ooooon

Joooddoboogddn

0000
0o o od

oo

08-1-037-0219

0o o

gogobboooooogd

0024010 310000



gd

gboboooooooooboobobobooooobooboooobobobobobbooooooobDoDbo
00o0ooooo chUDUOO0DODOOODDOOOOOOOOOOOOGPUDODODODODODOOODODOOOOO
000000 GpUDO CPUDOOOOOOUOOOOOOODOOOO3DOOOOOOOODUODOOOOOO
0000000000000 ooooooooooooD GPUOOOODODO0DODO0DO0DODOoooooooon
00oDo00oooo00oooOoooDo0ooDoooooOoooD 3boDoO00oDoDO00oDoDO0OoDoOOoOoooog
gd0oooooooUoOooooooo 3bOo0oO0O0UU0O0ODOOOUUODODDOOOOOUOUODODOOOOUOOOn
goooooooo3dboooooUiooUoopooooOoooooooooDoOooooooDoooDoOoood
0000003000 ooooooooooooooooon

O00oo0oO0oOooO00ooOoOOoU0OoOooU0OoDOoU00obOOoOoU0OoDOoUOobOOooOgsbobooogooooo
3bOo000SFOOOOUOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOOO 19070
000000000000 0000D0 (Ferdinand Maack) 0000000000000 000 (Raumschach)
go000ob0obO0o0obO0D0000b0obD0o0b0obO0obO0OUODbUObOU0OODbODODnD 5x 5x b0 12500
gobooooooobooooboooboobooboobooboobooboboboboobooboooDo
goopodoooOd0oooOoUdbDo0oU0oDoOO0UoooO0UoDoOOoUobOoOoooogoUooo 3boooooo
goobobobooooooboboboboboooooo

0000000000000000000000000000 APIOOOO Microsoft DirectX 0000
000000000 Microsoft DirectX SDKOOOOC++ 00000 WindowsOOOOOOOOOOOO
gooo



gd

1.1
1.2
1.3

2.1
2.2
2.3

3.1
3.2
3.3
3.4

od

oooo

oo A

o0 B
B.1
B.2
B.3
B.4

oo

OO
N
UODOOD0O0 ..

0000000 (Raumschach)

0
N
0

gooooooga

Windows OOOOOOOOOD0OO « . 0ttt it et e e e e e e e e
DirectXOOOOODODO . . ¢ o vt e e e e e e e e e e e s e e s e
I
OO0O0O0OOOO « o e e e e e e e e e e e e s s s s

ooooocooo

Windows 0000000000000 00O0O0O0O00OOOO0OO

Raumschach OO0 0000000000000

my3dlib.h ..
my3dlib.cpp . . ..o
GAME.CDD v v v v e e e e e e e e e e e e

MAINLCPD v v v e e e e e e e e e e e e e e e e e e e

25

27

28

29



1 00
1.1 00O

goboobobooboobbooobooboboooboobboboboobboobUoobbooboOoo
0000 (OO0 GPU)LO0DUOOODODOUOOOODOOODODODOODODOOODOODOODODOODOOOOOD
goooooobooboooobooboobobooboobbooboob bbb boboboob o
ooo0o0o0oo0oooooOoO0ooOooooooocCcPUOUOODOOOOO GPUODODOOODOOOOOO
000000ooooooooo GpPUOOOOOOOOOOODOO0DODOO0DOODODOODODODODODOOOOOnO
ooooooopoooooooooo3sboooooooopooooooooooooopoooooooOooo
gooogooo

00000000oooooooooo0o0oo0o00oooooooooo GeUOO cpUOOOOOOO
00000000 [1]2lb0b00000b000000000ODO00D0D0DDO0UOLD0DOODUOOOOOOD
gooooooboobooobooboobobooboobbooboobbooboobbooboobo
gooobooboboboooooooogoobobobobooooboobooboobobobobobooooo
goopodobooOd0ooodUoboo0oUobooOooo $boooUoDOUOUOOUOUOUDOOUOUDOOODOOO
00000000000 ooooooooo 3boo0o0oooooooooooooooooo
00ooooooooooooooo 2b000ooooOoOo000ooooooOooOo3boOoooOooooOon
ggobooboobobooboobobooboobboooboon

gooooooo 3bUoUoooOoOoOoOoOoOoOoOODOOOOOOCOCCOOOOOOODUOOOOOOOO
gooooo3bofooooooodoooooooooooooooooooood

0000000000000 000000000000000000O000000 APIOOOO Microsoft
DirectX[5|0 00000000000 OMicrosoft DirectX SDKOOOOC++ 00000 Windows 00O
gogbooooboobooon

12 0O0O0OO0

00000 3boooooooooo0oooooooooooo sboooooooOoooooo3bOon
goooboboboooooooooboobobobobooooooooboboboboboboooboo
0000000000000 00D0000D0000D0O0OU00O0DUO0 (Raumschach)[4)000000
19070 00000000000000000 (Ferdinand Maack) 000000000 3DO0OOOOOODO
goboooooon

000 3DO00000 Three Dimensional Eight Level Chess[7]03D CHESS8| 000 00000O0DODO
gobodoobooooboooooooooboooobooooooooooooooooooOooboOooon
0ooooooooooooooooo 3aboooobooooooooooooooooooooooooon
0000000000000 ooooooooooonD sbooooooooooooooooooooo
00 Raumschach[9] 00000



13 DO000O00OO

000000 20000000000 00D0DO00DODO0O0DOO0O0ODCOOO0300OOOUDOODOODO
000000000000 DirectXO0ODOOOOOOOOOOOOOOOO00ooooooooOQ

2 0000000 (Raumschach)

0000000000000 00000D00000D0000000000 (Raumschach) 00000000

000 (Chess) 00000000 DOODDODOOODOOOOOOOOOOOOO Fairy ChessOOOO0O
000000000000 000000000000000 Fairy ChessOOOOOOODOOOOOOOOO
oobooooood

cooboooooooooboooooooooobooboOooobooOo0oooooOooDObO0oobDoOoOooooOoOooDo
gobboooooooOooOooOoobOOoOoOobOOoOoOoOoOoOoO0ODOOO0ObOOoOOooon

21 O0OO0OODOO

0000000D00000D00000bGx 5x 50000 125000000000000000 (Column)
00000000000 ADEDUODOOUODOODOD (File)DOODO aledO (Rank) DO OO 10
500000000 BOD0OODODO,0,0000000000000000O0D0O0COOD 600 (0DOO
(King)DOODODO (Queen)J 00000 (Bishop) DO OO (Knight)D O OO (Rook)D OO0 (Pawn)) 00
0000000000000000000 (Unicorn) 0000 700000000000 ABO 1,2000
ooooo bECD 45000000000 1000000000DOCOOOO0UOOODOODOOO 1O0DOO
gooooooobOo0ooOooOooboO0oUoOo0 1gpboooooOoDoU0ooUoOooUobOUobOOgbDooobo
ogo

oboboooooooooobooboboboooooboobooooboobobobobOooooooooDbo
gogoooobooboooboobooobobooboobboobuoobbooboobbobboobo
0000000000000 00000o00o00O000000DO00O0000D0O0DDOOO0o(CO: 0D
0P)00000O0O00DO0OO0O0OD0O0OO0ODODOOD0ODOODODO0ODODOODOO (Check)DOODOO
goooooboobobooobooboobobooboobbooboobbooboobboboboobo
00000000000 D000D0000000 (Checkmate)DOOODODODOODOODDOOOODOOOOOD
ggoooobooooo

22 0O00O0OOO

000000000000000000000000000000000000000000000000
00 (z,y,2) (a<x<e1<y<5A<z<E)0000000000000O0 (0,0,00)000000

e 100
Jd0ddddd0d00D 1000000000 ooooooo (x,y,z)DDDDDD(xil,yil,zil),
(r,yx1l,z+1), (xx1,y,2+1), (x,y,2£1), (z,yx1l,2), (£ 1l,y,2) 000000000000
oo



01 boooooooo

O
O

g ggd
000 (King)
0000 (Queen)
000 (Knight)
00000 (Bishop)
000 (Rook)
00000 (Unicorn)
000 (Pawn) 10

NN (N[N ==

QB I Z2O=

oobobOoOo0oObo0ob0bo0odOxyO0OO0yz0O0OOzxOOoOooooooooOooOoOOooooooooooo

googn
000000000000 bO00O00O000000DOODOO0O0O0 1200000000000 00DOAO
00000000D00D00000 (0,41,+1), (£1,0,41), (+1,41,0) 00000 10000000
odobooboooboobooooo
e (1000
000000000O0DbO0bO00O00O0b0obO00o0O0oD 60000 0ODOODOODODODDOODOO
0oOoooooooo (0,0,+1), (0,£1,0), (£1,0,0)00000 1000000000000000
gobooboooo
e 100
0000000000 2000000000 900000000 (0OODO 4DD)D 10000ag
0240000000000000000 (2,4,2) 0000000 (z+2,y+1,2), (:£2,y,2+1),
(x+1l,y£2,2), (¢x1,y,2£2), (z,y+2,2£1) 0000000000 0O0O0OOO
googon
gooooboodoboooboobobouobdobooob oo oob oo oobobobooboo
gooobooooooooooon (il,il,il)DDDDD 100000000000000000
oooooogoo
e 1000
goboobooboboobdoobobooboobboooboobbooboboobboobobooboo
027000000 (z,y,2) (29,2 ={-1,0,11) 000 00000 (0,0,0) 000 26000000
gobooboobobooboobboobuoobboobooobo

0200300000000000000x00000000O000DOO00O0OOOOODOOOOOOO0OO
gboooooooogboboboobooooooooooboboboboboo

o 100
gboooooooooboboboboooooooobooboboboboboooooobooobooDbo
gobooboobbooboobobooobooboobbooboobobooboobbooboo
gobooboobobooboobooobooboooboobboboboobboobDbooboo



ZrE

SN AT
/AD/////
ST v
/ /f/

LD

Qs s

YDIP v /
/////// /

Y s e i
W YA

J PP P
YA 7

& i A 4

Lrd

01 0oooooOoooooobooOoOoooooo

0000000000000 O00DO0000U0DOO00O0Od (z,y,2) 0000000000 (z,y+1,2),
(x,y,24+1) 00000000000+, y+1,2), (@t1l,y,2+1), (z,y+1,2+1) 000000
D00DD000D000000000000000000000000 (2,y—1,2), (z,y,2—1) O
ooooooooog(z+l,y—1,2), (xx1l,y,2—-1), (z,y—1,2—1)000000000O0O0ODO
00000000 000oo0o0o0oDo0o0o000000U0 Ce300UUUOOC4000 D300
00Cbh4,Cd4,Db3,Dd3,Dc4 000000 00O0D0O0O0OD0OOO0OOO0OOOOOOODOOO0OOON
00000 Cc300000D0Cec2000 Be3ODOOOCH2,Cd2,Bb3,Bd3.Bc20 000000 OOO
googo

04000000000000000x00000000000000O0O0cO0O0O0O0O0O0ODOODODOO
0ooooooooooooooooOoO0O00000000000000000O0 2000000 2000
(2-step initial move) 000D O0000DOOO0ODOO 2000000000

23 00O0DODOO

coobooooobooooboooooOoOoooOooOoOobooOoobooOooooOooOoOooDooOon



7 A7 A

i
4 v
/A Z
S 4 o 7 A
v v v 7t
vt/ ey 8 J7 v
o4 o4 % 7t
v A7 A ey %%
vl /274 vl /274 t g%y
Je e b Y DA N L7
v v v 2 7t
vl /74 ey A
7 A
N S S
z7
4 S
02 000000O0ooOoOoooooo
% i %
i = i
oy ' 20
v i
W, 7t 2 v L7
7 %
5 A A A 2/
v A7 7
oy 875 g4 47
v i
7 2 A//ng ’r
2 7 =
2z z 2z

03 0DoooOooooooooooooooon

e I00OODOO
goboboooboooobooboooooooooOoOoOooObocOooOooOooboboOooooOoOoOoOooOoOoOooDn
goboooboooooooooooooooooboooobooooobooooooooooDOooDo
(Stalemate) 000000000000 DOO0OOODOO

e JODOOOODO
000000000000 00 (00000 D)0000000O000000D00DO0O0DODO0O0O0

0000000000000 0000000ODO0O0 (00)(Promotion) 0000

00000000000000000 (En passamnt)(000000000)0000000 (Casling)(0 0
00000000000)00000000000000



2

gy,

A%/
_/D

277

2y

04 0D0DOD0O0OOO (DoOOOooOoO)

0000000000000 00 (0000000000000 0000D000000O00DO0O00O
0000000) 000D (DO00O0ODOUO0OO)Os0000 (0000000 D0D0D0DOOOoOoooo
0)000000O0000o00o0O0O00000O00O0OU0O0O000O00o0DOUOUOoOD0oDOoOoOooo
ooboooooon

3 Ubooboooo

0000000000000 000000000000000000D00000WindowsOOOOOOOO
0000000000 WindowsOOOOOOOOOOOOOOOOOOOOOOO 2000000 Windows
0000000000 GUI(OO00O0DO00O0DO0DO0OOD0)00D00D00D0OUDODOUOUDODOOD
gboboooooooooooooodoboobobooooooooooooooooobooooooo
000o00O0o0O0ooOOoDOO00 ClU(boo0oo0o0DO0o00O0OU0DL)0D000D0LUOODOUOOUODODOOD
gobboooobooooobooooooboooobooobooooboooooooooobooooobDoOoobboooon
0000000000000 WindowsOODOOOOOOOOOOD

31 WindowsOOOOOGOOOOODO

Windows 00 0000000000000 O0OO0OO0O0OO000OOOO0O0OO0ODOOOODOOOOOOO
o00oO0ooO0ooOooOooooooSOUOO0oOUDOoU0LOOoULOOo0oOoUoOOoUOOoooODoOO
0000000000000 000000DO000000O WM PAINT(ODOODO)OWM_DESTROY(O DO
00)0000000 WindowsOOODODOOODOODOOO Win32 APIODO0O0OOO0OOOOOOOODO
00 windowshOOOOOOOOOOOOOOO

0200000 WindowsOODOOOOOOOOODODODODOOOOODOOOOOD 300000 Windows O
goboooobooooooooobOocOoOoOoocoobooOoOoOoOoOOoOoOoOOoOoOoDboboOoon

e tchar.h



02 0O00000O0oooO0o

goooooo od
windows.h WIN32 APIO O OO0
tchar.h goooooooo

03 00O000o

oad gad
WinMain WinOOOOOODODODOOOOO main0O0O

CreateWindow oooooooo

ShowWindow godddooooooooo

PeekMessage Windows(OS) DO O OO0DOODOODODOOOODOO
TranslateMessage PeekMessage 0000 0000O0OCOCOOOOODOOODOOO
DispatchMessage 000000000000 TranslateMessage 00 0000000000000

gooboooboooo DispatchMessage 00 0000000000000 O0OOOO

RegisterClassEx ooooooooood

UnregisterClass oo0ooooooooooo

ZeroMemory cooooOoobooboooobboooo
ValidateRect O00O00O0 WindowsO QO OO

tcharh 0000000000000 OO00O00ODODOOO0O0O00OODOOOOO0O0ODOODODO Windows O
MS-DOSOOOUOO0OOOOO0O0OOOODO0OOOO0DODOODOOOg (MBCS:MultiByte Character Set) O
O00Win32 APIO0O0O0O000000000000000 MBCSOOUOOOOOODOoUooooooouooo
00000000000000000000000000 tcharhOOOODOOOOO TCHARODOOODO
O000U000oO0opDoooO0UoOopooooOoMBCSOOOOUOUOOODOOOUDUDODDODOOOODODOOOO
000000000000 T)OODO0OooDoOOOOo

e WinMain O O

Windows 0000000000 main 000000 WinMainO0OOOOOOO0O0O0O0O0O0OO000O0OO
WinMain 00 0000000000000

int WINAPI WinMain(
HINSTANCE hlstance,
HINSTANCE hPrevInstance,
LPSTR 1pCmdLine,
int nCmdShow

);

000 int000 WINAPIOOOOOOOOOOO#define0OODD0ODOD0O0O00 stdealDDODOOODO



0000000000 HINSTANCEOOUOOOOOOOUOOOOUOOUOOOO WindowsOOQOO
0000000000000 00000000000000000000 hPrevinstance 00 00 Windows
00000000000 0oO00U0oooU0oOoOoooo NULLOOOOOO0ooO 1IpCmdLine 0000
0000000000000 00D00000000 nCmdShow OO OOOOODOOOODODOOODOODO

e CreateWindow O O
e ShowWindow O O

CreateWindow OO 0O ShowWindow O 000000000 DOOODODOOODOOODOOOODOOO
CreateWindow O 0 0 ShowWindow OO0 D 0000 O0O0OODOODOO

HWND CreateWindow(
LPCTSTR 1pClassName,
LPCTSTR lpWindowName,
DWORD dwStyle,
int x,y,
int nWidth,nHeight,
HWND hWndParent,
HMENU hMenu,
HINSTANCE hInstance,
LPVOID lpParam

)3

BOOL ShowWindow (
HWND hWnd,
int nCmdShow

);

00 CreateWindow 00000000000 IpClassName 000000000000, JpWindowName O
O00000,dwStyle000O00OD0O0O0O0,x0 yOOOOOOOOO ,nWidthO nHeight 000000
O000,hWndParent 000000000000, hMenuO000000000O hInstance 00000000
go0oooooooooo,lpparam0000O0CCCOC0OCCOCOODOOOOODOO

