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rmABA 1

BBegeHune
B NporpamMmMmupoBaHue urp

Jns Hauana Ham HeoOXOAMMO OmNpeAenuTbesi ¢ 6a30i, koTopas OyneT MCMob30-
BaThCs Ha MPOTSDKEHUH Beel kHUTU. HamoMuHaro, eciii Bbl untanu kHury "DirectX
u C++. HckyccTBo nporpammupoBanus” [4], TO HUKaKuX NpoOJieM He BO3HHUKHET.
B HekoTophIX ciaydasx Hamy npuMepsl OyayT nepecekaTrbes C JaHHOM KHMIOH, U
OCHOBa Takke OyneT cxoka. bosbluas 4acTh 3TOi raBbl AenaeT KpaTKUi SKCKYpC
no (YHKUMSAM, KOTOpble OBbLTM HamMCaHbl B KHUTE, HA KOTOPYIO Sl ycTan /AaBaTh
CCBUIKY (@ YTO Mmojesaelllb, €M 3TO MPOAOJDKEHHUE), TOITOMY, €CJIU Bbl YK€ O3Ha-
KOMMIJIMCh C 3TOM KHUIOM, MOKHO TOJIbKO MPOCMOTPETh JaHHYIO IJ1aBy.

Urpel, kak 1 Demo-ponuku, TpeGytoT cepbe3HOil onTUMH3auMu. Yem MeHblue pe-
CYpCOB MoTpebJIseT urpa U mnpu 3ToM (GopMHUpPYeT KauyeCTBEHHYIO KapTHUHKY, TEM
Oosnbliee YMCIO MOJIb30BaTeNel CMOXKET 3aMmycTUTh Urpy. Eciau He obpawath BHU-
MaHHsl Ha ONTHUMHU3aLHIO, TO PH MaKCUMAJIBHBIX BO3MOXKHOCTSAX W OOJIBIIOM pas-
peLIeHNH MUHUMAaJIbHBIMU TPeOOBaHUSAMM AJIs1 UTPbl MOXKET CTaTh, Hanpumep, Pen-
tium 8, KOTOpBIA MOXET MOSBUTHCA JieT uepe3 5. Takylo Urpy OKuaaeT MOJIHBIH
nposall.

Hrak, naBaiiTe NOTUXOHBKY HAYHEM MOTPY’KaThCs B MUP MPOrpaMmMupoBaHud. s
3TOr0 y Bac yke A0bKeH ObITh ycTaHoBjIeH DirectX SDK u myTH Ha 3arosioBOYHbIe
(haiinel 1 OMOIMOTEKM AOKHBI OBITH YXKe MponucaHbl B cpeae paspaborku. Hane-
10Ch, Bbl 3HAETE, KaK 3TO Je/aeTcs.

1.1. MoaroToBKa K co3gaHunio NpUIoXKeHUs

OnTuMu3UpoBaTh Wrpbl ciiokHee. Ecau B Demo-ponukax HCHonb3yercs TOJbKO
rpaduka v 3BYK M BECh KOJ MOXKHO pealiu30BaTh Ha YUCTOM sizbike C, TO B Urpax
6e3 00BEKTOB 000HTUCE CJT0KHO. OOBLEKTEI HEOOXOAUMEI, HO 3TO HE 3HAYUT, YTO
BbI IOJDKHBI UcTionb3oBaTh Oubnuoteky MFC. M3 Bo3mokHOCTeH dTOM GubOnmoTe-
ku 1 WinAPI B npunoxenun, npumenstomei DirectX, HE0OX0ANMO TOJBKO CO3-
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nanue okHa. bonbiie Huuero u3 APl Windows Ham He nmomosxeT, 1 OyayT UCTIOJb-
30BaTbes ToJbKO MHTepdeiichl DirectX wnu ¢ynkuun si3vika C. [lostomy ckener
nporpaMMbl He JIOJDKEH MCMoJIb30BaTh 00bekToB. [aBaiite co3maaum ckener Oy-
JYLIEro UrpoBOro MPUII0KEHHUS.

Hraxk, coznaiite mycroe npunoxkenue File | New | Project (®aiin | Hoserit | [Ipo-
€KT) ¥ B MOsIBUBIIEMcsS OKHe BbiOepute B jaepeBe Project Type (Tun mpoekra)
nyHKT Visual C++ Projects | Win32 (Ilpoextsl Visual C++ | Win32). Uro6s! Ha-
KM nporpaMmbl ObUTM HEOONBLIMMU M OBICTPBIMH, Mbl He OylIem HMCHOJb30BaTh
MFC, nostomy BbiOupaem myHkT Win32 Project (Ilpoekt Win32) (puc. 1.1).
B none Name (M) ykaxute uMs nmpoekTa, a B packpbiBatoiieMcs crnvcke Loca-
tion (MecTopacnonoxeHue) — MyTh, 0 KOTOPOMY OyZeT cOXpaHeH MPOeKT.

