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BCTYII

[lomanHs MTaHUX HA MOHITOP1 KOMIT'IOTE€pa B rpadiuHOMY BHUTJISAL BOEPIIE
Oyno peam3oBano B cepeauHi 50-x pokiB mis Bemukux EOM, ki
3aCTOCOBYBAJIMCS B HAyKOBUX 1 BINCHKOBUX JOCHIKEHHSIX. 3 THX IIIp
rpadiunuit  cmoci6 BimoOpakeHHsS JaHUX CTaB HEBIA'€MHOIO YaCTHHOIO
KOMIT'FOTEPHUX CUCTEM.

Kowmm'totepna rpadika — 1e po3aut iHpopMaTUKH, KU BUBYAE METOIU
CTBOPEHHS Ta 00poOKH rpadivyHUX 300paKeHb 3a JOIIOMOT0I0 00UYHUCIIIOBAILHOT
TEXHIKH.

Kowmm'totepHa rpadika BUKOPUCTOBYETHCS MailkKe B YCIX HAYKOBHX Ta
IHKCHEpHUX JUCHUIUIIHAX IS 30UTBIICHHS HAOYHOCTI Ta  IOMIMIICHHS
cnpuHATTS 1H(OpMmalii monuHoro. be3 kommn'torepHoi Trpadikd HEMOMKIUBO
ySIBUTU COO1 HE TUIBKUA KOMI'IOTEPHUH, ajie 1 3BUYaiHUM, IIJIKOM MaTepiaibHUMA
cBIT. He3Baxkaroum Ha Te, 10 KOMI'toTepHa rpadika €, 1o CyTi, IHCTPYMEHTOM, ii
CTPYKTYpa 1 METOAM 3aCHOBAHI Ha MEPEIOBUX JOCATHEHHIX PyHIaMEHTAIbHUX 1
NPUKIAHUX HayK: MaTeMaTuku, ¢I3ukd, XiMmii, O10JIOTii, CTaTUCTHUKH,
nporpamyBaHHs Tomio. Lle mifiCHO SK I MpOTpaMHMX, TaK 1 JJIS amapaTHUX
3ac001B CTBOpPEHHSA 1 00pOOKHU 300pakeHb Ha KOMII'FOTEPI.

Tomy xomm'toTepHa rpadika s[K Taly3b I1HQOPMATUKH aKTHUBHO
PO3BUBAETHCS 1 0araTo B 4OMY BHUCTYIIA€ PYIIIEM yCi€l KOMI'IOTEPHOT 1HAYCTPII.

HaliBa)XnMBIIIOI0 YacTHHOI KOMM'IOTEPHOI rpadiku € Bizyamizaimis —
3arajbHa Ha3Ba MPUHOMIB MOJIaHHA 1H(MOpPMAaIlil a00 SBUII Y BUTIIA, 3DYYHOMY
JUTsL 30pOBOTO CIIOCTEPEXKEHHsI Ta aHamizy. Bizyamizaliisi 1aHUX 3aCTOCOBYETHCS
B pi3HUX cdepax JIOACBKOI TISJIBHOCTI: y MEIUIUHI (KOMITHOTEpHA
tomorpadis), BIACBKOBIM crpaBi (TpeHaXEpHI KOMIUIEKCH), HAyKOBUX
JOCIIKEHHAX (Bi3yanizailisi OyJOBHM pPEYOBHMHHU, BEKTOPHUX IOJIB Ta IHIIUX
JAHUX), MOJEIIOBaHHI TKAaHUH Ta OJATY, JAOCHIJHO-KOHCTPYKTOPCHKHUX
po3poOKax, iIHAYCTpii po3Bar.

MeroanuHi BKa3iBKM NpHU3HAYEHI AJIE BUBYEHHS OCHOB KOMII'FOTEPHOI
rpadiku Ta ii 3acTOCyBaHHS y CTBOPEHHI cucTeM Bizyamizallii. Po3risHyTo
NUTaHHS KOAYBAaHHS KOJbOPY, pacTepu3allii, MOJaHHA Ta Bi3yami3alii
TPUBUMIPHUX  00'€KTIB,  OCOOJIMBOCTI  MPOrpaMHO-amapaTHUX  CHUCTEM
TPUBUMIPHOT Tpadiky.

MeroanuHi BKa3iBKH MICTSATh TaKOX I1HAWBIAyallbHI 3aBIaHHSA IS
BUKOHAHHS JIA0OpAaTOPHMX 1 TMPAKTUYHHX POOIT, SIKI JOMOMOXYTh B
e(eKTHBHOMY OCBOEHH1 KypCy KOMITHOTEPHOI Irpadiku.



JIABOPATOPHA POBOTA Ne 1
CTBOPEHHS HAMITPOCTIIIOIO BIKOHHOI'O WIN32-IOJIATKA

Meta podotu: HaBuutucs BukopucroByBatu Win32 API mis ctBopeHHs
BIKOHHHX JOJaTKiB B omepamniiiHiii cuctemi Windows B cepenosumii Microsoft
Visual.

HeoOxinne o0aagnanass T1a komiulektywui, II3: Ilepconanbhuii
KOMIT'FOTEp 3 BCTAHOBJICHOIO onepailiiiHoto cucremoro (OC) Windows, o6oonka
Microsoft Visual C++.

3arajbHi BizoMmocTi

Jnst  po3podku gomarkie OC  Windows mpomoHye mporpamicty
yVHIBEpCAIbHUN MEXaHIi3M JOocTyny 10 (YHKIIM mporpaMHOro intepdeincy
(Application Programming Interface). lleii MexaHi3M € MpOIIAPKOM MIiX
KOPHUCTYBALbKOIO IPOrPaMoOI0 1 BIaCHE ONEPaIiiHOI0 CUCTEMOIO. 3 OJTHOTO OOKY
Takui Miaxig 3abe3neuye CTaHAAPTU30BaHUM JoCcTynm a0 (PyHKIIMA Ta
IHCTPYMEHTIB OIEpaIlifHOl CUCTEMH, a 3 1HIIOTO — 3a0e3MeUyEThCSI HEOOX1THHIMA
piBeHb Oe3neku omnepamiiiHoi cucremu. Kpim Ttoro, OC Windows €
Oararo3ajgayHor0  olepaiiiiHol0  cuctemoro. Jlmsg  B3aemoxii  OJATKIB
peani3oBaHO MEXaHi3M Ha OCHOBI MOJIA — MOBIIOMJIEHb. 3 TOYKH 30pYy
mporpamMu 1€ MOBIJOMIIGHHS PO Te, 10 BiAOynacs sKach MO, SKa MOXKE
BUMAaraTH, a MOK€ 1 HE BUMaraTu BUKOHAHHS MEBHUX Mii. [ momis Moxe OyTu
HACJIIKOM J1 KOpUCTyBava, HAIPUKJIIA, TIEPEMIIICHHS Kypcopy a00 KIIallaHHs
KHOIIKOIO MUIII, 3MIHU PO3MIpiB BikHa abo BHMOOPY MyHKTY MeHto. Kpim Toro,
MOJisl MOXKE TeHEpPyBaTHUCS JOJATKOM, a TaKOX OIEpaliifHOI CHCTEMOIO.
[ToB11OMIIEHHS — 1€ CTPYKTYpa IaHUX, sIKa MICTUTh HACTYIIHI €J1€MEHTH:

e JleckpunTop (omucyBay) BiKHA, IKOMY aJpeCOBaHE IMOB1IOMIICHHS;

e Koz (HOMep) MOB1IOMJICHHS;

e JlomaTkoBy iH(OpMAIIiIO 3a7€KHO BiJ] KOY MOBITOMIICHHS.

3 MOMEHTY CTapTy MporpamMH ONepailiiiHa CUCTEMa CTBOPIOE B TMaM'sTi
ro0anbHUii  00'€KT, Ha3BaHMM CHUCTEMHOIO YEprow MOBIJOMIIEHB. Yci
MOBIJOMJICHHSI, 10 TEHEPYIOThCS SK amaparyporo, TakK 1 JoJlaTKamH,
pOo3MINIytOThCs B 111 yep3i. OC nepioAMYHO OMUTYE 110 YEPTY 1, SIKIIO BOHA HE
MOPO’KHA, MOCHJIA€ HACTyIHE IIOBIJIOMJICHHA TMOTPIOHOMY ajpecaTy, SKHii
BU3HAYAETHCS 32 IOTIOMOTOIO JECKPUIITOPA BiKHA.

Toukor 6xo0y B BikoHHUN Win32-10/1aTOK, CTBOpeHU Ha MOBI C++, €
¢yuxmis WinMain() (_tWinMain). Jlna po6otu 3 Win32 APl HeoOXigHO
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I IKTFOYATH 3arojioBKoBui ¢aiin #include <windows.h>.

Jist oOpoOKM JOaTKOM TOBIAOMJIEHb, IO HAAXOASTH 0 HBOTO,
BUKOPHCTOBYETHCSI BIKOHHA TPOIEAypa, SKa 3a3BHYail Mae€ 3arojioBOK 3i
CTaHJAPTHUM CUHTAKCHCOM:

LRESULT CALLBACK im’s_¢yuxyii( HWND hWnd, UINT uMsg,
WPARAM wParam, LPARAM IParam )

Y mpomy BuzHadenHi LRESULT — Tun 3HadeHHs, MO TOBEPTAETHCA,
hWnd — neckpuntop BikHa, SKOMY aJpecoBaHe IMOBigomieHHs, UMSQ — Ko
nosimomieHnas, WParam i |IParam — mapamerpu mosimomiieHHs. Im's QyHKii
MOke OyTH JOBUIBHMM, ajieé JJig TOJIOBHOTO BIKHAa MporpamMu 3a3BUYail
BUKOpHUCTOBYETHCs iM'st WndProc.

