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IDirect3DRMMeshBuilder::GetQuality

RGB

IDirect3DRMDevice::GetColorModel

RGB oL EE
D 8 16 24
32000
24 XD
D

D 1., ODDD RGB OO
D
D

RGB 8 16 24 320

8D
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Direct3D ODIDirect3D::EnumDevices IDirect3D::FindDevice
010

WM_MOVE
WM _PAINT WM ACTIVATE
IDirect3DRMWinDevice::HandlePaint
IDirect3DRMWinDevice::HandleActivate Direct3D

IDirect3DRMWinDevice
IDirect3DRMFace IDirect3DRMFaceArray

29

IDirect3DRMFace::SetColor

IDirect3DRMFace::SetColorRGB [ IDirect3DRMFace::SetTexture
IDirect3DRMFace::SetMaterial ¢)

IDirect3DRMFace::AddVertex
IDirect3DRMFace::AddVertexAndNormallndexed
D
IDirect3DRMFace::GetVertices  IDirect3DRMFace::GetVertexfff f,Z—

IDirect3DRMFace

IDirect3DRMFrame IDirect3DRMFrameArray

DODODOD
DOD
QUOOOOOOO0n @
DO 1 NULL IDirect3DRM::CreateFrame
Direct3D 3D
IDirect3DRMFrame

219



0] DDD
IDirect3DRMFrame::AddChildf fff,,, ,,,,,ff f, %o
viasssss Zff £,8¢, ., IDirect3DRMFrame::DeleteChildf fff,Z—

., Zff f, ff f,Z<,,,, IDirect3DRMFrame::GetChildren,IDirect3DRMF
rame::GetParentf fff,Z2—,,

ffo:D‘)ff[f»vfffffmffffff959’%0)’ —,,,,S‘ ‘) fjf“’“n%"“:—
22002000” 50, SSSTFFFFF @, UfFFUFTS S %0,—

EER) fo:f9zvffjvf9“) 3)”:’”:.7 N

w1 ZfOf, 0207, 0%0S, ffff,0,,, 1 0%S",[1T], IDirect3DRMFrame ¢)

DD

4 49[x,y,z 1]OD
vchild

vparent=vchildTchild

Tchild

IDirect3DRMFrame::AddTransform
Direct3DRMFrame::AddScale IDirect3DRMFrame::AddRotation
IDirect3DRMFrame::AddTranslation @)

D3DRMCOMBINETYPE DD

IDirect3DRMFrame::GetRotation IDirect3DRMFrame::GetTransform ()
D IDirect3DRMFrame::SetRotation

IDirect3DRMFrame::Transform
IDirect3DRMFrame::InverseTransform
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@Direct3D
»3D

000oooog

Dfa‘:

IDirect3DRMFrame::AddMoveCallback

Direct3DRMFrame::DeleteMoveCallback

DD
DDD 9)

IDirect3DRMLight IDirect3DRMLightArray

v onffFFFF, o, fFFFFF, . fF
ffff’,SEE, %0, —,,

&’ )
DOODOD

99)
1)) Direct3D
D

50

IDirect3DRMLight
IDirect3DRMLight

Direct3D



DODODD

2
IDirect3DRMLight::GetPenumbra [Direct3DRMLight::GetUmbra
IDirect3DRMLight::SetPenumbra IDirect3DRMLight::SetUmbra

§
IDirect3DRMMaterial

DPemissive speculartl,,,,,0000—',,, 7 OOOOD
S5O0

D

IDirect3DRMMaterial::GetEmissive  IDirect3DRMMaterial::SetEmissive
IDirect3DRMMaterial::GetSpecular

IDirect3DRMMaterial::SetSpecular

IDirect3DRMMaterial::GetPower IDirect3DRMMaterial::SetPower

IDirect3DRMMaterial O MDIDirect3DRMMaterial
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IDirect3DRMMesh  IDirect3DRMMeshBuilder

DD
9999)
DD

DOOD N2D

IDirect3DRMMesh  IDirect3DRMMeshBuilder OO COM
IDirect3DRMMesh

IDirect3DRMMeshBuilder IDirect3DRMMesh
IDirect3DRMMeshBuilder
Direct3IDRMMeshBuilder
Direct3DRMMesh

DD

IDirect3DRMMesh

DD
IDirect3DRMMesh::AddGroup D
999)

IDirect3DRMMeshBuilder IDirect3DRMMesh ¢
64 ODODODODDirect3DRMMesh
Direct3DRMMeshBuilder API Direct3D API

IDirect3DRMMeshBuilder::AddVertex
IDirect3DRMMeshBuilder::AddFace
IDirect3DRMMeshBuilder::AddFaces

IDirect3DRMMesh::SetGroupColor
IDirect3DRMMesh::SetGroupColorRGB
IDirect3DRMMesh::SetGroupTexture IDirect3DRMMesh::SetGroupMaterial

DODOOOD 1
IDirect3DRMFrame::AddVisual
IDirect3DRMMesh::SetGroupQuality DD
D3DRMRENDERQUALITY @

MOIDirect3DRMMeshBuilder::GenerateNormals
Direct3DRMObject
Direct3DRMObject DM Direct3DRMObject O



Direct3DRMODbject COM
IUnknown

Direct3DRMCreate Direct3D O

@ODirect3DRMAnimation
IDirect3DRM::CreateAnimation (D
DOOD
DOD

DD 32 OND

IDirect3DRMObject::GetAppData (DIDirect3DRMObject::SetAppData
Direct3DRMFrame )
919)
IDirect3DRMFrame::GetParent Direct3DRMFrame

9]

DOD 1
IDirect3DRMODbject::SetName
IDirect3DRMODbject::GetName

DODODDDDDOD

IDirect3DRMObject: : AddDestroyCallback D
IDirect3DRMObject::DeleteDestroyCallback

Hotobgboooogotbugbobgbibibuouobonood
o Dmmbobbibbobbiboubibbibbibbobboot
9219

bR
D D! 13333%9) D
S, IDirect3DRMObject

IDirect3DRMPickedArray

2D

IDirect3DRMPickedArray
IDirect3DRMViewport::Pick
IDirect3DRMPickedArray::GetPick
IDirect3DRMFrameArray

D

DIXD

D

IDirect3DRMShadow
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IDirect3DRM::CreateShadow D
IDirect3DRMShadow O
IDirect3DRM::CreateObject
IDirect3DRMShadow::Init

IDirect3DRMTexture
DODODODD
IDirect3DRMTexture DirectDrawSurface
Direct3D O Direct3D ) DirectDraw ¢)
@Direct3D O
D3DRMIMAGE
IDirect3DRM::CreateTexture
IDirect3DRM::CreateTextureFromSurface DirectDraw
IDirect3DRM::LoadTexture
Windows O .bmp
.ppm

IDirect3DRMWrap Interface

D IDirect3DRMTexture

Direct3D O)

D

IDirect3DRMTexture::SetDecalSize  IDirect3DRMTexture::SetDecalSize )

O IDirect3DRMTexture::SetDecalOrigin
IDirect3DRMTexture::GetDecalOrigin OO N[0, 0]



IDirect3DRMTexture::SetColors  IDirect3DRMTexture::GetColors

RGB 8 24 320

8D

IDirect3DRMTexture::SetShades
IDirect3DRMTexture::GetShades

Direct3DRMTexture
D3DRMIMAGE
D3DRMIMAGE
IDirect3DRMDevice::SetTextureQuality
D
91919191919)
IDirect3DRMDevice::SetTextureQuality
D3DRMTEXTUREQUALITY
D
Ootdoooodddooon

IDirect3DRMTexture::SetDecalTransparency
¢ODirectDraw JOOO0O00OO000000000O0OO
OJO0000000o0odoooooooooodooooon
OJ00000000000o0ooo ooodod oooboooooo odl

000000000000000000000,,,2%,,,5s,, ]
DirectDraw, ff 0 fO0ffOf,,., 0, D0ffOOfOfffO0,20,,

IDirect3DRMTexture

IDirect3DRMUserVisual
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IDirect3DRM::CreateUserVisual
IDirect3DRMUserVisual::Init
D

IDirect3DRMViewport and IDirect3DRMViewportArray

3D®2D

D

DOD IDirect3DRMViewport
DOD
. Z[1f

Dirct3DRMFrame

z y O

IDirect3DRMViewport::SetCamera DODOD

IDirect3DRMViewport::GetCamera

,3fofJf,,,LZJ‘,’,,,ffffff,%ozu‘,,,U“Z“%o,,LfffofffffoO)G)G)

§

DDz D®
F ®PDIDirect3DRMViewport::SetFront
IDirect3DRMViewport::SetBack IDirect3DRM Viewport::GetFront

IDirect3DRMViewport::GetBack ¢ 2h ¢ h®
IDirect3DRM Viewport::SetField IDirect3DRM Viewport::GetField
9] AD

Dh D



D3DRMPROJECTIONTYPE
IDirect3DRM Viewport::GetProjection
IDirect3DRMViewport::SetProjection

3D 2D
4DD[xyzw]
[xyzw] 3Ox/Wwy/wziw] [x/w y/w]
z/w 0 1 OO0
1 OOD

DdOh FOz DOz

§
Direct3D 44 QD

ODDDs Do D

SX Sy OX Oy [-h-hD] [hhDIO®

f o ffff.,*S,,,, IDirect?DRMYiewport: :Transform,IDirect3DRM Viewport:
:IHVerSeTranSfOrmffff,z_,, Z5_J”: ffff fff) )))}ffff’_
nffff,ff fn:nn)

/*

* Drag a frame by [delta_x delta_y] pixels in the view.

