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Sync On
Sync Rate 30
Backdrop on

Set camera range 1,5000

Fog on

Fog distance 4000

Fog color RGB(128,128,128)
Color Backdrop RGB(128,128,128)

Rem make matrix
Make matrix 1,10000,10000,20,20

Rem texture matrix

Load image "grass09.bmp",1
Prepare matrix texture 1,1,1,1
Fill matrix 1,0,1

Rem Make player pawn
Load image "barry.bmp",2
Make object sphere 10,25
Texture object 10,2

position object 10,100,0,100

Rem Randomize the matrix
randomize matrix 1,125
Rem Main loop
Do
Rem Store Object angle
AngleY# = object angle Y(10)

Rem Control input for camera

If Upkey()=1
XTest# = Newxvalue(X#,AngleY#,20)
ZTest# = Newzvalue(Z#,AngleY#,20)

If XTest#>0 and XTest#<10000 and ZTest#>0 and ZTest#<10000

Move object 10,10
Endif
Endif

If Leftkey()=1 then Yrotate object 10,Wrapvalue(AngleY#-5)
If Rightkey()=1 then Yrotate object 10,Wrapvalue(AngleY#+5)
X# = Object position x(10)

Z# = Object position z(10)

Y# = Get Ground Height(1,X#,Z#)

Position object 10, X#,Y#+12.5,Z#

CameraZ# = Newzvalue(Z#,AngleY+#-180,100)

CameraX# = Newxvalue(X#,AngleY+#-180,100)

Position camera CameraX#,Y#+50,CameraZ#

Point camera X#,Y#+25,Z#

Rem Refresh Screen
Sync
Loop



LS g9y wouhais Ohgiws Sy w Sy | olxogi Al
Backdrop on

by S8l S ¢l Jled e Ol J31.06S sw Jled |, dizs iy 03, "Backdrop On" jgiws i
5h 0l s b Sl abivo; aiy jugai Uilgin oS5L dles (5o 531558 e saaline sl ayl
S oslaiwl "Backdrop On" giw>

Set camera range 1,5000

S5 aey Siell ool . auS pudais | Gur9d Giwles alold b ads (sw o5l "Set Camera Range" jgiow>

Render ay g9, 3oL Dark Basic « ()95 Sorg, (ilp> a>lg dix 5l aS S (w0 i sgiw>
|, Saey aww vlp> =l b 3L Dark Basic aS wowl sl alold jiol)ly uogd c6S Saey auw Ulp> US,S

..S Render

;ia' B’
9>Q4|Q.H\;9LkuoLgﬂDBg)io|)ng.ogbBQb.6ng|)in|)Lg (,*J3|AQ.IQ.6J);5AJ(H|)J\ULO
.S sw Render |, alass

Fog on
S oslasiwl lowd Sasy aw wlp> 5> Sagll an 5l aS 1gS sw Dark Basic @ "Fog On" giiws
Fog distance 4000

Syiobly 35S (5o Gaesi b e o)l o asy @y Ll 5l cowl 158 aS ul> "Fog Distance” jgiws

slel o a ahss ol 5l ae ol 19 aS (ulp> a>lg 55 cowl (sadluw Vlod ol Jgiws 5l uy aS

"Set Camera Range" ,giws ;5 yiohb ooyl 5l 5ieS b by U sae ool (9> So g, alold)sg i
ool

Fog color RGB(128,128,128)
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Game Maker Version 5.0 — 5.1 — 5.2 - 5.3 — 6.0 ( Registered )
The Game Factory ( Home — Professional ) ( registered )
Xtereme 3D 1.0

King Space 3D

Genesis 3D V1.6

3D Game Studio 5.12

3D State ( Morfit 3D ) ( Registered )

Blender 3D

Q3d ( Unregistered )

Alice 3D

True Vision 3D V6.2

DirectX 9.0 Complete SDK ( Software Development Kit Package )
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Jolt3D ( Third Person Maker ) Demo & Source
Boom3D ( Demo & Source )
PushTheLimits 3D Engine

Mystica 3D

Arfnold 3D ( Source & Bin )
TerraCresta 3D ( Demo & Source )
XEngine ( Sample & Source )
Muli3D ( Sample & Source )
Apocalyx ( Source )

Graden ( Source )

DXQuake ( Source )

6DX

CHAI 3D ( Source )

Axiom 3D

syBR ( Source )

iRender 3D ( SDK )

Cube 3D ( Source & SDK )

Q Engine

Hawk 3D Engine ( Source & Bin )
Neo Engine ( Tools & Source & Tutorials )
Aurora ( installer & Tutorials )
Soya 3D

DexVT ( Source )

Jet 3D ( Source & Bin )

Traktor 3D SDK ( Source & Bin )
NemoX ( Installer )

Unreal 2 ( SDK )

Irrlicht 3D ( SDK & Source )
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Visual Basic V6.0
Visual C++ V6.0
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