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rMABA 2

DuKcupoBaHHbIN
rpacpuvyeckuin KoHsenep

Kak yxe ymomMmHajock B TIpenBIOyIIeil TjaBe, ISl ITIOCTPOSHUS CIIEHBI B
DirectX 9 HeoOXomMMO BBITIOTHUTD MOCIEAOBATEILHO IIIaT 3a IIaroM OTpeaeaeH-
HBIe aelicTBus. HaGop 3Tmx omepanmii MOXHO pa3OWTbh HAa HECKOJBKO CIIEIVIO-
LIUX 3TAIOB:

1.

Cosdanue oxoHHoeo npuaoxcenus. Ha sToM sTame HeoOXOAUMO CO3[aTh TPO-
CTO€ OKOHHOE MPUJIOXKEHNE, B KOTOPOE BITOCJIEACTBUN MOXHO BCTpanuBaTh MC-
XOJHBIH KOJ co3aaBaeMoil cueHbl. OKOHHOE NMPUIOXKEHHE CO3AeTCsl Ha OCHO-
Be Oubauoreynbix ¢pyHkuuii Win32 APL.

Hnuyuanuzayus u nacmpotixa Direct3D9. Ha sToM sTarie mMpouUCXOIUT UHHUIMA-
auzauug Direct3D9, B ToM 4uciie cozgaHue HeoOXOMUMMBIX yKazaTeleil Ha MH-
Tepdeiichl U co3nanue ycrpoiictBa Direct3D9. Taxxke HeoOXoauMO IPOM3BeE-
CTU HACTPOMKY YaCTOThI CMEHbI KaApOB U paspelleHue Oydepa MIyOUHBL, T. €.
3aJaTh HEOOXOJMMbIe MapaMeTphbl sl IpeacTaBieHus rpadUkKy HAa dKpaHe
MOHUTOPA.

Cosdanue cuyenvi. Ilocne unuimanuzauuu u Hactpoiiku Direct3D9Y moxHo
TIPUCTYIINTD K CO3MAHUI0 WM 3arpy3Ke 0OBEeKTOB W Beel CIIEHBI B YACTHOCTH.
Tpn co3mannm OOGBEKTOB UCITONB3YIOTCS BEPITMHHBIE W WHIACKCHEIE Oydepsl,
TJIe XpaHATCS TTO3UIINN TOYeK, U3 KOTOPBIX COCTOUT OOBEKT. IS 3arpy3ku To-
TOBOTO OOBEKTA, CO3NAHHOTO ¢ TIOMOIIBIO JIOOOTO peaakTopa TpeXMepHON
rpacuxku, B DirectX ucnonbsytorcess X-gaiinbl. KoHBEpTUPOBAB TOTOBYH MO-
Jeab B X-gopMmar, Bbl CMOXETEe JIETKO 3arpy3uTh €€ C IIOMOILIbIO (QYHKIIMIA
DirectX 9. Takke ecTb BO3MOXHOCTE 3arpy3Ku 0ObeKTOB U Apyrux ¢hopMaros.

Tpancgopmayusa u oceewenue (T&L). DroT sramn, nMoxanyid, CaMblid CIOXHBIA U
HMEHHO Ha 3TOH CTaguu Bbl MOXETe 3aAeiCTBOBATL (PUMKCHPOBAHHLINA 10O
nporpaMmupyemMblii rpadoudeckuii KoHseiiep. g mpenctaBieHusl oObeKTa Ha
9KpaHe MPUMEHIIOTCI MaTpUuHble IPeoOpa3oBaHus, a LId TOro YyToObl OOb-
€KT BBITJISIE] PEATUCTUYHO, NCTIOB3YIOTCS MaTepual U ocBellleHNe.
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5. Pendepune cuyenwvt. Tlocne wHUUManu3anuu, Hactpoitku Direct3D u moctpoe-
HUSL CLEHbI MOXHO IIPOM3BOAMTL BBIBOJ I'padMKM Ha 3KPaH MOHUTOPA.

Bce paccMoTpeHHBIe 3Tambl CO3MAHUS W OTPUCOBKH TpeXMepHO# Tpadukh He
BKJIIOYAIM B ce0s1 MCIONb30BAHME KJIABUATYPHI, MBIILIM U 3ByKa. g TOro ytoOhbl
3a/1eiCTBOBATh MEPeUnCAeHHbIE KOMIIOHEHThI, HEOOXOAMMO BBIIOAHMUTD €Ile P
JOMOJHUTENbHBIX ACHCTBUIl. DTU IpoLiecChl B KHUIE HE PacCMaTpUBAIOTCI, HO
IpU HEOOXOAMMOCTH Bbl CMOXETe HAUTH HyXHYI0 HHGOpMalUI0 B KHUIE
"DirectX 9. VYpoku mnporpammupoBanmusa Ha C++" mamatennctBa "BXB-Tletep-

Oypr".

[BoitHaa 6ycdepusauna

CMbICT 060iinoil 6yhepuzayuu Ipe3BblYaiiHO TpocT. [ BbiBoja IpauMKu Ha 2K-
paH ucnoabdyercst 3adnuti 6ygep (back buffer), B KoTopblii IoMelLaeTcst ouepe/ -
Hoil Kanp. 3agHuii Oydep Im0o CBOUM IIapaMmeTpaM, Pa3pelleHMI0 U LBETHOCTHU
WACHTUYCH TIEPBUYHON MMOBEPXHOCTH SKpaHa, W 32 CUCT TTOCTOSTHHON CMEHBI Oy-
dbepoB WM TepeKITIOUEHUS TIOBEPXHOCTEH JOCTUTAeTCs TUTABHAS aHWMalusd B
rpadpmke. HampuMep, BBl BEIBeIM HAa 3KpaH HEKYI0 MOJECTD M SKelaeTe MmepeMec-
TUTB €€ B JIPyToil KoHell 3KpaHa. s 3Toro HeoOXoIUMO CTepeTh MO B MeCTe
€¢ IepBOHAYAIBHOTO BBIBOJA M HAPHUCOBATH 3aHOBO. EciiM NMPOM3BOAUTL ITU A€ii-
CTBUSL HA NEPBUYHOI [OBEPXHOCTU, AHUMALUSA MOXET MPOUCXOLUTb C 3aMETHbI-
MM I1a3y peiBKaMu. Kynma mpoiile HapMcoBaTh MOAEIb Ha HOBOM MECT€ B 3aIHEM
Oydepe u npousBecTu cMeHy OydepoB. DTOT MpoLECC BHAYANE MOXET [10KAa3aTh-
¢S CIOXHBIM, HO Ha caMOM JieJie TIPOTPAMMUCTY He TIPUXOOUTCST OTCICKHWBATh
3aiHNI Oydep, 3TH AeUCTBUS BBITTOJIHSAIOTCS TIporpaMMHO cpenctBamu DirectX.
TIpocTo B ompenenecHHBIX TTapaMeTpax MPeACTaBICHNST YCTPOMCTBA BHICTABIISIIOTCS
HeoOXoanmMble Gyiard W KOJNHWYECTBO CO3MABACMBIX 3aTHWX OydepoB, Tocie Jero
npolecc ABoiiHOH Oydepusauuu OymeT OCYLISCTBISATHCA ABTOMATUYECKM ITOJ
koHTpojieMm DirectX.

