Font, Mesh

Overview

O Font

= ID3DXFont ¢1 & 7 O]AE o] &3 HAEE AU

®m CD3DFont Z A& o] &3] HAEE A 3

w 2FA0Y HE 28 Y S (fps) S AAEeE 1Y
m D3DXCreateText 3t55 o] &3] 3D HAEE W&

e
O Mesh
305890 = ID3DXMesh 2} A 2] W4 gl o] E] -4
20073 538+7] = ID3DXMesh®] A4 9
5/2/2007 = ID3DXMesh?] | 4 3}
IoZ RN = ID3DXMesho] @l & 1
ID3DXFont ID3DXFont
0 2% 29y o ID3DXFont I E ¥ o] - B|AE S T 2] = AHE:
s ID3DXFont - W52 © 2 GDIZ o] &. 243 &3 IS
] ﬂzﬂ-'

» CD3DFont - GDI7} ¢} Direct3DE o] &, - S, 7-gh3t
1 E Z2o A3

HRESULT D3DXCreateFontIndirect (
LPDIRECT3DDEVICE9 pDevice,
CONST D3DXFONT_DESC *pDesc,
LPD3DFONT *ppFont);

O pDevice - =& A4 ¥ FA

O pDesc - 2% tER = D3DXFONT_DESC 4. vt
EEEEE Rk

=
O ppFont - ¥H50]% &5 return




ID3DXFont

0 D3DXFONT_DESC 724

typedef struct D3ADXFONT_DESC {

UINT Height; UINT Width; // Z£E&AFS] Fo] 9 ]
UNIT Weight; // F7) &9, W90 (§1) ~ 1000 (-7 )
UINT MipLevels;  // mip level®]

BOOL Italic; // true©| ¥ o] & & A = EM

BYTE CharSet; // WEE A A

BYTE OutputPrecision; // output®] 8.7 gk AL 2} dwjr}
/7 H3kE ol o ap=A %Al
BYTE Quality; // output quality
BYTE PitchAndFamily; // pitch and family of the font
TCHAR FaceName[LF_FACESIZE]; //32%-#} o]y & o] & A4
} D3ADXFONT_DESC;

ID3DXFont

o D3DXCreateFontIndirect ©]-& #5 o A
ID3DXFont *Font = 0;

D3DXFONT_DESC fontDesc;

ZeroMemory (&fontDesc, sizeof(D3DXFONT_DESC));

fontDesc.Height =25; // inlogical units

fontDesc.Width =12; // inlogical units

fontDesc.Weight =500; // boldness, range O(light) - 1000(bold)
fontDesc.MipLevels = D3DX_DEFAULT;

fontDesc.Italic = false;

fontDesc.CharSet = DEFAULT_CHARSET;

fontDesc.OutputPrecision = 0;

fontDesc.Quality = 0;

fontDesc.PitchAndFamily = 0;

strepy(fontDesc.FaceName, "Times New Roman"); // font style

if (FAILED(D3DXCreateFontIndirect(Device, &fontDesc, &Font))) {
::MessageBox(0, “D3DXCreateFontIndirect() - FAILED”, 0, 0);
::PostQuitMessage(0);

Text Drawing

0 ID3DXFont Q1E]H| o]~ - I A~E S 18] =1 AFE

INT ID3DXFont::DrawText (
LPD3DXSPRITE pSprite,
LPCTSTR pString, INT Count, LPRECT pRect,
DWORD Format, D3DCOLOR Color);

O pSprite - string= 7}#] = ID3DXSprite 74 #]. NULLY 7
Direct3D7} A+41 €] sprite ob]ect o= %ﬂﬂ o 3.

O pString - 18] 112} aF+= strmg 71e] 71+ EQ1H

o Count - String®] = AH] 7. -1%] 4 - string©| null= & t}il
ek B A AN

O pRect - Text7} 124 3hH 49| & & A48k RECT 724 &
7]—1—"4 71+ E Qg

O Format - Text formatS #| Z 3l A 8% Zd 1. DT_CENTER &

o Color - EJ]/\E }\ﬂ

Text Drawing

0 DrawText®] AF-& o A
Font->DrawText(NULL,
“Hello World”,

-1, // size of string or -1 indicates null terminating string
&rect, // rectangle text is to be formatted to in windows coords
DT_TOP | DT_LEFT,// draw in the top left corner of the viewport

0xff000000);  // black text

// draw FPS text

std::stringstream FPSStr;

FPSStr << “FPS: “ << CalcFPS(timeDelta);
RECT rect = {5, 5, width, height};

Font->DrawText(0, FPSStr.str().c_str(), -1, &rect, DT_TOP, DT_LEFT,

Oxfffftfff);




Calculating FPS

Example: ID3DXFont

O FPS (frames rendered per second2 -2 Y He
Q) = v Znlc} FPSE A4kt

DWORD FrameCnt =0;

float TimeElapsed = 0;

float FPS =0;

void CalcFPS(float timeDelta) {
FrameCnt++;
TimeElapsed += timeDelta;

if(TimeElapsed >= 1.0f) {
FPS = (float)FrameCnt / TimeElapsed;

