
 

 

iii 

 

Table of Contents 
 
Introduction .................................................................................................................................................. 1 
Chapter 1:  Development Tools for the Mac............................................................................................ 3 

Xcode.......................................................................................................................................................... 3 
Interface Builder ........................................................................................................................................ 5 
CHUD......................................................................................................................................................... 6 
OpenGL Profiler & Shader Builder.......................................................................................................... 8 
Documentation & Sample Code ............................................................................................................... 9 

Chapter 2:  Choosing a Video Mode ....................................................................................................... 11 
Getting a List of Valid Display Modes .................................................................................................. 13 
Letting the User Choose a Video Mode ................................................................................................. 17 

Chapter 3:  OpenGL for the Mac ............................................................................................................ 25 
Initializing OpenGL................................................................................................................................. 26 
Drawing an OpenGL Scene .................................................................................................................... 29 
Working with Text in OpenGL............................................................................................................... 30 
Displaying Windows in a Full-Screen Context ..................................................................................... 33 

Chapter 4:  OpenGL Optimizations........................................................................................................ 37 
Macro Optimizations ............................................................................................................................... 37 
Caching the OpenGL State ..................................................................................................................... 38 
The Transform Hint................................................................................................................................. 43 
Normals .................................................................................................................................................... 43 
Colors ....................................................................................................................................................... 44 
Reading Pixels ......................................................................................................................................... 44 
Know when to use glBegin/End or Vertex Arrays ................................................................................ 44 
Optimizing VRAM.................................................................................................................................. 46 

Chapter 5:  PowerPC Math Optimizations............................................................................................ 49 
AltiVec for Faster Matrix Multiplies...................................................................................................... 49 
Fast Vector Normalizing ......................................................................................................................... 52 

Chapter 6:  Vertex Array Range ............................................................................................................. 55 
Initializing Vertex Array Range ............................................................................................................. 55 
Drawing with VAR.................................................................................................................................. 60 
Issues with VAR...................................................................................................................................... 62 

Chapter 7:  Calculating the Frame Rate ................................................................................................ 65 
Chapter 8:  Gamma Fades........................................................................................................................ 69 



 iv 

CGSetDisplayTransferByFormula ......................................................................................................... 70 
CGSetDisplayTransferByTable .............................................................................................................. 73 

Chapter 9:  Carbon Events ....................................................................................................................... 75 
Event Loop Timers .................................................................................................................................. 75 
Menu Bars ................................................................................................................................................ 78 
Preventing Your Game From Going to Sleep........................................................................................ 83 

Chapter 10:  Audio..................................................................................................................................... 85 
Quicktime for Music Playback ............................................................................................................... 85 
The Sound Manager for Playing Effects ................................................................................................ 98 
OpenAL.................................................................................................................................................. 111 

Chapter 11:  Simple Input ...................................................................................................................... 125 
Reading the Keyboard with GetKeys() ................................................................................................ 125 
Reading the Keyboard with Carbon Events ......................................................................................... 129 
Reading the Mouse ................................................................................................................................ 133 

Chapter 12:  Input with the HID Manager .......................................................................................... 139 
The Good, the Bad, and the HID Manager .......................................................................................... 139 
Some HID Manager Terminology........................................................................................................ 141 
Getting the List of HID Devices........................................................................................................... 142 
Getting a Device’s Elements................................................................................................................. 152 
Reading Input Data................................................................................................................................ 169 
Input.c..................................................................................................................................................... 171 

Chapter 13:  Writing a Maya Plug-in ................................................................................................... 175 
Initializing A Maya Plug-In .................................................................................................................. 175 
The Plug-In Entry Point ........................................................................................................................ 177 
Getting the Scene’s Layer Info ............................................................................................................. 179 
Extracting Geometry Data .................................................................................................................... 184 
Extracting Shader Data.......................................................................................................................... 189 
Installing the Maya Plug-In................................................................................................................... 195 
The BG3D File Format ......................................................................................................................... 198 
BG3D Linker ......................................................................................................................................... 199 
Loading and Using BG3D Files ........................................................................................................... 201 

Chapter 14:  Stereo 3D ............................................................................................................................ 203 
Types of Stereo Glasses ........................................................................................................................ 203 
Stereo Camera Calculations .................................................................................................................. 204 
Rendering for Anaglyph Glasses .......................................................................................................... 209 
Anaglyph Color Balancing.................................................................................................................... 212 
Rendering for LCD Shutter Glasses ..................................................................................................... 219 
Shutter Glasses Hardware ..................................................................................................................... 223 
Fun with Anaglyphs .............................................................................................................................. 224 



 

 

v 

Chapter 15:  Networking ........................................................................................................................ 229 
Rendezvous ............................................................................................................................................ 229 
BSD Sockets .......................................................................................................................................... 238 

Chapter 16:  Copy Protection................................................................................................................. 249 
Serial Numbers ...................................................................................................................................... 249 
Hackerproofing ...................................................................................................................................... 252 

Chapter 17:  Miscellaneous Mac Tidbits .............................................................................................. 257 
Setting the Default Directory ................................................................................................................ 257 
Finding the Preferences Folder ............................................................................................................. 258 
Language Determination ....................................................................................................................... 259 
Filenames ............................................................................................................................................... 262 
Loading Images with Quicktime .......................................................................................................... 263 

Chapter 18:  Marketing & Selling ......................................................................................................... 265 
Marketing Your Game........................................................................................................................... 265 
Game Demos.......................................................................................................................................... 267 
Selling Retail.......................................................................................................................................... 269 
Selling Online ........................................................................................................................................ 270 

 
 
 
 
 




