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10 Beeoenue

maBsa 1.
BBoaHas 4yacTb

1.1. BBegeHue
1.1.1. 3agaya NnepeHOCMMOCTN UCXOQHOro Koga

B nacrosiee BpeMst 01HOM 13 HanboJee aKTyalbHbIX 33/1ad MPOrpaMMHUPOBAHUS
SIBJISIETCSI TIEPEHOCUMOCTh MCXOJIHOTO KOJia MpOrpaMMbl ¢ OJHOW MiaaTGopMbl Ha
IpYryr0. DTO HEOOXOIMMO JJI1 COKpAIEHHUs IMEepPEernuchiBaeMOro Kojaa u Oosee Ha-
JIEKHOU pa3pabOTKU MPUIOKEHUM, TaK KaK MCXOJHBIA KOJ MPUIIOKEHUS MHUIIETCS
TOJIBKO €IMHOX/bl U 3aT€M €r0 HE HYXKHO MEPENUCHIBATH MO APYrue MmiaT(opMsl.
Hcnonb3oBaHue MyJIbTUIIAT(HOPMEHHOTO KOJAa TOBBIIIAET HAJACKHOCTh MPUITIOXKE-
HUH, TaK KaK OIMOKY MOKHO HaWTH M MCHPABUTH TOJBKO B €AMHON BEPCUM UCXOJ-

HOro Koja, a 3aTéM ICPCKOMITMIIMPOBATH €TI0 IO PA3JIMYHBIC HJIaT(i)OpMI)I.

1.1.2. icnonb3oBaHmne BO3MOXXHOCTEN
Pa3fnYHbIX ONepaLMOHHbLIX CUCTEM

Kaxxnas onepanrionHasi cuctema npeoCTaBIIsieT MOJIb30BATEN0 U pa3padOTUUKY
CBOU YHUKAJbHBIE BO3MOXHOCTH, KOTOPBIX HET Y APYTMX ONEPALHUOHHBIX CHCTEM.
Onepanmonnas cucrema Microsoft DOS npenocTtaisieT TOJIbKO OCHOBHBIE BO3MOX-
HOCTH, TaKue KaK pabdoTa ¢ KOMaHJIHOW CTpOKOM U pabota ¢ danamu. Ho »To cuc-
Te€Ma MOSIBUJIACH JIOCTATOYHO JABHO M MOATOMY Y HE€ HM3KHE almapaTHbie TpeOoBa-
HUS, 1 OHAa MOXKET MPUCYTCTBOBATh Ha JIIOOBIX MAllIMHAX, OT CAMBIX ME/JICHHBIX, BbI-
NymeHHbIX B 80-ble TOAbl, O COBPEMEHHBIX BBICOKOMPOU3BOJUTEIBHBIX pab0dYnX
craniuii. 1 MS-DOS ne koHTponupyeT paboTy NpUIOKEHUH, YTO MO3BOJISET MPO-

IPAMMUCTY HCIIOJIB30BaTh BCE BO3MOXKHOCTU MamnHbl. Takxe y MS-DOS otcyrcr-

November 13, 2008 11:24 PM -- 12
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BYET MHOTI'033/1a4HOCTh, IIO3TOMY IPHJIOKEHUS HA OCHOBE JAHHOH ONEPALMOHHOU
CUCTEMBI JOCTUIal0T MaKCUMAJIbHOW MPOU3BOJIUTEIBLHOCTH, TaK KaK HE JOJLKHBI pas-
JENSATh MPOLECCOPHOE BPEMS C APYTMMHU NpuUiiokeHUussMU. OnepalioHHas cuctema
Microsoft Windows Ha ceroaHsimHuii JeHb SBIISIETCS HauboJjiee pacnpoCTPaHEHHOM.
B 3TOl cucteme npucyTCTBYEeT OKOHHBIM MHTEpQENC, YTO CYIIECTBEHHO YIPOILAET
paboTty ¢ npuiokeHUsIMU. Takke B HE UCIOJIb3YeTCs KOHCOJIMIUPYIOIIas MHOT03a-
JTAYHOCTh, KOTOpasi HEOOXOAMMa JIJIsl BBIIIOJIHEHHUS! HECKOJBKUX MPUIIOKEHUN OJTHO-

BPEMEHHO.

1.1.3. CoBMECTUMOCTb 1 nogaepka BO3MOXHOCTEN
COBPEMEHHbIX ONepauUnNoOHHbIX CUCTEM

MHorue, eciu He BCE, MPOM3BOJAUTENN alapaTHOr0 O00ECHEUYEHHUS BBIMTYCKAIOT
IpaiiBepa JjIsi CBOMX MPOJYKTOB, OPUEHTUPYSCh HA OMEPalMOHHYI0 cucTemMy Micro-
soft Windows. B onepaunonnoii cucreme MS-DOS He ypaeTcsi BOCIOJIb30BaThCS
byHKUUSIMEU yCKOpEeHUs rpaduKu, KOTOpble MPUCYTCTBYIOT ¥ BCEX COBPEMEHHBIX BH-
neokapT. B Windows 310 BO3MOXHO, U JIJIsl 3TOTO CO3/1aHbl OMOIMOTEKH TPEXMEPHOI
rpaduku, Takue kak OpenGL mpousBojacTsa Silicon Graphics u Direct3D npousBo-
ctBa Microsoft. C yBennueHreM BO3MOXHOCTEH BHUJIEOKAPT OOHOBIISIIOTCS BO3MOX-
HOCTH M camMux OubOinorek. B Hacrosiee Bpemsi, K BbIycKy roroButcs Direct3D
Bepcun 9.0 u OpenGL Bepcuu 2.0. Ho ObiBatoT cutTyanuu, Korjaa Heooxoauma pado-
Ta IPWIOKEHUS Ha CTapblX MamuHax noj ynpasienuem MS-DOS. U toraa naubo-
Jiee aKTyallbHOM siBsieTcs 3ajada BceX PpyHkuuii API, HeoOX0IUMBIX JJIs1 UCIIOJIHE-

HHUS IIPUITOKCHUS.

1.2. LUenb npoekTa

[lenb mpoexkTa — co31aTh HAOOP OMOIMOTEK, HEOOXOIUMBIX JIJII BO3MOXXHOCTHU

KOMITUJIIOWKW ITPHUIJIOKCHHAA 110 PA3JIMYHBIMU BCPCUAMU OIICPALNMOHHBIX CUCTEM Mi-
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12 3aoauu npoexma

crosoft Windows u Microsoft DOS. Heo6xonuMo 061710 TOCTUTHYTH COBMECTUMOCTH

TOJIBKO Ha YPOBHE UCXOJHOTO KOJa.

1.3. 3agaum npoekra
1.3.1. Co3gaHue KoHBenepa peHaepuHra

ITon onepaunonHoit cucremort MS-DOS HeoOxoauMO BbIJIaBaTh Ha SKpaH MOHHU-
TOpa TO € M300paKEHUE, UTO MOKA3bIBACTCS MO/ ONEpPallMOHHON cucTteMon Micro-
soft Windows ¢ ucnons3oBanuem Direct3D 8.0. O1o TpeGoBasio HanmucaHusi coOCT-

BEHHOT'O KOHBEHEpPA PEHIEPUHIA IPUMUTHBOB.

1.3.2. Omynsaumsa gyHkunm Windows API

Opnnoit u3 3amau Obuta smyssiius Gyukiuit Windows API. [Tockonbky ucnonb3y-
eTCsl TTOJIHOAKPAHHBIA PEXUM, TO OOJBIIMHCTBO (PYHKIMI HE BBIMOJHSIO HUKAKHX
neiictBuil. Pabora QyHkumii 3akioyanach B MPOBEPKE HA Ha)KaTHE KIIABUILIU U 3a-

BEPIICHUH IPOTrPaMMBbl IIPA HAXKATUU HA NIPOU3BOJIBHYIO KJIIABUILLY.

1.3.3. Amynsauunsa nHtepdenca Microsoft Direct3D 8.0

Heo6xoauma smynsmus uatepdeiica Microsoft Direct3D 8.0. s uzodpakeHus
TPEXMEPHBIX TPUMUTHUBOB HCIIOJIB3YeTCs OMOIMOTEeKa TpexMepHo rpaduku Micro-
soft Direct3D 8.0. IIpu momoIu 3Toro yjmaercsi JOCTHYb allapaTHOU MOJIEPKKH
BUJICO KapT, UYTO BO MHOTO pa3 YCKOPSET IMpolecc peHaepuHra. [{is coBMECTUMOCTH
¢ MS-DOS Heo6xoauMo co3/1aTh T€ KJIACChI, KOTOPBIE UCTOJIB3YIOTCsT Microsoft Di-

rect3D 8.0 u HaEeIUTh X COOTBETCTBYIOIIEH (DYHKIIMOHAIBHOCTHIO.

November 13, 2008 11:24 PM -- 14
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1.3.4. Co3gaHne OeMOHCTPaUNOHHOM NporpamMmbl

B kauectBe MynbTUIIATHOPMEHHOTO KOJa JOJDKHA OBITh CO37aHa MporpaMmma,
KOTOpasi TOKa3blBaJla HA DKpaHEe M300pakKeHUs pazlu4yHbIX 00BeKTOB. [Iporpamma

noJpkHa ObITh Hanucana B ctuiie Windows API u API Direct3D Bepcunu 8.0.

1.3.5. Co3gaHune Bepcunin GubnumoTtekn,
noaaepXunBaroLWmMx pasnnuyHble KOMIUIATOPSI

Yactp 6MOIMOTEKM NOHKHA OBITH 3aBUCHMOM OT KOMIWISITOPA U UCIIOJIh30BATh
€ro OTIWYHUTENbHBbIE 0COOeHHOCTH. [lnanupyercs mojaepkka Tpex KOMIUISTOPOB:

Borland C++ 3.1, GCC, Microsoft Visual C++ 6.0.



14 Mampuunas ancebpa

maBa 2.
Anroputmbl nporpaMmmbl

1.1. MaTpuyHasa anrebpa
2.1.1. TepmuHonorna n o603HaveHus

Martpuueit A pazmepa m x n Ha3bIBae€TCs HAOOP m X 1 YUCENT — DJIEMEHTOB Mart-

PHULBI
a, 4a, a, a Gy . 4y
a a e a a a a
A: 21 22 2n | wm A: 21 22 2n ,
aml am2 e amn _aml am2 e amn_

CuMBOJ @, uMTaeTcs TaK: ~anbha-u-xKu”.
HaGop a,,,a,,,... ,a, (i = 1,... m ) Ha3bIBA€TCA [-Oi CTPOKON MATPHIBI A =

+), a HA0Op a,, a,;,...,a,,(j =1,...n) Ha3bIBaeTCA j-M CTONOLOM MaT-

1

(an a, a5 «a

puiisl A:

Takum 06p8,30M, JaHHAs MaTpuia A umeet m CTPOK U n CTOJ'I6HOB, a JJICMCHT

¢, PACIIOJIOKEH B [-OM CTPOKE M B j-OM CTOJIOLE MAaTPHIbl A — B o3uuuu (i, j). Yuc-
Ja i U j ONPENENAIOT PACIIOI0KEHHUE DIIEMEHTA ¢; B MAaTpULIE A U ABJIAIOTCA KaK Obl

KOOPJIMHATAMH 3TOTO 3JIEMEHTA B IPSIMOYTOJIbHON Tabiuile A.

Ecnu pazmep maTpulibl B3BECTEH, TO YACTO MUIIYT KPATKO

November 13, 2008 11:24 PM -- 16
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A:(a..)

l

Marpunua pasmepa 1xn Ha3bIBAETCA MPOCTO CTPOKOW, a MaTpuiia pazMepa mxl

— cronbuoM. B ciiydae m =n maTpuna

a, Oy a,,
A= Ay Oy a,,
anl anZ o ann

Ha3bIBACTCs KBAJAPaTHOM MATPHUIIEHN MOpsAKa 7. B yacTHOCTH, KBaApAaTHOW MaTpULIEH
IIEPBOTO MOPSAIKA SBJIAETCS OAHOdIEMEHTHAS MaTpuLa A = (a,,).
HaGop snemeHToB «,,,a,,,-,a,, 00pa3yeT rIaBHYIO AHMAroHajIb MaTPUIIbI A.
Marpuna, Bce 3JEMEHTBI KOTOPOM paBHBI HYJIO, Ha3bIBAETCS HYJIEBOM, a KBaJ-
paTHas MaTpULa, HA TJIABHOM ITWArOHajlyu KOTOPOU CTOST €IMHULIBI, & BCE OCTAIIbHBIC

AJIIEMEHTHI PaBHBI HYIIIO,

1 0
0

I = ,
0O 0 - 1

HAa3bIBAECTCA €AUHUYHOU. J[JIsI Kakaoro pasmepa mxn CYHWIECTBYET CBOsI HYJICBas
MAaTpULA, a JJI KaXKJI0r0 YUCJIa 77 — CBOS €AIMHUYHASI MaTPULIA HOPSIAKA .

MHO0XECTBO BCEX MaTPHI] pa3Mepa m xn 9acTo 0003Ha4aroT yepe3 R, . BBeaeH-

HOe 0003HAYCHHE TPEOYyeT JOMOTHUTEIBHBIX MOSCHEHUN (IJIs1 OMPEICCHHOCTH MBI
OTPAaHUYUBAEMCS 3[IECh PACCMOTPEHUEM TOJIBKO MATPHIL, 3JIEMEHTAMH KOTOPBIX SIB-
JISTIOTCS BEMIECTBEHHBIE YMCiIa). MHOKECTBO BEIIECTBEHHBIX YHCEI MPUHATO 0003HA-

yath uepe3 R. Orcioga u cumBoi R, . C ydeTom 3Toro 0603Hau€HUs MATPHUILy MOXK-

mxn

HO 3aIIucaThb TakK

A:(a.)e R,.. -

ij
Marpuusl 4= (%) U B= (ﬂij) Ha3bIBAIOTCSl PABHBIMU, €CJIM OHU UMEIOT OJMHAKO-
BBII pa3sMep, U UX DJIEMEHThI, HAXOASIIMUECS B OAUHAKOBBIX MO3UIIMUAX, COBIIAIALOT,

1.e., AeR,,, . BeR,, na,=p,i=L...mj=1..,n). Obosnauenue: A =B.

mxn > mxn
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16 Mampuunas ancebpa

2.1.2. Onepaunn Hag maTpuuamm
2.1.2.1. CnoxeHne matpuu

Ilycte A 1 B — Marpuiisl oqHOrO pasmepa: 4 = (aﬁ)e R,...B= (ﬁij)e R,...
Cymmoii matpun; A u B HaseiBaeTcs matpuna C = (7U.)e R,., . DJIEMEHTHl KOTOPOU
BBIMUCIIOTCS 110 opmyne , =&, +f,(i=1,.. ,m j=1,.. n).

Oo0o3Hauenue:.C = A + B.

2.1.2.2. YMHOX€EHME MaTpULbl HA YNCIIO

IIpousBeneHnemM MaTpULBI A:(a,.j)eR Ha 4YHCJIO AHA3bIBAETCS MaTpuLa

mxn

B= (,Bij)e R,., , DJIEMEHTHI KOTOPOIl BBIUUCIAIOTCS MO (popMyiie

By =Aa;(i=1,....,m;j=1,...n).

OOo3HayeHue: B=14.

3anuieM 3Ty onepaluy noapooHee:

Qo Qy, :Bll :Bm a,+py o, +py,
+ = )
Oum 0 Oy, ml :an am1+,3m11 amn—l_ﬁmn
iall - Aay,
) }
e AL

2.1.2.3. YMHOXeHne maTpuLy

IIycte A=(a, ) u B=(f,) — KBaapaTHbIE MATPHIILI TIOPsAAKA 1. IIpou3BeaeHIEM
MaTpulbpl A Ha Matpully B HaseiBaeTcs matpuna C = (7/ . )e R ., , DIEMEHTHI KOTO-

PO BBIYUCTSIOTCS 110 (hopMyIie

7/4‘/‘:ai1ﬂ1/+ +amﬂ ( :1""’n)'
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ayy a,
l ail ain
o (04

/. J
ﬂl_i B, 7 Vin
: : 77

Y mn

ﬂll

ﬂnl ﬂnj ﬂnn ynl

2.1.2.4. TpaHcnoHnpoBaHne maTpuubl

. T
Marpuia A Ha3bIBa€TCs TPAHCIIOHUPOBAHHOM 110 OTHOIIEHUIO K MaTpulie A

all aZl

(24 (24
A — 12 22
aln aZn
2.1.3.

aml all alZ aln

a,n T Ay Oy a5,
9 A -

a o (94 o

mn

Onpepgenutens maTpuubl

CBsKEM ¢ KaXI0M KBaJIpPaTHON MATPHUIIEH YUCIO — ONPEACINUTENb MATPULIbI —

0 CIIEIYIOIIeMY MTPaBUITY.

ByeM cunTarh, 4To ONpeIesUTeNh MATPUILIBI (¢, ) TIEPBOIO MOPSIKA PABEH YUCIY «, .

OnpexnenureneM MaTpUILIbI

HOC 0(110(22 — a12a21 .
O0o3HayeHue:

(04
1

de

ay,

A,
ay

ay

BTOPOTO MOPSAKA (a
21

J Ha3bIBACTCA 4YMUCJIO, PaAB-

an | & ap

=040y, — 0y,
Ay

Ay Oy

OnpexnenureneM MaTpULbI TPETHETO MOPSAIKA

Ha3bIBACTCA YUCJIO, PABHOC

Ay
1

(22%)
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18 Mampuunas ancebpa

HpCI[HOJ'IO)KI/IM TCIICPb, UTO OIPCACIINTCIIN MATPHIL], IMMOPAAOK KOTOPBIX MCHBIIC

n, y>X€ BBCICHBLI. OHpeI[eJ'II/ITeJ'IeM MaTpulbl 71-T0 IMOpPAAKa

Oy Oy,
A= Ay Oy 0 Oy,
anl anZ o ann

HAa3bIBACTCA YUCJIO, PABHOC

D=a,M, —a,M,+...+(=1)" a, M

nl nl*

3nech M, (i =1,...,n) — ONPEAECIUTETb MATPULIBI TOpsAAKA 1 — 1:

alz ------ aln

azz ------ azn
A, iy
ai+1,2 """ aHl,n

anz ------ ann

2.1.4. Anrebpandeckoe gononHeHne maTpubl

MuHopoM M, 37€MEHTa ¢, ONPEICIUTENS A HA3BIBACTCS ONPEACIUTENb, TOITY-

YaeMblid U3 JAHHOTO IyTEM BBIYEPKUBAHUSA 3JIEMEHTOB i-Oi CTPOKH M j-TO CTOJIONA,
Ha MEPECEYEHNH KOTOPBIX HAXOAUTCS ITOT AneMeHT. Hanpumep, MUHOpOM 3i1eMeHTa

a,, OyIeT onpeaenuTens

a (04
M 11 12
23

Ay Oy
AunreOpandecKuM JOMOTHEHHEM 4, JJIEMEHTa ¢, Ha3bIBACTCS MUHOP M, 3TOro

AJIEMEHTA, B3STHIM CO CBOMM 3HAKOM, €CJIM CyMMa [ + j HOMEpPOB CTPOKH U CTOJOIIa,

Ha MEPCCCUYCHUU KOTOPBIX PACIIOJIOKCH 3JICMCHT a;, CCTb YMUCJIO YCTHOC, U C IIPOTHU-

BOIIOJIOKHBIM 3HAKOM, €CJIM 5TO YHCJIO HCUCTHOC:

4, =(=1)"M,.

g g
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1.1. Mampuunas ancebpa 19

2.1.5. ObpaTHasa maTtpuua

KBaIIpaTHaH MaTpula Ha3bIBACTCs HCBLIpO)K,Z[@HHOfI, €ClIIn OIMpCACIINTCIIb ATOM

MAaTpPULBI HE PABEH HYJIIO.

Ilycts 4= (a,.j) — HEBBIPOXKJACHHAs MaTpulia rnopsjaka n. [loctpouM HOByIO KBaj-

paTHyI0 Matpuily B mopsika 7 1o cieayomeMy npaBuily: B i-k0 CTPOKY M j-il CTOJI-
Oer Marpuibl B — B mosunuio (i, /) — IOMENIAETCs YUCiIo, paBHOE ajire0bpanye-

CKOMY JIOTIOJHEHUIO A, SJIEMEHTA ¢, MATPULBI A:

all ‘ aln All | Anl
A= a J=>B=|— 4, — |

Jt

anl | ann Aln | Ann
i J

Marpuia B o6agaet cienyommum CBOUCTBOM:
40
AB=BA = =|4e1
0 |4
JIoKa)keM paBeHCTBO AB =|4|e 1.

DneMeHT npousBeneHus AB, Haxopsmuiics B mo3unuu (i, j), BHIYUCIIETCS IO

dopmyie y,; = Z a; Ay Ilpu i = j nomy4aeM pas3iioKeHUE ONMPEIEIUTENS MaTPULBI A
k=1

1o i-0i CTpOKE: y, = Zn:aikA,.k =4
k=1

-1 o
Martpunia A~ Ha3biBaeTcst 0OpaTHOM K MaTpuile A:

A A

Y 4

A'=—B=
4" |4 A
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20 Bexmopnas ancebpa

2.2. BekTopHas anreopa
2.2.1. OnpegeneHne BekTopa

Paccmorpum nBe Touku A u B. [lo coenunsronieMy ux OTpe3Ky MOKHO IepeMe-
iaThCs B JIFOOOM M3 JIBYX MPOTHBONOJOXKHBIX HampasieHuil. Eciau cuurares, Hanmpu-
Mep, TOUKY A HadaJIbHOM, a TOYKY B KOHEUHOH, TO TOT/Aa MOJIy4yaeM HAIPaBICHHBIN
oTpe3ok AB, B Ipyrom ciydae — HampaBieHHbIM oTpe30ok BA. HampaBneHnusie oT-
PE3KH 4acTO Ha3bIBAKOT CBS3AHHBIMU WJIM 3aKpPEIUICHHBIMU BekTopamu. Ha udeprexe

3aJIaHHOC HAIIPaBJICHHUC YKAa3bIBACTCA CTpCHKOﬁ.

A

Puc. 1 Bekrop

B cnydae, korja HavyanbHas U KOHEYHAs TOYKU COBIAJAIOT, A = B, cCBA3aHHBIN
BEKTOP HA3bIBAETCS HYJICBBIM.
CB0OOOHBIE BEKTOPHI — BEKTOPHI, HAYATBHYIO TOYKY KOTOPBIX MOXKHO BBIOMPATH

IIPOU3BOJIBHO, WJIH, YTO TO JKE€ CaMO€, KOTOPBIE MOKHO IPOU3BOJILHO IIEPEHOCUTH Ia-
-

paiienbHo caMuM cebe. CBOOOAHBIN BEKTOp AB OJHO3HAYHO OMpENENieTcs 3aia-

HUEM CBsi3aHHOTO BekTopa AB. Ecnu B kauecTBe HayalbHBIX BBIOUPATH JIHILb TE TOY-

KM, KOTOPBIE JIeXkKAT Ha NPSIMOi, onpeensieMOor 3aJaHHbIM (HEHYJIEBBIM) CBSI3aHHBIM

BEKTOPOM, TO MBI [TIEPEXOAUM K MOHATHIO CKOJIB3SLIEr0 BEKTOPA.

