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Xy o X —DETFICShader%z
o TAVWEZRES (IR

X COEDIEDFDA X—

CTLAV—DTFIC TEVAWS A by Z#HTT, EZE &2 EREIFB<KREZ VWS ITXTY,
4 hRDT, BETP T2 BEI’DHOI > TVWNIEE<KBILESICEETEE T,
LhH. WEDS T —H—ICOVRE NNy T 7. TSP %ERIEIFTTEET,

CABRBRLOETIN

— TLA4¥— (¥v>THTHOK)
!

BuiETICELT
!

o — BLE (MEICHIRREND)

X BECABREEEDD?
ENOHNE. HEE>TY TLEA LICHETHOT L THELL QUENAR) “TT,

TH. COPDOAHIE:

"R nE
K 77— LsE ETHEV ! (Be®R)
XEBRLPY S A D EE !
X =EH*E SARERL&LSICHKR S

X ESX>TESZD?

=% (Blob Shadow) BA 7 O—

1. X BrYEEIR

o A% MMEICEEDMNITBL 58 RELTART S
o MEAOHEE/NZICHEEY. TRAMLIE] (FRINI L LTRIZTELL
o JLAV—DREME (XZ) £HTZ2E->T ROMUE - Y1 X BT 258

2. X B8Ny 7 7DEEET (CBShadow)

struct CBShadow {
XMFLOAT4 casterPos; /| L 4 ¥ —OXZEE (YIXfEHRL  BEOAEERTHD)
XMFLOAT4 shadowParams; // (softness, alphaScale, unused, playerHeightY)

|



o W ICBTHEIEBSHZZETIROY b THRAE
e P2 AOY RABRYZEVWTRERNY T FICNTVR

3. X HLSL & = — 4 —#i& (3DDhlslD#% 3 ICEMT 35 Y ?)
lenmorioramosyseeswis r—g—cRICEM

float2 casterXZ = casterPos.xz;
float2 pixelXZ = inData.wpos.xz;

float2 diff = pixelXZ - casterXz;
float distSq = dot(diff, diff);

float softness = shadowParams.x;
float alphaScale = shadowParams.y;
float heightY = shadowParams.w;

float heightRatio = saturate(heightY / 2.0f); // B K< v > 72.0f48%F
float radius = lerp(0.4f, 1.0f, heightRatio);
float alpha = lerp(0.6f, 0.1f, heightRatio);

float shadowAlpha = saturate((radius * radius - distSq) * softness) * alpha;
I NEEZETER WEICIELTEETRE LN D)

float4 shadowColor = float4(0, 0, 0, shadowAlpha);
return lerp(resultColor, shadowColor, shadowAlpha);

4. X C++{ill : FREFIICT LAV —DIEHREET
I Stage::Draw *° Stage::Update |C T :

CBShadow shadowCB;
shadowCB.casterPos = XMFLOAT4(playerPos.x, 0.0f, playerPos.z, 1.0f);
shadowCB.shadowParams = XMFLOAT4(softness, alphaScale, 0.0f, playerHeightY);

/| EEAH - Ny 7 7 EI
context->UpdateSubresource(pCBShadow, 0, nullptr, &shadowCB, 0, 0);
context->PSSetConstantBuffers(2, 1, &pCBShadow);

® playerHeightY = playerPos.y - Stage::GetTerrainHeight(playerPos.x, playerPos.z)
o JLAV—DEIZHELT w ISETOARI> b+

5. X $HEIERF

1. BEOME + EF)LIEE ( Model:Draw() )
2. FD Stagehlsl DEI LIS T —H—NTEEER (V7 v REERE)

6. [X| B3 & SR
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x4 nE BMIREHEH/I5R

CBShadow HEHEDER/N Y 7 7SR Engine/ShaderStruct.h
BREEBNY T 7EERANY R
UpdateShadowCBj() TLA Y —IERHS Stage
CBShadow ISR Fleld
HEIH - FETIEHK ShadowManager
Z{E>THOK
Stage.hlsl HEDERI—RESE HLSL Assets/Shader/Stage.hls!

(FTIFFHRICUEHIGS T —H)

GetTerrainHeight(x, z) IEEEEOMES S5 RT Stage
I ZRITBIM WHET—2EZR>TVEHES)

& D BE{RpyICfEER

I&Lo%mmw

// ShaderStruct.h F fz & ShadowStruct.h 72 &
struct CBShadow {
DirectX:XMFLOAT4 casterPos; // 7'L 4 47 — D XZEEIE
DirectX::XMFLOAT4 shadowParams; // (softness, alphaScale, -, playerHeightY)

|5

® 9 T CBGlobal ¥ CBLight B’ ZIHFRICIBINT D E BB LY F W

I&Zumm%wwwo®$5@%§
EBINSE: Stage.cpp D X > /\EEE or ShadowManager 7 7 X & L THIZ{bHOK

void Stage::UpdateShadowCB(const Player& player)

{
CBShadow cb;

auto pos = player.GetTransform().position_;
float terrainY = GetTerrainHeight(pos.x, pos.z);

cb.casterPos = XMFLOAT4(pos.x, 0.0f, pos.z, 1.0f);
cb.shadowParams = XMFLOAT4(softness, alphaScale, 0.0f, pos.y - terrainY);

D3D11_MAPPED_SUBRESOURCE mapped;

context->Map(pCBShadow_, 0, D3D11_MAP_WRITE_DISCARD, 0, &mapped);
memcpy(mapped.pData, &cb, sizeof(cb));

context->Unmap(pCBShadow_, 0);

context->PSSetConstantBuffers(2, 1, &pCBShadow_);

I&&&wmmm®57ﬂﬂ91—ﬁ—@¥lﬁﬁj—F
EBINSE: Assets/Shader/Stage.hlsl

cbuffer ShadowParam : register(b2)

{
float4 casterPos;
float4 shadowParams; // (softness, alphaScale, -, playerHeightY)

ESELY z—H—KE



float2 delta = inData.wpos.xz - casterPos.xz;
float distSq = dot(delta, delta);

float softness = shadowParams.x;

float alphaScale = shadowParams.y;

float playerHeightY = shadowParams.w;

float heightRatio = saturate(playerHeightY / 2.0f);
float radius = lerp(0.4f, 1.0f, heightRatio);

float alpha = lerp(0.6f, 0.1f, heightRatio);

float shadowAlpha = saturate((radius * radius - distSq) * softness) * alpha;
float4 shadowColor = float4(0, 0, 0, shadowAlpha);

return lerp(resultColor, shadowColor, shadowAlpha);

I X 4. Stage::GetTerrainHeight(x, z) BI%X
BANYE: Stage.h / Stage.cpp

float Stage::GetTerrainHeight(float x, float z) const

{
B Z (EHFEA T ) v RIZE. Ba <y TOHEETLNALOES EHREIL TRT
return heightMap.SampleAt(x, z);

1
AN 7_ o
E . - D tX11 O]
fHE - WE7 Direc £
E21T) e

ID3D11Buffer* pCBShadow_ EREEBNY 77
CreateBuffer() HEATF BRI
TER sizeof(CBShadow)
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 BYTS VAL ? BEoT
*RT 3, FUAFvEOT3

X X7y 70 T—2D8RT (CARBREESH ?)

M ZEBICIE T7e< TADR (TA) | DBETT,

CORIF TTER (B&5TA) 1 CHEENTVT, 1D21D20ERICIERD & S RIERLABHOD £T !
E2YT] FADER?
position ZORDEICHBD (X,y,2)
normal HOLEDS (DT E)
uv & (TUORFv) ODA

CNZETcK TARDT. TEOK] ZE>TVEEXT,
HMEORIS=ARZ T SATLRTTETVWT, ZAFEODREA% indces EVWSIESDT—XTEELET,

N 2AFYv T T—2D#fH (L5 >TT—X%2FHE->THL ?)

CHDYU S AT, Terrain (FLAY) WS MEISZ] ZEDET,
RICIECABEEDHD FT ©

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

int width, height; / B D& & it D < X DEL
float scale; /1XADKES (ff 1 1.0f=1X— kL)

CDYUIRT, WEZESD. RRLIEDTESLSICHDET !

XRXFv 7@ SUALICHEEES (TIIFCEZDIFLS )

MakeTerrain() & WS BT, MEE S VA LICTIIFCTEE Y,
CCTE ™rra0n&S5HEH (SVAY) | #F-oT. LA EEDET

floaty = 5> & ARE * &S DERE;
ZL T RZIVRTDE->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);

}
}

T0HE. IR E=AR2ICHIT T, indices_ IC=ABFEED 9,

Bl LT, ESXHHADTERT Uy K (IB5XET4) ZHVET,

I WM OTESDM T (vertices DA > T v R)

zFim (BfTE)
t
|
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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)

BR

® vertices. L LSHIREFICIE. EDST. ELSHDIBETERNAA>TUVWET,
® vertices [0] (&AL vertices [19] B TDIER T,
o RIEMAICIE x, v,z DNIER. &8 (normal) « UV REDBEHRHMNPA>TVWET,

—
H
glullé

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

® GetHeight(x, z) Cmd %NS
o FURFvDUWZFETS

X7y 7@ 2 EEICRTT S (F—LDIEICTS!)

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

context->IASetVertexBuffers(...); // TBs. (=) DIERELE Y b
context->IASetindexBuffer(...); // ZEFODDLEREEY b
context->DrawIndexed(...);  // EFSICEEICHI< !

BCEEITIE KOHRDFR, TI/IF v WEHDIR) HBRELT. REBZLILET,

MER)

27y 7 PBLDEK
TR DG WEICHERBRZRDD (RP=AR)
T — R DEfE WEOH 2R Z 2 HDEHEES
SV LR BT T VA LISROTHIZ1ES
R DRR WA D T — 272 GPUICIE > TEIEICH <

CCETLUE. HEIFQuady SRZE>TT I RF vaR> TR EIFIER L Lo
TN MEORESTHEATBREIFRLEBRIFVWVWTT,



B2 5 X (Terrain class) =
- fEoTWK<

KESAIOM T rain AP A (TN

F—=LICHETL S M@y » My £225< 3770120 Terran (FLAY) WS IS ZEDET,

Chid TR Z{E-o7cD. HUVD, ARTD T BEFILGER) 2B oTLEE W,

X1 sEnms (<o iz
WREZEDICIF. TRl X TZA8F) « U1 IBEDBEBRMIBETT,

class Terrain {
public:
Terrain() = default; / ] & FZE LR WERKED I X 55 4

void MakeTerrain(); // < 5 > & AICHFZ Z1E 5 R%L
void Update(); /2O EH (SIEAMH LARL)
void Draw(Transform& t); / {6 % & -4 < BI%X

void SetParams(const TerrainParams& params) { params_ = params; }
private:

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

ID3D11Buffer* indexBuffer_ = nullptr; / GPUB®D A > F v o R/)N\v T 7
ID3D11Buffer* globalCB = nullptr; /&Ny 7 7 (h * 575 EDIEIR)
TerrainParams params_; // #2044 X - R4 —JVIEHRR E

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

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

struct TerrainParams {
int width = 128; I1EX 2E (R0¥)
int height = 128; /] #it = 2L
float scale = 1.0f;, /1RRADKEE (A=)
float heightScale = 10.0f; / & & DR K&

I X 3. Vertex &1 ?
= (B & Vertex EWSERIT. COEESNTVLWET @

struct Vertex {
DirectX::XMFLOATS3 position; / EE1E (&£ Z (2 % H)
DirectX::XMFLOAT3 normal; //i&#& (Gt FTaE)
DirectX:XMFLOAT2 uv;  // UV (5% R F v OB 5 157k)



I X #E . DirectXICHERDH D

W R T BDICIE. DirectXDIU T OHEREZEVET -
BNy 77 (SOEH) \
AVTVIANY T 7 (ZABEOOHRESR)

TORAF v (RI-BOERR)
TEHNYT7 (AXASRSA FDER)

NoZExTOFEED

L5 &al
Terrain W ZED « RRTBU X

Vertex 120X DFER (UERY)

TerrainParams LAY 1 P27 —IL

vertices_ ROEED

indices_ =AROOBER

Draw() Wz EEICRT Y 388



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

NH#FEOEETZ S VR LISRO T, EEEZESS !
IXEW:

WEOHEEDICIE. £9 TET0HZIR (FER) | Z ITALRET,
ZFLTIDEDEIES VA LITRDZ T, TIIFZ LIEICAED X9,
Ixes7—%

BiEl X TICEo 7= TerrainParams ZfEWE T,

struct TerrainParams {
int width = 128; /[ FBICETES 21X 5 5
int height = 128;  // BICf[{ETESZ X %
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
C T, mEo & (Vertex) 1 ZED £,
for (int z = 0; z < params__.height; ++2z) {

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

Vertex v;

v.position = {
x * params_.scale - halfWidth, // XEEE (£ 5H)
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

|&auﬁE:oTém?



for TZ U w FRICTERZIMANRD

L 1D1DIC. TUALBES y ZDIF3

. HEOFOH(0,0,0) ICHKD &S ICUIBEZR FHE
. BRT—H&% vertices_ ICAND

IxsiFszcesnse
CARBRBRLOHMENATEEIN (1 X—)

BB
EOE

HEEE H
HHEEEEHRE- S 4L858TTIES

BR{EoTcB. 12TV IR Z2EZRD

X1 F913MAAZEZ 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++TIEZ S5EL

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

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

X 3. 2 ED )L —F TNz OHRT !

for (int z = 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

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



I=ZA: 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,

X RIE MEEHI L LBo5, 05 LTZAROES (Xy>a) L LTHRBITET,

BB LB % 57D LT, KU IUARRINIED SNAD D TBLEE. TAETAXRT—F (Direct3D.cpp) DBE%E
DAV —TL—L+hU I BL ICLTHE S,



WZER L THB >

GPUUY —XZ{EoTWLW I =
DrawRg %K

X GPUUY —XZEZ>TESWVWSZE?
I Xssrrx—s

o THRAQER (BFAPEILY) | 25T BEICHEEEA
o Eo7/ciERE GPUITEL T, TThZEHEBVLT ! EBRLLBVEWVITEEA,

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

X GPUICE R T— X320 B !

