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DICAS DE INSTALAÇÃO DO DARK GDK / TheGameCreators (TGC) 
 
      Site da Microsoft:   http:// www.microsoft.com/express/samples/gamecreators/ 
 

 
 

1. Free Download:  http://gdk.thegamecreators.com/?f=downloads 

2. Instalação – Ferramentas Gratuitas: 

i) Microsoft's Visual C++ 2008 Express 

      ii) August 2007 DirectX 9.0c SDK 

iii) Download Dark GDK  

3. Diretórios de Trabalho:    
\Meus documentos\Visual Studio 2008\Projects\ 
C:\Arquivos de programas\The Game Creators\Dark GDK 

 

DICAS DE USO DO DARK GDK / TheGameCreators 

 

1. Arquivos e Formatos Adotados: 

Programa => .C / .CPP   (GDK)   ou    .DBA, .DBP  (DarkBasic Pro) 

Imagens => .JPG, .BMP, .PNG, .TGA    

Sons => .WAV, .MID   //   Músicas => .MP3   

Objetos 3D => .X  (Microsoft Direct X models), .3DS, .DBO 

Mundos 3D => .PK3 (BSP models) 



2. Modelos .X disponíveis na Internet 

3. Modelos DarkMatter disponíveis para aquisição (TGC Site) 

4. Programas de Modelagem externos:   

Blender => http://www.blender.org/                                [Free - OpenSource] 
      Caligari TrueSpace 7.6  =>  http://www.caligari.com/    [Free TrueSpace 7.6] 
      AC3D => http://www.inivis.com/                                    [Low Cost!] 

5. O GDK possui um HELP completo. USE!  

6. Exemplos de programas (GDK, DBA) 

- Exemplos de Programas:    

   C:\Arquivos de programas\The Game Creators\Dark GDK\Samples 
   C:\Arquivos de programas\The Game Creators\Dark Basic Professional Trial\Help 
   C:\ Dark Basic Software\Dark Basic Professional\Help\examples 

- Exemplos de Objetos 3D: 

  C:\Arquivos de programas\The Game Creators\DarkMATTER2 

  Na Internet... Google is your friend  ☺ 

  Existem diversos sites, entre eles o TurboSquid: http://www.turbosquid.com/ 

            - Exemplos de Jogos e Tutoriais: 

C:\Arquivos de programas\The Game Creators\Dark GDK\Tutorials 
   C:\Dark Basic Software\Dark Basic Professional\Projects   

 - Site TGC com exemplos de programas: 

    http://gdk.thegamecreators.com/?m=codebase_list  
               http://darkbasicpro.thegamecreators.com/?m=showcase  

 - Help: 

    C:\Arquivos de programas\The Game Creators\Dark GDK\Documentation 

7.  Visite o site do TheGameCreators (TGC) na Internet: 

The Game Creators => http://www.thegamecreators.com/  

Dark GDK  => http://gdk.thegamecreators.com/  

DarkBasicPro =>  http://www.darkbasicpro.com.br/   (“Primo” do GDK em Basic) 



DICAS DE COMANDOS DO DARKGDK / DARKBASIC PROFESSION AL  
 

OBJETO: 

Todo objeto possui um nro. que o identifica, abaixo o cubo é o objeto 1 com tamanho 100.0 

 MAKE OBJECT  CUBE, SPHERE, BOX, CYLINDER, CONE, PLANE 

 void dbMakeObjectCube ( int iObject, float fSize ) 

 void dbMakeObjectSphere ( int iObject, float fSize ) 

void dbMakeObjectBox ( int iObject, float fWidth, float fHeight, float fDepth ) 

Exemplos: 

dbMakeObjectCube ( 1, 100.0f  ); 

 dbMakeObjectSphere (2, 10.0f ); 

  dbMakeObjectBox (3, 5.0f, 5.0f, 5.0f );  
 

 LOAD OBJECT   <arquivo.X> 

void dbLoadObject ( char* szFilename, int iObject )  

Exemplo: 

dbLoadObject (“Arq3D.X”, 1 ); 
 

POSIÇÃO e ORIENTAÇÃO: 

