0); // put it somewhere easy to see

public void Update (double elapsedTime)
{
}

public void Render (Renderer renderer)
{

renderer.DrawSprite ( spaceship);

}
HNKE B Level RIERAZH] . RATHERI HIMES DMK, FT ABIFEIR—MRATIR.

class Level

{
List<Enemy> enemyList = new List<Enemy>():;

// A little later in the code

public Level (Input input, TextureManager textureManager, PersistantGameData
gameData)

{
_input = input;
_gameData = gameData;
_textureManager = textureManager;

_enemyList.Add(new Enemy( textureManager));
// A little later in the code

public void Update (double elapsedTime)

{
_backgréund.Update((float)elapsedTime);
_backgroundLayer.Update ( (float)elapsedTime) ;
_enemyList.ForEach (x => x.Update (elapsedTime));
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// A little later in the code
public void Render (Renderer renderer)
{
_background.Render (renderer) ;
_backgroundLayer.Render (renderer) ;

_enemyList.ForEach(x => x.Render (renderer));

RIS, BIBRBAFIRE, MHEPHEMT —NEA. REHH lambda EEEFHIH
ERFIR., MAEBITERF, MZEINHN W R CRME R CBRHEA. E480
FARES, TR LA A, MRAEARN. WRERER T HAR O, MiX
B2, REWHRRENIZTE HFFREFTRE . HEEREXMIT A, FERNRNE.

X B REEA TR R A B IR - R . FEXREEHE TR Z AT, LfH
WA KB EEESBE M. @34 OpenGL K BI# X1 GL_LINE_LOOP, XHFH
M. ¥ TR AINE] Enemy K.

public RectangleF GetBoundingBox()
{
float width = (float) (_spaceship.Texture.Width * _scale);
float height = (float) (_spaceship.Texture.Height * _scale);
return new RectangleF( (float)_spaceship.GetPosition().X - width / 2,
(float) spaceship.GetPosition().Y - height / 2,
width, height);

// Render a bounding box
public void Render_Debug ()
{
Gl.glDisable (Gl.GL_TEXTURE_Z2D);

RectangleF bounds = GetBoundingBox() ;
Gl.glBegin(Gl.GL_LINE_LOOP) ;
{
Gl.glColor3f (1, 0, 0):
Gl.glVertex2f (bounds.Left, bounds.Top);
Gl.glVertex2f (bounds.Right, bounds.Top);
Gl.glVertex2f (bounds.Right, bounds.Bottom);
Gl.glvVertex2f (bounds.Left, bounds.Bottom);

}

Gl.glEnd();

Gl.glEnable (Gl.GL_TEXTURE_Z2D);
}

XEAFEH T CHFI RectangleF 35, Rlitt, FFELE Enemy.cs SR TN I using System.Drawing
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FIFL X M

. ei% GetBoundingBox 13 I XE R kvt H 3B Bl A AL FIAE . A0 BEIAE /) 55 R o RE AR 4 0
RBATHER, FrCARME R4 T, BHEEWREEHR. RectangleF #MEREEER AL b
R x My i 8, URHEHNEENEEEANSY. BROCERZILTORAE, Bl
AT IRBE FAMRR, DANEATERE RN

Render Debug HiALERER FALH T — MLAKJTHE. NMi%M Enemy.Render J5i%EH
A X4 Render Debug Jii%. EAFEER, BT RMEER AT LARBRIX AN 188 5F 2

public void Render (Renderer renderer)

{
renderer.DrawSprite (_spaceship):

Render Debug () ;
}

BATRIBIG, AN AER SR — M LarTTHE, Wi 10-7 fir. THREKIEREIER
BRI ThRE ) — PR AR A T K

i Bl

® 10-7 HABEE

GetBoundingBox KA LA R E A BT SHMEN R RAENME. IE, KK
Wi GetBoundingBox &%, T DRY(Don't Repeat Yourself) 5 U & R AN B 1% 4] 52 5 #iliX
BARE. Kk, FEUNBE—INFHXRRIEXFHIIGEELEF S —&, /5 Enemy
PlayerCharacter #5 7] LA IZ L K8k .

#£4% Enemy 1 PlayerCharacter 28— b2 7, FHEEIX A Sprite K. X T L EH
HEL:HI RS, KR NIZE S —L kR S A4 sl .

public class Sprite
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double _scaleX

1;
1; public double ScaleX

I

double _scaleY
(

get

{

return _scaleX;

public double ScaleY
{

get

{

return _scaleY;

1

163 Sprite 2427t Engine FERMBH, XXAMESRNELUED . XERHESRE MR
HRMMEY, B RATA 1 Engine FE IR H #4522 . BT Sprite /7¥%)5, 7 LAZE Shooter
IR 5 R AN g Entity 28

using System;
using System.Collections.Generic;
using System.Ling;
using System.Text;
using Engine;
using Tao.OpenGl;
using System.Drawing;
namespace Shooter
{
public class Entity
{

protected Sprite sprite = new Sprite();

public RectangleF GetBoundingBox ()
{
float width = (float)(_sprite.Texture.Width * sprite.scaleX);
float height = (float) ( sprite.Texture.Height * _sprite.ScaleY);
return new RectangleF ((float) sprite.GetPosition().X - width / 2,
(float) sprite.GetPosition().Y - height / 2,
width, height):
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// Render a bounding box
protected void Render_ Debug ()
{
Gl.glDisable (Gl.GL _TEXTURE_2D); N

RectangleF bounds = GetBoundingBox () ;
Gl.glBegin (G1.GL_LINE_ LOOP);
{
Gl.glColor3f (1, 0, 0);
Gl.glVertex2f (bounds.Left, bounds.Top):
Gl.glVertex2f (bounds.Right, bounds.Top);
Gl.glVertex2f (bounds.Right, bounds.Bottom) ;
Gl.glVertexZ2f (bounds.Left, bounds.Bottom);
}
Gl.glEnd();
Gl.glEnable (G1.GL_TEXTURE_2D):

}

Entity &5 — MR, PARIELHZRE R 18 BEE R — 245,
X T Entity BAJ5, Enemy K] LAE R E & Bk,

public class Enemy : Entity
{
double scale = 0.3;
public Enemy (TextureManager textureManager)
{
_sprite.Texture = textureManager.Get ("enemy ship");
_sprite.SetScale(_scale , _scale):
_sprite.SetRotation(Math.PI); // make it face the player

_sprite.SetPosition(200, 0); // put it somewhere easy to see

public void Update (double elapsedTime)
{
}

public void Render (Renderer renderer)
{
renderer.DrawSprite (_sprite);

Render Debug () ;
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public void SetPosition (Vector position)
{
sprite.SetPosition(position);

}

BL7E Enemy thj2— Entity, AEFEHSXERMSIH. % PlayerCharacter 250 L
N AAHF K E .

public class PlayerCharacter : Entity
{

double speed = 512; // pixels per second

public void Move (Vector amount)
{
amount *= speed;

_sprite.SetPosition( sprite.GetPosition() + amount);

public PlayerCharacter (TextureManager textureManager)
{

_sprite.Texture = textureManager.Get("player ship");

_sprite.SetScale(0.5, 0.5); // spaceship is quite big, scale it down.

public void Render (Renderer renderer)
{
Render_Debug() ;

renderer.DrawSprite( sprite):

}

HRBITAE, RERANTKAAEBHE T aERERE.

BAERBNIE, R PlayerCharacter i — NN, WRRER. UEALLUERSHA
BmA R ATAR . AT RIREB(AT LA TAERUFRR, MEEE —HB .

HAREMH PESURETE InnerGameState 7, ERERBH EMK A BT,
RN Y PSSy S w750

public void Update (double elapsedTime)
{
_level.Update(elapsedTime) ;

_gameTime -= elapsedTime;
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if ( gameTime <= 0)

{
OnGameStart () ;
_gamebata.JustWon = true;

_system.ChangeState ("game over");

if (_level.HasPlayerDied{))
{
OnGameStart () ;
_gameData.JustWon = false;
_system.ChangeState ("game_ over");
}
}

XA Level KHRHEM T — MRS E L HasPlayerDied, FFIR&ETAMABEER
T-. XHETE gameTime SRBIFAHORETNT., BRENENFET, BEKKESS—
ZIFET:, MANRIEERERF.

7E Level K, FELI HasPlayerDied /#%:. & HJ2& PlayerCharacter {1248 RZ K —
MR RS

public bool HasPlayerDied()
{

return _playerCharacter.IsDead;
h

FET 45 & B S 7E PlayerCharacter K.

bool _dead = false;
public bool IsDead
{

get

{

return dead;

}

}

LR ERAREMER, vTLLREIETIRE, WHERESER, TR T X F.
REEFE—BARGRLERN SR SRR ENRE. ARG ERELE Level 2
FSERRY, ZERTLLVT ) PlayerCharacter FIFIA 5% .

private void UpdateCollisions
0
{

foreach (Enemy enemy in _enemyList)
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{

if (enemy.GetBoundingBox () .IntersectsWith(_playerCharacter.
GetBoundingBox()))
{
enemy.OnCollision(_playerCharacter);
_playerCharacter.OnCollision (enemy) ;
}
}
}

public void Update (double elapsedTime)

{
UpdateCollisions () ;

Level ] Update 72 EG— PR & ARG RS . REEEDEABATIR, AT
AR TSR MWEERER R X MHE. X NUEET CH#H RectangleF IntersectWith
T AN . RIER PR EEMBRA RS EERERZ X, WXBHRABA A OnCollision.
Player.OnCollision S HAENBAN R, EEMFE KAEMIE. Enemy.OnCollision K i 1%
AR % . REBPEEMRARASHAABANORE, RAFRPREREXMEREER
HiEER.

£ Enemy 1 PlayerCharacter 25+ #B % 2 sz OnCollision 28 . F I 2 & E#5 1 E| Enemy
RH—MERTT %

internal void OnCollision(PlayerCharacter player)

{
// Bandle collision with player.

}
AFEF Enemy, PlayerCharacter K3:kr _EH —HIhfe, BRERWTHR.

internal void OnCollision (Enemy enemyf

{
_dead = true;

1

UK BN R ERIER, MATETARERE A true, FEHRGK. BEIKRES
WY, WRRENEROERXRRETFT M. NIEITLS, #Hit—PRLHR,
fEHANE BRI AT ik

10.3.4 RGP F

FRTH RS TEEEMEHERTE. —MENEREIIIFE T TN LR A 85K
FRA LT RN T RARTURN7H, (B THAGN IDEE - RRER.
AT RETH, ERERMAS— D EE . ANEPEEIERA Assets SRR E] bullet.
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n

tga, WEHMBMEF, HEWHRERECHEYE. REFELXANLE ML F

HEEP.

_textureManager.LoadTexture ("bullet”™,

"bullet.tga");

mBLHEE, T BRNZEE Bullet 3. ZIHE —MEEEM MR, Frid
AT LA Entity 462K . NI%7E Shooter 5 H &I %K.

{

public class Bullet : Entity
public bool Dead { get; set; }
public Vector Direction { get; set;
public double Speed { get; set; 1}

public
{

double X

}

get { return _sprite.GetPosition() .X; 1}

public double Y

{

get { return _sprite.GetPosition({)

.Y}

public void SetPosition(Vector position)

{

_sprite.SetPosition(position);

public void SetColor (Color color)

{
_sprite.SetColor (color);

public Bullet (Texture bulletTexture)

{

}

_sprite.Texture = bulletTexture;

// Some default values

Dead = false;
Direction = new Vector (1, 0, 0);
Speed = 512;// pixels per second

public void Render (Renderer renderer)
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{
if (Dead)
{

return;

}
renderer.DrawSprite(_sprite);

}

public void Update (double elapsedTime)

{
if (Dead)
{

return;

}
Vector position = _sprite.GetPosition();
position += Direction * Speed * elapsedTime;
_éprite.SetPosition(position);

}

}

Bullet %45 3 MR : FHEITHRA. FHRAOEE, DUEARETFREBHTHRSE.
HKpRM T 73S R INALE setter A getter. F 41, EHHEM setter, K hik-FHAFHE
REEHEMN. XM FHNGBHERAN, TANFHRREHERR. I THERREEX S
SMFH, SelfmnTARME®.

F BN E M setter Fl getter LA R BN setter J5, FRATRESAE, {F Sprite KR AAE R
RARSEGH —&, AFNRBRIMNEEESMIERGA, SMTUEREHTFHER. S
HBRBHEAR, E—RENE, FRTHEZNEERFRE, HATEERNBERME
H. T E, bullet.SetColor( )tk bullet.Sprite.SetColor( )t ¥ 2 5 Ef# .

HERBEEZ — AN FRAEENSH, FHABE. FRAEERERIME. EEUS
PREZEE. BEHNTER Render Ml Update. Update TE¥MEE AT 3064 77 [m) FOE B 5E 37
THOGCE. MERES A E-WEEdKNRHER, XHEEER—aHENL, BaER
—3#). Render R H, ©RRLHTHER. WRTHK Dead pr&EH WA true, Render
1 Update {EEF AL REEM#HRAIE.

WERPHAEKERFRIL T, AR E— SRR EXMER. BRI
HE B B EEEE—/ BulletManager KB ALK . 45— BulletManager
RRTERFMN: WEBERKGENRRAEHANFRZ. XENSHH BulletManager SKH
THEBREWEIFE: GNFRE LB R, M BulletManager FRHERXT SIS A, FHER
BB g, BReSHNEMAE. SREKEEN, Mg TH. XREEX
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EIMa> T Hn

#, EREIREXRTARNMBRABROMNEIE—MFER, ENSREREEITHE
FE. GUEAMERN S — BRI BRI

EEETHE, EmMSBOaERAFRTEEAR FHRA— I FIREIDES 1000 4
T, KEHTHBELEHN, SR HEH, BEBRIIRHEE—HTH. FATE
BIEFNZ . WREEE 1000 NFHREEESIN, MAILR AT, REERBER
TR TR MEFR BRI TR), HitxER & T#. DX
K7 # RS BulletManager KIS 7 K. A RN ERRONAE, RETLULE
ITIRERFARBERAFRTHREHERS.