TimeElapsed = 0.0f;
FrameCnt =0;

#include “u3dUtility.h”
ID3DFont* Font = 0;
DWORD FrameCnt = 0;
float TimeElapsed = 0;
float FPS = 0;
char FPSString[9];
bool Setup() {
D3DXFONT_DESC fontDesc;
ZeroMemory (&fontDesc, sizeof(D3DXFONT_DESC));

fontDesc.Height =25; fontDesc.Width =12
fontDesc.Weight =500, fontDesc.MipLevels = D3DX_DEFAULT;
fontDesc.Italic = false; fontDesc.CharSet = DEFAULT_CHARSET;

fontDesc.OutputPrecision = 0; fontDesc.Quality = 0;

fontDesc.PitchAndFamily = 0;

strcpy (fontDesc.FaceName, "Times New Roman"); // font style

if (FAILED(D3DXCreateFontIndirect(Device, &fontDesc, &Font))) {
::MessageBox(0, “D3DXCreateFontIndirect() = FAILED”, 0, 0);
::PostQuitMessage(0);

} return true;

Example: ID3DXFont

Example: ID3DXFont

bool Display(float timeDelta) {
if (Device) {
FrameCnt++;
TimeElapsed += timeDelta;
if (TimeElapsed >= 1.0f) {
FPS = (float)FrameCnt/ TimeElapsed;
sprintf(FPSString, “ %f”, FPS);
FPSString[8] ="\ 0’; // mark the end of string
TimeElapsed = 0.0f;
FrameCnt = 0;
}
Device->Clear(0, 0, DADCLEAR_TARGET | D3DCLEAR_ZBUFFER,
Oxfffffftf, 1.0, 0);
Device->BeginScene();
RECT rect = {0, 0, Width, Height};
Font->DrawText(NULL, FPSString, -1, &rect, DT_TOP | DT_LEFT, 0xff000000);
Device->EndScene();
Device->Present(0, 0, 0, 0);
} return true;

}




CD3DFont

o CD3DFont class

m DirectX SDKT " $- -8t 22 g Z= AlF
DXSDK\Samples\C++\Common
Direct3D¢} Bl =4 & 9431 43 & o] &3 9 ~E
ID3DFontel] H] &l &4 w2 &%
Basl F@al TuE o 2] B3}
FOHYAES ME S5 Delud) &AL
5 18 o] §8 L 1ol F7hHloJok g

= d3dfont.h, d3dfont.cpp, d3dutil.h, d3dutil.cpp, dxutil.h,

i

A}

CD3DFont

o CD3DFont 74 3}7]
CD3DFont(const TCHAR *strFontName, DWORD dwHeight,
DWORD dwFlags=0L);
» strFontName - 2% ©| & (nullZ 4= EAE)
» dwHeight - =9 0]
= dwFlags - A1 814 A4 & 71 :0 &= D3DFONT_BOLD,
D3DFONT_ITALIC, DSDFONT_ZENABLE T =g

o CD3DFont 44 A & =88 273}
CD3DFont* Font =0;

dxutil.cpp Font = new CD3DFont("Times New Roman", 16, 0);
Font->InitDeviceObjects( Device );
Font->RestoreDeviceObjects();
CD3DFont CD3DFont

O Text Drawing
HRESULT CD3DFont::DrawText(
Float x,
Floaty,
DWORD dwColor,
const TCHAR *strText,
DWORD dwFlags=0L);
w X y-92E 28718 A A K, y F3E
= dwColor - H|12~E 4 &
m strText - 18] A} 8= Ex14 ¢ Fo1E]
= dwFlags - 4184 A ¥ Z2) 1 : D3DFONT_CENTERED,
D3DFONT_TWOSIDED, D3DFONT_FILTERED =& = 2%}

Font->DrawText(20, 20, 0xff000000, “Hello, World”);

0 CD3DFont 21 A & 2HA4| 81 7] ], t}&- 7} 22 A g
FEE EA vk e

Font->InvalidateDeviceObjects();
Font->DeleteDeviceObjects();
Delete Font;




Example: CD3DFont

Example: CD3DFont

#include “u3dUtility.h”
#include “u3dfont.h”
ID3DFont* Font = 0;
DWORD FrameCnt = 0;
float TimeElapsed = 0;
float FPS = 0;
char FPSString[9];
bool Setup() { // create a font object and initialize it
Font = new CD3DFont(“Times New Roman”, 16, 0);
Font->InitDeviveObject(Device);
Font->RestoreDeviceObjects();
return true;
}
void cleanup() {
if (Font) {
Font->InvalidateDeviceObjects();
Font->DeleteDeviceObjects();
d3d::Delete<CD3DFont*> (Font);

bool Display(float timeDelta) {
if (Device) {
FrameCnt++;
TimeElapsed += timeDelta;
if (TimeElapsed >= 1.0f) {

}

FPS = (float)FrameCnt/TimeElapsed;
sprintf(FPSString, “%£”, FPS);