%l e
ERN\yT7 = (S ®E - mE - UV) O

AVTYIRNY T 7 EDREEDREDBVWT=AFICTEH

X BAMIZES 0B D ?
X Esy 772tz ()

|

D3D11_BUFFER_DESC vbDesc = {};

vbDesc.Usage = D3D11_USAGE_DEFAULT; / Zi@DfEWLS
vbDesc.ByteWidth = sizeof(Vertex) * vertices_.size(); // TESm.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_);

XA>TrvoZNyIT77HREILCEL

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_);

XhHhDOPFLESE

1. vbDesc X ibDesc IZ M/\w 7 7DiEHR (1 Xeh) 1| 216X 3
2. vbData ¥ ibData IZ MREOHFE (RDOTF—XRY) | TAND
3. CreateBuffer) T /N 7 7% {E>TGPUIZET ) !

NigIcTd L



[CPU] [GPU]
vertices, ————p TEH/Ny T 7 4
| - BEICERR !
indices. ———p =AFIE/NNy 7 7

NEWNY T 7IEE»ALE[fITLS !

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

ChiE TRIONY 77D EREZE-> TS, AITTHSHESSR 1 CWSER[TITOWMIETT,

XSimple3D> = —HZfE>TL VAU >VIT 3B

Simple3D> T —HAADAAICEDETe. 12Ty bLAT7T e (BROWEER) . B7L—LEEINZIBHREXDZHOOY
2RV ENY T 7EEDET,

N1ESOLVIE (1>7y bLATIR)
Ixzezs rroTy hLa7ob) oThic?
GPUIZ T1DDTERICANA->TEDH ZHMS5HWVWE, ELLERXEEA,
ZCIT ICOIEETT—2HA-TBL ! | CHRBODOREDN. 1Ty RLATIFTY,
|&:®:—Pﬁ%@%ﬁ:

D3D11_INPUT_ELEMENT_DESC layout[] = {

{ "POSITION", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 0, D3D11_INPUT_PER_VERTEX_DATA, 0}, // EEZ (x,vy, z)

{ "NORMAL", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 12, D3D11_INPUT_PER_VERTEX_DATA, 0}, // ;&## (x,y, 2)
{ "TEXCOORD", 0, DXGI_FORMAT_R32G32_FLOAT, 0, 24, D3D11_INPUT_PER_VERTEX_DATA, 0}, // UVEEZ (u, v)

|

Ix-osnimE=EcS:

NA MIE nE H1X
0~11 Position 1281~ (
float x,y,z
)
12~23 Normal 1281k (
float x,y,z
)
24~31 uv 8N b (

float u,v

)

CMN% CreatelnputLayout() TGPUICEERL T. TTHICE> TEAIAA TR CIBRLET,

X 2. ®%/\v 77 (CBGlobal)

X Ess c—#icEs rhxsexoBE

BERFICEVL MEROER (AX5. ST J IbUVIRRY) 1 13 BIL—LEDBZDT. BNy I 7ICTLHTE
DET,

I& CBGlobal #E&EARDH &

struct CBGlobal {
XMMATRIX g_matWVP; /| EFN->Ea—-TaY s arniThl (REGE)
XMMATRIX g_matNormalTrans; // ;&£ B O ZEi81751
XMMATRIX g_matWorld; /| BEFILD T —IL KR
XMFLOAT4 g_vecLightDir; // Jtm[a%E



XMFLOAT4 g_vecDiffuse; // B3t D&

XMFLOAT4 g_vecAmbient; // IRIEH D&

XMFLOAT4 g_vecSpeculer; // $8EIREIDE

XMFLOAT4 g_vecCameraPosition; // 71 A 5 D&

float g_shuniness; /| SEEIR ST D3E S

BOOL g_isTexture; I FIRAFvHYDRLL (755)
float pad(2]; 16 MEZEBADI=HDNT 42

IXes5@pnzo?
BEOLEIC. CH+AITHEZEY FLTGPUISED XY :

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

CDESICTB L. HISLOY =4 —fITROLSICRITENE T ©

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

}
X S®icxroHdt

N—=V% "
A>Ty bLATTR ERA TESVWSIEETILA TSN ZGPUICHER S
CBGlobalt#isfx ARXZ - BHI NI RBE HEICKER BEEOLZER 2FLHd

X DrawBE# % £ > TiiE L TL <

HfZ (Terrain) HEIEICHZ K S5ICTS !
BRIZ. §F TP o7Quady T X EHh DiE & —§&,

X 25w TR

IX®TE,;-E/\‘\y77t4‘/7“-‘“‘/’77(/\“\‘/77%GPU£:;T§L,TB< (H5%o7f)

C MU CreateBuffers() DT D £ L7,
M OR, (RE=AF) | % GPUICHR THHIRETT,

Ixesr—sv—o%E ©50o1n)

e EHYT—4 (VS)
o Utz —4 (PS)
e AHLA7T bk (BETF—R2DLVA)

C U InitShaderBundle() TEREFA T,

VG o esiy 77 c7— 4% ANTES

CBGlobal IC. LAV —DME* h AT - HOBAZTHREEFZEDTEDET,



CBGilobal cb = {};
cb.g_matWVP = ...;// h A5 &(E- =175 R E L TRA
cb.g_vecLightDir={0,-1,1,0}; / & Eh B3k

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

Jim@cruicttirr—sazty bo3s
MWD TROEHR » IZAFODBRETH] ZGPUISELEFY,.

UINT stride = sizeof(Vertex); / 1D DIEED K E X

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< & !

567027 v2cPuciEs @HEO=DHA)

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

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

CNT. GPUN' RO =Mz > Ttz EmEICH L £7,

=2 4= 0k DR

void Terrain::Draw(Transform& t)
{
11O 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—%E>
Direct3D::SetShader(Direct3D::SHADER_3D);

IOTEEEAYTYIRERET

context->IASetVertexBuffers(...);

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

I ®FORFo&EET
context->PSSetShaderResources(0, 1, &texture_->GetSRV());

I/ ® HEE TS
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) > =ZAROMNEBEEZEZS (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

- s—onnm
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[IE,.di-‘l/z—ﬁ (v8)]
VS_ouT l(EEF;%:—E ERR - UVRE)
[ l:“?'i:i}l/-)::—ﬁ (PS)]
Emmﬁéﬁﬁwé(faz%v+%)

CDYT—A—IE TUTIIEBEZET+TIXFvigkk BB ESICHE>TVT,
UTDOLSBERE TN TENLTVWET

A X Z175] (WVP)
SHAhAACE
SERR D R
T X F v DUVEEIZ
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RIS T LAV —i e TR

F9I1F. L1V —2D2<K %

chUFE. WOHDETILFA TGameObjectif& L 71=Playery 5 R1EZE L TLLWE B S,
PELERIEHE TEML TV S,
REBBELECEZTERZD L. UTDELSBRIZRITHEDES,

M@ : oS> EHDRER (BE5E)

class Player : public GameObiject {
public:

void Initialize() override;

void Update() override;

void Draw() override;

void Release() override;

private:
void Handlelnput(); /I NFTT0ERE & &
void ApplyGroundAdjustment(); // #1E [Z}A > TIEE - S SHHLE
void SetTPSCamera(); /| TPSIRE D A S HIHH
int hPlayer = -1;

const float moveSpeed = 5.0f;
const float rotateSpeed = 90.0f;
XMFLOATS3 forward_ = {0, 0, -1, 1.0};

X ABEEEHEEAIZENN (CTEFTORR)

TLAV—I& TREIF—TEIK AFI T,

WEICEDE TERXALIDESICLTET,

WHEOETEFART, FLAV—FWDiBE 7D LABAVWLSICLET,
TLAV—DEAICAATHLL2DVWT, WOBLEAINSRXZLSICLTED,
ZFDHDWBARNEEZ, BEHICHITTRAyF ) SEVWTT,

XN Initialize () QA el 0L 1 1 |4

|&am:

TLAV—DETINEGFAHAA DHUBEAZTZRELE T, £/. TPS (BA3NSBVLHNTZHXT) OFHEMNESH Ty +
LF¥d,

RESIE R

void Player::Initialize()

{
hPlayer = Model::Load("Player.fox"); // & T IL&tdriAH
Model::SetAnimFrame(hPlayer, 0, 42, 1.0); // 7 = * —< a3 V &FFZE (0~42)

/I WIEAE & (Z+AmEEE L & 527 2728 [C180F [EER)
transform_.rotate_ = { 0.0f, 180.0f, 0.0f };

I/ HIERGIE (oL H Y ICE < BE)
transform_.position_ = { 0.0f, 0.0f, 0.0f };

NEOFEERS ML BZ+FIE (EFROBE. BICED > THIE)
forward_ = { 0.0f, 0.0f, 1.0f};

11 * SHNEARERE
SetTPSCamera();
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COETI. KLEHEIFED SR,

ZZ%

LBEOHEETIE. AATHSRICEEZE> TV S,

B AS{IE
1R3

~

=
v ROy T TR Za A5 RICEERZES.
54 MRRORED ASE

1R3

~
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SEIDZ A MIFITHRE L TR S,
FATHIRICITAR TIBE) (F730

LDl v ROy TZERICE TS5 MO S RAEER NYBEBDT, T4 bAROKRMAICREAXSZE

lightEye = 5 4 b AEORITENICEE L 7=REH A SIE
lightAt = &

CCTORRIFTA MIBETIFAL,
RIES A b AXSDERS

ZEET71)

® Engine/Direct3D.h
® Engine/Direct3D.cpp

ERIET
ATV INIFEDIENY v ROy TREDE2ETY .
Before7m ¥ = & b #EH#E(C. Direct3DICT 4 MREADE 2 — 175 LHIFATIIZBML TS EE L.
TENE :
1. Engine/Direct3D.h IS XDEHEE #EMT 5.

- DirectX:XMMATRIX GetLightViewMatrix();
- DirectX:XMMATRIX GetLightProjectionMatrix();



2. Engine/Direct3D.cpp IC LiC2B#I % RET 5.

3. GetLightViewMatrix() I&. BETZ®D lightPosition £ [E~NZ bLELTES.
- lightDir = normalize(lightPosition)
- lightEye = -lightDir * 10.0f
- lightAt = B
- XMMatrixLookAtLH(lightEye, lightAt, lightUp) %R ¥

4. lightDir ASYEAIC [F [FFITAIBE 1% LookAt AENAR WK S IC up EZEICIYEZ 5.

5. GetLightProjectionMatrix() I&F4T/IRA 7LD T XMMatrixOrthographicLH Z1£ 5 .
- width = 20.0f
- height = 20.0f
-nearZ = 1.0f
- farZ = 50.0f

EIFOMME - BRACELETREL. TERIFRI SR HMELBVTLES L.

REAX—D
I Engine/Direct3D.h

DirectX::XMMATRIX GetLightViewMatrix();
DirectX::XMMATRIX GetLightProjectionMatrix();

I Engine/Direct3D.cpp

DirectX::XMMATRIX Direct3D::GetLightViewMatrix()

{
XMVECTOR lightDir = XMVector3Normalize(XMLoadFloat4(&lightPosition));
XMVECTOR lightEye = -lightDir * 10.0f;
XMVECTOR lightAt = XMVectorSet(0, 0, 0, 0);

XMVECTOR upY = XMVectorSet(0, 1, 0, 0);
float dotY = fabsf(XMVectorGetX(XMVector3Dot(lightDir, upY)));
XMVECTOR lightUp = (dotY > 0.99f) ? XMVectorSet(0, 0, 1, 0) : upY;

return XMMatrixLookAtLH(lightEye, lightAt, lightUp);

DirectX::XMMATRIX Direct3D::GetLightProjectionMatrix()

{
float width = 20.0f;
float height = 20.0f;
float nearZ = 1.0f;
float farZ = 50.0f;

return XMMatrixOrthographicLH(width, height, nearZ, farz);

COETOIO—REES

| z=0m=
TN ZERE
Engine/Direct3D.h BEE=2DiBM
Engine/Direct3D.cpp B DEEZ2DEBM

BEEIFZEDSBWV, ERETHSBIINTLARLD,

I Engine/Direct3D.h DZEE



Before (ZEHi)

namespace Direct3D
{

. BEORHEES..

DirectX::XMFLOAT4 GetLightPos();

void SetLightPos(DirectX::XMFLOAT4 pos);
|3

After (EE#%)

namespace Direct3D
{
Il . BEFEOEHEES..
DirectX::XMFLOAT4 GetLightPos();
void SetLightPos(DirectX::XMFLOAT4 pos);

DirectX:XMMATRIX GetLightViewMatrix(); /I 1B/
DirectX:XMMATRIX GetLightProjectionMatrix(); // < iBfA

EBMLILESOEM:

(22 B
GetLightViewMatrix() FALEREBAXZTELT TEIHS - EZ2RED 2RIITIEERT
GetlightProjectionMatrix( 54 MARD TEEOMLS (ERE) 1| 2RTTHIEET

I Engine/Direct3D.cpp DB

BN L 7=B8ED GetLightViewMatrix()

XMMATRIX Direct3D::GetLightViewMatrix()

{
// lightPosition (&5 4 hAEARS ML (FITHBEOHMUBETERHEL EE)
XMVECTOR lightDir = XMVector3Normalize(XMLoadFloat4(&lightPosition));

IS4 MABEOEREE (10£55%) [CREHASEEL
XMVECTOR lightEye = -lightDir * 10.0f;

IREH ASIFY—>DES (0,00 283
XMVECTOR lightAt = XMVectorSet(0, 0, 0, 0);

/1BEIE TEFmE=YEl TEW
XMVECTOR upY = XMVectorSet(0, 1, 0, 0);
float dotY = fabsf(XMVectorGetX(XMVector3Dot(lightDir, upY)));

IS4 bARAYEE FF—HTHELE (ELHET) &
/| LookAt DETENIEN S 8. EHREZEHICTIVEZ S
XMVECTOR lightUp = (dotY > 0.99f) ? XMVectorSet(0, 0, 1, 0) : upY;

1154 MRED View 175 &> TR
return XMMatrixLookAtLH(lightEye, lightAt, lightUp);

b e 072 (BN
® ightPosition |FFITHREAEDT MIEl TId%< MAME1 & LTES

o AE%EIEMRELT 100t BT, T4 bABEORMEICREAX T EEL
o YERCTITAREE (doty>099f) 72\F up ZZEHICT B, 1% LAWY LookAt DEFEDIERET D

B0 L 7=B8% 2 GetLightProjectionMatrix()



XMMATRIX Direct3D::GetLightProjectionMatrix()

{
/I FATHERIESRER MR WD T TESIES (Orthographic) | &1E5
// width=20, height=20 : 5 1 F #8855 3#EE (7 —)L NEID)
/I nearZ=1,farZ=50 : 54 MESOFE - B Y v TiEH
return XMMatrixOrthographicLH(20.0f, 20.0f, 1.0f, 50.0f);

RAVb:

® EEDH A TIE XMMatrixPerspectiveFovLlH  (GEIREH D) ZFES
S4 FMERIZFITIHRARD T XMMatrixOrthographiclH  GEITR 7% L) &E/ES
® width/height 135 FDEZIENZEE, KT T3 eEHTIND

IzE01x—vm

(ZEq]
Direct3D [CI& # A SHDITIIL MM o Tz

SetLightPos() / GetLightPos() <« 54 FDHIB£EIFD1EF

(&%)
S4 bz MREHAF] ELTRS2ODITHIMNEMS Nz

GetLightViewMatrix() «— 54 MF&ThiB - ECERZD
GetLightProjectionMatrix() « 5 4 MRS OBRLTF (IE5182)

CD20EHFEDLESR L 54 FMREDVPITH] IE725
- 3ELETY v o<y FERICES

EJL FHEER

o )L RABIUIELI.
o EEIFEDSEL,



Sy Ry IADE FELW)

€D 3

FIZ . v ROy THTIX
FyvZ2{ED

COEDER

S D ORIEIEZRET B LODDTIXF vElEd,
FLEEDT I RF vICIZADHED A

COETHEEIZED 57,

ZZ%

v ROy TIEEBOBERTIEE L,

BERETHERTIFRL T4 AL RICZELZREFY 2ELE

DirectXTlE. TV RXF v AR L. TDFEVEZDITTER S,
ID3D11Texture2D
— DepthStencilView :FEZE&IALO

L ShaderResourceView : ¥ = —4—T&H& O

RLCTIRFv%.

