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BBEJEHUE

CymecTByer ApeBHss KUTalckas mnociioBula: «Jlopora B ThICA4YY JH
HAYMHACTCSA C TEepBOTro Imara». B paspabotke moOoro 3D-MpuiiokeHus: STUM
NEPBBIM MIAroM OyneT MHUIMAIM3alus KOHTEKCcTa peHuaepa. JlanHoe ydeOHO-
METOIMYECKOE MOCOOME MO3BOJUT HAUMHAIOIIUM MPOTPAMMHCTaM MPaBUIHHO
CJIeJIaTh TEPBBIM U MOCIEAYIONMH 1Iard, HE OCTYIIUTLCS U HE YNACTh B HA4Yase
JOJTOr0 U HHTEPECHOTO MYTH.

Lens, mocTaBieHHas mepen y4eOHO-METOAMYECKMM IMOcoOueM, Mpea-
CTaBJsIET c000M JOCKOHAIBHBIM pa300p BCEX ATANOB CO3JaHUS MPOCTEHIIIErO
NPUIOKEHUs, UcToJb3yromero kKoHtekcT Direct3D. s yueOHO-meTommuyec-
KOT'0 MOCOOUS OBLIT HAMMCAH CIIEUATILHBIN IPUMED, YaCTH KOTOPOTO U3YyUaIOTCs
Ha TPOTSHKEHUW KaxJAoM riaBel mocoOwsi. Ero MoKHO ckadaTh MO CCBUIKE
http://staff.ulsu.ru/maltsevda/fls/dx10tutl.zip.

B yueOHO-METOoMYeCKOM MOCOOMHM paccMaTpUBACTCS NPUIOKEHHUE,

HanrcanHoe ¢ ucnoyk3oBanreM Microsoft Visual Studio 2010 u 6asupyromeecs
Ha API DirectX 10. OnHako aHanormyHasi CTpYKTypa MpOTpaMMbl OJOMIET U
st API DirectX 11, a BO3MOXHO, U TIOCICIYIONIAX BEPCUIL.
[Ipenmnosaraercsi, 4T0 YMTATEIh 3HAKOM C METOJIUYECKUMHU MOCOOUMSIMHU
[1] u [2], a Takke oOnagaeT 6a30BBIMU HaBBIKaMU MpoTrpaMmupoBanus Ha SAI1
C++ u pa3padotku nporpamm moa OC Microsoft Windows.
s yenemHon padotel ¢ DirectX 10 HE0OX01UMO YCTaHOBUTH HAa KOM-
MBIOTEP CIEAYIONTUE MPOTPaMMbl U OMOIMOTEKH:
1. Microsoft Visual Studio®. Yem HoBee Bepcus, TeM yuure. Ilpuvep, Ha
KOTOPOM OCHOBAHO JIaHHOE Y4eOHO-METOANUECKOEe M0COOMe, HAMCaH
B Bepcun MS VS 2010. B Heli yxxe ecTh HE0OXOUMBIE 3aI0JIOBOYHBIE
daitel 1 ctarmueckue oudmoTeku a1 Microsoft DirectX BmioTs 10
11-i1 Bepcuu. Ho oTcyrcTBYIOT Bcriomorarenbhbie Oubimmotekn D3DX,
UX HYXXHO CTaBUTh OTIEIBHO.
2. Microsoft DirectX SDK? 3a mrons 2010 r. (June 2010). Arot SDK ro-
OaBnsier HeoOxoauMble BcroMmorarensHeie Oubmmorekn D3DX10.
Takxe BMecte ¢ SDK nocTaBisiercst JOKyMEHTAIMsI, IPUMEPBI U MHO-
ro APYrou Mmojie3HoM nHGOPMAITHH.

! httpz//Awww. microsoft.com/visualstudio/eng/downloads
? httpz//Awww. microsoft.com/en-us/download/details.aspx?id=6812


http://staff.ulsu.ru/maltsevda/fls/dx10tut1.zip

3. Tlocnenuss Bepcus ApaiBepoB JJI Balei BuacokapThl. CTaHmapTHas
Bepcust ot Microsoft peako moaaep:kuBaeT Bce BO3MOXKHOCTH COBp €-
MEHHBIX BUACOKApT. X MOKHO HAaWTH HA CANTE ITPOU3BOIUTEIIA.
B yuebHO-MeTo 1MuecKOoM MOCOOUH MPUMEP pacCMaTpUBAETCsl OT OOIIETo
K yacTHOMY. T0 ecThb HaUMHAETCS BCE C TOUKU BXOJia B MPOTpaMMy U 3aKaH4 H-
BaeTca (pyHKIMeW peHaepuHra n3oopaxeHus. CriemoBareibHO, KOJ MpUMEpa
HY>KHO CMOTPETh CHA3Y BBEPX. TaKOM MOAXO0/1 HO3BOJUT 3apaHEE MOHSTh, KAKHUE
pecypchl 3aeHCTBOBAHBI B MPOIIECCE PEHACPUHTA U KaK OHU OBLIN TOJTy4YCHBI.

TOYKA BXO/JA B IPOI'PAMMY

[Ipexae gyem mepexoauTh HEMOCPEICTBEHHO K HAIMMCAHHWIO KOJa, HYXKHO
MOKITFOUYHUTH HEOOXOUMBIE 3ar0JIOBOYHBIC (PaiyIbl M CTaTHIECKHUE OMOIMOTEKH.
Ham nonanoOurcs cienyronee:

#include <windows.h>

#include <d3d10.h>
#include <d3dx10.h>

@aitn d3dx10.h wuHCcTammMpyercs Bmecte ¢ OmbOamorekort DX SDK,
oCTalbHBbIE BXOASAT B CTaHAapTHyO yctaHoBKy Visual Studio. Crarmueckue
OMOIMOTEKN MOKHO MOJKIIOYNTh B HACTPOMKAX MPOEKTA WM TAaKUM 00Pa3oM:

#pragma comment (1lib, "d3d10.1ib")
#pragma comment (1lib, "d3dx10.1lib")

JIro0ast mporpamma MMeeT CBOIO TOYKY BX0J1a — (QYHKIMIO WA TIPOLIETY-
Py, C KOTOPO¥ HAYMHAETCS BBIMTOJIHEHUE IporpamMmbl. Harmpumep, Ha si3b1ike C++
— 910 (yHKIMS Main, B mackaie — 0JI0K KoJa MeX1y komaHaamu begin u end.
Ecthb cBOst Touka Bxoga u y Windows-npuiosxenuii, 3ta QyHKIHMS Ha3bIBACTCS
WinMain. O6sbsaBicHrE 3TOH (QYHKINU BBITSIUT CICTYIOIIUAM 00pa3oM:

int APIENTRY WinMain (HINSTANCE hInstance, HINSTANCE hPrevInstance,
LPSTR lpCmdLine, int nCmdShow) ;

Yare Bcero gaHHas GyHKIHAS COACPKUT TPH dTara;
1. Peructpamms kiacca OKHa.

2. Co3pgaHue OKHa.

3. Hukn 06paboTKu COOOIIECHMIA.



[Monpobuee o co3manuu npunoxenuid mr OC Windows Bel Mokere
y3Hath U3 Kypca «lIporpammupoBanue B Windowsy». B ganHoMm yueOHO-
METO !~
YECKOM TMIOCOOMHU MBI JIMIIh KPATKO MPOOSIKUMCS 10 KaXKIOMY M3 3TaroB.

Peructpanus Kjiacca OKHa

B Windows-mpunoskeHusx HepenaKo OBIBaeT CUTyalus, KOTjJa JBa pas-
JIMYHBIX OKHA BBIMOJIHSIOT OJIHY U Ty ke (QyHKuio. Hanpumep, 1Ba pa3HbIX OK-
na Microsoft Word oxnHakoBbIM CII0COOOM MO3BOJISIIOT PEJAKTHPOBATH TEKCT;
HO TIPU 3TOM OHH COJAEPXKAaT pa3judHble JOKyMeHThI. [loaToMy paspaboTanku
Windows pazaenuiu moHSTUSI OKHO Y €T0 nogedeHue. 3a TIOBEJCHNE OKHA OTBE-
YaeT ero Kuacc, a 3a OTOOpaXeHHue Ha dKpaHe HeoOXxoauMol MHpOpMaIUU U
TI0JIb30BaTEIbCKUI BBOJ] OTBEYACT caMO okHo. OCHOBHas 33/1a4a MMPHU PEerucTpa-
oMU KJlacca OKHa — YyKa3aTb Ipouenypy oO0paboTku cooOIeHnui
(MainWndProc), 31o mpoucXoIuT B 4-if CTPOKE JIMCTUHTA:

WNDCLASSEX wcex
wcex.cbSize
wcex.style
wcex.lpfnWndProc
wcex.cbClsExtra
wcex.cbWndExtra
wcex.hInstance
wcex.hIcon
wcex.hCursor

{0};

sizeof (WNDCLASSEX) ;
CS_HREDRAW | CS_VREDRAW;
(WNDPROC)MainWndProc;

0;

0;

hInstance;

0;

LoadCursor (NULL, IDC ARROW) ;
(HBRUSH) (COLOR_WINDOW+1) ;
NULL;

wcex.hbrBackground
wcex.lpszMenuName
wcex.lpszClassName TEXT ("dx10tutoriall") ;
wcex.hIconSm 0;
if ( RegisterClassEx(&wcex) == 0 )

return 1;

JInst uaeHTHUKAIIMK Kiacca OKHA €My HA3HAYaeTCsl YHUKAIbHOE WM.
Ham kmacc okna Haszan «dx10tutorially. MMs Hy»XHO BBIOMpATh aKKypaTHO,
4TOOBI B TIpesenax oaHo# ceccrn WINdOWS He ObIIO TIPUIIOKEHUH ¢ OMHAKO-
BBIMU UMEHAMH Y Pa3JIMIHbBIX KJIACCOB OKOH.

3a camy peructpanuio otBedaer (yHkuus RegisterClassEx. B ciyuae
ycIiexa OHa BO3BpaIllaeT HEHYJICBOM UICHTU(PHKATOP Kacca OKHA, U €ro 3aro-
MUHATh He 00s3atenbHO. B ciyuae onmbku — 0.

[Ipu perucTpanuu Kiacca OKHa MOYKHO YKa3aThb Kypcop, I[BET 3aJIMBKU

Ipyrue napamerpsl.



Co31aHue OKHA

Oxkno co3gaercs npu nomouw ¢yuakipu CreateWindowEx. JIro6oe okHO
O0asWpyeTcss Ha 3aperMCTPUPOBAHHOM Kiacce OKHAa (3TO BTOpPOM mMapamerp
¢yHKIHK). B1o6aBok npH CO3aHuH OKHY MOYKHO Ha3HAYUTh PasMep, 103 UIIHIO,

3aroJIOBOK, CTUJIb U T.II.

RECT rc = {0, 0, iwidth, iHeight};
AdjustWindowRect (&rc, WS OVERLAPPED | WS CAPTION |
WS SYSMENU | WS MINIMIZEBOX, FALSE) ;

HWND hWnd = CreateWindowEx (0,
TEXT ("dx10tutoriall"),
TEXT("DirectX 10 Tutorial 1"),
WS OVERLAPPED | WS CAPTION | WS _SYSMENU | WS MINIMIZEBOX,
CW_USEDEFAULT, CW_USEDEFAULT,
rc.right - rc.left, rc.bottom - rc.top,
NULL, NULL, hInstance, NULL);

if (hWnd == 0)
return 2;

ShowWindow (hWnd, SW_SHOW) ;
UpdateWindow (hWnd) ;

B cayuae ycnexa ¢yukuus CreateWindowsEX Bo3BpaliiaeTr HeHyJICBOM
uneaTudukarop okHa turma HWND. Ero HykHO 3armoMHHTH, Tak Kak €ro Tpe-
Oyror Bce (yHkumu mns pabotel ¢ okHamu. @ynkium ShowWindow u Up-
dateWindow moka3sIBatOT OKHO Ha SKpaHe.

Ocranoch pazobparscs ¢ camoii mepBoit gpynkmumeit — AdjustWindowRect.
Jleno B Tom, uto ¢yHkims CreateWindowEx npunumaer pasmep okHa, BKITIO-
Yalomui B ce0s pa3Mep paMKH, 3arojioBKa 1 T.M. T0 eCTh pa3Mep KIMEHTCKOU
oOnacTu OKHa, a 3HAUMT, U pazmep DirectX-koHTeKkcTa, He OyaeT CoBIaaarh C
3arpammBaeMbiM — OH OyzeT MeHbIne (cMm. puc. 1). HyxHo moHumars, 4To B
pasmuunbIX Bepcusax OC Windows paszMep 3arosioBka MEHsETCS, TIO3TOMY HEZ0-
CTaTOYHO MPOCTO MPHOABUTH KaKyIO-TO KOHCTAHTY K HEOOXOJIMMOMY HaM pa3-
Mepy KiueHTckor obmactu. AdjustWindowRect moaoupaer HeoOXoAMMBIH pa3-

Mep OKHa IO €ro CTHIIIO U pa3Mepy KIUEHTCKOM 00acTu.
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Bricora knueHTCcKo#W onacmm
Bricora 3aronoska

Bricora okHa

Puc. 1. Pasmep oxHa 1 pa3Mep KIMEHTCKOW 00JacTh

Huxa o0padoTku co00IeHU

Kaxxmoe okHO HEeNpEephIBHO MOIyYacT COOOIIEHUSI OT CUCTEMBI, TI0JIb30B a-
TeJs, APYTHUX MPUIIOKESHUN U TaKe OT camoro ceds. K Takum cooOmieHnssM Mo-
I'yT OTHOCUTHCS COOOIIEHHSI O HAXKATUU KJIABHUII, COOOIICHUS O TMepEeMEIICHUN
MBIIIH, COOOIIeHUST 00 U3MEHEHHH Pa3MepPOB OKHA, COOOIICHUS O CO3/IaHUU U
YHHUYTOXCHHH OKHa W T.II. Bce cOOOIeHNsT MOMEAarTCs B O4epeb U IMOCTe-
MEHHO BBIHUMAIOTCS I TOochenytomieir oopadbotku. B cioydae ecnu odepens
MyCcTa, TO OOBIYHBIC IPUIIOKCHHS «3aMUPAIOT» — IPOCTO TIEPEIAIOT YIPABICHHUE
JIPyrdM OKHaM B cucTeMe. MynbTUMEIUHBIC TIPWIOKEHUS B Clydae IyCTOU
OYepe/IH BBITIOJHSIOT KaKe-TO CTaHIapTHBIE IEHCTBUS, HAIIPUMEP, BBIBOJI KaJI-
pa Ha PKpaH M pacyeT CIASAYIONIero Kaapa. PaccMoTpuM cTaHIap THBIN UK 00-
pabOTKKU COOOIICHUM I MYJIbTUMEIUUHOTO MPUIIOKEHUS.

MSG msg = {0};

while (WM QUIT !'= msg.message)

{
while (PeekMessage(&msg, NULL, O, 0, PM REMOVE) == TRUE)



TranslateMessage (&msq) ;
DispatchMessage (&msg) ;

}

if ( IsIconic(hWnd) == FALSE )
Render () ;

Crtpykrypa MSG coaepx Ut Bcro HE0OX0AMMYIO HHPOPMALIUIO O COO00IIIe-
aun. [lapamerp message 3Toit CTPYKTYpHI SBISETCS YHUKAIbHBIM UICHTU(DUKA-
TOpoM coob1ieHust. Kak BUJHO U3 JIMCTHHTA BBIILE, Mbl OpraHU3yeM OecKOoHeY-
HBIA LUK 10 T€X IMOp, MOKa ATOT MapaMeTp He CTAHET PaBHBIM 3HAUEHUIO
WM_QUIT (3T0 coolIieHne o TOM, 4TO MpoTrpaMma JI0/DKHA 3aBEPIIUTHCS ).

