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Robotic Arm Simulation

Phreesa Areekul
Akarat Panomrit

Sumit Panaudomsap Advisor

2001

Abstract

This paper proposes the application of simulating 3 dimensions robotic arm models on
the computer. It is a software application which uses Maya version 3.0 to build the 3-D robotic
arms and Visual C++ programming language with Direct X 8.0 SDK to show the movement of
those models. We can pass the angle of revolute joint or distance of prismatic joint as the input
and the model will move correspond to these the values. The position of the end effector in 3-D
Coordinate is also shown.

This application is a basic guide line of developing robotic arm software simulation to

carry practical work in real life.
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Path) faiunnlumsndeuinmunvestmeiiossgafmuauazanusilumsmtoun
Y] v A & 4 e Y] 9. '
Tamudumaernas linsh azuuusuAnUUIseImsmsudtlymlumsasuauuinnh
J St 4 a v LY L] o 9 [ '3 dy FY U
Husuanimsndeuiinuuadeln Mednmsth Tl ldouvesuoudlszanil 18un ms

Y ¥
WUFFUIY (Spray Painting) Msi¥oudlszeny wagns Seal
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FBmsaugw myii Tl 14

(LULARDYA (Point to point) maeunuiluge

v ¥
MINBUIVFUNULR AR ADUIY
v
MIYAUATINTUIY
9 1 d' ] A:ay
puuiludumanetile (Continuous path) MINUATUNY

A
Mswouilszau

119 Seal L Glue

{ ] a 1 (4 4 1
ﬁ'li']ﬁﬁ 2.2 mismwum’e‘)muaummmimnﬂumsmﬁauﬁ

2.2 msnyuvesmieiie (Tool Orientation)
o A ' Y 1 g @ a xg a o ~
asnnauwdiusnld 3 upundnlumsinsangnsswesiuinmsiion  unui

miedeldlumsinsanmsnyuvestlateile (Tool 30 End effector) Ailunusoaiiiiiy

a a

a3z 3 unwihldyacnsonynldedis luiddaludSol 3 §@ msmyurssyamansoudas

u

1dduszuueeT-Hv-15a (yaw-pitch-roll) #38 RYP fagii

v
2 m3 r

Tool

“SRoil

Wrist

<hH

Piich
" =t

3171 2.6 uanwes-Ay-15a ( yaw-pitch-roll) ¥8%)a(Tool)

Tumsdsvennamamsnyuvesyalnsaniia M = { m',m’ m’ } 33gndn 137 Tool

uazlnsenfia (unu 3 unu vee M) szdieudn luwsew q AU Tool 911A3/H 7 uAu m’ oglu
k4 v

HUARBINUADLAUVBL Tool H30LAY Roll LazFesnvnile uAY m” VuIusURFMINae

£
Y A X

floimeula-ila (indeievu-ag) dauunu m' Wuldmungiiovnveslnseiida M
A A Jd a A 1A Vo A A A 9
msuaasmsndeuiiuuee’, AsuazTsa sdlulauuauiiegisegiun Wedudu
TasaNfinMsnaouNves Tool M aziivegiulnseiifia F={ £ £ £ } ingaileegiuhn lTagez
Aafudiularsvestateuan (Forearm) yaw A9N1SHYU Tool SOULAUYBID £ , pitch AiD

M3AYY Tool 50ULNUTRLD £, roll ABMITHYW Tool sOULAUTEII £ Aataasldanmsen



Ada a dy 1 A a a g a
2.3 luypastiniinmsnyuyuwineziadudsedioimanyu U lusiemeniuduunidn Tag
A vy o a2
uminm_lmmmu (zmuwmgu) WIMIgAnNuUe
o w J a o 1w o
AAVYBNINITHYUYDI- %-Iiﬂﬁﬂ’)'mﬂ'lﬂiyu’lﬂ wmzﬁwamaaﬂymzmsawmqﬂﬁw
@ 1 ] o a o @ ) 1
Youna dedury nyuseill 90”  mudeRy 90 WAANYULNITINAIFANIOUANAIL

[ a ' o 9 Y 4 o 9
Aumsnyuunuisnewiiugu 90° udimudlseed oo’ Hudu

i'?umau ﬂ']‘ii’)giﬂﬂ UDU
1 Yaw f
9 Pitch £
3 Roll £

= A ~ J a
A1TNN 2.3 NMSIABUNLUY Uaa-wmmﬂsa

2.3 auMsuYuna
a o o < o i £ Y . v o &
wvunaiidnuuziiuingnds Rigid body) Fa1lsznoudas link nate 9 Suthuuiew
' @ 1 @ { a 2 a Jd { o - a ' ’
sefiudaedede (Joint) Augilit 8 Umeugadhanilsvesdsd (ink) MiwnsefuszAnuiveg
o ¥ o é 4 { | ] { 4 4 Y 1
nugw dulmeSugadndunilsannsamaouii ldesdass Yaedheiinaouildilede
v A 2 ¢ s Ad
wihiuinTesdie (Tool or End-effector) Fama nivtoud evifinmnes dnnSsuadoulmeie
@ 2 9 o (% 0 = ' A o
vosunatueadlydhmivihauimmzinzeaddl Tasaunsoeglugivesiosy,
A 4 A & ﬂ Yy dyy
INT091E, INTOUTRUN T DR AT UADUA 14
Y 1 ' saq ¥ A 1 a Jda a o Ayy 1 Y A Y
YoApveuuusi 1H¥endedsd i 2 wiladan l&na1auudafe derenyu (Revolute

e Yy 1A . ..
joint) HAEUYBABLIADY (Prismatic joint)

Link Tool

Joint

Base

A A v a Jd
g‘lh’] 2.7 HEANMTIFDUADANA (link) YDIUVUNA
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4 ~ a <
msudilymludums mamdeunvevunasazuanslugilues ma3na(Matrices)
Tagiszueilymesnitlu 2 luuudeiudie
231 lainlanendng (Direct Kinematics) Apmssmuayunyuiasdumiaves
' Y ¥ d' LY :é A d‘ P y d‘o Y o
upazdoasvauvuna Wollsunsuliiniesomaoun lamudumendimua Puaziims
A4y oo - 4 4 4 a &, | v
wasudeiaglununien  Taensldsunsumsindeunveansosioll suiluzdes
o Qs @ 4 v Y 3 T @ o ] d A A
MuImANUTURUTTEnINA W sdedenudmuruInsnyuvesglnsainselmeiie lugll
a o
YDIAUMIIUAT N
< a J o o o
Ty lasalamun@nd  (Direct Kinematics) ApMIfinuaNABsYDIR?
u15490AD (Joint Variables) ¥03uv1na Insusnmudnyuzdoneiiiy
9 J @ 9 1T 9 Ll
- Jesonyu awls laun AeemmsnyusouunUdone
¥y 1A o y A ~ 3
- Jonodiou awisldun szezmsmdoun llmuuuunudone
uAMNIAMIUMIAIWNLS (Position) AN (Orientation) YBIUA5DIID
eui InsaifianAnegnug e wvUNg
a d a ¢ a o
2.3.2 E)‘H!’Ji‘)iﬁﬂﬂ!%?ﬂﬂﬂﬁ (Inverse Kinematics ) Lﬂumswmsmﬁauﬂamuﬂﬁym
< a J oA o ° ' A L4 N v o
uuulasn lawandnd femstmuadwmiuazmsvyuveslaroiion i uaszdesiims
a 1 v 1 a 4 a o w
udauMsAs N ImyIryUmNdeneas q Jaymduneialauindnd Tnnuddauas
° a ' ] a J 1 ]
T ldnuesddussunannaiilgmuvylasn lamudnd  uadsmsudilymezgenn
o Y ' 1o v a ay y °
waztudeuninnInng e ludduaoumsudilymaniueunazamnsedl lanmednevlu

v £
Maunilaninis o

R
q Direct kinematics PR
__> )
equations
Joint Space i Tool-configuration
. o | L0 .
R space R
q Inverse kinematics | {p, R}
. —
equations

P v o ' < a o a o
;J.‘]J‘Vl 2.8 LLﬁﬂQﬂ'ﬂﬂJﬂﬂqu‘ﬁi3:'1’7'31\3’51]?!15“‘1]‘1].lﬂliﬂuﬁzﬂunﬂiﬁ]lﬂluu'lﬂﬂﬁ

(Direct and inverse kinematics)
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v

=
Unn 3

De

a 3 o (v v aa
ﬂamﬂ1amwu§mmmvnﬁwmuﬂﬂsuﬂsu 3un

3.1 izuvéé'ué’ﬂuﬂ%gﬁ 33a (3D Coordinate System)

v W v @

1 4 aa 1 [l 1 4 .
szuugoudunlFluldsunsy 3 47 dwulngiduszuugdudumsfFou (Cartesian)
=

v @ A9 v @ A

L}
) v ' ) o o O &
Fail 2 Sz‘lJ‘lJﬁs{'JUﬂuﬂ?JSZU‘Uﬂ UAVUDFIUUASITSVUROUAVNBYI FSUUYDIUAUYNADIUY

De

E4
IS |

¥
UAUUIN X i]x%"lﬂmw’fmmﬁauaxuﬂumﬂ Y 2UNATUUUUIAND SIUNANINUDUNY Z

v o A &

¥
Iinavuegiuszuugousviuszuugduduiedonsorn Feansamianaveunu

v A g

: v 2 Ay vy 2 o i
UIn Z mmss‘uuaauﬂuu'e)cmu'lmmmimmu'macm (UAIUUINWUUD) NUAU X ]l‘ll
k4 v v
MUAUY Airmevesiaiuiienys lAsirmavewunuin z isidesmsnsiu daussuy
o o A Saaca a ] = @ 1 = A g
ADUAVUBYNNUITNITHINANNUBDIUAULIN Z wumﬂaﬂuumﬂauumnmsmmmmam

i A e
Wluslevnunu Faunsouaaslasagl

Left-handed Right-handed
Cartesian Coordinates Cartesian Coordinates
Y Y
A
Z
X
> X

3N 3.1 ueRIszUUGBUAUTREY (Lefi-handed Cartesian Coordinates)HAg 51

v o A

@: UAVNDYI (Right-handed Cartesian Coordinates)

d
3.2 9A%301IMAD3 (Point or Vector)
s 9 { o w aa A
19 (Point) 1138 (Vector) Wudeyaiiiinnuddamnnlunsmilnd 3 37 iflosnindeya
' [ Jd a3 J 2 9 o [] a
a1 9 lidezilunesifing (Vertex) duiludoyalumsuansluaa (Model), Sumisuazier

[ 3 3 3 1
NRNYNIAY  TIVTNAIIWLTULASIET (Force) ‘VNﬁﬁJﬂﬁ']il']ﬁﬂu‘ﬂuﬂ'ﬂugﬂﬂlﬂﬁ?ﬂﬁ?ﬂnﬂ!ﬂ@;
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a aa o

£
Tuszuw 3 da Idnanua Taolud3gil 3 d@%agisznoudisnnunine (Width) Aemlunu
X, A70172 (Height) Avs luunu Y azanuan (Depth) Aomluunu Z

3.2.1N5UEAIRYDIYANS DINIADS

[

1 L XY
3.2.1.1 MIUAMIAIVO9ANTOLINIADS TUFUAOUAD

v =(xy2)
1 ) o a J¢
3.2.1.2 MIUTAINIVBIIANTBINADS IUFUINATNCE
v=1[xy z]
A o 1 =) =) @ A =2 o ]
iWesnnmgauaznnmesinnunine U lumadeidu Ae ga naneds dumislu
a a aa 2 { o ] a o A - s
U590 3 U@ da nawes nueds WWuhannndwmuedesdamsegaiuila (Origin) WG9
o ] a a aa IR A wa 1 A a 9 d'dyﬂ
dumudlulsgd 3 18 nnwestsliguaulianinnigade munsovenianield Tunivs
4 v @ vy 'Y I o ' 2 J
ansolFamaduiuld uad lFlunmsduinsznantdluglvesnaes

s
3.2.2 DTNV NVDINNIADT

o= o % + 5% +

s A ]
3.2.3 NNWBDINUIN YUY (Unit vector)

s & T A Sl ] [ Aaa <
NNPBINUINUIY ADNINIABDINUYUIA 1 'ﬂu’)ﬂ&ﬁu@l’h}’)'ﬁ]%ﬂﬂﬁ‘ﬂ'}ﬂﬂﬂ
1 s A ] ﬁ 9 v
AU NMIIANINADIVTUIHT UYL ‘u“lﬂmuaumimuma

v

T

a ¢ & 1 Pa 9 a 1 [ dy
Unmmasninish ldudaanemalunuaunuaig o dell
WU x:i=(1,0,0)
WK y:j=(0,1,0)
U z:k=(0,0,1)
A I o Y a 2 o a I
iWiesnnnwesinmath I dunnlumai@nddainesliounnaes lugl
v s & 1 - 3 Y 1 a a aa
YR Hilanae i, j, k hivseunsouaasaingalulsal 3 daluglvesnnmesld
o 1 ' v s & ] I
Tanhamluwdazunuungaifunnmesnisniamal 1wy MAvINISuAARa a = (3, 5, 2)

Tugveanninesae 14
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a=3i+5j+2k
2 aa J o s & ] =t o w
ma‘ﬁmmammnﬂmaﬂugﬂnﬂmmwuwmmzummmﬂﬂﬂumi

° W a 4
ATUIUATNUVIUATNY

a 4 '
3.2.4 WOAAFIAINAIT (Scalar product or Dot product)
& o sy ¥ v S & Sy
ﬂﬂﬂaﬂﬂﬁlﬂﬂnﬂmﬂi 2 L?ﬂmﬂﬁﬂ\lﬂﬂaaWﬁLﬂuﬁLﬂﬁTE “ﬁﬂﬂ"ﬁlﬂﬁ'ﬁ‘ﬂ‘lﬁ
1 a ' A S 2 [~ ' A ¥ ] =< '
memmmmwmumﬂ‘IEJE)guuaﬂnﬂmmﬂm ‘l]ZL‘Hu’)’]Nﬁﬂm‘ﬂllﬂ%ZUQU@ﬂﬂQﬂJu’lﬂuﬂ
=1 ] = 1 vy =)
iosng1afe e 1 Taszyiiamis

3.2.4.1 wagauBeanas sz 2 4@

uev=uv_-+‘uv
X X vy

uov=|lul| o||v]| cos O

a o an
3.24.2 wa@,mmﬁmmﬂmzum 3uq

uev=uv_ +‘uv ‘tuv
XX yy z z

3.2.5 HanuIFaInNnes Yeanians
2 ¢ sdyy o o s 24 Iy v
Aowagauupannnes 2 namesh Idnadnsiliunames Fuwnmesnlde

3 @ o"z
ANRINNULINPDINITDITUD
uXv—_—(uv uv ,uv Uuv_ ,uv uv)
Y .z z y'z x x'z’7x"y y x
v v

a 1= wa v Ao @ ¥
mi@mmnnmaﬂmqmﬁum‘lumsﬁaummuu uXv F vXu lagnn 2

o @ 1 m Y
namesvuiuIzmIAwWags lula

3.3 341U (Plane)
ﬂ 9 dy Ao v a v £ a a aada @ 1Y
WUYDBYANUTIUNTIAYINBYNHIN 5314']1]11\!1]5@.1] 3 UANUANUHUIWUURAEINU
9 Aa o a a Aa A dA A A aa o A A o
Lﬂumwnmmm’;@uuﬂl&ﬂmﬁ 2 Ua ﬁﬁﬂﬂﬂﬂﬁﬁﬂﬂgiuuﬁ n-1 HUIBY (U8B n ABLAVIIUIU
[~ 1 aa, & ' a a 1 Y <3 o
BuIAEAIma) dessutliglidu 2 damuennadulasdana munsarily 1 lums