FPSString[8] =\ 0’; // mark the end of string
TimeElapsed = 0.0f;

FrameCnt = 0;

Device->Clear(0, 0, DADCLEAR_TARGET | D3DCLEAR_ZBUFFER,

Oxfffffttf, 1.0, 0);

Device->BeginScene();
if (Font)

Font->DrawText(20, 20, 0xff000000, FPSString);

Device->EndScene();
Device->Present(0, 0, 0, 0);
} return true;

}

Example: CD3DFont

D3DXCreateText

156.5303

0 ¥2~E 9| 3D Mesh A4 staL o] & | & &
HRESULT D3DXCreateText(
LPDIRECT3DDEVICE9 pDevice, HDC hDC,
LPCTSTR pText,
FLOAT Deviation, FLOAT Extrusion,
LPD3DXMESH* ppMesh, LPD3DXBUFFER* ppAdjacency,
LPGLYPHMETRICSFLOAT pGlyphMetrics);

pDevice - #| < 9} A4 E X

hDC - "4 A= o o] 8" Z8 AHE 38l Ax| AH2EQ s
pText - M| 2 g €|~ E & ¥ 3}l null2 EU+E text string
Deviation - 0 ©]/¢] gk 0 ¢]™ '?l% SE9 3 oA gl ek 25
Extrusion - z% WO 2 M =&

ppMesh - ¥H5 013 mesh

ppAdjacency - ®+5°] Xl mesh®] adjacency A H.. & 8.3}%] ¢F 2 NULL
pGlyphMetrics - string®] &2+ 759 glyph. B €317 & © ¥ NULL

o
Lo
M)

o




ID3DXMesh* Text = 0;
bool Setup() { // create a font object and initialize it
HDC hdc = CreateCompatibleDC(0);
HFONT hFont; HFONT hFontOld;
LOGFONT If;
ZeroMemory(&lf, sizeof(LOGFONT));
If.IfHeight = 25; If. It Width = 12;
If IfEscapement = 0; If IfItalic = false;
1f IfUnderline = false; If.1fStrikeOut = false;
If IfCharSet = DEFAULT_CHARSET;
1f IfOutPrecision = 0; If.IfClipPrecision = 0;
If IfQuality = 0; If.1fPitchAndFamily = 0;
strepy(If.1fFaceName, “Times New Roman”);
// create font and select it with the device context
hFont = CreateFontIndirect(&If);
hFontOld = (HFONT) SelectObject(hdc, hFont);
// create text mesh
D3DXCreateText(Device, hdc, “Direct3D”, 0.001f, 0.4f, &Text, 0, 0);

/ / restore the old font and free the acquired HDC
SelectObject(hdc, hFontOld);

DelectObject(hFont);

DeleteDC(hdc);

// light

// camera

// projection matrix
return true;

bool Display(float timeDelta) {
if (Device) {
D3DXMATRIX yRot, T;
static float y = 0.0f;
D3DXMatrixRotationY(&yRot, y);
y += timeDelta;
if (y >= 6.28f) y = 0.0f;
D3DXMatrixTranslation(&T, -1.6f, 0.0f, 0.0f);
T=T*yRot;
Device->SetTransform(D3DTS_WORLD, &T);
Device->Clear(0, 0, DADCLEAR_TARGET | D3DCLEAR_ZBUFFER,
0x00000000, 1.0, 0);
Device->BeginScene();
Device->SetMaterial(&d3d::WHITE_MTRL);
Text->DrawSubset(0);
Device->EndScene();
Device->Present(0, 0, 0, 0);
} return true;




O Geometry Information
O Subsets and the Attribute buffer
O Drawing

O Optimizing

O The Attribute Table

O Adjacency Information

0 D3DXCreateMeshFVF

o o Al

0 ID3DXMesh 91} 0] 2= 7] %50 AHg B35 B w9l
ID3DXBaseMesholl A 74 W&
ID3DXBaseMesh
ID3DXMesh

0 ID3DXMesh®] HE 2~ / Q1E 2~ W o] X1 & A= T

HRESULT ID3DXMesh::GetVertexBuffer(LPDIRECT3DVERTEXBUFFERY*
ppVB);

HRESULT ID3DXMesh::GetIndexBuffer(LPDIRECT3DINDEXBUFFERY*
ppIB);

IDirect3DVertexBuffer9* vb = 0;
Mesh->GetVertexBuffer( &vb );
IDirect3DIndexBuffer9* ib = 0;
Mesh->GetIndexBuffer( &ib );




Geometry Information

0 271 4715 94 el 2/ alA T

HRESULT ID3DXMesh::LockVertexBuffer(DWORD Flags, BYTE** ppData);
HRESULT ID3DXMesh::LockIndexBuffer(DWORD Flags, BYTE** ppData);

HRESULT ID3DXMesh::UnlockVertexBuffer( );
HRESULT ID3DXMesh::UnlockIndexBuffer( );

