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EHIE, IBARNZHER Microsoft AE]H Direct3D {REEBEAAIN FHRFED (APD) K4
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Direct3D 2 DirectDraw % EHEBAE—EA), —1 DirectDraw TR FE%E T DirectDraw
F1 Direct3D FIFRRE . AT FHRRF T LA IDirectDraw::Queryinterface &M EERE
Fl|— DirectDraw XT3 K IDirect3D M. 7

ASRAR AR S = 4 B R GRS, HRATE Direct3D fREET M SR
VLK RARBE R AR T, WRIR R — N =4 BRI NV E T, YRR T4 FE R Direct3D
PRGN, HERMZIANERIE “All (Getting Started)”s ANERE—AHTHI =45
BEREVFEFENMZARREE SDK PEEWHITFRY, XEEF5r 77— LR
FARRRY B R AR B B IE R TAE .
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Z 0L “Direct3D R BH AL .
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Direc3D AT REMALIRAL, XEWRE 2 FIES FOVERMEEE, WA 2-1 744
B -

Y-axis

« Z-axis

X-axis
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Direct3D SR, XEEAFR (u F v) ATFRITESEME R —%4 |- ).
v [ B TFHELSCEM A, ERIEE z MMA A, o ME (a ERmE) —EE
&y WEER, HIRSERT Direct3D AFRHI0, 0, 014, ZEIFFMM TH## u Fl v AR R,
HZ I “IDirect3DRMWrap 3117,
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FE=HERRAR AR, HATAT LR LT 3e 8 5e s T DfE:
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Mll ‘Mu ‘A'{B MH

[x’ y' z 1]=[x y z 1]-

Brxt (x, y, z) FIEERE M EfTINFE2EARABRE (X', y' » 2" )

(M, XX) + (M, XY) + (M XZ) + (M, X1)
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(

X/
YI
Z! MI13XX) + (M23XY) + (M33XZ) + (M43X1)

[ T

£ 3D B, SEFENZHRARS (translate), HEFE (Rotate) FIZEHL (Scaling iy
EeBilfl) BVECRERE /), X SRR R R AR RO S B, R AT LUE X EThRE AR E R &
Bk, MW ERAERE, (AT AT REMERE LM IR E & . i,
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XAERER E RN
D3DMARTZX Scale=[

D3DVAL (S), 0, 0, 0,
0, D3DVAI (s), D3DVAI (t), 0,
0, 0, D3DVAI(s);  D3DVAI(v),
0, 0, 0, D3DVAI (1),

1
X — 43R Direct3D 1, REIN AT LIEFAA 3D Z5H.
> F# (translate) ‘

> JE% (rotate)
» 4 (scaling)

ABHMHERS RIS T =406, EREAREEXNAE, ZHREOTF—F+H, R

10T LAE B 28 e i B (R ) — MR A3 38 . STDAE B 493438, RATAT LI “ T

(Transformations) "H1 252 ] R, X E/NFTIHIS BIERR AR BN DL IR 4 O (Retainted
Mode, APD), {ERZHEASRAA R G5 FIEF 258 FAHE F TOR AR s B
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TR S 2 BER .
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0
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1
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SR ARBAEET, BRSO RARBO AR, THIED R, BRI EGEH
BHZ, %A B 0 2 vUlBH4RtH6,
223 4B W

T REEHIE—NE (xv yv 2) T xs ys z EAN0-5ILUEE L BIgE i ATE B—1
A x .y, 2
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PR D P
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Direct3D HFH—NZLEWEXIREEF SR (mesh) HRE, — N MISER—ZEm
S, TN EA LH— MR ZNE#R. SHRNEARBE =RV REERE
WA AR F, TUEEST 3 MRANESHE. ERGEEUWR ER2ZAEEXELh
BN =AM, FBUZMAIGAE NEACBEXS SR, Tz RPN AR e W6 200k = £
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X—F R RN R B A Direct3D MZINTE:

JUTEK (Geometry Requirement )

T T A B &4 (Face and Vertex Normals )

FA &4 &, (Shade Modes )
Z A HNHE (Triangle interpolants )

YV V V V

231 JUAER

ZARERREEANZSHEREEANERARMENE, HHEHREAE—NTFE L. X2
ME BR—NEZHEEROBNZME, — SRR RIBEERAN TS EREES
HIEA, E 2-1 FiR.

