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HRESULT D3DXCreateFontIndirect (
LPDIRECT3DDEVICE9 pDevice,
CONST D3DXFONT_DESC *pDesc,
LPD3DFONT *ppFont);
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ID3DXFont ID3DXFont

o D3DXFONT DESC T-% A o D3DXCreateFontIndirect ©]-& #H of A
ID3DXFont *Font = 0;
D3DXFONT_DESC fontDesc;

typedef struct D3ADXFONT_DESC { ZeroMemory(&fontDesc, sizeongSDXFONT_DESC));
UINT Height; UINT Width; // ZEF#}9] o]} 1qn] fontDesc.Ht?lght =25 // in log¥cal units
Do Tre] we] 0 (gle =)0 fontDesc.Width =12; // inlogical units
UNIT W?Ight' // %.7 ] &1, N 0 (84+5) ~ 1000 (771 ) fontDesc.Weight =500; // boldness, range 0(light) - 1000(bold)
UINT MipLevels; ~ // mip level®] 5= fontDesc.MipLevels = D3DX_DEFAULT;
BOOL Italic; // trueo]™ o] &Y A & L}ElG fontDesc.Italic = false;
BYTE CharSet; // AN A =2 A iontgesc.gharSe’;) = DEflgULT_CHARSET;
BYTE OutputPrecision; // outputo] 8.7 &+ A2} A rjrt fSE:D::QEEIJiLtI; zreoc.lsmn o
/] - ook sF=A] WAl fontDesc.PitchAndFamily = 0;
BYTE Quality; // output quality strcpy (fontDesc.FaceName, "Times New Roman"); // font style
BYTE PitchAndFamily; // pitch and family of the font if (FAILED(D3DXCreateFontIndirect(Device, &fontDesc, &Font))) {
TCHAR FaceName[LF_FACESIZE]; / /3257 o] U] & o] 2 %] 4 ﬁiﬁgﬁﬁ?fﬁ; ?(gi?xcreateFonﬂndlredo - FAILED" 0, 0)
} D3DXFONT_DESC; - getl
Text Drawing Text Drawing
0 ID3DXFont 1E| #| o] 2= - B~ E & T2 AHE- 0 DrawText®] AF-&- | Al:
Font->DrawText(NULL,
INT ID3DXFont::DrawText ( “Hello World”
LPD3DXSPRITE pSprite, -1, // size of string or -1 indicates null terminating string

LPCTSTR pString, INT Count, LPRECT pRect,
DWORD Format, D3DCOLOR Color);
O pSprite - string= 7}#] = ID3DXSprite 24 #|. NULLY 7 -

&rect, // rectangle text is to be formatted to in windows coords
DT_TOP | DT_LEFT,// draw in the top left corner of the viewport

Direct3D7} AH21 9] sprite object 0. = @t & &}, 0xff000000);  // black text
O pString - 18] 312} 3} string S 7] 7] 2T E
o Count - String®] #A}2] . -1%1 79 string®] null= £}l // draw FPS text

7P 8kaL wAkE A AR,
2 pRoct - Tox71 el & Shel 9] 95 & A ehs RECT 72715 FPSStr << “FPS; “ << CalcFPS(timeDelta);
7 7 E‘ E e E . . . ’
o Format - Text format& 2 43} A €12 Z#) =1 DT_CENTER %. RECT rect = {5, 5, width, height};
_EHl~E A Font->DrawText(0, FPSStr.str().c_str(), -1, &rect, DT_TOP, DT_LEFT,
o Color- g2~E A4
OXFFFEFEFE);

std::stringstream FPSStr;




Calculating FPS

Example: ID3DXFont

O FPS (frames rendered per second% -2 A4 ¥
ZYe) 2 v 2t FPSE AR

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;

strepy (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, D3ADCLEAR_TARGET | D3DCLEAR_ZBUFFER,
Oxffffffff, 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;

}

resl
153 38562




CD3DFont

o CD3DFont class
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CD3DFont

o CD3DFont 74 &}7]
CD3DFont(const TCHAR *strFontName, DWORD dwHeight,
DWORD dwFlags=0L);
» strFontName - S # ©|& (nullZ £4= E449)
» dwHeight - =% 9] 3£9]
» dwFlags - 814 A4 Fg1:0%E= D3DFONT_BOLD,
D3DFONT_ITALIC, D3DFONT_ZENABLE <3| 2 23

0 CD3DFont A A & F&23 =7|3}
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);
= x,y-H2E 375 A2, y 23
= dwColor - §|~E A7
m strText - 2] 314} 3F= £ AFE 9] 21
= dwFlags - A1 ¥ % {5 F#f 1 : DSDFONT_CENTERED,
D3DFONT_TWOSIDED, D3DFONT_FILTERED & 2] L %%

=

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

0 CD3DFont 2 2| & AFA| 5} 7] Aof|, oS3 28 A g
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Font->InvalidateDeviceObjects();
Font->DeleteDeviceObjects();
Delete Font;




Example: CD3DFont

Example: CD3DFont

#include “d3dUtility.h”

#include “d3dfont.h”

CD3DFont* Font = 0;

DWORD FrameCnt = 0;

float TimeElapsed = 0;

float FPS = O;

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,
Ox£ffffeef, 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
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o Y/ E 2] 3D Mesh A 5taL o] & A& 9}
HRESULT D3DXCreateText(

LPDIRECT3DDEVICE9 pDevice, HDC hDC,

LPCTSTR pText,

FLOAT Deviation, FLOAT Extrusion,

LPD3DXMESH* ppMesh, LPD3DXBUFFER* ppAdjacency,

LPGLYPHMETRICSFLOAT pGlyphMetrics);

= pDevice - 4] ¢} A4 E 44X

hDC - vl Bdst= dl o] 88 S & AR E £3et= AA Y 2EQ dE
pText - W4 2 ¥h& B AE S X331+ nullE &1+ text string
Deviation - 0 ©]32] %t 0 o] H i 9] g T A1 &9 25
Extrusion - z5% W&o 2 M Z 9] 7l o]
ppMesh - ®H& ] 2l mesh
ppAdjacency - 50X mesh®] adjacency A H. I 235}4] ¢ ¥ NULL
pGlyphMetrics - string®] & At ¥-59] glyph. B 2317 & © ¥ NULL




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.1fHeight = 25; If.1fWidth =12;
If IfEscapement = 0; If IfItalic = false;
If IfUnderline = false; If IfStrikeOut = false;
If.1fCharSet = DEFAULT_CHARSET;
If IfOutPrecision = 0; If.IfClipPrecision = 0;
1£.1fQuality = 0; If.IfPitchAndFamily = 0;
strepy (If IfFaceName, “Times New Roman”);
// create font and select it with the device context
hFont = CreateFontIndirect(&lf);
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, D3ADCLEAR_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;