=
New Project

L [

Praject Types: Templates:

[ wisual C# Projects ¥
=[] Visual C++ Projects E"f,'_
1 NET
[aam Project
[ MFC
23 winzz
[ General
[ Setup and Deployment: Projects
+-_] Other Projects

b

& Win32 console application or ather \Win32 project.

[Harme: | =<Enter name>
Location! | ECyDiBookiHacker Direct\Chapterl ﬂ Browse. ..
" Add ko Solution ™ Close Salution

Project will be created at E:\CyvDiBookiHacker DirectxiChapter 1Y <Enter name =,

FMore [6]4 | Cancel | Help |

Puc. 1.1. OkHO co3aaHnsa HOBOro npoekTa

[Nocne naxarust kHonku OK mepea HaMHM OTKphIBaeTCs MacTep CO3AaHUsl MPUIIO-
skeHusi. B paznene Application Settings (Hactpoiiku npunoxenus) (puc. 1.2) ye-
TAHOBUTE THIT PUIIOKEHUsI, BbIOpaB nepekiovaresib Windows application (ITpu-
noxxenne Windows) B rpymre nepexntodareneii Application type (Tun npunoxe-
HUS), a Bce Mpoure GIaKKU AOJKHBI OCTATHCS M0 YMOJIYAHHIO.

Tenepp Haie Ga3oBoe MpUiiokeHHe roToBo. He 3a0yabTe B CBOMCTBaX MpoekTa
noIkItounTh oudmmoreku Direct3D. Jlns atoro BeiGepute MeHto Project | Proper-
ties (ITpoext | ColictBa). B nepese cpoiicTe BbiOupaem paszaen Configuration
Properties | Linker | Input (CroiicTBa koHburypaumu | Coopuiuk | Bxoasiue).
[lepen BaMu oTKpoeTCs OKHO, Kak Ha puc. 1.3.
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naBa 1

=

3

Application Settings

wankt supparted,

Application Settings

Specify the bype of application you will build with this project and the options or libraries vou ﬁ
Application type: Add support For:
* Windows application [~ ar
(™ Caonsole application I~
{™ DLL

Win32 Application Wizard - TestProject

T

(™ Static library
Additional options:

[ Empty project

[t

¥ |

Finish Cancel Help

InitDirectX Property Pages

Puc. 1.2. MacTtep co3aaHuns npunoxeHus

5)

Configuration: |ﬂctive(Debug)

=3 Configuration Properties
General
Debugging
& cic++
= Linker
General
g+ Inpuk
Debuagging
Sysker
Optirization
Embedded ICL
Sidvanced
Caommand Line
1 Resources
(2 Browse Information
(21 Build Events
(22 Custom Build Step
(22 ‘Web Deployment

LJ Platform: 1nctive(Win32) LJ Configuration Managet ... J
Addtional Dependencies d3dwalib d3da.lib =
Ignore All Default Libraries Mo

Ignore Specific Library

Module Definition File

Add Madule to Assembly
Embed Managed Resource File
Force Symbol References
Delay Loaded DLLs

Ad&itionai Dependencies
Specifies additional ikems ta add ko the link line (ex: kernel32.lib); configuration
specific.

(1.4 | OrreHa | P HIATE Crnpaetxa

Puc. 1.3. OkHo HacTpoiiku cBoicTB npoekTa B Visual Studio .NET
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B crpoke Additional Dependencies (/lononHuTensHbie 3aBUCUMOCTH) HEOOXO M-
MO yKa3aTh OUOJMOTEKH, KOTOPbIE HYXKHO MOJKIIIOUYUTH BO BpeMsi COOPKH MPOEKTa.
BoigenuTe 3Ty CTpoKy M HIETKHUTE MO KHOMKe ¢ n300pakeHrneM Tpex Touek. [le-
pen BaMu MOSIBUTCS OKHO, B KOTOPOM MOYKHO yKa3aTh JIOTIOJHUTEIbHbIE OHONMHoTe-
ku (puc. 1.4).

= 3
Additional Dependencies

d3dxa.lib
d3da.lib

Inherited valuss:

kernel32.lib A
user3z.lib

qdizz. b

winspool. lib

comdig3z.lib

b

¥ Inherit fram project defaults Macross>
oK | Cancel | Help |

Puc. 1.4. OkHo po6aBneHust 6ubnuortek

Jliis GOJIBINMHCTBA MPOEKTOB W3 JaHHOW KHHWIM HEOOXOAMMO KaKk MUHHUMYM YKa-
3ath 6ubnrotrekn d3dx9.lib u d3d9.lib. Ykaxure ux Kaxkayro B OTAEIbHOMN CTpOKe
v Haxkmute OK 1715t coxpaHeHHs: K3MEHEHHIA.

Jlo6GaBute OMOIMOTEKH HYyKHO As obenx koHgurypauuii: Release n Debug. Ilo-
ciieoBarenbHO BbiOepuTe B BoinagatoieM MeHio Configuration (Kondurypauus)
o0a MmyHKTa ¥ 100aBbTe MOAYJIH.