*/

void DragFrame(LPDIRECT3DRMVIEWPORT view,
LPDIRECT3DRMFRAME frame,
LPDIRECT3DRMFRAME scene,
int delta_x, int delta_y)

D3DVECTOR p1;
D3DRMVECTORA4D p2;

frame->GetPosition(scene, &p1);
view->Transform(&p2, &p1);
p2.x += delta_x * p2.w;
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p2.y +=delta_y * p2.w;
view->InverseTransform(&pl, &p2);

frame->SetPosition(scene, p/.x, pl.y, pl.z);

}
299
IDirect3DRMViewport:: Transform ¢) 40
D
D 3D DPD[xy zwlD
§
Direct3D
3D
N2D D
IDirect3DRM Viewport::Pick D

IDirect3DRMVisual and IDirect3DRM VisualArray

IDirect3DRMFrame::AddVisual

D IDirect3DRM Visual Array
IDirect3DRMVisual COM

ffffff.fff.0Direct3DRMMeshBuilder
Direct3DRMTexture

IDirect3DRMWrap

IDirect3DRM::CreateWrap
IDirect3DRMWrap O
IDirect3DRMWrap::Apply  IDirect3DRMWrap::ApplyRelative D
IDirect3DRMWrap::Apply DIDirect3DRMWrap::ApplyRelative
D
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§
DD

e Helworld.c

. Windows O

3D

Helworld.c

3D
D Direct3D OO
99) 29 .C
DirectX
SDK Sphere3.x
Hello.ppm 9] ffff—. 3D
2
D Direct3D @
SDK &)

@ Direct3D OO

e DirectDraw

9]
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OHelworld.c

MDirectX SDK ¢ Globe 9 —Y%o0
s ISDK @) Direct3D O Globe Rmmain.cpp Helworld.c
Rmmain.cpp @ C++ C

ODOODODDOMD”Hello, world!” 3D O

QOO FFFOfFfff

Direct3D,Zf I f U FfffOfFf.OffFfFFOffff Winmnlib D3drm.lib

DirectDraw @)
@ Direct3D DirectDraw
@ DirectDraw (OO
Helwold.c OO
INITGUID @ define DirectX

T

1

/I Copyright (C) 1996 Microsoft Corporation. All Rights Reserved.
/

// File: Helworld.c

1

// "Globe" SDKffff,S,,, S’,Direct3D*Zf f,ffff

/"

T T

#define INITGUID I EEEGFFEE fL S
17,y ssssss

#include <windows.h>

#include <malloc.h> // memset,(E, ,,>—

#include <d3drmwin.h>

#define MAX_DRIVERS 5 /I D3Dffff, ¢



IIFE Ffe

LPDIRECT3DRM IpD3DRM,; // Direct3DRMFfffff
LPDIRECTDRAWCLIPPER IpDDClipper;// DirectDrawClipperffffff

struct _myglobs {
LPDIRECT3DRMDEVICE dev; // Direct3DRMffff
LPDIRECT3DRMVIEWPORT view; // f f,'z,,,DireCtBDRMff f f

LPDIRECT3DRMFRAME scene; //
SEEFESFES” s fFFODFFOS

LPDIRECT3DRMFRAME camera; // ® POV

GUID DriverGUID[MAX DRIVERS]; // D3D ¢ GUID
char DriverName[MAX DRIVERS][50]; // D3ID®
int NumDrivers; /! D3D O
int CurrDriver; // D3ID®
BOOL bQuit; //
BOOL blnitialized; // O D3DRM
BOOL bMinimized; //
int BPP; /1 OD
} myglobs;
9]

static BOOL InitApp(HINSTANCE, int);

long FAR PASCAL WindowProc(HWND, UINT, WPARAM, LPARAM);
static BOOL EnumDrivers(HWND win);

static HRESULT WINAPI enumDeviceFunc(LPGUID IpGuid,

LPSTR IpDeviceDescription, LPSTR IpDeviceName,
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LPD3DDEVICEDESC IpHWDesc, LPD3DDEVICEDESC IpHELDesc,
LPVOID IpContext);
static DWORD BPPToDDBD(int bpp);

static BOOL CreateDevAndView(LPDIRECTDRAWCLIPPER IpDDClipper,
int driver, int width, int height);

static BOOL SetRenderState(void);

static BOOL RenderLoop(void);

static BOOL MyScene(LPDIRECT3DRMDEVICE dev,
LPDIRECT3DRMVIEWPORT view,

LPDIRECT3DRMFRAME scene, LPDIRECT3DRMFRAME camera);

void MakeMyFrames(LPDIRECT3DRMFRAME IpScene,
LPDIRECT3DRMFRAME IpCamera,

LPDIRECT3DRMFRAME * IplpLightFramel,
LPDIRECT3DRMFRAME * IplpWorld_frame);

void MakeMyLights(LPDIRECT3DRMFRAME IpScene,
LPDIRECT3DRMFRAME IpCamera,

LPDIRECT3DRMFRAME IpLightFramel,

LPDIRECT3DRMLIGHT * IplpLightl, LPDIRECT3DRMLIGHT *
IplpLight2);

void SetMyPositions(LPDIRECT3DRMFRAME IpScene,

LPDIRECT3DRMFRAME IpCamera, LPDIRECT3DRMFRAME
IpLightFramel,

LPDIRECT3DRMFRAME IpWorld frame);
void MakeMyMesh(LPDIRECT3DRMMESHBUILDER * IplpSphere3 builder);
void MakeMyWrap(LPDIRECT3DRMMESHBUILDER sphere3 builder,
LPDIRECT3DRMWRAP * lpWrap);
void AddMyTexture(LPDIRECT3DRMMESHBUILDER IpSphere3 builder,
LPDIRECT3DRMTEXTURE * IplpTex);

static void CleanUp(void);

Windows O)
OHelworld.c Windows O)

¢ WinMain



e InitApp

WinMain

Helworld.c ® WinMain DirectDraw  Direct3D OInitApp
CleanUp Windows @) Helworld.c
D Direct3D WinMain

RenderLoop (DRenderLoop D@D RenderLoop

W
/1

// WinMain

/1 ¥

/1

I
T T i i

int PASCAL
WinMain (HINSTANCE this_inst, HINSTANCE prev_inst, LPSTR cmdline,

int cmdshow)

MSG msg;
HACCEL accel =NULL;

int failcount = 0; // RenderLoop

prev_inst;

cmdline;

X9
1

if (!InitApp(this_inst, cmdshow))
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return 1;
while (!myglobs.bQuit) {
I

while (PeekMessage(&msg, NULL, 0, 0, PM_REMOVE)) {

if (ITranslateAccelerator(msg.hwnd,

accel, &msg)) {
TranslateMessage(&msg);

DispatchMessage(&msg);

I
// D3DRM

if (Imyglobs.bMinimized && !myglobs.bQuit &&

myglobs.blnitialized) {

1?2
1

if {RenderLoop () )
++failcount;
if (failcount > 2) {
CleanUp () ;
break;

}
}

return msg.wParam;

}

InitAppSO



Helwold.c,0$%30,0,,,,,WindowsffffOfff, “—

SO fFFff0ssf, N UF s ssfsss0ff £ 5,000, , 10, ,&DirectDraw, Direct3D,—

, fEFFOfFS, =, 0=,0,0

InitAppS0, [, ,C&, FEFFFF, FEFFY,,, FEF0, 2N, ,0,, " , UffFfUFSF, FE5F5F, 2,007,
,0,%2-,,,00,,,0ffffFFOFFOF, 070, 200, ,, ,0

, @1, ,Direct3Dffff,—

&, ,,,,® 0N, ffff,*Y,,,,,0f0ff’<,EnumDriversSd, &, 0, 0f fff,—<,,,,0,,,00
FEFFOFSFF, — U, 200,,,,0

7,0Direct3DRMCreateSl], ®, ], JIDirect 3DRM

fEfOssss, 00,0, fEfOsf£f, 0505, £ FF0f F0fF, 00, , , 0FFF, fUf, 07, ,, ,JIDirect3D
RM: :CreateFrame, IDirect3DRMFrame: : SetPosition,®,,,,,2—,,,0
DirectDrawClipperffffff,03DfIf,%Ze,[&,,ffffff ffOf,5—
,8",,,0Helworld.c, ,0IDirectDrawClipperfffIffff,00,,,,,DirectDrawCreat
eClipperSl],®,[,JIDirectDrawClipper: : SetHWndffff, Z—

, O FFFFFOe, 2, SF5FF, £55F, 07,0
,,,Jf0ff"<,CreateDevAndViewS, &, ], [IDirect3Dffff, ffOFOSF, 000, ,0,,80,,,,0
., Offff, FFOfOf, 000, 200, ,,,0

Direct3DffffOfff, FF0F,,,,,, 0", 08%,5—,,,03Df0f,0,,00,, s vrrrrrrrr 0,0
—,MyScened, 1, ,,,0MyScenes,,,,O0,,,0ffff, ffOfOf, 000,20, ,,,0

&, InitAppSil, e, 08%50, “—, Uf fFff, «Z,000,00,0

[ 1000007777777 7777777777777 777777777 777777777777777777777777777777
//

// InitApp

/) FEfSFF, 00, 0Ff5FFF,8%,,,,,°— ., FEFFFS,

// 08%,,0

//

[ 1000007777777 7777777777777 777777777 777777777777777777777777777777

static BOOL
InitApp (HINSTANCE this inst, int cmdshow)
{

HWND win;

HDC hdc;

WNDCLASS wc;

RECT rc;

[/ fEFEFSE,0,08FFF50FFF, 7, ,0

wc.style = CS_HREDRAW | CS_VREDRAW;
wc.lpfnWndProc = WindowProc;
wc.cbClsExtra = 0;
wc.cbWndExtra = sizeof (DWORD) ;
wc.hInstance = this inst;
wc.hIcon = LoadIcon(this inst, "AppIcon");
wc.hCursor = LoadCursor (NULL, IDC_ARROW) ;
wc.hbrBackground = (HBRUSH)GetStockObject (BLACK BRUSH) ;
wc.lpszMenuName = NULL;
wc.lpszClassName = "D3DRM Example";
if (!RegisterClass (&wc))

return FALSE;

// FFOffe0,08%,,0

memset (&myglobs, 0, sizeof (myglobs));
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// ffffF,00,,0

win =
CreateWindow
( "D3DRM Example", // FFFFFUSSS
"Hello World (Direct3DRM)", // fffffll
WS_VISIBLE | WS_OVERLAPPED | WS_CAPTION | WS_SYSMENU |
WS_MINIMIZEBOX | WS MAXIMIZEBOX,
CW_USEDEFAULT, // [18x[]e
CW_USEDEFAULT, // [Sylle
300, // 08,
300, // 08,0,
NULL, // UfFffs
NULL, // fFEFOLFFFS
this inst, /] SE55f, FFFSSSLISSSS
NULL // OOff£0f
)
if (!'win)

return FALSE;
WANCEPEEE S5 PR 55 5 AMMPS & 5 PRSP
hdc = GetDC (win) ;
myglobs.BPP = GetDeviceCaps (hdc, BITSPIXEL) ;
ReleaseDC (win, hdc);

// D3DFFff,—<, Ly, MY, 0

if (!EnumDrivers (win))
return FALSE;

// D3DRMSffffff,D3DRMSfSfSfffsf, 1], ,0

1pD3DRM = NULL;
Direct3DRMCreate (&1pD3DRM) ;

