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Al WS a Jend 5 g ol (5 el Ale Aaly gl ol S LS Al O
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G Y D)) Al e 58 8 ST Ty ol Ugh (s ) dinidic
3 omdll 4S
) abel Al Jeud (5 gtall Alle Faly 2 5l el yall 1) Al sl LG O
el (6 sl Alle Aaly 4 a1 gl all Ailpam 5 ith (f ) (g2 53
gl 5l Ge el S et 500 (GhaY) el ) cle i d5 0
L 45 5S4

Oo gle o) (ol (I W jiad aa i o HLSL aa e Juesind PIA e ks
o el (S5 Hd AU o) V) Caad aantl] A8 pladiiad die Wl el

o JENY Cxall (e Gl 1A cCy g o € AR A THES 4ds HisL A ()
Al 63 el
Ay (S5 ol 1Y e ABd Jal e REF Jlead) ) doasl cang aily ST al]

O i REF Jlead) aladiad o) @) jseaially (sl e ae i Cilsa sas )
UAJS\IJ\L\.\S@.LLQ;.IS\A:\;.;AS\ C._\\E.\S\ J%\@uﬁ}ghﬁf\uﬁm‘m\

Lae p syl Aadle PR (e Gae g (gl SO s o5 '
.(D3DCREATE_SOFTWARE_VERTEX_PROCESSING)

S\ooy\

HLSL Axly o 5iSe il el deas i AUS AdS Glas O
) zeali ys ae Gkl & el Juail 44 Gl
HLSL dall el ad 51l 5 81 Y g drpall ae allil

HLSL d2dy b dy\G5™ :16.1
o Ll 4y jaad) Glild) e b il HESL CDUae 50l (0S5 Wik
Gl 35 oo JUad 8 s dund 2D (e (15 Al sk 4y ey Al (K
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drai kS Ledaini g (Notepad) 3 S4all Jie zeali gy (paa <Dl Ciian Gl
& 7 s 4) D3DXCompileShaderFromFile @il addiud a3 ¢(ASCI 30 2) daale
WA dan 55 Jal e (16.2.2 53

Ak 5 a5 HISE dxl @ gSall s (U Dol gyl Jlae 5 55 deaieS
S8l a8l A Baga ga JalSI g g il i) Transform.txt 4en) (ol Cala
48 ghian oladiuly Gladi gy )l ity Jlaall 138 58 (Transform () sie s
(B0 Ol Gl U sl 5l S e gy WS Lyl 5 sl (g A8 e

gla s uly cpra sl dal e Gessy Jlae JED 138 andiiy '
Bzl GY oY) JUad) 13 4 st O g i e s Gl
el Gy dapa ae Gl b A LD W a0ld) Jeadl

.HLSL

// File: transform.txt
// Desc: Vertex shader that transforms a vertex by the view and
// projection transformation, and sets the vertex color to blue.

//
// Globals
//

// Global variable to store a combined view and projection
// transformation matrix. We initialize this variable

// from the application.

matrix ViewProjMatrix;

// Initialize a global blue color vector.
vector Blue = {0.0Ff, 0.0f, 1.0F, 1.0Ff};

//
// Structures
//

// Input structure describes the vertex that is input
// into the shader. Here the input vertex contains
// a position component only.

struct VS_INPUT

{
vector position : POSITION;
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}:

// Output structure describes the vertex that is
// output from the shader. Here the output

// vertex contains a position and color component.
struct VS_OUTPUT

{
vector position : POSITION;
vector diffuse : COLOR;

};

//

// Main Entry Point, observe the main function

// receives a copy of the input vertex through

// i1ts parameter and returns a copy of the output
// vertex it computes.

//

VS_OUTPUT Main(VS_INPUT input)

{
// zero out members of output
VS_OUTPUT output = (VS_OUTPUT)O;
// transform to view space and project
output.position = mul(input.position, ViewProjMatrix);
// set vertex diffuse color to blue
output._diffuse = Blue;
return output;

}

da\)\ SY95dall :16.1.1

tomale (il satie iy i a8 Y
matrix ViewProjMatrix;
vector Blue = {0.0f, 0.0f, 1.0F, 1.0f};

8 s 4x4 A shad & 5 4 A 5) matrix £ ) (e ViewProjMatrix Js¥l Jsaia
oy Al LYy el Adstas Jaiall 138 A0 o(HISL & Liea
e i ¢l Lo (5o Fi ) s3gs fae (i) [l nd) (s o
OSa sl A Jsaiall 108 ¢ g3 Y Ll IaaY  cidae (e Yy B2al 5 b shiaa glad



Yrv ¢ sl Ldle Jullail) A3t ) JAsai16

Gl 4 jaiaal) 5,808l DA (e At daad WY (JUaall 3 jaadl) 5 58080 a
g 188 sl Jlaal) el pe bl Juad) Adee o) Ul & Gl
16.2.1 3880 8 Lga yd

asii (A el glad s Al ) vector el & sl (e Blue B Jsaiall
RGBA (55 & i€ Ailalaay ella g (330 (sl il o Ladl 138 LS je Lty
50\ e J5o\ Gy :16.1.2

JAal Ui Lea seain glald Gl s dalall @ il e el amy
G Gl il Gl gl G Gyl cBlae ) Ay z Al

A JasS Jlhaall Lgeadiy

struct VS_INPUT
{

vector position : POSITION;
};
struct VS_OUTPUT
{

vector position : POSITION;

vector diffuse : COLOR;
};