ITomumo storo, B pasznene Configuration Properties | C\C++ | Precompiled
Header (CeotictBa koHpurypammu | C\C++ | [IpenBaputensHO CKOMITUIUPOBaH-
HbI€ 3aroJIoBouYHbIe (aiiabl) 1is 00erux KoH(Urypaluii yCTaHOBUTE B MapameTpe
Create/Use precompiled Header (Co3nmaBats/Hcnonb3oBaTh NpeaBapUTEIbHO
CKOMIWIIMPOBaHHbIE 3arojioBoYHbIe (aiinbl) mapamerp Automatically Genera-
te (/'YX) (ABTOMaTHUYECKH r€HEPUPOBATD).

1.2. CKeneT npunoXxeHns

Jaxe nnst npocroro npuiokeHus Win32 Mactep co3aaeT CIMIIKOM MHOTO JIMIIHE-
ro. Hanpumep, MeHio u nuasioropoe okHo ¢ vHbopmMaimeit o nporpamme. Bee ato
HEHYXHO, ec/Ii urpa OyJer paboTaTh TONBKO B MOJTHOIKPAHHOM pexxume. B 60i1b-
LIMHCTBE UTP MEHIO M JUajoroBbie okHa Windows He MCTONB3YIOTCS, O3TOMY M
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MbI HEe OyJleM 3TOro JeliaTh. Y najiseM copepkuMoe (akiia, KOTOpbId CreHepupo-
BaJl MacTep, U 3aMEHsIEM €ro KoJoM u3 jauctudra 1.1.

. NucTunhr 1.1. CkeneT UrpoBOro NPUMOKEHUS

#include
#include
#include
#include

<windows.h>

"d3d9.h"

"d3dx9.h"
"..\..\common\dxfunc.h"

// TroBajibHEE MepeMeHHBE

char szWindowClass[] = "Direct3DTemplateProj";

char szTitle[] = "Direct3D Demo by Michael Flenov";

// O6bexTH Direct3D
IDirect3D9 *pD3D = NULL;
IDirect3DDevice9 *pD3DDevice = NULL;

int iwWidth=800;
int iHeight=600;

// ObbaBJieHMe (QyHKLMIL
int PASCAL WinMain (HINSTANCE hInst, HINSTANCE hPrev,

LPSTR szCmdLine, int nCmdShow) ;
LRESULT CALLBACK WndProc (HWND, UINT, WPARAM, LPARAM);
bool Init (HWND hwnd) ;
void GraphEngine () ;

// TnaBHas oyHKUMA WinMain
int PASCAL WinMain (HINSTANCE hInst, HINSTANCE hPrev,
LPSTR szCmdLine, int nCmdShow)

{

WNDCLASSEX wcex;

MSG
HWND

msg;
hWwnd;

CoInitialize (NULL) ;

// PermcTpupyeMm KJIacC OKHa
wcex.cbSize = sizeof (wcex) ;
wcex.style = CS CLASSDC;
wcex.lpfnWndProc = (WNDPROC)WndProc;
wcex.cbClsExtra = 0;
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wcex.cbWndExtra = 0;
wcex.hInstance = hlnst;
wcex.hIcon = LoadIcon (NULL, IDI APPLICATION) ;
wcex.hCursor = LoadCursor (NULL, IDC ARROW);
wcex.hbrBackground = NULL;
wcex. lpszMenuName = NULL;
wcex. lpszClassName = szWindowClass;
wcex.hIconSm = LoadIcon (NULL, IDI_APPLICATION);
if (!RegisterClassEx (&wcex) )

return FALSE;

// Co3maeM OKHO

hWwnd = CreateWindow (szWindowClass, szTitle,
WS CAPTION | WS SYSMENU | WS MINIMIZEBOX, CW USEDEFAULT,
CW USEDEFAULT, iWidth, iHeight, NULL, NULL, hInst, NULL);

if (!'hWnd)

return FALSE;

// OroBpaxaeM OKHO

ShowWindow (hWind, SW NORMAL) ;

UpdateWindow (hiwnd) ;

// VHMUmManmmsaumsa
if (Init (hWwnd) == TRUE)
{
while (true)
{
if (PeekMessage (&msg, NULL, NULL, NULL, PM REMOVE))
{
TranslateMessage (&msq) ;
DispatchMessage (&msq) ;
if (msg.message == WM QUIT) break;
}
GraphEngine () ;
}

// OuMCTKa BHIIEJIEHHEIX PEeCYpPCOB
if (pD3DDevice) {pD3DDevice= NULL; pD3DDevice=NULL; }
if (pD3D) {pD3D= NULL; pD3D=NULL; }

CoUninitialize();

return O;

}
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LRESULT CALLBACK WndProc (HWND hWnd, UINT message,
WPARAM wParam, LPARAM lParam)
{
switch (message) {
case WM DESTROY:
PostQuitMessage (0) ;
break;

default:

return DefWindowProc (hWnd, message, wParam, lParam) ;
}
return 0O;