2.2.2. JInHenHble onepauun Hag BEKTopamu

2.2.2.1. CnoxeHne BEKTOPOB

[lycTb 3amanbl 1Ba BekTOpa a U b. Bo3zbMeM Kakyro-HUOYy1b TOUKY O U OTJIOXKUM

- -
OT Hee BEeKTOp a: OA4 =a. OT MOJy4eHHON TOUYKU A OTJIONKUM BeKTOp b: 4B =5. Ilo-
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2.2. Bekmopnas ancebpa 21

JYYEHHBIH B Pe3yJIbTaTe BEKTOP OB Ha3bIBaeTCA CyMMOM BEKTOPOB a 1 b 1 0003Ha-
gaeTcs yepes a + b. DTOT crnocod MoCTpOCHUSI CYMMBI BEKTOPOB Ha3bIBACTCS MPABH-
JIOM TPEYTroJbHHUKA.

CroxeHne BEeKTOPOB KOMMYTAaTUBHO, T.€. JIJIs JIFOOBIX BEKTOPOB CITPaBEJIMBO pa-
BEHCTBO a+b=b+a.

Ecnu oTn0kuTh BEKTOpHI @ U b 0T o0mel Touku O U MOCTPOUTh HA HUX KaK Ha

CTOpPOHAX IMapajuIeIorpaMM, TO BEKTOP 53, uaymui u3 oduiero Hayana O B poTH-
BOIOJIOKHYIO BEPIIMHY IapasuiesorpaMma, Oynetr ux cymmon a + b (umu b + a).
DTOT cnoco0 TOCTPOEHUS CYMMBbI BEKTOPOB HA3bIBACTCS IPABUIIOM Iapajliesio-
rpamma.

[lycTh 3amaHbl TpU BEKTOpa, Hampumep, a, b u c. OTI0XKUM OT HMPOU3BOJIBHOU
- o -
TO4ukd O BEKTOp a: OA = a; OT NMOJIYYEHHON TOUKU A OTJIOXKUM BEKTOp b: AB=5b; OT

TOuku B — Bekrtop ¢: BC =c. Ilo onpenenennto cymmsl OB=a+b U OC =(a+b)+c.

C npyroil CTOpPOHBHI, A%C =b+c WU, 3HAYUT, OQC =a+(b+c). TemM cambM, 1151 TFOOBIX
BEKTOPOB a, b U C BBINOJIHAETCS PABEHCTBO (a +b)+c=a+(b+c), T.€. CIO)KEHUE BEK-
TOPOB accoruaTuBHO. OMycKas CKOOKH, MOXXHO FOBOPUTh O CyMME TPEX BEKTOPOB U
3alUCHIBATh €€ TaK: a+b+c.

AHAJIOTUYHO OMpeeIsIeTcs cymMMa JI000ro 4uciia BEKTOPOB: 3TO €CTh BEKTOD,
KOTOPBIM 3aMBIKAET JIOMaHYI0, IIOCTPOCHHYIO U3 3aJJaHHBIX BEKTOPOB. [IprBEeIEHHBIN
CIIOCO0 CIIOKEHUSI MTPOU3BOJIBHOTO YMCJIa BEKTOPOB HA3bIBACTCS IMPABUIIOM 3aMblI-

Karomiero JOMaHYyIo.

2.2.2.2. YMHOX€EHNEe BEKTOpa Ha YUCIIO

Onpedenenue: CBOOOMHBIC BEKTOPHI @ M b HA3BIBAIOTCA KOJUIMHEAPHBIMU, €CIU
OTIPENICTISAIONINE WX CBS3aHHBIC BEKTOPHI JIS)KAT HA MapaUICIIbHBIX WM COBITAJA0-
IIUX TPSMBIX.

Obosnauenue. a || b.
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22 Bexmopnas ancebpa

Ecin OT70XuTh KOJUIMHEAapHBIE BEKTOpPHl a M b or oOmeit Touku O,

04 = a,O_)B =b, 1o Touku O, A u B OynyT nexats Ha ogHoM nipsiMmoit. [Ipu sTom BO3-
MOKHBI J[Ba ciiy4dasi: TOYKM A 1 B pacrnosararorcst Ha 3Tod npsiMoii: 1) mo ojHy cTo-
pony ot touku O, 2) 1o pa3Hble CTOpPOHBI. B mepBoM citydae BeKTOpHI a U b Ha3bIBa-
IOTCSl OJIMHAKOBO HAIIPaBJICHHBIMHU, @ BO BTOPOM — IPOTUBOIIOJIOKHO HAaIpaBJICH-
HBIMU.

Ecnu BeKTOpBI UMEIOT paBHBIE IJIMHBI U OJUHAKOBO HAIIPABJICHBI, TO OHU PaBHBI.

IIycth @ — BEKTOp, 4 — BELIECTBEHHOE YMUCIIO.

Onpedenenue: TlponsBeeHuEM BEKTOpa a HA YKUCIO A HA3bIBAETCS BEKTOpP b Ta-

Koi, uto (1) [b| =|4|-|a|, u (2) BekTOPBI @ U b 01MHAKOBO (COOTBETCTBEHHO, NPOTHBO-

MI0JIOXKHO) HampaBlieHbl, eciii 4 > 0 (cooTBeTcTBEHHO, 4 < ().

Obo3nauenue: b = Aa.
Onpeodenenue: Bextop, JIMHA KOTOPOTO paBHA €IMHUIIC, HA3bIBACTCS CAUHUY-

HBIM BEKTOPOM, WJIM OPTOM, ¥ 0003HavaeTcs a’,

ao‘ =1
1 a o

Ecnu a # 0, To BekTOp o’ = Ha = H €CTh €IMHUYHBIN BEKTOP (OpT) HaMpaBICHUSA
a a

BCKTOpa a.

2.2.3. KoopgnHaTbl 1 KOMMNOHEHTLI BEKTOPA

Bribepem B mpocTpaHCTBE MPSMOYTONBHYIO JIEKApPTOBY CHUCTEMY KOODIHMHAT.
O6o3HaunM 4epe3 i, j, k eTMHUIHBIE BEKTOPHI (OPTHI) TMOJIOKUTEITHHBIX HAMMPABICHUN
oceit Ox, Oy, Oz. PaccMoTpuM IpOU3BOJIbHBIN BEKTOP a, HAYAJI0 KOTOPOTO JIEXKUT B
Havaye koopauHat O, a koHerm — B Touke A. [IpoBeaem uepes Touky A MIOCKOCTH,

neprneHaukyssipasie ocsim Ox, Oy, Oz. DTO MIOCKOCTH MEPECEKYT KOOPIUHATHBIC

- - -

ocu B Toukax P, Q u R cooTBeTCTBEHHO: a = OP+ 00+ OR .
- -

R
Bektopel OP,0Qu OR KOJIIMHEAPHBI COOTBETCTBEHHO €JMHUYHBIM BEKTOPAM 1, J,

k, mo3TOMY HaMAyTCS YUCHA X, Y, Z TAaKUe, YTO0 OP = xi,0Q = yj,OR = zk.
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2.2. Bekmopnas ancebpa 23

@opMyIia Ha3bIBAETCS PA3IOKEHUEM BEKTOpPA a MO0 BEKTOpaM I, j, k. YKa3aHHBIM
CIIOCOOOM BCSIKUI BEKTOP MOXKET OBITh Pa3JIOkKeH 10 BEKTOpaM i, j, k.

Bexropsl i, j, k monapHO OpTOrOHaIbHBI, U UX JJIMHBI PaBHbI eAuHULE. TPOUKY i,
J, k Ha3bIBAIOT OPTOHOPMUPOBAHHBIM (KOOPJIMHATHBIM) 0a3ucoM (opToOa3ucom).

MoxHO TOKa3aTh, UYTO JUIsl KaXKJOr0 BEKTOpa a pasjoKeHue Mo Oasucy i, j, k
€IMHCTBEHHO, T.€. KOA()(PUIUEHTHI X, V, Z B PA3JI0KEHUN BEKTOPA a 110 BEKTOPaM i, j,
k omnpeneneHbl OJTHO3HAYHO. DTH KO3(P(DUITMEHTHl HA3bIBAIOTCS KOOPAWHATAMH BEK-
Topa a. OHM COBIIAJAIOT C KOOPJAUHATAMH X, ¥, Z TOUKA A — KOHIA BEKTOpa a. MBI
IHUILEM B 3TOM CIIy4ae a = {x, y,z}

Orta 3anuch 03HAYAET, YTO CBOOOJIHBIN BEKTOP a OJHO3HAYHO 33/1a€TCs YIOPSAI0-
YEHHOU TPOMKON cBOMX KOoopauHaT. BekTopsl Xi, yj, zk, cymma KOTOpBIX paBHa BEK-
TOPY a, HA3bIBAIOTCS KOMIIOHEHTaMU BEKTOpA a.

W3 BBINIEU3II0KEHHOTO CIEAYET, YTO ABA BEKTOPA a =1{x,,y,,z,} U b=1{x,,y,.2,}
PaBHBI TOTJ]A ¥ TOJBKO TOT/1a, KOT/1a COOTBETCTBEHHO PAaBHbBI UX KOOPJAUHATHI, T.€.

X, =X,
a=bs iy =y,

Z, =2z,
Pannycom-Bexktopom Touku M (x, y, z) Ha3bpIBaeTCsl BEKTOp T = Xi + yj + zK, uy-

M U3 Havana koopauHat O B Touky M

2.2.3.1. JlnHenHsble onepaumn Hag BeKTopaMmn B KoopanHaTax

ITycTh MMeeM JBa BEKTOPA a = {x,,y,,z,} ¥ b=1{x,,y,,2,}, TAK UTO a = x,i+ y,j + z,k,
b=x,i+y,j+z,k. Ha OCHOBaHMM TIpaBuUJa CJIOXKEHUS BEKTOPOB HMEEM
a+b=xi+y j+zk)+(x0+y,j+z,k)=(x+x,)i+(y, +y,)]+(z, +z,)k , 1IU
a+b={x +x,,y, +,,2, +2,} — IPH CIOKEHHUU BEKTOPOB MX KOOPIMHATHI IIONAPHO

CKJIaIbIBAKOTCHI.

AHAJIOTUYHO MONYYAEM a—b = {x, = X,, ¥, = V5.2, — 2, }.
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24 Bexmopnas ancebpa

Hanee, Aa=Axi+ Ay, j+Azk W da={ix,,Ay,,Az,} — NP YMHOXXEHHU BEKTOPA

Ha 9YMCJIO BCC €Iro KOOPAWHATBI YMHOXKAIOTCA HA 9TO YHUCJIO.

2.2.4. CkansipHoe npounssegeHne BEKTOPOB

[Tycth uMeeM aBa BekTOpa a u b.

Onpenenenne: CKaJISpHBIM POU3BEICHUEM BEKTOpA a HAa BEKTOp b Ha3bIBaeTCs

YUCII0, 0003HAYAEMOE PABEHCTBOM (a,b):|a|-|b|-cosg0=|a|-|b|-cos(a:b), rIe ¢, Wid B

WHOI1 3arHcH (a,b), €CTb YTON MKy BEKTOPaMHU a 1 b.

[TycTh BekTOpHI @ U b 3a1aHbI CBOUMHU KOOPJMHATAMU B OPTOHOPMUPOBAHHOM Oa-
suce i, j, ki a=1{x,,y,.z,}, b=1{x,,y,.2,}.

PaccMoTpuM cKasipHOE MPOU3BECHNE BEKTOPOB a U b:

(a,b) = (xli +yjrzk,xi+y,j+ zzk).

VuureiBas, uto (i, j)=(i,k)=(j,k)=0, (i,i)=(j,j)=(k,k)=1,
noaydaeM (a,b)=x,x, + y,v, +2,2,.

To ecth, eciu BeKTOpbI @ U b 3ajaHbl CBOUME KOOPJMHATAMU B OPTOHOPMHPO-
BaAaHHOM 0a3uce, TO UX CKAJIIPHOE MPOU3BEJICHUE PABHO CYMME ITPOU3BEICHUI OHO-

HMCHHBIX KOOpJHHAT.

2.2.5. BeKTOpHOE nponsseneHne BEKTOPOB

Omnpenenenrie. BeKTOpHBIM MPOU3BECHNEM BEKTOpa a Ha BEKTOpP b Ha3bIBaeTCA
BEKTOP, 0003HaYaeMbIii CHMBOJIOM [a, b] (WK a x b ), TAaKOM, 4TO
1) nnmHa BekTopa [a, b] paBHa |a|-|b|-sing, rIe ¢ — yron Mexmy BeKTOpamu a
nub;
2) BekTOp [a, b] meprnieHaUKYIApEeH BEKTOpaM a M b, T.e. MEepHNeHANKYISIpPEH
MJIOCKOCTH 3TUX BEKTOPOB;
3) BekTop [a, b] HampaBlieH Tak, YTO W3 KOHIIA 3TOTO BEKTOpa KpaTdyalIluii

MOBOPOT OT a K b BUJIEH MPOUCXOSAIUM TPOTUB YaCOBOU CTPEIIKH.
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2.3. Aneopumm ckam-KoHeepcuu mpey2oibHUKd 25

NubiMu cioBaMu, BEKTOPHI a, b 1 [a, b] 00pa3yloT mpaByro TpOHKY BEKTOPOB,
T.€. PacIoJIO’KEHbI TaK, KaK OOJIBIION, yKa3aTeNbHBIA U CPEIHUI Majblibl IPaBOW Py-
KH.

B cnyuae, ecnu BEKTOPbI KOJUIMHEAPHBI, OyJIEM CUUTaTh, 4TO [a, b] = 0.

2.3. Anroputm CKaH-KOHBEpPCUU TPeyroribHUKa

JUis peHjepuHra TpPEyroJibHUKa HCIOJIb30BAJICS AJITOPUTM CKaH KOHBEPCHH.
OTOT aJIrOPUTM IO3BOJISIET UCKIIOYUTh IIOCTAHOBKY TOUEK CMEXHBIX pedep ABYX CO-
pUKacaroUIMXcs TPEYrojJbHUKOB (puc 2). Ha naHHOM pUCYHKE BUJIHO, KaK peliaercs
npoOjema paszfeneHusi oOIUX ToueK. ANTOpUTM 00pabaThIBae€T TPEYTOJIBHUK IO
CTpokaM. J[1s1 BBIYMCIIEHUS! KOOPAMHATHI X UCIIOJIb3YETCSl ypaBHEHHE JIMHUU. (¥ = KX
+ b). Ecniu x koopuHaTa TOUKU COJEPKUT APOOHYIO YacThb, TO KOOPAMHATA OKPYT-
JasieTcst B OOJBILIYI0 CTOPOHY, €CJIM KOOpJAMHATa MPUHAIUICKUT JIEBOW T'paHU Tpe-
YroJIbHUKA, WIA B MEHBIIYIO CTOPOHY, €CIIM KOOpJMHATa MPUHAAJIEKHUT IPaBoOn rpa-
HU TpeyrojpHUKa. Ecian Touka MpUHAANEKUT JIEBOM TpaHH TPEYTrOJbHHKA U TPU
3TOM HE UMEEeT APOOHON YacTH, TO TOUKa cTaBuTCA. Ecnu Takast TouKa mpuUHAATICKUT
IpaBoOi TpaHW TPEYroJbHHKA, TO TOYKa HE CTaBUTCSA. Eciu y TpeyroipHUKa €CTb
HWDKHSISL TPaHb, TO TOUKH, IPUHAJIeKAIINE HUKHEN TpaHu, He cTaBaTca. B mpouecce
BBITIOJTHEHUS] CKaH KOHBEPCUU TPEYTOJbHUKAa HEOOXOJUMO BBISICHATH, KaKkas U3 Tpex
TOUYEK TPEYTOJbHUKA SBIISAECTCA BEpXHEH (MMEET caMyro Majylo ) KOOpJAMHATY), a Ka-
Kas HIDKHEN (MMeeT camyro OOJIBIIYIO ) KOOpAUHATY). MOXKeT BOSHUKHYTh TaKas CH-
Tyalus, KOTr/ia y TPEYrojibHUKa €CTh BEPXHsA IpaHb. Toraa HeBO3MOKHO OMPEIEIUTh
caMyl0 BEpXHIOIO TOUKY. Tornma anropuTM pucCyeT TPEYroJbHUK HE C BEpXHEH TOUKU
110 HW)KHEH, a ¢ HUOKHEH TOYKM 10 BepxHeu. Takyke BO BpeMs MCIOJHEHUS alTrOpUT-
Ma TPOUCXOIUT OWIMHEHHAs MHTEPHOJSALMS 1[BETa MUKCEJIeH M Z-KOOpAWHAT Bep-
MIMH. DTH ACWCTBUS HEOOXOIMMBI JIJISI MOJETHN 3aKpacKH TpeyroyibHuka mo ['ypo u

TSl peanu3aiuu ajaropurma Z-oydepa.
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Puc. 2 Ckan-koHBepcus

Hwuxe npuBeieH anroputm CKaH KOHBEPCUU TPEYTOJIbHUKA:

ana Kaxaou CTPOKU MNMUKCENOB:

{

OKpYrnnTb_B_bonblyw_cTopoHy (KoopauHaTa_Ha4vana_CTPOKK) ;
OKPYI/INTb_B_MeHblyl_cTopoHy (KoopAauHaTa_KOHLA_CTPOKW) ;

Ecnn KoopAuvHATA_KOHUA_CTPOKM — uenas, TO
KoopauHaTa_KOHUA_CTPOKU——;

PucoBaTb_CTpoKy (KoopamHaTa_Ha4vana_CTpOKM,
KoOpAMHATA_KOHUA_CTPOKN, TeKkyuwas Tpoka);

2.4. Anroputm Z-6ydhepa

B mpomiecce penaepuHra Ha 3KpaH HEOOXOIUMO CTaBUTh TOYKH. DTO HYKHO JJIS
MOSIBJICHUST HA SKpaHE OYepeqHOro TpeyrojbHuka. Ho TpeyrompHUK MOXKET OBITH
YaCTHYHO WJIM MOJHOCTBIO CKpBIT. Heobxoaumo pemmuts npobiaemy, CTaBUTh JIH TOY-
KU WK HET. DTy npobiieMy peuiaeT alroputM Z-0ydepa. Mues storo anroputma co-
CTOUT B TOM, YTO Y Ka)KJIOTO ITUKCENS €CTh z-KoopauHaTa. [Ipu moctaHoBKe MuKcens
aJITOPUTM TPOBEPSET, Z-KOOPJAMHATA KAKOW TOYKU OOJIBLIE: TOM, KOTOPYIO YyXKe IO-
CTaBHJIM, WJIM KOTOPYIO HY>KHO CTaBUTh B TEKyIIHid MOMEHT. [locKonbKy It pea-
JU3aIUU 3TOTO ajIropuT™Ma TpedyeTcss MHOTO MaMsTH (HalpuMmep, A pa3pelieHUs
1024x768x256 neobxoaumo 1.5 M6 RAM). [lia paboTel ¢ TakuM 00BEMOM MaMSTH
UCIoJb3yeTcs paciupeHHas namsitb — XMS (eXtended Memory Specification).

Huxe npuseneH anroputm z-0ydepa:

November 13, 2008 11:24 PM -- 28



2.5. Hcnonvzoeanue 0601HOU Oyghepuzayuu ¢ UCnoib308anuem pacuupernon navsmu 277

Npoueaypa CTtaBuTb_Touky (X, Jy, Z, UBeT)

{
eCc/iM CTapas Zz-KoopAuHATa > HOBAsA Z-KoopAuHaTa, TO
{
cTaBb_To4Ky (X, ), uBeT);
cTapasa z-KoopAaumHaTa = HOBadA Z-KoopauHaTa
}
nHave
/¥ TOYKA NEeXUT HUXE KAKOM-TO MOBEPXHOCTHU,
HM4Yero He paenaem */
}

2.5. Ucnonb3oBaHne aBoMHOM Bydepusauumn
C UCNONb30BaHUEM pacLUMPEHHOMN NaMATH

[TpunoxkeHue co3aeT Ha dKpaHe aHUMUpPOBaHHOE u3o0paxenue. /st aToro Tpe-
OyeTcs ero nocTosiHHas nepepucoBka. [lpu 3Tom nosiBisieTcst npodieMa MoCcTOSIHHO-
ro MepuaHus u300pakeHHus Ha 3KpaHe MoHMTOpa. OJHOM M3 TEXHOJIOTUM, MO3BO-
JSIFOIIMX PELIUTh AaHHYIO MpoOJieMy SBIISETCS TEXHOJIOTHUS IBOWHOUN Oydepusarium.
Wnest naHHOM TEXHOJIOTHH COCTOUT B TOM, UYTO MPHJIOKEHHUE BBIMOJIHIET BCE MPOMeE-
KYTOUHBIE JACHCTBUS (CTUpAHUE U300paKEHUS, €ro MOBTOPHYIO MEPEPUCOBKY) HE B
BUJICOMAMSITH, a B KaKOU-IMOO0 00JIacTH MaMsITH, KOTOpas 3aTeM KOIUPYETCsl Ha 3K-
pan. [IpousBoautenu rpadpudeckux KapT 700aBUIU TaKME BO3MOKHOCTH B CBOH IIPO-
IYKTBI, HO 1oJ yrpaieHueM MS-DOS Takast TEXHOJIOTUS, KOTOpas UCIOJIb3YET He-
CKOJIbKO BHJIEOCTpaHHUIl U Ha3biBaeTca page flipping, gocTynmHa Ha O4YeHb HU3KHX
paspemenusx (Hampumep, 320x240x256). A Ha Oojee BBICOKMX MPUXOIUTCS WC-
M0JIb30BaTh COOCTBEHHBIE Oydepa, KOTOpble HE pabOTAIOT JOCTATOYHO OBICTPO IS
KayecTBEHHOM aHuManuu. Ho 3Ta TeXHONOTrUs MO3BOJISET MOJHOCTHIO PEUIUTh MPO-
OnemMy MeplaHus U300paKeHUs U MOATOMY HCHOJIb3YETCs allTOPUTMAaMH PEHECPUHTA
u3zo0paxenus. [lockoabKy, Kak ¥ anropuTtm z-Oydepa, anroputM ABOWHON Oydepu-
3alMu TpeOyeT OYeHb MHOI0 naMatu (Hampumep, uist paspewmeHus 1024x768x256

HeoOxoaumo 768 k0 RAM), niist ero peanuzaiuu ucnojb3yercs XMS.
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2.6. Mogenb 3akpacku u ocBeLleHuUs

VY Kaxk/10M BepIIMHBI €CTh MO3ULIMS U HOpMasb. HopMans — 3T0 nepneHanuKyisip

K [IOBEPXHOCTH. B clieHe NpucyTCTBYIOT HICTOYHUKH CBETA.