AuImNUrae 9 8t1elu 3 U6 U Msminanie Inaneu (Polygon) agluszuiuieaniu
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w39 1, 15lumsuta Indneuiogluusnanszuuanwa (Clipping) uazldlumssiuamn
BSP Tree L"fluéfu
aumsszuu gl 3 06 Ao
ax+by+cz+d=0
4 v TR} 9 4
] [ A == Y w =1 Y v A
UONINUUITITITNNTMIAIDU 9 NiNeveenuszuIuil 1A Aell
v A P 3 [N
1. 91 (a, b, ¢) ABVINMBINEININAVISUIV
v
2. A1 d ARITHLNMAIMINIINIZIVAVAR UilA
Aﬂ' o  § U -7 =Y =) an
3. wehmyala « svunumludws x y, 2 vesaumsszuulSgiawiale o

vy E4
annsamgatiuegluszinuiu q useld Tasaumsasnaneziiuaiedgasgluszuny

¢
3.4 1UAINY (Matrix)
a Jd kY Yy v o 1 kY Y
Lilﬁiﬂ"lf‘}f’wll‘ﬁLi'lﬁnl']iﬂuﬂﬂﬁﬂilﬂ1ﬁﬂiﬂﬂ 9 ﬁ?Jﬂ']ihlﬂ‘Wﬁ’ﬂll 1 DU YU DUIIADINIT
Y As o [ ;
%zllﬂﬁNﬂWT}’liJﬂ'Juﬂi X, ¥y, z ANU
3x -8y+12z =0
15x+14y-22z =0
32x+05y-z =0
A o 1 a ] A a [ a A
LJJ'EJH"IﬂTLTlIl]S$’d°¥]ﬁﬂlﬂ\?ﬁllﬂ']ilnclﬂiuﬂ'i@‘lﬁlu'lﬂ m X n NTYNI “IUATNY LU n

o Qr Jd . . . o . . .
Ao UIUVDINBELY (Vertical dimension) U8 m ADIIUIUVD LD (Horizontal dimension) 3
9
14

Ix -8y+12z =0 L
I5x+14y-22z=0 o 15 14 -2
32x+0.5y-z =0 32 1.5 1

@

[ St 9 a dJd [ dy
2! ﬂ‘HmV]l%LLﬂumﬁiﬂ‘BﬁJUTﬂ m X n L“ﬂumu

51| a4 T 4y,

I B D R
Amxn—l.al_'iJ -
mXn

ml m2 ’ : : Qnn _J
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a J
3.4.1 DMITUINUATOY

Jow: 81 4=[a,],x, W08 B=[b;],x, W1 4+B = [a;+ ], x,

m X n

(ae i AvArLaLe uag j ADRNUINEN) AIPE 1B

a, tb, a,*th,

+
Il

- +b2  a,, +b22

3.4.2 MINULATAE

o : 9 4=1[a,] waz B =1[b,1,x, UdWaguas 4 XB Ao

m X n

a d A @ 1 v
wasny C=| Cij] Iﬂf]“ﬂ cij= a; b1j+ a; b2j+...+ a, bnj AIDYNIYH

mXn

by, by ay by tayby  a by, +ap,b,,

by, by a21b“+a22b21 ay by, Tayby,

a 1 v o A 1 wa
m3nauua3nd hillguautalumsaduh Ao 4 XB # B X4 ualigaiauiia
4 v [ 3 [ 4 a Jd
Tumsdsunguld A (4 XB) XC =4 X (B XC) A TadesszTaluisoamsgauunindg
o ' J o a
ADI19MIAUAIVDIPANVIUATNSY

vA = v’

A
’ ! !
x ¥y zlay ay apn|=x ¥y oz
51 9y
a o o a [ g 4
wasnaansih lyidnulumnneuiunesniwilndedianin 1esnnnisld
a J o 9 9 o ! A Yy 1 3 v o
wasngi ldisimusodedumusvesganyy  wisdevesldediesiaEialemsigaun
@ a Jd 3 1 a 4 o VoA ] ¥
aunseuInFumasAdmniL uamsidwasng 3x3 szl ldma higndeaiieaninanu
v Y @ a 4 Y 5 d'l 9 dyd 9 A a a 4
Tidhduvesmsgauaznisuanluweing  Asiuiouddymivsdeuiumninluwasnds
a o a i A 9 1 a
Wdumasaguuna 4x4 Tasandnimudiu Sonnleluditios Tnooaua (Homogenous
& Qo o 1 Q' Y T \
coordinate) FIUNUAWONYT w AIDTNNITINY homogenous coordinate 'lﬁﬂumi;ﬂ“lus:w@,
v @ I A
SuUALUMS NITOU

TR N
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U 3 4 [ Y a
T b azidluanla o 71470 ldidu o @adezls b= 1)
3.4.3 M3618AM 1999 (Translation)
o { o '
Wp=[p. p. plilunnmesunuszoznendesmsiroduniagalyl
X y z q

Y a do o 9y . . [ dy
%z"lﬂmmﬂmmmumsmﬂqﬂ (Translation matix) A4Y

T(p)=
0 0 1 0

p, p, p; 1

o o 4 o ' [ a dJdo o
fufie wdentinandesmssziosumiangusumaingdmiumsie

oD
RO
‘DQ
=

[x y z 1] :[x+px ytp, ztp, l]

3.4.4 MINYUAWNUIIATBULAY (Rotation)

£y o Yy a o 2 QA
ﬂ']i‘ﬁ3Jqu%gﬂﬂQWWIﬂUan@Qﬂ‘ULLﬂu‘ﬁQU HINAD UNU X, DU y,

UnY z

a  J4q Y . .
- SN 191U MY (Rotation matrix) TRULNU x

1 0 0 0

0 cos(0) sin(@) O

R (6)=
e 0 —sin(@) cos(6) O

0 0 0 1

a da
- wasnanlFlumsyuseuuny y



oo - 9 &
A1 ANATIINNAY aMsoANIIHARTAYAANS VY|
Ll’]kéahlvul eavilitiiN i!j«' LiOa!!.n;J ‘l‘):’lﬁ rEA IR
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—cos(é’) 0 —singd) O

R (6)=
Y 4 sin(6) O cos(0) 0

a Il )
- wasnasnlglumsnyusouuny z

i cos(0) sin(d) 0 0
—sin(0) cos(d) O O
= 0 0 1 0

0 0 0 1

1 A Ay 3
Taga1 6 ABUUNABINTITUHUIINUNUUUY )

3.4.4 M3URYYIINGUVDIYA (Scale)

[

4
a J
ﬁ?ﬂJTﬁﬂLlﬂﬂﬂﬁ?ﬂLﬂJﬂiﬂ“ﬁ a1l

a oA o ] o 1
N'E)ﬂi]'lﬂﬂ'lﬁal‘fflllmiﬂclﬂﬁﬂﬂ'ﬁfSJ"IEJﬂ'llLﬂuQ‘ilﬂQﬁgﬂ, MINYUA N UIVDILA

4
@ A

1 o ] Y ¥y a o o [ A Yt
u.azmsUammﬂmxmuwmfgﬂumﬂafmn'ia“lwaga“lummﬂmmﬁmmmau 9 'lﬂi‘)ﬂﬂﬂu

b s a 4
DI NI TULUAINY
n, n, n, 0
o o o 0
X y z
a, a, a, 0
p, P, P, 1

4 v o J Y @ o A
Iﬂﬂl?ﬂm@i p Llﬂﬂ\?ﬂ'ﬂilﬁuWﬂﬁﬂJ@ﬂ?ﬂQﬂﬂﬂﬁﬂ’ltuﬂ

45707
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4 a ' A s &
NS n, o waz a waasnaN luuGazunUNIe lugUNMneI N

HUW

d
3.5 ABIND 31U (Quaternion)
4 @ o a a aa v o 3
Mewmesiioy Aeditmuauny °luﬂ5gu 3 umuazsﬂumﬂmuﬂmsﬁwsammuuu
d A 9 a o & A a a LY 9) '
g Tasarawmesiiouzlsznoudlisaundn 4 daFanamsunuaudndn 1 aad ldluaves
4
nNWT [x, y, z]
4 ] o o 1
mamanﬁﬂu%wmmﬂmmﬁzmﬂunazmumwgumxmuwmgw nazy

s v ° 9 a d 9 Jd 1 A 1 o
ﬂ')'l?Jl‘i'JiJ']ﬂﬂ'ﬂﬂ']iﬂ'lu'JiuIﬂEﬂ‘]ﬂﬂJﬂiﬂ“lf 1senounisentlsenoy 2 @I Ao ANINMOSIAL

E4
=1

v 4 - a 1 9 o
AALNAT ﬂ')ﬂlﬂﬂimUi‘lﬁ'nﬂﬁﬂmﬁu[lugﬂﬂ'lﬂ 9 "lﬂﬂﬂ
g=(x,y,z,w)
q=xi+yj+zk+w
qg=Ix y z w]
g=I[sv]
A Y o &l S & ]
W8 x,y,z L‘]d.h‘lﬂWﬂllﬂ'ixﬁ“/l‘ﬁ“llﬂﬁnﬂmﬂiﬂuﬁﬁu?ﬂ
[ 4
w L’ﬂuﬂWﬁlﬂaﬁ

s=w Uag v=[x y z|
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a
UNn 4

Wugnswlilnd 3 5@

A 9 o

aad 4 ] aa 1 Y 4
wedeahgdnm 3 Baned eI ldnuswnuTdsunsy 3 U8 neududelinawg
a @ ‘3' kY aa o w o o A v aa ° 9/
PeIfuRug Ay 3 Janeu msgmAwiuieiinldegluTsunsy 3 46 awgminnly
[ @ =1 A 1 @ < < 7Y P 9 [P=1 314,1' ldy
swnumsieuldsunsudensenu ladnonddte edmn lullanuiiugunarionsss

' k4 [ 9
ey lums@oulsunsuia 18 TaoAugiumediu 3 Sanaisniulissae T

d J
4.1 1IONND (Vertex)
73 A . & ' sd L A - Y] .
(IDIINNG AD 90 (Point) FIAALIDIINATILIFOUADAUAIVITU (Line) 10

A /3 Ja & " v o q ¥a 2
LﬂJ'fJT!ﬂ 1 LIDINNY ﬂﬂ’]i!‘]fﬂilﬂﬂﬂuﬂUﬂuﬁ?fﬂz‘ﬂ’]iﬂLﬂﬂgﬂﬂi\i (Shape) YU

o Vertex 2

L J
Vertex 1

[ )
Vertex 3

a @ s 4 o
JUT 4.1 LARAIENYUSVBIIBTINNG (Vertex)

4.2 (Face)
[ S 3 Ja 3 v ¥ 4 (Y [
Wy oM (Set) veanpsmnshiinwa 3 yadull wiFeuderiuludnuazvoagil
J d 3 J L) L2 o Y J g o
n39a19 qluusziny nedfmadiludsmuayuveunsy Faihlinn q nesiinalumae

Y I3 L R
mmgﬂmﬂuﬂiwagclmm:lszm‘u

4.3 4% (Mesh)
v W "o & S g
Wy WumsrusiussansiFouseiy ¥ 1 wyansoimalasaus 1 madu'ly
ciy o Y 1 Y ar o a & . . A A
M3smveansiilihsden153an15Ing lunsiueuliudy  (Animation), tuahiSya

[~ 4 4
(Material) U4agnNnwan s (Texture)
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4.4 Inanou (Polygon)
s =} A Y :3 kY A 1 S 3 4 =
Tndnou Aeginssiadisiulasmsnadufonsznhusaveaeiinns lash 1
Twanou dvsiiduilsznovedieies 3 Au
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5.3 Standard Template Library (STL)
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v Y
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¥ 4 Yo a o Y A g
aslanamesununslsanlauisai laisnnauaadiuiso
1 7 g i 7o §
a393unnaoumuLes 1a ) NMUNININTY push_back(), pop_back() 1Az back() 1109910
o o <3 @ U @ o o ¥ Y
HasFu push(), pop() 18 top)VDIAUANGNIVIIE (Map) NuHenGLma]
L=} @ ] A T A . v " Y d?
IBURYINUALAAN ADDYIANIT STL container mu“lmgaﬂwuiﬂﬂ
o 2 K 3 v o o @ 1 Yo w v 1q 1 Ay '
Al nuSudusudunsn dniunouazldmds pop) uaz top) Avamilehiideyaog
3 I o . ' < I [}
Tuaudn Tao1dHansu size() 150 empty() lunisasisdeunaunniidoyaognse

5.3.3.6 A7 (Queues

a o £ 4

@ g '
Anhemadeduauan endudeyassgnldeinduiouasfsesn

T8nndwmnih Tfsdsundi1dun push(), pop(), front() 1A back() Tav back() 1¥81983D 9

S 19

P A A A 9 a VY a R Y v a 2 =<
‘uay,ammmmﬂn"lﬂclumuaz front() {151561\‘1?J§1ﬂ\3‘llﬂ3;1,a71 Uﬂmwmqﬂmmmm%zgﬂmaaﬂ

U



27

oA [ 3 o A Y vy Jd o & b=

BUREINUAIAMTUADITAB IFWINTY size() 1AT empty() TUNIIAIVAVVLIAYBIAY UBN
2 w o a saq VY Y Y1 oa @ S v ' vy

NNUUTIT TN UATHAVBIADUIMNUILDS N 1F a5 19 lduPeinuauande uan1s 141
o 9 a 3 £ a a 1 A 3 EY 3

woslumsadnaniuszlddsz@ninm ludiiosnnmsunsndeyanindundiveuan
4 12 a a @

wosa lutdszansnwiin

a

5.3.3.7 IW50®37 A7 (Priority_queue)

Mawadwdufa uanaenuassideyaiunsmdne lasunts

o & 4 VA d as

Fosdrunnun lunidios Tasls 1nT0eMane « < » (Less-than operator) uatiioannilandu
o W o @ 4 a du A [

lumsiSeadduanmsasmualdlasldneuasames (Jumsilmessinau) wusy 15134

o ~ °o W Y Y
ﬁ'lil’l‘iﬂﬂTW‘Hﬂg‘ﬂLmﬁﬂ'liﬁﬂﬂmﬂﬂﬂ'liJﬁ’fNﬂ'livlﬂ

5.3.4 M31¥U STL
Standard C++ library NnA3gn152n 9l (Declare) 1301107 (Define) 1311

o 4 9) =y 1 ndyd 9 o a
AUAUAITA 18A1ABS (Standard header) N3 1FU Taus TMaHiTeR0RINISBUAGA (Include)

s ¢ s ady ¥ y & a9 9
AUAUATA 1FAADTYBITUAUMSA 1aDT 13 NARIMS1F9uAIe Fe STL HlFemluTdsunsu
13 a J i 4 PR ¢ . .
1100LVUNIVUABUNUADI VLAY IUALAUAITA LaAIADS A9l <algorithm>, <list>, <map>,
<queue>, <stack>, <string> Il0¥ <vector>

@ 1 a 4 o
AIBYWNNITDUAYA TUAUATIA LIALADT (Include standard header)