JISXA1TIE DSV &L TES
JRR2TIE SRV &L TES

EWSEWAIZT %,

ZEI71)

® Engine/Direct3D.h
® Engine/Direct3D.cpp

HER

K

==
ES
AFVVLMEDIBEWY v FO Ty TREDEIETT.
Direct3DIC. v K<y TRADEET I AF v EERMT 2IBEBMLTLEE0.

TERA:
1. Engine/Direct3D.h IS XDBEHES 21BN 5.
- HRESULT InitShadowMap(int width, int height);
- ID3D11ShaderResourceView* GetShadowMapSRV();

2. Engine/Direct3D.cpp ® namespace Direct3D HIC. XOZEHEEMT 5.
- int screenWidth
- int screenHeight
- ID3D11Texture2D* pShadowMapTexture
- ID3D11DepthStencilView* pShadowMapDSV
- ID3D11ShaderResourceView* pShadowMapSRV



3. Initialize(int winW, int winH, HWND hWnd) ) 88T screenWidth & screenHeight Z{R7F 7 5.
4. Initialize() K@ InitShader() # I InitShadowMap(1024, 1024) %M.
5. Release() IZ pShadowMapSRYV / pShadowMapDSV / pShadowMapTexture @ SAFE_RELEASE #i&/17 5.

6. InitShadowMap() EE%E ¥ 5.
- Texture2DZ{k [ DXGI_FORMAT_R32_TYPELESS
- BindFlags I& D3D11_BIND_DEPTH_STENCIL | D3D11_BIND_SHADER_RESOURCE
- DSV & DXGI_FORMAT_D32_FLOAT
- SRV [& DXGI_FORMAT_R32_FLOAT

7. GetShadowMapSRV() I& pShadowMapSRV %iR ¥ .

EEf7 D Direct3D OEFEHICEHL Y. FERIRS S RAKMELBUTL RS L.

EEQBERA Y b
| 7027 vk

texDesc.Format = DXGI_FORMAT_R32_TYPELESS;
texDesc.BindFlags = D3D11_BIND_DEPTH_STENCIL | D3D11_BIND_SHADER_RESOURCE;

TYPELESS & TH LD SHE®RZERDD1 LS EK,
| =s2a00sv

dsvDesc.Format = DXGI_FORMAT_D32_FLOAT;
FECLTETAL,
| 552a0sRy

srvDesc.Format = DXGI_FORMAT_R32_FLOAT;

I —4—TEHNNEE LTHET,

COETOIO—REER
| zsoms=

TrAIL TERE
Engine/Direct3D.h ERES #2208

Engine/Direct3D.cpp ZH5D1B10 ¢ Initialize/ReleasefE1E - BaEk2 DB

BEEIFZED 5% 72 InitShadowMap() IFIEENTWB A HBEICIFEDNTLARW D,

I Engine/Direct3D.h DZE

Before (Z i)

DirectX:XMMATRIX GetLightViewMatrix();
DirectX::XMMATRIX GetLightProjectionMatrix();

After (ZE#%)



DirectX:XMMATRIX GetLightViewMatrix();

DirectX::XMMATRIX GetLightProjectionMatrix();

HRESULT InitShadowMap(int width, int height); /<« &M : Y% ko< vy TRT I A F v{ER
ID3D11ShaderResourceView* GetShadowMapSRV(); /< &l : ¥z —4—THROOZRT

Engine/Direct3D.cpp NDZEED | B DIENN

Before (ZEHi)

namespace Direct3D

{

...
SHADER_BUNDLE shaderBundle[SHADER_MAX];
XMFLOAT4 lightPosition{ 0.5f, -1.0f, 0.7f, 0.0f };

After (ZE#%)

namespace Direct3D

{

...
SHADER_BUNDLE shaderBundle[SHADER_MAX];
XMFLOAT4 lightPosition{ 0.5f, -1.0f, 0.7, 0.0f };

int screenWidth = 0; / < &N : EEHE (EndShadowPassTEa—R—rERT=HICES)
int screenHeight = 0; // < B/ : EIfES S

ID3D11Texture2D* pShadowMapTexture = nullptr; // < BN : IRET & A F % KK
ID3D11DepthStencilView* pShadowMapDSV = nullptr; / « &l : E&AHKO (XR1H)
ID3D11ShaderResourceView* pShadowMapSRV = nullptr; // — BN : A& O (/SZX2H)

I Engine/Direct3D.cpp DB 2 : Initialize() \NDIEN

Before (ZEHi)

HRESULT Direct3D::Initialize(int winW, int winH, HWND hWnd)

{

...
hr = InitShader();
if (FAILED(hr)) return hr;

return S_OK;

After (EE%%)

HRESULT Direct3D::Initialize(int winW, int winH, HWND hWnd)

{

screenWidth = winW; // < i&JIl : EEY 1 X &R7F
screenHeight = winH; / < B/

...

hr = InitShader();
if (FAILED(hr)) return hr;

hr = InitShadowMap(1024, 1024); // < B : ¥ kI3 v THT Y A F v £1024x1024 TIERK
if (FAILED(hr)) return hr;

return S_OK;



1024X1024 D=k :
v ROy TOREE, REWFCEMAN BZH. XEVEZIFES,
CDEMTIE 1024 #EHEEIZT B,

I Engine/Direct3D.cpp DZEE®) . Release() NDIENN

Before (ZEEHi)

void Direct3D::Release()

{
...
SAFE_RELEASE(pRenderTargetView);

After (ZE#%)

void Direct3D::Release()

{
/...
SAFE_RELEASE(pShadowMapSRV);  // < B/
SAFE_RELEASE(pShadowMapDSV);  // < 1&f
SAFE_RELEASE(pShadowMapTexture); // < i&f
SAFE_RELEASE(pRenderTargetView);

IR DIES : SRV — DSV — Texture DJlE, 5 @IH 5 &ICHRRT 30

I Engine/Direct3D.copp NZE@ . InitShadowMap() NEE (REE)

HRESULT Direct3D::InitShadowMap(int width, int height)
{

HRESULT hr;

/| ========== @ T Y RAF v KR E(FD ==========

D3D11_TEXTURE2D_DESC texDesc = {};

texDesc.Width = width;

texDesc.Height = height;

texDesc.MipLevels = 1;

texDesc.ArraySize = 1;

texDesc.Format = DXGI_FORMAT R32_TYPELESS; // — & bRRERD S
texDesc.SampleDesc  ={1,0};

texDesc.Usage =D3D11_USAGE_DEFAULT;

texDesc.BindFlags = D3D11_BIND_DEPTH_STENCIL | D3D11_BIND_SHADER_RESOURCE;// < 220 O%# D+ %
texDesc.CPUAccessFlags = 0;
texDesc.MiscFlags = 0;

hr = pDevice->CreateTexture2D(&texDesc, nullptr, &pShadowMapTexture);
if (FAILED(hr)) { MessageBox(nullptr, L"ShadowMap Texture OYERLICKEIL & L 1=", L"T 5 —", MB_OK); return hr; }

/| ========== @ BEIAHO (DSV) %#{ES ==========

NIRZITS 4 MREHLREEEZADO
D3D11_DEPTH_STENCIL_VIEW_DESC dsvDesc = {};

dsvDesc.Format = DXGI_FORMAT D32 FLOAT; // « iRE L L TEEIAD
dsvDesc.ViewDimension = D3D11_DSV_DIMENSION_TEXTURE2D;
dsvDesc.Texture2D.MipSlice = 0;

hr = pDevice->CreateDepthStencilView(pShadowMapTexture, &dsvDesc, &pShadowMapDSV);
if (FAILED(hr)) { MessageBox(nullptr, L"ShadowMap DSV O{ERLICKEIL F L=, L"T 5 —", MB_OK); return hr; }

/| ========== @ FiAHK [ (SRV) #{ED =========-=
[ IRR2TY z—&E—MY> TV 5350
D3D11_SHADER_RESOURCE_VIEW_DESC srvDesc = {};



srvDesc.Format = DXGI_FORMAT_R32_FLOAT; // « ;Z&h# & L THRE

srvDesc.ViewDimension =D3D11_SRV_DIMENSION_TEXTUREZ2D;
srvDesc.Texture2D.MostDetailedMip = 0;
srvDesc.Texture2D.MipLevels =1;

hr = pDevice->CreateShaderResourceView(pShadowMapTexture, &srvDesc, &pShadowMapSRV);
if (FAILED(hr)) { MessageBox(nullptr, L"ShadowMap SRV O{ERLICKBEIL £ L 1=", L"= 5 —", MB_OK); return hr; }

return S_OK;

%t TYPELESS H :

DXGI_FORMAT_D32_FLOAT [& DSV EFT. SRV ICIFfEA LY.
DXGI_FORMAT_R32_FLOAT [& SRV BEHT. DSV ICIXfEA LY.

- EBLICEEADELSIC. TIAF v AERE TAEKRE (TYPELESS) 1 I2LTHK<.
Fi&lE DSV & SRV ZhZhEES L ZICRD 5.

BindFlags 2223 T3 &Mk :

D3D11_BIND_DEPTH_STENCIL | D3D11_BIND_SHADER_RESOURCE

[COTFHIRF¥EDSV &LTH SRV ELTHENET &I & DirectX ITIRA 5.
FRAULMEELRWVWE. $5RADE 1 —AERZRL.

zg01x—om

(&R
BEORE/NY 77 LHAL

pDepthStencil : EIEEERDRET I XA F v
pDepthStencilView : EE#EFH O DSV

(ZER]
Py IRy TERORET I A F v HNEMS M

pDepthStencil : BIEIEERADEET 2 A F v (ZEERL)
pDepthStencilView : EIE#EAF O DSV (ZEXL)

pShadowMapTexture : ¥+ ko< v TRDRET S A F v (B/N)
pShadowMapDSV  : XR1TREZEXIALO (GEM)
pShadowMapSRV  : /XZX2T¥ z—& =m0 A (BIN)

£l FEERR

e EJLRABNIEHI.
o EEIFEDLSHL,



Sy Ry IADE FELW)

€D 4

FATE [ RKELRIT=EELS
ShadowMap.hlsl Z{E3

COEDER

14 MEERTRELTEZELLODERY -4 —%1E3,
BEEBAD Simple3D.hisl L IEAJIC.  ShadowMap.hisl Z3EN1Y 3,

COETHHEITED S,

EZA
BEBE TR B TIXF v« 51 bHEZRES,
LH LS vy ROy FERTIE. BEBDIFZ A D5 RICZER T,

WE I JBRET M MASICERT S
TE @B FIARFY. FA4AT427

Bz —42—13abLa< TLL,
SV_POSITION DZIEH. BEIMISEE/NY 7 7AEZTAEND,

ZEI71)

®  ShadowMap.hisl FTRREHN

® Engine/Direct3D.h

® Engine/Direct3D.cpp

® MyFirstGame.vexproj AR IC G C TEM
JEx4e —

REER

AFYVIRMEDEVWY ¥ ROy TREDHELIETT .
Y Ry FEAOBERHLSLE. ZOHEAEMIEEBML T EE L.

TERNR :

1. 7’O< x4 bJL— kI ShadowMap.hlsl ZFR1ERT 5.
- cbuffer coShadow : register(b0) IZ row_major float4x4 matLightWVP %#3#F7=t 5.
- VS (& POSITION %#%2(37EXY . mul(pos, matLightWVP) % SV_POSITION & L TIRT .
-PS [Fvoid TkL. EIFESAL.

2. Engine/Direct3D.h ® SHADER_TYPE [Z SHADER_SHADOWMAP %ZiEfNY 5.
- SHADER_MAX DOFIICEMS 5.

3. Engine/Direct3D.h [ XRDOBEHMES #IEMT 5.
- HRESULT InitShadowShader();
- void BeginShadowPass();
- void EndShadowPass();

4. Engine/Direct3D.cpp ® InitShader() /5 InitShadowShader() %M .3,



5. InitShadowShader() #%R%3 5.
- ShadowMap.hlsl ® VS/PS 3> /X4 I)LT 5.
- InputLayout I& POSITION @ #.
- ZABZ4H—[ED3D11_CULL_NONE IZTF 5.

6. BeginShadowPass() &% 1 5.
- pShadowMapDSV % ClearDepthStencilView T 1.0f [CZ U 7§ 5.
- OMSetRenderTargets T RTV % nullptr. DSV % pShadowMapDSV (23 5.
-Viewport ¥ v Ko< v T4 A XCT 5.
- SetShader(SHADER_SHADOWMAP) %IE.3.

7. EndShadowPass() #%% ¥ 5.
- OMSetRenderTargets % i@ @ pRenderTargetView / pDepthStencilView [CR T .
- Viewport % screenWidth / screenHeight [CR ¥ .