HeonmiaauM kommoHeHTOM ycix Windows-101aTKIB € TaKOX MK
00poOku moBigomiiens. Oynkiis WinMain 3a3Bu4ait MicTUTh BUKITHKH QYHKITIH
Ut iHimiamizaiii 1 crBoperns BikoH (Initinstance, RegisterClass), micis woro
MOYMHAETHCS IUKJI OOpOOKH MOBIJIOMIICHb 1 HAAXOAUTh HEOOXITHUN KO JIs
3aKpUTTS J0JAaTKiB. Buiyuae moBimomieHHs 3 yepru ¢yHkiis PeekMessage.
Ao yeprose nosigomsieHHs Mae kog WM _QUIT, To BigOyBaeThcs BUXiA 3
UKy, MICJIsI YOro JOJIaTOK 3aBepIlye CBOKO poOoTy. Skio ueprose
noBigomiieHHs He € noBigomiieHHsIM WM_QUIT, To BoHO nepenaeTbes PyHKIII
DispatchMessage, ska mnoBeprae mnoBimomiieHHs Hazanq B OC  Windows.
Windows Biamnpasisie MOBIIOMIICHHS ISl HOro oOpoOKHW BiAMOBIIHIN BIKOHHIN
npoleaypi — iHmUMH ciaoBamu, Windows BUKIIMKae BIKOHHY nporeaypy. [licis
MOBEPHEHHS 3 BIKOHHOI nporeaypu Windows mnepenae ynpaiiHHS OnepaTopy,
SKHUI posTtarnoBaHuii mmicys DispatchMessage, i po6oTa nukiy TpuBae.

Xi/x BUKOHAHHS

1. 3Bamyctutu cepemopuie po3pobdku Microsoft Visual C++ Express
Edition.

2. CTBOpHUTH HOBHUH (ITOPOXKHIH) MPOCKT (IUB. 101aTOK A).

3. YV mnammi «Source Files» crBopuTH TOJOBHUE (aiia  qomaTKy
kg_lab.cpp.

4. YV mnanmi «Header Filesy crBoputu 3aronoBouni ¢aitiu momaTky
kg_lab.h, stdafx.h.

5. 'V ¢aitni stdafx.h migkmounti HeoOXiH1 010TI0TEKH.

6. YV ronoBHOMy (haiiyii TOAATKY CTBOPUTHM HEOOXimHI (PyHKIIII,
TIOMICTHBIIIX iX Y TIPOCTIp iIMEH MAiN i J0AaTH X OMKC JI0 3ar0JI0BKOBOTO (hairy
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kg_lab.h.

7. CrBoputu B KiHmi ¢aitny kg_lab.cpp ¢hyskiiro 00poOku moBiqoMIICHb
WndProc, sKa 00po0tsie [IOBIJJOMJICHHS WM _ DESTROY 1
WM_ACTIVATEAPP.

8. Hamaromutm 1 3amyctutu mporpamy. Ilicims 3amycky mporpama
MIOBHMHHA BUBOJWTH MOPOKHE BIKHO Jo/aTka 3 Ha3Boio "Komi'torepHa rpadixka.
JlabopaTopHa poGoTa" 1 3aKpWBaTUCA IICIsS HATHCKaHHS KOMOIHAIli KIIaBimd
Alt + F4 abo xpecTHKa B CHCTEMHOMY MEHIO.

9. IlimroryBaTu 3BIT mpo jabopaTopHy poOOTY. 3BIT MOBHHEH MICTHTU
3aBmaHHs 1 TekcT nporpamu (daiiau kg_lab.h 1 kg_lab.cpp).

Buxignuii kox podoru

®aiia stdafx.h
#pragma once

#ifndef WINVER

#define WINVER 0x0501

#endif

#ifndef WIN32 WINNT

#define _WIN32_WINNT 0x0501
#endif

#ifndef WIN32_WINDOWS

#define _WIN32_WINDOWS 0x0410
#endif

#ifndef WIN32_IE

#define _WIN32_IE 0x0600

#endif

#define WIN32_LEAN_AND_MEAN

#include <windows.h>
#include <stdlib.h>
#include <malloc.h>
#include <memory.h>
#include <tchar.h>
#include <objbase.h>

®aiin kg_lab.h
#pragma once
#pragma warning (disable 4100)



namespace main

{
extern HWND hwnd;

extern bool boActive;
void message_box_( const TCHAR* mes);

ATOM RegisterClass( HINSTANCE hinstance );
bool Initinstance( HINSTANCE, int);
LRESULT CALLBACK WndProc( HWND, UINT, WPARAM, LPARAM );

}; // namespace main

®daiia kg lab.cpp:
#include "stdafx.h"
#include "kg_lab.h"

namespace main

{

HINSTANCE hinst;

bool boActive = false;

HWND hwnd = 0;

const TCHAR* szClass = L"KG Lab Class";

const TCHAR* szTitle = L"Komn'torepna rpagika. Jlaboparopna po6ora.";

void message _box_( const TCHAR* mes )

{
::MessageBox( 0, mes, 0, MB_OK | MB_ICONERROR | MB_TASKMODAL );

}

ATOM RegisterClass( HINSTANCE hlinstance )
{

WNDCLASSEX wcex;

wecex.cbSize = sizeof (WNDCLASSEX);

wecex.style = CS_HREDRAW | CS_VREDRAW,;
weex.IlpfnwndProc = Main :: WndProc;

wcex.chClIsExtra =0;

wceex.coWndExtra  =0;

wecex.hlnstance = hlnstance;



wcex.hlcon =0;

wcex.hCursor = LoadCursor( 0, IDC_ARROW );
wceXx.hbrBackground = (HBRUSH) (COLOR_WINDOW + 1);
wceX.lpszMenuName = 0;

weceX.lpszClassName = szClass;

wcex.hlconSm =0;
return RegisterClassEx( &wcex );
}

bool InitInstance ( HINSTANCE hinstance, int nCmdShow )
{
hinst = hinstance;
DWORD wid = GetSystemMetrics(SM_CXSCREEN);
DWORD hei = GetSystemMetrics(SM_CYSCREEN);

hwnd = CreateWindow( szClass, szTitle, WS_CAPTION | WS_VISIBLE |
WS_SYSMENU | WS_POPUP, 0, 0, wid, hei, 0, 0, hinstance, 0);

if ('hwnd)

{
message_box_( L"HemosknmmuBo cTBOpUTH BikKHO gomartka!" );
return false;

Y1if ('hwnd)

ShowWindow( hwnd, nCmdShow );
UpdateWindow ( hwnd );
return true;
}
LRESULT CALLBACK WndProc( HWND hWnd, UINT Message,
WPARAM wParam, LPARAM IParam )

{
switch( Message )
{
case WM_ACTIVATEAPP:
{
boActive = wParam == 1;
break;
¥
case WM_DESTROY:
{
PostQuitMessage(0);
break;
}



default:
return DefWindowProc( hWnd, Message, wParam, IParam );

}

return O;

}

}; // namespace main

int APIENTRY _tWinMain( HINSTANCE hinstance, HINSTANCE hPrevinstance,
LPTSTR IpCmdLine, int nCmdShow )

{

ColnitializeEx( 0, COINIT_MULTITHREADED );

main::RegisterClass( hinstance );

if( !'main::InitInstance( hinstance, nCmdShow ) )

return -1;
MSG msg;
do
{
if( '1PeekMessage( &msg, 0, 0, 0, PM_REMOVE ) )
{
continue;
} /1 if( 'PeekMessage( &msg, 0, 0, 0, PM_REMOVE ) )
TranslateMessage( &msg );
DispatchMessage( &msg );
}

while( WM_QUIT != msg.message );

return (int)msg.wParam;

ky
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KoHTpoJibHI nUTAHHS

[Ilo Take Win32 API?

[Tpuznauenns Win32 APIL.

Ha ocHoBi yoro peasnizoBaHuii MEXaHi13M B3a€MO/IIT 10AaTKiB?
[Ilo Take moBiTOMIICHHS?

Konu BuHUKAE TT10B1IOMIIEHHA?

CtpyKTypa MOBITOMIICHHSI.

[Io Ha3uBa€ETHCS CHCTEMHOIO YEPTOI0 MOBIIOMIICHB?

[I{o € Toukoro BX0y B BikoHHHNH WiN32-101aT0K?

© oo N akwdE

[Ipu3HaueHHs BIKOHHOI MPOIIEAYPH.

10. 1o Take Uk 0OpOOKH TOBITOMIICHB?

11. [Io sBysitoTH coboro dynkii Initinstance, RegisterClass?
12. o cTa”eThCs, AKIIO MOBimOMIICHHS Mae kog WM QUIT?
13. Illo pobuts dynkiis DispatchMessage?
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JIABOPATOPHA POBOTA Ne 2
HIAK/JIIOYEHHA BIBJIIOTEKHU DIRECTX 10 WIN32-TOJATKA

Merta poborn: O3HaHOMUTHCS 3 OCOOJHUBOCTSAMHU IMIJKIIOYEHHS 1
BUKOpHCTaHHA rpadiunoi 616mioTeku Direct3D B qogatkax Win32

HeoOxigne o0sagHanHsa Ta KoMIuiekTyroui, I13: BcTaHOBIIEHUI TakeT
DirectX SDK, ma6opatopna po6ota Ne 1.

3araabHi BizoMocTi

DirectX 1 fioro xkommnoneHTa Direct3D — 11e HM3bKOpiBHEBUH TpadidyHMA
APl (mporpamuuii iHTEpdeiic aisg NONATKIB), SIKUWA J03BOJSIE BigoOpaxaTtu
TPUBUMIPHI CIEHH, BUKOPHUCTOBYIOUM araparHi MPUCKOPIOBAaYl TPUBUMIPHOL
rpadiku. Direct3D MoxkHa copuiiMaTd AK TOCEpeAHUKA MIXK JOJAaTKOM 1
rpadiYHUM MPUCTPOEM (amapaTyporo TPUBUMIPHOI rpadik).

Direct3D — ne Habip JOKyMeHTOBaHWX iHTepdeinciB 1 (yHKIH, sKi
OXOIUTIOIOTH TMOBHMM HaOIlp (YHKI[IOHAJLHUX MOXIIMBOCTEH 3 YIPaBIiHHSA
MPOLIECOM Bi3yasli3alli TPUBUMIPHUX CLIEH.

Jliist po3poOku JoaTkiB 3 BUKopucTaHHsaM ¢yHkiiin Direct3D HeoOxiaHO
BUKOHATH MiAKItoueHHa 010moTexkn Direct3D. biomioreka Direct3D ocHoBaHa
Ha 3actocyBaHHi T.3B. COM intepdeiiciB. Monenb KOMIOHEHTHUX OO0'€KTIB
(Component Object Model, COM) — 1ie TexHoioris, sika a03BOJIsIE€ 0i0IiOTeL]
OyTH HE3aJeKHOI0 BiJI MOBU MPOrPaMyBaHHS 1 CYMICHOIO 3 yCIMa MOTEpeTHIMU
BepciaMu. [[ns  oTpumanHs mnokaxunka Ha COM-iHTepdeiic HeoOXiaHO
BUKJIMKATH cremiaibHy (QyHkiito abo weron ixmoro COM-inTepdeiicy
(3a3BHuail Ha3Ba Takoi (yHKIIi mounHaeThes 31 cioa Create). Kpim Ttoro,
3aBepmuBIId poboty 3 COM-iHTepdericoM, CaiJl BUKIUKATH HOTr0 METOA
Release. COM-00'ekTrt caMOCTIHHO 3AIHCHIOIOTH YIIPABIIHHS HaM'sITTIO. Y KOl
st no3HaueHHs: COM-iHTepdeiiciB BUKOPUCTOBYETbCS Benuka Jjgitepa .
Hampuknan, COM-intepdeiic, skuii sBIse Cco00I0 MPUCTPIM Bizyamizamii
(Bimeoanantep), Ha3uBaeThes [Direct3DDevice9.