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Engine;

namespace Shooter
{
public class Bullet : Entity
{
public bool Dead { get; set; }
public Vector Direction { get; set; }

public double Speed { get; set; }

public double X
{

get { return _sprite.GetPosition().X; }
}

public double Y
{
get { return _sprite.GetPosition().Y; }

}

public void SetPosition(Vector position)
{

_sprite.SetPosition(position);
}

public void SetColor (Color color)
{

_sprite.SetColor(color);
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public Bullet (Texture bulletTexture)
{

_sprite.Texture = bulletTexture;

// Some default values

Dead = false;

Direction = new Vector{(l, 0, 0);

Speed = 512;// pixels per second
}
public void Render (Renderer renderer)
{

if (Dead)

{

return;
}
renderer.DrawSprite(_sprite);

}

public void Update (double elapsedTime)
{
if (Dead)
{
return;
}
Vector position = _sprite.GetPosition{();
position += Direction * Speed * elapsedTime;
_sprite.SetPosition(position):

}

}

BulletManager AR MR ZE: EEENFBEI—NIR, AIRRBEFLRH—N
Y. WCEEHRTREE S using System.Drawing #A]), iXHEA HE4# ] RectangleF 2.
REALFHATHE FHETERN T BRI LA HH.

W& REESZ — AN ERFRR XIS H playArea, FHIEEMES bounds B . Shoot
FHF M BulletManager %—/NF3#. %7 75, BulletManager KEREEE, H
BliZTHBEF THRXEEE LR T K. Update HESEFHPIRERNITA T#, RER
BREAETHKHUTIAR. B/5, BulletManager 2B Dead FrE N true LR 134,
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FI#s> £ |W

CheckOutOfBounds B8 87E T 3FI AR X IR 2 B AR A WA, DA E FR R &
H TR X 3 . RemoveDeadBullets ff ] T — M E B EH/MTS, ERAENA TR, I
MERETE RT3, XEAEEMF Foreach, AR AT RIIEAR. W RBATHT LA+
RT3, FIREED—NTER, JEARBAFIRGERN, B —PMEBRER. R
LB ] AR XA R FIRFKEAEZE, BEEM 0 FFih.

Render J7E1RARAE, BEERH ST,

B BulletManager JHE| Level 8. W7 Level.cs XHFHITRFEH AR using
System.Drawing #&f], ARATESEH RectangleF 282 B FERINZES] .

class Level

{

BulletManager _bulletManager new BulletManager (new RectangleF (-1300
/ 2, =750 / 2, 1300, 750));

BulletManager # T 7 — MR I, %X SERR RIS DR/ K —L8, X phigft
T—AMEX, HEHERTFHINTEICE5EER8H TR, R/55HEE BulletManager %511
F| Level 284 Update 1 Render 79 .

public void Update (double elapsedTime)
{
UpdateCollisions{();
_bulletManager.Update (elapsedTime);

// A little later in the code

public void Render (Renderer renderer)
{
_background.Render (renderer) ;

_backgroundLayer.Render (renderer) ;

_enemylList.ForEach(x => x.Render (renderer));
_playerCharacter.Render (renderer) ;
_bulletManager.Render (renderer);

}

B A 1E S BulletManager 28, XFEREHAMN R FERF#. ILIE, BulletManager
B eBET, HRMRARILITRESN T3, MEEINEIRE. A TEIIFRR XM
§&77, PlayerCharacter T E RV 0 FHEHAE. & Level #93ER%+, ¥ BulletManager
f536 45 PlayerCharacter 143 PR 0 o
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_playerCharacter = new PlayerCharacter (_textureManager,
_bulletManager) ;

R 5 FH BB PlayerCharacter 8D, LIEEZRFFEX] BulletManager f5] M .

BulletManager _bulletManager;
Texture bulletTexture;

public PlayerCharacter (TextureManager textureManager, BulletManager
bulletManager)

{
_bulletManager = bulletManager;
_bulletTexture = textureManager.Get ("bullet”);

PlayerCharacter Hiits B SCEA7 i T 45 R 51 T FIN K 19 bulletTexture . 2 T 504 T34,
TELZE— bullet &, HMEHERKWMIEAHER, REITLE4ES BulletManager.
PlayerCharacter 28 B8 N1 Fire 771254 1 T3 SE X Ee A0 3

Vector _gunOffset = new Vector (55, 0, 0);

public void Fire()

{
Bullet bullet = new Bullet( bulletTexture);
bullet.SetColor (new Coloxr(0, 1, 0, 1)):
bullet.SetPosition( sprite.GetPosition() + _gunOffset);
_bulletManager.Shoot (bullet);

}

WIS AEMEREFE bulletTexture AR TH . BEHEEREAZE, HEKRATLIE
BHMEE MG, THAOMBEREREINTRN CRE —EME, XETHREEX
BN CAMER RS K. MREERE, FHRRFHAE B RNES, XF Ll
BETE. XERAGEECFHEAT R, FAE X EFTRERAE. RANEEREHRRE
ALLESZN. BE, HFHOEC4 BulletManager, 3] Shoot AL IERIEE R H 2.

MFAR LR G 73, BREREARMMATEAR Fire 7M. MENFEFRA
W7E Level 28/ Update J7 =403 . #3 N IR B Update 716 E LA RBEL, BT
DA AT S AL IR B — /N 5T R #L Updatelnput, XHERESE L RBMEMERZT .

public void Update (double elapsedTime)

{

UpdateCollisions();
_bulletManager.Update (elapsedTime) ;

_background.Update ((float)elapsedTime) ;
_backgroundLayer.Update( (float)elapsedTime) ;
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_enemyList.ForEach (x => x.Update(elapsedTime));

// Input code has been moved into this method
UpdateInput (elapsedTime) ;

private void UpdateInput (double elapsedTime)
{

if (_input.Keyboard.IsKeyPressed(Keys.Space) || _input.Controller.
ButtonA.Pressed)

{

_playerCharacter.Fire()
}

// Pre-existing input code omitted.

H{ i Update TEFF IR A AR, HIBEEBEIFE Updatelnput 77HERISRE. REM
Update 77 ¥ X4 Updatelnput 7%, B SMEGM T —SH AR B IR R 3K
FME. MEHET TR LRNZKRBHEFWH LN AR, BAMERENT —ITH. &
TR, 2 WA IT Kk Thag.

ME 10-8 FRTLAFZFAMAFH#. SRFE T RITEREN, HBtEF#. 4T85k
WXL, BIFRHCRTEE, B ES RS FZaA — MkERE. &L PlayerCharacter
2KINTF.

Vector _gunOffset = new Vector(55, 0, 0);
static readonly double FireRecovery 0.25;
double _fireRecoveryTime = FireRecovery;
public void Update (double elapsedTime)
{
_fireRecoveryTime = Math.Max (0, ( fireRecoveryTime - elapsedTime));
}

public void Fire()
{
if (_fireRecoveryTime > Q)
{
return;
}
else
{
_fireRecoveryTime = FireRecovery;

}
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Bullet bullet = new Bullet (_bulletTexture);
bullet.SetColor (new Color(0, 1, 0, 1));
bullet.SetPosition(_sprite.GetPosition() + _gunOffset);
_bulletManager.Shoot (bullet);

B 10-8 KT

AT SR S IR 3EAT BB, 75 B AE PlayerCharacter 2R I—A Update /5% . Update
7R R Y B B AT BB, EHRAASET 0. X2FH MathMax BRESERHM . ®KE
THREREE, MR CHRPBRGEEN E— KRR ERRE, Fire M8 LR E .
RIKEREIA 0, CMIRTARSTF3E, WREE TR ER, DEEFITHE.

EFEX Level B—ri/MeS: EFHFE A PlayerCharacter ff) Update 777

public void Update (double elapsedTime)

{
_playerCharacter.Update (elapsedTime) ;

_background.Update ((float)elapsedTime) ;
_backgroundLayer.Update ( (float)elapsedTime) ;

UpdateCollisions();
_enemyList.ForEach (x => x.Update(elapsedTime));

_bulletManager.Update (elapsedTime) ;
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UpdatelInput (elapsedTime) ;

BRSITEF, BERRBRUAIMEREEZN THRT . XEFRA KR, FTURE
WA/ EE, TS RBIREERE.

10.3.5 1HEFBLIE

WMAERMT T#, HRCNEEFIBRAN WM, AASEREMEE. BT RBANH
KRABGIXA . WAMZEE B O Rt , FHENBRHA AN RN. RITEEE
HEMERE, RECER—MBESE.

MEFERFSLE Level 25/ UpdateCollisions IE(H A0 H . FEY BXAN R, HHAMATLL
Ab ¥ F 3RO 2 8] ARG 1

private void UpdateCollisions ()
{
foreach (Enemy enemy in _enemyList)
{
if (enemy.GetBoundingBox().IntersectsWith(_playerCharacter.
GetBoundingBox()))
{
enemy.OnCollision(_playerCharacter);
_playerCharacter.OnCollision (enemy) ;
}

_bulletManager.UpdateEnemyCollisions (enemy} ;
}
}

7t for fEFFMIARRFHRINT —17, ik BulletManager B FH S5 XA AZ RETRKE
fif4#. UpdateEnemyCollisions 2 BulletManager P HIFT A%, FrUATELRE.

internal void UpdateEnemyCollisions (Enemy enemy)
{
foreach (Bullet bullet in _bullets)
{
if (bullet.GetBoundingBox () .IntersectsWith (enemy.GetBounding-
Box () ))
{
bullet.Dead = true;

enemy.OnCollision(bullet);
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TP Z A FREE S A O EE R THAHTHE . MR TFREPTHRA, W
BT I BN R AR

THETHRNGE, AEMHARMT AT R, 7T LSS A B BURIEZhE,
HRETMUEHAERZ —ENE, EREFIPRANLKEAHRE. ABRASBEAE0{E
XMIHREER R RS R, TWIEMR XA IR MBER. ABAFI— Health A
RZR, RIS #E] OnCollision BA 3.

public int Health { get; set; }

public Enemy(TextureManager textureManager)

{

Health = 50; // default health value.

//Remaining constructor code omitted

Enemy 28 E.46F — 4 OnCollision J77%, {H2 1% 7 ¥EH FH# A 5 PlayerCharacter )35 .
RATERIE—NFHERGH OnCollision Hik, BRIOLE FHMAE. L#EPhiRA
f&, MALZE—S4iE, HAGESRK. WRBANEGERT 0, Mg,
BORGEPTHN, HEELZRTHE, FECUR EH —HER, URPBABEEFT.
RN R —F i i R A T r JLAD ) e 1] N RN R IR 3R

static readonly double HitFlashTime = 0.25;
double hitFlashCountDown = 0;
internal void OnCollision(Bullet bullet)

{

}

// If the ship is already dead then ignore any more bullets.
if (Health == 0)
{

return;

}

Health = Math.Max{(0, Health - 25);

_hitFlashCountDown = HitFlashTime; // half
_sprite.SetColor(new Engine.Color(1l, 1, 0, 1));

if (Health == 0)
{

OnDestroyed{() ;
}

private void OnDestroyed()

{
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// Kill the enemy here.
}

OnDestroyed FRERAEE H 2 —AN AR, FEBATA 2% 0TRSO  ZE OnCollision
BEh, B if BUSRE VWINEMERET N 0. EXEK B EMTIMGE, H
AR CEHE T BN, TR FTEEE B HAb G 73 3T K% Health FI{ERD 25,
KR ERER T, RRFHED —RKNERK%GF. MathMax B THREEREAR
2T 0. LFEdH it CHERINGRE G, WENERTE A TARRLRR . RS R %
A, HRGBAHEN(,1,0,). &b, KiEtdad, WRAEREST 0, WAMALSMEE
OnDestroyed, BIER A RBPA.

TR INSR, FTEED Update T3 . 701X EH FRE AV SRR (], FF3E
BN HESC B,

public void Update (double elapsedTime)
{
if (_hitFlashCountDown != 0)
{
_hitFlashCountDown = Math.Max (0, _hitFlashCountDown - elapsedTime);
double scaledTime = 1 - (_hitFlashCountDown / HitFlashTime);
_sprite.SetColor (new Engine.Color(l, 1, (float)scaledTime, 1));
}
}

Update TEFMESFEN CAERIINMFBIE . WRNERREIFECA 0, IBANFCRLEN,
ANEEFBITER . WR_ hitFlashCountDown ANET 0, MK &2 N _E—mit 5 23 5 7] .
iX B A F Math.Max SRR B THIF ASE T 0. 48 5 BB B /D B 0~1 2[Rl ) —AME,
AR ISR E : 0 RFRINLRRIFF S, 1| REBWIFCE R ¥ 1| BRI RXME, N
MESF IR XN AHR: 1 RERNERIFLS, 0 REAFCELR. REFHXIEBE
BB AE 0~1 Z RIS TBENEARE. XSF CERNEFENEAT a6,

BATREF, REZREFHEANM, BB RNERA, REHBHER, AmELT®
Mo HE, AR CHEAERARE LN, BN IZ@RE.

FEAE A A RRERCR IR R R TR A ER R . B 10-9 /R T —IKBIERX
B LEN R . SCEA R AR R AR, X AR RKAR AT BAM Positech W AR (http://www.
positech.co.uk/content/explosion/explosiongenerator.html) - % %% T .