// include vector facilities
#include <vector>

=] ' a 4 4 1 a Jd
WWHUNINITBUAGA TUAUAISA LaARDs IzUANA199INMIIOURgA Indlen
J @ 4 ] 3
w3 Iiioenn lud «h” wenvimiums ¥ STL ssezdsemenunemales (Namespace)
] 1] : a té |l
Ay (ilesvinfennyely Standard C++ header 1o TAu1d std namespace Fed1litszae

[24 v
mwan)audimsldau STL wwdesdoulfnlugilues std:vector uadilszmaududoudion

£ 4
IS

< P o [
nwesnausalFnulauds semsiszmalfuualaildss

using namespace std;



28

UNN 6

Direct X

o 4
6.1 uuzih lmSndnas
3 g < . . A a o A a
TuTlnszenlaSndns (Microsoft DirectX) Avynuponwimyulysunsuiioy
s o _ % 4 .
wmosa (Application Programming Interface : API) Tuseaud (low-level) nlasumsesn
uumndmsumsaanuuazienwandumedulioalife (Multimedia) Uszdnsningedy
@ o d an : “ b s .
g auuagumswmuﬂiM?lﬂmm'u 2 Uf (2-Dimension : 2-D), 3 U9 (3-Dimension : 3-D),
4 S o a o
iHoaoiflndg (Sound effect ), RUnseisUToyauazmTVEyUMSs IFNULENNAIATLYY
S ad ] ¥ .
1anIn (Network) wumuﬂszmwé’muwmﬂﬂu (Multiplayer game)
@ > : 3 3 q o o . .
auiugnaniiazideavulsnlasndnd sznuneds laus’s Md9 Run Time
i 4 v a 4 @ 3 4 Y .
Library) Nsnudmusiaaimunswilng Taeaa laisnongwuadu (Direct X Foundation)
A S a ' . 2 £y L
vziauilsznouniSoni HAL (Hardware Abstraction Layer) #9492 19aawitds 1un1snsie
o o 1 ¥ a o 3 1 [ v o o U
aeuANUmIIAvRInTAnsieglunsesnsuiunes Tuediedn luld udnhufimuanm
a 4 a o 1 a o
wsiwmesvewennamsulinsimuanunngauseranunsun e ¥islusunsu
v ad A o o . 4 S 1 Py 9 [ A 3 o )
Tantiaoiulases (Driver) Y0383 AL NaMNeIToannunse lsunsuiu Mldms
o I~ .3 ’ @ @ 1 % &
dszuranalisunsuri 1dEaau sz TudesendodIna1awu GDI (Graphic Device Interface)
° EY a A @ . =) kY
M s uteuTdsunsudoasmmizny Direct X AIWSIWDLAY
4 v
UBNINT Direct X Foundation 833idau1senouiisona1 HEL (Hardware Emulation
o v A { o o S ]
Layen) midiseunsnlldsunsudiodtife wielisunsuidesin 3D wuersaudsalu
Y aa [3 3 v 4 o o o
avfuayumslidoumedin 3 5818 Tassziimsdassnnumunsauneseiasaniai
d g 1aq Y v 9o Ay Y Ay o ot o §q ¥ o "y
wulut Ieunse ldanldduldsunsuindesns udeeiidoidonsenotsimlvmsimamms

y g
NUNNATY

o q
6.2 anusuiluvesladndna
A @ a wa a I 9 @ ~ A a 4
iesniliiuszuulfiamsiuIandumslFnudiumnngalunieswneuiumes
1 a o s A v a a
UszinndanyaRan3e PC (Personal Computer) uaziluamavasndanuaionnuiiuieni
F4 ]
] T oA o w @ L4 3 a v
vinalng uanduiadeddaduiosnnanuansalumsiaunglnssiuanaisiudadan
o/ o Y A a o o A 1 o s A Py 2
Humassinvimihfiedafenin tude liflnasgmlumsWawnglnsal veudilymilla

] =3 IR Yo A slﬂ o @ a VoW Y J
LiﬂLﬂﬂ“IﬁNvlﬂﬁﬁﬂ'ﬁ'ﬂ?Jﬂ!.L‘lJU?J'\L‘W?)Gl‘WL ull'lﬁﬁj!'lu’d'lﬂﬁﬂﬂ'ﬁﬂﬂﬁi‘)ﬂ‘ﬂi}ﬂﬂﬁmﬂ'w“ﬁﬂﬂlnﬁ



29

o @ 3 o ' g 4 ' o
(Standard software interface) ¥h ¥ AAUTEHIS ansaham AN flpann lidesh

N
a

@ o aa [ Y =3 1 Y o @ =1
minageuruglnsainnriaitiogluiesnaia ewanaaenliaunsoiaunulasn
4 g ' a =T 4 s o .
B lanfisaneaudl daudnananiauasniiniszdesadielasnosvesginsal (Device

- Y =] 3
driver) 1ds095uny lasnione
% o (%4 J
6.3 yannenwsevdsd1miulaSnens (DirectX Software Development Kit : DirectX
SDK)
o 7o @ 3 3 o % s {
gaiaaornsdmiyladndnd Ao gavedlidisanes (Header file), lauss
(Library), 100813 (Document) az#10813%0a IAA (Source Code) A9 9 NFwlunswann
'3 2 g o o o 7 ]
yovhnsaroms1¥lasnond luilvgiiulimsWannndawesdn 8 (Version 8.0 udd Falu
Y dy 9 a o ] a o d' v v ada4d [ dy
nesyuTlsznoudIuduUMes M (Interface) A19 ) N¥e lumsianupenuTaalify Asil
6.3.1 DirectX Graphics
o ' g s . . 2 4
lumsswfuseninlaiEnases (DirectDraw) tag Direet3D Fauiluiles
T 3 g ¢ 2 9 A ) a 4 a2
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6.3.2 DirectX Audio

o ' =3 4 . 3 a a
iWunissavduseninalaidaesid (DirectSound) wazlaisniinde

X . 2 ' P i 3 4 P H .
(DirectMusic) Fuiluilandudiusznevveslasndndnesfuroundhilldmsweglu

a o A 2 o kY P} 2 U d A kY (4 LY
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4 Lol ] _ s a _
lFuasauIssanNus (Hardware acceleration) lumsaiiaudeayylauiin (Dynamic
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6.3.3 DirectInput
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6.3.4 DirectPlay
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6.3.5 DirectShow

20NUU VTS UMINIUALINUTIRedaSUIS (Media-streaming) 131
' da
msiay 1Wa3a Tenanwe s (High-quality video)

6.3.6 DirectSetup
{ o - ¢ Ao v 3 g
L{lu API ﬁ%ﬂﬂ"lﬁﬂﬂﬂq (Install) i’)\‘lﬂ‘l.]'igﬂﬁlWlﬂT!ﬁuiuﬂ’]ﬁi‘HQ’]uqﬂﬁﬂlﬂﬂcﬂ
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6.4 M3iieaAe Direct X 8.0 SDK 1) Visual C++

71519914 Direct X SDK $ufunsy Inaes Microsoft Visual C++ suaedostmua
laisnne3 (Directory) iy lWdiennes (Header file) uag IWdlauss (Library) foutivels
Tdsunsuaninsorhaunediunswindes o 18 Tag

6.4.1 1i©N Option INIY Tool

* Microsoft Visual C++

||Fle Edt View | Insert Project Buid |Tools Window Help

j ~r A visual Component Manager
|

== —— 2 Register Control

/8| W@ - 2 TN eror oo

=21, A ActiveX Control Test Container
% OLEJCOM Object Viewer
% spy++
)y MFC Tracer

~ Customize,..
A A X

£3 Macro... :
Record Quick Macro  CtrH-Shift+R
Play Quick Macro CtrH-Shift+P

; ‘ . Y s
319 6.1 ua@INI3fion Option 31NLUY Tools o319 laTANaINABINS
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¢ : 4 : : N S s
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l 1] 8 ] Cancel !

{ A 3 4 °
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{fion Setting 9INWY Project U mMuam lausiihez 14imudn 1 luves “Object/library

modules: ” ﬁdg 1|
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Project Settings

:_J General | Debug l C/C++ Link l Resourct

Category: | Reset ]
Output file name:

|Debug/TestFile.exe

Obiject/fbrary modules:

]d3d8. lib d3dx8.lib d3dxof.lib ddraw.lib dinput.lib dxerr.lib dxg

[T Generate debuginfo [ Ignore all default fbraries
™ Link incrementally [T Generate mapfile
™ Enable profiing
Project Options:
d3d8.lib d3dx8.lib d3dxof.lib ddraw.lib dinput.lib dxerr.lib

Al
dxguid.lib winmm.lib kemel32.lib user32.lib gdi.lib IE
winspool.lib comdlg.lib /incremental:no o

oK Cancel
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6.5 Direct3D
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6.5.1 laSnnasns g (DirectX graphics)
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a 4 a ¥ @ ] ° ) o A a a
InuABNRAABI AT aAAAD lABAsInUNIBANUIIveIMSAuaaIna M ldiuYseans
aay ¥d A tg ad o . v asn o
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Tasmsaauiu lunsenireseun tnies (Front buffer)iunun WiWes (Back buffer)
& - an A o Q
2) Direct3D WHNUAYUNUNIATU 3 7 Falsznoudremsyiaunan 2
% 3 e = = - é
WUV ABUULTIMY (Retain) Fuflu APT 53AUR9 uazuUUBUTALA (Immediate) Fuily APT

v e 5 o ar aa o 4 . 4
52AUA1 1AY Direct3D 327115 NAMWIng 3 UAnsuuuua 1¥iWes 9 DirectDraw 1oz

4
mimsiwe Wadds uaaswamenihaess
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Ja 4 " 2 o
Direct3D 79 WoNII5dUIMBSING (Software interface) FIDANITATIAND

4 [ @ @ =) I 4
gUnsslaadna (Display device) lasgasnyinnudnduldsunsminda lgdumesia
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(Graphics device interface : GDI) azdamsdiinslFamlunuun ivuduriavesgilnsal

wva a i J
(Device independent) ttaztinweunsalums Idguauiianeuioglussaus 14

6.5.2 AnumMmImManulassawazasEauiAves Direct3D
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aiuayumslsnuiiesanuan (z-buffer 158 w-buffer )
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AWIOUABS (Render) N Ianalunuuuwan 1wads (Flat shading)
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mwselgau Image-stretching hardware 14
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ez dmnvenuay 1o
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AUANTADU 91U M IFNUEITALITuAIediRe) (Exclusive
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a a 1 a 4 a a va
Ansmwganms s Gbr vosiu larduasmsou Tusunsuuuszuualjiiamsaed (Dos)
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NITIANTITAIAN 9 1u Direct3D uﬁu31uagnuﬂqymﬂan'saszwﬂc§
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(Vertex), Inan®u (Polygon) tazdasne q imugudeyamaril deannsodhdsluillas
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(Pipeline) 'ﬂg'ﬂﬂiﬁ;’ﬂ?uﬂ'ﬁGl‘uﬂ'liliulﬂ'ﬂiiﬂ']‘w 3 llﬂvl.ﬂﬂuﬂ‘Il?J'JWi]ZL;JUﬂ'ﬁL‘lJaUNLL‘IJﬁ\3
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oot a a o 1 g (R 3 3o A a a
oI nNYsedninmgeahauludiniuunuy  ussdelsamurernsndalidssdnsmmn
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fnnersauisoga
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Direct3D l@an3oudsmsnaiouas lidudoulumsdnen (Set uwpuaz
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6.6 agilnenssuvea Direct3D (Direct3D Architecture)
. ' ' { I 3 o 4
14 Direct3D ey 2 daunannse lsunsul@nfe nosinadirsanss (Vertex shader)
a s . £ -4 4 o Ao v
uazANIsAIIAADS (Pixel shader) Fapsindisaassiiludndamsmsasiaunznszuiy
1 s I3 o [ a 4 @
MIAN 9 BUNBSINNG dauinmaamesiunszuiumsndinnimslszutanadeya

¥
sonuniluiumisvesineatazmavesinraiu q L3S UHUAIN

Vector Data

Geometry
Operations

Vertex
Components

Pixel
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3 ° L D4 s o J 2
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Undudrezunesiiadiivies (Vertex buffer) Mifudeyanesiiing uazihmrmnszuiuy
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P Jd o s
gﬂ"fl 6.5 LLﬁﬂQﬂﬂ']ﬂﬂUﬂﬁﬁJﬂlﬂ@t?@ilﬂﬂ“ﬁl%ﬂm@i (Vertex Shader Architecture)

6.6.2 i;l’m‘ﬂﬂﬂﬂ‘iﬁuﬂlﬂ&‘ﬁﬂwmﬁﬂ!ﬂﬁg (Pixel Shader Architecture)
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a J < a s 3 .
Foyandunluinzawamesdouiludeyauvuaflaanesifing (Clip
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6.7 15:ae3 11illaly Direct3D (Direct3D Rendering Pipeline)
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6.7.1.1 N5 WANOI VKU 19UIY (Transformation engine)



37
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A = o " Y a s 3 o o a da

Aomaiaoundasdunied19839998 INAFUUIAQIINANNA Y
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a 4 4 Y
6.7.1.3 33 NI1UaW 05 WFY (View transformation)
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Viewing Frustum
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| 4
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517 6.12 ugasms 15 Tus19nAdu nsdwesuLFY (Projection transformation)

waeuda Wiansy legluszuunnadumialng

v
a o a a
f. 1INBIN (Viewport) uaz aadUas (Clipping)
a J A nﬁy A = A J aa .
Fmesn AvnunTmasungnllsenduninain 3 44 1y Direct3D
dy A a @ ' i a Ay a . 2 £ ﬂ a P
AunmmasuaIna129zoglulneeAunveINuAY Direct3D F3zuvzlHniuvuinug

4 [
(5UIABTNIN (Render-target) Ad31l

/ Render-target (a Direct3D surface)

(_‘}{,Y |
+ }-Height

J

= A 44 4 a s . a4 & 4 s =]
?j‘l]'Vl 6.13 UAAINUNTN AIUUBIIINDIN (Vlewport) NIDNUNUDIUTUIABI-NIILON

(Render-target)

4. M503YAd (Resterization)
I 1 4 o v 4 1 < 3 4

nasnndunsdlesumdu Ul lmiudy Anesinadezgaualas,

o ' A Av a o s sy o A
1213} L!ﬁgﬂf’J‘Ufﬂﬂﬂu11"1]u'lﬂWaﬂﬂUQUWﬂsﬂ‘UUL“ﬁﬂﬁlwﬁﬂﬂﬂﬂﬂ']i&iu!ﬂ@i (Render target) 13}

¥y A ' o a ) N A v A

wiounvgdaldsdanuueamsaignd (Rasterization) IWBUAAIHALUIBMN uAtDI Il

Sy 73 du ‘ﬂ a A ) o Ao Y v
ﬂlmzuﬂ]'ﬂuﬂﬁn@ﬁlﬂﬂ“ﬁﬂﬁﬂm usmuiaiumuﬂ’d (Homogenous) 't']g Lmzﬁ')ﬁ\?ﬂﬂﬁﬂﬂﬂﬂﬂﬂ'ﬁ‘u@

. L & . :
yavo RHW (Rec1proca1—of-homogenous—w) mumuané’hﬂ %9 Direct3D 32N1NIT Lﬂﬁauuﬂm



