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Npepucnosune

MHaycTpust KOMIBIOTEPHbBIX pa3BieyeHt HaXOAUTCS Ha MOIbeMe M ToJb30Bare-
JIS yKe He ycTpamBaeT KayecTBO TpaduKU B TMPEKHUX KOMITbIOTEPHBIX WTpax.
HukTo Gonbliie He 3axouyeT WUrpaTb B MUTPbl C PUCOBAHHOW U "KBajapaTHOI" rpa-
¢ukoit, TeM Oojiee YTO CYIIECTBYIOIIME KOMITBIOTEPHBIE CUCTEMBI MOTYT TTPOpPH-
COBBIBaTh TpaduKy Ha JIOCTaTOUHO BHICOKOM ypoBHe. HoBas nuHeiika BuaeoKapT
ot Xomnanuit ATI u NVIDIA yayuiatoT cuTyaluo B UTPOBOU WHIAYCTPUU U TIO-
3BOJISIIOT Pa3paboTUMKaM CO31aBaTh MEHCTBUTEIBHO KPACUBBLIE TPEXMEPHbIE WIPHL.
B cBoio ouepenb pa3paboTYMKM IMOCTENEHHO OTKA3LIBAIOTCS OT MCIOJIb30BAHUS
ycTapeBilero GUKCUpOBAHHOIO KOHBedepa MpU BU3YaTU3alMU CIEH B KOMIIbIO-
TepHBIX Mrpax. EMy Ha cMeHy Ipullula HOBas MOAEIb IPOrpaMMUPYEMOIO KOH-
Beliepa Ha OCHOBE BEPILIMHHBIX U MUKCEIbHBIX lueiimepoB. Ha ceromHamHuii u
JAK€ 3aBTpalllHU{ IeHb MCIIOJb30BAHUE IIEHNEPOB B IMPOrpaMMUPOBAHUM Ipa-
UK — 2TO MPUOPUTETHOE HAMpaBieHUe, KaK IS MPOU3BOAUTEIECI MPOrpaMm-
HOro obecnedyeHus, TaK W [JI IIPOMU3BOIUTENEH AaIlapaTHOro obecrevyeHusl.
B nenom ke mporpammupoBaHue rpadukud ¢ HCIOJIb30BAHUEM BEPIIMHHBIX U
MMUKCEJIbHBIX LIEHAEPOB TOBOJILHO CIOXHAS M TPydOeMKasl 3aada Il Iporpam-
MucTa. Bojbllioe KOIM4ecTBO pasiMyHBIX MHCTPYKLIMA B UCXOOTHOM KOJIe acceMO-
JIEPHOTO $3bIKA MPOrpaMMMPOBAHUS IIEHIEPOB HUKAK HE CIIOCOOCTBYIOT €€ 00-
JerdeHno. OT4acTn mpodieMa co CIOXHOCTBIO B MPOTrPpaMMHPOBAHUY IIEHAePOB
pellaeTcss ¢ MOMOILIbIO BBICOKOYPOBHEBOIo si3bika IueitnepoB. B DirectX 310
HLSL (High-Level Shader Language, BEICOKOYPOBHEBBIN S3bIK TTpOTrpaMMHpOBa-
Hus meigepon), a B OpenGL — a3pik GLSL (GL Shader Language, sI3BIK TIpo-
rpaMmMmupoBaHus 1eiaepoB B OpenGL). Oba 3TuxX g3bIKa B YeM-TO CXOXU W pe-
10T OJHY W TY X€ 3aJauy: TOBBIIIEHNE KayecTBa KOMIBIOTEPHOI TpaduKu Tpu
MaKCUMaJIbHOM YMPOIIEHUN CEMaHTUKK SI3bIKa Ha ocHOoBe C-TIOMOOHOTO CUHTaK-
CHCa MCXOAHOIO Koaa. BbICOKOYPOBHEBBIE SI3bIKM IIPOrPAMMMUPOBAHMS lleiiae-
pOB — 32TO Oynyliee UTPOBON MHAYCTPUU KOMIIBIOTEPHBIX Pa3BAeUYCHUI.

1 HamMCcaHUA W PeIaKTUPOBAHUS TIPOTpaMM IEHIepOB MOXHO HCIIOJIb30BaTh
pa3IUYHbBIE CPEACTBA, HO TOPA3MO JIyYIlle BOCIIOIB30BATHCS CHEINATN3NPOBAH-
HbIMM MHCTPYMEHTAJIbHBIMU CPEICTBAMU C HAaOOPOM MOIIHBIX (PYHKIIMOHATIBHBIX
BO3MOXKHOCTEi, B KOTOPbIX BaM M IIOMOXET pa3o0parbcs dTa KHUrA.



8 lpeaucnosne

O yem 3Ta KHMra

B cBsa3u ¢ GonbliuM oO6beMOM TIpelaraeMoro Marepuana KHHUTa pa3douTa Ha He-
cKkosbKo yacteit. Yacms I KHUTU 3HAKOMUT YMUTaTesIsI C OCHOBAaMU MPOTPaMMUPO-
BaHus rpaduku noj DirectX 9.

Ihaea 1 — »1o BBegenme B DirectX 9, rme BBl y3HaeTe, U3 KaKUX KOMITOHEHTOB
coctont DirectX 9, Ha yeM OH OazmpyeTrcd U JIJIT Yero HeoOXOIUM.

[ha6a 2 mocBsIIeHa paccMOTPEHNI0 (PUKCUPOBAHHOTO TpadUIecKoro KoHBeliepa
C WCTIOb30BaHNEM MATPUYHBIX TIpeoOpa3oBaHmii, paboTe ¢ OCBEIIEHNEM W MaTe-
puajoM Ha OCHOBe TIpUMepa, NCXOMHBIM KOA KOTOPOTO BBl HaifeTe HAa KOMITAKT-
JIICKeE.

Ihasa 3 oObBsACHSET paboOTy ¢ MpOrpaMMHUPYEeMbIM TpacdhMIecKUM KOHBEHEepOM Ha
OCHOBE BEPILUMHHBIX U IUKCEJbHBIX llieijepoB. B yacTHOCTU, paccMarpuBaiOTCs
OCHOBbI aCCEMOJIEPHOIO S3bIKa IIPOrPaMMUPOBAHUS LIERIEPOB TPETbEH BEPCUU C
MOJHOM CEMAHTUKOU KOMAHA WJIM MHCTPYKLUMIA IIO BCEM TPEeM BEpPCUSM LUCH-
JIEPOB.

Yacmes 1l xuuru ocpsinaer padory ¢ npodaitnepom PIX for Windows, Heobxomau-
MbIM U151 OTJIAAKU mporpaMm moa DirectX.

lhaea 4 copepxur omnucaHue Bo3MoxHocTeld mpodaiiepa PIX for Windows,
3nech Takke paszoupaercs mpouecc uHcrawauuu DirectX 9 Update (Summer
2004), B nocraBkKy Kotoporo BxoauT PIX for Windows.

Thaea 5 wimoctpupyer pabdory ¢ npodaiinepom PIX for Windows. 3aech o0bsic-
HgeTcd pabora ¢ mapamerpamu cOOpKM MHMOPMALUM, ¢ BXOAHLIM M BBIXOMHBIM
¢aitioM cOOpKU U aHANM3a MOAYYEHHOM MHGpOpMALIKU.

Yacme [I] xHUIYM MO3HAKOMUT BAC C MHCTPYMEHTAJIBHBIM CPEAICTBOM Pa3pabOTKu
npunoxeHuii RenderMonkey 1.5 komnanunu ATIL.

lhaea 6 B obuiux uyepTax mnpeicTaBnsieT UHcTpyMeHTapuii RenderMonkey 1.5 or
npoliecca HHCTAUIALMU 10 MOJIHOro ob3opa uHTepdeiica 1 BO3MOXHOCTEN.

Ihaea 7 Ha mpumepe mokasbiBaeT Bo3MoxHocTu RenderMonkey 1.5 B mporpam-
MMpPOBAaHUM LIeiAepoB U Ipu padore ¢ adpdexkramu. Takke paccMarpuBaercs
naker SDK RenderMonkey 1.0, HeoOXxoAUMBIA A HANMCAHUSI MOAKIIOUYAEMbIX
Monyieii (plug-in) B RenderMonkey 1.5.

Yacme [V xHUTM MOCBSIIEHA AaHAAU3y MHTErPUPOBAHHON cpenbl pa3pabOTKu
npunoxenuiit FX Composer 1.5 komnanuu NVIDIA.

Ihaea § 3HakoMutT uuTarens co crpykrypoir FX Composer 1.5 U ero Bo3MOXHO-
CTSIMU.

Ihasa 9 nocedleHa MpUMepy, Ha OCHOBE KOTOPOro OyayT MOKa3aHbI IEepBOCTE-
MeHHble TpuHIUNILL padotel ¢ FX Composer 1.5.
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Y10 HeO6XO0QMMO 3HATD

IMpeamnonaraercs, 4To yUTaTeSb 3HAKOM C OCHOBaMH SI3bIKA MPOTPaAMMUPOBAHUS
C++ u uMmeeT mnpeiacTaBleHWE O CO3JAHUU TPOTPaMM C UCMOJb30BAHUEM
DirectX. OagHako B IepBOM YacTM KHMUIM Jaercda obliasgs uHbopMauuss Io
DirectX 9, nosroMy 4yutarb 3Ty KHUIY MOXET MU HAaYMHAOLMA [IpOrpaMMUCT, HE
3HaKOMbIid ¢ ocHoBaMu DirectX.

BnaropapHocTH

Xouy Tmo6maronapuTh cBoI0 XXeHy CBeT/IaHy 3a BCECTOPOHHIOIO TTIOMOIIB B CO371a-
HuM KHUTH. Ocobast OmarogapHocTe HMropioo PbeIOMHCKOMY M U3IaTENIbCTBY
"BXB-IlerepOypr" 3a mpegocTaBieHUe BO3MOXHOCTY HAIIUCAHUS TOM KHUIH.
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rmABA 1

BeeaeHue B DirectX 9

"MBI CBg3bIBaEM OOJIBIIINE HAOEKIbI
¢ HoBol 1utatopmoii XNA".
Ocnosamens kopnopauuu Microsoft, buaa [eiime

Boablioe KoauMuyecTBO KOMIIBIOTEPHBIX CHCTEM BCEro MUpa IOCTPOEHO Ha KOM-
TJIEKTYIOIIMX Pa3IUYHBIX MpousBoauTeneil. B cBow odepenb MTPOU3BOAUTENU
KOMITBIOTEPHBIX KOMILUIEKTYIOIIMX TMOJb3YIOTCS TepCOHANBHBIMU HapaOOTKaMU B
TEXHOJIOTUYECKOM TPOoIIecCe CO3AaHUSI MAaTePUHCKUX TUIAT, BUACOANANITEPOB, 3BY-
KOBBIX U CETEBBIX KapT, UCIOJb3Yd IIPH TOM Pa3iuyHble YUIICEThI, rpaduyeckue
U 3BYKOBbIE [IPOLIECCOPbI, HAOOPbI MUKPOCXEM M CUCTEMHON JIOTUKU, [TOCTOSIHHO
yaydlluasi, MOAEPHM3UPYS U BHEAPSIS HOBBIE TEXHOJOIMM B KOMIIBIOTEPHOE IIPO-
WU3BOJCTBO. DTO OUEBUJHBIM O0pa3oM CKa3blBaeTCsl Ha Pa3sBUTUM KOMITbIOTEPHON
WHAYCTPUU B 1ieJoM. B CBSI3U ¢ 4yeM KOMITBIOTEPHBIN PBIHOK M300UITyeT MHOXE-
CTBOM MoOJIeNieil KOMITBIOTEPOB ¢ Pa3HOOOPA3HBIMU TEXHUYECKUMU XapaKTepHUCTH-
kamMu. C OnHOM CTOPOHBI, OOraThlil BRIOOP KOMILIEKTYIOLIUX MOAPa3yMeBaeT KOH-
KYPEHLHMIO U, KaK CJIeICTBUE, KOHKYPEHTHbIE LIeHbl (YTO OYeHb XOPOILLUO I MPo-
CTOro oOBIBaTENS), HO C APYIOil CTOPOHBI — 3TO MOJIKHO COCTaBJISATh HEKOTOpPhIE
MpobyieMbl Uil porpammuctoB. TlpencraBbTe cebs 3HaKUM MaTepbiM TporpaM-
MHUCTOM (a MOXET Bbl TAaKOBBIM W SIBISIETECH), 33yMaBIIUM CO3/aTh MOIIHYIO
TPEXMEPHYIO UTPY ToJ onepaiinoHHyto cuctreMy Windows. OToaBUHEM Ha 3aJHUM
IIAH CJIOXHOCTU CO3AaHMSI I'padUUYECKOro MBMKKA WUIPbl, UCKYCCTBEHHOIO HH-
TEJIJIEKTa, XOPOLlIeid 3BYKOBOM MOPOXKM, a YYTeM JIMIIb HEOOXOMUMOCTh PabGOThI
WUIpbl Ha J1000M almapaTHOM o0ecledYeHUM KOMIIbIOTEpHOH cucTeMbl. B 3Toit
CUTYAIIUW HEOOXOIUMO TPEeAyCMOTpPeTh padoTy MTPHl Ha BCEX MMEIONIMXCS Moje-
JISIX BUAEOAIATITEPOB, 3BYKOBBIX M CETEeBBIX KapTax. Kak Bl Aymaete, 3TO peajib-
Ho? boloch, UTO TaKoe MOXKHO TPEATIONOXUTE TOJIbKO B CAMBIX CMEJIbIX MeuTax.
CoBceM Apyroe Aejo NPOMCXOIUT IPU MCIOAb30BaHuu TexHoaoruu DirectX, pas-
paboTtaHHOIi Kopropauueil Microsoft.

He BpaBasce B TexHonoruueckue moapoOHOCTH, MOXHO ckazaTh, uyro DirectX
OCHOBbIBAaeTCd Ha TpeX KuTax. IlepBblii KUT — 3TO HNPOU3BOAUTENU AMNIAPATHOIO
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obecrieueHNsI, KOTOpbIe O0ecTIeUnBaOT TMOAAepkKy DirectX B M3rOTOBISIEMBIX
ycTpoiictBax. Bropoil kut — 370 omnepauuoHHas cuctema Windows, moaaepxu-
Barowiag DirectX. M TpeTuil KUT — MHCTPYMEHTAIbHbII MAaKeT paspadoTyuka Win
DirectX SDK. Ilaker paspaboruuka DirectX SDK conmepxut 00jblioii Habop
TOTOBBIX HMHTepdeiicoB, KiraccoB, ¢GHYHKIWH, MAaKpOCOB, CTPYKTYp W KOHCTAHT,
3HAYNTEIBHO YITPOIIAIIUX pa3paboTKy KOMITBIOTEPHBIX UTP JJISI OTepalluoHHON
cuctremMbl Windows. Ha pgaHHBIE MOMEHT pa3paboTyuMkaM JOCTYIIEH TaKeT
DirectX 9.0 SDK Update (Summer 2004), Bkiouawouiuii B ceds psii 0OHOBIEHUIA
[0 CPABHEHUIO ¢ AByMsl Ipeablayumu Bepcusimu DirectX 9b u DirectX 9.

MOHeHb COCTaBHbIX KOMIMNOHEHTOB

DirectX 9 moctpoeH Ha He3aBUCHMON crienudbuKaluu, AeKIapupyroleil cosna-
Hue nporpamMMmHbix KomnoHeHToB COM (Component Object Model). Apxutek-
typa COM-TexHONOrMU OYeHb YeTKo pasrpaHuuyeHa Ha COM-00bekThl U
COM-unrepdeiicel. B DirectX COM-00beKTbl NpeACTaBIeHbl KOMIIOHEHTAMU
Direct3D, Directlnput, DirectMusic, DirectSound, DirectPlay, DirectShow u
DirectSetup. Inst Toro 4ytobsl noayuynTh gocTyn K COM-06beKTy, HEOOXOAMMO
BocTronb3oBarbest COM-mHTepdeiicoM, KOTOPBIA B CBOIO ouyepedb COCTOUT W3
MaccrBa ykasareneil Ha ¢yHKInW. C TTOMOIIBIO 3TUX (HDYHKITUH TOCTUTACTCS MOC-
tynm Kk COM-oobekram. HazBanuss COM-uHTepdeiicoB HAUMHAKOTCS € aHTJIWM-
CKOM 3arjaBHOil OykBbl "I", Hampumep IDirect3D. IS TOro 4troObl MOJYYUTb
goctynn Kk COM-00bekTy, HEOOXOAMMO CO3[aTh MEPEMEHHYIO, B KOTOPOH BIIO-
caencTBUU OyIeT XpaHUTbCS yKazaTelb Ha MHTepdelic.

KomnoHeHTbl DirectX

DirectX 9 npegoctaBisieT BO3MOXHOCTb TPOTPaMMUCTY pa3padaThiBaTh Mporpam-
MBI, OCYIIECTBISIONINEe PaboTy cO 3BYyKOM, CeThlo, TpeXMepHOU rpacduKkoil, BUIEO,
u nmoatomy DirectX mocTpoeH B BuAe HA0Opa KOMHOHeHMOG. DTO ObLIO XOopolleil
uiaeeii — He cOpachlBaTb Bce B OOHY OOLIYI0 MAccy, a OTAENUTh, HAMpUMeED,
KJacchl A5l paboThl ¢ YCTPOMCTBaMM BBOIA-BBIBOLA OT KJI4CCOB, OOecIeyuBalO-
LIKUX padoTy CO 3BYKOM.

DirectX 9 uMmeeT HeCKOJIBKO KOMIOHEHTOB.

O DirectX Graphics oTBeyaeT 3a BO3MOXHOCTb BBIBOA HA DKPaH ABYXMEPHOU U
TpexMepHoii rpaduku ¢ nomoiubio DirectDraw u Direct3D. DirectDraw mo3Bo-
JITeT PUCOBATh HA DKpaHe IBYXMEPHYIO Ipaduky, OJHAKO 3TOT KOMIIOHEHT
JABHO HE OOHOBISUICS U HAXOIUTCS KAK Obl B 3aMOPOXEHHOM COCTOSIHMU, I1O-
3TOMY ero TeKylllasi BepcHusl YMCIUTCS IO/l HOMEPOM ceMb, T. e. DirectDraw 7.
Ecnu BBI Bce ke XejlaeTe BOCTIONb30BaThCsl STUM KOMITOHEHTOM JJISl prcOoBa-
HUS ABYXMEpHOI rpacduku, TO clieiaTh 3TO BO3MOXKHO, HO HE 00s13aTeIbHO W
Jaxe He XenmareiabHo. Direct3D Toxke obiagacT BO3MOXHOCTBIO PHCOBAHMUS
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IBYXMEPHBIX (GUTYp, W Jy4lle TONb30BaTbC WMEHHO 3THM KOMITOHEHTOM.
B nocnennein Bepcuu DirectX 9.0 SDK Update (Summer 2004) xoprnopauust
Microsoft pekoMeHAyeT BO3IEPXKUBATHCA OT MCIOJAb30BAHMS YCTapeBIIEro
DirectDraw. Bce 3T0, B 4aCTHOCTH, CBSI3aHO C CO3AaHUEM HOBOIl IIaT(GopMbl
non HazBaHueM XNA, 0 KOTOpoli Mbl IIOTOBOPUM B 3TOH [iase B pasd. "[liam-
gopma XNA".

3 Directinput obecrieunBaeT B3aMMOIEHCTBUE MPOrpaMMBbl C YCTPOMCTBAMU BBO-
Jia, a UMEHHO C KJIaBUaTypol, MBI, JKOUCTUKOM U pyJieM. Bbl, HaBepHoO,
ckaxete: "Ho mmardopma Windows nMmeeT cBOM CTaHAApTHBIE CpencTBa s
paboThl ¢ ycTpolictBamMu BBoja". [lejo B TOM, YTO CKOPOCTh JIOCTYIa B MTpax
JIOJKHA OBITh MakcUMalbHO OBICTpOi, UHaue Joboe 3aMeieHne, "TopMoxe-
HMe" MOXET CHJIBHO MOBAMATbL HA T€YeHUEe UIpoBoro mpouecca. CTaHIapTHbBIE
cpeactBa Win32 He B cuiax o0ecIIeunThb TaKylo cKopocThk, a Directlnput pado-
TaeT HAPIMYIO ¢ AllapaTHbIM obecliedeHUEM KOMITbIOTepa B 00X0/ CepBHUCOB
OIl€PALIMOHHON CUCTEMbI, YTO J1a€T MAKCMMaJbHO BO3MOXHYIO CKOPOCTb JIOC-
Tyna B nipuioxeHun. KommoHeHT Directlnput Toxxe He OOHOBISUICS O AEBSI-
TOW BepcUM W TIpeAcTaBlieH WHTepdelicoM IDirectInputs8. Kopmopaius
Microsoft mpuHsina penieHue He oOHOBISATH DirectInput, oTToro yrto 3ano-
>KEHHOTO (PpYHKIIMOHANA €llle BIOJHE JAOCTATOYHO HA HECKOJBbKO OMUXKalIImx
JieT. OTO W BIOJHE JIOTUYHO, Kakue YyCTpoWcTBa BBOAA Mbl MMEEM Ha Cero-
OHAIIHUA JgeHb? KiaBuaTypa, Mbllb, pylb C HeJalsMU, IXKOMCTUK, LLIEM
BUPTYQJIbHOH PEAIBHOCTH, elle PsAd KAKUX-TO YCTPOHCTB ¢ BUOpooTIaueil u
00paTHOI CBA3BIO — BOT, MOXaNYi, M Bech CIMCOK. Bece mepeunciaeHHble yCT-
poiicTBa UMEIOT MOMAAEPXKKY B IDirectInput8, IOITOMY OOHOBISATb ITOT KOM-
[IOHEHT [OKA HEeT CMbICAA, HO C MpUXoaoM HoBoil miatdopmbl XNA, 1o Bceil
BUAMMOCTU, KoHUemNus DirectInput MoXeT HeCKOJIbKO U3MEHUTCS.

3O DirectMusic u DirectSound, Kax BUIHO U3 Ha3BaHUNI KOMIIOHEHTOB, OTBEYAIOT
3a MY3bIKY W 3BYK, Jeiasi BO3MOXHBIM BocmpousseaeHue MIDI- u WAV-
¢aitnos. J/Ipa 3TUX KOMITIOHEHTA, TaK Xe Kak u DirectInput, He OOGHOBISTUCE,
W WX TEKyllasi BEpCUsl YNCIUTCS O] HOMEPOM BOCEMb.

O DirectShow HeobxoauM It pabOTHl ¢ BUIEO- W ayanogaHHBIMU. MMeercst Bo3-
MOXKHOCTb BOCIIPOM3BEICHUS CICAYIONINX (hOpMAaTOB:

¢ MPEG (Motion Picture Experts Group);
¢ MPEG Audio Layer-3 (MP3-¢opmar);
¢ AVI (Audio Video Interleaved).

O DirectPlay obecnieunBaeT padOTy MPUIOXKEHUS C CEThIO U OCHOBAH HAa CBOEM
nporokojie. B DirectX 9.0 SDK Update (Summer 2004) nosBunace HoBas
BO3MOXHOCTb paboThl o IpoTokoay Bluetooth.

O DirectSetup 1Mo3BOJSET IPOU3BECTU YCTAHOBKY haiiyioB DirectX Ha KOMIIbIOTED
[0J1b30BaTe/ie M OTBEYaeT 3a aBTOMAaTUYECKUM 3alycK IuUcKa ¢ UIPo uiau
MPOrpaMMO.
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Kaxnaplit 13 nmepeyncieHHBIX paHee KOMITOHEHTOB MPeaoCTaBISIET MPOTPAMMUCTY
MHCTPYMEHTHI IS yIPOIIeHUsT padoThl ¢ IpadMKoi, 3ByKOM, BUAEO U YCTPOMCT-
BaMM BBoza. [y Toro 4yTtoObl BOCIIOJNB30BATLCA B MOJHOM Mepe MpeajiaraéMbIMU
cpencTBaMu, HeoOXOAMMO IOIKIIOYUTh B CO3JaBAEMOE IPUIOXEHUE 3arooBOY-
Hble U OMOJMOTEYHbIE (haiJIbL.

lMopckaska

3aronoBoyHble annbl DirectX 9 — 3To, Kak npaBurio, dannbl ¢ paclmpeHuem h,
noaknioyaemble B MNPUNOXEHMe C MOMOLbBI AuMpekTMBbl #include. Hanpumep:
#include <d3d9.h>. BubnuoteyHble dannbl DirectX 9 B nporpammy MOXHO noa-
KIIOYMTb C NOMOLLIbIO AUPEKTUBLI #pragma, NPONMCaB 3Ty CTPOYKY B MCXOAHOM KOAE.
Hanpumep: #pragma comment ( 1ib, "d3d9.1lib").JInbo sasHoO fobaBuTb GMGNMNO-
TeKU C ykaszaHuem nytu k katanory. B Visual C++ 6.0 310 genaetcs cneaylowmm
obpasom: BbibepuTe B MEHIO komaHabl Progect — Settings v B noseBunBiemcs gna-
1I0roBOM OKHe nepenanTe Ha Bkragky Link. B ctpoke Object/library modules npo-
nuwnTe noaknodaemyro 6nbnmoTteky, Hanpumep: d3d9. 1ib. B cpeage nporpammupo-
BaHusa Visual C++ NET pna nopgknioueHna Ombnunotek HeobxoamMmo BO BKIagke
Solution Explorer nHctpymenTtapusa Visual C++ NET HaxaTb npaBoi KHOMKOW Mbl-
WM Ha Has3BaHMU CO3AaHHOro npoekTa. B nosiBMBLIEMCH MeEHO BbIAENWTE Mone
Properties, oTkpoeTcsa gnanoroBoe okHO. B neBow yacTu 3TOro OkHa HaxoaMTCs pPag
nanok, packpoute nanky Input n B none Additional Dependencies nponuwunTe noa-
kniovaemble Gubnuoteku. Bce bBubnuotekn nponuceiBaoTes yepes npoben. MNocne
pobaBneHns 6ubnmoTeyHbIX arnoB HaxmnTe kHonky OK.

He 3a0biBaiiTe mpou3BOAUTH ONEPALMM MO MOAKIIOUEHHMIO 3ar0JIOBOYHBIX U OMO-
nuoTeuHbix daiioB DirectX 9 B kaxaoe cozgaBaeMoe NMPUIOXKEHHUE, MHAYE Y BaC
BO3HUKHET MHOXECTBO HEOOBSICHUMbIX OLIMOOK BO BpeMsl KOMIIMISLUU UCXOA-
HBIX KOIOB.

TexHUKa NoCTpoeHuna cueH

B DirectX 9 mng mpeacrapieHus rpaduku Mcmosbdyercss KoMmmnoHeHT Direct3D9.
DTO0 0YeHb MOIIHBIA M, TIOXaJNyil, CaMblii TVIABHBIII KOMITOHEHT, UMEIOIINHA Or-
POMHOE KOJIMYecTBO MHTepdeiicoB s paboThl ¢ BEPIIMHHBIM U WHAEKCHBIM Oy-
depamu, TeKCTypaMH, BEepUIMHHBIMH U TIUKCENbHBIMU IeiaepaMu W T. II.
Direct3D9 mo3BosisieT MporpaMMHCTy CO3AaBaThb TPEXMEPHYIO TpaduKy BBICOKOTO
KayecTBa, He 3aTpaynBasi TIpU 3TOM ocoObIx ycunuit. BMecte ¢ Tem, Direct3D9 —
CJTOXXKHBIT KOMITOHEHT, WMEIOIINA MHOXECTBO TIpeaonpeaeaeHHbIX GYyHKIUH,
CTPYKTYP, MaKpOCOB, TUIIOB, HO JOCTaTOYHO Pa3o0parbcs OJMH pa3 B IPUHIIMIIE
[OCTPOEHUS I'pauKU U I10JIb30BATHCI IPUOOPETEHHBIMU HAaBbIKAMU I1OCTOSIHHO
OyzieT yxe He TaK CJIOXHO.

KitoueBeimu nonstusMu B Direct3D9 saBngtorcst penmepunr u creHa. Cuyena B
DirectX — 210 mpsiMas aHaJIOrus J100bIX T€ATPAAbHBIX MOJMOCTKOB, HA KOTOPBIX
KaK B TeJIeBU30pe Bbl BUJUTE CTATUUYECKUE U ABUXKYLIMECS OOBEKThI, COBEpLIAIO-
LIMe paziuuHble geicTBUd. To ecTb Bce, UTO OTOOpaxXaeTcss Ha dKpaHe MOHUTO-
pa — 3TO, IO CYyTU, U €CThb ClIeHA.
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ITpoliecc mpencraBieHus clieHbl Ha auciuiee B DirectX HOCHT Ha3BaHUE peHOe-
puHe, Gyarojapsi KOTOpPOMY IIPOUCXOAMT BU3yalM3alUsl WM IPEACTaBIeHUE Clie-
Hbl Ha 3KpaHe MOHUTOpa. MexaHu3M OTOOPaXEHUs CUEHbl WU PEHAEPUHI JO-
BOJILHO CJIOXHBIMA IPOLIECC, COCTOSIIIMA M3 psifia 1OCieJoBaTe/IbHbIX OlEpaluii,
HAIIOMUHAIOIIMM HEeKMH aOCTpaKTHbI KOHBeHep, BU3YATU3UPYIOILUKA IpaduKy
Ha sKpaHe. Ha puc. 1.1 mokazaH MexaHuU3M MpeacTaBlIeHUs] TpadUKu Ha IKpaHe
MOHHUTOpA ¢ MOMOIIIbI0 TpacdhuueckKoro KoHBelepa.

[aHHble
obbekTa

'

Teccensauus “Teccensuua”
| | 1-9 cTagusa

DYHKLMOHANBHO-
hMKCUPOBaHHbLIN
KOHBEnep

Mporpammunpyembii
KOHBeNep

Ob6wee
oTCeYeHue,
yaaneHve
HEeBUONMbIX
rpaHeu “leomeTpunyeckne onepauumn’
| 2-9 cTagus

¥

MexaHnam paboThl INukcenbHble
C TEKCTYpamu Wwenaepsl

'

Brok “PacTepusaums”
TecToB 3-a cTagusa

Puc. 1.1. 'pachuyecknin koHsenep DirectX

N3 puc. 1.1 BuaHo, uTO epaghuueckuil xoneeliep pasjeyieH HAa TPU CTATUU: Tecce-
JISIMSI, TeoMeTpuueckue mpeobpazoBaHus U pacrepusauus. Ha cmaduu mecceas-
yuy MPOMCXOAUT OTOOpP rpaHeil oObeKkTa, T. €. pa3dueHue MoIead HA Oojiee Me-
KU€ YacTH, TaKUe KaK IOJUIOHbL. DTa CTaaus BBIMOJIHSIETCS IPOrpaMMHO.

Bropast cmadua ceomempuueckux npeobpasoganuii BKIIOUAECT B cebs OOMbIION
KOMILIEKC MO MPeoOpa3oBaHUIO BEPLIMH C MOMOLIbIO MATPUll, YCTAHOBKE MaTe-
puaiia, pacuera ocsellleHUs oobekTa. Eciu Bbl elle pa3z nocmorpure Ha puc. 1.1,
TO 3aMETUTE, YTO HA CTAAUU [€OMETPUUYECKUX MPeoOpa3oBaHUil MMEeTcs ABa My-
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TH. DTO MCMNOJb30BaHUE (PUKCUPOBAHHOTO M TPOTPAMMUPYEMOTO TpaduiyecKoro
KOHBeliepa.

Duiccuposannulil KoHeeliep VICTIONB3YET Maccy TTOBTOPSIOIINXCST OTIepalnit 1o Tpe-
o0pazoBaHuI0 O0ObEKTa, TOLAA KAK HApoepamMmupyemsiii KOHGeliep IOCTPOEH Ha pa-
0oTe ¢ BeplUMHHBIMU lueinepamu. boiee moapodbHo padory 000UX KOHBEHEpoB
MBI PACCMOTPUM B etagax 2u 3.

Tperbss cramus — 3TO cmadus pacmepusayuu, IPOU3BOALIIAI IMpPeACTaBIeHUE
00BeKTa HAa MUKCEeJbHOM ypoBHE. Ha aToil craguu MOXHO 3a1eidCTBOBATh MUK-
ceJIbHBIE IIeANePhl, O KOTOPbIX MBI [IOTOBOPUM B 21d6e 3.

[locne mpoxoxaeHuss 0OBEKTOM BCEX TpeX CTAAMI TOTOBAsl MOIENb IOMELIASTCS
B Oydep Kampa 1 BBIBOAUTCS HA DKPaAH.

IIpencrapineHHas obulasi Moelb padboThl rpadMUEcKOro KoHBeiepa spisiercs jao-
BOJILHO CJIOKHBIM MpolieccoM. Bee feidcTBUs 110 00paboTke 00bekTa B KOHBEepe
MIPOUCXOMAT aIlMapaTHO W JMIUb Ha CTaAMM Teccelauuu — IporpammHo. Kak
[IPOrPaMMHUCTY, BaM He MPUAETCS CASAUTh KOHKPETHO 3a KaXIOil cragueil rpa-
¢rueckoro KoHBeitepa. st Toro yToObl cO3/aTh OOBEKT WU TIOCTPOUTH CIIEHY, a
MOTOM OTOOPa3uTh €€ Ha BKpaHe MOHUTOPA, JOCTATOYHO BBITIOJHUTH P TTOCHE-
JIOBaTeNIbHBIX 11aroB. B uTore Bce Bamu AeficTBUST OYAYT CBOAUTHLCS K CO3MAaHUIO
HeoOXOMMMBIX yKazareielt Ha wHTepdeiichl Direct3D M BBI3OBY COOTBETCTBYIO-
wux ¢pyukuuii DirectX ais NOCTpoeHUS U HACTPOUKU clueHbl. B e1age 2 B 001X
yeprax paccMaTpUBalOTCS IMPUHLMIIBLL IOCTpoeHus cueHbl B DirectX ¢ ucnosb3o-
BaHMeM (UKCUPOBAHHOIO rpaduieckoro KoHBeilepa, a B araee 3 OObBACHSAETCH
CyTh PaboThl MPOrpaMMUPYEMOro KOHBeliepa.

NMnatdopma XNA

ITpexae yem BB nepeiiere K U3YYEHUIO MaTepuana MOCASAYOUIUX TJIaB, XouyeTcs
MPEACTABUTh BaM HOBIIECTBO I pa3pabOTYMKOB IPOrpaMMHOIO OOecIeueHMsl,
KOTOpPOE TOTOBUTCSI K BbINYCKY KommaHueid Microsoft — sto naampopma XNA.
Ona noszuuuoHUpyeTcs Kopropauueir Microsoft kak emunas miardopma wid
pa3paboTku mporpaMMHoro obecrneudeHust moj Windows, XBox M MOOUIbHBIX
TenedoHoB, paboTawlinx Ha omnepaiMoHHoi cucteme Windows Mobile. TTo 3a-
Mbicay Microsoft minardopma XNA Jo/KHA co3[aTh OOIIYIO cpely, OObeAUHSI0-
myo B cebe Bce Jydlliie HapaOOTKW 3TOW KOpIOpalluh B UTPOBON UHAYCTPHMU.
TTonyunB B CBOM PYKU TaKyw cpeny, pa3padoTYMKU CMOTYT 3HAUUTESbHO YIPO-
CTUTH U COKPATUTb CPOKU CO3TAHUS UIP, KOTOPhIE OKAXYTCS OAMHAKOBO paboTo-
crocobHBIMU Kak Ha XBox, Tak M Ha KOMIIBIOTEPHBIX CUCTEMAX MO YIpaBleHM-
eM omepanuoHHoi cuctembl Windows. Ho camoe rmaBHoe 3TO TO, YTO IpOrpam-
MUCTaM He MPUALTCS TPATUTH MHOTO BPEMEHHU HA OCBOSHME HOBBIX TEXHOJOTMIA.
ITnarpopma XNA OyaeT mocTpoeHa HA WHCTPYMEHTAPUSIX, TTPUMEHSIEMBIX MPO-
TpaMMHCTaMI yXe ceifyac. B KadecTBe OCHOBHOM cpedabl TPOTPaMMUPOBAHUS
Oyner ucrnonb3loBarbes Visual Studio, 1Mo Bcedl BUAWUMOCTH, HOBOW BEPCUU, BBIXOM
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koTopoit tanupyertcst B 2005 rony. Uto kacaetcst API, To miardopma XNA Oy-
Jer OGaszupoBarbcd Ha DirectX BBICOKOYPOBHEBOM SI3bIKE€ MIPOIPAMMUPOBAHMS
weiigepos (HLSL), PIX for Windows (0 KoTopoMm MOKHAET peub BO BTOPOI 4acTu
sroil kKHUru), Xaudio API u XACT. KoHeuHo, BIOJHE OYEBUIHO, UYTO MMOSIBITCS
obHoBieHUsA B ToM ke DirectX, HO 3T0 OyAyT MMEHHO OOHOBIEHMS, 4 HE BHE-
JpeHne HOBOUW TexHoiormu. To ecTh Bee OOHOBIEHUS OYAYT OMMpaThesT Ha 6asy,
¢ KoTopoit paboTaroT GOJBIINHCTBO pa3paboOTIMKOB BCETO MHUpa, W TIEpeXod K
HOBOIt Goytee MOIIHON TmardopMe He TOKEH TIOBJIEeYb 3a co0oif HOBBIX 3aTpar,
KaK JIEHEeXHBIX, TaK W TPyHOBBIX. XNA — 3To TurardgopMa HOBOTO TIOKOJCHWS,
BOOpaBIIAad B cedd Bce Jiydlllee, YTO €CTb HAa CETOAHSIIHUNA IeHb B UIPOBOIl MH-
JOYCTPUU.

[lporHo3upoBarh Kakue-Iub0 CPOKM BBIXOAA JTOH IUIATQOPMBL ellle paHo —
ouLMaNbHBIX 3asBleHUI oT Kopropauuu Microsoft nmoka He nocrynaio. IIpo-
LIECC CO3[aHMs HOBOH ILUIaTOPMBI Jaxke Ha yxXe UMelolleiica 0asze BecbMa TPydo-
€MOK, IO3TOMY ToA-ABa, HABEpHOE, IMpUAETCA Moaoxiaarb. Ckopee Bcero, BBIXOI
HOBO# ormnepaiimoHHoi cucteMbl Windows, HoBoili TipuctaBku XBox, HOBOW cpe-
J6l TiporpaMMmupoBaHus Visual Studio MoxXHO OymeT cUUTaTh HEKOW OTTpaBHOW
toukoi s maatdopmbel XNA. K crmoBy ckaszath, HoBast Bepcust DirectX 9.0
SDK Update (Summer 2004) yxxe comepXWT HEKOTOpPBIE HOBOBBEICHUS, CBSI3aH-
Hble ¢ miargopmoil XNA, Tak 4To XJIaTh OCTAJI0Ch He JOJIIO.

Asbikn HLSL, GLSL n Cg

Henb3s ckazaTb, YTO MOIIHOCTH KOMIBIOTEPHBIX CUCTEM OOCTHUTIJIA TIpenesia, ojl-
Hako Tiponieccopa ¢ yacrortoit 2500 MI't u namsaru B 512 M6Gaiit yxe BIoiHe
JIOCTaTOYHO, 4YTOOBI UTpaTh B JIOOYIO WUTPY, CMOTpPETb (DWIbMBI, 3aMUCHIBATh U
cJIyIIaTh MYy3bIKY, He TOBOpSI yXe o Oojiee MPOCThIX 3amayax. B Kakoil-ro MOMeHT
BpPEMEHU 4YacToTa padoThl IPOLECCOpPa MPOCTO MEPecTala Urparb OOJbLIYIO POJib
U COBCEM He 3K30TMueckas cucrema c¢ mpoueccopoM 3000 MI'uy u 1024 Mo6aiir
naMsiTU Ha OopTy yxe cuuraercsa kKommbioTepoM Hi-End knacca. A npu O6ypHO
pa3BUBAIOLLIENCH CUCTEME KPEAMTOBAHMSI HAceJeHMUsl B HallEid CTpaHe KOMIIbIO-
TEPHBIE CUCTEMBbl C TAKUMU XapaKTepucTUKaMu B Ofukaiiiiiee BpeMsi OyIyT CTO-
SITh B KakaoM JoMe. Ho Tpu 3ToM ToNb30BaTeNto Xo4yeTcsl BhICOKOKAueCTBEHHOM
rpacvKu, cpaBHUMOU ¢ pealbHBIM MupoM. [Tocie TpocMoTpa ouepeaHoro Ku-
HollleJieBpa ¢ BeJMKOJeMHbIMU creladdektamu Tuna "HouHoii go30p”, yemoBek
BKJIIOYAET KOMIIBIOTEP U KejaeT Habaomarh U y cedsd Heuro nogodoHoe. Ho, 3a-
nyckasa urpy yposHga Quake 3 ¢ 3aMeTHO KBaapaTHbIMU IOJUIOHAMH, B LIyOMHE
Ppa30yapoBbIBAETCS, BO3BpalLasiCh U3 BUPTYaJbHOU peajbHOCTU B HEBbIPA3UTE/b-
Hyl0 AelcTBuTeabHOCTh. IloaTOMy ceilyac OCHOBHOHI 3agayeil KOMIIbIOTEPHOI
WHAYCTPUM Pa3BIeUeHUU SBJsIeTCS] cO3/aHNe JeHCTBUTEIBLHO MOIIHBIX Tpadude-
CKHX TIPOIIECCOPOB, M, B TIPUHIINIIE, TAKOBBIE yXXe UMerTcs. Beayiime paspabdoTr-
yuku B 310l obOmactn, komnannu NVIDIA u ATI, npennmarator Bumeoanarnrepsl,
CTIOCOOHBIE CTIPABUTHLCS ¢ OTPUCOBKOI CKEJIETHON aHUMAIIMU, PEATUCTUYHON MOo-
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BEPXHOCTU Marepuaia C OOJBIIMM KOJUYECTBOM MOJWUTOHOB U MCTOYHUKOB CBETA
Ha OCHOBEC paGOTbI C BEpLIMHHBIMHA U IMHUKCECIbHBIMU LUGﬁZLCpaMl/I.

DUKCHpOBAaHHBIN TpadHWUecKNit KOHBeliep, WCIONB3yeMBINt BUaeoamarTepaMmu
BUEpALIHEro [IHS, $IBHO YycCTapes, IpUBels OTpacib B TYIMKOBOE COCTOSIHUE.
YiyuiieHue (pUKCUPOBAHHOIO KOHBeliepa miu 0ubiamoredHbix GpyHkuuin DirectX
u OpenGL ourytumbix pe3ysnbraroB He jgaer. Ilosromy Obul pazpaboTaH HOBbIA
[porpaMMupyeMblii rpacpUuecKkuii KoHBeliep, padOoTaloIuuii ¢ BEepLIMHHbIMU U
MUKCENTbHBIMHU TIEHIepamMu.

OO0uinii npuHUMI PabOThl ¢ LIEHAEPAMU 3aKII0YAETCH B TOM, YTO IPOIPAMMUCTY
JaeTcsd BO3MOXHOCTb paboTaTh ¢ IpacdHUYECKUM IIPOLIECCOPOM BUAEOAmanTepa
Hanpsimyto. B DirectX Takasi BO3MOXHOCTb ocyllecTBisiercst ¢ Bepcun DirectX 8.1,
a B OpenGL Tonbko ¢ nosineHueM HoBoro s3bika GLSL (GL Shader Language,
I3BIK TIporpamMMupoBanms 1ueiaepoB B OpenGL). Paboras nanpsmyo ¢ rpacdmn-
YECKUM TIPOIIeCCOPOM ITOCPENCTBOM PETUCTPOBBIX 3aluceil, ¢ TpHUMeHEHHEeM
BEPUIMHHBIX M IMKCEAbHBbIX LIEHAEPOB, 3HAYMTEABHO YIYUIIAETCd KAuyecTBO M
CKOpPOCTb BuU3yanuszauuu rpacuku. ['MmbkocTb, HA OCHOBE KOTOPOHl IOCTPOEH
MPOrpaMMHUpPYyeMblil KOHBeliep mpu paboTe ¢ MpeoOpa3oBaHUSAMU M OCBEIICHUEM,
JOCTUTAeTCs 3a cueT M30aBIeHUs OT MACChl MOBTOPSIOIIMXCS OMepaluili U BbIBO-
JUT Ka4ecTBO pUcyeMoll TpadwKu Ha HOBEI 0 3TOTO BpeMEeHW He JAOCTYITHBIMH
VPOBEHD.

PaGora ¢ weiiaepHsiMu mporpammamu B DirectX gocTynHa ¥ B BOCbMOI U B Jie-
BsTOM Bepcuu. M3HavyaabHO, KOT/IA TONMBKO pa3padaTrhiBasach TEXHOJOTUS padOThI
¢ ueiaepaMu, ObIT TIPUAYMAH W ONMUCAH TaK Ha3bIBACMbIU accembaepHblii S3biK
NpOSPAMMUPOBAHUS Ulelidepog, OCHOBAHHBIM Ha TMOCTPOYHOM UCIIONHEHUW WHCT-
PYKIMHU mnm KoMaHa. Tak ke Kak U B acceMOiepe, acceMOJepHBIi S3bIK 1ieiiae-
POB 32 OOMH MAIIMHHBIA LMK BBUIOJHAET OAHY KOMAHOY, COOTBETCTBEHHO MU
HaNUCaHUE MPOTrPaMMHOro Koja LIeHIepoB CBOAUTCA I yI0OCTBA BOCIPUITUA
K IOCTPOYHOMY IepeuMcieHnIo KoMaua. Takoil moaxoa K CO3JaHUIO HIeHaepHbIX
MPOrpaMM MOTI IOPagoBaTh KOTO YrOAHO, HO TOJbKO HE IPOrpaMMUCTOB. XOpo-
110, €CIU TIPU MCIOJIB30BaHWU acceMOJISpHOTO SI3bIKa IeHIepOB MUIIETCS He-
OoJpllIast MporpaMMKa, a €clIu 3TO JICUCTBUTENbHO Cepbe3Hass KOMMbIOTEpHAs UT-
pa ¢ JJIWHHBIM ITPOTPAMMHBIM KOJOM M COTHSIMU CTPOUYHBIX MHCTPYKIWM 1Ieiiie-
poB, Torna uto? Jla, 6€3yciI0BHO, MOXHO XOPOIIIO TIPOAYyMAaTh CTPYKTYpy Oyaylieit
MporpamMMbl ¥ pa3doUThb acceMOJNIEPHBIA KoM 1IeiiIepoB HA HECKOJABKO (ailioB, HO
9TO JIU pellieHue IpodeMbl?

Bor Tyr u 6bU1a onucaHa U coszgaHa KoHuenuuss C-mogoOHOro s13bIKa Mporpam-
muposanus 1eigepon: DirectX HLSL, OpenGL GLSL u g3bsik Cg KoMnaHuu
NVIDIA. Kakoil u3 HuUX MOSBUJICS PAHbIIE, KAKOH I103Xe, CIIOPUTh HET CMBICIA,
y BCEX TpeX A3bIKOB MPUMEPHO OJMHAKOBASl HAIPABIEHHOCTh — 3TO OOJieryeHue
KaK HAMWCaHWS, TaK W TOHWMAaHWS LIEHAEepHBIX TIporpaMMm. Bce Tpnm g3BIKa B
YeM-TO CXOIHBI — 3T0 C-TTog00HbBIe SI3BIKM ¢ MPeAOoIpeNe/IeHHBIMA TUTIAMA JIaH-
HBIX, CTpOSIIIIecsd Ha OCHOBE CTPYKTYPHOW peanm3annu mporpamMbl. [Ipm atowm,
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€CTeCTBEHHO, KaXIBI SI3BIK 00J1amacT CBOMM CHHTAaKCHUCOM W CEMaHTHKOM, HO
IIOBTOPIOCh, HEKOTOPhIE CXOACTBA MMeEIOTCSA. To €CTb ec/id Bbl MOXETE Mporpam-
MupoBaTh Ha C++, To mpu xenaHuu pasdeperech U ¢ s3biKoM Java. [lpumepHo
TaKKe OOCTOIT Aeaa M ¢ YIOMSHYTBIMU paHee sI3bIKaMu [POrpaMMUpPOBAHUS
meiiaepoB. Bee Tpu A3bIKa MpU3BaHbI YIYYIIUTh, OOJETYUTh U YCKOPUTb PAbOTy
MTPOTPAMMHUCTA.

3ok HLSL cosgaH B Hempax xopnopauuu Microsoft U mommep:KUBaeTcs BeemMu
MPOU3BOAUTENSIMU alTapaTHoro obecrieyeHusi, a (GakT pacrmpocTpaHEHUsT orepa-
IMOHHOM cucTeMbl Windows Bo BceM MHUpe, TIO pa3HbIM OlEHKaM JAOCTUTAIOIIH
80—90%, nemaeT STOT SI3BLIK TIPOTPAMMHPOBAHUS IIeHaepoB OE3yCTOBHBIM JTHIC-
poMm. Jla U pa3pabOTUYMKKU KOMIIBIOTepHBIX WTrp Toa Windows MOHUMAKT, 4TO
DirectX mis1 910l onepaluMOHHONM CUCTeMbl — CTAHJIAPT, a 3HAYUT, U 93blKk HLSL
toxe. Ecau pacemarpusare HLSL B pakypce HoBoii miatdopmbl XNA, To Oyay-
mee s13bikoB GLSL u Cg kaxerca 6ecrnepcrneKTUBHbIM.

Azvik npoepammupoeanus uietioepoe GLSL, paborarowuii Tonbko ¢ OpenGL, npu
OmKaiilieM pacCMOTpeHuM KaxeTcss mounHee, yeM HLSL, u gaxe ero Hekoro-
pasl HAIIPaBJIeHHOCTb HA HOBOE alIaparHoe odecrneyeHue T00ABISAET DTOMY S3bl-
Ky cBoux BuctoB. M To, uTo B cBolo ouepeab OpenGL — 3T0 pakTUUECKU CTaH-
JapT JUISL Jpyroit ornepaliMoHHOM cucTeMbl Linux, H00aBiIsSIET 1IAHCOB SI3BIKY
GLSL He TonbKo Ha BEDKMBaHUE, HO U Ha OJaromoliydHoe MpollBeTaHue.

K croBy ckazarb, omnepauuMoHHad cucTeMa Symbian, KOTOpOH KOMILIEKTYIOTCS
OOJBIIMHCTBO CMapT(HOHOB N KOMMYHUKATOPOB, B CBOEI ceAbMOIT BepCUM TOA-
nepxuaerT OpenGL ES — nHekyio ypesaHHywo Bepcuto OpenGL st MOOMIBHBIX
tenedonoB. TlpaBna, u B 3ToM cerMeHTe poiHka Microsoft uMeeT cBoto orepalim-
oHHyI0 cucteMy — Windows Mobile, tie cHoBa npucytersyer DirectX. KoHeuHo,
TeneOHHbIM CHCTeMaM AyMAaThb O LUeidaepax MoKa ellle PaHo, HO IIMPOKAas pac-
MPOCTPAHEHHOCTb TeAe(DOHOB U MOOMIBHbBIX UIP CBUAETENLCTBYET O TOM, UTO BCE
BO3MOXHO U IMPOTHO3UPOBATE B 9TOM HAMPABIEHUH YTO-JHUOO CIOXKHO.

Hzoik npoepammuposanus Cg xomnanud NVIDIA BbIIISIUT UyTh IOXYXKE Mpem-
LIECTBEHHUKOB. Bce-Taku ero y3kas HampapieHHOCTb Ha BHIAEOATANTEPHI TOJIbKO
ot NVIDIA HeckolbKO OrpaHU4YMBAeT ero pacmnpocrtpaHeHue. Ho, He ymonsasg
ngoctouHeTB Cg, MOXHO cKazaTh, YTO 3TO JEHCTBUTEIBHO Pa3BUTHINE M XOPOIIIO
MMPOAYMAaHHEIN A3BIK CO CBOMM "XapaKTepoMm'.

Kakoii u3 g3bikoB OyaeT B OymylleM TOMUHUPOBATh, IPeayragarb CJIOXKHO, 4 MO-
KET, KaXIbIi M3 S3BIKOB OyfeT MpocTo "exaTh Mo cBoeit Kojee". KoHewyHo, B
uaeane TPOrpaMMUCT MOXKET 3HaTh BCE 3TH SI3BIKM M HalTu emy paboty Oyjaer
HaMHOTO Jierde, XOTsl Y3KOHaNpaBJIeHHBIM CHeluaucT — 3To JYJYIIUN crenna-
Jquct. OcraeTcst HaAesITbCS, UTO KOMITBIOTepHBIE Pa3BIeYeHUS TTPOIOIKAT Pa3BU-
BaThCsl, 4 MBI B CBA3U C OTUM 0e3 paboThl He OCTaHeMcsl.

Harnocnenok xoueTcst cKasaThb HECKOJIBKO CJIOB 00 WHCTPYMEHTATBHBIX CPEICTRAX,
TpeHa3HAYEHHBIX I TIporpaMMUpoBaHus ieiaepoB. Ceituac Ha puIHKE WMe-
torca RenderMonkey u FX Composer — o4yeHb XOpoliue CpeacTBa Al pabdoThl
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¢ meiaepamMu, HO BCE XK€ OHU HaIpaBieHbl Ha TTPOCMOTP M peAaxkinio Koja, Ha
9KCIIEPUMEHTHI C TEKCTYpaMM M MaTepuajoM, T. €. CKOpee Ha YIydlleHue Ipo-
rPAMMHOIO KOJd, HEXeId Ha ero HamucaHue. be3ycaoBHO, BO3MOXHO U cO3da-
HME IPOeKTa C HyJsd. DTU CPencTBA IMO3BOJAIOT KaK IPOTPAMMMCTY, TaK U Xy-
JOXHMKY IMPOCMATPUBATL PE3YJIbTATbI U3MEHEHUH B PeaJbHOM BPEeMEHHU, HO BCe
K€, Kak Obl XOTeJloch UMeTh BCEro JIUIb OJWH TPOTPaAaMMHBIN TIPOAYKT, Hajie-
snenabrit BosmMoxkHocTsaMu Visual C++ NET, FX Composer, RenderMonkey n
Pix for Windows! Omna mporpamma, omHo pabouyee MPOCTPAHCTBO, MHOXECTBO
GyHKIM, TUHAMUYecKuit UHTepdeic, UHTEPaKTUBHOCTb B peajlbHOM BPEeMEHH,
nojaHoe nouumanue HLSL, GLSL u Cg. HeaxHo gaxe Kakasi KOMIIAHUS CAe-
JIaeT 3TO U Kakoe Oyaer HazBanue. Meuthl? K coxaneHuio, cKkopee Aa, YeM HeT.
Paz yx BeTBb McTOpUM Hadeauaa HAC ILUeiAepaMy, HaBEPHOE, CTOUT 3aayMaThbCs
0 TaKoOM IporpaMMHoOM mpoaykre. Moxer kopnopauusi Microsoft Kkak pas u mo-
paiyeT TpOTpaMMUCTOB BBIXOIOM TnaTdopMbl XNA, Tre OyaeT mpeaycMOTpeHO
Heuto ntopobHoe Ha 6ase Visual Studio .NET moa DirectX.

A TIoKa, O JydilleM, YTO €cTh Ha CETOAHSIIIHUKM JeHb, BbI CMOXETe Y3HAThb W3
3TO KHUTH, TAe pa3duparTcs oOllue BOMPOCH], CBSI3aHHBIE ¢ paboToi mpodaii-
nepa PIX for Windows, uHctpymeHnTapues RenderMonkey u FX Composer.



rMABA 2

PuKcupoBaHHbIN
rpachuvyeckuin KoHeenep

Kak yxe ymoMuWHamoch B TIpeAbIAyIIEH TJIaBe, UIS TIOCTPOSCHUSI CIEHBI B
DirectX 9 HeoOGX0onIMMO BBITIOTHUTE TOCTEIOBATENIBHO TIAT 34 IATOM OIIpeeIeH-
Hble meiicTBusi. HaGop »THX omepanuit MOXHO pa3bUTh HA HECKOJIBKO CIEIYIO-
LIMX DTAIMOB:

1.

Coszdanue okxonnoeo npunoxcenus. Ha stoM stame HeoGXOOIMMO CO3IaTh MPO-
CTOE OKOHHOE MPWIOXKEHUE, B KOTOPOE BIIOCAECACTBUM MOXKHO BCTPAauBaTh UC-
XOIHbIIA KO co3aaBaeMoil cueHbl. OKOHHOE MPUIOKEHUE CO3AAETCS HA OCHO-
Be OubnnoTeuHblx pyHkimin Win32 APL.

Hruyuaauzauus u wacmpotixa Direct3D9. Ha aTom aTtarne MpoucXoauT WHUIMA-
guzauug Direct3D9, B ToM uMcie cozlaHue HeoOXOAUMMbIX yKazaTeneil Ha MH-
tepdeiickl u cosznanue ycrpoiicta Direct3D9. Takxke HE0OXOAUMO IPOU3BE-
CTU HACTPOMKY 4aCTOThl CMEHBI KaJpOoB U paspelleHue Oydepa IIyOUHBL, T. €.
3aJaTh HeoOXOAMMble IlapaMeTpbl IS MpeacTaBaeHus rpadukKu Ha BKpaHe
MOHHUTOpA.

Cozdanue cuenvt. Ilocie uHULMANM3auuMu U HacTtpoiiku Direct3D9 MoxHO
MPUCTYNUTH K CO3MaHWIO WJW 3arpy3ke 0ObEKTOB M BCEll CIIEHBI B YACTHOCTH.
ITpu co3gaHuM OOBEKTOB MCIOMB3YIOTCS BEPUIMHHBIE W MHAEKCHBIE Oydhephl,
TJIe XpaHSTcS TO3UIIMU TOYEK, U3 KOTOPBIX COCTOUT OOBeKT. ST 3arpy3Ku To-
TOBOTO OOBEKTA, CO3AAaHHOTO C TMOMOIIBID JIIOOOTO penakTopa TpPeXMEpPHOM
rpaduku, B DirectX ucnonb3yworcs X-daiiibl. KoHBEpTUpPOBAaB rOTOBYIO MO-
neab B X-dopmar, Bbl CMOXETe JIETKO 3arpy3uTh €€ C MOMOIIbIO (QYHKIIMI
DirectX 9. Takke ecTh BO3MOXHOCTb 3arpy3Ki OOBEKTOB M APYIUX (GOPMAaTOB.

Tpancgopmayua u oceewenue (T&L). DroT sram, Moxanyid, CAMblid CIOXHBIA U
MMEHHO HAa 2TOM CTaauu Bbl MOXETe 3aIeiCTBOBATb (DUMKCUPOBAHHBIA JTHUOO
nporpaMmmupyemblii rpaduyeckuii Kouseitep. g mpencraBieHusl oObekTa Ha
DKpaHe MPUMEHSIIOTCSI MaTpUyHble IpeoOpasoBaHus, a JId TOro YToObl OOb-
€KT BBITJISNIE] PEATUCTUYHO, NCTIONB3YIOTCSl MaTeprall U OcBellleHNe.
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5. Pendepune cyenvi. Tlocne vHMIIManu3aiuu, HacTpoliku Direct3D u moctpoe-
HMS CLIEHbl MOXHO IPOU3BOAUTD BbIBOA I'padUKM HA IKpaH MOHUTOPA.

Bce paccMoTpeHHBIE 3Tambl CO3MAaHWS W OTPHCOBKM TPEXMEpHOUW TpadWKu He
BKJIIOYAIU B ce0s1 MCIOJb30BAHUE KJIABMATYPhl, MBI U 3ByKa. s TOro 4ToGhl
3a0eMCTBOBATb MEPEUUCIEHHbIE KOMIIOHEHTbI, HEOOXOMUMO BBIOJHUTD €Ile PSII
JOMOJHUTENBHBIX NEHCTBUI. DTU IpoliecChl B KHUIE® HE pacCMaTpUBAIOTCI, HO
IpU HEOOXONMMOCTM Bbl CMOXETe HAWUTU HYXHYI0 HHQOpPMALMI0O B KHUIE
"DirectX 9. VYpoku mnporpammupoBanmuss Ha C++" wmsgarennctBa "BXB-Ilerep-

oypr".

[BoiHasa 6ycepusauyunsa

CMbIcn d6oiinoli 6yghepuzayuy upe3BblyailHO mpoct. st BbiBoga rpadukKu Ha BK-
paH ucnosab3dyercs 3adnutl 6ygep (back buffer), B KOTOpbIA IOMeLLAETCsS O4epe-
HOl Kaap. 3agHuii Oydep Mo CBOMM IapaMmerpaM, paspellieHuI0 U LIBETHOCTH
UIACHTUYCH TTEPBUYHON TTOBEPXHOCTH 3KpaHa, W 3a CUET TIOCTOSTHHON CMEHBI OYy-
depoB MM TEPEKTIOUCHNS TIOBEPXHOCTEH JTOCTUTAeTCs TUTaBHAST aHWMAIUsST B
rpaduke. Hampumep, BB BEIBEIM Ha BKpaH HEKYI0 MOJICTb W JKellaeTe TiepeMec-
THTB €€ B IpyToit KOHeIl AKpaHa. JjIsT 3Toro HeobXoMnMo CTepeTh MOIETh B MeCTe
€€ MepBOHAYATBHOIO BhIBOAA U HAPHUCOBATh 3aHOBO. Eciy MpoM3BOIUTH ITU ACii-
CTBUSL HA IEPBUYHOI [MOBEPXHOCTU, AHUMALUSA MOXET [POUCXOLUTH C 3aMETHbI-
MU a3y peiBKaMu. Kyma mpoiile HapMcoBaTh MOIEIb HA HOBOM MECTE B 3aaHEM
Oydepe u npousBecTu cMeHy OydepoB. DTOT mpolecc BHAYAIE MOXET [10KAa3aTh-
¢ CJIOXHBIM, HO Ha caMoOM Jiejie TIpOTPAMMUCTY He MPUXOMNUTCS OTCICKHWBAThH
3aiHU Oydep, 3TH NeUCTBUS BBIMTOJIHSAIOTCSI MTporpaMMHO cpeacTBamu DirectX.
IMpocTo B ompeneNcHHBIX TapaMeTpax MPelCTaBIeHNST YCTPOMCTBA BBICTABIISIIOTCS
HeoOXonmMble GIard W KOJMWYECTBO CO3MABACMBIX 3amlHUX OydepoB, TMocie Yero
npoiuecc ABoitHON Oydepusauuu OyIeT OCYIIECTBISATHCS ABTOMATHYECKU IO
KoHTpojeM DirectX.

Teneppr naBaiiTe paccMOTPUM IOApPOOHEE CTaAuM II0 CO3MAHMIO U OTPUCOBKE
CLIEHBI HA DKpaHe MOHHUTOpA.

Cosp,aHue OKOHHOIO npunnoxexHud

OnepaionHasi cuctema Windows paboTaeT Ha OCHOBE YIPaBIsSIeMbIX COOBITHIA,
TTOSTOMY, CO37aBasl OKOHHOe HpUAOXCeHue, BB TaKKe MOJDKHBI T03a00TUTBCA O
cosmaHnn obpaborunka cobbiTrii. Co3naBasi OKOHHOE TIPHJIOXEHWE, BB BIIpaBe
OIpPEeIeNUTb CTUIb, pasMep, LUBET (GOHA U PEeXKUMbl OTOOPAXEHNSI OKOHHOIO IpH-
JoxeHusi. Pa3bop ucxomHoro Koaa, WUIIOCTPUPYIOLIEIO CO3AaHUE OKOHHOIO
NPUIOXKEHUS, K COXAIEHUIO, BHIXOAUT 33 PAMKM ITOM KHUIU, HO B KOHIE AaH-
HOIl r1aBbl U Ha KoMIakT-gucke K kHure B mnanke \Code\Demo B d¢aiine
Demo.cpp BB MOXeTe 03HAKOMUTKLCS € KOTOM TIpUMeEpa, CO3MaloNINM OKOHHOE
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MPUJIOXKEHHWE, a TaKKe TOJHBIM CHEKTPOM JEWCTBUN MO MHUIIMATIU3ALWK, Ha-
CTPOIKE, CO3[aHUI0 OObEKTa UM PEHAEPUHIY C ucnojb3oBaHueM Direct3D9. Uc-
XOAHBIA KO HECNOXeH, U 51 IyMalo, BaM He COCTABUT TPyda pa3o0parbcs BO BCeM
CaAMOCTOSITENIbHO.

Uunynanusauna n Hactponka Direct3D9

TMpouecc unuyuasuzayuu v Hacmpoiiku Direct3D9 cBonNTCS K MOcHen0BaTeIbHOMY
BbI3OBY OUOIMOTEYHBbIX (PYHKIMI U 3aMOJIHEHUIO MOJed CTPYKTYphl MapaMeTpoB
npeicrapiedus Direct3D9. Ho nepBbiM zie/loM HEOOXOAUMO CO3[aTh YKA3amenb
Ha DIABHBIA MHTepdeic IDirect3DI.

LPDIRECT3D9 pd3d9 = NULL;
pd3d9 = Direct3DCreate9( D3D_SDK VERSION) ;

[locne oObsiBAEHUSI IEPEMEHHON pd3d9 (MpeaBapUTeabHO OOHYJIUB €€ 3HAYEHUE)
HYXHO BOCIIOJIb30BaTbhcsl (DyHKIMEH Direct3DCreate() JUIS CO3JaHUsl yKazares
Ha uHTepdelic IDirect3D9, KOTOPBIA OyIeT HAXOAUTLCA B MNEPEMEHHON pd3do.
DyHKIMSA Direct3DCreate() B KAuecTBE MapaMeTpa BCeraa MCIOJb3YeT MaKpoc
D3D_SDK_VERSION, YKa3blBalOIIMKN Ha Tekyuryto Bepcuio DirectX SDK. 3arem He-
00X0IMMO onpeaeuTb ¢opMaT MOBEPXHOCTH AUCILIES MWW TEKYIIUN peXUM BU-
3yaJlbHOTO OTOOpakeHusT AucIiest. s 3Toro HyXXKHO BOCMOb30BaThCsT (DYHKIIH-
el IDirect3D9: :GetAdapterDisplayMode U CTPYKTYPOU DISPLAYMODE.

D3DDISPLAYMODE Display;
pd3d9->GetAdapterDisplayMode (D3DADAPTER DEFAULT, &Display);

DYHKINSA GetAdapterDisplayMode () BO3BpallaeT YCTAHOBJICHHBIN TeKyIINit dhop-
MaT TIOBEPXHOCTH UCIIIESI, COXpaHSS TONYYEHHBIM pe3ylTbTaT B TiepeMeHHOI
Display, @ MMEHHO: paspellieHue dKpaHa (T. €. IMPUHY U BBICOTY), LIBETHOCTb U
4yacToTy OOHOBIEeHMS dKpaHa. Bce mosnydeHHble JaHHBIE HEOOXOAMMBI M1 CO3a-
HUS 3aaHero 0ydepa, KOTOpbIi M0JKeH ObITh UAEHTUYEH MCXOIHON MOBEPXHOCTU
JUCILIe.

lMpumevyaHne

Mpu pabote c GubnuoteuHbiMn dyHKUUsAMU DirectX 9 Heobxogmmo ncnonb3oBaTtb
oTnaxeHHylo cuctemy obpaboTkm owmbok. [Anst atoro B DirectX npegycMoTpeHbl ABa
Makpoca; FAILED — MNpOBepSAOWNA NPOrpaMMHbIA KO Ha Hamuuue oOwunboK K
SUCCEEDED — NpOBEPSAIOLWNIA NPOrpaMMHbIV KOA, Ha8 YCMELUHOCTb BbinonHeHus. Oba
MaKpoca MMelT COOTBETCTBYOLLME KOAbl BO3BpaTa OLMOOK, O KOTOPbIX MOXHO
y3HaTb 13 cnpaBoy4HoOi nHopmaumm DirectX SDK. Hanpumep, gns Toro 4tobbl on-
pesenuTs TeKyWwnin hopMaT AUCNes, MOXHO BOCNOMNb30BATLCH CNeaytoLen KOHCT-
pyKkumen koga:

if (FAILED (pd3d9->GetAdapterDisplayMode (D3DADAPTER DEFAULT,
%dis)))return E FATL;
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CrenyomuM 11aroM B Tipolecce HacTpolku Direct3D9 Oymer ycraHoBKa mapa-
MerpoB npeacrasieHuss Direct3D9 ¢ noMowbio  CTPYKTYpbl D3DPRESENT
PARAMETERS. DTO OY€Hb OOJbILIASA CTPYKTYpa, C €€ IMOMOIIbIO CO3MAI0TCA 3aaHMIA
Oydep, Oydep r1yOMHBI U ONpeneasaeTcs MOJHOIKPAHHbIA MJIM OKOHHbBIU PEXUM
PadOThl MPUITOXKEHUS.

D3DPRESENT_PARAMETERS d3d%pp;

// oBHyIeHUe

ZeroMemory (&d3d9pp, sizeof (d3dSpp)):;

// BameicTBYyeTCs NOJHOSKPAHHEI PEXMM
d3d%pp.Windowed = FALSE;

// nopiumovaeTcs 3amHuil Oybep
d3d9pp.SwapEffect = D3DSWAPEFFECT DISCARD;
// dopMaT MOBEPXHOCTM 3amHero Oybepa
d3d9%pp.BackBufferFormat = Display.Format;
// cospmaercs Oybep IuIyOMHEL
d3d%pp.EnableAutobDepthStencil = TRUE;

// bopMaT moBepxHoCTH Oybepa TuIyOUHED
d3d9pp.AutoDepthStencilFormat = D3DEMT D16;
// umpuHa 3apHero Oybepa
d3d9pp.BackBufferWidth = Display.Width;
// BeICOTA 3amHero Oybepa
d3d9%pp.BackBufferHeight = Display.Height;
// KOIMUeCTBO 3amHuX Oybhepon
d3d9pp.BackBufferCount = 2;

// dacrora OOHOBJIEHMS

d3d9pp.FullScreen RefreshRatelInHz = Display.RefreshRate;

INpuBeneHHBINT MCXOMHBIN KOI WMEeT KOMMEHTapwh, W B HeM OyIeT HeTpyaHO
pazobpathes. Ho xouercst mobGaBmTh 3aMevyaHue TI0 TMOBOAY 3amHero Oydepa u
Oydepa rnyouHsl. Kak Bbl yxxe 3HaeTe, 3amHuUi Oydep HEOOXOAUM JJIs1 CO3AAHUS
KayeCTBEHHOU aHMMallMKd B KOMIILIOTEPHbIX Mrpax. B napamerpe

d3d9pp.BackBufferCount = 2;

ObLTIO co37aHO JiBa 3aAHUX Oydepa, HO UX YUCIO MOXET ObITh U OOJbIIIE, TIaBHOE
yToOBI Balll BUJEOANATNTEP TOMIEPXKUBAT YKAa3aHHOE KOJWYECTBO 3aaHUX Oyde-
poB. [IBa-Tpu 3anHux Oydepa — 5TO BIOJHE CTAHAAPTHOE 3HAYEHUE.

A N1 4ero xe HyXeH Oygep eaybunni? DKpaH MOHUTOpA MO CBOEU CyTW mMpen-
cTapisger co0oil a0COMIOTHO IUIOCKYIO ABYXMEPHYIO IOBEPXHOCTb, M AJIs TOIO
4yTOOBI MPABUJIBHO OTOOpaXaThb TPEeXMEPHbIE MOMAEIH, IpUMeHseTcs Oydep Imy-
OMHBI, KOTOPbIA MHOIAA €lle Ha3blBaloT Z-0ygep. To ecTb 3TO AOMOIHUTENbHAS
och 7, HeoOxonauMas JUIsl TIPAaBWJIBHOTO TIPEACTABIEHUSI OObEMHON TpexMepHOi
rpauKy Ha 3KpaHe MOHUTOPA.
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TTocne cozmaHust z-Oydepa HYXKHO CO3JAaHHBIN Oydep MOAKIIOUUTL B MPUIOXe-
HUeE, a TAKXKe 3aAeCTBOBATh PEXUM OTCEUEHMS] HEBUAMMBIX IpaHeil oObeKTa.

pDevice->SetRenderState (D3DRS CULLMODE, D3DCULL CW) ;
pDevice->SetRenderState (D3DRS ZENABLE, D3DZB TRUE) ;

[oaxmoyeHue ONLUUKN omcederus HeeuUOUMbIX eparell 00beKTa — 9TO OOLIEIPUHSI-
Tag npakruka B DirectX. Hanpumep, Bbl pucyere Ha 3KpaHe KyO, BpalllalOLIMics
BOKPYT cBoeil ocu. B Kakoi-To mpoMexXyTOK BpeMeHM OlHA M3 uacTeil Kyda obs-
3aTeJIbHO 3aKpOeT KaKylo-To JPYIyio yacTb Kyba. M MocKoibKy Bbl BCE paBHO He
VBUANTE BTy 3aKPBITYX YacTb, TO BKIIOUYAETCS PEXMM OTCEUYEHUS] HEeBUAUMBIX
rpaHeif. 3ayeM ke TPaTUTh PecypcHl Mpolleccopa W MaMSITH Ha Te YacTH OOBeKTa,
KoTopble He BuaHO. CaM Tipoliecc TO OTCEYEHUIO MPOUCXOMUT aBTOMATMUYECKH,
TJIABHOE TOJIBKO TTPaBUIBHO TTOCTPOUTH CaM OOBEKT.

IMocaexnuit mar B HacTpoiike n nHUIManu3annm Direct3D9 3akmiouaercs B co3-
JaHuu ycrpoiictBa Direct3D9 ¢ momoriblo ¢GYHKIMU IDirect3DDevice9: :
CreateDevice.

pd3d9 -> CreateDevice (D3DADAPTER DEFAULT, D3DDEVTYPE HAL, hwnd,
D3DCREATE HARDWARE VERTEXPROCESSING, &d3d9pp, &pDevice);

MuunmanusuposaB u HactpouB Direct3D9, MoXHO MepexoAuTh K 3Tamy Mo co3-
JAHWUIO CIEHBI.

CospaHue cueHbl

IMoctpoenne cuenv: B Direct3D — 3To mpoueaypa TpyaoeMKas U Bcellesio 3aBU-
CUT OT 3aJa4M, KOTOPYIO BaM HeoOXomuMo peliuTh. Ha 2ToM aTame Bo3MOXKHA
3arpy3ka TOTOBBIX TPeXMEpHbIX MOJeNeil, co3daHHbIX, HanpuMmep, B 3D Studio
Max, M Lenoro ypoBHS, CO3JAHHOIO B TOM X€ pelakTope, WIMU IOCTPOSHHE
o0bekTa cepBucamu Direct3D, KOTOpbIe MBI U PACCMOTPUM.

B xadectBe mpumepa Bo3bMeM IIporpaMMmy Demo, Koa KOTOpOil HaxomuTcs B
KOHILIE IJ1aBbl. B 3TOM IpuMepe IPOUCXOAMUT IOCTPOEHUE Kybda Ha OCHOBE MH-
JEKCHOro M BepuuuHHoro Oydepa. KoHuenuus nocrpoeHus oobekToB B DirectX
UCIIONAb3YeT IOHATUE eepuitHa. Kaxnplii oObeKT, KAaKUM Obl OH He ObL1 CI0X-
HBIM, COCTOUT U3 MOJUTOHOB. [loaueon — 3TO OIpeNeNeHHOro pasMepa IUIoLanb
B MOPOCTPAaHCTBE, orpaHuyeHHass toukamu. B Direct3D 00blYHO MCIIOAb3YETCH
TPEYTOJIbHUK, TUIOLIAMh KOTOPOTO OTpaHWuYMBacTcs TpeMs yriamu. Kaxnwiit yron
WMEEeT CBOM KOOPAWHATHI B TIpOCTpaHcTBe 1o ocaM X, Y u Z. Touka, 3agaHHas B
pocTpaHcTBe To TpeM ocsM X, Y u Z, B DirectX HasbiBaeTcsi gepuiunoii. Onpe-
JIETUB 3HAYEHUS JUIST TpeX BEpIINH, MOXHO MOCTPOUTH MPOCTONM TPEYrOJAbHUK, a
COEJIMHUB JIBa TPEYroJbHUKA TO TUTOTEHy3e, ToiyvyaeM KBaapaT. Uem Ooblie
TTOJJUTOHOB, TeM cIoXKHee (hUTypa JUTsl TOCTPOEHUST MOJICITH.

B DirectX MOTYT TIpUMEHSITbCSI cucmemsbl KoopouHam JIBYX BUJOB, B 3aBUCHUMOCTH
OT ycTaHOBJIeHHOTO ¢hopMmaTa BepiinH. OripeneneHue (opmara BeplINH 3aBUCHT
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OT Toro, OyAeT JIu PUCOBATLCS JBYXMEpHasi uiu TpexmepHasi rpacduka. ITpu mc-
[10JIb30BAHUM JBYXMEPHBIX OOBEKTOB IIPUMEHSETCS CHCTeMa KOOPAMHAT, M30-
OpaxeHHas Ha puc. 2.1, 1 B 3TOM CiIy4yae Npu MOCTPOSHUHU OOBEKTA UCIIONb3YET-
cs npeobpasoeanHslil Gopmam GepuiuH.

Oucnnen

Puc. 2.1. [IByxmepHas cucrema KoopauHaT

[lpu cozgaHuM TpeXMepHOro oObeKTa MpUMEHIeTCs Gosee CIOoXHAs MOIelb pa-
0OTHI ¢ BeplIMHAMU. BepllIUHBI OCTABISIOT He Npeodpas3o6anHbiMU, A IS BU3YaTHU-
3allMM BEPIIMH Ha 3KpaHe MOHUTOpPA UCIOJBb3YIOTCS MaTpUyHBIE TpeobpasoBa-
Hus. ITosTomMy TpuMeHsieTcsl JIGBOCTOPOHHSSI cUCTeMa KOOPJAMHAT, ToKazaHHas
Ha puc. 2.2.

YA

e .
B == X

Puc. 2.2. JleBOCTOPOHHAS cucTema KoopAuHaT

Ho o060 BceM mo nopsiiky. Co3naBaeMblii 00BEKT COCTOUT U3 HAOOpa TOJIUTOHOB,
3anatonimxest BepimuHaMmu. [To3niust ofHON BEpIIUHBI 3aaeTcsl TpeMsl KOOpanHa-
TaMu 1o ocsiM X, Y u Z. [I1s1 mocTpoeHus KBaapara HeoOXOMUMO JiBa COMpUKa-
calolmxesl TUMOTeHY3aMU TpeyrojbHUKa. IS co3maHust JIBYX TPeyrojbHUKOB
norpedyercsd 1IeCTb BEPLUMH, a UL TOIO 4YTOObI IOCTPOUTh KyO, IMOHAIOOUTCH
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6 BepinH * 6 cropoH Kyb6a = 36 BepiumH. Hisi XpaHeHHS] TaKOTO KOJHYECTBA
BEPIIMH JIOTUYHO MCIOJAb30BaTh CTPYKTYPY, HAIIPUMED:

struct CUSTOMVERTEX
{
FLOAT x, vy, Z;
FLOAT nx, ny, nz;
}i

KoopnuHatel x, y U z ONPEneasiioT MO3UILIMI0 BEPIIUHBI B MPOCTPAHCTBE, a TPU
JIPYTUX KOOPAWHATBHI OMPEAC/SIOT HAMpaBIcHUE HOPMaieil, HEOOXOAUMBIX s
MPAaBUJILHOTO PAacyeTa OCBEUICHUSI CIICHBI, O KOTOPOM BBl Y3HAeTe B 3TOW IWIaBe
u3 pazd. "Tpancghopmauus u oceeujenue”.

OnHa cTopoHa Kyba — 3TO JIBa COMpUKAcarIIUXcsl TpeyrojbHuKa. st mocTpoe-
HUSI OHOU CTOPOHBI, T. €. KBaJpaTa, HEOOXOAUMO 3ahaTh MO3UIIUM JJIST IIIECTH
BEPIINH, MO TPU HA KaXKIbIA TPEYrodbHUK. [Ipu MEeTaTBHOM PACCMOTPEHUU BbI-
SICHAIETCSI, YTO JBE BEPLIMHBl KAXJIOTO TPEYroJbHUKA OYyIyT MMEThb OTMHAKOBBIC
nozuuuu. [1o3ToOMy MOXHO 3HAYMTENHHO YIPOCTUTH MPOLECC MOCTPOEHUS KBaj-
para, u Kyba B YaCTHOCTH, MyTeM HUHOeKCcayuy KaXIOil BEepLIMHBI, 4 MOJYYEHHbIE
3HAYEHUS XPAHUTb B OTAEABHOM MACCUBE JAHHBIX. B KOHIE INIaBbl U HAa KOM-
maxkt-nucke B manke \Code\Demo\Demo.cpp Bbl MoxeTe O03HAaKOMUTBCS ¢ KO-
JIOM, CO3MIAIOLINM WHACKCUPOBAHHBIN KyO C TIOMOINBIO CTPYKTYPHI Vertex U Mac-
CHBA UHJEKCOB Index.

[locne Toro, Kak ObUIM 3aJaHbl MO3UIMU A1 BCEX BEPIMH, HEOOXOAMMO yKa3aTh
WCTIOMB3YeMBIN (popMmaT BepinH. IS 3TOTO TIpUMEHSETCS Ccenyiomas KOHCT-
PYKIIHST TIPOTPaMMHOTO KOa:

#define D3DEVFEF CUSTOMVERTEX (D3DEVE XYZ|D3DEVF NORMAL) ;

Makpoc D3DFVF XYZ yKa3blBaeT Ha He MpeoOpa3oBaHHbI GopMmar BEPLIMH, MO-
CKOJIbKY Bce MpeoOpazoBaHUs OYyIyT OCYILECTBIAThCI ¢ IMOMOIIbI0 MaTpull. Eciau
BBl XeJlacTe WMCIONMb30BaTh (opMaT TpeoOpasoBaHHEBIX BEPIIMH, TO HYKHO BOC-
MOJTB30BATHCSI MAKPOCOM D3DFVE XYZRHW.

[ocnenylonye AeHCTBUSA MO MOCTPOEHUIO Kyba CBOALTCS K MCMOAB30BAHMIO MH-
JekcHoro oydepa u Oydepa BepuinH. bydep BepliuH HeobxoauM ISl XpaHEHUs
00111eT0 KOJMYecTBa BEPIIUH OOBEKTa, MOXKHO CKa3aTh, YTO 3TO 3aJaHHBIA Mac-
CHB JIaHHBIX, B KOTOPOM COIEpXKaTcsl CaMW BEPIIWHBI, a TaKKe IBET KaxKmoit
BEepLIUHBI U HOpMaIU. BriociencTBum nipu peHaepuHre Oydep BeplIUH HUCIONb-
3yeTcsl JUISl BbIBoJa 0ObeKkTa Ha skpaH. MHAEKCHBIN Oydep comepXuT WHAEKCHI
JUIS KAXIO# CTOpOHBI Ky0a M TakKxXKe UCIOoJb3yeTcs Ipu peHaepuHre. Ilpoiecc
paboTbl ¢ OydepoM BepliMH U MHAEKCHbIM OydepoM CBOAUTCS K HECKOJIbKUM
[oc/iea0BaTe bHbIM LlIaraM — 3TO co3gaHue Oydepa, ero 6JOKMpPOBKA IS Mocie-
JyIoLIel 3alMCH JaHHBIX U pa30iaokupoBka Oydepa. B cieayoniux crpokax Koaa
MOKa3aHbl TIepevyrcIieHHbIE onepalun ais Oydepa BeplInH:
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LPDIRECT3DVERTEXBUFFERY pBV = NULL;
// cosmauue Oybepa
pDevice->CreateVertexBuffer (36 * sizeof (CUSTOMVERTEX),
0, D3DFVF_CUSTOMVERTEX,DBDPOOL_DEFAULT, &pBV, NULL) ;

VOID* copy;
// GiokupoBka Oydepa
pBV->Lock (0, sizeof (Vertex), (void**)s&copy, 0);

// Bammch OaHHHX B Oydep

memcpy (copy, Vertex, sizeof (Vertex));
// pastiokupoBka Oybepa
pBV->Unlock() ;

st 3anucu gaHHbIX B Oydep BeplUH HEOOXOAUMO 00s13aTebHO 3a0J0KUPOBATh
€ro, a Kaxmaasg OJOKMpoBKa Oydepa JOKHA COIMPOBOXIATLCSA €ro pasdioKHUpOB-
Koii. JleiicTBUSI mo paboTe ¢ MHAGKCHBIM OydepoM MHPaKTUYeCKU WACHTUYHbI
JEUCTBUSAM ¢ OyhepoM BEpILIMH.

LPDIRECT3DINDEXBUFFERS pBI = NULL;
// coszmaHume Gybdepa
pDevice->CreatelIndexBuffer (36 * sizeof (Index),
0, D3DFMT_INDEX16, D3DPOOL_DEFAULT,&pBI, NULL) ;
// GnokupoBka Oydepa
pBI->Lock (0, sizeof (Index), (void**)&copy, 0);
// Bammch OaHHHX B Oydep
memcpy (copy, Index, sizeof (Index));
// pastiokupoBka Oybepa
pBI->Unlock();

TakuM oOpazoM, mociae cozgaHus oObEeKTAa MOXHO IEepedTH K CAeayloliemMy
aTany.

TpaHccopmMmalmna n oceeLeHne

Ha »>ToM aTame MoxHO BeIOpaTh paboTy ¢ GUKCUPOBAHHBIM WK MPOrpaMMupye-
MbIM rpaduyeckuMm KoHBeiiepoM. IlporpaMmupyeMbiii KOHBeilep MCIOJIb3YeT
BEpILIMHHbIE LUeiaepbl U OyaeT o0CyxXaaTbes B ciaedylolieid rinaBe. OcHoBHasa Oa-
33, HA KOTOPOI ocHOBaHa paboTa ¢ PUKCUPYEeMbIM U MPOrPpaMMHUPYEeMbIM Ipadu-
YecKMMHM KOHBelepaMmu, ITOCTpOeHa Ha MCIOAb30BAaHUM MAaTpPUUYHBIX IIpeobpazo-
BaHWI U paboTe ¢ MaTepuajJoM U OCBEIIEHUEM.

Martpu4Hble npeobpasoBaHus

Hns mpeacTaBieHUsl TpeXMEPHOW ClIeHbl Ha 3KpaHe MoHuTopa B DirectX 3aneii-
CTBYIOTCS MaTpU4HBIE TMpeoOpa3zoBaHUus. MaTrpuuHble olepalu OCHOBAaHBI Ha
WCTIONIBb30BAHUN Mampuy — 3To MupoBas matpuna (World Matrix), maTpuua Buaa
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(View Matrix) n marpuiia npoekuuu (Projection Matrix). Bce Tpu marpuiist
MMEIOT BUA MACCUMBOB JAHHBIX C PAa3MEPHOCTBIO 4x4.

s Toro 4TOOHI MPAaBMJILHO OTOOPA3NTh OOBEKT Ha 3KpaHe, HeOOXOMMMO TIpeod-
pa3oBaTh KAXIYI0 BEpLIMHY C MOMOUIBIO I1OCIEI0BATENbHOTO MCIIOJb30BAHUS
TpeX MaTpull B CIEAyIOLIeM IOpsIKe: MUPOBAasl MaTpuila, MATpUMLA BUAA U Mar-
putia mipoeknnn. CosgaHne KaXmaol W3 MaTpUIl MOXHO BBITTOJHUTEH BPYYHYIO, a
MOXHO BOCIOJb30BATbCS AOCTATOYHO OOJbIIMM HA00OpOM (YHKUMHA U3 OMOIMO-
tekn yrwut D3DX, Bxomsmieii B coctaB Direct3D9.

lMMpumevaHne

Ons Toro 4toObl Bocnosnb3oBaTbcs 6MbnnoTekon D3DX, HeoGxoaANMO MOAKNHYNTb
3aronoBoYHbIN hann d3dx9.h n GubnuoteyuHsin dpann d3dx9.lib B npoexkT.

