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BBEJAEHHUE

Metonndeckoe mocooue mocssmieHo nporpamme FX Composer, co3man-
Hoi kopropanueir nVidia. FX Composer — ato IDE (uaTerpmpoBanHas cpeaa
pa3paboOTKM) Ui CO3JaHMs, PEIAKTUPOBAHMSA M OTJAIKHU IIeiaepoB. Ilpexme
YeM MEePeXOJUTh K PACCMOTPEHHIO MPOTPAMMBI, 1aIUM HECKOJBKO OIpesene-
HUM.

llletidep (aurn. Shader) — »TO0 mporpamMmma Jjisi OJHON M3 CTyINEHEH
rpauyeckoro KOHBeilepa, HCHOJb3yeMas B TpEXMEpHOU rpaduke AJis
OMpeNIeNIeHUs] OKOHYATEIbHBIX MapamMeTpoB 00beKTa Wiu u3odpaxkenus. OHa
MOXET BKJIIOYATh B ce€0s MPOU3BOJIBLHON CIIOXKHOCTU ONKMCAHUE MOTJIOMICHUS U
paccesiHUSI CBETa, HAJIOXEHUSI TEKCTYpbl, OTpa)K€HHWE U MPEIOMIICHUE,
3aTE€HEHUEe, CMEIIEHUE TMOBEPXHOCTH UM A(DPeKkThl  MocT-00padboTKU.
[Iporpammupyemsbie mieiaepbl THOKM U 3dPekTuBHbl. CHOXKHBIE C BUILY
MOBEPXHOCTU MOTYT OBITh BU3yAIM3UPOBAHbl MPU TMOMOIIU MPOCTHIX
reomeTpudeckux Gopm. Hampumep, mieiepbl MOTyT OBbITh UCIIOIB30BAHBI JJISI
PUCOBAaHUS MOBEPXHOCTU U3 TPEXMEPHOU KEPAMHUUECKOH IIIUTKU Ha a0COJIFOTHO
TUIOCKOM MTOBEPXHOCTH.

B Hacrosiiee Bpems Mielepbl JENATCS Ha TPU THUIMA: BEPIIMHHBIE,
r€OMETPUYECKUE U parMeHTHBIE (TUKCEIIbHBIE).

Bepwunnvii  weiioep (anrn. Vertex Shader) omepupyer naHHBIMU,
COTNOCTABJIEHHBIMU C BEpIIMHAMH MHOTrorpaHHukoB. K Takum naHHBIM, B
YaCTHOCTH, OTHOCSATCSI KOOPAWHATHI BEPILIMHBI B MPOCTPAHCTBE, TEKCTYpHBIC
KOOpDAMHATHI, TAHIE€HC-BEKTOP, BEKTOpP OWMHOpPMAalM, BEKTOpP HOpMAaJu.
Bepmnanpiii  meiiep MoeT ObITh HMCHOJIB30BAaH IS BUJOBOTO U
MEePCIIEKTUBHOTO TPeoOpa3oBaHus BEPIINH, TeHEPAIIMU TEKCTYPHBIX KOOPAUHAT,
pacyeTa OCBEIIECHHUS U T. II.

l'eomempuueckuu wetidep (anria. Geometry Shader), B ornuuue oOT
BEpPUIMHHOI0, CIIOCOOEH 00pabdoTaTh HE TOJBKO OJHY BEPIIMHY, HO U LIEJbIH
MPUMUTHUB. DTO MOXET OBITh OTPE30K (JBE BEPIIUHBI) U TPEYTOJbHUK (TpH
BEpIIMHBI), a NMPU HAIMYUK MH(OOpPMalMM O CMEXHBIX BepiinHax (adjacency)
MOXeT ObITh 00pabOTaHO M0 MIECTU BEPIUIMH JIS TPEYTrOJIbLHOIO MPUMUTHUBA.
Kpome Toro reomerpuueckuii memniep crnocooeH reHepupoBaTh MPUMUTHUBEI «HA
JeTy», He 3aJeUCTBYs NPU ITOM IEHTpalbHBIN mpoiieccop. BrepBbie Hauan
HCTIOJIB30BaThCs Ha BUacokapTax Nvidia cepun 8.



Dpaemenmusviii wetioep (anria. Pixel Shader) pabGotaer ¢ dparmenTamu
nzo0paxenus. [log pparmenTom n300pa)keHUs] B JAaHHOM CiIyyae MOHUMAETCS
MUKCEIh, KOTOPOMY IOCTaBJIEH B COOTBETCTBHE HEKOTOPBINH HAOOp aTpulyTOB,
TaKuX Kak IBET, INIyOMHA, TEKCTypHble KoopauHaThl. DparMeHTHBIN 1enaep
UCIOJB3YETCSl Ha TOCHeAHeH cTaauu Trpaduyeckoro KoHBeiepa AJis
dbopmupoBanus pparmenta nsodpaxenus.

[lleitnepubie mporpaMMbl CO3JAIOTCS MPU MOMOIIU ULEUOEPHBIX SA3bIKOB
(anrn. Shader Language). N3nauanpHO mieiaepbl MOKHO ObLIO MUCAaTh HA asm-
MOJOOHOM SI3BIKE, MMO3KE MOSBIJINCH ILIECHJIEPHBIE S3bIKM BBICOKOTO YpPOBHS,
takue kak: Cg, GLSL m HLSL.

[eitnepusiii 361k OpenGL Hocut HazBanne GLSL (The OpenGL Shad-
ing Language). GLSL ocHoBan Ha s3pike ANSI C. bonbmmHCTBO
Bo3MoOxkHOCTeH si3bika ANSI C coxpaHeHOo, K HUM J00aBJIEHBI BEKTOPHBIE U
MaTpUYHBIE TUIIBI JAHHBIX, YaCTO MPUMEHSIONIINECS MPU PabOTe C TPEXMEPHOM
rpadukoit. B kontekcte GLSL melimepoM Ha3bIBaeTCs HE3aBUCHMO
KOMIOWINpyeMas €IWHMIA, HamucaHHas Ha JTOM s3bike. [Iporpammoit
Ha3bIBaeTCA HA0OP OTKOMITUIMPOBAHHBIX IIEHAEPOB, CBI3aHHBIX BMECTE.

SA3bik mporpammupoBanusi Cg. Pazpaboran nVidia coBmectHo ¢ Microsoft
(Takol ke no cyTu s3bIk OT Microsoft HassiBaeTcs HLSL, Bkitouén B DirectX
9). Cg pacummdpossiBaetcs kak C for Graphics. S3bIk AeHCTBUTENHHO OYEHD
noxox Ha C, oH ucnoyib3yeT cxoxkue Tumsl (int, float, a Taxxke cneunanbHbIA 16-
OuTHBIN Tun c mnaBatomed 3amsto — half). TlonnepxuBarorcs GyHKIUU U
CTPYKTYpbl. SI3bIK 00MamaeT CBOEOOpa3HBIMM ONTUMHU3ALUSIMU B BUJC
ynakoBaHHbIX MaccuBOB (packed arrays) — oObsiBnenus tumna «float a[4]» u
«float4 a» B HEM COOTBETCTBYIOT pa3HbIM TUIaM. BTopoe oObsBIEHUE U €CTh
YINAaKOBAaHHBIA MAacCHB, OINEpalMd C YMAKOBAHHBIM MAaCCHUBOM BBITIOJIHSIOTCS
obicTpee, yem ¢ 00bIuHBIMU. HecMOTps Ha TO, 4TO s3bIK pa3padboran nVidia, oH
6e3 mpobneM padortaetr u ¢ Buaeokaptamu ATI. OpgHako ciemyer ydecTb, YTO
BCE WIEHJEpHBIE MPOTpaMMbl 00JIaIal0T CBOMMHU OCOOEHHOCTSAMH, KOTOpPBIE
CJIeAyeT MOJYUYUTh U3 CIIEIUATN3UPOBAHHBIX UCTOYHUKOB.

[eitnepunie s3piku  DirectX. HU3KOypOBHEBBIN MIEHAEPHBIA  S3BIK
DirectX (DirectX ASM). Ilo cunTtakcucy cxoaeH ¢ AccemOnepom. CyliecTByeT
HECKOJIbKO BEpCUM, pa3auyarolmuxcsd M0 Ha0opy KOMaHI, a TakxXke IIo
Tpedyemomy obopyaoBanuio. CyliecTByeT pa3jieiieHue Ha BEpIIMHHBIE (vertex)
u nukcenbHbie (pixel) melaepsl. BepumHHbIN 1mieiaep BBIMONHSIET 00pabOTKy



F€OMETPUM — U3MEHSET MapaMeTpbl BEPUIMHBI TaKHUE KakK MO3ULHIO,
TEKCTYpHbIE KOOPAWHATBI, LIBET BEpPIIMH. TakKe MOMKET BBINOJIHITh
BBIUHCIICHUS OCBEHIECHHs. J[OMyCTUMOE KOJIMYECTBO KOMAaH]I MOYET JIOCTUIaTh
OJIHOU-JIBYX COT€H. [IMKcenpHBIN MIeinep BBIMOJHIET OOpPabOTKY ILBETOBBIX
JAHHBIX, MOJIyYEHHBIX IIPU OTPUCOBKE TPEYTOJbHUKA. ONEpUPYET C TEKCTYypaMu
1 1BeToM. KonnuecTBO MHCTPYKIHI 3HAUUTEIBHO OTPAHUYEHO, TaK, K IPUMEPY,
B Bepcuu 1.4 oHO He MOXKeT ObITh Oosble 32. BEICOKOYPOBHEBBIN HICHIEPHBIM
sa3bik DirectX (HLSL — High Level Shader Language) siBnsieTcst HaacTpokoi
Hag DirectX ASM. Ilo cuntakcucy cxoned ¢ C, mo3BOJSET HCIOJIB30BAThH
CTPYKTYpbl, mpoueaypbl U (QyHkuuu. VMeHHO eMy yAelIeHO OCHOBHOE
BHUMAaHHE B METOJAMYECKOM MTOCOOUHU.



BHEIIIHUMA BUJI TIPOI'PAMMBI.

Ocob6ennocts nporpammbl FX Composer 3akiito4aeTcsi B TOM, YTO C HEH

MOTYT pa0oTaTh Kak MPOrPaMMHCTBI, TaK XYJOKHHUKM U MOJEJUIEpPHI (B Jajb-

HEWIlIeM apTUCTBI — OT CJIOBA «apt»). T.e. CO CTOPOHBI MPOTPaMMHUCTa CO3AETCA

HEKUM WIEUJEP M «HApyXy» BBIHOCATCS HapameTpbl Ui €ro HAaCTPOMKH,

HaIllpuMep: [BET MaTepHalia, NO3ULUs HCTOYHHUKA CBETa, pasmep Onuka u T.11. Co

CTOPOHBI XYJOKHHKA I'PYy3ATCA HCO6XOI[I/IMI->I€ TCKCTYpPbI, MOJCJIIN N HAaCTpauBa-

IOTCS mapaMeTpsl wmeiaepa. B urtore B mpuiaoKeHWe OTHPAaBIAETCS MOJHOCTHIO

rOTOBBIM M HACTPOCHHBIN IIEHIEP.