EJMQQL\J:MQ\J}M\MC‘);J\}J;J“@J&JF

hadd i gall 48 je o ug3l Jlae Y Jan 53 Gl (s siag JEa 128
A jny asall A8 e o (gsingd z AS (ayyll Jllae aghay (2 () W
sl
Jlexind 323 Jal (4 a2 (o3 (semantic) Fxal) (A () Jpadlll ddle s
G Wl e ool il Fvp Ooal Dl Gaedl andy ) o) L J il
;AU Jasd vs INPUT

vector position : POSITION;
oy O Caadl Jasig position gl G Lle Lal mPOSITION” dapal
133 53 VS OUTPUT 4l (8 ¢y Joa HAT Jlia Lpal  Ja)

vector diffuse : COLOR;
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A G 08l Caas dal e Jeticd pladl) ) e (al mCOLOR" Ls Cua
o e ol Galiadl A Y dabiall Jlexind) Gliee Joa S0 Giaaii,

& dsaie gl Ty (aall Asaa o o5 sl (midie gl (g |
) -L-L)‘:’ daall @ et gﬁ‘ (Uil 4_.,3 (register) Jaesay JUadll
(da Gy lSe daser vs INPUT Al (8 daall day (G
.G‘)Q‘ L}“i‘)sd.z\’-“o‘}stj.;“"“&‘“diffuse Jaaly agliia JS
PTLENITAPVY FIVES 0 B
Jlae Jsn Wlha & Jeda adadi (C4 + Aady mali p (3 WS) HISL gelip S
O OSar I daandl) 03gr pale Ll WSl Main Jsaal) ddasi bl Lises (5300
s ] OsS ) eme al anlS Jsiie aud (ol Jlae 2 J A dass as 344
G WS (Jladl ) Jaall (ul ) el andiing 35 Jaall A g Uasa g Jsaal)
08 G el Gl n W LA 23 B am o A Ak ol e
JAUa
VS_OUTPUT Main(VS_INPUT input)
{

(Jal o ez ha s daa B aladid caad o) e Gl (28101 8 '
1) geaind) Cae 8 La gead L L dguliie dapa Glal 5 53 8
float4 Main(in float2 base : TEXCOORDO,

in float2 spot : TEXCOORD1,
in float2 text : TEXCOORD2) : COLOR;

{

}

GO JAal a g KAl Wilhe &) JUaall Sas clansll o585 s

A BOLEY) G G paS Taa 5 Bl Jllaal) apey | (dampeas Sl

ol 13 o) il Gl B D cotor dssall DA e el
el Lo Sy

struct INPUT

{
float2 base : TEXCOORDO,
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float2 spot : TEXCOORD1,
float2 text : TEXCOORD2)

¥

struct OUTPUT
{

¥

OUTPUT Main(INPUT input)
{

}

AR Gl e liel 7 &0 Gl Gla e Jgsme Joaall ddals adls ana

Bl eliaby gl clad ) Jaal G ) disay JEWD 138 8 Ll &

Oo da elaily s Y U Gl ey (o) Gl ol e
10 Aadll Led gas S 8 iy VS OUTPUT

float4 c : COLOR;

VS_OUTPUT output = (VS_OUTPUT)O;
glad o 4 Gaa a0 s N mul QW Hladiul ViewProjMatrix
Jia g adill Jyatll e mill) o el Ladat 38 siinng 48 shian 1 pin g A ghinay
iz oA A e sl
output.position = mul(input.position, ViewProjMatrix);
‘BLUE 4l output (pea yitiall o olll Jis & aual clld 2ay
output._diffuse = BLUE;
il Gl e Tyl

return output;

}

HLSL d3)y ¢/ 935 3w dad G :16.2

Lanlal p3px AiSall 85 45 paie (p A0 addfiy Sl B Jsan Jlae JS3 aa g
.ID3DXConstantTable 4¢a) sl A (o Jlaall ol &5 Jsan ) GJU\ Al
L yuad B0l i 33 g gall Y gaiiall PNURRTREN Agal gl sda Aol o LiSay
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Mgt 3 i (A (e Jlaall
(s .ID3DXConstantTable 4gal sl Lgdaan ‘N;"J\ GALLAL\ 3 paida daY V) ) g
Direct3D 35 aal y zaliall s3gy Al 2D e J pasll Jal

S9\3) 83n s Js )euad\ 116.2.1.1
A3l Yzl Lk 3 jas DA (e JUaall 8 (puee Jsaie dad wass Jal
(e Uaiie pladiuly Uil Jd e Jlaall (A Jeatie ) g a2 L) ¢ a0
Sle Talae) Jlaall 4 Jsaiel Lage JO zeiall 2y \D3DXHANDLE g 5

D3DXHANDLE ID3DXConstantTable: :GetConstantByName(
D3DXHANDLE hConstant, // scope of constant
LPCSTR pName // name of constant
)
: B

25 gl Jsaidl gsan A AV A oy @A U=iall hConstant QO
La g Gilblaes Jial aiie e Jsasll L’mj 1 S Al ania e puanll
pmanll 3055 LS 13 sl 130 3 Al (mia yai o L e s 3
Al anda e

fasa sa OS5 ViewProjMatrix 2 Jiadl) @ J sxiall ?“"“ O o ¢ JEall Jas Q‘:

PSS Wadie (5 ghae e 8

D3DXHANDLE hO;
hO = ConstTable->GetConstantByName(0, "ViewProjMatrix'™);

So\ed\ a3 og08°:16.2.1.2
ladie Jlaall 308 4 (pee Jeaie oy (e o lankt Jiasy Wlls
Falidl aladial PR e beld JA Jeatid dad aaan sk
J sl g5 e du g5 anly Jafind XXX <ws | ID3DXConstantTable:SetXXX
Gt sa Alad 3aat 068 oA Jsatall 1Y (JB o e 4t st )l
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.SetVectorArray G@—'\A\ and ()6 Xinied iy e

;B JSEY e oA ID3DXConstantTable:SetXXX zeieal dalall 4auall

HRESULT ID3DXConstantTable: :SetXXX(
LPDIRECT3DDEVICE9 pDevice,
D3DXHANDLE hConstant,

XXX value

ol Al Jsaad aaddl Gleadl ) jisa :pDevice
Al poat oy p Lﬁﬂ‘ Jsaidl Y ey (asia thConstant
g5 oy oy xxX O Cun Jsnidl 3 lgaiay 2y ) dad) value
s int sl bool :Ji) &‘}j\)—” oo Al died sty 5 gdll J i)
5 vector :Jia) s AY) &Uﬁ‘ o Al g cAadll (e dast ) el (float
Al N T b ai () matrix
palic dac daay L) ey Uass g Serxxx geiall 22l cili siias st dic
e el sl (e o e 2aay s (3 geiall Gl 055 Slia Al hadl)
R i (e (0
HRESULT ID3DXConstantTable: :SetVectorArray( )
LPDIRECT3DDEVICE9 pDevice,
D3DXHANDLE hConstant,

CONST D3DXVECTOR4* pVector,
UINT Count

);
Lals) Pl e ledaaid WSey A elg¥ A A G
2 A Jalall (aita g Device 4and e Ll 4 Ly . ID3DXConstantTable
‘handle s 48l 3axi
Al 52 dad gl 330 ISetBool O

bool b = true;
ConstTable->SetBool (Device, handle, b);

Al s a—‘ﬂj‘ e (B @4)3 aadluy (SetBoolArray O

bool b[3] = {true, false, true};
ConstTable->SetBoolArray(Device, handle, b, 3);
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;Agida daf puia gl 203 [SetFloat O
float ¥ = 3.14T;
ConstTable->SetFloat(Device, handle, T);
Aaaal) il (4o (B puia ) a2 SetFloatArray O
float f[2] = {1.0Ff, 2.0f};
ConstTable->SetFloatArray(Device, handle, f, 2);
Aasin dafd pua gl A28 ISetint 0
int x = 4;
ConstTable->SetInt(Device, handle, X);
Aasssall sl (e (Bud puia ol p2A0 ISetintArray O
int x[4] = {1, 2, 3, 4};
ConstTable->SetIntArray(Device, handle, x, 4);
[4x4 A8 5inn al a6l a0 (SetMatrix O
D3DXMATRIX M(-..);
ConstTable->SetMatrix(Device, handle, &M);
44 Ol stiad)l e (B e&g @Ajj aadluw [SetMatrixArray O
D3DXMATRIX M[4];
// ...initialize matrices.
ConstTable->SetMatrixArray(Device, handle, M, 4);
sV Leie IS Hult @l yhse (e (Bl a8 @é)j pdAiuy SetMatrixPointerArray O
"4x4 A8 ghiaa
D3DXMATRIX* M[4];
// .._allocate and initialize matrix pointers.
ConstTable->SetMatrixPointerArray(Device, handle, M, 4);
Ax4 43 giaa J gl Aad g gl 2230 (SetMatrixTranspose [
D3DXMATRIX M(--..);
D3DXMatrixTranspose(&M, &m);
ConstTable->SetMatrixTranspose(Device, handle, &M);
4x4 Gl ghiaal Y dia (e (Basd 35\3 b‘-éjj aadluw ISetMatrixTransposeArray [

D3DXMATRIX M[4];



v ¢ Sl Qe Jullil) 43l Y JAaa 116

// .._initialize matrices and transpose them.

ConstTable->SetMatrixTransposeArray(Device, handle, M, 4);

oy & phsall e Bad af auaa gl 2R SetMatrixTransposePointerArray O
s B siamnn i ) Lo S
D3DXMATRIX M[4];

// .._allocate and initialize matrices and transpose them.

ConstTable->SetMatrixTransposePointerArray(Device, handle, M, 4);

:D3DXVECTOR4 & sl (3a J5aie o auin sl addiusy ISetVector O

D3DXVECTOR4 v(1.0f, 2.0Ff, 3.0f, 4.0F);
ConstTable->SetVector(Device, handle, &v);

i) e Ge e B le Jsatie dad goa gl aAy ‘SetVectorArray
D3DXVECTOR4 V[3];
/7 ...initialize vectors
ConstTable->SetVectorArray(Device, handle, v, 3);
plaaial She 4y Jie (pae e aan 50 55 (e dad a gl 030 ISetValue O
1S5 D3DXMATRIX & 5l (e 4ad aia sl Setvalue

D3DXMATRIX M(--.);
ConstTable->SetValue(Device, handle, (void*)&M, sizeof(M));

dgio\ JOY\ S\ o oyos* :16.2.1.3

0 lealadiad 5 A sl A g a8 Ly ol ) aa sy G el a
dac) ol san) 55 e el 13 cledind any gie o pall & Ladie Cul 1 Al
Gl