B Tene nukia ecTh JOMOJHUTENbHBIN UK 0 00paboTKe MOCTYMUBIINX
cooOmennii. PeekMessage wusBnekaer cooOlineHne W3 ouepenu. |ranslate-
Message npeoOpa3yer BUPTYaIbHbII KOJI KJIABUIIM B €€ CUMBOJIbHOE 3HaUEHHUE.
U DispatchMessage nepenaer coo01neHre B IPOLEAYpPY 00pabOTKU COOOIICHMI
(cM. cremyromyro TJaBy). DTO CTaHAAPTHBIM c1Ioco0 0OpabOTKU coOoOIIeHN
st Windows-niprinoskeHuid, 1 0 HeM ToJIPOOHO paccKa3aHO BO BCeX yUEOHBIX
nocobusix u crarksax [5]. B ciydae ecnm cooOmieHuwii B o4epenu HET,
PeekMessage Bo3Bpaiaer FALSE.

Jlanee B Tene mukia uaeT BeI3oB QyHKIMH Render. 3to ocHOBHas QyHK-
IIUs1 HaIIell MpoTrpaMMBbl, KOTOpas 3aHUMaeTcs reneparmelt 3D-KapTHHKU U BbI-
BOJIOM €€ Ha DKpPaH, a TaKKe pacyeToM CIIEAYIOIIero kaapa. Bei3piBaeTcs oHa
TOJILKO IIPH yciaoBuH, eciu (yHkuus Islconic Bepuer FALSE. D10 caenano mis
TOTO, YTOOBl OKHO B MUHHUMHM3UPOBAHHOM COCTOSIHUM HE 3aHUMAJIO PECYPCHI
npoleccopa U BUICOKAPTHI.

[lonBos uTOT, CYMMHUpPYEM BCE BhILLIECKa3aHHOE. Peructpupyercs kiacc
OKHa, B KOTOPOM YyKa3bIBaeTCi Tmporeaypa oO0pabOTKH COOOIICHHIA
MainWndProc. Ha 6a3e aToro kiacca co3aaercsi OKHO C ONPE/ICIICHHBIM Pa3Me-
POM KITMEHTCKOM ob6sacTu. OpraHu3yercst HeMpephIBHBIHN UK, B KOTOPOM IMPpHU
HAJIMYUK COOOIIEHHI TPOUCXOAUT UX 00pad0TKa, U BHE 3aBUCUMOCTH OT CUTY-
alyu MPOUCXOAuT BeI30B GyHKIMK Render. [Iporpamma 3aBepuiaet cBoro pado-
Ty nipu nosrydenuu cooduenus WM_QUIT.



OKOHHASI MPOLIEIYPA

Oxno B OC Windows uenpepsIBHO motydaeT coobiienus. Jlus ux oopa-
OOTKHM TPOTPaMMUCT JOJDKEH Pean30BaTh CIENHAIbHYIO (DYHKIMIO, KOTOpPas
Ha3bIBACTCS «IPOLENYpOl 0OpabOTKM OKOHHBIX CcOOOIIeHuH» (Window
procedure). O0bsBIICHNE 3TOM (DYHKIIUH MPUBEICHO HIKE:

LRESULT CALLBACK MainWndProc (HWND hWnd, UINT uiMsg,
WPARAM wParam, LPARAM lParam);

Yamie Bcero 3ta GyHKIUS BBITIISIIUT KaK OpraHU3aIys BbIOOpa U3 MHOXKe-
CTBa pPa3JIMYHBIX BApUAHTOB. B TaHHOM MYJIbTUMEIUIHOM TPHIIOKEHUH BHIOOD
OyZeT MpoCTOM:

— WM_CREATE, coobiienue, KoTopoe MochuIaeTCs MPU CO31aHUH O KHA;

— WM_DESTROY, coo0rmieHne, KOTopoe MOChIIACTCS MPH YHUITOKECHUN
OKHa,;

— BO BCEX OCTaIbHBIX CJydasX OyJIeT BBI3bIBATECS  (DYHKIUS
DefWindowProc, peanusyromas cTaHIapTHYIO 00pabOTKy OCHOBHBIX
coobmenuit OC Windows.

PaccmoTpuM JUCTHHT peanu3aiuu 3Toi QyHKIUH:

case WM CREATE:
if ( InitDirectX10 (hWnd) )

{
if ( InitResources() == FALSE )
return -1;

}

else
return -1;
break;

case WM DESTROY:
FreeResources () ;
FreeDirectX10() ;
PostQuitMessage (0) ;
break;

[Mpu co3manum okHa uHHMIMamu3upyercss kouteket DirectX 10.0. B cay-
yae yCTIeUIHONW MHUITUATN3AIUH IPOUCXO0IUT HHULIUATIU3AIUS PECYPCOB MPUIIO-
KEHUS: TEKCTYP, 1mekaepoB U T.11. [TogpoOHO 000 Bcex atanax OyaeT pacckasa-
HO HIDKE. B ciydae ormmOKy OKOHHAS POLIeAypa BEpHET 3HaUeHue -1, 9To npu-
BE/IET K Pa3pyIICHUIO CO3/1aBa€MOTO OKHA U HEMEIJICHHOMY 3aBEpIICHUIO TP O-
TPaMMBI.



[lpu yHHUYTOKEHUM OKHA OCBOOOKIAIOTCS BCE PECYPCHI MPUIOKECHUS U
xkoHTekcT Direct3D. Hukakux UCKIIOUMTEIbHBIX CUTYAllMi 3TH (DYHKIUU HE
npeaycMaTpuBaloT, T.€. pa3pylleHHe HUYEM IMpepBaTh Heb3sl. PuUHaANbHAS
¢dynkims ycnosus PostQuitMessage momecTuT B ouepes COOOIIEHUE C HIICH-
tudukaropom WM_QUIT, uto nmpuBeaeT k mpephIBaHUIO ITUKIa 00paboTKH CO-
OOIICHNI M TaTbHEHUIIIEMY 3aKPBITHIO TIPOTPAMMBI.

OCHOBHBIE NMOHATHUsA COM-TEXHOJIOT A

APl (Application Programming Interface — wunTepdelic NpUKIaIHOTO
nporpaMmmHupoBanus), padotarommii ¢ DirectX, 6asupyercs mHa COM-TexHO-
gorun (ot COM — anrn. Component Object Model). O6beM yueOHO-MeTO-
JTUYECKOTO TOCOOMS HE MTO3BOJISIET MOPOOHO OMUCATh 3Ty TEXHOJIOTHIO, TTO3TO-
MY KHHT'H, KOTOPbIE€ CTOMT U3y4YUTh, yKa3aHbI B OuOmorpapuueckom ciucke [6].
B aTom pazaene paccMOTpUM JIUIIL OCHOBHBIC MIOHATHS ¥ IIPUHIIUTIBI paOOTHI.

OcnoBoit COM-texnonoruu siBsitotTcst unrepdericel. COM-untepdeiic —
3TO HAOOpP a0CTPAKTHBIX (PYHKIHH, Yyepe3 KOTOPHIM KOMIIOHEHTHI B3aMMOICH-
CTBYIOT JIPYT C APYrOM H C ApyruMu nporpammamu. MHTEpdeiic 3amaéres ab-
CTPaKTHBIM KJIACCOM W peaM3yeTcsl IPYTMMH, KOHKpETHBIMU. Yarie Bcero uH-
Tepdeiic KOMIOHEHTa CaMOCTOSTEIBHO CO3/1aTh HENb3sI, €r0 MOXXHO WIIH TOJTY-
YUTh y cnenuanbHO pyHkmun (Takoi kak CoCreatelnstance), wim 3anmpocuTs y
npyroro untepgerica. M3-3a takoit ocodeHHOCTH pabOThl yAAIUTh UHTEP(EIC
TOJKE HEJb351, €r0 MOHO TOJILKO 0CBOOOIUTH IIpH IoMoIu MeToaa Release, ko-
TOPBIN B 3aBUCUMOCTH OT CUTYallUXd CaM 3aHUMAETCs yIaJICHUEeM KOMIIOHEHTA U
ero uHTepQecos.

Kaxnpiii uaTEpdeiic obamaeT CBOMM yYHUKAIBLHBIM HICHTH(HHUKATOPOM
GUID. On renepupyercs aBTOMaTHYeCKH (C HCIIOJh30BAaHUEM CHCIHATIBLHBIX
IPOTPaMM) | SIBJIICTCS YHUKAILHBIM BO BCEM MHUpPE Ha Bce BpeMeHa. JlJist Toro
yTOOBI 3aIpPOCUTh HUHTEpQEIic, HEOOXOAUMO Mepeaarb TOT HIAEHTU(PUKATOP
B METOJ WK (HYHKITHIO.

OO0paboTka ommOOK OazupyeTcs Ha BO3BpAIIaeMbIX 3HAYCHHUSIX Y METO-
J0B. DTO 03HAYAET, YTO JIFOOOH METOI, KOTOPBIA MOYKET CTEHEPUPOBATH UCKITIO-
YUTEIbHYIO CUTYyalnio, Bo3Bpamaer koja omubku. B COM-texHomoruu s
aToro 3amaH crenuanbHeiii Tum HRESULT, xoTOophIii MOXET mMpuUHUMATh pa3-
JMYHBIE 3HAYCHMS KaK JUIs yCTenmHon onepanuu (Hanpumep, S_OK), Tak u ayis
uckmountenbHol (E_NOINTERFACE). Tak kak nuMeeTcsi HeCKOJIbKO YCTIeIII-



HBIX KOJIOB M HEMAJIO MCKITFOUMTEIIBLHBIX, TO JIJISI OIICHKU Pe3yJIbTaTa BBITIOJIH -
HUSI QYHKIIMU TIPUMEHSIOT CIICIIHATbHBIC MAKPOCHI:
— FAILED(result) — Bo3Bpaiaer UCTHHY, €CJIM PE3YJIbTAT COJACPKHUT UC-
KITIOYUTEIBHYIO CUTYAIHIO;
— SUCCEEDED(result) — Bo3Bpariaer uctuHy, ecim pe3yiabTaT coaep-
KHT YCIIEITHOE 3aBepIleHue paboThl METOIA.
B ocrtanbHoMm pabota ¢ COM-texHonorueir co CTOPOHBI KIMEHTa He
CUJILHO OTJIMYAETCS OT OOBIYHOTO 0OBEKTHO -OPHEHTUPOBAHHOTO TPOTPAMMUP O-
BaHUSI.

WHULUAJIMBALMS 1 OCBOBOKJIEHME DirectX 10

B oroii rmaBe Oyayr paccmorpensl ¢yukipu - InitDirectX 10 wu
FreeDirectX 10. IlepBas otBeuaer 3a moaydenue uarepdeiica y Direct3D-yct-
poiicta, co3nanue uaTepderica DXGI Swap Chain, co3nanue Oydepa 1Bera,
oydepa riryounsr u 6ydepa tpadapera. Bropasi 3anumaercss ocBOOOXKICHUEM
BCceX HHTEP (PeiicoB, KOTOPHIE OBLIH MOJTYYCHBI B IIepBO# GyHKIMH. PaccMo Tpum
uX noapoOHee.

Hurtepdeiicyl nas padorsi ¢ DirectX 10
Jlis mosHoIeHHOM padoTel ¢ Direct3D-ycTpoiicTBOM HaMm MMOHAI00UTCS
geThIipe unTepdetica:

ID3D10Device* pDevice;
IDXGISwapChain¥* pSwapChain;
ID3D10RenderTargetView* PRenderTargetView;
ID3D10DepthStencilView* pDepthStencilView;

PaccmoTpum kaxiblii U3 HUX JeTalbHee:

1. ID3D10Device. Hnrepdetic mis padotel ¢ yctpoiictBom Direct3D
Bepcun 10.0. D10 ocHOBHOM HHTEpdeiic 111 padoThl ¢ 3D-TpaduKoi.
OH no3BOJISIET CO37aBaTh APYrUe 0OBEKTHI: TEKCTYPHI, 3D (DEKThI, Bep-
IIIMHHBIE W WHJEKCHBIC MaccuBbl. [Ipm momomm 3toro mHTEpdeiica
MOYHO PHCOBaTh MPUMHUTHBBI U OYHINATh HAPUCOBAHHOE. DTOT WH-
Tepdelic 3aHMMaeTCs YCTAaHOBKOM HACTPOEK peHepa.

2. IDXGISwapChain. Oto unrepdeiic komnonenra Swap Chain, koTo-
PBIH TIpEACTaBIsICT OJHY WIIM HECKOJIBKO MOBEpXHOCTEH/OydhepoB, He-
00XOIUMBIX JJII COXpaHEHUSI JaHHBIX PEHACPUHTa, TIEPE]] TEM KaK OHU



OyayT moka3ansl Ha SKkpaHe. OH OTBEYaeT 3a YCTAHOBKY U HACTPOUKY
oydepos 1Beta, TiryouHs! U Tpadapera. C ero MOMOMBIO TPOUCXOIUT
nepedpoc uapopmarmm u3 back-oydepa na front-6ydep npu nBoiinoi
Oydepuzanuu u T.11.

ID3D10RenderTargetView. Uutepdeiic 6ydepa BoiBoaa. bazupyercs
Ha RGB 2D-tekctype, mHOT/IAa B Ka4€CTBE TEKCTYPHI MOKET BBICTY-
nate back-0ydep. B atoT Oydep mpousBoauTcst BEIBO IBETOBOM Ya-
ctu kKapTuHku (RGB-3nauennit).

ID3D10DepthStencilView. Uurepdetic s OybepoB riryOUHBL U Tpa-
dapera. bazupyercs Ha 2D-TekcType ocoboro ¢opmara, Jaiie BCEro
»to DXGI_FORMAT D24 UNORM S8 UINT, T.c. B Heli Ha KayKIbIH
TEKCENb® OTBOAHUTCS 110 24 Gura Ha O0ydep rayOounb! 1 110 8§ 6uT Ha OYy-

dep Tpadapera.

Monyuyenue nunrepdeiicos ID3D10Device u IDXGISwapChain

Jlia nosydenus 3Tux uHTepdeiicoB He0OXOUMO UHUIIUATU3UPOBATh Ia-

pamerpbl cTpykTypsl DXGI_SWAP_CHAIN_DESC nHyXHBIMH 3HaUYCHHSIMU H
Be13BaTh QyHkimo D3D10CreateDeviceAndSwapChain.
Cuauana paccmorpuM cTpyktypy DXGI_SWAP_CHAIN_DESC, kotopas

OIMCHIBAET MapaMeTPhl CO3JaBacMOro Kommnonenta Swap Chain:

typedef struct DXGI SWAP CHAIN DESC

{

DXGI_ MODE DESC BufferDesc;
DXGI_ SAMPLE DESC SampleDesc;

DXGI_ USAGE BufferUsage;
UINT BufferCount;
HWND OutputWindow;
BOOL Windowed;
DXGI_SWAP EFFECT SwapEffect;
UINT Flags;

DXGI_SWAP_CHAIN DESC;

[lonst cTpykTypsI:
1. BufferDesc — sto pexxum otoOpaxenus back-Oydepa. Ero nmmpuna u

BBICOTA, YacTOTa OOHOBJICHUS M (hOPMAT ITHKCEJIS.

2. SampleDesc onmceiBaeT mapaMeTpbl MyIbTUCOMITDIAHTA. [Ipotie roBo-

P, 9TO MapaMCTPhI IMTOJITHOIKPAHHOT'O CIUIAXKMUBAHUA.

