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ROESAIL roek. MBI %, BATXEsst & A UL Direct3DDevice? KT TARK
BHHiEE . Direet3D 7 B T 7 Direet3D 6 " H FHRNKERNSFKREY, MH
Direct3DrawSurface7 4 MR UL —Ff 68 S 8] BLIRPE PU 40 HR Frik.

1.3 DirectX 8

DirectX 8.0 SDK BIFISRS XK | Direct3D i ERAHISGH. Direct3D 8.0 F— 1 2#i )
IKFLEW: DirectDraw '3 Direct3D AR B! T — MM 4E DirectX Graphics FIHE LI, HIL{E
B T —ANE AN P O BRI — AN MR S AR AR AR, (L T BURAIsRL. AR,
LAY B, XL {F DirectX 8 85— KL OpenGL B 5 T{#F1. A 8.

DirectX 8 fdE T LU T X LL 4L



W

# 1% Dircct3D/DirectX #1571 %

Point sprite ()RR . WE{TZFERIRE R ATR);

ID (KL A (volumetric texture, —#F403E);

Xt Direct3DX B (R 247 A LRI );

N-patches ( EAETY |- (e —RbAEVE, JFdein - minileads -ANE RN MEr

By,
B i/ shader AHRFE shader (1FX HEXTE R AT EHERED ).

1.3.1 Point Sprite

DirectX 8 [ — /M HrREiF g & BT UL Ak F R4 iz a4 4 R (hardware sprite ) 42 1 KT8
B . M. BEAH - PTIBN point sprite B I B4R R0 1 3040, M LLHBY fRCERIR Lo
AR MTHEE.

1.3.2 3D @i
il 3D AL, WTRLSEREABIE MR ER AR SIEHBEE AR R KR,

1.3.3 Direct3DX SLHERE

DirectX 8 i4ii#38 T DircctX 7 F75| AHK) Direct3DX L HFRFEIE, XA ERAT InFHB

LhEE:

W21 F6 A E

g M

bR 4 BEA R LR R

b PU BRI

iy MR PRI ) S

4k R SO 8 gl e # I B EE

gty AR R R AL AR (cube map).

{I" DirectX 8 BAih, SEHBFHERE Txbz# M (skinned mesh). £ 2P H4R 35
A (Level-Of-Detail, LOD) JLfifk. X IR &N LATHEHE (higher-order surface data)
32ty . D3IDX FG3C IngmEIMTE o LIS Ff BMP. TGA. PNG. DIB. PPM. DDS S f##
#. DirectX 8 MBI Y — 3B F KK OpenGL 1) TE2IF# 8 2| DirectX Graphics, &1
KA A AR iz B SR & B R i ——N-patches. JXSERERY J7 nf L) 4 [l 2 2b A8 82 1 48 BY
THREBIRRE, MR, SAREA-MENE TUBRANEER, ZHBELSEEEE




Direct3D) S G A NHAE (F )
Mo e e (INAESHEAE).

13.4 TAS Shader 1% & Shader

DirectX 8.0 'l'F3—/M G ZEIRACHE R e 1 % g E AR RO L NG LS AR A R S I T TR
shader FHR# shader. )& DirectX 8.0 T3 T4 shader b vs_1_1 FHRFK shader FrifE
ps 1 1, fd DirectX 8.1 & R BN T X 5% shader t57E ps_1_2. ps_1 3. ps 1 4 M. LK
RIS —AM& % shader 374 (ps_1 4) JEBLT ATI RADEON 8500—9200 FRIFZLNAE, 1
Be T of 7 2F DirectX 9.0 A ELE B3R BT R F shader /idE (AWM ps_2 0. ps 2 x. ps_2_a.
ps 3 0) MIEEE . (B 9 HfFH M4 Shader 185 #17T Shader 12" MBI A HHH 1 AT
23| ps_2 0 %% shader,)

1.4 DirectX 9

M DirectX 8.1 & DirectX 9.0, API ¥4k LA RBHE. FRATIATHI. SLEKX
LB TR A shader Fi{§ % shader bi¥E, H G vs 2 0. vs_2 x. vs_3_0 WRAHITH LT shader
FrUER ps 2 0. ps_ 2 x. ps_3_0 ARAHIEE shader bt MM HE LEERFHIER
B LAN ps | | ARAERVIBE AL 4 NVIDIA GeForce 3 # HFRINHT, X ZAREAIY shader 47
ALY B 0 = FPREAF I B TEEE — B 5 TR 2 /{8 % shader2_0 8k 3_0 A4 YK AF LB,
IXUE SR SEERERTE vs 2 sw. vs 3 sw. ps 2_sw. ps_3_swo

X TEELL S & T R E shader, DirectX 9 13| AT HLSL (High-Level Shader
Language, %% Shader #5% ). HLSL WIibfREL FhELL C 8 5 M RIETARIRICEUGI 48
MBS, Mo LB, WA B T shader. A BPATHN shader ~HIAMEHT
HLSL.

AT &L OpenGL, DirectX 9.0 HH| AT WML Cscissor test) RIATH A (line
anti-aliasing). BT4IA A alpha MR Z AT A BiZ(L (fragment color) TR Z EHTT, A
TR AMERBRREAAFREEE 4 MEE BT TS, I HEFE TR
Bgh, AT - AEENE R AT X OpenGL Mg FIERJEHRET texgen (Texgen 2 [I314L
FRAR b/ |2 B automatic texture-coordinate generation )™ [ 5B ) o kb SEIRL T 56 B AIFSIAR  two-sided
stencil) 19 4K, RVFIRF R HAUTERIN &% (shadow volume) (HZRE 10 FEH
(¥ 8% Shader 2 B P KON SRR H], AEI-FRER THEAKHIE.

DirectX 9.0 [¥#Erh fe RS — T 2 R & WP —1R 3 shader #IFEEHIHx

E ' BIEE (lesseliate) Mob ET EAOMEREE (lessel lator) HAE., B{F@EBEEE M LAREIrH S WIEEET. B
Yk B4 PR I S LA e At b TR O L MO RN 1R T N e A .

6



M

% 1% Direc3D/DirectX #35 £

(multiple render target) FIFRHAES) URFRIE G-buffer). REB AT ~HBEIWARS
4 A8 H b5, DirectX 9.0 Hifi— TG £ &R KL HA an s F A AR 2 B T
F4H (multi-element texture). & % shader LN BECEAEDHER S 4 MO0, R
T AR JL AN, S AREHTY T A ISR (displacement map). ‘SR FFHIRE R
FA, ARTCEX A BN, 54 R4 Matrox Pathelia £ ATI RADEON 9700 PRO {
A RVE &

DirectX 9.0 = 011 A B B8 LA RVERAF R B 24 R0 RS FEE VRS2 FF AR 48 2R 1)
gamma 3Z3ERECE gamma (KEES) . gamma FIEEAH] IR TR AT ES, ETERE
M- R FIRE 2 AR L BT 1B gamma P H A 2R R A BF AT

DirectX 9.0 SDK (2L -4 [ DirectX 6 JFIARH £ 4 MFEFRIITER, & ST
1) FHE R AESE . M DirectX 8.0 TF 41, IATEAEHAIEA I (common file), uf LATE
«CADXSDK9\Samples\C++H\Common™ H 3 7 #% £ i L8 LT

SR A A R 0T UL A R TR A AT, RINbERE T E Direct3D A4, XX F
RIS S R B, AR R R A T AR, At EAEE BIAT A R %R,
AT MUREET - AEEOES, RS E SRS g, =R E, LG
B . 22k R AEALARE SR SRR 4 2 A RS, AT RREE H £
BRI AL PSR AR R th aT DUERRE SRR — A R R . TSR RRIE R
VRT3 DirectX Graphics A SCAHEAAGH T A& B O HES, DULE T ERAb
TINHE.

1.5 IhNG

A A4E T DirectX APL [ERX B8R, H B I DirectX 2 RESIHE— 1 LIL
“Th i I Y DirectX 8. ST DirectX 8 5 DirectX 9 .21, ¥ APT LI A ULARBRA,
7L B 1Y shader MRA T E TR T 44 B -4 shader H2 7). DirectX (RS = :E =]

AE LR K AP AT 46RO shader 88 71K TR B, IXERE AP EAR TR
R4 EFR2 ) R APT. BBE2ES) DirectX 9 ¥ 433t THH RIHS RS -




$2¥ HAL o COM fid

W R A P A — AT AT HAL, ST R 2 U HAL BB ot iRe rEde I ia sliok
AR X R

(1) AR KE #f HAL M9RE S (capability );

(2) il RRE 1 TT I 0826 AT S e

(3) LR PERCH], (FS LR ok LB, Al BB A Hr . X

SRR,
Aspi A e ——— =
Fronie D IpopEVTPEML 000 =
Ly s st
o a—
Civieisen
ke Farmat. 1390 _ Syl
 Plgwikdeny b
Frafiest: Fate
in : o o
Bach Buller Fimsh. | DIGFMT_SREGEER -
Dt Stoct B Pamsst. | DDA D16 -
—— - [DomuLrrsastE N .
Vsl Qusins gr—mr—— —
s RO
Favumd iutov | DADPRESENT_INTERVAL_IMMEDIATE M.

I ]

[€ 2.1 Direet3D Sertings % i HEF 71 k42

CLif. 41 1~ HEL (Hardware Emulation Layer, " H#L400)2 ) 8] LLYE Bk P o 0L sty
Peo (M4, EIM DirectX 8.0 LUEstA R HEL 7. AR LH R 7E a0 LiE fTiiE,
A 8 ] DireetX 7.0 & H HEL (#FA“RGB ##™) T.

SEIRILCR " —FF, DirectX 9 R I — ] A (T % 4S50 HEL N80, X%
HEL M8 8RR 0 WU & RTTHRTAT R, 85 b itk 2 so ik ik 2 HEL.
HIE T L, DirectX 8,0/8.1/9.0 (73 R AR 7 58 18 900 6044 A7 48 L ThiE

P75 2.2 FE 717 T Direct3D API. HAI #1 GDI (Graphics Device Interface, FEEHS &)
APL 2 (]l %

EARAT AL, Direct3D il HAL il DDI ( Device Driver Interface, 188 RS %
I AR, HAL RSS20, B G s i) 0 B, A0 B T AL BE
B EORLY RIS N 2% 4 Direci3D, HAL {875 & TS Wb, Wit B EWaiEs
37 7Y WAF DirectX 7 RRAH) DDI #: L1 A BRI {7 DirectX 9.0 [ A1 F5fF. WHY #% DDI [65% A,
[ izt DirectX Diagnostic Tool (DirectX 207 T H ) " Ky {517 F g, ot s

=



Direct3D A @A A N THAL ( H =)

i DirectX Properties ( DirectX Bt) “f i5HesH 1" DxDiag &N B AL TR (JLE 2.3).

[ wezmmes | [ wese GHRE |
v :
I Directad AP| |
GDI
e
¥ A B A R |
.
o 1 |

22 DDI, HAL Hl GDI 2 a5

i
pwse, |
Cinectd Vi by et

rm‘maarm

| Dot |
[ <

emsion L ribitind
D o el e S s 0|

Deeciiowd | DhweiShon
Dupeffnmy | Dhimeignd

o5

| _rwe | J

2.3 DirectX J@EERIEHER T T DxDiag 24l
[, — 3K =& EEAT DirectX 9.0 MR LN ER — 1T F 05 DirectX 7 A K

) S o

HAL tHHEAESPF i BRI S B A AR T A b 3. LR b ] T4 HAL R %8 & (T

=8 SL AN E

B D3DCREATE SOFTWARE VERTEXPROCESSING
B DIDCREATE_HARDWARE_ VERTEXPROCESSING
B D3IDCREATE _MIXED VERTEXPROCESSING

10
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# 2% HAL % COM MLt

515k, HAL A LA — N BT i i1 46 845 ¢ pure device) Pl i % T AP (R R
) LS4 6 A (5 11] Direct3D AP i) ey i o i A4 REfERT. bt 1ty 6 01 T 17 A3
%Ki — i, DirectX 9.0 SDK /P 7= P F5L et 2= & AR T A BB ( WLEE 2.4)

24 HAL B TENTH AT A

HAL 7 4 A [l (10 1] g Ak 3 7y vk A4

B SW VP (T s b ED

B Mixed VP CIRA T (AR RE)

m HW VP BT s AR

B Pure VP (AT A AEEE)

FEAE S A O B & T 4TS HAL BE&H —30. b HAL W& S K #
AR % B] LA AS IS St R F Bk sk B 2 @ L. B L, BH A RAHER Z% 5%
. (reference implementation). ¥cff 4 HI HAL WEHUHE H S shREUET UM, LIS S5 R&

.,
WL, AT REA T B IO AR . B MRS L ERTH (4 Direct3D 9.0 F¥PE, i
W) B 45 B0 NG ACE! Clexturing) A] AEARAS £ 5¥.

G R S LSS A o) F (G BRAE ERE, i 00 E — A HAL B8R 2 R

22 $FEHEREMHEE ( Pluggable Software Device )

TR (R L e A PR PE AT — A AT TR I B 3D A, S AR
B CHRRR AR O S B ) RS A Rl HERY . IS, PRl %) T T AT T XA
(PRI %, Tl AT Y DireetX iZ4THf C(run-time) FREEHT, 4K/ RGB ¥ Ht ftix
PIEACEREAL o % o R g, A Direet3D XS SUlATHEN . YEM — A
15 o 11 o B R IDirecl_’-D‘)::RegistchoﬂwareDcviceu DirectX 9 DDK (Device Driver Kit, ##&
URA TR SR LT ¥ B Wi i B — i U iR 4 AU 1R 8
11



Direct3D R GAA (THAE (F M)

23 HE¥HaE ( Reference Rasterizer )

LAT2e4E T SDK A SRS X%, NP RAFRTFE —&A%% SDK MHLE Lk
BEW &N, 2IEE—4 NULL (%) 2% &. NULL S5&&r4 LA, FirfiEg
Vi (1) 25 SR a4 Sl — A~ T .

S 88 ST Direct3D KivE, %% & W00k T A E A T, R R L
T G e S A b . BRI B T, Direct3D FAAMESH|E ., Direct3D SDK %A
FF e :'ﬁﬁ"HKEY_LOCAL__MACHINE\SOFTWARE\Microsoﬂ\DirecﬂD\DﬁVef““P wH
—4~% % EnumReference ) DWORD {EB(H". $4h, M e%. KA REMEZRLEME
%W%SQWQ%HﬁﬁE(m@mmmwwawu

2.4 &&EFH

{£“DirectX Properties” (DirectX B{E) A iSHED AT AL E AT A M B &EH, X0 i HERL
TR AT LR 2.5).

[ ——
mlmlw#m’

Diont Dkl | tuscise | Diecinol

[T - D1 01 i
ki Mot % biuw ety Vonion of Dipsct®d
i [T D ol Vi o et
= Ml U e oo v
Ty

e I ———
O s | b s bt | Mo
T Eramistn fliwves iy [ Eosle Shasdes ety

T Fiviane B R I s an pabe
‘rumm__
i | vk Aot [0
7 Dawcad AL
# P Bmilidse
21 FIGH  nedanan
ok | Canon | o |

25 {F DireetX BHXGEHEPREERE R &EH

7E R A 1S HES () “Enable Shader Debugging PG HE LAJS 2 LLAEH H . 53 4F, “Debug/Retail
D3D Runtime” <R iERA L (debug) FMEE C(retail ) MAP UL, 2004 R BUR

W I TIERLETT - oDirectX (REE) * HEWRAHERNE N, G DireotdD FETPN *Enum
Relerence Rasterizer” SUSMERCEH-F OBl ooy (.

12



#2F HAL % COM #5if

AT TR A LT 196 LAINR 2 B R G R s S IR .

17 T HALAEPE AR AEIR B B4 SR BIX — R TR vk, BRI Direet3D {8 of b 7 5 2b
FFE IDARMFRIIREES, ITRUEMRA 35 APT . MSIRAF, REMY 2 Fk, A EHHE
B SN ANEER SO A BRI W Divect3D 40l b FRAR AAp (L7 22k R B0l ? B B
OO T, oS FF A T s A B Y 7 X408 2 DirectX SDK ) COM 27
W BT AT Rt 77,

2.5 COM

WRIFFHIT KL APL W RN ERAZHELERR Y- 4 COM 2T, IS
DUSEILIE 15, i PR AR N 2588 J7 R % 5] COM. DirectX M- FHG LK com
U, I H COM IFE, UR% SF 1R Ak k.

t. COM Rifith, —MNRAHELE (component) Bt 2 — NHEE B LR GLR SRS, T
LU — SR M SR Jri . — 4 COM 4335 2 — 4 DLL ( Dynamic Link Library, &%k
D XH, XADLL A RE N —F - SRR TR R . WET . , B EER
B BT AR R 1, R ¢

COM 4 %0 m. FAURIA 3 )4, M8 B R IANK FRILI TR Direc3D EFE R
5 HhER EEE .

® COM LKA L4,

B COM ZM37 15 M (language-independent )

W eV R — S COM HPER A, Tidsid e e,

CHRIVE 2 SUHE T AR FURAERS (source-based) 11, IAJiE, ENTRH — AR,
COM #8i] A~ B F k%) (binary-based) MR, 3 B COM FE KR o8 T AT
o Jr Ak

B DBIT KRB A 2 FE COM B, BARFENER, -9k COM ] DLL A - h
BT CIFRIG, %—14F COM 8 DLL B £il\3% #4425 D TFRI. REERN T
ACE DLL B 17, A4 DLL A %0 B {R42H 436 % HIMR AT DT T DLLB 11,
MLEHARTS DLL A #1365 7%, BIEAT C % DLL A R DR AR AR |

KA AR AT 4~ COM DLL & b, % COM 4% i 8ipk, —Hi B K2
AR MBI DLL . Mk, 549 COM DLL #8450 3% & HERMUEFMGHED, & LA

£ WHMEMMﬁE.Eﬁ%@ﬁ%&¢%&ﬁ%ﬁ&ﬁ'WML4ﬂmw-w%@ﬂdﬁﬁﬁﬂﬁﬁﬂﬁ§'ﬁﬁmﬁ,
MEMEINE SR, LRMERM S, BETIIN AP SR 2K,

Lﬁb:M$m%LFW%@$'MB@%ﬁMﬂﬁ&ﬂﬁ&Tﬁ.%%um@ﬁ%ﬁﬁﬁ,ﬁ%ﬁﬁDMmeumm%mmw
AN R— B Ry |

BEFE DN A B KON D L T B Mg, X F# B MO LM,

13



Direci3D #% A N THAZ ()

L R 5 A F#R% F COM DLL, &f DLL B £ L1 — 4 ¥ ik sk & B B— M Fr #9480 i
#Bh, BFBAETHMED, FTLLDLL A AW IER: EIURIEZA, "
X8 B DirectX S NAI k. Direct3D 9.0 o DirectX Graphics 3L #FLL FHE1:
IDirect3D
IDirect3D2
1Direct3D3
IDirect3D7
IDirect38
B [Direct3D9
£ 2.1 TR T X % L6 () DirectX ARZE .

% 2.1 DirectX AR ZED
DirectX kR#& 2 m|
DirectX 2 IDirect3D
mDirech 3 IDrect3D2
DirectX 6 TDirect3D3
DirectX 7 IDirect3D7
DirectX 8 IDirect3D8
DirectX 9 [Direct3D%

Bt B9 S BT B HT AR A DirectX TR M IDirect3D #) IDirect3D9 RYHEL, XEmEHH
IDirect3D2 [KZHARMKIA W LA HarhEME FIEAT, DIABBARAR DirectX 3.
BAER, H—EABFKT - -5 Windows NT4.0 HAHIHERE, 1 Windows NT 4.0 H3%
1 DirectX 3.0 SDK @ IDirect3D2 #0, MIXF AT RAEMEH IDirect3D2 LK ERHTH
mﬂ’t H M DirectX 3.0 JT4h, SN AR Direct3D DLL SD#5M T IDirect3D2 ¥M, 3

S BREEA BRI AR SR . L:zﬁﬁﬁﬁ#xk’fx_fu?_’{ﬁﬁﬁ £ DirectX 3.0 LA FREAIZATH K
-5 LB T,

COM 2 THES M. TWIRMENIE =& Visual Basic. Pascal B HAES, 40
AT LU i 52 16045 12 2R 2 PR 3K ] COM 4 8. Detphi B P 0 H 52323 &5, {H 3 M Direct X
7.0 {1 [LEIK, Visual Basic FI{B S HENTHECHFTH DirectX SDK FRAT - AMMATE 2R
SFAER. CMRIERR  ) FE A4 o U R4 A% (world editor) A Delphi %5, T H A5 (o
W RHPR IR PRI T ) B Visval C++iIF8HRE, My TES HEAERRHKT.

BT I SCIEBEREL COM DLL A ®UH#, W4 L —BUOf r 9, F8E A B B 318, TERZHIE, Sk
B,

14



s

# 2% HAL 4 COM #ik

COM HEEEIL AERITH, MAREE NBIRN S, MR RITE, -
AMRIFHR. EWRE TR bR BRI, FREEERN— 0, MREIE -
-4 % v-table bl VIBL B SRR BRI . K28 v-table FIRHEE 5 — Mty
TR ORRM. H T IKEE, COM TTBRMENE S Tk, FHRIE AL I T £ AILA
RO Direct3D 3217, FRAE 8 308 |

2.6 INGE

E-ﬁﬁ%THMJMDMﬁﬁ%ﬁﬁuﬂL%@%%igﬁﬁwmﬁﬁa%Hmﬂ*
SRR R RS, S| A — AL, BRP—FRURME AR, ¥ MR, W
RABATRA A - Ik T4 3 3B R & HiE ST,

COM 241 —FiflA S, {RIFHTA M 21 DirectX RELATE 52 B i R AR B 7R SR 11
DirectX JEA | UET) . BB MBIRE R T HIE, 0 REE S 80t 8L,

15




%3 % | _§ K

" |
|
s {
i

£

G-

RSB AR RS T BRI L E . AP RIG &4 3,
b fe] Ui fa] COM A1 %

{L DirectX SDK & &5 h R M 205E (5 RIEniE ).

sk HI) Direct3D RV FE Rl iR 44 17,

Qe 4 ) S Ay e i P[] 6

3.1 4[] COM &

U JT] COM HUPF I —A vk, AN v-table, A5 [T C IERE CorTFRAH
il S BHFL— T A TR, R MRSt R 3D AR — M
PR A A C . IR F LR

hr = m_pdidDevice->1pVtbl->Setldght (m_pd3dbevice. 0, &§11ght) ;

M COM $ 10, Z0if00 | NS this 485 (RN Ipdd), FEAEAT this $8EHE
By PR IFEE D v-table (4R (FELEFRD IpVebl) 34 O 1 ik C LEE 3.1).

HRE Cmacro) WM C BT R TEEHM AL (HW, £ ddraw.h §1), (B C+H)
AT MR COM A RIMERT . XA A COM A% 5 Crat St b b2, %%
A 0 LA ARSI 7 k40 38 COM LRI CHRi B, — P MAali Ll (4 Nt
FO IR 773 RE A CHIELBIM—1 COM ¥ 0 B4 IR A T R . BRI, 75 C+
. IpVibl SEEFRERNS I, this 2800 . IXFE. BTRGR I C WA C+
PE LR,

R PR CH U e 0" BRSO, MBI T 0 ML T .
16



F3F HAEHE

hr = m pd3dbevie->SetLight (0, &light};

\-table COM
Eop -l

—»iCreate O

B 3.1 v-table

WH, A Cr+h KB DirectX WHHEW TIHEA:
lpinterface->methodname

EA-BT SRR, A 7 %% DirectX 177, L4 & S ARFE.

W d3dxO.lib

B d3dxoflib

m d3d9.lib

W winmm.lib

B dxguid.lib

IX e R () R AR A b FE R T BRI BB B HR L B LI 4 I R A Cimport library )

LA LA IE COM WA — RV L (B FikigEl) ®4 R — &5 ikirak
) v-table MHE S, T RBEE— MO COM K, Doh, RZITEL N3 &

B  Direct3D 21/ COM 38 DLL 240l Windows yERF RIS . DirectX &IFEF
22 N PO 1 4

W QSRTE Windows [ B R SRR AN EE, A REIE MRS EPISTENINEE ik (B8R
FEEEEE, TERHETEFTRE Visual C++ 6.0"F1“i% & Visual C++ NET”E T ),

B DR RN IDE (40 Visual C++) BHE S #AE 4 H &R 300 & E B K S 3ok,
IZ -2 1 E88 4 0] LIE ) DirectX Graphics fI3kE R, FAEIEER (M THESHEE, T
BRAREGIEPd E Visual C++ 6.0"F1“¥W & Visual C++ NET”"F 7).

IDirect3D9 #ETEH RIBPELR A .

LPDIRECT3DS g pd3dd = NULL;

Al E — 4 IDirect3D9 K COM M & JF M 3R M EBUEE, REHFH
Direct3DCreate9() /y {4 EIT]

m_pD3D = Drect3DCreate$( D3D SDK_VERSION );

BT ATE L TR SRR B B CEERAR L, Diee X 8 A DB 4 ILER AENA SRR P 8L, M B A
H—-wm R ET. HTIEEHRFRNERSBHSEREBED, I EEFRE PO Amag s,

17



Direct3D #8% BA A 1442 ( F 28R

%45 Direct3DCreate9()H— M — -5 ¥% %Z D3D_SDK_VERSION. X £ 5 K Direct3D,
REAERI T 1L GGk SOt 2skor ek b A A0 7 B R P AR AR AR AR, I ME AN
g K AIUAL, Direct3DCreate9() < KM .

JKER (42 T S EHEE] ] Fikial TDirect3D9 L. Wi HIE kB ABE LIV RITTEE, Hlt:

// Create the device

hr = m pD3D->CreateDevice( m_d3dSettings.AdapterUrdinal {},

phevicelnfo->DevIype, m_hWndFocus,

behaviorFlags,
&m_d3dpp, &m_pd3dDevice };

XT- COM Fiixts, REABRAENEAD COM. MR A LA ET MM ZH 2 F
FIRA, S ERSER — TR

3.2 WRAE

AER MR TRRICTE, ZAEMRN“# 4 P&k (Hungarian notation) .
FFME, MEHEFREACKEA. M2 7R H T e A E Charles Simonyi, Ak
~AMAFHA. - ADEHEGFOENHIKERR . THREREEH T HEERT ERRRL,
{8 5 ABETE 2 B 0 AR AAACHTS, AN FEI A AR S Lk e A RS WA & 5 R R R B
ek,

WA R EREHTRBRIENCTIMTE. £ 3.1 BR T RIAEAFTTEN ST X R
2R, BRI REIE A R RIRI AT, A X TRR BoR i 2 AR H A5 A B Al 4

b PTG E S RERENV TR, WAHENaRAEWAEIFE - TARER
BT HSBNEE. EPERED, TAFNEEREANSN, AR REEHTRIE.

HRESULT ConfirmDevice( D3DCAPS9* plaps, DWORD dwBehavior, D3DFORMAT adapterFormat,
D3DFCRMAT backBufferFormat }

HRESULT FrnumerateDevices ( D3DAdapterInfo* pAdapterInfo, CArraylList* pAdapterFormatList }

MR, RBENESERBRYSETE —BHaL4E: B8 pCaps TR —4
D3DCAPSY ##4, ConfirmDevice())ZH 3 NS 4 2 8 H A1 F i R Bk K THE A,
BT Direct3D KRR L4 N K5, T EnumerateDevicesORIB NS HRBH L ANS,
B UL TS TS & B Direct3D $RAL2 A,

RUFEBEHRTFEIT L, WAL TR TR, Fl:
#define D3DPRESEBRT BACK_BUFFERS_MAX 3L

BT HRELY R LA B
18



£3F HEHE

WAER G CHRITRI— T KEFEC B8 1

clazs CD3DMesh

|

ToFME DFRXRT. #ln:

# 3.1 WALNEPHTE AR
AR R B
w WORD, ¥ wSpeed
dw DWORD, g dwHitlist
r FLOAT, RFIEITF % fSpeed
__d DOUBLE, AT O dDirection
) ;’ #ikl pArray
T b} DVECTOR3, DirectdD ZHEHE vLight
_I LONG, {#£8 1Pitch
_;“ TR sQﬁesﬁon
87 _ LLO SR T A S szQuestion
h i) 4y hResult
L COM #1] IDirect3D
mp #k Rk m_pFloorVertices
_n;_f FIR LT RTRL m_fStartFimeKey
c R cText
-’: BOOL, 4’R bCheck

CD3Dmesh JSH-FAF X AR, & A58 0 d3dfileh S, WFRXE, Kb
AR TFWE? AT B — N ALK Direct3D B R

class CMyD2DApplicaticn

{

CD3DFont* o_pFont;

CUSTOMVERTEX m QuadVertices{4];
LFCIRECT3DTEXTURES m_pCustombormaiMap;
LFNIRECTIDTEXTURES m pFileBasedNormalMap:
N3IDEVESTORZ m_wlight;

BOOT, m_bUseFileBasedTexture;

BOOL m_b3howNormalMap;

HEESTIILT CreateFileBasedlormalMap () ;

¢ public CD3DApplication

19



Direct3D # 4R 4EAHAZ ( B R8)

HRESULT CreateCustomNormalMap (};
HRESULT ConfirmDevice( D3DCAPS59*, DWORD, D3DFORMAT ];
LRESULT MsgProc( HWND hWnd, UINT uMsg, WPARAM wParam, LPARAM lParam J;

protected:

HRESULT CneTimeSceneInit();
HRESULT InitDeviceObjects(};
HRESULT RestoreDeviceObijects();
HRESULT InvalidateDeviceObJjects();
HRESULT DeleteDeviceObjects(}:
HRESULT Render (};

HRESULT FrameMowve();

HRESULT FinalCleanup(});

public:

CMyD3DApplication();

t:

FEREEAREMA AT - TEBHIER AT, EENRRARE—MEM B2 XTH A8
RN AT G A . R, BN ERRTEERM Direct3D 8B % . — MR
B{RF{ D3DXVECTOR3 . m_bUseFileBasedTexture & 4 & FE A T — 43 T304m0
203, m_bShowNormalMap & ® & WiBHIEE . TFENHRMNIXNEBETERR (R
tRB7 LLMGE A SO B R P — AR B E ), DirectX SDK HIFTH SCAFERAE T &

F R KL

3.3 18X DirectX

M DirectX MATRFE—IRIER ABhEHERT. DUFE - SHBRES RS

B f*cpp CAATTL. 38 windowsh Z 8T, i X (define) STRICT 5. iX¥ B3
SRR R AR A, AT B RIR B4R,

B {¢/T] DirectX SDK i) DXDiag AR RIRE AR, BALITHAA MR O E &
MEFRS FHLH 4 KT,

B DirectX FEHIEF AT AR E I FL (debug output level) B'EF % 0~5 Z [T T
BAE. Eujbafimm, EEFH— %8 —>EH iR —>DirectX—>Direct3D”. £EF—
MR, ARG A DL TR AR 0 BB AR A R 1T H 2 6] S O] i1 4

W D3DX ER—IHEE. A THBER, DIDX &7 -MEIAFRRIEE.
N IEHIX AR, TERE d3dxodlib, B/ — XM T D3DX9ID.DLL #15 ARE;

N A= AEE SRR NIF IR S, Visual CHEEBtT Ak CRT
RIWARERE EABRMEBRETURIFESTERAROANGFETRERE, AHL
http://www.flipcode.com 3 hitp://www.gamedev.net L& — F. B4+, BoundsChecker
Chttp://www.compuware.com) £ — PR R T E:

B B LU Visual C++ NET #)— M43 R TH 5 shader f115 % shader. BB A T3
A4 shader OFENT BLE I R MA XA A ES,
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3% @MENE

® il SUER DirectX BRIARUE AR AT 20 (symbol file), {H 4 i G442kl
F Intel VTune i) T E A 3T HIFS IR 0UPERE, 524 sl 200 MG 19 08 F 38 DirectX R AR
9T

B OutputDebugString() pfi B2 — AN TRAT FH 008 40 I ot 26, 60) LA /8 PR 2 47 M0 1) -1
A S B IDE (i e L

o X TEORIA NIRRT, (CRRFE R a1 AR 0 s S 13 o e ) A L
fRAT Uiy, 00 LA B G 4R 8] — 4R M 2. 312 S H* md3 o
W SR T — R F S 2

B N TR E R T 0RO Fr ol 2R i 3 7m0 ) AR e
e LR GZ: A W0 T L 22 GRS 1% A T 3 LA A [ ) B £, {2 S Ak B 1 02 )
FF. B 3280 T 9T

W U A PR R e sl PR R L B Visual C++ GUT A58 A i
AU it 5 0 30 N )RR L 045 A R 4 WA A5 (1) RS 1R 5 LI 2 i F2 88, & DirectX
SDK #1Bh L AF iy fréf, B4 L % 2 W00 8 e 5 VR 1 B 1y NS ] Lol A0 ) i o o e
BRLOHERSISRE 1257 FT 3 ek i 1 B

B 3.2 M S e i o

3.4 1R[E8G

RPN e R BB B, E&ean— IR E R, WRAEENIE, Tika
37 H AT AW gL bR i3 {8 H] DirectX 9.0 SDK $24L(1%: SUCCEEDED(I FAILED()u] LA
MK PRSI 1HF. BN~ HRESULT (A%, R[0S 8L & 75— i i
B KMEACHR . A R BT 2 AR /e M 1R8] S OK, BB HRESULT 5
S_OK UEFTEEBzRT . Lhi, FHRAH A EMN, 5 80 o] ke ik [ S _FALSE ¥ %5
LA,

B DireetX Jiik ¥4I 1H] — 4 HRESULT, [t B 4140 — F fRriffCi, 1L ity Ll
KO RERURTAT T RERY B R I LA —FF 4T A& ik ABBIRIH T, itk @it 2k
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M

Direct3D HR AN NHAE (F0)
—ﬁﬁﬁ,m&@ﬁ%@ﬁ%%&%7~¢@%@ﬁ%%\%ﬁﬁ%ﬁﬁo

35 NG

& B R T — 2 Direct3D A2 — TR, X LR B R RN A2 s R AR B AR B
- -Fh— B T R BT HIRE 3 R SO RS R AR T B L BA AR AR LI, X
f 3T — MR B LRI K AR A
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5 4 " P
i

3D Ef#f. Gouraud BEE. 438 E

R S EE i _—

|
i

IR~ FEH [ OR R M A 4 — R E Y 3D MR, M T Gouraud HEF Flat H 6
Z (AR Tk, A4 Y — /S (AT SR R A B (A KRS . AR R £ 3,
by fe] ;

W T T R R g

m il i AT

m  {#J{] Gouraud % %,

W TR LRk

41 3D &

TRIATEML Iy Direc3D 5| (8T8 FAMG R . B RIER (x. y. 2) M@ NE 112
Ve 4] It SR A bk R w) LA EIX A& i 8 —

y SOR) o 7 e x B TE A A, 2 Sl E A ) w1 BE A
WL, el R B FE R4 . OpenGL bR (Y 2z Bl IF 1
T () UL g REAMITT, SR Ap Ab by F b g A T bR &R . Direct3DX 2l z
PR M T B R T L P A4 OpenGL 115 ‘e
T i AR ) — 4~ BT B B BB Direct3D [0 A48 £ T4 £ A
A 2005 12 T *md3 XU P F DI, Quaked M
(Fl.md3 AR U AT R TN E SRR R, XA 2
WIEITIM L, y SIS BB RSN, RT0. KM g Diecsn B
RE (T ¥ A b5 2 15 OpenGL 5% Direct3D A7 I A b5 & Hl ). It
By T BT IR R AR, AR A TR D i S th A S e S e, R

v
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Direct3D R ALA (1442 ( HZBR)

KIHE T (vertex), iLIRAEE —MEHIE, b (& 4.2 FiTs .

mﬁ%ﬁ4$mﬁ.ﬂimwhmﬁﬁxT~%ﬁ£%ﬁm&ﬁ.%%mﬁiﬂmm%
&mﬁ%%ﬁ%ﬁm&,%ﬂﬁﬁﬁﬁ&ﬁ%ﬁﬁﬁ%?@&ﬁ%ommn%§~ﬂﬁﬁk
ﬁMicmmmW)mEﬂ%ﬁﬁﬁ.W&ﬁﬁ—@%ﬁﬁﬁ%?@ﬁﬁﬁcmﬁﬂmﬁ%
HOE B AR R (NP 430, :

v2 vd
vl Wi
42 —PTIELE E 43 4k Direc3D Askn RPATEJ T

¥m3uﬁm$@1'+mﬁ.m%ﬁﬁﬂa‘NMme‘wznﬁﬁﬁﬁﬂﬁ%
(0, 0,0). IF A I AL FRuT ik A«

w1l (@, 0, 0)
ve W, 2 O
v3d (a, 2, 2}
wi (0, O, &)

g#ﬁﬁu?,%M&ﬁ~¢3b¥ﬁ$ﬂﬂﬁ(wmm%ﬂ%imﬁmﬁﬁ.ﬁﬂ!%
ﬁﬁﬂ@ﬁnﬁﬁ%ﬁﬁﬂﬁﬁﬁ%%%ﬁﬁmmﬁ“@HW$W&U,E%Eﬁﬁﬁkﬁ
&, MRS (UL 44).
mmﬁmmm¢ﬁﬁﬁmm&zﬁﬁﬁﬁﬁﬁﬁmk$m&¥%&wmm?ﬁﬂﬂ&u
m%ﬁﬁm"¢mW$ﬁﬁﬁ.anpﬁﬁ,%Muﬁﬂﬁvﬂhmno$1+ﬁﬁ%mx%
ﬁmkmmm,%z¢ﬁﬁ%&yMﬁﬁhm¢ﬂ-%3%@%%&z%ﬁmtm¢&"
mﬁx&wum¥ERMﬁm&E.ﬁﬂﬂ%ﬁi—%ﬁﬁnmm.mﬁumw,nm
%KT%tMﬁ@{mm¢m"EEﬁ.ﬁ%ﬂﬁﬂf%iﬁﬂﬁﬁﬁﬁ.ﬁmﬁﬁ&ﬁ#

Y
& LC.‘:OK 15 i UP 71
24 - i
1 fad
"y 3 "3 -
a4 Fi—4 0 da ik (R TR 3 AT Bl 4.5 EHLAY IR AT
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£4%F 3D A, Gourand F& . sk s

FEF, HL FeberH R a BRI REER, FlmAEXEnERXRENER, 7
AR R R X m R .

EMRFTUIEE, Direct3D J5E T ERAL I FRABGARISH: 4 d3d9typesh FEIAR
A1) B4 8 D3IDVECTOR FUTE Direct3DX (Direct3D SLFI#EIFEE) 1) d3dx9math.h FIB3HRR
AH)IA] B 458 D3DXVECTOR3, ‘EfInABA S mEH AT EEHFE. & v3 0TLIE SO8:

D3DVECTCR v3(0, 2, 2); ffoor ..
DILXYECTORI vi3{0, 2, 2); // used by the utility library

42 IBEN=

AHRAERREREBEFEM THATSAMEE. il Al MR AMEE AR 8ix
—Ui, HFWSHHRE, EHRE—TNTHRIFEAKHEERE, FEHES, UEEE—MEEMN
RIERRI R, D T O, AN ANEERRESR AL hik— TR AgHET
BEQNF B

struct Vertex

{
DIDVECTOR3 wPosition;

DWORD dwbiffuse; // diffuse vertex color
D3DVECTOR3 vNormal; // vertex normal
FLOAT u, w; // texture coordinates of vertex

}

BB N AR TSR SRR XA RBAR NS L. FEAHBIN
2, BOGEW R AR, GHRERET M ERER. Direct3D HIETIELUX M A%
BREARM: PR TS EMEEE— N TS 38R, TN 38 A VF N R M RO W18
AR A W R BT . R A 5 SRR IR X T A EMB M E Y.

43 {FHEE

FE AR o B U [ 3 AN Rk AR R B, BEE -FE A
H) ik

FIRPAHIER E/DOHEE 4 A E—LOOK, UP., RIGHT. POSITION, POSITION
MESEX T YN E: LOOK RIS X TYWHEFIGHITE . RIGHT [ & 5E X1 5074 (i3
7] UP b BARTL Y A2 453 LOOK [ BHERR ARV FER, UP MBE R T M8+
(L 3D -l B <) Sl N

R YIEEE B IFER . FEHA CHLRDE (pitch), WEBHLH RIGHT HE
e FEBUR (rolly ¥HL, MFMGHLEE LOOK [ Bies: FEM WHLREN M H
(yaws Rl WAL, NFERHHSE UP MBI, F3E@WARE LOOK MEMNF SR,
|75 2¢%F POSITION &,
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Direct3D FEALRATTHAE ( F 29K

4.4 IEMRMA (face)

{147 3D PR #R R MR, W 4.6 Bras.
N T elR—AELEREOYE, FERAENEE BT (EERED, 0B 4.7 Fir.

e v3
vl wd
B 4.6 4 A TERE 47 THIZAEBHREITE

FifipEALUfD 3D (AT RN S, R =MA. Direct3D HELEYIXLERETT, #HH
TR HNEEMEM 4 M EETHARNEGER R ITERIEE, Direct3D W8N £ 4E
G A—E=FE. dch TR EFIHEE, RN ZESMIARRE THSE =/,
LA, JEH N T MERWESE. IS TS AR AT OB (mesh) 7,
B 4.7 B AR Sy PR

Bl 48 B ] DHENKMEE, B8 9 MO, 9 NHEE
BF 10 =M.

BINHEEEN—)ME, Diree3D £RIBEE. XFIFRSHE
(Backface Culling) ${E TR A X ENE FREHNA =/
&, BRARSE-BR S M TR0 R E T A R M. P -
WS, AR, SR Fan— =R amy 048 ERAVKNE
PLIE), B R A ZEE T F R FREE RN, BEESERONSERE, EraelE
D3DCULL_NONE fr&RCHAFEAER. X THITHRHE, FEHE -P=AEFHARK
X, XBGERE -5 VE (HE=AEATHLDER) EEMNER. ZREFKEFHEN
ML, ERIZTRRRE 17X = A R ] R LR B 7 i B AL . H T Direct3D APT
BRU—BR T AT AR E X, Frolam—A= B R T0 S R DRSS R4 B s &
USRI AT . PR 2R sk C B AN T TR R E 2 X TN A,

45 IEMRZihK ( polygon )

BT LA 2D 503D FRPE L. B, BAVFFRKEZHRESRIEE DN IAMATAEY
B n K B9 BRI 2 AR R = A . BT = AT 057 T A ST ILE, H M Direct3D
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% 4% 3D &sh, Goursud & . L8R

H = fi T A i K 2 B i . TR YR ey A G (K 00 P Rl ) 2 i R AR

46 IEMEZ (normal)

JR s B A P F O e B, a T SO 1 ) ] ) R 0]
WL ¢ WL 4.9).

— AT EE T AN, AT Z E, A
RAeT—AP R K. B—REERAMES, COFEET ~
i, BT e, i1 T Direct3D £ H ahih il 9 kL, | v
AT LA IERG K (1L, TIARVELERS T IR, ¥ ' X
25 {650 9 %2 f1) 4% Shader i & 1T Shader S fe” F B iX £
P, AAh. VAL ROTH kL0 4 (MK (shading mode)
o RS, Blln, PELREE R WM T Flar €0, M0
4 W 3k H - Gouraud 3565, B 49— =MIEm s

YA
JHRT
ey

~

4.7 IEMREL T Gouraud HE

T i 1] 4 T Gouraud # (A ( [ Direct3D 6.0 LUSEHIBLIAE B0, F2kDER
T ARG Renesy i R, B4 RAFOHURIE 7 A5 (0 ST M T W RN T 37 45 B R &
Al B I R SR R T AT R LR n itk (b, B e s &
AT LA ). Flat HOMRENZARER, Gouraud FEMAETHANMA (WA 4.10).

1410 BLERHEBLAY, Flat 35 G . Gouraud 2 (5 18034 2 LA 7

Wil 4.10 PETIL, B PR Flar 45 (507 LIS 88 0 8200 tY S 98 00 #1187, i i A A
Gouraud FL 241 HIBTH B — AR AR, TR WETMBIER? IEROHE 4.9 P =M
N HE A i 0 9] . oh T B AT B T A R AR e R — (), T A TR A2 () o 1L % Ak A2
T AREIERE . EWH Gouraud FOM, E=MBHRWMY —NEH =M, WHHEH
Flat #H A, REMIFEFAOLR, BEh Flar F ORGPt iTEG, sk Kok H i
R T = A e v St i vk 8 e o OG5 i 10 Gouraud 5 (8] HY I 5 75283 H 37 5 79 3
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Direct3D #f 284 A (14642 ( =R )

) &5 AR AT B T G AR T, Wi
4,11 i 2.

A Flac 3510, RAEMEE, B = MBS ki
L2 BT IR, Wi{#fH Gouraud F{t, MKAHBE
E Lm0 T 32 61 A O 2 014 1 1 B 6 T 7 A
7 il ASIR], 5 LA 4 R — A B 7 (K0 4 s sl L A S
[ JE ey iy« W Gouraud 35 46 8 JL 0T A F 2 1R #
i e L3 L A A A ) R

{ Direct3D P Gouraud #7882 IA ML, RE
it AW E AT A Y S . Hill, BRI,

B A0 A= 1

48 LIEMREY ( Texture—Mapping ) &4

£ 20 HE22 80 4EUH1 90 SEARHIIN 3D BeRRri, Wity ob e BE AHE B IS Pb 4 25 11 BB A I A
MR T KBRS LR ZRRER, S 0Z LAAN(5 8, TiXeea s
(FRESY 3D MR AP T (Tl TMONRE ., EHOOE . BaE. 15
BT, GTERRAE LR §TO5 ). i SRR A0 ot S0 e o= A . St e, AART Ll A — gk
(B AR LT U AR O ST AR AN T LAREAIL T 203 P — 9K (G 75 €6 RS 400l 1
RAVE, OIEAfiER)F Adobe Photoshop B{MAR 5k GIEIXEa(r 8. RidfF 4aT 1= i,
SOUFRI L — R we ) ) — sk Bl L BRI (E 4.12),

LU TN

17 18] ¢ i

#4022 o —aRE MR g ) A L

{E B 4.12 7, B LA ) S0 PR 2t ] 4 0 30 0F A % L 0. M1 F IF J5 JE LS B ) ),
T CAWS P A 2 T M. A T HFBEI & (texel, texture element (GBTTHE) M5 ) ey =

TR LA T 410 977 = i 080 17 207 0 T 7 0 0 A
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§ 4% 30 Ash. Gowand #E. 10 e i

mrx.mmmo&xﬁﬂﬂ¢MMﬁ%£mﬁm—%%~mwmmﬁnmw.ﬁwmfw
uﬁmmﬁMﬁ%ﬁ%.ﬂ*%ﬁ&ﬁﬁﬂ%&ﬁﬂm&meaﬁ&&%?m¢.uﬁmm
Tﬁﬁ.v&%ﬁﬁﬁmuﬁﬁMﬂFﬁ%mmLmy&L%E&maﬂpﬁﬁmﬂ%&ﬁ
w&ﬂﬂﬂm%ﬁﬁw.Wﬁﬂ@MﬁﬁEw%ﬁkm%HWﬁmuEm%%&&&%ﬁm
ﬁﬁM.WMMMﬁ&%%ﬁ%WM&@Mﬁ%am%&%7ﬁ@ﬂ%m%WWﬁﬁE£
¥ FiX S N .
ﬁ%&@&%%ﬂ%*%mmm#mﬁemk.ﬂ&%%ﬂﬁﬁmﬁm~¢ﬁﬁwﬁﬁ
fi A fF T A A pep . AR TR A P I T A
M4u¢mﬁmmmm&tﬁﬁ5ﬁﬁm&mlﬁﬂﬁMWa&ﬁW%mm.ﬁm%ﬁ
mn&m.uamm(uuﬂymameﬂmﬂ%EMﬁﬁﬁ.Eﬁ%ﬁnmmnﬁﬂﬁ
BT I I SrRCSCRE A bR AT R T AT
(0.0, 0.0f, 0D.5€, 1.0f, 0.0%, 0.0£f})2 I %=, ¥ 2 thu, tU, tw
(i.vu%, 0.0f, 0.5f, 1.0%, 1.0£, 0.0f):

11,0, Y.0f, 0.5f, l.0f, 1.,0E, 1.0£&)2
{p.0f, L.0f, 0.5f, 1.0f, D.OF, 1,0f)¢

cyVertlces [0]
evVertaices [1]
cyVertices [2)
cvWertices [3)

T AT T AL K, Tt E & . RHW (Reciprocal of Homogeneous W ARV
Wmm&)mWﬂHMm‘w%ﬁmm(&%&%SﬁWEm%%ﬁﬂﬁRmm"m#ﬁﬁ
HEMR - FRIEMAER, BI—foEA LR, {1 1.0f S45 L0 T4 10 5 8 i 18
m%m%&HEMﬂHﬁE~$ﬁmmﬂL-%%%mwmﬁﬁmiﬁgﬂuﬁm$ﬁﬂ@
mﬂm%t:4ﬂﬁ%i%&ﬁﬁﬂm%ﬁw.ﬁmﬂ@%%ﬂmuﬁ%ﬁﬁ%dmﬂuﬂ
5T I A A A e A R P B ME T B A KBRS, TAFAUERAEAR(0.0, 0.0). (0.5, 0.0)
(0.5.1,0), (0.0, 1.0YZHAEAT & T 5

%%-Eﬂuﬁﬂ&mﬂ&%ﬁ%ﬁﬂm—%ﬁﬂ@%-?@muwﬁﬁﬁﬂﬂmﬂﬂ
AN S L, T AR B 4.13 PR ORI AT

I

v

Bl a3 - B S B =M L

B CLAL R B — AR Sy, DU E — A AR ARG, WF— FIXIK Quake 2
1 md2 SCIFRarE, M 4.14 Fas.
14 4.15 s T .md2 S8 Fonit Akt



Direct3D 3 X #a L AT THAL (F =)

B 414 4~ md2 $5ptzrm M 415 — A5 LN md2 HY

ATELE 3, LU R R G B T M AR Z G L. Rl LUER —4% 1710
FERF R HILE, H A |- B mAshR. MilkShape 3D ik & — N T fE X 26 B R
by TH, fia] A7 “htip/www.swissquake,ch/chumbalum-soft™ I $£ 3.

49 &

LA BHAEEL L ERRN SRS — AR . W, BEHBAT—&T, it
AR E EEM— F DirectX.
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am.

&Ta
Y I
L

& BERHAE PR3 55— A DirectX 9.0 SRS )B4 o A BEHFAN 48— N0 SC4HESE,
HF UL B A (o] $IEE — N TO AR A 0 (T S T 48 B8 LA o S 77 il T B b o ) 1,
fof LI itedb, B2l id M — S BRI 1 — o K DA T L e A B B B i . TS e M
TP HURFAE TFOE . SRS P4 31 i ] 4 P A RE o 0 B2 i 45 B -

FICAT (1 20 R e AT LA S 4

W BB AT R s T, e e RS T, AT LUl # Alt+Enter 75
B2 [ 7] 46«

W % F2 Hfi Y —>Direct3D Settings" X iEHE, 7 T o AT LA £ 5534 % A0 5 R 1E «

W A BT AR AR T R MR OB, o A ) 4
s b e %26 Bl — ) ah i

W i Esc f#, ] 3@ aE T,

5.1 RwWETH

JEIAT A~ FERIFER R basic (/LA DEBRR, IXATELE DRI —A# 5 . basic
LR T — AR i L 5.1).

A 5 2 SCAHEARAL T CD-ROM []*\chapter S\basic” B & F . k74 basic B FE IR
fiti 7 DirectX SDK 7%l )X A DireetX H# F. (ERMIFHN P, KABRE
“C:ADXSDK\Samples\C++H\Direct3D™ . ) % 52 /5 . basic % i) B§ 42 ¥ i% £ “CADXSDK\
Samples\C++\Direct3D\Basic™ .

% H b S UL F X i ¢ E 5.2):
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Direc3D #Fa B2 A T84 ( F =)

s MmAEE

® basic.cpp, FCf;

B winmainore, WH A CGEF, ik, B
FRFH):

® resource.h, winmain.rc ()33,

W basic.dsw, Visual C/C++ 6.0 T 1) “workspace
( THERK ) “oft:

B basic.dsp. Visual C/C++ 6.0 3% (F1*project (I7
H) "1t

B basicsin, Visual C++ NET F7 f1“solution ( fi#
WIS "3t

e basic.cpp 3 KB
Basic.dsp 5 KB
basic, dsw 1 KB
basic,sin 1 KB

@bﬁc‘vcprm 5KE

] readme.txt 1 KB
resource.h 2kB
WinMairt, rc 7 KB

Es52 BT PmberEmm et

®  basic.veproj. Visual C++ NET i (1) project” S {4

W  readme.txt, — {3 EF BT,

Visual C/C++ 6.0 {if Fl basic.dsw F1 basic.dsp P> 31410 5 &l 48 LA K Rt R FH 2 1
() Fh2E . T AR “workspace” A%, #£ VisualC/C++ 6.0 7F, {7 0] LLE i E4%“File—>Open
Workspace™ 4] JI H A ARV L. B4k, PRt n] 5 d* dsw 0 #4T FF—4~ workspace.

Visual C++ NET U|{# ] basic.sln 1 basic.veproj 8> SC{4-346 12 S5 Rl 72 LUK font 1 2
Frif) 2% Fpak s, 0 2 solution” L. 7E Visual C++ NET 7, 44 6] LA i 2 FE-File—>Open
Solution™ 4T TFH 2 B BE I SCHF, [BFE, fRthn] gidi*sin XK FF—4> solution.
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#5E Ak

TR IR XA, BT S UL F X ATREE
d3dx9dt.lib

d3dxoflib

d3d9.lib

winmm.lib

dxguid.lib

comctl32.1ib

A5 4 AT, XA COM BaATER . Direct3DX &8 A A & 4
WA Z 725 d3dx9.bib. system32 HE FUEE —1 8 A d3dxodtdll WIS EEREK, o/BF
BRI A, AFE RIS d3dx9dilibCOM SRR vl LAEIT & T .

ATETH S PIREFHREF T DirectX 9 SDK M — MERI RS, BF£/1ES
XX AHERA L — A A2

5.2 DirectX Graphics B R&E S

H DirectX 6.0 SDK beta M5 1H L3, I 30# (common file) # 4 Bk amiTit B
B2 . @HISCHHEA (framework ) LB TR T RER, EN.

W WRE R MR S5 2 1Y Direct3D FiRR AT NI B A0 TN I, BT AR
WiER AR LMETF ETRANE .

B OER N EEEM SR R AR 2, AR R TR R C1#y e )

] DlrectX SDK F BT A Direct3D 578 8 M Tix AN %0, B ﬁuﬁﬁ*;ﬂ'} ¥ A
AR

= bfﬁml B AEHATHRERF,

W RECFRAR S A H A FT L) B 58 T SO, I LA 4 4 ] PR I o 1 S
b4 H2— P S TT R 848

H x“C\DXSDK\Samples\C+HCommomSre™ {1 17 A*.cpp SCHEF) M T B IH 3T #HIk — A
AIEE L X0 TP T #4955 — A Direct3D J MR N BT E A EE, P B E
RIRNCAHE d3dapp.epp, 4G T CD3DApplication %, 424t T 7 Al i RS KB H.

B virtual HRESULT OneTimeScenelnit() {return S_OK; }
N virtual HRESULT InitDeviceObjects() {return §_OK; }
B virtual HRESULT RestoreDeviceObjects()  { return S OK; ¢
W virtual HRESULT DeleteDeviceObjects() { return S_OK; }
W virtwal HRESULT Render() {retumn S _OK; }
B virtual HRESULT FrameMove( FLOAT ) {retuin S_OK; }
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M virtual HRESULT FinalCleanup() {return S_OK; }
AR R OE D RERFN, RS- RE— N EHAE,. R

AR S T A g HH X b BT S B EITT . X Ry o e Ak
AT F7 DirectX3D SDK B Direct3D /=% .
5.3 Basic ;= e lotgesy

R7 ANREER O E T SO R <A A L (public
B 53 AR AREN

interface) . (WL 5.3

HEMXMHHEETVBEEEMNIREZXINIE N
CD3DApplication [fI FIFRFHK.

class CHMyD3DApplicaticon : public CU3DApplication
i
LEDIRECTIDVERTEXBUFFERS m pVB; // Buffer to hold vertices
DRORD m_dwSizeofVertices;
protected:
HRESULT (neTimeSceneInit();
HRESULT InitDeviceChjects(};
HRESULT RestoreDeviceObiects();
HRESULT iInvalidateDeviceObjects(};
HRESULT DeleteDeviceObijects(};
HRESULT FinalCleanup(};
HRESULT Render ()
HRESULT FrameMowve ()
HRESULT ConfirmDevice (D3DCAPS9* pCaps,
BWORD dwBehavior,
D3DFORMAT adapterFormat,
D3DFORMAT backBufferFormat }:
public:
CMyD3DBpplication();
HE

AP 28 B0 B RAT T A PP ES (vectex buffer) FUTE TS K. #8 FRGE
B, AR~ Direct3D MOTAZEAS T R fEFE TR A—— TS 4B vhEs. B, BzhiER
M4~ Direct3D &l dsth HtIHHE, FORWREENREE D CHOEmd, il R 5Hs
MR, AR —TFHRBME SIS TR, HREE, SERGHE
B RuTEBVR BIR AR T, s v % BUE A B S Direct3D M FRFEAEE M B
PR AP EMIXA SR RR—MEAAPERIRT, AT AN CPU AM. H1iE
VAR, BHE A A S R SO R R SE R i 35 0 L e M IR SRR R
Bl IAF At 8% B Lock(Al Unlock() 3R 78 BAX B 3R .

RS TR AR AT BRI EIE B F i, T A b IRRES F48 Y
YERESRF . H, FEGRFF DT BRI IR G & 2 B BT R 1 0 (B P 3 4 ) — R B
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Frfl. A LB AU basic 7 BT AERI TR 28 o 25

MR TIB S LR AT E. A EPRERELE L Tk, HT
ConfirmDevice() 7% R BB PATH, EA TR RWEES, ATIE SDK & 45 8B
AN . R IRE U FRIRE S SR, 37— S0 R E R B SCRiE, fE4R
ESURAI S0 aE, BT AR B A5h, MR EOE 0 — B S5 1Y
FEHLTRBE A CERHLE

BA ARG AT TR A & K B SCHF 1.1 RRIFIITUS. shader.

HRESULT CMyD3DApplication::ConfirmDevice( D3DCAPS3* plaps, DWORD dwBehavier,

D3IDFORMAT adapterFormat,
N3DFCRMAT backBufferFormat )

/¢ check hardware support for vertex shaders
if{ {dwBehavior 4 D3DCREATE_HARDWARE_VERTEXPRGCESSING 1o
{dwBehavior & D3DCREATE"MTXED_VERTEXPROCESSING Yo

{
/4 if there is no support choose suftware vertex shaders

if({ pCaps-»VertexShaderVersion < G2DVS VERSION(1,1) )}
return E_FAIL;
}

return 5 0K;

}

i R LR R AT, AR R & S FF AT 4R R TR 1 shader. 35
PRI, HERORE LI A SR AT T 203, JF FLTRY, shader 05 75— N R ARSI B 7o e $14T

WA I ConfirmDevice().2 3, HE4EH-SHITLL FRECREE) N HRE.

(1) ConfirmDevice()

(2) OneTimeScenelnit()

(3) InitDeviceObjects()

(4) RestoreDeviceObjects()

ENIHIRFZATIAN, SR AT N R,

M FrameMove()

B Render()

CALLP A B R MEE N HRFE M S BIF. A4, AFITEITHIE, B el et
W LRI AR SEL R, HEAH S

5

1) EPEARLLE) MR hikKiatT, BB 2 & “WiEmSE" — 1,

2> BHEE. REREN AR, LT UD3DEnumeration: :BuildVertexProcessingTypelast (). CU3DApplication: :Confirm
DevliceHelper (), ConfirmDevice() 2442 MM EK X &, 1 8 ConfirnDovice O HPEf “HiEms s LR SWELE
XL A A P AT PR

3 WEREMEE L WS KK DirectdD A, BTLLS R B 8B 008 17, REHIFE APt M 3 ITRE St MBS AR Tl AL
DivectdD IV AT S £ v LI B2 0 8 LigtT, (HLf %48,
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B InvalidateDeviceObjects()

B RestoreDeviceObjecis()

R P T 1L 4% B2 B 2 diFile—>Change Device R E 4 # % (HAL B REF) Hif, fiE
oIt

B InvalidateDeviceObjects()

M DeleteDeviceObjects()

M InitDeviceObjects()

& RestoreDeviceObjects()

W R R AR, HERRAE:

M TInvalidateDeviceObjects()

B  DeleteDeviceObjects()

B FinalCleanup()

XH - b E LRI E Rt . InvalidateDeviceObjects{)#52% RestoreDeviceObjects() B!
[ 474, DeleteDeviceObjects()i5% InitDeviceObjects()FT 612 ) Z< P, FinalCleanup() e 4t
&% OneTimeScenelnit( Wi B3 7R I0 . 3X B BET T B AR A T AT 80 SR — 1 HLAE b 4
AT % o LETEAR L i B AR I FF 84 RO 45 3K I 4 T OneTimeScenelnit()/FinalCleanup() PRI 300 .
XA RAR B TS RIS TR 5 1R & XM, JLASIRERANXM . B
AN EREASITR NS EW I ATEH R4 OneTimeScenelnit) W F' [ L1 5 —IKIEAR A
VI, ARATRATE IR N LA BRI ERNAES . EAL, M —RXENRHEA
15 44 0 B

InitDeviceObjects()/DeleteDeviceObjects() e 4 T 4 3R 1) H b5 2 BB L 5 15 26 A1 S BB
EE AR AR, MR HERARE, H A ONSKEOE R B LEH1E, A
SRRV 40X BT B9 N8, 1 T 3R Basic2. Basic3 ZRW1 08 43X P % e AN 1)
TR EErh RS, TolEphas. LFIOHITINEL, HEHFCIHAEIE

InvalidateDeviceObjects()/RestoreDeviceObjects()ef B % F T3 & 1AM MEH R .
B, AT S S EHEAER (projection matrix) (KIfXES. H4b, B FREJLAFHLIE
2 ff RestoreDeviceObjects() F B A L ME YR A (render state) . EHEF - T
InvalidateDeviceObjectsOIFN A BT HL, B RAER M CRET H | IR DRBERESR T R&F#%H
K, R ix e Em B MR . T RestoreDeviceObjectsOif ) AR LN E: NERFH
gl . SR DR, BB EERERMC, MR, ARRITRN2ASE
RestoreDeviceObjects():2. B # F InvalidateDeviceObjects() ¥l Tt Fr & H MR D, XBHATF
BB R X 1 .

Render() i EA BT 5 . ©1F% 3D ERMA O R EFERG—WNEHEM. £Hd
MU EERR A, HEMOUERERE—AN 8GR, 4—PEEEFT, FrameMove() 7 i H

#5" FFEAERHY InvalidateDeviceObjects O HF, &B¥EH InvalidateDeviceObjects ()} I RestoreDeviceObjects () .
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TEMPHDEM XIS, QRELHFER. THLUEB ., THG S LR b —
P ] T AR HIAT 4 . BEJG — D HESE 8K FinalCleanup(), 77 BT 8558 A JL A 5048 40 B2 1H P9 4E
MHBR SCAERN R

AT BERREE A R R I s fE T — A TR AR RR, BMCLERAH—
' basic.cpp.

5.3.1  ConfirmDevice().OneTimeScenelnit)F0 InitDeviceObjects()

BTN BT AR E R B &R H, FTLL ConfirmDevice)R % Y28, XA 7B
I 4 AR R~ PR ERENEOESK. AT FARE, FH A RestoreDevice
Objects() A%, BERITUAEE P83 A4 AR Imsix e I &, Bk, OneTimeScenelnit()p4 % th
s SR E T A F R B BORR TR . AR, LRI AT B RIRA AT
I RAARRIZATE, ST aRAR, A7l InitDeviceObjects(ME 2.

HEESULT CMyD3DApplication::ConfirmDevice({ DIDCAPSS* pCaps, DWORD dwBehavior,

D3DFORMAT adapterFormat,
D3DFORMAT backBufferFormat )
{

refturn 5 OK;
}

BRESULT CMyD3DApplication::OneTimeScenelnit ()
{

return 5 CK;
]

HRESULT CMyD3DApplication::InitDeviceObjects ()
{

Teturn 5_OK;
1

ATERD, AT A3 (X o S HBIR B — 4 HRESULT KB ({8 S_OK, ZELN—DIEITIER.

5.3.2 RestoreDeviceObjects() 5 ik

SN IHTEF R BIE, 7E InitDeviceObjects():2 FiiliH T RestoreDeviceObjects() i, i 24
TAANARFZETEREREETEFOR AN, W24 EE InvalidateDeviceObjects(), R
J& ¥ 1] RestoreDeviceObjects(). 55 1 A7 ffi e REBATEABEXHABREE XS,

ITRESULT CMyDiDApplication: :RestoreDeviceObjects ()

{
f/ 1111 the vertex buffer with the data for a quad
VERTEX Vertices|[] =
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{
{ 0.0f, 0.0f, 0.5f, 1.0f, Ox0Q0££0000, }, // %, ¥, 2, rhw, color

{{(fleat)m d3dsdBackBuffer . Width, 0.0f, 0.5f, 1.0f, O0x0Qffo000, 1.

{(float)m:desdBackBuffer.width, (float}m_deSdBackBuffer.Height, 0.51f,
1.0f, 0xQ000££00, 1,

{0.01%, {float)m_dBdsdEackBuffer.Height, 0.5€, 1.0f, OxQOOO0ffff, },

}i
m dwSizeofVertices = sizeof (Vertices}/

// sixth parameter is new in DX9
if({ FAILED{ m_pd3dDevice—>CreateVertexBuffer(m_deizeofVertices,
D3DUSAGE WRITEONLY,
FVF,
D3DPOCL MANAGED, &m pVE, NULL b1

return E_FAIL;

VERTEX* pVertices;

// DXO: the third parameter has changed from BYTE** to VOID**

if{ FAILED{ m pVB->Lock{ O, m_dw$izeofVertices, (VOID**) spVertices, 0 ) ) )
return E FAIL:

memcpy { pVertices, Vertices, m dwSizeofVertices);

m_pV¥B->Unlock{};

return 5_OK;

I 5% 445 K 156 B T AR AE TR AR R e o B g A R

//{ A structure for our custom vertex type
struct VERTEX

{

FLOAT X, v, z, rhw; // The transformed position for the vertex
DWORD color; // The vertex color

b

/i Fixed-Function Vertex structure
/! In DXB: ¥define D3IDFVE CUSTOMVERTEX (DBDFVF_XYZRHWIDSDFVF_DIFFUSE}
const DWORD FVF = (D3DEVE XYZRHW | D3DEVF_DIFFUSE);

£ RestoreDeviceObjects(), #H A& ¥ . - A RHW {iifi- M EREMERERT 4 4
gt (WEI54) .

// fill the vertex buffer with the data for a quad
VERTEX Vertices[] =
{
{ 0.0f, 0.0f, 0.5f, 1.0f, QOxffffo000, }, // x, ¥, z, rhw, color
{ (flpat)m d3dsdBackBuffer.Width, 0.0f, 0.3f, 1.0f, Oxffffo0o0o0, },
[ (float)m d3idsdBackBuffer.Width, (float)m_d3dsdBackBuffer.Height, 0.5f,
1,0f, OxffO0ff00, |,
{ 0.0f, (float)m_d3dsdBackBuffer.Beight, 0.5f, 1.0f, OxfEO0LEELE, },
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(O0n o 05\ O Dyseaen, §
| (Moabjm A 3dedBackiluller Widih, 0.0F 058, 110, GeffYO000 . )

M ety 2w Betumor ot 0 EF 4 0% Hermam 5

{ e Sci oA Thifrar S 1 (D aa A MBI Mg
S ), M i, " |

-

— - E—

54  basic 7<) 70 45 45 T

BT AT T A A R A5 ] (screen space) *PESHIMY, FmERAT A, LI AR TiE%&
Geob i R KRR R, REFRREENHNR IS HHES (frame of
reference ) , LB EHEMMALPL RS G Kb () 2D 67 B4R R,

1 T A5G E LA J7 SR BT, AT A AN TG B o — /N L 7 A Tl B 200 AR b
RZKMBEMERT . KRELIIZLE Direet3D T )5 Fe A7 B 1k

S AT AT LR MBS, PRI . FrLL, SN0 NI CRITH A%
AMME ) TEOR,EMAE LM, TAK x. y 84540001 0.00): T AK4105H
2 LERET B 2 DT, e F4 LA WINPT EHR TSI, HTFETFM: %
N 4 MTRAETCEME T 4 IS, 4 F. 4TS HE — 2 (00 0.5, X
BAMIA L2 G RATAT AL, B A A7) S 2 2200 8% (2-bufifer) , i1 CMyD3DApplication
A 125 R 3 P

m_d3dEnumerat ton.AppllsesDepthBuffer = FALSE

(LI A RTS8 4 ST RHW {7, {541 Direct3D ik I A5 L4525
Il FriK43[H) Chomogenous space) » fEIXAN 7 ] &K S 41 Direet3D [ 4 T 45 B2
BERESER T (0% 6 S sh@ L g SN E EE TR AEOAR. ) BE—ITRS
BT, AN Ox IRAL Tl LB SN AR T -1 it 3. thF 4 AN (ARGB) MR

BIE e SIEPTIRY RS AR IR AL T 5 S b R R T 0 — - D0 [R5, IS B £ L 1 % 15 00, 0) .
T MRS 300 25 ) oty 5 BB 0 A 2 s (ke (SRS 300 T A S DT 2D e 7 e i Wb RN TR
trEdm, WA
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i — - e R R B 7 LR TS AR, 55 1 A T $R0r alpha, 3B 2 BHAL
Farfn, L. B, £ b AR b SR B 0 s B A AT (L I E M m R, Wl Adobe
Photoshop i Jasc Paint Shop Pro, #B#{T — AR S ME K4S VR RGB LR TR R ]

bk mE AP 5.5) .

- [
O o

¥ Limk ook ITML coge | SFFOCO0

=

[ 5.5 Jasc Paint Shop Pro (B0 L%
AT A ek LA A 3 o) e T 28 1 5 R 5 () 8 FF] T 2 8 88 o R A7 A T0 3 (B 1

\f( FAILED| m pd3dDevice->CreateVertexBuffer(
{/ Bize of vertex
m dwSizeofVertices,
{/ buffer usage
D3DUSAGE WRITEONLY,
/| description of vertex buffer
FVF,
/! memory pool
DAPPOOL MANAGED,
// pointer to vertex bulfer
&m_pVE, NULL ) ) )

return E_FAIL;

(o 17 5 408 o B9 A S R U B M TE W S 7 . (ROKTR I |- g 45 1N FR I A PR
CreateVertex Buffer() i 40 J& F] ¥ G & T0 £ 98 pP 2311 . m_dwSizeofVertices {517 35 T # TS
/AN, FVF RAFE TS, m_pVB (R 17812 (0] T A3 28 b 6 1 L (a5 T R i & L
s W, (H4GEMRRE— FHaiie, X S8 A R AT E RS Cset of
primitive) Tk CHIbRE . BETRR, EG U T Direct3D S T I A DL, 1T
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A 1 2 A8 H T S MR AR I 515 B . TS B S 58 MUHE basic.opp SCHREMRAL, £ BN
QU-F:

// Fixed-Function Vertex structure
/7 1n DXB: #define DBDFVF_CUSTOMVERTEX (D3DFVF_XYZRHWID3DFVF_DIFFUSE}

const DHORD FVF = (D3DFVF XYZRHW | D3DFVE DIFFUSE};

IXEehR S & U Direet3D 5%, IRETSE DR NARSN. NiXBHECI SR
Bi%, 7E DirectX 8 JHE#| DirectX 9 AR, SREMIEEREE T —2ak, XESHBE
SRR, LTERH — A4~ const DWORD 78 & 3K {C R #idefine {RZ TS HRE . d3d9rypes.h L34t
TR VIR RGE, X PRR AT AR R — AT s . BAMEX MR IRIREt T
TeRE, el F B SR ALATER . S 25185 (I DrawPrimitive*() £451))
ok, IDirect3DDeviced ) CreateVertexBuffer() e 3 # FE—MXAEF bR RN S, HH S HHE
SETH AL SAL M0 ) MY AR A ST v e~ AN LY. XA EF E RS REAS, MRS EM
1 rOREE R Ay, AR . B, SURAMEANEE. BaEE, —AMESERTS
R AR T A REARA T I — R H 8 —— WA PRI A R B, LR
Yokt fREE A, —ARMRFERE TEERT, oRE AR —4 3D LR
BT AL BB B, 0 S 1% S48 R 0 D 4 468 ) BV TOR A AR5 o

g

RA 12 B & e ( fixed-function ) &9 K L0, AEBAXFF X k2 LT E
&, —AEF S shader 49425 2 RE 846 i s i 68, B HTH.E shader HITRE B
B — A FM e shat, RAHALS B A FHALSF ¥ BT A A,

D3DFVF_XYZRHW #5355 B R G AR 5 ) 8 6 TR S 43 T2, Direct3D FAEHE
MEXPEf IR e, AR UL, Direct3D BRAN S B FLMRRE O BEAT FF B F G 0 e Sl 2 B T
BT o QAXANRBIRRIER, AU S TR R M AR,

D3DFVF_XYZ #rERF T DIDFVF_XYZRHW, &5 51 R G AR RS B Eod s,
TR Direct3D A il Ty A5 ¥y Tk,

D3DFVF_DIFFUSE RATH SR BF F — 8R4 (diffuse) B4 . &8
D3DFVF_SPECULAR F7RW i sh & — DI R 81 (specular) BR{E R4

By ik

S 4% B T %, shader KB 2 2h 45 &4 147K 4 6, BALFRREIA-ET, A# B
. shader Bf, YRELHAE HCLIP 29 /438, &bkt A-1.0f~10F 4B A, i
F 6 FF T H B M0 7 4],

ST I RER Tk ki, THAUCEMTUE A TSI X B R RISEM. ks
TN MRS (LB S DRSBTS AR E RSP E, B, T
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R F R R 2 T DL — P R ORI, T BT K:
(1) T/ LAEHRMTIAE, FAE x. v. z bR,
(2) RHW, FX wAAbRBEI%E (GER T Bl fmis) .
(3) #B+5 (Blending) B{EAH, X 15 2 B 55
(4) T)NGEE, A x. y. z BIBIES AR R,
(5) TWAREKADY
(6) BEFHE, BEKHM RGBA 1,
(7 SR HHIE, BERHNH RGBA {1
(8) LUBABREES 18, VRS u v R AL KR,
Blm, A T S5 A] LU RERY

typedef struct
{

FLOAT X,v,z; // position

DWORD diffuse; /f diffuse color

FLOAT u,v: // one palr of texture coordinates
} MYVERTEX;

TRLZR AN b T3R8 SUXANT A S5 a7 &
const DRORD D3DFVE_CUSTOMVERTEX = (D3DEVE_XYZ | D3DFVE_DIFFUSE | D3DEVF TEX1);

H— PR

struct LineVertex

{
FLOAT %, vy, z; // position

HE
const DWORD LINE_VERTEX = ( D3DFVF XYZ );

LU 2 — A R Aol

typedef struct 30bjVertex
{

FLOAT x, y, z: /{ position

FLOAT nx, ny, nz; // normal

DWORD diffuse; // diffuse color

DWCRDL specular; // specular color

FLOAT tu, twv; // first pair of texture coordinates

FLOAT tu2, tv2, twl; // second pair of texture coordinates

FLOAT tul, tv3; // third pair of texture coordinates

FLOAT tud, tv4; // fourth pair of texture coocrdinates
} 80bivVertex;

const DWORD gSChjVertexFVE = {DIDFVF XYZ | D3DFVF _DIFFUSE | DIDFVF_SPECULAR |
D3DFVF_NORMAL | D3DkVE _TEX4 |
D3IDFVF _TEXCOORDSIZE2 (0] | D3DFVF TEXCOORDSIZE3 (1} |

B HPAAER RS R & WA R KD, W SIK 8.
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D3DFVF TEXCCORDSIZEZ (Z) | D3DEVF _TEXCOORDSIZEZ (3) 1}y

D3DFVF_TEX4 #rx & 8o~ Direct3D 5] %, X H B SR S 4 A 7004 bk
D3DFVF_TEXCOORDSIZE* b &R E T A LRI HE M (2 40 3) RSB RRETIX
I, tedn, 82 HAFTEIRH 3 MEAESEAM. XSRS T R B k£ R 14y
HH.

