iven g 790 o S rrpp Rt e gy g 12 o]
gyl 112 7 reerstfrv on verflrsgeagygy s oy “Bprpreni
Po v sty o wnclf i vigesod grovlabwmos Forngror gty ol gy iy

N\ N .
) ONETRC) DT 4G

2EBFHE "+-hH" NUEM

A \I—xﬂ S S
TorqueFskSEdxH A& 1
Torque Game Combat Development I
F 4% B K AME #xk

Fe e

———]

j M

nasssy bad Tail of THonTG o T wisgy sl Ta cavs fo Lff Liconms
o puact pope. k«ﬁmﬁw‘hﬂmwg

g ST



A, ot : e

lf‘}"' ) }4'

g 1o E

TorquerFRSEakFH &< 1

Torque Game Combat Development I

E H B K BABE #AXE
BlEHR #ER W #H OF EKE
 E B AKX E F

o

~
el

LA SIS



E¥Em4mE (C1P) ik

Torquellk LT %. 1 / BRESH. — b= : &=
#a Dl ks, 2013.5
ISBN 978—7—80248—916—5

I. T 0. OF- M. OWFXRERF—BEEET
IV. ®TP311.5

Hh Bl A 51 CIP# B % 57 (2013) 55085856 5

Torque FXSEERFF % |

£ 4 B R FEMEE R
TSR PR

TR 2

ROk TEA

Hibk: Jeds Tl ikt

k. dbmtirigE X EiEE 10 5
B4 : 100089

SRERELHLE . 010—68963078 52876720
RATERHLIE: 010-68962596 57159025
S8y SHEETSE

it dbsiE H U E IR A 5
ERI: AR R E R A E

Wik 201397 A% 1 W& 1 vRETRI
FFA. 880 &K x 1194 2K 1 / 16
Fsk. 13

FH. 360 T

E%: 1-3000

545, ISBN 978—7-80248-916—5
SEM: 49.80 ¢

WA RILR

LRLA) B £
2 L

Ho o 0lu-8T1809025 (FH: 564047868@qq . com




FF

RS BT A, BERS AR T AN B D g
Wk, RHAZELEEEINIOR TR, FHikE T 510N
RBETR S HEIT K& ERuiefe, Garage Games A EIHEHAY Torque %
50515, DIHARBERIMMIE . FFammhie bk Z i #1117 RF
E’J%’iﬂﬁmﬁiﬂi@%. B Lt e k32 3 A TR B AL,

(B, BHarER%kT Torque (P EEER /D, HdREuERE
s K AT EHERE 19 €3D it & A4 1 (3D itk k4 (&
AR3) N o BRULDUSN, B E FRE AR AT A48 7 Ak AR 4 B2
QR7 FH SRR TT RSB L DL 2000 4R G & IH SRS 1 (A S
W& s dm ey . XEERELS Torque B 1R (1 TEER0FIS A,

A 8 Torque F4F & T TRENS Heidihh T M5 | py i FE oL, A
BRI R SRR ML, g B HEH T XA Torque ik L A4 1),
ART RPN AR, KB, Torque #E5 1 AFE, Mk
s FAE AT iR b S — AN B & FE A 1T A s B T RE AV 1 X R
R, fELHEFR RS SiEE 5] Torque A TE LK Torque 5%
HUREAER MR, Bk, AR5 Torque #15 & W EERTIEEE,

AL 16 T, EENAG I EEARIES S, HRNMHEE
TMARM SR E, RIEFSIMAREMIEDS, MmseE &6k,
R R MBI A K, A & DDRESEBLLLSL 5 sURE TR,
SEHL R BRI, B S, 1EE RS R AN R SE B H
HlfE, FFERITRIERE T TR AR,

EABHRELRED, /HERIN TREZLATRENEHRE

s CHEETTABEAR (R E B B EBRR 25 2 W, e IR B i 2
FEOE T ARVAC R, TEXEFOREA, RN A AR 0L
RPN T KA

e

MOMOL




54
ﬂ,
£
Y

INFNHOTE

001
001

001
002
002
003
004
007
009
010
011
011
015
017
019
020
022
023
027
028
028
030
032
032
034
035
037