* Texcen (cokpamerue ot aHry. Texture element) — MEHMMAJTbHAS €[MHMIIA TEKCTYDPHI TPEXMEPHOTO
o0bekra. [Iukcen TeKCTypHI.



8.

BufferUsage — nienu ucnosp3oBanus Oydepa M HaCTPONKU JOCTyIa
k Hemy u3 CPU. Back-Oydep MoxeT MCMOb30BaThCsl KaK BXOHOU
napaMeTp LICHIepa WIKA KaK BBIXOJHOW MMapaMeTp peHaepa.
BufferCount — uucno 6ydepor B Swap Chain, 00bI14HO HCIIOIB3YeTCS
onun front-6ydep 1 MOJHOIKPAHHOTO PEHIEpA.

OutputWindow — okHO IIporpamMmsl, B KOTOPO€ OyIeT MPOU3BOIUTHCS
BBIBOJI.

Windowed — pexxum pabotbl 3D-ycTpoiicTBa: MOTHOIKPAHHBIA HITH
okoHHBIA. Ecim mannbpiii mapamerp paBeH TRUE, To Oyner BkmoueH
OKOHHBIU PEKHM.

SwapEffect onpenensier, kakum 06pa3om OyIET IPOU3BOIUTHCS BHIBOT
back-0ydepa Ha skpan. ITo ymogaHHi0 CTOMT 0OBIYHOE TTOOUTOBOE
KOIUpOBaHUe coaepxumoro back-0ydepa Bo front-0ydep.

Flags — nomoanurenbHbIe omuu 1 co3manus Swap Chain.

[MonpoOHytO crpaBKy MO ATOW CTPYKType M HACTPOUHKAaX ee MmapameTpoB

moskHO oy4duTh B MSDN Library [3]. Huke mpuBenen npumep ee 3armoIHeHus

AJII OKOHHOT'O PCKUMaA!:

RECT rc = {0}; GetClientRect (hWnd, &rc);

// 3anosHgeM CTPYKTYPY HEOOXOIMMEMM I1aHHBIMMA

DXGI SWAP CHAIN DESC dxSCD = {0};

// bopmMar Oybepa BHBOIA M €TI0 pasMep

dxSCD.BufferCount = 1;

dxSCD.BufferDesc.Width = rc.right;

dxSCD.BufferDesc.Height = rc.bottom;

// sTOoT Oybep OymeT MCNOJIL30BATHLCH kKak Oybep BHIBOHA HA B3KpaH
dxSCD.BufferUsage = DXGI_ USAGE RENDER TARGET OUTPUT;

// OOBIUHBI 32-OUTHHEM LBeT nja Oydepa

dxSCD.BufferDesc.Format = DXGI_ FORMAT R8G8BS8A8 UNORM;

// BamaeM 4YacTOTy OOHOBJIEHMA
dxSCD.BufferDesc.RefreshRate.Numerator = 60;
dxSCD.BufferDesc.RefreshRate.Denominator = 1;

// mapaMeTps MyJIbTUCEMIIJIMHTA ([IOJIHO3KPAHHOTO CIJIaXMBAHMSA KAPTUHKN)
dxSCD.SampleDesc.Quality = 0;

dxSCD.SampleDesc.Count = 1;

// 3amaeM OKHO BHIBOIA M PEeXuM OToOOpaxeHus Ha BeCb BSKpaH
dxSCD.OutputWindow = hWnd;

dxSCD.Windowed = TRUE;

hres = D3Dl10CreateDeviceAndSwapChain (

// yCTpoOMCTBO, OTBeuammee 3a BHBOI (€CJM HEeCKOJIbKO BUIEOKAPT)
NULL,

// pexum paboTH yCTPOMCTBA (3MyJIalUMs, annapaTHo U Ip.)
D3D10_DRIVER_TYPE_HARDWARE,

// DLL-MOnyJb, OTBEUAUMNA 3a NPOTPAMMHYIID 3MYJISLIMIO

NULL,



// Gmaru (OOHOMNOTOKOBHIM pexmuMm, OoIamepxka BGRA,
// pexuM CTPOTOM MNPOBEPKM M T.I.)
D3D1 O_CREATE_DEVICE_DEBUG ,
// sBanpammupaeMas Bepcus DirectX (momxHo OmTb D3D10 SDK VERSION)
D3D10_SDK_VERSION,
&dxSCD,
// B crnydae ychnexa nojyumm mHTepderic niaa Swap Chain
&pSwapChain,
// B crayuae ycrnexa nojsyumum mHTepberic D3D device
&pDevice) ;
if ( FAILED(hres) )
return FALSE;

Kak BumHO 13 mucTHHTA, OBLI MOJIyYeH pa3Mep KIMEHTCKOM 00acTi 0 KHa
NPUJIOKEHUs], 3an0JIHeHbI mapameTpbl cTpyKTypbl DXGI_SWAP_CHAIN_DESC
u Bbi3Bana pyHkiws D3D10CreateDeviceAndSwapChain mist mostyueHust HeoO-
XOJIUMBIX UHTEP(EICOB.

Hanum kparkoe onmcanue Gpynknun D3D10CreateDeviceAndSwapChain.
OHa Hy)XHa J1JIs1 IOJTy4EHUs cpa3y AByX UHTep(eicoB: nHTepdeiica ycTponucTBa
Direct3D u xommonenra Swap Chain. Ha Bxon cif momaercs 3amojHEHHas
ctpykrypa DXGI_SWAP_CHAIN_DESC, pexwum padots DirectX 10 u ncmosin-
syemas Bepcusi SDK. Ha Boixoje moydaem agapeca HEOOXOIUMBIX UHTEP Deii-
coB. Pe3ynbTar BoinonHeHus: yHKIMU — 310 ctanaapTHelil 1t COM tun HRE-
SULT, conepxammii koa ommoOku i S_OK B ciayuae ycnexa.

IMosyuyenne unrepgeiica ID3D10RenderTargetView

Crnenyrommii 3tan — co3znanue Oydepa BeiBoga. MIMeHHO Ha 3Ty moBep X-
HOCTb OyJeT NMPOU3BOAUTLCS PEHACPHUHT. B ganbHeem ee caenaeM 0OCHOBOM
JJIs BBIBOJIAa M300pakeHHs Ha dKpaH. bydep BeiBoga Oyaer 6a3mpoBaThCs Ha
back-6ydepe u3 Tombko uTo co3aanHoro Swap Chain.

// meTaeMcd NOJYyUUTh O3K-0ybdep
ID3D10Texture2D* pBackBuffer = 0;
hres = pSwapChain->GetBuffer( O,
__uuidof (ID3D10Texture2D),
(LPVOID*) &pBackBuffer );
if ( FAILED(hres) )
return FALSE;

// cosmaem Oybep BHBOIa Ha Gase Os3k-0ydbepa

hres = pDevice->CreateRenderTargetView (pBackBuffer,
NULL, &pRenderTargetView) ;

if ( FAILED (hres) )
return FALSE;

// Gok-0Oybep OoJiblie HE HYXEH
pBackBuffer->Release() ;



Kak BUIHO W3 BBIIICTIPUBEICHHOTO JIUCTUHTA, Co3/anne Oydepa BriBOAA
IPOUCXOJIUT B TPH dTala:

1. TIpu momonm merona GetBuffer mpr moyuaem unrepdeiic 2D-tekc-
Typsl Hamero back-oydepa. iImeHHO Ha 6a3e 3TOM TEKCTYPHI M Oy1eM
co3naBarb Oydep BrIBOA.

2. Co3maercs oydep BBIBOJIA npu IOMOIIA MeTo1a
CreateRenderTargetView u mpoBepsieTcsi YCTEIIHOCTh BBITIOTHEHHUSI
OTIepaIHH.

3. B cBa3u ¢ tem, uro untepdeiic Ha 2D-tekcTypy back-0ydepa 6oibiie
HE HY>K€H, OH 0CBOOO0XK1aeTcsl.

Paccmotpum meron GetBuffer moapoonee:

HRESULT GetBuffer (

[in] UINT Buffer,
[in] REFIID riid,
[in, out] wvoid **ppSurface

)

[Mepsriit mapamerp Buffer — ato unaekc Oydepa, TEKCTYpy KOTOPOTO MBI
3anpammBaeM. MHaekcamysi HaunHaeTcs ¢ Hyis. Tak Kak B paHee CO3JaHHOM
Swap Chain os11 Bcero oaun back-oydep, To B meron mepenaercst 0. Bropoii
napametp riid — 3To uaenTudukarop 3ampammpaemoro uaTepdeiica. C Touku
3penust rexnosorud COM tun REFIID — sto npocTo ykazarens Ha GUID, una-
ye roops, GUID*. Makpoc __ uuidof mo3Boisier aBToMaTH4eCKu MOIyYUTh
uacHTH(uKarop y uarepderica. B mociennuii mapamerp ppSurface oyner 3amu-
CaH 3amparniBaeMbiil THTEpeiic.

Honyuenne narepgeiica ID3D10DepthStencilView

Nunmmanm3anus Oydepa riyounsl u Oydepa Tpadapera BBITISIAUT HE-
CKOJIbKO cJiokHee. Jleno B TOM, 4TO I STHUX MOBEPXHOCTEH HET TOTOBBIX TEK-
CTYyp, IO3TOMY CHavajia HeOOXOIMMO CO3JaTh MOIXOISIIYIO TEKCTYPY.

// cHauajya cos3maem IOJisd HeTOo TeKCTYypy

D3D10 TEXTUREZD DESC dxTD = {0}

dxTD.Width rc.right;

dxTD.Height rc.bottom;

dxTD.MipLevels 1

dxTD.ArraySize 1;

dxTD.Format DXGI_FORMAT D24 UNORM S8 UINT;
dxTD.SampleDesc.Count 1;

dxTD.SampleDesc.Quality 0;

dxTD.Usage D3D10 USAGE DEFAULT;



dxTD.BindFlags
dxTD.CPUAccessFlags
dxTD.MiscFlags

D3D10 BIND DEPTH STENCIL;
0;
0;

ID3D10Texture2D *pDepthStencil = 0;
hres = pDevice->CreateTexture2D (&dxTD, 0, &pDepthStencil);
if ( FAILED(hres) )

return FALSE;

Co3gaHue TEKCTyphl MPOUCXOAUT B JIBa dTara: CHadaja 3aroJHIeTCs
ctpykrypa D3D10_TEXTURE2D_DESC, onucsiBatomiasi mapameTpbl co3jiaBae-

MO TEKCTYpHI, a 3aTeM BbI3bIBaeTcsa metoa CreateTexture2D, koTopslii 3aBep-
maeT co3nanue. Paccmorpum D3D10_TEXTURE2D_DESC nonpo0nee:

typedef struct D3D10 TEXTURE2D DESC {

UINT Width;

UINT Height;

UINT MipLevels;

UINT ArraySize;

DXGI FORMAT Format;
DXGI_SAMPLE DESC SampleDesc;
D3D10_ USAGE Usage;

UINT BindFlags;

UINT CPUAccessFlags;
UINT MiscFlags;

} D3D10_ TEXTUREZ2D DESC;

1. Tapamerpst Width u Height — 3T0 cooTBeTCTBEHHO MIMPUHA U BBICOTA
CO3/1aBacMOW TEKCTyphl. Pa3Mmep Hamel TEKCTypbl PaBEH pa3zMepy
KIIMEHTCKOW 00JIaCTH, KOTOpBIM, B CBOIO OYEpElb, PABEH pazMepy
back-0ydepa. Takum o6pazom, 6ydep BeiBoaa, Oydep riayOuHbI 1 0Y-
dep Tpadapera OyayT 0JTHOTO pazMepa.

2. MipLevels— 3To koaMuecTBO CYOTEKCTYp, TAKXKe HAa3bIBaCMBIX Mipmap-
ypoBHsamu. Ecimm ykazate 1, To Oymer co3naHa MYJIbTUCOMILI-
TEeKCTypa, eciu ykazarb (0, To Oyaer creHepupoBaH Bech HaOOp
CYOTEKCTYP.

3. ArraySize yka3pIBaeT YHCIIO TEKCTYp B TEKCTYpHOM MaccuBe. B Harem
CJydae Hy»KHa BCETO OJHA TEKCTypa.

4. Format — 3TO dbopmar 3ampanmBaeMoit TEKCTYPHI.
DXGI_FORMAT_D24 UNORM_S8 UINT — ato 32-OutHslii popmar,
B KOTOpOM Ha Oydep riyouHsl otBoauTCS 24 Outa, a Ha Oydep tpada-
pera — 8 6ut. Eciiu 6ydep Tpadapera He UCTIOB3yETCs, TO MOXKHO 3a-
npocuth TekcTypy DXGI_FORMAT _R24 UNORM_X8 TYPELESS
wm DXGI_FORMAT_D16_UNORM.



5. Tlapamerp SampleDesc onuckiBaeT napamerpbl MyJIbTUCIMILTHHTA CO-
3/1aBaeMO# TEKCTYphI. B HalieM cirydae MyJib TUCOMIUIMHT «OTKITFOUCH,
T.€. Ha KX/l TEKCEIb TEKCTYPbI IPUXOAUTCS IO OJJHOMY COMILIY.
6. Ilapamerp Usage oTBeuaer 3a TO, KakuM 00pazoM OYIET HUCIOJb30-
BaThCsl TEKCTypa: nocTymnHa Tosibko u3 GPU, noctynna u CPU, u GPU
i HyxHa 1 konmpoBanus u3 GPU B CPU. Tlo ymomganuto npeno-
CTaBJSIETCS JOCTYI HAa YTEHUE U 3amuch ToJibko aist GPU.
7. BindFlags — ¢naru, oTBevarompe 3a Ha3HAYCHHUE CO3]]aBACMOIl TEK-
CTYpBI, T.€. Ha KAKOM 3Tarle peHJepuHra OHa OyAeT UCII0JIb30BaThCH.
8. ®marm CPUAccessFlags u MiscFlags HyxHbI sl JOTIOJHHUTEILHOM
uHpOpMaIUK O CO3JaBaeMOi TeKcType: ypoBHe noctymna ot CPU,
coBmectumocTH ¢ GDI-ycTpoiicTBamu u T.10.
Co3snanue TeKCTypbl IPOUCXOIUT pu oMo meroga CreateTexture2D.
On BepHeT uHTEpdeEiic Ha TOIBKO YTO co3gaHHyio 2D-Tekctypy.
Jlia 3aBepiueHUs] HTHULMAIU3auu OygepoB Tpadapera U riryOuHbI HEO O-
xoaumo 3anoJHuTh cTpykTypy D3D10 _DEPTH_STENCIL _VIEW_DESC u BBI-
3Bath Mero CreateDepthStencilView:

// Tenepb Ha 0Oas3e TEeKCTypH co3maeMm bybep
D3D10 DEPTH STENCIL VIEW DESC dxDSVD = {0};
dxDSVD.Format = dxTD.Format;
dxDSVD.ViewDimension = D3DlO_DSV_DIMENSION_TEXTURE2D;
hres = pDevice->CreateDepthStencilView (pDepthStencil,
&dxDSVD, &pDepthStencilView) ;
if ( FAILED (hres) )
return FALSE;

// ocBoboxmaem depth-TexcTypy
pDepthStencil->Release() ;

PaccmoTpum noapoOHee 9TH 1ary. Crpykrypa
D3D10_DEPTH_STENCIL_VIEW_DESC omnpenenser, Kak MOJIy4UTh TOCTYII
K pecypcy, HCTIOJIb3yeMOMY B KadecTBe Oy(depoB TiryOuHBI U Tpadapera.

typedef struct D3D10 DEPTH STENCIL VIEW DESC ({

DXGI FORMAT Format;

D3D10 DSV _DIMENSION ViewDimension;

union {
D3D10_TEX1D DSV TexturelD;
D3D10_ TEX1D ARRAY DSV TexturelDArray;
D3DlO_TEX2D_DSV Texture2D;

D3D10 TEX2D ARRAY DSV Texture2DArray;



D3D10_ TEX2DMS DSV Texture2DMS;
D3D10 TEX2DMS ARRAY DSV TextureZDMSArray;
}i
} D3D10 DEPTH STENCIL VIEW DESC;

B a10il CcTpyKType Haj0 3amoJHUTh TOJBKO MapameTpbl Format u
ViewDimension. IlepBerit — kormust popmara Toipko 4To co3manHou 2D-tekc-
Typsl. Bropoii mapamerp ykasbIBaeT, B KAKOM BHUJIE 3Ta TEKCTypa OyaeT J0CTyII-
Ha, B HaIlleM ciy4ae kak oowraHast 2D-TekcTypa.