H—MREERE R Direct3D IR E . 7€ Direct3D 8.0 N5 AT AN RHIEE IS,
LTRSS R LA BB A —EHE. WA mipmap. HRIEE. 75405 &
WM R T P

{1:iH CreateVertexBuffer) 7L, AlfEA—4 D3IDPOOL _MANAGED #F & KI5 E &
FOZADBTIET# 38 X PMREE X T AT RETUEMP B M43, A RBITAEER.
MU ABFEHAARGTF LR SN HIXN, TR FhEFHE (i 128-MB
DDRAMID) . (A RFENTFPREEEE (Ll 1024-MB RAM) |, Direct3D ZE4E M TR
BT 16 38 K I 3R A AT S JBUE B IE M BIAERE 28, (DR SR s AR A F B R S
FotEs. BRI BHRENR, REEHEIREERE#ERA T D3IDPOOL_ MANAGE
W A7t bR R AR 3

£ Direct3D &, % -MEBRBENIE CRE A TRIFEHMNTEIEEL) K%
£ Ml (choosing a pool) . 1F DirectX 9 17 4 Fp A= B A7 (il

typedef enum D3DPOQL {

D3DPOQL_DEFAULT = 9, // BGP, graphics card memory
D3DPOOL MANAGED = 1, // AGP, graphics card memory && copy in sys memory
DADPOCL SYSTEMMEM = 2, // system memory, re-creatable
D3DPOCL SCRATCH = 3, // system memory, not re-creatable
D3DPOOL_FORCE_DWORD = x7fffffff

} D3DPOOL;

WRIRE— KR (scratch pool) , WIS ERANES, HE SR E T 50,
REEEHOZEE. ZHRELROERTRESREER BN SRR ok, &%
(FIX AR P E SFERIT . Direct3D % % L5 RUX SS9, S LA EERs B o
BIEHH bR R, SIS LA AT A ke, M M 4. DirectX 9 5 A JXHh
WA R T EM APL B T CreatelmageSurface() i 3. %, D3DPOOL_
SCRATCH #:3%[F CreateOffscreenPleinSurface() -&# A, FEEHBRN— 45 irE
CreatelmageSurface(REIH . HE MM ER . ik, S EA TR,

WRIEE - R (system pool) , BWHSEBEARENGET . XHBORBETS
&LRF, BEABEEROE. B4, TUEMTHENEREE. Eik, T Rsa
it BRI B Kb BRE, MRS X b

BIEE T~ HEE L (managed pool) B, BIHSMIEA B FE AGP i3, A4
WA — B NERENTF P B R0, KB B T HETEF BB AGP 774238
T B TR GE TR B R RE R R A R ET — A E , ESUE B AGP/
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Direct3D #Ea S AT HAL ( F Z48)
B EfFtaaET .

s P NBR AT (default pool) B, EIRIBH TR K AGP R T . B
FREMEETE AR THRAMGMASET, ERASHBIRIIEHELEREETNE
WM, s M. By RSN “ REAFE AGHE FHEHSENE
#7 RAEREE. AR FRASEREE, RGeS RS IE RE R VBB, R
FX LM, BeRR—EREREAER%. RAMRBSET LA EHNMERFE SR
B,

B 3E

AGP ( Accelerated Graphics Port, A BH% 0 ) £ —#HKF PClejio, ©AF
i1 3D B SRS GE K@ik, 3242 AGP B A BB B 484882 2 448
&, AR R 66 MHz (3R REAT, 12€ AHA4AY ARG LA SR TGN R 3
B A, FAEAES K FRAEEA D) 133 MHz o8 S EfTi .

o — M HE A F IR R BFR S A 0 BRIA T BL S 20 R 3 AR
Foigal@RAER SIS mEE. M, BN TR ERNHEF 2SR RBERERE
—MREFHERE. A, @FFERESMEEWES R, RAMBRILEBX
Vi lFf

MERBARBEEN T, EALERGER MESRRE. KRBT RN B
AR HEFW 3. RRSALBERE b E R BRETV HEFESET. £EE
## (managed resource) RHRLEAFIFN, HEIREERN, AHFEEFOH. RE\ER
Mzis: RAEREAEESF R E, UM ERLER. SN EAXKERDET Lia
1T. FHATFAE —&ILAEEH (Unified Memory Architecture) 11 34K, M ERHE.
BIAZEIR TR b, BEFSRENTF (BRRAM) TR MMEHFFRIT L.

AR R ABRIERIA BT M CreateVertexBuffer() B3 D i 10 s Bhrh 28 1L B L it
FIEH XA BRI 5 SRR — MR R TS S epas 388 . 4 DiretX 9 %, FLFIA
TH e MRESH, NHHWEN NULL. B2, SEAWCEEH AFMH, BTk
£ F—4 DireotX A&+ {#HH).

TERVEE T IR LT8R A Lock(OBIE /G, 8 o] LUA memepyOXIRFE T R R4 T

VERTEX* pVertices;

// DX9: the third parameter has changed from BYTE** to VOID**

if ( FAILED{ m_pVB->Lock( 0, m_dwSizeofVertices, (VOID**)&pVertices, 0 ) } }

return E_FAIL;

memcpy { pVertices, Vertices, m dwSizeofVertices);
m pvB->Unlock{);

i — N BEERE S CPU ViR H R AR . I8 T RVFAEFEE DT 4, HAMT T &
TR R R ST B E A B R AT AL (serialize) « X —MBER - A GR8E—&, BiY
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WoMERR - NMEESWRXEB AT, HASKRE ARG, F5EE i T nig
MR, LockQPaBORIE R X

HRESULT Lock(

UINT OffsetTolock, // offset into the vertex buffer

UINT SizeTolock, /{ == vertices * SizeOfVertex

VOID ** ppbData, // pointer to memory buffer

DWORD Flags // hints on the usage of the vertex buffer

I

BN BHEERF AT AT SEMENSERERA—MRBRBEE. L, 5824
SHERMEAN, SRR A — TR A5 E], HAL AT M R
(]ES

B2 KRDBROEIGE S, TLHBRU—ATEH AN, 53 ASEER— 1 ER
AP X fIIEEE . BIR-— AN BT X G 8 P T 5 8 b 584 1K O F 4

B D3DLOCK_DISCARD, M FFRIFEE &SR F 468,

D3DLOCK_NOOVERWRITE, T A&t RouEs.
D3DLOCK_NOSYSLOCK, fuiF Lock()HH i ot A =,
D3DLOCK_NO_DIRTY_UPDATE, 4 AT )5 28 s S5 AR N dirty K C,

D3DLOCK_DISCARD 5 D3DLOCK_NOOVERWRITE #7210 % HS e &k 45 $04R &F Hi(dg
€T D3DUSAGE_DYNAMIC #5 ) (1B b3 4 4 8, 755X 415 5% W 3 96t i,
D3DLOCK_READONLY #r5 AHEN AR AL mEnRE AN A TR, SEERUEER
. (non-native) ¥ U17ft, HET AMUMNHRERNSE, FUVFTRETER M — %8
bR, FTRATRE — NS BTHRAE 0 A RVFAD, X3RRI LT AR R i 12 o 3 T 5
R ARV IR A P4

CITH A OBUOR R TS 8805, 0 m pVB—>UnlockORMIS IR . KB E %47
RABVUFN TN RGNS B, ERRENRL, BFRR L ConfirmDevice() .
OneTimeScenelnit(). InitDeviceObjects(). RestoreDeviceObjects()2 71 [ 52 B IBI4E ki 2.,
B PORBNERIEI, %055 £ B i FrameMove()R Render()ft i 2 i i L1k

5.3.3 FrameMove() &%

W FHBRAEEEE, FLE FrameMove()H T EAIET LIS, 7 F 38 LA =3
th, REEMNBIXERE.

HEESULT CMyD3DApplication::FrameMove ()

mt:#&mmr%&ﬁ@%&ﬁ%&m—%%ﬁ_ui%miﬁﬁaﬁ$ﬁﬂTc&ﬁﬁTﬁﬁm%ﬁ-Wﬁﬂﬁﬁﬁﬁﬁ
*mﬁﬁﬁﬁ@ﬁﬂmw&f#ﬁ$¢«H¢$&ﬂmﬁ¢ﬁiﬁﬁﬂ$k“ﬁnyﬁﬂ”,
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t
return S _CKp

}

5.3.4 Render{}fR%L

A —WE R A Render() ik, HH TR 3D ERMAL L. EHFITUR
B YRA . R A M BLAE R — MR

HRESULT CMyD3DApplication::Render ()

{
/{ Begin the scene
if { SUCCEEDED{ m pd3dDevice->BeginScene(} } )

{
// In DXB: m pd3dDevice->»SetVertexShader( D3DEVE_CUSTOMVERTEX )

// Passing an FVF to IDirect3DDevice9::5etFVF specifies a legacy FVF with stream 0,
m_pd3dDevice~>SetEvE (FVF }; // new in DX9

// DXB: only three parameters. In DX% the third parameter is new
m_pd3dDevice->SetStreamSource( 0, m_pVB, 0, sizecf (VERTEX) };
m_dedDevice-)DrawPrimitive( D3DPT_TRIANGLEFAN, 0, 2 )7

// End the scene.
m_pd3dDevice->End3cene () ;

}
return 5_CK;

}

Render()id Fi T BeginScene()/EndScene()fR B xt, A& I iE ez aiiiAl, BHEER
Z )G W . BeginScene()= 1t R BT HAMBWEMTERATN W HESHRE. ebs
WE— P REREFRIR - MERIEALEIEF. H— 1M HEReTRERE, =il
BT 3 5L AR R M, FHiR|r) D3DERR_SCENE_NOT_IN_SCENE. HiERTHGE, &
W8 EndScene(), ‘tiGERBRIL M IR RA T BRI N RS, BISFTEEEIE
ISR R T8 .
Fir i
i B — A RARA P % k42 A BeginScene()EndScene() & & xF, B A&
PowerVR Kyro #= Kyro 11 ( http://www.powervr.com ) X445 F 43K ( scene-capture )
B A% b 2t T 2 kA A BeginScene()/EndScene() &8t 49 L& L iEE T4,

Direct3D v LU — R T FBAR TP BT ML, XL 538 T Direct3D HiKER
FIARRAEEY . Flia, H1 £8ERDURTFH M EMZELE, B2 X R FHEHAR,
03 KARTEFT A o AR . SetStreamSource(VFREHE A FH T 3ZFIXEEMThRE . XA HENTFE
EEDAP

HRESULT SetStreamSource |
UINT StreamNumber,
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IDirect3DVertexBufferd *pStreamData,
UINT OffsetlinBytes,
UINT Stride

Vi
B ASEGER TR REREESAR, &2 Al LA 16 A FEIRIEIR T .
DircetX 7 WABEM A B — REORR, A EF g IHeS 16 B

0 A B EIRAL T RTOKIE . HE, TR MEM T AZ N RTR HH{FRE m pVB.

o A R — A 4 SR Sh BRI K R ORI A B AN TR S PSR 0 FVE 3
B ST AR LRI, X R LA 4 M BB RS VERTEX ZEH
9. B, A R TR ALK R, RERl— TR gk R A T LA

DirectX 9 SDK H! f Fur 77t /& — MR AF I8 T, T2 5t B 2 AT BLL T A shader SR AEATIL.
F T A B R A T XN A R T R P AL

All passes: stream 0: Position, Normal, Diffuse vertex color

if (tinpass)

fin pass stream 1: texture ccordinates for fins

if (shellpass)
shells pass stream Z2: texture coordinates for shells

A AT ST RS T, SetStreamSource(QFFRE T 0 SHMMTHRAME. B BR
B, I TR —&IITIEER (finpass) B, (Fft SetStreamSource(REE T | 5
P, ATTEGHE fin (BE. BRD LR, SAMERLIZER—4IMI BB (shellpass) F
i) SetStreamSource() KB & 2 SF, LAMEEE shell (555> MLUFRARAT. fin A shell AT IE B
(13T TT ok BT A B e A gt B, 24— A B BB TR E FISE R,
DrHEERSAEEXLY, EAEXAGHERS [BAeFARIE.

My
i Th.5 5 U8 M TR % shader B, #IES X FRE T dULE B oA K h Ry K,
EAH TR AR ST BT LER.

iV 25 DirectX 9 B MR A SetStreamSource(WRIN T HE - - MRABRIITIRE, KUTH
b T R BRI LockQR M. XHAN L AMFRERMEEE T A TRAZKN R 1R
AL

DirectX 9 Fi1 5 - RIIAT SetFVFOF KL, TAAFHE hAERHKE . WRE
HIT — ATH 5 shader, MI%% A SetVertexShader(3AUEs . 7EIX B ¥ BT A shader, B
LARZ (% SetFVFQRA%. %R R — 2 HuR 2 T,

m_pd3dDevice->BetFVE{ EVF }; // new in DX9

7F Render(Qf i B R H A A

m_pd3dDevice->DrawPrimitive ( D3DPT TRIANGLEFAN, O, 2,
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A M 7.0 A 2 )5, DrawPrimitive()13 7 —26384k . &AW Lai 8BS A RNE S PIELRE
XA RINLAET. R H, NF 4E SetStreamSource() 75 8 1 $ I i
DrawPrimitive() [ 15 ik 1.

BEESULT DrawPrimitiwve{
DIDPRIMITIVETYPE PrimitiveT ype,
UINT StartVertex,

UINT PrimitiwveCount

3

DIABHELTEERNEGER. H 6 A ARIKETHA: DIDPT POINTLIST.
D3DPT_LINELIST. D3DPT_LINESTRIP. D3DPT_TRIANGLELIST. D3DPT_TRIANGLESTRIP,
D3DPT_TRIANGLEFAN.

typedef enum D3DPRIMITIVETYPE {
D3DET _POINTLIST = 1,
D3DPT_LINELIST = 2,

D3DPT LINESTRIP = 3,
D3DPT_TRIANGLELIST = 4,

L3DPT TRIANGLESTRIP = 5,
D3DPT_TRIANGLEFAN = &

LADPT FORCE _DWORD = Ox7fffffff,
} DIDPRIMITIVETYPE;

ABMER T =/ ME (DIDPT TRIANGLEFAN) , HA R EN=RB AR —I TS
(WHE s6) .

v3

v1

vd

v5

56 —MbU3PZARABRPBE (—AEE
HPRMAFEHAT 24Z4%, BERAKESRITIIFHEBTA. FUEEY F,
WAL HRIIEHBZE—D =R (LES5T) .
DrawPrimitiveQI % 2 MSHAEH AT S ST —MEEBEERS]. XAEE Lock().
SetStreamSource() R HIBIHRT M E—H. BE PSR R LB TH N, £ 5.1 TEHR
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fEAF RS | i T s o o S B e

—— o AL T dphdim A St i

H 5.7 sEFEFEPH 2= AN R

£5.1 B8 (LT n BREATE)

D30 @ AR B8

D3IDPT_POINTLIST PrimitiveCount = n

D3DPT_LINELIST PrmitiveCount = 0/2
DIOPT_LINESTRIP PrmitiveCount = n-1
D3IDPT_TRIANGLELIST PrimitiveCount = n/3
DIDPT_TRIANGLESTRIP PrimitiveCount = n-2

DIDPT _TRIANGLEFAN PrimitiveCount = ri-2

EAET, TANER 4, LB M 2. BE—40F, @l 4 M=8EFrdE
(IR A — N YA RS, WA 6 Tk,

FOHEEST T DrawPrimitive(pR 8 IR — 2%, 304010k 1 45 oA A4S i S A 5 il
FrameMove()5 Render()41A%) #1444,

SR T A ES TR BB EEN, LS L S TR R R,
bifl 5 K5 22 1T InvalidateDeviceObjects()f! DeleteDeviceObjects()i % R EALES . F— 454
A4 efhy .

5.3.5 InvalidateDeviceObjects() ek %

SURCH] . SRR OO SRR %, #0658 InvalidateDeviceObjects().
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Hah, 7T R AL RSB B 2R A InvalidateDeviceObjects() -

ZEAE S, M EAERE O KM, 28/ InvalidateDeviceObjects(yeR ¥, BiJE H M
RestoreDeviceObjects()3k F Hi 812 InvalidateDeviceObjectsQ BT HI BRI AR i X TR AT Z2 0l 88K Ui
I RIXFERAL BN (P, S EREAEE LR/R) ¢ {C InvalidateDeviceObjects() B
¥R FIRE, S5 AL RestoreDeviceObjectspRE EHQIER.

HRESULT ¢MyD3DApplication::InvalidateDevice(bjects()

{
SAFE_RELEASE( m_pVB };

return 5 CKp

1
SAFE_RELEASE #:7F dxutil.h & 3, T
#define SAFF RELEASE (p} { ifi(p} ( (p)->Release(}); {(p)=NULL; |} }

Release() 5 4 1~ DirectX COM S #8S B — MRBER RS, & 2B 257 5 H
R4 R .

5.3.6 DeleteDeviceObjects() ¥

DeleteDeviceOhjects() 2 5 InitDeviceObjects() 4H Xt W ) o ¥ . Bk, ©H T #H &
InitDeviceObjects(YPA BET OV MRt . F4AF D, HT InitDeviceObjects()i& T ¥ A HAEM 5
WERMHGINART . FTUFEXE, REHMERLA A .

HRESULT CMyC3DApplication::BeleteDeviceObjects(}

{
return 5_CK;

}

5.3.7 FinalCleanup{) & %%

AR SRR M B E— 0 ¥R FinalCleanup(). X258 H— K4, XU AFRT
B BESY B2 o R B IR TR

HRESULT CMyD3DApplication::FinalCleanup()
{

return S OK;
}
HI AT FinalCleanup() % N i ¥t OneTimeScenelnit) & &5 A4 B o JL {7 %4
BRgrr)y , FTUEX BRI H AR TFERR.
PREZE VIR I -4 Direct3D /<ffl, FE=!
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54 Basic2 =fl

b i — A~ asfiAR e, XANRBIGR T UL PR E L

LIRSS @A EI PR S o

m o] (T HE AR SR LA TR

S o B e I P A SO, A A T LA R Y 3 IR A B SLERE A T —
FdE (WES8) .

TE P

T 010 R
i B 4 i 35 b
B
EEn

£ 5.8 Basic2 78

B e A A R R T L BR 2 DL EbTE R R R R s TE D
Rab. AT, B0 Ay 800x600 123 . RuT LR U A DAY K kIR AME. o
ORI R G &2 (back buffer) (FIF&. 130T LA ) PR B — L8 i T O B sl B
AR T TE 28 pp 8% 2 ™ A ) e 2L

B AT BRI AN TSR HAL 2500, Je % 2 250 9 /4 & A A A R 24 A HAL.
R ARE T 3%, W% b REF, B fTRG —#5 B RS HAL M &-F) /480,
ik B R “NVIDIAY 78, BARNE FR Leadtek (NG HHAMIK, (B ALK
2 NVIDIA [11Z% - Rz

B T X o o 1R B HH SR A LA B4, WA K e R T k. RAEH
T DirectX 9,0 SDK. () media SC{Fecb iy —akar . afLAFH, TEAPIThIXREABE LERAH
W AL ER T (LE 5.9) . Aid, fRe et 7 AegrEmuUp AR A 2 B T AU,
M T BT LA 280 8 pe XA~ o) R
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B 5.0 srpundd

K T~ HEBER ) R A i 2D (RS, D02

W 7T P E R 2 AERAN AT AR AR G, HER AT AR A T T R A

® {F InitDeviceObjects( &4, (] D3IDULI_CreateTexture( )l &£ ;

® 7 Render()ef 4o, HRAEHI AR B {EH SetTexture() B #9031,

B 7 DeleteDeviceObjects()4!. {#F SAFE_RELEASE()7Z B ZI 2,

Jo T GEIR e 0, ] LR — F — RSO A 2 dr 0], (RGOl —Ike, RS
WS CRMaE) |, G N TRECE RS N FETINERE R  QrmRg L,
Ko 2 S0B ] HEAT AR SR T R INEE D, BRI S RE XM, Bk, $REE
A B S S b F P Y EE L T InitDeviceObjects()/ DeleteDeviceObjects() i 4 {f
MK B — IR AR Ry

(@] d3dfont.cpp 1 AR LEAE LR AE 2. b T A —F0F AR ERIA, A $

(1) ENARFENLEEECD, BT HRE:

(2) R RT3 InitDeviceObjectsO i #1117 (-4 InitDeviceObjects() i 4

(3) {60 AR 201 RestoreDeviceObjects() e ¥t i ] 7141 RestoreDeviceObjects()
2R ¥
(4) (R FIFZAE £ Render()pA % (NRARRFR T EEMHFE—I) b, WA THRE
f'] Draw Text()eR 44 :

(5) wMITEEAE2E InvalidsteDeviceObjects() 3t Ul 7462604 TnvalidateDevice
Objects() 64 4

(6) {EIFITE TN DeleteDeviceObjects()ef 7, il Fl 146/ DeleteDeviceObjects()

52



£5F Ao

PR

(7) (LN RNTRIR SR, MR AR,

iE R B ., d3dfont.cpp e kKT R I R R SRR R R B R
i, {ﬂiq’li’[sﬁfﬁ‘f-"ﬁifféH‘J"Fﬁ—ﬁﬂiI‘T‘]EF'T"F:“E#I?%Z—E%/\I'*E%Egliﬁlqjﬂﬁ}ﬂ?%%ﬂﬂ*ﬁﬁﬂﬁ]ZEE
HEPAT.

T ek Fedi 1585 — M i & Basic2 T BT AT e i X L8415 . i FIX A1) o B B
FLEARBERAT R PR B & €887, LA Basic2 FJ ConfirmDevice(OREE <. b, HTIXE
T LA SR S AL, Bl OneTimeScenelnitO)B A 7. B, 4K
BN E R RIX R T .

AR R ROMERECT, BT -, AT ETHE, LETENHE
Fp 2 1 HTi8 of B0 TR F ORI R S R . XA MR R 12 S Aral

CMyD3DApplication: :CMyD3DApplication{)

{
m_strWindowTitle = T("Basic"};
m_d3dEnumeration.AppUsesDepthBuffer = FALSE;
m_dwCreat ionWidth 800; // Width used to create window
r_dwCreaticonHeight 600;
m pVB = NULL;
m pFont = new ChOADFont {  T{"Arial"), 12, D3DFONT BOLD @

}

M —AEET, REFWRANHEFENERE, BEATRERSREZSZH
EENEER. R, RUESTETHE, BAXEREVEE 5 SR HIRFERE
AH. RMERK T TIVABRFEORSEMER, JHEE QB & EA T 5 “Basic™.
W I AT R B N FALSE REASHIGIEEMS, HHEEBTOIEEvmLN
NULL. %4, il new BER R FHERRAHAT HEMNANIF. HmAUUEREL— PR
MrLsy, BB, b, FRaTRUS S NS AR S R 640480, BB -
TR, PR FRBRIE,

M4 DB TIWARFSE, BTEILRINRE - TAHFPE—NSERMHEXNE
¥ — InitDeviceObjects()pkEL

o

5.4.1 InitDeviceObjects()ek ¥

InitDeviceObjects() B ¥ F T ¥k S & HXEE R . YN HARTF N & 12
AW AR, IR A R, AT EREEEENNS, BMATEX R IR FAREI R
InitDeviceObjects(}«

HRESULF CMyD3DApplication::InitDeviceObjects{)

{
m_pFont->InitDeviceObjects{ m_pd3dbevice };
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// Load the texture for the background image
if( FAILED( D3DUtil CreateTexture( m pd3dDevice, T{"Lake.bmp"),
&m_pBackgroundTexture) ) )

return D3DAPPERR MEDIARQTFOUND;

return § OK;
}

HAHHAT D3DU CreateTexture)L A (utility) s ¥R T BLHE, THE 1| 4
BHURZ— M8 Direct3D W& H154: B2 A BRRLBIHE, BE-—~MEEEFR—
1" LPDIRECT3DTEXTUREY 8 f0454t, H5MQBEBHNR. X R L WK = RATa 5 20
VIR TR, IR IRR RO SO 2 R R — KM R0, BT, 7. MR
D“{#{H] D3DXCreateTextureFromFileEx()(| B £ 58 ch, R AT — A Th A B 3R A S B A
Bl

BIRBIULIE, RSN PR SR T WA, QI TR T — M kg,

5.4.2 RestoreDeviceObjects() &%y

RestoreDeviceObjects(Yi ¥ 55 55— MBI L WA K X s, Al %50 KoK
AR TR ENREA RN R HEXAREEN TSR0 R RestoreDeviceObjects(),
LS SR M N X A P (2 H R,

HRESULT CMyD3DApplication::RestoreDeviceObjects ()

{
// we don’t need any transformation —> position will be delivered in screen coordinates

m pFont->RestoreDeviceObjects () ;

/f fill the vertex buffer with the new dats
// Initialize to render a quad
VERTEYX Vertices[] =
{
t 0.0f, 0.0f, 0.5f, 1.0f, 0.0f, 0.0f, ir /F 2, vy, 2z, vhw, tu, tv
{ {float)m_dBdeBackBuffer.Width, 0.0f, 0.5f, 1.0f, 1.0f, 0.0f, 1},
{ (float)m_d3dsdBackBuffer.Width, (float}m_ d3dsdBackBuffer.Height,
0.5f, 1.0f, 1.0f,1.0¢, },
{ 0.0f, {float}mﬁdBdeBackBuffer.Height, 0.5f, 1.0f, 0.0f,1.0f, },
i

m_dwSizeofVertices = sizeof (Vertices);

// sixth parameter is new in DX9

// Create a square for rendering the background

1f{ FATLED( m_pd3dDevice—>CreateVertexBuffer{m_deizeofVertices,
D3DUSBGE_WRITEONLY, FVF,
D3DPOOL MAMAGED, &m | pPVB, NULL } } )
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return E FAIL;

VERTEX* pVertices;
// the third parameter changed from BYTE** to VOID** in DX9

if{ FAILED( m pV¥B->Lock{ 0, m_dwSizecfVertices, (VOID**}¢pVertices, 0 ) ) ]
return £ FAIL;

memcpy ( pVertices, Vertices, m_dwSizeofVertices);

m_p¥B->Unlock();

return 5 _OK;
1

FE A 0 0P AR TR B4 L AL BE S TR R .

/4 B structure for our custom vertex type
struct VERTEX

{
FLOAT %, y, 2, rhw: // The transformed position for the vertex

FTOAT tu. tv: // texture coordinates
i
BEREDTR AR OB RER TIRARNBEE, LR E Uay out) ZUIRRLSS,
{ 0.0f, 0.0f, 0.5f, 1.0f, 0.0f, 0.0%, }, // =, v, z, rhw, tu, tv
{ (float}m d3dsdBackBuffer.width, 0.0f, 0.5f, 1.0f, 1.0f, 0.0f, },
{
{

(float)m d3dsdBackBuffer.Width, {float)m d3dsdBackBuffer.Height, 0.%f, 1.0f, 1.0f,1.0f, |,
0.0f, {float)m di3dsdBackBuffer.Height, 0.5f, 1.0f, 0.0f,1.0f, },

FATUANBREP N ES AR m Al tv, SN TOEAE v, A THEEBS R
ek, Direet3D BRFAFEREH -4 MR, FREEHR T —RASEHN
Rgmht Ty, H A E R EEX H][0.0, 1.015.

AT HOENR)— AR e EIA FARTUEE, T8 AR v EERE Y 0.0F iR u R v
a8 A 1Lof, WL ERA TAEEBA FAKTOE L. L2038 2 5 R4 6 —
i, #RUA BRI AT i 5.10 Fias.

IR s R A 77 S B S TR o 4 T AR IR A )

/4 Fized-Function Vertex structure
canst DWORD FVE = (DSDFVF_XYZRHW ! D3DFVF_TEX1];

BITEL L FVF 58 X, Direct3D SIS M FIUEHAR 4 ©HFHAT A B
FF LB R TR P SO AL BRIRFE R

'IHITBIAHEL, RestoreDeviceObjects()iRi ¥ [ HAL 5 WA H AT, TH A 2R LA E
LK. BiEMIE.
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S ¥l Dlamond Sleann (| S50 Xirema
(0.0, 0.00)

510 “EAR

Pro] LLBELIX B K HEAL e 3¢ FrameMove(), B AASTR B (T R MF=ahm, FrblE 2
20K kEEEE, RE — FHBEF LS9 Render() ¥,

5.4.3 Render() &%k

X4, Render()fR #8082 AT B P b F (L. FOEE A T FAEM L2106,
SR SR ) 4 41 L

// Beain the scepe

if( SUCCEEDED( m_pd3dDevice->BeginScene() ) )

|
// et up texture stage states for the background
m_pd3dbevice->SetTexture( 0, m pBackgroundTexture );
m_pdidDevice->SetTextureStageState( 0, D3DTSS COLORARGL, D3DTA TEXTURE );
n_pdidheyice->SetTextureStageSrate( 0, D3IDTSS | _COLORGP, D3DTOP_ SELECTARGL );

// Passing an FVF to 1Direct3DDevice%::SetFVF specifies a legacy FVF with stream 0.
m_pd3dbDevice-5>SetFVE (EVE ) ;

m_pd3dbevice->SetStreamSource( 0, m_pVE, 0, sizeof (VERTEX) )/
m_pdidDevice->DrawPrimitive( D3DPT_TRIANGLEFAN, 0, 2 );

/1 Qutput statiatica

m_pFont->DrawText( 2, 0, D3DCOLOR ARGB(255,255,255,0), m_strFrameStats )i
m _pFont—>DrawTexzt( 2, 20, D3DCOLOR ARGE(255,255,255,0), m_strDeviceStats );
// End the scene.

m_pd3dDevice->EndBcene ()5
|

S, AEHE TEBER AT, BRI — N 2R 3 SetTexture() it & 1
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Bs®E Kk

ey, A BT DrawText(RSE B2 F0 1 B4 Bon A H 1 &S KPR, wEF
IR aai = e 2 0 ) A
IDirect3DDeviced::SetTexture() 45—k LRIEIR L % & PR TR Bl Direct3D
B 8 ALURINEL, X EREF T LA — K DrawPrimitiveIH WA ER L 8 5REEE. (A
i, #RUSTTLLE 7 B DrawPrimitive(), JXFRAN“EZRIFH (multi-pass rendering) " —K
8k it —* DrawPrimitive(}iflHl. ) 77 SetTexture()RI%E | NS H P H B — A HEFEHNLSER
Erimr. B, SUERTBA 0 JMGR S, EBMSENBNR S KRB, bR
MY R — K SO . AR B T SRS T 0 SRR
C WM — AN AR R T — AR N MAT AR, R R Direct3D WAL F—IREE
WSR2 T, —E SO R B A SR E T 1. R 3D R HEAE G
HHEOHSE, WLFAAeLHS M E L2 EHEMOE, WL ENTEHA
DrawPrimitive() PR $ 2 ATk ra iR E.,
VBTG, YA SctTextureStageState() ¥t B IE M LCEp Be i fE, Al
B BN AT

m_pd3dDevice->5etTextureSragestate( O, D3DTS5 COLORARGL, D3DTA TEXTURE );
m_pdidDevice->3etTextureStageitate | 0, D3DT38 COLORCF, D3DTOP SELECTARGL) ;

HRESULT SerTextureStageStatel
DWCRD Stage,
D3DTEXTURESTAGESTATETYPE Type,
DWORD Value
I
SetTextureStageState() @] fi] F 2L A R IAF Sl (material ) Z A1 X BB R alpha {FR S
(blending) o TJ/'EH4E5E Direct3D LU 5| NG R TI FI RIS H . HAMERTEMSE
HLHE, &% 1 MSHPLARERZEMENNEENEYS. B2 N8R EAFREMNY
AR AR, AR EERLL, DIDTSS COLORx #ARAR DIDTSS ALPHAX HFIR
A WE SR TEH—4 RGB RIEFRF—A alpha b1 =i 108 5 FEAPERIKLE DA 347
LB FEEK 43 parallel segments of the pixel pipeline ) (KR . &£ 1X A, 8 2 > SetTextureStage
State()ifiid D3DTSS_COLOROP REFE—Hifa k. D3DTOP_SELECTARG] S8 414L
Y OCHEHS 1 MBS Gargument) RN . B 1 4 SetTextureStageState() i T & H T2 1
PNEH LML SetTexture) IR A M HEL., TABHE Ha, RESEATHRIZELE
(multi-texturing) F1 2 KL (multipass texturing) .
AR ELER, BHUSaF AR KT INKRAA SetFVF()) . SetStreamSource() «
DrawPrimitive(}-
{CRARAER S ES, DR FEEHEHRE DrawText(). RE—NIEFHIHH
WERE, BB CRER—BRIFNENESHHE.
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f_pFont->DrawText ( 2, 0, D3DCOLOR_ARGR(235,2353,255,0), m_strFrameStats );
m:pFont—>DrawText( Z, 20, D3DCOLCR ARGB{255,255,255,0}), m strDeviceStats };

RN SERE B RLARMGE, LB A EAL RN GRE ST SRR aaE
BAMEMFREZRERE . T NSRRI ARBE. ME alpha BB, 48 EENEZG
BE®A 255, WEBIERY 0. HMK alpha (1, FHSEHE M,

EPXHAT B M350 m_suFrameStats ! m_strDeviceStats, "B ff & X1
d3dapp.cpp TP A . m_strFrameStats T R GA KW, FOHTTAEE. a2k
I mostrDeviceStats Ron W& R BER (B0, hw vp FI& LR, FiHER
ST T AT o IRATLABHIA — bR A T TR AL 03X S0 B0 2H | 75 e

5.4.4 InvalidateDeviceObjects()e& £

InvalidateDeviceObjects(YIfI] T AR M R & ¥ . THBILT RestoreDeviceObjects()

QU T 8 rh g

HRESULT CMyD3DApplication::lnvalidateDeviceUbjects()
{
m_pFont->InvalidateDeviceQbijects();
SAFE_RELEASE( m_pVB };
return 5 OK;

5.4.5 DeleteDeviceObjects() %

DeleteDeviceObjects() 4= %} 5% J* InitDeviceObjects() &) /8 £, ' H + B B % 77 &

InitDeviceObjects() P A B FT % .

HRESULT CMyD3DApplication::DeleteDeviceUbjects ()
{
m_pFont->Deletebevicelbjects();
SAFE_RELEASE( m_pBackgroundTexture );
return § OK;
}

5.4.6 FinalCleanup()e& ¥

NAEH —F, #5HRET21AA FinalCleanup(). BT i ahid 76 OneTimeScenelnit()' [+ # % 43

BEAT R BT, B Ll WA 2 St R R

HRESULT CMyD3DApplication::FinalCleanup{)
{

return 5 OE;

}
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£5% La
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|
{t OneTimeSecenelnit() 4 A f7 FIEM ZR 7T, BT LA OE LA i 2 (AT (T ik
IRAE VRN % %] Ui ¢E Direet3D o {E FISCEEM S, Lnfe] {7 d3dfont.epp $2 ki (A
AR ENSE T I, Basic3 7% 55 /4848 B — Rl 04 B8 e 26 008 B 0R L () fh—— = 4

(triangle strip ) -

5.5 Basic3 =8I

%Mmmw.mm3EWRﬁ-%&%mcEﬁﬂz%%m%hummmmmw¢mﬁ
RE T, AETREM=MEE. € LFUNEEL, SHETESEST cache. Eit,
ETHES A EAFAAATIERE . A X F AU T 4 AR S, hRA R
FEftAdE EZER . BZhipl, XBERHERLSE, R E RestoreDeviceObjects()H7,
CAT — P 008 T I e 48 e 38 e (T A5 0

| 0.0& Q.0f, 0.5f, 1,0f, 0.0f, 0.0f, }.

| (float)m didsdBackBuffer,Width, 0.0f, 0.9f, 1.0f, 1.0£,0,0F, },

( 0.0%, r',onat'-rn_djdsdEackEuffe:.Heighr_, 0.5f, 1.0f, 0,0f, 1.0f, J, // %, ¥, 2; rhw, tu, tv
{ [(float)m d3dsdBackBuffer,Width, (float)m didsdBackBuffer.Height, 0.5f, 1.0f, 1.0£,1.0£, ),

AN IS H (T8 i AR 0 B PE R BB R 0 F I Z EDETRRE. 5048 2 1 fi

MR MRS RA LAMTINE, &I HRAETARE FANTA. B BRTEAZ
2

TaAL s e ) WD Sebmrapg

A falilisk
K A Ta s
ZEF I
6 F AL

S (A= 4T B T O T A



Direct3D A HAZ T T1HA2 (£ M)
H— PR — N AR T T A RT:

{ 0.0f, 0.0f, 0.5, 1.0f, 0.0f, 0.0f, }, // %, ¥, z, thw, tu, tv

[ (float)m d3dsdBackBuffer,Width, 0.0f, 0.5f, 1.0f, 1.0f, 0.0f, },

{{floathm . didsdPackBuf fer . Width, {float)m d3dsdBackBuffer.Height, 0. 5f, 1.0f, 1.0£,1.0f, 3},
{ 0.0f, {(float)m d3dsdBackBuffer.Height, 0.5f, 1.0f, 0.0f,1. 0f, 1,

KBTS RFRSE —NUAR, kikk: EEfi. Ak, ATA, £ TH. X
“ELGE- MRS B AFEER=AREE T AR, fll, FHX—EFADL
ARAEE 6 ATo s, RIS TR : bwdEl. A/, AT/, Tt
g, EFH. LA AREAENEAN T=AKLERS, WRKFNKXRY: ETMA. £L
f, LugdE. FodmE. A Lf. ATA. 38, ERR=A&FETNTSR, 8 3
MELHI TS SR — N =/,

L RTRN R B R E R T 4 MRS, FURGEP DEEF U0k E. MES
AT, —AEEE 3D BEERE R B TS AR . IERERHETER
By T 3D g8 (30 discreet 2R 3ds max. Caligari 24 %)) trueSpace) RH#EH . HiX
B i AL TS A= AR B EFHEF A = A& R TR MERMES, RZIFR.
MiZMEFBERITULETEOERFERTRKR. £ NVIDIA ) B %
(http://developer.nvidia.com) LR —PMXEHIEE, BRTLLE—MERNFATSER S
RIEZAFKTE.

AP EATETENE A Fk R Render) tf ¥ T 1Y DrawPrimitive(), 7E 17 H
DrawPrimitiveQ i ¥ B SRR A =HA & W .

HRESULT CMyD3DApplication::Render ()
{

m_pd3dDevice->DrawPrimitive (D3DPT_ TRIANGLESTRIP, 0, 2);

return 5_OK;
}

KT AFERZEFHE. TP RmOENHEETIENE (index buffer) /5 KB,
HeAdH MHAEIH=/AEFIE (indexed triangle list) “FFH B TIEH,

5.6 Basic4 =8

Basicd 7~ B8 T LA FFEIA Direct3D $51L:

B RS mE (index buffer) ;

B ETRE— RN = AR,

FETE—+, BFBARTERLTINEFE L. ST 48Tk B89 8 FH#i, FHED
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#Zs5E KL

S R FIR T T4 LU R 34 5 | BT R B R RERE T

H T UL B TR S b e, Reaizesbl 34 0R:

(1) TERIER TN E -y, RN ERIEmE (ARG R
RestoreDeviceObjects() > :

(2) £, 14 SetlndicesOW B K5, FHXARIILHWET (MR =FH
HEHIR) REBRILAE;

(3) FERRIRASENE -E, BREII8mES (EREF TR lovalidateDevice
Objects()} -

M FFR—ARTIENE, BAAEE DRIIEMEAR. TR R
—A KR, FENARFEOWERETIEE YA NULL,

LEDIRECTADINO=XBUFFERYS m plB;
DWORD m dwSizecfIndices;

CMyD3DApplicaticn: :CMyD3DApplication ()
{
m_strWindowTitle = _T{"Basic");
m_d3dEnumeration.AppUsesDepthBuffer = FALSE;
m_dwCreationWideh = 800; // Width used to create window
m_dwCreaticnHeight = &00;
m_p¥E = NULL;
m piE = NULL;
m pFont = new Cp3DFont({ T("Arial™), 12, D3DFONT BCLD };
1

{i" RestoreDeviceObjects()EREL T, 18/ CreateIndexBuffer) G E 7| & 25

HRESULT CMyp3Dapplication::RestoreDevicelbjects()
{

// we don't need any transformation -» position will be delivered in screen
coordinates

m _pFont->RestoreDevicelbjects{);

/7 Ti1l the vertex buffer with the new data
/4 Initialize to render a gquad
VERTEX Vertices[] =
{
{ 0.0£, 0.0f£, O.5£, 1.0f, 0.0f, 0.0, }, // %, v, 2z, rhw, tu, tv
{ ifloat)m d3dsdBackBuffer.Wwidth, 0.0f, 0.5f, 1.0f, 1.0f, 0.0f, },
[ {float)m d3dsdBackBuffer.Width, (float)m d3dsdBackBuffer.Height, 0.5f,
1.0f, 1.0£,1.0£%, 3},
{ U.0t, {tloat)m_desdBaCkBuffer.Height, ¢.5f, 1.0f, 0.0f,1.0f, },
i

m dwSizeofVertices = sizeof (Vertices);

// sixth parameter is new in DX%
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/{ Create a sguare for rendering the background
if { FATLED( m pd3dDevicer ->CreateVertexBuffer({ m dwSizeofVertices,
D3DUSAGE _WRITEONLY, FVF,
D3DPOOL MANAGED, &m_pVB, NULL ) ) )

retyrn E FAIL;

VERTEX* pVertices;

/{ the third parameter changed from BYTE** to VOID** in DX9

if{ FAILED{ m pVB->Lock( 0, m_dwSizeofVertices, (VOID**)spVertices, 0} } )}
return E FATL;

memcpy { pVertices, Vertices, m_dwSizeofVertices);

m_pVB->Unlock(};

// Initialize the Index buffer
WORD wIndices[] = {0, 1, 2, 0, 2, 3};
m_wSizeofIndices = sizeof (windices);

// Create the index buffer
// six parameter new in DX9
if{ FAILED{ m pd3dDevice->CreateIndexBuffer!{ m wSizeofIndices,
0, D3DFMT_INDEX16,
D3DPOOL MANAGED, &m pIB, NULL } ) )
return E FAIL; N

VOID* plndices;

// DX9 Lhird parameter changed from BYTE** to VOID **

if{ FAILED({ m pIB->Lock{ 0, m wSizeofIndices, (VOID**}épIndices, 0 ) ) }
return E_FAIL;

memepy{ pIndices, windices, sizeof (wIndices) };

m_pIB->Unlock(};

return 5_CK;

}

AHFEHNTRSKFSESE AR, O3 —AAKRLEHXS. — N EERIK=
AT RN 2 MTH=ABEAR, X 2 M =ABAFE MR R THER(AE 5.12),

B 502 B0 2 A =ABZ MEE A EARER. E—1=AEFIRS, §M=AF
HEMEP— ML, BEE-TXF2 M= ﬁ%,nmmzﬁﬁﬁ5ﬁ§§<
K 5.13) .

B 512 =MEARPH2T=ME B 513 2MEEN=RARE

MREAFRIMLN =ARIRRER - PR, BARHDXFETFE TR
e REENENENEARZABEEE, RILHEEEHEN. XRHEETFEZERN

62



B SE sk

TAF, I SRR SRR, 4, th T SHLE AR R W8, 0TRE S TR i3y
WP 8, PTRAAE Lo TH S AL B IG . = JB 2 [R] B BE 25 HH 3 —Seag Bt

AL o ASE Y e e T A — AR5 B rh 8. FIN B b3 HEROE 4 AT,
2 S MTEIFIIC 00 2 D T00 e, A W3R T | 208 b 38 T LA #9150 % o 0 P 00 0

(EAEF LA, AT AT — 0 B 3 (985, %800 B T T 2 o 88 e T 5 1)
W (KA LR A Ef. ETFA. /) o Bk ZLA0OT5Y 0. &L MiNmH
B A FMATES A2, AFANNSN3 (HLES14) |

B 5.0 5 1R i

Mfﬂ&%%?ﬁ%%ﬁ&mkﬁ.ﬁﬁH%Wmmmnm%m¥%&2?Mﬁﬂwu
rnﬁﬁ%ﬁ$Mﬁﬁ%.ﬂﬂ&&ﬁﬂ%@%@%mmﬁmmﬁ%*EﬁﬁmmﬁTn%
SIEPR R R .

WORD wIndices(] = (0, 1, 2, 0, 2, 3);

W, AT —AE B MY, ARSI 0~3, % 1 A=
BITTR0 10 20 2= MBHAB TN 0, 2, 3. K 24 =M T WA 0 FITLS
2o [RLBE. P RA SRS RO TS 20 8 (0 — S HOMB R, XM %% T Drawlndexed
lmmmm.wmmﬁo‘hzﬁﬁmml¢zm%.ﬁmﬁﬁuaaskﬁﬂ%2¢zﬁmu

AEADUAE — TR IR s RIS i IO R B TE R ? (e BRI h, 1% %
TSN T HRAE I 0 BRRL, SRR T A i T T 1 T, LR /D43 ol SR A B
ReBL I BT, T2 SRR O RE R B AR P B AT . TS 41 00 = F0 3 26 o
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Direct3D # M A ANTHAE ( F 28R

I, RILEAREETB. M=f&Hl - AREMERBINEZ IS MFAEREN
TR A, W)L ARSI G Hy A L A Rl = KB M R E RS, A
XD E TR B AN RR, DA E NN B A i DA R B R Sh R A R R .

TyA, R PREE A LB R S I E A RS, A At el AE A R TR Sk eE I
FRTPRMERE. WHRGIMBERSE T 2 XEE, WEFEAMERER. ALXSE R
F, RIMEWEMEERAEEE SRR ZAEFAHHER S, HEAR —HE R
t, AP RS HR A AZEMN. TiRadT, VRER IZTTA RS X & FhETER
FHABMEHIT R i, HkAgaEs— 1 amFrE.

fIJLRMESIN E S SBOEE MM A8 -, ERFF =2R0TREMBE S CPU &, T
i BRI AE R A B H . CPU FREIRITSZFit B REIAEE RS sl FH 5 2. i
FRERFR R NV HRRFEERAN MERERIT, JX AT T Direet3D F/AKZ M RIS
WHYIN B2 8] (BG5BT & 2% Shader 3B Z 1T Shader ZFZ" 144 Direct3D Hi/K
&)oﬁﬁﬁuﬁﬁﬁﬁﬁﬁmﬁ%$M%ﬁﬁmﬁﬁﬁ,%Wﬁ%—ﬁﬁﬁmlﬁ,#H
WE L. AT, RBEEA T IEHNEITHEER ST R TR ST SR
AHER A BIXHR S R/BRR A FERI AW IEM.

A fT] CreateIndexBuffer()K AR RS 2EM 25,

HRESULT CreatelIndexBuffer{ // size of index buffer in bytes

UINT Length,

// usage flags

DWORD lisage,

// index buffer format

D3IDFORMAT Format,

// memory pool

D3DPCOL Pool,

// pointer te index buffer
Ibirect3DIndexBuffer9** pplndexBuffer,

// reserved for future DX versions
HANDLE* pHandle)

RARBHT A BEHRTIBEHENKE, 21885 MERBEANES, 553
MBYHABFABR. B 2 ASUMTFSMERFRIEMEVAY, XENESS
CreateVertexBufferOs BT IR B MM BEZEAE . HTAFRE T 2SR OEHER, Fol
A BIREAN 0. BRSP4 BF AR RS Sk A2 ATk, 16 i
(D3DFMT_INDEX16) 132 fiZ (D3IDFMT_INDEX32) . 32 f{I RS B R Liisa s
TR, Kb F- A RERE T ARNMAGR S, MBS FE G i F i m 4
Rl HiE, PR AERLER R HEfTEEER 16 &1,

B4 NBHE K e HE AR, 04, DirectX 9.0 T4 4 FURFEIE KM,
HEHE FEARBEWE—E KEHIEN P, SRR R TR, WX ESeT T
—MEEM.

S A BYORE MR RSB B TeE, LR R ES). ST A
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F5¥ Ak

b se R, Bl LockOEREBIT RS ZEMNER, #H memepy()HTE Lock()iR B B MIX .

vOID* plndices;

S/ D3 third parameter changed from BYTE** to VOID **

if { FAILED{ m pIB->Lock{ 0, m wSizeoflndices, (VOID*¥*]iplIndices, 0 ) } )
return E FAIL;

memcpy{ plndices, wlndices, sizeof (wlndices) j;

m_plBE->Unleck();

B 6 NBHE DirectX 9.0 T -ANFSE, REHA TR RKIIRE. EMNEH R
NULL.

Lock()H! Unlock()p 8 S8 5 10 A8 2 b 25 1Y Lock()F! Unlock(2E 1L, fE— X B 5t 2
P 2ANBRINIEEARBUENRT KA, TWARTRSKN.

AT HERES 3%, WA Render(eh B ¥ E 4,

ARESULT CMyD3DApplication::Render ()
{
// Begin the scene
if{ SUCCEEDED{ m pd3dDevice->BeginScene(} ) }
{
// Set up texture stage states for the background
m_pd3dDevice->SetTexture( 0, m pBackgroundTexture };
m_pdidDevice->SetTexturestageState( 0, D3DTSS_COLORARGL, D3DTA TEXTURE );
m pd3dDevice->3etTextureStageState( 0, D3DTSS_COLORGP, D3DTOP SELECTARGL };

// Passing an FVF to IDirect3DDevice9::SetFVF specifies a legacy FVF with stream 0.
m pdidbevice->5etFVF(FVE };
m_pdidbevice->SetStreamSource( 0, m pVE, 0, sizeof (VERTEX) J;
m_pd3dDevice->SetIndices({ m pIB }; // new in DX9 only takes one parameter
// second parameter new in DX9
m_pd3dDevice->DrawlndexedPrimitive( D3DPT TRIANGLELIST,

g,

g,

4, // number of vertices

0,

2y: // number of primitives

// Qutput statistics
m_pFont->DrawlText({ Z, 0, D3DCOLOR ARGB{255,255,255,0), m_strFrameStats );
m_pFont->DrawText{ 2, 20, D3DCOLOR ARGB(255,255,255,0), m strDeviceStats );

// End the scene.
m_pd3dDevice-»EndScene{);
]

return 5 O0K;

}

LI LACRDI T SetindicesOR i BT B a8, LE B HES 2%, B—4Rd|gm
#4454 T4 RestoreDeviceObjects() B3 8158 TRT4Brb 28, B LA R IT InvalidateDevice
ObjectsO R T BT .
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HRESULT CMyD3DApplication::InvalidateDeviceCbjects ()

{
m pFont->InvalidateDeviceObjects(};

SAFE_RELEASE{ m pVB );
SAFE_RELEASE( m pIB };
return 5_CK;

}

B4 RBIRHRRD 58 4 AFBIR KA. At IRETLATY LB R 2B 5 ARl

5.7 Basich T

BasicS 5 AifI{X & — A H, Basics /0 7 EIMLN=MEN. B RFEHRD) 3 4.

B MAART (ZAEE)

B EGRF (EPRZ) .

B DrawIndexedPrimitive()F #15E 1 N&% (BaER) |

FR{E LI~ = A KB AT KRB ET S . XBATLF RHIE RestoreDevice
Objects() PR EL .

t 0.0f, 0.0f, 0.5, 1.0f, 0.0f, 0.0f, },

{ (float)m d3dsdBackBuffer.Width, 0.0f, 0.5f, 1.0f, 1.0£,0.0f, 1},

{ 0.0fF, {float)m_d3dsdBackBuffer.Height, 0.5f, 1.0f, 0.0, 1.0, }, // %, v, 2, rhw, tu, tv
{ {float}m d3dsdBackBuffer,Width, {float)m d3dsdBackBuffer.Height, 0.5f, 1.0f, 1.0f,1.0fF, 3,

XA 5 Basic3 4B BB SFARFE, EZ—TF, Basic3 {8 HR 3 =
FiB. HH CHTEEMONETIGHIFLMR Z 0 ER, BRI

WORD windices[] = {0, 1, 2, 3, 2, 0};

OS50, 1. 2. 3ARHNTHASABOME L B2, 3. B44TiA. B
B R GMEC A O E R R BIRE A R AT ER TR S F R3S, DrawIndexPrimitive()
FASUA 23R BL D3DPT_TRIANGLESTRIP #7515 0 o it /8 o2

58 NG

FER IR B basic RO, HESIFAREENTHE T2 4 F—ar, R ST 8(5h
TR AR ITERRE M, TRD? !

IR AFRLAEY, ERER, RN vindices KT REHH 4 TRERALLT .
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96 &

5 B ¥ ¥

[z F, {0 b2 i a6 # R {5 1T DirectX SDK I il SCAFH LR Hopr

T CD3DApplication (177 5.

HRESOLT OneTimeScenelnit() (
HRESULT InitleviceObjects{) {
HREQNLT HestoreDeviceObiects() {
HEESULT DeletebeviceObjects(] |
HRESULT Render () {
HRESULT FrameMove'( FLOAT | {
HRESULT FipalClsanup() {

return §_0OK;
return £ OK;
return S 0Ky
return 5_OKy
return 5 OK:
return 5 OK;
réturn § OK;

|
|
|
|
1
|

MRIEAE 31 T LR A it BIKES . ATOHE 9| SUOREA SR LS, FFEETth Qe —

LR Yo 21 B0 -
m (¢ (ransformation) ;

{r 3D 1 F 4 R 4

fEEh AL (camera) ;

5L 1ER,

{if {1445 (projection) 244,

i 1AL

6.1 ERTHESMNO

{f FIVRPELE ph a8 (depth buffer) .

by 388 1o 25 R SR B M R b E B AR VR ? O T SE AT MR A e B, T A
K PRI R PR R b S A R L AT R AR ) U 8 T T
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Direct3D #F 8N 30 ( FZR)
VE IS B R Gl 1) SR T R B3R AHBL — B, M IF AR, R RE A (K B R A B T
L, b T IR W aER G RMR, ol RES AT S B PE, sk T U AF e S k)
WP, PRERVFIE SN BN Ig R, TSN M b BRI Ve L R HR 2 PR A A S, HIX A
T A R 0 7 52 o P 7 4 P2 v iy B V] 22 A R ) ARG

(05 BB LE A R B 1 AE 8 ( transformation) ML AT IXSEIE ). GE L A
( world transformation) I %4 (view transformation) 4 7 5l S04 2 AR A R0 A HL I {7 &
i, il ( projection transformation) KA 5S4/ 58, KN LI R
P, AATTIAR 79 0 1 ) P 4R

Pt
7R —F E Ak AR T 4E ( model transformation ) ", EAF PR EH T A
Pl 4d, EWEAFEP, HEMALPHATFEHEN, Wil ENaFEgA4s T
., f2egiifofhdpk 4 T AR 6048 3), S LE &0 2 A iR,

W= M T AR S o B =40 S B i)y L, ¥Mn
Cviewport) BEAEIXFP I T2 Mgt () ok R ™.

6.1.1 tHHTH

(3D (7 b, BATNE i FAB RS — M. B 6.0 B 7P KA EHE A & Fi
W) ] A~ 7 (1) 7 5 44

6.0 PRI (6] AR i 5 7
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Ho¥ HEWY

k) 6.2 ‘BUR T HF L F- AN RS ERFIIL MR E LT R AR

B Fiﬁ#k‘ﬁ fPJé’!‘if%i@ﬁJ?lJﬂ:f@
frE LB AT R

O 7 7 U R s BB S T AR AR R
L

(2) FREHE LI

(3) Far ik EEh B .

B B IPIER B R B Tk &
(R, TR Sl 28 R LR AT g*ﬂﬁ%
RET . MRS S, T8GR B62 —/ir AR RARR
AR LSRN, R, SEHAEER—FhEA
Ifz ﬁ*fllﬁﬂﬁﬂf?){l%ﬂﬂb'{)\* wE HAMEET v, R B R B BB
T oIX RR AR A AT AT, (RBREERRIK Bk R, BTE IR E L A IR
JiE L.ﬂ & F O A L

R R ST B, WRE T ER
TR WA R, AL, A SR *
FAORAES), WGBS ik, TERE, Al \3

K2 R EetH: PLAE KR FR 00 R0 BiEle, AR BSE
H LRI e B R . I 6.3 TR 2 ‘J
fdf F — >t S A B AR B B b AR FE Cshort 1 i
world matrix ) A8 5 7 R H & AT E—Fb AR R
WIRANGMEL GERBERR C “BEAN” . 1T
B R ) R FAEMAANIRD o R
BTG A RAME R LGRE - 4 Bhaginhasin Ees o, TR, SETT VRN BE S A3
LA A8 B By e ml R - L
Al B ok 6.2 FIE 6.3 i AR R BER HEE T —B/L A8, 2R
AT —A TR AN 3E, JXHETE TREMN S, BAVKREAE R ERJLAEERITH—
A5
TSR, THRHMAAFRBEEEN. bR IRk AN LT RAE, AR
2 M[a) * [b] <> [6) * [a]. Mk FEI R TAEEAFIR N, AASENE A RORF Hi
WIXAFE, —A 4x4 P IERFAST 4 Mg, DRHEHTEE MRRhER R E-

+Z

uX uay uz
VE WY VZ
WX WY WZ
ty Ly tz

PR U v, w R TARR T RAARRT T YAINEI AR, B8 A S A

[oe e B o}

[
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Direct3D # ¥ AN T1HE (£ 20D
Mbs A SR EWE, Bl 64 BARTX 4 A

W 37 TR IR RE A 15 S e LLIX AN B RA 6 vf L 4k 13 '
IEFR ARG . A T AR 6.4 BRI FikGr B,
AT AL AR TR AR FELILL FIXANERS: . 1w

1, 0, 0, 0 ! ’

1,0, 0

8, é, 1, 0 i

2, 2, 2, 1 +X

ENERA ST AR E . TR R ik »
R LCER R 172, 2, 2). ATLUXREY ) — 4> 4x4 958

P

D3DMATRIX mat;

mat. 11 = 1.0f; mat. 12 = 0.0f; mat. 13 = 0.0f; mat. 14 = G.0f;
mat. 21 = 0.0f; mat._22 = 1.0f; mat. 23 = 0.0f; mat. 24 = 0.0f;
mat. 31 = 0.0f; mat._32 = 0.0f; mat. 33 = 1.0f; mat. 34 = 0.0f;
mat. 41 = 2.0f; mat._42 = 2,0f; mat. 43 = 2.0f; mat. 44 = 1.0f;

K UGRS3 AT FIMICE, WAER mat 31; b TR AT x 86, T
AL & mat. 41,

D3DXMatrixTranslation()ef 37T I THIBR — NP BHIF. FHBES THABL BNEH
L. HEHN LA delta [ (1, ty, Z)RFEF. B, x (BBE Y do RAPEAR
x i EMAC R A ty B dy AW y 8 B, tz 5 dz FORYIRTER 2 3 b
ML EAAL . FRRA 199 DIDXMatrixTranslation()) #4053, HENIZR XN,

inline VCID D3DXMatrixTranslation (D3DXMATRIX* m, FLOAT tx, FLOAT ty, FLOAT tz}

{
D3DXMatrixTdentity {&m) ;
. 4L = tx; m. 42 - ty; m. 43 = tz;

0
0
1

==
P N =)
[l

X

Direet3D IR UL T THIREBESR IS MR B, Bt I IE B —RBIERT 23, MR
JIF BB e A T TR BRI . T k%S 2 Siie e 1 T, HB Bk
GRAEN 2 WE | BEBNAT, oA H TR M 0160 L B A B 2 B ik — T e XA
b B R KR AE A i3

D3DXMatrixRotationY OFf! T-H#A%EE y Mles, I Rads R RFIEREAITE, X
NP CRD R 12 R IX R

¥tz 1
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Fo6% Hawmy

VoIn 3DxMatrivRotationY (D2DXMATRIX* mat, FLOAT fRads)
wilMatrisldentity (mat);
e, .oo= cosf{ fRads );

naT. L3 - -sinf(( fRads };
mat. sl = sinf( fRads j;:
mat. 33 = cosif fRads );
1
cos fRads hl -5in fRads ]
J i J o}
zin fRads o} a0s fRads 0
0 0 0 1

iy g (I

VOTD D3DxMatrixRotationX (D3DXMATRIX* mat, FLOAT fRads)
{

DabxMalrixIdentity {mat);

mat. 22 = cogsf( fRads );

met. 21 = sinf{ fRads };

mat., 37 = -sinf( fRads });

Tat._33 - cosf{ fRads );
] 0

cos tRads sin [Rads
-5in fRadscos fRads
0 0

Lo e R R [
|l e I o T )

VOID D2DEMatrixRotationZ (D3DXMATRIX* mat, FLOAT fRads)
{

D3DXMa~rixidentity {mat);

mat, 11 = cosf( fRads };

mat. 12 - sinf( fRads };

mat, &1 = -sinf({ fRads };

mat.. 22 = cost{ fRads 7
1

cos fRads sin fRads

00
-sin fRads cos fRads 0o
J 0 10
0 0 21

QURAT BN IRSRET x Mihede, NI4T D3IDXMatrixRotationX(), H A fRads #5307

D3DXMatrixRotationZ(VKH A% 5 z Bikes, b fRads FsiE ek,

3o AR D3IDXMatrix Multiply(0ff &4k 1 th 192 F . D3DXMatrixMultiphy ()i i
J5 D3DXMATRIX* D3DXMatrixMultiply (D3DXMATRIX* pOut, CONST D3DXMATRIX*
pMI1. CONST D3DMATRIX* pM2). HELR M T (*pOut)=(*pM1Y*(*pM2). LR 1ERIE S
pOut ZH A BTIR [ HAARIR] . IXHE AT LUK D3DXMatrixMultiply ()i 3 E B:4E 3 53— 34
RIZEAAE A . FERERER—Fh — MEPEE S — MEM SR KNEHE. MR YN %
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175 &5V PAHHI I
abcd ARBCD
efgh * EFGH-=
i3 k1 IJKL
mnop MNOP
mat. 11 = a*3+b*E+c*I+d*M
mat. 12 = a*B+b*F+c*J+d*N
mat. 13 = a*Ctb*G+e*R+d*o
mat. 14 = a*D+b*H4c*L+a*P
mat. 21 = e*A+f*E+g*I+h*M
mat. 22 = e*B+f*F+g*J+h*N etc.

— U S B SR K 2R BT LA IR R (R«

DIDXMATRIX* DIDXMatrixMultiply (D3DXMATRIX* pOut,
CONST DE3DXMATRIX* pMl,
CONST D3DMATRIX* pMZ)

FLOAT pM[1l6];
ZeroMemory ( pM, sizeof (D3DXMATRIX) ):
for{ WORD i=0; i<d4; i++ )
for{ WORD j=0; j<4; j++ }
for( WORD k=0; k<4; kt+ }
pM{4*it+]] += pM1[4*i+k]l * pM2[4*k+]];
memcpy { pOut, pM, sizeof (DIDXMATRIX) }:
return (pOut];
1

AR AN A Ak A X PR BOE T M i 2 S R (. B N IOR AT RO P (A7 B e

D3IDXMATRIX matRotX, matRotY;
matWorld = matTrans * matRotX * matRotY;

RXMIEHET CHHRFIL PR R, BTN B “CHATY T ERELET
EACE (N iab i s

23 5h— 1R B A RS o 3 D3IDXMatrixScaling(). %R HHEZ x. y. z3 PMHEIEY,
LAR—F &R RF o 53X R 30 C 8 3 I ARAS R SR RE I

D3DAMATRIX* D3DXMatrixScaling{D3DXMATRIX *pimt, FLOAT sx, FLOAT sy, FLOAT sz)

{
pout->_11 = sx; pOut->_22 = sy; pOut-> 33 = sz; pOut -»> 44=1;
return pOut;

1

X 0 0
{t 3y 0 0
0 0 5z 0
0 0 0 1

M L XA R BOR O LA S E . B, B4 - N R RE LA RRAANT S
e, HREAN ARG R R — T RREETER, RESEINE TR T e,
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A R e, PR SN i P A T 2 e A Tt L AP — AT AR L EE, RIFE
B Ml 1 i FH e 0 A I R R A A
£ FED A S s — AR SR AR AR . WS, TR BT e T A e gy B
llu&aﬁwi‘i*lmnu VA IO LR 1 o IR P (0 f U AR TR T AT P RE hﬁ
'jill'Jil.'( G B b L R R
) LA A1k, MRCAEE 1R T o) G0 kB A s 0T A g, (E PR R A AN R ] f
Direct3D 1 ¥ S AW . L 1Y 0 Diree3D AT I A7 2 HE DL T 1 SO

m pd idhevice-»SetTransform( £ 'aT" WORLD, &m ma tWorld

DIDTS WORLD 5.8 1 6 & W & 45 110 57 2 40 X 0 32 fF . D3DTS_VIEW Al
D3IDTS PROJECTION . 4 5l 1] 1 0 042 0 B A R0 I YT JRoHs o A A e

1. 1steps =15l

| steps.exe 459 FEIT- (2T CD-ROM [\ Isteps Hag |, 'E 8 T Direct3D & 4 ik 1T HES
WHAI . % R — L IS B y BERS WL 6.5

65 —49a7 85 y SIEE 1Y A

(i e i R — A SN LR ORI o TOIL AR F Direct3D X ME
A THEH. hTillid Direet3D F|SLIMIXFIEIEBA, VAMSK LT, 58 K|
Direct3D 48405 | %, & 5EER A HRE P 1 RHW 73k
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// B structure for our custom vertex type
struct VERTEX

{
FLOAT x, ¥, z; // The untransformed position for the vertex

FLOAT tu, =v;
bi

// Fixed-Function Vertex structure
const DWORD FVE = {D3DFVFMXYZ | D3DFVF_TEX1};

28T RHW )G, TS mBFRHATNT:

VERTEY Vertices[] =

{
-1.0f,-1.0f, 0.0f, 1.0f, 1.0f, }, // %, y, z, tu, tv

{
{ 1.0f,-1.0f, D.0f, G.0f, 1.0f, },
{ 1.0f, 1.6Gf, 0.0f, 0.0, 0.0f, 1},
{ -1.0f, 1.0£, 0.0£f, 1.0f, 0.0f, },
b
R, x My TEEARERBETEPREN. XENLATE SIS0, £5R
g/\m%%«ﬁp%&m}d o ECEGANIR T, Direc3D ZBHa ol & O 7 R e 0ofE g it 78
e K, WGTBA: B AT A R(-1.0f —1.00. A F AT .0 —1.00). A LT s 4(1.0f,

1.06). 7 EATREA(-1.01, 1.0f). RI[E I LI M IXFF B IX TN,
WORD wlndices[}={3, 2, 0, 2, 1, 0};

RS HFERRN: LA, HEA. ETA. 4LEH. ETHA. ETHA. B4 =A%
fiy i bfa, E-A=ZAENATET A,
R R R 7R HE A 0 3 FrameMove() 7% A& 11

HRESULT CMyD3DApplication::FrameMove (}

{
// rotates the object about the y-axisg

DIDXMATRIX matRotY;
D3DXMatrixRotationY( &matRotY, m_fTime * 1.5f);

D3DXMATRIX matTrans;
D3DXMatrixTranslation(&matTrans, 0.0f, 0.0f, 0.0f);

m_pd3dDevice->SetTransform( D3DTS WORLD, &(matRotY * matTrans));
return 5 OK;
}

SEF e 0 D3DXMatrixRotationYOM B H — M8 y MRS H M. X EMH T Direct3D
WRIREFP SR LR ERE BB, R PEIR LA T B L FRHT K2 UL D3DX*FFL (. H41, HER
7 m fTime &, HNARPREMTEATLMERE Y. R NEEBESEMBEFBLEL
Pitfiitfal, #ERAR 0.0f, HiZktMEEFL 1.5, ETEMMINtL SR IrEE. BT,
D3DXMatrixTranslation() 5 B matTrans 5EFF MR R . 41, 42, _43. L TH & MESERERF
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6% HEAF

RS, ol LU A 1A 3R, Eﬁﬂ%%ﬁ@%iﬁ%%ﬂ#ﬁ?ﬂﬁc BiE, BN REUR A
SetTransform()ef 3. AVEBEEE R R 204,  WOi%eh B0 SRR RE M 40 AT 111 284 11 0
7, Direct3D IR HATHAFTA R AL,

Direct3D 5[ 8B TR M. FTEXERGHRREBMEBIPE, SPHFARBRE RN
(B, R RS R M A B AR B h &I e, RERERNI
SR A8 ph R S A& DL R (o] 5 iR R 28 .

WIRHAAFE - N 1steps 78], HRETLLEER LU T AL B3] FrameMove()t. ARFT:
PG, DL (E 2 Il I 483 « S y SR 7 .

HRESULT CMyD3DApplication::FrameMove ()
{

DIDKMATRIX matRot¥, matRotX;
D3DXMat:ixRotationY({ &matRotY, m fTime * 1,5f});
D3DXMatrixRotationX({ &matRotX, m_fTime * 1.5f);

DIDXMATRIX matTrans;
D3D¥MatrixTranslation{amatTrans, 0.0f, 0.0f, 0.0£f);
r._pd3dbevice->SetTransform{ D3DT5 WORLD, &(m RotY * m RotX * matTrans)):

return 5 OK;
1

WHRET WL, BIDE A BRI REAR SR, O DER R S A —.

B i

WA R B H & B (back-face culling ) #13 R, KA AT, Direct3D 7]
ERRABND BTG, BAXFEECERFRERLE, #ld, TN 2F54K®H
, WRAEFRBLF @, ZEIHTHF@DPIRGENL. FH —ib SetRenderState() Fi L 49
RETEE R @BIRAATY . Flre, AT XATRET XHH &5

d3dbevice-»SelRenderStale (D3DRS _CULLMODE, D3DCULL NONE) ;

2. 1steps2 Rl

Isteps2.exe RBIFRIFHI T CD-ROM Hilsteps2 B F . B¥ L IR IRERAFHET MR
K 6.6) .

A 4 IR ER 4 P ARREIRE S, AXEIG R AE AN T AR E K
AP XA FRFH R R B T Kelly Dempski [ Real-Time Rendering Tricks and Techniques
in DirectX (Premier Press, 2002) T - FRERE.

FEFRIEIMFrE SRS T RenderQMEFOIEN., %, HATE FrameMove() B3+
e, B2, NEATRBTHEBHE ISR, BRI T Render()M¥F. X4
R 1 4 AR R,
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66 &

DIDUMATRIY RetationMatrlxl;
DIDKMATRIN RotationMatcix?;
DIDXMATRIN Translat
DADEMATRIX ScalingMatrix;

tonMatrix;

g — PR A TERERR R (RotationMatrix] Fl RotationMatrix2 ) [El%% = Sl fiFfE |

DaDRMatrixRotationd (ARotationMatrixl, m _fTime * 1.5f);

DaDkMatrixRoktation? (SRotationMatrix2, -m fTime * 1,5f);

Y B R O T ERG (. B AR EFAERE IR . TranslationMatrix Jg il iy
D3DXMatrix Translation(VFi BI04 e () DU 34 1 m S =l 3 PR fir.

D3DXMatrixTranslation (ATranslationMatrix, 3.0f, 0.0f, D.DEf);

Aoby P AEEIEPE Scaling Matrix .