MupoBas matpuua

Muposas mampuya — 3To TiepBasi MaTpulla, Ha KOTOPYK HYXXHO YMHOXUTb KaXk-
Jy1o BeplirHy 00bekTa. C MOMOIIbI0 MUPOBOH MATPHULbI IIPOU3BOIUTCS MUPOBOE
npeobpa3zoBaHue OOBEKTA, U B Pe3yJibTaTe KaxKAblid M3 OOBEKTOB IOJIYYAET CBOIO
JIOKaJIbHYI0 cucTteMy KoopianHaT. Ha ocHOBaHWM JIOKaJIbHON CHCTeMBbI KOOPAWHAT
MIPOUCXOIUT IMOoCTpoeHue obbekTa. Takxke MpU MCIOIb30BAHUMM MUPOBOIO Ipeod-
pa3oBaHUS JOCTYMHBI JACUCTBUS MO BpalleHUIO, TPAHCISIIIUKM U MacliTabupoBa-
HUto oobekta. Hampumep, jutst Toro yToObl TipeobpazoBaTh OOBEKT B MHPOBOE
[IPOCTPAHCTBO M OCYLIECTBUTb BpallleHUe 110 ocsiM X U Y, MOXHO BOCIIOJb30-
BaThCsl CACAYIOIIMM MPOTPAMMHBIM KOJIOM.

D3DXMATRIX MatrixWorld, MatrixWorldX, MatrixWorldY;

FLOAT Angel = (timeGetTime() % 3000) * (2.0f * D3DX PI) / 3000.0f;
D3DXMatrixRotationX (&MatrixWorldX, Angel);

D3DXMatrixRotationY (&MatrixWorldY, Angel);

D3DXMatrixMultiply (&MatrixWorld, &MatrixWorldX, &éMatrixWorldy) ;

C nmoMo1bIo (I)yHKLLl/Iﬁ D3DXMatrixRotationX () WM D3DXMatrixRotationY () IIPOU3-
BOIUTCS BpallleHne oO0bekTa Mo ocsiM X U Y Ha Yroj, paBHbIM 3HAUYEHUIO B Mepe-
MEHHOM Angel. IlosyuyeHHbl pe3yjbTaT BpalleHUsl 110 ocu X COXpaHSEeTcsl B Iie-
pPEMEHHON MatrixWorldx, a TO ocu Y — B MepeMeHHOU Matrixworldy. Ilocrne
9TOrO [ABa Pe3y/IbTara BPALLEHMS 1O PA3HbIM OCSIM MEPEMHOXAIOTCSI MEXIY cO00i
¢ NoMouIbl0 (YHKUMHU D3DXMatrixMultiply (), & UTOIOBbIA PE3YJNbTAT ITOMEILAET-
csl B TIEPEMEHHYIO MatrixWorld. LTSI TOro 4TOoOBl MHpOBOE Mpeodpa3oBaHue
BCTYIIWJIO B CUJIy, HEOOXOAMMO BOCIIOJIb30BAThCs (PYHKLMEN IDirect3DDeviced::
SetTransform.

pDevice->SetTransform(D3DTS_WORLD, &MatrixWorld) ;

MaTtpuua Bupa

C IIOMOLLbIO Mampulbl suoa OPOUCXOIUT OIIPECACACHNUEC IIO3ULUHN IIPOCMOTpPpA
CLICHBbI. HaanMep, 3a IIO3ULMIO ITPOCMOTpa CUECHbI MOXKHO B34Tb MECTOHAXOX-
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JIeHre BaIlliX TJ1a3 B MPOCTPAHCTBE, a ITOCKOJBLKY Balll B3DJISIA MOXKET OBITh YCT-
peMJieH B TI00YI0 TOYKY SKpaHa MOHUTOpPA, TO JOKHO ONpPEAe/ISThCS HaIlpaBie-
HUe B3[JSIAa U cepeauHa obIacTu MPOCMOTPA, T. €. TO, HA YTO Bbl CMOTPUTE B
JaHHBIM MoMeHT. s mpeoOpazoBaHms 00bEKTa MaTpUIlel BUAA HYXHO BOC-
MTOJTB30BaThCST (PYHKIINEH D3DXMatrixLookAtLH () M3 0mbamorekn yrmmuT D3DX.

D3DXMATRIX MatrixView;
D3DXMatrixLookAtLH (&MatrixView, &D3DXVECTOR3 (0.0f,0.0f,-11.0f),
&D3DXVECTOR3 (0.0f, 0.0f, 0.0f), &D3DXVECTOR3 (0.0f, 1.0f, 0.0f));

IlepBolii mapamerp MatrixView B DyHKIMH D3DXMatrixLookAtLH() — 3TO pe3yJb-
TaT BUJOBBIX TIpeobpazoBaHuil. Tpu mocienyomux napameTpa onpeaeastoT cooT-
BETCTBEHHO TOYKY MPOCMOTpa CIIEHBI, HA YTO KOHKPETHO HaMpaBlieH B3MISI U
YTO B UTOre Mbl BUAMM. 151 ompeneneHus MO3ULIMH MPOCMOTPA HCIONb3YeTCs
CTPYKTYpa D3DXVECTOR3, MPEACTABISIONIAS TOYKY B MPOCTPAHCTBE MO ocsiM X, Y
uz.

Hnst Toro 4ToObl BUIOBBIE MTPeoOpa3oBaHUST BCTYMUIU B CHITY, HY’KHO BOCITOJIb30-
BaThbCsl (PYHKLUMEN SetTransform().

pDevice->SetTransform(D3DTS VIEW, &MatrixView);

Martpuua npoekuun

Ilocne npeobOpazoBaHus O0bEKTA MUPOBOI MAaTpulieil MU MaTpULEid BUIAA IIPOU3-
BOIMTCS IOCAEOHMHA 3Tal MOpeoOpa3’oBaHUil C IMOMOLIBIO MAmpuusl HPOEKUUU.
ITpoeximoHHbIe Mpeodpa3oBaHus MO3BOJSIOT MPABUILHO MPEACTaBUTh OOBEKT Ha
JBYXMEPHOIl IIOCKOCTM MOHHUTOPA, MACLITAOUPYSd OOBEKT OTHOCUTEIbHO IMO3M-
LMY IPOCMOTPA, MepeaHeil U 3aaHell 00J1acTu OTCeUeHMs.

D3DXMATRIX MatrixProjection;
D3DXMatrixPerspectiveFovLH (&éMatrixProjection,D3DX PI/4,1.0£,1.0£,100.0f);

[lepBbiit mapameTp B MYHKIUU D3DXMatrixPerspectiveFovLH() SBISIETCS Pe3yiib-
TatoM TipeobpazoBaHuil. Crneayoiuii mapameTp ornpeaessieT moje 3peHust Mo ocu
Y, o0bIYHO 3TO 3HAU€HME PAaBHO D3DX PI/4. Tperuii mapamerp — Kod3pdULUEHT
cXaTusl ISl COOTHOILIEHUSI TeOMeTpUUYECKNX pa3MepoB. JIBa mocienHux napamer-
pa 3ajaoT NepelHu U 3aAHUU TUTaHbI oTceYeHUs clieHbl. YToObl Ha3HauYeHHbIE
MpeoOpa3oBaHUST BCTYMWIN B CUJTY, BBI3bIBAETCS (DYHKINS SetTransform().

pDevice->SetTransform(D3DTS PROJECTICN, sMatrixProjection);

Iocne MaTpUYHbIX npeoGpasoBaHMﬁ MOXHO BOCIIOJIb30BaThCS OCBEILEHUEM O0b-
€KTa IJIi1 pea)mcmqﬂoﬁ OTPUCOBKHU €I'0 HAa DKpaHE.

OcBelyeHune

[lpumeHeHue ocBellleHWS B IMOCTPOCHUU TPEXMEPHOM CLEHbl 3HAYUTENBHO YIy4-
LIAeT KayecTBO pucyemoil rpaduku. B peanbHON XKU3HU HAC OKPYKAIOT MHOXEe-
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CTBO pa3HBIX TIPEAMETOB, KaXIbIi M3 KOTOPBIX WMEET CBOM IIBET, a TOYHEee TOo-
BEPXHOCTh C OIpeaeJeHHbIM 1IBETOBbIM cBoiicTBoM. Ilpu momamanuu jydeil cBeta
Ha MOBEPXHOCTb MPEAMETa MPOMCXOAUT TAPMOHMYHOE COYETAHUE CBOMCTB CBETa
1 CBOMCTB MOBEPXHOCTU IpeaMeTa, YTO B UTOre U IpenomnpeneseT Halld 1IBeTO-
Bbl€ U CBETOBbIE OLUYILIEHMS, I1OJYy4YeHHbe OT 3Toro npeamera. B Direct3D no-
BEpXHOCTh OOBEKTa C IIBETOBHIMU CBOWCTBAMU HasbIBaeTcs mamepuaiom. Ilpu
paboTe ¢ ocBellleHHeM HeoOXOIMMO B 00SI3aTeIbHOM TOPSIIKE 3a/laBaTh CBOMCTBA
Marepuaja sl o0beKTa, NHaUYe MOCTPOEHUE CIIEHBI ¢ UCTIONIb30BAHNEM UCTOYHH-
KOB cBeTa He OyJeT MMeTh HUKAKoTo 3dherTa.

Marepuan

Marepuan B Direct3D9 cosmaeTcst Ha OCHOBE CTPYKTYpPBI D3DMATERIALY, MMEIO-
el MSITh MapaMeTpoB, 3anaBasi 3HAYeHUsI KOTOPbIX MOXHO OIpeaeIuTh HeoOXo-
JMMble CBOMCTBA Marepuaia oObeKTa.

ITapameTpbl CTPYKTYpbl D3DMATERIALS ONPEIEIIOT:
O piffuse — nudy3HBIN 1IBET MaTepuana;

O Ambient — OKPYKAWOIIWN IBET;

O Specular — OTPAXAIOLIUIA LIBET;

O Emissive — DMUCCUOHHBbINA LIBET;

O power — MOIIIHOCTh OTPaKaeMoTo 1IBeTa.

qumpe BUAa UBeTAa Diffuse, Ambient, Specular U Emissive 3a4al0TCd C I0O-
MOIIBIO CTPYKTYPBl D3DCOLORVALUE, KoTopas coaepkuT ARGB cocrasiasitoliyto
oBeTAa. 3aﬂaBaTb 3Ha4Y€HUA KpaCHOIo, CMHEro, 3€JICHOro 1LIBETOB U anb¢m,KaHana
MoxHo B mpenenaax or 0.0 go 1.0. boiee TeMHble TOHA MOXHO IOJYYUTh, €CIU
HCITIOJIB30BATh 3HAYCHUEC MCHBIIIE 00, n HaO60pOT, CBECTJIbIC TOHA ITOJYYarOTCs
IpU UCIIOJb30BAHUM 3HAUYCHUA oosbuie 1.0. B CICOyIoIMX CTPOKAX KOoJa co3aa-
€TCA MaTepuall KEJITOro 1BeTa.

D3DMATERIALY9 Material;

ZeroMemory (&Material, sizeof (D3DMATERIALY)) ;
Material.Diffuse.r = Material.Ambient.r = 1.0f;
Material.Diffuse.g = Material.Ambient.g 1.0%;
Material.Diffuse.b = Material.Ambient.b = 0.0f;
Material.Diffuse.a = Material.Ambient.a = 1.0f;
pDevice->SetMaterial (&Material) ;

B mocnenHeit cTpoke Koma MCTionb3yeTesl GYHKIUS SetMaterial () JJISI YCTAHOBKY
Ha3HAYEeHHBIX CBOIMCTB Martepuana. I[locie ompenmeieHnsT MaTepraia MOXHO TPU-
CTYIUTh K CO3JAHUI0 UCTOYHUKA CBETA.



34 Yacrb I. OcHosbl nporpammypoBarus rpachury B DirectX 9

Cset

Kak u B okpyxatoiiemM Hac mupe, B DirectX Toxe MpeaycMOTpPEHBI MCTOYHUKK
cBeta. UMetoTest Tpu BUNA UCHIOYHUKOE C8eMA.

O napajaienbHbI WIN HampaBieHHbIN (directional) — 3TOT TUM He MMeeT ollpe-
JIEJIEHHOTO MCTOYHUKA, HO CBETUT B OTIpEeIeHHOM HaMpaBJIeHUH;

O ToueuHBI (point-source) — WMeeT 3aJaHHBIN WCTOUYHWK CBETa M CBETHT BO
Bce HaTIpaBJICHMUST;

O npokekTopHBIN (spotlight) — HampaBlIeHHBI WCTOYHUK CBeTa KOHycooOpa3-
HoWl hopMbI, Takolt Kak, HampuMep, (poHAPUK WIN MPOKEKTOP.

Cser, M3Ty4aeMbIif MCTOYHWKOM, WMeeT CBOW IIBETOBBIC CBOWCTBA, OMPEACIISIO-
e TBeT Ma3mydaeMoro cBera. CBOIMCTBA cBeTa 3aaroTesl ¢ TTOMOINBIO CTPYKTYPHI
D3DLIGHTY, HATIpUMEP, CIACTYIOIINM 00pa3oM:

D3DLIGHTY Light;

ZeroMemory (&Light, sizeof (D3DLIGHTY)) ;
Light.Type = D3DLIGHT DIRECTICNAL;
Light.Diffuse.r = 1.0f;
Light.Diffuse.g = 1.0f;
Light.Diffuse.b = 1.0f;

Light.Range = 1000.0f;

B mepBoil cTpoke mporpaMMHOIO KOjAa 3amaeTcs 3HAuyeHue Ui mapaMeTrpa Type
CTPYKTYpPbl D3DLIGHTY. DTOT MapaMeTp — WieH CTPYKTYphl D3DLIGHTTYPE, Ha OC-
HOBE KOTOPOIl MPOMCXOAUT OMpeleseHre TUIIAa UCTOYHMKA cBeTa. B KOHKpeTHOM
cilydae MCTONIb3YyeTcsl MAaKpoC D3DLIGHT DIRECTIONAL, Ha3HAYaIOUIMI Mapauieib-
HBI VI HaTlpaBIeHHBIN MCTOUYHWK cBera. CYIIECTBYIOT ellle ABa Makpoca s
HasHAYeHWS MCTOYHWKA CBETA, 3TO:

O D3DLIGHT POINT — TOYEYHBI MCTOUHUK CBETa;
O D3DLIGHT SPOT — NPOXKEKTOPHbIA UCTOYHUK CBETA.

B crneayronux Tpex cTpokax MCXOJHOIO KOAa YCTAHABIMBAIOTCS CBOMCTBA liBeTa
JUIS UCTOYHMKA M3IydeHUs — 23TO mud¢y3Hblil 11BeT. M B mocneaHei cTpoke Ko-
Jla yCTaHaBIMBaeTCs JATBHOCTH N3TyYeHWS] HCTOYHWKA CBETa.

st Toro yToObl CBET Hayal padoTaTb B OCBEILUEHUU CLIEHbl, HEOOXONMMO Ha3Ha-
YUTH CO3JAHHBIN MCTOYHWK CBeTa Ui ycTpoiictBa Direct3D, paspemmts padboty
C OCBEIIEHUEM U YCTAHOBUTD JIOMOJTHUTEIbHbIE CBOMCTBA CBETA.

pDevice->SetLight (0, &Light);
pDevice->LightEnable (0, TRUE);
pDevice—>SetRenderState (D3DRS_LIGHTING, TRUE);
pDevice->SetRenderState (D3DRS AMBIENT, 0);
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Hopmanusauus

IMocaemunit aTam B MpoIlecce OCBEIICHUS — 3TO HOPMAaTW3alWs BEpIINH pHCYe-
Moro obbekTa. Hopmaas — 5TO BEKTOp, paCIONOXKEHHBIN MepTIeHINKYISIPHO CTO-
pOHE WM BepIIMHe TpuMHUTHBA. HopMmanb TpuHWMAaeT HeMmocpelCTBEHHOE yda-
CTHE B pacyeTe OCBEIICHUS CIleHBl. Kaxmass BeplInHA OOBEKTa JOMKHA OBITH
HOpMaJIM30BaHa TI0 OTHOIIEGHWIO K CTOpoHe TpUMHWTHBA. Hampwmep, mepemHsis
yacTh Ky0a B HallleM TIpEMepe MMeeT YeThIpe BepIIWHBL. Bcee BepImHBI HOpMai-
30BaHBI, T. €. KAKIOW BepITMHEe HasHAYeH BEKTOp WM HOPMAaTb, pacTooKeHHas
TTepTIeHANKYISIPHO CTOpoHEe Kyba. Bee Tocnemyromme cTOpOHBI Kyba MOKHBI
ObITb HOPMAIM30BAHBI TAKMM Xe 00pa3oM. 1 2TOro B CTPYKTYpe CUSTOMVERTEX
W 3a7af0TCsl HOPMAITH.

struct CUSTOMVERTEX
{
FLOAT x, vy, zZ;
FLOAT nx, ny, nz; // HOpManu

bi

Onpenensds ¢opMmar BepLIMH, HEOOXOAMMO 334aTh U HOPMAIM3ALMIO.
#define D3DFVEF CUSTOMVERTEX (D3DEVE XYZ|D3DEVF NORMAL) ;

3nauenue HopMmaau B Direct3D onpenensercss eiMHUYHBIM 3HAYEHUEM, IIOITOMY
B CTPYKTYpPE Vertex Ha3HauyaeTcsl eAWHUIIA JUISI BceX HopMajiel BeplinH. B KoHIe
3TON TJaBbl HaWAUTE (PYHKIUIO TL(), CTPYKTYPY Vertex U TOCMOTPUTE, KAKUM
00pazoM MPOUCXOAMT HOPMAIU3ALMS CTOPOH KyOa B mpoekre Demo.

I[J'[SI TOTO YTOOBI HOPMAJIM YYAaCTBOBAJIM B PACUETE OCBCLICHUSI, HCO6XOI[I/IMO nx
YCTAHOBUTDL IJISI NCITOJIB3YEMOIO UCTOYHHKA CBETA.

D3DXVECTOR3 VectorDir;
VectorDir = D3DXVECTOR3(0.0f, 0.0f,1.0f),
D3DXVec3Normalize ( (D3DXVECTOR3*) &Light.Direction, &VectorDir);

Ha sTtom stan no TpElHC(l)OpMaLlI/Il/I 1 OCBCILUICHUIO 3dKOHYECH, MOXKHO II€PEXOIUTDH
HEIIOCPEACTBCHHO K BbIBOLY o0bexTa Ha OKpaH MOHHUTOPA.

PeHpepuHr cueHbl

Ornepaluy Mo peHJAEPUHTY CIEHBI JyJllle pa3MecTuTh B ofHoi ¢yHkiuu. [lepen
TeM KakK MPOU3BOAUTH MTPOPUCOBKY CIIEHBI, HEOOXOAUMO OUUCTUThL 3aMHUN Oydep
IIBETOBOW COCTaBISIONICH, a TOCKOJBbKY (DYHKIIMSI peHAepUHTa BIIOCIEICTBUU
Oyner momenieHa B nuka Windows, To ovucTka 3amHero Oydepa 1iBeToM Oyjaer
OCYIIECTBISATHCS TUKINYHO. [ ouncTkr 3amHero Oydepa 1IBETOM BOCTIONb3yeM-
csl GYHKIUEH IDirect3DDevice9::Clear

pbevice->Clear( O, NULL, D3DCLEAR TARGET| D3DCLEAR ZBUFFER,
D3DCOLOR XRGB(60,100,150), 1.0f, 0);
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TTocne ouncTky 3aaHero Oygepa MOXHO MPUCTYNATh K TTPOPUCOBKE BCE CIIEHBHI.
His atoro Direct3D gaercss COOTBETCTBYIOLIAS KOMAHA:

pDevice->BeginScene () ;

BTo, KaK Bbl JOTAAAJIMCh 1O Ha3BaHUIO (YHKIIUU BeginScene (), HAYaNIO CIIEHBI
JUIS BU3yanusanuum obbekta. [lajee cBsi3biBaeM MOTOK JaHHBLIX ¢ OydepoMm Bep-
IIWH:

pDevice->SetStreamSource (0, pBV, 0, sizeof (CUSTOMVERTEX)) ;

3amaeM ¢opMaT BepLIUH:

pDevice—>SetFVF (D3DEVF CUSTOMVERTEX) ;

[1pou3BoauM yCTaHOBKY MHAEKCOB U3 Oydepa MHASKCOB ISl KAXIO BEPILUMHBIL:

pDevice->SetIndices (pBI) ;

3areM ocyiiecTBisieM cOOpKyY KyOa:

pbevice->DrawIndexedPrimitive (D3DPT_ TRIANGLELIST, 0, O, 36, 0, 12);

A naem KOMaHay Ha OKOHYAHHE CLHCHDbI:

pDevice->EndScene () ;

Ha xaxnplit BbI30B (hYHKIIMM Hayaja CIEHbl BeginScene () MOJIKEH CIENOBaTh
BBI30B (PYHKIIUM OKOHYAHUSI CUEHbI EndScene (). MexXay ABYMSI 3TUMU (HYHK-
LUSIMU TTPOUCXOUT TIOCTpoeHue clieHbl B Direct3D. JIns mpenctaBieHUs] CUEHbBI
Ha 9KpaHe UCToNb3yeTcsl (PYHKIUS 1Direct3DDevice9: : Present.

pDevice->Present (NULL, NULL, NULL, NULL);

M B KOHILIE, HEOOXOAUMO MOMECTUTh (PYHKUUM IO MHULManuszauuu Direct3D,
CO3MaHNI0 00BbEeKTa U peHaeprHTa B UK Windows.

i1f (SUCCEEDED (Initial (hwnd)))
{
if (SUCCEEDED (Create ()))
{
ShowWindow (hwnd, SW_SHOWDEFAULT) ;
UpdateWindow (hwnd) ;
ZeroMemory (&msg, sizeof (msg));
while (msg.message!=WM QUIT)
{
if (PeekMessage (&msg, NULL,0,0,PM REMOVE))
{
TranslateMessage ( &msqg);
DispatchMessage ( &msg) ;
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else
Rendering () ;

}

Ha sToM 3Tanm mo co3gaHuio TPeXMEPHOH CIEHbI 3aKOHYE€H, MOXHO OTKOMITHIM-
poBaTh MpUMEP U IMOCMOTPETh, YTO B UTOre MOAY4YMJIOCh. EAMHCTBEHHOE O ueM
ele HeoOXOAMMO IOMHUTb — 3TO 00 0c8060xcoeHuy pecypcos, 3aeiCTBOBAHHBIX
Direct3D B mpouecce nmoctpoeHus cueHbl. Korma Bbl oTKIIOYaere padoTy mpo-
TpaMMbl, TO HEOOXOAMMO TIPOCIENUTh 3a BHITpy3Kol COM-00beKTOB U3 TTaMSTH.
B paccmorpeHHOM mpuMepe ObUTM 3aJelicTBOBaHBI Oydep BepiliuH, WHAEKCHBIN
Oydep, yerpoiicteo Direct3D u rmaBHbIit 00bekT Direct3D. HeobxonmuMo BbITpy-
3uTh Bce 3ameiictBoBaHHBIE COM-00beKkTh B mopsiake yowrBaHus. OcBoOokie-
HU€e 3aXBauyeHHBIX PeCypcoB OyIeT BbIISAETD CAeNyIOLIUM 00pa3oM:

if (pBI != NULL)
pBI->Release();

if (pBV != NULL)
pBV->Release () ;

if (pDevice != NULL)

pDevice->Release () ;
if (pd3d9 != NULL)
pd3d9->Release () ;

B mmcrtunaTe 2.1 HaxomWTCs WCXOTHBIN KOA TIpUMeEpa, PacCMOTPEHHOTO B 3TOM
[JIaBe.

NucTtunr 2.1. UnncTpauus paboTbl PUKCUPOBAHHOTO rpachnyeckoro KoHBenepa

//***********************************************************************

// Demo.cpp

// TlpuMep, WUIOCTPUPYOIMI padoTy GUMKCHUPOBAHHOTO IpadMuyeckoro KOHBelepa
//***********************************************************************

#include <windows.h> // ToOKIIoUaeM BaTroJIOBOUHEl (Gai Windows
#include <d3d9.h> // HnomrimouaeM 3arojioBouHbll dail DirectX 9
#include <d3dx9.h> // momkimouaeM GuommoTexy D3DX

#include <mmsystem.h> // TOIKIIOWaEM CUCTEMHYID OUOIMOTEKY

//***********************************************************************

// TioGaNbHEE [IePEMEHHEE
//******k*****************************************************************

LPDIRECT3D9 pd3d9 = NULL; // rnaBuwii o®bexkT Direct3D
LPDIRECT3DDEVICES pDevice = NULL; // ycTpoiicTBo Direct3D
LPDIRECT3DVERTEXBUFFERY pPBV = NULL; // Gydep Bepumu

LPDIRECT3DINDEXBUFFER9 PBI = NULL; // VHIOEKCHEII ©ydep
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//
struct CUSTOMVERTEX
{

FLOAT x, v, 2Z; // KOOpOMHATEH

FLOAT nx, ny, nz; // HOpManmu
}i
#define D3DFVF CUSTOMVERTEX (D3DEVF XYZ|D3DEVF NORMAL) // dopMaT BepumH
//**********k*k*k*k*k*k*k*k*k*k*k***************************************************
// dyuxuma Initial ()
// cramisa VMHMLUMAIM3auyMy M HacTpoykyu Direct3D
//**************************k*********************************************
HRESULT Initial( HWND hwnd)
{

if( NULL == ( pd3d9 = Direct3DCreate9( D3D SDK VERSTON)))

return E_FATL;

D3DDISPLAYMODE Display;
if ( FAILED( pd3d9->GetAdapterDisplayMode ( D3DADAPTER DEFAULT,
Y&Display)))
return E_FATL;
D3DPRESENT_PARAMETERS d3d%pp;
ZeroMemory ( &d3d9%pp, sizeof (d3d9%op));
d3d%pp.Windowed = FALSE;
d3d9pp. SwapEffect = D3DSWAPEFFECT DISCARD;
d3d9%pp.BackBufferFormat = Display.Format;
d3d9%pp.EnableAutoDepthStencil = TRUE;
d3d9pp.AutoDepthStencilFormat = D3DEMT D16;
d3d9%pp.BackBufferWidth = Display.Width;
d3d9%pp.BackBufferHeight = Display.Height;
d3d9%pp.BackBufferCount = 2;
d3d9pp.FullScreen RefreshRateInHz = Display.RefreshRate;
if ( FAILED( pd3d9 -> CreateDevice( D3DADAPTER DEFAULT,
%D3DDEVTYPE7HAL, hwnd, D3DCREATE HARDWARE VERTEXPROCESSING,
Y sd3d9pp, &pDevice)))
return E FATL;
// BrIouaem orceuenne Direct3D
pDevice—>SetRenderState( D3DRS CULLMODE, D3DCULL CW) ;
// nomkiouaeMm z-Bybep
pDevice->SetRenderState (D3DRS_ZENABLE, D3DZB TRUE) ;
return S OK;

}
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//***********************************************************************

// dysuxuma Create ()

// cTamMa CO3IOAHUS CLIEeHE

//***********************************************************************

HRESULT Create()

{

CUSTOMVERTEX Vertex[]

{
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o O O O

e

const unsigned short Index[]={

0,1,2,
4,5,6,
8,9,10,

2,3,0,
6,7,4,
10,11,8,

.0f, -
.0f, -
.0f, -
.0f, -

.0f,
.01,
.0f,
.01,

.0f,
.0f,
.0f,
.0f,

.0f,
.01,
.0f,
.0f,

.01,
.01,
.01,
.0f,

.0f,
.01,
.0f,
.01,

1
1
1
1

o O O O o O O O [ e e O O O O

O O O O

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

.0f, 3,
.0f, 3,
.0f, 3,
.0f, 3,

/ /A
//B
//C
//D

/ /B2
//B2
//C2
//D2

//RA3
//B3
//C3
//D3

/ /B4
//B4
//C4
//D4

/ /A5
//B5
//C5
//D5

/ /A6
//B6
//C6
//D6
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}

12,13,14, 14,15,12,

16,17,18, 18,19, 16,

20,21,22, 22,23,20,

}i

// cospmaem Oybep BepumH

1f( FAILED( pDevice->CreateVertexBuffer( 36 * sizeof (CUSTOMVERTEX),
%O, D3DEVF CUSTOMVERTEX, D3DPOOL DEFAULT, &pBV, NULL)))
return E FATL;

// GroxupyeM Oybep BepumH

VOID* copy;

if( FAILED( pBV->Lock( 0, sizeof (Vertex), (void**)s&copy, 0)))
return E FATL;

// KOIMPYEeM BEpIMHEL

memcpy ( copy, Vertex, sizeof (Vertex));

// pasbiokupyeM Oybep BepumH

pBV->Unlock () ;

// cospmaeM MHOEKCHEN Oybep

pDevice->CreatelIndexBuffer( 36 * sizeof (Index),
0, D3DEMT INDEX16, D3DPCCL DEFAULT, &pBI, NULL);

// GIIOKMpPYeM MHIEKCHHM Oybep

pRI->Lock ( 0, sizeof (Index), (void**)s&copy, 0);

// KommMpyem IMO3ULUKU BEepImMH

memcpy ( copy, Index, sizeof (Index));

// pasbioKMpyeM MHOEKCHEN Oydhep

pBI->Unlock () ;

return S OK;

//***********************************************************************

// TL()

// crama TpanchopmMalmm u ocpemenms (T&L)
//******~k****************************************************************

VOID TL ()

{

D3DXMATRIX MatrixWorld, MatrixWorldX, MatrixWorldY; // mmpoBas
D3DXMATRIX MatrixView; // MaTpuua BUIOa

D3DXMATRIX MatrixProjection; // MaTpuia mpoeKLMM

// MatrixWorld

UINT Time = timeGetTime() % 3000;

FLOAT Angel = Time * (2.0f * D3DX PI) / 3000.0f;
D3DXMatrixRotationX ( &MatrixWorldX, Angel);
D3DXMatrixRotationY ( &MatrixWorldY, Angel);
D3DXMatrixMultiply (&MatrixWorld, &MatrixWorldX, &éMatrixWorldyY) ;
pDevice->SetTransform( D3DTS WORLD, &sMatrixWorld) ;
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// MatrixView

D3DXMatrixLookAtLH( &MatrixView, &D3DXVECTOR3 ( 0.0f, 0.0f,-11.0f),
&D3DXVECTOR3 ( 0.0f, 0.0f, 0.0f),
&D3DXVECTOR3 ( 0.0f, 1.0f, 0.0f));

pDevice->SetTransform( D3DTS VIEW, sMatrixView);

// MatrixProjection

D3DXMatrixPerspectiveFovLH (sMatrixProjection, D3DX PI/4,1.0f,1.0f,

%100.0f);
pDevice->SetTransform( D3DTS PROJECTICN, sMatrixProjection);

D3DMATERIALY9 Material; // MaTepmuan
D3DLIGHTO9 Light; // cBer

// YyCTaHOBMM MaTEpPUaJT

ZeroMemory ( &Material, sizeof (D3DMATERIALY));
Material.Diffuse.r = Material.Ambient.r = 1.0f;
Material.Diffuse.g Material.Ambient.g
Material.Diffuse.b Material.Ambient.b
Material.Diffuse.a = Material.Ambient.a = 1.0f;
pDevice->SetMaterial ( &Material);

Il
i
O
h

Il
O
O
h

D3DXVECTOR3 VectorDir;

// yCTaHOBMM CBET

ZeroMemory ( &Light, sizeof (D3DLIGHTY));
Light.Type D3DLIGHT DIRECTIONAL;
Light.Diffuse.r 1.0%;

Light.Diffuse.g = 1.0f;

Light.Diffuse.b 1.0£f;

Light.Range 1000.0£;

// YyCTaHOBMM HOPMAJIb

VectorDir = D3DXVECTOR3(0.0f, 0.0f,1.0f),
D3DXVec3Normalize ( (D3DXVECTOR3*)&Light.Direction, &VectorDir);
pDevice->SetLight ( 0, &Light);
pDevice->LightEnable( 0, TRUE);
pDevice->SetRenderState ( D3DRS LIGHTING, TRUE);
pDevice->SetRenderState ( D3DRS AMBIENT, 0);

}

//***********************************************************************

// Rendering ()

// crama OTPUCOBKM CLEHH HA DKpaHe
//**********k*k*k*k*k*k*k*k*k*k*k*k*k*k*k*k**********************************************

VOID Rendering ()
{
if (pDevice == NULL)
return;
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// ounmaem zamHMi Oybep

pDevice->Clear ( 0, NULL, D3DCLEAR TARGET| D3DCLEAR ZBUFFER,
D3DCOLOR_XRGB (60,100,150), 1.0f, 0);

// Hauajo CLEHH

pDevice->BeginScene () ;

// cramisa Tpancbopmalmm

TL() ¢

pDevice->SetStreamSource( 0, pBV, 0, sizeof (CUSTOMVERTEX)) ;

// dbopMar BepimH

pDevice->SetFVE ( D3DFVF_CUSTOMVERTEX);

// yCTaHOBKa VHIEKCOB

pDevice->SetIndices (pBI) ;

// BHBOI OCBEeKTa

pDevice->DrawIndexedPrimitive (D3DPT TRIANGLELIST, 0, 0, 36, 0, 12);

// KOHEeL, CLIEeHEL

pDevice->EndScene () ;

// NpencraBiisgeM Ha SKpaH

pDevice->Present ( NULL, NULL, NULL, NULL);

}

//***********************************************************************

// DeleteDirect3D()
// OCBOGOXIEHME 3axXBaueHHHX PeCypCOB
//***********************************************************************
VOID DeleteDirect3D()
{
if( pBI != NULL)
pBI->Release();

if( pBV != NULL)
pBV->Release () ;

if( pDevice != NULL)
pDevice->Release () ;

if( pd3d9 != NULL)
pd3d9->Release () ;
}
//**********k*k*k*k*k*k*k*k*k*k*k*k*k*k************************************************
// MainWinProc ()

// dyHkuMa ofpaboTku coobmenmit Windows
//************************************‘k‘k‘k‘k‘k‘k‘k‘k‘k‘k‘k************************

LRESULT CALLBACK MainWinProc (HWND hwnd,
UINT msg,
WPARAM wparam,
LPARAM lparam)
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{

switch (msg)

{

case WM_

DESTROY :
{
DeleteDirect3D() ;
PostQuitMessage (0) ;
return(0) ;

}

case WM KEYDOWN:

{

if (wparam==VK ESCAPE)
PostQuitMessage (0) ;

return 0;

}
}

return DefWindowProc (hwnd, msg, wparam,

}

lparam) ;

//**********k*k*k*k*k*************************~k*******************************

// WinMain ()

// BXOomHAs TOUKA IIPUIIOKEHUS
//***************k********************************************************

int WINAPI WinMain ( HINSTANCE hinstance,

{

WNDCLASSEX windowsclass;
hwnd;
msqg;

HWND
MSG

// onpemnenuM

windowsclass.
windowsclass.
windowsclass.
windowsclass.
windowsclass.
.hInstance = hinstance;

windowsclass
windowsclass
windowsclass

windowsclass.
windowsclass.
windowsclass.

windowsclass

.hIcon =
.hCursor =

.hIconSm =

HINSTANCE hprevinstance,
LPSTR lpcmdline,
int ncmdshow)

// cosmaem wJjacc
// cospaeM OECKPUIITOP OKHA
// MOSHTNIMKATOP COOBUEHMST

racc oxkHa WNDCLASSEX

sizeof (WNDCLASSEX) ;

style = CS DBLCLKS | CS_OWNDC | CS HREDRAW | CS_VREDRAW;
lpfnWndProc = MainWinProc;

cbClskExtra = 0;

cbWndExtra = 0;

cbSize =

LoadIceon (NULL, IDI APPLICATION);

LoadCursor (NULL, IDC ARROW);
hbrBackground = (HBRUSH)GetStockObject(GRAYiBRUSH);
NULL;

lpszClassName = "WINDOWSCLASS";

LoadIcon (NULL, IDI_APPLICATION);

lpszMenuName =
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// perucTpupyeM KJIaccC
if (!RegisterClassEx (&windowsclass))
return (0);

// cospmaeM OKHO

if (! (hwnd = CreateWindowEx (NULL, "WINDOWSCLASS",NULL,
WS OVERLAPPEDWINDOW | WS VISIBLE,O,O0,
GetSystemMetrics (SM_CXSCREEN) ,
GetSystemMetrics (SM_CYSCREEN) ,
NULL, NULL, hinstance, NULL)))

return 0;

if ( SUCCEEDED( Initial{ hwnd)))
{
if ( SUCCEEDED( Create()))
{
ShowWindow ( hwnd, SW SHOWDEFAULT) ;
UpdateWindow ( hwnd) ;

ZeroMemory ( &msg, sizeof (msg));
while ( msg.message!=WM QUIT)
{
if (PeekMessage ( &msg, NULL,0,0,PM REMOVE))
{
TranslateMessage ( &msqg);
DispatchMessage ( &msg) ;
}
else
Rendering () ;

}

return 0;

Ha puc. 2.3 uzobpaxeHa paboTa paccCMOTpPEHHOW B BTOH TJiaBe TpOTrpaMMBbI
Demo, nWcXomHBIM KOA KOTOpPOH BB TaKKe MoOKeTe HANTH Ha KOMIIAKT-IHUCKe
B manke \Code\Demo.

Hrtak, B 5TO# TNaBe OBIT MPOAEMOHCTPUPOBAH TIONHBINA TIpollece TIO CO3TAHUIO
TpexXMepHoOI crieHbl. [Ipu MmocTpoeHWM CIieHBl Ha 3Tare TpaHchopMamud U oc-
BellleHNs 3ameiicTBoBaNics (GUKCUPOBAHHBIN KoHBeliep. Ha mepBEIit B3rmsia M3bs-
HOB y (MKCHUPOBAHHOIO KOHBeliepa HeT, HO IOCTOJHHO IOBTOPSIOLIMICS OJ0K
omnepalui 1Mo yMHOXEHHMIO KaXIOH BEpILMHBI HA HAOOp MATpUIL MU pacyeTy oc-
BeleHUSI MNPUBOIUT K IEPEerpy:KeHHOCTH (UKCUPOBAHHOIO KOHBeiiepa M, KakK
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CJIeICTBUE, OTPAHNICHWIO Ha BBEIBOI KaYeCTBEHHON TpexMepHoi rpaduku. B cie-
IyIOllel [JaBe Bbl IO3HAKOMUTECH C IPOrPAMMUPYEMBbIM KOHBEHEepoM, HMMelo-
UM Gosee THOKYIO pealu3aluio B MPOLECCE MOCTPOSHUS TPEXMEPHBIX CIIEH.

Puc. 2.3. Pa6ota nporpammbl Demo



rMABA 3

NMporpammupyembii
rpachuvyeckuin KoHeenep

B npeabinyiieit rmaBe Mbl paccMOTpein paboTy mpocToro npuyioxkeHus: Direct3D
¢ NpuMeHeHHeM (UKCUPOBAHHOTO Tpaduyeckoro KoHBelepa. K coxaneHuro,
¢UKCcUpOBaHHBIM KOHBelep He oOnagaeT HeoOXOAUMON TUOKOCTBIO, U €CIU Ha
3ape MOSIBICHUST TPEXMEPHBIX KOMIBIOTEPHBIX UTP OH yCTpauBajl pa3paboTYUKOB,
TO ceiyac MeXxaHu3M paboThl (PMKCUPOBAHHOTO KOHBelepa siBHO ycTaped. B cBs-
34 C OTUM B KAaKON-TO MPOMEXYTOK BPEeMEHM BO3HMK 3aKOHOMEPHbI BOIIPOC:
yTO Jenarh? YiydilleHue 6ubnuoreuHbix pyHkuuii Direct3D He Morio npuBecTu
K Ilepexoly Ha Oojiee KaueCcTBEHHBI ypoBeHb rpacuku. Torga 6buia pazpadboTaHa
MOIE€JIb HOBOIO, IPOrpaMMHUpyeMoro KoHBeiiepa. COOTBETCTBEHHO IOIAEPXKKa
TAaKOro KOHBeliepa OCYIIECTBISAETCS KaK co cTOpoHbl DirectX, TaKk U cO CTOPOHBI
Mpou3BoauTeNeil Buaeoagantepos. B eiaee I Ha puc. 1.1 ObL1 mpeacraBieH rpa-
¢uruecknii koHBeitep Direct3D9 m M3 Hero BUAHO, YTO HA CTAaAuU TpaHchopma-
IIMM U OCBEIIEHUSI CYIIECTBYET BO3MOXHOCTH UCIIOJIL30BaHUSI HOBOTO TIPOTpaM-
MHUPYEMOTO KOHBelepa. DTOT KoHBeliep paboTaeT ¢ BeplTUHAMM OOBEKTa C
TTOMOIIBIO CTIeITMATBHBIX MPOTPpaMM, HAMUCAHHBIX Ha SI3bIKe BEPIIMHHBIX 1Ieiiae-
poB. Taxke Ha cTaguu pacTepusallii MOXHO UCTIONIb30BaTh MUKCENbHBIE TIeiiae-
pel. BeplimHHbBIE W MUKCEIbHBIE IIeHIepbl HAXOMATCS Ha Pa3IUYHBIX CTATUSX
obiero rpadpuyeckoro KoHseiepa, HO IBa 3TUX MEXAaHHM3Ma MOXHO OTHECTH K
MporpaMMupyeMoMy IpacduyeckoMy KoHBeiiepy. B yeMm e cyTh BEpIIMHHBIX U
MUKCEIbHBIX ILEHaepoB?

Bepuunnsie v nukceavrsle wielideper — 3TO HANMCAHHBIC HA CTCITHANTBHOM SI3BIKE
MPOTrPaMMBbl, ¢ IMOMOILIBIO KOTOPBLIX MOXKHO aIlapaTHO MPOU3BOIUTH HEOOXOAM-
Mble OIlepallid C BEepIIMHOM M muKcenoM. OOIIAsd KOHLENIMS BePIIMHHBIX U
MUKCEIbHBIX 1IEeHAEPOB 3aKII09aeTCcsl B TOM, YTO IMPOrpaMMUCTy CTAHOBUTCS TOC-
TylleH Habop oIpedeNeHHBIX PETMCTPOB HA BUIEOKApPTe, M C IOMOILbIO SI3bIKA
BEPIIMHHBIX U ITHUKCEIbHbIX IIEHIEPOB MOXHO MPOU3BOIUTH HEOOXOTMMBIEC OIe-
pauuMu ¢ BepIIMHON M nukcenoM. Bce omepamuu mpousBomsarcsl rpadpuiecku
MPOIECCOPOM BHIEOAmAINTepa HAIPSAMYIO, T. €. allapaTHo, YTO 3HAYUTEIbHO
VAYYIIaeT TpeXMepHYIo TpaduKy.
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YTo KacaeTcsl CHeMWaTbHOTO SA3bIKA BEPIIMHHBIX W THKCETBHBIX MICHIEepOB, TO
TYT UMEETCS HECKOJbKO BapuaHTOB. Bo-mepBbiX, 3TO A3bIK, MOXOXUIT HA accemO-
Jiep, BbIUTOJHEHHbIA TPAIULMOHHO IJI1 HU3KOYPOBHEBLIX SI3bIKOB B BUIE MHCT-
pykuuii. Bepcuili acceMOiepHOro s3bika BepLIMHHBIX M IUKCEJBHBIX LIeiinepoB
HECKOJIbKO, 2TO:

Ovs 1 I;ps 1 1;ps 1 3;ps 1 4
O vs 2 0;vs 2 x;ps 2 x;ps 2 0;
3 vs 3 0;ps 30.

Bce Bepcum yeToXXHSAIOTCS B TIOPSIKE BO3PACTAHWS M PACCUYMTAHBI HA paslUYHEBIC
KaTeTopuN BuAeoamanTepoB. CHavanxa ObITH MaJTOMOIITHEIC BUIEOKAPTHI, KOTOPHIE
TTOANCPKUBATN TIEPBYIO BEPCUIO WIeHIepoB, B AadbHeHIIeM MOSBHJIACh HECKOTb-
KO yCJIOXHEHHAasl Bepcusl lieiinepoB — Bropas. [ aTux Bepcuil 1ieiiaepoB Obuia
aIanTUPOBaHA HOBAsA JMHeHKa Ooyiee MOILUHBIX BuUAcokapT. M coBceM HemaBHO
MOSBUJIACH TPEThbsl BEPCHsl ILIEHIepoB, pacCUMTAHHASA HA MOLIHBIE U COOTBETCT-
BEHHO Joporue Buiaeoagantepbl. Bce Bepcuu acceMOaepHOro I3biKa BEPIIUMHHBIX
W TINKCETBHBIX TeHaepoB cTPOSTCS Ha OCHOBE MHCTPYKIIMA W YCIOXHSIOTCS TTO
CTapITUHCTBY BEPCUit, COXpaHSIS TIPU 3TOM 0OpPaTHYIO COBMECTHMOCTD.

Ho ananutuku kopnopauuu Microsoft ecTecTBEHHO MOHUMANHM, YTO pa3padboTyn-
KaM He HpaBUTCS YCIOXHEHWE Tpollecca MPOoTrpaMMHUPOBAHUST TpadUKH ¢ TO-
MOIIIBIO  acceMOJIepHOTO  sI3bIKa, TOBTOMY OBIT  CO3[aH HOBBIN  A3BIK —
BBICOKOYPOBHEBBIN SI3BIK TIporpaMMmupoBanust 1meiinepo (High-Level Shader
Language, HLSL). Kakx u Bce BBICOKOYpOBHEBBIe s3bIKM, HLSL wmeer
OUeBHMIHBIE IPEUMYLIECTBA B BHUOE YIPOLIEHHOIO CHHTAKCHCA, THUOKOCTH,
MOLUHOCTH, M, camoe riaBHoe, HLSL nanomunaer C-mogoOHbId S3bIK
MPOrpaMMHPOBAHUS, YTO 3HAYUTEILHO YIIPOIIAET €ro UCIOJb30BAHUE.

BbicokoypoBHEBbI SI3bIK IMPOrpaMMMPOBAHUS IIEHASPOB COAEPKUT B cede Io-
TEHLMAI BCEX TPeX BapMAHTOB acceMOJIepHOro SI3blKa, HO CO CBOMM CHHTAKCH-
coM. Kopnopanus Microsoft nozuuuonupyer HLSL kak OcHOBHOH $3bIK Bep-
LUMHHbBIX U IMUMKCEJbHBIX LlIeiiiepoB B HOBol miatgopme XNA. o sambicty Mi-
crosoft si3pik HLSL Oyner mMcmonb3oBaThes Kak TMPU CO3MAHUU KOMITBIOTEPHBIX
WUTp, TaK U UTP JUIST TIpucTaBKu XBox.

Tlpn pabore ¢ BepIIMHHBIMI W TIMKCETHHBIMU TIeiIepaMu OOIIWH TTPUHIINTT pa-
GOTHI TTPUMEPHO OAWHAKOB, HO pean3aliisl HeCKOJBKO pasHasl, TTO3TOMY 3aTpo-
HeM KaXIyo MOIeThb MMPpoTpaMMUpPOBAHUST TIeiIepoB.

BepLunHHbIe Weigepbl

Hcnonbays eepuiuntbie wietidepsl B TpeXMEPHOI rpacduke, MOXHO AOOUTbCS IO-
Tpscalole KPACUBBIX U PEATMCTUYHBIX 3(@PEeKTOB npu TpaHchopmaluu, aedop-
Malliy ¥ aHUMalnu OOBeKTOB. BepIIMHHEIN Imelinep He co3maeT BEepIIMHBI 00h-
eKTa, oH oOpadaTbiBaeT C TOMOIIbIO Tpaduyeckoro Impolieccopa BUAEOKAPTHI,
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AMeoIrecs JaHHbIe, 3HAYUTEIHHO YIYUIIas KauyecTBO TPEACTABISIeMON Ha K-
paHe MOHUTOpA rpaduKu.

IMTpumensis ¢GUKCUPOBAaHHBINM KOHBEHeEp IIPW CO3JaHWU O0BEeKTa, HEOOXOINMMO
YCTAHOBUTh IOCIENOBATEIbHO TPU MATPUILBI, MaTepual U cBeT. B mporpamMmu-
PYEMOM KOHBeMepe 3aJaloTcsl TOJbKO T€ MaTpUllbl, KOTOPbIE HEOOXOAMMbI U I1€-
penaloTcs Bce NalbHEMIlMe pacyeThl IO TpaHCHOpMalUUM W OCBELIEHMIO MpPO-
rpaMMe BeplIMHHOIO ILiueiaepa, u3berasg TeM CaMbIM MAacChl I1OBTOPSIOIIMXCS
orepanuit, TpeOYIIUXcs TPpU TepecuyeTe OCBEIIEHUS W TO3UIIUU  BEPIIUHBI.
BepuivHHBIN 1Ieiiep 3a oMMH MALIMHHBIN UK oOpadaTbiBaeT OAHY BEPUINHY.
Ecnu BBl Mcnonb3yeTe MporpaMMHUpyeMblil KoHBeliep, To (DPUKCUPOBAHHBIN KOH-
Belfep 3ameicTBOBaTh OYIET HEBO3ZMOXHO W Ha0OOPOT.

Kak yxe ymoMuHajgoch, MporpaMma BepIIMHHOTO lIeiaepa MOXeT THCaTbes Ha
nmojgobHoM accemOnepy si3bike uian Ha HLSL, Ho mpuHIUN paboThl y 000UX S3bI-
KoB cxox. [Tpu nmomoinu aexaapanuu meraepa MpoucXoAuT CBI3bIBaHUE TTOTOKA
JAHHBIX C PErUCTPAMU BEPLIMHHOIO Leiaepa, KOTOPhIA allapaTHoO MOAAepKHBa-
erca BumgeoaganTepoM. Ilocie 3Toro B paboTy BCTymaeT HEMOCPEACTBEHHO IPO-
rpaMma Ieinepa, MpoU3BOMAILas Olepaluy Mo TpaHCchOpMallUM U pacyery oc-
BelleHUd. I'pacuyeckuili mpoleccop BUASOKAPTHI HA OCHOBAHMHU IOJYyYEHHBIX
JAHHBIX TTPOM3BOJUT COOTBETCTBYIOIIUE BBIYUCICHUS, BBITIONHSST TOCTPOECHNE
00BEKTa M pacueT OCBEIICHUS.

Tenepp 0 ToM, Kak paboTaeT BeplUMHHBbINA Iielgep. CBA3aB MOTOK JAHHBIX C
BXOTHBIMU PETHCTPaMU TIpW TIOMOIITN IEKITApallid, BBl TTOJTydaeTe MOCTYI K peru-
cTpaM. B KOHCTaHTHBIX peTHcTpax XpaHATCS MaTpHUIHl TpaHCc(hOpMalnh W UCTOY-
HUKWN OCBEIEHNS, KOTOpPbIe BBl MPEABAPUTEIHHO 3aHOCUTE B OTH PETUCTPHI. Pe-
3yNBTaT TIEPEMHOXKEHNS BEPITWHBI HA MATPUIY 3aHOCHUTCS B BBEIXOTHOM PETHUCTP
WY BPEMEHHBI (€C/IM IUIAHUPYIOTCS €lle Kakue-Tubo pacuerbl, CBSI3aHHbIE C
9TUM 3HAYEHHWEM) M HA OCHOBAHUU MOJIYYEHHOIO pe3y/ibTaTa MPOU3BOAATCS Ipe-
ompeneNeHHbIe onepalu ¢ o0bekToM. Bee oTH meiicTBUS M BBINOJIHSAET BepIIMH-
HbIA 1Ieiaep. B Teopuu 3TO BHINISIUT AOCTATOYHO MPOCTO, HO BOT HA MPAKTUKE
Bce 3HAYNTENBHO CIIOXKHEE.

Ilockonbky HMeeTcsl HEeCKOJIbKO BepcUil acceMONepHOro $3bIKa BepIIMHHbBIX
melaepoB W Kaxaas BepcHs TT0 Mepe BO3PACTaHWS COIACPKUT BO3MOXKHOCTH BCeEX
TIPEABIIYIIAX BEPCHUl, TO WMeeT CMBICT TO3HAKOMHUTHCSA ¢ TTOCHeqHeH TpeThett
BepcHell, YIUTEIBAs TIpH 3TOM U Oojiee paHHWE BEpCHH MIEHICPOB.

Wrak, nmeercsa ompeneeHHOe KOMWIECTBO peeucmpog IS XpaHeHUs 3HAYCHUIA.
g Kaskmoi W3 BepcHilt BepIIMHHBIX MISHAepOB TOCTYITHE PasiTNnIHBIe PETHCTPHI,
B Ta6J. 3.1 MpWBeIeHEBI Bce PETUCTPHI ¢ YUETOM KaXIOW BepcUM IIeHIepoB.

Bxonnbie peructpnl (Input Registers) BbITToMHEHBI B BUJe BekTopa (X, y, Z, W) JUIS
3arpy3Ku BepIINH. DTU PETUCTPBl TIpeaHasHauYeHbl TOIbKO s yreHust. Mmeetcs
BCETo IIecTHAAIATh BXOAHBIX perucTpoB. O003HAUaOTCS OHU CIEAYIOINM obpa-
30M: vO0—v15.
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Ta6nuya 3.1. CooTBeTCTBIE PETNCTPOB U BEPCUN BEPLLMNHHBIX LLUEAEPOB

HazBaHue Bepcumn BepLUMHHbIX Weiiepos
CrNCTDOB O6o03Ha4veHne | Konnyecteo

P P vs 11/ vs 20 |vs2x|vs 30

BxogHble peructpsl v# 16 ja Ja ja aa

BpemeHHbie r# 32 ja aa Ja aa

perucTpsl

ApnpecHblii peructp a0 1 aa Ja ja aa

KoHcTaHTHbIE c# 256 ja aa ja aa

perucTpbl gis tuna

Float

KoHcTaHTHbIE i# 16 HeT na ja na

perucTpbl gis tuna

Integer

KoHcTaHTHbIE b# 16 HeT aa ba na

perucTpbl gna tuna

Boolean

Peructp cuetunka aL 1 HeT na na ja

LMKIIOB

BxogHble s# 4 HeT HeT HeT na

nceBAOPErncTpbI

BEPLLNHHOTO

weligepa

BoixogHoli peructp jol0] 1 HeT HeT ja ja

6yneBoro 3HaueHus

BbixogHble perucTpbl o# 12 na na ja na

Bpemennbie peructpsl (Temporary Registers) npeagHasHaueHbl AJis XpaHEHUs] He-
KO#l mpoMexXyToyHoil nHgpopManuu. Kaxaplii BpeMeHHbI perucTp MAOCTYIEeH s
OJTHOKPATHOM 3aMuCcH AaHHBIX U TPEXPA30BOTO JOCTYIIA I YTeHUs] WHhOpMaIuu
W3 3TOTO peructpa. BpeMeHHBbIX perucTpoB 32 n 0603HAYAIOTCS OHU KaK r0—r31.

Anpechbiii peructp (Address Register) Bcero oauH, o003Ha4yaeTcsi OH Kak a0 U
CIYKUT [UIS aapecaldii, CBI3aHHbBIX ¢ KOHCTAHTHBIMU PErMCTPaMU.

KoHcranTHble peructpsl Jsi Tuma Float (Constant Float Registers) ciyxar ToJib-
KO Ui uTeHusi. B 3TuX perucrpax MOIYT COAEPXKATbCs MaTPULbl MU UCTOYHUKH
ocseleHust. MHdopMmaiusi, coaepxaiuasicss BO BCeX KOHCTAHTHBIX PErUMCTpax
JeHCTBUTENTbHA TOJNIBKO Ha BpeMsT BBITTOHEHUS Treiimepa. KommdecTBo KOHCTAHT-
HBIX PETHCTPOB 3aBUCUT OT WCITONB3YeMON BEepCHHM TIeiimepa, a KOMHYECTBO TOC-
TYITHBIX PETUCTPOB MOKHO Y3HATh ¢ TTOMOIIBIO (GYHKINH MaxVertexShaderConst ().
O0603HaYArOTCS PETUCTPHI KaK cO—c256.
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KoHcTaHTHBIE perucTpsl sl TUNA Integer (Constant Integer Registers) ucnonb-
3yI0TCd I PabOThl ¢ LMKIAMHU, MX KOJMYECTBO OIPAHMYEHO IIECTHAALATHIO U
0003HaYarTCsd OHU 10—il5.

KoHcTaHTHBIE perucTphl JUIsl THTIA Boolean (Constant Boolean Registers) ucnosb-
3YIOTCSl JUISI JIOTUYECKOTO YIPaBIEHUS TTPOIIECCOM BBITIOJIHEHUSI KOMaH/, lieiiae-
pa. CyliecTByeT 1IECTHAALATh PErUCTPOB, 0003HAYEHHBIX KaK b0—b15.

Peructp cueruuka uumkinoB (Loop Counter Register) ucnojb3yeTcst sl mojacueTra
uukioB. Takoi perucTp Bcero ouH U 0003HAYAETCsI OH KakK al.

BxoaHble TiceBaopernucTpbl BeplIMHHOTO Iwiekaepa (Sampler) HeoOXOAMMBI ISt
WACHTU(UKAINT HAYaabHON CTaguM BBIOOPKM TeKcTyp. JIst paboThl HYXXKHO 3a-
JeCTBOBATh (DYHKIIMIO IDirect3DDeviced: :SetSamplerState.

BeixonHoit peructp OyineBoro 3HaueHust (Predicate Register) HeoOxonum st co-
JEPKAaHUS BBIXOJHOTO OYyJeBOTO 3HauYeHUs, obo3HavaeTcsl 3TOT peructp adbope-
BUATYPOW pO.

BeixonHbix peructpoB (Output Registers) aBeHanaTb, OHU coiaepXaT MCXOMHBIN
pe3yIbTaT ONpeAeICHHBIX Olepalliii, KOTOPhIE W YYaCTBYIOT B ITOCTPOCHUN OOB-
exTta. BerxogHble perucTpbl 0003HAYAOTCS KaK o0—oll.

Hrak, nMeercss HabOp PETUCTPOB, JUISI TOTO UYTOOBI CBSI3aTh HEOOXOAMMBIE PETu-
CTPBHI C TTIOTOKOM JIAHHBIX, T. €. YTOOBI TMOJYYUTHh BO3MOXHOCTH 3alMCHIBATh JaH-
HBble B PETUCTPBI, MTPOU3BOJSTCS BBI3OBBI OMOIMOTEUHBIX (pyHKuMit Direct3D, k
KOTOPBIM MBI BEpHEMCS MO3Xe B 3ToM paszeiie. [lociae Toro Kak BBl pasMecTUIn
JaHHBIE B COOTBETCTBYIOIIMX PErMCTPax, YIpaBAeHHE MPOrpaMMOI NepeaaeTcs B
BepUIMHHBINA 1eiiaep. IlporpaMMa BeplIMHHOIO Lieiiiepa BbIMOJIHSAET pasluyHbie
JIOTUYECKME U MareMaTHuyecKue oIlepalid ¢ JAHHbIMU, HAXOASIIMMUCA B PEru-
CTpax, a ToYHee, 2Ta IPOrpaMMa COCTOUT M3 Habopa KOMaH[, KOTOpPble BbIIOI-
HSOTCS TPOIIECCOPOM BUeoananTepa.

OnpeneneHHbI HA0OpP KOMAHI WJIM MHCTPYKIHWHA COBEpIIAET pasadyHble omepa-
LMY C BEepLIMHAMM I pacuera Ipeobpa3oBaHMil M ocpelieHus. Hampumep, Bo
BXOJIHBIX PETHCTpax y Bac yKe MMeITCsl 3arpykeHHbIe BepIIWHBI, & B KOHCTAHT-
HBIX pPETUCTpax pe3yabTupylolass Marpuia. [lepeMHOXUB BEpIIMHY HAa MaTpuILy,
TOJTYYeHHBIN pe3ylbTaT 3aHOCUTCS B BBIXOJHBIE PETMCTPBI U YXe Ha OCHOBAaHWU
3THUX JAHHBIX TPOUCXOAUT TIocTpoeHUe obbekTa. B Bepcuu vs 3 0 BeplIUHHBIX
LIefAepOB UMEETCA OOJIbIIOH HAOOP MHCTPYKLMI, ¢ MOMOIILIO KOTOPBIX CTPOUT-
cs mporpamma ureigepa. B ta6ia. 3.2 mpuBedeHbl BCe MHCTPYKLMU TPEThei Bep-
CHUM, 4 TaKXe IOKa3aHa MOCTYHOCTb TeX WIM HMHBIX HHCTPYKLMA OIS BCex
HMMEIOIINXCS paHHUX BepCHUil BEPIIMHHBIX 1IEAIEPOB.

Mg Toro 4ToOBl BOCIIOJIB30BAThCS HAOOPOM MMEIOIIMXCS MHCTPYKIMU, B UCXOMI-
HOM KOIIe¢ IPOrpaMMbl IefiaepoB HEOOXOOAUMO COOMIONATH CAEAYIOIIMI CHUHTAK-
CUYECKUU 111a0I0H:

op dest, src0O, srcl, src2, src3
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Tabnuya 3.2. VIHCTpyKumW BePLLUNHHbIX LUeZepoB

O603Ha4eHne

HasHa4eHne

Cnot

Bepcun BepLUMHHBIX WeiiaepoB

vs 11

vs 2 0

vs 2 X

vs 3 0

abs

Bbluncnset abcontotHoe
3HaueHue

HeT

Ja

Ja

Ja

add

HobaenseT nBa BeKTOpa

aa

aa

Ja

Ja

break

OcTaHaBnuBaeT TeKy-
LWMA UmMKn ana loop
n rep

HEeT

HeT

aa

aa

breakp

BbixoaHasa Touka ans
endloop U endrep

HeT

HeT

Ja

Ja

call

MpouasoguT 3anpoc
K OTMEUYeHHOIi UHCTPYK-
uum

HeT

Ja

Ja

Ja

callnz bool

[Mpouseoaut 3anpoc

K OTMEUYEHHO UHCTPYK-
LN ONA KOHCTaHTHbIX
pPerncTpoB tuna
Boolean

HeT

Ja

Ja

Ja

callnz pred

Mpouzeogut 3anpoc

K OTMeUeHHOIi UHCTPYK-
LUK 48 BbIXOZHOTO
peructpa 6ynesoro
3HaueHUs!

HEeT

HeT

aa

aa

Crs

Bbluucnser
Kpocc-npoayKT

HEeT

aa

aa

aa

dcl usage outut
register - vs

Jeknapauus gns
BbIXOZHbIX PEMUCTPOB

HeT

HeT

HeT

Ja

dcl samplerType

Jeknapauus
BEPLUMHHOIO LUeiigepa
ana samplerType

HeT

HeT

HeT

Ja

def

OnpegenseTt KOHCTaHTbI
Ins Wweiigepa BepLUUH

na

Ja

Ja

Ja

defb

OnpepenseTt KOHCTaHTbI
weiigepa BepLInH

AN 3arpy3ku
Boolean-3HavyeHusa

HEeT

aa

aa

aa

defi

OnpegensaeT KOHCTaHTbI
welifepa BepLUUH

AnA 3arpysKku
Integer-3HavYeHUA

HeT

Ja

Ja

Ja
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Ta6nuya 3.2 (npogomxerue)

5 Bepcun BepLUMHHBIX WeiiaepoB
O6o3HaueHne HasHa4veHne =
O |vs11|vs20|vs2x|vs30

dp3 TpexKoMMOHEHTHBIA 1 ja ja ja ja
JOT-NpoayKT

dp4 YeTblpeXKOMMOHEHTHBII 1 na na na na
JOT-NpoayKT

dst Bobluucnset BekTop pac- 1 aa aa aa aa
CTOAHUA

else Havano gnsa 6noka else | 1 HeT ja ja ja

endif OKoH4aHune gnsa brnoka 1 HeT ja ja ja
if bool...else

endloop OKoHYaHue gns umkna 2 HeT aa aa aa
loop

endrep OkoHyaHu1e 651oKa 2 HeT ja ja ja
rep. ..endrep

exp OKcnoHeHLUMan, nosHasa 1 na aa aa aa
TOYHOCTb

expp OKcnoHeHLUMan, yacTuny- 1 na aa na aa
Has TO4YHOCTb

frc BosepaluaeT gpobHyio 1 Ja Ja Ja Ja
YacTb BXOJHOIO KOMTMO-
HeHTa

if bool Havano 6noka 3 HeT ja ja ja
if...bool

if comp Wcnonbayetca npu npo- 3 HeT HeT aa aa
nycke 6r1oka kKoga, ocHo-
BaHHOIMO Ha YCJIOBUSX

if pred Hauyano 6noka 3 HeT HeT ja ja
if...pred

label Mapkupyet cnegyiowtyio | O HeT aa aa aa
WHCTPYKLUMIO

lit Bbluncnsaet oceelleHue 3 ja ha ha ha

log [NonHaa TouHoCTb 1 aa aa aa aa
logp; (x)

logp YacTtuyHaa To4YHOCTb 1 ja ja ja ja
logp; (x)

loop Hauano yukna loop 3 HeT aa na na
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Ta6nuya 3.2 (npogomxerue)

5 Bepcun BepLUMHHBIX WeiiaepoB
O6o3HaueHne HasHa4veHne =
O |vs11|vs20|vs2x|vs30
lrp JInHeHbIA nHTepnona- 2 HeT ja ja ja
Top
m3x2 lMpouseeneHue Bektopa | 2 aa aa aa aa
Ha MaTpuLy pasmep-
HOCTbIO 3x2
m3x3 MpouseeneHue Bektopa | 3 na ja ja na
Ha MaTpuLy pasmep-
HocTblo 3x3
m3x4 lMpouseeneHue Bektopa | 4 aa aa aa aa
Ha MaTpuLy pasmep-
HoCTblO 3x4
m4x3 MpouseeneHue Bektopa | 3 na na ja aa
Ha MaTpuLy pasmep-
HOCTbIO 4x3
méx4 MpouseeneHue Bektopa | 4 na aa aa na
Ha MaTpuLy pasmep-
HOCTbIO 4x4
mad MpouseeneHue 1 aa aa aa aa
1 CroXeHue
max Makcumym 1 ha ja ba ba
min MurHumym 1 ha ja ba ba
mov MepemelleHne gaHHbIX 1 aa aa aa aa
B PErucTpbl
mova MepemelueHue gaHHbIX 1 HeT na ja na
C NnaBaloLLEN TOUKON
B aJlpecHblIli perucTp
mul MpouseeneHue 1 ja ja aa ha
nop Onepauus He npousBo- 1 na ja ja ja
autcsa
nrm Hopmanuaauus 3 HeT na na na
3D-BekTopa
pow [NonHaa TouHoCTb 3 HeT aa aa aa
abs (src0) 5=t
rcp Bobluucnser obpatHoe 1 aa ja ja ja
3HayeHune
rep Hauano 65noka rep 3 HeT Ja aa aa
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Tabnuya 3.2 (okoHuaHue)

5 Bepcun BepLUMHHBIX WeiiaepoB
O6o3HaueHne HasHa4veHne =
O |vs11|vs20|vs2x|vs30
ret WaoeHTnyeH knioveBomy 1 HeT aa aa aa
cnoBy Return B C++
rsq BbuncnseT kBagparHsbliia 1 ja ja ja ja
KOPEHb
setp comp O6bsaBneHne ana Ha4a- 1 HeT HeT ja ja
na pabotbl ¢ Predicate
Register (cm. paHee)
sge Ecnu sHaveHue 6onblue 1 ja ja ja ja
WIn paBHO, TO Ha3Ha-
UnTb
sgn Ecnu 3HaveHne meHb- 3 HeT ja ja ja
Lle, TO HasHa4uuTb
sincos Bobluucnser cuHyc 8 HeT aa aa aa
1 KOCUHYC
slt OnpegenseT MeHblLee 1 aa aa aa na
13 ABYX 3HaYeHUA
sub BbuutaHue 1 aa aa aa aa
texldl Mpouseoaut onpege- 5 HeT HeT HeT aa
JIEHHYI0 BbIBOPKY unm
TEeKCTyp 2
vs Bepcus weligepa 0 ja ja ja ja

a op — OTO HWHCTPYKUUA WIN KOMaHIOa, ¢ ITOMOIIBIO KOTOpOﬁ MIPONU3BOANTCA
Ha3HA4Y€HHas orepaius,

O dest — VYKa3bIBACT PETUCTP IS 3aIIUCU PE3YIbTara,

O src(o, 1, 2, 3, ...) — BXOIHbBIC, BPEMEHHbBIC UM KOHCTAHTHbLIE PEIrUCTPLI,
coIcpKallue JaHHbIC.

OO01Mil CMBICA, s OyMalo, BaM IOHSTEH: cHayala WMAET MHCTPYKLUS, ompene-
JIAIoIIas, YTO HAmoO AeJaTh ¢ JAHHBIMM BO BXOJHBIX, BPEMEHHbBIX WJIM KOHCTAHT-
HBIX PEUCTPaX, a PE3YJIbTaT IOMELIAETCS B 3aAAHHBIA PETUCTP.

Ho nepen Tem Kak mpou3BOAUTEH ONEpALMU ¢ JAHHBIMM B PErucTpax, HeoOXoaM-
MO UMETh 3TU AAaHHbIE B perucrpax. g yero HyXXHO CBA3aTh IOTOK MAHHBIX C
peructpamu, B Direct3D9 sT0o mocTuraercsl ¢ OMOIIBK COOTBETCTBYIOIINX JEK-
Jlapanuit, a UMEHHO CTPYKTYPBl D3DVERTEXELEMENTY9 ¢ TUMTU3UPOBAHHBIM MAacCH-
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BOM JaHHBbIX. [TpOTOTUI CTPYKTYpbl D3DVERTEXELEMENTS BBITJISIAUT CIAEMYIOUIUM
obpazom:

typedef struct D3DVERTEXELEMENTY {
BYTE Stream;
BYTE Offset;
BYTE Type;
BYTE Method;
BYTE Usage;
BYTE UsageIndex;
} D3DVERTEXELEMENTO;

ITapamerpsr:

O Stream — HOMEP IIOTOKA;

O Offset — NEPBBIA TAKT WIS YTEHUS,
O Type — TUIl BXOJAHbIX JAHHBIX;

O Method — 3J€Ch MOXHO HMCIIOJB30BATh HECKOJIBKO OII€paTopoB, HO 3HAYCHUE
I10 YMOJIYaHUIO D3DDECLMETHOD DEFAULT ABIACTCA CTAHAAPTHBIM BAPUAHTOM;

O Usage — oIpenessieT UCTIONb3yeMble TaHHbIe, HAIPUMEpP BEepPITNHEBI, HOPMaJIH,
TEKCTYPHI;

O UsageIndex — cneuupuuecKuii mapameTp, oobYHO cTaBUTCA B 0.

C TIOMOIIIBIO YKA3aHHOU CTPYKTYPHI OTpeleNsieTcsl, KaKUM 0o0pa3oM TTPONCXOINUT
CBSI3BIBAHME TIOTOKA JAHHBIX W PETHUCTPOB, TIPW 3TOM YCTAHOBKU, WCIONb3yeMbIe
B CTPYKTYp€ D3DVERTEXELEMENTY, OYEBUIHBIM OOpa3oM OO03aHbBI COYETATHCI C
MIPOrpaMMHBIM KOJIOM lLieiiaepa.

Ilocne cozmaHusl mporpaMmbl Lielaepa U OOBSIBIAEHUS JeKaapaluyd HEOO0XOIMMO
BOCIIO/Ib30BaTbC (DYHKLMEH IDirect3DDevice9::CreateVertexDeclaration UL
BCTYILIEHUSI BTOM JeKIapaluyd B cuily. 3aTeM HeoOXOAUMMO 3aJeiCTBOBATh (hyHK-
IINI0 D3DXAssembleShaderFromFile () JJId KOMMNWISIOUU W 3arpy3Ku TpOrpaMMbI
BeplIUHHOTO lieiaepa. Hanee mis co3gaHUs] BEPIIMHHOTO lIeiaepa UCIOIb3yeT-
csl (DYHKUMSI IDirect3DDevice9::CreateVertexShader. M B caMoM KOHIIE, BO
BpeMsI peHIepWHIa ClLeHbl, WCHoaAb3yeTcsl (YHKIUS IDirect3DDevice9::
SetVertexShader

Ha stom Bce omepamum 1o co3maHWIo, 3arpy3ke W paboTe Tieiimepa 3aKaHIMBA-
I0TCSl, TEIepb MOXHO PaZoOBaThCs MPEUMMYILECTBAM TPETbe BEPCUM BEPILUUMHHBIX
LIefdAepoB, NPU YCIOBUM, KOHEYHO, YTO BTa BEpCHUs LIeiaepoB MOAAep:KMBaETCs
arnmnapaTHO BUIAEOKAPTOL.



56 Yacrb I. OcHosbl nporpammypoBarus rpachury B DirectX 9

MukcenbHble Wegepbl

[lo anamoruu ¢ BepIIMHHBIMU IleiifepaMu, KOTOpble pabdOTAIOT ¢ BEepLIMHAMM,
nuUKCeabHble ulelioeps! BHITIONHSIOT oTlepallii Ha THUKCEJbHOM YPOBHE, UTO TMO3BO-
JIsieT J0OWBaThCsl TIOTPSICAIONIEH JeTaTu3alii MOBEPXHOCTU PUCYEeMOM TpachuKu.
ITpoliecc mporpaMMUpOBaHUSI TTUKCEJIBbHBIX 1IeiiAepoB Mo ob1ieit Moaean padoThl
MJEHTUYEH BEPLUMHHbIM llieiijiepaM, HO ajpecalus PerucTpoB HECKOJbKO Jpyras
B CUJIY WMHOH apXUTEKTyphbl perucTpoB. B T1abda. 3.3 mpencraBieHbl MMEIOILUECS
PErUCTPhl ¢ YYETOM AOCTYIHOCTH TOIO MJIM MHOIO PErMcTpa B KAXKION U3 BEpCUil
MMUKCENbHBIX 1lIeinepos.

Bxoanbie nperosbie peructpol (Input Color Registers) comepxar LBET BepLIMHBI B
Bujne RGBA 3HauyeHUs, 0003HAYAIOTCS OHM KaK v#. DTU PETUCTPhl MpelHa3Have-
HBl TOJNBKO M1 4TeHusl. [IpM MCTMONb30BAHUM BXOIHBIX IIBETOBBIX PETUCTPOB
TIPUMEHSIETCST CIEAYIOIIUI BUJ 3ATTUCH:

dcl v#.M

O dcl — KoMaHja il OObsIBIEHUS PErucTpa;
O v# — BXOAHOW PETUCTP C HOMEPOM;
O m — xommoHeHT RGBA.

Bpemennbix peructpoB (Temporary Registers) umeercs: 32, oHU TpeaHa3HAYEHbI
JUISL COJIEPKaHUS Pa3TIUUHBIX MPOMEXYTOUHBIX Pe3yIbTaToB, 0003HAYAIOTCS OHU
KaxK r#.

KoHcranTHbie perucTpbl s tumna rloat (Constant Float Registers) comepsxar
4-D xoHcTauThl. DYHKIUST IDirect3DDevice9: :SetPixelShaderConstantF 3aIei-
CTBYeT KOHCTAHTHBIE PErucTpbl, 0003HAYAIOTCS KOHCTAHTHBIE PETMCTPBI A TUTA
Float: c#.

KoHcTanTHBIE perucTpbl st TMNA Integer (Constant Integer Registers) — sTo
1IeJIOYUCIIEHHbIE PEeTUCTPBl, WCMOJb3YIOIIUeECs s paboThl ¢ UWUKIAMU loop U
rep. 3ameicTBylOTCS (YHKLMEN IDirect3DDevice9::SetPixelShaderConstantI.
0003HaYaI0TCd KOHCTAHTHBIE PETUCTPhI A1 TUIA Integer: i#.

KoHcTaHTHBIE perucTpbl sl TUTA Boolean (Constant Boolean Register) ucnonb-
3YIOTCS IS Pa3/MyHbIX JIOTMYECKUX Ollepaluid M o0o3HayalTcsd Kak b#. Ycra-
HABJIMBAIOTCS C MIOMOLIBIO (PYHKIIMU IDirect3DDeviced: : SetPixelShaderConstantB.

Bxonnbie nceBpoperncTpsl muKceabHoro meiaepa (Sampler Register) HeoOxomu-
Mbl U151 MASHTU(DUKALMNA HAYaJIbHON CTaaAuK BBIOOPKU TEKCTYpP, 0003HAUYCHUE: s#.
151 paboThl HYXXKHO 33A€ICTBOBATh (PYHKIMIO IDirect3DDeviced: : SetSamplerState.

Face-peructp wnu nuueBol pervcTp MCIONb3yeTcsl TOJNBKO B TpeTbeil Bepcuu
MMKCEJIbHBIX 1lIeiaepoB. DTOT CKAISAPHBIA PETUCTP TUIIA Float MOXET COAEPXKAThb
JIMLIEBYIO 00J1aCTh MPUMUTUBA, 0003HAYAETCS a00peBUATYPOll vFace.
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Pervctp mosunmu (Position Register) comep:XuT Tekyllyl MO3WIUI0 TUKceaa
(X, y) COOTBETCTBYIOLIMX KAHAIOB, UMeET 0003HAYEHUE vPos.

Peructp cuerunka nukioB (Loop Counter Register) ncnonb3yetcst st paboThl C
IIUKJIIOM loop/endloop U obo3HavaeTcd al.

BeixonHoit peructp ans OyneBoro 3HaueHus: (Predicate Register) Heobxomum st
cojeprkaHus OyJIeBOro 3HAYEeHUSI, HOCUT 0003HAYEeHHE pO.

BoixonHbie 1BetoBbie peructpbl (Output Color Register) ciyxar aas BbiBoda
OKOHYaTeJbHOM IIBETOBON KOMITOHEHTHI ILeiaepa, MMEIOT 0003HAYeHHE oCH.

BoeixonHbie peructpsl rayounbsl (Output Depth Register) — 3To ckansipHble peru-
CTpbI, MOSIBUBLIMECS ellle B Bepcuu ps 2 0, OHU MCIONb3YIOTCS Al TeCTUPOBA-
Hus Oydepa ryouHbl, 0603HAYEHBI KaK oDepth.

[Ipouecc paboThl MUKCEJbHOIO Liieiinepa AeJUTCS Ha ABA Hapa/ule]bHbIX KOHBEH-
epa. Ha puc. 3.1 uzobpaxxeH MUKCETbHBIN KOHBeHep.

BxofiHble perucTphbl

RI{G|B|A RI{G[B|A
R,G,B,A I—v R,G,B,A
KoMnoHeHTbI
BekTopHbIN Anbda-
KOHBelep R.G B¢ -LA KOHBelep
MoaonduumnpoBaHHbie MoaundumumpoBaHHkie
OaHHble OaHHble
WHcTpyKumm MHCcTpykuun
MoandunumpoBaHHbI MoandumumpoBaHHbI
pesynesrat pesynesrart
MackmpoBaHue
» RGBA
RI{G|B|A

BbIXxogHblE PerncTpbl
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OmHNM 13 KOHBEHEpOB SBISIETCS CKAISIpHBINA KOHBElep, IpemHasHadaeTrcsl OH
JUisl paboThl ¢ anbda-kaHaaoM. Bropoil KoHBeliep HA3bIBA€TCSI BEKTOPHLIM U pa-
o6otaer ¢ RGB-3naueHueM uBera. Ta 4yacThb S3blKa IlEAEPOB, KOTOpas HEOOXO-
JuMa 11 padOThl ¢ MUKCENbHBIMU llieiiepaMu, padoTaeT Ha OCHOBAHUM MaTe-
MAaTUYECKUX OIepauuil U TeKCTYpHbIX agpecauuii. McXomHbIA pe3yabTaT pa3me-
IAETCST B BBIXOMHBIX PETHCTPAX.

Tak Xe KaKk M B BEepLUMHHBIX IeHAepax, UCIOAb3yeTcs CBOM HAOOp MHCTPYKUUI
JUIs paboThl ¢ NaHHBIMU. B Tadn. 3.4 mepeunciieHbl UMERIUecss UHCTPYKIIMU B
COOTBETCTBUU C BEPCUSIMA MUKCEIHHOTO TIeiaepa.

Co3paHue M 3arpyska MUKCEIbHOIO Lieiaepa MOYTH MAEHTUYHA aJTOPUTMY, MC-
MoJb3yeMOMY TIpH paboTe ¢ BepUIMHHBIMU 1IeiaepaMu, 3a UCKIIOUeHUEeM JeKila-
pallMu M YCTAaHOBOK TMUKceNbHOTo Ieinepa. Heobxoaumyio wHGbOpMaIiO Bbl
cMmoxere Hailth B mokymeHTaunu 1o DirectX 9 SDK wm B kauTe "DirectX 9.
Vpoku nporpammupoBannst Ha C++" uszmarensctBa "bBXB-IlerepOypr”. B ocras-
IIMXCS YacTIX KHUIM Mbl HOAPOOHO PacCMOTPUM MHTEIPUPOBAHHBIE CPEICTBA
paspadorku npunoxeHuin or komnanuii ATI u NVIDIA, Heobxonumble 11 OT-
JIaAKU U MPOrpaMMUpOBaHUS 1ueiinepoB, a Takxke npodaiinep PIX for Windows.
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rMABA 4

NepBOe 3HAKOMCTBO
c npodpaitnepom PIX for Windows

"MpbI yBepeHHbBI, YTO UMEHHO TTPOTpaMMHOe
obecrieyeHre OyaeT ompenessiTh Oynylee
UIpOBOM MHAYCTpUM".

Ocnosamens kopnopauuu Microsoft, buaa [eiime

M3 roma B rox koprmopatms Microsoft pasBiuBaeT U MOAepHU3UPYET BBITycKaeMoe
nporpamMmHoe obecrnieyeHue as miargopm Windows, XBox u Windows Mobile,
npejuiarasl mojib30BaTeIsIM HOBBIM YPOBEHb TMPOTpaMMHBIX MpoaykToB. Ilo cio-
BaM PYKOBOAMTENST U cosnatens Kopriopauuu Microsoft bunna Teiitca, B 6au-
Kaiilee mecAaTuaeTe UMEHHO IporpaMMHoOe oOecreyeHMe BhIBEAET Ha HOBBII
1 Oojee KavyeCTBEHHBIH YpPOBEHb HUIPOBYIO MHIYCTPUIO KOMIIbIOTEPHBIX pas-
BleyeHUil. OQHOM M3 TaKux pa3paboToK Kak pa3 U spisercd iardopma XNA,
IpeacrapleHHas kKoprnopauueid Microsoft Ha exeromHoll KoHdepeHIMU paspa-
o6otunkoB urp B ropoje CaH-Xoce mrata KamudopHusi B 2004 romy. Kak yxke
yIoMUHaNoch B etase I, mnatdopma XNA cTaHeT KIHoUeBOU cpefoit pa3paboTku
npunoxeHuit mist Windows u XBox. OcHoBy Bceit miatgopMbl OyleT cocTaBIsITh
DirectX SDK, nHTerpupoBaHHasi cpeja pa3paboTku mpwioxeHuit Visual Studio,
uHcrpyMeHtapuu PIX for Windows, XACT 1 BbICOKOYPOBHEBBIA SI3BIK IPOIPaM-
muposaHus 1eiigepos (HLSL). Ha nanHHoM sTame yacTbh NepeuyrcIeHHbIX CPEACTB
yXe MOCTylHa pa3paboTyuMkaM IporpamMmHoro obecneueHus. Hampumep, s3bIK
HLSL MoxeT MCIIOJb30BaThCA TOJBKO HA KOMIIBIOTEPHBIX ILIaT(opMax, a MHCT-
pymeHT PIX, 1o HemaBHEro BpeMeHU, TIPUMEHSIICSI UCKIIOUUTEIBHO TIPU co3/1a-
HUU UTP ISl KoHconbHO# mpuctaBkn XBox. C BbixogoM tuiatcdopmbl XNA mpo-
M30MmeT obIast WHTeTpanns TepeoBBIX CPEICTB Kopropanmnu Microsoft B ennHoe
1ejioe, MpeAoCTaBIssl pa3paboTYNKy MOIUTHEHIn Habop KpoccriaTopMeHHBIX
MHCTPYMEHTOB I CO3MaHUSl MIPOBBIX IpUIokKeHHi. OmZHMM M3 3aMETHbIX
cpeactB HoBoii miardopmbl XNA gokeH crarh npodaitiep PIX for Windows,
aHAIM3UpYIOLIM paboTy npuioxeHuil. o cux nop uHctpymeHrtapuii PIX Obu1
JOCTYIEH TOJbKO pazpaboryukam urp misg mwiardopmel XBox, a ¢ BbIXOI0M 00-
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HoBieHHoW Bepcuu DirectX 9 SDK Update (Summer 2004) mnosiBunach HoBast
Bepcusi noj HazBaHueMm PIX for Windows, cnocobHass npo¢uiupoBaTh Mporpam-
Mbl, HallMCAHHbIE I0J omepaluoHHyl cucremy Windows. Uro, O6e3ycioBHO, SIB-
JIIeTcsl IoKasaresieM OJ1M30CTH MOMEHTA MosiBieHus mwiargopmbl XNA.

[Ipodgaiinep PIX for Windows pacnpocTpaHsieTcss BMeCTe€ ¢ UHCTPYMEHTAIbHbBIM
cpeactBoMm paspadorunka DirectX 9 SDK Update (Summer 2004) B Buzme omHoit
U3 YTUJIUT, [I03TOMY BaM Oymer HeoOxomuma Hopas Bepcusd DirectX 9 SDK. Ilpu
uHctasuuu DirectX 9 SDK Hekoropble ycraHaBiuMBaeMble KOMIIOHEHTbl WMH-
TETPUPYIOTCST B cpely paspadboTku mpuioxeHui Visual Studio .NET, Bcienctsue
sroro npexjie ycraHoBuTe Visual Studio .NET u TonbKO IOC/I€ 3TOr0 MHCTALINU-
pyiite DirectX 9 SDK.

YctaHoBKa DirectX 9 SDK (Summer 2004)

Hng ycraHoBku DirectX 9 SDK Ha XecTKuil AMCK BaM HOHAIOOUTCS OKOJIO
520 MoaiiT ¢cBOOOIHOTO MeECTA.

JBOITHOM WIENYOK JIEBOM KHONKM MbIllM Ha 3Hauke ¢aiina dxsdk sum2004 npu-
BeleT K pacllaKoBKe apXwBa BO BpeMeHHYIO TamKy. Ilocie W3BIeUYeHUS apXuBa
nosiButcs auanoropoe okHo InstallShield Wizard, ysemomiisiiolliee Iosib30BaTenst
00 ycraHoBke Microsoft DirectX 9 SDK Ha xommbelotep (puc. 4.1). O6parure
BHUMaHHe, YTO C JICBOM CTOPOHBI 3TOTO OKHA MMeeTcs KpacoyHo odopMIIeHHas
nagnuck Microsoft DirectX & Microsoft XINA, »ToT 3aroioBoK JIMIIHUI pa3 MoA-
TBEPXKIAeT BCIO Cepbe3HOCTh HAMEpeHUH koprnopauuu Microsoft mo npoaBuxe-
Huto maaThopMbl XNA.

-
& Microsoft DirectX 9.0 SDK Update (Summer 2004) - InstallShield Wizard g]

Welcome to the InstallShield Wizard for
Microsoft® DirectX® 9.0 SDK Update
(Summer 2004)

The InstaliShigld® Wizard will install Microsoft® Direct=i® 2.0
SDK Update (Summer Z004) on wour computer. To continue,
click Mexk,

WARMNING: This program is protected by copyright law and
international treaties.

Build: 9.02,2904

[ ek == ] I Cancel

Puc. 4.1. dnanorosoe okHo InstallShield Wizard
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Haxxap xnomnky Next B okHe InstallShield Wizard, B mommagere B OKHO ¢ JIUIICH-
3MOHHBIM CoINlallleHHWeM OT Kopropauuud Microsoft, pasbpacHAIOIMM OCOOEHHO-
cru ucnoib3oBaHus DirectX 9 SDK. Ilocie u3yuyeHus JMLUEH3UMOHHOIO colja-
IIeHUSI W B cIydyae coIlacusl ¢ IMPembsaBIAeMbIMU TPeOOBAHUAMU HEOOXOMUMO
MOCTABUTb Iajiouky HamnpotuB noius I accept the terms in the license u Haxarb
kHomKy Next 1151 TipofosKeHus: Tmpollecca ycrtaHoBku DirectX 9 SDK nHa Bam
KOMIIBIOTED.

