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/* tsDirectGraphicsH > 770455 L
/ /

#include <windows. h>
#include <tchar.h>
#include <tsDirectGraphics. h>

//EHEE

#tdefine CAPTION _T(“sample program”)
#tdefine APPNAME _T (“sample”)
#define FULLSCREEN 0

#define SCREEN_WIDTH 800
#define SCREEN_HEIGHT 600

//EBoTa 24 TEE

LRESULT GALLBACK WndProc (HWND, UINT, WPARAM, LPARAM);
void appInit (HWND hwnd, HINSTANCE hlnstance) ;

void appQuit(void);

void appMain(void) ;

//EHEE
bool endFlag = false;
tsDirectGraphics dxg(1);

/94 R9X ALY
int APIENTRY WinMain (HINSTANCE hinstance, HINSTANCE hPrevInstance, LPSTR
[pCmdLine, int nCmdShow)
{
WNDCLASS wc;
//94 2 K99 5 REER
//HAND hwnd;
//94 2 B2 KL
MSG msg;
[/ Ayt — sk
int width, height;
//E@EY A4 X
//94 2 FoODER
ZeroMemory (&wc, sizeof (WNDGLASS)) ;
wc. hbrBackground = (HBRUSH) GetStockObject (WHITE_BRUSH) ;
wc. hCursor = LoadCursor (NULL, IDG_ARROW) ;
wc. hinstance = hinstance;
we. |pfnWndProc = WndProc;
wc. |pszGlassName = APPNAME;
wc. hlcon = Loadlcon (NULL, IDI_APPLICATION) ;




RegisterClass (&wc) ;
if (fullScreen) {
width = SCREEN_WIDTH;
height = SCREEN_HEIGHT;
lelsef
//width = SCREEN_WIDTH + GetSystemMetr ics (SM_CXDLGFRAME) * 2;
//height = SCREEN_HEIGHT + GetSystemMetrics (SM_CYDLGFRAME) * 2 +
GetSystemMetrics (SM_CYCAPTION) ;
RECT clientRect = { 0, 0, SCREEN_WIDTH, SCREEN_HEIGHT };
AdjustWindowRectEx (&c|ientRect, WS_BORDER | WS_CAPTION |
WS_SYSMENU | WS_MINIMIZEBOX | WS_VISIBLE, FALSE, 0);
width = clientRect. right - clientRect. left;
height = c¢lientRect. bottom - clientRect. top;
}
windowHandle = CreateWindow (APPNAME, CAPTION, WS_OVERLAPPED | WS_SYSMENU
| WS_MINIMIZEBOX | WS_VISIBLE,
CW_USEDEFAULT, CW_USEDEFAULT, width, height, NULL, NULL,
hInstance, NULL);
//EE
appInit (windowHandle, hlnstance);
/A= —TF
while (lendFlag)
{
if (PeekMessage (&msg, NULL, 0, 0, PM_REMOVE))
{
Trans|ateMessage (&msg) ;
DispatchMessage (&msg) ;
}
elsef
appMain( ;
}
}

return 0;
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LRESULT CALLBACK WndProc(HWND hWnd, UINT message, WPARAM
wParam, LPARAM 1Param)

{

}

switch (message)
{
case WM_DESTROY:
7 A > R0 DMEEHE S 7= RO AL
appQuit();
endFlag = true;
return 0;
case WM_KEYDOWN:
% — A7
switch (wParam)t
case VK_ESCAPE:
endFlag = true;
break;
!
break;
h
1177 # v b DAL
return DefWindowProc(hWnd, message, wParam, IParam);
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void appInit(HWND hwnd, HINSTANCE hInstance)
{
dxg.initialize(hwnd, SCREEN_WIDTH, SCREEN_HEIGHT,
FULLSCREEN);

}

dxg.loadTexture(0,_T("..¥¥data¥¥test.png"));
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void appQuit(void)
§
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I appMain
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Il
?Oid appMain(void)
dxg.beginScene();
dxg.clear();

dxg.drawSprite(0,&D3DXVECTOR2(0,0));

dxg.endScene();
dxg.drawScene();
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D3DXIMAGE_INFO info;

dxg.loadTexture(0,”’test.png”,0, DSDFMT_UNKNOWN, &info,
D3DX_FILTER_NONE);