J5 BE ARE A7) 9% A G5
= DWORD ID3DXMesh::GetFVE();
= DWORD ID3DXMesh::GetNumVertices( );
= DWORD ID3DXMesh::GetNumBytesPerVertex( );
= DWORD ID3DXMesh::GetNumFaces( );

Subset and Attribute Buffer

0 A EAl (Subset)
 FAT HAGE o] &3 AP = = v W AAEES] OF
= A5 B0, st NakEA () oA £4 (v, o, WA
Fi)o 2 Ay wf 4 Rk 9] subsetS 744
_]

O %7 (Attribute)
s A, G A, Ay A

ABA 0 v ABA Y AMBEA2: A ABEASLZE

A &g olgd | | MEHeclgd | AFEALolsd | FES

MEA VY AAY | ABANe AAY | | ARAUY 42 | MR Y day
s 999 ¢ s A9 ¢ s A8y % B

<ABAoz Halgd A >

Subset and Attribute Buffer

o %74 ID (Attribute ID)
n ZpZbo]l A BE Al = L3k o] A
n 7} A7 2 A4l o] g A B A 9] & 7M1
O 57 M3 (Attribute buffer)
» 2H7+e o] £4] IDE A %38} DWORD &
s 54 B9 @& A == 4] 9] A2y (R) A
&4 vy 0 4 2
Triangle 0 Triangle 1
Qg2 H 9 ol1/2/0|2|3| ...

F kg ARl AR TR
441D

Triangle n

20 122 |23

Subset and Attribute Buffer

o 1.1 9%
w SA H o] G = oldl s v o] A2 9
w = YA HH Y o3 A Y] Qe 2R A9
A=i-3
B=1-3+1
C=1-3+2

o £ Wy Hshr] Hlal, WA HEE A
DWORD *buffer = 0;
Mesh->LockAttributeBuffer(lockingFlags, &bulffer);

// read or write to attribute buffer...
Mesh->UnlockAttributeBuffer( );




Mesh Drawing

Mesh Optimizing

0 DrawSubset
= AttribID 2 A4 g 54 B A4S = o
HRESULT ID3DXMesh::DrawSubset(DWORD Attribld);

o

w A AHEA Qo] EAEE BE ALY S 19

Mesh->DrawSubset(0);

w oAl DA HAE 22 7] e, e RS

for (int i=0; i<numSubsets; i++)

{
Device->SetMaterial ( mtrls[i] );
Device->SetTexture( 0, textures|i] );
Mesh->DrawSubset(i);

}

0 AA8- %9 a9H o WA G 7] 94
W e o) Qe g A A

HRESULT ID3DXMesh::Optimizelnplace (

DWORD Flags,

CONST DWORD* pAdjacencyln,

DWORD* pAdjacencyOut,

DWORD* pFaceRemap,

LPD3DXBUFFER* ppVertexRemap)

Flags - T3 # 4 ste] T/E 5= U2
pAdjacencyln - ¥ % 3} ¥ %] &2 w5 ] 17 v
pAdjacencyOut - 2 2 3} & w41 2] Q13 A& v
pFaceRemap - Q19 2= W H ol A o] 53 29 Q1
ppVertexRemap - H B2~ H | o] A o] &7 B & 2 2§

XgE

2

Mesh Optimizing

Mesh Optimizing

O Flags
» D3DXMESHOPT COMPACT - H 3] ol A] o] &5 7] &2
olg) 29} W El A~ E A A3,
» D3DXMESHOPT_ATTRSORT - £/ 0.2 42+3 & g d s
£ glo] E-S A gt} o] Z# 1% DrawSubset?] &8-S
Eoj .
» D3DXMESHOPT_VERTEXCACHE - B 8] %~ 7] A] 9]
=90t
» D3DXMESHOPT _STRIPREORDER - 4}7}3 ~E go] 7}%3t
oA E 5 QY25 A A gt}

» D3DXMESHOPT_IGNOREVERTES - B 8l ~ & FA| 3} 11 ¢ €

FERIEEET S

o o A

// HA 3= A 2 mesh®] adjacency 4 HE U5
DWORD adjacencyInfo[ Mesh->GetNumFaces() * 3 |;
Mesh->GenerateAdjacency( 0.0f, adjacencylnfo );

// AA 34 adjacency AR5 By ujd
DWORD optimized AdjacencyInfo[ Mesh->GetNumFaces() * 3
Mesh->Optimizelnplace(
D3DXMESHOPT_ATTRSORT | D3DXMESHOPT_COMPACT |
D3DXMESHOPT_VERTEXCACHE,
adjacencylInfo,
optimized Adjacencylnfo,
0,
0);




Mesh Optimizing

Attribute Table

o |23k 93] 4 - Optimize()
» ID3DXBaseMesh::CloneMesh W ¥} 714 8] 5= 3}
n Zpold - HAshE o] w4 AAE 2H

