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ABSTRACT

Virtual costume studio is a development of a clothes trying program to be a new way in
determination of buying clothes by user must not to try on real clothes. The advantage is user can decide
to buy quickly and convenient. In another case, there is the latest design come out and does not in stock
and can be ordered then user may be doubt if it is suited himself. So it is the interested way. Another
extra, this project is able to set the proportion of body, the height, coloring, even so the size of chest,
hip, waistline and the length of each part of user also. For avail of users that could see the virtual model
of themselves realistically. But this virtual model also has a disadvantage. For example, user can not
know how the cloth’s texture is. Is it comfortable or not. This program was developed in C++ with 3D

Graphic of DirectX 9.0 library. Poser and 3D Max as tools to manage 3Ds Model in this program
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4. @313IDirect3Device90aWAnMuUMIAan1IAs9a319  DIDPRESENT PARAMETERS
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IDirect3D9* _d3d9:
_d3d9 = Direct3DCreate9(D3D_SDK_VERSION);
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3 9
ANUAINITDVDN primary display adapter Feazhimualeonail

HRESULT IDirect3D9::GetDeviceCaps(
UINT Adapter,

D3DDEVTYPE DeviceType.
D3DCAPS9 *pCaps

)i

& A 9 o §Y Y
#3992 U5 1$UAI TAAY19819

/I Fill D3DCAPS9 structure with the capabilities of the

// primary display adapter.

D3DCAPS9 caps;

d3d9->GetDeviceCaps(

D3DADAPTER_DEFAULT, // Denotes primary display adapter.
deviceType, // Specifies the device type, usually D3ADDEVTYPE _HAL.
&ecaps); // Return filled D3DCAPS9 structure that contains

// the capabilities of the primary display adapter.

// Can we use hardware vertex processing?

intvp=0;

if( caps.DevCaps & D3DDEVCAPS_HWTRANSFORMANDLIGHT )
{

/] 'yes, save in ‘vp’ the fact that hardware vertex

// processing is supported.

vp = D3DCREATE HARDWARE VERTEXPROCESSING;

j

else

{

// no, save in ‘vp’ the fact that we must use software



// vertex processing.
vp = D3DCREATE_SOFTWARE_VERTEXPROCESSING;

}
{ o :I’ v o J { o
Taofidudls vp Wnezidududumnesmingniiun sy

3.2.3 msmuuan1lu DIDPRESENT PARAMETERS an5nia03
lumsimuanily  D3DPRESENT PARAMETERS  aasnnes

o ' ) > & . o
ANHUINNITL199619904 Direct3DDeviced 8011TIA Faeu30i Iaaail

typedef struct _D3DPRESENT_PARAMETERS_ {
UINT BackBufferWidth;
UINT BackBufferHeight:
D3DFORMAT BackBufferFormat;
UINT BackBufferCount;
D3DMULTISAMPLE_TYPE MultiSampleType:
DWORD MultiSampleQuality:
D3DSWAPEFFECT SwapEffect;
HWND hDevice Window:
BOOL Windowed:
BOOL EnableAutoDepthStencil;
D3DFORMAT AutoDepthStencilFormat;
DWORD Flags:
UINT FullScreen_RefreshRatelnHz;
UINT Presentationnterval;

} D3DPRESENT_PARAMETERS;

9y
Taelia0a19m5 MY LAAIRITL

D3DPRESENT_PARAMETERS d3dpp:

d3dpp.BackBufferWidth = 800:

d3dpp.BackBufferHeight = 600:

d3dpp.BackBufferFormat = D3DFMT_A8R8G8BS: //pixel format
d3dpp.BackBufferCount = 1;

d3dpp.MultiSampleType = D3IDMULTISAMPLE_NONE;
d3dpp.MultiSampleQuality = 0:

d3dpp.SwapEftect = D3DSWAPEFFECT_DISCARD;
d3dpp.hDeviceWindow = hwnd:

d3dpp.Windowed = false; // fullscreen

d3dpp.Enable AutoDepthStencil = true:

d3dpp.AutoDepthStencilFormat = D3DFMT _D24S8; // depth format
d3dpp.Flags = 0:

d3dpp.FullScreen_RefreshRatelnHz = D3DPRESENT_RATE_DEFAULT:
d3dpp.PresentationInterval = D3DPRESENT_INTERVAL_IMMEDIATE;

3.2.4 M30319 IDirect3DDeviced dvndsa
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HRESULT IDirect3D9::CreateDevice(

UINT Adapter,

D3DDEVTYPE DeviceType.

HWND hFocusWindow,

DWORD BehaviorFlags,

D3DPRESENT_PARAMETERS *pPresentationParameters,
[Direct3DDevice9** ppReturnedDevicelnterface

@ee19u09n13as1e IDirect3DDevice9



[Direct3DDevice9* device =0;

hr = d3d9->CreateDevice(
D3DADAPTER_DEFAULT, // primary adapter
D3DDEVTYPE_HAL, / device type
hwnd, // window associated with device
D3DCREATE_HARDWARE_VERTEXPROCESSING, // vertex processing type
&d3dpp. // present parameters
&device); // returned created device

if( FAILED(hr) )

il

1
::MessageBox(0. "CreateDevice() - FAILED", 0, 0);
return 0;

3.2 matsiaeslifla
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struct ColorVertex

!
1

float _x, _y, _z:// position
DWORD _color;

3.

1
struct NormalTexVertex
|
1
float _x, _y, _z:// position
float _nx. _ny, _nz:// normal vector
float _u, _v: // texture coordinates
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Vertex rect[6] = {v0, v1, v2, // triangle(
v0, v2, v3}:// triangle1
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Rendering Pipeline fin Aauoyasuvesmsinussamsasieiaglulan 3 4a au'lids

M3t llnaaawauunthaeimilu 2 44

3 i 33 rendering pipeline

v I 3 1 LY dy
Taoutismahauduiuduaoudeg s
5 o o . 44 o & o
I. Local Space iuiuasulumssimuadumisvosaunnaouilszaouiuiuiluiag
¥
Ia @ o
TuszuuunulnoosAniavadiagiu o
v 3 Vv
2. World Space iilutuaoulunmshmuadumitvesingdgnaialuduneuues Local
E L r Ay I ad
space TWogludwmisidesnmoluszuuunuTneesamaveaisa
9 v ¥
o o T Y U an
3. View Space luduasulunmisnfaoudwmisndelfinegiyneesiu (0,0,0) uaz i
v Ed
wihndewiulimeiin  +z  Tasmsndsudwmisndestivzdhlddumisvesing
nfasunlasamlidae
o o 1 o = A o Y o &
4. Backface Culling Wuduneumsandiuvesing (@wmaon) Mundeldfiundesdaily
dit higunsoneadiuldesnly