Crenyrolliee AUaToroBoe okHo HocUT HaszaHue Custom Setup (puc. 4.2). 3nece
MMEETCSI MHOXECTBO DA3NUYHBIX KOMIIOHEHTOB, KOTOpPBIE MPEANOJaraercsi WH-
CTAITTUPOBATH HA Balll KOMMBIOTEP. Bce KOMMOHEHTHI pa3OUTHI HA 1IIECTh MAMOK,
paccMOTPUM Ha3HAUEHUE KAXKION W3 3THUX TAIoK.

3 Install DirectX Runtime — coaepskut Runtime-6udnuorexky DirectX 9.
O DirectX Documentation — gokymeHTtauus no DirectX 9 SDK.

O DirectX Sample and Source Code — BKIIOYAET MPUMEPbI U UCXOMAHBIE KOIbI
nns DirectX 9 SDK:

o C++ Sample Source Code — ucxomHble Koabl IpuMepoB a1 C++;
o Managed Sample Source Code — ucxoaHble Koabl IpuMepoB miast C#.

3 DirectX Utilities — comepXuT YTWIUTHI, TOCTABIASIEMbIe B KOMITJIEKTE C
DirectX 9 SDK:

e DirectX extensions for Visual Studio .NET — cpencTtBo oTinagkm ams Bep-
LUMHHbBIX U IMUKCEJIbHBIX LICHIEPOB.

o .
& Microsoft DirectX 9.0 SDK Update (Summer 2004) - InstallShield Wizard @

Custom Setup

Select the program features wou want installed.

Click on an icon in the list below to change how a Feature is installed.

- Feature Descripkion
= = | Directy Samples and Source Code ~
QI P Redistributable wersion of Direck

S| C+ Sample Source Code that can be included with yaur
=~ | Managed Sample Source Code released software,

B — ] vI Directs Litilities
lEIvl Directy exkensions for Yisual Stud

== v| Directy Headers and Libs This Feature requires 96KE on
(=~ | Libraries For x64 your hard drive.

lzl Cir ibutable Files 2

< = This feature will be installed on local hard drive.

Installtd )8 This feature, and all subfeatures, will be installed on local hard drive,

¥ This feature will nok be available,

[ < Back H Mext = ] [ Cancel

Puc. 4.2. OkHo Custom Setup
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O DirectX Headers and Libs — Habop OUOJIMOTEYHBIX U 3arOJIOBOYHBIX (haitIoB:
e Libraries for x64 — 6ubnuoreka ans 64-OUTHbBIX IPOLIECCOPOB.

O DirectX Redistributable Files — HeoOxomgnM mid co3mIaHUS OKOHYATEJIBHON
BEpCUU IPOTrPaAMMBL.

-
i& Microsoft DirectX 9.0 SDK Update (Summer, 2004)

¥isual Studio .NET Installation Warning

Visual Studio \MET custom settings will be reset,

Microsoft Direct’ 9.0 SDK Update {Summer 20043 setup is currently
configured ta install the Direct, extensions For Yisual Studio, Instaling
this Feature enables the interactive debugging of programmable shaders.

Installation of this, or any visual Studio .\MET extension, will reset your
Yisual Studio koolbars to their default configuration. Is this acceptable?

Selecting Mo will remove Direct® extensions For Yisual Studio From the list
of features to install before continuing.

InstallShield Wizard Completed

The InstallShield wizard has successfully installed Microsoft@
Directy® 9.0 SDK Update (Summer 2004}, Click Finish ko exit
the wizard.

Some additional Files to support Managed Direct? will be
installed immediately after this program exits.

Puc. 4.4. OkHo InstallShield Wizard Completed
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BriOpaB HyxXHbIe KOMTIIOHEHTH B okHe Custom Setup 1 HaxaB kHonKy Next, BbI
nonanete B okHo Visual Studio .NET Installation Warning (puc. 4.3), npenynpe-
xKaawollee o copoce Tekyluux Hactpoek B Visual Studio .NET B ¢B43u ¢ ycTaHOB-
koit kommoHeHTa DirectX extensions for Visual Studio .NET (eciu TakoBoil ObLT
BbIOpaH). JIns mpojo/kKeHus] YCTaHOBKM HaxkMuTe KHomKy Next, mocie uyero
MIPOU3OMIET HEMOCPEeNCTBEHHAd YCTAHOBKA BBIOPAHHBIX KOMIIOHEHTOB Ha KOM-
MHIOTED.

Ilocne ycranoBku DirectX 9 SDK mnogButca mnociaenHue [AUAIOTOBOE OKHO
InstallShield Wizard Completed (puc. 4.4), yBegomisitoliiee o6 OKOHYAaHWU WH-
CTAIANIAY W HEOOXOIMMOCTH TIepe3arpy3Kh KOMITbIoTepa. HaxkMuTe KHOKY
Finish 119 okoHuyaHus npolecca yCTaHOBKU.

Mpodainnep PIX for Windows

[lpu TecTupoBaHUU MPOrPaMMbl MOXKET BBIABUTbCI PsA OOCTOSATENbCTB, I10 KOTO-
pPBIM CcoO3JaHHOE MpPWIokKeHUe OyaeT padoTaTb HECKOJIbKO MeIeHHee, YeM 3TO
npeamnonaraiocb. BMecto Toro, 4ToObl MepeaenabiBaTh MPOrpaMMy 3aHOBO WU
ONTUMHU3UPOBATH MPOrPAMMHBIA KOM, YTO HECOMHEHHO IpUBEEeT K OOJbIIMM
BPEMEHHBIM 3aTpaTaM, MOXXHO BOCITOJB30BAaThCS TaK Ha3bIBaeMbIM Tpodaitiepom
(profiler). DToT BUA MPOrpaMMHBIX TTPOAYKTOB HEOOXOMUM JJIsl BBISIBICHUS TIPU-
YUH HeaneKBaTHOH paboThl MPUIOXKEHM, IMyTeM cOopa ompeaeneHHON MHDOpP-
Maluu Bo BpeMsl paboThl MporpaMMbl. OIHUM U3 Takux cpeiacTB sBasietcs PIX
for Windows.

MuctpymenTapuit PIX for Windows — ato npodaiinep, HeoOXOnUMBIN 1S ne-
TaJlbHOU cOOpKU HHGMopMaLuU 00 3¢dpdexTuBHocTU paboThl npuioxeHud. C mno-
Moluibio PIX for Windows mporpaMMHCT MOXeT coOpaTh MOJHYI0 MHPOPMALIUIO O
paboTe TeCTHPYeMOTO TIPHITOKEHNS W Ha OCHOBE TIONYICHHON WH(MOPMAIINH BbI-
SIBUTh "y3Kue" Mecra B Iporpamme. Pabora npodaiinepa PIX for Windows ocHo-
BaHa Ha aHAIM3e Kaxkaoro gpeiiMa TeCTUPyeMOM IPOrpaMMbl, IIe BO3MOXKHO OIl-
peneeHne CAeayonnX THTIOB TaHHBIX:

O cpaBHeHMe MEIJIEHHO BBIIOMHSIOIUXCI (peiiMoB ¢ Oosiee ObICTPhIMU (Dpeii-
MaMU;

O uaeHTU(DUKALKS COBEPLIAIOIIMXCS BbI30BOB (yHKUUI Direct3D;
O uaeHTUdUKALMI U3MEHEHUS COCTOSIHUIA.

Hcnonwzys PIX for Windows, BBl TapajuielbHO TIPOU3BOAMTE 3aMycK TeCTUpye-
MOI IpOrpaMMbl, CKaXeM Ha TpHU-YeThIpe CeKYHIbl, U 3a ITOT HEOOJBIION Mpo-
MexyTok BpemeHu PIX for Windows mpou3BomuT aHalin3 pabOThl IPUIOXEHUS,
TOKa3bIBasl TTOJIYUCHHBIN pe3yabTaT B BUJIEe MoKaapoBoro rpaduka. I'padudeckas
packagpoBKa BBIOPAHHOIO OTPE3Ka BPeMEHM 3HAYUTEIbHO YIPOCTUT IMOMCK IIpH-
YIH, U3-32 KOTOPbIX TECTUPYEMOE MPUIOXKEHHUE TepseT B MIPOU3BOAUTEIbHOCTH.

s 3anycka npodaitnepa PIX for Windows sbimonnure komanay Start| All
programs | Microsoft DirectX 9.0 Update (Summer 2004) | DirectX Utilities |
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PIX for Windows (ITyck| Bce mporpammer | Microsoft DirectX 9.0 Update
(Summer 2004) | DirectX Utilities | PIX for Windows), mocie yero npousoimer
3anyck npodaitiepa U Ha 3KpaHe MOHUTOPA MOSIBUTCS padouas mopepxHocTh PIX
for Windows, usobpaxkeHHas1 Ha puc. 4.5.

Puc. 4.5. OkHo npodpainepa PIX for Windows

I'maBroe Mento PIX for Windows conmepskut tpu myrakra: File (Daiin), View (Bum)
u Help (ITomoiub). MeHio File (Maiin) umeeT yeThipe BIOXEHHbIE KOMAHbI
(mpuBoAsTCA ¢ "TOPSIYMMU" KIABUILIAMU B CKOOKAX):

O New Experiment (<Ctrl>+<N>) — oTKpbIBacT HOBBIH (ailr IKCIIepruMeHTa;
3 Open (KCtrl>+<0>) — oTKpbIBaeT HEOOXOUMBII (haiti IKCTIepUMeHTa;

3 Close — 3aKkpbIBacT Bce OTKPHITHIE hailibl;

O Exit — ocyLIeCTBISET BbIXO/ U3 IIPOrPAMMBL.

Menio View (Bua) comep:XUT TpU BIOXEHHbIE KOMAHIbL:

3 Toolbar — UHCTpyMeHTAIbHAS TTAHETb;

O Status Bar — cTpoka cocTosiHUS;

3 Options — ompenensier myTb K DLL.
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Menio Help (ITomoliib) MMeeT nBe BIOXEHHbIE KOMAHIbI:
O Help Topics — cnpaBoyHasi CUCTEMA;

3 About PIX for Windows — uHdbopMmanmsi o Bepcuu U npaBoodiagaTesne mpo-
rpammbl PIX for Windows.

MHuctpymenTanbHas maHenb PIX for Windows BbiMojiHeEHA B BUjEe HEOOIBIIOTO
Habopa KHOMOK ObicTporo moctymna. Becero umeercs BoceMb KHOIOK:

New Experiment — HOBBII 5KCTIEPUMEHT;
Open — OTKPHITH;

Save — coxpaHuTh Gaiis;

Print — meuars;

Cut — yganeHue;

Copy — xonupoBaHue;

Paste — BcTaBka;

oaogaoaouoaaa

Help — nomMoliib.

® PIX for Windows - [Outpu: Timeline]

|

aag ouraton - = B o | Epee——— |

Puc. 4.6. Pe3ynbTaT TecTuposaHus nporpammel Demo
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Hymato, yto mipu nepBoM o3HaKomiieHuU ¢ Tipodaitiepom PIX for Windows stoT
MHCTPYMEHT He CWIbHO BrevarauT Bac. Ho kak rosopsar: "Bcerpeualor no omexke,
a npoBoxaiwr 1no ymy'. Ha puc. 4.6 uzobpaxeH pesyibrar TECTUPOBAHUS IIPO-
rpammbl Demo, co3naHue KOTOpoid ObLIO PACCMOTPEHO B e1age 2.

3a KpaiiHe CKyIHbIM HMHTepQelicoM CKPBIThI BeCbMa MOLIHbIE (PyHKIMU, Oaaro-
Japsi KOTOPbIM MOXHO IMOJYYUTh MaKCUMAaAbHYI0 MHGOPMAIIMIO O paboTe TecTH-
pyemoro npuinoxeHusi. BrnocineacrBuu, kak MHe kaxetcsi, PIX for Windows me-
pepacTeT B OTAECNbHBI MOIIHBINA TPOTPAMMHBIN TPOAYKT ¢ OOJBIIUM KOJINYECT-
BOM KOHCTPYKTMBHEIX BO3MOXHocTei. Hampumep, yxke cefiqac cyIecTByer
crioco® ynyumeHust ¢yHkiuuoHana PIX for Windows ¢ momollbio CTOPOHHUX
MPOU3BOAUTENCH, HAa OCHOBE MOJAKIHOYACMBIX JOTONHUTEIBLHBIX MOJAYJEH, BbI-
MnojaHeHHbIX B Buae DLL-daiinos.

Cekpert

Ha MOMeHT HanmcaHus KHUrn, no cnyxam, komnaHui ATl n NVIDIA kak pas 3aHuma-
nnch pa3paboTkon COOTBETCTBYIOLLUX MOAYIEN ANsl CBOVX BUAEOKAPT.

Cneuuncpuueckue cpyHkuyum PIX for Windows

B Microsoft DirectX 9.0 SDK Update (Summer 2004) uMeeTcsl HECKOIbKO
¢yHKIIMI, KOTOpble MOXHO MCIONb30BaTh B co3znaBacMoM Direct3D-mpunoxe-
HWW, WHTETPUPYST 3TN GYHKIWHK B CBOW MCXOMHBIM Kom. Ho camoe mHTepecHoe,
YTO HeKoTopble (YHKIMU He TomaepXKuBatoTes Tekyiieit Bepcueit PIX for
Windows 1 cozgaHBbl ¢ 3a1e0M Ha Oyayilee, YTO yXe caMo Mo cebe MHTEpecHO.
Hapaiite paccMOTpUM HOAPOOHO MPOTOTUIILI CYLIECTBYIOIIMX (DYHKIIMIA.

OyHKIMS D3DPERF BeginEvent () OMpPEAENsET Hayago cOOBITUIl, IPOTOTUI 3TOMU
(PYHKIIUU BBITISIIUT CIEAYIOINAM 00pa3oM:

int WINAPI D3DPERF BeginEvent (
D3DCOLOR col,
LPCWSTR wszName)
[TapameTpbl pYyHKIMM D3DPERF BeginEvent ():

3 col — 1BeT, B KOTOPBII Oy/eT oKpallleHo rpacduueckoe oToOpakeHue 3adaH-
HOTO COOBITUSI;

O wszName — MCCJIEAyeMOE COOBITHE.

DyHKIUSA D3DPERF EndEvent () OMNPEAENSIET OKOHYAHUE COOBITUIA, MPOTOTUI 3TO
(GYHKLIMHU TAKOIM:

int WINAPI D3DPERF EndEvent (VOID)

OyHKINS D3DPERF SetMarker () YCTAHABIWBACT MapkKep sl COOBITHI, MPOTOTUIT
5To# (YHKIINK BBEITJISIANT CICAYIOIINM 00pa3oM:
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void WINAPI D3DPERF SetMarker (
D3DCOLOR col,
LPCWSTR wszName)
[TapameTpbl pyHKUUYU D3DPERF SetMarker ():

O col — LBET, B KOTOpbIHA OyaeT oKpalleHo rpacdpuueckoe oToOpakeHue 3agaH-
HOI'O COObITUS;

O wszName — NCCIICAYEMOE CcOOBITHE.

OyHKINS D3DPERF SetRegion () TIOMEUAET HEOOXOMUMBIN PETUOH 3aAaHHBIM 1IBE-
TOM, HO B HACTOSIIIMI MOMEHT OHAa HE TOIEepPKUBAETCH, MPOTOTUN 3TOW (PYHK-
LIMU TaKOMH:

void WINAPI D3DPERF SetRegion (
D3DCOLOR col,
LPCWSTR wszName)
ITapameTpbl (pyHKIIMM D3DPERF SetRegion ():

O col — LBeT, B KOTOPBIi OymeT okpalleHo IrpachUyecKoe oToOpaxeHue 3amaH-
HOTO COOBITUSI;

O wszName — MCCJIEAyeMOE COObITHE.

DyHKUUS QueryRepeatFrame () IPEACTABASET TEKYLIMHA Kaap Ads IIOBTOPHOIO
ananu3a PIX for Windows, 1 B JaHHbIii MOMEHT He nojjaepxubaercs. I[Ipororun
5TOM (PYHKUMU BHIISIAUT CAEAYIOLIUM 00pa3oM:

bool WINAPT D3DPERF QueryRepeatFrame (VOID)
OyHKIMS D3DPERF SetOptions () OMpenesisieT OMIMU Ul paboThl TEKyIIe# Mmpo-

rpaMMbl, W TIOKAa TOXe He TmoamepxuBaercd. Ilporotun  ¢yHKINMN
D3DPERF SetOptions():

void WINAPI D3DPERF SetOptions (

DWORD dwOptions)
[MapameTpbl GpyHKUUYU D3DPERF SetOptions ():
O dwOptions — ycTaHaBIWBAET OMIINM.

DyHKIUSA D3DPERF GetStatus (VOID) ONPEAENSET TEKyLMH CTaryc mpoduaimpos-
mrKa. B JaHHEBIN MOMEHT He TIOAIepKUBAeTCs, TIPOTOTHTT 3TON (DYHKIIUU BBITIIS-
JIUT TaK:

DWORD WINAPTI D3DPERF GetStatus (VOID)

B cienyiouieit riaBe mbl moApoOHee MO3HAKOMUMCS ¢ (GYHKIMOHAIbHBIMU BO3-
MoxHocTamu npodaiinepa PIX for Windows.



rMABA 5

Pa6ota ¢ npocainnepom
PIX for Windows

Pa6ora ¢ npodaitnepom PIX for Windows ocHoBaHa Ha 0asze 3KCIEPUMEHTOB C
TecTupyeMbiM TpuiioxkeHuem. 3amyckas PIX for Windows, Bbl 3amaete HeoOxo-
JUMble IapaMmeTphl 1 cOOpKU MHGPOPMALUU (Rapamempsl cO0pKiL) U 3aTeM MPO-
M3BOJIUTE 3AIyCK MPOrpaMMbl Ha HA3HAYEHHBIH MPOMEXYTOK BpeMeHM. 3a OTBe-
JEHHBIIl BpeMeHHOI uHTepBaa paboThl mporpammbl mnpodaiinep PIX for Windows
cobupaeT MHMOpMaIINIO O TIapaMeTpax, KoTopble ObUIN 3aJaHbl, COXpAHUB TONY-
YeHHbIE 3HAYEHUs] B OTAEJbHOM (paliie, HocslleM Ha3BaHWUE @ulxodHoU ailin K-
nepumenma. Kaxk npasuiio, 3to daitn ¢ pacimmpenueM PIXRun. Taxke ene nme-
eTcs ¢haiin IKcnepumenma, COXPAHSIONIMHA CKOMIIOHOBAHHbIE MapaMeTphbl cOOpKU
¢ pacuupeHueM PIXExp. OTKpbIB BbIXOAHOM (aiil 9KCIEPUMEHTA C IIOMOILbIO
PIX for Windows, MOXHO IpoaHalIuM3UpPOBATh MOJYYEHHBIE XapAaKTEPUCTUKU pa-
6OTHI TIPOTPAMMBI W BEISIBUTH TOTYIIICHHBIC ONMTMOKH B TIPOTPaMMHOM Koje.

[Ipodaiinep PIX for Windows npou3BoguT 3aMepbl 110 YCTAHOBJIEHHbBIM [1apaMer-
pam cOopku. OTu napameTpsl onpeaeneHsl B PIX for Windows B Bune crniucka, U3
KOTOPOTO BbI BITpaBe BBIOMpATh JiI0OOW HeoOXoAuMBbIit Habop mapamMeTpoB cOop-
K1, KOMIIOHYSI Bce B OT/AENbHBIN haitn skcrnepumeHTa. Hekoropsie n3 mapamert-
poB coopku B npodaitiepe PIX for Windows 3agaHbl XKeCTKO U BHE 3aBUCUMOCTU
OT Ballero BblOOpa 3aMmepbl 110 3TUM NapameTpam OydyT IpPOM3BOJMTLCS BCEria,
3TO:

O 3arpy:X€HHOCTb LIEHTPAJIbHOTO MPOLIECCOPa;
O 3arpyXeHHOCTb rpadpuueckoro Mpoueccopa;
O OpoJOKUTETBHOCTh KaxXI0To (hpeiima;

3 yacrota kanpos (FPS).

OcranbHBle TTapaMeTpbl cOOpKU J0OABISIOTCS OMIIMOHATLHO. JlymaeTcs, 4To 00-
MWUU TIpuHIUTT padoThl ¢ Tpodaitiepom PIX for Windows BaMm siceH, mostomy
JaBaiiTe mepeitaeM K oojee noapodbHomy aHanusy pabotel PIX for Windows.
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KoMnoHoBKa napameTpoB c60pKu
3KCnepuMeHTa

IlepBoe, 4To HEOOXOMMMO cAeaaThb IPU TECTUPOBAHUM MPOrPAMMBI C MOMOIIbLIO
PIX for Windows, — »5To mpou3BecTM KOMIIOHOBKY TapaMeTpoB JUIsl Oyayliero
skcnepuMenTa. OTkpoiite npodaitnep PIX for Windows, BbITOTHUB KOMaHAy B
menio Start | All programs | Microsoft DirectX 9.0 Update (Summer 2004) |
DirectX Utilities| PIX for Windows (Ilyck| Bce nporpammbi| Microsoft
DirectX 9.0 Update (Summer 2004) | DirectX Utilities | PIX for Windows). [locie
zanycka npodaitiepa PIX for Windows ans cozmaHuss HOBoro aiina sKcrepu-
MeHTa BeiOepute B MeHio komanny File | New Experiment (®Daitn | HoBblit akcre-
PUMEHT), WM HaOKMHUTe KoMmOuHanuio kiaaBuin <Ctrl>+<N>, uan Boconb3yii-
Tech KHomko New Experiment (HoBblil skcriepyMeHT) Ha TaHeNW WHCTPYMEH-
toB PIX for Windows. Ilocie 3Tux meicTBUA BaM OTKPOETCI AMATOrOBOE OKHO
HoBoro skciepumeHTa Experimentl, uzobpaxeHHoe Ha puc. 5.1, Toe U MPOUCXO-
JUT KOMIIOHOBKa (haiiaa dKCIepuMeHTa.

HuanoroBoe oKHO HOBOro sKkcnepuMeHTa Experiment] pasneneHo Ha MsATh cTaTu-
YyecKux objacTeil, Kaxaassh U3 KOTOPBIX UMeeT CBOM Habop 3JeMEHTOB YIpaBie-
HusA. C TOMONIBIO UMEIOIIUXCS DJIEMEHTOB YITPABIEHUST 3aJal0TCsl HEOOXOMUMBbIE
OILMM, Ha OCHOBE KOTOPBIX BIOCJIEACTBUM IPOMCXOAUT KOMIIOHOBKA aiina
sKcnepuMeHTa. B HuxHeld yactu guanorosoro okHa Experimentl mopg cratuue-
ckuMU obnactaMu pacrnonaraercs kKHomnka Start Experiment (Hauano skcrepu-
MeHTa), HaXaB 3Ty KHOIKY BbI 3alTyCTUTE MPOIECC BLITTOJIHEHUST SKCIIePUMEHTA.
HaBaiite paccMoTpuM cOOpKY haiisia SKCIepuMeHTA.

HacTtpoliikn 3anycka nporpammbi

IlepBas cratuueckas obaactb Target startup options (Onuuu 3amycka), MOKa3aH-
Has Ha puc. 5.2 guanoroBoro okHa Experimentl, uMmeeT Tpu cieayloliuX TEKCTO-
BbIX MOJI:

O Program path — yxasbiBaeTcsl 1yTh K TECTUPYEMOI IIpOrpaMme;
O Startup folder — 3anaercs myTh K Karajory BCcedd TECTUPYEMOIl IPOrpaMMbl;

O Command-line arguments — npuMeHSIeTCS IPU UCIOJb30BAHUM KOMAHJIHOM
CTPOKW.

ITpou3sBeasi cOOTBETCTBYIONINE YCTAHOBKU B TEKCTOBBIX TMOJSIX, HY>)KHO COXPaHUTh
Oynymuit daitn skcnepuMeHTa, BeIOpaB B MeHI0 KomaHay File | Save As (®aiir |
CoxpaHuTh Kak). JeicTBUS o coxpaHeHUIO haityia 3KcepuMeHTa 00s13aTeNIbHBI,
HO €CJIM Bbl BOPYT 3a0yleTe 3TO clenarb, Ha DTale 3alycka Ipoliecca dKCIepu-
meHTta PIX for Windows Bam o0sg3aTeibHO HAIIOMHUT 00 9TOM, I10KA3aB IUaJI0ro-
BO€ OKHO, M300paxeHHoe Ha puc. 5.3.
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Experiment1: Experiment

Target startup options =
Frogram path Er\CodelDemaotDemn, exe E]
Startup Folder E:\Code\Demo

Command-line arguments

Target termination options

Dnuto-terminate pragrar after

Frame data gathering options

Skip |0 processes before gathering
[Joon' gather data until after the First
Once data gathering starts. ..

(%) Gather data until program exits

() Gather data For the program's nest

[5ystem beep to indicate Frame capkure startfend

Call data gathering options
(%) Don't gather call data for any frame

(O Gather call data For Frame number
() zather call data For frame after marker named

[J5ystem beep to indicate call capture

[rata save options

Output file path E:\Code\Demot Outpu PIXRUN E]

Start Experiment

Puc. 5.1. lnanoroBoe okHO akcnepumeHta Experiment1

Target skartup opkions

Program path [Z]

Startup Folder

Command-line arguments

Puc. 5.2. O6bnactb Target startup options
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rj ‘fou must save the experiment before starting the target program.

Save Experimentl now?

[ Ok ] [ OTMEHE

Puc. 5.3. OkHo, npeaynpexgatoLlee o Heobxo4UMOCTM CoXpaHeHus daina aKkcnepumeHTa

YKazaB myTh M MANKy K TECTUPYEMOH IMpOrpamMme, B TEKCTOBBIX IOJISIX 00JacTu
Target startup options (Onuuu 3anycka) MOXHO MEPEHTU K HACTPOMKE HapameT-
POB OKOHYAHUS SKCTIEPUMEHTA.

HacTtpoiku napameTtpos
OKOHuYaHusa paboTbl nporpamMmmbl

B craruueckoii o6mnactu Target terminaten options (Omnuuy 3aBepllueHUs)
(puc. 5.4) auanorosoro okHa Experimentl ymeercst sneMeHT yrpapieHuss Auto-
terminaten program after (ABroMaTHMuyecKoe 3aBepllieHHue MPOrpaMMbl), BbIIOJ-
HeHHBIU B BUJe nepekntouarenst (Radio button).

Ecnu B none Target terminaten options (Onuuu 3aBepllieHMsI) HE BbIOpaH Iepe-
Kiaouareib Auto-terminaten program after (ABroMaTuUuyecKoe 3aBeplUeHUE IIPo-
TpaMMBI), TO BPeMEHHOM TTPOMEXYTOK, OTBEJICHHBII IS TTpollecca TeCTUPOBAHUS
MpOTpaMMBbl, TOJDKEH PeryanpoBaThes BaMHu. B ToMm ciydae, eciu mepexiovaresb
Auto-terminaten program after (ABToMaTUUecKoe 3aBEpIICHUE MPOrpaMMBbl) OyaeT
BEIOpaH, 3aBepllleHNe TIpollecca TeCTUPOBAHUS TTPOM30MAeT apToMarnuecku. [1pu
BbIOOpe Iepekintovareiss Auto-terminaten program after (ABromaTuueckoe 3aBep-
LIIeHUe IPOrpaMMbl) C MPABOH CTOPOHBL OT HA3BaHMS MEPEKIIOUATENs] CTaHyT
JOCTYIHBIMM TEKCTOBOE MOJI€ M BBIMNAJAIONIMA CIIMCOK, TN¢ U IMPOUCXOIUT OIpe-
JejleHue 3HAYeHUH 110 OKOHYAHMIO paboThl TECTUPYEMOH  MPOIPAMMEIL.
B BeImagaroiieM criMcke uMmeeTcsl TpU 3JeMeHTa Ha BBIOOP:

O frames — xojuyecTBO (QpeliMOB, IMOCAE KOTOPLIX IIPOMCXOAUT OCTAHOBKA
TTporiecca TeCTHPOBAHUS TTPOTPAMMEL;

O mc — BpeMsd B MWUIMCEKYyHIax, HA KOTOPOE€ IPOM3BOAUTCI 3allycK IIpo-
IPaMMBlI;

O seconds — BpeMs B CEKyHAax, Ha KOTOPOe IMPOU3BOAUTCS 3aAMMYCK MPOTPAMMBL.

Targek termination options

|:| Auto-terminate program after

Puc. 5.4. O6nacte Target terminaten options
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Br16paB HYKHEIN 2IeMEeHT M3 BBITIANAONIETO CMHCKA, B TEKCTOBOM TIOJNIE PSIIOM C
HUM HEOOXOOMMO YKa3aTb YMCIOBOE 3HAYEHHUE, IO KOTOPOMY OyIeT OIpeneisdTh-
Cq OKOHYAHHE pabOThl IMPOrpaMMbl, MPU OTOM, €CTECTBEHHO, YUMTHIBASI BbIOpAaH-
HbII 2JIeMEeHT chucka. To ecTh eciy Bbl BhIOpaTU MCUMCAEHUE BPEeMEHHU pabOTh
TECTUPYEMOM MPOrpaMMbl B MUJUIMCEKYHIAX, TO 3aIMCh B TEKCTOBOM I10JI€ ITOJIK-
Ha Peaau30BBIBATLCSA COOTBETCTBYIOIIMM oOpaszoMm. OIpenenuBLIMCh ¢ UHTEPBA-
JIOM, HEOOXOMUMbIM IS PabOThl TECTUPYEMOI MPOIrpaMMbl, MOXHO MEPEHTH K
STaTy 3aJaHusT caMUX TTapaMeTpoB cOOPKH.

OnpepeneHne napameTpoB c60pkKu

O6nacts Frame data gathering options (Omuuu cOOpKM AAHHBIX IS KaxIOro
¢peiima) B auanorosom okHe Experimentl nipodaitiepa PIX for Windows noka-
3aHa Ha PUC. 5.5 U COJAEPKUT CBOW HAOOP BJIEMEHTOB YIIPABIEHUSI.

IMepBoiit anemeHT ynpasieHusi Counterset (KomrmnekT cOopku) obmactu Frame
data gathering options (Oniuu c60pKM TaHHBIX JUTST KaXKIoro (dpeitma) mo3BoJsieT
OIpPeaeUTh KOMIUIEKT IapaMeTPoOB, KOTOPhIE Bbl CTPEMUTECH COOPATh B OTHOIIIE-
HUU pabOThl KaxXAoro peiMa TeCTUPYEMOM MpOrpaMmbl. DJAEMEHT YIpaBleHM
Counterset (KomruiekT cOopku) siBjsieTcsl KIHOUEBBIM B ONpeAeJeHUU TMapaMer-
poB cOOpKH, IOBTOMY JaBaiTe Ipex[ae PacCMOTPUM OCTaBLIMECS DJEMEHTHI
yhapabieHus B cratudyeckoil oonactu Frame data gathering options (Omuuu coop-
KU TAHHBIX JJIST KaXAoTo (hpeifMa), a TTOTOM BepHEeMcS K 3JIEMEHTY YIpaBIeHUST
Counterset (Komriekt c6opkn).

O Skip processes before gathering — ompenensier Konu4ecTBO TMPOMYIIEHHBIX
TTPOTIECCOB 10 Havama cOOpKH WHGOPMAITH.

3 Don't gather data until after the first — sTo ¢haxkok, ykaswsiBarolnii Ha Bpe-
MEHHOW WHTepBal JUO0 Ha KoJu4decTBO (ppeiiMoB, MO TIPOIIECTBUN KOTOPBIX
IIPOUCXOIHUT IIPOLECC C60pKI/I napaMeTpoB. 3a£La€TCH YUCIIOM U HCYUYUCTAECTCA
B CEKYyHIaX, MUUIMCEKYHIAX UIU KOJIMYECTBOM (PpeiiMOB.

Frame data gathering options

Skip |0 processes before gathering
[JDon't gather data until after the First

Once data gathering starts. ..
(%) Gather data until program exits

(") Gather data for the program's next

[ 5ystem beep ko indicate frame capture startfend

Puc. 5.5. O6nactb Frame data gathering options
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O Gather data until program exits — mepexioyaTenb, 3aJaOIUNA cOOPKY WH-
(opMalKK 10 BBIXOAA U3 MPOTPAMMEBIL.

O Gather data for the program's next — BbIOOp 3TOro MepekOUYaTENS OMpee-
JIUT mpoluecc cOopKr MHGPOPMaLMU B TeUEHUE pabOThl BCEH IMPOrpaMMbl.

O System beep to indicate frame capture start/end — cucTeMHblil I'yIoK Hayaia
MM OKOHYAHUS Mpoliecca COOPKU.

Teneps BepHeMcs K 2aeMeHTy ynpapieHusd Counterset (KoMmiekr c6opKu) u ero
3HAYEHWID B HACTpoWKax MapameTpoB cOopku. C MpaBoil CTOPOHBI OT 3JIeMEHTa
yrnpapineHus Counterset (KomiuiekT cOopku) pacrosnaraercsl BbIIAAAOLIUMNA TeK-
cToBbIt cnrcok U kHomKa Customize (Beidop). B BolmagaroiemM TeKCTOBOM CITH-
CKE IIPUCYTCTBYIOT TPU CJIEAYIOLIUX BapUaHTa BblIOOpA M1apaMeTpoB cOOPKMU:

3 None — He BbIOpaH HWU OIUH TapaMeTp Ais cOOpPKU;
3 Counterset — 11a06JJOHHBINT HA0Op TTapaMeTPOB COOPKU;
3 Custom — BbBIOOPOUHBII HAOOP MapaMeTPOB COOPKHU.

Bapuant None (Hukakoii) B TekcroBoM cnucke Counterset (KoMmmiekt cOopku)
He yCTaHaBIMBAcT HW OIHOTO MapamMmeTpa st cOopKM WHGPOPMANUKW, HO TeM He
MEHEE OH [IPOM3BOIUT Psill CACAYIOIIUX 3aMEPOB:

3 sarpy:keHHOCTDH IIEHTPATHLHOTO TPOIIeccopa;
3 3arpy:KeHHOCTh TPa(GpUUECKOTo MPOLIECCOPa;
O TpomoKNUTENEHOCTL KaXXIoTo (peiiMa;

3 yacrora kaapos (FPS).

DTO TOT caMblif CTaHOAPTHHI HAOOp 3aMepOB, KOTOPHI aBTOMATMUYECKH TAKKe
OyIeT IOCTyTIeH B JTIOOOM W3 BHIOPAHHBIX BAMW BapHUaHTOB COOPKH.

Cnenyrowmuii Bapuant coopku Counterset (Komrmuiekr cOopku) mpeacraBisieT co-
0oit TIpegomnpeneIeHHBI KOMIIEKT U3 TISITH TTapaMeTpoB:

O Instantaneous FPS — xoi1myecTBO BBIBOTUMBIX M300paXXeHW B CEKYHIY;
O Number of Calls — xonnyecTBO 3aIIPOCOB;

O Number of Draw calls — xonuuectso 3anpocoB ¢pyHKuuil DirectX, cBSI3aHHBIX
C OTPHWCOBKON MPUMHUTHIBA;

O Time spent in Draw calls — noTpaueHHoe BpeMs Ha 3ampoc GYHKIMI
DirectX, cBI3aHHBIX C OTPUCOBKOI IIPUMUTUBA;

O Total resource objects allocated — roxasbiBaeT pacnpeneieHue pecypcos.

Tlocnennuit BapuaHT cbopku Custom (Bnidop) B TekcTtoBom crucke Counterset
(KominekT coopku) obsactu Frame data gathering options (Onuuu cOopku AaH-
HBIX I Kaxmoro ¢peitMa) MpemocTapaseT BO3MOXHOCTh BBIOOpa IapaMeTpoB
cOOpkU U3 UX orpoMHoro konuuyecrsa. Bribpas Bapuantr Custom (Brwibop), Ha-
xMuTe Ha KHomnky Customize (BbiOpaTb), U BaM OTKpOETCS HOBOE AUANIOTOBOE
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okHOo PIX Counters (COopuiuku mnapametrpoB mnpodaitiepa PIX), uzobpaxkeHHoe
Ha puc. 5.6.

—

PIX Counters g|
All available counters Chosen counters
= My Countersets Instantaneous FPS

= Counterset
Instantaneous FPS
Mumber of Calls
Mumnber of Draw® calls
Time spent in Draw® calls
Total resource objects allocated

+- Direck30 Counters Add ==

=I- Performance Counters
+- Common In-process Counters
+- Common System-wide Counters
+- Al Performance Counters
= Plugin Counters
= PLI% Sample Plugin
MausePossy
MaousePosy
MauseFost
KevboardCapture

Save As Counterset, ..

Description of selected counter

[ Ok ] [ Cancel

Puc. 5.6. lnanorosoe okHo PIX Counters

HuanoroBoe okHo PIX Counters (COopiiuku mapameTpoB mpodaiiiepa PIX)
pasneneHo Ha JIBe OoJblIe padoure o61acTH B BHIE HEPemaKTHPYEMBIX TEKCTO-
Boix Tojieil. C neBoit cropoHbl okHa PIX Counters (COopuivku mapameTpoB
npodaitnepa PIX) umeercst oonacts All available counters (Bce moctynHbie nmapa-
MeTpbl cOOpKHM), a ¢ TIpaBoil cTopoHbl o6jacTb Chosen counters (BriOpaHHBIE
mapameTpbl coopkn). B obigactu All available counters HaxonsiTcst Bce MOCTYITHBIE
rnapamMeTpbl COOpPKM, pasdejleHHble HA 4YeThIpe KaTeropuu U peau30BAHHbIE B
BUIE IPEBOBUIHOM CTPYKTYphl. OIycKasCh IO MEPAPXUM KaxkKIOH M3 KaTeropui,
MOXHO MPOU3BOIUTEL BHIOOP OMHOIO MM HECKOJbKUX IapameTpoB. [ig oToro Ha
cpelHeM ypOBHE MeXy JIByX pabouux obnacreit auanorosoro okHa PIX Counters
(Coopuiuku mapameTpoB mpodaitiepa PIX) pacnonoxennl ase kHonku Add ([o-
6aButb) U Remove (Ypanuth). BeiieauB 1IeTYKOM JIeBOM KHOIKU MBI HEOOX0-
JUMBIA apaMeTp M3 KaTeropuu, HaXKMUTe Ha KHONKY Add, 1 BeIOpaHHBI BaMu
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nmapaMeTp TepeMecTuTcsl B JieBylo padouyio obiactb Chosen counters (BribpaH-
Hble MapaMeTpbl cOopKu). Bee mocTymHble mapamerpbl cOOpKHM MMEHHO U3 JIeBOMI
obsactu Chosen counters (BbiOpaHHble mapaMeTpbl cOOpKU) OyayT 3aaelicTBOBa-
HBI B [IPOIECCE TECTUPOBAHUS MPOIPAMMEIL.

Taxoke MOXHO CO3/laTh CBOI MIAOIOH TapaMeTpoB COOPKW MUIS TTOCTEIYIOTITIX
npoueccoB cbopku uHpopMauuu. s 3TOro moMecTuTe B JeBylo obnacTb
Chosen counters (BbuiOpaHHble napamMeTpbl COOPKMU) HEOOXOAUMOE KOIUYECTBO
napaMeTpoB U HaxmuTe Ha KHomkKy Save As Counterset, KoTopasl pacrnoJioxeHa
noa obaacteio Chosen counters (BuiOpanHble nmapamerpbl coopku). Ilociae Haxa-
THSI 5TO¥ KHOTIKA TIOSBHUTCS HeGonbioe anamoroBoe okHo Choose a name for
this counterset (Boibepute HasBaHue sl TIapaMeTpoB cOOPKU), TMOKa3aHHOE Ha
puc. 5.7. B nosiBuBIIEMcsl OKHE HYKHO 3a/1aTh MMSI co3jlaBacMoMy BaMu 11abio-
Hy TTapamMeTpoB W Haxarh KHOTKY OK, mocie dyero mabaoH aBTOMaTMYECKU TO-
0aBUTCS B Mepapxuio kateropuu InapamerpoB cbopku My Countersets (Mou na-
paMeTphl cOOpKU).

F a

PIX Counterset E

Choose a name for this counterset:

e aepel

I Ok l [ Cancel

Puc. 5.7. OkHo BbIOOpa MMEHN NONb30BaTENbLCKOro wabnoHa

Ecnu BBl XOTUTE yAAIUTh ONUMH U3 AOOABIEHHBIX BAMM IapamMeTpoB cOOpKU B Ka-
teropun My Countersets (Mou mapamerpsl cOOpKHU), TO HEOOXOIUMO PACKPBIThH
Wepapxuio 3TOM KaTeropwu, MIEJKHYTh TPaBOi KHOIKONW MBIIIH HAa HEHYXHOM
rmapaMeTpe cOOpKM W B TIOABUBIIEMCST KOHTEKCTHOM MEHIO BBIOpATh KOMAaHIY
Delete (Ynanuts).

Kak yxe ynomuHaioch, Bce UMEIOIIAEcs] TTapaMeTpbl cOOPKU pasfesieHbl Ha ye-
Toipe Kateropuu: My Countersets (Mou napameTtpsl co6opku), Direct3D Counters
(ITapametpbr coopku Direct3D), Performance Counters (COopiink paboumnx xa-
paktepuctuk) 4 Plugin Counters (JomoiHUTENbHO IOAKIIOUAEMbIE MOMIYJIM).
Kaxnas M3 kaTeropuii uMeeT cBOi HAOOp HapaMeTpoB, IMOITOMY PACCMOTPUM
NoAPOOHO KaXIYI0 KATErOPUIO.

Kateropua My Countersets

B xareropuu My Countersets (Mou mapaMeTpbl cOOpKU) U3HAYATBLHO OTpeaesieH
OJINH BJIOXXEHHBIN CIMUCOK MapameTpoB cOopku moa Ha3BaHueMm Counterset (ITa-
pameTpbl cOopku). YToObl YBUAETh ITOT BJIOXEHHBIA CIMCOK MApaMeTpoB, Ha-
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KMUTE Ha TMKTOTpaMMYy, BBITTOJJHEHHYIO B BHJE KBaJpaTUKa ¢ TUTIOCOM, Pacro-
JIOXKEHHYIO C/IeBa OT HAa3BaHUSl KATErOpUu, U PACKPOETCs BCI MepapXus KaTero-
puun My Countersets (Mou napamerpbl cOopku). Mepapxus Kaxaol KaTeropuu
BbIIIOJIHEHA TPAJAUIIMOHHbIM 00pa3oM B BU/E JPEBOBUIHON CTPYKTYPbl C HAOOpOM
CIIMCKOB BCeBO3MOXHBIX mapaMmeTpoB. Crnucok Counterset BKiiouaeT B cebs cie-
IYIOIINe TISITh TTapaMeTpPOB:

O Instantaneous FPS — KoauuecTBO BbIBOAUMbIX U300paKeHUI B CEKYHY;
3 Number of Calls — Koa1uyecTBO 3aIIPOCOB;

3 Number of Draw* calls — konnuectBo 3ampocoB dyHkumit DirectX, cBsizaH-
HBIX C OTPUCOBKOI MIPUMUTHUBA;

O Time spent in Draw* calls — moTpayeHHoe BpeMsi Ha 3ampoc GYHKIUH
DirectX, cBI3aHHBIX C OTPUCOBKOM IPUMUTHUBA;

O Total resource objects allocated — moxasbIBaeT pacrpesieieHue pecypcoB.

Kak BbI, HaBepHOe, 3aMETWJIN, TIEPEUUCIIEHHBIH CMUCOK abCONIOTHO WASHTUYCH
BapuaHTy Counterset 13 BBITIaIAIOIIETO TEKCTOBOTO cnrcka obmactu Frame data
gathering options (Onmu cOOpKU JAaHHBIX IS KaXaoro ¢peiiMa) IUagoroBOTO
okHa Experimentl. Ha camom peie 3To OOMH M TOT Xe€ CMUCOK MapaMeTpoB
cOOpKH, a ero MeCTOHAaXOXAEeHUEe OIpele]eHO Kak pa3d B Kareropuu My
Countersets (Mou mapametpbl cOopku). BrobGaBok K yxXe HMMEIIIEMYCS CIIUCKY
[apaMeTpoB, KaK Mbl BBISICHWIHM, Bbl BIIpaBe HOOABIATh CBOM OOIMOJTHUTENbHbBIC
11a0I0HbBI, HEOOXOIMMBIE BaM [UIS1 PAOOTHIL.

Kateropusa Direct3D Counters

Kareropus Direct3D Counters (ITapamerpnl coopku Direct3D) cogepXur MHO-
JKECTBO BJIOXEHHBIX IPYI B Apyra CIMCKOB C Pa3JMYHbIMU IapameTpaMu COOpKH.
C TMOMOIIBI0 CITHUCKOB cobmpaeTcs WHhOpMAIUS O TPOU3BEICHHBIX 3arpocax
oubmoreunsix (yakumit Direct3D. PackpeiB mepapxuio kateropuu Direct3D
Counters (ITapameTpsl cbopku Direct3D), BbI 0OHApyXUTE TISITb OCHOBHBIX CIU-
CKOB TIapaMeTpOB, BKITIOYAIOIINX B ceOd elle Pl NOTIOTHUTEIHHBIX BIOXKCHUI.
OCHOBHbIE IIAITh CIIMCKOB MMEIOT CIEAYIOIINEe HA3BAHU:

O General — ocHOBHBIE TapaMeTpbl cOOPKU;

O Primitives — ormpesensieT KOTUYECTBO BLI30BOB OMOJMOTEUHBIX (DYHKITN, CBSI-
3aHHBIX ¢ TIPOPUCOBKOM TTPUMHUTHBA;

O Resources — HaOJOIACT 3a pacnpeneIeHueM MaMsITH;
O State Changes — ciiequT 32 U3BMEHEHUEM COCTOSIHUIA,
O Shader Constant Changes — IpOoCUMTBLIBAET YMCIO KOHCTAHT Lieiaepa.

Bce mepeuncieHHbBIe MSTh CMACKOB cofepkaT MHOXECTBEHHBIC BIOXECHUS Tapa-
MeTpoB g cbopku uHdopmauuu. Coucok General (OcHOBHEIE) coOUpaeT oc-
HoBHYIO MeTpuky Direct3D mporpammbl. PackpbiB uepapxuio crnucka General
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(OcHoBHbBIE), BBl OOHapyxXWTe JBa MapaMmerpa cOOpPKU, C TMOMOIIBK KOTOPBIX
MOXHO co0Oparh CAEAYIOLIYI0 HH(POPMALIMIO:

3 Frames per second — KOJIMYECTBO KAJAPOB B CEKYH/Y;

3 Calls per frame — xonuyecTBo BBI30BOB Direct3D, mpousBeneHHBIX B Tpene-
Jlax ofgHoro kaapa. bubiauoteunsie dbyHkunu D3DX He Mcnoab3yloTcsl B 3TOM
rmapamMeTrpe cOOpKH.

BoeiienuB HeoOxomnuMblit cOopiuK B criucke General (OcHOBHBIC), TIepeHECUTE
ero B oonacts Chosen counters (BoiOpaHHbIe mapamMeTpbl COOPKH) U TIPOU3BEINTE
HeOoOXOIMMEBIE OTIEPAIlNA TI0 TECTUPOBAHUIO TIPOTPAMMBI.

Crnenytomnit cnvcok Primitives (ITpumutusel) kareropuu Direct3D Counters
(ITapametpbr cbopku Direct3D) Mpou3BOAUT MOHUTOPWHT KOJWYECTBA BBHI3OBOB
OMOIMOTeUHbIX (YHKIIMI, CBA3aHHBIX C ITOCTPOEHHEM MPUMUTHUBA. CIHCOK
Primitives (ITpuMUTUBbBI) COAEPXKUT ISITh BIOXEHHBIX CIIUCKOB!

3 Draw calls — o0i1iee KoMYeCcTBO BLI3OBOB;

O DrawPrimitive calls — cGopiuk KojnyecTsa BbI3oBoB st Direct3D dyHKIMN
IDirect3DDevice9: :DrawPrimitive,

O DrawlndexedPrimitiv calls — cOopmmk kommyectBa BBI30BOB st Direct3D
(YHKIINU IDirect3DDevice9: :DrawlindexedPrimitive;

O DrawPrimitiveUP calls — cOopiuuk KonuyecTBa Bbi30BoB g Direct3D
(YHKIINU IDirect3DDevice9: :DrawPrimitiveUp;

O DrawlndexedPrimitiveUP calls — cOopluuk KoOJIMYEeCTBa BBI3OBOB IS
Direct3D ¢yHKUMU IDirect3DDevice9: :DrawIndexedPrimitiveUP.

Kak BBl 3ameTuau, 4eThIpe HOCAEAHMX IapaMmeTpa cOopku u3 crnucka Primitives
(ITpMUTHUBBI) UCIONb3YIOTCS AJIs HAOMIOJEHUS 3a 3amMpocaMu K OUOIMOTeUHbIM
¢yukuusam Direct3D, Ha ocHOBE KOTOPBIX IMPOUCXOAUT IIOCTPOEHUE IMPUMUTUBA.
H1 Kaxmaoro M3 ISITU CIIMCKOB MOXHO IPOCIEXKMBATh [Ba CIEAYIOLIMX MapameT-
pa cbopku WHGOPMAINK, KOTOPEIE JOCTYITHBI TIPU PACKPBITUN WEPAPXUH STUX
CTTMICKOB:

3 Number of calls — ynci0 Ipon3BeeHHBIX BHI3OBORB;
O Time spent in calls — 3aTpaueHHOE BpeMs HA KaX/blil BbI30OB.

Onpeaensst TakuM obpa3oM IapaMeTphl cbopku aag chnucka Primitives (Ipumu-
THUBbI), BBl CMOXETE IPOCIEIUTh 33 Ka4YeCTBOM ONEpalllii 10 TOCTPOCHUIO 00bEK-
Ta.

Cnucok Resources (Pecypchl) kateropuu Direct3D Counters (Ilapamerpnl cbop-
ku Direct3D) nospojsger cooupaTh MHGOPMALIMIO, CBI3AHHYIO ¢ pacipeaeneHueM
naMsITu pecypcoB. MOXHO YCTAHOBUTh COOPIUMKM NAPAMETPOB U1l BEPLIMHHOIO
W WHAeKcHoro Oydepa, TeKcTyp, a Takke codpaTh 00001IeHHY WHGMOPMAIIUIO
0 pacnpeaeneHuu namMaTu pecypcob. Crircok Resources (Pecypchl) nMmeeT yeThbipe
BJIOSKEHHBIX CTTHCKa:
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3 All resources — o011ast UHMOPMAIIUST O paclpeAcSeHUN MaMsITU PECYPCOB;
3 Vertex buffers — nHdopmalius, cBsizaHHas ¢ OychepoM BeplllnH;

O Index buffers — uHdopmaLus, cBsA3aHHAA ¢ UHIEKCHbIM OydepoM;

O Textures — uHbopMalKs, CBA3aHHAs C TEKCTYPaAMU.

Kaxnplit U3 TepeyucieHHBIX CMUCKOB MOXHO PACKPBITh HaKaTUEM Ha MUKTO-
rpaMMy, BBIIOJTHEHHYIO B BUIE M300pakeHMs KBaapaTHKa ¢ IUIIOCOM. B OTKphIB-
Leiicsa ApeBOBUAHON HepapXUM KaXIOro CIMCKa HAXOAMTCA elle MO MITh OAMHA-
KOBBIX BJIOXEHHBIX CIIMCKOB, OINPEAC/SIOIIUX KIACC [aMATU U COLEPXKAHUS
oydepa pecypca. Moo 6ygepom pecypca B Direct3D noppasymeBaercss Oydep
BeplIMH, MHIOEKCHBbI Oydep U TeKkcTypHble KoopauHaThl. Bbydep pecypca B
Direct3D 3amaercs mepeuyucisieMbIM TUIIOM D3DPOOL. Ciedyloilue IIThb BIOXEH-
HBIX CIIMCKOB ONPEAE/SIOT HapaMeTpbl COOPKHU I COOTBETCTBYIOIIMX (HOPMATOB
xXpaHeHus Oydepa pecypca.

3 All pool — Bce dopmaThi;

O Default pool — dopmarbl, 3amaHHble M0 yMoauaHuioo. CooTBeTCTByeT Jary
D3DPOOL DEFAULT TUIIA D3DPOOL;

O Managed pool — dopmarel ompeaenstorcss aBromaTuiecku. CoOOTBETCTBYET
¢ary D3DPOOL_MANAGED THIA D3DPOOL;

3 System pool — dopmarsl, UCTTONB3YIOIINE CUCTEMHYIO TTaMsITh. COOTBETCTBYET
¢ary D3DPOOL_SYSTEMMEM THIA D3DPOOL;

3 Scratch pool — dopmar, ucnonb3yOLIUI CUCTEMHYIO MAMSITb, HO HE OOHOB-
JsoluuMiica npu norepe pecypca. CooTBeTcTByeT uiary D3DPOOL SCRATCH THUIIA
D3DPOOL.

Bce marh Bl1OXEHHbBIX CIIMCKOB MOXKHO TaKXe PACKpPbITh, HAXAaB HA MUKTOIPAMMY
B BUI€ KBaJpPAaTUKA C IUIIOCOM, ITOC/E YEro CTAHYT MOCTYIIHbI IapaMmeTphbl cOOpKU
uHbopmarmu. Kaxnaplii BIOXEHHBI CIMCOK MMEeT OAMHAKOBbIH Habop cie-
JYIOLIKMX [apaMeTpoB cOOPKU MHGMOPMaLIUU:

O Total bytes allocated as of this frame — cymmapHoe KojiMuecTBO pacmpeie-
JIEHHBIX OaiiT ogHOro gpeiima;

3 New bytes allocated this frame — HoBble pacmpeneieHHble OaWTHI OMHOTO
dpeiima;

3 Total objects allocated as of this frame — cymMmapHoe KonuuecTBo OOBEKTOB,
pacTipeeIeHHBIX TSI OJHOTO (hpeiiMa;

O New objects allocated this frame — HoBble pacnpelneneHHble OOBEKTHL Il OJI-
HoTO (hpeiima;

3 Number of locks of this frame — xojuuyecTBO OJOKUPOBOK, IPOU3BOIUMBIX
B TeUeHHE OAHOTO GpeiiMa;

3 Number of unlocks of this frame — konuuecTBO pa3dIOKUPOBOK, MPOU3BOIM-
MBIX B TEUEHHE OTHOTO (peiima.
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BriOpaB HeoOxonuMbIit mapameTp cbopku u3 crnucka Resources (Pecypchbl), BbI
CMOXeTe MPOCIeIUTh 3a pacnpeleJeHUeM MaMsITH PECYpCOB Ballleil IPOrpaMMbl.

[Mpeanocnennuii cnucok State Changes (M3MeHEHUSI COCTOSIHUSI) B KaTE€ropUu
napamerpoB Direct3D Counters (Ilapamerpnl coopku Direct3D) mosBoJsier oli-
peneIuTh KOJIUYECTBO BBI30BOB OMOIMOTEYHBIX (YHKIIMI, CBA3AHHBIX C YCTPOI-
ctBoM Direct3D, ¢ TOMOIIBI0 KOTOPBIX TIPOUCXOOUT W3MEHEHHWE COCTOSTHUSI.
Cnucok State Changes (M3meHeHUsT COCTOSIHUSI) COAEPXKUT CeMb IMapaMeTpoB
cOOpKIu:

O SetRenderState per frame — ¢dukcupyer KoJauM4yecTBO BBI3OBOB (HDYHKIIUU
IDirect3DDevice9: : SetRenderState B (peiime;

O SetTextureStageState per frame — QukcupyeT KOJIMYECTBO BbI30BOB (PYHK-
WU IDirect3DDevice9::SetTextureStageState B (peiime;

O Misc FF state sets per frame — omnpeaenser o0lliee KOJIUYECTBO BbI30BOB
(GYHKUIMK U3MEHEHUS COCTOSIHUA B Ppeiime;

O SetRenderTarget calls this frame — QukcupyeT KonM4ecTBO BbI30OBOB (PYHK-
LMY IDirect3DDeviced: :SetRenderTarget B TeKylLIeM (peiiMe;

O SetVertexShader calls this frame — ¢ukcupyer KoauM4yecTBO BbI30BOB (PYHK-
LMK IDirect3DDevice9: :SetVertexShader B ppeiime;

O SetPixelShader calls this frame — ¢duKkcupyeT KonnuecTBo BbI30BOB (hYHKIIUN
IDirect3DDevice9: : SetPixelShader B TeKylleM (peiiMe;

O SetTexture calls this frame — ¢dukcupyer Kolu4ecTBO BBIZOBOB (HDYHKIIUU
IDirect3DDevice9: : SetTexture B TeKyllleM ¢peiime.

TMocneanuit cnucok mapamerpoB coopku Shader Constant Changes (M3meHeHust
KOHCTaHT Lieiifepa) kareropuu napamerpoB coopku Direct3D Counters (Ilapa-
MeTpbl coopku Direct3D) ciaenur 3a YMCAOM YCTAHOBIEHHbBIX KOHCTAHT BEPIUMH-
HbIX U nuKcenbHbIX lueiigepoB. Cnucok Shader Constant Changes (M3MeHeHust
KOHCTAHT Ielaepa) oueHb ToMe3eH TPy TeCTHPOBAHUN TTPUJIOKEHNM, TTOCTPOSH-
HBIX Ha OCHOBE paboTHI ¢ TeimepaMu. B 3ToM chicKe WMeroTesl clieAylolIne ma-
paMeTpsl COOPKU:

O SetVertexShaderConstant<T> calls per frame — ¢dukcupyer 4ucio yCTAHOB-
JIEHHBIX KOHCTAHT BEPLUMHHOIO Lieiaepa AIsl CAeayommuX QyHKIIMIA:

¢ IDirect3DDevice9::SetVertexShaderConstantB — cayxut a1 yCTaHOBKU
OyneBolt KOHCTAHTHI BEPIIMHHOTO LIeHaepa;

e IDirect3DDevice9::SetVertexShaderConstantF — ciyxxut misg ycraHOBKH
I[pO6HOl"O SHAaYCHWA KOHCTAHTDHI BEPINMHHOIO meﬁz[epa;

e IDirect3DDevice9::SetVertexShaderConstantl — cayxur s ycraHoBKH
HEJIOYHCICHHOIO 3HAYCHHMA KOHCTAHTbI BEPIIUMHHOIO Luel?mepa.
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O SetPixelShaderConstant<T> calls per frame — ¢ukcupyer 4ucio yCTaHOB-
JIEHHBIX KOHCTAHT IIMKCEIbHOIO Ileiaepa s CleayolnuX hyHKIMA:

e IDirect3DDevice9::SetVertexPixelConstantB — cayxut mis ycTaHOBKH
OyJ1eBOM KOHCTAHThI ITMKCEAbHOIO LIeHaepa;

¢ IDirect3DDevice9::SetVertexPixelConstantF — ciaykuT a1 ycTaHOBKU
Z[pOﬁHOl"O 3HAYCHUS KOHCTAHTHI ITUKCEJIBbHOTO mef/’mepa;

e IDirect3DDevice9::SetVertexPixelConstantl — ciaykut 11 ycTaHOBKH 1Ie-
JIOUYUCIICHHOTO 3HAYCHUSA KOHCTAHTHI TUKCECIBbHOTO mef/’mepa.

Kateropusa Performance Counters

Kateropusi Performance Counters (DKciulyatalMoOHHbIE TOKA3aTeNlu COOPKU) CO-
Oupaer oOIMe DKCILTyaTAlMOHHbIE XapaKTePUCTUKU TECTUPYEMON MPOIrPaAMMEIL.
Kareropuss Performance Counters (DxcrulyatalluoHHBIE TioKaszaTreau cOOPKH)
BKJIIOYaeT B cebs TpU CIMCKa.

Cnucok Common In-process counters (O0uiue xapakTepuCTHUKU Tpoliecca) Heob-
XOJAUM JUtsl cOOpKM WHpopMaluu B Xoje Tpoliecca paboThl MporpamMMbl. DTOT
CIIMCOK COAEPXKUT LIECTh CIEAYIOIIUX apaMeTpPOB COOPKU:

3 % Processor Time — TIpOIIEHT 3aTrpysKEHHOCTH TIPOIIECCOPA;

3 Virtual Bytes Allocated — Ko11MuecTBO BUPTYaIbHO paciipeaeseMbIX OaiT;
O Thread Count — cyeTyuK [IOTOKOB;

O Handle Count — cyeTYnK JECKPUTITOPORB;

O IO Read Bytes/sec — KOIM4eCTBO MPOUTEHHbBIX OANT B CEKYHIY;

O 10 Write Bytes/sec — KOMMUYECTBO 3aNMMCAHHEBIX OAliT B CEKYHIY.

Cnucok Common System-wide counters (O0111e cucTeMHbIe TTapaMeTpbl cCOOPKN)
U3MepsieT OONIYI CHCTEeMHYIO METPUKY TeCTUpPYeMOoU MporpaMMbl U BKIIIOYAeT B
cels [ATh NapaMeTpPoOB COOPKU:

3 % Processor Time — TIpOIIEHT 3aTpysKEHHOCTH TIPOIIECCOPA;

O Page Faults/sec — Koin14ecTBO Ae(hEKTOB;

3 Available Bytes — noctynHble 0aiiThl;

O Total Threads — cucteMHBIe TTOTOKH;

O % Disk Time — BpeMeHHOI MPOLIEHT oOpalleHus K PU3NIECKOMY UCKY.

Tpetuit n mocaennuii cniucok All Performance Counters (Bce skcryartaiimoHHbIe
IOKa3aTesld) COOEPKUT caMoe OOJIbIIoe KOJIMYECTBO IapaMeTpoB cOOpPKHU, Ipe-
TOCTaBJIAIONINX TIOTHYI0 MHGOPMAIINIO 000 BeeX 3KCTUTYyaTallMOHHBIX XapaKTepH-
CTUKaX TecTHpyeMoil mporpaMMmbl. CaMoe MHTepecHoe 3aKTYaeTcs B TOM, 4TO C
nomolupio crucka All Performance Counters (Bce skcryatanMoOHHBIE [TOKa3aTe-
mu) B PIX for Windows BBl MoxXeTe MpoduiInpoBaTh pa3iMuHbie BUABI IIPOrpaMM,
a He Toibko DirectX-npunoxenusi. Ha puc. 5.8 BbI MokeTe YBUIAETb HEOONBIIYIO
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yacTb U3 o0uiero KojuuyecTsa mnapaMerpoB cbopku crnucka All Performance
Counters (Bce skciyatalMOHHbIE ITOKA3aTeNu).

[ "
PIX Counters @

all available counters Chosen counters

=I- All Performance Counters ~
+- MET CLR. Drata

JMET CLR. Metworking

MNET CLR. Mermory

MET CLR. Inkerop

\MET CLR. Exceptions

.MET _LR. Loading

MET CLR. LocksAndThreads

JMNET CLR it

.MET CLR. Remating

MNET CLR Security

KoopAHHATOR PaChpeASnEHHE]

NorkeckHi Ance

DHBHUECKIA ANCK

Cepeep

PafiouMe o4epeaH CEpESpa

MNepeHanpagHTEns

O O O O O Oy O = O o

OAMENRRATRE IR FRTH

£ 4

Descripkion of selected counker

[ OFK ] [ Cancel ]

Puc. 5.8. Cnucok All Performance Counters

Cnucok All Performance Counters (Bce skcmiyataliMoOHHbIe IOKa3aTeNu) COAep-
JKUT PSUI BIOXEHHbBIX B ce0sl CIIMCKOB, KAXJIbl U3 KOTOPbIX MMEET B CBOEM pac-
MOPSKEHUY MHOXECTBO PasHOOOPA3HEHIINX MapaMETPoB COOPKM, KaK TOBOPHT-
¢, Ha Bce ciydaw XW3HW. Jlapaifte, mist ymoGcTBa pacCMOTPEHMS, OINpPEAeTiM
KaXIbI BIOKEHHBINM CIMCOK TION 3aTOJIOBKOM, a MMEIOIINecs TmapaMeTphl coop-
KU T KaKIOTO CIMCKA BHITIOJTHAM B BUAC TIEPEUYNCICHWI ¢ MCYEPITBIBAIOITIM
OOBSICHEHMEM KAXJIOro IapaMerpa.

NET CLR Data

3 SglClient: Curent # pooled and nonpooled connections — Tekyllee yncio Beex
HOZ[KJ'I}O‘{GHI/If/)I, KakK SaﬂeﬁCTBOBaHHBIX, TaK 1 HeS&HCVICTBOB&HHHX;

3 SglClient: Curent # pooled connections — Texylee YnciI0 MOAKIIOUEHNUH, CBSI-
3aHHDBIX C IIPOLIECCOM,
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a
a

SglClient: Curent # connections pools — Tekyiliee YKMCJIO TIYJIOB, CBSI3AHHBIX
¢ MPOLIECCOM;

SglClient: Peak # pooled connections — Haubobllee YUCIO MOAKIIOUEHUN BO
BCeX I1yJiax;

SglClient: Total # failed connects — 4nciio HeyTaUHBIX MOAKIIOUEHUI;
SglClient: Total # failed commands — 4nciio HeyTauUHbBIX KOMaH/I.

NET CLR Networking

a
a

Connections Established — o01riee komuecTBO MOAKITIOYEHW BCETo Tpoliecca;

Bytes Received — o61iee konmmdgecTBO GaiiT, MOMYYeHHBIX B TIpoliecce IOJ-
KITFOUCHWS

Bytes Sent — oOlliee KoaMuyecTBO 0T, MOCIAHHbBIX B IIpolLecce IMOAKIIYE-
HUS;

Datagram Received — o01uiee KojqMuecTBO gararpamm, MojJyYeHHbIX B IIPOLIEC-
ce MOIKIIOYEHUS;

Datagram Sent — oO01iee KOJMYECTBO maTarpaMM, ITOCAAHHBIX B IPOLECCE
MOAKITIOUEHMUS.

NET CLR Exceptions

a

a
a
a
a

# of Exceps Throw — o011iee KOJIMYeCTBO MCKIIOUEHW;

# of Exceps Throw/sec — Ko1m4ecTBO UCKIIOUEHHI B CEKYHAY;

# of Filters/sec — 41C/IO BBIMOJTHEHHBIX (GUIBTPOB UCKIIOYEHUI B CEKYHIY;
# of Finallys/sec — KonmJecTBO KOHEUHBIX OJIOKOB B CEKYHILY;

Throw To Catch Depth/sec — 3HaveHmMe cueTynKa 0OpPabOTUNKA OCOOBIX CH-
Tyaluit.

NET CLR Loading

o

[ I [ |

a

Current Classes Loaded — konuyecTBO 3arpykK€HHbIX Ha JAHHbIAA MOMEHT
KJIaCCOB;

Total Classes Loaded — o0liee KOIUMYECTBO 3arpyKEHHbIX KJIACCOB;
Rate of Classes Loaded — xonmuecTBO 3arpykeHHBIX KJIacCOB B CEKYHIY;
Current appdomains — HoMmep MPUKJIATHON 00NacTH B TIPUITOXKEHUU;

Total Appdomains — HauOoNBIIUI HOMEP TIPUKIATHOU 0OJIACTU B MPUIIOXKE-
HUW;

>

Rate of appdomains — HoMep 3arpy:kKeHHOI NPUKIAAHON 00JACTU B CEKYHIY;

Current Assemblies — Ko/iIMueCTBO TpaHCASILMI, 3arpy:K€HHbIX B TEKYLIEM
MPUTOKEHUM;
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Total Assemblies — o01liee KOJMYECTBO TPAHCHSIIMEI, 3arpy>kKeHHBIX B TEKY-
LIEM ITPUIOXKEHUM;

Rate of Assemblies — KoJMUYECTBO TPAHCIALIMIA, 3aIPYKEHHBIX B CEKYHIY;
% Time Loading — napamerp 3ape3epBUpOBaH sl OYayLIero UCIo/1b30BaAHUS;

Assembly Search Length — napamerp 3apesepBupoBaH 1jsl OyAyllero Ucnob-
30BaHUS;

Total # of Load Failures — MakcuManbHOE KOJIUMYECTBO HE3arpyKeHHbIX Kjiac-
COB;

Rate of Load Failures — Ko11MuecTBO He3arpyXXeHHbIX KJIaCCOB B CEKYH/IY;
Bytes in Loader Heap — Texyiuuii pazMep ¢usuyeckoil mamMITu B OaiiTax;

Total appdomains unloaded — o01iiee KOJUUYECTBO BbITPY>XEHHbIX MPUKIAIHbBIX
obnacrei;

Rate of appdomains unloaded — Ko/114YeCTBO BbIFPYKEHHbIX MPUKIAAHBIX 00-
Jlacteil B CeKYyHIY.

NET CLR LocksAndThreads

a

Total # of Contentions — o0111ee KoJlMYecTBO HE3aOJOKMPOBAHHBIX TTOTOKOB;

O Contention Rate/sec — cKOpOCTb HEYIAYHOIO OJOKMPOBAHUS IIOTOKOB;

O Current Queue Length — KoauyecTBO TeKyIIMX OXUIAIOIIMX OJOKMPOBKHU I10O-
TOKOB;

O Queue Length Pea — o0iiiee KoMyecTBO OKUAAIOIINX OJTOKMPOBKH TTOTOKOB;

O Queue Length/sec — KoOMMUYECTBO TEKYIINX OXUIAOIINX OIOKMPOBKUA TIOTO-
KOB B CEKYHIY;

3 # of current logical Threads — xonuyecTBO TEKyIIMX 0OBEKTOB TTOTOKA;

3 # of current physical Threads — xon4ecTBO CO3MaHHBIX TTOTOKOB;

3 # of current recognized threads — Texyiiee KoJu4yecTBO MMOTOKOB ¢ OOBEKTAMM;

3 # of total recognized threads — o01iee KoMyecTBO MOTOKOB ¢ OOBEKTAMU;

O rate of recognized threads/sec — KoTMYECTBO TOTOKOB C OOBEKTAMH B Ce-
KYHIY.

NET CLR Jit

O # of Methods Jitted — oO1iee KoITMYECTBO OTKOMITUITUPOBAHHBIX METO/IOR;

3 # of IL Bytes Jitted — xomnuecTBO OTKOMMMJIMPOBAHHBIX OANTOB;

O Total # of Bytes Jitted — xon1MuecTBO OTKOMITMIMPOBAHHbBIX OANTOB;

O IL Bytes Jitted/sec — ckopocTh KOMNWINPOBAHUS OANTOB B CEKYHY;
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O Standart Jit Failures — MaxkcuManbHOE YMCJIO HEOTKOMIIMWIMPOBAHHBIX Me-
TO/IOB;

3 % Time in Jit — TpolleHT BpeMeHN KOMTMJIAIINAMN.

NET CLR Remoting

Remote Calls/sec — KoJIMYeCTBO 3aIIPOCOB HA OOBEKT B CEKYHY;
Total Remote Calls — o0111ee KOIMYECTBO 3alIPOCOB Ha OOBEKT;
Channels — o01iiee KOJIMYECTBO KAHAJIOB COOOILEHUIA;

Context Proxies — o0liee KOJIMYECTBO CO3JaHHBIX OOBEKTOB;

Context-Bound Classes Loaded — oG1iee ynciio 3arpy’keHHBIX KJIacCOB;

[ [ I [ [ R

Context-Bound Objects Alloc/sec — KOJMYECTBO KIACCOB, pacHpeaeaeHHbIX
B CEKYHIY;
O Contexts — KOJ11MYECTBO KOHTEKCTOB B MPUIOXEHMH.

NET CLR Security
O Total Runtime Checks — KouuecTBO NPOBEPOK KOAA AOCTYIIA;

3 % Time Sig. Authenticating — mapameTp 3apesepBupoBaH it OyaylIero uc-
I[10JIb30BaHUS;

3 # Link Time Checks — oO01iee kolnuecTBO MPOBEPOK BPEeMEHM B TIPUIIOXKE-
HMU;

(3 % Time in RT checks — TponieHT BpeMeHM, TTOTpadeHHEIN Ha MTPOBEpKN Kona
JOCTYIIa;

O Stack Walk Depth — r1y6uHa cTeka B TTocIeIHIOW TTPOBEPKY Koaa AOCTyTIa.

KoopauHartop pacnpegesieHHbIX TpaH3aKuynii
O AKTHBHBIE TPAH3AKIHMH — AKTHBHOE YKCJIO TPAH3aKIIWil HA TAHHBI MOMEHT;
3asepiieHHbIe TPAH3AKIAN — KOJMYECTBO YK€ 3aBEPIIEHHBIX TPAH3AKIINIA;

IIpepBanHble TPAH3aKIAA — KOJTMIECTBO BCEX MPEPBAHHBIX TPAH3AKIIUIA;

[ I |

TpaH3aKum1 nmoa COMHEHHEM — KOJMYECTBO TpaH3aKL[l/Il7l, noABEPIraroluxcsa
COMHEHUIO,

a

MakciMyM aKTHBHBIX TPaH3aKIMii — YNCIO ONHOBPEMEHHO 3aIyIIeHHBIX
TPaH3aKIINIf 32 BCE BPeMsI,;

O IlpunyauTeNbHO 3aBEPHICHHBIE TPAH3AKIMM — KOJMYECTBO TPAH3AKIIWI, MPU-
HYJIUTETHHO 3aBEPIIEHHBIX CUCTEMHBIM aIMUHUCTPATOPOM;

O IlpunyauTenbHO MpepBaHHbIE TPAH3AKIHH — KOJMYECTBO TPAH3AKLIMI, IPUHY-
JUTEJbHO MPEePBAHHBIX CUCTEMHBIM aAMUHUCTPATOPOM;

O Bpemsa oTkiIMKa (MHHAMYM) — MWHHUMAQJIbHBIA IPOMEKYTOK BPEMEHH MEXIY
HAYaJIbHOM M KOHEYHOM TpaH3aKIIUe;
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a

Bpemsi oTkamka (cpeanee) — cpeIHU MPOMEXYTOK BpEMEHU MeXIy Hauyaib-
HOM Y KOHEYHOM TpPaH3aKIIUE;

Bpemsi oTkimka (MAKCHMYM) — MaKCUMAaJIbHBIM MPOMEXYTOK BPEMEHU MEXIY
HA4yaJbHOU M KOHEYHOM TPaH3aKLUECH;

Tpanzaxmmii/c — KOJTMYECTBO BBITTOTHEHHBIX TPAH3AKINI 32 ONHY CEKYHIY;

3aBepimeno TpPaH3aKIMii/C — KOJIWYECTBO 3aBEPIICHHBIX TpaH3aKIWi 3a ONHY
CEKYHIy;

O IlpepBano TpaH3aKIMii/c — KOJWYECTBO TIPEPBAHHBIX TPaH3aKINH 3a ONHY
CeKYHIy.

Jlornveckuii guck

3 % ceoboaHoro Mecra — CBOOOJIHOE MECTO Ha JIOTMYECKOM JAMCKE, OTPAXEeHHOE

a

B [IPOLECHTAX I10 OTHOLUCHUIO KO BCEMY 06’b€My JIOTMYECKOIro AUCKa,

Cpo00aHO MeradalT — KOJIMYECTBO CBOOOJHBLIX MEradaiiTOB Ha JOMMYECKOM
JIMCKE;
Tekymas IMHA 09YepeaM TUCKA — TEKyLIas JJIMHA ouepeny K JIUCKY;

% AKTHBHOCTH JMCKAa — TIOKA3bIBAacT TMPOIEHTHO-BPEMEHHYIO AKTUBHOCTH
JUCKa;

Cpennas namHa odepenyu AMCKA — cpelHee 3HaYeHWe Bcell IUIMHBI odepenn K
JINCKY,

% AKTHBHOCTH JHCKA MPH YTEHHH — TIPOIIEHT TTOTpavyeHHOTO BpeMeHW Ha 00-
paboTKy 3aITpOCoOB IS UYTSHUS,

Cpeﬂl{ﬂﬂ JAJIHHA ovYepeau YTCHHA JUCKA — CPEIHEC 3HAYCHUE MMCIOUIUXCA 3a-
TIPOCOB HAa YTEHUE,

% AKTHBHOCTH JHCKA MPH 3aNHCH — TIPOIIEHT TIOTPAueHHOTO BpeMeHW Ha 00-
PaboOTKy 3ampocoB AJIsl 3aMKUCH;

Cpelll'lﬂﬂ AJIMHA odYepeau 3amuCH Ha JUCK — CPEAHEC 3HAYCHUEC HMMCIOIIUXCA
34aIIPOCOB HA 34dIlIMCh,

CpenHee Bpemsi oOpaimeHHs K AHCKY (CeK) — cpenHee BpeMs B CEKyHIax, He-
00Xxoa1Moe Ha ofuH OOMEH JaHHBIX C JMCKOM,;

Cpennee Bpemsi uTeHHMsl ¢ AUCKA (CeK) — cpeHee BpeMsl B CeKyHIax, HeoOXo-
JUMOeE JIJISI OMHON OTepaly YTeHUs JaHHBIX C TUCKA;

Cpennee Bpems 3amicH Ha JUCK (CeK) — cpeHee BpeMsl B CeKyHIax, HeoOXo-
JUMOeE JIJISI OMHO OTepaly 3aMuch JaHHBIX HA AUCK;

OOpamennii K IUCKY/CeK — BpeMs oOpallleHWsl K TNCKY B CEKYHIAX Kak TS
3aMUCH, TaK M JUTS] YTEHUST TaHHBIX;

OOpamennii YTeHHs1 ¢ JUCKa/ceK — BpeMs obpalleHWs K IWCKY B CEeKyHIax
JUTSL YTeHUST TAHHBIX;
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o

OOpamennii 3aMMcH Ha TUCK/CeK — BpeMs oOpalleHHWs K ANCKY B CEKYHIAX
JUIS 3aMCU TAHHBIX;

CkopocTth 00MeHa ¢ AUCKOM (0aiiT/CeK) — CKOPOCTH UYTEHUS W 3aINCH TaHHBIX
¢ JIMCKa;

CkopocTb ureHus ¢ aucka (0aiiT/ceK) — CKOpOCTh YTeHUS TaHHBIX C JINCKA;
CkopocTh 3amucu Ha TUCK (0aiiT/ceK) — CKOPOCTh 3allMCH TAHHBIX HA JNCK;

Cpennmii pa3mep oaHoro odomMena c¢ auckoM (0aiiT) — cpeaHuil pasMmep B Oaii-
Tax, TMOJYICHHBIX TTPU OTepaltiy YTEHWS W 3aIlTNCH JTaHHBIX;

Cpennmii pazMep oaHOTO 4TeHHs ¢ AWcKa (0ailT) — cpegHuil pasmep B OailTax,
[1OJIyYEHHBIX IIPU OllE€PALIMU YTEHUS JAHHbIX C JIUCKA;

Cpennmii pa3mep OOHON 3amucH Ha aucK (0aiT) — cpeigHUil pasmep B OailTax,
[IOJIyYE€HHBIX IIPU OlEpaLMK 3alIMCH JAHHbIX HA IUCK,

IIpouenT BpemMenn 0e3AeiCTBASI — BpeMEHHOM IIPOLIEHT Oe3leiicTBUS AUCKA;

O Pacmeniennii BBOAa-BBIBOIA/CEK — CUCTINK PACIIETIIICHNI TaHHBIX.

Dusnvecknin AUCK

O Tekymas IJuHA OYepeau AMCKa — TEKyllas JJIMHA oYepeln K JUCKY;

3 % aKTMBHOCTH IHMCKa — TIOKa3bIBaeT TIPOICHTHO-BPEMEHHYIO aKTWUBHOCTH
JIMCKa;

O Cpennsisa 1MMHA ovepeaM AMCKa — cpefHee 3HaYeHWe Bcell ITMHBI odepenn K

IICKY;
% AKTHBHOCTH JHCKA MPH YT€HHH — TIPOIIEHT TIOTPauyeHHOTO BpeMeHW Ha 00-
paboTKy 3aIpoCcoB ST YTECHNS,

Cpezmsm JJIHHA O4Yepeaud YTCHHA OUCKA — CPEOHEE 3HAYEHUE MMCIOHNINXCS 3a-
IPOCOB HA YTCHUCE,

% AKTMBHOCTHM JMCKA NPH 3AMMCH — [IPOLICHT MOTPAY€HHOIO BPEMEHU Ha 00-
PaboOTKy 3ampocoB sl 3aMKUCH;

Cpe}lHﬂﬂ JJIHHA ovYepeau 3amMCH HA JUCK — CPCOHEC 3HAYCHUC MMCIOUIMXCHA
34aIIPpOCOB HA 3dIlIUCh,

Cpennee Bpemsi oOpalmeHHs K AHMCKY (CeK) — cpemHee BpeMs B CEKyHIax, He-
obxoanMoe Ha oH 0OMeH TaHHBIX C TUCKOM;

Cpennee Bpems uTeHMsI ¢ QUCKA (CeK) — cpejHee BpeMsl B CeKyHIax, HeoOXo-
IUMOE IJIST OMHOM OTepalliy YTeHHWS TaHHBIX ¢ THCKA;

Cpennee Bpems 3amicH Ha JUCK (CeK) — cpejHee BpeMsl B CeKyHIax, HeoOXo-
JIUMOE JIJISI OMHOM OTepaly 3aMuCcH JAHHBIX HA JUCK;

OOpamennii K TUCKY/CeK — BpeMsl oOpalleHNsT K INCKY B CEKYHIAX Kak TS
3aMUCH, TaK M JUTS] YTEHUST TaHHBIX;
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OOpamennii 9YTeHnss ¢ AMCKAa/CeK — BpeMs oOpallleHWsT K JNCKY B CEKyHOax
JUIS IYT€HUST TAHHBIX;

OOpamennii 3aMMCcH HA TUCK/CeK — BpeMs oOpallleHHWs K ANCKY B CEKYHIAX
IUISE 3alMCU JIAHHBIX;

CkopocTth 00MeHA ¢ AUCKOM (0aiiT/CeK) — CKOPOCTh UTEHUS W 3aINCH TaHHBIX
¢ JIMCKa;

CkopocTb uTeHHs ¢ aucka (0aiiT/ceK) — CKOPOCTh YTeHUS TaHHBIX C JINCKA;
CkopocTh 3amucu Ha qucK (0aiiT/CeK) — CKOpOCTh 3aMMCH TAHHBIX HA JTUCK;

Cpennuii pazMep omaHOTO 00MeHA ¢ IHCKOM (0aifT) — cpemHwit pasmep B Gaii-
Tax, MOJYYECHHDBIX TIPU OTICpalN YTCHUS U 3alTMCH TaHHDBIX,

Cpennuii pa3mMep OIHOTO YTeHHsA ¢ mucKa (0aiT) — cpemHMit pasMep B Gaifrax,
TTOTYYEHHBIX TIPU OTIepaIlii YTeHNUS TAaHHBIX C TACKA;

Cpennuii pasMep omHOi 3amicH Ha AMCK (0aiiT) — cpenHMit pasmep B Gaifrax,
TIOJIYIYCHHBIX TIPU OTMEPpAINU 3aNTMCU JAaHHBIX HA OUCK;

IIponeHT BpeMeHH Oe3aeiicTBIS — BPEMEHHO TTPOIICHT Ge3NeCTBUS IMCKa;

Pacmeniennii BBOAa-BBIBOIA/CEK — CUCTUNK pacIleTNICHN TaHHBIX.

Cepsep

o

a

Bcero 0aiit/cek — o01iiee KOJMYECTBO IMOJYYSHHBIX M OTIPABIECHHBIX OANTOB
CEPBEPOM UEPE3 CETh;

Ilonyuyeno ©OaiiT/ceK — oOllee KOJIMYECTBO IOTYUYEHHBIX OAWTOB CcepBEpOM
Yyepes CeTh;
Ilepenano OaiiT/cek — oOIIee KOTMYECTBO OTIPABIECHHBIX 0ANTOB cepBEpOM

Yepes CETh,

CeaHcCoB, 3aKpBITBIX MO TalM-ayTy — KOJMUYECTBO CEAHCOB cepBepa, 3aKPBITHIX
ABTOMATWYECKM HAa OCHOBAHWUM BpeMeHU Oe3NeiCTBUS, TMPEBBIIIAIIIETO 3a-
JAHHBIA TalkM-ayT;

CeancoB, 3aKpBITHIX H3-32 BO3HHKHOBEHHMS OINMOKM — KOJMYECTBO CEaHCOB
cepBepa, 3aKPBITBIX ABTOMATMYECKW Ha OCHOBAHWM BO3HWKHOBEHMS OMINOOK
WIM BpeMeHU O€3MeUCTBUS, MPEBBIIIAIOILETO 3aJAHHbINA TaliM-ayT;

CeaHCOB, 3ABEPIICHHBIX HOPMAJIBHO — OTIPEACIAET KOJMYECTBO KAUYECTBEHHO
3aBEPLICHHBIX CEAHCOB,

CeaHCOB, 3ABCPIICHHBIX TPHHYAUTEIBHO — OIPENCIIAECT KOJIUYECTBO MPUHYIN-
TEJIbHO 3aBCPLICHHDBIX CCAHCOB;,

Omnbox BX04Aa — I10KA3bIBAET KOJIMYECTBO OLIMOOK BXOJa HA CEPBEP,

Omu00K OTCYTCTBHS NMPaBA JOCTYNA — OIPENe/seT KOJIMYECTBO OLIMOOK BXO-
Jla Ha cepBep Ha OCHOBAHMM OTKAa3a B IIpaBax JAOCTYIA;
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O Omm0oK mMpenocTABIEHHOTO JOCTYNA — KOJMYECTBO TOTBITOK HECAHKIIMOHHU-
POBAaHHOIO JOCTYIIA Ha CepBep;

O OmmboK cucTeMbl — 00IIIee KOIMYECTBO OIMMOOK Ha cepBepe;

a

OTBepruyTO 3amMpocoB OJOKHPOBAHHS — KOJMYECTBO HepealM30BAHHBIX 3aMpo-
COB OJIOKUPOBKWU;

a

HexsBaTok paGO!mx JJIEMEHTOB — II10KA3bIBACT KOJMYECTBO HECIPUHATLIX dAH-
HbIX B I€PpHUOJ MHAMKAIINU,

Bcero onepanmii oTKpbITHA (paiiioB — 00Ilee KOTMYECTBO OTKPHITHIX (PailioB;
OTKpLITBIX (PAiIOB — KOJUUYECTBO TEKYIIIUX OTKPBITHIX (haitoB;

CeancoB cepBepa — TTOKa3bIBacT TEKYIINE OTKPHITEIE CEAHCH cepBepa;

[ I R

Onepanmii moucka ¢aiinoB — Tekyllee KOJIMYECTBO OMNepaldili IO IOUCKY
aitnos;

O DbBaiir B HeBBITPYKAeMOM CTPAHHYHOM MyJie — oOllee KOJMYECTBO HEBBIIPY-
JK€HHBIX 02MTOB U3 MaMSITH;

O OTKa30B HEBBITPYKAEMOT0 CTPAHHYHOTO MyJa — OIpeaesdeT Majoe KOJUYeCT-
BO MAMITU CUCTEMBI;

O Hesbirpyxkaemsiii mys (IMK) — OTMpPEACSIET KOTUYECTBO HEOOXOMUMON TTaMSITH
B CHCTEME;

O BaiiT B BHIrpyXaeMOM CTPAHHYHOM myJje — oOlIee KOJMYeCTBO BHITpY:KaeMoit
TTaMSITH;

O Orka3zoB BBIIPYXKAC€MOr0 CTPAHUYHOIO MyJla — YUCIO OTKA30B JISI BLIACICHUA
TTaMATHU U3 BBITPYXKAEMOTI0 CTPAHWUYHOTIO ITyJia,

O Boirpyxaemblii mya (IHK) — MaKCHMMaJIbHOE YMCIO OAMTOB, BBITPY>KEHHBIX U3
yJa;

O IlocTaBiieHHBIX B OYepenb KOHTEKCTHBIX OJIOKOB/CEK — YacTOTa MOMATAHUS
B ouepeb KOHTEKCTHbIX OJIOKOB;

O Omepanmii Bxona (Logon)/cek — JacToTra onepauuii 1o BXOAy Ha cepBep;

O Bcero onepaumii Bxoga (Logon) — o0liee KOJIUYECTBO oOmMepaluii BXoAa Ha
cepBep.