ATV VIR FEMLBENWTLIZE L.

DAA

cbuffer cbShadow : register(b0)

{
row_major float4x4 matLightWVP;

|
float4 VS(float4 pos : POSITION) : SV_POSITION

{
return mul(pos, matLightWVP);

void PS(float4 pos : SV_POSITION)

{
/T LR
// GPU #% SV_POSITION @ Z {E%RE/Ny 7 7 [CEEIAD.

ARR
| inputLayoutizPosiTiONz13
v ROy FTIRUVRIERIZED A,
D3D11_INPUT_ELEMENT DESC layout]] = {

{ "POSITION", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 0,
D3D11_INPUT PER VERTEX_DATA, 0},

ezznau
BeginShadowPass() TldL YA —&—w FEa2—% nulptr |29 %,

ID3D11RenderTargetView* nullRTV = nullptr;
pContext->OMSetRenderTargets(1, &nullRTV, pShadowMapDSV);

£l FEERR

e EJLRABNIEREI.
o HHIFEDLS5%



Sy Ry IADE FELW)

€D5

FESE I ETIEYREOUNY T
ICHEIT B K DICT B

COEDBB
BEEBEAD Draw() ZIFAIC. v Ry FEFRAD DrawShadow() ZEBNY %,

COETHHEITED S,

ZZ

EED Draw() & BEIEICKTT D DIEE,

at

Draw()
BEHT
TYOAF ¥ EHRD
4 hEtEET S
B ASHATHIC

v ROy TRHOEBETIE. BIELS7AL,

DrawShadow()
BEHERN
TORF v EFTERN
4 hEEE LN
4 MREOWVPEEHES

ZEI71)

Engine/Fbx.h
Engine/Fbx.cpp
Engine/Model.h
Engine/Model.cpp

i —
REIER
ATFYVNRMEDBRVWY v ROy TREDHESETT .
Fox&ModellZs ¥ v KD < v THERAD DrawShadow ZEBIL TL £E L.

TERNR
1. Engine/Fbx.h IZ void DrawShadow(Transform& transform); ZiEMN$ %.

2. Engine/Fbx.h @ private [C. v kOBEaY R4y by 7 7 IBIEKZENY 5.
- struct CB_SHADOW { XMMATRIX matLightWVP; };

3. Engine/Fbx.h [Z ID3D11Buffer* pShadowConstantBuffer_; &3 %.

4. Engine/Fbx.cpp @ Fbx 2> & k5 & & T pShadowConstantBuffer_ % nullptr #1#{t ¥ %.



5. Engine/Fbx.cpp @ InitConstantBuffer() T« pShadowConstantBuffer_ #{Em 3 %.
- ByteWidth = sizeof(CB_SHADOW)
- Usage = D3D11_USAGE_DYNAMIC
- BindFlags = D3D11_BIND_CONSTANT_BUFFER
- CPUAccessFlags = D3D11_CPU_ACCESS_WRITE

6. Engine/Fbx.cpp I DrawShadow(Transform& transform) #5233 5.
- transform.Calculation() % .3
-BEEN\vIrEEY T 5.
- matLightWVP = World * Direct3D::GetLightViewMatrix() * Direct3D::GetLightProjectionMatrix() #5tE 3 5.
- pShadowConstantBuffer_ (2 CB_SHADOW % Map / memcpy_s / Unmap Ti%£%.
- VSSetConstantBuffers(0, 1, &pShadowConstantBuffer ) T v b4 5.
SRFUTLTEDAY Ty RNy 7 7%ty bLT Drawindexed 3 5%,
S TFOARAFHRITUTIEREDE.

7. Engine/Model.h I void DrawShadow(int hModel); Zi&N¥ 5.
8. Engine/Model.cpp IZ Model::DrawShadow(int hModel) Z1ENL+ MEBT Fbx::DrawShadow % .3

BEF D Draw() ZIESRWTLEE L.

EEDHD

XMMATRIX matLightWVP = transform.GetWorldMatrix()
* Direct3D::GetLightViewMatrix()
* Direct3D::GetLightProjectionMatrix();

Chid. ETILOERZ Z1 MRRICERT 210 D1T5,

EFIVEEIE

| World

T — )L REEE

| Light View

T4 b b REEEZE
| Light Projection
54 bEELOEE

COBETHI— REES
|coscracr

Y RURYFICETINEHEL 128 DBIEX DrawShadow() ZiENNT B,
BED Draw() 1F—YIZE LAV, HLVEKEENT 5721,

| zsoms=

TrIIL TERE
Engine/Fbx.h DrawShadow() B 5 * CB_SHADOW #&I&E{AK + pShadowConstantBuffer_ 1B
Engine/Fbx.cpp AV X ST Z4HAML + InitConstantBuffer() fE1E * DrawShadow() 3R3%

Engine/Model.h DrawShadow(int hModel) &80

Engine/Model.cpp DrawShadow() RE

BEmEIZZEH 5%, £72 DrawShadow() 1FE THS5HIEENTULARLW &,

I Engine/Fbx.n (DZE

CCITWBIL



DrawShadow() BEIDEE Y. FNICKERENY T 7DEEEEMT %,

CB_SHADOW & &K%z BRI {ES H
BEfZ(M CONSTANT BUFFER IECNEITDT—R%ZFo>TWS @

struct CONSTANT_BUFFER

{
XMMATRIX matWVP;  // h * S#REDWVP
XMMATRIX matWorld; // 7—JL k1751
XMMATRIX matNormal; // 3£ 25181751
XMFLOAT4 diffuse; // &
/.. (feX &h)

v RURYTTIE A FMREOWVPLHLES KLY,
BHEFHADUVS A,
struct CB_SHADOW
{
XMMATRIX matLightWVP; // ThizlF

k;

BOTIRFvZESBVD. B TEL,

pShadowConstantBuffer_ % 7R RIICFF D H
pConstantBuffer_ CEEIEEIA) ZFEVLEIFIEFVLVVWEESHH LABVD. ZFRUETERL,
B Ny I 7094 XNES

pConstantBuffer_  — sizeof(CONSTANT_BUFFER) K&\
pShadowConstantBuffer_ — sizeof(CB_SHADOW) INEN

YAXNES Ny 772 FBOET L Yz —F—QINEFT 2T - 4ERBLEDLRAS.

Zh 5oy RUBDNY 7 72RICES.

After (EE#%)

class Fbx
{
public:
/...
void DrawShadow(Transform& transform); // < i&/N

private:
/...
struct CB_SHADOW
{
XMMATRIX matLightWVP; // < 1B/l : 5 4 REDOWVPITSI
b

ID3D11Buffer* pShadowConstantBuffer_; // —iEfil : ¥ KORA/Ny 7 7

I Engine/Fbx.cop DZE

CCTPBCIL

® YR +F AT pShadowConstantBuffer_ % nullptr #1f#A{L T %,
@ InitConstantBuffer() T+ RUBANY 7 7 EZ1ELT %,
(3 DrawShadow() ZR&EF 3,



® YRS 2OHHAL

Fbx::Fbx()

{
I/ .. BEfF DAHEALE...
pShadowConstantBuffer_ = nullptr; // < 1B/l

2 InitConstantBuffer() N\ DB

Nyx ROBaAYREY My 77 &2{ERT 2

D3D11_BUFFER_DESC cbd = {};

cbd.ByteWidth = sizeof(CB_SHADOW); // CB_SHADOW®# A X

cbd.Usage = D3D11_USAGE_DYNAMIC; //CPUNLEBIL—AEZIRZS
cbd.BindFlags = D3D11_BIND_CONSTANT BUFFER; /aA>R&> NNy 77 &L TES
cbd.CPUAccessFlags = D3D11_CPU_ACCESS_WRITE;  //CPUMNEZiA%H 3
Direct3D::pDevice->CreateBuffer(&cbd, nullptr, &pShadowConstantBuffer_);

(3 DrawShadow() (D3E3E

void Fbx::DrawShadow(Transform& transform)
{
119 = FIT5IEEE Y %
transform.Calculation();

NTBENy 7 7%y T 5 (@FEDODrawk EIL)

UINT stride = sizeof(VERTEX);

UINT offset = 0;

Direct3D::pContext->IASetVertexBuffers(0, 1, &pVertexBuffer_, &stride, &offset);

154 MREOWVPITIZ1ED
I/ ETFIVEE > D=Lk > 54 MRE - 54 MEE
XMMATRIX matLightWVP = transform.GetWorldMatrix()
* Direct3D::GetLightViewMatrix()
* Direct3D::GetLightProjectionMatrix();

// CB_SHADOW [CF— & &5EHTGPUICE S
CB_SHADOW cb;
cb.matLightWVP = matLightWVP;

//Map : GPUD /Ny 7 7 2CPUMN HEZEiIASH B & 5 ICBAL

D3D11_MAPPED_SUBRESOURCE pdata;

Direct3D::pContext->Map(pShadowConstantBuffer_, 0, D3D11_MAP_WRITE_DISCARD, 0, &pdata);
//memcpy_s:FT—4&%3E—F3

memcpy_s(pdata.pData, pdata.RowPitch, &cb, sizeof(cb));

//Unmap : EEIAHE#T LTGPUISIRY

Direct3D::pContext->Unmap(pShadowConstantBuffer_, 0);

NNy 7 7&BEYz—4—0b0 ROy MZEY b
Direct3D::pContext->VSSetConstantBuffers(0, 1, &pShadowConstantBuffer_);

I=RFUYTLIECHBET S (8- 75 RAF v [HMEDRW)

for (inti = 0; i < materialCount_; i++)

{
Direct3D::pContext->IASetIndexBuffer(plndexBuffer_[i], DXGI_FORMAT_R32_UINT, 0);
Direct3D::pContext->DrawIndexed(indexCount_][i], 0, 0);

I Engine/Model.h / Engine/Model.cpp DEE

CCITPBIL



Fbx::DrawShadow() ZHS5BEAR 3 & 5 IZ Model:DrawShadow() ZiBAIT %,

// Model.h [Z3E/N
void DrawShadow(int hModel);

// Model.cpp IZiB/N
void Model::DrawShadow(int hModel)
{

modelList[hModel]->pfbx_->DrawShadow(modelListthModel]->transform_);
}

Stage.cop D5 & Model:DrawShadow(hDonut ) D& S ICFER (6ETEM) -

EJL FHESR

o t)L RABNIERI.

o EMEIIEHSHEL,

® F77 DrawShadow() [FFFIENTWARW =, BIzBICZE bIEH L,



Sy Ry IADE FELW)

€D 6

F6E  HEZ2/INAEBKICTS

CDETRBIL
Stage::Draw() DIEEZ2EIC73TF T,

NRR1:S4 MAETRERLFELC (v FD/KR)
JKR2: A ASHETEBEICHEL (A1 /XR)

HhtET. FIBETYT—4—DF1 MPITHEFEZD LS.
CONSTANTBUFFER_STAGE |C matLightvP ZBIIL TH7 L —LZED £,

COENRO>THEEDRBREDD FEA.
HHHBDIFETEN ST,

CHOETOI—RETES

I EERE
Stage.h CONSTANTBUFFER_STAGE |C matLightvP %381
Stage.cpp Update() TZ- FVPIT5)Z5E L TCBICAN S
Stage.cpp Draw() %2/NAMBRICEZ B

O = ET B
| cccumzsan

CONSTANTBUFFER_STAGE (& T —#4 —® cbuffer gStage IZXFI5) 12«
4 MEEDVPITE matlightvP ZEBIML £ 9,

| ceemszon

BIBTYI—4—hREHETELE. [COEIEIES v RO Y TEDETICBH BN ZHET 310051 FPITANBE
T,
SETEERBVEEAN, F—EEFRICENIREIILTEEET,

// Before (Stage.h)
struct CONSTANTBUFFER_STAGE
{
XMFLOAT4 lightPosition;
XMFLOAT4 eyePosition;
int  lightType;
XMFLOAT3 _pad;
// matLightVP A372 0y
|3

// After (Stage.h)
struct CONSTANTBUFFER_STAGE
{
XMFLOAT4 lightPosition;
XMFLOAT4 eyePosition;
int lightType;



XMFLOAT3 _pad;
XMFLOAT4X4 matLightVP; // < i&fN
|3

@ Update() T3> 1 ~VPIT3I%
| cccrmzesan

BIL—L. SAbOE2—TAETOD T 3 ATHERNTEDE T matlightvP Z1ED. IV XEZY SNy T 7ICANE T,

// After (Stage.cpp ® Update() . cbIcfEZ & v b3 5E5)
XMMATRIX lightV = Direct3D::GetLightViewMatrix();
XMMATRIX lightP = Direct3D::GetLightProjectionMatrix();
XMMATRIX lightVP = lightV * lightP;
XMStoreFloat4x4(&cb.matLightVP, lightVP);

// row_major IEE D f=td. LB (XMMatrixTranspose) [RE

3 Draw() £2/Y X913
| cccumzsan

SETIEE o7 Draw() &« ¥ RN EXA Y NZAD2ENCHITET,

| 252 (hRoom) B v RUARICANAL DD

HEONENS A bzE o TLEV. ERNEFDRICRZAEMD HZDHTI,
RERLTDIIR—FVYRIFICLET,

EEZEETED D F—FY (hDonut )
EEZFT2H0 EE - K (hRoom_)

// Before (Stage.cpp)
void Stage::Draw()
{
Model::Draw(hball_);
Model::Draw(hRoom_);
Model::Draw(hDonut_);
}

// After (Stage.cpp)

void Stage::Draw()

{
/| =====IXR1 1 2 ¥ RU/(R =====
/54 MAETR—FYOREREFEL
Direct3D::BeginShadowPass();
Model::DrawShadow(hDonut_);
Direct3D::EndShadowPass();

/| =====IXR2 I AL VIR =====

/I EBICH * SHRETREME S

//hball_ &5 4 MIB %R T HOORTHAETIV
Model::Draw(hball_);

Model::Draw(hRoom_);

Model::Draw(hDonut_);

SETRITL—LICIERIFEVTL .