{ ¥ x v ¥
5. Lighting Tumaumsmuiauseuaauiie 1inmi ldeenunlinnuauesanniu
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o - U @ A <
6. Clipping !‘]cju‘iluﬂﬂuﬂTiﬂﬂ?ﬂQﬁ?ﬂﬁ?uﬂlﬂﬂ?ﬂqﬂﬂgﬂ’lﬂu'ﬂﬂ“\l'ﬂ‘ﬂﬂlﬁﬂ'ﬁilﬂ\‘llﬂu

(Viewing Volume) o0n 11/

=

. . < 3 o Yo 1 aa A I~ aa & °
7. Projection Huduaoulumsiliingneglu 3 §a waidlunw 2 iauuma Famsm

q

N -
Tseaduiu Togratouuy
3 JSa &
8. Viewport Transform Hutuaeumsulasnnszuunnulneesamaveslylsnndu
a o 5 ) i i a o o Y
1Al (Projection window) dAemnmsildseady  Inameduszuunny
. Spk o A
TnRIAAYDIMINTIMAOU VU NFUNIN Viewport
r - I~ .;’,’ 9 A v [ Y
9. Rasterization 1Hluiuaoumslsmatiaaie nilsuguammuesgilInaisounaz s

£
UU

3.3 mynagflulasadnia

d Jd ¢ o d
33.1 nesmnduazdmansiniwes
an & a {3 S o -
Tumsafenm 3 @@ szdesadelaothgdammasdaliugditugnandszneufusuia
= 4 . 3 A N 23 Ja v {
ihigiliidesns uas lumsafigilaumasundaz gy wwdestimsfmuanesifing ldfugilammae
H /3 odg g : o da 23 dw ¢
i Tasnedmndnamuavzinued lumissanusMisundi nesmndinives
e aad a s3I o a o Jdao
wenuntlunadwgd 3 HAndesiins ldwesifinds iy wwdesdimslFBudndiivives
o w 4 A gy A& ) opmmue \ Ped [oh 4 2 yw O
dmfugdaumasundazglie I duinua mesiinesny ldusesmndare 9 Agmiv13lunesifing
o o
i3
Yo

9 d I o a I~ Jd o 9 c&y
MIas e MnFuazdwanFiNmesansaai e ladil

HRESULT IDirect3DDevice9::Create VertexBuffer(
UINT Length,
DWORD Usage,
DWORD FVF,
D3DPOOL Pool
IDirect3DVertexBuffer9** ppVertexBuffer,
HANDLE* pSharedHandle
);
HRESULT IDirect3DDevice9::CreatelndexBufter(
UINT Length,
DWORD Usage,
D3DFORMAT Format,
D3DPOOL Pool,
IDirect3DIndexBuffer9** pplndexBuffer,
HANDLE* pSharedHandle

o v W ' P /3 Jaq ¥ I ?:d P S I &
dmsuaregelumsasrianesnnsiines R 1HAUNBIINNTIIUIU 36 NBSITIAG d=UAA
Y o Y 9 [
IdaaTAaduaia

IDirect3DIndexBuffer9* ib:
_device->CreateIndexBuffer(

36 * sizeof{ WORD ),

D3DUSAGE_DYNAMIC | D3ADUSAGE_WRITEONLY,
D3DFMT_INDEXI6.

D3DPOOL_MANAGED.

&ib.,

0);



o @ a o § 9y 9 3 9 %
ndannlaasunesindinlesuazduAndiviesauvuandesnslduds  fazidng
e s i e $ 4 dw s a 8
TUADUYDIMINIHUAA IO TN uazdudnanezfivad 1 lunesindiiilesuazdwdng

o3 Tasmsazidh e mmedvudoyaluiiimesfand1d axdealdiladsu Lock ieiiaziot

13 [ 1 § U =1 a ' Y 9 (2 4
wotniimos Ny ludaiiesarundeamssuniedounndonou Taoflendu Lock 3 Tnseadrafail

HRESULT IDirect3D VertexBuffer9::Lock(
UINT OffsetToLock,
UINT SizeToLock,
BYTE** ppbData,
DWORD Flags
);
HRESULT IDirect3DIndexBuffer9::Lock(
UINT OffsetToLock,
UINT SizeToLock,
BYTE** ppbData,
DWORD Flags

o Ay Y A A ' ) I o 2 a v v Yy A v
uaz‘ﬂaw1ﬂm"lﬂvumxmamummnuﬂnﬂammms Lock 1&352138U3IBYLIAD %$ﬂﬂﬂliﬂﬂ1‘5

J w I o 1 U
#HaA9u Unlock Ao dauaasludiosnslnaaiuai

Vertex* vertices:
vb->Lock(0, 0, (void**)&vertices, 0): // lock the entire buffer

vertices[0] = Vertex(-1.0f, 0.0f, 2.0f); // write vertices to
vertices[ 1] = Vertex( 0.0f, 1.0f, 2.0f); // the buffer
vertices[2] = Vertex( 1.0f. 0.0f, 2.0f);

vb->Unlock(); // unlock when you’re done accessing the buffer

3.3.2 MINaNIN (Rendering)
' = 4 =T Yy A ° v 9 o
AOUNILNANN (Render) lulasadeaudiu sedoalimisimuam iy Render State
. d W < Y (o Y S JE v
Aou  Iaglasndeu@esll  Render  state °lwﬂsu'lwa1ﬂwmamuagﬂ‘ummwmmwm
o w U " L % Y v s v (<4 v
Tusunsuwes Tag Render state Aananvzlimaeaded s1d1lulimslsuaila 9 fwdonldma
Jz o o A s v 3/’ 9 < o [ 9 1
Woaaiu dm5uI5M5UTuAT Render state 1192 197409 SetRenderState AaUaAIATIUA
HRESULT IDirect3DDevice9:SetRenderState(
D3DRENDERSTATETYPE State, // the state to change

DWORD Value // value of the new state
);

@20819M15U5UAN render state

_device->SetRenderState(D3DRS_FILLMODE, D3DFILL_WIREFRAME);

3.3.3 mamsaudIneumInazy
{4 ¥ 4
Tumsiseudinagiiuezd 3 duneudde 11T

o 9 Sy &£ o 3 I, § dy
1. JFuveyanAein1i11a (Set the stream source) FINAMTUADUAIAD 11)7]

HRESULT IDirect3DDevice9::SetStreamSource(
UINT StreamNumber,
IDirect3DVertexBuffer9* pStreamData,
UINT OffsetinBytes,

UINT Stride



16

> o sd o ~ B sd
2. A gUuuuNesInG (Set the vertex format) IaonasnInmsmvuagiuuunesmasy

v o - iy ¥o P
(a3 N1TNANTNATIAD €] W ﬂZi%gﬂu‘]J‘]ﬂ!ﬂﬂﬂﬂ’inﬂ“]fﬂ1Hﬁllﬂﬂ1ﬂuﬂ"l’3ﬁ'l’qﬂ

_device->SetFVF( D3DFVF_XYZ | D3ADFVF_DIFFUSE | D3DFVF_TEXI ):

b4
1Y

o & o P A 3 dw ' Y A

3. demouAnFinines (Set the index buffer) Tunsinums l¥oudndiinimes sxdead
° a o H 1 o a d Jda i
msmmuesudngiidiosneldlumsnadies  Taofivedmuadudndiivies lu