HRESULT ID3DXConstantTable: :SetDefaults(
LPDIRECT3DDEVICE9 pDevice

);
Ll S J sl paradall Sleall Vi ipDevice O



<l g edliiaal) Ye

HLSL 67 Jdhw &5 :16.2.2

o) il Aokl ot Cale 8 4GS ey Jlae Ras i

HRESULT D3DXCompileShaderFromFile(
LPCTSTR pSrcFile,
CONST D3DXMACRO* pDefines,
LPD3DXINCLUDE plInclude,
LPCTSTR pFunctionName,
LPCTSTR pTarget,
DWORD Flags,
LPD3DXBUFFER* ppShader,
LPD3DXBUFFER *ppErrorMsgs,
LPD3DXSHADER_CONSTANTTABLE *ppConstantTable

)
Alex A
(AUSY (805 L null degdl) 4 ) peins 1) (5 LA Jass oYl 138 pDefines O
A Cusy decas dgal ) o3 | ID3DXInclude )5 ) 5% ipinclude O

o) peadl o gl Y el sbis 3l i i Bkl 3 Leia
s ] s s a1 138 Jalat Ui 13 L il ) 1L

&b s 1Y) Mia  J Al ddass &0 aud 235 45 3 ) Aluls ipFunctionName O
PEVWRIRATY & "Main" Abulill ) yai Waie Main LuLUd\q; Jsaall s

HLSL 3dud den i Xy 955]\ Jall laal aaad 4 5e Aluls pTarget O
vs 2 05 vs 11 Aalidl ugyyll <Olhe & jlaa) o) 4 4jaad
ps 135 ps 1 25 ps 1 1 Aaliall & ) gatell EOUAe & jaa) Lvs 2 sws
ooyl Jlhae Jle daa i Uﬁj 13 Sl .ps 2 sws ps 2 09 ps 1 45
_L._\_._.,Jj\ 12a EVS_Z_O oo aie o0 Jlaayl é‘ Juadl d}‘ g,ﬁ U'A’})’-‘S\

S (53a) b O AEE e ) ) en ) e 5 '
Pla G Uiy peadll A2} (0 Y HLSL 43 pladiad (3o Lt )
oe ablay o) Lﬁ\ oI Loy Jlaa g,ﬁ‘ el HisL Aal alastil
gl 481 Aasid sie Wl eglladll Jaca) L) 4tea i 3ale) (3o
Dsn el ol Linled

pie 1ail 0 ded k) dea Al 4y LA e)-“—\ (= Ae sane e 3L IFlags QO
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ro? Aalid) @l jlball (ef asa s
el e glae Sy ax il <l :D3DXSHADER_DEBUG ®
oasd gl ¢l ) aay aajidl ey :D3DXSHADER SKIPVALIDATION W
al o Wy oS 1Y ) Jlae gl ae alall 138 anding ¥ cang) 50l
(Jema
J sl sl ¢l jal ades aa jidll <l :D3DXSHADER SKIPOPTIMIZATION W
ot o) e 5 Y Cus manl) Jal e L 13 iy Glee 5 aul
OIS IS8 L3 ,aa) sty s il
Jaall 3808 e (558 D3DXBuffer 4gals oV T dise 2=y ppShader O
(it Al il Jasi o llh 2y 038 das el JUaall 3 s a0t dea i)
sl iy gemial) gl a gyl Jllaa
43y Als e 5 6ia5 ID3DXBuffer 4ea)s I T 5« 2=y ippErrorMsgs
Laal) ey g < jiad Lo
sle (s 3 |ID3DXConstantTable deals ) TS5 2ay ippConstantTable O
sl s a6 Jgas Gilbdasza

:D3DXCompileShaderFromFile ¢leXiul Jss Jba @3 Lasd

//
// Compile shader.
//

ID3DXConstantTable* TransformConstantTable = 0;
1D3DXBuffer* shader 0;
I1D3DXBuffer* errorBuffer 0;

hr = D3DXCompileShaderFromFile(
"transform.txt",
0,
o,
"Main", // entry point function name
"vs_2 0",// shader version to compile to
D3DXSHADER_DEBUG,
&shader,
&errorBuffer,
&TransformConstantTable);

// output any error messages
if( errorBuffer )
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{
: :MessageBox(0, (char*)errorBuffer->GetBufferPointer(), 0, 0);
d3d: :Release<ID3DXBuffer*>(errorBuffer);

}

if(FAILED(hr))

{
: :MessageBox(0, ""D3DXCreateEffectFromFile() - FAILED", 0, 0);
return false;

}

SY955a)\ g\ ot :16.3

gl () ALaYL HisL A Aeal) dua gl £ Y1 Gany llia '
13 il Jae ) G ety IS 20005 T jal) £ 58

daadadl gleoy\ :16.3.1

A dpalodl 1 L HEsL A Loy 3

Oaa () saae JUlS Laa false s true O LaY) false 5 true 4ad 330 thool O
(HLsL 4]