Tenepp naBaiiTe paccMOTpUM IompoOHee CTaauMK IO CO3NAHMIO U OTPUCOBKE
CLEHBI HAa DKpaHe MOHMUTOPA.

Cosp,aHlne OKOHHOI'O nNpunnoxexHus

OnepannonHast cuctemMa Windows padoTaeT Ha OCHOBE YIIPaBIsSIEeMbIX COOBITHUIA,
TIOSTOMY, CO3MaBasl OKOHHOE NpuiodceHue, BB TaKKe ITOIKHBI TT03a00TUTHCS O
co3maHnn obpaborynka coObITHii. Co3maBasg OKOHHOE TIPUJIOKEHWE, BBl BIIpaBe
ONpeae/UTh CTUIb, PasMep, LBET (OHA U PEXUMBI OTOOPAXKEHUST OKOHHOIO IPU-
Joxenusa. Pasbop ucxogHoro koma, WUTIOCTPUPYIOILETO CO3JAHME OKOHHOIO
NPUIOKEHMS, K COXATEHUIO, BBIXOAUT 32 paMKU DTOH KHUTH, HO B KOHIIE AaH-
HOH IMaBbl M Ha KommakT-aucke K kHure B manke \Code\Demo B daiire
Demo.cpp BBl MOXeTe O3HAKOMHUTBLCSI ¢ KOITOM TIpUMepa, CO3IA0IIHM OKOHHOE
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TIPWJIOXKEHNE, a4 TAKXKe TMOJHBIM CIEKTPOM JEWCTBUI 1O WHUIMATW3AIUU, Ha-
CTpPOMKe, CO3IaHUI0 O0bEKTa U PeHAepUHIY ¢ ucnoijb3oBaHueM Direct3D9. Hc-
XOIHBII KON HECIOXeH, U 5 AyMalo, BAM HE COCTABUT TPyAa pasobparbcsa BO BCeM
CaMOCTOSITENIBHO.

MHuunannsauma v Hactpoinka Direct3D9

Tpouecc unuyuaruzayuu v Hacmpoiiku Direct3D9 cBOIUTCSI K TIOCIEI0BATEIBHOMY
BbI3OBY OMOAMOTeUHbIX (PYHKIIMA U 3aMOJIHEHMIO MOJed CTPYKTYphl HapaMeTpoB
npeacrapieHus Direct3D9. Ho nepBbiM jeoM HEOOXOAUMMO CO31aThb YKA3amenb
HA [JIaBHBIA MHTepdelic IDirect3DI.

LPDIRECT3D9 pd3d9 = NULL;
pd3d9 = Direct3DCreated( D3D SDK VERSION) ;

Ilocne obGbsBIEHUS MEPEMEHHOM pd3d9 (IpeaBapUTelbHO OOHYIUB ee 3HAYSHUE)
HY>XHO BOCIIONb30BaTbcd (PYHKLMEH Direct3DCreate() IS CO3TAHUS yKazaTess
Ha MHTepdeic IDirect3D9, KOTOPbIA OyAeT HAXOAUThCSA B IEPEMEHHOM pd3do.
DyHKIMS Direct3DCreate () B KauecTBe MMapaMeTpa BCEraa UCIONb3YET MaKpoC
D3D_SDK_VERSION, YKa3bIBalOMIMI Ha Tekymyo Bepcuto DirectX SDK. 3arem He-
00XOJMMO OTIpeJeNUTD (hopMaT TMOBEPXHOCTH AMCIIJIES WJIW TEeKYIUN pexkuM BU-
3yalbHOTO OTOOpakeHUsT Auctes. s 3Toro HyXHO BOCHOIB30BATLCS (DYHKIIU-
el TDirect3D9: :GetAdapterDisplayMode U CTPYKTYPOU DISPLAYMODE.

D3DDISPLAYMODE Display;
pd3d9->GetAdapterDisplayMode (D3DADAPTER DEFAULT, &Display);

DOYHKINS GetAdapterDisplayMode () BO3BpalllaeT YCTAHOBICHHBIN TeKymnit dop-
MaT TIOBepXHOCTH IUCIIIesI, COXPaHAS TIOJYUYCHHBIA pe3yiabTaT B TepeMeHHOM
Display, & MMEHHO: paspellieHue dkpaHa (T. €. IUPUHY U BbICOTY), LIBETHOCTh U
4yacToTy OOHOBJIEeHUS 2KpaHa. Bce mosydyeHHBble NaHHbIE HEOOXOMMMBI AJIS CO31a-
HUs 3aaHero Oydepa, KOTOPbIi TOMKEH ObITh MAEHTUYEH MCXOAHON MOBEPXHOCTHU
JUCILIes.

lMpumeyaHne

Mpu pabote ¢ 6GubnuoTeyHbIMN dyHKUMAMK DirectX 9 Heobxoaumo rcnosb3oBaTb
OTNaXeHHy cuctemy ob6paboTkm owndok. [na atoro B DirectX npeaycmoTpeHbl ABa
Makpoca: FAILED — MpOBEPSOLINA MNPOrPaMMHbIA KOZ Ha Hanuuue owwmGoK U
SUCCEEDED — NpOBEpPSALWMI NPOrPaMMHbIA KO, Ha YCMELWHOCTb BbinonHeHms. Oba
Makpoca UMEIT COOTBETCTBYKOLUME KOAbI BO3BpaTta OLWWUGOK, O KOTOPbLIX MOXHO
y3HaTb 13 cnpaBoYHON nHdpopmaummn DirectX SDK. Hanpumep, ans Toro 4ytobbl on-
peaenuTb TeKyLwuin hopmMaT AUCnnes, MOXHO BOCNONb30BATLCH CNneayowen KOHCT-
pykuven koga:

if (FATLED (pd3d9->GetAdapterDisplayMode (D3DADAPTER DEFAULT,
%dis)))return E FAIL;
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CrenyomuM 1IaroM B TIponecce HacTpolku Direct3D9 Oymer ycTaHoBKa Tapa-
meTpoB npeacrasiaeHuss Direct3D9 ¢ noMoOLbO  CTPYKTYpbl  D3DPRESENT
PARAMETERS. DTO OYeHb OOJIbIIAS CTPYKTYpa, C €€ MOMOIbIO CO3MAIOTCSA 3aIHUIA
oydep, Oydep mIyOUMHBL U ompeaesseTcs MOJHOSKPAHHBIA WM OKOHHBIA PexXuM
PabOThl MPUITOKEHUS.