}

bool Init (HWND hwnd)
{
if (DX3DInitZ (&pD3D, &pD3DDevice, hWnd, iWidth, iHeight, FALSE)!=S OK)
{
MessageBox (hWnd, "DirectX Initialize Error", "Error", MB OK);
return FALSE;
}
return TRUE;
}

void GraphEngine ()
{
pD3DDevice->Clear (0, NULL, D3DCLEAR_TARGET | D3DCLEAR_ZBUFFER,
D3DCOLOR_XRGB(0,0,0), 1.0£, 0);
if (SUCCEEDED (pD3DDevice->BeginScene()))
{

pD3DDevice->EndScene () ;

pD3DDevice->Present (NULL, NULL, NULL, NULL);
}

JlaBaiiTe OBICTpEeHBKO MpoOekHUMCs 1o 3ToMy Kony. U3 Hero yOpaHbl Bce (QyHK-
MM, KOTOpBIE HWCIOJIb30BAUCH [UI MHULMAIU3ALMKM, a OCTalach TOJBKO OHA
WinMain. Pervcrpanus knacca, co3gaHve OKHa U OTOOpa)KeHHE OKHA MPOMCXOAMT
MMEHHO 37iecb. UTOOBI COKOHOMUTb HECKOJIBKO JECATKOB 0aiiT Ha pecypcax, s yO-
pai1 3arpy3Ky CTPOK U3 pecypcoB (MMs Kilacca M 3aroJIoBOK OKHA), a ponucal 3Tu
CTPOKHM KOHCTAaHTaMH. YOpaHa 3arpy3ka akcenepaTopoB, MOTOMY 4TO He OyIeTr me-
HIO ¥ BU3yaJIbHOTO MHTepdeiica.
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[Tocnie oToOpaxkeHust okHa BbI3bIBaeTCs (PyHKIUS Tnit. DTa PyHKUMsA mobaBieHa
Iuist ynoOcTBa, v B Hel Oyzer ocyliecTeieHa uHuimatuzanus Direct3D. Ecnu pe-
3yJIbTaT €€ BBIMOJHEHUS MOJOXKUTEIEH, TO MHULMAIU3alMs Mpoulia YCHelHO U
MOJKHO HaYMHATh OCHOBHOW LMKJ MpWiokeHWs. MHade, mpuioKeHWe 3aBepIIAT
pabory.

Teneps mOCMOTPUM Ha ITUKIT 0OpabOTKH COOOIIEHMIA:

while (true)
{
// Eciu ecTb cooflieHne B ouepeln
if (PeekMessage (&msg, NULL, NULL, NULL, PM_REMOVE))
{
// OBpaboraTh coobleHre
TranslateMessage (&msqg) ;
DispatchMessage (&msqg) ;
if (msg.message == WM QUIT) break;
}
// Bu3BaTbh GYHKLMIO OBVXKA MIPBL
GraphEngine () ;
}

B nannom ciyvae ajis o0paboTku cooOuIeHHi (B TOJHOIKPAHHOM peKMMe UX Oy-
JeT MUHUMYM) MbI 3aIlycKaeM OeCKOHEYHbIN HUKJI. BHyTpH 1IMKIIa CHavasia mpoBe-
psieM, ecThb Jiu Jjis Hac coobuieHus. Ecnu na, To obpabateiBaem ux. Ilocnie storo
NpoBepsieM, €k COOOIeHHEe PaBHO WM QUTT, TO HEOOXOIMUMO 3aBEpUIUTh PaboTy
NporpamMMbl, TIO3TOMY JajibHEMIIee BHIMOJHEHHE [IMKJIA HE UMEET CMBIC/IA, U Mbl
npepbIBaeM €ro ¢ MOMOUIBIO Oneparopa break.

Ecnu He ObUTo cooOleHus WM QUIT, TO LMK MPOAOJDKHUT BBIMOJIHEHHUE, a 31eCh
BbI3bIBaeTCs (DYHKIMS GraphEngine. DTa (YyHKIUs qoOaBieHa i ynoOcTBa, 9ro-
Obl BBIHECTH JIBMIKOK Wbl B BHJE OTAENbHOU (pyHKIMHU, U ¢ HEeH ynoOHee ObUIO
paboTars.

He obotitrice n 0e3 QyHKIMHU WndProc, KOTOpas HeoOXxonuMma i o0paboTku co-
obmenunii. Tak kak y Hac He OylneT HMKAaKuMX IyHKTOB MEHIO, TO oOpadaTbiBaeM
TOJIBKO COOBITHE WM DESTROY, YTOOBI C/I€NIaTh KOPPEKTHBIN BBIXOJ] U3 TIPOrPaMMBbI.

