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FPSTimer.hpp

/
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FPS

* Version 1.00 2005/03/dd hh:mm:ss

*/

#pragma once

/ /

/* */

/ /

#include <windows.h>

/ /

/* FPS */
/

/
class CFPSTimer {
public:
virtual ~CFPSTimer();

void Wait();
void Reset) { ( )}

bool IsSkip() const { return (m_SurplusTime < 0) ? true : false; }

void SetFPS(const UINT inFPS) { ( ) }
UINT GetFPS() const { return m_FPS; }

void DrawFPS(const HDC hDC, const int inX, const int inY);

//
static CFPSTimer& Getlnstance()

?????? CFPSTimer  theFPSTimer;
return theFPSTimer;

}

private:
CFPSTimer();
bool Initialize();
UINT m_FPS; //
__inté4  m_Frequency; //
_inté4d  m_MaxWait; //
_inté4 m_LastTime; //

_int64  m_SurplusTime; //




UINT m_PeriodMin; //

//

int m_DrawCount; /!

int m_SkipCount; //

int m_DrawFPS; //

int m_DrawSKip; /!

DWORD m_LastDraw; //
}:
/ /
/* */
/ /
inline CFPSTimer& FPSTimer() { return CFPSTimer::GetlInstance(): }

( )CFPSTimer

TSAR—FEAUNOAVAMSHA

CFPSTimer
~“CFPSTimer FTAKSOA
CFPSTimer
GetlInstance OS5 AEE . 7O AEK
CFPSTimer
[static CFPSTimer& Getinstance();
Return CFPSTimer
Wait G2
FPS
Reset % E
IsSkip ¥ 5E
.bool IsSkip() const;
Return true false
SetFPS % E
Blvoid SetFPS(const UINT inFPS);
inFPS FPS
GetFPS 7t AEE
CFPSTimer FPS
.UINT GetFPS() const;
Return FPS
DrawFPS 1
.void DrawFPS(const HDC hDC, const int inX, const int inY);
hDC
inX
iny
Initialize TSAR— kg AN ¥HE
CFPSTimer
bool Initialize();
Return true false
m_FPS A UNEH

BuinT m FPs;




m_Frequency A INER

int64 m Frequency;

m_MaxWait A INER

int64 m MaxWait;

m_LastTime A INEH
Lint64 m _LastTime;

m_SurplusTime A UINER
Lint64 m_SurplusTime;

m_PeriodMin A UINER

UINT m PeriodMin;
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m_SkipCount A UINER
Wit n SkipCount;
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m_LastDraw A UINER
BWovworD m LastDraw;
( )CFPSTimer (FPSTimer.cpp)

FPSTimer.cpp
/*
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/* */
/ /
#include
/ /
/* */
/ /
#pragma comment(lib, "winmm.lib™)
/ /
/* */
/ /
CFPSTimer: :CFPSTimer()

: m_FPS(0), m_Frequency(0), m_MaxWait(0), m_LastTime(0), m_SurplusTime(0), m PeriodMin(0),

m_DrawCount(0), m_SkipCount(0), m_DrawFPS(0), m_DrawSkip(0), m_LastDraw(0)

{

Initialize();

SetFPS(60);

Reset();
}
/ /
/* */
/ /
CFPSTimer: :~CFPSTimer()

if(m_PeriodMin != 0)

::timeEndPeriod(m_PeriodMin);

}
/ /
/* */
/ /
bool CFPSTimer::Initialize()

//

TIMECAPS  tc;

: :timeGetDevCaps(&tc, sizeof(tc));

m_PeriodMin = tc.wPeriodMin;

//

: :timeBeginPeriod(m_PeriodMin);

//

: :QueryPerformanceFrequency((LARGE_INTEGER*)&m_Frequency);

return true;
}
/ /
/* */

/

/
void CFPSTimer::Wait()

/7
)

//

_int64 wait_time = m_MaxWait - (current_time - m_LastTime);
m_SurplusTime += wait_time; //

if(m_SurplusTime < 0) {

wait_time = 0; //
m_SkipCount++;
} else {

if(wait_time != m_SurplusTime)
wait_time = m_SurplusTime; //

m_SurplusTime = 0;

m_DrawCount++;

}

/7
)




/ /
/* */
/ /
void CFPSTimer::DrawFPS(const HDC hDC, const int inX, const int inY)

const DWORD  CURRENT_TIME = ( ); //

const DWORD  ELAPSED_TIME = CURRENT_TIME - m_LastDraw; //

if(ELAPSED_TIME >= 1000) {
m_DrawFPS = m_DrawCount * 1000 / ELAPSED_TIME;
m_DrawSkip m_SkipCount * 1000 / ELAPSED TIME;
m_DrawCount ;
m_SkipCount = 0;
m_LastDraw CURRENT_TIME;

}

// FPS

TCHAR  info[32];

z:wsprintf(info, "FPS:%3d Skip:%3d", m_DrawFPS, m_DrawSkip);
::TextOut(hDC, inX, inY, info, ::Istrlen(info));

1
( )Reset
void Reset() { m_LastTime = ::GetTickCount(); m SurplusTime = 0; }
void Reset() { m_LastTime = ::timeGetTime(); m_SurplusTime = 0; }
void Reset() { ::QueryPerformanceCounter((LARGE_INTEGER*)&m_LastTime); m_SurplusTime = 0; }
( )SetFPS
void SetFPS(const UINT inFPS) {m_FPS = inFPS; m_MaxWait = 1000 / inFPS; }
void SetFPS(const UINT inFPS) {m_FPS = inFPS; m_MaxWait = m_Frequency / inFPS; }
() ()
__int64 current_time = ::GetTickCount(); //
__int64 current_time = ::timeGetTime(); //
//
inté4  current_time
QueryPerformanceCounter((LARGE INTEGER*)&current_time);
() ()

//
|f(wa|t time 8
S1eep((DW RD)wait_time);

m_LastTime = ::GetTickCount(); //

//
|f(wa|t time 8
S1eep((DW RD)wait_time);

m_LastTime = ::timeGetTime(); //

//
if(wait_time > 0) {
// Sleep ait_time )

SIeep((DWORD)(wagt time * 1000 / m_Frequency));
//




inté4 current_time2;

TTQueryPerformanceCounter ((LARGE_INTEGER*)&current_time2);
wait_time -= current_time2 - current_time;

:QueryPerformanceCounter ((LARGE_ INTEGERT?&m LastTime);
} wh|le(wa|t time > m_LastTime - current_time

do {

} else {

::QueryPerformanceCounter ((LARGE_INTEGER*)&m_LastTime);

//
do {
::Slee

p
sQuery SerformanceCounter((LARGE INTEGER*)&m_LastTime);
} wh|le(wa|t time > m_LastTime - current_time);

) ) ::GetTickCount()

)

sitimeGetTime()

CGameApp: :OnActivateApp CFPSTimer

(10)

int CGameApp::Main()

/41 (true) {
while(true
//

if(Messa%?Loop() == false)
break;

//
if(m_GameProc.???(m_Active) =
Release(); //

FPSTimer() .Wait();

}
return 0O; //

(11)CGameApp::Initialize
FPSTimer () -SetFPS(60); // FPS

(12)CTestScene: :CTestScene
FPSTimer() .Reset(); //

(13)CTestScene: :ActiveProc
int CTestScene: :ActiveProc()
{ //

|f(FPST|mer$? IsSkip() == true)

//

return 0;

CFixTimer CFPSTimer

CFPSTimer

= false)

CFPSTimer

CTimer

CGameApp: :Main