OO0 ShowWindow OO OO0 O00000KWRdOOOOOOOOOOOOnCmdShow D000 OO0
oooooo

e PeckMessage 0 O
e TranslateMessage O O
e DispatchMessage O O

gbobooooooogooboobobobooooobooboooobobobobobboboooooobooDbo
0000 Windows 0000000000000 000000000000O0OOODODODOOPeekMessage 00
(Windows 0000000000000 OOOO)O TranslateMessage 0 0 (WM. KEYDOWN OO OODO
00 WM. CHAROOOOOOOD )O DispatchMessage 00 (00 000000000000 ODOOOOO



0000)0000000000000 PeekMessage O O, TranslateMessage O O, DispatchMessage O O
gooooooooooon

BOOL PeekMessage(
LPMSG 1pMsg,
HWND hWnd,
UINT wMsgFilterMin,
UINT wMsgFilterMax,
UINT wRemoveMsg

)3

IpMsgOODOODODOOODOOOOOOMWNdOOOOOOOODDOOOwMsgFilterMin O wMsgFilterMax
000000000000 (000 OL)ODwRemoveMsgOOOOOOOOOOOO

typedef struct tagMSG(
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HWND hWnd,
const RECT *1pRect
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BeginScene ooooooo
EndScene ooooooo

Present godddooooooooooooooooo

D3DDEVTYPE DeviceType,

HWND hFocusWindow,

DWORD BehaviorFlags,

D3DPRESENT_PARAMETERS *pPresentationParameters,

IDirect3DDevice9** ppReturnedDevicelnterface

)
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typedef struct _D3DPRESENT_PARAMETERS_

{
UINT BackBufferWidth;
UINT BackBufferHeight;
D3DFORMAT BackBufferFormat;
UINT BackBufferCount;
D3DMULTISAMPLE_TYPE MultiSampleType;
DWORD MultiSampleQuality;
D3DSWAPEFFECT SwapEffect;
HWND hDeviceWindow;
BOOL Windowed;
BOOL EnableAutoDepthStencil;
D3DFORMAT AutoDepthStencilFormat;
DWORD Flags;
UINT FullScreen_RefreshRatelInHz;
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UINT PresentationInterval;

} D3DPRESENT_PARAMETERS;
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0000000000000 000000000 EndScene0 00000000000 Present000000O
000000000000000000000000 DirectXOOOOODOOOOOOO

ooooooooboooooo

HRESULT Clear( DWORD Count,
const D3DRECT *pRects,
DWORD Flags,
D3DCOLOR Color,
float Z,
DWORD Stencil

)
HRESULT BeginScene(VOID);
HRESULT EndScene(VOID);

HRESULT Present ( CONST RECT *pSourceRect,
CONST RECT #*pDestRect,
HWND hDestWindowOverride,
CONST RGNDATA *pDirtyRegion

)3

D0D00000 DirectXOOOODOOODOOODOOOOODOODO DirectXOOOODOODOODODO
goooog
DirectX 1 3DOOO0OODO0D0ODOOD 3DOO0OO0DOODOOOOODOOODOO (DODODODDODOOOOO
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08 3bOooOoOooOoooOooo

gd od
D3DXLoadMeshFromX XO0boooooooooooooood
D3DXCreateTextureFromFile | 00 0000000000000 O0OOOOOO
SetMaterial gooddoooooooogd
SetTexture gogbooooboobooon
DrawSubset ooooooo

0000)0000000O00000 2b00000O0O0O0OO0OD (DDOODOODOD)0D0OOODODDOOO3D
0000 3040000000000000 (0)0D0D00D0DD0OO0O0D0ODOO0OOOOOOOD 3DOOODO
000000000000 0DirectXO 3DOO0O0O0O0DO0O0OOO0DO0O0O0OO0DOOOOODOOOOOOOD
goboboooooboooooooooobooooboOobooboooooooooobooOooobooOooboOoOooobooOoo
gobobooooboooooooooooooboooooooooooooooooooooooooonoa
0000000000000 000000D0000O0O (Mesh)DOO 3DOOODODOODOOOOOOOO
oooobooooooboooboobobooobooooooboobDobOobooooooobOobooooDoon
ooooooooood
og8ooooooooo 3boooopooopooooooobooobooo

e D3DXLoadMeshFromX O O
e D3DXCreateTextureFromFile O O

D3DXLoadMeshFromX 000 X OOOOODODODOOOQOOOOODOUOODOOID3DXMesh OO0OO
gooboooooboboooobooboooon (D[IDI:I[I)[I D3DMATERIAL9 O OO0 OOCOOO
D3DXCreateTextureFromFile 000 0000000000000 0O0O0OOODO O IDirect3DTexture9 O
gododoooooboobobbobobbbbobobtbbdddddoDDL bbb
0000000000000 00000000O00D0OooO00DUoOoOOoOoooOO

HRESULT D3DXLoadMeshFromX ( LPCTSTR pFilename,
DWORD Optiomns,
LPDIRECT3DDEVICES pDevice,
LPD3DXBUFFER* ppAdjacency,
LPD3DXBUFFER* ppMaterials,
LPD3DXBUFFER* ppEffectInstances,
DWORD* pNumMaterials,
LPD3DXMESH* ppMesh
)3

HRESULT D3DXCreateTextureFromFile ( LPDIRECT3DDEVICES pDevice,
LPCTSTR pSrcFile,
LPDIRECT3DTEXTURE9 *ppTexture
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09 3bOooOoOooOoooOooo

gd gd
SetTransform godoooooooooood
SetLight gooddoooogo
D3DXMatrixLookAtLH ooooooooooog
D3DXMatrixPerspectiveFovLH ooooooooo

)

pFilename 00000 XOOOOOOOOOptions0 000000000 OOODOOOpDevice O Direct3D
O0000000000OppAdjacency D00 00000000000 OppMaterials 000000000000
00 0 0OppEffectInstances 0000 0000000000000 OpNumMaterials 00000000000
OO0O0oO0oOoOoOppMeshOODOODOODOODOOOOOOODOOOO

pDevice O DirectX3D OO O OO pSrcFile 000D OO0 0OO0OO0O0OOppTexture 00000000000
goooooooooo

e SetMaterial O O
o SetTexture 0O
e DrawSubset O O

SetMaterial 0 O O IDirect3DDeviced 00 0D 0000000000 OO0O0OOOSetTexture OO0
IDirect3DDeviced 000000000000 DOOOOOOOODrawSubset 00 0O ID3DXMesh OO OO
oo000o0oooo0ooooo0ooooooooooo

HRESULT SetMaterial( CONST D3DMATERIALY9 #*pMaterial
)3

HRESULT SetTexture( DWORD Stage,
IDirect3DBaseTexture9 *pTexture

)

HRESULT DrawSubset( DWORD Attribld
)

0000000000000 (b0)0000 (00)0D0000D000O0OD0 9000000000 D0O0ODO
oooooooooocooon

e SetTransform O O

SetTransform 0000 0000000000000 O000OO0OOOO0OOOOODOOOOOOOOODOO
O0000000000000000000 SetTransform 000000000

HRESULT SetTransform( D3DTRANSFORMSTATETYPE State,
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CONST D3DMATRIX *pMatrix
)

state 0000000000000 O0pMatrix 0000000000 Ostated D3IDTS-WORLD OO 0O
O0000000000OD3DTS.VIEWOOOOOODODOOOOD3DTS.PROJECTIONODDODOOOOODO
0000000000 00000 D3DMATRIXOOOOOOOOOOOOO

typedef struct _D3DMATRIX {

union {
struct {
float _11, 12, _13, _14;
float _21, _22, _23, _24;
float _31, _32, _33, _34;
float _41, _42, _43, _44;
}

float m[4] [4];
};
} D3DMATRIX;

gboboooooooboobobobooooooooboboboobooooog
e SetLight OO

SetLight 000 0000000000000 O0O0O0 D3DLIGHT9OOOOOOO LightEnable 00 0O
0000000000000 000000 SetLight 000 D3DLIGHT9O O OOOOODOOO

HRESULT SetLight ( DWORD Index,
CONST D3DLIGHT9 *pLight
)

Index 000000000 O0OpLight 0 D3ADLIGHTOOOOOODOOOOOOOO

typedef struct _D3DLIGHT9 {
D3DLIGHTTYPE Type;
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Specular;
D3DCOLORVALUE Ambient;
D3DVECTOR Position;
D3DVECTOR Direction;
float Range;
float Falloff;
float AttenuationO;
float Attenuationli;
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float Attenuation2;
float Theta;
float Phi;

} D3DLIGHTY;

Type DO DOOOO0O0ODiffuse 000000000Specular 00000000 Ambient 000000000
Position 0 0 0 O Direction 0000 Range 000000 Fallof 00000000000 OOOOOOOO
Attenuation0 O Attenuationl O Attenuation2 000000 ThetaJODOOO0O0O0O0ODOOOOOOOODOO
PhidOOOOOOOOOODOOOODOOOOOO

HRESULT LightEnable( DWORD LightIndex,
BOOL bEnable
)

Lightlndex 0000000000000 O0O0OOODbEnabled TRUEODOOOODOOOOODOOOOO

o D3DXMatrixLookAtLH O O
o D3DXMatrixPerspectiveFovLH O O

D3DXMatrixLookAtLH O O O D3DXMatrixPerspectiveFovLH O O OO O0OO0O00O0OO0000OOO
goooooooooo

D3DXMATRIX *D3DXMatrixLookAtLH( D3DXMATRIX *pOut,
CONST D3DXVECTOR3 *pEye,
CONST D3DXVECTOR3 *pAt,
CONST D3DXVECTOR3 *pUp

);

OOuwd0000000000OUpEye0 0000000 U0OpAtOO0OO0O0OODOPUpOOOOOOODO
0000000000000 000000 pEye000O0 pAt000000O0O0OOOOOOOOOOOO

D3DXMATRIX *D3DXMatrixPerspectiveFovLH( D3DXMATRIX *pOut,
FLOAT fovY,
FLOAT Aspect,
FLOAT 2zn,
FLOAT zf
)

OOut00000D0000O0ODfovy 0 yOUOOODOOAspect 0000000000 (O+0)02zn0 2f
goooooOooOoOoOoOoOo Zopooopooopoooo

00000000000000000DirrectXO0OODOO0OOOOOO ID3DXFont 0O ODOODODOOOO
O0O0ID3DXFont O 2D 0000O0O0O0OCOOO0O0000O0OODOOCOOOO0000O0O0OODOOOODBOOO0
ooooooooooOooOoOoooO 1oooo0oooooO0ooooO0OoooOooO0oooooOoOoooDboOoOon
ooboboboooooooobooOoooboboooboOoooooo
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010 3boOoooOoooOoooo

gobooon gd
ID3DXFont goboobooboobboobooboo
ID3DXSprite gogboogopoooobgd
ag ugd
Begin goboobogoo
DrawText gbobooooooboboboboboooogo
End gbooooogoo

e ID3DXFont
e ID3DXSprite

ID3DXFont 00000000 DOOOO0OOO0OOO0OO0O0O0OOO00O0OOO0O0O0OODOO0O0OOO
goboobodbooobooboooobooboobbooboobboboboobbobDbooboo
0000000000000 000000000000000000 D3DXCreateFont 000 O0OO0OODOOO
O0ID3DXSprite 0000000000000 ODOOOOOOOOO3DOOOOOOOOODOOOOOOO
000000000000000000000000000000000000 ID3DXFontJOOOOODO
000000000000 000000000000000000000O0O00D0O0O D3DXCreateSprite
000000000000 00 D3DXCreateFont 0 00 D3DXCreateSprite 000000000

HRESULT D3DXCreateFont(
LPDIRECT3DDEVICES pDevice,
INT Height,

UINT Width,

UINT Weight,

UINT MipLevels,

BOOL Italic,

DWORD CharSet,

DWORD OutputPrecision,

DWORD Quality,

DWORD PitchAndFamily,

LPCTSTR pFacename,

LPD3DXFONT * ppFont
);

HRESULT D3DXCreateSprite( LPDIRECT3DDEVICES pDevice,
LPD3DXSPRITE *ppSprite
)3

pDevice 0 0 0 0O O IDirect3DDevice9 O 0 0 0 0O O 0O Height 0 Width 0 Weight 000000000
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O00000O0OUOOMipLlevels DD OOOO0OO0OUOOOtalicO00OO0OOO0OUOOOCharSet DOOOOOO
OutputPrecision 0 Quality 0000000000000 PitchAndFamily 000 000000000000
pFacename 000000 OppFont 0000000000000 OODOOOppSprited ID3DXSprite 0 00O
gooooo

e Begin 00O
e EndO0O

BeginO0OO End 000 ID3DXSprite 0000000000000 O0O0OO0OOOODOOOODOOOOO
ooooooooboooo

HRESULT Begin(
DWORD Flags
);

Flags OODOODODODOOOODOODOOOOOOOODOOO
HRESULT End();
e DrawText OO

DrawText 00O ID3DXFont 000000000000 OCO0ODOOO0OODOOOODOOOOOOOO

INT DrawText(

LPD3DXSPRITE pSprite,
LPCTSTR pString,
INT Count,
LPRECT pRect,
DWORD Format,
D3DCOLOR Color

);

pSprite 00 000000000 OpString0 0000000 OCount 00O OpRect 00000 OFormat
00000000 OdColor0OOOOoOnO

0000000000000 ooooodoDooDoooo0o0DOoooo0oOgoOoDOdDirectX 00O Direct
hpwt 0000000000000 O0OOOOOOO0OUOODOOOOOOOOOOODODOOOODODOOOOO
0000000000000 oO0oDooDooo0oo0oo0oDOOooDOoooDo0o0oo00 11Toboooooooao
Direct nput 0000 O0OODOO

e DirectInput8Create 0 O

IDirectInput8 O IDirectInputDevice8 O DirectX Graphics O IDirect3D9 O IDirect3DDevice9 O O O
goodoooooooboboobobboooboo

HRESULT WINAPI DirectInput8Create( HINSTANCE hinst,
DWORD dwVersionm,
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011 OO0O0ooooo

ad od
DirectInput8Create IDirectinput8 00000000000 O0OOOOCOOODO
CreateDevice IDirectInputDeviceS 00000 O00D0OO00OO0O0OO0ODOOOOO
GetDeviceState goodddooooooooooo

REFIID riidltf,

LPVOID *ppvOut,

LPUNKNOWN punkOuter
)3

hinst 00 0000000000000 O000000dwVersion D0 O00000ridtf 00000000
O00000000ppvOuwt 00000000000 punkOuter 00 000000000000 O0O0O0OO
ooo

HRESULT CreateDevice( REFGUID rguid,
LPDIRECTINPUTDEVICE *1plpDirectInputDevice,
LPUNKNOWN pUnkOuter

);

reuid 0000000000000 (GUIDSysKeyboard 00D OO0OOO0O0OO0OO) OO O IDirectInput-
Device8 O SetDataFormat 0 0O O SetCooperativeLevel 00 0 0000000000000 O0O0OO0O0OOO
goobogooo

HRESULT GetDeviceStatus( REFGUID rguidInstance
)3

GetDeviceStatus 0 00 256 00 000000000000 00O0O0OO0D0O0OOO0DOOOOOODOOOO
coobobooooboooooOooOoooOoOoboOoOobOOoO0OobOOoOoOooOoOoOoOOOoOoOObOOoOoDO

33 0000O0ODOO0OOOOnoo

0000000000000 ooooooDoooooooooooooo0 Boooooooooog
0000000000000 0O00000 main.cppd game.cppd my3dlib.cppl my3dlibh 00O O OO0
0000000000000 000000my3dlib.cppd my3dlibhO0O0000000O0O0000O00O0 COO
000000 DirectXO0OODODODOOODOOUDOOOODUOODOOODOOO0OOOmainepp 000000000
gboboobodbboobbgameccpp 0000000 OO0O0DOO0OOOODDOOODOOODODO

Windows 00 0000000000000 O0O0O0O00O000O00O0O0O0O0O0O0OOOOO0O0OO0O0OOO
000000000000000000000000000000000000000D0O000oDoOOo0On
Joooodooooooobobboboboboboobobbboddddddooooooooooooobon
00 12000 400000000000000000000000O0O0O0O0OOOOOOOOOOOOOOO
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012 000000

googao
1 goooooood
2| 0000000000O0DO0O0O0O
3 gooooooogd
4 |00000D0OO0ODOOOOOOO
013 000O0o0Od
gad oo
ShowCursor oo0oooooooooogg
InitD3DWindow | 000000000 DirectXO OO
LoadModels ooooooooooo
SetViews gdddduoooooog
Render oooo
GameMain ooooo
CleanupD3D oooooooood
reset goooooboo
moveCheck oooooog
checkCheck oooUoooooooo
checkmateCheck oooooooooo
stalemateCheck ooooopooooo
promotionCheck ooooopooooo

e ShowCursor O O

ShowCursor 00000000000 DOOO0OOOODOOOOOODOOOOOODOOOOOUOOOOO
Windows.h OO OODO0OOO0OO0O0OOO0ODO0OOOODOOOOODOO

int ShowCursor(

BOOL bShow

// 000000000

e InitD3DWindow O O

000 1 3000000000000 00b0Oo0o0booooooogao
gbobooooooogo

hShow 0 TRUEOOOODOUOODOOUOOODOFALSEOOODOOOOOO

InitD3DWindow 0 0 0000000000000 O00000O000O00O00O0O000O0O000O00O000O
O0DirectXODOOODOOODOOOOO0DOOOO0DODOOOO0O0OD0O000000O0my3dlib.cppd000000O0
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doboobooboboobOooboboobooboooDboobooboboobooobo
e LooadModels O O
LoadModels 00 000000000000 O0OOO0OOOOOODOOOOOO
e SetViews 0 O
SetViews O OUOUOUOODODOUOODOOO0OODOOOODOOOOOOOOOOO
e Render 00O

