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Part1
Best Tools & CODE



Areneus

Particle Editor

It allows creating a various effects for computer games such as fire, rain, explosions
etc. We wanted to make editor very comprehensive. Creating effects is possible from the
code's level and by the editor's help as well (we wanted to make it as easy as possible).

Systems created in game can be easily exported or imported in program. In addition
every "point" or "emiter" has it's own GUID. Thanks to this elements created once can be
used multiple times.

il Areneus - Particle Editor v0.4 (beta)
[ —
| System | Particles | Points | Emiters | About
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Also editor allows to create few components that will make editing of graphs much
easier (this is due to fact that "Areneus" is created in "Turbo Delphi" and components were
converted to "Frames"). Thanks to the components presented below, editing such
attributes like changing colour over time, size or rotation is very easy.
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There is also a different component, written as an alternative for graphs (his
destination aren't graphs only - it also allows to attach every list, where percentage
composition is located on TList).

[ Add ][ Remove ] L% LE [ Add ][ Remove ] LE L
st 1 | 0,853375 | st I | 0,859375 |
R 0.0 % z:
50,0 %
84,0 % :
’ Edit Graph ] 100,0 % ’ Edit Graph ]




Editor is using a serialization of classes in Delphi as main method of saving system's
particles to file (known view from *.dfm files), which allows modifications without using
editor.

object Default System: TParticleSystem
Specialization = [pss2Stencils, pssEmiters, pssPoints]
Points = <>
Emiters = <>

Stencils = <
item
EmiterGUID = '{4FT724B23-E30C-44AT0-BALS3-04B385139584}"
ExternalEmiter = False
Emiter.GUID = '{4F724B23-E30C-4AT0-BAS3-04B385139984}"
Emiter.Visible = True

Emiter.Cyclelooping = True
Emiter.Cyclelength = 20.000000000000000000
Emiter.MaxParticles = 1&
Emiter.Particlebverload = oWait
Emiter.RateGraph.List = |
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Longleg

Editor for animations of the 3D characters

Fully functional application for 3D mesh animations.
Main features:

- bones animation

- bones connected inverse kinematics

- mesh skinning

- mesh stretching

- key frames interpolation

- interpolation of independent animations in every time
- interaction of bones in a separated skeletons

- comfortable interface

- easy to use

fi

— Riaht




Map System

City Editor

Editor for maps, used in one of the demo applications (structure of city's mesh and
not only)

-

[Mouse 2D x:529 y:500  Mouse 30 x:-0.87 y:-2.81 2:-0.Z Mouse None [FPS: 29 Dekta Time: 0,002
P DathoX Map System Editor [E=ET)
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- ObectEdt |

Models/plants ASE

Mouse 20 163 y:433 Mouse 3D x-10.49 y:-5.79 12 Mouse None FPS: 61 Delta Time: 0




DaThoX 2D File

File Format & Editor

Editor of our own 2D graphic format, built for 3D engine use.
Allows to create and storage:

- Fonts

- GUI elements
- Animation

- Rotation

- Multipics

It also allows exporting format to XML file and PNG.
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Our resources

Simply, the code

It is a collection from the few years of coding, lectures of different books and our
own innvations as well. Our engine contains the following elements such as:

- Physics 2D/3D

- 3D graphics engine

- 2D graphics engine

- expanded mathematics

Some of our resources are shared with community (for example: mathematics, part
of physics and virtual files system).

Besided the gamedev we are also interested in scrypt languages/compilers (we have
our own system of parshers) thanks to this you can find in our engine different useful
systems. For example: support of the external code from program/DLL libraries to scrypt
languages (something like ObjAuto but also for functions, not only for methods compiled
with $METHODINFO).

stdeall (MyFuncPtr,

[Par (0, dtInteger),

Par ('Treid komunikatu', JdtPCHRR),

Par('C=zesc!', 4dtPCHRR),

Par{?a:ian:[EB_DK or ME_Z::nInf&rma:i:n}, dtIntegexr)]);

We are doing all those things just for better game programming! In the end, games
match many types of programming.