LN 32 (faym e gmaea A3e lint

016 (s Adle Alald ) dac chalf

32 sy ddle Alald 53 dae float

O O 0O O

Cu 64 a oy daile Alald 43 dae :double

s Al 038 (8 double s half s int g sV Aalal) (ary acxi ¥ 8 |
Meie Y float t}d\ alasiu

da iyl g\eit :16.3.2
A el 223N ) gl HLSL Aad 8 aa s
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float &}'\J\ (e 4 AS je JS (S8 ) =L glad lvector 0
T saball & 5l (e 48 A e JS 685 Cus 22 53 glad ivector<T, n> O
dael 43S je ) S plad o JBe W 451 Op 058 O Gy 2xd)
dac Lina 48y )3 mas
vector<double, 2> vec2;
as) Mo Bl A Aapall sy plad (8 A8 e gl S g slol) iy
PSS vee &bl (e () AS el 8 el
vec[i] = 2.0F;
o A gl Jsis (N z sl o Wl vee glad LS 5a ) 7 sl Ll LSy LS
ab g w7y, x Al 48 pedl S el clad (5 5k

vec.x = vec.r = 1.0F;
vec.y = vec.g = 2.0f;
vec.z = vec.b = 3.0Ff;
vec.w = vec.a = 4.0Ff;

o w, 7y, x slesd) Lgall i Al LS el i (g, b, g, roelenY) i G
O S elly (Y o Y Jial RGBA Aaa aladin) Juadl) (e 4 Cua s il
L) Jiay g lal
Ll Al Juo A gAY Gy el Al gl 61 alasial Gl e Yoy Ly
) Tl s 2] A 5 eyl

float2 vec?;

float3 vec3;
float4 vec4;

coad v gl oy GlS je Fd 55 cu = (U, uy, ur, uw) gl Ll oSl
daa Ao Sy Ju w:*ds)‘dsc-wﬁ el Jal O6Ss v = (v vy, Ve, V)
e oaldl g il 108 o) aY dals Aapay HisL A Loy p oSl Aslal s

Hswizzle) &0 é_..u.ﬂ\

vector u = {1.0F, 2.0F, 3.0F, 4.0f};
vector v = {0.0F, 0.0F, 5.0f, 6.0f};

v = u.xyyw; // v = {1.0f, 2.0f, 2.0f, 4.0f }
y, x S el F LSy e Aadl) Fus die LS el JS fs Lo can gy Y
Al 3 2 (e ey LS L
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vector u = {1.0F, 2.0F, 3.0F, 4.0f};
vector v = {0.0F, 0.0F, 5.0f, 6.0f};

v.xy =u; // v = {1.0f, 2.0f, 5.0f, 6.0F }

S\veaad\ g\loit :16.3.3

Al diaall Gl el &\}ﬂ HLSL 4al (8 2 g

.float t}ﬂ\ Y L@—ﬁ"b)M K Cua 44 r‘\ﬁjw smatrix O

e T g;‘“l‘"‘l\ t}'\l\ e L 3 yaa S Cua mixn A8 sias Imatrix<T, m, n> 0O
N2 e 2x2 Adghian e JBa a4 51 Gmn, m A stadl alad S
:\A:\MJ‘

matrix<int, 2, 2> m2x2;

Al (4 51 On Oalssn, m Cun) mxn Astas Ciy el Gl e Yy LSy

400 daal
floatmxn matmxn;
AL

float2x2 mat2x2;
float3x3 mat3x3;
float4x4 matdx4;
float2x4 mat2x4;

@l aladin) iSay Cun Ll float 8 g sl 0 o a3 e '
F S Aaaia Jacd AaaiY Slia | Al e &
INt2x2 12x2;

int3x3 i13x3;
Iint2x4 12x4;

Gl A 50 el L Ll Jlasily A b 35 jma ol Y ol Wiy
PSS M Ad shadl) (e (i) Boaad) 8 dad aia sl Sl

MLi1L01 = value;
L A ol dsin I bl s Lo M &b shaaddl il jan ) 5LEY) Ly LS
4 yrall el eladd S L

sl e lers 0
M. 11 = M._12 = M._13 = M._14 = 0.0f;



Yo

¢ Sl Qe Jullil) 43l Y JAaa 116

=
1
=

.31 =M._32

M._mOO = M._mO1 = M._m02 =
M. _ml10 = M._ml11 = M._ml2 =
M._m20 = M._m21 = M._m22 =
M. _m30 = M._m31 = M._m32 =

.33 = M._

M._m03 =

M. _ml3
M._m23

M. _m33 =

.0f;
.0f;
.0f;

Jaall eley 0

daziv) DA e ol UiSey Adghan & gpme sl plad ) 5 LY g 3
M A gheaall e () handl g lad ) 5 LEU e | 3l sa_jial) ALl dpal

vector ithRow = M[i];

ol euall (3 yda e HEsE Axl Y sadiall Aigd Wik

vector u = {0.6F, 0.3F, 1.0f, 1.0f};

) A aladin) Ly (ilSe JS

vector v = {1.0F, 5.0F, 0.2f, 1.0f};
vector u = vector(0.6f, 0.3f, 1.0f, 1.0F);
vector v = vector(1.0f, 5.0F, 0.2Ff, 1.0F);

WERELAPRRIY

float2x2 2x2 = float2x2(1.0f, 2.0F, 3.0Ff, 4.0F);

int2x2 m = {1, 2, 3, 4};
int n = Iint(5);

int a = {6};

float3 x = float3(0, 0, 0);