A variável NObj contém o nro. do objeto, e Xc, Yc e Zc são variáveis reais (float) com o valor 
das coordenadas X, Y e Z de uma posição no mundo 3D. [ Em Basic: X#, Y#, Z# ] 

 POSITION OBJECT   <objeto>                           [Posição do Objeto] 

 POINT OBJECT  <objeto>                                   [Orientação do Objeto] 

 void dbPositionObject ( int iObject, float fX, float fY, float fZ ) 

 void dbPointObject ( int iObject, float fX, float fY, float fZ ) 
 

 POSITION CAMERA   <camera> 0, Xc, Yc, Zc    

 POINT CAMERA   <câmera>  0, Xc, Yc, Zc 

 void dbPositionCamera ( float fX, float fY, float fZ ) 

 void dbPointCamera ( float fX, float fY, float fZ ) 

 Exemplos: 

 dbPositionObject ( 1, Xc, Yc, Zc ); 

 dbPointObject ( 1, Xc, Yc, Zc+100 ); 

  dbPositionCamera ( 0, 100.0f, 100.0f, 100.0f);  

 dbPointCamera ( 0, Xc, Yc, Zc); 



Xc = OBJECT POSITION X <objeto> AXc = OBJECT ANGLE X <obj> 

 Yc = OBJECT POSITION Y <objeto> AYc = OBJECT ANGLE Y <obj> 

Zc = OBJECT POSITION Z  <objeto> AZc = OBJECT ANGLE Z <obj> 

float dbObjectPositionX ( int iObject )  float dbObjectAngleX ( int iObject ) 

 float dbObjectPositionY ( int iObject ) float dbObjectAngleY ( int iObject ) 

float dbObjectPositionZ ( int iObject ) float dbObjectAngleZ ( int iObject ) 

Exemplos: 

Xc = dbObjectPositionX ( 1 );   

Yc = dbObjectPositionY ( 1 );   AYc = dbObjectAngleY ( 1 ); 

Zc = dbObjectPositionZ ( 1 ); 
 

 Xc = CAMERA POSITION X ( )  AXc = CAMERA ANGLE X  ( ) 

 Yc = CAMERA POSITION Y ( )  AYc = CAMERA ANGLE Y ( ) 

Zc = CAMERA POSITION Z ( )  AZc = CAMERA ANGLE Z ( ) 

float dbCameraPositionX ( void )  float dbCameraAngleX ( void ) 

float dbCameraPositionY ( void )  float dbCameraAngleY ( void ) 

float dbCameraPositionZ ( void )  float dbCameraAngleZ ( void ) 

Exemplos: 

Xc = dbCameraPositionX( );     

Yc = dbCameraPositionY( );    AYc = dbCameraAngleY( ); 

Zc = dbCameraPositionZ( );  

 

RESUMO: 

MAKE  OBJECT_Type  <nobj> <param>        dbMakeObjectCube ( 1, 100.0f  ); 

 LOAD  OBJECT  <arq> <nobj>         dbLoadObject (“Arq3D.X”, 1 ); 

 POSITION OBJECT  <nobj>  <param>         dbPositionObject ( 1, Xc, Yc, Zc ); 

 POINT OBJECT  <nobj>  <param>        dbPointObject ( 1, Xc, Yc, Zc ); 

 POSITION CAMERA  <cam> <param>          dbPositionCamera ( 0, Xc, Yc, Zc); 

 POINT CAMERA  <cam> <param>          dbPointCamera ( 0, Xc, Yc, Zc); 

 OBJECT POSITION X/Y/Z <nobj>        Xc = dbObjectPositionX ( 1 );  

 OBJECT ANGLE  X/Y/Z <nobj>         AYc = dbObjectAngleY ( 1 ); 

 CAMERA  POSITION X/Y/Z           Xc = dbCameraPositionX ( ); 

 CAMERA  ANGLE  X/Y/Z          AYc = dbCameraAngleY ( ); 

 XROTATE  OBJECT  // YROTATE  CÂMERA   //  MOVE  OBJECT //  MOVE  CAMERA  



ROTAÇÃO DO OBJETO: 

