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#pragma once
] #include “CObject. h” [/Z T V) S REHZHAD

|E|(Elass CTitleLogo :public CObject - //A Tz +U 5 RXEHK

private:

i const Vector3 titleSize{ 1.25f, 1.25f*%0. 25 }; [/3A4 RILDYA X

I const Vector3 titlePosition{ 0,0.3f, 0 }; [/ B4 BILODEE
 const int titleLayer = LayerNum::UI; //3A4 RILD LA NY—FES
publ 1G:

GTltIeLogo()
“CTitleLogo();

static ID3D11ShaderResourceView* sTexture; [/ TOARAFxZ2BVNTHEEFHFHNETH
static wchar_t cTexturePath[PATH_LENGTH]; [/B3A RILTORXFNDINR
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#tinclude “CTitleLogo. h”

ID3D11ShaderResourceViewx CTitlelLogo: :sTexture: [/ T RFBOFEHNER

wchar_t CTitleLogo: :cTexturePath[PATH_LENGTH] = L"Assets/TitlelLogo. png”; [/ T RAFrDINR
ECTitleLogo: :CTitlelLogo () J/AVARNSHA

{

. SetLayerNum(titlelLayer) : // LA ¥ —&FS ZLayerNum: :Ul;

- SetScale(titleSize); [/HAXEER

' SetPosition(titlePosition) ; [/ERETEE

. SetTexture(sTexture) ; /[T RAF v ZBHERERA

|}
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#pragma once

H#include “CScene. h” [/ =205 REHRHAD
I | #include “CTitleLogo. h” JEot=A T H FEEHAD

Elclass CTitleScene :public CScene [/r—2 5 R E K

{

public:

. CTitleScene():
"CTitleScene() override;

void Update () override; [/ BB EF—/IN—F4 F
private:
. bool change = false; [/ =PIV EZRI3Y
L A —VIZESI AT Y b E S CITHIEER/
]: CTitleLogo* tl; /ATy FERBRBRA S
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B#include “CSceneManager. h”
| #include “CTitleScene. h”

EICTitleScene: :CTitleScene ()

.{

i

.{

EICTitleScene::"CTitleScene ()

cPPRPATDINT a7 T 3

D AL 77 7 THERK

[/ —2RF—D v ERHAL
/N9 T EFHmAHAD

J/AVA RSO AR

/%9 S ZADEMERIZT I AF v E 00— Fx/
LoadTexture (CTitleLogo: :cTexturePath, &CTitlelLogo: :sTexture):

/A TS H FDER
//A TS h FEAIIZER

tl = new CTitlelLogo;
ObjectRegister (tl1);
[/ TARS9 %

[HERAAATET D R F v DR/
COM_SAFE_RELEASE (CTitleLogo: :sTexture) :

Elvoid CTitleScene: :Update ()

v 7 9%
B ATHER U Scene W1

[/A—\—F4 FLI-E#H0E

[/ o—DEFUMBEZELED
CScene: :Update () ;

J/AR—REF—DBEh-6T7F5 5 ZtruelZ$ 5
%f (Input_GetKeyDown (VK_SPACE) )

change = true;
// 25T b\ truets s
it (change)

[/P2x—FA Tz MZTxz—F772 FDIET
fade->FadeOut () ;

[/ T T—EDT7ILI 7EN1IZHES1=5
Ef (fade—>alphaOne)

[/o—VEER
sceneManager—>ChangeScene (SceneNum: : STAGE_ONE) ;
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GameCoreliA-TH» '\-y?“@enumlITITLEE‘ﬁ/ﬁﬂﬁké
CSceneManager., hxFL e e

#fdefine FIXED_RATE 60
#tdefine SAFE_DELETE (ptr) delete ptr: ptr = nullptr;

- [k —2DE D/

b E ASiRESE [¥—279 5 AEAERKRT HEITEMH/
Eenum SceneNum [/o—2BS
4 5] Base
. | 00_SPLASH, J/F—LOoTEMHETHOD
4 %l Header - ZTITLE, /)54 R VB
b ™ GameBase 1}
4 5] GameCore Elclass CSceneManager
b |9 CFade.h . )
) private:
b [B CObject.h . CScenex pNowScene = nul Iptr; /=D EERT H=HDRA 4
> [ CSceneh +int nSceneNum = LOGO_SPLASH:  //>— DB EEHEML TH L EH
' ' bool sceneChange = false;
b [ CSceneManagerh . float fixedCount = 0;
b | CSpriteh publ ic:
b Main CSceneManager () ;
P ™ Shader . void Play(); [/Sr—2M AL AR
o i void ChangeScene (int) ; [/ — T EADEICHESEY
]: _ void SceneFactory (int) ; [/ o— o EERRT DR
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ScenelManager. CPPE‘f—ﬂL

fd YU1-¥3Y HEW project’ (1 7OVIYH
4 % HEW project
powm EE
b ME ASERERRE
4 o] Base
P ™ Header
4 ] Source
P ™ GameBase
4 o] GameCore
P *+ CRadecpp
P *+ CObject.cpp
P *+ CScene.cpp
b s CScemeManagercpp
I *+ CSprite.cpp
P ®E Main

1E-12Scene¥xincludedb

B#include “CSceneManager. h”
| #include "Cl ngaSnlashScene. h”
I #include “CTitleScene.h™ ~> //fE- 1= — > %EM

[/AVANTHAR
EI?SceneManager . :CSceneManager ()

SceneFactory (nSceneNum) ;
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SceneFactory B2z
1E-7:Scene®iB o

[/ o= ERT H5=O DR
//BIIC— BB EEDEEMSID

void CSceneManager : :SceneFactory (int  sceneNum)

IT (pNowScene !'= nullptr)
{
. delete pNowScene;

pNowScene = nul Iptr;

)

switch  (_sceneNum)
{
case SceneNum: :LOGO_SPLASH:
pNowScene = new CLogoSplashScene () ;
v breale
case SceneNum: : TITLE:
pNowScene = new CTitleScene() ;
break;

i
J

//BED—UISRIZEDDRA 2 EFHE
pNowScene—>SetManager (this) ;