Ha Bxomx wmerony CreateDepthStencilView mnomaercst depth-stencil-
TEKCTypa 1 3anosiHeHHas ctpykrypa D3D10_DEPTH_STENCIL_VIEW_DESC.
Ha Brixoge Oyaer unTepdeiic Ha Oydepsl riayOunbsl u Tpadapera. Tak kak
B JanbHeueM uaTepdeiic co3aanHoi B 3ToM maparpade 2D-TekcTypsl He mo-
HaJI0OUTCs, TO MBI €ro 0cBOOOXk1aeM. CaMa TeKCTypa MpU 3TOM HE YHHUYTOXKAa-
eTcsl — CChUIKAa Ha Hee XPAaHUTCS B TOJIBKO UTO CO3J]aHHOM Oydepe TaHHBIX.

YcranoBka 0ydepoB BbIB0AA, TPadapera v r1yOUHbI

[locne TOoro kak moiaydeHsl BCe HEOOXOIUMbIe MHTEP(PENUCHI, UX MOKHO
YCTAaHOBUTb B KauecTBe Leied peHaepa. g 3TOro UCHosib3yercss MeToxn
OMSetRenderTargets:

pDevice->0OMSetRenderTargets (1,
&pRenderTargetView, pDepthStencilView) ;

B kaudecTtBe Oydepa BbIBO1a MOKHO YCTAHOBUTH Cpa3y HECKOJILKO IIeNeH -
MOBEPXHOCTEH. 3a MX KOJMUYECTBO OTBEUAET MepBbIid nmapamerp. OcTanbHbIEC Ma-
pamMeTpbl, 04EBUIHO, MPEACTABISIOT COOOM yKa3aTenu Ha uHTepdeichl OydepoB.

Ha stom manmmammzamums DirectX 10 3akorueHa. MoKHO 3arpyxarb pe-
CYpPCHI ¥ IPOU3BOJIUTH OTPUCOBKY.

OcBooo:knenune uatepdeiicon DirectX 10
ITo 3aBepureHrr paboThI IporpamMmbl KOHTEKCT DireCtX Hy»)HO 0CBOOO-
JIUTh, PEBAPUTEIILHO YOSIUBIINCH, YTO BCE PECYPCHI TIPHIIOKECHUS BBITPYIK e-

HBI 13 TTaMaTh. CaMa 0YMCTKA KOHTEKCTA BBITJEI AT HCBCPOATHO ITPOCTO!:

SAFE RELEASE (pDepthStencilView) ;
SAFE RELEASE (pRenderTargetView) ;
SAFE RELEASE (pSwapChain) ;

SAFE RELEASE (pDevice) ;



Kax BHJIHO, MBI POCTO MO OYEpPEAN OCBOOOXKIAEM BCE YETHIPE 3arlp O-
mieHHbIX uHTepPetica. [lopsamnok ocBoOOkAEHMSI 0OpaTHBIN NOPSIAKY CO3/IaHUS.
Jlna ymporeHns Kojia ucrob3yercs cnenuanbHbeiii Makpoc SAFE_RELEASE,
BBITJISIAUT OH TaK:

#define SAFE RELEASE (p) { if (p) p->Release(); p = 0; }

DTOT Makpoc BhI3bIBaeT MeTo 1 Release, ceoero mapamerpa, a 3aTeM npu-
cBauBaeT napamerpy 3HadeHue 0. Takum oOpa3om, B JalbHEWIIEM ATOT Map a-
MeTp OyAeT HEBO3MOKHO HCIIOJIb30BATh.

WHULUAJIMBALMSI 1 OCBOBOXKJIEHUE
IPA®UYECKUX PECYPCOB

IToce Toro Kak co3aad ¥ HHUIHAIM3upoBad DirectX, MokHO 3arpy»Karb
pecypchl, HEOOX0IUMBIE B ITpoLiecce peHiepuHra. Hy>kHo MOMHUTB, 4TO 3arpys3-
Ka JOJDKHA MTPOUCXOIUTH TOJIBKO OJUH pa3! DTo CBA3aHO C TE€M, YTO BpeMs 00-
palieHusi K BUHYECTEPY HECOM3MEpUMO OO0JIbIIe, YeM BpeMs OOpalieHus K ore-
paTUBHOU mamsATH WM BujeomnaMsaTd. COBpEMEHHBbIE BUICOKAPTHI 00JaAal0T
O0JILIIMMH 00BEMaMH MaMSITH, YTO MO3BOJIIET CPa3y 3arpy3UTh BCe HEOOXO0 U-
MbI€ pECYpChl U B JallbHEHIIEM HE TPATUTh BPEMs Ha JIOMOJHUTEIbHBIC /103a-
rpy3ku B mporecce penaepunra. Co3aaBaTh pecypchl B IpoIiecce peHIepruHTa
HYKHO TOJIbKO B CAMBIX KpallHUX CJIydasX, KOT/a IPyroro BApuaHTa HE OCTAETCHI.

Hrak, nocie ycnemnoro co3fanus DireCtX-koHTeKcTa MOKHO HaYHMHATH
co31aBaTh HEOOXOAUMBIE pecypchl. B mpumepe 3to OyayT:

— ahdekr, conepxaluii BEpIIMHHBIN U (parMeHTHBIN EHAEpbI;

— BEPIIMHHBIA M WHACKCHBIM Oydepsl, comepxamue onucanue 3D-mo-

Jien Kyoa,

— TEKCTypa, HaKJiaJbiBaeMasi Ha KyO.

Nunmmanu3zanys Kaxaoro pecypca BBITVIANT JOCTAaTOYHO TPOMO3JIKO.
Oto cBs3aHo ¢ Tem, yto Direct3D mpemocTaBisier MHOXKECTBO BO3MOXKHOCTEH
UCIIOJIb30BaHMsI OJTHOTO U TOTO K€ pecypca. Hampumep, TeKCTypa MOXKET ObITH
JOCTYTIHA HE TOJILKO JUJIsl YTEHUs, HO W JIJISl 3allMCH; B TEKCTYPY MOYHO 3arp y-
&KaTh n300pakeHue u3 (aitia WM pucoBaTh HEMOCPEACTBEHHO B Hee | T.11. Pa3-
pabOTUMK JTOJHKEH MOMHUTh, YTO BCIIOMOTATENbHbIE (PYHKIIUU U KIIACChI, HAIIH-



caHHble Kak oOepTka Hajm DirectX-BrI30BaMH, CYIIECTBEHHO 00JIeryar aajib-
HEWIIIee CO3JaHNUE P OTrPaMMBbI.

Nutepdeticel, HEOOX0IUMBIE 1JIs1 YIIPABICHUS PECYPCaMHU, BBITJISIST TaK:

ID3D10Effect™* pEffect;
ID3D10EffectTechnique* pTechnique;
ID3D10InputLayout* pInputLayout;
ID3D10Buffer¥* pVertexBuffer;
ID3D10Buffer¥* pIndexBuffer;

Hwxe Oyner netanbHO pacCMOTpEHa MHULMAIM3AUs KakI0T0 pecypcea.

3arpyska 3¢ dexra u mojryueHue He00OX0TUMOM TeXHUKH

[ToapoOHO 0 TOM, UTO Takoe F3PPEKT U TEXHUKA, MOKHO MPOUYUTATh B Me-
ToaudeckoM mocoouu [2]. Ucxoausiii ko 3¢ddexTa eCTh B IPUMEPE U B IIPHIIO-
xeHuu 2. B atom nmaparpade mumib otMeTuM, uyTo 3(pdekT npeacraniser co0oi
TEKCTOBBIN (haiiy, coaepkamuii ko meinepoB Ha si3bike HLSL. U kak mo6oi
JIpyrow KoJ, mepei UCIOJb30BaHUEM €ro HY>KHO CKOMIMWJIUpOBaTh. PasHwuia
¢ OOBIYHBIM KOJIOM, HaripuMep Ha si3bike C++, 3aKimoyaercst B TOM, 4TO cOopka
NPOUCXOJUT Ha MAaIllMHE MOJIb30BaTeNsd, a HE Ha MalMHe pazpadotuuka. [lo-
sromy DirectX conepxuT BHYTpH MOJHOICHHBIN KoMmuisaTop. [[paiiBep coOu-
paer HLSL-xon B HamOosee oNTUMaTbHBIA BapUaHT UMEHHO JJIS BHJCOKAPTHI
MOJIb30BATEINs, YTO MO3BOJISLET JOOUTHCS MAaKCUMAIIbHOM MPOU3BOAUTEIILHOCTH
Ha JIIO00M KOHPUTypalyi KOMIBIOTEPA.

Cam Ko 3arpy3Kd BBITJSIAUT TaKUM 00pazoMm:

ID3D10Blob* pErrors = 0;
hres = D3DX10CreateEffectFromFile (

TEXT ("simple.fx"), // uma odania
NULL, NULL,
" fX_4_O " ,

D3D10_ SHADER ENABLE STRICTNESS, O,
pDevice, NULL, NULL, &pEffect, &pErrors,
NULL) ;
if ( FAILED(hres) )
{
if (pErrors)
{
OutputDebugStringA( (char*)pErrors->GetBufferPointer() );
SAFE RELEASE (pErrors) ;

}
return FALSE;



On Beimosasiercs npu nomotm ¢yHkimu D3DX10CreateEffectFromFile.
Ee npoToTHn BBITJIAIUT TaK:

HRESULT D3DX10CreateEffectFromFile (

) ;

1.

__in LPCTSTR pFileName,
in const D3D10 SHADER MACRO *pDefines,
in ID3D10Include *pInclude,

__in LPCSTR pProfile,
in UINT HLSLFlags,
in UINT FXFlags,
in ID3D10Device *pDevice,
in ID3D10EffectPool *pEffectPool,
in ID3DX10ThreadPump *pPump,
__out ID3DlOEffect **ppEffect,
~_out ID3D10Blob **ppErrors,

__out HRESULT *pHResult

[Tapamerp pFileName otBeuaer 3a uMs TeKCTOBOTO (haiiyia, coepiKa-
mero TekeT 3ddekra.

pDefines — maccuB, conepkammii MHOKECTBO Map CTPOK, IepBas
CTpOKa OTBEYAET 332 UMSI MAaKpOCa, BTOpasi CTPOKa B Mape — ero 3Have-
HUe. MaccuB 3akaHduBaeTcs HyJieM. Takum o00pa3oM, MaKpOChl MOXK-
HO yKa3bIBaTh MPOCTO KaK MAacCUB CTPOK, B KOTOPOM KaxKJasi CTpOKa
3aBeplaeTcsl HyJieM, a caM MacCHB 3aBepIIaeTcs JBYMs HYJIEBBHIMU
CUMBOJIaMU. J[OTIOTHUTENTHHBIX MAKPOCOB ISt AP PEeKTa HE HYKHO, T10-
stomy 3aHocuM NULL, yka3biBarommii Ha OTCYTCTBUE MAaKPOCOB.
pinclude — sto ykazarens Ha uatepdeiic ID3D10Include, on no3Bos-
€T IPWIOKEHUIO CO3/IaBaTh MePerpyKaeMbIe METOIbI TSI OTKPBITUS U
3aKkpbeITUS (dainoB, eci dPQeKT 3arpykaercs W3 MaMsITH. Tak Kak
Hai 3dekt 3arpyxkaercs u3 Qaitna Ha qucke, To ykazbiBaercst NULL.
[Tapamerp pProfile oteeuaer 3a Bepcuto meiaepHoi Mmoaenu. Hanpu-
mep, Direct3D 9 moanepsxuBaet npoduii HadYuHas ot Bepcuu 1.1 u 10
3.0, Direct3D 10 — ot 4.0 go 4.1 (nns Bepcun D3D10.1), Direct3D 11
—014.0 10 5.0. 3anuck Buaa fx_4 0 o3Hauaet, 4TO UCTIOJIBL3YyETCS d(-
dexT, coaepxkamuii menaepsl Bepcuu 4.0.

IMapamerp HLSLFlags coaepxut ommmu ains kommusiun HLS L -1ieii-
nepa. B nmpumepe ykazaH TOJIbKO OJWH (biar, oTBEYaroUuii 3a CTpoO-
rOCTh KOMIIJISITOPA K YCTapeBIIeMy CUHTaKCUCY. OTHAKO MOKHO YKa-
3aTh HEOOXOJMMOCTh B OTJIaJ0YHOW WH(OOpPMAIMK WM, Ha00OPOT,
MaKCHUMaJIbHOW ONTHMH3AIMU KOJa, TOTpeOoBaTh OOpaTHYI0 COBMeE-
CTUMOCTH KOJQ U T.II.



6. FXFlags — aro omiuu ais kommwinuy dddekra. B Haiem npumepe
HUKAKUX JOTOJHUTEILHBIX OMIUN HEe TpeOyercs.
7. pDevice — unrepdetic Ha kouTeKeT Direct3D, ms koToporo Oyaer co-
ouparbCs menep.
8. pEffectPool — ykazarens Ha unrepderic ID3D10EffectPool obmieii 00-
JaCcTH MaMATH, OTBEUYAIOIIEH 32 COBMECTHOE MCIIOJIb30BaHNE TIEPEMEH-
HBIX 117151 pa3HbIX 3dexroB. He ncnonb3yercs.
9. pPump — yka3zarens Ha uatepderic ID3DX10ThreadPump, xkoTophrit
HEOOXO0 UM JIJIsl aCHHXPOHHOM 3arpy3Ku pecypcoB. Eciii MbI yka3biBa-
em NULL, to dyHKIMs HEe BEpHET yIpaBJeHHE, MOKa 3arpy3ka He 3a-
BepumTcs. To ecTh 3arpy3ka OyJeT MpOUCX0IUTh B TOM K€ CaMOM I10-
TOKE.
10.ppEffect, B aToT mapamerp Oymer 3aHeceH yKa3arellb Ha CO3JIaHHBIN
3 EKT B cilyyae YCIENHOW KOMIWISILUU U COOPKHU LIEUIEPOB.
11.ppErrors, B aToT napamerp moxno nepeaasarb NULL, HO eciiu uHTE-
pecyeT Mo ApoOHBINA pe3yabTaT KOMIIIAIHH 3P deKTa, ONMMMCAHUE OIIH-
00k u npyras uHpopMalys, TO HaJo 3a7aTh yKa3zaTelb Ha uHTepdelic
ID3D10Blob. Onucanue ommoOOK NpeaoCcTaBIsieTCs B y1000YUTaEMOM
IUTS 9eJIOBEKa BHIE, T.€. B BUJIE HOPMAJIHHOTO TEKCTAa C OTTMCAHUEM Me-
CTa U MPUYMHBI OIMOKH.
12.pHResult Hy>xeH 11 acCHHXPOHHOM 3arpy3Ku pecypcoB. B aToT mapa-
MeTp OyleT 3amucaH pe3ylbTar 3arpy3kd U KOMOWBinuu d¢gexTa.
[IporpamMmmucT 00s3aH TapaHTHPOBATh CYIIECTBOBAHHWE STOTO Tapa-
MeTpa Ha MPOTSHKEHUH BCEro BPEMEHH 3arpy3Ku lieiaepa.
[lo oxoHYaHUY BBITIOJHEHHS PYHKITUH IPOBEPSETCS YCIEIIHOCTh 3arpy3-
KA ¥ KoMnwpinuud s¢dexta. B ciydyae ommbOKyd UCMONb3yeTcsi UHTEpdeiic
ID3D10Blob u B otnmamounoe okHo Visual Studio 6yner 3aneceH moapoOHBIi
oTdyer 0 mpuduHax c6os. B cioydae ycmexa B nepemennoit pEffect Oyner ykaza-
TeNb Ha HHTEP(PEiic 3arpykeHHOTO dPdeKTa.