F% : a 3 Jda et 3
f'ﬂﬁ'ﬂﬂ"lﬂﬂﬁﬂﬁz 1 ﬂulﬂﬂ“ﬁﬂﬂ!ﬂﬂ‘ilﬂ'luu

_device->SetIndices( _ib ). // pass copy of index buffer pointer

d d d d
3.3.4 managldenesmnauazduanstivives
2 y ) v Y < = 3 an
wann lamssudoyansumsnaninudl Avzandeduneuvoinsnanmu 3 ia
£ I o LAl A o - J o ; o 1 4
Taums 1¥Hen¥U DrawPrimitive %50 DrawIndexedPrimitive 1ag 2 #Wanduilaziiniies
<] P v <
mngneglunes

DrawPrimitive

Al v o v A g Ya o o &
1599000190 uMs 19T draw Primitive

HRESULT IDirect3DDevice9::DrawPrimitive(
D3DPRIMITIVETYPE PrimitiveType,
UINT StartVertex,
UINT PrimitiveCount

A10819
// draw four triangles.
_device->DrawPrimitive( D3IDPT_TRIANGLELIST, 0, 4):

DrawlndexedPrimitiv

@ @ 1

v
A [~/ I, 4 ol
Tedadeeiitlums 1475 draw Primitive

HRESULT IDirect3DDevice9::DrawIndexedPrimitive(
D3DPRIMITIVETYPE Type,

INT BaseVertexIndex,

UINT MinIndex,

UINT Num Vertices,

UINT StartIndex,

UINT PrimitiveCount

)

A79619

_dcvice->DrawlndexedPrimitive(D3DP}_TR[ANGLELIST. 0.0,8.,0,12):
2 @ dy 9 1o
Falusunsuweszidenldleidulanld Suegiunumingan



] o
inveIANAN Wazte NS IgIANssT, il

9 b
wennnil msisonldilendulunsnanImie DrawPrimitive 150 DrawIndexedPrimitive

Y v 7 @ o v
vzdoesonldszn1ailaid BeginScene 1Az EndScene fataasluTaadiuaiy

device->BeginScene():
device->DrawPrimitive(...);
_device->EndScene():

3.3.5 D3DX Geometric Objects

£
=1

lulausi3ves D3DX axfgnsanasgudficunsaonFdmsedfaoiu 6 Haidu dail
D3DXCreateBox
D3DXCreateSphere
D3DXCreateCylinder
D3DXCreateTeapot
D3DXCreatePolygon

D3DXCreateTorus

j1ii3-4 eothonignasietuuasnalaemslinleny DIDXCreate*

b >
TaoginsanasguivuaiiezTassaduilunuy D3DXMesh TnedsmsiGenldileddu
' ; Yo o 1 9 4
mandl naaa lddadtedamua

HRESULT D3DXCreateTeapot(
LPDIRECT3DDEVICEY pDevice, / device associated with the mesh
LPD3DXMESH* ppMesh, // pointer to receive mesh
LPD3DXBUFFER* ppAdjacency // set to zero for now

@ [ o :’
dregrams IFiandulumsadianii

ID3DXMesh* mesh = 0
D3DXCreateTeapot(_device, &mesh, 0):

61819
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_device->BeginScene():
mesh->DrawSubset(0):
_device->EndScene():

Weaduas i@ aling release A

_mesh->Release():
_mesh=0;

1
)

J
’ )
ATATATATA

VNN

lﬂa’ < ldl Y o U ¥ lﬂ‘ = 1 gj 1 Y o ¥ LS4 ¥
wnastiluenansnanulidmsumsldnuienisnwivintu eugsbiiluldussleviaunisi

Lidnsdilag Meau Snvieaudilvidauwdasion wasdesgwdadadvesenalsynassminisunlules
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UNN 4
g

as d' w v
ABMIUNYINY Direct 3D 7]1413»111‘15

=
4.1 & (Color)
\=) .
4.1.1 mslad (Color Representation)
G el e o =& PR aaA = =
Tuladndm3a iudezgnimualugiliuuves RGB Fweldamuideo ua iWod 1iku Ty
o A v @ e ) ° Y
Mmsmruadareq Taolsmsnaudiuvesdnimuddsesili iadeenuununey
1 3 =t 3 ° ac % a % 1
Jumsladlulas ndnsatiusiausoi]ld 2 33ae nilal¥ DIDCOLOR I 32 i Hauaia

st M a
ﬂﬂﬂ!ﬂuﬁﬁ’)u qIUAE 8 UA @”I"lilg‘ﬂﬂTW

- 32 bits -

Alpha Red Green Blue

FUi4-1 4aaan 1313 32-bit color

1 o v
Tava1 alpha 9T UNISHAAINTIN ANVUAVDULES

4
=

k4
Tumssmua@iusicunsadmiua laeglura 0-255 Taolinsloaai

D3DCOLOR brightRed = D3DCOLOR_ARGB(255, 255, 0, 0):
D3DCOLOR someColor = D3IDCOLOR_ARGB(255, 144, 87, 201):

¥300nNMaMHU518131391% marco D3ADCOLOR._XRGB 1inu'ld

#define D3DCOLOR_XRGB(r.g.b) D3IDCOLOR_ARGB(Oxff.r.g.b)

A, [ < o A % 9 1Y A 4 [~
s ladlulasadnsaonizniaienis1¥ DIDCOLORVALUE aasawes Iaedsiiilu
o 1 g 1= a qddy 1 1 1 = o
msfvuam iveunidiluganaiion Tneisiamunseldmveanidluge o - 1 Taslimssmua
F g
o 9 1 v
favaanane 1l
typedef struct_D3DCOLORVALUE {
float r; // the red component, range 0.0-1.0
float g: // the green component, range 0.0-1.0
float b; // the blue component, range 0.0-1.0

float a: // the alpha component, range 0.0-1.0
} D3DCOLORVALUE;

g @ < 2 a { LY
wielufmansald DI3DXCOLOR aasmwes  Faussyamndndeyanmiouduilu

idar Lo 1 o Ny v gy 2
D3DCOLORVALUE ll@lllénﬂﬂ"]fuﬁWQ 9 !WMqluu1!wa°ﬁﬂﬂ1ﬂﬂ1ﬁﬁlaﬂﬁﬂ1ﬂﬂlu
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d d
4.1.2 §Y031031ANG (Vertex Colors)
v
= ' (] P o =1 =] d v o Y
AU primitive 419 9 13U JUMUMBENIZYNMMUA TAYAVBUIDT NG AU lumsass
aq Yo o aa 9 ° ~Sq Yo d o o Y 3:’ =1 U o dy
alvnudageuiiala o zassdmuadlinunesinndue1ingiiu o menou Al

struct ColorVertex

!
A

float x. vy, z
D3DCOLOR _color;
static const DWORD FVEF:

s
const DWORD ColorVertex::FVF = D3DFVF_XYZ | D3DFVF_DIFFUSE;