A variável AXc, AYc, AZc possuem o ângulo de rotação em cada um dos 3 eixos 

ROTATE OBJECT  1, AXc, AYc, AZc       AXc = OBJECT ANGLE  X (1) 

XROTATE OBJECT NObj, AXc        AYc = OBJECT ANGLE Y(1) 

YROTATE OBJECT NObj, AYc        AZc = OBJECT ANGLE Z(1) 

ZROTATE OBJECT NObj, AZc        AYc = dbObjectAngleY (1); 

 

dbPositionObject : void dbPositionObject ( int iObject, float fX, float fY, float fZ ) 

dbScaleObject : void dbScaleObject ( int iObject, float fX, float fY, float fZ ) 

dbRotateObject : void dbRotateObject ( int iObject, float fX, float fY, float fZ ) 

dbMoveObject : void dbMoveObject ( int iObject, float fSpeed ) 

dbPointObject : void dbPointObject ( int iObject, float fX, float fY, float fZ ) 

dbMoveObjectDown : void dbMoveObjectDown ( int iObject, float fValue ) 

dbMoveObjectLeft : void dbMoveObjectLeft ( int iObject, float fValue ) 

dbMoveObjectRight : void dbMoveObjectRight ( int iObject, float fValue ) 

dbMoveObjectUp : void dbMoveObjectUp ( int iObject, float fValue ) 

dbXRotateObject : void dbXRotateObject ( int iObject, float fX ) 

dbYRotateObject : void dbYRotateObject ( int iObject, float fY ) 

dbZRotateObject : void dbZRotateObject ( int iObject, float fZ ) 

dbTurnObjectLeft  : void dbTurnObjectLeft ( int iObject, float fValue ) 

dbTurnObjectRight  : void dbTurnObjectRight ( int iObject, float fValue ) 

dbPitchObjectUp : void dbPitchObjectUp ( int iObject, float fValue ) 

dbPitchObjectDown : void dbPitchObjectDown ( int iObject, float fValue ) 

dbRollObjectLeft  : void dbRollObjectLeft ( int iObject, float fValue ) 

dbRollObjectRight : void dbRollObjectRight ( int iObject, float fValue ) 

 

       



ROTAÇÃO DA CÂMERA: 
 

ROTATE CAMERA    AXc, AYc, AZc  AXc = CAMERA ANGLE  X ( ) 

XROTATE CAMERA AXc    AYc = CAMERA  ANGLE Y( ) 

YROTATE CAMERA   AYc    AZc = CAMERA ANGLE Z( ) 

ZROTATE CAMERA   AZc    AYc = dbCameraAngleY ( ); 
 

Comandos de Controle da Câmera: 
 

dbMoveCamera : void dbMoveCamera ( float fDistance ) 

dbPositionCamera : void dbPositionCamera ( float fX, float fY, float fZ ) 

dbPointCamera : void dbPointCamera ( float fX, float fY, float fZ ) 

dbRotateCamera : void dbRotateCamera ( float fX, float fY, float fZ ) 

dbXRotateCamera : void dbXRotateCamera ( float fX ) 

dbYRotateCamera : void dbYRotateCamera ( float fY ) 

dbZRotateCamera : void dbZRotateCamera ( float fZ ) 

dbTurnCameraLeft  : void dbTurnCameraLeft ( float fAngle ) 

dbTurnCameraRight  : void dbTurnCameraRight ( float fAngle ) 

dbPitchCameraUp : void dbPitchCameraUp ( float fAngle ) 

dbPitchCameraDown : void dbPitchCameraDown ( float fAngle ) 

dbRollCameraLeft : void dbRollCameraLeft ( float fAngle ) 

dbRollCameraRight : void dbRollCameraRight ( float fAngle ) 

 

dbCameraPositionX : float dbCameraPositionX ( void ) 

dbCameraPositionY : float dbCameraPositionY ( void ) 

dbCameraPositionZ : float dbCameraPositionZ ( void ) 

dbCameraAngleX : float dbCameraAngleX ( void ) 

dbCameraAngleY : float dbCameraAngleY ( void ) 

dbCameraAngleZ : float dbCameraAngleZ ( void ) 
 