Render 00 0000000000000 O0O0O0DOODOOODOOODOOOOOODOOODODODOOOOOOO
ooboboooooooooboooboboooooooboooon

o GameMain O O

GameMain 0000000000000 0000ODOOOO0O00O0ODOOOOOOODODOOOOOOOO
gooo

e CleanupD3D 0O O

CleanupD3D 000000000 COOOOOOOODOOOOOOODODOOOODOOOOODOOOOO
WMDESTROYOOOOOODOOOODODODOOODODODOODODOODOODODOO0OO0DoOoOOooooo

e reset [ [

reset 00000000000 O0OCCOO0O0OOCOOO0OOOCOOO0O0OOCOOO0 intO00D0O0O0OOO
O0 board 00000000 DO0OOODODOOOOOOOOOOOOOOOOOO

e moveCheck O 0O

moveCheck 0000000000000 ODDOODOO0O0OO0DODOOOOOOOODODODOOOOOOOOO
OO000COO00bOOOoO0O0DOOoO0O0DOOO00 int00C000CO00 tmpOOOO0ODOOODDOO

e checkCheck O O

checkCheck 0000000000 boardJ OO ODODO0OO0O0O0OOOOOOODOOOODODOOO trueO
oooooooon

e checkmateCheck O O

checkmateCheck 0000 DO0O0OOOO board 00 O0OOODOOOODDOOODOOOOODOOOOOOO
OO0 true00000OCOOO

e stalemateCheck O O

stalemateCheck 0000000000 board DO0O0O0OO0OODODOOO0ODDODOOOODODODO trued OO
goooog
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OO0A WindowsOODOODODOOOOODOOOOOOOODODOO
oo

#include<Windows.h>

#include<tchar.h>

/%

* J0g0o0oboboboooesbobobooooooboboDbo
* @param hind:0 000000000

* @param msg:0 00000000

* Q@param wParam: O OO0 0000000 ODOOO

* @param lParam:00 0000000000000

* Qreturn LRESULT:TRUE=1,FALSE=0,S_0K=0,S_FALSE=1

*/

LRESULT WINAPI MsgProc(HWND hWnd,UINT msg,WPARAM wParam,LPARAM 1Param){
//0s00000000000000O0O0O00ODO0O00O
switch(msg){

//000000000000
case WM_DESTROY:
//WM_QUIT(OO0000000)000
PostQuitMessage(0);
return O;
}
//0000000000D000O0O0O0O0O0O0O0O0OOOOOCOOOO

return DefWindowProc (hWnd,msg,wParam,1Param) ;

* WinMain 00 0O

* @param hInst:0000000000000O

* @param hPrevIinst:0J0 0000000 O0O0O0O0O0O

* Q@param lpCmd:000 00000

* @param nCmd:00 000

* @return int: 000000000

*/

int WINAPI WinMain(HINSTANCE hInst,HINSTANCE hPInst,LPSTR 1pCmd,int nCmd){

//00000000000
WNDCLASSEX wc = {sizeof (WNDCLASSEX),CS_CLASSDC,MsgProc,OL,0L,hInst,
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NULL,NULL,NULL,NULL, _T("My Window") ,NULL};
//00000000000
RegisterClassEx (&wc) ;

//00000000

HWND hWnd = CreateWindow(_T("My Window"), T("OODOOOO"),
WS_OVERLAPPEDWINDOW,100,100,300,300,NULL,NULL,hInst,NULL) ;

//00000000

ShowWindow (hWnd , SW_SHOWDEFAULT) ;

/000000000000
MSG msg;
ZeroMemory (&msg, sizeof (msg) ) ;
//000000000000
//000000000000D0O0ODOOoOoO
while(msg.message!=WM_QUIT){
//0000000000
if (PeekMessage (&msg,NULL,0U, OU,PM_REMOVE) ) {
//WM_KEYDOWN O OO OOOO WM_CHARODOOODOOOO
TranslateMessage (&msg) ;
//00000000000000O0O0OOOO
DispatchMessage (&msg) ;

}
//000000000000

//0000000000000
UnregisterClass(_T("My Window") ,hInst);

return O;

00 B RaumschachOOOOOOOOODOODOOOO

B.1 my3dlib.h

#include<Windows.h>

#include<stdio.h>
#include<MMSystem.h>
#include<d3dx9.h>

#include<tchar.h>
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#include<dinput.h>

//X00000000000000

struct Model{
//0000
LPD3DXMESH  pmesh;
//00000000
D3DMATERIAL9*  pmaterials;
//00000000
LPDIRECT3DTEXTUREO*  ptextures;
//0000000
DWORD nummaterials;
//00000000000O00OO0OO0O
BOOL  used;

};

//X00000000000000

//0000000 (@o)0o0oo
//IDirect3D9 00 0O OO

extern LPDIRECT3D9 g_pD3D;
//IDirect3DDeviced DO OO OO

extern LPDIRECT3DDEVICE9 g_pd3dDevice;
//000000000000 (O0+0)
extern float  g_aspect;
//0000000000

extern Model g _models[];
//00000000000

extern LPD3DXFONT g_pxfonts[];
//00000000000000

extern LPD3DXSPRITE g_ptextsprite;

//000000000000@Oo0O000oo 15
extern int  board[15][15][15];
//00000000C0OOOoO

extern int  tmp[15][15] [15];

//00

extern int winner;

//0000000000

extern int currentTurn;

//000000000



extern int currentMode;
//0000000000000000DOO
extern bool checkmateCall;
//0000000 (0O0)OooDooo

//00000000000000

//D3DO OO (DODOOOoono)

HRESULT InitD3DWindow(LPCTSTR wintitle,int w,int h);
//00000000000

int LoadModel (LPCTSTR filename);

//000000

void RenderModel(int idx);

//0000000000d

const char *GetKeyState();

//00000000

void setTimer(int idx,DWORD time);
//00000000000000000O00J TRUE

BOOL isTimerGoal(int idx);

//000000000

DWORD getPassedTime(int idx);
/0000000000000

int CreateGameFont (LPCTSTR fontname,int height,UINT weight);

//0000000000C00C0CO

void reset();
//00000000000000 tmp0O OO
void moveCheck(int x,int y,int z);
//000000

bool winCheck();
//00000000000

bool checkCheck(int kcolor);
//000000D00D0O0O

bool stalemateCheck(int color);
//00000000000O

bool promotionCheck(int color);

//00000000000000
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B.2 my3dlib.cpp

#include'"my3dlib.h"

//000000000D000

//IDirect3D9 0 00O OO

LPDIRECT3D9 g_pD3D = NULL;
//IDirect3DDeviced 0O OO OO
LPDIRECT3DDEVICES g_pd3dDevice = NULL;
/000000000000 (@+=0)

float g_aspect = 1.0f;
//0000 X000000oooo

const int MAXMODEL = 64;
//0000000C0C0CO

Model g_models [MAXMODEL] ;
//IDirectInput8 00 0000
LPDIRECTINPUTS g_pDI = NULL;
//IDirectInputDevice8 D00 OO0
LPDIRECTINPUTDEVICES8 g_pDIDevice = NULL;
//0000000000000000

char g_keys[256];
//00000000

const int MAXTIMER = 64;
//000000000

DWORD g_goaltimes [MAXTIMER] ;
//0000000

const int MAXFONT = 64;
//00000000D00O0

LPD3DXFONT g_pxfonts [MAXFONT] ;
//00000000000000
LPD3DXSPRITE g_ptextsprite = NULL;
//00000000000

/**

* J0000000O0ODbOOooD
* Q@param idx:000000O0
* Q@param time:[0 0

* Q@return void

*/
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void setTimer(int idx,DWORD time){
/0000000000
if (idx>MAXTIMER) return;
g_goaltimes[idx] = timeGetTime() + time;
}
/**
x J000000oooooooooooooog
* Q@param idx:000000
* @return BOOL:O 0O UO0ODOOODOOO0ODOOOOOOQO TRUE=1
*/
BOOL isTimerGoal(int idx){
if (g_goaltimes[idx]>timeGetTime () )return FALSE;
return TRUE;
}
/**
x 000 oooooooon
* Q@param idx:000000
* @return DWORD:O O (O DO0O)
*/
DWORD getPassedTime(int idx){

return timeGetTime() - g_goaltimes[idx];

/**
* 000 (O000ooo0o0)oooooooo
* @param void
* Q@return void
*/
void CleanupD3D(){
//0000000000000000
for(int i=0;i<MAXFONT;i++){
if (g_pxfonts[i])g_pxfonts[i]->Release();
}
//000000000000
if (g_ptextsprite)g_ptextsprite->Release();

//0000000 (CO000o0oo0o0oo0oooooo)ooo
for(int i=0;i<MAXMODEL;i++){
if (g_models[i] .used != TRUE){
if (g_models[i] .pmaterials != NULL){
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delete[] g_models[i].pmaterials;
}
if (g_models[i] .ptextures != NULL){
for (DWORD j=0;j<g_models[i] .nummaterials; j++){
g_models[i] .ptextures[j]l->Release();
}
delete[] g_models[i].ptextures;
}
if (g_models[i] .pmesh != NULL){
g_models[i] .pmesh->Release();

}

//DirectInputDevice 000

if (g_pDIDevice != NULL){
g_pDIDevice->Unacquire() ;
g_pDIDevice->Release();

}

if(g_pDI != NULL)g_pDI->Release();

//DirectX 00 00OOODO

if (g_pd3dDevice != NULL)g_pd3dDevice->Release();

if (g_pD3D != NULL)g_pD3D->Release();

VEL]

*

goooOoOopOoopoposogooooooooooooooog
Oparam hwnd:O000000O0O0O0O
* @param msg:0 00000000
* Q@param wParam: 0000000000 ODOOO
* @param lParam: 0000000000 OOO0O0O
* Q@return LRESULT:TRUE=1,FALSE=0,S_0K=0,S_FALSE=1
*/
LRESULT WINAPI MsgProc(HWND hWnd,UINT msg,WPARAM wParam,LPARAM 1Param){
//0s00000000000000O00O000ODO0000
switch(msg){
//000000000000
case WM_DESTROY:
//0000000
CleanupD3D();
//WM_QUIT(ODO0000000)000

*
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PostQuitMessage(0);

return O;
}
//00000000000000000000000000000O0

return DefWindowProc (hWnd,msg,wParam,1Param) ;

/**
x J0000oooooobobobobbbbbobooooooogo
* @param void
* Q@return void
*/
HRESULT InitD3DWindow(LPCTSTR wintitle,int w,int h){
//00000000000000d
ZeroMemory (&g_models,sizeof (Model) *MAXMODEL) ;
ZeroMemory (&g_pxfonts,sizeof (LPD3DXFONT) *MAXFONT) ;
//0000000000
WNDCLASSEX wc = {sizeof (WNDCLASSEX),CS_CLASSDC,MsgProc,0L,0L,
GetModuleHandle (NULL) ,NULL,NULL,NULL,NULL,
_T("D3D Window Class"),NULL};
//00000000000
RegisterClassEx (&wc) ;

//0000000

HWND hWnd = CreateWindow(_T("D3D Window Class"),wintitle,
WS_OVERLAPPED | WS_SYSMENU,100,100,w,h,
NULL,NULL,wc.hInstance,NULL) ;

//00000000000000

g_aspect = (float)w/(float)h;

//D3D9 000
if (NULL == (g_pD3D = Direct3DCreate9 (D3D_SDK_VERSION)))return E_FAIL;

//D3D0 000000 (00000000000 TeLO0O0O)
D3DPRESENT_PARAMETERS d3dpp;
ZeroMemory (&d3dpp, sizeof (d3dpp)) ;
//000000000

d3dpp.Windowed = TRUE;

//0000000000

d3dpp.SwapEffect = D3DSWAPEFFECT_DISCARD;
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//000000000000D00000O0OO0O
d3dpp.BackBufferFormat = D3DFMT_UNKNOWN;
//200000000

d3dpp.EnableAutoDepthStencil = TRUE;
//200000 1600000
d3dpp.AutoDepthStencilFormat = D3DFMT_D16;

//000000 (PO OO0O0DOOOOO0OO0O0OOO0O0ODODOOO0OOO0OO0ODOO0OOOOO0OOD

if (FAILED (g_pD3D->CreateDevice (D3DADAPTER_DEFAULT,D3DDEVTYPE_HAL,
hWnd ,D3DCREATE_HARDWARE_VERTEXPROCESSING,
&d3dpp,&g_pd3dDevice))){
if (FAILED (g_pD3D->CreateDevice (D3DADAPTER_DEFAULT,D3DDEVTYPE_HAL,
hWnd ,D3DCREATE_SOFTWARE_VERTEXPROCESSING,
&d3dpp,&g_pd3dDevice))){
return E_FAIL;

//20000000

g_pd3dDevice->SetRenderState (D3DRS_ZENABLE, TRUE) ;
//00000000

ShowWindow (hWnd , SW_SHOWDEFAULT) ;

//DirectInput 00O OO

if(FAILED(DirectInputSCreate(wc.hInstance,DIRECTINPUT_VERSION,IID_IDirectInputS,
(void#**)&g_pDI,NULL)))return E_FAIL;

if (FAILED (g_pDI->CreateDevice (GUID_SysKeyboard,&g_pDIDevice,NULL)))return E_FAIL;

g_pDIDevice->SetDataFormat (&c_dfDIKeyboard) ;

g_pDIDevice->SetCooperativelLevel (hWnd,DISCL_FOREGROUND | DISCL_NONEXCLUSIVE);

//000000000000
if (FAILED (D3DXCreateSprite(g_pd3dDevice,&g_ptextsprite)))return E_FAIL;

return S_O0K;

VAL
* X0O0OOoOOOoooooooooooooo
* @param filename:000 000 (DOOOOO)
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* Qreturn int:000000
*/
int LoadModel (LPCTSTR filename){
//000000000 (used 0 FALSE)
int idx;
for (idx=0; idx<MAXMODEL; idx++){
if (g_models[idx] .used == FALSE)break;
}
if (idx>=MAXMODEL)return -1;

//00000000
LPD3DXBUFFER pD3DXMtrlBuffer;
//X000000000
if (FAILED (D3DXLoadMeshFromX (filename,D3DXMESH_SYSTEMMEM, g_pd3dDevice,NULL,
&pD3DXMtrlBuffer,NULL,&g_models[idx] .nummaterials,
&g_models[idx] .pmesh))){
MessageBox (NULL, _T("XOOOODOOOOOOOO"),_T("3D Lib"),MB_OK);

return -1;

//0000000000000D0O00O00O0OO

D3DXMATERIAL* d3dxMaterials = (D3DXMATERIAL*)pD3DXMtrlBuffer->GetBufferPointer();
int num = g_models[idx].nummaterials;

g_models[idx] .pmaterials = new D3DMATERIALO [num];

if (g_models[idx] .pmaterials == NULL)return -1;

g_models[idx] .ptextures = new LPDIRECT3DTEXTUREQ [num] ;

if (g_models[idx] .ptextures == NULL)return -1;

for(int i=0;i<num;i++){
//000000000
g_models[idx] .pmaterials[i]=d3dxMaterials[i] .MatD3D;
//0000000000
g_models[idx] .pmaterials[i] .Ambient=g_models[idx] .pmaterials[i].Diffuse;
//0000000000
g_models[idx] .ptextures[i]=NULL;
if (d3dxMaterials[i] .pTextureFilename != NULL &&
lstrlenA(d3dxMaterials[i] .pTextureFilename) > 0){
if (FAILED(D3DXCreateTextureFromFileA (g_pd3dDevice,d3dxMaterials[i] .pTextureFilename,
&g_models[idx] .ptextures[i]))){
MessageBox (NULL, _T("OOOOOOOOOOOOO"),_T("3D Lib"),MB_OK);

38



return -1;

pD3DXMtrlBuffer->Release();
g_models[idx] .used = TRUE;

return idx;

/%%
* 00D0D00O0ODoOoOoDooODoOoO
* @param idx; 0 O0O0O0O0O
* Q@return void
*/
void RenderModel (int idx){
if (g_models[idx] .used == FALSE)return;

for (DWORD i=0;i<g_models[idx].nummaterials;i++){
g_pd3dDevice->SetMaterial (&g_models[idx] .pmaterials[i]);
g_pd3dDevice->SetTexture(0,g_models[idx] .ptextures[i]);
g_models[idx] .pmesh->DrawSubset (i) ;

/%%
* 000000000 keysOODOOOOO
* Q@param void
* Q@return char:0 000000
*/
const char *GetKeyState(){
HRESULT hr = g_pDIDevice->Acquire();
if ((hr==DI_0K) | | (hr==S_FALSE)){
g_pDIDevice->GetDeviceState(sizeof (g_keys) ,&g_keys);
return g_keys;
}
return NULL;

/ *%
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oooooooooooooooooooooooo
* @param fontname:0 OO O0OOOODO (OMS DOOOOO)
* @param height:00000 (ODOO)
* @param weight:00 0000
* @return int:000000
*/
int CreateGameFont (LPCTSTR fontname,int height,UINT weight){
//0000000000
int idx;
for(idx=0;idx<MAXFONT;idx++){
if (g_pxfonts[idx]==NULL)break;

*

}
if (1dx>=MAXFONT) return -1;

//000000000

HRESULT hr = D3DXCreateFont(g_dedDevice,-height,O,Weight,1,FALSE,
DEFAULT_CHARSET,OUT_DEFAULT_PRECIS,DEFAULT_QUALITY,
DEFAULT_PITCH | FF_DONTCARE,fontname,&g_pxfonts[idx]);

if (FAILED (hr))return -1;

return idx;