Crnenyromuii 3Tan — 3TO MOJy4YeHHE TEXHUKU W yKas3arened Ha rio0aib-
HbIE TIepeMeHHble mieiepa. OHu OyAyT UCIOJIB30BATHCS B JajbHEHUIIEM HpPO-
necce pexaepunra. Bee ati mapamerpsl 3anpammBaroTcs y uHTepdeiica rhpek-
Ta ¥ OyJIyT CYIIECTBOBATh, ITOKA CYIMIECTBYET IPQEKT.



// TlojlyyaeM TexXHUKY
pTechnique = pEffect->GetTechniqueByName ("tech0") ;

// TomyuyaeMm ryiofajibHBEIE IIE€PEeMEeHHHE ernepa

pWVPVariable = pEffect->GetVariableByName ("wvp")->AsMatrix();

pWorldInverseVariable = pEffect->GetVariableByName ("wi")->AsMatrix() ;

pDiffuseVariable = pEffect->GetVariableByName ("texDiffuse")
->AsShaderResource() ;

pLightVariable = pEffect->GetVariableByName ("light")->AsVector () ;

[lapamerpsl 3ampammBaroTcsi MO0 MMEHHU, KOTOPHIM OHM 00O3HAYEHBI B
daitne >¢dexra. [ng raoOambHBIX NEPEMEHHBIX HYXHO YTOYHUThb, B KaKOM
(dopmare OHM MOCTYNAIOT K HaM B mporpammy. To ecTh At Oaronony4yus u
J0JITOM KU3HU Ballleld MpOrpaMMbl HE CTOUT 3alpaliuBaTh BEKTOP KaK MaTpUILY.

3aHecenne qaHHbIX 0 3D-Mo/1e,1M B BUAEONIAMATH

B nauazne cBoero cyiiecTBOBaHHUS BUACOKApTHI paboTaiu ¢ ONepaTUBHOMN
NaMsIThIO KOMITBIOTEPA, YTO HE CAMBIM JIYUIIIMM 00pa3oM CKa3bIBAIOCH Ha Ip O-
U3BOUTENbHOCTU. Celyac JIsl JOCTUKEHUSI TMKOBOM MPOU3BOUTEIHHOCTH BCE
JaHHbIC, C KOTOPBIMU OyaeT paboTarb GPU, mOmKHBI HAXOIUTHCS B COOCTBEH-
HOM mamsITH BuacokapThl. I1osToOMy B HOBBIX Bepcusx DirectX moaHOCThIO OT-
CYTCTBYET BO3MOKHOCTb OTPHUCOBKH MOJIEJEH, HAXOIAIIMXCS B OMEPAaTHBHOM
namstu. Bero nHdopmalnio Hy>KHO 3aluChiBaTh B BUAEONAMATh. DTa ONepalus
MIPOM3BOIMTCA B TPH ATara: HacTpoika popmaTa BEpIIMHBI, 3aMUCh BEPIIMHHBIX
JaHHBIX B BUEOTIAMATH M 3allMCh WHAEKCHBIX JAHHBIX B BUAEOINaMATh. Pac-
CMOTPUM KaXKIbIi 3Tan NoApOOHO.

B cBsi3u ¢ Tem, 4TO A pa3HBIX 3a1a4 BepimHa 3D-Moenm MOXKeT co-
JepKaTh pa3Hyro HHPOPMAIHI0, HEOOX0IUMO yKa3bIBaTh €€ hopMart, epe TeM
KaK 3aHOCHUTh €€ B BHIeonamsiTh. Hanpumep, 171st mpocToro mieinepa 0yaer 1o-
CTaTOYHO TEKCTYPHBIX KOOPJAUHAT, HOPMAIM U MO3ULIUU JIJISI K&KJIOW BEPIIUHbI
mozenu. Ho kak TOJIbKO MbI ITOTIBITAEMC S pEAlTU30BaTh «TSHKENbI» 3¢ dekT, 00-
HapyXUM, 4TO 3TOM MH(OPMAIIMK HEAOCTATOYHO M HY)KHO YKa3bIBaThb OMHO -
Majlb, TAHT€HT, JOTOJHUTEIbHBIE TEKCTYPHBIE KOOPJMUHATHI, 1IBET, BEC KOCTEU
U T.11. Bo3HMKaeT Bonpoc: noyemMy cpasy He BOCIOJb30BaThCA (popMaTroM Bep-
IIIMHBI, COJIePIKaIMM U30bITOUHYI0 HHpopMaruio? OTBET NPOCT: MaMsTh HE pe-
3uHOBas. M BbIXO/a y mporpaMMuUCTa JIBa: WM OH CMOJKET YJI0KUTh BCE HEO O-
XOJIUMbIC TaHHbIE B MUHHMAJbHBIE CHUCTEMHBIC TPEOOBaHUS, WM MpOrpamma
Oyner 6€3005KHO TOPMO3UTh U CTIOTHIKATHCSI, €CJIM BOOOIIE 3aITyCTUTCS.



Wrak, HacTtpoliku popmara BepUIMHBI JUJIS LIEHepa BBITJSIAT CIEIYIO-
MM o0pazom:

// onucaHMe BEepPUMHEL
D3D10 INPUT ELEMENT DESC dxIED[] =
{
{ "TEXCOORD", 0, DXGI FORMAT R32G32 FLOAT, 0, O,
D3D10_ INPUT PER VERTEX DATA, 0 },
{ "NORMAL", 0, DXGI FORMAT R32G32B32 FLOAT, 0, 8,
D3D10 INPUT PER VERTEX DATA, 0 },
{ "POSITION", O, DXGI_FORMAT_R32G32B32_FLOAT, 0, 8 + 12,
D3D10_INPUT PER VERTEX DATA, 0 },
}i
UINT numElements = ARRAY SIZE (dxIED);

// coszmaem input layout (HYyXeH IJs CONOCTABJIEHMS BXOIHBIX
// DaHHEIX BEPUWMHHOTO mermepa ¥ bopMarTa BEepPLIMHEL)

D3D10_ PASS DESC dxPD = {0};
pTechnique->GetPassByName ("p0") ->GetDesc (&dxPD) ;

hres = pDevice->CreatelnputLayout (

dxIED, // MaccueB C ONMCAHMEM BEPIMHE
numElements, // KOJI-BO BJIEMEHTOB B S5TOM MacCCHUBE
dxPD.pIAInputSignature, // ykaszsaTesb Ha CKOMIMJIMPOBAHHEI Weinep
dxPD.IAInputSignatureSize, // pasMep CKOMOMJIMPOBAHHOTO melmepa
&pInputLayout) ;

if ( FAILED( hres ) )
return FALSE;

Cuavana 3anomnssiercst MmaccuB cTpykryp D3D10_INPUT_ELEMENT_DESC,
KX AJIEMEHT KOTOPOTO TPEICTABISIET OJWUH W3 IMapaMeTPOB BEPIIHMHBI
(MO3UIMIO, HOpMAJTb UJIM YTO-TO €IIIe). 3aTeM, MOJyYruB UH(POPMAIIHIO O e Te-
pe, comocTaBisieM ero ¢ (GopMaroM BEpPIIMHBI MPU IOMOIIM METOJa
CreatelnputLayout. PaccmoTpuMm 3TOT KO TToApOOHEE.

Crpykrypa D3D10_INPUT_ELEMENT_DESC BBIrIsIAUT ClETYIOIIMM
oOpazom:

typedef struct D3D10 INPUT ELEMENT DESC {

LPCSTR SemanticName;

UINT SemanticIndex;

DXGI FORMAT Format;

UINT InputSlot;

UINT AlignedByteOffset;
D3DlOiINPUT7CLASSIFICATION InputSlotClass;

UINT InstanceDataStepRate;

} D3D10 INPUT ELEMENT DESC;

1. SemanticName — ums HLSL-cemaHTHKH, acCOILMUPOBAHHOE C JAHHBIM

anemenToM. [Togpo6Hee 060 Bcex BUaX CEMAaHTUK MOKHO MPOYHUTATD
B MSDN Library, umu moryt 061Th: POSITION (mmo3umnms ), NORMAL



(mnopmanb), COLOR (uBer), TEXCOORD (TekcTypHasi KOOpJuHaTa),
TANGENT (TanrenT) u Apyrue napameTpbl BEpIIUHBI.

Semanticlndex — nHaEKC CEMaHTHKH Yy 3JeMeHTa. DTOT HHIEKC HEeoO-
XOJIUM, TOJILKO €CJI B OTTMCAHUU BEPIIUHBI CYIIECTBYET OOJIBIIEC YeM
OJIMH 3JIEMEHT ¢ OJMHAKOBBHIM MMEHEM y ceMaHTuKH. Hampumep, maT-
punia 4x4 Oyner UMETh YeThIpe KOMITOHEHTA, KK C CeMaHTHYe-
ckuM umeneM « MATRIX», Ho ¢ pazubimMu unnekcamu: 0, 1, 2 u 3.
Format — T ma"HBIX 17151 3TOTO AMeMenTa. [logpoOHee 0 BO3MOKHBIX
TUmax pacckazano B onucanuu popmara DXGI_FORMAT. B mpumepe
UCIIOJIB3YIOTCS (hOpMaThl, COJIEpPIKAIIUE MO JBA WM TPU KOMITIOHEHTA
tumna float. Hampumep, DXGI_FORMAT_R32G32B32_FLOAT mnpexn-
CTaBJIIET CO00M BeKTOp M3 Tpex KommnoHeHT tuma float (mo 32 Oura Ha
KaXJbIH), B KoTopoM R-, G- u B-KOMIIOHEHTHI OTBEYAIOT COOTBET-
ctBeHHO 3a X, Y u Z.

InputSlot — 1emourciieHHOE 3HAYEHHE, KOTOPOE HACHTH(DUIIUPYET
BXOIHOH cioT. Jlomyctumele 3HadeHuns — oT 0 go 15. DirectX mo3Bo-
JSIET TPW PEHIIEPUHTE YKa3bIBaTh HECKOJIBKO BXOJHBIX BEPIIMHHBIX
MaccuBOB. Hampumep, TeKCTypHBIC KOOPJAWHATHI U MTO3UIUS B OJTHOM
MaccuBe, a HopMainu — B apyrom. [lostomy npu onucanuu popmara
BEPIIIMHBI HEOOX0IUMO yKa3bIBaTh, U3 KAKOI0 MMEHHO MacCHBa OpaTh
TOT WIA UHOW ITapameTp.

AlignedByteOffset — cmerenne B 0OaiiTax A0 MEPBOTO BXOXKICHHS
ATOTO dJieMeHTa. B Hamem ciydae cambIM TEpBBIM 3JEMEHTOM B
BEPIIIMHE SBJICTCS TEKCTYypHAash KOOPJAHWHATA (TI03TOMY CMEIIECHHUE J10
Hee paBHO 0), 3aTeM UJET HOpMalb (CMEIIECHUE O Hee PaBHO pa3Me-
Py TEKCTYpHOH KOOpauHATHI, T.¢. AByM float’am mam 8 Oaiitam), a 3a-
TEM — TO3UIHS (CMEIIEHUE PaBHO CyMME pa3MepOB TEKCTYpPHOU KO-
OpAWHATBl U HOpMaiM). Eciii 31eMeHThl B BEpINMHE HAYT OJHH 3a
apyruM, 0e3 pa3pbIBOB M JOTOJHHUTEILHBIX CMEIICHUH, TO MOXHO
BOCTOJIb30BaThCSI  BMECTO UHCJIOBOTO 3HAYCHHS TapaMeTpoM
D3D10_APPEND_ALIGNED_ ELEMENT. B sTtom ciay4ae cMmerieHue
OyJeT pacCYUTaHO aBTOMATUIECKH, HCXOS U3 THIIOB 3JICMCHTOB BEP-
IIAHBI.

InputSlotClass — yka3piBaeT Kiacc BXOJHBIX JAHHBIX IS KaXKIOTO
BXOJIHOTO  cjJoTa.  MoXeT  TIpuHUMarh  JBa  3HAYCHUS:



D3D10_INPUT_PER_VERTEX_DATA

nwm D3D10_INPUT_PER_INSTANCE_DATA, cOOTBETCTBEHHO IIO-
BEPIIMHHBIN WM TOOO0BEKTHBIN. To ecTh BTOpOH mapaMeTp IpUMEH -
€TCsl HE K OTAEIbHOW BEPIIMHE, a K LEIOMY OOBEKTY (€CIIM B IIpeaenax
OJHOTO MacCHUBa BEPIIMH UX YIAKOBAHO HECKOJBKO).
InstanceDataStepRate — B cimydae ecmu InputSlotClass ycranosnen
B D3D10_INPUT_PER_INSTANCE_DATA, nansbplii mapameTp yka-
3BIBAET, CKOJIbKO HYXKHO MPOIYCTUTH (B CMBICJIE HAPUCOBATH ) BEPIIMH,
MIPEXK/IC YeM MBI TIepeiaeM K clieayromeMy oobekTy. [lapamerpsr 6 u 7
HYXHBI JUI TaK Ha3bIBaeMO# TexHosioruu Instacing’a, xormaa 3a oauH
BBI30B MO’KHO HAPUCOBATH OTPOMHOE YUCJIO OJJUHAKOBBIX (M HE OUYEHB)
00BEKTOB, HAPUMEP, JECHOM MACCUB WJIM Oy BPAKECKUX BOUCK.

[Tocne TOTO Kak MacCHB CTPYKTYP 3aIOJIHEH, MO’KHO HaYMHATh COIMOCTAB-
nenue ¢opmara BEpIIMHBI U COOTBETCTBYIoMIEro ek npoxoa (PASS) y addek-

Ta. I[JISI 9TOro Ipu nmomMommM MCToaa GetDesc moJiydacM OIIMCAaHHC IIpOXOoJa

y Hamero 3¢gdekra. Y mpu momomm metoaa CreatelnputLayout cozmaem sx3em-

wip uHTepdeiica plnputlayout, koTopslii OTBEYaeT 3a 3TO COIMOCTABJICHUE.

HpOTOTI/IH JAHHOTO METOJA BBITJIAAUT TaK.

HRESULT CreatelInputLayout (

[

in] const D3D10 INPUT ELEMENT DESC *pInputElementDescs,
in] UINT NumElements,

in] const void *pShaderBytecodeWithInputSignature,

in] SIZE T BytecodeLength,

out] ID3D10InputLayout **ppInputLayout

pInputElementDescs - MaccuB CTPYKTYp
D3D10_INPUT_ELEMENT_DESC, koTOpblii MbI 3aIIOJTHSIN paHee.
NumElements — konm4ecTBO 3JIEMEHTOB B 3TOM MacCHBE.
pShaderBytecodeWithInputSignature — ykasareis Ha CKOMITHIAPO-
BaHHBIU 1meiiaep (3PdekT). ITOT yKkazaTeslb B MpUMepe MOJIyUYeH U3
omucanus mpoxoia dpdexra.