Controle da Câmera pelo Teclado: 

dbControlCameraUsingArrowKeys 

void dbControlCameraUsingArrowKeys ( int iCamera, float fMove, float fTurn ) 

Exemplo:    dbControlCameraUsingArrowKeys (0, 0.5f, 1.0f); 



PROPRIEDADES DO OBJETO: Cor, Escala, Textura, Efeitos 
 

ESCALA:   SCALE OBJECT   NObj, SX, SY, SZ 

  void dbScaleObject ( int iObject, float fX, float fY, float fZ ) 

COR:   COLOR OBJECT  NObj, RGB (255, 0, 0) 

  void dbColorObject ( int iObject, int iColor ) 

  int dbRGB ( int iRed, int iGreen, int iBlue ) 

Exemplo:   dbColorObject ( 1, dbRGB(255,0,0) ); 
 

TEXTURA:  Imagens possuem uma numeração própria (independente dos objetos 3D) 

 LOAD IMAGE  “Textura.JPG”, NImg    /     TEXTURE OBJECT   NObj, NImg 

 void dbLoadImage ( char* szFilename, int iImage ) 

void dbTextureObject ( int iObject, int iImage ) 

Exemplo:    dbLoadImage ( "Textura.jpg", 1 ); 

                 dbTextureObject ( 1, 1 ); 
 

EFEITOS:  

 SHOW OBJECT Nobj    /    HIDE OBJECT  Nobj 

dbShowObject : void dbShowObject ( int iObject ) 

dbHideObject : void dbHideObject ( int iObject ) 
 

 SET OBJECT WIREFRAME  NObj, 1        [ Liga Wireframe     ] 

 SET OBJECT WIREFRAME NObj, 0          [ Desliga Wireframe ] 

 dbSetObjectWireframe :void dbSetObjectWireframe ( int iObject, int iFlag ) 

dbSetObjectTransparency : void dbSetObjectTransparency ( int iObject, int iFlag ) 
 

ANIMAÇÃO DO OBJETO: 

dbPlayObject : void dbPlayObject ( int iObject, int iStart, int iEnd ) 

dbLoopObject : void dbLoopObject ( int iObject, int iStart, int iEnd ) 

dbStopObject : void dbStopObject ( int iObject ) 

dbSetObjectFrame : void dbSetObjectFrame ( int iObject, float fFrame ) 

dbSetObjectSpeed : void dbSetObjectSpeed ( int iObject, int iSpeed ) 

dbObjectFrame : int dbObjectFrame ( int iObject ) 

dbObjectSpeed : int dbObjectSpeed ( int iObject ) 

dbTotalObjectFrames : int dbTotalObjectFrames ( int iObject ) 



DARK GDK - MAIS OBJETOS:   IMAGENS,  SPRITES, ÁUDIO ,  MÚSICA 

 

JPG, PNG, TGA, BMP 

dbLoadImage : void dbLoadImage ( char* szFilename, int iImage ) 

     void dbLoadBitmap ( char* szFilename, int iBitmap ) 

     void dbSprite ( int iSprite, int iX, int iY, int iImage ) 

Usadas como imagem de fundo, animação, como textura:  

dbDrawToBack, dbDrawToFront, dbDrawSpritesFirst, dbDrawSpritesLast  

WAV, MID 

dbLoadSound : void dbLoadSound ( char* szFilename, int iSound ) 

dbPlaySound : void dbPlaySound ( int iSound ) 

dbLoopSound : void dbLoopSound ( int iSound ) 

dbStopSound : void dbStopSound ( int iSound ) 

MP3 

dbLoadMusic : void dbLoadMusic ( char* szFilename, int iMusic ) 

dbPlayMusic : void dbPlayMusic ( int iMusic ) 

dbLoopMusic : void dbLoopMusic ( int iMusic ) 

dbStopMusic : void dbStopMusic ( int iMusic ) 

 

MATRIX: 

Os objetos “matrix” possuem uma numeração independente dos outros objetos 3D 

MAKE MATRIX  NMatr, Lagura, Altura, Nro_em_X, Nro_em_Z   =>   dbMakeMatrix 

void dbMakeMatrix ( int MatrixId, float Width, float Height, int XSegments, int ZSegments )  