515>
D3DXVECTOR2 center;

center.x=info.Width/2.0f;

center.y=info.Height/2.0f;

dxg.drawSprite(0, &D3DXVECTOR2(100,100),NULL,NULL,center,r++);
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D3DXIMAGE_INFO info;
dxg.loadTexture(0, test.png”,0, DSDFMT_UNKNOWN, &info);
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WDTVERTEX vtx[4]={
{0,0,0,1,D3DCOLOR_XRGB(255,255,255),0,0},
{info.Widht,0,0,1,D3DCOLOR_XRGB(255,255,255),1,0},
{info.Width,info.Height,0,1,D3DCOLOR_XRGB(255,255,255),1,1},
{0.info.Height,0,1,D3SDCOLOR_XRGB(255,255,255),0,1}
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dxg.drawPolygon(4,0,vtx);
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cleateRenderTexture A3 CL % U 7 HT 7 AF ¥ Z1ERk L. selectRenderTexture
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dxg.loadTexture(0, test.png”); 117 7 AF % 35 012 test.png” & Bt AAIA TS
VR Y U TT I AT v ERR
dxg.createRenderTexture(0,256,256); //L > XV o 75 7 ZF ¥ &4 0 12 256 X 256
DT 7 AF v BB
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dxg.selectRenderTexture(0); N B2V 782—=0y hatlhgz s
dxg..beginScene();

dxg.clear(D3SDCOLOR_XRGB(0,255,0)); /[ EZkkTr VT
dxg.drawSprite(0,&D3DXVECTOR2(0,0); // A7 Z A % 3 KcitiiE
dxg.drawSprite(0,&D3DXVECTOR2(128,128);
dxg.drawSprite(0,&D3DXVECTOR2(256,256);

dx.endScene();

dxg.selectRenderTexture(-1); N BV T R—Fy Ne T L—DbNy 7 7 TR
+

Ny BN TT 7 ATy il
dxg.drawSprite(0,&D3DXVECTOR(0,0),NULL,NULL,NULL,0,Oxffffffff, true);
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D3DVIEWPORT?Y viewData;
viewData.X=0;

viewData.Y=0;
viewData.Width=400;
viewData.Height=300;
dx9g.setViewport(&viewData);

70 €L A BT AR L VR, 517 LT dx9g.setViewport B4 FEOR
LT
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loadTexture X createTexture Z i > TIER S NT2T 7 ZAF ¥ U YV — 2 D[R E1X
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EHT& %57 7 AF v # tsDirectGraphics.h (250l STV ET
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WDVERTEX
T AF v L OS2 DIAFRTY
HRZBELTRY T2 /#m4 2R L ET
WDVERTEX |ZLL FORRIZER I TWET
typedef struct{

float x,y,z;

float rhw;

D3DCOLOR color;
JWDVERTEX;

WDTVERTEX
T AF ¥ OEMFE S 2 DIEFATY
HAZHEELTCT 7 AT ¥R T2 fET 2BRICHAR L E3
WDTVERTEX |ZLL F ORRIZER SV TWET
typedef struct{
float x,y,z;
float rhw;
D3DCOLOR color;
float tu,tv;
JWDVERTEX;

RENDERTEX_PARAM
VU HE YT RT I AT OEHRTT
RENDERTEX_PARAM (ZLL FOARICER SN TWET
typedef struct{

int w,h;

D3DFORMAT format;
} RENDERTEX_PARAM;
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bool checkResult(void);
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mL
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VLIS T BB DA true
KL DA false
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bool initializeCdHWND hwnd,int width,int height,bool fullScreen,int sync=1,int
refresh=60,int dispMode=-1,D3DSWAPEFFECT
swapEffect=D3DSWAPEFFECT_COPY,UINT adapter=D3DADAPTER_DEFAULT,bool

stencile=false);