Part 11

Demo



DaThoX

Delphi Game Development

The following pages are showing screenshots from our demonstrations and games
presenting how physics and graphics would work. They show features of our engine. First
three are presenting our current game we are working on. Have a nice watching!




[ —

11711/l L

Duel The Final pic. 2




11/ 77 1L

Delta Time = 0.019
Gravity = 13
AllocMemSize = 0
Dynamic Objects = 14
Frozen Objects = 0
Static Dbjects = 3

Phylum 3D
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Delta Time = 0,02
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Car I Demo pic. 1
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Car Il Demo pic. 3

Car II Demo pic. 4




Car Il Demo pic. 5

Car Il Demo pic. 6




® " DaThoX Framework i

FP5 = B0

Delta Time = 0.017

Spiders Terrain



DTX v1.0 [FP5 = 60 FPS]
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IK Animation

DaTheX Framework

Snowflake



I DaThoX Framework

u[g]m ! DaThoX Framework [-_”EIN

FPS = 60 FPS = 60
Delta Time = 0.017 Delta Time = 0.017
Particles = 77 Particles = 15

"I DaThoX Framework I DaThoX Framework

FPS = 61 FPS = 60
Delta Time = 0.016 Delta Time = 0.017
Particles = 28 Particles = 41

Particle Demo



Physics: Rigid Body & Soft Body
Mouse 2D x:486 y:297

Delta time 0.0167

Arbiters 9

Bodies 20

AllocMem 49716

Muse3D [-0.53; 8.78: 0.00]

8 Phylum2D v1.0 [FPS = 60 FPS]

Phylum 2D rag doll
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Wormsylvania game pic. 1




Wormsylvania game pic. 2

Shot6un

Wormsylvania game pic. 3
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Other Tools



TxtEdit

Translation tool

Easy and useful system for translating languages, also containing an editor and
generator of modules in Object Pascal language. This system has a very useful library
allowing autmatisation of using different languages (with detecting default language).

|| e o B

hnk (hnb.code@gmail.
—

"
5 | TxtEdit v0.1 b

. Zaznacz, przedagnij i upusc
Kasuj puste pola rE ; .

J puste pa Dostepne jezyki Jezyki uzyte
AFRIKAAMS - EMGLISH (const)
GERMAM ALBAMIAM B GERMAN
ARABIC POLISH
ID_TEMPLATE template template template BASQUE

- mpla mpia mpla BELARUSIAN |=
BULGARIAM
ID_MEW_GAME Mew Game Mowa Gra Mowa Gra CATALAM N

................................................. CHINESE

ID_EXIT Wyjscie Wyjscie Ausgang i ||CROATIAM ==
s : |lczecH I

Dodaj Kasuj (czysc)

Aby edytowad napis kliknij na niego dwukrotnie
1D EMGLISH POLISH

Il

B ¢ ||DANISH

DUTCH

ESTOMIAM
FAEROESE

FARSI

FINMISH

FREMCH

GREEK 3G

Plik

Zapisz | Mowy |

Legenda : do thumaczenia puste przetiumaczone M




PacMan

Virtual File System

A system of virtual files with an editor. It allows a data compression (zlib) and few
other useful features.

T PAC_MAN v0.1 el S
Plik  Autor
oG Paczka » [ Whaiciwogci Paczki
: ----- 8249331 @plugin.gg. aqq.eu_20020413_1_D T bmp E K.ampresja
||| clean.exe r (" Brak
----- Delphi String CODE . exe {* Kompresia zlib
----- DTxClg. exe
----- Font_Creator.exe Wypakul
----- ra html z tyrm.exe (" Capta) z paczki
..... Unit2DLL. exe £ wiypakuj do pliku
EII’:_LI Combabd an ¢ ‘wopakuj do pamigci
F-£1 Combos
=81 Demo
-3 Ship
-6 Doc
#-61 IDE
=83 Sz v
----- Comba_Test_APP.cfg Mazwa -
----- Comba_Test_APP.dof
----- Comba_Test_APP.dpr |F'a|:2ka
..... £ dou
-2 funits | J
""" & out Hasta
-2 res
I -3 Concat |
----- Concat.cfg
I ..... Concat.dpr M owy K atalog Moy Plik,
..... £ dou
l -2 funits Fasuj
£ out
-6 DaTha Bitmaps Fiozwin Wezpstko
----- DT#2DF exe
----- helphdocitut pdf A8 Zwin Wazystko
=t [ I | P | §




