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MSDN API

() CTestScene: :ActiveProc
TextOut

int CTestScene: :ActiveProc()

1/
1/

//
if(F;?Timer().lsSkip() == false) {

//
::BitBlt(m_pBackBuf->GetDC(), 0, 0, m_pBackBuf->GetWidth(), m_pBackBuf->GetHeight(),
m_pBG->GetDC(), 0, 0, SRCCOPY);

//

//

: :BeginPath(m_pBackBuf->GetDC());

//

HFONT  hFont = ::CreateFont(96, 0, 0, O, FW_BOLD, FALSE, FALSE, FALSE, SHIFTJIS_CHARSET,

OUT_DEFAULT_PRECIS, CLIP_DEFAULT_PRECIS, DEFAULT_QUALITY, 0, NULL);
HFONT  hOldFont = (HFONT)::SelectObject(m_pBackBuf->GetDC(), hFont);

//
LPCTSTR PathStr = "
: :SetBkMode (m_pBackBuf->GetDC(), TRANSPARENT)
: :TextOut(m_pBackBuf->GetDC(), 20, 100, PathStr, ::Istrlen(PathStr));

//
::SelectObject(m_pBackBuf->GetDC(), hOldFont);
::DeleteObject(hFont);

//
: :EndPath(m_pBackBuf->GetDC());

//
: :StrokePath(m_pBackBuf->GetDC());

FPSTimer() .DrawFPS(m_pBackBuf->GetDC());

//
HDC  hDestDC = ::GetDC(GameApp().GetHWnd());
::BitBlt(hDestDC, 0, 0, m_pBackBuf->GetWidth(), m_pBackBuf->GetHeight(),
m pBackBuf—>GetDC() 0, 0, SRCCOPY);
: :ReleaseDC(GameApp() .GetHWnd(), hDestDC)

return 0;

)

//
HBRUSH  hBrush

: :CreateHatchBrush(HS_DIAGCROSS, RGB(0, 0, 255));
HBRUSH  hOldBrush

- (HBRUSH) : :SelectObject(m_pBackBuf->GetDC(), hBrush);
::FillPath(m_pBackBuf->GetDC());

::SelectObject(m_pBackBuf->GetdC(), hOldBrush );

::DeleteObject(hBrush);

( ) FillPath()
: :StrokeAndFi I IPath(m_pBackBuf->GetDC());



)

CTestS

cene: :ActiveProc

int CTestScene::ActiveProc()

1/
1/

//

if(F;?Timer().lsSkip() == false) {

//
::BitBlt(m_pBackBuf->GetDC(), 0, 0, m_pBackBuf->GetWidth(), m_pBackBuf->GetHeight(),
m_pBG->GetDC(), 0, 0, SRCCOPY);

//

//

: :BeginPath(m_pBackBuf->GetDC());

//

HFONT  hFont = ::CreateFont(96, 0, 0, O, FW_BOLD, FALSE, FALSE, FALSE, SHIFTJIS_CHARSET,

OUT_DEFAULT_PRECIS, CLIP_DEFAULT_PRECIS, DEFAULT_QUALITY, 0, NULL);
HFONT  hOldFont = (HFONT)::SelectObject(m_pBackBuf->GetDC(), hFont);

//
LPCTSTR PathStr = "
: :SetBkMode (m_pBackBuf->GetDC(), TRANSPARENT)
: :TextOut(m_pBackBuf->GetDC(), 20, 100, PathStr, ::Istrlen(PathStr));

//

::SelectObject(m_pBackBuf->GetDC(), hOldFont);
::DeleteObject(hFont);

//

: :EndPath(m_pBackBuf->GetDC());

//

::SelectClipPath(m_pBackBuf->GetDC(), RGN_COPY);
//

::BitBlt(m_pBackBuf->GetDC(), 0, 0, m_pBackBuf->GetWidth(), m_pBackBuf->GetHeight(),
m_pChara ->GetDC(), 0, 0, SRCCOPY);

//
::SelectClipRgn(m_pBackBuf->GetDC(), NULL);

FPSTimer() .DrawFPS(m_pBackBuf->GetDC());

//
HDC  hDestDC = ::GetDC(GameApp().GetHWnd());
::BitBlt(hDestDC, 0, 0, m_pBackBuf->GetWidth(), m_pBackBuf->GetHeight(),
m pBackBuf—>GetDC() 0, 0, SRCCOPY);
: :ReleaseDC(GameApp() .GetHWnd(), hDestDC)

return 0;