N

<
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“Mia dd M) c4 4 Aad pa AL Game & 5 e Bad (g0 g el QY

float M[4][4]:
half p[4];
vector v[12];
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OV HLSL 33 (A all oS Y oS) v A g Capen LS Ll ) iy e oy
THLSL 4l 4 e Jbe e alic cllia

struct MyStruct

{
matrix T;
vector n;
float T;
int x;
bool b;
};
MyStruct s;
s.f = 5.0F;

typedef s/ 93\ da)\ :16.3.6

Cor ot A (A LS Lol Lguds & HISL A3l (3 typedef 3 saaall 2SN dila g o
22\723\33‘ ‘\3-)-\44\ 6\353“1-.’ vector < float, 3> t}ﬂ\ Q“- point a-w‘ CSM\ LS e
typedef vector<float, 3> point;
PSS ) e Y Nidie
vector<float, 3> myPoint;
S (of Ladi LSy
point myPoint;
Pt g Gl e gh il typedef 3) sl WIS aladind Gl AT (pllia Lia

typedef const float CFLOAT;
typedef float point2[2];

&Y 955a0\ Gu\eun :16.3.7

rJala (e g peall) die A8LS 200 5 ) gaaall Ll aladiind oSy

OsSs o 4l 2 13¢8 static 3 paaall AlSIL B g e Jata IS 1Y istatic O
() 3 lae Jgatiall 138 0 S HAT ety Jlladl) = 8 G e

Aslo s Al Lavie static 3 saaal) Al e Joatia Gl 313 Wl
Al 280 2 Ledie 3aa) 53 e Al Ay g Lo+ A3 B static (e Jsaie
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Rug 5 W 1Y a1 elesiv) BS DA died o Unilaa g
.0 Al Gl g 25 Laie J gaial)
static int x = 5;

o =2 13 yniform 35l AKIL B W Jgaia GS 1Y iuniform O
g (C + Al i Gulai J8 (g Sla) Jlaall 2 A Lgpn Jaial
JJiadl Ja)a

oSy 4 2 13gd extern ) saaall ALSIL Bgaie Lo Jsaie IS 1Y lextern O
(e o 4 b @eSa Gabat J8 ) Jad # A e Jsaiall ) 2 6
o) WS extern 3 saaadl AL A8 siie S ) oS Jadd Adlall Y Al
Lol ) extern (5SS static Cusd (oA (A Al S gl

Jae JUaY ad 1363 shared 3 saaall AalSIL G goise Le J g2 IS 1Y) shared O
Lasd dalall Y atidl o il sae o € e o sSan Jeatial) of Il Ll
shared 3 ) saaall A€l 48 5 ()5S o Sy

ORY sy 13gd volatile 3 saaall Al G guse Lo Jsalia S 1Y iyolatile O
L Al Y satiall T8 el putia Jeatial) 1 o) ) e a8l Jee
.volatile 3 saaall 4alSIL 48 giiia o) &5 Qi Sy

13 Lﬁi Cor+ 4l B Small i HISL 4] (A const 3 saaall 4alSU ) tconst O
e Y Tl J gadiall S Biaie const 35 saaall AlKIL 8 guie e Jsatia oIS
const float pi = 3.14F;

Lo Y\ )30 S\ /s \ g B/ 95l SN :16.4
v/ 95\ S\ :16.4.1

THLSL dad (8 48 jzall 3 ) sasall lalSll 0 ) 3 L Lasd

asm bool compile const decl do
double else extern false float for

half if in inline inout int
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matrix out pass pixelshader  return sampler
shared static string struct technique texture
true typedef uniform vector vertexshader  void

volatile while

GlalS g 8 Al g deddiuall e 81y 3 ) ganall Gl pmall 360 b Lad

P iine 3 ) e
auto break case catch char class
const_cast continue  default delete dynamic_cast enum
explicit friend goto long mutable namespace
new operator private protected  public register
reinterpret_cast short signed sizeof static_cast switch
template this throw try typename union

unsigned using virtual

ba\:l/‘.k“ \uani\ :16.4.2

DSl g HWAY) Jal e Al cp g AR @ jle e el s AR s
axd e Ll Aglie <l jladl 228 jona ) Lale IS gabiall Gl
C++
‘Return 3% 0O

return (expression);

i Else If Uoke 0O
if( condition )

{

statement(s);
}
if( condition )
{

statement(s);
}
else
{

statement(s);
}

for 8 0O
for(initial; condition; increment)

{
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statement(s);

iwhile 3, QO
while( condition )

{
}

statement(s);
:do...while 3 ) 0O
do

{
statement(s);
} while ( condition );

¢\os¥\ ¢)3:16.4.3

Lgnaii & HLSL A2 8 &) oY)l Aapa o) i) (A G je ladsai HiSL 43d g
- S5 matrix s float g lal ¢ dal &

float ¥ = 5.0F;
matrix m = (matrix)f;

o 13 W Gl DA e sl 12 A el Qe (aDla) eliSay
G Wl o iS5 8 giall o1 oY)l 5k e Alate Cilaglee o J sl
;s Contents Al Caad DirectX 2 skl Ao sana (il

DirectX Graphics\References\Shader Reference\High Level Shading
Language\Type.