D3DXMatrixBScaling(48calingMarrix, 1.0f, 0.5f, 1.0f);

13 /T - o 14 s —

TR T Isteps2 TP S H B M. B FRBISEYS Rk, &4
PR 0 a1 {6 2K A 0 e o = A AR ) 1 20

k£ E4iLo

e B LI S A T3 RESEAE M RotationMarrix 1, TLrp PUSH B0 D) th e 2838 2
Bikeds, TRV T A0, B ASTH A 18 5 4 383 Y0 i) ) i

£ FMo

ATEHLOHERT MREILA S 2 MR WAE., X9 THEEE2 4, st
TranslationMatrix R4 PY0 E 16 45 W88 T 3 s, V8 Mo e 4 ik 2 R F g aa gl
2 I,

g gl o /S

f EMOREART — ALl Ol 2 S IAIE. W H, B4 v o m B
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LTe¥ #Hawmiy

JEHETT T i

A R A EE, i BT U T A S P R R O e R K . B BADY AT
BB IR S 3 Rz SRR z S, JFEASRAEIL O SN 2 MTENEYE, TR M R R hER
WP 2 FE A RO RS, 40 AT A I AR R y S ) BRI, EE b2 Y
AT 18 e 0 e Rl T —FE.

& F#e

i FALOER T P E A g, b DYad e 7e kb S0 dpos 3 SRAL2 A e
LD e, (HEASEE 0 S z Sileds. Bk TR SEgE D T Y. &5
FUG LR A —#, BRI T4 00 e R v U e 1P 0 — i P . 59 AR ik )~ 12 ) g
FESEET (RotationMarrix2) PHIE T VUi JE A 5 #fiE% . (T RotationMatrix2 HiE$E ¥ 75 [ iF 4F
5 RotationMatrix | #52, FrCLXPIRIEFEH BN T . XD ol FEatf bk £ —AMT R Fldss B

AT SO E T R

WHEER 0TSk AP 30 1K) = N G 8 R M B % — W2 ) P A, T RES S ok
—4E, (AN YT E e (gimbal lock) " M. A, Etpr ¥ FELA A2 $lE
AR LI R AFHEIE I, B AT K AR A B “2.5 4E” w88 7. 2T Ay
(18 o i e 7 905 M A 2o iy R S B = SR T e R O i, 5 — e i (Y s

3. 1steps3 =4

Isteps3.exe AN T —Hi 50 T 1) B ST RERE (0 E A R B AR (R 7T L S5 45 4
(K AT AT = WA e 18 6.7 S T AW RN, kel LM B RS R R 1.
R —AMEERNNG . T AT L] YRR P LR A K R

E MOV T s
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BT B — I B RS, B AR
S RE BN : QFE B8 PR (yaw) . W/S BT
0 (pitch) . A/D BEH THE Groll) . F/VEAI THZ. B
BERES AR, X RAERMIREA U/O. UK. JL B,

I E A HN B

J5 42 R 1 A R T A X A R B K L AR . ol
T8 KoMy PR AE DGR, R Bl X R B A 77
Bk S FE. 1§ 6.8 BT —IEATHMRHEN

B -

A BE L TT OneTimeScenelnit() 2R 5 0.

// Points which make up an object geometry

D3DXVECTOR3
D3DXVECTOR3
DADKVECTOR3
D3DXVECTOR3
D3DXVECTOR3
D3DKVECTOR3
D3IDXVECTOR3

A vertices

D3DEVECTOR3{ 0.00f, 0.

= D3DXVECTOR3({ 0.30£, O.

D3DKVECTOR3{ 0.15f, 0.
D3DXVECTOR3 (-0.15%f, 0.

= D3DXVECTOR3 ( 0.15f,-0.

D3DXVECTOR3 (-0.15f, -0.
D3DXVECTOR3 (-0.50£, 0.

00f, 0.
00f,-0.
15t,-0.
15£,-0.
15¢€,-0.
15£,-0.
00f,-0.

50f
50f
351
35f
35f
35f
0L

for the top

Be68 AZFMEERENM

m_pvlbjectVertices{0].p = pl;

m_pvObjectVertices[0].tu = 0.0f;
m_pvObjectVertices[0].tv = 0.5f;
m_pvObjectVertices[l].p = p2;
m_pvObjectVertices[1l].tu = 0.5f;
m_pvObjectVertices[l].tv = 1.0f;
m_pvObjectVertices[2].p = p3:

m pvCbjectVertices[2].tu = 0.425%;
m_pvChbiectVertices[2].tv = 0.5751L;
m pvObjectVertices[3].p = p4;
m:vabjectVertices[B].tu = [},425f;
m_pvObiectVertices[3].tv = 0.425%f;
m pvObjectVertices[4].p = p?;
m:pvobjectVertices[q].tu = 0.5f;

m pvObjectVertices[4].tvy = 0.0%;
/7 wertices for the bottom

// vertices for the rear

// Vertex indices for the object

m_pwCbjectIndices{ 0]
m_pwOhjectIndices| 3]
n_pwChijectIndices{ 6]
m pwObjectIndices[ 9]
m_pwObjectIndices[12]
m_pwObjectIndices[13]
m_pwObjectIndices[18]

78

= 0;

m_pwObjectIndices([ 1] =
= 0; m_pwObjectIndices[ 4]
= 0; m_pwObjectIndices[ 7]
5; m_pwObjectlindices[l0] =
= 5; m_pwObjectIndices[13]
= 5; m pwCbjectIndices[16]
= 10; m_pwObjectIndices[1%8] = 15; m pwObjectIndices[20

Moo~ R

r

m_pwObjectIndices([ 2] =

m_pwObjectIndices[ 5]
m pwObjectIndices| 8]
m pwObjectIndices[11]
m_pwObiectIndices[14]
nm_pwChjectIndices[17]

TN

]
Hogo 1 oo e ta
ol

]

i 11;



fo¥ SHawy

n_pwObjectIndices{21l] = 11z m_pwObjectIndices[22] = 15; m_prb?ec11nd@c&3[23l = 12;
m_pwObjectindlces(24] = 12; m_pwObjectIndices[25] = 15%; m_pwobjectIndices[26] = 14;
m_pwObjectIndices([27] = 12; m_pwObjectIndices (28] = 14; m_pwObjectIndices (28] = 13;

m_pvObjectVertices[0] 5 m_pvObjectVertices(S] {747 1 L. m_pvObjectVertices[1] Y
m_pvObjectVertices[6]6% 721 2 £, m_pvObjectVertices[3]5 m _pvObjectVertices[ 1 1147 T4 3
I, ek, B4~ A H] % DIDXVECTOR3 XA & . m_pvObjectVertices [f) )& P
ANE (7 R B AR . R A ) PSR h A (M BRI . AR
(B H 2T Ctexture element) "SR*EE Ctexel) ". HAERH I EEAFRMRE—
ANgEm s LA HE—PEff M hE . Direct3D FRIF M v, v (kIR EF AL, 1XKIQ 2D B FR
MAPRFTBHE ST x. y SRR, SR TN GG “ Hakk” M ATCAERAE O R —MTHIS . Direet3D
2 AT S0 ok B AT B R — AN — M bk, i B (A T — S5 A il 7
R, Fifi B E I EE0.0, LOTEEA . WLFARGBE TR

// Vertex indices for the object

m_pwobjectindices| 0] = 0; m_pwObjectIndices| 1] = 1} m_pwObjectIndices| 2] = 2¢
m pwObjectindices| 3] = 0; m_pwObjectlndices| 4] = 2; m_pwObjectindices| 5] = 3;
m_pwobjectindices| &) = 0; w_pwObjectIndices( 7] = 3; m pwObjectIndices| 8 = 4;
m_pwObjectIndices( 9] = 5; m_pwObjectIndices[l10] = 7; m_pwObjectIndices[11] = 6
m_pwObjectIndices[12 5; m_pwObjectIndices(13] = 8: n_pwObjectIndices[14] = 7;
m_pwobjestindices|15) 5; m_pwObjectIndices[16] = 9; m pwObjeetindices|[17] = 8;

15; m_pwObjectIndices[20] = 11;
15; m_pwObjectindices[23] = 12;
15; m_pwObjectIndices([26] = 14;
14; m_pwObjectIndices (28] = 13;

10; m_pwObjectIndices(19]
¢ m_pwObjectIndices[22]
12; m pwobjertIndices[25]
12; m_pwObjectIndices[28]

m_pwhbjectIndices (18]

m pwobjectIndices[21]

m_pwObjectIndices[24]

m_pwibjectintices([27]

X P26 % DrawlIndexedPrimitive()H 17 52 ) D3DPT_TRIANGLELIST B e AR W E TR
Gl EWRAER— R ERIN . Direct3D FLVFURMEM MR ik X FAM, EXBILEM
BEATIAY, R E X — RIS A RMNFET . B oMoy Sl iR B8 RE, Ehetey
ESIEE & AV EADE I TR - ¢

APEI Dk 7 A SR X 7 A T 16 AT MBI CRITESTIEE 5 T,
AL S A F 64 o Bk, RLPHTEGIHALL LT,

XA R R T m_pObjects #4345 XM, m_pObjects &5#4 L fife T — Pl
R, BT R W S A R TR, IR R AR AT
EEMER.

struct Cblect U
t P

rnwahhp
o
i

bW uon

Right

DIDAMATRIX matlocal;

i Look
Wiy 3 A BRR TEAAPIRE, 2R
Look, Up. Right (a8, & 6.9 B T MAELEHEL LHYX 3

A B/
i~ #69 Look, Up, Right it
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8 69 BT LUBE B CHLE Look. Up. Right 15, %A FHELTHMT, FHEX

Fix 3 A BN IEES TR ELVE,

Look B &R T Wpistmixt (07 f, ERE RIS R 2 8. 4 7 Yk i RN

&, ¥ Look [AIE A DIDVECTOR(, 0, 1).

2] Look FEA R LSRR ER . i, PEE L TEEEFERE, Look mENKE
VE R H IR B XREE Up MERFEE T, ERMHEN THEREEEN L
JiM, BEAR 81 y f—F. Bk ZEEH S5 TR Up mEw X A DIDVECTOR (0, 1, 0).
R AR T, W Up mER A DIDVECTOR(D, -1, 0).

X BIEEM P EBIRFER: B=1TR vlook FIE., R iTE vUp HE. B—1TR
vRight W B. Bl FHRERIX 3 - EEBCLB A EERTE.

// yellow object

D3DXMatrixIdentity(&m pObjects[0].matLocal);

m_pObjects([0] .matLocal. 41 = -1.0f; // Position

// red object

D3DXMatrixIdentity{&m_pObjects([l].matLocal};

m_pCbiects(1] .matLocal._41 = 1.0f;

D3DXMatrixIdentity ()4 5 B 18 & AT R RE,
Al vLook & 4(0.0f, 0.0f, 1.0f). vUp (&L
(0.0f, 1.0f, 0.0f). vRight [[IE4(1.0f, 0.0f, 0.00).
BERAEERET B, 29RETHAME
B BT RN EBE— N TR. EMRE 4T
TRV E.

HEse— AR SR LN Look. Up. Right
RIEPHENAIGEE S MERERE. Hin, B8y
K, BT 0 Up F Right FIE%6E Look A BHES,
s 6,10 ] PAFE BAR B T R HA X MRS

FAEY A D, B2 Up 1 Look [6) 2

B 6.10 Up fl Right J B E¢4F Look I B ies%

LeE Right [ BIEE. EFEPEr~4 MmN, LI Look M Right ME%E Up MBI,
D3DXVec3 TransformCoord()T I T 58 X Ie) B HEFE v 8L, % ek 30 i — M5 2 e B sk
T~ 3D FIE. UTFABEAEE T LR PR O WA,

// rotate the LOOK & RIGHT Vectors about the UP Vector

D3DXVec3TransformCoord(4vLook, &vlook, &matYaw):
D3DXVec3TransformCoord (svRight, &vRight, smatYaw):

// rotate the LOOK & UP Vectors about the RIGHT Vector
D3DXVec3TransformCoord (&vLook, &vlook, &matPitch):
D3DXVec3TransformCoord (&vUp, &vUp, &matPitch);

// rotate the RIGHT & UP Vectors about the LOOK Vector
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D3DxXVec3TransformCoord (&vRight, &vRight, &matRoli}:
D3pxvec3iTransformCoord (&vUp, &vUp, &matRoll);

A E SN ER FRA. W, BMEEM R, MXETELEDT
D3DXMatrixRotationAxisQERE = E 1, ZRBAE T — ARG T BRI WG XBh
FERAE [ BAER 2 A7 FIEERY .

// Matrices for pitch, yaw and roll

D3DXMatrixRotationadxis{&ématPitch, &vRight, fPitch };

D3DxXMatrixRotationAxis (&matYaw, &vUp, fYaw };
D3DXMatrixRotationhxis (kmatRoll, &vLook, fRoll);

TENERE I B LHT, LHAERE- TR, R EITRE
T, BT HEHURER SRR RS, B AR ORI
IR, el LR, XEEANEREE 3 M REFFM
BHEH (AE6.11) .

EAUFACREA T EH D b & Me61l FEENME

// base vector regeneration

D3DXVec3Normalize (&vLook, &vLook);
D3DXVec3Cross (&vRight, &vUp, é&vLook}; // Cross Product of the UP and LOOK Vector

[D3D0XVec3Normalize (§vRight, &vRight):
D3DXVec3Cross (&vUp, &vLook, &vRight}; // Cross Product of the RIGHT and LOOK Vector

D3DXVec3Normalize (&vUp, &vUp);

AL B E FRREEMPERT, ASRANENBHITESHH—. EFA b
X B — R FE R AR S . PR CTE DL NSRBI,

(1) L1—1k Look:

(2> ¥ Look 5 Up #1 3{ #1175 P Right;

(3) 11—4k Right;

(4> ¥ Look 5 Right #)XB1LI1 3] Up.

(5) 11—k Up.

H -t A REENEEL KA - PR, REE— D RAKK AR R i
e AES LT FERTHE— P RERRAKE:

Al = sqrt(x® + y* + 2°)

RREAREENF IR TEFEF BN ANESFEEREE— MRS 7%
TR, WfAll. HEAESE D3DXVec3NormalizeBREAF, {HEMNiZ%A LU N IXBE:

D3DXVECTOR3* D3DXVec3Normalize {D3DXVECTOR3I* vl, const D3IDXVECTOR3* 2}
{

*vl = *v2/(float) sqrt(vi->x * vi->x + vI->y * v2->y + v2->z ¥ v2->z);
return {(vl};

}
RBRAAP UL R KRR AR, 1 BAY KR A S P R 2.
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Jg T ARTHAR B ELAR o) B, R TR TS ) B SRR, AT KA S AR A e R
B3 AEE L 6.12) o o, EWmSIERS, WA H Bk E S GBI A, T
WUEEZURATE SUP dacln o 57 A o | i S AD B i b
P77 ok AT B R M4, SRR A i B4
{37 = 0 Fr 6 (4 i e R AT

SRR A RS )y UxV, DIDXVec3Cross() i
TR ANATER, (HERZ R

DIDXVECTOR3* D3DXVecdCross |

DIDXVECTOR3* pOut,

const DIDXVECTOR3* pvi,

const D3DAVECTOR3* pv2)
{

POUL=2% = pV1->y * pV2->z2 - pVl->z * pV2->y; 612 M|

pOut=->y = pVl->z ¢ pV2-3x — pVi->x * py2->z;

pout->z = pVi-3x * pV2->y - pVi=3y * pVZ->x;

retUrn pout;
|

TEUREE N BACT o BT B, Look il LBUEEE T 55 T EhY Right A1 Up 8
(FEM R C e B B K FXBURIA) . Bk, Look [ B A THF I —(k i Faeh
il (leading) “fifi.

) A (MR, B o AT M T e — M e el
G 2

mﬂpobjectslﬂl.matLocal.__ll = yRight.x;
m_pObjects|0],matLocal, 12 = vRight.y;
m_pObjects(0] .matLocal. 13 = vRight.z;
m_pObjects[0].matlocal. 21 = vUp.x;
m_pUbjects[0].matLocal. 22 = vUp.y;
mwpobjectSEO].matLocal._zﬁ = vUp.z;
m_pObjects[0].matLocal. 31 = yLook,x:
m_pObjects|0).matLocal. 32 = vLook.y:
m_pohjectam].mamocal._s.‘i = vlook.z;
m_pObchtsIO].matLocal._GI = vPos.x;
m_pObjects[0] .matlocal, 42 = vPos.y;
m_pObjects(0].matLocal. 43 = vPos.z:

%Iﬁ@#TR@nﬂi.%Zﬁﬁ#TUpﬁﬁ.%3ﬁﬁ#TLmkWﬁ,%4ﬁﬁ
fFTCW,
ELFARE S5 T HERE R SE O — M A I 2 30 4 2

D3DXVECTOR3 vRight, vUp, vlLook, vPos:
FLOAT fRoll, fPitch, fYaw:

FLOAT fspeed = fOneStep;
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fRoll = fPitch = fyaw = 0.0f;

if (m bKey['D']) fRoll -= fOneStep;

if (m bRey['A'|) fRoll += fOneStep:

if {m bKey['S']) fPitch -= fOneStep:
if {m bKey{'W']} fPitch += fOneStep;
if (m bKey['Q']) fYaw -= fOneStep;

if (m bRey('E'}) fYaw += fOneStep:
vRight.x = m_pObjects[0].matLocal. 117
vRight.v = m pObjects[0].matLocal. 12;
vRight.z = m pCbhjects(0].matLocal. 13;
vUp.x = m pObjects(0].matLocal. 21;
vlp.y = m _pGbjects[0] .matLocal. 22;
vlp.z = m_pObjects([0].matLocal, 23;
vLook.x = r_pObjects[0] .matLocal. 31;
viook.y = m:pObjects[D].matLocal._BE;
vLook.z = m_pCbhjects([0].matLocal. 33;
vPos.x = m _pObjects[0] .matLocal. 41;

wPos.y = m pUbjects[0] .matLocal, 42;

vFos.z2 =

m pObjects[0].matLocal. 43;

// basc vector regeneration
DiDXVec3Normalize (&viook, &vlook):
03DXVec3Cross (avRight, &vUp, &vLook);
D30xXVec3Normalize (&vRight, &vRight);

D3DEVec3Cross (&vUp, &vLock, &VvRight); // Cross Product of the

D3DXVec3Normalize (svlp, &vUp);

// Matrices for pitch, yaw and roll
BADXMATRIX matPitch, matYaw, matRoll;

D3DXMablrixRotationAxis{(amatPizch, &vRight, fPitch };
D3D¥MatrixRotationAxis (4matYaw, &vUp, fYaw );
D3DXMatrixRotationAxis (&matRoll, &vLook, fRoll};

// rotate the LOOK & RIGHT Vectors about the UP Vector
L30XVec3TransformCoord {&vlock,
D3DXVecdTransformCoord {&vRight,

// rotate the LOCK & UP Vectors about the RIGHT Vector
D3DxXVec3TransformCoord (&vLook, &vLook,
DibxvVec3TransformCoord{&vlp, &vUp, &matPitch);

// rotate the RIGHT & UF Vectors about the LOOK Vector
D3DXVec3TransformCoord (&évRight, &vRight, &matRoll);
DiDxVec3iTranstormCoord {&vUp, &vUp, &matRoll):

// move forward
if {m_bKey['R"])

{

vFos. xt+=fspeed*viook.x;
vPos, yt=fspeed*viook.y;
vPos.z+=fapeed*vLook.z;

}

/{ move back

&vLook,
&vRight,

&matPitch);

// Cross Product of the UP and LOOK Vector

RIGHT and LOQK Vector
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it {m bKey{'F']} // Key END
{
vPos.x-=fspeed*vLook.x;
vPos, y-=fspeed*vLook.y7?
vPos.z-=fspeed*vlook.z;
1

m_pObjects[U}.matLocal._ll = yRight.x;
m_pobiects(0].matLocal. 12 = vRight.y;
m pObjects{0].matLocal. 13 = vRight.z;
m_pObjects[O].matLocal._71 = vUp.x;
m_pObjects[O].matLocal._22 = vUp.¥;
m_pObjects[0].metlocal. 23 = vUp.z;
m_pUbjects[0] .matlocal. 31 = vLook.x;
m_pObjects[0].matlocal. 32 = vLook.y;
m pObjects[0].matlocal. 33 = vlook.z;
m:pObjects[O}.matLocal.TQI = vFos.x;
m_pObjects[D].matLocal._42 = vPos.y;
m_pObjects[D].matLocal._43 = vPos.z;

KBACRT IS I AERE P IRE KA A B, REAEIITERA—. B b,
ST BRI L RS Look 1M B AT, LUE#ATT LIS Look I BATIEHI 3],

HEl, REL BT H i 3D B REEIMANI TR, Istepsd RSN GRS —M{EH
PUTER R ARSI AT e, T METR R EEAE,

4, 1stepsd

1stepsd.exe B R T A —MEB R EEDERITTIE. T LA B S R 5 AR R ) e
KR, AT F,

FIOAT fRoll, fPitch, fYaw;
fRoll = fFitch = fraw = 0.0f;

if (m bKey|'D']) fRoll -= fCneStep:
if (m bKev['A']) fRoll += fOneStep;
if (m bKey['S']|) fPitch -= fCneStep;
if fm bKey['W']] fPitch += fOnaStep;
if (m bKey['Q']) fYaw -= fOneStep;
If (m bXey['E'l) fYaw += fOneStep;

// Update rotation matrix

D3DXQUATERNION gR;

D3DXMATRIX matRat;

D3DXQuaterniconRotationYawPitchRoll (&qR, fYaw, fPitch, fRoll}):
D3D¥XMatrixRotationQuaternion (&matRot, &qR);

D3DXMatrizxMulliply {&4m_pObjects([0].matLocal, &matRot, &m pCbiects{0] .matLocal};

{{ Update position

D3DXVECTOR2 vLook; // Look vector

vLook.x = m_pObjects[0].matLocal. 31; // extract Look vector
vLock.y = m_pObjects[0].matLocal. 32;

vLook.z = m_pCbjects([0].matLocal. 33;
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/{ move forward

if (m_bRey['R'])

{
m_pObjects([0].matLocal. 41 += fOneStep * vLook.x;
m_pObjectsi®].matLocal. 42 += fOneStep * vLook.y;
m_pObjects{0].matLocal. 43 += fOneStep * vLook.z:

}

// move back
1f {m bKey['F']}
{

B

= fCneStep * vlook.x;
= fOneStep * vLook.y:
= flneStep * vLock.z;

m pObjects(0].matLocal. 41 -
m_pCbhjects[0).matLocal. 42 -
m _pObjects[0] .matlocal. 43 -

[}

}

XA - B @GRS EAES. RERTRUERE D DT %, B
TR, HBTTIXAM.

¢ 1843 5, William Rowan Hamilion § 158 2K 1 0 5 8 BIPY08 (quaternion ),
fHH FHZE 1985 £ 4H — 1A Ken Shoemake K] A% SIGGRAPH® (http://www.siggraph. org)
ER e R FIA LS FE AL TR s

i g%
SIGGRAPH #9E FAE S MRk : SN69EE R REF Lt LB B E L L8 Re4Ms
E8h A fotk g

oLl SR P R MRS BBV E, X% T R ER 3D o iR
FH. VR B ] T

B T (skeletal animation) ;

B XY A¥50E (inverse cinematics) =

B 3D .

A3 A% A LA R PO ST ROR B B 568, =0l TH A 3D BRI 4/ S 9 (T 5 e s .
Mo HH AR T PO BOR A B e dE S fg 2

W PUTCR G AR AR $
W SRRV b BARE AT, Tl LA DY R T A
AL
RO — A EA R I8, 40 ons? <[5y
A XA B E R TEZ: — MR- E RS,
IXERZ PRI AR, X A 167 o o £ 1) 5 Bh 3. 70 i g o

Mo (WE6.13) . Be613 AU
WiETREG - MHEM—D 3D RAE. Hb, HEBEYH w47, THER—A
25 A B REE

i1+ Special Interest Group on Computer Graphic, FEEHHMEBMHEIEESLH.
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Direct3D Bk AL A 142 ( £ 258)
Tim BEL L R —Ed v RER, HAaTUBEEK I8 x, y. zK&m. UL MEHTIRE
PR IIN R

[w v]
iw (%, y, 2)]
{4}1] Direct3D MY T ERIE, AU CHERMARBEREMX vy 2. W KHS

HUTHER w, x, y. z 0E.

i B v iR SRR . A T RIS, v R — AR R v T E Y T CET RN
Jril, bRE pRGE v MIBERIOEE. Wik, —Hp, VBLEE LT —KIERE, RIS v i p
W AFHAE, p Al v FARLBRMMERETF I 0E 4 M7 UTELETRT p
Al v AT A — P e DR, FEHER 7 F R TN R TER.

[cosip/2) sin(p/2}v]
[cosi{p/2) (sin(p/2}x, sin{p/2)y, sin{p/2)z}]

q
q

ARG, D, REERFERA T — P, 2 SR i (Buler angle)
BT MU, ETRBRNREST — ATy, BENKFSSIER. ik
SEHLE 3 M MDY TR, MTE AT R R E N AR A ST, RATIX 3 I ST R
Fa, I3 AR E RN,

IABRE A (WAL, 0. BED w3 B 3 ANy L TTE.

Ox = [ cosliyaw/2), (sin(yaw/2), 0, 0}]
Cv = [ cos{pizch/2), (0, sin{(pitch/2), 0}]
gz = [ cos{roll/2), (0, 0, sin{rocll/2))} ;

B Qx * Qy * Qz, EATRM—AEAMIT . LT R FH W, M. &
REARA MY T

D3DXQUATERNION * D3DXQuaternionRotationYawPitchRoll |
D3DXQUATERNICGN * pOut,
FLOAT vaw,
FLOAT pi-rh,
FLOAT roll)

FLOAT =inY, cosY, sinP, ¢osP, sinR, cosk;

ginY = sin{0.5f * vaw);
cosY = cos(0.5f * yaw);

sinP ~ 3in(0.5f * pitch};
cosP = cos(0.5f * pitch);

sinR = sin{0,5f * roll};
cosR = cos (0,30 * rell);

W R v MR TTAO TRERN, BRI EIH & FEL RSN B, 00 AREE M S B RN A
B o KA MBS S H T RRMENE Y W A g s m R MIET M, E A ENRES SIS I E4 RiliT.
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p.m->x  ocosR % ginP * cosY + sinR ¥ cosP * sinY;
plut-»y - cosR * cesP * sinY - sinR * sinP * cosY;
pCut=rz — sinR * cosP * cosY - cosR * sinP * sin¥;
pOut-»w - cosk * cosk * cesY + sinR * sinP * sin¥;

return pout;

}

3IAMTTHER FA 440D AREE, BAS R pOut .
i T Direct3D 32 #2325 WA RINT RS, BB i AN B, =
S RE LA T RUA A BRI e

DADKMATRIE * CDaDEMatrixRotationQuaternionf

DADKMATRIX * pOut,

CONST DIDXQUATERNICN *pg)
{

D3DMzth MatrixFromQuaternion {(&pOut, *pQ.x, *pQ.y, *pQ.z, *pQ.w);
return plut;

1

/7 From didaath, cpp:
VOID D3DMath MatrixFrom(uaternion{ D3DMATRIX& mat, FLOAT x, FLOAT vy, FLOAT =z,

FLOAT w }
{
FLCAT xx = x*x; FLOAT vy = y*y; FLOAT zz = z*z;
FLOAT xv = x*y; FLOAT xz = x*z; FLOAT yz = y*z;

FLOAT wx = w*x; FLUAT wy = wW*y; FLOAT wz = w*z;

mat. 11 = 1L - 2 % { yy + zz };
mat. 12 = 2 * ( 2y - wz );

mat. 13 =2 * ( xz + wy };
mat., 21 - Z * ( xy t wz };
Tat. 22 =1 - 2 * ( xx + zz };
mat. 23 - 2 % ( yz - wx };
mat, 31 = 2 %Y { xz - wy };
mat, 37 =2 * { yz + wx }:
wat. 33 -1 - 2 % { xx + yy );

mat._14 = mat. 24 = mat. 34 = 0.0f;
mat._4- = mat. 42 = mat. 43 = 0.0f;
mar. 44 = 1.0f;

Ir

;

P FRE RATA A e MR AT I TR A, BN RRIN R BRI .
KT WF e, RUFIT

B TR PR A AR e DA R S A e

BN S TR TR IR BB,

B /3D g 3 A gl R B
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Direct3D R BAEATTHA (F pr)

W 7E3DEA AR, . SRERA R I T L BCR R YA

B, RAEEAZGEAERRD — TP A E AR HERAO.

S EIXESREIM S, B8 — 0 BEAFUOA Ty, AL S - b i TR K R
B, FEXMEEH N TABMIHSTERE, HERETUEER—TF, $AXMAHIE
BUSRH ] P ISR B EEE . BEACH LR EREERNERE (Look.
Up. Right) , MALTXMELKAE—MH LK —EDERANET

Position += deltaTime * InputSpeed * forward

PR AW SEBBEE (damping) R, ME LESIEFRE, HIRE S BGE oL
F 247 —Hea3 Jfi . ORIERT LU AR WP TS RIGR R, AT R 7 or DB 6 A
R R E B RAGHT A/ — AR RN BDIR SR, T — R I RIE TS

[HER TR RS, TR W, T TSR R AR
L.

6.1.2 WEIH

WHBHBFATHR - URELHRPEVENSNR. £ R BHNESRW
BT R XFI TR, M A BT EE AN B 3 — N B B sk 5E iR . IXFPAE
REfr Bt LR TS RE. BHURR —RER, IXPTRhS R 2 S B4 LU R o A .
HRAEMFARSEER N EERHET 3 MR mEmEE . HRAEE DA IRET ST
i1, TOARBHE G N LS IR PR TR E AT

1% AR BRFE B KA — A AR ALY S, AW IR BN — R IR R 2k
FHitH. RTHER T PR ERRR S L8 R AT LR,

B FrEH Direct3D A HFXRIB SLET B BB, X R T, WA fesk
A PRE= 4R . i, ZEBERTFREHENR,

WA RESNSEHEEAANEE, B AVRE 3D HMER MR AN, BT T
BRSBTS T 2 R AR

£+ Direct3D th S — R AHHUEE! i D3DXMatrixLookAtLH() R R 1. s
fE. Look M&. Up MEXK AT RFBANN ERMAMNRE. REROE, ZRKNY
ALK . HEHANRNIZARWT.

#define MX EPS5 le-5f

D3DXMATRIX * D3DXMatrixLookAtLH ( D3DXMATRIX * pQut, const D3DXVECTQOR3 * pEye,

const D3DAXVECTOR3 * pat,
const D3DXVECTOR3 * pUp}

{

// the three orientation vectors of the camera
D3DXVECTOR3 uAxis, vAxis, nAxis;

/! create look vector and normalize it
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nixis = (*pAt) - (*pEye};
if (D3DXVec3Normalize{&nhxis, &nAxis) == NULL) return NULL;

// create up vector
vAxis = (*pUp) - nAxis * D3DXVec3Dot (pUp., &nAxis);

if (D3D¥Vec3Length(svAxis) < MX EP33)
{

vAxis.x = - nAxis.y * naAxis.xy
vAxis.y = 1.0f - nAxis.y * nAxis.y;
vAxis.z = - nhxis.y * nAxis.z;

if (D3D¥Vec3Length{&vAxis} < MX_EPS5)
{
vAxig.x = - nAxis.z * nhAxis.x;
vAxis.y = - nAxis.z * nhxis.yi
vAxls.z = 1.0f - nhAxis.z * nAxis.z;
if (D30XVec3Length (&vAxis) < MX_EPS5) return NULL;

]

/f normalize up vector
DApXvecINormalize (&vhaxis, &VAXiIs);

// create right wvector
DADXVec3Cross (4ukxis, &vAxis, &nAxis):;

pOut-> 11 = vAxis.x; pOut->_12 = vAris.x; pOut-> 13 = nkxis.x; pOut->_14 = 0.0f;
pOut-> 21 = udxis.y; pOut->_22 = vhAxis.y; pOut-> 23 = nAxis.y; pOut->_24 = 0.0f;
pOut-> 31 = uAxis.z; plut->_32 = vAxis.z; pOut-> 33 = nAxis.z; pOut->_34 = 0.0f;

pOut-> 41 = -D3DXVeciDot (pEye, &utxis);
pout-> 42 = -D3DXVecliDot (pEye, &vAxis);
pOut-> 43 = -D3DXVec3Dot (pEye, &nkxis);
pout-> 44 = 1.0f;

return plut;

1

AR B A EREE T 3 MR, CN T RAYLE A B R TR A B R A
% % nAxis [f] Look FI&. Up BN vAxis, THHIEM, HETML4RA -4h. Right [7
Eill Look [WEA Up I B AHEME. — R IX L ) 2 2107 AR T
3D AT R (WA 6.14) .

b
TUF’ ”

i
RIGHT\ LOCK

B 6.14 Up. Right. Look FiH
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Direct3D B8 A2 A 114082 (F R

Look [l B MG R T RARBLE AT 807 1, & REBARSLR MBI RN 28, HE6.14FH
%u%TﬁﬁﬂM%ﬁﬁﬁﬁ%ﬁﬁ%ﬁ%ﬁ%,Mﬁ%Lmkﬁ%ﬁ%IﬁN@&DR
0,0, 1o

{2 F] Look W& & LAfE RABHLEOSA i . SARBL A A& SBHE I SR AE, ik Look [
B o B R 1) ., X BT Up ME T, Up MERMAMEN TRAEHN
RBEEM L A, REEMEILE SN y B, FE 6.14 TEBIRER Y. B,
s UL IE BB RON, 3% Up IS5 35 D3DVECTOR (0, 1, 0): 20 S U LIRSl i
5, WFi% Up M&3 X4 DIDVECTOR(, -1, 0). Look /& B Up MM XA T Right
8, 758 6.14 b A Xeo

HTRHRRBEREEISEEN R REAES, R — AT -3 F-22
M KITR., mBEXA RIFATE F-22 M F T RZABR A A WEEME, W Look &
Al Right FiEH %% Up MER y MY (RITRED o w2 mkn A4
RATHEAT, W Up i 8 F0 Right [ B &5% Look MEM 2 Mk (BMEMR) . mR
Ao 405X 1 S HED) S AT R FE, M Look 7 B A Up [ 8 St &% %F Right 1) 588 x B 58 ¥ (i
MR .

D3DXMatrixLookAtLH) <R Rl — A WS AR . R LAE B L IRACHE 2 fl i i B 1H 7
FFIN. B—FIGa 3 MERTTT Up ME, 8 FIHE7 3 MEMER T Right &, HB=751
f1aT 3 ANMEMEAF T Look .

D3DXMatrixLookAtLH(O) T #yidt — 1 ERBE B AMHHL (follow-up camera) RZRAHBIIN.
thim, Look I &4 m MARNLE BERRI Yk, T RARVLIAL & BN AT A Tz YA R0 5 B
BRERTR . sEROX N IHREA AR T -

static FLOAT tic = -200.0f * randf{);
tic += 0.01f;

vLook =m_pObjects{0].vLoc; // position of chject that should be in the focus of the camera

vPos.z = vLogk.z - 5.0f;// position of the camera

vPos.x = vLook.x ;

vPos.y = vleok.y + {FLOAT) {1.0f + 0,3f * sinftic * 0.33f)}); // slightly up and down
mave: more lively

D3DAMATRIX view;
D3D¥MatrixLogkatLB{ &view, &vPos, // pEyve = Position
svLook, // pAt
&vlp ); /i pUp
KB R A MR AR . i, e T LEXREETR (head-mounted tracking
display ) BUEIRFEXFAANR SRR AR, HETEEREHE - MATREHEHRECE
ATRERLZE P BRI B, X KPR E B MRS MRS, B A EANE R
AL Ak, —FEKRAYSE et 5 FrEERN B RMAIEETEH
Befh . BN EE—-FgeE A 5 KRR

20
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1. 1steps5 7B

SFTRAE T IE 3D F{EB T Up. Right, Look [l E3RNESRWARI I, EH ~HEAM
MU B AT DA RR R (B E 6.14) .« £ 6.14, FOREBHENERIVERT 3 P
B 24 (Look #l Up) RERERMAIPLNEIR, FTOXIHAHIEITHA 3 M. HEH
ML2435 Look o] B HEH R BIR'E: K HANLEEE Right ) &HER W[ B 2 RARINE: Tk R
LG Up I B N aT 4 ¢ i

ARt B RIEMEE 4 MBS, TIIRMRIE R AP B, R
AN E . AR A S Lsteps3 REIFARL. MBMRCOE TR T dir + BBE Y4
BeF AR EEREMEATE, B4 LT XB AT RADTLIE R B AR R U R A
AR

statlic DIPDEVRECTOR: vCameralook=D3DXVECTCRI(0O.0f,0.0£f,1.0); // look vecter
static D3DXVECTOR3 wCameraUp=D3DXVECTOR3(0.0f,1.0f£,0.0£f}; I up vector
static DADXVECTOR3 vCameraRight=D3DXVECTORI(1.0f,0.0f,0.0f}; // right vector
static D3DXVECTOR3 vCameraPos=D3DXVECTOR3(0.0f£,0.0£,-5.0f); // position vector

fPitch = f¥aw = fRoll = 0.0f;

fspeed = fOneStep * 1.5f;

if (m_bEey[VK _UPl) fPitch=-1.0f * m fElapsedTime; // fPitech
if {m_bKey[VK DOWN}) fPitch=+1.0f * m fElapsedTime;

if (m_bKey{VK_LEFT]} fYaw=+1,0f * m_fElapsedTime; / fYaw
if (m _bEey[VK RIGHT]) fYaw=-1.0f * m fElapsedTime;

if (m bKey['C']) fRoll=-1.0f * m_fElapsedTlime; // fRoll
if (m _bKey['X']) fRoll=+1.0f * m fElapsedTime;

/{ camera forward

if {m bEey[VK HOME]) // Key HOME

{
vCameraPos.xt=fspeed*vCameraloock.x;
vCameraPosg. y+=Ispeed*vCameralook.y;
vlameraPos, z+=fspeed*vCameralook. z;

// camera back
if {(m bKey[VK END]} // Key END

vCameraPos.x-=fapeed*vCameralook.x;
vCameraPos.y-=fspeed*vCameralook.y;
viameraPos.z-=fspeed*vCameralook.z;

}

/{ base vector regeneration

D3D¥Vec3Normalize {&vCameraLook, &vCameralook};

D3DXVec3Cross (&vCameraRight, &vCameraUp, &vCameralook); // Cross BProduct of the UP and
LOOK Vector

D3DXVec3Wormalize (&vCameraRight, &vCameraRight);

D3DXVec3Clross (&vCameraUp, &vCameralook, §vCameraRight); // Cross Product of the RIGHT
and LOOK Vector

D3DXVec3Normalize (&vCameralp, &vCameraUp);
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/{ Matrices for pitch, yaw and roll
D3DXMatrixRotationAxis (ématPitch, &vCameraRight, fPitch };
D3DXMatrixRotationAxis (&matYaw, &vCameraUp, fYaw };
D3D¥MatrixRotationAxie {ématRoll, &vCameralook, fRoll);

// rotate the LOOK & RIGHT Vectors about the UP Vector
D3bXVec3TransformCoord (&évCameralook, &vCameraLook, &mat¥aw);
D3DxXvec3TransformCoord {&#vCameraRight, &vCameraRight, &matyaw);

// rotate the LOOK & UP Vectors about the RIGHT Vector
D3bXVec3TransformCoord{&vCameralook, &vCameraLook, &matPitch);
DibXvVec3TransformCoord (¢vCameraUp, &vCameraUp, &matFitch};

// rotate the RIGHT & UP Vectors about the LODOK Vector
D3iDXVec3TransformCoord (&vCameraRight, &vCameraRight, &matRoll);
bibxVec3TransformCoord (4vCameralp, &vCameraUp, &matRoll}:

D3DXMATRIX view;
D3Dx¥MatrixIdentity{ &view );

view. 11 = vCameraRight.x;

view. 12 = vCameraUp.x;

view. 13 = vCameralLook.x;

view. 21 = vCameraRight.y;

view. 22 = vCameraUp.y:

view._ 23 = vCameraLook.y;

view. 31 = vCameraRight.z;

view. 32 = vCameraUp.z;

view. 33 = wvCameraLoock.z;

view. 41 = - D3DXVec3Dot{ &vCameraPos, &vCameraRight );
view. 42 = - D3DXVec3Dot( &vCameraPos, &vCameralp };
view. 43 = - D3DXVec3dDot{ &vCameraPos, &vCameraloock };

m_pd3dDevice->SetTransform{D3DTS VIEW, &view);

TEABEABRRSRL TUE R 3 M BRI B R EA AR, R6 5
4 AT ERSREACHE R, REFSNBEMERE, KSSOMEERNE. 87, E5
BB, SR TREEN. IHEBEIRESERENRETER. XEBES
Isteps3.exe A8 BTG B iE RATR H. SRTHE— R R R TR A B EWEBER BT R.
SRR USRS, MAERBIP LUUTHRAF. B, SRR B¥E 2 s
FAHLA RS 3 M MBS EmEN. 8 TR EES 3 MR R NE
ris TEASALE R B, 3 A E A IR .

MIEIRCEHE T 7E 3D hanfd th— - BARNLGERTR 19 3 ARBIER, TEETHHA
ARSE - A EFEERMEIN. BT, BEFIHR—MEERNEE ZEUFRAT
B HE M TTECR BRI B .

2. 1stepst =

VR B 2 PUd B BRI PR (RSB ML (Lara Croft)
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w

#6% Han¥

W ? iR b P T DU M e o SRR 0L T 47 B AL S K L AR L — L2 PN it
S T Rk N AR, RSB B BB RNLE TRE A RN R
g3 -EEEHAE L. B, KEHXARMLERE ML EORE R .

- A TUTER e ~ANBRARNLE 7 5 R0 — 0 (I DU CROR B # — 4 3D BIRRY
GRS ARBILL Lstepsd oA, 45— MO LI T U BRARNL. 535k, ROAHLW AR
M. F. . Az, WUFREEREEAE N E:

fRoll = fPitch = fYaw = 0.0f;

D3DXVECTOR3 wPos (0.0f, 0.0f, 0.0f};

static D3DXMATRIX matView = D3D¥MATRIX( 1.0f, 0.0f, 0.0f, 0.0f,
0.0f, 1.0f, 0.0f, 0.0f,
0.0f, 0.0f, 1.0f, 0.0f,
0.0f, 0.0f,-5.0f, 1.0f);

// Process keyboard input

if (m_bKey[VK UP]} fPitch += fOneStep; // Fitch Up

if (m_bKey([VK_DCWN]) fPitch -= fOneStep; // Pitch Down

if (m_bXey[VK LEFT]) fYaw += fOneStep; // Turn Left

if (m bKey[VK RIGHT])  fYaw -= fOneStep; // Turn Right

if (m_bKey['C']} fRoll += fOneStep; // Rotate Left

if {(m_bXey['X']) frRoll -= fOneStep; // Rotate Right

if (m_bKey[VK_HOME]) vPos.z += fOneStep; // Move Forward

if (m_bKey[VK_END]) vPos.z -= fOneStep; // Move Backward

if (m_bRKey[VK NUMPAD4]) vPos.x -= fOneStep; /7 8lide Left

if (m_bKey[VK_HUMPAD6]) vPos.x += fOneStep; // Slide Right

if (m bKey(VK NUMPADS]) vEos.y += fOneStep; // Slide Down

if (m _bKey[VK NUOMPADZ]) vFos.y -= [OnedStep; // slide Up

// Update position and view matrices

DADXMATRIX matR, matTemp:

D3DXCuaternionRotationYawPitchRoll (&gR, fYaw, fPitch, fRoll};

D3DXMatrixRotationQuaternion (&matR, &gR);
D3DXMatrixMuluiply (&matView, &matR, &matView);
D3DXMatrixTranslation {(&matTemp, vPos.x, vPos.y, vPos.Z):
D3DXMatrixMultiply {(&matView, &matTemp, &matView};
D3DXMatrixInverse (&matTemp, WULL, &matView);

m pd3dDevice->SetTransform{D3DTS_VIEW, &matTemp };

X B matview SEFERAEERAIVIEE M. FEORBSIIBER, HEFEZINEW T
RUHBLE] Look 1mj &, S FIFFEGET Up MR, H--FIFFM 7T Right HE. #%h, BHE TR
FIPLR A7 B840, TEIAERIELE vPos LRF. L RSER I BLTFILE LE:

C1) ARJE AL, F. BRHWE— T, HPEE FAAXPRRERE R,

(2) ML CEBIE— DR,

(3) BXAFERR H PR DL AT

(4) K4 vPos H{7 B KBk FH I 8 B

(55 FRELVL 1S R PR R,

(6) FFULH R OLS Direct3D 7%
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Direct3D FENMBAZANTRAZ (F )

B3I NMPBEAHATHR —HPAELT. XIFMEREHI— M SIEEERINE
M, 45 RBERMINOGE. £S5 P9, FHT 1 Direet3D LHEFFR HERK
W, A AFTIR—AEAERER? 8- NP aBoR R RARYLE, B THEHEN&HE T
BRTRE L, REEF EAFERE . MRAK B R RS M, WS E = BT
NG N R MR, DAL B 1) B RR R i fe) SR SR — AN Bl F R A A B 2

JE A R e M PSR f AR — N BER R BE NI AR B . SERTIE— IR A MRS, of
Bt —K-A AENEERIENE. ME—MEFAT MR, WiZEEMTBERA Y,
HATE A AT'=ATASLL

M A R SEREM S R — PR I - IR P R o) B 8 et
it BEs B R B AT .

X—H @ T HE [ BEMSEE RT3, WK MNEN SetTransform()k %
o pSh, BAET —PREES AL F AR, HP BT 3 ST EE R B e s 6 AL
EHARMRAETHREHX 3 AMNAEZ AL ET T bef], M Tsckesh
FEAIALINBESS, A AT . REW CHBRHERRE, BRSER, XORI T —/Hi
)R E =g s .

M FAERATTHE MR AN R G E U R, 78 CD-ROM B\lsteps? H3E FH 4
Isteps7.exe 7R, BT MR ERNETFHERYIR RS, A H PR OURSE B AEERE
ot .

6.1.3 BEETH

BRI LT A AL W AR (viewing frustum; BT 2TRE K-S FIE IR,
EEXTHARNTLLERRNA) Bkl — P Jik4:fe), mE6.15 Bix GBI —A ik
JUTRR AR R EEES)

VAR SE AN SR, BN SR, TEXMEET, BRI a8 % e
LR RREEAE AT ZR B BUEN RS -/ 3D R, B 3D JUTEEE Y
—HulfE 2D BB ERFANER . - PHAZEEE X Tl YARIES, 75R&p
BERPEAOEEMEEREZ Mk, W (field-ofview:; FOV) 8 X T AB K %
BHEE (1LE6.16) .

R AR E AR S, URESE—SRT— FARSLERMAR, 0B TURBIERRS, Look B LHHEHR
. Up B Y LD, Right 5 XSLEA R MREEERINNLIBHT— PSR, B AR HFERHRT T eEMTER
W, DA RIEENIEBIER TVIEV BUY R XM AR UR S I0E 5 & b, T2 T IR AL 5 A R A R i Ry
RAT AT RETR, BB TVIEW MR, BSOS MRTEBMEt. Puse < Natm” HImENRRNTRE TR
AIEANTALRARMISERTE. KNS RE, B T8N — 5 TREHES, BSEI o RE2 S
R,



Fo¥ FHatf

A WA
i A

e et
R gt
615 HFsmE
=5
= M (FOV)
'\-\
6,16  #L

Helon, RSk R — BN, SRR KB SR A A £ R g
PR A X 8, XS AR THEE L. DIDX FER S T LA G s 40 B R (1
B O SRR R T T AR R IR, IR0 5 WA T — A BT T OpenGL (1)
GI¥BAHH Direc3D b, fEARMARHIT, RLEH T I 1y —4 D3DXMatrixPerspective
FovLH()#f % .

DIDXMATHTX matProj;

FLOAT fAspect = m_d3dsdBackBuffer ,Width / (FLOAT)m_d3dsdBackBuffer. Helght ;
DIDXMarrixPerspactiveFoviy ( ématProj, DIDX PI/4, fAspect, 1.0f, 500.0f );
m_pdidDevice->3etTransform( D3DTS_PROJECTION, &matProi );

G R
D3DXMATRIX * D3DXMatrixPerspectiveFovii (
D3DXMATRIX *pOut,
FLOAT fOVY:
FLOAT Aspect,
FLOAT zn,
FLOAT zf
)i

BTSRRI, B SREZ y 8 s, LilEER. H=42
Bk T B b BRI S 25408 o 8 1 8 L A TR L. U8 2t SR P P 2 T W T ks
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Direct3D R HEAATHE (BN

3 2 sk T LA ok e e L e SR AE 0 T it 2 At A 1 XA . e Je A 2 MOR T SEL
FEMY AT, AL A EASERTEE 4 2 (. Lo, fEMRREE EIT, (ERlRE
oV 1.0f, ZEBTHECEIT# 2k 500.0f. U AE a] F - b SHAl — 20 8 ) B, e
W o TR BRI Cartifact) | TEREE A HERMERERE . MR R HEF ERIL
(i, PoliZeeps ol TABMIHETEE., SRS, amprare s —
M ECERE PR 2 9 T

6.1.4 fERHAO

ESERE T LA | 3 A asde (S, Waadh, S PRZE, RHEDLHERE
oy 4 2 2 S e 2 e (R 3 b AT A s SN PR A B % S A T R 1
EBRUMEN F, —8 D R O (e EE &R, —4h
I FHFR P B0 0 A AN SE S BRREN A3, [k, AW EBAME B0 KN, £
i Direct3D 1 fo Vol 6 L1 eh i 3 — P 8 B AR E AL, O TR — P O PERE
PSR IR ARG, ABAEATY Isteps2.exe 7l X FE—FP A, €18 6.17 7, MLPy %
AR5 4 0,

RotMar! * TrangMar ET, TranaMat = Rothiat]

617 4400
i il DIDVIEWPORTY %5434 5E X — 4L

typedef struct D3DVIEWPORTY |
DWORD X;
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DWORD ¥;
DWORD Width;
DWORD Height;

float MinZ;

(TS Direct3D T4 E 4
DT
X. Y. Width, Height (3RO (LK 6.18) .
AR X T MO DR R R, BNEH L
TR T 1 S e R T B () 5 B . Direct3D ¥ x e

(ERTEEM-1.0f 2 1.0f, y [EMOFGEMN 1.0f Bl-1.0f. ZHME—
fe e TR PR T A 0 B MR R e, ERFE RS E618 WO
Hebs (XS R 7E DirectX 8 $15IAM; Ti7E DirectX 7 H, iXSLrl 7 Wi T8 . @™
% MinZ Rl MaxZ 4 0.0f R 1.0f, XA LS YR b B H M RBEREANE. BT
T8 3 — 2 T 0 ) T L Qe b S A R R A, Bofm, FRXEAMEERBEY 0.06, Wik
SR ALERT R P ATES. ERE—FHUOH, TLERA GetviewportOfRFFIHMA, X
BaEEd el E i EERO.

HRESULT GetViewport(D3IDVIEWPORTY *pViewport);

HT—EMOMRIASS, WALl SetViewportR SR~ FUO T, HkHS
GetViewport() 1A 7 -

HEESULT SetViewport (CONST D3DVIEWPORTZ *pViewport);

AR YOE LT RO — AR, BJE S AR M RAN B AR TE SRR A, I
gAML LR &N R 2, B4 SetViewportOMI& M. #ETER, MOMEK &R
b 7 5 4 B B T 52 LI 7 R L AT, B A E B =S @R IO —#.

Isteps2 7 B BOBEARTS A 4H T T AERT 4 PAO . XY O /RN ARFFRP S,

DIDVIEWPORTY m RViewport;

D3DVIEWPORTS m SRTViewport;

D3IDVIEWPORTY m_TRViewport;

DIDVIEWPORTS m RTRSViewport;

B 1 AMORRFNNE R T — S d e B g, KAFPHAEFER
B . 2 MO AL R T — A G e SRS
H&2F A ST SRT B VHE. B3 MMORFHRERRT —MEH “FB—iEH"
W RAIAE, KAFPHAEFE TR BOVEE. B4 MHORFHONERERT 4
% “HES—TB— iR SRR M 0T, HRFP RS T8 RTRS B HE.
4 MO KDL RestoreDeviceObjects()f BSENT, X F A RFNBCEER O/ E
B XML O AN

// Setup the sub-viewports
D3DVIEWPORTS MainViewport;
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Direct3D FEREARFEANTHAR (F 208

m_dedDevice—>GetViewport(&Mainviewport}:

// Each viewport fills a quarter of the window
m_RViewport.Width =

m_SRTViewport.Width =

m_TRViewport.Width =

m RTRSViewport.Width = MainViewport.Width / 2;
m RViewport.Height =
m_SRTViewport.Height
m_TRViewport.Height =
m_RTRSViewport.Height = MainViewport.Height /2

m_RViewport.Y = m SRIViewport.Y = O:
m RViewport.X = m TRViewport.X = 0;

m_TRViewport.Y¥ = m_RTRSViewport.¥ = MainvViewport.Height / 2;
m_SRTViewport.X = m RTRSViewport.X = MainViewport.width / 2;

// Set the full Z range for each viewport
m_RViewport.MinZ =

m_SRIViewport.MinZ =

m_TRViewport.MinZ =

m_RTR3Viewport.MinZ = 0.0f;

m RViewport.MaxZ =

m_SRIViewport.Max? =

m TRViewpoil.MaxZ =

m_RTRSViewport.MaxZ = 1.0f;

HXEBASTD ), EERBUCYRTRITHE B MO REEEHIEP KR 85,
WMEPRERSR 4 MREERER, 4 MILURRIR 4 MERBERSE. FEE, &
AE A KA B4 R U X HLY (B

7L Render)F G &% — MO 5, SHAH DrawPrimitivelndex() i ¥t PU 17 B 42 I 2] 1%
worp,

// Draw the rotated data
m_pd3idDevice->SetViewport (&ém_RViewport);
m matWorld = RotationMatrixl;
m_pd3dDevice—>SetTransform{D3DTS_WORLD, &m matWorld);
m_pd3dDevice->DrawlndexedPrimitive ( D3DPT_TRIAMGLELIST,

o,

o,

4, // number of vertices

0,

2y; // number of primitives

HE S FHME, RNIZCT DrawlndexedPrimitive QBRI B BER T . LT &
Wiga, BELEMAXT, BErEReERAAFRMOBREER. XEEBUMRE R
LRI HEENE AR FRAMUT, FUTRERKMA SetViewport R B E ZM O,

// 8et the viewport back to the full window. This ensures

// that any other processing {such as Clear or the DPrawText functions) takes place
/{ over the full window.
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m pd3dbevice-»SetViewport (&MainViewport);

// Output statistics

m_pFont->DrawText{ 2, 0, D3DCOLOR ARGB(255,255,255,0}, m_strframeStats };

m_pFont->DrawText( 2, 20, D3DCOLOR ARGB(255,255,255,0), m strDeviceStats };

m_pFont->DrawText ( 2, 40, D3IDCOLOR ARGB{253,255,255,255), T("RotMatl alone"} };

m_pFont->DrawText{ m_SRTViewport.X, m SRTViewport.Y, D3DCOLOR_ARGB (255, 255,255, 255),
_T{"TransMat * RotMatl * ScalMat") };

m pFont->DrawText { m_TRViewport.X, m TRViewport.Y, D3DCOLOR ARGE (255,255, 255,255},
_T{"RotMatl * TransMat") };

m_pFont->Drawlext{ m RTRSViewport.X, m RTRSViewport.Y, D3DCOLOR_ARGB(255, 255,255, 255),

T("ScalMat * RotMat2 * TransMat * RotMatl"™) );

CLEARES S, BEAMORSTE L PEMAZMONGEMEE . BTFHORE COM
KR, BT ARTEA DeleteDeviceObjects()5, FinalCleanup()ik $ b BT .

IHILRIWRBIE— T O MR B GetViewport() AT IRERIL 403, LML Jo VD
FEHESIREE PN MinX,. MinY RER— MRS HK ., NE DrawPrimitive*()#r 4.2 7
i SetViewportOR BRI 1. E5EIRLHIE, PiMCE BORIMIT, LA 7E— s g chis 2 8
MERHAT (render target) . LIRS Direct3D HEZR 4R LK Hh KRS HIT =,

BUEULRAIKRE - PMEREENWT . S5 TEA FEEFARNRE, HEASNARE,
AR “ IR .

6.1.5 JRELZ¥ ( Depth Buffering )

- % (overdrawing) EFTHBKIIEH L 30 52 # 2R 40— 3 2 1 5, =
WEILHE—A 3D I8, HRIEMN — B O — T s Nk, T8 A O 4R o) LUF 35 16 8L 1K
FEBREERIIR, MR —HREREN,

TH X U7 SR A 7 PR 2 (TS S R B T UL g M B B[ R 22 WIRERT A5
BABMRE (LN, 5 1A) B AL i % O BB Bl IAXFE R BEIER <12,
XRNAE L RCHERE, BRI aER — MR TN ST 5 B N R R R, &
MEPLER L R £ S PR  FA HL S R 1R 2.

REH A (depth complexity) BX -8 ELIKEN -FErEME. ERREHEE
REGERDBLTRBERLS. M, R MARMEEEIES 3, WERREERN
REBRRFR LR TR ERBN 3 2. RERs, TERFFF T MR RER T,
PR EEL 3 T RELSMBERERE R MaE. B4, REGBRABILEENRE, F
WRAYETTREM | 208 10 R, (%R 283 1o, L AAE 3D Wk R R -
PTLERN.

Direct3D 3055 ~Fi57 B IR RIP 8 MART, STER B2 HE T BENAG, XA
SNBHRERE BT B M ENRENE. EERBIER 5, B 293 B 4 b g o
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DirectiD FsE B2 13082 (& M)

BIGAMER, BENRENBRETTHEREEE. /6, REEPHRGRNHTEE
WA RIS R ENEE. MR- MRELANHFETREENETHERERLITRM
Bl RMBOERRERBERNE, FRXAFOREHGE RREENRTREOAE.
BIRLHE ARG R AT RZ TR,

RS B % £ th Direct3D MEZR AR, R HEER M — 6 AL BT E X TRUE BT,
B TRBAEMEABRAE, MR THREREMIR (stencil) RrFRKH.

m_d3dEnumeration.AppUsesDepthBuffser = TRUE;

N T IR WS P A R S, BT Render(RRERIE —WIEHRAILHE
B R, XAGA U FAERTEE, DTABRMNSERT ERBF.

// Clear the render target | z-buffer

m_pd3dDevice-»Clear{ 0L, NULL, D3DCLEAR_TARGET | D3DCLEAR ZBUFFER,

D3DCOLOR_XRGB(0,0,128), 1.0f, 0L };

WAL, ClearO A FHBEYNO. MEHNESE, cHTHEEAMARFEN
ER . HAMNMEEENNFERERN . X REET USSR E. ENFE
B0 |

HRESULT Clear(

DWORD Count,

const D3DRECT *pRects,
DWORD Flags,

D3DCOLCR Coler,

float 2,

DWORD Stencil

i

A JETE pRects FIEZ—NMHEANEH. EHEKBEEFE Count F. Flags TBE
AP RRRL, TR Z B3, HREEIERENS. & Z FEPiRes
CEBER 2z, 7 Stencil BETIREH B R EHERE.

X2 RHEEENERTBROSTERE. RENE, A HRFIEHLFEE—
HIOREE BRI IR FEAFRT, BEEMNESIEENE A HER K NTR,
B ErhB UT M TRIEREAHIFRE EFAR. RLASNEN TS, REEMRNE
B FE T AL 16 (758 24 {284, i B MR E B AT DLSRF 32 R B rp e, 75—
MEWWEH P, HRFEPERESEEEMBETRME Kbz B FERELEIX N
B (B 619 MRERERFHENESEZEMERFREASH, Hhs g
P ) f1) BE S R A I 2

EES WRRTAN “ERAE" |, REENRE" , TEBRELEENTRILHEE, EAREFIH, TNEREA—
XA
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Fo¥E FHEAn

A
R il — [ mRTE

= vElE

|

gy
iz

VL e

M 6.19 {FHcEapderhrn

U ES T IRIEE 0P ARSI, 2 T RE S A v B Rt . T 2 8 18 1
FEGEpPER IO S, bhln, — RIS AT 16 LR IE(E B, TRAmMME AL & e
FEZ R R, Al 0l BURE LR 2 Epba8d, RER, Wi Gk
R N R T (R R FE L e A A L, Ll 24 £

Direct3D 82 (I 75— BIFRY “W b 28" MRk i, W ErhaSnib T Z GEnhasdekt
FRCED @4 (] Pl 200 w8, 3 BTG 2am il 2 0T (1) P 1A LA RsE AT rERE . LAR
¥} DircetX 7.0 SDK 24 7 — N ESEFLAT I8 A s A3 0] Z 98 P 35 15 W 28 i 88 16 5 o S i
PR R TAE 16 (A B P R LR M 3 2 R I g L R INE et . WURRAR
Bk — PR RN, R 16 (UEEALE, IXH 4 fEF BIXRAMHHE (LM 6.20)

P 6.20 ¥R HE4R % (4 AL R

B (RCELL T YRR ML Ot o (AR T SR A BT TR TR 2 SRaRaE. T A
MRk E b A B0 R ATHRAR & 6 TSRSl E. BB 100 B 8. 5 ULER L B L EAT AT BB 2 ) 2 e
REIEIE. dedk, fORMEMERT, b1 o (RIES IR 25 M IE. — BRI 24 S AR T, Wil
Eop 2 A AR s TR OO 24 {0 2 B P SRR S R R EFFE AL,
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Direct3D) SR BN IHE (£ 0R)

R A SRR B E R LAERS, KT LB IS EF B LM —  EXF. ERAETREE
B~ AERIE . M Z SEeh B AT IR SR moESKE, KNECTHREER
KB

Ll SetRenderState( R AT AR M W Zrpds.

n_pd3dbevice->SetRenderState({ D3DRS_ZENABLE, D3DZB USEW }; // w-buffer

EFALL TR TR ERE R W RMES:

if{ d3dCaps.RasterCaps & D3DPRASTERCAPS WBUFFER)
m_bDeviceSupportsW = TRUE;

clse
m_bDeviceSupportsW = FALSE;

CAET W B RREENR S Z Bersk i, SR UES A TR RS
i TR 2 1] SR B0 T A R MR T /22 B 18 I B S LA R, X RAE R
FIF A R R B AR SRR E P AT T, ISR RIRETH. R, £T W F&m
WIEE B R RS, AN RN TRIERYG L RN R T HREANEER. W&
WRER TN B AR I Z Snh AR I R REM R ST BT T RIEE R, BR
EM Z g

6.2 MNEE

XEHE T B Y COM $5H: http://www.gamedev.net/reference/articles/ article1299.asp-

X B R B LAV 0 3 T RARPLEA M ) BRI TRIE:  hitp://crystal.sourceforge.net.

3 R TV AR I CE

B Shoemake Ken [{)“Buler Angle Conversion”, 7E Paul §. Heckbert 8B 15 Graphics Gems
1 220~-229 T (Toronto:Academic Press Professional) :

B Void Sobeit [“Quaternion Powers”, $f T http://www.gamedev.net/reference/articles/
article1095.asp;

B Downs Laura f“Using Quaternions to Represent Rotation”, f2F http.cs.berkeley.edu/~laura/
cs184/quat/quaternion.html.

XA — R T B B i U

B  hitp://www.sisweb.com/math/tables.htm;

B http://www.swin.edu.aw/astronomy/pbourke.

Ao 4% B DirectX/OpenGL/Glide/Genesis3D it 1%, AL T Witchlord M 35 & ;

http://www.angelcode.com, BCIFBaXRAFTH.

MBEGRERMEXANTHERBFRAOGEMWBEENE, HFHN
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Yo% Haud

http://www.gamasutra.com.
ML AT Y e B ALy, FeHEYE Real-Time Rendering Tricks and Technigues in

DirectX (Premier Press, 20023 .

6.3 I\

A BESEILA D ORI A A T i i A WETRAMBERER. LRSS
HT MU SHRBEMNS. 4 F—8h, Rl FIoURmat MooEid g, w&IT 757 ik
ARA Ak 4 A A !

6.4 SFE—8oiEin

i) AT & (pluggable software device) MIAIEEMH A7

B WA HAL AR — R 4L, W] LALE ffi 205 4% I 80 ) R BLAE 4 . DirectX
9 SDK AR AL 9 o

8] : #FH%Z %M (reference rasterizer) [ M L1142

e A T IR AR 2 A SRR

W) : SbfFUTARARFE AU, B RN COM BHILAEA ] 4

Z: o COM 1AL N,

« Jhar TEE S,
o MAEEVIIE) Ak, MiAEE DT R AR

iB]: 4 4R v-table?

- EREER, LRIHT A A COM XS ST % 4~ fyik. FRGBUE I v-table
K Jihl COM 1 Jiid.
(8] AT 3D A E S DDA AT S

& T MRS SRS RIS ) B

&) : WHACE 3D A M E S AN R R Y 2

Z: {4ilf Look, Up. Right [M%&.

©]: At a2 B LANE Y E [ X e 8 = fai K Ti s 2

& : Direct3D A T sh 13 TR T AL A E 2 BRI TR, BRUABHR T, EHLH

P LI $1 100 00K 58 SR PSR . SXRR A miglER (back-face culling) 7. Fik, &
D{u W HBIFI IR X5 SR,

). A sr AR 2 kLR

E: Direet3D 4 SRETRRETAMIEZE Gtexel) {EH—E % WiRHEEE. KA A

el
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Direct3D 3L AL M1HA2 ( H ZHR)

(0.0, 0.0f), 77 M A(1.0f, 1.0f).

ia]: Ao T (common file) ?

s, AT T JFEG S — A Direct3D BEARHT E MM r i RE. H AR EAEHE
P AT 4 Mok B8 HTH

id@l: OneTimeScenelnit()/InitDeviceObjects() /%I &L 42

2 . OneTimeScenelnitO)H F 52 R INE — A M RH T PTA ) LTS, &R SiRf—x.
InitDeviceObjects WAL T 4 B F R AR & A &, st 8 £ P e IR B — & K HI
WE RN, WSS, WEERRES. CRENARS ESI BRI &2 TR
AT

jil: DeleteDeviceObjects()5 FinalCleanUp()Z & F AKX 5 7

# . DeleteDeviceObjects()F:7E Rz FIFEF IR th i 8RR %78 i #I8 M o FinalCleanup()2 A2
WOE AT AN R B R HAEN—A RS T CHTRREAENAT (dngFE o R
g Se AT B

fil: D3DUtH_CreateTexwure()af LAII# A 4 L0 #87?

Z. *bmp. *jpg. *png. *ppm. *.dds. *.tga FLHE BT

& fAaru?

% : A T 48K Direet3D MBI EELAE (frustum) , REBLHHBMUMGR . ZRFE
AT WA E R R R R B A AR BT B ST R K

jal: BeginScene()/EndScene iX % A BIEH H4 H?

& BeginScene(MEF RAKN A HAMBEIEA . # AE 4L K E K AT MM 8o, H#
SN E AR E ARSI A TN RERTE. EndScene(VEBR R T BB ERTE
IR EEER A, BRSO E R, HRAEREIRTILR.

g wE IR RWET A

%: K SetTexture()i AL BIE7 Direct3D R &¥ZAENHTREERENET, H
BIRE T n—Mo0Re R TiZ488 M Bt (texture stage) A1t

wm: AR CHREIE?

E: —RIMHEN=/AF.

i\l s bEER R EA?

E: BV I Direct3D X THEE TS BRTTUIS HIE I . 3 —Mke 8 T s &
MTr - S E AR REMHNNE R, RSB TERETU &2 2B, B iEEnEd, LUl
KA HE B RS ERNTR SRS, AMERIEAERTEATRS, HEE
FiF /NS 3D JHEMHRABA R

fa] : LA EAE A Direct3D ZF S0 YRR I A £k ng 7

®: FELR, ReIUAEEFETENIE. wHEAENIE, RFHEREAHTER
& (CRHW) LG M0 IR S 85 R0 af,

ja}: AR, TR E TR AR A7
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¥o¥% HawY

o b FAS R — M MR A B AR B R A, R AR R — A 3D R
2fS|HAERE (absolute frame of reference) » MUEEATENT 3D IRt 535 AR B AL A
M, ZA g AL R R SRR S, RS 2 T . SRR R
GRS B8, Lo BEATPLERE— D @8N E LB

jo]. 7EiERRgRiES, MEAEREAMHAFL?

. AMEHSEFER s ERATIE AR ol U HEGE Y. R @B IRIT RS
AT7E0A S HE B 5 R B FIE % B R AR NI+

f]: D3DXMatrixLook AtLHOSR M KB A BAIVLFE HIF A H {4 R ?

. XANRBEEAIEANATRTMN. Fo, BN FLEABREER (head-mounted
tracking display) ELERBEAMAHMLK 21BN, BELEHHIRHE—NM T REH IR
KT rRERIER AR

] ERERGE R DY TR R R R AL

2. FEibRAT. FHUAEE (IREAH=12%5) RAE—NMITHE, AEEEER
R —ANHERE, BRSO SE R i kR B .

18 A AHE B AREEMNESR?

. ZESR W PR TEABELSHTENNE. XEEHRREERRPEME
EMEEGR. R MR AEESSE TG RERL TRMHE, WEET
BIEMAANMEE, FHEEENFEEREETARTEFEEERANTER.

i)y R R R oA A

. XRETHREHMOETHE. ZERBHEAT, RTIETERY, FWEIIHN=f
BFIRKESILN = A%E, NiZ2RRROKTER. ARt RE 1 A2 ATEs
HE DS, MNHREHERSIET. ERENBRT, REBRETOREFZERL
PR ) A e B o AT TR

@ B B AR A

Z: XBMERERERFE=AWE, ZAEEHT AN EMWRERYEE. E7H
TH5T 2B R W], BT - M A [ R BT R B P 5 B P o 2R
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Direct3D SEak 2 A 82 ( B k)

Qo RE LG TR E SR iR e, T B U N B E WA R 9B R E
shader, MATER S & {62 B4 4 4 24 o ER . TR R shader 1] Stk
&5 Direci3D FiKEE ) L E ¥ THIFEIFES, I BAERREEAT RS Z QM E T

e

B71 mEET

=71 gl ypvial]
&I aNX i
Dark Mapping SRR I
Animated Dark ]\_duppmg £ (Il i 2
Blending with Material Diffuse Color L v f2 ﬂ'ffjéﬁ! {BHIvR 3
Darkmap with Material Diffuse Color A T # T B S 5.1 SR s PR B
Glow Mapping g 5
Detail Mapping AT i
Modulate Alpha ik | alpha 7
Blending with Frame Buffer iff i i B R 8
Trilinear Filtering =N AEBUR F5
Anisotropic Filtering & kol is F6
Clamp Addressing Mode FiFF U F9
Mirror Once R F11
Border Color 14 FE B L Fl2
Exit Menu Bt 3 F1
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%7F GRustAa

SetSamplerState()F T B RAL 8RR A Hep L Ad - i & B Ik 2% 32 7T (tessellator unit;
XA R — AN ThEE # T, AT 4B sl Chigher-order) %217, & U Bezier patches . N-patches
Y PR, AT REEERNGE (displacement map) o IXARREDL-Fick A LA D3IDSAMP_
Y5 N 04, X EEB I LATT A DirectX 8.x ABHIE KM 37 4R iE N ZIHTHHR RN . XERE TR

B D3DSAMP ADDRESSU. D3DSAMP ADDRESSV. D3IDSAMP_ ADDRESSW
D3DSAMP_BORDERCOLOR
D3DSAMP MAGFILTER. D3DSAMP MINFILTER. D3IDSAMP MIPFILTER
D3DSAMP _MIPMAPLODBIAS
DIDSAMP MAXMIPLEVEL
D3DSAMP MAXANISOTROPY

SetSamplerState() 1] F + 2 S ot pE7 L. W I 7720 (dling/elamping ) . MIPLOD
JraVEFRE . TR A B ThRE N 2 408 RO R ) & B8 /1 B8 MaxTextureBlendStages i
MaxSimultaneousTextures. 57 A F 7 RV N FHTE A48 H RS2 R W B Ctexture-blending
stage) FILE MR AR, HLUZE GeForce3 #, W LMERH B L 8§ MEIIREM B, IR oM
RIEEL 4 KA L RADEON 9700 PRO 4, tRATUME B £ § P4r i &R, U]
M B L 8 9K, MaxTextureBlendStages KRB FEIF A MFEZE LA D3DTSS i
D3DSAMP R &FTEE, T MaxSimultaneousTexture # < ¥R 1] LA 4 Wl — B ZI4E B JL9k S a2
H. BWEAALE—EF, FHBSBENBMAY MBS R RN, B, &
DirectX 7 M1} F5:I0 Dot3 produce YSHIFTSEAER 1 3 ME&FELRI 2 4087,

SetSamplerState() 1175 M«

HRESULT SetSamplerState|
DWORD Sampler,
D3DSAMPLERSTATETYPE Type,
DRORD Value):

B BERYOEMBS, BT SetTextureVF 7 T INES. B4 5%
ALl DIDSAMP NETEMIFABRERY L —. B PBEE MR XRRRAK
ffi. Blan, bh NG ALUEM B 0 T FF 4 P i ibag (RSB e B A e —
PEMEZX TR @RS .

m pd3dDevice-»SetSamplerState D3D5AMP MAGFTLTER, D2DTEXF ANISOTROPIC);

m_pd3dDevice->SetSamplerState D3DSAMP MTNFILTER, D2DTEXF ANISOTROPIC) ;

{0,
( 0I'
m pd3idDevice->SetSamplerState( 0, P3DSAMP MIPFILIER, D3DTEXF ANISOTROPIC);
m_dedDevice—>Set5amp1erstate{‘[], 03DSAMP MAXANISOTROPY, 8);

SetTextureStageState()ef 5 4 1% F i LhRe [ £ 408 B p iR AL T MY hni 2R ThEE. AEF

FEVE . WP S “Direc3D/Direct X IR E " U “Dirvectdl¥ SN " SHHIRF.
BT Dotd product BIRBIBRM A AR 4 RGB SASEMIT S mBM A Me ., ol TR T M D g R Y L g
FiE. VEN DirectX SDK th—-Mal| “DotProduct3” BITHIIEN fIMHE TR,
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M

Direct3D S @B ATTHAE (20
&5 L {63 shader —REAF M. XN REHIEER:

HRESULT SetTexturaeStageState!
DWORD Stage,
D3DTEXTURESTAGESTATETYPE Type,
DWORD Value):

AR W, B I#ETES SetSamplerState(yek FATE IR AR Ll B2 HR LK
B oM R TRTE SetTexture() AT B AR T . B ANSHR L DIDTSS_HEIHH
MERARE Y —. BE ~PEER—AMETHBERSHNI. flm, TRt
TR AR e e g Bl ik L.

m pdidDevice-»>SetTexture( 0, m_pBackgroundTexture );

m_pd3dDevice->SetTextureStageState( 0, D3DTSS COLORARG], D3DTA TEXTURE );

m_pdidDevice->SetTextureStageState( 0, D3DTSS COLOROP, D3DTOP_SELECTARGL );

SetTextureStageState() /7 %=X T 4b#1 L FABERAH:

B RFERSCER AT

® AR

B alpha #1%:

® PGB /AR SRR SY (bump mapping/environment mapping) #fE.