BytecodelLength — pasmep ckoMmUIMPOBAaHHOTO IICiepa B OalTax.
DTOT napameTp TaKKe MOKHO MOJIY4HTh Y IPoXoaa 3pQekxTa.
pplnputLayout — yka3zarenb Ha uHTep(eic, B KOTOPbIA OyIeT 3aHe-
ceH co3mannbii dx3emmurip ID3D10Inputlayout.



Crenyronmm 3tanom 3anucu 3D-Moenu B BujeonamsTh OyeT Co3aHue

€C BCPHIMHHOI'O MAaCCHBa, T.C. MaCCHBA, COACPIKAILCTO I/IH(bOpMaI_II/IIO 0 KEDKJIOI‘/JI

BCPIIMHE B MOACIIN. BI)IFJIHI[I/IT 9TOT 3Tall Tak:

// onucanme Oybepa M ero npelHa3HAUEHNE
D3D10 BUFFER DESC dxBD = {0};
dxBD.ByteWidth = sizeof (meshV) ;
dxBD.Usage = D3D10 USAGE DEFAULT;

//
//
//

dxBD.BindFlags = D3D10 BIND VERTEX BUFFER;

//
//
//

dxBD.CPUAccessFlags = 0;

dxBD.MiscFlags = 0;

// comepxumMoe Bybepa

D3D10_ SUBRESOURCE DATA dxSD =
dxSD.pSysMem = meshV;

{0};
//

dxSD.SysMemPitch = 0; //
//
dxSD.SysMemSlicePitch = 0; //

//

// coszmaem Oybep M 3aHOCUM B BUIEONAMSATH
hres = pDevice->CreateBuffer (&dxBD, &dxSD,
if( FAILED( hres ) )

return FALSE;

pasMep Oybepa B OaMTax
kak 6yIoeT MCHIOJIL30BaThbCHd
(uTeHMe/3anmUcCh)

// B kKakoM kauecTBe Oydep

// OymeT MCHOJIL30BaThCSH

// (xax BepUMHHBEE IaHHHE)
mocTyn kK Oybepy mJjsa mnpoueccopa
(0, ecnm HYyXeH TOJBKO IOJisg
BUIeOUMIIA )

MacCCMUB IOaHHEIX

OJIg TEeKCTypPUPOBaHUSA
(pitch nmo mmpuHe)
I0Jig TEKCTYPUPOBAHUSA
(pitch mo rny6uue)

&pVertexBuffer);

B aTom npuMepe ecTh 0/1Ha HeU3BeCTHas repeMerHas — meshV. Dto mac-

CHUB, COJIep KaIIUii ONTUCaHUE K101 BepiuHbl. [logpoOHOE onrcanue Moaenu

MPUBEACHO B MPWIOKEHUU | U B UCXOJAHOM KoOJie ipuMmepa. s 3anucu Bep-

IIMHHOTO MAacCHBa B BHJICOTIAMSTH HYKHO 3allOJIHUTh JIBE CTPYKTYpPHI:
D3D10 BUFFER_DESCuD3D10 SUBRESOURCE_DATA. IlepBas oTBeuaer
3a onucanue Oydepa B BUACOMAMSITH U €r0 Ha3HaYeHHE (TaK Kak B BUACOIIaMSATh

MOJKHO 3allMCbIBaTh CHIC U TCKCTYPhbl, MHACKCHBIC MACCUBLI U T.H.), a BTOpasd —

3a COJIepKIMOE 3TOTO Oydepa.

Crpykxrypa D3D10_BUFFER_DESC BbIrnsiaut Tak:

typedef struct D3D10 BUFFER DESC ({

UINT ByteWidth;
D3D10 USAGE Usage;

UINT BindFlags;

UINT CPUAccessFlags;
UINT MiscFlags;

} D3D10_BUFFER_DESC;



1. ByteWidth — pa3smep Oydepa B Oaiitax.

2. Usage— yka3bIBaeT Ha TO, Kak Oydep OyaeT ucmob30BarbCs (UUTATh-
csa U 3amuchkiBaThes). YacToTa 0OHOBICHUS COAEpXUMOro Oydepa —
KmoueBoir ¢aktop. Hambonee dwacto ucmoib3yeMoe 3HAUCHUE —
D3D10_USAGE_DEFAULT.OcranpHble mapamMeTpbl MOKHO TTOCMOT-
pets B crpaBke 1o niepeuuncierno D3D10 USAGE.

3. BindFlags — yka3piBaeT Ha TO, B KaKOM Ka4yecTBE OYACT HCIIOJb30-
BaThCs Oydep. Macka cOCTaBIISIETCS TP MOMOIIU «TTOOUTOBOTO HJTH.
[Toapo6HO 0 cocTaBAIOMMX OMTOBOM MAacKH pacCKa3aHO B OTIMCAHUN
nepeuncnenuss D3D10_BIND FLAG. B namem ciydae Oydep uc-
MOJIb3YETCsI KaK BEPIITHMHHBIN.

4. CPUAccessFlags — mannbie ¢uiaru yka3pIBarOT HA TO, KaKO¥ JTOCTYI
y HEHTPAILHOTO Tpolieccopa OyneT K 3TOMY OJIOKY B BHIIEONAMSITH,
i HoJib, eciii CPU He Oyner umers noctynaBooOie. dnaru MoxHO
00BCIMHATH MPHU MOMOIM «IOOUTOBOTO Wim». JlocTymHbIC Quiaru:
D3D10 _CPU_ACCESS WRITE (CPU umeer mocTym Ha 3alIUCh B 3TOT
oydep) u D3D10_CPU_ACCESS_READ (CPU umeer nocTyn Ha 4Te-
HUe u3 3Toro Oydepa).

5. MiscFlags — ocTanbHbie (uiard, OHHM TEPEYUCIICHBI B CIIPaBKE
k D3D10_RESOURCE_MISC_FLAG. B namem ciay4ae ykazaH HOJIb,
YTO O3HAYACT «HUKAKWE (Iard He YCTAaHOBJICHBI». Daru MOXHO KOM-
OWMHHPOBATH MPH MIOMOIIHN «ITOOUTOBOTO HIIHY.

Cnenyromas ctpykrypa— D3D10 _SUBRESOURCE_DATA, kotopas co-

JIEP>KHUT BCETO TPH TIOJIA:

typedef struct D3D10_ SUBRESOURCE DATA ({
const void *pSysMem;
UINT SysMemPitch;
UINT SysMemSlicePitch;

} D3D10_ SUBRESOURCE_ DATA;

1. pSysMem — yka3zaTesb Ha JaHHbIE B OTIEPATUBHON MaMSITH.

2. SysMemPitch — paccTositnue B OaiiTax OT Havyaja OJHOW JIMHUH B TEK-
CTyp€ 0 Hayajia Cleayrue. B Hamem ciydae He UCIOJIb3YeTCa U
PaBHO HYJIO. DTO 03HAYAET, YTO B IAMATH JAHHBIE JIEKAT HEMP EPBIBHO.



3. SysMemSlicePitch — paccrosinue B OaiiTax OT Hayaua OJJHOTO YPOBHSI
TIyOWHBI U 10 Hadana cieayroriero. Mcnonb3yercs Tobko B 3D-Tekc-
Typax, MOATOMY B HaIlleM MPUMEpPE 3TO TOJI€ PABHO HYJIIO.

[ocie TOro Kak CTPYKTYpHI 3aII0JIHEHBI, BhI3bIBaeTcs Meto ] CreateBuffer,
KOTOPBIA BBIJICISICT HEOOXOAUMYIO 00J1acTh B BHJICONAMSTH, KOTIMPYET B HEe
uHGOPMAIMIO U3 OTICPATHBHON MaMTH U 3aT€M BO3BpallaeT yKazareib Ha CO-
OTBETCTBYIOIUI MHTEpGEIC (MPSAMOT0 TOCTyIa K BHICOMAMSITH, €CTECTBCHHO,
BBI ITOJTYIUTh HE CMOJKETE, TOYHEE, CMOJKETE, HO TOJIbKO Ha KOHCOJISIX, KOTOPhIE
HE pacCMaTPHBAIOTCS B IAHHOM y4€OHO-METOIUYECKOM ITOCOOUN).

ITo amamorum co3maercs nHAEKCHBIN MaccuB 3D-monenn. Kox npuseneH
HIDKE.

// omnucaHve Oydepa M ero mnpenHasHauyeHME

dxBD.ByteWidth = sizeof (meshI); // pasmMep Oybepa B OaiiTax

dxBD.Usage = D3D10 USAGE DEFAULT; // xax OyZeT MCIOJb30BATbLCH
// (4TeHue/3anmco)

dxBD.BindFlags = D3D10 BIND INDEX BUFFER; // B KakoM kauecTse Oybep

// BymeTrT MCHIOJb30BaThLCH

// (xKax MHOEKCHBEE IIaHHHE)
dxBD.CPUAccessFlags = 0; // mocTyn k Oybepy mOJjs npoleccopa

// (0, ecnam HYXeH TOJbKO IJd
// BuIeouwurna)
dxBD.MiscFlags = 0;

// comepxumoe Oydepa

dxSD.pSysMem = meshI; // Maccup IOaHHBIX

dxSD.SysMemPitch = 0; // OJs TEeKCTYypPUPOBaHUS
// (pitch no ummpusue)

dxSD.SysMemSlicePitch = 0; // OJa TEeKCTYypUpOBAaHMS

// (pitch no ruyBune)

// coszmaeMm Oybep M 3aHOCUMM B BUIEONAMSATH
hres = pDevice->CreateBuffer (&dxBD, &dxSD, &pIndexBuffer);
if( FAILED( hres ) )

return FALSE;

Ilepemennas meshl mpencraBiasier co00i MacCHB LENbIX YHCEN, OIHCbI-
BAIOIIMX MOCJIEI0BATEIbHOCTD MEPEIaYu BEPIIMH MOEIN Ha pacTepU3aTop, 3TO
Ha3bIBACTCS MACCUBOM MHJIEKCOB. Ko NMpakTHYecKu UASHTHYEH CO3JaHuI0 Oy-
depa BepumH. EnunctBenHoe ommume — mosie BindFlags B crtpykrype
D3D10 BUFFER_DESC, B Hem ykazaHo apyroe HazHaueHHE Oydepa (MHIeKC-
HBIN Oydep BMecTo BEpIIMHHOTO). M, ecTeCTBEHHO, UCIIOJIb30BAIM HOBBIM yKa-
3arelnb B OMEpaTUBHOW maMsaTu u pazmep Oydepa (meshl Bmecto meshV).



3arpyska TeKkcTypbl
OcTanock 3arpy3uTh NOCIEIHUN PECYPC — TEKCTYPY. ITO CaMbIil TPOCTOM

aTam, Tak Kak B DireCtX ecTh BCTPOEHHBIN 3arpy34MK HEKOTOPBIX rpapuuecKux
dopmaroB aiiioB, B yactHoctH, Direct Draw Surface (DDS). Utak, kon 3a-

T'PY3KHU BBITJEIIUT TaK:

hres

= D3DX10CreateShaderResourceViewFromFile (
pDevice,
TEXT ("simple.dds"),

NULL, // D3DX10 IMAGE LOAD INFO* - mHpopMaLMsa O 3aTPYKEHHOM TEeKCType

NULL, // ID3DX10ThreadPump interface (MHOTONMOTOUHAS 3arpy3Ka)
&pTexture,
NULL) ; // pesysbTaT onepauuu (ecyM MUCIOJb3yeTCd

// MHOTOnoTokoBEM ID3DX10ThreadPump)

if( FAILED(hres) )

return FALSE;

Onna u3 HOBBIX Bo3MoxkHOcTel DirectX 10 — acunxpoHHas 3arpy3ka pe-

CYpCOB. 9T10 O3HA4acT, 4YTO MBI MOJKCM 3allyCKaTb IPHIIOKCHUC, HC HTOKIAB-

IIMCh 3arpy3KH BCEX PECYPCOB, U OHU MPOCTO MOABATCS Mo3aHee. C yueToM To-

ro, 4YTO ceyac MHOTHE TMPOIIECCOPHI COMIEPKAT HECKOIBKO sep (Ha KOTOPHIE

MOJKHO IICPCIIOKHUTL 3ar py3Ky), HO,Z[O6HI>II>1 IoaxXoa 3HAYUTCIIbHO ITOBBIIIACT

CKOPOCTD 3aIycka npuiokeHus. Paccmotrpum noapo6Hee GyHKIUIO 3arpy3KH:

HRESULT D3DX10CreateShaderResourceViewFromFile (

ID3D10Device *pDevice,

LPCTSTR pSrcFile,

D3DX10 IMAGE LOAD INFO *pLoadInfo,
ID3DX10ThreadPump *pPump,
ID3D10ShaderResourceView **ppShaderResourceView,
HRESULT *pHResult

pDevice — untepdeiic Hamero yctporicta Direct3D 10.

pSrcFile — ums aiina 3arpyxaemoro pecypca, oosunas C-cTpoxa,
oKaHuMBaromascss HyldeM. CrenuTe 3a HaCTPOHWKAMHU KOMITWIIATOPA,
B ciryuyae Unicode Hamo nepenaBarh CTPOKH, coiepxkarme wWehar_t-cum-
BOJIBI.

pLoadInfo — ommonansHeIH mapamerp, MOHO He yka3biBath (NULL).
Oto ykazarens Ha cTpykTypy D3DX10_IMAGE_LOAD_INFO, B ko-
TOPOU XPaHUTCSI TOTIOJHHUTENbHAS HHPOPMAIHS O 3arpykaeMoM (haii-
Jie: IMPUHA, BEICOTA, YHUCJI0 MUITMAII-YPOBHEH, (hOpMaT MUKCENS U T.11.
Ecmm ykazan NULL, To madpopmarms o tekctype Oyaer Opatbes u3
camoro (aiina.



4. pPump —unTepdeiic 1151 aCMHXpOHHOMU 3arpy3ku uzoopaxenus. Eciu
BMecTO Hero BhuchiBaeM 0, TO 3arpy3ka OyAer oObIYHON U (PyHKIIUS
HE BEpHET YNpaBJICHUE /10 TEX MOP, MOKa HE 3arpy3uT TEKCTYpY.

5. ppShaderResourceView — ctoga Oyzer 3anucan agpec uaTepdeica s

3arpyKeHHOM TEKCTYPBHI.

6. pHResult — pe3ynbTar BeIMOIHEHUST aCHHXPOHHON 3arpy3ku. Hy»HO

00s13aTeNbHO YKa3bIBaTh, eciii PPUMP He HyneBoii. B mpoTtuBHOM Ci1y-
yae MO>HO Bmcars 0.

Ha stom 3arpy3ka Bcex HEOOX0IUMBIX pecypcoB 3akoH4YeHa. Takum oOpa-
30M, Il TECTOBOTO MPUJIOKEHUS, PUCYIOLIETO TeKCTypupoBaHHbIN 3D-kyOuk,
MOHAJ00MIOCH BCEr0 YEThIPE PECypCa: 8epultiHHbIU U UHOEKCHbLLL 0)gepbl, KO-
TOPBIE OTPEALISIOT TEOMETPHIO MOJECIH; MeKCmypa, ONpenesonas Gakrypy
MOJIeNH; U 9¢hghexnt, 3aHUMAIOIIMICS pacyeTaMy OCBEIICHUS, TO3ULIMU U HAJIO-
KEHUS TEKCTYPHI.