B.3 game.cpp

#include'"my3dlib.h"

int board[15] [15][15]; //0000O
int tmp[15][16][15]; //0000000CO0OOO
int collision[26]; //000000000COOCOO

enum{ //00000
ATT=-2, //0000
Mov, //0000

NONE, //00000
W_K, //10000K
W_Q, //200000Q
W_.Uu, //3000000U
W.R, //40000R
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W_B, //50000008B

W_.N, //60000N

W_P, //7T0000P

BK, //80000OK
B_.Q, //900000Q
B_.U, //100000000U
B_R, //110000R
B_B, //12000000 B
BN, //130000N
B.P //140000°P

};

/%%
* J000D00ODOODODOOODOOO
* Q@param void
* Q@return void
*/
void reset(){
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
board[i] [j] [k]=0;

//00000
board [4] [4] [2]=B_K;
board [3] [4] [2]=B_Q;
board[4] [4] [1]=board[4] [4] [3]=B_N;
board[4] [4] [0]=board[4] [4] [4]1=B_R;
board[3] [4] [0]=board[3] [4] [3]1=B_B;
board[3] [4] [1]=board[3] [4] [4]=B_U;
for(int i=0;i<5;i++){

board [4] [3] [1]=board[3] [3] [i]=B_P;
}
//00000
board [0] [0] [2]=W_K;
board[1] [0] [2]=W_Q;
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board [0] [0] [1]=board[0] [0] [3]=W_N;
board [0] [0] [0]=board [0] [0] [4]=W_R;
board[1] [0] [0]=board[1] [0] [3]=W_B;
board[1] [0] [1]=board[1] [0] [4]=W_U;
for(int i=0;i<5;i++){

board[0] [1] [i]=board[1] [1] [i]=W_P;

}
/*%
* 0000000000000 00 tmpOOOOOOO
* @param x,y,z:0000
* Q@return void
*/
void moveCheck(int x,int y,int z){
int t=board[z] [y] [x];
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
tmp [k] [j] [i]=board [k] [ [i];

for(int i=0;i<26;i++){
collision[i]=0;
}
switch(tmp[z] [yl [x]1){
/000000 (07000)
case W_K:{
for(int i=0;i<3;i++){
for(int j=0;j<3;j++){
for(int k=0;k<3;k++){
if (tmp [z-1+i] [y-1+j] [x-1+k]==NONE){
tmp [z-1+i] [y-1+j] [x-1+k]=M0OV;
Yelse if (8<=tmp[z-1+i] [y-1+j] [x-1+k]&&
tmp [z-1+i] [y-1+j] [x-1+k]<=14){
tmp [z-1+1i] [y-1+j] [x-1+k]=ATT;
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}
break;
}
case W_Q:{
for(int i=1;i<5;i++){
//RDOK
//0000
if(1collision[0]){if (x+i<56){
if (tmp[z] [y] [x+i]==NONE) {tmp [z] [y] [x+il=-1;}
else if (8<=tmpl[z] [y] [x+il&&tmp[z] [y] [x+il<=14){
tmp [z] [y] [x+i]=-2;collision[0]++;}
else collision[0]++;3}}
if (1collision[1]){if (x-i>=0){
if (tmp[z] [y] [x-i]==NONE) {tmp [z] [y] [x-i]=-1;}
else if (8<=tmpl[z] [y] [x-il&&tmp[z] [y] [x-i]<=14){
tmp [z] [y] [x-i]=-2;collision[1]++;}
else collision[1]++;3}}
if (1collision[2]){if (y+i<B){
if (tmp[z] [y+i] [x]==NONE){tmp [z] [y+i] [x]=-1;}
else if (8<=tmpl[z] [y+i] [x]&&tmp[z] [y+i] [x]<=14){
tmp [z] [y+i] [x]=-2;collision[2]++;}
else collision[2]++;3}}
if (!collision[3]){if (y-1>=0){
if (tmp[z] [y-i] [x]==NONE) {tmp [z] [y-1i] [x]=-1;}
else if(8<=tmpl[z] [y-i] [x]&&tmp[z] [y-i] [x]<=14){
tmp [z] [y-1] [x]=-2;collision[3]++;}
else collision[3]++;3}}
//0000
if (tcollision[4]){if (z+i<5){
if (tmp [z+i] [y] [x]==NONE) {tmp [z+i] [y] [x]=-1;}
else if (8<=tmp[z+i] [y] [x]&&tmp [z+i] [y] [x]<=14){
tmp [z+i] [y] [x]=-2;collision[4]++;}
else collision[4]++;}}
if (tcollision[5]1){if (z-i>=0){
if (tmp[z-1i] [y] [x]==NONE) {tmp [z-1i] [y] [x]=-1;}
else if (8<=tmpl[z-i] [y] [x]&&tmp[z-i] [y] [x]<=14){
tmp [z-i] [y] [x]=-2;collision[5]++;}
else collision[5]++;}}
//BISHOP
//0000
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if ('collision[6]){if (x+i<5 && y+i<5){
if (tmp[z] [y+i] [x+1]==NONE) {tmp[z] [y+i] [x+i]=-1;}
else if (8<=tmp[z] [y+i] [x+i]&&tmp[z] [y+i] [x+i]<=14){
tmp [z] [y+i] [x+i]=-2;collision[6]++;}
else collision[6]++;3}}
if ('collision[7]){if (x+i<5 && y-i>=0){
if (tmp[z] [y-i] [x+i]==NONE){tmp[z] [y-i] [x+i]l=-1;}
else if (8<=tmpl[z] [y-1i] [x+i]&&tmp[z] [y-i] [x+il<=14){
tmp [z] [y-i] [x+i]=-2;collision[7]++;}
else collision[7]++;3}}
if (tcollision[8]){if (x-i>=0 && y+i<5){
if (tmp[z] [y+i] [x-1]1==NONE) {tmp[z] [y+i] [x-i1=-1;}
else if (8<=tmpl[z] [y+i] [x-i]&&tmp[z] [y+i] [x-i]1<=14){
tmp [z] [y+i] [x-1]=-2;collision[8]++;}
else collision[8]++;}}
if (1collision[9]){if (x-i>=0 && y-i>=0){
if (tmp[z] [y-i] [x-1]1==NONE) {tmp[z] [y-i] [x-i1=-1;}
else if(8<=tmp[z] [y-i] [x-i]&&tmp[z] [y-i] [x-i]<=14){
tmp [z] [y-i] [x-i]=-2;collision[9]++;}
else collision[9]++;}}
//0000000
if(tcollision[10]){if (z+i<5 && x+i<5){
if (tmp [z+i] [y] [x+i]==NONE) {tmp [z+i] [y] [x+i]=-1;2}
else if(8<=tmp[z+i] [y] [x+il&&tmp [z+i] [y] [x+i]<=14){
tmp [z+i] [y] [x+i]=-2;collision[10]++;}
else collision[10]++;}}
if('collision[11]){if (z+i<5 && x-i>=0){
if (tmp[z+i] [y] [x-1]==NONE) {tmp [z+i] [y] [x-i]=-1;}
else if(8<=tmp[z+i] [y] [x-il&&tmp[z+i] [y] [x-i1<=14){
tmp [z+i] [y] [x-1]1=-2;collision[11]++;}
else collision[11]++;}}
if(!collision[12]) {if (z+i<5 && y+i<5){
if (tmp [z+i] [y+i] [x]==NONE) {tmp [z+i] [y+i] [x]=-1;}
else if (8<=tmp[z+i] [y+i] [x]&&tmp [z+i] [y+i] [x]<=14){
tmp [z+1] [y+i] [x]=-2;collision[12]++;}
else collision[12]++;}}
if(!collision[13]){if (z+i<5 && y-i>=0){
if (tmp [z+i] [y-i] [x]==NONE){tmp [z+i] [y-i] [x]=-1;}
else if (8<=tmp[z+i] [y-i] [x]&&tmp[z+i] [y-i] [x]<=14){
tmp [z+i] [y-i] [x]=-2;collision[13]++;3}
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else collision[13]++;}}
//0000000d
if('collision[14]){if (z-i>=0 && x+i<5){
if (tmp[z-i] [y] [x+i]==NONE) {tmp [z-i] [y] [x+i]=-1;}
else if (8<=tmp[z-i] [y] [x+il&&tmp[z-i] [y] [x+il<=14){
tmp [z-i] [y] [x+i]=-2;collision[14]++;}
else collision[14]++;}}
if('collision[15]){if (z-i>=0 && x-i>=0){
if (tmp [z-1i] [y] [x-i]==NONE) {tmp [z-i] [y] [x-il=-1;}
else if(8<=tmpl[z-i] [y] [x-i]&&tmp[z-i] [y] [x-i]<=14){
tmp [z-i] [y] [x-1]=-2;collision[15]++;3}
else collision[15]++;}}
if('collision[16]){if (z-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x]==NONE) {tmp [z-i] [y+i] [x]=-1;}
else if (8<=tmp[z-i] [y+i] [x]&&tmp[z-i] [y+i] [x]<=14){
tmp [z-i] [y+i] [x]=-2;collision[16]++;3}
else collision[16]++;}}
if (lcollision[17]1){if (z-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x]==NONE){tmp [z-i] [y-i] [x]=-1;}
else if (8<=tmp[z-i] [y-i] [x]&&tmp[z-i] [y-i] [x]<=14){
tmp [z-i] [y-i] [x]=-2;collision[17]++;3}
else collision[17]++;}}
//UNICORN
//0000000
if(lcollision[18]){if (z+i<5 && x+i<5 && y+i<5){
if (tmp [z+i] [y+i] [x+1]==NONE) {tmp [z+i] [y+i] [x+i]=-1;3}
else if (8<=tmp[z+i] [y+i] [x+i]&&tmp[z+i] [y+i] [x+i]<=14){
tmp [z+i] [y+i] [x+i]=-2;collision[18]++;}
else collision[18]++;}}
if('collision[19]){if (z+i<5 && x+i<5 && y-i>=0){
if (tmp[z+i] [y-i] [x+i]==NONE) {tmp [z+i] [y-1i] [x+i]=-1;}
else if (8<=tmp[z+i] [y-i] [x+i]&&tmp[z+i] [y-i] [x+i]<=14){
tmp [z+i] [y-i] [x+i]=-2;collision[19]++;}
else collision[19]++;}}
if ('collision[20]){if (z+i<5 && x-i>=0 && y+i<5){
if (tmp[z+i] [y+i] [x-1]1==NONE) {tmp [z+1i] [y+i] [x-i]=-1;}
else if (8<=tmp[z+i] [y+i] [x-i]&&tmp [z+i] [y+i] [x-1]<=14){
tmp [z+i] [y+i] [x-1]=-2;collision[20]++;}
else collision[20]++;}}
if('collision[21]){if (z+i<5 && x-i>=0 && y-i>=0){
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if (tmp [z+i] [y-i] [x-1]==NONE) {tmp [z+i] [y-i] [x-i]=-1;}
else if (8<=tmp[z+i] [y-i] [x-i]&&tmp [z+i] [y-i] [x-1]1<=14){
tmp [z+1i] [y-i] [x-11=-2;collision[21]++;}
else collision[21]++;}}
//0000000
if (1collision[22]){if(z-i>=0 && x+i<5 && y+i<5){
if (tmp[z-i] [y+i] [x+i]==NONE){tmp[z-i] [y+i] [x+i]=-1;}
else if (8<=tmp[z-i] [y+i] [x+i]l&&tmp[z-1i] [y+i] [x+i]<=14){
tmp [z-i] [y+i] [x+i]=-2;collision[22]++;}
else collision[22]++;}}
if(1collision[23]){if (z-1i>=0 && x+i<5 && y-i>=0){
if (tmp[z-i] [y-1i] [x+i]==NONE) {tmp [z-i] [y-i] [x+il=-1;}
else if (8<=tmp[z-i] [y-i] [x+il&&tmp[z-i] [y-i] [x+il<=14){
tmp [z-i] [y-i] [x+i]=-2;collision[23]++;}
else collision[23]++;}}
if('collision[24]){if (z-i>=0 && x-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x-1]==NONE) {tmp [z-i] [y+i] [x-i]=-1;}
else if (8<=tmp[z-i] [y+i] [x-il&&tmp[z-i] [y+i] [x-i]1<=14){
tmp[z-i] [y+i] [x-1]1=-2;collision[24]++;}
else collision[24]++;}}
if('collision[25]){if (z-i>=0 && x-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x-11==NONE) {tmp[z-i] [y-i] [x-i]=-1;}
else if(8<=tmp[z-i] [y-i] [x-i]&&tmp[z-i] [y-i] [x-i]<=14){
tmp [z-1i] [y-i] [x-1]=-2;collision[25]++;}
else collision[25]++;}}
}
break;
}
case W_N:{
if (y+1<5 && x+2<5){
if (tmp [z] [y+1] [x+2]==NONE) tmp [z] [y+1] [x+2]=-1;
else if (8<=tmpl[z] [y+1] [x+2] && tmp[z] [y+1] [x+2]<=14)
tmp [z] [y+1] [x+2]=-2;}
if (y+1<5 && x-2>=0){
if (tmp[z] [y+1] [x-2]==NONE) tmp [z] [y+1] [x-2]=-1;
else if (8<=tmplz] [y+1] [x-2] && tmp[z] [y+1] [x-2]<=14)
tmp [z] [y+1] [x-2]=-2;}
if (y-1>=0 && x+2<5){
if (tmp[z] [y-1] [x+2]==NONE) tmp [z] [y-1] [x+2]=-1;
else if (8<=tmp[z] [y-1] [x+2] && tmp[z] [y-1] [x+2]<=14)
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tmp [z] [y-1] [x+2]=-2;}
if (y-1>=0 && x-2>=0){
if (tmp[z] [y-1] [x-2]==NONE) tmp [z] [y-1] [x-2]=-1;
else if (8<=tmp[z] [y-1] [x-2] && tmp[z] [y-1] [x-2]<=14)
tmp [z] [y-1] [x-2]=-2;}
if (y+2<5 && x+1<5){
if (tmp [z] [y+2] [x+1]==NONE) tmp [z] [y+2] [x+1]=-1;
else if (8<=tmpl[z] [y+2] [x+1] && tmp[z] [y+2] [x+1]<=14)
tmp [z] [y+2] [x+1]=-2;}
if (y+2<5 && x-1>=0){
if (tmp [z] [y+2] [x-1]==NONE) tmp [z] [y+2] [x-1]=-1;
else if(8<=tmp[z] [y+2] [x-1] && tmp[z] [y+2] [x-1]<=14)
tmp [2] [y+2] [x-1]1=-2;}
if (y-2>=0 && x+1<5){
if (tmp[z] [y-2] [x+1]==NONE) tmp [z] [y-2] [x+1]=-1;
else if (8<=tmp[z] [y-2] [x+1] && tmp[z] [y-2] [x+1]1<=14)
tmp [z] [y-2] [x+1]=-2;3
if (y-2>=0 && x-1>=0){
if (tmp [z] [y-2] [x-1]==NONE) tmp [z] [y-2] [x-1]=-1;
else if (8<=tmpl[z] [y-2] [x-1] && tmp[z] [y-2] [x-1]1<=14)
tmp [z] [y-2] [x-1]=-2;}

if (z+1<5 && x+2<5){if (tmp[z+1] [y] [x+2]==NONE)
tmp [z+1] [y] [x+2]=-1;

else if (8<=tmpl[z+1] [y] [x+2] && tmp[z+1] [y] [x+2]<=14)
tmp [z+1] [y] [x+2]=-2;}

if (z+1<5 && x-2>=0){if (tmp[z+1] [y] [x-2]==NONE)
tmp [z+1] [y] [x-2]=-1;

else if (8<=tmplz+1] [y] [x-2] && tmp[z+1] [y] [x-2]<=14)
tmp [z+1] [y] [x-2]=-2;}

if(z-1>=0 && x+2<5){if (tmp[z-1] [y] [x+2]==NONE)
tmp [z-1] [y] [x+2]=-1;

else if (8<=tmp[z-1][y] [x+2] && tmp[z-1] [y] [x+2]<=14)
tmp [z-1] [y] [x+2]=-2;%

if(z-1>=0 && x-2>=0){if (tmp[z-1] [y] [x-2]==NONE)
tmp [z-1] [y] [x-2]=-1;

else if(8<=tmp[z-1][y] [x-2] && tmp[z-1] [y] [x-2]<=14)
tmp [z-1] [y] [x-2]=-2;}

if (z+1<5 && y+2<5){if (tmp[z+1] [y+2] [x]==NONE)
tmp [z+1] [y+2] [x]=-1;
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else if (8<=tmpl[z+1] [y+2] [x] && tmp[z+1] [y+2] [x]<=14)
tmp [z+1] [y+2] [x]=-2;}

if (z+1<5 && y-2>=0){if (tmp[z+1] [y-2] [x]==NONE)
tmp [z+1] [y-2] [x]=-1;

else if (8<=tmplz+1] [y-2] [x] && tmp[z+1] [y-2] [x]<=14)
tmp [z+1] [y-2] [x]=-2;}

if (z-1>=0 && y+2<5){if (tmp[z-1] [y+2] [x]==NONE)
tmp [z-1] [y+2] [x]=-1;

else if (8<=tmp[z-1] [y+2] [x] && tmp[z-1] [y+2] [x]1<=14)
tmp [z-1] [y+2] [x]=-2;}

if(z-1>=0 && y-2>=0){if (tmp[z-1] [y-2] [x]==NONE)
tmp [z-1] [y-2] [x]=-1;

else if (8<=tmp[z-1][y-2]1[x] && tmp[z-1] [y-2] [x]<=14)
tmp [z-1] [y-2] [x]=-2;}