41

adumalunnu x, unu y wazsunau z lidludoyan luTe TudiflvaTaomsmsdiem w uag

11177 RHW 910 83UAADUD w ATUauns

b
Il

B~
I
DA

Z
s w
RHWZy
w

Y 1 3 1) L é 1
e ldmndesmsudrtedudnginsgaddazldmluuny x uas

I
N

° ! vy o L A oA '
un y Tumsmuaiuilugalauusenw uazlddeyaluuny z lumsiaanuaniiedendy
=) { @ 4 1 U o
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6.7.2 msvszuananesmnsuasimwanuuldsunsula (Programmable Vertex
and Processing)
J a { 1 o o '
wenin il Tailunsiszuanaiduiteglunessums udrluDirecsD
< v o A o ' { A
nestu 8.0 deldmy 1] lainawisaTisunsuladndan Tasduusniiuduninn
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v 1o ' Yy 3 o ¢ ]
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Geometry
Pipeline

1]
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| o
Pixel and 9 9
Texture Blending - W
i
Rasterization “

51/ 6.14 uarmsdauilszneundnuazms Inavesdoya (Data flow) Tumsszuiana

g 3 4 a EY
nemnduazinavsuy Tdsunsyld

6.8 Direct3D Object
. y ‘g Y o . a [ [
Direct3D gna3193u TagldMdnn13ues COM Object iazdumosiWe (Interface) A4
o - g a ¢ 3 3 ¢
HuTdsunsun@outulumy C waz C+ Jenusaldaudumesalazdsuiang (Object)
1% ' 4 a = A A PR o v 3 o Ao
18 Taonse MeannmsIFmuudn (Basic) ¥3901810U 9 NABIMIIUHIUFUYDI IAATIT
Y A = ) a 1w 3 3 Jdo ¢ . . a
wihhlunmsudsun)asdeyalumsaadenylasndnasuing (DirectX runtime) dnvoA
2
Hilg
. g 3 o / 2 .
Direct3D Object 1uSouinausniidesadratuddosnsez1dan Direet3D uaziilu
3 3 o Yy A g ' o v
doulnAganenizdolanides (Release ) wasInMsldny ansoasIvaBUANY

P s ) Ao ¥ < 1 N . 2 o
mmmmmmimmuazqﬂﬂsmﬂu 9 ﬂuﬂﬂqﬂiﬂﬂﬂﬁﬁ\?\ﬂuNTNﬂN Direct3D Object ¥IN

QK

k4
THisienusansivaeuginsalld e ludesadaiuium

6.9 M31¥U Direct3D
o A Y o) o ) . A ) v =2
FUADUUINAB NITTUANBADINY 11I3 Direct3D interface W 1% 1UN5I109M3
v
19717199 Y84 Direct3D Tasaunsarin laaail

LPDIRECT3DS8 g_pD3D = NULL;
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ifl NULL == (g_pD3D = Direct3DCreate8(D3D_SDK_VERSION)))

return E_FAIL;

; P2 0 i Tk s . .
deaded havuuudransaldmdalunsmnwesmesna 1Jda Direct3D interface

nleas N?ﬂ’s‘aﬂﬁiﬂﬂi%&u‘ﬂﬁﬂﬂ (method) Idirect3Ddevice8::GetDirect3D

6.10 Direct3D Device

2 X i A s Aq Y s 2 3 o

Al 14 Direct3D A9 03a152nouN1F1UNSISUABST (render) FIVSAVINHITDIUL

-4 ns" @ o 9 - a 3 ] 9
Tumsisuaes (render state) Uonaiugaiminlunszurumsuasuutasdurvaaz v
4

e (transformation and lighting operation) (QEN13099A (rasterize) YoININUHLoS I e
(surface) nae

s 4 @
Taseadraveed ladauanilasnssy Ay In

Direct3D Device Architecture

Transform Lighting

Module Mocdlule Rasterizer

= 4
317 6.15 uamsaraaonssuvesd 1o

v
a J ' @ 1
6.10.1 ¥aved 19 1eld dese 11l
. HAL Device
' . A s sd ' <
8911310 Hardware Abstraction Layer 19 FI5ALITHINA NV INITO TUAITLTIANING D
a dyw = 1 <
Tumsasgadl  (Rasterization) wenvnddaianuamsalumsissanusailumsyszulana
0 v
P . & . ' it
195NN (vertex processing) BRI UUAD HAL device UMsead1elugaluuiediunions
o o 4 a a 1 ]
nuaveusaes 1l T Blumesauns Salidsz@ninmgs ud HAL device Tianunse
4 o a $4
sumes vuesauuy 8 Inla
Y o o F2 = . @
msa$1ed hduuy HAL annsoildlaonsiSenunsen Idirect3D::CreateDevice

LAz MYUAMUBID3DDEVTYPE HAL iHusiiavesd 1
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9. Reference Device

Y o y Y @ Y
atfuryumshamues Diree3D Tunngduuy esaniuldsumsesnuuyly
o 1 y vy < o o AN YR o 9y o Y
‘VI'N']‘LI'E’)EJ'NQﬂﬁEN11'1ﬂﬂ'J'lﬂEl\‘lﬂ'liﬂ'NilL‘i'ﬂuﬂ']ﬁ“ﬂ"l\ﬂu N'ﬁ'ﬁW‘ﬁ‘ﬂ]lﬂfl]ﬁﬂ'lclﬂﬂ'lﬁﬂ'lﬂ"lu"ﬁ'lil'm
=< o o EY 9 o 1 3
’1]\‘3!141]']3?{"!143Ui“ﬁﬂi?‘ﬂﬁ'ﬁ)‘ﬂﬂ'J’lllgﬂﬂﬂ\ﬂuﬂ'ﬁ‘vnﬁ']uﬂl'ﬂﬁiﬂiuﬂilllw']uu

f1. Pluggable Software Device

4 4 a ' 1 <4
Tuunensdingdnsaiaeuiiaumes iawiselumsissanudlumsiszuianan
' s p o s 1 e o
2019'1¢ Direct3D 9231804 3- D g15audsauin Iagldronins uaazyirldnismaudasld
R A Yo o A A ' v AaA v
uinemnsanaglamdeanryitogludagng ladaiy
6.10.2 Fiiavedlnstinvnenanserhannla ( Device-Support Primitive Type)
. Point List
A v s 3 Lo Yo o = 5
fio nguvenesiindies lasumanswessilugaidorn awisathldl
’q Y o i) 9 g a =3 Y
Uszgnaldlumsinguusiaean uazdulssuuiuives Inaneu 14

[ ' a Yo 4
AIBDYN i}‘ﬂﬂulﬂiﬂmiliumﬂi

(9, 5.0} (10, 5. C) (20, 5, 0)
2 L 2

@ 2 @

(-5, -5, 0) (5,-5,0) (15, -5, 0)

= ;
gﬂ‘ﬂ 6.16 LLT1A Point Llst
= a g . 3 & 4 Y 1w = a A =)
TNTOUUUANLIOD (material) LATINNHIIDT (texture) Taunu TaoFvesuuaisoanso
3 ¢ & a o
mncmfuas%zﬂsmgnﬂuﬁmm@ﬂuuq
9. Line List
A . 3 oy Yo ¢ Y a ]
Ao ﬂqmmnmmmﬂ"lm"umsL'iumaiﬁ]umuﬂmﬂmq FIXINITD
o Jd o {0 o
i hllsegnaviniluduiisideanld

o ' Y] Ay Yo o
AIDYN Lﬁummllﬂmmmumas
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(Q, 5,03 (10, 5. &) (20, 5, 0)
» »

s /
/ / /

/ / /

(-5, -5, 0) (5,-5. 0) (15, -5, 0}

JU7 6.17 uAAIANYUL Line List

o 1 ==} [~ 4 99 ¥ 9 Y @ =
FIWTONTIUUARLUANLT YA Llﬁgl‘ﬂﬂqﬂﬂﬂﬁiﬁﬂiﬁlﬁu@iQvlﬂ&‘lfuﬂUIﬂﬂﬁﬁ]zﬂﬁTﬂ{(]nl‘l]ﬁ'lllﬂ'ﬂll
81V UTUAT

. Line Strips
A Y A A ' Yy Y v
A9 IWUATINUN T UADU 819 8nNY

@ ' o
A10819 M3 URBIAIFL

(0, E,- 0) (10, 5, &) (20, ;. 0)
/\ f
4 \\ / \\
z/ \/ \/
(-5, -5, 0) {5, -5, 0) (15, -5, 0}

317 6.18 AAIANYVLVDI Line Strips
4.Triangle List
A d‘ [ d' £ d' ] d‘ 9 v
Ao yaeuganswiuieadwgdaumasy 1 31 Taghifoadeeiy
H 1 v v E4 '
sienumdenaun iilesninlnsdivyndezdeadiugdammasy dafu fuaugaidelal
b g @
e’ Wil larieedoanisdae 3 awn

% 1 a Ay v d o
AU ﬁ?ﬂJLﬁﬂUNWQQQTﬂﬂ'ﬁLﬁum‘Oi 9\115,1]

(0,5, 0) (19,5, C) (20, 5, 0)

/’\ \

/SN N/

(-5,-5.0) {5, -5, 0) (15; -5, 0}

U9 6.19 4B UL YD Triangle List
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9.Triangle Strips
= ' a A v W A = Yy ' v 2R o
fo ngumumasuiyeuaeiulyl essniinsldungaswiiasi
3
Tawsadszndaduudeyald Jeilddszaniamiumsiszutanaddu ualiluma
o 9 = o Y - @ dy 9
Saudesiannsoildegluglvesdeyadnynzilla

[ 1 = a 9 J o
AIDYN ﬁmmmmﬂﬂmﬂmnmmm ﬂﬁzﬂ

(0,5, 0) (10, 5, C) (20, 5, 0)

/\ /5 \
[ N/ \//

(-5, -5, 0) (5,-5,0) (15, -5, 0)

317 6.20 HAAIANYULYDI Triangle List

. Triangle Fans
anyaezad1ony Triangle Strip uavz 1dyatlatesauiu Saiimsiialy
I91u1dd e

@ v a a 9 Jd @
AIBYI ﬁmmaﬂuﬂﬂmﬂmnsumm ﬂQE“lJ

(0,10, 3)

©,0,9
JUM 6.21 UAAIANYVLVDI Triangle Fan

6.10.3 mﬂ‘l’f}num’ﬁ (Using Device)

6.10.3.1 NISATIVADUIISAUIS

Y 1 dy wada '
awsalfwaneade 1l lumsasrvaeuquauianiiogly

Pl { R
33 I SRS
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IDirect3D8::CheckDeviceFormat
9 ¥ o < 3 4 J
1Flumsasanaeunasaunsvanuausalumssuaes uaznumngses Uy
4 a 3 [ a Y 4 5
woswlawtialathe uennnmiudildasieaovgduvvvesauaudorniies (Depth-stencil
@ 4 Py
buffer) taziantiWimes (Depth buffer) Nenansolsaula
IDirect3D8::CheckDevice Type
' o ' <
1 lumsasareunnsausianuamsa lumsssanusilumsdseuianadiu
=1 o o %
laths anuausavesd i lunmsvaionsu (Swap Chain) lumsuaaska uazasIvdoY
(=} A L - 9 "oA i} 2 ' 9
1@ hdlanuausalumsisuaes lugduuumsuaaswanldauegnioly dnouesly
v ) I'4 Ja u 4 v a ' 9
WNTEANITIZATINTBUNBU MBS ASTFUuuVve R HMBsURazwiaod1s lsThe

9 a 4
6.10.3.2 M3a3198 125

L4
Tumsadedhs dudeuldsunsuleeldnmu c/c++  2@oead1e Direct
g ,3’ ' ;’,’ =) T R o o = S Y Y Y k4
object IuIADN 1AUIIldMIFISIMUARUAN YU YRIA FNdens IdTeya lnseadi
D3DPRESENT PARAMETER
o o & a . L e @ Y ay gq A4
NONVINUHIUIINUNTOA IDirect3D::CreateDevice fﬁﬂi‘Uﬁ‘jNﬂﬂ,’JGﬁ °1u‘nu
o 4 I'd 4
fmualildaneadountines (defult adapter) @3198 laduuy HAL uazl¥msyszulawa
23 2y ¢ ¢ .
1IBFINNFAWTONNUIS (software processing)

o 1 a Jd 4 @ .
6.10.3.3 NMISNIMUANIVOBUATNENT 1UNOTIUFY (setting trasformation)

Tunu o/e++ @W3DISONUNTOA IDirect3DDevice::SetTransForm 1A0e
' a S o a 4 J o v o [} ° 1 a
AMunsnTndsemMsimuatazsiavean ey dedteis umsfimuanivesia
4 o @
Ny s IULTU
o U 4 o % a 4 o o v
Tunsdmuammsuadesumsulusiadug  aunseila lasiimuam
4 .. ; »
D3DTS_WORLD, DTDTS VIEW liag DTDTS_PROJECTION Samdautshannsalslan
Y
o FY [
msmmuae1 131y D3IDTRANSFORMSTATETYPE enumerated type Wonaniigelsznou
Y Y ~ LY 4 o v A @ o a Y A % o 1
aeitsnlgTumsnsudesumduneanumsiueutiudy (Animation) uazfvuag

v @ [~ 4 JY =2 a a (Qy dy 1 o a @ =
DUAVUBIUNINTIDIAIY m‘luﬂimuiymwuwuuslumummmsmﬂuﬂuauum%u ﬁ]%llilll

d d
6.11 M3UsLAIANANIBILNND (vertex processing)
’ S @ sE d P
11 Direct3Ddevice interface atuUayuMIUszuIananosnasnelunuusenils
s s & a g s o A a I &
waze1sas 53 laednAuaInuEINIT0YBIFIIALIT IUATDIADNRUADS UADZIATOIDL

1 @ V J = [
lLﬁﬂﬁ’Nﬂu‘ll‘ LLﬂﬂ'J’]?Jﬁ’]ll’]iﬂrluﬂ’ﬁﬂigujaWaﬂ]aQW@wlszﬂzlﬁuauﬂu!ﬁll@
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el 1#lun1sngudsnislumsszuananesifinddmsy HAL uas
reference Device
- D3DCREATE_SOFTWARE_VERTEXPROCESSING
- D3DCREATE_HARDWARE_VERTEXPROCESSING
- D3DCREATE_MIXED_VERTEXPROCESSING
D3DCREATE_MIXED VERTEXPROCESSING aya1dlfia ladraiuisasiinis

vd Jdao s ¢
ﬂﬁgujﬁwan'ﬁ]ﬁ!‘Y]ﬂ“]f‘ﬂ@?.nﬁﬂlnﬁ!lazcﬁ@wlljj

d
6.12 N3LIUNDI (Rendering)
Y 1 o e 4 aa & ‘:?’
Tsunsuldumsenlunguues DrawPrimitive Tunisisuaosnwauiia Fae il
Y
wnandduasumshaulusazaiu

6.12.1 M3Aa19se3511e (Clearing Surface)

' P % 2 Yy v s A r1aa s .
ﬂaumzzsumamm‘lummz‘ﬁmq %ZG’]@Q@NL%@ﬂwﬁT\TZ)Q'ﬂTJWﬂiﬁ (view

a by s A Y AA 1 a o Y ~ a a
port) NLIINDINTILTUNDU L‘N’E‘)\?ﬁﬂﬂ"\lﬂ}J“ﬁ‘ﬂll?JULﬂZJﬂ'li]‘n']slﬂﬂ'lWﬂﬂi'lﬂgﬂ@ﬂll"lilﬂ'ﬂilwﬂ

v
v

'Y o [ Y o l 1
warald wenvniimsdruvesiaduumsasuamuzveaativives 1¥egluanug
v a v & ° Vi qYy s Y =T 4 S
151A9MIBAR Fusransamnua lanlddaresiadiemdnsemndioes lag
{ s
wnsean 1 lunsdrauwes e Av IDirect3Ddevices::Clear
6.12.2 MIITUAULAZIURAIN (Beginning and Ending a Scene)
' = o 4
Tuniyr c/c++ aAsufNezRinIsisHiaesazdousunldiunson
IDirect3Ddevice8::BeginScene #9 BeginScene 1umsdsliszuusimsnsnasudoyanislu
U -4 4 'L T a v 3 [ o L
uazAsARU TS MaNADIMsITUARsagrsense T uenmiudsaunsasimuaniaig
A o ' a a o ~ 2 oy =
q ,elu (Intemal flag) WoMruAILIMsSUYsTINaNa HaIINSINUNTBATILAD
Yo w 1 Y v @ Y 4 [P=Y .
mwnsaldmdeineg lumsisuees1d uamsdaliiswaes las luSonunsen BeginScene
1 ° Y Jd Y
Asuazi ldmsisuaesaumad
[ o
NI UARs 5 oU3 Ba1d 298 AR S UNIN FBAIDirect3Ddevice8::EndScene
L a ygdy g s Y s A o s
Fannihndrdeayaney luuny (Cache) nsaaouanugnassvsuseslanhimsisuas
HaziMsaeaa1ee mealu (Internal flag)
o o o o ] 1
ufe Mdlumssuees1sdoInyssni1uuNson BeginScene WA
4
EndScene 111U

fpdaLaaIms 1 nsoa
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HRESULT hr;

if(SUCCEEDED(pDevice->BeginScene()))
i

// Render primitives only if the scene
// starts successfully.

