0. DGE SDK 2.0

1. Overview

DGE SDK 52 : CAANOO AIY 7171 LinuxE 7IWte s 594, A, Ad o5 78 & & e &
% mobile 7]7]& DGE SDKi= ©] 7|71& W@ oz 3 AY Azl AdS =Rmst7] faa wEo
HEUH.

DGE= WA A= Hid Ade 98 olEeoly§ nlolam Az ES] Aw$§ gholny e A<
= 7171914 A8 8] 913 Linux& ZholBd g7t lsyrh. d=9-8 ol & olelo] gl gtolr g
= ol R Fo|aE ¥ e 5 X A= ARk A gy},

SDK+= Al Base, Auxiliary, Utility Al FEo=2 FAEH Q54 t}.

Baset= AY ZRIAE TEAZ]Y] % 7|2 FRE O AAVOZE AL BHE F UAERF FAH
o] AFUT. Basew TR AA, WYL tuleolxel g, 8 I, A £ X T A
22 Ao A ALH A &= crun time FFEC] EFEO] Ho| lom TjIel= 2D, 3D AY
A Zbo] B3 Sprite?} BT #X interface’} YHUTh. A T2 = DA AU “4Z1 af of
& U Based EFHo = eSS SEMOF SnkE Ao Hu.

DGX(DGE Auxiliary)+: BaseQte]l A & TS U= 7S A 29 stdd #4E S &4
st EE QIgdlolx, g vE 7|78k SAlo] ThesteE B U ESA e A A5
o}, FE9} e Auxiliary €% A= 3d o
gk DGXoll =

| 8387 w&Fol| DGE BaseE o= Iuch, =
Fhdel, W4 59 3D AR 5% TdHo]

1A DGE, DGX 7 F-Ewre == CAANOOS 7

OpenGLES 11 OpenAl Low level Device|| Open Library

< DGE Layer>

GPH SDK:= OpenGL ES 1.1, OpenAL 53} 2©] Mobile 59 7]7]elA FFoz AHIAY ANHA =
2 I AZEOIE VIWto R Al Aol Hes REES RokA T8 T gholHeld] Yyt
ghef ofgfito] 2 ag AT uf DGEY EFE o] A ke W&ot GPH SDKellAl ste ui&



S Zolr] FHE 47 A5YY. Fa = GPH SDKE embedded LINUX £ A Aol 3
oA ZZAA Y, Wry #E, 4F 4/ AHE AT 5
ES, SDL &9 3718 gelrg el o] 2o ojA 5242l golrdgels s 4 AdFUT.

1. AH9S gAY @S ¢l DGE SDK & e Ao dig A34E vksk dyrh. whgk g
e A5 o AAY 22 s A AdE A9 57 s ey n. A3 Aol dig
Hhgho] k2 "DGE_Type.h" 3ol th&3 o] Hojxof QlFYT).

#define DGE DEFAULT CCUINT) -1)

#define DGE OK 0X00000000

#define DGE EFAIL -1

#define DGE EINVALIDATE CALL OXF0000001

#define DGE ECANNOTALLOCATED OXF0O000002

#define DGE ECANNOTFIND RESOURCE OXF0O000003

#define DGE ENOTIMPLEMENTED OXF0000004

#define DGE ECANNOTACQUIRE DEVICE OXFO000005

#define DGE INVALID DEVICE -1

DGE_EFAIL wFsko- Al gjjo] thdt Default FHO= Aujo] Uelo] Eslx ¢ 5 A
EW3 do] Q1S v FE AFEFULE. dHolE EFYS 328 E AlxElo] urojx] glon EWI| zF

DGE_POINT[n], DGE_INT[n]:
DGE_SHORT[n]: 16¥
DGE_FLOAT[n]: ©A%= A4d natd %4

DGE_COLORB: 32H] } Z

DGE_COLORF: 32H]E MA+S float@d & Agsl7] 93 x4
DGE_MATRIX: float® 4x43 3
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A Zzagel = e drks Asia ARstr] 9 @es Ao s wiEnt ofyeh H)
Boghee, 2o Aakx A el (Operator Overriding) ik ol Aofsh= 497F wadth.
"DGE_Math.h" Z}dol = #Ef(Vector), FHAMatrix), AF5(Quaternion), A4 (Color), &< FZA
ob b Azbell tigt win o So] A AsHH



MS Visual C++ 7H%F 273} ARM Compiler?] A= Hupdor FRAE AMEE 49 o w2z
Packing 1= Paddingel tisiA olF B FoE 7I&efoF dunt. mbef ofelio] HAAg =4 =
289 "Wurl 25 32H|Eolw #AZF QAN 16H|E T SHIE WEo] ¥gHo e A
Visual C++3} ARM Compiler+= TFE E&ES Holil Y5Urth. mlo]d 2 AXEQ Visual CH Compiler=
#pragma pack(--)3 Z& Directive®= W7 H7]E packing T F YA 9 "#pragma" = vlo]AE A
ZE ZAFAAR FARSYG. WIZ, CAANOOSe] 7]71el A&ste™ "_attribute_" 79| =& AM&-3l
A W& F7]E packing &Y T}.

2. DGE Base

- #o]B. &g CAANOO - libdge20.so, WIZ - libdge20w.so, Windows — dge20_.1ib
- System¥} Graphic®o = 43

2.1 Basic Tt &4

2.1.1 System

- DGE Type: 7]¥-ZA<l 253 A9 > DGE_Type.h

- DGE System: SDK W&, ®l= @#, st=glolE ARESY] Q8 T2asls gt 27|stE 99,
- DGE_System.h

- DGE Input: Analog Joy-stick, Touch Screen, Button® A}&3} DGE 1.09 83k tjxd *
joy-stickell thgk 7 wigo] 3 > DGE_Input20.h

- DGE Time: &%, AlZF, EFo]™ - DGE_Time.h

- DGE Util: ZAF 33ko] HA &= CRum Time #H 5 A4 > DGE_Util.h

- DGE Gsensor: %% 4lA - DGE_Gsensor.h

DGE Haptic: 2= X E] > DGE_Haptic.h

DGE Math: ®¥, &d, M4 5o F2A9 A2 45 73 > DGE Math.h

1>

9]

2.1.2 Graphic

IDGE_Device: OpenGLY 13 wo]=xz}elS 7MA|3t. > DGE_Base.h

IDGE_Sprite: 2D 138 A& A > DGE_Base.h

IDGE_Image: ©|v]A] 3dS sjAdsta HAS wWE HA > DGE_Base.h
IDGE_Texture: ©|"|#] wd, W&z vy JAS 7Ix 1 822 A > DGE_Base.h
IDGE_VB: Vertex Buffer Object Z1A] > DGE_Base.h

IDGE_IB: Index Buffer Object A > DGE_Base.h



2.2 &

2.2.1 System

DGE_Version: SDK ¥{d A r e} W= Jx w3}
A A
- DWORD* dVer: Version X Major(Hi-word), Minor (Low-word)
- DWORD* dDate: Built-date: HexE AL =E =9

DGE_Init: ZT=IHS APs7] sy Alade 7|5kt AY T2 Azl A main()  $H4¢

- HAxE 3F

D Close: Z2298 AU A9 S ALE W 22 T A &3

- o] g5

DGE_CreateWindow: Al 3tH A, Agsd Ax$ AE wksk, Ao A] NULL ¥hsh

I~ .
92 ol

pDGE_MsgProc: A E=9 wA|%] T2 A A &<, CAANOOo A+ NULL A

char* ClassName: Z =213 F 2= olF

INT ScreenW: 3 UH]: 0 gb-& 949 sh¥ CAANO0:320, windows: 640 3} UH| &
INT ScreenH: 3}¥ =o]: 0 gto] 4= =™ CAANOO:240, windows: 480 3}H =ol&

=
=
=
=

DGE_DestroyWindow: ¥ %5 dAstr A vbgd

el ol4=: DGE_HANDLE: ajA41d 9= s

DGE_SetMainRunFunc: 9%
|

G Z2O9E AR Z2AA AA 3. CAANOO(x), H%E59-(0)
e <% AR

WAl X 2] CALLBACK 3t 3E<SIE]

DGE_Run: Wl 7] st. A=$- o HE#olEe A-F WAXZ dojebA DGE_SetMain-
RunFunc =2 A4 WA Z2AA 42 FGAAZFEH 22 W AA] Dispatch
=]

o
= RuN
Wk g TeOf $8 A%l HY 59 gk v

DGE_WindowSize: A€ d%=% A7|E 7FH+
el=d Zk: INT* pWidth: 9%$ YH] & F24 INT* pHeight: 9 %E$ o]

ly
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#IT defined( WIN32)
#pragma comment(lib, '‘dge20 .I1ib")
#include <windows.h>

#endi

#include <stdio.h>
#include <limits.h>
#include <DGE_Type.h>
#include <DGE_System.h>
#include <DGE_Time.h>