Unit2DLL

For creating DLL

Small and smart tool which can analise the code of Object Pascal. It can
generate the code for creating the DLL libraries.

| Uit v | | <defaults

ﬂ Canst DLL name: |DLLNamE

W Unit 2 DLL 4 DaThoX (app by HNE [hnb.code @gmail.com]) 22.05.2006r =NACIN X
CODE: ethaods Conventian: Open File MaAKE CODE SaveFie |H n B

jnit Unit2DLL;
interface
nses
Svy=Uucils;
procedure x(a: single);

implementation

founction =x: integer;

funection ®x: integer; overload;

overload; odecl:;

W Unit 2 DLL 4 DaThoX (app by HNB [hnb.code@gmail.com]} 22.05.2006r =NACHL X
CODE: tethods Convention: Upen File Save File R B
|Im|:u:urtL|nit j |<default> ﬂ Conzt DLL name: |DLLM ame ) N
Urit | :
Ewxports

interface

const
DLLName = 'dll.d11°';

funetion ®x: integer; overload;
procedore =x(a: single):; overload:

implementation
funetion =x: integer;

external DLLName name 'x B':
procedure x(a: =single):

external DLLName name 'x 4';

end.

cdecl;




Na HTML Z Tym 2

Syntax highlighting

This is the tool we used for painting the syntax of Object Pascal with a selected
method. Program also contains a simple, integrated HTML editor.

H Na HTML Z Tym!!! v3.0b

Podstawowe |meat|wa |

9 Boams @ www.dathox.glt.pl

i Distance hetweeg point P and sedient AE }

H NaHTML Z Tym!!! v3.0b

Lot

function Distance

wEE PDdﬂaWDWElFDmﬁtlLﬁw I
wAE, wAP, wU, - "
shBLen: Single; -? @ %‘ = é‘ @ &S
t: Single:

begin <pre style="FONT-FAMILY=''; BACHKGROUND-COLOR='#FFFFFF'; COQLOR='#000000' ">
wAP 1= vED Sub | <ir<font color="H00E000 M > { ——
wAE := vEZD Sub(|<i><font color="#O0B000"»{ Distance betwesn point P and segment AD }</font></ix
SAETLen = 372N T,

<br<font color="HO0OO0S0">function</font></b> Distance Point SegmentZD(<k><font color='
<hx<font color="#000080":>var</font>< o>

wAE, wiP, U, wPoint: Tw2D;

ZAELen: 3Zingle;

t: Zingle;
<hr<font color="g#000050">hegin</fonc></ >

vU H MaHTMLZ T

if

el;

A4 acale no
wPoint

<

el; ‘ VAP := wiD Sub(vP, wi): <ir<font color="#003000":>/7 vector AP</font></ix
. vAE = w2ZD 3ubivB, wi); <ir<font color="#003000":>, ., vector AB</font>< /i
{ Daist
istance =
A1 shELen := v2D_Length(vAE); <isr<font color="#00S000":// lengthh of AB</font></ix
’ function Di vU 1= v2D_Sceale (vAE, <font color="#O000FF":1</font> / sABLen):; <isx<font color="#0O03I
var t = vED Dot (vU, vAP): <ir<font color="#00S000":// projecticn AP on U</fontsx</ix
fie wAE. VAP <hr<font color="H0000S0">if</fontx</ by (t &lt; <font color="H#OO0OOFF":>0</font>) <h><1
o Ls .
Le: SAELen: S vFoint := vl <ir<font color="#008000":// rertex A</font></is
=nd: t: Single| <b><font color="§000080"relse</font></b> <b><font color="§000080">if</font></b> [t ¢
bhegin wPoint := wB <ir<font color="g003000%":, rertex Bo/ffontz</ix
AP 1= uE <hr<font color="H#O000S0">else</font></b> <ir<font color="#O03000">, projecticon bhetr
vAE 1= wi
shELen :=|+ir<font color="gO0S000":>// scale normalized vector U on 'time of projection’ and 2dd
wU == w2D wPoint := wiD ADD(wL, w2l Scaleiwl, t]):
Eﬁl t 1= wiD ) ) ) )
if [t < ol<iz<font color="#008000%> " calculate distance between projection point on the segmeni
wPoint result := wiD Distance (vPoint, vF):
else if | <hr<font color="#0000S0">end</ font><,/ >
] </ prex
wPoint
else /. p