Jlst iimianizanii 016;1i0Tekr HeoOX1THO BUKOHATH HACTYITHI i

e 3ampocutn iHTtepdeiic I[Direct3D9. Bin 3acrocoByeTbcs IS
OTpUMaHHA 1H(OopMaIlli Tpo BCTaHOBJIEHI B KOMI'IOTEP1 MPUCTPOI Bizyamizauii i
st ctBopeHHs iHTepdeiicy IDirect3DDevice9, sxuit sBisie cobor0 anapaTHHiA
IPUCTPIiA, IO BUKOPUCTOBYETHCS JJI BUBEACHHS TPUBUMIPHOL rpadiki.

e [HimianizyBaTu EK3EMILISIP CTPYKTypH
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D3DPRESENT PARAMETERS. L ctpykTypa MICTUTH psAJ MapamMeTpiB, IO
JO3BOJISIIOTh 33/1aTH  XapaKTEPUCTHKU BUBOAY I TPHUCTPOIO, SKUUA Oyne
BUKOPHCTOBYBATHCS JIJIs Bizyaui3allii.

e CtBoputH 00'exT IDirect3DDevice9, rpyHTYI0UNCH Ha 1HII1aI130BaHIN
ctpyktypi D3DPRESENT PARAMETERS.

Jonatok, skuii mpamtoe 3 rpadiuHoro O10mioTekoro Direct3D, mae
BUKOHATH TPU OCHOBHI €Tally: iHiliali3alisg, po3paxyHOK 1 MaJlOBaHHS CLICHHU,
3BIJILHEHHS TpadiyHUX peCcypcCiB Mepe/1 3aBEpPIICHHSIM JI0IaTKYy.

Y nomarky Habip mnepenmidyeHux (QYHKIH TOIUIBHO peani3yBaTH B
OKpeMuX .CPP (aitmis.

JUiss  koMOuisImii  AOJATKy 3 BHKOpHUCTaHHSIM 010miotexkn Direct3D
HEOOX1IHO BUKOHATH psJ HaJaIlITyBaHb CEPEJOBHILA PO3POOKH 1 CaMOro
npoekty. Tak, y cepemoBHIlll PO3pOOKH HEOOXIJHO BCTAHOBUTH LUISIXH IO
3arosioBkoBux ¢ainiB 1 0i0miorex DirectX SDK (muB. nomatok A). Y camomy
pOoeKTI HeoOXimHo Bkazatu OiOmioreky 03d9.lib. ®dynkmii mams podotu 3
Direct3D HeoOX1HO MOMICTUTH B MPOCTip iMeH directx.

Xix BUKOHAHHA

1. Bamyctutu cepenosuine po3pooku Microsoft Visual C++ Express
Edition.

2. Bigkputu mpoekT mabopaTtopHoi podotu No 1.

3. VY mammi «Source Files» ctoputu ¢ain s pobotu 3 0i0110TEKO0
Direct3D directx.cpp (muB. nogatok b).

4, 'V cepenoBuilli po3poOKH BCTAHOBUTH IIJISAXH 1O 3arojJOBKOBHUX
daiini 1 616ai0Tex DirectX SDK.

5. Iigxmountu 6i6miorexu "d3d9.lib" i "d3dx9.lib" B 3arojgoBkoBOMY
daiim kg_lab.h.,

6. HaOpartu TekcT nmporpamu y (aiimi directx.Cpp i BHECTH 3MiHU B iHIII
(baiiau npoexTy.

7. Jlomatu onuc dynkii y daitni kg_lab.h.

8.  Veaeca! Y ¢yukuii Paint() (y ¢aiuri directx.cpp) y BUKIMKY QYyHKII
Clear 3amicTh ycix 3HakiB #### moBuHeH OyTH 3aJaHUWil KOJ KOJBOpPY B 16-
pIuHiM cUCTEMI BIJIMOBIIHO 10 BapiaHTy

9. Hanaroamtu i 3amyctutu nporpamy. IIporpama rmoBUHHA BUBOIWTH
MOPO’KHE BIKHO JI0/IaTKa, 3a0apBJIeHE B 3aJIaHU BIJIMOBIIHO IO BapiaHTy KOJIp.

10. TIligrotyBatw 3BIT TIpo JabopaTopHy poOOTy. 3BIT MOBUHEH MICTUTU

13



3aBJIaHHs, OMKC 1 MPU3HAYEHHS OCHOBHUX BUKOPUCTAHUX (YHKIIHN 010110TEKH
Direct3D i Tekct nporpamu (directx.cpp).

Buxignuii kox podoru
Jonatu no gaiiny stdafx.h:

#include <memory.h>
#include <tchar.h>
#include <objbase.h>
#include <d3d9.h>
#include <d3dx9.h>

Honatu no daiiny kg_lab.h:
#pragma once
#pragma warning(disable:4100)
#pragma comment(lib, "d3d9.lib™)
#pragma comment(lib, "d3dx9.lib")
namespace main
{
extern HWND hWnd;
extern bool boActive;

LRESULT CALLBACK WndProc( HWND, UINT, WPARAM, LPARAM );

}; // namespace main
namespace directx

{

void FillParams();
bool InitDX();

void CloseDX();
void FlipPages();
void Invalidate();
void Restore();

bool TestAvailDev();
void Paint();

void Pump();

typedef D3ADXVECTOR3 s_vector3;
typedef D3ADXVECTOR4 s_vector4;
typedef D3ADXMATRIX s_matrix;
typedef WORD t_index;
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const float deg2rad = 3.14f / 180.f;
const s_vector3 vecO =s_vector3( 0.f, 0.f, 0.f);
const s_vector3 vecl =s_vector3( 1.f, 1.f, 1.f);

struct s_vertex

{
s_vertex() {}
s_vertex( const s_vector3& Pos_, const s_vector3& Norm_ = vecO0 ):
Pos(Pos_), Norm(Norm_) {}
s_vector3 Pos;
s_vector3 Norm,;
b

extern D3DPRESENT_PARAMETERS PP;
}; 1/ namespace directx

Jonatu 1o ¢aiiny kg_lab.cpp (y ¢pynkmiro Initinstance):

if( 'hwnd )

{
message_box_( L"Hemok1uBO CTBOpUTH BikKHO momarka!™ );
return false;

}/1if('hwnd )

if( directx::InitDX() )

{
PostMessage( hwnd, WM_CLOSE, 0, 0);
return false;

} /1 if( 'directx::InitDX() )

Honatu no daiiny kg _lab.cpp (y dpynkuiro WndProc):

LRESULT CALLBACK WndProc( HWND hWnd, UINT Message,
WPARAM wParam, LPARAM IParam )
{

switch( Message )

{
case WM_ERASEBKGND: return 1;

case WM_ACTIVATEAPP:
{

boActive = wParam == 1;
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directx::TestAvailDev();

break;
}
case WM_PAINT:
{
PAINTSTRUCT ps;
BeginPaint( hwnd, &ps );
directx::Paint();
EndPaint( hwnd, &ps);
break;
}
case WM_DESTROY:
{

Honatu no daiiny kg_lab.cpp (y dpynkuir_tWinMain):

MSG msg;
do
{
if (!PeekMessage( &msg, 0, 0, 0, PM_REMOVE))
{
directx::Pump();
continue;
} /1 if ( 'PeekMessage( &msg, 0, 0, 0, PM_REMOVE ) )
TranslateMessage( &msg );
DispatchMessage( &msg );
}
while( WM_QUIT != msg.message );
directx::CloseDX();

o daiiny directx.cpp:
#include "stdafx.h"
#include "kg_lab.h"
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namespace directx

{

IDirect3D9* pD3D =0;
IDirect3DDevice9* pD3DDev = 0;

bool bolnvalid = false;
D3DPRESENT_PARAMETERS PP = {0};

void FillParams()

{

RECT rc = {0};

GetClientRect( main::hWnd, &rc);

PP.BackBufferWidth = rc.right - rc.left;

PP.BackBufferHeight = rc.bottom - rc.top;

PP.BackBufferFormat = D3DFMT_X8R8G8BS;
PP.BackBufferCount = 0;

PP.MultiSampleType = D3DMULTISAMPLE_NONE;
PP.MultiSampleQuality = 0;

PP.SwapEffect = D3DSWAPEFFECT_DISCARD;
PP.hDeviceWindow = main::hWnd;

PP.Windowed = true;

PP.EnableAutoDepthStencil = true;

PP.AutoDepthStencilFormat = D3DFMT_D24S8;

PP.Flags = D3DPRESENTFLAG_DISCARD_DEPTHSTENCIL;
PP.FullScreen_RefreshRatelnHz = 0;

PP.Presentationinterval = D3DPRESENT INTERVAL _DEFAULT;

}
bool InitDX()

{
pD3D = Direct3DCreate9( D3D_SDK_VERSION );
if('pD3D)
return false;
FillParams();
pD3D->CreateDevice( DSDADAPTER_DEFAULT, D3DDEVTYPE_HAL,
main::hWnd, D3DCREATE_HARDWARE_VERTEXPROCESSING,
&PP, &pD3DDev );
if( !pD3DDev )
{
pD3D->CreateDevice( DSDADAPTER_DEFAULT, D3DDEVTYPE_REF,
main::hWnd, D3DCREATE_SOFTWARE_VERTEXPROCESSING,
&PP, &pD3DDev );
if( !pD3DDev )
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main::message_box_( L"HemoxuBo inimianizyBatu DirectX!™ );
return false;
} /1 if( 'pD3DDev )
}//if ('pD3DDev )
return true;

}
void CloseDX()

{
if( pD3DDev )

{
pD3DDev->Release();
pD3DDev = 0;
}//if (pD3DDev )
if(pD3D)
{
pD3D->Release();
pD3D = 0;
}/1if(pD3D)
CoUninitialize();