Eme onna npusarHas ocooeHHocTh 310l IDE — nepexomnumnsnus mieiiae-

poB Ha nery. Hanucanu xoxa, Haxxanu F6 (kommunsinus) u voila — usmeHenus

BHUJIHBI Ha 3KpaHe. To ke caMoe KacaeTcsi HaCTPOEK Iieitiepa, TyT He PUXOIUT-

Cia AaXC KOMIIMJIMPOBATbL — BCC M3MCHCHUS B PCAJIbHOM BPCMCHU BHIHLI Ha

JKpaHe.

1) NVIDIA FX Composer 2.5 - Project2.fxcproj
File Edit View Create Build Analyze Help

MR & B« 92 % § F U @0 o e o kB &% |-,

New Open Import | SaveAll | Undo Redo : Effect Rebuild All Compile Analyze : Sphere Teapot Torus Plane | Point Spot Directional | Binding

b =

Play Stop ° Direct3Dd

‘M“E’ia'i % X)|=pegitor] @ shader Library| @ Models | 4bx
29| +4 .
3 gl Fiter: B mw’fx‘ q4bx
| 10 ¢ -
11 float4 pos :POSITION;
12 float3 norm :NORMAL;
i3 }:
15 struct ps_input 1
Empty_Material 16 {
17 float4 pos :POSITION;
18 float4 clr :COLCR;
19 ¥:
20
21 ps_input mainVs(vs_input v) L
22 [ F

¥ Filter ~ - 23 ps_input r;
24
25 r.pos = mul (float4(v.pos.xyz, 1.0), wvp):
26
27 float3 nw = normalize( mul(v.norm, w) ); // HopmMans B world space
28 float3 pw = mul(v.pos, w); // Touxa B world space
29 float3 1 = normalize(litPos - pw)’ // nanpasnesnue Ha UC
30 r.clr = dot(l, nw); // 3To cos yrja MexOy HODMaNb®D M HampasJjexueMm Ha JC
32 return r;
33 }

35 float4 mainP5(ps_input p) : COLOR

a|= 0

- X
e |
[Properties 7 x|
*YRIBBRAS
Empty_Material 5

= Properties

Hidden alse
Effect file:///C

Name Empty_Material

sers/deni/

Name
The name of this graph item

L ‘ Render

J
: [ Taska | @, Scripting | B Output| [lll Shader Performance |
lame:
Type: | Description ‘ File Line
D RGBA: 0 0 0 0
0.00 0.00 0.00 0.00
Avg. Targ
Decode RGBE i etlu

Tonemapping Preview

[EMaterials [ Assets [EaProject |

[

Scene: DefaultScene

Don,e,RVebuiIding All

Pucynoxk 1. Pescum pabomul npozpammucma.




%) NVIDIA FX Composer 2.5 - Project2.fxcproj
File Edit View Create Build Analyze Help

i N = L N =

]|y g J | €@ 9 % (] Q@ o © @ KB @ [ »>E @ .

New Open Import | SaveAll | Undo Redo Effect Rebuild All Compile Analyze : Sphere Teapot Torus Plane @ Point Spot Directional = Binding Play Stop : Direct3D9
[ Materials x| orany ’ 4 b X [Properties x|
A Js 5 @ [ = Shader}\f}rfr}“rd; Models | (4] Render q ‘ T eEERREe
Lt CEEANeetd @ L d Ly b ad)

Empty_Material

B Parameters: HLSL Profile

wvp
litPos

= Properties
Name
Hidden
Effect

Empty_Material

False

% Filter +

>

Scene: DefaultScene

~ || Seripting | () Tasks | B Output|

IronPython 1.0.3161 on .NET 2.0.50727.1434
»>>> from fxcapi import *
>>>

D RGBA: 0 0 0 0
0.00 0.00 0.00 0.00

Avg. Targ

Empty_Material

Decode RGBE

] Lumi  etlu Name
Tonemapping Preview The name of this graph item

[ EIMaterials [ [F Assets |G Project | '

Don,eiRVebuiIding All

Pucynox 2. Pesicum pabomwl apmucma.

O¢uuuaneHplii  callT NOporpaMMbl HAXOAMTCS IO 3ITOMY aJpecy:
http://developer.nvidia.com/fx-composer. Ha 370l cTpaHnYKe MOXHO MOJTY4YUTh
BCIO HEOOXOAMMYIO MH(OPMAIMIO: CChUIKY Ha CKAaUMBAHHE IMOCJIEIHENH BEPCHH
POrpamMMbl, JOKYMEHTALUIO IO paboTe ¢ MPOrpaMMOi U MPUMEpPHI MIEHIEPOB.
Ha MoMeHT HamucaHusi METOAMYECKOro MOCOOWS MOocleqHeld Bepcuei
ob1a Bepcust FX Composer 2.5. Ho Tak kak nmporpaMMa MHTEHCHUBHO pa3BHBa-
€TCs, TO CTOUT YYHUTHIBATh, YTO HEKOTOPBIE MYHKTHl MEHIO, OCOOEHHOCTH pado-
THI ¥ BO3MOKHOCTH MPOTPAMMBI MOTYT U3MEHATHCSA. {7151 MOTydeHus JOTOTHH-
TeTbHON MH(POPMAIIMU O BHECEHHBIX M3MEHEHUSAX Ha O(UIIMATBHON CTpaHUUKE

99 1

FX Composer’a ects paznen “What's New”.

' Render Monkey - anamor mporpammsl oT kopmopamuu ATI (temeps yxe AMD). U pacnonaraercss oH TyT:
http://developer.amd.com/archive/gpu/rendermonkey/pages/default.aspx. UTo u3 3TOro HCHONB30BaTh — peIIaiiTe camu.
3aBUCHMOCTH OT BeHJI0pa 4uIa y nporpamm Het. O6e ymerot padorats ¢ meiaepamu HLSL (DX9 u DX10), ¢ GLSL ymeer
pabotats Tosbko Render Monkey. FX Composer nogiepxusaet paboTy ¢ meiinepamu HanucanusiMu Ha Cg (T.e. OpenGL
Toxe oxBaueH). O0e moAIepKUBAIOT MHOXKecTBO (popmaToB Mozerelt (3ds, fbx, obj) u texcryp (bmp, png, jpg, dds u ap).
JIrobast U3 9THX MporpamMM MO3BOJMT IHOJHOCTBIO abcTparupoBaTbest oT APl u nennkoM cocpenoTounThCS Ha HaNUMCAaHUU

e 1epos.



CO3JAHHUE ITPOEKTA

[Tocne WMHCTANISAIUMU U 3allyCcKa MPOTpaMMbl Bac MPUBETCTBYET AUAJIOT
“FX Composer Start Page”. B HeM Bbl MOXET€ OTKPBITh HENABHUE MPOEKTHI
(cambrit neBwlil ctonbernr “Recent Projects™), BBIMOJHUTH 3ajayu 1O CO3/a-
HUIO/OTKpBITUIO TIpoekToB (“Tasks”) mnum mouwmtath goxymentanuio (“Useful
Resources”). Hac untepecyet co3nanue myctoro npoekra New Project (;mu6o B
MeHIo BeIOpaTh File — New Project).

| Getting Started

Recent Projects

Useful Resources
A:J Quick Tutorial
i Open Project % User Guide

@ Overview Video
m Developer Forums

"B Project?
'@ Project

Show this page on startup

Pucynox 3. [{uanoe “Start Page”

B crnenyromeM auanore BeIOMpaeM Manky KyAa COXpPAaHUTh IPOEKT U UMS

IIPOEKTa:
New Project &I
- 4 -
Name: Project 1
Location: C:\Users\deni\Documents\FX Composer 2\Projects v Browse...
Create directory for project
| OK || Cancel |

Pucynok 4. Buibop umenu u pacnonoxcenus gaiina 0is HO8020 NPoeKma.



A BeiOpan ums MyFirstProject. Pesynbrar — rotoBbslil mycTo IpOEKT, U
FX Composer B pexxume pabOThl TPOTpaMMHUCTA.
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[Tapa kmukoB u FX Composer rotoB k pabdore. Ecnu He ycTpaumBaeT
BHEIIHUHN BUJ, TO Pa3paOOTYUKH MOJTOTOBUIM HEIYI0 Ma4YKy JOMOTHUTEIbHBIX
pacroioxxeHuil nanenei. Beioupars Mexay pekuMaMu MPOCMOTpPa MOXKHO W3
MeHto View -> Layouts. OcHOBHOE, 4TO HPUTOAUTCS B 3TOM NyHKTe: Reset
Layout (cOpocuTh HaAcCTpOWKM Ha TepBOHayaidbHbIE), Artist (pacnosiokeHue
OKOH 1Jis1 apTUCTOB), Authoring (pacnoyioxkeHne OKOH AJisi MPOTPAMMUCTOB) U
Tuning (pacnoynokeHre OKOH JJisl OLIEHKU MTPOU3BOUTENBLHOCTH Iieiiaepa). Ilo-
ka OyJeM paboTaTh B pa3BEepPTKE OKOH JIJIsi IPOTPAMMUCTOB.

Caauana pasz0Oepemcs ¢ BKIagkor Assets. ITa BkJaaka aHaimor Solution
Explorer’a B Microsoft Visual Studio. B Helt conepxkutcst abCOMOTHO BCA UH-
dbopmarnus 0 cocTaBisAONIMX npoekta. Kak BUAHO, TyT €cTh Nanku ainsa 3ddek-
TOB, KaMep, MOJieJIel, MaTepUaioB U T.I. B mycToM MpoekTe eCTh TOIBKO OJANH
00bekT — DefaultScene B manke Scenes. B 3ToM 00bekTe MOXKHO HACTPOUTH pe-
UM OTOOpaXEHUS CLEHbI: BKJIIOYUTH WIM BBIKIIOYUTH CETKY, MOKa3bIBaTh JIU

HCTOYHHKH CBCTA U KAMCPHBI U T.II.

| Assets q x|

v Filter ~

B Animations

B Animation Clips

224 Cameras

¥+ Effects

\[5) Geometries

%- Lights

23 Materials

@] Models

9% Particle Emitters
v @) Scenes

. DefaultScene
£ Deformers
2 Textures

Pucynoxk 6. Bknaoka Assets 0151 nycmozo npoexma.

JloGaBuM HOBBIN 00BEKT B Hamly cieHy. [IpaBoil kinaBumiei menkaeMm Ha
Geometries u B mosBuBlieMcs MeHIO BbeiOMpaem Add Teapot. Ha Bkuanke

Render nmosBuiica 4yaliHUK, a Ha BKJIAQJAKEe AsSsetS IOSIBHJIMCH HOBEIE DJIEMEHTHI B

12



nmankax: Geometries, Effects m Materials. IIpoekT mo4Tu TOTOB K CO3/IaHHUIO
nepBoro menaepa. Keraru, ecnu o0patuth BHUMaHUE, TO HU HOBBIN MaTepual,
HU HOBBIN 3¢ (deKT He coaepxkatr (¢aiiyia ¢ menaepaMu — 3TO MPOCTO CTaHIAAPT-
HBbIC MaTepuajbl U UX MPHUICTCS 3aMCHUTHh Ha CBOM. Ho 00 3TOM B ciemxyroriem
naparpade.
Ilapa cnos o éxnaoxe Render. Tounee wiopmrxamul (shortcuts) ons Hee:

* Jesas K1asuuia — evioenenue 00beKmos

* Kolecuxo — Zoom (npubaudicenue/yoanenue)

* npasas KHONKA — 8blnadarujee MeHo

* Alt + nesas knonka — epawenue cyeHuvl

* Ctrl + nesasn kHOnKa — nepemeujeHue Cyenvl

* Shift + nesas kHonka — Zoom, ananoe Koaecuxa.