TEVE R, X M 1 UK DirectX 9 BRI SE BhRE A0 £ S0 8507 3 ARER E 15 R & shader
M. B FE, RRNATT R EIRBARATF .

7.2 {ERGIRYAR

SRS F N AT, v)REE 0B MG RB R — A B R ot . R
s R A A BR(u=FY . VAT BB A RS AETE — MR, B IERESE A
Me— I Mkt IZHOBEER G SO kR, BT L H SRR R R M B, A
il — AL BB — DB E (texel, texture element SR TTEHNRE) 7.

3 T He R 4 AR R S T AN B E, Direct3D BN OB ) A B E
R —A% b . Direct3D K T —F—BARgGME TR, Ko g s bk ih[0.0, 1.0]
< Ja] R (K AR TR 4 R, IXREZE AR R G HEARBR I, AR AC L IS BRI SERE R T .
IR FE R L A B B — B 2 1 i, REA{E 80 A2 FR(0.01, 0,01).(1.0f, 0.0f).(1.0f, 1.0f).
(0.0f, 1.ODEITT, XHB{F Direct3D FHBZEH LB ZE DR EAHK . HF, thufBY
B OO ) 20 AR 4 A R AR I B2 Ui b, oSk BN M i, WG A e af
43 81 4(0.0F, 0.0£). (0.5f, 0.0f). (0.5f, 1.0). (0.0f, L.Of), AnbixtEfgit, fREMPME—TLH
MEBH TS EHHBE (FESRENLMA M. Bih BT LUR e e e AR
P L — Sk aGR R K, #180.11, 0.1). (0.51,0.40). (0.3f, 0.8f), (0.2, 0.6f), 7EH
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Direct3D #8242 A 1THAE (B )

VERTEX Vertices(} =

{
/f %, ¥, %, rhw, tu, tv, tuZ, tv2
{ 0.0f, 0.0f, 0.5f, 1.0f, 0.0f, 0.0f, 0.0f, 0.5%,},

}:
PRET CLIE b X P oF SR {EFHB L 8 AL AR (D3DFVF_TEX1~D3DFVF_TEX8) |
D3DTSS_TEXCOORDINDEX W F i Al H op o4 i 52 [ QU4 AR

m pd3dDevice->SetTexture(0, m pWallTexture);
m_pd3dDevice->3SetTextureStageState (0, D3DTSS_TEXCOORDINDEX, 0);

m pd3dDevice->SetTexture (I, m pEnvTexture};
m pd3dbevice->SetTextureStageState (1, D3DTSS TEXCOORDINDEX, 1};

B RKAAEA T AME AL E, B RKGBERTE HEE P,
B A S A — LA AR, 7 LA, TR AN B B Bk B A R R A T

m_pdidbevice~>3etTexture{ 0, m _pWallTexture);
m_pd3dDevice—>SetTextureStageState( 0, D3DT55_TEXCOORDINDEX, 01;

m pdidbDevice-»SetTexture({l, . pEnvTexture);
m_pd3dDevice->SetTextureStageState( 1, D3DTSS TEXCOORDINDEX, 0);

B A BN T BB AL B BURRE AR A . B, RAUNRAN TR AZETH
VRGP AR A L FRAAREITT . IR A ST AR RN VAT LU D Direct3D 5| ¥R B
RINHE &

7.3 {ERHLEEFHUER (texture—addressing mode )

AT A T I AR B 0.00~ LOf Z MR, LUt ke B ER —F&
fiay 8 B MR CKI AN » (LR 8 SR 4G HE RSB AR 1 IX T L& W ? 7 0.0~1.0 EEBLISMG
{ECKF WA BB R A AN S T L B T BER. AU AR FAER: B3 (wrap) .
B8 (mirror) , FHFF (clamp) , HHEHIE (border color) .« KRS (mirroronce) . WAL
WA TEE RIOBE D LUAI B R S A, %, B REERATHIIER, BRkS
SRR, EAREMAFCRERT S, BT R R T ARMACR S i,

7.3.1 8FKsEIIHER
U B B A 7 L B AR A N RO B AG S 4050, 3% 2 Direct3D Fif (K2R 1A

114



§ 7% soiuehiAs

i, Sl Ik B AL B AE A B R

VERTEX Vertices[] =

{

s

/M %, ¥+ 2z, thw, th, E¥v
{ 0.0f, (float)m A3asdBackBuffer Height, 0.5f, 1.0f, 0.0F, 3.0f, |,

{ 0.0F, 0.0f, 0.5f, 1.0f, 0.0f, 0.0f, |,

{ {flaa:)m_d3d3dEackEufrer-widLh, ifloat}m_djdsdﬂackﬁufiet.Heiqht. 0.5f; 1.0f,

3.0€, 3.0f, L,
{ :iiwatJm_didsdBackBufEEL.Wintn, D.0E, 0.5f, 1,0f%, 3.0f, DJOf J,

Gy 4, A AT AR AT T (e < b

m_pdidDPvi:e—)SetSample:St&re{ 0, D3DSAMP BDDRESSO, DADTADDRESS WRAP) ;
m_pdidﬁevic&-)Se:SamplerState( 0, D3DSAMF ADDRESSV, D3IDTADDRESS WRAP) ;

A Sy R (E u A v i A RN 3 k. B LR 73 s

B 7.3 e Fhabiit
gy L A ) LA F AR, BoEg Ll A — R Bk (WE 7.4) .

VERTEX Vertices{] =

|

/
{
[
{

/%, ¥, 2, rhw, tu, tv

0.0f, (float)m didsdBackBuffer.Height, 0.5f, 1.0f, -1.58¢; 3.0f, ),

0,0E, 0.0f; 0.5%, 1.0f;, <L.25E; -3.0F: ),

tfioat:m_d&dsdﬁackﬁuffe:.Nidth, (flcatlm_dEdsdEackButfer.591ght, Q0T
1.0F, 1,58, 3.0%; |,

(fleat)m d3dsdBackBuffer.Wideh, 0.0f, a.88: 2008, 188, =308y T,
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FAVE S 1S

WEE R S0 A it DIDTADDRESS MIRROR Z#% i ] SetSamplerState()
i

m_piidDevice->SetSamplecrstate (0, DIDSAMP ADDRESSU, D3IDTADDRESS MIRROR);
m_pd3idDevice->3etSamplersState (0, DIDSAMP ADDRESSV, D3DTADDRESS MTRROR) ;

A Gy ) 7 6 1 8 T bR

VERTEX Vertices|] =
[
Fé %, Me 27 TRAW, LU LV
0.0f; kTloaEjm_dEdeBaCkBuftEr.HEight, U.55, 1.0E, <085 135, b
{ n.0£, 0.0f, D.3E, 1.0f, -0.5f, -D0.5£, );
| (float)m d3dsdBackBuffer.Width, (float)m d3dsdBackBuffer.Helghr,
0.5%; 1s0F: 1,88 1385 Oy
| [Eloat)m d3dsdBackBuffer.Width, 0.0f, 0.5f, 1.0f, 1.5f,-0.5%, |,

7.3.3 EHEHLEIUER

AR F UM A H S AN AR 2 iAK E—k, BN TEME G LauRih s
FZOEI . X EAETH T Saie R SR, RIS RE LR nE 7.6
Jit g

B 7.6 FiFFhbEA

ZCH R R A o S E 2 T BT Y R, R TR # AT SetSamplerState()
.ff&&:

m_pd3dDevice->SetSamplerState( 0, D3DSAMP ADDRESSU, D3DTADDRESS CLAMP) 7
m_pd3dDevice->SetrSamplerState( 0, D3DSAMF ADDRESSY, D3DTADDRESS CLAMP);

117



Direct3D S &EA NHAE (H o)

W RAEEE M LS REUE# AR, h TRANQREELERNE LFET X
%H&ﬁ m SFHOR A T AN SRR Cartifact) o 10 JERERA )G AH TR X
KRR AT ERAET R R, BEHRMER, LS SEEALR.

7.3.4 HEFESIREIUELR

RE TG EE S FAEEE, WS R S I — MR R E RN . 1L
TACES A WA T HE B

m pdioDevice->SetSamplerState (0, D3DSAMP _ADDRESSU, DZDTADDRESS BORDER) ;
m_pd3dlevice->SetJamplerState (0, D3IDSAMP ' ADDRESSY, D3DTADDRESS _BORDER)
m_pdeDev1ce—>SetSamplerState {0, D3DSAMP BORDERCOLOR, Ox00aaaaaa)l;

TR R,

VERTEX Vertices[] -

{

/%, v, 2z, rhw, tu, tv

0.0f, (flocat)m deSdBackBuffer Heighkt, 0.3{, 1.Ct, -2,5f, 1.5f, },
0.0f, 0.0f, 0.5%, ;.0f, -0. 5f, -0.5f, 1},
(floatim d3dsdBackBuffer.Width, {float)m_d3dsdBackBuffer.Height, 0.5f,

1.0f, 1.5f,1.5f, },
{ (float)m_desdBeckBuffer.widzh, 0.06f, 0.5f, 1.0f, 1.5f,-0.58f, 1},

{
{
{

e

i LR AR BAAAE N —IRAAR AP RIBEE, BRI 0U A &~ AR IARE, W@
A DAZESRME O gk e A .

735 —RERLIBIUER

DirectX 8.0 SIAT —FP#riULR T U, B R RITFSEBR SR A S, 7
KBEREUE I, BT -1.0~ 1.0 TRH AN S, TSl sMER R, X R
R P&

m pdidDevice->SetSamplerState ((, D3IDSAMP ADDRESSU, D3DTADDRESS _MIRROROWCE} ;
m_pd3dbevice->SetSamplerState {0, D3D3AMP _ADDRESSY, D3DTADDRESS MIRRORONCE) ;

7.4 S3EERER ( Texture Wrapping )

EUR LR 5 WS AT A — [ 4 . ST GE AT R E[0.0, 101 R
SRETER R ALRS, T AT A T R AT 7R SO AR KR 2 IR B 2. S B Direct3D
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#7% SEwHAL

S REH] 1 ATHEN % LA PR HME R 2, DURAE I S RS CHEATRSIRER) B
Dircct3D M WG L BEM AT -4 2D B, ¥ 0.0 5 1.0 E1Yy, Direct3D laeg HBBERIR S

& a B b (AR TE, I P EARRIE R, WR T a RSB, VLB H(0.6, 1.0), b
#(0.1, 0.1), WHETIERHEATE 7.7 Bias.
00,00 (E;U 0)
b{0 2, 0.2}
af0.g, 0.8)
(0_0."1 o}

B 7.7 BIARarsaEl

a5 b ZAIMBUBE—REFHAFEN DS, WRBAT v i ERSHEGR,
WISl 324 7T v 7 R R B A B 1 B AT R 0T (LI 7.8) « S, AE u A ISR RN
wnE 7.9 Fior.

{00.00) {1.0, 0.0y (00 0.0) {10.00)

4,02) / b(0.2, 0.2)

a0 8, 0.8) 4 0.8)
L / L
(0.0, 1.0) ©.0,10)

Kl 7.8 18 v i LI A% B 79 #uHHLAZNFEAE

$RMKE PR SRR B S AL, WA D3IDRS_WRAPx R#EE IR
&, Hibh x YEUERSENBS (A0 8 7)) . BRIEA A R sad, NELE
#2% u AR D3IDWRAP_U 2k &7~ v TR DIDWRAP_V.,

WRTLIEE - F, LEA A LR A a4, Direct3D 548038 MIEHISEE — N E
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Direct3D #FARAEANTHAE (F 28)

Wi dsE Ry (WE 7.100

W A EF BN T B B A R R A B R A %
e T, TR R T aU R R 4E, BR 0.0 83X 1.0 FrEERALE . (@
1E v i BBt B FRER R, FORAR T — VRS
R HEIF):

EIFZE o f1 v BT R L aEENHME ST R 77X
PG A, o DG E MRS — R (torus) - WA, 4
TH REFERER A ERE L, ST EREAERE TR
FAEAE . AE TR B N A EOR B F B - TR BLTE
u Fl v F 1A ERELPE A%,

m_pdidDevice->SetRenderState ( D3IDRS_WRAPD, D3DWRAF 1 |
DADWRAP WV ) s

7.0 f#HE--EH, es
it o H R LR e

{8 AECE RSN (0.0, 1.0]X B2 SMALIRARIRA A AR, BT M a3 RS
R UYL S IR v 31

7.5 LR BN ( Anti-Aliasing )

W EHTERNER R, RN —ERFE, HENREESTHILERE L
fiMMEREEDS. WRACHOGKRESEHA THREMNR - MEL, BRIXIATES
A BIAHFKE. TEOASR TOEBHEFE REH I EEHY, BELSHITE
LR EREARLRORESE, WA TLHELERF. X SRBHRE L RAHR,
e e U N 7 3

TR BTER PR . M RX TR R0 R R B
T 3D B AP 88 —SEBRIAM I SOBML B, X 2yE R
HIRIL LRI R — SRR AP BE R AR (LB 7.1 .

JX PR AN 71 B BT 28 B U Sk Y PR 12 o B 0 A R 41 e A R A 1 A O
FTes. A7 Xk &, Direct3D $24L T 3 Fhard® bk ik
if Y “mipmap” (MIP }:37 Ti&“multum in parvo > (N4 S, BR ) BE %
“many things in a small place®" I 5. LR T LLEH- Bk A711 BrEsR
IRRRS) . 3 P sty ik R

BB R

PR o LREW ENT .
VT A, MR A B
B AR AR - MEIR BN,
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¥r¥ okt o

® YL,

W %[5 Canisotropic) SHILHE.

b R e G uv AAbR ARG P cb SR it —Fp k. ST R B Bl
o, B ANE A OL: 17K (magnification) #I4i/s Cminification) .

B A, H Tk 64x64 (LSRR F) > 400x400 QR F LM, R,
X SE B o TGRS A A AEAR ST UK K 6464 IMZCERIBUN F] —
A 10x10 @RI TWEN . Fh2SH “BREHD" . FLESEARET ARK.

KRB R IS EE 4 B[R a8, LLube e D SO0 GE /) B it R RO 6 i
X4 Fhidge it SRN, ALY (807F Direct3D RGP Rk b k¥ id g .« =kt
(8% {F Direct3D A5 K N 2E (i 18 + mipmap™) .« & A F L E.

7.5.1 Mipmap
mipmap 11— RINLFEA R, b Sikara 2 ik o EEsriemmEe L 7.12) .,

712 mipmap (-~ 90 4 8 2 AT A 20

mipmap 7§ o B 4 14 8 F6E 00 SRR AT — W SE AR Y — . XL R I AT LR
L AR af LR A 1

W R AR PESS CreateTexture() i V5 IE G0 I 240, 5 T LA &) M 7 = R mipmap T .
CreateTexture() | £ T D3DXCreateTextureFromFileEx() 77 £, & & ¥ & M ¢ D™ (¢ H
D3DXCreateTextureFromFileEx() G @47 8 oh UL 41 e .

U] mipmap & LABH{R 76 16 00T A e B AU, 20 H 0] (R 1) A A 2L s
B i g T IBOCRIGi AN Rt SURCR . 53 AR AT B A TR 2546 1] mipmap .
Ho— REHF—IK 256256 ML B3] — 4~ 2x2 (WL AL £, —RARMEE, Fidixbgne
BABIR: 3, mipmap B —FPA] 11 ARG L A 17 B .

Direct3D £ & Pl FH S K 1 S5 mipmap T H ) B EEE & 00 mip R4, Ei%
PEH — T EESQENLERBETT | 1) mip 2%, G, QR EREERE LY
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Direct3D BN AL A T4 (R —hi )

H 128x128 {95, W Direct3D £ AT 128%128 ) mip Z4: WML UIELENFGE L2 95%95
3%, N Direct3D £k 64=64 () mip 24

7.5.2 WiLEREE

BE U AR L RG2S . TG AUER AL B R T BT WL, R AT
M by SRR FEAE IR B, 10 T bS5 7 8% |2 i B R h A )
LMK R R R, SRR 7 L. PlayStation | #5516 PLAR (S 3D dFAR, #1W Descent
Fil Quake, ABARFIX ey,

Direct3D Z54 1% [A1[0.0, 1,07 (1975 25 2000 A BRI 2 B 16 M [-0.5. n—0.5]/1) % 08 %2 i)
P L o R SRR RGP ROECR I M e R4 B Y AN — A T
(MR LIl e e S AN R A R RGN iR e A A
F, Bl (EFSLR@ RN, VRS R AR MBS — M E . B e e
NP HEE, WERE, (EL8EMS ARRBPIAERE, IR A R g
BRSSPI ALl L0 IR | TCRh R A A= 5 05 % % LU Quake bR
AL P — 45 SR PRI GE H 3, Quake & HUE I B E 4R — mipmap, JERTERR00%: M A
RRAT

T A M A A AP A T O, O HoRSE FE FR RE fle Ot  F SR 0T 5 S

7.5.3 HMSIENE

Direct3D 1) £E A 0 HE L 2E AP (F) S AL M 0 T 08, 2 b1 SR 6 T SR A0 B I3 R 107 41
4 TERATHM LE 7.03) o 6F, BERR S SRR, WY it
St G A . B, R ML BT e s b, 23k
FUR AR BT (AR K. RS, TFIRHEE TIXA AR AN . R &, G
FE) NP Ho i

LR e

f""e

5 7.13  AERYELIE (hup//www.reactoreritical.com FEEL )

122



——————— e ———

B TEF bk

af L A B AL AT IS L PE LR T

m_pdidbevice->SatBamplerState| U, D3DSAMP_MINFILTER, DIDTEXE LINEAR )7

m_pd3dDevi “L’-“ETS:!TII}“I["‘ Stare( U, D305 \MP_VstGF‘.['..I'L-'.R. D3UTEXF LINEAR ) ;

o] L% D3DTSS MIPFILTER % SetSamplerState (K1 ~ 28, X &R EH 4
mipmap 21 2 i) th fif il £ B id g A% . BIA A 4 D3DTEXF_NONE . W R4 T
D3DTEXF LINEAR, &) =2epE2r il g, sFf “mipmap ik

m pd;rlll_\rwr—'—v setSamplerState( 0, U3DSAME MAGFILTER, DIDTEXE LINEAR )§

m_pd3dpevice->SetSamplerState( 0, D3DSAMP M‘NI‘ILTER, D3DTEXF LINFAR )i

m_pd3dDeviee~->SetSamplecState( 0, D3IDSAMP M']F"-_’l'lFi‘\, l".J'I‘E)'E' LINEAR )¢

SR AR S AR R AR I SR AT AR . UL — b (L 714D .
'E&mMLWMW?UTﬁ|m#._&ﬁH% SCIEFERS KEAEIT Y mipmap, HFE{TA
Sk L g o i B AR A0/ ) mipmap, RS HLE EAEAY mip 224 6 X 9ok B /S 1Y) mipmap '?‘
(o AR, ol FUALY mip 205 3.4, MA4] A0 K 24 5 3 7K mipmap 41 0.6 i (

0% 0.4) [ &2 L2 4 9K mipmap 1 0.4 f ) N {% & .
Za R R, W SR AR bR O LA G R SRy R a8, T LR v g
AL — AR B P =G g

704 =2BVEAEVE I IE Chegp/Awww reactoreritical.com #H0

754 Z&FMidiE

SR PE I 8 ) =R At ) — At ol 2 A 1R D T 7 T S X e KA PR . R
fﬁlﬂilﬁﬂﬂlﬁ?"ﬁirdf‘rﬁfﬁf U} 2 2 2k — A R % ) S 4 1) R TR

Direct3D H 45— AR REIQ E A0 IKIE (elongation: EHERRLLSEIE ) Jeill B — o %
(3% 1) Sk u%h##fﬂ%4&%&&In]HM‘}Iﬂlﬁ{i%E?Ehﬂ'P.: AR (R R A B () A S Ak
Uy MU 1 A Lty SR O 2 (1 ) 38 A DR /0> ph A e LR v ok e it e O M) . 6 7% 1) R v et
DA, e ] T arr ) ) P 3R BN 16~32 2 ), 500 F W 5 00 8 42 ) & sk — )
PRI A R, TSR AER RAE T LAl XA RE, B — 88
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Direct3D #FsRBFEAHAL ( F—ha)
fifikssmmpy . BT VT Ctile-based) (IR (7E PowerVR R {EH) Wl 4 KRMHE, AT
LA 0T LA i ok S IR 25 () AL

% 1) B i R TR 5 RS FATIM B E LSRG, R4 T SEAEERRBELN T
B Bon, A FR MRS . HIB B EFA wp MEHARE, T LRANER
3 e . 64tap ()4 ] SRAE AL BB SR T He Stap % ) REILIE EAF AR, HERM
PEEE. & SRl g 3D b R T Bl L pE R, B 7,15 R T AR, AR
T N = 2Rk B 2 (A X 5

715 AR/ =2 MR (http:/rwww.reactorcritical.com #240)
A LARE i F A5 AR ] SetSamplerState() 772 3 4 F & ) 7 L 38

m_pdidbDevice->3etSamplerState( 0, D3IDSAMP MAGEILTER, D3DTEXF ANISOTROPIC);

m_pdidDevice->SetfamplerState( 0, D3DSAMP MINFILTER, DADTEXF _ANISOTROPIC) ;

m_pd3dDevice->JetSamplerState( 0, DBDSI\MP MAXANISQTROPY, 16);

ATI Radeon 3 fFIK K& i F4EF %N 16. GeForce DDR K3 Rl A% [ 54
A3 2. W] BL{E DirectX Caps Viewer T o A & B A& M F 1SS, 0A] BATE ConfirmDevice()
JrE i R 8 AH R R A i R SR IO L FE 7 BIFR I P 4% FS F Fo AT LA E 34N ) ity od 8 28 S C L
i 7.16)

HAL (hw } Radeon DDF
Press F1 Tor

o

W 7.6 =£Rid uE/ & R i
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F 7R Lk At os)

iff 3o X G2 450 B A b S RS AT AR Y = bl i L Z W MR B, i R A
Bt AU A BT SRS A9 5 (6 e el R P 2 A A, R T R SIS R ) P B AR
SN L 25K % ) At L R A TRURE S

7.5.5 Hi$EE ( Anti-Aliasing )

SHR A RE — S0 AT ANE MY S BT A PC 3 A8 AE R KA, T A2 TR ATHL 3D BEJE 1 [ “Holy
Grail ™. JCILR 3dfx BOCIRZE T2 RGUIY 10N R RE, W4 2 & DirectX Graphics 1
() TUER AR OE, P SHF I S RN IAZ —, FSAA (Full Screen Anti-Aliasing, 4B
AT ) L Aok R P o A R A 01 2 R S L L G0 14 R, A A IR A S A ey
AUEEMI AR, FRRAL T A B el S 0. 8 45 48 15 A ) (R 2

BT RPN S MQEBITE UCRRE, B [ AR A B & 5 Mt BIPRRE, (8 W
5 04 B A 2 SR O T it iy PR 4 A

AT — P R R 2 R HE 7 R AE M BT R, R B = fEM =B
H, MAEWEL. SEREZLIVAZTN =, LA VR 1 U o AR M o ks, X
P £ R A o] i e 2 SF#E (maskable multisampling ) *, ik FL A0 0 08 4 A S drix
KA. KT F Ay b5 G 4L 5 Direct3D Settings”™# i HE ( W 7.17) . b B 5 A gk %
D3DMULTISAMPLE_NONMASKABLE #7i&, W R B4R X2 R, Rifi, o F
D3DMULTISAMPLE_NONMASKABLE #7&0 i, E oMl {E“Multisample Quality™< £t
R — M R I 2,

g o
ik b | T —
Pl e DOOEVTENL  m
B e ]
1= Wik ot
[RET
Agrea o [T Ua——"
Frombabany -
Vet Huim -
| Dyeee mifinge . . N ———
o Bt P (DLW Javeing —
Dyt imiimne (GLNTDE &
Mot T ETN I T—
e e | T S —
e s INFEMROVE
Pomivioes [0 L T
S v i
B 7.07 TFEIERE

G TN R EOR IO A LA B LR 00 4
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Direct3D #8MAEATTHA ( F =8 )

IR 2 FFE Gl n] AR et — AN @ A B VLt 0 A ¢ WLIE] 7.18) , B84 R4 5 1.
B gl I,

M 718 FHZRENSRAEATELERENSR

% KAERT ] T E B — QU AP i R R A R . B, B i AL 28 Es
BRI P M, Tz A SO 1 B8 ( simulation of motion blur) . §HR 24U ( depth-of-field
focus effect) . /M (reflection blur) 5%

7.5.6 alpha ig& ( blending )

fi ] atpha i & VLK B B 5 26 AT A7 CE MR rP 38 PR B4 Al sk LB 7.19),
AL AT I UL G SR pp SR AR & IXHOIEI alpha WG T FBULLE B &, 4
SRR R, CH R RAR (hg. kG, BT, GBS .

719 alpha B8
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M

#1F SR

alpha J& & 1B AR AL R B AR IRE 2 AGE S (multipass rendering; BB LAF
KoM A— LA AT IER) , AW BXEEREERETE . AN 8 TP
—HESER B IR,

alpha iﬁﬁ‘%f@ﬁﬁﬂ?ﬁﬁqﬂﬁf—/\ﬁlﬁ 7 alpha IR BT ER, B EERBEHERS
s 3 E3 SRR AR R AT S . WTLUS B MR EAMIN. AHIREREF alpha RSP T
HAEEN, FF5.

HAT alpha V8 & R4 & FABE : AR (source color) F1 E 14 (destination color) .
VAT B H PIE M B G E, ENREREFAETMENSR TR E. alpha BRE

o — A A 2Ok EIES R 5 B ik kel

FinalColor = SourcePixelColor * SourceBlendFactor + DestFixelColeor * DestElendFactor

SourcePixelColor X H T 5L #E $e 8 2 31 £ B LB JT: DestPixelColor MK A

TR AR R E
T Rf 2 SourceBlendFactor (D3DRS SRCBLEND) i1 DestBlendFactor (D3DRS_DESTBLEND)

FRAUT LA % PSR R . FinalColor 1A G B8 T3 NIZEM S HIEREE..
MAERE —PIT. WREF alpha BEREMER, HELHHEFR AL EME 2P
EAEERN A T DUX A i

FinalColor = SourcePixelColor * 1.0 + DestPixelColor * 0.0

H.5" DestBlendFactor 2 0.0, Bl AR 0T{LE X,

FinalColor = 3ourcePixelColor

FHR B ACHS 0 R B R
m_pd3dDevice->SetRenderState (D3DRS ALPHABLENDENABLE, TRUE];

m_pd3dDevice->8etRenderState (D3DRS_SRCBLEND, D3DBLEND ONE):
m_pd3dDevice->SetRenderState (D3DRS_DESTBLEND, DIDBLEND ZERO);

i PAEERPESIA S KSR MME, W FHE SourceBlendFactor ¥ A 0.0, DestBlendFactor
¥ A SourcePixelColor,

FinalColor = SourcePizelColor * 0.0 + DestPixelColor * SourceFixelColor

AHBE RGPS AL 30 T P

m_pdidDevice->SetRenderState (D3DR5S ALPHABLENDENAELE, TRUE}:

m_pdidDevice->SetRenderState (D3DRS_SRCBLEND, D3DBLEND ZERO};
m_pd3dDevice->5etRenderState (D3DRS_DESTBLEND, DADBLEND  SRCCOLOR) ;

IR BAEH LT Rk BRI Ttk (X F B HL 8 RUE) -

1f {m bTex8 == TRUE)
{
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Direct3D # % HAZATTHAE (¥ 248)

m_pd3dDevice—)SetRenderState{DSDRS_ALPHABLENDENABLE, TRUE] ;
m_pd3dDevice->SetRenderState (DIDRS_SRCBLEND, D3DBLEND SRCCQLOR] ;

m pdeDevice—}SetRenderState(D3DRS_DESTBLEND, D3DBLEND_INVSRCCOLOR);
m:dedDevice->SetTexture( 0, m_pWaliTexture);

1
// render primitives
if {m bTex8 == TRUE}

{
// switch off alpha blending
m pdidbevice->5etRenderState {D3DRS_ALPHABLENDENABLE, FALSE};

}

LR S B Y R BRI (E Direet3D FEMERE. OB R B LaTdr B MR THIE)
R (DAMEMNPSRT LI E LRERE) Z2MPITT — MR E . XERRT A
TR OB, BLEYETE SR OYE LG, RN
BEERANET . TR TR

FinalColor = SourcePixzelColor * SourceColor + DestPixelColor * InverseSourcelolor

Hi1|1 InverseSourceColor A:

(1 - SourcePixelColory, 1 - SourcePixelColor g, 1 - SourcePixelColor,) ., 1-SourcePixelColorm,)

FASFEHWE alpha BAEH,  DirectX 9.0 SDK CRhHHEMME, REgE
“blending”#i B/ ,

alpha IR & ERUA A DBSMORFZHATFE [T, H AT U ELEH E alpha B EH
AADTE, ARRBRXEE. £ 6R5F BT Reader)Z. /5, #3 F# ALPHABLENDEN-
ABLE #® 4 FALSE T .

P —FH LR E FRE ST alpha JBE . T LUE TR 2045 5 88 Hbn 567 Sl =
X A

{ pCaps->DestBlendCaps & D3DPBLENDCAPS INVSRCCOLOR)) &k
{ pCaps->SrcBlendCaps & D3DPBLENDCAPS SRCCOLOR)) &é&

{0
(0

D3DPBLENDCAPS *#REH THRAR R EEFSH DIDBLEND *ifE. D3DCAPS9
S A R DestBlendCaps ™, SrcBlendCaps W A TR E B & R S5 HH L & 6§
D3DRS_DESTBLEND/D3DRS SRCBLEND 2% IR H .

7.6 Ih&

AT LERS R RSB T AR, LRSS R TR
ARG FURN CENERAB IR, SREHITHER) BWYRE S .
WIS R E RN — NS RLCE . AR SO S5 A R A [ 3
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w

B 7F wEkAES

o, RN SRR T AR . IR 2R, AN BT S SR A R K

BHGHE, MRS BRI .
AEEGTNAM alpha AR —FATROFEKSE ( KEBEQM, H—kMAR

RILCERy BIE R ik
B4R, REAEBIERDEPAMA kB L, T8 5 RRO LR —mE

I i AL ¥R £ TKEHE
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8 X

EHZELGE

% -T2 4 T (multitexturing unit) A IET (W ENEE{ER alpha 15, {E
¥ $519. % shader () DirectX 8 tHILZ i, FLAF 7 HAEMR Direct3D % F1 e Al S48 . 7T,

T RS M, 76470, N2 L8 FOTEEREANSLQIRAIT, MER
S i, SRR G T R AT i B

(EATER, PRk 2 B e .

m (RS (dark mapping) :

B LR R RS AR

W (WA KU A T AT S S £ R PRI I

8.1 #£XE# ( Multipass Rendering )

{F. DirectX 6.0 3| A SCH RGN, Hob A BRI — FIURT A (A2 0T LATE [A] — IR ) 45 2 9K

Lo B R A BAE L. UL FIXB O E R Tk LR,

{/ texture #1

m_pdidDevice->SetTaxtureStagesState ( 0, D3DTSS_COLORARGL, D3DTA TEXTURE );
m_pd3dbevice->SetTextureStageState( 0, DIDTSS_COLOROF, D3DTOP . SELECTARGL) ;
m_pd3dbevice->SetRenderState (D3DRS ALPHABLENDENABLE, FALSE);

m_pd3dDevice->SetTexture( 0, m_pWallTexture);

n_pd3dDevice->SetStreamSource( 0, m_pCubeVE, 0, sizeof (CUBEVERTEX) }; [
m_pd3dbevice->SetFVF ( EVF_CUBEVERTEX ); [
m_pd3dbevice->ZetIndices( m_pCubelB, 0 );

m_pdidbevice->DrawlndexedPrimitive ( DIDPT_TRIANGLELIST, O, 24, 0, 36/3);

I/ rexture #2

m_pd3dDevice->SetRenderState (DIDRE_ALPHABLENDENABLE, TRUE);
m_pd3dhevice->SetRenderState (DIDRS_SRCBLEND, DIDELEND ONE);

m_pd3dDevice->SetRendersState (N3DRS_DESTBLEND, nsnanun ONE) ;

m_pdidbevice->SetTexture(0, m_pDetailTexture);
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# i

i H8¥ RAZERE

m pd3dDevice->SetStreamSource( 0, m_pCubeVvB, 0, sizeof (CUBEVERTEX) };

m pdidDevice->3etFVF{ FVF_CUBEVERTEX };

m_pd3dDevice->SetIndices( m_pCubelB );

n pd3dbevice->DrawlndexedPrimitive ( D3DPT_TRIANGLELIST, 0, 24, 0, 36/3);

EE M 7SR REEARE LR, WA« IKEY"™, Brian Hook (i) Course 29
(e =+ SIGGRAPH '98) HUR it Quake 3 FLAEIT Y 10 AEHR (MEBI)

* 8.1 Quake3 RERA) 10 XEHR
RE it
(1—4) ERHM IR (Accumulate bump map b
5 ¥ R 4338 ( Diffuse lighting)
6 A (Base texture) , HA5fn K T Ak 5
(7 FEI ¢ RS ( Specular lighting
(8) TRETHEYEHR ( Emissive lighting)
(9) PR/ AS R (Volumetric/atmospheric effect
10} B& R (Screen flash)

EXI, AR STRER 10 RORE R R —, I BUSRRAR T & ERROMUE
F, WREENE-EAGBRIES AN, WA LUE RIS P R LRE S,

B, —MERBFRHMERASSE, TaEBASEERSME. AT HER
WEL  TSEDEINE FITH Y 2 B4 (multitexturing) , R E —RE R ol LI
AWK L LR, LIFBEH T -2 ELHEGHAHE LR,

/) texture #1

m_pd3dDevice->SetTexture( 0, m pWallTexture);
m_pd3dDevice->SetTextureStageState( 0, D3DTSS_COLORARGL, D3DTA_TEXTURE) ;
m pdidDevice->SetTextureStageState{ 0, D3DTSS_COLORQP, D3DTOP_SELECTARGL);

!/ texture #2

m pdiddevice->3etTexture({l, m pDetailTexture);

m pdidbDevice->SetTextureStageState (1, D3DTSS_TEXCOORDINDEX, 0 );
m_pd3dDevice-»SetTextureStageState(l, D3DT55 COLORARG1, D3DTA TEXTURE );
m_pd3dDevice->SetTextureStagesState (1, D3DT535 COLORARGZ, D3DTA_CURRENT );
mn pd3dDevice->SetTextureStageState (1, D3DTS5 COLOROP, D3DTGP ADDSIGNED);
m_pdidbevice->SetStreamSource( 0, m_pCubeVE, 0, sizecf (CUBEVERTEX) ):

m pdidbevice->5etFVF({ FVF CUBEVERTEX J;

r_pd3dDevice->SetIndices({ m_pCubelB );
m_pd3dDevice->DrawIndexedPrimitive{ D3DPT_TRIANGLELIST, 0, 24, 0, 36/3);

AMHPN T —IRE R R (KRS |, B RTREE — K s Bl — P 2L L.

B oRHF CBIERT .
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Direct3D RGN 1A (F M)
ﬁﬂ%ﬁi-ﬂ-iﬂiéﬁﬂifﬁﬂ'fﬁ%—%&ﬂﬁ'%{’ﬁﬁfft?tﬂ@%%, MR A BB A" BE AL 8
B TG Bl — A, IXEROV SR A MREC (texture-blending cascade) ~ (MLE 8.1 .

H—-earAnARHA ®EHEG

arg1 arg2
op
BB 1
B O RAMAERES
argi 92
op
B2
W koMM ERBIA
argl arg2
op
fir &t 2
BN ENA

B 8.1 ZEERAKHRER

/: Direct3D 6.0 2§, WAL B LN ER S E HERNHO, REHXLHES N
o5 ) I E A R C R AR A . i E M Direct3D 6.0 2 )5, EATLMEBKE S 8 MEEEERIEF U
7. RITELAE R LR e S 2 RNAE A EEELL (ZRER , BREATRER
hsERT E K AITRIBIT (ZELE) , AUEEFER FHAT. SMRNGRE
HiEF F— MR, BE— MBI S RGOt iMLsI 2 4% b.

st LM 3D MR S F S P AR g R P B — A BB T b TR R )

Al EWf bR 2 16 SR (L.
BT AiERANIEHFR — F SetTextureStageState()FT 3 £ I M & Fh BB E1E.

£ #
£ X 43D A AR ERRLH S ERE, AHAUATHAEARERF L. (R
S B) - A MR AR 40 B )
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B ¥ HASTRE

8.2 HeRE

B E B D3DTSS COLOROP K HEEH) . R EMOBRIEREANEI F .

m_pd3dDevice->SetTextureStageState( 1, D3DTS5_COLORARGL, arg );
m_pd3dDevice->SetTextureStageState( 1, D3DTS3_COLORARGZ, arg };
m_pd3dDevice->SetTextureStageState{ 1, D3DTSS_COLOROP, op):
Wb e op B0, XH{EF7+ DIDTEXTUREOP # &,
D3DTOP DISABLE
D3DTOP_SELECTARG]
D3DTOP SELECTARG2
D3DTOr MODULATE
D3DTOP MODULATE2X
D3DTOP_MODULATE4X
D3DTOP ADD
D3DTOP_ADDSIGNED
D3DTOP_ADDSIGNED2X
D3DTOP_SUBTRACT
D3DTOP BLENDDIFFUSEALPHA
D3DTOP_BLENDTEXTUREALPHA
D3DTOP_BLENDFACTORALPHA
D3DTOP_BLENDTEXTUREALPHAPM
D3DTOP BLENDCURRENTALPHA
D3DTOP MODULATEALPHA ADDCOLOR
D3DTOP_MODULATEINVALPHA_ ADDCOLOR
D3DTOP_BUMPENVMAP
D3DTOP_DOTPRODUCT3
D3DTOP MULTIPLYADD
D3DTOP_LERP
MMEIORIFTERZ RS 3 MBI 5% D3IDTSS_ COLORARGO.D3DTSS_COLORARGI.
D3DTSS_COLORARGZ2, FTLRLFFIXSEE (6, 2808 b L FAE R -
B D3DTA_DIFFUSE, {#H#&ESHE, X MBARAHFER Gouraud HEE, HTHE
BLAr PR R B e VRS (A ) 0 A 1K
® D3DTA_SPECULAR, {EASREIRMEIE, XMBOREMEH Govraud HEN, X
TR LRGP R BEIH = S BB AE SR 1) BB R
W D3DTA TFACTOR, ¥HLGEAK, AIHEEITEERAE D3DRS TEXTUREFACTOR
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Direct3D # s fE A TTHAE (F 24 )

W FH SetRenderState()2R % B IS ZH;

B D3DTA TCXTURE, A4 E RS RA;

B D3DTA CURRENT, {#ff k- MEEHEMNER;

m D3DTA_TEMP, ¥/ AT/ SHENFHFHMRE.

8] PG LR85 15 455 D3DTA_ALPHAREPLICATE B, D3DTA_COMPLEMENT K
iz — s, A TR alpha FE. FEM POBESEBR. FHEE M,
Ll B AT A 5 — e S BRI ] A (45 F

8.2.1 FEm#St ( Dark Mapping )

HREHEMH LA NRBRETHIBBET A (per-vertex) "HHTHEK. iR
FPEBR R AR - AERNEANTA, WARMNE MRENAER. FEXA R SiEmR—
MOV R IR, AR R, B TMERNEATE, HREBELHE —1LE,
IEIRELE AR DA, SieE XN ZAEZIOHER. RN =M
FLLERILH, ZAERZCHRESESN L. BERMEREZCEEEN T 2=/ARM
ok, BAN=ARRAEFELOHER, HEACRTRET ARA. LR, WRM
AARZHDCE, WEEEHERNZABROSG. b redETHRELENSE, B
THERAEER SREOERER, BN R R AT E R R R B R — K R R LK
&R,

7 B TR SOR BB (O AR TRFR N Y B (light mapping) ” (HH FXMERZSEER TH—
SRECERARHR, WA AR A BEE ST . A TR B MBS, FAE Render() A ik hntn
FARHE:

// Set texture for the cube

m_pd3idDevice->SetTexture{ 0, m pWallTexture};

m_pd3idbevice->SetTextureStagestate( 0, D3DT55 TEXCOORDINDEX, 0 };

m_pd3dDevice->SetTextureStageState( 0, D3DTSS COLORARG1, D3DTA TEXTURE };
m_pd3idDevice->SetTextureStageState( 0, D3DTSS_COLOROP, D3DTOP SELECTARGL );

/f Set the dark map

m_pd3dDevice->SetTexture{l, m pEnvTexture);
m_pd3dDevice->SetTextureStageState( 1, D3DT5S_TEXCOORDINDEX, 0 }:
m_pdidbDevice->SetTextureStageState( 1, D3DTSS_COLORARG1, D3DTA TEXTURE };
m_pdidDevice->SetTextureStageState{ 1, D3DTS5 COLORARGZ, D3DTA CURRENT };
m_pdidbevice->SetTextureStageState( 1, D3DTSS_COLOROP, D3DTOP MODULATE ) ;

FORTFAMAIEB T

// first texture operatien unit

// Bssuciate texture with the first texture stage
m_pd3dDevice->SetTexture( 0, m pWallTexture};

// use texture coordinate pair #1
m_pd3dbevice->5etTextureStageState( 0, D3DTSE TEXCOORDINDEX, 0 );
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F AR TS 208

/] Set the flret color argument ko the texture associzted with this atage
m pdidhevice->SerTextureStageState( 0, DADTSS COLORARGL, D3IDTA_TEXTURE );
-.wga this texture stage’s [lresl culer unmodified, as the output.
letTextureStageState( 0, D3DTSS_COLORLP, D3DTOP SELECTARGL )i

H\__Pf!_"\fl[.":;‘-' legr=riet

([} Becohd texture operatlon unit

[/ Assosiate texturs with the second texture stage

m pdddDevice->SetTexture(l, m_pEnvTexture);

/7 use texture coordinate pair #1

m pd3dDevice->8etTexturesStageState( 1, DIDTEE TEXCOORDINDEX, U );

/7 use the texture color from this tesxture stage.
m_pd3dbevice->SetTextureStagestate( 1, D3DTSE COLORARG], D3DTA_TEXTURE );
// Ser the second color argument to the output of the last texture stage
m_pd3dDevice->SetTexturaestagestate( 1, D3ILTSS COLORARGZ, D3DTA CURRENT )i
/7 miltiply result of stage 1 with result of stage 2
m_pd3dlevice->SetTestureStagesState( 1, D30DTSS COLOROP, D3DTOP_MODULATE )

KRR L F Il Tk, Al 8.2 T,

482 D3DTOP MODULATE

8 80 ) 5 TS B 2 T AR PRV W 4 R ) Jg 4 4 e o 5239 4 G PR 3 Ll i

PR RN, P 3D Sl B T IX R A, 1F GLQuakel P REEAT LAE BIH X
F¥ B 2 H

A F RGB E{oi 5, #H4R4A D3IDTSS COLORARGI 4 D3IDTSS COLORARG2 I F

FrlE (2%, DIDTSS_COLOROP H] T 44 il % i 6 2 it it 17 (0 A

BT HBERTHE O MEERES T - B, KRS

D3DTA_TEXTURE & /R AL B B A B0 240 LA (G, 8 o ifE ¥t Arg2
FElcitr — B A, ISR 0 AE &, i Argl fEWaE 1 MEE, REEE
(D3IDTOP MODULATE ) iX 5/ (] (1) [ % .

13 Rl msedE, w82 .
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Direct3D SR A MHAZ (- 48)

F#82 I
B Hiid [OF:£}23
D3DTOP_MODULATH e % g g B RN+ JLRRARE

D3DTOP_MODULATE2X BRI IR B, IR E 1 4y | JERINEE * SRR <<
(%l TR 2 MR AR TRER
D3DTOPF_MODULATE4X BEBHWE TR, HERIRAE 2 47 | AMRGE *» eEE <<2
(BRI 4 1988 EEERES

WP OEMN B (BrER 0) FIERAMRIER DIDTOP MODULATE; IARZCENBHABIA
# & D3IDTOP _DISABLE.

SetTexture()RR FUH TH — KRG TR RN COEN . THE P BELARE 0~7
MEHNINET. B I2ECHEEEORA . XD RS NE ZAHa0n e 25 E it
¥ Ht, UAEFTEERE RGN, NAHANGIER R S NULL, R RS IX
2 SEEORASHBR, AMESSEAFMERNE. iE, BM 6.0 ELE,
Direc3D Fi L H TaIRMNESEL 8 AT MIRES .

N HIRERR IR TR GEE MR A Y A 80, IBER TS % Direct3D 35 L8 BN B F 1SS BT
TR EERMET, B BRI LS LIk, MR~ 3D BHRIWEIETHELE
HANRUZCRE, 2520 v e B T 2 R A0 8 B A R (Ra0 .

ST AR R T £ RECE M . B, BRMNE—T WenEid £ k8 Rkt 29[

// Set texture for the cube

m_pdidbDevice->SetTextureStageState( 0, D3DTSS COLORARGI, D3DTA_TEXTURE) ;

m_pd3dDevice->SetTextureStageState( 0, D3IDTSS COLORQF, D3DTOP SELECTARG1) ;

m_pd3dDevice->SetRenderState (D3DRS_ALPHABLENDENABLE, FALSE);

n pdidDevice- zSetTexLureStageState( 0, D3DT3S_TEXCCORDINDEX, 0 );

m_pd3dDevice->5etTexture( 0, m pWallTexture);

// draw polygon

// Set darkmap

r_pd3dDevice->S5etRenderState (D3DRS_ALPHABLENDENABLE, TRUE) ;

m pd3dDevice- >SetRenderState{D3DRS SRCELEND, D3DBLEND ZERQ);

m_pdidbevice->SetRenderState (D3DRS DESTELEND, D3DBLEND SRCCOLOR) i

m pd3dhevice- >SetTextureStageState( 0, D3DTS3 TEXCOORDINDEX, 0

r_pd3dDevice->SetTexture (0, m_pEnvTexture);
/7 draw polygon

$L alpha A2 X W F Fis:

FinalCelor = SourcePixelColor * 0.0 + DestPixelColor * SourcePixelColer

TR T % FECER YT o BT R 1 T B R B

822 ABMEzE
T3 3 A BRI T — A ahm .
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$RE RS Eym

/ animate darkmap
if (4 < 90

m_pd3dDevice->SetTextureStageState(l, D3DTSS COLOROP, D3DTOP_MODULATE) ;
LLSE if (1 < BO})
) m_pdinbevL:e->SetTextureStage5ta:ei1, D3DTSS COLOROP, DSDTOP_MODULATEEX):
}
else if (1 < 120)
{ w_pdjdbewi:e-“&etTex:ureELageState{1, D3DTES COLOROF, D3DTOP_MODULATEAX) ;

|
elge 1€ (i = 120)
; = 0
|
I R s S|, A T R R RSB, XN RCR AR TR, (e
40 Wi, SefTextureStage(){f il T D3DTOP_MODULATE, & FXiH 40 Wi M T
D3DTOP MODULATE2X. #J5 40 fiisf{£H T DIDTOP_MODULATE4X, {5 M 28R

SRR A, BB RRGE 120 NS LUIFERFY —4E .

823 REWHESESHEREEBERIEE

I RS e L @ kLS EEEE. o LRGSR S M w8 8 B AR
Ot R R L 8.3)

83 JuRERE I LM
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HEMTHM PR ANBKE? N AEAHRRE -2, REESEE WERE
L EGI O TE B BoR B B AT Y (R ARl . FB, AARRE R B E B T R B
kA, A I LT K RCR R B A

D3DMATERIALS Material;
D3DUtil InitMaterial{ Material, 1.0f, 1.0f, 1.0f, 1.0f };
m_pd3dDevice->SetMaterial { &Material );

LA FACRSIE I SetLightOF0 LightEnable(0, TRUE) KRR MY+ A4k L 5 I R k.

HRESULT CMyD3DApplication::SetLights()
{
if (m__. bTex3 == TRUE |} m_bTex4 == TRUE}
{
r._pd3dDevice->SetRenderState (D3IDRS_AMBIENT, 0};:
D3DLIGHTS light;
D3DUtil_InitLight( light, D3DLIGHT_DIRECTIONAL, 0.o0f, -5.0£, -5.0f );
m_pd3dDevice->SetLight{ 0, &light };
m_pd3dbDevice->LightEnable( 0, TRUE ):
}
else if {m_bTex7 == TRUE}
{
m pd3dDevice->LightEnable( 0, FALSE);
/{ Set the ambient light.
m_pd3dDevice—>SetRenderState (D3DRS AMBIENT, OxO0aaffaa);
]
return 5 _0OK;

AT

// Set texture for the cube

m_pd3dDevice->SetTexture( 0, m_pWallTexture);
m_pdidbevice->SetTextureStageState( 0, D3DTSS COLORARGL, D3DTA TEXTURE );
m_pddiev1ce >SetTextureStageState( 0, D3DTSS COLORARGZ, D3DTA . DIFFUSE) ;
m pd3dDevice->3etTextureStageState( 0, D3DTSS _COLOROP, D3DTOP ADD},

FATEMM W K

// Assoclate texture with the first texture stage
m_pd3dbDevice->SetTexture{ 0, m_pWallTexture}:

/{ use the texture color from this texture stage.
m_pdidDevice->SetTextureStagaState( 0, D3DTSS COLORARGI, D3DTA TEXTURE };
// use the diffuse lighting information produced by gouraud shading
m_pd3dDevice->SetTextureStageState( 0, D3DTSS_COLORARGZ, D3DTA DIFFUSE};
// add texture color and diffuse color

m pd3dDevice-»SetTextureStageState( 0O, D3DTSS_COLOROP, D3DTQP_ALD) ;

WIARAT L, X MERAFTE—RER, BRINXERE L ELFKMN. MBI
AR R AL ARG + B AR,
BRI RERMORE Y, F=MIRERHRCMERE: ME. BRHTEHE. 8Em
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S A VA (7 15 B A R

m_pd3dDevice->SefTexture{ 0, m pWallTexture);

// use texture coordinate pair #1

m_pd3dbDevice->SetTexturesStageState( 0, D3DTSS TEXCOORDINDEX, 0};

/7 use as first argument the texture coler of this texture
m_pd3dDevice->SetTextureStageState( 0, D3DTSS_COLORARGL, D3DTA TEXTURE] ;
// use as the second argument the cclor of the material
m_pd3dDevice->SetTextureStageState( 0, D3IDTSS COLORARGZ, D3DTA DIFFUSE);
// multiply both

m_pd3dDevice->SetTextureStageState( 0, D3DTSS COLOROE, D3DTOP MODULATE] ;

MRBAHNE, WG 2R 0, FHLEE RBEERAE 1. A RS S,

HEEE PN ke,

// Set darkmap
m_pdidDevice->SetTexture(l, m pEnvTexture);
m_dedDeviCe->SetTextureStageState(1, D3DTSS_TEXCOORDINDEX, Oy ;

// use the texture color of this stage

m_pd3dDevice->SetTextureStageState (1, D3DTSS COLORARGI, D3DTA_TEXTURE} ;

// use the result of the previcus texlure stage = tex color X light color
m_pd3dDevice->SetTextureStageState{l, DIDTSS _CCLORARGZ, D3DTA_CURRENT) ;

// multiply the result of the previus texture with the color of this texture
m_pd3dDevice->5etTextureStagestate (1, D3DTSS COLOROP, D3DTOP _MODULATE) ;

AR RGO R AR LA, RSB —Br BRI 0 558 B BB AT M4 RS 0B
) o B LRAE TR RREANE R, IR kSRR SIS 0 B, i ik
—MAERERNHN, TR, GRTAEIBESARIRER, FIDL AR
TR RE . XA SRR AT AR HER e BERANSE * Sep0B(s )+ BIZusE”,

R RELAR U FRERNR, W5

// Bet texture for the cube

m_pd3dDevice->3etTextureStageState({ 0, D3DTSS _CCLORARGL, D3DTA TEXTURE);
m_pdidbevice->SetTextureStageState! 0, D3DTSS _COLORARGZ, D3DTA DIFFUSE);
m_pd3dDevice->SetTextureStageState{ 0, D3IDTSS COLOROP, D3DTCP MODULATE) ;
m_pd3dDevice->SetRenderState (D3DRS ALPHABLENDENABLE, FALSE);
m_pd3dDevice->SetTexture( 0, m pwallTexture);

// draw polygon

// Set darkmap

m_pd3dbevice->SetRenderState {D3DRS _ALPHABLENDENABLE, TRUE);
m_pd3dDevice->SetRenderState (DIDRS _SRCBLEND, D3DBLEND_ZERO);

m_ pd3dDevice- >SetRenderState(D3DRS DESTBLEND, D3DBLEND | SRCCOLOR] ;
m_pd3dDevice->SetTexture (0, m pEanexture},

// draw polygon

RAILFE Y alpha IR-A-55 4 5 3 A0 B RS BRS 7~ 00 oh BTAE B IO HIAD.

8.2.6 &XBH ( Glow Mapping )

BOCBRAS 5 RIRBRAT FAF MR . B 0T B0 AP 2 B 30 57 T 2R B 8 6 2640 A s

WA, R TRE., . BRYANT . K8 ERIT RS JLES.S) |
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RIS VAN AR S U MR, S A RS AETTR NIVE A UER = 7 TS [l oL LS O oo i
Rfchndk, AR MR

m_pdidDevice->SetTexture( 0, m_pWallTexture);

m_pdidDevice->SetTextureStageState( 0, 'D3DTSS TEXCOORDINDEX, 0 );
m_pd3dDevice->SetTextureStageState( 0, D3DTSS  COLORARGI, D3DTA TEXTURE );

m_deaDﬂvlce >SetTextureStageState( 0, DBDTSS COLOROP, D3DTOP_SELECTARGI);

!/ Set glow map

n_pdidDevice- >3etTexture (1, m_pEnvTexture);

m_pd3dDevice->SetTextureStageState | 1, D3DTSS TEXCOQRDINDEX, 0 );

m_pdidbevice->SetTextureStageState(l, D3DTSS COLORARGI, D3DTA TEXTURE |;

m pd:aDe«1ue->SetTextnreEcageState{1, D3DTSS COLORARGZ, DBDTA CURRENT ) ;

m_pd3dDevice->5etTextureStageState (1, DBBTnS_COLGRGF DJDTOD_ADD}.

il DIDTOP_SELECTARG! 5 —2UHE B b A o4 (0 B0 4 1 3 F — A 4oy
Bt #RJ5 LR D3IDTOP_ADD M E 58 — AN U ER (RIBFIEE, . i 55 v ek sic B ) 6 A Ak A
w F s,

// Set texture for the cube

m_pd3dDevice->SetTextureStageState( 0, D3DTSS _COLORARG1, D3DTA TEXTURE );
m_pd3idDevice->SetTextureStageState( 0, D3DTSS COLORARG&. D3DTA _SELECTARGL) ;
m_pd3dDevice- >SetRenderState (D3DRS ALPH&BLENDENRBLE FALSE) ;
m_pd3idUevice->SetTexture| @, m_pWallTexture],

// draw polygon

/{ Set darkmap

m_pd3dDeUiCE—>SetRenderState(D3DRS_ALPHAELENDENABLE, TRUE) ;
m_pd3dDevice->SetRenderState (D3DRS_SRCBLEND, D3DBLEND OME);
m_pdeﬁevice->SetRenderSl&tE€D3DRS_DE5TBLEND, D3DBLEND ONE);
m_pdidDevice->SetTexture(l, m pEnvTexture);

/f draw polygon

o alpha 8-S 2 X0 F k-
FinglColor = SourcePixelColer * 1,0 + DestPixelColor * 1.0

141



Direct3D s &G fL A 14042 ( F = )

i% 2o A I B T 2 e % ) D3ADTOP_ADD IjfE.

826 #WTkst ( Detail Mapping )
CEXERT = L, PREir ST ST — i o Y a0 v e e e R Al T i N ILEE 8.6)

[ 8.6 4iHpegd

EWRAT ML, BEE 2R . G R - HORIRR Y 0 TR . 2 e ik B i 2
RUE? AL R IRTFR— 0w AR R RITE, RREWHIT . WX
RLER LAl LA B —FhBLARR, ATUURT LBRRE) T s — MR A ST . 1% — (i
AW TRV T UEHE, SRR B ORI, R9ER AR BT XA e
EATREN . M RaGE b 2 08 0 BE AL B X TR SR R BEIE R0, AT — EL R SR 2 K% 3]
A FTT L A Sk RN I PR 20 T S T T,

UFT . [EIR) OSSN . £ L BT R vl e, o] LU I b — R A it 41 a8 sk 4
(AN A PRSP, B 23 T 40 45 SOk ) T -4 fe A ng 2

HEAIG P CBRRESE —K ) SRS S B M B I AN,
Ml DIDTOP_ADDSIGNED 4 4¢ (7 ) 4i 45 2R 55 SIS AR I . XM AT R
Tz, BRI T %S B0 06— 127~ 1284 A8 365 1648 F (0 75 77 {80~ 255).
{t: ADDSIGNED B0, —127 M, 128 K166, EHSRME MG, T
10,5 5 B, AT {45 A (1 4 4 -0.5~0.5.

(2T 1 e 2R T A 6, P 5 A R RS P 0 7 T, T 1) 0 o P 1) B
BT .ty bR 2 S h — AR R, M2 B LW A, AT U F R
%5 5 W e e 0 Y D

m_pdidDevice->SetTexture( 0, m_pWallTexture);
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m_pd3dDevice->SetTextureStageState{ 0, D3IDT535_TEXCOORDINDEX, O };
m_pd3dDevice—>5etTextureStageState( 0, D3DT55 COLORARG1, D3DTA TEXTURE };
m_pd3dDevice->SetTextureStageState( 0, P3DTSS_COLOROP, DIDTOP SELECTARGL)
/{ Set detail map

m pdidDevice->SetTexture{l, m pDetailTexture);
m_pdidbevice->SetTextureStageState {1, D3DTSS_TEXCOORDINDEX, 0 );
m_pd3dDevice->S5etTextureStageState (1, D3DTSS COLORARG1, D3DTA TEXTURE ) ;
m_dedDeviCe~>SetTextureStageState{l, DIDTS5_COLORARG2, D3DTA_CURRENT ) ;
m:pdeDevice->5etTextureStageState{l, D3DT$S_COLORCE, D3DTOP_ADDSIGNED) ;

W 2R T LU AR R, W E

m_pd3dDevice->SetTextureStageState( 0, D3DTSS_COLORARGL, D3DTA TEXTURE );
m_pd3dDhevice-»SetTextureStageState( 0, D3DTSS_COLOROP, D3LT0OP SELECTARGI} ;
m_pd3dDevice->SetRenderState(D3DRS_ALPHABLENDENABLE, FALSE} ;
m_pdidDevice->SetTexture{ 0, m pWallTexture);

[/ draw polygon

/7 Set darkmap
mmpd3dDevice->SetRenderState(D3DRENDERSTATE_ALPHABLENDENABLE, TRUE) ;
m“dedDeviCe->SetRenderState[D3DRENDERSTATE*SRCBLEND, DSDBLEND_DESTCOLOR};
m_pdeDevice—>SetRenderState{D3DRENDERSTATE_DESTELEND, DSDBLEND_ SRCCOLCR}) ;
r_pd3dDevice->SetTexture (1, m_pDetailTexture);

/{ draw polygon

HA alpha A A AW F FiR:
FinalColor = SourcePixelColer * DestPixelColor + DestFPixelColor * SourcePixelColor

Z A RN SCFF D3DTOP_ADDSIGNED [, v EL{#F MODULATE2X SKiE U fL a5
BE. MODULATE2X FitH 2 L8 F By

FinalColor
FinalCalor
FinalColaor

Y7 EAE R FUAT alpha B A& RIEWEENK &, FFURE AT LNREH F
2% X [ alpha & .

# 83 G r - ERRAARRE SRR ESRNOFEIRIE, M BB FTN R 05 B A
ik .

LIPS ER B BN TH R ERE R U F AT RS
KL 5T atphas
AL alpha;
alpha #78 (Fj D3DRS _TFACTOR #&&) . -
e (pre-multiplied) [{143 alpha;
il — MU B E 1 alpha.

£ ATI LU #) RADEON 1.3 SDK %, H—/F#)i@xt DIDTOP BLENDCURRENTAL-
PHA #1 D3DTOP_BLENDFACTORALPHA B¥CREM T — A MEH S B 0HH, Tt

2 * Argl * ArgZ
Argl * ArgZ + RArgZ * Argl
SourcePixelColar * DestPixelColor + DestPixelColor * SourcePixelCelor
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WBEWE, TSR R, REMERE BT SERPIT.
#83 Hit@ A RIENF R SR

WE

Ei:

D3DTOP_BLENDDIFFUSEALPHA

FHaErTrRAHENER
alpha & REMH R G ABHE
K- B

Spaa = Argl * (Alpha)
Arg2 * (1 - Alpha)

+

D3DTOP_BLENDTEXTUREALPHA

fERAENBREFETH) alpha X2
R E GO

Srepa = Argl. * (Alpha)
Arg2 * (1 — Alpha)

-+

D3DTOP_BLENDFACTORALPHA

{# FiE3 D3DRS TEXTUREFA
CTOR B AW B WY alpha #5 B
RePERA RO Y E

Sraea = Argl * (Alpha)
Arg2 * (1 — Alpha)

-+

D3DTOP_BLENDTEXTUREALPHAPM

A - iR alpha REHES
LR B

Segsa = Argl + Arg2 * (1
Alpha)

D3DTOP_BLENDCURRENTALFPHA

WH¥E L4 E AT alpha
SRR S RN

Srapa = Argl * (Alpha)
Arg? * (1 — Alpha)

+

D3DTOP_MODULATEALPHA_ADDCOLOR f#Fi % — 25 alpha KB B E -5
B, REEGERINEBE -84,

Result = Arglmes + Arglaipn, * ArgZaes

D3DTOP_MODULATEINVALPHA_ADDCOLOR W4 FI# i #) alpha SRHEAT 8.

Result = Arglpg + (1 - Rrgluim,) * Arg2pes

LU BHAREX R ELOE H R 3 MERBSENEF EEM. Wi, i1
BERR A= LA HR S (triadic texture-blending members) .
D3DTOP_MULTIPLYADD Feik T — A~ BB (multiply-accumulate) ¥fE. TEREA
S, RERRBM LR —MANFESE, BEHIERER.

Rezult = Arg( + Argl * ArgZ

D3DTOP_LERP R FE —MESE RN E s —

Result = (Arg0) * Argl + (1 - Arg0) * ArgZ

B THRRE—F alpha ik
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8.3 alpha #{%

NPT HOREZE, BEETF TAHERZHE FEFXEN alpha $4F. BT alpha
B ERNE R KRBT B
m pd3dDevice->SetTextureStagestate( 1, D3IDTSS ALPHAARGL, arg ):

m_pd3idDevice->SetTextureStageState( 1, D3DTSS_ALPHAARG2, arg );
m_pd3dDevice->SetTextureStageState( 1, D3IDTS5_ALPHAOP, op };

Heop BHATLLR:
D3DTOP DISABLE
D3DTOP_SELECTARGI
D3DTOP_SELECTARG2
D3DTOP_ MODULATE
D3DTOP_MODULATE2X
D3DTOP_MODULATE4X
D3DTOP_ADD
D3DTOP_ADDSIGNED
D3DTOP ADDSIONED2X
D3DTOP_SUBTRACT
D3DTOP_MULTIPLYADD

M D3DTOP LERP

A RESHRE O — T ER AP ERED T, alpha B0 H THRMES. &
VAR 7 5 R HAEE 8 7R 1 12 B T alpha #24F.

T alpha BRIFBRETHAE 3 5% (arg) : DIDTSS_ALPHAARGO, D3DTSS
ALPHAARGL. D3DTSS_ALPHAARG?2. BfEAMSiX¥ alpha 223018 4 T LU FF (4.

W D3DTA_DIFFUSE, ARG, IMBEEEMEM Gouraud ZEA, T4
ML T KNS BN R R T T AR 1

B D3DTA_SPECULAR, fRAIBERHHIE, XFHBHEREMER Gourand BEnf, Xt
TR AR RRCA FF VB TR 5 B FE R B T S T 75 0

B D3DTA_TFACTOR, {EROARY, AJHAETELRE D3IDRS TEXTUREFA-
CTOR i H SetRenderState() AT #E B 40 R ¥,

B D3DTA TEXTURE, 1R &L BHSEGIE,

B D3DTA_CURRENT, M k- -NEABRIE R,

B D3DTA_TEMP, {§#H—1TH /S & 25856.

AT BLR IR IX B A 80 - D3DTA_COMPLEMENT #4455, AR alpha 24
PR, TE “BEERE BUPTUTHIFEXESH.
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DWMDﬁﬁ%—¢m%M.EMH%%RWK%%@&%E:Mﬁﬁﬁ.ﬂﬁﬂm,
SRR . TS AT BRASRLE, IRERE I e A IR BAAE A —
A~y falpha (] 7 Bk A 45 Direct 3D LA B E G XL e, . alpha {5 BLAT LA it 17
ETS R . BT, SO . alpha (i 0 e AN, A ) WFRRAEY, KK 0~
2 {1 i ) 3 75 A [ %2 R 1) 4= i ]

mmﬁM"wﬁw$ﬁmmmmrm%mvmgmxmmEW%mmaﬁﬁ;m%ﬂﬁm
% {4 T I 5 8 fo b () alpha, R 4§ D3DTA DIFFUSE fi: % alpha & %, JF 8 (R
D3DRS DIFFUSEMATERIALSOURCE = D3DMCS_COLORI ( RCREBKIAED + gy S 2 A ) K
£ 440 6 (7 () alpha, F93§ D3DTA DIFFUSE i alpha Z#, JFiifkCi® I
D3DRS DIFFUSEMATERIALSOURCE = D3DMCS_MATERIAL.

m paddieyvice->SetRenderState (DIAORE DIFFUSEMATERTALSDURCE, DIOMCS MATERIAL)?

% SetRenderState() i # D3IDMCS. x 5, WIMER A e 4RI S st it T 1
XA~ alpha U Ml 7 (] A 49 29

alpha 1l
G0 RS 5 IR alpha M1, (ol LB K AT S IO MO (LB 8D

[ 8.7  alpha 5]

/ Set the amblent light.
DADCOLOR didelrAmbientlightColor = D3DRGBA(D.OE,1.0£,0.0£,1.08);
m_pdidhevice->8etRenderState (DIDRENDERSTATE AMBIENT, didelrambientLightColor)

A LA T A A ) b ) L BB 5 0 R B

m_pdidbevice->SetTexture( 0, D3DTextr GetSurface("wall.bmp®));
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AR AR S — MR B A S X AN R AR NEEMES R AT?
= B TR A SR AT S, FF 7 AR srR R 28 A B TR e AR A R B 2D,
A SR T TR B v S S IR AT 0 S0RE e ) DL — SRk SR B BOREHT A, U
BRAZEY SRR, R BB RS RIERINAZ

Direct3D H— A HEFHUBEERSE. HLEFLHKCEEBTET, HEL
CreateTexture(YREE- -FKLFERS, % Pool ZHiHE N DIDPOOL_MANAGED #3&, B
Direct3D &R T iZ AL M TH. MR —IKILFEEER, A LM#EH D3DPOOL_DEFAULT
¥ D3DPOOL_SYSTEMMEM #4535

oy T 1 B8 i — AN I ) B SRER B SR A0 A MR, XA RIERA Tl e ik e B IR e
A P R ) . 0 A T SN s BT /(P SV S v s R S IR R AR A PR R
FEPREE R BRI, WERFB SRR M R — b AT, XA AR
O AR L F TSR e —tt. mEEIIRFHFGKEE, WK ERIE A
fogo, wReEMETHEEINRE, WEREINLRREHE,

Wi e R R B IDirect3DResource8::SetPriority() /7%, o LS HE LR F— ML
Feth. METEEIGE: AREAEEE LM AT, TE&F#EH DIDPOOL_MANAGED.

8.6 MIINFAR

AfPALE Gamasutra Chttp://www.gamasutra.com/features/programming/19981009/multitexturing_
0Lhtm) |"H /L& Miichell, Tatro. Bullard #TH Y E, XECTIHE T WMENT DirectX
KEALELE, XEEFAEEEPEENILRCE. e E T - TEATHRAL
HigMg, SRKXREE. NVIDIA S HFEVHATRALXBRERN LH, &F
http://www.nvidia.com. #%b, 7E 1997 £ 8 AH Game Developer Z23ERIH 12 M EFH—F1R
HBY S, 4 A “Multipass Rendering and the Magic of Alpha Rendering”, {f# /& Brian Hook .
B, BEAIRE Y U8 ATI VAT RBIIRY, MEH®, 2IH T htp//www.ati.com.

LA Web BT PR K -7 7 SR AL SE K RS

http://whatis.techtarget.com/definition/0,,5id9 _gci870037,00.html

http://www.ping. be/powervi/ Anisotropic.htm

8.7 Ih&

AR 7 FEBRITCNER AL, HAEAT RS SELRRR. BT HBEMT
WNELCER TSI RAER, FUERELERFAMOEE DB DAREN.
&R JLE B DirectX 7 8 -FEWH_LET & B0 L EF B BT LU RAR K HHRE AR
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Fe¥k R ETHR
T DirectX 7 1 R2F, BMaPERE R RGN E shader R GXBEHR.

8.8 F_aiRIT

8. A ABE{ERgE?

2. AskEN—MREMRANNEE, KEHERE-FRE, REXDEFERR
HIF 4 % 10 JE R RLALRY -

i8] : Direct3D KIRIL /7 T B TE/ER?

& CERHT A BALRmIE T R, KSR i B R ARSI, XA SRR 1
X [8][0.0, 1.O]]',

@ R ERRar ] LI 2T — S KL A ER ?

. 28, WL —ikaBi R E § AL MiE, REATE X PERHEAN, HT
TH S 54 SUe B ],

ia]; P i< 808 3 BhaR AT B R ff 42

&, BitEHIXIT[0.0, 1.03Z /Mg A DK K Rhar I8 FAEEE, W RL A — BBk
IR

i) BRI G R BT A Y HRmR A

& Wi BE. 8. EHR.  RER.

] BB AT E AR

B ZHLNASIEEGL R s SR e, RILERXE]0.0, 1.0J2 MY B R
T # .

ia): FRFEIMRAES2KR? BHAH?

B TS FRRESCEM B E LA L. AR R A AR
BRI S/ — PR, R T DA X A~ 1) L

i) SHAEERE TR A T AR TR A

% AN S AR AN, HHESRE A RS, B ML DL
s G B B R AL, SR AE T2 AR O] BE A S R R A

id]: HHE REERSEIEE AR

B EEAA X FI-1.0, LOJAXTSR/ER R, ZX M2 A NER 3. BT
FRALNEE (volumetric light map) REHI.

i sl aEERt L eFHAaf?

& GBI MET RIRML T -— PR IR R R Wl A SO AR MR T . BN
BRIE S N TFRAECEE LHSHENS, RARNOEETETEFTIERAYE,
B TR MU R R AR

9 SRR SARH?

149




Direct3D #H X B A HAE ( F Z58)

. 4G, HFEKE0.0, LOJZ MO ERAARN THEINEIN T AT
A, HXEORERTR. B HEE T EE—,

i) : Ao s T i i RN A B PR 1 2

e ER T OB G LR R R 5, wIBIIERT R . LR BCRANGE MR BT
FEL ) o) 1

i@): 4 & mipmap?

F: BRI RIIMGIE, HP 8 mipmap PR BN REL T —RERMEZ K
—¥. Direct3D SARE A4 HI £ BRI % s B3I E I — A 1K) mip FLHE.

Bl AR E I E?

T ENFEERMA AR 4 NEER VEME.

o] Ao ekt

B WML N b mipmap.

B]: A REmHELE? SR AMR?

EF: AU ERIER 4 P ZER I, B SRE R SR LR R e R
ENFELREERFHE. CHEH mipmap. 55ME 0 EEIROLE £ HRE MY 0L R F U
Hﬂlﬁ}léﬁt}iﬁfjx o

i R U RIS R 2

F: EMREMREHTERESN, REGFANEAHDRESSMHEEFE. dtE
SCHL LRATERRS R, LI EhE. BRI AR, NEHER S,

i\ : alpha I8 & ARREH 42

% : FinalColor = SourcePixelColor * SourceBlendFactor + DestPixelColor * DestBlendFactor

f]: alpha /47 RUAIE R ?

F: EREIITRENES RS, B4 TRERAENHBRES SIS By
BEMHHEE.

&) fFARBIRGM? T ARBELE?

F: PROBEERSBREEREERF MR —ALAR L, SESIER RN EEES
REVGEA - IRERPBR B E— B HF L. EHEER,

Bl A RGIBIBENEEE?

