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Task Pool

TASK POOL
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Lock-Free Queue
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while(stopgound == false)
if (loadedtick - currentplaytick < BUFFERTICKSIZE)

loadedt ick += read( loadedtick, currentplavtick + BUFFERTICKSIZE - loadedtick):
Sleep1007;
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wvoid loop)
while(terminate == false)
3leep{100):
thread job
h
void starti)
{ terminate = false:
handle = beginthread( loop. . ).
¥Did stop()

terminate = true;
waitforsinglecbiect (handle, INFIMITE):
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void loop()
while(terminate == false)
if (waitforsingleobjecti{closesignal, 1000 == timeout)
thread job

¥
r

¥nid starti()

terminate = false:
closesignal = CreateBvent (MULL, TRUE, FALSE, NULLY:
handle = beginthread( loop, . )

'

void stop()
1
terminate = true:

SetBventiclosesiagnal ):
waitforsingleobject{handle);
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tetchEesults() - called

Jame Thread Gatme Thread
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class  Clexture
public
virtual |0irect30Texture + GetTexture() = 0:

r

CTexture + LoadTextural):

CTexture + check = LoadTextured"checkbos, dds™):
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class  CTewtureProxy @ public CTexture, public CThreadlab

public

CTextureProqy(const char + frame) { m_Filename = frname: m_Texture = MULL: }
vioid ThreadWaini) { m_Texture = LoadTexturel(m_Filename): }

boo | [sLoadinaCompletel() § return m_Texture != WULL: }
[0irect30Texture + GetTexture() { return m_Texture == HULL 7 MULL @ m_Texture—:GetTexture(): |
private .

std:istring m_Filename;
CTexture + m_Texture:

b
f Flame
CTextureProxy + tex = new CTextureProxy("checkbos,dds™). ey . ogr Study
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class  CTextureProwy @ public CTexture, public CThreadlob

public
CTextureProswiconst char + fname) {1 n_Filename = frame: m_Texture = WULL:

void ThreadMaing)

EnterCriticalSection():
if (m_Tewture == HULL)

m_Texture = LoadTexturedn_Filename):
LeaveCriticalSect ion();

s
bioo| IsloadingComplete() | return m_Texture = NULL. }
[0irect30Texture + GetTexture()

return m_ extufé —=Get Texture( )
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void SetVertexBuffer( 10 rect30YertexBuf fer + buff)
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