WRZEMRL THB >

WOHDI VI YT, EEERL TEDDT —LICRA AT, v 7 X—%iftf-t % £ TOMEF

BOTCTOI VA LB ? #{Eo TRTRT 2, TIRFYHDIFS
WMBRY S Z(Terrain class)EE>TWL L

SR LB =AM EE> TL<

GPU Y —R#E{E>TWLL | = DrawBig




A0 TS A LB ? Z21F> T
KRNI Do TVAFVYHDITS

X X7y 70 T—208t (CFARBREESH ?)

M ZEBICIE T7e< TADR (TA) | DBETT,

CORIFE TTER (B&5TA) 1 CHEENTVT, 1D21D20ERICIERD & S BIERLABOD £T !
E-YoT] FADER?
position ZORDEICHBD (X,y,2)
normal HOLEDS (DT E)
uv & (TUORFv) OBDA

CNZETcK TARDT. THEOK] ZE>TVEEXT,
HMEORIS=AR 2 SATLRTTETVWT, ZAFEODREA% indces EVWSIESDT—XTEELET,

N 2Fv T T—2D#lw (L5 >TT—X%=2FHE->THL ?)

CHDYU S ATy Terrain (FLAY) WS MEISZ) ZEDET,
RICIECABREEDHD ET ©

std::vector<Vertex> vertices_; // SDEEY (thEOF)
std::vector<uint32_t> indices_; // ZBF 02K ER (FS)

int width, height; / B D& & #HED <~ X DEL
float scale; /1XADKES (ff] 1 1.0f=1X—kJL)

CDYUIRT, WEZESD. RRLIEDTESLSICHDET !

X RXFv 7@ : SUALICHEEES (TIIFCEZDIFELS )

MakeTerrain() & WS BT, MEE S VA LICTIIECTEE Y,
CCTE ™ra0n&S5HEH (SVAY) | #F-oT. LA EEDET

floaty = 5> & ATRE * &S DEE;
ZL T RZIVRIDE->TVEFFT !
for (intz=0;z< &S DAL z++) {
for (intx = 0; x < #D < REL x++) {
Vertex v;
v.position = { xDIE, yDE S, zOLE };
vertices_.push_back(v);

}
}

TDHE. IR E=AR2ICHOIT T, indices_ IC=ABFEED 9,

Bl LT, ESXMHADTERT Uy K (IB5XET4) ZHVET,

I WM OTESDM T (vertices DA T w2 R)

zFim (BfTE)
t
|



(0,0) (1,0) (2,0) (3,0) (4,0
0 1 2 3 4

0,2) (1,2) (22) (3,2) (4.2
i0 11 12 13 14

(0,3) (1,3) (2,3) (3,3) (4,3)
15 16 17 18 19

- — — — — — — — —

xFiE (1)

LE%:
® vertices. CLSEIREGICIE. EHDSTF. ELSHDIBETERNAA>TUVWET,

® vertices [0] (&AL vertices [19] B TDIER T,
o RIEMAICIE x, v,z DNIER. &8 (normal) « UV REDBEBHRHMNPA->TWVWET,

Imzuecs
C QI NIBIFROUMIBTEOLONET
o (> FvsRDER BOT=AFEES)

® GetHeight(x, z) Cm I %NS
o FURFvDUWZFETS

X RFv 7@ 2 EEICRTT S (F—LDIERICTS!)

TEHNH o7z vertices_ & indices_ & TGPU (L—0Uf—Kkp—) | I23*>T. DirectXTHZT £,

context->IASetVertexBuffers(...); // TB=s. (&) DIERELE Y b
context->IASetindexBuffer(...); // ZEFODDLEREEY b
context->DrawIndexed(...);  // ERSICEEICHI< !

BCEEITIE KOHRDFR. TI/IFv WEHDIR) HBRELT. REBZLILET,

MER)

27v7 PB3LDEK
TR DG WEICHERBRZRDD (RP=AR)
T — R D WEOH 2R Z 2 HDEHEES
S VA LR BT T VHLISROTHIZ1ES
R DRR WA D T — 2% GPUICIE > TEIEICH <

CCETLUE. HEIFQuady SRZE>TT I RF vaR> TR EIFIER L &Ko
NN MEORESTHEATBREIFRLEBRIFVWVTT,



_%Eﬁﬁixﬁadewﬁ%
- fEoTWK<

X257y 70 : R o 5 A %35 !