5\5&‘&)\ :16.5
LS Llar cllenl) 038 aaind Cp 4 dad 8 4l clilend (e daedl HisL 41 i
& Claleally a8y L e ol 5 ) S0 LY (any (A Y) Cy 4 Aad 8 a2diud

‘HLSL
[] - > < <= >=
1= == ! && 11 ?:
+ += - -= * *=
/ = % %= ++ -
= O

O ag Al V) Corr A A LSl TSl clleadl b o e a2l



<l g edliiaal) Yo.

oy LS Al Alalill il g daganal) JaeY) ae 9 Aoleall andind Y5l G 5al
BSOS O e ) LY s e Aleall Cpans Dl o gl o5S5 (
(S NPT RN

Baa e A8 e IS el e Jasd HISL (8 llaall (e aall o ) 4l (Gl
s il ¢l ) (S 13 S e e 2 el 5 oo g 1
il gsd sl Cliadly dadV) ok clideadl s dedY)
Ay ) ki el ¢ oY) s Alexivsal) Cllead) (i pladtiuly <l shoadll
3l

vector u = {1.0f, 0.0f, -3.0Ff, 1.0f};
vector v = {-4.0f, 2.0f, 1.0f, 0.0f};

vector sum = u + v; // sum = (-3.0f, 2.0f, -2.0Ff, 1.0F)
S je IS Al B 4 4 Adeadl PIA e pladisaly )

// before increment: sum = (-3.0Ff, 2.0f, -2.0f, 1.0F)
sum++; // after increment: sum = (-2.0Ff, 3.0Ff, -1.0f, 2.0f)

K

vector u = {1.0F, 0.0f, -3.0Ff, 1.0f};
vector v = {-4.0F, 2.0f, 1.0f, 0.0f};

vector product = u * v; // product = (-4.0f, 0.0Ff, -3.0F, 0.0F)

S) lelad amiy dan o A8 50 JS e D)l allee Gadaiy 45ad) a3

i e milill Sl gl (g fisy Sus pool g il (e 48 A8 ja IS (A shina
MWie Baa e 48 je JS U jlia

vector u = {1.0f, 0.0f, -3.0f, 1.0f};
vector v = {-4.0F, 0.0F, 1.0f, 1.0f};

vector b (u =v); // b = (false, true, false, true)

F(Omad) ) Al Clleal b Jgatial) 48 5 A o Wias S o pal
8 el Gl e caling ) Gkl S 1Y AN clledl ) Al g
oy ad (40 Gl al) raall a1 ) Caskall 48 5 4w Dvie sl
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float3 & ) (s y s float & s e x QS 13 Sia, SV abadl) 53 Caylall alad
O dagd Glaa-,w il s float3 &)—m Q\ (X+Y) grel gf x 48 )i v“"’ e
st Adlall oda 8 Chjmall & gl B8 (5 Hla (e 48 S Slad) S floar3 & s
X = (%, %) O3S floatd ol x A8 A O ey AN cplad el g 5 il
1Y 48 e e 05 A8 ) (o JaaY plad ) ol g il Qlf iy gl cana
Gl a5y Y Y float3 Y float2 48 5 (Sar Y Sl B jae g il QB8 0K Al
1348 G yra gl 5

& o) Calall e caliny ¥l Caplall IS Al cilled ) Al
g5 o e By W) g sl 53kl (g lf) A5 a0 e o sl
<58 chalf & s ey sint &l e x OIS 1Y Slie A8y L&Y & il g3 oyl
Al uanll el () ¢SS g half t}'\l\ &V (xty) ol Gaa x Jsaiddl 48 5
half g 5l (s

295G A\ Y3 O 45\ 2u\ 93\ :16.6

A Gailadd) Hisp Asd Al sl

A 4 4 A & sl pasid

A8 (by value) 4adll Gask e slan gl i &y
A gana pae 493 gladil)

inline S Tadla al i) aadsins

a
a
a
a

e a2t Al A8l 5 ) el LSl Glany HiSL 33 Can @l JS 35
THLSL dady o sSall M ) Jal (il Jas e ol 530

bool foo(in const bool b, // input bool
out int rl, // output int
inout float r2) // input/output float

if( b) // test input value

rl =5; // output a value through rl
}
else



<l g edliiaal)

YoY

rl = 1; // output another value through rl
}

// since r2 is inout we can use it as an input value
// and also output a value through it
r2 = r2 * r2 * r2;

return true;

}

in 3sanall SLKH 3gas lae Lad Cu g Akl ol Y Qo Jilee ol 12 ¢

.in

35 6 08 S L) ) el T ) 28 i 4 (ins i
Lozl 8 i sa Jas sl (Y Al ea Tana gl s J in US3 (55l (e sl
sopdlSie il el SIS ) (Slia

float square(in float x)

{
}

return X * Xx;

(e JSin 0SS (s)
float square(float x)
{

}
Loy i) 25m Losie ol Jogu gl () IS8 Laun sl s ad im0t
out 3saaal WSl o) elaugdl DA e adl sale) dal e eV 13a
DAk e Y LS Gan e lan gl sy eansd Y HLSL 43 O 450
L sl et ¥ cout 4 o aanal Japgll 06 W adl sl a5l
A dsmy Gl g WSy Y Ly (il sy 8 KD Tl Y ladl
53 Jan g aadiiuy AT IS 4 Lo A by psii o) J e D 4 Al
RS Ty piinn Y 5 Clyhasdll 21 53 Jal (e Jah oyt

void square(in float x, out float y)

return x * Xx;

y = X * X;

}
) Balaal) datll 2alig ¢ Japa ol A (e 4 3 250 ) 22l A Ly
y-iﬁm}l\dvéu-“(x

outs

out.s

o
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O @) 1 inout Jaxiad gl s & outs in s Jas sl ob 2 linout O
&Acﬁ}d;ﬁu&gu}em

void square(inout float Xx)