CO3JAHHUE 2PDPEKTA U MATEPHUAJIA

Bo Bpemsi noGaBneHuss reoMeTpur ObLIO CO3JaHO 2 JOMOTHUTEIbHBIX
oobekrta: DefaultEffect m DefaultMaterial. C Touku 3penuss FX Composer, 3¢-
dexT — 310 Qaiin comepxkanuii OAMH WM HECKOJIBKO IIEHAEpOB (Yalle BCEro
HanucaHHbIX Ha pa3audHbIX s3bikax Cg, HLSL unu GLSL) u Hactpoiiku K 3TuM
meiaepam. Martepuan xe BkiItodaeT B ce0s 3PpdeKT, a Takke HeOOXOAUMBIE IS
HEro TeKcTypbl. IMEHHO MaTepuall HaTATMBAaeTCsl Ha reoMeTputo. Takoe pasje-
JIEHUE TIO3BOJISIET MCIOJIb30BaTh OJWH M TOT k€ IIeiaep s pa3IudHOl reo-
METpHUHU C pa3HbIMHU TekcTypamu. CtaHaapTHble MaTepualibl U 3Q(EKTh HEMPU-
TOJIHBI JUIs AasibHEHIIeN paboThl, Tak uTO yaansem ux (kiasuina Delete).
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Assets a x
Filter ~

4

B Animations
& Animation Clips
2, Cameras

v %+ Effects
I_t_*';* DefaultEffect
» |[5) Geometries
@\_ Lights yAannTb
v 22 Materials
» 5o DefauttMaterial
@ Models
%% Particle Emitters
» (@) Scenes
£2: Deformers
2 Textures

Pucynok 7. Mamepuan u s¢hghexm.

Bo Bkianke Render wailHuK Tenepb pUCyeTCsl KPaCHBIMU JIMHUSIMU. DTO
HOPMAJIbHOE COCTOSIHUE U OHO O3HAYaeT, YTO JUOO MaTepuas He Ha3HAYEH IS
reoMeTpuu, 00 MaTepual HEBO3MOKHO OTOOpa3uTh. Yaie Bcero Takoe mpo-
HCXOJUT, KOT/ia B IIeHIepe CUHTAKCUYECKHE OIHNOKHU, TaK YTO COBETYIO IIPUBHI-

KaTh K TaKOW KapTHUHKE.
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Render 1 x|

@t DEARSed D |
P erspEC“"."E

Mode: Orhit

Pucynox 8. Hzo00pasicenue modenu b6e3 s¢pgpexma.

JloOaBuM HOBBIA Marepuan Ha 0asze mpocteiimero 3¢gdekra. [ns 3toro
npaBoil kHONKOW Ha Materials 1 BeiOupaeM myHKT mMeHI0 «Add Material From
New Effect...» [losBurca mactep cozganus 3p(HeKToB:
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s D =

Add Effect
Add a new effect to the project.

Profiles to Create:

™ ') Empty Effect

I~ [$» Effectfrom File

[~ ¢35 COLLADA FX Common
v €2 HLSLFX

I~ %3 COLLADAFXCg

[~ Cg CgFX

Pucynok 9. [luanoe cozoanus Hogoeo s¢pgpexma.

B »Tom okxHe MOxHO co3naTh 3PdeKT: mycToi, Ha 0a3e yx’e roTOBOTO
¢aiina ¢ meitnepamu, HoBeiE COLADA meiinep (kak Ha HLSL Tak u Ha Cg),
HoBbI HLSL mieiinep unu HoBeii Cg mieitnep. I Oyay roBOpUTH TONBKO 00
HLSL melinepax, Tak 4TO OTMEYar0 TAJIKON TOJIBKO €ro. ECTECTBEHHO MOXKHO
BBIJICIIUTD Cpa3y HECKOJIBKO BUAOB menaepoB. Clenyromuil AUaIOr MO3BOJISIET
BBIOpATh THUII LIEiiepa U3 3apaHee MOATrOTOBICHHBIX.
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e e

SelectHLSL FX Template

The imported template will be saved with the specified filename and location

Templates
Blinn Blinn bump Gooch  Gooch bump

reflect

m

Lambert Lambert bump Phong Phong bump Post glow | &
reflect

1

Name: Empty fx
Location: C:\Users\deni\Documents\FX Composer 2\Projects\MyFirst Project E]

| Cancel | <Back |[ Next> || Finish

Puc;wK 10. [uanoe svibopa wabnona ons 3¢hghexma.

OdeHb HEmI0Xass BO3MOXKHOCTh MOCMOTPETh Ha MPABUIIbHBIE IPHUMEPHI
menaepoB. OgHAKO, MyCTh, 3TO OCTAETCs JUIsl JOMAaIIHEro 3ajaHus. Beidupaem
mabsoH Empty. Mms ¢aiina u nanky MeHsaTh He ctouT. Ha crnenyromem auanore
MOKHO 3a/1aTh UMs 3PPeKTy U MaTepuay (CKpUH HE MpuUiaraercs - U Tak BCe
noHsATHO). S BeIOpan takue: FirstEffect u FirstMaterial. Ilo knonke Finish a¢-
(dekt nobaBisieTcss B NPOEKT M OTKphIBaeTcss Bkiagka Editor ¢ daitnukom
Empty.fx.

OcTanock TONBKO Ha3HAYMTh HOBBIM MaTepuai HameMy 4yaiHuKy. [Ipocto
xBaTaeM FirstMaterial u3 Bknanku Assets W TallMM €ro Ha YallHUK Ha BKIIAJIKE
Render. B utore q05KHO NOTYYUTHCS CIEAYIOIIEE:
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%) NVIDIA FX Composer 2.5 - MyFirstProject.fxcproj

File Edit View Create Build Analyze Help

N 3 0 @ i+ B Q
SN 8 B e Y @ B W @ o e e (kW% % e »E e .
New Open Import | SaveAll = Undo Redo : Effect RebuildAll Compile Analyze : Sphere Teapot Torus Plane | Point Spot Directional | Binding ° Play Stop - Direct3D9
[Assets x| | = Editor | 81 shader Library | @ Models | 4 b x | [Properties x|
% Filter +
! [2) Emptyfx | 4 b x
[ Animations I /x | FirstMaterial - |8
% Animation Clips - =
,Ca 2 B Parameters: HLSL Profile
= meras 3 % Description of my shader. NorldViewPr 1.4-1.2 7 4
v 3 Hifects 4 % Second line of description for my shader. o ———— - .
» %+ FirstEffect 5 Properties ) .
» ({2 Geometries 6 keywords: material classic Name FirstMaterial
% Lights 7 Hidden False
v 33 Materials = |d“e: ¥MMDD Effect file:///C:/Users/deni/Do
y 9
e Ly
[&] Models .
% Paticle Emitters 12 float4x4 WorldViewProj : WorldViewProjection; -
> @ Scenes 13 -
& Deformers 14 float4 mainVs(float3 pos : POSITION) : POSITION{
_ﬂ Textures 15 return mul (float4 (pos.xyz, 1.0), WorldViewProj): Name B
16 } The name of this graph item
18 float4 mainPS() : COLOR {
19 return float4(1.0, 1.0, 1.0, 1.0): (= L)
20 by &+ DadEdeed |
- Perspective
22 technique techniquel { Mode: Orhit
23 pass p0 { I
24 CullMode = None;
25 VertexShader = compile vs_3_0 mainV5();
26 PixelShader = compile ps_3_0 mainP5(); i
a|r = m »
@, Scripting |1 Taske | = Output| 4bx
Description File Line
& Materials | §Assets'[ @lProject | Scene: DefaullScene
Ready

Pucynox 11. Pe3ynomam npumenenus wetioepa.

PA3BOP DODEKTA

Ilpu omkpvimuu npoexma, peoakmop 3¢gpghexma ne omkpwigaemcs. Haoo
coenamsv 2mo camocmoamenvho. Pazeopauusaem 6o exknadke Assets nanky
Effects/FirstEffect/Empty.fx u osea paza xkiuxkaem na Empty.fx. Peoakmop 0on-
JHCeH OMKPLIMbCAL.

[lepBbIM JIeTOM CMOTPUM B camblii HU3 (aitna addexra:

technique techniqueO
{
pass p0
{
CullMode = None;
VertexShader = compile vs 3 0 mainVs();
PixelShader = compile ps 3 0 mainPS();

JIroboii fX ¢ailnm MOXKET comepk aTh HECKOJIBKO PA3IUYHBIX TEXHHUK (MH-
HUMyM 1). B Hamewm ciayyae oH conepkuT Becero 1 texHuky - technique(. Mms y
TEXHUKH MOXET ObITh JIOObIM. TeXHUKH MO3BOJISIIOT pealn30BBIBATH OAMH 3(-
(eKT HecKOJIbKUMU crioco0aMu. Yaie BCero Takoe pas3ziesieHue HYKHO, YTOOBI
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peanuzoBaTh 3QdexT mna paznuuHbix Bujpeokapt: Ha GFFX5200 3amycturcs
TEXHUKA IPOCTOTO HaN0KeHUs TeKCTypbl, HAa GF6600 3amycTuTcs TEXHUKA C pe-
anu3anueit 6ammna, a Ha GF8800 3amycTuTtcs TsKenbl meiaep ¢ JUcIaeicMeH-
toM. Kakyro TeXHUKY MCIOIb30BaTh B JaHHBI MOMEHT peliaeT npuioxeHue. B

FX Composer Mbl MOKEM IIEPEKIIIOYATBCS MKy TEXHUKAMH B MaTepHalle:
Assets a x

daa

v Filter ~
B Animations
%k Animation Clips
22 Cameras
v %+ Effects
v %+ FirstEffect
€2 Empty fx
] Effect Parameters
» [[Z) Geometries
%- Lights
v 22 Materials
v 22 FirstMaterial
v &4 FirstEffect

Halla
TexXHWKa

@] Models

%% Particle Emitters
» (@) Scenes

§2: Deformers

2 Textures

Pucynox 12. Bvibop mexyujeii mexHuxu.

Kaxnas texuuka cocrouT MuHUMyM u3 1 mpoxona (pass). [Ipoxon — 3To
OTPUCOBKA T€OMETPUH, T.€. TEOMETPUIO MOKHO PUCOBATh B 2, 3 U OoJiee mpoxo-
noB. Hanpumep, panbiiie ans cosznanus 3pdekra Oauka pucoBaiu OOBEKT B 2
npoxoja. Ha nepBom mpoxoje pucoBaiin reoMeTputo ¢ 1udPy3Hoi TeKCTypoi,
a Ha BTOPOM PHUCOBAIIA Ty K€ CAMYI0 TF€OMETPHUIO C OTPAXKEHHOU TEKCTYpOil.
BTtopoii mpoxos He 3aTupall MepBhIi, a HaKJIabIBaI U300paKeHue alTuTUBHO, U
nocturaics HeooxoauMbii 3 dekt. Celiuac MHOTOMIPOXOHBIE TEXHUKHU BCTpe-
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YaloTCs JIJISl CJIOXKHBIX LIEUJIEPOB: pealu3allii MeXa, CBeUeHHs U T.I. S Oymay
pacckasblBaTh 00 OJHOMPOXOAHBIX TeXHUKaxX. [loipoOHEe 0 TEXHUKAX U TMPOXO-
Jax MOXHO IMOYUTaTh B JOKYMEHTaluu K DirectX.