Wi

tsDirectGraphics DO 21TV £ 4
/RT3 ODFIEERRET HRENH Y £

RAE

FHMEIZ T U725 A1 true
KWL 725561 false

515

hwnd
XG0 A L RUDTA Y RUNY RAVERELET
width
TL—LNRy 77 OIREEELET
height
TU—ANRNy 77 DESERELET
fullScreen
TNAT ) —rF— ROEAIT true. VA > RUE— ROLGAIT false ZfE L ET
sync
TL—ANy 7y D7)y TRHCERERMZFFOGEIE 1. HERWEEIX0E2HEEL
£7
F7F N MI1TYT
Refresh
TNVAT V=T —=ROBEDOY 7L v alb—hEEELET
7 7 4V MME 60 TH
dispMode
TNAYZ Y —=F— ROLGEOREEE— REEELET
R5G6B5 D413 0, X8R8G8B8 (X 1, BIEDMHHE— FAMEFFT 258131 Z457E
LET
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swapEffect
EiE 7 Y T OBEOEEEZ LT D 30 bfELET
D3DSWAPEFFECT _DISCARD ik &2 RWRAY v FF = — % R T A SHIRGE
D3DSWAPEFFECT FLIP Ny /Ry 77 &ou bRy 775270 v 745
D3DSWAPEFFECT _COPY Ny /7Ry T7y7&7ny hN\y 77 |labt—1%
7 7 4/ MX DSADSWAPEFFECT_COPY T, ZHNLANBNFEESN TV DA, 7V v
THEETH D B Cabt—34 282 EETERVDOTT 7 4/ h Tl A
TOMENH Y £

adapter
FEHT LT A AT VAT HETE(T T T 4> 7 T— R)BEE D D256 AT 57 1
AFVATHTZERELET
7 7 4/ MX DSDADAPTER_DEFAULT T, 77 4/ DT 4 A LA T X T X WM
MENHRITHEES N TWET

stencil
AT UV NNy T 7 BRI D85580E true, I L2ARWEEI false Z2F8E L £
77 )V bk Cld false NEE SN TWET



addScene
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bool addScene(int scene, HWND hwnd,int width,int height,int sync=1,int refresh=60,int
dispMode=-1,D3DSWAPEFFECT swapEffect=D3DSWAPEFFECT_COPY,UINT
adapter=D3DADAPTER_DEFAULT);

B!

VINTF AL RUE EBEOUA Y RUEFIT A7 L—anNy 7 72BN L ET

515

scene
BT 5y —rF5aBELET
OFBIEIAA LDV —UITRDDOTI~NTHFEEREL T EEWN

hwnd
BMESNATA Y RUDTA Y RN RAVERELET

width
BMENEY—r D7 L—bN Ny 77 DIEEZIEELET

height
BIMENDY—2 DT L—ANy 77 OESEEELET

sync
TL—bRNy 7707 Yy TRHCEERIMAZHFOGAE 1. HER20GEE1T0 2EE L
E3xD

refresh
TNAT Y —2F—FR (L FE=HF—) OFPEDY 7L yial— e ELET
77 4V hME 60 TT

dispMode
TNAT Y == ROSGEOEEE— ReEEL £
R5G6B5 D413 0, X8R8G8BS 13 1, BIEDMEE — AR 255131 ZfE
LET
77 4V M1 TF

swapEffect
B 7 Y > T OBROEMELZLLTD 3 ONBHELET
D3DSWAPEFFECT_DISCARD fix b XNRNIRAT v FFx=— % BT A NHPRE
D3DSWAPEFFECT FLIP Ny Z/ Ry 7y tour by 757527V w755
D3DSWAPEFFECT COPY Ny RNy 7y&7urs by 7 7llat—42%
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deviceResetFunc;
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void deviceResetFunc(void(*cleanFunc)(void)=NULL,void(*initFunc)(void)=NULL);
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void deviceClean(void);
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bool devicelnit(void);
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bool resizeFrameBuffer(int width,int height);
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bool changeWindowMode(int mode=-1,UINT
refresh=D3DPRESENT_RATE_DEFAULT,int dispMode=-1)
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void clear(D3DCOLOR color=D3DCOLOR_XRGB(0,0,0),int rectNum=0,D3DRECT
*rect=NULL,DWORD flag=D3DCLEAR_TARGET | DSDCLEAR_ZBUFFER);
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void clearZ(int rectNum=0,D3DRECT *rect=NULL,float z=1.0f);
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void clearStencil(int rectNum=0,D3DRECT *rect=NULL,DWORD stencil=0);
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void beginScene(void);
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endScene
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void endScene(void);

Wt

VOB EK T LET

515

mL




drawScene
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bool drawScene(RECT *srect=NULL,RECT *drect=NULL);
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bool setViewport(void);
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bool setViewport(DSDVIEWPORTY *viewport);
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void backClip(int state);
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void enableZ(bool state);

Wt

ZF =y 7 OFRIEZIRELET

515

state
true : %)
false : %)

RAE

BL




enableMask

o
)

void enableMask(void);
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void setAlphaState(int mode);
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void setAlphaTest(bool flag, DWORD alpha=0);