#include <DGE Math.h>

/7 Window Message Procedure

/S HES o Feo]E= AR ZZRAF] o) Alea] FQ gk

LRESULT DGE WINAPI WndProc(DGE_HWND hiwnd, UINT uMsg, WPARAM wParam, LPARAM IParam)
{

#if defined( WIN32)

switch (uMsg)

4
v
return DefWindowProc(hWnd, uMsg, wParam, [IParam);
#else
// DGE= of A2l g, g4 fEpep JHE B2 g
return DGE OK;
#endi
}

INT DGE_CALLBACK Run(void*)

4
#iT defined( WIN32)

static MSG msg ={0};

IT(msg. message==WM_QUIT)

return -1;

IT( PeekMessage( &msg, NULL, OU, OU, PM_REMOVE ) )



> :TranslateMessage( &msg );

> :DispatchMessage( &msg );

}

#else

#endi
/7 Main Proc
return 0;

}

// Main Program
int main(int argc, char* argv[])
{
DWORD dVersion=0;
DWORD dDate=0;
// DGE %7]3}
iT(DGE_FAILED(DGE Init()))

return -1;

/7 DGE v/ 9]
DGE Version(&dVersion, &dDate);

printf("Version: %x Date: %x\n", dVersion, dDate);

/7 Window 4
DGE_HANDLE hWnd = DGE CreateWindow(WndProc, "DGE Tutorial”, 320, 240);
PIf(NULL == hWnd)

goto End;

DGE_SetMainRunFunc(Run) ; // Main Loop M+ &%

while(1) /S ZZ 7 JE
4
iT(DGE_FAILED(DGE Run()))

break;



DGE_DestroyWindow(hind) ; /7 Window &)
End:

DGE Close(); // DGE SA(MenuZ Eo}zh)

return 0O;

2.2.2 Input20

Analog Joy-stick, Touch Screen, Button® AF&3} DGE 1.09] 8-¥eF tjx¥ W219] joy-stickol] o3t
7H wsgol 3. WE, 81dk tJx e )3 Read S 1 HEi= 0. EDGE_INPUTS Q1EA T E &8
2o A ALE3L7] el Ao,

[l

DGE_Input [Open|Close]: Input &x] AF&S 93t =7]3}/ A
Qle ol<4=: HWND: ¥9%-% Emulatingoll A%t ZQ .

=

h R4
HEEh gk A DGEOK, A¥: (=) gk
hWnd = CreateWindow(..) ;
hr = DGE _InputOpen(hiWnd) ;
If(DGE_FAILED(hr))

return DGE_ECANNOTACQUIRE_DEVICE;

DGE _InputClose() ;

DGE_Destroywindow(hitnd) ;

DGE_InputReadAjs: Analog Joystick X9 x, v #t &7]
1% ol4=: DGE_INPUT_AJS T+2A4] W4 F4
kgl gk g5 Ae A DEE_OK, A7 As| (=) gholm uifE Aufe] U2 XA

wE does =
DGE_INPUT_AJS +ZA): Analog Joystick #< oje7] 93k A5 F+%
- int st: 8% YXd xolxg w3k [0, 7] @ FH. glew™ -1

- int x, y: Joy-stick® x, v &k

FLOAT m_vAjCur[3]; /7 Analog Joystick Current Position



DGE_INPUT_AJS ajTemp;
hr = DGE InputReadAjs(&ajTemp);
iF(DGE_SUCCEEDED(hr))
{
m_VAJCur[O0] = (FLOAT)ajTemp.x;

m_VAJCur[1] = (FLOAT)ajTemp.y;

DGE_InputReadTsb: Touch Screen &9l x, v It 7]
¢]e ol4=: DGE_INPUT_TS %A W5 F4

Hbek gk e AP ofWlE A 1E RA7F 0o WiF-oll A A2 gt

DGE_INPUT_TS +ZA|: Touch Screen %< &10]27] 93k #Aa7 %
- int st A9 x, v #E o= HHeolH

- 218 % DGEINPUT_READ_WAIT

- ¢}7] ¢+ : DGEINPUT_READ_COMPLETE
- int x, y: Joy-stick9 x, v 3k.

FLOAT m_vTsCur[3]; // Tsb Current Position

DGE _INPUT_TS tsTemp;

int nEvent=0; // Tsbel Event Number
nEvent = DGE InputReadTsb(&tsTemp) ;
iF(DGE_FAILED(nEvent))

return Error;

I f(O<nEvent)
{
m_vTsCur[0] = (FLOAT)tsTemp.x;

m_visCur[1] = (FLOAT)tsTemp.y;

I
Ty
o™

2,
L

m_TsbCur[0] = tsTemp.st; /4

DGE_InputReadKey: B E 217

olel ¢14: unsigned char 32 byte ©]Ate] W<

2ol 8l



2.2.3

Az

ug gk

et

4 A= 43 DGE_OK, A= A (-) g

BYTE m_KeyCur[DGEINPUT _MAX KEY]; // Current Keyboard

hr = DGE _InputReadKey(m_KeycCur) ;

Time

= eabi?} A =52 Cross Compile A|4.

DGE_tzset: AZF ¢ A S HAS= b4, tzset() kol .
D 2

DGE_GetTickCount: A]2=®l H& 3 A7k 9k3l A% GetTickCount &<} t

-t

Wk 2k A -

wksk 7k DWORDE millisecond ®WF8F. 1% = 1000ms

DGE_Sleep: TEZ WS Fo|R ko] A|7HuHE 7] AHE A

ol=e ¢l14=: DWORDE millisecond

DGE_DateandTime: E#te} &AA) A|7FS T Ao whs),

A= Q4= chard W<€ 128byte”’} Z &

<29 72 E(Frame Count)>

FLOAT GetAppFrame()
{
#if defined( WIN32)

static INT MaxCount = 2000;
#else

static INT MaxCount = 10;
#endi

static DOUBLE fFps = 0. ;

static INT icnt = 0;

static DWORD  dBgn = ::DGE GetTickCount();

DWORD  dCur = ::DGE GetTickCount(); /7 GetTickCount()
++ICNt;

I f(icnt>=MaxCount)
{
fFps = DOUBLE(dCur-dBgn) ;

frps = iCnt*1000./FFps;



icnt = 0;
dBgn = dCur;

}
return (FLOAT)fFps;

2.2.4 Utility

Cross Compiled} A AlEH &= 45, M3=2 58 AH9.

DgeMem_Allock: ®Wl® g 24 & k4. WHolA] malloc $F5-E HHE I3 memset =

e

Qe 2

=

5

- int BuffSize: B3 =7]
- int Count: ¥ o] &
- int InitSetVal: %73} %

DgeMem_Free: DgeMem_Allock €42 &4 &3t HHE A|. free 5 =3 NILLE A
free(*v) and *v = NULL;

A Qg voidsx vi B FA

DgeStr_tolower: GHAES thEA=E H3SL

DgeStr_toupper: GwAE AFEA=E WHIE

DgeStr_Stricmp: F EALLS AEA FE ¢lo] v, _stricmp 359 UlS
DgeStr_Strnicmp: +

DgeStr_SplitPath: 324 ¢] Full Nameg “dolw, Zr, 3 Ol%, ShkA} %% 2] _splitpath

gk oS

DgeFile_FindFirst: 3} H&= Ev #HAE 918 &5, _findfirst ol d-&
DgeFile_FindNext: 3 = Z20 AAMS 913k ¥4, _findnext <ol d-&

DgeFile_FindClose: 3 &= Z0 AAMS 913 4. _findClose &< &

DgeFile_GatherAllFiles: 4= A59 3}¢ o xgd e FY &
A Q<
- TDGE_FINF#* pOut: 93} Zrjo] o8& A Hsl7] Y3t dol¥. D-Linked List T-%
=}

- const char* sStartRoot: Z2st A%

il
i)



DgeFile_GatherFree: 3} F Ao Al8-3F Linked List 3

A= Q154 - TDGE_FINF=+: Linked List Al&}F 4

2
2

DgeFile_mkdir: =1 w&E7]
A Q=
- const charx* sFolder: Zt] o]&

- unsigned int mod: A&} H H3F Mode

<8 A AME Aojste Fres EFT dudd. T8 A= e Zt2 wEds x, e =
of T SUWES y, 283 Y 52 WIS 22 A AAE T e A7|E HEd gs ¢
aL [-, +] Wefe] A s wke

AM7F FHo] womwt e SASER jtef R Fo e x, yi= 00]aL, z= () #
71715 9 BHolA staS AU it A s y= (1), x, z= 0. HIZEHA S o 7
71E AY FowW x&= (1) B (9] Hary, z+& 0.