B namem ciaydae mpoxon umeet ums p0. [Ipoxoa cocToOUT U3 BEPIIMHHO-
ro (VertexShader) u nukcensHoro (PixelShader) melinepos, a Takxe BKIIOYAeT
HECKOJIBKO JIOMOJHUTENbHBIX HacTpoek (B mpumepe - 3to CullMode). Kak Bua-
HO, 00a meiaepa kommwupyroTcs s Bepceun 3.0. Ha camom nene, mogoOHbie
mIeHIepbl OTKOMITIIIMPYIOTCA U IS 2-1 Bepcrun. OJHaKO MEHSTh BEPCHIO HE CO-
BETYI0 — Y€M BBIIIE Bepcus Ieiepa, TeM Jydiie oH OyleT ONTUMHU3UPOBAH
KOMIWISTOPOM (JIJIs1 COBPEMEHHOT0 kKee3a, ecTecTBeHHO). DyHkiuu mainVS()
1 mainPS(), ABIAIOTCA TOUKAMH BXOJa B BEPIIMHHBINA U MUKCEIbHBIA MIEHIEPHI
COOTBETCTBEHHO. ECcTeCTBEHHO, B JajibHEUIIIEM Mbl MOXEM W3 HUX BBI3bIBATH U
apyrue QyHKIuu.

[lepemeriaemcsi BBEpX MO KOy W CMOTpHUM 3TU ABe ¢yHKuuu. CHayana
BEPIIMHHBIN LIECUAED.

float4 mainVS(float3 pos : POSITION) : POSITION {
return mul (float4 (pos.xyz, 1.0), WorldViewProj);
}

MuHUMYM, 9TO JTOJDKEH BO3BpAIIaTh BEPITMHHBIA IIEHIEP — ATO MO3UITUS
BepTekca. B Hamiem ciyuyae BepuinHy o0bekTa (pos) mpeobpasyem B clip space
(O-pyCCKM — 3TO yCEYEHHBbIE KOOPIMHATHI, HO MHE TaKasi TEPMHHOJIOTHSI HE
HpPABUTCS), TPOCTO TTOMHOKAsl €€ Ha MPOM3BEJICHUE MUPOBOM, BUIOBOU M TPO-
exuronHot Marpun (WorldViewProj). [logpoOHee 06 3TOM s pacckaxy mo3-
Hee, Korja OyjeM nmucath CBOM BEpPIIMHHBIN 1Ieiiep. Pe3ynbTaT nepeMHOKEHUs
— HOBas MO3UIUS BEPTEKCa, OHA U ABJISIETCSA PE3YJIHTATOM BEPUIMHHOIO IIEHIe-
pa.

[TonpoOyiiTe BEpHYTh TO, YTO MPHUIILIO B BEPUIMHHBIN 1IeWep, 6e3 mpe-
obpazoBanus B clip space. [locie n3menenus kona, xkmem F6. Ecim Her omm-
00K, TO YBUIUM pe3ynbTaT. Eciin ommoOKu ecTh, TO OHU OYyyT BBIBEJCHHI B Ia-
Henb Tasks.

[TukcenpHbI MIeaep. EINMHCTBEHHOE, YTO BO3BpAIIACT IMMUKCEIbHBIN
menaep — 3To uBeT ¢pparMeHTa (TUKCENs B OKOIIKE WM Ha dKpaHe), IJisd KOTOo-
poro oH orpaboTai. B HaieM ciydae BO3BpalaeTcsi aOCOIIOTHO O€JbIi 1IBET:
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float4 mainPS () : COLOR {
return float4(1.0, 1.0, 1.0, 1.0);

Honpo6yeM CMEHUTH €T0 HAa KEJITHIN:
return float4(1.0, 1.0, 0.0, 1.0);

Ecnmu B 3¢ ¢exre Oyner ommbka, To conepxxkumoe Bkiaaku Tasks Oyner
COJIEp>KaTh OMKCAHUE OUTUOKHN U CTPOUKY, I/I€ BOHUKIIA OIIHNOKA.

] Empty.fx 4 b X

4 $ Second line of description for my shader. -
5
6 keywords: material classic
8 date: YYMMDD
9
10 */
11
12 float4x4 WorldViewProj : WorldViewProjection;
13
14 float4 mainVS5S (float3 pos : POSITION) : POSITION{
15 p return mul (floaet4 (pos.xyz, 1.0), WorldViewProj):
16 }
17
18 float4 mainPS5() : COLCR { =
19 return flocat4(1.0, 1.0, 0.0, 1.0);
20 }
21
22 technique techniquel {
23 pass p0 {
24 CullMode = None;
25 VertexShader = compile vs_3_ 0 mainV5():
26 PixelShader = compile ps_3_0 mainP5():
27 ¥
28 }
29 m
< | i | )
& Scripting |19 Tasks | =1 Output| 4 b X

Description

Pucynox 13. Bvloenenue owubku 8 kooe wietioepa.
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HEMHOI'O TEOPUH

Cuauana o clip space. B 3D rpacduxe cymectByer 4 Buja NpOCTPAHCTB.
Kaxxmoe mpocTpaHcTBO mpeacTaBieHo Marpuiieid. OJHO MPOCTPAHCTBO MEPEX0-
TUT B IPyTOE MTyTeM MepeMHOKEeHHS MaTpuIl. [lepBoe mpocTpaHCTBO — ATO TPO-
cTpaHcTBO oObekTa (object space). IlpeactaBum 000 OOBEKT, MOMECTUM
HAYaJi0 KOOPAWHAT B €T0 IMEHTP. DTO U OyaeT MpoCcTpaHCTBO oObekTa. T.e. Tou-
K (popMupyromne 0o0ObEKT PacCTaBISIOTCS B MPOCTpPAaHCTBE 00bekTa. B Bep-
IIMHHBIN MIeiAep NPUXOASIT TOYKH B MPOCTpaHCTBE 00bekTa. Clenyroliee mpo-
CTPaHCTBO — 3TO MpOCTpaHCTBO mupa (world space). B mupe cyimiectByeT MHO-
’KECTBO OJIMHAKOBBIX BEIeH (HampuMep, CTYJIbs B KJIacce WM MOHCTPHI B Doom
3), HO OHHU PACIIOJIOKEHBI B Pa3HbIX MecTaX. [ 0BOPSAT, YTO OOBEKT JISKUT B MHU-
POBOM TIPOCTPAHCTBE, KOT/Ia MBI 3HAEM IO3UIIUIO HE TOJIBKO BEPIIUH OOBEKTA,
HO M caMoro oObeKTa B IenoM. T.e. pacmoiiokeHue 0ObEKTOB B aOCOIIOTHOM
MPOCTPAHCTBE U €CTh MPOCTPAHCTBO MUpPA. B 3TOM mpocTpaHCTBE KpoMme Teo-
METpPUH OOBIYHO PACTIONATAIOTCS WCTOYHHKU CBeTa. [IpocTpaHCTBO KaMephl
(view space) — 3TO MOJIO)KEHHE OOBEKTOB OTHOCHUTENIBHO IOJIOKEHHS KaMephl.
Ecnmu MBI mepeMemnaeM kaMepy, TO MEHSETCS M TOJIOKEHHE 00BEKTOB OTHOCH-
TEJIbHO €e (BCce B MHPE OTHOCHUTENBHO, naxke 3D rpaduka). I mocnemaHee mpo-
CTPaHCTBO — 3TO MPOCTPAHCTBO yceueHHbIX KoopauHat (clip space). I'py6o ro-
BOPS, Y KaMephl €CTh yroy 0030pa, OJMKHSS U JATbHSS TNIOCKOCTH OTCEYCHUSI.
Kamepa oOblyHO mMOKa3bIBaE€T MPEAMETHI B MEPCHEKTUBHOW MPOEKIHUHU (UeM
Janbiie 00bEKT, TEM OH MeHbIEe). BoT B 3TOM nmpocTpaHcTBE OOBEKTHI HE TOJb-
KO pacIojararoTcsl Ha SKpaHe B 3aBUCUMOCTH OT TTOJIOKCHUS KaMephl, HO U W3-
MEHSIIOTCSI B 3aBUCHMOCTH OT €€ «OOBEKTHBa» (CTAHOBSITCS MEHbIE/O0JbIIIE,
oOperaroT r1yOuny). T.e. B UTOre Ha 3KpaHe Mbl BUIUM OOBEKThI UMEHHO B clip
space. Tereps 0 TOM, KaK MaTPHIIBI 3aBsI3aHBI HA TIPOCTPAHCTRA.
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YMHO¥aem Ha YMHOaem Ha MHOaeM Ha
World Matrix View Matrix Projection Matrix

Cxema 1. Ilpeobpaszosanue epuiunbl U3 NPOCMpPAHCMEa 00bEKMa 8 NPOCMPAHCMEBO

YCeYeHHBIX KOOPOUHAM.

[loHATHO, 4TO OOBEKT CKa4yeT M3 MPOCTPAHCTBA B MPOCTPAHCTBO MPOCTO
YMHOXEHHUEM BCEX €ro TOYeK Ha HYXXKHYI0 Marpuily. CieBa HampaBO MPOCTO
YMHOXasi MaTpUIIbl, a CIIpaBa HaJI€BO YMHOasi Ha oOpaTHbIE MaTpHIlbI (inverse
matrix). HLSL npengoctaBnsier Becb Ha00p HEOOXOJUMBIX MATPUII, B TOM YHCIIE
1 OOpaTHBIX.

Teneps nousiTHO, uTO cTpouka mul(float4(pos.xyz, 1.0), WorldViewProj),
MPOCTO MepeMeniaeT oObeKT (TOUHEe BCe ero BepIINHBI) U3 object space B clip
space. WorldViewProj — 3To ums npousBegenus Bcex 3-x Marpuil. Kcratu, oHO
MHE HE HPaBUTCS, TOATOMY B JajbHelIlIeM Oy/IeM UCIO0JIb30BaTh APYrUe UMEHa.
Bomnpoc oaun, 3auem HyxeH float4(pos.xyz, 1.0)? Jlesno B TOM, 4TO pa3MEPHOCTD
y Bcex Marpun 4x4, a To4Ka 3aaeTcsl BCETO 3-Msl KOOpAUHAaTaMH. ECTeCTBEHHO
YMHOXEHUE MPU HECOBMAAIONINX Pa3MEPHOCTSAX HEBO3MOXKHO. Ype3aTb Mar-
pUIly HEb3s, 3HAYUT HAJ0 JAOCTPauBaTh MO3UIUIO, T.€. J0OaBUTH | 3JIeMEHT.
Enununy no6aBisiioT, Korja XOTST yKa3aTh MO3UILMIO (3TO CIPaBeJIUBO MJIs
BEPIIIMH M TOYEYHBIX UCTOYHUKOB CBeTa, TUMA (pakesoB), a 0 70OaBIAIOT, KOTAa
XOTST yKa3aTh HampaBieHue (3TO CIpaBeJIUBO JI HAITPaBIECHHBIX HCTOYHUKOB
CBETa, TUIIA COJIHIIA).