Tenepb paccMoTpuM QYHKLMIO Init, KOTOpas uHMLManu3upyet Direct3D u 3amaer
napameTpbl OTOOpaskeHHs MO yMoi4YaHWio. B 11aGlIOHHOM MPUIOKEHUH OHA BbI-
TJISIAMT CIeTyIOLUM 00pa3oMm:

bool Init (HWND hWnd)
{
// VHuumammszauyvs Direct3D
if (DX3DInitZ (&pD3D, &pD3DDevice, hWnd,
iwidth, iHeight, FALSE) !=S OK)
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{
MessageBox (hWind, "DirectX Initialize Error", "Error", MB OK);
return FALSE;

}

return TRUE;
}

OcHOBa (YHKIIMM Init — 3TO BBI30B (DYHKIUHM DX3DInitZ. JTa (pyHKIMS Oblia Ha-
nucada B kaure "DirectX n C++. MckyccTBo nporpammupoBanus” [4] u nyis ynoo-
CTBa BbIHECEHa B OTAEJbHbIH Momynb dxfunc.cpp.

( NMpumeuyaHne )
dainin dxfunc.cpp MOXHO HalTK Ha KOMMakT-gucke B katanore Common.

1.3. UHnynanusayua Direct3D

OyHKUMS DX3DInitZz YHUBEpcalibHA U yo0HA. JIoCTaTOYHO MOAKIIOUUTE MOJYIb K
J000MY TPOEKTY W mpouHUnManu3upoBath Direct3D Bbi3oBOM ofHON (yHKIMH
DX3DInitZ. DTy (YHKUHMIO Bbl MOXKETE YBUAETh B JUCTUHTE 1.2.

Jinctuur 1.2. ®yHKUMaA DX3DInitZ AnA niuumnanusaumm Direct3D

HRESULT DX3DInitZ (IDirect3D9 **ppiD3D9,
IDirect3DDevice9 **ppiD3DDevice9, HWND hWnd,
DWORD iWidth, DWORD iHeight, BOOL bFullScreen)
{
// VHuumammszauvs Direct3D 9-11 Bepcum
if ((*ppiD3D9 = Direct3DCreatel(D3D SDK VERSION)) == NULL)
return E FAIL;

// BanoJjiHgeM OCHOBHBIE [IapaMeTphl PENCTaBIIEHNS
D3DPRESENT_PARAMETERS d3dpp;

ZeroMemory (&d3dpp, sizeof (d3dpp));
d3dpp.BackBufferWidth = iWidth;
d3dpp.BackBufferHeight = iHeight;
d3dpp.AutoDepthStencilFormat = D3DEMT D16;
d3dpp.EnableAutoDepthStencil = TRUE;

// Bampoc Ha OTOOpaxeHue B IOJHOSKPAHHOM pEeX/MEe

int 1iRes;

if (!bFullScreen)

iRes=MessageBox (hWnd, "Use fullscreen mode?", "Screen",
MB YESNO | MB ICONQUESTICN) ;
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else
iRes = IDYES;

if (iRes == IDYES)

{

// TIOJTHOBKPAHHEIT PEXUM

// YCTaHOBKa [apaMeTpPOB I[IOJIHOBKPAHHOTO PexyMa
d3dpp.BackBufferFormat = D3DFMT R5G6B5;

d3dpp.SwapEffect = D3DSWAPEFFECT FLIP;

d3dpp.Windowed = FALSE;

d3dpp.FullScreen RefreshRateInHz = D3DPRESENT RATE DEFAULT;
d3dpp.PresentationInterval = D3DPRESENT INTERVAL DEFAULT;
}
else

{

// OKOHHEII peXyM

RECT wndRect;

RECT clientRect;

// KoppeKTupyeMm pasMep OKHa, UTOOH KIMEHTCKas O6JIaCcThb ObUla

// UeTKOo yKazaHHOTO pasMepa

GetWindowRect (hiind, &wndRect) ;

GetClientRect (hiind, &clientRect);

iWidth = iWidth + (wndRect.right-wndRect.left) -
(clientRect.right-clientRect.left);

iHeight = iHeight + (wndRect.bottom-wndRect.top) -
(clientRect.bottom-clientRect.top) ;

// YcTraHaBiMBaeM pasMepH OKHa
MoveWindow (hWnd, wndRect.left, wndRect.top, iWidth, iHeight, TRUE);

// TonmyunTs dbopMaT OmMKCcesa
D3DDISPLAYMODE d3ddm;
(*ppiD3DY9) ->GetAdapterDisplayMode (D3DADAPTER DEFAULT, &d3ddm);

// YCTaHOBKa [apaMeTpOB
d3dpp.BackBufferFormat = d3ddm.Format;
d3dpp.SwapEffect = D3DSWAPEFFECT DISCARD;
d3dpp.Windowed = TRUE;

DWORD Flags= D3DCREATE MIXED VERTEXPROCESSING;

// Cosmarb 3D-yCTPOICTBO
HRESULT hRes;
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if (FAILED (hRes = (*ppiD3D9)->CreateDevice (D3DADAPTER_DEFAULT,
D3DDEVTYPE HAL, hWnd, Flags, &d3dpp, ppiD3DDevice9)))
return hRes;

// YCTaHOBUTH MEPCHIEKTUBY

float Aspect = (float)d3dpp.BackBufferWidth /
(float)d3dpp.BackBufferHeight;

D3DXMATRIX matProjection;