if (z+2<5 && x+1<5){if (tmp[z+2] [y] [x+1]==NONE)
tmp [z+2] [y] [x+1]=-1;

else if (8<=tmp[z+2] [y] [x+1] && tmp[z+2] [y] [x+1]1<=14)
tmp [z+2] [y] [x+1]=-2;}

if (z+2<5 && x-1>=0){if (tmp[z+2] [y] [x-1]==NONE)
tmp [z+2] [y] [x-1]=-1;

else if (8<=tmpl[z+2] [y] [x-1] && tmp[z+2] [y] [x-1]1<=14)
tmp [z+2] [y] [x-1]=-2;}

if(z-2>=0 && x+1<5){if (tmp[z-2] [y] [x+1]==NONE)
tmp [z-2] [y] [x+1]=-1;

else if (8<=tmp[z-2] [y] [x+1] && tmp[z-2] [y] [x+1]1<=14)
tmp [z-2] [y] [x+1]=-2;}

if (z-2>=0 && x-1>=0){if (tmp[z-2] [y] [x-1]==NONE)
tmp [z-2] [y] [x-1]=-1;

else if (8<=tmp[z-2] [y] [x-1] && tmp[z-2] [y] [x-1]1<=14)
tmp [z-2] [y] [x-1]1=-2;}

if (z+2<5 && y+1<5){if (tmp[z+2] [y+1] [x]==NONE)
tmp [z+2] [y+1] [x]=-1;

else if(8<=tmp[z+2] [y+1] [x] && tmpl[z+2] [y+1] [x]<=14)
tmp [z+2] [y+1] [x]=-2;}

if (z+2<5 && y-1>=0){if (tmp[z+2] [y-1] [x]==NONE)
tmp [z+2] [y-1] [x]=-1;

else if (8<=tmp[z+2] [y-1][x] && tmp[z+2] [y-1] [x]<=14)
tmp [z+2] [y-1] [x]=-2;}

if (z-2>=0 && y+1<5){if (tmp[z-2] [y+1] [x]==NONE)
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tmp [z-2] [y+1] [x]=-1;
else if (8<=tmp[z-2] [y+1] [x] && tmp[z-2] [y+1] [x]1<=14)
tmp [z-2] [y+1] [x]=-2;2
if(z-2>=0 && y-1>=0){if (tmp[z-2] [y-1] [x]==NONE)
tmp [z-2] [y-1] [x]=-1;
else if (8<=tmp[z-2][y-1][x] && tmp[z-2] [y-1] [x]<=14)
tmp [z-2] [y-1] [x]=-2;}
break;
}
case W_R:{
for(int i=1;i<5;i++){
//0000
if(1collision[0]){if (x+i<56){
if (tmp[z] [y] [x+1]==NONE){tmp [z] [y] [x+i]=-1;}
else if (8<=tmpl[z] [y] [x+il&&tmp [z] [y] [x+il<=14){
tmp [z] [y] [x+i]=-2;collision[0]++;}
else collision[0]++;3}}
if (collision[1]1){if (x-i>=0){
if (tmp[z] [y] [x-1]==NONE) {tmp [z] [y] [x-i]1=-1;}
else if (8<=tmpl[z] [y] [x-il&&tmp [z] [y] [x-i]<=14){
tmp [z] [y] [x-i]=-2;collision[1]++;}
else collision[1]++;3}}
if (1collision[2]){if (y+i<5){
if (tmp [z] [y+i] [x]==NONE) {tmp [z] [y+i] [x]=-1;}
else if(8<=tmp[z] [y+i] [x]&&tmp[z] [y+i] [x]<=14){
tmp [z] [y+i] [x]=-2;collision[2]++;}
else collision[2]++;3}}
if (!collision[3]){if (y-1>=0){
if (tmp[z] [y-i] [x]1==NONE) {tmp [z] [y-i] [x]=-1;}
else if(8<=tmp[z] [y-i] [x]&&tmp[z] [y-i] [x]<=14){
tmp [z] [y-i] [x]=-2;collision[3]++;}
else collision[3]++;3}}
//0000
if(1collision[4]1){if (z+i<5){
if (tmp [z+i] [y] [x]==NONE) {tmp [z+i] [y] [x]=-1;}
else if (8<=tmp[z+i] [y] [x]&&tmp [z+i] [y] [x]<=14){
tmp [z+i] [y] [x]=-2;collision[4]++;}
else collision[4]++;}}
if(collision[5]){if (z-i>=0){
if (tmp[z-i] [y] [x]==NONE) {tmp [z-1i] [y] [x]=-1;}
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else if(8<=tmpl[z-i] [y] [x]&&tmp[z-i] [y] [x]<=14){
tmp [z-i] [y] [x]=-2;collision[5]++;}
else collision[5]++;3}}
}
break;
}
case W_B:{
for(int i=1;i<5;i++){
//0000
if('collision[0]){if (x+i<5 && y+i<5){
if (tmp[z] [y+1i] [x+i]==NONE) {tmp [z] [y+i] [x+i]=-1;}
else if (8<=tmp[z] [y+i] [x+il&&tmp[z] [y+i] [x+i]<=14){
tmp [z] [y+i] [x+i]=-2;collision[0]++;}
else collision[0]++;}}
if(!collision[1]){if (x+i<5 && y-i>=0){
if (tmp [2] [y-i] [x+i]==NONE) {tmp [z] [y-i] [x+il=-1;}
else if (8<=tmpl[z] [y-i] [x+il&&tmp[z] [y-i] [x+il<=14){
tmp [z] [y-i] [x+i]=-2;collision[1]++;}
else collision[1]++;3}}
if(!collision[2]){if (x-i>=0 && y+i<5){
if (tmp[z] [y+i] [x-1]==NONE) {tmp[z] [y+i] [x-i]=-1;}
else if (8<=tmpl[z] [y+i] [x-i]&&tmp[z] [y+i] [x-i1<=14){
tmp [z] [y+i] [x-1]=-2;collision[2]++;}
else collision[2]++;3}}
if(tcollision[3]){if (x-i>=0 && y-i>=0){
if (tmp[z] [y-i] [x-1]1==NONE) {tmp[z] [y-i] [x-i]=-1;}
else if (8<=tmpl[z] [y-i] [x-i]&&tmp[z] [y-i] [x-i]1<=14){
tmp [z] [y-i] [x-i]=-2;collision[3]++;}
else collision[3]++;3}}
//0000000
if(lcollision[4]){if (z+i<5 && x+i<5){
if (tmp [z+i] [y] [x+1]==NONE) {tmp [z+i] [y] [x+i]l=-1;}
else if (8<=tmp[z+i] [y] [x+i]&&tmp [z+i] [y] [x+i]<=14){
tmp [z+i] [y] [x+i]=-2;collision[4]++;}
else collision[4]++;}}
if(!collision[6]){if (z+i<5 && x-1>=0){
if (tmp [z+i] [y] [x-1]1==NONE) {tmp [z+i] [y] [x-i]=-1;}
else if (8<=tmpl[z+i] [y] [x-i]&&tmp[z+i] [y] [x-i]<=14){
tmp [z+i] [y] [x-1]1=-2;collision[5]++;}

else collision[5]++;}}
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}

if ('collision[6]){if (z+i<5 && y+i<5){
if (tmp[z+i] [y+i] [x]==NONE) {tmp [z+i] [y+i] [x]=-1;}
else if (8<=tmp[z+i] [y+i] [x]&&tmp[z+i] [y+i] [x]1<=14){
tmp [z+i] [y+i] [x]=-2;collision[6]++;}
else collision[6]++;3}}
if ('collision[7]){if (z+i<5 && y-i>=0){
if (tmp [z+i] [y-i] [x]==NONE) {tmp [z+i] [y-i] [x]=-1;%}
else if(8<=tmp[z+i] [y-i] [x]&&tmp [z+i] [y-i] [x]<=14){
tmp [z+i] [y-i] [x]=-2;collision[7]++;}
else collision[7]++;3}}
//0000000
if(!collision[8]){if (z-i>=0 && x+i<5){
if (tmp[z-i] [y] [x+1i]==NONE) {tmp [z-i] [y] [x+i]l=-1;}
else if (8<=tmp[z-i] [y] [x+i]&&tmp[z-i] [y] [x+i]<=14){
tmp [z-i] [y] [x+i]=-2;collision[8]++;}
else collision[8]++;}}
if(lcollision[9]){if (z-i>=0 && x-i>=0){
if (tmp[z-i] [y] [x-1]1==NONE) {tmp [z-i] [y] [x-i]=-1;}
else if (8<=tmp[z-i] [y] [x-i]&&tmp[z-i] [y] [x-1]<=14){
tmp [z-i] [y] [x-1]1=-2;collision[9]++;}
else collision[9]++;}}
if('collision[10]1){if (z-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x]==NONE) {tmp [z-i] [y+i] [x]=-1;3}
else if (8<=tmp[z-i] [y+i] [x]&&tmp[z-i] [y+i] [x]<=14){
tmp [z-i] [y+i] [x]=-2;collision[10]++;}
else collision[10]++;}}
if ('collision[11]1){if (z-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x]==NONE) {tmp [z-1i] [y-i] [x]=-1;}
else if (8<=tmp[z-i] [y-i] [x]&&tmp[z-i] [y-i] [x]<=14){
tmp [z-i] [y-i] [x]=-2;collision[11]++;}

else collision[11]++;}}

break;

}

case W_U:{

for(int i=1;i<5;i++){

//0000000
if ('collision[0]){if (z+i<5 && x+i<5 && y+i<5){

if (tmp[z+i] [y+i] [x+1i]==NONE) {tmp [z+i] [y+i] [x+i]=-1;}
else if (8<=tmp[z+i] [y+i] [x+i]&&tmp [z+i] [y+i] [x+i]<=14){
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tmp [z+i] [y+i] [x+i]=-2;collision[0]++;}
else collision[0]++;3}}
if(!collision[1]){if (z+i<5 && x+i<5 && y-i>=0){
if (tmp [z+i] [y-i] [x+1]==NONE) {tmp [z+i] [y-i] [x+i]=-1;3}
else if (8<=tmp[z+i] [y-i] [x+il&&tmp[z+i] [y-i] [x+i]l<=14){
tmp [z+1] [y-i] [x+i]=-2;collision[1]++;}
else collision[1]++;}}
if('collision[2]){if (z+i<5 && x-i>=0 && y+i<5){
if (tmp [z+i] [y+i] [x-1]==NONE) {tmp [z+i] [y+i] [x-i]=-1;3}
else if (8<=tmp[z+i] [y+i] [x-i]l&&tmp[z+i] [y+i] [x-1]<=14){
tmp [z+i] [y+i] [x-1]=-2;collision[2]++;}
else collision[2]++;}}
if(lcollision[3]){if (z+i<5 && x-i>=0 && y-i>=0){
if (tmp [z+i] [y-1i] [x-1]==NONE) {tmp [z+i] [y-i] [x-i]=-1;3}
else if (8<=tmp[z+i] [y-i] [x-il&&tmpl[z+i] [y-i] [x-i1<=14){
tmp [z+i] [y-i] [x-1]=-2;collision[3]++;}
else collision[3]++;}}
//0000000
if(!collision[4]){if (z-i>=0 && x+i<5 && y+i<5){
if (tmp[z-i] [y+i] [x+i]==NONE) {tmp[z-i] [y+i] [x+i]l=-1;}
else if (8<=tmp[z-i] [y+i] [x+i]&&tmp[z-1i] [y+i] [x+i]<=14){
tmp [z-i] [y+i] [x+i]=-2;collision[4]++;}
else collision[4]++;}}
if(!collision[5]){if(z-i>=0 && x+i<5 && y-i>=0){
if (temp[z-i] [y-i] [x+i]==NONE) {tmp [z-i] [y-i] [x+i]=-1;}
else if (8<=tmp[z-i] [y-1i] [x+i]&&tmp[z-i] [y-i] [x+i]<=14){
tmp [z-i] [y-i] [x+i]=-2;collision[5]++;}
else collision[5]++;}}
if(!'collision[6]){if (z-i>=0 && x-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x-1]1==NONE) {tmp [z-1] [y+i] [x-i]=-1;}
else if (8<=tmp[z-i] [y+i] [x-il&&tmp[z-i] [y+i] [x-1i]1<=14){
tmp [z-i] [y+i] [x-1]=-2;collision[6]++;}
else collision[6]++;}}
if('collision[7]){if(z-i>=0 && x-i>=0 && y-i>=0){
if (tmp[z-1i] [y-i] [x-i]==NONE) {tmp [z-i] [y-i] [x-i]=-1;}
else if(8<=tmpl[z-il [y-i] [x-il&&tmpl[z-i] [y-i] [x-i1<=14){
tmp [z-i] [y-i] [x-1]=-2;collision[7]++;}
else collision[7]++;}}
}

break;
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}
case W_P:{
//00
if (y+1<5 && tmp[z] [y+1] [x]==NONE) tmp [z] [y+1] [x]=-1;
if (z+1<5 && tmp[z+1] [y] [x]==NONE) tmp [z+1] [y] [x]=-1;
//00
if (y+1<5 && x-1>=0 && 8<=tmp[z] [y+1] [x-1] && tmpl[z] [y+1] [x-1]1<=14)
tmp [2] [y+1] [x-1]=-2;
if (y+1<5 && x+1<5 && 8<=tmp[z] [y+1] [x+1] && tmp[z] [y+1] [x+1]1<=14)
tmp [z] [y+1] [x+1]=-2;
if (z+1<5 && x-1>=0 && 8<=tmp[z+1] [y] [x-1] && tmp[z+1] [y] [x-1]1<=14)
tmp [z+1] [y] [x-1]=-2;
if (z+1<5 && x+1<5 && 8<=tmp[z+1] [y] [x+1] && tmplz+1] [y] [x+1]1<=14)
tmp [z+1] [y] [x+1]=-2;
if (z+1<5 && y+1<5 && 8<=tmp[z+1] [y+1] [x] && tmp[z+1] [y+1] [x]<=14)
tmp [z+1] [y+1] [x]=-2;
break;
}
//000000 (8014000)
case B_K:{
for(int i=0;i<3;i++){
for(int j=0;j<3;j++){
for(int k=0;k<3;k++){
if (tmp[z-1+i] [y-1+j] [x-1+k]==NONE) {
tmp [z-1+i] [y-1+j] [x-1+k]=M0OV;
Yelse if (1<=tmp[z-1+i] [y-1+j] [x-1+k]&&
tmp [z-1+i] [y-1+j] [x-1+k]1<=7){
tmp [z-1+i] [y-1+j] [x-1+k]=ATT;