N

Puc. 3. K pacuery ocBemenus

AJNTOpPUTM peHJepUHTa CUUTAET TONbKO nuddysnoe unu JlamGepToBO OCBelie-
Hue. Ilycte y Hac ects aBa BekTtopa: N — HOpMaib U / —HamnpaBJIeHUE HA UCTOYHUK
cBera. I HOpMasb, U HampaBJICHHE HAa CBET JIOJDKHBI ObITh OPTOHOPMHUPOBAHHBIMH,
T.€. UX JJIMHA JOJDKHA PaBHATHCA eauHulle. IHTEHCUBHOCTh CBETa paBHA CKaJsp-
HOMY MPOU3BEICHUIO HAIIPaBJICHUS HA UCTOYHHUK CBETA HA HOPMAJIb.

P=I-N

Takyto moaensb npeioxui JlamOepT, modTOMYy U MOJIENh Ha3BaJN JIaMOEPTOBOM.

CyIecTByeT TpU MOJIENN 3aKPACKH TPEYroJbHUKA: IIockKas, mo ['ypo u mo doHry.
[Tnockas Mozenb 3aKpacku HE MOXKET aJieKBaTHO IEPeAaTh OCBEIIEHHE OOBEKTOB, TaK
KaK TPEyTOJIbHUKY Ha3HAYaeTCs OJIMH IIBET, U HE MPOUCXOIUT TIABHBIX I[BETOBBIX TIEpe-
XOJIOB TI0 TOBEPXHOCTH TpeyroyibHuKa. Mopens 3akpacku o MoHry Hanbosee peau-
cTruHO TiepenaeT 3(pPeKThl OCBEmeHus, TaK KaK MPU CKaH KOHBEPCHH TPEYroJbHHUKA
MIPOUCXOUT WHTEPHOJAIMS HOPMAJICH M OCBEIICHUE BBIYUCISETCS B KAKIOW TOYKE.
DTO BBIYHCIUTEIBHO JOPOTO, M TaKask MOJIEIh MCIIOJIb3YETCSl TOJBKO B alliapaTHOM pea-
JIM3aIAA, KOTOPasi MPUCYTCTBYET JIUIITh Y HANOO0JIee TOPOTUX BHICOKAPT.

Ecnu TpeyronbHUK 3akpammBaeTcs mo ['ypo, TO BBIYUCIISETCS IBET BEPIIHH TpPe-
YTOJBHUKA, & 3aT€M MPOUCXOIUT WHTEPIOJISIIHS I[BETA O TUIOIAAN TPEYTOJIbHUKA:

Step = (color2-colorl) / dy,
rae color2 u colorl — 11BeTa BEPIIMH TPEYTOJIbHUKA, d) — PACCTOSHUE TI0 OCH )

OT OJTHOW BEPILIMHBI TPEYTOJIBHUKA 10 APYTOM.

November 13, 2008 11:24 PM -- 30



2.6. Mooenv 3axpacku u oceeujenst 29

x1, yl, colorl
x2, y2, color2

x3, y3, color3
Puc. 4 bununeitnas uarepnossinud no ['ypo

DTO MO3BOJISICT AOCTATOYHO PCAJIUCTHYHO IICPCIaBaATh 3(1)(1)GKTI>I OCBCHICHMA, IIPU

9TOM IMOAJACPIKHUBAA ITPUCMIICMYIO ITPOU3BOJNUTCIIbHOCTD.
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maBa 3.
CocTaB M CTpyKTypa nporpamMmmbl

1.1. Peanusauua npoekra
3.1.1. CTpyKkTypa nporpammsol

[Iporpamma cocroutr u3 AByx udacted. OnHA 4acTh 3aHUMACTCS PEHIACPUHTOM
NPUMHUTUBOB U HamucaHa B ctuie Direct3D 8.0. OTa yacth nmporpamMMmbl criocooHa
KOMITHWJIMPOBAThCA TOJ TpeMsl pa3ivuHbIMU KoMmmuisitopamu: Borland C++ 3.1,
GCC, Microsoft Visual C++ 6.0. Jlpyras yacte mporpaMmbl co3faeT UHTepdeic
nosib3oBatesst. Coznanue u oOpaboTka kHOnok B ctuwiie Windows API 3HauntensHO
Obl pacHIMPUIIO M YCIOKHHWIIO Tporpammy. Takke B MpOrpaMMme He HMCHOJb3yeTcs
MbIlIb. KHONIKM ynpaBisitoTCs MpU MOMOIIK KiaBuaTypbl. Ko ux co3ganus pasnu-

YCH JJIA KaXXKI0ro KOMITMJIATOPA.

3.1.2. Onncanune amynauum nutepdgenca Microsoft Direct3D 8.0

s smynsiuuu uatepdeiica Microsoft Direct3D 8.0 65110 coznano yeTsipe Kiac-

ca: [lUnknown, IDirect3D8, IDirect3DDevice8, IDirect3DVertexBuffer8 (puc 3)
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|Unknown

IDirect3D8 IDirect3DDevice8

IDirect3DVertexBuffer8 I

Puc. 5. HacienoBaHnue kiaaccoB

3.1.3. Knacc I[Unknown

Bce o0nexTol nntepdeiicoB Direct3D 8.0 co3gatorcs npu nmoMoniy GyHKIHMA, KO-
TOpbIE TPEOYIOT yKa3aTelb Ha yKa3areidb Ha Oynymuil o0bekT. BHyTpu »THX QyHK-
Ui OOBEKT CO3/1aeTcsl AMHAMUYECKU — IPU NOMOULIM omneparopa new. Bo3zHukia
npoOjemMa yTEUKH MaMsITH, TaK KaK JUHAMUYECKUA CO3JaHHBIM OOBEKT HEOOXOIUMO
SBHO yJIaJsiTh Npu nomoiu onepartopa delete. B rexnonoruu COM, Ha ocHOBE KOTO-
poii Hanucad Direct3D nox Windows aiist yaaneHus oObEKTOB UCIONb3YeTCs (PyHK-
musi Release(). B 6ubnuoTexe saMyssiiuu Takke MPUCYTCTBYeT 3Ta (yHKuumsA. s
ynaneHuss o0bekToB QyHkius Release() Obuta cienana BUPTyaJlbHOW M 1O yMOJTYa-

HUIO ynansia TeKymuid o0bekT (delete this).

Dyuxyus Onucanue

Release() JanHast GyHKIMS UCIIOIB3YETCs JUJIs yIAJICHUs] TEKYIIEro 00b-
exta. [lepeonpenensercs B MpPOU3BOJHBIX Kilaccax Tak, YTOOBI
OOBEKTHI YJAISIM JTaHHBIE JOYEPHUX 00BEKTOB. OO0s3aTEIBLHO

JA0JIDKHa BBI3BIBATHCS IIPHU 3aBCPIICHUHN ITPOI'PAMMBEIL.
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3.1.4. Knacc IDirect3D8

JlaHHBIN KJIacC UMEET TOJIbKO OJIHY MOJIE3HYI0 (PUKIIMIO, KOTOpas CO3[aeT 00b-

ekThI Ki1acca IDirect3DDevices.

Dyuxyus

Onucanue

CreateDevice() | Jannas ¢yHkus co3maer o0bekThl Kiacca IDirect3DDevices.
[Ipu 3aBepiieHUH MPOrpaMMBbI 00SI3aTEIBHO JT0DKHA BBI3HIBATH-

cs ero (pynkuus Release.

3.1.5. Knacc IDirect3DDevice8

SIBnsieTcss OCHOBHBIM KilaccoM OubnmoTeku. [Ipu momomu 0oOBEKTOB 3TOr0 Kiac-

Ca OCYHICCTBIACTCA YIIPABJICHHUC ITPOLHCCCOM PCHACPUHI'A IIPUMUTHBOB U COOCTBEHHO

caM IpOLIECC PEHICPHUHTA.

Qyukyus

Onucanue

SetRender State()

[Ipu moMomnu naHHOW (PYHKUIMU MUMEETCS BO3MOXKHOCTD
KOHTPOJIMPOBATh Ipoliecc peHjepunra. Hanpumep, Mox-
HO BKJIIOYUTh WM OTKJIIOYHMTH OCBEICHHE, HA3HAYUTh
ypOBEHb (POHOBOT'O OCBEIIECHHS WJIM HAa3HAYUTh MPOPH-
COBKY TOJIbKO TIPOBOJIOYHOW MOJENH (IPOPUCOBBIBAIOTCS

TOJIBKO I'PaHH, HE BBIITOJIHACTCA 3aJIMBKa Tpeyro.TIBHI/IKOB).

CreateVertexBuffer()

Cozmaer Oydep BepmuH (00bekThl Kiacca IDi-
rect3DVertexBuffer8), manubie KOTOPOro MCHoONB3YIOTCS
B IIpoliiecce peHaepunra. B 0ydepe nomkHa pacnonararh-

cst uH(popMalKs 0 KOOPJIMHATAX U HOPMAJIAX O0BEKTA.

Clear()

JlanHas GpyHKIMS MpeIHa3HauYeHA JUIS OYHUCTKHU COJICPIKH-

Moro O0ydepa uBeta u z-0ydepa.
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Dyukyust Onucanue
SetMaterial() VYcraHaBiuMBaeT TEKyIIMM MaTepual O00BEeKTa, T.€. Kak
00BEKT OyAEeT B3aUMOJICCTBOBATh CO CBETOM, IIBET O0B-
€KTa ¥ T.1I.
SetTransform() CymectByer Tpu Buja MpeoOpa3oBaHUs: MHPOBOE, Ka-

Mephl U nepcrekTuBHoe. Kaxapiii 00bekT, BepHee Habop
€ro BepIINH OOBSABISETCS B CBOEM JIOKAJILHOM MPOCTPaH-
ctBe. Marpunia mupoBoro mpeodpaszoBanus (World ma-
trix) CIyXuT 1 IpeoOpa3oBaHusi KOOPJMHAT 0OBEKTA U3
€ro JIOKaJibHOTO mpocTpaHcTBa (x1, y1, z1) B MupoBoe (X,
y, z) (puc. 4). Marpuna npeobpazoBanus kamepsl (View
matrix) CIyXHuT Jyuisl IpeoOpa3oBaHusi U3 MUPOBOTO MPO-
cTpaHcTBa (X, y, Z) B IpOCTpaHCTBO Kamepsl (x1, yl, zI)
(puc. 5). A Marpuiia IepCHeKTUBHOTO MPeoOpa3oBaHUS
(Projection matrix) CIIy)XKUT JJIsS TIEPCIIEKTUBHON KOPPEK-
U N300pakeHHs (C YBEIMYECHUEM DPACCTOSIHHUS OT Ha-

Omro1aTesnst pa3Mepbl 00bEKTa CTAHOBSITCS MEHBIIIE).

DrawPrimitive()

BrinonHseT peHAEpHHT OJHOTO WM HECKOJbKHX Tpe-
YyrOJIbHUKOB. MCIonb3yeT BEpIIMHBI Kak CIUCKH Tpe-
YrOJIBHUKOB (pHC. 6) WM KakK BEPIIMHBI LENOYKH Tpe-

YTOJBLHUKOB (puc. 7).

Present() JlanHast QYHKIHS BBITIOTHIET KOMHUPOBAHKUE COMEPKUMOE
Oydepa 1BeTa B BUACOMaMsITh, YTO MPUBOJUT K OOHOBIIE-
HUIO U300paKeHUs Ha HIKpaHEe MOHUTOPA.

SetStreamSource() YcranasnuBaet Oydep BEpIIMH B Ka4eCTBE TEKYIEro Oy-

depa, orkyna 6epeT uHGOpPMALMIO O MO3UIMA U HOpMa-
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Qyukyus

Onucanue

asx BepiiuH QyHkius DrawPrimitive.

SetLight()

YcraHaBauBaeT UCTOYHMK CBCTa, C HUCIIOJIb30BAHHUCM KO-
TOPOTI'O0 BBIYUCIIACTCA OCBCHICHUC. Bcero MoxkeT OBITH a0

BOCBbMH UCTOYHHKOB CBCTaA.

LightEnable()

[Tocne BbI3oBa (ynkiuu Setlight ycranoBieH HOBBIM ucC-
TOYHHK CBETA, HO €r0 HY)XHO CJeJIaTh JOCTYINHBIM (yKa-
3aTh, YTOOBI OH HCIIOJB30BAJICS MPU BBIYUCICHUU OCBE-

IICHMUS ).

Release()

OyHKIMSA OYHUIIAeT cojepkumoe Oydepa 1pera u z-0y-

depa, a Taxke yaanser ceds camoro (delete this).

¥ ¥ .
1
5 P,

Puc.4. Muposoe npeoOpazoBaHue
KOOpJIMHAT

V3
V,

Vi
Ve

Vs

Puc.6. Cniucok TpeyroibHIUKOB
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3.1.6. Knacc IDirect3DVertexBuffer8

JlaHHBIN KJlacc mpejacTaBiseT coboit Oydep BepiivH. B HEM XpaHITCS KOOpIU-

HAThl 1 HOPMAJIK TOYEK, KOTOPHIE UCIIOJIb3YIOTCS IIPU PEHICPUHTE.

QynKyus Onucanue

Lock() ®dyHKIHS BO3BpaIllaeT yKa3aTellb Ha MacCUB BHYTPEHHHUX JIaH-
HBIX, KOTOPBIH TOTOB K 3allOJHCHHIO KOOPAHMHATAMH W HOpMa-

JIIMH TOYCK.

3.2. OnuncaHne BcnomMmoraTtenbHbIX KnaccoB

3.2.1. Knacc CBackBuffer

Kiacc npeacrasnsier codoit 6ydep usera (Oydep, rae rpanutcs uHbopmaius o

[[BETaX MUKCEJICH ), UCTIOJIb3yEeMbIi ITPU TEXHOJIOTUU JIBOMHOM Oydepuzammu.

DynKyus Onucanue

Alloc() ®dyHKIUs 3aKa3bplBaeT B pacHimpeHHOW mamsaTtu Oydep, mocra-

TOYHBIN TSI XPAHEHHS BCEX MUKCEIIEN IKpaHa MOHUTOPA.

GetScanLine() | JlanHas GyHKIHS BO3BpaIaeT CTPOKY MUKcenei. Takol crmocod
ynoOeH Juis alroputMa CKaH KOHBEPCHH, KOTOPBIH 0oOpabdathi-

BacT I/I306pa)KGHI/Ie 10 CTPOKaM.

SetScanLing() | /laHHas ¢GyHKIUS OOHOBISET COICPKUMOE CKAaH CTPOKH JIaH-
HBIMH U3 BpeMeHHOTro Oy(depa. HoBble nanHbIe MOTyYarOTCs MO-
cjie 00pabOTKHU aJITOPUTMOM CKaH KOHBEPCUHU OYEPEIHOU CTPO-

KH.

November 13, 2008 11:24 PM -- 37



36 Onucanue 8cnomo2amenbHvix Kiaccos

Dyuxyus Onucanue

Dealloc() OyHKIuUs 0cBOOOXKAaeT Oydep B pacuimpeHHON naMsaTu. BoeI3bl-

Baetcs Pynkiueit Release kiacca IDirect3DDeviceS.

Clear() 3anonHsAeT coaepkuMoe Oydepa YepHBIM I[BETOM.

Flip() OyHKIUS KOMMUPYET coaepkumoe Oydepa Ha dKpaH.

3.2.2. Knacc CZBuffer

Bo mHorom ananoruyen kinaccy CBackBuffer, Ho ucnonb3yercs nns peanuzauuu

anroputMma z-0ydepa.

Dyukyus Onucanue

Alloc() OyHKIUS 3aKa3bIBaCT B paclIMpeHHOW mamstu Oydep, mocra-
TOYHBIN JUISI XPAHEHUSI BCEX Z-KOOPIUHAT IMHUKCENEeH 3KpaHa Mo-
HuTOpa. Pasmep kaxxgoro snemeHTa paBHO 2 Oaiita (MCHOIB3Y-

eTcst Tun short int).

GetScanLineg() | JlanHast pyHKIHS BO3BpAIIaeT Z-KOOPAMHATHI CTPOKU ITUKCETICH.
Takoi#t cmoco6 ymoOeH 1jisi anropuTMa CKaH KOHBEPCHUH, KOTO-

phliii 00pabaTbIBaeT N300paKEHHUE 1O CTPOKAM.

SetScanLing() | lanHass (yHKIUS OOHOBISIET COJIEPKMMOE CKaH CTPOKH JaH-
HBIMH U3 BpeMeHHOro O0ydepa. HoBble 1anHbIe MOTYYarOTCs MO-
cie 00pabOTKH aITOPUTMOM CKaH KOHBEPCHH OYEPEHON CTPO-

KH.

Dealloc() ®dynkus ocBobokaaeT Oydep B pacIMpeHHON MamsTH. BbI3bI-

Baercsa QpyHkuuei Release kiacca IDirect3DDevice8.

Clear() OuniaeT coAepKUMOe MaKCUMaIbHOM z-koopauHaToit (0xfffY).
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naBa 4.
UHCTpYKUUA no akcnsyaTaumm

1.1. AnnapaTHble 1 NporpaMmmMHble TpeboBaHUA

MuHuMalbHbBIE annapaTHbIE TPEOOBAHUS:
Windows-Bepcusi:

— TIpoueccop: Pentium 166 MMX

— RAM: He menee32 M6

— Ycranonnennsiii DirectX 8.0

— Buneokapra xenarenbHa ¢ anmapaTHbIM yckopenuem 3D rpaduku
DOS-Bepcuu:

— TIlponeccop: Pentium 133

— RAM: He menee 4 M6

— Buneokapra, noanepxusaromas suaeopexuM 1024x768x256.

4.1. OnncaHue nporpamMmmbl

[Tpu 3amycke mporpaMMbl OSIBISIETCSI OKHO, Ha KOTOPOM BpaIieTcss reoMeTprude-
ckas Qurypa (puc. 8). BHU3Y pacmnonoxeH psja KHOMOK. KHOMKYM ympaBisitoTcs: ipu
TIOMOIIN KJIaBHATYPBHI.

Ecau Mb1 HaxkxMeM kiaBuIny «1», To MOSIBUTCS U300pakeHue Kyoa (puc. 8).

Kiapuma «2» — n3obpakenue nuinunaapa (puc. 9), «3» — chepsl.

Ecnu Mb1 HaxkMeM KJaBUIY «4», TO MOSBUTCS U300paKEHUE MOJIETH MTPOKEKTO-
pa (puc. 10).

Ecnu Mbl HO)KMEM KIIaBHIILY «6», TO BMECTO TEKYIIEH MOJIENU MOSIBUTCS €€ MPOo-

BOJIOYHAst Mozieb (puc. 11), «5» — BO3BpaT B peKUM C UCIIOIH30BAHUEM 3ATUBKH.
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Knonka «7» nnm Esc — BpIX0 U3 POrpaMMBl.

i Direct3D Application ﬂ i Direct3D Application ﬂ

1— Cube 2 — Cylinder 3 — Sphere 4 — Lamp 1 — Cube 2 — Cylinder 3 — Sphere 4 — Lamp

5 — Solid ‘ b — Wireframe ¥ — Exit 5 — Solid 6 — Wireframe 7 — Exit
Puc. 8. Mogens ky6a (knaBuma «1») Puc. 9. Monens nununapa (kaaBumia «2»)
ﬁ x

1—Cube 2 — Cylinder 3 — Sphere 4 — Lamp 1 — Cube 2 — Cylinder
5 — Solid 6 — Wireframe 7 — Exit 5 — Solid 6 — Wireframe 7 — Exit

3 — Sphere 4 — Lamp

Puc. 10. Moaens npoxekTopa (kiaBuiia «4») Puc. 11 [IpoBonounas mojensb (KiaaBuiia «6)
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naBa 5.
3akn4yeHue

5.1. JocTnxxeHne coemectnmocTtn ¢ Windows
Ha YpOBHe UCXOAHOro Kkoga

Koneuno e, moaHOM COBMECTUMOCTH cO BceMH Bo3MokHOCTIMu OC Windows
Ha YPOBHE MCXOJIHOT'O KOJIa JIOCTUTHYTh HE ynanock. OHaKO Takas 3ajaya U He CTa-
BWIach. B paboTe ObUIM AMYJIMPOBaHbI TOJILKO T€ OCHOBHBIE BO3MOXHOCTH, KOTOPBIC
HE00XOAUMBI 17151 (PYHKIIMOHMPOBAHUS MpOoCcTerero npuioxenus nojg Windows.

He npennonaranock, uro oauH u 10T ke EXE (aitn Oyaer anexkBatHO paboTaTh
noa Windows, u nog DOS. Ipennonaraiack BO3MOXHOCTh KoMmnuisituu oa DOS ¢
ucnojib3oBanueM kommuisitopa Borland C++ 3.1 1 BO3MOKHOCTh KOMITHJISLIUN 1101
Windows ¢ ucnonbszoBanueMm kommmisitopa Microsoft Visual C++ 6.0 1 npaBusibHOE

HCIIOJTHCHHUEC COOTBCTCTBYIOIIUX BepCI/IfI IMpOrpaMMBal.

5.2. Ucnonb3oBaHMe NONMTHO3KPAHHOro pexuma

['ox Hazan, B 8 kilacce, aBTOpoM Obljla HamucaHa rpadudeckas OKOHHas O0ubano-
Teka. OHa paboTtana B pexkxuMe SVGA, ucnosp30Baja pacuIMpeHHYI0 NaMsITh U OCHO-
BbIBAJIaCh Ha cTpareruu JBoiHON Oydepuzaunuu. Ho ee untepdeiic (API) BBuay He-
OMBITHOCTU pa3paboTunka ObuT nepeycnoxHeH, u amyisinus APl Windows npu mo-
MOIIIM OKOHHOM OMOIMOTEKH OKa3allach Ype3BbIUAWHO CIIOKHOW. J{Jisi mpeogosieHus
ATOTO OTPaHUYCHUSI MPUIOKEeHHe, padoTas u noj ymnpasienueM OC DOS u non

ynpasieHuemM OC Windows, HCTI0JIB3YET OJTHOIKPAHHBINA PEKUM.
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Buvisoowl

5.3. BbiBoAabI

B pabore:

bbu1 cOo31aH KOHBENED PEHIEPUHT A

boutn amynupoans! Gyaknun Windows APIL.

bt smynupoBan unrepdeiic Microsoft Direct3D 8.0
bruna co3mana 1eMoHCTpalMoHHas porpaMmma

brina co3manbl Bepcuu OMOIMOTEKH 01 Pa3TUYHbIE KOMIMIISITOPHI

6. Uicnonb3yemasn nutepaTtypa

. M.JI.LKpacnoB, A.N.Kucenes, I'.11.Makapenko, E.B.IlIlukux

. B.M.3ansamun, C.K.Co6oneB. Bes Beicias matemaruka. Tom 1. M., 2001.

. 0. Ditnxken. [porpammuposanue Ha OpenGL. M., 2001.

. b. Ctpayctpyn. A3bik nporpammupoBanns C++. 3-e uzn. CII6, 2001.