HRESULT ID3DXMesh::Optimize (

o D3DXMESHOPT_ATTRSORT Z ¢ 1& A A5t W4 =
= A s}
S B ke Rt o R e |

= 54 HolE A4

ABA0 ABA 1 A BA 2
DWORD Flags,
CONST DWORD* pAdjacencyln, &4 vH o000/ 1/1/1/1/12]2
DWORD* pAdjacencyOut,
DWORD* pFaceRemap,
LPD3DXBUFFER* ppVertexRemap,
LPD3DXMESH* ppOptMesh); ol Y S N
oy s e 2 H Tri OTri 1/Tri 2/Tri 3 Tri 4|Tri 5Tri 6 Tri 7|Tri 8|Tri 9
= ppOptMesh - # % 3} v ” NED e ;\]r:_q S A]r:_c} e
FHeE FHeE FeE
Attribute Table Attribute Table

0 D3DXATTRIBUTERANGE %A 2] <&
m Eo] 59 7#6&%8 w3 o] 2+ B A3} o5

= & o] B¢ A E W 5 MuAl o] BE 7|5 uE
£2)

J@L%ﬂoiﬂo =9l 8- (}daﬂ A B Qg

typedef struct _D3DXATTRIBUTERANGE {
DWORD Attribld;
DWORD FaceStart;
DWORD FaceCount;
DWORD VertexStart;
DWORD VertexCount;
} D3DXATTRIBUTERANGE
m Attribld - 4] 2. Al ID
m FaceStart, FaceCount - A B Alo] A2 9 47 0] Al 2} €]
(re 2~ u{ﬂ)g} N
m VertexStart, VertexCount - A B Aol 2% B el 259 Al 2 913
CEEEEICRES

o W41) & B o] ol e o
HRESULT ID3DXMesh::GetAttributeTable (
D3DXATTRIBUTERANGE* pAttribTable,
DWORD* pAttribTableSize);
= S HolE W £49 5 ™
= D3DXATTRIBUTERANGE T %4 84 2|€

o oA

// attribute table®] entry & ¢olu] 7]
DWORD numSubsets = 0;
Mesh->GetAttributeTable( 0, &numSubsets );
// attribute table 7} 4 271

D3DXATTRIBUTERANGE table = new
D3DXATTRIBUTERANGE[numSubsets];

Mesh->GetAttributeTable( table, &numSubsets);




Attribute Table

Adjacency Array

o %4 Hol 2 44 AA sk 34
HRESULT ID3DXMesh:: SetAttributeTable(
CONST D3DXATTRIBUTERANGE* pAttribTable,
DWORD cAttribTableSize);

o o Al
D3DXATTRIBUTERANGE attributeTable[12];

// fill attributeTable array with data ...
Mesh->SetAttributeTable( attributeTable, 12 );

o 15 9 <€ (Adjacency array)
w HA e} Lo 5% v A s

>

N

o n>
1> _1
g

u [e]
e = 513}
1_]_‘_1—‘/\8 N

ol

rlr

ol

B X

N @

Adjacency -1
Tri 2

Tril

Tri0
Index buffer

CEE!

13 1} ]x%z;]- 2 2171 o) qqa} AR
3= DWORD Hj &

11012 11|41

Tri 0 Tril Tri2

Adjacency Array

Adjacency Array

o i WA A Y B e Y AR .
A=i-3
B=i-3+1
C=i-3+2

o VAT TGS A Bm ST A 2 (edge)

= DWORD (unsigned 32-bit 1nteger)
m ULONG_MAX == 4,294,967,295 == -
14 W& shtel A2Hguig A e Q)
714 oF 3
= 8 2% 7)< = ID3DXBASEMESH::GetNumFaces( ) *

o 9 AR AR G5

HRESULT ID3DXMesh::GenerateAdjacency (

FLOAT f{Epsilon,
DWORD* pAdjacency);

o] A

= pAdjacency - !/

o o A

= fEpsilon - 7 7] ¥RAEE Ut Ho = AFT A AL
w2 A%< DWORD &

DWORD adjacencyInfo[Mesh->GetNumFaces()*3];
Mesh->GenerateAdjacency( 0.001f, adjacencylnfo );




Subset Example

a

S| E T2 2719 A8 ABASE = oA (3

Ofﬂ ﬂ Subset 0 Subset 1 Subset 0 Subset 1 Subset 1
At 50 faces 100 faces 50 faces 100 faces 200 faces
— M —

0......49 50 ....... 149 150 ........ 199 200 ........ 299 300 ........ 499

DWORD faceCount[] = {50, 100, 50, 100, 200, 0};
//PHA 08 5 0] vk 2] & A

- 17

DWORD subsetNum[] ={0, 1, 0, 2, 3};
if(FAILED(SetSubsets(pMesh, faceCount, subsetNum)) {