Pabouune ouepenn cepepa

O /lomna ouepead — ATMHA OUEPEIU CEPBEPA;

O AKTHBHBIX TIOTOKOB — YMCJIO TEKYILUX BBITONHSIOIIUXCS TOTOKOB;

O JlocTynHBIX MOTOKOB — YUCIIO JOCTYITHBIX TTOTOKOB JIJISI TIPOIIECCOPA;

O JdoctynHeix padounx 3J€MEHTOB — YWCIIO TOCTYITHBIX 3aITPOCOB CepBepa;

O 3auMCTBOBAHHBIX PA0OYMX IJIEMEHTOB — B TOM CJIydyae, €C/IM IIPOLIECCOp YKe
WCTIOMB30BAT BCe JOCTYITHBIE paboure 3JeMEeHTHI, OH MOXKET MO3aMCTBOBAThH
CBOOOIHBIE 3JIEMEHTHI IPYToTo TPoIeccopa;
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HexBaTok pa®ounx 3J1eMeHTOB — eCITi Ha MPOTSLKEHUH UTUTETEHOTO BpeMEeHN
cyeTyuk Oosbiie 0, TO cieayeT yBeJMUYUTh 3HAYCHUE MaxWorkItems B CHUCTEM-
HOM peecTpe I CayxXObl cepBepa;

Tekymux KJIMEHTOB — CUETYMK KOJMYECTBA KJIMEHTOB, OOCIY:XKMBAaEMBIX Ha
JIAHHbIA MOMEHT;

IHomydeHo 0aiiT/ceK — KOMMUYECTBO TIOJYICHHBIX OANTOB, ONMpenessieT cTeeHb
3arpy3Ku cepBepa;

OTnpapiieHo 6aifT/ceK — KOTMYESCTBO OTIPABICHHBIX OANTOB;
Ilepenano 0aiiT/ceK — KOMMISCTBO OTIPABICHHBIX M TIOJYICHHEIX OANTOB;

Onepanmii 9TeHHs/ceK — YacToTa, ¢ KOTOPOil cepBep OCYIIECTB/SIET ONepaluu
yreHus GaiiaoB Mo 3amIpocy;

IIpounTtano 6GaiiT/ceK — KOJUYECTBO MPOUUTAHHBIX OANUTOB;

Onepanmii 3a0MCH/CeK — YACTOTA OIEPALII 3aMUCH;

3anmucano 0aiiT/ceK — KOJTMYECTBO 3aTMCAHHEIX OANTOB;

Bcero 6aiiT/ceKk — cKOpOCTH CUYNTHIBAHUS WJIN 3aTTUCH MAHHBIX B (aiiier;

Bcero ¢aiioBbix omepammii/ceK — yacToTa pabOTHI cepBepa IO YTEHMIO WIN
3anmucu B ¢haljIbl Mo 3apocy KIMEHTOB JIJIsT JAHHOTO TIPOIeccopa;

IlocTaBieHHbIX B OYepelb KOHTEKCTHBIX OJOKOB/CEK — YACTOTA ITOMATAHUS
KOHTEKCTHBIX 0;10KOB B ouepenb FSP nmanHoro cepaepa.

lMepeHanpasutesnp

a
a
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Bcero 0aiiT/ceK — cKOpoCTh 00pabOTKN TAHHBIX;

DaiioBbIX omepanuii ¢ JAHHBIMH/CEK — YacToTa OOpabOTKM ofepalliii ¢ JaH-
HBIMU;

IIakeToB/ceKk — yacToTa OOPAOOTKM NAKETOB AAHHBIX;

ITonxyueno 6aiiT/ceK — CKOPOCTb IOCTYILUIEHUS JAHHBIX;

ITomyueHo maKeTOB/ceK — YacTOTa TMOJYICHUS TTAKETOB;

IIpounTaHo cTpaHHYHBIX 0AMT/CEK — CKOPOCTh YTeHUS TAHHBIX TTOCIE OIINOOK;

IIpounTano He CTpaHMYHBIX OAT/CEK — CKOPOCTb CUMTHIBAHMS AAHHBIX MPHU-
JIOKEHUA,

IIpounTano u3 Koma 0aldT/CeK — CKOPOCTb IMONYYEHMS IMPUIOXKEHUSIMU MAH-
HBIX W3 K3II-TIaMATH;

IIpounTano cereBbixX 0AMT/CEK — CKOPOCTb UTEHMS JAHHbBIX U3 CETHU,;
Ilepenano 6aiiT/ceK — CKOpPOCTh Iepenayn OANTOB B CETh;
Ilepenano makeToB/ceK — CKOPOCTH TTepelady TMAKETOB B CETh;

3anncaHo CTPAHWYHBIX 0AMT/CeK — CKOPOCTH 3aMMCH JaHHBIX;
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3anncaHo He CTPAHMYHBIX 0AMT/CEK — CKOPOCTH 3aIMCH JTAHHBIX TTPUIIOKECHHHI
[IpY [I€PeHANPaBIeHIH;

3anmcaHo B K31 0aifT/ceK — CKOpPOCTh 3alTMCH JAaHHBIX B KAII-TTAMSITH;
3anncaHo ceTeBBIX 0ANT/CEK — CKOPOCTD 3aNMCH TAHHBIX Yepes3 CeTh;
Onepanuii yrenns (aiiioB/cek — yacTora 3anpoca JaHHbIX;

Onepanmii YTeHns1 MPAMOTO IOCTYNA/CeK — YacToTa YTeHus (aiina;

Yrennii NaKeTOB/CeK — YACTOTA YTEHUS [1AKETOB;

aagooagaa

JITMHHBIX 9TEHMIi/ceK — YacToTa YTeHWs TaHHBIX OOMBIIMX, YeM Oydep cep-
Bepa;

O Yrenmii KOpPOTKHX WNAKETOB/CEK — 4YACTOTa YTEHWS JAHHBIX MEHBIINX, YeM
Oydep cepsepa;

Onepanmii 3amicu ¢aiinoB/ceK — YacToTa OTIPABKH JaHHBIX;

a

O Onepaumii 3anucH MPSIMOro JOCTYNA/CeK — 4YaCcTOTA 3amucH daiina;

O Onepanmii 3amACH TMAKeTOB/CEK — YAacTOTa 3alCU IAKETOB INAHHBIX 4Yepe3s
CeTh;

O JIiuHHBIX omepanmyii 3amMCH/CeK — YacToTa 3alMCH JaHHBIX OONbIIMX, YeM
oydep cepsepa;

O Onepaumii 3amiICH KOPOTKHX MAKETOB/CEK — YACTOTA 3alCU JAHHBIX MEHb-
mux, yeM oydep cepsepa;

O OrKa3oB Ha Onmepanpi0 YTEHHS/CeK — YacTOTa OTKA30B OMNEpaIvil Hermocpen-
CTBEHHOTO YTCHUS,

O Orka3oB HA OmEpanMI0 3aNMMCH/CEK — YAcTOTa OTKA30B ONEpalMil Hemocpel-
CTBEHHON 3aMucCu;

O CereBbix OMMOOK/CEK — YaCcTOTa BO3HUKHOBEHMS OLLIUOOK;
O Ceancos cepepa — KOJUUYECTBO CEAHCOB CEPBEPA;

O IloBTOpHbLIX NOAKJIIOYEHHI K CepBepY — KOJMUYECTBO ITOBTOPHBIX IOAK/IIOYE-
HUI K CEPBEPY;

O IloaxmoueHmii K cepsepaM 0a30BOr0 YpPOBHSA — TIOICYNTHIBACT KOJMYECTBO
AKTUBHBIX MOAKIIOYEHUH K cepBepaM, UCIOJb3YIOUIMM Oa30BbIA IMPOTOKOI
MS-Net SMB, Bkitouast cobcTBeHHO cepBepbl MS-Net, a Takke cepBepbl
Xenix u Vax;

O Hoaxmouennii Kk Lan Manager 2.0 — MOACYUTBHIBAET KOJIUYECTBO AKTUBHBIX
TIOJKITIOUeHNH K cepBepam Lan Manager 2.0, Bkitouast cepBepsl LMX;

O Ionkmouennii K Lan Manager 2.1 — NOACUYUTHIBAET KOJUYECTBO AKTMBHbIX
TIOJIKITIOUeHNH K cepBepam Lan Manager 2.1, Bkitoydasi cepBepbl LMX;

O Ionxmoyenniit kX Windows NT — 1moacuuThiBaeT KOJMYECTBO AKTUBHBIX MO[I-
KT04eHn# K KommbloTepaM ¢ Windows 2000 win paHee;
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OTKII0YeHMii OT cepBepa — KOJIMUYECTBO OTKIIOUEHUU OT cepBepa;

3aBHcaHmii CeancoB cepBepa — KOJMYECTBO IIPEPBAHHBIX CEAHCOB U3-3a 3aBHU-
CaHUW cepBepa;

AKTHBHBIX KOMAaHA — KOJMYECTBO XKIYIIUX 3alTPpOCOB.

Obo3speBaresb ceTn

a
a
a

aa
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O0mbsaBnennii cepeepa/cek — yactora oOBSIBIEHUI cepBepa;
O0bsaBieHnii 10MeHA/CEK — YacTOTa OOBIBICHNH JTOMEHA;

Bcero o0bsBiIeHnii/ceK — cymMMa 3HAYeHUI OOBABICHUI cepBepa U OObsIBIIE-
HUW IOMEHA;

N30mpaTenbHBIX MAKETOB/CEK — YACTOTA TTOTYYCHUS M30MpaTeIbHBIX MaKeTOB;

Onepanmii 3anACH B MOYTOBBIi CJIOT/CEK — YACTOTA MpHUeMa COOOIIEHUI yepes
TMOYTOBBIA CJIOT;

3anpocoB HA CIHCOK CEPBEPOB/CEK — YACTOTA 3aTIPOCOB Ha CMHCOK CEPBEPOB;
Hymepanmii cepBepom/ceK — yacToTa 0OpabOTKU 3alpOCOB;

Hymepanmii 1o0MeHOM/CeK — 4acToTa 00pabOTKM 3aIIpPOCOB;

IIpounx Hymepammii/ceK — yacToTa 0OpabOTKM 3aIIPOCOB;

Bcero Hymepanmii/cek — Jactota 0O6paboOTKM 3ampocoB 00603peBaTeNeit;

IIpomaxorR 00BsABIEHHI CEPBEPOB — KOJTMUECTBO COPOITEHHBIX OOBSIBICHMIA
CepBEPOB;

HpOMaXOB JaTarpamMMm IOYTOBBIX CJIOTOB — KOJMWYECTBO OTKIOHEHHBIX Iara-
I'paMM ITOYTOBBLIX CJIOTOB,

IIpomaxoB 3ampocoOB Ha CHHCOK CEPBEPOB — KOJMYECTBO HEOOPaOOTAHHbBIX
34dIIPOCOB HA CIIMCOK CEPBECPOB;

Ommook pacnpeneieHns o0OBSABICHHI cepBepa/ceK — YacTOTa, ¢ KOTOPOU cep-
BE€pPbL HE O6pa6aTblBaIOTCH B CBA3U C HECAOCTATKOM IIaMSITH,

OmuOoK pacnpeaejendsi MOYTOBLIX CJIOTOB — KOJMYECTBO HEYMABILMXCS I10-
TIBITOK BBIACTUTD Oydep;

Omu0oK npueMa B MOYTOBBIA CJIOT — KOJMYECTBO HEMPUHITHIX COOOILEHUI;
Omu0oK 3amiICH B MOYTOBBIi CJIOT — KOJMYECTBO HE3AIMCAHHBIX COOOILIEHUI;

Ommook OTKPBITHA NOYTOBOIO CJ'IOTa/ CeK — YacToTa OIIMOOK TOAKITIOUCHUST
K IIOYTOBBIM CJIOTAM,

Jyonupopande o0bsIBICHHIE IJI. 0003peBaTeNsi — KOJIMYECTBO BBISIBJICHUI ApY-
Toro obo3peBares;

HenpaBuababix aaTarpaMM/ceK — YacToTa IOJyYeHMS HENpaBUIbHBIX OaTa-
TpaMM.
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OTo0pakennii TAHHBIX/CEK — YaCTOTA OTOOPAKEHMS CTPAHUIL B KOIII;

CHHXPOHHBIX OTOOpaXKeHHiA JAHHBIX/CEK — YacToTa OTOOpaXeHWST CTPaHUII
B KO3III M OXKUAAHNE WX TTONTYYCHHUS;

ACHHXPOHHBIX OTOOpaXkKEeHHIl JAHHBIX/CEK — YacTOTa OTOOpPaKEHMUsS CTPAHMII
B KDIII IPY HE OXKMIAHUM UX IOJYyYSHUST;

% nomagaHuii mpH OTOOPAXKEHMM JAHHBIX — IIPOLEHT OTOOPAXEHMSI CTPAHMILI
B KOIII;

Dukcanuii MpA 0TOOPaKEHHH AAHHBIX/CEK — YacTOTa OTOOpakeHUl CTPaHMILL
B K3l ¢ pUKcalMeld;

@ukcanmii MpH YTEHHH/CEK — YacToTa YTCHWST MAHHBIX B KAII C TTOCIEIYIO-
mei dbukcamnmeir;

CunxpoHHBIX (HKCAIMA TPH YTEeHHH/CeK — YacToTa UYTCHUS MAHHBIX B KOII
JUTS TIOMTOTOBKHM 3aICH Ha JUCK C TMOCTEAYIOEeH puKcammeii;

AcuHXpOHHBIX (pUKCANMIl NMPH YTEHWH/CEK — YaCcTOTa YTCHUS TAHHBIX B KOII
TUTST TIOZITOTOBKY 3aTTMCH HA JINCK ¢ TIOCHTenytoleit hukeanneit;

% nonananuii (PUKCANMHA NPH YTEHHH — MIPOLEHT (UKCALMIA CTPAHUL B KIIII;
Yrenuii ¢ KOMAPOBAHHEM/CEK — YaCcTOTA YTEHUsI JAHHBIX U3 KOLI-MAMITH;

CI/[HXI)OHH]:IX YTEHHH ¢ KOHHpOBaHI/leM/ CEeK — YacToTa CHUHXPOHHOIO YTCHUS
OTAHHBIX U3 KOUI-TTaMATH,

AC[/[HX])OHH])IX YTEHUl ¢ KOHHpOBaHI/IeM/ CEeK — YacToTa aCMHXPOHHOTO YTCHUSA
JAHHDBIX N3 KOUI-TIaMATH;

% nomajgaHuii NPH YTEHHH C KONMPOBAHHEM — IIPOLEHT OIEepalMil YTeHUs ¢
KOTMMPOBaHNEM W3 KIII-TIaMATH B Oydep;

Yrenmii MDL/ceK — yacToTa UTeHUs NAHHBLIX CTPAHUL KOUI-MAMITH C IPH-
MEHEHUEM IECKPUIITOPOB MaMSITH;

Cunxponnbix urenmii MDL/cek — uyacroTra 4YTeHHs] AaHHBIX CTPaHMI KOII-
MaMITH ¢ TPUMEHEHUEM JeCKPUIITOPOB IaMSITH;

Acunxponnnix yrenmii MDL/cek — dacToTa 4UTeHWST acWHXPOHHBIX JTaHHBIX
CTPaHUL KOLU-NAMSTU C IPUMEHEHUEM JECKPUIITOPOB MAMSITH;

% nomananmii yreamii MDL — TpoIleHT 3ampocoB Ha YTeHWe CTPaHWI KOII-
TTAMITH ¢ TpUMEHEHNEM JeCKPUTITOPOB TaMSITH;

Vhpexaaomux 9TeHuii/ceK — JacToTa oTepalnnii YTeHns ¢ HaXOXIeHNUEM To-
CIIeIoBATETHLHOTO TOCTYMA K aitnam;

BeicTphIX 4YTeHmii/ceK — 4YacToTa oOIllepaluii UYTEHHS HEMOCPEICTBEHHO U3
KBII-TIAaMSTU B 00X0[ (hailIOBOI CHCTEMBI;

CHHXPOHHBIX OBICTPBIX YTEHMIi/CEK — YaCTOTa OIepalnii YTeHUs HEeIIOCPEACT-
BEHHO M3 KAUI-MAMITU B 00X0[ (hailIOBOI CUCTEMBI;
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ACHHXPOHHBIX OBICTPBIX YTEHMIi/CEK — YACTOTa ACMHXPOHHBIX OTEpariii ure-
HUS HEMTOCPEACTBEHHO U3 K3ILI-MAMITU B 00x0a (ailioBoil CUCTEMBIL;

IIpomMaxoB pecypca OBICTPOro YTEHHS/CEK — YACTOTA OTKA30B OBICTPOTO UTe-
HMSI;

He ocymecTBIeHHBIX OBICTPBIX YTEHMIi/CEK — YacTOTa YTCHHWS MAHHBIX C BBI-
3oBaMu (pyHkuuii API;

<

COpocor "leHHBOI" 3amiCH/CEK — JacToTa 3a/MeliCTBOBAHWS "JIGHWBOW' 3aITil-
CU JaHHbIX HA JIUCK;

Crpannn "JTeHHBO#" 3amMHCH/CEK — YACTOTA BHITIOTHEHUS 'JIEHWBON 3amuch
JAHHBIX HA AUCK;

CopocoB TaHHBIX/CeK — YacToTa cOpOCOB JAHHBIX Ha JINCK;

O Crpanum cOpoca JaHHBIX/CEK — YacTOTAa COPOCOB CTPAHMIT HA THCK.
lpovyeccop
O % 3arpyeHHOCTH MPOLECCOPa — BpeMs [Ipolieccopa sl 00paboTK KOMAaH/I;

o

% padoOTHI B MOJB30BATEILCKOM PEXHMME — IIPOLEHT paboThl Ipoleccopa B
[10J1b30BATEBCKOM PEXUME;

% paboThl B NPUBHJICTHPOBAHHOM pPEXHMME — IIPOLEHT PaboThl IIpoleccopa
B IPUBUJIETUPOBAHHOM PEXUME;

IIpepbiBanuii/ceK — CKOPOCTb OOCTYXMBAHUS aIlapaTHBIX MPephIBAHMI;

% spemenn DPC — mnpolieHT BpeMeHu 0OpaGOTKM BbI30BOB OTJIOXKEHHBIX
IPOLEAYD;

% BpeMeHH NpPEPLIBAHMI — IIPOLIEHT BPEMEHM OOC/IY:KMBAHUSI aIllapaTHBIX
NpEePbIBAHUIA,

IloctaBieno B oyepens DPC/cek — cKOpOCTh YCTAHOBKH OTJIOXEHHBIX BBI3O-
BOB IIPOLIEAYD B OUEpellb;

Ckopocts DPC — cKOpoCTh YCTAaHOBKM OTJOXEHHBIX BBI30OBOB IIpoLEAyp B
ouepenb MEXIy MPepbIBAHMSAMU TaliMepa CUCTEMBI;

IIponeHT BpeMeHH Oe31eiCTBHA — TIPOLICHT BPEMEHH MPOCTOS TPoIeccopa;

% spemenn C1 — IIPOLIEHT BpeMEHH MPOCTOsI IPOLECCOPa, IPU KOTOPOM HC-
moab3yercs nutanue Cl;

% spemenn C2 — MPOLIEHT BPEeMEHU IPOCTOsI IPOLECCOPa, IPU KOTOPOM HC-
nosibdyercs nutaHue C2;

% Bpemenn C3 — TIpOILIEHT BpeMeHH IIPOCTOS TIpolieccopa, MpU KOTOPOM HC-
nojie3yercs nutanue C3;

C1 mepexonoB/ceK — CKOPOCTh TIepexoa Mpolieccopa B peskuM TIPOCTOsT, TIPH
KOTOpOM uctojbdyercs nutaHue Cl;
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C2 mepexonoB/ceK — CKOPOCTh TIepexoja TMpoleccopa B peskKuM MPOCTOsT, TIPH
KOTOPOM HcIonb3yeTcd nutaHue C2;

C3 mepexonoB/ceK — CKOPOCTh TIepexofa Tpoleccopa B peskKuM MPOCTOsT, TIPH
KOTOPOM Hcronb3yercd nuraHue C3.

Mamsarp

a
a
a

a
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a

OmudoK CTpaHUIBI/CeK — KOJTMIECTBO OMIMOOK CCHUTOK Ha CTPAHMITHI;
JocTtynHo 6aiit — oObeM naMaTu B OaiiTax;

Baiitr BbIZeIeHHOH BHPTYAJbHOH NMAMATH — KOJMYECTBO BbLAEIEHHONH BUPTY-
AJIbHOM IaM4THu,

Ilpenen BbieneHHO# BHPTYAJbHOH NAMATH — PyOeX BbIAEAEHHOU BUPTYyalb-
HOM NaMsITu;

3annch KONMii CTPAHHMI]/CeK — YUCIO OLIMOOK CTPAHULIBL;
OmudoK TpaH3WTa/CeK — YNCITO OIIMOOK B COCTOSTHWM TPaH3WTA,

Omuook 3ampoca oOHyJeHHS/CeK — OIIMMOKM CTPAHWIIBI, TIPW PEelIeHNN KOTO-
PHIX TpebyeTcs cTpaHWIa 6e3 KaKWX-TN00 TaHHBIX;

OOMeH cTpaHdIl B CeK — KOJMYECTBO UYMTACMBIX WM 3aMMCBIBAEMBIX Ha IMCK
CTPaHWIL B CEKYHIY;

BBon cTpanMi/ceK — YMCIO CYMTAHHBIX CTPAHUIL;
Yrenuii cTpaHHI/ceK — KOJMYECTBO YTEHMI C ITNUCKA;
BbiBoa cTpanmil/ceK — YKMCIIO U3MEHEHHBIX 3aIMChIBAEMBIX HA TUCK CTPAHUIL;

BaiiT B BbITpy)KaeMoOM CTPAHMYHOM Myje — oObeM B 0aiiTax cucTteMHON obnac-
TH TIAMSATH;

baijir B HeBbLITPY2Ka€MOM CTPAHMYHOM HyJje — 00beM B OaliTax creluaibHON
CUCTEMHOI 00J1aCTU IaMSITH;

Onepaumii BbIBOJA CTPAHHIL/CEK — CUYETUYMK M3MEHEHHBIX 3alMChIBAEMbIX Ha
JIUCK CTPaHULI;

Pacnpenenenunii B BbITpYy2KaeMOM CTPAHHYHOM Iyje — KOJMYECTBO 3aIpOCOB
BbLIEJIEHHUS IIPOCTPAHCTBA B CUCTEMHOI OOJACTU MAMSITH;

Pacnpenenennii B HeBBITPYKaeMOM CTPAHMIHOM ITyJie — KOJMYECTBO 3alpPOCOB
BbLIEJIEHHUS IIPOCTPAHCTBA B CUCTEMHOI OOJACTU MAMSITH;

CBOOOIHBIX 3JIeMEHTOB TAOJHIBI CTPAHAI — YNCJIO HEHCIIOIB3YEMBIX KOMITO-
HEHTOB TaOJULbI CTPAHULL,

Baiit K3m-maMaTH — o011ee YNCI0 0alT KAII-TTaMSITH;
Baiit Kam-namMaTi (MMK) — MakKCUMaJBHOE YUCIIO OalfT KoII-TIaMSITH;

Baiir B pe3nIeHnTHOM CTPAHMYHOM MyJe — KOJMYECTBO OATOB B CTpaHMIAX
CTPaHWYHOTO TIYITa;



Mnaga 5. Paborta c npocpaiinepom PIX for Windows 103

a

m

a

Bcero 0aiiT cHMCTEMHOrO Ko0Ja — KOJUYECTBO OaiiTOB Koja OMEpPallMOHHONM
CUCTEMBI;

PesuneHTHLIX 0aliT CHCTEMHOIO KOJA — KOJIMYECTBO OaWTOB OOIIETO KOAA
OTIepAlINOHHOM CHCTEMBI;

Bcero 0aiiT cucTeMHBIX IpaiiBepoB — KOJMUYecTBO OAlTOB B 3arpyskaeMbIX
CTPAHUIAX CUCTEMHBIX JPAliBEPOB;

Pe3nunenTHBIX 02T CHCTEMHBIX ApaiiBepoB — KOJTMYECTBO OANWTOB 0OIIero Koaa
CHCTEMHBIX JIpaliBEepOB;

Pe3naenTHBIX 0AiT CHCTEMHOrO K3MIA — YKCIIO OANTOB CUCTEMHOTO K3IIIA;

% WCNOJb30BAHMS BbIAECJEHHON MAMSATH — IIPOLIEHTHOE COOTHOLUEHUE Bblie-
neHHoi namatu (Committed Bytes) K rpanuiie BoiaeaeHHoW maMsatu (Commit
Limit);

Joctynno Kb — xonuuecTBo Kujao0ailTOB TOCTYITHON TIaMSITH;

O Hdocrymno MbB — Kon114yecTBO MeradaiTOB JOCTYIIHOM MAMSITHU.

O6beKThI

O Cyerynk MpomeccoB — YUCJIO MPOLIECCOB B MOMEHT cOopa MH(POPMALIUH;
O CyeTynmK MOTOKOB — YNCJIO IIOTOKOB B MOMEHT cOopa MH(POPMALIUH;

O Cyerunk coOBITHI — YNCIIO COOBITHI B MOMEHT cOopa MHGOPMAIINY;

O Cuerunx cemaopoB — uuciio ceMapopoB B MOMEHT cOopa uHGpOopMALUH;
O CyeTynk MBIOTEKCOB — YMCJIO MBIOTEKCOB B MOMEHT cOopa MHGpOpMalIUY;
O CueTynk CeKUMii — YUCIO CEKIIUi B MOMEHT cOopa MHbOpMaLIUK.

Daiin nogKavkmn

O % ucno/b30BaHMsl — IPOLIEHT NpUMeHeHust daiiaa noaKadKu;

O % wucnoab3oBandua (MAK) — MaKCUMAIBHBIN TPOIEHT TpWMeHeHHs daiiia
[OJKAYKHU.

Cucrema

O Omepanmii yrenusi (pailyioB/ceK — cpeiHsas BeJMYMHA BCeX ONEpalMil YTeHUS

o

¢aitoBolt cucteMsl;

Onepaumii 3anucn ¢ainoB/ceKk — cpeaHssd BelMYMHA BCeX ONepaluii 3amucu
¢aitoBolt cUCTEMBI;

Onepaumii ynpasienusi (paiiiaMu/ceK — cpenHssl BeJMYMHA MPOYMX ONepaluii
(aitnoBoil cucTeMbl;

Baiir urenns aiitoB/ceK — cpeaHee KOIMYECTBO OAalTOB BceX Olepaluii
yreHusl (paiiJIOBON CUCTEMBL;

Baiir 3amucu  ¢aiinoB/ceK — cpemHee KOMMYECTBO OalTOB BceX OIepalnii
3anucu haitloBoil CUCTEMBI;
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Baiit ynpasienns ¢aiinamu/ceK — cpeaHee KOIWMYECTBO 0AfTOB TIPOUYNX OITe-
pauuii ¢pailioBOi CUCTEMBI;

KonTrekcTHbIX llepeK.]]lO‘le]{[/Iﬁ/ CE€K — KOJIMYECTBO KOHTEKCTHDBIX HepCICTIO‘{CHI/Iﬁ;
CucremMHBIX BBISOBOB/ CE€K — YacTtora CUCTEMHBIX BbI3OBOB,

@aiiToBbIX omepalMid ¢ JAHHBIMH/CEK — YACTOTA 3alycKa Olepaluid YTeHUsS U
3aIncH;

Bpemsa padoTpl cHCTEMBI — KOJMYECTBO CEKYHI PAOOThl CUCTEMbI;
JlaMna odepeam mpomeccopa — YKCIO OXUAAIOIIMX ITOTOKOB;

CyeTyHK NpoOLECCOB — YWCIIO TPOIIECCOB B MOMEHT cbopa MHGPpOPMAIINH;
CyeTyHK MOTOKOB — YNCIIO TIOTOKOB B MOMEHT cbopa WHMOpMAITNi;

Hcnpasnenmii BLIpaBHUBAHHSA/CEK — YAaCTOTa OMMOOK BHIPABHWBAHWA, WC-
TTPaBISIEMBIX CHCTEMOT;

O0paboTKa 0cOOBIX CHTyanmHii/ceK — JacToTa o0pabOTKU OCOOBIX CUTYAlLIUIA;

DOMynanus MIABaOMel TOYKH/CeK — 4YacToTa SMY/ISLMU IIABAIOLIENd TOYKH,
BBIIIOJIHAEMAs. CUCTEMOM;

% uCHoIb30BAHUS KBOTHI PeecTpa — IIPOLIEHT MCIIOJb30BAHUSI CUCTEMOM 06-
LIEU KBOTHI peecTpa.

lpouecc

a

a

% 3arpyKEHHOCTH TIpoleccopa — TIPOIEHT 3aTpayeHHOTO BPeMEHW TIpOIecco-
POM Ha BBIIIOJHECHUE NEHCTBUI;

% paGoTHI B MOJb30BATEJILCKOM peXXHMe — TIPOIIEHT BpeMeHW, TIPOBeIeHHOTO
B TTOJTB30BATEIHCKOM pEXMME;

% paGoTHl B MPUBHJICTHPOBAHHOM peXXMMe — TIPOIIEHT BpeMeHW, TIpOBeIeHHO-
TO B TIPUBWJIETHPOBAHHOM 3aIINIIEHHOM PEKMe;

Baiit BUpTYyaJ bHOl MaMATH (MMK) — MAKCUMMAJIbHOE KOJMYECTBO OAHTOB BUp-
TYaJIbHOM MaMSITH, UCIIOJB30BAHHOI 3a BCe BpeMs IIPOLIECCOM;

baiiT BUpTYaJbHOH NAMATH — KOJMYECTBO OAHTOB BUPTYAJbHOM MHaMSITH, UC-
[OJIb3YIOLLENCA B HACTOSLLEE BPEMS IIPOLIECCOM;

Omu0oK cTpaHMipl/CeK — YUCIO OINMOOK CChLIOK MOTOKA HA CTPAaHMIIbI B
CeKYHY;

Pabouee MHOXKecTBO (NMHK) — MaKCUMAJIBHOE KOJWYECTBO OANTOB CTpaHUIL
MaMSITH, UCIIOJb30BaHHBIX 34 BCE BPEMS IIPOLIECCOM;

Paboyee MHOXKECTBO — KOJIMYECTBO OAWTOB CTpPaHMI] TIAMSATHU, WCITONb3YIO-
IIHUXCST B HACTOSIIIIEE BPEMSI;

Baiitr ¢aiina moakayku (MMK) — MAKCUMAJbHOE KOJUYECTBO OalToB dhaiina
TTONIKAYKM;
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BaiiT ¢aiina moakaykm — KojmuecTBO OAMTOB haiiyia MoAKAuKM, UCTIONb3YIO-
LIErocs B HACTOSIIIEE BPEMSI;

BaiiT HCKIIOYHTEIBHOTO MOJIb30BAHMSA — KOJMUYECTBO BBIICICHHBIX OAliTOB TIa-
MATHU, UCITOJIL3YIOIIUXCA IIEPCOHAIBHO,

CueTylK MOTOKOB — KOJIMYECTBO aKTUBHBIX TTOTOKOB,

ba3oBblii npuopuTeT — 0A30BBIN MTPUOPUTET JAHHOTO TIPOIECCA OTHOCUTEIHHO
ob1mIero 6a30BOTO MPUOPUTETA;

IIpomnuio BpeMenn (CeK) — KOJHMYECTBO CEKYH/ BHITIOTHEHUS TTPOIIECCa;
WnentudukaTop mpomecca — YUCISHHBIA UAEHTU(DUKATOP IIpolecca;

Koa (ID) cospaBmero mpomecca — Koj MIpoliecca, CO3AI0IIEro JaHHbBIA Ipo-
1iecc;

BaiiT B BBIrpyzKaeMOM CTPAHMYHOM IyJie — 3aIpalllUBAEMOE KOJIUYECTBO Oaii-
TOB MAMITH IJIS CTPAHUL BHIFPYKAEMOIO CTPAHUYHOIO ITyJa;

Baiir B HeBBITpy’)KaeMOM CTPAHHYHOM NyJe — 3aIpaliiBacMoe KOJMIEeCTBO
0aiiTOB MaMSTHU [UIS CTPAHMIL HEBBITPYKAEMOT'0 CTPAHUYHOTO ITYJIa;

CyeTyMK AECKPHNITOPOB — KOJNWYECTBO OTKPBITBIX B HACTOMIIECE BpPEeMS IeCK-
PUTITOPOB;

1/O-onepanmii yreHHs B €K — CKOPOCTb UYTEHUS TIPW BBOJIC-BBIBOIE;
1/0O-onepanmii 3ammcH B ceK — CKOPOCTH 3aTTUCH TIPW BBOZE-BHIBOJIE;

I/O-onepanmii ¢ JaHHBIMM B C€K — CKOPOCTb UTCHUS W 3alUCH IIpU BBOJE-
BBIBOJIE;

I/O-npounx omepanmmii B ceK — CKOpPOCTh IIPOYMX OIepaluii Tpu BBOjE-
BBIBOJIC;

I/O-urenne 0aiiT B céK — CKOpPOCTh YTEHMS OANTOB MPU BBOJE-BHIBOIIE;
I/0O-3anuch 6aliT B ceK — CKOPOCTb 3alKCH OAMTOB IpU BBOAE-BbIBOJE;

I/0-00mMen nanHbIMH, OaHT B CEK — CKOPOCTb YTE€HMS W 3alMCU IPU BBOjE-
BBIBO/IE;

I/O-npourx 6aiiT B ceK — CKOPOCTb mepeiayd Ipodyux OaWTOB MpU BBOjAE-
BBIBOJIE.

Morok

m

m

% 3arpyKeHHOCTH TPoleccopa — TIPOIEHT 3aTPAYeHHOTO BPEMEHM TIpOIecco-
POM Ha BBIIOJHECHUE NCHCTBUIA;

% paboTHl B MOJIb30BATEJILCKOM peXHMe — TIPOIICHT BpEeMEHHM, TIPOBEIEHHOTO
B TIOJTB30BATEIHCKOM PEXWME;

% padOTHI B MPUBHJIETHPOBAHHOM peXHMe — TIPOIICHT BpeMeHU, TIPOBEIACHHO-
TO B TIPUBWJIESTHPOBAHHOM 3aIAIIEHHOM PEXHME;
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KoHTeKCTHBIX NepeKIoUennii/ceK — KOMMIeCTBO KOHTEKCTHBIX TIePEKITIOUeHHI;
IIpomio BpemMeHn (CeK) — KOJMYECTBO CEKYH/JI BBITIOJTHEHUS TIOTOKA;
Texymuii npuopuTeT — TEKYIIUN TMHAMUYECKUN MPUOPUTET TTOTOKA;
ba3zoBblii npuopuTeT — TEKYILIUI 0a30BbIi MPUOPUTET IIOTOKA;

Hauanbnblii aapec — HAYAIbHbII aIpec BUPTYAIbHOMI MaMITH;

Cocrosmme MOTOKA — YLCI0BOE 3HAYEHUE TEKYIIEr0 COCTOSHUS MOTOKA;

Hpn!mﬂa COCTOAHHUA OXHMIAHUA NJIA MOTOKA — YNCIIOBOC 3HAYCHUE COCTOSHUA
OXHNAaHUA IIOTOKA,

WNnentuduxarop npounecca — YKUCICHHBIN UASHTHUKATOP TIpoliecca;

WNnentuduxarop moToka — YKMCICHHBIN UACHTU(HUKATOP TTOTOKA.

O6bekT "3agaHue"

a

o

Tekymmii mMpomeHT BpeMEHH MpoIeccopa — IIPOLIEHT BpeMeHHU, 3aTpavyeHHbII
Ha BHITIOJTHEHNE KOIA TTPOTPaMMET,

Tekymmii % BpeMenu B NMOJb3. PeXKHME — IIPOLEHT BPeMEHM, 3aTpadeHHbIi Ha
BEITIOTHEHWE KO/IA TIPOTPAMMEI B TIOJTB30BATETHLCKOM PEXKIME;

Texkymmii % BpeMenn B pexume sipa — IIPOLEHT BPEMEHU, 3aTpavyeHHbI Ha
BBITIOTHEHWE KO/IA TIPOTPAMMEI B PEKUMeE SI7Ipa;

3a nmanmblii TEpPHOA MCEK Mpomeccopa — BpeMsl B MIUIIMCEKYHIAX, 3aTpadyeH-
HOe Ha BBITIONTHEHNE BCEX MPOIIECCOB;

3a nmanHblii MEPHOA MCEK IMOJb3. pPeXHMa — BpeMs B MIWUIMCEKYHIax, 3aTpa-
YeHHOEe Ha BBITTOTHEHWE BCEX TTPOIIECCOB B MOTB30BATETECKOM PEKUME;

3a nauHblii IEPHOI MCEK peXHMa s/ipa — BpeMsl B MUJUIMCEKYHIAX, 3aTpadyeH-
HOe Ha BBITIOJTHEHNE BCEX MPOIIECCOB B peXknMe sIIpa;

Bcero Mcek mpomeccopa — BpeMsi B MWIIHCEKYHIAX, 3aTpaueHHOE Ha BHITTON-
HeHNe BCeX MPOIIeccoB;

Bcero mMcek mosb3. pexumMa — BpeMsT B MUJUIMCEKYHIAX, 3aTpayeHHOe Ha BBI-
TIOTHEHNEe BCeX MPOIIECCOB B TIOMB30BATENBCKOM PEXKUME;

Bcero mMcek pexmma siapa — BpeMsd B MIJUINCEKYHIAX, 3aTpayeHHOEe Ha BBI-
TTOTHEHWE BCeX MPOITECCOB B PEKMMeE AIpa;

OO0men cTpaHmi B CEK — CKOPOCTh IPOUCXOXIEHMS OLIMOOK CTpaHMI] B ce-
KyHIy;

O0muii cueTYMK MpoHeccoB — oO0LIee KOAMYECTBO aKTUBHBIX M 3aBEPLICHHbIX
MPOLIECCOB;

CuyeTYHK AKTHBHBIX nmpoueCccoB — KOJINYCCTBO aAKTHBHLIX ITPOLIECCOB;

CueTunk 3ABCPIICHHLIX MPOLECCOB — KOJMYECTBO 3aBEPUICHHLBIX ITPOLECCOB.
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Togpo6Ho o6 obvekTe "3agaHune”

a

a

% 3arpyKeHHOCTH NPoleccopa — TIPOIEHT 3aTPAayeHHOTO BPEMEHM TIPOIIecCco-
POM Ha BBITIOJIHEHUE JIEVICTBUN;

% paboTHl B MOJIb30BATEJILCKOM peXHMe — TIPOIICHT BpEeMEHM, TIPOBEICHHOTO
B TIOJTE30BATEIHCKOM PEXKIME;

% padoOTHI B MPUBHJIETHPOBAHHOM peXHMe — TIPOIICHT BPEeMEHU, TIPOBEICHHO-
TO B TIPUBWJICTHPOBAHHOM 3aIAIIEHHOM PEXUME;

Baiit BUpTYyaabHO#l maMATH (MMK) — MAaKCUMAIBHOE KOJMYECTBO OANTOB BUP-
TYaJIbHOU MaMSITH, UCTIOJb30BAHHOU 3a BCE BPEMS MPOIIECCOM;

Baiitr BHpTYaJbHOH NMAMATH — KOJMYECTBO OAMTOB BUPTYaJbHOH HaMITH, UC-
TTOJTB3YIOIIECS B HACTOSIIIEE BPEMS TTPOIIECCOM;

OmuboOK CTpaHHIbI/CeK — 4YKMCIO OLIMOOK CChUIOK I[IOTOKA HA CTPAHMLbL B
CEKYHIY;

Paboyee MHOXecTBO (IMHMK) — MAaKCHMAllbHOE KOJMYECTBO OANTOB CTpaHUILI
[1aMSITU, MCIIOJ1h30BAHHbIX 32 BCE BPEMSI [IPOLIECCOM;

PaGouee MHOKECTBO — KOIMYECTBO OANTOB CTPAHHUIL IMaMSITH, HCIOJb3YIO-
IIAXCS B HACTOSAILIEE BPEeMSI;

Baiit ¢aiina mogkaukm (mMMK) — MaKCUMAaJbHOE KOJUMYECTBO OaiiToOB haiina
MMOAKAYKH;

Baiir ¢aiina mogkaykm — KojuuyecTBo 0aiiToB ¢haiijia MOAKAYKU, UCIIONb3YIO-
LLIErocs B HACTOSIIEE BpeMsI;

BaiiT MCKIIOYNTEIHLHOTO MOJIb30BAHMS — KOJMUYECTBO BBIJIEIEHHBIX OAliTOB TIa-
MATU, UCITOJIB3YIOIIUXCA IMEPCOHAIBHO,

CueTunK MOTOKOB — KOJMYECTBO aKTHBHBIX TTOTOKOB;

BasoBblii npuopuTeT — 6230Bblii NPUOPUTET AAHHOIO IPOIECCa OTHOCUTENbHO
001iero 6a30BOro MPUOPUTETA;

IIpomio Bpemenn (CeK) — KOJMYECTBO CEKYHJ BbIIOJHEHUS IPOLIECCa;
Nnentudukarop npouecca — YKUCICHHBI UASHTU(UKATOP TIpoliecca;

Kon (ID) co3aaBmiero mpomecca — KoJ MPOLECCa, CO3AABILETO JAHHBIA Ipo-
1ecc;

Baiit B BBIrpy’KacMOM CTPAHMYHOM MyJie — 3alpallnBacMoe KOJTMIecTBO Oafi-
TOB TTAMSITH JJIST CTPAHMII BEITPYKaeMOTO CTPAHWYHOTO TIyJIa;

Baiir B HeBBITpy’KaeMOM CTPAHHYHOM TNyJe — 3aIpalIiBacMoe KOJIMYECTBO
OafTOB MaMATH JUTSI CTPAHUIT HEBHITPYKAEMOTO CTPAHWMYHOTO TIYITa;

CyeT4HK AECKPHIITOPOB — KOJMYECTBO OTKPBITHIX B HACTOSIIEE BpeMs AECK-
PUTITOPOB;

1/O-onepanmii YTeHHss B CEK — CKOPOCTb YTEHUS IIPU BBOAE-BLIBO/IE;
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1/O-onepanmii 3amAcH B c€K — CKOPOCTH 3aMTMCH TIPW BBOZC-BEIBOJIC;

I/O-onepanmii ¢ JaHHBIMM B Ce€K — CKOPOCTHb UTCHUS W 3alWMCH TIpW BBOje-
BEIBOJIE;

I/O-npounx omepammii B CeK — CKOpPOCTh TPOYWX oOIepariii TIpu BBoje-
BEIBOIE;

I/O-urenne 0aiiT B c€K — CKOPOCTH UTCHUSI GANTOB TIPU BBOZAC-BHIBOJIC;
1/O-3anuch daliT B ceK — CKOPOCTH 3alicH OANTOB TP BBOJIE-BHIBOJIE;

I/0O-00mMen manHbIMH, OalT B CEK — CKOpPOCTb YT€HHUS] U 3alMCU IPU BBOJAE-
BBIBOJIE;

I/O-npounx 6aiiT B ceK — CKOPOCTb Mepeiayd Ipodyux OaWTOB MpU BBOAE-
BBIBOJIC.

Mopr RAS

O Ilepemano 62T — KOJIMYECTBO MEpPeJaHHBIX OAUTOB;

aououooaoaoagaaaudyq

aogoaooaoaaa

Iloay4yeHo 0ailT — KOJMYECTBO I1OAyYEHHbIX OAKTOB,;

Kanpos nepenano — KoImdecTBO TTepeTaHHBIX KaIpoB;

ITomyyeHo KaapoB — KOMTWUYECTBO TIONYIEHHBIX KaJpOB;

IIpouenT cKaThg Ha BBIXOIE — TIPOIICHT CXKATHS TIepeaaBaeMoil MHhopMaInm;
IIpouenT cxxaTus HA BXOA€ — IIPOLEHT CXATKS [OIyd4aeMoil MHGOPMALIIK;
Ommoox CRC — uuciio oluuboK KOHTPOJIBHBIX CYMM;

OmmooK TaiiM-ayTa — YuCciIo OIIMOOK TailM-ayTa;

OmuOoK mepenoHEHHs1 MOCTed. MOPTa — YKCIO OIIMOOK MEeperoHEHUS I10-
CIeIOBATEIbHOTO TIOPTA;

Omu60K BBIPABHHBAHMA — YKCJIO OINMOOK BBIPABHMBAHUS;

Omuook nepenoaHeHns dydepa — YNCIO ONMMOOK TepemoTHeHns Oydepa;
Bcero ommo60K — Bcero MpOMCXONAIINX OIINOO0K;

Ilepenano 6aiiT/ceK — CKOPOCTb IEPEIABAEMbIX TAHHBIX B CEKYHIY;
ITomyueHo OaiiT/ceK — CKOPOCTh MPUHUMAEMBIX TAHHBIX B CEKYHIIY;
Ilepenano KaapoB/cek — 4yacToTa IepenaBaeMbIX KaIpoB B CEKYHIY;
ITomydeHo KaapoB/ceK — JacTOTa TOJYIAeMBIX KaIpOB B CEKYHIIY;

O Bcero ommb60K/ceK — 4acToTa BCeX MPOUCXOISIINX OLIUOOK.

Bcero RAS

a
a

Ilepenano 0aiiT — KOJIMYECTBO MepedaHHbIX OANTOB;

IToxyueHo 0aliT — KOTMIESCTBO TOJTYICHHEBIX OANTOB;
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Kanpos nmepenano — KoJIM4ecTBO TIepeTaHHBIX KaIpoB;
IToxydeHo KaapoB — KOJHMUYECTBO TIONYICHHBIX KalpOB;

IIpomeHT cXKaThs HA BbIXOJE — IIPOLIEHT CXAaTUs IepenaBaeMoil MHgpopmMa-
117878

IIpouenT cxxaTus HA BXOA€ — IIPOLICHT CXAaTHs IOJ1ydaeMoil MHGOpMALIUK;
Ommoox CRC — uuciio oliubOK KOHTPOJIbHBIX CYMM;
OmuboK TaiiM-ayra — YMCI0 OIMMOOK TaitM-ayTa;

Ommoox NEePCHOJIHEHUA MOCJICA. MopTa — YUCIIO OImMOOK NEPEMOJTHEHUA T10-
CJICOOBATCIIBHOTO TIOPTA,

OmuboK BBIPABHMBAHMA — YLCJI0 OLIMOOK BbIPABHUBAHUSI,

Oummbox nepenoanenns 0ygepa — uucio oluOOK mepenoiHeHUus: Oydepa;
Bcero ommGoK — Bcero MPONCXOMAIINX OMIMOOK;

Ilepenano 6aiiT/ceK — CKOpOCTDH TepeaaBacMbIX TaHHBIX B CEKYHIY;,
Iony4eHo DaiiT/ceK — CKOPOCTb IPUHUMAEMbIX JAHHBIX B CEKYHY;
Ilepenano kaapoB/cek — yacToTa IEPENABAEMbIX KAIPOB B CEKYH/IY;
IToayueHo KaapoB/ceK — YacToTa MOJTYIAEMBIX KaJIpOB B CEKYHIY;

Bcero ommooKk/ceK — YacToTa BceX TMPONCXOISATIINX OIMNO0K;

O Bcero nojxkino4enHii — 4YKC/I0 MOAKIIOUEHUI yIaJleHHOro JOCTYyIIa.

Cnyx6a RSVP

m

aaaaayq

CerteBbix HHTEPGECOB — KOTMIECCTBO NCTIONB3YIONTNXCA CETeBBIX WHTepdeli-
COB;

CeTeBbIX COKETOB — KOJMYECTBO UCTIONB3YIOIINXCS COKETOR;
TaiiMepoB — KOJMYECTBO YCTAHOBIEHHBIX COOBITUI TaliMepa;
CeancoB RSVP — akrtuBHbiX ceancoB RSVP;

Kinuentsl QoS — akTUBHBIX TpwiIokeHnit ¢ QoS;

OmnpaButeneil ¢ aeicTyromeii QoS — uKcio COOBIEHUH, OTTPABICHHBIX
JUTST OTTIpaBUTENel ¢ meiicTBytomeit QoS;

IHonyuaTeneii ¢ aeiicTByiomeid QoS — uyncio coollIeHUl, OTTIPaBISHHBIX TS
TojyyaTeniei ¢ neictytomei QoS;

Ommboxk 3ampocoB QoS — KojaMuecTBO OLIMOOK 3alpoOCOB MPUIOXEHUR ¢
QoS;

Omuook ornpaBku QoS — KoOIMIECTBO OMMMOOYHEBIX YBEIOMIICHNI;
Veemomiennii QoS — KOJIMUYECTBO NOCTABJIEHHBIX YBEIOMICHUIA;

BaiitoB B yBeaomunenmsix QoS — koinuecTBo 0aliTOB B JOCTABIEHHBIX YBE-
JTOMJIEHUSIX.
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Odepenb nevatu
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Bcero 3aaannii HAMEYATaHO — KOJIMYECTBO Hale4YaTaHHbIX 3aIaHUI;
ITeuaTaembIx 0aiiT/ceK — KOMMYECTBO TIeYaTaeMbIX OATOB B CEKYHY;
Bcero naneyarano crpanun — o0lee KOJIMYECTBO HaleYaTaHHbIX CTPAHMUILI;
3apanuii — KOJIMYECTBO 3aJaHUI B ouepeau IeyaTu;

CchUTOK — KOJIMYECTBO CCBHIJIOK Ha TIPHHTED;

MakcuMyM CCBUIOK — MaKCUMAaJBHOE KOJIMYECTBO CCHUTOK Ha TIPUHTED;

3ananuii, o0paGaTbiBaeMbIX AHCIETYEPOM OUYEPeIM — KOJMYECTBO 3aJaHMIA,
o6GpabaTbIiBaEMbIX AUCIIETYEPOM OUEPEIN;

Makcumym 3aaanmii, 00padaTbIBAEMbIX THCHETIYEPOM — MAKCUMAIbHOE KOJHU-
YEeCTBO 3afaHmif, 06pabaThIBAEMBIX AUCTIETYCPOM OUCPEIN;

Omu6ok "OTtcyrcTByeT OymMara" — 4nciIo omMOOK M3-3a OTCYTCTBUS Oymaru;

Ommobox "IlpuHTep He roroB” — uucio oumbok ¢ nomerkoin "llpuHrep He
TOTOB";
Owmnook 3aaanmii — o0lLIee YUCI0 OLIUO0K;

Bbi30BOB Hymepanmum ceTeBOTO MpPHHTEpa — OOIIEe YUCIO BbI30BOB CETEBOIO
MIPUHTEPA;

Bri3osoB noﬁalmemm CE€TECBOro nmpuHTEepa — 0011ee YMCIO OCTaJbHBIX BhI30BOB
CETEBOTO IIPUHTEPA.

Tenegpornsa

a
a

o

JInamii — KOMMYeCTBO JIMHUN JJIA O6CJ'[y}KI/IBaHI/IH KOMIIBIOTEPOM,;

TenegoHHBIX YCTPOHCTB — KOJTMIECTBO TeIeGOHHBIX YCTPONCTB UIST OOCITYKHU-
BaHUST KOMITBIOTEPOM;

AKTHBHBIX JIHHMIA — KOJMYECTBO AKTUBHBIX JTUHUN JJTSL 06CJ'IY)KI/IBH_HI/I$I KOM-
TIBIOTEPOM;

AKTHBHBIX TeJ'[e(l)OHOB — KOJIMYECTBO AKTHWBHBIX TCJ'[@(I)OHHBIX YCTPOﬁCTB JJIA
O6CJ1y>Kl/IBaHI/Iﬂ KOMIIBIOTECPOM;

Hcxonsmmux 3BOHKOB/ CCK — YacToTa UCXOOAUINX 3BOHKOB B CCKYHIY,

Bxoasmmx 3BOHKOB/CEK — YacTOTa BXONSAIIMX OTBCYEHHBIX 3BOHKOB B cCe-
KYHILY;

IIpunoXeHnii-KINEHTOB — KOJTMIECTBO MCTIOIB3YEMBIX TIPHIIOXEHUIT;
TeKymux HCXOASIMMX 3BOHKOB — UCXOASIIUX 3BOHKOB B CEKYHIY;

O TeKymux BXOAAMMX 3BOHKOB — BXO/ISIILIIMX 3BOHKOB B CEKYH/LY.
CerteBoii nHTepgheiic
O Bcero 0aiiT/ceK — CKOPOCTb IpuUeMa U IMOChLUIKY OANTOB;

m

IIakeToB/CeK — yacToTa IMpHUeMa M MOCBUIKKA OAWTOB B CEKYHILY;
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O IHoayueHo MaKeTOB/CEK — YACTOTA TOJYICHUS TTAKETOB B CEKYHIIY;
O OtnpasiieHO MAKETOB/CEK — YACTOTa OTIPABKH MAKETOB B CEKYHIY;

O Texymas mpomycKHasi CHOCOOHOCTb — TEKYIIAad MPOIYCKHAas CIOCOOHOCTh Ou-
TOB B CEKYHIY;

O Iloaydeno 6aiiT/ceK — CKOPOCTb MONyYeHUs OANTOB B CEKYHY;

O IloaydyeHO OAHOAJAPECHBIX MAKETOB/CEK — 4YACTOTA Mepefadd OJHOAIPECHBIX
[1AKETOB B CEKYH]Y;

O IloayueHO HeOAHOAJPECHBIX MAKETOB/CEK — YACTOTa TIepelayn HeomTHOoaapec-
HBIX TTAaKETOB B CEKYHIY;

O Oropomeno NMOJYYEHHBIX MAKETOB — KOJNMYECTBO MOJTYIEHHBIX OTOPOIIEHHBIX
TTaKeTOB;

O IloayuyeHO NAKETOB ¢ ONMOKAMM — KOJWYECTBO TIOJYYCHHBIX TIAKETOB C
OINOKaMMU;

O Heono3nano MOJYYEHHBIX NMAKETOB — KOJIMYCCTBO IIOJIYUYCHHbBIX 0T6pOLL[€HHbIX
HEOIIO3HAHHbIX ITAKETOB,

O OrmpasieHo 0aiiT/ceK — CKOPOCTb OTIPABKU OAUTOB B CEKYHIY;

O OrtnpaBiieHO OTHOAAPECHBIX MAKETOB/CEK — YAacTOTA OTIpaBICHUST OTHOAIpec-
HBIX TIAaKETOB B CEKYHIY;

O OtnpaBiieHO HEOTHOANPECHBIX MAKETOB/CEK — YacTOTa OTIPABICHHUS HEOMTHO-
aJIpeCHBIX ITAKETOB B CEKYHIY;

O Hcxongammx NAKeTOB OTOPOINEHO — KOJNMYECTBO OTOPOIIEHHBIX WCXOMSIINX
TTaKeTOB;

O Ucxoasmux NMAKETOB ¢ OIMHOKAMH — KOJIMUECTBO HEOTIIPABAEHHBIX MAKETOB
C OLLIMOKAaMU;

O /JauHa ouepeau BHIBOAA — KOJMYECTBO MCXOISLIUX I[1AKETOB B OYEPedu BbI-
BoOJIA.

IP

O JlatarpamMm/ceK — 4acToTa TIpMeMa W OTIIPABKW JaTarpamm;

O IMoayueHo maTarpamMMm/ceK — JacToTa TIpHeMa JaTarpaMm;

O IloayueHo AaTarpaMM C OMHMOKAMH 3aroJIOBKA — KOJIMYECTBO IOJYYEHHBIX OT-
OpOIIeHHBIX JaTarpaMM M3-3a OLIMOOK B 3aroJI0BKE;

O IloayueHo aaTarpaMM ¢ OIMOKAMH ajJpeca — KOJMYECTBO IOJYYEHHBIX OT-
OpoIIEHHBIX AaTarpaMM 13-3a OLIMOOK B aapece;

O Ilepecnano maTarpaMM/ceK — 4YacToTa TOJYYEHUS AaTarpaMM IJid UX Jalb-
HEHIlEeH NePeChUIKN;

O IloayyeHo aaTarpaMM HEONO3HAHHOTO MOTOKA — KOJMYECTBO MOJYYEHHBIX OT-
OpOIIIEHHBIX JaTarpaMM M3-3a OIUOOK MPOTOKOIA;
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OT1OpomeHo MOJYYEHHBIX AATATPAMM — KOJMYECTBO TOJTYUYEHHBIX OTOPOIIICH-
HBIX JaTarpaM;

I[OCTaBJIeHO MOJIY4YCHHBIX naTarpaMM/ CeK — YacTOTa MOOCTABKH JdaTarpaMm
TIPOTOKOJIAM;

OTnpapiieHO AaTarpaMMm,/ceK — JacToTa OTIIPABICHHEBIX JaTarpaMM B CEKYHILY;

HMcexoasmmux aararpaMM OTOPOIMIEHO — KOJMYECTBO MCXOMSILIUX OTOPOLLIEHHbBIX
JaTarpamu;

Hcexopsmmux aatarpamMm ¢ ommokoii "Her mapmpyra" — KONUYECTBO MCXOASI-
LIMX OTOPOILEHHBIX AaTarpaMM u3-3a olnbku "Het mapiipyra”;

Iloxydeno pparMeHTOB/CEK — YACTOTA MOAYYeHUS PPArMEHTOB B CEKYHIY IS
cOopku;

CoOpano ¢parmenToB/ceK — yactoTa cOOpKH (pparMeHTOB;
Omu6ok npu cOopke (parMeHTOB — YICIO BO3HUKIIHUX TIPH cOGOpKe OMMOOK;

OparMeHTAPOBAHO AATATPAMM/CeK — 4YacToTa (parMEeHTUPOBAHUS AaTarpamm
B CEKyHIy;

Omudok nmpn ¢parMenTamul — KOIMYECTBO OTOPOIICHHBIX AaTarpamMm, IOMI-
Jiexaiux pparMeHTalyu;

O Co3zgano ¢parMeHTOB/CEK — YacTOTa CO3MaHUST (hPaTrMEHTOB B CEKYHIIY.
icmp
O Coobmenuii/ceK — YacToTa IPNEMa-OTIIPABKA COOOIIEHWH B CEKYHAY;

a
a

a

IToxydeHo coodmennii/ceK — yacTtoTa mpuemMa COoOLIeHUI B CEKYHIY;

OmuboK npy NoJyYeHHH COODIEHHA — KOJUYECTBO OLIMOOK IPU IMOJYyYEHUU
COOOLIEHUIA;

Ionyueno coodmenmii "Dest. Unreachable” — kommyecTBo MOMyYeHHBIX CO-
06H_IGHI/H71 O HCAOCTMKUMOCTU MECTOHAXOXKICHNUS,

Ionxyueno coodomenmii "Time Exceeded” — KommuecTBO MOTYIEHHBIX COOOIIIE-

HUt 06 MCTEYeHNN BpeMeHN,

IMonyueno coodmenmii "Parameter Problem” — kommuecTBO TMOMYYEeHHBIX CO-

O0IIIeHNIT 00 OIMMOOYHEIX TTapaMeTpax;

IHoxyueno coodmenmii "Source Quench” — KonuuecTBO MOJYYEHHBIX COODIIIE-
Y4 y

HUI1 O HEXBAaTKe BpeMeHM O00paboTKu;

IloxydeHo cooOmenuii 0 mepeHANMpaBIeHAH/CeK — YACTOTA IOJYyYEHUS COOO-
IIEHUH O MepeHanpaBIeHUN;

IToxydeHo 3x0-coobmenHii/ceK — JacToTa IMprueMa 3X0-COOOIIEHUI;
IToxyueHo 3X0-0TBETOB/CEK — YACTOTA TIpHeMa 3X0-OTBETOB;

ITonyyeHo 3ampocoB Ha MTAMI BpPEMEHH/CEK — UACTOTa TIpUEMa COOOIEeHM
C 3aITpocoM Ha IITaMIT BpeMeH!;
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IlonyyeHO OTBETOB MITAMNA BPEMEHH/CEK — YACTOTa TpHEMa COOOIEHW ¢
OTBETOM HA LITAMII BPEMEHU;

ITonyyeHo 3ampocoB Ha MAacKy ajpeca — KOJUUYECTBO MPUHSITBHIX COODIIEHU
C 3aITpoCcoOM MAacKW ajipeca;

ITonydyeHo OTBETOB ¢ MAaCKO# ajapeca — KOJIWYECTBO TPUHSTHIX COODIIEHU
C OTBETOM Ha 3aTpoc MAcCKM ajpeca;

OTnpaBiieHo coo0mennii/ceK — 4acToTa OTIPABKU COODIIEHUIA;

Omu00K MCXOASIIMX COOOIMEHHH — KOJMYECTBO HEOTIIPABIEHHbIX U3-3a OLIM-
00K COOOLLIEeHUI;

Ornpasieno cooOmenmii "Destination Unreachable” — xonuuectBo ormpas-
JIEHHBIX COOOIIEHUI O HEAOCTUXUMOCTU MECTOHAXOXKIEHUS;

Otnpaeieno cooomennii "Time Exceeded” — KommuecTBO OTHpPaBIEHHBIX CO-
obIeHnt 06 NCTEUeHNN BPEMEHH;

Otnpasieno coodmennii "Parameter Problem” — xonmdecTBo oTHpaBIeHHBIX
COOOIIEeHNIT 00 OIMOOYHEBIX ITapaMeTpax;

Ornpasieno coodmennii "Source Quench” — konuyecTBo OTHPaBIEHHBIX CO-

oOIeHnt 0 HeXBaTKe BPEMEHN 00paboTKW;

OTnpaBiieHo coo0Iendii 0 mepeHanpaBiendl — YacTOTa OTIPABKU COOOIIEHUIA
0 MepeHanpaBiIeHUH;

OTnpaBiieHo 3X0-COO0IMEenHii/CeK — YacToTa OTIPABKU IXO-COODIEHUI;
OTnpaBiieHO 3X0-0TBETOB/CEK — YaCTOTA OTIMPABKN 3XO-OTBETOB;

OTnpaBiieHO 3aNMPOCOB HA IMITAMNI BPEMEHH/CEK — YacToTa OTIMPaBKHU COOOIIe-
HU ¢ 3aIMpocoM Ha IITaMIT BpeMeHN;

OTnpaBiieHO OTBETOB MTAMIA BPeMEHH/CEK — 4YACTOTa OTIPABKU COOOIISHUIA
C OTBETOM Ha LITAMIT BpEMEHMU;

OTnpaBiieHo 3ampocoB HA MACKY aJpeca — KOJMYECTBO OTIPABIEHHBLIX COOD-
IIEHUI ¢ 3alIPOCOM MACKH aapeca;

OTnpaBiieHO OTBETOB C MACKO# aapeca — KOJMYECTBO OTIPABIEHHBLIX COOD-
IIEHUIT ¢ OTBETOM Ha 3aIIpoC MACKU aapeca.

TCP

a
a

a
a
a

Cel‘MeHTOB/ CE€K — YacTtoTa IpueMa U OTIPAaBICHUSA CETMCHTOB,

YcTaHoBIeHO MOAKIIOYEHHA — YUCIO0 MOOKITIUeHNil ¢ coctossHeM ESTAB-
LISHED wmn CLOSE-WAIT;

AKTHBHBIX NOAKJIIOYEHHI — 4UCJIO NoAKItoYeHuit B cocrosgHun SYN-SENT;
ITaccuBHBIX MOAK/IIOYEHHIT — 4lCJIO NoAKIIoYeHU B coctosgHuu SYN-RCVD;

OTtka3oB moakiI04YeHuii — uyncio monkmoyeHnit B coctodunn CLOSED n
LISTEN;
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O COpocoB NOIKIIOYEHHIA — YNICIIO TIEPEXONOB TOAKIIOUEHUH B COCTOSTHHE
CLOSED;

O IloxyueHO CeTMEHTOB/CEK — YACTOTA TIOJIYUCHNAS CETMEHTOB;
O OTtnpasBiieHO CETMEHTOB/CEK — JaCTOTa OTIPABICHUST CETMEHTOB;

O IlepeoTnpaBiieHO CErMEHTOB/CEK — YACTOTA MEPEOTIPABAEHUS OTIPABISHHBIX
paHee CerMEeHTOB.

ubpP
O JlaTarpaMmMm/ceK — 4acTOTa OTIPABAEHUS WM IpUeMa Jararpamm;

O IloayueHo paTarpamMm/ceK — 4YacTOTa OOCTaBKM JaTarpaMM IIOJIb30BATENIO
nporokoia UDP;

O Hararpamm "No Port"/cek — yacTora TMOJIYYeHHWS HaTarpaMM C OTCYTCTBHEM
MPUTIOKEHUS B MECTOHAXOXKIESHWU;

3 IloayueHo maTarpaMM C JAPYTHMH OIIMOKAMH — YacTOTa TTONYYEHUS HEMOCTaB-
JIEHHBIX TaTarpamm;

3 OrtnpaBiieHO JaTATpaMM/CeK — YacToTa OTTIPABKU JaTarpamM.

CeaHc cnyx6 TepmuHanos

O % 3arpyKe€HHOCTH MPONECCOPAa — IIPOLIEHT 3aTPAYEHHOIO BPEMEHHU IMPOLIECCO-
POM Ha BBITIOJIHEHUE NEUCTBUN;

3 % paboThl B NOJb3OBATEILCKOM PEXKHME — IIPOLIEHT BPEMEHU, MPOBEIEHHOIO
B II0JIb30BATEIBCKOM PEXIME;

O % pa0doTHI B NPUBUIETHPOBAHHOM PEXKHME — IIPOLEHT BPEMEHHU, IIPOBEAECHHO-
ro B MIPUBWJIETMPOBAHHOM 3aIIUIIEHHOM PEXUME;

O BaiiT BEpTYaIbHO maMaTH (MHK) — MaKCHUMAallbHOE KOJIMYECTBO 0AliTOB BUP-
TyaJIbHOM MaMsITU, UCIIOJIb30BAHHON 3a Bce BPEMS MPOLIECCOM;

O BbaiiT BHPTYaJbHOH NMAMATH — KOJIWYECTBO OAITOB BUPTYaJIbHON IIaMSITH, MC-
MOJIb3YIOlIelicsl B HACTOsI1Iee BPEMSI MPOIIECCOM;

O Omum00K CTpaHMupbl/CeK — YMCIO OIIMOOK CChLUIOK MOTOKAa HAa CTPaHMIbl B
CCKYHIY,

O PaGouee mMHOXeCTBO (MHK) — MAakKCHMAaJlbHOE KOJMYECTBO OANTOB CTPAHULI
MaMsITU, UCTIOJIb30BAHHBIX 32 BCE BPEMSI MTPOLIECCOM;

O PaGoyee MHOKECTBO — KOJMYECTBO OAHTOB CTpPAHMIL IMaMSITH, MCIOJb3YIO-
IIMXCS B HACTOSAILIEE BPEeMSI;

O Baiit daiina moakauku (MHK) — MaKCUMMaJlbHOE KOJMUYECTBO OaiiToB dhaiiia
[OIKAYKHA;

O Baiit ¢aiina moakayku — KOJMUYECTBO OaiiToB (haiiia MOAKAYKU, UCIIONb3YIO-
LLIEroCcs B HACTOSIILIEE BPEMS;
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bBaiiT HCKIOYHTEIbHOTO MOJIb30BAHMA — KOJMYECTBO BbLASAESHHbIX OAUTOB Ia-
MATH, UCITOJIL3YIOIIUECA IIEPCOHAIBHO,

CueTynK MOTOKOB — KOJIMYECTBO aKTUBHBIX TIOTOKOB,

Baiit B BBIrpyXKaeMOM CTPAHHYHOM WyJie — 3aTpalrmBacMoe KOJMYecTBO Oaii-
TOB TTAMSTH IJISI CTPAHUIL BEITPYKAEMOTO CTPAaHWIHOTO TTyJIa;

Baiitr B HCBBIIPYKA¢MOM CTPAHHYHOM MYJIC — 3alpalnuBacMo€ KOJIUYECTBO
OaifToB MaMSITH ISt CTPAHNI HEBBITPYXKAECMOTO CTPAHUYHOTO ITyJIa,

CYeTYdK JAECKPHITOPOB — KOJIMYECTBO OTKPHIThIX A€CKPUITOPOB;
Bsoa: Wd-0aiit — KoJ1M4eCTBO BBeIeHHbIX OaliTOB;
BBoa: Wd-kaapsl — KoJM4ecTBO BBEJAECHHBIX KaJpOB;

Broa: WaitForOutBuf — konuuecTBo OXUAAHMI AOCTYIMHOCTU Oydepa ort-
MTPaBKH;

Broa: xaapel — KOJIMYECTBO BBEJEHHBIX KaIpOB;
BBoxa: 0aiit — o0lliee KOJINYECTBO BBEIEHHBIX OATOB;
BsBoxa: 0aiiT mociie cKaTusa — KOJIMYECTBO BBEIEHHbBIX OANUTOB I1OC/IE CXKATUS,

BBoa: ouncTKa cloBapsi CKATHA — KOJIMYECTBO OUMCTOK CJIOBaps AJs CXKaTHUs
JaHHBIX;

BBoa: ommOKM — KOJIMYECTBO OIIMOOK IPU BBOIE;
BBoa: TaiiM-ayTel — YKClIO TaiiM-ayTOB Ha JIMHUMN,

BBon: acmHXpoHHBbIE OIMMOKH KaJApoB — YNCIO OIIMOOK acCHHXPOHHOM Iepena-
44 KaIpoB;

BBoxn: acuHXpoHHbIE MEPErpy3KH — YNCIIO OITMOOK aCHHXPOHHEIX TTePETPY30K;

Bson: ACHHXPOHHbIC NEPEmOJHEHHA — YUCIIO onboK ACUHXPOHHOIO IIEpEC-
TIOJTHEHU S,

Bgroa: acuHXpoHHBIE OIMOKH YETHOCTH — KOJIMYECTBO OLIMOOK YEeTHOCTH;
BBoxa: TpancmopTHBIE OIMOKA — KOJMYECTBO OMMOOK TPAHCIIOPTHOTO YPOBHS;
BoiBoa: Wd-0aiiT — KO/11MYeCTBO BbIBeJAeHHbIX 0AITOB;

BoiBoa: Wd-kaapbl — KOJIMYECTBO BbIBEAEHHbIX KAIPOB;

Boison: WaitForOutBuf — konnuecTBo oXumaHuit aocTymHocTH Oydepa oT-
MIPaBKU;

BoiBoa: Kaapsl — KOJMYECTBO BHIBEICHHBIX KaJlpOB;
BbiBoa: 0aiiT — o0llee KOJIMYECTBO BbIBEAEHHbIX OAMTOB;

BeiBoa: 0aiiT mociie ¢KATHS — KOJMYECTBO BBIBEIECHHBIX OANTOB TTOCIE CXa-
THSL

BuiBoa: oumcTKka CJIOBApA CKATHA — KOJIMYECTBO OYMCTOK CJIOBApSA IJIS CXa-
TUA JAaHHDBIX;
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O BsixoaHble OMMOKH — KOJUYECTBO OIIMOOK TIPH BBIBOJE;
O BeiBoa: TaliM-ayThl — YNCIO TAiM-ayTOB Ha JIMHUN;

 BbiBoa: ACHHXPOHHBIE OIMMOKH KaJpOB — YNCJIO OIMMOOK acMHXPOHHOM Tiepe-
JIau KaJpoB;

O BsiBoA: ACHHXPOHHBIE WEPETPY3KM — UNCIO ONMMOOK ACWHXPOHHBIX TIepe-
TPY30K;

O BeiBox; ACHHXPOHHBIC NCPECNOJHCHHUA — YUCIO oImnbdOK ACHMHXPOHHOTIO TIEPE-
TIOJTHECHUS,

O Bweioxn: ACHHXPOHHBIC OIIMOKM YETHOCTH — KOJWYECTBO OIIMOOK YETHOCTU
TIPU BBIBOJC,

O BeiBox: TpaHCHOpPTHBIE OIMMOKH — KOJWYECTBO OIMMOOK TPAHCITOPTHOTO YPOB-
HA;

O Bcero: Wd-baiit — o611iee KOTUIECTBO TIepeAaHHEBIX GANTOB;

O Bcero: Wd-kazpsl — o0lee KOJIUMYECTBO IePeIaHHbIX KAAPOB;

O Bcero: WaitForOutBuf — o61iee KoauMyecTBO OXMIAHUKA HOCTYIHOCTU Oydepa
OTTIPABKH;

O Bcero: Kaapnl — 001lee KOJMYECTBO NEPEAAHHBIX KAIpPOB;
O Bcero: 6aiit — oblee KOJIMYECTBO BbIBEASCHHBIX 0AliTOB 33 BECh CEAHC;

O Bcero: 0aiiT mocie cxkatHa — oblee KOJMYESCTBO NepeIaHHBIX OAWTOB IOCTe
cxkarus;

O Bcero: ouncTka CjioBapa CXKXatTua — o011Iee KOJMYECTBO OUYUCTOK cJioBapda I
CKaTusa JaHHDBIX;

O Bcero: omm6ok — 00IlIee KOJUUYECTBO BCEX MPOU3OIIESHIINX OLIUOOK;
3 Bcero: TaiiM-ayThl — 0OIllee YHUCJIO TaiiM-ayTOB Ha JINHUM;

3 Bcero: acHHXpOHHBIE OIIMOKH KaJApoB — OOIIee YNCIO OMWOOK ACHHXPOHHOM
TIepeayn Kajapos;

3 Bcero: acMHXpPOHHBIE TMEPErpyskH — oOIee YMCIO OMMOOK ACMHXPOHHBIX Tie-
PETPYy30K;

O Bcero: acHHXpOHHbIe TepenodHEHHs — OOIee YMCIO OIMOOK ACHHXPOHHOTO
MepenoJHeHus;

O Bcero: acunxpoHHble OMHMOKH Y€THOCTH — 0OO0llIee KONMYECTBO OLIMOOK YEeTHO-
CTH IIPU Iepenaye;

O Bcero: TpaHcnoprhbie OmMOKH — 0O0LLEE KOJMYECTBO OLIMOOK TPAHCIOPTHOIO
YPOBHSI;

O Bcero: cuMTbIBaHME W3 KIHI-NAMSTH NMpOTOKOJIOB — 0011ee YUCIO CYUThIBAHUI
U3 KOUI-TIAMATHU IIPOTOKOJIOB,
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Bcero: naiineHo B K31-namMsaTH NPOTOKOJIOB — o0111ee YKnciIo 0OBEKTOB B KAIII-
TTaMsTHU MTPOTOKOJIOB,

Bcero: 3dgdekTHBHOCTL KIM-NAMATH NPOTOKOJOB — 001Ias1 3¢h(PeKTUBHOCTD
K3LLI-IaMSITH;

CunTbpiBaHHe KJII-NAMSTH NPOTOKOJOB (PHCYHKH) — KOJMYECTBO CCHLUIOK Ha
KBUI-MAMAITh ¢ PUCYHKAMMU;

Hajineno B KJII-MAMATH NPOTOKOJOB (PHCYHKM) — KOJMYECTBO HAMAEHHBIX
B KOII-TIAMSATH PUCYHKOB;

DdpeKTHBHOCTD PadOTHI KIM-NAMSTH NMPOTOKOJOB (PUCYHKH) — DPe3YJIETaTUB-
HOCTH HaXOXIEHWST PUCYHKOB B KAII-TIAMSITH;

CunThiBaHHE KIII-NAMATH TNPOTOKOJOB (00pa3sl) — KOJNMIECTBO CCBIIOK Ha
K3LI-NaMsITh ¢ obpazamu;

Haiizeno B KOII-MAMATH NPOTOKOJOB (00pasbl) — KOJIMYECTBO HAMJIEHHbIX
B K3ILU-IIAMSITU 00pa3oB;

D dexTHBHOCTD PA0OTH KINI-NAMATH NPOTOKOJI0B (00passl) — pe3yibTaTUB-
HOCTh HAXOXKICHUSI 0OPA30B B KALI-TTAMSITH;

CuntbiBaHHE K3II-NMAMATH NPOTOKOJIOB (KI/[CTI/I) — KOJIMYECTBO CCBUIOK Ha
KOUI-TIAaMATDb C KUCTIMU,

HaiineHo B K31I-maMATH MPOTOKOJOB (KHCTH) — KOJWYECTBO HANNEHHBIX B
KOLLI-TIAMSITU KUCTEH;

D dexTHBHOCTD PAOOTHI KIII-NMAMATH NPOTOKOJO0B (KHCTH) — PE3YyIbTATUB-
HOCTh HAXOXIEHUSI KUCTEil B KLU -I1aMSITH;

CuMTbiBaHHE KOII-MAMATH NPOTOKOJOB (IKpaHbl) — KOJIMYECTBO CCBHUIOK Ha
KBII-TAMATh ¢ COXPAaHEHHBIMY SKpaHaMu;

Haiineno B K3m-mamMaTH MPOTOKOJOB (IKpPaHbI) — KOJWYECTBO HAWIEHHBIX B
KATI-TIAMATA 3KPaHOB,;

DPdeRTHBHOCTL PAdOTHI KIMI-NAMSATH MPOTOKOJOB (IKPaHbl) — PE3yIbTATUB-
HOCTb HAXOXIEHUS COXPAaHEHHBIX SKPAHOB B KAII-TAMSITH;

Crenenb cKaTHsA Ipu BXoae — 3(1)(1)€KTI/IBHOCTb C2KaTusd BXOAHDBIX JAHHDbIX;

D¢ PeKTHBHOCTD CKATHS BbIBOAHMBIX NAHHBIX — 3(DGEKTUBHOCTb CXATUS BbI-
XOIHBIX TaHHBIX;

Oommii ko3¢ dummenT ckaTusa — ob1ras 3¢hHEeKTUBHOCTD CXATUST TAHHBIX.

Cnyx6bl TepMNUHasioB

a
a
a

Bcero ceancoB — o011ee YMCIO CEAHCOB;
AKTHBHBIX CE€aHCOB — YHCJIO aKTUBHbBIX CEAHCOB;

HeakTuBHble CeaHCHI — YMCJIO HEAKTUBHBIX CEAHCOB.
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O6bekTol WMI
O Kiaaccw HiPerf — BhicOKONpOU3BOAUTEIbHbIE KIIACCHI,
O Heiicteylomue HiPerf — neiicTBytolye BICOKOTTPOU3BOIUTENbHBIE KITACCHI.

Kateropusa Plugin Counters

[pogaiinep PIX for Windows mnogaepxubaeT AONOJNHUTEIbLHO IOAKIHOYAEMBIE
Monynu (plug-in), KoTopble MOTYT OBITH peajn30BaHbl CTOPOHHUMM pa3paboTUU-
KaMu. JloTmoJHUTENbHBIE MOAYJU BBITIOJTHSIIOTCS B BUAE CKOMITOHOBaHHOU OUO-
JIMOTEKU, O0bIYHO 3TO TaK HasbiBaeMble DLL-daiiibl, KOTOpbie MNOAIPYKAIOTCS B
MporpaMMy JJisl OOHOBJIEHUS WIKM YAydlieHUs (YyHKIIMOHATBHOCTA TPOTPaMMBI.
Takne MOAYIM MOXHO CO3/1aBaTh CAMOCTOSTENBbHO JUISI CBOUX COOCTBEHHBIX
HYXI, 4 MOXHO BOCIIOJIb30BAThCS YK€ T'OTOBBIMU MOIYJISIMU CTOPOHHMX MPOM3-
Bonuteneit. B kommiekte DirectX 9 SDK, ¢ kortopeim moctaBnsiercs: PIX for
Windows, mmeeTcsa oIMH MOAKIIOYAeMBIA MoAyiab Imod Hazpanuem PIX Sample
Plugin (Ilpumep HOpocTOro MOAKIIOUAEMOrO MOJYJsS1), CO3JAHHBIA KOpIiopauueit
Microsoft. C moMolibio 3TOro MoAyJisi MOXKHO TIPOTeCTUPOBATh paboTy KiIaBuary-
pbl 1 Mblu. Packpoiite uepapxuio kateropuud Plugin Counters (Komiuiekr
cOOpKHU MOIKIIOUAEMBIX MOAYJIEH) M BAM CTaHET AOCTYIEH IMOAKIIOYaeMbIl MO-
ayas PIX Sample. Moaynas PIX Sample umeeT deTsipe mapamMerpa ¢ TTIOHSITHBIMU
Ha3BaHUSIMU, HAAEIOCh, YTO ¢ HUMU Bbl pa3beperech CaMOCTOITENbHO.

Onuumn c6opa paHHbIX

Cnenyromast obiacts Call data gathering options (Onuuu cbopa naHHBIX) B Aua-
noropoM okHe Experimentl npodaiinepa PIX for Windows, uzobpaxeHHass Ha
puc. 5.9, coOmepXUT HECKOJNBKO 3JIEMEHTOB YIPABICHUSI, C TOMOIIBIO KOTOPBIX
MOXHO (DUKCUPOBATh JaHHBIE JJI 3aJlaHHOTO KojnyecTBa hpeiiMoB.

all data gathering options

(*) Don't gather call data For any Frame
() Gather call data for frame number
() Gather call data For frame after marker named

[3ystem beep to indicate call capture

Puc. 5.9. O6nactb Call data gathering options

Obnacte Call data gathering options (Onuuu cOopa AaHHBIX) UMEET CBSI3aHHYIO
TPYIIITY M3 TpeX TiepeKiTovareneil, BHIOOp OTHOTO TIEPEeKITIoYaTes] aBTOMATHISCKI
WCKITIOYAET BEIOOP ABYX APYTHX.

3 Don't gather call data for any frame — cGop maHHBIX OyAeT MPOUCXONUTH NS
Bcex (hpeitMoB;
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3 Gather call data for frame number — cOop MaHHBIX TTPOU3OHIET IS 3aJAaHHO-
ro 1o Homepy ¢peiima;

O Gather call data for frame after marker named — cOop maHHBIX MPOU3OHIET
MO 3aJJAHHOMY MapKepy.

C noMolibplo Habopa 5TUX MEPEeKToYaTeNiell BBl MOXETE 3a/1aBaTh ONpPENEICcHHOE
KOJIMYECTBO (DPEMOB UJIN OJWUH KOHKPETHBIN dpeiiM Ijisi MPou3BeAcHUsI HE0O-
xonuMelx 3aMepoB. B obmactu Call data gathering options (Onuuu cbopa gaH-
HBIX) B AuaitoroBoM okHe Experimentl npodaiinepa PIX for Windows ecthb elne
ONVH ToJie3Hblil dnaxok System beep to indicate call capture (CuicTeMHBbIii Ty-
JOK) Ui MOAaYu CUCTEMHOIO Iy[IKa, KOTOPhlil O3HAYAET 3aBEPLIEHUE TECTUPOBA-
HUS IPOrPaAMMBbL.

CoxpaHeHue haitna aKkcrnepmmMmeHra

M nocnennsis obaacts Data save options (Onuuu coxpaHeHusl JaHHbIX) B AUANO-
ropom okHe Experimentl, nzoOpaxkenHas Ha puc. 5.10, HeoOxoguma sl yKaza-
HUS TANKu, Tae OyayT COXpaHeHbl UTOIOBbIE Pe3yIbTaThl DKCIEPUMEHTA.

[Data save options

Qutput file path [I]

Puc. 5.10. O6nactb Data save options

[Tocne Toro kak Bbl MPOU3BEIU HYXKHbIE HACTPOUKHU 1715 cOOpa JAHHBIX B AUANO-
ropom okHe Experimentl, naxmute Ha kHonky Start Experiment (Hauano sxkc-
MEPUMEHTa), KOTOpasi HAaXOAUTCS B CAMOM HuU3Y paboueil 00iacTu IuanioroBoro
okHa Experimentl. Eciu Bbl He coxpaHsiud (aila 3KCIepUMEHTa paHee, TO Ha
SKpaHe TMOSBUTCSl NTUATOTOBOE OKHO, MOKA3aHHOE Ha puc. 5.3, mpeaynpexaan-
e O HEOOXOMMMOCTH COXPAHCHUSI PE3YJIbTATOB OJKCIEPUMCHTA B 33JaHHOM
katajgore. Kak Toabko OyayT MPOM3BEACHBI NEWCTBUSI MO COXpaHEHUIO aitna
9KCTMEPUMEHTa, TIPOM3OMIET 3aMyCK TECTUPYEMON TIPOTpaMMBI Ha TIPOMEXYTOK
BpeMEHHU, 3alIaHHbIl BamMu B obOmactu Target terminaten options (cw. pa3od. "Ha-
CHPOLIKYU NApamempos OKOHYaHUA pabombl npoepammui” smoll earaewvt). Ecau Bpe-
MEHHOI MHTepBajl Uit cOOPKU MAHHBIX 33[aH HE ObL1, TO HEOOXOAUMO MPOU3BE-
CTU CAMOCTOSITEJIbHBII BBIXOJ M3 LUKJA PA0OTHl MPOrPaMMBI, MOCIE YETO MOXHO
MEPEXONUTh K AHAIU3Y MONYYEHHBIX JAHHBIX.

AHanuns pe3ynbTaToB 3KCNEepPUMeEHTa

ITo 3aBepiieHuIO Ipoliecca cOOPKU JAHHbIX B KaTajorax, OIpeleaeHHbIX sl Co-
XpaHEHMS Pe3y/IbTaTOB DKCIEPUMMEHTA, MmogBarcsd ABa ¢aiiia: Experimentl. PIXExp
u Outpu.PIXRun. EcTtecTBeHHO, YTO B Hayajie TECTUPOBAHUS IIPOrPAMMbL Bbl
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MOXeTe 3a/laBaTh CBOM Ha3BaHUS (HailIoB, B KHUTE X€ UCTIOJb3YIOTCS CTaHAAPT-
Hble HaMMeHOBaHUS ¢aiiioB, npeanaraembeie PIX for Windows.

®aitn Experiment]1.PIXExp BkimouaeT B cebs Bce TeKylIue IapamMeTpbl cOOpKU
JAHHBIX JJISI TECTUPYEMOW TpOTpaMMBbl, KOTOpble ObLIM Ha3zHaYeHBl B Ipoliecce
KOMITIOHOBKU ¢haiia skcnepumeHTa. OTkpoiB ¢aila Experimentl. PIXExp, Bbl aB-
toMatuuecku oTkpoere PIX for Windows u auanorosoe okHo Experimentl. Ot-
KpPbITh aiil dKCHEepPUMEHTA M3 MalKM MOXHO C IOMOUIBIO IBOMHOIO IIea4yKa
MpaBoii KHOMKKW MBIIIKW Ha Ha3BaHUWU dailia, WU Xe HEeMOCPEeACTBEHHO U3 TPo-
daitnepa PIX for Windows, Bei6pas komatny File | New (®aiin | Hosbrit).

Bropoii daiin Outpu.PIXRun MoXXHO OTKpPBITH TOYHO TaKUM Xe cITocoOOM, Kak 1
daitm Experiment]1.PIXExp. ®@aitm Outpu. PIXRun comepXXuT UTOTOBBIH pe3yabTar
BCETo 9KCIIEPUMEHTA, TIpe/ICTaBIeHHBIN B BUIe Habopa rpachuyeckux auarpamm u
YUCJIOBBIX 3HAYEHUI 1151 ompedeaeHHbIX napaMeTpoB coopku. Ha puc. 5.11 uso-
opaxeH npodaitiep PIX for Windows ¢ orkpbiThiM aitiom Outpu.PIXRun.

® PIX for Windows - Dulpu

<
® a8 satrenderstats calls this frame | [ NI | <voevrecnvi avcr: cosares eoe v KR o ocrimove -

Hurmber of DIP cals

Murnbes of DIl Suemary

Summany

T anget Apphcahion
Path E:\Code\Demo\Dremo\Debug\Demo, exe.