. . Kopn., T. Kopna. CripaBo4HHK 110 MaTEMaTHKE JIJIs1 HAYYHBIX pAOOTHIUKOB

U uHxeHepoB. M., 1972.
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NMpunoxeHwue.
UcxoaHble TeKCTbl Nporpamm

N.1. NnatdopmHO-HE3aBMCUMbIN KOL

dann WinMain.cpp

#include "winlib.h"
#include <stdio.h>
#include <time.h>

#include "Ctrls.h"

#define SAFE_RELEASE(m) if (n) { n->Release (); n = NULL; }
HWND hwnd;

void onInit ;
void onRender ();
void onbestroy ();

void CreateCylinder (float height, float radius, int stacks, LPDIRECT3DVERTEXBUFFER8 TpVB);
void CreateSphere (float radius, int slices, int stacks, LPDIRECT3DVERTEXBUFFER8* 1pVB,
_ LPDIRECT3DINDEXBUFFER8* 1pIB);
void CreateHalfsphere (float radius, int slices, int stacks, LPDIRECT3DVERTEXBUFFER8* TpVB,
_ o LPDIRECT3DINDEXBUFFER8* 1pIB); _
void BuildLines (float radius, int slices, int stacks, D3DXVECTOR3* pPoint,
LPDIRECT3DVERTEXBUFFER8* ppLines, LPDIRECT3DINDEXBUFFER8* ppIB);
#define RENDER_SPHERE

int CurrentObject = 4;
HINSTANCE hInstance;

BOOL bChanged = FALSE;
int FillMode = D3DFILL_SOLID;
struct MyvVertex
D3DXVECTOR3 pos, normal;
Myvertex (float x, float y, float z, float nx, float ny, float nz) :
pos (x, y, 2), normal (nx, ny, nz) { }

3
struct Linevertex

D3DXVECTOR3 pos;
DWORD Diffuse;

#define D3DFVF_LINEVERTEX (D3DFVF_XYZ | D3DFVF_DIFFUSE)
?3DCOLORVALUE GenColor (float r, float g, float b)

D3DCOLORVALUE res = { r, g, b, 1.0f };
return res;

#define D3DFVF_MYVERTEX (D3DFVF_XYZ | D3DFVF_NORMAL)
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#define SLICES 10
#define STACKS 20

#define LINESL 1
#define LINEST 20

BOOL bPause = FALSE;
LRESULT CALLBACK WndProc (HWND hwnd, UINT nMsg, WPARAM wParam, LPARAM TParam)

PAINTSTRUCT ps;
HDC hdc;

switch (nMsg) {

case WM_DESTROY:
PostQuitMessage (0);
onDestroy ();
break;

case WM_KEYDOWN:
if (wparam == 32) bPause = !bPause;
ProcesscControls (wparam);
break;

case WM_PAINT:
hdc = BeginPaint (hwnd, &ps);
onRender (;
onPaint (hdc);
EndPaint (hwnd, &ps);

break;
default: )
return DefwindowProc (hwnd, nMsg, wParam, 1Param);
return 0;
}
INT APIENTRY WinMain (HINSTANCE hInst, HINSTANCE, LPSTR, int)
{

hiInstance = hInst;

MSG msg;

WNDCLASS wc;

ZeroMemory (&wc, sizeof (wc));

wc.hCursor = LoadCursor (NULL, IDC_ARROW);
wc.hIcon = LoadIcon (hInst, IDI_APPLICATION);
wc.hInstance = hInst;

wc. IpfnwndProc = wWndProc;

wc.TpszClassName = "MAIN WINDOW";

wc.style = CS_DBLCLKS;

RegisterClass (&wc);

hwnd = CreatewindowtEx (0, "MAIN WINDOW", "Direct3D Application",
WS_POPUP | WS_CAPTION | WS_SYSMENU, 100, 100,
526, 600, NULL, NULL, hInst, NULL);

onInit Q;

Showwindow (hwnd, SW_SHOW);
Updatewindow Chwnd);
CreateControls ();

BOOL bEXit = FALSE;
while (!bExit)

if (PeekMessage (&msg, NULL, O, O, PM_NOREMOVE))

GetMessage (&msg, NULL, 0, 0);
TranslateMessage (&msg);
DispatchMessage (&msg);
if (msg.message == WM_QUIT)

! bExit = TRUE;

else
onRender Q;

onbestroy ();

DeleteControls ();
return 0;
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LPDIRECT3D8 1pD3D = NULL;
LPDIRECT3DDEVICES8 lpDevice = NULL;

LPDIRECT3DVERTEXBUFFERS 1pvB [10]
LPDIRECT3DINDEXBUFFER8

¥01d CreateObject (int index)

}

MyVertex* lpData
float w = 0.5f;
float h = 0.5f;
float d = 0.5f;

switch (index) {
case 1:

= NULL;

1p1B [10]

{ NULL };
{ NULL };

1péevice—>createVertexBuffer (24 * sizeof (Myvertex), 0,
D3DFVF_MYVERTEX, D3DPOOL_DEFAULT, &1IpvB [0]1);

TpvB [0]->Lock (0, O,

TpData
TpData
TpData
TpData

TpData
TpData
TpData
TpData

06 I\JC;U;$; 'U;FJ¥JED
[ Tt TR T R e T T

Tpbata [8] =
lpbata [9] =
Tpbata [10]=
TpbData [11]=

TpData [12]
Tpbata [13]
TpData [14]
TpData [15]

TpData [16]
TpData [17]
TpData [18]
TpData [19]

TpData [20]
TpData [21]
TpData [22]
TpData [23]=
Tpve [0]->Unl
break;

case 2:

MyVertex
MyvVertex
MyVertex
MyVertex

MyVertex
MyVertex
MyVertex
MyVertex

MyVertex
MyVertex
MyVertex
MyVertex

MyVertex
Myvertex
MyVertex
MyVertex

Myvertex
MyVertex
Myvertex
MyVertex

MyvVertex
MyVertex
MyvVertex
MyVertex
ock O;

(BYTE**)&1IpData, 0);

(_W’ h! d! 0! 0! l);
(w, h, d, 0,0, 1);
(_W!_hl d! 0! 0! l);
( W;_h; d’ 0’ 0’ 1)1
(w, h, d, 1, 0, 0);
( W, hl_dl ls 0! 0);
( W;_h; d’ l; 0’ 0);
( w, - 1_d1 ls 0! 0);
( W, hl_dl 0! 0! _l);
(_W; h; d’ 0’ 0’ _l);
( w, - 1_d1 0! 0! _l);
(_W;_h;_dy 0’ 0’ _l);
(_W; h; d’ l; 0) 0);
(_W’ hl_dl _ls 0’ 0);
(_W;_h; d’ l; 0) 0);
(_W)_h)_d) _l) 0) 0);
(_W) h)_d) 0) l) 0);
( w, h,_d’ O’ 1’ 0);
(_W) h) d) 0) l) 0);
Cw, h, d, 0, 1, 0);
(_W,_h, d’ O’ _1’ 0);
( W)_h) d) 0) _l) 0);
(_W,_h,_d’ O’ _1’ 0)1
( W)_h)_d) 0) _l) 0))

TpDevice->CreatevertexBuffer ((STACKS * 2 + 2) * sizeof (Myvertex),
0, D3DFVF_MYVERTEX, D3DPOOL_DEFAULT, &lpvB [0]);
CreateCylinder (2, 0.5f, STACKS, 1pvB [0]);

break;
case 3:

CreateSphere (1.0f, 30, 30, &IpvB [0], &lpIB [0]);

break;

case 4:

CreateHalfsphere (0.8f, SLICES, STACKS, &IpvB [0], &1pIB [0]);

BuildLines (0.78f, LINESL, LINEST, &D3DXVECTOR3 (0,
CreateSphere (0.06f, 10, 10, &IpvB [2], &IpIB [2]);

break;

};

D3DXMATRIX matworld, matworld2, matview, matProj;

void Renderobject (int index)
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int ¢ = 0;

D3DMATERIALS mtrl;
ZeroMemory (&mtrl, sizeof (mtrl));

switch (index) {
case 1:

-1, 0), &lpvB [1], &1pIB [1]);
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for (c =0; c < 6; C ++)
TpDevice->DrawPrimitive (D3DPT_TRIANGLESTRIP, c * 4, 2);
break;

case 2:
TpDevice->DrawPrimitive (D3DPT_TRIANGLESTRIP, 0, STACKS * 2);
break;

case 3:
TpDevice->SetIndices (1piB [0], 0);
for (c =0; c < 29; Cc ++)
b LpDevice—>DrawIndexedPrimitive (D3DPT_TRIANGLESTRIP, 0, 900, c * (30 * 2 + 2), 30 * 2);
reak;

case 4:
TpDevice->SetIndices (1piB [0], 0);
for (int ¢ = 0; c < SLICES - 1; c ++)
TpDevice->DrawIndexedPrimitive (D3DPT_TRIANGLESTRIP, c * STACKS,
STACKS * 2, ¢ * (STACKS * 2 + 2), STACKS * 2);

TpDevice->SetRenderstate (D3DRS_LIGHTING, FALSE);

TpDevice->SetStreamSource (0, TpvB [1], sizeof (Linevertex));

TpDevice->SetvertexShader (D3DFVF_LINEVERTEX);

TpDevice->SetIndices (1piB [1], 0);

TpDevice->DrawIndexedPrimitive (D3DPT_LINELIST, 0, LINESL * LINEST

+1, 0, LINESL * LINEST);

TpDevice->DrawPrimitive (D3DPT_LINELIST, LINESL * LINEST + 1,

LINESL * LINEST);

mtrl.Diffuse = mtrl.Ambient = GenColor (1, 1, 0);
TpDevice->SetMaterial (&mtrl);

TpDevice->SetRenderstate (D3DRS_LIGHTING, TRUE);
TpDevice->SetStreamSource (0, TpvB [2], sizeof (Myvertex));
TpDevice->SetvertexShader (D3DFVF_MYVERTEX);
TpDevice->SetIndices (1piB [2], 0);

TpDevice->SetTransform (D3DTS_WORLD, &matworld2);

for (c=0; c <9; ¢ +4)
TpDevice->DrawIndexedPrimitive (D3DPT_TRIANGLESTRIP, c * 10,
break 10 * 2, ¢ * (10 * 2 + 2), 10 * 2);
reak;

};

¥01d onInit O

/7“:

+/

a7

D3DDISPLAYMODE dm;

D3DPRESENT_PARAMETERS pp;

ZeroMemory (&pp, sizeof (pp));

1pD3D = Direct3DCreate8 (D3D_SDK_VERSION);
TpD3D->GetAdapterDisplayMode (D3DADAPTER_DEFAULT, &dm);

pp.BackBufferwidth = 1024;
pp.BackBufferHeight = 768;
pp.BackBufferFormat = D3DFMT_A8R8G8BS;
pp.BackBuffercount = 1;
pp.MultiSampleType = D3DMULTISAMPLE_NONE;
pp.SwapEffect = D3DSWAPEFFECT_FLIP;
pp.hDevicewindow = hwnd;
pp.Windowed = FALSE;
pp.EnableAutoDepthStencil
pp.AutoDepthStencilFormat
pp.Flags = 0;
pp.Fullscreen_RefreshRateInHz = D3DPRESENT_RATE_DEFAULT;
pp.Fullscreen_PresentationInterval = D3DPRESENT_INTERVAL_DEFAULT;

TRUE;
D3DFMT_D16;

pp.wWindowed = TRUE;
pp.EnableAutoDepthStencil = TRUE;
pp.AutoDepthStencilFormat = D3DFMT_D16;
pp.SwapEffect = D3DSWAPEFFECT_DISCARD;
pp.BackBufferFormat = dm.Format;

if (FAILED(1pD3D->CreateDevice (D3DADAPTER_DEFAULT, D3DDEVTYPE_HAL, hwnd,
D3DCREATE_SOFTWARE_VERTEXPROCESSING, &pp, &lpDevice)))
TpD3D->CreateDevice (D3DADAPTER_DEFAULT, D3DDEVTYPE_REF, hwnd,
D3DCREATE_SOFTWARE_VERTEXPROCESSING, &pp, &lpDevice);
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IpDevice->SetRenderState (D3DRS_CULLMODE, D3DCULL_NONE);
TpDevice->SetRenderState (D3DRS_ZENABLE, TRUE);

CreateObject (CurrentObject);

void onRender ()
}f (bChanged)
for (int c = 0; c < 10; c ++)

SAFE_RELEASE (TpvB [c]);
SAFE_RELEASE (1pIB [c]);

}
CreateObject (CurrentoObject);
bChanged = FALSE;

}
TpDevice->Clear (NULL, 0, D3DCLEAR_TARGET | D3DCLEAR_ZBUFFER, 0, 1, 0);
TpDevice->BeginScene ();

RECT rect;
GetClientRect (hwnd, &rect);

static float a = 0;
D3DXMatrixRotationz (&matworld, a);

D3DXMATRIX tmp;
D3DXMatrixRotationX (&tmp, a / 2);

matworld = matworld * tmp;
D3DXMatrixIdentity (&matWOr1d2),
matworld2 (3, 1) =

matworld2 = matWOr1d2 * matworld;

// if (!bPause)
a += 0.03f;

D3DXMatrixLookAtLH (&matview, &D3DXVECTOR3 (0, 0, -5),
&D3DXVECTOR3 (O 0, 0), &D3DXVECTOR3 0, 1, 0));

D3DXMatrixPerspectiveFovLH (&matPrOJ, D3DX_PI / 4,
(float)rect.right / rect.bottom, 1, 100);

IpDevice->SetTransform (D3DTS_WORLD, &matworld);
1pDev1ce—>SetTransform (D3DTS_VIEW, &matview); .
TpDevice->SetTransform (D3DTS_PROJECTION, &matProj);

D3DMATERIAL8 mtrl;

ZeroMemory (&mtrl, sizeof (mtrl));

mtrl.Diffuse = mtrl.Ambient = GenColor (0.5, 1, 1);
mtrl.Power = 100;

TpDevice->SetMaterial (&mtrl);
TpDevice->SetRenderState (D3DRS_FILLMODE, FillMode);

D3DLIGHT8 1ight;

ZeroMemory (&light, sizeof Tight);

light.Type = D3DLIGHT_DIRECTIONAL;

Tight.Direction = D3DXVECTOR3 (1, -1, 1);

D3Dxvec3Normalize ((D3DXVECTOR3*)&light.Direction, (D3DXVECTOR3*)&1ight.Direction);
Tight.Diffuse = GenColor (1, 1, 1);

TpDevice->SetLight (0, &light);

TpDevice->LightEnable (0, TRUE);

TpDevice->SetRenderState (D3DRS_LIGHTING, TRUE);

TpDevice->SetRenderState (D3DRS_AMBIENT, 0x00303030L);

1pDevice->SetStreamSource (0, 1pvB [0], sizeof (Myvertex));
TpDevice->SetVertexShader (D3DFVF_MYVERTEX);

Renderobject (CurrentObject);
TpDevice->EndScene ();
rect.top = 10;

rect.left = 10;
rect.right -= 10;
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rect.bottom -= 150;

TpDevice->Present (&rect, &rect, NULL, NULL);

¥oid onDestroy ()

SAFE_RELEASE (1pD3D);
SAFE_RELEASE (lpDevice);
for (int c = 0; c < 10; c ++)

SAFE_RELEASE (1pvB [c]);
SAFE_RELEASE (1pIB [c]);

}
void CreateCylinder (float height, float radius, int stacks, LPDIRECT3DVERTEXBUFFER8 TpVB)
{

Myvertex* IpData = NULL;
TpvB->Lock (0, 0, (BYTE**)&lIpData, 0);

for (int ¢ = 0; c < stacks; c ++)

FLOAT angle = (D3DX_PI * 2) / stacks * c;

float x = (float)sin (angle);

float z = (float)cos (angle);

Tppata [c * 2 + 0] = Myvertex (x * radius, height / 2,
z * radius, x, 0, 2);

Tppata [c * 2 + 1] = Myvertex (x * radius, -height / 2,

0

z * radius, x, 0, 2);

TpData [0];

}
Tppata [c * 2 + 0
+1 Tpbata [1];

Tpbata [c * 2

]
]
) TpvB->Unlock Q;

const float Coef =1 / 1.5f;

void CreateHalfSphere (float radius, int slices, int stacks, LPDIRECT3DVERTEXBUFFER8* 1pVB,
LPDIRECT3DINDEXBUFFER8* 1pIB)

TpDevice->CreatevertexBuffer (slices * stacks * sizeof (Myvertex), O,
D3DFVF_MYVERTEX, D3DPOOL_DEFAULT, 1pVB);
TpDevice->CreateIndexBuffer ((slices - 1) * (stacks * 2 + 2) *
sizeof (WORD), 0, D3DFMT_INDEX16, D3DPOOL_DEFAULT, 1pIB);

MyVertex* lpData = NULL;
(*1pvB)->Lock (0, 0, (BYTE**)&IpData, 0);

Eor (int y = 0; y < slices; y ++)

float ypos = -(radius * Coef / (slices - 1) * y - radius);
float xpos = (float)sqrt (radius * radius - ypos * ypos);
for (int x = 0; x < stacks; x ++)

float angle = D3DX_PI * 2 / stacks * x;
D3DXMATRIX matRotate;

D3DXMatrixRotationy (&matRotate, angle);
D3DXVECTOR3 vec (xpos, ypos, 0);
D3DXVec3TransformCoord (&vec, &vec, &matRotate);
TpData [y * stacks + x].pos = vec;
D3DXVec3Normalize (&vec, &vec);

g

TpData [y * stacks + x].normal = vec;

}

WORD* 1pIndices = NULL;
(*1p1B)->Lock (0, 0, (BYTE**)&IpIndices, 0);

for (y = 0; y < slices - 1; y ++)

for (int x = 0; x < stacks; x ++)
IpIndices [y * (stacks * 2 + 2) + 2 * x]
Tpindices [y * (stacks * 2 +2) + 2 * x + 1]

g

y * stacks + x;
(y + 1) * stacks + x;

TpIndices [y * (stacks * 2 + 2) + 2 * x] = y * stacks;
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TpIndices [y * (stacks * 2 +2) +2 * x+ 1] = (y + 1) * stacks;

(*1p1B)->Unlock ();
(*TpvB)->Unlock (;

void BuildLines (float radius, int slices, int stacks, D3DXVECTOR3* pPoint,
LPDIRECT3DVERTEXBUFFER8* ppLines, LPDIRECT3DINDEXBUFFER8* ppIB)

TpDevice->CreatevertexBuffer

((sTlices * stacks + 1 + slices * stacks * 2) * sizeof (Linevertex),
0, D3DFVF_LINEVERTEX, D3DPOOL_DEFAULT, ppLines);
TpDevice->CreateIndexBuffer (slices * stacks * 2 * sizeof (WORD),
0, D3DFMT_INDEX16, D3DPOOL_DEFAULT, ppIB);

Linevertex* IpData = NULL;
(*ppLines)->Lock (0, 0, (BYTE**)&lpData, 0);

TpData [0].pos = *pPoint
Tpbpata [0].Diffuse = OXOOffffOOL
TpData ++;

for (int y = 0; y < slices; y ++)

- radius);

// float ypos = —(rad1us * Coef / (511ces - 1) *
float ypos = -(radius * Coef / (10 - 1) * 7 - rad1us),
float xpos = (float)sqrt (radius * rad1us - ypos * ypos);
for (int x = 0; x < stacks; x ++)

float angle = D3DX_PI * 2 / stacks * x;
D3DXMATRIX matRotate;
D3DXMatrixRotationy (&matRotate, angle);
D3DXVECTOR3 vec (xpos, ypos, 0);

D3DXVec3TransformCoord (&vec, &vec, &matRotate);

Tppata [y * stacks + x].pos = vec

Tpbata [y * stacks + x].Diffuse =,Ox00ffff00L;

}
}

int start = slices

*

stacks;

Eor (y=0; y<slices; y ++)

ypos);

float ypos = -(radius * Coef / (10 - 1) * 7 - radius);
float xpos = (float)sqrt (radius * radius - ypos *
for (int x = 0; x < stacks; x ++)

float angle = D3DX_PI * 2 / stacks * x;
D3DXMATRIX matRotate;
D3DXMatrixRotationy (&matRotate, angle);
D3DXVECTOR3 vec (xpos, ypos, 0)'

D3DXVec3Transf0rmCoord (&vec &vec, &matRotate);

o

Tpbata [y * stacks * 2 * 2 + start].pos

+ )( ve
Tppata [y * stacks * + X * 2 + start].Diffuse =

D3DXVECTOR3 vec2 (ve X, 3, vec.2);
TpData [y * stacks * 2 +
Tpbata [y * stacks * 2 X

}
}
(*ppLines)->Unlock Q);

WORD* 1pIndices = NULL;
(*ppIB)->Lock (0, 0, (BYTE**)&IpIndices, 0);

for (y = 0; y < slices; y ++)
for (int x = 0; x < stacks; x ++)

TpIndices [y * stacks * 2 + x * 2] = 0;
TpIndices [y * stacks * 2 + x * 2 + 1] =

(*ppIB)->Unlock (;

void CreateSphere (float radius, int slices, int stacks,

LPDIRECT3DINDEXBUFFER8* 1pIB)
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%

C;
0x00ffffOoO0L;

x * 2+ 1+ start].pos = vec?2;
* 2 + 1 + start].Diffuse = OxOOffffOOL

stacks + x + 1;

LPDIRECT3DVERTEXBUFFER8* TpVB,
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{
TpDevice->CreatevertexBuffer (slices * stacks * sizeof (Myvertex), O,
D3DFVF_ MYVERTEX D3DPOOL_ DEFAULT 1pVB);
TpDevice->CreateIndexBuffer ((slices - 1) * (stacks * 2+ 2) %
sizeof (WORD) 0, D3DFMT_INDEX16, D3DPOOL_DEFAULT, 1pIB);
MyVertex* lpData = NULL;
(*1pvB)->Lock (0, 0, (BYTE**)&IpData, 0);
Eor (int y = 0; y < slices; y ++)
float ypos = -(radius * 2 / (slices - 1) * y - radius);
float xpos = (float)sqrt (radius * radius - ypos * ypos);
for (int x = 0; x < stacks; x ++)
float angle = D3DX_PI * 2 / stacks * x;
D3DXMATRIX matRotate;
D3DXMatrixRotationy (&matRotate, angle);
D3DXVECTOR3 vec (xpos, ypos, 0)'
D3DXVec3Transf0rmCoord (&vec &vec, &matRotate);
TpData [y * stacks + x].pos = vec;
D3DXVec3Normalize (&vec, &vec);
TpData [y * stacks + x].normal = vec;
}
WORD* 1pIndices = NULL;
(*1pIB)->Lock (0, 0, (BYTE**)&IpIndices, 0);
Eor (y=0; y<slices - 1; y ++)
for (int x = 0; x < stacks; x ++)
TpIndices [y * (stacks * 2 + 2) + 2 * x] = y * stacks + x;
: TpiIndices [y * (stacks * 2 + 2) + 2 * x+ 1] = (¥ + 1) * stacks + x;
TpIndices [y * (stacks * 2 + 2) + 2 * x] = y * stacks;
) TpIndices [y * (stacks * 2 +2) +2 * x+ 1] = (y + 1) * stacks;
(*1p1B)->Unlock ;
) (*TpvB)->Unlock (;

