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® Direct3D Mobile AWIinCEF- & #243D K T 4% FL (1
AP

® Direct3D MobileADirectX 8 K FLml, 454

DirectX 9t —LLIhRE,
® Direct3D Mobile E2 H Tk SHiE%. CAD
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® 7 fF 3-D z-buffers.

® FHREEZEAT (fH] z-buffers or w-buffers).

® = FEIERY light sources F11 types.

® 41 material Al texturesZ ¥, f94% mipmapping.
® /L7fiI7) software emulation drivers.

® Transformation A1 clipping.

® Hardware J; K1k

® 14l (R 2 A2 P X [ page flipping.

® = f rendering to windowed Ei# full-screen applications.
® iJj 1] image-stretching hardware.

® i 5 =) hardware access.
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Direct3D Mobile vs. Direct3D Microsott:
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Ifixed-point graphics’

® Direct3D Mobile 2 32 #F HAL device

® 7t 5] — /NI [R) H S FF — N M s 1 e 4L

® Direct3D Mobile M sZFFHMTF) current vertex A
Index stream
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® Direct3D I\/Iobilem)@?ﬁ%ﬁﬁ%ﬁ’]ﬁ%?%%ﬁéﬂ@&

® \Windows Mobile H 7 Ft 1 i) ]~ Fl oy 3 8 75 B4
B

® Direct3D Mobile[t] JjfE & Direct3D 81 F-4&
® [X 4rWindows Mobilek 5 A1 5 i) i 7~ 77 20

® % [8 1 £ iz FLRE ) FIAT-filg 2% 1) 1) PR il
® % EWindows Mobile 1k #5477 2 5 PCHIAN ]
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Managed vs. Native AR ARLE

® Managed API

® Microsoft. WindowsMobile.DirectX.Direct3D
namespace

® [ F C#El # VB.NET 4 i+

® Native API
® |Direct3DMobile COME:[]
® i HC++Zmfs
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® Managed API

® 5| i Microsoft.WindowsMobile.DirectX
® 5| i Microsoft.WindowsMobile.DirectX.Direct3D

® Native API

® D3dm.dll : Direct3D Mobile#] )& 14 12

® D3dm.lib : Direct3D Mobilef] A I pf % 4

® D3dm.h : {U Direct3D Mobile\)COM#Z 11 7 A

® D3dmtypes.h : 117 Direct3D Mobilef(] 45 #4) MMz 28 &
7 B

® D3dmcaps.h : fi % capability bits 1 profiles 5 B

MSDN!Webcasts'
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® Device &:Direct3D Mobilet] i 7 #34tE

® DeviceX| % f1FDirect3D Mobile T /EAE % i1 fid
RRE

® fufhtransformationfiZ ik, lighting LAl
rasterizingt b

® Devicew & B ERIN RGN ZJETEMN R Gtk
%

® ~:~DevicelH H )T 5, REF5 A0
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® /% Device

I/ Now let's setup our D3D parameters
PresentParameters presentParams = new PresentParameters();

I/l Causes the display to appear in a window rather than
Il full screen
presentParams.Windowed = true;

I/ When a new frame is swapped to the front buffer
// the old frame will be discarded
presentParams.SwapEffect = SwapEffect.Discard;

// 0 gives us the first monitor adapter on the system

/[ for md3dm you must use the default device type

device = new Device(0, DeviceType.Default, this,
CreateFlags.None, presentParams);
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Device ) f4i& R ET Microsoft:

public Device( int adapter,

DeviceType deviceType,
Control renderWindow,

CreateFlags behaviorFlags,
PresentParameters presentationParameters );

® adapter M W &F 5, BRIAERAO

® deviceType: W #25%
® DeviceType.Hardware, R/~F 0% —AMlLR k%

® renderWindow: 545465 F) & 1]

® behaviorFlags: & ix &6 %E )5 1 E4E

® presentationParameters: & £ E R 10 77 20
® SwapEffect.Flip, 1Z17H <G44 5 £ 2%

® SwaoEffect.Discard, #IHZg A WS Bon, W& EFoE
HHR

MSDN!Webcasts'
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® %l

/[Clear the backbuffer to a blue color
device.Clear(ClearFlags.Target | ClearFlags.ZBuffer,
System.Drawing.Color.Blue, 1.0f, 0);
/[Begin the scene
device.BeginScene();
/[ Setup the world, view, and projection matrices
SetupMatrices();

/I[End the scene
device.EndScene();
device.Present();
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® Vertex(Ii &) Direct3DH) /M B AT

® Vertex H REAANIE . IRSF (G B

® \Vertex Buffer &I s 14 & H RAF A6 Tl A5 B

® Direct3D 44 Fi 2 6] B nY ffiCustomVertex )2 1] DL Sk Ai# 1%

KZ $(Direct3DH FH 2] 1 Tni i A& 3 454 (vertex

format)