HAShBRTHEL



DY RURYTITIE. RICTT MO ORIZEZEZHBENH B
1EE: 54 bBRT RE (ZE) EHRET S
2EE : HASHBRT. HillcHi<

CD MI7L—LAI22EHEL< ] CEE2NAEERE VS,

£l RREER
o LIl RASBIEHI,

o EEIZIFIFEDSEL,
o FREHMHBITHIEER,



Sy Ry IADE FELW)

€D

HET7E : Simple3D.hls|I CERELLE
LTE=ZzHd

CHDETPYEIL

Simple3D.hislOEI IS T —H—T. v ROV TEFATEEHELET,

COETHO TEIEICKEDIHE T, LELEDIYIZREIvF— (FYFY) ILADET, BOESNCTBDREEETITVET,

CHOETOI—REES

Iyl EERT
Stage.cpp XA YNZADFIRICT v FUTy TSRVEL v bR
Simple3D.hls! g_shadowMap - g_shadowSampler DEE % &/l
Simple3D.hlsl cbuffer gStage IZ matLightVP %3EM0
Simple3D.hlsl PS() ICRHIE I — R &8

1Stage.cpp : v FUNX Y ISRVZLwY b33
| cccumzsan

XA Y NNZADIERIIC, BIBETES VY RIUR Y TDTFIRFv2EI L T —H—DtLICELE T, HERISNTHRIRLE
ERS

| wempouEn

BRLBRVWERD T L —LTRILTIVRF vy EE2FAHA (DSV) CHEAAHA (SRV) OmAIC/NA > R L& S & LT DirectX hE
ExHL. EBICEELARLCADET,

Before (Stage.cpp ™ Draw() X-f >/XZEBS)

Model::Draw(hball_);
Model::Draw(hRoom_);
Model::Draw(hDonut_);

After

NyxkoryTEHICEY b
ID3D11ShaderResourceView* pShadowSRV = Direct3D::GetShadowMapSRV();
Direct3D::pContext->PSSetShaderResources(1, 1, &pShadowSRV);

Model::Draw(hball_);
Model::Draw(hRoom_);
Model::Draw(hDonut_);

I/ EER IF TR T D
ID3D11ShaderResourceView* nullSRV = nullptr;
Direct3D::pContext->PSSetShaderResources(1, 1, &nullSRV);




2 Simple3D.hlsl : EE%EMT 3
|cccumzsan

LY ROy TEFOCLODT I RAF v EREY > T5—
CHBIIZEEETI TICE > TV E T, 1 —Z—BHOBIFOEEBMT 37213 TT,

Before (E5EB)

Texture2D g_texture : register(t0);
SamplerState g_sampler : register(s0);

After

Texture2D g_texture : register(t0);
SamplerState g_sampler : register(s0);
Texture2D g_shadowMap :register(t1);
SamplerState g_shadowSampler : register(s1);

Before (cbuffer gStage)

cbuffer gStage : register(b1)
{

float4 lightPosition;

float4 eyePosition;

int  lightType;

float3 _pad;

After

cbuffer gStage : register(b1)
{

float4 lightPosition;
float4 eyePosition;
int lightType;
float3 _pad;

row_major float4x4 matLightVP;

FEL*9, HHOET cbuffer gStage IC matLightVP ZiBINL £9,

3 Simple3D.hlsl : PS() ICEHIEZEMT S
| cccumzsan
SHEWTWBEIEILN TS0 MAERITVLSD (BB |

JuzoFiE

e

After (PS() @ return color DEHTIZEN)

float shadow = 1.0;

TRATVWEVLD (B) 1 ZHELT. BICENTE T,

D=L REEZEE A MREDT )y TEEICERT S

1)y TEZ%R S v ROy TOUVERZICERT

Sy RURYTIHS T4 MI—FBEVWZE] %50
SOEIEILDUELLEND SOOI EILDOAHE —» FHIC@AL H B > &

float4 lightClipPos = mul(inData.wpos, matLightVP);

float2 shadowUV;

shadowUV.x = lightClipPos.x / lightClipPos.w * 0.5 + 0.5;
shadowUV.y = -lightClipPos.y / lightClipPos.w * 0.5 + 0.5;

if (shadowUV.x >= 0.0 && shadowUV.x <= 1.0 &&

shadowUV.y >= 0.0 && shadowUV.y <= 1.0)



float currentDepth = lightClipPos.z / lightClipPos.w;
float bias = 0.015;

float shadowDepth = g_shadowMap.Sample(g_shadowSampler, shadowUV).r;
shadow = (currentDepth - bias <= shadowDepth) ? 1.0 : 0.0;
}

color *= (0.3 + 0.7 * shadow);

bias (/N1 7 X) i

v ROy TOEICITEFRH N DRENHD £T, NAT7ABRLELL. BOBEEORED TBRLVRICHS) CBRUEINT
JAZADESBENLEICHET (BILTPv RY) o bias=0.0151F TP LEITFHIODLDIFRICLAEWVL] EWSHARETT,

£l RRERR

EILRAES

F—FYDRPEBICRZEL T

WASD/ EFF—T51 b ARZEX 3 LD
HOTyIHIvF— (FYFY) IL4B > FEETHET S



Sy Ry IADE FELW)

€D 8

FOE I LY VTS —T
| TyVERDLNICTS |

EOIvIDIvx— (FHXFY) Z2®ELFT. FTETIE Sample() TIREITHRATEZHEL TWE LT, COETIE
SampleCmpLevelZero() ICE LB R T EBOERBAZFHLIHIEICLET,

COEMEDBZEEDT Y IO LBHSMIED ET,

COETOI—REES

I7IIL EERE
Simple3D.hlsl SamplerState % SamplerComparisonState ICZ& (117)
Simple3D.hlsl Sample() = SampleCmpLevelZero() IZZE (217)
Stage.cpp Initialize() (LB > 75 —DIERL - sLADE Y ~ZEN

1 B EHEY > TS5 — 25 L RO BNICHEBH
| cccumzsan

YU T7S5—0EEE TEBOYYTI5—1 H5 BTV TS5—) ILEXFET,

I E L)
Sample() (B or BB LY (0MM1) - Jy¥—

SampleCmpLevelZero() : 0.0~1.0 DEIDETERY — BHBH

SampleCmpLevelZero() IFEBEDER R EZFHRA TR L. ZOFHEERLET (PCFI1ILRU>Y) o

2 Simple3D.hls| DZE

| cccumzsan
BT -DRZEIT. FHEDRTEELBEIRT,
Before (EE%B)

SamplerState g_shadowSampler : register(s1);
After

SamplerComparisonState g_shadowSampler : register(s1);
Before (PS() ADEHIE)

float shadowDepth = g_shadowMap.Sample(g_shadowSampler, shadowUV).r;



shadow = (currentDepth - bias <= shadowDepth) ? 1.0 : 0.0;

After

shadow = g_shadowMap.SampleCmpLevelZero(g_shadowSampler, shadowUV, currentDepth - bias);
/I B ETHENITY > T d. BATIf ZENRCTELL.

3 Stage.cpp | LY > S —&{ERR L Tslicty b9 3
| cccumzsan

Initialize() ICEEEY > 75 — DERL & PSSetSamplers OIFUH LZEBML £, > x—4 —fAlh* SamplerComparisonState Z 5
£S5 oD T, CHAIBRIELIEY Y TS -2 EITHRELHD FT,

Before (Initialize() o> 7S5 —fEO— KAL)
After

D3D11_SAMPLER_DESC sd = {};

sd.Filter = D3D11_FILTER_COMPARISON_MIN_MAG_LINEAR_MIP_POINT;
sd.AddressU = D3D11_TEXTURE_ADDRESS_BORDER;
sd.AddressV = D3D11_TEXTURE_ADDRESS_BORDER,;
sd.AddressW = D3D11_TEXTURE_ADDRESS_BORDER,;
sd.BorderColor[0] = 1.0f; // #EsEEAZL (B2 L) KW
sd.BorderColor[1] = 1.0f;

sd.BorderColor[2] = 1.0f;

sd.BorderColor[3] = 1.0f;

sd.ComparisonFunc = D3D11_COMPARISON_LESS_EQUAL;
ID3D11SamplerState* pShadowSampler = nullptr;
Direct3D::pDevice->CreateSamplerState(&sd, &pShadowSampler);
Direct3D::pContext->PSSetSamplers(1, 1, &pShadowSampler);
SAFE_RELEASE(pShadowSampler);

BorderColor # 1.0f ICLTWAIBH : v RO Y TOEENIEILEEIC TSAMNBRZZ (BAL) 1| LHETEBRRHT
ERS

£l FHEER

e LILRHAES
EOIyIHETIELDBROSNICKDS
o SAMAREZZTHREDNBOHEMNMIDOWVWTL S



Sy Ry IADE FELW)

FD9 (HxlT)

| H0m AL L F OB
14>k

BaY

DETEPIVEIB%Z. ERAICHETESL5I1CT %,

|

E'\/b\i 97‘:_ < Il:l:llt'.l\\/\
frmszcx
Stage::Draw() T Direct3D::BeginShadowPass() Z A TW3 N
Model::DrawShadow(hDonut_) ZMA TUL3 D%
Direct3D::EndShadowPass() %A TWL 3
Stage:Draw() M X > /NAHIIC PSSetShaderResources(1, 1, &pShadowSRV) Z A TWL 3 HY
Simple3D.hisl |Z g_shadowMap : register(t1) H'd % h'o

Simple3D.hisl IC g_shadowSampler : register(s1) H'd % h'o
Stage::Update() C matLightVP % 3iX> TL\3 D%

2. BEEEAMEL KRB

| m=es

hRoom_ % DrawShadow() L CLW\3BJEEMN'S
EE

HELEZY v FUNRIHE & BEOECPXHAD S 1 bzilE>T. ERN2EDRICBRDZ DB B,

| st

RBAIF. v RONRICIFF—FYRITERE

Model::DrawShadow(hDonut_);
// Model::DrawShadow(hRoom_); [ [£72 0y

3. F=FYORENY SY 5T
| m=es

BRBHICRZEL LTS,
Ny ROT7IREWVD,

| st

Simple3D.hisl @ bias # KE< T3,



COEMTIIRECDEZE>TUL S,

float bias = 0.015;

ZNTHHBZGEIEDPLITDORELLT B,

float bias = 0.02;

fefeLe REKLIEBERNFVIEDERIEDT 3,

4. ZHNHR B, FRIFETETS
Irmszcx

® bias BAFTTTHULD,

® GetLightProjectionMatrix() (DIESTET 1 DL T T RULD,

o Sy RUTY THREENMET T AL,
COBMTIEETRDEZFES,

XMMatrixOrthographicLH(20.0f, 20.0f, 1.0f, 50.0f);

5. BEOMBENS A FAELEEDEL
|z

® GetlightViewMatrix() @ lightEye DIERE

® Simple3D.hisl D Z -1 kA lightPosition DIZLVo

® matLightVP = lightV * lightP DJBZ.

® DrawShadow() @ matLightWVP = World * LightView * LightProjection D JIBZ,

SEIOEHRTOY S L TIE. lightPosition & THARZABMARYT MLy £ LTH|S 72, lightEye & -lightDir * 10.0f £ 9 3,

XMVECTOR lightDir = XMVector3Normalize(XMLoadFloat4(&lightPosition));
XMVECTOR lightEye = -lightDir * 10.0f;

6.7 L —LTE
| m=ew

Y RIUTYTESRVICEY bLIcE R ROTL—LTDSVELTESS L TW3B,

| st

AA 2 NRDE T SRVZEIRT B0

ID3D11ShaderResourceView* nullSRV = nullptr;
Direct3D::pContext->PSSetShaderResources(1, 1, &nullSRV);

7. COEMTHEDBZVHD

CDEMTIERT V2 ILIXEDLERL,
RAFUVITEOELEES
DTIF%E <\

Simple3D.hisl DE Y LY = — 4 —TRELLRT %
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DirectXTKEfE o fcA—FT 4 AT XTI XV b
XAudio2Z BICES 1D TA TSV EFE>T. B&LB2ESECBGMEEBEBIEZIVAR—VvHBRHDEE>THEL S, DS




DireCtXTKEE o fcA —FT 4 AXHRI X+

DirectXTK & Audio

~ Step 00 DirectXTK Audio D&

CDEITIE. DirectXTK Audio TESEXRNARI S ADREZEEL XY,
EXBS5TTOJTLTIE. WERDO—REEZELHIC. XD3DEDITFTTEZ S EHKYITT,
AudioEngine . BEELTHEARK

SoundEffect LEBEIFANMEROT—4
SoundEffectinstance ... EMRICHBEFDEF

ZD3DDEVHDH B . DirectXTKAudio D I— RHADEDFHAR T HRDEFT,

1. DirectXTK Audio TE%ES 3 7H#N
DirectXTK Audio Tld. EHEMNMRDANTEZERSLE T,

AudioEngine #{E%

1

SoundEffect T wav 7 7 A L& &AL
!

SoundEffect::Play() TE%IES T

—HBBEMLEZHIF. INTT,
AudioEngine ... & %85 3 AR

SoundEffect ... wav 7 7 1 L&A EE DHRIT
Play) .. ZOFE|OTEH

2. AudioEngine

AudioEngine &, DirectXTK Audio DFIMIHZ TS5 XTI,
std::unique_ptr<DirectX::AudioEngine> audioEngine_;
AudioEngine |&. BEBSTHDHHEALAEETETELE T,
IS S &,
AudioEngine = & %18 5 3 A ik

T,

D BWE, BEI 7ML EZHRARAATEEZRSTUATEREA,

3. SoundEffect

SoundEffect |&. BE T 7 IILADDT—2%2KRLET,

std::unique_ptr<DirectX::SoundEffect> sound_;



BIZIE. ROELSBEET 71 ZHAAATZHD T,
shot.wav
jump.wav

damage.wav

EEOI—RTlE. ROKLSICED X T,
sound_ = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
L"Assets/Audio/shot.wav"
A X—=T e LT
SoundEffect = & D &4
TY.