®dann Ctris.h

#ifndef CONTROLS_H
#define CONTROLS_H

#include "winlib.h"

void CreateControls ();

void ProcessControls (char ch);
void DeleteControls ();

void onPaint (HDC hdc);

#endif

N.2. Windows-Bepcusa o6ubnuorteku

®ann WinLib.h

#ifndef WINLIB_H
#define WINLIB_H

#include <windows.h>
#include <d3d8.h>
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#include <d3dx8.h>
#endif

dann Ctrls.cpp

#include "Indep\Ctrls.h"
#include "winLib.h"
extern HWND hwnd;

HWND Buttons [7] = { NULL };
extern HINSTANCE hInstance;

extern int CurrentObject;
extern BOOL bChanged;
extern int FillMode;

¥oid FillRect (HDC hdc, int x1, int yl, int x2, int y2, COLORREF color)

HBRUSH br = CreatesolidBrush (color);
RECT rect = { x1, yl, x2, y2 };
FillRect (hdc, &rect, br);
Deleteobject (br);

void CreateControls ()

RECT rect;
GetClientRect (hwnd, &rect);
rect.top = rect.bottom - 150;
Buttons [0] = Createwindow ("BUTTON", "1 -- Cube",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 30,
hwnd, (HMENU)100, hInstance, NULL);
Buttons [1] = Createwindow ("BUTTON", "2 -- Cylinder",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 150,
hwnd, (HMENU)100, hInstance, NULL);
Createwindow ("BUTTON", "3 -- Sphere",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 270,
hwnd, (HMENU)100, hInstance, NULL);
Createwindow ("BUTTON", "4 -- Lamp",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 390,
hwnd, (HMENU)100, hInstance, NULL);
Createwindow ("BUTTON", "5 -- Solid",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 30,
hwnd, (HMENU)100, hInstance, NULL);
Createwindow ("BUTTON", "6 -- Wireframe",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 150,
hwnd, (HMENU)100, hInstance, NULL);
Createwindow ("BUTTON", "7 -- Exit",
WS_CHILD | BS_PUSHBUTTON | WS_VISIBLE, 270,
hwnd, (HMENU)100, hInstance, NULL);

Buttons [2]

Buttons [3]

Buttons [4]

Buttons [5]

Buttons [6]

}
int o1d = -1;
void ProcesscControls (char ch)
int num = ch - '0' - 1;
if (num == 6) Sendvessage (hwnd, WM_DESTROY, 0, 0);
SendMessage (Buttons [num], BM_SETSTATE, 1, 0);
if (01d != -1 && 01d != num) SendMessage (Buttons [01d], BM_SETSTATE, 0, 0);
}f (num >= 0 && num < 4)
y CurrentObject = num + 1;
if (num >= 4 && num < 6)
switch (num) {
case 4:
Fil1Mode = D3DFILL_SOLID;

break;
case 5:
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}

FillMode = D3DFILL_WIREFRAME;
break;

}

old = num;

SendvMessage (Buttons [num], BM_SETSTATE, 1, 0);

if (01d != -1 & 01d != num) SendMessage (Buttons [01d], BM_SETSTATE, 0, 0);
bChanged = TRUE;

void DeleteControls ()

}

for (int c=0; c <7; C++)
Destroywindow (Buttons [c]);
}

¥oid onPaint (HDC hdc)

RECT rect;

GetClientRect (hwnd, &rect);

FiTlRect (hdc, 0, 0, 8, rect.bottom, RGB (212, 208, 200));

FillRect (hdc, rect.right - 8, 0, rect.right, rect.bottom, RGB (212, 208, 200));
FillRect (hdc, 8, 0, rect.right - 8, 8, RGB (212, 208, 200));

FillrRect (hdc, 8, rect.bottom - 148, rect.right - 8, rect.bottom, RGB (212, 208, 200));

HPEN hPen = CreatePen (PS_SOLID, 1, RGB (64, 64, 64));
HGDIOBJ holdpen = Selectobject (hdc, hPen);

MoveToEx (hdc, 8, 8, NULL); LineTo (hdc, rect.right - 8, 8);
MoveToEx (hdc, 9, 9, NULL); LineTo (hdc, rect.right - 9, 9);
MoveToEx (hdc, 8, 8, NULL); LineTo (hdc, 8, rect.bottom - 148);
MoveToEx (hdc, 9, 9, NULL); LineTo (hdc, 9, rect.bottom - 149);

Deleteobject (hpen);

hpen = CreatePen (PS_SOLID, 1, RGB (255, 255, 255));
Selectobject (hdc, hpen);

MoveToEx (hdc, 8, rect.bottom - 149, NULL); LineTo (hdc, rect.right - 8, rect.bottom - 149);
MoveToEx (hdc, 9, rect.bottom - 150, NULL); LineTo (hdc, rect.right - 9, rect.bottom - 150);

MoveToEx (hdc, rect.right - 9, 8, NULL); LineTo (hdc, rect.right - 9, rect.bottom - 149);
MoveToEx (hdc, rect.right - 10, 9, NULL); LineTo (hdc, rect.right - 10, rect.bottom - 150);

Selectobject (hdc, holdpen);
DeleteoObject (hpen);

N.3. DOS-Bepcusa 6MbGNMoTEKH

®aunn ID3D.h

#ifndef IDIRECT3D_H
#define IDIRECT3D_H

#define D3D_SDK_VERSION 0x8

#include "winLib\WinLib2.h"
#include "Direct3b\IUnknown\IUnknown.h"

enum D3DFORMAT
{
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struct D3DDISPLAYMODE
{

UINT width;
UINT Height;
UINT RefreshRate;
D3DFORMAT Format;

enum D3DMULTISAMPLETYPE { D3DMULTISAMPLE_NONE };
enum D3DSWAPEFFECT { D3DSWAPEFFECT_DISCARD };

#define D3DADAPTER_DEFAULT 0
#define D3DPRESENT_RATE_DEFAULT

#define D3DPRESENT_INTERVAL_DEFAULT

#define D3DCREATE_SOFTWARE_VERTEXPROCESSING

oo o

struct D3DPRESENT_PARAMETERS

UINT BackBufferwidth;
UINT BackBufferHeight;
D3DFORMAT BackBufferFormat;
UINT BackBuffercCount;

D3DMULTISAMPLETYPE MultiSampleType;

D3DSWAPEFFECT SwapEffect;

HWND hDevicewindow;

BOOL Windowed;

BOOL EnableAutoDepthStencil;
D3DFORMAT AutoDepthStencilFormat;
DWORD Flags;

UINT Fullscreen_RefreshRateInHz;
UINT FullScreen_PresentationInterval;

I
enum D3DDEVTYPE

D3DDEVTYPE_HAL,
D3DDEVTYPE_REF

class IDirect3DDevice8;
typedef class IDirect3D8 : public IUnknown
pubTic: ] ] )
HRESULT GetAdapterDisplayMode (int adapter, D3DDISPLAYMODE* 1pDisplayMode); )
HRESULT CreateDevice (int adapter, D3DDEVTYPE type, HWND hFocuswnd, DWORD BehaviorFlags,
D3DPRESENT_PARAMETERS* pPP, IDirect3DDevice8** ppDevice);
} *LPDIRECT3DS;
LPDIRECT3D8 Direct3DCreate8 (int version);

#endif

daiin ID3D.cpp

#include "Direct3D\ID3D\ID3D.h"
#include "Direct3D\IDevice\IDevice.h"

#pragma argsused
HRESULT IDirect3D8::GetAdapterDisplayMode (int adapter, D3DDISPLAYMODE* TpDisplayMode)

TpDisplayMode->Format = D3DFMT_A8R8G8BS;
return 0;

#pragma argsused ) ) .
HRESULT IDirect3D8::CreateDevice (int adapter, D3DDEVTYPE type, HWND hFocuswnd, DWORD BehaviorFlags,
D3DPRESENT_PARAMETERS* pPP, IDirect3DDevice8** ppDevice)

*ppDevice = new IDirect3DDevice$;
return 0;
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}

#pragma argsused ] )
LPDIRECT3D8 Direct3DCreate8 (int version)
{

return new IDirect3D8;

®daunn IDevice.h

#ifndef IDEVICE_H
#define IDEVICE_H

#include <math.h>

#include "BackBuf\backBuf.h"
#include "zBuf\zBuf.h"

#include "Direct3D\ID3D\ID3D.h"
#include "Direct3D\Matrix\Matrix.h"

#define D3DCULL_NONE 0
#define D3DCULL_CCW 1

#define D3DFVF_XYZ 0x0001
#define D3DFVF_NORMAL  0x0002
#define D3DFVF_XYZRHW 0x0004
#define D3DFVF_DIFFUSE 0x0008

#define D3DTS_WORLDO0x0001
#define D3DTS_VIEW 0x0002
#define D3DTS_PROJECTION 0x0004

enum D3DRENDERSTATETYPE

D3DRS_ZENABLE,
D3DRS_CULLMODE,
D3DRS_FILLMODE,
D3DRS_AMBIENT,
D3DRS_LIGHTING,
D3DRS_RS_SIZE

I

#define D3DFILL_SOLID 0
#define D3DFILL_WIREFRAME 1
#define D3DFILL_POINT 2

struct RGNDATA

}

enum D3DPRIMITIVETYPE
D3DPT_TRIANGLELIST,
D3DPT_TRIANGLESTRIP,
D3DPT_LINELIST,

D3DPT_LINESTRIP
I

enum D3DPOOL { D3DPOOL_DEFAULT };
struct D3DRECT

LONG x1, yl, x2, y2;

typedef DWORD D3DCOLOR;
struct D3DCOLORVALUE

float r, g, b, a;

struct D3DMATERIALS8
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D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Ambient;
D3DCOLORVALUE Specular;
D3DCOLORVALUE Emissive;
float Power;

};
#define D3DLIGHT_DIRECTIONAL 0x0001
struct D3DLIGHTS

D3DCOLORVALUE Diffuse;
D3DXVECTOR3 Direction;
UINT Type;

class IDirect3DvertexBuffers;
class IDirect3DIndexBuffers;

#define D3DCLEAR_TARGET 0x0001
#define D3DCLEAR_ZBUFFER 0x0002

struct vertex

D3DXVECTOR3 pos;

D3DXVECTOR3 normal;

D3DCOLORVALUE color;

DWORD Diffuse;

vertex () {}

vertex (D3DXVECTOR3 p, D3DCOLORVALUE c) : pos (p), color (c) { }

3

struct Line
float x;
float z;
float stepz;
float k;

D3DCOLORVALUE color;
D3I_3COLORVALUE step,

void Setup (vertex vl, Vertex v2)
{

if (v2.pos.y - vl.pos.y == 0) return;

k = (v2.pos.x - vl.pos.x) / fabs (v2.pos.y - v1.pos.));

x = v1.pos.x;

z = vl.pos.z;

stepz = (v2.pos.z - vl.pos.z) / fabs (v2.pos.y - vl.pos.)y);
color = vl.color;

step.r = (v2.color.r - vl.color.r) / fabs (v2.pos.y - v1.pos.));
step.g = (v2.color.g - vl.color.g) / fabs (v2.pos.y - v1.pos.));
step.b = (v2.color.b - vl.color.b) / fabs (v2.pos.y - v1.pos.));

void Evaluate ()

X += k;
Z += stepz;
color.r += step.r;
color.g += step.g;
color.b += step.b;
}
}

typedef class IDirect3DDevice8 : public IUnknown
{
protected:
cBackBuffer m_BackBuffer;
CzBuffer m_zBuffer;
unsigned Tong m_RenderState [D3DRS_RS_SIZE];
D3DMATERIAL8 m_mtr1;
D3DLIGHT8 /ﬂ_]‘ights [8]1;
BOOL m_EnableLight [8];
D3DXMATRIX m_matworld, m_matview, m_matProj;

IDirect3DvertexBuffer8* m_lpvertexBuffer;
IDirect3DIndexBuffer8* m_TpIndexBuffer;
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UINT m_stride;

void* m_pvertices;
void* m_pIndices;

void RenderTriangle (Vertex* pvertices);

void Sortvertices (Vertex *v);

D3DCOLORVALUE CalcColor (int index);

void ProcessLine (Line Tinel, Line Tine2, int J));

void SetPixel (Line line, BYTE* colorplace, WORD* zplace, int x, int ));

void Lighting (Vertex* pData);

unsigned char* m BackBufferData;
unsigned short* m_zBufferData;

float m_zfar;

void CreateColorPalette ();

int ColorGetIndex (float r, float g, float b);
int ColorGetIndex (D3DCOLOR color);

void CreateGrayPalette ();

int GrayGetIndex (float r, float g, float b);
int GrayGetIndex (D3DCOLOR color);

void CreatepPalette ();

int GetIndex (float r, float g, float b);
int GetIndex (D3DCOLOR color);

vertex* Processvertex (Vertex* pout, Vertex* pvert);

BOOL CullFace (Vertex* pvertices);

void GradientLine (Vertex& vl, Vertex& v2);

DWORD m_FVF;

RECT m_OldRect;

RECT m_NewRect;
public:

IDirect3bDeviced ();

cBackBuffer* BackBuffer () { return &m_BackBuffer; }

HRESULT SetRenderState (D3DRENDERSTATETYPE state, unsigned Tong value);
HRESULT CreatevertexBuffer (int Length, DWORD Usage, DWORD FVF, D3DPOOL Pool,

HRESULT CreateIndexBuffer

IDirect3DvertexBuffer8** ppvertexBuffer);
(int Length, DWORD Usage, D3DFORMAT fmt, D3DPOOL Pool,
IDirect3bIndexBuffer8** ppIndexBuffer);

HRESULT Clear (DWORD Count, const D3DRECT* pRects, DWORD Flags, D3DCOLOR color, float z, DWORD Stencil);

HRESULT BeginScene ();

HRESULT SetMaterial (D3DMATERIAL8* mtrl); .
HRESULT SetTransform (DWORD Type, D3DXMATRIX* pMatrix);

HRESULT EndScene ();

HRESULT Present (RECT* pSourceRect, RECT* pDestRect, HWND hDestroywindowOverride, RGNDATA*

pDirtyRegion);

HRESULT SetStreamSource (int stream, IDirect3DVertexBuffer8* TpVB, int stride);
HRESULT SetvertexShader (int handle); )
HRESULT SetIndices (IDirect3bIndexBuffer8* 1pIB, int offset);

HRESULT DrawPrimitive (D3DPRIMITIVETYPE Type, UINT Startvertex, UINT numPrimitives);
HRESULT DrawIndexedPrimitive (D3DPRIMITIVETYPE Type, UINT StartvVertex, UINT Numvertices,

UINT StartIndex, UINT numPrimitives);

HRESULT SetLight (int number, D3DLIGHT8* pLight);
HRESULT LightEnable (int number, BOOL value);

virtual void Release ();
} *LPDIRECT3DDEVICES;
#endif

®awn IDevice.cpp

#include "Direct3D\IDevice\IDevice.h"

#include "Direct3D\IVB\IVB.h"

57
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#include "Direct3D\IIB\IIB.h"
#include <stdio.h>
#include <dac\dac.h>

//#define COLOR
IDirect3DDevice8::IDirect3DDevice8 () : m_zfar (20)

m_zBuffer.Alloc Q;
m_BackBuffer.Alloc ();

ZeroMemory (m_lights, sizeof (m_lights));
ZeroMemory (m_EnableLight, sizeof (m_EnableLight));
ZeroMemory (m_RenderState, sizeof (m_RenderState));

D3DCULL_CCW;
D3DFILL_SOLID;

m_RenderState [D3DRS_CULLMODE]
m_RenderState [D3DRS_FILLMODE]
CreatePalette ();

m_0l1drRect.Teft
m_NewRect.left

_l;
_l;

}

#pragma argsused ) )
HRESULT IDirect3DDevice8::SetRenderState (D3DRENDERSTATETYPE state, unsigned Tong value)

m_RenderState [state] = value;
return 0;

#pragma argsused ) )
HRESULT IDirect3DDevice8: :CreatevertexBuffer (int Length, DWORD Usage, DWORD FVF, D3DPOOL Pool,
IDirect3DvertexBuffer8** ppvertexBuffer)

IDirect3bvertexBuffer8* TpvB = new IDirect3DvertexBuffers;
TpvB->Create (Length, FVF);

*ppvertexBuffer = 1pvB;

return 0;

}

#pragma argsused ) )
HRESULT IDirect3DDevice8::CreateIndexBuffer (int Length, DWORD Usage, D3DFORMAT fmt, D3DPOOL Pool,

%Direct3DIndexBuffer8** ppIndexBuffer)

IDirect3DIndexBuffer8* 1pIB = new IDirect3DIndexBuffers8;
TpIB->Create (Length, fmt);

*ppIndexBuffer = 1pIB;

return 0;

}
HRESULT IDirect3DDevice8::SetIndices (IDirect3DIndexBuffer8* 1pIB, int offset)

m_1pIndexBuffer = 1pIB;
return 0;

#pragma argsused )
HRESULT IDirect3DDevice8::Clear (DWORD Count, const D3DRECT* pRects, DWORD Flags, D3DCOLOR color,

E]oat Z, DWORD Stencil)

if (Flags & D3DCLEAR_TARGET) m_BackBuffer.Clear (GetIndex (color));
if (Flags & D3DCLEAR_ZBUFFER) m_zBuffer.Clear ();

m_NewRect.left = -1;

return 0;

}

#pragma argsused ) )
HRESULT IDirect3DDevice8::BeginScene ()

return 0;

#pragma argsused ) ]
HRESULT IDirect3DDevice8::SetMaterial (D3DMATERIAL8* mtrl)

mmtrl = *mtrl;
return 0;
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#pragma argsused ) )
HRESULT IDirect3DDevice8::SetTransform (DWORD Type, D3DXMATRIX* pMatrix)

switch (Type) {

case D3DTS_WORLD:
m_matworld = *pMatrix;
break;

case D3DTS_VIEW:
m_matview = *pMatrix;

break;

case D3DTS_PROJECTION:
m_matProj = *pMatrix;
break;

I
return 0;

}

#pragma argsused ) o

HRESULT IDirect3DDevice8::DrawPrimitive (D3DPRIMITIVETYPE Type, UINT Startvertex,
UINT numPrimitives)

{

BOOL bRender = TRUE;

m_1pvertexBuffer->Lock (0, 0, (BYTE**)&m_pVertices, 0);
D3DXMATRIX matTransform = m_matworld * m_matview * m_matProj;
D3DXMATRIX matNormal = m_matWorld;

D3DXMatrixInverse (&matNormal, NULL, &matNormal);
D3DXMatrixTranspose (&matNormal, &matNormal);

Vertex pData[3];
vertex tmp [3];

for (int ¢ = 0; c < numPrimitives; c ++)

bRender = TRUE;
int StructStart;

switch (Type) {
case D3DPT_TRIANGLELIST: .
StructStart = Startvertex + ¢ * m_stride * 3;

pbata [0].pos = *((D3DXVECTOR3*) ((char*)m_pvertices +
StructStart));

pbata [1].pos = *((D3DXVECTOR3*) ((char*)m_pvertices + m_stride +
StructStart));

pbata [2].pos = *((D3DXVECTOR3*) ((char*)m_pvertices + m_stride * 2+
StructStart));

pbata [0].normal = *((D3DXVECTOR3*) ((char*)m_pvertices + StructStart+
sizeof (D3DXVECTOR3)));

pbata [1].normal = *((D3DXVECTOR3*) ((char*)m_pVertices + m_stride +
StructStart + sizeof (D3DXVECTOR3)));

pbata [2].normal = *((D3DXVECTOR3*) ((char*)m_pvertices + m_stride*2 +
StructStart + sizeof (D3DXVECTOR3)));

if (CcullFace (pbata)) bRender = FALSE;
ProcessVertex (&pbata [0], &pData [0]);

ProcessVertex (&pbata [1], &pData [1]);
ProcessVertex (&pbata [2], &pData [2]);

tmp [0] = ppata [0];

tmp [1] = pbata [1];

tmp [2] = pbata [2];

if (bRender) RenderTriangle (tmp);
break;

case D3DPT_TRIANGLESTRIP:
if (c = 0)
{

StructStart = StartVertex * m_stride;

pbata [0].pos = *((D3DXVECTOR3*) ((char*)m_pvertices +
StructStart));

pbata [1].pos = *((D3DXVECTOR3*) ((char*)m_pvertices +
m_stride + StructStart));

pbata [2].pos = *((D3DXVECTOR3*) ((char*)m_pvertices +
m_stride * 2 + StructStart));

November 13, 2008 11:24 PM -- 59



58 11.3. DOS-sepcus bubauomexu

pbata [0].normal = *((D3DXVECTOR3*) ((char*)m_pVertices +
StructStart + sizeof (D3DXVECTOR3)));

pbata [1].normal = *((D3DXVECTOR3*) ((char*)m_pVertices +
m_stride + StructStart +
sizeof (D3DXVECTOR3)));

pbata [2].normal = *((D3DXVECTOR3*) ((char*)m_pVvertices +
m_stride * 2 + StructStart +
sizeof (D3DXVECTOR3)));

if (cullFace (ppata)) bRender = FALSE;
ProcessVertex (&pbata [0], &pData [0]);

ProcessVertex (&pbata [1], &pbata [1]);
ProcessVertex (&pbata [2], &pData [2]);

}
else
StructStart = (Startvertex + c¢) * m_stride;
pbata [0] = pbata [1];
pbata [1] = pData [2];
pbata [2].pos = *((D3DXVECTOR3*) ((char*)m_pvertices +
StructStart + m_stride * 2));
pbata [2].normal = *((D3DXVECTOR3*) ((char*)m_pVertices +
StructStart + m_stride * 2 +
sizeof (D3DXVECTOR3)));
if (cullFace (ppata)) bRender = FALSE;
) ProcessVertex (&pbata [2], &pData [2]);
tmp [0] = pbata [0];
tmp [1] = ppata [1];
tmp [2] = pbata [2];
if (bRender) RenderTriangle (tmp);
break;

case D3DPT_LINELIST:
// for (int c = 0; ¢ < numPrimitives; c ++)

*

StructStart = Startvertex * m_stride + c * m_stride * 2;

pbata [0].pos = *((D3DXVECTOR3*) ((char*)m_pvertices + StructStart));

pbata [1].pos = *((D3DXVECTOR3*) ((char*)m_pvertices + m_stride +
StructStart));

if (m_FVF & D3DFVF_DIFFUSE)

pbata [0].Diffuse = *((DWORD*) ((char*)m_pvertices +
StructStart + sizeof (D3DXVECTOR3)));

ppata [1].Diffuse = *((DWORD*) ((char*)m_pvertices + m_stride +
) StructStart + sizeof (D3DXVECTOR3)));

ProcessVertex (&pbata [0], &pData [0]);
ProcessVertex (&pbata [1], &pData [1]);

GradientLine (pData [0], pData [1]);

