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72 gitk: VisionSDK

File Edit WView Help

# Local uncommitted changes, not checked in to i

to unicode
AT 2E 20

gitignare

setup proj is added
SHIE 858

to unicode src

proudnet from r1
sln just copy
nota

sin files ver 1
proj files commit

88800000000 0080 0000000800000 000000

sin files first ver

gitignare file is added now
=dtheroE FEaH)| fiol RS CHEH oA 38
shared/srcfentities = H 321
S 280 =712 E
MHASIO AL B E
HEH 2EF B2M8 S22 ok
O HEH S8k S22 & Tl
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transition sample first ver

transition sampleH pn hlib Z=2F

ActionScriptMode macro is deleted
synchworld server build ok

FHHCEH 2 HE #H ZUH 2

engine samples source 1stver

Hyunjik Bae =i

2011-11-06 17:32:24

Hyunjik Bae =i#—2011-11-06 14:36:36

Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =it
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =it
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i

Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =it
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =it
Hyunjik Bae =i
Hyunjik Bae =ir
Hyunjik Bae =i
Hyunjik Bae =it

2011-11-06 14:31:29
2011-11-06 14:25:09
2011-11-06 12:54:47
2011-11-06 12:54:14
2011-11-06 12:51:30
2011-11-06 12:00:13
2011-11-06 11:41:23
2011-11-06 10:59:09
2011-11-06 10:34:12
2011-11-06 09:43:04
2011-11-05 21:19:11
2011-11-05 20:33:23
2011-11-05 12:49:59

Sl YWELR Hyunjik Bae =it 2011-11-05 18:20:28
Sk FJ7L AN L2 2 5td HA 39 BEE  Hyunjik Bae <ir 2011-11-05 18:02:47
debug Hyunjik Bae =it 2011-11-05 14:46:26
note Hyunjik Bae =it 2011-11-05 14:25:47
SEHHEdd I EOE EEZ HEES. Hyunjik Bae =it 2011-11-05 14:25:06
MU F45 2= MHa &A &9 Hyunjik Bae =it 2011-11-05 10:45:54
indent anly Hyunjik Bae =it 2011-11-05 10:18:14

2011-11-05 10:10:07
2011-11-04 23:21:40
2011-11-04 23:21:12
2011-11-04 23:17:15
2011-11-04 21:14:32
2011-11-04 20:53:07
2011-11-04 20:31:16
2011-11-04 20:29:30
2011-11-04 20:158:34
2011-11-04 20:16:51
2011-11-04 20:16:38
2011-11-04 20:16:15
2011-11-04 20:14:19
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VISION_INIT
{
// setup directories, does nothing on platforms other than i0S,

// pass true if you want load from the documents directory
VISION_SET_DIRECTORIES( false);

// Create an application
spApp = new VisSampleApp() ;
spApp—>LoadVisionEnginePlugin();

// Init the application
if (1spApp—>InitSample( "MapstitViewerMap" /*DataDir=/, "ViewerMap"
/*Samp|eScene*/ ))
return false;

return true,

}



VISION_SAMPLEAPP_AFTER_LOADING

{
spApp—>SetShowFrameRate( true) ;
// Create a mouse controlled camera (optionally with gravity)
VisBaseEntity cl *pCamera = spApp—>EnableMouseCameral) ;

}



H] 2

VISTON_SAMPLEAPP_RUN

{
return spApp—>Run() ;

}

=0 &



VISITON_DEINIT

{
// Deinit the application

spApp—>DelnitSample();
spApp = NULL;
return true;




1B



HEIE| 2T

VISION_SAMPLEAPP_AFTER_LOADING

{
// Create a mouse controlled camera
spApp—>Enab | eMouseCameral( ) ;

// Create an entity of class VisBaseEntity_cl infront of the
camera with a model

pEntity = Vision::Game.CreateEntity("VisBaseEntity cl",
VisVector_cl(250,0,-120), "ModelstWarriorWarrior .model");

pEntity->SetCastShadows( true);