10-9 E3E4 16 Mt, A 4 AN a4 A EI BRSSO B (U, V) 4 EF,
B R E— M BB — M, FTLLGIESER R . SEREREATR 75—
KRR, FrLlATaIg e, FY BEH W Sprite 25, BiH¥F R 0T DU 25 AN [F] B ek A
Fi, FrLARZZTE Engine W H A BIEHARILE P EIEEA].



public class AnimatedSprite

{

F10E fIBE—EEEMHEHE

B 10-9 Zhil 87 IR YESENEE

int framesX;
int _framesY;

int currentFrame = 0;

Sprite

double _currentFrameTime = 0.03;

public double Speed { get; set; } // seconds per frame

public bool Looping { get; set; }

public bool Finished { get; set; }

public AnimatedSprite ()
{
Looping = false;
Finished = false;
Speed = 0.03; // 30 fps-ish

_currentFrameTime = Speed;

public System.Drawing.Point GetIndexFromFrame (int frame)

{
System.Drawing.Point point

point.Y = frame / _framesX;

= new System.Drawing.Point();
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point.X = frame - (point.Y * _framesY);

return point;

private void UpdateUVs ()
{
System.Drawing.Point index = GetIndexFromFrame (_currentFrame);
float frameWidth = 1.0f / (float)_framesX;
float frameHeight = 1.0f / (float)_framesY;
SetUVs (new Point (index.X * frameWidth, index.Y * frameHeight),

new Point ((index.X t 1) * frameWidth, {(index.Y t 1) * frameHeight));

public void SetAnimation (int framesX, int framesY)

{
_framesX

[l

framesX;
_framesY = framesY;
UpdateUVs() ;

private int GetFrameCount ()
{

return _framesX * _framesY;

public void AdvanceFrame ()
{
int numberOfFrames = GetFrameCount () ;
_currentFrame = (_currentFrame + 1) % numberOfFrames;

}

public int GetCurrentFrame ()

{

return currentFrame;

public void Update (double elapsedTime)
{

if (_currentFrame '== GetFrameCount() - 1 && Looping == false)
{
Finished = true;

return;

_currentFrameTime —-= elapsedTime;
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if ( _currentFrameTime < 0)

{
AdvanceFrame () ;
_currentFrameTime = Speed;
UpdateUVs () ;

}

}
}

X/ AnimatedSprite 28 T EJ7305 Sprite 28522 [F, H AT 7T A% AnimatedSprite
REFAE XY FH EHZ . B Update fEFET, iR [A] 5028

XAMEFEHILAERR, BREAEAIFER TRRINEMREIEE. X F Y J7m L
HHH_framesX F_framesY f 5 E /AR X T E 10-9 FRIRE], XA Z B IR &N 4.
_currentFrame 2B R KU M)A E MM, _currentFrameTime JE&/ I HT#EE] T —Mi
ZAT, ZHETWCRE & A RBSE] . Speed BB MW FMIE], P78 s. Looping Y& 3
RGN iZME3 . Finished & M5, H3EERGEHWIKE N true.

AnimatedSprite FIFMIERE R E —EBAE. FrolRKK RATEFR, Finished ARG
K false, WUEB BN KL 30 Wi, currentFrameTime ${ ¥4 0.03s, X-&fFzhi LA
30 MW I BT

GetIndexFromFrame Ay:#52NE 10-10 FianMETIASH, REIR5HALERX, N
Fr. Bln, 3510 K3EFI(0,0), &I 15 KR M(3,3). BIERTIBRUATHRRE, RII1ED
FRACCMAR, BRERBITITE, WA T RIIW Y kR, X BIREE YITBRE
REIFTHES . HATFEBN, XANRPEEEEH, TRUFE B WEI(U,V)REF.

9 10 11
121314 15

B 10-10 3|

UpdateUVs {8 Fl 4 ATI{R 51 RES(U, V), Frild R LLERARN. EEEEH
GetIndexFromFrame R34 FTMIAICCY)HR, KRG VHE &AM 3RS B . SR ARFRTE
0~1 2 8, BRI E &SRS | B X B v it S k. THE H M
BIRSE I, AT RAIE i P B8 B R 7 B 3R LA X4 BTl PRI O DARSRT B SR (U AL R, 30K
BEMIESEME LA LA, SetUVs HETELE FANSMATANSENSHE. £
T A AL BB AL B A AN — M S B AR R L Ok
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SetAnimation i T & ELEMEEAE X H R Y LKW, =8 UpdateUVs, LA
HEFRRKERIEFFIN . GetFrameCount FR7EE0E 1 .S M3 . AdvanceFrame 77 ¥E%3h
BT 00, WRBARE W, WRSIKE N 0. XFFFSLE MBS E K% %
H. BBEETHTIFEBERENRS. HEEREEER RN EETTR MR 4t
— MR B CARMRBBNRG]: W, $RLE 12 MFE, BU5 12 BlgEK 7= 10%E:
13 55 12 BB 1 Rl AEXE, BEEET3hE i Emis.

Update 77 LA T EHT 4770, FHARIES LELBIE R ER. R Looping # A
false, I H.ZuMiZ® /5 M, JBA Update H¥AS I HIIR[E], H Finished FREMBN true.
IR B EE AR REEFEERR, NIEFHWIE B _currentFrameTime, WRZMEDMT 0, W)
BB Ol Wl ) BE T BB L P A AdvanceFrame. EE' currentFrameTime 35 £ E #H(U,V)
SERH

& AnimatedSprite 28¥5 N Engine W H /5, 7] LARBIE . AR BAIEIA Y Assets
X1 3 explode.tga SCAF, FEBEMMBIE F, FERUNT—FERERE. KRG
form.cs N E -

_textureManager.LoadTexture ("explosion"”, "explode.tga"):
— PR NS B 7 R B AR A B E R R B RN S Level H1,

AnimatedSprite testSprite = new AnimatedSprite();public Level (Input
input, TextureManager textureManager, PersistantGameData gameData)
{

_testSprite.Texture = textureManager.Get ("explosion™);

_testSprite.SetAnimation(4, 4);

// a little later in the code
public void Update (double elapsedTime)
{

_testSprite.Update (elapsedTime) ;

// a little later in the code

public void Render (Renderer renderer)

{
// Background and other sprite code omitted.
renderer.DrawSprite( testSprite):;
renderer.Render () ;

}
IBATRFHHART, FERRB— YRS E . XU TAM LI EMACLE 10-11).
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10-11  FRRHPIBIERR

10.3.6 EEBREFEA

e 103.5 5, BRATONE TRERR, HEREFRKBANANIZT | RXFRIER
R, Ak, FEQEARNMFRSE: —MEEBEAN —ROFEREER, H—MEEIBERBA.

b EIRIEM T NN ZE B 73 7 L, BIGIE— AN TS B 2R A B R E W
SIRRFIHS. KkiRE COIEIE R, "TEREMEEHBER, s, KESREHM
LK fE W V. EffectsManager 28 i%7E Shooter 3 H A& .

using System;

using System.Collections.Generic;
using System.Ling;

using System.Text;

using Engine;

namespace Shooter
{
public class EffectsManager
{
List<AnimatedSprite> _effects = new List<AnimatedSprite>{();

TextureManager _textureManager;

public EffectsManager (TextureManager textureManager)
{
_textureManager = textureManager;

}

public void AddExplosion (Vector position)
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AnimatedSprite explosion = new AnimatedSprite();
explosion.Texture = textureManager.Get ("explosion™);
explosion.SetAnimation (4, 4):;
explosion.SetPosition{position);
_effects.Add (explosion);

}

public void Update (double elapsedTime)

{
_effects.ForEach(x => x.Update(elapsedTime));
RemoveDeadExplosions () ;

public void Render (Renderer renderer)

{

_effects.ForEach(x => renderer.DrawSprite(x));

}

private void RemoveDeadExplosions ()
{
for (int i = _effects.Count - 1; i >= 0; i-)
{
if ( effects(i].Finished)
{
_effects.RemoveAt (i) ;

}

}

EffectsManager 5K B E, BEUBGEERHE R, RENBRRERR. v s
BulletManager 28R AUl XL BAST L& A —MEHKN TS, EAEEHE
FHRFFHOL, WRWBRZ B EAFMEATT SR BEAROS A SITR MR R
W, EETHUMR. ERHEESE Y, 2EHEAMNNRNSERRRES: BIERT
ERETHE, MTHETERASHERANHELZ. SRT REL0EANERN, MIZHE
BB, BRENRFERTEGFERENARNELE, B EEHNELAEHEERE
B RIERE

EffectsManager 7 2:7F Level B SEFIL, H-S5IE LM FIEIFRBRAE .

EffectsManager effectsManager;
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public Level (Input input, TextureManager textureManager, PersistantGameData
gameData)

{
_input = input;
_gameData = gameData;
_textureManager = textureManager;

_effectsManager = new EffectsManager (_textureManager);
// code omitted

public void Update(double elapsedTime)
{
_effectsManager.Update (elapsedTime) ;

// code omitted

public void Render (Renderer renderer)

{
// Background, sprites and bullet code omitted
_effectsManager.Render (renderer) ;
renderer.Render () ;

}

ExplosionManager IL7E KB, FILAVH T RN B3I B ANMERIE. I T HRAEICTRAT

LURZhRYE, REMTIIRGNEES, LU EESIENS LIRS Enemy HIHE
ki

EffectsManager _effectsManager;

public Enemy (TextureManager textureManager, EffectsManager
effectsManager)
{

_effectsManager = effectsManager;
AR T CAESE T 5 R IBRIET -

private void OnDestroyed()

{
// Kill the enemy here.
_effectsManager.AddExplosion(_sprite.GetPosition());

}

fE Level.cs 3CfFH, TEE IR EffectsManager /£ A\ Enemy KI#J3E R % . eX M EMELL
TEAR A B RGP AR S RKBAITI KIRIE.
BTk, ABAEBCHEHER, XA THRMCEN TENFRTECRRNR
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Ja—MMEESE.

public class EnemyManager

{
List<Enemy> enemies = new List<Enemy>()};
TextureManager _textureManager;
EffectsManager _effectsManager;
int _leftBound;

public List<Enemy> EnemyList
{

get

{

return _enemies;

public EnemyManager (TextureManager textureManager, EffectsManager
effectsManager, int leftBound)
{
_textureManager = textureManager;
_effectsManager = effectsManager;
_leftBound = leftBound;

// Add a test enemy.
Enemy enemy = new Enemy(_textureManager, _effectsManager) ;

_enemies.Add (enemy) ;

public veoid Update (double elapsedTime)

{
_enemies.ForEach(X => x.Update (elapsedTime));
CheckForOutOfBounds () ;

RemoveDeadEnemnies () ;

private veoid CheckForOutOfBounds ()
{

foreach (Enemy enemy in _enemies)

{
if (enemy.GetBoundingBox{) .Right < _leftBound)

{
enemy.Health = 0; // kill the enemy off
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public void Render (Renderer renderer)

{

_enemies.ForEach(x => x.Render (renderer));

}

private void RemoveDeadEnemies ()

{

for (int i = enemies.Count - 1; 1 >= 0; i-)
{
if (_enemies[i].IsDead)

{

_enemies.RemoveAt (i) ;

}

}
BT EFE Enemy KFRINF S — BB AHALRZFEHRHE K.,

class Enemy : Entity

{
public bool IsDead

{
get { return Health == 0; }

}

WRBAREFEFT 0, W) Enemy 2 IsDead /513K [F] true, 7 WK [F] false . EnemyManager
55 BulletManager —HHBFRNE, HREMEAR . BHISHIERPEBRA —BNEREK
BAMIFEHI, RERIMFNFRLLET. BARNEERANCEERAUNAS
FRERAURR, X AMEBREEERKHE K. NFRZEEEAESA .
IMETEB K Level RFIANXAFIMEEIR, HMBRIBFIE.

// List<Enemy> _enemylList = new List<Enemy>(); <- Removed

EnemyManager _enemyManager;

public Level (Input input, TextureManager textureManager, PersistantGameData

gameData)
{
_input = input;

_gameData = gameData;
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_textureManager = textureManager;

_background = new ScrollingBackground(textureManager.Get
("background"));

_background. Setscale(2, 2);

_background.Speed = 0.15f;

_backgroundLayer = new ScrollingBackground(textureManager.Get
("background layer_1")):

_backgroundLayer.Speed = 0.1f;

_backgroundLayer.SetScale (2.0, 2.0);

_PlayerCharacter = new PlayerCharacter (_textureManager,

_bulletManager) ;

_effectsManager = new EffectsManager (_textureManager);
// _enemyList.Add(new Enemy (_textureManager, _effectsManager));
<- Removed

__enemyManager = new EnemyManager (_textureManager, _effectsManager,
-1300);

}

STREEEAL B T/ EAM - B, AR ESWANRERN, ER4EH EnemyManager
FHIBATIR.

private void UpdateCollisions ()
{

foreach (Enemy enemy in _enemyManager.EnemyList)
AT RSB ERIHRA, FTEBEHU Update 1 Render G .

public void Update (double elapsedTime)
{
// _enemylist.ForEach(x => x.Update(elapsedTime)); <- Remove this line

_enemyManager.Update (elapsedTime) ;
// Code omitted
public void Render (Renderer renderer)
{

_background.Render (renderer) ;

_backgroundLayer.Render(renderer);

//_enemyList.ForEach(x => x.Render (renderer)); <- remove this line
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_enemyManager.Render (renderer) ;

MAERBITEF. HTFRANILKGE, BASBIEHHEER. XEEXRERR - HEMNH
T . MAERHEKRER, NN, MHXMRAEASBES.