// hand error

Subset Example

DWORD SetSubsets(ID3DXMesh* pMesh, DWORD *pFaceCount,
DWORD *pSubsetNum) {
// attribute buffer®] HhA71E &7] 913l AHE
DWORD numPFaces = pMesh->GetFaceCount(); // get face count
DWORD *attribBuf;
HRESULT hr;

if (SUCCEEDED (hr=pMesh->LockAttributeBuffer (D3DLOCK_DISCARD,
attribBuf))) {

DWORD faceNum = 0; // initialize face counter
for (int i=0; pFaceCount[i]; i++) { // loop through the subsets
// make sure there are enough faces for this subset
if (faceNum + pFaceCount[i] >= numFaces) { // not enough faces
pMesh->UnlokAttributeBuffer(); // unlock attr buffer
return E_INVALIDARG,; // return err
}
for (int j=0; j<pFaceCount[i]; i++) {
attribBuf[faceNum] = pSubsetNum{[i];

faceNum++;
} }
}
Subset Example Cloning
pMesh->UnlockAttributeBuffer(); // unlock attrib buf o W29 golHE v o7 BaAlsl:= &4

}

// allocate storage and generate adjacency data
// °17 adjacency data”} 1THH thA] A S F 2 Q1+
DWORD *pAdj = new DWORD[numFaces*3];
if ('pAdj) return E. OUTOFMEMORY;
if (FAILED(hr = pMesh->GenerateAdjaceny(0.0f, pAdj))) {
delete pAdj; return hr;
}
// optimize the mesh with attribute DSDXMESHOPT_ATTRSORT
if (FAILED(hr = pMesh->Optimizelnplace(
D3DXMESHOPT_VERTEXCACHE, pAdj, NULL, NULL, NULL))) {
delete pAdj; return hr;
}
delete pAdj; // de-allocate adjacency data storage
}
else
return hr;
return S_OK; // return success

HRESULT ID3DXMesh::CloneMeshFVEF (

DWORD Options,

DWORD FVF,

LPDIRECT3DDEVICE9 pDevice,

LPD3DXMESH* ppCloneMesh);
= Options - T A E v 4 & vhe=0 o] &2 S 1
= FVF- 2l w9 o2 FVFoL 3483 7Hd 5= &
= pDevice - EA % w212} <172 ]
= ppCloneMesh - A E #|H & &




Cloning

0 Options - A ¥ w4 & Wh==1] o] &4 sli} o] 49
EY1olth A o] &= 1 ook BTk
= D3DXMESH_32 - " #] 7} 32-bit index & ©] &3t =5 3
. ]I_)SDXMESH_MANAGED - 71 4] 7} managed pool ol B 3= ==
°
» D3DXMESH_WRITEONLY - 4] dlo]Efol 227] %k 3] &
= D3DXMESH_DYNAMIC - #] 5] B3 7} &4 . 2 vhEof % = = 3}

o o A
ID3DMesh* clone = 0;
Mesh->CloneMeshFVF(Mesh->GetOptions(), // ¢ M+ 2} 5L 54
D3DFVF_XYZ | D3DFVF_NORMAL, // cloned mesh FVF
Device, &clone);

Creating Mesh

0 Direct3Dl| 4] Mesh object (ID3DXMesh)E A3 /d s+ 4 <
25

= Shape creation - &1 71 2] 7] 22 2 & vHEo U= 3
D3DXCreateBox, D3DXCreateTeapot, ..

m Basic mesh creation - 574 Z9l3} I 75 712 w4 A A A Sk
D3DXCreateMesh, D3DXCreateMeshFVF

= Mesh file - X file2 F-E] W4 24 & ¢o] £l
D3DXLoadMeshFromX

= Mesh operations - 7] 9] ¥l 2 58 A =& w4 A
OptimizelnPlace, Optimize, CloneMeshFVF

dt

=
T

o
o

Creating Mesh - Shape Creation

O Shape Creation

D3DXCreateBox(LPDIRECT3DDEVICEY pDevice, FLOAT Width, FLOAT Height,
FLOAT Depth, LPD3DXMESH **ppMesh, LPD3DXBUFFER **ppAdjacency);

D3DXCreateCylinder(LPDIRECT3DDEVICE9 pDevice, FLOAT Radius1, FLOAT
Radius2, FLOAT Length, UINT Slices, UINT Stacks, LPD3DXMESH **ppMesh,
LPD3DXBUFFER **ppAdjacency);

D3DXCreatePolygon(LPDIRECT3DDEVICE9 pDevice, FLOAT Length, UINT Sides,
LPD3DXMESH **ppMesh, LPD3DXBUFFER **ppAdjacency);

D3DXCreateSphere(LPDIRECT3DDEVICE9 pDevice, FLOAT Radius, UINT Slices,
UINT Stacks, LPD3DXMESH **ppMesh, LPD3DXBUFFER **ppAdjacency);

D3DXCreateTeapot(LPDIRECT3DDEVICE9 pDevice, LPD3DXMESH **ppMesh,
LPD3DXBUFFER **ppAdjacency);

D3DXCreateText(LPDIRECT3DDEVICE9 pDevice, HDC hDC, LPCTSTR pText,
FLOAT Deviation, FLOAT Extrusion, LPD3DXMESH **ppMesh,
LPD3DXBUFFER **ppAdjacency, LPGLYPHMETRICSFLOAT pGlyphMetrics);

D3DXCreateTorus(LPDIRECT3DDEVICE? pDevice, FLOAT InnerRadius, FLOAT
OuterRadius, UINT Sides, UINT Rings, LPD3DXMESH **ppMesh,
LPD3DXBUFFER **ppAdjacency);