2-1

ZABHEATERE DT, SRMNEEM—ATUER, RITBRAS =4 —
MEFHEIZHE, A 2-2 FiR.

2-2

232 EFTREIFSEL

FB—REE—NEMNE “AEHMEE (normal vector)”. FEALRIR A 8] B TS E
XHRFMEALIRR (EFRAFRHER) EKHE. RGN EOFRHRMEL
H, IRAIREM S EEREHRIE. 7 Direet3D R ARIEHHNIF—E 27 WM, 7ERTH A
mH, TR LU 55w R, anfE 2-3 Fis.
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Marmal vector

Vartex 2 -\
Vertex 1/
B 2-3

Direc3D RIRFFRFSEHNE, RABENSANMHETI. REE “FEH
W sh o ABIERTAL, T “phong 1 Gouraud BB i, 1L RASHIZ sl HK
A, ROMATRENEL, WA 2-4 BrR.

Vertex normal
Face normal

/Venex 3

Front face of polygon

B 2-4

233 BARER

EFHEFAEERF, REL—ATRAKNBEERZFAE L, ME Gouaud PR
0 phong BRFAARH , TR MWE AL T — 2T P desst I — MBI Z 18] B95 P £E Gouard

RGN RS — MR R ARV TR AR T
*&: phong .Ffl YKL AL 2 4.

WL AP Gouraud B B AEEDENRE LEEME, HEHITE
HEE. T Gouraud PSR —LL40F T phong FARERNIASL, SR Gouraud
M phong PR S AIEE ARWBR. £E 2-5 FRITSEFIE— T LEE T 1%
FHBIT
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2-5

TEXFERL T, phong PR AW B MEEMTIHE, BLBRHE—RLEK, T
FE Gouraud FARARAH, B TFHEANRTUKKINGE, FTUASERQESRER LHE, Xat
XA R E BRI 2R RAFE.

EFEAEEAT, THE 2-6 K “&FE” REA) ERATHESMERLL, 27—
NRINS, RGte B ERANEA, EREREE. AT, 7 Gouraud BARAEFI phong
PR, AREET SN, fREANINEESRE— .

/ Automatic

face
normals

2-6

IR Gouraud FARAEER phong PR AE E/nihm, 3 HAR (- seipigkxd
RARWNG, AR AR REEERNNSG (EREREBEHT) EHITEM
futk. WA 2-7 i

& 2-7
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FHob, WREE YRR R MAFEREE, R4 Gouraud BARHE HFHEEA
EEAALRE. —NMEFEAZETHEE M EEE, {H Gouraud FAEA AN
KL IEHBEHBNEE, MERBEARNAXMICRSINAHE, EFE Diree3D NARF
H1, Gouraud FARSEE R BIRIFH—FPBARAESK.

234 =AENNE

AGEERE S BR—AEE, ESEIN=AEHEST, AR TREABRFERL
B—A=/AK, PHBNERESE IR, SBERAN R ZEHTHE N AE—1
RAL, H—PRARES, B2, ERRNRELZEPBENLBENHE. UTHI=
FATE B P R A«

> Bi# (Color)

> Hif& (Specular)
> % (Fog)

> /R (Alpha)

B B =F A R AR ph X RTBARAR S

FHEAKARNX (Flat) RANFERLT, CRAZF NPT RNBERRALENZALH
.

Gouraud BARARX  AFAIANATRZFEI A LA,

Phong BARAR BN MELHRENSHKEN T, FEA LT, £ phong
iR Z BV E R S &

MR AR BB RN X BIXT R B NI FIBER N id . 2476 RGB B

(D3DCOLOR_RGB). REMFALE. SEaMBEa=172EF& 605N RAEEIHaE,

S GHEAQUWRESG, MELEHEKX (D3IDCOLOR_MONO) Fif, RFULE
T & e I .0 BT 9.