/I Close the scene.

Hr = pDevice->EndScene();
if(FAILED(hr))

return hr;

}

6.12.3 MIUTAINANIN (Presenting a Scene)
i Y A a S Y
wnseamamiminlunmsaduquanuzyesd hanldlumsudassauuy
a 4 EY)
9UBLNDS Usenoualy
- IDirect3DDevice8::Present
- IDirect3DDevice&::Reset
- IDirect3DDevice8::GetGammaRamp
- IDirect3DDevice8::SetGammRamp
- IDirect3DDevice8::GetRasterStatus
2L Ao o o~ A Y ) ° ) Yo 1 g
FalmmaremninertesdumslFnusazsuiludemswanuninouazms 1¥aeae 115
' { o s s
1). Front Buffer A8 @iuveuuulySnazlasumsutaslaonsidindouatnos
v £y ) a s A P
(Graphics Adapter) W WAAIHABDNN NN HIIBABUNANDINTDRUNTDIDY
o { 4 3
2). Back Buffer fin iwosiandoyaszgaasuduliidly Front Buffer
U 4 o w 4 2
3).  Swap Chain 718 NGUYD4 Back Buffer Nivad1auiioaznatoiily Front Buffer 39
3 =1
T3 lumsuaaemauuufuIen M (Full Screen) aziimsuanaluziuss Flipping DDI (Device
(] a 4
Driver Interface) drumsianananuyIu ladazily blitting DDI
A ﬂ wa , @ 3 a L4 a Y A
esnnmensuiluguauiAves Diree3D Al A ldmnyilaazdosd
auaulialumsiarensuesios 1 onwuiaUe
6.12.4 M3ITUIADS INTTNN (Rendering Primitives)
g 3 Jd 9 =)
- DIUNNFAINAATY (Vertex Data Stream)
. IS 'W 1 = ¢§ = {
Direct3D I API fi9amsludiuvesmsisuaes insand selnsinnioe
P 2 v 74 o4 4 ; I w s 9 P
isueilsznevuNINTeyavesendrutued lumdiies deyavesnesinngera

Y
22U 5NOUAWAUNUL T AMAUFININ (Normal) 1T UAY
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iiles 1A muu1uﬂmsuma%”lwmwl%:ﬁmmu%gaué’am%gammﬁmﬂszﬂwﬂu
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— clip
Setup
.. Rasterize

Sct3ireamSzurse .
{atach vertex cormperents o sirmam)

{ o @ 4
31U 6.22 wamamsihauveativives

4
~

Y
MsisuRes Insinnsznoaudae 2 dunou @ail
o 1 Y 4 a
1. msimmuamidnussntszneuluaasy
= U 4 o a U n’/’
2. MIGENUNTOATUNGN DrawPrimitive INRISUIADS RS UMY
- MIMUUALNDIVBIAATH (Setting the Stream Source)
o " EY o I 3 d o
lWUNs9A  IDirect3Ddevice8::SetStreamSource °1cvclum'5mwuﬂnasmﬂmm\l
Iq Yo =) 9 a 4 . v ) v o 1 =
wesliiuaasuvosdoyavesd g (device data stream) uAMs AR NUTUR LSS S H 9T
Y v
Yoyamilazdslifiaiusunhezinsisonmunsealunguues DrawPrimitive
a A s o Y] Ao s ' 2 ' ¢
AN (Stream) AD D1ILTYYBIVBYANNDIAYTZNOUAIIY Faudazen
. & a ' &
Uszneuenvdsznovdledeyaiidesasldnld Feldlumsuansdumis upugemn
Y ' a 4 5 Y o J v z::‘ = '
Wudu mwndiees stride Wlumsmmuavinavesesslsenouman  Tasinunosiu
4
Tud (byte)
% Yy  Id < a 3 do ¢ .
- MssuLaes lneldnesmnduazdudns e s (Rendering form Vertex

and Index Buffers)
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Tunsldwmseannertumsna Insinn awsoutsesmily 2 ngu Ao
Aaa o & ida 3 o K& a 3 J9 uladd%’ ‘ﬂ
wuuhiiBwans wazuuy luliduwand Feimsduandgdeyalumsdszaou Iwsiianauuuiy
' d a g a 4 Jdu o ° a 4 Jdau S
31313 T Diree3D azinuduang Blududndaivives Tavannsofmmuasudnsiisines s
wlduldlaeSsnunsen Idirect3Ddevice8::Setindies
wnseanlFlunsna lwsinw
-IDirect3DDevice8::DrawPrimitive
-IDirect3DDevice8::DrawlndexPrimitive
ay ¢ )
6.13 A9TUZYDIA 13F (Device States)
d o ° [ o N
lu Direct3D aladvinulasmsmuimaiaoz lasTdsunsuazimuamaniue
1 "q’f $ A [ o Jd ]
MAINITD UL NNEMoITUMIA IS PITISUINDS uazmsnlugu lugadau
S| o @ . Y
NIIUANOTUNFY (transformation module) 1T UAY
é =1 4 ] 9 [ dy
FaamULve9d Namnsanue a2 uuy fail
6.13.1 Render States
v T ~ A
MIMUANANTUTA INAIUY0IN15A9YAT (Rasterization module) 9
9 2 a v d o qy o Y o wa
s lylumin/dsulasgaaudamsisuees sSmuaedsios 1 Mnuanuaula
YDINUBNUALATLUIUMS IUMIAIIATDUY
o wa v c:y A o Y
msnmuanuauiamai ldsunsui@eoulunim e ansarildlag
= . . 2L Y ya ° ' a Y
MSENUNTDA  Idirect3Ddevice8::SetRendState ¥4 IAUMSAIHUAMIEDILZ V97 13 131U
‘Bﬁﬂﬂsfﬂy’ﬁ D3DRENDERSTATETYPE enumerated type
d 3 4 d o Y]
MytszanananosnnsuuURINFUMIe63 (Fix Function Vertex Processing)
3 wa 3 o U 4 ¥
aunsamnuaguauiamsinuldlagmsdmuamaniuziswess wadldnmslszuia
s3I v - wa ' Tt
o5MnduUY TUsuns1 1A (Programmable Vertex Processing) Asiautianates) agheaz Wiiina
9w 3 Ad @ o
UBNIIMUNTDA SetRenderState HAIWINUNTBADUY MALITRITUMS
o o '3 aR~1 o &Y @ . R
fnuamsiauves Tl ladiszuananesifinduuuiessumeds (Fix Function Vertex
" o s { ar o U a L4 4 3 s
Processing Pipeline) Funud0enumsmmuasuuasngmsudnosumsu (transformation)
9
MIMAUALUANITID LAS I UALTIRITI
- IDirect3DDevice8::SetTransform

- IDirect3DDevice8::SetMaterial

IDirect3DDevice8::SetLight

IDirect3Ddevice8::LigthEnable
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< 4 -
6.13.2 AD1USVDUNNYIIDT (Texture Stage State)
o g8 o s ° o {
Talumsmunugluuuvesmsiuindinesuazmssmuailames (filter) #
v A A o wva U ; Y- =)

v l¥au Tsunsun@oulunmw e+ annsasmuaaaautiamanii 14 TasnisiSonum
59A IDirect3DDevice8::SetTextureStageState uaz%ﬁﬂ%ga D3DTEXTURESTAGETYPE

Yo ' 3 o S ° Yy INYg Y Y v
enumerated type lAMMUARITIUZVOUNNTRRI NAINTasruan 1a 1317 ud Tasnisa
1w a 4
A5  D3DTEXTURESTAGETYPE enumerated type (Huw131imasusnluumnson
SetTextureStageState

o ° 3 o s I a v o 3 ¥
ueNNNNY  Msmruannmessosanagldaumuisoniild laans

SUNIUNTOA IDirect3DDevice::SetTexture

d
6.14 Swosaly Direct3D (Direct3D Resources)
3 o s o s 7 °
Ao mnFnesuaziwmeosnlFlumsisweans TWsunsuiinnusndudesae Tnaa
o 9ht ¢ v o4 4 Y] 3 o I 3 o 4 a 4 do
Anaen uazldssesavatil aelsznoudie Wndwes nesimnguWies wasdudnaw

4 v o J L) d . . @ @ 1 dy
o3 ANUFUNUTVDIS¥OIE (Resource Relationships) 1UAIHUMWA I 11T

IDirect3D :
‘| Texture Creation . | IDirect3DVolumeTextures

IDirect3DTextures

I IDirect3085urface8

(Mip Levels)
IDirect3DCubeTextures I
l IDirect3D8Surfaces

{Face Levels) I——

- IDirect308Surface8
lll {Image Surface}
S fan IDirect308Surfaces
-} | GeatedepthStendiiSurface( (Render Target)

III IDirect308Surfaces

&

CreateTexture!)

IF
i

CreateCubelexture()

2

| Surface Creation

{Depth Stencii}

IDirect3DSwapChains

Direct3D8Surface8
I (Back Buffer)

Vertex/Index Buffers o

CreatevertexBuffer(} IDirect3DVestexSulfers
¢

CreatelndexBuffer() = IDirect3DIndexbuffer 8

A o =) 4
gﬂ‘l’l 6.23 UAAINITNINIUYDITVOT O
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a ) ' Y A o a & uly a q ) v
gnesdenngio lan uaesd wnseaasissvesasiaiuld gnesisninyn g uaasi
N v /a ¢ o vy
Jresaviaiumusoliuersnuuud (argument) luunsoaiula

J
6.15 5058 @ (Surface)
! 4 P, 4 2 g ,
Ao Wun luw Tusdawn 15 lumsuanawa (display memory) ¥4lagnalilazegluy

Ad d . =] " =
wu TS NeguumMIaLaaIna (Display Card) uaNe 1115008 1 TuT52 VY (system memory)
1A

o 1
oSN PNV fgﬁ]gslu IDirect3DSurface8 Interface

6.15.1 ANUNWAZAIANG (Width and Pitch)

a 4 1 [

ANUNINLAZANT TANUHLIAINU A21UNA13 114N Direct3D M
aa a . gy A v a . @ 3 =KX A '
Taveurealunaasdn (Logical) anuniedinietlufinea (Pixel) daiudaliauvinuy

T oa a Aa d 1a J a = 9 o 4
we lininmaszlivineddedan uafing fanuvueds szozvesdeyailusuoulud

Taosins i T3 udwiiluunss (Cache) 1 laldno Kzl

Width of this — =——————————¢Pitch of this _
. Diret3D’’ - — - Direct3D
“surface Front buffer | Cache: 180K | “surface

384x480
Back buffer | €ache: 180K
384x480

U7 6.24 uamsdnyazanInNUN Nz Aing
1 a  da ° ady Y 2 ~ 2Ly o 2 ~
mnsianusuulunsaindesmatndaunlus Taonse Fedeemiiadavinamuus
Tagvhu l@ouludivvewnsnasiue 13
o
6.15.2 31uvuUBUBD I (surface format)
I'4 q’] v o a 9 1 a A g 1
slnvvvenwesimiudimmuasiavesdoyaluusazinaadunueyly

s = . ] = a
wsesienu1u5 1u Direct3D 19 D3IDFORMAT aiilua1n1¥nves D3IDSURFACEDESC 1u

a 4 ' 4
msesvegluuvvensesia Tasaunsammgduuuveusesmalaq lalasSenunsea

IDirect3DSurface8::GetDesc

6.16 u@q (Light)

A A ° Y=t ° . = s .
Welimsmyua lnumsaisuaaly Direet3D lunszuIumsasd (Rasterization)

¥
@ 9

2 o 4 A ° 1A a Y
msfluﬁuumuqamaiumnsumasviﬂﬂqau ZUNITIAMUIUATTUBINNBAAIINATIV



54

o aa 4y g < o . Y
MR isea maa % 18nanmsiziindiees (Texture mapping) ttazanududy
vowuaz s ngeglunnduiannundwasianie (Light source) M30IZAVUDS
ustauomilou (Ambient ligth level) 1iiof195mualild Diree3D Tudimvesumaziund
=) Q’I 1 9 9 . [ =3 3 Y ' o [ Sld'd
38 UUMIBANUTN ABINSIH Direet3D FamsstwaziBoarionualil uddmsugniany
) < ° VA Y Vo
MUY ING NEsafIMANeIN UL Ide Uiy

9 = a o EY Ay ya a dgl 1 1
ms lsuasuazuuaiissazihldmni ldlanuasnuazaussdivedann
v
voswaiisvaidumsfimuaquaniialumsazfoundsvesiivin daumveauiiums
o S 4 99 g v & Yy 3 42 a
Mvuaudeiideeenieldasion dulu drdesmsizlfuaaiemuanuauauezasny
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9 o ' a A Yo Y a 3 o U i 1
‘Vi’JGIE]ﬁl'ltﬂu‘Ylﬂi’)\3ﬂ'l‘H‘Llﬂﬂ1LLlJGIVI!SUﬁ1ﬂ’J¢Iﬂﬂ’JEILﬂ1J’E] (mzummq%zagiuﬁmwmmh

Qq q

5
M)

v
= 1

74 Direct Ligth U0g Ambient Ligth mailuiaghdeuasesnulg Lzmmmﬁm
Tiduurfuaz iy waglmadns lumsihaufiuandaiu
. " ) S a =S U =] 9 o & .
Direct Light 3ZQ03UNANNUASTITUD mmmugn‘l%mmmiu Shading algorithm
k4 v
IFUNDIOAIYARY (Gouraud shading) A28 Hastlsiladeiuaz s lumsuaaaunndiaiy
2 o q ¥a d o a d ° PxY = v
1 Geashildifandiiinding fu wassdadiannsofmualddremsSenldunsen
v a I o a
IDirect3DDevice::SetRenderState 1agldA1 D3DRS AMBIENT lumi151iinesnivuawsiia
U 4 a o 1
YOIADIUE (State parameter) LLAZANTNABINS TUNI51TIRDSYAA (Valve parameter)
6.16.1 ¥HAVBILAY (Light Object)
I a % J -
14 Direct3D fiereay 3 wila fo yaues (point light) ilonlas (Spotligth)
=) A 1 ) % ‘g
HAZUEINANI (directional light) FUaaAaFHALT1wAZIDYARIT