10.3.7 EXXF

HETRIR T REFLE 30s, HHRE-AEAN, TUARTSFB. MRE—EXXF
KRG, BARTLARXANAR B A CKITE. X+ RFERF e B 7 4 R
AR —ANFIR. FHL, XFEXFE-MEXHANGTE, FTERARBEL —MF
SIS A . Ni%IE EnemyDef 2575 N %] Engine JH B .

using System;
using System.Collections.Generic;
using System.Ling;
using System.Text;
using Engine;
namespace Shooter
{
class EnemyDef
{
public string EnemyType { get; set; }
public Vector StartPosition { get; set; }
public double LaunchTime { get; set; }
public EnemyDef ()
{

EnemyType = "cannon_fodder";
StartPosition = new Vector (300, 0, 0);

LaunchTime = 0;

public EnemyDef (string enemyType, Vector startPosition, double
launchTime)
{
EnemyType = enemyType;
StartPosition = startPosition;

LaunchTime = launchTime;

}
XEFRT M FR SRR RARTY., ERESD, LR LAARZER AR A -
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“RPNMBRENRAN . BEATEHNZBHHRAST. RIAKNHKALXEE Cannon
Fodder(JiK). M ARIBILAALE AW, f3ahitia R B A KA Krh BRI . X%+
iR M EAN B K BE BT R 0. 058 gameTime /M F B shEtE, KAlE 4 enemy 3t
EEi R RN IET P St

EnemyManager 28K 4b A B (3 4E . XBHRE T EB SR, HRm—A%
BB AL,

List<EnemyDef> upComingEnemies = new List<EnemyDef>();

public EnemyManager (TextureManager textureManager, EffectsManager
effectsManager, int leftBound)

{

_textureManager = textureManager;

i

_effectsManager
_leftBound = leftBound;

effectsManager;

_upComingEnemies.Add (new EnemyDef ("cannon_fodder", new Vector (300,
300, 0), 25)):

_upComingEnemies.Add (new EnemyDef ("cannon_fodder”, new Vector (300,
-300, 0), 30)):

_upComingEnemies.Add (new EnemyDef ("cannon_fodder”, new Vector (300, O,
0), 29

// Sort enemies so the greater launch time appears first.
_upComingEnemies.Sort (delegate (EnemyDef firstEnemy, EnemyDef
secondEnemy)

{

return firstEnemy.LaunchTime.CompareTo (secondEnemy.LaunchTime);
b);
}

_upcomingEnemies 51 & # B 5 s [ HEF B E X\ —M51R. B RSk,
BNGE XAEFRFHANC B, B-EaasRbeREKN, ELEEESER
. AFERBERTMHBRAEN, BANKCEHFTHFT . MRIIREEHF, WUFEE
RS R T HE— R E WA E XK B S AR T 2457 gameTime, BT ERH /G
B3,

RBTEAK#AERTE EnemyManager 1) Update B3 58], Update ¥ AR H ik
UpdateEnemySpawns.

private void UpdateEnemySpawns (double gameTime)

{
// If no upcoming enemies then there's nothing to spawn.
if (_upComingEnemies.Count == 0)
{

return;
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EnemyDef lastElement = _upComingEnemies{ upComingEnemies.Count - 1};
if (gameTime < lastElement.LaunchTime)
{

_upComingEnemies.RemoveAt (_upComingEnemies.Count - 1);

_enemies.Add(CreateEnemyFromDef (lastElement));

private Enemy CreateEnemyFromDef (EnemyDef definition)
{
Enemy enemy = new Enemy( textureManager, _effectsManager);
enemy.SetPosition(definition.StartPosition);
if (definition.EnemyType == "cannon fodder")
{
// The enemy type could be used to alter the health or texture
// but we're using the default texture and health for the cannon
fodder type
}
else

{
System.Diagnostics.Debug.Assert (false, "Unknown enemy type.");

return enemy;

public void Update (double elapsedTime, double gameTime)
{
UpdateEnemySpawns (gameTime) ;

EnemyManager # ff] Update J51:51 Level B E41E 4, 85— gameTime 2% . gameTime
- MHTEEMEE, 4305, XFRER. XMEHTHEMNCIEFEBA.
InnerGameState 75 IEX 4 gameTime EE1E45 Level X3 1K) Update 7775, Level 2B E
1$:%4 EnemyManager.

// In Level.cs
public void Update (double elapsedTime, double gameTime)
{
_enemyManager .Update (elapsedTime, gameTime);
// In InnerGameState.cs
public void Update (double elapsedTime)

303
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{
_level.Update (elapsedTime, gameTime):;

gameTime MR EHRE —H %1845 EnemyManager ] UpdateEnemySpawns B 4]
UpdateEnemySpawns B 55# 78 upcomingEnemies 51| & T 2 F A B BB, R BH,
BHEAPATERE. MEFEEHAKEA, RESKHEFIRNTL, EEEEHEBS
FIEA. MRBACNELHERZBS, WM _upcomingEnemies ¥R #ERi%E X, HEH
ZE LABRIIFHIRANS . REFUBRPBABERINE]_enemies FIRF, FHIEHRRI
F 4K

CreateEnemyFromDef #:5%2— EnemyDef X%, FfiR[A]— Enemy Xt %. MELREF —
FRBIEN, BTN REIRE R, AL EEHREHFMFRALRT 2.

REEBITER, FEEXFHNERE, ¥s8xR3 M.

10.3.8 EARIBE

ERH TR HRAN ZMNFRALERT L, HFAEAFRELHETRK.
10-12 B THAKATHET M. XN THREEEB N, BATULERZ S, X
BRI ETATAER, EREANBIHTHRK: CMEEEMNGRERES) . BA
MBS AN ZEMAE, X, REBHKRTERIFIRATEX I HB I BER
HRBHBAR. BMAKRLEIERBRE I ENZETT.

SN s E 75 )

B 10-12 BABRIBEN IR

BRAR T DA fo] S s e il BRG] SR A — R B sl 8 10-13 BoR T 1Vl
B SRR, B R AR X LT M.
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T

r
|

B 10-13 BB SHARMBEE

BEATMUEERR—&, B3wAE 10-14 irafRe. IERATLLRARKRE, H
HARGEEEK. WRBREENMFERET . BEAREERUBFEEBEN—FMTFTE. B
10-15 /R T —A Catmull-Rom ¥4, XFHE—ELFLIHIZEHIMR. Pixar i) Edwin
Catmull ¥ 2 56847 (HiA EBIH(Toy Story)), 45 Raphael Rom 3t [F] A8 T iXFifEs.

B 10-14 BRI tEREE

e —— ——
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W e Eh R By T i

it

B 10-15 HE&BEB

FE& BREITIE, HEFEQEIN K. BEENMERNEFERHR.
Catmull-Rom £ 2 7] LLIRAF A A 5 FE R s AL E 1. 7E Catmull-Rom F &,
t BRI B U R A S AR Sk S 5, Wk 10-16 Fios.

P2
P4

P1 P3

=0 =1
B 10-16 Catmull-Rom ¥4

— BLAT PARAHER BIA4E A2 A (0~ D)IIME, BRATCABEATHES, € «(0~1)WT ARG 2
B L, MARRE—NEER. /R4 DO AR R TELT
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-1 3 -3 -1 PO

_ w3 2 2 -5 —4 —1 P1
fBy=05" ¥ ¢t 1]x 1 0 1 ol*le
0o 2 0 0 P3

EEXAAUEANER: ¥3 MEEE—AMrEMHR, ZREXTE 4 DR,
H P ETIE ¢ FERHRBE A —NMIE . BHERINARP TEREFARAEEAR, 56
PRI —ER), REMENARXNMA LN SB BT AERMAITT .

THE%H T Catmull-Rom #E45[) CHEIL. MiZiTXA2KEINE] Engine THT, K4
ERHUAESANME T KBRS LT 3D 7, ATERERBYSRERE —£BES
3h 3D EARLEAES . Spline 28f¥)42 M1 LA Radu Gruian ) C++ Overhauser 24 ZERE RCES (N
3tA http://www.codeproject.com/KB/recipes/Overhauser.aspx, Code Project M3k 7] fEZE K3
MEREREZLE, THRERT).

public class Spline

{
List<Vector> points = new List<Vector>();
double segmentSize = 0;

public void AddPoint (Vector point)
{
_points.Add (point);
_segmentSize = 1 / (double) points.Count;
}
private int LimitPoints (int point)
{
if (point < 0)
{
return 0;
}
else if (point > points.Count - 1)
{
return _points.Count - 1;
}
else
{
return point;

}

// t ranges from 0 - 1
public Vector GetPositionOnLine (double t)
{
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if ( points.Count <= 1)

{

return new Vector (0,0,0);

// Get the segment of the line we're dealing with.

int interval

= (int) (t / _segmentSize);

// Get the points around the segment

int p0 = LimitPoints(interval - 1);

int pl = LimitPoints(interval):;

int p2 = LimitPoints(interval + 1);

int p3 = LimitPoints(interval + 2);

// Scale t to the current segment

double scaledT = (t - _segmentSize * (double)interval) / _segmentSize;

return CalculateCatmullRom(scaledT, _points[p0], _points[pl],

_points[p2], _points[p3]);

}

private Vector CalculateCatmullRom(double t, Vector pl, Vector p2,

Vector p3, Vector p4)

{
double
double

double
double
double
double

return

}

t2
t3

bl
b2
b3
b4

1l

t * t;
t2 * t;

0.5 * (-£3 + 2 * t2 - t);

5% (3 * t3 -5 * t2 + 2);
0.5 * (-3 * £t3 + 4 * £2 + t);
0.5 * (t3 - t2);

(pl * bl + p2 * b2 + p3 * b3 + p4 * b4);

Spline 28 FHRERAR M &L . ATDABSINER SRR R, Spline AT ENERRK. HEM
0 % 1 BHTES, & EMALE 0.5 BREILK+ RTERCE . XHAERTH Tween K {E
FIFEREREERT . BEERENEH ABI0M0, LREIN E,

FNBAIKIRE A FH) Path 2K, UIRFHFIERF, XA Path RERNTIF K KI5
T ARATEEE I, BTLARLIXAE Shooter U H IR

public class Path

{

Spline spline = new Spline{);
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Tween _tween;

public Path(List<Vector> points, double travelTime)
{

foreach (Vector v in points)

{
_spline.AddPoint (v);

}

_tween = new Tween(0, 1, travelTime);

public void UpdatePosition{(double elapsedTime, Enemy enemy)

{
_tween.Update (elapsedTime) ;
Vector position = _spline.GetPositionOnLine( tween.Value());

enemy.SetPosition (position);

}

Path 91 iR BESZ I TR — AN S FIRAAEA S H, B X f R PR AR &b ]
% . travelTime REBAM AL KR FTEL E X HIH 2. UpdatePosition 7772 B B 4h
B, JFMFERIRB—NEALE, DMEEFRRERA. THEHMAVBEEH Enemy 2, FHAH
Path 2%,

public Path Path { get; set; }
public void Update (double elapsedTime)
{
if (Path != null)
{
Path.UpdatePosition (elapsedTime, this):
}
if (_hitFlashCountDown != 0)

{
_hitFlashCountDown = Math.Max (0, _hitFlashCountDown - elapsedTime);

double scaledTime = 1 - ( hitFlashCountDown / HitFlashTime);
_sprite.SetColor (new Engine.Color(l, 1, (float)scaledTime, 1});

}

PUERTH RN A B . BEA B 2 8 UGB TR BT 4G B, 7T LA EnemyDef
R StartPosition B2 . MAWMFERF, ERELFESGEINRE—NBE.
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7t EnemyManager F, S —NMRANE, TEATRUERE. TEHHREA cannon_
fodder BARRRY T — MG M AEKKR, UFEPREMERN, BERLES . #AER
BN BRI E A 10s.

private Enemy CreateEnemyFromDef (EnemyDef definition)
{
Enemy enemy = new Enemy(_ textureManager, _effectsManager);
//enemy.SetPosition(definition.StartPosition); <- this line can be
removed
if (definition.EnemyType == "cannop_fodder")
{
List<Vector> _pathPoints = new List<Vector>();
_pathPoints.Add(new Vector (1400, 0, 0));
_pathPoints.Add (new Vector (0, 250, 0));
_pathPoints.Add (new Vector(-1400, 0, 0));

enemy.Path = new Path(_pathPoints, 10);
}
else
{

System.Diagnostics.Debug.Assert (false, "Unknown enemy type.");

return enemy;

}
I7E, Wil4%i% EnemyManager MHIE R, "TRLE X —PNEMFERRKF.

public EnemyManager (TextureManager textureManager, EffectsManager
effectsManager, int leftBound)
{

_textureManager = textureManager;

_effectsManager = effectsManager;

_leftBound = leftBound:

_textureManager = textureManager;

_effectsManager = effectsManager;

_leftBound = leftBound;

_upComingEnemies.Add (new EnemyDef ("cannon_fodder”, 30));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 29.5));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder"™, 29));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder"”, 28.5));



F10E fE—ITEeEsEEERE 311

_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 25));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 24.5));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder”, 24));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 23.5));

_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 20)):;
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 19.5));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 19));

_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 18.5));

// Sort enemies so the greater launch time appears first.
_upComingEnemies.Sort (delegate (EnemyDef firstEnemy, EnemyDef

secondEnemy)

{

return firstEnemy.LaunchTime.CompareTo (secondEnemy.LaunchTime) ;

}):
}

e, MAFRARSR#ERNFAEXRSTES, HUARAHEFEGSNHRAE VI
B, XEKREFEEFHMES EnemyDef K.

public class EnemyDef

{
public string EnemyType { get; set; }
public double LaunchTime { get; set; }

public EnemyDef ()
{
EnemyType = "cannon_fodder":;

LaunchTime = 0;

public EnemyDef (string enemyType, double launchTime)
{
EnemyType = enemyType;

LaunchTime = launchTime;

}
BKIZITAES, WTLUE B — A AERFR L8 thiresh, wE 10-17 Fos.