BN, RS 1 WEEhOESRN 0. 8 MTAZN 0. 4, MR Gouraud A
B RGB AT, RESHANERIEFTRRE 8400 — M asin o.
6 MME, LASERILEENE.

Ay alpha 2B R S00 UIE R B R XA AT AR S SRR, I LA BIRhE B
HISEE A R —HFHREIR S (texture blending) BT (stippling).

— AN R AT LA dwShadeCaps HHJ D3DPRIMCAPS 45 H36HfE 2R, 40K
FRFF B SCRF R 2R AP 2R alpha PN

24 =AENFRN=FEER

AT A R = AR = RIE RITRAEE — 1Vl XFERTAT LA AR =/
M=ATR, TAFRMERN TR ET L. flin, & 2-8 iRl T AT LA DU EfE
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TUTH=MAEAR.

v2 v4

v

v3

¥y5
w/
& 2-8

RGFERATUSE VI, V2 f1 V3 REE—AN=/AE, A v2, v4 fl v3 BE-AN=/AFE,
F V3, V4 Rl Vs REE=A=/A, B v4, ve Ml Vs RESEUAN=/AE. DU, &
BEAMENN=AENTRETFN, XERFENGAN =AY E LGB £ E 1 .
—N=AHRES =AERBAER, RERFE =AFE TS
W 2-9 i, RGRATUR VI, V2 # V3 REE—N=MF, V3, V4 VI RESE
A=A, VI, VAR VS RBE=A=AE, LIS,
v2

v3

vd

v
v5

V7

2-9

WRATLIME Wilags A HH D3DTRIANGLE Z5H3k$EE 8 = AL AR A =ML H
T IR o

25 @EE. MAFMNEEA

£ Diree3D H, TURTERM BN, BTG E T RER: — M EH
REAE, —MrErE EAmE) BRHE, NEARMEGE ERBELH,
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D3DRW VERTEX G & H X LMH).

PUAF 4 (Quaternions) TE[x. y. zMEAIZERE EXEN T —AMERE X —A m&, PUAr
BHRENER FE (ATZ4EN) (8RTE. — P UERHARER I =Z4ZRK
BAVE XN —IKEERE . BN, — AR UARE (1. 1. 2) XAEAER 1 IE
X—#HE. WEBRHAFEAEEAANGE, HEMNEENERAZAETHRSENHPAFE
YE——& B AAIE. (Composition and interpolation) .

XA RHHATEREERFRESEN (WER) —#, BPMNUEEHNSHRW
T

0=q,°q,

P RAMSREEAEI PR R Sl UTEIEE R 2 Befr r, IE.
PR 1 BERe r . XA, Q RRIE—RAER —MAE, XEHTEE 2
H—IKEE q1 e —R.

AN RA NS, — AR T — &8 17 5 — & Bh a0 E | Al {5 i
2. EI, 7E q1 M q2 ZIEWIEREE T —FA— A m A —A 5 i sh i i 5 ek .

LR EINHE S AR, BAVRIREL T —Fp b LA BT R 2% Ho T8 v
Bln, HERIFE IR EN RS T I iEs: . RAERBIETIE 2 iEH r, il
. HRRAMERANNAZRE, @dagm, ReTLHEXFRiERE GHUMEEER) 4
B PR ER AR — R DA B4 . SRS IR AT LATERERS T 1R B4 AL B — & R g AR
B2 2 A AR ARAR PR e i R O

Direet3D RERALE T — L RPRENETRA—-ET/E. fln, B
D3DRMQuaternionFromRotation F[E & (MEIEFERH) EX T —/Vie#ErE, HEEH
D3DRMQUATERNION 5145 )N B4 H ) —ME. 75 D3DRMQuaternionMutiply
EHE R —A AR R4, T D3DRMQuatemionSlerp $2LH AN PUAS BH2H R PN .

P ER AN AR P AT AGE A LA sR BSR40 5 m B AN IO AR B D IR) TAEAE S5 .