// FffO0F0f, £F0F, £FF0FF0f, 00, , 0
1pD3DRM->1pVtbl->CreateFrame (1pD3DRM, NULL, &myglobs.scene);
1pD3DRM->1pVtbl->CreateFrame (1pD3DRM, myglobs.scene,
&myglobs.camera) ;
myglobs.camera->1pVtbl->SetPosition (myglobs.camera,
myglobs.scene,
D3DVAL(0.0), D3DVAL(0.0), D3DVAL(0.0));

// DirectDrawClipperffffff, 0], [Ifffff, 5", , 0

DirectDrawCreateClipper (0, &lpDDClipper, NULL) ;
1pDDClipper->1pVtbl->SetHWnd (1pDDClipper, 0, win);

/7 "VIID3foJCJtr_IID3DRMJCJCJCf17rer

GetClientRect (win, &rc);



if (!CreateDevAndView (1lpDDClipper, myglobs.CurrDriver, rc.right,
rc.bottom)) {
return FALSE;

// ffffff,,, f0Of,00,,0

if (!MyScene (myglobs.dev, myglobs.view, myglobs.scene,
myglobs.camera) )
return FALSE;

myglobs.bInitialized = TRUE; // [08%5—
/] FFFFf, 02,0

ShowWindow (win, cmdshow) ;
UpdateWindow (win) ;

return TRUE;

FAFUFFFFFLSF SIS S

Helworld.cffff, fFfOffFFfFfOFFfOFF, 700,70, ,,020,0,,ffff, fOf,

;N Lye,,, FEFFOSFS,, O
fFfFFOSFFUSSF, WM DESTROYSSffUf, %, %, ,CleanUpSl, &, ], ]
,,WM_ACTIVATESffUf,Z,%,,,,,, ) fffffLffflIff, IDirect3DRMWinDevice, 2", If f
fff,ffffffOfFfFfFf,0,0,,%2,,,,,IDirect3DRMWinDevice: :HandleActivateffff
,&,0,,0,0%—

, WM PAINTSffUf, %", ,0f ffFffff0ff, IDirect3DRMWinDevice: :HandlePaintff
ff,E€,0,0

11777170 707777777 7777777 777777777777777777777777777777777777777777777777
//

// WindowProc

/) SESOSSF5F, FESLSLISSSS

//

J11717707 7770777777 777777777777777777777777777777777777777777777771777

LONG FAR PASCAL WindowProc (HWND win, UINT msg,
WPARAM wparam, LPARAM lparam)

RECT r;
PAINTSTRUCT ps;
LPDIRECT3DRMWINDEVICE 1pD3DRMWinDev;
switch (msg) {
case WM_DESTROY:

CleanUp () ;

break;

case WM _ACTIVATE:
{

// o, fFf0fF, 0=, ,0fffff&, D3DRMS f f f fOf Ff £,
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// 00,0

LPDIRECT3DRMWINDEVICE 1pD3DRMWinDev;
if (!myglobs.dev)
break;
myglobs.dev->1pVtbl->QueryInterface (myglobs.dev,
&IID IDirect3DRMWinDevice, (void **) &lpD3DRMWinDev) ;
1pD3DRMWinDev->1pVtbl->HandleActivate (1pD3DRMWinDev,
(WORD) wparam) ;
1pD3DRMWinDev->1pVtbl->Release (1pD3DRMWinDevV) ;

}
break;

case WM PAINT:
if (!myglobs.bInitialized || !myglobs.dev)

return DefWindowProc (win, msg, wparam, lparam);

// o, fFf0f, 0=, ,0ffff f&, D3DRMS f f f fOf £ f £,

I 00,0

if (GetUpdateRect(win, &r, FALSE)) {
BeginPaint(win, &ps);
myglobs.dev->IpVtbl->QueryInterface(myglobs.dev,

&IID_IDirect3DRMWinDevice, (void **) &IpD3DRMWinDev);

if (FAILED(IpD3DRMWinDev->IpVibl-
>HandlePaint(l]pD3DRMWinDev,

ps.hdc)))
IpD3DRMWinDev->IpVtbl->Release(lpD3DRMWinDev);

EndPaint(win, &ps);
}
break;
default:
return DefWindowProc(win, msg, wparam, Iparam);

}

return OL;

D
Direct3D OO

e  EnumDrivers



e enumDeviceFunc

e BPPToDDBD

EnumDrivers
EnumDrivers InitApp @

IDirect3D COM UOOO00OOO000OOO DirectDraw 000000000 0CO00O0O0OOO0O0OOOOO
O DirectDrawCreate 00000000 DirectDraw 0O00000000000000 EnumDrivers 0000
Querylnterface 00000000 IDirect3D OOOO C Queryinterface 00000
ooooboact2s £ sof, , 0oc++

RS S EEE T YT LA A AR L & 5 IR 5 5 & XD/ 5 & JUA
ffff,—<,JIDirect3D: :EnumDevicesffff,,,,,,,JIDirect3D: :EnumDevicesfff
f,0f0ff,"<,,,enumDeviceFuncflffffS,—
,,0,,f0fF££80,,,,0,,,00enumbeviceFuncflf f ff8001, 200, ,, , ]

IDirect3D: :EnumDevices,Direct3Dffff,,,[IDirect3DRMSfSFf,,,,,,v" ") *—
,,,0eZf0f,API,,O0—,0,ffff,\0,,,0,,,0,,,,fFfFfOFff, «Zf0F, ' OFf0F,—e, 72—
,00,—,—,,,0
[17770777777777777777777777777777777777777777707777777777777777777777
//

// EnumDrivers

// —®,D3Dffff,—<,,,,, ", , U

//

[T 777077777 777777777777777777777777777777777777777777777777777

static BOOL
EnumDrivers (HWND win)
{
LPDIRECTDRAW 1lpDD;
LPDIRECT3D 1pD3D;
HRESULT rval;

// DirectDrawffffff, ], [Iffff,—,—,,Direct3D
/] FEfUSFSSS, -0, 0

DirectDrawCreate (NULL, &lpDD, NULL);

rval = 1pDD->1pVtbl->QueryInterface (1pDD, &IID IDirect3D,
(void**) &1lpD3D);

if (rval != DD OK) ({
1pDD->1pVtbl->Release (1pDD) ;
return FALSE;

// enumDeviceFunc, ffff *‘flf,08%,,,, CurrDriver,

// =100, 0855, —<,,0
myglobs.CurrDriver = -1;

1pD3D->1pVtbl->EnumDevices (1pD3D, enumDeviceFunc,
smyglobs.CurrDriver) ;

// ’_‘7VI’_CE!ffJCJC!!IIIVVI”.H”7
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if (myglobs.NumDrivers == 0) {
return FALSE;

}

1pD3D->1pVtbl->Release (1pD3D) ;

1pDD->1pVtbl->Release (1pDD) ;

return TRUE;

enumDeviceFuncflffff3l]

enumDeviceFunkS[], ID3DENUMDEVICESCALLBACKE, f{If f f £, , , JD3DENUMDEVICESC
ALLBACKG, fff(0f ff fD3dcaps.h,'<,,,,,0ffff,,,80,0ffff0f,,,,,SDirect3Dfff
f,2%,-0,,, fOfFFF, SF5F0F,,, FF5F, "=, ", 0

ffff£30, ID3DDEVICEDESC ', dcmColorModelfff, 72—

SO F o =<, S5 s e, @, 0, FEF, OSSO0, ,, D008, FOSFFF, 07

4 ! 4 7’7

2,005 FFF30, 0, ,, F§5F, @0, £ 50

OFF§0, $55555, 00 s vvvvsrrsss”’,,0+%", 00, D3DENUMRET_OK, +,0,, fff5,8,,2,,C
— FF5F,,08,FF5F,—~, *, ,UffFF§80,0f1F £’ < ,BPPTODDBDSL, —, 1" 7, , , £ 1

[f ff0,0InitAppSl, , GetDeviceCapsS, &, 1, ,,,,%2Y,,,0%',,”5, ,IBPPToDDBD, b
its-per-pixel to DirectDraw bit-depth,—
,,,BPPTODDBDSJ, f[If,,,,, JJBPPToODDBDS f f301LJ, Z(1, , , , [

—<,,, ffff,,,,8",fff,0,,&,0D3DDEVICEDESCI Y, \, fff,”’, , Of0ff £ £SO, 0 fff ¥
f fEffOfss,,  fFOSFSS, O fff0FFF,, ,RGBFFSF, VY, , [

11177177777 7777777777777777777777777777777777777777777777777777777777
//

// enumDeviceFunc

// 7—%",D3Dffff,-',GUID,<%,, fLfff S0

// ffff, ', U*1lpContext,1’, [

//

11177177777 7777777777777777777777777777777777777777777777777777777777

static HRESULT

WINAPI enumDeviceFunc (LPGUID lpGuid, LPSTR lpDeviceDescription,
LPSTR lpDeviceName, LPD3DDEVICEDESC lpHWDesc,
LPD3DDEVICEDESC lpHELDesc, LPVOID lpContext)

static BOOL hardware = FALSE; // &J,SZffff,fOff55,,,

static BOOL mono = FALSE; // ®1,82ffff, ffFfCE,,,
LPD3DDEVICEDESC lpDesc;
int *1lpStartDriver = (int *)lpContext;

// Ilffff<Dl,IIIIE,’,D

IpDesc = IpHWDesc->dcmColorModel ? IpHWDesc : [pHELDesc;

X299
1



if (!(IpDesc->dwDeviceRenderBitDepth & BPPToDDBD(myglobs.BPP)))
return D3ADENUMRET OK;

/1 O GUID

memcpy(&myglobs.DriverGUID[myglobs.NumDrivers], IpGuid,
sizeof(GUID));

Istrecpy(&myglobs.DriverName[myglobs.NumDrivers][0], IpDeviceName),

/7 RGB

if (*IpStartDriver == -1) {

9]

*|pStartDriver = myglobs.NumDrivers;
hardware = lpDesc == IpHWDesc ? TRUE : FALSE;

mono = IpDesc->dcmColorModel & D3DCOLOR_MONO ? TRUE :
FALSE;

} else if (IpDesc == IpHWDesc && 'hardware) {

X9

*]pStartDriver = myglobs.NumDrivers;
hardware = IpDesc == IpHWDesc ? TRUE : FALSE;

mono = IpDesc->dcmColorModel & D3DCOLOR_MONO ? TRUE :
FALSE;