[Ipocteiimuit pacuer ocenieHus (auddysnoe ocsemenne). Camoe mpo-
CTOE OCBEIIEHUE — 3TO paBHOMEpPHOE ocBeleHue. IMeHHo ceifyac 0HO peanu3o-
BAHO B HAIllEeM MUKCEIBHOM Iieigepe. MUHYC TaKOro OCBEIIEHUSI — HET UILIIO-
3un 00beMHOCTU. Juddy3Hoe ke OCBEelIeHHWE HEII0XO 3aTEHSET OOBEKTHI U
npugaeT uMm oobeM. Juddy3Has mMonenb 3aBUCUT OT MOJIOKEHUS MCTOYHUKA
OCBEIIEHUSI U OT OOBEKTHON HOPMAJIU MOBEPXHOCTHU. T.€. B UTPY BCTYMHAET €IlIe
2 mapamMeTpa: MOJIOKEHHE MCTOYHUKA CBETAa W HOPMAJlb K KaXKJIOM BEPIIHHE.
Beirnsaur ocBenieHue tax:
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p IV

N - Hopmans
L - nonoxeHue ucmoYyHUka oceeuleHUS

lloeepxHocmb

Pucynox 14. Jlughghysnoe oceewenue nrockocmu.

Yem MeHbIIE yroi MEKIy HOPMaJbi0 U HalpaBJIeHUEM Ha UCTOYHUK CBE-
Ta, TEM SpUe TOYKA. YTOJI MEXKIYy BEKTOpPaMHU OMPEIEISIETCS TP MMOMOIIH CKa-
JSIPHOTO MPOU3BEACHUSI MEXy BekTopamu. [logpoOHee 00 3TOM, s1 paccKaxy B

2
CIIeyIONIeM ypoKe. A TI0Ka MOYHO IOYHTaTh CTaThio Ha gamedev.ru'’l,

AND®DPY3HOE OCBEHIEHHUE

B agpghexme moorcno cmepems abconromuo ece — on 6yoem nepenuca 3a-
HOBO.

Ilepsoe npasuno. Eciv MOKHO 4TO-TO MOCYUTATh 3aPAHEE — CUUTAM.

Bmopoe npasuno. Eciu 4TO-TO MOKHO BBIHECTH W3 MUKCEIBLHOTO IICH Ie-
pa B BEPIIMHHBIN — BRIHOCH. M 1anbIiie cMOTpH epBOE NPaBUiIo.

Tpemve npasuno. BpiOupail aqropuT™M ¢ MEHBIIUMH WIH JIETYANIITUMHU
pacdeTamu.

Crnenys mepBomy IIpaBWIly, IOJOKEHHUE MCTOYHHMKA CBETA JIEJIAEM KOH-
CTaHTOM Il BcexX BeplIMH oObekTa. Cienyss BTOPOMY MpaBUIY BCE PaCUEThI
OyJZeM Jenath MOBEpUIMHHO, a HE MONUKCENIbHO. B nukcensHOM meiaepe Oyaem
TOJBKO BO3BpalaTh LIBET.
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Jlnst pa®oThI MOHAIO00UTCA 2 MaTpUIlbl: 0OpaTHAasE MUPOBOM U MPOU3BEIE-
HUE MHUPOBOM, BUAOBOW U mpoekiuonHoi (WVP). WVP nns toro, ytoObl mipe-
oOpa3oBaTh yailHUK B clip space. A BOT oOpaTHasi MUPOBOU OyJeT Hy>KHA JJis
pacyeToB OCBEILICHUS, BE/Ib UICTOUHUK CBETA YKAa3bIBA€TCSI B MUPOBBIX KOOPIU-
HaTax, a He B 00BEKTHBIX, TO3TOMY HaJ0 MO0 €ro KOOpAUHATHI MPEeoOpPa30OBbI-
BaTh B 0OBEKTHHIE, TUOO BEPIIUHY NEPEHOCUTH B MUPOBBIE KOOPAUHATHL. S BbI-
OpaJi epBbIA BapHaHT, T.K. B HEM MEHBIIIE PACUETOB.

float4x4 wi: WorldInverse; // obpaTHasa MMpPOBAas MaTpuULAa
float4x4 wvp: WorldViewProjection;// world * view * projection (clip space)

[To3uruto ucrounuka ceera (MC) moka 3agaaum Tak:

float4 light = {0, 10, 0, 1}; // mosuuma UC (world space)

Tenmeps 0 BXOJHBIX W BBIXOJAHBIX MapaMeTpax MIeHApoB. B BepmmHHBIN
OyJlleT IPUXOJUTh HE TOJBKO MO3UIIUS, HO U HOpMajb BepIIMHbI. 1 BO3Bpamarh
W3 BEPIIMHHOTO HAJI0 HE TOJHKO MO3MIHIO (3TO 00s3aTEIbHO), HO M LIBET BEP-
IITMHBI, KOTOPBIM MMOHAJAO0UTCS B MHUKCEIHHOM IIeiaepe. 3HAUUT, IPUICTCS 3a-
BOJIUTD JIOMOJIHUTEIbHBIE CTPYKTYPHI:

// DaHHEHE KOTOPHE NPUOYT B BEPUMHHEI WLEXnep

struct vs_input

{
float4 pos :POSITION; // mnosuuma BepumHuH (object space)
float3 norm :NORMAL; // HopManbr BepmuHE (Object space)

}i

// DaHHEHE KOTOPHE NPUOYT B [IMKCEJILHHI WelIep

struct ps_input

{

float4 pos :POSITION; // pesynbTupyomas no3uuyrs BepumHue (clip
space)
float4 clr :COLOR; // UBEeT BepUMHEL

}i

Hano moHumMath, 4TO B HEKOTOPOM POJI€, BCE, UTO BEPHET BEPIIMHHBIM
menaep, NpuaeT B MUKCEIbHbIA. W BBIMOMHAIOTCA OHMU MO MOPSAJKY: cHadaia
BEPIIMHHBIN, 2 TOTOM MUKCEJIbHBIN.

Bepuiunnsliii meinep OyAeT cOCTOSITh U3 2-X 4acTeil: B MEPBOM MbI Mpe-
oOpa3zyem BepiuHy B clip space, 3TO 3HaKOMO. A BO BTOpPOM BBIUUCIISEM I[BET
BEPIIUHBI (TOUHEE €€ SIPKOCTh). PacCMOTPUM TOJIBKO BTOPYIO YaCTh.

floatd 1lo mul (light, wi);
float4 1n = normalize(lo - v.pos);
r.clr = dot(ln.xyz, v.norm);
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B sTOoM KoJzie mepBas CTpOYKa BBIUMCISET IMO3HIIMI0 MCTOYHHKA CBETA B
KoopauHaTax o0bekTa (object space). Bropas Bo3BpaiiaeT HaM HampaBJeHUE Ha
HMCTOYHHK CBETa (a HE €ro KOOPAWHATY), MPUYEM HaIpaBJICHHE HOPMAIH30BaH-
Hoe. Hy a nnsa tpetbeit paboraer Takas Tteopema (3a 10-i kiacc, ckaiasipHOe
MIPOU3BEACHUE BEKTOPOB PABHO IPOM3BEIACHUIO MX aOCOMIOTHBIX BEIWYUH Ha
KOCHHYC yTJIa MeXy HUMH):

_@-b
2O Tal b

Oynkuus dot() - ckansgpHoe npousBeaeHue. Hopmans 1 HampaBlieHHE HA
HMCTOYHUK CBETA y HAaC HOPMAJIM30BaHbl (T.€. MX JJIMHBI PaBHBI €IUHUIIE). A
3HA4UT B r.clr 3anuiiercs (mpuyem 3anumieTcs BO Bce 4-pe aprymMeHTa) KOCUHYC
yriia Mexay Bekropamu. Kak Bce momusT cos(0°) == 1, u cos(90°) == 0, T.e.
YeM MEHbIIE yroj, TeM OyJeT spue Hamia Touka. Pesynbratr — nuddysHoe
OCBEIIEHUE U BUAUMOCTh 00beMa.

Bech kon addexta OyaeT BHITIISIAETh TaK:

floatd4x4 wi: WorldInverse; // ofpaTHas MUPOBAS MaTPULA

float4x4 wvp: WorldViewProjection; // world * view * projection (clip spac
e)

float4 light = {0, 10, 0, 1}; // mosuuma UC (world space)

// DaHHEHE KOTOPHE NPUOYT B BEPUMHHEI WLEXnep

struct vs_input

{
float4 pos :POSITION; // mnosuuma BepumHu (object space)
float3 norm :NORMAL; // HopMaJsib BepuuHH (oObject space)

}i

// DaHHEHE KOTOPHE NPUOYT B [IMKCEJILHHI WenIep

struct ps_input

{

float4 pos :POSITION; // pesynbTupyomas no3uuyrs BepumHe (clip
space)
float4 clr :COLOR; // UBEeT BepUMHEL

}i

ps_input mainVS (vs_input v)

{
ps_input r;
// mozuuumio B clip space
r.pos = mul (v.pos, wvp);
// BEUUCIISEM OCBEIUEHHOCTL TOUYKM
float4 lo = mul (light, wi);
float4 1n = normalize(lo - v.pos);
r.clr = dot(ln.xyz, v.norm);
return(r);
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float4 mainPS(ps_input f) : COLOR
{
return(f.clr);
}
technique techniquelO {
pass p0 {
VertexShader = compile vs 3 0 mainVs();
PixelShader = compile ps 3 0 mainPS();

HeGonpimue nosicuenus no ynpasinenuto meigepom. FX Composer aBTo-
MaTUYEeCKH BbIHEC mapaMeTp light B HacTpoliku Marepuana. Teneps ero MOXKHO

MEHATh HEMOCPEJICTBEHHO M3 BKJIAJAKU Properties 6€3 nepekoMIwisinuu mene-

pa:

1, NVIDIA FX Composer 2.5 - MyfirstProject.fucpro;
Fie Edit View Create Build Anslyze Help

"~ ! 1 -+ ~ - Q
AN & g @ * @ B @ O o @ ¢ ¥ %W W = _ » ® e
New Open Import SsveAll Undo fed Effect Rebuild All Compile Analyze  Sphere Teapot Torus Plane Point Spot Directional  Binding Play Stop  Dwect3D3
(e 8 X1\ eeitor | 3 Shader Liveary | 8 Model 4 b x {{Properties xi
¢ Fiter + ) Emptyh 3
@ somsorn : e — 5t .
B Anmeton Ops Po_input mainVs(vs_input v) o
BeC d i = Parameters: HLSL Profile
o pa_input x;
v §r Bects noamme 3 clip space
v 4 Pt Brect 3 r.pos = mul (v.poa, wvp):
€ Emtyix BLNKCAREN OCBERENNOCTY TOUME l!gh' 01001
(13 E¥ect Pacameters 3 flcatd 1o = mual (1igh Ve S i
v () Gooratsas 26 flcactd 1n = iize(lc P.1wgm IHBHEHNT Wopy ot erial
2.8 ot (1n.xyz, v.norm); NENEMALIAETCH MCTQHHUK
E] Tespot ST ie)
. Lghts e SRR SR
B
A 'Z_ 3 ficat4 mainP5(ps input £) : COLOR
e 3 B 7
# Models return(£.clr); Name
9 Paticle Emstiers ) ™e nome of this graph item
v @) Sceres
» @) Def it Scurw # | Render 2 x|
- Dl @-t-oAR ol B
dl Tecues
v
VertexShader = compile va 3 0 mainVi():
PixelShader ompile pa 3 0 mainPS()7
« - '
Fal i m : o 1!
Descriphion File Line
3 Matenal ___;E]Ai}ﬂsj oject

Deae Rebuilding All

Pucynox 16. Bkraoka Properties.
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BbIBO/I TAPAMETPOB D®®EKTA B MATEPHAI

N3 npumepa ¢ UC Ob110 BuHO, uto FX Composer BBIHOCUT T100aIbHBIE
MepEMEHHbIE B HACTPOUKHU MaTepuana. s ganpHenmend padoTsl 100aBUM eIlie
1 rmoGanpHBIN MapaMeTp — IBET MaTepHuaa;

float4 color = {1, 1, 0, 1}; // uBeT mMaTepuasa

N n3MeHruM BEpIIMHHBIN MIEHIEP TaK:

ps_input mainVS (vs_input v)

{
ps_input r;
// mozuuumio B clip space
r.pos = mul (v.pos, wvp);
// BEUUCIISEM OCBEIEHHOCTL TOUYKM
float4 lo = mul (light, wi);
float4 1n = normalize(lo - v.pos);
r.clr = dot(ln.xyz, v.norm) * color;
return (r) ;

dunanbHbIM KOI A PekTa, OyAeT B KOHIIE.