DGE_Gsensor [Open|Close]: G-sensor A}§ Z7]3}/3] A

13l gk st=do] AlojE A& 49 DGE_OK whgh., Ao Al & 3t w3l
DGE_GsensorSetEnv: G-sensorZ AF&3H7] $13F 37 A=A

918 <l4: DGE_GSENSOR_ENV T-%#] W4

wkst 7k g A]e] AE DGE_OK, 2] A9 (-) #

DGE_GSENSOR_ENV: G-sensor®] +74< XA &}7

- int Range: ¥9 W®l. 2G, 4G, 8G ¥ skt
12-bit = d}= Ae

=7 =74. 50, 100, 200, 400 Hz % &t}S e

, 6, 12, or 50 Hz = 3sly=E A€

[0, 255] W99 4 Hd

(o}
rot
Y
bt
Y
BN

il

el
- int Resolution: 3|/¢%= 8-bit
- int Taplz: FE4 ¢ e
int TiltHz: 3} Tilt 54,

int TiltTimer: Tilt =73 A

oo

—

S

DGE_GsensorRead: G-sensor X9 x, y, z Fo gk Ao g ¢17]
A= 2l<=: DGE_GSENSOR_VAL -] W<
Wk gk 917] A DGE_OK, A (-) #t

DGE_GSENSOR_VAL: G-sensor #<= 97| 93k #Ag %
- int x, y, z 3F°] 3 T k. Fto] glow™ OxFFFF



int TapMod: FE54 =74 +/-
int TapDir: F57 Wk,

<G-sensor>
#include <DGE_Type.h>

#include <DGE_Gsensor.h>

DGE_GSENSOR_ENV g_GsEnv; /S G A B

DGE_GSENSOR_VAL g GsRead; VR

iF(DGE_FAILED(DGE GsensorOpen())) /S G A AP E 7S]
return -1;

/7 Run Main Loop

{
hr = DGE GsensorRead(&g GsRead); // Read G-sensor

if(-1 1= hr)

printf("%3d %3d %3d\n'', g GsRead.x, g GsRead.y, g GsRead.z);

DGE_GsensorClose() ; /G A APE TR A

2.2.5 Haptic

CAANOO= 270(€1%, @ &%)9) g EE7F F&so] ol A& 27], AFAL 5+

00 6

s A7
Strength

126

M

1000 A]ZHma)




ALHH o2 FFo] Wt 22O S AT uf s M7|ef A EHAFF s Aoz Ao
olAS T EE AE
DGE_Hapticl[Open|Close]: Z& EE A& x7]3}/3)A]
ek gk st=dlo] AlolE A& 9 DGE_OK ®ESk. Ao Al 55 gk wkE
DGE_HapticStatus: 25 EE 2] AE|
Wkl Zk: busy = VIB_STATUS_BUSY, stop = VIB_STATUS_IDLE
DGE_HapticEnable: X% RE A& o3 A
92 A4 443 . Enable=TRUE, Disable = FALSE
wksk gk AE - DGE_OK. A= - & 4
DGE_HapticPlay: & B &2} Az}
SRS
- int time_line: A& A|ZF
- int strength: 2% A7
DGE_HapticStop: & HE &2 F4
DGE_HapticPlayPattern: Z& B2 A3 Heis HA
ol 914 pattern_data_t %A w<g
pattern_data_t: & HEHE FAS=E A5 T+Z
- short time_line: ZE2 A& A7+
- short vib_strength: 2159 A7]
<FlE HE>
#include <DGE Type.h>
#include <DGE Haptic. h>
const int basisActivateTime = 1000; S HE IE FE A HY 1/1000 F)
vibration_act_t vibrationRecord[DGE VIB_MAX_ACTION] /s AE FEY ) Y F
int recordTime = O; /S AE FEF ]E A (HE 1/ 1000 =, HOl Al7H)
int recordPosition = 0; /S HE FF ] YA

enum VIBRATION_POWER /S AE A7)



VIBRATION_POWER ZERO = O,
VIBRATION_POWER _WEAK = 40,
VIBRATION_POWER _MIDDLE = 80,

VIBRATION_POWER _STRONG = DGE_VIB_STRENGTH _MAX,

27 od AE EF 94

void VibrationStop()

7
7 HA HE FH YEH e
iT(DGE_VIB_STATUS BUSY == DGE_HapticStatus())
DGE _HapticStop() | /7 AE GA
}

s FF F =3

void InitializeVibrationRecord()

7
for(int count = 0; count I= DGE VIB MAX ACTION; ++count)
7
vibrationRecordfcount]. time line = O 7 HE FEF I]E Z7]5
vibrationRecord[count].vib_strength = VIBRATION_POWER _ZERO;
}
recordTime = 0; s HE FF )F AE )3
recordPosition = 0; s EF )E PR 2]
}

o AE EF )FC A YY)
void RecordVibrationPlay(int playTime, iInt strength)
{
/7 AE EF 2)F A 9l el
2 Fd AT, FR7 A AE - 1, Y dgs AE - 1)
IT((0> recordPosition) [] ( DGE_VIB MAX ACTION - 2 < recordPosition))

return; 27 8 W lAC)E )

/7 & WAl CIF TFs)



S HE FEEIE
vibrationRecord[recordPosition].time_Iline = (short)recordTime;

vibrationRecord[recordPosition].vib_strength = (short)strength;

recordTime += playTime; 7 Os JE FEF IIE A

++recordPosition; 7o JEFES O)F XYY

2 AE E3 )5 Y

void PlayVibrationRecord()

{
7 AE EF )5 AA W e
IT(0>= recordPosition)

return; /7 & ) ol (Y Bl dE HE

VibrationStop() ; /s o] ANE FA FHx]

/S HE FI IFE FE A
vibrationRecord[recordPosition].time_Iline = (short)recordTime;

vibrationRecord[recordPosition].vib_strength = (short)VIBRATION POWER ZERO;

/S HE Gy
pattern_data t vibrationPattern;
/7 AE EF )G AT YN Hs A4E + 1)

vibrationPattern.act _number = recordPosition + 1;

s HE FA )E A S 2 UE N

for(int count = 0; count I= DGE VIB MAX ACTION; ++count)

{
7 AE EE )T P B
vibrationPattern.vib_act _array[count].time_Iline=
vibrationRecord[count].time Iline;
vibrationPattern.vib_act _arrayfcount].vib_strength=
vibrationRecord[count].vib_strength;
}

s AE ER ) Y



DGE _HapticPlayPattern(&vibrationPattern) ;

int main(int argc, char* argv[])

{

DGE_HapticOpen() ; S AE FA Z) 5
DGE_HapticEnable(l) ; /7 AE FA 3]

InitializeVibrationRecord(); S AE FE I Z7)5

// Main Loop

4
if(isRecord) /7 AE
4

Sl
L
Ny
Jhy
{,
Ju
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VibrationStop(); // °] &

&
ofn
o
X
3
3
=

7 JE EF Y

DGE _HapticPlay(basisActivateTime, vibrationStrength);

7 dE 37

Jhu

RecoradVibrationPlay(basisActivateTime, vibrationStrength);

VA

isChangelnformation = true;

DGE _HapticClose(); /7 AE FA FE

2.3 Graphics

2.3.1 IDGE_Device

OpenGLS] 183 spol=eglRly} =z 1glo] FQ AAVAE A3}

aL AREE7] flEl TEEoiR Q1E
o]~ DGE_CreateDevice <= A A, DGE_DestroyDevice $H<r=



<tjupo]z 4>
#include <DGE_System.h>
#include <DGE Math.h>
#include <DGE Base.h>
DGE_HANDLE m_hind; // Window #E

IDGE _Device* m_pDev = NULL; // Device

INT DGE _CALLBACK Run(void*)

4
m_pbev->BeginScene() ; // Prepare Rendering. . .
// Clear Backbuffer
m_pDev->Clear(DGE_CLEAR COLOR_BUFFER | DGE CLEAR DEPTH BUFFER);
/7 Rendering. . .
m_pDbev->EndScene() ; // Post Rendering. . .
return 0;
}

int main(int argc, char* argv[])
7
DGE_Init(Q; // DGE %7]3}

DGE_SetMainRunFunc(Run) ; // Main Procedure 5= 4%

/7 Window g
m_hWnd = DGE CreateWindow(WndProc, '"DGE Tutorial', 320, 240);
PITONVULL == m_hWnd)
{
printf("DGE_CreateWindow Failed\n");

goto End;

// Device Y%

IF(DGE_FAILED(DGE_CreateDevice(NULL, &mn _pDev, m_hWnd, NULL)))



printf("DGE _CreateDevice Failed\n");

goto End;
7
while(1) /7 Main Loop
4
FiF(DGE_FAILED(DGE Run()))
break;
m_pbev->Present(0,0,0,0); // Flipping
?
End':
DGE_DestroyDevice(&mn_pDev) ; // Device 3]
DGE_DestroyWindow(m_hwnd) ; /7 Window &)
DGE Close() ; // DGE A
return 0;
}