}
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VISTON_SAMPLEAPP_RUN
{

// Run the main loop of the application until we quit
i f (spApp—>Run())
{

//Rotate the entity 20 degrees per second using this simulation
frame's time delta
float fTime = Vision::GetTimer()->GetTimeDifference();

pEntity->IncOrientation( VisVector_cl(20.f = fTime,0,0) );
return true;

}

return false;

}
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//A custom entity class that rotates the entity
class MyEntity_cl : public VisBaseEntity_cl

{
pu

}s

blic:

MyEntity cl();
~MyEntity cl();

VOVERRIDE void InitFunction();
VOVERRIDE void ThinkFunction();

V_DECLARE_SERIAL_DLLEXP( MyEntity cl, DECLSPEC_DLLEXPORT );
IMPLEMENT_OBJ_CLASS(MyEntity_cl)

float RotateSpeed; //rotation speed (degrees per second)




V_IMPLEMENT _SERIAL( MyEntity cl, VisBaseEntity cl /*parent class*/ , O,
8&g_MyModule );

/] *x* The variable table is used by the plugin system of the engine
and editor.

START_VAR_TABLE(MyEntity_cl,VisBaseEntity_cl,"Rotating entity",O0,
NULL )

DEFINE_VAR_FLOAT(MyEntity_cl, RotateSpeed, "Rotation speed (degrees
per second)", "10.0", 0, 0);
END_VAR_TABLE



//Module to register our classes with
DECLARE_THIS_MODULE( g _MyModule, MAKE_VERSION(MY_VERSION_MAJOR,

MY_VERSION_MINOR), "Engine Sample", "Havok", "Vision Engine Sample",
NULL );



VISTON_INIT
{
VISION_SET_DIRECTORIES( false);

// Rk e e db b S b S b db b b b b b b S b S b S S S b g b B b b b S b S b S b S S S S S S A S b g b S b S b i 3

// Register the module so the engine knows about the classes

// EaRA R e b b S b S b i b b b b b b b b S b S b S b S b b b b b S b S b S b S S d S S e S (b S b g b S b S b i 3

Vision::RegisterModule(&g_MyModule);

// Create an application
spApp = new VisSampleApp();

of2fct M= ZZ FHHH} 2[2E FHEHHS T}
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2.
static CNetClient.Create
CNetClient.Connect

oh-AMH HE

1.
static CNetServer.Create
CNetServer.Start

Ee

SCO0[HE

4. OnJoinServerComplete O|HI E

(OIXIE E|| MAIHE 3t0I)

A H

3. OnClientJoin O|HIE
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VISION_INIT
{

<F2

[/ M A8 2= izt 24t
if(::DialogBox( GetModuleHandle(NULL),

MAKE INTRESOURCE( IDD_LOGIN)
{

, NULL, LoginDIgProc) !'= IDOK)

=N .

MUl F 45 SEEH S,

localhost

AEMNZE BT R

Robert




A AR B E

/I ME{E A|EFstct.
CStar tServerParameter p1l;

p1.m_localNicAddr = CA2W( localNicAddr);

p1.m_protocolVersion = g_Version;

p1.m_tcpPort = g_ServerPort;

p1.m_al lowServerAsP2PGroupMember = true; // MHEHE P2P GroupMember £
%712 s|2sict.

p1.m_timerCal IbackInterval = 10; /] OnTick 7|5 AFRSH7| &
srv=>Start(pl);

m_server = Srv;
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CNetConnectionParam param,

param.m_protocolVersion = g_Version;
param.m_serverPort = g_ServerPort;
param.m_server |P = g_Wor |d—>m_serverAddr;

return m_netClient—>Connect(param);

o A
=
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/1 MELS HE AN 2 HEO| SEH=A| 2W} =X 2ut7F L= iS5

void CWor Id::0OnJoinServerComplete( Errorlinfo *xinfo, const ByteArray
&replyFromServer )

{
if (info->m_errorType != ErrorType_Ok)

{
. :MessageBox (NULL, CW2T(info—>ToString()), _T("Error"), MB_ICONHAND|MB_OK);

g_Wor [d->m_keepRunning = false;