312 Zodmsa kX #;

K 10-17 HHBHXFE
BLZE AT LRI LA R R, 1 RAR1G i Be.

private Enemy CreateEnemyFromDef (EnemyDef definition)
{

Enemy enemy = new Enemy(_ textureManager, _effectsManager);

if (definition.EnemyType == "cannon fodder")

{
List<Vector> pathPoints = new List<Vector>();
_pathPoints.Add (new Vector (1400, 0, 0)):
_pathPoints.Add (new Vector (0, 250, 0)):
_pathPoints.Add (new Vector (-1400, 0, 0));
enemy.Path = new Path( pathPoints, 10);

}

else if (definition.EnemyType == "cannon_fodder_ low™)

{
List<Vector> pathPoints = new List<Vector>();
_pathPoints.Add(new Vector (1400, 0, 0)):
_pathPoints.Add (new Vector (0, -250, 0));
_pathPoints.Add (new Vector (-1400, 0, 0));

enemy.Path = new Path( pathPoints, 10);
}

else if (definition.EnemyType == "cannon_fodder straight")
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List<Vector> _pathPoints = new List<Vector>();
_pathPoints.Add(new Vector (1400, 0, 0));
_pathPoints.Add (new Vector(-1400, 0, 0));

enemy.Path = new Path(_pathPoints, 14);

}

else if (definition.EnemyType == "up 1")

{
List<Vector> _pathPoints = new List<Vector>();
_pathPoints.Add (new Vector (500, -375, 0));
_pathPoints.Add(new Vector (500, 0, 0}));
_pathPoints.Add(new Vector (500, 0, 0));
_pathPoints.Add (new Vector(-1400, 200, 0));

enemy.Path = new Path(_pathPoints, 10);

}

else if (definition.EnemyType == "down_1"}

{
List<Vector> _pathPoints = new List<Vector>();
_pathPoints.Add(new Vector (500, 375, 0));
_pathPoints.Add(new Vector (500, 0, 0));:
_pathPoints.Add(new Vector (500, 0, 0));
_pathPoints.Add (new Vector(-1400, -200, 0));
enemy.Path new Path{_ pathPoints, 10):

}

else

{

System.Diagnostics.Debug.Assert (false, "Unknown enemy type."):

return enemy;

}

BRHBARET -MHBNERE, TS —BERER—AEmEREGXF. THATR
7 EnemyManager ¥J35 BR ¥ Fi T B EH I Level F{H5.

public EnemyManager (TextureManager textureManager, EffectsManager
effectsManager, int leftBound)
{

_textureManager = textureManager;

_effectsManager = effectsManager;

_leftBound = leftBound;
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_upComingEnemies.Add (new EnemyDef ("cannon fodder", 30)};
_upComingEnemies.Add (new EnemyDef ("cannon fodder"™, 29.5));
_upComingEnemies.Add (new EnemyDef ("cannon_ fodder", 29));

_upComingEnemies.Add (new EnemyDef ("cannon fodder", 28.5));

_upComingEnemies.Add (new EnemyDef ("cannon_fodder low", 30));
_upComingEnemies.Add (new EnemyDef ("cannon_ fodder low", 29.5));
_upComingEnemies.Add (new EnemyDef ("cannon_ fodder low", 29));

_upComingEnemies.Add (new EnemyDef ("cannon fodder low", 28.5));

_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 25));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 24.5));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder", 24));

_upComingEnemies.Add (new EnemyDef ("cannon_ fodder", 23.5));

_upComingEnemies.Add (new EnemyDef ("cannon fodder low", 20)):
_upComingEnemies.Add(new EnemyDef ("cannon fodder_ low", 19.5));
_upComingEnemies.Add (new EnemyDef ("cannon_fodder_ low", 19));

_upComingEnemies.Add (new EnemyDef ("cannon fodder_ low", 18.5));

_upComingEnemies.Add(new EnemyDef ("cannon_fodder_ straight", 16)):
_upComingEnemies.Add (new EnemyDef ("cannon_fodder straight", 15.8)):
_upComingEnemies.Add (new EnemyDef ("cannon_fodder straight", 15.6));
_upComingEnemies.Add (new EnemyDef ("cannon fodder_ straight”, 15.4));
_upComingEnemies.Add (new EnemyDef ("up_1", 10));
_upComingEnemies.Add (new EnemyDef ("down_1", 9));
_upComingEnemies.Add (new EnemyDef ("up_1", 8)):
_upComingEnemies.Add(new EnemyDef ("down_1", 7));
_upComingEnemies.Add (new EnemyDef ("up_1", 6));
// Sort enemies so the greater launch time appears first.
_upComingEnemies.Sort (delegate (EnemyDef firstEnemy, EnemyDef
secondEnemy)
{

return firstEnemy.LaunchTime.CompareTo (secondEnemy.LaunchTime) ;
1

}

HIRXANKF, TREKAXFHHER SFH. WETLRES ZEERE, SR
faj i —2, KRR EHIUFORM T H AL EE CHHEE.
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10.3.9 HMAME

BABETBNBAEL X, BRENERLEBEZIN . LR LR EAIERELLE,
MEMASRBEMIT . RANZESERTEEPBES, TR FEIXREE.

& i) BulletManager K EBLRET#. BARNTERERERNEK, MK TR
HEEREA . B, SUEAMK A RERE. XEKEFE(F BulletManager [¥]—1%
REEMEH, UEZ—NFHIIER.

public class BulletManager

{
List<Bullet> _bullets = new List<Bullet>();

List<Bullet> _enemyBullets = new List<Bullet>():;

// Code omitted

public void Update (double elapsedTime)

{
UpdateBulletList( _bullets, elapsedTime);
UpdateBulletList (_enemyBullets, elapsedTime);

public void UpdateBulletList (List<Bullet> bulletList, double

elapsedTime)

{
bulletList.ForEach(x => x.Update(elapsedTime));

CheckOutOfBounds (_bullets};
RemoveDeadBullets (bulletList);

private void CheckOutOfBounds (List<Bullet> bulletList)

{
foreach (Bullet bullet in bulletlList)

{
if (!bullet.GetBoundingBox () .IntersectsWith(_bounds))

{
bullet.Dead = true;

private void RemoveDeadBullets (List<Bullet> bulletList)

{
for (int i = bulletList.Count - 1; i >= 0; i-)
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if (bulletlList[i].Dead)

{
bulletList.RemoveAt (i);

internal void Render (Renderer renderer)

{
_bullets.ForEach(x => x.Render(renderer));

_enemyBullets.ForFach(x => x.Render (renderer));

}

LEHERABEABARTHIIAT S AFIR, REEFER —MEBNES FRIE
FR—MRETHESTTIRK R,

public void EnemyShoot (Bullet bullet)

{
_enemyBullets.Add (bullet);

}

public void UpdatePlayerCollision(PlayerCharacter playerCharacter)

{
foreach (Bullet bullet in _enemyBullets)

{
if (bullet.GetBoundingBox () .IntersectsWith(playerCharacter.

GetBoundingBox ()))

{
bullet.Dead = true;
playerCharacter.OnCollision(bullet);

}

UpdatePlayerCollision £ 24 #J UpdateEnemyCollision J7i%IER K4, B S 1N %8
A HE—& . HREWHRF RPX—RERF, EEEM 2N 82—, PlayerCharacter
RTENMFHEZ THEXZH OnCollision J5V£.

internal void OnCollision(Bullet bullet)
{

_dead = true;

}
L PlayerCharacter /ML vE: — N TF#, — /A F#A . PlayerCharacter
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HEEMBIBARE THREHETET, FLUXEFERTKM. UXHTEREEIIRAT
B R RBBEMMR S, MBERFKAGCSHARERBEREE. WRIFKAFEmE, B
LEPANEARESRIGEVREL S FHRAERESBNGEER. MRHENT B8, H
FERFZ MG MBTREE N Y &, T840 LA B R R 7 s R b B S B A TRIRER
SRR R EAEE R R . WIRBIEK S CHER AR, KRR, FRE,
BETHME LR, TTRMESKM. D7 BulletManager T E7E Level 26 Update fE3
AM—AHSEA, DIBRBA R FRES TS 7K.

private void UpdateCollisions()

{
_bulletManager.UpdatePlayerCollision(_playerCharacter);

ShAFFOTT UAE A F N R S TR ThAE, FEM 188877 A BulletManager K.
AT BA3E BulletManager 153845 EnemyManager, F{&IHAEBBENHRA. THERHABEHMN
Level 281338 bR O = 463545 T EnemyManager.

public Level (Input input, TextureManager textureManager, Persistant
GameData gameData)
{
_input = input;
_gameData = gameData;
_textureManager = textureManager;
_effectsManager = new EffectsManager (_textureManager);
_enemyManager = new EnemyManager (_textureManager, _effectsManager,
_bulletManager, -1300);

# PR+, EnemyManager 74 T X1 BulletManager 5|/, FFEEfE AR
BEAERXATI A

BulletManager _bulletManager;
public EnemyManager (TextureManager textureManager, EffectsManager
effectsManager, BulletManager bulletManger, int leftBound)

{
_bulletManager = bulletManger;

// Code omitted

private Enemy CreateEnemyFromDef (EnemyDef definition)

{
Enemy enemy new Enemy (_textureManager, _effectsManager,

_bulletManager);

AL T BulletManager 25, FJUMEBIEFFHERS TR T . MAERREE, MAMN
HIEA A RHER S F3? OIS PR 73, MEMIEFRMAET . BA
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WA ZRI RN TR, BHEOEFERBEAE. XENHETTRIEIBRABIRE RS
iR I8

public double MaxTimeToShoot { get; set; }
public double MinTimeToShoot { get; set; }
Random _random = new Random();

double _shootCountDown;

public void RestartShootCountDown ()
{

_shootCountDown = MinTimeToShoot + (_random.NextDouble () *
MaxTimeToShoot) ;

}

BulletManager _bulletManager;

Texture _bulletTexture;

public Enemy(TextureManager textureManager, EffectsManager
effectsManager, BulletManager bulletManager)

{

_bulletManager = bulletManager;

_bulletTexture = textureManager.Get ("bullet”);
MaxTimeToShoot = 12;

MinTimeToShoot = 1;

RestartShootCountDown () ;

// Code omitted
public void Update (double elapsedTime)
{
_shootCountDown = _shootCountDown - elapsedTime;
if (_shootCountDown <= Q)
{
Bullet bullet = new Bullet(_bulletTexture);
bullet.Speed = 350;
bullet.Direction = new Vector (-1, 0, 0);
bullet.SetPosition( sprite.GetPosition());
bullet.SetColor (new Engine.Color(l, 0, 0, 1));
_bulletManager.EnemyShoot (bullet);
RestartShootCountDown () ;
}

EBAE, Bl RE R EEREE T — KRS TR R i 3ER c#
) Random M/ D RERFARRE, HIFNEER/MEMBAMEZE. AR R/
B EEA B B iF 18] & 81 F 58 . RestartShootCountDown i B A T — R EHFHpyEta).
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Math. NextDouble i[5 0~1 Z [B]f)—NBEHLEL, ‘E 448K 2 MinTime ToShoot £ MaxTimeToShoot
AR 6.

Update &3 #/]>_shootCountDown FIMH, H_XMEZETEHENMT 0K, HARESKE
TH. BARFRERALIRAFHIE, KArnSmRHNTFHER, FHBG8 %D
B, UESHEN THETXS. SHARSFHE, _shootCountDown i1 i 2K HEE .

BMAERER AN RS F#. RoleBLiLERT A EME g 5, FHRAMERK
BEFH. Nk, BABTEFEX PlayerCharacter (5. XFE R BEMEILFAAN T
N KRR W SR osE I B A S Infs AR 7, T XA 1) S A ARG B AT LASR 4t i Bh .

Vector currentPosition = _sprite.GetPosition();

Vector bulletDir = playerCharacter.GetPosition() - currentPosition;
bulletDir = bulletDir.Normalize(bulletDir):;
bullet.Direction = bulletDir;

X AR SR MBI R . AT UL MBS 13, FHRAEEmK T A M
3. EHKBANENEEE, Brl— AR AHESK KR,

10.4 44K

EFARSBREH T HRIREAKERE, BIVET —MRIHE., (HREBEMBEHH
k. EHMWRKKEZNE, 7JEEXAEE A REH B SRR ERTER. REXEIRE
WH, aTLMRERBACHRERITHAR. WREIE LSRR, TUEETEARE

o —NEEMHRME—SEIAN—MFHHBALE., AFEBRBHFM—A else if 4],
W] MBS R . SERXBBRZE, ZEUE—NFHBRALEE, #
HEFRNEBCHERZLEE. IR — T FREBBRET.

o e HEERY, BAMEE. BoTLMER Text KB/R. BREKXHRK—
AR, B4 EN %M.

o AMEFWHMEER. FEREAPBIWHIAHAE—NSEEESR, AWMLV T,
BIENZEHHFERSHETENE . AR RTERERLE. St HHE4k
ERAE, FRAETEESRBNERNAEST. TENTERENRAMGES T
EER, MEMUERENHTERAE.

o MREPHAERENEHSBN L AFRLMBRRE . REXEE SRR AEH
EFEE, HEBREENHNRE, BERMAREITENER.,. E5 T R. —IMAER
REAREESNEHEBMA THRLALKTE, RISHEY FE Entity 25, EIERTLL
£ —/~ 8 i EntityManager.

o HMRHE —IKFE, ¥XF EnemyManager HIBERRE P . XFEEMMT BEASKE .
— AN RIFMAFINE BE—ANCAMHES € XX+ EEFNN, BFA BRI
FHmEXFE . KFEXFLIA-4REH, Flin.

cannon_fodder, 30
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cannon_fodder, 29.5
cannon_fodder, 29

cannon_fodder, 28.5

B—ITHAHE —ANBRAREN—PB3EE, HEHES . XERITERMEA
) Level & XKD E 15 Fj 5 . X FHIE T B8N %A AETE PersistentGameData 259
BT —AKFE, QBRI FXHRER, IER—TFRETHEEX
WA AT e, IIHER T — M RFE, ARER[FEF] StartGameState, 1 &R [H]
%l InnerGameState, A AL HHHEH T —AxF. MRFEREEANRF, BLFHE
MEEXFEPHHERE—NNHERIIIRE. RAEREIEN— N EE R RN AR
R/ MYATRFEANB—A AR,

AT UAETER AR R AR 24 3. HER, TTEAILKBERFERIT KA,
i BEFIE R T RIUEE— KR W R CH B — O A B R R 3o b o %
RERE—REHT A, (B%D B E(Super Mario)) IR ARFIFH—HMomFEHT
MRS, B AHE, BESIA—BHMFHBRENLE, RERKEN—
MRFPEHAR A AR, AWK EL].