}
void FlipPages()
{
pD3DDev->Present( 0,0, 0, 0);
}
void Invalidate()
{
if( !1pD3DDev || bolnvalid )
return;
pD3DDev->EvictManagedResources();
bolnvalid = true;
}
void Restore()
{
if( !1pD3DDev || 'bolnvalid )
return;
bolnvalid = pD3DDev->Reset( &PP ) I=S_OK,;
}
bool TestAvailDev()
{

if( !pD3DDev )
return false;
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switch( pD3DDev->TestCooperativeLevel() )

{

case D3DERR_DEVICELOST: { Invalidate(); break; }
case D3DERR_DEVICENOTRESET: { Restore(); break; }
} /1 switch( pD3DDev->TestCooperativeLevel() )

return !bolnvalid;

}
void Paint()

{

if( !\pD3DDev )
return;

if( 'TestAvailDev() || pD3DDev->BeginScene() '= D3D_OK)
return;

pD3DDev->Clear( 0, 0, D3ADCLEAR_STENCIL | D3ADCLEAR_TARGET |
D3DCLEAR_ZBUFFER, #####, 1.f,0);

pD3DDev->EndScene();

FlipPages();

}

void Pump()

{

if( !'main::boActive )
Sleep(20);

Paint();

}

}; // namespace directx

Veaca! YV dynxkuii Paint() y Bukauky ¢ynkuii Clear 3amicTh 3HaKiB ####
MOBUHEH OYTHU 3aJlaHUil KOJ KOJIhopy B 16-piuHiii cuctemi (uB. 101aTOK B).
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KoHTpoJibHI nUTAHHS

[ITo Take DirectX i Direct3D?

[I1o Ha3uBaethcss API?

o sBisie codoro Direct3D?

Sk migknrounty 6i0mioreky Direct3D?

1o rake COM-inTepdeiicu?

Sx orpumarn nokaxxunk Ha COM-iaTepdeiic?
[Tpusnauenus merony Release?

[Mpuznauenns COM-inrepdeiicyl Direct3DDevice9.
Eranm 1ximianmizaiii 610110TeKH.

© oo N ak~wdPE

10. SIki eranu Mae BUKOHATH JIOJATOK Ipu BUKopuctaHHi Direct3D?
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JIABOPATOPHA POBOTA Ne 3
HAJIAIITYBAHHA ITPOUECY PEHAEPUHI'Y

Meta poboru: O3HailoMHuTHCS 3 OCOOJMBOCTSIMU Oprasizaiii Mmpoliecy
PEHIEPHUHTY 3a T0MOMOToI0 rpadiunoi 616mioTexu Direct3D.

HeoOxigne o0sagHanHsa Ta KoMIuiekTyroui, I13: BcTaHOBIIEHUI TakeT
DirectX SDK, ma6opaTopna po6ota Ne 2.

3arajbHi BizomocTi

Jlns  ympaBiiHHS —TpoOIecOM peHjaepuHry B Oi6mioteri  Direct3D
BUKOPUCTOBYIOThCS e(eKTH, ommcaHi y Qaitmi 3 posmmupenHsm fx. Ha erami
3amycky mnporpamu ¢aiia 3 edeKTOM 3aBAHTAKYETHCS 1 KOMIILITIOEThCA. Y
npolieci Bizyanmi3alli KOXKHOTO KaJpy BHUOUPAEThCS TEXHIKA PEHAECPUHTY IS
KOXKHOTO 00'€eKTa, BCTaHOBIIIOIOTHCSI HapaMeTpu pPEeHIEPUHry (MaTpui,
napaMeTpu MmatepiaigiB 1 JpKepena CBiTJIa) 1 MNPOBOAUTHCA PO3PaXyHOK
300paxeHHs. [lepen 3akpUTTAM nporpaMu €eKT 3BUIbHAETHCS.

Edext cknamaerscs 3 4-X 4acTUH:

1) 3MiHHI, KOHCTaHTH 1 CTPYKTYPH, SIKI BUKOPHUCTOBYIOTHCS B IPOIIECI
Bisyaumizamii. [y BU3HaueHHsT MaTpuil BUKOpUCTOBYeThcs Tum floatdx4, mis
BU3HAUCHHS BekTopa 3 4-x einemeHtiB — float4, mis Bu3HaveHHs uucna 3
Tu1aBaro4or komoro — float.

2) Bepmmnnaa mikpornporpaMa (BEpIIMHHHI IIeiiep) — MiKpomporpama
JUTsl TpaiuHOro MpoLEecopa, SKa OMUCYE, SIKUM YMHOM 31HCHIOEThCS 00poOKa
reoMeTpii MOJCIEH, 110 Bi3yali3yIOThCS.

3) ®parmeHTHa Mikporporpama (MKCEIbHUIN IIeHAep) — ONMUCYE, SKUM
YUHOM 3/I1IMCHIOETHCSI 00pOOKA KOXKHOTO TKCES, 110 Bi3yali3y€eThCsl.

4) Onuc TEXHIKM PEHICPUHTY — MICTUTh HACTPOWKH KOHBEEpa
penaepunry Direct3D, a TakoX BEpUIMHHY 1 MIKCEIbHY MIKPONpPOTrpamy, sKi
BUKOPUCTOBYIOTHCS JUTSI Bi3yastizaliii.

Texnika pengepunry (technique) wire 3agae napameTpu BiATBOPEHHS:

— Tun BUBeaeHHs rpadiku: kapkacHa mozens (FillMode = wireframe);

— pEeXUM BIACIKaHHS HEBHJIMMHX TpaHEi: MPOTH FOJAMHHUKOBOI CTPUIKU
(CullMode = ccw);

— pexxuM coptyBaHHs (pparMenTiB 3a rimouHOI0 (ZEnable = true, ZFunc
= LessEqual);

— peXuUM KOMOIHYBaHHSI ()parMeHTIB;
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— BEPLIMHHY MIKpOMIpOTpamy;

— (hparMeHTHY MIKpONpOrpamy.

Y mpoekTti HeoOXimHO momatd jABa Qaim: render.cpp, B skomy Oyie
MicTUTHCS poboTa 3 edekramu, 1 Shader.fx, B sxkomy Oyme MICTHTHCS TEKCT
MIKpOTIPOTpaMm i TEXHIKU PEHCPUHTY.

OyHKIiT 111 podoTH 3 €heKTOM HEOOX1THO MOMICTHUTH B IPOCTIp IMEH
render.

Xix BUKOHAHHSA

1. 3amyctutu cepenopuiie po3pobdku Microsoft Visual C++ Express
Edition.

2. Binkpurtu npoexT 1adbopatopHoi podoTu Ne 2.

3. ¥V mammi «Source Files» cTBoputu Qaiin 1uist opraHizailii peHIepHHTY
render.cpp.

4. YV manmi «Source Files» ctBopuTH Qaiin onmucy TeXHIK PEHICPUHTY i
mikporporpam shader.fx.

5. HalOparu tekct nporpamu y ¢aiiini render.cpp i BHeCTH 3MiHH 10
1HIUX (PailyliB IPOEKTY 3riHO 3 BUXIIHUM KOJIOM POOOTH.

6. HaOpatu Tekct edekry y daitni shader.fx.

7. Honatu onmc ¢yHkii 10 ¢aitry kg_lab.h.

8. Hamaroguti 1 3amycTUTH mporpamy, NEPEeBIpUTH Yy BIIJIAAYUKY 1
3anmucati Topsaok BukoHaHHs (QyHkiii: TestAvailDev(), LoadResources(),
OnExit(), RenderScene(), FillParams(), InitDX(), CloseDX(), FlipPages(),
Paint(), Pump(), RegisterClass(), Initinstance().

Jlis 11bOTO BCTAHOBUTU Ha nouwamky @yukyii (Ha TEpIIOMY pPSAKY
¢bynkuii) Toukum mnepepuBaHHs (F9) 1 3amycTuTtH J0HAaTOK Yy peXKUMI
Hanaromkenus (F5), micng 3ynuHKM Ha TOYIl TMEpPEPUBAHHA HEOOX1THO
3amMcaTy Ha3By (PYHKIIT y 3BIT 1 MPOAOBKUTU BUKOHaHHs mnporpamu (FS5).
Axmo sKich  (QYHKINT BUKOHYIOTBCS — IUKJIIYHO, HEOOXITHO 3amucaTH
MOCIOBHICTH 3 pa3u, a MOTIM 3aBEPIUIUTH MTPOTPaMy.

9. IligroryBaTtu 3BiT Tpo JabopaTopHy poOOTY. 3BIT MOBUHEH MICTHTH
3aBJaHHS, MOPSAOK BHUKOHaHHSA GyHKUIA 3 TM.I.Ne8 1 Tekct mnporpamu
(render.cpp, shader.fx).
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Buxignuii kox poootu
HMonaru no gaiiay kg_lab.h:

extern D3DPRESENT_PARAMETERS PP;
}; 1/ namespace directx

namespace render

{
enum
{
RM_WIRE,
RM_MAX,
+

const int CurRenderMethod = RM_WIRE;
const DWORD BackColor = 0xffO00000UL,;

bool LoadResources( IDirect3DDevice9* Dev );
void RenderScene( IDirect3DDevice9* Dev, int TN );

void OnLostDevice( IDirect3DDevice9* Dev );
void OnRestoreDevice( IDirect3DDevice9* Dev );
void OnExit( IDirect3DDevice9* Dev );

extern D3DXHANDLE hMatWorld;
extern D3ADXHANDLE hObjColor;

extern D3DXHANDLE hPower;
extern D3DXHANDLE hSpecLevel,

extern D3SBDXHANDLE hLigColor;
extern D3DXHANDLE hAmbcColor;
extern D3SBDXHANDLE hLigDir;
extern D3SBDXHANDLE hLigPos;

extern D3SADXHANDLE hMatViewProj;

extern D3DXHANDLE hMatlView;
}; // namespace render
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Hoaatu no gaiixy shader.fx:
[Inapamempu xamepu
float4x4 m_view_proj;
floatdx4 m_iview;
l[0xcepeno ceimaa
float4 v_lig_dir;
float4 v_lig_pos;
float4 v_lig_color, v_amb_color;
lInapamempu 06'exma
float4x4 m_world;
float4 v_obj_color;
float f_power, f_spec_level,

technique wire

{
pass PO
{
FillMode = Wireframe;
FogEnable = false;
AlphaBlendEnable = false;
AlphaTestEnable = false;
ZEnable =true;
ZFunc = LessEqual;
CullMode =CCW;
}
}