}

else
{
// Setup the character
VisVector_cl| characterOrigin( 200.f, -200.f, 0.f );
m_localHero = (TransitionCharacter_cl =)
Vision: :Game.CreateEntity( "KeyControlledTransitionCharacter cl",

characterOrigin );
m_localHero—>SetOr ientation( 180.f, 0.f, 0.f );

m_localHero—>SetEntityKey("TransitionCharacterEntity");
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/] SEt0|ET} &2 S013= el si=2
void CSynchWor IdServerDIg::OnClientJoin( CNetClientInfo *clientInfo )
{

CriticalSectionLock lock(m_cs, true);

// SEtO|E x| Mo
CRemoteClientPtr_S rc = CRemoteClientPtr_S(new

CRemoteClient _S(this));
rc—>m_hostID = clientInfo->m_HostID;

m_remoteClients[rc->m_hostID] = rc;

}
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M A|X| 225A1 vs. RMI

knight_Movel([in] int id,[in]
[

. float =,[in] float v,[in] float 2).
Knight_attacki[in] int id,[in] i

n] int target,[in] int damage).

_ A& function which send a formatted message

1) O|Ad= AutdstH void Knight_ttack(int id, int target, int damage)
1

Message_Knight _Attack msa:

msa. m_msa | 0=Message_Knight _dttack_[D:

msg.m_id=id:

msg.m_target=target.

msa . m_damage=damage

Send{msg); [
t

A |dentified a received message and call an approf
void DoReceivedMessage(Messager msa)
1

switchimsg-=m_msgl0)

1

case Message_Knight _Move_|D:

1
Message_Knight _Moves msgl=
(Me=sage_Knight _Moves)nsg;

Do_knight _Move
msg2==mn_id,
MS3e—=M_,
MS3e—=m_Y,
Msg2==mn_z):

¥

bireak;

A cases for other message tvpes
case Mesgage_Knight _Attack_|D:

1



RMI | A| K| I=8H HO

Edit Wiew “Assist{ Project Build Debug Team Data Tools Architecture Test Analyze Window Help
vt S §| EE" ﬂu| ) - (4 - @-—_‘:‘H 3 |Relf-_'-35{:'- v||Win32 v|||3|Visiu::-n::GamE.CreatEEntit}f v|

EE| 22080 F3ad Q.

dp B oA

ynchWorldS2C PIDL SynchWorldC25.FIDL > EUaleilUvlilvlevlenzin] 8 Actor_C.cpp = Solution Explorer

package PIDL: + {_é| 2 | £
rename as(¥isVector_cl,Yectord ), - Q Solution "SynchWorld 100" (6 pro
rename as{float,FloatNumber ) - A - -
rename as{CString,Stringl . [31 -Shared - vHavokEngineFlugin
rename as{CstringW.stringl . 131 -Shared - VisionEnginePluginl
4 21 SynchWorldCommeon_2010
global SynchWorldC2s 2000 » [z External Dependencies
{ a4 |7 PIDL files
A ZEHHAM, MR BE ME H OHE S0 B "D, HE2 AME RIRIE 23| SynchWorldC2C.PIDL
/AN BEWE AT H AR 0
/7 heroNane: FAE 0|2 || SynchWorldC25.PIDL
/7 position: ©I%| = || synchwaorlds2C PIDL
£f direction: HHEF [ o4&~ mbE
RequestLocalHeroSpawn({[in] C3tringW heroMame,[in]¥isVector_cl position, [in]lfloa » A &2
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A4 setup the camera
m_pCamera-=2etTargeti m_localHero }:

m_C23Proxy . RequestlocalHeroSpawni Host ID_Server, RmiContext::Reliablelend,

m_userMame,

m_localHero-=GetPosition{ ), m_localHero-=GetOrientationd d.z 3

{

RMI == &7

AfORMI MEE, FRHE AE PIDL OHES BIE A
DEFHHI-SynchWnrIdEES_HequesthcaIHerDSDawn(ES?ncthrldServerDlﬂﬂ

CriticalectionLock lockim_cs, truel

CRemoteClientPtr_% newRC = GetRemoteClientyremote )
Aokl rOd Fet HE E= 000 MY HEdES TERENUE e =
if (newRC == MULL |l newRC-=m_hero != MULL)
{
return true:

}

ff SEHO|HED ZEH FH|7F H2og, HHE S7EE MY UHE W
CactorPtr_% newHerofnew Cactor_Z(this)h

newHero-=m_tvpe = Hero;

newHero-=m_position = position:

newHero-=n_direction = direction

newHero-=m_name = herolamne:
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void CWor ld::0OnJoinServerComplete( Errorinfo xinfo, const ByteArray
&replyFromServer )

{
if (info—>m_errorType != ErrorType _0k)
{ ...}
else
{

// Setup the character

VisVector_cl characterOrigin( 200.f, -200.f, 0.f );

m_localHero = (TransitionCharacter_cl =)
Vision::Game.CreateEntity( "KeyControlledTransitionCharacter_cl",

characterOrigin );
m_localHero->SetOrientation( 180.f, 0.f, 0.f );

m_localHero->SetEntityKey("TransitionCharacterEntity");
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// We want to keep the vertex position in a separate collision
buffer, so we don't need to skin the

// model again for stencil shadows.

m_localHero—>GetAnimConfig()->SetFlags(m_localHero-
>GetAnimConfig()->GetFlags() | KEEP_EXTRA_COLLISIONBUFFER);

// setup the camera
m_pCamera—->SetTarget( m_localHero );



AMEO| 7hs Ss8= o4

m_C2SProxy .RequestlLocalHeroSpawn(Host ID_Server
RmiContext::ReliableSend,
m_userName,
m_localHero—>GetPosition(), m_localHero—>GetOrientation().z);



O|H 2X0|= FHYEE YE
o &2 =7|2}sl| B X}



P2P E AT} P2P 12

B Dpo|IE - = -_Bx
e-Ba
MEE - Miz270
| a7 st
Hakat 501 |2+
AEF -
B
AEF
CNetClient
HostlD = 103 P N2E
PEP GTDUD MBE
= HostlD = 201 ez
@ % Ags
E . Bdim Opo|m & o -ox
% CMetClient sl =] [ ]
HostlD = 104
CNetClient A om oroms o -ox
HostiD = 101 ’ 2+ [
“\.“__
CHNetClient
H 051 D 102 FEDess @ e @0IZEE T 2030 2
HU7|
EoEEs LR @u=ER T INIT 2
e




G = CreateP2PGroup(A,B)

A H

TERNENETE! a
P2PG oup G

231 A ={AB}  Zas
OnP2PMemberJoin(G,A) O|HI E OnP2PMemberJoin(G,A) O|HIE
OnP2PMemberJoin(G,B) O|HI E OnP2PMemberJoin(G,B) O|HIE
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Actor

Hero 2
Actor

Hero 3
Actor

Mob 1
Actor
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Actor

Mob 3
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Mob 4
Actor
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Appear

ShowState
ShowState
ShowState
Disappear
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Local hero AHE=
MNH S P2P H&517]

/] @8 HH42 = XAl fX|E ME2F p2p group member Of| Al ELHCE.
m_broadcastStateCoolTime —= elapsedTime;
if (m_broadcastStateCoolTime < 0)

{

m_broadcastStateCoolTime = BroadcastLocalHeroStatelnterval,;

0

// UniquelDE K| GoiM DtE Silote 89 2FH2=E 28 AKX
HLf=5 o0}
/I 5 225 7|85 20

RmiContext rctx = RmiContext::UnreliableSend;



Local hero AHE=
MNH S P2P H&517]

/] P2P AE0|= AHE =L Q= AEJO|C}. 2t P2P A0
BUHet: MY Eot =4MZ SHA Lt
[/ M= O|F ZOtM ZHAIE S 57|t 40| & AO|CE.
VisVector_cl pos = m_localHero—>GetPosition(
VisVector_cl| ort = m_localHero—>GetOrientati

J

)
on();

int localheroMotion = StateNameToMotionlndex(m_localHero-
>GetStateMachine()->GetActiveState()->GetName());

m_C2CProxy.P2P_LocalHero_Move(m_viewersGrouplD, rctx, pos,
VisVector_cl(0,0,0), EulerDegreeToRadian(ort.x), localheroMotion);

}



Local hero AEfE HEO} X 2|57
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/I RMI HES2{. XtMlet 242 PIDL oS &g A.
DEFRMI_SynchWor 1 dC2C_P2P_LocalHero_Move(CWor I d)
{