Weason

11615232 861
461 & Frame 230 26TSEE00 23 170 851 00
463 1+ Frame 231 2069349632 231 1177228 849 00
85| & Fiane 232 298112250 23 93888 ] Last-Modified Date/Time  03/03/2004 1359
467 141 Frame 233 3015016448 1062144 9415 00

R
#

469 & Frame 234 W007E632 234 WG4 25886 00 Experiment File

471 1 Frame 235 00ME4E36 235 7713536 1296 00 Path CADacuments and Sethnge\Cramic aseFafioad cromE spenment] POE
473 @ Fame 25 ASEITA4IZ 2H 1T 850 00

475 1+ Frame 237 3039343056 237 11764430 350 0o Run File

477 @ Frame 238 AGITIHH 238 17EE0 848 00 Path C:\Documents and Setlings\Crarsicnas'\Padousi cromJutpu Fi-Run
479 41 Frame 233 HEMEITE 23 11751630 851 00

481 & Frame 240 WTSSGE 40 1TTHTZ 849 00 &

Puc. 5.11. ®aiitn Outpu.PIXRun

®aitn Outpu.PIXRun, kak BugHO u3 puc. 5.11, pasieneH Ha TPU HE3aBUCUMBIX
apyr ot gpyra okHa, 3To Timeline (Otpesox Bpemenu), Events (CoObiTusl) u
Summary (CymMma). Bce Tpu oKHA akKKypaTHO OENST MexXAy coboil pabouyee mpo-
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ctpaHcTtBo moBepxHocTU PIX for Windows. PaccMoTpuMm Kaxmoe okHO chaiin
Outpu.PIXRun no oraeabHOCTU.

OkHo Timeline

Packpoiite okHo Timeline Ha Bcto miomans mosepxHoct PIX for Windows, kak
MokazaHo Ha puc. 5.12, HaxkaB Ha KHOMKY pa3BepHYTb B BepXHEM YLy OKHa
Timeline.

® PIX for Windows - [Outpu: Timeline]
By Fle Edt Wiew Window Help
O ?
0 sec f 1sec f 2 sec T 3 sec T 4 soc T 5 soc T 6 oc T 7 zoc T 8 zec T
(8 L1) : . :
I ' I
5 —
7.0
B1.76
7
761
b2 35
1146
5220
ek o) —
1406
7880
am
5465
40
3050
B5.25
oo i L 1 L& L] L L L T
4 >
aa= Instantaneous FF5 b “ SetRenderstate cals this frame |» 4.0 DR RO AHCK: D8 AHES BDE W “
Progess: % Processor Tima [<ta w “
Hoady

Puc. 5.12. OkHo Timeline

OkHo Timeline (OTpe3ok BpeMeHM) COAEPXKUT Tpaduueckue auarpaMmmMbl 3aMepoB
JUId BBIOpaHHBIX HapameTrpoB cOopku. IlepBbie nBe auarpamMmbl BBEpPXY OKHA
Timeline BbIIOIHEHBI B BMAE ABYX HAPaLICIbHBIX APYr APYLY IIPSIMOYIOJbHBIX
OTPE3KOB YEPHOIO M 3€1eHOTro 1BeToB. IlepBhlil cBepXy YepHbIH MPSIMOYTOAbHbBIIA
OTPE30K OTOOpaKaeT 3arpy3kKy lLieHTpanbHoro Ipoueccopa (CPU), Bropoii 3ene-
HBI TIPSIMOYTONIBHBIN OTPe30K TOKa3bIBAET 3arpy3Ky rpacuyeckoro mpoieccopa
Buneoanantepa (GPU). Tlo cBoeii nnHe ABa NPSIMOYTOJNBHBIX OTpe3Ka OJWHAKO-
BBl M paBHBI BpeMEHHM, 3aTpadeHHOMY Ha TIEPHOA TECTHPOBAHHS ITPOTPAMMEL.
B nuneiike meHwo PIX for Windows mo Bcell juimHe TPSIMOYTOJBHBIX OTPE3KOB
OTpaxaeTcsd BpeMEHHOH HHTepBaa padoThl Imporpammbl. M3 puc. 5.12 MOXHO
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VBUIETh, YTO HAa BKCTEPUMEHT OBIIO 3aTpavyeHO OKOJIO CEMH C TIOJIOBHHON ce-
KYH/l BPEME€HU, HO BPEMEHHOM LIMKJI TECTUPOBAHMS IIPOIPAMMbl MOXET 3a/1aBaTh-
Ccd U MeHee OJHOIl CeKyH[bl, TOIJA 3HAaYeHUe BpeMEHU OymeT OoToOpaxarbcs B
MULIMceKyHaax. Mexay npymsi rpadpukamu 3arpysku CPU u GPU HaxomuTtcst
MapKep, BBIIOAHEHHBI B BUAE HAPUCOBAHHON ABYXCTOPOHHEN CTPENKU. DTUM
MapKepoM MOXKHO BBIOMpATH JIIOOOH 1o cueTy dpeitM B Tipenenax TeCTHPYEMOTO
UKJIa BpeMeH!. I 9Toro HaKMUTE TIpaBoi KHOITKOM MEBIIIM Ha Mapkepe u, He
OTTyCcKass KHOMKHW MBIIIN, TIepeTalliuTe CTPEIKY BAOIb ABYX IPSIMOYTOJbHBIX OT-
PE3KOB, OTKAB KHOTIKY MEIIIN Ha HeoOXoaAWMOM BaM MecTe. B To ke MrHOBeHWe
OKOJIO MapKepa IOSIBUTCA HAAIMKMCh, YKa3bIBAIOIIAasd HAa BBHIOpPAHHBIA MO cUery
dpeitM, HampuMep Haanuch Frame 8. Takum obpazom MOXHO IepeMellaThes 1o
UMeIoIIKUMcs rpachuKaM.

IMon nByms auarpammamu 3arpy3kd CPU u GPU Haxomutcs Oonbluas obiacTb
okHa Timeline (OTpe3ok BpeMeHM), BbIIOJIHEHHAs B BUOE TETPAJAHOIO JUCTA B
Ki1eTouky. B sroii obnactu okHa Timeline rpacduyeckn orobpaxaioTcss HEKOTO-
pble BLIOpaHHBIC BAMU 3HAYCHUS TIapaMeTpoB cOOPKU. 3a oAWH pa3 MOXHO OTpa-
3UTh JI0 YeThIpex cOopuinkoB. YeThipe HEOOXOMUMBIX TapameTpa sl Tpadude-
CKOTO OTOOpaKeHMSI Pe3yIbTaTOB BBIOMPAIOTCS C TIOMOIIBIO YeThIPeX PacKpbi-
BAIOIINXCS CMUCKOB, HAXOAAIIUXCS Ha TTAHEeJW WHCTPYMEHTOB B caMmoil HUXHel
yactu okHa Timeline, mokazaHHoi Ha puc. 5.13.

——
——
——
—

—

0,00

aas xraton o I oo -« T - I

P .o |
iteady

Puc. 5.13. PackpbiBatowmecs cnucku okHa Timeline

Bo Bcex pacKpbIBAOIIMXCS CIIUCKAX BaM OYIET MOCTYINEH HabOp CKOMIIOHOBAH-
HBIX MapaMeTpoB cOOPKU, KOTOPBIN OBUT MPOU3BENCH Ha 3Tare KOHGUTypUpoBa-
HUsl ailyia sKcnepuMeHTa (cm. paso. "Komnonoeka napamempoé cOOpKU 3Kchepu-
meuma" danHoll eaaswt). BeiOUpasi U3 pacKpbIBAOIIETOCs CUCKA MapaMeTphl, Bbl
ABTOMATUYECKU MOJyuuTe rpaduieckue AUarpaMmbl pe3yibTaTOB 3KCIEPUMEHTA.

Takxke Ha MaHeJIW WHCTPYMEHTOB, Tle HaXOMSATCSl PAcKpbIBAIOIIMECS CIUCKH,
UMEIOTCS TPU JOTOJHUTENbHbIE TMUKTOrpaMMbl. JIBe TepBble MUKTOTPAMMBI BbI-
MOJHEHbI B BUIE JIyMbl CO 3HAYKAMM IUTIOC MU MHUHYC, C IIOMOIIBIO ITUX IHMKTO-
rpaMM MOXHO COOTBETCTBEHHO YBEJIMYMBATb MAM YMEHBIIAThb IpacdhHUyecKue Aua-
rpammbl okHa Timeline (Otpe3oxk BpemeHu). Mcmonb3ys TpPeTb0 MUKTOTPAMMY
MOXHO BEpPHYTb YBEIMYEHHBIH WM YMEHbIIEHHBI BUA AMATPAMM K MX IEpPBOHA-
YaJTbHOMY pa3Mepy.

g u3yvyeHus1 MOJAy4eHHBIX Pe3yJbTaToB, BBIPAXEHHBIX B LIMGMPOBbIX 3HAYEHUSIX,
HeobxonuMo mnepeitTu K okHy Events (CoOwiTus) daitna Outpu. PIXRun.
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OkHo Events

OkHo Events oxBaTbiBaeT Bce 3HAYEHMSI Pe3yJbTaTOB IMPOU3BEACHHBIX 3aMEpPOB,
T. €. COAEPXKUT CIMCOK MPOM3OLIENIINX COOBITUIA, BHITOJIHEHHbIA B BUAe TaOIM-
Libl, HAIOMUHAaOWIeH craHaapTHbIA ¢aitn nporpammbl Excel. Ha puc. 5.14 noka-
3aHo okHo Events (CoObITHS), pa3BepHyTOe Ha BClO pabouylo ILIOIIAAbL ITOBEPX-
Hoctu PIX for Windows.

® PIX for Windows - [Outpu: Events] )
Bn He Edt View Window Help -8/ x
0O ?
EID Evert StaiTwme | Frame| Duslion | FPS Musibes of | Mumbser of DIP cally| SelRerndeState| Number of Cali | Inslantareous FPS | Process. X Procersor | Memoy. Page| ®usinal
DuawiPrien cale thiz frame Time [<tametprocess>||  Fauls/eec | odpaul
Y
1 - Stat Session o 0 -]
2 St Pracass [ 0
3| & Frame 1 0 1| 275815776 38 0.0 10 40 270 00 00 00
5 & Frame 2 2SR 2 HENZ MG D on 10 20 160 10463 nn nn
7| Frame 3 276771488 3| 10184392 984 0.0 10 20 16.0 984 00 00
9 & Frames 4 PEEGAE) 4 NS I’ on 10 20 160 B0 nn nn
11 @ Frama 5 230698549 5 11753328 50 0.0 10 20 16.0 850 00 00
13 & Frame G 04SN B b NirEd B4n on 10 20 160 Ba s nn nn
15 @ Frama 7 322232000 T 1201@% 88 0.0 10 20 16.0 a8 00 00
17 G Frame B AN BOMEMEE S on 10 20 160 HaS nn nn
19 @ Frama 9 H5TSE104 9| 12592960 794 0.0 10 20 16.0 734 00 00
21 & Frame 10 TS 0 NEE W on 10 20 160 @l nn nn
23 @ Frame 11 FEAPAE 11 11ed8128 859 oo 10 20 160 959 00 00
25 141 Frame 12 JB1090624 12 12003456 833 0o 1.0 20 160 823 0o 0o
27 @ Freame 13 F900E0 13 31235840 320 oo 10 20 160 320 00 00
23| 141 Frame 14 424325320 14| 5484480 1823 0o 1.0 20 16.0 1823 oo oo
3 & Freme 15 AZIEN4400 15 3|eB03 25733 oo 10 20 160 25733 00 00
33 141 Frame 16 430203003 16 979533 1021 0o 1.0 20 160 1021 0o 0o
35 & Frame 17 433936944 17 11624328 850 oo 10 20 160 860 00 00
37 141 Frame 13 451623972 18 117760% 849 0o 1.0 20 160 8439 0o 0o
39 & Frame 13 4E3FI99ED 19 123359072 @ oo 10 20 160 a1 00 00
41/ 141 Frame 20 475738040 20 namxs e 0o 1.0 20 160 a1 0o 0o
43 3 Frame 21 ABESEZ1TE 21 12234200 @14 oo 10 20 160 a4 00 00
45 141 Frame 22 439246976 22 namwarr e 0o 1.0 20 160 a1 0o 0o
A7 @ Freme 23 G10473248 23 2335808 429 oo 10 20 160 429 00 00
49/ 141 Frame 24 623789086 24 13e887R2 732 0o 1.0 20 160 732 0o 0o
51 & Freme 25 G47447003 25 3|20 25699 oo 10 20 160 25699 00 00
53| 141 Frame 26 54TE36920 26 979T0ss 1021 0o 1.0 20 160 1021 0o 0o
55 & Freme 27 GE7EITIE 27 36316928 275 oo 10 20 160 275 00 00
57 141 Frame 28 583960912 28 1058544 3359 0o 1.0 20 160 9359 oo oo
59 & Freme 23 GOS0 29 3|eB03 25733 oo 10 20 160 25733 00 00
E1 141 Frame 30 GE5406064 30 33:E1%48 237 0o 1.0 20 160 287 0.0 0.0 v
4 >
Hoady

Puc. 5.14. OkHo Events

B Bepxneit yactn okHa Events (CoObITHSI) HAXOMUTCS 1IANKa TabIUIIbI, Te mepe-
YUCIeHbl HAa3HauUe€HHblE BaMU Ha 3Tarie KOMIIOHOBKU haiijla IKCIepuMeHTa Te-
Kymue mnapamerpbl cOopku. IlepBbie 1iecTb KojJoHOK Tabauiibl B okHe Events
(CobwiTust) reHepupyrotesi PIX for Windows aBromaTnuecku, BHE 3aBUCUMOCTHU
OT BCeX MOCJenyIOUX IapaMeTpoB COOPKU, BbIOPAHHBIX BAMU:

O EID — xon mpotecca;

O Event — coObiTHSI, B TOM UYHCJIe CTapT Tpoliecca TECTUPOBAHUS, €ro OKOHYa-
HUE W KOJWYECTBO MOJYYEeHHBIX ¢peitMoB. TIpnyemM coObITHSI OTOOpaxKaroT
3HaAYEHWUsI JIJIsT Havajia M KOHIIA Kaxiaoro ¢dpeiima;

O StartTime — HavasbHOE U KOHEUHOE BpeMsT paboThl At Kaxknoro ¢peiima;
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O Frame — mnocienoBare/ibHOE YMCIOBOE IepeurcIeHrue BCceX MMeloIuxcs dpeii-
MOB, CO3[aHHBIX B IIpOLECCe TECTUPOBAHMS MporpaMMbl. OTcYeT HAYMHAETCS
C eIUHWUIIHI,

O Duration — 0poIo/LKUTEIbHOCTh KAXI0Io hpeiima;
O FPS — yacrora Kaapos.

Bce cnenytonme KonoHku Tabnauisl okHa Events (CoObiTHSI) COOTBETCTBYIOT 3a-
JAHHBIM BaMHU TlapameTpaM cOOpKM Ha 3Tane KOMIOHOBKHU haiifia SKCIepuMEHTa,
Hampumep, Ha puc. 5.14 MOXHO yBUIETh 3aMepbl IS (PYHKLMA IDirect3DDeviced: :
DrawPrimitive M IDirect3DDevice9::SetRenderState U BC€ IIOJYYCHHbIC 3HA4YEC-
HUS BBI3OBOB 3TUX (PYHKIIUI AAIOTCS MO KAKAOMY (hpeiimy.

B kosnonke Event (CoObiTus) 110 Bo3pacTalolleid B KaK/JIOM M3 CTPOK IOKa3aHbl
Bce (peiMbl, cO3JaHHBIE BO BpeMsl paldoThl TMporpaMmmbl. JItobasi cTpoka cojep-
JKUT IOPSAKOBBIA HOMEpP OTAEAbHO B3ATOro ¢peiiMa, Hampumep, ¢ HAANUCHIO
Frame 3. C npaBoii cTOpOHBI OT HAANUCH HAXOAUTCH IMUKTOrpaMMa B BUIE KBad-
paTuka ¢ TUTIOCOM, INEJIKHYB MO Heil JieBOW KHOMKOW MBI, MOXHO OTKPBITH
JIOTIONIHUTENBHYIO CTPOKY B TaONUIE, KOTOpas JOCTYIHA ISl Kaxnoro ¢dpeiima u
[OKA3bIBAET HA0Op 3HAYeHUIT COOpKM IS OKOHYAHMI Hpolecca pabdoOThl BbI-
OopaHHoro ¢peiima. Hampumep, ecau packpbiTh ¢peiiM ¢ Haanucblo Frame 3
B PIX for Windows, To MMOSBUTCS IOMOJTHUTEILHAS cTpoKa ¢ Hamnuchio End
Frame 3. [lepexoauth no 3HayeHUsIM Tabauibl okHA Events (CoObITHSI) MOXHO ¢
[IOMOIIIbIO MBIIIM, LIEJKHYB B pailoHe HEOOXOMUMOUl CTPOKU, WAM C MOMOIIbLIO
kirasuin <Up> (Beepx) n <Down> (BHU3), TpU 3TOM BBIOpaHHasl CTpoKa MOMEH-
TaTbHO ToJicBeunBaeTcs. [Tpu mepexosae mo dpeliMam, T. e. O cTpoKaM TabTUIIbI
B okHe Events (CoObITus), ODPOUCXOAUT CUHXPOHHOE II€peMelleHue MapKepa B
okHe Timeline (OTpe3ok BpeMeHM) Ha TO3UWINIO BuIOpaHHOTO (dpeiimMa B CTpoke
tabnuibl okHa Events (CoOwiTus). 1 Hao60poT, eciu BB TiepeMeliaete MapKep B
okHe Timeline (OTpe3ok BpeMeHHW), IMPOUCXOAUT ABTOMATUYECKUI Mepexod I10
crpokaM Tadauibl okHa Events (CoObitus).

OkHO Summary

OkHo Summary (Cymma), m3o0OpaxeHHoe Ha puc. 5.15, cOAEpXUT CYyMMapHYIO
MHMOPMAIIUIO O TPOU3BEAECHHBIX HACTPOMKAX IO BCEMY IKCIIEPUMEHTY.

B okHe Summary (CymMMa) uMeeTcsl Tpu TPYMIbl CO CBOUM HeOONbIIUM HabopoM
[apaMeTPOB:

O Target Application — uHbopMalus o TeCTUPYEMO TporpaMMme ¢ TMOMOIIBIO
CIEeIyIOIIUX apaMeTPOB:

e Path — nyTh K TeCTUpyEeMOMY TTPUTIOXKEHUIO;
e Version — Bepcus IIPOrpaMMbl;

e Last-Modified Date/Time — mocnenHsss mata paboTH ¢ TECTUPYEMOM TIPO-
TPAMMOWA.
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® Outpu: Summary
SUrmmary

Summary

Path E:\CodeDemo\Demo\DebugiDemo.exe
Vergion

|
Target Application |
Last-Modified Date/Time 03/09/2004 13:59 ‘

Experiment File ‘

Path C:ADocuments and SettingshCranwcnaesPadouui cron\Espeniment. PAExp
Run File
Path CAD ocuments and Settingsh\Crankenas Patouni cronsOutpu PR<Bun

Puc. 5.15. OkHo Summary

O Experiment File — Hactpoiixu mig ¢aiiia 3KCnepuMeHTa ¢ IIOMOILbIO Mapa-
MeTpa:

e Path — nytb K daiiny skcnepumeHTa.

O Run File — Hacrpoliku 1151 BbIXOAHOro aiijla 3KCIIEPUMEHTA C I1OMOIIbIO
napamMerpa:

e Path — nyTb K BbixogHOMY haiilly DKCIIEPUMEHTA.

Pestomupys Ty raaBy, MOXHO ckaszaTh, 4To mpodaitiep PIX for Windows oto-
Opaxaer kak rpaduueckue, Tak nudpoBble 3HAYEHUs] UTOTOB TECTUPOBAHUS IIPO-
rpaMMbl, 3HAYUTENbHO YIPOLIAIOIIUE 001llee BOCIPUITUE IOJYYEHHbIX Pe3yjbTa-
TOB, W JaeT BO3MOXHOCTH IleJIeHANpaBIeHHO U3YYUTb UMelolecsl OIIUOKU B
pabore mporpaMmMbl. Ha ocHoBe Bcex TOJNyUEHHBIX pe3yabTaToB /sl MapaMeTpoB
cOopku UHGbOPMAIIUU MOXHO TIONYYUTH OONIYHD KapTUHY TMPOUCXOISAIINX TPO-
11eCCOB BHYTPU TECTUPYEMOM MPOTpaMMBI, UTO 3HAUUTEbHO YCKOPUT U YIIPOCTUT
oTIaAKy paspadaTbiBaeMoro IporpammHoro mpoaykra. Koneuno, PIX for Win-
dows — oTO HE naHaues oT Bcex Oell, U OH He B CMJIaX clieaTh 3a Bac BClO pado-
Ty, HO co cBouMU obs3aHHocTaMu PIX for Windows crpasisiercss OTIUYHO!

B cieayomux yactsX KHUIM Bbl IIO3HAKOMUTECH ¢ MHCTPYMEHTAIbHbIMU CPE/CT-
Bamu KomnaHuii ATI u NVIDIA, HeoOXoauMbIMU JIS OTJIAAKU U IIPOrpaMMUpPO-
BaHUS 1UEHACPOB.
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3HaKOMCTBO C MHCTPYMEHTapuem
RenderMonkey

" . . . -
Cambiit yuimii uHTepdeiic — Haw uHTepdeiic!

Hamanva Tamapuyk, audep-npoepammicm npoekma
RenderMonkey xomnanuu ATI Technologies Inc.

CoznaHue NpUIOKEHUI ¢ MPUMEHEHUWEM BepIUMHHBIX U MHUKCEIbHBIX ILIEHAepOB
SIBJISIETCS TOBOJNIBHO TPYIOEMKOMW 3amaueil, W eclii TIPW STOM WCIIONb30BaTh IS
HamMcaHus MIeHaepoB, CKakeM, CTAHIAPTHBINA GIOKHOT OIMepallioHHON CUCTeMBI
Windows, To pagocTu oT 3Toro 6ymeT HemMHoro. [TporpaMMupoBaHue IelinepoB B
cpene Visual Studio .NET oruyacTu peluaer mnpooieMbl ¢ IMOACBETKON CUHTAKCUCA
U OTJAIKOI IleHaepoB, HO 3HAYMTENbHO JIy4llle MCIOAb30BATh CIELUATU3UPO-
BaHHbIE MHCTPYMEHTHI, IMpeaHa3HAYeHHbIe UMEHHO U1 paboThl ¢ IPOrpaMMHbBIM
KomoM TiefimepoB. Jlo HemaBHero BpeMeHM TaKWe WHCTPYMEHTapHHM OTCYTCTBOBA-
U Ha PBIHKE, W Ppa3paboTINKaM TPUXOIMIOCH OCTaBaThes HAeOIWHE CO CBOUMM
mpobieMamMu. DTo U HEMYAPEHO, TTIOTOMY YTO BEpIIMHHBIC W TTUKCENBHBIC IIIeii-
JIepbl HE MCIOJb30BAIMCh B UIPax B TAKMX MacluTadax, Kak ceivyac. Ho coObiTus
M3MEHSIOTCS ¢ KaleHA0CKOMUYecKON OBICTPOTOM, U YK€ HM onHa Oojee-MeHee
NpUIMYHAS WUIpa HE CTPOUTCA 0e3 MCIOoJb30BaHUs uieiiaepoB. OCO3HAB ITOT
dakr, kommanuu ATI u NVIDIA BeInycTUIU cBOU aOCONIOTHO pa3HbIe CPeacTBa
JUTST OTJIQIKMA, PEJAKTHPOBAHWS W HAMMCAHWST TIporpaMM IIeimepoB. DTa M To-
cjenymwiasl TIaBbl 1ETUKOM TOCBsIIeHB WHCTpyMeHTapuio RenderMonkey 1.5
komnanuu ATI. B Hux oTrpaxeHa nonHagd uHdopMalud, HAYMHAYL C IIPaBUIbHOI
YCTAHOBKU M 3aKaHYMBAs CO3JaHMEM IMOTPACAIOLIMX IO MOIIHOCTH creldddek-
TOB. A B eraeax 8§ u 9 oyaer pacemorpedH IDE FX Composer 1.5 or kommaHuu
NVIDIA.

Wucrpymentapuii RenderMonkey mepexus yxe HECKOJbKO PEIM30B M ceidac
JoctynieH B Bepcuu RenderMonkey 1.5. Takke ¢ aucTpuOyTUBOM TOCTaBISIETCS
RenderMonkey SDK 1.0, o koTopoM Mbl TOTOBOPUM B KOHIIE STOU TJIaBbl B
pasnene RenderMonkey SDK. OtpanHo oco3HaBaTh, YTO BO TJaBe ITpoeKTa
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RenderMonkey crout Haia cooteuectBeHHMIIa Hatanbst TaTapuyk, siBisitolniasicst
BEIYILMM MPOrPAMMUCTOM BTOIO MPOEKTa.

ITo cnosam paszpadotunkoB RenderMonkey, Ha pbIHKE MPOTPAMMHBIX CPEACTB,
MpeAHA3HAYEHHbIX IS PaOOThl C BEPUIMHHBIMM M IMKCEJbHBIMM Lieiaepamu
3USIOT OrpoMHbIe IycToThl, 1 RenderMonkey ObL1 co3aaH ¢ Lenbl0 0OIErYeHUs!
padoThl mporpaMMuctoB. Mcnonb3oBaHue MMKCEAbHbIX M BePLUMHHBIX IIeilnepoB
B IPOrpaMMUPOBAHUU TpeXMepHoil rpaduku B Ojukaillee BpeMs CTAHET OJHOMI
U3 OCHOBHBIX BETBEH pPAa3BUTUA MIPOBOM UHAycTpuu. [loaToMy oueHb BAXKHO
HMMETb CIeLUATM3UPOBAHHBIE MMPOrPAMMHBIE CPEACTBA I pabOThl ¢ LIeHAepaAMU.
OnHWUM U3 TaKWX CPeACTB KakK pa3 U sgBasieTcss nHcTpyMeHTapuit RenderMonkey
kommianuu ATI.

HHucrpymenTapuii RenderMonkey gaeT BO3MOXHOCTb Pa3pabOTUMKy IpU Hamu-
CaHMM W OTJAIKe IMPOrpaMM LIEeHIepOB YBUIAETh Pe3yJbTaT paboThl cpasy Oe3 me-
PEKOMTIMIIIIMKA Bcero Tipoekra. Bepcust uHctpymeHTapusi RenderMonkey 1.5
MTONNEPKUBACT paboTy ¢ BHICOKOYPOBHEBBIM SI3LIKOM TIPOTPaMMUPOBAHMS IIIeie-
poB (HLSL) u a3pikom 1ieitepoB, creluaibHo npeaHazHadyeHHoro st OpenGL
(GLSL).

MNMpumeyaHne

Ecnu Bbl pabotaete ¢ OpenGL, TO npu ncnons3oBaHmn OMHOpManein n TaHreHca
B BEPLUMHHOM NOCTPOEHUN HEOOXOAUMO NPOV3BOAUTL CNEAYIOLLYIO 3anuUCh:

attribute vec3 rm Binormal;
attribute vec3 rm Tangent;

Takke HeoBXoANMO MOMHWTBL, YTO B DirectX ncnonb3yeTcss NEBOCTOPOHHSAA cucTema
KOOpAMHAT, U Takasi ycTaHoBKa nponucaHa B RenderMonkey no ymonuaHuio, HO Bbl
MOXETE W3MEHMTb MapaMeTpbl B Kax4oM HOBOM MPOEKTE 4Yepe3 OKHO CBOWCTB
(RenderMonkey Preferences), agantupys ux nog OpenGL.

HMHuryutuBHO noHATHBIA uHTepdelic RenderMonkey mnosBoisier 6e3 ocoboro
"packauMBaHUS" HAUYMHATL PabOTy HaA MPOEKTOM JIOOOH CIOXHOCTU, BHE 3aBU-
CHMOCTHM OT KOJMYECTBA IMPOrpaMMUCTOB U IU3AIHEPOB.

Bonee toro, RenderMonkey BrepBbie MO3BOJISIET AM3aiiHEpY padboTaTh C Lueitae-
pamu camocrogaTenbHo. Tak kak B RenderMonkey mpeaycMoTpeHa BO3MOXKHOCTh
COBMECTHOI paboThl IporpaMMUCTa U Au3aiiHepa, TO IPOrpaMMUCT MOXKET HeE
oracarbcs, YTO AM3AMHEpP MCIOPTUT IPOTrpaMMHbLIM KOJ, a JuM3aiiHEP MOXET ca-
MOCTOATEIBHO CO3IaBaTh KauyecTBeHHbIE 3(¢eKThl. BrepBble MpPOrpaMMUCTBl U
JM3aAHEPbl UMEIOT Takoe O0Olllee MOLIHOE CPEJICTBO /U MPOrpaMMUPOBAHUS U
OTJIAIKN 1IEUAEPOB.

Bepcus RenderMonkey 1.5 nomaepxkupaeT Buieoagantepbl kommnanuu NVIDIA,
YTO, MPU3HATECS, BechMa CIelUGpUYHO M1 KOHKYPUPYIOIIUX KoMmanuii. C mpy-
roif cTopoHsl, ecnu komnaHusg ATI nefcTBUTENbHO XeIaeT 3aHITh TOMUHUPYIO-
1mee TMoJOXEeHNe B 5TOM CeTMEHTE PbIHKA, TO 3TO JOCTAaTOYHO OOAYMaHHBIN U
00bICHUMBIH X0/, Tak wiu nHave, pazpaboTYUKU TOJIbKO BBIUTPHIBAIOT.
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B oroit u crienywolieit maBax Bbl y3HaeTe 000 BceX HI0OaHCAaX MCIOJIb30BAHUS
RenderMonkey, a HauHeM MbI ¢ ycTaHoBKU aucTpudOyruBa RenderMonkey 1.5 Ha
Ballly KOMIIbIOTEPHYIO CHUCTEMY.

YctaHoBka RenderMonkey

Ha xoMrrakT-amcKe, TocTaBiasieMoM B MecTe ¢ KHUTOH, B manke \ATI HaxommTcs
YCTAaHOBOUHBLIU haiin uHcTpymMeHTapusi RenderMonkey c¢ HasBaHueM Ren-
derMonkey 2004-08-03-v1.5.424. Bro nocieansia Bepcus npoaykra RenderMonkey
Ha MOMEHT HaNUCAHUS KHUIU.

JBoiiHOI  1IeNYOK JIeBOM KHOMKOW MBIIIM HA YCTAHOBOYHOM  dpaiine
RenderMonkey BbizoBer mactep ycrtaHoBkM. IlepBoe muanoroBoe okHo Welcome
to the RenderMonkey 1.5 Installation Wizard, uzo0paxenHoe Ha puc. 6.1, BcTpe-
TUT Bac PaJOCTHbIM IIPUBETCTBUEM.

— —___ ——— ——
i‘él' RenderMonkey 1.5 Setup E“El@

Welcome to the RenderMonkey
1.5 Installation Wizard

Itiz strongly recommended that you exit all Windows programs
befare minning thiz setup progranm.

Click. Cancel bo quit the setup program, then close any programs
wou have wnning.  Click Mext to continue the ingtallation,

WARMIMG: Thiz program iz protected by copyright law and
international treaties.

Unauthorized reproduction or distribution of this program, or any
partion of it, rmay result in severe civil and criminal penalties, and
will be prozecuted to the masimum extent possible under law,

* Requires 170+ MB of hard dizsk space.
* Requires Direct¥ 9.0c run-time installed

* Requires Directx 9.0c 5DK
[ Summer Update 2004 ] for plug-in development

[ Mest > ] [ Cancel ]

Puc. 6.1. OkHo Welcome to the RenderMonkey 1.5 Installation Wizard

B nuamoroBom okHe Welcome to the RenderMonkey 1.5 Installation Wizard Ber
TaKXKe HaiifeTe HAIOMUHAHMS O HEOOXOAMMOCTU YCTAHOBKM IMOCTEIHEH BepcUuu
DirectX 9 SDK Update (Summer 2004) nepen MHCTALISILUENH MHCTPYMEHTApUS
RenderMonkey 1.5, a takxke BaM noHagobutcs nopsaka 170 M6aidt cBoOOAHOTO
MecTa Ha xecTkoMm aucke. Haxas xHonky Next B nuanoroBom okHe Welcome to
the RenderMonkey 1.5 Installation Wizard, BbI miepeiinete Ha cieayroumi srtar
uHctausimun RenderMonkey. TlosiBuBieecs: nuanoroBoe okHo License Agreement
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COMEPKUT JIUIIEH3NOHHOE COTJIAIIEHUE, €CJIM BBl COTJIACHBI C YCIOBUSIMU JIMIIEH-
3uM, TO BbiOepurTe nepekiioyareab I accept license agreement u HaxmuTe Ha
kHonky Next. B nosBuBmiemcsi HoBoMm auanoropoM okHe Destination Folder
(Mecto pacrnojioxeHus Manku), NoKazaHHOM Ha puc. 6.2, npeaiaraercs BbIOpaTh
kaTanor aiag ycraHoku RenderMonkey.

-
i RenderMonkey 1.5 Setup

Destination Folder

Select a folder wahere the application will be installed.

The ‘Wise Installation ‘wWizard will install the filez for Renderbonkey 1.5 in the following
falder.

Taoinztall inta a different falder, click the Browse button, and select anather folder.

You can chooze not to install Rendertdonkey 1.5 by clicking Cancel to exit the Wise
Installation ‘Wizard,

Destination Folder

C:\Program Files\AT| Research InchRendertd onkey 1.5%

‘wize Installation ‘Wizard®

[ < Back " Mewt > ] [ Cancel

Puc. 6.2. lnanorosoe okHo Destination Folder

OcraBbTe KaTajor, MpeajaraeMblii MacTepoM YCTaHOBKM MO YMOJNYaHUIO, JUOO
BocTonb3yiiTech KHONKoi Browse (O630p) B okHe Destination Folder 1st BbiOo-
pa cBoero Karajora, Mocjie 4Yero HaXMuTe KHOTKY Next jisi TpoJoIKeHus ycTa-
HoBKM RenderMonkey. B HoBoMm mosiBuBIIeMcst auanoroBoM okHe Select Instal-
lation Type (Bbibop Tuna MHCTALISALMK), IPEACTABIEHHOM Ha puc. 6.3, Bam Oy-
JeT IpeIoXeHO Ha BhIOOp TPU TUIIA MOCIEAYIONIe YCTAHOBKU MPOrPAMMEIL.

DTOT CTaHAAPTHbIA HAOOP TUIOB, KAK MPABUIO, HOCTYIIEH IIPU YCTAHOBKE IOYTH
nmoboii mporpammbl. Tun ycraHoBku Typical (TunuuHbiil) NpoOU3BOAUT UHCTAI-
JIALMIO TUIIOBOro Habopa KOMIIOHEHTOB, HEOOXOAUMBIX Ul paboThl. Claeayloimii
BapuaHT ycraHoBKUM Complete (KoMIuiekT) BKIlOUaeT B ce0sl MONHYI0 MHCTAILIS-
IMIO BCEX WMEIONINXCSA B KOMIUIEKTE YCTAHOBKHW JIOTIONHEHWIA, OOBIYHO JIydIe
TIPUAEPKUBATLCS STOTO BapWaHTa KOMIUTEKTanmnu. M TocmemAnit THI yCTaHOBKU
Custom (BbuiOOpouHBIif) HaeT BO3MOXKHOCTH MPOU3BECTH BBIOOPOUHYIO YCTAaHOBKY
TOCTaBIsIEMBIX KOMIIOHEHTOB WHcTpyMeHTapusi RenderMonkey. He 3Haio kak
Bbl, a {1 BCErJA HE MOTY YAEPXKAaThCs OT co0Ja3Ha 3arIsiHyTh B HA0Op KOMILIEKTA-
LIMU JI1000il mporpaMMbl. Bot u ceifuac mapaiite uzbepeM tum ycraHoBku Custom
(Bb10OpoUHBIl) BOCMOIB30BABLIMCH MepeKIioyaTeaeM, HaXOAALIMMCS HalpOTHUB
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COOTBETCTBYIOILIEH HAAMUCU, U HaXMeM Ha KHonKy Next. B HoBoM mosiBuBIIEeM-
ca okHe Select Features, uzoOpaxeHHOM Ha puc. 6.4, MOXHO O3HAKOMUTbCS
¢ IOJIHBIM KOMILIeKToM noctaBku RenderMonkey.

-
i RenderMonkey 1.5 Setup

Select Installation Type

Select the desired installation type.

() Typical
& Themost common application features will be installed. This option
%g is recommended for most users.
= &
O Complete

B Al application features will be installed. This option is recommended
% g far the best perfarmance.
= M

O Custom

g Use this option to choose which application features you want
inztalled and where they will be installed. Recommended for
= advanced users.

m]ci|m]

wiize Iristallation 'wizardE

[ < Back " Mext > ] [ Cancel

Puc. 6.3. [lnanorosoe okHo Select Installation Type

. i RenderMonkey 1.5 Setup

Select Features

Please select which features pou would like to install

Feature Description:
Core

Examples
SDK

This feature will be installed on the local hard

drive.
This feature requires 131 3KB on your hard
drive.
'wige |nstallation 'Wizard®
[DiskEost] [ Reset ] [ < Back " Mext » ] [ Cancel

Puc. 6.4. nanorosoe okHO Select Features
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HaxaB Ha xkHonKy Next B nuanorosom okHe Select Features, Bbl 3amycTute mpo-
necc uHcrawiaiuu RenderMonkey Ha Baml kommbloTep. Ilo oxoHYaHuu ycra-
HOBKU IIOSIBUTCS I1OCJIEIHEE AMAJIOrOBOE OKHO, OIOBELIA0IUEe O 3aBEPLIEHUM
uHcranasuuu RenderMonkey. B 5ToM okHe HaxxmuTe Ha KHonKy Finish, u Takum
o0pasom uHcrpymeHTtapuii RenderMonkey OyageT 061aromnojlydyHoO YCTAHOBJIEH B
Ballleil CUCTEME.

N3yuaem RenderMonkey

Mocne ycranosku B Mmenio Start | All programs (Ilyck | Bce mporpammbl) mo-
SBUTCS chopMUpoBaHHOEe MeHIo ¢ o01uM Ha3BaHueMm ATI Research Inc, B koTo-
POM BbI HaiifeTe cieaylolue KOMaHIbl:

O DX9 Sample Workspaces — oTKpbIBaeT moctyn K npumepam misg DirectX 9;
GL2 Sample Workspaces — oTkpbiBaeT A0CTyIl K npumepam 111 OpenGL 2;
Release Note — nHbopMmaius o penusze RenderMonkey 1.5;

aaad

RenderMonkey 1.5 — 3amyckaeT WHTETpUPOBAHHYIO cpely pa3paboTKu Tpu-
noxeHnit RenderMonkey;

a

RenderMonkey Documentation — moxkymeHTtarus no RenderMonkey B dhop-
mate PDF;

O RenderMonkey SDK Documentation — gokymeHtauusi no SDK RenderMon-
key B ¢opmare PDF;

O RenderMonkey SDK Help — koHTexkcTHas crpaBKa, BbIIOJHEHHAs B BUJE
HTML-crpanui;

3 Uninstall RenderMonkey 1.5 — ynanenue RenderMonkey 1.5.

Hnst Toro uro06bl 3amycTuTh MHCTpyMeHTapuii RenderMonkey, BbIGEpUTE B MEHIO
Start | All programs | ATI Research Inc | RenderMonkey 1.5 | RenderMonkey 1.5
(ITYCK | Bece nporpammbl | ATI Research Inc| RenderMonkey 1.5| Render-
Monkey 1.5) i BOCHOJIb3yATECH NUKTOTPAMMOI, AaBTOMATUYECKHU ITOMEIIEHHOMI
Ha paboueMm crosie Windows NMpHM WHCTAUISIWU W BHITIOJIHEHHON B BUIE JNIA
CUMIIATUYHON 00E3BTHKN XeJNToro IBeTa ¢ Haammchio RenderMonkey 1.5. TTocae
3alrycka MporpaMMEI BaM OTKpoeTcst pabouee okHo RenderMonkey, mipemcras-
JIEHHOE Ha puc. 6.5.

Ha puc. 6.5 BugHo, uro mHcTpyMeHTapuii RenderMonkey BBITTOTHEH B JIYUIIMX
TPamUIINAX TOMOOHBIX BHU3YaNBHBIX CPEICTB TPOTPAMMUPOBAHUS ¢ WHTYWTHBHO
TTOHSITHBIM WHTep(deiicoM. Pabouas miomans RenderMonkey pasmeneHa Ha Tpu
pasIUuUHBIX TIo pa3Mmepy okHa, 3To Workspace (PaGouee mpocTpancTBo), Output
(OkHo BbIBoAa BbixogHON uHpopmaiuu) u Preview (OKHO mnpenBapUTEILHOTrO
mnpocmotpa). IIpu sTrom okHOo Preview npu HauanbHoM crtapre RenderMonkey He
OTKPBIBAETCS, a MPOCTPAHCTBO, OTBEACHHOE IUISI 3TOTO OKHA, OCTAETCS ITYCTBIM.
Takxe elne uMeeTcs psii AOIMOJHUTENBHO MOSIBISIONINXCS OKOH, KOTOPbIE CTAHO-
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BATCSI JOCTYIHBI TI0 Mepe paboThl ¢ MHCTpyMeHTapueM. B Bepxueit wactu Ren-
derMonkey pacrojioxeHa MHCTPYMEHTaJbHash IIAHEJb ¢ KHOIKAMM OBICTPOrO
JOCTyIla U JIMHEKKoil MeHI0 ¢ Habopom craHgapTHbix KomaHa File (Maiin), Edit
(PepakTtuposarb), View (Bug), Window (Okno) u Help (ITomoius). JlaBaiite pac-
CMOTPUM MEHIO M MHCTPYMEHTAIbHYIO aHeib RenderMonkey.

EELLERT EE LT E I

ﬁ Effect Woekspace

Puc. 6.5. Pabouee okHo nHcTpymeHTapusi RenderMonkey

MeHio File

B wmenio File, ero MoxHO yBumeTh Ha puc. 6.6, comepKUTCS MATh CTAHIAPTHBIX
KOMAH/I 10 OTKPBITUIO, 3AKPHITUIO UM COXpaHEHMIO pabouux (aiinos.

Menro File comepxxuT cieayoiie KOMaHIbI:

3 New (<CtrI>+<N>) — oTkpbIBaeT HOBoe paboyee MPOCTPAHCTBO, B TOM YMCIIE
okHo Workspace ¢ HoBbiM Effect Workspace (Pabouee mpocTtpaHcTBO 3hdek-
ta). [lo yMonuaHMIO 3TO IycToe oKHO. Takke Mpu OTKPHITUM HOBOIO padoye-
ro mpocTpaHcTBa Jnbo Tipu 3akpeiTuu RenderMonkey mosiBUTCSI AMAIOroBoe
OKHO C TIPe/UTOKEHUEM COXPAHUTh TeKYIIUI TTPOEKT;

3 Open (KCtrl>+<0>) — sTa KOMaHIa OTKPHIBaeT cymecTBytonmii daitn Effect
Workspace;
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5] Mew Chrl+M

& Open Crl+0
Recent \Workspaces 3

|n Save Cerl+5

Save Ais...  Cr4Shif4s

Puc. 6.6. MeHio File

O Recent Workspaces — sTa koMaHaa MMEET CBO€ BbIIAAAIOLIME MEHIO, Ie CO-
JEPXKUTCS TISATh MOCIEAHUX TTPOEKTOB;

O Save (<Ctrl>+<S>) — coxpaHser TeKyllee oTKpbiToe oKHO Workspace;

O Save As (<Ctrl>+<Shift>+<S>) — coxpansaer tekyiiee okHo Workspace B
3aJaHHOM IUPEKTOPUM;

O Import — 5Ta KOMaHAA IO3BOJSIET UMIOPTUPOBATH Pa3paboOTUMKAM JOMOJIHU-
TeJTbHBIE MOIYJIW CBOETO COOCTBEHHOTO hopMara;

O Export — c mOMOLIbIO KOMAaHAbl IKCIOPTA Pa3pabOTYMKY MPEAOCTABISIETCS
BO3MOXHOCTD TIPOU3BECTH IKCTIOPT haiiyia B cBoOil ¢OpMar MAHHBIX, B YACTHO-
CTU €CTh BO3MOXHOCTb 3KcIoptupoBarh (ain B FX-(opmar, ucnoab3yemblid
B DirectX 9;

O Exit — Beixog u3 RenderMonkey.

MeHio Edit

Menio Edit coaepxut BocemMb KoMaHa, OHO u300paxeHo Ha puc. 6.7. C no-
Molblo KomaHa MeHo Edit MoXHO MPOU3BOAUTH pa3NUYHBbIE OTepaluu Mo pe-
JAKTUPOBAHUIO WM MPABKE MMEIOIUXCS TaHHBIX.

Menro Edit comepxut ciaenyrommne KOMaHIbI:

3 Undo (<Ctrl>+<Z>) — coBeplaer oTMeHy MocJeaHell Mpou3BeaecHHON ore-
pauuu;

3 Redo (<Ctrl>+<Y>) — Bo3BpaT K Npeablaylleil onepaiuu;

&7 Undo Chrl+Z
#ocu Chrl+x
Copy Chrl+C
[ Paste Chrl+y
¥ Delete Delete
Preferences. ..

Puc. 6.7. MeHio Edit
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a

[ R R R R |

=

| Rende rMonkey Preferences

General | Direct 9.0 Viewer | Shader Editor | Exstemal Fiie Editor |

Cycle time for pre-defined
‘hime' vanable [zec): 120,000

Auto Refresh
v Tenstures
Refresh period [zec] 5.000
v todels

Fiefrash period [sec): 5.000

Default Directories

Testures |C:\Proglam Files\&TI Resear Browse
Models: |C:\F‘rogram Files\ATI Resear Browse

Default Madel Orientation: LHS -

Default Texture Origin Top Left -

[7 Reset Camera on Effect Change

Cut (KCtrl>+<X>) — cayxuT ;s BbIpe3aHusi BoineneHHoro y3na u3 Effect
Workspace;<

Copy (<CtrI>+<C>) — ronmpyet y3en n3 Effect Workspace;
Paste (<Ctrl>+<V>) — BcraBka y3na B Effect Workspace;
Delete (Delete) — ynanset y3en B Effect Workspace;
Commit Changes (<F7>) — KoMnuiupyeT aKTUBHBIN 1lieiaep;

Preferences — ¢ moMolbIO 9TOIl KOMAHIBI MOXHO OTKPBITh JUAIOIOBOE OKHO
csoiictB (RenderMonkey Preferences), uzobpaxenHoe Ha puc. 6.8.

&

Ok | OTrmeHa |

Puc. 6.8. inanorosoe okHo RenderMonkey Preferences

B nmuanoroBom oxkHe RenderMonkey Preferences HaxoauTcsi uyeTblpe BKJIAIKU:
General (O6mue), DirectX 9.0 Viewer (ITapamerpwnr mist DirectX 9.0), Shader
Editor (Pepakrop iueitnepos) u External File Editor (BHemiHuii pemakrop aii-
JoB). Kaxnag Bxiamka MMeeT CBOil HAOOp 2JEMEHTOB YIPABICHHUS, ¢ ITOMOIIbIO
KOTOPBIX MOXHO 3a0aBaTb PAa3IMYHbIC MapaMeTpbl HACTPOHKHU pabOThl B cpene
RenderMonkey, paccMOoTpuUM NOAPOOHO KaXAYIO BKIAAKY JUaJOrOBOIO OKHA
RenderMonkey Preferences.
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Bknapka General

Bkrnanka General (OcHoBHble) auanorosoro okHa RenderMonkey Preferences,
M300paxKeHHas Ha puc. 6.8, Mo3BoJsIeT 3a1aBaTh OCHOBHBIE OMUNU Ul paboTHI C
RenderMonkey. B Bepxneit yactu Bkiaaku General pacrmonaraercsi TeKCTOBOE
nojie Cycle time for pre-defined 'time' variable (Bpemsi nukna ans npenomnpene-
JIEHHOM TIepeMeHHOI) ¢ YCTaHOBICHHBIM IO YMOMYaHW0 3HadeHneM 120 ceKyH.
C IOMOLIBIO ITOrO TEKCTOBOTO MO/ MOXHO 331aBaTh BpeMs LMKIA AJIs Oped-
OIpeaeNeHHbIX MepeMeHHbBIX, HEOOXOIUMBIX I YIOOCTBA PAbOTHI C IleiiaepaMu.

Crenyromnit Habop RIeMEHTOB YIpaBIeHWS OTpaHWYEH CTAaTUIeCKOW 0OOMaCThIo
noa HaspaHueM Auto Refresh (ABromaruueckast pereHepauusi). B aToii obnactu
naxoautcs apa ¢duaxka: Textures (Texcrypbl) u Models (Mogenu). Hanporus
KAXI0ro U3 (HIaxKkoB MMEETCd TeKCTOBOEe Ioje I 3amaHud LUPPOBLIX 3HaYe-
Huii. C MOMOIIbIO DTUX OMIMHA MOXHO 3adaBaTb BpeMs AJis aBTOMATUYECKOIrO
OOHOBJICHUSI UI3MEHUBIITNXCS PECYPCOB (BpeMs IO YMOMYAHWIO 3a0aHO 3HAYCHUEM
5 ceKkyHm).

Huxe cratuyeckoii obmactu Auto Refresh Bkianku General nuanoroBoro okHa
RenderMonkey Preferences pacrnonoxeHa eile ofHa cTraTuvyeckass o0jacTb
Default Directories ([IvpekTopusi 0 YMOJYAHWUIO) C JBYMSI TEKCTOBBIMU TIOMSIMH,
VKa3bIBAIOIIMMY Ha pacTioIoKeHNe Karajora ¢ pecypcamMy, a WMeHHO TeKCTypa-
MM U MOJEJISIMU, UCTIONb3yeMbIMU B padoTe RenderMonkey.

Hanee Ha Bkianke General pacrnomaratorcss nBa  crnucka: Default Model
Orientation (Cucrema KoopauHat st Mojenu o ymomyanuio) v Default Texture
Origin (TekcTypHble KoopauHaTel no ymonuyaHuio). B crucke Default Model
Orientation MOXHO BBIOMpaTh MEXIY JEBOCTOPOHHEH CHCTEeMOH KOOpAMHAT
(LHS), ucnonbsyemoii B DirectX, U OpaBOCTOPOHHENH CUCTEMOI KOOPAUHAT
(RHS) 1151 npeacTaBieHUs] MOJEIN Ha BKpaHe MoHuUTopa Iipu padore ¢ OpenGL.
Cnucok Default Texture Origin npenHasHaueH JUTS OTIpenesieHUs] TEKCTYPHBIX
KOOpIWHAT.

M nocnenusis onuus Ha Bkiagke General — daaxoxk Reset Camera on Effect
Change (COpoc kamepbl o u3MeHeHUto 3¢pdexTa), cayxaluil Ui aBToMaTuye-
cKoTO cOpoca MO3NINN KaMephl B MOMEHT M3MEHEHHS TeKyIIero addeKTa.

Bknapka DirectX 9.0 Viewer

Bxnanka DirectX 9.0 Viewer, uzoOpaxeHHass Ha puc. 6.9, 103BoJsIeT HacTpau-
BaThb I1apaMeTphbl, CBA3aHHbIE HEMOCPEACTBEHHO C UCIIOJb30BAHUEM CBOMCTB
DirectX 9. Ha sroii BKIIajKe CYLIECTBYET MHOXECTBO Pa3jJMUHbIX 3JIEMEHTOB
VIIpaBJICHNAS.

IlepBoe texcrosoe none HLSL Includes (Bxirouyaer HLSL) mosBonsier ompene-
JIUTH KaTajor, TOe MOTYT pacrojiarathesT aimbl mmeiiaepa. KaramoroB moxkeT
OBITH HECKOJIbKO, TOTHA Ha3BaHWE BCEX KAaTaJlOTOB TTPOMMCHIBACTCS B TEKCTOBOM
nojie HLSL Includes uepe3 Touky c 3amsiToii.
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£ RenderMonkey Preferences E

General  Direct 5.0 Viewer l Shader Editor] External File Editor]

HLSL Includes: |

Back Buffer Format: |DSDFMT_><8R8GSBB j

Multisample Type: | D3DMULTISAMPLE_NOHE |
Depth [ Stencil Buffer

Format: [D3DFMT_D2458 |

[V Depth Clear [V stencil Clear

Yalue: 1.0000 Yalue: 0

Default Device:
& HAL Default Clear Calor |

" REF Defaulk Camera Settings |
- Enable rendering on Rendering Error Font |
demand (HAL)
Rendering Refresh Rate: Fastest j

0K | Otriena |

Puc. 6.9. Bknagka DirectX 9.0 Viewer

3arem Ha Bkianke DirectX 9.0 Viewer nuanoroBoro okHa RenderMonkey Pre-
ferences pacnonaraerca cnucok Back Buffer Format (®opmar 3agHero Oydepa),
HeoOXooMMbI A1 BbiOOpa dopmara 3amHero Oydepa. 3aech MepeurcaeHbl Bce
umeromuecs: B DirectX dopmarsl 3anHero Oydepa, U Bbl MOXeTe MCIONIb30BaTh
mo0oit HeoOXoaUMBIM BaMm ¢hopmar.

Huxe cninucka Back Buffer Format naxomutcst eunie onuH crnrcok Multisample
Type (Tun MyIbTHCEMITIMHTA), UCTIONB3YEeMbI JUISI BbIOOpa MYJNbTHCEMILIMHTA.
TTo ymomuanuio BoictapieHo 3HaueHrne D3DMULTISAMPLE_NONE.

Benen 3a cniuckom Back Buffer Format Ha Bxiaaxke DirectX 9.0 Viewer nuanoro-
Boro okHa RenderMonkey Preferences (cMm. prc. 6.9) pacrnonaraercs cratudeckast
obnactb Depth / Stencil Buffer (bydbep rnybunni u Oydep Tpadapera), BKIIO-
yaio1as B ceda HeOOMbIIOH HAOOP Pa3HOPOMHbBIX DJIIEMEHTOB YIIPABASHHUS.

C nomorpio cnucka Format (®opmar) B craruueckoin obaactu Depth / Stencil
Buffer MoxkHO ycTaHaBnWBaTh HeOOXOAMMBIN opMmaT st Oydepa TIYOUHBI U
oydepa tpadapera. Hdpa ¢aaxka: Depth Clear (Ouucture Oydep IIyOoUMHBI) U
Stencil Clear (Ouuctuth 6ycdep Tpachapeta), eciu OHW BBIOPAHBI, OUUIIAIOT CO-
OTBEeTCTBEHHO Oydep riybuHbl u Oydep tpadapera. Ilog asyms daakkamu Depth
Clear n Stencil Clear HaxonaTcst 1Ba MACHTUYHBIX IO pa3Mepy TEKCTOBEBIX OIS C
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OIHOMMEeHHBIM Ha3zBaHueM Value (3HaueHMe), B 3TUX MOJSIX 3a0AI0TCSl 3HAUYEHUSI,
Ha OCHOBE KOTOPBIX OyJIeT MPOUCXOAMTh OuucTKa Oydepa TIyouHB U Oydepa
Tpadapera.

CnenoMm 3a cratudeckoil obnacteio Depth / Stencil Buffer Settings (Bydep rmy-
OouHBl 1 Oydep Tpacdapeta) Ha Bkiaanke DirectX 9.0 Viewer pacrojiaraercst ctatu-
yeckas: obnactb Default Device (YcTpoiicTBO MO YMONIUAHUIO) C ABYMSI IEPEKII0-
yatensmu: HAL (AnmapatHbiii ypoBeHb abctpakiinu) u REF (ITporpammHBIi
ypoBeHb abcrpakiiny). C MOMOIIBIO TUX IBYX MepeKiodyareaeii MoXHO 3a1aBaTh
anmapaTHy WIH TTPOTPAaMMHYIO 00paboTKy JaHHBIX.

C mpaBoii cTopoHbl OT craruueckoil obnactu Default Device (YcrpoiictBo 1o
yMmomuaHuio) Ha Bkianke DirectX 9.0 Viewer Haxonsitcsi Tpu KHonku: Default
Clear Color (Llser mo ymonuanuio), Default Camera Settings (HacTpoiiku kame-
pol 1o ymMonuaHuoo) U Rendering Error Font (IpudTt ommbok).

IMocne naxarus xkHonku Default Clear Color nosButcst HeOOMbILIOE IUATOTOBOE
OKHO ¢ OMHOWMEHHBIM Ha3BaHWEM, IMMOKaszaHHoe Ha puc. 6.10, Tme MOXHO 3ama-
BaTh LIBET [UI OYMCTKHU 3aaHero Oydepa.

r

! | Default Clear Color

FowooD

RGEB = | [ Floating Paint

Puc. 6.10. nanorosoe okHo Default Clear Color

Knonka Default Camera Settings (HacTpoiiku kamepbsl 1o yMoJyaHUI0) TO3BO-
JIIeT YCTAHABNIMBATh MO3UIIMIO KaMepbl B OKHE MPeIBAPUTEIHHOTO MPOCMOTPA.
M3HavanbHO TIO3WIINST KaMephl YCTAHOBJIEHA TI0 YMOTYAHWIO, €CIT BBl KejlaeTe
HA3HAYUTh HOBYIO MO3ULIMI0, TO HaxMuTe Ha KHonkKy Default Camera Settings u
B mosiBuBIIeMcd auanoroBoM okHe Default DirectX preview camera node, moka-
3aHHOM Ha puc. 6.11, ycraHoBUTe HEOOXOAMMbIE 3HAYEHUSI.

Tpetbst u nocneaHsisi KHomnka Rendering Error Font (IIIpudt ommnbok) Ha BKIaa-
ke DirectX 9.0 Viewer nuamorooro okHa RenderMonkey Preferences Bener
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OKHY 3aJaHus IIBeTa TeKCTa, MpeaHa3HauYeHHOTO IS BhIBoAa WHdopMamu ob
umeromuxcs ouunobkax. Haxmure Ha kHoriky Rendering Error Font, u nosiButcs

auanorosoe okHo Illpudr, usobpaxenHoe Ha puc. 6.12, rae Dpou3BOAUTCS yCTa-
HOBKa LIpudTa.

rﬂ Default DirectX preview camera node g
Camera Position: |n.uunut| j |u.nnnun j |-2nu_nuuuu j
Laok A Position: |n.uunun j |u.nnnun j |n.nunun j
Up Yector: |no0000  .||rooooo . |[ooo000 .|

FO: 4500000 -
Mear Clip Flane: 100000 .
Far Clip Plane 1000.0000 -

] | Cancel

Puc. 6.11. lnanorosoe okHo Default DirectX preview camera node

i puchT ? | E|

W pracpr: HavepraHue: FPaztiep:

|Aria| |06bNHb||I| |1 ] ok |
Arial Black KYPCHE 11 2 OTrieHa

() Asial Narow SHIARHEIA 12
Batang HAPHEI KYPCHE 14
) Book Antiqua 16
() Bookmar Old Style 18
() Century b 20 b’
BroousmeHEHHE Oopazew
[ ZadeprHyren
v MogyepkHUTEIA S
Uget:
I K pacHei - Hatiop cumeonoe:
|33na.u.Hb|¢1 j

Puc. 6.12. [inanorosoe okHo LpudT

B HmkHe#t yactu Bkiaaku DirectX 9.0 Viewer nuanoroBoro okHa RenderMonkey
Preferences Haxonutcst crincok Rendering Refresh Rate (Yacrota oGHOBieHUs ),

HCMOJb3YS] KOTOPBIA Bbl MOXKETE YIPaBIATh YACTOTOIl OOHOBIEHHUS] TEKYILEro
a¢dpexra B okHe Preview.
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Bknapka Shader Editor

Bxnanka Shader Editor (Penaxkrtop 1ieiinepos), nsobpaxkenHas Ha puc. 6.13, He-
00xonMMa A5l HACTPOMKU TEKCTOBOIO PENaKTOpa lieiiaepos.

=l

r. .
|8 RenderMonkey Preferences E

General ] Direct 9.0 Viewsr Shader Editor l Esternal File E ditor ]

Tabs

Tab Size 3 Indent Size |3

& Insert Spaces

" Keep Tabs

Fonk

Font | Courier Select. ..
Fonk Size | 10 r

Ok | Ormena

Puc. 6.13. Bknagka Shader Editor

Bknanka Shader Editor pasneneHa Ha ase obiactu: Tabs (TaOynsuwmsi) u Font
(ITpudt), Kaxnast U3 KOTOPBIX COAECPKUT HeOONbIION HAOOP 3JIeMEHTOB YIpaB-
neHus. B obnactu Tabs 3agatorcst mapaMmeTpsl U1 pa3MepoB OTCTyNa U MO3UITUI
tabynsuuu, a B obnactu Font ¢ momolplo TEKCTOBBIX moneit u kHomku Select
(Bb1OOp) MOXHO 3a1aBaTh Pa3iMyHble BUALI LIPUGTOB A5 TEKCTOBOIO pelakTopa
LIECHAIEPOB.

Bknapka External File Editor

Bknanka External File Editor (Buemnuit gaiinoBsiii penaktop), mokaszaHHas Ha
puc. 6.14, no3Bojsier BbIOMpAaTh BHELIHME IOAKIIOYAEMblE MPOIPAMMbL IS U3-
MEHEHUsI TeKCTYp WM Moaesei.

Ha Bxianke nmeetcst nBa TekctoBbix nojist: Textures (Texkctyps) 1 Models (Mo-
JeJii), B KOTOPBIX HEOOXOAMMO YKa3aTb MECTOHAXOXACHHE IOIKIIOYAEMBIX B
MPOEKT TEKCTYP U MOMAETIEH.
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|8 Rende rMonkey Preferences @

General ] Directs 9.0 Viewer ] Shader Editor  Esternal File Editor ]

Fleaze select the appropriate default executable that wil
be able to edit the following node types:

Textures

| Browse

Models

[_Broweo_|
| Browse

0K OTreHa

Puc. 6.14. Bknagka External File Editor

MeHio View

MeHio View, pacrojioX€HHOe€ Ha MHCTpyMeHTalibHOM naHeiu RenderMonkey,
umeet yetbipe KoMaHabl: Workspace, Output, Preview u Artist Editor. Kaxnas us
KOMAHI COOTBETCTBYET HA3BaHMIO PabouyMX OKOH M MOXET OTKPbITh HEOOXOmM-
MyI0 pabouyio obiaactb. Hampumep, Ha puc. 6.15 nokasana o6nactb Artist Editor
(XynoxxecTBeHHbIU peaakTop).

MeHio Window

Menio Window, 13o0paxeHHoe Ha puc. 6.16, cogepXuT ceMb KOMaH[I s yIpas-
JIeHUss OKHaMmu uHcTpyMmeHTapusi RenderMonkey, Takxke o Mepe paboThl ¢
RenderMonkey B 3T0 MeHI0O MOryT OBbITh aBTOMAaTHYeCKH AOOABIEHbI U JIpyrue
KOMAH/IbI, CBI3aHHbIE ¢ OTKPLITHIMU OKHAMMU.

Menio Window conepuT CIeayIolIne KOMaHIbL:
O Close — 3aKpbIBAET OKHO ¢ (POKYCOM;
3 Close All — 3akpbIBaeT Bce OTKPBITHIE OKHA;

O Cascade — BBICTpanmBacT OTKPBITHIE OKHA KACKAIOM;
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@ Artist Editor qx

Iridescent Butterfly Effect Group | [ridescentButterfly | IidescentButterfly_ASH

[+ Colors

oo ] (N BT
et [ N IR

[+ Vectors

lightPos| | 500.00000 j [ 50000000 j | 0.00000 j | 1.00000 j

Puc. 6.15. OkHo Artist Editor

Cascade

Tile Horizankally

B m

Tile wertically

Workspace
Output

Directy 9.0 Preview Window

Puc. 6.16. MeHio Window

3 Tile Horizontally — paccTaBisieT OTKPbITbIE OKHA TOPU3OHTAJIBHO TIO IUPUHE
Bcell paboueil obacTu;

3 Tile Vertically — pacnonaraer BepTUKaJIbHO OTKPBITbIE OKHa B padoueil 00-
JlacTu;

O Workspace — orkpbiBaeT okHo Workspace;

3 Output — oTKpbIBaeT okHo Output.

MeHio Help

B mento Help umetorcs nBe komaHabl: Plugln Wizard (Mactep monkitoyaemMbix
moayneit) u About (Mudopmanus). Komanga Plugln Wizard paspeluaer mosb3o-
BaTes0 reHepupoBaTh MpoekThl Wi Microsoft Visual Studio ¥ nporpaMMHBIIA Kojl
JUISL JOIOJIHUTENbHO MoakiouaeMbix B RenderMonkey monyieit. Komanaa About
coaepxuT ob1yo nHbopmaiuoo 06 uncrpymenrapuu RenderMonkey (puc. 6.17).
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About RenderMonkey E|

Rendertonkey Yersion 1.5 [build 424)

| AT| 3D Application Research Group

Lead programmer:

Natasha T atarchuk
| Prograrmmers:

Ben Mistal
Tozhiaki Tsuj
Bill Licea-K.ane

30 ARG Manager
Callan Mclnally

Contributions to OpenGL by 3Dlabs, Inc.

D ave Houlton
3%&5‘ Mike Weiblen

Fandi Rost

For support or to provide feedback, email: rendermonkep@ati.com

Puc. 6.17. NndopmaumorHoe okHo About RenderMonkey

NMaHenb nHcTtpymeHToB RenderMonkey

IManenp uHcrpymentoB RenderMonkey, nsobpaxenHas Ha puc. 6.18, comepxur
HAbop KpacoyHO OGOPMIECHHBIX KHOIOK 151 ObICTPOM pPabdoThl C CUCTEMOI
(KHOIIKU OBICTPOro AOCTYIA).

o9 - G Gl R e 7 % Q)

Puc. 6.18. MNaHenb nHctpymeHtos RenderMonkey

W3 puc. 6.18 BuAHO, YTO HA MaHEIM MHCTPYMEHTOB paCIIOJaraloTcsl YeThIp-
HaaIaTh WHTEPAKTUBHBIX KHOTOK. JlaBaiiTe paccMOTPUM KaXIyl W3 HUX ITOCTe-
JOBATEILHO CJIeBa Ha TIPaBo:

O Open Workspace — oTKphIBaeT HOBOe paboyee MpOCTPAHCTBO;

O Save Workspace — coxpaHsieT OTKphITOe pabouee IPOCTPaHCTBO;
O Workspace Window — oTkpbiBaeT uin 3akpbiBaer okHo Workspace;
3 Output Window — oTKkpbIBaeT UM 3aKpbiBacT okHOo Output;

O Preview Window — oTKpbIBaeT WM 3aKpbiBacT OKHO Preview;

3 Artist Editor — oTkpsiBaeT unu 3akpbiBaeT okHo Artist Editor;
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O Compile Active Effect — xommnunupyer akTuBHBIE 3(DGhEKTbI, OTKPBITHIE B
OKHE MPEeIBAPUTEIHLHOIO MPOCMOTPA, TAKXKE MOXHO BOCIOJIb30BAThCH KJIABU-
ureit <F7>;

Compile All Shaders in the Workspace — koMIIUIupyeT Bce LICHAEPhI;

a

O Rotate Camera — 3aaeiicTBYyeT BO3MOXHOCTb BpallEHUS KaMEphl C ITOMOIIIbIO
JIEBOM KHOINKM MBIIIIH;

O Move Camera — jaeT BO3MOXHOCTb ITAHOPAMUPOBAHUS KAMEPHI JIEBOI KHOII-
KOW MBILIN;

O Zoom Camera — wu3MeHeHHE MacluTaba HM300paxkeHUsl ¢ TOMOIIBIO JIEBOM
KHOITKHA MBILIN;

a

Camera Home — Bo3sBpalaer KaMepy B MCXOMTHOE TIOJIOKEHME;

3 Overloaded Camera Mode — pexuM meperpy3ku kaMmepnl. B 3Tom ciyuae Jne-
BOW KHOTIKOW MBIIIIM MOXHO Bpallarb KaMmepy, MpaBOW KHOIMKOW MBIIIUA TMa-
HOPAMUPOBATb KAMEPY, 4 CPEIHENA KHOIKON WM KOJECOM MPOU3BOIUTbL MAC-
LITAOUPOBAHUE;

O Mouse input Mode — pexumM pabdoThl ¢ MBIILbIO.

OkHo Workspace

OkHo Workspace (PaGouee mpocTpaHCTBO) HAXOJAUTCS C JIEBOW CTOPOHBI paboueit
MOBEPXHOCTU MHCTpyMeHTapus RenderMonkey U comepXUT IPeBOBUIHYIO CTPYK-
typy tekyuiero Effect Workspace. [locmorpure Ha puc. 6.19, rime mokasaHa mpe-
BoBuaHas cTpykrypa mnpoekra Order — Independed Transparency u3 karajaora
ATI Research Inc\RenderMonkey 1.5\Example\DX9.

B oxHe Workspace oTpaxaercsl CTpYKTypa TEKYIIEro IpoeKTa, BbIIOJHEHHAas B
BUJIe OTAEAbHBIX 3JEMEHTOB WJIM TaK Ha3bIBAEMbBIX Y3406, CTPYNMIHMPOBAHHBIX IO
o61muM atpudbyram. OkHO pabouero mpocTtpaHcTBa Workspace nMeer aBe BKIAa-
ku: Effect (Dddekt) n Art (XynoxecTBEHHBIN), paclojoXeHHbIe B HUXKHEHN Jac-
T okHa Workspace. Bxiangka Effect otoOpaxaer Becb KOMILIEKT JOCTYIIHBIX y3-
JIOB, TJie Bbl MOXETE IEePEeXOAUTDb 10 BCEl NPEeBOBUIHON CTPYKTYpe, a TAKXKe IIpo-
M3BOIUTh PEAAKTUPOBAHUE HEOOXOAMMBIX Y3710B. IS 5TOro IIEeJKHUTE MpaBoi
KHOITKOM MBI Ha HYXKHOM y3Jie, U B OTBET IMOSIBUTCSI KOHTEKCTHOE MEHIO ¢ Ha-
OopoM [NOCTYITHBIX oOlepalnii peaakTupoBaHusi. Bropasi Bkianka Art, n3o0Opa-
KeHHasT Ha puc. 6.20, oroGpaxkaeT y3jibl, KOTOPbIE OOCTYIHBI IS PeOaKTHPOBA-
HUS XYTOXXHUKOM, IMPOTPAaMMMCT XK€ MOXKET HE BOJHOBATHCH, YTO XYNOXHHUK U3-
MEHUT omMH U3 3PGdEeKTOB, MOCKOJbKY Ha BKIaaKe Art IOCTYIHBI Y3/bl, He
M3MEHSIONIMe O0IIero comepxKaHusd IporpaMMHoro kozaa. bonee moapoGHo pa-
0oty c y3nmamu okHa Workspace MBI paccMOTpUM B CIEAyIOIIeid TjaBe Ha TIpU-
Mepax.
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il Workspace 3 [ Workspace q
Effect Workspace ~ Effect Workspace
@ Header - OrderIndependent4layerTransparency

E{:] view_position ] transparencyBias
S wview_proj_matrix ] transparencyscals

-] OrderIndependentd4LayerTransparenc Base
] transparencyBias ﬁ Enwironment
] transparencyScale

Base
ﬁ Ervironment
£ BackBack
£ FrontBack,
£ BackFront
f FrontFront
£ Background
@‘ Skrearn Mapping
o Teapat
&y Sphere
ol Screendligneduad
+ ﬂ Ervironment
+ ﬂ FrontFrant
-l FrontBack
(%) FrontBack
E‘ Teapot
[P" Render State
= vertex Shader
2% Pixel Shader

+ Base
Skream Mapping

+- (B BackFrort

+ [P BackBack

[P Blend
[? ScreenalignedQuad
|F" Render State
o Vertex Shader

;,] Pixel Shader w
< >
Effect | @ At & Eifect @ an |
Puc. 6.19. OkHo Workspace Puc. 6.20. Bknagka Art

OkHo Output

OkHo OQOutput (OxHO BBIBOAA BBIXOAHOW WHMOpPMaNNK), U300pakeHHOE Ha
puc. 6.21, oto6paxkaeT BBIXOAHYI0 TEKCTOBYKHD WHMOOPMALIUI0 O MPOUCXOIAAIINX
mpoieccax B pabore RenderMonkey.

Oxkno Output WHTEPaKTUBHO, TIPU KAXKIOM M3MEHSIOIIEMCS] COCTOSTHUM B paboTe
C MOJIEJbIO TIPOMCXOANT BBIBOJ COOTBETCTBYyIOMIeH mHpopMannu. [Mpu paborte ¢
TEKYIIUM TIPOEKTOM C TIOMOIIEI0 oKHa Output MOXHO BOCTIOJIH30BaTHCS CITPaB-
Koii mo "ropsguuMm” knasuiiaMm RenderMonkey, ajist 3TOoro HAXMUTE Ha KJIABUATY-
pe kinasuiy <H> u B okHe QOutput Gyaer nepedyuciieH CIUCOK IOCTYIHbIX "TOpsi-
yux" KJIaBMIIL.
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E] output 8 x
Loading Model “C-“Program FilessATI Bessarch InchRenderMonkey 1 Sh\ExanplestMedia‘ModelsTeapot dds® Dome ~
Loading Model *C . “Progream Files“ATI Research InchRenderMonkey 1 S4ExamplestHed:is Hodels'Screendlignedfuad . 3ds® D
Direct¥ Preview window. Selected 32-bil z-bulfer bil depth using 24 bits for the depth channel and 8 bits for the stencil c
DirectX Previev Vindov: Enabled stencil buffer clearing with clear value of 0
DirectX Previev vindov: Selected 32-bit RGE pizel format. vhere 8 bits are reserved for sach color. as back buffer format
DirectX Preview wvindow: Selected 37-bat z-butter bat depth using 74 bats tor the depth channel and B bats tor the stencal ©
DirectY Preview Window. Enabled stencil buller clearing with clear value of 0
DirectX Previev vindov: Selected Ho multisamping selected
DirectX Previev Vindov: Enabled depth buffer clearing vith clear value of 1.000000
DirectX Preview Vindow: Enabled stencil butter clearing with clear valus of 0
DirectX Preview Window: Setting depth clear walus ta 1 000000
Direct¥ Preview Window. Setting stencil clear value to 0

Compiling pizel shader API(D3D) ~. . -Default DirectX Efifect-0bject Pass-Pixel Shadex- succass

Compiling vertex shader AFI(D3D) ..~ Default_DirectX_Effect-Object Fass<Vertex Shader SUCCesS

Cresting Renderable Texture (PosMap) of dimensioms (330, 912) Anccmss

Cresting Rendersble Texture {Normal¥ap) of dimensions (338, 312) [—

Compiling pizel shader API(D3D) ~. . -Default DirectX Effect-Shading Pass-Pixel Shader~ succass

Compiling vertex shader AFI(D3D) ~. . -Default DirectX Effect-Shading Pass<Vertex Shaders SUCCESS

DirectX Proview window: Using softwars vertox procossing in REF rastorizer for rondering shader-based cffocts

DirectX Preview window: Drawing current sttect in the DirectX preview window using FEF rasterizer Dome

Trading Wewlel *C SPresara m FilemxATT Resmarch ToeiRenderBonbes 1 G5 Frannl e Mol s ot Heordel o5 Tearnst 30 Thewrie o
£ ¥

Puc. 6.21. OkHo Output

B cienytomeii rmase mMbl Oosee moapodHO paccMoTpuM padoty RenderMonkey, a
cefyac Xoyercsl MpPOAEMOHCTPUPOBATH €llle OMHY OTJMYMTESbHYIO OCOOEHHOCTD
uHcrpyMeHtapusi RenderMonkey.

RenderMonkey SDK

B muctpubyruBe RenderMonkey 1.5 ecTb TipeKkpacHasl BO3MOXKHOCTh CO3/1aBaTh CBOM
JIOTIOJTHUTEIBHO MOAKIIIoYaeMble Moayian ¢ nmoMoimbio RenderMonkey SDK 1.0.
HWHcrpyMmeHTanbHbll nakeT paspabdotuuka RenderMonkey SDK 1.0 copepxur
HabOp PAIIMYHBIX IO CBOMM BO3MOXHOCTSAM OMOIMOTEK, MPUMEHSS KOTOphIE
MOXHO CO3[aBaTh Ioakaoyaemble Monmyiu. MucrpymeHtapuii RenderMonkey
HamucaH Ha sg3blKe mporpammupoBaHus C++ ¢ ucnosb3oBaHueM (yHKIIMOHANA
RenderMonkey SDK 1.0. Takast rubkasi apxuTekTypa TMo3BoJisieT paszpaboTynkam
JomoNHATh M yiayunarh RenderMonkey. Cama komnanuss ATI moanepxkuBaer
CTPYKTYPY JOTOJHEHUM, YTO BITOJHE JIOTMYHO W PallMOHATBHO, Belb HAMHOTO
TpoIle cOo3/aBaTh JAOMOJHEHUS, yAydIIawIiue padoTy MporpaMMHOrO obecrieve-
HMS, YeM CO3IaBaTh BCIO MPOrpaMmy 3aHOoBO. M KOHEYHO, Momgo0Has CTPyKTypa
MOAKJIIOYEHHUS] HOBBIX MOIYJel MaeT Bo3MOXHoCTb komnaHuu ATl u cropoHHuM
pa3paboTyuKaM CcO31aBaTh HOBBIE IMPOrpaMMHBIE MPOAYKThI ¢ JaJibHEilIlieil nHre-
rpauueil B RenderMonkey.

C ucnonb3zopanueM RenderMonkey SDK Bbl Oyaere coszgaBate Win32-mpuioxe-
nus B cpegax Visual C++ 6 wiu Visual C++ NET, takke MOXHO 3a1eficTBOBATD
MEFC (Microsoft Foundation Classes, 6a3oBbie kinacchl Microsoft).

RenderMonkey SDK 1.0 umer B mocraBke ocHOBHoro aucrpubyrupa Render-
Monkey u crneuudaibHOM MHCTALISIUUU HE Tpedyer, noaromy SDK craHoBUTCS
cpasy JOCTYITHBIM TTocie yecTraHoBKU RenderMonkey.

Bbubnnoteka RenderMonkey SDK

Bbubauoreunsie daitnbl RenderMonkey SDK ¢ paciunpenuem lib comepxar He-
00JIbLLIOI, HO JOCTATOYHO (DYHKILIMOHAIbHbIA HAOOP JOMOJHUTEIbHBIX YTUIUT.
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Hapaiite paccMOTpuUM uMeroliecss 6ubnuoreuHbie dailibl:

O RmCore — 3T0 OCHOBHasl OuOIMOTEeKa, KOTOPYKH HEOOXOAMMO TMOIKIIYaTh
npu Jobom ucnojb3oBaHun RenderMonkey SDK. OHa conepXuT MeXxaHU3Mbl
yIpapieHus uHTepdeiicaMu U KjiaccaMu;

O RmUtilites — 310 STL-momo6Hast OmbnnoTeka, HeoOxoaumast UIST pabOTHI C
KIaccaMu, CIMCKaMM U MacCUBaMU CTPOK;

O RmMFCUtilites — kKak BMUIHO W3 Ha3BaHWd, 5Ta OMOIMOTEKAa OCHOBAaHA Ha
BzaumojeiictBuu ¢ MFC u npegHasHaueHa AJis cO3MaHUsI AUATOTOBBIX OKOH,
MEHIO U APYruX rpaduyeckux oObeKTOB.

O RmGrfxUtil — ¢ nomoliblo 3Toil OUBIMOTEKU MOXHO paboTaTh ¢ TEKCTYpaMu,
B TOM 4YHC/I€ MIPOU3BOAUTH IpeobpaszoBaHus GHopMaTroB, M3MEHEeHUEe pazMepa
7 T. [

bubnuoreynsle ¢Gaiabl HAXOAITCSI B TOM KaTaaore, B KOTOPBIA ObLI yCTAHOBIEH
nHcTpyMeHTapuit RenderMonkey, B manke SDK\Lib. x HeoOGxomnMo SBHO MO~
KITF0YaTh B pabounit mpoekT. Kak 3To memaeTcs, BB y3HaeTe B KOHIIE 3TOM TIIABHI,
B pa3d. "llodkawuenue SDK ¢ Visual C++ 6" u "[lodkarouenue SDK e Visual
C++ .NET"

3aronoBouHble chainbl RenderMonkey

®aiter 3aromoBkoB RenderMonkey SDK ¢ pacmmpennem h comepxkar ommcaHust
nHTepdeiicos, KIaccoB U QYHKIMI, ¢ HOMOLIbIO KOTOPBIX Bbl 3HAYUTENBHO YII-
pOCTUTE PadOTy IO CO3AAHUIO TOMOJHUTEIbHBIX MOAYIEH. 3aroJoBOYHbIX (aiiIoB
He TaK MHOTO, TTOSTOMY JIaBaiiTe pacCMOTPUM WX BCe:

O RmApplication.h — conepxut ompenenaeHue OCHOBHOIO UHTepdeiica IrmApplica-
tion, TOCTYI K KOTOPOMY MOXHO MOJYYUTh Uepe3 (PYHKIUIO getRmApp ();

O RmArray.h — npeaHazHavyeH mis paboThl ¢ MACCUMBAMU JAHHBIX;

O RmCore.h — 3TOT 3aroyioBouHbIl (Daill coaep:KUT B cebe Bce 3arojIoBKU IS
YIIPOIIEHUS IPOLEAYPhl MOAKIIOUEHUS 3aroJJOBOYHBIX (PailIoB B IPOEKT;

O RmDefines.h — BxmoyaeT psg HeoOXOAMMBIX MaKpOCOB, TTOIKITIOYAEMBIX
C IIOMOIIBIO JUPEKTUBHI #defines;

O RmEffect.h — npegHasnavyeH mist paboThl ¢ 3 dheKTamiu;

O RmFile.h — coaepxut daitnsl moMoinu Ajist PyHKIUH OTKPBITUS U 3aKPbITHUS
aitna;

O RmLinkedList.h — BxTIO9aeT B cebsI onrcaHne Kiracca adIoHa RmLinkedList;
O RmMath.h — cogepxXuT MareMaTu4eCcKue KIaccChl;

O RmMatrix.h — B 3TOM dpaiiyie comepXuTcsS Bce HeoOXOaMMoe JIsT pabOTHI
¢ MaTpULAMU;

O RmMesh.h — npeaHasznavyeH musg padorsl ¢ mMaouamu B DirectX
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O RmPlugin.h — sToT 3arooBoYHBIN (aitn AekaapupyeT obbsBIeHUE TOTIOJHU-
TeJIbHO MOIKII0OYAEMbIX MOIYJIEIA;

O RmRegistryManager.h — cBoero pojna MeHeIXep COCTOSIHUSI, OTpeaensieT pa3-
JINYHBIE TEKCTYPHBIE COCTOSHUS;

O RmString.h — conepkut uHrepdeiic madaoHa st paboThl CO CTPOKAMU;

O RmStringToPtr.h — mabnoH, ymporawinuil paboTy ¢ ykaszareiasiMu Ha CTpO-
KU,

O RmTypes.h — BkitouaeT B ce0s1 HAOOP CTPYKTYP U TIEPEUUCITSIEMBIX TUTIOB;

O RmUndo.h — xak BUAHO M3 Ha3BaHUSI BToro (aiiaa, oH obeclneuyuBaeT BO3-
MOXHOCTb OIEPaLMi [0 OTMEHE M BOCCTAHOBIEHUIO NMPOM3BEIECHHBIX AECT-
BUW,

O RmVariableManager.h — neknapupyer onucaHue uHrepdeliica IvariableManager
JUIsl YIIpaBaeHusl CIIUCKAMU;

O RmXMLManager.h — B 3TOM (haitie HaxoauTcs ompeleieHUe UHTepdelica
IRmXMLManager, HEOOXOMMMOIO Ul ONepaluil 3arpy3Ku U coxpaHeHus daii-
noB RenderMonkey ¢ paciuupenuem rfx.

Bce nepeuucieHHble 3aroioBouHble  (aiiibl  HaxoAdTCAd B JAUPEKTOPUHU
RenderMonkey B manke SDK\lib.

lMpumevaHune

Mpu cozgaHny cBOUX JOMONHUTENBHBIX MOAYIIEA B UCXOAHOM Koae Heobxoanmo sB-
HOE MOAKIIYEHNE NCNONb3yEeMOro 3aronoBoYHOro arna.

st co3paHus HOBBIX MOAKIIOYAeMbIXx Momyieil ¢ moMouislo RenderMonkey SDK
MOXHO BOCIIOJIB30BAThCSI CPEICTBAMU Pa3pabOTKM MNPUJIOKEHUN OT KOMITAaHUHN
Microsoft: Visual C++ 6 wiu Visual C++ NET. Cxema noaxitoueHus SDK ue-
CKOJIBKO pas3jiiyHa UL 3TUX CPEd MPOrpaMMHUPOBAHUS, TIO3TOMY CTOUT PaccMOT-
peThb Tipoliecchl moaxkiodeHnst SDK Goee BHUMATETBHO.

MopknioveHne SDK B Visual C++ 6

[lepen Hauyanom paboThl yOeauTechb, YTO Y Bac YCTAHOBJEH cepBuc-makeT Ne 5
(MSVC 6.0 Service Pack 5) mnst Visual C++ 6. Tlpu noaxmwouenun Render-
Monkey SDK B mpoekr cpensl mporpammuposanust Visual C++ 6 oTkpoiite
Visual C++ 6 u cosnaiite HOBbIi TipoekT ¢ momoiiibio komars File | New | Project
(®aiin | Hoserit | TIpoekT). B mosiBuBILIEMcst TuanoroBoM okHe New, M300paxeH-
HOM Ha puc. 6.22, Bbibepure 1AOAOH CO31aBAEMOrO IMPUIOXKEHUS, DTO MOXET
OobiTh Kak Win32 Dynamic-Link Library, Takx 1 MFC DLL, a B none Project
name (Mg npoekra) 3agaiite uMs OyaylieMy MpoeKTy U Haxmute KHonky OK.

B TonbKO UTO CO3MaHHOM IIPOEKTE BaM HEeOOXOAMMO MPOM3BECTU Psili HACTPOEK,
cBg3aHHbIX ¢ noakmwodyeHneM RenderMonkey SDK B Ball mpoexT, Ajsi 3TOro
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Jyqire m30parh (opMy TOCIEIOBATEIFHOTO TIEPEUNCICHNs IIaroB B ITpoIlecce
HacTpoeK.

New E]@

Filez  Projects | Workspaces | Other Docurments |

L&) ATL COM Appwizard Project name:

¢| Cluster Resource Type ‘Wizard |Visua| C++_EB

gi] Customn Apphwizard .

‘B Database Froject Lacation:

B DevStudio Add-in Wizard [CAPROGRAM FILESWTIRES .|

e MFC Active Contralwizard ~

|88 MFC Appiwizard [dl] r

SR MFC Appiwizard [exe) | J
') Utiliey Project

A |'win32 Application

u Wwindz Conzole Application
| Win32 Dynamic-Link Librany -
5] win32 Static Library ‘W'”Sz

Platfarms:

ak | Cancel

Puc. 6.22. [lnanoroBoe okHOo New

lMpumevaHune

Mpu cosgaHnm HOBOroO nNpoekTa B cpeae nporpammuposanus Visual C++ 6 nenone-
3oBanockb HassaHne DemoSDK, B ganbHenwemM MMEHHO 3TO Ha3BaHue OyaeT npu-
MEHSTbCSA NPY ONMUCAaHUN HAaCTPOEK NapamMeTpPoB NpoekTa.

1. Tlocne cosnanus mpoekta DemoSDK oTkpoiiTe auamoroBoe okHO Settings
(YcTraHoBKM), BOCIMOJIB30BABIINChL KOMaHaaMu MeHio Project | Settings, u B
nosiBuBIIeMcsl auanoroBoM okHe Project Settings (HacTtpoiiku npoekTa) mpo-
M3BEAUTE HACTPOMKM HEoOXOAMMbIX mHapaMeTrpoB. [uanoroBoe oxkHo Project
Settings, nokasaHHoe Ha puc. 6.23, pazgeneHo HA ABe YACTU, C JIEBOM CTOPO-
HBI pacrnojaraercsa uepapxus padbouero npoekra DemoSDK, a B mpaBoii yactu
OKHA PacHojoxXeH Habop BKIAMOK, MepeMellasch 1O KOTOPbIM MOXHO Ha-
CTpaWBaTh HEoOXOOWMEIE TapaMeTphl. Ecim BB TIIaHWpYeTe MCIOMB30BaTh
MFS, 10 Ha Brimanke General (OcHoBHBe) B crniucke Microsoft Foundation
Classes Boioepute snadenne Use MFC in a Shared DLL.