4.1.3 Mstnaed (Shading)
B 1 o o & > 4 o A <

Shading 9zogludunouveIMIM Rasterization luliillawl Tavvzdumsihdvesnes
3 ¢ o = e A& o = a = 9
Mndndumdves primitive tvoiit lmdvesinaiivzuaasuuniiee

las ndfeu@ozlinisfi Shading 8¢ 2 H1UY fi® Flat Shading 118 Gouraud Shading Flat

¥ v /3 o & o = E Y '

Shading v 1¥Rveanesindusnvesgilammasulumssnnaumavesaumaomiu Taoliauls
2 I3 I s o4 afo S
AUBAIBIMNGON 2 IVIINNTIMAD A9l

ColorVertex t[3]:

1[0].__color = D3DCOLOR_XRGB(255. 0, 0):

t[1]._color = D3DCOLOR_XRGB(0, 255. 0):
t[2]._color = D3DCOLOR_XRGB(0, 0, 255);

4.2 ua4 (Lighting)
4.2.1 axwilseneuvednas
1 [~ 1
Tasauilsznovveauaauuy ldily 3 du Ao
1 i 3 v [ 3 v 1
- Ambient Light Light thuduisznevuewasi ldanuaeduniniavuaegiam
¥ Y
Meoudu Tagluvuiussozdiennurasiuiaua ez lAuUFUNanamsHutue
FagninuuvaIi e
(] A 4'! [ Y 9 =
- Diffuse Light iludulsznovvewasimiloannsznuinguanzaz ousenlalyniia
Y 9 9 9 9
NAMA AatiuudaisziunuiirmeveudazdneuzveInguiniy Tuguiy
AUNUDINADI
. g4 i y
- Specular Light Huguilsznouvenasiiioannsznuiagualazaziouson 11 lu
a a & v 3 dy o Y 3 v Y @ :;’
namalafiemenilainiu Taouaesuuiivgsi Timunaea e I8 lunagy daiu

k4
rhouhMadriweIndes HAMvaas nazdnyuzyeingInMuIn

Tumsimuamaldfuuaaaazuoy 9214 1a59e519999 D3DCOLORVALUE W30

¥
=1

D3DXCOLOR i 1d ail

D3DXCOLOR redAmbient(1.0f, 0.0, 0.0f. 1.0):
D3DXCOLOR blueDiffuse(0.0f, 0.0f, 1.0, 1.0f):
D3DXCOLOR whiteSpecular(1.0f, 1.0f, 1.0f, 1.0f):
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4.2.2 ¥Have3IAg (Materials)

= [ a =4 A 3 a ~ ] Ao F
avesiagiswesnululananuiueiaiu  Mennmsiuasdesliiiaguai

o

v 9
aznounduiniiaus JTasluladndvsatiusldasiaulusnsas@endy  Taseziins

¥
= v o

¥ 1
fmuariinvesing(Materials) VU Fwilavesingieziudrsmuadmasyiialnusy
£

gnazfiouseninludnvaizla Taveeimuasiavesingdis DIDMATERIALY Tauvsd

¥
MIMMuaaail

typedef struct _D3DMATERIALY {
D3DCOLORVALUE Diffuse, Ambient, Specular, Emissive:;
float Power;

} D3ADMATERIALY;

a d
4.2.3 idulnRiveanesming (Vertex Normal)
Y

9 v
ruln@veINUA (face normal) sziludvenfismafiiufiuniey dagil

JUn4-2 sanaduinfivesiiuiaing

L a 23 e g . ot 7 ¢
fT']'ﬂi'UlﬁuﬂﬂW“UﬂQnﬂilﬂﬂcﬁ (vertex normal) uu‘ﬂgﬂ'lﬂuﬂlﬁUﬂﬂﬂﬂ!lﬂfwnﬂi

d o ° Y a d’ a o 9 1
MAFUNUMINHUATULNAVDINURD PANVINAN

{ a d & -1
FUn4-3 uanaduilnfivewesninsveswui
& 3 ¢ am o < & a4 ¢c < o & =
ilesnnlaisndnTAvzAnmanpiiuasannsenuiiuiainn q nediindueszil dniud
Sl

) ] a J S A o ° 2 o Y 73 o
mm’smmmJﬂmammmnmwaum1‘1‘%"1umsmmm "INWZIBU'N‘Uﬂ\iIﬂi\iﬁi"l\ﬁﬁ’]ﬁl’)ﬂilﬂﬂ“ﬂﬂ

° = <] @ 1
Instuduilndveaiesndun 1y szuaasldaaeldaduais

struct Vertex

{
1

float _x, _y, _z:
float _nx. _ny, nz;
static const DWORD FVF;

1

!
const DWORD Vertex::FVF = D3DFVF_XYZ | D3DFVF_NORMAL.;
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4.2.4 unasiuiiaues (Light Source)

g o el
TulasadniamunsalFmassuiauasld 3 tuude

4
IS T

- Point lights iluundsiuiiauaandesssydumia unasduiiauaauuyaiivz e

POAMNNANAYANIAIY

A

¥

JUN4-4uviasnusiauasnutipoint light
. i = [={ oy, o A ~ Vo T ] o o
- Directional Light 1tuunassutiauaen lulidwmus wazdewaududwasvuiulu

namalaneanilamundmua

31il 4-5 yriassudauEIUUDirectional light
- Sport lights Hunndsiuiauaanlidumisezdowasosnundiuzilnsioludiamail
Mnua Taunsiouaaezgnszydion 2 a1 18un yu O (theta) uazay @ (phi) Taoyu 0

liluyuveensiolu uazay @ wihimvesnsiouen

31N 4-6 unasd uilau@VYSport light
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% 1 o = : s o 3
i lulaus naf s Aumass udiauaana 3 uuu v2gnuans 1AdI8 DIDLIGHTY ansnvesaeil

typedef struct_D3DLIGHTO |
D3DLIGHTTYPE Type:
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Specular:
D3DCOLORVALUE Ambient:
D3DVECTOR Position;
D3DVECTOR Direction:
float Range;
float Falloff:
float Attenuation0;
float Attenuation|;
float Attenuation2;
float Theta:
float Phi;

} D3DLIGHT9;

4.3 mslagUmnuuinui23ng (Texture Mapping)

miulzginmaemsiginmwalzasouIn@neu iveiumsifingivazBoauanny

a [ v ° d o 9 [ sld' ~
ﬁlﬁ]‘i\ﬂuﬂ‘ﬂ’lﬁq L‘IfuﬂTiV]1ﬂ15!t‘]_|$§.l|ﬂ'lWﬁ\1‘]JuQﬂ1nﬁﬂ W11Wﬂﬂ1ﬂlﬂuaﬂqﬂﬂﬂﬁ1ﬁ]i\1

Direct3DS4pp "