Honatu no daiixy render.cpp:
#include "stdafx.h"
#include "kg_lab.h"

namespace render

{
IDirect3DVertexDeclaration9* pDecl = 0;

LPD3DXEFFECT pEffect = 0;

D3DXHANDLE hTechnique[RM_MAX] = {0};
D3DXHANDLE hMatViewProj = 0;
D3DXHANDLE hMatlView = 0;
D3DXHANDLE hMatWorld = 0;
D3DXHANDLE hObjColor = 0;
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D3DXHANDLE hPower = 0;
D3DXHANDLE hSpecLevel = 0;
D3DXHANDLE hLigColor = 0;
D3DXHANDLE hAmbColor = 0;
D3DXHANDLE hLigDir = 0;
D3DXHANDLE hLigPos = 0;

void OnLostDevice( IDirect3DDevice9* Dev )

¢ if( pEffect )
pEffect->OnLostDevice();
}
void OnRestoreDevice( IDirect3DDevice9* Dev )
{
if( pEffect )
pEffect->OnResetDevice();
}
void OnExit( IDirect3DDevice9* Dev )
{
if( pEffect )
{

pEffect->Release();
pEffect = 0;
} /1 if( pEffect )

if( pDecl)

{
pDecl->Release();
pDecl = 0;

}/1'if (pDecl)

ky

bool LoadResources( IDirect3DDevice9* Dev )

{
LPD3DXBUFFER errors = 0;

D3DXCreateEffectFromFile( Dev, L"shader.fx", 0, 0, 0, 0, &pEffect, &errors);

if( errors)

{

const char* e = (const char*) errors->GetBufferPointer();
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TCHAR buf [512];
::MultiByteToWideChar( CP_ACP, 0, e, -1, buf, sizeof(buf) / sizeof(buf [0]) );
main::message_box_( buf);
errors->Release();
return false;
}/1'if(errors)
if( IpEffect )
{
main::message_box_( L"Illeiinep He Haitmen!" );
return false;
} 11'if( 'pEffect )
static const char* tnames|[RM_MAX] = { "wire" };
for(inti=0;i <RM_MAX; ++i)
{
hTechnique[i] = pEffect->GetTechniqueByName( thamesJi] );
if( 'hTechnique[i] )
{
main::message_box_( L"Bigmosiauuii MeToa penaepy He Haiinen!" );
return false;
} /1 if( 'hTechniqueli] )
Y/ for(inti=0; i <RM_MAX; ++i)

hMatViewProj = pEffect->GetParameterByName( 0, "m_view_proj" );
hMatlView = pEffect->GetParameterByName( 0, "m_iview" );
hMatWorld = pEffect->GetParameterByName( 0, "m_world™);
hObjColor = pEffect->GetParameterByName( 0, "v_obj_color");
hPower = pEffect->GetParameterByName( 0, "f_power™);
hSpecLevel = pEffect->GetParameterByName( 0, "f _spec_level™);

hLigColor = pEffect->GetParameterByName( 0, "v_lig_color");
hAmbColor = pEffect->GetParameterByName( 0, "v_amb_color" );
hLigDir = pEffect->GetParameterByName( 0, "v_lig_dir" );
hLigPos = pEffect->GetParameterByName ( 0, "v_lig_pos" );

static const D3SDVERTEXELEMENTO dcl[] =

{
{0, 0, D3ADDECLTYPE_FLOAT3, D3DDECLMETHOD DEFAULT,
D3DDECLUSAGE_POSITION, 0},
{0, 12, D3DDECLTYPE_FLOAT3, D3DDECLMETHOD DEFAULT,
D3DDECLUSAGE_NORMAL, 0},
D3DDECL_END ()
}
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Dev->CreateVertexDeclaration( dcl, &pDecl );
if( !pDecl)

return false;
return true;

}

void RenderScene( IDirect3DDevice9* Dev, int TN )
{

if (!pEffect || 'hTechnique || 'pDecl )

return;
pEffect->SetTechnique( hTechnique[TN] );
Dev->SetVertexDeclaration( pDecl );
UINT passes = 0;
if( pEffect->Begin( &passes, 0) '=D3D_0OK)
return;
for(UINT i = 0; i < passes; ++i )
{
if( pEffect->BeginPass( i) = D3D_OK)
break;
pEffect->EndPass();
}// for(UINT i = 0; i < passes; ++i )
pEffect->End();
}

}; // namespace render

Honatu no gaiiny directx.cpp:

.t;;)ol InitDX()
{

} // if('PD3DDev )

if( 'render::LoadResources( pD3DDev ) )
return false;
return true;

¥

void CloseDX()

{
render::OnExit( pD3DDev );

if( pD3DDev )
{
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pD3DDev->Release();

void Invalidate()
{
if( !1pD3DDev || bolnvalid )

return;
render::OnLostDevice( pD3DDev );
pD3DDev->EvictManagedResources();
bolnvalid = true;

}

void Restore()

{
if( !1pD3DDev || 'bolnvalid )

return;
bolnvalid = pD3DDev->Reset( &PP ) '=S_OK;
if( !bolnvalid )

render::OnRestoreDevice( pD3DDev );
}

void Paint()

{

if( !\pD3DDev )
return;

if( !TestAvailDev() || pD3DDev->BeginScene() != D3D_OK)
return;

pD3DDev->Clear( 0, 0, D3ADCLEAR_STENCIL | D3ADCLEAR_TARGET |
D3DCLEAR_ZBUFFER, render::BackColor, 1.f,0);

render::RenderScene( pD3DDeyv, render::CurRenderMethod );

pD3DDev->EndScene();

FlipPages();

}

3eepnimob ysaey, wo ¢ynxyia Paint() exce € 6 ko0i rabopamopnoi pobomu,
i mpeba ii 3aminumu HOB010.
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KoHTpoJibHi nuTaHHS

1. Sxe po3mMpeHHs MaTh (ailniu A yOpaBIiHHS —IPOIECOM
PEHAECPUHTY?

2. 3 AKUX YaCTUH CKIATAEThCS €heKT?

3. Illo Take BepuIMHHMI mICHACP?

4. Illo Take mikcenpHU mIewep?

5. ki mapameTpu BIATBOPEHHS 3aa€ TEXHIKA PEHIACPUHTY?

6. Illo o3unauae mapametp BiarBopenus: FillMode = Wireframe?

7. 1Illo o3nauae mapametp BiarBoperus: CullMode = CCW?

8. Illo o3nauae mapamerp BinTBopenus: ZEnable = true, ZFunc =
LessEqual?
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JIABOPATOPHA POBOTA Ne 4
BI3YAJII3ALISA KAPKACHOI MOJEJII KYBA 3A JJONOMOI' OO
MIKPOITPOI'PAMU

Mera pobotru: OTpumatu 300pa)keHHs KapkacHOi MojeNi Kyba 3a
JIOTIOMOTOF0 HAMITPOCTIIIOT MiKPOITPOTPaMH.

HeoOxinne odsagnanns ta kommiektyioui, I13: mabopatopua pobora
Ne 3, Mikporporpama st Biieoagantepa 3 1abopaTtopHoi podotu Ne 3.

3arajbHi BizoMmocTi

VYeci  wmikponporpamu — 3anucyroTrbess Moo  HLSL,  moai6Horo
cuHTakcucoM 3 MoBoro C / C++. Jlns 3aqaHHsl MaTpUIli BUKOPUCTOBYETHCS THIT
float4x4, nnsa 3amanHs BekTopa 3 4-x enementiB — float4, mis 3amanHs ywcna 3
wiaBatouoro komoro — float. /lyis 3amanHs KOHCTaHTH TIEpea THIIOM CTaBHTHCS
KJIFOYOBE CJIOBO CONSt.

JI1st KOsKHOT MIKpOITporpaMH HEOOX1AHO 3a7aTH BX1AHI Ta BUXIAHI JdaH1 Yy
BUTIISAL CTpyKTypu. [l BepmmHHOT Mikporporpamu VS_simple BximauMu
JaHUMU OyJie ONUC BEPIIMHU: TO3UIlsS 1 HOpMaidb Y JIOKAIbHIN cHUCTEMI
KOOpJIMHAT (33al0ThCA B CTPYKTypl S_Vertex2), a BUXIZHUMHU — MO3MIIS B
MPOCKINIAHINA CUCTeMI KOOPAUHAT, HOPMaJlb, MO3UIlS CIIOCTEpiraya 1 Mo3uilist y
CBITOBI CHCTEMI KOOpAMHAT (3a7ar0Thca B CTPYyKTypl S_output2). Ils x
CTpykTypa Oyae ClIyryBaTd BXIIHUMH JIaHUMH JUI8  (parMeHTHOi
Mmikpornporpamu ps_wire. Ha Buxozi ¢pparmeHTHOT Mikpornporpamu GpopMyeThest
KOJIIp MiKCeNs 1 Horo mpo30picTh (BEKTOP 3 4-X €IEMEHTIB).

VY npoekTi HeoOX1IHO AoaaTH ABa (aian: scene.cpp i figures.cpp, B skux
Oyae MICTUTUCS omnMc 1HTep(deiicy reoMeTpuyHoro o0'ekta 1 omuc Kyba y
BUTJISIAI CHUCKY TPIMOK 1HJEKCIB BEPIIMH, SIKI 3aJal0Th TPUKYTHUKH, 1
KOOpIMHAT BEPIIIHH.

Jigs  omMcy TeoMeTpu4HOi (Irypd BHKOPUCTOBYETHCS —3arajibHHiA
iHTepdeiic S_figure, skuii 103BOJIsE MPOBOJAUTH KOHCTPYIOBaHHS (Birypu, 3MiHY
il mapamMeTpiB 1 OTpUMYBATH OMHUC TeoMeTpii U Tomosorii dirypu. Onuc diryp
noMimaetecsi B mpoctip iMeHn figures. HoBa ¢irypa CTBOPIOETBCS MUISXOM
ycnaakyBaHHs iHTepdeiicy S_figure. Hampukiaa, KyO CTBOPIOETHCS HACTYITHUM
yrHOM: Struct s_cube: public scene::s_figure{}.

