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Study on the use of GDI and GDI +
For smooth barrage shooting game Implementation
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I, Preliminaries

1. Related works

11 GDI
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1.2 GDI+
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_graphics->Drawlmage(m_plmage->image,
(int)ym_fY, (int)width, (int)height);

(intym_£X,

T2} GDIH-2 o}g3le] GDIE ¥k & Jele = ol Bxls)
t}.

TR} o] Bullet Z2H~0] Draw 2] w2 Graphics
ERQle] AAIE W=

void CBullet::Draw(Graphics * _graphics)

Graphics A2 E] DCE Aoj2A], CompatibleDCE: AJ/gek
% Graphics A7} memDCE 7}2)71%2 3k}

HDC hdc = _graphics->GetHDC();

HDC memDC = CreateCompatibleDC(hdc);
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Graphics*  graphics =
Graphics::FromHDC(memDC);

HBITMAPS = 5, wjg] AVgd=le] JId HER o 27 %713}
AlZ1 3, SelectObject=. g}, (memDCE Adgisjjof sict.)

HBITMAP  hBitmap;
bitmap->GetHBITMAP(Color(0, 0, 0, 0), &hBitmap);

SelectObject(memDC, hBitmap);

hdcol] memDCeY| 9= WH8-8 J2Ec) ofH Blt 3475 o83l
A glk

TransparentBlt(hdc,
m_fScale), (int)(height * m_fScale), memDC, 0, 0,
height, RGB(255, 255, 255));

(int)m_fX, (int)m_fY, (int)(width *
width,

Hre] 7 doluA] PR ARGl B vREES Al
delete  graphics;

DeleteObject(hBitmap);

DeleteDC(memDC);

_graphics->ReleaseHDC(hdc);

Table 1, GDI/GDI+ 781 FE

%ase WM_PAINT:

RECT rect;

PAINTSTRUCT ps;
HBITMAP bitmap;
HDC hdc, memDC;

hdc = BeginPaint(hliind, &ps);
memDC = CreateCompatibleDC(hdc) ;
GetClientRect(hWnd, &rect);
bitmap = CreateCompatibleBitmap(hdc,
rect.right, rect.bottom);

SelectObject(memDC, bitmap);
FillRect(memDC, &rect,

(HBRUSH) GetStockObject (WHITE_BRUSH) ) ;

Graphics graphics(memDC) ;

Draw_GDIPlus(graphics);
Draw_GDI(graphics);

BitBlt(hdc, 0, 0, rect.right,
rect.bottom, memDC, 0, 0, SRCCOPY);

DeleteObject(bitmap);
DeleteDC(memDC) ;
EndPaint(hlind, &ps);

return 0;

¥oid Draw_GDIPlus(Graphics* graphics)
Image image(L"C:Wtest.png");

graphics—>Drawlmage(&image, 0, 0, 100, 50);

¥oid Draw_GDI(Graphics* graphics)
Bitmap image(L"C:Wtest.bmp");

HDC hdc = graphics—>GetHDC() ;
HDC memDC = CreateCompatibleDC(hdc);

HBITMAP bitmap;
image.GetHBI TMAP(Color (0, 0, 0, 0),
SelectObject(memDC, bitmap);

BitBlt(hdc, 0, 0, 100, 50, memDC, 0, O,
SRCCOPY) ;

&bitmap);

DeleteObject(bitmap);
DeleteDC(memDC) ;
%raphics—>ReIeaseHDC(hdc);
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IV. Conclusions
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