2.3.1.1 99y WA AH st

SetTransform: A7 2] W& (Transform) = 44 34

AR 9= g Fol=ZgkeloA] AHS FASHY] Y8 WA = W3 (World Transform)S A X

I oz Jhvet F3ke] YX= { M3 (View Transform)S AXH o] HHZQd Aaf WIS

AA-YULH, o] o ¥ wo]xZgpel e 4x4 FHLE ALLEA =7](Scaling), 3] A (Rotation), °]%

(Translation)S &k Wl a3}, OpenGL> €= Wz JF WIS Fojx 3 W A sk

Model-View W3 gty DGE= Direct3D®} OpenGL ES 2.0 oJ/dellA Fdde %2 & U=FH d=,
o

H
weld Fa syt

T, 79w 5
ztzko] Wgte] thik ¥4 SetTramsform 42 TEe|A ARG8T o] o] 3 WA Qo] W9
FTHE YA & Aol float @ 16719 wide ALEdunt. DGE= Wkl diaix PP As A4
Aol AAE dFel Fa FHelM -2 FAol IFHUr. wEb BE gl ARgH = LEFA
%o 7 FaH = ol v WFo] Py,

Aol ¥hd s 4] DGEMATRIX 24+ Direct3D¥, OpenGL FolA Aotk 4 gflo] S/ o]

02(:,'4

u
o
- e
o,

Hir
H

o] 9lolA] o] FxAZ ALgstH = o Wy},

SetTransformldentity: B2 W& (Transform) FES & dd= A, 714 @o] A= X2



A Mg og whok go]Zyele] Y M PHLE SetTransform TFFE FAIYTA FALS
T-A3k Fof SetTransformldentity <=2 €= WH3l IJHS %7|3}.

BeginScene/EndScene: o] A Fejo] A2y #& 48+ ZEL"/F
EE 2D, 3D AAE o] T4 Alolol A Drawd ZE@oF %

<#= 94 F¥>

PDGE_DEVICE m_pDev s /7 DGE _DEVICE
DGXMATRIX mEROTX;

DGXMATRIX mtRotZ;

DGXMATRIX mtwld;

mtRotZ. SetupRotationZ( DGXToRadian(c*3.51));
mtRotX. SetupRotationX( DGXToRadian(c*3.51));
mtwld = mtRotZ * mtRotX;

mtwld._41 = 10;

mtwld._42 = -10;

m_pDev->SetTransform(DGE_TS WORLD, &mtwld) ;

SetRenderState: @dlt]®y 7}k Male] Abe) kS AAs= 3
)y WAl AElE EDGE_RENDERINGSTATEC]l  Aeol=ol  da,  zZzke]  Ad) e
EDGE_RENDERINGSTATUS® 8 2]. OpenGLo Al el ™ 41e] On/Off 7]° glEnable/glDisable ¥
2 AAH. o] AL SetRenderState SFgolA  FEI] A F 0 YR

SetStatusEnable/SetStatusDisable <= 3= 2.

ol

<¥d ry #H@ HE>
m_pDev->SetRenderState(DGE_RS SHADE MODEL, DGE_ST_SMOOTH) ;// Shade Model
m_pDev->SetRenderState(DGE_RS DEPTH_TEST, DGE_ST_ENABLE); // Depth Test Enable

m_pDev->SetRenderState(DGE_RS CULL_FACE, DGE ST ENABLE); // Culling Enable

SetTexture:-(): #)xx]9] AMZ (Sampling) ¥} HE] B2 A S AAs= g
SetTextureAddressS: S W3k AMEd 9] T4 Mode 427 . DGE_TS_REPEAT, DGE_TS_CLAMP
SetTextureAddressT: T H}sF AMZE= o] 4 Mode A A . DGE_TS_REPEAT, DGE_TS_CLAMP
SetTextureFilterMin: 22 2] Minificationol thdh e 4.

— NEARST, LINEAR, [NEAREST|LINEAR]_MIPMAP_[NEAREST|LINEAR]
SetTextureFilterMag: Bl2~x] 2] Magnitudeo] 3t T A4, NEARST, LINEAR
SetTextureStateOp: HE] B|2=x] Ao AE M4 &3 o“jq A



- MODULATE, DECAL, ADD, ADD_SIGNED, SUBSTRACT
SetTextureEnv: OpenGLe] glTexEnvf o<+

<gy g=x Az e HY>
m_pDev->SetTexture(0, m_pTex0); /70 gxF 4%
m_pDev->SetTextureAddressS (0, DGE TS REPEAT);
m_pDev->SetTextureAddressT (0, DGE TS REPEAT);
m_pbev->SetTextureFilterMin(0, DGE TS LINEAR);

m_pbDev->SetTextureFilterMag(0, DGE TS LINEAR);

=3

m_pDev->SetTexture(l, m_pTexl); /1 gz Hy
m_pDev->SetTextureAddressS (1, DGE TS REPEAT);
m_pDev->SetTextureAddressT (1, DGE TS REPEAT);
m_pbev->SetTextureFilterMin(1, DGE TS LINEAR);

m_pDev->SetTextureFilterMag(1, DGE_TS LINEAR);

2.3.1.2 9 golg A 34

SetFVF: 4= ~EHQ] A3 2~Ede] Hex xvl A4
SetTexture: HE|] B3] @A|e] 8lxx A4, F 29A7-4] A

SetColor: Ay wfo]l=Za}elo] A yAolA Diffuse MAS A4 OpenGL glColor[f|v]e &
SetStreamSource: VBO(Vertex Buffer Object)ZE Hfo]X&elo] A2
SetIndices: IBO(Index Buffer Object)Z Ijo|Zg}elo] A4

2.3.1.3 =9 3=

DrawPrimitive[fli]: 19 ~7} Q1= VBOE &9 (f: float & dlolH, i: Fixed Point Data)
DrawIndexedPrimitive[f|i]: IBOE VBOOl A3 A &4

DrawPrimitiveUP[f|i]: Stack, Heap &7t2] AF&2F Ao do]¥ (User Pointer)E 9.
DrawIndexedPrimitiveUP[f|i]: Stack, Heap &%t AR&AZE #7437k <ldjxsek A dveolHE
Clear: Z#|9) v o] A wix, zlo] Wy & AAT Fhoz 273} glClearo] W<
Present: Z#d B2 W8S 3pHo| &9 . eglSwapBuffer 9} glFlush St tf-%-

2.3.1.4 &8 =209 WHE AR

SetMainApp: & 213l w¢l dlojg e Fax avlas A AFEA7E 2E

L
J8



SetSprite: IDGE_Sprite 212 o
SetInput: IDGX_Input 12=®l27} A
SetNetwork: WES 9] wQl JA-HAE A%, AREA7E A .
SetUserDatal[1--+4]: AF&2}7F A%

IDGE_Deviceo] AZE o] 9= 28 =z 13 HEEL IDGE Device Q2B AR 9loW Get--() 5=

24 g

2.3.2 IDGE_Sprite

2D 1} A 2] . DGE_CreateSprite &= <l
= 2D 18-S Begin/End = AtololA &

>
i
P

A DGE_DestroySprite <=2 S1A®lA A,

L)
o)
(o]
2
o

=

=

o

=

=

><

L

ﬁ'rN
v}

2.3.3 IDGE_Image

)
1o

T B FA doly A4, m °H5 BWP ¢F TGA, PNG A€, JPG =9 Alglo vk ALE-
e, 959 EmulatorE A3y 9 GPT 91 AA. GPT 32 32ME AL o3 Adz A4 7]
(Color Key)E 7FAlaL 16H]E /—‘l,] o7 W3k A 7)7F glo R5GEB5. MAF 7171 Lo R5GSGHAL.
otyl o] QO RAGAB4A4. AAF W3S DGE_Convert32tol6Color &<=ollA #2]. DGE_Createlmage

=5 MA A DGE_Destroylmage SHF= Q12®lA 3 A .