31N 4-7 wansmsuzgifasunlwaneuggnnan
<3 o { o . a
Tulasaansa siameznirlUulzezonuansdne IDirect3D Textured Suaosina
U U

43.1 1Mn1993)n20AIUA (texture Coordinate)
s [~3 4 4 A %
Tulasnam3aldszunmindaessefmuadelsenoulUée unu U uazuny v Tag
3 A o <3 o P = 1 < o =1
wlu U naz v ruilumsvenddwuduuiindinessusuSeni mndiwa (Texe) Iaodl

anyzeagl
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Micrasoft

DIRECT X

(1.1

{ g
3iis-suansszuyveusinansesineoum
o 1Y = aa ° A <1 A o
dmiugd mwmdonauilia sideshivuamumdsuuumadees Adesmsszialziiu

aa'l fagaldeans

(x1.yl.71) (B 0) (ul.vl) . 0)

(u2. v2)

(utv)

(x0. vO. 20)

3D Tnangle Correspording texture trangle.

guliis-onaasmamlziinatensasuiing 3 A

9

o Y o iy Ny, g
Iﬂﬂﬁ11ﬂiﬂﬂ1hlﬂﬂ1ﬂﬂWfN‘U"Nﬂ”Nu

struct Vertex

1
t

float x; 1y, z;

float _nx, _ny, nz:

float _u, _v: // texture coordinates
static const DWORD FVF;

ys
const DWORD Vertex::FVF = D3DFVF_XYZ | D3DFVF_NORMAL | D3DFVF_TEXI:

& g = ) s o X el e
“ﬁqﬁlumm$uﬁ1ulwaﬂuﬂﬂq2ﬂ a3 1N TIUDIINNY SFINTHUAATINUVINNFIVD T

a 4 o o a
ﬁﬂmﬂﬁﬂiﬁnﬂlﬂﬂ%li}ﬂiiﬂﬂ'ﬂﬂm@
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o < dJd
432 Msaraazmsiuninaioas ifldau
o o a ' a g 3 v a J 9 o
Yoyaifindioos Tasdnfmezeunnnsuue IdFgninveguudaimdoaiinms Traa

9 ¥
f ° [ o o
1t 11 irect3DTextured po1hin TumsHusuiisiaiusald D3DX Hendu awil

HRESULT D3DXCreateTextureFromFile(
LPDIRECT3DDEVICE9 pDevice, / device to create the texture
LPCSTR pSrcFile, // filename of image to load
LPDIRECT3DTEXTUREY* ppTexture // ptr to receive the created texture

4.3.3 M3n394 (filtering)
asA 1 3 2 s a A o = A o - s
VMSNAUVUNAFIT EUHATIIZTVNA TUMIAY  nanumasy e INAFe9s
P ] ' = g o P = . 'Y
TN OV VU IAENN IR IN TN ALY mn«masmmﬂaﬂngmsﬂﬂr‘ﬂu “magnified to fit” UAN
g o 4 A ) a [ o ~ A 3 IS
MAees o masy g npmmvasy mﬂmaas%xgﬂmm"ﬂu “minified to fit” JUT4 2 ATY 2
a x X < Jd A yart A =t ¥ _ & o ] F
aMs distortion lulaisagmsa 3z lismsniGondn mInsel (filtering) tHodunmsrIeln
. . S 1
distortion AIBUIU
< 4 U a % [ I @ v @
Tuladndvife: 135mansodoy 3 viladuinazdusz Tszduguningiaiy
5 - S Sayy 2 2 o v da
- Nearest point filtering 1JumMInsoanaa AusnSudwzIams ldmmzHanAansn
q Y A 3 aa Yo Y I 3
1109 ua IumsyszulanainsaniE 35ms 1aea Iaadiaans
Device->SetSamplerState(0, D3DSAMP_MAGFILTER, D3DTEXF_POINT);

Device->SetSamplerState(0, D3ADSAMP_MINFILTER, D3DTEXF_POINT);
. e Hq 9 ' Y a o WY 1 48 No
- Linear filtering _ilumsnseanliwaneudafuaz ansailaedasasudalu
4 o dyn:d Y o Yy v T
g5ALATUULH ATNT 193 TARU19819

Device->SetSamplerState(0, D3ADSAMP_MAGFILTER, D3DTEXF LINEAR);
Device->SetSamplerState(0, D3ADSAMP_MINFILTER, D3DTEXF_LINEAR);

. . . Hq v Yt 13q ¥ o
- Anisotropic filtering fﬂumﬁniaw‘lwwa'lﬂﬂﬂqmmnhizﬂznaﬂumimmmmu

]
=

ad Yo Yy 9 1
e 35m3lada laadea

Device->SetSamplerState(0. D3DSAMP_MAGFILTER, D3DTEXF_ANISOTROPIC);
Device->SetSamplerState(0, D3DSAMP_MINFILTER, D3DTEXF_ANISOTROPIC);

4.3.4 MIMYAVDY texture (Mipmaps)
& v 91 v & o = A
Tumsii texturing 111 011135093 195AV04 texture PInould danioluymriu 9 texture #
a T @ Ao =] ! ° b4 A LA
HUANANANAY 1Y texture NIVINABANTIRLAUIM 1ALN9IN texture RiTvinaluajndt tazez
1 ¥ v
300 texture uARZYUIATBYN 18 TUYALII mipmap TABFUT 22 vzudAIMsAI0619Y8IM YA

VDI mipmap
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e S0y 8 D5

- |28 |28
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3DsMax YiHidoe 19 Tusuns a3y (Plug-in) Feaziiumsiiinanuminsalums export file 1Ty
x file 18 dunsude lilfomsiims Tnan x file un 14 uTasuns v um

-~ a v o ) v A = Ig-J/VL\ Iyolﬂiyﬂwi ¢ v 1Y
wnanstiiliuenarsnanulidmsunisldauienisdnwivintgu lueygislmihluldussleviiunsm

ldnsdiles viedu Snveinudlvidaudauilon wassasedadiaiivesenasnnassisinisualuly
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TuTdsunsy dwn Idadsnaavundmsunms TnaauasMIIsuAes mesh 910 x file Tao

o = 3 < i o
197 Constructor vasAMaNTIA191 9210113 THan mesh 919 x file uazfy 13 lunuien 1w
o ya v o A v g 2 an
A7 Destructor 191 AAUMUIBUANUIITIGU011AAY mesh 1182 method render HAAIRIIEAS
15UIA93 §2 mesh 114 Tnamo13

= y o e o o o & s 2 2y 4
Constructor YBIATNIIA5 190U 25U 2 dawnls aawsndludiulswesiaes Faalan
w Y § = H H < v
M m_pdevice taziai 2 Huans ot i udunis(path) vou x file tozio1 13 Tnan 51 19iari5u
Y Y [ :;’ Yy v d? o
D3DXLoadMeshFromX Tum3Tvaa mesh 113 lumiinonnudr minriust1dadha aray Fuan 2 i
@ < < = § v
Taodasnie1 13D material 1 Bnd 10113 texture Yo Tuaaietin 1491011 d1uv049 render