DBDPRESENT_PARAMETERS d3d%ep;

// oBHylIeHUe

ZeroMemory (&d3d9pp, sizeof (d3dSpp)):

// BameicTByeTcs NOJHODKPAHHBI PEXMM
d3d%pp.Windowed = FALSE;

// noprimouaeTcs sanHuii Oybep
d3d9pp.SwapEffect = D3DSWAPEFFECT DISCARD;
// dopMaT MOBEPXHOCTM 3amHero Oybepa
d3d%pp.BackBufferFormat = Display.Format;
// cospaercs Oybep IyOMHEL
d3d%pp.EnableAutobDepthStencil = TRUE;

// dopmMaT noBepxHOCTM Oydepa TuIyOUHED
d3d9pp.AutoDepthStencilFormat = D3DEMT D16;
// umpuHa sapHero Oybepa
d3d9pp.BackBufferWidth = Display.Width;
// BrcoTa zapHero Oybepa
d3d%pp.BackBufferHeight = Display.Height;
// KOMUeCTBO BamHux OybeponB
d3d9pp.BackBufferCount = 2;

// uacrora OBHOBJICHUS

d3d9pp.FullScreen RefreshRateInHz = Display.RefreshRate;

TpwBeneHHBIN WCXOMHBIM KO WMeeT KOMMEHTapui, W B HeM OyaeT HeTpyIHO
pazobparbcsi. Ho xodeTcst mobGaBuTh 3aMedaHue IO TIOBOAY 3amHero Oydepa u
Oydepa rmyouHbsl. Kak BhI yxXe 3Haere, 3aaHU Oydep HEODXOMUM ISl CO3TAHUS
Ka4yeCcTBeHHOM aHMMAalli B KOMIIBIOTEPHBIX Urpax. B mapamerpe

d3d9pp.BackBufferCount = 2;

OBITO co3maHo JBa 3amHUX Oydepa, HO X YNCI0 MOXeET ObITh W Goibllle, TIaBHOE
yTOOBI Balll BUAEOAMATITEP TOANACPKUBAT YKAa3aHHOE KOMMUYECTBO 3aTHUX Oyde-
poB. JlBa-Tpu 3aaHUX Oydepa — 3TO BIOJHE CTAHAAPTHOE 3HAYEHUE.

A 179 4ero e HyXeH Oygep eaybumst? DKpaH MOHUTOpA MO CBOEU CyTH Tpen-
cTaBigeT coboil abCOMIOTHO IIOCKYI0 ABYXMEPHYIO IMOBEPXHOCTb, U IS TOrO
4yTOObI MPABUJIBLHO OTOOPaXXaTh TPEXMEpPHBIE MOAEIM, IMpUMeHseTcsa Oydep Iy-
OMHBI, KOTOPBIA MHOTIA ellle Ha3bIBaAOT Z-Oygep. To ecTh 3TO AOMOJIHUTENbHAT
ochk Z, HeoOxomumasl JUisl TIPAaBUJIBHOTO TIpe/CTaBIeHUsI 0ObeMHOU TpexMepHOU
TpadmKN Ha SKpaHe MOHHUTOPA.
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TMocne cosmanus z-6ydepa HYKHO cO3TaHHBIN Oydep MOAKTIOYATH B TIPUIOKE-
HUE, a TaKXKe 33[eiiCTBOBATh PEXUM OTCeUEeHMI HEBUAMMbIX I'paHell 0ObeKTa.

pDevice->SetRenderState (D3DRS_CULLMODE, D3DCULL_CW) ;
pDevice->SetRenderState (D3DRS ZENABLE, D3DZB TRUE) ;

TopkaoueHue ONLUUU OmCeyerUss Hegudumbix epaneli 00beKTa — 3TO OOLISIPUHSI-
tasg npakrtuka B DirectX. Hanpumep, Bbl pucyeTe Ha dKpaHe KyO, BpallialOlLUACs
BOKpPYI' ¢Boeil ocu. B Kakoii-To MPOMEXYTOK BPEMEHM OJHa U3 yacTeil Kyba obs-
3aTeIHbHO 3aKPOET KaKyIo-TO JAPYIyI0 4acTh Kyba. M TTOCKOMBKY BHI BCE paBHO HE
YBUINTE 3Ty 3aKPBITYI0 YacTh, TO BKJIIOYACTCSI PEXKUM OTCEUEHUS HEBUIHNMbBIX
rpaHeif. 3aueM Ke TPaTUTh pecypcHl TIpolleccopa W MaMsITH HA Te YacTU OOBEKTa,
KoTopele He BUAHO. CaM Mpolecc MO OTCEYCHHIO TPOUCXOANT aBTOMATUYECKH,
IIAaBHOE TOJIBKO MPABUJILHO MTOCTPOUTH CaM OOBEKT.

TMocaenuwnit mar B HacTpolike n nHuIHanu3annu Direct3D9 3akimouaercss B co3-
JaHum yerpoiictBa Direct3D9 ¢ momoniblo  (YyHKIUM  IDirect3DDevice9: :
CreateDevice.

pd3d9 -> CreateDevice (D3DADAPTER DEFAULT, D3DDEVIYPE HAL, hwnd,
D3DCREATE HARDWARE VERTEXPROCESSING, &d3dS%pp, &pDevice);

MuunmanusuposaB n HacTpousB Direct3D9, MOXHO MepexoauTh K 3Tamy Mo CO3-
JAHUIO CIIEHBI.

CospaHue cueHbl

TToctpoenue cyenv: B Direct3D — 3To mpolieaypa TpyJaoeMKas U Bcelleso 3aBU-
CUT OT 3aJayd, KOTOPyl0 BaM HeoO0XoauMo pelinTb. Ha 3ToMm sTame Bo3MmoxkHA
3arpy3ka I'OTOBBIX TPEXMEPHbIX MOAENEH, co3gaHHbix, Hampumep, B 3D Studio
Max, wiu 1enoro ypoBHsl, CO3JaHHOIO B TOM XK€ DPEJaKTOpe, WU IOCTPOEHUE
o0bexTa ceppucamu Direct3D, KOTOpbIe Mbl U PACCMOTPUM.

B kauectBe mpumepa Bo3bMeM IporpaMmy Demo, Kod KOTOpoil HaxoauTcs B
KOHLIg [JaBbl. B 2TOM mpuMepe MpoMCXOAUT MOCTPOeHME KyOa Ha OCHOBE MH-
JeKCHOro 1 BepluuHHOro Oydepa. KoHuenuusa nocrpoeHus oobekrtoB B DirectX
UCIIONIb3YeT IOHATUE eeputuna. Kaxiblii oObeKT, KakuM Obl OH HE€ ObL1 CJIOX-
HbIM, COCTOUT U3 IOJMIOHOB. [loaueon — 3TO ONpeneaeHHOro pazMepa IUIOIANb
B IIPOCTpPAHCTBE, orpaHuyeHHas Toykamu. B Direct3D o0bluHO ucHmOB3yeTCH
TPEYTOJIBHUK, TUIONIAAh KOTOPOTO OTpaHUYUBaeTCsl TpeMs yrimamu. Kaxmeiit yron
nMeeT CBOM KOOpPAWHATHl B IMpocTpaHcTBe 1o ocaM X, Y u Z. Touka, 3agaHHas B
npocTpaHcTBe 1o TpeM ocsiM X, Y u Z, B DirectX HasbiBaeTcs gepuunoll. Omnpe-
JIeJTUB 3HAYEHUS JUISI TpeX BepIUIWH, MOXHO TTOCTPOUTH MPOCTOU TPEYTOJIbHUK, a
COEIMHUB JIBA TPEYTroJibHUKA IO TUIOTeHY3e, MojydyaeMm KBaapaT. Yem Ooiblie
TIOJIUTOHOB, TeM clloXKHee (hurypa JuIsl TOCTPOSHUST MOJIEIH.