T KREEE ANEORM BRI RALET N - MENE, BREBTHRS 8 MIER
B Ah s 3,

TRV Ty o743 [ B A p 3l 35 i

%: Direct3D RET“BEMA R ERH. RE—MEAN=H, EHEEHELME
AR, HERRFES AN ATHER, REBFNX N =MD INNE. (BRI
=K R, MAAELBRCESFE=AT L. B0 LRIGE ] T SO T E R
FHERR.

20 : R MK B BT R AT 3 1R A 2
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Direct3D # X BANITHE (£.20)
B

{# # shader "J7EIhEE LR E LML QM (multitexturing ) Br B, B4 T X4k
(rasterization) M2 J5. B A JGHMIEE. T g shader. REFTER. S REETLAMREREIE. 5 —
ST, SORME AT LI R AR, SR TR A X8 shader FHFER
RIRER R, 54h, B shader RIUTEERTUBA MERAF, RERZEREREERN
JREERHE RPN GUR, XPPRORRR D “yHRBNEY Q45 (rendering to the render target) ” . &
% shader M -~ float4 KRAIM. 1R HE shader FIBT W JLAME R B ARHATIEYS, N
£ 4 A fload B, ZPHREARRR A Z1EH A 8% (Multiple Render Targets) ” 8¢S #5“MRT” .

9.3 T HLSL S E BAXBAR

N LRI - BERACE LS, MM AmfEER HLSL kES
shader, FFiH— N /AR FE shader FAT .

9.3.1 IREHE

IR, FTAREA M E N T RSB YA L, Xk BRI 758 |d]
PRBRAER, FLEEEHRY “2RABET (global lighting model) ” . (T “IX M
R MR -MELENSREEER,

[ EUGE I LT 20 20 R 08 PR 8 Y MR A o

— *
1 = A.1r:ttzns].1:y Ac‘o!cr

18 intensity RoNFHBIYIE, A color RARFMBA(. —/4> % 5 A ST L6
QJQQH_F.

T = Am:e:usity * Bigler T Diffuse + Specular

it Diffuse 5 Specular 43 1) & ¥ S5 RIS 1 5250 6 B2 30 o5 G145, AT LI E
PRABARREAN XN, FITREE S HBFUEMT R RIERH XK BE shader 7], H
mAE M. Eik. EREES PRI B SRR

floatd Acolor = {1.0, 0.15, 0.15, 1.0};

float Aintensity = 0.5;
réturn Aintensity * Acolor;

return float4 (0.5, 0.075, 0.075, 1.0};

FEIXEHEHH intensity 5 color BIFIR —FH WAL, X TRSSIRER, LF
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ﬁ

¥ 9 {#F] %4 Shader 3% % #47 Shader %42

SRBIFAE R IR A . RERAMIZAENEN, HLSL iR 55 A7 TN m PR H T

HXFIHEEMNEFSR.
PUFFACHI B < T — AN TR AR shader HI—AN T B8RRI ER shader:

floatdxd matWorldviewProi;

struct V5_OUTPUT

{
floatd Pos: POIITION;

b;

VS _OUTBUT VS{ float4 Pos: POSITION }

{
V5 OUTPUT Out = (VS_OUTPUT} 0;
Out,Pos = mul {Pos, matWorldViewProj): // transform Position
return Out;

}

floatd PS{} : COLOR

{
return floatd (0.5, 0.075, 0.075, 1.0};

}

TSR B4 #) VS_OUTPUT S5 #3383R T T8 & shader H3THHAE . TR shader H L H R —
A C W%, BA VS OUTPUT ERFLREMEM— A FHRAS (VS) B. BEFSHEIEA
£ % Pos.

1T 45 shader BN LS HEE AR T POSITION X, ERAEAIEMA—TES (O
SKekR BT . 1B R B) HLSL %% 8% 0 $iR 4852 IE 60 shader 2 785, TH A shader BIA LI
(t13X#) POSITION & X ARR T RBARBE IR — M EHIE. F 4l LR TTR
shader 3R B tHE— N BE2HE (TN shader VAT 0EHH — My EEIB) , ZLEH
HERAE A 5 18 & shader IIEIAE . iEH —8H 4% T T A shader A48 % shader 15\ %H
B AE X, TP TR DEESNMALTR—&S. E/HEETHXENE,
1 2 [%) DirectX 9 SDK &84,

T6 4 shader 9] matWorldViewProj 3P RSB B, matWorldViewProj FERFEL
N MHEFRENEE, B, A shader WtH{r BIE.

8% shader thi#7E2% C BB EHREER & floatd. BT X B HE X COLOR
bR TOREHE, FRLImiFS &AM R EHEF R B ER AL . S5TH & shader #HEL, BhAb
(K112 % shader B 7 B AMBAE, BAEEZK (PS) B9 HETH.

T £ shader 11§ & shader (K18 Fif & shader TR D 5. Bk, R0 E 0S¥ 2811
AT P RE NI R E.

g 93 B THEAHELREAYN Example BF, XAEFHETF CD-ROM #
“Chapter9"Example” HRF.

WA AR R T — A ARTBUUEMNAFANRNEEN, RLEEFREREN
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Direct3D # AR AN1HAE (F 8 )

float3 Light : TEXCOORDO;
float3 Norm : TEXCOORD];

bi

VE OQUTPUT VS{floatd Pos : POSITION, float3 Nofmal : NOERMAL)

{
V3 OUTPUT Out = (VS _OUTEUT)O;

Out.Pos = mul (Pos, matWorldviewProi); // transform Position
Out.Light = normalize({vecLightDir); /{ output light vector
Out . Norm = normalize(mul {Normal, matWorld)); // transform Normal and normalize it

return Out;

}

floatd PSi{float3 Light: TEXCOORD0, float3 Norm : TEXCOORDL) : COLOR
{

{ 1.0f, 0.0f, 0.0f, 1.0f};

{0.1, 0.0, 0.0, 1.0};

diffuse * saturate(dot{Light, Norm)};

floatd diffuse
floatd ambient
return ambient

+ ton

}

BRI, XATHAT shader B AE) T — MRS SR 5 RSN $38 . 18 X NORMAL
FET G R AR RL N TR I B IR R 5 #0T500' shader 27758, “HH - B PEEL” IERG . H5LAERF.
Jei B AR R R AR AR, B E matWorldViewProj. matWorld. vecLightDir
A& 45 TH A5 shader.,

ABIRITE L shader VS SBIt7E B Light F Norm it T IHE N A L. XFH A 28T A
shader A 3B i P38 5K 3T normalize()fE T 1H—fb. ZXBBEERIT- L HE v = vilength(v), i
BRviKENRO0, NERTHE.

Normal [ 5 i3 #1238 e 36 LAt 574 [ 52 R By R 30 mul(a, b)) T4 a 70 b AR PSSR,
MR a B—PHE, WRELE -MIABKES: R L2 HE, WEESHE—FF
FEMRERF. alF85 b MATH LIS, RAULEN “a ITHEXb I . 65X 450
B, muOME 1 ABER—MIBRE (TSR MERER) , B248
WR—AH 16 MFSME (floatdxd) ARMATHIFF. & 9.6 R T XTI BRI MR,

ﬁ!+§ %*

g
Mo
[ig¥:1
e

E 96 RELSERSVTRE
AR shader PS HLEL T AN H AKX, ZARMT return HEH, H— PR 5 R
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% 0% (& HH Shader & F 4T Shader HAE

£1X RPN R, X E LB A T hitp://www.gamasutra.com/feanrres/2002080 1 /beaudoin_01.htm.
{8 2 shader [555:/5 - 17 & return i540), EW AR R T4 iR RO LR 2 K.

93.4 BEERHAZI ( Self-Shadowing Term )

EE TR AR A I — R, Aol LIRTE LA ik B SRR
MM AR, RN BLAARET, SMESROCRSEEREN 0. BT DA T4
VR4 BOE B AR . AT BT 0045 FE 10 o 00 PR B o (R B BRR (popping) - B 9.10 BoR
THMT, FAAMEHNT BRI, ZLRE/EMH.

B 0.10 BRI

LR 5 R %30 . Exampled MA@ AL S = saturate(4 * N.L), XA R@l6L T
CD-ROM ) “Chapter9\Example4” HE F. (FE Ronald Frazier Fi 5 A—§ 3L 5" Advanced
Real-Time Per-Pixel Lighting in OpenGL”"PHF B L X T HHAETHNAZL, IR YLEMT
http://www ronfrazier.net/apparition/index.asp?appmain=rescarch/advanced_per pixel lighting.ht
mle O AR FE RN T NL #9384 R — 2 S AR, k@7 el
AN

I-A+3* (D*N.L+ (R

W E AT NULL, W 8 BH 350500 45 5/t FEAST RS v 1) 388 e S e o B8 10 B3 Rl 5t i
P NULL. % S5 o7 e P - 3 99 B2 0 B S s r Y9I . R shader MMREZAN -

tleoaté kSifloatd Light: TEXCOCRDO, f£loat3 Norm : TEXCOORDL, float3d View : TEXCOORDZ) :

COLOR

{
floatd dirfuse = { 1.0f, J.0f, 0.0f, 1.0f};
MMoat+ askient = {0.1, 0.0, 0,0, 1.0};

float? Horwal = normalize(Norm)

fleat? LightDir = normalize{fight);

floats ViewDir = normalize{View);

flcard diff - savurate(dot (Normal, LightDir)); // diffuse component

. coopute self-shadowing term
float shadow = saturate{d4* diff);

float? Reflect = normalize{Z * diff = ¥ormal - ZichtDir); // R

Vs B SRR R N EEPIE (Self Shadowing) " HIFRE “HME" .
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Direct3D #F & MAZA TTHAE ( F=4)

floatd specular = pow(saturate(dot (Reflect, ViewDir)), #): // R.V'n
// I = ambient + shadow * (Decolor * N.L + (R.V)n)

return ambient + shadow * (diffuse * diff + specular);
|

935 MRS ( Bump Mapping )

I”’Il”lll'ilﬁl"JIL‘irﬁ"i‘-—Fl‘ﬁ[ﬁ&]’Uﬂfl‘h’?fL(.ﬂ'_’fK“fr‘JJLI"IPFl’rUfFi%?. Chnmpy, s .
[ 9.11 7% T Examples /%, AT CD-ROM ) “Chapter9\Examples” H 3¢ F. %48
fEBEE P T — RS, AR 7EIX M BRASERY |- 77 0L (10 DI L A7 7K g X 45k 8 e,

B oo My

U7 O P e —Fo PR S v .dds BX*aga) B WIE A S E L EAE L, BT {REHIN
[AIMERATHVEL, R BRI R S S 3. Edws DL M ™y g H AR
*”&&ﬂWﬁﬂ“QW?ﬂ"i“w%”wumwmmaw'¢ AL IX L S8 a1,
P17 200 RS 7 R 5 ) g 4 [ I‘Ql_*f“‘)'tlulil‘f? FT Ll g TARTHIE &5 R, sUsms ot
M%QMNUMMMMMH%MMM?W¢: 1 7 A Bl — A £ el 17 2k 25 16 b R F K
SERGIZAR G (WL 9.12) |

B 012 s AR
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% o9& 42M B4 Shader i 2 34T Shader %72

JEHR R 23 3 2 (1] A 2 9 167 28 (9 77 35 2 18 Diirect3D S5 FRLFF HE Direc3DX LY
Dnm&mwmmmmmﬁDxm&mmwm@mm@ﬁo&NwmmMmmn@¢ﬂu&ﬁﬁ
H R ¥ BT W A Th B B 38 AL 8% % S, NVMeshMender FF A CL 3| NVIDIA 1 35
(http://developer.nvidia.com) T k. THEEH AR S TR RARLL 2Pk
B, B3 SAFILE AT, S EEERATILE, KERX 3 A=A R A ML
TR T /T 8k 76 MR REITRFFH I shader T, X TOEF RATRRTH UVW
MRS RIRE TR S SRR W RE; 58+ D3DXComputeTangent()eR FR T H U 7]
&, {#FH crossORBITE W M U (B ER V ITE.

struct V8_OUTPUT
1

floatd Pos : POSITION;

flgat? Tex : TEXCOORDO;

floatd Light @ TEXCOORDL:

float3 View : TEXCOORDZ;
i

VS _CUTPUT VS ({floatd Pos : POSITION, floatZ Tex : TEXCOORD, float3 Normal : NORMAL, float3
Tangent : TANGENT )}
{
V3 QUTPUT Out = (VS_OUTPUT)O;
Qut.Pos = mul {FPos, matWorldViewProj}; // transform Position

/{ compute the 3x3 transform matrix

/f to transform from world space te tangent space

float3x3 worldToTangentSpace;

worldToTangentSpace 0] = mul {Tangent, matWorld);
worldToTangentSpacell} mul {cross{Tangent, Normal), matWorld);
worldTeTangentSpace[2] = mul (Normal, matWorld);

ol

Out . Tex = Tex.xy;

Cut.Light.xvz = mul {(worldToTangentSpace, veclightDir); fin

float3 PosWorld = normalize {mul (Pos, matWorld}};

floatd Viewer = vecEye - PosWorld; Y
{

Cut.View = mul (worldToTangentSpace, Viewer);

return Out;

}

float4 P3(float2 Tex: TEXCOCORDO, fleat3 Light : TEXCOORDI,
floac3 View : TEXCOORDZ) : COLOR
{
fleatd color = texZ2D{ColorMapSampler, Tex); // fetch color map
float3 bumpWormal = 2 * {texZD(BumpMapSampler, Tex) - 0.53); // bump map

filgatd LightDir = normalize(Light): // L
floatd ViewDir = normalize (View); ifv

floatd diff = saturate{dot (bumpNormal, Lighthir})); // diffuse comp.
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Direct3D 3535 842 A (1342 (B =5)

fleat shadow = saturate(4 * diff); // compute self-shadowing term

float3 Reflect = normalize(2 * diff * bumpNormal - LightDir); // R

// gloss map in color.w restricts spec reflection
float4 spec = min{pow{saturate (dot (Reflect, ViewDir)), 3}, color.w);

return 0.2 * celor + shadow * {color * diff + spec):

. shader FRUET ~M UL V. W (= N) #I0 3x3 168, @SB LAV
e BB =2 [a] R 2,

LiRTBIAREL . 83 shader B L BEDK S48 AT T — 1A L4 U6 B R — 9 100 7 5 B, 23 tex2D()
RUTHEN tex2DOR B AR tex2D(s, 1), Hh s £ RHEBIR. ( B—1 2D LA,
8% % DirectX 9 CHYLL T ¥ 8 & H b f¥) SR 4% 385K 3 ( L4 texCUBEC, t) "B JHRIREL 5 7
TiVERERED

WEFRA B R shader #1248 FH 1 IS B RO SR LB R BRARTI S A DR LS, 1R shader Xt A
RN R B ME R LUREE (-0.5) RIZERL (* 2.0) . REUXFERIRES R0, M ik
RN R LA S s XAr 509, Hrh 4 MEARR TR, 11K A, MR LS
BATHRELREIE. Bk, 8 X 5T 8 B S K )

S i, IXAMRE shader LRSI T B RS RAER A et R R (K v R o, X
KA T min()ef ORI — 3K 005 (gloss map) K 52REH, o NS B AR AR fr e s B
alpha fH'['s minQ# R A mina, b), ‘CHIEFARZE afi b FEH D,

A return &A1, MO IR T — Mk E TROSEGEGE, FMRE T
PO . IXEEMLE S T I94E, RME BB R OURSS T8 RS BT RSt RSy, AT
BLER) — M B ER.

9.3.6 =J¢ { Point Light )

BUR— Al Examples, & 47F CD-ROM [ “Chapter9\Example6” HZ b . Example6
CERTBISRY - A F— A ER E N PO, S—
P TAT LRI, SRR S EE R 845 R\<;//

L&A RGE WE 9.13)
fE NVIDIA 7 &% M5 LA — B Sim Dietrich 825 [

B, BB 1L FIEA R 3] LS S B §§i::

F 3

attenuation =1 - d * 4 // d = distance

AR ELIE Ty P v
Bol13 Ak

attenuation = 1 -~ (x * x + y * y + z * z)
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# 0% 129 %4 Shader #% T # 7 Shader %fE

Kelly Dempski 7EflLff] Real-Time Rendering Tricks and Techniques in DirectX (Premier
Press, 2002) THFBEBEH TABRUL — MR, K& OGA E R R KA .

attenvation = 1 - ({x/r)’ + (yr‘rJ? + {2/

{8 x/t. yirs z/r it TEXCOORDn il {5458 % shader, H/EMRF shader RV T
mulOpEES TR, M XREASEI T

V5 _OUTPUT v5(floatd Pos : POSITION, float2 Tex : TEXTOORD,
float3 Hormal : NORMAL, float3 Tangent : TANGENT )

{
float LightRange = 1.0;

/4 polnt light
Out.At~ = Light * LightRange;

}

floatd PS({float? Tex: TEXCOORDO, float3 Light : TEXCOORDI,
float3 View : TEXCOORDZ, float3 Att : TEXCOORDZ) : COLOR
{

// attenuation
floatd4 Attenuation = mul {Att, Att};

// colormap * (self-shadow-term * diffuse + ambient) + self-shadow-term * // specular
return {(color * {shadow * diff + ambient) + shadow * spec) * (1 -Attenuation);
}

F21% LightRange S¥FIISERIOTEE, ™M nXMER & OLREER». AEERE
shader H R 5 A F MM, FEOVXFEMBEAEHIRR X T HARE. 185 shader WEBE—
IR SRR DR A0S R, AT T M08 e R P FE B 09 i 2 S R K S 2

9.4 IhE

ABENET HLSL WHEA UK E R -2 k%, HPRxyT e kB —®H R
AR ATHEREGE LTRSS 82K shader, ATKESIFERIET 6 MRBIFEFSH
XAl (BREmEEE)  EFEE D), REEHFRE - ATI Wi
Chttp://www.ati.com) 1. RenderMonkey BI7Rffl, H7HX SR AR H o — B MR, IRA]
PATCE M MG Chitp://www . direct3d.info) 4R $]—38 5 I RenderMonkey (51878 .
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5 10 % |am
G

B Z 5 Shader 3R tf

IR RKTE TSR S TR MY ( cube environment mapping) " A, ©H
FAE R i b e R AR, 94 K2 R mi R, 3 HE gt — b
AT R o PEREIZ —HOR T IS 1 AR b UR4T R0 % B 1) s R e AR B AR M 1T, ik ety
AR L AR JLEEP B IR

ATURH A A I ER . fEARRLE PR B B AR K & —TibrE, 6
b sl B R KR EU A

(EATEH, {3 b fo -

WA U (e RSB A I B

B (E AT R PR g

® AR (shadow volume) -

10.1 fEAZAHELE

X643 M AR o 0 AR R S A IR . 45 R0 ) B S R R SR A
D e T e 1 2 T REAR T AN 1TE B 4R 1 5 e IS ST 6 . (BB AT i AR B RO W Creflection
mapping) " tREKGER WS (environment mapping) 7 .

RSB R R ME X R, R4, 1M =RARRM . T M
LR H AR PLAE -Gt Al TS I R L e A B RS, F T4 AR
IRIGVLTERE R, FE Y BT 2 R BTt 2 3 ST 1 T 3 M R % W S5 00
% (secondary) Wifk, — WA —LEATE IR AR KM EC S0 [ 8. BRBEML B — B s At
WHRHMEAR, EAET SN SRR DA, IF B A% R S Bk
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#£10% £ 3% HH4 Shader HE
Wi EFIFGE LB ROEE SR LA EBR, @A R — N A
2 A E L RS B R OBRERER S CEGRRY “I 5 RRENE , s
fBIFR < N RIGE” B BRI RS R X A .

10.1.1 AR A Rns &

s L, ST ENERRLL R 6 Mk RIEYE, XA A RETRELR
P — P EREAEE . ARG A RS E R R, B A U E B B R A & b,
IRESBITE 6 DA LIERE (F x. fix. by, Ty, Lz, fz) . FKWREBARNAHE
90 JE IV (field-of-view) MIEFEME T, ik, X sREE 1 b BIEEK 6 AH,
RIS AR 6 B AE SRR ER LI I —k a2 A e R E (LE 10.1) .

TRE +Y

KX Az | HWX | RiE2

R 1 -

B 101 —HKRIFR A BEE, RN SN

AAFEFAREIT, ARSI R R RIS A T B BT TS R
ABREFF, EROTRR DNRFATERN

10.1.2 FO A A ARG E

V1) 3 S T PRI PR 5 @8 — ok ST R B AR R AR R S A R B s R AR AR AR
FR—A 3D [, xEE W RS oiER ARWIE, BaiERS5FEEANERR
KU — PR TSR K. (58T — DA Bk OV —A U ) 32 5 ks B i
MR, ZiE SR FRE ATCIRE R AR IR 102 PR ARSH
— &1 Phong ZFEEA P HERAM A BHA—H. ©EREUTARTEM, Hh 1 B— MR
BT AR & (SIREERRD .

R=1-2*N*%* (LN

ETZMENBEDIURIRTEN R RBEAREEKE, Hh—JLEKIEmE
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Direct3D #Es @SR A TH2 (H )

10.3 Fiom.
VIR MR
R QY
ﬁgﬁi#&ﬁ
AT
& AR REgME
B 102 —Z&RETE) 7 5 NG B L B 4 SRk
SHAWR YER”
WR ST
I K ik aEE
BILL P AL AT
AL B o et
R2
N R1 -R1 -
103 RifmE
R = Rl + RZ2
Fl =1 - RZ
CIEG T

R=1-~2#*R2
RZ = N * (I.n}

i,

ER=1I-2®*N?* (I.N)

10.2 I

B ANRBIFRIF S K CubeMap, 7T CD-ROM [ “Chapter10\CubeMap” H3fE . 3
180 LA —Feh B 187 B0 00 SR T B SEmR g, ERRT O EEREEHOE RS 4 E
W% LR 104) .
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F10F £ 25 Shader KK

B 104 L7 R g

ZaPl R ARERH GNRIENR, BRSOl RN ER T, XA R
BRI shader HH8F 7 A ) BRI 8 5] 8, 3 ELKS S0 (7] 451545 16 2 shader. 18 # shader
ML T ARG NG B P U, R R A (.

Tloatdxd matWorldViewProj;
floatdxd matWorld;
floatdxd matView;

floatd vecEye;

texture CubeMap;

samplerCUBE CubeMapSampler = sampler state
[

Texture = <CubeMap>;

MinFilter = Linear;

MagFilter = Lingsar;

Addressll = Wrap;

AddressV = Wrap;
I i

struct V5 QUTEUT
|

floatd Pos : POSITION;
float3 Reflect: TEXCOORDY;

i

VS _OUTPUT VS (Eloatd Pos : POSITION, float2 Tex - TEXCOORD, float3 Normal : NORMAL)
|

V3 OUTPUT Qut = (VS_QUTEUT)0;

Out.Pos = mul (Pos, matWorldViewProj); // transform Position

float2 Norm = normallze (mul (Normal, matWorld)):

// get a vector toward the camera/eye -> V

float3 PosWorld = normalize (mul (Pos, matWorld));
Float3 Incident = normalize (PosWorld - vecEye) ;
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Direct3D #2182 (F0)

// Reflection Vector for cube map: R =1 - 2 * N * (I.N)
Out.Reflect = normalize{reflect {Incident, Norm}};
// Qut.Reflect = normalize(Incident - 2 * Norm * dot(Incident, Norm});

return Out;

b

floatd P5(float3 Ref : TEXCOORD4) : COLOR

f
return texCUBE (CubeMapSampler, Ref);

}

Sl — a3, T BRI AV R RO R . WA A R T R,
TRLRWET R R AR . ASER T o TR AR R 2 IR A B ST /9. 01—kt S 1)
B T IR R RS R R BRI AEA reflectO BB, el 8B ST A £ F s

float3 reflect{float3 I, float3 N)

{
return I - 2 * N * dot{I, N};

1

MEAF LT[ 1 FREAEE N, reflect()iEE R4 A E R. 7% shader 4, B 4%
texCUBEQA—A a2 5 (R E R — MBI E, H M A%, HhE 2 A28 3D &4
AR, RERHT NS shader T EHIN RS E.

10.3 ﬁ%}&%ﬂt&ﬁ%ﬁ

AT el SE A R B AR AE R TE AT FERE_ L n—Fbin g S0 R, &
BELWARD, STl -famessy ‘Wﬁ‘)ﬂi‘ﬂ‘h' FEIXFEMA RO H o
MVERITS XA T o B IR TR 2 RS T A, FHEKEF
HI—Zc iy, M L5 b RIEEISR S A B T KT B 4 T 25 FHHRPHELEEE
KEFHRAZS LTRSS, B 105 2% T IX R e R A e R A B

CubeMap 2 7 BIFE/F 7 T CD-ROM # “Chapter!0\CubeMap 2” F s K, TERT
R R AT MET. EXADRET, PRAREUTRS, CERTRIA R
AR ANEHIRBTEN B, R LLTE Kelly Dempski #] Real-Time Rendering Tricks and
Techniques in DirectX (Premier Press, 2002) PEAELXTZTHAA %, HERBEER
EE -ANTHAA SR, EE RN AR BN TEL.

MBERMKEREEE 0, T ARESHE 1 MA. IR K —2, 5 m R
M FRAUMSHMABTL,

LA F%E shader S T BIR L ARG, B RS MBS 3D SR, B
A — AR TS R B 3D 808 AbHF.
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¥ 0% #5584 Shader 2R

B 10.5 479 5§ B L gt

A H LAY LR N T AL B T e

KA TS L

G

B 0.6 48

struct V§_QUTEOT

|
float4 Pos : POSITION;
tloat3 Reflect: TEXCOORD4;
float3 Reflect?: TEXCOORDS;

)i

VS_DUTPUT VS (float4 Pos : POSITION, floar2 Tex : TEXCOORD, float3 Normal : NORMAL)
|
¥S_QUTEUT Out = (VS_QUTEUT)O;

Qut.Pos = mul (Pos, matWorldViewProi); // transform Position
float3 Norm = normalize (mul (Normal, matWorld));

{1/ get a vector toward the camera/eye —> V
floatd PosWorld = normalize (mul (Pos, matWorld));
floatd Incident = normalize (PosWorld - vecEye);

[ Reflection Vector for cube map: R =1 - 2*N * (I.N)

Out ,Reflect = normalize(reflect (Incident, Norm));

float3 ShortNorm = mul (Norm, 0.4);
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Direct3D #f s k42 A (142 ( § =i )

f/ Reflection Vector for cube map: R =1 - 2Z*N ¥ (I.N)
Out.Reflect? = normalize(reflect (Incldent, ShortNorm)):

return Outk;

fipat4 PS(float3 Ref : TEXCOORDA, flnpat3 Ref? : TEXCOORD5) : COLOR
|

floatd texl = texCOUBE (CubeMapSampler, Ref);

floatd tex? = texCUBE (CubeMapSampler, RefZ):

return tex2 v 0.5 + texl;

!

{10 5, shader =, 724 3 4 51 f5 il 77 2122 & ShortNorm 11, #8 5 $53X N B A£ 1845 reflect()
PRHOR AT SR B e . (O — R R R (BRIE 1.0) S RE LA WA TR il
S (%L 0) W SAELS RN Fi &1, dubn] =2 — i i R, PRl bl il —
FIREARRE, FE SRR BR.

Fe S (RLRNFT 5 (6 B IS 4 3 {8 %8 shader . (% % shader 511120 M9 AV I\ 7 (A .
RS G IR L AT ) re) B T S (0 N T RN R (R B (B L) 0.5, LU e BRI B e (g e . LIS
REIZ P8 5 0 I Sz S 1) B A L) 1 A £ £ 4

10.3.1  mNZSHTH/H7 59 515 ok B

EUF vl (CubeMap 3, 7T CD-ROM ff] “Chapter] 0\CubeMap 3” Hat T ) (19 3 S ai#
(ET S ARG I R L B A AN I . RE AL, IR ) A Bt — WA e Ak, A
A CHUIRGERT 23 CAT R NIRRT BB A, 4580 () B4 R0 s o 7 (A P4
BB sl LT SK I M 32 25 A4 008 PR e i LA A A A PR v B SR 45 3K B T DirectX 9
SDK [¥] CubeMap ## « W18 10.7) .

Bl 107 shakar 4 (G
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RMHRAE I LR R BB B — 7k 7 TR -

HRESULT CMyD3DApplicaticon::RenderSceneintoEnvMap{)

{
HEESULT hr;

// Set the projection matrix for a field of view of 30 degrees
DIDXMATRIXALG matProj;
D3DXMatrixPerspectiveFovLH({ &matProj, D3DX PI * 0.53f, 1.0f, 0.5f, 1000.0f };

// Get the current view matrix, to concat it with the cubemap view vectors
D3DXMATRIXA16 matViewDir{ m matView };
ratViewDir., 41 = 0.0f; matViewDir. 42 = 0.0f; matViewDir. 43 = (.0f;
// Render the six cube faces into the envirpnment map
if{ m_pCubeMap )

h: = m pRenderToEnvMap->BeginCube( m pCubaMap };

if(FAILED (hr}}
return hr;

for{ $INT 1 =3; 1 < 6; i++ )
{
rn_pRenderToknvMap->Face ( (D3DCUBEMAP FACES) 1, 0 );

/¢ Zet the view rtransform for this cubemdp surtace
D3DXMATRIXALS matView;

matView = D2DUtil GetCubeMapViewMatriz( {D3DCUBEMAF FACES) i };
D3pEMatrizMultiply{ &mztView, &mtatViewDir, &ratiliew }:

// Render the scene (except for the teapot)
RenderScene{ &matView, &matPro’, FALSE };

}

m_pRenderToEnvMap->End{ 0 };
return 5 OK;
| -
WA T 5L L D3DXMatrixPerspectiveFovLHO A $k 1% S #9145 0, Hop WAL R
90 ML MUA I 7RI s B8 bl 45 ORI TT ARSI AR VU E R BIH B0 b R, 2R S48 AL
SrBCEE AL ARG A 6 T L AR BE G A ARG ER 6 AME L. B
RenderScene()5ii [IZFERNER, ENUAT RS RERA Y EWE L, THTHEEE
FERMEINE L L. AiCE & bRenderTeapot H 1B 1145 4537 H OIS o307 404 |
HRESULT CMyD3DApplication::RenderScene( CONST D3DXMATRIXALE *pView,
CONST DIDXMATRIXAlé *pProject, BOOL bRenderTeapot )
{

// Render the Skybex
{
D3DXMATRIXALG matWorld;
D3DXMatrixScaling( &matWorld, 10.0f, 10.0f, 10.0f };

D3DXMATRIXAl6 matView (*pView);
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matvView. 41 = matView._42 = matView. 43 = 0.0f;

m_pd3dDevice—>SetTransform{ D3DTS_WORLD, &matWorld );
m_pd3dbevice—>SetTransform( D3DTS_VIEW, smatView };
m_pd3dDevice->SetTransform( D3DTS_PRGJECTION, pProject ):

m_pd3dDevice->SetTexture {0, m_pCubeMap);
m pdidbevice->SetTextureStageState( 0, D3DTSS_COLORARGL, D3DTA TEXTURE );
m_pd3dDevice—>SetTextureStageState( 0, D3DTES_COLOROE, D3DTOP_SELECTARG] };
m:pd3dDevice-)SetSamplerState{ 0, D3DsaMP_MINFILTER, D3DTEXF LINEAR }:
m_pdidDevice->SetSamplerState( O, D3DSAMP_MAGFILTER, D3DTEXF_LINEAR ):
i1f{ (m_d3dcaps.TextureAddressCaps & D3DPTADDRESSCAPS_MIRROR)

== D3DPTADDRESSCAPS_MIRRCR )

{
m_pd3dDevice->3etSamplerState ( 0, D3DSAMP ADDRESSU, D3DTADDRESS_MIRROR };

m_pd3dDevice-»SetSamplerState( 0, D3DSAMP_ ADDRESSY, D3DTADDRESS MIRROR )
!

// Blways pass I-test, so we can aveid clearing ceolor and depth buffers
m_pd3dpevice->SetRenderState ( DIDRS_ZFUNC, D3DCMP_ALWAYS );
m_pSkyBox->Render ([ m_pd3dDevice };

m pdidDevice->SetRenderState{ D3DRS ZFUNC, D3DCMP_LESSEQUAL );
}

// Render the Airplane

f
m_pd3dDevice->SetTransform( D3DTS_WORLD, &m matAirplane );
m_pd3ddbevice->SetTransform( D3DTS_VIEW, pView );
m_pd3dDevice->5etTransform( D3DTS_PROJECTION, pProject };

m_pd3dDevice->SetTextureStageState{ 0, D3DT35_COLORARG1, D3DTA_TEXTURE );
m_pd3dDevice->SetTextureStageState( 0, D3DTSS COLORCP, D3DTOP_SELECTARGL ) ;
m_pd3dDevice->SetSamplerState( 0, D3DSAMP _MINFILTER, D3DTEXF_LINWEAR };
m_pdidDevice->SetSamplerState( 0, D3DSAMP MAGFILTER, D3IDTEXF LINEAR ):
m_pd3dDevice->SetSamplerState{ 0, D3DSAMP_ADDRESSU, D3DTADDRESS WRAP );
m_pd3dDevice->3etSamplerState{ (0, D3DSAMP ADDRESSV, D3DTADDRESS WRAP };

m_pAirplane->Render{ m_pd3dPevice j;

m_pd3dDevice->SetTransform( D3DTS_WORLD, &m_matWorld);
1

// Render the environment-mapped ShinyTeapot
if{ bRenderTeapot }
{
//Rotate the object
D3DXMatrixRotationY (&m matWorld, (float)GetTickCount(} / 1000.0f);

D3DXMATRIX mWorldvViewProj;

D3DXMatrixMultiply (émWorldViewProj, &ém matWorld, pView);
D3DEMatrizMultiply (amWorldViewProj, &mWorldViewProj, pProject);
m pEifect-»SetMatrix{ "matWorldViewProj", &mWorldViewProj );

m pEffect->SetMatrix{ "matWorld", &am matWorld};
m_pEffect->SetMatrix{ "matView", pView);

m pEffect->3etVector{ "vecEye", &m vEyePos);
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UINT nPasses;

UINT iPass;

tf{ m pEffect !'= NULL }
{

D3DXHANDLE hTechnique = m pEffect->GetTechniqueByName( "TShader” );

1. pEffect->3etTechnique( hTechnigue };

m pBEffect->3etTexture ("CubeMap”, m pCubeMap);
m_pEffect->Begin( &nPasses, 0 J;

for( iPass = J; iPass < nPasses; LPass ++ )
{
m pEffect->Pass{ iPass );
m_pD3DXMesh->brawSubsec | 0 );
}
m pEffect->End();
1

}
return 5 OK;
}

MR KRBT AR DGR IR AK LRI ) . PRI (AT RS &, KHL. @) HH
TENIF R REE, THAWEESRROFIOETER, CHRSE XS VT, EREE
L RF ST d3dfite.cpp F71H] Render(pASI ISR Y .. IS T RE R EERT
WR C(effect) LA THITRA shader 54 % shader 5S¢, X *% shader SR A b HALEF G

i) shader #<#]—#%.

“4£ Render(OFR ¥ )] RenderScene(), ##7°E bRenderTeapot ¥4 TRUE; 47F
RenderScenelntoEnvMap()Ri ¥ 11 H] RenderScene()Ff, #7725 & bRenderTeapot 34 FALSE.

10.3.2 MNHNENSITES/ ST E kst

CubeMap 4 /<#Hf i — LS 1o I DhAE 5 R & _E— D BoRBNA S AR 5 1 5%
Bl&s £ Tk . CubeMap 4 7RH7 T CD-ROM #) “Chapter]\CubeMap 4” BEFF. M5

PRI 552007 E I T AR B A E A | W T - BT KA shader.

struct V3 _OUTPUT

{
ticat4 Pos : POSITION;
float? Tex : TEXCOORDO;
fleat3 Light : TEXCOORDL:
float3 View : TEXCOORD2;
floatd Reflect: TEXCOURD3;
float2 Reflect?: TEXCOORD4;

i

V5_OUTPUT ¥S(float4 Pos : POSITION, float2 Tex : TEXCOORD,
float3 Tangent : TANGENT }

float3 Normal : NORMAL,
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{
V5 _OUTPUT Out = (VS_OUTPUT}U;
Qut.Pos = mul {Fos, matWorldvViewProj); // transform Position

// compute the 3x3 transform matrix

// to transform from world space to tangent space

float3x3 worldToTangentSpace;

worldToTangentSpace [0} = mul {Tangent, matWorld);
worldToTangent3pace (1] = mul {cross(Tangent, Normal), matWorld);
float3 Worm = mul (Normal, matWorld);

worldToTangentSpace[2] = Norm;

Qut,Tex = Tex.xy;

/{ output light wvector
float3 Light = normalize{vecLightDir);
Gut.Light.xyz = mul (worldToTangentSpace, Light);

// get a vector toward the camera/eye -> V
fleat3 PosWorld = normalize{mul (Pos, matWorld)):
float? Incident = normalize(PasWorld - vecEye);

// view wvector for bump map
float3 Viewer? = normalize(vecEye - PosWarld);
Out.View = mul (worldToTangentSpace, Viewerl}:

// Reflection Vector for cube map: R = I - 2Z*N * (I.N)
Out.Reflect = normalize{reflect{Incident, Narm});

fleat3 ShortNorm = mul (Norm, 0.4);

// Reflection Vector for cube map: R = I - 2*N * (I.N)
Qut.Reflect? = normalize(reflect(Incident, ShortNorm) ) ;

return Out;

}

float4 PS{flcat2 Tex: TEXCOORDO, float3 Light : TEXCOORDZ,
fleoat3 View : TEXCOORDZ, float3 Ref : TEXCOORD3,
float3 Ref2 : TEXCOCRDY) : COLOR

floatd color = tex2D(ColorMapSampler, Tex); // fetch coler map

fleatd bumpNormal = 2 * (tex2D(BumpMapSampler, Tex) - 0.5); // fetch buimp map
floatd rexl = texCUBE (CubeMapSampler, Ref);

floatd tex? - LexCUBE (CubeMapSampler, RefZ);

// light vector
float3 LightDir = normalize(Light);
float3 vViewDir = normalize (View);

// diffuse component
floatd diff — saturate (dot {(bumpNormal, LightDir)y;

{/ compute self-shadowing term
fleat shadow - saturate(d * diff):

// compute R wector
fleat3 Reflect = normalize(2 * diff * bumpNormal - LightDir);
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// gloss map in color,w used to restricet specular reflection on non-glogsy regions
flonatd spec = min(pow(saturate (dot (Reflect, ViewDir)), 15), calor.w);

resurn 0.2 ¥ ¢olor + shadaw * (f(ecolar * diff + spec)+ ((tex2 * 0.5 + texl) * 0.05)):
|
{FIVLA shader [ R4 4L, 5% BhF Tangent ) B, Normal fii] &t LA #5 & X145 % Binormal
) MEGNAR [ AR (AR bR A . PR R i L M) 3% 3 R0 A T A B0 A 1] op 2 40 K ) 4R
L FseE i V. 556, RS m BRI o) B4t R F 0 b 45 {8 % shader 1Y, return
VRN R U LA TR T, 2 6 R A S T 8 s 1 &5 SR S 1) T B s o (Y &5 R T
LA AR . XS R T LA A (O35 (R a2 0 A 1) 1 ke AN ]
(R T8 10.8 RS 1 sl b el e

B 108 Y 00 S ST 3 T O e g

Peaf LA B — FIX ARG, g T R AR 04 WA, s L
0 4 A 7y e B 0 R O S S Y RO T A4 T 2 S AT 4 )
LA 13 et 7 o] LA I 05 8 22t 7 03 1K) 7 7 (AR A 0 1) 1) S .

B FT AR AR (] R R S P

W] il R AR O S R St B Al 1 O A

W R R KA A ) A A AW, AT L BB S WAk
B AR IR B 30 LA O A RS

W SR R TF T R .

104 {EAHEFR

PRI CATES e P B — AU, BT L S — D MRS A A, iy L P
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109 BIRRE: G, Wik, 28, FR. ER
(#4511 Tomas Akenine-Maller/Eric Haings, Real-Time Rendering, 2™ edition $240)

$%ﬁﬁTmﬁ$Rﬁ%ﬁ%%ﬂﬁﬁ%ﬁﬁﬁ%ﬂ%%ﬁZWﬂﬁﬁoEHﬁM%*
%ﬁ%%%ﬂ%ﬁmﬁnm%%%m%ﬁﬂﬂ%ﬁgimﬁﬁ.Eﬁﬁﬂ*%$ﬁﬁﬁuﬁ
W.Mﬂ%%ﬁﬁk*ﬁmm%»W*%,E%MM%W%W@&(M#E%@)&%@Q
h RO AGIE (0 B AR, ASCRY (0 ] L5 A o bn il ELOBR .

QiR e O e B B AT Ve B A R S VE T A 4 3 — P AT 4E DirectX 8 R T B 7
He, BAJIX R A DireetX 9 b B —fr i b, BRI M A (stencil buffer)
iy 1] B4

10.4.1 PFAE{EK ( Shadow Volume )

Qo4 T AN ARAE B, AR 1% 2 i o FE A A B & MR 1) B IR . R IS 1T Shadow
Volume i F CD-ROM ) “Chapter10\Shadow Volume” F 3% . E1#H T # DirectX 9 4]
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A B 2P 2% two-sided stencil buffer) , 7 8F LIETEnpl, 218 (3]
e e e i MR L2 P 3% (LI 10.10)

B 10.10 BRAMAIII I Comell & F, HHmi4 7 i B4 11

APIREITFRER T —(MATI S TN, BRI b 3R & T T 518,
BAR TIPS B &SI T My e2mE. pig (P REAEZ SR 2R HB M 52 T, TP
{7 5 PH B 14 1A 1) 45 00 45 2 15 11

F 10.11 J& AT ¥) RadeonShadowShader 77#l, ‘87 T 3L MR, KA THITLIZE ATI
I ti(http://www.ati.com/developer) | #5, b, R T H TR CH R R, ik
BT FA4 Cvolume of the light) FIBH RSt 5. £ B T EING T A (k.

1011 ATI ¥ RadeonShadowShader 7] & ¥ 9] 8 ¢

RPN — R EEMBYINOER . 4T SRR, BB A

REYII AL Csilhouetie edge) « AEMBALRIEMINN —Rit, KRB RS T
MBI R A LRI, T LA ADEH. % T shader 7 LLKY
WUBLHF (32, LA BESERHR AT VAT HAL TR, H00i A T HE2E T A5 T3 — A ) B4
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Fiidh 1 A9 AL 1] 4 24 P94 (degenerate quad ) HEF A (WL il B 1002 Bk T
R A AN PR, R T EHE, X EOCROR T S i JLAN . {E A
o, I SE L Wt T, FEA RO LG Ry R . Hoh. AR il
T 0 G 2 2 AT MRG0 B8, (R R AN (6. A 8 o (o) e 400 T O o Acb 1 5 R A
Imagire Takashi ¢F {lt (9§ B M7 0 o ATl AL 00 o) B 8244794 3~ http://www . t-pot.com.
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B 1002 TPl L Tl W e h Sy R 4 I
(Hun Yen Kwoon #2605 400

TR M L % 2 ) BN A — R IR A~ il PR A i,

CL) 3 s R RS P B A ) T

(2) KAl o o ket

(3) WAy 3 b

(4) PG Rl A B — e &,

(5 U e 2 A0 5 ST 0F) 2 A4S T AR R AL ] — R iy, T LL R 2 3R

—4bHf

a.M%k%ﬁ%M%ﬁ$¥ﬁ.mmﬁmmﬁﬁ

o

b. ER— ARy il

ROk, TP ATE IO LR, LT MREEANE (R RS, BT IR -4
Tt B —ANE 2 A TSI T AP0 2 MTE" , WEHEFA— 93000 E.
XA-PUTA NG AR D T 55 shader @37 A5 408 T 7 62 8 9 B S 44

TERR 1 A A6 AL B AR R AN X s M e i R L th R 3D, 1Ak,
AT WAL HGAEL TTULEEOE P EU R BN SR Y R B, R —% it
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MR BIE, WS T 23 shader RIMEIBHE E HXEHFREN. FHH, FHARMKES
Rt ¥ T F .

{£ Shadow Volume R FIF2I7 ] CShadowVolume.cpp A, Createp& ¥ 5Em T iX 4~
ARV,

HRESULT CShadowvolume::Create({ LPDIRECT3DDEVICES pd3dDevice, LED3IDXMESH pSrcMesh )

{

HRESULT ret = S_OK;

SHADOW_VOLUME VERTEX* pVertices; // local copy of the vertex buffer
WORD* pIndices; // local copy of the index buffer
DWORD i, j, k, 1, face;

I.PI3DXMESH pMesh;

if{ FATLED{ pSrcMesh->CloneMeshFVE (D3DXMESH SYSTEMMEM,
D3DEVF_XYZ | D3DFVF_NORMAL,

pd3dDevice, &pMesh ) ) }
return E FATL;

[WORD dwNumFaces = pMesh->GetNumFaces{):

// four times the number of faces and

// three times the number of vertices.

m_dwNumFaces = 4 * dwNumFaces;

m_p¥ertices = new SHADOW_VOLUME_VERTEX [3*m dwNumFaces])

// lock buffers
pMesh->LockVertexBuffer( 0L, (LPVOID*)&pVertices );
pMesh->LockIndexBuffer ( 0L, (LBPVOID*)&plIndices ):

// allocate space for normal
D3DXVECTOR3 *vNormal = new D3DXVECTOR3 [dwNumFaces] ;
i f (NULL==vNormal)
{
m_dwhumFaces = 0;
ret = E_QUTOFMEMCRY;
goto end;
}

// compute face normals for each face

for{ 1=0; 1 < dwNumFaces; it++ )

{
D3DXVECTOR3 v0 = pVertices[plndices([3*i+0]].p;
D3DXVECTOR] vl pVertices([pIndices[3*i+1)]).p;
DINXVECTORI w2 pVertices(pIndices[3*1i+2]].p;

Ir

// calculate normal

DIDXVECTOR? wCross] (vl-v0);

D3DXVECTORS vCross2 (v2-vl);
D3DXVec3Cross( &vNormal([i], avCrossl, &vCross? );

/i store faces

m pVertices[3*i+0].p = v0;
m pVertices[3*i11].p = vl;
m pVertices[3*i+2].p = v2;
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188

m pVertices{3*i+0].n

viHormal[i];

1

m pVertices[3*i+1].n = vNormal([i];
m pVertices[3*i+2}.n = vNormal(i};

// step through the three eages of each face
= dwNumFaces;
;1 < dwNumFaces; i++ )

face
for{

{

i =

for(
4

0

1

=i+ 1; j < dwNumFaces; j++ )

DWORD id([2]f2); // checklist
DWORD cnt=0;

for{k = 0; k < 3; k+H)

{

]

for{l = 0; 1 < 3; 1++}

{

DIDXVECTOR3 dv;
D3DXVec3Subtract{ &dv, &pVertices[plndicesz[3*itk]].p,
tpVertices [pIndices[3*J+1)].p)¢

/4 1f Lwo vertlices from two different faces form one edge
// put them inteo checklist and increment counter

if { D3DXVec3lengthSqi &dv ) < 0G.001f )

{

// cnt counts until two ..

idlent}{0] = 3*i+k;
id[ent] [l] = 3*j+1;
ont++;

/f if two times two vertices from two faces share one edge ..
if{2 == ecnt}

{

i
’
i

H

if one face has a different direction than the other face ..
alternative: check if the face normals are parallel,

if not insert degenerate quad

else exit if statement

i£(id[1110] - id{0][0])!=1)

{

}

/7 .. adjust direction of face

DWORD tmp = id[0][0];

id[e][0] = idft)[0];

id{1)[0] = tmp; // swap id[0] [0} and id[1][0]
tmp = id{0][1];

id[o][1] = id(1][1]:

1d{1)[1] = tmp; // swap id[0][1] and id[1]{1]

// insert degenerated quadrilateral

// the face normals are used for the vertex normals
m_pVertices|3*facet+l].p = pVertices[pIndicesid{1]1{0]]].p:
m pVertices([3*face+2].p = pVertices[pIndices{id[0][1]1]].p:
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= pVertices(plndices{id[0][0]]].p;
= vNormal[i];
vNermal[j];
vNormal[i};

m pVertices[3%*face+l].
m pVertices|[3*face+{].
m_pVertices[3*face+2],
m pVertices[3*face+l].
facet+;

m _pVertices [3*face+0].
m:pVertices{3*face+2].
m pVertices[3*face+l].

=R T B

= pVertices{pIndices[id[1][0}]].p;
= pVertices[pIndices{id[1][1]11].p:
pVerticesipindices[1d[01{111].p;

=R B i o B o I o
oo

m pVertices{3*face+0]. vlormal([i]:
m:pVertices[3*face+2]. = vNormalljj:
m_pVertices[3*face+l].n = vNormal[j];
face++;
1
}
1
assert (face == m_dwhumFaces);

delete[] vNormal;

end:
// unlock buffers
pMesh->UnlockVertexBuffer (} ;
PMesh->UnlockIndexBuffer();

pMesh->Release();
return ret;
1
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i) EHRIBIRR IR, B NENE FE) AT LTI NSRS 8

i) MR LR R, BB AR P A%

iv) ERHMEHEATE.

(6) MEFMRBELLTAALES.

(7> ¥ JF Gouraud Bft, SYEHEEPEN 2 S, EHBIREDE, XM 2z &b
[z

(8) AMEREAN ST 1y ELERFAE, AiTFEsRhERHRAR.

(9) {E 3R FEH 2 1] alpha A (F[IE) .

A FIX g TR B SR PR R R AT S, SR AHA THEREFRSE 2 80
58 KA TIAER]. - M EEARAN SRR = BORE RN . Bk, BAeRAMER
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(5) bo IR FEFAUHBARE S, NFEFRE TR KM B R S 8 5B H P E. RE
B EFSIESEEE, KRR S PPN AR RIERAZ K.
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J —
// Step 2: Render the scene into color and z-buffer
i
L3DXMatrixidentity{ &matWorld);

m pd3dDevice->SetTransform{ [3DTS_WORLD, &matWorld);
m pMeshBG~>Render ( m_pd3dDevice };

// scale, rotate, translate and render the box on the right
D3D¥MatrixScaling{ &matScale, 1.82f,1.65f, 1.82f };
D3DXMatrixRotationY{ &matRotate, 0.59f * D3DX_FI |;
D3D¥MatrixTranslation( &amatTranslate, 2.73f£-1.85f, 0.f ,1.69f);
matTemp = matScale * matRotate * matTranslate;

m pd3dDevice-»SetTransform{ D3DTS WORLD, é&matTemp );
m:pMeshBox—>Render( m_pd3dDevice 1

// scale, rotate, translate and render the box on the left
D3D¥MatrixScaling{ &matScale, 1.69f, 3.30f, 1.63f );
DIN¥MatrixRotationY( smatRotate, 0.81f * D3DX_PI I
DADXMatrixTranslation{ &matTranslate, 2.73f£-3.685f, 0, 3.51f );
matTemp = mat3cale * matRotate * matTranslate;
m_pd3dDevice->5etTransform( D3DTS_WORLD, smatTemp};
mipMeshBox—>Render( m pd3dDevice );

i
i -
/f Step 3: Disable color writes, z-buffer writes, activate
// stencil buffer, switch on flat shading mode

i e v

m_dedDevice—>SetRenderStafé( DSDRS_ZWRITEENABLE, FALSE };

// prevent the update of the color buffer
m_pd3dDevice->3etRenderState{ D3DR5S_COLORWRITEEWABLE, FALSE );

// switch on flat shading
m_dedDevice—>SetRenderState( D3DRS_SHADEMODE, D3DSHADE_FLAT 1:

/7 switch on stencil buffer
m_pd3dDevice->SetRenderState( D3DRS STEWCILENABLE, TRUE J;

// The comparison function is used to compare the reference

// wvalue to a stencil buffer entry. This comparison applies

// only to the bits in the reference value and stencil buffer
// entry that are set in the stencil mask (set by the

// D3DRS STENCILMASE render state). If TRUE, the stencil test
/! passes.

m_pd3dDevice->SetRenderState(D3DRS_STENCILFUNC, D3DCME_ALWAYS) ;

// An int reference value for the stencil test. The default
/i walue is 0.
m_pdidDevice->SetRenderState( D3DRS_STENCILREF, 0Ox1 };

// Mask applied to the reference walue and each stencil buffer
// entry to determine the significant bits for the stencil
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// test. The default mask is OxFFFFFFFF.
m_pd3dDevice->SetRenderState( D3DRS STENCILMASE, Oxffffffff};
m_pd3dbevice->SetRenderState (D3DRS STENCILWRITEMASK, Oxfffffeff);

=
// Step 4: pass stencil buffer, when Lhe stencil test passes or
// fails

i
m_pdidDevice->»SetRenderState D3DRS_STENCILEASS, D3DSTENCILOP KEEP);
m pdidbevice->5etRenderState | D3DRS_STENCILFAIL, D3DSTENCILOP KEEP) ;

f- -
!/ Step 5: increment stencil huffer, when the depth test fails

Iy
m_pd3dDevice->SetRenderState! D3DRS_STENCILZFAIL, D3DSTENCILOP“INCR ¥

rf
// Step 6: if the two-sided stencil buffer is supported by

/{ hardware

£
if{ ( m_d3dCaps.StencilCaps & D3DSTENCILCAPS TWOSIDED } I= 0 )

{

// same for the second side of the stencil buffer ...
m_pd3dbevice->SetRenderState{ D3DRS TWOSIDEDSTENCILMODE, TRUE );
m_pd3dbevice->SetRenderState D3DRS_CCW STENCILFUNC, D3DCMP_ALWAYS };

i -

/{ Step 6. a): decrement the second side of the stencil

// buffer, when the depth test fails

/i -

m _pdidDevice->SetRenderState ( D3DRS CCW STENCILZFAIL, DBDSTENCILOP_DECR }i

¥ -

// Step 6. b}: switch off backface culling
I
m_pd3dbevice->SetRenderState( D3DRS CULLMODE, D3DCULL_NONE ) ;

I
// Step 6. c): Render shadow volume

f
if{ m_pEffect '= NULL )
{

D3DXHANDLE hTechnique = m_pEffect->GetTechniqueByName ( "TShader" );
m_pEffect->SetTechnique({ hTechnique );

m_pEffect->Begin{ NULL, 0 ):

n pEffect->Pass( 0 );

// scale, rotate and translate the shadow of the

// box on the right

D3DxMatrixScaling{ &matScale, 1.82f,1.65f, 1.82f);
D3DXMatrixRotationY( &matRotate, 0.58f * DIDX PI);
D3DXMatrixTranslation tmatTranslate, 2.73f-1?85f, 0.f , 1.69f );
matWorld = matScale * matRotate * matTranslate;

matTemp = matWorld * m matView * m matProj;

m_pEffect->8etMatrix ("matWorldvViewProi", smatTemp) ;
D3DAMatrixInverse ( &matTemp, NULL, &matWorld);
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D3CxVec3Transform{ &vVector, &m LighPos,&matTemp);
m pEffect->SetVector ("vLightPos", &vVector):;
m_pShadowBox->Render ( m_pdidDevice };

S/ scale, rotate and translate the shadow of the

// box on the left

D3D¥MatrixScaling{ &matScale, 1.6%f, 3.30f, 31.69f };
D3DXMatrixRotationY ( smatRotate, 0.91f * D3DX PI |;
D3iCXMatrixTranslation(smatTranslate, 2.73f-3.685f, 0, 3.51f );
matWorld = matScale * matRotate * maTranslate;
matTemp = matWorld * m matView * m matProj;

m pEffect->SetMatrix("matWorldviewProj", smatTemp};
D3iDXMatrixInverse{ &matTemp, NULL, gmatWorld);
Bioxvec3Transform{ &vVector, &m LighPos, smatTemp )
m_pEffect->SetVector ("vlightPos", &vVector };
m_pShadowBox->»Render { m_pd3dDevice );

m_pEffect->End{);
t
m_pd3dDevice->SetRenderState ( D3DRS TWOSIDEDSTENCILMODE, FALSE );

}

;i
// Step 7: else if two-sided stencil buffer is not supported
// (non-DX% hardware)

i
alse

{

. S -
// Step . a): render front-facing polygons

if{ m_pEffect !- NULL )

D3DXHANDLE hTechnique = m_pEffect->GetTechniqueByName{ "TShader® };:
m_pEffect->SetTechnigque( hTechnicque J;

m pEffect-»Begin{ NULL, O );

m_pEffect->Pass{ 0 J;

// scale, rotate and translate the shadow of the box
// on the right

D3DXMatrixScaling( &matScale, 1.82f,1.65f, 1.82f };
D3D¥MatrixRotationY( ématRotate, 0.5%f * D3DX PI };
D3bXMatrixTranslation{ &matTranslate, 2.73f-1.85f, 0.f , 1.69f };
matWorld = matScale * matRotate * matTranslate;
matTemp = matWorld * m matView * m matProgj;
m_pEffect->SetMatrix({"matWorldViewbroi™, &matTemp);
D3DXMazrixinverse( &matTemp, NULL, &matWorld}:
D3DXVec3Transform( &vVector, &m LighPas, &matTemp);
m pEffect->»SetVector ("vLightPos", &vVector):
m_pShadowBox->Render{ m_pd3dDevice );

// scale, rotate and translate the shadow of the

{// box on the left

D3DXMatrixScaling{ématScale, 1.69f, 3.30F, 1.69f};
D3D¥MatrixRotationY (&#matRotate, 0.91f = D3px PI);
D3DEMatrixTranslation{smatTranslate, 2,73f-3.685f, 0, 3.51f )
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matWorld = matScale * matRotate * matTranslate;
matTemp = matWorld * m matView * m_matProj;

m pEffect->SetMatrix("matWorldviewbkroj", gmatTemp) ;
DiD¥MatrixInverse{ &matTemp, NULL, &matWorld}:
D3DXVer3Transform{ &vVector, &m LighPos, &matTemp Vi
m pEffect->SetVector ("vLightPos", &vVector }:
m_pShadowBox->Render { m_pd3dDevice )i

m_pEffect->End{);
}

/
// Step 7. b): reverse culling order so the back sides can be

// written to stencil buffer

I
m_pd3dDevice->SetRenderState{ D3DRS_CULLMODE, D3DCULL CW };

/i
// 5tep T. c): decrement stencil buffer, when depth test fails

’
m _pd3dbevice->SetRenderState( DIDRS_STENCILZFAIL, D3DSTENCILOP DECR )i

I
// Step 7. d): render back-facing polygons
I -

if{ m pEffect !'= NULL ]

{

D3DXHANDLE hTechnique = m_pEffect->GetTechniqueByName( "TShader" ):
n_pEffect->SetTechnique( hTechnigue j; -

m_pEffect->Begin( NULL, 0}

m_pEffect->Pass{ 0 };

// scale, rotate and translate the shadow of the box on
// the right

DIDXMatrixScaling{ &matScale, 1.BZf,1.65f, 1.82f );
DibxMatrixRotationY{ &matRotate, 0.59f * B3DX PI );
D3DXMatrixTranslation{ematTranslate, 2.73f-1.85f, 0.f, 1,.68f );
matWorld = matScale * matRotate * matTranslate;

matTemp = matWorld * m matView * m _matProj;
m_pEffect->SetMatrix(“matWorldViewProj“, amatTemp) ;
D3D¥MatrixInverse{ &matTemp, NULL, &matWorld);
D3DXVec3Transform{ &vVector, &m_lighPos, &matTemp):
m_pEffect->SetVecter ("vLightPos", &vVector});
m_pShadowBox->Render { m_pd3dbevice );

// scale, rotate and translate the shadow of the

// box on the left

D3DXMatrixScaling( &matScale, 1.6%f, 3.30f, 1.65f ):
D3DXMatrixRotationY{ &matRotate, 0.91f * D3DX_PI };
DAD¥MatrixTranslation {ématTranslate, 2.73f-3.685f, 0, 3.51f }:
matWorld = matScale * matRotate * matTranslate;
matTemp = matWorld * m matView * m matProj:

m pEffect->8etMatrix("matWorldviewProj", smatTemp);
D3DXMatrixInverse { &matTemp, NULL, &matWorld};
D3DXVec3Transform (&vVector, &m_LighPos, smatTemp);
m_pEffect->SetVector ("vLightPos", &vVector ):
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}

m_pShadowBox->Render ( m_pd3dDevice );

m pEffecr->End(};
1

WRASHEF LR AVE R B P85, AR LA AN TR B E L SR, X
FEM FEAC GPU ATH S B 3, WIS R A 1 R it 0 ol B T Bt B, O TR AR 22 pf
RIS A T T ARIX A b B R b B N i e — K

AT AT P BT g BH 14

(1) MR IR ST H— 4 YohT 4,

(2) ke — TR AR DCEE L H S 28 5 H R (9 S RULN);

(3) R348 LN BERJEH 0 18 1 5B & scale T,

(4) M mB — A RBIUTEN B, AT 5P AR B ES,

(50 MM ERINTT RMHETHBUE, AR EREFRTNER GX MR EERY “H5E”
FISZILE) o BEFRILARRIL BRI EH (scale—0) , NIBBATILAET
/by BME SRR T

EERRE R .

V5_QUTPUT V& (float4 Pos: POSTTION, float3 Mormal : NORMAL)

{

)

W5 OUTPUT Cut = (V5 OUTPUT)0;

// light to vertex ray
fleatd dir = vLightPos - Pos;

// dot ray and normal
float LN = dot( Normal, dir );

// scale is 0 for light facing or 1 for nen-light facing
float scale = (LN »= Q) ? 0.0f : 1.0f;

// reduce position slightly of shadow volume geometry
Pos.xyz -= 0.001f*Po=;

/{ reduced position - scale * light directicn
Out.Pos = mul( Pos - scale * dir, matWorldviewProi j;

return Out;

B Posxyz Fiar AT By, b LA BI04 SR 15 b (- MUE . BLBLXEER
MR A)LF AR k. HSH Eric Lengyel B3 “The Mechanics of Robust Stencil
ﬁmwy*?ﬁ%ﬁ%ﬁ%aﬁﬁﬁﬂ?h@%mwmmmmm&Mmmmmv
lengyel pfv.htm.
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10.4.2 [FHBAEEEEEN DM

WERN TR REERDHE—MLE, BRI g, B3t
PNEAEIAET 24 BB, 2R EEM LA SR b ik B 5 M R BRI .
Hhb, FEKBRN A A IR R NS BT WX R, 5 T R, N
FE AT P04

AT EE - XA R, FTLME Direct3D HIREERE (depth-biasing) B%F, ©
B] LT AR R P o R AR ML, W0 5 BOA RS AR A0 ) . Rt Ak A WO S SRR
Rulfapmt, RSB 81N, DirectX 9.0 424 T D3DRS_DEPTHBIAS 5
D3DRS_SLOPESCALEDEPTHBIAS EZR&, ATHHE Mg, XM EH T8
BREEARRIET & (front capping) J8UE ZMOEH P EHIATHIILMMAZ 5. B8 a2
W (fragment) WIAREEM ERE, MNSEEXEATRENR. 76M
D3DPRASTERCAPS_DEPTHBIAS 5 D3DPRASTERCAPS SLOPESCALEDEPTHBIAS Afi&
ARHAEFRETUHFXLEFRST. DR R L HEZEE, 0B E @ ME %K
D3DRS_DEPTHBIAS W4k 4,

B EHEF AL, T R e e M, T CLRE /b B B LA 4k
BREMA A T4, MO 5 B RR ol i 2 E L S B LA Ty B
EURT LUAS B A BB An A SRl D BRI LT A 538 &

oAt WA R EEER, KEFE— P HMENRE. WRRE— 5
w,MW%*mﬁﬂ%ﬁ%ﬁm%ﬁﬁﬁﬁﬂﬁ%%ﬁ#ﬁ,&ﬁW%M%%%%ﬁc&ﬁ
@ﬁ%ﬁﬁwﬁ%mm—%ﬁ,%@mﬂﬁ%ETﬁﬁﬂﬂﬁﬁM%,ﬁ?mﬁ%@&@%
o | SR AR %) L

5 LA S S MRS (skinned mesh) 54 I & —/F 404 85 2% 0 F4% . Chris
Brennan TE Direct3D ShaderX: Vertex and Pixel Shader T ips and Tricks (Wordware Publishing,
2002) DRfUAE T — R s,

10.5 IhgG

AERT MIAEE EEMOB AR, SOI08 SHNET YA 0¥kt #EEE
RIBEAL AR LA R UV AREEAE T . 3oh T 7 77 o U PR S22 4 D T 1t A TR 7 B 14 = AL 0
SHTE AR RN BRI AR AR AR R BT T 40400 18 AR 28 AT 8t —
TARMKLKIE, BRI — B2 77 B T4 i oAb R 1 T 2.
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A X # T

BAWATE 3D A AFTIRER . R, FELEBX S BB iR R L T
I, MR B ARSI R K. 3D T RWAATE O #8 XA 3ds. max. .cof 2,
R AMEHIETAA4EN. ENESTHSER, FEBT N BIEE 8 REm 5
MEASEAT AL PP RREMEAIE R, A AK SN, BERRRBENTRE, S MERE
T SO B EAME,. —8Rdeit, /R — ot BT g L.

RIS, HREFERLABLEN - MET EEL: T 3D BEE
IEERG I ERFRZ MZRERGER, FANEYT -BEEN TARRE. Wik s it
MBERMAR S SN TE, XET AR TERRS I BR0HEAE 3D BEHER
XHHERZ ARG S,

H T S~ A AR T Quake 5%, Bl id Software ] Quake 5513 F i T
T ABB TET B, ExED, REEETNMBEERN X CHBR, X DirectX
e TO7E F— %, ¥ B Quake 3 [0.md3 HIRIR ., BRI, XK AL TN,
WRARRE 1 ARXHARE R, AR E AT UL ARV B AR T .

ERED, k2

B WEER 3D SO

B A AR B

® G A X 30

11.1 3D X

REX—H 3D BRI B ATRERRFENIELRE: (D WA FHERSROE PR,
(2) WARFRENRZRGXR. #oh, TEEMBRERS OE VOEELR, SR
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AT R ERRFRKILKR, M FRKR, ABRR, Ji % U a4 -
EFMESE (frame) o BRI BRI K T390 B B A S 1 AL RAT
i A0 1) i 10 e A

X SC{ A R T A AL P A IR R (R T RS R, R T W 3D
Y AR B — il AR | R

11.2 X X8

Direct3D () X SR B HHE A A Direct3D R 1 pas i s it . 4 DirectX 6.0 Jal
WS, R R i — IR R WEENEFE—F X SC A A b ]
e e i — 4 ob TR 1) JL A i) R

B PR EXAMIERR. X DR (template) ORENA, BOSUE ST AT

AR g, PR R L 8 O SRR R i s SO AL T rmxftmpLh Fl
rmxftmplax " B FR AT BT rxdguid.h b, il i SCff d3dfile.cpp 8 & TIPS KA.

8 ERER. BERTEHEEAERHN &R (optional member) ?, XEER]
2 L 1 2 e L) T R GO AR AR Tt ey LR — Pk g, s — A e TR
SE( A, SR B .

BT BT ALIRAT BN — N E T B square.x HEATFR—F X 3fF. e LMEH
DirectX 9 SDK_ #2{It[¥) Mesh Viewer FEX M5, 2% — XA CLE LD

[ 11,1 {£DX9 [f) Mesh Viewer ' J114% square.x

LA i A SoF A G

/] square

A" T emxronpl x & RRBHLAREARR DireciX 9 50K BT, ek myn. T DirestX 8 1 MEHE 4
WAl DirectX 9 SOK s, 8] LA e R A i) SDK S (R IRGE A YA, WEAE Internet LARSGEA- S0,
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Mesh Square {
// front face and back face

8; // number of vertices
1.0; 1.0; 0.0;, /f vertice 0

-1.0; 1.0; 0.0:, [ vertice 1
-1.0;-1.0; 0.0;, f/ vertice 2
1.0;-1.0; 0.0; /f vertice 3

1.0; 1.0 0.0;, /7 vertice 4
1.0;-1.0; 0.0, /7 vertice 5
-1.0;-1.0; 0.0;, /f vertice &

-1.0; 1.0; 0.0;; /f vertice 7

45 /{ number of triangles
3;0,1,2;, // triangle #1
3:0,2,3;, // triangle #2
3;4,5,6;, // triangle #3
3:4,6,7; /¢ triangle #4

1 // one material

4 // four faces

0, // face #0 use material $0

o, // face #1 use material #0

o, // face ¥2 use material #0

a;; // face #3 use material #0

Material | // material #0
0.0:1.0;0.0;1.0;; // face color

i // power

0.0;0.0;:: // specular color

10.0;0.0;;

0.0
0.0;0.
0.0;0.0; re // emissive color

11.2.1 &3 ( Header )

EIGH 4 F R (magic number) "xof "o LERA 2% 03, KIRA SN 03, "ot
LR IOA A, bint i ISR

515k, LB Direct3D R R AT L F ML x AR A S T—FFR 4 Header B
. ERFBRRFTA HAROBR A —FE, #5¢ X F mxfmplx 1,

AT~ PR CAR T BERY LRI, 20 tzip 70 bzip, AT BIR T MSZip FEGRI SCA S PRI
MSZip W48 ) " EHIS0M . X IR AR ARIRE X 0032, BAMNAT LURE Y 0064,

IFARE BN R BB BN, SRR UBHR GG/ CHd B fE bR BER,
RAESNEAT RIS 1

11.2.2 &
KEBCAFMAE T —A Mesh B, & 1052 B X in T

FET BTG RS SRR TR R R 0 YRR Hettl=, bup SCEAIRERR BN, *+. exe SCPERTAENS Y M2
% PE”, .
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template Mesh |
<3D82AB44-62DA-11af-AB39-0020AF71E433>
DWORD nVertices;
array Vector vertices[nVertices];
DWCORD nFaces;
array MeshFace faces[nFaces]:
f...]

)

Mesh MR & & Vector #iH Al MeshFace £iR, 535 Mesh 29I HAEN:

template Vector |
<3IDBZABSE-62DA-11cf-AR39-0020AFTIE433>
FLOAT x;
FLOAT vy:
FLOAT z;

L
)

template MeshFace |
<3D82ABSF-452DA-11cf-AB39-0020AF71E433>
DWORD nFaceVertexIndices;
array DWORD faceVertexTndices[nFaceVertexIndices];

i

AR YRS A 5 -3 R — M- T AR, AL BCE . F17F. TRgki s,
{EAGELUE 703k 38 384 £ —4 UUID (Universally Unique Tdentifier; 4>ERME- 47 1R75) .
RS DEHTRR . S — 84 B T 1 SRR 1 B R — PMERR W] BUR T )
W & (K1 mR BREY . TR ISR A LA 5 BT 4 At R e ot CRASEAR A ul LA £ 35 4] LA ) 3
KA, R 1) DA A st Y S R A

/7 square

Mesh Square {
// front face and back face

g; /{ number of vertices
1.0; 1.0; 0.0;, // vertice 0
-1.0; 1.0 0.0, // vertice 1
~1.0:;-1.0; 0.0;, // vertice 2
1.0;-1.90; 0.0; /i vertice 3
1.0; 1.0; 0.0;, // vertice 4
1.0;-1.9; 0.0;, /f vertice 5
-1.0;-1.0; 0.0;, f/ vertice 6
~1.0; 1.0; 0.0;; // vertice 7

4 // number of triangles
3:0,1,2;, // triangle #1
3;0,2,3:, // triangle #2
3:4,5,6;:, // triangle #3
3:4,6,7;; // triangle #4

LS -MEFREHAET SRS, BERWEE IS, EHEXT — I RiGETE
ﬁ—%ﬁﬁ%ﬁﬁa%%EﬁmT4¢mﬁ,WEz+Eﬁ%,mEnzﬁﬁo
Mesh %ﬁﬁiﬁféﬁﬁﬁE@%—ﬁ‘ﬁﬁﬁﬁ@m&%[...], FTVE & — M IFRUMER, Telgs
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{F fi] S py S 2R 1Y

Bl 11.2 Squarex Fh 4 T IRATFIHC 2 9~ =

11.2.3 MEHEIIE

MeshMaterialList it Mesh X S8 —4~ T3 &, E{E N Mesh X211 —#4r, 7 TFHLAEL,
{ MeshMaterialList 7 75 45 H i (1 B AP A BCR, BR800 S5 84 00ROk,

MeshMateriallist |

i 4 // one material
£ // two faces
0, // face #0 use materizl #0
033 // face #1 use material §0
Material | /) material #0
0.0;1.0;0.021.0;¢ ¢/ face color
0. U. [/ power
0.0:0.0:0.0;; // specular color
0.0:;0.0;0.0;; !/ emissive color

]
rmxftmpl.x S EAR L -

template MeshMaterialbist |
<faf23f42-7686-11cf-8£52-0040333594a3>
DWORD nMaterials;
DWORD nFacelndexes;
array DWORD facelndexes|[nFacelnaexes];
[Materisl|

)

P REREFZSOIER O RS, 2 M RRANMEER, XMEHEENE
PN, RIUEiZAE R 2, facelndexes ¥ 4H ic R T iS4 (4 S5 B, SL b A i 10
JIE IS A S — R B SR . X PR 4 i fa st i 2, A e LA
R4 T LR 2 ) 2 AN i S
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MeshMaterialList fii — M2 IREHR, HEEESFENHEE. EX R4 5W, RAaLL
1475 Material FEA .

template Material {
<3ADB2ABAD -62DA-11cf-ARIS-0020AF71E433>
ColorRGBA faceColor;
FLOAT power;
ColorRGB specularColor;
ColorRGE emissiveColor;

[...1

}
EABHOAE T UL FEAMER .

template ColarRGBA
<35FF44E0-6C7C-11ef-8F52-0040333594A3>
FLOAT red;
FLOAT green;
FLOAT bilue;
FLOAT alpha:

4

template ColarRGE {
FLOAT red:
FLOAT green;
FLOAT blue;

1

Material N ZRFEM ARG, EMRHEKIER. BHRHAG. AREGIE. 14
RAMAFES R NETUASHAAMBIESR . RATLLZE MeshMaterialList 53| F Material %
WX G ST square2.x BRI S | FEH9 Material 23851 %

xof 0303txt 0037

Material GreenMat | // material #0
0.0;1.,0:0.6;1.0;;
0.0;
0.0;0.0; HE
0.0;0.0; 0;,
1
Material RedMat | // material #1
1.0;0.0;0.0;1.0;;
0.0;
0.0;0.0;0.0:;
0.0;0.0;0.0;;
}
// square

Mesh Square |
// front face and back face

L // number of vertices
1.0; 1.0; 0.0;, // vertice 0
-1.0; 1.0; 0.0;, // vertice 1
~1.0;-1.0; 0.0;, /f vertice 2
1.0:-1.0; 0.0; // wvertice 3
1.9; 1.0; 0.0;, /! vertice 4
1.0:-1.0; 0.0;, // wvertice §
-1.0;-1.0; 0.0;, /! vertice 6
-1.0; 1.0; 0.0;; // wertice 7
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4; /{ number of triangles
301,21, // triangle #1
20 .2: 30 /{ triangle #2
3:4,5,6%, f/ triangle #3
3;4,6,7:: /f triangle #4
Mathate iallist |
27 // twa material
4; // four faces
0, // face #0 use material #0
0, /! face #1 use material #0
1, // face #2 use material #1
3 // face #3 use material #1
{GreenMat |
[RedMat |
|
VertexbDuplicationIndices |
B:
B;
D’
Ly
3,
44
34
LI',
T

!