Jlns xoxHOi (irypu HEoOXimHO BH3HAUMTH 1BI GyHKIIT: Vverts() —
NOBEepTae CIUCOK BepiiuH (irypu, Ta Inds() — moBeprae TomoJIOTIIO (irypu
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(TpiiKA 1HAEKCIB ONUCYIOTh TPUKYTHHKH). YCEpeauHl KOXHOI 3 (YHKIIIH
BIJIMOBITHO MICTUTHCS MAaCHUB BEPIIMH Y JJOKAJIbHIN CUCTEM1 KOOPJIMHAT 1 MAaCUB
1HJICKCIB.

[Tpu 3amycky nporpamu y pyukmii InitScene() ctBoproeTbes Mozeb Kyda
3 3aganuMu mapamerpamu. Ilin uvac QopmyBanHa 300pakeHHA Yy (QyHKii
UpdateSceneMatrices() po3paxoBylOTbCS 1 BCTAaHOBIIOIOTHCS MATPHIN, SKi
OIUCYIOTh CUCTEMY KOOPJMHAT CIoCcTepiraya: y mpuKiaji KaMmepa po3TaiioBaHa
Ha TI0YaTKy KOOPIWHAT CBITOBOI CHUCTEMH 1 HAmpsSMOK CIIOCTEPEKECHHS
30iraeTbes 3 HAPSIMKOM oci Z.

VY ¢yukuii RenderFigure() mpoBoauThesi po3paxyHOK MaTpuili 00'ekTa,
YCTaHOBJICHHS ii B MIKpPOIIpOrpamy 1 BUBEJICHHS reoMeTpii (BEpIIUH 1 1HJEKCIB)
¢birypu Ha eKpaH.

VY dynkmii s_figure::matrix() npoBoauThCSA po3paxyHOK MaTpHIll 00'€KTa,
sKa TEPETBOPIOE HOro BEPIIMHU 3 JIOKAJIBHOI CUCTEMHU KOOpPJIUHAT y CBITOBY.
Jns  ¢dopmyBaHHS MaTpulll MaclITaOyBaHHS BHUKOPUCTOBYETHCS (DYHKIIIS
D3DXMatrixScaling(), JUIS ~ CTBOpEHHS  Marpuii  oOepTaHHS  —
D3DXMatrixRotationYawPitchRoll(), a mnst crBopeHHS Marpuili 3CyBYy —
D3DXMatrixTranslation(). Otpumani MaTpuil HOCTIIOBHO MEPEMHOKYIOThCS
3a gormomororo ¢yrkiii D3DXMatrixMultiply(), y pe3ynabraTi 4oro BHXOIUTH
3arajibHa MaTpuilsd 00'eKTa, sika 30epiraeThes B Mot cTpykTypu S_figure - world.

VY BepumHHIA Mikpornporpami VS_Simple mist mepeTBOpeHHsT MaTPHIICHO
o0'ekta m_world #oro mos3uiii 1.p0S B JIOKaJbHIH CHCTEMI KOOPIMHAT
BUKOPUCTOBYETHCs GyHKIist mul y Takuii crioci6: floatd P=mul(i.pos, m_world).

Jlyist mepeTBOpeHHs HOopMali (MMOBOPOTY) BUKOPUCTOBYETHCS TiAMATPHIIS
3x3 marpumi 0o6'ekta m_world [ 0.nor = mul(i.nor, (float3x3)m_world).

Jlnst mepenadi 3Hay€Hb MaTpPUIlb 1 BEKTOPIB 3 OCHOBHOI MpOTrpaMu B
Mmikpomporpamy (edekt) BUKoprcTOBYtoThCs GyHkiii SetMatrix() i SetVector().
Jns  BianmpaBKkM TeoMeTpii 1 Tomojorii 00'ekTa Ha  Bi3yali3auiio
BUKOpHCTOBYEThC GyHkiis DrawlndexedPrimitiveUP().

VY ¢parmeHTHii Mikporporpami pS_wire kodip ¢parmMenTta popmyeTbes i3
3a7aHOr0 KOJbhopy o0'ekta V_0bj color 3 piBHem mpo3opocti 1 (IOBHICTIO
Hernpo3opuit pparmenT). Kosip y Mikporporpami 3a/1a€TbCs y BUTIISAII BEKTOPA 3
4-x enmemenTiB: RGBA. Jliana3oH 3MiHH KOXHOTO eneMeHTa — Big 0 1o 1, npu
upomy 1 Bianosigae 3HaueHHto 255 (0xFF), sike BUKOpUCTOBYETHCS MPH 3a/1aHHI
KOJILOPY B OCHOBHIN mporpami. [[is mpuBeaeHHsT KOIb0py 70 aiama3oHy Big 0
1o 1 BukopuctoByeTbes GyHKIrist color2vec().
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Xix BUKOHAHHA

1. 3amyctutu cepenosuime po3pobku Microsoft Visual C++ Express
Edition.

2. Binkputu npoekT 1abopatopHoi podoTu Ne 3.

3. 'V mammi «Source Filesy crBoputH (aiimu scene.cpp i figures.cpp.

4. Jlomatu mikpormporpamu o daiimy shader.fx.

5. HaOpatu Tekct mporpamu y daitm scene.cpp i figures.cpp i BHecTH
3MIHHM B 1HII1 (ailyii TPOEKTY 3T1IHO BUXITHUM KOJIOM pOOOTH.

6. Jomaru ommc QyHKIH 1 cTpykTyp a0 ¢aiiny kg_lab.h.

7. Y ¢yukmii InitScene() y Bukimky koHcTpykTopa figures::s_cube()
3amicTh 3HakiB ####, TTT, RRR, SSS moBunHi OyTH 3amaHi Koj KOJIBOPY,
3MillleHHs, o0epTaHHs 1 MacmrTad (irypd BIiANOBIAHO A0 BapiaHTy (AMB.
noaatok I).

8. Hamarogutn 1 3amyctutu mporpamy. Ha expani moBHHHA 3'SIBUTHCS
KapKacHa MoJieNb Ky0a 3 3aJJaHMM [1lapaMeTpaMu Ha YOpHOMY (OHI.

9. YcranoBuTH TOuKy mepepuBaHHs y GyHkuii S_figure::matrix(), na
panky changes = false; (F9). 3amyctutu mporpamy B peKUMI HAJIAroJKCHHS
(F5), micst 3ynuHKY Ha TOYIl TIEpEpUBAHHS 3aIIMCaTh eJIEMEHTH MaTpuIli world,
JUTSl 90TO HATUCHYTH MPABOI0 KHOMKOIO MHUIII Ha cjioBl world y TekcTi nmporpamu
(D3DXMatrixMultiply( &world, &matSR, &matT );) i BUOpaTH MyHKT MEHIO
Add Watch. V Bikui nmeperisay 3Ha4ueHb 3MiHHUX Oiisi ciioBa world HaTHCHYTH

'

KHOIKY '+' 1 3amucaTy 4uchia, 10 3'SBUJIUCSA. AHAJOTIYHO 3alMCcaTH MaTpHIll
matS, matR, matT, matSR.
10. [TixrotyBaTH 3BIT MO TaOOPATOPHY POOOTY, KK MOBUHEH MICTUTH:

- 3aBJAHHS;

- CXEMaTUYHUH MaIIOHOK MOJesi Ky0a 1 mpoeKIIii mpamiii BUTAMOCTI
y BHIJISL: 3BepXy (mpotu oci Y), mpaBopyd (mpotu oci X), crepeny (y3m10BxK
oci Z);

— MaTpuIl nepeTBopeHb: matS, matR, matT, matSR, world (5 mrtyk);

— TEKCT mporpam i mikpomporpam (scene.cpp, figures.cpp, kg _lab.h,
shader .fx).
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Buxignuii kox poootu
Honatu g0 gaiiay kg_lab.h:

extern D3DXHANDLE hMatlView;
}; 1/ namespace render

namespace scene

{

using namespace directx;

using namespace render;

void RenderFigures( IDirect3DDevice9* Dev, LPD3DXEFFECT pEffect );
void UpdateSceneMatrices( LPD3DXEFFECT pEffect );

void color2vec( DWORD color_, s_vector4& obj_color);

struct s_figure

{

}

s_vector3 obj_scale, obj_rot, obj_pos;
S_vector4 obj_color;

float level, spower;

mutable S_matrix world;
mutable bool changes;
bool anim;

virtual const s_vertex* verts( DWORD& cnt ) const = 0;
virtual const t_index* inds( DWORD& cnt ) const = 0;

const s_matrix& matrix() const;

const s_vector4& color() const { return obj_color; }
float spec_level() const { return level; }

float power() const { return spower; }

void init();
void scale( const s_vector3& scale_ ) { obj_scale = scale_; changes = true; }
void rotate( const s_vector3& rot_ ) { obj_rot =rot_; changes = true; }
void translate( const s_vector3& pos_ ) { obj_pos = pos_; changes = true; }
void set_color( DWORD color_ ) { color2vec( color_, obj_color); }
s_figure( const s_vector3& pos_, const s_vector3& rot_ = vecO,
const s_vector3& scale_ = vecl, DWORD color_ = 0xff808080UL,
float level = 0.5f, float spower_ = 16.f, bool anim_ = true );

void ReleaseScene();
void InitScene();
}; I namespace scene

namespace figures

{

using namespace directx;
struct s_cube: public scene::s_figure

{
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virtual const s_vertex* verts( DWORD& cnt ) const;
virtual const t_index* inds( DWORD& cnt ) const;
s_cube( const s_vector3& pos_, const s_vector3& rot_ = vecO,
const s_vector3& scale_ = vecl, DWORD color_ = 0xff808080UL,
float level = 0.5f, float spower_=16.f):
scene::s_figure( pos_, rot_, scale_, color_, level_, spower_) {}
I

}: 1/ namespace figures

Honaru no daiiay figures.cpp:
#include "stdafx.h"
#include "kg_lab.h"
namespace figures