H1E

1.1 Torque f&ifr

1.2 HERRRIEEANE

F2F Torque ILE. WHHNAREKRIEE
2.1 %% Torque SDK

2.2 Torque HITHNZE

2.3 Torque HOFEA

2.4 WX R R AR AR IE B I KO R ER SR
2.5 Torque ZHRFHISCHER

2.6 S IFEes

EIE IHERHBERFIE

3.1 HiF¥

3.2 #%

3.3 @k

3.4 B¢

3.5 Fpk

3.6 HHE .

3.7 Rz

3.8 MissionGroup

$£4F Torque HIAYRIZEAL
4.1 ERERZHOFRFE

4.2 HEESTE

4.3 BEFSEREX

4.4 HUH

4.5 ZHlmE

4.6 K

4.7 %230



038
038

040

041

046
048
049
050
051
051
052
055
058
059
061
062
065
068
069
074
077
077
078
079
081
081
082
092
092

094

anbio | ‘

H5E Torque BITHIE

5.1 #R main.cs fbt
5.2 Torque 4244

5.3 %F tutorial.base
E6E MR
6.1 LW R e
6.2 HFHIREINR

6.3 SZffil-——~fiE TSStatic X%

6.4 LfH—OlE K EEESE StaticShapeData #I%T R

6.5 LPl—~OIEESTH ItemData X5

6..6 TSStatic. StaticShapeData 5 ItemData %t R HIX 3
EI1E iE

7.1 TSStatic & 5 537 FF AR RAHRE R AR S

7.2 SLf—hE RS B A

7.3 LH—HE TR E

E8E mMRMHEIH

8.1 B S M T

8.2 BLFE AR

8.3 FNEHREN

8.4 #AI#FE T H—Torque Showtool Pro

FIE NTARE

9.1 fhar=h FEF—#F K

9.2 Mk L F—8 A

B10E MR

10.1 fl% 28 AR A & 59y 2

10.2 XA e

10.3 SEfl——X ik 28 55 HI R 1EAE

FNE BRIE

11.1 BSERIEEARE S

11.2 LH— e 5 XA 3

F£12F Al

12.1 SEfl—rHa Al

12.2 Ef—IRERER D



<
&
pat?
M
i

N

L

099
099

104
148
153
158
158
158
159
161
162
164
168
168
169
169
173
183
183
185
189
192
195
197
198
199

200

202

E13E HBFBEREHZ

13.1 SEF—RER U 5504
13.2 L@
13.3 L£Hl—~5F

13.4 W ERR ST, iS5G
F14E BN

14.1 FHEEHFEREBE

14.2 AEHIEE

14.3 s EH9 5

14.4 LH—FRER

14.5 LH—IfHE%

14.6 SEH—REE L

FI5E X5

15.1 SRR

15.2 MRS

15.3 LEF—=FR KN

15.4 LH—RSEBRE

$£16F aUI

16.1 GUI 4z4E a3

16.2 SEfil——1& 5L Al

16.3 SEfF—rHi{EeE 0 F i

16.4 3:f5l——Splash F i

16.5 SEHl—HFRLHR

16.6 FEF——H{EHL

16.7 SLffl—Hl eI

16.8 L—E R EEE R

16.9 HAthH =t

SE 0k




F1E ZFR

1.1 Torque &4}

TS, FLIRIE R B R R R R A R, EBkER Z R ATIA
THRIETH S RG], A TREFERRE. FAF LR,
BT RS IA T X5 R & .

mEERAYS 5, ARSI TRT LIRS [, BRERI—
N NIROZERR, S R R rh SRE R TR SRR, B
SE AR ORI Sk, B AT Sk BAR N B TR
RIEE ke, XBE, BRI EETRIDMNE RS, EERORETAH
R, TTE TR RIS A RA.

Torque 5|2 (Torque Game Engine, f& #k TGE) & Garage
Games AT RIS % —, JLFEEHAE 3D #5120 —RID6E:
=SHERES. SCEEE SR ERE . SRR, R, BR
Lk 8, BEMPED, 3D SR, MARRERS.

] TGE JF & A9k & E: Tribes2, Think Tanks, Marble
Blast Gold %,

AHIEHRH — MR EZEANT, UTETRGEZX
VR R, LI E 2 Y] Torque 5| BERUERA A 2k K it
HIAREE,

1.2 RN EZAS

BRI EENE . £ FESRERN LMY, TEREIRSH.
BAZE FEEE T KM, WTFE— NPC, SHEHEZES. 4T
F—ANEN, BEEHES

TOROQUE
GAME ENGINE




=
=

7. Torque Game Engine 1.5.2 SDK Setup =3

Woelcome to the Torque Game
Engine 1.5.2 SDK Setup Wizard

This wizard will guide you through the installation of Torque
Game Engine 1,52 SDK.

1t Is recommended that you close all other applications
before starting Setup. This will make It possible to update
relevant system Files without having to reboot your
computer.

Click Next to continue.