BOHBREFTHNIE. SoundEffect D Play() ZFER/ZITTHBETEET,

sound_->Play();

4. SoundEffectinstance

SoundEffectinstance (& EIRICHBEFOEZRL T,
std::unique_ptr<DirectX::SoundEffectinstance> instance_;

SoundEffectinstance & SoundEffect M STED £ 7,
instance_ = sound_->Createlnstance();

AX=J LTI RDLSIZHDFET,

SoundEffect = BOxRF
SoundEffectinstance = RIRICIE-> TV 5 &

Bz IE. engnewav EWSIT VI VEDNH oI LEFT,
engine.wav

CHIFBEDEMED T, SoundEffect & L TEiAAHE T,

ZTOEERBICES LENS. HEDLFEEXZZD, kOO, IL—FTHED LIWEEIZ. SoundEffectinstance Z{FEWLVEF,

instance_->Play(true);
instance_->SetVolume(0.5f);
instance_->Stop();

5. SoundEffect & SoundEffectinstance M3&L)

CCH—BEKRIITY,

I52R &= HAWTWBEWNE
Soldetiect EETFAILDTF—4 EVSEEES T

SoundEffectinstance BEODS BGM. IL—7&. BE2ZE. Fl. —KELE

6. HLWIERE A 5 SoundEffect::Play()
BlzIE. BEROBTY,



shotSound_->Play();

g~

1559
1
Bbho-ooBEITEDS

EWSEWHTY,
COFEICAVWTVWEEIEZ. ROLS5HBHDTY,

T TE
nEE
RES
A A=
BRAET

I

AEHER>TELTHLIVEFICEHVWTWVWET,

7. 1E®H7=-DFE%Z X =LV 5 SoundEffectinstance

BIZIE. BGMTY,

bgminstance_ = bgmSound_->Createlnstance();
bgminstance_->Play(true);

BGMIF. HEDBERIELTK BB ENEVTT,

bgminstance_->SetVolume(0.5f);
bgminstance_->Pause();
bgminstance_->Resume();
bgminstance_->Stop();

COFEICAVWTVBEIF. ROELSBHDTY,

BGM
EEL—T
IVIVE
RIEE

3DER/TIKELTH

8.1cEXTERD

MDESICEZRDENDDPTVTT,

AudioEngine
- BEIBS 7 — AR

SoundEffect
—wav 7 7 1 LEFRHANTEE DR

SoundEffectinstance
-5 REEICIE-TWEE

Efeld. BRETILAV—IClceRB L. AR S-S

ul
JI

AudioEngine
- BETL A v—&Ik

SoundEffect
- BEI7AIL

SoundEffectinstance



- RIRICEEROH

9. I3t SoundEffect 7217 TIX =B DH

BOMRE T4 5. SoundEffect:Play() T+ T,

shotSound_->Play();
LH L. RDKS5%T %z LIcWEEIFE. SoundEffect 721 TIFHRULMC K <R D F T,

L—=TEHERENn
BARTIESHRZWL

—BFEEL =0y

BRELEWL
BEE2EELLTOEAZL
3DZE[DALE % RARL f=Ly

DL S5EIBEIX.  SoundEffectinstance ZEWLE T,

10. SoundEffectinstance Z{E> £ T DX

SoundEffectinstance (& TTIC7 D7 SoundEffect DH T — X EZFEWVE T,
DFED. ROKSHEFBRTT,

SoundEffect
L— SoundEffectInstance

Z®D7=&. SoundEffectinstance ZE> TWAEIC. 75D SoundEffect Z HITHE L TlEWTEH Ao
fERAIEEIFCNTY,

SoundEffect %55

l

SoundEffectinstance MES FTF— 4 » K< K3
l

ELLKENRVTTHENEDH B

BE2REZFIF. ROIEETY,

E2lIEE
AudioEngine

!

SoundEffect

!
SoundEffectinstance

HYIESE
SoundEffectinstance
!

SoundEffect

1

AudioEngine

11. SEMER A —FT 4 ATV TOEVLD T
SEDA—FT A AL I U TlE. ROLSICEVDITET,

B:

SElE SoundEffect ZHEWLE T,



Audio::LoadSE("shot", shotPath);
Audio::PlaySE("shot");

AEBTIE. KDL SHRIBICHED £,
sounds_]["shot"]->Play();

SEIFEL . BS5 L5 DZHDHZVN5TY,

| som

BGMI& SoundEffectinstance ZfEWLVE T,
Audio::LoadBGM("stage", bgmPath);
Audio::PlayBGM("stage", true);

Audio::StopBGM();

RETIE RO SBLEBICHRD T,

bgminstance_ = bgmSound_->Createlnstance();
bgminstance_->Play(true);

BGMIFIL—TEED. kDD, BEZEX O LLEVLWDLSETT,

=IE. CNRITERZNUIALERTT,
AudioEngine [« & %85 3 {H#EA A,
SoundEffect & wav 7 7 1 L EFRHALTEET — 4.
SoundEffectinstance I&. BEFROEERIET 2D DED.
FEUDIFIE. RDESICEXET,

5EU\SE
— SoundEffect::Play()

BGM. JL—7&. 3DE. BEERELEVLE
— SoundEffectinstance

MEES A
[
AudioEngine |3fAI%Z 37D Z XTI h

Ex .

| ras2
SoundEffect |fAlZ R L £9H%

Ex .

| [iE



BGMOD K SIZ. JL—=FTHE=D1EDHT=D L7=LWEIZIX. SoundEffect & SoundEffectinstance DEBSHEFES & KWLVTIHY

Zx .

EE
BOWy Yy IEZIOESTRETRS. ROEESHABEWVWTVETH,

A. SoundEffect::Play()
B. SoundEffectinstance #{E-> TEIET %

Ex



DireCtXTKEE o fcA —FT 4 AXRI X+

HIZERZED2 AR

AN — bRA 22 AP

EL:8)

CDERITIZ. C++ D std:unique_ptr DEARNBEVAEZZVET,

SEOBEREIF. AY—F RV RBRTZILTIEHD FE Ao
£9F. Ko e ahnE+9 T,
new TIE-> =6 D& delete TEHTHENRH S

std::unique_ptr {5 & delete ZEHEITY>T< NS
std::make_unique & unique_ptr FH® new D& 578EH D

CDEZXFEFE>T. LT DirectXTK Audio @ AudioEngine X SoundEffect Z ZEICEEBL £,

CDERDOAMEDIT
COENRTIE A—TA ALV EREZRICHEIZIRD std:unique_ptr ZHIOMIIRWET,

std:shared_ptr *° std:weak_ptr . EHDBAATRILT—RZHET 2L TORBHARTYT, SEIDA—TA ATV VERAKTIE. &
9" std:unique_ptr ZEWVWE T,

Audio¥ME 2
Audioh33%D
AudiohViE T

CORNZIE>TDEEZLDHTY,

1. 57”1 > AZFR . new & delete

FUE AV—bRA >V Z=2fEbBVWEEHZHERLE T,

5 : Player 75 X
#include <iostream>

class Player
{
public:
Player()
{
std::cout << "PlayerZ{ER L & L f=\n";
}

~Player()
{

std::cout << "PlayerZHlB& L & L 7z\n";
}



void Attack()
{
std::cout << "WE L £ L f=\n";
}
|5

Z @D Player & new TER . XDELSICBEDET,

int main()
{
Player* player = new Player();

player->Attack();

delete player;
player = nullptr;

return 0;

RA2 b
Player* player = new Player();
ChuE. XEY LEIZ Player ZEoTWET,
Eo1BHDIF. RBISTETBRENDHD £7,

delete player;
player = nullptr;

COD delete EENBD L MEOTEBDDAREVICTEZSTFHICHRDFET,

2.delete Z 55 &S

ROA—RIFELHBD EEAO
int main()
{
Player* player = new Player();

player->Attack();

return 0;

}

new Player() TE27=DIC. delete LTWEH Ao
Player* player = new Player();

Lics. BEAMICIE. HET
delete player;

b"\\g—f‘ ERS

NEWTOTSLATRICHENRZBVIEHHD T,

EZ3EBRTY,

LD L. T—LIVOYDESICRSES TAT S LTI HLEAH



3. std::unique_ptr ki

std::unique_ptr ZfES & delete ZFEFTITAE T,

WEZ include

#include <memory>

std::unique_ptr X° std:make_unique Z{E S ICI&. <memory> DUETT,

unique_ptr T Player 13

#include <iostream>
#include <memory>

class Player

{

public:
Player()
{

std::cout << "PlayerZ{Em L & L 7z\n";
}
~Player()
{

std::cout << "PlayerZHllBx L £ L f=\n";
}

void Attack()

{
std::cout << "WE L £ L f=\n";

}
I8
int main()
{
std::unique_ptr<Player> player = std::make_unique<Player>();

player->Attack();

return 0;

}
COO—RIZIE delete DB D FH A

std::unique_ptr<Players player = std::make_unique<Player();
EEC L. Player ZE> T\ unique ptr BEIELT<NET,
main BIEAMED B L. player HEBINICKHFITSNET,
ZDH. FHT

delete player;

TESHEDNBD FHEA,



4. FRA > RZARE unique_ptr ki
D LLER

HERA ARR

Player* player = new Player();

o
4

player->Attack();

delete player;
player = nullptr;

std::unique_ptr<Player> player = std::make_unique<Player>();

player->Attack();

ZL
B35 0% LA
Bt new delete DYAEE
unique_ptr std::make_unique BHTHEZS

= B = —
5 FIRRBC_L
std::unique_ptr [F. DK SICEZ B MDD TWVWTT,
BENT delete LT 258
BIZIE. ROO— R TIE. player H' Player ZBELTWVWET,
std::unique_ptr<Players player = std::make_unique<Players();

player B <R3 . FIZAD>TWS Player HEHTHIBREINE T,

6. B EMERNE TIFEBEDRA >
A |23

unique_ptr TEIELTWLWTH., BLAIFEEDRA U RICBTWVWET,

std::unique_ptr<Player> player = std::make_unique<Player>();

player->Attack();



player K& Player ZIELTVBDT, X \BHERRL F1F > ZEVET,
player->Attack();
Chid. ERAVEREBLEE T,

Player* player = new Player();
player->Attack();

7.reset TFHHIFRDH TE S

EARMICIIETTHEHRAZD T, BEESHERZHD FHA.

7= L. BHRTHRHISELTEWSEIE reset) ZHFEX £,
std::unique_ptr<Player> player = std::make_unique<Player>();
player->Attack();

player.reset();

reset) ZMERE . D Player HHIBRINET,
H£RAVERTES & ROMNEBITIAWT T,

delete player;
player = nullptr;

8. ENE Dh =HERT B
o 1 AL
unique_ptr DMEAIBRF> TLWARWEEHHD £,

std::unique_ptr<Players player;
CDRETIE. £ Player IFESENTVEHA.
ESRICHERTIEY,

if (player != nullptr)

{ player->Attack();

}
T3 ROLSICHEITET,

if (player)

{
player->Attack();

}



9. get() THDRA VU AZEWO LT

unique_ptr B"EE L TVWBHEZ. ERDKRA VR LTELEWSEDHD £,

FDEE get) ZEWVET,
std::unique_ptr<Player> player = std::make_unique<Player>();

Player* rawPlayer = player.get();
get) & FRICA-DTWVWBRAVEZERDHLET,
ezl BEGIENHD F7,
Player* rawPlayer = player.get();
THUD H L7z rawPlayer . KD K SIZ delete L TIEWITFEH Ao

Il ThiEd *
delete rawPlayer;

EHIE. Player |E unique ptr HAEELTWVWEHN5TT,

HIMEEIE unique ptr ICEEET,

10. get() & DirectXTK Audio T
D

DirectXTK Audio Tl&. SoundEffect ZE3 & FIZ AudioEngine DR VX %ZELEY,

HRAVERTIE. 25Tl
DirectX::AudioEngine* audioEngine = new DirectX::AudioEngine();
DirectX::SoundEffect* sound = new DirectX::SoundEffect(
audioEngine,
L"Assets/Audio/test.wav"
)i
SoundEffect MYERLICIE. audioEngine BB E T,

unique_ptr AR CTl&. audioEngine IFXDLSICEELET,
std::unique_ptr<DirectX::AudioEngine> audioEngine;

ZLT. ERLETS

audioEngine = std::make_unique<DirectX::AudioEngine>();

CDFEFEFEE. SoundEffect |TETEBDRA VEADHD FH A

ZZ T get) ZFEVET,

std::unique_ptr<DirectX::SoundEffect> sound;




sound = std::make_unique<DirectX::SoundEffect>(
audioEngine.get(),
L"Assets/Audio/test.wav

ZITfE-TWD
audioEngine.get()
I&. audioEngine DHICHDEZBDRA VA ZBODEL TELTWVWBREITTT,

delete (FL FtEA-

11. A—F 14 AT TOEL
ya]

SEIDF—F A4 ALV TlE ROESBEHEZFEVE T,

#include <memory>
#include <unordered_map>
#include <string>

#include <filesystem>
#include <Audio.h>

using file_path = std::filesystem::path;
namespace
{

std::unique_ptr<DirectX::AudioEngine> audioEngine_;
std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> sounds_;

AudioEngine Z{E%

bool Audio::Initialize()

{
audioEngine_ = std::make_unique<DirectX::AudioEngine>();
return true;
CHUE. ERAVERTES CRDUWBIEVT Y,

audioEngine_ = new DirectX::AudioEngine();

7272 L+ unique_ptr HR Tl delete ZBETITVLWE T,

12. SoundEffect =13

BRI 71N ZHHATIIBE. ROELSICHEDFET,

bool Audio::Load(const std::string& name, file_path& filepath)
{

if (audioEngine_ == nullptr)



{

return false;

}

sounds_[name] = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()

);

return true;

}
std::make_unique<DirectX::SoundEffect>( ... )

T SoundEffect ZfE> TWEJ,
sounds_[name] = ...