{GreenMat} Fl {RedMat} /22§ Material A$ % (19| F. H#H VertexDuplicationIndices {771
fi5 B IC R T 1o e e MR T i A IEA IO A5 AR A, M 1 P 2 2 T e i I s ] L), 3
th, VR SR HY AN ) A0 S 400 TR S SRR ch IR T 5. SRR L
ReIFER ) £R2IXAER. B 11.3 BoR T 7 Mesh Viewer 1 & 5 square2.x 3.

113 Sl ERoe sk

e fEF#A R GreenMat, 1@ H] £ )f RedMat

11.2.4 #%

FRERRG T oh MR BIEER, WOHTATIR, SRR NIRRT A, 703 T T
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Direct3D #3845 42 2 [T 442 ( F — 1)
R ikt ict: iU -0 R e 2 W E T AR R XA R . skt
FAZ AR LA TR R AR, SRS 17 — (LA g square3.x JCfE LR T X 1,

MeshNormals |

-000000;0.000000; 1.000000;,
.000000;0.000000;1.000000;,
-000000;0.0060000; 1.000000;,
.000000;0.000000;1.000000;,
. 000000:0.000000;-1.000000;,
.000000;0.000000;-1.000000;,
-000000;0.000000;-1.000000;,

o= ae B o B e B o B e B S '

0.000000;0.000000;-1.000000;;

4;

3;0,1,2:, // vertex normals on faces
3:0,2,3;,

3;4,35,6;,

3;4,6,7;;

}

template MeshNormals
<f6123f43~7686~11cf~8f52-0040333594a3>
DWORD nNormals;
array Vector normals(nNormals];
DWORD nFaceNormals;
array MeshFace faceNormals[nFaceNormals];

}

WEETE, BT LR 8 KT L, AR RORIERARN “4,” > 5. i,
TR 4, 6. 7 R PG F.

11.2.5 «Li¥
TexturcFilename BN & H-F5|HA R, =W LLAE 4 Material X8 173 % .

template TextureFilename {
STRING filename;
!

X BB AT #4105 A6 4495 7E Material Mg, W R,

Material GreenMat { // material #0
0.6;1.6;0.0;1.0;;
0.0;
0.0;0.0;0.0;;
0.0;0.0;0.0;;
TextureFilename{“wall.bmp";}

}
HFh TR S P AR
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template MeshTextureCoords {
<fFGf23f40-768B6-11ci-8f52-0040333594a3>
DWORD nTextureCoords;
array Coords2d textureCoords[nTextureCoords];

}

template CoordszZd {
<fGf23f44-7686-11cf-8£52-00403335%4a3>

FLOAT u;
FLOAT wv;

}

B AN EERFTERKOEABRNTLCE. # FROBHRT TSN uv 73
WIRARMOR RGN BIRANIE ST L, nTRUX A6

MeshTextureloords {

4; // 4 texture coords
1.0; 1.0;:, // coord 0
1.0; 0.0;, /i coord 1
G.0; 0.0;, // coord 2
0.0y 1.0;:; {{ coord 3

}

HEAM(LOE 1,00, & _LFk(0.0f, 0.0f), XFEEOTER K LR HSha A/ h, SRR
7 5 1 bE B R A
BEF] 4 REFEING, WEEMFHLU FABEE

MeshTextureloords {

4; // 4 textures
1.0; 1.0:, // coord 0
-1.0; 1.0y, // coord 1
-1.0:-1.0;, {f coord 2
1.0;-1.0;; // coord 3

}

square3.x 7B HTBAWA B BB B T BEHGUIKS), G TR b3 2 7n s 34y i
BT seBMXirmT:

xof 0303txt 0032

Material GreenMat | // material #0
0.0;1.0;0.0;1.0;;
Q.40
0.0;0.0;0.0;;
G.0;0.0;0.0;;
TextureFilename {
"wall.bmp"; // texture map to use
}
1

// square
Mesh Square |
// front face and back face
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206

g // number of vertices
1.0; 1.0; 0.0;, // vertice 0
-1.0; 1.0; 0.0;, // wvertice 1
~1.0;-1.0; 0.0:, // vertice 2
1.0;-1.0; 0.0; // vertice 3
1.0; t.0; 0.9;, /f vertice &
1.0;-1.0; 0.0;, // vertice 3
-1.0;-1.0; 0.0;, // vertice 6
-1.0; 1.0; 0.0;; J/f vertice 7
4; // number of triangles
3;01112!! f/ triangle #1
30,2,3;, I triangle E3
3:4,5,6;7, /f triangle #3
3;4r6r7;r // triangle #4
MeshNormals |

8;

0.000000;0.000000;1.000000;,

0.000000;0.000000;1.000000;,

0.000000;0.000000;1.000000;,

0.000000;0.000000;1.000000;,

0.000000;0.000000;-1.000000;,

0.000000;0.000000;-1.000000;,

0.000000;0.000000;-1.000000;,

0.000000;0.000000;-1.000000;;

4;

3:01112;11

3;0,2,3:,

3:4,5,6;,

3;4,6,7;;

}

MeshTexturelCoords {

B;

© o
©
==

1.0¢ 1.

1.0;-1.

-1.0;-1.0;,

=1.0; 1.0;;
}

r
H
r
£
/f

ff
H
e
1

MeshMateriallist |

{GreenMat}

I
£
i
£
//
i

4 texture coords
coord O
coord 1
coord 2
coord 3

coords
coords
coords
coords

w1y LA s

one material
cne face

face
face
tace
face

40
1
42
¥3

use material 40
use material #0
use material #0
use material #0
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!

VercexDuplicationindices
B

WP 114 fis, WRE RS T 4 %8, BRESRT | 9-&80%. 7 Mesh Viewer 7,
AT 45 20 PR i1 5 430 (G oF JR L AR

HWAER T — DR A R @), FCeb B S0 00 T0 A 3o 9 7258 5 Ml 2. £ Mesh

Viewer 147 7 CD-ROM [#] 4% H 5% F boidy.x L. B 11.5 JEx TiX AR

Bl11a Ry T4 9KE0E, fFRmAY T 1 kaoH

B 1S FRETE X SRR 5 AR N R
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115 BR 7 RRpIRBIEE . TURBA S, DT R

xof 0302txt 0064

// boid

Mesh boid {
// vertices .
; // number of vertices
0.00; 0.00; 0.50:, /! wvertice 0
0.50; 0.00;-0.50;, // vertice 1
0.15; 0.15;-0.35¢, // vertice 2
-0.15; 0.15;-0.35;, // wertice 3

0.315;-0.15;-0.35;,
-0.15;-0.15;-0.35;,
-0.50; 0.00;-0.50;:

10; // number of triangles
3:0,1,2;, /! triangle #1
3;0,2,3:, // triangle #2
3:;0,3,6;, /! triangle #3
3;0,4,1:, i
3:0,5,4;,
3;0,6,5:,
3:1.4,2;,
3:2:413;r
3;3,4,5;:,
3:3,5,6;;
MeshMateriallist |
1; // one material
10; // ten faces
0,0;; // tace #1 use material #0
0,0;:; // face #2 use material #0
O,0;; // face #3 use material #0
0,0;; // face t#4 use material #{
0,0;:; // face #5 use material #0
0,0;; /{ face #6 use material #0
0,0:; // face #7 use material #0
0,0 // face #8 use material #0
0,0:; // face #9 use material #0
0,0:: /7 face #10 use material #0
Material | // material #0
1.0;0.92;0.0;1.0;;
0.0;0.0;0.0;;
0.0;0.0;0.0;;

}
MeshNormals {

?r

0.0000060;0.000000;1.000000;,
0.984784;0.000000;0.173785;,
0.192491;0.971619;-0.137493;,
-0.185863;0.938163,;-0.292070;,
0.185863;-0,938163;-0.292070;,
-0.1%2491;-0.871619;-0,137483;,
-0.984784;0.000000;0.173785;;
10;
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7T 7 ik, IXLEILER 5 MU F 10 4l L.

BT R S D, BTRAE RO AN ARS8, Mesh Viewer o i 52 8 R It T i%
W DFSEI o 0 SARRLAMAT (01 T00 05 B0 B 2 5 O P 11038 S 3 6 B 1) 8. 2 Meesh Viewer
"I N-Patches SEHL1(K) “N-Patch Selected” il “Snapshot to Mesh” ] LU i — 4~ Ha 0,
BB (1 £ U N-Pateh 81006 — U7 (0 G AR A SR b, W 4h,  ZE00 Yol itk 155 U 7
O iE STakek . % 11,6 IR T ust 4 DRI IS 45 5L,

BILG B IBI S R &

IAEZ DA 5 B2 ) T I, RAT LLE B9 % (41 . TR R ik thzesi—F
Mesh Viewer [fJiXN D,

IRAEAR B i ot 0l 6] F A G X 30 0P i) ) LT AA AT — A A BN iR T % F ¥, bR
I A Ml T ¢ — Zhi 25 T A 2

11.2.6 TR4EPE

b T REAR L MRS AN R A (6] B 4 T AR, U 20 A T 3 ) 1 A [ 1 e e
(frame) . @i, —HMEEATLLR L, F. &, &S 0HE, 2 S sk S ) e
PRI, SRR RS 2 F R L, X PR, MG, K. A, FREH—
AVHESR . A HE 2 0 R 730 2 157 18 55— sz 0 11 s e e —~ Frame il %} & nf
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Frame Hull {
FrameTransformMatrix {
1.000000, 0.000000, 0.000000, 0.0000G0,
0.4900000, 1.000000, 0.000000, 0.000000,
g.000000, -0.000000, 1.000000, 0.000000,
206.093353, -6.400933, -31.132195, 1.000000;;

}
Mesh Hull {
2470;
41.310013; -26.219450; -113.602348;,

Frame Wheels L |
FrameTranasformMatrix |
1.000000, 0.0006000, 0.000000, 0.000000,
0.000000, 1.000000, —0.000000, 0.000000,
0.000G00, ©.000000, 1.000004, 0.000000,
-56.020325, -31.414078, 3.666503, 1.000000;;

Mesh Wheels L {
2513;
_4.642166; -11.402874; -98.607910;,

Frame Wheels R {

FrameTransformMatrix {
1.000000, 0.000000, 0.000000, 0.000000,
0.000000, 1.000000, -0.000000, 0.000000,
0.000000, 0.000000, 1.000000, (.000000,
56.687805, -31.414078, 3.666503, 1.000000;;

}

Mesh Wheals R {

2513;
4,642181; -11.402874; -98.607910;,

Frame Turret {

FrameTransformMatrix {
1,000000, 0.000000, 0.000000, 0.000000,
0.000000, 1.000000, 0.00000G, 0.000000,
0.000000, 0.000000, 1.000000, 0.000000,
-2.077148, B4.137%27, 29.323750, 1.000000;;

1

Mesh Turret |
2152;
52 _655853; -36,225544; -16.728998;,

AR5 B RS AR 78 rmxfimpl.x P8 R

template Frame {
<3DB2AB46-62DA~-11cf-AB39-0020AF71E433>

[-..]

)
template FrameTransformMatrix {
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Matrixixd frameMatriw;

1
template Matrixdxd |
array FLOAT matrix!le];

}

HAPAIFR] 4x4 HEEER B 7770 DirectX BRI A LRI 2B 8TL. B4, A%
—ME R carx FEEE— P, BAF “ci\dxsdkisamplesiMedia” Bt F. boidsy2.x & b
A~ boidsy.x R AT RIEA, 0 TR

xof 030Z2vxt 0064

Frame BOID Root f
FrareTransformMactrix
~.Geo000, 0.000000, 0.000000, 0.000000,
0.300000, 1.000000, G.000000, 0,000000,
0.000000, 0.000000, 1.000060, 0.000000,
0.0G0000, 0.00000GC, 0.00000G, 1.000000;;
1

£ hood
Mesh boid {
ff vertices
1; // number of vertices
2,00y 0.00; 0.59;, // vertice 0
0.50; 2.00;-0.50;, ff vertice 1
0.75; 0.15;-0.135;, // wvertice 2
-J.1%; 0.15;-0,359;, S overtice 3

0.15;-0.15;-0.35;,
-0.1%;-0.15;-0.35;,
-3.500 0.00;-0.50;;

t0; /7 number uf triangles

3:0,1,2:, {{ triangle #1

3:0,2,3;, // triangle #zZ

2:0,3,6;, // triangle #3

3:0,4,.:, Ao

3:;0,5,4;,

2:0,6,5;,

314,25,

3:2,4,3;,

3;3,4,5;,

373,5,.6;;

MeshMateriallist |
1; // one material
10; // ten faces
0,0;; // face #1 use material #0
0,0:; / face #2 use material #0
0,0;: / face #3 use material #0
0,0;; // face #4 use material #0
0,0;; // face $5 use material #0
0,0:; // face #6 use material #0
0,0;:; // face #7 use material #0
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// face #8 use material #0

0,0;;

0,0:; // face $9 use material #0

0,0:; /{ face #10 use material #0

Material { // material #0
1.0:0.92;0.0;1.0;;
1.0;
0.0;0.0;0.0:;
0.0:0.0;0.0;;

]

MeshNormals |
T
0.000000;0.000000;1,000000;,
0.984784,;0.000000;0.173785;,
0.192451;0.871619;-0.137403;,
-0.185863;0.9%38163;-0.292070G;,
0.185B63;-0.938163;-0.292070;,
-0.182491;-0.971619;-0.137493;,
-0.984784;0.000000;0.173785;;
10;
3;0,1,2;,
3;0, 2;3;!
3;0,3,68;,
3;0,4,1;,
3:0,5,4;,
3;0,6,5:,
3:1,4,2:,
3:2,4,3;,
3:3,4,5;,
3:3,5,6:;

1

1
)
i
11.2.7  EhiE

K A=A X scfbre A whim, ARR M- NS (a set of animations) , FAEE
MEESR A HEMERLR SR . SRS squared.x BIR TRABIAKISIE, 8 B A7k
JEHT x BT y Sh 7 i LAl e . 1 Mesh Viewer H38 i3 #5$% “File—>Open Mesh File” 3 indk
XA

Zof 0303¢xt 0032

Frame SQUARE Foot {
FrameTransformMatrix {
1.000000, 0.000000, 0.000000, 0.000000,
0.000000, 1.000000, 0.000000, 0.000000,
0.000000, 0,000000, 1.0000600, 0.000000,
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}

// square
Mesh Square {
// front face and back

8;
1.0; 1.0; 0.0;,
=1.0: 1.0; 0.0;,
-1.0;-1.0; 0.0;,
1.0;-1.0; n.0;
1.0; 1.0; 0.0;,
1.0;-1.0; 0.0;,
-1.0;-1.0; 0.0;,
.07 1,02 0.0;;

MeshMateriallList {

[ o B T e N Y

r
L
r
’

’

0.0;L.0;0.0:1.,

=
o B B}

;0.0;0.0;;
L0:0.0;0,0;;

: 3

}

MeshTextureCoords |

’

I S e B S SR Y

}

MeshMNormals ¢
8;

0.000000, 0.000000, 0.000000,

face

1.000000;;

// number of vertices

// vertice
/i vertice
/! wertice
/i vertice
// wvertice
// vertice
// vertice
/! wertice

B AR BT SR P N R )

// number of triangles

/¢ triangle
// triangle
// triangle
/7 triangle

// one material

// one face
£/ face #0
// face #1
/f face #2
/i tace #3

Material GreenMat |

0;;

#1
#2
#3
#4

use
use
use
use

TextureFilename!"wall.bmp";}

material #0
material #0
material #0
material #0

/f material #0

// the texture map

// 4 texture coords

// coords
// coords
// coords
/{ coords
/{ coords
/! coords
// coords
// coords

R =0 0 R SN R N Y

0.0000600;0.000000;1.000000;,
0.000000:0.000000;1.000000;,
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0.000000;0.000000;1.000000;,
0.000000;0.000000;1.000000;,
0.000000;0.000000;-1.000000;,
0.000000;0.000000;-1.000000;,
0.000000;0.000090;-1.000000;,
0.000000;6.000000;-1.000000;;
4
3
K]
3
3

}

}

hnimationSet MoveX{
animation |
AnimationKey {

4; // Position keys
57 /5 keys
0;16;2.0,0.0,0.0,0.0,
0.0,1.0,0.0,0.0,
0.0,0.0,1.0,0.0,
0.1,0.0,0.0,1.0;;,
80;16; 1.0,0.0,2.0,0.0,
G.0,1.0,0.0,0.0,
0.0,0.0,1.0,0.0,
0.2,0.0,0.0,1.0;;,
160;16;1.9,0.0,0.0,0.40,
0.¢,1.0,0.0,0.0,
n.o 6.0,1.0,0.0,
0.2,0.0,0.0,1.0::,
240;16;1.0,0.9,0.0,0.0,
0.0,:.0,0.0,0.0,
0.9,0.0,1.0,0.0,
0.2,0.0,0.0,1.0;;,
320;16;1.0,0G.0,0.0,0.0,
0.0,1.0,9.0,0.0,
6.06,0.0,1.0,0.0,
0.1,0.0,0.0,1.0G:;,

-

}
{SQUARE Root}
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}

AnimationSet MowveY(
Animatiosn |
AnimationkKey {
4; // Position keys

5; /78 keys
0;16;1.0,0.0,0.9,0.0,
0.0,1.0,0.0,0.0,
0.0,0.0,1.0,0.0,
0.0,3.1,0.0,1.0::,
B0:16; 1.0,0,0,0,0,0.0,
0.0,1.0,0.0,0.0,
0.0,0.0,1.0,0,0,
2.0,0.2,0.0,1.0;;,
160;16;1.0,0.0.0.0,0.0,
0.9,1.0,0.G,0.40,
0.0,0.0,%.0,0.0,
G.0,0.3,0.0,1.0;;,
249:16:1.0,0.0,0.0,0.0,
0.0,1.6,0.0,0.0,
0.0,0.0,1.0,0.0,
0.0,0.2,0.0,1.0::,
320;16:1.0,0.0,0.0,0.0,
0.0,1.0,0.0,0.0,
0.0,0.0,1.9,0.0,
0.0,0.1,0.0,1.0;;,

lSQUARE_Root}
1
BRI RR BN A RSIEE MoveX Rl MoveY HIfIiE. R LAZE Mesh Viewer i

Canimation key) . TEMENEET— 4X4 BFIUHPAER. 3 MoveX B, 4 5 N ahimE+
—RAECHNERESE 41788 | ME——FmRETRN, SR TERET R x 72,
{SQUARE_ROOT} & HEA M F|H. 7T AnimationKey ¥ P [1 4 L7 4T ARME “4Ei
B, ZAEMA keyType. DirectX 8.0 #1 9.0 [f) SDK L #4785 R keyType HF XR 5
BT, Shmgel DURSER R, ihe. R REEIE. BARCRAURT keyType I
Wi R 03, SRR AUX 4 Fral e 38 . (B R 7E SDK ) media B MM tiny.x 7~
HTH 4 Sk ARMER ",

1.3 EAXXH

AVHHRBEMERT -SRI ROR AR X S0, bein, AT A AR E R B
TR M e B

T KT BANGREESFIRG, Si0R——XB— “iRH B9 bug, FE TR CRESHIR, #2082 DIDX
WHEIFH IR, HERER, AMMIRESLE. RN 4 RR AR, R RRTEF R 3.
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HRESULT CMyD3DApplication::LoadXFile (TCHAR* name)

i
HRESULT hr;
LPD3DZMESH pMeshSysMem = NULL, pMeshSysMemZ = WNULL;

if (FAILEC (D3DXLoadMeshFromX{name, D3DXMESH SYSTEMMEM,
i pd3dDevice, WULL, NULL, WULL, NULL, &pMeshSysMem}}}

return E_EhIL; ,

D3DVERTEXELEMENTS decl([]=

{
// stream, offset, type, method, semantic type (for example normzl}), ?

{0, 0, D3DDECLTYPE_FLOAT3, D3DDECLMETHCD PEFAULT, D3DDECLUSAGE POSITICN, 0},
{0, 12, DJDDELLTYPE-FLOAT2 D3DDECLMETHOD_ DEFAULT, D3DDECLUSAGE TEXCOORD, 0O},
{0, 70, D3DDECLTYPE FLOAT3, D3DDECLMETHOD DEFAULT, D3DDECLUSAGE NORMAL, O},
D3DDECL END{)

ti

hr = pMeshSysMem->CloneMesh (D3DXMESH MANAGED, decl, m pd3dDevice, &pMeshSysMem2);

/{ compute the normals
hr - DBIcxCorputeliormals {pMeshSysMem?2, NULL) ;
1f{FATILELC (h=})

return K FAIL;

D3DVERTEXELEMENTS declZ?[]=

{
// stream, offset, type, method, semantic type (for example normal}, ?
{d, 0, DEDDECLTYPE_FLOAT4, D3DDECIMETHCD DEFAULT, D3DDECLUSAGE POSITION, 0},
0, 146, D3DDEC‘TYPE FLOATZ, D3DDECLMETHOD | DEFAULT, L3DDECLUSAGL TEXCOORD, 0},
{0, 24, D3DDECLTYPE FLOAT3, DBDDECLMETHOD DEFAULT, DSDDECLUSAGE _NORMAL, 0%,
C3IDLECL FND()

b

hr = pMesh3ysMem?->CloneMesh (D3DXMESH MBNAGED, declZ?, m pd3dDevice, &m pb3DXMesh) ;

/¢ cleanup
SAFE RELEASE (pMeshSysMem) ;
SAFE RELEASE {(pMeshSysMem2) ;

return 5 CK;
1

KT MB—A X L, THEFH Direet3DX FET ) D3DXLoadMeshFromX ()i ¥ .
BHE

HRESULT D3DXLoadMeshFromX {
LPCPSTR pFilename,
CWORD Options,
LPCTRECT3DDEVICES pDevice,
LPD3DXBUFFER* ppAdjacency,
LPD3DXBUFFER* ppMaterials,
LPD3DXBUFFER* ppEffectlInstances,
DWCORD* pNumMaterials,
LPD3DXMESH* ppMesh
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F1E ERILH

% 1 4~ 5% pFilename ¥} — MERSCIFR eRHEE . & A REIFEH Direct3D STH &
¥ DXUtil_FindMediaFileCb()3R PrBh N &*. x ST .

TCHAR strFile[1601;
D¥Util FindMediaFileCh{strFile, sizeof (strFile}, T(“teapot.x”}));

Load¥File (strFile};

DXUtil FindMediaFileCb() & # TE M U 24, AKX — T/ EMH L H.
D3DXLoadMeshFromXOREL KIS 2 B8 Options )T THEE TR Ak BBk B S| B IR N TT
A — e oAb bR & . DL EiX A3l HAg 2 5 D3DXMESH_SYSTEMMEM, {15 # 4
fibtEM N HIARFER VR DADXMESH MANAGED. T CloneMesh() PR 4 5 M TH A7 48
MEMETENE, FUSNEAEX BEMNASG LA DIDXMESH_MANAGED |
D3DXMESH WRITEONLY.

B3N BHENHEA— MR AR U TXEANEEEA B, Lt 445
¥4 NULL. R, B4 7 B A D s R R R S iy 28, BTLAR T Ky 3 23808 NULL.
BE—MNSEORN — MR R iEE, FEH RIS T E SR H . A4,
XK - N D3IDXComputeNormalsO)pi %, ZEUT 1 M ELE, B EEZNEANT
BAIHAEN 3 4 float H. WA CloneMeshQ b2 H T oI H M A&, BlAFHi%
D3DVERTEXELEMENTY #5352 MBI R RT3 . BE—IERRATHEMK S H)
M- # D3DXComputeNormals(eR B RMEE A 5. B IKEHIRA THHI—KHEFE
A — R B m, R EEEAR R PR BT 4 4 float AR .

AR F g e X SO S, IE AR X ORISR E . B T
8% tn oy 1 B 2% 1% Cskinning DEEAK 7 HE 3, UL A W A]INER X B )5 8 X ST, 1§ 85 DirectX
9 SDK A" SkinnedMesh 7~ {5

114 FRXXH

£ X X ERNESESD, BWSIAMN—ESENZEEHaFEeE. a8 T
rmxfempl.x SO, TR T A BB L. RATLATT D E X H QIR Hfxhoy it
BIAINR E OR X SOl B, AR RAFR X R Ay 2R SE I — FREERR ) shader U8, T W]
LLR&ARTE ¥ T BN SUEhEE, Al LSS mIigsis e A RS, Bk, MK
RIS A U ET AR FE S AME L, 0 B 5E UM shader 26, REER NS, WBEEM., 7105
MfE A, X RBERES.

MRMARE FLUR/DY, RRETHRAMCIK I HICSKEH SRR, REMRNIESE
R LA L — PR O RS, 0TS A X R e !
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Direct3D #H M LAZATTHAZ (B Z81)
11.5 MR

W VAR R T 3 — 2 M 3 — 18 30T IARS A BRI BOCR AR TR, X
— BB P2

11.6.1 X XHEHER

DirectX 9 R LRASRE S TRENAE S — DHiEE. XBZTH —#H Rich
Thompson RALH X CMRHEME (dump) , ALT hup//www.xmission.com/~legalize/book/
snippets/index.html#12.

11.6.2 FHEWM# ( Skinned Mesh )

=8 X T Bk, DX9 SDK 91 SkinnedMesh 4~ 302, {71 http://www.flipcode.comy/
articles/article dx9skinmeshmod. shtml.

— AR I BN S 5, 7 T http//Awww.gamedev net/reference/articles/article 1835.asp -

—ARBRTSMFEME R PEREFEME, 2T htp:/atc].aut.uah.es/~infind/
Programming/Programming.htm.

Bt4h. 7% Game Developer 242511 1998/5 LA 2001/4 A EF7 JLFR Jeff Lander 88751147 3
S, AR FEIRHRT.

54k, Eike F. Anderson #EE W — 8 LT WIRH A A%, 17 T http://ncea.bournemouth.ac.uk/
newhome/alumni/docs/CharacterAnimation.pdf. Michael Putz 1 Klaus TTufnagl 4 5} — R L E
Rk r -MESRNEE, T hup//www.cg.tuwien.ac.at/studentwork/CESCG/CESCG-002/
MPutzK Hufnagl/paper.pdf.

116 &

AN THHREEMET BANE, H OREBRERRMBEKN X SR, e,
IR R R, B MIRES DG THR—DARRES. REETHREZ
BRBBEEIRXT Quake 3 31BHEAIG*md3 CHRRT, BRMBIT 1, &Nk
e
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B2 = . - ’5‘
L%.

4
£
=

ATERF L Quake 3 (A Z0E 3) 51T M*.md3 o, Bl — P rpis sk
VLI A AR G, Bn P TG O, Mg A Nl ik HLSL shader %
S IF] 5 2L shader 4.

md3 KRR RSO, B LR Z IR, & Ouake 3 FNFEIALNE
1, md3 BRI A A A RRAT AR R S, 4 T RGBT md3 I, PR B Quake 3
(ARG (S, 3 iod XN R AE Y BT LA SR A3 T W08 Quake 3 K004 FF SR 0Y . (E R IT
Hvkit B AR SRS, SEAE— AU R — AN M A AR L R AR 2
R :

Quake 3 M4, = K AN PEHTRER S A FH 800~900 /i, 76 0H 28 K8 1 [y HE 89 o ] A%y 500
AT, EBRACHRT L BRI I K24 300 AN, (EUK FF AR BEVAES Ut ) ST 0EA0G o S 72 PR g

RCPHBE Y S s S A TR EAS R , 84 Eim 45 R — A 2. AR
LA A RS BN A R (R RE. BT (key frame) J—FhHEMT 00N A3 1y ik, (R, %
) i 1 o 50 S A AR YT Chigh-tesselated ) #2511 il 42 )

KEZH Quake 3 BMIIAAEIR “ BK™  (BIASRIROSCEREIE) | e bk ol bL7E T
ST INAL, B, RETCARS — MRS, — SRR A S 0 L A
R — A JLARTREARY, B, T 55 £ S K s B W e 41 1 22 (6 ¢ 5

{$H* md3 X4

121 XHERIRR

“Ahumd3 BB AL G A 3 A EROR ) AR RO RN, Bk, ST T 3 A

BRFE s UL OB 5 100 50 0 A
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DirectdD #aX AN 1342 ($ o0 )

RN IR EN IS & CUn a7 a0es ffa, WEZEITH 4 53X o 7 Quake 3 1,
e 9% A head.md3. uppermd3. lower.md3. WilE 12.1 .

fERAN T #.md3 SRS, RS RIS — MERI AT LI ER B ARy . 0, 1
“DOOM marine” ") head.md3 kA RO, A0 4F h_helmet (k@) Flh visor (4§~
HEE) o fRa] LU R 6 4 oA o0 S T A5 (] (¥ £ B 6 shader R, il ELAS T4 nle 6 43 )
SR O RRE, (HE0 LR R Z TS, BN Chead) 4IERBRLL “h " TRk,
E5 Cupper) @1FLL “u ™ Ik, FH (lower) #14FLL “1 " Tk,

md3 SCPFAE o) TF RS CE SR o O T e S i B B AN, Bl LA S - P2
UHURE R G| P8R R ik, — RS KR NE ), Gk &R T i sk,
AR X LRIy SR, O 8 B AR B A RS 3 Fomd3 LR i Eilp
TR AT A [FIRE R R, BLAR, oI SR Mii A B B T SRR, (1 — M A5 i 300 W, HEA
AECRUE 1] RAGRC M S B tHBERY, 35 P& Py Qi it . A S0 T O 22 L i 3T, 2 5
B KM F IS . animation.ofg SCHFFER @ A 0 G B, B T8 50 L8
.

12,1  DOOM marine \ Quake 3 W) BUHHED)  (id Software #4%)

Al LU it 3 4 ANl md3 S AARPE =P AN R RS AR A OB . {F Quake 37, 33X
3 Pl AH BRI 0 P AR A A RS 4l MR, FH M2 ENm—4 2 3 o
PR, eSO IR I 1 R F R 40 (Y, A @EMﬁﬂﬁ%m&f

WEE s dake SRR
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F12F%F EArmd3 L4

Hik, {44 head.md3. headl.md3. head2.md3 5 Bt 18 iy ks 1 . tHAE RS FF AR (K RS i

L, & F X 3 AMNERAEER 2 it i m -« 5R
L Ctag) ” REMIERE C(attach) . B IDHLSRE— XR,
MHERJLAEE (— M EB=AE)  WE 2.2 B, =
BB (G B AE N BT, = ATBRE A — A4
LR Cpivot point) , XA ARAE T & 46 B B L ol &b
Fhe¥s. Wi REEMRE, HHFEERSIE.

BEA~.md3 M- 3 M, X IR0 G RR
WA EIRER T, 4 kTRH, Eid tag head $7ic .
SRR LM 1 J . TEAS RS, MWl tag torso bRict 0 122 JEBeH Nmas IR
¥ b SR AIN . 285 tag weapon BT £, AR CHESLSE— M
icd, #1200 head.md3 H— 4712 tag_head, upper.md3 # tag head. tag_torso Fl tag weapon,
lower.md3 F tag_torso.

R 244 tag_head IEISLEH )5 L, ¥ tag_torso AR EBIOL &S |, A
HAMER md3 CARAR ICER R IT* skin SCHFTTA— 4% 12 3 He s . AT LA 1] 2 82 0
Tr ARERE md3 HRIHE A

B SR (B tga B8 jpg #5 MOS0 FEIG IE] S0AE ) S B ) LA b b 2 8 5+ skin SCAESC R
MR IX AT AT LR 7 (R oA M R0 LA A% IR s e B ¢ i, — MR A T —
MBS, B AT TR R o & Quake 3 "7, JEITIXM R kSO AR IR 4
RT 5 —FF RIS, AR 32 A iGar . 4 uLai, FR& A REIFFE 8 friAfadR, 35 Hxt
— R R — o K TOBRE AR W] LU 32 RS T, I Badgexd— A BERI ) A [A]
EOMTHAA RN B, R —kaE 2 E F RN, HHEFEREEEE 2 NER,
NPT 2567256 [ITE, M4 Quake 3 51 4E(F T LB (£ 3 R A FE S CAR B R B )
INBIX—A, BWLMERTERN TS . #id 3%, 4 Quake 3 3 RERI W BN 20 W
SHERT U BT SR R B

Quake 3 518t .md3 BIRES) T shader LA, 124940 Quake 3 B AN {Z, X A A
£ ANNEWIRFIEZ — . S8 shader S B 0] LIS TR 1 4 EHRE. XA EEHSR
%?ﬁﬁQm@3ﬁﬁf—¢WWmmmme%ﬂMﬂY#%%@%ﬁﬂ@%ﬁo

A Quake 3 51 %IE SLiF R4S TN IR B 75 25 % 42 ) md3 AP, AT
22.5kHz. 16 fi. SAERES SRR . B SOPEM K of LU AT B0

R 12.0 BE T —MHRUER) Quake 3 .md3 ERLFTE A4 R S PEER 20 R B0 45

nd3 SCATEARE MRS LT 508, Ttga ok jpg SCHEFF AR .md3 SC4HFI SIS . shader
S B SO RIS £ 880, 1287 T skin SO, PR B A md3 AR —
M, MTTHA - MERIOER), AT I 2 5 1T R ak (tga al.jpg M) . F4b,
AT EAFIE R A md3 SO BB B R 3840 7 A6 20 EFEEALH - animation.cfg 3T
o BT BEEBWT FURLRL K A5 B ok i i 7S, PRIBTT AR B — & FLA3E 4 7551 way SO
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Direct3D # A SBIEATTHE ( F 28

F12.1 R Quake 3 HEANS AR CIEHRER
HER MEE
.md3 3 WEHE A head.md3. upper.nd3. lower.md3
B (PR i icon_default.tga
Bl 3 animation.cfg
FEik s 4 tga 5K jpg
BRid At skin
shader 4t FE it models.shader
AEXt wav

A THEWRRTLLE AR HT.md3 30, REEE — N Quake 3 PRI pak0.pk3. 7E%5
SEBIRG, XANUESL Quake 3 —NE TS, Wi HEHdr % N pak0.zip, R)E
HEH A zip IEGRFREE AW B R0, LAE T K.md3 #E Biker X%, T
#HXAT RS FEAE L N ILANE F .

B .md3 . animation.cfg. tga. .skin {H & “models/players/biker”

B P RN shader XCEARBZE B 3 “scripts” T}

B .wav /¥ Bt “sound/player/biker” 41,

TRAJLAE - F models HR, Quake 3 FIBERIBRTHE M FARS, K7 EFh—BEH
LT LA SO

B animation.cfg
head.md3
upper.md3
lower.md3
head default.skin
upper_default.skin
lower default.skin
20 K.tga ok jpg B AMLFERLE
icon_default.tga (—9K 64x64 R E., 24 I HEE, AT alpha ft54)

QIREBAL “Capture the Flag (FH) ” MR M B HMHINIE, EBESHIMY CTF LI
X, o FRT AR

M head_blue.skin

B head red.skin
B upper blue.skin
B upper_red.skin

WY s Quake SRUECERIRE FPS WARRY—MBRE, XSS5 —MHEM,
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F12% EA*mdd LH

lower_blue.skin
lower red.skin
Z/LVEIKECRIG I, SR —dK tga E jpg

tcon_blue.tga

icon_red.tga

A T CIER B O Quake 31884, SRS TR 28 75 LA HE 8.
® head f{A 4 #R.skin

M upper 7% R skin

® lower M4 .skin

® e

B jcon fifR &R 1ga

AL IRAT RIFATT S - FRREAR AR

12.1.1  Animation.cfg

Quake 3 BERVAABIE AL “CBM” HCUTRAY . XMBRNE R i MER
5T L B sEBL), RIS R — R A Zgmie Bl AR, DT T R shE Y
R

£ Quake 3 BB, DB R LT LA TGS, Bk, R A4
MRS 246 WIARRREE, A MR ZRARE A md3 S F T BRI 246 4 A RIHITH
A 246 DARERS (BT EZmd 0 - LLEG AP, EEEEE 3 MRI0, Baxf
F 246 wuitshimm 5, EEHEEARAT 738 (246 X3) A ARMAASCHTESE L8 L.

ME

AT F XS @M T, DireetX ¥ oy X L X8 69302 5 —A L FE ey
&A%, ¥ &% (HalfLife) . £48 (FAKK2) AR e58272 (Unreal2) 3
. BXEE 3 (DOOMID) 31%, AR L —~EFB LS M,
FiiE BB MR- ZRE AR GEAN S LA T RE &, Bl sxy
R KRR EAEN G EA BN TR S, XS F G LB AT R B AR 6 54k
Fr4f, oK ERRGit sk,

Quake 3 X' IZIEEE T REEKE. MEVERLY. E3ELBRNAESTS
WHMTE. Biker BLAYH animation.cfy AT -

// animation config file
3ex m

[/ first frame, num frames, looping frames, frames per second, name of animation
headoffset -4 0 0
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Direct3D #-s4&F A T4 ( =8

footsteps boot

0

25
30
59
a0
89

30

130
136

142
147

151
152

133
le2
170
183
193

203
210

215
223

227
237

246

FLBLHT AU, AT animation.cfg SCAEER R # UL IXF X BRI . B Sex AmEREM,
fRAZM. n ERTHR LIS . Sex Wi TR A R R FIRAMEIER (I
i, BpZ O AT BR U7 ), LIRTESRD [ R SIS MR A A

ﬁ?%ﬁﬁ&%ﬁﬁmmwﬂﬂmm%a%ﬁﬁﬁﬁnﬁﬁ%ﬁﬁ%ﬂ&ﬁ%bmh
normal. energy. mech BX flesh. headoffset #& HUDY#MRIE &, Lix. y. z BiFE 5.

i NEIMWEE R — BT CBWEh A . a4 SIm e B4 1L, BT
BERMEN. 1 FIRGIEE RN, 52 5 RI0%E, LR T ) K. Bt
BRI “MINNE ", BiLAE 3 5 EMTRmIRIs . 54 PR R, G —
BRI BT G R S L TR BHE AR AR ML b 48 R A R 1

BOTH_DEATH*Zhi it F THR M & A LA R . — AR E RS —wir T

30
1
30
1
30
1

40

L e ke Y o Y o B

L B “Heads Up Display” 8IS, —RURIAZEE CIUPOEHEER, (& Guake P REISIERR T — EAMIA Bkt
H., . Hiims,
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25
25
25
25
25
25

20

15
15

20
20

i3
15

20
20
24
24
15

15
17

15
17

15
15

15

i
/e
/f
i
/o
i

¥

’H
’

//
iy

/f
£

I
iy
i
I
/i

i
i

r
e

’
i

oy

BOTH DEATH]
BOTH DEADL
BOTH_DEATH?
BOTH_DEAD2
BOTH DEATHS3
BOTH_DEAD3

TORSO_GESTURE

TORSO_ATTACK
TORSC ATTACKZ

TORSO_DROP
TORSC_RAISE

TORSO STAND
TORSO_STAND?

LEGS_WALKCR
LEGS_WALK
LEGS_RUN
LEGS_BACK
LEGS_SHIM

LEGS_JUMP
LEGS LAND

LEGS .JUMPR
LEGS_LANDB

LEGS IDLE
LEGS_IDLECR

LEGS_TURN



W

F12¥F #MA*md3 LA

BOTH_DEAD*zhim .,

TR M AW TORSO *#hidi, RMENMIEZCLFENT. eNEMT LEXMNEE.
TORSO GESTURE FIULRARKEH, CEEATUHT B UMAEEF. TORSO_ATTACK
Forf Ry PR H A SRR G B . 7 Quake 3D, EOSRIRE N 6 MUK KK, FAE
EEL RN AR, WS- MR, $_RFKRSFRES, KR TWA T
H 35—, TORSO ATTACK2 Har%E -4~ 6 WIHHHFF, 2onid Al gauntlet KBt
TR RS, B WRIT R, R &% TR E 2 —i. TORSO_DROP
ERBUBRPOT -2, BALTHR 5 MOKEE. REDENE -1 0E
TORSO RAISE, ‘B4 % 5 Wi KA. TORSO STAND #2 T HESTRLECREAT (s Sr sh i,
TORSO_STAND2 Wi & FFF gauntlet it Kb 2w )i .

LEGS *2 A T35 . LEGS WALKCR RMRITENBHRzE. # FERTE
(LEGS_WALK) . #Hl (LEGS_RUN) . ¥k (LEGS _SWIM) . I g{BkEX (LEGS_JUMP) |
mErEH (LEGS LAND) . m/EBkL (LEGS_JUMPB) | [jg &t (LEGS LANDB) . J&
IBEE M 5 M (LEGS BACK) Mz . i H 5 (LEGS IDLE) . BEAR R =2
(LEGS_IDLECR ) - Vi B 550 58 st i A FE 2 DA TSR AR P HE & 1 10 5420 85iM) (LEGS. TURND

EE, BTG sl AT A A AR A |, AT DU &5 HS e o it S SRR F A R A B i

12.1.2 .skin X%

Fr A BB A S BRI A EL (R RN FE RS YT AR R PTE AR T 1 skin SCHFR GHEE,
AT CharacterEngine 1] T — AR F 158 Quake 3 1¥5*.skin LER IR, &REIFEFAr
+ CD-ROM ) “Chapter]2\CharacterEngine” HRF) . XA IOFR T EEER AT
i, DURZERERRGE R skin XU EF S5 EN.md3 LHHEFHEL. LT R Biker
BRI F* default.skin 34,

B  head default.skin (3L#E)

tag_head,
h_head,models/players/biker/biker h.tga

B upper default.skin ( | B)

tag_head,

tag weapon,
u_larm,medels/players/biker/biker.tga
u_rarm,models/players/biker/biker.tga
u_torso,models/players/biker/biker.tga
tag torsa,

B Quake 30 -RAMBRLIRE, EXHAULRDLENESE TRERIEMIIERASRE,
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Direct3D AL AR A T THAR (H =48)

B lower defaultskin (&)
| legs,models/players/biker/biker.tga
tag_torso,

SLEREY.skin SCAFUEIR T — A0 ISR —FKECE, fiicH head. md3 SRR, TOARIKEL
HARTA#. LS8 .skin SRR T 3 RN 3 MR, X 3 AREEEAR—K.ga
LM T 5 HLskin SLAHHIR T lower.md3 FHGPIRCR R | biker.tga LB CAF, FHEE

HA—MRid.

SOENS.md3 XM FAHRNERT, FEFEREES, 7£.md3 XHFPEH KR

WSS . R EERA BRSO, N A—H T XHskin XA BB EA.

12.1.3 @I 5 Shader X

.md3 SCHFTE R EOE AT LA 32 {769 RGB B E . 1T Quake 3 519, grB %
BRSNS 2 MR, I ARENEEHTREET 256 MEE. Quake 3 514 shader
SRS REBERLGE, XY shader X F scripts Ht F GEEE, =HIEF
CharacterEngine £l 7 5 —# AR T IR % Quake 3 i shader SCHRBER) . —MER g4
PR ER AT LA AL % B R AL shader /B 1.

shader X R —F XA, BE animation.cfg M skin XPE—8, #RATLUE T A48
#RBIEEN. shader XHRU—F LI IMES RETH, HFE45SEMN. shader £—FF
BIRE A, Quake 3 SIERERATEHHLANBHENERFR, BELOMEEE
shader Tl THEHIC K EEBE B E . shader R4 TIF £ SR B EIEL A 4B %, B
T Quake FF|EH OpenGL 14K 3D API, A7 LUX #5644 6% 20 F OpenGL S 40 HE i 3.
TRuT EATEAR 138 — 3 IR B2 OpenGL LLE M MTT Direct3D S RIZMA. Hil BT LA
8. ~'F modets.shader HFLABEHITIE, BOUHIIT Quake 3 1 pak ST 49 scripts H #F .

RAF A6 —1 shader X4 FF1#t:

// a comment

[the shader name]
i

fsurface attributes]

// a stage
{
[stage attributes]

}

[more stages]

}

IEWPRBTRARS), PR R T ARHE CHIMBHT I B . 45/ shader ZBULIL 2 T45 ik
i, BFNEANE, AT 64 MEF. FHLUFRESHL (), shader BHHRLHES
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B12F% {EA+md3 LH

AR () N,

shader -~ =M EIEXRT. surface B T3 HliE#HE 1% shader I EHBIEETH
T (L, R KIEREE) . stage B content JB M THEHIR I A4 T deformation
B A O JE 8 o 8 Ty R — /N 3R T ) I e PR A A

i md3 #A, REEIL0TF stage B8 content JEM ET . BIPTH, models.shader
RS VXN HMIRE 4 Quake 3 F{E R BIFTH shader S AHI5 %, FE1Y
fip://fip.idsoftware.convidstuff/quake3/tools/Q3 Ashader_manual.doc. iXH id Software 43 S

B Ji shader 3UA%.

L BATRIFA - - F model.shader L FFOR [ “DOOM marine” MR I &4, &L

¥7iX B shader A B HIF T FiE.

models/players/doom/phabos £

{
i
map textures/effects/tinfx.tga
tcGen environment
blendFunc GL_ONE GL ZERQ
rgbGen lightingDiffuse

map models/players/doom/phobos f.tga
blendFunc GL_SRC_ALPHA GL_ONE MINUS_ SRC_ALPHA
rgbGen lightingDiffuse

¥

medels/players/doon/phobos
{
{
map models/players/doom/phobos fx.tga
blendFunc GL_ONE GL_ZERO
temod scale 7 7
tcMod scroll 5 -5
temod rotate 360
rgbGan identity

nmap models/players/doom/phobos. tga
blendFunc GL,_SRC_ALPHA GL_ONE MINUS SRC ALPHA
rgbGen lightingDiffuse

}

models/players/doom/f_ doom
{
{
map models/players/doom/f_doom.tga
}
{
map models/players/doom/£fx_doom.tga
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Direct3D #8442 ( 1)

tecGen enviromment
rgbGen lightingDiffuse
blendfunc gl ONE gl ONE
1

models/plavers/doom/aoom £
i

map madels/players/doom/doom_f.tga
rgbGen lightingDiffuse

map models/players/doom/doom fx.tga
tcGen 2nvironment

rgbGen lightingDiffuse
blendfunc gl ONE gl ONE

}

XA~ DOOM HR G JLATIRRIE] T 4 4RI . S5 phobos fHERY FFUGA

nap Lextures/effects/tiniz.tga

IEATACHS I B 2 BEORM ARG A B 12.3 Fras g ER s p

123 FRIE0GRE

XK AR A, B AR, REREEHOT B TIXGkE0E. Ll RS
Y B8 1 R B T T S BEAR bR
teGen environment
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£ 12¥% #EA*md3 LH
ATHRUB S REEEMES, UTFHRITRMEE T OpenGL HHEEEH.

blendFunc GL CNE GL_ZERG
rgbGen lightingDiffuse

JE G PR (blendFunc) ZEX B ARG &RBT, ST Quake 3 B BRI RN LI
MR & & MR B, mfEEARRNQEEE, 8% maReRE AR KK
LRI

blendFune () “blending function” , 1B RE) J& shader B4 IFE L P — PN HFFER,
alpha #2720 L0 -

FinalCeolor = SourcePixzelColor * SourceBlendFactor + DestPixelColor * DestBlendFactor

SourcePixelColor 1l % 2 tga LUFEICATH ) RGB ER{EE, B id rgbGen Fl alphaGen
RAZLGAX L. 71 shader ', SourcePixetColor #¥ 4% 11 MAP iy 4 J5 R 1t & L {842 ke ki
UM M DestPixelColor NI S aTA7 Fiui£Eniads |1 [0 Bt B4 |

EURAH 8 EPET AN, RHIR (pass) LUBRLKEBENMESHEIH2 L 251
AR ST BRAK B MR & . BBRAS T AWK T 5 B HE BERSR
8. {- Quake 3 5/%1, BRT GL_ONE A1 GL_SRC_ALPHA (M alpha fig H5e 20 r16)
LSk, £L{n SourceBlendFactor £ $#ox F I 4 5 2515 #10% . SourceBlendFactor 4 14 % 7T 2L 411,
OpenGL fEFLAE{IE D ARG M & R B shader FARFIAAY: OpenGL F ¥ 5
& (W[5 giBlendFunc()) K THXE B AME . 3 idfh, Direc3D BIRM T 2419
HMESEH.

HTLEER 7238 GL_ONE, Fi LAESRA M 5 SourceBlendFactor AH3e 5 i i 4F {4
o HANE S A DestBlendFactor 5 GL _ZERO, #%E#E 0. FHit., AMFEES, FHH
) RGB ¥UIGHE 8 0, BIZEH Bea,

£ MoK, CRAETH H PR RIS BN, TSNS RIFAMIZEMaSch, b N B
BTN “rgbGen lightingDiffuse” R FITH AR KL, MWTTKBMAINEG.

Dk, S —Bh B R TR R EE S LR tinfktga, SIS SDERE A S BiEE, b
R Gt IR SE M R £ 3R AR BT

WIEHT B EB BB 5 — K4 phobos fitga 58— KBRS
(WE 124,

map models/players/doom/phobos £.tga

alpha JRAWAET T EL & OpenGL S41:
blendFunc GL_SRC_ALPHA GL ONE MINUS SRC_ALPHA
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4124 Quake 3 “DOOM marine "™ §J4 H &
(id Software $24L )

KB YU T UL T Direc3D Z3:
D3DBLEND SCRALPHA D3DBLEND INVSRCALFPHA

TGRS & S A B Er, LUK XL S ¥ ik .

G 1Y rgbGen {1577~ 3 3838 10 5 7] 0 Gouraud 77 (i R M BIAE, 74 alpha
RAEMLE RS RImEfaEmHE.

Uf, &5 T phobos fHE. BleE, FEMFH — F phobos fifl.

TEMETR EEM & —9K 44 N phobos_fi.1ga (ZCEENSE, i 12.5 Fin. IESZ2%h GL_ONE
1 GL_ZERO, 'Ef1£{LLT Direct3D iy D3ADBLEND_ONE fl D3IDBLEND ZERO.

€125 Quake 3 '1' DOOM/Phobos ##4 i Far 8 s 15
(id Software #Z7)

i “tcMod scale 7 7" 3 i 8 LLES 52 (1 R ¥ K EHT AR (F K aldedgn ) gum A bR ) A2
A2 CHS A AN . IR\ /i ) LR e i iR RER B P (1 S0, “teMod scale 0.5 0.5 4§
PERY K — %, 1M “tcMod scale 2 2™ W8 BB 45 15, “wcMod scroll” FilFi 4kt &
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HEFrBOI R, BRRSINEER RS x Ay RISE. BESL “QR/B” RER,
TLrh YLUIR K 1R IR 06 tga SR AT — F 5 shader BHUGHISER. Al x ERLHE RN L
&l )y (OREE R RS, B, “teMod scroll 0.5 —0.57 $540ER LA%EFb 2 31 27 81 )
TR N AR,

“tcMod rotate” $&hi PR SE RIS B R RN BRSO . R R B0 LU RS 61 A et
1) B0 FEROPRT LU IR 577 ) BERE . 4ET4CHS “tcMod rotate 3607 244 Bt o (203 LA4E 75
360 AU /T e . £ TRAM rghGen, EHSKFA TR RGB .

BT, BMrBmE T SRR, KRBT HEIN. BRI, AF -0
Bl g rEOAIAENS P phobos.tga, FFIEITIE R ST EIBHETIREE, RE BSIXK
AMGH RPN LBURES. BETHEAERETE RN E HE Yy
GL_ONE MINUS_SRC_ALPHA #i3, ¥} HF#R__BrEBMHLM 5 GL SRC_ALPHA #i,
B # 1X AN TR .

B4 alpha A AR T

FinalColor = SourcePixelColor * GL_SRC_ALFPHA + DestPixelColor * GL_ONE_MINUS SRC_ALPHA

# -PNBHANETF Direct3D F1j D3IDBLEND INVSRCALPHA, -4 &% 5 F
Direct3D ) D3IDBLEND SRCALPHA.

A B CAEERS) Ty Quake 3 10 (4] shader 1 &5 ft—Fh+ BRI AS =, ‘EEEN
Bi ¥ Quake 3 ¥ %5 P & B9 OpenGL H# .

A LIRS Quake 3 I shader CF T — A K BIBE . A S THFFE R T DirectX 9
SDK MBIR (effect) PR, BAUTIX RN Quake 3 shader STHFE R, {EIE %50k,

1214 BEXEZ

R ERY P [ “ sounds/player/<modelname>” H 3 F. 7 Quake 3, wav X
raaE IR 22.5kHz. 16 fi. HUEE (BHE) . Quake 3 FIEBERGN G
BH MEMIRET. XM KEUREEN, HEYBREN XS ST —p
REI AL, IR — MR B 1R B IS B 4, M2 =MWBEE KB RIRE,
A sarge B major ) 75 ST FE MR AG B S 0. E 122 ST Quake 3 3] % FTE K
[Rich =3 o SN

BT AT HE R (T B AL 75 o S (R AR “sounds/player/footsteps” H%F. i animation.cfg
SRR footsteps SRR FRE LI, HHEL S EBINT 4 A3CPE. W R AR
animation.cfg 3CAF PR T energy. WIRARS B T4 energyl.wav-~energy4.wav.

B o AR R Guake 3 ERTESR MG,
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F12.2 Quake 3 SIREMBEKHFBH X
X ELICS
deathl.wav ST R
death2.wav SETTHI A
death3 wav ETHIE T
drown.wav WALR A Y
gasp.wav FEAK R R AR S
fallingl.wav BRI P
falll.wav W F 2l s BEROMlE A
jumpl.way BRI S #
" pain00.way L R b O T 7
pain75_1.wav TSGR B RS
painS0_1.way SO%BERE (IR P S 5
pain25_I.wav ' 25% R A B AT [
taunt.wav 6 I ng ey g eeeas

BT E, A E md3 XHEAMNAS. N 7 EH— AR Quake 3 §).md3 304,
BB R T AT,

1215 md3 &t

id Software B2 &A1 4 AE 77 IR0 . md3 SO A T 3k . R dBaRpran, B
RN, i SRR TRl T BAE. K. UL I B X s

fIVF 2R U Bl el d.md3 ot b, http://www planetquake.com/polycount L 52 H fif

~LENN AT Quake 3 M PN ER SR B R I0.md3 0T Nk, PR, R B AEME f
LRPE, Kl ERA s FmEE,

Rid BTCAE B4 £ 3D Studio Max BRI AL B HER A0 T IR HE. 30 B RR) S e R i
CHEMRMBHIL, WRBI AT T . MBHEER PO RE, BoRERE
Ji1 MilkShape 3D, & BT LURBBD R GIE t LG Shmi (1. md3 CfF. "¢ R It uskf:, HEITR
EIHIHE— F RBAL G S F0 %R0 3D Shehif ROV R, (F FESECRER S, Rl
] FAEBRIEM, BB W R825. 6 MilkShape P35 | of DL 25 8 3148 26 U35 &g
Chttp://www.swissquake.ch/chumbalum-soft/index html) .

PRET LUE AT B O3 47 1 BRI PR A AE % 5 tga 85 jpe 480 2B, LE4m Adobe
Photoshop Y Jasc Paint Shop Pro.

A T EABCEER, #RITLAEH] Java MD3 Model Viewer, TH7 T http://fragland.net/
md3view/download. html. BT 5, ©RZE R URIXIAT S BHMEF. EiTEES
A—SAHTHEE, Kk FEE—FERiliEs,
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md3 CPFRIAARTTRAS 4 BAF L%
.md3 {7
.md3 % (boneframe) ;
.md3 Fril:
.md3 ks,
BE md3 S SO LA NSRS A
Mesh B 3F;
Mesh £ 3 4 %R
hdesh_Eifﬁ}%:
Mesh £ HE AR $5,
Mesh I £,
IS AP B KOF AR ML T md3 3T EFIEE A TR

Md3.h

md3 FTRHGRAT T A md3 SO G R W0 md3h T s T — F&R7
RFE TR i

typedef struct
{

char id[4); /id of file, always “IDP3”
int ivVersion; // wversion number
char cFileName[68];
int iBoneFrameNum; // Number of animation key frames
/4 in the whole model=every mesh
int iTagWum; // Number of tags
int iMeshNum; // Numbcr of meshes
int iMaxTextureNum; // maximum number of unique textures used in a md3 model
int iHeaderSize; // size of header
int iTagStart; - /! starting position of tag frame structures
int iMeshStavt; // starting position of mesh structures
int ifileSize:
} MD3HEADER;

iVersion Wi H] FETFRE AR, ZEXE AN 15 1F LA iHeaderSize BY &4 4 108 4~
T BN (K50 i g B 5 AR R A o B R I S B R R T,
iMaxTextureNum 54 0, W, ELLFIRd 3 A3, WX AR My i B S R R SO
PARIE R, T A T4 2 4740.md3 SCAFL R P B B A1 44 T TE W

SEPTOE AT, B T md3 SO PR BRI A

typedef struct
{

FLOAT mins[3]; /f first corner of the kounding box
FLOAT maxs([3]; !/ second corner of the bounding box
FLOAT position[3]; // position/origin of the bounding box
FLOAT scale; // radius of bounding sphere
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char name{16]; // name of frame ASCII character string, NULL terminated

} MD3BOMEFRAME;

ﬁ¢%%%%%%%~¢ﬂm%%#ﬁ~+@%ﬁ(mm®QMm),@%ﬁw%%ﬁ
ﬁmﬁﬁﬂhmmeﬁﬁ%ﬁﬁﬁmﬂgﬁoWﬁ%mﬁ,%¢ﬁﬂ*éﬁi%mﬂmm%m
OFS L

Wﬁﬁﬂﬂ%s%%Mﬁ@%ﬁﬂﬁ%ﬁﬂ%ﬁﬁﬁﬁ*%ﬂ%,W%Eﬂﬁ@&-%
FIA G R, 1F.md3 TR, w R R R B AR S AR RMAR L. BESMBAT,

#%T%mﬁﬁﬁﬂﬁﬁ%%“—W”aNT@ﬂm@mﬁ,ﬁ?M%ﬁﬁmMﬁﬂ%
i, A — AL T AR REESRTN. MR RHE FE, FRAE 12 WiF- -
/i\'*d; i, ﬁ:

m 2AREL

| 12 MR

. 12 AT

PERE - FRD. £08H 4 EH— 2 Hmic.

typadef struct
{
char name[64];

FLOAT position[3]; /{ position of tag relative to the model that contains
// the tag
FLOAT rotation[3]1[3}; // the direction the tag is facing
| MD3ITAG;

i BT 7 R A7 3x3 SR, TUfr BRRE A A = float A1,

T T BA S A AR T2 S, (4 md3 B PERERHS—N. G0 .md3 &
Y AR B AT EE D A e 10 P8 B 2L o X 5 D0 [ B0 0 1 T RS LU ISR AT 7 J R
@, “DOOM marine” {13258 & H3H H GEATLZE M0 H A BR 4 P A PR A AT . AT DR
PRI S F R AR E R RS, O Sk A ST AR R A G T BRIA Y
LA .

BTk E— FMBMEE, THRATIXANMRITHNSHoE AR, =M. S0R4%
by T2 FEAER.

typedef struct

{

char cId{4i:
char cName[68];

int iMeshFrameNum; // number of frames in mesh

int iTextureNum; // number of textures=skins in this mesh

int ivertexNum; // number of vertices in this mesh

int iTriangleNum; // number of triangles

int iTriangleStart; // start of triangle data, rel. to MD3MESHFILE
int iHeaderSize; // Headersize = starting position of texture data
int iTecVecStart; // starting position of the texture vector data
int iVertexStart; // starting position of the vertex data
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int iMeshsSize;
| MD3MESHFILE;

NEHDRNLT DLW T EIINE L. SR 2 YT iHeaderSize M7 1LZE,
iHeaderSize % 4 108, KFLUH (% RALL 68, Al 75 2 = iy 8O (i o (8 &, 1D iTriangle
Start. #f iTriangleNum #&LL TRIANGLEVERT #2684 f A/ JEMI L iTriangleStart /5, 0]
8 5L AR BRI A A RS & B iTecVecStart, 3 7 45 1Y) # B A& LA TEXCOORDS 45 #6 K 7
45 ) T 5 MR AR B A B B iVertexStart.  HF SO A —IRERTF — A T3, T LAKE Tt
AT A, T LA T R K, BT B A S AL

typede! struct

[

SHORT wveg[3];

UCHAR unknown;
} MDIVERTEX;:

MD3VERTEX &5 M7 T — /4~ w280 () #48 Fo— A~ 50 i) UCHAR, iX4~ UCHAR {i it
B P TR UE 4 40 710

12,2 CharacterEngine =Bl FF

CharacterEngine 7 #ilf2F{2 T CD-ROM {1 “Chapter]12\CharacterEngine” H3F, &
12.6 o XA TR0 R AR

W] g — e Quake 3 BURLI JLOTECS  HAbECIEE) ) ;

W Al R R SO K

14 12,6 CharacterEngine 7= I 27

W L T A shader FMRE shaders JHet) #8802 (40048 i 50 i -
| A .md3 MERY S BL—2E shader 245! (Level of Shading, LOS) R,
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Direc3D #HRBAIANTHAE ( H —Ar )
AR, railgun"BORLH Lee David Ash #2 {8 JF AR (AT LA{E http://www.planetquake.
com/polycount 8 BIMI %M A o JEiE 1 Michael Mellor ( Magarnigal) i fF (Bl LAfE

http://www.planetquake.com/polycount F B XA F ) .
B 12,7 4 L iR T L S FRUF ATl g A (5% A BT BoR iR R - fRATEL

), L, K. 1 8ekikFeahm .

B 12,7 e R R AYT
¥ O #ar LU ) B Ak Ts, il 12.8 s, 4% G 8o LT Fra e as, 1%
W B AT LA TT 8k e A2 HERE S, He ¥ R 8 L (¥ +F—8n] LL e A1 shader it & SO T
b, 1% P BERITET SLEE AT LLEE =) e

12,8 EImizg

aikE 12,9 Fras, AMACE@ L — TR OKERERR R, WTLUKEREMEA) T, LUE 0%
o 9 O B 2 o R el B SRR

HEFE s Quake 30— Hike.,
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B 129 Emaiftess

EUF LA — P P A SR T AR e |

.md3 HE N S5 E

A T-.md3 SCRFINAR . 30 8135 66 1 A4 md3.h A md3.cpp s IXLERF PG
MK Q3Player il CMD3Model. Q3Player 41 CMD3Model Lm—f\ﬂhglz EAE
PP OERLAT 5 () 4 A Th i, 8 — R h 4 & md3 CHMR (BRI, 3 A md3
T ERSEFE, | A FRE)

Q3Player M) Akl .

public;
Q3Player ();
~Q3Player():

VOID LoadPlayerGeometry (TCHAR *path);
VOID DeletePlayerGeometry (VOID) ;

VOIO LoadSkins (LEDIRECTIDDEVICES m _pdidDevice, char *path, char *skin);
VOID Free3kins();

%;fﬂchJLJa«eranadervrLPﬁIFEFI’DDLVJkEUnmDu;dmwv-“~ char *cPath, char *eSkin) »
YoID FregPlayerShaders (L POIRECTIDDEVICES m_pd JdDavice) ;
VOID LoadPlayerShader Protile (char *pecFileName) ;

HRESULT CreateVertexNIndexBuffer (LPDIRECT3IDDEVICED m_pd3dDevice);
VOID DeleteVertexNIndexBuffer();

VOID Draw(LPDIRECT3IDDEVICES m_pd3dbavice) ;

VOID Update (FLOAT time):
VOID LoadApim(TCHAR *filename);:
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VOID Update (FLOAT time);

VOID LoadAnim{TCHAR *filename};
VOID SetLowerAnim{int iAnimNumber):;
VOID SetUpperAnim{int iAnimNumber);
VOID DumpAnimInfo{}:

VOID LoadWeaponGeometry (char *cPathj
VOID DeletelWeaponGeometry();

VOID LoadWeaponSkins (LPDIRECT3DDEVICEY m_pd3dbevice, char *cPath, char *skin);
VOID FreeWeapon3kins();

VOID LoadWeaponShaders {LPDIRECT3DDEVICES m_pd3dDevice, char *cPath, char *skin);
VOID FreeWeaponShaders (LPDIRECT3DDEVICE? m_pd3dDevice);
YOID LoadWeaponShaderProfile (char *pcFileName);

VOID SetWorldMatrix (D3IDXMATRIX &matW) { matWorld=matW;)
VOID SetViewProjMatrix (D3DXMATRIX matVP) { matViewProj=matVp; |}

CMG3Model md3Lower, md3Upper, md3Head, md3Weapon;
LPDIRECT3DVERTEXDECLARATIONY® m pVertexDeclaration;

private:
MD3ANIM playerBAnim(25];

int playerAnimLower;
int playerAnimUpper;

LPDIRECT3DINDEXBUFFER? m plB;
LPDIRECT3DVERTEXBUFFERY m_pVB;

D3IDXMATRIY matViewProj;
D3DXMATRIX matWorld;
i
TEFg 3 iR $R I 4 e 0 2 S5 LoadPlayerGeometry()H1 DeletePlayerGeometry()ef $043 %) F
TR S5 TR JLAT4EE . FrE Q3 EHRT LoadSkins()F FreeSkins() e R fn#k
RBERIE X3 MREATINEOR BT S shader #1358 475 H ¥, LoadPlayerShaders()
il FreePlayerShaders()5r BIIMBA BB F AT K SH FHRIH A shader AR E shader, 7
LoadPlayerShaderProfile() ] T N #% shader FIBZ B SCfF, X USARE SO0 A shader B3| i
BAPIMEXLT X452 shader. CreateVertexNIndexBuffer()F Delete VertexNIndexBuffer()
WTEEM BRI S E b5 &R s | Srb st Fi JUA BB #0 A S hiah AR Hh 'S A T5 45 28 ph 22 0
K E AT B . Draw( R $Ub 3 T B IR R BT 35 09 fr 4. Update() ) F % B 5h i 5 1) .
LoadAnim(}M animation.cfg T MM H WzhE, SetLowerAnim()F SetUpperAnim()i ¥ H T
BWEARNShE. B5--N3)E G DumpAniminfo()$ B 5B SR EES— A HE L
tib. FIEBTFFTEH Weapon —idHIBHEEMN - LRNHIEH Player —1A MR .
SetWorldMatrix()F0 SetViewProjMatrixORR U H T B E R FHEANEF . 4 AR FEM).md3 3T
¥4 BI#E7F £ md3Lower, md3Upper. md3Head. md3Weapon 189, #iEE, XLt
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Lindg 1 A~ 3 MREE.md3 3. X TR RITRAT shader, MR- P IIEH. X4
BHOO RV s B 35 R IR 28 i}

CMD3Model XM T-AEH IR 3%, XA EM 5T Q3Player K4 MMM R
#:

class CMD3Model

{

public:
CMD3Model () ;
~CMD3Model () ;

int LoadModelGeometry (TCHAR *filename);
VOID DeleteModelGeometry (VOID) ;

VOID DumpGeometrylnfo (VOID);

VOID UpdateFrameTime {FLOAT fTime);

VOID DrawSkeleton (CMD3Model *md3Model,
LPDIRECT3DDEVICE® m pd3dDevice,
LPDIRECT3DINDEXBUFFERS n pIB,
LPDIRECT3DVERTEXBUFFERS m pvB,
D3DXMATRIYX *viewProj,
D3ID¥XMATRIX *world,
LEDIRECT3DVERTEXDECLARATIONS m_pVertexDeclaration);

int LinkModel {TCHAR *cTagName, CMP3Model *mod);
VOID UnLinkModel (TCHAR *cTagName] ;

VOID LoadSkins (LPDIRECT3DDEVICES m pd3dDevice, TCHAR *filename, TCHAR
*imagepath) ;

VOID DeleteSkins {VOID];

VCID DumpSkinInfo (VOID) ;

VOID  LoadShaders (LPDIRECT3DDEVICES m pd3dDevice, char *pcFileName, char
*pcihaderPath) ;

VOID DeleteShaders (LPDIRECT3DDEVICES m pdidDevice) ;

VOID DumpShaderinfo(VOID);

VOID CalculateNormals? (MD3MESH *MD3Mesh);

VOID ComputeDuDv {const D3DXVECTOR3I& v0 pos, const D3DXVECTORZ& v0_uv,
const D3DXVECTOR3& vl pos, const D3DXVECTORZ& vl uv,
const D3DXVECTOR3&é v2 pos, const D3DXVECTORZé& vi_uv,
TANGENTS& meshTangents);
VOID AverageTriangles({int index, int tri_count, int frame, MD3MESH *MD3Mesh);
VOID GenerateTangent (MD3MESH *MD3Mesh} ;

int iFrame; // current frame to draw
int iMNextFrame; // next frame to draw
int iFps; // frames per second

int iStartFrame:
int iEndFrame;

MO3MESH *md3Meshes;
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MD3HEADER modelHeader;

private:
TCHAR cModelName [512]1; // name for the md3 file
MD3BOWNEFRAME *md3BoneFrames;
D3DTAG *d3dTag; // Direct3D specific
CMD3IMadel **md3Links;
FLOAT f0ldTime;
FLOAT fNewTime;

IDirect3DTextured *pMiniTextureCache [MAXTEXTURESPERMESH] ;

i

JUTEAR M M2 FZhEE Geometry — IR ECKINE, Q@IS F i aS
Skin — A B PR KR I AK, shader WIE AR L 51105 Shader — i ) ol HoR I 4%
CalculateNormals2(). ComputeDuDv(). AverageTriangles(). GenerateTangent()4 MeR&M i1l
FEgM MR BRI BT RLIRR. HP. GenerateTangent()ififil T Compute
DuDv{)F1 AverageTriangles().

CMD3Model BT 4 R SES IR R KBERE LHF md3.bh iR, FEH O EgT—Tie
{Fid TAHRHRE . WEEX NSO T P cache (FEEMTAERS) , TELE
KIREF L AL, XFPELH cache FAR N LURIF, HEIMRMEEREZMN A2
SetTexture() R ¥

EUFJLAD T4 CMD3Model R LA REEMEE, HPEHE: LoadModel
Geometry(). LoadShaders()# DrawSkeleton().

1. LoadModelGeometry()

LoadModelGeometry()eR B H T M8 —.md3 4T AERLAHE. ERtE TS
MY, R ENITr A n B* tan XA P CXERHISERKRL . — 4 md3 THMONE
AfLASF R BATF L2, RIRIX A R Bt 2 3 DL T VR st B L AT 2 HE 110 .