2. 3atreM B auanmoroBoM okHe Project Settings mepeiinute Ha BKkiIaaky Debug
(Omnanka), u300pakeHHYI0 Ha puc. 6.24, 11 Ha3HAYEHMS KaTajJoroB, WC-
nmoje3yeMbix Tipu otianke. B mome Executable for debug session (ITporpamma
Ul CecCUM OTJIaaKu) BaM HYXHO YKa3aTh IyTb K HCIHOJHSAeMoMYy aiiay
RenderMonkey.exe, KOTOpbIA HaXoAUTCA B KaTajore WHCTPYMEHTApUS
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RenderMonkey. Takke B mome Working directory (Pabouas aupexrtopusi)
[NPONMUILUTE MYyTh K KATaaory, T[A€ HAXONUTCS MCIONHSAEMbld daiin

RenderMonkey.exe.

—

Project Settings

Settings Faor: |Win32 Diebug ﬂ General | Debug | CAC++ | Link | Resourci EE
SRE Den
=13 Source Files Eeset
DemaSDE.cpp
Stddfs cpp
=43 ;eader Files Microsoft Foundation Clazses:
5] stddfh -
B Resource Files Use MFC in a Shared DLL ~|
ReadMe.tat Output directaries
Intermediate files:
|Debug
Output files:
|Debug
W Allow per-configuration dependencies
Ok, | Cancel

Puc. 6.23. Bknagka General okHa Project Settings

—

Project Settings

Settings For: | win32 Debug

SR Den
=13 Source Files

—14=4 Header Files

Bihdtifu b
L7 Resource Files

Readke.tat

General  Debug | CAC++ | Link | Resourc EE

[~

Categony: | General

Executable for debug ession:
|C:\F'mgram Files'ATl Rezearch InchRenderMonkey 1. j

\working directary:
|C:'\F'r-:grarn Files\AT| Research Inc\Fendetdonkey 1.5

Program arguments:

Remate executable path and file name:

o]

Cancel

Puc. 6.24. Bknagka Debug okHa Project Settings
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3. Hanwemre mepeiinnre Ha BKianky C/C++ B nmamoroBom okHe Project Settings
(Hacrpoiiku npoexra). Bun Bkinanku C/C++ uaMmeHseTcss B 3aBUCUMOCTU OT
BblOpaHHOIT Kateropuu B crnucke Category (Kareropus). Brauane usbepute
kateropuio General, kax nokazaHo Ha puc. 6.25, u B none Preprocessor
definitions (OnpeaeneHue npemnpoleccopa) yepes 3anaryio K yKe UMEILIUMCS
gHaueHusiM no6aseTe Makpoc UNICODE, nns Toro uto6sl RenderMonkey
MOT MCTIONTB30BaTh YHUKOII.

= =

Project Settings @E |

Settings For: |Win32 Debug j General | Debug  C/AC++ | Link, | Resounc EE

' Source Fles Categony: |Gene,a| j Beset

DemoSDK. cpp

Py Waming level; Optimizations:
w.cpp i
=23 Header Files |Level 3 > |Disable (Debug) ~|
StdAfx.h [~ ‘Warnings as erars [ Generate browse info
|2 Resource Files
Readie bt Diebug infao:
|F'rogram [atabage for Edit and Continue j

Preproceszor definitions:
|W’I N32,_DEBUG MU IwE]sIs \wINDOWS,_MBCS,_AFX

Project Options:

friologo MO A3 AGm MG A2 AOd D WINGZT D s
" DEBUG" /D "_UNICODE" /D "_wINDOWS" /D
" MBCS" /D "_AFRSDLL" /Fp"Debug/DemoSDk.poh’ o

QK | Cancel

Puc. 6.25. Kateropusa General Bknagku C/C++ okHa Project Settings

4. 3arem Ha osroit ke Bkiaagke C/C++, Ho yxe B kareropuu Code Generation
(l'enepaiust xoma), KOTOpylo MOXHO BbiOparh M3 cmucka Category, HeobOxo-
numo B cnucke Use run-time library Boiopath 3HaueHue Multithreaded DLL,
KaK MoKa3aHo Ha puc. 6.26.

5. Hanee Ha otoii xe Bkiuagke C/C++ Boioepute kateropuio C++ Language us
crucka Category, nsobpaxkeHHyio Ha puc. 6.27. 31ech BaM HEOOXOIUMO BbI-
opatb daaxok Enable Run-Time Type Information (RTTI) u nepeiitu B Kate-
ropuio Preprocessor (ITpenpoiieccop).

6. B xateropuu Preprocessor Bkimanku C/C++ B TekcroBom moje Additional
include directories (lonmogHUTENBHO TOAKIIOYAEMBIE TUPEKTOPUUN) HEOOXOIU -
Mo Tipormrcath TyTh K Karajory SDK\Include wwxctpymentapmss Render-
Monkey, kak mokazaHo Ha puc. 6.28. Ha sToM HacTpoiiku Ha BKJIAIKE
C/C++ 3akaHuuBaloTCs.

7. Tenepb mnepeiinure Ha BkiIaaky Link (Css3piBaHuE) B JAMAJIOTOBOM OKHE
Project Settings u B cnucke Category Boibepute Kareropuio General. B none
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Output file name (MMms daiina) HyxXHO mpomnucaTth NMyTh K Katajory Pluglns,
KoTopbiit HaxomutTcss B manke RenderMonkey, nHampumep C:\Program Files
\ATI Research Inc\RenderMonkey 1.5\Pluglns, kak mokasaHo Ha puc. 6.29.

Project Settings

Settings For: ['w/in32 Debug

SRE De 4
=123 Source Files
DemoSDK. cpp

-1 Header Files

Stdfu.h
[Z Resource Files

Readke.txt

General | Debug  C/C++ | Link. | Resourci DI

Category: |Eode Generation j Reset

Processar Uze run-tire library:

Elend * A Multithreaded DLL
Calling corvention; Stuct member alignment;
|_cdec| * j |B Bytes * j

Project O ptions:
fnalogo MMD M3 AGm AGx AZ) A0 A0 WINSZT D A

" _DEBUG" /D "_UNICODE" /D "_WINDOWS" /D
"_MBCS" /D "_AF<DLL" /Fp"Debug/DemoSDE.pch” o

0K | Cancel

Puc. 6.26. Kateropusi Code Generation Bknagkn C/C++ okHa Project Settings

—

Project Settings

Seftings For. [win32 Debug

=[5 3
=23 Source Files
DemoSDK. cpp

—1423 Header Files

Shdéifx b
(2 Resource Files

Readie. txt

Gereral | Debug  CAC+H | Link. | Resoun EE

Category' |G+ Languags - Reset

Pointer-to-member representation

Representation method:
| Best-Casze Always * j

| [~

[V Enable exception handling
[+ Enable Fun-Time Twpe Information [RTTIE
[ Dizable construction displacements
Project O ptions:
fnologo MMD A3 MG AGR JGR A2 /0d /D WINIZY A

A0 DEBUG" /D " _UNICODE" /D " _wANDOWS" /D
"_MBCS" /D "_AF<DLL" /Fp"Debua/DemoSDE.poh” o

QK | Cancel

Puc. 6.27. Kateropusa C++ Language sknagku C/C++
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Project Settings

Settings For: |win32 Debug

SR O
-9 Source Files
DiemaSDK.cpp
Stdafe cpp
-3 Header Files
Stdéfe h
|2 Resource Files
Readte. txt

Gereral | Debug  C/C++ | Link, | Resaurc EE

Categary: | Preprocessor j Reset

Preprocessor definitions:
|\N'IN32,_DEBUG,_UNICDDE,_WINDDWS,_MBES,_.AFX

Undefined symbols; [ Undefine all symbols

Additional include directories:
| Files"4T| Research Inc\Fenderbd onkey 1.545 DKM nclude]

[ lgnore standard include paths

Project O ptions:
dnologa /MD AN3 fGm /GR /G A2 /0d A ~

"C:AProgram FileshAT| Research Inc\Renderbd onk ey
155 DK  nelude /D "wIN3Z" /D "_DEBUG" /D w

Ok | Cancel

Puc. 6.28. Kateropusi Preprocessor Bknagku C/C++

Project Settings

¥] DemaoSDK. cpp
Stdéfx cpp
—-=3) Header Files
Stdfu.h
|2 Resource Files
ReadMe.txt

General | Debug | C/C++  Link | Resourc EE

Category: | General j Reset

Output file name:

|ogram Files" ATl Regearch Inc\Rendertdonkey 1. 5\Fluglins

Object/library modules:
|HmEore.Iib Rl tilities. lib Bmbd FCUktes. lib

[v Generate debuginfo [ lgnare all default ibraries
v Link jncrementally [ Generate mapfile
I” Enable profiling

Project Options:

FirnCore lib BraUtilities.lib BmkFCUtNes lib /nologa -
subsystem:windows Ancremental yes
/pdb:"'Debug/Fluglne. pdb" /debug fmachine:| 386 “

QK | Cancel

Puc. 6.29. Kateropusa General Bknagku Link okHa Project Settings

3arem B mone Object/library modules Hy:XHO Hammcare 4yepe3 mpoben cie-
aytoimne oubiauoreku: RmCore.lib, RmUTtilities.lib, 1 B ToMm ciyyae, eciu Bbl
ucnonbsyere MFS, 6ubnuoreky RmMFCUTtilities.lib.

8. TlocnemHuit 3aBepllaOIIUK IAar — 35TO yKa3zaHWe Karajora, Te HaxoasaTcs
oubnuoreunsle ¢aitnsl RenderMonkey. /Ins atoro Ha Bkiaanke Link B cricke
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Category BoiOepute kateroputo Input (Beom) u B mose Additional library path
(JonmoaHUTEIbHBIA MyTh K OMOIMOTEKAaM) yKaxuTe myTh K kartagory SDK\Lib
uHctpyMeHtapusi RenderMonkey. Ha stom nopkmouenue RenderMonkey SDK
B mpoekT Visual C++ 6 Gyaer 3aKOHYEHO, U Bbl CMOXETE MPUCTYIUTh K pabo-
T€ MO HANMMCAHUIO HEOOXOMMMOIrO MOIYJIA.

MopgknioveHne SDK B Visual C++ .NET

Ortkpoiite cpeny mporpammuposaHust Visual C++ NET u cosnaiite HOBBIN Mmpo-
ext ¢ nomoiubio komaua File | New | Project (®Daiin | Hosbiii | Ipoekr). B no-
siBUBLIeMcs auanioroBoM okHe New Project (HoBblii 1poekT), U300paxkeHHOM Ha
puc. 6.30, BbiGepure B mose Templates 111aGioH CO31aBAEMOIO ITPUIOXKEHUS:
MFS DLL B TOoM ciayyae, ecid Bbl COOMpPAETECh MCIIOJIb30BAThb KOMIIOHEHTHI
MES, mu6o Win32 Project st coznaHus mpoctoro Windows-mpuaoxeHus.

lMMpumevyaHune

B kauecTBe mmeHM cO3gaBaemMoro npoekta mcnone3oBanacb abbpesmnartypa Demo
for Visual C++_NET, koTopas B ganbHenwem OyaeT npyMEHATLCS B paCCMOTPEHUN
npouecca nopkntodeHuss RenderMonkey SDK B npoekte Visual C++ .NET.

Bri6paB onpeneneHHbiii 1abdaoH, HaxkmuTe kHonkKy OK B nuanoroBom okHe New
Project, u Visual C++ NET creHepupyeT MpoeKT, nocjie Yero HeoOXoAUMO BbI-
MOJHUTL PN MOCIeNOBaTeAbHbIX NeHCTBUIT Mg mnoakmodeHus RenderMon-

key SDK.

Project Types: Templates:

-4 Wisual C++ Projects

|23 Setup and Deployment Projects
+-{_] Cther Projects B Makefile Project

123 wisual Studio Solutions +|.=—== Managed C++ Application

2 Directy 9 Wisual C4++ tizard ~

An #ML Web service project that uses the ATL Server Library.

Mame: | Demo for Wisual C++_Met
Lacation: | C:\Program Files\ATI Research Inc\RenderMankey 1.5 j Browse. ..
MNew Solution Mame: | Demo for Yisual C++_Mek [v Create directory for Solution

Project will be created at C:h.. 4SO Demo For Wisual C++_MetiDemo for isual C++_fet.

2| ess O | Cancel | Help |

Puc. 6.30. nanoroeoe okHO New Project
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1. B okHe Solution Explorer cpenni nporpammupoBanus Visual C++ NET
IIeJIKHUTE TIpaBO¥W KHOIKOW MBIIIKM Ha Ha3BaHWM CO3JAHHOTO TPOEKTa U B
MOSIBUBLIEMCSl KOHTEKCTHOM MeHI0 BbiOepute xomaHny Properties (Csoiict-
Ba). B oTBeT Ha BBITTONHEHHBIC JEHCTBHUS TOSBUTCS IHajoroBoe okKHo Demo
for Visual C++_ Net Property Pages, uzobpaxennoe Ha puc. 6.31. C neBoit
CTOPOHBI ATOTO OKHA B OOJACTH MPEBOBUAHON CTPYKTYPHI KaTaJoroB BBEIOCpPH-
te nanky Configuration Properties (CpolicTBa KOHMUIrypaluil) U CTpaHULY
cBoiicTB General (OcHoBHBIe). CTpaHunia cBoiicTB General nmeeT psia Ha-
CTpaMBaeMbIX MMApaMETPOB, BBITOJHEHHBIX B BUIe Habopa noiei. Kaxmoe mo-
Jie COMepPKUT CBOM HAcTpawBaeMBI CIIMCOK CBOWCTB, MICIKHUTE JICBOW KHOII-
KO# MBI HA ONHOM M3 IOJed U BaM CTaHeT JOCTYIHO OIpeae/leHHOe KOIu-
yecTBO cBolicTB. Ha crpanuiie cBoiictB General HeoOXomuMo M3MEHUTH TPH
napamerpa. B mone Configuration Type (Tunbl xoHdurypauuu) BbiOepute
Dynamic Library (.dll), 8 mone Character Set (YcraHoBKa KOIUPOBKU) OIpe-
nenute cBoiictBa kKak Use Unicode Character Set (Mcroib30BaTh YHUKON) W B
nojie Use of MFC (Mcnons3zoBate MFC), B ToM ciiyyae, eciid Bbl UCIOJIb3ye-
te MFC, Boibepute Use MFC in a Shared DLL.

E &l

Demo for Visual C++_Net Property Pages E

Configuration: |Debug ﬂ Platfarm: |.¢\ctive(Win32) ﬂ Configuration Manager... |

=4 Configuration Properties =]

g General COubput Directory Debug
Debugging Intermediate Directory Debug
Cacic++ Extensions to Delete on Clean * obj;*.ilk;* . pdb;* Hby * i * Hby * Ep; ™. rspp* . bat; 4
(2 Linker =]
(3 Resources Canfiguration Type Drynamic Library {.dll)
(3 Mo Build Browser Information Mo
(2 Browse Information Uise of MFC Use MFC in a Shared DLL
(0 Buid Events Lise: of ATL Mot Lising ATL

(23 Custam Build Step

(3 Web References Minimize CRT Use in ATL Mo

(3 Web Deployment Character Set Use Unicode Character Set
Use Managed Extensions Mo
‘Whale Program Optimization )

General

Ok | OTrdeHa | I'IpuM&erb| Cnpaeka

Puc. 6.31. lnanorosoe okHo Demo for Visual C++_Net Property Pages

2. 3arem B nuajorooM okHe Demo for Visual C++_Net Property Pages HeoO-
xomnmo Trepetitn B manky C/C++ Ha crpanuiy cBoiictB General, Tipemncras-
JieHHy1o Ha puc. 6.32, u B nose Additional Include Directories (Jononnurenn-
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HO TIOIKITIOYaeMble TUPEKTOPHY) YKaszaTh MOMHEN TyTh K manmke SDK\Include,
HaxofAsdlIeiics B KaTajJore ycTaHOBKU MHCTpyMeHTapus RenderMonkey.

=

RenderiMonkey Property Pages E
Configuration: |nctive(Debug) j PlatFarm: |Acti\-’e(Win32) j Configuration Manager. .. |
=3 Configuration Propertie A Additional Include Directories "C:% Program Files', ATI Research InciRendert
General Resolve #using References
Debugaing Debug Information Format Program Database for Edit & Continue {/21)
2 I+ Compile As Managed Mat using managed extensions
S General Suppress Startup Banner es (fnologo)
Optimization Warning Level Level 3 {/W3)
Freprocessor Detect: 64-hit Portability Issues Yes {/Wp64)
Code Generatio Treat Warnings &s Errars Mo
Language
Precompiled He.
Cukput Files

Browse Informs
Advanced
Carmmand Ling

|23 Linker
£ Resources
MIDL
g Browse Tnfarmation Additional Include Directories
(23 Build Evert Z Specifies one or more directories to add to the include path; use semi-colon delimited
m ulld Events 5 list if more than one.  {JI[path])

QK | OtmenHa Cnpaeka

Puc. 6.32. CtpaHuua ceoncte General nanku C/C++

3. Hanpmie B Toit ke mnanke C/C++ nuanoroBoro okHa Demo for Visual
C++_Net Property Pages, Ho yxe Ha cTpaHulle cBoiicTB Code Generation B
nojie Runtime Library nomkHa ObiTh BbiOpaHa ctpoka Mutli-threaded DLL
(/MD), xak mokaszaHo Ha puc. 6.33.

4. Tlorom B manke C/C++ mmamoroBoro okHa Demo for Visual C++_Net
Property Pages mepeiinute Ha cTpaHully cBoiicTB Language (f3bIk), mpen-
CTABJCHHYIO Ha puc. 6.34, Tme BaM HEOOXOOIUMO WM3MEHUTH IMapaMeTpPhI U
nByx nojniei. B mone Treat wehar_t as Built-in Type BoiGepute u3 crnvcka 3Ha-
yeHue No, a B noje Enable Run-Time Type Info BeiGepute Yes (/GR).

5. 3areM mepeiauTe Mo APEBOBUAHON CTPYKTYpe KaTaJoroB AWAJIOTOBOTO OKHA
Demo for Visual C++ Net Property Pages x nanke Linker u BbiOepurte B
910l mamnke crpaHuuy csoiictB General, mzobGpaxenHyio Ha puc. 6.35. Ha
cTpaHule cBoiicTB General HyXXHO M3MEHMTb 3HAYeHUS B ABYX Ioysax. B mose
Output File Bbl 10/KHBI yKa3aTh KaTalor, Kyjaa OyIeT COXpaHEH co3aaBaeMblid
Momynb, o0bryHO 3T0 Katairor RenderMonkey/SDK/Lib, u B mone Additional
Library Directories (JonmoiHuUTebHO TOAKIIOUAEMbBIE NUPEKTOPUU) YKa3aTh
MyTh K MNOAKJIHOYaeMbIM OubnuorekaMm — 3To Karaior RenderMonkey/SDK
/Lib.
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Configuration: |Debug

£ O+

General
Optirnization
Preprocessor
Code Generation
Language
Precampiled Heade
Cukput: Files
Browse Informatior
Advanced
Command Line

(23 Linker

3 Resources

(23 MIDL

(23 Browse Information
(23 Build Events

(23 Custom Build Skep

(£3 Web References

(23 Web Deployment

< | B

s

j Platform: |nctive(Win32)

Enable String Paaling
Enable Minimal Rebuild
Enable C++ Exceptions
Smaller Type Check
Biasic Rurtime Checks

Runtime Library

Struck Member Alignment
Buffer Security Check
Enable Function-Level Linking

Runtime Library
Specify runtime library For linking.

Configuration Manager. ..

=]

Mo

Yes {/Gm)

‘es {[EHsc)

Mo

Both (/RTC1, equiv. to /RTCsu)
Multi-threaded DLL {/MD) -
Multi-threaded (fMT)

tMulti-threaded Debug {fMTd)

tulti-threaded Debug DLL {fMDd)
Single-threaded (ML)
Single-threaded Debug {fMLd)
<inherit From project defaults =

(fMT, MMTd, /MO, [MDd, ML, fMLd)

ak. OtreHa MpuEHHTE Cnpaexa

Puc. 6.33. CtpaHuua ceoiicte Code Generation nanku C/C++

Demo for, Visual C++_Net Property Pages

Configuration: |ACtive(Debug)

=3 Configuration Propertie #
General 3
Debugging
a
General
Optimization
Preprocessor
Code Generatio
Language
Precompiled He.
Output Files
Browse Informs
Advanced
Command Line
(23 Linker
[C] Resources
(3 MIDL
(23 Browse Information
(23 Build Events
< | =

v

| Platform: |active(winaz)

Disable Language Extensions
Default Char Unsigned
Treat wehar_t as Built-in Type

Farce Conformance In For Loop Scop Mo

Enable Run-Time Type Info

Enable Run-Time Type Info

Adds code For checking C++ object bvpes at run time (runtime type information).

{faR)

o]

= |

Configuration Manager... |

Mo
Mo
i

Yes (/GR)

OTreHa Cnpaexa

Puc. 6.34. CtpaHuua csoiicte Language nanku C/C++
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B =l

Demo for Visual C++_Net Property Pages @
Configuration: |Active(Dehug) j PlatForm: |Active(Win32) ﬂ Configuration Manager. .. |
‘=3 Configuration Propertie # "C:\Program Files ATI Research InciRen j
General Show Progress Mot Set
Debuagging Wersion
3 Cic+H+ Enable Incremental Linking Yes (/INCREMENTAL)
{23 Linker Suppress Starkup Banner Ma
% General Ignore Impart Library Mo
Input Register Cukput Mo
;)ebtug Additional Library Directories "C:\Program Files\ATI Research Inc\Render?
wstem
Optirnization

Embedded IDL

&dwanced

Command Line
[Z Resources

(23 MIDL
[Z1 Browse Information
(2 Build Events
) Output File
Custom Build Ste
= i Cweerride the defaulk output file name.  {POUT:[file])

(21 Web References ™
< >

ak. | OrtrmeHa Crpaska

Puc. 6.35. CtpaHuua ceoiicte General nanku Linker

6. Hanee B Toil xe manke Linker, HO yXe Ha cTpaHulle cBoiicTB Input, mokasaH-
Hoil Ha puc. 6.36, B one Additional Dependencies (JlomoHUTeTbHAS 3aBUCH -
MOCTb) HEOOXOAMMO IIPOIMCATb MCIIOJb3yeMble OMONMOTEYHbIe (aAIIbl. DTO
RmCore.lib 1 RmUtilities.lib, a B ToM ciy4ae, ecnu Bbl npuMensiere MFC, Bbl
JOJKHBI TAKXKE MOAKIIOUUTh Oubaunoreunsiit ¢aiin RmMFCUTtilities.lib.

7. U mocinemHuit »sram B Tpouecce mopkmioueHus SDK B mpoekr
Visual C++ .NET 3akitouaercsi B ycTaHOBKaX CBOWMCTB, MCIOJb3YeMbIX B OT-
naake. [ns sToro mepelaute Ha cTpaHuily cBolicTB Debugging (oHa Haxonut-
Ccd B OCHOBHOH Hepapxuu IpeBOBUIHON CTPYKTYpPbl KaTaJOIOB AMAJIOrOBOIO
okHa Demo for Visual C++_ Net Property Pages 1 uzobpaxena Ha puc. 6.37)
sl u3MeHeHust AByX 3HaueHuid. B mone Command BaM HeoOXoauMO 3a7aTh
MyTh K UCTIONHsAeMoMY aiiny uHctpymeHTapusi RenderMonkey.exe, a B mone
Working Directory (Pabouast aupekTopusi) yKaKUTE KaTaJor WHCTALISIUU
RenderMonkey. Tlocie yero HaxxMuTe mocienoBaTeSbHO KHOMKU TIpUMeHHTD
u OK B guamorosom okHe Demo for Visual C++_Net Property Pages mnsg
BCTYILIEHHUS B CHIIy BCeX MPOM3BENEHHBIX U3MEHEHUIA.

B cnenyionieii rnaBe Ha IpUMeEpPe Mbl pACCMOTPUM TEXHUYECKYIO CTOPOHY PabOThI
uHctpyMeHTapusi RenderMonkey, 4To Mo3BoUT BaM yOeaIUThCS B €ro abCOTIOTHO
daHTaCTHUECKNX BO3MOKXHOCTSIX.
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Demo for Visual C++_Met Property Pages

Configuration: |Active(Debug)

23] Configuration Propertie
General
Debugging
L3 cic++
23 Linker
General
g Input
Debug
Syskem
Optirnization
Embedded IDL
Advanced
Command Line
C3 Resources
(23 MIDL
(23 Browse Information
(23 Build Events
(23 Custarn Build Step
O3 Web References ™
£ >

=]

RmCore.lib RmUtilities.lib RmMFEUtiIities.A
Ignare &ll Default Libraries T

Ignare Specific Library

Module Definition File

Add Module to Assembly

Embed Managed Resource File

Farce Symbal References

Delay Loaded DLLs

j Platfarm: |nctive(Win32) Configuration Manager. .. |

Additional Dependencies

Specifies additional items ko add to the link line (ex: kernel32.lib); configuration
specific,

OtreHa MpuEHHTE Cnpaexa

o]

Demo for, Visual C++_Net Property Pages

Puc. 6.36. CtpaHuua ceoicts Input nanku Linker

Configuration: |ACtive(Debug)

‘=3 Configuration Properties
General
g Debugging
O3 Cjc++
(23 Linker
[C] Resources
(3 MIDL
(23 Browse Information
(23 Build Events
(23 Customn Build Step
(23 web References
(23 web Deployment

j PlakFarm: |Active(Win32) j Configuration Manager. ., |

=]

Command
Command Arguments

C!iProgram Files\aTI Research InciRenderiMonkey 1

C:\Program Files\ATI Research Inc'l,RenderMonkeJ

Aktach Mo
Symbol Path
B
Debugger Tvpe ko
SCL Debugging Mo
B
Connection Local

Remote Machine
Remote Command
HTTP URL

Working Directory
The application's working directary, By default, the directory containing the project File,

OTreHa MpurEHHTE Cnpaexa

o]

Puc. 6.37. CtpaHuua ceoiicte Debugging




rMABA 7

Pabota ¢ MHCTpyMeHTapuem
RenderMonkey

B 21a6e 6 BB mosHaKOMMIMCE ¢ WHTepdeticom RenderMonkey, temeph maBaiiTe
nepeiiieM K 6ojee JeTalbHOMY PACCMOTPEHUI0 BO3MOXKHOCTEN 3TOTO MHCTPYMEH-
tapus. TTocne 3anmycka RenderMonkey c neBoit cTopoHbl B ero paboueit obnactu
Oynetr HaxomuThes okHO Workspace, Tie oToOpaxkaeTcst uepapxust TeKyiero mpo-
€KTa, BBITIOJJTHEHHAs! B BUJIe JIPEBOBUIHOM CTPYKTYphl. [Ipu mepBoHaYabHOM OT-
kpoiTu RenderMonkey B okHe Workspace HaxonuTcsl 3aiaHHOE IO YMOTYaAHUIO
pabouee npocrpaHcrtso Effect Workspace, xkak mnokazaHo Ha puc. 6.5, koropoe
HAXOJUTCS B Karajiore ycTaHOBKM MHcTpymeHTapusi RenderMonkey B nanke ATI
Research Inc\RenderMonkey 1.5\data\DefaultWorkspace.rfx. ®aiin ¢ pacuiupe-
HueM 1fx — 23T0 craHgapTHbi dail1 B dopmare XML, comepxaiuii Habop MH-
dopmaLuu o padouem 3¢pdekTe, B TOM UUCIE O KOIE LISHIepOB, YCTAHOBKE CO-
CTOSIHUS, TEKCTypax, oObeKTax U T. A. B gaHHbII MoMeHT ¢popmar XML sapisercs
OCHOBHBIM, M JI000i paspaboTYMK MOXET CO3IaThb KOHBEPTEP WU BOCIIONb3O-
BaThCST MMEIOTITMMIUCS Ha PBIHKE CPEICTBAMU JUTS TIpeoOpasoBaHs B CBOI HeoO-
xomuMelit dopmar manabix. @opmar XML Takke Wcmoib3yercss M KOMTIaHHEH
NVIDIA B patote ¢ nnerpymeHtapuem FX Composer.

Ilpu nienuke mpaBoil KHOMKOM MblLKM Ha paboueM mnpocTpaHcTBe Effect
Workspace oxHa Workspace oTkpoeTcssi KOHTEKCTHOE MEHIO, TOKa3aHHOe Ha
puc. 7.1, ¢ IepevHeM TOCTYITHBIX KOMAaHII.

KoHTtekcTHOe MeHlo paboueir obOnactu Effect Workspace umeer cieayroline
KOMAHIbI:

O Add Effect Group — gob6asisier rpynmny 3¢@eKToB ¢ MOMOLIBK BIOXEHHOrO
MEHIO C TPEMsI KOMaHIaMMU:

o Empty Effect Group — mobasnsier nyctyto rpynny 3(pgheKkTos;

o Empty Effect Group w/DirectX Effect — noGasmser rpynmny a3ddeKkTon
DirectX, koropass HaxoOmMTCSl B Karajore YCTAHOBKM WHCTPYMEHTapus
RenderMonkey B manke ATI Research Inc\RenderMonkey 1.5 \Examples
\Media\Models;
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aad

aaaaqn

o

e Empty Effect Group w/OpenGL Effect — noGasnser rpynmy sddexTo
OpenGL, koropas HaxoauTcsd B Karajore YCTAHOBKU HMHCTPYMEHTAPUS
RenderMonkey B manke ATI Research Inc\RenderMonkey 1.5 \Examples
\Media\Models.

23 Add Effect Graup
€% Add Default Effect
[+] Add ariable

E Add Texture
@Add Stream Mapping
i Add Model 3

*r v v

Add Mate

Rename... F2
E Paste Chel

Irmpart 4

Ewport 4

Puc. 7.1. KontekctHoe meHio Effect Workspace

Add Default Effect — noGapnsier sddext mo ymomuanuto isi DirectX u
OpenGL;

Add Variable — po0apisier IepeMeHHyK TuUIA Integer, Boolean, Float,
Matrix U Color,

Add Texture — g00aBisieT TEKCTYpYy U3 KaTajllora YCTAHOBKM MHCTPYMEHTapUs
RenderMonkey, naxopginytocs B nanke ATI Research Inc\RenderMonkey 1.5
\Examples\Media\Texture;

Add Stream Mapping — n106aBisieT BbIOOPKY BEPLIMHHbBIX IIOTOKOB;

Add Model — pobGaBngeTr MoAelb U3 KaTajlora YCTAHOBKM MHCTPYMEHTApUS
RenderMonkey, naxopguryiocs B nanke ATI Research Inc\RenderMonkey 1.5
\ Examples\Media\Models;

Add Note — no00aBiisgieT 3aI1UChb;

Rename — mepenMeHOBBIBACT y3€T;

Paste — BcraBiser y3eu;

Import — umnopr npoekra B RenderMonkey B ¢popmare ZIP;
Export — sxcnopr npoekra RenderMonkey B ¢opmarax ZIP u FX.

C nomomibio komaHnbl Add Effect Group (J1oGaButh rpynmy 3¢dh@eKToB) MOXHO
cospaBath nycryio rpymnmny addexros (Empty Effect Group) u n1ob6asnsarb B Hee 110
HEOOXOOMMOCTU CBOU DJIEMEHTHI MPOEKTa I (HOPMUPOBAHHUS CBI3aHHOM IpyI-
nbl ddexron. JInbo Mcnonb3oBaTh HAOOP UMelIIUXCsT dPdEKTOB B cTaHIAPT-
Hoit moctaBke RenderMonkey ¢ momornibstlo komanasl Empty Effect Group
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w/DirectX Effect n3 mento Add Effect Group nma DirectX m xomadmsr Empty
Effect Group w/OpenGL Effect 111 OpenGL.

Taxke mMeeTcsl BO3MOKHOCTh B BBIOOpE PasTUYHBIX 3(P)EeKTOB, MOCTABISIEMBIX
RenderMonkey. Bridepure komanay Add Default Effect (Jo6aButh >¢dpdexr no
YMOJIYAHMIO) LIeTYKOM npaBoil kHomkoil Mbiiu Ha Effect Workspace B okHe
Workspace. Ilocie 3Tux AEHCTBUIL OTKPOETCH BJIOXEHHOE MEHIO ¢ ABYyMSl MYHK-
tamu: DirectX u OpenGL. OTu aBa nyHKTa UMEIOT CBOM HE3aBUCHUMbIE IOIMEHIO
¢ OompIM HAabopOM KOMAaHI, Kakmass W3 KOTOPBIX TPEACTABISICT TOT WJIW WHOM
Bun addexra. Buioupasi mwoboit U3 gocTynHbIX 3¢dexkToB mias1 DirectX uium
OpenGL, BBl cMoXeTe TONYYUTh HEKUM KapKac 1l Oyayliero mpoekTa ¢ BO3-
MOXHOCTBIO JaNbHEHIIero ero passutusa. YToOBI BOCITONB30OBATECS TOTOBBIMU
NnpuMepamMu cTaHmapTHoil moctaBku RenderMonkey, Haxomgiuumucs B Iamke
ATI Research Inc\RenderMonkey 1.5 \Examples, HeoO0XoaMMO Ha MaHEJIM MHCT-
pymeHToB RenderMonkey Haxarb KHoOIIKY ObicTporo goctyna Open Workspace
(O1KphITE pabouee MPOCTPAHCTBO) WM BOCIIONB30BATbCSI KOMAHIOH MEHIO
File | Open (®aiin | OtkpriTh) (<Ctrl>+<0>). B mosBUBIIIEMCS] THATOTOBOM OK-
He OTKpbiTh (Open), MokazaHHOM Ha puc. 7.2, BBHIOepHUTEe HEOOXOMMMBIN BaM
npumep u3 nanok Dx9, GL2 win Media n HaxxMuTe KHOMKY OTKpPBITD.

" E’ _1
OmHpBITH ! E
Mank.a: | i) Dx9 j I'j( =
- | anbientOcclusion ?Fur EMouse EBu
\-‘uﬁ E.ﬂ.nisotropic EGIass ENormaIMa
Heaasrie 7 atmospheric £ dlittering e
AOKYMEHTE! FBounce ?Golden Shine EOrder-Inc
9 E“Bubble E“Hair E'.'Particle =
| S EHor Erlanets
Patoudr cron | 2 Shading EHough 5 prastic
E“Depth Complexity Elllumination E'.'Proceduré
_,J FDepth of Field Flllumination-ndvanced EReﬂectior
M EDisco Lighting Elridescent Bukterfly ERender ke
ST E“Evil EMetaI EScreenSp.
—~ FFabric FMorph EShadows
li)l‘g EFire EMotion Blur EShowCom
Mok NBKITED | o >
‘;} Wran ppalina: |Deferred Shading j Otkpeme |
.
CeTesce Tun thafinoe: |F|ender Marmkey [*.1fx) j OTrdEHa
ARSI [~ Toneko yrerve

Puc. 7.2. lnanoroBoe okHO OTKpPbITb

Bribepem, Hanpumep, npoekt Deferred Shading uz manku Dx9, rae npumMeHsiercst
3areHeHue 00BbEeKTa TPeXMEPHOI clieHbl. B KauecTBe 0ObeKTa MCIIONb3YeTCs Yaii-
HUK kenToro upera B ¢dopmare 3DS M3 Karagora ycTaHOBKM HMHCTPYMEHTapus
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RenderMonkey. Oun wHaxomutca B mamke ATI Research Inc\RenderMonkey
1.5\Examples\Media\Models\Teapot.3ds. Ha puc. 7.3 mokazaHo pabouee OKHO
uHcrpyMeHtapus RenderMonkey ¢ orkpbiThiM IpoekToM Deferred Shading.

® ATIRenderMonkey 1.5 : Deterred Shading. rfx - [DirectX 9.0 Preview:: Default_DirectX_Effect effect] [
Gle Bt Vew Widow Help -

zﬂ@ﬂﬂ!ﬁ o [l Bl e 26 7 R 2 Q

# ¥ DirectX 9.0 Pre..X Bfectdfectl 10 % i Artist Editor L
Detodt_Dieactd_Eftact

lﬁ Effect Workspace
Default_Directx_ffect
= Deseription

[+ Colors
o [ FT
CouCon N NN

) Effect [ 0 At

Fl vutput [
Compiling pixel sheader API{D3D) ~..-Default_DirectX_Eflect-Sheding Pass-Pixel Sheder” ... Success -
Compiling vertex shader API(DID) ~. . - Default Directf Effect-Shading Pass-Vertex Shaders ... success
DirectX Previev vindov: Using softvare vertex processing in REF rasterizer for rendering shader-based effects.

DirectX Previev window: Drnvxng cu:rc:nt ettect in the DirectX previev wvindov using EEF rasterizer. Done.
MirectX Previsw vindow: Press 'i]')ﬂﬁl‘ to refresh the contents of the preview window
DirectY Preview window. Press "space' Lo refresh the contents of the preview window. . .
DirectX Previev vindov: Press 'space’ to refresh the contents of the previev wvindow. ..
Creating Renderable Texture (PosMap) of dimensions (S08. 346)... success.
Creating Benderable Texture (PosMap) of dimensioms (S00. 346) [ —
REWDERING ERROR(s) .
Render targets in pass Object Pass don't have matching dimensions'’
Creating Renderable Texture (NormalMap) of dimensions (508, 346). SUCCESS .

Creating Renderable Texture (NormalMap) of dimensions (508, 345) success
DirectX Preview vindow. Draving current eff{ect in the DirectX previev vindow using FEF resterizer. .. Done.
v
< »
Feady

Pwuc. 7.3. MNpoekt Deferred Shading

ITpu otkpeiTuu mpoekra Deferred Shading B okHe Workspace MHCTpyMeHTapust
RenderMonkey otobpaxkaeTcst monHast uepapxusi mpoekra. OkHo Workspace pas-
JeneHo Ha aBe akTuBHble Bkuaaku: Effect (DdpdekT) u Art (XynoxHuk). Bkianka
Effect (D dekT) comepXuT Bce HeoOXoAUMble aTpUOyThl Aas1 paboThl MPOrpam-
MUCTa HaJ TeKYLIMM MPOEKTOM, TOrma Kak BKIanka Art (XymoXHMK) MpeaHa3Ha-
yeHa Ui pabOThl XYAOXHUKA, W MNPEIACTaBAEHHAS CTPYKTypa MPOEeKTa Ha 3TOMI
BKJIaJKe HE JTAeT BO3MOXHOCTH XYIOXKHUKY W3MEHSTHh WCXOOHBIN KON TIPOEKTA,
yro BechbMa ymoOHo. Ha puc. 7.4 mzobpaxkeHa crpykrypa mpoekrta Deferred
Shading B okHe Workspace.

Bce mannbie, kak mpoekra Deferred Shading, Tak M J10OOBIX APYTHUX TIPOEKTOB,
co3maHHBIX B RenderMonkey, ckoMmoHoBaHBI yAOOHBEIM 00OpazoM. IIpoekTHbIE
JAHHBIE HaxondTcs B eanHOM padoueM mpoctpaHcTBe Effect Workspace v Moryr
OBbITH pasfesieHbl Ha TPYMNbl 3hdeKToB, OTACNBHO B3SThIE 3G(EKTHI, TTPOXOIHI,
YCTAHOBKU COCTOSIHUIA, MepeMeHHbIe, BEPIUMHHBbIE M IUKCEJIbHbIC ILICHICPDI,
00BEKTbI, TEKCTYPbl U BbIOOpKU BepliMHHBLIX IoTOKOB. Effect Workspace — 1o
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KOPHEBOW y3eNl IS BCeX MPOEKTOB, €ro HeJb3sl YAaJIuTb, U3MEHUTb, CKOMUPO-
BaTh, MePEMMEHOBATh WM BbIpe3aTh. Kaxblil TMI MepedyrucAeHHbIX JAHHBIX MU
y3en (Node) comepXUT CBOM BUA pasHOOOPA3HbIX MUKTOTPAMM U TMHAMUYHOK
UaeHTU(UKALMK AAaHHbIX IpoekTa. Ha puc. 7.4 xopoilo BuaeH HAGOp y3JI0B C
rpadpuyeckuMM MUKTOrpaMMamMu. Bce maHHBIE opraHM30BaHbl B BUAE APEBOBUI-
HOU CTPYKTYpPBl U MOTYT OBITb ChOPMUPOBAHBI B pasiUuHbIe Tpynmbl 3¢ deKToB
Juis Baiiero ymooctBa. CdopMupoBaHHBIE TPYMNBl 3¢(PEKTOB MO3BOJSIOT 00b-
eIMHATD B TPYIITB HEOOXOAMMEIE THIIHI JAHHBIX, HATIpUMep, HUYTO He MelraeT
BaM CTPYNIMUPOBATH HIeHaepsl IO TTPOMUII0 U SI3BIKY MPOTPaMMUPOBaHUS. Y3JIbl
CTPOro MoapasaessioTcs MO CBOMM THIIAM M MOIYT COAepKaTh OAHO U Oosee 3HA-
yeHuii. ['oBops O THUMAX AAHHBIX, HYKHO IMOHHUMAaTb, YTO 3TO HE UYTO MHOE, KaK

il Workspace q

Effect Workspace
--§x9 Default_Direct¥_Effect
@ Description
& Camera
[g] LightPos
matViewProjection
matworld
M ChiCalar
W Clearcolor
&2 MormalMap
f PosMap
@ Skream Mapping
oy Madel
oy ScreendlignedQuad
- ﬂ Object Pass
ﬁ\ Camera
® PosMap
® MNormalMap
E‘ rModel
o werten Shader
% Fixel Shader
@ Skream Mapping
- ﬂ Shading Pass
ﬁ ScreendlignedQuad
|F" Render State
o werten Shader
% Fixel Shader
= ﬂ] PosMap
PosMap
= ﬂ] MormalMap
Mormaliap
@ Skream Mapping

Effect | @ Art |

Puc. 7.4. Ctpyktypa npoekta Deferred Shading B okHe Workspace
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TEKCTYpbl, MOJAEIU, MATPUIIBl TPOEKIUit, KaMmepbl, 3ddekTsl 1ubo rpynibl 3¢h-
¢ekToB, HcToNb3yeMblie B ClieHe, Ieiaepbl, MepeMeHHble, UCTOUHUKU OCBellle-
uusa u T. A. Ilpoekr Deferred Shading, kak u no06oii Apyroii MmpoekT, Hacaemyer
Bce cBoOlicTBa Mo yMoJlYaHUio u3 3anaHHoro mpoekta Default Effect, yro ouenb
ya0OHO JUISI HAYaTbHOTO cTapTa padOThl HaJ MPOEKTOM. Tpyasich Hall TTPOEKTOM B
DirectX mnu OpenGL, Bbl uMeeTe MOJHYI0 CBOOOLY M BO3MOXHOCTh PadOThL C
mobeiMu BugamMu addekToB. [ajgee B 3Toi TWaBe OyAyT paccMaTpuBaThesl Bce
WMEIoIIecss THUTIBI JAHHBIX, KOTOpble MOXHO 3aJeficTBOBATH B CBOEM ITPOEKTE
RenderMonkey. Ha ocHoBe mojyuyeHHOII MH(poOpMaLUMU BaM OyIeT OueHb JEerko
(GopMHUpPOBATH CBOW MTPOEKTHI.

Pass Node

B npoektax RenderMonkey umMeercsi oiMH WIM HECKOJBKO HPOX0O008 pUCOBAHUS
(Pass), koTopbie HacleAayloTcss OT TPeAbIYIIUX TPOXoAoB B addekTe UIU OT
Default Effect — sddexra mo ymonuanuw. Kaxablid Npoxos pucoBaHuUs BKIIIOYA-
eT B cebsT BepIIMHHBIA W MMHUKCEILHEIN TIeimep (00sg3arelbHOE YCIOBHE), pasiud-
HBIe TIepeMeHHBIe, OJoKu ycTaHoBOK (render state block), kamepbl, BBIOOpPKU
BEPUIMHHBIX OOBEKTOB, TEKCTYpHBIE M TeOMeTpUYeCKUe MaHHble oObekTa. Takxke
B TIPOXOJAX PUCOBAHHUS MOTYT MCTIOTB30BATLCST BCEBO3ZMOXKHEIC MOAETH OOBEKTOB.
IMocmotpuTte Ha puc. 7.5, TaM mipencrasieH mpoekT Plastic u3 karamora Dx9 wH-
ctpymenTapus RenderMonkey, Ha OCHOBe KOTOPOIO MBI PACCMOTPUM MOJIEb
paboTHl TIPOXOJOB pHcoBaHUS. B KadecTBe Momenm B TpoekTe Plastic Bu3yanman-
pOBaH CIOHEHOK cHHero upera ¢ o(pdeKToM IIacTUKa IS MaTepUalbHBIX
CBOIiCTB 00beKTa.

Workspace R ¥ pirect¥ 9.0 Pre... Plastic effect |

Effect Workspace . . . =l 3
B Header ¥/ DirectX 9.0 Preview:: Plastic effect g@g|
EH view_pasition

iew_proj_matrix
Plastic

W color

@ Stream Mapping
oy Elephant

=3P Single Pass

? Elephant

8 Wertex Shader
So% Pixel Shader
@ Stream Mapping

Effect | @ At

Puc. 7.5. MNpoekT Plastic
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B oxne Workspace npoekra Plastic (cM. puc. 7.5) pacronaraiotrcsi TUTBI JaHHBIX
WK y3Jbl 3TOro mpoekra. Ysen Single Pass — 310 u ecThb OpocToii OJMHOYHBIA
MPOXOJl PUCOBAHUs, BKIIOYalOLIKiA B ce0s1 HaOop maHHbIX. B mpoekre Plastic yzen
Single Pass coctout u3 BepuubHHoro weiigepa (Vertex Shader), nukceabHOro
weiigepa (Pixel Shader), BbIOOpKM BeplIMHHBIX MOTOKOB (Stream Mapping) u
onucanusi monenu oonrekra (Reference Node). ITpoxon pucoBaHuss MOXHO mepe-
MelaTh B TIpeesiaX CBOETO POMMTENBCKOTO 3dhdheKTa BBEpX WM BHU3 TIO JPEBO-
BUIHON CTPYKType TpoekTa. Takke mMeeTcsl BO3MOKHOCTD TepecTpanBaHMs, TTO
CBOEMY YCMOTPEHWIO0 MOXHO MOOABIATh WM YIANSITh HeOOXOMUMBIC 3JIEMEHTH B
npoxoae pucopaHus. J1asg 3Toro HeoOXOAMMO ILIENKHYTb MPABOH KHOIKON MBIIIX
Ha HAAMUCU IIPoXoja pucoBaHus, HampuMmep B mpoekre Plastic Effect ato Single
Pass, 1 BaM cTaHeT OOCTYIHO KOHTEKCTHOE MEHIO UId 2TOr0 TUHIA JAHHBIX
(puc. 7.6).

v Enable | Disable Pass

[¥] Add variable 3
E Add Texture 4
[* &dd Render State Black.

ﬁ Add Texture Object
g‘f-\dd Camera Reference

@ Add Render T arget

& Print Shaders...
E= Add Nate

Renarme F2
& Cut Ctrl2
Copy ChlC
E Pazte Chrl-f
¥ Delete Del

Puc. 7.6. KoHtekcTHOe mMeHto npoekTa Plastic

KoHTekcTHOE MEHI0 TIpoXoJa PUCOBAHUSI CTAHAAPTHOE U JOCTYITHO B JHOOOM
npoekte RenderMonkey, paccMOTpuM €To comepKaHue:

O Enable/Disable Pass — BKITOYNTH WM OTKIIOYNTEH TIPOXOA pucoBaHus. [Ipu
OTKJTIOUEHHOM TIpoxoje prcoBaHus B okHe Workspace TossBUTCS KpacHasl Ko-
cas JepTa, ImepeuepKUBaioIias TUKTOrpaMMy TTPOXOIa pUCOBAHWS;

O Add Variable — 106aBuThH nepeMEeHHYIO TUMA Boolean, Integer, Float, Matrix
" Color,

O Add Texture — 100aBUTb TEKCTYPY;
O Add Render State Block — 106aBuTh 0JIOK YCTAHOBOK,;
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a

Add Vertex Shader — 106aBUTH BEpUIMHHBIN HIEHED;
Add Pixel Shader — mo6aBuTh MUKCENBHBIN LICTACD;
Add Texture Object — 100aBUTb TEKCTYpHbIil OOBEKT;

Add Camera Reference — 100aBUTh OIMCAHKE CBOKMCTBA KAMEPHI;

aoaoaaq

Add Stream Mapping Reference — 100aBuUTh onmucaHue BBIOOPKU BEPITUHHBIX
[I0TOKOB;

Add Model Reference — no6aBuThH onucaHue MOAEH;
Add Render Target — no6aBuThH afpecara;

Print Shaders — pacneuarka xoja LIeiaepoB;

Add Note — 106aBuUTb 3alUCh;

Rename (<F2>) — nepenMeHoOBaTh;

Cut (<Ctrl>+<X>) — BEIpe3aTh;

Copy (KCtrl>+<C>) — ckonuposaTh B Oydep oOMeHa;
Paste (<Ctrl>+<V>) — BcraBuTh u3 dydepa obMeHa;

aaaaogauaogauaag

Delete (<Del>) — ynaauTs.

OO0paruTe BHUMaHUE, YTO HE Bce IYHKThI MEHIO B Ipoekrte Plastic siBasioTcs ax-
TUBHBIMH, 5TO CBA3aHO, MpEXIe BCEro, ¢ 3aAcHCTBOBAHHBIMU THUTIAMW JaHHBIX.
IMo Mepe mpmbaBIEeHUS Pa3TINYHBIX TUITOB HEKOTOpPBIE W3 MyHKTOB MEHIO OymyT
CTAHOBUTKLCST TOCTYITHBIMU. IS ToTo YTOOBI MOOABUTH HOBBIM IPOXOH PHCOBA-
HUS, B TIpoekTe Plastic HeoOXOMMMO MIETKHYTh MPaBoOi KHOMKONW MEBITIN Ha Ha-
sganumn mipoekra (Plastic Effect) u B mosBuBIieMcs MeH0 BbIOpaTh TyHKT Add
Pass (Io6aButh mpoxoj pucoBaHust). BenenctBue dero B okHe Workspace B
vepapxuu paboyero MmpoekTa MOsBUTCA HOBbIA y3en Pass 1, kak mokaszaHo Ha
puc. 7.7, co craHgaptHbiM Habopom gaHHbIX (Model, Vertex Shader, Pixel
Shader u Stream Mapping), KOTOpbII MOXHO PeAaKTUPOBATh IO CBOEMY YCMOT-
pEHMUIO.

Ha stor MoMeHT y3en Model B rpynne Pass 1 He 3a/elicTBOBaH, IO3TOMY IUKTO-
rpamMma HampotuB Haanucu Model nepeyepkHyTa KpacHOR KOCOM YepToil, U ecau
MPOM3BECTH KOMITWILIMIO U 3alyCcTUTh MpoekT Plastic, To kpoMe coobiueHus 06
OolIKMOKe Bbl HUYErO HE MOJy4YUTe, OTO BUAHO HA puc. 7.8.

To ecTb KaXIblil U3 IPOXONOB PUCOBAHUA MOJIKEH ObITh MPUBI3aH K KOHKPETHOI
MO, I 3TOro IIEeJKHUTE MpPaBOH KHOIKOM MbIM B okHe Workspace Ha
yaine Model B no6aBieHHoM mpoxone pucosaHust Pass 1. B mosgsuBliemMcsa MeHIo
BbiOepuTe KomaHay Reference Node u Bbl mepeiiere B IMOAMEHIO, L€ HEOOXOIU-
MO BBIOpaTh MoJeslb 00beKTa. Ho MOCKOMbKY B OMHOM IMPOEKTe 3aneliCTBOBAHHBIX
MoneJIeil MOXeT ObIThb MHOIO, TO M IOAMEHIO OTPA3UT MOJIHBIA CIUCOK HCIIONb-
3yeMBIX Mojesieif B BamreM TpoekTe. JloGaBIeHHBIN MTPOX0oa PUCOBAHMST BBl BOJTb-
HBI TIPUBSA3BIBATH K JI000# M3 Momeseil, KOMITOHYS TeM CaMBIM TPeXMEPHYIO cIle-
Hy, UCXOAI W3 BaIIMX TToTpebHocTel (puc. 7.9).
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Workspace

Effect Workspace
E Header
wiew _pasition
wiew_proj_matrix
Plastic
W color
@ Stream Mapping
o Elephant
- Single Pass
Elephant
R wertex Shader
% Pixel Shader
Stream Mapping
(P Pass 1
& Model

= wertex Shader
% Pixel shader
Stream Mapping

[Mire 9.0 Previer

REMNDERING ERROR(=):
Irvalid geametry object in pass Pass 1

Effect | @ At

Puc. 7.7. OxHo Workspace B npoekte
Plastic Effect c HoBbIM y3niom Pass 1

Puc. 7.8. Cooblienne 06 ownbke
npu komnunAumn npoekrta Plastic

75 Workspace

a2 x

Effect Workspace
E Header
] wiew_position
wiew_proj_matrix
Plastic
W color
@ Stream Mapping
& Elephant
oy TesselatedCube
i meeModel
= single Pass
E‘ Elephant
8 wertex Shader
24 Pixel Shader
@ Skream Mapping

= Pass 1

? TesselatedCube

8 vertex Shader

% Pixel Shader

ﬁ Stream Mapping
= ﬂ Pass 2

[? myModel

8 wertex Shader
23 Pivel shader
ﬁ Stream Mapping

Effect | @ At

Puc. 7.9. OkHo Workspace ¢ HeCKONbKMMUN MPOXozammn pucoBaHns
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IMocne mpuBSA3BIBAHUST MOIEe K TIpOXolaM pHCOBAHMS HEOOXOAMMO OTKOMITH-
JIUPOBaTh HPOeKT. 11 9TOro BOCHONb3YHTECh MaHeNbl0o MHCTpyMEHTOB Render-
Monkey u Haxmute kHonky Compile All Shaders in the Workspace (Otkommu-
JIMpOBaTh BCe lieiinephl Ha pabodyeM IPOCTPAHCTBE), a AL TOIO YTOObI MMEIOo-
myecss U3MEHEHUSI BCTYMWIM B cwily, HakMuUTe KiaBuiny <Space> (ITpoben) Ha
KJTaBuaType KoMmIbloTepa. Bce mMeromnecst BUMON3MEHEHNUS TPEXMEPHOM CIIEHBI
MOMeHTaJIbHO oTpassTcsl B okHe Preview Window (OkHo mpeaBapUTesbHOTO Mpo-
CMOTpA), TAe MPOUCXOJUT IPOPUCOBKA clieHbl. Ilpu gobapieHUU HOBbIX 3 deK-
TOB, ILEHAEPOB, KAMEP, TEKCTYp, MOJeNeii, NepeMEeHHbIX BCeraa HeoOXOMUMO SIB-
HO OTKOMIIMJIMPOBaTh MPOEKT WM Haxarb Kjapuily <Space> i IpocMoTpa U3-
MeHeHuit B cleHe B okHe Preview Window (OkHO TmpeaBapuTenbHOTO
mpocMmotpa). Ho Gojee TipocThie MOAMMUKANNN TPOEKTA, CKaXeM W3MeHeHWe
Beta (oHA MM MOMENN, BEIOOP IPYTOH TMO3UIINK TTPOCMOTpa CIIEHBI, He Tpeby-
10T MePEKOMIIMISILUU IIPOEKTA, JOCTATOYHO TOJAbKO HAXATHUs KiIaBUILKM <Space>.

Model Nodes

Modeasnbte yzaor (Model Nodes) npeacTaBiasiioT co0oil reoMeTpudecKue OOBEKThl
Uil Moaenu B ¢opmare 3DS, gaBAsiOIIUMCS CTAaHAAPTOM B UTPOBOM MHAYCTPUMU.
OdveHb yacTo Momenrd 5Toro dopMara 3ameicTBYIOTCS TPOTPaMMHUCTaMHA B KOM-
MbIOTEPHBIX UTpax. Monenu B mnpoekTe RenderMonkey Moryr ucroib3oBaThes
IpU UCIONHEHUM Ipoxona pucosBaHusd. Ecnu Bbl mocMoTputre Ha puc. 7.9, rme
ObL1 IpeacTaBieH mpoekr Plastic, To 3aMeTuTe, 4To NUKTOrpamma ysia Model
Nodes BbINOAHEHA B BUAE MaJE€HbKON U3IIIHON (DUIYphl YaiiHUKA KPACHOIO 1IBe-
Ta W pacrojaraercsi B poaIuTeIbckoll uepapxuu npoekrta Plastic. A yXe B npoxo-
nax pucoBaHus Single Pass, Pass 1 u Pass 2 rpadgunueckoe usobpaxkeHne MUKTO-
rpaMMBI BHITIOJTHEHO B BUJE YalHMKA CO CTPEIKOMH. DTo Tak Ha3wsIBaeMast modesib-
Hasn cevtaka (Model Reference), obo3Hauvawomiasi, 4to Mojeilb 00beKTa J0o0aBieHa
K IPOXOAy PUCOBAHMS U OydeT MpeACTaBieHa B ClieHe, T. €. Molelb (haKTUUYECKU
cBazana uyepe3 Model Reference ¢ mpoxoaoM pucoBaHus.

HoGapneHre MoIeNM B IPOEKT MOXKHO IMPOU3BECTH, HAXaB IPABOil KHOIKOI
MBIIIM HA HA3BaHMM PabOyero MpoeKTa U B IOSBUBIIEMCS MEHIO BBIOPAB IyHKT
Add Model (TobaBuTh Mojenb). B oTBeT Ha 3TH AeUCTBUSI TIOSIBUTCSI TIOAMEHIO
¢ TIepevyHeM JIOCTYITHBIX Mojeneil nHeTpyMeHTapusi RenderMonkey (puc. 7.10).

Bce wmonmenu oObekToB, TiepevyuciIeHHBIE B CIWCKe, JOCTYIMTHBI M3 Karajiora
RenderMonkey m naxomsatcss B mamke ATI Research Inc\RenderMonkey 1.5
\Examples\Media\Models. UactpymenTapuit RenderMonkey m3HavarbHO WMeeT
0O/IbIIOA HAaObOp Pa3IMYHBIX MOJENeil, KOTOpble Bbl CMOXETe MCIIOJIb30BaTh B
CLIEHAX, HO TaKXe HUYTO BaM HE MEIIAET 3arpyXarb U CBOM 0O0bekThl. st 3TOrO
pasMectuTe Balum Mmojenu B kartagore RenderMonkey B mamke ATI Research
Inc\RenderMonkey 1.5\Examples\Media\Models 6o ykaxuTe TMyTh K KaTaJoTy
C HeOoOXOMUMBIMU MoOJeTsIMU 0OBeKTOB. Bocmonb3yiiTech KoMaHIOW MeEHI0
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Edit | Preferences (Pemaktuposars | CBoiicTBa) U B TMOSIBUBIIEMCS JTHATOTOBOM
okHe RenderMonkey Preferences, mokaszanHoMm Ha puc. 7.11, Ha Bknagke General
B TekcToBOM noiie Models ykaxkuTe myTh K BalleMy KaTajory OObEKTOB.

L dModel

& C/ /Fenderttonkey 1.5/E samples/MediaModels/Car. 3ds

o /. /E vamples/MediasM odels/ T exturedCube. 3ds

& [/ /Rendertdonkey 1.5/E samples/MediaModels/Disc2 3ds
o C:/ /FenderMonkey 1.5/E vamples/Media/Models/Disc. 3ds
ol O/ /Rendertdonkey 1.5/E xamples/Mediat odelz/Dino. 3ds
o C/ /E xamples/Media™ odelz/ButterfiyE ody, 3ds

& /. /E xamples/Media’Models/TezselatedCube. 3ds

o [/ /Fendertdonkey 1.5/E samples/MediaModels ase. 3ds
& C:/ /RenderMonkey 1.5/ vamples/MediasModels/Cube. 3ds
& [/ /Rendertdonkey 1.5/E samples/MediaModels/T eapat. 3ds
o O/ /Evamples/Media’Models/0 ceans uface. 3ds

ol O/ /Rendertonkey 1.5/E samples/MediaModelz/T erain. 3dz
& C/ /Fendertonkey 1.5/E wamples/MediaModels/Hebe, 2dz
o /. /RenderMonkey 1.5/E vamples/Media’M odels/H aiPatch, 2ds
o C/ /E zamples/MediaModels/E lephantBody. 3ds

& ./ /Examples/Media/Models/S creendlignedduad 2ds

& C/ /Fendertdonkey 1.5/E samples/MediaModels/Light. 3ds
o C:/ /E vamples/MediasM odels/E lephantTusks. 3ds

& [/ /Rendertonkey 1.5/E samples/MediaModels/T ons. 3ds
o C:/ /E xamples/Media’Madels/S creendlignedduad-Ocean, 3ds
ol O/ /Rendertdonkey 1.5/E amples/Mediat odelz/S kol 3dz
o C/ /RenderMonkey 1.5/E samples/MediaModelz/Cube.x

& ./ /RenderMonkey 1.5/E vamples/MediaM odels/S phere. 3ds
o [/ /Fenderttonkey 1.5/E samples/MediaModels/F adeon. 3ds

-

Puc. 7.10. MeHnio mogeneinn RenderMonkey

Kak yxe ynomuHanzoch, Moaenu obbekToB B RenderMonkey BbITosHEHB! B (hop-
mare 3DS, Ho Tipu 3ToM uMeeTcs TosHast noaaepxkka gopmaros NMF, OBJ u
caMoe TJIaBHOE OCYIIeCcTBIseTcs MoaaepxKka dhopmara X-daitnos DirectX kopro-
pauuu Microsoft, 1 Bbl MoxeTe 0e3 mpobieM 3arpyXarb MOJEIU 3TOro opmara.
Bonee toro, Mogenb oobekTa B hopMare 3DS, sarpyxkeHHas B NpoekT 6e3 oco-
ObIX yCWUIMil, KOHBepTUpYeTCcs B opmar X-aiiia. s 3Toro B TeKylIeM HPOeK-
Te B okHe Workspace IeJIKHUTE MPaBOi KHOIKONH MbIIIM HA MOAEIUM U B IO-
SIBUBIIIEMCSI KOHTEKCTHOM MeHI0 BbIOGepuTe KomaHabl Save | Geometry Saver
(Coxpannuth | CoxpaHUTh TeOMeTpHi0). B oTBeT Ha 3T JEHCTBUSI TOSIBUTCS
anagoropoe okHo CoxpaHutbh Kak (Save As), n3oOpaxkeHHoe Ha puc. 7.12, tie
HYXXHO 3aJaTh WMSI M KaTajlor JUISl coxXpaHsieMolt Mojenu obbekTa B Qopmare
X-cpaiina.

IMpn memyke mMpaBoii KHOMKONW MBI B TeKyIIeM TpoekTte okHa Workspace 1mo-
SBJISAETCI KOHTEKCTHOE MEHIO ¢ HAabOpOM AOCTYIIHbBIX KOMAHA PEeIAKTUPOBAHUS U
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=

|8 Rende rMonkey Preferences

r

-

Default Model Orientation:

Default Texture Origin

General | Directs 9.0 Viewsr | Shader Editor | Esternal File Editor |

Cycle time for pre-defined 120,000

‘time" wariable [zec):

Auto Refresh

Textures

—
—

Models

Default Directories

Testures: |C: “WProgram FileshAT| Resear Browsze
Models: |BaLu KaTanar Browse

LHS hd

Top Left -

I” Reset Camera on Effect Change

X

0K | OTreHa

Puc. 7.11. uanorosoe okHo RenderMonkey Preferences, HoBblie mogenu

Coxpannib Kak

Patoudi cron

Manka: E?m j |‘_"F Ed-
5. [Z] Elephant1
HenaeHue
AOKYMEHT B
€

b om gokyrEeHTEl
Mok korneTep
Cetesoe Wraa alina: |Elephant j CoxpaHuTs |
OKPYHEHHE
Tun galbina: | Directs ¥ File [*.x] j OrreHa

Puc. 7.12. InanoroBoe okHo CoXpaHUTb Kak
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i Change Model 4
Orientation 4

Rename F2

& Cut Chlx
Copy Chel-C
E Paste Chrl
W Delete Del

Edit... Enter
Edit tfith 4

Generator 4
Save L4

Puc. 7.13. MeHio npoekTa Plastic u mogenu Elephant

3a[JaHUS PA3IMYHBIX IOIIOJHUTE/bHbIX OILMKA Ul TEKyLIed Moae/in oObekTa, Ha
puc. 7.13 nopencraBieHo MeHio npoekTa Plastic st mogenu Elephant (Cion).

B KOHTEKCTHOM MEHI0, U300paKeHHOM Ha puc. 7.13, MPUCYTCTBYIOT CleAyIOIINe
KOMAaHbI:

a
a

a

aaoaadaaoaoaaq

Change Model — BbIOOp 3arpyxaeMoii Moie M U3 YKa3aHHOTO KaTajora;

Orientation — TipegocTaBisieT BO3BMOXHOCTh BbIOOpa OpUEHTAIIMN KOOPJAWHAT-
HOW CUCTeMBI JJIST TeKYIIel MOIESTN ¢ TIOMOIIBIO BBHITAMAIOIIETO MEHIO W KO-
mana RHS Coordinate System (ITpaBocTopoHHSIS cucTeMa KOOpPAWHAT, MPU-
mensiemass B OpenGL) u LHS Coordinate System (JleBocTopoHHSIE cucTreMa
KoopauHar, npumeHsemas B DirectX);

Add Note — noGapnsieT 3amvch WIM 3aMeTKy JUISI BBIOpaHHOW MojaeNu o0b-
eKTa;

Rename — mepenMeHOBBIBACT BEIOPAHHYIO MOJETD;
Cut — BBIpe3aeT Moaenb;

Copy — konupyer Moueib B Oydep oOMeHa;

Paste — Bcrapisier Moneib U3 Oydepa obMeHa;
Delete — ynanser monens;

Edit — penakuns Monenu;

Edit With — pegakuust Monenu ¢ TTOMOIIBIO CISAYIOIIMX KOMaHI BTOPUYHOTO
MEHIO:

o Model Loader — 3arpyxaetr moaenb B popmarax 3DS, X, NMF u OBJ;

e External File Editor — no ymonuanuio 3amyckaer yruautry MeshView us
coctapa DirectX 9 SDK, Heobxoaumywo Tmpu pabote c¢ GopmaroMm
X-caiimos, Ha puc. 7.14 mokazaHo pabouyee okHO yTUAWUTH MeshView mis
npoekTa Plastic u monmenu Elephant.
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% MeshView

MeshOps  Animation  PMeches NPatches Help
ol o @08 Alsloln] 1] 1]

PolygonMode 02105 456220Mps  (1714bi 7052 vert

Puc. 7.14. Pa6bouee okHo yTunutel MeshView

O Generator — reHepupyeT KyOWYECKYH COCTaBJISIONIYI0O MOJEIU C TMOMOIIBIO
nuajgorooro okHa Geometry Generator, mokasaHHoro Ha puc. 7.15

O Save — coxpaHsieT Mojenb B hopmate X-caiina

Geometry Generator

Shape IBox j

Cancel
Sphere
_ Cylinder
ks Cone
Width I 50,00
Height I 50.00
Depth | 50,00

Puc. 7.15. inanorosoe okHo Geometry Generator
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IIpu HaBemeHuMu Kypcopa Ha Jio0O# y3en Tekyllero mpoekra B okHe Workspace
ABTOMATUYECKM Ha HECKOJBKO CEKYHI MOSBISIETCS BCILIbIBAIONIEE MEHIO C TeK-
CTOBOI 3aMeTKOM IJIsT MaHHOTO y3ia. B 3aBMCHMMOCTM OT TWTIA JAaHHBIX TEKCT 3a-
METKW COICPKUT pasTNJHbIe ONMHWCAHWS y3ma. Ecam BBl MMoouepemHO HaBedeTe
Kypcop Ha y37bl J1I000r0 MpOeKTa, TO YBUAUTE IMOSBIISIONIMECS 3aMETKU UL Kax-
JOTO THUTIA JaHHBIX. Takke MMeeTcs BO3MOXHOCTH PEHaKIWU WIN J00aBIcHUS
CBOWX TEKCTOBBIX 3aMETOK JUTSI BCEX Y3JIOB TpoeKTa. JJIsT 5TOTo HAaXMUTE TIpaBOit
KHOIIKOA MBILIM HAa HEOOXOAMMOM Yy3je U B IOSIBUBIIEMCS MEHIO BbiOepuTe
komaHay Add Note (Jo6asuth yzen). B paboueM mnpocrpancrBe RenderMonkey
TTOABUTCS HeOONBIION IO pasMepy TEKCTOBBIN pemakTop Ut mobaBieHUsS HeoO-
XOIUMBIX 3aMETOK 110 BbIOpAaHHOMY y3iy, Ha puc. 7.16 M300paxeH TEKCTOBBII
penakrop B npoekte Plastic mist mogenu Elephant.

-

= ElephantNotes

Monens cnoHeHka
kT NepeKk oHBEPTHMPOBaH B BOpaT »-halina
0z2.12.200

Cancel

Puc. 7.16. TekcToBble 3anucu gns mogenu Elephant

Camera Nodes

Yaaot kamep (Camera Nodes) HeoOX0AUMMBI AJ1s1 OIpeAe/ieHUs: OpUEHTALMU BUAA U
WUTPAIOT Ty XK€ pojib, UYTO U KaMephl B MPOCTON TpexMepHoll ciieHe. B ogHOM mpo-
€KTe MOXET OBITh HECKOJbKO pa3inYHbIX KaMmep. Bce kamepbl TOJKHBI pacroyia-
raTbCs B POIUTENbCKOIl BETKE MepapXuu IpoekTa. [lobaBieHue Kamepbl B TEKY-
AU TTPOEKT OCYUIECTBASIETCS CASAYIONIUM 00pa3oM: HAKMUTE Ha HAa3BaHUM TPO-
ekta B okHe Workspace TmpaByl0 KHOMKY MBIIIIM W B TOSIBUBIIEMCS MEHIO
Boeioepute KomaHay Add Camera (JoGasuth kamepy). Ha puc. 7.17 usodpaxeHo
okHo Workspace mpoekta TechnoPumpingSpeaker 13 cTaHIapTHBIX IPUMEPOB
nHctpyMeHTapusi RenderMonkey ¢ no6aBieHHON HOBOM KaMmepol Toa Ha3BaHH-
eM MyCamera.

B ormenbHbld IPOMEXYTOK BPEMEHHM B IIPOEKTE MOXKET ObITb AKTMBHA TOJIbKO
onHa kamepa. [ag Toro urobbl ciefarb Kamepy aKTUBHOM, HaXMMTE IIPABYIO
KHOTIKY MBI Ha Ha3BaHWM HeoOGXommMoit Kamepbl B okHe Workspace 1 B 110-
SIBUBLIEMCS KOHTEKCTHOM MeHI0 BbibepuTe komaHiay Set Active Camera (AxTu-
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BH3WpPOBATh YCTAHOBJICHHYIO KaMepy), Toclie 3TOTO BBIOpaHHAs KaMmepa CTaHeT
ocHoBHOU. [lpn »TOM akTWBHAS TIpeAbIAyINas Kamepa OymeT copomreHa. Kamepy
MOXHO CBA3bIBaTh C IMPOXOJaMU pucoBaHusa IocpeacTBoM Yy3iaa References
Camera. /1151 Toro 4TOOBI JOGABUTL KaMepy B TTPOXOJ PUCOBAHMS, HAKMUTE TIpa-
BYI0O KHOTKY MBI Ha Ha3BaHWM TIpoxola pucoBaHWs B okKHe Workspace v B
nosiBuBlieMcss MeHio Bbibepute komanay Add Camera References (JdoGaButhb
CCBIIKY Ha Kamepy), TIOSBUTCS eIlle OHO TTOAMEHI0, TAe MepeurclIsioTes] TOCTYIT-
HBIe A 3Toro Tmpoekra Kamepbl. Ha pwc. 7.18 mokaszaHo MeHI0 TIpoekTa
TechnoPumpingSpeaker co cnuckoM OOCTYIIHBIX KaMep.

3 x < Puc. 7.17. OxHo Workspace

[ Workspace ‘
npoekra TechnoPumpingSpeaker

Effect Workspace
E Header
gr] time_0_%
wiew _makrix
wiew_proj_matrix
TechnoPumpingSpeaker
@ Description
ﬁ\ Camera
§~ My Camera
] pulsesharpness
" beat
] amplitude
*| bassFrequency
% lighkCir
Speaker
@ PT Stream Mapping
o Disc
-1 P Single Pass

Camera
¥ Disc

8 vertex shader
2% Fixel Shader & Camera

+-i¥% Base -
= b MyCamera
B

ﬁ* Camera Reference

PT Stream Mapping

Puc. 7.18. MeHio npoekta
Effect | @ At | TechnoPumpingSpeaker

Ecnu B npoxone pucoBaHus yxe cyuiectByeT y3el References Camera (Ccblika
Ha KamMepy), CBSI3aHHBIN ¢ OMHOM M3 Kamep, TO MO HEeOOXOMMMOCTH BHI MOXeTe
cBa3biBaTh y3ead References Camera c sitoGoit apyroit kamepoit, umeroiencss B
TekylleM npoekre. YroOnl cBsi3aTh y3el References Camera ¢ apyroii kamepoii,
IEJTKHUTe TIpaBOif KHOTKOM MBbINIM Ha Ha3BaHWU y3i1a References Camera B o1-
HOM W3 TIPOXOJIOB prcoBaHWs B okHe Workspace, a B MOSBUBIIIeMCST MEHIO BBIOC-
pure koMaHay References Node (Ccblika Ha y3en). IlossBUTCS [TONOIHUTENBHOE
MEHI0O CcO CITMCKOM JOCTYITHBIX Kamep. TakuM o0pa3oM TIPOWCXOAWT TIPHBSA3KA
KaMepbl K ONHOMY M3 IpoxomoB pucoBaHud. Jas Bcex ysnoB Camera Nodes u
References Camera npoekra gocrynHbl KoMaHabl Add Note (Jo6aBuTh npumeda-
Hue), Rename (TTepenmenonars), Cut (Bwipesats), Copy (Komuponarts), Paste
(BcraButb) u Delete (Yaanutb) yepe3 KOHTEKCTHOE MEHIO IIPOEKTA.
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s KoppeKIny TapaMeTpoB HACTPOUKN MMEIOIINXCS KaMep B TIPOEKTe MCTONb-
gyeTcsl pepaktop Kamepbol (Camera Editor). JIBoliHO 1LeT4OK JIeBOil KHOIKU
MBbIIIM HA HasBaHuM Kamepbl B okHe Workspace Boi3biBaer ero. Ha puc. 7.19
1300paKEH CTAHAAPTHBIN PEIAKTOP CBOMCTB KaMEPhI.

& X
Camera Position: |-142_94119 j|-8.2881? j|14n_955m j
Look At Position: |n_nnnuu j|n_nuunu j|1_nnnuu j
Up Vector: |-n_590?2 j|-n_12255 j|-n_?1255 j

FOV: 10080000 |-
MearClpPlane:  [10D000 _———=&—— |
Far Clip Plane 1000.0000

Ok | Cancel |

Puc. 7.19. PepakTop kamepsbl

M3mMeHeHue CBOMCTB KaMephbl JOCTYIIHO C MOMOIIbIO ITapaMeTPOB PeaakTopa, BbI-
MOJHEHHBIX B BUAE JMHEHHBIX peryadaropoB (slider wiM TaKk Has3blBaeMblid
trackbar), rae Bbl MOXeTe 3a/JaBaTh pa3jiMyHbIe 3HAUEHUs TapaMmeTpaMm. Pemakrtop
KaMepbl UMeET clIeytole apaMeTphl AJisi HACTPOWKHM CBOMCTB KaMephl:

O Camera Position — omnpenensier mo3unm Kamepsl Mo ocaM X, Y u Z aas
00BeKTa TPEXMEPHOM CITCHHT;

O Look At Position — 3amaer HampabiaeHue npocMorpa 1o ocsaMm X, Y u Z ais
00BEKTa TPEXMEPHOM CITCHHT;

O Up Vector — BekTOp MpocMOTpa, 3agaercs o ocsiMm X, Y U Z;

O FOV (Field Of View) — ycTaHaBIMBAaeT I0Je 3peHUs IJIsl BCE CLEHBI;
O Near Clip Planes — OmxHUI TIJIaH OTCEUEHUS,;

3 Far Clip Planes — nanbHW MmiiaH oTcevyeHus .

TToce m3MeHeHWsT HACTpPOeK TapamMeTpoB Kamepbl HaxmuTe kHomnky OK B pe-
JaKToOpe KaMmephl, a JJIsg MPOcMOTpa COOTBETCTBYIOIINX M3MEHEHWH B ClieHe Ha-
XMUTe KiaBuiy <Space>, Torma B okHe npocMotrpa (Preview Window) otobpa-
39TCST TIPON3OIIEIINe MOTUGUKAIINH MTPOEKTA.

Stream Mapping Nodes

Buvibopra eepuiunnbix nomokoe (Stream Mapping Nodes) ONMCBhIBAET XapakKTepu-
CTUKM MOJEIU, KOTopas MAET yepe3 Ipoxod pucoBaHusa. Y3en Stream Mapping
MOXeT OBbIThb CO3[aH Ha JIIOOOM U3 YPOBHEW IPEBOBHUIHOM MepapXuu TEKYIIETO
npoexra. /s 9TOro 1ieJKHUTE MPABOil KHOMKOW MbIILIM HA HA3BAHMU MPOEKTA B
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okHe Workspace nHctpymeHTapusi RenderMonkey 1 B mosIBUBILIEMCSI MEHIO BbI-
oepute komaHay Add Stream Mapping (/Io6aBuTh BHIOOPKY BEPIIMHHBIX MOTO-
KOB). BbIOOpPKY BepILUIMHHBIX ITOTOKOB HEOOXOAMMO CBA3aTh C IMPOXOAOM PUCOBA-
HUSI ¢ IOMONIbI0 ccbuiku Stream Mapping References 1tst oroOpaxxeHus1 BBIOOP-
KA B OMHOM W3 TMPOXOMOB pucoBaHus. st cBs3biBaHus Stream Mapping c
[IPOXOJOM PUCOBAHUS HAXMUTE IMPABYI0 KHOIKY MBILIKM HaJ Ha3BaHUeM Stream
Mapping References (Ccbuika Ha BbIOOPKY BEpPUIMHHBIX MOTOKOB) B HEOOXOMM-
MOM TIPOXOJie PUCOBAHUSI U B TIOSIBUBIIIEMCSI MEHIO BbIOepuTe KoMmaHay Reference
Node (Cchuika Ha y3en). B mosiBuBLIeMcs BbIIAAalolieM MEHIO OyAyT IpeacTaB-
JIeHbl Bce WMEIoIINECs] B TPOEKTe BBIOOPKU BEPIIMHHBIX TOTOKOB, BBIOEpHUTE
HYXXHYI0, BBIJIEJIMB Ha3BaHWE BBIOOPKU. TakKe MOXHO TPOCTO TEpeTaliuTh MbI-
b0 y3ea Stream Mapping u3 poautenbckoro agdexkra Ha y3ea Stream Mapping
References B mipoxone pucoanust okHa Workspace. B s3ToMm ciyuae mpousoiiger
ABTOMATHYECKOE CBA3BLIBAHWE BBEIOOPKH BEPIIMHHBIX TTOTOKOB ¢ OMHUM M3 TIPOXO-
JOB PUCOBAHUS.

st uasMeHeHus 3HaAYeHUH BBIOOPKU BEPIIMHHBIX TTOTOKOB HEOOXOANMO 3aielicT-
BOBaThb clieluanbHblii pegakTop (Stream Mapping Editor), u3o0paxkeHHBIA Ha
puc. 7.20. JIBoiiHO# IIeaYOK JIeBO KHOMKU MBIIIM Ha Ha3BaHWU BBIOOPKU B
MTPOEKTe OTKPOET OKHO pelakTopa BBEIOOPKW BEpIIMHHBIX TOTOKOB (Stream
Mapping Editor).

. -

X PT Stream Mapping E

Channels

Uszage Index Data Type Add

Posimon <] fo ] [roats <] x| 2| €| _Pesd |
Texcoore o] fo o] [Roarz o] x| 2| |
BLenoweiGHT «| [0 < [Foerz <] x| 4| #] o |
[NORMAL ] Jo =] fuevres =] x| 2| #| e |
PsizE =] o =] Jroas =] x| 4| ]
rancent  + Jo <] [oowoR o] x| 4| #
EnoRMal «) [0 o] [Roatz o] x| 4| 4
[TessracToR  «| [0 | [Foetz <] x| 2| &
[coLoR <o = e = x| 2] #|
[FOG ~ Jo = Jroars =] x| 2| #]
[DEPTH =] Jo =] Jroarz =] x| #| 4]
[SAMPLE =l o=l Foats =] x| 4| 4]
Fosmon | 1 < [Foets <] x| 4| #

Puc. 7.20. Pegaktop BbIOOPKN BEPLUMHHBLIX MOTOKOB
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C nomoiplo Stream Mapping Editor mo0aBiasioTcss HOBble KaHAIbl ITOTOKA WM
pelakTupyloTcss yxe umerowuecs. g 100aBieHUs HOBOIO KaHajla HakXMUTE
kHomiKy Add (JIo6aBuTh) B peaakTope, a sl cOpoca 3HAYEHUU K TIepBOHAYAb-
HOMY COCTOSIHMIO HaxXMmuTe KHOMKY Reset (Copoc). Kaxknplit KaHam noToka nMe-
er Tpu mapamerpa — Usage (Mcnoabsyemble 3HayeHus1), Index (MHaekc) u Data
Type (Tun naHHBIX), — BBIIOJIHEHHBIE B BUJE CIUCKA C HAOOPOM KECTKO 33/JaH-
HBIX 3HAYEHUI, KaK mokaszaHo Ha puc. 7.20. ITpu BrIOOpe HYXHBIX 3HAYCHUIH U3
CIIMCKA OCYILECTBISIETCS peJakius BbIOOPKM BEpPLIMHHbIX IOTOKOB. B crucke
napamerpa Usage comepXMTCs MHOXECTBO 3HAUYEHMH, MpHUBENeM HEKOTOphbie M3
HUX:

3 POSITION — no3uuus;

O NORMAL — Hopmaib;

O TEXCOORD — TekcTypHbBIE KOOPIWHATHI;
O TANGENT — npocTpaHCTBO KacaTelbHbIX;
O BINORMAL — 6uHOpMah;

O COLOR — user;

O FOG — TtymaH;

O DEPTH — rny6uHa.

B caenyiomiem nmapamerpe Index 3amaeTcss mHAaeKc mas KaHana BbIOOPKM, a B Ia-
pametrpe Data Type ykaswiBaeTcsl TpUMeHSIeMbIit TUTT AaHHBIX. HampoTnB Kaxao-
To KaHaja B pelakTope BBIOOPKW BEPITUHHBIX TMMOTOKOB CYIIECTBYIOT TOTMOJIHU-
TeJIbHBIE TPU KHOIKHU ¢ M300paXkeHWeM KPecTHKa M ABYX CTPEJOK BBEpX U BHU3,
Kaxk mokazaHo Ha puc. 7.20. C MOMOIIbIO ABYX KHOMOK ¢ U300paKEHUSIMU CTpe-
JIOK TIPOM3BOIUTCS COPTHPOBKA KaHAJIOB BBIOOPKU COOTBETCTBEHHO BBEpX W
BHH3, a4 KHONIKON ¢ TpadUYecKM DIEeMEHTOM KPECTUK KaHaJl BBIOOPKU ymajsdeT-
ca. [y Toro 4ToObl Bce MPOU3BENEHHBIE U3MEHEHMSI BCTYIWIN B CHILY, HAXKMHTE
kHomiKy OK B oKHe pelakTopa BBIOOPKH BEPITMHHBIX TTOTOKOB.

Texture Nodes

Yanor mexemyp (Texture Nodes) 103BOJISIOT MCIIONb30BaTh TEKCTYpPhl B cO31aBae-
Mmoii cueHe. RenderMonkey nogaepxuBaer cieaylollue BUAbL TEKCTYP:

O 2D Texture — nByxMepHble TekcTypbl ¢opmaroB BMP, IPG, PNG, JPEG,
TGA;

O Cubemap Texture — Kybmueckne TeKcTyphl ¢opmara DDS;
O 3D Texture — oObeMHBIE TpeXMEpPHEIE TeKCTyphl popmara DDS;
O Renderable Texture — guHAMUYECKUE TEKCTYPHL.

g nobapneHus TEKCTYphl B MPOEKT IIEAKHUTE MPaBOil KHOMKOM MBILIM HA Ha-
3BAaHUM MIpoekTa B okHe Workspace ¥ B MOSBUBILEMCS MEHIO BbIOEpUTE KOMAHIY



naga 7. Pabota c uHctpymeHtapuem RenderMonkey 181

Add Texture. OTKpoeTcsl JOMOJHUTENBHOE MEHIO C TEPEUMCICHHBIMU YeThIPbMS
TUOAaMU JocTymHbiX B RenderMonkey TekcTyp, Kak nokasaHo Ha puc. 7.21.

B Add 2D Texture »

{3 £dd Cubemap 4

() Add 3D Texture »
&dd Renderable Texrture

Puc. 7.21. JononHutensHoe meHto Add Texture

B pononHurensHoMm MeHio Add Texture (Jdo0aBuTh TEKCTYpYy) MUMEIOTCS YEThIpe
koMmaHabl: Add 2D Texture, Add Cubemap, Add 3D Texture u Add Renderable
Texture. [1pm BEIOOpPe TIEPBBIX TPeX KOMAHI OTKPHIBAIOTCS BTOPHYHBIE MEHIO C
HabopoMm TekcTyp, moctapisieMbix ¢ RenderMonkey u3 karamora ATI Research
Inc\RenderMonkey 1.5\ Examples\Media\Texture, rme MOXXHO BEIOpaTh s TeK-
CTYp ISt cBoeTo TIpoeKTa. Ecam Bac He ycTpoWT HabOp MMEIOTITNXCS TEKCTYp, TO
Bcerna MoxHo 3arpy3utb B Katamor ATI Research Inc\RenderMonkey 1.5\
Examples\Media\Texture cBou TekcTypbl, 1ub0 B HacTpoiikax RenderMonkey
yKa3aTb CBOM KaTajor Mg 3arpy3kd HEOOXOAMMbIX TeKCTyp. s 3Toro B MEHIO
RenderMonkey BeiGepure komanay Edit | Preferences (Pegakruposars | Coiict-
Ba) U B mosiBuBIIcMcs auanoropoM okHe RenderMonkey Preferences mepeiinute
Ha BkiIanky General, n3obpaxkeHHylo Ha puc. 7.22. B mone Textures ykaxuTte
MyTh K Karajory c¢ TeKcTypamu U npu BeiOope komaHn Add 2D Texture, Add
Cubemap 1 Add 3D Texture B MeHi0 Add Texture 3arpyska Tekctyp OyAeT ocylie-
CTBIITHCI M3 HEOOXOMMMOr0o KaTaaora.

Bce TekeTypbl TTpoeKTa MOTYT MCIOJIB30BaThesl C pasIUYHbIMU 3ddekramMmu, Tak-
K€ JOCTYITHA BO3MOXXHOCTb peAaKIIMM TEeKCTYpPHl MO0 CBOEMY YCMOTPEHUI0 ¢ TIO-
MOLUBIO KOHTEKCTHOIO MEHIO, MOABJIAIOLLIErOCSd IPU HAXATUU IPABOMA KHOIKH
MBIIIIM Ha HYXHOH TekcType. KOHTeKCTHOE MEHIO peJakKTUPOBAHUS TEKCTYp, I0-
KazaHHoe Ha puc. 7.23, comepXUT KPOME€ PACCMOTPEHHBIX paHee B JTOH IaBe
komaHa Add Note ([do6aButh npumeyaHue), Rename (Ilepeumenosats), Cut
(Bripesarn), Copy (Komnuposats), Paste (BctaButh), Delete (Vnanuts), Edit (Pe-
naktupoBath), Edit With (Penaktuposars ¢ momorbsio) u Save (CoXxpaHWUTh) ellle
PSII cTIENMATM3UPOBAHHBIX KOMAaH/ JJTSI paboThl ¢ TEKCTypaMu.