== o ] 1 aa = ar 9 v Y
%qmmmau,azmgmuﬂumﬂ Lmlhlll‘ﬂﬁ‘}’nﬂ!ﬂﬂ? uu%ﬂmtmmm A

NANANANI Asg)

|
7/

1 4

S

317 6.25 uerAsdnYazYRIYALAS
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o 1 U ~ ° 4
ﬂa'ﬂﬂIlw‘ﬁ'lll‘lﬁ]ﬂﬁﬂﬂ‘lf’fll;]UQ'Jﬂﬂ'lQﬁJﬂﬁﬂﬂllﬁﬂ ANVDILAINDDNUIVINYALTIRNN IV UAN WY
a o 2 o @ { 1
WITIWNDT  Attenuation mmnuﬂaﬂymzmsmaawmmmﬁmzm LLa$§$EJ$°/l'N'leLLENﬂ’E'N
= 9 o ] - a 1 3 J 3 o
Il‘l]ﬂ\? (Range) 1‘]5@1“?‘11\3‘1]’0\3?%&?3\‘1 TEYENWNLUTAUAUN Llaé‘,ﬂWNﬂ']ﬂ‘iJﬂﬂl')?)'i!'ﬂﬂ“]f(luﬂ'Ii

v
ﬁm’;mmma’mmaaﬁuﬁa

6.16.1.2 a1lan'lan (Spotlight)

I z A o ] a ~ 1 Ia
aﬂam"lamma AWH U LIASNANIY Llﬁ\‘imﬂﬁﬂﬂﬂﬂwﬁnﬂﬁﬂi’)ﬂ"lﬁvlll

o IR S P ' = ' ) 4
aﬂymm‘fluﬂiwmmuwag“luqmzummmnu1ﬂﬂqﬂuazﬂﬂm aﬂmmamaaen"lﬂwam

AR VDIA NI WA AIAT1)

Inner Cone (dvTheta) Outer Cone (dvPhi)

51/#1 6.26 uansdnuuzyes ailonlan

@ ] d { U ' o 1

Tmodiudedisvesadenlayl anuduveasiinlassenanaen lasigasmua Taoen
~ a 4 a oo

Falloff attenuation uazﬁzﬂzmmummuma‘lﬂﬁa (range) Lﬁmmﬂﬁwnmmaimmumn

o IR A v 9 =1 =1 P
mssnnsuawnalen landedanugudeumniigauazildowmlumsiszurananiga
6.16.1.3 UE9NANIA (Directional light)
a1 a P 1A R o ] A v
fiuadivesd wasiiame luliadauaasdwmis iosnnausly
v v 4
dasazduiny Wude Wuuashannsznuiagianualunindlsiiemafendu wudedy
a d 4 a { 1 a (Y
uaennAeeIiad (esnndumaniilussoznei lnaunasaaiiouin@umsvinuiun)
4 1
weraana luiin1 Attenuation ¥32388N 1N ALY MM uralinnududeutioofigauas

A ) d' ] [
nlaesmsisesutanatisengauny
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6.16.2 ﬂmanﬁ'ﬁmamm (Light properties)

E4
aauAveuaeTUeYIAvYEIHALE (light source ) HAZT UBNINUY

v o 1 4 o o [ ' a 1 a 3 a ] A
Fasmuasnianusidudmsunasluuaazsila (umsmawuﬂ%ﬂmwsmmaﬂummu

v % y 9 S v 2w 3 2
fu) lu Direet3D 14lnseersavoya D3DLIGHTS Tumsinudoyanednuuaeianug o

4 1 U v Y o Y
Usznevdedeyafiutiuiunguaie Tadadl

¥iiauoanas (Light Type)
Fupauaa (Light color)
ANUANI5av8930g (Color vertices)
AWML 5LOZNIS UAS attenuation YBILE
NANI9UDIULA (Light direction)

wva 4
amauiAvosailen lan

6.16.3 M31¥uas (Using Lights)

° v a I3 . » »
6.16.3.1 MINMUUANWITINADIUDILLE (setting light properties)

Tumen C/C++ adrauazsimuamvsadd lda1emsfruanInig,

fioiane NilogluTnssadudoyn D3IDLIGHTS ud2SuNuNT0A Idirect3Ddevice::SetLight

2 1 a g { o 4 : o 1
FafpaszymaduAnGusua iz i muaday 19991010 Direct3D AINTAMMUAUNAULAS

v
TanSounugega 8 unauniy

A10819MINHUANIYDIUNALA
/*
* For the purposes of this example, the d3dDevice variable
* is a valid pointer to an IDirect3DDevice8 interface.
*/
D3DLIGHTS d3dLight;
HRESULT hr;

// Initialize the structure.
ZeroMemory(&d3dLight, sizeof(D3DLIGHTS));

/I Set up a white point light.
d3dLight.Type = D3DLIGHT_POINT;
d3dLight.Diffuse.r =1.0f;
d3dLight.Diffuse.g =1.0f;
d3dLight.Diffuse.b =1.0f;
d3dLight. Ambient.r = 1.0f;
d3dLight. Ambient.g = 1.0f;
d3dLight.Ambient.b = 1.0f;
d3dLight.Specular.r = 1.0f;
d3dLight.Specular.g = 1.0f;
d3dLight.Specular.b = 1.0f;

// Position it high in the scene and behind the user.
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// Remember, these coordinates are in world space, so
// the user could be anywhere in world space, too.

// For the purposes of this example, assume the user
/I is at the origin of world space.

d3dLight.Position.x = 0.0f;

d3dLight.Position.y = 1000.0f;

3dLight.Position.z = -100.0f;

/ Don't attenuate.
d3dLight.Attenuation0 = 1.0f;
d3dLight.dvRange = 1000.0f;

/I Set the property information for the first light.
hr = d3dDevice->SetLight(0, &d3dLight);

if (FAILED(hr))

{

// Code to handle the error goes here.

}

A o v a 3 J Y = v Yy a
et muamvesuaaluduandlag Tuudrausanldoulasmvsaneaslddremsisen

v E4
IUNFDA SetLight AWAVBILTINADINTONAT

6.16.3.2 M3 17 UMIRUIYUUAS (Enabling and Disabling Lights )

A o v 1 a < o EY ~ Y ‘ °
wWeMmvuamuBIraILae luBWANT 1aq 1183 M15Neg 11 Direct3D 1h

1 a 4 1 ;’,' 9 o o 3 a £
arnirsidtaestvarvuldlglunisdiuruiilalasnisiSonldiunsoa

& a ' = ° o
IDirect3Ddevice::LightEnable %4 lnstndAunaaaeas ladimsi ld1¥dman  (Disable) 13

Ia 4 Y 1 a 3 o 1 1 " A
WN5DA LightEnable gfﬂﬂﬂﬁ'ﬂﬁﬂ?&ﬂﬂﬁ 2 a1 ﬂ'lL!,'iﬂﬁﬂ DUIANKUBDILUH QI daumndos

a P 1 o 1 ° [] ; o
Ao Wsweshuen e lduianse i (TRUE a1deens 1dauae wuag FALSE

1y
Tidoans)

#19819n15 MU 1 Direct3D 1haveunasuas 115 lunmsmuam

/*

* For the purposes of this example, the d3dDevice variable
* is a valid pointer to an IDirect3DDevice8 interface.

*/

HRESULT hr;

hr = pd3dDevice->LightEnable(0, TRUE);
if (FAILED(hr))

/I Code to handle the error goes here.

}
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v = o o 1 a 3 day 1 o ' o - o 1 '
uadhiimsdaliham lusudngn luimssmuaai 13908 1m0 Direet3D az1id lumsese

Y
18T umsd iy

Member : e Default

Type D3DLIGHT_DIRECTIONAL
Diffuse (R:1, G:1, B:1, A:0)
Specular (R:0, G:0, B:0, A:0)
Ambient (R:0, G:0, B:0, A:0)
Position (0, 0, 0)

Direction (0,0, 1)

Range 0

Falloff 0]

Attenuation0 o]

Attenuation1 0

Attenuation2 0

Theta 0

Phi 0

< = ° & yoa o ;
MINN 6.1 @1151«711%'%msmmmma"luumimﬂuﬂm

6.16.3.3 MimA1veaaanfvua 131d7 (Retrieving Lieht Properties)

1 va o~ 19 L4 L=
ﬁ13J1§ﬂWTﬂTﬂmﬁﬂUﬂﬂ@ﬂl&ﬂﬁﬂﬂJﬂgllaaﬂﬂﬂﬁﬂﬂ’lﬁﬁﬂﬂluﬂﬁaﬂ
LR I o @ a =34 { Y
IDirect3DDevice::GetLight LLﬁ”Jﬁ\‘iﬂ1ﬂ']§ﬂ'3lllu¢lﬁ'lllﬁﬂlﬂuﬂuLﬂﬂ“ﬁﬁlﬂQlLﬁﬂﬁﬁlﬂQﬂ'ﬁﬂﬁﬂj

2819

/*
* For the purposes of this example, the pd3dDevice variable
* is a valid pointer to an IDirect3DDevice8 interface.
A

HRESULT hr;

D3DLIGHTS light;

/1 Get the property information for the first light.
hr = pd3dDevice->GetLight(0, &light);

if (FAILED(hr))

{

/I Code to handle the error goes here.

}

) o P a 4 o Ay 1 . a ' " @ A = Y
ﬂ1!51ﬂ1ﬂuﬂﬂ’]ﬂulﬂﬂcﬁm'ﬂqulﬁ\i‘ﬂviuﬂ@giu Direct3D (URWIZAT 0-7 NIUU lu@\jﬂ']ﬂuuﬁ\julﬂ

QIFAINES 8 UNALA) INTDA GetLight 937981 D3DERR_INVALIDCALL A
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6.17 BUANI38A (Materials)
wafiEsaduafierieiimsazouves Indnewilosnnunauasiitioglunn
ﬁﬂamﬁwﬁmﬂumiﬁwmmﬁ15@61'6“1‘1]5
- Fmshmuiaztouaaniad (Diffuse light) tazuauamen
- ANYULANIUNUIN (Specular highlight)
- Indnoullnaantalumsulawaanse lued1els (Emissive)

6.17.1 AAUTIAYBMUATITYD (Material properties)

= =} (Y L] dy
T waziduanano il

FmsazoutasanNaduazuaauouiioy (Diffuse and Ambient Reflection)

i a & a
A1 Diffuse 1Az Ambient Hlumnfnlulassairedoyna DIDMATERIALS 995010013
£4 3 a (] a 9 a 1A 4 1 v =
AENDUUDIULAINITDIYUA lmIﬂUiJﬂﬁ!!aﬁuﬁﬂﬂﬂﬂﬁﬁ%%ﬁﬁﬁNail’]ﬂﬂ')’luﬁ\‘]u@ﬂl'ﬂﬂu FIN
wa 9 a IR wa Y 3 1 @ 1 A 1
ﬁﬂJ‘U@liuﬂ’liﬁ%‘ﬂ@u!lﬁﬂﬂﬂﬂ?ﬂﬂﬂlﬂUfjmﬁﬂﬁﬂﬂﬂ51ﬂ§]1ﬂl'ﬂulﬂu°}fﬂﬂ31 IHDINNUN AL
[ aa @ ;’,’ Y a 4 £ slda' 4? Yy a U
AIUUINISUNANN ?‘Nuuﬂ?ﬁﬁZ‘}’lﬂuuﬂQﬂwﬂQﬁﬁ]gﬁzﬂﬂuqﬂﬂﬂﬂmuﬂ'lﬂﬂﬂ'l\?‘il@\ulﬁaﬁuﬁﬂ
v a 3 I~ 4 J ' U v a 3 4
‘Uiﬂuﬂﬂﬂﬁﬂ'lﬂﬂﬁﬂ"lﬂ‘“@\?ﬂﬂglﬂﬂcﬁ Lma"]ﬁl‘!llﬁzﬁQTQLL‘HaQuﬁQﬂUWﬂﬂ]QﬂQﬂ?ﬂﬂlﬂ\?L?@ﬁ
I~3 d a d? ' 1da o v Y ’ 1 3 a 3 P a
Lﬂﬂ"mﬂﬂﬂlu1l1ﬂwn‘1‘ﬂﬁﬂﬂ\3'ﬂﬂ‘ﬁﬂ?TNLﬁJNLLﬂQ@@uﬁQWﬂNH ﬂsmmmmwmmwmzmum

' ¢ . i A ' a o 73 ¢ w
ﬂdﬂ fniﬂ‘quu (Cosine) YNYUISHINNANNUBIUNAIUUTILDSNANIIAIRINUDIIDINNG A

3u

incident light

amount of reflected light = cos # l

v 4
Ui 627 uaasyuszrINTiANvBIIMALA AL RAAIRINYBUIBS TN

9/ = 3 A o U =t A Aaa 9
MITENBDUUTIUBUVIUNVTUIUN VUV AIUAIBUVYY AD lllllJ‘VIﬂ‘VTN MIASNDUUDINAY
= s - Y 5 v [ i = P =) [ [ 3
UBNILIUNNDADIN) UBDY umuwamnqu‘lumﬂuazmwammwmﬂsmgmmuﬂu ANUHU

2 o VoA A 9 va 3 a
TalinnuuiluedndsfizdedldqaauiamsreRouvewasislunasdniaduaz oy
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=) o = 7 a ' a g Y1 A @ v Y Y
dioulumsimuadvesingioeglunin uazlasdndudlvzldaudoadu wu didesms
E4

° = aQ o = 3 o wva a s ' a
fmuadlinanasadaiudih fedmualdaaauiflumsaztounasdfmalumvosdin

Jd = o vy = ' a < < a o P 1Y =
Waduazueuiiow daiy lunnfiuvdwasdun nuearuasadailuddh uadluniniug

= < 3 a o a o kY
uasdupsnazmunSadaiudd idudu

M31lawas (Emission)
o e U I \J = & . é
I3 lumsh i inqmilouinlasuaald aduadn (emissive) Fuiu

a Yy v Y ° a ' P
aungnlulassairedeya DIDMATERIALS 1¥lumsdmuaduazanylysslaveuersd

' @ Y1 ' @ ady 3 Yo A [ '
waseennniag s l¥mmsildwasvesinglunsaidesmsm i fagmieuduids

Y 19 Y 1 A A EY o ' 18 A

uerald Tao hidosms Iiyszananaunasuaaiuiiosnniz 1dmssuanmnnnd uddsiivan
" 9 i = d' U s T @ w d‘
Aannms lgunaaasdie udshnldseenuiss litinadedagidu 9 Tuniniae

214314217 (Specular Reflection)

jcj VAo @ @ @ & o Yo a 1 .3

hiaidmuednyazanuiunuuing sehldiaglianuaieiu

Tulnseadndoyn DIDMATERIALS damdn 2 dlunmsimuadnyazanuiuinives

o A 99 Yo = o = s Yo

ag Aealagmisldimuadvesnnuduanilsng uaenines (Powen ¥hmuavuin
Y [V ' o 1 d 1w 1 8

vosnuiuIM dammediediudisiio Smuadmesviidy 10 uagmmlagmsidud

1 9 A n Yo 1 Y 9Y o 9 11 a o U =2
U1 mumuﬂu’sma"lu'lﬂﬂmuﬂmmmumn% (ﬂ'!ﬂuﬂllﬂlmﬂ"lﬂﬂﬁﬁﬁ URZABUUYU)

d d
6.18 3UnVVVLIIBIIAG (Vertex Formats)
. a ' s g I =1
Flexible Vertex Format (FVF) 1da5ueiludeyanesiindimanudoyaes s’y
3 T Q & =) o o -7
thedseglumdansuReIty (Data stream) gandudrnslFlumssmuadoyadimsylai
g ¥ s a3 o Jdo o n E . . .