}
break;
}
case B_Q:{

for(int i=1;i<5;i++){
//ROOK
//0000
if(1collision[0]){if (x+i<5){

if (tmp[z] [y] [x+1]==NONE){tmp[z] [y] [x+i]=-1;}
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else if (1<=tmpl[z] [y] [x+i]&&tmp[z] [y] [x+i]<=7){
tmp [z] [y] [x+i]=-2;collision[0]++;}
else collision[0]++;3}}
if (1collision[1]){if (x-i>=0){
if (tmp[z] [y] [x-1]==NONE) {tmp [z] [y] [x-i]1=-1;}
else if (1<=tmp[z] [y] [x-i]&&tmp[z] [y] [x-i1<=7){
tmp [z] [y] [x-i]=-2;collision[1]++;}
else collision[1]++;3}}
if (tcollision[2]){if (y+i<B){
if (tmp[z] [y+i] [x]==NONE) {tmp [z] [y+i] [x]=-1;}
else if (1<=tmp[z] [y+i] [x]&&tmp[z] [y+i] [x]1<=7){
tmp [z] [y+i] [x]=-2;collision[2]++;}
else collision[2]++;}}
if (!collision[3]){if (y-i>=0){
if (tmp[z] [y-i] [x]==NONE) {tmp[z] [y-i] [x]=-1;}
else if (1<=tmp[z] [y-i] [x]&&tmp[z] [y-i] [x]1<=7){
tmp [z] [y-i] [x]=-2;collision[3]++;}
else collision[3]++;}}
//0000
if(1collision[4]){if (z+i<56){
if (tmp[z+i] [y] [x]==NONE) {tmp [z+i] [y] [x]=-1;}
else if (1<=tmp[z+i] [y] [x]1&&tmp [z+i] [y] [x]1<=7){
tmp [z+1] [y] [x]=-2;collision[4]++;}
else collision[4]++;3}}
if('collision[5]){if (z-i>=0){
if (tmp[z-i] [y] [x]==NONE) {tmp [z-i] [y] [x]=-1;}
else if (1<=tmp[z-i] [y] [x]&&tmp [z-i] [y] [x]<=7){
tmp [z-i] [y] [x]=-2;collision[5]++;}
else collision[5]++;3}}
//BISHOP
//0000
if(!collision[6]){if (x+i<5 && y+i<5){
if (tmp [2] [y+i] [x+1]==NONE) {tmp[z] [y+i] [x+i]=-1;}
else if (1<=tmp[z] [y+i] [x+i]&&tmp[z] [y+i] [x+i]<=7){
tmp [z] [y+i] [x+i]=-2;collision[6]++;}
else collision[6]++;}}
if (tcollision[7]){if (x+i<5 && y-i>=0){
if (tmp[z] [y-i] [x+1]==NONE) {tmp[z] [y-i] [x+i]=-1;}
else if (1<=tmp[z] [y-i] [x+i]&&tmp[z] [y-i] [x+i]<=7){
tmp [z] [y-i] [x+i]=-2;collision[7]++;}
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else collision[7]++;3}}
if('collision[8]){if (x-1>=0 && y+i<5){
if (tmp[z] [y+i] [x-1]1==NONE) {tmp[z] [y+i] [x-il=-1;}
else if (1<=tmp[z] [y+i] [x-i]&&tmp[z] [y+i] [x-1]1<=7){
tmp [z] [y+i] [x-1]1=-2;collision[8]++;}
else collision[8]++;}}
if('collision[9]){if (x-i>=0 && y-i>=0){
if (tmp[z] [y-i] [x-1]==NONE) {tmp[z] [y-i] [x-il=-1;}
else if (1<=tmpl[z] [y-i] [x-i]&&tmp[z] [y-i] [x-1]1<=7){
tmp [z] [y-i] [x-1]1=-2;collision[9]++;}
else collision[9]++;}}
//0000000
if(!'collision[10]){if (z+i<5 && x+i<5){
if (tmp [z+i] [y] [x+i]==NONE) {tmp [z+i] [y] [x+il=-1;}
else if (1<=tmp[z+i] [y] [x+il&&tmp [z+i] [y] [x+i]1<=7){
tmp [z+i] [y] [x+i]=-2;collision[10]++;3}
else collision[10]++;}}
if(tcollision[11]){if (z+i<5 && x-1i>=0){
if (tmp[z+i] [y] [x-11==NONE) {tmp [z+i] [y] [x-i]=-1;2}
else if (1<=tmp[z+i] [y] [x-il&&tmp [z+i] [y] [x-11<=7){
tmp [z+i] [y] [x-1]=-2;collision[11]++;3}
else collision[11]++;}}
if (1collision[12]) {if (z+i<5 && y+i<5){
if (tmp [z+i] [y+i] [x]==NONE) {tmp [z+i] [y+i] [x]=-1;}
else if (1<=tmp[z+i] [y+i] [x]&&tmp[z+i] [y+i] [x]1<=7){
tmp [z+i] [y+i] [x]=-2;collision[12]++;3}
else collision[12]++;}}
if (collision[13]1){if (z+i<6 && y-i>=0){
if (tmp [z+i] [y-i] [x]==NONE) {tmp [z+i] [y-i] [x]=-1;2}
else if (1<=tmp[z+i] [y-i] [x]&&tmp[z+i] [y-i] [x]1<=7){
tmp [z+i] [y-i] [x]=-2;collision[13]++;}
else collision[13]++;}}
//0000000
if('collision[14]1){if (z-i>=0 && x+i<5){
if (tmp[z-i] [y] [x+1]==NONE) {tmp[z-i] [y] [x+i]l=-1;3}
else if (1<=tmp[z-i] [y] [x+i]l&&tmp[z-i] [y] [x+i]<=7){
tmp [z-i] [y] [x+i]=-2;collision[14]++;}
else collision[14]++;}}
if('collision[15]){if (z-i>=0 && x-i>=0){
if (tmp [z-1i] [y] [x-i]==NONE) {tmp [z-i] [y] [x-il=-1;}
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else if (1<=tmp[z-i] [y] [x-1]&&tmp[z-i] [y] [x-i]1<=7){
tmp [z-i] [y] [x-1]=-2;collision[15]++;3}
else collision[15]++;}}
if (1collision[16]1){if (z-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x]==NONE) {tmp[z-i] [y+i] [x]=-1;}
else if (1<=tmp[z-i] [y+i] [x]&&tmp[z-i] [y+i] [x]1<=7){
tmp [z-i] [y+i] [x]=-2;collision[16]++;}
else collision[16]++;}}
if (tcollision[17]){if (z-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x]==NONE){tmp [z-i] [y-i] [x]=-1;2}
else if (1<=tmp[z-i] [y-i] [x]&&tmp[z-i] [y-1] [x]<=7){
tmp [z-1] [y-i] [x]=-2;collision[17]++;}
else collision[17]++;}}
//UNICORN
//0000000
if (1collision[18]){if (z+i<5 && x+i<5 && y+i<5){
if (tmp[z+i] [y+i] [x+i]==NONE) {tmp [z+i] [y+i] [x+i]=-1;}
else if (1<=tmp[z+i] [y+i] [x+i]&&tmp [z+i] [y+i] [x+i1<=7){
tmp [z+i] [y+i] [x+i]=-2;collision[18]++;}
else collision[18]++;}}
if(1collision[19]){if (z+i<5 && x+i<5 && y-i>=0){
if (tmp[z+i] [y-i] [x+i]==NONE) {tmp [z+1i] [y-i] [x+i]=-1;}
else if (1<=tmp[z+i] [y-i] [x+i]&&tmp [z+i] [y-i] [x+i]<=7){
tmp [z+i] [y-i] [x+i]=-2;collision[19]++;}
else collision[19]++;}}
if(1collision[20]) {if (z+i<5 && x-i>=0 && y+i<5){
if (tmp[z+i] [y+i] [x-1]1==NONE) {tmp[z+i] [y+i] [x-i]=-1;}
else if (1<=tmp[z+i] [y+i] [x-i]&&tmp[z+i] [y+i] [x-i1<=7){
tmp [z+1i] [y+i] [x-1]1=-2;collision[20]++;}
else collision[20]++;}}
if(1collision[21]) {if (z+i<5 && x-1i>=0 && y-i>=0){
if (tmp[z+i] [y-i] [x-1]1==NONE) {tmp [z+i] [y-i] [x-i]=-1;}
else if (1<=tmp[z+i] [y-i] [x-i]&&tmp [z+i] [y-i] [x-11<=7){
tmp [z+1i] [y-i] [x-11=-2;collision[21]++;}
else collision[21]++;}}
//0000000
if('collision[22]){if (z-i>=0 && x+i<5 && y+i<5){
if (tmp [z-i] [y+i] [x+1]==NONE) {tmp [z-1] [y+i] [x+i]=-1;3}
else if (1<=tmp[z-i] [y+i] [x+i]&&tmp[z-1i] [y+i] [x+i]<=7){
tmp [z-i] [y+i] [x+i]=-2;collision[22]++;}
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}

else collision[22]++;}}
if (1collision[23]){if (z-i>=0 && x+i<5 && y-i>=0){
if (tmp[z-i] [y-i] [x+i]==NONE) {tmp [z-i] [y-i] [x+il=-1;}
else if (1<=tmp[z-i] [y-i] [x+il&&tmp[z-1] [y-i] [x+i1<=7){
tmp[z-i] [y-i] [x+i]=-2;collision[23]++;}
else collision[23]++;}}
if(1collision[24]){if(z-1i>=0 && x-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x-1]1==NONE) {tmp[z-1i] [y+i] [x-i]=-1;}
else if (1<=tmp[z-i] [y+i] [x-i]&&tmp[z-1] [y+i] [x-i]<=7){
tmp [z-i] [y+i] [x-1]=-2;collision[24]++;}
else collision[24]++;}}
if (1collision[25]){if(z-i>=0 && x-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x-1]1==NONE) {tmp[z-i] [y-i] [x-i]=-1;}
else if (1<=tmp[z-i] [y-i] [x-i]&&tmp[z-i] [y-i] [x-11<=7){
tmp [z-i] [y-i] [x-1]=-2;collision[25]++;}
else collision[25]++;}}

break;

}

case B_N:{
if (y+1<5 && x+2<5){if (tmp[z] [y+1] [x+2]==NONE)

tmp [z] [y+1] [x+2]=-1;

else if (1<=tmp[z] [y+1] [x+2] && tmp[z] [y+1] [x+2]<=7)

tmp [z] [y+1] [x+2]=-2;}

if (y+1<5 && x-2>=0){if (tmp[z] [y+1] [x-2]==NONE)

tmp [z] [y+1] [x-2]=-1;

else if (1<=tmp[z] [y+1][x-2] && tmp[z] [y+1] [x-2]1<=7)

tmp [z] [y+1] [x-2]=-2;}

if (y-1>=0 && x+2<5){if (tmp[z] [y-1] [x+2]==NONE)

tmp [z] [y-1] [x+2]=-1;

else if (1<=tmplz] [y-1] [x+2] && tmp[z] [y-1] [x+2]<=7)

tmp [z] [y-1] [x+2]=-2;}

if (y-1>=0 && x-2>=0){if (tmp[z] [y-1] [x-2]==NONE)

tmp [z] [y-1] [x-2]=-1;

else if (1<=tmp[z] [y-1] [x-2] && tmp[z] [y-1] [x-2]1<=7)

tmp [z] [y-1] [x-2]=-2;}

if (y+2<5 && x+1<5){if (tmp [z] [y+2] [x+1]==NONE)

tmp [z] [y+2] [x+1]=-1;

else if (1<=tmpl[z] [y+2] [x+1] && tmp[z] [y+2] [x+1]<=T7)

tmp [z] [y+2] [x+1]=-2;}
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if (y+2<5 && x-1>=0){if (tmp[z] [y+2] [x-1]==NONE)
tmp [z] [y+2] [x-1]=-1;

else if (1<=tmp[z] [y+2] [x-1] && tmp[z] [y+2] [x-11<=7)
tmp [z] [y+2] [x-1]1=-2;}

if (y-2>=0 && x+1<5){if (tmp[z] [y-2] [x+1]==NONE)
tmp [z] [y-2] [x+1]=-1;

else if (1<=tmplz] [y-2] [x+1] && tmp[z] [y-2] [x+1]1<=7)
tmp [2] [y-2] [x+1]=-2;}

if (y-2>=0 && x-1>=0){if (tmp[z] [y-2] [x-1]==NONE)
tmp [z] [y-2] [x-1]=-1;

else if (1<=tmp[z] [y-2] [x-1] && tmp[z] [y-2] [x-11<=7)
tmp [z] [y-2] [x-1]=-2;3

if (z+1<5 && x+2<5){if (tmp[z+1] [y] [x+2]==NONE)
tmp [z+1] [y] [x+2]=-1;

else if (1<=tmp[z+1] [y] [x+2] && tmp[z+1] [y] [x+2]<=7)
tmp [z+1] [y] [x+2]=-2;3

if (z+1<5 && x-2>=0){if (tmp[z+1] [y] [x-2]==NONE)
tmp [z+1] [y] [x-2]=-1;

else if (1<=tmp[z+1] [y] [x-2] && tmp[z+1] [y] [x-2]1<=7)
tmp [z+1] [y] [x-2]=-2;}

if(z-1>=0 && x+2<5){if (tmp[z-1] [y] [x+2]==NONE)
tmp [z-1] [y] [x+2]=-1;

else if (1<=tmp[z-1] [y] [x+2] && tmp[z-1] [y] [x+2]<=7)
tmp [z-1] [y] [x+2]=-2;}

if(z-1>=0 && x-2>=0){if (tmp[z-1] [y] [x-2]==NONE)
tmp [z-1] [y] [x-2]=-1;

else if (1<=tmp[z-1][y] [x-2] && tmp[z-1][y] [x-2]1<=7)
tmp [z-1] [y] [x-2]=-2;2

if (z+1<5 && y+2<5){if (tmp[z+1] [y+2] [x]==NONE)
tmp [z+1] [y+2] [x]=-1;

else if (1<=tmp[z+1] [y+2] [x] && tmp[z+1] [y+2] [x]<=T7)
tmp [z+1] [y+2] [x]=-2;}

if (z+1<5 && y-2>=0){if (tmp[z+1] [y-2] [x]==NONE)
tmp [z+1] [y-2] [x]=-1;

else if (1<=tmp[z+1] [y-2] [x] && tmp[z+1] [y-2] [x]1<=7)
tmp [z+1] [y-2] [x]=-2;}

if(z-1>=0 && y+2<5){if (tmp[z-1] [y+2] [x]==NONE)
tmp [z-1] [y+2] [x]=-1;

else if (1<=tmp[z-1] [y+2] [x] && tmp[z-1] [y+2] [x]1<=7)
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tmp [z-1] [y+2] [x]=-2;}

if (z-1>=0 && y-2>=0){if (tmp[z-1] [y-2] [x]==NONE)
tmp [z-1] [y-2] [x]=-1;

else if (1<=tmp[z-1] [y-2] [x] && tmp[z-1] [y-2] [x]1<=7)
tmp [z-1] [y-2]1 [x]=-2;}

if (z+2<5 && x+1<5){if (tmp[z+2] [y] [x+1]==NONE)
tmp [z+2] [y] [x+1]=-1;

else if (1<=tmp[z+2] [y] [x+1] && tmp[z+2] [y] [x+1]1<=7)
tmp [z+2] [y] [x+1]=-2;}

if (z+2<5 && x-1>=0){if (tmp[z+2] [y] [x-1]==NONE)
tmp [z+2] [y] [x-1]=-1;

else if (1<=tmp[z+2] [y] [x-1] && tmp[z+2] [y] [x-11<=7)
tmp [z+2] [y] [x-11=-2;}

if(z-2>=0 && x+1<5){if (tmp[z-2] [y] [x+1]==NONE)
tmp [z-2] [y] [x+1]=-1;

else if (1<=tmp[z-2] [y] [x+1] && tmp[z-2] [y] [x+1]1<=7)
tmp [z-2] [y] [x+1]=-2;}

if(z-2>=0 && x-1>=0){if (tmp[z-2] [y] [x-1]==NONE)
tmp [z-2] [y] [x-1]=-1;

else if (1<=tmp[z-2] [y] [x-1] && tmp[z-2] [y] [x-1]1<=7)
tmp [z-2] [y] [x-11=-2;3

if (z+2<5 && y+1<5){if (tmp[z+2] [y+1] [x]==NONE)
tmp [z+2] [y+1] [x]=-1;

else if (1<=tmp[z+2] [y+1] [x] && tmp[z+2] [y+1] [x]<=T7)
tmp [z+2] [y+1] [x]=-2;}

if (z+2<5 && y-1>=0){if (tmp[z+2] [y-1] [x]==NONE)
tmp [z+2] [y-1] [x]=-1;

else if (1<=tmp[z+2] [y-1] [x] && tmp[z+2] [y-1] [x]1<=7)
tmp [z+2] [y-1] [x]=-2;}

if (z-2>=0 && y+1<5){if (tmp[z-2] [y+1] [x]==NONE)
tmp [z-2] [y+1] [x]=-1;

else if (1<=tmp[z-2] [y+1] [x] && tmp[z-2] [y+1] [x]1<=7)
tmp [z-2] [y+1] [x]=-2;}

if(z-2>=0 && y-1>=0){if (tmp[z-2] [y-1] [x]==NONE)
tmp [z-2] [y-1] [x]=-1;

else if (1<=tmp[z-2] [y-1] [x] && tmp[z-2] [y-1] [x]1<=7)
tmp [z-2] [y-1] [x]=-2;}

break;

3
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case B_R:{

for(int i=1;i<5;i++){

}

//0000
if ('collision[0]) {if (x+i<5){
if (tmp [z] [y] [x+1]==NONE) {tmp [z] [y] [x+i]l=-1;}
else if (1<=tmp[z] [y] [x+il&&tmp[z] [y] [x+il<=7){
tmp [z] [y] [x+i]=-2;collision[0]++;}
else collision[0]++;}}
if ('collision[1]){if (x-i>=0){
if (tmp[z] [y] [x-1]==NONE) {tmp [z] [y] [x-i]1=-1;}
else if (1<=tmpl[z] [y] [x-i]&&tmp[z] [y] [x-1]1<=7){
tmp [z] [y] [x-i]1=-2;collision[1]++;}
else collision[1]++;}}
if (1collision[2]){if (y+i<5){
if (tmp[z] [y+i] [x]==NONE) {tmp[z] [y+i] [x]=-1;}
else if (1<=tmp[z] [y+i] [x]&&tmp[z] [y+i] [x]1<=7){
tmp [z] [y+i] [x]=-2;collision[2]++;}
else collision[2]++;}}
if (tcollision[3]){if (y-i>=0){
if (tmp[z] [y-i] [x]==NONE) {tmp [z] [y-i] [x]=-1;}
else if (1<=tmpl[z] [y-1i] [x]&&tmp[z] [y-1] [x]<=7){
tmp [z] [y-i] [x]=-2;collision[3]++;}
else collision[3]++;}}
//0000
if (collision[4]){if (z+i<5){
if (tmp [z+i] [y] [x]==NONE) {tmp [z+i] [y] [x]=-1;}
else if (1<=tmp[z+i] [y] [x]1&&tmp [z+i] [y] [x]1<=7){
tmp [z+i] [y] [x]=-2;collision[4]++;}
else collision[4]++;}}
if (!collision[5]){if (z-i>=0){
if (tmp[z-i] [y] [x]==NONE) {tmp [z-i] [y] [x]=-1;2}
else if (1<=tmp[z-i] [y] [x]1&&tmp[z-i] [y] [x1<=7){
tmp [z-i] [y] [x]=-2;collision[5]++;}

else collision[5]++;}}

break;