B DirectX MoTyT NMpUMEHSITBCS cucHeMbl KOOpOuHam NBYX BUIOB, B 3aBUCUMOCTU
OT ycTaHOBJIEHHOTO ¢hopmara BepiinH. OmnpeaeseHue dopMara BepIIUH 3aBUCUT
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OT TOTO, Oy/eT JIU pUcOBaThCSl ABYXMepHas WJIu TpexmepHas rpacduka. [Tpu uc-
MOJb30BAHUM JIBYXMEPHBLIX OOBEKTOB IPUMEHIETCS CHUCTeMa KOOPAMHAT, M30-
OpaxeHHas HA puc. 2.1, 1 B 3TOM cClly4yae IIpU IIOCTPOSHUU OOBEKTA UCIIOJIb3YET-
cs1 npeodpazoeaHHblll GopMam eepuluH.

Oucnnen

Puc. 2.1. [IByxmepHasi cuctema KoopauHaT

Ilpu cozmaHuu TpexMepHOro oObeKTa MPUMEHSAETCS Oojiee CIOXHAs MOIAeNb pa-
OOTHI ¢ BepIIMHaMU. BeplliMHbBl OCTaBISIIOT He Npeobpa308anHbiMU, A IS BU3yaJIu -
3allMU BEPIIUH Ha BKpaHe MOHUTOpA WCMHOJB3YIOTCS MaTpuUuyHble Mpeobpas3oBa-
Hug. [losToMy TIpUMEHSIETCSI JIEBOCTOPOHHSISI cUCTEMa KOOpAWHAT, TOKa3aHHast
Ha puc. 2.2.

YAL

v .
) == X

Puc. 2.2. JleBOCTOPOHHASI cuctema KoopauHaT

Ho o060 BceM no nopsinky. CosznaBaeMblii 00BEKT COCTOUT U3 HAOOpa TOJIUTOHOB,
3afaniuxcs BepiinHaMu. TTo3uins ogHol BEepIIMHBI 3a1aeTcs TpeMsl KOOpJAnuHa-
TaMu 1o ocsiM X, Y u Z. JInsi ToCTpoeHUsT KBajipata HEoOXOAUMO JBA COTIPUKa-
calIuXcsd TUTOTEHY3aMU TpeyrodbHUKa. ISl co3daHus JBYX TPEyroJbHUKOB
noTpedyercs ILeCTh BEpLUMH, 4 [JIS1 TOrO 4YTOOBL IIOCTPOUTH KyO, IMOHAZOOUTCH
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6 BepiuH * 6 cropoH Kyb6a = 36 BepmuH. s XpaHEeHHS TaKOTO KOJUYECTBA
BEPILIMH JIOTUYHO MCIOAb30BaTh CTPYKTYPY, HAIIPUMED:

struct CUSTOMVERTEX
{
FLOAT x, Yy, z;
FLOAT nx, ny, nz;
}i

KoopauHatel %, v U z ONPEnensitioT MO3UIIMIO BEPIIUHBI B MPOCTPAHCTBE, a TPU
JIPYTUX KOOPAUHATHI ONPENESIOT HalpaBlIcHUE HopMajieil, HeOOXOMUMBIX TS
TIPABUJIBHOTO PACcUETa OCBEUICHUSI CIIEHBI, O KOTOPOM BHI Y3HAacTe B 3TOil TaBe
u3 pasd. "Tpancgopmayus u ocseujerue’”.

OnHa cTopoHa Kyba — 3TO NIBa cOMpUKAcaloUIUXcsl TpeyroabHUuKa. st moctpoe-
HUSI OHOU CTOPOHHI, T. €. KBajpaTa, HEOOXOAMMO 3a1aTh MO3WIIAW JUTS TIeCTH
BEPIIUH, IO TPU HA KAKIBIA TPEyrodpbHUK. [Ipy AETATBHOM pPaccMOTPEHUU BBI-
SICHSIETCSI, UTO JBE BEpLIMHBbI KAXKIOrO TPEYyrojlbHUKA OyayT MMETh OJMHAKOBBIE
nozuuuu. [loaToMy MOXHO 3HAYUTENBHO YIPOCTUTH MPOLECC MOCTPOEHUS KBal-
paTa, u Kyba B YaCTHOCTHU, MYTEM UHOEKCAyUY KAXIOU BEPIUUHBI, A MOJYyYeHHbIE
3HAUEHUs XPAHUTh B OTAEJIBHOM MACCUBE OAHHBIX. B KOHIE IMaBbl MU HAa KOM-
makT-aucke B manke \Code\Demo\Demo.cpp BB MoOXeTe O3HAKOMUTBCS C KO-
JIOM, CO3/IAI0IIUM WHIECKCUPOBAHHBINA Ky0 C TTOMOIIBIO CTPYKTYPHI Vertex U Mac-
CHBA UHJEKCOB Index.

Ilocie Toro, kak ObUIM 3ajaHbl MO3ULIUMK IS BCEX BEPLLUH, HEOOXOAUMO yKa3aTh
HACTIONB3YeMBI (popMaT BepIHH. TSI 3TOTO TIpUMeEHsIeTCs CIemyiolas KOHCT-
PYKITHST TIPOTPAMMHOTO KOJa:

#define D3DEVF CUSTOMVERTEX (D3DEVF XYZ|D3DFVE NORMAL) ;

Makpoc D3DEVE XYz yKasblBaeT HA HE IPeoOpasoBaHHBbIA (opmaT BEPLUUH, IO-
CKOJIBKY Bce IMpeoOdpa3zoBaHus OyayT OCYILECTBISTbCS ¢ MOMOILBI0 Marpull. Eciau
BBl XejlaeTe MCMojb30BaTh (popMar MpeoOpa3oBaHHBIX BEPIIUH, TO HYXKHO BOC-
TTOJTB30BaThCH MAKPOCOM D3DFVFE XYZRHW.