Tenepp 4allHUK cTan KENThIM, Onarojaaps JOMOJHUTEIbHOMY YMHOXKe-
HUIO SIPKOCTH BepIIuHbI Ha ee 1BeT (dot * color). B cBoiicTBax Marepuana y Hac
MIPOIKCAJICSl HOBBIM mapaMeTp color:

| Properties o X |
»P
P
FirstMaterial - | g

E Parameters: HLSL Profile

101001
1101

Name FirstMatenal

Pucynox 17. Ilapamempwi evinecennvie u3 3¢hghexma.
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Ecnu ero MeHsTh, Mbl YBUAMM U3MEHEHHUE LIBETA YailHUKa (HampuMep Ha
kpacHbii: 1 0 0 0). Ha 3ToM MOXHO OBIJIO OB M1 OCTAHOBUTBHCS, HO aPTUCTHI JIO-
11 TBOpUecKkue, JeHuBbie. [laxe nenuBee nporpammuctoB. Hago nate um mpo-
CThI€ U MOHATHBIC DJIEMEHTHI yHpaBieHus, a He Ha0op nudepok. B FX Compos-
er st aToro ecth SAS (Standard Annotations and Semantics) ). TTomsrraemcst
€ro MPUMEHUTb.

CHauarna npefocTaBuM yaA0OHbIE HACTPOUKHU Jis U3MeHeHus 1Beta. [Ipu-
JIETCSl paclIMpUTh ONMCaHKe mapameTpa color:

// uBeT mMaTepuasa

floatd4 color
<

string UIName = "IeeT";
string UIWidget = "Color";
>= {1, 1, 0, 1};

OCHOBHOE OIMUCAaHHUE MapameTpa JICKHUT MEXAY YIIIOBBIMH CKOOKaMH <>.
UIName — 310 umMs nmapameTpa, kak ero Oyaer Bunets aptuct. UIWidget — 3To
THUII TTApaMeTpa, B JAHHOM CITydae MbI yKa3aJid TUN mapamerpa color - nBet. F6

H PE3yJIbTAT BBIMTIAANUT TaK:
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q p X
q b X

(clip space)

Color Picker

e:///C:/Users/deni/Do4

VariableFloat4

(¢

|

-~

Pucynox 18. Ilapamemp ons évibopa yeema.

Teneps npussikxeM napametp light k mo3unuu uctounuka ceera. s ato-
ro Heooxoaumo co3nate MC: npaBoii knaBuieil B Assets Ha Lights u BeIOpaTh
«Add Point Light»:

30



» 5] Geometries

v

v 23 M Yg Add Directional Light
» 3 % AddPoint Light
&l M §  Add Spot Light

P o
. @S %+ Add Ambient Light

£ Deformers

Pucynox 19. /lobasnenue ucmounuxa ceema.

On nosiButcs B Touke (0,0,0) u ero 3akpeiBaer yailHuK. [loaTOMy "aiiHUK
CTOMUT OTOJBHHYTH B CTOpOHY M noAHATh C Hax yalHUKOM:

Scene: DefaultScene \. Scene: DefaultScene & Scene: DefaultScene

Pucynox 20. Ilepemewjenue ucmounuxa ceema.

B nponecce 3Tux onepanuii ObUIO BUJIHO, YTO OCBEIICHHE Yy YailHUKA HE
Mensercs npu nepememienun MC. g 3Troro HaMm HEOOXOIMMO MpUBA3aTh Ma-
pamerp light k mo3unmu ncrounuka ceera. U3mensem onucanue light Ha Takoe:

// nosuuus UC (world space)
float4 light : POSITION
<

string Object = "PointLight";
string UIName = "Ilosuuwusa UC";
string Space = "World";

> = {O, lO, OI l};

Kak u B cnyyae ¢ BETOM OCHOBHOE OMUCAHHE JIC)KHUT MEXAY YTIOBBIMHU
ckoOkamu. Object — 370 00BEKT K KOTOPOMY MBI IPUBSI3bIBa€M Hall napameTp (y
menst UC naszbiBaetcs PointLight). Space — ykaspiBaeT Ha TO, B KaKoM Mpo-
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CTPAaHCTBE HaM HY’K€H napameTp 3Toro oowsekra (world space). Hy u rimaBHoe —
«: POSITION». O0BekT MokeT 00JaaaTh MHOKECTBOM I1apaMETPOB, HAIIPUMED
NC obnagaer takumu: POSITION, DIRECTION, COLOR, DIFFUSE,
SPECULAR, AMBIENT, CONSTANTATTENUATION,
LINEARATTENUATION, QUADRATICATTENUATION,
FALLOFFANGLE, FALLOFFEXPONENT. OTa 3anuce yka3ajia Ha TO, YTO MBI
napameTp NpUaTTaYrIv K MO3UIMH O0BEKTA.

F6 u cmoTpuM Ha pe3ynbTar:

fl, NVIDIA FX Composer 2.5 - MyFirstProject.fucproy
File Edit View Create Build Analyze Help
TN & g @ Y @ 0 d 9O v e e % e »s e
New Open Import SaveAll Undo Fe Effect Rebuild All Compile Analyze - Sphere Teapot Torus Plane Point Spot Directional| Binding Play Stop - Direct3D9
Assets 3 x TEMor| @) Sheder Library| B Models ’” ) 11 Properties 2 X
% Fier ~ - )
B Anmetors 3 = P = foridinverse: / EirstM. | Ll |
Anm, o . e N =
;, el Cloa orlaviewProjec mﬂon»ma BbiTb lanxa apa © Parameters: HLL Profile
v 4 Blects ac Enable Automatic nght Blndlng
» 4 FrtB¥ect
» {{f] Geometses
=
v ¥ Lghts L e =
V- Porelight S Properties
¥ 33 Mateiss Nome FirstMaterial
» 33
& Models
Paticle Entiers
¥ @ Scerme
» &) Default Scene User
(& Deformens Drect(.DirectaD? EMectVarablefloats
il Tedues .
e Render 2 x
@t - DRAA LMo B D ;
ec Paae Perspective
cbject space Mode: Orbit
 dk ) i
Description File Line
) Matenals |5 Assete’ FProject Soene: DefaullScene

Dene Rebuilding All

Pucynok 21. Ocsewenue mooenu npu nomowu UCMoOYHUKA c8emd.

light Tenepp Bpy4HYI0 M3MEHATH HENb34. 3aTO €CIM TaCKaTh MCTOYHUK
cBeTa Bo BKIagke Render, Oyaet u3mMeHATbCA U OCBEUIEHUE O0BEKTA.

CoBeTry1o IpoCMOTPETh TOKYMEHT 0 SAS - TaM MHOTO IMO0JIe3HON HHPOp-
Manuu. YacTUYHO O HEM S pacCKaxy B NAIBHEHMIIEM, HO B OCHOBHOM H3y4YHTb
MPUIETCA BCe caMocTosiTenbHO. [lonHbiit koa 3¢ dexra:

floatd4x4 wi: WorldInverse; // ofpaTHas MUPOBAS MaTPULA
float4x4 wvp: WorldViewProjection; // world * view * projection (clip spac
e)

// moszuuus UC (world space)

float4 light : POSITION
<
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string Object "PointLight";
string UIName = "Ilosuuwusa UC";
string Space = "World";

> = {0, 10, 0, 1};

// uBeT MaTepuasa

float4 color

<
string UIName = "IeetT";
string UIWidget = "Color";

>=1{1, 1, 0, 1};

// DaHHEHE KOTOPHE NPUOYT B BEPUMHHEI WLEXnep

struct vs_input

{
float4 pos :POSITION; // mnosuuma BepumHuH (object space)
float3 norm :NORMAL; // HopMaJsib BepuuHH (object space)

}i

// DaHHEHE KOTOPHE NPUOYT B [IMKCEJILHHI WelIep

struct ps_input

{

float4 pos :POSITION; // pesynbTupyomas no3uuyrs BepumHu (clip
space)
float4 clr :COLOR; // LUBEeT BepUMHEL

}i

ps_input mainVS (vs_input v)

{
ps_input r;
// mozuuuio B clip space
r.pos = mul (v.pos, wvp);
// BEUUCIISEM OCBEIEHHOCTL TOUYKM
float4d lo = mul (light, wi);
float4 1n = normalize(lo - v.pos);
r.clr = dot(ln.xyz, v.norm) * color;
return (r) ;

float4 mainPS(ps_input f) : COLOR
{

return(f.clr);

technique techniqueO

{

pass p0

{
VertexShader = compile vs_ 3 0 mainVs();
PixelShader = compile ps 3 0 mainPS();
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TEKCTYPUPOBAHUE

IIpexcoe uem nauunames pabomy ¢ mexcmypupoganuem, MAaleHbKUuii co-

6em. UsmMerune yeem mamepuaia Ha Oenvll.

Cnauana no6aBuM TeKCTypy B mpoekT. IIpaBoit kHomkoit Ha Textures B

Assets u BoiOpaTh «Add Texture From File...» B nosiBuBmemMcs quanore BbIOu-

paeM tekctypy Default color.dds (MoHO U Apyryto, HO JIyUIIe 3TY).