TAadegaeIms TnaaTuaa x file

hr = D3DXLoadMeshFromX(
"wmodel/w_head.x",
D3DXMESH_MANAGED,
m_pDevice,
&adjBuffer,
&mtriBuffer,
0,
&numMtris,
&m_pSourceMesh);

¥
uazdaiilAnludumsdSulgnuames x file 1HaTuTnsaunsoi 1dsa Ifadhaaa

hr = m_pSourceMesh->Optimizelnplace(
DsDXMESHOPT_ATTRSORT |

D:DXMESHOPT_COMPACT |
D3:DXMESHOPT_VERTEXCACHE,
(DWORD*)adjBuffer->GetBufferPointer(),
(DWORD*)adjBuffer->GetBufferPointer(), // new adjacency info

0, 0);

1T o aa
6.2.2 N1INAUIIABY 3 UA
1o aaq ¥ £ S':II v ) E4
1uﬂ1531ﬂﬂ1w1’1u’1ﬂﬁﬂ\? 3 H@ﬂﬂllﬁﬂﬂﬂa@ﬂﬂﬂ"‘Vl1\31’7‘1&Wﬂﬂllﬁﬂﬂﬁ‘lﬁl’lﬂuuﬁ]gﬁﬂﬂliﬂﬂi‘lf

I o ° ;; 1 d' Y A
AMTUDY x file JUHIAFY Draw Taedrdadun1slunisnaninie

for(int i = 0; i < (int)ym_mtrls.size(); i++)

{
m_pPMesh->DrawSubset(i);
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v Fd
wazluminauimes 3 dResihimsnaeinzduadiunvu ity lafas

’ H ¥
du oo Tyizdiuniegez Idaenuldedagndes dase 11l
i =2 012 duv 2 azlnn 2 197 = 80 = 1au = ¥

6.2.3 MINYUAIVBIHUS 1004 3 TA
Tumsnyudmjuines 3 Tanumaunsai 8 Tasmsnaifugnss $o ¥ Tasmsnailu
T o aa < U v o aa 4
Frotfumsnipiuiaes 3 Talimedhe uazmsnauniifumsiuusiaes 3 §3 Joman #

3/
v A

o a 1w o o a. Y { = ° U 1
Tumsnyuaail devhmsaadefufduesalasiismsadiedail Suusniinmsg map 1JunDU

{ INPUT_ROTATE_LEFT, DIKEYBOARD_LEFT, 0,
TEXT("Rotate left"), },
{ INPUT_ROTATE_RIGHT, DIKEYBOARD_RIGHT, 0,

TEXT("Rotate right"), },

o 1 & J © = o b
ué’ammm'saﬁ]ﬁamuﬂuﬂﬁﬂﬂﬂm"lwu Taginsasdedoudanils - rgdod[jl.uAppData

T input 1a

case INPUT_ROTATE_LEFT: plnputDeviceState->bButtonRotatel eft
bButtonState; break;

case INPUT_ROTATE_RIGHT: pinputDeviceState->bButtonRotateRight
bButtonState; break;

1

I}

easwaouGsuiesudaiezuen lvimndutfudroes Tnaui

if( pinputDeviceState->bButtonRotatel eft )
degree += o.02f;

mindlumsnafudhoas luiidd

else if( pinputDeviceState->bButtonRotateRight )
degree -= o.f;

1 .{’,' o 1 = <
Tagn1 degree Vuazgmitl19nelunmaves x file idoamsIivyuluiladsu Draw Ta
wihmsnyuseudueslagldfiids DIDXMatrixRotationy Fudumdsildlumsnyusevunny y

Tavaansonin ldaeil

DsDXMatrixRotationY(&m_world , degree);

6.2.4 m3dSuvinavesyudiasa 3 A
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e 1drh x file i Tsunsuldoulduds Tumsiszadausiaes 3 daluldsunsu
o @ U @ v @ Ll d' [ v
Uszynd livnadadiuveseTorzanaassmudadmnd1ladhly  1dusvinavesanuen
(V) uazANu velvizdepe lijusass 3 datvinamiloudldnniga Jesudui
Y o 2 v ) Ay Yy v Y1 ¥ & v
zaoalmsUsuvmansludiuuesnnuen tazanun e x file Nldadrae1 3neunthiiugs
Y v g 9 a U ak I ; ] ]‘ly‘ﬂ @
Tl nnneadudoney Iramsdsuvueves x file densanteldidumsisuly

Auve9nue uaz ludiuveudusons

6.2.4.1 msuUSuluavvesniuem
msdiuvineves x file ludmvesnnuen () veseivizdiuangezdsulaeld

daa
Length = Anue19M@ 15l didw / anwendduues x file

. v v
e lddadmanueniden)fundy Tasa Length wiuazgmirlilddelunataves x file
Tuilandu Draw Tavezsiimstliuruialauldsids D3IDXMatrixScaling

v
o

Taomsnazliuunaves x file fsuwmwiz lumnasaunsanii e lae 9 a4
D3DXMatrixScaling(&m_scaling, 1,Length,1);

5 <3 oz gl johd &« T oW v o
Favzitlumssudadiuves x file anunny y Wudadiwmsy length 111 1AgUAY

)
AINYIINIAUUDY X file

6.2.4.2 msUSuluaiuveudusona
MIduvAved x file Tuarmweinnunie (dusonie) veseurzarumanszilsuliag

9 o T 1w
l¥dadruminu
Y AYyqyq 1 Y Yy o
Round = ANUANN IF a1 / aAnuniedsduves x file

¥ ' v
e Iddaduvesanundeiideatfunds Taom Round iuazgniin 1y 1dae luaanawes x
< o o o Yo o . 2
file U909 Draw Tawazshmsdsuvualao]df1ds D3IDXMatrixScaling

'
o

Taomsnez Ivunaues x file Waswmwiz lunuswannsoilalaslodda

D3DXMatrixScaling(&m_scaling,Round, 1,round);
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Fazilumslsudadiuves x file auuannu x uaz z Wildad i round Wi o

v )
AUANUNINENAUVDY x file

A o v ¥ 35 aa
6.2.5 AU T HIVDITIHVADI 3 WA
n!’ Y o @ @ [ [l T o aa g Y 1 v p= P
ma"l@mmﬁ1J5mmmmmzmumqfwamumam 3 wauad fnz'lﬂmﬂazmumac]mu
T A o 3 o A 9 A 9 Qy 1 @ 1 = =
mmﬂmmqﬂmmmu muumnmmmmmﬁmu’nmumummmquﬂmgﬂaaum}m"lﬂ