}

case B_B:{

for(int i=1;i<5;i++){

//0000
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if ('collision[0]){if (x+i<5 && y+i<5){
if (tmp[z] [y+i] [x+1]==NONE) {tmp[z] [y+i] [x+i]=-1;}
else if (1<=tmp[z] [y+i] [x+i]l&&tmp[z] [y+i] [x+i]<=7){
tmp [z] [y+i] [x+i]=-2;collision[0]++;}
else collision[0]++;3}}
if ('collision[1]){if (x+i<5 && y-i>=0){
if (tmp[z] [y-i] [x+i]==NONE){tmp[z] [y-i] [x+i]l=-1;}
else if (1<=tmp[z] [y-i] [x+i]&&tmp[z] [y-1i] [x+i]<=7){
tmp [z] [y-i] [x+i]=-2;collision[1]++;}
else collision[1]++;3}}
if (1collision[2]){if (x-i>=0 && y+i<5){
if (tmp[z] [y+i] [x-1]1==NONE) {tmp[z] [y+i] [x-i1=-1;}
else if (1<=tmp[z] [y+i] [x-1]&&tmp [z] [y+i] [x-i]1<=7){
tmp [z] [y+i] [x-1]=-2;collision[2]++;}
else collision[2]++;3}}
if (1collision[3]){if (x-i>=0 && y-i>=0){
if (tmp[z] [y-i] [x-1]1==NONE) {tmp[z] [y-i] [x-i1=-1;}
else if (1<=tmpl[z] [y-i] [x-i]&&tmp[z] [y-i] [x-1i]1<=7){
tmp [z] [y-i] [x-i]=-2;collision[3]++;}
else collision[3]++;3}}
//0000000
if('collision[4]){if (z+i<5 && x+i<5){
if (tmp[z+i] [y] [x+1]==NONE) {tmp [z+i] [y] [x+i]=-1;3}
else if (1<=tmp[z+i] [y] [x+i]&&tmp [z+i] [y] [x+i]<=7){
tmp [z+1] [y] [x+i]=-2;collision[4]++;}
else collision[4]++;}}
if('collision[5]){if (z+i<5 && x-i>=0){
if (tmp[z+i] [y] [x-1]==NONE) {tmp [z+i] [y] [x-i]=-1;}
else if (1<=tmp[z+i] [y] [x-1i]&&tmp[z+i] [y] [x-i]1<=7){
tmp [z+i] [y] [x-1]1=-2;collision[5]++;}
else collision[5]++;3}}
if(!collision[6]){if (z+i<5 && y+i<5){
if (tmp [z+i] [y+i] [x]==NONE) {tmp [z+i] [y+i] [x]=-1;}
else if (1<=tmp[z+i] [y+i] [x]&&tmp [z+i] [y+i] [x]<=7){
tmp [z+i] [y+i] [x]=-2;collision[6]++;}
else collision[6]++;3}}
if(tcollision[7]){if (z+i<6 && y-i>=0){
if (tmp[z+i] [y-1i] [x]==NONE) {tmp [z+i] [y-i] [x]=-1;}
else if (1<=tmp[z+i] [y-1i] [x]&&tmp [z+i] [y-i] [x]<=7){
tmp [z+i] [y-i] [x]=-2;collision[7]++;}
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else collision[7]++;3}}
//0000000d
if(lcollision[8]){if(z-i>=0 && x+i<5){
if (tmp[z-i] [y] [x+i]==NONE) {tmp [z-i] [y] [x+i]=-1;}
else if (1<=tmp[z-i] [y] [x+i]l&&tmp[z-i] [y] [x+i]<=7){
tmp [z-i] [y] [x+i]=-2;collision[8]++;}
else collision[8]++;3}}
if('collision[9]){if (z-i>=0 && x-i>=0){
if (tmp [z-1i] [y] [x-i]==NONE) {tmp [z-i] [y] [x-il=-1;}
else if (1<=tmp[z-i] [y] [x-1]&&tmp[z-i] [y] [x-i]<=7){
tmp [z-i] [y] [x-1]=-2;collision[9]++;}
else collision[9]++;3}}
if('collision[10]){if (z-i>=0 && y+i<5){
if (tmp[z-i] [y+i] [x]==NONE) {tmp[z-i] [y+i] [x]=-1;}
else if (1<=tmp[z-i] [y+i] [x]&&tmp[z-i] [y+i] [x]<=7){
tmp [z-i] [y+i] [x]=-2;collision[10]++;3}
else collision[10]++;}}
if (lcollision[11]){if(z-i>=0 && y-i>=0){
if (tmp[z-i] [y-i] [x]==NONE) {tmp[z-i] [y-i] [x]=-1;}
else if (1<=tmp[z-i] [y-i] [x]&&tmp[z-i] [y-i] [x]1<=7){
tmp [z-i] [y-i] [x]=-2;collision[11]++;3}
else collision[11]++;}}
}
break;
}
case B_U:{
for(int i=1;i<5;i++){
//0000000d
if('collision[0]){if (z+i<5 && x+i<b5 && y+i<5){
if (tmp[z+1i] [y+i] [x+1i]==NONE) {tmp [z+i] [y+i] [x+i]=-1;}
else if (1<=tmp[z+i] [y+i] [x+il&&tmp [z+i] [y+i] [x+i]1<=7){
tmp [z+i] [y+i] [x+1]=-2;collision[0]++;}
else collision[0]++;}}
if('collision[1]){if (z+i<5 && x+i<5 && y-i>=0){
if (tmp[z+i] [y-i] [x+1i]==NONE) {tmp [z+i] [y-1i] [x+i]=-1;3}
else if (1<=tmp[z+i] [y-i] [x+i]&&tmp[z+i] [y-i] [x+i]<=7){
tmp [z+1] [y-i] [x+i]=-2;collision[1]++;}
else collision[1]++;}}
if (1collision[2]){if (z+i<5 && x-i>=0 && y+i<5){
if (tmp [z+i] [y+i] [x-1]==NONE) {tmp [z+i] [y+i] [x-i]=-1;3}
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else if (1<=tmp[z+i] [y+i] [x-1]&&tmp [z+i] [y+i] [x-1]1<=7){
tmp [z+i] [y+i] [x-1]=-2;collision[2]++;}
else collision[2]++;3}}
if (lcollision[3]){if (z+i<5 && x-i>=0 && y-i>=0){
if (tmp[z+i] [y-i] [x-1]1==NONE) {tmp [z+i] [y-i] [x-i]=-1;}
else if (1<=tmp[z+i] [y-i] [x-i]&&tmp [z+i] [y-i] [x-11<=7){
tmp [z+i] [y-i] [x-1]1=-2;collision[3]++;}
else collision[3]++;3}}
//0000000
if(!collision[4]){if(z-i>=0 && x+i<b && y+i<5){
if (tmp[z-i] [y+i] [x+1]==NONE) {tmp[z-i] [y+i] [x+i]=-1;3}
else if (1<=tmp[z-i] [y+i] [x+i]&&tmp[z-i] [y+i] [x+i]<=7){
tmp [z-i] [y+i] [x+i]=-2;collision[4]++;}
else collision[4]++;}}
if('collision[5]){if(z-i>=0 && x+i<b5 && y-i>=0){
if (tmp[z-1i] [y-i] [x+i]==NONE) {tmp [z-i] [y-i] [x+i]=-1;}
else if (1<=tmp[z-i] [y-i] [x+i]&&tmp[z-i] [y-i] [x+i]<=7){
tmp [z-i] [y-i] [x+i]=-2;collision[5]++;}
else collision[5]++;3}}
if('collision[6]){if(z-i>=0 && x-i>=0 && y+i<5){
if (tmp[z-1i] [y+i] [x-i]==NONE) {tmp [z-i] [y+i] [x-i]=-1;}
else if (1<=tmp[z-i] [y+i] [x-1]&&tmp[z-i] [y+i] [x-1]1<=7){
tmp [z-i] [y+i] [x-11=-2;collision[6]++;}
else collision[6]++;3}}
if('collision[7]){if(z-i>=0 && x-i>=0 && y-i>=0){
if (tmp [z-i] [y-i] [x-1]==NONE) {tmp [z-1] [y-i] [x-i]=-1;3}
else if (1<=tmpl[z-i] [y-i] [x-il&&tmp[z-i] [y-i] [x-i1<=7){
tmp [z-i] [y-i] [x-1]=-2;collision[7]++;}
else collision[7]++;3}}
}
break;
}
case B_P:{
//00
if (y-1>=0 && tmp[z] [y-1] [x]==NONE) tmp [z] [y-1] [x]=-1;
if (z-1>=0 && tmp[z-1] [y] [x]==NONE) tmp [z-1] [y] [x]=-1;
//00
if (y-1>=0 && x-1>=0 && 1<=tmp[z] [y-1] [x-1] && tmp[z] [y-1] [x-1]<=7)
tmp [z] [y-1] [x-1]1=-2;
if (y-1>=0 && x+1<5 && 1<=tmp[z] [y-1] [x+1] && tmp[z] [y-1] [x+1]1<=7)
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tmp [2] [y-1] [x+1]=-2;

if (z-1>=0 && x-1>=0 && 1<=tmp[z-1] [y] [x-1] && tmp[z-1] [y] [x-11<=7)
tmp [z-1] [y] [x-1]1=-2;

if (z-1>=0 && x+1<5 && 1<=tmp[z-1] [y] [x+1] && tmp[z-1] [y] [x+1]1<=7)
tmp [z-1] [y] [x+1]=-2;

if(z-1>=0 && y-1>=0 && 1<=tmp[z-1] [y-1][x] && tmp[z-1] [y-1] [x]1<=7)
tmp [z-1] [y-1] [x]=-2;

break;

}

}
/ *%
» 00000000000 b0oobooooboobooooboon
* @param color:107 000801400
* Qreturn bool:00O00OO0OOOOODO true
*/
bool checkCheck(int color){
int 1i,j,k;
for(i=0;i<5;i++){
for(j=0;j<5;j++){
for (k=0;k<5;k++){
if (board[k] [j] [i]==color){
if (1<=color&&color<=7){
for(int a=0;a<5;a++){
for(int b=0;b<5;b++){
for(int c=0;c<5;c++){
if (8<=board[c] [b] [a]l&&board [c] [b] [a]l<=14){
moveCheck(a,b,c);

if (tmp[k] [j] [i]1==-2)return true;

}
Yelse{
for(int a=0;a<5;a++){
for(int b=0;b<5;b++){
for(int c=0;c<5;c++){
if (1<=board[c] [b] [al&&board[c] [b] [a]<=7){
moveCheck(a,b,c);

if (tmp[k] [j] [i]==-2)return true;
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}
return false;
}
/**
» 00000000000 b0o0obooboboobooooooboon
* @param color:107 000801400
* Qreturn bool:00O00OO0OOOOODO true
*/
bool checkmateCheck(int turn){
if (currentMode!=1)return false;
int t1,t2;
bool check=true;
if (turn==1){
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (7<board[k] [j] [i]&&board[k] [j] [i1<15){
t1=board[k] [j] [i];
moveCheck(i,j,k);
for(int i2=0;i2<5;i2++){
for(int j2=0;j2<5;j2++){
for(int k2=0;k2<5;k2++){
if (tmp [k2] [j2] [i2]<0){
t2=board[k2] [j2] [i2];
board [k2] [j2] [i2]=t1;
board [k] [j] [1]=0;
if ('checkCheck(8))check=false;
board [k2] [j2] [12]=t2;
board[k] [j1[il=t1;
moveCheck(i, j,k);
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}
Yelseq
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (O<board[k] [j] [i]&&board [k] [j] [1]1<8){
tl=board[k] [j][i];
moveCheck (i, j,k);
for(int i2=0;i2<5;i2++){
for(int j2=0;j2<5;j2++){
for(int k2=0;k2<5;k2++){
if (tmp [k2] [j2] [12]1<0){
t2=board[k2] [j2] [i2];
board [k2] [j2] [12]=t1;
board [k] [j] [1]1=0;
if ('checkCheck(1))check=false;
board[k2] [j2] [12]=t2;
board[k] [j][i]=t1;
moveCheck(i,j,k);

}

if (check)checkmateCall=true;
winner = turn;

return check;

}
/*%
* 0000000000000 (000 winner DO O)

* QOparam void
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* Qreturn bool:00O00O0OOOOOOOOODO true
*/
bool winCheck(){
if (checkmateCheck (currentTurn))return true;
int c=0;
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (board[i] [j] [k]==W_K) c+=W_K;
if (board[i] [j] [k]1==B_K)c+=B_K;

}

if (c==W_K){
winner=1;
return true;

}else if(c==B_K){
winner=2;
return true;

Yelseq{

return false;

}
/**
* 000000000000 O0O00oOoooooo
* @param color:107 000801400
* Qreturn bool:0000OO0OODOODOO true
*/
bool stalemateCheck(int color){
if (checkCheck(color))return false;
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (1<=color&&color<=7&&1<=board[k] [j] [1]&&board[k] [j] [11<=7){
moveCheck(i,j,k);
for(int a=0;a<5;a++){
for(int b=0;b<5;b++){
for(int c=0;c<5;c++){

if (tmplal [b] [c]==-1]|tmp[a] [b] [c]==-2)return false;
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}
if (8<=color&&color<=14&&8<=board[k] [j] [i]&&board [k] [j] [i]<=14){
moveCheck(i,j,k);
for(int a=0;a<5;a++){
for(int b=0;b<5;b++){
for(int c=0;c<5;c++){

if (tmp[a] [b] [c]==-1]||tmp[a] [b] [c]==-2)return false;

}
return true;
}
/**
* J0D000O0O0O0O0OO0O0OOCOCODOODODOODOO
* @param color:107 000801400
* Qreturn bool:00O00OO00O0OO0OOOOO true
*/
bool promotionCheck(int color){
if (1<=color&&color<=7){
for(int i=0;i<5;i++){
if (board[4] [4] [i]l==color)return true;
}
Yelseq{
for(int i=0;i<5;i++){

if (board[0] [0] [i]==color)return true;

}
}
return false;
}
B.4 main.cpp

#include "my3dlib.h"

68



//00000000000
//00000000000
DWORD lasttime;
//000000000
float looptime = O;
//0000000000

int modelindex[20],bar,MOV,ATT,selectBox;

//000000

float mx = 0.0f, my = 0.0f, mz = 0.0f;

//000000000000OO

float sx=0.0f,sy=0.0f,sz=0.0f;

//000000000
int sx1=0,sy1=0,sz1=0;
//000000000
int sx2=0,sy2=0,s5z2=0;

//Enter 000 Backspace 0O OO0

bool selectButton=false,cancelButton=false;

float selectButtonl1=0.0f,cancelButtonl1=0.0f;

//00000000

float speed = 5.0f;
//00000000

int hgamefont;
//0000000

bool checkCall=false;
//0000000000000
bool restartCall=false;
//0000000000

bool checkmateCall=false;
//000000

int currentMode=1;

/*

1-0000

2-00000

3-0000

4-0000000

*/

enum{

Quit, //00000
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T_W, //00000

TB //00000

};

//000000,0000

int currentTurn=T_W;
//00000,000,000000
int winner=0;

//00000000000

/ k%
* J0000oobooboboboooog
* Q@param void
* Q@return void
*/
void GameMain(){

const char *keys = GetKeyState();

if( keys != NULL){
//shift 000000000000 O0
if (keys [DIK_LSHIFT]1&0x80 || keys[DIK_RSHIFT]&0x80){
if ( keys[DIK_UP]&0x80 )
my = my + speed * looptime;
if ( keys[DIK_DOWN]&0x80 )
my = my - speed * looptime;
if ( keys[DIK_LEFT]&0x80 )
mz = mz - speed * looptime;
if ( keys[DIK_RIGHT]&0x80 )
mz = mz + speed * looptime;
if ( keys [DIK_ESCAPE]&0x80 || keys[DIK_BACK]&0x80 )
mx=my=mz=0.0f;
if ( keys[DIK_SLASH]&0x80 )
mx = mx + speed * looptime;
if ( keys[DIK_BACKSLASH]&0x80 )
mx = mx - speed * looptime;
if (mx>0.0f)mx=0.0f ;else if (mx<-7.0f)mx=-7.0f;
if (my>4.0f)my=4.0f;else if(my<-8.0f)my=-8.0f;
if (mz>6.0f)mz=6.0f ;else if (mz<-6.0f)mz=-6.0f;
}else if (currentMode!=3&&currentMode!=4){
//00000000000
if ( keys[DIK_UP]&0x80 )
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sx = sx — 2.0f * speed * looptime;
if ( keys[DIK_DOWN]&0x80 )
sx = sx + 2.0f * speed * looptime;
if ( keys[DIK_LEFT]&0x80 )
sz = sz - 2.0f * speed * looptime;
if ( keys[DIK_RIGHT]&0x80 )
sz = sz + 2.0f * speed * looptime;
if ( keys[DIK_SLASH]&0x80 )
sy = sy + 2.0f * speed * looptime;
if ( keys[DIK_BACKSLASH]&0x80 )
sy = sy — 2.0f * speed * looptime;
if ( keys [DIK_RETURN]&0x80 )
selectButtonl = selectButtonl + speed * looptime;
if ( keys[DIK_ESCAPE]&0x80/| |keys [DIK_BACK]&0x80 )
cancelButtonl = cancelButtonl + speed * looptime;
if (8x>2.0f)sx=2.0f;else if(sx<-2.0f)sx=-2.0f;
if (sy>2.0f)sy=2.0f;else if(sy<-2.0f)sy=-2.0f;
if (82z>2.0f)sz=2.0f;else if(sz<-2.0f)sz=-2.0f;

}

if ( ! (keys[DIK_RETURN]&0x80) &&
selectButtonl1>0.0f){selectButtonl = 0.0f;selectButton=true;}

if ( ! (keys[DIK_ESCAPE]&0x80| |keys [DIK_BACK]&0x80) &&
cancelButtonl1>0.0f){cancelButtonl = 0.0f;cancelButton=true;}

//0000

D3DXVECTOR3 vEyePt( 12.0f+mx, 4.0f+my,2.0f+mz );

D3DXVECTOR3 vLookatPt( 2.0f, 2.0f, 2.0f );

D3DXVECTOR3 vUpVec( 0.0f, 1.0f, 0.0f );

D3DXMATRIXA16 matView;