Iocnenylonye neidcTBUS MO MOCTPOEHUIO KyDa CBOAITCH K MCIOAb30BAHUIO MH-
JeKcHoro oydepa u Oydepa BeplinH. Bydep BepliuH HEOOXOAUM [UISL XPAHEHUS
o0l1ero KouvecTBa BeplIMH 00BEKTa, MOXHO €Ka3aTbh, YTO 3TO 3aJaHHBIA Mac-
CHUB MAHHBIX, B KOTOPOM COIEpKaTcsl caMH BEpPIIWHBI, a TakKe IIBET KaXImoi
BEpIIMHBI U HOpMaiu. BriocienctBuu npu peHaepuHre Oydep BeplIMH UCIONb-
3yeTcs IS BBIBOIA OOBEKTAa Ha 3KpaH. MHIEKCHEIN Oydep cOmepsKUT WHICKCHI
JUIS KaXI0il CTOpOHBI Ky0a M TakxXKe MCIOAb3yeTcd mpu penmeputre. Ilpoiecc
pabotel ¢ OydepoM BepliMH M UHASKCHBIM Oy(depoM CBOAUTCA K HECKOJIbKUM
MOCAeI0BaTeIbHbBIM 1l1araM — 3TO co3gaHue Oydepa, ero 0JOKMpPOBKA 1S IMOCIe-
OYIOLLIEH 3amucy JAHHBIX UM Ppa30oloKUpoBKa Oydepa. B ciaemylolux cTpokax Koaa
TOKa3aHbl TIepevunciIeHHbIe oTiepallnu Uist Oycdepa BepIuH:
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LPDIRECT3DVERTEXBUFFERY pBV = NULL;

// cosnanue Gybepa

pDevice->CreateVertexBuffer (36 * sizeof (CUSTOMVERTEX),
0, DBDFVF_CUSTOMVERTEX,D3DPOOL_DEFAULT, &pBV, NULL) ;

VOID* copy;

// Bioxuporka Gydepa

pBV->Lock (0, sizeof (Vertex), (void**)&copy, 0);

// BammMchb maHHBIX B Oybep

memcpy (copy, Vertex, sizeof (Vertex));

// pastioxkmpoBka Oybepa

pPBV->Unlock() ;

Mg 3anucy gaHHbIX B Oydep BEpLIMH Heo0XoauMo 00s3aTeNbHO 3a0J10KUPOBATh
ero, a Kaxnas OsokupoBka Oydepa JOIKHA COMPOBOXIATHCS €ro pa3dIoKHUpPOB-
Koii. JeicTBusi mo paboTe ¢ HMHAEKCHBbIM OydepoM MIpakTUYECKU HAEHTUYHBI
JOeicTBUAM ¢ OydepoM BepLIMH.

LPDIRECT3DINDEXBUFFERS pBI = NULL;
// cosnanue Gybepa
pDevice->CreateIndexBuffer (36 * sizeof (Index),
0, D3DFMT_INDEX16, DBDPOOL_DEFAULT,&pBI, NULL) ;
// Bioxuporka Gydepa
pBI->Lock (0, sizeof (Index), (void**)s&copy, O);
// Bammuch maHHBIX B Oybep
memcpy (copy, Index, sizeof (Index));
// pasdioxkmpoBka Oybepa
pBI->Unlock() ;

Takum o00pazoM, mocjie co3JaHMSI OOBEKTa MOXKHO IepedTH K CleaylolleMy
aTamy.

TpaHcchopmMmauma n oceelyeHue

Ha sToM 3Tane mMoxHo BuIOpaTh padboTy ¢ PUKCHUPOBAHHBIM WK MpPOrpaMMupye-
MbIM rpacuyeckuMm KoHBeiepoM. Ilporpammupyemblii KOHBeilep UCIOJIb3YeT
BEpLIMHHbIE lUeiaepbl U OyaeT oOCyKIaThed B ciaedylouieid riaaBe. OcHoBHas Oa-
34, Ha KOTOPOH OCHOBaHa paboTa ¢ PUKCUPYEMbIM U MPOrpaMMUpPyeMbIM rpadu-
YecKMMU KOHBelepaMmu, IOCTpOeHa Ha MCIOAb30BaHMM MATPUUYHbIX Ipeobpazo-
BaHWI U paboTe ¢ MaTepruagoM U OCBellleHHUEM.

MaTtpuuHbie npeobpasoBaHus

st mpencTaBieHus TpeXMEPHOI CIIEHBl Ha 3KpaHe MoHMTOpa B DirectX 3ameii-
CTBYIOTCS MaTpuUyHBIE TpeoOpa3zoBaHusi. MaTpuuHbie olepaliii OCHOBAaHBI Ha
WUCTIONBb30BAHUN Mampuy — 3To MupoBas matpuiia (World Matrix), matpuiia Buna
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(View Matrix) u marpuna mpoekiun (Projection Matrix). Bece Tpu maTpuiis
HMEIOT BUJ MACCHUBOB JAHHBIX C PA3MEPHOCTbIO 4x4.

st Toro 4yToOBI TIPABWJIBHO OTOOPA3UTh OOBEKT HA 3KpaHe, HeoOXOANMO Mpeod-
pa3oBaTh KAXIYI0 BEpIUMHY ¢ [OMOILUbIO IOCIEI0BATEIbHOIO HCIIONb30BAHUS
TPEX MaTpull B CJEIYIOLEM [OPsIKe: MUPOBas MaTpula, Marpyilia Buja U MarT-
punia npoexnnu. CozgaHue Kaxaol W3 MaTpUIlL MOXHO BBITTOJIHUTH BPYYHYIO, a
MOXHO BOCHOJIb30BAThCSL JOCTATOYHO OOJIBIIMM HabopoM (yHKIMNH 13 6ubiuo-
tekn yrwut D3DX, Bxomsieit B coctaB Direct3D9.

lMpumeyaHne

Ons Toro 4toObl Bocnonb3oBaTbcst 6mbnuotekon D3DX, Heo6X0AMMO MOAKMIOYUTb
3aronoBoYHbIl hann d3dx9.h n GubnuoTeyHbin cann d3dx9.lib B npoekT.

MupoBas maTtpuua

Muposas mampuya — 5To TiepBasg MaTpHIa, Ha KOTOPYIO HYKHO YMHOXHUTH KaxK-
IyI0 BeplluHy 00beKTa. C MOMOIIbI0 MUPOBOM MATPULBI IIPOU3BOIUTCS MUPOBOE
npeobpazoBaHue 00BEKTA, U B PE3YJAbTATE KaKABIA U3 OOBEKTOB MOJIYYaeT CBOIO
JOKATBHYI0 CHCcTeMy KoopanHat. Ha ocHoBaHWM JTOKATBHOW CHCTEMBI KOOPAWHAT
MPOUCXOIUT MocTpoeHue obbekTa. Takxke MpU MCIOAB30BAHUMU MUPOBOIO IMpeod-
pPa3oBaHMS TOCTYITHBI NEHWCTBHS TIO BpalleHWIO, TPAHCISIINA W MacITabupoBa-
HUI0 obbekTa. Hampumep, I Toro 4ToGH TIpeobpa3oBaTh OOBEKT B MHUPOBOE
MPOCTPAHCTBO U OCYIIECTBUTb BpalleHHe MO ocsM X M Y, MOXHO BOCIOJb30-
BaThCA CICAYIONINM TIPOTPAMMHBIM KOIOM.