NAMHUATUAUANA I

4 FEP T L/ “
FUN 6-3 uarasa it lumeduitesanmstsuvinanliidnas
= o ' ' ] a > Y A & ° ]

MInegNaednzdIualeg 14 laasanuiatszdiniy - szdsedlimsnfoudiumuaves
2y o ' 9 " Ay Ay Aqp & s v A
yuameivizang lnmedgniidas  Tasszeznianvzdeundounainsantla lnevid umian

v 5 ) ¥ 9 9
AT UAUNADTBIT A MUY f']”‘uﬁnmumnﬁmﬁﬂﬂiﬂazﬁuqgﬂﬂﬁ'mmmué"; NNUUUIM

3 v g { o Y o (] @
Wreunauiu fvg Idszoznenazdesimisindoudmis dagas
o v A g Ay ° Ay A o v
Translate = AMWNIEADUT MAUNA - FumiaGuduidegmlfuvinands
v q’/’ o 9y o o
Tavf Translate Wuvzgnilldnelunmiavos x file luiled# Draw Taoazsiims
inaouninglavldmids DIDXMatrixTranslation aatdesmstindonud il y aunse

mldTae

D3DXMatrixTranslation(&m_translation , 0, Translate, 0);

[V

Aan o fdig Ay oAy & A . ) =
Iﬂﬂu']ﬁﬁ’lﬁ1llﬂu\3ﬂ"|!lﬁu3ﬂﬁ]%ﬂﬂ@lsuﬂu’nﬂ!lag ﬂ]llﬂu\‘ilﬁNﬁutﬂﬂgﬂﬂiﬂﬂlu]ﬂ!!aaﬂqu

6.2.5.1 MImnHIN=AISNGAUNA

v v v
foannoanIAWAARUNTINITIATUd LR U TS
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Y1
. me"lﬁm1Lmuwﬁ'e)qmiua';‘l'ﬂu1"hJﬂmﬂumﬁﬂmummﬂmmmm‘wa%w"l AN

Lﬁﬂ‘ﬁmﬁﬂé”umumuamnmudui}zummﬂﬂ
Sy A Aavg Yo -
= l,ll'f)‘lﬂﬂ1Bﬂﬂnula'ﬂﬁ‘l‘lflﬂﬂﬂﬂﬂﬂﬂ']‘V]'Jﬁﬂu DIUAADUN ﬂi)z"lﬂmtmummmu

Q

voeingaelil

6.2.5.2 MymdmwmHUSHAHURL TAg
9 [ c;’;’ i A .5 9 {J 1 T ‘3 v 9
- fedmniudludiuiideiiinnndrams Wy maduaz Tnadnnnaudy
Y A Ao A Qy 1 .;’,'
1 Tinenyanidingavesdudiuiug
Y @ :/l < | A 9 v 1 Y v v Y A
- e dnztiuiludiundessnundieg wu ndauauianengelua 1hiden
Ha Yy v 4
ynianunhaiosiiqa
4 o " A © @ 1w 1 1 YY1
- fielddumisidesnsida i llgadumdad midonlSunnamens 185

A o o A o 14 B 3 Yo a9 o Y P
ln®ﬂ1ﬂ15ﬂ5U"’llu’lﬂlm'\]ﬂ“n’iuquﬂzuﬂnﬂﬂﬂ ﬂ%gqﬂﬁ1!!ﬂuﬂl5N@]u’ilEN’Jﬂquu“']lﬂﬁ'l

q o I v
et uauniseg1dn

Translate2 = ((Ymax] ¥ Sca]el) w0 Translatel) 5( Ymin2 X Scalez)

6.2.6 M3a3 19 WaNaU(polygon)aHIFONAR I 1IN0 T8I
v
Tudauilvhmsasialaomsnapolygon t@azvertex @IlABMIAT1IIUUT A0S 3 HATY
a ] = > do AL s
Tilsunsy n3dagalouding 5 (3D studio Max5 ) nasnTuAmIAMT export 1T x file iilovims
v v g ' = Y & o 3 « 3 )
aduiu x file 1INMIYA vertex Moyl x file HARNIAT vertex maniumadiaiiu polygon
Tasazihmsadailumumdouaeqsumas fuilugils
y v & o Y ¥ S & '
MIATAI N polygon Tuanmuziiansonld Taomsiie vertex favuaunldalu vertex
v ¥
buffer Tao1¥/1da CreateVertexBuffer Tumsas1a Tasazdoatimsldmvessiuan vertex Haviua'l3
A0 faddeEna
m_pDevice->CreateVertexBuffer(
191 * sizeof(Vertex),

D3DUSAGE_WRITEONLY,
FVF_VERTEX,
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D3DPOOL_MANAGED,
&m_pVB,
0);
ngInmiuAhmIade index buffer ielFlumndumdudnguesIndnoundazdin

b4 v v
T o o T o 5 @ 2
a319vun Tavazdealinslaaveas iy index NanuaEUiv Taonsa3a index buffer 1uaz 1%

'
o w

fd9 CreatelndexBuffer lunsad1a Taodsmsa3 1993610819

m_pDevice->CreatelndexBuffer(
870 * sizeof(WORD),

DsDUSAGE_WRITEONLY,

D:DFMT_INDEXis,

DsDPOOL_MANAGED,

&m_plB,

0);
demmammuaadaioudosudsdosmana laoldmdanat

m_pDevice->DrawlindexedPrimitive(
DsDPT_TRIANGLELIST,

290),
P o 2 o = & A v
Iﬂﬂ @YU 191 ¥UIWP9DI TUIU vertex YNHUA HAZIAY 290 HUIPDIVTUIU ATUHAYUNINUANTT 1

&
VYUU

d9 Y Y aad A v A > Sy v B
lﬂﬂWa‘ﬂﬂﬂﬁﬂs‘Nﬂ'Jﬂ'Jﬁuluﬂﬂﬁnﬂﬂ1§ﬁi']\n‘lfuuﬁ’nﬂiﬂ 1]51] vertex V‘WQQﬂ'ﬁ‘lﬂuazﬂﬁf'ﬂ']

v ¥ 1
W14 polygon Nilswaziduanazgauesunnaiy dvs lawansgl
F et

of N 4 Y . P
31il 6-4 yaasaIuiIveNne Iz I NazINNNUDI

6.2.7 manlfaaudrIvesuiaeamuiia
Tudmiiennsoilalaemsl¥s1ds DIDXCreateTextureFromFile Tuilaf%u Draw duilu
J Y \ 1 ~ 1 o w % o Y
HanFuvasnamaeioizadruarqnaswwundmsy I lumsnalueaasluldsunsy deilansuil

a ) dw A a v T Yo 4
929501910 Handu render F9Tonldnanaral Dareg1ans lgaail
if (changeskin == true)
{

D3sDXCreateTextureFromFile(
m_pDevice,
texfile,

&tex);
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}

m_pDevice->SetTexture(o, tex);
Tasimsladduma (path) vestexture fidesmsiluuds 13lusauds texfile