TORQUE
GAME ENGINE

a)

Y. Torque Game Engine 1.5.2 SDK Setup

Choose Components

Choose which features of Torque Game Engine 1.5.2 SDK you
want to Install,

&nmmhmwﬂhmdmdmmhmmmmntmm
Install, Click Next to continue.

Select components tolnstall: | (R L ) }

Desktop Shortcut

[¥] View ReadMe ‘
I
|

Description

Space required: 194.2V8

2.1 Z23E Torque SDK

AHAEFH “Torque Game Engine SDK1.5.2" ka4,
Wifiiedenitf7, il 2—-1 frok,

& 2—1c Ry AR IR AL I AT R AT

ye
LT

[EE] ZEEFEATHIAATL, TN HBAA]
TEHOESN, HLanfES | B S B AR REIE S B,

7. Torque Game Engine 1.5.2 SDK Setup

Installing

Extract: Sourcelncluded.png
[T )

Choose Install Location
Choosa the Folder In which to install Torque Game Engine 1.5.2
SDK.

This will install the Torgue Game Engine 1.5.2 SDK on your computer. Please choose &

Destination Folder
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Completing the Torque Game
Engine 1.5.2 SDK Setup Wizard

Torque Game Engine 1.5.2 SDK has been installed on your
computer,

Click Finish to dose this wizard.
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Torque 5| #2352 ak G, 2% BRI anE 2-2 Frr.

& engine ST
168 (BT CHr R,

@ veb K.
45 VC6.0 B TR,

EHMLARES

(9 G AR
@ iR
i

ey HEHIUHR

& vel k.
&85 VCH+2003 1y TRESC .

® VS2005 K.

&5 VS2005 B9 TRE S,

@® example ¥

THe S8 F_WY w0 IAD BB

Omt-O i Pe=epawx [

HE D) | C: \Torqua\TR1 52

v B

(] e
g- e
U v
-

TGE Release Foles
TATH

sap
..\,:.i
i

B2-2 £RARFHLMHX

0 & TR LA BLEE (TR A6 A48, %4 T Torque MURIER . SRR T XATH LIERRITL.

example {32 AR HFIE 2-3 TR,
» common X {3z,

B E B CTREENEANRS, Wff
WG P T B EOE BB AR RO BOE, ARS8
THRERI LIl TR %,

» creator /4.

B &k R psRiEes, ZmiEes i
TEHERE R BB T RAR, RN & R AR, A,

cg 3 -':.in, es [_)pmﬂ.:'igﬂl y 2
> demo Y{#‘% ' - t)gd R i S.Sdié !I];E-n_ﬂ.[.l % R
===

ARSI, 5 A el
Starter. FFS

nenos e

?Eﬁ“ e 5.2

(% FHRE RN IDRE
> show {3,
1 S4B G L B SR NS ‘

‘J‘/’} —

X omm oM

J
show

e

’[”‘ ’ tutorial. base
DeletePr

@ ns-10s it
| K

l}uo, N-V‘.?;i
B, wingmw T

fi@“’f# k Bdetc?rg;cr—md Deso Pp—
£l Bl COMMAND J7f Ms-008 B
| o

Tutorial. Base
Ms-n0s HAFPT
1 KB

s P
U creator u demo
= ==
U starter. fps vu starter racing
4 DeleteDSOs DeletelSOs. command
! WS-D0S HERLFBILIE CONMARD 1
| KE 11

GettingStarted
#dobe Acrobat Do
e (01 KB

Ay oo

Show mod command IR Starter FPS
COMMAND 301 @ Ms-Dos HLaL R

1 KB 1 KB

Starter FPS 3 Starter.FFS. command
Dedicated cosmand oMM 71

COMMANT TT{H (1B

Starter Racing c...
COMMAND {2 torqueleso

1 KB

| wmi cows. di1 wrap_oal dll
‘ 1.1 37900 % 2000
Microsoft Layer | Dperaraz

|

B/ 2—3 example STk oy A A



> starter.fps {3,

—#k FPS (First Person Shooting H— ARt ) #5%%.
» starter.racing X3z
B E—REEBK.,
» tutorial. base S #3% .
15—

REAEABTHEENZE AN, KR Torque W) FWEA L HF,
KRR TR

JESEEE TR B X% S

» Demo.bat, starter.FPS.bat, Starter.Racing.bat #1 Tutorial.Base.bat

BT HERL R R PR LT SO, Rz RVET ik A KT R AR AR

» torqueDemo.exe;

SIBERIT ST, WRIE e Atk . BRIATSOLHE A tutorial. base %k .