Exemplo:    dbMakeMatrix ( 1, 100.0f, 100.0f, 50, 50 );  

POSITION MATRIX  1, Xc, Yc, Zc  =>  dbPositionMatrix 

void dbPositionMatrix ( int Matrix Number, float X, float Y, float Z ) 

 

BSP:  Cenário 3D 

Os cenários 3D do tipo BSP são arquivos PK3 (e.g. Quake2, Unreal)  [Zip disfarçado de PK3] 

LOAD BSP   <nome.pk3>, <nome.bsp> 

dbLoadBSP : void dbLoadBSP ( char*PK3Filename, char* BSPFilename ) 

Exemplo: 

      dbLoadBSP ("Cenario.pk3","Cenario.bsp"); 



CONTROLE DO LAÇO DE ANIMAÇÃO E DE JOGO: 

 

    Make Object ...            dbMakeObject...   

    Position Object...        dbPositionObject... 

    DO          while ( LoopGDK ( ) )  

    ...           {     ... 

   LOOP           }   

 

Esqueleto de um Programa em Dark GDK 

 

// whenever using Dark GDK you must ensure you include the header file 

#include "DarkGDK.h" 

 

// the main entry point for the application is this function 

void DarkGDK ( void ) 

{ 

      // GDK CODE 

      // Starts Here! 

     dbSetWindowOff(); 

  dbHideMouse(); 

   dbMakeObjectCube (1, 100.0f); 

 

 // GAME LOOP 

 while ( LoopGDK ( ) ) 

      { 

        dbControlCameraUsingArrowKeys (0, 0.5f, 1.0f); 

 

               // update the screen 

                 dbSync ( ); 

  } 

      // return back to windows 

        return; 

  } 



MOVIMENTAÇÃO DOS OBJETOS E CÂMERA: 

 

 MOVE OBJECT   Nobj, 0.5   dbMoveObject ( 1, 0.5f );  

 MOVE CAMERA   Passo   dbMoveCamera ( 0.5f ); 

 YROTATE CAMERA  Ang   dbYRotateCamera ( 1.0f  ); 

 YROTATE OBJECT   Nobj, Ang  dbYRotateObject ( 1, 1.0f ); 

 

 CONTROL CAMERA USING ARROWKEYS  0, Veloc_Linear, Veloc_Ang  

dbControlCameraUsingArrowKeys (0, 0.5f, 1.0f); 
 

 

TECLADO: 

 IF  UPKEY( )            THEN ...  int dbUpKey ( void ) 

 IF DOWNKEY( )  THEN ...  int dbDownKey ( void ) 

 IF LEFTKEY ( )  THEN ...  int dbLeftKey ( void ) 

 IF RIGHTKEY ( )   THEN ...  int dbRightKey ( void ) 

 IF CONTROLKEY ( )  THEN ...  int dbControlKey ( void ) 

 IF SHIFTKEY( )  THEN ...  int dbShiftKey ( void ) 

 IF RETURNKEY ( )  THEN ...  int dbReturnKey ( void ) 

 IF SPACEKEY ( )  THEN...  int dbSpaceKey ( void ) 

 

 IF INKEY$() = “X”   THEN ...  char* dbInKey ( void ) 

       =>>  IF (*dbInKey() == ´x´) … 

 WAIT KEY     void dbWaitKey ( void ) 

 WAIT MOUSE    void dbWaitMouse ( void ) 

 

 Re-implementando:     

dbControlCameraUsingArrowKeys (0, 0.5f, 1.0f); 
 

 Com os comandos UpKey, DownKey, LeftKey e RightKey: 

  If ( dbUpKey ( ) )   dbMoveCamera ( 0.5f ); 

  If ( dbUpKey ( ) )   dbMoveCamera ( -0.5f ); 

  If ( dbLeftKey ( ) )   dbYRotateCamera ( dbCameraAngleY ( ) - 1.0f  ); 

  If ( dbRightKey ( ) )  dbYRotateCamera ( dbCameraAngleY ( ) + 1.0f  ); 


