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A 3D Bump-Ball Game Development Based on DirectX9

PAN Qin-yuan, ZHOU Qun-yi
(School of Information and Electronic Engineering, Zhejiang University of Science and Technology » Hangzhou 310023, China)

Abstract. Aiming at high-performance multimedia software, such as game, DirectX is a collec-

tion of low level application programming interfaces developed by Microsoft company. A three di-

mensions bump-ball game was developed using DirectX 9. 0 techniques. Three dimensions scene

was rendered using DirectX Graphics, keyboard was controlled by using DirectInput, and sound

effect in game was implemented by using DirectSound. Collision detection algorithm in game is

simple and practical. In conclusion, this game has certain entertainment and reality.
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CSound CMeshBall
tm_pGraph | m_fRadius : float
+IsPlaying () : bool -m_ pPosition
r+Stop () : bool +Draw () : bool
HPlay () : bool HMoveBall (): bool
+LoadFile | () : bool HCreat () : lbool
ClInput — ! _
-m_plnput i CMeshBlock
rm_pDeviceKeyboard i Fm_ pPositon
+ InitInput () -m_f{Lengh
+GetKBInput () { Fm_fWidth
’“"“:““““‘Lf"g +m_fHeigh
CGameMain | i +Draw () : bool
-m_pSound : CSound :_L; -+MoveBall () : bool
-m_pInput : Clnput ; +Creat () : bool
I

-m_pBall : CMeshBall ,
-m_pBlock : CMeshBlock Lﬂf-
+CollisionDetection ()
+ProcessKBInput () .
+InitAudio ()
+Render 0
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m_pD3DDevice) BeginScene() ;
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m_pD3DDevice? EndScene() ;
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m_pD3DDevice-) Present() ;
3.2 ENEK
ERERERUTANERTRANRETR, E
0 B L3 0 0 B T B O 0
AT BN, R B TR AR
E—1TEE. B EBMHT=Z4%E8U. KITHE
B ESFHEDANRAEBROPFRTAR. £E0U
RPERA T EUBRE TR NETHEXRN=Z4E
NEBOR _
ERABRENELARERE . EHRIERFHFE—
TRELRME AR —#. FrE Y EE AN FXA
B T B — A RO, ELZEBE B
BEMNNBEE—MTREEIRYE, NE 2 Fix.
KA, Z AR E.PANESA, PRI P REREHE
EHRE S,

2 ERHE
BESEE PPENSETRE:
' =x—xeu

y =y—yeou

r =z—(z—2z,) * u

u = (2, —2) /(2 — 2)
RP .
x =0 (2o — 24y ) [ (Zpre — 2)

=z o dy/(Zpp — )
Y =y (Zop = 25) / (Zprp — 2)
=Y dp/(Zpp — 2)

XL T PR AR 85 R B AL PR R A PR

A, BRI DirectX FH)EFLIMF
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D3DXMatrixLookAtLH ( &matrixaView, &viewEyePt,

&.viewLookatPt, &viewUpVector) ;
/ /4T AR
m _ pd3dDevice? SetTransform ( D3DTS _ VIEW,

& matrixaView) ;

[/ EERBR

D3DXMatrixPerspectiveFovLH ( & matrixaProjection,
D3DX_PI/4,1. 01,1, 0,100, 0f) ;
[/ BT ERBR R
m _ pd3dDevice? SetTransform (D3DTS _ PROJEC-
TION, & matrixaProjection) ;
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while(! m_IsGameEnd) {
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1f(m_IsFirstFrame) {
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m_pMeshBall-) FirstMove() ;
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Render();
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m_pMeshBall- NextMove() ;
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CollisionDetection() ;
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if(m_bCollided) ChangeState() ;
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Render() ;
m_pMeshBall-) NextMove() ;

CollisionDetection() ;

}
}
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if ((distanceX) distancePreX) | | (distanceY)
distancePreY))

{
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if (((ballPosX) blockRightX) | | (ballPosX

( blockLeftX)) & & ((ballPosY) blockTopY) | |
(ballPosY ¢blockBottomY)))
/ /¥R AT B 1T R A 1
{bCollided=1{alse; }
// B WIRE T E TR RN
else{bCollided=true;}

}
else{bCollided=true; }
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