» main.cs:

GBI TLAR RS, BEGEITRT . B S BRI, SRR SR e T 5 | 4B (TR R & K

$defaultGame = “tutorial.base”

» glu2d3d.dll, OpenAL32.dll, opengl2d3d.dll, unicows.dll f1wrap oal.dll

ENASHEBEE I, IROLEEAI A & S RO

» console.log:

X, REEFRE TR E R, I EEERICEAITIES, YiHRET s, aTHkE

2.3 Torque HIEFRIEE

BIH AN “starter. FPS.bat” @17k, SN BERLAERE,

2.3.1 EHRERE
® Fl0.

TR GUI 4wigas (I

B 2-4) | ZmIESRAERA S EEES 16 THTNA.



| ®J 1232 GuiChunkedBi

A First Person Shooter Example

| Apply Name:

B 2—4 GUl %4 5
® Fll.
HEAWER G Tk s Rdmigss (LKA 2-5) .
® 1.

3% % R AR R AT T 5241,

147 el

& position 98,5277 289,053 188.13
rotation 1000
| scals 111

Enable

LocalFlareBitcommonfighting/core

RemoteFlare common/ighting/coro '!

B 2-5 &G F 4B AR ERA S



2.3.2 B 5N AR

w: BIE#E s: HIB

a: £ d:. A%

» FRHET “alt” #5 “c” #: F—ARSE AT AT,

» B AMHER T4 “Tab” # GEHAERESHBERT) .
B—ANIA, (ERFIHOCEMLTRRASE EEEEREL.

> R EED: AR SH.

B 26 453k 4 8978 %
2.3.3 BEEERFHE

=

BEA BRI RO EIRSIE (F11) . B PARESEEE eI 8, FERRA BE “Camera” it
TRREATIHEE . i 2-6 Firor,

g

2.3.4 MRERIRE

T smiEds (F11) , FIEBEARARERGREREMTSR, N RSN Gl EariiE, 4
EIIMEARE SRR ARG R S, DLRYRT SRR AT, EEUERRLATED AT SN %, DI
FASRAEEM, RIFZS R ESIE x, v, z Bilbs, mE 2-7 Bk,

B 2—Ta RATREY “1395” For M4BT SR04, TGE £tk dr g (T af %2 45 B — AN j— T — f B A
H A ESEIIE x. . 2 Hi2ebR, ZAAPRD R AR A EG, BRI R =S e bR 5 2 d TR
FERE S RE, & 2—Tb BREINSER S A RIS,

|

! m{ ‘_{?_"*null X

B 27 3t £ e BaRE
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BRRBEx (v, z) Airil, Rt (GRRERRT)) | # TR R RN RARRI A X 5
i x (v, z) LFsfEE),

& ekt

BRBEE x (v, z) Abril, BArEeE (RIESRD)) o BRETRAERS “alt” &, B
BIRMER REEx (v, z) Aebrbmbesk.

& ik

BRSNS PN, fZEEeE (RIERsy)  FARE TRALZRE, “alt” @5 “ctrl” #,
Fe A EATRI AT e B R e AU, B PR R S R BT e AR R, FEBY2.4.1 TR K
i World Editor Inspector (BHEEZR) ., BHIZHRA “scale” B,

2.4 W InE RIS SR MR S R xd R IR ESE

Torque HIiEx% 17 BB 85y =25, World 434888, Terrain 43fH#5 Ll & Mission Area 45iges.

2.4.1 Wor |d 44828

Torque ff] World 434858 =8 14 =4y World Editor Tree (Xf%#f) . World Editor Inspector (Efk
HER) F1 World Editor Creator (flJE8s) .

I 2—8a fiiors, 45 F iR World Editor Tree (RASM) |, ik iR B A & S #h e fEix B LT R TE 5;
4 F e World Editor Inspector (BHEEESE) , Mk IR, BiEEER DS RZNRIERREE,
F PR E I b BB M B, th eI TS BT X World Editor Creator (flJg£#5) /& TEG FREIEM R
PEETE, hir TE Fh—EREEEHRANGE, ALEEEESR 50BN A2 RN HIL, SIEN RAETE.
Interiors (E5i4) . Shapes (FIFRIARGHEA) | Static Shapes (AT HMIARI#EARA) FI Mission Objects (H
K%, W& 2—8b k.

PRI I S0

& F3. {TFF World Editor Inspector (Bi:&rFEzs) .