[ Assets LB (=] Editor | [&] Shader Librar‘,f| @ Models
b AR = .
T K
BAnimations J w O'I’Kpbl‘l’b -

s Arimation Clips| ~&—— Orananka ects B FX Composer l
8, Cameras UU | ) - |41 | ‘ Moucx e
v %+ Effects = e —)

> +++ FirstEffect Ynopagounte ¥ iz Bugel ¥ Hoeasa nanka @
» () Geometries : [Jata cbemkm Kntoueebie... Pasmep “
» @ Lights
v 32 Materials
» 33 FirstMaterid | Wl Aa6ounii cron
Q Models Komnetotep 683
%% Particle Emitte e
v @) Scenes z06paxeHuns 2049 |=
» &) Defz Myzbika 2049
5 5 (%) HeaaeHo usMeHeHH... || Default_reflection.dds 2049
-
B Momcxkn ﬁGas_can_top_bump 65
06 = Gas_can_top_color 193
- i 7. GasCan_bump 129~
. GasCan_color 385
Z Gassign_towel_seat_bu... 257
. Gassign_towel_seat_co... 769
. Handcart_bump 129 .
Manku il O | T} | »
Wmsa gaitna:  Default_bump_nomal.dds v [Image Files (*.dds, *.264, *h26: 'J
[ OmxpbiTe ] [ Omvena ]

All Civar -

Pucynox 22. Bvibop ¢aiina ougpgysnou mexcmypeoi.

JoGaBienue TEKCTyphl B IIEHIEp MPOU3BOAUTCSA B 2 3Tama: cHadaia

OMpeNeliieM Hallly TeKCTypy M ee mapameTphl (uMms ¢aiiia, TUI TEKCTYpbl U

T.I.), a 3aTeM co3gaeM texture sampler (wm texture mapping unit 8 OGL). TS

yKa3bIBaeT KakKUM 00pa3oM OyJIeT HAKJIaJbIBaThCS TEKCTypa: (UIbTpalUIo, IMOo-

BTOpeHue (clamping wiu wrapping) u T.1I.
[lepBblii ATaI:
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// TekcTypa
texture diffuseTexture : DIFFUSE
<

string ResourceName = "default color.dds";
string UIName = "Iudodyszuasa Texcrypa";
string ResourceType = "2D";

>

Moxno co3maBate Takue TekcTypsl: DIFFUSE, DIFFUSEMAP,
NORMAL, SPECULAR, SPECULARMAP, ENVMAP,
ENVIRONMENTNORMAL, uau ENVIRONMENT. U, koHEYHO, MOKHO CO-
31aBaTh render-target TEKCTYPBI: RENDERCOLORTARGET or
RENDERDEPTHSTENCILTARGET. ResourceName — umsa daiina mo ymod-
yanuto. ResourceType — tum TekcTypsl, MoxkeT ObiTh: 2D, 3D, unu CUBE.

Btopoii stan, cozmanue comruiepa. S BeIOpan coMIUiep ¢ TPUIMHEHHOU

dunpTpanuei:
sampler2D diffuseSampler = sampler state
{
Texture = <diffuseTexture>;
MagFilter = Linear;
MinFilter = Linear;
MipFilter = Linear;
AddressU = Clamp;
AddressV = Clamp;

Mig|Min|MipFilter — unbTpamus (Moxer ObiTh Linear mnu Point, mo-
npobuee B cpaBke k HLSL). AddressU|V|W — noBropenue, B JaHHOM cly4aeT
npu BbIxoje 3a 1, mpoucxoaut orpe3anue (Moxet O0biTh Clamp unu Wrap, mo-
npoonee B HLSL).

Kmem F6 m cmorpum martepuan. Y HEro NOSIBUIICA HOBBIM Mapamerp:
«Iuddysnas Texcrypay, IpudueM ¢ MUHUIIPUBBIONIKON. B mpoiiecce paboTh ¢
HIEHIEPOM XYAOKHUK MOXKET €€ 3aMEHUTh Ha JIPyryl0, Mbl yKa3ald JIHIIb

Ha4YaJIbHBIE TAPAMETPBHI.

LigeT HERRRE
default_color (def..]

E Properties

NAme EirctAA~tari~l

Pucynox 23. Hoeuvlii napamemp 6 ceoticmeax mamepuana.
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Ocrtasioch U3MEHUTH: (OpMaThl BXOASANIUX JAHHBIX, MUKCEIbLHBI U BEp-
IIMHHBIA meiaepa. @opmar BXOIAIIMNX TAHHBIX Y BEPIIMHHOIO U MUKCEIBHOTO
mieiiepa NOMmoJHUTCS. HOBBIM TOJIEM: TEKCTYPHBIMU KOOpAUHATAMHU (UV).

// DaHHEHE KOTOPHE NPUOYT B BEPUMHHEI WLEXnep
struct vs_input

{

float4 pos :POSITION; // mnosuuma BepumHu (object space)
float3 norm :NORMAL; // HopMasib BepuuHH (oObject space)
float2 uv : TEXCOORDO; // TeKCTypHBIE KOOPIOMHATH (texture space

)

}i

// IaHHBIE KOTOPHE NPUAYT B MNUKCEJbHBEIM Welnep
struct ps_input

{

float4 pos :POSITION; // pesynbTupyomas no3uuyrs BepumHue (clip
space)

float4 clr :COLOR; // UBEeT BepUMHEL

float2 uv : TEXCOORDO ; // // TekcTypHbHE KOOPIMHATH (texture sp

ace)
}i

B BGpHHHHKMd]Heﬁﬂepe MBI BBIIIOJIHACM OOHY ®YHKHHKX IIpUHUMACM
TCKCTYPHBIC KOOPAHWHATHI U NICPCIacM HUX NAJIbIIC B MMUKCEIbHBIN mefmep (I‘.LlV
= V.UV). A B IIMKCEJIHLHOM meﬁﬂepe MBI IIOJIy4acM IBCET TCKCEJII B YKA3dHHBIX
TCKCTYPHBIX KOOpAWHATAX U 3aTCM YMHOXKACM €0 Ha LIBET BCPIINHBI.

float4 mainPS(ps_input f) : COLOR

{
float4 texel = tex2D(diffuseSampler, f.uv);
return(f.clr * texel);

Pe3ynbTaT — TEKCTYpUpOBAaHHBIM YaWHHUK C JUPEGY3HBIM OCBEIICHUEM.
N3meHenue 11BeTa MaTepuaia OyJeT BIUATh Ha TEKCTYpPUPOBAHUE.
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Perspective
Mode: Orbit

Scene: DefaultScene

Pucynok 24. Yavinux ¢ HanodceHHoU oug@ysHotl mexcmypou.

Kak Bceraa, koa a¢g(exta NpuBOKYy B CAaMOM KOHIIE:

float4x4 wi: WorldInverse; // ofpaTHas MMpPOBas MaTpula
float4x4 wvp: WorldViewProjection; // world * view * projection (clip spac
e)

// nosuuus UC (world space)
float4 light : POSITION

<
string Object = "PointLight";
string UIName = "Ilosuuwusa UC";
string Space = "World";

> = {O, lO, OI l};

// uBeT MaTepwuasa

float4 color

<
string UIName = "IBetT";
string UIWidget = "Color";

>=1{1, 1, 0, 1};

// TexkcTypa
texture diffuseTexture : DIFFUSE

<
string ResourceName = "default color.dds";
string UIName = "Iuddyszuas Texcrypa";
string ResourceType = "2D";
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>

sampler2D diffuseSampler = sampler state
{
Texture = <diffuseTexture>;
MagFilter = Linear;
MinFilter = Linear;
MipFilter = Linear;

AddressU = Clamp;
AddressV = Clamp;
}i

// DaHHEHE KOTOPHE NPUOYT B BEPUMHHEI WLEXnep
struct vs_input

{

float4 pos :POSITION; // mnosuuma BepumHuH (object space)
float3 norm :NORMAL; // HopMaJsib BepuuHH (object space)
float2 uv : TEXCOORDO; // TeKCTypHBIE KOOPIOMHATH (texture space

)

}i

// IaHHBIE KOTOPHE NPUAYT B MUKCEJBbHBEIM Welnep
struct ps_input

{

float4 pos :POSITION; // pesynbTupyomas no3uuyrs BepumHue (clip
space)

float4 clr :COLOR; // UBEeT BepUMHEL

float2 uv : TEXCOORDO ; // // TekcTypHBHE KOOPIMHATH (texture sp

ace)
}i

ps_input mainVS (vs_input v)
{
ps_input r;
// mozuuumio B clip space
r.pos = mul (v.pos, wvp):;
// BBHIUMCIISEM OCBEUIEHHOCTbL TOUKM
float4 lo = mul (light, wi);
float4 1n = normalize(lo - v.pos);

r.clr = dot(ln.xyz, v.norm) * color;
// nepemaeM TEeKCTYPHHE KOOPIMHATEH
r.uv = v.uv,

return(r) ;

float4 mainPS(ps_input f) : COLOR

{
floatd texel = tex2D(diffuseSampler, f.uv);
return(f.clr * texel);

technique techniqueO
{
pass p0
{
VertexShader = compile vs_ 3 0 mainVs();
PixelShader = compile ps 3 0 mainPS();
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POSTPROCESSING 2OPEKTDI

Ilepeo nauanom pabomst ayuute yopams cemky (Show Grid é ceoticmeax
oovexma Default Scene), 0abvl ona ne nopmuna uo.

[TormpoOyemM peann3oBaTh NPOCTEUIINM MOCTIPONECCUHT 3P (DEKT — Mpeod-
pa3oBaHuE KAPTUHKU K YEpPHO-OeoMy H300pakeHuto. JIJist 3TOro Kaxablid MUK-
celb n3o0paxeHust Hafo oOpadborats o Takou Gopmyne: R * 0.299 + G * 0.587
+ B * 0.114, pe3ynbTaT 3anucaTh BO Bce TpH KaHana. ITo GpopMyna Jjis HAXO0Xk-
nenus spkoctu Touku u3 RGB 3nauenuit (RGB B YUV). Iloctnpoueccunr B
Urpax peanu3yeTcs peHJIEepPOM KaJipa B TEKCTYPY U 3aT€M HaTATUBAaHUEM KBaja C
3TOM TeKCTypou Ha Bech 3kpaH. B FX Composer 3ta nmpouenypa peanusyercs
MIPU TOMOIIIM HEOOJBIIIOTO CKPUNT-KOA.

[Ipucrynaem. J{yis Hayana HEOOXOIUMO CO37aTh HOBBIM MycTOM 3(PeKT B
MIPOEKTE U HOBBI MaTepuai Ha ero 6aze. Beck kon u3 adpexra MOKHO yAAIUTD.
S naszBan a¢dext u marepuain npocto: Post.

Teneps HaunHaeM co3naBath 3pdext. 3aBoaum render-target TEKCTypy —
B Hee OyJeT pUCOBATHCS TO, YTO MBI CeMYac BUIMM Ha 3KpaHe (3eJeHBbIN yaii-
HUK).

texture2D colorTexture : RENDERCOLORTARGET
<

float2 ViewPortRatio = {1.0,1.0};

int MipLevels = 1;

string Format = "X8R8G8B8" ;

string UIWidget = "none";

[TapameTtpbl TekcTyphl 3aaanbl Tak: ViewPortRatio — kakoro pasmepa 0y-
JET TeKCTypa (OTHOCUTENBHO pa3MepoB BbromopTa, {1,1} o3HauaeT 4To pazmep
paBeH pa3Mmepy Bbronopta) , MipLevels — unciio mipmap ypoBHeit (10cTaTOuYHO
Bcero oxHoro), Format — ¢opmar Tekctyps, UIWidget — ums Bo BKIajake
CBOMCTB, €CJIM CTABUM NONE, TO 3TOT OOBEKT HE OTOOpaKaeTCsl.

sampler2D colorSampler = sampler state
{

texture = <colorTexture>;

AddressU = Clamp;

AddressV = Clamp;

MinFilter = Point;

MagFilter Point;

MipFilter = Point;
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ComrIuiep HACTPOEH B pekuMe point-to-point pusibTpanuu (aHajaor nepBo-
ro yma).

