6 AAUOU $71 1 A0 )IT-EUOPAMBERAE 3 UABEBEE0 | U




Tartalom

A%CU | 1T AAOI EUOT E EOIi
Al EUOT EAAEI AOUOT O AU
A* UOT EI T Ol O A& AA Oi OU/
Al AAOOAUT OAIl OOT C

A* UOT EAAEI AOUOT OAAT Al



Al AAOOAUI
AOAOT I
(modding)

A+1 OOUAOJ

=
3



I EUOJEAAEI AOUOBC
A4AOOAUT OE OUAEAOU

A+ EOEQAI AUi OE OUAEAOU
A Menedzsment



4 AOOAUS OE OUAEAOL
A+1 1 AAPAEG®

Av Ol AOAT i O § AOAET OOI Ol
A Design. Conceptual art & design.
A3SDPAAEAEEUAEE



+1 1 AAPAEE

Al JAAEhger® | A j

AEl Ol A OACU OOplI OO

AAT | EElWEHIGOEAOUO AAOI OI'l UO j
G casualgamers
G hardcoregamers

AAT 1 PI AOAI OI

Pl.Half Life 2:
A E Askobter
FPS,




(AOT T 1 &
| AOp O1 O
3AEUO E

Concept rajzok

A Design
6 EUOUI EO A
* UOT EI A

&1 OCAOEEE
Hangulat design
%CUi A AAOE



SPAAEAEEUAEE

Al U EOI AOAEh OAOOAEh AA
GA Eé EOI AOAE gEOUIIQAOUO/
A2 AAET T Al EOUOh OAAEI EEA
GAU ACUEE EOI AO T AcCUIT ATIl
| A Al AUEAOE&
A2 AT AC —“EOAOAI
K
AT
U




I OAOOAUB8OE AUUEC

AnwCU AAOECI Al EOI AT OOI
| ApOUOI EEAI

ACU OACU OEAA DOl Oi Of
OAAEIT T I CEAE AA] &

A+ EOEOAI AUi OE OUAEAOU
G-17T OFE|I AEEOAE j Pl 8 %QQ

~ N ~N N\ ~ N\

G( AOUOEA&eEh AOOI AE i1 AA



I EEOEOAI AUSBOE OUL

AL U Al OAT AOUAOAE AEAE] /
OGAOUOAT i OA

A- AGOUOUOT 1 O OAGU OAE!
EAT I pOUOA A TUO [ACHT
Al OAT AGUAOAE ACUI OOAC
111 O EEUAES [ ACOAI &¢
AOUOEGUAIT OpOUO i O OA
Al DOET Al Brofiell DBIOBE J &



a
-
=
O
ol

la

N\Y;




Nvidia PerfHUD

=

NVIDIA DX10 SDK: Sparkles
EPS; 15005 [20 frame avd]  Tris/krame: 26574 Speed: --

Draw Calls: 1 Time: 0.245ms  Pixels: 26680

Time: 0.245ms  Pixels 26680

Verex Assembly YWertex Shader Pixel Shader Raster Operations
wirzirams e Inelzs £ 3 arizy,

Call type: Drawindexedinstanced
VertexCountPerinstance: 18093

InstanceCount: 5

StartindexLocation: 0

BaseVYertexLocation: 0

StartinstanceLocation: 0)Topology TRIANGLELIS

Index Buffer:

Pointer: 0x015cc278, Format: R32_UINT, Offset:

Vertex Buffers:

0) Pointer: 0x015cc470, Stride: 32, Offset: 0

Input Layout:

Semantic Name: position
Semantic Index: 0

Format: R32G32832_FLOAT
Input Slot: 0

Byte Offsel: 0
Classification: Per Vertex
Instance Sep Rate: 0

| Prev |

b Performance Dashboard ' Debug Console |  FrameDebugger |
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Jaték dizajnerek
Technikai szakertok
Vezetési dizdjner
Produkcio elotti fazis
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Programozok Bétateszterek
| Technikaiigazgatok | Betanito tesztelés

Eladas
Marketing

Produkcio ‘ Produkcio utani fazis
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Jatekmotor
Keretrendszer Kezelotipusok
Jatékciklus Utemezd Feladat
Allapot

JelenetN Szolgaltatas
' l

Kornyezet

ObjektumN ObjektumN

Platform

—————————————————————————————

_____________________________

Alrendszer Alrendszer Alrendszer



*UOBEIT Ol O AGAA (
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GDirectDraw, Direct3D, OpenGL
A Fizikai motor

GHavok, Open Dynamics Engine, PhysX
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GDirectSound, DirectMusic, OpenAL,
FMOD

_



*UOBEIT Ol O AGAA (

AUl EUAOEAUAI & OAT AOUAO

G

A) 1

G

DirectPlay OpenTorqueNL,WinSock
POOEAUAIT & 1101 O
Directinput, XInput
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. Jatékmotor Bemeneti eszk6zok GUI :
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< 1| Fizikai motor P o g Regderelo Hang ||
fvg : I_)‘SZk,‘e_tr (rajzolo) motor ||
50 Almotor szunulaqos m motor :
& . ; ..o motor :
A | (pl. utkeresés) '
| B || || :
! Fordito Adatkezelo réteg :
 rermmsmmmant SEAE R EREEE \ AR | SR F—
£ Jatéktartalom | Karakter Karakter UI Modellek és || 17
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