} else if ((IpDesc == lpHWDesc && hardware ) ||
(IpDesc == IpHELDesc && 'hardware)) {
if (IpDesc->decmColorModel == D3DCOLOR_MONO & & /mono) {
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/Il O RGB
I

*IpStartDriver = myglobs.NumDrivers;
hardware = IpDesc == IpHWDesc ? TRUE : FALSE;

mono = IpDesc->dcmColorModel & D3DCOLOR_MONO ? TRUE :
FALSE;

}
}

myglobs. NumDrivers++;

if (myglobs.NumDrivers == MAX_ DRIVERS)
return (D3DENUMRET CANCEL);

return (D3DENUMRET OK);

BPPToDDBD

enumDeviceFunc BPPToDDBD
D

enumDeviceFunc enumDeviceFunc

i riiza
/

// BPPToDDBD

// @ DirectDraw )

/1

T i 7/ 77 17717177171777

static DWORD
BPPTODDBD (int bpp)
{
switch (bpp) {
case 1:
return DDBD 1;
case 2:
return DDBD 2;
case 4:
return DDBD 4;



case 8:

return DDBD 8;
case 16:

return DDBD 16;
case 24:

return DDBD 24;
case 32:

return DDBD 32;
default:

return 0;

}

3DS<, FFffff
!IffffflILHelworld'C!fufl!!uBDg<17’II..!!IIJ_!IUA%!fffff!uIIL_

!ZH!!III!!IIS rrrr T

*  fff.FfOfOF,00
*  fFFFFFOFFOFDY

o SO,03DSfFFfff.fFOFOGE,”,,....0fOf,00,0MySceneSO,0MySceneSO,E,0,S0E,,, ZE,,
03DS« fOf,0',»—,.,,00f0f,000,20,,,0

frff.FrOfOf,00 3

Direct3Dffff.ffOfOf,OffffOfff.0S%o

8,00, 0InitAppSO,ODirectDrawClipperf f f f f f .00, EODirectDrawClipperf f f f f f. .. f O,
SfEFfff<«EDO-fffOf,,OCreateDevAndViewSO,E,0,0
CreateDevAndViewSO,0—(ffff,"..ffff.Z—
,LIDirect3DRM::CreateDeviceFromClipperf f f f,.,Direct3DRMf f f f,00,,00,,IDirect3DRMDevic
efffOffff.Of fff..0,2", IDirect3DRMDevice::GetWidth,IDirect3DRMDevice::GetHeightf f f
f.€,0,Z,,O0CreateDevAndViewSO,0f f f f,+,0,,0+,2,Z,,EDIDirect3DRM::CreateViewportf f f f,
0, IDirect3DRMViewportf f fOf ff .20
Z,CreateDevAndViewS[,IDirect3DRMViewport::SetBackf f f f...f fOfOf.fffOf fffFfOf fOf,
0, 0fOf f«,SetRenderStateSO,&E,0,, 0SetRenderStateSO,,,,,.0Z,f fff fOf fFFffOf fOf, 00,
0-,0

M T T T

I

/I CreateDevAndView

I1Z,,D3Dffff.fff.D3DRMffff.ffOfOf,00,0

I

M T T

static BOOL

CreateDevAndView(LPDIRECTDRAWCLIPPER IpDDClipper, int driver,
int width, int height)

{
HRESULT rval;

112,,D3Dffff—0O.fffff.D3DRMffff,00,0

IpD3DRM->IpVtbl->CreateDeviceFromClipper(lpD3DRM, IpDDClipper,
&myglobs.DriverGUID[driver], width, height, &myglobs.dev);

I fFFOffOf.2,D3DRMf fOfOf,00,0"€,0,,0,
00,000, O, OF FF£,24,0
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width = myglobs.dev->IpVtbl->GetWidth(myglobs.dev);

height = myglobs.dev->IpVtbl->GetHeight(myglobs.dev);

rval = [pD3DRM->IpVtbl->CreateViewport(IpD3DRM, myglobs.dev,
myglobs.camera, 0, 0, width, height, &myglobs.view);

if (rval '= D3DRM_OK) {
myglobs.dev->IpVtbl->Release(myglobs.dev);
return FALSE;

}
rval = myglobs.view->IpVtbl->SetBack(myglobs.view, D3DVAL(5000.0));
if (rval '= D3DRM_OK) {
myglobs.dev->IpVtbl->Release(myglobs.dev);
myglobs.view->IpVtbl->Release(myglobs.view);
return FALSE;

}

IFFFFFFe20s, fOfDEEDOffOOffOffff.0e,
no,.o

if (!SetRenderState())
return FALSE;
return TRUE;
}

frEfFFfoffofD
Direct3D OO
OJ

SetRenderState

SetRenderState
IDirect3DRMDevice::SetQuality
OOD
IDirect3DRMDevice::SetDither
IDirect3DRMDevice: : Set TextureQuality

(O] switch O OIDirect3DRMDevice::SetShades
IDirect3DRM::SetDefaultTextureColors
IDirect3DRM::SetDefaultTextureShades

i
1

/I SetRenderState

/K9]

1
s

BOOL



SetRenderState(void)

{
HRESULT rval;

1 99)

rval = myglobs.dev->IpVtbl->SetQuality(myglobs.dev,

D3DRMLIGHT_ON | D3DRMFILL_SOLID |
D3DRMSHADE_GOURAUD);

if (rval != D3DRM_OK) {

return FALSE;

1 B000000000000000000 Setbither OO0, [

// §ffff,*Z,D3DRMTEXTURE NEARESTUfffff1"S,,,,00]
// ,,,SetTextureQuality,,[],[]

// @, fFfFY,,, fF50,8,,, Ossf0f, 0, ,0
switch (myglobs.BPP) {

case 1:
if (FAILED (myglobs.dev->1pVtbl->SetShades (myglobs.dev,

4)))
goto shades error;
if (FAILED (1pD3DRM->1pVtbl->
SetDefaultTextureShades (1pD3DRM, 4)))
goto shades_error;
break;
case 16:
if (FAILED (myglobs.dev->1pVtbl->SetShades (myglobs.dev,
32)))

goto shades_error;
if (FAILED(1lpD3DRM->1pVtbl->
SetDefaultTextureColors (1pD3DRM, 64)))
goto shades error;
if (FAILED (1pD3DRM->1pVtbl->
SetDefaultTextureShades (1pD3DRM, 32)))
goto shades_error;
break;
case 24:
case 32:
if (FAILED (myglobs.dev->1pVtbl->
SetShades (myglobs.dev, 256)))
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goto shades_error;
if (FAILED (1pD3DRM->1pVtbl->
SetDefaultTextureColors (1pD3DRM, 64)))
goto shades_error;
if (FAILED (1pD3DRM->1pVtbl->
SetDefaultTextureShades (1pD3DRM, 256)))
goto shades_error;
break;
}
return TRUE;
shades error:
return FALSE;
}

fEFFFFOFOS

WinMain3(,Z, f flIf, %, , , ,RenderLoop3l, ®, ], IRenderLoopsl., 1, ,,,, ", —
20,0

. IDirect3DRMFrame::Movef f f f,@E,0,05'%o,,...f f O f %", “—,0,0

. Direct3DRMViewport::Clearf f f f,.&,0,0EQ,f fOfOf,"€0,fff,O
. IDirect3DRMViewport::Renderf f f f, & 0,0C0,fOf,ffOfOf,ffffff..O0
. IDirect3DRMDevice::Updatef ff @& O,0ffffff.ffOf.fffOf.ff0,0

M T

I

/I RenderLoop

WFFOfOf fEEZEFOffEFFFFOfFFfFO0.0
1

M T

static BOOL
RenderLoop()

{
HRESULT rval;

I ED,fOf,S",0

rval = myglobs.scene->IpVtbl->Move(myglobs.scene, D3DVAL(1.0));
if (rval '= D3DRM_OK) {

return FALSE;
}

IFFOFOfFFf.0

rval = myglobs.view->IpVtbl->Clear(myglobs.view);
if (rval '= D3DRM_OK) {
return FALSE;

}
IHFOFFFOFOfFFEFFFO

rval = myglobs.view->IpVtbl->Render(myglobs.view, myglobs.scene);
if (rval 1= D3DRM_OK) {
return FALSE;

}



Ifffff.00,0

rval = myglobs.dev->IpVtbl->Update(myglobs.dev);
if (rval I= D3DRM_OK) {
return FALSE;
}
return TRUE;
}

fOf,00
3Dg<,ffffffofff{‘D3foff,ffDfo,DDvafffffofo,D’nDs—
,,OHelworld.c,0,3DS< fFff f f.f fOf OE,,,..,.SOCE,E, 0,0
MySceneSQ

MakeMyFramesS[

MakeMyLightsSO

SetMyPositionsSO

MakeMyMeshSO

MakeMyWrapS[

AddMyTextureSO

MySceneSO

Helworld.c,MySceneSO,ODirectX

SDK,,,..Direct3Df fff.ffff [ f.mOBUildSceneSO, ", Of fffOfff.fFFfFF.ff T F.O-E%o,,Z,0
—-0,..500,.0

MySceneSO,000,,f0f,50,0°,0f0f f«SOE,E,0,0,,,50,"%0,2,0
MakeMyFrames

MakeMyLights

SetMyPositions

MakeMyMesh

MakeMyWrap

AddMyTexture

oo SULTTIFFOFFFETESFFETFF.S— y
,»» JMySceneS[],IDirect3DRMFrame::AddVisualffff,E, I, ffffff,3DS< , w

orldf f f, %o, ,,CE,(001,, Release O

T T
1

// MyScene

Iff f @E fFff fFFFF, .S @&, , S—.., ...,
Ittt fff, %o,

I

T T

BOOL
MyScene(LPDIRECT3DRMDEVICE dev, LPDIRECT3DRMVIEWPORT view,
LPDIRECT3DRMFRAME IpScene, LPDIRECT3DRMFRAME IpCamera)
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LPDIRECT3DRMFRAME IpLightframel = NULL;
LPDIRECT3DRMFRAME IpWorld_frame = NULL;
LPDIRECT3DRMLIGHT lIpLightl = NULL;
LPDIRECT3DRMLIGHT lIpLight2 = NULL;
LPDIRECT3DRMTEXTURE IpTex = NULL;
LPDIRECT3DRMWRAP IpWrap = NULL;
LPDIRECT3DRMMESHBUILDER IpSphere3_builder = NULL,;

MakeMyFrames(IpScene, IpCamera, &lpLightframel, &lpW orld_frame);
MakeMyLights(IpScene, IpCamera, IpLightframel, &lpLight1,
&IpLight2);