B md3 tiﬁﬂ:
md3 ‘B #& i
md3 ﬁﬁiﬂ:
md3 P
YA B L
P 23 B 44 R
M= R
PR S AR R
PRl R T A
FANRBEUW R

1: int CMD3IModel::LoadModelGeometry (char *f£ilename)
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2: {

3: FILE *md3file;

4 int 1, j;

b

61 // check if file exist

7 if { CheckFile(filename) == 0}

g return -1;

9:

10: // open file

11: md3file = fopen(filename, "rb"):

12:

13: // copy name

14: _tescpy {cModelWName, filename);

15:

16:

17: // read header

158: fread (&modelHeader, 1, sizeof (MDIHEADER), md3file):

19:

20; static char ver[5]; // FiE”

21 wsprintf{ver, "%c%c%cic", modelHeader.id[0], modelHeader. id[1],
221 modelHeader.idf2], modelHeader.id[3]);

23

24 if { stremp(ver, "IDP3") || modelHeader.iVersion != 153
25: {

26: fclose(mdifile);

27 return -2;

28: }

29:

30: // read boneframes

31: md3BoneFrames = (MD3BONEFRAME *) malloc(

32: sizeof (MD3BONEFRAME} * modelHeader.iBoneFrameNum} ;
33 fread (md3BoneFrames, sizeof (MD3IBONEFRAME) ,

34 modelHeader.iBoneFrameNum, md3file);

35:

36 // read tags

37: MD3ITAG *tempTag;

38: tempTag = (MD3TAG *) malloc(

39 sizeof (MD3TAG) * modelHeader.iBoneFrameNum * modelHeader, 1 TagNum} ;
40 d3dTag = (D3DTAG *) malloc|

41: s8izeof {(D3DTAG) * modelHeader.iBoneFrameNum * modelHeader. iTagNum) ;
42 fread{tempTay, sizeof (MD3ITAG),

43: modelReader. iBoneFrameNum * modelHeader.iTagNum, md3file};
£4:

45: for {i=0; i < modelHeader.iBoneFrameNum * modelHeader.iTagNum; i++)
46 {

47 _tescpy (d3dTagl[i].name, tempTagiil.name};

49: d3dTag[i] .matTagi0, 0) = tempTag[il.rotation[0][0];
49: d3dTagfi).matTag(0, 1) = tempTag(i].rotation[0][1];
30 d3dTag[i].matTag (0, 2} = tempTag[i].rotation([0]]2];
51: d3dTagii] .matTag(0, 3) = 0.0f;

52: d3dTag[i] .matTag(l, 0) = tempTag{i].rotation[1][0];
53: d3dTag[i] .matTag{l, 1} = tempTag(i].rotation[l](1];

B . AR OO RON ERASTAY . At ABRM R — & 4 4 char PI%E. Yo PRI wsprintf HEERE—TES 44
?WM$H$,ﬁuﬁﬁ§ﬁ5¢mMMEm1§m(Eﬁ%%ﬁﬁ—%WW)omm,ﬁ#&%ﬁﬁm&ﬁ&%&
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34 d3dTagli].matTag{l, 2} = tempTag[i].rotation[l](2]};

55 d3dTag(i) .matTag(l, 3} = 0.0f;

56: d3dTag(i].matTag{2, 0) = tempTag{i].rotationf2)[0];

g7 d3dTag{i] .matTag{2, 1) = tempTag[i}.rotation[Z2][1];

58: didTag(i] .matTag(2, 2} = tempTag(il.rotation[Z]([2];

59: d3dTag[i] .matTag(2, 2} = 0.0f;

60: d3dTag[i] .matTag(3, 0} = tempTagfi].position[0];

62 d3dTag[i] .matTag(3, 1) = tempTag(i].position[l1];

62: d3dTag[il.matTag{3, 2} = tempTag|i].position{2];

63: d3dTagli] .matTag (3, 3} = 1.0f;

&d: 1

65:

[F delete tempTag;

67

68: /f init links

69; md3Links = (CMD3Model **) malloc(

70 sizeof (CMD3Madel) * modelHeader.iTagNum):

71:

72: for (i=0Q; i<modelHeader.iTagNum; i++)

13: mdiLinks([(i] = NULL;

74:

75: // read meshes

T6: md3Meshes = (MD3MESH *) malloc(

77: sizeof (MD3MESH) * modelHeader.iMeshNum);

78

T3 LONG lMeshOffset = ftell (md3file);

80:

81 for {i=0; i<modelHeader.iMeshMum; i++)

B2: {

B3: fseek{md3file, 1MeshOffset, SEEK SET};

44 fread (&md3Meshes[ i ].meshHeader, sizeof (MDIMESHHEADER),
8% 1, md3file};

Bh:

27: e T T,

8a: md3Meshes{ 1 ].meshSkins = {MD3ISKIN *Imalloc|

89; 5izeof (MD3SKIN) * md3iMeshes| 1 1.meshHeader. iTextureNum) ;
90: fread (md3Meshes[ i ].meshSkins, sizeof (MDISKIN),

91: md3Meshes[ 1 ].meshHeader.iTextureNum, md3file);
92:

93 L e T T,

94 fseek(md3file,

95 1MeshOffset+md3Meshes| 1 ] .meshHeader.iTriangleStart,
96: SEEK_SET);

a7: md3Meshes[ i }.meshTriangles = (MD3ITRIANGLE *) malloc|
98: sizeof (MD3TRIANGLE) * md3iMeshes| 1 ] .meshHeader.iTriangleNum);
899: fread(md3Meshes( i ].meshTriangles, sizeof (MD3TRIANGLE},
100: md3Meshes|[ i ] .meshHeader. iTriangleNum, md3file);
101:

102: {/ =L

103: fseek (md3ifile,

104: iMeshOffset+md3Meshes( i }.meshHeader.iTecVecStart,
195: SEEK_SET) ;

106: md3Meshes[ i ].meshTexCoord = (MDITEXCOORD * malloc{
107: sizeof (MD3TEXCOORD) * md3Meshes| i 1 .meshHeader. iVertexNum} ;
108: tread (md3Meshes( i |.meshTexCoord,

104: sizeof (MD3TEXCOCRD) ,
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110: md3Meshes[ i ].meshHeader.iVertexhum, md3file);

111: .

112: Jf —mmmmm oo

113: foeek(md3file,

114: 1MeshOffset+md3Meshes[ i ].meshHeader.iVertexStart,
115: SEEK_SET):

116: nd3Meshes[ i |.meshvertices = (MD3VERTEXEX *) malloc(

117: sizeof (MD3VERTEXEX) * md3Meshes[ 1 ].meshHeader.iVertexNum *
118: md3Meshes| i ].meshHeader,iMeshFrameNum] ;

119:

120: MD3VERTEX *meshTempVertices;

121: meshTempVertices = (MD3VERTEX *} malloc(sizeof (MD3VERTEX) ~
122: md3Meshes| i ].meshHeader.iVertexNum *

123: md3Meshes [ i1 ].meshHeader.iMeshFramekum) ;

124: fread {meshTempVertices, sizeof (MD3VERTEX},

125: md3Meshes[ 1 ].meshHeader.iMeshFrameNum *

126: rd3Meshes[ 1 ].meshHeader.ivVertexNum, md3file);

127

128: for (3 = 0; j < md3Meshes[ i ].meshHeader.iVertexzNum *

129: md3Meshes| i ].meshHeader.iMeshFrameNum; j++)
1306z {

131: // The /64 is a constant scale factor that is used to
132¢ // convert the md3 model verts from shorts to floats.
133 rd3Meshes[ i ].meshVertices f j ].vVector([0] =

134: (FLOAT) meshTempVertices(i].sVectorl[0] / 64;

135: md3Meshes|[ 1 ].meghvertices [ J ].vVector(l] =

136: {FLOAT) meshTempVertices[j].sVector{l] / &4;

137: md3iMeshes[ i ].meshVertices [ j ].vVector(2] =

138: {(FT.OAT) meshTempVertices[j].sVector[2] / 64;

139:

140; P P

1471 The normal information in the md3 file is stored as two
142 unsigned chars to save space. These chars contain the
143: spherical coordinates of the normal.

144:

145: The first byte is longitude and the second byte is latitude.
146: You may find This information in mathlib.c in the

147 NormalToLatLong () funection in the Quake3 tools socurce code.
148: */

144: // mdiMeshes|{ 1 ].meshVertices [ j }.vNormal =

150: // fCalcNormals[meshTempVertices[j].cNormal[0]}

157 // [meshTempVertices[j].cNormal[l]];

1h82: }

153 f e e

154: /{ Calculate Normals and Tangents

155 // store them in files for faster startup

156: f e e e

157: FILE *File;

i58; DWORD dwNumberOfVertices;

159: TCHAR cMeshName[68];

160:

161; dwNumberQfVertices = md3Meshes(i].meshHeader. iMeshFrameNum *
162+ d3Meshes(i) .meshHeader.iVertexium;
163:

164: // allocate memory for tangents

165: md3Meshes[i] .meshTangents = (TANGENTS *) malloc
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166:
167:
160:
16%:
170:
171
172:
173:
174:
175:
176:
177
178:
179
180
181:
82:
183;
184:
185:
186:
187:
188+
189:
190;
191:
192;
193:
199:
195:
196;
197:
198:
1949;
00
z2d1:
202:
203
204:
204
2063
207:
208:
209:
210:
211
212
213:
214:
215:
216:
217:
218:
219:
220:
221:

sizeof (TANGENTS) * dwNumberCfVertices):

// Calculate Normals
// store the normals in a file with the extension *.nor

// read normals from this file to speed things up
int z = 0;

// read in for example hunter\ when cModelName stores
// hunterihead.md3
while (! {cModelNameiz - 1] ~= '\\'])

cMeshName [z] = cModelName [z++];

// adds to hunter' for example legs 1: hunterilegs 1
for (int y = 0; y < strlen(md3Meshes[i].meshHeader.cName); y++)
cMeshName fz++] = md3Meshes(i].meshHeader.cNane[y]:

/{ saves mesh name in an extra array and adds the terminating \0
TCHAR cNormalName[6B];

memcpy {cWormalName, cMeshWame, sizecf (cNormalName) );
cNormalName [z] = '\0F;

// add the appendix .n
strcat (cNormalName, ".n");

// check 1f file exists
if { CheckFile(cNormalName) == Q)
{
CaleulateNormals2 (emd3Meshes[i]};

// open file
File = fopen{cNormalName, "w+bh");

tor{int y = 9; y < dwNumberOfVertices; ¥4}
fwrite(
&mdBMeshes[i].meshVertices[y].uicompressedVertexNormal,
sizeof (UINT), 1, File}:

// close file
folose (File);
1
alse
{
/{ open file
File = fopen{cNormalName, "rb");

forfint y = 0; y < dwNumberOfVertices; v+t
fread(
&mdSMeshes{i].meshVertices[y].uiCompressedVertexNormal,
sizeof (UINT), 1, File):

/f close file
fclose(File);
}

// Calculate tangent
// store the tangent in a file with the extension *.tan
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// read tangents from this file to speed things up

// check if file exists

TCHAR cTangentName[68];

memcpy (cTangentName, cMeshName, sizeof (cTangentName) };
cTangentName[z] = “\OY;

// add the appendix .t
strcat (cTangentName, ".t"};

// check 1f file exists
if ( CheckFile({cTangentMame} == 0)
i
GenerateTangent {&md3Meshes(il}:

// open file
File = fopeni{cTangentName, "wtb"};

// write tangents into file
for{int y = 0; y < dwNumberOQfVertices; y+4)
fwritel
gmd3Meshes[1] .meshTangents([y}.vCompressedTangent,
sizeof (UINT), 1, File};

/f close file
felose (File);
]
elze
{
// epen file
File = fopen{cTangentHame, "rb"};

// read tangents
for{int v = 0; y < dwNumberCfVertices: y++)
fread(
amd3Meshes [i] .meshTangents[y] . vCompressedTangent,
sizeof (UINT), 1, File};

// close file
fclose(File)
}

delete meshTempVertices;

1Meshoffset += md3Meshes[ 1 |.meshHeader.iMeshSize;
md3Meshes[i].iNumTextures = NULL;

for (j = 0; j < MAXSHADERPROFILE; j++}
{

md3Meshes [1].iChoosedShaderLevel [j] = HWULL;
!

for {j = 0; j < MAXSHADERLEVELINMESH; j++)
!
md3Meshes[1].pVertexShader[j] = 0;
md3Meshes [1] .pPixelShader [i} = 0;
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278:

279: for (j = 0y j < MAXTEXTURESPERMESH; j++}
280; {

281: md3Meshes [1].pTexturesInterfaces{j] = 0;
282: }

283: 1

284

285: // cloge file

286: fclose (md3file)

287:

2BB: // ncte: the last frame for the guake3l model is
289: // header.numBoneFrames - 1

290: modelleader. iBoneFrameNum -= 1;

29%1:

292: // set the start, end frame

293: iStartFrame = {;

284 ; iEndFrame = modelHeader.iBoneFrameNum;

295; g

296 return 1;

297: )

298:

299:

F 114 TTRERE THEMN.md IHATEE. B 16~28 TRBIERBESHOET
MD3HEADER #i#y, #3U%&% “IDP3” , BECHIMIKAS S 15. 0B LRI NGE
RRA AR, BB IR [ — 4 R bad header” IR [FIE . MR 102 S T B EEMIH0 %
& (iBoneFrameNum) , 3 30~34 TR T FROXES B8 N TE. md3.h TR
MD3BONEFRAME £ # B7EA Rl “Md3.h” —FH A4t 7. GRS RLHES AR R
ERITT S, 1B B ) B B AR A R R S h 2 e

F 36~ TR T B EREMAE, FCElRT, H TSR & RHM0.md3
MR, RBEMNICHEFIEAFEIRD. $ 4566 IR X SR IC s B A — P A E X
D3DTAG £5#, Z A LL A —F# 7 2R 17 R 4 MD3TAG #3010 3x3 BeS5a % A A B 0L

MO ~TI BN T B (ink) ” BIRAF, XESEEETHE- M
H.md3 XS AN, SR F RGBT —MER L i, AL R HER T
LA lh, REESAKF) . DrawSkeleton(VK 55 iX M, i e 6 > md3 %
B M ERIRTT MR A AN, EDSRR TIX— R e .

& TR A UL {5 B MD3MESHHEADER %5 #3548 3038 58 75152 frilaie
HRY MD3MESH I FH KL .. &8,

typedef struct
{

MD3MESHHEADER meshHeader;
MD3ISKIN *meshSkins;
MD3TRIANGLE *meshfTriangles;
MD3TEXCOORD *meshTexCoord;
MD3IVERTEXEX *meshVertices;
TANGENTS *meshTangents;
int iNumTextures;
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LPDIRECT3DTEXTURES pTexturesInterfaces [MAXTEXTURESFERMESH] ;
LPDTRECT2DVERTEXSHADERY pverterShader [MAXSHADERLEVELIHMESH] ;
T.PRTIRECT3IDPIXELSHADERS pPixelShader [MAXSHADERLEVELINMESH] ;
int iChoosedShaderlevel [MAXSHADERPROFILE] ;

} MDIMESH;

BTG T TREAR . ST, SRS, WAEE. PR, QB O, TR shader
AR E shader 8iF . 55k, TEMERF T HRAZRIEFTEER shader FH]. HPHHE R EET
e B R EHRM#TIE 3 N 16 RET. REIREFFEEER N 32 MHEAHE,
A DR FCBR LA 64 SRk AF T — M8 IXRET T 00 A6 AT A 22, JF BB — R Bl R IR I
SRRV REXE . S, — N ERRERAR BTN ARG 16 MBI AR T A
shader *F £, JFFLTH A shader R HAHATHEM . 58—, 7RG FEFF I 7 06 I RO A% BriR fi o ek
PR & BRI R R W B — A S TR bR R, T i BRI AR B
BB D . A FETR UL AL B A T BTN E R, Tk B s,
Fr LUK 75 B4 ] CaleulateNormals2() 66 ¥k 5o %t B 397 tH B a8, _

# 153261 1P UMIHE IR TIEERRIIZ. TERAT 26T, EEBYF QuantiseVector()
R EORIRER R DR [ 48 A 32 fU PRI, XA CalculateNormals2()f! GenerateTangeut()i
Hh TR

WRACHD Fr W ob Je) 2 (AR B WG H 3 BT U 1L

2. LoadShaders()

LoadShadersORR M E L A+ sha B O, XU CHARTEES shader RIS AFD
shader FJZ& 5. tower_default.sha XA A AT

lower mesh0l, shaders/ColorNOneTexture, vsh, shaderievel(
lower:mesh02,shaders/ColorNOneTexture.vsh,shaderlevelO
1_legs0l, shaders/ColorNOneTexture.vsh, shaderlevel(
lower_mesh0l, shaders/OnlyOneTexture.psh, shaderlevel0
lower mesh02, shaders/OnlyOneTexture,psh, shaderleveld

1 _legs0l, shaders/OnlyOneTexture.psh, shaderleveld

lower meshQl, shaders/diffuse.vsh, shaderlevell

lower _mesh0Z, shaders/diffuse,vsh, shaderlevell
1_legs0l,shaders/ColorNOneTexture.vsh, shaderlevell
lower_mesh01, shaders/diffuse.psh, shaderlevell

lower mesh0Z, shaders/diffuse.psh, shaderleveli
1_legs01, shaders/OnlyOneTexture.psh, shaderlevell
lower_meshl1, shadersz/diffspec.vsh, shaderlevel?
lower_mesh0Z, shaders/diffspec.vsh, shaderlevel?

1 legs01, shaders/ColorNOneTexture.vsh, shaderlevel?
lower mesh01,shaders/diffspec.psh,chaderlevel?
lower_meshOQ,shaders/diffspec.psh,shaderlevelZ

1 _legs01, shaders/OnlyOneTexture.psh, shaderlevel?

B3 (HES ST R KIZFR. lowermd3 B =R - lower_mesh01 .
lower_mesh02. 1 legs01., ¥ LN MAREL . + 0 BHIA shader, IX =PI 1518 F
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S ColorNOne Texture.vsh 5 BT /5 shader F13L1T: OnlyOneTexture.psh A {R 3 shader. Fis
1 5 shader ', X =-PP#REH diffuse.vsh G TH S shader #11 diffuse.psh MK ER
shader, HKULKHE. XKE, FEEA shader ZLAIT, A 8 AT LLER B0 FERG TR A shader FD
% % shader.

'ry%h, dragon_shader.profiles AR E R — MR

shaderprofilel

headdl, shaderlevell
lower_meshOl,shaderlevelo
lower_mesh02,shaderlevelﬂ
1 legs0l,shaderleveld
upper_mesh(l, shaderlevell

shaderprofilel

head0l, shaderlevell
lower_meshOl,shaderlevelo
lawer_meshDZ, shaderlevell
l_legsOl,shaderlevell
upper_meshCl, shaderlevell

shagerprofile?

head(l, shaderlevell
1ower_meshﬂl,shaderlevelo
lower mesh02,shaderlevel?
1 legsdi, shaderlevell
upper mesh01, shaderlevell

shaderprofiled

head(l, shaderlevell
lower_meshUl,shaderlevell
lower mesh02, shaderlevell
1 leysD:,shaderlevell
upper mesh0l, shaderievell

shaderprofiled

head(1, shaderlevell

lower mesh01,shaderlevel?
lower mesh0Z,shaderlevell
l_legsOl,shaderlevell
upper_meshOl,shaderlevell

shaderprofiled

head0ll, shaderlevell

lower mesh0l, shaderlevell
lower mesh0Z, shaderlevell
1 legs0l,shaderlevell
upper_meshOl,shaderlevelo

shaderprofiled

head(l, shaderlevell

lower mesh01, shaderlevell
lower mesh02,shaderlevell
l_legsOl,shaderlevelO
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upper mesh0l,shaderlevell

XS A AR EE PR fE* sha SO IEHE— shader &%), )41, 7E shaderprofileS
B lower_meshO1 2246 B 1 42 5[ shader FEX F& 80 J5 £1/1% 3 shader, i P& tower_mesh02
M2 0 5 shader FrEEAMTH /AR E shader. 7E*.shader LFHIEE — P HrCH
shaderprofile {8 1j LU —~ k#5544~ shader RANPLFRALHK . (*.sha CfFH, shader HH| 5
KAy 2 TH AR E shader IR R, B 12.10 R TEXMXHR.

shaderprofile1
head01 shaderleveld
‘/

*.sha file

P

vartexshader vsh pixetshader. psh

B 12.10  shader B3l (Level-of-shadeing) R4

R S FE ] LAY 3438 X 1~ shader BRE U, 48 shader KANMAH, AT MIZIERE
FTH £ shader F1{8 3= shader M8 & . — AR AT LUAR B R RD 5 HEAR LAY PE 35 K 1% $ A< R ¥) shader
25, W@ eTEAEBE £ shader KR L.
LoadShaders() PR ] T M * sha LI INM# I A shader #1183 shader. Q3Player F5HIAL 4
tR %Y LoadPlayerShaderProfile()f] T-in#% shader AU E 0.
LoadShaders() &K% X *.sha US04 R B A BRNEZ. LTFEARBMNE T A
shader £& %11 TR shader PR E shader.

1: vold CMD3Model::LoadShaders (LPDIRECT3DDEVICEY m pd3dbevice,
Z: char *pcFileName, char *pcShaderPath)
a: i

4 LOGEUNC ("LoadShaders () ") ;

I

<H FILE *ShaderFile;

T CHAR cMeshName{16];

B: CHAR cShaderName{256];

9: CHAR strTokenfl{24], cPath|1024];

10: CHAR pcTextLine[1024];

11: BOOL bMesh, bTag, bShader, bS3haderlLevel;
12; int iShaderlevel;

13:

14: // open *.sha file

15: if { CheckFile{pcFileName) == Q)

16: return;

M

18: ShaderFile=fopen(pcFilelName, "rt"):

19:

20: while { !feof (ShaderFile) )

21: {
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22; bMesh = FALSE;

23 bTag = FRLSE;

243 bShader = FALSE;

25: bshaderLevel = FRLSE;

26

27 // scans a whole text line

28: fscanf (ShaderFile, "%s", pcTextline);

29:

30 wnile (pcTextLine && pcTextLine [0])

31: {

37 // returns in strToken a word of a textline

33: // returns in pcTextline the next word of this textline
34; // Reads only words consisting of chars, numbers,
35: // points and underscores

36 ParseTextLine {pcTextLine, strToken);

37:

34 // get mesh name

39 if (bMesh == 0 && bShaderlLevel == 0)

40 {

471 ﬂtcscpy(cMeshName, _strlwr{strToken});

4z bMesh = 1:

43,

a4 else 1f [ ¢ strstr{_strlwr(strToken), v wsh™y ||
45: strstri{strToken, ".psh"}} &&

46; bMesh == 1 && bShader == 0}

473 {

48: _tcscpy(cShaderName, strToken):

49; bShader = 1;

50 1

51:

521 // get shaderlevel

53: else if ((strstr{strToken, "shaderlevel”)} &&

54 bShaderLevel == 0 && bMesh == 1 && bShader == 1)
55: {

S56: iShaderLevel = ParseNumber {(strToken);

57 bShaderLevel = 1;

58: ]

549; }

60;

61: // create vertex and pixel shaders

62: if {bShader)

63: {

64: wsprintf(cPath, "%s\\%s", "shaders", cShaderName}:
65:

66 // Ouest for the right mesh

[ int i = 0;

68: while (lstrstr(md3Meshes[i++].meshHeader.cName, cMeshName) )
69: {

T if (modelHeader.iMeshbum < 1)

Tl {

72 LOG{"Didn't find a Mesh with the Name: " +
73: string{cMeshName}, Logger::LOG_ERR};
T4 fclose (ShaderFile); B

75: return;

T6: }

17 }
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78: i--;
79,
a0: if (strstr{cShaderName, ".vsh"}}
81: {
821 TCHAR strVertexShaderPath[512];
B3 LPDADXBUFFER pCode;
g4 HRESULT hr;
85
B6: DWORD dwFlags = 0;
B
ga: #if defined( _DEBUG ) || defined{ DEBUG )
8Y: dwFlags |= D3DXSHADERJDEBUG:
90; $endif
g91:
92; hr = DXUtil_FindMediaFiler(strVertexShaderPath,
93: sizeof (strVertexShaderPath}, cShaderName) ;
84; hr = D3DX¥AssembleShaderFromFile {strVertexShaderPath,
951 NULL, NULL, dwFlags, &pCode, NULL}
96 hr = m_pdeDevice—>CreateVertexShader(
37: {DWORD*)pCode—>GetBufferPointer(},
98 &md3Meshes[i}.pVertexShader[iShaderLevel}};
9%
100: if (! {FAILED{hr)))
101 {
102: CHAR strDatall28];
103: wsprintf{strData,
104: rcreated Vertex Shader: %s for Mesh: %s with handle #%d°,
105: cShaderName,
106: cMeshName,
107+ md3Meshes [1] .pVertexShader [iShaderLevel]);
108+ LOG (string (strbata}, Logger::LOG DATA);
109: } B
i10: else
111: {
112: L0G ("Could not load Vertex Shader " +
113: string{cShaderName) + "for Mesh " +
114: string{cMeshName), Logger::LOG_ERR};
115: md3Meshes[i].pVertexShader [iShaderLevel] = 0;
116: ]
117: 1
118: if {strstr(cShaderName, ".psh"}}
115+ {
120: TCHAR strPixelShaderPath(512];
121: LPD3DXBUFFER pCode;
122: HRESULT hr;
123:
124: hr = DXUtil FindMediaFileCbk{strPixelShaderPath,
125: sizeof (strPixelShaderPath), cShaderName);
126: hr = D3DXAssembleShaderFromFile (strPixelShaderPath,
127 NULL, NULL,NULL, &pCode,NULL):
l28: hr = m_dedDevice->CreatePixelShader(
129: {DWORD*) pCode->GetBufferPointer (},
130: gmd3Meshes [i].pPixelShader[iShaderlevell);
131:
132: if (1 {FATLED{hr)))
133: {
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134; CHAR strData[l28);

135: wsprintf {strData,

136: ncreated Pixel Shader: %s for Mesh: %s with handle #34",
137: cShaderName,

138: cMeshbame,

139: md3Meshes[i].pPixelShader [iShaderLevel]};
140z LOG (string(strbata}, Logger::LOG_DATA);

141 }

142: else

143: {

144: LOG ("Could not load Pixel Shader " +

145: string (cShaderName) +" for Mesh " +

146: string (cMeshWame), Logger::LOG_ERR};

147: md3Meshes [1] .pPixelShader[iShaderlevel] = 0;

148: 1

149: }

150: 1

151: ¥

152 fclose {ShaderFile);

153: }

5 15~20 1/ INE T shader ST, 555 28 17ARFS, RS IEELR fcanf() A
shader THEMIEA—FFNA. utility.cpp L1 ParseTextLine()efi BUZE 1A Hudi X 47 3O,
SIGREGL S . BE. AR FRIKLERME . 3T #HE “lower_meshOl, shaders/
OnlyColor.vsh, shaderlevel0” , ZHT&5 R4 T

cTokenString PRI peTextLine RN A
o1 AR lower mesh0l , shaders/OnlyColor.vsh, shaderlevel0
B2 IR ' shaders/OnlyColor.vsh, shaderlevelQ
%3 WA shaders /OnlyColor.vsh, shaderlevel0
&4 WIRH: / OnlyColor.vsh, shaderlevel0
5 WIRH: onlyColor.vsh ,shaderlevell
6 Bl . shaderlevel0
7 IR shaderlevel0 73

REB T R EARREE PSS ASCH XA H. B 3958 ITHESHT
ParseTextLine()iR IR . TERXARHIh, MICATREH 3 M. FI#EHFK, shader K
Fil shader B 5. M ERRRIXA AN, BULRASHSHHHR. shader BIFLLY &
4% ysh m* psh 1E R A5 iHF. 13K shader £ BE TR IENF PR FITE “shaderlevel” ,
KB BT R EDE 3548 shader B 5. XA E ST T80 A K% sha. *.skin A
* profile X4

{ERIETA S shader F1{§ % shader Z B, 5 68~78 TAUB A 7E.md3 R TR M.
TR S5 % shader MIFTHIFN shader £ B ZAE A M4 MD3MESH H. XA R )
shader LA T, TidE HLSL. B HLSL HiF3[/0T AR 08, FEETT 4R
B RT3 AT LA AL shader FI4ERE, T HLSL 48188 W §ETTHE B UL RITE AR Y .
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ATHER AP HERR Ceffect) LAHEATR N shader BRIRE shader Xt 2 RAE % FFH
A A () shader) , RESERLT LK.

u
]
u
]
u
HaE:
»

f#/ DXUtil FindMediaFileCb()i# % shader;

{EH] D3DX AssembleShaderFromFile(}4f SR 1TN 4R+

fi F CreateVertexShader()2R CreatePixelShader()i & i £/18 % shader:

{¥ M SetVertexDeclaration() ¥ & I £ shader )75 9.

11} SetVertexShaderConstant*()5%, SetPixelShaderConstant*() ¥ & TH £/4% Z shader &9

A SetVertexShader()rf SetPixelShader()t% BT 5./18 % shader.

7ok, WHE T LOGO®RY. BHTHUERERTAH applog. BAMLIERMET
logger.h 1 logger.cpp F. 'EIHjfE % Paul Nettle L\ ZH5ix KA A BT .

CMD3Model 11y LoadSkins()FR I Q3Player K1 6 Load* (M ERE, A
BAA R (M B 2R 04 f

3. DrawSkeleton()

DrawSkeleton()' /| DrawIndexedPrimitive()HF— MR K] 5 47 I b 8 42 15131 5 7 28 b
A BTN F—4md3 3OO B05E R I M8 . 872 P22 (C 5 3 head.md3
BFEERR, A MR A R S g R,

1% B %4 1] TH A4 shader 4245 T P #7E worldviewproj #iFf. ARG, BENMEME. 5
WIRHR L. AN R4

[ SR e LR L BN O R

=
[ - T

[ e T RS
[l =R = N I, SRS | T Y

[
[V %]

b
.

—
(3]

void CMD3Model::DrawSkeleton {CMD3Model *md3Model,
LPDIRECT3DDEVICES m_pbevice, LPDIRECT3IDINDEXBUFFERS m_plE,
LPDIRECT3DVERTEXBUFFERS m_pW¥B, D3DXMATRIX *matViewProj,
D3DXMATRIX *matWorld,
LPDIRECT3DVERTEXDECLARATICNY m pVertexbeclaration)

// draw one of the up to four md3 models
/7 1. lower.md3

// 2. upper.md3

// 3. optional: railgun.md3

/7 4. head.md3

DIDXMATRIX matllip, matTemp;
int i, j: // counter
int iCurrMesh, iCurrCffsetVertex, iNextCurrOffsetVertex;

// interpolation factor
FLOAT fPol = md3Model->iFps *
{md3Model->fNewTime - md3Model->£01dTime) ;

/{ interpolation constant
DIDXVECTOR4 intpol (fPol, 1.0f » 0.5, 1.0f);
m_pDevice->SetVertexShaderConstantF (17, (float*) &intpol, 1);
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25
26:
27
28:
29:
30:
31:
32
33
34:
35:
36:
37
38:
39:
40
41:
42:
43
44
45:
46:
47
48:
49;
50:
51:
52:
53:
54:
55:
56:
57:
58:
59:
al:
61:
62:
63:
64
(K
66
67:
68:
69:
70
71l
T2:
73:
74
75:
T8
TT:
7B
79:
80:
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for {(iCurrMesh = 0; iCurrMesh < md3Model->modelHeader.iMeshium;

{

iCurrMesh++)

MD3VERTEXBUFFERSTRUCT* pVertexBuffer;
m_pVB—>LOCk(0, 0, {VOID**)&pVertexBuffer, D3DLOCK_DISCARD);

WORD *pIndices; // fill index buffer
m_pIB->Lock{(Q, 0, (VOID **)&pindices, D3DLOCK DISCARD);
DWORD dwlndexBufferCounter = 0;

iCurrOffsetVertex = md3Model->iFrame *

nd3Model ->md3Meshes [iCurrMesh} .meshHeader. iVertexhum;

iNextCurrOffsetVertex = md3Model->iNextFrame *

/

md3Model->md3Meshes{iCurrMesh] .meshHeader . iVertexNum;

/ fill index buffer

for (i = 0; i < md3Model->md3Meshes[iCurrMesh].meshHeader.

iTriangleNum; i++)

for (j = 0: 1 < 3; j++}
pIndices[dwlindexBufferCounter++] = (WORD} md3Model-»
mdiMeshes [iCurrMesh] .meshTriangles{i].index[j};

for{(i = 0; i < md3Mcdel->md3Meshes[iCurrMesh) .meshHeader.

{

iVertexNum; i++)

// interpolated vertices -———s-ws—mmmmm
// pseudo code: CurrVertex.wPosition + fPol *
Iy {NextVertex.vPosition - CurrVertex.vPosition);
pVertexBuffer[i}.vPosition =
md3Model->md3Meshes [iCurrMesh] .

meshVertices[iCurrOffselVertex + i}.vVector + fPol *

{md3Model->md3Meshes [iCurrMesh] .meshVertices
[iNextCurrDffsetVertex + 1i)].vVector-md3Model->»
md3Meshes [iCurrMesh] .meshVertices
[iCurrOffsetVertex + i].vVector);

pVertexBuffer[i] .viCompressedVertexNormal =
rd3Model->md3IMeshes [iCurrMesh] .meshVertices
{iCurrOffsetVertex + i].uiCompressedVertexNormal;

pVertexBuffer[i] .uiCompressedvertexNormal? =
md3Model->md3Meshes [iCurrMesh) .meshVertices
[iNextCurrOffsetVertex + i].uiCompressedVertexNormal;

/{ texture coordinates ——===-==m-e—ooooooo
pVertexBuffer[i].vTexCoord = md3Model->md3Meshes{iCurriesh].
meshTexCoord[i].texves;

// tangent vectors, two for interpolation
pVertexBuffer[i] .vCompressedTangent =
md3Model->md3Meshes[iCurrMesh} . meshTangents
[iCurrOffsetVertex + i].vCompressedTangent;
pVertexBuffer(i].vCompressedTangent? =
md3Model->md3Meshes [iCurrMesh] .meshTangents
fiNextCurrOffsetVertex + i}.vCompressedTangent;
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81:

B2 m p¥VB->Unlock(});

83: m pIB->Unlock{);

g4:

85;: f/ world ¥ view * proj matrix

8§61 D3DXMATRIX matTemp;

B7: D3DXMatrixMultiply (ematClip, matWorld, matViewProj);:

BR: D3DXMatrixTranspose {&matTemp, &matcClip) ;

g9: m_phevice-rSetVertexShaderConstantF (8, {float™) ématTemp, 4};
an:

91; // world matrix

92: D3DXMatrizTranspose (&matTemp, matWorld);

93: m_plevice->SetVertexShaderConstantF{0, {float*)amatTemp, 4);
94.

95 m_pDevice->SetVertexDeclaration{ m pVertexbeclaration };
96:

97 // set vertex shader

98: m_pDevice->3etVertexsShader (md3Model->md3Meshes [iCurrMesh].
99: pVertexShader [md3Model->md3Meshes [1CurrMesh] .

100;: iChoosedShaderlLevel [1ShaderProfilel));

101:

102: // texture caching

103: 1f (md3Model->md3Meshes [iCurrMesh] . iNumTextures > 0)

104: {

105: for {1 = 0; 1 < md3Model->md3Meshes [iCurrMesh] . iNumTextures;
106: i++)

107: {

108: if ( pMiniTextureCache[i] !'= md3Model->md3Meshes
109; {iCurrMesh}.pTexturesInterfaces[i]])

110: {

111: pMiniTextureCache [i} = md3Model->md3Meshes
112: [iCurrMesh].pTexturesInterfaces{i];

113: m_pDevice->SetTexture (i, pMiniTextureCache{i] );
114: }

115: }

116: }

117:

118; // set pixel shader

114: m_pDevice—>SetPixelShader(md3Model—>md3Meshes[iCurrMesh].
120: pPixelShader[md3Model—>md3Meshes[iCurrMesh].

121: iChoosedShaderLevel[iShaderProfileJJ};

122

123:

124:

125: // set the vertex buffer

i2e: // == specify the source of stream 0

127; m_pbevice->SetStreamScurce( 0, m_pVB, 0,

128: sizeof(MDBVERTEXBUFFERSTRUCT});
12%:

130: // set the index buffer

131: m_pDevice->3etIndices(m_pIB);

132:

133: // ... rendering

134: m_pDevice-)DrawIndexedPrimitive(D3DPT;TRIANGLELIST,

135; 0,

136: 0,
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137: // number of vertices

138: md3Model->md3Meshes [iCurrMesh] .meshHeader. iVertexNum,

139: ¢,

140: // number of primitives

141: md3Model->md3Meshes {iCurrMesh] .meshHeader. iTriangleNum) ;

142; }

143:

44 /{ interpolate position of tags of lower.mdl (md3lower},

145: /{ upper.md3 (md3upper) and optional railgun.md3 (md3weapon)

146: // Not: head.md3

147 CMD3Model *modellink;

148:

149: D3DXQUATERNICN quatFromMatrix, gquatFromMatrix2, quatResult;

150; DI3DXMATRIX matFrame, matNextFrame;

151: .
152: int iModelFrame = md3Model->iFrame * md3Model->modelHeader.iTaglum;
153 int iModelNextFrame = md3Model->iNextFrame *

154: md3Model ->modelHeader . iTaghum;

155:

156: for (i=0; i < mdiModel->modelHeader.iTagNum; it+)

157: {

158: // polnter to a model class

158: modelLink = md3Model-»>md3Links{i];:

160:

i6l1: if {modellink)

1a2; i

163 // rotation matrix

164: matframe = &md3Model->d3dTag| iModelFrame + i].matTag.m[0][0];
i65: matNextFrame = &amd3Model->d3dTag{ iModelNextFrame + i].

166: matTag.m[Q] [0}F;

167:

168: // quaternion slerp interpolation

169 b3DXQuaternionRotationMatrix (dquatFromMatrix, smatFrame);
170: D3DXQuaternionRotationMatrix (équatFromMatrix2, &matNextFrame);
171: D3DXQuaternionSlerp {kquatResult, &quatFromMatrix,

172: gquatFromMatrix2, fPol);

173 D3DXMatrixRotationQuaternion (ematTemp, &quatResult};

174z

175: // interpolated pesition vector

176: // Pseudo code: Position[0] + £Pal * (nextPosition[0] - Position[0]) ;
177: matTemp[12] - md3Model->d3dTag[ iModelFrame + i} .matTag.

178: m[3][0] + fPol * (md3Model ->d3dTag| iModelNextFrame + i].
179; matTag.mf3]1 (0] - md3Model->d3dTag[ iModelFrame + i].
180; matTag.m[3] [0);;

181:

182: matTemp [13] = md3Model->didTag| iModelFrame + i] .matTag.

183: m{3)[1] + fPel * {md3Model->d3dTag| iModelNextFrame + i].
184: matTag.m[3] [1] - md3Model->d3dTag| iModelFrame + i].
185: matTag.m{3][1]};

186z

187: matTemp[l4] = mdiModel->d3dTag[ iModelFrame + i].matTag.

188;: m[3][2] + fPol * (md3Model->d3dTag[ iModelNextFrame + il.
189: matTag.m{3[[2] - md3Model->d3dTag| iModelFrame + i},
190: matTag.m[3][2]);

191 matTemp{l5] = 1.0f; matTemp[3] = matTemp(7] = matTemp[11] = {;
192: -
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193: D3D¥MatrixMultiply (ématTemp , ématTenp, matWorld);

194: DrawSkeleton (modelLink, m pbevice, m pIB, m pVB, matViewProj,
195: &matTemp, m pVertexDeclaration);

196: 1

197: }

198: }

103~ 116 17 LR L A B R 5] Fl R 421T pMiniTextureCache $21, X FE 1l Bl
SetTexture() ¥ [ PR &L

5 163~190 AR - STEOS BB (A B ER N B E (Spherical Linear
Interpolation, BRIBEEVERE) , HASHERE AR SRR C LB M T EEHH

4 194~195 17 ACH3 %)M A A T DrawSkeleton()eii %1

WHER, 8 51~60 TR F 6 B R R0 E 8 £ CPU BRI, M4
LR RV ER AL 76 [ A5 shader 'WFMRIESERIEME T EMN (BREANY GPU SERIGHETFE
1) o FAREURUTELAENFBETE I EREFFEERBAIE, W R AR — 5
b HICLE . Direct3D ShaderX: Vertex and Pixel Shader Tips and Tricks ( Wordware, 2002) "

~¥a Dean Calver 85 [fj L E“Vertex Decompression in a Shader”, H ik 7T —F & TR E

AR BENMHHEA, BERSE—T.

4, HLSL Shader

INBIRETFAE R K ASCTL U SR KYVC 4R shader JRIFF HLSL 4388, &1 121 HLSL
%M aN fxc.exe H1% HLSL shader JG 2. @i HLSL %% 2200 Siid:, BIrREH
1 I —IRILAL shader [G#1%; FEFEERLE, 85 RS ISR R .

HTBATE VO I “ How CER” ' HLSL Hwi%E5E, &

txc.exe /T wvs_1 1 /E V8 /Fc diffuse.vsh $(Inputiamed.fx

X fr 4, RERET “/Fe diffusevsh” AFIGR4FRM Y HLSL 4
“$(InputName).fx” REIFEN H3CH diffuse.vsh. HHF, F “$(nputName).fx” LW 5k
AR ZRG “/B” RS2 HLSL shader A LIEELZ N “VS” , “/T” B
AWERAEF vs_1_1 WA KT shader AL E SR . BT #1 HLSL shader &% 2 81T 2050 F ix Be—
1T an SRR .

A5 CharacterEngine ' {K] diffuseSpecular.fx F diffuseSpecular.fxp B 55 9 Zeh )
GBS diffuse.fx 1 diffuse.fxp T7/K) HLSL shader f2IX£¢ shader FIEAR 4. FMER TH ¢
TR HAWETH Y HLSL shaders #FR25 9 # 1 HTR shader [RBHERRAS,

A I HLSL 45 i 88 £ VL4 shader 7/ LL{FE A% 31344 shader ST RUAR 5. ]7E
VLA RIS MY 48 shader 3585, EALT htp//www.gamedev.net. il BATIEH UL, BT
HLSL % i 2% 77 LUL BT UL S, 3 B HLSL #7885 T HHEME C B, Flley
% shader HIETHALBK T,
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12.3 BEZHOH

TR AR, VR ol LU T SO0 . 3R 40 B A — Ab BT B kb R TR
FRRUFFRETFEE. DL N RN — 2 2o T i p it .

W TETN A shader 'HAF A AL M R IER . md3 Y BEE, B FH- M EFWIES SR
KA,

W ONVERLE R R S e S e FR R Y (R4
70k B RAE {8 H Cook-Torrance YefE -8,
N RS LA —MEEESET (energy plasma) shader;
R RRE A RE shader, M TR FHEEY —Fp—E 8 W AR FTRRGE

12.4 MINER

— M AER.md3 ORI S, A2 T hitp:/fragland.net/md3view/index. html.
EEREN md XHBARRRE, A2 F hitp/linux.ucla.cdu/~phaethon/q3a/formats/
md3format.html,

125 Ih&

AT D, PR B TVFBXT Quake 3 (¥.md3 XIHRA MM, A DIKIET ABK
Fers, R EHA T N AEY Direc3D SRFZHEAL. (Hig05%, 2 R SRR
BT, WHEH SRR IEE, S5 4 “CHA1” H—f <82
117 o 55 HHEETHR E “PRERRTRE" , HhH —mMNilX, Bilsms
il R BIE B SA B EEMXWMIR. 855, Wikt

BT Cock-Torrance SRRV X8 B 1F H i £ 80N 805 4 5, RARF WAL - - MRANRSE, R E) 4K
THBRM RS .
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48N Ty il R AL R SN Windows SR FETR 3 7 i ik
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Wl (I Visual C/CH-RAEFI SR (R, e, BT SR,

i b8 % % T Windows Gaf2 i) Sc s D8, HE— PR E “IFRRFEIT B PE
R PRI 7, RASEET &, BRAIEARIFT — F AP —Le M,

Al WEIEFEC

{2 R 15— AW T 4 B B A SURTFE B AR OB AT IR Ak L B
g% e 0] e AR R N AR A 2 T A Yo 58— A T T OGR4 ) B O S AR
b2 i, il 2 o4 2] — e il () Windows #UE -

A.2 Windows el S{REVHERRE B

A DOS WEARA R LA, IR, WA, AN LT (R X R
AN N TC 4 4 AT R () SEALFRIE . SRTT. —E T Windows AR ZI{E Windows
g 3 I BT A T2 R A o A R (4 Windows JI 3 U FH — AN K 1) 6R B 1k R B IR 1
FOFEA g, BE MR — 2l BUG . PRIOFEFETE S REMUTT — 130 23 (o Rz fe o R A 3K 2
LI, A Windows i 208 #0 20 A W7 A 7 2 75 7 360 (407 Bk
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B AL B B4
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A4 BOER
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B WinMain():

®EF L, 0 WadProe()s

WinMain()ef 58 & T LA T 120885 R 25 5%

(D) EX—TE I3

(2) [ Windows yENHZ & 13,

(3) GlE - ZE0E 1,

(4) BoRiXAdE O,

(5) JFEREA Ty RIGER.

WinMain() 7 550 2 P L2 fEAHZ O8I & DRWGHN R, R
SAREE 1, FFREA AN BIRIGRIIRR MR . &5, M3~/ WM_QUIT #Enrt,
PR i BIE. 34 WM_QUIT ) wParam S¥( A (F AR EIf, 1B HiER.

Bl A2 BRTH 1 (RESRMEL) “ERF, %% winskel.exe:

O E— 0|

Bl A2 &IIHEA
Bl 2L
$include <windows.h>

LRESULT CALLBACK WndProc (HWND, UINT, WPARAM, LPARAM) ;
char szWinName(] = "Crusher"; /* name of window class */

int WINAPI WinMain (HINSTANCE hThisInst, HINSTANCE hPrevinst,
LPSTR lpszArgs, int nWinMode)
i

HWND hwnd;

MSG msq;

f* Step 1: Define a window class. */

WNDCLASS wel;

wcl.hinstance = hThisInst; /* hendle to this instance */

263



Direct3D B sX A TTHA (B 28

wcl. lpszClassName = szWinWName; /* window class name */
wel.lpfnWndProc = WndProc; /* window function */
wcl.style = 05 /% default style */

/* icon style */

wcl. hlcon = Loadlcon{NULL, MAKEINTRESOURCE ( IDI_APPLICATION));
wcl.hCursor = LoadCursor (NULL, IDC ARROW); /* cursor style */
wel.lpszMenuName = NULL; /% no menu */

wcl,chClsExtra = 0; /% no extra */

wcl.cbWndExtra = 0; /* (0 information needed */

/* Make the window background white. */

wcl.hbrBackground = (HBRUSH) GetStockCbject (WHITE BRUSH) ;

/* Step 2: Register the window class. */
if (!RegisterClass (&wcl))
return 0;

/* Step 3: Wow that a window class has been registered,
a window can be created. */ .
hwnd = CreateWindow (szWinName, /* name of window class */
"FAKE 4™, /* title */
WS_OVERLAPPEDWINDOW, /* window style - normal */
CW USEDEFAULT, /* X coordinate - let Windows decide */
CWIUSEDEFAULT, /* vy coordinate - let Windows decide */
CW_USEDEFAULT, /* width - let Windows decide */
CW USEDEFADLT, /* height - le* Windows decide */
HWND DESKTOP, /* ne parent window */

NULL, /* no menu */
hThisInst, /* handle of this instance of the program */
NULL /* no additional arguments */

¥

/* Gtep 4: Display the window. */
ShowWindow (hwnd, nWinMode);

/% Step 5: Create the message loop. */
while (GetMessage {&msg, NULL, 0, 0))
{
TranslateMessage (&msg) ; /* allow use ot keyboard */
DispatchMessage (&msg) ; /* return control to Windows */
}
return msg.wbParam;

}

i

// Wame: WndProc

// Desc: This function is called by Windows and is passed

// messages from the message queue

I

LRESULT CALLBACK WndProc (HWND hwnd, UINT message,
WPARAM wParam, LPARAM lParam)

{
switch (message)
{
case WM_DESTROY: /* terminate the program */
PostduitMessage (0} ;
break;
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default: /* Let Windows process any messages not
specified in the preceding switch statement. */
return DefWindowProc (hwnd, message, wParam, lParam);

1
return ;

}

LR RS L R 44 8 WndProc(). Windows £RAIE R FSRGERNE, X7
FREMER, FHREREBEA -EIE RS (callback function). 2 H WinMain() JT-#5 £4,
i, BRRIEA 4B

int WINAPI WinMain({

HINSTAWCE hInstance, // handle to current instance
HINSTANCE hPrevInstance, // handle to previous instance
LPSTR lpCmdline, // command line

inl nCmdsShow // show state

):

hinstance F AR K RT3 . hPrevinstance 7T BRA K Windows ¥ BEBRAH T,
b1 Win32 RPN S, S8 E % NULL.

IpCmdLine & — M8 TR B NIEE, 4 7R EETEBEFEaINNMEGSTS
B, HANUGETASHER. WRERREANGSTT, T#H GetCommandLine()i ¥ .
nCmdShow 155¢ T & L B UE (&AL,

R ALFI 7 RB B RIRE.

FAA AR TIRE
R ik
SW_HIDE BE L, HEES— 1 En
SW_MAXIMIZE BRiEwEmE
SW_MINIMIZE BALE L
SW_RESTORE M AMBEAMEEREMURE, BELDEREACHER I R
MiE

A& (handle) ? HH 4R F Windows #9425 4o 5 E b1 B £ 457 A
Windows F, —A&ME M EEMHHEGIAY, BIEHOHL— i, Ebit G
A —ANRERTIR, TR G156 69 2otk %35 5 B iz oy A £ BEAI T £, 3%
RGP LIRS, BANGEERAZETLANEGTELBHHE (b T EH
MAET) , BTSN, CRAANBBLEAEF S L0 CHETT” ,
F LB B ARGEST § 49 6] B4R SR A 2L,

BT BTIE ¢ R
HIL - BREAT bW £ AT T S i k.
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Direct3D #4842 A TT A2 ( F —H8)
E R A2 A1 K] Windows # T € 1164 &1 A k4 B &4 RE) £ A o at £, i kst kAR
A “Windows 3 £7 ; AAFRIEE CHat B RBAIETA A, R TUARTF CETH
B WAL ¥ 120 Windows 5T £, & TRUAERF Crug T 69424 18 511,

BAEHR- FEFEFE— N B Visual C/C++m http:/msdn. microsoft.com 32 AL Win32 8% 12k
WEZER. BEIRRIRE—EX 5 MR, UBSERE 440,

A4l FE1., EX—PEOX

PTG, Windows FEFRARLTEA MBI HEM- - 2B & 1F Windows 7 &
IIRSERIL B 24 AT ETFICR, R EAMARFF Cepiy &, EEIHE R style)
BRUELY (type).

hinstance “7*BRMAAE S hThisInst BT 3652 K924 4T B 0#R. IpszClassName 45 [ 27 112419
BT AP LR — AN EF S “Crusher”. IpfaWndProc B IHE 4 B TR A k) . Rk
BEH 0, XORBFEBRAN A, BEEE TINARRRER Geon), LIREHBAL
FX I T Sk k5 Ceursor), AFIXE REE G AR, BEEAEPRFHE—IABKNEEE.

WEASE WNDCLASS & #oh fif F R [ B XK . AME X — 5, wlig RAR R F
WNDCLASS Z5#4) P style A5 . 8 FH0FEF BRI, KELHE T RSERED AR, (Hi
AR TR T IR B

® (CS_NOCLOSE, ZYHE OS8R« CH " #i,

B CS_DROPSHADOW, fT—AE I LA (drop-shadow) A5, X E ATl
g SPI_SETDROPSHADOW AFFF X%, HH K- -ARPH D% “Whistler” # Windows BIE
R TLE.

FAFA K B 18 X R4 B H 45T b

TISPIRA IR Ky AR AR HI R PP 0 B b s X% 1 B0 BRASN G . I FIX M g, fRmT L)
WO H R SCRIRRAR, 8T LU R SR P 2R 0 R, B A HE 2 B S0 TR A LoadIcon()AF i
BB, EREL T AR,

HICON LoadIcon {HINSTANCE hInst, LPCSTR lpIconName) ;

B ANSHE— MR (module) BYSZHGIHE, FORTE BN A AR A WA T
AR ERAEE N — MR ERRE, BB h NULL, WBIABER AN
GRENTHSE, G THENROBRER W, oI o 5 Ak, —, f§H
MAKEINTRESOURCE Z @I~ M, ST (low-order word) 12 B iBFRR%F, T
Chigh-order word) } 0: —, {fFFRATUE XME, XEEHEH hinst ®WA NULL, &
IpiconName & JF& A2 BiR{Z - .

EEY: HARY Windows XP.
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i SE

mMmmﬁ%m%Mﬁf¢5%%&§(WMnmmnﬁsMpmmN#
SM_CYICON & /~—# 8 B 47,

#TA2 IplconName S #{E
{H #ix
IDI_APPLICATION BRIA R R F2 T BT bR
IDI_ASTERISK fi] IDI_INFORMATION
1D!_ ERROR FAREr
IDI_ EXCLAMATION A IDI_ WARNING
IDI_HAND i~} IDI_ERROR
IDI_INFORMATION ESER
IDI_QUESTION Wi I e 35 el b
IDI WARNING R P
IDI_WINLOGO Windows 5 B4R

Rl BEAUEER A B, HISEHFEY, RAVBREES S 20EWEIfE 4B,
R Loadlcon(mTh, WEREHEA—NH MBI BrIM: WHRE XK, REHER

NULL.

MR ARmE — BRI, MAET LoadCursor(). i&FREM A T

HCURSOR LoadCurscr (HINSTANCE hInst, LPCSTR lpCursorName);

WB—NBEGIR R — RSB R, RARENEEA TS e, B oAq
BERE--MUNVERERETR, B3 THRENENFERREK. S BEHmMmeE: —,
18 H] MAKEINTRESOURCE #0IE— M, MK EBEREG, SFH0, -,
MFEATGE XM AR, X HEH S % hinst B NULL, 2% IpCursorName ¥ H%E A3 iR

2z —.
FA3 T8 72 SRS RR
-1 i pe
IDC_APPSTARTING | #RMEFT LA (/B
IDC_ARROW FRMERT L (EEikEe)

Wit h R EERRG T RSP R EAEE, SRR 0SS T EEE “EEE-SRIE-EE” &

BrEH A B35,
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{& ik

IDC_CROSS FEE (AL

IDC_HAND F4R, Windows 98/Me. Windows 2000/XP H ¥ (HrikkeE
IDC_HELP LGS (g

IDC_IBEAM 1dedr GEREXED

IDC_ICON Windows NT 4.0 s H R A E R

IDC_NO S FFHLHE A

IDC_SIZE Windows NT 4.0 2 H R4 K, N IDC_SIZEALL

IDC_SIZEALL

fERFR. B . R E L ()

IDC_SIZENESW

Rin AL, R E R (AT ALME 2D

IDC_S1ZENS

Wi, LR AER (EHHE)

IDC_SIZENWSE

Tt AR S L (HX ML 1

IDC_SIZEWE iR, FEAIXUEH L OKFiFED
IDC_UPARROW FH R (D
IDC_WAIT g (D

EAF+, {41 GetStockObject()RARER - AN FBEM B @M. — 4 EBIHRZ —HK
HPGE R BOEREBEIERSHEFENE. ZREAHTHRBR—&RAK (stock) M,
BRI, R E R IR

HGDICRJ GetSteckObject{int fnObject);

fmObject il F g —F# AR MRE., PFRBFATLEFEAINXIER. K A4 5
T e a2 LR AR . '

F A4 2]
{& #ig
BLACK BRUSH - RN
DKGRAY BRUSH FREER
GRAY_BRUSH R E R
LTGRAY BRUSH I A, Bkl
NULL_BRUSH =5 Bl
WHITE _BRUSH £ €5, I )

Windows B3R
SRR ) Z A W int. char*MEER C/CHETIEAKT, MAMH T Windows [
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Ky RRY, IXEHIE R RIEH T AL Windows.h 2R 5 HHI MY 3L O 2 ] typedef. {RL4I7E

Er a1y Windows #2514 Windows.h.
— IR H BRI EYT HANDLE (void $54)). HWND. BYTE (8 #7 /). WORD

(16 FrfATFT 5 M EED. DWORD (32 FIHIERSKEE), UINT (32 ST =850,
LONG (32 fr <4580, BOOL (¥¥). LPSTR (Jg[H 7R HE K84 I LPCSTR (35
HRTHENIES ). FRFR, —SaWEREL- 4 H L0, BEiHaesS
HANDLE —H# KN —/P HANDLE BB MR s w1 me.

Windows 5 X 1 )L/M4EH), G MSG R WNDCLASS. % [¥2E S MSG HIH:H 5
R HRFE— Windows 4 B,

Ad2 B2 SEWEO%X

RegisterClass(E M — & 128, H& 1RS48 T CreateWindow()ak CreateWindowEx()
AT — AR M B0 BT 49 10 B O 22 35 e 2 1 Ay et

ATOM RegisterClass({CONST WNDCLASS *lpWndClass):

RORE — A FEXR R RE R . ATOM £/~ WORD K typedef.

A43 B3 flE—ZEHEO

X FF T — AN G, ORI R LR T b g CreateWindow() K ¥ IE B 1) 8 % Ry
TRENROEFD T,
HWND CreateWindow(

LECTSTR lpClassName, // registered class name
LPCTSTR lpWindowName, // title of window

PWORD dwStyle, // window style

int x, // horizontal position of window
int v, // vertical position of window

int nwWidth, . // window width

int nHeight, // window height

HWND hWndParent, // handle to parent or owner window
HMENU hMenu, // menu handle or child identifier
HINSTANCE hinstance, // handle to application instance
TEVCOID lpParam // window-creation dalg

HE

MIELRT CreateWindow()H ) KE M B K F A AMERISE & NULL, 350 F, x. ¥
nWidth. nHeight X228 70 K % SN I FRF b #8008 038 52 % 8 CW USEDEFAULT,
JE A 8 Uk Windows H BN & LA - EIER AR E . RTTTE ~PMIERIEE T, HaTEE
FHRBE R AMEHEEREE, BAaREEHs AdjustWindowRect(), iX™ 8 T LI
TR IRTE KNSR BN TH L 5 R A0 BT D5 RGN

269



Direct3D FHZRSAZANTFAL (F 0)

TIX B 2506 A2 B 1 404 hWindParent 5 % HWND_DESKTOP'. HH U ARGAFEE,
i hMenu %2248 NULL. FFRFE M InfE B GX S5 WAL, B4 IpParam 1R 5 NULL.

S ¥
o —AH AR5 ER CreateWindow() & ] # — 4~ MDI ( Multiple Document
Interface, % XA%FH ) & 2. IpParam 545 & —/ 8% CLIENTCREATESTRUCT & #5

COEiEa

AHERTH 4 M"SHFEEAM T E. IpClassName YA —NEH B OB L2054 .
IpWindowName &M — AR E LURBE N FFE . dwStyle H FIE 2 & 0O MK #%,
WS_OVERLAPPEDWINDOW Ztae 7 ~MrEED, BRE-TREXR. —UE. B
MEE . B NI AR . EA—LEFREFA, RUEFEHOREE G
AR ODAR—HHRHE. iR AR Esc 8%RY, BALEALHBIXHARN, wE
TR R 640X 480 58 800X 600 /MU E LIFET 4L, F BB AR E RAA, Ba
B H A BRI IR

877
CreateWindow()#= CreateWindowEx(H H 4 X #|? RARASE TS LA B
R#GHwe,

TAS ST —RIVRE R & DK% o 3%

*AS W DA

1] Wit

WS_ BORDER pilge-— A H A AT O

WS_CAPTION R RAREENEN (8% T WS_BORDER &%)

WS_CHILD SIE—AFED, HAAEXEHE DA TR, S ARRE
13 WS_POPUP W& —iZ .

WS _CHILDWINDOW Z W F WS_CHILD A 4%

WS DISABLED Bl MYERBAHNEL, — A RHEOTEEIAP RS
TEW D 8 I8 43R 1 AT {3 A EnableWindow(OXR S B & 0.

WS_DLGFRAME - R ERE O, EAROEE A TRIGE. BH %R
W LR BB AR A

WS_ICONIC O — YA B MU 1. ZF T WS MINIMIZE R4 .

WS_MAXIMIZE BIR— A IHHEH B RED,

W R NLL, —M B TREE DML H 0.
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]

i

W5 _MAXIMIZEBOX

g — 4 AFBALRMNE 1. RS WS_EX_CONTEXTHELP
Rt fr# . Bl E et 1§ 0 WS_SYSMENU Rl .

WS_MINIMIZE

i — T B AMEE 0. R T WS_ICONIC Ri# .

W5 _MINIMIZEBOX

fg MAHEMMEEHNEN. FEL WS EX CONTEXTHELP
RBHEER. E 0GRS E WS_SYSMENU RUE.

WS_OVERLAPPED

g~ EBE L. — P EBF INWE —MEER. NAE. B
RF WS_TILED R .

WS_OVERLAPPEDWINDOW

g8 -4 Af WS _OVERLAPPED.WS CAPTION.WS_SYSMENLI,
WS_THICKFRAME, WS_MINIMIZEBOX Al WS_MAXIMIZEBOX
REHEBHEO. % T WS_TILEDWINDOW K84,

WS_POPUP

g PR, AR R S WS_CHILD R —itfdH].

WS_POPUPWINDOW

18— A& WS_BORDER. WS_POPUP fl WS_SYSMENU M
K E M. WS_CAPTION #) WS_POPUPWINDOW X% 4is &

EHA S Q3R R,

WS SIZEBOX SIRBME QDR — M ERE XD . ST WS_THICKFRAME
Jzik

WS_SYSMENU MENBEOERFBEELEF - FIEL, ZARMEE

WS_CAPTION R,

WS_THICKFRAME

SIEMNE O T — AR NTHE. ZRT WS SIZEBOX R
#.

WS_TILED

flg—1EBHO. EEFIAENELENGE. Z2RT
WS_OVERLAPPED RL#% .,

WS_TILEDWINDOW

tlg- - AF WS_OVERLAPPED. WS_CAPTION.WS_SYSMENU.
WS _THICKFRAME. WS_MINIMIZEBOX Ml WS MAXIMIZEBOX
APRIERED. %RT WS_OVERLAPPEDWINDOW X% .

WS _VISIBLE

A IR A A E O .

WS_VISIBLE FJ{#H] ShowWindow()zk SetWindowPos(Blt #7773,
T O d3dapp.cpp HAF 8 AME

m_dwWindowStyle = WS_POPUP | W5_CAPTION | WS_SYSMENU | W5 THICKFRAME | WS MINIMIZEBOX

| WS VISIBLE;

HRER T WS_THICKFRAME, A EEMEEH OMA . WS VISIBLE ifEE X
AE U SAEMBBIIMA N, LT F B ShowWindow)RFEZ TR, mFiEET
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WS_CAPTION, &IEH—PMaif. XHEEHIRE WS MAXIMIZEBOX, ATLlEkikiz

HE K.
CreateWindow()i& [0 4% il g SR O # Ao, 208 S0 LR E NULL, WE%

HUE WS_VISIBLE #54&, EHEREHA ShowWindow() K 1% % O Al W,

Ad4 PB4 BREDO

HHREBE R E L UKIEHR, {4 A ShowWindow().
BOOL ShowWindow (HWND hWnd, int nCmdShow):

hWnd #7527 EE REE LM . nCmdShow 1HE Tk Li¥mam B rdik. E—kE
BT, R WinMain()i nCmdShow %354y ShowWindow()) nCmdShow 5%, 7ES4
HIE A T & A6 e B —TH,

Show Window() i BUR [FI i LUR S B 209k, HH LBERECSRK, WHERDEE 0 4,
FHROBARAR K, WEE o,

R"AS Lidag] &
18 i
SW_FORCEMINIMIZE M HARR AR, BRMAMOET O, X MEERUE T
M EFEERERRMLE DRSS (RS Windows 2000 X F R

RRAEHRER

SW_HIDE RRED, HEES—AE0.

SW_MAXIMIZE BRAUIRENE O

SW_MINIMIZE BMEEEAE D, ST 4 2 So0F L FFE 1

SW_RESTORE BESERRET ), B OB MR AL, R LBIURE VER
WADLE. MHEFRERS—B/MLE ORISR R M.

SW_SHOW WO E O LA S H A A B R B R,

A4b HES5. SIEFEEER

WinMain(Ff/ 85 45 R ESFEIR, M EER A FHEKIEAL R Windows REME, 5
—MNHBFIEA, EARE I RIN A, 15 ST B BN A FE R 77 A7 B PR 1Y
BABUS . d 4R IR A& IS — K AR, miE GetMessage().

BOOL GetMessage {
LPMSG 1pMsg, // message information
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HWND hWnd, // handle to window
UINT wMsgFilterMin, // first message
UINT wMsgFilterMax // last message

Vi
IpMsg JHTIAEEW R R il Windows B #& MSG LR RRIEIR, T
7

typedef struct

{
HWND hwnd;

UINT message;
WEFARAM wParam;
LEARAM lParam;
DWORD time;
POINT pt;

} MSG, *PMSG;

9 B O message FEH, WIS BZE wParam 1 1Param H1. MSG $#) hwnd Bt
message FBFTIRT —4 MSG SHFT£m KE B LR ZH BATEWKE L. EF wParam F
B Param FEAFRE T 53 B R OEAFRDXEMER, URBMANRK, B, MR
HF AL B S| & Y, wParam 0 [Param 7 BUR IR T M T 08, EEMEB RN G
FTr—Ad4si. HPEE M ms (P RN time 71-— 1L POINT £ {R
#?Egﬁi$ﬁgé$ﬁfﬁo

cypedef struct tagPOINT

{
LONG =, yi
I POINT;

wMsgFilterMin  wMsgFilterMax #5528 T —MRERBRNHEHEE. WRAHNHERF
BEWFERME, WK min ) max FEE A 0.
] P22 EIR AR R GetMessage()iR [P 0, Xt S8 BHAL L FUERMIE 0.

ik

Javier F. Otaegui # % — A A B T 2 A ERL T H LR (5N
http://www.gamedev.net/reference/artictes/article1249.asp ) . #eA& M T FINBREIATE
o N BAR .

AL TEFT A i A E A] GetMessage(), B JLFHE BLIRYE 7 B8 PeekMessage().

BOOL FeekMessage {

LPM5G 1lpMsg, // message information
HWND hWnd, // handle to window
UINT wMsgFilterMin, // Eirst message
UINT wMsgFilterMax, // last message
UINT wRemoveMsg // removal options
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KB T —4 2% ——wRemoveMsg, XS A THREN kAL E. R A5
W T S — e BE.

3 iz Bl PM_REMOVE., BONE R T2 ALH B KM B . Windows 98/ME/2000
M T — A FIHAE, B LLERIEEAULEE A A A A, R A8 S TEEHN

PeekMessage(OFr & -

=®AT PeekMessage(JiriE

& H#ig

PM_NOREMOVE AT 5¢ PeekMessage() i1 T MEA T IR 75 &

PM_REMQVE HATSE PeckMessage() J5 MBA I B BR 7.5
FAS PeckMessage() Il #r3E

i1 iz

PM_Qs;INPUT AhER AR AR

PM_QS_PAINT AETR LIV B

PM_QS_POSTMESSAGE ANERRT A post TIRAIE B, BFEN BNHWE (hotkey) HE

PM_QS_SENDMESSAGE | &EFIH send TARKHE

M2 PeekMessage()F1 GetMessage)BIBEHH AR HAR? At 4G FENE 5 T M H
PeckMessage()? 7E Windows F &, GetMessage()fl PeekMessage()h i1 J #E[] B, BER
T2 AR A MR W AR N R IR AR . FEIXPE S, GetMessage(YRf Y
FFFEET “HHR” A, T PeekMessage(i& (6145 B A2 FF—> FALSE {H. RulfEA <L
FUEGHFREFT M EAPIEHBTZ fi—E4T “HER” REE, BEREFHHEER
LW AR IE Cactive) B4R PeekMessage(), MI4EHFH 5451 GetMessage(). (41U
wmE.

BOOL bGotMsg;

MSG msg;

While (WM QUIT != msg.message)

{ if (m bActive)

bGotMsg = PeekMessage (&msg, NULL, (U, 0U, PM REMOVE};

else
bGotMsg = GetMessage (émsg, NULL, OU, 0U);

MRS, 75 while(GetMessage. . )F2FE [ BT~ eR R AL
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TranslateMessage (&msg); /* allow use of keyboard */
DispatchMessage (&msg) ; /% return control to Windows */

TranslateMessage(} Windows /=24 (BRI IDEHE h FHE B B LR —FHER,
L E, X LTRSS DispatchMessageORt -8l MURIZFIF Dt e, EAFISH &
[t FE2% WndProc(). P A.3 25 T WLELAFY . WinMainQH1#I7# B (message pump). &
MRS FHZFAAF*E. GetMessage K78 GetMessage()F1 PeekMessage()-

M EAEF R R, WinMain()#% msg.wParam AR [B14 Windows. %{ABAE TIRFA
TR A 2 4 B IR TR

wan | [ mesf
GetMessage
| HE . DispatchM
[ s || ms
Y

WM QUIT

BlA3 HEE

Ad6 #HOIIE

AEEFNE CANREEREFOLE, TEMEUANARTRXMRES (R{EH
WndProcOfE M e #i %), Zd R MSG £HMET 4 MR REASH. REIKE SRR
WY 4% l——WM_DESTROY. iIXMH.R B 4 A H &R T8 &% K. PostQuitMessage()
£ RI% % WM_QUIT i BBINFIEF, WM_QUIT % 33 GetMessage()/PeekMessage()3& I
FALSE, MM LHEMEH. H—PES, &R F WM_QUIT # 1 msg.wParam.

WndProcOFEW T IFH Ath 7 S EGE 1 - - % DefWindowProc() AR %248 Windows
A DefWindowProc()I T TERIAI BT O LR, BRIAH Ot ab B 7 AR E i R 2 A b BB Y
BOEE, ZRRERRE NN B GEAbRE,

W CWMRER T 8— B
BT BPEHES PostQuiiMessage () B .
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A5 JHERMALNE OER

JLT4 A i Windows ZFRHG-BEEHS IR R LRIXMOBAME DAL, I T IXME
DHESRSE, BRIBE, REESAREEER AN ERILIEA.

#include <windows.h>
tinclude "resource.h"

LRESULT CALLBACK WndProc {HWND, UINT, WPARAM, LPARAM);
V0OID Render();

char szWinName[] = "MyWin"; /* name of window class */
BOOL bActive = TROE;

int WINAPI WinMain (HINSTANCE hThisInst, HINSTANCE hPrevInst,
LPSTR lpszirygs, int nWinMode)
{

HWND hwnd;

MSG msg;

/* Step 1: Define a window class, */
WNDCLASS wol;

wcl.hInstance = hThisinst; /* handle to this instance */
wcl.lpszClassName = seWinName; /* window class namc */
wel.lpfnWndProc = WndProc: /* window function */
wcl.style = 0; /* default style */

/* icon style */

wel, hlcon = LeadIcon(hThisInst, MAKEINTRESOURCE (IDI ICON1)):

/* cursar style */ B

wcl. hCursor = LoadCursor{ hThisInst, MAKEINTRESOURCE (IDC HULLR)};

wcl,lpszMenuName = NULL; /* no menu */
wol.cbClsExtra = 0; /* no extra */
wcl.cbWndExtra = 0; /* information needed */

/* Make the window background white., */
wcl. hbrBackground = (HBRUSH)} GetStockObject (WHITE BRUSH) ;

/* Step 2: Register the window class. */
if {!RegisterClass {&wcl)}
return {;
DWORD dwWindow3tyle = WS SYSMENU;
DWORD dwCreationWidth = 640;
DWORD dwHeight = 480;
RECT re;
SetRect {&rc, 0, 0, dwWidth, dwHeight);
AdjustWindowRect {&rc, dwWindowStyle, TRUE);

/* Step 3: Now that & window class has been registered,
a window can be created. */

hwnd = CreateWindow (szWinName, /* name of window class */
"FAKE 4", /* title */
dwWindowStyle, /* window style - normal */
/* X coordinate - let Windows decide */
CW_USEDEFAULT,
/* y coordinate - let Windows decide */
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}

i

CW_USEDEFAULT,
{rc.right - rc.left),
{rc.bottom — ro.topl,
HWND DESKTOE,

NULL,

/'k
/*
/*
/*

/* handle of this instance

hThisInst,
NILL
Vi

/* Step 4: Display.the window. */
ShowWindow (hwnd, nWinMode};

/* Step 5: Create the message loop. */
BCCL bGotMsg:
while (WM QUIT != msg.message)
{
1f({ bactive)

/i—

bGotMsg = PeekMessage ({amsg, WOULL, 00,

glse

bGotMsg ~ GetMessage (&msg, NULL, QU,

if {bGotMsg)

{
/* allow use of keyboard */
TranslateMessage {&msq);
/* return control to Windows */
DispatchMessage {&msg) ;

1

else

{
ifthactive)

Render () ;
H
1

return msg.wParam;

// Mame: WndProc
// Besc: This function is called by Windows and is passed
!/ messages from Lhe message queue

Iy

LRESULT CALLBACK WndProc (HWND hwnd, UINT message,

{

width */

height */

no parent windew */
ne menu */

of the program */

no additional arguments */

U, PM_REMOVE) ;

ouy ;

WPARAM wParam, LPARAM l1Param)

switch (message}
{
case WM DESTROY: /* terminate the program */
PostQuitMessage (WM QUIT) ;
break;
case WM _KEYDOWN:
switch {(wParam)
{
case VK ESCAPE:
PostOuitMessage (WM QUIT);
break:
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case VK _Fl:
{

bActive = FALSE;
MessageBox { hwnd,
"Here comes your help text",
"Help tor FAKE 4", MB ICONQUESTION|
MB OK | MB_SYSTEMMODAL };
bictive = TRUE;
t
1
break;
1

return DeiWindowProc (hwnd, message, wParam, lParam);
t

I
// Name: Render
!/ Desc: dummy function to show the use of the enhanced skeleton

L
VOID Render ()
{
bi

B AR TSR TES R 3 20

DWORD dwiWindowStyle = WS_POPUP | WS_CAPTION;
TWORD dwWidth = &40;

DWORD dwHeight = 4B0;

RECT rc;

SetRect {4rc, 0, 0, dwWidth, dwHeight);
AdlustWindowRect {&rc, dwWindowStyle, TRUE);

T —FH AR E DR, BPX K 640 X480 R E KA. SetRect()iRE T i&
TR BB . AdjustWindowRect() T B % 2 M A R+ BTN A &R H OB X
A AR A BRI — N E K 640 X480 AAHB L. NSRS 5 R
BEIR.

/* Btep f: Create the message loop., */

while (WM_QUIT != msg.message}”
{

if{ bactive)
b5otMsg = PeekMessage (smsy, NULL, 0U, 0U, PM REMOVE);
else
bGotMsq = GetMessage (&msg, NULL, 0U, OU);
if (bGotMsg}
{

W b fRRsAT ¢¢mmmwﬁﬁﬁﬁ—&MAwmmﬁHH-m?#*ﬁﬁ%,Wu*ﬁﬁﬂmmmmmwﬁﬁ$%T
WM QUIT, K]Sk o] BE 2o i ik DR 24 YERASWET. BEARRE R, #H dowhilc SR, WF.
dn
{

I while{ WM_QUIT != msg.message };
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TranslateMessage (émsg) ; /* allow use of keyboard */
DispatchMessage (&msg); /* return control to Windows */

}
else
{
if(bActive)
Render () ;

t
|

B T#MERAE C(active) BY. U] PeekMessage(), MR 1 52315 B IA %1l o
BAMBE ., ZABOEME FALSE. X4 & FRIFFFHIKE Cinactive) B, W
GetMessage(), LMW R M BT b B A MHE, 20BN FRESA “HERIR" kA,
RAT eI B A i H TranslateMessage()#) DispatchMessage(). 5 4kt 2 #5 76 1 i 2
FPALF 8O AR A& I A 1 A Render(). 38 by 57 T2 B b 1 807 AR 745 1048 126 — 4~ 8 i) 70

(WL A4),
[EErEeEE—— ]

A4 BICIHE4E 2

case VK Fl:
{
bActive = FALSE;
MessageBox ( hwnd, "Here comes your help text",
"Help for FAKE 4", ME_ICONQUESTIONIMB_OK | MBE_SYSTEMMODAL ) ;
bActive = TRUE;
|

FEIEs WA 0T LA 8 — Fii WIS WM_ACTIVATEAPP 80 WM_ACTIVATE %8R bActive SR,
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break;

IR T 29 SHE, bActive ) FALSE, Render()W A~ i H]

AR T, JRAR AR CLR a4 S — N iR AR ITA, AL EIRE
B D AT fE, A R4 0P i 2 eh IR0 B O T @ sHEHEM L cur %,
Windows {105 i HE B 1R GUI X B A B T

A6 BORR

{t Windows #il FERITTRG IR, AT R R BAELL T T 7 SR F %M. W4 Visual
C/CHYLR TR EHE TR R W B UL F A Tk e 2 1) & e s B i)

(1) EEFF “File—>New—>Resource Seript".