OcB000KIEeHNE 3aTPYKEHHBIX PECYPCOB B KOHIIE PA00ThI MPOTPaMMbI
AHaOrnIHO 0CBOOOXIEeHUIO yeTpoiicTB DirectX ocBoOOXKACHHE pecyp-
COB BBITUIAJIUT TOXE MPOCTO:

SAFE RELEASE (pTexture) ;
SAFE RELEASE (pIndexBuffer);
SAFE RELEASE (pVertexBuffer) ;
SAFE RELEASE (pInputLayout) ;
SAFE RELEASE (pEffect);

Msbl BBITpYyXaeM pecypchl B TOPSIKE, OOpaTHOM MOPSAKY 3arpy3Ku.
OuucTko# BugconamsaTH OyeT 3aHumarbes aparisep DirectX.

MNPOIECC PEHAEPUHI' A N30BPAKEHUSA

B ke o0paboTku cooOIIeHNI NPUIOKEHUS HENPEPHIBHO BbI3BIBAETCS
¢dynkims Render. OHa oTBedaeT 3a reHepario KapTHHKU, KOTOPYEO MBI YBUTHM
Ha 3kpaHe. OyHKIMS COCTOUT U3 MATH STArOB:

1. Ouuctka sKpaHa.

Hactpolika kamepsl 1 TO3UIIMK UCTOYHUKOB CBETA.
YcranoBka napameTpoB dddekTa (1eigepa) U TEKyIEro mpoxoaa.
OtpucoBka mojenu (Menia).

ok~ o

BBIBOI[ HOHYHHBmeﬁCH KapTUHKHK Ha 3KpaH.



Takxe B mpuMepe BBINOJHAOTCS U APYTUE IEUCTBU: IPOBEPKU HA Mp a-
BUJIbHOCTH CO3JaHHBIX PECYPCOB U yCcTpoucTB DirectX, BrIumciseTcs: Bpems,
npolIeanee ¢ MOMEHTa PEHIEpUHIa Npeblayliero kaapa u 1.1. B yuebHo-
METOJUYECKOM MOCOOUN ATO HE PACCMATPUBACTCS, CKOHIICHTPUPYEMCSI TOJHKO
Ha OCHOBHBIX JTallax.

OuncrTka ’3KpaHa
B GoipmmHCTBE MPUIIOKEHUH peHIep HAYMHACTCS C OYMCTKH dKpaHa.

pDevice->ClearRenderTargetView (pRenderTargetView,
D3DXCOLOR(0.0f, 0.125f, 0.155f, 1.0f));
pDevice->ClearDepthStencilView (pDepthStencilView,
D3D10 CLEAR DEPTH | D3D10 CLEAR STENCIL, 1.0f, 0);

B 3D-npwiokeHnr HEAOCTATOYHO IMPOCTO OYUCTUTH BHIMMYIO YacTh
skpaHa. OUYHCTKE MOJBEPTAIOTCS JIOMOJHUTEIbHBIE OMTOBBIE TIOCKOCTH (ITO-
npo6uee o penaepunre 3D-u3o0paxenns pacckazaHo B IEPBOM METOIMYECKOM
OCOOMH), TIOATOMY JIJIsl OYMCTKY dKpPaHa BBI3BIBACTCS JIBAa METOIA!

e ClearRenderTargetView — st OYMCTKY BUIUMO¥M YacTh SKpaHa. B ka-

YeCcTBE IIEPBOTO IapameTpa emy repenactcst nuarepdetic Ha Oydep BbI-
BOJIa, TAK KAK IMEHHO B HET'O U MPOU3BOJIUTCS BHIBOJ BUAUMOMN HaCTH
clieHbl. B kauecTBe BTOpOTro nmapamerpa — BET OYUCTKH, JJIs YKa3aHUS
koTtoporo ucnojnszyercs makpoc D3DXCOLOR. Makpoc npunumaer
YeThIpE MapaMeTpa: KpaCHbIN, 3€IeHbIN, CHHUM U aJlb(a-KOMIIOHEHTHI.
Homyctumeble 3HaueHus — ot 0 go 1.

e ClearDepthStencilView — mjst 04MCTKH HEBUIUMBIX OUTOBBIX IJIOCKO-
cteil: rmyOuHbl U Tpadapera. B kauecTBe nepBoro napamerpa nepesa-
eTcsi COOTBETCTBYIOMMI nHTepdeiic Ha Oydep Tpadapera u rIyOUHBI.
Bo BTOpOM mapamMerpe npu moMom OUTOBOM MacKH yKa3bIBaeTCs, Ka-
Koi u3 OydepoB OyzeT moaABepraThCsl OUUCTKE (B HAIIEM CIydae 00a).
Tpetnii © 4eTBepTHI TMapaMeTpbl — COOTBETCTBEHHO 3HAYCHHUS IIO
YMOJTYAHHUIO JIJIST KKI0T0 Tekcens B Oydepe riyOunsl u Oydepe Tp a-
dbapera.

Ctout moHMMAaTh, YTO MPOIECC OUYUCTKH IKPaHA 3aHUMAET JIJIUTEIHHOE
BpeMs (C TOUKU 3pEHHSI OTPUCOBKH OJTHOTO Kajpa), o3TomMy 6e3 0co0oil Heo O-
XOJIMMOCTH HE CTOUT OUYHMIIATh HEHYXHbIe Oydeprl. Hanpumep, eciu npu peH-
JEepUHTe U300paKCHUS HOBBIM KaJIp 3aTHPAET BECh CTAPBIN Kaap, TO MOKHO HE
ouumark 0ydep BeIBOJA U CIKOHOMUTH HECKOJbKO FPS.



HacTtpoiika kamepsbl

Cnenyrommii 3Tarn — NOATOTOBKA MPOEKIIMOHHOM, BUIOBOM U MUPOBOM

matpwuil. [logpoOHBIi pacckas3 0 MAaTpUIHBIX TPEOOPA30BAHUAX TIPUBEICH B Me-

TOIHUYCCKOM ITocoonu [1] ManI/I]_II)I MO?KHO IIOATOTOBHUTH CaMOCTOATCIIbHO MJIN

npu oMoty MeronoB DirectX. Takke CTOUT OTMETHTH, YTO CaMU MAaTPHIIBI

HY’KHBI TOJIbKO BHYTpH Ireiinepa. C Touku 3penust DirectX marpuiia — 310 mpo-

CTO OJIMH M3 [IAPaMETPOB IIEHAEpa, TAKOW K€ KAK TEKCTypa WM KOHCTAHTA.

JIJI1 OATOTOBKK MaTpHIl OyJaeM HCI0JIb30BaTh BO3MOKHOCTH DirectX.

[TonagoOuTCS TpU MaTPHUIIBI, COOTBETCTBEHHO MHUPOBAsi, BUIOBAsI M MPOCKITHU-

OHHas .

D3DXMATRIX
D3DXMATRIX
D3DXMATRIX

mWorld;
mView;

mProjection;

Bce onu tuna D3DXMATRIX, koTopblii mpeacTaBisier codoil CTpyKTypYy,

coaepxkarryro 16 uucen tuma float.
[IpoexkunonHas  marpuma  3agaercss  IIpu
D3DXMatrixPerspectiveFovLH:

D3DXMatrixPerspectiveFovLH (
&mProjection,
(FLOAT)D3DX PI * 0.5f,
iwidth / (FLOAT) iHeight,

0.1f,

Ee 00BsBIIeHNE BRITTSIAUT CICAYIOIAM 00Pa3oM:

D3DXMATRIX*

100.0f) ;

D3DXMatrixPerspectiveFovLH (

D3DXMATRIX *pOut,

FLOAT

FLOAT

FLOAT

FLOAT
)7

fovy,
Aspect,
zn,

zf

noMon  (yHKIUH

1. pOut — ykazaTenp Ha MaTpHUILy, B KOTOPYIO OyJI€T 3aHECEH PE3YJIbTaT.

2. fovy — yrom o630pa mo ocu Y B paguanax (B mpumepe 90°).



3. Aspect — cOOTHOIIIEHHE IMIMPHHBI OKHA K €€ BBICOTE. DTOT IIapaMerp
HYKEH JIJIsl TOTO, YTOOBI IPU U3MEHEHNH Pa3MEPOB OKHA COXPAaHSIINChH
IPOTIOPIIMH Y OOBEKTOB.

4. zn, zf — cooTBETCTBEHHO OJIMKHSSA M JANbLHSISA IUIOCKOCTH OTCEYEHHS.
BKHsISL HE MOXKET OBITh MEHBIIIE HITH paBHA HY/II0. Bojbimoe paccro-
SHHE OT OJIMDKHEN IUIOCKOCTH OTCEYEHUS 10 JAILHEH IIIOCKOCTH MO-
KET MPUBECTH K HEMPHUATHBIM apTedakTaM B H300paKECHHUH.

BumoBas Marpuiia — 5T0 HO3UIMS KAMEPHI U HAIPaBJIEHHE €€ «B3TJISA1a.

Omna 3amaercs npu nomoum ¢yaximu D3DXMatrixLookAtLH.

D3DXVECTOR3 eye( 0.0f, 1.0f, =-4.0f );
D3DXVECTOR3 at( 0.0f, 0.0f, 0.0f );
D3DXVECTOR3 up( 0.0f, 1.0f, 0.0f );
D3DXMatrixLookAtLH( &mView, &eye, &at, &up );

[IpoToTun pyHKIMYU BBITJIAINT TaK:

D3DXMATRIX* D3DXMatrixLookAtLH (
D3DXMATRIX *pOut,
const D3DXVECTOR3 *pEye,
const D3DXVECTOR3 *pAt,
const D3DXVECTOR3 *pUp

)i

1. pOut — yka3arenb Ha MaTpHILy, B KOTOPYIO OYyJI€T 3aIMCaH pe3yJibTar.

2. pEye — ykazarenp Ha 00bekr cTpykrypbl Tuna D3DXVECTORS3
(O0OBIYHBIN TPEXMEPHBII BEKTOD: X, Y, Z). B 3TOT BEeKTOp 3anucaHo mo-
JIO’KEHUE KaMephl.

3. PAt— Touka B MIPOCTPAHCTBE, HA KOTOPYIO HANpaBJieHa Kamepa.

4. pUp — BekTop, onpeaensonmi «BepXx» AJid KaMepbl, 0OBIYHO 3TO BEK-

top Buza (0, 1, 0). JlaHHbII BEeKTOP AOJDKEH ObITH HOPMATU30BaH.

W nocneansis marpuna — muposas. OHa 3a7aeT MOJIOKEHHE TEKYILEro
o0bekTa B mpocTpaHcTBe. Kakux-To crienuanbHbIX QYHKIMMA 171 €€ MHULIUAIH-
3aiuu HeT. B npumepe 00bekT-KyO MpocTo Bpamiaercsi BOKPYr CBOEH ocH, Mo-
ATOMY KO/ JIJIsl BBIYMCJICHHUS €0 TIO3UIIUU BBITJISIUT TaK:

D3DXVECTOR3 axis(l, 1, 0);

D3DXMatrixIdentity (&mWorld) ;
D3DXMatrixRotationAxis (&mWorld, &axis, t / 5);



CHaauaia npu oMot pyaknuu D3DXMatrixldentity marpuria Buna cra-
HOBHUTCS eauHUYHOM. 3atem mpu momoinu D3DXMatrixRotationAxis ona npe-
oOpa3zyercsi B MaTpHIly MOBOPOTa BOKPYT HEKOTOpPOW ocH. Bropoil mapamerp
3TOU (YHKIIMK — OCh MOBOpOTa. Tperuit mapamerp — yroJ B paguasax (B 3ToMm
npuMepe napameTp t mIaBHO yBEJIMYHUBACTCS OT HYJIEBOTO 3HAUEHUS IIPH CTApPTE
MIPOrpaMMBI).

B addekre He MCTIONB3YIOTCS 3TH MATPHIBI B «4UCTOM» BUie. B Hero
HEO0X0IMMO MepeIaTh BCEro IBE MAaTPHIIbI: PE3YJIbTAaT MPOU3BEICHHUS BCEX TPEX
MaTpHIl 1 KHBEPTHPOBAHHYIO MUPOBYIO MaTpPHILY.

// WorldViewProjection

D3DXMATRIX wvp;

D3DXMatrixMultiply (&wvp, &mWorld, &mView) ;
D3DXMatrixMultiply (&wvp, &wvp, &mProjection);
// WorldInverse

D3DXMATRIX wi;

D3DXMatrixInverse (&wi, 0, &mWorld);

B sTOM KOZE CTOUT MOSACHUTH TOJBKO BTOPOM Mapamerp y (pyHKUUU
D3DXMatrixInverse. Oto yka3aTteiab Ha YHCIIO C IUIABAIOIICH TOYKOM, B KOTO-
pOM 3amucaH AeTepMHUHAHT MaTpullsl. Eciu BMecTo Hero yctaHosieH 0, To ge-
TEPMHUHAHT BBIYUCJIISIETCS aBTOMAaTUYECKHU.

Hactpoiika nepemeHHbIX 3¢ deKTa

B konie riaBsl «3arpy3ka 3¢ dekra u nosyuyeHue HeoOX0AUMON TEXHU-
Ki» OBLIM MPOMHHUIMAIM3UPOBAHbI cienyroumre natepdeiicer: pWVPVariable,
pWorldInverseVariable, pDiffuseVariable u pLightVariable. imenno ¢ ux mo-
MOIBIO 3aHOCATCS HY>KHbIE 3HAYEHUS B LIEHIEPHBIC IEPEMEHHBIE.

pPWVPVariable->SetMatrix( (float¥*) &wvp );
pWorldInverseVariable->SetMatrix( (float*)&wi );
pDiffuseVariable->SetResource (pTexture) ;
plightVariable->SetFloatVector( (float¥*)&vLight );

Ha xaxxaerii Tun meiepHoit mepeMeHHOW CBOM HHTEp(dEIC U y KaKI0TO
uHTep(delica cBoit Habop MeTon0B. MHTEpPeiicoB MHOTO, Hopsiaka 12 mTyK, U
uMmenyroTcs onu oobraro ID3D10Effect*Variable, rae BMecTo 3Be3104uku BIiy-
ChIBAacTCsS OMpEACICHHBIM ThIl mepemenHoi: Matrix, Vector, Scalar u T.m.
B npuBeneHHOM BbIIIE KOJE€ YCTAHABJIMBAKOTCS JBE MATPUILIbI, OJUH TEKCTYP-
HBIN Oydep ¥ OIMH BEKTOP — MO3UIUS UCTOYHUKA CBETA.



Hactpoiika maccuBoB

BreiBox 3D-mMoenmy COCTOUT M3 TPEX ATAINOB: YCTAHOBKA MAaCCHBOB C T'€0-
METPHUEN, OMHUCHIBAKOIIEN MOJEb, HACTPOMKA ITapaMEeTPOB MATEPHUATIA, ITPH MO-
MOIIM KOTOPOTO OyAET pUCOBATHCS MOJICNb U 3aT€M KOMaH1a Ha Ha4ajio OTp U-

COBKH 3alaHHBIMHA ITPUMHUTHBAMMU. KO}I YCTAaHOBKHW MAaCCHBOB BBITJEIAWT TaK:

stride = sizeof (VertexT2N3V3);

pDevice->IASetVertexBuffers (0, 1, &pVertexBuffer, &stride, &offset);

pDevice->IASetIndexBuffer (pIndexBuffer, DXGI FORMAT R32 UINT, 0);

pDevice->IASetInputLayout (pInputLayout) ;

Tak Kak BCce r€oOMEeTpUYECKUEe JaHHbIe (HOpMaJlb, MTO3UIIMS U TEKCTypHas
KOOpJIMHATA) Halllel MOJIEJH JieXKaT B OJTHOM MacCHUBE, TO ApaiiBepy HEOOXO U-
MO 3HaTh CMeEIIeHHEe, HEOOXOAUMOe MJIsi Tepexo/ia Ha CJCAYIONIMA AJIEMEHT
MacCHBa, OHO 3aHECEHO B IepeMeHHyo Stride.