B

ool s | i

@ B ¥

A4 caleoulate distance between projection point on the segment

result
end;

v2D Distance (vFoint, wP]:;

B

I 3

e B




Other Game Tools

Fonts, Configurators, Conventers

We also created many other, small and useful tools like font generators, sky editors
or applications for taking out informations about OpenGL or for configurating the games.
One of our creations was a "semi-compiler" for creating installers for addons to the

popular mini-game Little Fighter 2.

- — Froducent Karty Graficzne, :

" :: MWD& Corporation
Inf e (-
; @aqe - Karta Graficzna

GeForce 8800 GT/PCIASSE2/3DM O]
Werzja OpenlGL: 2.1.2

Doztepne Rozzzerzenia Farty Graficzne) [145] :

GL_EXT_blend_subtract
GL_EXT_compiled_wertex_array
GL_EXT_Co_shader
GL_EXT_bindable_unifarm
GL_EXT_depth_bound
GL_EXT_draw_buffers:
GL_EXT_draw_instanc
GL_EXT_draw_range_
GL_EXT_fog_coord

Object Pascal Rules

|_] Font Creator v1.0

Plik  About

1"#$%4&'()*+,-./012345
6789:.«<=>?@ABCDEFGH
TJKLMNOPQRSTUVWX
YZ[\]"_' abcdefghijkim

nopqrstuvwxyz{|}~ €,
A %o STZZ =™
$H81'22 "TELRAIS O S«-
@-Z"i,_ll" yql-,as»LL” 'zRA

rounzriy e ditiogg J Id

& addition

Whasciwoso czoionki
Mazwa czcionki

|E|:|mi|: Sanz M5 -
Odstep :
22 1

R ozriar ;

Kurspa te: dir ;
Podkrelenie

Przekreglenie
Typ Pogrubienia :
| Pw/_DONTCARE |
Jakods
|ANTIALIASED_QUALITY |
Pienmzzy znak:  Ostatni znak,
a2 205

b the file *.dat :

ienerate |0 M arme addition :

o

Bitmapa czcionki nr. O - | | “Wihagoimogoi

| | Stwdrz Czcionke |




Other Tools

and so on

But Gamedeyv isn't everything. We've also created...

Many useful small tools.

'IIII:I&

B8 1A32 DB .

P ~|Flawz  Add Global | [ 2]

PANDN B —
PAUISE POP 2]
PAVGE/PAVGW POP m16

PCMPEQB/PCMPEQW/Pt | |POP m32 = T _
PCMPGTE/PCMPGTW /PC—, | |POP r16 & Delphi String CODE v1.0
PEXTRW

PIMSRW POF DS Odszyfrowany tekst :
PMADDWD POP ES

PMAXSW POP 55

PMAXLE _|| |POPFs

PMINSWY =\ |pop &s

PMINUB

PMOVMSKE

PMULHUW

PMULHW

PMULLWY

PMULUDQ

POPA/POPAD

POPF/POPFD 58+ rd

POR POP r32

PREFETCHA

PSADEW | Ad

PSHUFD

PSHUFHW -1 |

—————————————————————————————————————————————————————————————— Delphi Powered——

Some Cool Test r

Zaszyfiowany tekst: [ Znaki zamiast # v Losowo [ Losowo "a#t [ Usai#t [ Mormal
Tt 4t LT 08 HaL TR P

Sapfry Drezzyfru)

Deleted Paths : SAARADERA




end.