{

const s_vertex* s_cube::verts( DWORD& cnt ) const

{

static s_vertex verts[] =

{
s_vertex(s_vector3(-1.f, -1.f, -1.f)),
s_vertex(s_vector3( 1.f,-1.f, -1.f)),
s_vertex(s_vector3(-1.f, 1.f,-1.f)),
s_vertex(s_vector3( 1.f, 1.f, -1.f)),

s_vertex(s_vector3(-1.f, -1.f, 1.f)),
s_vertex(s_vector3( 1.f, -1.f, 1.f)),
s_vertex(s_vector3(-1.f, 1.f, 1.f)),
s_vertex(s_vector3( 1.f, 1.f, 1.f)),

s_vertex(s_vector3(-1.f, -1.f, -1.f)),
s_vertex(s_vector3( 1.f, -1.f, -1.f)),
s_vertex(s_vector3(-1.f, -1.f, 1.f)),
s_vertex(s_vector3( 1.f, -1.f, 1.f)),

s_vertex(s_vector3(-1.f, 1.f,-1.f)),
s_vertex(s_vector3( 1.f, 1.f, -1.f)),
s_vertex(s_vector3(-1.f, 1.f, 1.f)),
s_vertex(s_vector3( 1.f, 1.f, 1.f)),

s_vertex(s_vector3( -1.f, -1.f, -1.f)),
s_vertex(s_vector3(-1.f, -1.f, 1.f)),
s_vertex(s_vector3(-1.f, 1.f, -1.f)),
s_vertex(s_vector3(-1.f, 1.f, 1.f)),

s_vertex(s_vector3( 1.f,-1.f,-1.f)),
s_vertex(s_vector3( 1.f,-1.f, 1.f)),
s_vertex(s_vector3( 1.f, 1.f,-1.f)),
s_vertex(s_vector3( 1.f, 1.f, 1.f)),

};

cnt = sizeof( verts ) / sizeof( verts[0] );
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return verts;

}

const t_index* s_cube::inds( DWORD& cnt ) const

{

static const t_index inds[] =

{
1,0,2,1, 2,3, //manexa rpaHp
4,5,6,5,7, 6, //OGNVKHS TPaHb
8,9, 10,9, 11, 10, //BEpXHS MEKa
14,13, 12, 14, 15, 13, //amwxua Mexa
16, 17, 19, 16, 19, 18, //niBa rpanb
21, 20, 23, 20, 22, 23, //npaBa rpaHb

}

cnt = sizeof( inds ) / sizeof( inds[0] );

return inds;

}

}: I namespace figures

Jonatu no gaiay scene.cpp:
#include "stdafx.h"
#include "kg_lab.h"
namespace scene
{
s_figure* pSceneRoot = 0;
s_vector3 vEyePos;
s_vector3 VAtPos;

float fFovY;
void color2vec( DWORD color_, s_vector4& obj_color)
{

DWORD red = (color_ >> 16) & Oxff;

DWORD green = (color_ >> 8) & Oxff;

DWORD blue = color_ & 0xff;

DWORD alpha = (color_ >> 24) & Oxff;

obj_color = s_vector4( red / 255.f, green / 255.f, blue / 255.1, alpha / 255.f );

}
void RenderFigures( IDirect3DDevice9* Dev, LPD3DXEFFECT pEffect )

{

const s_figure* f = pSceneRoot;
DWORD vent =0, icnt = 0;

const s_vertex* v = f->verts( vent);
const t_index* i = f-> inds( icnt );
DWORD tri_cnt=1icnt/ 3;

const s_matrix& MatWorld = f->matrix();
const s_vector4& vObjColor = f->color();

35



pEffect->SetMatrix( hMatWorld, &MatWorld );
pEffect->SetVector( hObjColor, &vObjColor );

pEffect->CommitChanges();

Dev->DrawlIndexedPrimitiveUP( D3DPT_TRIANGLELIST, 0, vent, tri_cnt,
I, D3DFMT_INDEX16, v, sizeof(s_vertex) );
}

s_figure::s_figure( const s_vector3& pos_, const s_vector3& rot_,

const s_vector3& scale_, DWORD color_, float level_, float spower_, bool anim_ ):
obj_scale(scale_), obj_rot(rot_), obj_pos(pos_), level(level ), spower(spower_),
changes(true)

{

D3DXMatrixIdentity( &world );

set_color( color_);

}

const s_matrix& s_figure::matrix() const

{

if( changes)

{
S_matrix matS, matR, matT, matSR;
D3DXMatrixScaling( &matS, obj_scale.x, obj_scale.y, obj_scale.z );
D3DXMatrixRotationYawPitchRoll( &matR, obj_rot.x * deg2rad,

obj_rot.y * deg2rad, obj_rot.z * deg2rad );

D3DXMatrixTranslation( &matT, obj_pos.x, obj_pos.y, obj_pos.z );
D3DXMatrixMultiply( &matSR, &matS, &matR );
D3DXMatrixMultiply( &world, &matSR, &matT );
changes = false;

} /1 if( changes )

return world:;

}

void ReleaseScene()

{
delete pSceneRoot;
pSceneRoot = 0;

}

void InitScene ()

{

VEyePos = vecO;
VAtPos = s_vector3( 0.f, 0.f, 1.f);
fFovY = 60.1;

pSceneRoot = new figures::s_cube(
s_vector3( TTT ), s_vector3( RRR ), s_vector3( SSS ), #### );
}
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Veaca! Y ¢yukuii InitScene() y Bukiuky koHcTpykTopa figures::s_cube - 3amicthb
sHakiB ####, TTT, RRR, SSS noBunHi OyTH 3amani Ko KOJIbOPY, 3MIIICHHs, oOepTaHHS i
macmTab ¢irypu (auB. nomatok I).

void UpdateSceneMatrices( LPD3DXEFFECT pEffect )

{
const s_vector3 Up( 0.f, 1.f, 0.f);

s_matrix MatView, MatlView;

D3DXMatrixLookAtLH( &MatView, &vEyePos, &VvAtPos, &Up );
float FOV = fFovY * deg2rad,;

float Aspect = (float)PP.BackBufferWidth / PP.BackBufferHeight;
float ZNear = 1.f;

float ZFar = 100.f;

s_matrix MatProj;

D3DXMatrixPerspectiveFovLH( &MatProj, FOV, Aspect, ZNear, ZFar );
s_matrix MatViewProj;

D3DXMatrixMultiply( &MatViewProj, &MatView, &MatProj );

float det;

D3DXMatrixInverse( &MatlView, &det, &MatView );
pEffect-> SetMatrix( hMatlView, &MatlView );
pEffect-> SetMatrix( hMatViewProj, &MatViewProj );

¥

}; // namespace scene

ToxaTn BHKJIMKH dyHKIii ReleaseScene(), InitScene(),
UpdateSceneMatrices(), RenderFigures() mo daiiny render.cpp

void OnExit( IDirect3DDevice9* Dev )
{

scene::ReleaseScene();

bool LoadResources( IDirect3DDevice9* Dev )

{

|f( IpDecl )
return false;

scene::InitScene();
return true;

¥

void RenderScene( IDirect3DDevice9* Dev, int TN )
{

pEffect->SetTechnique( hTechnique [TN]);
Dev->SetVertexDeclaration( pDecl );
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scene::UpdateSceneMatrices( pEffect );

i‘-c')r( UINT i = 0; i < passes; ++i )

{
if( pEffect->BeginPass(i) '= D3D_OK)
break;
scene::RenderFigures( Dev, pEffect );
pEffect->EndPass();
}

Honaru y ¢aiin shader.fx:

// mapameTpu 00'ekTa
float4x4 m_world;

float4 v_obj_color;

float f_power, f_spec_level,

struct s_vertex2

{
float4 pos: POSITION;
float3 nor: NORMAL;

¥

struct s_output2

{
float4 pos: POSITION;
float3 nor: TEXCOORDO;
float3 eye: TEXCOORD];
float3 wpos: TEXCOORD?2,;

};

s_output2 vs_simple(s_vertex2 i)

{

S_output? o;

float4 P = mul(i.pos, m_world);

0.wpos = P.xyz,

0.pos = mul(P, m_view_proj);

o.nor = mul(i.nor, (float3x3)m_world);

o.eye = mul(float3( 0., 0.f, 1.f), (float3x3)m_iview);
return o;

}

float4 ps_wire(s_output2 i): COLOR

¢ return float4(v_obj_color.rgb, 1.0);
iechnique wire
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pass PO

{
ZFunc = LessEqual;
CullMode =CCW,
VertexShader = compile vs_2 0 vs_simple();
PixelShader = compile ps_2_0 ps_wire();
}

KoHTpoJbHI nMTAHHS

1. Skwuil THD JaHUX BUKOPUCTOBYETHCSA JIJISl BU3HAYEHHSI MATPHULII MOBOIO

2. Slxe KIII0YOBE CIIOBO BUKOPUCTOBYETHCSA JUISI BA3HAUCHHS KOHCTAHTH?

3. SMxi BXigH1 1 BUX1JIHI 1aH1 HEOOXI1THO 3aJIaTH JJIs OOy I0BH MOJ1ei?

4. Sxuii iHTepdeiic BUKOPUCTOBYETHCS JUIsI OMNHCY TIE€OMETPHYHOI
birypu?

5. Sxi ¢yHKUiI HEOOXIAHO BHU3HAYUTH B NpOrpami s CTBOPEHHS
birypu?

6. B sxiii ¢yHKIT po3paxOBYIOThCS 1 BCTAHOBIIOIOTHCS MATPHIN, IO
OIKCYIOTh CUCTEMY KOOPJAMHAT criocTepiraya?

/. B s#kiil (QyHKIIT OPOBOAUTHCS PpO3paXyHOK MaTpuili o00'ekTa, ii
yCTaHOBKA B MIKPOIIpOrpamMy 1 BUCHOBOK T€OMeTpii (BepIIuH 1 1HAEKCIB) Pirypu
Ha eKpaH?
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JOIATKHA
JopaTok A
CTBOpEeHHS POEKTY

1. BuoOparu File -> New -> Project. Y niagoroBomy BikHI BCTAHOBUTH:

New Project @&J
Project types: Templates: ]
Visual C++ Visual Studio installed templates
CLR .EWinEE Conscole Application EWmBZ Project
Win32

My Templates

i ﬁﬁSear(h Online Templates...
YcraHoButb Win32 VCTaHOBUTL

MpoekT Win32

General

YcrtaHoBuTb UMs
npoekTa

A project for creating a Win32 appli(; application, DLL, or static library

Name: lab01

Location: chaplib j -
Solution Name: lab01 Create directory for solution

YcraHosuTb Manky
npoekTa [ ok ][ cancel |

Y HOBOMYy BIKHI HAaTHCHYTH KHOMKY «Next» 1 B HacTymHOMYy BIKHI
BCTAHOBUTH 1 HATHCHYTHU KHOTKY «Finishy.