N

olr

GetRscType: J A9 A2~ (Reource) EFY) wksk. BMP, TGA, PNG, GPT
GetFormat: OpenGL ¥2]o] Al vl w3l GL_RGB, RGBA, LUMINANCE, LUMINANCE_ALPHA
GetType: OpenGL &21¢] o4 €}¢] W3k, UNSIGNED_SHORTS65,

UNSIGNED_SHORT4444, UNSIGNED_SHORT5551

GetImgW: olm#] 7}2 Z "3, A %=9 Emulatore 29 52 74
GetImgH: ©o]v]A] MZ Z ¥ist AE$ Emulator: 29 552 TA.
GetImgD: F Ao Zlo] Hlo]E ®ksk 1 = 8H|E, 2 = 16H]E, 3 = 24H|E | 4 = 328]E A}



GetPixel: A W
SaveToFile: IS TGA, GPT L= A%

2.3.4 IDGE_Texture

g2 A, A fo]le €8, DGE_CreatelTexture T2 3 T JA WA 823 A, o]
v A gde A B AAE BEE B liF-olA IDGE_Image AAE AHE. H2Ae F5H ALS
7] 93k Owner7} £A4). DGE_DestroyTexture = Q1AE A A8 w Owner?} e 9% &4 .
Owner+= SetOwner &= AFEA7F A7, NULLS A3 Owner 3l A

AT A ~AEo A DGE_CreateTexture 352 BAHE YT AL AMAF 719 olvu) A9 Channeld] w

g 7]17]ol b= AHEs o] 160 E Mg gptf F A on|A] 3 A4,
Channel 4= A&7 A A3 Color Key gptf ¥do] Jal ¥
3 (24bit) 0x00000000 (A A <t &) GL_UNSIGNED_SHORT_5_6_5
1t
0x00000000 %k ©]<] GL_UNSIGNED_SHORT 5_5_5_1
4 (32bit) Color Key 74 ¢l GL_UNSIGNED_SHORT 4_4_4_4

71 WA gptf HAL Fa o] wele] PO png, tga, bup F FobH olMAF gole F,
gptf W EWOR 16HE HaAE A4, brp HAe] BAEE RHER R4 Wgsy] wRel 24
HE 320 E oln A B

rl

32
o]9]e] X2 OpenGL ES ZHo gbA| A&7 A8l oF &,

Fo: oA e 298] R wRE gl Al bg B olvAe) Uug ol 49 Wjsw
grojof 224,

GetName: IDGE_Texturei= #HE &) o]&o] &4. HEL
GetId: OpenGL ID w3k

GetFormat: Z Ao vl dl3}

K
i
e
i

S YR ARE

GetType: HA ] €} Hlgh
GetImgW: o]m =] Ju] w3}
GetImgH: o]mA] o] W3l
GetImgD: o]mA] Zlo] w3l
GetImgC: AAE WA} 7] Hi3lk

SetOwner: ©2=2] Owner 44 . NULL AE3HH Owner A
GetOwner: Owner Wr3).

BindTexture: OpenGL2] BindTexture &< 23S {3k <. HE €23 dEHH, o= 4A

<2p dojE>



#include <DGE Base.h>

PDGE_SPRITE m_pSprite= NULL; // 2D Sprite

vector<PDGE TEXTURE> m_vTex; // Texture List

// Sprite ¥
IT(DGE_FAILED(DGE CreateSprite(NULL, &n _pSprite, m_pDev)))

return -1;

// Texture 4%
for(i=0;..)
{

PDGE_TEXTURE pTex = NULL;
IT(DGE_FAILED(DGE CreateTexture(NULL, &pTex, (DGE_HANDLE)sFile)))
return -1;

m_vTex.push_back(pTex);

m_pDev->BeginScene() ;

m_pDev->Clear(DGE_CLEAR COLOR BUFFER | DGE CLEAR DEPTH BUFFER);

m_pSprite->Begin() ; // Sprite Begin

m_pSprite->Draw(m_vTex[O0], NULL, NULL);

DGE_RECT re;
DGXVECTORZ s; DGXVECTORZ r; DGXVECTORZ t; DGXCOLOR d;
rc = DGE _RECT( O, 0, 128, 128); t = DGXVECTORZ2( 10, 10);

m_pSprite->Draw(m_vTex[1], &rc, &t);

for(INT I=5; ..)
7
FLOAT X = FLOAT(rand()%320)-60;

FLOAT Y = FLOAT(rand()%240)-60;

t = DGXVECTOR2(X, Y):



m_pSprite->Draw(m_vTex[i], NULL, &t, NULL);

float fRadian = DGXToRadian(c);

rc = DGE RECT(0,0, m_vTex[45]->GetImgW(), m_vTex[45]->GetImgH()) ;
s = DGXVECTOR2( -.5F, .5F);

r = DGXVECTOR2(100, 100);

t = DGXVECTOR2(100, 100);

d = DGXCOLOR(0,1,1,0.5F);

m_pSprite->DrawEx(m_vTex[45], &rc, &s, &r, fRadian, &t, &d);

m_pSprite->End() ; // Sprite End

m_pbev->EndScene() ; // Post Rendering. . .

// Texture )4

for(i=0;i<m_viex.size(); ++i)

4
PDGE _TEXTURE pTex = m viex[i];
DGE DestroyTexture(&pTex);
}
m_vTex.clear(); // Texture Iist clear
DGE_DestroySprite(&m pSprite); // Sprite &4

Vertex Buffer ObjectE 93t <lEj#| o]~ . DGE_CreateVB <= WA AA . DGE_DestroyVB <= 7
A A, HEx W= F8EA AREStE A7 Bol ulFol Owner7} &A1, Owner7} glojof

DGE_DestroyVB <=2 A sjA)|7F ot .

Fill: wiE)2 Bso] dolg 744l
Bind: d}o]=g}elo] VBO uleld . glBindBuffer 33 FolA &
SetOwner: Owner A1%. NULL {2 u] Owner &]A]. Default Owner = NULL



2.3.6 IDGE_IB

Index Buffer ObjectZ 93+ ¢lE]#| o]~ . DGE_CreatelB &= A A . DGE_DestroylB &= A A
Al QlElx W¥= I8 AREske A97F ol Wil Owner7b &A1, Owner7F  §lofof

DGE_DestroyIB &= ZAA siA|7} .

Fill: ¢lelx el dolg 7841,
Bind: d}o]=g}elo] IBO vlelY . glBindBuffer 33 UFolA &

SetOwner: Owner A7 . NULL A=< w] Owner 3l #]. Default Owner = NULL

<VBO, IBO #r]&E>
PDGE_VB m_pVB;:

PDGE 18 m_plB[6];

S/ A28 mlzalo] FHF rlo]E Y
GFIXED vertices[] =
{

-10,-10,-10, +10,-10,-10, +10,+10,-10, -10,+10,-10,

-10,-10,+10, +10,-10,+10, +10,+10,+10, -10,+10,+10

DWORD dFVF = DGE FVF _XYZ;

INT nSize = sizeof(vertices);

// DGE_VBO Y7 tbjo]e] FH$-7]

IT(DGE_FAILED(DGE CreateVB(NULL, &m _pVB, m_pDev, &dJFVF, vertices, &nSize)))

return -1;

dFVF = DGE FMT_INDEX16;
nSize = sizeof(WORD) * 4;
// DGE 180 4%
for(i=0;i<6; ++i)
{
IT(DGE_FAILED(DGE CreatelB(NULL, &m pIB[i], m_pDev, &AFVF)))

return -1;

/7 180 H]o]E 7]



WORD front [] = {2,1,3,0}; // front face

m_plIB[O]->Fill(front , nSize);

/Zask

m_pbev->BeginScene() ;

m_pDev->Clear(DGE_CLEAR COLOR BUFFER | DGE CLEAR DEPTH BUFFER);

static int c =0;

++C;
DGXMATRIX mtRotX;
DGXMATRIX mtRotZ;
DGXMATRIX mtwld;

mtRotZ. SetupRotationZ( DGXToRadian(c*3.5F))
mtRotX. SetupRotationX( DGXToRadian(c*3.5F))
mewld = mtRotZ * mtRotX;

mtwld._41 = 10;

mtwld._42 = -10;
m_pbev->SetTransform(DGE_TS WORLD, &mtwld) ;
m_pbev->SetStreamSource(m_pVB) ;

m_pDev->SetFVF(DGE FVE XYZ);

m_pbev->SetColor(1,0,0,1);
m_pbev->SetiIndices(m_plB[0]) ;

m_pDev->DrawlndexedPrimi tivef(DGE_PT_TRIANGLE _STRIP, 4);

m_pDev->SetTransformldentity(DGE TS WORLD) ;

m_pDev->EndScene() ;

/7 VBO, IBO &4

DGE_DestroyVB(&m_pVB) ; /7 VBO A

for(i=0; I<6; ++I)

DGE _DestroyIB(&m plB[i]); /7 1BO &)A]



3. DGX

- #o]B. &7 CAANOO - libdgx20.so, WIZ - libdgx20w.so, Windows — dgx20_.1ib
- Input, Media, Sound, Network, 3D UtilZ FA. 3D AF+E=%+ OpenAl F=.

3.1 IDGX_Input

A SFE DGE Input e Felzsh, WE, ofdza xolaE, ¥A 239 A,

Update: oPgZ 1 Fo]2¥ K WE BX 23H £O07 oHlE Ay
GetKeyMap: 7] o|HIEZ =

GetTsbMap: E|X| 23 % o|HEE A3 wjde] 45 Wt
KeyDown: Down el o] & AE ==0, A4 e =1
KeyUp: Up Zdell= ol A8 =1, dA ¥8l =04 74
KeyPress: &4} ] == o] Fef = 14 4

KeyState: W& e ¥k3k Down = 1, Up = 2, Press = 3

TsbDown: E]2] == % Down “JE] W2
TsbUp: B]1X] == ¥ Up Atd] w3k
TsbPress: E]X] 22 ® Press “JE] ¥
TsbState: E1x] = ¢ AFe] w3l

riet

>
uj
1o
BN
o
rlo
=
i
=
offl
e

e

gl

GetTsbPos: E}A| 223 & 912 ¥k, FLOAT x 3 2 &

GetTsbDelta: B1x] ~=%1e] AJo] 23k g W&k, FLOAT x 3 Z&.
IsTsbMove: E1x] A3 8 EZo] 9l=x] i3k

SetCurKey: ®=9] olWlE ks 474

SetCurTsh: X 3] A HelE 44,

SetTsbPos: B A 2~ #AA 9= AA.