MR FR RN CHEHE F# &9, PlayerCharacter JET-, WixREEHR . HIHFHIEE:
RiLmFEN BB RFEGE, FHATUBBRA—HSRZI —erhE. £ad
L AR LR — AN EREERS, BRIiREE—K, EaEFAgGH .
BRGNS : UK —FEHE LA LR, SREMAFRKEI—IKKF,
LEMBRAN 0 B, LB . '

WX FRBER, B8, A TAKIRUEREDE, TSR RaE,
LA LUEE CAGE 2 RN & . eSS ThUER T, A SR E ik
KA o AT BL AN — AN BT Y Ttem 28 FF45 0 B35 5 (7T LB 1T EffectsManager
), DMEMFARER . ST UMKERK WA MmE. FEFBTLLEREKX
FHaE, BE—RKEFHRRTAR—KTH.

AT LA B A ke A (o F A4 Bh RS . Bldn, YEMEREBOL R ST BT MEA R
SR PR FE B R .

RPG JG# R R — R A RAT O e BN AT PLsvk &8 (EE Rl LAEE L
JEEHMBER). £ —XIE, METUBWIHRSE, AZAEFRSE, UEYL
F kM. EE2E0 LB S PlayerCharacter [f)_gunOffset it 5, SCIFITEKLE &
A BRI RN E A 3% .

ATLE—P R RPG JTE, FEUFRRPEMMEY . Xn] DA 8 F SCRAE AR
it B AHS B BT R KB sk L. thal AR S T RRNECHE b, 808
TESEREE— R EA N .

KEBSGHIK boss thEBHFHWRPUATLH—NTGE. TURE/LMHAR
KEIMFAKRIE A boss. boss )& EB AT EAEESR, (HREIH 2 boss K2 ERES
SHEB#E TS5, PlayerCharacter 4 23K .
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o BERTHRMAE, i E—S3hiE B WRE. T EFEMTAER, W
DB/ EMES . S RTUAEEMARES, FURTEEM— S THE, RES
LA M PEITERE ITHRR.

o BS—NEIUE, WLEMAMB IR, KHLMMBE, RTELA DR
o 28 EA B AL A SN EE € 1) 258 — A PlayerCharacter . BFEBH—&iTH,
MBS — A KA GITSE, H—DIugRrT AGREETRR -
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PRA] B — AR RN MW RAE R E A, FTLUEE T A . RFEHhE
BFHRRM T BB, HNE T BRI AR R N T .

FERREN BHFROEN LSRR, FHREN AT RN T BB — LG8 ]
B, REFERTHRSIRNBICRRODER, HRO T —SHRREEI. £4FE1E
ENALE, TEAKE IR, HPHXXEMARERRFN T — 3R AR
IR

11.1 HREEH

MEWRIBEE®, FREBEE, EREE—-NMIFRTBERELT. XTVENEF
RIG B BFRT EURA M7 vE . S0 AT B RE — MR IR B M B R FF e — M EH R EE.

FRERFER —MEEE, U UGS HE —NEER, T ERNEFERTE—
BoRBIESFIHEEN, RIEEIE TR B —ADTLIREEERFH 55 B CER
LRI, RERERS BJLN RS, 5T 8 DERNFRFFE . WREH—NMFH GUILL
AL WMEERIEFRRXE, REECREN. EFVRRFERNENBSERE B CH
RERI— P 7.

HH T —MIFRWEREBER, BEDEANT =R 7R, REWURZX
WAL BRIE G ? a0 R B L /DB B 23 AL (full-motion video). JLH /NEY BIF AR B
B EJL TN RE SEIMENEY, BaBRIEFABEE —SKEREHAR, RERFRL
ME, BUTTRETE B BARITHE /D%, BERWFRN XA LA /R R B HkiE, |
RF R R T LTE R . 2 RRIRIE AR IT R, AN —EB A JLRA ST N



324

FI#y T N

I H H46(%14n Pong &%, Space Invaders), ZE#E TR —SE K EHMIHE .

FEX R BRI T AT T RE, JER BN LA T RN . XAHE
HHHBEER, BRBRE®S. RMIFRE—AHARERE T — Mg, BRIE
FTEEXMEZE B, e N oA aEE—R. —MRENMERAEXK LR
EAHHFERTHENENRS, HFEATLRABENZMAXREMTE., X
R RN E) 8 EEE TEX AN RE R, LR RT AP0 B M5,
BATLIEMRS. MRS A OEBRA RIS HIXF RS LAINE, MAFEHER
J1, FERH B m XA ARVE . SRR E I A ? TR — R FEVE? ATECR
B 28467 SRt Xt X s /et AT 4 R AL ?

B A B QEXFE—NER: LAGETFEA R A EERR FIAT AR R EN
5B H. BRI, BAERARARE NP RKRERIKBAAN, FUTFEHRT
R, CMERRSRNHRKEEAEERK, UEKBEnRKERH AR BRBIFE 1T
ERTHQH/DIHH. 20, FEF TMN"RAAEIZRANIKBERBEERA, S5
—MNERKHEFIBRAF K. DARBEFRTRENAE, FRELIERIRRTEAN
RAREE., EREENABTLLRMNE. FERAEFERE, UARREFERE AR
He EANRE—THHARRTHEE TIXH— R, T — R 58 BxT Wk f AR R,
Mz @ HTF 2 T/ERIE RN BN —RAFEF RO EH.

T B2 E R ITH BRI KRBTSR ER. FAREMERBEFESH
TR FRIRHE, (HEWRIREIFERERIFF A —L[ETR, B2RETLCRARL
fE. WAFAIREIRIE, RFELE Google F#ATIEMER, HATRRFETHEEREENA
HRE HELHERBERCEAN . TEERDRBREFRZAANR O R, WRE
)T, BT IXMARE AT, RiGEEGIERELNINEP.

TR T AR TS, Wi 8 X R BB TR AR R —A
AR A TAERWAR? ~ AEBOX T /E, WRATLIE, B —RHEERxSETHE. 7
TR B — IR R, REIZBEH B FERAES L T . MRFILRNBERESAT L,
YA R HE A — AN 24 B S T R

WRmMBERFTENEIRN, HEFRITRBDOFE 4 NN LAREE, FFAR 4R
HEFETFLRES TS THREREZUE. +RHESFIR(to-do list) I8 F I & TIEK—
AMFFTE. BNETRIAES R TS LSBT NS RER TR EDSSE, fl:

(1) WEFASIE, HOE—NEENE OMEERTEIR.

#TJF Visual Studio, BIE—/HIH, #v4 A Project Minstrel.

(2) #% Simple Song Classifier HEZEA,

#8Jn SongClassifier.cs X4, FF#shI System.Speech .

RIS FEKER) T2 BIZESATRIIE. FEE S GE, MixEREN TR
£% . NEEBRITHET XM AE EEHRE T REEAITRES, REET —REFL—K
M RMESFIRHEF R TIE. RN EEM TERTUEHIN.

MEEAF|WA K HE, FEFHELHEANTR. 8100 HEMERREHATE)
AT AFEA R — R TFH(ENE 2B R “BREBBATRAMT ", WEFHMM). N TERHY
WMEH, MEERELNENY, HAREEAERTAR. MARFRAIBCECERAT KE
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HIEFIE], ARG K.

MRAFERI M EREE), Intemnet FHITFZWRMELX, MAVRREZKIRAWE
A% FFHE HH # BORTE WL(HL 20 Independent Game Source,  http:/forums. tigsource.com/index.php .
APBERENM FRRA T HAht X Fiblib), ELFKIELEFASIFRFERTE, JHHn
RFEFRIAMBEF RREARN RHEATEEF K, MAIRREE T XM RS

11.2 BFFH&*

Wk = E 4y A B 5 W ( Super Mario(BE T B B.)) | ( Tetris(HR T B 77 R) Y F1 Pokémon
(OESEREE)) 12D ¥R, LARGEW {Quake(BHZ )Y (Fallout 3585t 3)) F1 (Grand Theft
Auto(BRIBIEZETF)) 113D Rk —fk Ui, 2D iFxigmfE BN fay o — Lk,

11.21 2D ¥

ABOLX 2D WM T 2EAINAE, B RARAE T R PR E—4 2D 3k, M
LEEH THHEKAESE. 2D HRTEEFHEERSHNER, ERINIFAE—EMiL,
2 2D WFRAENRE T ZIHNEN. BETTLLRANKE. nEH. REE
JE(f# Fl OpenGL 1§ GL_LINE £ $l#:). % mi ok F Bt mE R AR EERNNAE T+
55 T2y, 2D WAk R EE L 3D HEER R —L, HEXEREE AN
o KEHEF RIS 3D WREBEZ WL AZRAERTS 2D #R, RE XTI R
R 2D iE & 3D XK.

11.2.2 3D K

WL U EE R — AR i 2 S B w R R BER . FRHE—
AN RRARES ABIFH . BEREARBRBARWI W, EHRPEEMH WA T, K
MEEMREMAFHTR), B et R AR 2N TR S&SM g, EEAEX
AT, RIT —AXTHREOHAEE. AN KEN RS 3D 1, NX—K
ik AF T %3] 3D R RIS .

3D ERmEEY KR T4 ANBR BEAES . HARTRE, FrUSKRAES]—ELL
HRAR, REEHERE D BRFREE -MREEN . THEEACHE -MRE M
B 5B FPS Sk —+E, BREILECKRE, TR EIT— T CURE I
M E, 3 XA E AU EE R H 2. %P T 3D B, eR# LR
BTRE—AUSLIME P, EEXNMETLEEREG 7. XZEH—MhEFER
T LLREFAIERE 10 Eh S TR, B2 3D EAMARKER .

A RIS/ HILE Form.cs SUHF 2% 43 Fl— AN Ui Setup2DGraphics HER#. 5 —
AR Setup3DGraphics A I

private void Setup3DGraphics (double width, double height)
{
double halfWidth = width / 2;
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double halfHeight = height / 2;
Gl.glMatrixMode (G1l.GL_ PROJECTION) ;
Gl.glLoadIdentity{() ;
Glu.gluPerspective (%0, 4 / 3, 1, 1000);
Gl.glMatrixMode (G1.GL MODELVIEW) ;
Gl.glLoadIdentity():;

}

X B AE Y Setup2DGraphics Y F JLF—+F, HR2 A T % gluPerspective I A2 glOrtho.
gluPerspective BB E —NSHRE—ME, E-ANSEREREREE, BERISE L
IEFERAZEEH . X558 3D BRNBEIELHSEEEL.

A Setup3DGraphics i 4~ Setup2DGraphics, FABFF T 3D WHREmE. TH
FIW RS OpenGL HISZEIEZIER — 3D &7, BRANGERWE 11-1 Fix.
HRARTEZIT IR ZH, ¥ AR Setup2Dgraphics A ¥ T Setup3DGraphics P .

& 11-1 3D &8

class Test3DState : IGameObject
{
public Test3DState () {}
public void Update (double elapsedTime){ }

public void Render ()

{
Gl.glDisable (G1.GL_TEXTURE_2D);
Gl.glClearColor(l, 1, 1, 0);
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Gl.glClear (Gl.GL_COLOR BUFFER BIT);

// This is a simple way of using a camera
Gl.glMatrixMode (G1.GL_MODELVIEW) ;
Gl.glLoadIdentity();
Vector cameraPosition = new Vector (-75, 125, -500); // half a meter back
on the Z axis
Vector cameral.ookAt = new Vector (0, 0, 0); // make the camera look at the
world origin.
Vector cameraUpVector = new Vector (0, 1, 0);
Glu.gluLookAt ( cameraPosition.X, cameraPosition.Y,
cameraPosition.?Z,
cameralookAt.X, cameralLookAt.Y,
cameraLookAt.Z,
cameraUpVector.X, cameraUpVector.Y,

cameraUpVector.Z) ;

Gl.glBegin (Gl.GL_TRIANGLE_FAN):;

{
Gl.glColor3d(l, 0, 0);
Gl.glVertex3d(0.0£, 100, 0.0f);

Gl.glColor3d(0, 1, 0);
Gl.glVertex3d(-100, -100, 100);

Gl.glColor3d(0, 0, 1);
Gl.glVertex3d (100, -100, 100):;

Gl.glColor3d(0, 1, 0);
Gl.glVertex3d (100, -100, -100);

Gl.glColor3d(0, 0, 1);
Gl.glVertex3d(-100, -100, -100);

Gl.glColor3d(0, 1, 0);
Gl.glVertex3d(-100, -100, 100);
}
Gl.glEnd{);

}

AREGPFEIN T —4 Glu.gluLookAt BRECFH, ZREBCE T 3D MBI EUNE S
B BHHNAIES 3 ANREBER: B—AREERENEERAPHME; oA
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BEVNZIBRMAE:; E=RERA L. WRETE Y 28 E k-1 0 R Ef6E
&, B2HE 11-1 firp R SeliEdk.