F—=LICHETL S M@y » My £22< 370120 Terran (FLAY) WS IS #EDET,

Chid TR Z{E-o7cD. HUVD, FARTED T BEFILGER ) ReBoTLEE W,

X1 sEnms (<o iz
MR ZEBICIE. TRl ® T=AF) A XBEOBRMBETT,
class Terrain {
public:
Terrain() = default; / ] £ FZE LR WIERKED > X 55 4
void MakeTerrain(); // < 5 > & A ICHER &1 5 BA%L
void Update(); /2D EHT (S1dfs LAw)
void Draw(Transform& t); // 1t % EE (T < B%Y
void SetParams(const TerrainParams& params) { params_ = params; }
private:

std::vector<Vertex> vertices_; / =D ) R +
std::vector<uint32_t> indices_; / =@M Y R b

ID3D11Buffer* indexBuffer_ = nullptr; / GPUB®D A > F v o RNy T 7
ID3D11Buffer* globalCB = nullptr;  // EHU/\y 7 7 (h A 575 EDIER)
TerrainParams params_; // #2044 X - R4 —JVIEHRR E

void CreateBuffers(); // GPUICF— 4 %1% %%
void ComputeNormals(); /&8 (Gt FAE) #5E T 2

I X 2. FZDERE T — X TerrainParams
params_ [ICANDT—RIET S VWSIBEICR>TWVWET

struct TerrainParams {
int width = 128; I1E< 2% (R0¥)
int height = 128; /] #it = 2L
floatscale = 1.0f;, /1RRADKEE (A=)
float heightScale = 10.0f; / & & DR K&

I X 3. Vertex &l ?
M (JBR) 1F Vertex EWSEFIT. COERINTVET !
struct Vertex {

DirectX::XMFLOATS3 position; / EE1E (& Z (12 % H)
DirectX::XMFLOAT3 normal; //i&#& (Gt 7TaE)



DirectX:XMFLOAT2 uv;  // UV (59 X F v DB 5 15FF)

I X #E : DirectXIcHRELHD

W% RTT BICIE. DirectXDU T DOHEREZEVET -
ERNYT 7 (HOHER) \
ATV IRANY T 7 (ZAFEODORERH)

TORAF v (RI-BOER)
EBNYT7 (WXS5954 LDER)

XZZEToFed

B it
Terrain W ZED « RRT BV
Vertex 120X DIFER (UERY)
TerrainParams LAY 1 P27 —IL
vertices_ ROEED
indices_ =AROOBER

Draw() Wz EEICRT Y %



TR LR =ZAR TR Z{E>T
L <

NH#FEOEETZE S VR LISRO T, EEEZESS !

|&am:

WEOFEEDICIE. £9 TET0HIR (FIER) | 2 IALRET,
ZFLTIDRDEIES VA LITRDZ T, TIIFZ LISEICARD X9,
Ixes7—%

BiEl X TICEo 7= TerrainParams ZfEWVWE T,

struct TerrainParams {
int width = 128; /[ FBICETES £ IR 5 5
int height = 128;  // BICf[{ETESZ R %
float scale = 1.0f; /1< ADLE (FEEE)
float heightScale = 10.0f; // & & DR AE

Ixascaszns
CHTIREMEE>T. BEBASHICT 3 LA TEET,

std::mt19937 rng(std::random_device{}()); // 5> & ADTT
std::uniform_real_distribution<float> heightDist(0.0f, 1.0f); // 0~1D& &

IxEssrza-1
CC T, HmED &= (Vertex) 1 Z1ED £95,
for (int z = 0; z < params__.height; ++2z) {

for (int x = 0; x < params_.width; ++x) {
float y = heightDist(rng) * params_.heightScale; // 5> & ATREHE !