}
break;
I
/* pbata [0].color.r = 1; pbata [0].color.g = 0; pbata [0].color.b = 0;
pbata [1].color.r = 0; pbata [1].color.g = 1; pbata [1].color.b = 0;
y pbata [2].color.r = 0; pbata [2].color.g = 0; pbata [2].color.b = 1;
}
m_TpvertexBuffer->uUnlock ();
return 0;

#pragma argsused ) o

HRESULT IDi1rect3DDevice8::DrawIndexedPrimitive (D3DPRIMITIVETYPE Type, UINT Startvertex,
UINT NumVertices, UINT StartIndex, UINT numPrimitives)

{

vertexBuffer->Lock (0, 0, (BYTE**)&m_pVertices, 0);

m_1p
m_1pIndexBuffer->Lock (0, 0, (BYTE**)&m_pIndices, 0);
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WORD* pIndices = (WORD*)m_pIndices;
char* pvertices = (char*)m_pvertices;

pIndices += StartIndex;

D3DXMATRIX matTransform = m_matworld * m_matview * m_matProj;
D3DXMATRIX matNormal = m_matworld;

D3DXMatrixInverse (&matNormal, NULL, &matNormal);
D3DXMatrixTranspose (&matNormal, &matNormal);

vertex pv [3];

int Index [3] = { 0 };

char* vertices [3] = { 0 };

for (int ¢ = 0; ¢ < numPrimitives; C ++)
BOOL bRender = TRUE;

D3DPRIMITIVETYPE tmp =

Type
if (tmp == D3DPT_ TRIANGLESTRIP & c == 0)  tmp = D3DPT_TRIANGLELIST;

Vertex t [3];

switch (tmp) {
case D3DPT_TRIANGLELIST:

Index [0] = pIndices [c * 3];
Index [1] = pIndices [c * 3 + 1];
Index [2] = pIndices [c * 3 + 2];

Vertices [0]

&pvertices [Index [0] * m_stride];
Vertices [1]

&pvertices [Index [1] * m_stride];

Vertices [2] = &pvertices [Index [2] * m_stride];
pv [0].pos = *(D3DXVECTOR3*)Vertices [0];
pv [1].pos = *(D3DXVECTOR3*)Vertices [1];
pv [2].pos = *(D3DXVECTOR3*)Vertices [2];

pv [0].norma
pv [1].norma
pv [2].norma

1
1
1

*(D3DXVECTOR3*) (Vertices [0] + sizeof (D3DXVECTOR3));
*(D3DXVECTOR3*) (Vertices [1] + sizeof (D3DXVECTOR3));
*(D3DXVECTOR3*) (Vertices [2] + sizeof (D3DXVECTOR3));

if (cullFace (pv)) bRender = FALSE;

ProcessVertex (&pv [0]1, &pv [01);
Processvertex (&ov [1], &pv [1]);
ProcessVertex (&pVv [2], &pv [2]);

t [0] = pv [0];

t [1] = pv [1];

t [2] = pv [2];

if (bRender) RenderTriangle (t);
break;

case D3DPT_TRIANGLESTRIP:
pv [0] = pv [1];
pv [1] = pv [2];

Index [2] = pIndices [2 + c];
Vertices [2] = &pvertices [Index [2] * m_stride];
pv [2].pos = *(D3DXVECTOR3*)Vertices [2];

pv [2].normal = *(D3DXVECTOR3*) (Vertices [2] + sizeof (D3DXVECTOR3));

ProcessVertex (&v [2], &pv [2]);

t [0] = pv [0];

t [1] = pv [1];

t [2] = pv [2];

if (cullFace (pv)) bRender = FALSE;

if (bRender) RenderTriangle (t);
break;

case D3DPT_LINELIST:

Index [0] = pIndices [c * 2];

Index [1] = pIndices [c * 2 + 1];

vertices [0] = &pvertices [Index [0] * m_stride];
Vertices [1] = &pvertices [Index [1] * m_stride];

pv [0].pos = *(D3DXVECTOR3*)Vertices [0];
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pv [1].pos = *(D3DXVECTOR3*)Vertices [1];

pv [0].Diffuse
pv [1].Diffuse

* (DWORD*) (Vertices [0] + sizeof (D3DXVECTOR3));
* (DWORD*) (Vertices [1] + sizeof (D3DXVECTOR3));

Processvertex (&pv [0], &pv [0]);
Processvertex (&pv [1], &pv [1]);

GradientLine (pv [0], pv [1D);
break;

}

#pragma argsused )
HRESULT IDirect3DDevice8::EndScene ()
{

return 0;

#pragma argsused ) . .
HRESULT IDirect3DDevice8::Present (RECT* pSourceRect, RECT* pDestRect, HWND hDestroywindowOverride,
RGNDATA* pDirtyRegion)

m_BackBuffer.Flip Q;
m_01dRect = m_NewRect;
return 0;

#pragma argsused ) ) ) ) )
HRESULT IDirect3DDevice8::SetStreamSource (int stream, IDirect3DvVertexBuffer8* 1pvB, int stride)

m_lpvertexBuffer = 1pvB;
m_stride = stride;

m_FVF = TpVB->FVF (Q);
return 0;

}

#pragma argsused
HRESULT IDi1rect3DDevice8::SetVertexShader (int handle)
{

return 0;

#pragma argsused
HRESULT IDirect3DDevice8::SetLight (int number, D3DLIGHT8* pLight)

m_lights [number] = *pLight;
return 0;

#pragma argsused ) ] )
HRESULT IDirect3DDevice8::LightEnable (int number, BOOL value)
{

m_EnableLight [number] = value;
return 0;

#define TOP pvertices [0]
#define MIDDLE pvertices [1]
#define BOTTOM pvertices [2]

#define UPDATEBOUNDBOX(vertex) \
if (m_NewRect.left == -1) \
{\
m_NewRect.left = m_NewRect.right = (LONG)vertex.x; \
m_NewRect.top = m_NewRect.bottom = (LONG)vertex.y; \

I

if ((LONG)vertex.x < m_NewRect.left) m_NewRect.left = (LONG)vertex.x; \
if ((LONG)vertex.x > m_NewRect.right) m_NewRect.right = (LONG)vertex.x; \
if ((LONG)vertex.y < m_NewRect.top) m_NewRect.top = (LONG)vertex.y; \
if ((LONG)vertex.y > m_NewRect.bottom) m_NewRect.bottom = (LONG)vertex.y; \

void IDirect3DDevice8::RenderTriangle (Vertex* pvertices)

TOP.pos.y -= (TOP.pos.y - (int)TOP.pos.));
MIDDLE.poS.y -= (MIDDLE.pos.y - (int)MIDDLE.poS.));
BOTTOM.pos.y -= (BOTTOM.pos.y - (int)BOTTOM.pos.});
TOP.pos.x -= (TOP.pos.x - (int)TOP.pos.x);
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MIDDLE.pos.x -= (MIDDLE.pos.x - (int)MIDDLE.pos.x);
BOTTOM.pos.x -= (BOTTOM.pos.x - (int)BOTTOM.pos.X);

UPDATEBOUNDBOX (TOP.pos);
UPDATEBOUNDBOX (MIDDLE.poS);
UPDATEBOUNDBOX (BOTTOM.pos);

if (m_RenderState [D3DRS_FILLMODE] == D3DFILL_WIREFRAME)

GradientLine (pvertices [0], pvertices [1]);
GradientLine (pvertices [0], pvertices [2]);
GradientLine (pvertices [1], pvertices [2]);
return;

sortvertices (pvertices);

if (TOP.pos.y == BOTTOM.posS.)) return;
if (TOP.pos.y != MIDDLE.pos.}))

{

Line 1inel, T1ine2, Tine3;
1ine1.Setup (TOP, MIDDLE);
Tine2.Setup (TOP, BOTTOM);
if (MIDDLE.pos.y != BOTTOM.pos.y) line3.Setup (MIDDLE, BOTTOM);

Eor (int y = (int)TOP.pos.y; ¥ < (int)BOTTOM.poOS.y; y ++)

ProcessLine (linel, line2, ));
if (y == (int)MIDDLE.pos.}))
Tinel = T1ine3;
Tinel.Evaluate ();
Tine2.Evaluate Q;

else

Line Tinel, Tine2;
Tinel.Setup (BOTTOM, MIDDLE);
Tine2.Setup (BOTTOM, TOP);

Tinel.Evaluate ();
Tine2.Evaluate Q;

Eor (int y = (int)BOTTOM.pos.y - 1; y >= (int)TOP.pos.y; y --)

ProcessLine (linel, line2, ));
Tinel.Evaluate ();
) Tine2.eEvaluate Q;
}
}

void IDirect3DDevice8::SortVertices (vVertex *v)
for (int c =0; c < 3; C ++)

for (int 7=c+ 1; 7<3; 7 ++)
}f (v [71.pos.y < v [c].pos.y)

vertex tmp = v [c];
v [c] =v [7];
v [7] = tmp;

}
D3DCOLORVALUE IDirect3DDevice8::CalcColor (int index)
}f (m_1pvertexBuffer->FvVF () & D3DFVF_DIFFUSE)
int offset = 0;
if (m_1pvertexBuffer->FVF () & D3DFVF_XYZ) offset += sizeof (D3DXVECTOR3);
else if (m_lpvertexBuffer->FVF () & D3DFVF_XYZRHW) offset += sizeof (D3DXVECTOR3) +
sizeof (float);

DWORD color = *((DWORD*) ((BYTE*)m_pVertices + m_stride * index + offset));
D3DCOLORVALUE res;

res.b = ((color & 0x000000ffL) ) / 255.0f;
res.g = ((color & 0x0000ff00L) >> 8 ) / 255.0f;
res.r = ((color & 0x00ff0000L) >> 16) / 255.0f;
res.a = ((color & 0xff000000L) >> 24) / 255.0f;

November 13, 2008 11:24 PM -- 63



62

11.3. DOS-sepcus bubauomexu

return res;

else

}
}

D3DCOLORVALUE res;

ZeroMemory (&res, sizeof (res));
res.r = 1.0f;

return res;

void IDirect3DDevice8::ProcessLine (Line Tinel, Line 1ine2, int ))

if (y <0 || y> 768) return;
if (linel.x == 1ine2.x)return;

if (linel.x > 1ine2.x)

Line tmp = Tlinel;
Tinel = 1line2;
Tine2 = tmp;

Line tmp = Tine2;

tmp.x = linel.x;

tmp.z = linel.z;

tmp.stepz = (line2.z - Tinel.z) / (line2.x - linel.x);

tmp.k = 1;

tmp.color = Tlinel.color;

tmp.step.r = (line2.color.r - linel.color.r) / (line2.x - linel.x);
tmp.step.g = (line2.color.g - Tinel.color.g) / (1ine2.x - 1inel.x);
tmp.step.b = (line2.color.b - Tlinel.color.b) / (line2.x - linel.x);

m_BackBuffer.GetScanLine (&m_BackBufferbData, ));
m_zBuffer.GetScanLine (&m_zBufferData, J);

int
int

x1 = (int)ceil (linel.x);
x2 = (int)ceil (line2.x);

// if (x2 == 1ine2.x) x2 --;

for

/!

(int x = x1; x <= X2; X ++)
}f (x >= 0 & x < 1024)

SetPixel (tmp, m_BackBufferData, m_zBufferData, x, ));
((pworD*)m_BackBufferbata) [x] = 0x0000003f;

}
tmp.Evaluate ();

}
m_BackBuffer.SetScanLine (&n_BackBufferData, ));
m_zZBuffer.setScanLine (&m_zBufferData, J);

}

void IDirect3DDevice8::Lighting (vVertex* pData)

j{f (m_FVF & D3DFVF_NORMAL)
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D3DCOLORVALUE Ambient;

Ambient.r = ((m_RenderState [D3DRS_AMBIENT] & 0x000000ffL) >> 0) / 255.0f;
Ambient.g = ((m_RenderState [D3DRS_AMBIENT] & 0x0000ff00L) >> 8) / 255.0f;
Ambient.b = ((m_RenderState [D3DRS_AMBIENT] & 0x00ff0000L)>> 16) / 255.0f;
Ambient.r *= m_mtrl.Ambient.r;
Ambient.g *= m_mtrl.Ambient.g;
Ambient.b *= m_mtrl.Ambient.b;

D3DXVECTOR3 Incedence = -m_lights [0].Direction;

float power = pData->normal * Incedence;

if (power < 0) power = 0;

pbata->color.r = m_mtr1.Diffuse.r * power + Ambient.r;
pbata->color.g = mmtrl.Diffuse.g * power + Ambient.g;
pbata->color.b = m_mtr1.Diffuse.b * power + Ambient.b;

if (pbata->color.r > 1)pData->color.r = 1;
else if (pbata->color.r < 0) pbata->color.r = 0;
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}

if (pbata->color.g > 1l)pbata->color.g = 1;

else if (pbata->color.g < 0) pbata->color.g = 0;
if (pbata->color.b > 1)pbata->color.b = 1;
else if (pbata->color.b < 0) pbata->color.b = 0;

}

void IDirect3DDevice8::CreateColorPalette ()

for (intr=0; r<4;r ++)
for (int g =0; g < 8; g ++)
Eor (int b=0; b<8; b ++)

int cr = r * 13;
int cg =g * 9;
int cb=Db * 9;
if (cr > 63) cr = 63;
if (cg > 63) cg = 63;
if (cb > 63) cb = 63;
#ifdef BGI
] setrgbpalette ((r << 6) | (g << 3) | (b), cr, cg, ch);
#else
SetDacReg ((r << 6) | (g << 3) | (b), cr, cg, ch);
#endif
}
}
}
}
int IDirect3DDevice8::ColorGetIndex (float r, float g, float b)
int ir = (Aint)((r * 52) / 13);
int ig = (int)((g * 52) / 9);
int ib = (int)((b * 52) / 9);
y return (ir << 6) | (ig << 3) | (ib);
}nt IDirect3DDevice8::ColorGetIndex (D3DCOLOR color)
char cr = (char)(color & 0x000000ffL);
char cg = (char)((color & 0x0000ff00L) >> 8);
char cb = (char)((color & 0x00ff0000L) >> 16);
int ir = (int)(cr / 36.5);
int ig = (int)(cg / 17.0);
int ib = (int)(cb / 17.0);
! return (ir << 6) | (ig << 3) | (ib);

void IDirect3DDevice8::CreateGrayPalette ()

for (int c = 16; c < 80; C ++)

#ifndef BGI

SetDacReg (c, (c - 16) / 2, c - 16, c - 16);

#else

#endif

}

int
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setrgbpalette (c, (c - 16) / 2, (c - 16), (c - 16));

SetDacReg (80, 32, 32, 0);

for (c = 81; c < 145; c ++)
SetDacReg (c, (c - 81), (c - 81), 0);

IDirect3DDevice8: :GrayGetIndex (float r, float g, float b)

if (r==18 g==18 b ==0) return 80;
if(r!=08 g !=08& b ==0)

{
int res = (int)(r * 63) + 81;
if (res > 145) res = 145;
) return res;

int res = (int)(b * 63);
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if (res > 63)
return res + 16;

res = 63;

int IDirect3DDevice8::GrayGetIndex (D3DCOLOR color)
if (color == 0x00ffffOOL) return 80;

(char) (color & 0x000000ffL);
(char) ((color & 0x0000ff00L) >> 8);
(char) ((color & 0x00ff0000L) >> 16);

(cr + cg + cb) / 12;

}
{

char cr =

char cg =

char cb =

int res =

if (res > 63) res = 63;
, return res;

void IDirect3DDevice8::CreatePalette ()

{
#ifdef COLOR

CreateColorpPalette ();

#else

CreateGrayPalette ();

#endif

int IDirect3DDevice8::GetIndex (float r, float g, float b)

#ifdef COLOR

return ColorGetIndex (r, g, b);

#else

return GrayGetIndex (r, g, b);

#endif
}

int IDirect3DDevice8::GetIndex (D3DCOLOR color)

{
#ifdef COLOR

return ColorGetIndex (color);

#else

return GrayGetIndex (color);

#endif
}

Vertex* IDirect3DDevice8::Processvertex (Vertex* pout, Vertex* pvert)

D3DxvVec3TransformCoord (&pOut->pos, &pvert->pos, &m_matworld);

if (m_FVF & D3DFVF_NORMAL)

D3DXMATRIX tmp;
D3DXMatrixInverse (&tmp, NULL, &7_matworld);
D3DXMatrixTranspose (&tmp, &tmp);

D3DXvVec3TransformCoord (&pOut->normal, &pvert->normal, &tmp);
D3Dxvec3Normalize (&pOut->normal, &pOut->normal);

Lighting (pout);

}
(E] se if (m_FVF & D3DFVF_DIFFUSE)

pout->Diffuse

pout->color.
pout->color.
pout->color.

pout->color.
pout->color.
pout->color.

}

r
g

b
r

g
b

pvert->Diffuse;

((pvert->Diffuse & 0x00ff0000L) >> 16) / 255.0f;
((pvert->Diffuse & 0x0000ff00L) >> 8) / 255.0f;
((pvert->Diffuse & 0x000000ffL) >> 0) / 255.0f;

O

D3DXMATRIX matTmp = m_matView * m_matProj;
D3DXxvec3TransformCoord (&pOut->pos, &pOut->pos, &matTmp);

pout->pos.x = ( pout->pos.x + 1) * 512;
pout->pos.y = (-pout->pos.y + 1) * 384;

pout->pos.z /= m_zfar;

return pout;

}

BOOL IDirect3DDevice8::CullFace (Vertex* pvertices)
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if (m_RenderState [D3DRS_CULLMODE] == D3DCULL_NONE) return FALSE;

D3DXVECTOR3 tmp [3];

D3DXMATRIX t = m_matwWorld;

D3DXxvVec3Transformcoord (&tmp [0], &pvertices [0].pos, &t);
D3DXxvec3TransformCoord (&tmp [1], &pvertices [1].pos, &t);
D3DXVec3Transformcoord (&tmp [2], &pVertices [2].pos, &t);

D3DXVECTOR3 vl = tmp [2] - tmp [0];
D3DXVECTOR3 v2 = tmp [1] - tmp [0];
D3DXVECTOR3 Normal;

D3DXvVec3Cross (&Normal, &vl, &v2);
D3DXVec3Normalize (&Normal, &Normal);

if (Normal * D3DXVECTOR3 (0, 0, -1) < 0) return TRUE;

return FALSE;
}

void IDirect3DDevice8::GradientLine (Vertex& vl, Vertex& v2)

UPDATEBOUNDBOX(Vv1.pos);
UPDATEBOUNDBOX (V2.pos) ;

int dx = (int)(v2.pos.x - v1.pos.x);
int dy = (int)(v2.pos.y - vl.pos. yO,

int incx = dx>07?71: dx == : -1
intincy =dy>07?1:dy==0 7 0 -1;
ax = abs (dx);

dy = abs (d

V) ;
int p = W>W7M:W;

int x = (int)vl.pos.x;
int y = (int)vl.pos.y;

int errx = 0, erry = 0;

D3DCOLORVALUE color = vl.color;
D3DCOLORVALUE step;

step.r = (v2.color.r - vl.color.r) / (p + 2);
step.g = (v2.color.g - vl.color.g) / (p + 2);
step.b = (v2.color.b - vl.color.b) / (p + 2);

float z = vl.pos.z;
float stepz = (v2.pos.z - v1.pos.2) / (p + 2);

Eor (Antt=0; t<p+2;t++)

}f ((UINT)m_zBuUffer.GetPixel (x, y) > (UINT)(z * 65535U))
m_BackBuffer.setPixel (x, y, GetIndex (color.r, color.g, color.b));
m_zBuffer.sSetPixel (x, y, (UINT)(z * 65535L));

errx += dx;

erry += dy;

color.r += step.r;

color.g += step.g;

color.b += step.b;

Z += stepz;

if (errx >= p)

errx -= p;
X += incx;

if (erry >= p)

erry -= p;
y += 1incy;

}
}

void IDirect3DDevice8::Release ()
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m_BackBuffer.Dpealloc (;
m_zBuffer.Dealloc ();
IUnknown::Release ();

®ann 11B.h

#ifndef IDIRECT3DINDEXBUFFER8_H
#define IDIRECT3DINDEXBUFFER8_H

#include "Direct3D\IDevice\IDevice.h"
#include "winLib\WinLib2.h"

typedef class IDirect3DIndexBuffer8 : public IUnknown
char* m_data;
int m_size;
D3DFORMAT m_Fmt;
public:
HRESULT Lock (UINT offsetToLock, UINT SizeToLock, BYTE** ppbData, DWORD Flags);
HRESULT UnTock Q;

void Create (int size, D3DFORMAT Fmt);
virtual void Release ();

int Size () { return m_size; }

int FMT () { return m_Fmt; }
} *LPDIRECT3DINDEXBUFFERS;

#endif

®awun IIB.cpp

#include <Direct3D\IIB\IIB.h>
HRESULT IDirect3DIndexBuffer8::Lock (UINT OffsetToLock, UINT SizeToLock, BYTE** ppbData, DWORD Flags)
{

*ppbData = (BYTE*)m_data;
?RESULT IDirect3DIndexBuffer8::unlock ()

}
void IDirect3DIndexBuffer8::Create (int size, D3DFORMAT Fmt)
{

m_Fmt = Fmt;

m_data = new char [size];

}
void IDirect3DIndexBuffer8::Release ()

delete[] m_data;
IUnknown::Release ();

daunn lUnknown.h

#ifndef IUNKNOWN_H
#define IUNKNOWN_H

class IUnknown
public:
virtual void Release () { delete this; }
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#endif

®aunn IVB.h

#ifndef IDIRECT3DVERTEXBUFFERS_H
#define IDIRECT3DVERTEXBUFFER8_H

//#include "Direct3D\IDevice\IDevice.h"
#include "Direct3b\IUnknown\IUnknown.h"
#include "winLib\WinLib2.h"

typedef unsigned char BYTE;

typedef class IDirect3DvertexBuffer8 : public IUnknown
char* m_data;
int m_size;

DWORD _FVF;
public:

HRESULT Lock (UINT offsetToLock, UINT SizeToLock, BYTE** ppbData, DWORD Flags);

HRESULT UnTock Q;

void Create (int size, DWORD FVF);
virtual void Release ();

int Size () { return m_size; }
DWORD FVF () { return m_FVF; }
} *LPDIRECT3DVERTEXBUFFERS;

#endif

d®ann IVB.cpp

#include "Direct3d\IVB\IVB.h"

#pragma argsused

HRESULT IDirect3DVertexBuffer8::Lock (UINT offsetToLock, UINT SizeToLock, BYTE** ppbData, DWORD Flags)
{

*ppbData = (BYTE*)m_data;
return 0;

#pragma argsused
HRESULT IDirect3DVertexBuffer8::unlock ()

return 0;

void IDirect3DVertexBuffer8::Create (int size, DWORD FVF)
{

m_data = new char [size];
m_size = size;
M_FVF = FVF;

void IDirect3DvertexBuffer8::Release ()

delete[] m_data;
IUnknown::Release ();

dann Matrix.h

#ifndef MATRIX_H
#define MATRIX_H

#include "Direct3D\Vector\vVector.h"