T. fE27cB% sounds_ ICRTELTWVWET,
audioEngine_.get()

T. SoundEffect |C AudioEngine MR Y RXEZELTWVWET,
filepath.c_str()

T. std:filesystem:path 15 DirectXTK Audio IZET 7 7 IILINRZERDH L TWVWE T,

13.5Z557

RELELEZBES TUIBIE. ROKLSICHRD XD,
void Audio::Play(const std::string& name)
{ auto itr = sounds_.find(name);
if (itr == sounds_.end())

{

return;

}

itr->second->Play();

sounds_ ICIE. &BIEED Y FTHRESNTVET,
sounds_|["shot"]

D&, BATHEZRER T,

ROohofs. ROELSICBELFT,

itr->second->Play();

itr->second (& std::unique_ptr<DirectX::SoundEffect> T o

unique_ptr TH. XVNEHEREREZFE > 2FEXFT,



14. &7 4018

unique_ptr ZE2>TWBIHE. DEDTD delete TRIMNEIIHD FH A,

void Audio::Release()

{
sounds_.clear();
audioEngine_.reset();

}

sounds_.clear()
sounds_.clear();
sounds_ DFIZA > TW3 SoundEffect T XD THLE T,

std::unique_ptr DA TWBDT. D SoundEffect HBEITHIFRINE T,

audioEngine_.reset()
audioEngine_.reset();
AudioEngine ZHIFRL £7,
ERAVERTES &0 RSEWT T,

delete audioEngine_;
audioEngine_ = nullptr;

15 1EBIBE LK T IR

o AT EBIEENKETY,

AudioEngine Z1€%
l
SoundEffect £1£%

SoundEffect |& AudioEngine Z > TED £9,
FDH. HIEEIFHIBICLET,

SoundEffect Z5E
1
AudioEngine %787

S ED Release() Tld. CDIEHEICLTVWET,

void Audio::Release()

{
sounds_.clear();
audioEngine_.reset();

}

HIZ sounds_ ZEHL THS. audioEngine_ ZHL TWE T,
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16. 5[0

ER1VH

Player* player = new Player();

player->Attack();
delete player;
player = nullptr;

unique_ptr

std::unique_ptr<Player> player = std::make_unique<Player>();
player->Attack();

AudioEngine

audioEngine_ = std::make_unique<DirectX::AudioEngine>();

SoundEffect

sounds_[name] = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()

);

get()

audioEngine_.get()

unique_ptr DHIZHBRA > ZEEDH L T, DirectXTK Audio IZE S TdICEWET,

reset()

audioEngine_.reset();

FEZRIRLEY,

clear()

sounds_.clear();

unordered map DAHZZEICL X,

FED unique_ptr DT, HIEL TLS SoundEffect HEBEITHIFRINE T,

17. FEER AR

=
ROERA VST, BRICUBAUBEBVNT LT,

Player* player = new Player();



player->Attack();

/| ZTICWERNEEEL

[EE2
ROZEIBD T T

std::unique_ptr<Player> player = std:: <Player>();

583

unique_ptr TEBIELTWAA TSI DX NBERZERE ST, CE5ZFEVETH,

player.Attack();
player->Attack();

e84
RO get) OHBE LTELLHDEEAT LS,

audioEngine_.get()

A. unique_ptr DR ORA > ZERY HT
B. unique_ptr ZHIf2 ¥ %
C.BE&B%73

B85

RO O— R T. delete rawPlayer; & L TIEWFARWEBHEZHEL TS EIL,

std::unique_ptr<Player> player = std::make_unique<Player>();
Player* rawPlayer = player.get();

// delete rawPlayer; [& L 72 Ly

18. A

!

delete player;
player = nullptr;

182

std::make_unique

83

player->Attack();

Ih
Fid
D



A. unique_ptr DO RA > ZEEY HT

585

rawPlayer (& unique ptr NEEL TVWSHEZ—RMICERD HE L /7B TY,

HIBRIL unique_ptr DTS5 DT delete rawPlayer; I&L £t Ao



DireCtXTKEE o fcA —FT 4 AXRI X+

01 BZRSLTHBICIT

£ 1[0] DirectXTK Audio TE % 1[0
559

C DEICABHEIIC

SeiZDirectXTK¥ Audio # 5. RD3DDRB)ZHR L THZT £,

AudioEngine (B EBL TS AR
SoundEffect ‘wavy 7 AIVEFRFANEET— 4
SoundEffectinstance : BERDEFEIRETHHD

CDE|ITIE. £9 AudioEngine & SoundEffect 7EIFZFEWLE T,

CDETIE. DirectXTKAudioZFE>T. WAVZ 7 AIILZEIBIBALEY, FEA—TFT4AITVIUbIELEEA. £TIE
MDirectXTK Audio TENIBS ] T xMELET,

DirectXTKONUGetREIFTT L TWVWEHDL LET, COERTIE. NuGetREDFIEIZHRWEE Ao

ERT3ER 7 7ML RDBGFAICARLTIEE L,

Assets/Audio/test.wav

WAVZ 71 )L&IE. 9 testwav ICLTLTEEWV T7TILER T AINAEHED EFHRAAAITEKEBLET,

SEEEITZ T 71

TestScene.h
TestScene.cpp

SElE Maincpp ICIFEEFEANEH A, DirectXTK AudioDFR/NI— R % TestScene ICEHZZWVWTHRL £,

1. TestScene.h (CAudioEBD % BINT 3

TestScene.h ZRZT £,

BRI, XD include ZEBML £,
#include <memory>

#include <filesystem>
#include <Audio.h>

JRIC. TestScene 775 XM private X /N LT, RD2D%ZEBMLF T,

private:
std::unique_ptr<DirectX::AudioEngine> audioEngine_;


https://bookstack.yz-learning.com/books/gamebasedx11/page/directxtkaudio

std::unique_ptr<DirectX::SoundEffect> testSound_;

TestScene.h 2IRDFIE. FEWVWTWRDKSICAHD T,

#pragma once

#include "Engine/GameObject.h"
#include <memory>

#include <filesystem>

#include <Audio.h>

class TestScene : public GameObject
{
public:
TestScene(GameObject” parent);
~TestScene();

void Initialize() override;
void Update() override;
void Draw() override;
void Release() override;

private:
std::unique_ptr<DirectX::AudioEngine> audioEngine_;
std::unique_ptr<DirectX::SoundEffect> testSound_;

I8

2. TestScene.cpp @ Initialize TEE%

TestScene.cpp @ Initialize() ICALEBZEBIML £9,

ZEFIIRDELSICHE>TVES,

void TestScene::Initialize()

{

Instantiate<Stage>(this);

RDKSICEELET,

void TestScene::Initialize()

{

Instantiate<Stage>(this);
std::filesystem::path filepath = "Assets/Audio/test.wav";

audioEngine_ = std::make_unique<DirectX::AudioEngine>();
testSound_ = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()
);

testSound_->Play();

-

CCTfIoTWBZLid. RD3DTT,
AudioEngine £ %

WAV 7T 7 4 L EFRHAD
PlayTH%T 5

AudioEngine |FE MBS T HHHAARIK T, SoundEffect IFBFE 7 71 ILIERDT—R T,

3. 77 AINZADE 2 RT3

SEIOI—RTlE. BE7 71 ILDEFA% std:filesystem:path ICANLTWE T,



std::filesystem::path filepath = "Assets/Audio/test.wav";

std:filesystem:path (F. 77 AR T LA DBFFAZERTHDETYT, XFIDFEFRSELDH., TTHEFT7AILNRTHB1 &
WSEKADHMDRTIHRDET,

DirectXTK Audio @ SoundEffect IZET & Fld. filepath.c_str) ZFEWVLE T,
testSound_ = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()
);
FE2EIH5ED Audioh Tld. KD &K SICHWVWERIZFITTHEVWE T,

using file_path = std::filesystem::path;

4. AN — b RA 2V ZDEKR=ZHEFET S

SEDOI—-RTIF. ROELSBEZTAHZLTVET,

audioEngine_ = std::make_unique<DirectX::AudioEngine>();

Chid. BEICES EROBKTT,

AudioEngineZnewT{E%
1> f=% d Zunique_ptricii=t 5
B o fzHBEITdeleteLTH B S

std:unique_ptr (. YE27cA TP T b ZIDFATEITTEET B LODAI— M RAVRZTYT, ZRBORAVFEE>T. LD
T EICHBTHEBRLTINE T,

FRAVATECE. RDELSITBDFES,

DirectX::AudioEngine* audioEngine_ = nullptr;
DirectX::SoundEffect* testSound_ = nullptr;

audioEngine_ = new DirectX::AudioEngine();

testSound_ = new DirectX::SoundEffect(
audioEngine_,
filepath.c_str()

);

CDIBE. RTEICBESD T delete TRIMRELRHD £,

delete testSound_;
testSound__ = nullptr;

delete audioEngine_;
audioEngine_ = nullptr;

HYIEE IS (Foc)BEDETY,

{£3IgZ : AudioEngine — SoundEffect
JETIEZ © SoundEffect — AudioEngine

SEIORETIE. BESNER < 72HIC std:unique_ptr ZEWVWE T,  stdimake_unique (& new & unique_ptr ADRKAZ FEHTITS
BRBEZTHTY,

SoundEffect Z{E% & T D audioEngine_.get() &, unique_ptr DFICA > TWBRA V2 E—RHICID BT 7cdDEZTH T,

testSound_ = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()

);



Z ZTld. SoundEffect & {E3 7= AudioEngine DIFFAEEL TWVWE T, get() TEDH LKA V2% delete LTIFWITEHAS

BRI unique ptr ICEEE T,

5. Update CAudioEnginez %9 %

TestScene.cpp @D Update() (= RDIIBHEEMLET,

void TestScene::Update()
{

if (audioEngine_ != nullptr)

{
audioEngine_->Update();

}
}
AudioEngine 13B 7L —LB#HLE T, 5%, AudiofllEBE TV VAN LI-HEH. Update() IFHEIZHD £7,

6. Release THEN I %

TestScene.cpp @ Release() ICXRDILIEEEBMLET,

void TestScene::Release()

{

testSound_.reset();
audioEngine_.reset();

}
unique_ptr ZfED>TWADT. reset() THRBTTET,

7.EJLFLTEITI S

RITLIcE I, BEERIC testwav DIEIBNUIHEIITY

MERIBL

EJL RkDES
EEERICSHIIES
BTEBICTS—AHRW

KL< HBKK

| Audio.h RO BB

DirectXTKONUGetsREH TE TV WATBEM A H D £,
#include <Audio.h>

TIZ—HH3HEIF. DirectXTKAZ7OY TV MIBMENTWBRHRERL T ZTW

B
FTT7AIWNRZHERLTLETL,
"Assets/Audio/test.wav"

KRITEHDIERT #IILEADBORT. COBFAICT 7 ILHBETT,

I mp3*oggZiEEL TWL3



SEES 771 ILIGWAVT T, FTIEWAVT 71 ILTHREEL TS L,

S EIDFEMIRRE
CDEITIE. BHEMEZ 72 TestScene ICEHEEVWTVWET, CNIFREETIEHD FEA.

R[Ell%. EEMEZ% Engine/Audio.h & Engine/Audio.cpp ICFEL T, —LI VPV DOMEEL L THERBHICLET,



DireCtXTKEE o fcA —FT 4 AXRI X+

02 EnginelcfHAIAATH L 5

#2[0] Audiot¥gE= EnginelliHH A
AALTHL S

CDEITIE. F1EIT TestScene ICEFREVWEENEZ, TV VAIO#MEY LTHBLE T,

IS, T—LBEDSROELSICERBHICLET,

file_path testPath = "Assets/Audio/test.wav";
Audio::Load("test", testPath);
Audio::Play("test");

DirectXTK AudioD#lID WL X, Audio DFIZEL ET,

Engine/Audio.h  ¥FHR{ERL

Engine/Audio.cpp  #TR1ERL

Main.cpp BN

TestScene.h £ 1E D AudioZH & Hilkk
TestScene.cop  Audio::Load / Audio::Play Z1§ >

Visual Studio®V ) 2—> 3> T U X FO—5—T. Engine/Audio.h & Engine/Audio.cpp Z 7O T MIEBML TLEEL)

1. Engine/Audio.h Z{ER T %

Engine 7 # LA I Audio.h Z{ERLL 9

#pragma once
#include <string>
#include <filesystem>

using file_path = std::filesystem::path;
namespace Audio
{

bool Initialize();

void Update();

void Release();

bool Load(const std::string& name, file_path& filepath);
void Play(const std::string& name);

file_path |&. 7 71 ILINZA%ZERTE L LT std:filesystem:path [CBBZMFIFTHDTI,
using file_path = std::filesystem::path;

UKD BUHLAITIE LAssets)...” DEDICTA RXFHZEEENT . BEOXFIDSNRZE>TEEET,



file_path testPath = "Assets/Audio/test.wav";
Audio::Load("test", testPath);

45[ElD Load & file_path& DT, XFEVEZEFEEITDTIFR L. WoTzA file_path ZHEE->THBEELET,

COERMETIE. WRBFUBGMIZERDITEEA. T MFizMF THRAMAL) TREITRSY) ZIFZEDET,

2. Engine/Audio.cpp Z{E Y %

Engine 7 #JLA|Z Audio.cpp EIERL £,

#include "Audio.h"

#include <Audio.h>
#include <memory>
#include <unordered_map>

namespace

{
std::unique_ptr<DirectX::AudioEngine> audioEngine_;
std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> sounds_;

bool Audio::Initialize()

{
audioEngine_ = std::make_unique<DirectX::AudioEngine>();
return true;

void Audio::Update()
{
if (audioEngine_ != nullptr)
{
audioEngine_->Update();

void Audio::Release()

{
sounds_.clear();
audioEngine_.reset();

}
bool Audio::Load(const std::string& name, file_path& filepath)
{
if (audioEngine_ == nullptr)
{
return false;
}
sounds_[name] = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()
);
return true;
}

void Audio::Play(const std::string& name)
{

auto it = sounds_.find(name);

if (it == sounds_.end())

{

return;

it->second->Play();



3. Main.cpp IC Audio ZH AT

Main.cpp @ include F53IC. RZEML F T,

#include "Engine\\Audio.h"
Input::Initialize(hWnd); D#E&IC. AudioDFIEALZEML £,

Input::Initialize(hWnd); // A 71 D#IERE
Audio::Initialize(); /) A —F 1 A OYIEATE

XA > )L—FWT. pRootJob->UpdateSub(); DIC Audio DEFHZEML £,

pRootJob->UpdateSub();
Audio::Update();

&7 RIRIC Audio DEIEBINL £

Model::Release();
pRootJob->ReleaseSub();
Audio::Release();
Input::Release();
Direct3D::Release();

4. TestScene.h 5 E1[E|DAudioZH = HIRT 5
ZB1[E]T TestScene.h ITBANL 728D include & Z#UIHIBRL £

#include <memory>
#include <Audio.h>

std::unique_ptr<DirectX::AudioEngine> audioEngine_;
std::unique_ptr<DirectX::SoundEffect> testSound_;

TestScene [EDirectXTK AudioZ B SR WEICRL £ 9,

5. TestScene.cpp T Audio ZfE>

TestScene.cpp @ include IC. XEBML £7,
#include "Engine/Audio.h"
AR—ZF—TIBS THEREZITS /2. Engine/inputh BAA > TLWAWEBEIFEML £9,
#include "Engine/Input.h"
Initialize() ZXRDESICEELFT,

void TestScene::Initialize()

{

Instantiate<Stage>(this);
file_path testPath = "Assets/Audio/test.wav";
Audio::Load("test", testPath);

Audio::Play("test");
}

Update() I&. W2 7cAZETHEWLEE A

void TestScene::Update()



{
}

Release() B« WO TZAZETHEWLEE A,

void TestScene::Release()
{
}

6. EILFLTREITITS

EHERIC testwav D 1EIBNIXEINTY,

FE1E¥ES Hid. TestScene HDirectXTK AudioZ B F > TLWARWLWI ¥ T,

$51[@ : TestScenehSDirectXTK Audio % BIZ(E S
820 : Audiof#¥BE D A T DirectXTK AudioZ1E 5

7. AR—AF—TEHZRST
TestScene.cpp @ Update() XD KL SICEEL XY,

void TestScene::Update()

{
if (Input::IskeyDown(DIK_SPACE))

{
Audio::Play("test");

}
}

COEET. AR—XF—Z2RLIBEBICENED 9,

IskeyDown (348 L 7cBRRI7ET true ICAD E 9. LR L TEHEBKS LK BV EEICEVETD,

S EDFERIRRE
CDET. Audiol%BEN' Engine AIICTBBIL £ L 7o
REOEVWHIFROFEETT,
file_path testPath = "Assets/Audio/test.wav";

Audio::Load("test", testPath);
Audio::Play("test");

RENF. PHREELBCMZDITTEETESLSICLET.