CActorPtr _C remoteHero = GetRemoteHeroByClientID(remote);
if (remoteHero)

{
/] FHEIHO| K|, &, dhak 4 MO,
remoteHero->m_positionFol lower .SetTargetPosition(position);
remoteHero->m_positionFol lower .SetTargetVelocity(velocity);

remoteHero->m_directionFol lower .SetTargetAngle(direction);
/] BN

remoteHero—>m motion = motion;

return true,

}



Local hero AEE O} X 2|38}7|

(ATH)

/] MHO|X|Zt P2P_LocalHero_MoveE 2HOtOF SL|CE. ZHA| QY EE S oA YLICH.
DEFRMI_SynchWor 1dC2C_P2P_LocalHero_Move(CSynchWor | dServerDlg)
{

CriticalSectionLock lock(m_cs, true);

CRemoteClient_Sx rc = GetRemoteClient(remote);
if (Irc)

return true;

7H=o| JEfE YO|O|EtCt. SHX[ZH, ER2EINAE = SFX| =0

'='§':7Hﬁ5'— PoPZ ZXISHE|7| [ 2O|C}t. ProudNet= P2P group 7<7| 2H A=z
Z=A| P2P EAMO| 7tsstE 2 (£ ProudNet A7 £A{) 0|2 HHAIO| QFFMSICE. =/
if (rc—>m_hero)
{

rc->m_hero->m_motion = motion;

rc->m_hero->m_direction = direction;

rc—>m_hero—>m_position = position;

rc->m_hero->m_velocity = velocity;

}

rntfirirrn friinc



else
{
int delIndex = m_hero—>m_viewers.FindByValue(otherRemote) ;
if (dellndex >= 0)
{
/] SEM HAH. P2P DAEOME HAH, Af2tA M AKX S41.
m_hero->m_viewers[del Index]->m_tangibles.RemoveOneByValue(m_hero);
m_hero->m_viewers.RemoveAt(del Index) ;

m_owner—>m_server—>LeaveP2PGroup(otherRemote—>m_hostID, m_hero-
>m_viewersGroupl!D) ;
m_owner->m_S2CProxy.RemoteHero_Disappear (otherRemote->m_host ID,
RmiContext::ReliableSend, m_hostID);
}
}



=0 A Ef 7ZHH =2
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void CActor_C: :FrameMove_RemoteActor( double elapsedTime )

{

m_positionFol lower .FrameMove(elapsedTime);
m_directionFol lower .FrameMove(elapsedTime);

//Grab the remote values (here just from the other entity)
VisVector_cl| remotePosition;

remotePosition.x = (float)m positionFol lower.GetFol lowerPosition().x;
remotePosition.y = (float)m positionFol lower.GetFol lowerPosition().y;
remotePosition.z = (float)m_positionFol lower.GetFol lowerPosition().z;

VisVector_cl| remoteOrientation =
VisVector_cl((float)RadianToEulerDegree(m_directionFol lower.GetFol lowe
rAngle()), 0, 0);



//first update position and orientation
m_transitionCharacter—>SetPosition(remotePosition);
m_transitionCharacter->SetOrientation(remoteQrientation);

/] BM
m_transitionCharacter—>GetStateMachine()-
>SetState(MotionIndexToStateName(m _motion));

}



MHEO| A ZEA] S HAF R
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if (m_owner—>IsActorVisibleToRemote(m_hero, otherRemote))

{

if (m_hero->m_viewers.FindByValue(otherRemote) < 0)

{
/] =0 F7t, P2P A0 =7, = M1 HAX] &4l
m_hero->m_viewers.Add(otherRemote) ;
otherRemote—>m_tangibles.Add(m_hero);

m_owner—>m_server—>JoinP2PGroup(otherRemote->m_host ID, m_hero-
>m_viewersGroup!D, ByteArray());
m_owner—>m_S2CProxy.RemoteHero_Appear (otherRemote->m_host ID,
RmiContext::ReliableSend,
m_hero—>GetID(), m_hostID, m_hero—>m_name, m_hero—>m_position,
m_hero—>m_velocity, m_hero->m_direction, m_hero—>m_motion);