69
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class D3DXVECTOR3;
struct D3DXMATRIX
{

union {
struct {
float _mll, _ml2, _ml3, _ml4;
float _m21, _m22, _m23, _m24;
float _m31, _m32, _m33, _m34;
float _m4l, _m42, _m43, _md4;

%ioat _m [4]1[4];

D3DXMATRIX (float mll, float ml2, float ml3, float ml4,
float m21, float m22, float m23, float m24,
float m31, float m32, float m33, float m34,
E]oat m4l, float m42, float m43, float m44)

_m [0][0] = m11;  _m [0][1] = ml2;
_m [0][2] = ml3; _m [0][3] = ml4;
_m [1]1[0] = m21; _m [1][1] = m22;
_m [1]1[2] = m23; _m [1]1[3] = m24;
_m [2][0] = m31; _m [2][1] = m32;
_m [2]1[2] = m33; _m [2]1[3] = m34;
_m [3][0] = m41l;  _m [3][1] = m42;
) _m [3]1[2] = m43; _m [31[3] = m44;
D3DXMATRIX ()
_m [0][0] = 1; _m [O]J[1] = O; _m [0][2] = O; _m [0][3] = O;
_m [1][0] = 0; _m [1][1] = 1; _m [1][2] = O; _m [1][3] = O;
_m [2][0] = 0; _m [2][1] = O; _m [2][2] = 1; _m [2][3] = O;
?m [31[0] = 0; _m [3][1] = 0; _m [3][2] = 0; _m [3][3] = 1;
?3DXMATRIX operator* (const D3DXMATRIX& m)
return D3DXMATRIX (
_m [0][0] * m._m [0][0] + _m [0][1] * m._m [1][0] + _m [0][2] * m._m [2][0] + _m [O][3]
_m [0][0] * m._m [0][1] + _m [O][1] * m._m [L][1] + _m [O][2] * m._m [2][1] + _m [0][3]
_m [0][0] * m._m [0][2] + _m [O][1] * m._m [1][2] + _m [O][2] * m._m [2][2] + _m [O][3]
_m [01[0] * m._m [0](3] + _m [OI[1] * m._m [11[3] + _m [01[2] * m._m [2][3] + _m [0][3]
_m [1[0] * m._m [0][0] + _m [1][1] * m._m [1][0] + _m [1][2] * m._m [2][0] + _m [1][3]
_m [1][0] * m._m [0][1] + _m [1][1] * m._m [1][1] + _m [1]1[2] * m._m [2][1] + _m [1][3]
_m [11[0] * m._m [0][2] + _m [1][1] * m._m [L][2] + _m [1][2] * m._m [2][2] + _m [1][3]
_m [1]1[0] * m._m [0][3] + _m [11[1] * m._m [11[3] + _m [11[2] * m._m [2][3] + _m [1][3]
_m [2]1[0] * m._m [0]1[0] + _m [2][1] * m._m [1][0] + _m [2]1[2] * m._m [2][0] + _m [2]1[3]
_m [21[0] * m._m [0][1] + _m [2][1] * m._m [L1[1] + _m [2][2] * m._m [2][1] + _m [2][3]
_m [2][0] * m._m [0][2] + _m [2][1] * m._m [1]1[2] + _m [2][2] * m._m [2][2] + _m [2][3]
_m [21[0] * m._m [0](3] + _m [2][1] * m._m [11[3] + _m [2][2] * m._m [2][3] + _m [2][3]
_m [3][0] * m._m [0][0] + _m [3]1[1] * m._m [1]1[0] + _m [3][2] * m._m [2][0] + _m [3][3]
_m [3]1[0] * m._m [0J[1] + _m [3]1[1] * m._m [1][1] + _m [3]1[2] * m._m [2][1] + _m [3][3]
_m [3][0] * m._m [0][2] + _m [3]1[L] * m._m [L]1[2] + _m [3][2] * m._m [2][2] + _m [3][3]
_m [3]1[0] * m._m [0][3] + _m [31[1] * m._m [1]1[3] + _m [31[2] * m._m [2][3] + _m [3]1[3]

float& operator() (int col, int row) { return _m [col][row]; }

#define D3DX_PI 3.141592654f

D3DXMATRIX* D3DXMatrixRotationX (D3DXMATRIX* pout, float angle);

D3DXMATRIX* D3DXMatrixRotationY (D3DXMATRIX* pout, float angle);

D3DXMATRIX* D3DXMatrixRotationz (D3DXMATRIX* pout, float angle);

D3DXMATRIX* D3DXMatrixTranslation (D3DXMATRIX* pout, float dx, float dy, float dz);
D3DXMATRIX* D3DXMatr1xIdentity (D3DXMATRIX* pOut);

* m._m
.:m__m_
* m._m
.:m__m_

.:m__m_
* m._m
.:m__m_
* m._m

* m._m
*m_m [
* M._m
*m_m [

.:m__m_
* m._m
.:m__m_
* m._m

D3DXMATRIX* D3DXMatrixLookAtLH (D3DXMATRIX* pout, D3DXVECTOR3* pos, D3DXVECTOR3* target,

D3DXVECTOR3* J);

e i e 1rr
ww ww ww ww ww ww ww ww
Pt it Pt Thtir [t Tt Tt it} Pt it Pt Thtir [t Tt Tt it}

WNES WNHS WNHS wNHES

= = -

D3DXMATRIX* D3DXMatrixPerspectiveFovLH (D3DXMATRIX* pout, float angle, float aspect, float znear,

_ float zfar);
D3DXMATRIX* D3DXMatrixTranspose (D3DXMATRIX* pout, D3DXMATRIX* pMat);
D3DXMATRIX* D3DXMatrixInverse (D3DXMATRIX* pout, float* pDet, D3DXMATRIX* pMat);

#endif
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dann Matrix.cpp

#include "Direct3D\matrix\matrix.h"
#include <math.h>

#include <assert.h>

#include <stdio.h>

#pragma argsused ) ]
D3DXMATRIX* D3DXMatrixRotationX (D3DXMATRIX* pout, float angle)

D3DXMatrixIdentity (pout);
float cosangle = cos (angle);
float sinangle = sin (angle);

pout->_m [1][1] = cosangle;
pout->_m [1][2] = sinangle;
pout->_m [2][1] =-sinangle;
pout->_m [2][2] = cosangle;

return pout;

}

#pragma argsused
D3DXMATRIX* D3DXMatrixRotationY (D3DXMATRIX* pout, float angle)
{

D3DXMatrixIdentity (pout);
pout->_m [0][0] cos (angle);
pout->_m [0][2] -sin (angle);
pout->_m [2][0] sin (angle);
pout->_m [2][2] = cos (angle);
return pout;

}

#pragma argsused ) ]
D3DXMATRIX* D3DXMatrixRotationZ (D3DXMATRIX* pout, float angle)

D3DxMatrixIdentity (pout);
pout->_m [0][0] = cos (ang]e),
pout->_m [0][1] sin (angle);
pout->_m [1][0] -sin (ang]e);
pout->_m [1][1] = cos (angle);
return pout;

}

#pragma argsused

?3DXMATRIX* D3DXMatrixTranslation (D3DXMATRIX* pout, float dx, float dy, float dz)

D3DXMatrixIdentity (pout);

pout->_m [3][0] = dx;
pout->_m [3][1] = dy;
pout->_m [3][2] = dz;

return pout;

}

#pragma argsused _ _
D3DXMATRIX* D3DXMatrixIdentity (D3DXMATRIX* pOut)
{

pout->_m [0][0] = 1; pout->_m [0][1] = O;
pout->_m [0][2] = 0, pout->_m [0][3] = O;
pout->_m [1][0] = 0; pout->_m [1][1] = 1;
pout->_m [1][2] = 0; pout->_m [1][3] = O;
pout->_m [2][0] = 0; pout->_m [2][1] = O;
pout->_m [2][2] = 1; pout->_m [2][3] = O;
pout->_m [3][0] = 0; pout->_m [3][1] = O;
pout->_m [3][2] = 0; pout->_m [3][3] = 1;
return pout;

}

#pragma argsused

D3DXMATRIX* D3DXMatrixLookAtLH (D3DXMATRIX* pOut, D3DXVECTOR3* pos,

D3DXVECTOR3* )

D3DXVECTOR3 zaxis = *target - *pos;
D3DXVec3Normalize (&zaxis, &zaxis);

D3DXVECTOR3 xaxis;
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D3DXvec3Cross_(&xaxis, y, &zaxis);
D3DxVec3Normalize (&xaxis, &xaxis);

D3DXVECTOR3 yaxis;
D3DxvVec3Cross (&yaxis, &zaxis, &xaxis);
// D3DXvVec3Normalize (&yaxis, &yaxis);

pout->_m [0][0] = xaxis.x; pout->_m [0][1] = yaxis.x;
pout->_m [0][2] = zaxis.x; pout->_m [0][3] = 0;

pout->_m [1][0] = xaxis.y; pout->_m [1][1] = yaxis.y;

pout->_m [1][2] = zaxis.y; pout->_m [1][3] = 0;

pout->_m [2][0] = xaxis.z; pout->_m [2][1] = yaxis.z;

pout->_m [2][2] = zaxis.z; pout->_m [2][3] = 0;

pout->_m [3][0] = -(xaxis * *pos); pout->_m [3][1] = -(yaxis * *pos);
pout->_m [3][2] = -(zaxis * *pos); pout->_m [3]1[3] = 1;

return pout;

}

#pragma argsused
D3DXMATRIX* D3DXMatrixPerspectiveFovLH (3§DXMATﬁ}X* pout, float angle, float aspect, float znear,
Toat zfar)

{
D3DXxMatrixIdentity (pout);
float h = cos (angle / 2) / sin (angle / 2);
float w = h / aspect;
pout->_m [0][0] = w / (znear);
pout->_m [1][1] = h / (znear);
pout->_m [2][2] = zfar / (zfar - znear);
pout->_m [3][2] = znear * zfar / (znear - zfar);
pout->_m [2][3] = 1;
pout->_m [3][3] = O;

) return pout;

D3DXMATRIX* D3DXMatrixTranspose (D3DXMATRIX* pOut, D3DXMATRIX* pMat)

D3DXMATRIX tmp (

pMat->_m [0][0], pMat->_m [1][0], pMmat->_m [2][0], pMat->_m [3][0],
pMat->_m [0][1], pMat->_m [1][1], pMat->_m [2][1], pMat->_m [3][1],
pMat->_m [0][2], pMat->_m [1][2], pMat->_m [2][2], pMat->_m [3][2],
pMat->_m [0][3], pMat->_m [1][3], pMat->_m [2]1[3], pMat->_m [3][3]);
*pout = tmp;
y return pout;
E]oat Det (D3DXMATRIX* pMat, int row, int col)
float m[3]1[3];
int my = 0;
Eor (int y=0; y<4; y++)
}f (v = row)
int mx = 0;
for (int x=0; x < 4; x ++)
if (x !'= col)
m [my][mx] = (*pMat) (¥, X);
mX ++;

}

my ++;
}
float mul = 1.0f;
if ((col + row) % 2 !'=0) mul = -1;
return mul * (
m [0][0] * m [1][1] * m [2][2] + m [1][0] * m [2][1] * m [O][2] +
m [2][0] * m [O][1] * m [1][2] - m [O][O] * m [2][1] * m [1][2] -
m [1100] * m [O][1] * m [2]1[2] - m [2][0] * m [1][1] * m [O0]1[2D);
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}

#pragma argsused _
D3DXMATRIX* D3DXMatrixInverse (D3DXMATRIX* pout, float* pDet, D3DXMATRIX* pMat)
{

D3DXMATRIX tmp;
for (int y=0; y<4; y++)
for (int x=0; x < 4; x ++)
tmp (x, y) = Det (pMat, y, X);
*pout = tmp;

return pout;

dawnn Vector.h

#ifndef VECTOR_H
#define VECTOR_H

#include "Direct3D\Matrix\Matrix.h"

class D3DXMATRIX;

class D3DXVECTOR3

{
public:

1}

D3DXVECTOR3 (float _x, float _y, float _2) : x (%), ¥y (L), z (2 {}
D3DXVECTOR3 () { }
float x, y, z;

float operator* (const D3DXVECTOR3& vec) { return x * vec.x + y * vec.y + z * vec.z; }
D3DXVECTOR3 operator- (const D3DXVECTOR3& vec) { return D3DXVECTOR3 (x - vec.X, y - veC.y, Z - vec.2)
D3DXVECTOR3 operator- () { return D3DXVECTOR3 (-x, -y, -2); }

D3DXVECTOR3* D3DxVec3TransformCoord (D3DXVECTOR3* pOut, D3DXVECTOR3* pVec, D3DXMATRIX* pMat);
D3DXVECTOR3* D3DxVec3Normalize (D3DXVECTOR3* pOut, D3DXVECTOR3* pVec);
D3DXVECTOR3* D3DXVec3Cross (D3DXVECTOR3* pOut, D3DXVECTOR3* pVecl, D3DXVECTOR3* pvec2);

#endif

dann Vector.cpp

#include "Direct3D\Vector\vector.h"
#include <math.h>

?3DXVECTOR3* D3DXvVec3TransformCoord (D3DXVECTOR3* pOut, D3DXVECTOR3* pvec, D3DXMATRIX* pMat)

}

float x = pvec>x * pMat->_m [0][0] + pvec—>y * pMat->_m [1][0] + pvec->z * pMat->_m [2][0] + pMat->_m [3][0];
float y = pvec->x * pMat—>_m [0][1] + pvec->y * pMat->_m [1][1] + pvec->z * pMat->_m [2][1] + pMat—>_m [3][1];
float z = pvec>x * pMat->_m [0][2] + pvec—>y * pMat->_m [1][2] + pvec—>z * pMat->_m [2][2] + pMat->_m [3][2];
float w = pvec->x * pMat—>_m [0][3] + pvec->y * pMat->_m [1][3] + pvec->z * pMat->_m [2][3] + pMat—>_m [3][3];

ifw!l=0{ x/=wy/=w;z/=w}

pout->x = Xx; pout->y = y; pout->z = z;
return pout;

D3DXVECTOR3* D3DXVec3Normalize (D3DXVECTOR3* pOut, D3DXVECTOR3* pvec)
{
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float Tength = sqrt (pvec->x * pvec->x + pvec->y * pvec->y +
pvec->z * pvVec->2);

if (length != 0)

{

pout->x
pout->y
pout->z

pvec->x / length;
pvec->y / length;
pvec->z / Tength;

return pout;

i1
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?3DXVECTOR3* D3DXVec3Cross (D3DXVECTOR3* pOut, D3DXVECTOR3* pvecl, D3DXVECTOR3* pvec2)

float x = pvecl->y * pvec2->z - pvecl->z * pvec2->y;
float y = pvecl->z * pvec2->x - pvecl->x * pvec2->z;
float z = pvecl->x * pvec2->y - pvecl->y * pvec2->x;
pout->x = x;
pout->y = y;
pout->z = z;

return pout;

®ann WinLib.h

#ifndef WINLIB_H
#define WINLIB_H

#include "winLib\WinLib2.h"

#include "Direct3D\IIB\IIB.h"
#include "Direct3D\IDevice\IDevice.h"
#include "Direct3D\ID3D\ID3D.h"
#include "Direct3D\IVB\IVB.h"
#include "Direct3D\Matrix\Matrix.h"
#include "Direct3D\Vector\vector.h"

#endif

®ainn WinLib2.h

#ifndef WIN_LIBRARY2_H
#define WIN_LIBRARY2_H

#include <memory.h>
#include <string.h>

#ifndef NULL
#define NULL 0
#endif

#define DECLARE_HANDLE(n) struct tag##n { char unused; };\
typedef tag##n* n;

#define zeroMemory(n, 7) memset (n, 7, 0)

DECLARE_HANDLE (HWND) ;
DECLARE_HANDLE (HINSTANCE);
DECLARE_HANDLE (HICON);
DECLARE_HANDLE (HCURSOR);
DECLARE_HANDLE (HBRUSH);
DECLARE_HANDLE (HMENU) ;
DECLARE_HANDLE (HDC);

typedef unsigned long LRESULT;
typedef unsigned long HRESULT;
typedef unsigned int UINT;
typedef int INT;

typedef long LONG;

typedef float FLOAT;

typedef unsigned long WPARAM;
typedef unsigned long LPARAM;

typedef unsigned char BYTE;
typedef unsigned short WORD;
typedef unsigned long DWORD;

typedef const char* LPCSTR;
typedef char* LPSTR;

typedef unsigned char BOOL;
#define TRUE 1
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#define

#define
#define

#define
#define
#define
#define
#define

struct P

LONG

FALSE 0

CALLBACK
APIENTRY

WM_DESTROY 0x0002

WM_QUIT 0x0012
WM_CHAR 0x0003
WM_KEYDOWN 0x0004
WM_PAINT  0x0008
OINT

X, Vs

?truct MSG

HWND hwnd;
UINT message;
WPARAM wParam;
LPARAM TpParam;
DWORD time;
POINT pt;

s

typedef MSG* LPMSG;

typedef LRESULT CALLBACK (*WNDPROC) (HWND, UINT, WPARAM, LPARAM);

struct WNDCLASS

UINT
WNDP
int

int

HINS
HICO
HCUR
HBRU
LPCS
LPCS

3

#define

typedef
typedef

style;

ROC TpfnwndProc;
cbClsExtra;
cbwndExtra;

TANCE  hInstance;

N hIcon;

SOR hCursor;

SH hbrBackground;

TR TpszMenuName;

TR TpszClassName;

PM_NOREMOVE 0x0000

void* LPVOID;
void VOID;

struct RECT { LONG left, top, right, bottom; };

INT APIENTRY winMain (HINSTANCE, HINSTANCE, LPSTR, int);
HRESULT RegisterClass (WNDCLASS* TpwC); ) )
HWND CreatewindowEx (UINT exStyle, LPCSTR IpClassName, LPCSTR lpwndName, UINT Style, int x, int y,

void Updatewindow (HWND hwnd);

BOOL GetMessage

int width, int height, HWND hParent, HMENU hMenu, HINSTANCE hInstance,

LPVOID param);
void Showwindow (HWND hwnd, UINT param);

(MsG* 1pMsg, HWND hwnd, UINT minFilter, UINT maxFilter);
BOOL PeekMessage (MSG* 1pMsg, HWND hwnd, UINT minFilter, UINT maxFilter, UINT bRemove);

void TranslateMessage (MSG* 1pMsg);
void DispatchMessage (MSG* 1pMsg);

HRESULT DefwindowProc (HWND hwnd, UINT nMsg, WPARAM wParam, LPARAM 1Param);

VOID PostQuitMessage (int nExitCode);

HCURSOR LoadCursor (HINSTANCE, LPCSTR);

HICON LoadIcon

(HINSTANCE, LPCSTR);

void GetClientRect (HWND, RECT* TpRect);

#define IDC_ARROW (LPSTR)O

#define IDI_APPLICATION (LPSTR)1

#define WS_EX_OVERLAPPEDWINDOW 2

#define WS_OVERLAPPEDWINDOW

75

0x0008
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#define WS_POPUP 0x0001
#define WS_CAPTION 0x0002
#define WS_SYSMENU 0x0004
#define SW_SHow 4
#define CS_DBLCLKS 5

#define FAILED(n) ((n) < 0)

#define VK_LEFT 75
#define VK_RIGHT 77

struct PAINTSTRUCT { int a; };

HDC BeginPaint (HWND hwnd, PAINTSTRUCT* pps);
void EndPaint (HWND hwnd, PAINTSTRUCT* pps);

void Destroywindow (HWND hwnd);
#endif

dann WinLib.cpp

//#define BGI

#include "winLib\Winlib2.h"
#include <conio.h>
#include "graph\graph.h"
#include "dac\dac.h"

#include <stdlib.h>
#ifdef BC

#include <graphics.h>
#endif

WNDCLASS *CurWC = NULL;
BOOL bExit = FALSE;

#pragma argsused
HRESULT RegisterClass (WNDCLASS* TpwC) { CurwC = lpwC; return 0; }

#pragma argsused

HWND CreatewindowEx (UINT exStyle, LPCSTR IpClassName, LPCSTR IpwndName, UINT Style, int x, int y,
int width, int height, HWND hParent, HMENU hMenu, HINSTANCE hInstance,
LPVOID param) { return (HWND)100; }

#pragma argsused

void Showwindow (HWND hwnd, UINT param) { }

#pragma argsused
void Updatewindow (HWND hwnd) { }

#pragma argsused
BOOL GetMessage (MSG* 1pMsg, HWND hwnd, UINT minFilter, UINT maxFilter) { return TRUE; }

#pragma argsused o )
BOOL PeekMessage (MSG* 1pMsg, HWND hwnd, UINT minFilter, UINT maxFilter, UINT bRemove)
{

TpMsg->message = 0;
}f (bExit)

TpMsg->message = WM_QUIT;
return TRUE;

}f (kbhit )

int key = getch Q;
switch (key) {
case 27:
TpMsg->message = WM_QUIT;
return TRUE;
default:
TpMsg->message = WM_KEYDOWN;
TpMsg->wParam = key;
curwC->1pfnwndproc (hwnd, TpMsg->message, 1pMsg->wParam, lpMsg->1Param);
return TRUE;
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1}
}
return FALSE;

#pragma argsused
void TranslateMessage (MSG* lpmsg) { }
#pragma argsused
void DispatchMessage (MSG* lpmsg) { }

#pragma ar%sqsed
HRESULT DefWindowProc (HWND hwnd, UINT nMsg, WPARAM wParam, LPARAM 1param) { return 0; }

#pragma argsused ] )
VOID PostQuitMessage (int neExitCode) { }

#pragma argsused

HCURSOR LoadcCursor (HINSTANCE, LPCSTR) { return (HCURSOR)O; }
#pragma argsused

HICON LoadIcon (HINSTANCE, LPCSTR) { return (HICON)O; }

int main O

#ifndef BGI
startGraph (;

#else
int gb = installuserdriver ("SVGA256", NULL), gM = 4;
diﬁitgraph (&gD, &gM, "P:\\prog\\bgi");

#endi

winMain ((HINSTANCE)100, (HINSTANCE)O, NULL, 0);
return 0;

void GetClientRect (HWND, RECT* TpRect)
TpRect->left = TpRect->top = 0;

TpRect->right = 1024;
TpRect->bottom = 768;

HDC BeginPaint (HWND hwnd, PAINTSTRUCT* pps) { return NULL; }
void EndPaint (HWND hwnd, PAINTSTRUCT* pps) { }
void Destroywindow (HWND hwnd)

bExit = TRUE;

N.4. Borland-Bepcusa 6Monunorteku

dann BackBuf.h

#ifndef BACKBUF_H
#define BACKBUF_H

#include "winLib\WinLib2.h"
#include "xmm\xmm.h"

#define NULL O
E]ass CBackBuffer

protected:
WORD m_hHandler;

BYTE* m_TmpData;

public:
cBackBuffer (;
virtual void Alloc Q;
virtual void GetScanLine (BYTE** 1pBuffer, int Tine);
virtual void SetScanLine (BYTE** 1pBuffer, int Tine);
virtual void Dealloc ();
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virtual void Clear (int color, RECT* pRect = NULL);
virtual void Flip (RECT* pRect = NULL);
operator WORD () { return m_hHandler; }

int GetPixel (int x, int ));
void SetPixel (int x, int y, int color);