Wt

TNT 7T A NOENEHOFEEZ LET

515

flag
true : TVT7 7T A NERMITDH
false : 7V 7 7 7 A N&HEHZT D
alpha
TINT 7T AMIEHT D LEVE

RAE

BL

setZWrite

=
HBHE5

void setZWrite(bool flag);
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setTextureFilter
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void setTextureFilter(DWORD filter=D3DTEXF _LINEAR);
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void setPointSize(float size=1.0f);
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selectTexture
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void selectTexture(int stage,int num,bool rend=false);
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getDevice
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LPDIRECT3DDEVICE9 getDevice(void);
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D3DPRESENT_PARAMETERS *getPParam(void);
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getSelectScene
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int getSelectScene(void);
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LPDIRECTSDTEXTUREY *getTexture(int texture,bool rend=false)
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bool loadTexture(int num,LPCTSTR fname,D3DCOLOR colKey=0,D3DFORMAT
format=D3DFMT_UNKNOWN,D3DXIMAGE_INFO *srcInfo=NULL,DWORD
filter=D3DX_FILTER_LINEAR,UINT mipLevel=1/*D3DX_DEFAULT?*/,int w=0,int
h=0,D3DPOOL pool=D3DPOOL_MANAGED);
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bool loadTexture(int num,void *ptr,UINT size,DSDCOLOR colKey=0,D3DFORMAT
format=D3DFMT_UNKNOWN,D3DXIMAGE_INFO *srcInfo=NULL,DWORD
filter=D3DX_FILTER_LINEAR,UINT mipLevel=1/*D3DX_DEFAULT*/,int w=0,int
h=0,D3DPOOL pool=D3DPOOL_MANAGED);
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bool loadTexture(int num,LPD3DXBUFFER ptr,D3DCOLOR colKey=0,D3DFORMAT
format=D3DFMT_UNKNOWN,D3DXIMAGE_INFO *srcInfo=NULL,DWORD
filter=D3DX_FILTER_LINEAR,UINT mipLevel=1/*D3DX_DEFAULT*/,int w=0,int
h=0,D3DPOOL pool=D3DPOOL_MANAGED);

B!

A FIRESNEEB 7 7 A NVDT RLAZEEL T, AT ENDT 7 AF v &5
FIAFLFE T
BITMAPFILEHEADER 72 Kt 7 7 A L AKDOT KL A%HEELET

515

num
T AF ¥ HHE5(0~16383)
ptr
B 7 7 A VDN ENTND AT Y ~DRA X
colKey
NI —F—%fRETHELE, HELLAEZBRAICTHIENTEET
TNT7F v R THBIETHDLEEEIMNEDLY FHA
T 7 IV NMIEHO 0 BNRESNTVET
format
MAPIRANTBEDT IV AF ¥ 74—~y bEEELET
T 7 AN NMIEB T 7 A AL Hiuh DSDFMT_UNKNOWN 2RE S ET
srclnfo
TCIE G O % BG4 5 D3DXIMAGE_INFO ~D 7R A > X &fRE L7
TCERDOERP VLIRS EIINULL 2 E CTE £ 7
filter
B A Be A AU TE BRI DirectX 2SEG A X% 2 DN ERITRORITHE L £
COBMHEREND 7 4 VA ERRELET
7 7 4/ Mix D3DX_FILTER_LINEAR MEEINTEY, XA V=T 7 4 L Z|Z X
HRITEN SNET
mipLevel
T I AT ¥ GRAFRHANER SN DI v I~y TNV EEELET
2DTHEHI vy I~y IR ERLER VO T I NHEEINTVET

1€




TERSNDT 7 AT ¥ DIRZEEETE £7
77 AV MEEGY A A THT(2ONERISTEIND)

(=x

ERENDT IV AT X OE S ERETCEET
T 7 AV MIEBY A X TH(2 DOREFICTESNLD)
pool
T AF ¥ AT Y OFHIA
7 7 4/V i DSDPOOL_MANAGED 2EE I TH Y AE Y OFHIX DirectX 73T
WET