Win32 Application Wizard - 1ab01 (o ]
_— Application Settings YcTtaHoBUTb
Mpunoxexue
- Windows
COrwerview Application type; Add commen header files for:

Application Settings @ Windows application

() Console application
oo
(7 Static library

YcraHosuTh MycTou
NpPOEeKT

e

2. JlomaBaHHS 3aroyioBHUX (DaiisiB 70 MPOEKTY.
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[TpaBoro kmaBimiero kimikHytd Ha mnammi «Header filesy B «Solution
Explorer». dani Buopatu «Add» -> «New ltemy

File Edit View Project Build Debug Tools Window Help

A - - dﬂl* 53 .J'| ) - "'\,:ﬂ'__;'bl r Debug

i b |[EE|=2 | QP33 aGE3 A0
Solution Explorer - Solutio... » & X lab01.cpp | Start Page
| éj (Global Scope)
(5 Solution 'lab0l' (1 project) -
: = LRESULT WINAPI MainWnd
= 24 lab01
- Ca [ -
----- [[d Resou Add Pl E] MewItem... bnce:
& b Source M| Cut [ | Existing Ikem...
Lo © lab pEIE DRO
=3 | Copy [y | Mew Filter o
— | szhppN
I | Paste ¢ | Class...
X | Remove 77 Wintain
R [0 int WINAPI WinMain( HI.
ename .
Properties S CospmaeM orHO TN
I h wnd main = creat

VY nianoroBoMy BiKHI BUOpaTH HACTYITHE 1 HATUCHYTH KHOTIKY «Add».

(" Add New Item - 1ab01 (2 [
Categories: Templates:
4 Visual C++ Visual Studio installed templates
ul ) C++ File (.cpp) 1] Header File (.h)

Code

Component Class
Propertyshe || Ao

[y Temnplates
YctaHoButb Code

Search Online Templates... YcTaHoBUTb
Header File(.h)

YcraHoeute Uma
canna

Creates a C++ header file

Name: d3d_main]
Location: c\apl8a\labs\lab01\lab01

[ add || cancel |
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3. JlomaBanHs nporpamMHuX (aillliB 10 MPOEKTY.

[MpaBoro kinaBimero kiikHytd Ha mammi «Header filesy B «Solution
Explorer». dami Bubpatu «Addy» -> «New ltemy

2 labU1 -

File Edit View Project Build Debug Tools Window Help

- 05 e | % a9 - - L] b Debu
=2 0838838 20
Solution Explorer - Solutio... v & X lab01.cpp | St::t'Paj]

R, a» | iE 3E

He N

[

& | & (|
fJ ;P '|| (Global Scope)
[ Solution 'lab01' (1 project) | — -
) :ﬂ lab01 LRESULT WINAPI MainWnc
j :“d“ F":_T HWND h_wnd_main;
(3 Resource Files
HINSTANCE hInstance;
&3 lab0l.c Add > | ]| Newltem.. TIC
% | Cut ]| Existing Item... App?
43 | Copy 4| New Filter
4| Paste V4| Class... ( H]
X | Remove N

// Co3naem oxxo 1
Rename h wnd main

{_:‘l Properties if( !'h_wnd main )

—— return 0;

VY nianoroBoMy BiKHI BUOpaTH HACTYITHE:

" Add New ltem - lab01 - (D [t
Categories: Templates:
Visual C++ Visual Studic installed templates
ul 4] C++ File (.cpp) |n] Header File (.h)
Code 8] Component Class
Property She
Templ
YcraHosuts Code r;ean:h Online Te: YcTaHoBUTbL
C++ File(.cpp)
YcTtaHosutb Uma
canna
Creates a file (nnlaining C++ ;nurcey/
Narne: dBd_mainl
Location: d\0INKG\labs\lab01\Iab0L
add ][ canca |
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JlonaTtok b
HanamryBaHHs poeKTy MJist AocTymy a0 6i0aiorexu DirectX SDK

1. [Migxmrouenns 3aronoBkoBux ¢aitni DirectX SDK. Bubpatu Tools
-> Options. Y niamoroBoMy BiKHI BCTAHOBHUTH:

Options BbibpaTb 3aronoBo4Hble

Bbi6paTth MpoekTbl n darinbl

PeweHus -> VC++
nanku
General

—
Build and RUHV
UG Uiectores) C:\Program Files\Microsoft DirectX SDK (November 2007)\Include P
VC++ Project Settings §(VCInstallDir)include
Text Editor S(VCInstallDir)atimfchinclude

Databasze Tools S(WindowsSdkDir)\include

directories for:

\<‘J‘\ ’Includefiles

Environment

Projects and Solut]

Debugging S{FrameworkSDKDir)include YcTaHoBUTL nyTb y
Windows Forms Designer 3aronoBoYHbLIM dharinam
DirectX SDK
4| 1 | L2

Include Directories
Path to use when searching for include files while building a VC++ project. -
Corresponds to environment variable INCLUDE.

2. [Migxmrouenns daiinip 6i6miorek DirectX SDK. Bubparu Tools ->
Options. V nianoroBoMy BiKHI BCTAHOBHUTH:

Options — @I&J
r———————— | Boibpatb MpoekTbi n
PeweHus -> VC++

nanku -]
General

Build and RunV
WC++ Directories

BbibpaTtb ®annbl
6ubnuortek how directories for:

= [Libraryfiles

Environment
Projects and Solut]

C\Program Files\Microsoft DirectX SDK (Movember 2007)\ Lib\x:86 -
WiC++ Project Settings

N

YcTaHoBUTb NyTb Y
carinam 6ubnuoTek

Text Editor

Database Tools
Debugging

Windows Forms Designer

S(VCInstallDir)lib
S(VCInstallDir)atimfc\lib
S(VClnstallDir)atlmfc\lib\i386
S(WindowsSdkDir)\lib
S(FrameworkSDEDir lib
S(VSInstallDir)

$(VSlnstallDir)lib DirectX SDK
4| 1} +
Library Directories
Path to use when searching for library files while building a VC++ project. -
Corresponds to environment variable LIB,

oK l ’ Cancel
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Kox xonbopy mojaerscsi y BUIVISLIL 32-X po3psAHOro uucia B 16-piyHiil cucremi
yucieHHs. Koxni 8 OiT uncna (aBi uudpu) BiAMOBIIAIOTH 32 CBOIO KOMIIOHEHTY KOJIbOPY B
cuctemi RGB — nmounnarouu 31 crapuux 10 MoioAmux 0iTiB: A (mogaTkoBuii kaHan), R,G,B.

Hanpuxknan, 1u1st iTMMOHHOTO Koiibopy Kot 6yae Takum: OXFFFDE910.

Jonaroxk B

Koabopu nias pynkuii Clear

Ne BapianTy Komip

1 TEMHO-CHUHIN
2 YEPBOHUI

3 CBITJIO-3€JICHUI
4 cipuii

5 YOpHUU

6 KOPUYHEBHI

7 JKOBTHI

8 iaH

9 MypITypHUI
10 OMapaH4YeBHA
11 ¢bioneroBuit
12 pPOKEBUI

13 TEMHO-4YEepPBOHUI
14 OypIITHHOBUI
15 OpOH30BHI
16 Ja3ypHUi

17 aKBaMapUHOBUH
18 KPEMOBHIA

19 cMaparJ0BHA
20 30JI0THH

Kanan A R G B
Bitu 31-24 23-16 15-8 7-0
3HauyeHHA FF FD E9 10

Jlnist 3a71aHHs KOJIbOPY JIOLIIBHO CKOpUCTATUCS TporpaMolo Paint (HaTHUCHYTH KiaBili
Win+R, y psaky BBeneHHs BBecTH pbrush i HatucHytu Enter). ¥V mianosi BuGopy KoibopiB
NepecyHyTH MOB3YHKH Ha 3aJaHuil KOJIip, CKoperyBartu sickpasicTh. [lepeBectu 3 xoau (Red,
Green Blue) B 16-piuny cucTreMy YHMCIEHHs 1 3amucaTtd y BiAMOBITHMX mno3umisx. Kox y
kaHami A B3stu piBHUM 255 (FF). Otpumane 3HaueHHs 3anucatu y BUKINKY QyHkmii Clear

3aMICTh 3HaKIB #H#H.
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Kouip i mapamerpu kapkacHoi MoeJii Ky0a

Homarok I

No Komip Macmtabd Ob6epranns 3cyB
BapiaHTy (#HH#) (SSS) (RRR) (TTT)

1 YepPBOHUIA 2f 2f 2f | 45f 0f O.f 10.f, -4.f, 30.f
2 3eJICHUI 3.f, 3.f,3.f | 30.f, 30.f, 0.f | -4.f -4, 25.f
3 Oinmi 1.f, 1.1, 1.f 0.f, 0.f, O.f 1.f,0.f, 10.f
4 cipuii 2.f,3f3f | 451 0.f, 0.f -5.f, 8.1, 25.f
5 JKOBTHH 3.f, 3.f, 3.f | 30.f, 30.f, O.f -4.f,-4.f, 25.F
6 1iaH 2.f, 3., 3.1 0.f, 0.f, O.f 1.f,0.f, 25.f
7 ypIypHUH 2.f 2.1, 2.f 0.f, 0.f, 60.f -1.f, -0.5f, 8.f
8 CHHII 2.f, 3.f,3.f | 30.f, 30.f, 0.f -8.f, 0.f, 35.f
9 dbioneToBHiA 3.f, 1.f,2f | 451 0.1 0.f 1.f, 0.f, 25.f
10 nomapanuesuii | 5.f, 1L.f, 1. 0.f, 0.f, 60.f -4.f, -4.1F, 251
11 3eJICHUI 1.f, 1.f 1.f 0.f, 0.f, 0.f -5.f, 8.f, 25.f
12 YepBOHMIA 3.f, 3.f,3.f | 0.f 0.f 60.f -8.f, 0.f, 35.
13 CHHII 2.f, 3.f 3.f | 30.f, 30.f, 0.f | 10.f, -4.f, 30.f
14 1iaf 3.f,1f2f | 0.f 0.f 60.f -4.f, -4, 25.f
15 Oinmii 2.f, 3., 3.1 0.f, 0.f, O.f -5.f, 8.1, 25.f
16 3eJICHHIA 2.f,2.f,2f | 451, 0.f O.f 1.f,0.f, 25.f
17 YEPBOHHM 2.f, 3.f,3.f | 30.f, 30.f, O.f -4.f,-4.f, 25.F
18 CHHII 3.f, 1f2f | 0.f 0.f, 60.f -5.f, 8.1, 25.f
19 JKOBTHH 3.f, 3.f,3.f | 45.f,0.f O.f 10.f, -4.f, 30.f
20 3eJICHUI 1.f,1.f,1.f | 30.f, 30.f, O.f 2.f, 0.f, 8.f
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