) ~CBackBuffer (;

#endif

dann BackBuf.cpp

#include "BackBuf\BackBuf.h"

#include "graph\graph.h"

#include <assert.h>

#include <stdio.h>

#define EVEN(n) (int)((n) - (M % 2))

CBackBuffer::cBackBuffer ()
XMM_Initialize Q;
m_TmpData = new BYTE [1024];

void cBackBuffer::Alloc ()

m_hHandler = XMM_ATlocateBlock ((int)((1024L * 768L) >> 10));

void CBackBuffer::Clear (int color, RECT* pRect)
{

byte 1pTmp [1024];
}f (!pRect)

memset (TpTmp, (byte)color, 1024);

for (int c = 0; c < 768; C ++)
XMM_memcpy (m_hHandler, ((Tong)c) << 10, TpTmp, 1024);

}
else
{
memset (TpTmp, (byte)color, (int)(pRect->right - pRect->Teft));
int length = EVEN(pRect->right - pRect->left) ==
(int) (prect->right - pRect->left) ?
(int) (prect->right - pRect->left) : EVEN (pRect->right - pRect->left);
for (LONG c = pRect->top; c <= pRect->bottom; c ++)
XMM_memcpy (m_hHandler, c * 1024L + (LONG)EVEN (pRect->Tleft), (byte*)1pTmp, Tlength);
}

}

¥01d cBackBuffer::Dealloc ()
XMM_FreeBlock (m_hHandler);

void CBackBuffer::GetScanLine (byte** TpBuffer, int line)
XMM_memcpy (m_TmpData, m_hHandler, ((long)line) << 10, 1024L);

*1pBuffer = m_TmpData;

void CBackBuffer::SetScanLine (byte** TpBuffer, int Tline)

XMM_memcpy (m_hHandler, ((Tong)Tline) << 10, *1pBuffer, 1024L);

void CBackBuffer::Flip (RECT* pRect)

{
/* if (!pRect)
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for (int c =0; c < 12; c ++)

SetPage (c);
XMM_memcpy ((byte far*)0xa0000000L, m_hHandler, ((Tong)c) << 16, 65536L);

}
"y else
/* FILE* pDump = fopen ("dump.txt", "w");
y fclose (pDump);
1{Cor‘ (DWORD y = 0; y < 1; y ++)
SetPage (y / 64);
byte far* pAddr = (byte far*)0xa0000000L;
XMM_memcpy (pAddr,
) m_hHandler, y * 1024L, 1024);
}
}

int CBackBuffer::GetPixel (int x, int ))
short Buffer;
xMM_memcpy ((byte far*)&Buffer, m_hHandler, y * 1024 + EVEN(X), 2);
if (x % 2 == 1) return Buffer << 8;
else return (int)(char)Buffer;
void CBackBuffer::SetPixel (int x, int y, int color)
short Buffer;
xMM_memcpy ((byte far*)&Buffer, m_hHandler, y * 1024L + EVEN(X), 2);
Buffer &= Oxff << (! (x % 2)) * 8;
Buffer |= (char)color << (x % 2) * 8;

) XMM_memcpy (m_hHandler, y * 1024L + EVEN(x), (byte far*)&Buffer, 2);

cBackBuffer: :~CBackBuffer ()

delete[] m_TmpData;

®ann IDev.cpp

#include "Direct3D\IDevice\IDevice.h"
void IDirect3DDevice8::SetPixel (Line line, BYTE* colorplace, WORD* zplace, int x, int ))
if (zplace [x] > line.z * 65535U)
colorplace [x] =

GetIndex (line.color.r, 1ine.color.g, Tine.color.b);
zplace [x] = (WORD)(Tine.z * 65535U);

dann ZBuf.h

#ifndef ZBUFFER_H
#define ZBUFFER_H

#include "winLib2.h"
class czBuffer

protected:
unsigned int m_hHandler;

WORD* m_TmpData;
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public:
czBuffer Q;
virtual void Alloc Q;
virtual void GetScanLine (WORD** 1pBuffer, int Tine);
virtual void SetScanLine (WORD** 1pBuffer, int line);
virtual void Dealloc ();
virtual void Clear (RECT* pRect = NULL);
operator unsigned int () { return m_hHandler; }

unsigned short GetPixel (int x, int y);
void SetPixel (int x, int y, unsigned int 2);

) ~CzBuffer ;

#endif

dann Zbuf.cpp

#include "zBuf\zBuf.h"
#include "xmm\xmm.h"

%ZBuffer::CZBuffer O
XMM_Initialize Q;
m_TmpData = new WORD [1024];
void czBuffer::Alloc ()

m_hHandler = XMM_ATlocateBlock ((int)((1024L * 768L * 2L) >> 10));

¥01d CzBuffer::GetScanLine (WORD** TpBuffer, int line)
XMM_memcpy ((byte*)m_TmpData, m_hHandler, ((Tong)line) << 11, 2048L);
*1pBuffer = m_TmpData;

¥01d CzBuffer::SetScanLine (WORD** TpBuffer, int line)
XMM_memcpy (m_hHandler, ((Tong)1line) << 11, (byte*)(*1pBuffer), 2048L);

¥oid CczBuffer::Dealloc ()

XMM_FreeBlock (m_hHandler);

void CzBuffer::Clear (RECT* pRect)
{

byte 1pTmp [2048];
memset (TpTmp, (char)Oxff, 2048);

if (!pRect)
for (LONG ¢ = 0; c < 768; c ++)
] XMM_memcpy (m_hHandler, c * 2048L, lpTmp, 2048);
else
for (LONG c = pRect->top; c <= pRect->bottom; c ++)
XMM_memcpy (m_hHandler, c * 2048L + 2 * pRect->left, IpTmp, 2 * (pRect->right - pRect-
;1eft));

unsigned short CzBuffer::GetPixel (int x, int )

{
unsigned short Buffer;
xMM_memcpy ((byte far*)&Buffer, m_hHandler, y * 2048L + x * 2, 2);
return Buffer;

void CzBuffer::SetPixel (int x, int y, unsigned int 2)
{

XMM_memcpy (m_hHandler, y * 2048L + x * 2, (byte far*)&z, 2);
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CzBuffer: :~CczBuffer ()

delete[] m_TmpData;

dann Ctrls.cpp

#include "Ctrls.h"

void CreateControls ()

}

void ProcessControls (char ch)
}

void DeleteControls ()

}

void onPaint (HDC hdc)

}

N.5. GCC-Bepcust 6MGnNMoTeKkun

dann BackBuf.h

#ifndef BACKBUF_H
#define BACKBUF_H

#include "winLib\WinLib2.h"
#include <grx20.h>

#define NULL 0

class CBackBuffer

{

protected:
GrcContext* m_pContext;

public:
cBackBuffer (;
virtual void Alloc Q;
virtual void GetScanLine (BYTE** 1pBuffer, int Tine);
virtual void SetScanLine (BYTE** 1pBuffer, int line);
virtual void Dealloc ();
virtual void Clear (int color, RECT* pRect = NULL);
virtual void Flip (RECT* pRect = NULL);

int GetPixel (int x, int ));
void SetPixel (int x, int y, int color);

GrContext* Context () { return m_pContext; }

! ~CBackBuffer (;

#endif
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dann BackBuf.cpp

#include "BackBuf\BackBuf.h"
#include <grx20.h>

%BackBuffer::CBackBuffer (O : m_pContext (NULL)

}

void cBackBuffer::Alloc ()

{
m_pContext = GrCreateContext (1024, 768, NULL, NULL);
GrSetContext (m_pContext);

void CBackBuffer::GetScanLine (BYTE** TpBuffer, int line)
const GrContext* pCur = GrCurrentContext ();
*1pBuffer = NULL;

void CBackBuffer::SetScanLine (BYTE** TpBuffer, int line)

}

void cBackBuffer::Dealloc ()
GrSetContext (NULL);
GrDestroyContext (m_pContext);
m_pContext = NULL;

void CBackBuffer::Clear (int color, RECT* pRect)
GrFilledBox (10, 10, 1014, 618, color);

¥oid cBackBuffer::F1ip (RECT* pRect)
GrSetContext (NULL);
if (!prect)
] GreitB1t (NULL, O, O, m_pContext, 0, 0, 1024, 768, GrWwRITE);

else
GrBitB1t (NULL, pRect->Teft, pRect->top, )
m_pContext, pRect->left, pRect->top, pRect->right, pRect->bottom,
GrWRITE);

GrSetContext (m_pContext);

}nt CcBackBuffer::GetPixel (int x, int ))

return GrePixel (x, J);

void CBackBuffer::SetPixel (int x, int y, int color)
if (x> 10 & y > 10 && x < 1014 && y < 618)

) Grelot (x, y, color);

%BackBuffer::~CBackBuffer O
}
dann DAC.h

#ifndef DAC_H
#define DAC_H

void SetDacReg (int reg, char r, char g, char b);

#endif
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dann DAC.cpp

#include "dac\dac.h"
#include <grx20.h>

void SetDacReg (int reg, char r, char g, char b)

GrsetColor (reg, r * 4, g * 4, b * 4);

dann Graph.h

#ifndef GRAPH_H
#define GRAPH_H

void startGraph Q;
#endif

®awnn Graph.cpp

#include "graph\graph.h"
#include <grx20.h>

void StartGraph ()

GrSetMode (GR_width_height_color_graphics, (int)1024, (int)768, (GrColor)256);

®ann IDev.cpp

#include <Direct3D\IDevice\IDevice.h>
void IDirect3DDevice8::SetPixel (Line line, BYTE* colorplace, WORD* zplace, int x, int ))
}f (zplace [x] > Tine.z * 65535U)

m_BackBuffer.setPixel (x, y, GetIndex
(line.color.r, line.color.g, Tine.color.b));
/* ((pworD*)colorplace) [offset] = (DWORD)GetIndex
(line.color.r, line.color.g, Tine.color.b);
*/ ) zplace [x] = (WORD)(Tine.z * 65535U);

}

dann ZBuf.h

#ifndef ZBUFFER_H
#define ZBUFFER_H

#include "winLib2.h"
%1ass CzBuffer

protected:
WORD* m_TpData;

public:
CczBuffer Q;
virtual void Alloc Q;
virtual void GetScanLine (WORD** 1pBuffer, int Tine);
virtual void SetScanLine (WORD** 1pBuffer, int Tine);
virtual void Dealloc ();

virtual void Clear (RECT* pRect = NULL);
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WORD GetPixel (int x, int ));
void SetPixel (int x, int y, WORD 2);

~CzBuffer ();

#endif

dann ZBuf.cpp

#include "zBuf\zBuf.h"

%ZBuffer::CZBuffer (O : m_lppata (NULL)

}
¥oid czBuffer::Alloc ()

m_1pData = new WORD [1024L * 768L];

void CczBuffer::GetScanLine (WORD** TpBuffer, int line)

*1pBuffer = &m_TpData [1ine * 1024L];

void CzBuffer::SetScanLine (WORD** TpBuffer, int Tline)
{

}
void CzBuffer::Dealloc ()

delete[] m_TpData;
m_lpData = NULL;

void CzBuffer::Clear (RECT* pRect)

if (!pRect)
: memset (m_lpData, Oxff, 1024L * 768L * 2L);
else
for (UINT y = pRect->top; ) <= pRect->bottom; y ++)
memset (&m_lpData [y * 1024 + pRect->left], Oxff, (pRect->right - pRect->left) * 2);
}

WORD CzBuffer::GetPixel (int x, int ))
if (x> 10 && y > 10 && x < 1014 && y < 618)

return m_lpData [y * 1024L + x];
return 0;

void CzBuffer::SetPixel (int x, int y, WORD 2)

if (x> 10 & y > 10 && x < 1014 && y < 618)
) m_1pData [y * 1024L + x] = z;

%ZBuffer::~CZBuffer O
}

dann Ctrls.cpp

#include "ctrls.h"

#include <grx20.h>

#include <direct3d\idevice\idevice.h>
#include <stdio.h>

#define NULL O

Grcolor* pColors = NULL;
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class IDirect3DDevices;

extern IDirect3DDevice8* lpDevice;

extern HWND hwnd;
extern int CurrentObje
extern BOOL bChanged;
extern int FillMode;

void DrawButton (int x1, int yl, int w,

int x2
int y2

x1 + w;
yl + h;

int colorl
int color?2
}f (bPushed)

15;
8;

colorl

= 8;
color2 =1

GrvLine (x1, yl, vy
GrvLine (x2, yl, vy

GrHLine (x1, x2, yl, colorl);
x2 -1, yl + 1,
2, color2);
x2 -1, y2 -1,

GrHLine (x1 + 1,
GrHLine (x1, x2, y
GrHLine (x1 + 1,

ct;

2, colorl);
GrvLine (x1 + 1, y1 +1, y2 -1
2, color2);
GrvLine (x2 - 1, y1 + 1, y2 - 1,

GrFilledBox (x1 + 2, yl1 + 2,

int Strwidth = str]en (capt) * 8;

int StrHeight =

GrTextxy(x1l + (x2 - x1 - strwidth) / 2, yl + (y2 - yl - StrHeight) / 2,

}
char* capt 1=
"1 -- Cube",
"2 -- Cy11nder",
"3 -- Sphere",
"4 —- Lamp",
"5 -- Exit",
"6 -- solid",
y "7 -- wireframe"

void CreateControls ()

GrsetContext (TpbDevice->BackBuffer ()->Context ());
GrvLine (0, 0, 767,
GrvLine (1, 1, 766,

GrHLine (0, 1023,
GrHLine (1, 1022,
GrvLine (1023, 0,
GrvLine (1022, 1,
GrHLine (0, 1023,
GrHLine (1, 1022,

GrvLine (8, 8, 620,
GrvLine (9, 9, 619,

GrHLine (8, 1016,
GrHLine (9, 1015,
GrvLine (1016 8
GrvLine (1015, 9,
GrHLine (8, 1016,
GrHLine (9, 1015,

GrFilledBox (2, 2,
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15);

15);

0, 15);
1, 15);
767, 8);
766, 8);
767, 8);
766, 8);

8);
8);
8, 8);
9, 8);
620, 15);
619, 15);
620, 15);
619, 15);

7, 765,

7;
GrFilledBox (1017 2, 1021 765,
GrFilledBox (2, 2, 1021 7, 7);
GrFilledBox (8, 621, 1016, 765,

DrawButton (30, 618 + 40, 120, 40,
DrawButton (160, 618 + 40, 120, 40, "2 -- Cylinder",FALSE);
DrawButton (290, 618 + 40, 120, 40, ;

colorl);

color2);

colorl);

color2);

X2 -2,y2-2,7);

7);
7);

int h, char* capt, BOOL bPushed)

"1 -- Cube",

"3 -- Sphere",

capt, 0, 7);
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DrawButton (420, 618
DrawButton (30, 618
DrawButton (160, 618
DrawButton (290, 618

40, 120, 40, "4 -- Lamp", FALSE) ;

100, 120, 40, "5 -- Exit", FALSE) ;
100, 120, 40, "6 -- solid", FALSE);
100, 120, 40, "7 -- wWireframe",FALSE);

+ 4+ + +

}
int OldButton = -1;
void Processcontrols (char ch)
int num = ch - '1';
if (num < 0 || num > 6) return;

if (num != 0ldButton && num < 4)
DrawButton (num * 130 + 30, 618 + 40, 120, 40, capt [num], TRUE);

else
DrawButton ((num - 4) * 130 + 30, 618 + 100, 120, 40, capt [num], TRUE);
if (0ldButton != -1 & num != OldButton && OldButton < 4)
: DrawButton (0TdButton * 130 + 30, 618 + 40, 120, 40, capt [0ldButton], FALSE);
else

DrawButton ((0ldButton - 4) * 130 + 30, 618 + 100, 120, 40, capt [0ldButton], FALSE);
}f (num >= 0 && num < 4)

CurrentObject = num + 1;
bCchanged = TRUE;

if (num == 5) FilIMode
if (num == 6) FillMode

D3DFILL_SOLID;
D3DFILL_WIREFRAME;

oldButton = num;

, if (num == 4) Destroywindow (hwnd);

void DeleteControls ()

}
¥01d onPaint (HDC hdc)

}
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3aopaBcTBYynTE, yBaxkaemasi komuccnsa. MeHst 30ByT

NMonoB Bnagumup.

CIANI 1

Pa3pewnte npeactaeute mon npoekt: MYJIbTWUI-
NAT®OPMEHHASA PEAJTIU3ALMA KOMMNbIOTEPHOWU
TPAOUKN.

LEJIbIO npoekTa ObIno co3gaHne Habopa OMBNMOTEK,
Heobxoammbix Aana komnunaumm noa PA3JIMYHBIE OnNE-
PALUNOHHBLIE CUCTEMbI: ¢ nogogepXkom pasnuyHbIX
KOMMUMSITOPOB.

Bepcus aonsa DOS npepnonaraet co3gaHne cobCT-
BeHHoro KOHBEUEPA PEHOEPUHIA.

Ona cospaHna npunoxenns, PABOTAKLLEIO noa
DOS, Heobxoaumo 6bino AMYJIUPOBATbD yacte oyHK-
umm Windows API.

Takxe 6bino Heobxoanmo AMYJIIMPOBATb YACTb
WHTEP®EUCA MICROSOFT DIRECT3D.

He meHee Ba)kHas 3apadvya — co3gatb OEMOHCT-
PALMNOHHYIO NMPOIrPAMMY.
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CNAMA 2

Paccmotpum  APXUTEKTYPY nporpammel. [lpo-
roamma-npunoxeHne OIMUPAETCA HA PECYPCbI
BUBJIMOTEKWU. Ecnun npunoxeHme koMmnunmpyeTcsa nog
WINDOWS, 10 ucnonb3dyetca DIRECT3D. Ecnu npo-
rpamma komnunupyetcsa nog DOS, 1O wucnonb3yetcs
aMynauusa Direct3D — KOHBEUEPA PEHOEPUHIA
n ero APIL. KoHBenep onunpaetca Ha FTPAPUYHECKUE
BUBJIMOTEKWU, kotopble 3ABUCAT OT KOMMUIIA-
TOPA.

3neck npeactaBneHa CTPYKTYPA T[MPOEKTA.
®ANNbl PACCOPTUPOBAHbI no 3aBuMcuMoCT OT
nnaTgopmbl U KomnunaTopa. HuakoypoBHeBas rpaduka
B GCC uncnonbayet omnbnmoteky GRX, a B8 BORLAND
npuwnocb Hanncate COBCTBEHHYHIO, nogaepxunsato-
Lyt pexmmbl SVGA.

CnAMAO 3

A0POM MPOrPAMMbI ABNAETCA KOHBEMWEP
peHaepuHra. OH pasgeneH Ha Heckonbko aTanoB. [ns

COKPbITUSI MepeceKkaroLmnxcs MOBEePXHOCTEN WUCMOSNb3Y-
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etca anropntm Z-BY®EPA, ocHOBaHHbIM Ha aHanuse Z-
KOOPOWUHAT pucyeMmbix nNukceneun.

Ona CMEHbI KAOPOB n3obpaxeHust Cnonb3yeTcs
OBONHAA BY®EPUIALUMUA. Mporpamma cTupaeT u
pucyet HoBoe u3obpaxeHne B BJIOKE onepaTtmBHOM
NAMATHN, a s3atem KOMMUPYET pe3ynbTaTt Ha 9KpaH.

Ona amynsauum nHtepdgenca Direct3D Obinn cosgaHo
HECKOJIbKO KITACCOB, aHanorndHbix kraccam Di-
rect3D.

OHn npegHasHadeHbl onga 6e3onacHoro cosgaHus u
yoarneHusi ob6bekToB, obecrnedeHns peHaepuHra, XxpaHe-

HUS1 BEPLUMH U UX HOpManen.

CNAWO 4

[lporpamma MOXET nokKasbiBaTb pasnuyHble OU-
'YPbIl n nx NMPOBOJIOYHBLIE MOAEJIN. Ona no3sons-
eT BbiBOauTe USOBPAXEHUA NMPUMUTUBOB (kyOa,
umnnuHgpa, cdepbl) a Takke npocton MOLOEJIA MPO-
XXEKTOPA.

[Ons QOCTUXEHUs1 peanuUCTUYHOrO OCBELLEHUS CO3-
naetca MNMAJIUTPA LUBETOB. Vicnonb3yetca pexum c

256 usetTamu.
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,U,.I'Iﬂ BbIHUCJTIEHNA OCBELWLEHNA TpeyrosibHnMKa Wuc-

nonb3yeTca mogens JlambeprTa.

CNAVO 5

UTAK, 6bin cosgaH Habop MEPEHOCUMbIX BUB-
JIMOTEK, nosBonsawowmmn Ncnosib3oBaTb 3NEMEHTbl TeX-
Honorun DirectX.

Bbin cosnaH KOHBEUEP PEHLOEPUHTA.

boino AIMYJIIMPOBAHO HekoTopoe NogMHOXECTBO
®YHKLMN WINDOWS APl U MICROSOFT DIRECT3D.

bbinn co3gaHbl Bepcun OMGNMoTekn nog 2 nnat-
doopMbl 1 3 KOMOUMNATOpPA.

bbinia cosgaHa TectoBas nporpamMmma.

Tenepb paspewunte NMEPEUTU K OEMOHCTPA-
L.

BHavane paccmotpum DOS Bepcuio nporpammbl,
ckomnmnuposaHHyto nog GCC.

[locne 3anycka nporpammbl OTKPbIBAE€TCA OKHO, Ha
koTopom ™Mbl Buanm WU3OBPAXEHUE Bpalatowencs
MOZOEJIN KYBA.
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C nomowbto KHOMOK mbl moxem NMEPEKITIOYATD
n3obpaxeHns obbekToB. Hanpumep, HaXXmMeM KHOMKY 2.
N3o6paxeHne cmenunocb Ha UI3OBPAXEHUE LUUNJTUH-
AOPA. Haxmem KITABULWLY 6 — wun3o0paxeHue cme-
HAeTcs Ha usobpaxeHne ero MPOBOJNTIOYHOU MO[E-
M. MoxHo nocmoTtpeTs  APYITUE OB BEKTDI.

Tenepb 3anyctum WINDOWS-BEPCHUIO, wvcnonb-
3yHOLLYO BO3MOXHOCTK annapaTtHoro yckopeHus DirectX.
KoHeuyHO, cKOpOoCTb paboThbl NporpamMmMmbl yBENNYMBAETCH,
oaHako, npu OTCYTCTBUU ANMNAPATHOIO YCKOPE-
HUA v Ha ogHOM 1 TOM Xe MalMHe Mbl nonyyanu gaxe
BOJIbLUYKD CKOPOCTb pabotel y DOS32-npunoxe-
HUS.

BbIUTU n3 nporpamMmbl MOXHO NPV HaxaTuu Ha

knasuwwy 5 nnn knasuwy ESC.

CNnACUBO 3A BHUMAHUE. Ecnu ectb BO-

NMPOCDbI, g rotoB Ha HUX OTBETUTD.