SetMyPositions(IpScene, IpCamera, lpLightframel, lpWorld frame);
MakeMyMesh (&1pSphere3 builder);
MakeMyWrap (lpSphere3 builder, &lpWrap);
AddMyTexture (1pSphere3 builder, &lpTex);

// fffffr—u/r°_rVIUJ\!/IILCE/(I_V\—H—IIV\—H—“—‘J
// ,,,CreateMaterial, SetMaterial, @, [],[]

/oy SESFSOSSSSSS, 00, ,,, , OfF0fFOFFOF, ' %, , O

lpWorld frame->1pVtbl->AddVisual (1lpWorld frame,
(LPDIRECT3DRMVISUAL) lpSphere3 builder);

lpLightframel->1pVtbl->Release (lpLightframel) ;

lpWorld frame->1pVtbl->Release (lpWorld frame);
lpSphere3 builder->1pVtbl->Release (lpSphere3 builder);
lpLightl->1pVtbl->Release (1lpLightl) ;
lpLight2->1pVtbl->Release (1pLight2) ;
lpTex->1pVtbl->Release (1pTex) ;
lpWrap->1pVtbl->Release (1lpWrap) ;

return TRUE;
}

MakeMyFramesS[]

MySceneS[l, MakeMyFramesS3(l, &, [],[lHelworld.c,—

sy SIFFFFFF@ES fOF, FOF FOSF fOF, 00, ,[MakeMyFramesS[], JIDirect3DRM: :Create
Frameffff,&,,,0,,0—, 2z, ,0

L1177 7770707777777777777777777777777777777777777777777777777777777777
//

// MakeMyFrames

// fOf,%2—,,ff0f,00,,0

//

11177177777 7777777777777777777777777777777777777777777777777777777777

void MakeMyFrames (LPDIRECT3DRMFRAME lpScene, LPDIRECT3DRMFRAME
lpCamera,



LPDIRECT3DRMFRAME * lplpLightFramel,
LPDIRECT3DRMFRAME * lplpWorld frame)

1pD3DRM->1pVtbl->CreateFrame (1pD3DRM, lpScene, lplpLightFramel);
1pD3DRM->1pVtbl->CreateFrame (1pD3DRM, lpScene, lplpWorld frame);
}

MakeMyLightsSO

MySceneS[, MakeMyLightsS3(, &, ], JHelworld.c,—
,,,,ffffffff@@,ffffffﬂfff,ﬂﬂ,,ﬂMakeMyLightséf,IDirect3DRM::CreateLigh
tRGB, IDirect3DRMFrame: :AddLightffff, &, [0,0-E, %, ,—, ,CE, 0,00, ,, ffOf, "%
L, 0,07 fFFFFfOfSF, 00, 0f0F Y, "%, ,O0fffFff0F5F5,0,,,fO0F Y, 8., ,,, 00
11177177777 7777777777777777777777777777777777777777777777777777777777
//

// MakeMyLights

// folz—l ,EE,DD,,D
Il

T i

void MakeMyLights(LPDIRECT3DRMFRAME IpScene,
LPDIRECT3DRMFRAME IpCamera,

LPDIRECT3DRMFRAME IpLightFramel,

LPDIRECT3DRMLIGHT * IplpLight1l, LPDIRECT3DRMLIGHT *
IplpLight2)

IpD3DRM->1pVtbl->CreateLightRGB(IpD3DRM,
D3DRMLIGHT_DIRECTIONAL,

D3DVAL(0.9), D3ADVAL(0.9), D3DVAL(0.9), IplpLight1);
IpLightFramel->1pVtbl->AddLight(lpLightFramel, *IplpLight1);

IpD3DRM->1pVtbl->CreateLightRGB(I[pD3DRM,
D3DRMLIGHT AMBIENT,

D3DVAL(0.1), D3DVAL(0.1), D3DVAL(0.1), IplpLight2);

IpScene->IpVtbl->AddLight(IpScene, *IplpLight2);

}
SetMyPositionsS
MySceneS ,SetMyPositionsS ,(E, , Helworld.c,Z,ff f,”,&,, ’,, SetMy

PositionsS , ,, —
,IDirect3DRMFrame::SetPosition,, ,IDirect3DRMFrame::SetOrientationf f f f
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,E, ,,,,,Z ,, IDirect3DRMFrame::SetRotationffff, <,’%o
)7)ff fl%ou) ’))

idaaimniiinirnng
/

/I SetMyPositions

X9

/

/!
T T

void SetMyPositions(LPDIRECT3DRMFRAME IpScene,

LPDIRECT3DRMFRAME IpCamera, LPDIRECT3DRMFRAME
IpLightFramel,

LPDIRECT3DRMFRAME IpWorld_frame)

IpLightFramel->1pVtbl->SetPosition(lpLightFramel, IpScene,
D3DVAL(2), D3ADVAL(0.0), D3DVAL(22));

IpCamera->1pVtbl->SetPosition(lpCamera, IpScene,
D3DVAL(0.0), D3DVAL(0.0), D3DVAL(0.0));

IpCamera->1pVtbl->SetOrientation(lpCamera, IpScene,
D3DVAL(0.0), D3DVAL(0.0), D3DVAL(1),
D3DVAL(0.0), D3DVAL(1), D3DVAL(0.0));

IpWorld_frame->pVtbl->SetPosition(IpWorld_frame, IpScene,
D3DVAL(0.0), D3ADVAL(0.0), D3DVAL(15));
IpWorld_frame->IpVtbl->SetOrientation(lpWorld_frame, IpScene,
D3DVAL(0.0), D3ADVAL(0.0), D3DVAL(1),
D3DVAL(0.0), D3DVAL(1), D3DVAL(0.0));

IpWorld frame->1pVtbl->SetRotation(lpWorld_frame, IpScene,
D3DVAL(0.0), D3DVAL(0.1), D3DVAL(0.0), D3DVAL(0.05));



MakeMyMesh

MyScene O0O0OOHelworld.c 00000000000000000000000000 MakeMyMesh 0000
000OMekeMyMesh 000 IDirect3DRM::CreateMeshBuilder 000000000
IDirect3DRMMeshBuilder 00 00000000000O00O0
IDirect3DRMMeshBuilder : : LoadlIDirect3DRMMeshBuilder: : Scalell, ,, IDirect3DR
MMeshBuilder::SetColorRGBffff,®, ], 0Sphere3.xffff, Z,ffff,—
~,,USpherel3.xffff,UffFfff,%~,,f§ff,,,,,,,DirectX SDK,%~,,,,,LI]
[177707777777770707777777777777777777777777777777777777777777777777777
//

// MakeMyMesh

// MeshBuilderffffff, 0, Of0fFOFfOfFFUFFFS, 0o, , 0,0

//
[/7700777777777777777777777777777777777777777707777777777777777777777

void MakeMyMesh (LPDIRECT3DRMMESHBUILDER * lplpSphere3 builder)
{
1pD3DRM->1pVtbl->CreateMeshBuilder (1pD3DRM, lplpSphere3 builder);

(*1lplpSphere3 builder)->1pVtbl->Load (*1lplpSphere3 builder,
"sphere3.x", NULL, D3DRMLOAD FROMFILE, NULL, NULL);

(*1lplpSphere3 builder)->1pVtbl->Scale (*1lplpSphere3 builder,
D3DVAL(2), D3DVAL(2), D3DVAL(2));

[/ = S, FESFSUSSSSSSSE, ", ¢, 7,00, 0

(*1plpSphere3 builder)->1pVtbl->SetColorRGB (*1lplpSphere3 builder,
D3DVAL (1), D3DVAL(1l), D3DVAL(1l));

MakeMyWrapSL

MySceneSll, MakeMyWrapS[, &, [, , ffff flls, 0, CMakeMyMeshS[J, fOIf, , < ', “—

, ,[MakeMyWrapS[J, [k ‘, 5, «@ 3,Z",,,,,IDirect3DRMMeshBuilder: :GetBoxffff
,@,7,ﬂ,,°@<§T,fff,IDirect3DRM::CreateWrapffff,@,T,Z,zf

, IDirect3DRM: :CreateWrapffff,%’,ffffffff, 0, 1IDirect 3DRMWrapf f f1ff
FF,2N,,0FffFf0e, <", =, ,,,0IDirect 3DRMirap: : Applyffff,&, [, , 0,0
[17700777777777777777777777777777777777777777707777777777777777777777
//

// MakeMyWrap

// fff,00,0FFFFF, =, , 0

//

L1771 700777777 77777777 77777777777777777777777777777777777777777777777

void MakeMyWrap (LPDIRECT3DRMMESHBUILDER sphere3 builder,
LPDIRECT3DRMWRAP * lpWrap)

D3DVALUE miny, maxy, height;
D3DRMBOX box;

sphere3 builder->1pVtbl->GetBox (sphere3 builder, &box);

maxy = box.max.y;
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miny = box.min.y;
height = maxy - miny;

1pD3DRM->1pVtbl->CreateWrap
(1pD3DRM, D3DRMWRAP CYLINDER, NULL,
D3DVAL(0.0), D3DVAL(0.0), D3DVAL(0.0),
D3DVAL(0.0), D3DVAL(1.0), D3DVAL(0.0),

(
D3DVAL(0.0), D3DVAL(0.0), D3DVAL(1.0),
D3DVAL(0.0), D3DDivide (miny, height),
D3DVAL(1.0), D3DDivide (-D3DVAL(1.0), height),
lpWrap) ;

(*1lpWrap) ->1pVtbl->Apply (*1lpWrap, (LPDIRECT3DRMOBJECT)
sphere3 builder);

}

AddMyTextureS
MySceneS[, AddMyTextureSH, &, 0, ,0f ffff, fOf, <, , 8+, ,0,JAddMyTextureS,
IDirect3DRM: : LoadTextureffff,—
,[Hello.ppm,,,-",ffffff, f0f,,,,,,IDirect3DRMMeshBuilder: :SetTexture,
€, U, Uffffff,<Y, %, ¢, ,[lHello.ppm, 25601256, 256lf fffff,,,U]

§
I1171777777777 70777777777 777777777777777777777777777777777777777777777
//
// AddMyTexture
// fFfF,00,0fFFF5F,%—,,0
//
[17770777777777777777777777777777777777777777777777777777777777777777

void AddMyTexture (LPDIRECT3DRMMESHBUILDER lpSphere3 builder,
LPDIRECT3DRMTEXTURE * lplpTex)