Teneps Hano 3actaButh penaeputb FX Composer B 3Ty Tekctypy. Hdns
ATOTO HACTpamBaeM riI00alIbHbIE MMapaMeTPhl CKPHUIITA, a 3aTE€M €Ile apaMeTphI
TeXHUKH U Tpoxoaa. CHavana HacTpauBaeM Iio0anbHbIE MapameTphl dddekTa,
4yepe3 TaKOW CKPHUIIT:

float Script : STANDARDSGLOBAL
<

string UIWidget = "none"; // CKpBITH MNapaMeTp U3 CBOMUCTB
string ScriptOutput = "color"; // Bcerma color
string ScriptClass = "scene"; // MoxeT OHTBL Sscene wmiIu object
string ScriptOrder = "postprocess"; // preprocess, standard, postpro
cess
string Script = "Technique=main;";
> = 0.8;

Crtpouxka ScriptClass = "scene" roBopuT 0 ToM, 4TO 3P(HEKT HaBEUIUBACT-
Cs Ha BCIO CIIEHY, a HE Ha KOHKpPETHbIH 00BeKkT. ScriptOrder = "postprocess"
YKa3bIBa€T Ha KAKOM 3Tare BhINOJHsIETCS 3G (EKT, Mbl yKa3aau — MOCTIPOIIECC.
W HazHauYMIM TOPSIOK BBITOTHEHHUS TEXHHK (T.K. BCErO OJHA, TO yKa3bIBaeM
tonbko ee). [Togpobuee B nokymente DirectX SAS. 0.8 - Bepcus ckpurmra, ee
JydIie He U3MEHSTh.

Texnuka u IMPpOXOd BBEITVIAAAT TAK:

technique main
<
string Script =

"RenderColorTargetO=colorTexture;"
"ClearSetColor=gClearColor;"
"ClearSetDepth=gClearDepth;"
"Clear=Color;"
"Clear=Depth;"
"ScriptExternal=color;"
"Pass=p0;";

pass p0

<
string Script=
"RenderColorTarget0O=;"
"Draw=Buffer;";

VertexShader = compile vs 3 0 postVS();
PixelShader = compile ps 3 0 postPS();
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CHauana o texnuke. "RenderColorTargetO=colorTexture;" — B kakymo
TekcTypy penneputsb kaqp. ClearSetColor, ClearSetDepth, Clear yka3biBaroT ka-
ke 6utoBbie miockoctH (bitplanes) ouuniate, Mbl ouniiaeMm 0ydep 1Bera u Oy-
¢bep rinyounsl. [Ipuuem 1Bet ounctku Oydepa 1BeTa MOKHO MEHSITh B IapaMeT-
pax matepuana (CM. BEChb IIEHIEP LIETUKOM, Sl 3TO B YPOKE HE OIMUCHIBAIO - YKE
MIPOXOJIMIIN), a 3HAYEHHUE JJI1 OYUCTKHU Oydepa ri1yOuHbI 331aHO U HE U3MEHSse-
Mo. "ScriptExternal=color;" — 3Ta kOMaH/ia BBI3BIBAET PEHACPUHT MPEIABIIYIIUX
HAaCTPOEHHBIX TEXHUK (T.€. B HAIlleM CIy4ae PEHJIEPUTCS ClieHa C YaHHKOM).
"Pass=p0;" — yka3pIBaeT Kakoil MpPOXOJ PEHIIEPUTH CIEAYIONIUM (TakuM oOpa-
30M, KCTaTh, MOXHO MEHSITh TMOPSJAOK BBINOIHEHUS MPOX0A0B). Tenepb
HAaCTPOUKHU OKpYKeHHs mpu BeinmojHeHu mnpoxonaa. "RenderColorTargetO=;" -
T.K. JUIS IPEABIAYIIEH TEXHUKA Mbl HACTPOWIM PEHICPHUHT B TEKCTYpY, TO IS
HaIllEro MPOXO0Ja Mbl CKUJIBIBAEM 3Ty HACTPOUKY B AedOAT (T.€. peHIAEPUM Ha
skpan). «Draw=Buffer» - yka3piBaeM 4TO peHAEpUTH OyJieM KBaJpaT Ha BeCh
sKpaH (1o ymonuanuio 3to Geometry).

N Ttak, yto momyuaerca. B moctnponeccunr s¢gpdexre HEOOXO0AUMO CO-
31aTh TEKCTYPY, B KOTOPYIO OyJI€T 3aHECEH pe3ysbTaT 0OBIYHOTO peHjepa. 3a-
TE€M PEHJIEP B INIO0ATBHBIX MapaMeTpax HaCTPAUBAETCsl HAa BBIBOJ B ATy TEKCTY-
py. Y moTom, TOJIbKO Ha OCHOBHOM MPOX0JI€ MOCTIPOIIECCUHTA, Mbl CKUJIBIBAEM
peHzep BbIBOJ Ha 3kpaH. OcTanaoch paccCMOTPETh WEAEephl 3TOro 3ddexra.

struct vs_input

{
float4 pos : POSITION;
float2 uv : TEXCOORDO;

}i

struct ps_input
{
float4 pos : POSITION;
float2 uv : TEXCOORDO;
}i

Ha Bxon obouM 1ieiiepaM NMpUXOIUT KBaJ, Y KOTOPOro yKa3aHbl JUIIb
KOOpPAMHATBl BEPIIMH M TEKCTYpPHBIE KOOpPAMHATHL. B BepmIMHHOM MIEHaepe,
IIPOCTO MEPEKUIABIBAEM BCE JANIBIIE B TUKCEIbHBIN LIEUAED.
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ps_input postVS(vs_input v)
{

ps_input res;

res.pos = Vv.pos;

res.uv = v.uv;

return res;

T.x. kBam pacTSIHYT Ha BECh JKpaH, TO TMOJIYYaeTCsS, YTO MUKCEIbHBIN
eliep MpOroHseT MO BCEM IUKCEIIM Ha dKpaHe (OKHE).

float4 postPS(ps_input f) : COLOR

{
float3 t = {0.299, 0.587, 0.114};
float3 ¢ = tex2D(colorSampler, f.uv);
float3 scn = dot(t, c);
return float4d (scn, 1);

B nepeMeHHy10 ¢ MBI BBITATUBAaEM MUKCEJIb HOPMAIBHOTO peHjaepa. B ne-
peMeHHoi t «BonmeOHbie» 3HaueHusa mang YUV. Hy a dot() — ux ckansipHoe
MPOU3BEACHUE, PE3YIbTAT KOTOPOTO 3aMUIIETCS BO BCE KOMIIOHEHTHI Scn.

duHanpHBIN K01 3¢ dekTa:

float Script : STANDARDSGLOBAL

<
string UIWidget = "none"; // CKpBITH NapaMeTp U3 CBOMUCTB
string ScriptOutput = "color"; // Bcerma color
string ScriptClass = "scene"; // MoxeT OHTBL Sscene wmiIu object
string ScriptOrder = "postprocess"; // preprocess, standard, postpro
cess
string Script = "Technique=main;";
> = 0.8;

float4 gClearColor
<
string UIWidget = "color";
string UIName = "Clear (Bg) Color";
> = {0,0,0,1.0};
float gClearDepth
<
string UIWidget = "none";
> =1.0;

texture2D colorTexture : RENDERCOLORTARGET

<
float2 ViewPortRatio = {1.0,1.0};
int MipLevels = 1;
string Format = "X8R8G8B8" ;
string UIWidget = "none";

>

sampler2D colorSampler = sampler state

{

texture = <colorTexture>;
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AddressU Clamp;
AddressV Clamp;
MinFilter = Point;
MagFilter = Point;

MipFilter = Point;
}i
struct vs_input
{
float4 pos : POSITION;
float2 uv : TEXCOORDO;
}i
struct ps_input
{
float4 pos : POSITION;
float2 uv : TEXCOORDO;

}i

ps_input postVS(vs_input v)
{

ps_input res;

res.pos = V.pos;

res.uv = v.uv;

return res;

float4 postPS(ps_input f) : COLOR

{
float3 t = {0.299, 0.587, 0.114};
float3 ¢ = tex2D(colorSampler, f.uv);
float3 scn = dot(t, c);
return float4d (scn, 1);

technique main
<
string Script =

"RenderColorTargetO=colorTexture;"
"ClearSetColor=gClearColor;"
"ClearSetDepth=gClearDepth;"
"Clear=Color;"
"Clear=Depth;"
"ScriptExternal=color;"
"Pass=p0;";

pass p0

<
string Script=
"RenderColorTargetO=;"
"Draw=Buffer;";

VertexShader = compile vs 3 0 postVS();
PixelShader = compile ps 3 0 postPS();
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OcTanocek TOJBKO NMPUMEHUTH 3TOT MaTepUall A Hameu cueHsl. IIpocto
NEPETaCKUBAEM €r0 Ha JI000€ IMycToe MECTO B cuieHe. OH aBTOMATHYECKU NpU-
MEHUTCS, a B ClIeHe TOsIBUTCS HOBBIH y3en «Evaluate Post». Eciiu ¢ Hero yopats

raJlouky, TO 3Q(eKT OyAEeT BHIKIIOYEH.

1, NVIDIA FX Composer 2.5 - MyfirstProject fucproj
Fle Edit View Creste Build Analyze Help

+ 5 [} i
N & gy v @ 4 Q@ o e ¥ ® Y =  » =
New Open Import SaveAll Undo Effect Rebuild Al Compile Analyze Sphere Teapot Torus Plane Point Spot Directional  Binding Play Stop
s R |13 editor | @ shsce 2 3 X
¥ Filter ~ |,
Post.fx
i = — -
P Anmation Ops . =
8, Cameras 2 parameters: HLIL Profile
v 4 Eects —iear (Bg) Color
. S Sronorti
» 4 FrtBect struct pa input P
v % Pos - MomaoeenaTh upeT oRaRn
€ Posfx

ol E¥ect Pacameten

=) -3 Assets ]

Done Rebuilding All

Pucynok 25. Yemanosxka nocmnpoyeccune aghpghexma na cyeny.

[TocTnpoIIeCCHHT MOKET BBIMOTHATHCSA (M Yallle BCETO BBIMTOIHSICTCS) B
HECKOJBKO TPOXOJIOB. XOPOIIH TpUMEp MocTIpoleccuHr addexkra - Post
glow. OH HaxoauTCS TaM ke, r1e co3aaeM myctoi 3gdext. OueHb MHOTO MOCT-
nporeccur 3¢ dexroB B Shader Library. CMoTpuTte, uzyuaire.
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3AK/IIOYEHHUE

B crnenyromeM MmeroauueckoM mnocoOuu OyIeT OeTalbHO PaccMOTpPEH
sa3bIK mporpammupoBanus menaepoB HLSL, a Takxe npumepsl co3nanus Direct
X 10 npunoxenuii. BMecte ¢ 3tum Oynet 100aBJI€HO HECKOJIBKO YPOKOB IO CO-
3IAHUIO U PEJAKTUPOBAHUIO «JIecAThIX» menaepoB B FX Composer.
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