"lau‘nhﬂa:mawanaimﬂmmvﬂaﬂwmam (Fixed Function Processing Pipeline) LHUNIN
' - o w ] Py A 9 [ 4 9w ¥ 3 = o w
de llHnaasdinuvestoyanamunsnifenldan 'l TasmainudeyaszdvunuSssmuddy

<] ayy
ﬂﬁlf‘l‘]Jcll‘lLLNuﬂWW‘Llﬂ’Jﬂ



61

x-coordinate (float)

y-coordinate (float)

z-coordinate (float)

Position
(untransformed or transformedx,y,2) £ l

RHW
(transformed vertices only)

Blending Weight DATA

RHW (Float) ]

Ilst- Sth Blend Weiljﬂ'sw

(1, 2,0r 3floats) " >. Normal x (float)
Vertex Normal v Normal y {float)
(untransformed vertices only) Rormalz oah)
Yertex Point Size :
Diffuse Color P : ] Point size (float) l
Specular Color e SRS FEER
Texture Coordinate Set 1 : (DWORD)
(1,2, 3, or 4floats)
m Specular RGBA
(DWORD)

¥ 1st- 4th coordinates |Set1
Texture Coordinate Set 8 i (1,2, 3, or 4 floats) :
(1,2, 3, or 4 floats) R

v

* When the flag D3DFVF_LASTBETA_UBYTE 4 - :
is used, the lastblending weight is treated 55 1st- 4th coordinates S ‘;ZB
as a DNORD | (1,2,3, or 4floats) e

~ o w S 9
JUN 6.28 urasddumsiudoya

Tl W o 1 3 g a
MYOUAVUTAIAUNUIVDUNAYIIOS (texture coordinate) d1u1snlszmaldatiade

§ g ' q’;’ T 1
yauuudun 1 Taeiinn 1adaus 1 594 M

v
A

= a ] 'S .;’,’ g
msidou Tusunsu lavindudaes 18 1deedszneviifiegisnuaiiosnindoya
v lasaldndonnu’la wu DIDEVE_XYZ uag D3DFVF_XYZRHW
ya 4 ¢ 23 o 2 . v )
M5 198 UANGI05INNHUAUAT (Indexed vertex blending) 3=@09152n1AR
D3DFVF_LASTBETA_UBYTE4 lumsimuadoyadmiumsiueuilmsudie

@ T ° a 9 s o
9’]'3’8)6']\3ﬂ']5ﬂ"l“r1u@‘ﬁuﬂﬂjﬂyﬁiunﬂﬂ‘ﬂﬂ%

#define D3DFVF_BLENDVERTEX (D3DFVF_XYZB3|D3 DFVF_NORMAL|D3DFVF_TEX1)

struct BLENDVERTEX

{
D3DXVECTOR3 v;  // Referenced as v0 in the vertex shader
FLOAT  blendl; // Referenced as v1.x in the vertex shader
FLOAT  blend2; // Referenced as v1.y in the vertex shader
FLOAT blend3; // Referenced as v1.z in the vertex shader

vliw=10-(v1lx+vly+vl.z)

D3DXVECTOR3 n;  // Referenced as v3 in the vertex shader
FLOAT  tu,tv; // Referenced as v7 in the vertex shader
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medumsimuariladeyalunesiinglaold DIDFVE LAST UBYTflag

#define D3DFVF_BLENDVERTEX (D3DFVF_XYZB4 | D3DFVF LASTBETA UBYTE4
ID3DFVF_NORMAL|D3DFVF TEX1)

struct BLENDVERTEX

{
D3DXVECTORS3 v; /I Referenced as v0 in the vertex shader
FLOAT blendl; //Referenced as v1.x in the vertex shader
FLOAT  blend2; //Referenced as vl.y in the vertex shader
FLOAT blend3; //Referenced as v1.z in the vertex shader

Iviw=1.0-(vlx+vly+vl.z)

DWORD indices; // Referenced as v2.xyzw in the vertex shader
D3DXVECTORS3 n; // Referenced as v3 in the vertex shader
FLOAT  tu, tv; // Referenced as v7 in the vertex shader

¥

6.19 1in¥190%(Texture)

o [

v H b4
L"ﬂu’Fmﬁmaﬁ%’wﬂammmmuazamwiﬁﬂmmq 3 U@ A9Y Direct3D 39

@

@ wa [ =3 L4 13 4 o a
mivmuguaudalumsiamamngoes 35wmauun e ldg AT Inhnuaula

e I -
wail 4 lumsdszinanafindinesluszdugald
3 < S A a a ad 1 & o ] Ay YA o A oA a
W93 Ao Amdanunwndzasuu lwsiin deildnwi1disnyasfimilousse
P 1 ' ¥ Y] ° v Y 3o a ~ ﬂ ) ) ' P {I o ¥
83U 1wy ousmesmsdianewuld mhawdasuniduaedu iz luduidusdy
o 1 a ) = yd o q Y Yo P Y] vl &
wazihaUauumvealuldinulnlu 1R i 1w 18 Sagiqmidoudu 1961y
° =1 L3 o a -
14 Direct3D mrenusaMruamnsesUzuu Insinnw ldaronsisenlsunsos
IDirect3DDevice::SetTexture
A wa 3 o I o v Y oA
wesnnguantialumsdssuanamadaesisunnuazsudouedisss ms

Ed
IFwgamuiamailudmvesmsiusunasiasssavoas 13

6.20 !ﬂﬂﬁ}ﬂaﬂﬂﬁd (Depth buffer)

lva ! wa 4
n3en§inTudoves ZBuffer uaz W-Buffer fio quiauiiAvesa ST lumsiiuie

U

2 a
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Depth X
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is stored inthe ;
depth-buffer. i

Depth-butfer (same dimensions as the rendering surface)
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3 o o 4 Pt 1 oA Y ; 1 YY)
Bagwosn Tuaasenuudlulvg x Woneu uaiissninlumewsssu 3.0 9 lusessusuns
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7.3.1 mathdeyalulvid x lflFau
@ ] L L4 yq' a g a g Y
Aedredeya s x gldnamanuan n. wasndas q Alsngeziladendas
4 4 7 o a o
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(Elbow), W (Pitch), 1n304ilp (Tool) 1udu Tasazeglugduvudadntng
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{
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Tay 910 (1) armBase ¥uN8da¥RsuNSodm5znoua1e 9 vosluaa
. A a &t Y o A~ A ~ 1
(2) FrameTransformMatrix fomasngngnlglumsmuisuiiolimsndounludiu
v
99 lunaiy o
v d @ a ' a o
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Foyaludwdwudensziiudeyaiiegluglunsadisusugaivenis o 14
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1). FrameTransformMatrix Y0 9 duved lunaniomsy  giSenlfiediuves Tuaaiins
i d
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2). Mesh

%%ﬁm‘ﬂum{m‘f (Array) mae%uaﬁaﬂuiwﬁ%’u (Position)
3). MeshNormal v Y v
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d d
7.3.2 MSHAUNAINBIAA (World matrix)
U a d a 4 a ld‘d d' ) U d‘ ' ] A
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{ a & [ @ 4 a 4 U
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7.3.5 Tuga (Module) Ndrnaylulalsunsy

" b4 H
iesninliduaz Tugaluldsunsuiliduimaunn  dafusvessuemmniz 1dh

s \ z ‘é

dagiy d9ldun
It o { s & da 1
-Nefileepp  1HuIndRSansFoyatioguInd x dseeiifleddudosuosnard NGFILE u

S 1A I y ' a ' = s
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J < a @ J v ] 3
windlu'Ing x Aldnsiedevanse (Sting) ussausniudum “xof” wio'ly dl¥fasae
1 = a ) Yo ] 3 Qy 3 o = [t
asugelUnfianseiniu “emplate”  dudulddaassdiuiiuns sindummsifuadiy
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Frame, Mesh, Index {81 normal Lm”mugﬂmmmmﬂ
P 1o o o ¥
Hansulu MEC NdhdnyTuWd Nefile.cpp azgnison1slaua
o @ 4
fopen Hengulumsilalva
fread Tdlumsendoyadunnnadianiy (Data Stream)

fwrite T4 lums@ondoyasenuuiluaniy
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Test .x file

Is header = “xof” ? No
Is string =
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Collect Frame v
Collect Mesh LE@A9IA1 Error
Collect Index HaZIAINMIMIAUNI
Collect Normal
End

UM 7.4 uamsdesmshauves Tsunsudaudeyanalnd x (Ngfile.cpp)
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= do o o Aa & 1 S A
- Ngmodel.cpp ziiflandudfynilouiiueg 4 Hendu Ao
v Y { ' < a 2
1. #efdu Prepare()  (fluledduiildnsnaeuindoyn vertex iiluwiialnu 4914
1 .. dyw o EY a kY
19 Position 8¢ Normal HBNVIMUBININITATIVADUVDYAYUA Index AIY
I o A o ' =
2. Hendu Fillvertex()  iiluilenduiildlunmssaBosdoyalieglugiuuuiaunse

) 1d0ue ldidensu Taeamisossuieldsanin

X
X
Positi
o osttion FillVertex
= y
z
nx
nx
ny
ny Normal
nz
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{ o 1 i o < ¢3 do 4
Ui 7.5 uamsmsiasssdeyaneuini linulunesiadivives

< o o { [ T
3. #99Y CreateBuffer() Wuilanduiildlumsatranazdedoyaliun Vertex buffer

kY
$9UN4 Index buffer 428

d o S A < v v i 1
4. W99 Render() 1 uiledFuiildidnardne q deuiszithgnszuiums

4 I'd
sumesnsoswaes 1 la
d @ . =) a L4 s w a o o o
5. WaN¥Y UpdateMatrix ) §01598uun3nd m_matAnim AUMaSAGNIIUdH0S 1L
@ Pai I'4 té o [ d' é =1 d:l d'
Fuveurlsufiduumsud degnssimsgasudomsulamsuniadimsmieud
& { ) 3 -4 ¥
a5 14 Direct3D N1 1411 WS Ngmodel.cpp 1Aun
a d P ¥ 4 o
- GetDevice() Smosuma hanadsvumeiitlyidau
I'd
- GetDeviceCaps()  A33ABUANUAINIIOVDIA 125
° aa S 1 & S A o o
- CreateVertexShader() S1MUAITMS IUNMITISUABSUATISALDS 111999 1NTISALIS
1
IR laraeuuy
o 9 Jd 3 d o -4
- CreateVertexBuffer() 9IM3a3anesmnsinmes

- CreateIndexBuffer() NS ﬁ%’lﬁgmﬁﬂ%ﬁ'ﬂmag
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3 Y . & &Y o
- Lock() 8¢ Unlock() Wulendulunara CeritSec Failandu Lock 1wvhns
< ' a A A A o ¢ oddy (o
aeAR9veLNN IuTnTovesiuNvtonNudwazlsemanosiiines na 11 &
d4 3 43 do ¢ A a9 ' o
wuTusinusesimadiimes sintiufssimsidoudeyaalumisanus
o 1 I3 P
Mugadesiimslandesdeyanesiinddlsfids Unlock)
< =1 o 4
- SetVertexShader  iFndoyanesinadg iinioulumsisuines

3 3 o < v {
- SetStreamSource NS NNFIWINS oU THus 102 14

. [ Yt 4 o < ' a a .
- SetMaterial ﬁ\iﬂ11ﬁﬂ‘lj°ﬁn'Wnﬂ']ilclf‘ﬂﬂ'ullfﬂ‘ﬂljﬂa (Material)
. 4 a 4 do s S a d @ ead
- SetIndices mdudnginiesnaz ldniadminiiudeyadudnduyaiin
wl¥

- o [~ @ o a 3 d
- DrawlndexedPrimitive  imsnaaslundiativives laolddoyanindumndais
4 o s 3 o
wosiuddulumsasnesifing
3 72 ¢
- SetRenderState ENFUIUUMSITUIRDIFIMIT DR FULUUMSITUIADS

1A11n D3DRENDERSTATETYPE f10619n155580 191N 500 SetRenderState

ng3d->GetDevice()->SetRenderState(D3DRS_SOFTWAREVERTEXPROCESSING,FALSE);

d

Tay D3DRS_ SOFTWAREVERTEXPROCESSING 8 A5¥1IUMIISUIADS

I3 . = o ad 1y -4 -4 4

PRIMAFUUVHT (Mixed) NaziiMssdmmdeyaluduanduaznesifindisanes

’ 4 1 VA < 1 T 4 J
iWumdnenit uaz FALSE Aemigniininiliund ladveusumodiaan
] J @ a <& A a JY
- SetTransform Wumsiimms e umdumeind Fezler 3 waSnaaas

@ 1 a o R . . @ ' [~ 1 &
A laun wasne World, View 1101 Projection $13881901151%NA1 World matrix

ng3d->GetDevice()->SetTransform(D3DTS_WORLDMATRIX(i),&m_Bone.at(i). pBone->
m_matRender);

1 a Jd o <
AMNITIAB3AMSN D3DTS_WORLDMATRIX() Aedsamsianliiiy
a Jd a d'::yA . ] a o A A 4 d’d’dy %
waingyialalunife World matrix dumInimessindosionosiinesng 118
World matrix
= o a o o 4dq Y (3
- MutiplyTransform MMIPUUATNFRANN IF IUNTZLIUMSISUABTNG 3
a JY 9 o A a J . s = ' ~ sk oy
WATNHYINILN ADWATAS World, View 140 Projection AouNazIdngnszIu

manAl (Clipping) 719 11
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o o o A 3 I o
-NGCAMERA.cpp  wiilingudingiidisuiuiosilsnsuine) Ao
d o s A 3 1o v .
Handu Active() WudanFunldlunmsgnaians q 19us View matrix 3

v £
wnseandnyasae 1Uil

- D3DmatrixLookAtLH L‘ﬂuﬁﬁﬁ 313 Left-hand, look at matrix AI0U19N5 Gl%lﬂm

D3DXMatrixLookAtLH(&m_MatView,&m_vCamera,&m_vTarget,&D3DXVECTOR3
(0.0f,1.0f,0.0f));

a do w 9 ' A c{d': @ a 4 v
IﬂEJ‘W']iﬁJME)ﬁ 1 iy'lmm &m_MatView ﬂ’E]W'ﬂmeﬂiﬂ%llﬂﬂﬁkllﬂiﬂcﬁﬂﬁﬁ‘}‘lﬁ
& PR @ dAa3
&m_vCamera ﬂ@W@ﬂLﬂ@iﬂ%vLﬂﬂﬁlﬁﬂlﬂﬂﬁiuEZ‘U‘]J 3 upUNNUM
o ] 9 A 9 a A
Sﬁl'llm‘tNﬁlfNG]'I“U?NE}IE]HSﬂﬂﬁ@@iu“ﬁuﬂﬁﬂﬂ']ﬂ
A (c;dy @ o a g 1
&m_vTarget ﬂa‘wEwmasmﬁlﬂamﬂmasiuszuu 3 UNUNNUM
o ] d' Y
AMunisveuithnunenndssesly
1 a &Y 9 o L] L% 3 U
AIUNITIUNDT ’JQﬂTI'IUL;]uL’Jﬂm’EJiGlH‘JSUU 3N mu‘lmguﬂ%:mmzﬂu (0,1,0)
- D3DXMatrixPerspectiveFovLH zi‘luﬁqa%’w Left-hand perspective matrix 1)