{
1pD3DRM->1pVtbl->LoadTexture (1pD3DRM, "hello.ppm", lplpTex);

// ffFffOL60°8, FFO0N, «—, 0000, , ,
// IDirect3DRMTexture::SetShades,,[],[]

lpSphere3 builder->1pVtbl->SetTexture (lpSphere3 builder,
*1lplpTex) ;

-

Helworld.c,[JWwM DESTROYfffUf,Z,%,,,,0,,,RenderLoopSl,E,,,%",2”,,,,0CL
eanUpSl, &, ], )

11177 17777771777777777777777777777777777777777777777777777777777777777

//

// CleanUp

// ,,, D3DRMFSfFSfFS, %, DbQuitfff, fff,,0
//

[100777777777 7777 AT i



void

CleanUp(void)

{
myglobs.blnitialized = FALSE;
myglobs.scene->lpVtbl->Release(myglobs.scene);
myglobs.camera->lpVtbl->Release(myglobs.camera);
myglobs.view->lpVtbl->Release(myglobs.view);

myglobs.dev->IpVtbl->Release(myglobs.dev);
1pD3DRM->1pVtbl->Release (1pD3DRM) ;
1lpDDClipper->1pVtbl->Release (1lpDDClipper) ;

myglobs.bQuit = TRUE;
}

rOf0F, S5—

'Of0f, ..,

,,If5ff,,[Microsoft,’ fff3D API,,, ' sfLls,,,, =
,Direct3D, "OfLSf, OFLS, ,, N, FFOSFFOS £ 5, £ 55555 FOF DOOOO00
[ Microsoft Windows D®

O Direct3D OO

D gooooogoog
D 3iDO

Oofoooooooo 3D®
@D Direct3D OPDirect3D DDirect3D
Direct3D
2 : Direct3D OO SDK

Direct3D D
@MDirect3D OODD Direct3D D@

: Direct3D O
Direct3D ¢ 00000000000 APL
Direct3D O Oofgooooono D

2 Direct3D

DDE D OCOM

COM
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IDirect3D

COM

IDirect3DDevice

IDirect3DTexture

DirectDraw

IDirect3DMaterial

IDirect3DLight



IDirect3DViewport

IDirect3DDevice

OO ffff
IDirect3DExecuteBufferfffLffff

“fOfffFffffffe-22

f1rf

COM

e COM
e COMOOOCOMD
e O
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,», Direct3D,Sff
ffff,c ,,,@EZ,Z,

2

COMFff ffff e
FFFf
FFFf
FEFFf
EE
ff f f
Texturef fffff
Materialffffff
Lightffffff
7 FFff Viewportffffff
Direct3Dffffff@E
Lfffff,, Direct3
D, FFFFFFE,FFF
ffffn:) -

. fFEf fff, Z
IR , Direct3

DFFFFFELFFE
ff’ 393359
Direct3Dfff fff
fFFFEFF



Deviceffffff

Execute-bufferffffff

IDirect3Dfff ffff

IDirect3Dfff ffff, DirectDrawffffff

»fff ffff,,, IDirect3Dfff ffff,
vsss 2Ly, IDirectDraw?2::Querylnterfacef

fff.&, ., ,
IpDirectDraw->QueryInterface(

IID_IDirect3D, //
IDirect3Dfff ffff,ID

IpD3D); /!
Direct3Dffffff,ffff

IDirect3Dfff ffff.,,.2 ,,.fFFFFF,
FEFF EE FFEFE L FFFELFFF
,S,,,, IDirect3D,ffff, *,ffffff,
,»» Direct3Dffff,E,,,,,,Z—

EEEEEEEE]

IDirect3DDevicefff ffff

IDirect3DDevicefff ffff, DirectDr
aw

Surface MIDirect3DDevice ¢

IDirectDrawSurface2::QueryInterface O IDirectDraw::CreateSurface
IDirectDrawSurface::GetAttachedSurface

IDirectDraw2  IDirectDrawSurface2 ()QuerylInterface
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IpDirectDraw->CreateSurface(
lpDDSurfDesc, // DDSURFACEDESC ¢
IpFrontBuffer, / DIRECTDRAWSURFACE O

pUnkOuter); // NULL
IpFrontBuffer->GetAttachedSurface(

&ddscaps, // DDSCAPS  ““,,ffff

&lpBackBuffer); / DIRECTDRAWSURFACE *‘,,ffff
IpBackBuffer->QueryInterface(

GUIDforID3DDevice, // IDirect3DDevicefff ffff,ID

IpD3DDevice); // DIRECT3DDEVICEffffff,,ffff

frfffrf,,,,IDirectDrawSurface::QueryInterfacefff f,E, [] VA SOf, 01

Direct3DDevicefffL fff .2, ffLffOfff,—

*,Z+71GUID(],,,[],,GUID, [ IDirect3D::EnumDevicesfff f,E, [1,,,..Z%,,,,,ss»
fff IDirect3D::EnumDevices ()@ D3DENUMDEVICESCALLBACK

ffg ’CE, bRl »
GUID,«,,

Direct3D,ffff f
fEFff, Fff fff
fOEFES o
.22 ffff
ff f Ffff.Z,,,
» o FFFFEFFFF
fofFF.S00,, 5unnff
£ Z,ffFFE.FEFFF,
JSFEE, SFFFfLLff
fl—

o’oz”” ”S‘ ‘””
b, fEFFFF, °

>

2|:|!5!! D
IDirect3DDevicefffOffff.ff DOD

Direct3D O IDirect3DDevice::CreateMatrix
IDirect3DDevice::SetMatrix

fFEFZ fFFF—,,,,



IDirect3DTexturefff ffff

fffff, o ffff<@E,,,,,,,, «E,:,,, °*&,,,
v fFFF, E

—““ . @, .,  fffff.fffff ffff
f’_

viiZasssssss s 5 *E,......,, RGBff ff
f—, ffff fff,, 8 24 32fff,fffff,Z—
vosrsss T fEf ff  fff,, Bfff.ffff

fn)z

11D

IDirect3DTexturef f fIf f f f,[1DirectDrawSurface
IDirect3DTexture

IDirectDrawSurface2::Querylnterface IID_IDirect3DTexture

Direct3D @) DirectDraw ¢)

MIDirect3DTexture JOOO0O00O0000O0O-
,JIDirect3DTexture: :GetHandle,,, IDirect3DTexture: :Loadffff,—
A fEFFF f0F, o= 2,,,,0
1pDDS->QueryInterface (IID IDirect3DTexture,
1lpD3DTexture); // DIRECT3DTEXTURESffffff,,ffff
1pD3DTexture->GetHandle (
lpD3DDevice, // DIRECT3DDEVICE

IphTexture); // D3SDTEXTUREHANDLE O
IpD3DTexture->Load(
IpD3DTexture); / DIRECT3DTEXTURE O

¥OODOOD

JFfffZ0ffff—n 0 ffOfOfZfff L D ffFFE SO OD
IDirect3DTexture

@Direct3D OO



Chapter 5 Part A: Direct3D Overviews 75

919
OOD3IDRENDERSTATETYPE D3DRENDERSTATE _WRAPU
D3DRENDERSTATE WRAPV
9D axn u
v 9D (91919}
u v 0]10) 010

o 000 ffOF5Sf, £55,, 0., , FFFFOFFFFFOF0F, , Ou,, v, 27, , o=, ,0Fffff, -
& fffff,, 4, 000-€, v, ,,vlle",1.0°0),,,0%(0.1, 0.1),(0.9, 0,9)
L&, 07, 70,0%(0.5, 0.5),"%,,0

D3DRENDERSTATE_WRAPU, D3DRENDERSTATE_WRAPV,....f f f.,000f ff f f %21.0,0,,,

%0“E,,OL.O°TLf Ff FFOOF f o™ —E,, Of Fff fOS,0—
SFFFFOfff.  OD3DRENDERSTATE_WRAPU, fff,.....0°(0.1, 0.1),,(0.9, 0.9),,,00°,0,000,
0.50,'%o,,0

e D3DRENDERSTATE_WRAPU,D3DRENDERSTATE_WRAPVfff—
[ f o Of FFFf.%SO0FOFFO0,,Of Fff.2.,..,0L.0°0,f ff f fO0,~E,,0°0.1, 0.1),,(0.9, 0.9)
00,040, 0),'%o,,]

—E—", fffffOs—E—"2Z,,,0,., 00,0
CFFFOfFFOf .0~ 0% Ouf f frunf FEFFOFFFfffuDm—fffff "0, —

WHSOOOFFFFFOFFFD,0
FFFEFonDmOOffFEFFEfFF: Direct3DZfOfOffffffO,0IDirect3DRMWrapf f fOf f £ f0,20,,,,0

frf

2191919

D3DRENDERSTATETYPE
D3DRENDERSTATE TEXTUREMAG
D3DRENDERSTATE TEXTUREMIN

D3DRENDERSTATE TEXTUREMAPBLEND
D

ODOD
D3DTEXTUREBLEND

MOD3DRENDERSTATE SRCBLEND D3DRENDERSTATE DESTBLEND

D3DBLEND



D3DTEXTUREFILTER O
D
D3DPRIMCAPS ) dwTextureFilterCaps

DirectDraw (OO

D3DRENDERSTATETYPE O
D3DRENDERSTATE BLENDENABLE

D DirectDraw

DirectDraw ¢)

IDirect3DMaterial CIOOO00 ff

IDirect3DMaterialf f fO f ff f,0000,,,,01Direct3D::CreateMaterial )@
IDirect3DMaterial DIDirect3DMaterial::SetMaterial
IDirect3DMaterial::GetHandle (OO

IpDirect3D->CreateMaterial(
IplpDirect3DMaterial, //
pUnkOuter); // NULL
IpDirect3DMaterial->SetMaterial(
IpD3DMat); // D3ADMATERIAL O
IpDirect3DMaterial->GetHandle(

IpD3DDevice, // DIRECT3DDEVICE D

IpD3DMat); // D3ADMATERIAL O
DOD

D
919)
IDirect3DMaterial DO

IDirect3DLight
IDirect3Dlight IDirect3D::CreateLight

D IDirect3Dlight ¢ IDirect3DLight::SetLight
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IpDirect3D->CreateLight(
IplpDirect3DLight, //
pUnkQuter); /I NULL
IpDirect3DLight->SetLight(
IpLight); //D3DLIGHT D