Creating Mesh - Basic Mesh Creation

O Basic Mesh Creation - H] 9] %)+ mesh& & T =
1ovFE T T W (face) <t A A (vertex) ] 7GE A4
2. D3DXCreateMeshFVFel| A At =171 9] vertex/index/attribute
bufferE

Z}z} o] w5 W o] v 9] datas A A 9

w

o FojX W WX JFE 2k v A QA S
D3DXCreateMeshFVF(DWORD NumFaces, // index buffer 7] 274
DWORD NumVertices, // vertex buffer ZL7] A7 (1°]7)
DWORD Options, // D3DXMESH flag
DWORD FVF, // FVF flag
LPDIRECT3DDEVICEY pD3DDevice, // IDirect3DDevice9
LPD3DXMESH *ppMesh); // mesh
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Example: D3DXCreateMeshFVF

o H] 528k 93t k4= D3DXCreateMesh
= #}o]% - FVF t) 4] D3DVERTEXELEMENTY -3 7)) v <& A&
D3DXCreateMesh(DWORD NumFaces, DWORD NumVertices,
DWORD Options,
const LPD3DVERTEXELEMENT? *pDeclaration,
LPDIRECT3DDEVICEY pD3DDevice,
LPD3DXMESH **ppMesh);

O pDeclaration
= D3DVERTEXELEMENTY 24 vj 4 & |4 vertex formats 4%
0 pDeclarations 9+ WH: D3DXDeclarationFromFVF

HRESULT D3DXDeclaratorFromFVF (DWORD FVF,

D3DVERTEXELEMENT9 Declaration[MAX_FVF_DECL_SIZE]);
typedef enum { MAX_FVF_DECL_SIZE =18 } MAX_FVF_DECL_SIZE;

1l W 5] THE7]
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o 22
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o w4 fao) o e AAE Sla) A e e Y
void dumpVertices(std::ofstreamé& outFile, ID3DXMesh* mesh);

void dumplIndices(std::ofstreamé& outFile, ID3DXMesh* mesh);

void dumpAttributeBuffer(std::ofstreamé& outFile, ID3DXMesh* mesh);

void dumpAdjacencyBuffer(std::ofstreamé& outFile, ID3DXMesh* mesh);

void dumpAttributeTable(std::ofstreamé& outFile, ID3DXMesh* mesh);

void dumpVertices(std::ofstreamé& outFile, ID3DXMesh* mesh) {
outFile << "Vertices:" << std::endl;
outFile << "-mememmmm ! << std::endl << std::endl;
Vertex* v =0;
mesh->LockVertexBuffer(0, (void**)&v);
for(inti = 0; i < mesh->GetNumVertices(); i++) {
outFile << "Vertex " <<i<<": (";
outFile << v[i]._x <<"," <<vl[i]._y
<" M<<vli]_z <<, "
outFile << v[i]._nx << ", " << v[i]._ny
<<, "<<vy[i]._nz<<",";
outFile << v[i]._u <<", " <<v[i]._v
<<")' << std:endl;
}
mesh->UnlockVertexBuffer();
outFile << std::endl << std::endl;

#include “d3dUtility.h”
#include <vector>
ID3DXMesh* Mesh = 0;
const DWORD NumSubsets = 3;
IDirect3DTexture9* Textures[3] ={0,0,0}; // texture for each subset
std::ofstream OutFile; // for mesh data dump
struct Vertex {
Vertex() {}
Vertex(float x, float y, float z, float nx, float ny, float nz, float u, float v) {
_X=X; _y=Y; _z=z; _NX=NX; _Ny=ny; _Nz=nz; u=u; _V=V; }
float _x, _y, _z, _nx, _ny, _nz, _u, _v;
static const DWORD FVF;
I
const DWORD Vertex::FVF = D3DFVF_XYZ | D3DFVF_NORMAL | D3DFVF_TEX1;
void Cleanup() {
d3d::Release<ID3DMesh*>(Mesh);
for (i=0; i<3; i++) d3d::Release<IDirect3DTexture9*>(Textures[i]);

}
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bool Setup() {
HRESULT hr = 0;

hr = D3DXCreateMeshFVF(12, 24, D3ADXMESH_MANAGED, Vertex::FVF,
Device, &Mesh); // 12 triangles & 24 vertices

if (FAILE(hr)) {
::MessageBox(0, “D3DXCreateMeshFVF() - FAILED”, 0, 0); return false; }
Vertex*v =0;
Mesh->LockVertexBuffer(0, (void**) &v);
v[0] = Vertex(-1.0f, -1.0f, -1.0f, 0.0f, 0.0f, -1.0f, 0.0f, 0.0f); // front
v[1] = Vertex(-1.0f, 1.0f, -1.0f, 0.0f, 0.0f, -1.0f, 0.0, 1.0f);
v[2] = Vertex(1.0f, 1.0f, -1.0f, 0.0f, 0.0f, -1.0f, 1.0f, 1.0f);
v[3] = Vertex( 1.0f, -1.0f, -1.0f, 0.0f, 0.0f, -1.0f, 1.0, 0.0f);
v[4] = Vertex(-1.0f, -1.0f, 1.0f, 0.0f, 0.0f, 1.0f, 0.0f, 0.0f); // back