KoHTekcTHOE MEHIO PEemakTHPOBAHHUS TEKCTYP COMEPXKUT BCTPOCHHYIO CHCTEMY
mpocMoTpa TekeTyp Preview. B Tom crmywyae ecam mcmonbsyeTcs GONBITOE KOMH-
YECTBO PA3TMYHBIX TEKCTYp, cHcTeMa TipocMoTpa Preview ympoimaet pabory ¢
HUMMU.

HMmeroTea crmemyromne AOTMOTHUTENBHBIE TEKCTYpPHBIE KOMAHIB B KOHTEKCTHOM
MEHIO PelaKTHPOBAHUS TEKCTYP:

3 Artist Variable — BuiGop 3Tol KOMaHABl AaeT BO3MOXHOCTH TEKCTYPHOMY XY-
JOXKHUKY pelakTUpoBaTh TEKCTYpY, HO yXe Ha BKiaake Art okHa Workspace.
H36pas komanmy Artist Variable, Bl mmoakmiouaere TEKCTYpBl Ha BKITAIKY Art
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okHa Workspace, ipu 3ToM B rpaduyeckyto nukrorpaMmmy Ha Bkiaaake Effect
okHa Workspace nobasnsgercs HEOONBIIOK MO Pa3sMepy XENThblil TPEYroJbHUK,
CUTHATM3UPYIOIIUIA O MOAKTIOYEHHU TEKCTYPhI;

=

|8 Rende rMonkey Preferences @

General | Directs 9.0 Viewsr | Shader Editor | Esternal File Editor |
Artist Variable

G B e T >
Auto Refresh Origin ’
[ Textures EE Add Mote
Renarne F2
 Modsls & Cut Cll
,— Copy Ctrl-C
E Pazte Clrl
W Delete Del

Default Directories

Enter

Textures: |BaLu KaTanar Browse Edi...
Edit wfith 4

Models: |C: “Program FileshaT| Resear Browse
Generator 4

Default Model Orientation: LHS Save 3

Diefault Texture Origin Top Left hd EH Preview: VariableSpecular
R

I” Reset Camera on Effect Change

’Tl 0 Large Preview 4
ThMEHA .
Alpha Preview 4
Puc. 7.22. [lnanorosoe okHo RenderMonkey Preferences, Puc. 7.23. KOHTEKCTHOE MEHI0
HOBbIE TEKCTYpbI peAaKTUPOBaHUSA TEKCTYP

O Change Texture — BbIOOP TEKCTYP U3 YKA3aHHOIO KATajaora;

O Origin — BbIOOP TEKCTYPHON CUCTEMbI KOOPAMHAT C MOMOIIBIO ABYX BTOPHUY-
HbIX KOMaHI;

e Bottom Left Origin — Hauano TEKCTYpPHBIX KOOPAUHAT B JIEBOl HMXKHEN
TOUKE;

e Top Left Origin — Hauyano TEeKCTYpHbIX KOOPAMHAT B IIPaBOi BepxHell
TOUKE;

O Generator — reHepaTop TEKCTYyp, OCHOBaHHBI Ha pabore g3bika DirectX
HLSL;

O Large Preview — 5T0 BUJ BbIOpAaHHOM TE€KCTYpPbl, OTOOPAXKEHHDIN B OOJBIION
obylacTu mpocMoTpa, Ha puc. 7.24 mpeacrapieHa obnacTb npocmorpa Large
Preview ¢ Ttexcrypoir VariableSpecular u3 karamora ATI Research Inc
\RenderMonkey 1.5\ Examples\Media\Texture uHctpymenrapus RenderMonkey.
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B Large Preview, kpoMe MpocMoTpa caMoil TEKCTYpbl, TakXKe JaeTcsl MojHast
uHdbopMaIs O pasMepe, MecTe HaxoxaeHus U opMaTe TeKCTyphl;

3 Alpha Preview — npocMoTp aiibtha-cocTaBIsIIONIEH TEKCTYPHI.

Puc. 7.24. O6nactb npocmoTpa Large Preview

T'eneparop Tekctyp (Generator), JOCTYMHBIN M3 KOHTEKCTHOTO MEHIO peAaKTHpPO-
BAaHUS TEKCTYpP, MO3BOJISIET TIPOTPAMMUCTY MPOLIETYPHO TEHEPUPOBATh TEKCTYPHI C
HUCTIONIb30BAaHNEM BBICOKOYpOBHeBoro s3bika Imeiinepo DirectX HLSL. Umeetcs
BO3MOXHOCTb co3aaHus Tekctyp tunoB 2D Texture, Cubemap Texture u 3D
Texture. JIjsg Toro 4troObl CreHEpUpPOBATH TEKCTYPY HPOLEAYPHO, HAXKMUTE Ipa-
BOM KHOIIKOM MBbIIIM Ha Ha3BaHUM TEKCTYphl B TEKYIIeM IIPOEeKTe OKHa
Workspace 11 B KOHTEKCTHOM MEHIO PelaKTUPOBAHMS TEKCTYpP BbIOEpUTE KOMAHAY
Generator (I'enepanus). TlogBuTcss BTopuyHOoe MeHIO ¢ KomaHjoii Procedural
Texture generator, BLIOpaB KOTOPYIO BbI OTKpOETE OKHO TeHeparopa TeKCTyp
(Procedural Texture generator), mokazaHHoe Ha puc. 7.25.

OkHo Procedural texture generator pasiencHo Ha JBe objacTu. BepxHss 4acTb
BEITIOTHEHA B BUAE CTATHYECKOM 00MacTy ¢ HAOOpOM pasNTMYHBIX 3JIEMEHTOB



184 Yacrb lll. NHcTpymenTapuii ATI RenderMonkey

yIpaBleHus JJIsl 3alaHusl CBOWMCTB co3faBaeMoil TeKcTypbl. HukHss obmacTb —
9TO TEKCTOBBI peIakTop [jid HamMcaHus Koja lueigepoB Ha s3bike HLSL,
UMEIOLIUI MHTEPAKTUBHYIO IOACBETKY cUHTakcuca sizbika HLSL, uyro 3Hauu-
TE€JbHO YIIPOIIAET HAIIMCAHUE IIPOrPAMMHOIO KO/a 11Iei1epoB.

=

2 Procedural texture generator: VariableSpecular

Testure format: |32 bit A8RBGEBE ﬂ

Entry name: |M_I,IT exture Compile Shader
it 512 Height: 512

Mipmap Generation: | &1 -

floatd MyTexture(float? wlTexCoord: POSITION) : COLOR
{

return (floatd (1.0f, 0.0f, 0O.0f, 1.0£f)};

Puc. 7.25. OkHo npoueaypHoro reHepaTopa TekcTyp Ans 2D Texture

st xaxgoro tuma MmpoLeaypHO CreHepupoBaHHBIX TeKcTyp (a 3to 2D Texture,
Cubemap Texture u 3D Texture) B craTuveckoii obnactu pegakropa Procedural
Texture Generator usMeHserca HaOOp D2JEMEHTOB YIpPaBIEHMS, PACCMOTPUM
UMEIOIIHUECS] 3JIEMEHTHI, TOApas3aesis WX s KaKIOro THUMa CO3/aBaeMBIX TEK-
CTYp:

O Texture format — crycok, coaepxXaluil mepeyeHb TOCTYIMHBIX (hOPMATOB TEK-

CTYp ¥ OTIpeAeNsfolnii (popMaT BBIXOMHONW TeKCTYpHI. JOCTymeH A BeeX TH-
TTOB TEKCTYp;

O Entry name — TeKcToBOE TIofie IS 3alaHUS WMEHW OCHOBHOW YHKIIWN
TeHepalln¥ TeKCTYPHI. JOCTYITHO AT BCeX THIIOB TEKCTYD;

O Width — TtekcToBoe Imoje i 3agaHusl ILMPUHBL pasMepa BCEi TEKCTYPHIL.
Hoctymao mrs TumoB 2D Texture u 3D Texture;

O Height — TekcToBoe moje I 3adaHUs BBICOTHL pa3Mepa BCeil TEKCTYpHI.
Hoctymao mrs TumoB 2D Texture u 3D Texture;

O Depth — TekcroBoe IoJje Aasd 3adaHus [IyOUMHbI TEKCTYpbl. JOCTymHO B TuUIle
3D Texture;

O Edge size — TexcToBoe Iojae IS 3aJaHus pa3zMepa KyOUMYEeCcKOH TEKCTYpHIL.
HocrynHo B Tune Cubemap Texture;

O Mipmap Generation — cnucok TreHepauuud Mipmap-ypoBHeii. JlocTyneH
ToJIbKO A1 TUIoB 2D Texture;
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O Generate Texture — KHoIKa, maromiasg KOMaHAy AT TeHepalliyd TEKCTYPHI.
HocTymHa 11 BceX TUIIOB TEKCTYP;

O Compile Shader — KHomMKa KOMTUJSIIUM UCXOMHOTO KOjAa IIeiaepoB, Hamu-
canubix Ha s3bike HLSL. JocTtynHa misl BceX TUIIOB TEKCTYP.

Huuamudecku cozgaHHbie TekcTypbl (Renderable Texture) mobGamnsitoTcst Hero-
CpPEeNCTBEHHO B APEBOBUAHYIO CTPYKTYPY NPOEKTa MU HE MOIYT OBITb CO3JAHBbI B
npoxoaax pucopaHus yepes MeHio Add Texture. /I pegakiuuy 3TOro BUad TeK-
CTyp IpuMeHsercs clelManbHblil pegakTop — Renderable Texture Editor, moka-
3aHHBINA Ha puc. 7.26. B penakTope IMHAMUYECKU CO3TAHHBIX TEKCTYP MPOU3BO-
JSITCSI U3BMEHEHMSI MX CBOWCTB, B TOM UHcJie pasMmepa, dopMara TeKCTypbl U aBTO-
reHepannsg Mipmap-ypoBHei#i. BbI3oB pemakropa TIPOW3BOINUTCS ITBOWHBIM
HaxkaTHeM JIeBOM KHOIKM MBIIIM Ha HA3BaHMM AMHAMUYECKM CO3MAHHOM TEKCTY-
pbL B okHe Workspace.

[ ——— = =

# renderTexture E

Dimetzions

widh: | 512
Height; Ii

[v Usze viewport dimensions

Viewpart B atio

width: 13.00000
Height: 3.00000

[v Auto-Generate Mip Map

Format

|eR3GERS =]

Puc. 7.26. PegakTop puvHamMnyeckn Co3faHHbIX TEKCTYP

Texture Object Nodes

Yanor mexcmyproix obsexmoe (Texture Object Nodes) nobapisiioTess K J1I000MY
MPOXO/ly PUCOBAHUS W BKIHOYAKT YCTAHOBKU (DUIBTpALIUK TEKCTYp IS OmNpesae-
JIeHUSI HeoOXONUMOH TeKCTYphbl MJIM COCTOSHUS B IPOXoAe pucoBaHus. Kaxmblit
TEKCTYPHBIN OOBEKT 00s13aH co/iepKaTh CChUIKY HA TEKCTYPHYIO MepeMeHHY0 NS
COMIUIMHIA, T. €. OOJKeH OBbITh CBfA3aH C IIPOXOJOM PUCOBAHUS IOCPEICTBOM
cebikn Texture References. UtoOwl no6aButh B npoekT Texture Object, mienkHm-
Te TPaBOW KHOMKOM MBI Ha Ha3BaHWW OTHOTO M3 TPOXOAOB PUCOBAHWS B OK-
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He Workspace u B mosiBuBIiieMcs MeHI0 BbiOepuTe Komanay Add Texture Object
(1o6aBUTh TEKCTYpHBIN 00BEKT). B cTpykType mpoekTa B U3OpaHHOM IPOXoje
PUCOBaHUS MOSIBUTCS HOBBIA TEKCTYpHbL 00bekT. Ha puc. 7.27 u300paxeHo ok-
Ho Workspace nHctpymeHTapusi RenderMonkey ¢ oTKpbITBIM TipoekToM Render
To Texture M C CO3AaHHBIM HOBBIM TEKCTYPHBIM OOBEKTOM IOJ Ha3BaHUEM
NewTextureObject B mpoxone pucoBaHust Scrolling Render Target Result.

Workspace 3o

Effect Workspace
£ renderTexture
@ PT Stream Mapping
& ScreenslignedQuad
i Teapat
-3 Render To Texture
+- B8 DynamicTexture
b Al StaticTexture
k.2 DynamicTexture_ASM
k. MRT_Usage_Example
@ Drescripkion
a] time_0_%
%] view_proj_matriz
M RenderTargetlColor
W RenderTargetzColor
f My 1stR.Texture
£ MyzndRTexture
@ Strearn Mapping
o Madel
- Qutput ko MRT
® MylstRTexture
) MyzndRTexture
?’ Model
"8 wertex Shader
% Fixel Shader
@‘ Skream Mapping
= ﬂ Scrolling Render Target Result
? Model
8 wertes Shader
% Fixel Shader
¥ ﬁ Rendersample1
+ RenderSamplez
- % MewTextureObject
ﬁ baseMap
@ Skream Mapping
< ¥

Effect | @ At

Puc. 7.27. OxHo Workspace npoekra Render To Texture

+ [

M3HavanbHO CO3MAHHBIA TEKCTYPHBI OOBEKT HE CBS3aH HU C OOHON M3 mek-
cmypHbix ceviiok (Texture References), moatoMmy rpacduueckass MKOHKa y3jia TeK-
CTypHOIO OOBEKTa MepeYepKHyTa KpacHOi Kocoil 4epToil. B aroii curyauuun
Texture Object HaclieayeT TEKCTyphl OT BbICILErO 3JeMEHTA B aKTUBHOM 3(ddexre
WIW OT TEKCTYphl, 3agaHHoOW mo yMmonyaHuio B RenderMonkey. Css3biBaHue
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Texture Object MOXXHO IMPOM3BOAMTb CO BCEMM AOCTYINHBIMU TUIIAMU TEKCTYp B
RenderMonkey: 2D Texture, Cubemap Texture u 3D Texture. [dns1 cBSI3bIBAHUS
Texture Object c Tekctypoit yepe3 ccoiiky Texture References HeoOxoanmo pac-
KPBITh CTPYKTYpY cozaaHHoro y3ia Texture Object, HaxkaB ciieBa OT TMMKTOTpaM-
Mbl TEKCTYPHOTO OObeKTa Ha TIpadMYeCKHi DJAEMEHT, BbIIOJHEHHbIA B BHUIE
KBajpaTuka ¢ TocoM. B packpeiBiieiics ctpykrype Texture Object Oymer co-
nepxarbesi ceblika Texture References, HaxkaB mpaBoli KHOMKOW MBILIIM Ha Ha-
3BAHUM CCBUIKM IOSBMTCS MEHIO, BbIOEpUTE B ITOM MeHI0 KoMauHny Reference
Node (Cchuika Ha y3en). OTKpoercsd MOAMEHI0 ¢ HAOOPOM JOCTYIHBIX TEKCTYpP
stdekra, Ha puc. 7.28 u3z00paxeHo BTopuuyHoe MeHW mnpoekta Render To
Texture B mpoxoje pucosanus Scrolling Render Target Result. Takum MeTomom
MPOUCXOIUT CBSI3bIBAHUE TEKCTYPHbIX OOBEKTOB C TEKCTYpaMH IIpU ITOMOIIU
Texture References.

f Fu1tRT exture
f MyZndR Texture
E Hex

f renderT exture

Puc. 7.28. lNogmeHio B npoekTe Render To Texture

751 moHOUEHHO! peJakiiuu TeKCTYpHbIX y3710B B RenderMonkey npumeHsiercs
penakrop TeKcTypHbIX coctosHuit (Texture State Editor), n3o0paxkeHHbIN Ha
puc. 7.29. BDTOT pemakTop OTpakaeT Bce TEKCTYPHBIE COCTOSTHUS B TIpeesiaXx Of-
Horo adgdekra. Pabouee okHO penakTopa pasiefeHo Ha JBe O0JacTU MO TOpH-
30HTAJIN, YTO XOPOIIIO BUIHO Ha puc. 7.29.

B Bepxneit obmacti oKHa pacrioyiaraetcs CHCTeMa TPOCMOTpPa 3aleicTBOBAHHEBIX
B MPOEKTE TEKCTYp, KOTOPBIE TIPEICTaBICHBI B BUIE HEGONBIINX 00pasloB TeK-
ctyp. HukHsist obnacTh pabouero okHa peaaktopa uMeeT Tpu ctojdia. B mepBom
cronbie State (CocrosiHue) TiepeyucieHbl TEKCTYpHBIE cocTosHUS. B criemyro-
meM crondie Value (ITTepeMeHHast) TpOUCXOAUT OTpe/eieHne 3HAYeHUS TSI TeK-
crypHbix cocTossHuii. Cronben Incoming (Bxonsiuumii) ycTaHaBIMBaeT BXOAsllee
3HAYEHHE, KOTOPOe ObUIO OIpeneaeHO B MpeAblIylleM IIPOXoae WM B 3adaHHOM
no ymonuaHuio s¢dekre. MameHeHue 3HAYEHUH MNPOU3BOAUTCA C IMOMOIIbLIO
Mblird. 1llenyok yseBoi KHONKOI Mbllid B cToabie Value HapoTUB OZHOrO M3
3HAUYEeHHUI cTosI0La State OTKPOET KOHTEKCTHOE MEHIO ¢ Ha0OPOM JOCTYIIHbBIX I
BBIOPAHHOIO TEKCTYPHOTO COCTOSIHMS 3HAueHui (cMm. puc. 7.29). BeibpaB u3 me-
HI0 HeoOXoaMMBIe TTapaMeTphl, HAKMUTe Kirapumry <Enter>.
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Texture State Editor: MRT_Usage FExample
Scrolling Render Target Fesult

Je

Rendersamplzl: Rendersamplz2: MewTextureObject:
MylstRTexture My2ndR Texture Hex

Current Texture Object: RenderSample? (Stagel): My2ndR Texture [RmBenderableT exture]

Stake | Yalug | Incoming ~
D3DSAMP_MAGFILTER D3OTEXF_LINEAR.

D3DSAMP_MARANISOTROPY e
DE0SAMP_MARMIPLEVEL e
D30SAMP_MINFILTER. D30OTEXF_LINEAR.
D3DaAMP_MIPFILTER D3DTEXF_LIMNEAR
D3DSAMP_MIPMAPLODEIAS o
D3DSAMP_SRGETEXTURE

[EDT55_ALPHAARGD
D3DTS5_ALPHARRG] s Clear

D3DTSS_ALPHABRGZ .

D3TS5 _ALPHACR .. | T D3DTA_DIFFUSE

D3DTS5_BUMPENYLOFFSET o | € D3DTA_CURRENT

D3DTSS_EUMPENYLSCALE

D3DTS5_BUMPENYMATOD .. | 7 D3DTA_TEXTURE

D30TS5_BUMPENYMATOL v | DADTA_TFACTOR

D3DT35_BUMPENYMATLO . " DI0TA SPECULAR

D3DTS5_BUMPENYMATLL -

D3DTSS_COLORARGE (" D3DTA_TEMP

D3DTS5_COLORARGL "

30735 _COLORARGZ o | T D3DTA_COMPLEMENT

D3DTS5_COLOROP .

D3TS5 CONSTANT [~ D3DTA_ALPHAREPLICATE

D3DTSS_RESULTARG Close v

D30T TEXCOORDIMNDEX

Puc. 7.29. PepakTop TEKCTYPHbIX COCTOSHUN

Render State Block Nodes

bnok ycmanosox pucosanus (Render State Block) naet Bo3MOXHOCTH 3anaBaTrh
gocrynHbie B APl yctaHOBKM coCTOSIHUS MpuU peHAepuHre. biok ycTaHOBOK pu-
COBAaHUS IOJKEH A00ABIATbCSI K ONHOMY M3 IIPOXOAOB PUCOBAHUSA, IS 3TOrO
HaKMUTE MPABOM KHOIKOH MBIIIM HA HA3BAHUU MPOXOJA PUCOBAHUS B TEKYyLLEM
npoekte okHa Workspace u B mosiBUBLLIEeMCSI MeHIO BbiOepuTe KomaHay Add
Render State Block (/lo6aButh 610K ycTaHOBOK pucoBaHus). Ilpu coszgaHuu
Render State Block mpoucxoaut HaciegoBaHUe IMpeablAyLIero 0JoKa B Ipoxoje
pucoBaHus Jaubo J00oTO Jpyroro 0j0Ka, HalIeHHOTO B aKTUBHOM 3d(ddexTe.
B ToM cnyyae, ecniu HM ONMH M3 OJOKOB YCTAaHOBOK PUCOBAHUSI HEe OBLT 3alaH
paHee, TPOM3OWIET HacjiemoBaHue OT 3¢peKkra, 3aJaHHOTO TO YMOJIYAHUI B
RenderMonkey.

Hnsg mpocmoTrpa m m3MeHeHus yctaHoBoK Render State Block Bocmonb3yiiTech
penakrtopoM, TocTynmHbIM B RenderMonkey. JIBoiiHOM IeqyoK MpaBoil KHOMKU
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MBITIIN HAa Ha3BaHWM OJJ0OKA YCTAaHOBOK pucoBaHWS B okHe Workspace Barero
[IPOEKTa PACKPOET OKHO cooTBeTcTBylouiero penakropa (Render State Editor),
npeacTasieHHoro Ha puc. 7.30.

P Render State Editor: ToonWithoutSpecular_ASM

Single Pass l

Skate

| Yalue

D30RS_FILLMODE

DE0RS _FOGCOLOR
D30RS_FOGDEMSITY
D30RS_FOGEMAELE
D30RS_FOGEND
D30RS_FOGSTART
D30RS_FOGTABLEMODE
D30RS_FOGYERTEXMODE
DE0RS_IMDEXEDYERTERBLEMDENABLE
D30RS_LASTPIXEL
D30RS_LIGHTING
DE0RS_LOCALYIEWER,
D30RS_MAXTESSELATIONLEVEL
D30RS_MIMTESSELATIOMLEVEL
D30RS_MULTISAMPLEAMTIALIAS
DE0RS_MULTISAMPLEMASE
D30RS_NORMALDEGREE
DE0RS_NORMALIZEMORMALS
D30RS_PATCHEDGESTYLE
D30RS_POINTSCALE A
D30RS_POINTSCALE_B
DEDRS_POINTSCALE_C
DEDRS_POINTSCALEEMABLE
D3DRS_POINTSIZE
D30RS_POIMTSIZE MAX
D30RS_POINTSIZE_MIN
D30RS_POINTSPRITEEMABLE
D30RS_POSITIONDEGREE
D30RS_RAMGEFOGEMABLE
D30RS_SCISSORTESTENABLE
D30RS_SEPERATEALPHAELENDEMAELE
D30RS_SHADEMODE
D30RS_SLOPESCALEDERTHEIAS
D30RS_SPECULAREMAELE
D30RS_SPECULARMATERIALSOURCE
D30RS_SRCELEMND

D3OFILL_SOLID
DuFFEFFFFF
0.000000
FALSE
0.000000
0.000000
D3DFOG_MONE
D3DFOG_TMMONE
FALSE

TRLE

FALSE

TRUE

TRLE

0:FFFFFFFF
D3DDEGREE_LIMEAR.
FALSE
D3OPATCHEDGE _DISCRETE
0.000000

0.000000

0.000000

FALSE

0.000000

0.000000

0.000000

FALSE
D30DDEGREE_CUBIC
FALSE

D3DSHADE _GCURALD
FALSE
D30MCS_COLORZ
D3DBLEND _OME

Puc. 7.30. PegakTop ycTaHOBOK pucoBaHus

Penakrop oToOpaxaer Bce CylIeCTBYIOIME OJOKM YCTAHOBOK PMCOBAHHS B Ipe-
nenax ogHoro s¢gdexra. BugousmeHenue 3HaueHU B 0JIOKE YCTAHOBOK pHUCOBA-
HUS TaKXKe MOXET IIPOMCXOIUTh B Ipenaenax oaHoro a¢gdexra.

B okHe pemakTopa coOepXMTCS TpU cToabLa, MX MOXHO yBUAeTh Ha puc. 7.30.
Cron6en State (CocrtosgHue) 3amaeT UM IIT KAKIOIO TOCTYIHOTO COCTOSHUSL.
Cron6eu Value (IlepeMenHast) ompenenser TeKyllee 3HaYeHUe cocTosgHuit. CTomn-
6eu Incoming (Bxoasiuit) onpenensier 1000e BXoJsllee 3HaYEHUE, KOTOPOe Obi-
JIO YCTAaHOBIEHO B TIPENBIYIIEM IMPOXOAE WJIW B 3aJaHHOM TIO YMONTYaHHUIO 3¢-
dexre. BEI MoXeTe M3MEHSITh TIOPSIMOK COPTUPOBKU TIEPEUNCICHHBIX 3HAYCHUIH
¢ TIOMOTIBI0 MBIIIH, TIEPETaCKNBast 3HAYSHUST B HY>KHOE MECTO.



190 Yacrb lll. NHcTpymenTapuii ATI RenderMonkey

[BoiiHoit 1menyok B mosie Value HampoTuB ofHOTrO U3 3HAUeHWU cTonbua State
ABTOMAaTUYECKU MHULUATUZUPYET PEIAKTUPOBAHKE BbIOPAHHOIO COCTOsIHUS. B ToM
clIyyae, eciy 5TO YMCIOBOE 3HAyeHMe, BaMm OyaeT JAaHa BO3MOXHOCTb IIPOU3BO-
JUTb YCTAHOBKMU /ISl COIYTCTBYIOLLIMX UMCJIOBbIX 3HaueHuid. Eciu e 3Tu 3Have-
HUS 3alaHbl B BUJe KOHCTAHT DirectX, omnpeaensiiolnnXx COCTOSHUSI PEeHASPUHTA,
TO UX MOXHO M3MEHSITh C MOMOIIBIO MOSBISIIONIETOCS KOHTEKCTHOTO MEHIO.

Render State Editor — mocTtaTouHO MOIIHOE WHTEPAKTHUBHOE CPEICTBO, ITO3BO-
JISIONINE HATIPSIMYIO YCTaHABIWBATH HEOOXOAMMEBIE 3HAYCHUS TS OJIOKAa yCcTaHO-
BOK pUCOBAHUS.

Render Target Nodes

C nowmoiublo yzia yeav pucoeanus (Render Target Node) mocruraercs: nepeaape-
calys 3aJaHHON TEKCTYpbl B OAMH U3 IPOXOIOB PUMCOBAHMUS, UTO I1O3BOJISIET BbI-
TTOTHUTH PUCOBAHNE B AMHAMWYECKN CO3MAHHYIO TEKCTYpY U TIPH 3TOM He 3aieii-
ctBoBaTh 3anHuU Oydep (back buffer). Yzen Render Target noGasnsieTcst B a000it
73 TIPOXOJOB PUCOBAaHMS TipoekTa. I ero co3maHmsT HAKMUTE TIpaBOil KHOITKOT
MBIIIIM Ha HA3BaHMM HYXHOIO Mpoxoja pucoBaHus B okHe Workspace u B mo-
SIBUBLLIEMCS KOHTEKCTHOM MeHIo Bbibepute komaHay Add Render Target (/loba-
BUTb LieJb pucoBaHus). IlosgBUTCA MOAMEHIO ¢ MepeyrclIeHUueM AOCTYIHBIX AM-
HaMWYeCcKN CO3MaHHBIX TeKcTyp mpoekta. Ha puc. 7.31 u3o0pakeHO MOAMEHIO
npoxona pucosanus Object Pass B okHe Workspace npoekTa Differed Shading.

Fender target

v Enable calar clear

Clear color: [ —]

Depth buffer

[V Enable depth clear

f Fender Targat
Depth clear value: 1.00000 -

f Marraltdap

Parotise |

Puc. 7.31. NoameHio Render Target Pwuc. 7.32. PepakTop uenm pucosaHus

BbiOpaB 13 BTOpMYHOTO MEHIO Ha3BaHWE TEKCTYpPbl, Bbl COBEPIIUTE Tepeanpeca-
IO TEKCTyphl B Tipoxon pucoBaHus Object Pass B okHe Workspace mpoekTa
Differed Shading, 060 BceM octanbHoM mozabotutcs RenderMonkey. s npo-
CMOTpa BUJOM3MEHEHUI IpoeKTa HaxXMuTe KiaBuily <Space>, u B okHe Preview
OTOOpa3UTCd M3MEHEeHHAs CLeHa IMPOeKTa.
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Tak ke, kak u Bce y31bl B RenderMonkey, y3en Render Target Mmoxer ObITh OT-
pPeNakTUPOBaH ¢ ITOMOILBIO creluanbHoro pemakropa — Render Target Editor,
U300paxkeHHoro Ha puc. 7.32. Penakrop comep:KUT BCEro AB€ OMLMU: 151 OUUCT-
KU TEeKCTyphI 1iBeToM (color clear) u mig ounctku Oydepa rinyouts (depth clear).

LLienpepnbl

MuctpymenTtapuit RenderMonkey nomanepkuBaeT Bce MMeluecss Ha JeHb Ha-
NMCAHUs KHMIM BepCUM BEpPIUMHHBIX M IMKCEIbHBbIX LiekaepoB. bonee Toro,
RenderMonkey ocyiiecTBiasieT NOAAEPXKKY LIEHASPHBIX SA3BIKOB MPOrpaMMUPOBA-
Hus kak mig DirectX, tak u wis OpenGL, npenocrasiss MOIIHbIE MHTEUIEKTY-
aIbHBIE TEKCTOBBIE PENaKTOPhI IS HAIMCAHUSl MCXOAHOro Koma lueiimepos. Pa-
oota c¢ weinepamu B RenderMonkey cTtpoutcs TpaIuIIMOHHBEIM 00pa3oM, T. €. Ha
OCHOBe y3710B. MoTyT OBITh 3a7€ICTBOBAHBI CAEIYIONINE Y3/IbI:

3O Vertex Shader Nodes;
3O Pixel Shader Nodes.

Vertex Shader Nodes

Yzen sepuunnoeo weiidepa (Vertex Shader Node) B mpoekTe mpencrasisieT coboi
MpOTpaMMHBIN KOJ BeplInHHOro Ieinepa. Y3en Vertex Shader noGasnsieTcs: B
MPOEKT B J1000K M3 HEOOXOAMMBIX MPOXOA0B pucoBaHusg. YToObl 100ABUTH y3€]
Vertex Shader B mpoexT, LIEIKHUTE NPABOH KHOIKOI MbIIIM HA HA3BAHUM IIPO-
xoaa pucoBaHud B okHe Workspace paboyero mpoekra U B MOSBUBLUEMCS KOH-
TEKCTHOM MeH10 Bblbepute oaHy u3 KomaHja: Add Vertex Shader ([lobaButh Bep-
muHHBI wekaep) unau Add Vertex Program ([IoGaBuTh mporpammy lneiinepa).
B Tom cnyuae, ecim Bbl pabotaere ¢ DirectX, TOSIBUTCSI TOAMEHIO C JBYMSI
nyHkTamu: DirectX ASM (AcceMOiepHbiit Koa meiinepo B DirectX) u DirectX
HLSL (BbicokoypoBHEBBII $3BIK ITporpaMMupoBaHus IeiaepoB B DirectX).
BuiOupas onMH U3 9TUX IMYHKTOB, Bbl IIpenonpeneisgere AalbHEeHIINA xon paboThl
b0 ¢ acceMOJepHBIM KOAOM BEPIUMHHBIX IleHaepoB, aubo ¢ s3pikom HLSL.
Ecnu Bhl paboraere ¢ OpenGL, To noaMeHio komaHa Add Vertex Shader u Add
Vertex Program Oyger cogepxarb oauH OyHKT OpenGL GLSL (A3bik
nporpamMmupoBanHust meiaepoB B OpenGL). Tlpu BbuiGope cOOTBETCTBYIOIINX
KOMaHI W3 TIOAMEHIO B TIPOEKTe B HEOOXOAMMBIM TPOXON pHCOBaHUS Oyaer
nobaBieH y3el A padoThl ¢ BEPUIMHHBIMU LIEHISpaMU.

Cosmannsiii y3en Vertex Shader moxer OBITH OTpeTaKTHUPOBAH C ITOMOIIBIO CTaH-
napTHeIX KoMaHa Rename (TTepenmenoars), Cut (Breipesars), Copy (Komupo-
Bath), Paste (BcraButh), Delete (Ynanuts), Edit (Penaktuposats), Print Shader
(Haneuvarars 1reiinep) u Add Note (Io6aBuTh mpumMeuyaHue), MOSBISIONIUXCS B
BUJIe KOHTEKCTHOIO MEHIO MpU IIeJYKE MPABOM KHOIKOW MBIIIM HAa HA3BAHUU
y31a B okHe Workspace Tekyllero mpoekra.
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ITpu Bribope komaHabl Edit B KoHTekcTHOM MeHIo y310B Vertex Shader asroma-
TUYECKU OTKPBIBAETCSI OKHO TEKCTOBOTo peaakTopa lueiaepoB — Shader Editor.
Bua pabouero okHa pegakTopa IeliaepoB BapbUpyeTcs B 3aBUCUMOCTH OT SI3BIKA
meHaepoB, ¢ KOTOpbIM Bbl pabotaete, T. €. DirectX ASM, DirectX HLSL unu
OpenGL GLSL. Ha puc. 7.33—7.35 nokazaHbl Bce TpU pelaKTopa lIeinaepos,
WMEIOIIHE 3aMeTHBIE pasnyuMsi, 3aBUCSIINE OT 33JeiCTBOBAHHOW BEpPCUM IIEH-
JIEPOB.

=

'z | Shader Editor : Shader_ps11

Single Pass j

Vertex Shader l Pixel Shadcr]

Conskant | Mame | Initial ¥alue ~

cd wiem_proj_matrix[0] (Z.16,-0.545,-0.044,0)

cl wiew_proj_matrix[1] (0.116,0.266,2.4,0,000147)

cz view_proj_matrix[2] (-0.241,-0.964,0.118,199)

o3 wiew_proj_matrix[3] {-0.241,-0.963,0.118,200)

c4 inv_view _matrix[0] (0.969,0.045,-0.241,48.1)

5 ir_wiew _matrix[1] (-0.245,0.11,-0.963,193)

ch in_wiew _matrix[2] (-0.0197,0,993,0,118,-23.7)

7 inv_view _matrix[3] (0,0,0,1)

a8 light {-1,44e+003,-40,-100,1) 7

< >
vs.1.1 A

dol position i

dcl_normal wl
dcl texcoord v
dcl_tangent w3
dcl_binormal wd

; output transformed vertex
ndx4 oPfos, w0, =0

; output texture coordinates
moy  oTl, w2
mov  oTl, w2
mov  oT2, w2

find light position in obiect space

Instruction Count : ALUGZ4) + Tex(0) = Total(Z4). Max Op = 123 Ln11,Col 18

Puc. 7.33. OkHo pegakTopa wengepoB Ans DirectX ASM

OkKHO pejakTopa accemOiepHoro kKoga lueiigepoB (ASM), uzo0paxeHHOe Ha
puc. 7.33, pazmeneHo IolojaM Ha aBe pabouue obnactu. BepxHss yacTb okHa
pemakTopa COMEPKUT KOHCTAHTHBIN pelaKTop PEeTHCTPOB TPOTPAMMBI IIEHICPOB,
BBITIOJTHEHHBIM B BUjE TaOMUIIBI ¢ TpeMs cronbiamu. Kaxmasi cTpoka Tabaulibl
[MOKA3bIBAET 3HAYEHMS ISl OMHOIO M3 PErUCTPOB LiIekaepa.

Iepsriit cnepa cronben Constant (KoHcTaHTa) B KOHCTaHTHOM PeIaKTOpPe peru-
CTPOB COMEPXHUT AOMYCTUMBINA WHIEKC OTHOTO M3 PEerucTpoB Iieiimepa. Bo BTO-
pom cronbie Name (MMs1) mponuchiBaeTcss UM y31a WM MEepeMEHHOM, ¢ KOTO-
poii cBsi3aH maHHbL peructp. M B nocineaHem cronbue Initial Value (3HaueHue
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MpU UHUITHATU3AIMK) COAEPKUTCS HavyaJlbHOE 3HAUYeHWe Y3Jla WIU MepeMeHHOM,
CBSI3aHHOM ¢ perucTtpoM IielaepoB. Tadauia KOHCTAHTHOTO PelaKTopa UHTEPaK-
TUBHA M CBSI3bIBAHME PErUMCTpa ¢ MEPEMEHHON WIM y3JIOM IPOUCXOAMT IIPIMO B
penakrope. IllenkHyB JieBoil KHoOmMKoON MbIKU B cTos0ie Name (MMs) B cTpoke
HAMpOTUB HYKHOTO 3HAUEHWS MHIEKCA PETUCTPOB, OTKPOETCS KOHTEKCTHOE Me-
HIO ¢ HAOOPOM JOCTYIIHBIX IS DTOrO perucrpa 3HadyeHuii. BeibpaB B MeHIO 3HA-
YeHUe, Bbl TEM CAMBIM CBSIKUTE PETHCTP ¢ OJHUM U3 Y3JI0B WJIM TepeMEeHHOM.
Takke BepxHsS YacTh OKHA pPelakTopa acceMOJepHOTo Koaa MIeiHaAepoB COAepKUT
CIIMCOK C IEePEeYMCIeHUMEM BCEX IIPOXONOB PUCOBAHUSI paboyero MmpoeKra U IBe
Bkianku: Vertex Shader (Bepmmnubiii meiinep) u Pixel Shader (TTukcenbHBIN
mekaep). C MOMOIIBK 3TUX BKJIAJOK BBl MEPEKITIOUaETECh MEXIY MPOXoaaMu
PUCOBAHUSI U TEKCTOBBIMM PEJAKTOPAMM BEPIIMHHBIX U MUKCEJIbHBIX 1lIEeHIepOB.

Hwxagg obracTh oKHa pegakTopa acceMOIepHOTO Koma IIeHaepoB — 3TO TeK-
CTOBBIH peAakTop A1 HAINMCAHMI MCXOAHOro KOAa KaK BEPIUMHHBIX, TaK U MUK-
CEBHBIX TIeimepoB, OBIaTaloIINit CHCTeMOl pacTio3HaBaH!s CHHTaKCcUca W BO3-
MOXXHOCTBIO peAaKIIN! KOJa.

=

'z | Shader Editor : Particle¥olumeVisualization

Single Pass j

Vertex Shader l Pixel Shader]

Target  |ws_1_1 - Entry Point  |main

floatdzd wiew_proj_matriz. registericl); -~
floatd=d view_matrix: registericd)
float time 0_X: register(ch)

float particleSpesd: register(c9):
float particleSystemShape: registericl)

float particleSpread:

register({cll):

float

particleSystenHeight :

regizter(cli);

float particleSize: register(cl3);

floatd particleSvstenPosition: register(cld)

s+ The model for the particle system consi=ts of & hundred guads.
## These guads are simple (-1.-1) to (1.1} guads where sach guad

s+ haz a =z ranging from 0 to 1. The z will be u=ed to differenciate
<+ between different particles

=truct V5 _OUTPUT {
floatd4 Pos: POSITION:
float3 pos: TEHCOORDO;
float? texCoord: TEXCOORDI
float color: TEECOORDZ:

}i

VS_OUTPUT main(floatd Pos: POSITION){
VS_OUTPUT Out

< Loop particles

float t = frac(Pos.z + particleSpeed * time 0_X):

< Determine the shape of the systen hat
£ >
Instruction Count : ALUDY + Tex(0) = Tatal{d), Max Op=0 Ln1,Col 1

Puc. 7.34. OkHo pepakTopa weingepos ansa DirectX HLSL
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iz | Shader Editor, : Metallic Cartoon Shader

Single Pass j

Vertex Program l Fragment Program l

uniform vecd view_position: ~
uniform wecd lightO;
uniform wecd lightl:;
uniform wecd light?2;

varyving wvecd wHormal:
varving wecld wlightl:
varving vec? wlight2:

varving vec? wlight3:
varying wveci wView;

void mainfwvoid)

A Output transformed wertex position:
gl_Po=zition = gl ModelViewProjectionMatriz * gl_Vertex:

wHormal = gl_Hormal

< Compute the view wector:
vView = normnalize( wiew _position. 2y — gl Vertex . 2Zvz )

< Compute wectors to three lights from the current vertex position:

wLlightl = normalize{lightl. zyz - gl Vertez . =Zyz); <« Light 1
vlight? = normalize{lightl =yz - gl Vertex =yz); <o Light 2
vIlight3 = normalize{light? =yz - gl Vertex =yz): <o Light 3
1 v
£ g

Ln 18,Cal 42

Puc. 7.35. OkHo pepakTopa weigepos Ans OpenGL GLSL

Okno pemaktopa DirectX HLSL, u3zobpaxenHoe Ha puc. 7.34, npeaHazHAuYeHO
JUIsl paboThbl C BbICOKOYPOBHEBbIM si3bikoM LiueigepoB (HLSL). Hanucanue wuc-
XOIHOTO KOIa TIPOMCXOAWT TPAmTWIIMOHHEIM 00pa3oM, Kak M B OOBIKHOBEHHOM
penakrope. Pabouee okHo pemaktopa DirectX HLSL Takke comepXuT BKIQIKU
Vertex Shader u Pixel Shader m1s1 nepexitoueHust Mexay KoJIoM BEPIIMHHOTO U
MMKCEJTLHOTO Teliepa W BKITIOYAaeT B cebs CIMUCOK ¢ TIepeuyHeM TIPOXOI0B PUCO-
BaHus, uMeHoBaHHbIl cnucok Target (Llenb) M TekcroBoe mone Entry Point
(Touka Beixoma). Cnucoxk Target comep:XUT OObSIBIEHUE UCIOAb3YEMOH BepcUU
uieiigepon, a Tekcropoe Ioje Entry Point 3amaer HavyanbHyl0 TOUKY BBIXOAA I
MPOrpaMMbl lieiinepa, T. €. B 9TOM IIoJie IMPOMMChIBACTCS MMs BbIXOTZHOH (DyHK-
MK B TiporpamMmMe. Kak mpaBuito, NCTIONb3yeTcs Ha3BaHWE main.

B RenderMonkey ecTb oaMH HNpUSITHBIA OOHYC mpu paboOTe ¢ UCXOAHBIM KOIOM
sa3bika HLSL — 310 onepauusa Disassembly (JluzaccembnupoBanue). Ilocie yc-
MelrHoH KOMIWJISIIUKM TIpoekTa B oKHe penakTopa DirectX HLSL 1menkHute
MTPaBOil KHOTKOM MBIIKM HAa CBOOOXHOM TIPOCTPAHCTBE W B TIOSIBUBIIEMCS] KOH-



naga 7. Pabota c uHctpymeHtapuem RenderMonkey 195

TeKCTHOM MeHI0 Bbibepute KoMaHay Show Disassembly Code (IToxazars nuzac-
cemOnupoBaHHblii koa). Cpazy B 3TOoM k€ okHe koa Ha sa3bike HLSL Oymer
peTpaHCIMPOBAH B acceMOJIEpHBIA KO ILIEHAepoB KakK IJII BEPILMHHBIX, TaK U
JUIs1 MUKCeNbHBbIX lueiinepoB. M, koHeuHo, pegakrop DirectX HLSL Toxe umeer
TTOACBETKY CHHTAKCHCA W TOMICPKMUBACT CTAHAAPTHEIC OTMEpalnu peaaKTHpoBa-
Hus nporpamMmmHoro kojaa: Copy (Komnuposate), Paste (BcraButh), Save (Coxpa-
Huth), Print (Haneuarats), Find (Haiitn) u Delete (Ynanuts).

Oxkno penakropa OpenGL GLSL, mokazanHoe Ha puc. 7.35, mpenHasHavYeHO TS
Hanmcanug kKoma meinepoB Ha g3bike GLSL mom OpenGL u umeeTr abcooTHO
AQHAJIOTMYHbIE BO3MOXHOCTH, KaK U y peaakTopa DirectX HLSL.

1 KOMTUJIANIAY Koja MIeinepoB B JTOOOM pelaKTope WCIMOMB3YIOTCS KHOTIKY
Compile Active Effect unu Compile All Shaders, Haxoasiuuecss HA [aHENU UHCT-
pymeHToB RenderMonkey.

Pixel Shader Nodes

Yaaor nukceavnvix weiioepoe (Pixel Shader Nodes), Kak Bbl HaBepHO yxXe jaorajaa-
JIACh, UMEIOT MACHTHYHBIN (GYHKITMOHAIBHBIN HabOp, KaK M Y Y3JIOB BEPITHHHOTO
weiigepa (Vertex Shader Nodes).

Ho nHamo n06aBuThH ellle HECKOJbKO CJIOB KacaTeJbHO PEeAaKTOPOB IEHIEPOB,
paccMOTPEHHBIX B 3TOM pasieie. Bce Mbl ¢ BaMu JIIOAM, A JIOJAM CIIOCOOHBI Je-
JlaTh OIUOKK, HA KOTOPbIX U CTPOUTCS Hallla XU3Hb. [Ipu HanucaHUM UCXOAHO-
ro Koja lieiaepoB B JIIOOOM U3 PeJaKTOPOB MOXET CIYYMUThbCS OLIMOKA, U IPHU
KOMITWJISIIUU TIPOEKTa OHA COOTBETCTBEHHO BCILILIBET. Bce mmeroluecs: ommoKu
Oynyt omucaHsl B okHe QOutput. TTpu 1memuke jeBoi KHOMKOUW MBIIIU B OKHE
Output Ha onucaHuu omuodku, B okHe Shader Editor ctpoka ¢ omubkoit 6ymer
ABTOMATUYECKU BBIICJIEHA CUHUM 1LIBETOM.

Variable Nodes

Ilepemennvie (Variable) mpenHasHavyeHbI Uil pabOThl ¢ JAHHBIMU BHYTPHU lIeie-
pOB, T. €. C perucTpaMi, MOXHO TaKKe 3amaBarb J0Oble yaoOHBIE MMEHA IS
peructpoB. Vaaer nepemenuvix (Variable Nodes) B RenderMonkey ObiBaroT He-
CKOJIBKMX TUIIOB.

O Mampuuyei. IlogaepkuBalOTCA CAEAYIONINE BUALI MATPUILI;
® View projection — BUIOBAs MPOCKIIUA,
® View — BUIOBAsI MaTpUlia,
® Inverse view — I/IHBepCI/IOHHHﬁ BUI,

® Projection — MPOEKIU.
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O Bexmopbi. JlocTylmHa TIOAAEPXKKA CIEAYIOIINX TUTIOB!
® View direction wvector — BEKTOP HaITPABJICHUS OGOSp@B&T@J‘[H;
e View position vector — BEKTOpP MO3WUIUN KaMepPHI;
e Time — BpeMsl.

O 3uauenue ysema.

O Ckaaspubie munsi OGHHbBIX.

N, xoneuHo, RenderMonkey ocyliecTBasieT TOJHYIO TOMIEPXKKY 3HAYEHUM
Boolean (byneBo 3HaueHue), Integer (llemouucieHHoe 3HaYeHHWE) U Float
(IpobHoe 3HaueHue) JUIS TUTIOB NTaHHBIX.

INepeMeHABIEe MOTYT MTOOABISITHCSA B JTI000E MECTO CTPYKTYPHOHN MEpapXuM TPOeK-
ta. YToOBI cO37aTh HOBYIO TEpeMEeHHYI0, HAXMUTE TPaBOM KHOIIKOIM MBI Ha
Ha3BaHUU IIPOEKTA U B IIOSBUBIIEMCSI KOHTEKCTHOM MEHIO BbIOEpUTE KOMAaHIY
Add Variable (JlobaBuTh nepeMeHHyto). IlosgBuTca noaMeHlo, U300paxeHHOe Ha
puc. 7.36, ¢ mepeyHeM KOMAH/I, CO3IAOIINX HEOOXOAUMbBINA THIT TIEPEMEHHBIX.

/1 Boolean

3 Integer
[] Float

Puc. 7.36. NogmeHio komaHabl Add Variable

CosgaHHbIe IepeMEHHbIE MOXHO ceMaHTU4eckKu (Semantic) cBSI3bIBaTb C JaHHbI-
MM Leinepa. s 3Toro LIeNKHUTE IPaBOil KHOMKOM MbIIIM HA CO34AHHOM Ie-
peMeHHON M B IIOSBUBILEMCS] MEHIO BbiOepuTe KoMmaHay Variable Semantic.
B mosBuBmIeMcs TogMeHI0 OyaeT comepxKaTbesi HAOOp MOCTYITHBIX MAHHBIX JUTS
cBa3bIBaHUS. Takke B 3ToM MeHIO umeeTcsi komaHna Clear Semantic (OyuctuTh
CEeMaHTUKY) JIUISI OUUCTKU CBSI3AaHHOU MepeMeHHOU ¢ JaHHBIMU 1Ieinepa.

Ecnu BB paboTaere B TPyIITIe ¢ XYTOXKHUKAMU W KeJlaeTe, YTOOB! CO3TaHHEIE Te-
peMeHHBIe OBUTH JOCTYITHBI IS PeIaKTHPOBAHUS XyAOKHUKOM, HAXKMUTE TIPaBOit
KHOIIKOM MBILIKM HAa HEOOXOAMMON MNEepPeMEHHOH W B IOIBUBLIEMCS MEHIO IIO-
craBbTe (uaxok HampoTuB onuuu Artist Variable (IlepeMenHas mis XymIoxXHUKA).
B »sTOoM ciyuyae cosmaHHasd mepeMeHHas CTAHOBUTCS AOCTYIMHOM OIS PedakTUpO-
BaHUS XyTOXKHUKOM Ha Bkiaake Art (XynoxHuk) okHa Workspace.

st pegakuuMy co3gaHHBIX IepeMeHHbIx B RenderMonkey ucnonb3yiorest yao0-
HbIe PEAKTOPBI UTST KaXJA0TO W3 TUTIOB JaHHBIX:

O Matrix Editor (Pegakrop Marpuu);
3 Vector Editor (BekTopHblii pesakrop);
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3 Scalar Editor (CkansipHblit pefakTop);
3 Color Editor (Penakrop 11BeTa).

A TaKkxKe peJakTopbl I 3HAYeHUU Boolean (ByneBo 3HaueHue), integer (Lleno-
YUCeHHOE 3HaueHue) U Float (JIpoOHOE 3HaUYeHue).

YToObl OTKPHITh PEAAKTOP IJIS HYXXKHOH MepeMeHHOM, LIeJKHMTe ABa pasa JeBoil
KHOIIKO# MBIILIM HA HAa3BaHWM IepeMeHHol B okHe Workspace Tekylliero mpoek-
ta. PaccmorpuMm mocrynHbie B RenderMonkey pemakTopbl nepeMeHHBIX.

Matrix Editor

Pepakrop matpuu, (Matrix Editor), uzobpaxeHHblit Ha puc. 7.37, gaeT BO3MOX-
HOCTb YCTAHABJIMBATh 3HAYEHME AJisI MaTpulibl 4x4 ¢ IU1aBalleil Toukoi. M3Ha-
YyaJlbHO 3HAYEHME MaTpUlbl ycTaHaBiuBaeTcsl B auanazoHe or —100.0 mo 100.0,
HO BBl MOKETE 3a/1aBaTh W JII0O0E Apyroe 3HAYeHKWE BHE STOTo AWamnasoHa. B pa-
OoueM OKHe pemakTopa Haxomsarcss Tpu KHonkn. Kromka OK mist momrBepxie-
HUs n3MeHeHui, kHonka Cancel 1T oTMeHBI MPOU3BEACHHBIX MOIU(MUKALING 1
kHomKa Set to Identity Matrix, 3amaromas juisi MaTpuilbl 3HAYEHUS] TIO YMOJI-

YAaHUIO.
[ﬁ b_sh_matrix @

| oos4a-| [ o007~ | noos1z )

| Oost4s~| | o287 -] | 02085+ | 030700 -
| O0e007 ~| | 020MES+| | 011147 4] | 013815 -

| oomsiz-l | om0l | 0iis.] | 003463 4|

Set to [dentity b atrix |
oK | Cancel |

Puc. 7.37. Pepgaktop matpuy,

Vector Editor

Bekrtopnuiit penakrop (Vector Editor), uzo0paxeHHbIlt Ha puc. 7.38, mo3BoasieT
PEeIaKTHPOBATh COCTABISAIONIYIO 3HAYCHUS] BEKTOpPA C TIOMOINBI0 TEKCTOBBIX CITH-
ckoB st oceit X, Y Z u W. 3HaueHHe B TEKCTOBBIX CIIMCKAX MOXHO Iepeonpe-
JIEJISATh KaK ¢ IMOMOILIbIO KJIABUATYpbl, TAK U BbIOMPATh U3 MPEIaraeMoro Clucka.
Pabouee okHo pemakTopa umeer asa ¢duara. ®uar Clamp from ([duanaszon ycra-
HOBOK) 3a0aeT MUHMMAJIbHOE€ M MAaKCHUMaJbHOE 3HayeHWe AaJbHOCTM, a duar
Keep (CoxpaHuTb) coxXpaHsSieT HOPMaJW30BaHHBIN BekTop. ISl BCTYIJICHUS B
CWJIy YCTaHOBJIEHHBIX 3HaueHuit HaxmutTe KHonky OK wiam Cancel — mist oT-
MEHBL.
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® 0.00000 »| [ Clamp from  |-10.00000 ~| to | 10.00000 -

by 050000 -] Keep (%, v, 2] components nomalized
z 1.00000 -
L 2.00000 -

Ok | Cancel

Puc. 7.38. BekTtopHbIil peaakTop

Scalar Editor

PenakTupoBaHue CKalSIpHBIX BEJIUYUH MPOUCXOAUT C TTOMOIIBIO TEKCTOBOTO CIU-
CKa, HAXOMMIIErocsl B OKHE pelakTopa, MOKazaHHoro Ha puc. 7.39. @Puarom
Clamp from 3agaeTcsl Auana3oH 3HaueHuid. Jlisi MOATBEpXKAEHUS NEHCTBUI CIy-
xkut kHomnka OK, a xkHonka Cancel — 111 OTMEHBI.

I8l fiMyFloat

0.00000 - [ Clampfrom | -1.00000 -] to | 1.00000 -]
0K | Cancel |

Puc. 7.39. CkansipHblil pegakTop

Color Editor

Penaktop nBeta (Color Editor) mosBossieT 3a1aBaTh 1IBETOBYIO COCTABISIIOIIYIO
1 pexuMoB RGBA u HSVA. Pepakiiug 3HaueHUil IPOMUCXOAUT C IIOMOILBIO
TEKCTOBBIX MOJIC MM LIBETOBOI MOJENU, BBIIOJIHEHHON B BUAE LIECTUYTOJbHUKA
¢ JOCTYIHOH liBeToBoil rammoii. Ha puc. 7.40 u300paxeHbl pemakTophl A pe-
sxknMoB RGBA n HSVA.

Dynamic Variable Editor

Huuamudeckuit penaktop nepemeHHbIx (Dynamic Variable Editor) obbennHsieT
B ce0e HECKOJIbKO TUIIOB JAHHBIX — 3TO Boolean (pucC. 7.41), Float, Integer U
matpuubl 2x2, 2x3 1 3x3.

Penakrop Tuna rloat (puc. 7.42) COOEPXUT TPU TEKCTOBBIX IOJS ISl 3HAYEHU I
no ocsim X, Y, Z u W, a TakKxe ONLMOHAIbHbIA HAOOP 2JIEMEHTOB YIIPaBIEHUS
JUIS yKa3aHUS JOCTYIIHOIO NMana3oHa 3HAYEHUIA.
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myColor

3

myColor

3
+ i + i
: |58 | 0 H: [ooooo 0
E= 0 g fooooo [ B |
N P | i v. toooo [ O
E | I g [1ooo0 | 0
m [ Flaating Paint HSY | [
[l | Cancel [l | Cancel |

Puc. 7.40. PepakTop uBeTa

I8l b2MyBool

Walues

®[
Y-

Puc. 7.41.

v Optiors

-

Cancel

Lﬂ

OkHO pegakTopa ansa Tuna Boolean

!

IBl r4MyF loat

® [ENAE ~| [~ Clamp from  |-10.00000 = to | 10.00000 ~|

by 0.00000 -] Keep (%, v, 2] components nomalized
z 0.00000 -
L 1.00000 -

Cancel

o]

Puc. 7.42. OkHo pepakTopa ansa tuna Float
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B oxHe penaktopa TMNa Integer (puc. 7.43) JOCTYIIHO 33aJaHUE 3HAUYEHUS ISl
LIEJIOYMCIEHHON MepeMEeHHOI ¢ MOMOINIbIO TEKCTOBBIX Hojei mo ocaMm X, Y u Z.
Taxke B okHe pemakTopa cOpMUPOBAH HAOOP 2IEMEHTOB yIpaBaeHUs I yKa-
3aHMS JMANa30Ha 3HaYeHuil ¢ nomollbio onuuu Clamping (Ckpenurts).

[]] nZMylnteger g|
Walles [ Opticnz
W E = Clamping
[ Clamp
] =
v Miriirnwn; -100 '

b aimuinm: 100 -
ok Cancel

Puc. 7.43. OkHo pepakTopa ansa tuna Integer

MarpuuHblii pegaktop (puc. 7.44) noCTyIeH [AJis1 MaTpuUL, pa3MEPHOCThIO 2x2, 2x3
" 3x3. B okHe MaTpUYHOTO penakTopa ¢ MOMOIIbI0 TEKCTOBBIX MoJel ycTaHaBIH-
BaeTcs 3HAYEHME MaTpUllbl C IMPEJONPENeIEHHON pasMEepPHOCTbIO. A ¢ OMOILbIO
TpyNIbl 3jeMeHTOoB o Ha3zBaHuem Clamping dopMupyercs: nuana3oH JOMYCTH-
Mbix 3HayeHuil. Knonku OK u Cancel B okHe pegakTopa CiyxKaT AIs IOATBEP-
KIEHUS WM OTMEHBI YCTAaHABIMBAEMBIX 3HAYEHUIT MATPUIIBL.

B r2x2MyMatrix X
v Dptions
Clamping
[ Clamp

Minimurm: -1.00000 =
GERT 1.00000 =

Yalues
(00000000 -] [o1]fo00000 -
[1.0][000000 -] p1apf000000 -

ok Cancel
—

Puc. 7.44. MaTpuuHbiii pesakTop

Predefined Variable

IIpedonpedenennvie nepemennvie (Predefine Variable) — sTo Habop mnpenomnpene-
JIEHHBIX TTepeMeHHBIX (KOHCTAHT) U paboTHl ¢ TaHHBIMU Ieiiaepa. PaccMoTpum
UMelollMecd MpeaonpeaeaeHHble MepeMeHHble ia MHCTpyMeHTapusi Render-
Monkey.
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Bpewms (Time)

o

0 [ R [ [ | o agaad

Qaaaaaqa

Time0 X — 3Ta [EPEMEHHAs MPEJCTABISIeT 3HAYEHUE C ILIABAIOLIEN TOUYKOMH,
KOTOpOe M3MeHseTcd Ha ocHoBaHuu BpemeHHoro uukiaa (Cycle time). Bpe-
MEHHOMW IMKJ TI0 YMOJTYaHU10 3aaaeTcs 3HaueHueM B 120 cekyHn;

CosTimeO X — KOCHUHYC IUIS1 3HAYEHUA TimeO X

SinTime0 X — CHUHYC AJI 3HAYCHMUS TimeO X;

TanTimeO X — MIPOCTPAHCTBO KACATE/IbHbIX OIS 3HAYCHUS TimeO X,
Time0 X Packed — YITAKOBKA YIIOMSHYTHIX pAHEE 3HAYECHUN UTA Time( X;

Time0 1 — 3Ta [EPEMEHHAs MPeJCTaBISIeT 3HAYEHUE C ILIABAIOLIEN TOUYKOM,
KOTOpoe U3MeHsSeTcs B mpoMexyrke oT 0 go 1 Ha OCHOBAHMU BPEeMEHHOIO
uukna (Cycle time). BpemMeHHO! 1K MO yMOJYAHMIO 337aeTcsl 3HaYEHUEM
B 120 cexkynn. [To oKOHYaHWM BpeMEHHOTO 1IMKJIA 3HAaYeHUe TTIepeMEeHHOM BO3-
Bpamaetca K 0. [mama3oH mmWKaa 3agacTcsd B auajgoroboM okHe Render-
Monkey Preferences, nocrynHom uepe3 komanay Menio Edit | Preferences
(Penaktuposars | CBoiicTBa);

CosTime0 1 — KOCUHYC IUISl 3HAUCHUS TimeO 1;

SinTime0 1 — CHHYC JUISI 3HAUEHUS TimeO 1;

TanTime0 1 — TPOCTPAHCTBO KacaTeIbHBIX JUISI 3HAYEHUS Timel 1;
Time0 1 Packed — YIAaKOBKa YIOMSIHYTBIX paHee 3HAUCHUN AT TimeO 1;

Time0 2PI — 3TA MEPEMEHHAs MPEJCTABISeT 3HAYEHUE C IUIABAIOLICH TOYKOM,
KoTopoe u3MeHgeTcsd B mpomexytke oT 0 mo 2Pl Ha ocHoBaHMU BpeMEHHOIO
uukia (Cycle time). BpeMeHHOIl LMK MO YMOJYAHUIO 33a4deTcsl 3HAYEHUEM B
120 cexyun. Ilo okoOHYaHMM BPEMEHHOIO IIMKJIA 3HAYEHHE MEePEMEHHON BO3-
Bpamaercsa K 0. JlnamazoH nukia 3amgaetcsl B auanoroBoM okHe RenderMon-
key Preferences, nocrymHom uepe3 komanay meHio Edit | Preferences (Pemak-
tuposarb | CBoiicTBa);

CosTime0 2PT — KOCUHYC JUISl 3HAUCHUS Time0 2PT;

SinTime0 2PT — CUHYC Ul 3HAYEHUS Time(O 2PT;

TanTime0 2PI — MPOCTPAHCTBO KACATEJbHBIX IS 3HAYEHUSI Time( 2PT;
TimeQ 2PI Packed — YMAKOBKA yIMOMSIHYTBHIX PAHEE 3HAUEHUIL IS TimeO 2PT;

TimeCyclePeriod — mepuoi mukiaa. [1o yMom4aHNI0 UK YCTAHOBJIEH B AMa-
mazoHe ot 0 go 120 cexyHz;

FPS — 4acCToTa KaJpoOB,

O TimeElapsed — BpeMs MEXIYy KaapaMmu.
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OkHo npepgBapuTenbHoro npocmotpa (Viewport)

O vViewportWidth — ompenejser IIHUPUHY OKHA IpelBapUTESbHOrO IPOCMOTpa
B IIMKCENax;

O vViewportHeight — oOIpenensdeT BbICOTY OKHA IIpelBapUTEJbHOrO IPOCMOTpa
B IIMKCENax;

O viewportWidthInverse — Bo3BpallaeT 3HauyeHue 1.0 / viewportWidth;

O viewportHeightInverse — Bo3BpaulaeT 3HaueHue 1.0 / viewportHeight.

CnyuaiiHble 3HaueHus (Random Values)

(O RandomFractionlPerPass — MePBOE CyyailHoe (l)paKTaIIBHOG SHAYCHUEC I
OIHOTO U3 TIPOXOA0B prcoBaHMs B auamasone [0 .. 1];

O RandomFraction2PerPass — BTOPOE CJlydyailHOe (QpakTajbHOE 3HAYEHUE IS
OIHOTO U3 IPOXOJ0B pUcoBaHUS B guamasone [0 .. 1];

O RandomFraction3PerPass — TpeThe ciydyaliHoe ¢pakTalbHOE 3HAYEHUE s
OIHOTO U3 TIPOXOJ0B pucoBaHMs B auamasone [0 .. 1];

O RandomFraction4PerPass — YETBEPTOE ClyvyailHoe (hpakTaabHOe 3HAYEHUE NS
OIHOTO U3 TIPOXOJ0B pucoBaHMs B auamaszone [0 .. 1];

O RandomFractionlPerEffect — IEpPBOe CAyyailHOe (ppakTajibHOE 3HAYEHUE ]IS
onHoro u3 a¢gdexros B guamasone [0 .. 1];

O RandomFraction2PerEffect — BTOpOE cllyyaliHoe (hpakTajibHOEe 3HaueHue s
onHoro u3 3¢ dexroB B nuamnazoHe [0 .. 1];

O RandomFraction3PerEffect — TpeTbe clyyaitHoe (pakTajibHOE 3HAYEHUE IS
onHoro u3 3¢ dexroB B nuamnazoHe [0 .. 1];

O RandomFraction4PerEffect — 4YeTBEPTOE CllyyaliHoe (pakTalbHOE 3HAUYeHUe
JUIst ogHoro u3 a¢gdekToB B nuanaszoxe [0 .. 1].

Mpoxopa pucosanus (Pass)

O PassIndex — UHAEKC Ipoxonaa pruCcOBaHUSA.

MapameTpbi Mbilwn (Mouse Parameters)

O LeftMouseButton — Bo3Bpaiuaer 3HadeHue 1.0, ecau JsieBasg KHOIIKA MBbIIIK
HaxaTta, uiau 3HadeHue 0.0, eciiu KHOIIKA He HaXaTa;

O MiddleMouseButton — BO3BpaIracT 3HaA4YCHUC 10, €CJIN CPECOHSS KHOIIKA MbI-
I HaXara, WJINn 3HAYCHUEC 00, €CJIN KHOITIKAa HE HaxXara,

a RightMouseButton — BO3BpallacT 3HAYCHUE 10, €CJIN TIpaBasd KHOIIKa MBbBIIIHN
HaXxara, WJIN 3HaYCHUE OO, €CJIM KHOIIKA HE HaXxara,
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a

MouseButtonsPacked — YIaKOBBIBACT YIIOMSHYTBIC paHee SHAYCHUAI
LeftMouseButton, MiddleMouseButton U RightMouseButton,

MouseCoordinateX — BO3BpalaeT MO3UIWIK MBIIIU MO OCU X,
MouseCoordinateY — BO3BpalaeT MO3UNWIK MBIIIU IO OCU Y,

MouseCoordinateXNDC — BO3BpalllaeT 3HaA4YeHUE, pPaBHOE MouseCoordinateX/
ViewportWidth;

MouseCoordinateYNDC — BO3BpalllaeT 3Ha4Y€HUE, paBHOE MouseCoordinateY/
ViewportHeight,;

MouseCoordsPacked — YIHIAKOBbIBACT YIIOMSHYTBIC PaHEC 3HAYCHHsI Mouse-

CoordinateX, MouseCoordinateY, MouseCoordinateXNDC U MouseCoordi-
nateYNDC;

MouseCoordinateXY — BO3Bpaliaer 3HAYeHue MouseCoordinateX u
MouseCoordinateY B BUA€ ABYXKOMIIOHEHTHOI'O BEKTOpPA,

MouseCoordinateXYNDC — BO3BpAllACT 3HAYEHUE MouseCoordinateXNDC WU
MouseCoordinateYNDC B BUIE€ ABYXKOMIIOHEHTHOI'O BEKTOpA.

MapameTpbl Mmogenu (Model Parameters)

a

a

a
a
a
a

ModelMoundingBoxTopLeftCorner — KOOPAWHATA JIEBOTO BEPXHETO YyIJIa MO-
JIeNU;

ModelMoundingBoxBottomRightCorner — KOOpPAWHATA TIPABOTO HUXKHETO YIJia
MOJIEJH;

ModelMoundingBoxCenter — LEHTP MPOCTPAHCTBA OTPAHUYCHUS MOICIIN,
ModelCentroid — LEHTP MOICIMU,
ModelBoundingSphereCenter — LEHTpP C(l)epbl;

ModelBoundingSphereRadius — paauyc chepsl.

MapameTpbl Buaa (View Parameters)

a
a
a
a
a
a
a

ViewDirection — BEKTOP HaIpaBJICHUS,
ViewPosition — HO3ULUS BUIA,
ViewSideVector — OOKOBOI BEKTOD;
ViewUpVector — BEKTOP MPEACTABICHUSI,

FOV — TI0JI€ 3pEHUS,

NearClipPlane — HCpE[LHl/II‘/i IUIaH OTCEYEHMUA,

FarClipPlane — 3aJHMUH IJIAH OTCEYEHMUSI.
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Bugosbie matpuupi (View Matrices)

a
a
a
a
a
a
a
a

View — Marpulia BUaa 4x4;

ViewTranspose — BUJIOBas MaTpulla TPAHCASIIUK 4x4;

ViewInverse — BUJOBAasi MHBEPCHAsI MaTpulia 4x4;
ViewInverseTranspose — BUIOBAsI HHBECPCHAs MaTpula TPAHCISALINNA 4><4;
Projection — MaTpulia MPoeKIuu 4x4;

ProjectionTranspose — TMPOEKIMOHHAS MaTpUlia TpaHCHSLUN 4x4;
ProjectionInverse — TPOEKIIMOHHASI MHBEPCHAsI MaTpuiia 4x4;

ProjectionInverseTranspose — IIPOCKIUMOHHAA HWHBEpPCHAd Marpuua TpaHC-
JSUUU 4x4;

O viewProjection — BHUJIOBAsI MTPOEKIIMOHHAS MaTpuna 4x4;

O viewProjectionTranspose — BUJOBAS IPOCKLIMOHHAA MATpULIA TPAHCIS-

Huu 4x4;

O viewProjectionInverse — BUIOBAsl MPOEKIIMOHHAS UHBEPCHAsI MaTpUla 4x4;

O vViewProjectionInverseTranspose — BHUJIOBAas MPOEKILMOHHAS UHBEPCHAs MaT-

oaaagaoaaoaa

puua TpaHcaIuuu 4x4;

World — MUpoOBasi MaTpuua 4x4;

WorldTranspose — MUPOBAs MAaTPULIA TPAHCISAUIUYN 4x4;

WorldInverse — MHUPOBAsl MHBEpCcHasl MaTpuiia 4x4;
WorldInverseTranspose — MHUPOBAS MHBEPCHAs MaTpula TPAHCIALUN 4><4;
WorldView — MUpPOBasl U BUAOBasi MaTpuua 4x4;

WorldvViewTranspose — MUPOBAas BUI0BASA MaTpULld TPAHCIISLINUA 4><4;
WorldViewInverse — MMPOBAs BUAOBAs UHBEpCHast MaTpuia 4x4;

WorldViewInverseTranspose — MUPOBAsl BUAOBAA MHBEPCHAasd Marpuua TpaHcC-
JSUUU 4x4;

O wWorldviewProjection — MHpOBAs BUAOBASA W TPOSKIIMOHHAS MaTpuIia 4x4;

WorldViewProjectionTranspose — MUPOBAsl BUIAOBAsI IIPOCKLMOHHAA MaTpula
TpaHCASILIUU 4x4;

WorldViewProjectionInverse — MHWPOBasd BUAOBAsd INPOCKUMWOHHAA MHBEpPCHas
marpuua 4x4;

WorldViewProjectionInverseTranspose — MWPOBAd BUAOBAA IPOCKLMOHHAA
MHBEPCHASA MaTpULA TpaHCAALUU 4x4.
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OkKHO Preview

OkHo npeaBaputenbHoro npocmorpa (Preview) uHcrpymenrapuss RenderMonkey
MHTEPAKTUBHO U 00ecleyrBaeT IMPOCMOTP CO3MABAEMON TPEXMEpPHOM CLEHbI B
peaibHOM BpeMeHu. M3HauanbHO Kamepa B okHe Preview ycraHoBieHa mo LeH-
TPY 2KpaHa U CKPBITA IS IOJb30BaTe/sd, HO MPHU ILUEIYKE JeBOH KHOIKON MBILIN
B okHe Preview B paGoueM TIpoeKTe BMeCTO CITeHBI OyIeT TIpelcTaBleHa crcTeMa
KOOpJMHAT KOHKpPeTHOM Mojaenu, u3obpaxkeHHass Ha puc. 7.45. B 3TOT MOMEHT,
eCJIV HaXXaTb W He OTIYCKAThb JEeBYI0 KHOMKY MBI, MOXKHO pasBopauynBaTh 00h-
eKT 1o ociM X 1 Y. A ¢ TIOMOIIBIO KOJNEeCHKa WUIH CPeaHeH KHOIKH MBIIIH MO-
JIeTb MOSKHO VBETMIWBATh WM YMEHBITIATh.

Direct® 9.0 Pre..X_Effect effect | 4b %

Puc. 7.45. Cuctema KkoopguHaT Moaenu

ITpu HaxkaTuu MpaBoil KHOTMIKM MBI B oKHe Preview mpu padote ¢ DirectX u
OpenGL mosiBsieTcss KOHTEKCTHOE MEHIO ¢ HA0OPOM CIICIYIOIINX KOMAaH/I:

O HAL — 3aneiicTByIOTCS amapaTHble BO3MOXHOCTU cHcTeMbl. JIOCTYITHO TOJb-
Ko B DirectX;

O REF — 3aneiicTByloTCsS MporpaMMHBIE BO3MOXHOCTM CHUCTeMBl. I[OCTYMHO
ToJibKO B DirectX;
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O Clear Color — BEHI3BIBACT OKHO pelaKTOpa IIBEeTa, 3ahalollero IIBETOBYIO CO-
CTaB/ISIIOLIYIO /11 OUMCTKU LIBETOM 3aJHero oydepa;

O Camera Setting — JaeT BO3MOXHOCTbh KOPPEKIIMU HACTPOEK Kamep;

O Show Triad — BxiOUaeT cucreMy TMpeACTaBICHNUS KOOPAUHAT HEMOCPENCT-
BEHHO ¢ OOBEKTOM CIICHBI,

3 Show Bounding Box — BKJIoUaeT cucTeMy MpeACTaBIeHUs] OTPAaHUUUTETBHOTO
Ky0a JUISl MOJIETU HETTOCPEICTBEHHO C OOBEKTOM CIIEHBI;

3 Fit Model to Screen — usMeHsIeT aKTUBHYIO KaMmepy JUlsl 0ojiee KoM(OPTHOTO
TTPOCMOTpa CIICHHI;

Original View — opuruHanbHbIA BU/;

Front View — nepenHssi, uid GpoHTaIbHASL CTOPOHA, IPOCMOTPA MOAEIIHN;
Back View — 3agHss cTropoHa MpocMOTpa MOIENH;

Left View — JeBas cropoHa mpocMoTpa MOAEIH;

Right View — mipaBasi ctopoHa mpocMoTpa MOJENIN;

Top View — BepxHsISl CTOpOHA IIPOCMOTPA MOAENIH;

aoaouaaoaaaq

Bottom View — HICKHSSI CTOpOHA IPOCMOTPA MOAEIIH.

NMpumevyaHune

PaboTas c NpoeKkToM 1 M3MEHSI UK JOMOSHASA ero, He 3abblBanTe KOMMNUIMPOBATh
Tekywur 3dbpeKT, Mcnonb3ysi KHOMKA Ha naHenu MHcTpymeHToB Compile Active
Effect (KomnunupoBaTb akTnBHblA agpchekT) Compile All Shader (Komnunmposatb
BCe LWenaepsbl) AN NpocMoTpa B OKHe Preview TekyLLUX U3MEHEeHWUN.

B RenderMonkey npu paboTe Ham MPoOeKTOM B OKHE MpelBapUTESIbHOTO Mpo-
CcMOTpa JOCTyreH Habop "Topsiyux” KJIABUII, C MOMOIIbI0 KOTOPBIX MOXHO TPO-
CMaTpuBaTh WHOWBHMAYAIBHBIE TIPOXOABI TMPOPUCOBKM cIleHBl. Haxkap maBuimry
<H> na xmaBnarype Bo BpeMsl pabOTHI HaJI TTPOeKTOM, B okHe OQutput oTo6pasaT-
¢ BCce JOCTyHHble "ropsuve” KIABUIIKM ¢ HOAPOOHBIM OIMMCAHMEM MX BO3MOX-
HOCTel.

PepakTop ans XyaoXHUKOB

OnHoO M3 TJaBHBIX 3a1a4 B KOMaHAE pa3paboTINKOB TP paboTe Hall TPOSKTOM
SIBJISIETCS TIIOTHOE B3aWMOJEHCTBIE TIPOTPAMMUCTOB W XyHoXXHWKOB. B Render-
Monkey Takas BO3MOXHOCTBH TIpEAyCMOTpPEeHa Ha TPOTPAMMHOM YPOBHE W JaeT
BO3MOXHOCTh 2KCIIEPUMEHTUPOBATh XyAOXHMKAM C IapameTrpamu Co3aaBaeMoit
[IPOTrPAMMBL.

Kak yxe He pa3 ymOMHUHAJIOCh, MPOrPAMMUCT MpU paboTe HAd MPOEKTOM MOXET
omnpeneNndaTh psAd HNapaMeTpoB, JOCTYIHBIX I XyOOXHMKA C IOMOIIbIO OIMIUHU
Artist Variable (IlepemeHHasi Xyn0XHUKA) B KOHTEKCTHOM MEHIO, MOSIBISIOLIEM-
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cs TIpW HaKaTWHM TIPABOM KHONKW MBI B CTPYKType TipoekTa okHa Workspace
(Pabouee mpoctpancTBo). TeM caMbIM XYTOXHHUKY HAeTCS OOCTYN K ONpeaeeH-
HBIM THIIAM JAHHBIX HAa BKiIaake Art (Xygoxhuk) okHa Workspace. Hanpumep,
Ha puc. 7.46 uzobpaxena Bkiaaka Art okta Workspace, rie XynoXHUKY JOCTYII-
HBI UTS pelakiiny TapaMeTpsl mpoekra Wood W3 craHmapTHOI TMmocTaBKM Ren-

derMonkey, xotopsbrit Haxonutes B Katanore ATI Research Inc\RenderMonkey 1.5
\Examples\ Dx9

[ Workspace [ 3

Effect Workspace

-2 Various Wood Shaders
naoiseScale
frequency

scale

I
I
]Ks
|

kd
M darkiwood
W litewood
=) Woodo
1 ringscals
-1 Woodl
{H ringscale
E.d) woodZ
-k Wood3
4“ ringsharpness
—1-423 Wood Construction Tutorial
0 dark_wood_calar
W light_waoad_calar
E watiable_specular
E pulse_train
k) ConcentricRings
k.2 MoisyRings
b4 MoisyRings'WithWwobble
B4 LithoisyRingswithWwobble
k.2 Moise
kod) Tvory
-2 AsM Wwood Construckion Tukaorial
M light_waoad_calar
M dark_wood_colar
E pulse_train
k) ConcentricRings
k.4 MoisyRings
B4 MoisyRings'WithWwobble
k.9 LithoisyRingswithWwobble

Effect g an |

Puc. 7.46. Bknagka Art okHa Workspace npoekta Wood

g xymoxuuka B Tipoekte Wood JOCTymeH psa TepeMeHHBIX, W3MEHSST 3Have-
HUE KOTOPBIX MOXHO I[OIKCIePUMEHTUPOBATh ¢ TpaduyecKoi COCTaBIAIOLIEN
IpoeKTa U IpU STOM HE BMEILMBATbcs B paboTy mporpammucrta. Bee nameHeHus
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[EPEMEHHDBIX OCYLIECTBILIOTCA € IOMOLIBIO CHELUANU3UPOBAHHOIO PEAAKTOPA,
MpeaHa3HAYEHHOro AJIsI XydOXHUKOB moj HaszBaHueM (Artist Editor). OTkpbiTue
Artist Editor B RenderMonkey ocyiiectBisieTcsi Komanmoir MeHio View | Artist
Editor (Bun | XyaoxecTBeHHBIN pelakTop), Ha puc. 7.47 mpencraBieH Artist
Editor ang npoekra Wood. 3aMeuy, uro oT mpoekra K mpoekrty Artist Editor co-
JEPKUT PATUYHOE KOJNWUYECTBO BJIEMEHTOB VIIPABICHHS, WCIIONB3YSI KOTOpHIe
XYIOKHWK BITpaBe pelaKTUPOBATh JOCTYITHBIC TIApAMETPHI MTPOEKTA.

", Artist Editor

Warious Wood Shaders ] Woodd ] ‘woodl ] WoodS] wiood Congtruction Tutorial | ASM Wood Construction Tutorial]

[+ Colors
caicveod | | IR
veod ] T

[+ Scalars

F nnises [ 09000 +| [ Clamptom | 000000 ~| to [ 200000 -

| hequency | £.72000 j ™ Clamp fiom | 0.00000 j to [ 16.00000 j

[ scal 0.02500 j [ Clampfrom | 0.00000 j to | 010000 j
|K 0.66000 j W Clampfrom | 0.00000 j to | 1.00000 j
[kd 083000 -| [~ Clampfion | 000000 -| to [ 700000 |

Puc. 7.47. OkHo Artist Editor npoekta Wood

Huctpymentapuii RenderMonkey — 3To ouyeHb KadecTBEHHOE IIpOrpaMMHOE
cpencTBo, o0yaaloliee OrpOMHBIM ITOTEHLMAIOM M CIIOCOOHOE YIOBJIETBOPUTH
HYXIbl J11000M KOMaHAbl pa3padorunkoB. HecomHeHHAas IMOKOCTb M BO3MOX-
HOCTb B IOIKJIIOYEHMM MOMOJHMTEIbHBIX Moayiaei BeuaeiasieT RenderMonkey u3
psaa aHAJOTMYHBIX CPEACTB, MMEIOIIMXCSl HA PhIHKE.

B crenyiomux aByX raaBax Mbl IMTO3HAKOMUMCS ¢ HE MEHEe MHTEePECHBIM CPelcT-
BoM FX Composer 1.5, cozmaHHbiM KoMmaHueil NVIDIA misi orjnagxku U mpo-
TPaMMHUPOBAHUS TIeHaepoB.
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NHCcTpyMeHTapuin
NVIDIA FX Composer

MnaBa 8. 3HakomcTBO ¢ FX Composer

MnmaBa 9. Pa6ota c uHctpymeHtapuem FX Composer
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3HakomcTBO ¢ FX Composer

CemeitictBo BugeoamantepoB or NVIDIA mpencraBreHo MHOrooOpasmeM Moje-
Jiell, OpUEHTUPOBAHHBIX Ha MOTpeOuTesell pa3IMyHOro ypoBHS. B cBsI3M ¢ 3TuM
KoMy kak He kommnaHuu NVIDIA cozgaBath MHCTpyMEHTalbHbIE CPEACTBA I
paboThl ¢ Tpadukoi. OJHUM U3 CYIIECTBYIOIINX WHCTPYMEHTApUEB M SIBIISIETCS
WHTETPUPOBAHHOE CPEeACTBO pas3padoTku TmipuioxkeHuit FX Composer 1.5 nis pa-
OOTHI ¢ lLueiaepaMu.

FX Composer naer BO3MOXHOCTBb CO3/1aBaTh BBICOKO3G(EKTUBHBIC TTPOTPaAaMMBbI
LIefdAepoB ¢ paboToil B peasibHOM BpeMEHU U IIPOCMOTPOM IPOU3OLIEHILNX W3-
MeHeHHH B cileHe. KpoMme Toro, o4eHb yA0OHO THCAaTh WCXOMHBIM KOA B TEKCTO-
BOM peJakTope, oO0MafalolleM WHTe/UIEKTYaIbHOU TOMIepXKKONW BceX Bepcuit
meiiaepoB U s3bikoB HLSL. FX Composer noaaep:kuBaeT UMIIOPT/2KCIOPT AaH-
HBIX CIIEHBI, TAaKKe MOXXHO TTPOCMATPUBATEL SKCIUTYaTAIlMOHHbBIE TTOKA3aTen Mpo-
rpamMM. [lommepXka ocyIlecTBIgeTcS IS Bcell JNHMHEHKM BUIEOamamnTepoB
NVIDIA ot GeForce FX u Boite. Hast padorsl ¢ FX Composer 1.5 BaM noHago-
outca kak MuHUMyM DirectX 9 SDK Update (Summer 2004).

N3yuyaem FX Composer

VYcranoska FX Composer Oosiee ueM 3jieMEHTapHa: HECKOJbKO YepeayrolmnXcs
JUATOrOBbIX OKOH IPEeIOCTaBIT BaM BO3MOXHOCTh OMPENENIUThCS ¢ KATATOIOM I10
YCTAHOBKE, O3HAKOMST C HIOAHCAMU JIMLEH3UOHHOIO COIALUEHUSI U IO3APABAT
Bac ¢ yIayHOU YCTAaHOBKOW BBIOPAHHOTO MpoTpaMMHOTO obectiedeHus. [1o oKoH-
yanuu ycraHosku FX Composer B menio Start | All Programs (Ilyck | Bee mpo-
rpaMmbl) Oymer cgopmuposaHa rpynma ¢ HasaHuemM NVIDIA Corporation co
CTEMYIOUINM CTTHCKOM 3JICMCHTOB:

O FX Composer — 3anyckaer pabory FX Composer;
O License — ycJIOBUS JULEH3UPOBAHUSI;

O Release Note — nHpopmMalimoHHbI JoKyMeHT o penuse FX Composer;



212 Yacrs IV. UHcTpymentapuii NVIDIA FX Composer

3 Uninstall NVIDIA FX Composer — ynanenue FX Composer;
O User Guide — pykoBoacTBo nosb3oBareiss B popmare PDF.

Inst samycka FX Composer 1.5 wucmonbsyiite komaHasl MeHio Start | All
Programs | NVIDIA Corporation | NVIDIA FX Composer | FX Composer (ITyck |
Bce mporpammbl | NVIDIA Corporation | NVIDIA FX Composer | FX Composer)
U BaM oTKpoeTcsl pabouee okHo FX Composer, npejcTtaBieHHoe Ha puc. 8.1.

B NVIDIA FX Composer - [new_material %]

Ble Edt  Yew Buld  Avmstin  Took  Widow Help

=d ® - AR M &
Seena Graph | [ { b || Shader Pert ]
" otring deacription - "Basic Vertex Lighting wa || lerteed b g vie: Shadey i oForce E
- &F scene P
= re Rook Transform i i Targek: GeForce 500 Litra (Nv40) :: Unfied Complar: v61.77
= ™12 Object Transfoom floatdx4 vorldviewPro] : VorldviewProlection; el ke o OO
= [ GeoPipe : Sphere floatixd world ¢ World: V5 Insbruchons: 41
@ Splere float4x4d worldInverseTranspose : WorldTnverse' |y g
i Meshbernder flomtdxd viewInverse : Viewlnverse: defc19,1,0,0,0
= ™% Light Trarsfom del_position v
& ; del_normal v
{5 GeoPipe ; Defak Spo texture diffuseTexture : Dirfuse b ot R
# Spottight Shepe

<
= ™% Dl ault Camera Trarmsfom mad rll, v0.xyz, e19.000y, €19y

string ResourceNase = "default_color.dds” | dpd oPos.x, 1, c0
= [ GeoPipe : Def aul Scers . - Ak B s Y 2t b
& Camera Shape i < >
=n :
flaat4 lightDir : Directian (Drroperves T Shader parf

=tring Object = "Directionallight”;
string Space = "World";
» = 11.0g, -1.0f, 1.0f, O.0Z1:

floard lightColor : Diffuse Frame: 0

B Perspective
string UlName = "Diffuse Light Colorm™:
string Object = "Directionallight™;

Log

Techrique: dacal Yabdated for this davice

Tachrique: decal_siha Valdabed For this davice

Creabad HLSL Effect from EffectCompder; :\Program Files\NYIDIA Corporation’
Found vald bechrique: color

Techrigque: color Validated for this device

Techraque: texture_color_sipha Yabdated for ths device

Techrique: taxture_cokor valdated for this devive

Techregua: texture_aloha Yabdated for this device

< td

i Log | G Tashs

Xut the selection and put it on the Clpboard

Puc. 8.1. Pabouee okHo FX Composer

CpenactBo paspabotku TmpujoxkeHuit FX Composer obnagaeT NOpUSTHBIM U
IJIaBHOE WHTYUTUBHO TIOHITHBIM WHTepdeiicoM, WMEIONINM CXOICTBO C
Visual C++ NET. Pa6ouee oxHo FX Composer rapMoHM4YHO pa3ieleHo Ha
MHOKECTBO PasMIMYHBIX TTO pa3Mepy OKOH, WM, KaK TIPUHSATO TOBOPUTH TIPH WC-
noje3oBaHuu FX Composer, nmaHenei. Takxke mmeercss olHO OOJbIIOE U caMoe
[JJABHOE I10 HA3HAYEHMIO OKHO TEKCTOBOIO PEIAKTOpPa, KOTOPOE IO MEpPe OTKPhI-
THSI VIV 3aKPBITUSA BCEeX TOTIONTHHUTEIBHEBIX TTaHe el COOTBETCTBEHHO YMEHBIIaeT-
¢ WM yBeMmImBaeTcs B cBoeM pasMmepe. [lpm mepBuuHoM crapte FX Composer
OTKPBIBAIOTCS BCE MAHENM, & OKHO TEKCTOBOIO PEAaKTOpa HAXOAUTCS B CepeluHe,
Kak TToKasaHo Ha puc. 8.1.