D3DXMatrixLookAtLH( &matView, &vEyePt, &vLookatPt, &vUpVec );
g_pd3dDevice->SetTransform( D3DTS_VIEW, &matView );

if (winCheck(O){ //0000
currentMode=4;
g_ptextsprite->Begin (D3DXSPRITE_ALPHABLEND | D3DXSPRITE_SORT_TEXTURE) ;
RECT rc={0,400,640,520};
if (winner==1){
g_pxfonts[hgamefont]->DrawTextW(g_ptextsprite, _T("OOOOOO."),
-1,&rc,DT_LEFT,D3DCOLOR_COLORVALUE(1.0£,0,0,1.0£));
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}else if (winner==2){
g_pxfonts[hgamefont] ->DrawTextW(g_ptextsprite, T("OOODODDOO."),
-1,&rc,DT_LEFT,D3DCOLOR_COLORVALUE(1.0£,0,0,1.0£f));
}
g_ptextsprite->End();

restartCall=true;

//0000000d
for(int i=0;i<6;i++){
for(int j=0;j<6;j++){

D3DXMATRIXA16 matWorldl,matWorld2;
D3DXMatrixTranslation( &matWorldl,2.0f, (float)j, (float)-i+4.5f);
g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorldl );
RenderModel (bar) ;
D3DXMatrixTranslation( &matWorldl, (float)j-0.5f,(float)i,2.0f);
D3DXMatrixRotationY (&matWorld2,D3DX_PI/2);
matWorld2 *= matWorldil;
g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );
RenderModel (bar) ;
D3DXMatrixTranslation( &matWorldl, (float)j-0.5f,2.5f, (float)-i+4.51f);
D3DXMatrixRotationZ (&matWorld2,D3DX_PI/2);
matWorld2 *= matWorldil;
g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );
RenderModel (bar) ;

//0000000D000D0O0OO0O0OOOCOOOCOCO
if (currentMode==1){
if ((currentTurn==T_W&&stalemateCheck(T_W)) ||
(currentTurn==T_B&&stalemateCheck(T_B))){
g_ptextsprite->Begin (D3DXSPRITE_ALPHABLEND | D3DXSPRITE_SORT_TEXTURE) ;
RECT rc={0,400,640,520};
currentMode=4;
g_pxfonts[hgamefont]->DrawTextW(g_ptextsprite, T("OOOOOOOOO."),
-1,&rc,DT_LEFT,D3DCOLOR_COLORVALUE(1.0f,0,0,1.0£f));

restartCall=true;

g_ptextsprite->End();
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}

//000000 Enter000000d

if (selectButton&&currentMode==1){
sx1=(int)sx+2;
syl=(int)sy+2;
sz1=(int)sz+2;
if ((currentTurn==T_W&&0<board[sy1l] [sz1] [sx1]&&board[sy1] [sz1] [sx1]1<8) ||

(currentTurn==T_B&&7<board[syl] [sz1] [sx1]&&board[syl] [sz1] [sx1]<15))
currentMode=2;
moveCheck(sx1,szl,syl);

}else if(selectButton&&currentMode==2){
//00000000 Enter0000000O
//000000000000000
//000000000000000000
sx2=(int) sx+2;
sy2=(int)sy+2;
sz2=(int)sz+2;
currentMode=1;
if (tmp [sy2] [sz2] [sx2]<0){

int t=board[sy2] [sz2] [sx2];
board [sy2] [sz2] [sx2]=board [sy1] [sz1] [sx1];
board[sy1] [sz1] [sx1]=0;
if (currentTurn==T_W){
if (checkCheck(1)){
setTimer (0,3000) ;
checkCall=true;
board[sy1] [sz1] [sx1]=board[sy2] [sz2] [sx2] ;
board [sy2] [sz2] [sx2]=t;
if (currentTurn==T_W) currentTurn=T_B;
else if (currentTurn==T_B)currentTurn=T_W;
}
if (promotionCheck(7)){
currentMode=3;
}
Yelseq
if (checkCheck(8)){
setTimer (0,3000) ;
checkCall=true;
board[sy1] [sz1] [sx1]=board[sy2] [sz2] [sx2];
board [sy2] [sz2] [sx2]=t;
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if (currentTurn==T_W) currentTurn=T_B;

else if (currentTurn==T_B)currentTurn=T_W;
}
if (promotionCheck(14)){

currentMode=3;

}
if (currentTurn==T_W) currentTurn=T_B;

else if (currentTurn==T_B)currentTurn=T_W;

}
if (cancelButton==1&&currentMode==2) {
currentMode=1;
}
//000000
if (currentMode==1| | currentMode==3| | currentMode==4){ //000000000
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (board [k] [j1[i]!=0){
D3DXMATRIXA16 matWorldl,matWorld2;
D3DXMatrixTranslation( &matWorldl, (float)i, (float)k, (float)j);
D3DXMatrixScaling( &matWorld2,1.0f/4.0f,1.0f/4.0f,1.0£/4.0£f);
matWorld2 *= matWorldl;
g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );
RenderModel (modelindex [board [k] [j] [i]1]);

}
}else if(currentMode==2){ //000000
for(int i=0;i<5;i++){
for(int j=0;j<5;j++){
for(int k=0;k<5;k++){
if (tmp [k] [] [1]'=0){
D3DXMATRIXA16 matWorldl,matWorld2;
if (0<board[k] [j] [i]&&board[k] [j] [i]1<15){
D3DXMatrixTranslation( &matWorldl, (float)i, (float)k, (float)j);
D3DXMatrixScaling( &matWorld2,1.0f/4.0f,1.0f/4.0f,1.0f/4.0£f);
matWorld2 *= matWorldil;
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g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );
RenderModel (modelindex [board[k] [j] [i]1]1);
}
D3DXMatrixTranslation( &matWorldl, (float)i, (float)k+0.5f, (float)j);
D3DXMatrixScaling( &matWorld2,1.0f,1.0f,1.0f);
matWorld2 *= matWorldil;
g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );
//00000000000000O0O
g_dedDevice—>SetRenderState(DSDRS_ALPHABLENDENABLE,TRUE);
g_pd3dDevice->SetRenderState (D3DRS_SRCBLEND,D3DBLEND_BLENDFACTOR) ;
g_pd3dDevice->SetRenderState (D3DRS_DESTBLEND,D3DBLEND_ONE) ;

if (emp [k] [1 [i]==-1){
RenderModel (MOV) ;
Yelse if (tmplk][j][il==-2){
RenderModel (ATT) ;
}
g_pd3dDevice->SetRenderState (D3DRS_ALPHABLENDENABLE, FALSE) ;

//00000000000

//000000000000000

g_dedDevice—>SetRenderState(D3DRS_ALPHABLENDENABLE,TRUE);
g_pd3dDevice->SetRenderState (D3DRS_SRCBLEND,D3DBLEND_ONE) ;
g_pd3dDevice->SetRenderState (D3DRS_DESTBLEND,D3DBLEND_ONE) ;

D3DXMATRIXA16 matWorldl,matWorld2;

D3DXMatrixTranslation( &matWorldl, (float) (int)sx+2.0f,
(float) (int)sy+2.5f, (float) (int)sz+2.0f) ;

D3DXMatrixScaling( &matWorld2,1.0f,1.0f,1.0f);

matWorld2 *= matWorldl;

g_pd3dDevice->SetTransform( D3DTS_WORLD, &matWorld2 );

RenderModel (selectBox) ;

//000000000000000
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g_pd3dDevice->SetRenderState (D3DRS_ALPHABLENDENABLE, FALSE) ;

//00000

g_ptextsprite->Begin (D3DXSPRITE_ALPHABLEND | D3DXSPRITE_SORT_TEXTURE) ;
LPCWSTR piece;

switch(board[(int)sy+2] [(int)sz+2] [(int)sx+2]){

case 1: piece = _T("W_K") ;break;

case 2: piece = _T("W_Q") ;break;
case 3: piece = _T("W_U") ;break;
case 4: piece = _T("W_R") ;break;
case b: piece = _T("W_B") ;break;
case 6: piece = _T("W_N");break;
case 7: piece = _T("W_P");break;
case 8: piece = _T("B_K");break;
case 9: piece = _T("B_Q") ;break;

case 10:piece = _T("B_U");break;
_T("B_R") ;break;
_T("B_B") ;break;
_T("B_N") ;break;
_T("B_P") ;break;
_T("NONE") ;break;

case 1l:piece

case 12:piece

case 13:piece

case 14:piece

default:piece
}
RECT rc={0,400,640,520};
RECT rc1={0,360,640,520%};
if (currentMode==1){
if (currentTurn==T_W){
g_pxfonts[hgamefont] ->DrawTextW(g_ptextsprite,
_T("OO0O0O0OO0OO0 .\nODODOODOODOOOODOO.",-1,&rc,
DT_LEFT,D3DCOLOR_COLORVALUE(1.0£f,0,0,1.0£f));
g_pxfonts[hgamefont] ->DrawTextW(g_ptextsprite,
piece,-1,&rc1,DT_LEFT,D3DCOLOR_COLORVALUE(1.0f,0,0,1.0f));
}else if(currentTurn==T_B){
g_pxfonts [hgamefont] ->DrawTextW(g_ptextsprite,
_("0oo0obooo0.\nOO0O0O0OO0OO0OO0ODOOOO0ODO.",-1,&rc,
DT_LEFT,D3DCOLOR_COLORVALUE(1.0£f,0,0,1.0£));
g_pxfonts[hgamefont]->DrawTextW(g_ptextsprite,
piece,-1,&rc1,DT_LEFT,D3DCOLOR_COLORVALUE(1.0f,0,0,1.0f));
}
}else if(currentMode==2){
g_pxfonts [hgamefont] ->DrawTextW(g_ptextsprite,
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_T("Oo0oo0Oooobooboooog.",-1,&rc,
DT_LEFT,D3DCOLOR_COLORVALUE(1.0f,0,0,1.0f));
}else if (currentMode==3){

g_pxfonts [hgamefont] ->DrawTextW(g_ptextsprite,
_r(oooooo0d. QNRBUP",-1,&rc,
DT_LEFT,D3DCOLOR_COLORVALUE(1.0£,0,0,1.0£));

if (currentTurn==T_B)A{

if(
if (
if(
if(
if(
if(

Yelsed{
if (
if(
if (
if (
if(
if (

keys [DIK_Q]&0x80
keys [DIK_N]&0x80
keys [DIK_R] &0x80
keys [DIK_B]&0x80
keys [DIK_U]&0x80
keys [DIK_P]&0x80

keys [DIK_Q]&0x80
keys [DIK_N]&0x80
keys [DIK_R]&0x80
keys [DIK_B]&0x80
keys [DIK_U]&0x80
keys [DIK_P]&0x80

Y{board[(int)sy2] [(int)sz2] [(int)sx2]=2;currentMode=1;}
){board[(int)sy2] [(int)sz2] [(int)sx2]=6;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=4;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=5;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=3;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=7;currentMode=1;}

){board[(int)sy2] [(int)sz2] [(int)sx2]=9;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=13;currentMode=1;}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=11;currentMode=1;}
){board[(int)sy2] [(int)sz2] [(int)sx2]=12;currentMode=1;3}
Y{board[(int)sy2] [(int)sz2] [(int)sx2]=10;currentMode=1;}
){board[(int)sy2] [(int)sz2] [(int)sx2]=14;currentMode=1;}

//000000000000000000O000O0O

if (checkCall){

RECT rc2={0,0,0,0};

g_pxfonts [hgamefont] ->DrawTextW(g_ptextsprite,
_r('ooooooooooog.a",-1,&rc2,
DT_NOCLIP,D3DCOLOR_COLORVALUE(1.0£f,0,0,1.0£f));

}

//0000000000 Enter0000O0ODOO
if (restartCall){
g_ptextsprite->Begin (D3DXSPRITE_ALPHABLEND | D3DXSPRITE_SORT_TEXTURE) ;
RECT rc={0,430,640,520};

}

g_pxfonts[hgamefont]->DrawTextW(g_ptextsprite,
_T("Enter 0O ."),-1,&rc,DT_LEFT,D3DCOLOR_COLORVALUE(1.0£f,0,0,1.0£f));
g_ptextsprite->End();

//000000000000O0O000O0O0
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if (checkmateCall){
g_ptextsprite->Begin(D3DXSPRITE_ALPHABLEND | D3DXSPRITE_SORT_TEXTURE) ;
RECT rc={0,400,640,520};
g_pxfonts [hgamefont] ->DrawTextW(g_ptextsprite,

_r(rooooogdgd."),-1,&rc,DT_LEFT,D3DCOLOR_COLORVALUE(1.0£,0,0,1.0£f));

g_ptextsprite->End();

}

g_ptextsprite->End();

//00000
if (restartCall&& (keys [DIK_RETURN] &0x80)){
reset();
checkmateCall=false;
currentMode=1;
currentTurn=T_W;
restartCall=false;
}
if (isTimerGoal (0))checkCall=false;

selectButton=cancelButton=false;

/ k%
* 0000000000 GameMain DO O OOOO
* Q@param void
* Q@return void
*/
void Render (){
g_pd3dDevice->Clear( 0O, NULL, D3DCLEAR_TARGET|D3DCLEAR_ZBUFFER,
D3DCOLOR_XRGB(128,128,128), 1.0f, 0 );

if ( SUCCEEDED( g_pd3dDevice->BeginScene() ) ){
GameMain() ;
g_pd3dDevice->EndScene() ;

}

g_pd3dDevice->Present ( NULL, NULL, NULL, NULL );

/*%
x J00000000000000000000000

* Q@param void
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* Q@return void
*/
void SetViews(){
//000000
g_pd3dDevice->SetRenderState( D3DRS_AMBIENT,
D3DCOLOR_COLORVALUE(1.0f,1.0f,1.0f,1.0f) );

//00000
D3DXVECTOR3 vEyePt( 2.0f, 2.0f,12.0f );
D3DXVECTOR3 vLookatPt( 2.0f, 2.0f, 2.0f );
D3DXVECTOR3 vUpVec( 0.0f, 1.0f, 0.0f );
D3DXMATRIXA16 matView;
D3DXMatrixLookAtLH( &matView, &vEyePt, &vLookatPt, &vUpVec );
g_pd3dDevice->SetTransform( D3DTS_VIEW, &matView );
//0000
D3DXMATRIXA16 matProj;
D3DXMatrixPerspectiveFovLH( &matProj, D3DX_PI/4, g_aspect, 1.0f, 100.0f );
g_pd3dDevice->SetTransform( D3DTS_PROJECTION, &matProj );

/**

x J0000oooooon

* @param void

* Qreturn HRESULT:O OO DOOOODOOOOOOOO 1thitd 1ddgooduogd

*/

HRESULT LoadModels(){
ZeroMemory (&modelindex,sizeof (int)*20) ;
modelindex[1] = LoadModel (_T("W_K.x"));
if (modelindex[1]==-1) return E_FAIL;
modelindex[2] = LoadModel(_T("W_Q.x"));
if (modelindex[2]==-1) return E_FAIL;
modelindex[3] = LoadModel(_T("W_N.x"));
if (modelindex[3]==-1) return E_FAIL;
modelindex[4] = LoadModel(_T("W_R.x"));
if (modelindex[4]==-1) return E_FAIL;
modelindex[5] = LoadModel(_T("W_B.x"));
if (modelindex[5]==-1) return E_FAIL;
modelindex[6] = LoadModel(_T("W_U.x"));
if (modelindex[6]==-1) return E_FAIL;
modelindex[7] = LoadModel (_T("W_P.x"));
if (modelindex[7]==-1) return E_FAIL;
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modelindex[8] = LoadModel(_T("B_K.x"));
if (modelindex[8]==-1) return E_FAIL;
modelindex[9] = LoadModel(_T("B_Q.x"));
if (modelindex[9]==-1) return E_FAIL;
modelindex[10] = LoadModel(_T("B_N.x"));
if (modelindex[10]==-1) return E_FAIL;
modelindex[11] = LoadModel(_T("B_R.x"));
if (modelindex[11]==-1) return E_FAIL;
modelindex[12] = LoadModel (_T("B_B.x"));
if (modelindex[12]==-1) return E_FAIL;
modelindex[13] = LoadModel(_T("B_U.x"));
if (modelindex[13]==-1) return E_FAIL;
modelindex[14] = LoadModel(_T("B_P.x"));
if (modelindex[14]==-1) return E_FAIL;

MOV = LoadModel (_T("MOV.x"));
if (MOV==-1) return E_FAIL;
ATT = LoadModel (_T("ATT.x"));
if (ATT==-1) return E_FAIL;

selectBox = LoadModel (_T("select.x"));
if (selectBox==-1) return E_FAIL;

bar = LoadModel (_T("bar.x"));
if (bar==-1) return E_FAIL;

//0000
hgamefont = CreateGameFont(_T("MS OO OO "),20,FW_BOLD);
if (hgamefont==-1)return E_FAIL;

return S_OK;

WinMain [0 [J

Oparam hInst:000000000000O0O0
Oparam HINSTANCE:OOOOOOOOOOOOOO
@param LPSTR:00 00000

O@param INT:00O OO

Oreturn INT:00OOOOOODOO
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*/
INT WINAPI WinMain( HINSTANCE hInst, HINSTANCE, LPSTR, INT ){
ShowCursor ( FALSE ); //00000000
if ( SUCCEEDED( InitD3DWindow(_T("Raumschach(O OO Alt+F4)"), 640, 480) ) ){
if ( FAILED( LoadModels() ) ) return O; //0000000
SetViews(); /0000000000000 00
reset(); //board 00000

//00000000
lasttime = timeGetTime(); //0000000000000d
MSG msg = {0};
while( msg.message!=WM_QUIT )
{
if ( PeekMessage( &msg, NULL, OU, OU, PM_REMOVE ) ){
TranslateMessage( &msg );
DispatchMessage( &msg ) ;
} else{
Render () ;
DWORD curtime = timeGetTime();
looptime = (float) (curtime - lasttime)/1000.0f;

lasttime = curtime;

T
ShowCursor( TRUE ); //0000000
UnregisterClass( _T("D3D Window Class"), GetModuleHandle(NULL) );

return O;
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