Ooooooooooobooooooooiddddiddiigggggag
IDirect3Dlightf f L f f f, Z—, , L&, Z%, 07,0, ,,, ,, , U
IDirect3DViewportfffliffff
IDirect3DViewportffflffff,]IDirect3D::CreateViewportffff,&,,,,,0%,
—,JIDirect3DViewportffflIffff,(lle—,%,,,,1,,0,,—
,0IDirect3DDevice: :AddViewportffff,,, fFfUff, %
;100 ,UIDirect3DViewport: :SetViewportllIDirect3DViewport: :SetBackground
[JIDirect3DViewport: :AddLightffff,—,, fFUfIFf, fFFFff, , o=, 0=, ,,,
lpDirect3D->CreateViewport (

lplpDirect3DViewport, // [,,ff0f0F,, fFfff

pUnkOuter) ; // NULL
1pD3DDevice->AddViewport (

lpD3DViewport) // ffOfOf, ££55,5555,,
1pD3DViewport->SetViewport (

lpData) ; 919
// D3DVIEWPORT O
IpD3DViewport->SetBackground(
IphMat); // @ D3IDMATERIALHANDLE O
IpD3DViewport->AddLight(

IpD3DLight); 9]
¥O
IDirect3DViewport
IDirect3DExecuteBuffer
®®z ffffy ) Z ffff yz IEER)
IDirect3DExecuteBufferfff ffff, .»», 1Direct3DDevice::CreateExecuteBu

tferffff,&E, ,, ,
IpD3DDevice->CreateExecuteBuffer(
IpDesc,  // DIRECT3DEXECUTEBUFFERDESC *‘,,ffff
IplpDirect3DExecuteBuffer, // Direct3DExecuteBufferffffff,,
I FEF.2,Z,,,, . FEFF



pUnkOuter); // NULL

ZUSFEFSIFFOFSE S, D20 1 f—
" Se,,,,[JIDirect3DDevice::CreateExecuteBuffer ¢

IDirect3DExecuteBuffer::Lock
IDirect3DExecuteBuffer::Unlock IDirect3DExecuteBuffer::SetExecuteData
D

IpD3DExBuf->Lock(
IpDesc);.  // DIRECT3DEXECUTEBUFFERDESC )
.
/I . Store contents through the supplied address
.
IpD3DExBuf->Unlock();
IpD3DExBuf->SetExecuteData(

IpData);  // D3ADEXECUTEDATA ®

DD IDirect3DExecuteBuffer::SetExecuteData (D) Direct3D
IDirect3DExecuteBuffer::Lock

IDirect3DExecuteBuffer

5 5 5 fft f f, —
3339 )))’))ff f f,,,,,,S@@,.Z,,,,,,Z,,,,,,,

§

FFFEEEEFFEFEEEEE, 0 RS, Z, J2,,5f f, fff, “.ffff.e
Z”)L bR Rl )”’ffff’:z”’))) ’)fffff)f f))’ ijffffyf f’;) 7)ffffff’
“)S~))ffff))ffff)z“)))’))’)

§

fft ffff.ffff ffeFf.fFEFEFF, ., Querylnterfaceffff,E, , fffff &
& ff f f.ffffff, IDirect3Dfff ffff.fFff,@E, ., .. Z fff
f’ —
, IDirect3DDevicefff ffff,,,, ., fff ffff ffffff Direct3D
object ,, s FEEFE £ f ®E FIEFE,EFFEFF,fFf,2,,,, Z ff
fEfEEFEFFEfff.S,,,,

f f,S—

oo f f FFEf fff, FFEFFf,Z . IDirect3DDevice::BeginScenef fff,(E,
sosrrrrss s FEFFFES— s IDirect3DDevice::EndScenef fff,E, ,»—
) ffff fff’ CE’BDf ffff !“ 3333 ))))ffff’ ))Z_!))))))))
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f £, %of fEfFf ZSE * ., %o fff [ ff f,*%o
n)nz_
,,, IDirect3DDevice::BeginSceneffff,f f,Z,,, ..,»ff f,SZ, Z, IDire
ct3DDevice::EndSceneffff,f f,ff f, — ", ,,,ff f,*%0
,Z!J)Z ffff_ .
, 1% IDirect3DDevice::BeginScene,IDirect3DDevice::EndScene,E, ,,S,,,,

IEEEEEEE]

W FEFFF 960, FFFFasss =50
o %o— <«

e 2D,3D,E —

o f fS—fff ff

%0— <«

3DffFFfFEL” ffFDE—2ffff
IDirect3DDevice::BeginScene

IDirect3DDevice::EndScene

99099)
D

DOODDOD
1 D IDirect3DDevice::BeginScene  IDirect3DDevice::EndScene @)
s Lo f L1 J5 L1017, [1[1%0,IDirect3DDevice::BeginScene
IDirect3DDevice::EndScene D

9210
IDirect3DDevice::BeginScene  IDirect3DDevice::EndScene

IDirect3DDevice::BeginScene IDirect3DDevice::EndScene

2D 3DO

IDirect3DDevice::BeginScene
IDirect3DDevice::EndScene 3D OO 2D OPDDirectDraw ¢
DDCAPS2_NO2DDURING3DSCENE ODirectDraw O GetDC O
IDirect3DDevice::EndScene O

DD 3D OOD

1 ®O®1 IDirect3DDevice::BeginScene
Direct3DDevice::EndScene



2 DirectDraw () DDCAPS2_NO2DDURING3DSCENE 9O
OO0000000IDirect3DDevice::BeginScene O)
IDirect3DDevice::EndScene OO DirectDraw () GetDC

O0000000o0odo 2bp 000o
IDirect3DDevice::EndScene 0 0000000O00O,,,,,[]
3 IDirect3DDevice::Executef fff, &,—

T4 ffff,g,,,fffffffoffff,,,,,f fff £ fFEFFFEEf,,LE,suusss
f f fffff f f, f £,5— 5
,,,,,,, IDirect3DDevice::EndSceneffff,&, ,,,,, ffffff,%oS,,

Direct3D,” f f.ff ffff

Windows f 0 f,Direct3D,’ 0 fOfOffffOfff,00,,ODirectDraw  Direct3D
D

SDK
@ SDK O D3dmain.cpp D3dmain.cpp Windows OOODDD
Direct3D OO D

e Step I:

e Step 2: DirectDraw Direct3D O

e Step3: M

e Step4: D

e Step 5: OO

e Step 6:

e Step7: D

e Step 8:

G) 4 ~
SDK}’}’ fv f)ffff}) \1111( 771:)}f f ))))) S ))))) “)}}SDK}) D3Dapps bR
G‘! n:fffS )fffff;fysynyé “Z)’ f f)ffff fff)< 3 )v_

,,,,, SFFFFFELEEES 72 ssss sssssssssfE sasssnssss FFES o f f ff

ff D3dapp.c Ddcalls.c D3dcalls.c Texture.c ,,, Misc.c
Jffffff,,,,, f f ffff Stats.cpp
, ff f f f.fff f f f, <fff f.5

D3main.cpp ,—,,.,,.,fFff, .« JFEFFffornnnnss %0,S FFFEFFfarnnns,
e InitScene

e [nitView

¢ RenderScene

e ReleaseView
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e ReleaseScene

e OverrideDefaults

.., ffff,SetMouseCallbackS ,SetKeyboardCallbackS ,@E, , fff.,f f f.,
((_’Z“”

Step 1:  $%o0,S7

D3dmain.cpp, WinMainS (1,01, (1, f££, L1 f O ff, <., AppInitST1, G, [, D ffffLff

fﬂfffff,77,Wffffffagza‘—m”ffffff,VS%O )
5,1, IWinMainS[),D3dmain.cpp, fffL fUf £, fffffff, O fL ff’<,RenderLoopS

[, CleanUpAndPostQuit Applnit OOODDDD
Windows D@ Applnit InitScene 3Dmain.cpp
InitScene Octl.c @InitScene
TRUE Tunnel.c
InitScene
Applnit D3dmain.cpp CreateD3DApp
CreateD3DApp
Step 2: DirectDraw Direct3D )
D3dmain.cpp CreateD3DApp DirectDraw
Direct3D CreateD3DApp
29 D3DAppCreateFromHWND
D3DAppGetRenderState OverrideDefaults D3DAppSetRenderState
ReleaseView InitView ¢) D3Dapp @
D3Dapp 9D »

WinMainS ,*,,.ffff fff fffff,“,,, CreateD3DAppS ,,“,,,
&E,fffff, -systemmemory,-emulation,,, -systemmemoryfffff, ffff

> 339>

gmulationfffff,Z’,,, ffff fff,DirectDraw,Direct3D,f ffff fffff f,
Z_:::
CreateD3DApQ§ﬂ LffFfFf, 00, , D3DAppAddTextureS(1,(E,[1,[1,,,[ID3DA
ppAddTextureS L, OfUfLSFff fOSTFSIFFTEFAFFESASS, o FOSTFS S
FARYF§ SYZ2PPPRIR RN LAY 0 N AREARY 00 090 VARV PRREPPRR ARV ARY 5 0§ P
EPRYARYARY Y SV ARY PPN RPN RRVASN o 0 i SSPLRY 0 3 SR AR I 3 PO i 0

FOFFES T T F O f foasnsnsss LffFFOFUIF,, OIDirect3DTextureff L1 fff .25, ,,
,,IDirectDrawSurface::Querylnterfacefff f,(E, [], [/ IDirect3DTexture::Load

DIDirect3DTexture::GetHandle

DCreateD3DApp O DirectDraw
Direct3Dffffff,00,,0ffffOf1f,,[1D3DAppCreateFromHWND
D3DAppCreateFromHWND D3dapp.c
D3dcalls.c Texture.c Ddcalls.c
D3DAppCreateFromHWND DirectDrawEnumerate
DirectDrawCreate DirectDraw OO

IDirectDraw::EnumDisplayModes



IDirectDraw @ IDirectDraw2 (ODMIDirectDraw  IDirectDraw
IDirectDraw::EnumDisplayModes ¢)
IDirectDraw?2::EnumDisplayModes

D3DAppCreatetFromHWND Direct3D Direct3D
Direct3D DIID_IDirect3D O
IDirectDraw::Querylnterface
IDirect3D::EnumDevices

IDirect3D::EnumDevices ()Direct3D IDirect3D::FindDevice
29
GUID
29
2 GUID

D3DAppCreateFromHWND OOOONDIDirectDraw::CreateClipper

DirectDravaIipperffffff,D 00,00IDirectDrawClipper::SetHWndf ff f,...f ff f
ff.fffff.S ,0IDirectDrawSurface::SetClipper