D3DXMatrixPerspectiveFovLH (&matProjection, D3DX PI/4.0f, Aspect,
2.0f, 1000.0f);

(*ppiD3DDevice9) ->SetTransform(D3DTS PROJECTION, &matProjection);

// To yMOJUaHMio OCBelleHMe OymeT OTKJIIOUEHO
(*ppiD3DDevice9) ->SetRenderState (D3DRS_LIGHTING, FALSE);

return S OK;

}

Bersio mpocmoTpum u 3Ty hyHkuMIo. B kauecTBe napameTpoB OHa MoJyvaer:
nepeMeHHyo il XpaHeHus uHrepdetica Direct3D;

nepeMeHHY0 Ui XpaHeHus uHtepdetica ycrpoiicta Direct3D;
UJICHTU(HUKATOP OKHA;

LIMPUHY OKHa;

aaaaaa

BBICOTY OKHa.

Kpome Toro, Hafio y4uThIBaTh, YTO €CJIM MOCJEIHUH MapaMeTp paBeH true, TO He-
00XO0/IMMO UCIIOJIb30BaTh MOJTHOIKPAHHBIHN PEXUM, MHAYE OKOHHBIH.

B camom Havane ¢yHkumu uHUIManu3upyetcss uHtepdeiic Direct3D. 3artem 3a-
MOJTHSFOTCST MapaMeTpbl MpeicTaBieHns (CTPYKTypa D3DPRESENT PARAMETERS), KO-
Topas HeoOXoauMa Jiisl MHULMaIu3auu yerpoiictea Direct3D. 3HaueHus: HekoTo-
PBIX MApaMETPOB TOM CTPYKTYPhbl OYAYT OTJIMYATHCS B 3aBUCUMOCTH OT OKOHHOT'O
WM TIOJTHOPKpPaHHOTO pekrMa. OIMHAKOBBIMH OYAYT TOJIBKO IIMPWHA W BBICOTA
3amHero Oydepa. 3anmogHUB 3TH MapaMeTpsl, oToOpakaeM Ha dKpaHe 3armpoc —
HY>KHO JIU UCTIOJIb30BATh TIOJTHOIKPAHHBIN PEIKUM.

)Ianee UICT YKE pas3aCICHUEC KOJla Ha IBC YacCTHu. CHauaJjia 3anoJIHAITCA rnapameT-
PBI AJid IOJIHOSKPAHHOI'O peXKKUMa, a 3aT€M IJid OKOHHOTI'O.

Korpaa crpykTypa D3DPRESENT PARAMETERS FOTOBA, BBI3bIBAEM METOJ| CreateDevice
JUTs co3fiaHus yeTpoiicTBa. TyT y Hac yKa3bIBatOTCS ClIEAYIOIIME MapaMeTphl:

O apantep OyaeT MO yMOJTYaHHIO;

O ucnojb30BaTh anmnapaTHbI€ BO3MOXKHOCTH BUACOKAPTHI;
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0 B KauecTBe OKHA OyJeT MCIOb30BaThCs MIACHTH(UKATOP, KOTOPBIA Mepe/iaH B
KavecTBe MapameTpa;

O nonosHUTeNbHble (r1aru. 3aech nepefaeM MEPeMeHHY0 Flag, KOTOpas CoAep-
KUT 3HAYEHUE D3DCREATE MIXED VERTEXPROCESSING, T.€. HCIIOJIBb3YeTCS CMe-
LIaHHBIA peKUM 00pabOTKH BEPLIVH;

O 3anojiHeHHas CTPYKTypa D3DPRESENT PARAMETERS;

O nepeMeHHas, B KOTOpPYIo OyJeT 3anvicaH pe3ysibTaT, T. €. yKa3aTellb Ha yCTpO-
ctBo Direct3D.

Hanee nper HacTpolika MaTpHLbl MPOEKLUMH. B KauecTBe COOTHOIIEHHS CTOpPOH
OepeM COOTHOLIEHHE IIMPUHBI U BBICOTHI 3kpaHa. [locnenHsst ctpoka Koaa OTKIIO-
yaeT ocpewleHue. [lo ymMonuaHWIO MCTOYHMKM cBeTa OTKJrO4eHbl. Heobxommmo
BKJIIOYaTh OCBELIEHHE TOJNBKO TOrNA, KOrJa CBET ACHCTBUTENBHO HY)KEH. XOTS B
Urpax Juisl yJay4lleHUs! peaTMCTUYHOCTH CBET HY’>KEH BCErna, s ero oTkmoum. [1o-
yemy? Jla moTOMy YTO MaKCHMMAaJIbHYIO PeaTMCTUYHOCTh MOXET AaTh MCMOIb30Ba-
HHE LIeHIepoB, YTO Mbl U Oy/ieM Jienarh B puMepax JAaHHoi kHurH. [la, anroputm
ocBellleHUs 1 Oylly MCTOJIb30BaTh MAKCHMMAIILHO MPOCTOM, HO BBI JIETKO CMOXKETE
ero 3aMeHHUTh Ha YTO-TO OoJiee KaueCTBEHHOE W TMOAXOAsLIee s JaHHOW aTMo-

cdepsbl.