® F4. $T9F World Editor Creator (GIE#) .
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position 98 6277 -289.053 188 13|

o:lFl:v-Bn:ommon/hthmg/cmo
i Remoteflaracommon/lighting/coro | J
a) HEREEEERE
B 2—8 5 %39 X WA B AL AR

(=

)l #

2.4.2 Terrain 474838
Terrain 4ekEes 6 & M AR A8 25 R HD 324U TR 50 2L i 245

TEG R AL H o 448 88 5 Terrain Editor £ Terrain Terraform Editor Fifd, 41 2-9 ff 7=, Hoh,
Terrain Editor foitF a0 8%, ifii Terrain Terraform Editor $2i % T 85 o] — o Mo T

TGE R HtryH R AR 44 S th A Pifh: Terrain Texture Editor £l Terrain Texture Painter, #n1[E 2—9 fis.
Terrain Texture Editor fuifF A FR— ke 4 i A0 FRHE (748 (E: if Terrain Texture Painter 41 P14 i
B A TR

ANVE F PR R R U 3 Y B ﬁ;_';}_f@céf’lﬁ%ia% RS AR AR R AR B 2 R A, RS
IRPRANEETR . Action F1 Bush, iXEANEIREMARE OB 3.1.3 Tk /r44.

AR R B S50 3 SRR A 206 R A PR R
» F6. Terrain Editor,
» [7. Terrain Terraform Editor,

» [8. Terrain Texture Editor,

2.4.3 Mission Area #R%4E 22
TGE #£{tf9 Mission Area 44885 101 F P ik KISt A7 448 . niEl 2—10 Ak,

& 2-10 rh 25 BRI BRI E AR, = MROR AR RIS LRI E, = MEF DR ERN:
EELilEEiIEEAER



B 2—9 ¥ $4 window I 45 %F LA B A i B 0iAr A5 X B 2—10 Mission Area %% %5

P e] B S I A E A B S A N KRB, & RS X TR, AR 210 £k
FIHO “Edit Area” YEI, AilE. IFRIXIPO £ I T A T TEROGRE AL, HEL R R A B X
ESETE =

Mission Area #pig 28t Ry hiEg:. FS.,

2.5 Torque 3T HFHIT AL

2.5.1 HIAZH
TGE T A #H#58: .cs 5 .dso,

CH MTESC A& 2 Los, (B FORBEE R CH (U4 EE %t TGE FOBA s T41F . #] DL AR ST
AYtE T EAT s 3R iTE R, (BEEM A codeweaver B, Turson 4afE 4.

oS A S PRI TG & P A AR RZAY s dso ZHERISCHE, B SCBE AR B 4 . BRI, PRk & AR, RTBHBRFTA . cs
BIA S, (REGREFEN dso X, BFIRIPTFEABROIER.

EE] % .cs WHES4RESEX R (dso X, BUGE(TS %N, SI%EE 2k &HFPREZIZT (dso
SR, B, EX .os R B, PHOMBRZ BTRIEFAR (dso XXM, DLRIERGE (TR BILAYEE R .

2.5.2 AFBRAEXH

TGE SZRHIETE P R S &R gui 5 .dso,

.gui & TGE Flsefik GUI FIBIA S, HiFiEar-AMmEy gui.dso ZEHISC ., 1% 86 i RA s
WSS S S cos.dso —kE, AIfEFMTA AR T B codewaver £ Turson #Efr# & GUI N,



2.5.3 WA S

TGE HRBR SR X 5 5024: dis 5 .dsq,

DTS & TGE FIRER=40 KA, ik e, i, RE%,

DSQ & TGE TR E L 8.

AR T = R {8 LA = 4E B MR PF I . 3DMax, Maya f1 Milk Shape, #niif#ifi 3DMax, &%
Garage Game A FRHLEOFEM (max2dts Exporter.dle) 4% (ZhE) S .dis g (.dsq #%X) (A,

2.5.4 EBHXH

TGE SCHRAVEI 0. dif,

SO SCPR R A RSO, SRR T SRR AR I, SRR AT — SR S (R A B, 1% R A
(map2dif) ¥ . map #& REEALA Y . dif 42X, FTLL{E F Garage Games 23 &]#2{#9% ] T & Constuctor T EL#t{TE 4,

2.5.5 EH

TGE SZFHIE M4 . wav 5 .ogg,

2.5.6 BEExXH
TGE eI B a . .png. .jpeg. .gif 1 .bmp,

2.5.7 & X
TGE ZFHIHE SRR omis,
w] {d B (R S0 A gRdE TR . codewaver i Turson 4ifE sk ki85 5 .

2.6 HETFIFEER

EREBEEMAXGINE, FIERICEAS U ASGE TASE, EMETENYT R, BICRH codewaver 4
BRI X 0 E BEATH AR