FX Composer obiagaer ocoboii TMOKOCTbIO B HACTpOKe ero uHTepdeiica, BO3-
MOXHBI JIIOObIE KOMOMHALMM IIPU OTOOPaXEHUMU COOTBETCTBYIOIIMX IaHeIei.
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JIto6y10 BEIOpaHHYIO TIAHEb MOXHO OTKDBHITh, 3aKPBITh, VIAIUTH, TTEPEMECTHUTD,
pPa3BepHyTb U T. A., U IPU DTOM AOCTYIIHA BO3MOXHOCTb MCIIOJb30BaHHS MAXe
JBYX MOHHUTOPOB I HACTPOMKM yIOOHOH BaMm KoHdurypaiuu naHeneit. Kpome
OKHA TEKCTOBOIO pelakTopa MMEIOTCI BOCeMb HacTpauBaeMbix IaHeneil: Log
(MudopmanuonHas mnaHens), Error (Ilanens owmubok), Properties (IlaHenp
cpoiict), Materials (IlaHenb co cBoiicTBamu Matepuana), Textures (TekcrypHast
naHens), Shader Perf (Ilanenb wieiigepoB), Scene (IlaHenb cueHbl) U Scene
Graph (CrpykTypHasi maHedb clieHbl). OTKpBITHE WIU 3aKpbITUE HEOoOXOANMOM
nmaHean moctynHo u3 MeHio View | Panels (Bun | TManenw). PaccmorpuM HasHa-
yeHue naHeneir FX Composer.

MaHensb Log

Dra naHejb oToOpaxaercsl, Kak TMpaBuiio, B HuxkHel yactu FX Composer, pac-
roJjiarasich 1o Bceil mupuHe padoueit TOBepXHOCTU, HO MOXKHO BbIOpaTh U Jiroboe
apyroe Mmecto mias Hee. Ilanens Log siBasieTcss wHgopMalluoHHON, Ha Hell peru-
CTPUPYIOTCS MW OTOOpaxkarTcss Bce TIPOUCXOJsIIMe cOOBITUS TIpu padoTe ¢
FX Composer, Takue KaKk OTKpBLITME M 3aKpbiThe (HAIIOB, CO3AAHKME Marepuaia,
HazHAaYe€HUEe TeKCTyp, pabora ¢ wieigepamu u 1. 4. Ha puc. 8.2 uzobpaxeHa na-
Henab Log, Ha KOTOpoil NMPUCYTCTBYIOT 3AlMCU PAa3]MYHBIX COOBITHI, IPOU30-
weaimx 3a spemsa padotsl ¢ FX Composer.

Log X

Creating Material: _22 -~
Technique: color Yalidated For this device

Technique: decal validated for this device

Technique: decal_alpha Validated For this device

Technique: color Walidated For this device

Technique: decal validated For this device

Technique:! decal_alpha Yalidated For this device

Technique: color Yalidated For this device

Technique: decal Validated For this device

Technique: decal_alpha validated For this device

Technique: color Yalidated faor this device

Technique: decal validated for this device

Technique: decal_alpha validated For this device

Created HLSL EFfect from EffectCompiler: :\Program Files\MYIDIA Corporation\MYIDIA FX Composer|\Dat
Found walid technique: color

Technique: color Yalidated Faor this device

Technique: kexture_color_alpha validated for this device

Technique: texture_color Yalidated For this device

Technique: kexture_alpha Yalidated For this device w

< >
dﬁ Log | dﬁ Tasks

Puc. 8.2. NaHenb Log

MaHenb Error

IManens omubok (Error) comepXuT TmepeuncieHne TEKCTOBOW WHbopMaluu
0 TIPOMCXOJSIIIMX ONIMOKax B paboTe Haj OlpefesieHHBIM MpoekToM. byab To
OIIMOKM KOMIWISALMM MJIM HEIpaBWIbHO c(OPMHUPOBAHHBIE CBOICTBA Marepua-
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na, Ha na”enu Error o6s3arenbHO OyAyT BbIBEIEHBI COOTBETCTBYIOIIUE 3aIUCH,
KAaK 9TO IOKa3aHo Ha puc. 8.3.

Tasks x]

Descnption -~
® Chck that the hardware supports the Yertex Shader & Piced Shader proble you sre using.

* Device max profiles: ,

Viswer_Techra?D be: Fallad bo validate bachrioue: bechure_coloe_sipha; An undsberminad smee ocoured

Wiewver_TeotureZD.Fi: Faled to validste bechraque: texture_color; /An undstermined error ocourred

Viswer_Techra?D Fe: Fallad bo valdste bachrigue: brchure_slha; An undstermined srror occurred

Wiewer_TeotureZD.Fie: Couldn't find & valld bachrigue For ffect C:\Program FilesiNYIDIA O | (24 TesctureZD.fx
Tachricque: bexchurs_cokn_sipba Faded bo valdate on tis hardwars

Technique: texture_color Faled to valdate on this hardware

Tachricue: bexctirs_alha Falisd b validabs o his hardwisrs

Faled to find 3 valid bechrigue on device for effect: CiProgram Files\NvIDLA © LA FX ComposeriDakal TexturaZD.Fx

4 >
Cilog O Tasks

Puc. 8.3. NMaxenb Error

IlepBonavyanbHo maHenb Error oroOpaxaeTcsd B HMKHEH 4yacTu pabodyero okHa
FX Composer u HaknaabiBaeTcd akkyparHo moBepx naHeau Log. B mMomeHT on-
HOBPEMEHHOIO OTKPBITUS ITHUX ABYX IaHeJed, OHUM HAaKJIAAbIBAIOTCS APYT HA Ipy-
ra, B CBSI3U ¢ 4eM (opMupyeTcsl JOTIONHUTEbHA JUHEWKa ¢ 3aKjiaaKamMu JUIst
JIOCTyMa K o0euM TaHesM, MOCMOTpUTe Ha puc. 8.3, rme 3TO O4YeHb XOpPOIIo
BunHO. OOparuTe BHUMaHKE, YTO eclii Ha 3akjianke naHeiau Log HanucaHo Log,
TO Ha 3akinajake naHeau Error mpucyrctByer Haanuchk Tasks (3amaun). Ilepekiio-
Yagch C MOMOILbIO ABYX 3aKIaA0K, MOXHO MOJYYUTb MOCTYyN K MHMOpMALUMU Ha
naHesgx Error u Log.

MaHenb Properties

Properties — 5To maHenb cBONCTB 00bEKTa ¢ HAOOPOM U3MEHSIEMBIX MapaMeTpoB
(puc. 8.4). TTanens Properties otoGpaxkaeTcsi ¢ mpaBoit ctopoHsl FX Composer,
3aHMMasl TPUMEPHO TPETHK YacTh Bceit paboueil MOBEpXHOCTH, KaK BTO TMoKasa-
Ho Ha puc. 8.1. Ilanenr Properties ucnonb3yeTcs A1 BOCCO3AAHUSI CBOMCTB Ma-
Tepuana, IBeTa, TEKCTYp O0BbEeKTa, MCIOJb3YeMbIX 3HAYEHMI MaTpUll U BEKTOPOB
B BUJE TIEPEUUCISIEMOTO Habopa MapaMeTpoB C M3MEHSIIOIUMUCS 3HAYECHUSIMMU.
Bce mmeromnuecst mapamMeTphl OTOOpaKeHBI B BUe TAOMWIIEI W3 ABYX CTOJIOIOB:
¢ JIeBOW CTOPOHBI TIPENCTaBIEHbI MapaMeTpbl 00beKTa, a ¢ MpaBoil — 3HauyeHue
JUISL Kaxaoro mnapamerpa (cMm. puc. 8.4).

Manenb Materials

C noMouwblo naHeau Materials oroOpaxkaeTcss wiM 3agaeTcsi MaTepuan sl Io-
BepxHocTH oObekTa (puc. 8.5). Ha Heil Bbl MOXeTe ycTaHABIUBaTb CBOMCTBA Ma-
Tepuajga, 3arpyxarb B IIPOGKT CBOM 0Opas3lbl WM UCIOJNb30BaTh pecypchl
FX Composer. Ho rmaBHoe 3TO TO, YTO MOXHO OTCJIEXMBaTh TMOJYYEHHBIN pe-
3y/lbTaT B peajbHoM BpeMmeHU. [lanens Materials npu 3anycke FX Composer Ha-
XOIUTCSA ¢ JIeBOI cTOpoHbI paboyero okHa FX Composer.
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Froperties
post_moscowT W

8 ¥ E
Owerbright T exture
DiffuzeT exture
AmbientT exture

ShadowT exture

C:\Program Filesshivl... = |

C:\Program FileshMYy1.. Materidls %

AP FileghMWl...
rograrn Files IEIL-? @
o R

C:\Program FileshMYy1..

B
background Il ooooom
B
deszcription Post-processing Lab
Strength 32 035 =——
Strength 128 012 fj— ” =
j (T Materials |d’5cene iaraph
Puc. 8.4. Naxenb Properties Pwuc. 8.5. MNanenb Materials

MaHenb Textures

Ha nanenu Textures MOXHO HasHayaTh TEKCTypy s Marepuana (puc. 8.6).
CylliecTByeT BO3MOXHOCTb 3arpy3Kd TEKCTyp M3 ailioB pecypca WIM MOXHO
ucnonb3oBath yxke nmeronuecs B FX Composer tekerypol. ITaHens Textures mpu
pabote HaxoauTcs ¢ JeBoi cropoHbl FX Composer. Eciu Takke OTKpbITA MaHEb

Textures x

Puc. 8.6. NMaHenb Textures
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Materials, o0e nmaHeau pacrmoyiararoTcss ofHA TOJ JAPYroi, T. €. KaXaass U3 MaHe-
Jiei TpocTo pacTsirnBaeTcsl Ha Bcio BeicoTy padbouero okHa FX Composer.

MaHenb Shader Perf

IMTanens Shader Perf, nzoOpaxenHass Ha puc. 8.7, CIyXHUT IJIs1 olleHKU 3dek-
TUBHOCTU co3aaBaemoil nporpammbl HLSL. Ilanens Shader Perf — sto BcTpoeH-
HbIH TPOPUIMPOBIIUK, UcHoab3yeMblit B FX Composer migd aHanu3a 3KcIlyara-
IIMOHHBIX TIoKazaresieit mporpammbl mielinepoB. Tekcrosast odnacts Shader Perf
COIEPXKUT OTKOMIIMJIMPOBAHHBIM acceMOnepHblil koa mnporpammbl HLSL, a ¢ no-
MOIIIbIO BCTPOEGHHOH JMHeiKu MeHio nmaHead Shader Perf moxHo monenupoBarhb
CUTYAIIUW C Pa3TNYHBIMU TpapuUUecKUMU TpolieccopaMi, YTO AaeT BO3ZMOXHOCTD
MIPOIEMOHCTPUPOBATH BOZMOXKHOCTU CO3AABAEMON IIPOrPaMMBbI.

Shader Perf x

textured + pd - Vertex Shader -~ GeForceFy 580 -

A
Target: GeForceFs 5300 Ultra (Y300 @ Unified Compiler: w61, 77
PERF: 41 instructions, 41 cycles.

W3 Inskructions: 41
ws_1 1
defc19,1,0,0,0
dcl_position «0
dcl_normal +1
del_texcoord w2
mad 10, v0.xvex, cl9oooy, c19yyyx
dp4 oPos.x, r0, cd
dp4 oPos.v, 10, ci
dp4 oPos.z, r0, c2
dp4 oPos.w, 10, 3
dp3rlx, w0, o4
dp3rl.y, w0, 5
dp3rl.z, w0, cé
mdy PO, c100w
may r0.y, c11.w
moy rl.z, c12.w
dp3r3.x, -c13, €13
add r2.xve, -rl, r0
req rlom, r3x
dp3rl.x, r2, r2

il r3ocyz, r0am, -cl3 w

< >
@Properties d‘shader Perf

Puc. 8.7. MNMaHenb Shader Perf

MaHenb Scene

Dra maHenb HeoOXomuMMa Ul MPEACTABIeHHUs] BCeil CLEHbl U IO3BOJIIET B peaib-
HOM BpeMeHU HaOII0JaTh 34 BCEBO3MOXHBIMU H3MEHEHUSIMU, CBA3AHHBIMU C
Ha3zHauYeHWeM TeKCTyp, MaTepuaia W UCTOJIb30BaHWEM BEPIIMHHBIX U TMKCEb-
HBIX 1IefiaepoB. MeeTcsl XOpolllo OTIZKEHHAass cucTeMa Ul UMIIOpTa CIIEHBI B
FX Composer. TTaneans Scene mipencraBieHa Ha puc. 8.8 U pacnojaraercst B Jie-
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BOW HMXHeN yacTu pabodero mpocTtpaHcTBa FX Composer. Ecniu oHa 3akpbiTa,
to naHenu Shader Perf u Properties pactsrubaiorcst o Bceit Boicore FX Com-
poser.

SCeng x

@U‘:’T—. v & li‘/

Frame: 88
Perspective

Puc. 8.8. NaHenb Scene

MaHenb Scene Graph

[Manens Scene Graph HeoOxomguma ISl OTOOpaxKe€HWSl IPEBOBUIHON HepapXuu
CLIEHbI, IIPEACTABJEHHONW B BUIE Habopa 3JIEMEHTOB, KaK 3TO I[0Ka3aHO Ha
puc. 8.9. DiaeMeHT B Uepapxuu MOXET IpeacTaBIATh KaMepy, CBET, TpaHchopMma-
M0 00beKTa B CTPYKTYPHOM BUJIE, YTO JOCTATOYHO CUJIBLHO objieryaet paboTy co
CIICHO! B LIEJIOM.

TekcToBbIIl pegakTop

OKHO TEKCTOBOro penakTopa, wu3o0paxkeHHoe Ha pwuc. 8.10, mpm 3amycke
FX Composer HaxoguTcs B LIEHTpe 3KpaHa. DTO camoe OO0/blIoe OKHO M3 BCEX
UMEIOLIUXCS, [MOCKOJbKY B PEJAKTOPE IMPOMCXOAUT HAOOP MCXOJHOIO Koja IIpo-
rpamMm 1ueiinepoB. Tekcrosbiid pemsakrop FX Composer o01agaeT MHTELIEKTYalb-
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Scene Graph b4

- 2%l Scene
- ™% Rook Transfarm
-5 Cbject Transform
= GeoPipe @ Teapok
& Teapot
i@ Texgen
i@ MeshMender
—-™1% Light Transform
= GeoPipe ¢ Default Spot Light
4 SpotLight Shape
=™ Defaulk Camera Transform
= Geofipe @ Default Scens Camera
i@ Camera Shape

d; Materials d%cene Graph

Puc. 8.9. MNaHenb Scene Graph

HBIMH BO3MOXHOCTsIMM. [loICBETKA CUHTAKCHCa SI3bIKA ILICHAEPOB pelieHa Ha
BBICILIEM YPOBHE, K IIPUMEPY MpU HAOOpE HMPOrpaMMHOIO Kojd II0C/Ie oleparopa
"Touka" unu "paBHO" MOXET MHOSBISATbCS MHGOPMALMOHHBIA BCIOMOIATEIbHbII
CIIUCOK ¢ TIEpEeUNCIeHNeM KITIOYEBBIX CJIOB JUTA OBICTPOi paboTHl ¢ 3jeMeHTaMU’

IporpaMMal.

PointShadowaim | 4bx
NN RN -
SAF Wertex Shaders S S PSS SSSSEE SRS PSS SEES R A PSSR PRSP RS RS REEA
SEEESE S
J// from scene cemera POV
LimZhadowVertexOutput mainCamW3 (LimS3hadowvipphata IN,

uniform float4xd4 Shadowif)
{
AdimS3hadowVertexOutput OUT = [ALimShadowWertexCutput)O;
COUT. WHormal = mul {IN.Normal, TorldITXE) .xvyz;: // world coords
float4 Po = floatd4(IN.Position.xvz, (float)l.0); /4 "P" in ohject coordinates
float4 Pw = mul (Po, WorldXf) ; A "P" in world coordinates
float4 Pl = mul (FPw, ShadowXf) ; S TP in light coords. ..
COUT.LE = P1: /4 ... for pixel-shader shadow calcs
OUT.WWiew = normalize (ViewIXE£[3] .xyz - Pw.xyz); // world coords
OUT.HPozition = wul (Po, WorldViewProjIf) ff screen clipspace coords
COUT. TV = IN.UV.xv: /4 pass-thru
OUT.Light¥ec = PointLightPos - Pw.xyz: ff world coords
return OUT;
b
w
£ »

Puc. 8.10. TekcrtoBblii pegaktop FX Composer
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MaHenb HCTPYyMEHTOB

IManens mHCTpYMeHTOB FX Composer comepXuT TpaguIIMOHHBI HAbop 3JeMeH-
TOB MEHIO M KHOIIOK OBICTPOro IOCTyMa, OKAa3aHHbIX HA puc. 8.11. Opranuzanus
MEHIO OuyeHb HamoMuHaeT MeHio cpeabl Visual Studio NET. JluHeiika MeHI0
FX Composer Bkimouaer komaHibl File (®aiin), Edit (Pegakrupopanue), View
(Bun), Build (C6opka u xomnuisaius), Animation (Anumanus), Tools (Muctpy-
MeHTBl), Window (Oxno), Help (ITomonip).

&2 NVIDIA FX Composer - [post_moscowTV]

File Edt Yiew Build Animation Tools  ‘Window Help

== - A% # &

Puc. 8.11. NaHenb nHctpymeHtoB FX Composer

MeHio File

Menio File, nzobpaxenHoe Ha puc. 8.12, cogepXuT HaA0Op KOMAaHI AJISI OTKPbI-
THUS, 3aKPbITUS, COXpaHeHMs (aiIoB MPOEKTa, UMIIOPTA U DKCIIOPTA CLEH.

B mento File nmeroTcs cimenyronie KOMaHIbL:
O New — 3arpys3ka HOBOTO MaTepuaa;

a Open — COIECPXKUT TOYCPHEC WU BJIOXKEHHOC MEHIO KOMAH] CO CICAYVIOIIUMHU
KOMaHIOaMu:

¢ Project — orkpniBaer npoekt FX Composer ¢ paciupeHusiMu fxcomposer
unu fxproj;

o Package — otkpbiBaer naker FX Composer ¢ paciuupeHusiMu fxcomposer
umu fxproj;

e Material — oTkpbiBaeT marepuan u3 dailios ¢ paciuupeHuamu fx win fxh;
e Scrip — orkpniBaeT ¢aitn NET Scripts ¢ pacluypeHussMu ¢s Uin vb;

¢ File — orkpniBaer Bce daitnbl npoekroB FX Composer;

a

Import Scene — npoU3BOAUT MMIOPT ClieHbl U3 (PAMIOB ¢ PaCIIMPEHUSIMU
nvb, ply, obj u x;

Export Scene — skcnopt cliedsl B popmare MDF (Material Dump File);
Save Project — coxpaHsieT TIpoeKT;

Save Package — coxpaHsieT maker;

Save (<Ctrl>+<S8>) — coxpaHsieT TeKyLIUil [IPOEKT;

Save As — coxpaHsgeT TeKyIUUid IPOeKT B 3aAaHHOM KaTaJIore;

guoaaaa

Print (<Ctrl>+<P>) — neyarb couepXUMOIro TEKCTOBOIO PeJaKTopa;
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W= >|

Open 4

Irport Scene. ..

Export Scene...

Save Project...

Save Package...

& Save Chel+s
Save As...
Print. .. Crl+P

Prink Presview
Prink Setup...
Sefkings...

1 moscow_postprocess

2 post_roscowTy

3 Sculpk_Wws_3_0

4 scene_sculpk

5 SDK_StripesandChecks

& C:YProgram Filesh, . \HLSL\brix

7 C:\Program Files).. . \SDK_Paint

& viewer_Diffuse

9 viewer_Basic_Material_VertexLighting

10 C:AProgram Files',. . \blurse

Exit

Puc. 8.12. MeHio File

3 Print Preview — nipenBapuTeNbHBIN MPOCMOTP Mepe Mevarbio;
3 Print Setup — ycTaHOBKM TIevary;

O Settings — ycranosku FX Composer. Ilocie stoit KomaHabl B MeH1o File uger
NepeuymcieHe IOCAeAHUX OEeCITH OTKPBITHIX (haiiaoB, KaK IOKa3aHO Ha
puc. 8.12;

O Exit — Bbixog uz FX Composer.

MeHio Edit

Ha puc. 8.13 uzobpaxerHo meHio Edit, ¢ momolnipl0 KOMaHI KOTOPOTO MOXHO
COBEpLIATh OlEepaLUX PEJAKTUPOBAHUS B TEKCTOBOM PEJAKTOPE.

B mento Edit nmerorcs cienyomue KOMaHIbL:
3 Undo (<Alt>+<Backspace>) — Ha 1ar Ha3aj WX OTMEHUTH OMEpalnio;
3 Redo (<Ctrl>+<Y>) — BO3BpaTUTh;
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[# Shift+Delete
Copy Chrl+C
B Paste Chel+Y

Select Al Chrlay
@k Find... Ctrl+F

Replace... Cerl4+H
A Toggle Bookmark Chrl+Fz2
“% Mext Bookmark Fz
“% Previous Bookmark Shift+F2

Puc. 8.13. MeHwo Edit

Cut (<Shift>+<Delete>) — ynanenme;

Copy (LCtrI>+<C>) — xonupoBaHue;

Paste (<Ctrl>+<V>) — Bcraska;

Select All (<Ctrl>+<A>) — BBIIEUTH BeCh KOJI B TEKCTOBOM PEIAKTOPE;
Find (<Ctrl>+<F>) — nHaiitu ci10Bo B (aiine;

Replace (<Ctrl>+<H>) — mepeMecTnTh;

aaoaooagaaoaq

Toggle Bookmark (<Ctrl>+<F2>) — moMeuaeT TeKCT B TEKCTOBOM peJaKTope,
Jienas 3aKnajaky;

O Next Bookmark (<F2>) — mepexon K cieayiollei 3aKIaaKe;
O Previous Bookmark (<Shift>+<F2>) — Bo3BpaT K npeablayllieil 3akiajike.

MeHio View

B meHio View cogepxarcs Bcero npe kKomaHabl: Panels (Ilanenu) u Status Bar
(TTonoca cocrosinust). Komanaa Panels uMeeT BIOXXeHHOE MEHIO C TIEPEUUCICHU-
eM Bcex gocTtynHbix maHeneit FX Composer: Log Panel, Error Panel, Properties
Panel, Materials Panel, Textures Panel, ShaderPerf Panel, Scene Panel u Scene
Graph Panel, kak mokazaHo Ha puc. 8.14. TTocTaBuB uau yopas akoK Hampo-
TUB BbIOpaHHOU maHenu B MeHio View | Panels (Bun | TTanenn), Bl aBrOMaTnye-
CKM OTKPOETE® WM 3aKpPOEeTe COOTBETCTBYWOILyl0 maHenb. Komanma Status Bar
OTKPOET WM 3aKPOET CpelcTBa paspadorku npuiaoxenuii FX Composer.

MeHio Build

B wmento Build nHaxonutcst ase komanasl Compile (Komnumisius) u Run (3a-
nyctuthb). C nmomouibio komaHabl Compile unu "ropsuux knasuin” <Ctrl>+<F7>
MPOU3BOAUTCS KOMIIWJISALMSA TEKYLIEro MPOeKTa ¢ BO3MOXHOCTBIO IIPOCMOTPA
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Standard Toolbar

Log Panel
Error Panel

Propetties Panel

[l [<]

Materials Panel

Textures Panel

ShaderPetf Panel

« | Scepe Panel

Scene araph Panel

Puc. 8.14. MeHio View, komaHga Panels

MMOJIYIEHHOTO pe3yJibTaTa B peajjbHOM BpPEMEHM, ISl 3TOTO BHIOEpUTE KOMaH-
a1y Run.

MeHio Animation

MeHnto Animation comepXuT yeTbipe KOMaH/Ibl, Ha puc. 8.15 3TO XOpoIlIo BUIHO.
KomaHbl MeHio Animation cBsi3aHbl ¢ [IaHEJbIO Scene, ¢ UX IIOMOILLbLIO MOXHO
BJIMATH HA aHUMALIMIO B OKHE MaHead Scene.

Mext Frame F10

| Prewvious Frame Fa

Stop Ctrl+B

Run Cerl4+3

Puc. 8.15. MeHio Animation

MeHio Animation coaepXuUT YeThbipe KOMaHIbL:

O Next Frame (<F10>) — ocyuiecTBasier Iepexoi IO MOCAEAOBATEIbHOCTU
UMeIoIKXcs GhpeiiMOB Beeil aHUMALIUK;

3 Previous Frame (<F9>) — mpenpinyuiuii dhpeitM aHUMallMOHHOM TocienoBa-
TEJbHOCTH;

3 Stop (KCtr[>+<B>) — ocTaHOBKa aHUMAIIUU;
O Run (KCtrl>+<G>) — Havano aHUMALIUU.

MeHio Tools

B mento Tools comepxxuTcs aBa MyHKTa, KAXKIBIM M3 KOTOPBIX MMEET HECKOJIBKO
BJIOKEHHBIX KoMaHA. [aBalite mosHakomumcsa ¢ MeH0 Tools:

O Plugins — noaxitoyaemMbie MoayJu. COnepXuT B KOMaH/IBI:
o Tools — UHCTPYMEHTHI;

e List — nepeuuciaeHue noakiwoueHHbix Moayieil B FX Composer;
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O Options — HacTpanBaeT OMIINH C TIOMOIIBI0 KOMaH/I:
e Draw Always — Bcerma prucoBaTh;
o Update Animated Materials — oOHOBJISITh TTOC/Ee U3MEHEHUS MaTepuraa.

MeHio Window

OOBIYHO B TOM MEHIO COAEpXKATCSI KOMAHIbI, ¢ IOMOIIBIO KOTOPBIX MOXHO Ha-
CTpaMBaTh HEOOXOAMMOE PACIOIOXEHME AKTMBHBIX OKOH WJIM IIaHeJed B cpemax
nporpamMmmupoBaHusi. MuctpymenTtapuit FX Composer He UCKITIOUeHNE, OH Takke
WMEET CIIEeNyIIIne CTaHAapTHbIe KOMaH/IbI:

O New Window — HOBoe OKHO;

O Cascade — oxHa KacKajaoMm;

O Tile — oTKpHITH B OTAEABHOM OKHE;
3 Arrange Icons — pasMecTUTh UKOHKH;

O Windows — OTKPLBIBAECT TNAJTOTOBOEC OKHO CO CITUCKOM AaKTWUBHBIX OKOH.

MeHio Help

B menio Help pacronoxeHbl KOMaHIbl, CBSI3aHHBIE C KOHTEKCTHOM CIIPaBKOIl
FX Composer:

O About FX Composer — pacckasbiBaer o FX Composer;

O Semantics & Annotations — cemMaHTHKa U aHHOTAIUS, UCIIOJb3yeMasl TIpU pa-
oote ¢ FX Composer;

3 Show Tips — cripaBouyHbIe 3aMEeTKHA Ha KaXIbIi IeHb.

WNurepdeitic nactpymentapust FX Composer nocTaroyHo cOalaHCUpPOBAH U XO-
polIo TIPOJYyMaH, a TJIaBHOE WHTYUTUBHO TOHSTEH. B cheaytolel riaBe Mbl pac-
cMmoTpuM BodMoxkHocT FX Composer ipu paboTe ¢ 1ieiiaepamiu.



rMABA 9

Pabota ¢ MHCTpyMeHTapuem
FX Composer

B FX Composer, KpoMe cO3MaHUS TPEXMEPHBIX CIIEH, WMeeTcs BO3MOXHOCTH
AMIIOPTA CIIEHBI, YTO W SIBJISIETCST OCHOBHOW HAINpaBIeHHOCTHIO JAHHOTO WHCTPY-
MeHTapust. st Toro dYTOOBI 3arpy3WThb CIIeHy, BBEIOGpUTE B JIMHEHKe MEHIO
FX Composer xomanay File | Import Scene (Maiin | MUMmmnopr cueHbl) ¥4 B I10-
SIBUBILIEMCS IUATOrOBOM OKHE BblOepuTe HeoOXxoauMblil daiin. MHcTpyMeHTapuit
FX Composer nomaepxuBaeT 3arpy3Kky daiiioB ¢ paciudpeHusamu nvb, ply, obj, x.
3arpyxenHas TpexmepHad cueHa B FX Composer OymeT oTpaxeHa HAa HaHEIN
Scene (ITanennb crieHbI), TAe BB CMOXeTe TIPOM3BOANTHL DKCTIEPUMEHTHI Haj Te-
KyimuM npoektoM. Taxke wuHctpymeHTapuit FX Composer cogepxut Oofee
165 pasnuuHbIX 3¢ )eKTOB, DOCTYIHBIX A/ UCIOIb30BAHUSI B MPOEKTAX. DKCIOPT
CO3MaHHOM CIIeHBI MOXHO TIPOW3BECTH BHIOpaB B JmHelKe MeHo FX Composer
komanay File | Export Scene (Daiin | Dkcnopr cueHbl).

FX Composer B cBoem coctaBe umeet dojee 50 npoekToB. [lo ymonyaHuto aii-
JIBI TIpOeKTa HaxoJsTcsl B Karanore ycraHoBku FX Composer B manke NVIDIA
FX Composer/MEDIA/projects u coxpaHsSIoTcs ¢ pacluupeHusiMu fXxcomposer
unu fxproj. @aiin npoexra FXCOMPOSER — 3T0 0ObIKHOBEHHBIIA 3aapXUBUPO-
BaHHBI aiin, comepxKalluii OMUCAHUE TPEXMEPHOH CLEHbI M COCTOSIIMA M3
claeaylomux ¢aiios:

3 SceneGraph.xml — 3ToT ¢haiiyl 0XBaThIBAET ONMCAHUE CLEHBl U MaTepUAaNOB
B ¢opmare XML;

O Binary.bin — OMHAapHbIA KOMIIOHEHT, BKIIOYAIOIIWKA MAII M AHUMALMOHHLIE
JAaHHBIE;

O *.fx — pabouue dailibl U TEKCTYPHL.

OcHOBHOW TpoeKTHHIN (aitn — 310 daitn dhopmarta XML, coaepxamuii onuca-
HHE BCero TpoeKTa, a UMEHHO: Bepcuio daitna anst kommoHoBku FX Composer,
IyTh MOMCKA HMMEIOIMXCI (ailoB, Marepuaibl, rpaduyecKue MaHHbIEC, CIELM-
aNbHBIE MApaMeTPhl CLEHbI, OOBEKTHI.
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B nomonHenue K mpoekTHbIM daitaMm FX Composer BKITIOUaeT HECKOJbKO aii-
jnoB kKoHdurypauuu (Configuration files), Haxomsdiuuxcs B KaTajore yCTaHOBKM
FX Composer B manke NVIDIA FX Composer\data, ¢ TOMOIIM KOTOPBIX MOXHO
MIPOU3BOAUTL U3MeHeHUsl B KoHdurypauun FX Composer. UMeloTes caenyoliue
KOH(UIYypauUOHHbIE (haiisibl:

O fxcomposer config.xml — coaepXUT CIUCOK CTAHAAPTHBLIX MATEPUATOB, KOTO-
pble IMPUMEHSIIOTCA B CLIEHE, TAKXKe MMEETCS BO3MOXKHOCTh A00ABIATb B CIIM-
COK CBOW MaTepHAaITH;

3 fxedit.xml — B 3TOM (paiine HAXoAATCSI CUHTAKCUYECKUE MpPaBUIa AJiSI TEKCTO-
Boro peaakropa FX Composer;

O fxmapping.xml —  mpeacraBasier  Habop  CEMAHTUKM U AHHOTALMU
FX Composer;

O defaultscene.fx — cogepXuT NPOCTEUIINA CIHUCOK KOMAH/ TPEXMEPHOM CLEHBI
JUISl OUMCTKU )OHA U NPOPUCOBKU OOBEKTOB B CLIEHE;

O plugins.inf — cogepxXuT nepedrcieHue JOIOIHEHUI K CLEHE.

MpumeyaHune

KomnaHnsa NVIDIA pa6GoTaeT Hag WHCTPyMEHTalnbHbIM MakeToM pa3paboTyMKoB
SDK FX Composer, HanpaBneHHbIM Ha BO3MOXHOCTb MOAKIHOYEHUSA LAOMNOSNHUTENb-
HbIx mogynen k FX Composer, cosgaBaembix CTOPOHHUMU MPON3BOANTENAMMU.

OT1KpoiiTe Bce nepevuciaeHHble paHee ¢aiiibl KoHpurypauun FX Composer, Ha-
npumMep, ¢ mnomoluibio Opaysepa Internet Explorer wiu Opera U 03HaKOMbTECH
¢ coliepXaHueM 3TUX ¢haisios.

[Ipu padore Hag TpexmepHoil cueHoll B FX Composer Bbl Oyaere MOCTOSSHHO 00-
pallaThCd K pa3aiMYHbIM IAHEISIM MHCTPYMEHTApus, HeOOXOAMMbIM ISl Hamuca-
HUS Koja IIeiaepoB, Ha3HAYeHUs MaTepuaja WIM TEKCTYPhI, 3arpy3Kd HOBOTO
00beKTa, U3MEHEHUSI CBOMCTB KamMephl U T. . ITosTOMy MMeeT CMBICT OCTaHO-
BUTbCS Ha paboTe KakOoil W3 TaHesel OTAEIbHO, pacCMOTPEB MHOXECTBEHHEIS
HioaHchwl. Tloxanyit, camble rmaBHble maHenn B FX Composer — 3To maHe b cIie-
Hbl U IIaHEeNlb TeKCTOBOro pegakTopa. C o630pa BO3MOXHOCTEN 3TUX MaHEISH Mbl
M HAYHEM aHaJu3upoBaTh docrouHcTBa U noteHuuan FX Composer.

NMaHenb cueHbl

ITaHens cueHbl (Scene) oTpaxkaeT TeKYIIyIO clieHy mpoekTa. Kak yxke roBopuioch
B CAaMOM Hayajie TJIaBbl, MOXHO KaK 3arpyxatb CleHYy, TaK U CO3JaBaTb WJIU UC-
[0/1b30BaTh roroBbie cueHbl U3 FX Composer. Ilanenb cueHbl MHCTPYMEHTAPUS
FX Composer obiaagaer OorareiiinumM Ha0OPOM BU3YaJbHBIX MHCTPYMEHTOB, YTO
JejaeT padory upe3BblyaliHO KomgopTHoil. Ilpu pabore ¢ 00beKTaMU CLEHbI
MOXHO M3MEHATh WM Ha3HAYaTb HOBbIE TEKCTYPhl M MaTepual, MPUMEHITh pas-
HOOOpa3HBIe MCTOYHUKU OCBEIEHHS, DKCIePUMEHTHPOBATh ¢ HAOOpOM BCEBO3-
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MOXHEBIX KaMmep, IpOCIeKNBaTh aHMMAIMOHHYIO IIOCJIEIOBATEIbHOCTE (PpeiiMOB
CLIEHBI, IepeMellaTh U TpaHChOPMUPOBaATh J00Obe 00beKThl cleHbl. Bece mepe-
YUCJAEHHbIE JEHCTBUS PEalu30BbIBAIOTCS C IIOMOLIbIO BU3YalbHbIX CPEICTB
FX Composer 0e3 HeoOXOIMMOCTU M3MEHEHHMS MCXOAHOIO KOAAa IIPOEKTa B TEeK-
cToBOM pegakTope. Hampumep, mas Toro 4tobGbl HA3HAYUTh HOBBII Marepuas
00BEKTY, BBUICINTE HYXXHBII OOBEKT Ha IMaHEIW CIEHBI, MEJIKHYB Ha HeM JIeBOM
KHOTIKOW MBIIIH, a HA MaHEIN MaTepUaTbHBIX CBOMCTB MoabepuTe HeOoOXOOUMBII
MaTepuaj, BHIICINB €ro ¢ MOMOIIBIO JISBOTO IIETYKAa MBI, U HAXKMHUTE KHOTKY
Apply Material (TlpumeHuTh MaTepuall) Ha TOW Ke MaHEIW MaTepUuaTbHBIX
cBoiicTB. M HesaMeIIUTEIbHO B pealbHOM BPEMEHM HA MaHeJ U CLEHbl BhIOpaH-
HbLl 0OBbEKT NPUMET U3MEHEHHBIE CBOICTBA MaTepuaa.

Ha naHenu cueHbl MMeeTCs MHCTPYMEHTAIbHAs JMHENHKA ¢ KOMIUIEKTOM KHOIIOK
ObICTPOro JA0CTYIA, U300PaXEHHBIX HA pUC. 9.1, ¢ MOMOILbIO KOTOPbIX OCYILIECTB-
Jigercs paboTa ¢ 00beKTAMU CLEHDI.

Scene
@x_?*:’T—p b g E/

Puc. 9.1. Knonkun 6bICTpOro octyna naHenm CueHbl

CrneBa HampaBo Ha puc. 9.1 pacrnonaratorcst cieayiole KHOMKK ObICTPOro noc-
Tyma:

Select Object — pexkxM BEIOOpA 0OBEKTA;

Rotate Object — BpaieHre 00BEKTA;

Move Object — nepeMellieHue 0OBEKTA;

Scale Object — npubaMXKEeHUE WIK yIaJleHUe 00beKTa;

aaoaaoaq

Rotate Scene — BpalIcHNUE CIEHBI, BKITIOYas BCE OOBEKTHI 1 WCTOYHWUKU CBE-
Ta,

>

O Pan Scene — nmaHopaMUpOBaHWE CIEHBI, BKITIOYAsT BCe OOBEKTHI M MCTOUHUKU
CBETA;

3 Dolly Scene — npubakeHue WK yoajleHWe CIEHBI, BKIHOYasl Bce OOBEKTH U
WCTOYHWKN CBETa;

O Zoom Extents — peaibHBIN pa3Mep B ITPOCTPAHCTRE;
O Stop Animation (<Ctrl>+<B>) — ocTaHOBUTh AHUMALIUIO;
@3 Run Animation (<Ctrl>+<G>) — BKIIOUUTb aHUMALIUIO.

KoMIuiekT KHOMOK OBICTPOro HOoCTyIla Takke IMpomyOiMpoBaH KOMaHIAMU U3
KOHTEKCTHOTO MEHIO, IMOSBIIOMIMMUCS MPU HAKATUM MPABOM KHOINKU MBI B
00JIaCTU MMaHe U CLUEHBI U MpU Bhibope B MuHeliku MeHio FX Composer KOMaHabI
Animation (Anumanus). Komanga MeHio Animation, kpoMe AByx KomaHn Stop
Animation (OctaHoBuTh aHuManuio) 1 Run Animation (3amyctuTe aHUMAINIO),
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COMIEPXUT ellle JBe JOMoJHUTeNbHbie KoMaHabl Next Frame (Crenyromuit
¢peitm) u Previous Frame (Ilpeabiayuiunii ¢ppeiim), M03BOJSIOIIME IEPEMEILAThCS
[0 UMEILIENHCS MOCAeN0BATEIbHOCTU (PPEMOB CLIEHBI, JaBas BO3MOXHOCTb OT-
CJIEKUBATD I10LLIATOBbIE U3MEHEHUS B CLEHE.

Mg paboTel ¢ 00beKTaMU clLeHbI, 3arpyxkeHHbiMH B FX Composer, oueHb ymo0-
HO HCIIOJb30BaTh KOHTEKCTHOE MEHIO, IMOSBISIONIeeCcd IIPU HAXATUM MPaBoOi
KHOIIKO# MBIIIK B obnacTu naHenau Scene (puc. 9.2).

SCene X

@U':’T—» & gH li‘/

Frame: 51
Perspective

Scene

Camera

Mew Scene From Shape

Create

Puc. 9.2. NaHenb Scene ¢ KOHTEKCTHLIM MEHIO KOMaHJ,

KontekcTtHOE MEHIO COACPKUT YETbIPE KOMAHAbI, KaX/1ad M3 KOTOPbIX UMEET Pl
BJIO2KCHHbIX KOMAHI, OTOGpEDKalOLLLI/IXCH 4ye€pe3 BTOPHUYHBIC MEHIO, 4 HEKOTOPLIC
KOMaHIbl U3 BTOPUYHOIO MEHKO BKIIHOYAIOT B cebs elme Ha60p KOMaHI. HOSTOMY
paccMOTpUM KOMAHIbl KOHTEKCTHOIO MCEHIO TIAHEIU Scene B BUIE CITUCKa, CO-
Omonast TIOPAIOK BJIOXKEHHOCTH KOMaH/.
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O Scene — BKIIOYAET CIICAYIOINNE KOMAaHIbI I p3_60TI)I ¢ 00BEeKTaMU CIIEHEI:

Render Options — onuuu peHaepunra. CoJepXUT NOMOJHUTENbHbIE
KOMAaH/IBI:

[u}

[u}

o

o

Wireframe — kapkacHBbIN BUJ 00BEKTA;

No Cull — 6e3 orceueHus;

Show Normals — nokasatb HopMaau o0bEeKTa;

Show Bounding Boxes — noxasaTh OrpaHUYUTENbHYIO 00JaCTh 0OBEKTA,
Show Transform Hierarchy — moka3zarte uepapxuio TpaHchopmalini;
Show Lights — moka3aTb UCTOUHUK CBETA;

Show Camera — mokasaTb Kamepy;

Manipulate — gonycTUMble MaHUIYIIUUM Han O00OBEKTOM cligHbl. Mmelor-
cs CJIEMYIOEe KOMAaHIbL:

o

o

o

Select Object — BLIOpaTh OOBEKT;
Rotate — BpainieHue o0beKTa;

Pan — manopaMupoBaHWe CIIEHBI, BKIOYAS BCe OOBEKTH U MCTOYHUKH
CBETa;

Dolly — nipubnukeHne WiIn yaaneHue CUEHBI, BKIIOYas BCe OOBEKTHI W
HWCTOYHWKH CBETA;

Zoom Extents — peanbHBI pazMep B MPOCTPaHCTBE;
Move Object — nepemelnieHne oObEKTa;
Scale Object — npubnxeHue Wiu yaajieHre oObeKTa;

Rotate Scene — BpallieHne CLEHBI, BKIIOUAsg Bce OOBEKTHl U1 UCTOUHUKU
CBeTa;

Properties — cBoiicTBa BEIOPAHHOTO OOBEKTA.

3 Camera — BBEIOOp KaMepwl IS clleHBl. EcTh TONBKO OlHA KOMAaHJA:

Default Scene Camera — 3ajeiicTBOBaTH KaMepy MO YMOTYAHMIO.

3 New Scene From Shape — dopmupoBarth HOBBIN BUA clieHBl. st aTOM OT-
MV MEHIO JOCTYITHBI CITeAyIolIe KOMaHIb:

PlaneYX — mman mo ocsaim Y u1 X

PlaneXZ — mad o ocsim X u Z;

PlaneZY — nnaH no ocsaM Z 1 Y

Teapot — yalinuk;

Spiral — cniupains;

3DText — TpexMepHBIA TEKCT;
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e Sphere — cdepa;

e Cylinder — mwmHIp;
e Cyclide — nuxionaa;
o Cube — ky0;

e Torus — nosykpyr.

O Create — co3gaHue HOBOTO BUJA MCTOYHMKA CBETAa U OOBEKTA C MOMOLIbIO
CJICOYIOIINX KOMAHII:

e Point Light — Toye4HbI MCTOYHUK CBETA;

e Spot Light — npoXeKTOpPHbII UCTOUHUK CBETA;
¢ Directional Light — mapamienbHBIN WIN HAMTpaBIeHHBI UCTOUHUK CBETA;
e PlaneYX — mran mo ocaMm Y u X;

e PlaneXZ — nan mo ocsaim X u Z;

e PlaneZY — nnan o ocsiM Z u Y,

e Teapot — vaitHUK;

e Spiral — cnupanb;

o 3DText — TpexMepHBIH TEKCT;

e Sphere — cdepa;

e Cylinder — nunuHAp;

o Cyclide — unknonna;

e Cube — xy0;

e Torus — moaykpyr.

Bribupas HeoOXoauMble KOMAaHIbl U3 KOHTEKCTHOTO MEHIO MaHEIN CIEHBI, BB
MoOXeTe paboTaTh ¢ 0OBEKTAMU CLEHBI B PeaJIbHOM BPEMEHU, BCe MPOU3BeIeHHbIE
oTIepAIINT MOMEHTATLHO BCTYIAIOT B crimy. CleskKeHUe 3a TPOIeccoM U3MEHEHHS
paboTHl CIIeHBI 6e3 TMepPeKOMIMIISAIINT TTPOEKTa — OYeHb XOPOIIas BO3MOXHOCTD
Kak UIS TIPOTPAMMUCTOB, TaK W IS XYAOKHHUKOB. BsanmMomeicTBue oOBEKTOB
CITeHBI TIPOEKTa TaKKe HAMPSMYIO CBs3aHo ¢ uMetonmMucs madensMu FX Com-
poser, obcyxkneHue (YHKIMOHAIA KOTOPBIX XIET Bac Iajee B KOHTEKCTe OTOM
[JIABBIL.

TeKCTOBbIN peaaKkTop

HMHrennexkTyaabHble BO3MOXHOCTU TeKcToBoro pepakropa FX Composer cpaBHU-
Mbl C JIYYILMMU K3€MIUIIpaMM BbIOYLIEHHBIX CPEACTB B 00aCTU IPOrpaMMUpPO-
BaHwms. O0mamasi CHHTAKCMYECKON TOACBETKON M yaoOHOM (pyHKIIME! IpemrocTan-
JIeHus KioueBblx cjioB st sisbika HLSL, texkcrosbiit pemakrop FX Composer
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TTO3BOJISIET TPOTPAMMUCTY paboraTh Topasmo >ddekTuBHee. Pemaktuposanme
[POrpaMMHOIO KOJAa IIPOUCXOAMUT C IOMOLIbI0 "ropsumx” KiaaBuiu Jubo depes
MeHio Edit. K coxanenuio, dpyHKIMK pabOTbl ¢ KOHTEKCTHBIM MEHIO peaakTopa
FX Composer 1.5 "Hegoctynnbl. Ho uMeercss BO3MOXHOCTb pelakiiuy 3HAYeHUI
JUI DJIEMEHTOB CIIEHBI ¢ IMOMOIIbIO IaHe u Properties, o KOTopoii Bbl y3HaeTe U3
pazo. "llaneav ceoticme"” smoii enasvi. Bo BceM OCTalbHOM paboTa ¢ UCXOAHBIM
KOJIOM TIpOEKTa TIPOTpaMM IIMeHIepoB B TEKCTOBOM PElaKTOpe Majio YeM OTINda-
etrcs ot pabotel B Visual Studio .NET.

Taxkxe B nHcTpyMeHTapun FX Composer iperycMoTpeHa BO3MOXKHOCTB paboThl €
HEKOTOPBIMU KOMaHJIaMM s3bika XML, KoTopbie ¢ MTOMOIIBI0 TEKCTOBOTO penak-
TOpa MOXHO TIOMECTHUTb B Hayajo UCXOAHOTO Koja B 00JacTb KOMMEHTApUEB.
Cxema paboThl KOMaH[, 3aKjII04aeTcsl B MCIOAB30BAHMU CAENyIOLIel KOHCTPYK-
LMY KOJA:

<scene_ commands>
// ommMcaHme OeMCTBUIL C IOMOWBI KOMAHII
</scene_ commands>

B FX Composer npeaycMoTpeHo HeOOJIblIoe KOJMYECTBO KOMaH], OCHOBHbIE U3
HUX IepeuyucieHsl B Taou. 9.1.

Ta6nuya 9.1. KomaHgw FX Composer

Komangbl HasHaueHune

clear Ounwaet upeTom obnactb akpaHa, bycep rnybuHbl u Tpa-
capeta

draw Pucyet 6ydbep n 06beKThI CLEHDI

settechnique BBogut B cuny ycTaHOBMEHHbIE N3MEHEHUs

setcolortarget Pucyet Tekctypy

setdepthstenciltarget | NameHseT bychep rny6uHb

IMoapobrayo wHdoOpMaIio 0 KOMaHAaX BBl CMOXeTe HalTH B JOKyMEHTAIIMHN
Kk FX Composer.

NMaHenb CBONCTB

ITanens cBoiictB (Properties) BbllToTHEHa B BUAe TaOIUIBI U3 JABYX CTOJIOIOB.
JleBolii cToiOel Ha maHenu Properties BKJIIOYaeT MOCTPOYHBIN TepeuyeHb CBOWCTB
00beKTa TPOEKTa, a TMpaBblil CTOMOEll — 3aJaHHble 3HAUYEHUS ISl KaKAOTo U3
nmapaMmeTpoB. Hampumep, Ha puc. 9.3 Bl yBuauTe naHenb Properties mpoekra
BumpPlasticPerf u3 kartanora ycranosku FX Composer, Haxomsilerocs B IalKe
NVIDIA FX Composer/MEDIA/projects/tutorials.
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Properties x
BumpFlasticPert

g’ ¥
=]
diffuseT exture C:%Program Files'NVID1A Corparation\ MWD 14 F< ComposersMEDIANHLSL textur...
normaltd ap C:%Program Files\NYI1D14 Corporation' MWD 14 Fx Compozer'bE DLANHLSL_textur
=]
Dir Light Color [ ] e
ambientColor | REEE
diffuzeCalor l:‘ =5e5es
specularColar . FiEE -

worldhatrix 0.85-0.24 0.46 0.00 -0.47 -0.75 0.47 0.00 0.23 -0.62 -0.75 0.00 -0.08 0.00 0.00 1
world M atrix 0.85 -0.47 0.230.00-0.24 -0.75 -0.62 0.00 0.46 0.47 -0.750.00 0.07 -0.04 0.021...
vavphd atrix 0.09-0.16 0.83 0.83-0.10-0.85 0.30 0.30 0.03 -0.82 -0.48 -0.48 -0.01 -0.01 2.93
wiewlMatrix 0.589 -0.00 -0.46 0.00 0.06 0.99 0.11 0.000.46-0.130.88 0.00-1.390.39 -2.67 1....
Light direction 0.00, 000, 1.00

burmpHeight 217 )
Technique Step?

Propertias ‘ dgshader Perf

Puc. 9.3. NMaHenb Properties npoekra BumpPlasticPerf

B nmpoekte BumpPlasticPerf Ha manenu Properties nmetoinnecs: cBoiicTBa oObekTa
oTcoptupoBaHbl Ha rpynnbl: Textures (Tekctypni), Colors (IIseta), Parameters
(ITapametpbr). Kaxnast Tpymnmna coaepXuT Habop TapaMeTpoB, JOCTYIHBIX s
penakTUPOBaHM, a TaKXKe MMeeT yIoOHOe CBOMCTBO IPOCMOTpa OJ0KA MCXOTHO-
ro Koma IS KaXIOro IapaMeTpa, KOTOPbI MCIOJB3YyeTCs B Koie lIeiaepoB U
JOCTYIIeH 4Yepe3 TeKCTOBbI peaakTop. Eciu Bbl 1IEIKHUTE MpaBoi KHOIKOM
MBIIIIM B JE€BOM CTOJIOLIE HA HA3BaHMU HY:XKHOIO BaM MapaMeTpa, TO OTKPOETCs
HebobIoe JUATOTOBOE OKHO C TPOTPaMMHBIM OJIOKOM Koja JUIsi BHIOpAaHHOTO
nmapaMerpa. [TocMoTpute Ha puc. 9.4, rme M300pakxeHo AUATOTOBOE OKHO Mapa-
Metpa ambientColor rpymnmel Colors mpoekra BumpPlasticPerf.

Takoe nWamorOBOE OKHO CBOWCTB OOBEKTA NOCTYITHO UIS KaKIOTO TapaMeTpa.
OHo GYHKIIMOHWpPYET B KadecTBe WHHOPMAITMOHHOM MaHeIn, 1aBasg BO3MOX-
HOCTb TIPOTPAMMHUCTY HEe TPaTHTh BpeMs Ha TIOWCK OJIOKOB MCXOMHOTO Koaa I
KaXJ0To TiapaMmeTrpa B TEKCTOBOM pefakTope. To ecTh, TIPOCMOTPEB CEMAaHTHKY
KOJIa B AMAJOrOBOM OKHE [JIs1 BLIOPAHHOIO I1apaMeTpa, Bl TYT XK€ MOXETe IpH-
CTYIUTb K peJaklliu ero 3HauyeHui.

IMpaBwiit cronbeir B okHe Properties comepXuT 3amaHHble 3HAUEHUST TTapaMeTpoB,
KOTOpBIE JOCTYITHEI JUTSl pelakIIii KakK B UCXOTHOM KOJAE MpOTpaMMBl HIEHIepoB
yepe3 TEKCTOBBI PeJakTop, Tak U yepes naHeiab Properties. Haxas neBoil kHoIl-
KOl MBIIIK B TIpaBoM cTosidlie nmaHenu Properties HampoTUB Ha3BaHUS OJHOTO U3
MapaMeTpoB, BBl CMOXETE pedaKTHPOBATh 3HAUEHWS BBIOPAHHOTO MapaMeTpa.
B 3aBHCHMOCTH OT TOro, Kakoe M3 CBOUCTB 00BbEKTa OBLIO BBIOPAHO, OTKPOIOTCS
pasInYHBIe pedakTophl cBOMCTB. [lpn mamMeHeHWM 3HAYCHWI MapaMeTpoOB B 3TUX
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pemakTopax TIPOMCXOAUT aBTOMAaTHYecKasr 3aMeHa B WCXOTHOM Koje, KOTOPHIi
JOCTyTneH uepe3 TekcToBbi pemaktop FX Compose. Hampumep, B TpoekTe
BumpPlasticPerf cymecrBytor Tpu rpynnsi: Textures (Tekctypsi), Colors (1lsera)
u Parameters (ITapamerpsr). Kaxnas rpymnma mMeeT cBOoM WHIWBUAYalbHBIE pe-
JTAKTOPHI JUTST U3MEHEHN 3HAYCHWIM TTapaMeTpoB MTPOEKTa.

@ 1

M Parameter @
Scene Connection
Parameter: ambientColor |
floatd ambientColor : AMBIENT
={1.000000e-001, 1.000000-001, 1.000000e-001, 0.000000=+000}
< >

Puc. 9.4. [lnanoroBoe okHO ansi napameTtpa ambientColor

TexcTypHasa rpynmna mapaMeTpoB CIYXKMT I pelakilyM, a TouyHee IS IPOCTOi
3arpy3ku TEKCTypbl 4epe3 auanoroBoe okHo OTKpwiTh (Open), KOTOpoe CTAHO-
BUTCS IOCTYTIHBIM TIPW 1IeJTYKE JIeBOW KHOIMKKM MBIIIK B okKHe Properties B mpa-
BOM CTOJIOLE 3HaueHuii napamerpoB. Ha puc. 9.5 n3obpaxeHo 11MaloroBoe OKHO
OTKpBITD /U151 TEKCTYPHOR TPYIIIbI IapaAMETPOB.

BbiOpaB ¢ moMolibi0 IMaToroBoro okHa OTKpPBITh HEOOXOMMMBIH BUI TEKCTYPHI,
BBl 3arpysute ee B mpoekT. MHctpymenTapuii FX Composer moaaep:kuBaeT TekK-
CTYpHI ¢ pactmpeHusiMu dds, png, ipg, bmp, tiff, tif u tga.

I'pynna Colors mpoekta BumpPlasticPerf cogepxuT psin mepeMeHHBIX, 3a8Jal0LIKX
IIBETOBYIO COCTaBIsIONIYD. M3MEHeHHWe 3TOU TpyNIibl JEMEHTOB MPOUCXOAUT C
nomolibio peaakropa Colors, KOTOPbIA CTAHOBUTCI MOCTYNEH IPU HAXATUU Je-
BOIl KHOIIKM MbIlIM B okHe Properties B IpaBoMm cTO0LE 3HAYEHUI MAPAMETPOB
st mpoekta BumpPlasticPerf.

Huanoropoe okHo penakropa Colors cocrouT u3 AByX BKIagokK (puc. 9.6):
Standard (Crangapr) u Custom (Bwidopounniit). Ha Bkmaake Standard BbiGop
3HAYEHMS LIBETA IPOUCXOAMT C IOMOIIbBIO IIBETOBOH IaMMbI, IIEJKHYB Ha KOTO-
poil 1eBOil KHONKOI MBIIIM BBl HA3HAYMTE 3HAYEHME LIBETA IS IapaMerpa u3
rpynmsl Colors. Bropas Bkiagka Custom okHa Colors conepXHUT TakKe 1IBETOBYIO
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raMMy U IIeCTb CIEAYIOUINUX JOTIOJHUTENbHBIX WHKPEMEHTHBIX PperyJsiTopoB
(up-down control):

O Hue — OTTEHKU LIBETA;
O Sat — xapakTepUCTUKA WHTEHCUBHOCTH IIBETA;

O Lum — spKocTh 1IBETA;

=

OmHpbITh

MNanka: |E} HLSL_testures j r:_ni( E-

@ default_bump

@ default_bump_rormal
@ defaulk_color

@ defaulk_gloss

@ default_reflection

s

m 2
0

@ !
=

i

N

Patoudi cron

.L«'

b om gokyrEeHTEl

@

Mok korneTep

Cetesoe Wraa alina: default_calor - OTrpeme |
OKPYHEHWE
Twn $akinoe: Texture Fil * bmp,”. OrrdeHa

Puc. 9.5. lnanorosoe okHO OTKPbITb

=

Cancel

Colors Colo E|

Standard l Custom] Standard  Custom I

Colars: Colors:
Cancel

Hue: |I 4: Red: |127 4:
Sak |0 4: Green: |127 4:

*‘ Lume [127 =] Blue: [127 =
Current

Current

a) 6)

Puc. 9.6. OkHo peaakTopa Colors; a) Bknagka Standart; 6) Bknagka Custom
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O Red — KpacHbIif 1IBET;
O Green — 3¢/ICHBIN 1IBET;
O Blue — rony0oii 1BeT.

IllecTb MHKPEMEHTHBIX PEryIITOPOB COAEPXKAT LieJOYMCIeHHble 3HayeHus or
o 255, 3ajaionie LBETOBYIO COCTABJISIIOLLYIO ML BBIOPAHHOIO Hapamerpa Lpyll-
el Colors.

Cuenyroiuag rpynma Parameters Ha nanenu Properties npoekta BumpPlasticPerf
BKJTIOYAET OCTAaBIIMECS] TIepEeYUCICHUST TIapaMeTpoB MPOEKTa — 3TO MOTYT OBITh
Bce BUJIbI MaTpUIl, BEKTOPHI, OyJeBbl 3HaueHus1 U T. A. [ pynmna Parameters umMeer
B CBOEM COCTaBE€ MHOXECTBO PA3IMYHBIX PENAKTOPOB, TEKCTOBBIE TIOJS, JIMHEH-
HBIE PETYJISTOPBI, CIMUCKHU, CIENUaIU3UPOBaHHbIC THATOTOBBIE OKHA, HallpuMep
Ha puc. 9.7 npeiacrapieHO AMAIOrOBOE OKHO Ui Marpulibl Buga viewlMatrix Ha
naHesau Properties mpoekta BumpPlasticPerf.

viewIMatrix

0.857019 -2.03343.. -0.461733 0
00597244 | 0,991599 0114734 i}
0.457854 -0.129348 | 0.579563 0
-1.3887 0392321 -2.66779 1

Puc. 9.7. Cneunann3npoBaHHoe AnanoroBoe OKHO Ansi paboTbl C MaTpuuamm

Ha naHenu cBOMCTB €lle MMEETCs CBOS JIMHEMKA MHCTPYMEHTAJIbHBIX CPEICTB C
KHOTNIKaMHM OBICTPOTO JOCTyMa, M300paxkeHHBIMU Ha puc. 9.8. Bcero cymectByer
Tpu KHoTiKU: Reset to defaults (Copoc HacTpoek), Delete Keys (Yaanuth Kimoumn)
n Save (Coxpanauts). C moMmoibio kHOnKH Reset to defaults mponsBoanTcs ycra-
HOBKa 3HaueHui 1mo ymomuyaHuto, KHomnka Delete Keys ciayxut mist copoca usme-
HEeHHBIX 3HAYE€HU 1O IEePBOHAYAIbHBIX HACTPOEK U KHOIKA Save COXpaHseT Te-
KyLIUE HACTPOUKU.

Puc. 9.8. Knonku 6eicTporo gocTtyna Ha naHenu Properties

[lpu HaBemeHMU Kypcopa Ha KHOIKU OBICTPOro AOCTYIA IOSBISAETCS KOHTEKCT-
Hasg MOACKA3Ka, IMO3TOMY Pazo0paThcsd, Kakas M3 KHOINOK OCYIIECTBISET Ty WU
HMHYIO KOMaHAy, OyIeT MpocTo.

TekcTypHas naHesb

Ha rexcrypHoii manenu (Textures) rpaduyecku NnpeacraBieHbl 3aaeiCTBOBAHHbIE
TeKCTyphbl IpoekTa. Ilpu 1ieqyke mpaBoil KHOIKM MBbIIIM HAa OTHON U3 TEKCTYD
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MOABJIAACTCA KOHTCKCTHOC MCHIO C HaGOpOM KOMaHI, HSOGpﬁ)KCHHOC Ha puc. 9.9.
KomaHabl KOHTEKCTHOTO MEHIO COIACP2KAT BJIOKCHHDBIC BTOPUYHBIC MEHIO.

PaCCMOTpI/IM COOCPKMMOEC KOHTCKCTHOIO MCHIO TCKCTypHOﬁ TTaHEIN:

O Channels — BbrIOOp KaHAJIOB IBeTAa. JTa KOMAH/IA COAEPXKUT BTOPUYHOE MEHIO
CO CJICAYIOINMI KOMaHIAMM:

¢ Red — xpacHbIii;

e Green — 3ejieHbli;

¢ Blue — rony6oii;

e Alpha — annda-kaHan.

O Source — HCTOYHUK, B KOTOPBIA pUCyeTcs TeKcTypa. MMeIoTcsl BlOXEeHHbIE
KOMAaHbl:

e Scene — clieHa;
e Material — matepua.

O Dimensions — mpejacTapieHre pasMepa TeKCTypbl. MOXHO BBIOpaTh Cleayro-
e KOMaHIBI:

e Zoom — yBeJIuYeHKHE MaclliTaba TeKCTYPHI;
e Actual size — moJIHOUEHHBIN pa3Mep.
O Save — coxpaHSeT HaCTPOUKU.

[lepeuncieHHble KOMaHIbl, JOCTYIIHbIE M3 KOHTEKCTHOTO MEHIO, TAKXe MOIYT
ObIThb 3allyLIEHbl C IIOMOLIBIO KHOIOK ObICTPOIO JOCTYIIA, KOTOPbIE UMEIOTCI Ha
TEeKCTypHO# naHenu (puc. 9.10).

Channels 3

Source .3

Dimensions ¥ @Q
® Flde]m | =

Puc. 9.9. KoHTekCTHOE MEHI0 Puc. 9.10. KHonku 6eicTporo gocryna
TEKCTYPHOW naHenn TEKCTYPHOII NaHenu

CTpYKTypHaﬂ naHeJib CLUeHbl

CTpyKTypHasi uepapxus MpoekTa oTpaxeHa Ha naHeau Scene Graph — 3To Hekast
WHMOPMAITMOHHAS YacTh BAllleTO TPOEKTa, TAe MOXHO TIPOCMAaTpUBATh 3aBUCH-
MOCTb W PAcIoNiokeHUe KOMIMOHEHTOB B MpoeKTe (HampuMmep, JOCTYIHBIX Mepe-
MEHHBIX, MaTpull, OOBEKTOB, MCTOYHUKOB cBeTa, Kamep). Ha cTpykrypHoii maHe-
JIM MMeeTcs enuHCcTBeHHasd koMaHaa Properties (CBoiicTBa), KOTOpash BbI3bIBAETCS
U3 KOHTEKCTHOI'O MEHIO, IOSIBJISIOLIErocs IIPYM HaKaTUU MPAaBOl KHOIKW MBbIIIK
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Ha Ha3BaHWUU BjieMeHTa MpoekTa Ha naHenu Scene Graph. TIpu BeiGope KOMaHABI
Properties 1151 ogHoro M3 2J€MEHTOB IIpOeKkTa Ha IaHeaud Properties Bam Oynyt
[OKa3aHbl CBOMCTBA ATOrO 2JAEMEHTA, JOCTYIHbIC I peAaKlIUM.

MaHenb co cBOicTBaMKN MaTepuana

IMTanens Materials Tpacduyecku mMokasbiBaeT 33JeiCTBOBAHHBIE MaTepUabl JJIsl
00BEKTOB CIIeHBI. IS 3arpy3KW HOBOTO MaTrepHaja B TIPOEKT HEOoOXOOMMO BOC-
nojb3oBarbess komangoil File | New | Materials (®aiin | Hosbiii | Marepuaibr).
PabGora ¢ marepuanom 4yepes naHesnbr Materials IpouCcXoauT ¢ NOMOLIbIO KOHTEK-
CTHOI'O MEHIO WIM KHOIIOK OBICTPOro JOCTYMA, PaCIIONOXEHHbIX HA MHCTPYMEH-
TajabHOI auHelike maHeau Materials. IIpy Haxaruy npaBoil KHOMKW MbIIIM HA
OMHOM W3 MaTepuajyioB OTKPOETCS KOHTEKCTHOE MEHI0 ¢ HabopoM KOMaH, M30-
6pakeHHoe Ha puc. 9.11, Takke aBTOMaTHYECKN Ha TIAaHEW TEKCTOBOTO PeIaKTo-
pa u nadenu Shader Perf Oynet oToOpaxarbcsi COOTBETCTBYIOIIUYN TTpOrpaMMHBIi
KOJI.

Apply To Selection

Tew Material

Cpen Material Cerl+0
Change Effect. ..

Clore Material

Close Material

Render Options 3
Dimensions 3
ScriptExecute Commands. .,
ScriptExecute Sorter...

Properties

Chiject 3

Puc. 9.11. KoHTekcTHOE MeHIo naHenu Materials

Ha nanenu Materials npucyTcTBYIOT cieayiolye KOMaHIbl, HEKOTOpble U3 KOTO-
PBIX UMEIOT BIIOKEHHBIE BTOPUYHBIE MEHIO:

3 Apply To Selection — BbIOOp 5TOIi KOMAaHABI JeMacT MaTepual OCHOBHBIM
B CIIeHE;

3 Apply To Scene — BuIOpaHHBITT MaTepuas OyaeT 100aBIeH K OOBEKTY CIIEHBI;

O New Material — oTKpbiBaeT AMAIOrOBOE OKHO I BbIOOpA HOBOIO Marepua-
Jla, 3arpyXaeMoro B CIIeHY;

O Open Material (<Ctrl>+<0>) — OTKpbIBaeT IMAIOrOBOE OKHO [Jis BbIOOpA
MaTtepuaa, 3arpy>aeMoro B ClLeHY;
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O Change Effect — 3arpyska acdekTa B ClieHY;

3 Clone Material — k1oHMpYeT WJIKM pa3MHOXaeT BBIOpAaHHBLIM Marepuana B Mpo-
eKTe;

3 Close Material — 3akpbiBaeT Martepuai, hakTUYECKN YAaJssl ero U3 MPoeKTa;
3 Render Options — onuuu peHaepuHra. MmMeeTcsl BioXeHHast OILIUSL:

e Wireframe — KapkacHbIii WIM MPOBOJOYHbII METOM OTOOpaKeHUs1 0ObeKTa
B CLEHE;

O Dimensions — npeacrapieHue BUIa MaTepUana ¢ IIOMOIIBIO OIIIMU:
e Zoom — yBenuyeHue MaciuTaba Marepuania;

O ScriptExecute Commands — oTkpbiBaeT WHGbOPMAIMOHHOE AUATOTOBOE OKHO
Scene Commands ¢ KoMaHIaAMK CLEHbI [UIsI BHIOPaHHOIO MaTepuaa;

O ScriptExecute Sorter — 1o3BoJISIET BLITIOJIHUTH COPTUPOBKY MaTepuaioB IMpo-
eKTa;

O Properties — mpu BEIOOpE 3TOI KOMaHIBI CBOWCTBA MaTepHaia OToOpaXKaroTcs
Ha maHenu Properties;

O Object — HaKmTagBIBACT MaTepUal B COOTBETCTBUUM C BHIOPAHHBIM BUIOM OOD-
€KTa, CYIIECTBYIOT CJIEAYIOINAE BB

o PlaneYX — mian mo ocsim Y u X;
o PlaneXZ — mutan no ocsim X u Z;
e PlaneZY — nnad no ocsiM Z 1 Y,
e Teapot — vailHUK;

e Spiral — cnupainb;

e 3DText — TpexMepHbIil TEKCT;

e Sphere — cdepa;

e Cylinder — nunuHap;

o Cyclide — uuknonaa;

e Cube — xy0;

o Torus — monykpyr.

PaGortag ¢ koHTeKCTHBIM MeHI0 naHenu Materials, Bl 0e3 0coObIX ycunuii BU3y-
QTbHBIMU CPEJCTBAMM MOXETe Ha3HauyaTb BbIOpAHHBIN Marepuaj JUisl TOBEpXHO-
CTU 0OBEKTA, MPOBOJSI DKCIEPUMEHTHI B pealbHOM BpemMeHU. KoMaHabl KOHTeK-
CTHOTO MEHIO TaKXXe JIOCTYIHBI Yepe3 KHOMKKU ObICTPOro J0CTyIa, U300pakeHHbIe
Ha puc. 9.12, uHcTpyMeHTalbHOU NHelKku maHeau Materials.

YT10ObI 03HAKOMUTBLCSI ¢ KHOMKaMU ObICTporo jgoctyna naHenu Materials, HaBe-
JUTE Kypcop MbIIIM Ha oaHy M3 KHomok, u FX Composer BbImacT Mojackasky
IO HEMl.
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B«

o B

Puc. 9.12. KHonku BbicTporo goctyna naHenu Materials

MaHenb Weipepos

IManens weitnepoB (Shader Perf), nzobpaxenHas Ha puc. 9.13, — 3T0 BCTpoeH-
veiii B FX Composer npodaiiaep, maloluii BO3MOXHOCTU IPOGUIMPOBKU IPO-
rpammbl 1ieitaepoB. C momoibio maHenu Shader Perf moxHo mpocnenuTs ag-
(eKTUBHOCTD PabOTHl TIPOTPaAMMBbI JIJIST PA3TNYHBIX aIlllapaTHBIX CPENCTB IO 3KC-
[JyarauMoHHbIM nokasarensaMm. MHctpymeHrapuit FX Composer npenocrapisier
BO3MOXXHOCTB 3MYJIUPOBaTh paboTy NWHelkd BuiaeoagantepoB cepuit NVIDIA
GeForce FX u GeForce 6800.

textured

= pd = Vertex Shader

» |GeForce 6300 Ulkra (Mv40)

Target: GeForce 6300 Ulkra (NY40) i1 Unified Compiler: wa1.77
PERF: 38 instruckions. 38 cycles.

0 Ulera (1400
GeForce 6300 GT {My40-GT)
GeForce 6300 (My40-12)
GeForceFy 5800 Ulkra (My30)

W5 Instructions: 41
ve_1 1
defc19,1,0,0,0
dcl_position «wa
dcl_normal wi
del_texcoord w2

dp4 aPos.x, v, cO
dp4 oPos.y, 10, cl
dp4 oPos.z, 10, c2
dp4 oPos.w, 10, c3
dp3 rl.x, vd, c4
dp3riy, v, 5
dp3rl.z, v0, &
may r0,x, cl0ow
movy FLy, cllow
o t0.z, c12.w
dp3r3.x, -c13, -cl3
add r2.zve, -r1, r0
rsq rlw, K3
dp3r0.x, 12, 12

mdl ¥3.xve, row, -C13
rsq 2w, 1

mov 10, cl6

mul ¥1, ¥, €15

mad rz.xve, r2, r2.w, t3
dp3 r0.x, v, 7
dp3 re.x, 12, 12

<

mad rd, w.xyzx, cl19.00y, C19.yyyx

GeForceFy 5600 Ulkra (My31)
GeForceFy 5200 Ulkra (MY34)
GeForceFy 5900 (Ulra) (NY35)
GeForceFy 5700 Ulkra (MY36)
GeForceFy 5950 Ulkra (My38

Puc. 9.13. NManenb Shader Perf

[Manens Shader Perf cogepxuT 0oJbllyI0 TEKCTOBYIO 00J1acTh, OTOOPAXKAIOIIYIO
PeTPaHCAMPOBAHHBIA acceMOJIepHbIA UCXOMHBINM KO MPOrpaMMbl IIEHIEPOB SI3bI-
ka HLSL. BoaMoxHocTh pemaxiuu acceMOAepHOro Koja LIeHIepOoB He Mpeay-
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cmotpena. I[1pu msmenenun ucxomHoro HLSL-koma nmpoekra B TEKCTOBOM penak-
tope FX Composer u B peTpaHCIMPOBAHHOM acceMOJEepHOM KOI€ IMpPOrpaMMbl
LIeHAePOB MOCIe KOMIMWISLMU MPOU30HIYT U3MEHEHHST COIIACHO COBEPLIEHHbIM
moaudukauusiM. Ilanens Shader Perf moctaTouyHO MOLIHOE CPEICTBO, II0O3BO-
JISIOLIEE BbIIOJHUTD ONTUMM3ALMIO IHEHIEPHBIX [IPOrpaMM Il Pa3jiMuHbIX Ipa-
¢ryecKux MPoLECCOPOB.

IMonsons uror BosmoxHocreir FX Composer, CTOUT OTMETUTh, YTO JAHHBIA MH-
CTPYMEHTapUil obasaeT NoTpsCcalOlUM IOTEHLIMAIOM B pabore ¢ llieijepHbIMU
nporpaMMmamMu. MHTepakTUBHBIE BO3MOXHOCTHU, MPOAYMAHHBIA JIMHAMMYECKUI
untepeiic, nogaepxka HLSL, 3arpyska coOCTBEHHBIX CLIEH — BCE 3TO IO3BOJISI-
eT pekomeHmoBarh FX Composer mmpoKoMy KpyTy IIpOrpaMMHICTOB.



3aknioveHune

Hcnonb3oBaAne CIeNMaTN3NPOBAHHBIX MHCTPYMEHTApHEB 3HAUYNTENBHO YIIPOIIa-
eT TIpollecc TPOTPaMMHUPOBAHNS BEPITWHHBIX W IMUKCETBHBIX TIEHIepOB B KOM-
MBIOTEPHBIX UTpax. PaccMoTpeHHBIE B KHWTe WHCTPYMEHTANBHBIE cpencTBa obja-
JAI0T GONBIINM (DYHKITMOHAJIOM W TIOMOTYT PEIIUTh BaM JIIOOYIO TTO CIIOXKHOCTH
3ama4y, CBA3aHHYIO ¢ IporpaMMupoBaHueM lueiaepon. llleiimepbr — a10 Oymy-
1ee KOMIbIOTepHOH MHAycTpuu. C TeyeHueM BpPEeMEHU IPOrpaMMHBINA KOI HUIP
OyIeT TOJbKO YCAOXHITHCS, IMOATOMY MPUMEHEeHUEe CIelUaTbHbIX CPEACTB CTAHO-
BUTCS HEOTHEMJIEMO 4YacTbl0 MpPOrpaMMupoBaHus. Kaxnblii M3 MHCTPYMEHTOB
JTOCTOMH BHUMAHWSA, W, ST HAICIOCh, 3Ta KHWTA TIOMOTJIa BaM pa3oOpaThcs B MHO-
TOUNCIIEHHBIX HI0AHCAX, BO3HWKAIOIMINX TpU paboTe ¢ pacCMOTPEeHHBIM B Helt
TTPOTPAMMHEIM 00eCTIeUeHUEM.

Vnauu Bam!



jQ
i?

ITPNJIO2ZKEHWMA

MpunoxeHne 1. Web-pecypchbl

MNpunoxeHue 2. CTpyKTypa KOMNaKT-guUCKa



MPUNTOXEHUE 1

Web-pecypchbl

www.bhv.ru — Ha caiite uznarenbctBa "BXB-TleTepOypr" Bbl Bcernma Moxere y3-
HaTh O BCEX BbIIIYCKAEMbIX HOBMHKAX M O3HAKOMMTbCI C ILIAHOM BbIXOAA OT-
JeNbHbIX KHUT U3 paszaena caiita "Belxoasar u3 medyaTu”.

www.GameDev.ru — 310 BeaylUuil pyCCKOS3bIYHBIA CAlT, OOBEAUHSIOIIUI COTHU
nporpammuctoB. Ha Hem Bbl HaligeTe MHoxecTBO crareil mo DirectX u OpenGL,
Maccy MCXOAHBIX KOJOB, OTKPBITBIE TPOEKThI, KOHKYPCHI, TIPEIOKEeHUs 10 pado-
Te U MHoroe mpyroe. KoHeuHo, ropaoctb 3Toro caira Oosblioil ¢opym, rie
MOXHO 337aTb IpodeccuoHanaM BOIpoc JI000i CI0XHOCTH.

www.DTF.ru — caiit B OoJbllieil CTeIeHU OPUEHTUPOBAH HA MPOGECCUOHANOB U
CONEPXKUT Pa3IMyuHble MATePUATIbl B O0JACTU MPOrPAMMUPOBAHUS KOMIIBIOTEPHBIX
urp ¢ ucnojb3oBaHuemM DirectX u OpenGL. Ha caiite Takke MOXHO HalTu
0OJIBILIOI TEMAaTUYECKUIT HOpyM.

www.XDev.ru — 3ToT caliT co3laH OJHUM-EIUHCTBEHHBIM SHTY3MACTOM U CO-
JEPXKUT MHOXKECTBO BCEBO3MOXHOI MH(popmaiuu no DirectX. MMeercss Herwio-
X0l GopyM, [e MOXHO IMPOCTO 3aIaTh BOIPOCHl UAM MOIPOCUTH ITOMOILM B CIy-
yae Heymauy npu co3mannm DirectX-miporpamm.

www.microsoft.com — caiit kopnopauuu Microsoft, rae MOXHO HAHTH OHJIANHO-
BYIO TOKYMEHTAIIWIO M cKa4yaTh mociaenHioo Bepcuio DirectX SDK.

www.GameDev.net — aHIIOA3BIUHBIA PECypc ¢ OrPOMHBIM KOJIMYECTBOM CTaTeid
nmo (¢usuke, TpexMepHOi Tpaduke, HWCKYCCTBEHHOMY WHTeIekrty, 3D-
MOIEIMPOBAHUIO U MHOIOMY IPYIOMY.

www.nvidia.com — caiit kommannu NVIDIA.
www.ati.com — caiit komnanuu ATI.

www.gDconf.com — aHrnos3bluHag KoHbepeHLus, co3MaHHad IId pa3paboTyu-
KOB KoMmbloTepHbix urp Ha 6ase DirectX u OpenGL.

www.Xgames3d.com — caiit komnanuu Xtreme Games LLC, ocyluecTBisitolieii
TEXHUYECKYIO MOAMEPKKY Pa3pabOTUMKOB KOMIIBIOTEPHBIX UIP, Ha CaiiTe Takxke
HaXoJsATCS CTaTbU IO TTPOTPAMMUPOBAHUIO UTP.



MPUNOXEHUE 2

CTpyKkTypa KOMNakT-gucKa

Mankn OnuncaHune naBbl
\Code VicxogHble Kofbl, paccMaTpuBaeMble B KHAre 2
\ATI YcTaHoBouHbIl dhaiin uHctpymentapusa RenderMonkey 1.5 6,7
\NVIDIA WHctannaumoHHelll nakeT uHctpymertapus FX Composer 1.5 8,9




Cnucok
NCMOJIb3yeMbIX NICTOUHUKOB

1. TopHakos C. I'. DirectX 9. VYpoku mnporpammuposaHuss Ha C++. — CII6.:
BXB-Iletepoypr, 2004.

2. OnnaiiHOBas JOKyMEHTaLus ¢ caita KomnaHnuu Microsoft:
http// www.microsoft.com.

HokymenTanus K DirectX 9 SDK.

HoxymenTauus ¢ caiita komnanuu ATI Technologies Inc.: http// www.ati.com.
HokymenTtaius k IDE RenderMonkey 1.5 u SDK RenderMonkey 1.0.
HoxymenTamust ¢ caiita NVIDIA: http// developer.nvidia.com.

NS kW

HokymenTtanus k IDE FX Composer 1.5.



NMpepmMeTHbIN YKa3aTesb

F ¢ szanyck npodaiinepa 77
¢ KOMIIOHOBKA MapamMeTpoB 77
FX Composer: ¢ mapamerpbl coopku 80
O 3arpyska TeKCTypbl 232 ¢ mopava rynka 119
0 3amaHue mapameTpos 231 0 cosnanue mabnaoHa 83
O 3amyck MHCTpymeHTapusi 212 0 coxpanenue pesynsraros 119
O xomanzpel 230 ¢ cmucok cobbituii 123
0 maHenn: ¢ cymmapHasi uHdopmarus 124
o rpauueckas 217 ¢ Ttect dpeitmon 119
@ 3amaHus Matepuana 214 ¢ ymajeHue mapameTpoB cOopku 83
= uHpopmarmonHas 213
= oueHku pdexruBrocty nporpammsi 216
° ommbox 213 R
o cBoiicTB 214, 230
@ cBOMHCTB Marepuaa 236 RenderMonkey:
o crpykrypuas 235 ¢ oubnuoreuHble ¢aitnb 149
©  cuensi 216, 225 ¢ OJOK YyCTaHOBOK pucoBaHMs 188
= Tekcryp 215, 234 ¢ Bpems Hukia 138
= meiinepos 238 ¢ BBIOODP cucTeMbl KoopauHar 138
O paborta c oobekTaMu 225 ¢ BbBIOOPKA BEPIIMHHBIX MOTOKOB 178
¢ cueHa: ¢ BbIxomHast uHdopmanus 147
°  sarpyska 224 0 mmzaccembuposanue 194
°  okcmopt 224 ¢ IUHAMUYECKU CO3JaHHbIe TeKCTYphl 185
0 TexcToBbIN penakrop 229 0 pobasneHue monenu 171
¢ ycraHoBka 211 {0 [OMOJHUTEIbHBIC Momynu 148
O wuser 232 ¢ 3aronoBouHble ¢aitns 149
0 2¢deKTHBHOCTE pabOTHI TPOTPAMMBI ¢ 3amaHue o6paboTku JaHHBIX 140
238 ¢ 3amyck MHCTpyMeHTapust 134
¢ 3HaueHust Matpui 197
P ¢ xamepa 176
¢ xoMmmunsguus mpoekra 171
PIX for Windows: O MomenbHbIe y31bl 171
O BpeMsI TeCTUpPOBaHUS 79 ¢ wmynpTuceMIUTUHT 139
O auarpaMmbl 3amepoB 121 ¢ HacTpolika pegakrtopa ieiiaepon 142
O pomojsHUTeNbHbIEe Momyau 118 ¢ mepemeHHbIe 195
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no3uuust Kamepol 140
npeaBapuTeabHbIN mpocMoTp 205
npenonpeneieHHbie nepemeHHbie 200
MPOXOIBI pUcOBaHus 167
cOpoc no3uuuu Kamepsol 138
CKaJISIpDHBIC BeJUYMHBL 198
TEeKCTypHbIe cchulku 186

y3en:

@ BepuMHHOrO meitaepa 191

@ [mUKCcesbHOro meiaepa 195

= rekcryp 180

©  TEKCTYPHBIX 00bEKTOB 185
dopmar Oydepa rnyouHbr 139
dopmMmar Gydepa Tpadapera 139
dopmar 3agHero oydepa 139
uset 198

1eab pucoBanust 190

adpdekTor 164

RenderMonkey SDK:

O mHacTpoiika 150

¢ momxmovyeHue 156

O cosmanue mpoekTa 150

b

Bydep:
O z-Oydep 26
O sagHuUil 24

B

Bepuiuna 27, 28

a

JIBoitHast Oydepuzauus 24

7

WHnekcauusi BepiuH 29

Wuuuuanusauus 25

WHcTpykuuu:

O BeplUMHHbIX Weiiaepos 50

¢ TUKCEJbHBIX IIeinepoB 63

WHctpymenTanbHast nanenb PIX
for Windows 73

Hurepdeiic IDirect3D9 25

Wctounuk ceera 34

ST

(IR IR C IR IR I o3

K

Komnonent 14
Direct3D9 16
DirectInput 15
DirectMusic 15
DirectPlay 15
DirectSetup 15
DirectShow 15
DirectSound 15
DirectX Graphics 14
Konseiiep:

¢ rpadpuueckuii 17

¢ mporpamMmupyemblit 18
¢ ¢uxkcupoBaHHbIN 18

Makpoc:

D3D_SDK_VERSION 25
D3DFVF _XYZ 29

D3DFVF _XYZRHW 29
D3DLIGHT DIRECTIONAL 34
D3DLIGHT POINT 34
D3DLIGHT SPOT 34

Maccus Index 29

Marepuan 33

Matpuua:

¢ Buga 31

¢ muposast 31

¢ mpoekuuu 32

MeHi1o:

¢ FX Composer 219, 221, 223

¢ PIX for Windows 72

¢ RenderMonkey 135, 137, 143, 144

H

Hactpoiika Direct3D9 25
Hopwmans 35

(0

OkoHHoe TpuioxeHue 24
OcBoboxaeHue pecypcoB 37
OtceueHue 27

n

IlepemeHHast:
¢ Angel 31
IIpodonxcenue pyopurku cm. Ha c. 248
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lpeametHbIli ykazaTtesib

[TepemenHast (npod.):
Display 25
MatrixWorld 31
MatrixWorldX 31
MatrixWorldY 31
¢ pd3d9 25
[Tnarpopma XNA 18
[lonuron 27

0
0
0
%

P

Peructpoi:

O BepIUMHHbIX LIeiaepoB 48
¢ TUKCEJbHBIX LIEHIepoB 56
Pennepunr 17

C

CucreMa KkoopauHart 27

Cranusi:

O reoMeTpuUECKUX MpeodpasoBaHuii 17
O pacrepuzauuu 18

¢ teccensiuuu 17

Crpyxkrypa:

¢ CUSTOMVERTEX 35

¢ D3DCOLORVALUE 33

¢ D3DLIGHT9 34

¢ D3DLIGHTTYPE 34

¢ D3DMATERIAL9 33

¢ D3DPRESENT PARAMETERS 26
¢ D3DVERTEXELEMENTY 54

¢ D3DXVECTOR3 32

¢ DISPLAYMODE 25

O Vertex 29

Cuena 16, 27

T

Tun D3DPOOL 86

y

Vkaszarenp 25
YcraHoBka:

¢ DirectX 9 SDK 68
O RenderMonkey 131

o

daiin skcnepuMeHTa 76
DyHKIMS:
¢ BeginScene 36
D3DPERF_ BeginEvent 74
D3DPERF _EndEvent 74
D3DPERF_GetStatus(VOID) 75
D3DPERF_SetMarker 74
D3DPERF SetOptions 75
D3DPERF_SetRegion 75
D3DXAssembleShaderFromFile 55
D3DXMatrixLookAtLH 32
D3DXMatrixMultiply 31
D3DXMatrixPerspective FovLH 32
D3DXMatrixRotationX 31
D3DXMatrixRotationY 31
Direct3DCreate 25
EndScene 36
IDirect3D9
o GetAdapterDisplayMode 25
IDirect3DDevice9
CreateDevice 27
SetTransform 31
Clear 35
Present 36
CreateVertexDeclaration 55
CreateVertexShader 55
SetVertexShader 55
SetPixelShaderConstantF 56
SetPixelShaderConstantl 56
SetPixelShaderConstantB 56
o SetSamplerState 56
¢ MaxVertexShaderConst 49
QueryRepeatFrame 75
¢ TL 35

LU

Leitnepsr:
¢ BeplUMHHbIC 47
¢ MHKCceNbHbIE 56

A

SA3bIK:

¢ Cg2l

¢ GLSL 21

¢ HLSL 21

¢ accemOaepHbIit 20
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