D3DXMATRIX MatrixWorld, MatrixWorldX, MatrixWorldY;

FLOAT Angel = (timeGetTime () % 3000) * (2.0f * D3DX PI) / 3000.0f;
D3DXMatrixRotationX (sMatrixWorldX, Angel);

D3DXMatrixRotationY (&§MatrixWorldY, Angel):;

D3DXMatrixMultiply (&MatrixWorld, éMatrixWorldX, &éMatrixWorldyY) ;

C IIOMOILBIO (I)YHKLlMﬁ D3DXMatrixRotationX () M D3DXMatrixRotationY () IIPOU3-
BOJUTCS BpallleHWe o0beKTa Mo ocsiM X U Y Ha YTroJjl, paBHbI 3HaAUCHUIO B Tepe-
MEHHOH Angel. IlodydeHHBIN pe3yabTaT BpallleHUsd 110 ocd X COXPaHsSeTcs B Ie-
PEMeHHOW MatrixWorldx, a To ocl Y — B TepeMeHHOU Matrixworldy. ITlocie
5TOrO JBa Pe3y/ibTaTa BpallleHMS IO PA3HbIM OCSM IEPEMHOXAIOTCI MEXIY cO0OoM
¢ ITOMOIIIBIO DYHKIUK D3DXMatrixMultiply (), @ UTOTOBBI pe3yJbTaT MOMEIaeT-
cd B TIEPEMEHHYK MatrixWorld. g TOro 4TOOBI MUpOBOE TMpeodpa3zoBaHUE
BCTYIUJIO B CUJY, HEOOXOAUMMO BOCIIOJNB30BaThC (PYHKILUEH IDirect3DDeviced::
SetTransform.

pDevice->SetTransform(D3DTS WORLD, &éMatrixWorld) ;

MaTtpuua Bupa

C noMollblo mampuiiol euoa IPOUCXOIUT OIPEeACICHUEC ITO3ULHNHU IIPOCMOTpA
CLCHBDI. Hale/IMep, 3d IIO3ULHIO ITPOCMOTPA CUECHbI MOXKHO B34Tb MECTOHAXOX-
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JIeHUe BallMX TJIa3 B MPOCTPAHCTBE, a TOCKOJBKY Balll B3TJISI MOXET ObITh YCT-
peMJjieH B JIIOOYI0 TOUKY BKpaHa MOHUTOpPA, TO JIOJKHO OMpeNeNsaThbesl Halpasie-
HUe B3MISJa M cepeauHa 0o0JacTy IPOCMOTpa, T. €. TO, Ha YTO Bbl CMOTPUTE B
JaHHbI MoMmeHT. st mpeoOpa3oBaHMs OObEKTa MaTpUIlEd BUAA HYXHO BOC-
TOJIb30BaThesl PYHKIIUEN D3DxMatrixLookAtLH () U3 Onbauoreku yruiaut D3DX.

D3DXMATRIX MatrixView;
D3DXMatrixLookAtLH (&MatrixView, &D3DXVECTOR3 (0.0f,0.0f,-11.0f),
&D3DXVECTOR3 (0.0f, 0.0f, 0.0f), &D3DXVECTOR3 (0.0f, 1.0f, 0.0f));

IlepBbiil napaMeTp MatrixView B (PYHKLUU D3DXMatrixLookAtLH () — 3TO Pe3ylib-
TaT BUAOBBIX MpeobpazoBaHuii. TpH MOCIeAYIONNX MapaMeTpa onpeacsioT CooT-
BETCTBEHHO TOYKY IIPOCMOTpA CIIEHBI, Ha UTO KOHKPETHO HAMpPaBIeH B3SO U
YyTO B MTOre Mbl BUAMM. ISl ompenesneHus MO3ULIMU IIPOCMOTPA UCIIONb3YETCS
CTPYKTYpa D3DXVECTOR3, TIPEACTABIISIONIAS TOUKY B MPOCTpPaHCTBE TO ocsiM X, Y
uz.

st Toro 4TOGH BUIOBEIC TTpeobpa3oBaHUs BCTYIIUIM B CUITY, HYSKHO BOCTIONB30-
BaTbcsl (PyHKIMEN SetTransform().

pDevice->SetTransform (D3DTS VIEW, &MatrixView);

Martpuua npoekuun

Ilocae mpeobpazoBaHusd 00bEKTA MUPOBOI MAaTpuUlieil U MaTpuUleld BUIA MPOM3-
BOAMTCS IOCJIEAHUH 2Tal MPeoOpa3oBaHUNl C IOMOIIbIO MaAmMpuybl HPOeKyul.
TTpoexiiMoHHBIE TPeoOpa3oBaHUs TTO3BOJISIOT MPABUILHO TIPEACTaBUTHh OOBEKT Ha
JBYXMEPHOH ILIOCKOCTH MOHHUTOPA, MACILTAOMPYs OOBEKT OTHOCHUTEIbHO ITO3M-
LIMM IPOCMOTPA, MepeaHeil U 3aaHel 001acTh OTCEUeHMS.

D3DXMATRIX MatrixProjection;
D3DXMatrixPerspectiveFovLH (&éMatrixProjection,D3DX PI/4,1.0£,1.0£,100.0£);

IlepBbiii mapaMeTp B QYHKIIMU D3DXMatrixPerspectiveFovLH () SIBISIETCS Pe3yiib-
TaToM TipeobpaszoBaHuil. Clefyroinii mapaMeTp omnpeaeser moje 3peHus Mo ocu
Y, 0ObIYHO 3TO 3HAYEHUE PaBHO D3DX PI/4. Tperuil napamerp — Ko3(h@GUUUEHT
cXXaTusl TSI COOTHOIIIGHUSI TeoMeTpUYecKUX pasMepoB. /IBa mocienHnx mapamer-
pa 3ajaloT TepelHN U 3aAHUU TUIaHBl oTceueHusl clieHbl. UToObl Ha3zHauYeHHbIe
TpeoOpa3oBaHMs BCTYMWIN B CHITY, BbI3bIBAETCSl (DYHKIIUS SetTransform().

pDevice->SetTransform (D3DTS PROJECTION, &MatrixProjection);

Iocne MarTpHu4HbIX npeo6pa30BaH1/u71 MOXHO BOCIIOJIb30BaTbC OCBELIEHHUEM 00b-
€KTa [J14 peaﬂl/ICTl/I‘{HOﬁ OTPUCOBKHU €TI0 Ha DKpPAHE.