[sInRect: Folx AAzte 4 <Qbel HX| 239 X7} EAlsk==] #E

Reset: DGX_Input Hl°|E9 EE S 002 %73}

SetActive: EAISH/M|EAISE HA. WFo #ES WAHSEA %3 Down, Up, Press®] Hksk ik 0

o2 ¥, Default: Active
GetActive: &/ds}/nj&Ads} ks ks

<IDGX Input>
#include <DGE_Input20. h>

#include <DGX_Input.h>



PDGE_DEVICE m pDev = NULL; // Device

PDGX_INPUT m_plnput= NULL; /7 Input

// Device ¥
IT(DGE_FAILED(DGE_CreateDevice(NULL, &m_pDev, m_hWnd, NULL)))

return -1;

/7 Input 4%

IT(DGE_FAILED(DGX Createlnput(NULL, &n _plnput, m_pDev, m_hiWnd)))

return -1;;

/7 Main Loop

m_plnput->Update() ; /7 Input Update

/7 Input EF] =T Go]E (P13, ) FAL7]

DGXVECTOR3 veTsbPos = m_plInput->GetTsbPos() ;
DGE _STATE nTsbState= m_plInput->TsbState() ;
If(nTsbState)

printf("%3. F %3.F %d\n", vcTsbPos.x, vcTsbPos.y, nTsbState);

/s BlE
const BYTE* pKey = m_plnput->GetKeyMap();
for(int i=0; iI<DGEINPUT _KEY TOTAL; ++I)
{
iF(pKey[i])

printf("'You Pressed %d: state: %d\n", i, pKey[i]):

/7 Input A
DGX_Destroylnput(é&m_plInput) ;
// Device &7

DGE _DestroyDevice(&m_pDev) ;



w
N}
=
@
[@N
o

5o, BF 24, USB 5 71719 ¥ AAHES A
3.2.1 Mixer
A%, LEE &Y A7) 24

DGX_MixerOpen: Mixer &= A& %7]3},
DGX_MixerClose: Mixer &2 A& @A)
DGX_MixerGetVolumeRange: Mixer &3¢ BF
DGX_MixerSetVolume: Mixer %2 Z

B ) AH
DGX_MixerGetVolume: Mixer Fx]¢] EF 37] 47]

3.2.2 Microphone

vpol oL

DGX_RecordingSound: =5&. A%E =317 9138 1024 KB’} Z 2

3.2.3 7€}

DGX_Battery: ®iE{g] #o] 2. High=1, Middle=2, Low=3, Empty=4

3.3 Network

TCP/IP B4l A&, 1/0 & Select W4 A&
DGX_NetDeviceOpen: WE A =] A} 4
DGX_NetDeviceClose: WESI=A %X A}
DGX_SocketAddr: IP, Port& 4= Wro} &7l a4 24 A4
DGX_SocketClose: A/d€ A7 A
DGX_SocketTcpCreate: TCP-& 471 AJA
DGX_SocketUdpCreate: UDP-& 471 A3
DGX_SocketConnect : E o] AETZ}F Aol &
DGX_SocketBind: &3} A7 F4 24 HGE vleld

DGX_SocketListen: AW 2] A7l Listen

o
A

op
T
i

O

O

ul

DGX_SocketAccept: E&olAES] &S 7Igela &7, A7 T4 F2AE

DGX_SocketSend: Data X<
DGX_SocketRecv: Data 44l

#, Hdl o3k 271(0~127).



DGX_SocketSelect: WEY A J/Z=H S Multiplexing® 2 A2 (Select *2])
DGX_SocketNonBlocking: 4271 Non-BlockingS. 2 W .
DGX_SocketNaggleOff: TRUEE &
DGX_Local IpAddress: 71719] 1P F4 W3k,

3.4 IDGX_Sound

OpenAL 714¥Fe] wave TLS A7) ¢3F A, WF=A] A= fjvlo] 2~ A 3 DGX_CreateSound $F
T2 IDGX_Sound AN2=®l2~ AA . DGX_DestroySound = QA 2El 2 34,

F9]: DGE OpenAL AF&E= B ¥ 16 HIE stereo 22kHzE AAE o] 911 PCM Wave 3dut X, wa}
A AP E 3dS POM 16HE 22kHz R/ H SR wtE= Fo] A3

DGX_SoundDeviceOpen: A= tiufo]2~ AA]

DGX_SoundDeviceClose: A= tirlo]l A~ &jA)

Query: Ab2= Ao WH = A @S Aojsty] 93 4.
GetType: AFE= 2]4 2~ EF]. wave or midi 3

Play: A= AA

Stop: A TA]

Reset: AJ$E= AA YIS W gog o%

Pause: €Al T4

SetVolume: BF 4. 9 =7] = 1.0F
SetRepeat: ®¥HE 3l4= 1¥ m= F3F wkE = DGX_SND_INFINITE

[Get [Set]Status: A, A, LAl T2, 7] YA 9 HHE W3

AREE A Y>
#include <DGE_System.h>
#include <DGE_Time.h>
#include <DGE Math.h>
#include <DGE Base.h>

#include <DGX_Sound.h>

#define MEDIA DIR "o/ Smedias/””

#define MAX_SOUND 4



PDGX_SOUND m_pSnd{MAX_SOUND] ; /7 Sound Instance
// Sound Device 4%
IT(DGE_FAILED(DGX _SoundDeviceOpen()))

return -1;

char* soundfile[] =

{
MEDIA_DIR"'ding.wav",
MEDIA DIR"2._wav",
MEDIA DIR"3.wav",
MEDIA _DIR"groovel.wav",
}

// Sound ZA 4%

for(i=0; i<MAX_SOUND; ++i)

4
hr = DGX _CreateSound(NULL, &m_pSnd[i], soundfile[i]);
iF(DGE_FAILED(hr))
return -1;
m_pSndfi]->SetVolume(0.8F); /7 EF HY
m_pSnd[i]->SetRepeat(l) : Ve
}

/7 Play Sound
If(m_plInput->KeyDown(DGEKEY FA))
{

for(int i=0; I<MAX SOUND; ++i)

m_pSnd[i]->Play() ;

/7 Sound 23] A
for(i=0; i<MAX SOUND; ++i)

DGX_DestroySound(&m_pSndfi]) ;



// Sound Device 3JA]

DGX_SoundDeviceClose() ;

3.5 3D Utility

3D R AdE v, 2 (Mesh), Hehgt =3, Grid ol thgk Utility

3.5.1 IDGX_Camera

10% 7helel AE# o]l 2. OpenGL x, zF HWel yFo] st vetEe L&E JAAE AFEsh
IDGX_Camera:= 3D Max®} 5U3 x, v & HwHol

N
o
o
QL
i
oz
o
re
to
gl
(b
Y
=
X,
>
>
ofo

<OpenGL &#¥ =3 DGE Camera FHE >

DGXMATRIXS] SetupViewRH &<+ IDGX_Camera 7]=°2. 2 H dH(Viewing Matrix) S WHE=E 74,
2 DGXMATRIX®] SetupViewLH €<=+ DirectX9 €& #HF 7|50 =2 3 H 34,

Zhelel S B4 RO 28k § ¥k { gdy A4 WEe 5 PEES e
o] A& vlo]Zgele] MAs= Z. DGX_CreateCamera $r2 4] A, WH=A] IDGE_Device’} Z Q.
DGX_DestroyCamera == 1A 3fA].