D3DRMQuaternionFromRotation
D3DRMQuaternionMultiply
D3DRMQuaternionSlerp
D3DRM VectorAdd

D3DRM VectorCrossProduct
D3DRM VectorDotProduct
D3DRM VectorModulus
D3DRM VectorNormalize
D3DRMVectorRandom

D3DRM VectorReflect
D3DRM VectorRotate
D3DRM VectorScale
D3DRM VectorSubtract

Y VV VYV VY VYV VY V VYV YV VYY
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TRRBNE

FHEM DirectX Git—FE, Direct3D i 53 (AR SEOEE, WRIRENHBRFHR
EMARSXAMERE, B2 MITESERE, RO EREERE 53 MAESBIEE, &N, R4
FRIR L F R (TR &5 1L T
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£=%F Direct3D REHEAERLEH

P&t Direct3D REEAM VIR REL —/MEXNFRTHEA, THRIL Tixext

SN T AT E R RS A -

&R
Direct3DRMAnNimation

Direct3DRMAnNimationSet

Direct3DRMDevice
Direct3DRMDevice2

Direct3DRMFace
Direct3DRMFrame

Direct3DRMFrame2

Direct3DRMinterpolator

Direct3DRMLight

Direct3DRMMaterial
Direct3DRMMesh

Direct3DRMMeshBuilder

Direct3DRMMeshBuilder2

Direct3DRMObject

Direct3DRMPickedArray
Direct3DRMPicked2Array

#R
BARREXT N RBLEHEE, BEREU—A
Direct3DRMFram %, Direct3DRMFrame2 it £ 4 5%,
AU ERERKREEMLE, 7 ofEK
Direct3DRMVisual, Direct3DRMLight # Direct3DRM
Viewport % £.

AN R AP %/ Direct3DRMAnimation 3 & £ 4%
—_Ea

BN ERRAEE T EARRE.

AN R A K B A Direct3DRMDevice —#, (£t %
FRAFAMEREMEH.

BN RRERAE LN —NFAF,

BN EE M RET—ANEELHEXHT Lt
KL EA T . '

"B & Direct3DRMFrame X £ W3 &, '€ ML 5
B, EHETMEY, HXFALTKE.
EAMRFRSE, FARBEZEANFSECHER
D R:cki-
BARRRAXEMALEBZ —, HRALATRER
FERT AR,

BN REX—NREEHRA L.
BNMMEE—FES AN AR, KT UE A3
FF A — A E TR TR

A R AVFRA P oy AT R E AT R
KA ZF Direct3DRMMeshBuilder — 4 £ 4 1t F
BPEANATER M EH#ATLE, £ Direct3DRM
MeshBuilder A £ % 3 #.

NN ZEFARLE Direct3D K EH X B3t £ % 4 A
Bl —NEARK, ©EHPTAXNRITEA M.
BAMGRAE—NTRARE_fEE T4,
AN R — A A — AN A& Bt
ok /8
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Direct3DRMProgressiveMesh X AN 3 & g7 # W #& v 48 3R W 45 4 L 0 3 m i 0 R 41
R, XAFYARBRTRELH, £HA - MEEH
HE, REZHEMERGEHE.

Direct3DRMShadow BN EREXT —NRE.
Direct3DRMTexture RMMER—-NEEE WEFRE.
Direct3DRMTexture2 KAt E B EA DirecBDRMTexture 4, THEE

ATl 3R T A ATAERAT XA BLS B XA
N, BREERRTUAEAFTHEREE, FHAK
[ PL = £ —/~ MIP map B &,

Direct3DRMUserVisual EANEENARRFEX A TRERE T AT Leh
gl M.

Direct3DRMViewport BANEEXNERE_EZHPE R = £HNAE.

Direct3DRMVisual ENMMNREAUE-NFEFETHELER, EMN

WX EALERTHE, B, — AT AN Y —
MNEVXRE, M—IMMEAGFETHR (RALXAZT
).

Direct3DRMWrap IR E N RT SRS .