R E S H 2 R T R P 3D ERMANE, 83T TERS B,

o {#F OpenGL HI 7 BI#H GL_QUADS &3 — 3D 5, FHL28—A k.
HETHIABAR A4, REFBENEN XERE —ME AR
B, (FHARTREMNK, AR IR,
MRRIBEHE, HEFRBI SRR, UEFHXSERTIEMNX.

HF5.obj X X P EER. RE—ANERNEF, .obj LMK
F—HRIFIATAE X . BEEH RS HMEEEER~R: 84 OpenGL Exk
R LARE £ WUFAEN) -

RSB E LT EREET 3D BraRmEE . 240] LU TR B .obj XS, MIATLMEREH
) Matrix KB 3L B EA].

ML IFERYE 3D B, BEAMD2 U R TR . Quake  THE X FRSCAH#E R0k
TR AR . M Internet 10T LU FELE R4 3 3R SCAR IR B SRR as . A
XABEE, RATREXT B O T RTE SN 3D FEBRENW—B o8 T E#HW AR,

11.3 #HRER

ARBFEARBEE AR ARG, TR eI RE RIS AR, HRZEER
Rk — R R TR AR .
1131 XFEHEK

TG R MR, SCFRU AR R B B —RIFR, HAENAITEERBR. BFRAT
DL IR T ERER T L. SUFRIRIE A REM, HEE®E LHMELERKD
B R . T T —FE — AR RIS B /D YR AR A AT B R T B

You are in a dark room, you can see nothing.

>Search

You search around in the dark, your fingers brush against something
metallic.

>Examine metallic thing

It's hard to make out in the dark but it seems to be a flashlight.

>Turn on flashlight.

The flashlight flickers to life.

TEAXKDRFRE S LERES: REAMFHER— BB EGRERR 5
ABI—AENTER . HA RS REIER R 8.

class Room

{

public string Description {get; set;}
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public List<Room> Exits{get; set;}
public Room(string description, List<Room> exits)

{
Exits = exits;

Description = description;

}

Room KREHRIMFFH—MhT, ©FH MR A CHXATRH, Uk - MhilifE
AFREERE DABRRFIR. XA AREERANFRKHE, HEEH D7EmE EVLtE
B TERRRBEER G AT LA MATRER O .

VT AR R UL — BUARi%. AP T AZER I S I Look, MRJGIXF Enter 8, L
MELHEA B AKX DR A BT AL

if ( _input == "look")

{
// The look function writes the description to the console.

__currentRoom.Look () ;

}

EHAMEATEE LMY, 10 use hammer on doorstep. SIS — R EAR
1k, (B2 EE R P a2 87T K

if (_input.StartsWith ("use"))
{

_input = _input.RemoveSubstring("use")
int result = _input.Find("on")
if( result == -1) break; // pattern not recognized

string firstParameter = input.SubString(0, result)
string secondParameter = input.SubString(result + "on".Length(),

input.Length()):

// the use function will use these strings to look up objects

Use (firstParameter, secondParemeter);

}

XBARBEERENBAXEBRANE. WRREKMAT KE7ZR, REKEIEL
Y. MRPXHR ]G Ty EE R T RS A AR A T &

_input = _input.ToLower ()

297 7E Visual Studio FE)E—/N3CF I B AR, 26$ Console Application T /> 2 Windows
Forms Application, WIFE 11-2 fr7x.
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SRR

FEs2 £ R

& e
",;ﬂuvﬂﬂ. a e LNL_*' #__Q_.i _m}
Z Revent Templates . )
i| Installed Templates |
Visual C# a cornrmand-line
Online Templates © . & " WPF Application Visusl C#
} %ﬂ: Console Spplication Yisual C#
{
m i
| M_} Class Librany Visual C#
= ! i |
; Lot CWPF Broweser Spphcation Wisual C# |
e ’
el Emphy Project Wisual C# |
1 S § |
|
£
MName: TextGarne
|
e e B et e SO O AT

B 112 fig—MEHl e NAER

RaEHIEHHSE, TLMEA Windows.Console ReadLine( )M FEH] & LB HHE, FH
Windows.Console. WriteLine( ) [ # il & B A EHE .

KT AEAR B PRI — NI %R & Inform Programming & 5 (http:/inform7.com/). ‘&
AVFA PRIANBEE HARTE S MEESCR KR — AN B AP H T .

11.3.2 #TEIIK

R HORIE NIRRT, SR E — DM AAERERE. SR —BRFERLSN
PR, - HARXT SR E AR R KRR B . WAT AR EFEDHE . . Boggle. &%
77 P05 A R (Bejeweled). VR 2 AR AT RIWERRAR 2 LA— S0 28 B AR ) 68 &V A 20,
140 PC #73% 7™ Guest, DS F /I ( Professor Layton(E##2)Y Wik, £ ZE T Brain Training.
1 2 Y R L A AR SR AN B SR ERAR T 8, (HRETT R BB R R AP AR 2 18k 32 B Bk ik 1t A

B UGHATHERRAERT, BP W2 MR RIER. YIERK, BRMEE, H
RIFIE IR A RN SF R —HH E BN BF TR s 2R —A 8
PRI RIBRRIAKTAT . QIR —AT)E, ZITRMER, HEWFRSET, B
7. RFEBERTERAT AW R K TRE T, iR BAUER 83 Jr Jok )R ik
Mt ARSI IBIRRAT o BEE W AREHIEAT, T RITT RS n k.

BT B R SE — AN HARRAE L8 1X 1 H/NJ5 B AR DR 58 4 T ot 7 80 e i 45
1R B o SRS T T RMZHERR A D% TR R L. 113 BoR T Bl XA B .
BRI UL TAE R, BLSEhk T SR 2 B SRif i £ 2 TAE.
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1x1 block continually fall

B 11-3 BIBRBH T HIERNE

FERIERE T — B B ITR AR fREEER. ZTREREKE, UETE
b B R X B DR, BORMERR. BENIZLIAERHTFRA, UAFRFET
R ARA AR —NRA, FREIETEE, ARBTG5
BRI BIERRIR S . BEHTREA LSRR T, EH H i — & 5RO L JH R,
ENTEHERR R : TURA TRk, REOT LR R . BH WA RPEARPR AT LA
mfs, BRIKNIEBRZ —BWRZEEN TR BFNMZESR IR CRITF
MR E. TZ ERTRNZTE—E. IUEFESSIA-IME2RE, HERELER
iEHIET -

T2 RABEREZHITRAMBI S, HRES N TR BREIEXET R A HTE
B P RS 11 7k, AP ARAT DB ShiX e Bk, BRBIFEA 2B ITHRIER
FEIZe 7 th i Lo fiedt 90° , TORRETXS AT LABERE TRV 1, A T 7RG 4 MhRA .
MR T R i, AT LMER — MEIRRAB B SaT A, T RFTRR AR 77 e
JE NZAE IR . ANEAE 11X 1 B J7 SR Ber i A I 8 X 458 ) T3 ¥ B 38, O R M Bl
—EEEYLHIITER

BT OTHR BRGNP B NN . B 11-4 BOR T XA . IR SE R
17IE, BAT LTTRTREBZEBHARRNMVE. XEHTRNZE FE. 3% LG, X
BHRATRER TSN AT e, N5 R R
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Elwsr £ #;

B 114 B R

HEAMN TR G LE. E—1T550E, FERRIRKSE, AEREHETUETH
HEGHR. REEXETHRET, ERIIFRCH, FTEREFANIT, BRTHITTM.
0 SR 44 X BRI A AT SRR, W UL BB A MR B Y — AN AN B T R AR

11.3.3 SE— AMBIEIHL

B— AR IR AT it B AREE S BE, FHAeiT™EREFARBRKES R
BI¥F AR 3D SRR B B MR E T I FR M el LLE BIRX R IO E . RE
FAERFAUERMH 4, SAFEERMIIBEARIMN S, XATLLBER SHFREE.
XSGR R R KB A AIRISY, (BRAE LR LR S AN FPS i, A HES
XU,

FEFH T IFE%S FPS Wakm ol LURE KI5 B .

o fIE—AMAHK 3D IFE, HHAH T USEMNE HBEEHEAEH Glu.gluLookAt).

o TERBHITLE—MKTLE, FHE EEGHRE MR, AT DEFE XA H

W g,

o HEMRWE, FHRETUBHBREIMI BERNURARE.

WRRIThHSER T X SR, BRINEFRE L FPS MR T, HEEARGEMEH
BATHSIBEINAE, FRFHEEEREENXE. #—PFRIFRAEFTEARNEFEM
WT, EEMAN-EXEHARWT,

FERRFLIAHES=AK. HE5TFM. FEESRNFE SIS RHREER.
R PRI Pl — N EE B MER . HERE—MIEM—AN AR, FRSSRER
BOCFERI f R B A AR T AR R R T .

Wit RN, TURIBKRS =M. KBR5VE. KB ERNKBER SIS KR
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. ZBEHTRURERERKN THERFL THEHA . KREINTIHKE L—
i+ AL E B BUR AL M AT A B L H — KK IE. WREARFE TH, NWEKRERK
REFE. XEAGEN, TUREFREKNCERELBRINIE, ERERAHETITHE.

XFRENEIBE, TEITRALIR, FAENLET A TIERAR B3 Bl
FHRENAIBS . EFHEFH BSP(Binary Space Partitioning, — XZERIRIZF, BENE
17T LA A IS e 3D S5 o BTSESE — AFRES Tl RIK B Ay v A B A B xR M B AN TT 3R
Wia g MR, Use BN IERSTH. EX5RTIARERE, ®
DIEFrA R TR S8 —&, @ EmRIRRHRR.

11.3.4 HBEHEX

SR E B A PR Bl S HIR, B0 65 R AR B I5C
R SR, BATGSEEERACR LT, P& HERLRA S SR RETD
Bl & AT LCRECREBOR 3R, SAARERSITEINE, G4, SRR IUE
PATE IR, EREMIERTE RN A RS, El&HR R EH 2D B4,
T S5 B e R — R 3D R

R BORA B EETHEE, ARSI BERRIS. WREHEL
2D ), HARBAREREH N TRAAFEREN M. RAMFA . 3D HFRREH M 3D
HiBEEl. 7E Engine K, HRE—2D Wi, BEHNTHEERSH, FHREAE
AT — Pk, W 11-5 Fion. B 11-6 Bon T —rflmEE. AT B Y S
L ETRBE, AR RIS, R EE R K EGRE . BROSMRRIIET
PPN R, RERRTRENOBE. T REOMEAIETR FKXERRET 6
AR B BB . REKFRKTRARB)—BAL, ABREERTARIERB—
AL

B 11-5 TSR
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EIHs £ H

B 11-6 TR EBENFHMEERT =R

fERM ER RSB AR MERA — M Bt — N aEE. SEEETENT
MPHEKENA, BEXERNAE, EENZIRAEZENE TN SKRBEIF ke & F
AR RR R, 4 3D BALRRIFRR T A 24T .

TR T AR CRE i) R 2 T S ) SR U X)) B — A R A 2 &b A T 6 N T4 BB (Artificial
Intelligence, ADFI#IE. Al RG4S HFHF. F—F2HHEMH AL, RG4S —FHHT
M= BERIERDS—MLE, B AGRE AR, IFRRRETFR. XMRE &
AT B, BRI AR TR A* B, HSEILREA — R &G R . FARM
H IR ER A Ax Bk F8%, (HXR—MIRRATRE S, T BB ARk R E R,

S SRS R P B 2K AL RS EALT F B AL iXFh AL 22050 Do gk 48 H Bk,
BRARNREE L RRAE, Wi N2 AT . XA NEE RS MFAT MR E,
F RSk E ik NBRBR AL, FlinsheeMeg, (HREE WAMRRTT EEH A8 1R
YA — LN RIS Al BAEVFEZIRE, #I40 build-up-units. attack 1 defend.
RS EA XEAIB], F140, build-up-units RAWFN AT HER: AR AL HE KT 10,
HEN attack JR#& . attack RAFIFNITTEEARE: W R Bras A7 FE BN MBI, JUEA A B
FEHRTHE, X AMRETRRE A S E e B 4 B AR B SREE B AR R WAL SR g S .
X LSRN UE 7 7] AR — DN R U e X, R R K E AR AR T 404k .

11.3.5 MEPRIEK
FEPARIF RN AR, AP 20, EREEIIRBRARTE. AaRETER
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BERSYM. E. BMANMAE, ENHEEELEHBBNERER. HIEFEFR—
PMERGERGE 2B ERLE. HAKRERG. WRETHERE. ARRENLK
ARG

1. % Rogue iFxk

Z FIT LA 15 422K Rogue 3R, [REIZE T E 1115 BHA R M T 4% Rogue +43 481 38 Rogue
WAL JLF SR ASCH £4/f, MAREER. HCFRHREL, XBEWERF LR
FENEE AR TIA IR B b — LB S Wil K2 Rogue xR HE 4DoM(http:/
www.adom.de/) Nethack(http://www.nethack.org/)®! Crawl(http://crawl.develz.org/wordpress/).
Dwarf Fortress(http://www.bay12games.com/dwarves/)F 4 ] T ASCII, iXj&—> K&,
HANTLAERORZNEUS, AFHFAERESNBRAKER M TS, ASCI #*%
A—sER &%, DwarfFortress iR & — M REAMRAERS. FAYHE., LEFHERE,

f# ] C#flE ASCI HERRRMLT A — M X FRIFR, FEUR—NMEHENAEF.
HE S FRIERAR, ASCH FHRFE—MWFAIEH . BXKEFG, FHXHRTEHA 5
HAEEH G L. Wittt A e, BHEARFERBREHEE DRITHME. Bl G erR
—MILE, MEBFEESNEXERHEIIT Aty PRt R EFREN —IKEH
FISCA Efi, AMEIEFHOEH. THHRBEHeMF SRR, HET PR
ASCII H1 & .

static void Main(string[] args)
{
int _mapWidth = 10;
int _mapHeight = 10;
int _playerX = 0;
int _playerY = 0;
bool _playerIsAlive = true;
while (_playerIsAlive)
{ .
for (int i = 0; i < _mapHeight; i++)
{
for (int j = 0; j < _mapWidth; j++)
{
if (j == _playerX && i == _playerY)
{ .
Console.Write ('@");
}
else
{
Console.Write('.');

}

335
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Console.WriteLine ()

Console.WriteLine () ;

}

Console.SetCursorPosition (0, 0);

HARIXBAUSRAE, ERAER T 2 Rogue SRRt . T —S 2N WERN,
FEXA/ N FH B M.