OcBeleHune

IlpuMeHeHHe OcBeLIeHMS B IOCTPOSHUU TPEXMEPHOM CLEHbI 3HAYUTENbHO YIyd-
IIAeT KAYeCTBO pUCyeMOl rpaduku. B peanbHOM XKU3HU HAC OKPYXKAIOT MHOXKe-
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CTBO pasHBIX MPEAMETOB, KAXIBIM M3 KOTOPBIX WMEET CBOM IIBET, a TOYHEe To-
BEPXHOCTb C OIpele]eHHbIM 1[BETOBbIM cBoiicTBOM. Ilpu momamaHuu nydyeil cBeTa
Ha MOBEPXHOCTh MpeaMeTa MPOMCXOAUT TapMOHMYHOE COYeTAHHUE CBOMCTB CBETA
U CBOMCTB IOBEPXHOCTH IpeIMeTa, YTO B UTOre M IpelolpeneseT HAllK LIBeTO-
BbI€ U CBETOBbIE OLLYIIEHMS, ITOJydeHHbie OoT 3Toro mpeamera. B Direct3D mo-
BEpXHOCTh OOBEKTAa C IIBETOBBIMU CBOWCTBAMU Has3bIBaeTcsl mamepuaiom. Ilpu
pabote ¢ ocBellleHneM HeoOXOAUMO B 00s3aTeIbHOM TIOpsI/IKE 3a/laBaTh CBOWCTBA
Marepuana s o0beKTa, WHade MOCTPOEHUE CIIEHBI ¢ UCTIONIb30BAHUEM MCTOYHU-
KOB CBeTa He OymeT nMeTh HUKakoro s¢ddexra.

Marepuan

Marepuan B Direct3D9 cosmaeTcs Ha OCHOBE CTPYKTYPBI D3DMATERIALY, UMEIO-
el TSITh MapaMeTpoB, 3adaBasi 3HAYEHUS! KOTOPbIX MOXHO OTpeJAeuTh Heo0X0-
JMMBIe CBOMCTBA Marepuajga o0beKTa.

ITapameTpbl CTPYKTYpbl D3DMATERIALS ONPEEISIOT:
Diffuse — ANpDY3HBIN IBET MaTepraa;
Ambient — OKPYXAIOIIUN 1IBET;

Specular — OTPaxalollXil 1IBET;

Emissive — DMMCCHMOHHBIN 1IBET;

Qaoaaaag

Power — MOIIHOCTDL OTPAXaEeMOIo IIBETA.

qumpe BUJa UBETA Diffuse, Ambient, Specular U Emissive 334alOTCd C 1O-
MOIIBIO CTPYKTYPBI D3DCOLORVALUE, KoTopasi coaepkuT ARGB cocrapisoniyto
1BeTa. 3agaBaTh 3HAYEHMS KPACHOIO, CMHEro, 3eJIeHOro LBETOB U albda KaHaia
MoxHo B mpenenax oT 0.0 mo 1.0. bojee TeMHble TOHA MOXHO MOJYYUTh, €CJIU
UCcToNb3oBaTh 3HaueHue MeHblie (.0, 1 HaoOGOpOT, CBET/Ible TOHA MOJYYarOTCs
IpU MCIONB30BAHUM 3HadYeHUs1 Gonbine 1.0. B cieayomux cTpokax Koma cosa-
eTCsl MaTepuai XeJToro 1BeTa.

D3DMATERIALY Material;

ZeroMemory (&Material, sizeof (D3DMATERIALY)) ;
Material.Ambient.r = 1.0£f;
Material.Diffuse.g Material.Ambient.g = 1.0£f;
Material.Diffuse.b Material.Ambient.b = 0.0f;
Material.Diffuse.a = Material.Ambient.a = 1.0f;
pDevice->SetMaterial (&Material) ;

Material.Diffuse.r

B mocienneit cTpoke Koda UCTONb3yeTes (hYHKIUS SetMaterial () JJISI YCTAHOBKU
HasHA4YEeHHbBIX CBOWCTB Marepuaina. [locie ompenenaeHusT MaTeprana MOXHO TIPH-
CTYIIUTb K CO3TaHUI0O UCTOYHMKA CBETA.
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Ceet

Kak u B okpyxatuiem Hac mupe, B DirectX Toxe MperycMOTpeHBl UCTOUYHUKU
cBeta. UMeroTcst TpU BUAA UCHMOUHUKO8 C8ema.

O mapamienbHBI WK HampaBieHHBIN (directional) — 3TOT TUTT HE UMeeT orpe-
JIeJIEHHOTO MCTOYHWKA, HO CBETUT B OTpeeIeHHOM HampaBleHUH;

O rtoueuHBIl (point-source) — WMeeT 33aJaHHBIA WCTOYHWUK CBETA W CBETHUT BO
BCe HAITpaBJICHMS;

O npoxeKTopHbIi (spotlight) — HampaBieHHBI# UCTOYHWK CBeTa KOHYcooOpas-
HOU ¢hopMBI, Takolt Kak, HanmpuMep, (PoOHAPUK WK TTPOKEKTOP.

CaeT, U3TyYaeMBblif MCTOYHUKOM, MMEeT CBOW IIBETOBBIC CBOWCTBA, OTIPEICISIO-
IHe TBeT WaIydaecMoro cBeta. CBoOMCTBA cBeTa 3a7aloTcs ¢ TTIOMOIIBIO CTPYKTYPHI
D3DLIGHTS, HATIpUMeEp, CIACTYIOINM 06pa3oMm:

D3DLIGHTY Light;

ZeroMemory (&Light, sizeof (D3DLIGHTY)):;
Light.Type = D3DLIGHT_DIRECTIONAL;
Light.Diffuse.r = 1.0f;
Light.Diffuse.g = 1.0f;
Light.Diffuse.b = 1.0f;

Light.Range = 1000.0f;

B nepBoii cTpoke mporpaMMHOIO Koga 3amaeTcd 3HauyeHue i mapaMmerpa Type
CTPYKTYpPbl D3DLIGHTS. DTOT MapaMeTp — WIeH CTPYKTYphl D3DLIGHTTYPE, HA OC-
HOBE KOTOPOIl IMPOMCXOAUT OIpele/eHue TUIA UCTOUYHMKA cBeTa. B KOHKpeTHOM
clydae MCTONB3YeTcsl MaKpoc D3DLIGHT DIRECTIONAL, HA3HAYANOUIMI Mapaiesb-
HBI TIM HAMpaBIeHHBINT WCTOYHWK cBeTa. CYIECTBYIOT ellle aBa Makpoca s
Ha3HAYeHWs] NCTOYHWKA CBETA, 3TO:

O D3DLIGHT POINT — TOYEYHBIH UCTOYHMK CBETA;
O D3DLIGHT SPOT — MNPOXEKTOPHbIA MCTOUHUK CBETA.