— X R AT AR, A “ BT R 7. [a X R R ) B MR RS AT AL
COM £ O ARVFRA IR RIHITIRME, EHE GetElement Fl GetSize 7k, XET7H:5r5
BE—NMEEFENRPHITE IR WREMEENRD. EXMENRAEEZH T
fi#. W “IDirect3DRM [AIEHEED ",

3.1 XR#MEQ

Y AR TR —OR, RATATLLESFA 10bjectName::Queryinterface ¥ ik [A]—
AHEMEDIEE . Hk, #RA LA A IDirect3DRMDevice::Querylnterface 3 3k Bt
IDirect3DRMWinDevice #H, {HAR IDirect3DRMVisual £,

THEFH TR SAFHED .

Direct3DRMAnimation Direct3DRMAnimation

Direct3DRMA nimationSet Direct3DRMAnimationSet
Direct3DRMDevice Direct3DRMDevice, Direct3DRMWinDevice
Direct3DRMFace Direct3DRMFace

Direct3DRMFrame Direct3DRMFrame, Direct3DRM Visual
Direct3DRMFrame2 Direct3DRMFrame2, Direct3DRM Visual
Direct3DRMinterpolator Direct3DRMilInterpolator

Direct3DRMLight Direct3DRMLight

Direct3DRM Material Direct3DRM Material

Direct3DRMMesh Direct3DRMMesh, Direct3DRM Visual
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Direct3DRMProgressiveMesh Direct3DRMProgressiveMesh, Direct3DRM Visual

Direct3DRMBuilder Direct3DRMBuilder , Direct3DRM Visual

Direct3DRMBuilder2 Direct3DRMBuilder2, Direct3DRM Visual

Direct3DRMShadow Direct3DRMShadow , Direct3DRM Visual

Direct3DRMTexture Direct3DRMTexture Direct3DRMTexture2
Direct3DRM Visual

Direct3DRMUserVisual Direct3DRMUSserVisual , Direct3DRM Visual

Direct3DRM Viewport Direct3DRM Viewport

Direct3DRMWrap Direct3DRMWrap

N HEAIB T T 5F—> Direct3DRMDevice X /EREBIEMMED .

Fl IDirect3DRM::CreateObject F] LABIEE—A- R HIA Direct3DRMDevice X4, T
fif FH IDirect3DRMDevice:InitFromClipper R] DA #] #f 46 %t 2 , X IDirect3DR MDevice::
QuerylInterface BRI A PAN Direct3DRMDevice M REIESR 80, NABRFEEH
IDirect3DRMWinDevice $2 1A WM _PAINT #1 WM_ACTIVATE JH&..

d3drmapi->CreateObject(CLSID_CDirect3DRMDevice, NULL,
[ID_IDirect3DRMDevice, (LPVOID FAR*)&dev1);
dev1->InitFromClipper(IlpDDClipper, TID_IDirect3DRMDevice,
rright, rbottom);
dev1->QuerylInterface(IID_IDirect3DRMWinDevice, (LPVOID*) &dev2);

HEMNEHBERANEOREBIE A MR R, F48 0455 #EdE A
Querylnterface 7 H B IHGR BI85, nREFREAER], ARAXP/NMEOFERFE— 4.

Fi A B Direct3D fREBHIXT R ESZHF IDirect3DRMObject il [Unknown #2014 K F T
FIHEED, MENREAEMNM IDirect3DRMObject F S MK, [MIEYEREELRGNE, Bl
EIEANE, NABRFEHAREET T IDirect3DRM::CreateObject =4 — N &
R SR, [AIEXRA]LUES TR R — M ER.

IDirect3DRMDeviceArray IDirect3DRM::GetDevices

IDirect3DRMFaceArray IDirect3DRMMeshBuilder::GetFaces
IDirect3DRMMeshBuilder2::GetFaces

IDirect3DRMFrameArray IDirect3DRMPicked Array::GetPick,
IDirect3DRMPicked2 Array::GetPick,
IDirect3DRMFrame::GetChildren

IDirect3DRMLightArray IDirect3DRMFrame::GetLights

IDirect3DRMObjectArray IDirect3DRMiInterpolator::GetAttachedObjects

IDirect3DRMPicked Array IDirect3DRMViewport::Pick