1.4. ®yHKUNA hopMUPOBaHUNA CLIEHDI

Teneps mocMOTpUM Ha (YHKUHMIO GraphEngine, TAe OyaeT popMuUpoBaThes rpadu-
ka. OyHKUMS BBITJSANUT CIEAYIOLNM 00pa3oMm:

void GraphEngine ()
{

// 3Bmecb HeOOXOIMMO MIPOM3BECTU [IPEIBAPUTEJILHEE pPaCueTH

// OumcTurs Oybep

pD3DDevice->Clear (0, NULL, D3DCLEAR TARGET | D3DCLEAR ZBUFFER,
D3DCOLOR_XRGB(0,0,0), 1.0f, 0);

if (SUCCEEDED (pD3DDevice->BeginScene()))

{

// Bmecb HeoOxOomMMO GOPMMPOBATL CLEHY

// BaBepumaeM QOpPMUPOBAHME CLIEHEL
pD3DDevice->EndScene () ;
}

pD3DDevice->Present (NULL, NULL, NULL, NULL);
}
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B camom Hauane gyHKUMHM HEOOXOOUMO MPOW3BECTH MpeABAPUTEIIbHbBIE PACUETHI.
3arem BbI3BIBaETCS METOJl Clear MHTepdelica ycrpoiictBa Direct3D mis ouncTku
3anHero Oygdepa. 3aTemM BhI3BIBaETCS METOJ| BeginScene, M €CIIM BCE MPOLLIO yaad-
HO, TO MOXeM (OopMHUPOBaTh clieHy. DopMUpOBaHUE 3aKaHYMBAETCS BBI3OBOM Me-
To/a EndScene. Teneps HEOOX0AMMO 0TOOpa3UTh ClLIEHY Ha 3KkpaHe. J[j1s1 3Toro BbI-
3bIBACM METO/[ Present.

( NpumeuyaHne )

McxogHbin kof npoekTa MOXHO HawWTM Ha KomnakT-gucke B kaTtanore Chapter1
[TemplatePro;j.

1.5. DYyHKUMNA 3arpy3Kun CeTKM

B knure "DirectX u C++. UckyccrBo mporpammupoBanus” [4] Obula HamucaHa
elle oHa o4YeHb ynoOHas GyHKLMs, KOTOpPYO OydeM MCHojb30BaTh M ceilvac —
LoadMesh. Dta ¢yHKumMs ynobHa s 3arpy3ku cetok Mesh uz X-gaiinos. Oty
(hyHKIHMIO BBl MOXKETe Takxe HaiiTh B Qaiine dxfunc.cpp u B auctunre 1.3.

JincTurr 1.3. ®yHKLMA 3arpy3Kku ceTok

DWORD LoadMesh (char *filename, IDirect3DDevice9 *ppiD3DDevice9,
ID3DXMesh **ppMesh, LPDIRECT3DTEXTURES **pMeshTextures,
char *texturefilename, D3DMATERIALS **pMeshMaterials)

{

LPD3DXBUFFER pD3DXMtrlBuffer;

DWORD dwNumMaterials;

// Barpyska ceTku us odaia
D3DXLoadMeshFromX (filename, D3DXMESH SYSTEMMEM, ppiD3DDevice9,
NULL, &pD3DXMtrlBuffer, NULL, &dwNumMaterials, ppMesh);

// TonyyaeM ykaszaTejlb Ha MaTepUasisl
D3DXMATERIAL* d3dxMaterials =
(D3DXMATERIAL*) pD3DXMtrl1Buffer->GetBufferPointer () ;

// TlepeMeHHEE IJiS XpaHEeHMs MAaCCUBOB TEKCTYp M MaTepuasioB
(*pMeshTextures) = new LPDIRECT3DTEXTUREO [dwNumMaterials];
(*pMeshMaterials) = new D3DMATERIALY[dwNumMaterials];

// BamyckaeM LMKJI BaloJIHeHUS MaCCUBOB
for( DWORD i=0; i<dwNumMaterials; i++ )
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{

/

// Kommpyem MaTepunast
(*pMeshMaterials) [1] = d3dxMaterials[i].MatD3D;

// Cozmaem TeKCTypy
if( FAILED (D3DXCreateTextureFromFile (ppiD3DDevice9,
d3dxMaterials[i].pTextureFilename, & (*pMeshTextures) [1])))
if ( FAILED (D3DXCreateTextureFromFile (ppiD3DDevice9,
texturefilename, & (*pMeshTextures) [1]))
(*pMeshTextures) [1] = NULL;

/ Bo3BpamaeM KOJIMUECTBO MATEPMAJiIOB B BaTDyXEHHOU CEeTKe

return dwNumMaterials;

}

Kopotko "npobexkumes” no 1ol ¢pyHKkuMU. B camom Haualie 3arpykaem ceTky U3
X-¢atina ¢ momMonpro PyHKIMK D3DXLoadMeshFromX. JTa (PYHKIUS BBITJISIUT Cile-
IYIOIIAM 00pazoM:

HRESULT D3DXLoadMeshFromX (

)7

LPCTSTR pFilenamne,

DWORD Options,

LPDIRECT3DDEVICES pDevice,
LPD3DXBUFFER* ppAdjacency,
LPD3DXBUFFER* ppMaterials,
LPD3DXBUFFER* ppEffectInstances,
DWORD* pNumMaterials,
LPD3DXMESH* ppMesh

[NocMoTpum napameTpbl GpyHKLIMH:

a
a

uaaag

pFilename — MMJ 3arpyxaemMoro ¢aiina;

Options — OMLUMH, KOTOPbIe OyOYyT MUCMOJIB30BAThCS MU 3arpy3ke. Onuuii noc-
TaTOYHO MHOTO, HO MBI [T0Ka OyJeM HMCTONb30BaTh TOJbKO D3DXMESH SYSTEMMEM,
YTO O3HAYaeT, YTO 3arpy3Ka J0JDKHA MPOUCXOIUTh B CUCTEMHYIO MaMsITh;

pDevice — yKa3aTellb Ha UHTep(delic IDirect3DDevice9;
ppAdjacency — yKa3zaresb Ha Oydep I CMEXKHBIX IpaHeii;
ppMaterials — yKa3aTejb Ha 6y(1)ep JTA MaTepHraioB,

pPpEffectInstances — yKa3zaTellb Ha Oydep ais 3k3eMIuispoB 3¢ (ekToB;
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O pNumMaterials — 4epe3 3TOT MapameTp OyAeT MOJy4eHO KOJIMYECTBO 3arpy-
KEHHBIX MaTepHaOB;

d ppMesh — HETIOCPEACTBCHHO YKa3aTe/Ib Ha OOBEKT CETKH.

OyHKUMS D3DXLoadMeshFromxX 3arpyaeT TOJNBKO CETKY, U3 KOTOPOH COCTOUT 00b-
€KT, MaTepualibl U UMeHa TeKcTyp. CaMu TeKCTypbl OyAyT XpaHUTbCS B OTAEIBLHOM
OuHapHoM daiine. Jla u camu MaTrepuasbl HaXOIATCS B HE OUY€Hb yIOOHOM BUIE U
WX Jlydlie nepeOpoCUTh B OTAEIbHbIM MAaCCHUB THUIA D3DXMATERIAL.

Htak, mnocne 3arpy3kd CETKM CO3[1aéM JBa MacCHUBa: pMeshTextures WU
PMeshMaterials. B mepBeiii OyieM cOXpaHATh TEKCTYPhI, a BO BTOPOU MaTepHallbl.
Jlanee 3amyckaeTcs LIMKJI, B KOTOPOM 3allOJIHSIOTCS MacCUBbI. {151 3arpy3ku Tek-
CTypblM3(baﬁﬂa HUCIIOJIB3YEM @yHKuMK)D3DXCreateTextureFromFile,KOTOpaﬂ BbI-
TIISUT CIIeIYFOIIMM 00pa3oM:

HRESULT D3DXCreateTextureFromFile (
LPDIRECT3DDEVICEY pDevice,
LPCTSTR pSrcFile,
LPDIRECT3DTEXTUREY *ppTexture

)i

31ech y HaC UMeeTcs TP MapaMeTpa:

O pDevice — yKazaTelb Ha MHTepdeiic IDirect3DDeviced, C KOTOPBIM AOJIKHA
OBbITh CBSI3aHA TEKCTYPa;

O pSrcFile — uMms ¢aiina;

O ppTexture — yKa3areib Ha WUHTepdelc THUMa IDirect3DTexture9, Kyaa OyneT
3arpy’keHa TeKCTypa.

Ecnu BO BpeMs 3arpy3ku npou3oljia olMOKa, TO MbITaeMcs 3arpy3uTh ¢aiti, Ko-
Topbll ObLT yKa3zaH B KauecTBe napamerpa ¢yHkuuu. Eciav u TyT mpousoiia
omunoKa, TO TEKCTyphl He Oy/IeT.

1.6. Mpumep 3arpyskmn ceTku

Tenepb NMOCMOTPUM, Kak MOXKHO HCIOJIb30BaTh (PYHKUHUIO LoadMesh. 3arpysure
11a0JIOHHBINA MPOEKT, Ha OCHOBE KOTOPOTO MbI PACCMOTPHUM 3arpy3ky ceTku. s
Hayana oOBbsIBUM HeOoOXOoAMMbIe Tio0alibHble MEepeMeHHbIe, a TOHaJO00UTCS Ham
cieqyrouiee:

DWORD dwNumMaterials; // Insa XpaHeHus KOJMYEeCTBa MaTepyuasioB
ID3DXMesh *pMesh; // Insa XpaHeHus CeTKMU
LPDIRECT3DTEXTUREY *pMeshTextures; // TeKCTypEl

D3DMATERIALY *pMeshMaterials; // Marepuaset