Vertex v;

v.position = {
x * params_.scale - halfWidth, // XEEE (£ B H)
Y, I YEERE (J&)

z * params_.scale - halfHeight // ZEEAZ (Fgih > B)
b
v.normal ={0,1,0}; /%88 (LYHATE)
v.uv = {
static_cast<float>(x) / (params_.width - 1),
static_cast<float>(z) / (params_.height - 1)

1

vertices_.push_back(v); // TE= Y & M TiEfD !

|&auﬁE:oTém?



for TZ U w FRICTERZIMEANRD

L 1D1DIS. TUALBES y ZDIF3

. HEOFOH(0,0,0) ICHKD &S ICUBEZR FHE
. BRT—4&% vertices_ ICAND

InsiFszcesnse
CARBRBRLOHMENATEEIN (1 X—)

BB
EOE

HEEE H
HHEEEEHRE- 5 4L858TTIES

BRIEoTcB. 12TV IR Z2EZRD

X 1. F9I13MAAZEZ LD

feeRiE ROES5E2X20MAR (BIL) BHDOFET

HNES (vertices. DA >T v I R)
1 zF3M8)

0—-1

| /|

|/ |

>3 —xHME

CDADDERDS. 2MD=AFZ2ED £,

X 2. ZAFDIEDH (1 >T v o XEEF)

1. EFO=AF —> 50,21
2. AEO=AF - 52,31

HCOIRE (EE1D /REFEHEID) A TRE) 283D —IL*TY !

/| C++TIET 5EL

indices_.push_back(i0); // = £ L DTES
indices_.push_back(i2); // = £ T DIES
indices_.push_back(i1); // = A L DIES

indices_.push_back(i2); / = £
indices_.push_back(i3); // = &
indices_.push_back(i1); /= AL

X 3. 2 ED )L —F TNz OHRT !

for (intz = 0; z < height - 1; ++2) {
for (int x = 0; x < width - 1; ++x) {
inti0 =z *width +x;  / &£E

intit =i0 + 1; x =N
inti2 =i0 + width; I ET
inti3=i2 +1; IZ=EN

=0 £ - AT - AL
indices_.push_back(i0);
indices_.push_back(i2);
indices_.push_back(i1);



I=ZAk: E T AT - AL
indices_.push_back(i2);
indices_.push_back(i3);
indices_.push_back(i1);

NEE: BEZST3D?

GPUIET L EICI3. T=AMOER3D) Oty FE L THXZUENHZHD5TT,

frRIE MEEHI L CBo5, 05 LTZAROES (Xy>a) L LTHRBITET,

BB LB % 57D LT, KU IUARRINED SNAD D TBLEE. TAETAXRT—F (Direct3D.cpp) DBE%E
DAV —TL—L+hU T B IELTHE S,



GPUUY —XZ{E>oTWLW I =
DrawREg %K

X GPUUY —XZEZ>TESWVWSZE?
IXssrrx—s

o THRAQER (BFAPEILY) | ZE5RIITIE. BEICHEEEA
o Eo7/ciERE GPUITEL T, TThZEHEVLT! 1 EBRLLBVEWVITEEA

ZDOHIC TRy T 71 WS AN ZE> T GPUICETHENHD F7,

X GPUICE R T—X1320H B !

% e
IEV A = (S ®E - mE - UV) O

AVTYIRNY T 7 EDREEDREDBVWT=AFACTEH

|

X BAMIZES 0B D ?
X sy 77 2te38m9 (@)

D3D11_BUFFER_DESC vbDesc = {};

vbDesc.Usage = D3D11_USAGE_DEFAULT; / Zi@DfEWLS
vbDesc.ByteWidth = sizeof(Vertex) * vertices_.size(); // TES.DH 1 X3 A
vbDesc.BindFlags = D3D11_BIND_VERTEX_BUFFER;//JE=/\v 7 72k !