X = X * X
}
Oe Lad el o dianiy o Japsll DA (e 4z 5 2 55 3 2aadl A L

x L sl Bla

W\ &\’1“ :16.7

Lﬂ;m\ Jsaall .JL’-.’;Y\ A il gun ) L.é Bdall dnlanall @\}ﬂ\_\ e HisL Al o
L.?A:@\jﬂ\ FRYY u'aa_]e\dil.u\ AP _@\Jﬂ\ oda (3a B )3 ge 4a (4o 3 jle
i L) o peally a8 Glla W i) (paliadl)

DirectX (385 (e ddiaall HisL @\}'.'\,1 AL PN LA&: Jpasl Say @

e::’ Contents 4-.’-.‘-“ N

DirectX Graphics\Reference\Shader Reference\High Level
Shader Language\Intrinsic Functions.

aog Wl

X awses abs(x)

X Soluw 9i )JS| w0 dic _,g.o| VY ceil(x)

ey X > b olS 13]) ax,s oS 13 [a, b] Jlxodl oo X Je= clamp(x, a, b)
ol ey X =apayx<auvlSlblgx=b

(OLsbJL 8,080 X ) X aughll ploddl w2y COS(X)
UxV ey cross(u, V)
ol ol obsJl o X Jg= degrees(x)
(det(M) 1) M adga.a0ll 330 doud 2uey  determinant(M)
WV, U puibsdl G [Ju-v]] @8luwodl ausy distance(u, v)
.UV e dot(u, v)

X Soluw 9i )s'wi Cu=xo >ic )+ST sy floor(x)




<l g edliiaal)

Yot

oy Wl
JIVIl = length(v)
o> t gl (e Bloucl Vo U oo JSU sl oSyl a>g0 lerp(u, v, t)
te [0,1]
An(X) 2=y log(x)
10g10(X) 12z l0g10(x)
J0ga(x) s l0g2(x)
Y X puioadll o sodaell dossll ey max(x, y)
Y X osiodll o S)2all dasill 3=y min(x, y)
MN chasdl 0sSy Ol ey @l >V MN Gudgaaoll slas sue;  mul(M, N)

Shw gleas Jole xe gles oo dle M oS 15] .Bym0
8,k N OlS 13] 23S 16,20 adgamoy gleidl clas weS, Ol boyin
> ey Ul bydy ssec gleisS Jole ae gled oe

5,20 ¢leuin @9gaaoll

V/[IVl] sy normalize(v)
b" u=s  pow(b, n)
OLsbJl sl ooyl o X Jg=  radians(x)

N el plolis v 3,001 £ lass 0 Tylicl GulSVl € lass s
N edoddl obls v 3g,sll gl oo Dliel HLwSiVl glas g
eta sloll Hu ol ,LuSoVI Joles

reflect(v, n)

refract(v, n, eta)

VX x= rsart(x)
.clamp(x, 0.0, 1.0) 3,2y saturate(x)
(0bsLJb 85080 X o) X bl cu> dumy sIN(X)

(bbb 8,380 X Cu>) X dsglil plodl g wus dusy

sincos(in x, out s, out c)

AX ae sgrt(x)
(0bslb 85080 X ) X bl Ub auey tan(x)
MT" Jgaioll 3u2s  transpose(M)

dgiaall £ s S pe Lol Ay al 5l o2 aliee o )30 Jraatl) (5 jaf 8
cross =il elaall W el #1591 U8 ae abs @il addieg D A€l
int LS e b1 A0 Aadl 1) & 03 ol (e Aad) B Al e Jah aadid

(& .. float

el s A 5 Al Ay dpalud) wil) o paRind 4ld ferp @il Y Apuilly L
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&5 JS Jal e el 0 30 Jaanl o a) oy Ly alady)

b ol i) (el Iy 53 @l U Db e e g ey e 1) '
e 4S5 K e il arps Waie (cosx) Jio Gl Unpu g 3l
i€ 1Y) Sl 3as
float3 v = float3(0.0f, 0.0F, 0.0F);
v = cos(V);
.v = (cos(x), cos(y), cos(z)) FOsSas e
AL a1 (e Liary g le il 2y (oS A0 ALY a5

sin(1.07F);
sqrt(4.0f);

float x
float y

vector u = {1.0F, 2.0f, -3.0f, 0.0f};
vector v = {3.0f, -1.0Ff, 0.0Ff, 2.0f};
float s = dot(u, Vv);

float3 1 = {1.0f, 0.0Ff, 0.0F};
float3 j {0.0f, 1.0f, 0.0Ff};
float3 k = cross(i, j);

matrix<float, 2, 2> M
matrix<float, 2, 2> T

{1.0f, 2.0F, 3.0f, 4.0f};
transpose(M);

Loyl :16.8

Aol Lildalat 8 Lgfiea 5 Al g ASCII Al ilile J HESL 4ad gl n i€
.D3DXCompileShaderFromFile @L’d\

(o JUaall zali o OV gata ad 20a% ID3DXConstantTable 4ga) ol W ~and 0
e L B Jaall & Y i)l Y 4y g e Jualy) ddee |Gl Jalo
o i Lsie kil 3 el & s oy 13 S ) Y UL
DU o ol b Uiy Cin Bl (3 ) i e Cyns
.ID3DXConstantTable

Gl Ciagl @y i Jae S Jal (e zoay Ja0 Uy el oy O
Ade z AT Al g Jlaall ) Jass Al Glidasal)
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