2. BT XA BRIRIE

BT DR SR AR AT Y il BB B (tile) F) /NKE RAGEE 2D 7 . AN H B A IRk, HAb
B R BB T e X R, {HEZE B H =X RPG X F e RIEH AT, Blunss 742
BIW (Final Fantasy(3#4J8)) W3R Chrono Trigger~ 5-¥H) (Zelda(3E/RIAE)) WXk
& XPEBREFREEG DS M PSP A HoE . B 11-7 Fiadid T KRR
F—A ol Fad 57 00 B X S 4T BFE — AN S A ik B B (tilemap) R SCE . 1
11-8 o T RITHIEE B 11-7 Kb 8.,

B 11-7  FET B 11-8  HuEk

BT XHBPF R — M A R AR AR MUR IR RSO SCE . fil:

S AR EE S
# #
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# #
#S E#
4SS

XEM#RMIEAEBIRE. SRR FEIN, ENRRER. T X Emg0RH
BR T g — AR

double startX = 0;
double startY = 0;
double tileWidthHeight = 32;

Dicticnary<char, TileData> tileLookUp = LoadTileDefinitions():;
string levelDef =
S EEA SR AA D" +

"y #\nll +
"# #\nll +
"#S E#\n" +

ThHEFEHEFEAEEA \D"T;
TileMap tileMap = new TileMap();
double currentX = startX;
double currentY = starty;
int xPosition = 0;
int yPosition = 0;
_ foreach (char c in levelDef)
{
if (c == '\n")
{
xPosition = 0;
yPosition = yPosition + 1;
currentX = startX;
currentY -= tileWidthHeight;
continue;
}
Tile t = tileLookUp[c].CreateTile():
t.SetPosition{(currentX, currentY);
tileMap.AddTile (xPosition, yPosition, t);
xPosition++;
currentX += tileWidthHeight;
}

REGIER T HEFUEMXIRE L, HESEMEERRT M. SMKRERE—
FRER, HAEEROBRITK, SMERNKIEFEME. ASCH FRATRS -TH—4KX
P A BT, XREEXTEESXEEE. KREEPTRas 8, ket
B ERERFKEE WU ZX R AT EMRE, ERCET —ERNRNORYE, flizi
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S T M

FEEENEX R ERHRG R . KREXATUERR, KREAKRLEIES. QI TX
Ba, eHERmEMmER L. EERERS, BERATERIEHXR. TRERHR
ZJEgHES, "LLA dHpIaES).

BT XBREWFRA— M WAL R XSRS B, A8/ MRk FIRefgiEk, X
AU ERR, FRERNBEHEEILIROBIEEER. S5, XMERE RS
e Sub S N M hy o) =T

3. 3D R REFR

A 3D AEPHEIRN T EERERM . (B4 3). (Oblivion(FEE)) M CEMAFT )
/AT FPS M7k, HoAth 3D W BB EI M AR LTy, TR IuR M oM
R, PRSI T R k. (B RBEA# 3) M (Dvilight(BCZ30)) £
XM R EDNBBEE . BEMONEREABAREBERYL, W N6 LAGH (FE/RE
&3t BE (Mass EffectURERN) Y.

#T FPS M7 G Dk LA BRI A MR A, WM EE R E&. A T4
BIXKIERR, FEEHREBITR AR HMK FPS k. FPS R — R EEEARRAF,
FRANAMEFRE XF, T RPG —f&H — AR SN — N ERR#FHR R .
AN T AR E B 5 — NMETT R AR RERS, BEREABILYE
AT AU MBI ELBAE . 76 FPS B SEPIX — R, B RIS — MR 6z
B, BANZ] A SEHS, FRME RN . XEREHANKATERETELKXR
ZHEFHREENSFD, MARFKELENXEN, FEESBESHAT . WRXX
FhSE I RRLER, R4 IIEE ROAM(Real-time Optimally Adapting Meshes, SERFE4L Bi&
REPRS). AICARER—FE, MWHEM/DNRINE AT, BHARHBESRNIEE2—NMF
*E.

XA F IR 57 (0] R ) — o B R SR VR R R B K PR I ZE— AN AT LA — IR I B N E P Y
INXIR . (System Shock(MBAT )Y A (WA ) HHXFHRHISRHESNET . £ (%
AR f, MREMHEREMESE S, REGET P R HEARFRRR . FERBEBEIIMT
B, [HXFRHEE, Fre-FgmE. (EaaR) RARTRL, BT R
T —AMKTHEHA,

BEAFRWRS FPS WRIR AL, (HRBMEHE N —, RVHMEM B EER AT L
RELEIRKAC. FHERMAFENTTEN SRR RE XA E BB R .
CREXMN)Y BdBRE/EBIARMER L, EIXTHEREFAISE. RN CHEEE
FIBIREFMEA, RN, (ERIAEHR) BRMEENSR — XKML —A X it
BaR—ANmERE, HESER dog leg. dog leg 2R FHIZEM, 7EXBER T IFKELH
WAEZERIN, HHABEAR. EBPERE LEZRBREMM—KER, BE T
L. EERK, FUEREMNERTENRZA, FLEHHRINEFXR. dog leg
A—E LR, B LR ILEE, BUE &SRBV Bk EiE.

M EF BT A B EHLAR FPS 83 55 = AR B2 E A 5 R B r ™
W, HABRGHIRGEEDHEFK—/NE45 . FH FPS BB BT R ] PL R P8 E 2,
FRmm i Rk, HEMN EARET FRBREHNAHFEat. IiRMEREHT —
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MRADAKIBIEXE, XEFMBREEX FROENMBIREGEMES. AELZETHREE
ETRREITZET WA RN R, BRFNMKIRAERER, TR 3D Wik, S5REM
3D P AT CADLECRSSR . SXAE AT BRI A SCF: BBJLANRD)E, TRHEENIEREX,
T AR B AR EHTE B — K

11.3.6 FHIHEL

G W XRAE MR ST B RRIT A A ARG . AU R — i,
ERXEHE—FRE L, TWHAE 2D FEFRMTR, HREAR KSR 4R
K. KZECFEIFRAMEHETRRITTE, X558 11.3.5 W HETEREEL

FEFR—ERE - APEEE, BB EFRETEEN. Y A AR
FIEREREAARGS . T LMERSE = WEE, B0 Box2d(fAE—> C#im 0 Box2dx).
MRIEFNRETNE R, MATLUER Sprite FEH1a] BRI HE T 5 56 T 2 (6 iy R F G
PRIFS E]|— AT LUBAT KN RR -

£ P XA B R REERRE Y, FRAEATHRBEA Gk, EH L7
LAHATBRER -

class PlatfomerTestState : IGameObject

{
class PlatformEntity
{
const float _width = 16;
const float _height = 16;
RectangleF bounds = new RectangleF (-_width, -_height, _width,
_height);
public void Render ()
{
Gl.glBegin(Gl.GL_LINE LOOP);
{
Gl.glColor3f(1l, 0, 0);
Gl.glVertex2f (bounds.Left, bounds.Top);
Gl.glvertex2f (bounds.Right, bounds.Top):;
Gl.glVertex2f (bounds.Right, bounds.Bottom);
Gl.glVertex2f (bounds.Left, bounds.Bottom);
}
Gl.glEnd();
Gl.glEnable {Gl.GL TEXTURE_2D);
}

public Vector GetPosition({)
{

return new Vector (bounds.Location.X + width, bounds.Location.
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Y + 16, 0);

public void SetPosition(Vector value)
{
bounds = new RectangleF((float)value.X - _width,
Y - _height, _width, _height);

PlatformEntity pc = new PlatformEntity():
Input _input;

double speed = 1600;

Vector _velocity = new Vector (0, 0, 0);
bool jumping = false;

double gravity = 0.75;

double friction = 0.1;

public PlatfomerTestState(Input input)

{
_input = input;
}
#region IGameObject Members
public void Update (double elapsedTime)
{
if ( _input.Keyboard.IsKeyHeld (Keys.Left))
{
_velocity.X -= _speed;
}
else if ( input.Keyboard.IsKeyHeld(Keys.Right))
{
_velocity.X += _speed;

(float)value.

if (_input.Keyboard.IsKeyPressed(Keys.Up) && !_jumping)

{
_velocity.Y += 500;

_Jjumping = true;

_velocity.Y -= gravity;

_velocity.X = _velocity.X * _friction;
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Vector newPosition = _pc.GetPosition();

newPosition += velocity * elapsedTime;

if (newPosition.Y < 0)
{
newPosition.Y = 0;
_velocity.Y = 0;
_jumping = false;
}
_pc.SetPosition(newPosition);

}

public void Render ()

{
Gl.glDisable (G1l.GL_TEXTURE_2D);
Gl.glClearColor(l, 1, 1, 0);
Gl.glClear (Gl.GL_COLOR_BUFFER_BIT);

Gl.glEnable (G1.GL LINE_SMOOTH) ;
Gl.glLineWidth(2.0f) ;
Gl.glPointSize (10.0f);
Gl.glColor3d(0, 0, 0):
_pc.Render();

}

#tendregion
}

X EH A4 PlatformEntity FIHLENAIZE, ZRLH — M RRLBLAE, FHEH
TR B N ZAHER 7k, Process fEH P — R R AMAL T FENYEEE. 1H
HEEMFMES, FXAMIE#HTRN, BEXEREERET Y ENFLLT. WRE,
W) ST, R ZRNF RSN — DA R AR AT IR RS R H R
FEZHAG. B4 EFEBEFSMOREEERCE B HEHTE.

114 # X35

MTE, VRRZA T —SE Wi rER BN, WmAE T mEIeEfl. WERMARERN
WHEF, HARRHMABE - NTUEATENEE, KREFLETANL. WRAFBILD
B, MRS DGR ANk B CRBIGEIEER, RSB XGHMERERMN X, ¥
R — MR BRAR, SUREFE.
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R AL EL RS

AMFHERET —HRFOBE, I TFRIRIRIN H 80E RE R REFE M IRAI IR
AT LASR B K I B . AR RAE T B48, ERABEE M FRME T —4 HTML XX,
K TREOEMERPENEL RSB,

Al HREFER

SRR SEER B MABTR I N IR BT A 10 SE AR A A2 . X T HO 5 88 0 AT SE AT K
LR A BB R AR M SR R AR TR T — 2R R . BETDERREI1E R, B
(P9 2 FT LA F BT R R IR E B BETR K.

The Pragmatic Programmer: From Journeyman to Master(ISBN 0-201-61622-X), e
Andrew Hunt F1 David Thomas

The Pragmatic Programme: From Journeyman to Master [ FEIRANC, AT I sE AR
HH. BFEREEINASEHES, TRERNMETEMMAFRIE. RRREE, H
R The Pragmatic Programme: From Journeyman to Master P& T HMEKE R, REE
BEECHERE, Bl —EEREXAS.

Code Complete Second Edition: A Practical Handbook of Software Construction (ISBN-
13:978-0735619678), {E# Steve McConnell

Code Complete Second Edition: A Practical Handbook of Software Construction R3R)SE
MR R B —2&F, {875 Code Complete Second Edition: A Practical Handbook of
Software Construction NF), XABXTHFTHINHEIEA . Code Complete 441 T W14
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¥l CHF iz

GR&. BEHAL TV RAARMKAL. EMEMNET Crv/e, EREKEHS W ATIRIE
AT CHEHAETRERTE S .

A2 CHEZ ek EM

[ R IX LA 13 MBS CHE— 1R = . Bk, e B RS FHEA
HWEMET . WHRMER—NMRE, HRMSRTENEFNSEITEH, SR
ERAA S, LUK SR o AT BEAT IR .

CLR via C#, 3" Edition(ISBN-13: 978-0735627048), {E#& Jeffrey Richter

RABHE[AR C# TR A CHERIKI BN BRI ERWIE D TR S CH
P O AR

Head First Design Patterns(ISBN-13:978-0596007126), Y% Eric T Freeman, Elisabeth
Robson, Bert Bates il Kathy Sierra

WA, — MBS HESE Design Patterns:Elements of Reusable Object-Oriented
Software, (BRI SMilE. Head First Design Patterns BRA S WEME, WEHFR. &
THERUR — AR, YU T R 5 AR R T R P kil . A 0ER
fRIX SRR, DA T MRSAR A Dy SR B vt ) R, DA R AR 2 A ATTHE PP A e g B R
FRPUE BN U — A AR B . XA B Java KRB, HEBRBIEBA
T CHHt AR

A3 ¥FHiE;FEHLEE

W RABEY R A O FemENERAEREAMIR, TEMHRRARE - AHK

3D Math Primer for Graphics and Game Programming(ISBN-13: 978-1556229114), £
Fletcher Dunn f1 Ian Parberry
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