D3DAppCreatetFromHWND
D
IDirectDraw::CreatePalette
IDirectDrawSurface::SetPalette
D

IDirectDraw::CreateSurface ()Z
IDirectDrawSurface::AddAttachedSurface V4
Z
IDirectDrawSurface::GetSurfaceDesc

IDirect3DDevice

IDirectDrawSurface::Querylnterface
IDirect3DDevice::EnumTextureFormats

D CreateD3DApp
90)
)
Step 3: O
D

D3DAppCreateFromHWND (D Step 5: OO

Direct3D D
D3DAppCreatetFromHWND TRUE

D3DAppCreateFromHWND OO Direct3D DirectDraw
FALSE
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Step 3: @O

D3DAppCreateFromHWND O 3 AfterDeviceCreated
D3dmain.cpp

AfterDeviceCreated Direct3D

D3DAppCreatetFromHWND

IDirect3D::CreateViewport
IDirect3DDevice::AddViewport Direct3D
D3DVIEWPORT D OOD
IDirect3DViewport::SetViewport @)

AfterDeviceCreated InitView InitView
D3dmain.cpp @ InitScene D3dmain.cpp
InitView O D Step 4: O

InitView QOO D CleanUpAndPostQuit AfterDeviceCreated
CleanUpAndPostQuit Step 8:

Step 4: ®

D3dmain.cpp O
InitView @)
Octl.c InitView @)

InitView  IDirect3D::CreateMaterial
IDirect3DMaterial::SetMaterial
IDirect3DMaterial::GetHandle IDirect3DViewport::SetBackground

InitView DDOD
InitView MAKE_MATRIX
MAKE_MATRIX D3dmacs.h @

#define MAKE MATRIX(IpDev, handle, data) \
if (IpDev->1pVtbl->CreateMatrix(IpDev, &handle) != D3D_OK) \
return FALSE; \
if (IpDev->1pVtbl->SetMatrix(IpDev, handle, &data) != D3D OK)\

return FALSE

MAKE MATRIX  IDirect3DDevice::CreateMatrix
IDirect3DDevice::SetMatrix

InitView
D3DEXECUTEBUFFERDESC OIDirect3DDevice::CreateExecuteBuffer

IDirect3DExecuteBuffer::Lock



InitView D3dmacs.h OP_STATE TRANSFORM
STATE DATA Step 5: D¥OODD

InitView
IDirect3DExecuteBuffer::Unlock
IDirect3DExecuteBuffer::SetExecuteData

IDirect3DDevice::BeginScene IDirect3DDevice::Execute
IDirect3DDevice::EndScene
IDirect3DExecuteBuffer::Release

InitView IDirect3D::CreateMaterial D3DMATERIAL D
IDirect3DMaterial::SetMaterial
IDirect3DMaterial::GetHandle ®O@OD3DLIGHTSTATETYPE
D3DLIGHTSTATE _MATERIAL

InitView ®® D3IDVERTEX () D3DVALUE
D3DVALP X
D3DRMVectorNormalize

DOInitView QOO

InitView Octl.c ®D3DLIGHT
IDirect3D::CreateLight IDirect3DLight::SetLight
IDirect3DViewport::AddLight

Step 5: DD

D3dcalls.c D3DApplSetRenderState ¢)

999)

D3DAppCreatetFromHWND D3dapp.c D3DApplSetRenderState

D3DApplSetRenderState GXD
D3DApplISetRenderState

D3DApplISetRenderState D3DEXECUTEBUFFERDESC

D3DEXECUTEDATA D

IDirect3DDevice::CreateExecuteBuffer
IDirect3DExecuteBuffer::Lock

BOOL D3DApplSetRenderState()

{

D3DEXECUTEBUFFERDESC debDesc;
D3DEXECUTEDATA d3dExData;
LPDIRECT3DEXECUTEBUFFER IpD3DExCmdBuf=NULL;
LPVOID lpBuffer, IpInsStart;

size_t size;
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I

size = 0;

size += sizeof(D3DINSTRUCTION) * 3;

size += sizeof(D3DSTATE) * 17;

memset(&debDesc, 0, sizeof(D3DEXECUTEBUFFERDESC));
debDesc.dwSize = sizeof(D3DEXECUTEBUFFERDESC);
debDesc.dwFlags = D3DDEB_BUFSIZE;

debDesc.dwBufferSize = size;

LastError = d3dappi.lpD3DDevice->IpVtbl->CreateEx ecuteBuffer(
d3dappi.lpD3DDevice, &debDesc, &IpD3DExCmdBuf, NULL);

LastError = IpD3DExCmdBuf->IpVtbl->Lock(lpD3DExCmdBuf, &debDesc);

memset(debDesc.lpData, 0, size);

IpInsStart = debDesc.lpData;

IpBuffer = IpInsStart;

IDirect3DDevice::CreateExecuteBuffer ()0 d3dappi./pD3DDevice
Direct3DDevice OdebDesc D3DEXECUTEBUFFERDESC
IpData

D3DApplSetRenderState D
D3DAppISetRenderState OP_STATE_DATA
PUTD3DINSTRUCTION OO SDK  D3dmacs.h ®

#define PUTD3DINSTRUCTION(op, sz, cnt, ptr) \
((LPD3DINSTRUCTION) ptr)->bOpcode = op; \
((LPD3DINSTRUCTION) ptr)->bSize = sz; \
((LPD3DINSTRUCTION) ptr)->wCount = cnt; \
ptr = (void *)(((LPD3DINSTRUCTION) ptr) + 1)

#define OP_STATE RENDER(cnt, ptr) \



PUTD3DINSTRUCTION(D3DOP STATERENDER, sizeof(D3DSTATE),
cnt, ptr)

PUTD3DINSTRUCTION ¢ D3DINSTRUCTION D
OP_STATE RENDER @ PUTD3DINSTRUCTION @) 1
D3DOP_STATERENDER  D3DOPCODE OM2 ®
D3DRENDERSTATETYPE () D3DSTATE ®

D3dmacs.h STATE DATA
D D3DSTATE ®© D3DRENDERSTATETYPE
9]

#define STATE DATA(type, arg, ptr) |

((LPD3DSTATE) ptr)->drstRenderStateType =
(D3DRENDERSTATETYPE)type; \

((LPD3DSTATE) ptr)->dwArg[0] = arg; \
ptr = (void *)(((LPD3DSTATE) ptr) + 1)

D3DApplSetRenderState () OP STATE RENDER
STATE DATA 14
d3dapprs  D3dapp.h D3DAppRenderState

OP_STATE_RENDER(14, IpBuffer);

STATE DATA(D3DRENDERSTATE SHADEMODE,
d3dapprs.ShadeMode, IpBuffer);

STATE DATA(D3DRENDERSTATE TEXTUREPERSPECTIVE,
d3dapprs.bPerspCorrect, IpBuffer);

STATE DATA(D3DRENDERSTATE ZENABLE, d3dapprs.bZBufferOn
&&

d3dappi.ThisDriver.bDoesZBuffer, I[pBuffer);

STATE DATA(D3DRENDERSTATE ZWRITEENABLE,
d3dapprs.bZBufferOn,

IpBuffer);

STATE DATA(D3DRENDERSTATE ZFUNC, D3DCMP LESSEQUAL,
IpBuffer);

STATE DATA(D3DRENDERSTATE TEXTUREMAG,
d3dapprs.TextureFilter,

IpBuffer);
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STATE_DATA(D3DRENDERSTATE_TEXTUREMIN,
d3dapprs.TextureFilter,
IpBuffer);

STATE DATA(D3DRENDERSTATE TEXTUREMAPBLEND,
d3dapprs.TextureBlend,

IpBuffer);

STATE DATA(D3DRENDERSTATE FILLMODE, d3dapprs.FillMode,
IpBuffer);

STATE DATA(D3DRENDERSTATE DITHERENABLE,
d3dapprs.bDithering,

IpBuffer);

STATE DATA(D3DRENDERSTATE SPECULARENABLE,
d3dapprs.bSpecular,

IpBuffer);

STATE_DATA(D3DRENDERSTATE_ANTIALIAS,
d3dapprs.bAntialiasing,

IpBuffer);
STATE_DATA(D3DRENDERSTATE_FOGENABLE,
d3dapprs.bFogEnabled,
IpBuffer);
STATE DATA(D3DRENDERSTATE FOGCOLOR, d3dapprs.FogColor,
IpBuffer);
OP STATE RENDER STATE DATA ®OP_EXIT D3DOPCODE
D3DOP_EXIT PUTD3DINSTRUCTION

OP_STATE_LIGHT(3, lpBuffer);
STATE DATA(D3DLIGHTSTATE FOGMODE, d3dapprs.bFogEnabled ?
d3dapprs.FogMode : D3DFOG_NONE, IpBuffer);
STATE DATA(D3DLIGHTSTATE FOGSTART,
*(unsigned long*)&d3dapprs.FogStart, IpBuffer);

STATE_DATA(D3DLIGHTSTATE_FOGEND, *(unsigned
long*)&d3dapprs.FogEnd,

IpBuffer);



OP_EXIT(IpBuffer);

D3DApplSetRenderState
IDirect3DExecuteBuffer::Unlock
IDirect3DExecuteBuffer::SetExecuteData
IDirect3DDevice::BeginScene IDirect3DDevice::Execute
IDirect3DDevice::EndScene

LastError = IpD3DExCmdBuf->IpVtbl-
>Unlock(lpD3DExCmdBuf);

memset(&d3dExData, 0, sizeof(D3DEXECUTEDATA));
d3dExData.dwSize = sizeof(D3DEXECUTEDATA);
d3dExData.dwlinstructionOffset = (ULONG) 0;
d3dExData.dwlInstructionLength = (ULONG) ((char*)lpBuffer -
(char*)lpInsStart);
IpD3DExCmdBuf->1pVtbl->SetExecuteData(lpD3DExCmdBuf, &d3dExData);
LastError =
d3dappi.lpD3DDevice->1pVtbl->BeginScene(d3dappi.lpD3DDevice);
LastError =
d3dappi.IlpD3DDevice->IpVtbl->Execute(d3dappi.lpD3DDevice,
IpD3DExCmdBuf, d3dappi.lpD3DViewport);

LastError = d3dappi.lpD3DDevice->IpVtbl-
>EndScene(d3dappi.lpD3DDevice);

D3DAppISetRenderState
IDirect3DExecuteBuffer::Release

IpD3DExCmdBuf->1pVtbl->Release(lpD3DExCmdBuf);

return TRUE;

}
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