Microsoft®] Direct3Del] AF-8-% dlolHE o]&3 A5 yo z F9 @& wgho] HQa .,

Update: ZFH2} wlolg] 7841, M e}e] =, Frustum & A4k,

FrameMove: Update 342 %3l 3D wfo]Zgleld] H sjHy Fo sidS A
SetTransformViw: 3D do]=Zgle] H Jyd HA.
OpenGL 7oA X-Y Bl 7 Fo] $12 It Fe= { P45 vhs 45 g4 2, 3

dolo] w3t 14, 24, 349 wkd FHQ

<o) Zeele) H&Y # YE HH>



DGXMATRIX mtViw = m_mtViw; // Camera View ¥4

mtViw._12 = m mtViw._13; mtViw._13 = -m_mtViw._12; mtViw._14 = -m_mtViw._14;
mtViw._22 = m_mtViw._23; mtViw._23 = -m_mtViw._22; mtViw._24 = -m_mtViw._24;
mtViw._32 = m_mtViw._33; mtViw._33 = -m_mtViw._32; mtViw._34 = -m_mtViw._34;

mtViw._42 = m_mtViw._43; mtViw._43 = -m_mtViw._42; mtViw._44 = +m_mtViw._44;

SetTransformPrj: 3}o]3x g}ele] T as MHA . m_pDev—>SetTransform(DGE_TS_PROJ, &m_mtPrj);

SetupParamView: ZhWlEle] & a4 HA

< d&>
DGXVECTOR3 vcY = normalize(LookAt - Eye): Vi
DGXVECTOR3 veX = normalize(cross(vcY, vecUp)); // FlEjete] x =
DGXVECTOR3 veZ = cross(vcX, vcY); /7 Ftjete] z =
DGXMATRIX mtViw;
ldentity(mtViw); // 35 dEZ &%
mtViw._11 = veX.x; mtViw._12 = vcY.x; mtViw._13 = vcZ.x;
mtViw._21 = veX.y; mtViw._22 = vcY.y; mtViw._23 = vcZ.y;
mtViw._31 = vcX.z; mtViw._32 = vcY.z; mtViw._33 = vcZ.z;
mtViw._41 = - *pEye * vcX; mtViw._42 = - *pEye * vcY; mtViw._43 = - *pEye * vcZ;

SetupParamProj: Zhulgle] £ g HA

0%‘

%>
DGXMATRIX mtPryj ;

<Fd

fFov *=0.5f; // Field of View

FLOAT cot = (FLOAT)cos(TfFov)/(FLOAT)sin(fFov);
FLOAT h = cot;
FLOAT w = cot/TAsp;

Ildentity(ntPrj); // ¥& dE= H%

mtPrj._11 w;
mtPrj._22 = h;
mtPrj._33 = (  fNear + fFar) / (fNear - fFar);

mtPrj._34 = -1.F;



mtPrj._43 = (2 * fNear * fFar) / (fNear - fFar);

mtPrj._44 = 0.f;

SetupMatrixViw: 9]5-9] 34S Jhvele] |/ Ay Hol HAL.
SetupMatrixPrj: <59 4 7hdgte] Fo Aol HAL,

GetAxis[XIYIZ]: 7helgte] [XIYIZ] & HEgh

MoveSideward: 1913 Zhd|gtel] oist /9 o] =
MoveForward: 1917 7hwlgfel] gt /%% o]&

RotateYaw: 725 THoZ 3k 3 A

s
RotatePitch: X&FS T4 =2 3k 37

<IDGX Camera>
#include <DGE_Type.h>
#include <DGE_System.h>
#include <DGE Math.h>
#include <DGE Base.h>
#include <DGX_Input.h>

#include <DGX_Camera.h>

PDGX_CAMERA m_pCam;

// Camera Instance

// Camera 47 View, Projection Parameter 473

IT(DGE_FAILED(DGX CreateCamera(NULL, &m_pCam, m_pDev)))

return DGE_EFAIL ;

DGXVECTOR3 vcEye (30, -100, 30);
DGXVECTOR3 vclook(30, 0, 0);
DGXVECTOR3 veUp (0, 0, 1);

m_pCam->SetupParamView( &vcEye, &vclLook, &vcUp);

FLOAT fFov = DGXToRadian(45.0F);
FLOAT fScnW= FLOAT(m_nScnW) ;
FLOAT fScnH= FLOAT(m_nScnH) ;
FLOAT fNear= 1.0F;

FLOAT frar = 5000.0F;



m_pCam->SetupParamProj (fFov, fScnW, fScnH, fNear, fFar);

/7 Input Update
m_plInput->Update() ;

const BYTE* pKey = m_pInput->GetKeyMap() ;

// Camera Move, Rotation Speed <7
FLOAT speed = (FLOAT)m_fElapsed;

speed *=100.fF;

// Translation

IT(pKey[DGEKEY UP]) m_pCam->MoveForward(+speed) ;
IT(pKey[DGEKEY _DOWN]) m_pCam->MoveForward(-speed) ;
IT(pKey[DGEKEY LEFT]) m_pCam->MoveSideward(-speed) ;

IT(pKey[DGEKEY RIGHT])  m_pCam->MoveSideward(+speed) ;

// Rotation

float fAngle degree = 2.0f;

IT(pKey[DGEKEY FA]) m_pCam->RotateYaw(fAngle_degree, speed);
IT(pKey[DGEKEY FB]) m_pCam->RotateYaw(fAngle_degree, -speed);
IT(pKey[DGEKEY FY]) m_pCam->RotatePitch(fAngle _degree, speed);
IT(pKey[DGEKEY FX]) m_pCam->RotatePitch(fAngle _degree, -speed);

m_pCam->Update() ;

/7 Aoy e FY

m_pDev->BeginScene() ;

m_pDev->Clear(DGE_CLEAR COLOR BUFFER | DGE CLEAR DEPTH BUFFER);

2 A AY, FY JLE AY FolEGd v

m_pCam->SetTransformPrj();

m_pCam->SetTransformViw() ;

/7 Rendering

m_pDev->EndScene() ;



DGX_DestroyCamera(&m_pCam); /7 FhEjel A3 A

3.5.2 IDGX_Entity

3D HAE Z2ageA et B9, xyz F AAA, A71E WA 5 9l

DGX_CreateEntity &= WA AA | DGX DestroyEntity 4= M| A,

FrameMove: Update Polygon Data.
Render: 3D dHlo|g ¥ .

Query: HlolH AA T+ #S 7HAHL7] #13

<XYZZ3 Grid J%>

#include <DGX _Entity.h>

PDGX_ENTITY mpxyZ /X, Y, Z Axis Line

PDGX_ENTITY m_pGrid ; // Grid Instance

IT(DGE_FAILED(DGX CreateEntity("Axis", &m_pXYZ, m_pDev)))

return DGE_EFAIL ;

IT(DGE_FAILED(DGX CreateEntity("'Grid", &m_pGrid, m_pDev)))

return DGE_EFAIL ;

/Zask

m_pbev->BeginScene() ;

m_pXYZ->Render() ;

m_pGrid->Render() ;
m_pDev->EndScene() ;
77 A

DGX_DestroyEntity(&m pXYZ);

DGX_DestroyEntity(&m_pGrid) ;



3.5.3 IDGX_Md!I

3D Animation Model S1E{H o]~ . 3D Max®] ASE, GPHY] GPM #]{. A AA - DGX_CreateMd]l <=, 28
A A - DGX_DestroyMdl
A5 A ~=Eo] A DGX_CreateMd] 43+ ASE 34S af4]

/Ké_

rd

S Ao "3l ash Binary Y9S- Al

FrameMove: =2 W5-2] Animationo] ¥#ld dolg 7§21

Render: 7341% ol ]y

SetAttrib: =2o] dlojg A . wWa o] EDGX_MDLolA A 9.
GetAttrib: 22 X< dolg 7}x 9 7). WaEHol= EDGX_ MDLA A A 9.

<IDGX_Mdl>

#include <DGX Mdl.h>

PDGX_MDL m_pMdIOrg1; /7 Original 1
PDGX _MDL m_pMdlIns1; /7 EA4 Instance 1
PDGX_MDL m_pMdIOrg2; /7 Original 2
PDGX _MDL m_pMdlIns2; /7 EA Instance 2

char sMdI1[DGE_MAX_PATH]= MEDIA DIR"model/mong.ase"";

char SMAdIZ[DGE_MAX_PATH]= MEDIA _DIR"model/mong.asb";

/7 HE gloje 4y
IT(DGE_FAILED( DGX CreateMdl("Ase Txt", &m_pMdIOrgl, m_pDev, (void*)sMdl1)))

return DGE_EFAIL ;

IT(DGE_FAILED( DGX CreateMdl("Ase Bin", &m_pMdIOrg2, m_pDev, (void*)sMdlZ)))

return DGE_EFAIL ;

S/ HAR ZE
DWORD ColorKey = 0x0;

m_pMdIOrgl->SetAttrib(DGXM_EXEC TEXTURE LOAD, &ColorKey):

S/ rojE o] 2 BA]
IT(DGE_FAILED( DGX CreateMdl("Ase Bin", &m _pMdllInsil, NULL, NULL, m_pMdIOrg2)))

return DGE_EFAIL ;



IT(DGE_FAILED( DGX CreateMdl("Ase Bin", &m_pMdlIns2, NULL, NULL, m_pMdIOrg2)))

return DGE_EFAIL ;

/7 ofijmlo] o] He 3t A7IE JE
DOUBLE fElapsedTime = this->GetElapsedTime();

DOUBLE fTime;

DGXMATRIX mEROTX;

DGXMATRIX mtRotZ;

DGXMATRIX mtwld;

DGXVECTOR3 veorgl(-45, 0, 0);

mtwld. Identity() ;

mtRotZ. SetupRotationZ(DGXToRadian(0)) ;
mtwld. SetupTranslation( &vcOrgl, FALSE);
mtwld = mtRotX * mtRotZ * mtwWld;

fTime = fElapsedTime*0.8;