(2) LRGeS AR — 4P 4%, W winskel (WP A.S). il OK. Silvd i
#% i %5 g winskel.re.,

Pl | Pt | Worscwnr | Ovet Documare |

g

B AS @@ PHEBWA Resource Script)

(3) MRIGAT. workspace 1 (it “Resource View” 0T, M f54 8 4l winskel B,

C4) STl Insert OB AG). HFSHBL— TN UTHE,  (hUE I0aT LA — T R 5260 (0,
¥ A7),

WATHIPRAERI AR directx.ico, 15/ EIARN R IA (A 15 B, 08 £ 15 B T BEE
i 5 AW
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e e P e e e e
42U i Rl I —— ER A A R AR N

[0 o U Wi T i i  I1)

R ILEJIT.1 ]

A6 A8

Bl A8 & icon LA
(5) 0 T EE— b5, DA E M resource.h, F8 ] LL F AN S
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wel.hlcon = LoadlIcon (hThisInst, MAKEINTRESOURCE (IDI ICON1)): /* icon style */

(6) it voE i aE — AR Sl (version control) ¥ ( W A9). fRAEs HIAT LA
WP R SR A FIRAS,  F 0] 7E exe UM TP R 77 RRBUE A

A AR B

C7) F— B R ARIE S EHE. 7F workspace 1 4iif7 “Resource View” #R%0i, 158
HLil7 winskel %, 285 UFE Cursor ( LE A.10).

{Monocheome (32532} x|

B A0 KbRfES

BACIXA T R AR A 3 Wl (LB AL,
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[ 1 e - :
R T " L P ATE Tl il L

ot

g -irl

ST e (S R Y B T W 7T
L

B AL 38

BLAEVRC T8 T o] G- S — N PEBE ) Windows 182FF. RERABAE Visual
C/CHHtR 3 T F Al N ZIEF AT A A, (E7tl@ %t 283 TRAT IDE MR
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C++ X 1]

WAE LU, (CHEALD RS K FARR A C IR Crifidi. —IRIAA C ATLL
A A, 3 L & R I M FAR . Ll Quake FI Unreals 34h—IRWA S C++
SRR, A6 T O SRR R G R, 3 ELTEE T SRR B (A

el A S — A A, L S AT LA Y — A HeB s A e e AT C RO,
AT O+ 5 T Pl AR 65 Ky fie g o BAESE VF B W AR BT R B A (B 2R 2 1) 41
W E— F DirectX SDK (75601, ¥Ret2 R Lem Bl 7R S oAU FEgi C £
(e

A LTS LL T B

BT b R R AR A PR R BEORE

B0 OB S 2 (R, AR R MR AR AE C hEA,
JE7E C fil Cr g AN [6] Y

m GEAIERIAS, B U C i (SR CHHI R, R CHP T X B
PR R 2 —

Ul R R EOR . o A R E T i) B iy AR B R B AR #
Wi, Hri e, 500 Hy s pR ORI this FRF -

B.1 HH4ARERNKREFRT

I o i ] S R B A AOK R, — M ER R T A R RER R RS, X

L5 ] e 5 R T O AR A, O ) L A A A B P AR 1 S — R B AT (1) 2
.
i B B V46 T — S M RS, U A AC Y R R S, % o AR A K
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HREFRHGY: 75— MESREE, HBEUEEFHEXAGFLEEERE; &R
LKYERKIBES, XE-MBRXGILTER, SWFEERTFHT RSEBAEESES. ©

EA—MIE XN RERET, RUTCE T M CHAEAX S PB4, REA
AESEAR C+r,

B.1.1 W&

HF R — P AR R R, XA Rk T E A AIAR I L. S
WESHZ R —MRERMHE. - MHERR Y FELE S ShE S HTNEESE CE
ﬁﬁﬁ%ﬁ%ﬁ—¢wﬁ:[ﬁ%ﬁﬁﬂﬁTﬁ%W%%,BH%T&H%H%&—QE%
%Eﬁ%%ﬁﬁ%:WC%%ﬂﬁﬁmMHWE%%%%K*%%H%M&E@%$%,ﬁ
MG E A . 5 TR,

%ﬁﬁ&%%é%i%ﬁ&%mg,mﬁ%Mﬁﬁﬁﬁﬁk—¢mﬁ,%Euﬂ@%ﬁ
AR ERXLAUT. B, 2 — 0T,

FLGAT pM[Ll6j;

ZercMemary ( pM, sizeof (D3DXMATRIX) };

for( WORD i=0; i<d; i++ )

for{ WORD =0; j<d; j++ )
for{ WORD k=0; k<4; k++ ]
PM[4¥i+i] += pMI{4*i+k] * pPM2[4*k+]];

memcpy ( pOut, pM, sizeof (D3DXMATRIX) );

%6ﬁﬁ%ﬁﬁﬁ%&4x4ﬁ%%&%ﬂﬁﬁigﬁﬁﬁﬁoﬁﬁ,%ﬂﬂﬂi&ﬂ

DEDXMATRIX* D3DXMatrixMultiply {D3DXMATRIX* pout,

COWET D3DXMATRIX* pMl,
CONST D3DMATRIX* pM2}

{

FLOAT pM[16];

ZeroMemory{ pM, sizeof (D3DXMATRTX) );

for{ WORD i=0; i<4; it++ )

for{ WORD j=0; j<d; f++ }
for{ WORD k=0; k<4; k++ )
PM[4*i+]] += pMIf4*i+k] * pMZ [4*k+5];

memepy ( pOut, pM, sizeof (D3DXMATRIX) );

retirrn {pQut);
1

ﬁﬁDHmMmﬁmmM%Wﬁ%ﬂﬂEEfﬁﬁﬁﬂﬁwWﬁ&%ﬁﬁX&ﬂ?ﬁWo
ﬁ%ﬁ%wut%@%%F@ﬁﬁ%—@ﬁ%%ﬂ%%%oC%ﬁ%&TmuMmZ%

iﬁf}@Wﬁ%ﬂ%&ﬁﬁﬁ%-ﬁ#ﬁi%%ﬁﬁ—_iﬁeﬁ%ﬂ%,mmnﬁﬁi&gﬁ;ﬁ$\%§ﬁ$&-wﬂﬁ
REMBFRITEASASNES,
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MBEARA, XEAFREERSAE 425 XERMEE, MAERATARRHTFN. FES
ANREHE, CEFATAREROCENZHHF ZJERZRNRE. BRAD—HH, BT
C SR TAF B RS, BT UK B R o6 51 8B AR b — RS 1 R AT b

C J 1 £5HF typedef SRIZFFAT 7 B SE B R B M5 P27 R 0T A A 45 0 15 B
JUAEGME A - D ERRIERE, TR 2R

struct Mesh

{

¥

char chHame[68];

int iNumVertices;

int iMeshFrameNum;
VMESHFRAME *vMeshFrames;

int iNumTriangles;
TRIANGLEVERT *pTriangles;
int iNumTextures;
TEXNAMES *pTexNames;

// &5 chars, 32-bit aligned == 68 chars in file
// Mesh vertices

// animation frames in mesh

// stores vertices per animation frame in
/{ verticez[Framebum] [VertexNum]

// Mesh triangles

// Mesh textures

LPDIRECT3DTEXTURES* pTexturesInterfaces;

TEXCOORDS *pfTextureCoords;
TEXCOORDS *pfEnvTextureCoords;

// Mesh tex coordinates
// not used here

B A8 E XMEARERTERN TR KNRET S THEE, FHi.
Mesh.iNumVertices = 5;
AT typedef SR 5E XHABR RSB AN, BRXTHS LREH A% HRES

typedef int TRIANGLEVERT[3]:
typedef char TEXNAMES[68];

typedef

typedef struct

{

float u;
float v;

} TEXCOORDS;

typedef struct

{

char cName[68];

int iMumVertices;

int iMeshFrameNum;
VMESHFRAME *vMezhFrames;

int iNumTriangles;
TRIANGLEVERT *pTriangles;
int iNumTextures;
TEXNAMES *pTexNames;

D3DXVECTORI *VMESHFRAME;

// 63 chars, 32-bit aligned == 68 chars in file
// Mesh vertices

// animation frames in mesh

// stores vertices per animation frame in\
// wertices|[FrameNum] [VertexNum]

// Mesh triangles

// Mesh textures

LPDIRECT3DTEXTURES* pTexturesinterfaces:

ﬁ&ﬁi&&mhwth#$%ﬂk§Mﬁﬁ¥§.E%%Eﬁ%ﬁm—4ﬁmz$ﬁﬂ:W%%¢,WN®f§M%ﬂgﬁﬁ

AABVRTELBNE. BEENBLXETHESE,
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TEXCOORDS *pfTextureCoords: // Mesh tex coordinates
TEXCCOCRDS *pfEnvTextureCoords; /{ not used here
} MD3MESH;

Bifk MD3MESH & MhEEFERYT, EAENSENBECRS R B4 5FH,
XA R AL B IR TR R VL.

JEFEGE R PR Fr 2 o) LR IGR B R AL PR S XM AR BR. BT K
R R R — R AR v, LA R SR W N R AR, HPths
W R B P R B AR

B.1.2 %

Fol it &7 it LR MR M BRTER D EERE TR S, HE—1 CMD3 %,
EHET md3 SR T ERH LA REEE LR E DR

class CMD3Model
{

private;
int iNumMeshes;
MD3MESH *pMd3Meshes;
MD3BONEFRAM *mdiBoneFrame;
MD3TAG **md3Tags;
FILE *LogFile; // the log file for md3 geometry data.txt

/4 and md3 textures.txt
LPDIRECT3DVERTEXBUFFERB m_pVER; // Bufifer to hold vertices
long ReadLong (FILE* File); // file i/o helper
short ReadShort (FILE* File);
FLOAT ReadFloat{FILE* File);
vold CreateVB(LPDIRECT3DDEVICES 1pD3bdevice); // wertex buffer system
vaid DeleteVB();
vold CreateTextures (LPDIRECT3DDEVICES 1pD3Ddevice); // texture system
void DeleteTextures();

public:
// class methods
BOOL CreateModel( char *fname, LPDIRECT3DDEVICES lpD3Ddevice);
void DeleteModel (};
void InitDeviceObjects (LPDIRECT3DDEVICES lpD3Ddevice);
volid DeleteDeviceObjects();
void Render (LPDIRECT3DDEVICES lpD3Ddevice);
CMD3Model (); // constructor/destructor
~CMB3Model () ;
}:

AR A MERRA S EREF S EIZ MR —DE a8 E, X8, By
RESHRIEA T S RA, R S0 R AN T3 T84, $TENE QM F MOV
Fa S MEEREE.

XARRGER 5 A HEEBITE): CreateModel(). DeleteModel(). InitDeviceObjects().
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DeleteDeviceObjects(). Render(), 177035 MAERISNE G RIZB T K&, Xtk 5 i 7 %}
SRR DR i,
Pt 3£
KAETF protected ATFRARTAHBIR R, 1O RQWERA L BH), TAFE TR
Hheb iR A b E R P F B 8h45 8.,

B.1.3 %

SR - BRI N BB R e R, CHUFR NS, XERERE N
M (2FED MEMETYW FREHD BEYHBMIX . XX D) priavte FR2EH1
public HREJe L.
RO e ARE T WG E - G WS I STBUAER T aX A FO T 2 4. R A A
BREMI ST A BN R E S, Wﬁ?‘%%'&'ﬁﬂﬁﬁ%*@%ﬁf#ﬁo
PRt 3E
Ct3f A R oM FiE. 25 R A T §0 18 i A BB M 17 ) B et Aoy
H A,

AL B R R 1 A R Ak B 4 e e e R Y, (sarspibentibedis 1 Fp
REVH R B RUBUR . LA — N B B IR, AR AESEERER, HHEMBHEERR.

B 5 4 o 2
Yed eR ¥ o 2% B A
= 44 ] 4 B

EB.I B RMEREE (AERRRANRLELIERR)

ﬁ%@ﬁ%ﬁﬁ%ﬁﬁ%ﬁ%&ﬂ%ﬁﬁﬁ?ﬁﬁﬁﬂaEﬂﬁﬁmF,—%ﬁﬂﬂu
%%ﬁﬁﬁﬁﬁﬁm%ﬁﬁ%ﬁﬁﬁm,TR%&HE@%R%ED%W&%M%EMO

W&mﬁa%ﬁﬁT,ECwnﬁw¢,wﬁ%%%uuﬁﬁﬁiﬁk,ﬁmﬁﬁim
b B BV A B S 4. I A S 3 e R T TR A 4 11 s ik, B, HAEOR
nmmmﬁ,mzuﬁﬁﬂuﬁm—¢lmmﬂnsﬁﬁu,ﬁ#%ﬁﬁmmﬁumﬁﬁmﬁ
WULEHIBTT.
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KRR L, RAITRE LI T .

B.1.4 FBEI—K

PR AR SR A S5OAD ML BREL, IR A CHHRRIKE MAEREREIT . iERRATIA FE X
(NS

fifndef APP H
kdefine APF H
class Capp
{
protected:
TCHAR™ m_strWindowTitle;
DWORD m_dwWidth;
DAORD m_dwHeight;
private:
BOOL m_bActive;
HRESULT Render{):;
puklic:
{// used in Fake.cpp to create, run and pause fake
virtual HRESULT Create (HINSTANCE hInstance);
virtual LRESULT MsgProc (HWND hWnd, UINT uMsg,
WPARAM wParam, LPARAM 1Param);
virtual WPARAM Run();
virtual VOID Pause (BOOL bPause};
/7 interndl constructor
Capp ()
i
fendif

RA KRBT app.h ko, i SopE7nEAE A = win skeleton++9 .
RLF kb BIEGI A T R 4w

tifndef AFP H
#define APF H

tendif

REETRALE IR e LB A R R 2RO R L. KEHE -
TR AR, HREREAS TR BRSE, TARESEE. K0T o
MK A

B B CApp ERIMIAR, RIETLRE. %E. BF. BLORE.

& MR ESEE 5 AR,

AT App.cpp FRM T B R BB T L.

tdefine STRICT

tinclude <windows.h>

finclude <windowsx.h»
#include <tchar.h>
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#include “App.h"
#include “resocurce.h"
/i
/{/ global this pointer
!/
static CApp* g pCApp = NULL:
i
// Name: FAKEApp ()
// Desc: Constructor

/7

Capp: :CApp (}

{
g pCApp = this;
m_bActive = FALSE;
m_strWindowTitle = T("FAKE 4"};
m_dwWidth = 640;
m_dwHeight = 480;

)

i/

// Rame: WndProc(}

// Desc: static msg handler which passes messages to the application class
// in the fake.cpp file

i
LRESULT CALLBACK WndProc (HWND hWnd, UINT uMsg, WPARAM wParam, LPARAM lParam)

{

return g_pCApp->MsgProc (hWnd, uMsg, wParam, 1lParam);
}
Iy
// Name: Createf)
// Desc: static msg handler which passes messages to the application class
// in the fake.cpp file
i -
HRESULT CApp::Create (HINSTANCE hThisInst)

{

HWND hwnd;
/* Step 1: Define a window class. */
WNDCLASS wcl;

wel. hInstance = hThisInst; /* handle to this instance */
wel. lpszClasstame = _T({"Crusher"); /* window class name */

wcl ., lpfnWndProc = WndProc; /* window function */
wcl.style = 0; /* default style */

/* lcon style */
wcl.hlcon = LoadIcen(hThisInst, MAKEINTRESCURCE (IDI_ICONL1));
/* cursor style */

wel ., hCursor = LoadCursor{ hThisInst, MAKEINTRESOURCE (IDC_HULLA) ) ;
wel.lpszMenuName = HULL; /* no menu */

wcl.cbClsExtra = 0: /* no extra */

wcl.chbWndExtra = 0; /* information needed */

/* Make the window background white. */
wcl, hbrBackground = (HBRUSH) GetStockObject (WHITE_BRUSH) ;
/* Step 2: Register the window class. */
if(!RegisterClass {(&wcl}))
return 0;
DWORD dwWindowStyle = WS POPUP | WS CAPTION | WS VISIBLE | WS SYSMENU;
RECT rec; B B B
SetRect (&re, G, 0, m_dwWidth, m_dwHeight) ;
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AdjustWindowRect (&rc, dwWindowStyle, TRUE};
/* Step 3: Now that a window class has been registered,
a window can be created. */
hwnd = CreateWindow( T("Crusher"}, /* name of window class */
© m_strWindowTitle, /* title */
dwiindowStyle, /* window style - normal */
CW _USEDEFAULT, /* X coordinate - let Windows decide */
CW USEDEFAULT, /* y coordinate - let Windows decide */
{rc.right = rc.left), /+ */
{rc.bottom - rc.top}, /* %/
HWND DESETCP, /* no parent window */
NULL, /* no menu */
hThisInst, /* handle of this instance of the program */
NULL /* no additional arguments */
ri
/* Step 4: Display the window. */
//3howWindow (hwnd, nWinMode}; // obsolete because of the use of W3 VISIBLE
return S_COK;
}
/
// Name: MsgProc()
// Desc: Message handling function
I -
LRESULT CApp::MsgProc (HWND hWnd, UINT message, WPARAM wParam, LPARAM lParam)

{

switch (message)
{
case WM CLOSE:
case WM DESTROY:
PostQuitMessage (WM QUIT) ;
break;
1
return DefWindowProc (hWnd, message, wParam, 1Param);
1
!
// Wame: Render ()
/{ Desc: Render the app
o
VOID Chpp::Render ()
{

/¢{ do anything
}
if
// Hane: Pause ()}
// Desc: Sets bActive
I/
VCGID CApp::Pause (BOOL bPause)
{

m_bActive = bPause? 0 : 1;
}
=
// Name: Run{)
// Desc: Message Loop and render method
fHi—
WPARAM CApp::Run ()
{
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BOOL bGotMsg;

M3G msg;

PeekMessage (&msg, NULL, 0U, 0U, PM REMOVE};
/* Step 5: Create the message loop. */
while (WM QUIT != msg.message)

{

if{ m bactive)
bGotMsg = PeekMessage {&msg, NULL, 00, 0U, FM REMOVE};

else

bGotMsg = GetMessage (&msg, NULL, 0U, 0U};
1f (bGotMsy)
{
TranslateMessage {&msqg) ; /* 2llow use of keyboard */
DispatchMessage (&msq) ; /* return centrol to Windows */
1
else

{
if{m bactive}
Render () ;
}
1

return msg,wParam;

1
WRIRE L EE B H], B{EA PauseQOF T m bActive &8, AudBEELiLZMNE - T#
gtk

B.1.5 #i&ERE

HIRBRTHESSZEREERHMNOEE. ©& MRy IEILRE, LxfiL--4
RPN L SR E. BRI LB b T T AR RSB, I
Hw D& MIREHLTHYER. WERELMASEHRARNERL. RRNZEE
TRLBAES PHEERE B ACREEAERE— M REHER.

& CAppQO T #IZRA T BT BURA : g_pCApp.m_bActive. m_strWindowTitle. m_dwWidth.,
m_dwHeight. MIERHE TR, HEREBELLE.

A—METTALEXEMERY, §TUERKAETRMNSESR, XERKRY &
BIE R, WREEA LR AES G RRIT WG, BLOXRREAT. T—2 /LR85
YRR U] E A R

B.1.6 #rtek¥g

53 R HOAHX R R R AT A B . T O R A A RO B BT AT — B A R L
. TR BMA TR S REME, OFRIRE (& ENITE. © RN R IFEH RN
B AR — B R
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MEB CHAd)

AR At R R ? 1% BT — AN S

int number = 123;

VOID ShowMeaNumber ()

{
int number = 4567
Showme {::number);
Showme (number};

}

HrHVET RN
123
456

KEAH 2R E number F ~NEH4E R number. {E EIFREFR T, CHEER
%ﬁmﬁﬁﬁﬁ,WECHWNWUﬁmﬁﬁﬁﬁﬁﬁ%%ﬁﬂ%ﬁﬁﬁqWU,Wmﬁﬁ
R+ R 2F& MHEE.

e LSRR A 7t B DAJTT T U AR R B R, TERCRRIE L 1 B HIBLE CHRRIP IR A IR
v fel

YOIb Chpp::Render (}

X ARG (R U — M E R LR A R

ML TR R X R R RS, AR AEE R R R AN
EEHEE, XN RS RECRE e S A RM . ViR RE
WA, TRASEFHBRTIREE.

this 5%t

4 win skeletont+ i B HPH — N EBOBE—e pCApp, EFMT--MEA
“this” (45%EF. SIBA— 4 X &K R R R B R], SIF L S AR I B T this F75
REFBAA Y. SURRREEEN LG RERAN, SeRHMER this 84
A P REIEIEHE— 1 Bl

void ChApp::Render (BOOL active]

{
BOOL bPause;
bPause = active;

}
myzpp.Render {FALSE} ;

R T
void CApp::Render ({(BUCL active}
!

BOOL bPause;
this->bPause = active;
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// or (*this).pause = active

t
myApp . Render {FALSE) ;

XA Render()r BIE I ER R FH Y.

LRESULT CALLBACK CD3DApplication:WinProc(...);
LRESULT CALILBACK CMyD3DApplication:MsgProc{...):

B B2 WRIE
AT LLAE AT this fREH@ R BB E. F4:

void String::operator= (const String &other)

f
if (4other == this)
return;

}

IR BT AR, XN FEFASARBREZRY T. FAXBABERIEG, 3
FERMIXERER: ATHEFAERME, NEERERSEHUIRERYE, WS 85
ZEMLIVAI LA RER . BEHEEIREEAE M HHMME, TLUERRERE
Ryt el

BT RIA T T — AN\ 00 B R AR KRR K.

B.1.7 KR4k

A TR BRI IR — N AR R R K. 72 Crhaf LB M — A BB A —
s, MR eI O ERE T RR R B R M K. XLE C S RBABI, 7£C P
IREERE KRB EF R T AR S IRRR.

X KB FrT O AR S8 1. - NIRRT DL Rk
O, REREFPRRFEIN R T XA E,

1. RKBaE&

] CATE T AR A — A3, TR DR AR . TR AR 8 B8 A R R e 3 P iy 2
Fe g iT DAV A — MRS (74 450 B AR R 2k AR iR o £51)

T — AR alien i) C HIIEARANF LR, BAG - MHESST EARNEE.
HHBEZEH MR HERERRNEHRE, EAEE—-EHTREHTHE TR
FRILLERAZM. BE (union) ATHSHER, NitBESSH C ML B,

75 CHpillid — MR RMIRAERRE B MBAXE. T i & AR 1889,
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class CAlien
{
oublic:
Caliend};
VOTD Attack (HUOMAN human} ;
VOID RunTo (WAYPOINT waypoint});
VOID SetHealth{DWORD dwHealth);
DWORD GetHealth ({);
private:
char cHame[32];
DWGRD dwHealth;
b:

X ARl sl XA CAlien ERES FRHME, MAELHEEAT, S W
ZMME, BEFXALMARREAF R, LPHNAE L WIT, 1 REEBETE. FHX
RN . A MEET LU, HPRIREEA LI A, T AR5 a2 6 2
;.

class CMaglcian : public CAlien
(
public:

Magician();

V010 SetGlow (BOOL bGlow};
private:

BOOL bGlow;
bi

ok #7

class CFrankenstein : public Calien
{
public:
Frankenstein{);
WOID StruckByLightning (BOOL bStruck):
private:
BOCL hStruck:
bi

CMagician Fl CFrankenstein #4524 CAlien FIIRAE 2. AT HBE— A EER, TELX
FERAK TS, KB + 25 + RBE public + BAEK,
P 3£
A private R BEF HATE ARG E, TIRARIK 65 ANH FRAP R R AN R A K855
B ZHEMAAMLRA R,

RIRERM AT, AL AR F A 2 ORA, XHSR AR T SEERR
Mttt 3XFF, CFrankenstein [9SCHIR T A4S H OWBIER B4, BEE 7H CAlien
HE R (LE B3,
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CAlien

CMagician CFrankenstein
B B A B B i nt 58 iy 2

CGandalf
B R B R A

EB3 X2k

IRAERRY R R R BEDT R RA RN, B LUE AU L 2K i A F #1135k 1)
EROBE R

Uy R A7 A0 AN R BRI, AR A R F R BEL B R %4, X R EM CMagician
TRA BRI N

class CGandalf ; CMagician
{
public:
CGandalf {};
VOID TellWisdoms {HUMAN bHuman) ;
SetWeakness (WORD wWeakness)
private:
char cWisdoms[32)[128];
WORD wWeakness;
+

XEREBAE CMagician BLRIRERXRIER, T CAlien KR4, BRK XX
CGandalf JERYHZE, gk, @ILXMHP YT AFERTUREEET X RELHEER. £ win
skeleton++ /5] Fake.cpp 7, A CApp ¥4 H T —4 CmyFrame.

#define STRICT
#include <windows.h>
#include <tchar.h>
#include "App.h"

i
// Name: class BApp

// Desc: Main class to run this application. Most functionality is inherited
// from the App base class.

I
class CMyFrame : public CApp
{

public:
LRESULT MsgProc (HWND hwWnd, UINT uMsg, WPARAM wParam, LPARAM lParam};
CMyFrame (); // constructor

}:

BE": EHERED.
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i
// Hame: WinMain() . .
// Desc: Entry point to the program. Initializes everything, and goes into a
/! message-processing loop. Idle time is used to render the scene,

i
INT WINAPI WinMain( HINSTANCE hlinst, HINSTANCE, LPSTR, INT }

!

CMyFrame d3dApp;
if( FAILED{ d3dApp.Create{ hInst } } )
return 0;
return d3dApp.Runi{):
t
’i - -
/4 Name: CMyD3DApplication(}
//{ Desc: Constructor
{7 -
CMyFrame: ;CMyFrame {}
{

// Override base class members
m strWindowTitle = T{"Fake 4 ++"};
m dwWidth = 400;
m_dwHeight = 300;
}
i -
[/ Name:; MsgProci}
// Desc: message procedure
£ -
LRESULT CMyFrame::MsgProc (HWND hWnd, UINT message, WPARAM wbaram, LPARAM 1Param)
{

if (message == WM _KEYDOWN)

switch {wParam)
{
case VK _ESCAPE:
FostQuitMessage (WM QUIT);
break;
case VK Fl:
{
Pause (TRUE) ;
MessageBox ( hWnd, "Here comes your help text",
"Help for FAEKE 4++", MB ICONQUESTION|ME OK |
MB_SYSTEMMODAL ) ; -
Pause (FALSE} ;
1
break;
1
]
return CApp::MsgProc( hWnd, message, wParam, lParam };

1
CFrame 5 T A 2/ MsgProc(fi H DHIME R, EXYEE (overwritte) T 3 ik
BRI
R IR AR KRR, RO AL BT e KD, B EF i £ R
AR RIX AR, MIRAESRSW R TR R BB MR BRI B A
297



Direct3D # % &N TTHAZ ( F 28 )
2. EO%FK

HRABTT UL R AR R R B R B B T EARED, BRCOH “BEENgkAR”. XMBREREK
A REA AW ,

AT IR AR ARSI CAlien 26, BT iEBFEIRAFLERRMED, Buf
By e IR A R M — A B E AT CAlian MR .

3% TRMBAPITHE B A, BREFHE PEAXAANARET . S TREFER
MIER, AT —THE B “WoRfER R B O HrRE, RBTESEERS ]
el

B.1.8 ME&#

95 et TR R R AT, SRIT R B IRA MR A", X 5 I A O e B
WA N AFE-

FI R A AT R R E T DR E S 168, JF Bl Ll b X AR KA R &)
B, WRRBEER, J DR EERRIRER T, AR IEREIIEE TR IREIR
SR HIE R PR A2 K oR 4

AFEREN BB AR MXBFE virtwal FEoTLLEH— M BRE. EEASCHRER
d3dapp.h Sk LA DRI A BT RO HERE LB RS

virtual HRESULT ConfirmbDevice (D3DCAPS8+, DWORD, DIDFCRMAT) |

virtual HRESULT OneTimeSceneInit () return S_OK;

virtual HRESULT InitDeviceChijects{) return S OK;

{ return § QK;

{

{
wvirtual HRESULT RestoreDeviceChijects{) { return S OK;

{

{

{

{

{

virtual HRESULT FrameMove () return S QK;

e et et ot

virtual HRESULT Render {} return 5 CK;
virtual HRESULT invalidateDeviceOhjects () return 5_OK;
virtual HRESULT DeleteDeviceObjects () return 5 0OK;

1

virtual HRESULT FinalCleanup() return 5 QK;

SARRIIRAE S T DL T S i B I
HRESULT CMyD3DApplication::RestoreDeviceObjects()

{
return 3 OK;

}
'{1: d3dapp.cpp "PRZERRA TiX4T5i:

HRESULT CD3DApplication::Resize3DEnvironment ()
{

// Initialize the app’'s device-dependent chbjects

FBE BITHAM AR SERE, BERIT AR RERMEE,
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hr = RestoreDeviceObjects();
if{ FAILED{(hr) )
return hr;

;eturn S_0K;

1

FrLAYE B2 514 Resize3Denvironment()F ifiH RestoreDeviceObjects(H, SE5r 1R H 1)
VYR ES CMyD3DApplication F [ RestoreDeviceObjects()efi %1 .

TR R R R R R BN A T B A{EF A virtual 387 .

HE e B H R “BhASEE (dynamic binding)”. 3XAEF A 4% AE 4 M EE I T I
AR, T EREUEMN R TP RT R~ 4.

BEERAIRGE R E A— MR “MB, R, NdXHEiSa 2078 7 Sk
b1 A 1 R R B EE R I R RS T Ak — T RN L

NEE— P RREAKE-FHOAERWAREBRBAEE . &R TETE REER
ROFEH ;T A F A B8 e TR R R BT iR G “#RS 0 (static binding)” 1y, XPFHiEH-
BEERSRAE R — &, ERAHEERKN— AR s—=2 M.

B.1.9 &AM

AN BIRTE AT R RS T KRR AL E M B X SRR R AR RN “ B AN, XE
HAE —FIE AT UM SRR . B RE TR BT AR R B E UER A A X
AR B AT iR

£ CPAAER —4 switch BRI MFF IR FHAR, RBENT.

DWORD ComputeHealth (struct ALIEN *alien)
{
switch (alien->type)
{
case Magician:
return alien.dwhealth;
break:
case Frankenstein:
return alien.dwhealth;
break;
¥
}
ME CHTARAACT R ¥

DMORD ComputeHealth {CALIEN *alien)
{

1522 %%ﬁﬁﬁﬂﬂﬂﬁﬁﬁﬁ&ﬁwﬂﬁ»‘H&?Eﬁﬁﬁﬁ%%ﬂ%ﬁ-ﬁiﬁ*ﬁﬂ&%ﬁﬁﬁmﬁﬁ,$ME&
IR F C++RIEH.
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return alien->GetBealth(});
1

C++}LA 1) ComputeHealth() B AR T EMK RS, AR SRR EET2RERT
SR, F BRI, XEE— IR, DR AR N switch 1B

B.1.10 REX (inline) BA%X

W AR T 61 OF LUEIT P BCER B IR AL . SCBS inline VT LUKF AREEI—RI B HEA S BT
HEH TR MRE—DEFH 21 DR T — AR R, Bait B a4 exe 0t
hAEA LR ER 21 Rl

WEETT LA B R BB R RO BRSP FP i . X F DAL fT AR R, RS T HERS~/4
—MNERBRIEZAEE, FUREFHRATERL, JES Fdefine THmE XA ALEEL, B
RUZERIAE T, SRS kb El I RCERBL, Tk R R B A S AR SR SCIR N . b, ER
B THAE AR A . RIFBANSWITRERE, THNKRAEEEE SRR —FHT
b, JFABRAETRSERNEER. TiHE— R

#define MAX (A, B} ((A) > (B)? (A} : (B}}

inline int max (int a, int b)
{
if (a > b)
return 4;
return h;

}

PRETEHGX IR C++BFALIK, TRIG? 07, WEAKKE, —iREkiF 4 S nEs
BIBALLHERE N, MEZHBRIE. T inline JCHE TR Bt k.

iR a8 G R A M AT AT RIRTE I A 2T Bk, TXEE 7 __forceinline M
AL R A R TG 2 R ARRE AT, XRHFERERFRGAREE N T, FUlng
HAY, kM EsSHtRERA.

_ forceinline B§ T GEibF2 PP G 6T % iR 28 L A/ MR 700 R SE B B — MR B, B0
ok B DU T i S B ok Bk

B R EHEEEID/000 RiIFETNFRF (RS AEIAETD;

B RBONE R AR AR R 2R (s e PeT crREGE,
A — M {E SR 2w AL D,

B EEALE—NUERSEIR,

N FEMEARNEN L mAE, HFHEEET/Og, /Ox. /01 B/02 EH k4%,

B R LUE R A RIRE— DM ARERE TF Cunwindable) YRGB, 3 H M HBi13/GX. /EHs
3%/EHa £ T0 ¥ 45 1%,

B KB RERIT” BRERE CHRENTREEREF, TEEEHNNRMNTRAN.
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M

BAEB CHAll

B R DB BRI e — A IR R, 3F BEiT/GX. /EHs Bk/EHa IR AR
58

BRI, JE B A Bi#pragma(inline_recursion, on)JRiEHEIR. XA pragma
3R A GA R T A R B LA BE 8 JOSIAW A . MREREWBGRE, ATEH
#pragma(inline_depth, n)4g ¥ E7R.

E—TF B Visual C/CHHRFRSEZFEMP X T HRIFRTOS L. WRHEHAHE
B—AFH A forceinline FIEAMANEL, BAERTHE—N 1 RES (4714).

7T X d3dfont.cpp A —MMER BRI SR T

inline FONTZ2DVERTEX InitFont?Dvertex( const D3DXVECTOR44& p, D3DCOLOR color,
FLOAT tu, FLOAT tv )}

{
FONTZDVERTEX v; v.p = p; v.color = color; v.tn = tu;

v.tv = tv; return v;

}
IR CHHR S B RRR Ty, KT ERRBERNINLL.

B.1.11 C++#X5 C RNV AR

CHHDE T C FIA T — 4R R KRRl AR X — T 2 4] T 5 CHI85RR0E 4>
LSSk e D

B ENRERNERERAE;
B const BT

B

B RBTERSRERER.
1. REFHBH

— A C+ R BE B ] DL RS S H R

VOTID Pause (BOOL =TRUE) ; ’

] DB XA el M B pS B TR Sk ot i RARIREE T A OB H, MRS AEl I
HAEHDRIREE.

KE AR AHTH.

VOID DoSomething (DWORD w = 2, FLOAT £ = 1.3);

PRar LR PR 7 Aok E

DoSomething{ 2, 2.% };:

FEATEHIN, B ME (W) 22, BOAME (D R2.5. SA-—HEATAN:

DoSomething {3} :
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DirectID SR THAE (F2HK)
\B—AME (w) B3, FMME (D £ L5
2. TREAMMNE

Bt CHTH—MRAKMGE, BRERATGRCLAET . C BRLMARKITHH 7
FIFTE AR, M CH A RTEAE A T A A K. £ C P — 1 REE A fUR mT e R :

VOID Myfunction ({(}
{

int z:

AncotherFunction (d};

doSomethingWith{z};
1

& CH+P R RS, WA

VOID Myfunction {)

{
anotherFunction{d} ;

int z;
doSomethingWith(z);
}

e — MRS, XRRAHEREEMN S AR A E U & R Al i
. T CHh s AR RERAR:

for {int z = 0; z < 5; z++)

{
// do scmething

}
HRA ARVHER T FIER):

if {int z == Q)
while (int § == 0}

Bl A, ENgEXTEX!

3. const TR

AWK, AT EHEERA A Btdefine ZER P A EA LU —% const ¥
SESEGREAE.

£ C fl CH+4%T const BWHTFRERT AKX H. 78 C PaTLlyiitb— 1 const &
MR, HAERFRERESHM: mE CHD const BRI LU FIe4t. 2SI, R x
A [ B A o

REH C R F H#define FAL B < U B,

$define MAX HEIGHT 800
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MEB CHAT]

#define §5 7 W B R 2 PRET H R B L RHH &, IXRE AR AL ERE R,
4l BeiB ). 8 Htdetine A8 — V8 BT, XAV BB A BHAR, FULRER
BilRfL BT EEERE, SiERIMITENE 04X B BRI ICaRRE.

MR, WHRE CHFEX— const, MBAKKMATT - -IKHIEFISIFFER], Fln;

const int MAX HEIGHT=800;

AT LAY const FH-1e%F R |

char * const ptr = cString;

XA sE AT LB T $ T BT TS 1R B 1.

*ptr = 'a'; // ak

HERRESUEH AT (ERE):

ptr = ¢S5tring2; // error

nAh MBS, wREEH R — D E R

const char *ptr = cString;

ptr = cString2;
*ptl" = Ial;

AR ATH R EIBRH A FRATLIE, EREER TGP SRS — 485 8, Xk
] LT const 4 MR R BH LE— A FREUE L S 40

int readonly (const struct NODE *nodeptr);

an lBig, const B— MBI, WLMERKFEF Y BERE w4, Fiolsy REHE

4. Myt

HORR —HBREIR KA, HATREX- AELYHNH BN S, BSTNE P cREE —
MG, AR N, B P uRRERLRT— N oE R, R A, A
LB —ADARMEEN 0. NEMRHRA T CHHZRF R I & X— M,

enum color {yellow, orange, red, green }; // values 0, 1, 2, 4
enum day {Monday, Tuesday, Wednesday, Thursday = 8, Friday}; // values 0, 1, Z, B, 8

ATLURE - =P MO BB, (BRGNS — N SR M RAT B (A, 00 4 FH 8 12K
RIS, W — MESORBIE AR BE R A R 21, 00 R SR T RS TR, =)
EMAA A ERIE, MABHRKLERRR R TN,

303




Direct3D # R HAZATHAZ (F =)
5 ENEHSIREFES

C++PEWMES. OIHESIEERES. X2 CHIE SDTEMET, TNEkE
HH.

(1) RERER

ATERAKER, EHFEMIWIREZHRYE, I AGHRANEY, BARNS
L. GmiRdddid SRR R T HAM— MR A, BB ARG RN SRS
KA,

& CHHer AN R E R, B TRE TSI FITE, A R s T,

PRECEEN PRSI L R E RS 8. 1T d3dvec.inl 'DRTLAIERRRE -EHLHE.

inline
vD3DVECTOR::_DBDVECTOR(D3DVALUE i)
{
X =y =z=1f;
1
inline
_DEDVECTOR::_DSDVECTOR(DBDVALUE _ X%, D3DVALUE _ ¥, D3IDVALUE ‘z}
{
XK= X y= _y;z= gz
i
inline
D3DVECTOR::_DSDVECTOR(CODSt D3DVALUE £[3]}

= f[0l: y=f[11; 2z = t[2};

— W e

1L d3dmath.inl 7, D3DXVECTOR3 38540 2 $ 7 1t e 8%

D3IDXINLINE
D3DXVECTOR3::D3DXVECTOR3( CONST FLOAT *pf )
{
#ifdef DINX_DEBUG

if {Ipf)

return;

#endif

X

¥
z

pf[0];
pf[l];
pflz];

1

D3DXINLINE

D3DXVECTOR3; : DIDXVECTOR3{ COMST D3DVECTOR& v ]
{

X
¥
z

I

5 oa o

CH;
L¥i
27
}

DIDKINLINE

D3DXVECTOR3: : DIDXVECTOR3 ( FLOAT fx, FLOAT fy, FLOAT fz )

1
x = fx;

304



MFEB CHATMN

fyr
fz:

=]
I

1

XA EH R FAL A RN SR RAHRANTE, S x, v, z =N EERA.

B0 BRCT FESLE R R B AR AT B AR BN R FRR, BoTLiba R
LAY B ] 22 R AT ASEHE AT S . H AT DILE B R B FRE -2 E.

(2) #BhTTER

EI T BN, BT LA F AR R AR R B CETTRNT A, B AR IERT (1),
RIEBRAFTE (). BUTEER (=), MEMBEEERMT 0 —-) %, X f e Y
HFFLRR bk i 2y i) el 8.

T CHPEY MMERTEE —MEAFESRE GBER - MRUNKED), BR
AT B PR BN 1 & SR ¥ operator,

B AR ERMIAIE R

ReturnType operatcr @ {arguments)

{
#f oode
b7/ global function
ReturnType classname::operator @ {arguments}
{
/7 code
I /4 class function

FiRi@br iR TR - DMERY . MU BES: .

vo= X @ Vi
th Wl LR R A

z = operator B8 {(x, y)

g, XA

z = x.operator B(y);
TR R R R B

DIDXINLINE D3IDXVECTORIG
D3DXVECTOR3: toperator += ( CONST D3DXVECTOR3E v |
i
X o+= v.x;
¥ o= ways
z += v.z;
return *this;
b

AT 3E £ D3IDXVECTOR3 45 v IF+=8: 77 2 M#t D3IDVECTOR3 £5# 7 &b,
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W

Direct3D #2142 (B Z0)

FANEA A aBilR:

D3DXINLINE D3DXVECTOR3
operator * { FLOAT f, CON3T struct DIDXVECTORIE v }

{
return D3DYXVECTOR3{f * v.x, £ * v.y, £ * w.z);

}
XA R ERRHREIRE R
z = gperator * (£, vi:

e AT, RIFIE D3DXVECTOR3(f* vx, f* vy, f* vo)BR— DI 414, xfik,
PR aE T FERN “SREIMEM L (returned value optimization)” HITUALEEANE S
1A I B 45 A 10D o 2 R B B SR Y T4 . SR R PT L i F R R B A X & _E iR 7]

ﬁ%ma
W7, RARIMENZERT SMES T, FTLAES— T didxmathinl 34, EMERE
L HIRE -

3 XA L CHATTRIRTE 7. REZREB KL HR TR 5 EEE) Cr+
WL EPE—E T, ATEEBERBRAERFRE, HRBHACEE - TIIHNSEREA
R, BTLL, gkEsesim!

B.2 INFR

- AHTML/PDF/PalmPilot #2538 C+-1558, £ T http//www.mindview.net/Books/TICPP/
ThinkinginCPP2e. himl.

AANEF  BEHABK CHERETE, MBI T http://www.intap.net/~drw/cpp/index.htm.
http://www.cplusplus.com/doc/tutorial . http://devcentral.iftech.com/articles/C++/default.php.

B REMEBEN. NRAMHABELSEBRNMNEFARS MHRNE SAESEHELY. EaESNE—MENHR
CEB R T JHERE, RS T MESERREEATEZERENNS (BWHAR . WRARDP THF4EERE
HER, HIEEER RS T EEWERER L.

306




IXRCY SBRA T — 5k A0 1S B IR IR A S — . R T R B BeE R 3D #I
R PR L 1 ST L URARIN T Beds 3D 4 )P () £, FHEEAMGAE A5 21 3D TP mRRI IFER .

C.1 3D $fy= ( Point )

FAE B T4 2D 2P e — . PIRAE A T — . Rk — R, X
APtk A xy IR, B R e A e AR s E S ) (LI C1).

AT A Y0 s 0 ORI, wT{ER] T il 25K

Xw = % * cos(0) — ¥ ¢ sin(6)

Voaw = % * 3i0(0) + ¥ * cos(0)

Uf o BRACAESRA R 3 3D, SR IR R L Rk 2 Bl BB R R
AR 2D 83D Z 8 AR Z A0 PE T 2 Sl I T A ET G 0, “xz Al
“yz it DRACRIERURAS, PRI LLIG— AN 3D g )
M08 Ay G ) o1 T P B A T ) AR B €2 MR T ST C
s IEl i e, SRR IR 7E 3D T BEfT IR (x ) =(2.3)

3D RGP — 5 wix, v, &0 6 s o i, o]
{5 I T AW

By = % * cOS{B) - ¥ * sin(B) B -
Yiew = X * gin(@) + ¥ * cos (8) ECI —-gﬁ&hﬁ
Zoew = 7

X JLF S AXME, BERE T4z 6.
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Direct3D # a4 &AaEA NHEE ( B 20
KT HER Xpews Vnews Znew TR T T KEERHIMIRE. F RKIER RS x Hil
iTHY (WE C3).

[ a

 J

M C2  CHAFEER B C.3 4 x et
B3 wix, y, 2086 x FE S B 6 ekt 0 T, MR TR AR,

X:lew = A

Yrew = ¥ ¥ cos (GJ - 2z * sin (B)

Zrew = ¥ Y 5in(B) + z * cos(®) A w
MAFEE- - Foey BIMERE (LE Cc4). ata
F— PR wix y, 28R y BEOE Rt EHEERE 0 0N, #R

TR iR 2y

¥

Xrow = % * cos(B) - 2 * sin(®

yfew = y

Zoow = X ¥ sini@) + z * cos(B)

AT AE 3D AR A wix,y, 2), REE:

(1) 4L xy “PHEIERRE, AL Xnews Ynews Znew FIRTE HICa By s
iR,

(2) FHE yz FIRiBER LXK R I, HRTFE x5 vo. 2 THES TR,
(3) F‘}TI__ zZX %ZEEE%J_—&H{J%%[‘%? #ﬁ%ﬁ& Xoew™ Ynews Zpew *ﬁﬁ%%;
thiCa Wi b

Kope = X ¥ cos(B) - y * sin()
Yrew = % * 5in(B) + vy * cos (@)
Zhew — Z

Ky = Hpes

¥2 = ¥new * COS(G} = Erew ¥ sin{@}
21 = Yaew ¥ o8In(0) + 2z, * cosiBy
Kipe = Xz * cos(B) - 7, * sin{®)
Yoew = ¥z

Zope — Xy ¥ SlH(B] tz; * COS{O}
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MFEC HFEAN

X HERE— AN 3D BEINE AL A T 7E 3D Fa P -~ 8, NI IREE Z AR B bE

23D FHDTHR—SHAMEREL. B— DA — AN, KR ZEAml 3
¢ﬁﬂm(ﬁ&ﬁﬁ%3¢ﬁﬁgwﬁ%ﬁkawzo&w,ﬁﬁ@l®¥ﬁﬂ@lm,
HiE W6, 4, 0)IMBZ S Xt R4y & _FBNAT.

C.2 [@# (Vector)

0] Bk — A dtk, M TR — A mfii—AN A (BhingEps). mES5HiE (scalar)
REAEIR, AR, b, R 32 MK A A A B, REGFEER
PRA— 0 SR A A AL BT LURME A & R R — 48 RHLA AT A i AR e KT B4,
T I % A T 1] B ke ) A

R E R AP —TF— R AEAITE (general-purpose vector) » (B “ZRmE™) K
iR R EEE N e =TT N

C.2.1 %PFRm@&EZE ( Bound Vector )

ANZERN WV BT KM, @B C5 Bk

n - Ai.)."\;
B
u _/I\jfm

B —P R,
— DR EAMRRFEE LR C.6 BTk,

PEEY
g

:

BCs ZReS BlCe AMABERETRSHRANER
AN BR ) B AL bR R . HREWESRFR RN A B —& L, @UEIX
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Direct3D #E¥SAL A TTHAE (B 248)
e B . W A (R BR B R AR KD, BB AR TR X7 B AR AR,

C.22 BHmE ( Free Vector)

SRR AT, R EDE K. 0 R BT B s S DA R SR B — AT 1
B3 AR ESAMH DEEKRE BRRIER. K

[ - BB R B BLE DAREFT AR T . R
Bk, R R — A e B A .

ML X, P B M B AR Bl —4
AR REE A RFERAUT LECD.

We, HRefgessidemBur E&EAE 3D FRBH P A v
EREEAELEEXRHEN—T, 7F 3D F— P EER— 3 >
HA 2K 8. —MiEr—uE: m—rAdRE (0E
C.7 Bias) BER T AR, i, mEQ2,3.2)K XDk
KELE(0, 0, OYEI£R 55(2, 3, 2)IMFESS, BCT —AMREERETH

MBHAFEES, BAETRE— 3D 1. WRIRETF B o B

T AR F R, A DA, RIEe LR, —P el
FERA T -4 3D 5, ERE- FE AT R A A5, — 3D SEmrLigE 5 —
ANCER 0T R (null vector).

FIEH—FE, LA A& RS AR, Flne A E#TmnE Bk, fiE.

1. EEM*E: U+V
KTHBEANTIEMAN, AFEHRETIRTES 5400

UL, 3, 2) +v (2, 1, 2)

=z (1+2,3+1,2+2)
=7 (3, 4, 4

# 2D e P EFIXAN LTSRS, Fibp T REARRR, RER T z E.

N PR —FhE IR A SR R B R INE Gl C.8 i), WATRCUT BB
EYBE-AMEV, THEASME UMLSES: FREEE U NENNSIRE VEH
2, REREBERLH U VAL

FENERBEHEN, T UAekRr BRHT7. AAssgE 85— h
] AT SRR, RATAE S T A AR REIER T A MM LS E
WEEXAR FhiEk. B FEEEH - EERERRLHEE.

WY ERE ATHEUMAMTRSIHENRY. MRy BOER, LA taEkRTERG T, BHE M E
ERTEUMRN KN AARRAE, BadmuBABnmE RN EERNTRTR .
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MEC PN

2. EmERZE. U-V

A 4
u A Ju_x*
E 4
EC8 [mEnE K Cco ERbmE N

PETE T I P R R R R 4 B MR K SRR . 1 BR8N R E .
#in;

U

1, 3, 2y - v (2, 1, 2
Z(r-2,3-1, 2 -2)
Z (-1, 2, 0}

ol

ATEBER XBIRRT x {ff y 0. X4 8= C.10 Bimg.
FYRUH o —F S R R A 7 FOR B A R - AV S Li-1, Bink Ui
B C.11).

N
Ic

Y

k J

McCio ek M1l BB R EME
F35h, TR R AT DL 1 B R A A
3. BB
A 3 B E Rk
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Direct3D #2542 A [T442 ( £ ZRd)

B HREFR (scalar-product):

B i (dot-product )

B B (cross-product).

(D) e

¥ — AN E AR — AR CERED B BN, R RO B S B
SHEINEE,

UL, 3 Z) * 2

b

E vﬁ .

£ (2, 6, 4}

ML E U €12 PR,

Z % U2 AN, FRERRING RIER— PR R,

(2> |

P A1) bk 1] ARG L M 5 o "R, RREE R SRR s

N

HEFRMTEHNA 2D R U AV ZBI1FEA (WEC13),

A A

u
W
g v
i N
WX
B C1z tRER ECl13 ARNHEE

IR A U A x BFE R o, VD x BRTE AR A K B, BRA BT A

COSq =u, /S U]
E10g Ty S
COgy = v, / LIV
sing =v, / [IVI]]

A SRR RN KD, ZEEHEY, 1M EA-AEREADKEMN
EAMETRN KENT ). HEEF X RR o’ b2 =ct. ¥, WEHALNx My, &
MK m, MAGERTRRNH Cry’=m’,

FCAmERAKE R/ BT RGE W T A TR R
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M

WEC HFAN

[IV]] - sqet {x ¥

UV 2SR A o BB /YA

6 = a-p

ACTIRE A F— A IR UL V. W BT, (Ul VIS (WIER 3 &A1
K, a1

U-v o= [|U-] * [IVI] * costa — )
VUL % | IVI] * {cos a * cos P+ sin @ * sin fi)
QUL * [6vl] % fax £ (1001 * vx / LIV +ay £ IO * vy /W)

L1ul | iV * fux * vx + uy * wy) [ (LU * VI
Ux *owx o+ ouy *ovy

AR AR, TR A A S

ces(®) = u-v /U] * VI

0no(l.5, 3}

Void,

[ 1Tl = sgrt(ux’+ uy’)
- sgqrt (2.25 + 8}
= 3.4

L1710 = sgri(vx’ + vy}
- sgrt (16 + 1}
= 4,12

-3 = ux * vx + uy * vy
-1.3*4+3*1
=9

cos (B) =9 /7 3.4 * 4,12
cos (0B) = (.64
9 - 45,59°

WAL, ibEAIRZE—T 3D mME. AT —ANlIREU. V. WHERH=/AE, H4|U|.
IVIE (W Aas AR, WA

Ww=u-v i
UD-v=U +v-2*0-V

9 A FETRAR R A

24Uy o= U0 4+ V- 0 - V)

T L R KR 6 B A

||U||: = ux{ + uy? + uz?

DIV - vk ey 4 e

Vg - VII2 = {ux - vx]z + {uy - vy)? + {uz - vz]2

R SRR e SRR LR R,

2+ UV = ux’ 4+ uys +ouzt + vkt 4wyt 4 vzt - (ux - vk}t - (uy - vy)? - (uz - wvz)?
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Direct3D #F 8 ShFE A (THH2 (B =5 )

=ux Fuy b uz 4 oer” +ouyt s ovrt - - et + 2% ux roux -
Ups =y & 2% b % 4y —l#5a — 48" 2 43 Y 53

ZH*ax tex 2 v Yyy+ 2 g d g2
2 L Yo uy YAy 4 iz *ove)

firthi:
Uehs % * wis 4y * w4 b2 ™ 92
Dy 7oK XA i 2 (Y R A, Al

cos(@) = U-v L@l v [Ivid

I 11.5, 8, 4

V' (4, 1.2 .

(LN = agrzfuy + wy" + ug’)
= eget 12,25 3+ 3 + 18)
== f

LIs ) = Barib(vx” + vy + vzt
=sqrt (16 + 1 + 3}
= 4.8
ey = MR " UK UV * Wy b ooz ¥ vz
=l ¥4 L 3 %L 4 427
= 17

cos Uy =17 7 4% 4.4

cos (8) = 0,95

b= 15.40°

AT TR A R 2 (W e B, EaT LU T 2 TRt AT L et i
Z HAMI R

b4

X 1 A i 5 Sf SCRSLAT AR AN IR 1 i, 3 o e G i SRR T R
BRI Bk LR N Pl () e &, AR R ) A A 0 S b A TR 2 i

Dl P SCREUAT L i 2 24 1 80 UL 1 6 L, T R A RS 0 R o A e — Nk
B U LA AT R 1 A () sk SRR i A i 8, A FUS BRG], OB AR 2
ACHE

0 y==[V = [)

U HIV SCE AN UV 7T LR U *( V]| *sin(8)
fHa, giRpERnhRFENEST URVOLE C14).
INFA SR 45 RER LR AN B KA, sRarLifg

sip (B) =0 >V /LU~ [V

Bci4 ¥

VT« ARk S ORMI B R S  TR B, AR XV, A TR RS PUHR IR AR R U WTIRAY 77,
YEComTE VTN A G I TEOGIRIRIN T i1 W i A5
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MEC #HEADN

b, MABELIERTARREAHEOTA, BAEH SBRR W R—t,

C.2.3 EHEfImE ( Unit Vector )

- KEEMMERAN AR —MEMERMADE L WRFEHBERRRY— R
s, MaRTUBBEETR ERNR | A8, a8 d S R EHE SRR
VAR IR — D HOARHUR B, 08008 BUE /0 A, A4 085 o3 i B R AT LA sk
FEHE BAHMLT -

it — AR B 7 S, I BT 4L (normalize) MB? X TitE -4
AT A, TR ERVE N (B SHE K):

N =Y/ ||V

TRIE S B SERAEF 3D AR I FE B 28 0T LG 188 ] I 1) BB /b

X + v+ 2 =

fe B PR BT DA bk R I8 20 T sk

IV = sgre (x” + y2 + 29

BRANKRRPIONF IR (AREE). E8% SN kErm AR
Ay WM =N ANEFREABHILERKERARE, 0V, S8 me & 5 E s
FEIXFEH,

D3DXVECTOR3* D3DXVec3Normalize (D3DXVECTORI* vl, const DIDXVECTOR3* w2}

{ *vl = *v2/(float) sqrt(vi->x * v2-»x + VE=>y * u2->y + vZ2-»z * yl->z):

return {vl);

}
ERERRUEH AN, AN A E BT AR,

C3 4Ef¥

AR BB T AR, RS TURTAEE AT, PR s, Jan,
PR AT LB B — A R -5 . @R BT EPE N55 3D THH—F R
%%ﬁ,ﬁﬁ&ﬁﬁ¢%fﬁﬁ%ﬁ%%%*%:%ﬁ%ﬁf&%ﬁﬁﬁﬁ‘ﬁmm%ﬁ\
KRRBETS. B, - 44 BWREBHAET 4 MAR, DRIRET WAL IRz
Xy 2 BACER RIGAAER, DL R MRt 574 ] o 1 o Ak

ux uy uz 0
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Direct3D R &AEA[THA2 ( B =51 )

vy vy vz 0
wx Wy Wz 0
tx ty tz 1 [ 43 4 b 5
A+Y
u.vw A AR BT IR Bk (rigid body ) 7.
XAFERATE 30 MR B [A) B e A< B (T L5
R TECI1S PHBRNENR.
AT i T R E, SRR LR

1000
0100
0010
2221 +X
XA I ARG AR R T A . 10

WE IO RS x i R E R R AR, S BCIS u v whiE

TLE T YA A y SI7E I R ] I ARRR, 3
SAFLE PR R 2 Bt R R, X B AR AR, AN 1. B
—4 PR TR e e AR B AR, AT BB R S ST T AT T B

FATHINE R — R EX AR B2 | SRR,

fm e R}

[ i e e
[l e e e}
|l e I . I e}

PALIER RS AL HEF AR HIR TR R0 AL AR . REE x B x. y. z BhRSrE AL
FAlEF N 1 0. 0, HEUSIMEN (0,00, Bk, FEBHAN x Bl 4806 R T Ik R4
M x B, RESEAAT y B, 2 BRI, BTLUXE — AT A = A AR M.
RER— X RIS W) F B RS R T it s i g, N FEIR R R
FFERCE g AR TTLL T o FTLUR NIEIIXREZE Direct3D P 80 %40 KT FF 45 L ADIE

D3IDMATRIY mat:

mat. 11 = 1.0f; mat. 12 = 0.0f; mat._13 = 0.0f; mat. 14 = 0.0f;
mat. 21 = 0.0f; mat. 22 = 1.0f; mat._23 = 0.0f; mat. 24 = 0,0f;
rat. 31 = 0.0f; mat._ 32 = 0.0f; mat. 33 = 1.0f; mat. 34 = 0.0f;
mat. 41 = 0.0f; mat. 42 = 0.0f; mat._43 = 0.0f; mat. 44 = 1,0f;

C3.1 ESmENTFEX

CHEF R A 4 SERTRILBRIERTERIT . BT A 4xd SERERDI— )%
R 3D BHRH B (0~ ATRAL. —AMERED, SRRETRENME, B S T

W MR R S R
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ARECATLASE AR 1
LR i) & TSN 2
abcd X ax + by + oy + dw x!
e {fgh « ¥ = ex + fy + gz + hw = vy’
i2%k1 z ix + jy t kz + 1w z’
mneocep W mx + ny + 0z + pw w'

TR — DI AT, DAUCHIE— SRR, X MRS I B R S AT A IR
Wim. WORBUAT -RIBHMILE, WEAEADNE G . TE) #alg— e
HeB, SRR RS HIM LR SRR, SIS, BT DR R RS — AR, R REIE R
TIZEMMIFA GRS ERFSBE). REXAFRIVERENY “RBFE", T LTk
—ATYE LTI AN RES TR BRI MER T DR A T S T e E .

C.3.2 JEFEIEFRIECE

FRAEEEMMAFE RS, RTFERE—NEMNE S5-I 7m RS AN EER)
S BIR—A M, R, AR R AL,

1 2 3 4 17 18 19 20 1B 20 22 24

5 6 7T 8 + 21 22 23 24 = 26 28 30 32
910 11 12 25 26 27 28 34 36 38 40

13 14 15 16 29 306 31 32 42 44 46 48

C3.3 ZXBREsEZE
T WREMIR:, RAE BT

1 2 3 4 17 18 19 20
5 6 7 8 21 2z 23 24
910 11 12 *25 26 27 28
13 14 15 16 2% 30 31 32

FERER MEEME RO MO E—5), REES Einkk. 55
R - MHBAE- ATEE T MERKOE 5. B8 B0 K LR R &,

1*17+2*2?+3*25+4*29,1*18+2*22+3*26+4*30, £

REBR T — DM ATRE A S -5, B RNk, BES A0
PEIRSE ATRRLIE —ANMER MO —3, Wt— B8 N 2. IS L8 5] 4xd 4EREN 16
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C34 EBIEE

%17 4€ 3D Fi B E— Mk, BEEER YA SRR 4 1T, BERHRA
SRR R A T A R

[ R R

e
[ I o )
— o

SERESH PR TR 1 %) B 7 EASShIE SR EGR, TR, BN ASREERER
M x. y. z &R

C.3.5 H@INFEFE

AR B ] DL AR, BB AT FrE—ETE N
x000D

0y 00

00zoO

poo1l

Sty A E VS o mat. 11, mat_22. mat._33iX 3 MMERZBGHBK B K.

C.36 Hesh4EpE

£ HBEHAERE, SRSy, x. z HER.
1. &y #hiEs

Direct3D %% D3DXMatrixRotation YO ] LA#Q 5 — MR y S HERE (OAERE . BT AN,
{HE W g LR A
VOIh DIDXMatrixRotationY{ D3DXMATRIX* mat, FLOAT fRads )

{
D3iD¥Matrixldentity {mat);

mat. 11 = cosf{ fRads };

mat. 13 = -sinf{ fRads );

mat. 31 = sinf({ fRads );

mat. 33 = cosf{ fRads };
1
XN TR
cos fRads s} -sin fRads 0
0 1 0 0
sin fRads 0 cos fRads 0
0 0 0 1
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MEC HFEAN

2. 4% x WHAEE
D3DXMatrixRotationX(JEXS R 58 x dies, KR Rads 5 FBEIEHRIEH. BIHHE
ARSI N s

YOID D3DXMatrixRotationX{ D3DXMATRIX* mat, FLOAT fRads }

{
D3DXMatrixIdentity (mat};

mat. 22 = cosf{ fRads };

mat. 23 = sinf( fRads );

mat. 32 = -sinf( fRads };

mat._ 33 = cosf{ fRads };
1
AR T
1 0 0 0
0 cos fRads sin fRads 0
0 -sin fRads cos fRads 0
0 0 0 1
3. 4z WhAES:

D3DXMatrixRotationZ(FER §.5¢ z BiEse, XA Rads & FEEFHNMEME. SRR
{RRRE W B 7%

VOID D3D¥MatrizRotationz{ D3DXMATRIX* mat, FLOAT fRads ]
{

D3DXMatzrixIdentity(mat);

rat. 11 = cosf{ fRads };

mat. 12 = sinf( fRads );

mat. 2?1 - -sinf( fRads );

rat. 27 cosf{ fRads );
J
JZEM TH
ces fRads 3in fRads 00
~3in fRads cos fRads 990
Hl ) 10
0 0 01

X4 1 Direct3D £ AR, BELER I FE- L, HFF ik 2 Rl #41. X
BSAMKEEEN F, ((a] * b AZEF([b] * [a]). AN THR LKA

L= 1Ml % |T1 * X * |¥1 * |g]

Fh, M ARBRIRREE, T &7 FPBERE, X, Y. Z BREESM, Direci3D A
HAEH & 45 RIVHE W,
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RITFRIE, WHEZRRAFREE) . BERRRREHSHRELAXTER LR, A
T RAFECF RN T MEF BRI AR A B AR 0.
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FH 5% D

{# H D3DXCreateTextureFrom

‘)

FileEx()BIEEX

AATB IR AR 2 482 (£ ] D3DUM_CreateTexture() B8 6 ELTFENY, X430l T
d3dutils FEOZfF b, Hosker HUE o — N 445 3 D3DCreateTextureFromFileEx() & ¥l € if
Eo XPTREARRT, UETHRUTBSKAETHSE S, i D3DUtil_CreateTexture() il
LT T iX S0 — SR I, e e 0T LL7E S B 20K L 20 Direct3D #% 8 et 438, ¥ S
M K D3DX CreateTextureFromFileEx() ({15 $.

HRESULT DiDXCreateTexturefromFileEx (
LPDIRECT3DDEVICEY plevice, i
LPCTSTR pSrcFile, [/
UINT Width, 4
UINT Height, i
UINT MipLevels, i
DWORD Usage, /H
D3DFORMAT Format, H
D3DPOOL Pgol, '
DWORD Filter,

DWORD MipFilter,

D3DCOLOR ColorRey,

DIDXIMAGE INFO *pSrcInfo,

PALETTEENTRY *pPalette,

LEDIRECTIDTEXTURES +ppTexture //
)i

pointer to device interface
pointer to string with filename
width in pixels

height in pixels

number of mip levels ragquested
usage of texture

describes requested pixel format
memory class

how the texture is filtered

how the texture is mip filtered
color to replace with transparent hlack
info structure regarding texture
256 color paletre

pointer to texture Interface

pDevice T 59 KRRIN B 4. pSrcFile fR4F—1° ANSI 5 UNICODE 578", %
s B LT S 4 o VR T LU RGO R R, R 0 D3DX DEFAULT ( §&

FEE: LPCTSTR HER “const TOMR #™ (4 typeder, TCHAR RS F% Y T INICODE Tl B B8 b W SR A I R -
A5 S UNICODE B4 2 char, 5SCT UNTOODE itf % webar £.
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Direct3D # ML EATTHRE (F )
FE d3dutil.epp 1), W& MBESCHF R ST E B

X FriRIL AT LR PR A AR mipmap. 2 mipmap 2 HIFF A B IEH 2 BT AR ISR
MR, Rt EME 2 iR fE. MARTABRR—KEEFHRN R HERE? 2S94
M F AR E A A HE, TEREFINSE RN, FHMARE A L&
AR AR TR . I THEREE LR, WIETIMRR R E N e A A B A A
SRS A SRR AR B SR N EOE,; RO AR B A, B SIS,
Direct3D 88 B 3!/ e FH{E X L4, R AFEERK mipmap BIR] . A& id MipLevels 23
K4 Ak mipmap, B HFEE X 0 B D3DX DEFAULT B, SE7TLLABSOARIE H — DR /)
mipmap B; WERRBTHHAAEFEE, B2ARSOEHIEESH BN mipmap. 7T d3dutil.cpp
(] T ERIAME D3DX_DEFAULT, AIMTE of LLA #RE 5 1 80b 68 348 H ¥ mipmap 4% .

Usage B30 UF Direct3D 1L THAMAMAEE R B r. HFLL ANSIERD9%
RAMERLTL — MR RT EETEERELINE . & DirectX SDK F— ¥ W 77 &
 MREFHRNE FY EERE BN, BE, ATMBEZIANMNEHIEES 0 5
D3DUSAGE_RENDERTARGET. 91 75 B/ YL B 40 41 4210, 45656 f# Al CheckDeviceFormat()
RME-FEBES, RO Pool &8 NEI\H DIDPOOL DEFAULT, #% & H
SetRenderTarget()K W B Y4 B 5. M d3dutil.epp i D3DUtils CreateTexture()eh ¥is 1% %
A 0.

Format 28€ X T A EFHM RN, EXFEEFTLURP S C4EARNBRT . mE
B A K S0 k% o8 ( DIDFMT_UNKNOWN ), W] A V8 30 fF D 3R e 4% 38, W DL 4%
D3DXCreateTextureFromFileExOM B#48 HIF KR X, WRAE L FRABENEL, T4
H ¥ iz Z 34 D3IDFMT UNKNOWN, B[ B 96 s 48 4% 2L,

Pool ZH e X TH MMM TFERER., BB LM d3dutilepp FHFEH T
D3DPOOL_MANAGED, E BRI GHT A8 2L58,

ik Filtter wfCIRSHI A MERIR (Bt UL MBI F RRA R, XEEEEM
PRI D . BER AN SHES AN F, XEREH T . R RS AN Y
—F. AT LU % B %IEE A DIDX_FILTER BOX, XFHELME St 2X2 EHEX
HHNTTREVHEEALILEGRE. DELBELBEXHKIG 14, Waraigs
D3DX_FILTER LINEAR, ZXFRHEIHEHEGFRETRITN 4 MR FHRE kAL
SCEN M MRFE A, R R PIEFE ALY . 1 D3DULL CreateTexture(){#
JH D3DX_FILTER_TRIANGLED3DX_FILTER_MIRROR f§ 2% 3 i B3 D3DXCreateTexture
FromFileEx(), X¥FLBEAE AR -AMENRT, DIDX_FILTER_TRIANGLE £%% 5
Direct3D 319, WCAETPHRMRES FEEREHEEHRNESEE (bERBH—Mit
w0, FANIEMEGTE, M ol viE. wEESE.

MipFilter ZHMEM T 5 Filter B EWIETR. 765 H mipmap B, ZEARR R ~HE
AR BB R SRR T RS EEE,. D3DUl_CreateTexture(VF X BEH T 5
Filter #H |/ %K.
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W#&D 428 D3DXCreateTextureFromFileEx()4] #4132

ColorKey B8 H TR B —HKEUEFMNBEHX . B2~ DIDCOLOR {H, LHEHHTH
ST AR RS SRR EWNRE. Ry, PMEAEHRXE.

pSrelnfo B LA % % — ¥ D3IDXIMAGE_INFO 5#i03a4r, & T T 6RFF o $0R 1)
PATAESEE . S0 . mip RN ERE K E(E B . /£ D3DUL_CreateTexture()F i H #HFE

IR S T OB EIE (256 £2), pPaletie ¥ & L\ PALETTEENTRY #5#1R (1 —F %)l
fiEER & H . 032 RGBT ERE, @i Quake 2 F Quake 3 BREIFITS
ELRE T LAE X Fh 220 A E HER T 8 g, WiE & N ALE BT 32 g,
BATER N A 32 MR E, FrLL7E D3DULL CreateTexture()ii il D3DXCreateTextureFrom
FileBx()I 7 B BUX M A (AR E514 .

ppTexture ¥E4E -4~ IDirect3DTextured SCHRE L85, RO HRMLOE.

W5 D3DXCreateTextureFromFileEx(YE% L, ¢/iR[A] D3ID_OK.

NS

fFE#sE — I D3DXCreateTextureFromFileEx(BR £ H & K- - LR R RIBEAK. K
MNERE TRENEBETH FERRLENATLEAMNN. REFREE, ReWBRTALA
RIS ER N B RS RE A RSN IR CAX TR TSLIT .
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http://www.gameversity.com. — {EEREP, (0[BT 4T 5 S22 210 F2 I8 o AL,

http://www.realtimerendering.com. — T ELAT (1956 T 15 LR o1 o1 () E4E3 0

E.2 DirectX B

http://msdn.microsoft.com/directx. 12T DirectX ETEMIH L, — i EALX M ({5 —
I Philip Taylor ) 3%,

http://www.direct3Diinfo. X B AKX ES, Mol AT A S 0 i F @ ., I,
IX B2 230 T Direct3D ()77 L.

http://www.gamedev.net, {EXH 0 LLRF) T £ DirectX B 4 i #FE, Hep#y—stf

K.

hitp://www.flipcode.com, — il RUHE T B 04 19 5, 15 KIS H8F L& T, 1000,

g H <.
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http://www.zen-x.net. ZEN-X £—H AL DirectX EETI1%, 1R W LR i ) X
PR ERIRE KA.

http://www.cbloom.com. iX % Charles Bloom s, fhigft T —IEH A BESIEN
R

http://www.swissquake.ch/chumbalum-soft. MilkShape 3D W+ T, X RARBER B K1 B4T
FHETRZ -

bttp//discuss.microsoft.com/archives/directxdev.htm! . X & -~ MR AL E T H KN
HOW-TO £ FE.
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PP R B IR . BMNEE —Le 4 i CRMMAIFER, RREf6e T B
(IR N

WIS AW KL CD-ROM L2, IABLE 3 £87T CD-ROM BT A
PFEHLI A B I B, LR R X3k CD-ROM o W FF P R A

F.1 DirectX 9.0 SDK

T E S R AL A0 DirectX 9 SDK. % T {6 A BB IR H 8 4 2% SDK.
KT Ul e DireetX 9.0 SDK (#5171, 2 [ 4 1K) “EE,

F.2 ATl RenderMonkey

JEE P E T ATI #AF(K) RenderMonkey #{, TERTIZANK AT LAY A5 2 BL ik A
“HE DA™ BSEr shader BUR. 3K/ beta MR 4,

B TR (RO, SRR, Directk SDK, RenderMonkey . Ci % & W97 BAETMIMA, HRATLLSM M LA F RO bE e dk
UVAINE
B Directy SOK, htip: /www. microsoft. com/directx
W RenderMonkey, hitps /v, ar 1, cam/ deve loper/rendermonk ey
& Oy hvtp: Mdevel oper. nvidia, com/ page/cg main, html
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F3 NVIDIACg TES®

Cg & NVIDIA B TEEEEAFURRES. Ce TEMERET CgBEHH, eIk
FEFE A B LR E shader FOTH A shader A A AR AR

F.4 HFEREREE

Ve g R AL T - 2308 Flash Bhill, TRARE R Tt 7€ Visual C/C++6 F1 Visual
C++ NET T MEMEE, LME TR0 UAE T4S Direct3D Ry R
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