6.2.8 M3vEVIVHYBIUHIIARY 3 TR

¥ ¥ v v
Tudnesnsvdusuliaunsonyuiu - adlddu  Suiluiezdesldiids

1 v v EY
D3DXMatrixRotationZ ez Invuiia 2 ravsyuiiu - aq 18 lununun 2

31U 6-5 Maviuuniiy - asvesudnoaiiedalaldnaeuiinyundun

4 ¥ b4
uamsnyuluguiuny z Wu Jagezgoryulilisdumisi ligndes uiudedesiims

k4
o Y o o

A 4 ° oA Yy 9 v ¢ :
l,ﬂﬁ’ﬂ‘u‘ﬂ’mQuuﬂﬂﬂﬂ1ﬂ~‘iﬁ1lmuﬂﬂgﬂﬂﬂ\‘lﬂ'JEJ Iﬂfﬂ“ﬁ D3DXMatrixTranslation

4
31l 6-6 mavdumusin - asvesyudiaesianysaiudr

1o ) o -

' o o A Y o A
ﬁ’m"llmﬂ1ﬂ~3ﬂmﬂ’nl?Nﬂ‘]JﬂﬁYilqluu"chlf’lﬂlJﬂQu

D3DXMatrixRotationZ(&m_world , degree2);
D3DXMatrixRotationY(&m_rotation , degree);

D3DXMatrixMultiply(&m_world,&m_world,&m_rotation);

4
fdaduudumsnyuiagluuuunu z deu vimiuSemyulununnu y
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D3DXMatrixTranslation(&m_translation ,

(Xtranslate/10 + (sin(degree2)*(5.6)*scale*(chest 1/36)) + (1-scale)*sin(degree2)*6.25 )*cos(degree),

translate/10 + 7.13*(chest_1/36) - (cos(degree2)*7.15)*(chest_1/36) + (1-scale)*sin(degree2)*0.6,

5 - sin(degree)*(sin(degree2)*5.6*scale*(chest_1/36)) - (1-scale)*sin(degree2)*6.25*sin(degree));
D3DXMatrixMultiply(&m world,&m_world,&m_translation);
ﬁ1§a%’wumﬂuﬁ'aummmimﬁauﬁﬂlﬁ"i’ﬁqﬁgﬂmgucluu,mu,ﬂu z nduludsdumianoud

wnvyy lagh
(Xtranslate + (sin(degree2)*(5.6)*scale*(chest_1/36)) + (1-scale)*sin(degree2)*6.25 )*cos(degree)

A A A L o
AemMsAaUN TuuAY x Fadanls
A A Ay ) A
® Xiranslate {umsmouiilunsdifidaunthengnueiovsioanuuia
3 3 A g Y1 o @ o v
® (sin(degree2)*(5.6)*scale*(chest 1/36)) 1Hlumsiaaeui iaauuyunauIngsd wmualunny
x NOUNITYNNYY
® (1-scale)*sin(degree2)*6.25 1Hlumandoun Taunvundumndsdwvualuuny x fauinioe
ad o o
gryulunsdindmuvugnliunasuwing

° o 1 A worall” « \ N\ aa
® cos(degree) Lﬂumimwuﬂ’dﬂmuiumsmaaumuanumam 3 N@lQﬂWHUEQ‘ULLﬂu N
Translate + 7.13*(chest _1/36) - (cos(degree2)*7.15)*(chest 1/36) + (1-scale)*sin(degree2)*0.6

A A
ﬂf’)ﬂ'lﬂﬂﬂf’)llﬂcluuuﬂllﬂu y
3 2 ~ A Y A
® Translate lﬂuﬂ15Lﬂﬂﬂu7]1Uﬂ§ﬂ!ﬂﬁ3uﬂu1ﬂﬂQﬂ‘ilfl']ﬂ“ﬂﬁﬂﬂﬂﬂ'ﬂﬂqq
o 4 A 1 @ [
® 7.13*%(chest_1/36) - (cos(degree2)*7.15)*(chest 1/36) lumsindeunlvamuvuaduinds
Aumualuunu y neuivzgniyu
’ < A Aq Y 1 @ v o v 1 A
® (l-scale)*sin(degree2)*0.6 1Humsnasun Inaunvunavangsd v lunny y asunee

gvyulunsainadmnvugnliuasuing
((sin(degree2)*5.6*scale*(chest 1/36)) - (I1-scale)*sin(degree2)*6.25)*sin(degree)
A A A
ﬂamsmaauﬂuumuﬂu z

< 4 iq ¥ 1 @ v o 1
®  sin(degree2)*5.6*scale*(chest 1/36) tHlumsinaouilnauuvundumnddwvivalunou z

noUNI NN
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o < ¥ { v o o o 1 1 3
®  (I-scale)*sin(degree2)*6.25) 1fumsindounlidrunvunduindsdmmuslunnu z neud
ad o =
wgnnyulunsaimdmuvugnlsunlfeusua

® sin(degree) iumssmuadadiulumsnaouiiioyuiians 3 Tagavyusenuni y

dwmdaiinedesiumsuyuauyneimsnldounlasiiunsedis fail
D3DXMatrixRotationZ(&m_world , -degree2);
D3DXMatrixRotationY(&m_rotation , degree);

D3DXMatrixMultiply(&m_ world,&m world,&m rotation);

D3DXMatrixTranslation(&m _translation ,
(-Xtranslate/10 + (sin(degree2)*(-5.6)*scale*(chest_1/36)) + (scale-1)*sin(degree2)*6.25 )*cos(degree),
translate/10 + 7.13*(chest_1/36) - (cos(degree2)*7.15)*(chest_1/36) + (1-scale)*sin(degree2)*0.6,
5 + sin(degree)*(sin(degree2)*5.6*scale*(chest_1/36)) + (1-scale)*sin(degree2)*6.25*sin(degree));

D3DXMatrixMultiply(&m_ world,&m_world,&m _translation);

v & 14
6.3 NI NABMNN
y T : 2\5 ? ”
lumsasiudedn Jaosuduiwnldninmsadsgudmveudornlullsunsy  Inaases
-1 & a o o’: < o ‘]:j Ay 9 1
5.0 Az NIANNNTAgA 1o 5.0 nAIIMIUATMS export oaAN Y x file TaarFor luuaazinuo:
a Y ] A @ Ay 9 =1 Y @ ~ @ 9 a &
tyduuumsad i limiiousu TaaFeieiimsadieludnvmzfersumsadednu fo @uiso
Y Y 1 dy Y A Ay = P ,3 ¥ A
wu'ld wduanauveadela (upsandelinun) aunsanlasuaiaawveudela Taoiisms

Wu@gIUMsasuTvesRIA U 1a0 S uiia

if (changetshirttex == true)

Ds;DXCreateTextureFromFile(
m_pDevice,
texfile,
&tex);

}

m_pDevice->SetTexture(o, tex);

P o o it [ A 3 4 g -
9 Wafdu SetTexture vzaha e tex T ldasuuIndnounadeduuazilornsonls
J @ @ Y 3
a9 Draw Tu Wafdurender fvzidumsnaenin dadlona
m_wtjeans->Draw(degree,wjeanstex,changejeanstex);

m_wmijeans->Draw(degree, wjeanstex,changejeanstex);
m_wdjeans->Draw(degree,wjeanstex,changejeanstex);
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