D3D11_SUBRESOURCE_DATA vbData = {};
vbData.pSysMem = vertices_.data(); / ChHHG !

device->CreateBuffer(&vbDesc, &vbData, &vertexBuffer_);

IX > 7voz2nyaromERL

D3D11_BUFFER_DESC ibDesc = {};

ibDesc.Usage = D3D11_USAGE_DEFAULT;
ibDesc.ByteWidth = sizeof(uint32_t) * indices_.size();
ibDesc.BindFlags = D3D11_BIND_INDEX_BUFFER;

D3D11_SUBRESOURCE_DATA ibData = {};
ibData.pSysMem = indices_.data();

device->CreateBuffer(&ibDesc, &bData, &indexBuffer_);

XhhDO»g<ES -
1. vbDesc X ibDesc IZ M/\w 7 7DiEHR (1 Xeh) 1| 216X 3

2. vbData ¥ ibData IC TEEOHFE (ROT—E2RY) | TAND
3. CreateBuffer() T [/\w 7 7%#{E>TGPUIZET, !

NigIcTB L



[CPU] [GPU]
vertices. ————p JEE/NNY T 7

| - BEICER!
indices. ——p =AFIE/NNy 7 7

XKWy T 7IdEpARFITFELS !

if (vertexBuffer_) vertexBuffer_->Release();
if (indexBuffer_) indexBuffer_->Release();

ChiE TRIONY 77D ERFZR-> TS, FNTFTHSHEZS5R 1 CWSERMITOMIETY,

XSimple3D> = —RZfFE>TL>RUVITT 3B

Simple3DY T —4ADAAICEDET. 12Ty bLAT7T e (BREOEER) . B7L—LEEINZEREXDZHOTY
ARV Ny T 7ZED T,

X1LEROYEVIE (1>Fy LATIh)
INzeze (o Ty 79k oTHIC?
GPUIZ MOOIERICAINA>TZDH) ZFHSHEWVWE, ELLERXFE A
ZIT ICOIBBETT 4D A-TB& ) LHERABIODRED 1Ty FLATIRTT,
X coa—rnzome:
D3D11_INPUT_ELEMENT_DESC layout[] = {
{ "POSITION", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 0, D3D11_INPUT_PER_VERTEX_DATA, 0}, //EE{E (x,y, z)
{"NORMAL", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 12, D3D11_INPUT_PER_VERTEX_DATA, 0}, // i&# (x,y, 2)

{ "TEXCOORD", 0, DXGI_FORMAT_R32G32_FLOAT, 0,24, D3D11_INPUT_PER_VERTEX_DATA, 0}, // UVEEIZE (u, v)
|

Ix-oso1mE=EcS:

NA MIE nE #4142
0~11 Position 1281k (
float x,y,z
)
12~23 Normal 1281k (
float x,y,z
)
24~31 uv 8N+ (

float u,v

)

CMN% CreatelnputLayout) TGPUICEERL T. TChICE-> THAIAA TR CIBRLET,

X 2. ®#0/\w 77 (CBGlobal)

I X mEss r—#icEs taxseromm

BERICEVV THEOBER (AXS. SAT1>J. YU IRRBRY) 113 BIL—LEDLZDT. EENYIFICEFrHTE
D%xEJ,

|®ommaﬁﬁwwm%

struct CBGlobal {
XMMATRIX g_matWVP; I ETN->Ea——>TOYzsYa>niThl (RIRMIB)
XMMATRIX g_matNormalTrans; // ;545 F 0 2541751
XMMATRIX g_matWorld;  // EFILO T —)L M ZEi
XMFLOAT4 g_vecLightDir; // td[aE



XMFLOAT4 g_vecDiffuse; // {iBI D&

XMFLOAT4 g_vecAmbient; // IRiE D

XMFLOAT4 g_vecSpeculer; // $EHEREIDE

XMFLOAT4 g_vecCameraPosition; // 71 * 5 D&

float g_shuniness; /I SRER ST D5EE

BOOL g_isTexture; HFIRAFvHYDERL, (75%)
float pad[2]; 16N MCZBAZT=0DNT 1>

X es@pnzo?
WEDLEFIC. CH+AITHEZEZY FLTGPUIED XY :