Hama mozens cOCTOUT U3 JIByX MacCHBOB: BEPIIMHHOTO M MHJIEKCHOTO.
Bepumnuusiii 0ydep ycranaBmmBaercst metonom |ASetVertexBuffers. On npu-
HUMAET CJICIYIOIIME TTapaMeTPhl:

1. StartSlot — BXoaHOIi CJIOT, K KOTOPOMY IIPHUBS3BIBAECTCS JAHHBIN Bep-

IIMHHBIA MAaCCUB U BCE MOCJIEAYIONHE (MAaKCUMAILHOE YHUCIIO CIIOTOB
MOJKET BapbUPOBaATHCS OT 16 10 32, MO yMOI4aHUIO BCEr1a NPUBS3 bI-
BaeM K HYJICBOMY CJIOTY).

2. NumBuffers — urcno BepmHHBIX OyhepoB B MaCCUBE, HE MOXKET TIp €-
BBIIIIATh YKMCJIO BXOJHBIX CJIIOTOB, KaKJbIA BEpIIMHHBIN Oydep B Mac-
CHUBE MPUBA3BIBACTCS K IMOCIEAYIOIIEMY BXOJHOMY cjoTy. B Hamrem
cJIydae MCIOJIb3YeTCs TOJIbKO OJMH BEPUIMHHBIA MacCHB.

3. ppVertexBuffers — maccuB BepmHHBIX OydepoB.

4. pStrides — MaccMB CMEIICHUH I KaKIOTO BEPIIMHHOTO Oydepa.

B Hamem ciay4ae MacCHB COCTOUT M3 OJHOTO diieMeHTa Stride.

5. pOffsets — maccuB cMelIeHUI 10 MEPBOrO AJIEMEHTAa B KaXKIO0M Bep-

HIMHHOM Oydepe.

YcranoBka 3pdexra U OTPHCOBKA reOMeTPUH
@OuHaNBHBIN 3Tall OTPUCOBKHU T'€OMETPUN — YCTaHOBKA d((eKTa U 3ammycK
reOMETPHUH Ha pacTEpU3aALHMIO.

pTechnique->GetPassByName ("p0") ->Apply (0) ;
pDevice->IASetPrimitiveTopology (

D3D1 O_PRIMITIVE_TOPOLOGY_TRIANGLELIST) ;
pDevice->DrawIndexed (meshCount, 0, 0);



B npouutbix riaBax O0bu1 noiydeH untepdeiic apdexra, y KoToporo B3AT
yKa3arenb Ha TEXHHUKY. Tak KaKk TEXHWKa MOYET COCTOSITh U3 HECKOJBKUX TP O-
X0J10B, TO HcTiosib3yercs mero GetPassByName, Bo3Bpainaronumii yka3zareib Ha
unrepdeiic ID3D10EffectPass. Meron Apply nenaer naHHbIN npoxos (Bce ero
HIeWIEpbl U HACTPOUMKH) TEKYLUM.

3arem mpu momoinu meroma IASetPrimitiveTopology ycrtanasiamBaercs
uHbOpMAIMS O TOM, M3 KakuX MPUMUTHBOB Oyaer cocTosTh 3D-mMonens. B
HAIlleM CITy4dae 3TO OOBIYHBIC TPEYTOJILHUKUA. BCe BOZMOKHBIE TUTIBI TEOMETPHUU
omucansl B cripaBke k D3D10_PRIMITIVE_TOPOLOGY.

Becp ko, KOTOpBIi ObUT paHee, — TOJILKO MOATOTOBKAa W HACTPOMKa
yCTPOWCTBA BBIBOIA. 3aITyCK Ha pacTepu3anuto otaaet meroa Drawindexed. On
NPUHAMAET TPH Iapamerpa:

e IndexCount — 4ynciI0 UHIIEKCOB HA OTPHUCOBKY;

e StartindexLocation — Homep mepBOToO HHACKCA, C KOTOPOr0 HAYMHACM

pHUCOBaTh TEOMETPHIO;

e BaseVertexLocation — cwmemienre B 0OaiiTax OT Hayaia BEPIIMHHOTO

Oydepa nis mepBOM BEPIIMHEI.

B Hamem ciydae 10CTaToYHO MPOCTO YKa3aTh, U3 CKOJBLKHA WHACKCOB CO-

CTOUT KYO.

BbIBO/I pe3y/ibTaTa Ha 3KPaH
Kajp nosHOCThIO TOTOB, OCTAIOCH TOJBKO MOKA3aTh €ro Ha dKpaHe. DTHM
3anuMaercs uarepderic IDXGISwapChain.

pSwapChain->Present (0,0) ;

[lepBriii mapamerp merona Present oTBeyaer 3a CUHXPOHM3AIUIO BBIBO-
JMMOTO KaJpa U BEPTUKAIbHYIO PAa3BEPTKY, BTOPOU — 3a NOTOJHUTEIBHBIE OII-
MK BbIBOJIa Kajipa (cM. cripaBky mo DXGI_PRESENT).



3AK/IIOYEHHUE

Ha 6a3e manHOTO yaeOHO-METOIMIECKOT0 TOCOOHSI 1 METOJUIECKOTO T10-
cobus [2] MOKHO CaMOCTOSITEIPHO HAaUYMHATh M3y4YEHHE MPOTPaMMHPOBAHUS
HLSL-meiinepos.

B crnenyromem ydeOHO-METOAMYECKOM TMOCOOMHM OyaeT JETaabHO pac-
CMOTpEH S3BIK MpoTpamMMupoBanus meiaepoB HLSL, a Takke mpumMepsl co3ia-
aus DirectX 10-npunoxenuii. Bmecte ¢ 3tuM Oyner mo00aBIeHO HECKOIBKO
YPOKOB IO CO3JaHUIO0 M PEAAKTUPOBAHUIO «IECIATHIX» 1eiiepoB B FX Compos-
er.

BUBJIUOTIPA®NYECKUNA CIIUCOK

1. Manbnes, [. A. Mynstumenuarexnosoruu. Beenenue B 3D-porpam-
mupoBanue / JI. A. Manbues. — YassHoBck : YV, 20009.

2. Mambres, 1. A. MynstumennatexHosioruu. OCHOBBI pabOTHI C pEIaK-
topom teiinepos FX Composer / JI. A. Manb1ieB. — YIbSHOBCK :

yul'y, 2011.

3. Microsoft  Developer  Network  Library, 2012. - URL:
http://msdn.microsoft.com/library/default.aspx

4. Microsoft Direct3D 10 Graphics Help, 2012. - URL:

http://msdn.microsoft.com/en-
us/library/windows/desktop/bb205066(v=Vvs.85).aspx

5. JIxouncon M., Xapt. CuctemHoe nporpammupoBanue B cpene Win-
dows / JIxxoucon M. Xapt. — M. : Bumesamc, 2005 — 592 c.

6. Pomxepcon, Jlein. OcaoBel COM / Pomxepcon [ewn. — M. : Pycckas

penaxius, 2000. — 400 c.


http://msdn.microsoft.com/library/default.aspx
http://msdn.microsoft.com/en-us/library/windows/desktop/bb205066(v=vs.85).aspx
http://msdn.microsoft.com/en-us/library/windows/desktop/bb205066(v=vs.85).aspx

Ilpunoscenue 1

Kona nasi cosnanus 3D-monenn kyouka

B »TOM mnpwiokeHWH TpUBENEH KOJ, HEOOXOMMMBIA [T CO3JaHUS
3D-monenm kyouka. Kaxkmast BepIimmHa COCTOUT U3 TPEX AJIEMEHTOB: TEKCTypHast
KOOpAWHATa, HOpMaJIb U TTo3uIus. Ky0d prcyeTcs mpu moMOIIM TPEYT OJIbHUKOB,
Ha KOXIYIO TpaHb Ky0a MPUXOIUTCA IO JIBAa TPEYroJibHUKA. BepmHbl 1y0mupy-
IOTCS, TaK KaK y HUX JOJDKHBI OBITh Pa3HbIC HOPMAaJIU IPH OJUHAKOBOM 1103 HITHH.

struct VertexT2N3V3
{

D3DXVECTOR2 tex;
D3DXVECTOR3 norm;
D3DXVECTOR3 pos;

};
#define ARRAY SIZE(p) (sizeof(p) / sizeof(p[0]))

// Bepumhbel Mema (KyOWUK), KaxIbe UeThHpe BEepUMHE 00pasylnT ONHY I'PaHb KyOuka
VertexT2N3V3 meshV[] =
{
{
D3DXVECTOR2(0.0f, 0.0f),
D3DXVECTOR3(0.0f, 1.0f, 0.0f),
D3DXVECTOR3(-1.0f, 1.0f, -1.0f)
},
{
D3DXVECTOR2 (1.0f, 0.0f),
D3DXVECTOR3(0.0f, 1.0f, 0.0f),
D3DXVECTOR3( 1.0f, 1.0f, =-1.0f)
},
{
D3DXVECTOR2 (1.0f, 1.0f),
D3DXVECTOR3(0.0f, 1.0f, 0.0f),
D3DXVECTOR3( 1.0f, 1.0f, 1.0f)
},
{

D3DXVECTOR2 (0.0f, 1.0f),

D3DXVECTOR3(0.0f, 1.0f, 0.0f),

D3DXVECTOR3(-1.0f, 1.0f, 1.0f)
},

{
D3DXVECTOR2 (0.0f, 0.0f),

D3DXVECTOR3(0.0f, -1.0f, 0.0),
D3DXVECTOR3 (-1.0f, -1.0f, -1.0f)
},

{
D3DXVECTOR2 (1.0f, 0.0f),

D3DXVECTOR3(0.0£f, -1.0f, 0.0),
D3DXVECTOR3( 1.0f, -1.0f, -1.0f)
by
{



D3DXVECTOR2 (1.0f, 1.0f),

D3DXVECTOR3(0.0f, -1.0f, 0.0),

D3DXVECTOR3( 1.0f, -1.0f, 1.0f)
},

{
D3DXVECTOR2 (0.0f, 1.0f),

D3DXVECTOR3(0.0f, -1.0f, 0.0),
D3DXVECTOR3 (-1.0f, -1.0f, 1.0f)
b,

{
D3DXVECTOR2 (0.0f, 0.0f),
D3DXVECTOR3(-1.0f, 0.0f, 0.0),
D3DXVECTOR3(-1.0f, -1.0f, 1.0f)
},

{
D3DXVECTOR2 (1.0f, 0.0f),

D3DXVECTOR3(-1.0f, 0.0f, 0.0),
D3DXVECTOR3(-1.0f, -1.0f, -1.0f)

by

{
D3DXVECTOR2 (1.0f, 1.0f),
D3DXVECTOR3(-1.0f, 0.0f, 0.0),
D3DXVECTOR3(-1.0f, 1.0f, -1.0f)

b,

{
D3DXVECTOR2 (0.0f, 1.0f),
D3DXVECTOR3(-1.0f, 0.0f, 0.0),
D3DXVECTOR3(-1.0f, 1.0f, 1.0f)

by

{
D3DXVECTOR2 (0.0f, 0.0f),

D3DXVECTOR3(1.0£, 0.0f, 0.0f),
D3DXVECTOR3( 1.0f, -1.0f, 1.0f)
},
{
D3DXVECTOR2 (1.0f, 0.0f),
D3DXVECTOR3(1.0f, 0.0f, 0.0f),
D3DXVECTOR3( 1.0f, -1.0f, -1.0f)
},
{
D3DXVECTOR2 (1.0f, 1.0f),
D3DXVECTOR3(1.0f, 0.0f, 0.0f),
D3DXVECTOR3( 1.0f, 1.0f, -1.0f)
},
{
D3DXVECTOR2 (0.0f, 1.0f),
D3DXVECTOR3(1.0£, 0.0f, 0.0f),
D3DXVECTOR3( 1.0f, 1.0f, 1.0f)
},

{
D3DXVECTOR2 (0.0f, 0.0f),
D3DXVECTOR3(0.0f, 0.0f, -1.0),
D3DXVECTOR3(-1.0f, -1.0f, -1.0f)
},
{
D3DXVECTOR2 (1.0f, 0.0f),
D3DXVECTOR3 (0.0f, 0.0f, -1.0),



}s

D3DXVECTOR3( 1.0f,
},

{
D3DXVECTOR2 (1.0f,

D3DXVECTOR3 (0.0f,
D3DXVECTOR3( 1.0f,
},
{
D3DXVECTOR2 (0.0f,
D3DXVECTOR3 (0.0f,
D3DXVECTOR3 (-1.0f,
},

{
D3DXVECTOR2 (0.0f,
D3DXVECTOR3 (0.0f,
D3DXVECTOR3 (-1.0f,
},
{
D3DXVECTOR2 (1.0f,
D3DXVECTOR3 (0.0f,
D3DXVECTOR3( 1.0f,
},
{
D3DXVECTOR2 (1.0f,
D3DXVECTOR3 (0.0f,
D3DXVECTOR3( 1.0f,
},
{
D3DXVECTOR2 (0.0f,
D3DXVECTOR3 (0.0f,
D3DXVECTOR3 (-1.0f,
},

// uHOoexkce Mema (Ky©OuUK),

//

DWORD meshI[] =

{

};
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-1.0f, -1.0f)

1.0f),
0.0f, -1.0),
1.0f, -1.0f)

1.0f),
0.0f, -1.0),
1.0f, -1.0f)

0.0f),
0.0f, 1.0f),
-1.0f, 1.0f)

0.0f),
0.0f, 1.0f),
-1.0f, 1.0f)

1.0f),
0.0f, 1.0f),
1.0f, 1.0f)

1.0f),
0.0f, 1.0f),
1.0f, 1.0f)

KaxIee MecTb MHIOEKCOB o00pasylnT ONHY I'PaHb

(nmo nmBa TpeyroJIbHMKA Ha KaxIoymo)

// KOJIMYECTBO MHIEKCOB B Melle (KyOuke)
UINT meshCount = ARRAY SIZE (meshI);



Ilpunoscenue 2

Hcxoanwiii koa HLSL-meiinepa u3 npumepa

Ucxonnerit kog HLSL-meiinepa 3 npumepa peanuzyeTr IpoCcTeHImii Ba-
puanT auddy3HOTO OCBemeHus. TakkKe IpOU3BOIUTCS NIEpEMEIIeHNE KOOPTH-
HaT 00BEKTa B YCEUCHHBIE KOOPAMHATHI M HAJIO)KEHNE TEKCTYPhI Ha MOJIETIb.

// Structures

struct VS INPUT

{
float2 tex : TEXCOORD;

float3 norm : NORMAL;
float4 pos : POSITION;

}I

struct PS_INPUT

{
float4 pos : SV_Position;
float2 tex : TEXCOORDO;
float4 color : COLORO;

}s

// Data

matrix wvp;
matrix wi;

Texture2D texDiffuse;
SamplerState samlLinear

{
Filter = MIN MAG MIP LINEAR;
AddressU = Wrap;
AddressV = Wrap;

};
float4 light = {0, 0, 0, 1};
// Vertex Shader

PS INPUT mainVS(VSilNPUT input)
{
PS INPUT output = (PS_INPUT)O;
// texture
output.tex = input.tex;
// lighting
float4 lo = mul(light, wi);

float4d 1In = normalize(lo - input.pos);
output.color = dot(ln.xyz, input.norm);
// position

output.pos = mul (input.pos, wvp);

return output;



// Pixel Shader

float4 mainPS( PS_INPUT input ) : SV _Target
{

return texDiffuse.Sample(samLinear, input.tex) * input.color;

}

techniquel0 techO

{
pass po0
{
SetVertexShader( CompileShader( vs 4 0, mainvVs() ) );
SetGeometryShader ( NULL ) ;
SetPixelShader ( CompileShader( ps_4 0, mainPS() ) )’
}