}
}
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// RMI SHEB]. RIM|SH 742 PIDL IpUS Atns A
DEFRMI_SynchWor | dS2C_RemoteHero_Appear (CWor I d)
{
/1 A2 FHEIEH O T A =02 A2 FA|SHCt.
if (remote != m_netClient->GetLocalHostID())
{
/] E} FHEIE O Cliot QIAEAE REALE BHECE
CActorPtr_C remoteHero = GetRemoteHeroByClientID(heroOwner ID);
if (!remoteHero)
{
remoteHero = CActorPtr_C(new CActor_C(Hero, herolD, position));
remoteHero—>m_owner ID = heroOwner ID;
remoteHero—>m_name = heroName,
m_remoteHeroes.Add(remoteHero—>m_owner ID, remoteHero);



/1 271 el 4= ME o).
remoteHero—>m_positionFol lower.SetTargetPosition(position);
remoteHero—>m_positionFol lower.SetTargetVelocity(velocity);
remoteHero—>m_directionFol lower .SetTargetAngle(direction);

// O|AE Z27d5||0F otCt. QYLISIH HiZ 2t 5%&ot A0|7| IfZO|Ct.
remoteHero—>m_positionFol lower .EnableAutoFol lowDuration(true);

remoteHero—>m_positionFol lower.SetFol lowerPosition(position);
remoteHero—>m_positionFol lower.SetFol lowerVelocity(velocity);



/] 2= 0f Tt gt M ESrCt.
remoteHero—>m_directionFol lower .SetFol lowerAngleVelocity(D3DX_PI /

180 * 330);
remoteHero—>m_directionFol lower .SetFol lowerAngle(direction);
remoteHero—>m_directionFol lower .SetTargetAngle(direction);

/] BN
remoteHero—>m_motion = motion;

}

return true,



CActor C.ctor

CActor_C::CActor_C(ActorType type, int actorID, const VisVector_cl
&characterQrigin)

{

m_actor|D = actorID;

// Setup the synced character

m_transitionCharacter = (TransitionCharacter_cl =)
Vision::Game.CreateEntity( GetEntityClassNameFromType(type),
characterQOrigin );

m_transitionCharacter—>SetOrientation( 180.f, 0.f, 0.f );

m_transitionCharacter-
>SetEntityKey("TransitionCharacterEntity synced");
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i f(type == Mob)

{
m_transitionCharacter->SetScal ing(m_transitionCharacter->GetScal ing()

* 1.3f);

// We want to keep the vertex position in a separate collision buffer,
so we don't need to skin the

// model again for stencil shadows.

m_transitionCharacter->GetAnimConfig()-
>SetFlags(m_transitionCharacter->GetAnimConfig()->GetFlags() |
KEEP_EXTRA_COLL |SIONBUFFER) ;

}
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[l 2V V)2 herog &Or FAotct. B, HF EEH F2 otgt,
CActor_S* hero = m_owner->GetNear stHerolnRange(m_position, ViewportRadius * 0.4);
if(hero != NULL)
{
VisVector_cl movelTo = hero->m_position - m_position;
VisVector_cl movelo2 = moveTlo;
moveTo.Normalize();
moveTo *= 50 = float(elapsedTime); // Ol =&
m_position += moveTo;

/] ek
m_direction = atan2f(moveTo2.y, moveTo2.x) + D3DX_PI;
if(m_direction > 2+ D3DX_PI)

{

m_direction —=2*D3DX_PI;
}
/] BM

m_motion = Walk;
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CFastArray<HostID> sendTolList;
sendTolList.SetCapacity(m_viewers.Count) ;

for (int i=0;i<m_viewers.Count;i++)

{

CRemoteClient_S* sendTo = m_viewers[i];
sendTolList.Add(sendTo—>m_hostID) ;

}
m_owner—>m_S2CProxy.Mob_ShowState(sendTolList.GetData(),
sendToList.GetCount(), RmiContext::UnreliableSend, GetID(), m_position,

m_direction, m_motion);

m_sendSel fStateCoolTime = BroadcastlLocalHeroStatelnterval;
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