/7 Model 1 Update
m_pMdIOrgl->SetAttrib(DGXM_WORLD MATRIX, &mtwld);
m_pMdIOrgl->SetAttrib(DGXM_ADVANCE TIME, &FfTime);

m_pMdIOrg1->FrameMove() ;

DGXVECTOR3 velnsi(-15, 0, 0);
mtwld. Identity() ;
mtRotZ. SetupRotationZ(DGXToRadian(90)) ;
mtwld. SetupTranslation(&vclInsl, FALSE);
mtwld = mtRotzZ * mtwld;
fTime = fElapsedTime*.4;
/7 Model 2 Update
m_pMd I Ins1->SetAttrib(DGXM_WORLD MATRIX, &mtwld) ;
m_pMdl Ins1->SetAttrib(DGXM_ADVANCE TIME, &FTime);
/7 ejEe]d 7k 2y
{
struct _TT7{ INT B; INT E;} t={10, 25};

m_pMdl Ins1->SetAttrib(DGXY_LOOP_SECTION, &t);



}

m_pMdl Ins1->FrameMove() ;

DGXVECTOR3 veorg2(15, 0, 0);

mtwld. Identity() ;

mtRotZ. SetupRotationZ(DGXToRadian(-90)) ;
mtwld. SetupTranslation(&vcOrg2, FALSE);
mtwld = mtRotzZ * mtwld;

fTime = TElapsedTime*. 6T;

/7 Model 3 Update
m_pMdIOrg2->SetAttrib(DGXM_WORLD MATRIX, &mtwld) ;
m_pMdIOrg2->SetAttrib(DGXM_ADVANCE TIME, &FTime);
/7 ejEe]d 7k 2y
{
struct _TT7T{ INT B; INT E;} t={25, 50};
m_pMdIOrg2->SetAttrib(DGXM_LOOP_SECTION, &t);

}
m_pMdIOrg2->FrameMove() ;

DGXVECTOR3 velns2(45, 0, 0);
mtwld. Identity() ;
mtRotZ. SetupRotationZ(DGXToRadian(-90)) ;
mtwld. SetupTranslation(&vcIns2, FALSE);
mtwld = mtRotzZ * mtwld;
fTime = TElapsedTime*1.fT;
/7 Model 4 Update
m_pMdl Ins2->SetAttrib(DGXM_WORLD MATRIX, &mtwld) ;
m_pMdl Ins2->SetAttrib(DGXM_ADVANCE TIME, &FTime);
{
struct _TT{ INT B; INT E;} t={140, 140}
m_pMdl Ins2->SetAttrib(DGXM_LOOP_SECTION, &t);

}

m_pMdl Ins2->FrameMove() ;

m_pDev->BeginScene() ;



/7 2y doy

m_pMdIOrg1->Render() ;
m_pMdl Ins1->Render() ;
m_pMdIOrg2->Render() ;
m_pMdl Ins2->Render() ;

m_pDev->EndScene() ;

/7 A
DGX_DestroyMdl (&m_pMdIOrg1) ;

DGX_DestroyMdl (&m_pMdIIns1) ;

DGX_DestroyMdl (&m_pMdIOrg2) ;

DGX_DestroyMdl (&m_pMdI Ins2) ;

4. DGT

- #o]B. & CAANOO - libdgt20.so, WIZ - libdgt20w.so Windows - dgt20_.1ib
- 2D Ro} B7], 45, DRM & A Resource #& To=2 A4

4.1 IDGT_SpriteMx

2D Eol A7]. 7}l TLsk g2l Polygon LayerE WHEo] &9,
Begin: 2D s 34 A

End: 3D ALY FHO=
Add: ®lxxje} Fojd oA gL 3D Polygono = WeksfA F7b. wbek wpx| Layer o] A9}
Zow wpA g Layeroll 3D Polygon®t F7F. 4] koW A &=¢ LayerE WHE3L Polygon F7F.

ek Ay o)y AddEx Rtk A 2|7} whE

AddEx: Adde] . 3l1d, A7) ¥ 5 53k 2D AP s Polygons RHEIL Layerol] F7.

g
54l

AddtoExist: &=A]3}E Texture?] Layero] Polygon 7. BlAx 7} o] A9 LayerEol] EA8F4 &o
A 2= LayerE YHEIL Polygon F7F. ©@edh A& o] AddtoExistEx R th w5
AddtoExistEx: #|d, =7] Wk Fol thdt AddtoExist =3

DrawLayer (nFirstL, nlLastL): W3¢ Layer 5& & =¢
E o

DrawLayer (PDGE_TEXTURE) : Argument©l] Fo]%X 8l Ax19} A Xl BE Layer =9 .



< IDGT_SpriteMx>

#include <DGT_SpriteMx.h>

#define MEDIA DIR v/ smedias”t

DGE_HANDLE m_hind; // Window &
PDGE_DEVICE m_pDev = NULL; // Device
PDGE_SPRITEMX — m_pSpriteMx= NULL; // 2D SpritelMx
PDGE._TEXTURE m_pTex; // Texture List

INT DGE_CALLBACK Run(DGE_HANDLE)

{
DGE _RECT rc;
DGXVECTORZ s; DGXVECTORZ r; DGXVECTORZ t; DGXCOLOR d;
for(.)
{
FLOAT X = FLOAT(rand()%320)-80;
FLOAT Y = FLOAT(rand()%240)-80;
t = DGXVECTOR2(X, Y):
m_pSpriteMx->Add(m_pTex, NULL, &t, NULL);
}
m_pbev->BeginScene() ;
m_pDev->Clear(DGE_CLEAR COLOR BUFFER | DGE _CLEAR DEPTH BUFFER);
m_pSpriteMx->Begin() ; // 2D Rendering #73 4%
m_pSpriteMx->DrawlLayer() ; // Draw Layer
m_pSpriteMx->End() ; /&
m_pSpriteMx->Clear() ; // Layer Clear
m_pDev->EndScene() ;
return 0;
}

INT main(INT argc, char* argv[])

{



PDGE_TEXTURE pTex = NULL;

char sFile[160]= MEDIA DIRtex/bg.bmp"';

// SpriteMx -
IF(DGE_FAILED(DGT_CreateSpriteMx(NULL, &m _pSpriteMx, m_pDev)))

return -1
// Texture 4%
iF(DGE_FAILED(DGE CreateTexture(NULL, &pTex, (DGE_HANDLE)SFile)))

return -1

m_pTex = pTex;

while(1) // Main Loop
4

FiF(DGE_FAILED(DGE Run()))

break;

m_pbev->Present(0,0,0,0) ; /7 Flipping
?
DGE_DestroyTexture(&pTex); // Texture 34
DGT _DestroySpriteMx(&m_pSpriteMx) ; /7 SpriteMx A
DGE_DestroyDevice(&m_pDev) ; // Device &4
DGE_DestroyWindow(m_hwnd) ; /7 Window &4
DGE Close(): // DGE A
return 0;

4.2 DGT Lzo

F7) = Lzo(http://www.oberhumer.com/)

Dgtlzo_Init: Lzo %7]3}. AsjslH &4 dis)

DgtLzo_Close: Lzo A whyt

DgtlLzo_CompressFile: Source 3} & Dest I}

DgtLzo_DeCompressFile: ¥%5% 3dS EA Zr
B

DgtLzo_DeCompressFromFile: &% wd =



H = free SHE A

DgtLzo_CompressBuf: WHE <&, &3 ¥ A= free S5 AR
int DgtLzo_DeCompressBuf: 4% BlHolA BlHE = A,
Aol fAE HH = free = 2 v,

<lzo 5>
#include <DGE_Type.h>
#include <DGT_Lzo.h>

#define MEDIA DIR "o/ Smedias/””

int main(int argc, char* argv[])
{
IT(DGE_FAILED(DgtLzo Init())) // Lzo &3}

return 0O;

char sSrc[260]=MEDIA DIR"page 03. Iua'';
char SDSt[260]=MEDIA DIR"t.gpz";

IT(DGE_FAILED(DgtLzo CompressFile(sDst, sSrc))) // 5

return -1;

7 9E YL By Fod 7]
IF(DGE_FAILED(DgtLzo _DeCompressFile("../", "t.gpz')))

return -1;

unsigned char®* sbuf;

unsigned Iong Ibuf;

S/ o= Qo)) fjo]E] FF I/ Q7]
IT(DGE_FAILED(DgtlLzo DeCompressFromFile(&sbuf, &lbuf, '"'t.gpz'’)))

return -1;

/7 Debugging. . .

FILE* fp = fopen("'tt. txt"”, "wt");

fwrite(sbuf, sizeof(unsigned char), Ibuf, fp);
free(sbuf) ;

fclose(1p) ;



char sLine[512];

fp = fopen("'tt.txt"”, "rt");

while(!feof(fp))
{
fgets(sLine, 512, 1p);

printf("'%s", sLine);

fclose(Tp) ;
DgtlLzo Close();

return 0O;

4.3 DGT DRM

DRM &A=