v[20] = Vertex( 1.0f, -1.0f, -1.0f, 1.0f, 0.0f, 0.0f, 0.0f, 0.0f); // right
v[21] = Vertex( 1.0f, 1.0f, -1.0f, 1.0f, 0.0f, 0.0f, 0.0f, 1.0f);

v[22] = Vertex( 1.0f, 1.0f, 1.0f, 1.0f, 0.0f, 0.0f, 1.0f, 1.0f);

v[23] = Vertex( 1.0f, -1.0f, 1.0f, 1.0f, 0.0f, 0.0f, 1.0, 0.0f);
Mesh->UnlockVertexBuffer();

WORD* i = 0;

Mesh->LockIndexBuffer(0, (void**) &i); // index data

i[0]=0; i[1]=1, i[2]=2, i[3]=0; i[4]=2, 1i[5]=3;// front
ife]=4; i[7]=5; i[8]=6; i[9]=4; i[10]=6; i[11]=7;// back
i[12] =8;i[13] =9; i[14] =10; i[15] =8; i[16] = 10; i[17] =11; // top

i[30] = 20; i[31] = 21; i[32] = 22; i[33] = 20; i[34] = 22; i[35] = 23; // right
Mesh->UnlockIndexBuffer();

DWORD* attributeBuffer = 0; // specify the subset
Mesh->LockAttributeBuffer(0, &attributeBuffer);

for (int a=0; a<4; a++) attributeBuffer[a] = 0; // first two faces - subset0
for (int b=4; b<8; b++) attributeBuffer[b] = 1; // next two faces - subset1
for (int c=8; c<12; c++) attributeBuffer[c] = 2; // last two faces - subset2
Mesh->UnlockAttributeBuffer();
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Example: D3DXCreateMeshFVF

// optimize the mesh to generate an attribute table

std::vector<DWORD> adjacencyBuffer(Mesh->GetNumFaces() * 3);

Mesh->GenerateAdjacency(0.0f, &adjacencyBuffer[0]);

hr = Mesh->Optimizelnplace(D3DXMESHOPT_ATTRSORT |
D3DXMESHOPT _COMPACT | D3SDXMESHOPT_VERTEXCACHE,
&adjacencyBuffer[0], 0, 0, 0);

// dump the mesh data to file

OutFile.open(“MeshDump.txt”);

dumpVertices(OutFile, Mesh);

dumplIndices(OutFile, Mesh);

dumpAttributeTable(OutFile, Mesh);

dumpAttributeBuffer(OutFile, Mesh);

dumpAdjacencyBuffer(OutFile, Mesh);

OutFile.close();

// load textures

D3DXCreateTextureFromFile(Device, “brick0.jpg”, &Textures[0]);

D3DXCreateTextureFromFile(Device, “brickl.jpg”, &Textures[1]);

D3DXCreateTextureFromFile(Device, “checker.jpg”, &Textures[2]);

Device->SetSamplerState(0, DSDSAMP_MAGFILTER, D3DTEXF_LINEAR);
Device->SetSamplerState(0, DADSAMP_MINFILTER, D3DTEXF_LINEAR);
Device->SetSamplerState(0, D3SDSAMP_MIPFILTER, D3DTEXF_POINT);

// disable lighting

Device->SetRenderState(D3DRS_LIGHTING, false);

// set camera

D3DXVECTOR3 pos(0.0f, 0.0f, -4.0f);

D3DXVECTORS3 target(0.0f, 0.0f, 0.0f);

D3DXVECTORS3 up(0.0f, 1.0f, 0.0f);

D3DXMATRIX V;

D3DXMatrixLookAtLH(&V, &pos, &target, &up);

// set projection matrix

D3DXMatrix proj;

D3DXMatrixPerspectiveFovLH(&proj, D3DX_PI * 0.5f,
(float)Width / (float) Height, 1.0f, 1000.0f);

Device->SetTransform(D3DTS_PROJECTION, &proj);

return true;
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bool Display(float timeDelta) {
if (Device) {
D3DXMATRIX xRot, yRot, World;
static float y = 0.0f;
D3DXMatrixRotationX(&xRot, D3DX_PT * 0.2f);
D3DXMatrixRotationY (&yRot, y);
y += timeDelta;
if (y >= 6.28f) y = 0.0f;
World = xRot * yRot;
Device->SetTransform(D3DTS_WORLD, &World);
Device->Clear(0, 0, DADCLEAR_TARGET | D3DCLEAR_ZBUFFER,
0x00000000, 1.0, 0);
Device->BeginScene();
for (int i=0; I < NumSubsets; i++) {
Device->SetTexture(0, Textures[i]);
Mesh->DrawSubset(i);
}
Device->EndScene();
Device->Present(0, 0, 0, 0);
} return true; }