Direct3D::pContext_->UpdateSubresource(globalCB, 0, nullptr, &cb, 0, 0);
Direct3D::pContext_->VSSetConstantBuffers(0, 1, &globalCB);
Direct3D::pContext_->PSSetConstantBuffers(0, 1, &globalCB);

CDESICTBE. HISLOY T —4 — I TRD K SICEITENE T

cbuffer CBGlobal : register(b0)
{
float4x4 g_matWVP;
float4x4 g_matNormalTrans;
float4x4 g_matWorld;
float4 g_vecLightDir;

|

= 4 —
XRRgICFeHBE
N—=v% 1®&a
A>Ty rLAT TR TBEaMN TESWVWSIEETLEATSH ) #GPUICHEZ S
CBGlobal##i&A HAXZ P BT MU O RBY, HEICHER TBREZEOHZIEHR 2FH3

X DrawR8%k % 1> THE L TL <

W (Terrain) HEIEICHZ K 5I2T 3 !
BERIZ. §F TP o7Quady T X EH DIHE & —i&E,

X 25w FTERER

IR OEENY 77 e1o7y 228y 77 EGPUICELTHL (5% o7)

C 13 CreateBuffers() DT D X L7,
A O (RE=A%F) 1| % GPUICHX THBIRETT,

I X@>x—2—0%fE (H5%o1)

o THE T—4 (VS)
o KUty T—4 (PS)
o AALAT7 Uk (BRT—2DILVHA)

C U InitShaderBundle() TEREFH T,

b5 a8y 77c7— 4% ANTES

CBGlobal IC. TLAV—DNME - h AT - HORAZTHREEFEHTEDET,



CBGilobal cb = {};
cb.g_matWVP = ...;// h A 5 &(Eo =175 BB L TRA
cb.g_vecLightDir={0,-1,1,0}; / &b Eh Bk

context->UpdateSubresource(globalCB, 0, nullptr, &cb, 0, 0);
context->VSSetConstantBuffers(0, 1, &globalCB);
context->PSSetConstantBuffers(0, 1, &globalCB);

i @cruicttirr—azty ho3s
MWD TROEHR » IZAFODBRETH] ZGPUISELEFY.

UINT stride = sizeof(Vertex); / 1D DIERNDKE S

UINT offset = 0;

context->IASetVertexBuffers(0, 1, &vertexBuffer_, &stride, &offset);
context->IASetIndexBuffer(indexBuffer_, DXGI_FORMAT_R32_UINT, 0);

context->IASetPrimitive Topology(D3D11_PRIMITIVE_TOPOLOGY_TRIANGLELIST); // ZA CTE< & !

567527 v2cPuciEs @HEO=DHE)

ID3D11ShaderResourceView* srv = texture_->GetSRV();
context->PSSetShaderResources(0, 1, &srv);

Jive=miccasens !
CCT IGPUSL HHEIT— 11 @B LET,
context->Drawlndexed(static_cast<UINT>(indices_.size()), 0, 0);

CNT. GPUR' SO =Mz > Tt zEmEICH L £7,

=2 4= 0k DR

void Terrain::Draw(Transform& t)
{
11O E BNy 77 %18 B
CBGlobal cb = {};
cb.g_matWVP = .. ;

context->UpdateSubresource(globalCB, 0, nullptr, &b, 0, 0);
context->VSSetConstantBuffers(0, 1, &globalCB);
context->PSSetConstantBuffers(0, 1, &globalCB);

@Y z—H—%EF>
Direct3D::SetShader(Direct3D::SHADER_3D);

IOTEEEAYTYIRERET

context->IASetVertexBuffers(...);

context->IASetIndexBuffer(...);
context->IASetPrimitiveTopology(D3D11_PRIMITIVE_TOPOLOGY_TRIANGLELIST);

®FORF o &EET
context->PSSetShaderResources(0, 1, &texture_->GetSRV());

I/ ® HEE T
context->Drawlndexed(static_cast<UINT>(indices_.size()), 0, 0);