RAE

T I AT x DFt AT ISR L2511 true
KL L7285 1X false IR L E 9




createTexture

ul
]

bool createTexture(int num,D3DXIMAGE_INFO *imagelnfo,DSDPOOL
00l=D3DPOOL_MANAGED);
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void releaseTexture(int num);
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bool checkTexture(int num);
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bool createRenderTexture(int num,int w,int h, DSDFORMAT
format=D3DFMT UNKNOWN);
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void releaseRenderTexture(int num);
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bool selectRenderTexture(int num);
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void beginSprite(DWORD flag=D3DXSPRITE_ALPHABLEND);
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void endSprite(void);
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bool setFont(int width,int height, LPCTSTR font,int style=0,DWORD
charSet=SHIFTJIS_CHARSET);
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void drawText(int x,int y,D3DCOLOR color, LPCTSTR str,...);
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void drawText(LPRECT rect, D3ADCOLOR color, DWORD format,LPCTSTR str,...);
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void drawSprite(int num,D3DXVECTOR2 *pos,RECT *rect=NULL,D3DXVECTOR2
*scale=NULL,D3DXVECTOR2* center=NULL,float rot=0,D3DCOLOR
color=0xffffffff bool rend=false);
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void drawSprite(LPDIRECT3DTEXTURESY texture, DSDXVECTOR2 *pos,RECT
*rect=NULL,D3DXVECTOR2 *scale=NULL,D3DXVECTORZ2* center=0,float
rot=0,D3DCOLOR color=0xffffffff);
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void drawLine(int num,WDVERTEX *vtx);
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void drawPolygon(int num, WDVERTEX *vtx);
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void drawPolygon(int num,int texture, WDTVERTEX *vtx,bool rend=false);
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void drawPolygon(int num,LPDIRECT3DTEXTURE9 texture, WDTVERTEX *vtx);
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void draw2DLine(int num,D3DXVECTOR2 *vtx,D3DCOLOR color,float
width=1,DWORD pattern=0xffffffff);
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bool saveFrameBuffer(LPCTSTR fName,D3DXIMAGE_FILEFORMAT
format=D3DXIFF_BMP);
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bool saveFrameBuffer(LPD3DXBUFFER &mptr,D3DXIMAGE_FILEFORMAT
format=D3DXIFF_BMP);
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bool saveTexture(int num,LPCTSTR fName,RECT *rect, DSDXIMAGE_FILEFORMAT
format=D3DXIFF_BMP,bool rend=false);
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bool saveTexture(int num,LPD3DXBUFFER &mptr,RECT
*rect=NULL,D3DXIMAGE_FILEFORMAT format=D3DXIFF_BMP,bool rend=false);
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void setAlphaStateEx(int mode);
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bool loadEffect(LPCTSTR fName,int num=0);
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bool loadEffectObj(LPCTSTR fName,int num=0);
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bool loadEffectFx(LPCTSTR fName,int num=0);
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void releaseEffect(int num = 0);
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LPD3DXEFFECT getEffect(int num=0);
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D3DXHANDLE getTechnique(LPCTSTR name,int num=0);
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D3DXHANDLE getParameter(LPCTSTR name,int num=0,D3DXHANDLE
param=NULL);
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bool selectTechnique(D3DXHANDLE handle,int num=0);
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bool endTechnique(int num=0);

Wt

T = PR TTS

515

num
7z NEHEES
F 74 MI0

RAE

BE LT 7 =y 7 O TR L5513 true
K L7285 80 false K L £




selectPass

==
HE5

bool selectPass(UINT pass,int num=0);
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bool endPass(int num=0);
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void drawRect(RECT rect, D3DCOLOR color);
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void drawBrokenRect(RECT rect,int ofs,DSDCOLOR color);
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void drawBrokenCircle(D3DXVECTOR2 *pos,int r,int ofs, D3DCOLOR color);
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void drawBrokenTextureEdge(D3DXVECTOR2 *pos,int texture,int ofs, DWORD
color,DSDXVECTOR2 *scale=NULL,D3DXVECTOR2* center=NULL,float rot=0);
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void drawBrokenTextureEdge(D3DXVECTOR2 *pos, LPDIRECT3DTEXTURE9
texture,int ofs, DWORD color,DSDXVECTOR2 *scale=NULL,D3DXVECTOR2*
center=NULL,float rot=0);
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D3DCOLOR getTexturePixel(int texture,int x,int y);
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D3DCOLOR getTexturePixel(LPDIRECT3DTEXTURESY texture,int x,int y);
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POINT getTextureSize(int texture,bool rend=false);
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POINT getTextureSize(LPDIRECT3DTEXTURES texture);
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D3DFORMAT getTextureFormat(int texture,bool rend=false);
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D3DFORMAT getTextureFormat(LPDIRECT3DTEXTURES texture);
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