® 15 [ Device.DrawPrimitives J5 ¥ K 2= H|Vertex Buffer
® CustomVertex.PositionColored n] L5147 = 47 B1= B R
E’ﬁﬁ\ié{l—%‘/%\

® CustomVertex.PositionTextured {547 = 4ifr B = B =
=|

IO
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Gl #E Vertext Buffer Micresoft
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VertexBuffer vb = new VertexBuffer(
typeof(CustomVertex.PositionColored), 3, dev, O,
CustomVertex.PositionColored.Format, vertexBufferPool);

CustomVertex.PositionColored][] verts =
(CustomVertex.PositionColored[])vb.Lock(0, 0);

verts[0].X = -1.0f;

verts[0].Y = -1.0f;

verts[0].Z = 0.0f;

verts[0].Color = System.Drawing.Color.DarkGoldenrod.ToArgb();

verts[1].X = 1.0f;
verts[1].Y = -1.0f;
verts[1].Z = 0.0f;
verts[1l].Color = System.Drawing.Color.MediumOrchid.ToArgb();

vb.Unlock();
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® Device.Transform.World
® i A tH AR B A&
® Device.Transform.View
® ixZ & view matrix, £ X —>eye point

® Device.Transform.Projection

® i; E projection matrix, ¥ MI3DFEHk 452D
A LA i 2

device.Transform.View = Matrix.LookAtLH(
new Vector3(0.0f, 3.0f, -5.0f),
new Vector3(0.0f, 0.0f, 0.0f),
new Vector3(0.0f, 1.0f, 0.0f));
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® TextureZH T-3DX % & I KE BEE
® (T Bitmap#fn] Lk A Direct3D A4 5t

® fiif TextureLoader.FromFile M\ SC14inZ& 44 5
(L ZREbmp )

® fii[flDevice.SetTexture & ¥ £ % &4 i

® VertexBuffer = ()10 fif= B2 A 50 A
CustomVertex.PositionTextured
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® i 3D - i 1 B 7% LA

® D3D Mobile 7 £F 1) XA P 24 md3dm
® MDIDM AT B XOCAH 3 A il

® i imesh ) J5 i

® NI
Microsoft.Samples.MD3DM.MeshLoader.LoadMesh

® A7 AE FIMesh X % 41 4

® 4T JEAR R £ B i Mesh Xt 5
Mesh.Box Mesh.Cylinder

® il it Mesh ) ie bR 24 61 22

IMesh.DrawSubset £ 4
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Materials Microsoft

® Material %‘@%ﬁT%ﬁ@%T@;}iﬁi B[] S 5y
AN B e

® Diffuse fll Ambient/g ke T M IE— 1 5cH
Lnn] 22 IR S €8 R0 S I

® Tl SR IN, SpeculartiiE [ 4 BB, Power
YL RE RGP 5

Material boxMaterial = new Material();
boxMaterial. Ambient = Color.White;
boxMaterial.Diffuse = Color.White;
device.Material = boxMaterial;
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® I s TG EINFT

® D3D MobileffJ£T Y6 HRGB =it 4 %,

® (L s AT AN Z LI, (H &Material & W2 & 1)
® [Iuhial: ML E G

® A I SGUE AN T 1) F & AN e 1Y

® ENItHI AR, AHER T R

device.Lights[0].Type = LightType.Directional;
device.Lights[0].Diffuse = System.Drawing.Color.DarkTurquoise;
device.Lights[0].Direction = new Vector3(
(float)Math.Cos(Environment.TickCount / 250.0f),
1.0f,
(float)Math.Sin(Environment.TickCount / 250.0f));
device.Lights[0].Enabled =true; // Turn it on
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Visual Studio 200534
http://msdn2.microsoft.com/en-
us/library/ms229664(en-US,VS.80).aspx

MSDN Direct3D Mobile Samples
Mobile DirectX with the Compact Framework

http://www.brains-n-brawn.com/
default.aspx?vDir=cfmdx

Direct3D Tutorial Wik
http://pluralsight.com/wiki/default.aspx/Craig.Dire
ctX.Direct3DTutoriallindex

GameRes¥iFxk H = M

-
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SRENEH ZMSDNGJE ~ Microsort

MSDN H 3C 4 3
http://www.microsoft.com/china/msdn

MSDNH 3L 28 | 1%
http://www.msdnwebcast.com.cn

MSDN Flash
http://www.microsoft.com/china/newsletter/case/
msdn.aspx

MSDNFF & =
http://www.microsoft.com/china/msdn/Developer
Center/default. mspx

MSDN/Webcasts:
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