9619715 1FNUALH
D3DXMatrixPerspectiveFovLH(&m_MatProj,m_fFOV,m_fRatio,m_fFront,m_fRear);

1 a d o a 1 . S 3 @ a d v
awsiiwesdng ldun am_MatProj Aewssnesny lUSuuasngnadns
m_fFOV A9 Field of view Hiodluisifou
m_fRato  AeonIIaINYBIIRNdRINIS 1FeIY
A = kY 3
m_fFront  ABITHZANUANVBITTUIUMUNIIN
m_fRear  ABILLANUANVBITLUIVAIUNAS
2 n:'dy < ' . “ . .
- SetTransform clsﬂuﬂmzﬁ‘lumiwmﬂwm View matrix 0% Projection
matrix A9AIDE1

m_pDevice->SetTransform(D3DTS_VIEW,&m_MatView);
m_pDevice->SetTransform(D3DTS_PROJECTION,&m_MatProj);
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4 o Y Y s s .
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T A ' Qy J 9
- EndScene() ﬁ‘]u‘Waﬂ%uwmmmmuqﬂﬂmsumamm
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deehadeyalulvla x

@ l 4 2 o a
Ar06199oyaTu 1A microbot_alpha 11 . x Fuhwmaaunwizdeyawainaeyausn

v
ATNE L TCT R RN

xof 0303txt 0032

template XSkinMeshHeader {
<3cfl69ce-ff7c-44ab-93c0-f78Ff62d172e2>
WORD nMaxSkinweightsPervertex;

WORD nMaxSkinweightsPerFace;

WORD nBones;

template VertexDuplicationIndices {
<b8d65549-d7c9-4995-89cf-53a9a8b031e3>
DWORD nIndices;

DWORD noriginalvertices;

array DWORD indices[nIndices];

template Skinweights {

<6f0d123b-bad2- 4167 a0d0-80224f25fabb>
STRING transformNodeName;

DWORD nweights;

array DWORD vertexInd1ces[nwe1ghts],
array FLOAT weights[nweights];
Matrix4x4 matrixoffset;

Frame SCENE_ROOT {

FrameTransformMatrix {

1.000000, 0.000000,0.000000,0.000000,0.000000,1.000000,0.000000,0.000000,0.000000,0.00
0?00 1s 000000 0. 000000 0. 000000 0. 000000 0. 000000 1. 000000,,

Frame armBase {

FrameTransformMatrix {
0.000000,1.000000,0.000000,0.000000, -
0.997564,0. 000000 0. 069756 0. 000000 0. 069756 -
0. ?00000 0.997564,0.000000,7.500000,4.000000,0.000000,1.000000;;

Frame armShoulder {
FrameTransformMatrix {

0.000000, -1.000000, 0.000000,0.000000,-1.000000, -0.000000,0.000000,0.000000, -
0. 0?0000 -0. 000000 =1 000000 0. 000000 12.000000,0. 000000 0. 000000 1. 000000,,

Frame armElbow {

FrameTransformMatrix {

1.000000,0.000000, 0.000000,0.000000,0.000000, -
1.000000,0. 000000 0. 000000 0. 000000 -0.000000
1. 00?000 ,0.000000,15. 500000 0. 000000 0. 000000 1 000000; ;

Frame armPitch {
FrameTransformMatrix {

1.000000,0.000000,0.000000, 0.000000,0.000000, 1.000000,0.000000,0.000000,0.000000,0.00
0000, 1. 000000 0. 000000 12.000000,0. 000000 0. 000000 1. OOOOOO"



}

Frame armTool {

FrameTransformMatrix {

1.000000,0.000000,0.000000, 0.000000, 0.000000,1.000000,0.000000,0.000000,0.000000,0.00
0000,1}000000,0.000000,3.500000,0.000000,0.000000,;.OOOOOO;;

Frame polysurfacel3 {

FrameTransformMatrix {

1.000000,0.000000,0.000000,0.000000,0.000000,1.000000,0.000000,0.000000,0.000000,0.00
0000,1.?00000,0.000000,~39.000000,—16.000000,1.000000,1.000000;;

Mesh {

39.000000;18.000000;0.000000; ,

39.000000;14.000000;0.000000; ,

39.500000;14.000000;-0.500000;,
40.000000;16.000000;-0.500000; ,
39.500000;18.000000;-0.500000; ,
39.000000;18.000000;-2.000000;,
39.000000;14.000000;-2.000000;,
39.500000;14.000000;-1.500000;,
40.000000;16.000000;-1.500000; ,
39.500000;18.000000;-1.500000;,
39.625000;17.500000;-0.500000; ,
39.625000;17.500000;-1.500000; ,
39.625000;14.500000;-0.500000;,
39.625000;14.500000;-1.500000; ,
42.000000;15.127005;-0.778997; ,
42.000000;15.345253;-0.778997;,
42.000000;15.345253;-1.221003;,
42.000000;15.127005;-1.221003;,
42.000000;16.654747;-0.778997;,
42.000000;16.872995;-0.778997;,
42.000000;16.872995;-1.221003;,
42.000000;16.654747;-1.221003;,
42.955639;15.127005;-0.778997;,
42.955639;15.345253;-0.778997;,
42.955639;15.345253;-1.221003;,
42.955639;15.127005;-1.221003;,
42.955639;16.654747;-0.778997;,
42.955639;16.872995;-0.778997;,
42.955639;16.872995;-1.221003;,
42.955639;16.654747;-1.221003;,
39.000000;18.000000;0.000000; ,

39.000000;14.000000;0.000000; ,

39.000000;18.000000;-2.000000;,
39.000000;14.000000;-2.000000; ,
39.000000;14.000000;0.000000; ,

39.500000;14.000000;-0.50 .
39.000000;14.000000;-2.000000; ,
39.500000;14.000000;-1.500000; ,
40.000000;16.000000;-0.500000;,
39.625000;17.500000;-0.500000; ,
40.000000;16.000000;-1.500000; ,
39.625000;17.500000;-1.500000;,
39.000000;18.000000;0.000000; ,

39.000000;18.000000;-2.000000; ,
39.500000;18.000000;—0.500000;,
39.500000;18.000000;-1.500000; ,
39.625000;14.500000;-0.500000; ,
40.000000;16.000000;-0.500000; ,
39.625000;14.500000;-1.500000; ,
40.000000;16.000000;-1.500000;,
39.500000;14.000000;-0.500000; ,
39.625000;14.500000;-0.500000; ,
39.625000;14.500000;-0.500000;,
39.625000;14.500000;-1.500000;,
42.000000;15.345253;-0.778997;,
39.500000;14.000000;-1.500000; ,
39.625000;14.500000;-1.500000;,
42.000000;15.345253;-1.221003;,
42.000000;15.127005;-1.221003;,
42.000000;15.127005;-0.778997;,



.500000;18.
.625000;17.
.000000;16.
.500000;18.
.625000;17.
.000000;16.
.625000;17.
.625000;17.
.000000;16.
.000000;16.
.955639;15.
.955639;15.
.955639;15.
.955639;15.
.955639;15.
.955639;15.
.955639;15.
.955639;15.
.955639;16.
.955639;16.
.955639;16.
.955639;16.
.955639;16.
.955639;16.
.955639;16.
.955639;16.

.

N W W ww N~

VB BNNDPEDWN
Lt w0

000000;-0.
500000;-0.
872995;-0.
000000;-1.
500000;-1.
872995;-1.
500000;-1.
500000;-0.
654747;-1.
654747;-0.
127005;-0.
345253;-0.
345253;-0.
345253;-1.
345253;-1.
127005;-1.
127005;-1.
127005;-0.
654747;-0.
872995;-0.
872995;-0.
872995;-1.
872995;-1.
654747;-1.
654747;-1.
654747;-0.

500000;,
500000; ,
778997;,
500000; ,
500000; ,
221003;,
500000;,
500000; ,
221003;,
778997;,
778997;,
778997;,
778997;,
221003;,
221003;,
221003;,
221003;,
778997;,
778997;,
778997;,
778997;,
221003;,
221003;,
221003;,
221003;,
778997;;
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Mesh

,85,84;;

Normals {

.707107;0.000000;-0.707107;,

-0.564162;0.039371;-0.824725;,
-0.696311;0.174078;-0.696311;,
-0.523860;0.049336;-0.850375;,
-0.525612;-0.040518;-0.849759;,
-0.707107;0.000000;0.707107; ,
-0.564162;0.039371;0.824725;,
-0.696311;0.174078;0.696311;,
-0.523860;0.049336;0.850375;,
-0.525612;-0.040518;0.849759;,
-0.315244;-0.078811;-0.945732;,

.315244;-0.078811;0.945732;,
.696311;0.174078;-0.696311;,
.696311;0.174078;0.696311;,
.080607;0.010412;-0.996692; ,

038949;0.000000;-0.999241;,
13231;-0.993569;0.000000; ,

0.060466;0.007811;0.998140;,

-1.
1.0

.058435;0.000000;-0.998291;,
.060466;-0.007811;-0.998140; ,
.139762;-0.990185;0.000000; ,
-038949;0.000000;0.999241; ,
-000000;0.000000;0.000000; ,
-000000;0.000000;0.000000; ,
-000000;0.000000;0.000000; ,
-000000;0.000000;0.000000; ,
-000000;0.000000;0.000000; ,
-000000;0.000000;0.000000; ,
.000000;0.000000;0.000000; ,

000000;0.000000;0.000000; ,
00000;0.000000;0.000000; ,

1.000000;0.000000;0.000000; ,
1.000000;0.000000;0.000000; ,
1.000000;0.000000;0.000000; ,
0.000000;1.000000;0.000000; ,
—O.210181;0.97766é;0.000000;
0.000000;1.000000;0.000000;,

-0.
-0.
-0.
-0.
-0.

210181;0.977662;0.000000; ,

970142;-0.242536;0.000000; ,
970142;-0.242536;0.000000; ,
970142;-0.242536;0.000000; ,
970142;-0.242536;0.000000; ,

0.000000;~1.000000;0.000000; ,

0.0
-0.
-0.
-0.
-0
-0.
-0.
-0.
-0.
0.3
0.3
0.2

00000;-1.000000;0.000000; ,
139762;-0.990185;0.000000; ,
279525;-0.960138;0.000000; ,
970142;0.242536;0.000000; ,

.970142;0.242536;0.000000; ,

970142;0.242536;0.000000; ,
970142;0.242536;0.000000; ,
124730;0.031182;-0.991701;,
120716;0.015593;-0.992565;,
35294;-0.942113;0.000000; ,
35294;-0.942113;0.000000; ,
26462;-0.974020;0.000000; ,

0.124730;0.031182;0.991701;,

.120716;0.015593;0.992565;,
.058435;0.000000;0.998291;,
.279525;0.960138;0.000000; ,
.139762;0.990185;0.000000; ,
.124730;-0.031182;-0.991701;
.120716;-0.015593;-0.992565; ,
.279525;-0.960138;0.000000; ,
-124730;-0.031182;0.991701;,
-120716;-0.015593;0.992565;,
.080607;-0.010412;0.996692;,

.335294;0.942113;0.000000; ,
-335294;0.942113;0.000000;,
.226462;0.974020;0.000000; ,
.113231;0.993569; 0.000000; ,
.000000;0.000000; -1.000000;
-000000;0.000000;-1.000000;
-000000;-1.000000;0.000000;
.000000;-1.000000;0.000000;
-000000;0.000000; 1.000000; ,
-000000;0.000000;1.000000; ,
-000000;1.000000;0.000000;,
-000000;1.000000;0.000000; ,

[=lelelololololelolelele)

.- v e o



.000000;0.000000;-1.000000; ,
.000000;0.000000;-1.000000; ,
.000000;-1.000000;0.000000; ,
.000000;-1.000000;0.000000; ,
-000000;0.000000;1.000000; ,
.000000;0.000000;1.000000; ,
.000000;1.000000;0.000000; ,
.000000;1.000000;0.000000; ;
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MeshTextureCoords {

0.000000;-0.000000;,
1.000000;0.000000; ,
.000000;-0.125000;,
-500000;-0.250000;,
.000000;-0.125000;,
.000000;-0.000000;,
.000000;0.000000; ,
-000000;-0.125000;,
.500000;-0.250000;,
.000000;-0.125000;,
.125000;-0.156250;,
.125000;-0.156250;,
.875000;-0.156250;,

COO0OORrRROOOR
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}

.125000;
.000000;
.000000;
.000000;-0.
.000000;-0.
.875000;-0.
.500000;-0.
.875000;-0.
.500000;-0.
.000000;-0.
.875000; -
.875000; -
.875000; -
.875000; -
.000000; -

-0
-0
-0
-0

.125000; -

o
o
o
[=3
o
(=]
|
[elelololelolo]lolololololololo]lololololololololo)

.875000;-0.
.000000;-0.
.875000;-0.
.875000;-0.
.000000;-0.
.125000;-0.
.000000;-0.
.000000;-0.
.125000;-0.
.000000;-0.
.875000;-0.
.875000;-0.
.000000;-0

156250;,
125000 ,
156250;,
156250 ,
125000 ,
156250;,
125000;
125000;,
156250,
125000,
156250;,
156250;,

.125000;,

.125000;-0.
.000000;-0.
.000000;-0.
.125000;-0.
.000000;-0.00000

156250;,
125000;,
125000;,
156258;,

.000000;0.000000; ,
.000000;-0.000000;,
.000000;0.000000; ,
.000000;0.000000; ,
.000000;-0.125000;,
.000000;0.000000; ,
.000000;-0.125000;,
.500000;-0.
.125000;-0.
.500000;

250000;,
156250;,

.250000;,
.156250;,
.000000;,
.000000; ,

125000 ,
125000 ,
156250,
250000,
1562503,
250000,
125000;

.156250: .
.156250;
.156250; .
-156250: .
.125000;
.156250:,
-156250:,
-125000; .
-125000;
.125000;,
-156250:,
.125000;,
-125000; ,
-156250:,
.125000;,
.156250; .
.156250;,
.156250;,
.156250: .
-125000; ,
.156250;,
.156250;,
.156250:,
.156250;,
-125000; ,
.125000;
.125000; ,
-156250:
-125000:
.125000;
.125000;
.125000;,
.156250; .

.125000;-0.
.125000;-0.

156250;,
156250;;

MeshMaterialList {
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Material Tambert3sG {
0.320000;0.320000;0.320000;1.000000;;
0.000000;
0.320000;0.320000;0.320000; ;

}0.000000;0.000000;0.000000;;

Material Tambert4sG {
0.640000;0.640000;0.640000;1.000000; ;
0.000000;
0.640000;0.640000;0.640000; ;
0.000000;0.000000;0.000000; ;

}
}
vertexbuplicationIndices {

30;
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