B crneayonmx Tpex cTpokax MCXOAHOIO KOAa YCTAHABIMBAIOTCS CBOICTBA LiBETa
JUISL MICTOYHMKA U3IydyeHUd — 5To Auddy3HbIi 1BeT. M B mocaeaHel CTpoKe Ko-
Jla yCTaHaBIWBAeTCs JANBHOCTh M3TYUYeHHST NCTOYHIKA CBeTa.

st Toro 4Todbl cBeT Hayal paboTaTh B OCBEILEHUWU CLEHbI, HEOOXOIMMO Ha3Ha-
YWUTh CO3MAHHBIN MCTOYHWUK cBeTa Ajs yerpoiictBa Direct3D, paspeiniuts padoTy
C OCBEIIEHUEM U YCTAHOBUTH JOMOTHUTEbHBIE CBOMCTBA CBETA.

pDevice->SetLight (0, &Light);
pDevice->LightEnable (0, TRUE) ;
pDevice—>SetRenderState (D3DRS_LIGHTING, TRUE);
pDevice->SetRenderState (D3DRS AMBIENT, O0);
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Hopmanusauus

TMocaenauit aTamm B Tpoliecce OCBEIICHNUS — 3TO HOPMAaJTW3AIsT BEpITHH PUCYe-
Moro obwekTa. Hopmase — 5TO BEKTOP, pacONOKEHHBIN TTepTIeHINKYISIPHO CTO-
pOHE WM BeplInHe TpuMUTHBA. HopMmanh mpuUHHMaeT HemocpelcTBeHHOE yda-
CTHE B pacyeTe OCBelIeHUs clieHBl. Kaxmag BepmmHa oObeKTa MOMKHA OBITH
HOpMAaJIN30BaHa TI0 OTHOIIEHWIO K CTOpPOHe TIpWMUTWBA. Hampumep, TrepemHsst
yacTh Kyba B HaIlleM TpuMepe MMeeT YeThIpe BepIIHHEL. Bce BepIIMHBI HOpMai-
30BaHBI, T. €. K&XKIOW BepIIMHE HAa3HAYEH BEKTOp WU HOPMAaJb, PacIoloKeHHasT
TIepITeHOINKYIISIPHO CTOpoHe Kyba. Bcee mocmemyrommue cTOpoHBI Kyba HODKHBI
OBITh HOPMAIM30BAHBI TAKUM Xe 00pa3oMm. 1gd 5TOro B CTPYKTYpe CUSTOMVERTEX
W 337ar0Tcsl HOPpMAaJTH.

struct CUSTOMVERTEX
{

FLOAT x, Vv, Z;

FLOAT nx, ny, nz; // HOpMamm
bi

Onpenensasa dopMmaT BepiliMH, HEOOXOIUMO 3a1aTh U HOPMAIU3ALMIO.
#define D3DEVF CUSTOMVERTEX (D3DFVF XYZ|D3DFVF NORMAL) ;

3naueHue Hopmanu B Direct3D ompegeisercsl eIMHUYHBIM 3HAUYEHUEM, IIO3TOMY
B CTPYKTYpE Vertex Ha3HaAyaeTcs eMHUIIA JUIS Bcex HopMajiel BepiliMH. B KoHIe
9TOW TJIaBbl HalauTe (PYHKIUIO TL(), CTPYKTYPY Vertex U TIOCMOTPHUTE, KAKUM
00pa3zoM MPOMCXOIAUT HOpMaIU3alsd CTOPOH Kyba B mpoekte Demo.

I[JTH TOTO YTOOBI HOPMaJIU Y4YaCTBOBAJW B PACUYCTC OCBCIICHUA, H606XOI[I/IMO nx
YCTaAaHOBUTL JJIST UCIMTOJIB3YEMOTIo HCTOYHMKA CBETA.

D3DXVECTOR3 VectorDir;
VectorDir = D3DXVECTOR3 (0.0f, 0.0f,1.0f),
D3DXVec3Normalize ( (D3DXVECTOR3*) ¢Light.Direction, &VectorDir);

Ha »1om aran mo TpElHC(l)OpMaL[l/H/I 1 OCBCLICHNIO 3aKOHYCH, MO2KHO IIE€PEXOIUTDH
HEIMOCPEACTBCHHO K BbIBOIY 0o0BeKTa Ha 9KpaH MOHHTOpPA.

PeHpepuHr cueHbl

Omnepannu 1O PEeHASPUHTY CIIEHBI JyYIlle pa3MecTUTh B omHol (pyHkuun. Ilepen
TeM KaK TPOU3BOANTh MPOPUCOBKY CIIEHBI, HEOOXOIUMO OUNCTUTHL 3aaHMI Oydep
IIBETOBOM COCTaBIISIIONICH, a ITOCKOJBKY (HYHKIHS PEHICPWHTA BITOCIEACTBHU
OymeT momereHa B muka Windows, To oumcTka 3amHero Oydepa mBeToMm OyaeT
OCVIIIECTBIAThCS MUKIUYHO. s ouncTky 3agHero Oydepa [IBETOM BOCIIOIb3YEM-
cs (pyHKIMEN IDirect3DDevice9::Clear.

pDevice->Clear( 0, NULL, D3DCLEAR TARGET| D3DCLEAR ZBUFFER,
D3DCOLOR XRGB(60,100,150), 1.0f, 0);
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TMocne ounctku 3agHero Oydepa MOXHO MPUCTYNATh K IMPOPUCOBKE BCEH CIIEHBL.
Hna storo Direct3D gaercst COOTBETCTBYIOIIASA KOMAHIA!

pDevice->BeginScene () ;

DTo, KaK BBl JOTAAAINCH MO Ha3BaHWIO (YHKIHWHW BeginScene (), HAYANO CIIEHBI
JUTS BU3yanm3annu obbekTa. Jajee cBA3BIBacM TIOTOK JAHHEIX ¢ OydepoM Bep-
ITHH:

pDevice->SetStreamSource (0, pBV, 0, sizeof (CUSTOMVERTEX)) ;

3agaeM ¢opMaT BEpLUKH:

pDevice->SetFVF (D3DFVF CUSTOMVERTEX) ;

IlpousBoauM YCTaHOBKY MHAEKCOB U3 Oydepa MHAEKCOB IS KAXKION BepPIIMHbI:

pDevice->SetIndices (pBI) ;

3areM ocyliecTBiIsieM cOOpKy KyoOa:

pDevice—>DrawIndexedPrimitive (D3DPT TRIANGLELIST, 0, O, 36, 0, 12);

W naem KOMaHIy Hd OKOHYAHUEC CLUCHDIL:

pDevice->EndScene () ;

Ha xaxnprii BbI30B (DYHKIIMKM Hadaja CIHEHBI BeginScene () MOKEH CJICHOBATb
BBI3OB (PYHKIIMM OKOHYAHMS CIEHBI EndScene (). MeXay OByMsS 3TUMH (PYHK-
UMK TIPOMCXOIUT TTocTpoeHue creHsl B Direct3D. [ns mpencraBieHust ceHB
Ha 3KpaHe UCITONb3yeTcs (PYHKINS IDirect3DDeviced: : Present.

pDevice->Present (NULL, NULL, NULL, NULL);

WM B koHIe, HEOOXOAMMO MOMECTUTh (PYHKIMM IIO0 MHMuuManudauuu Direct3D,
CcO3MaHNI0 00BEeKTa W peHaepuHra B TUKIT Windows.

1f (SUCCEEDED (Initial (hwnd)))
{
if (SUCCEEDED (Create () ))
{
ShowWindow (hwnd, SW_SHOWDEFAULT) ;
UpdateWindow (hwnd) ;
ZeroMemory (&msg, sizeof (msqg));
while (msg.message!=WM QUIT)
{
if (PeekMessage (&msg, NULL,O0,0,PM REMOVE))
{
TranslateMessage ( &msqg);
DispatchMessage ( &msg);