27v7 »BHIL wiE
O ERZES MakeTerrain()
BETIERER
@QNyIT71ER CreateBuffers()
B
@ r—4—tvh InitShaderBundle()
P-4
@ EFNY T 7ICBERAND Draw()
HAT® 3
OER - AYTYIRTIRFVvZET Draw()
AT®3
©HEMDZHT Draw()
HAT® %

| EBE

X BrY

WMEDOR-BERDZ 1 —4—) OFEZES !
FESDIFE:

e HRYT—H (VS) > =ZALONEBEEZEZS (AATORIRY)
o Ut z—4 (PS) > BVHZIZRDZ (EXPTIRF V)

X 1. @B TES EH/NY 77 (CH+eEL#EE)

cbuffer CBGlobal : register(b0)
{
matrix g_matWVP; /| D=L RxEa—xTOYzsvay
matrix g_matNormalTrans; // 548 0 21751
matrix g_matWorld;  // 7—JL K175 (EFIVEZE->T—IL k)
float4 g_vecLightDir;
float4 g_vecDiffuse;
float4 g_vecAmbient;
float4 g_vecSpeculer;
float4 g_vecCameraPosition;
float g_shuniness;
bool g_isTexture;
float2 pad;

CHUE C++ 1l CBGlobal ERTICHED T, DA TPHDIBERZEGPUICETI-HDFETT,

X2.TBEE>T—4 VS

struct VS_IN

{
float3 pos : POSITION;
float3 normal : NORMAL,;
float2 uv : TEXCOORD;

|

struct VS_OUT

{
float4 pos : SV_POSITION;
float3 worldPos : POSITIONT;
float3 normal : NORMAL;
float2 uv : TEXCOORD;

VS_OUT VS(VS_IN input)

{
VS_OUT output;

float4 worldPos = mul(float4(input.pos, 1.0f), g_matWorld);



output.pos = mul(worldPos, g_matWVP); // &l Ic 2
output.worldPos = worldPos.xyz;

IERRER Y ML DT ([EIER72 1 R AR)
output.normal = normalize(mul(float4(input.normal, 0.0f), g_matNormalTrans).xyz);

output.uv = input.uv;
return output;

IxX@zrots2

AR ®oTBCL
TBROIE N ASRADEIZIC T
JERR S4MTETEZ L SICEH
UVEEHZ TURAF v DERUBZZTET

X 3.+l z—4 PS

=yl

output.pos

(EmEmA)

output.normal

(T ~F)

output.uv

Texture2D tex0 : register(t0);
SamplerState smp : register(s0);

float4 PS(VS_OUT input) : SV_TARGET

{
float3 normal = normalize(input.normal);
float3 lightDir = normalize(-g_vecLightDir.xyz);

I 5> IX— MEBL
float diff = max(dot(normal, lightDir), 0.0f);

float3 ambient = g_vecAmbient.rgb;
float3 diffuse = g_vecDiffuse.rgb * diff;

/I SRERE (RRF a2 3)

float3 viewDir = normalize(g_vecCameraPosition.xyz - input.worldPos);
float3 halfVec = normalize(lightDir + viewDir);

float spec = pow(max(dot(normal, halfVec), 0.0f), g_shuniness);

float3 specular = g_vecSpeculer.rgb * spec;

float4 texColor = tex0.Sample(smp, input.uv);
float3 finalColor = (ambient + diffuse + specular);

if (g_isTexture)

return float4(finalColor, 1.0f) * texColor;
else

return float4(finalColor, 1.0f);

Ix@azL<cs>?

2797 nE
KomEE CRROAE B3 (Role) z3HE
AR EFHDRE BNk (N5 L) =58
FURF v LB BEROHZBLHOEEART S
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BaRT—4 (B - & - UV)
[IE,.di-‘l/z—ﬁ (v8)]
VS_ouT l(EEF;%:—E ERR - UVRE)
[ l:“?'i:i}l/-)::—ﬁ (PS)]
Emmﬁéﬁﬁwé(faz%v+ﬁ)

CDOYT—HA—IE TUTIIEBEZET+TIRFvigkk BB ESICHE>TVT,
UTDOLSBERE TN TENLTVWET

A X Z175] (WVP)
S hAACE
SERR D R
T R F v DUVEEZ
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