DireCtXTKEE o fcA —FT 4 AXRI X+

03 SELBGMZRIRLIC (A
T?)

F3L WRE LBCGMZE DTS

Bz

COETIE. Audiokrez RD2BEICHITE T,

SE :¥RE. FHLH. [MELES.
BGM: EREH. RLE. BEANICIMERLET 5.

BREIC. MDESICEZBZHICLET,

file_path shotPath = "Assets/Audio/SE/shot.wav";
file_path stagePath = "Assets/Audio/BGM/stage.wav";

Audio::LoadSE("shot", shotPath);
Audio::LoadBGM("stage", stagePath);

Audio::PlaySE("shot");
Audio::PlayBGM("stage", true);

SEZEETZ T 71

Engine/Audio.h
Engine/Audio.cpp
TestScene.cpp

FRIZERI 7ML ERODBRICARL T L,

Assets/Audio/SE/shot.wav
Assets/Audio/SE/damage.wav
Assets/Audio/BGM/stage.wav

T7AIGIF. BRROI—-RFEEhETIEZTL,

1. Engine/Audio.h ZZE Y %

Engine/Audio.h ZRD KL SICEBL FT,

#pragma once
#include <string>
#include <filesystem>

using file_path = std::filesystem::path;

namespace Audio
{
bool Initialize();
void Update();
void Release();



bool LoadSE(const std::string& name, file_path& filepath);
void PlaySE(const std::string& name);

bool LoadBGM(const std::string& name, file_path& filepath);
void PlayBGM(const std::string& name, bool loop = true);
void StopBGM();

file_path DEWVAIEE2EERA LTI,

file_path shotPath = "Assets/Audio/SE/shot.wav";
Audio::LoadSE("shot", shotPath);

LoadSE("shot", "Assets/Audio/SE/shotwav") D& D ICEEXFIZETDTIFR <. WoTzA file_path BEICANTHSELE T,

$E2MTIED 7 Load ¥ Play I&. SEIDSFEVEH A

Load — LoadSE/LoadBGM [Z4} 1+ 5
Play — PlaySE / PlayBGM [Z43 1+ %

2. Engine/Audio.cpp X E§ %

Engine/Audio.cpp ZRD K SICEEL T,

#include "Audio.h"

#include <Audio.h>
#include <memory>
#include <unordered_map>

namespace

{

std::unique_ptr<DirectX::AudioEngine> audioEngine_;

std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> seSounds_;
std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> bgmSounds_;

std::unique_ptr<DirectX::SoundEffectinstance> currentBGM_;
std::string currentBGMName_;

bool Audio::Initialize()

{
audioEngine_ = std::make_unique<DirectX::AudioEngine>();
return true;

void Audio::Update()
{
if (audioEngine_ != nullptr)

{
audioEngine_->Update();

void Audio::Release()

{
currentBGM_.reset();
bgmSounds_.clear();
seSounds_.clear();
audioEngine_.reset();

bool Audio::LoadSE(const std::string& name, file_path& filepath)
{

if (audioEngine_ == nullptr)

{



return false;

seSounds_[name] = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()

);

return true;

void Audio::PlaySE(const std::string& name)
{

auto it = seSounds__find(name);

if (it == seSounds_.end())

{

return;
it->second->Play();

bool Audio::LoadBGM(const std::string& name, file_path& filepath)
{

if (audioEngine_ == nullptr)

{

return false;

bgmSounds_[name] = std::make_unique<DirectX::SoundEffect>(
audioEngine_.get(),
filepath.c_str()

);

return true;

void Audio::PlayBGM(const std::string& name, bool loop)
{

auto it = bgmSounds_.find(name);

if (it == bgmSounds_.end())

{

return;

if (currentBGM_ != nullptr)

{
currentBGM_->Stop(true);
currentBGM_.reset();

currentBGM_ = it->second->Createlnstance();
currentBGM_->Play(loop);
currentBGMName_ = name;

}

void Audio::StopBGM()

{
if (currentBGM_ != nullptr)
{

currentBGM_->Stop(true);
currentBGM_.reset();
currentBGMName_.clear();

—
—

3. SoundEffect & SoundEffectinstance M3& L\



SMEH 5 SoundEffectinstance BN TEF X T,

SoundEffect BEIFALDT—4
SoundEffectinstance : RERICBELTWSE

SHREZE. BHIC PlaySE TIESLET,
Audio::PlaySE("shot");
BGMI&. BEFDEZLIESHT=D. IL—F LD ITEIBRELRHD FT, TDF. SoundEffectinstance Z{EWVE T,

currentBGM_ = it->second->Createlnstance();
currentBGM_->Play(loop);

4. TestScene.cpp TfES

TestScene.cpp @ Initialize() ZRDEKSICEEL £,

void TestScene::Initialize()

{

Instantiate<Stage>(this);

file_path shotPath = "Assets/Audio/SE/shot.wav";
file_path damagePath = "Assets/Audio/SE/damage.wav";
file_path stagePath = "Assets/Audio/BGM/stage.wav";

Audio::LoadSE("shot", shotPath);
Audio::LoadSE("damage", damagePath);
Audio::LoadBGM("stage", stagePath);

Audio::PlayBGM("stage", true);

Update() ZXDELSICEELET,

void TestScene::Update()
{
if (Input::IskeyDown(DIK_SPACE))

{
Audio::PlaySE("shot");

if (Input::IskeyDown(DIK_D))

{
Audio::PlaySE("damage");

if (Input::IskeyDown(DIK_B))
{
Audio::StopBGM();

5 EILFLTEITI S

i I R

ICENYT 5 LBGMMIL—THBESN S
A R— R F—Tshot.wavh'lg 3

D& —Tdamage.wavhig %
B¥—TBGMALLE %



| TR
T7AINRZHRLTLEE L,

"Assets/Audio/BGM/stage.wav"

leovn—moirxs

currentBGM_ ZO—AIILZEHICLTWD ., BEIRTRICEATLEVWEY, SROO—RTIE. 771 JLLEERD namespace WIZE
WTWXT,

std::unique_ptr<DirectX::SoundEffectinstance> currentBGM_;

Inessenvzsvansns

CHIFEETY, MREFIZ. BLEZAEDRSTHREBRDT, ALELNER>TR->THREEDHD FHE A

A = (PN
S[EDTRARRE
C DEIT. AudiotgElZDAZICHED £ L1zo

file_path shotPath = "Assets/Audio/SE/shot.wav";
file_path stagePath = "Assets/Audio/BGM/stage.wav";

Audio::LoadSE("shot", shotPath);
Audio::PlaySE("shot");

Audio::LoadBGM("stage", stagePath);

Audio::PlayBGM("stage", true);
Audio::StopBGM();

RElF, YRZ—FE. SEEE. BGMEEZ DT TEELEX T,



DireCtXTKEE o fcA —FT 4 AXHRI X+

4o >Rody O—)LisE
(EAZDIET)

FAo ZEE=EEBEBGMT7 T — K

Bz

COEITIF T—TFTAAIVIVICEETEZEBMLET,

[
|

ROEEOEEZHRWVET,
MasterVolume : AN EFE

SEVolume :iIREBENEE
BGMVolume :BGMOEE

TH5IC. BGMO Tz —R7IhHEIMLEY, S—UYDEBEXEIC. BZRICLEDHT. BRAICNESTEERT,

BIEEITZT 71

Engine/Audio.h
Engine/Audio.cpp

|

TestScene.cpp

SElD T T — RAMEBIZCDOWT
COBERTIE. HPDPTEEEELT BGMVolume ZDHDED LT OB ILET.

di
I
=

I

AEHNBET VPV TIE RDLSICHITTEERIBZHEDHD £,

BGMOEAE R
7z — KEOERIEE

SEIFE. FITHCLDEMEZ e ZBELET,

1. Engine/Audio.h ICEE2X 7 T — ROBE#MZEMT 3

Engine/Audio.h ZRDKLSICEBL FT,

#pragma once
#include <string>
#include <filesystem>

using file_path = std::filesystem::path;

namespace Audio
{
bool Initialize();
void Update();
void Release();

bool LoadSE(const std::string& name, file_path& filepath);
void PlaySE(const std::string& name);



bool LoadBGM(const std::string& name, file_path& filepath);
void PlayBGM(const std::string& name, bool loop = true);
void StopBGM();

void SetMasterVolume(float volume);
void SetSEVolume(float volume);

void SetBGMVolume(float volume);

void FadeOutBGM(float fadeTime);

2. Engine/Audio.cpp ICEEROZEH=EMT 5

Engine/Audio.cpp @ namespace IC. HEADEHZEMLFT,

float masterVolume_ = 1.0f;
float seVolume_ = 1.0f;
float bgmVolume_ = 1.0f;

TSI, 7T—RAOEHDEMLET,

bool isBGMFadeOut_ = false;

float bgmFadeTimer_ = 0.0f;

float bgmFadeTime_ = 0.0f;

float bgmFadeStartVolume_ = 1.0f;

namespace . RIEMITRD LS BFICHKD £,

namespace

{

std::unique_ptr<DirectX::AudioEngine> audioEngine_;

std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> seSounds_;
std::unordered_map<std::string, std::unique_ptr<DirectX::SoundEffect>> bgmSounds_;

std::unique_ptr<DirectX::SoundEffectinstance> currentBGM_;
std::string currentBGMName_;

float masterVolume_ = 1.0f;
float seVolume_ = 1.0f;
float bgmVolume_ = 1.0f;

bool isBGMFadeOut_ = false;

float bgmFadeTimer_ = 0.0f;

float bgmFadeTime_ = 0.0f;

float bgmFadeStartVolume_ = 1.0f;

3. BE%Z0.0f~1.0fICIX& 5 B = ED

Audio.cpp @ namespace RIZ. RDFEBIEEZEML £7,

float ClampVolume(float volume)

{

if (volume < 0.0f)

{

return 0.0f;

}

if (volume > 1.0f)

{

return 1.0f;

}

return volume;



float GetBGMFinalVolume()
{

return masterVolume_ * bgmVolume_;

float GetSEFinalVolume()
{

return masterVolume_ * seVolume_;

-

EE1E. BRI 0.0f N5 1.0f DEETHRWVE T,

0.0f : BZ
0.5f: L B LY
1.0f  IZHEEE

4.PlaySE |CSEE 2% RMT 3

PlaySE Z XD K SICEEL T,

void Audio::PlaySE(const std::string& name)
{

auto it = seSounds_.find(name);
if (it == seSounds_.end())
{

return;

it->second->Play(GetSEFinalVolume());

ZNT. SEEIT MasterVolume x SEVolume DB ETIED £,

5.PlayBGM ICBGME &% R T 3

PlayBGM DRZRIC. BEXREZEMLET,

void Audio::PlayBGM(const std::string& name, bool loop)
{

auto it = bgmSounds_.find(name);

if (it == bgmSounds_.end())

{

return;

if (currentBGM_ != nullptr)

{
currentBGM_->Stop(true);
currentBGM_.reset();

currentBGM_ = it->second->Createlnstance();
currentBGM_->SetVolume(GetBGMFinalVolume());
currentBGM_->Play(loop);

currentBGMName__ = name;

isBGMFadeOut_ = false;

6. BENREMBRAZENT S
Audio.cpp [CRDBIEZEML T,



void Audio::SetMasterVolume(float volume)

{

masterVolume_ = ClampVolume(volume);

if (currentBGM_ != nullptr)

{
currentBGM_->SetVolume(GetBGMFinalVolume());

void Audio::SetSEVolume(float volume)

{

seVolume_ = ClampVolume(volume);

void Audio::SetBGMVolume(float volume)

{

bgmVolume_ = ClampVolume(volume);

if (currentBGM_ != nullptr)

{
currentBGM_->SetVolume(GetBGMFinalVolume());

BEFRODOBCMIE. BEZEBELIHERICKRRLET, MREIE. RICKSTEHSHLVEEICBRDRT,

7. 7x— R 77 FFBERZEMNT %

Audio.cpp |[ZRDBIEZEML T,

void Audio::FadeOutBGM(float fadeTime)

{
if (currentBGM__ == nullptr)

{

return;

if (fadeTime <= 0.0f)

{
StopBGM();
return;

isBGMFadeOut_ = true;
bgmFadeTimer_ = 0.0f;
bgmFadeTime_ = fadeTime;
bgmFadeStartVolume_ = bgmVolume_;

fadeTime (. AMMNFITEEZNESLKTEZIN T,

Audio::FadeOutBGM(1.0f); / 1 T/h&< T3
Audio::FadeOutBGM(2.0f); / 2I3 T/h& < ¥ 3

8.UpdateT7 = — RAIEBEZEDH D

Audio::Update() Z XD LD ICEEL £T,

void Audio::Update()
{

if (audioEngine_ != nullptr)

{
audioEngine_->Update();



if (isBGMFadeOut_ && currentBGM_ != nullptr)

{
const float DELTA_TIME = 1.0f / 60.0f;

bgmFadeTimer_ += DELTA_TIME;
float rate = bgmFadeTimer_ / bgmFadeTime_;

if (rate >= 1.0f)
{
SetBGMVolume(0.0f);
StopBGM();
bgmVolume_ = bgmFadeStartVolume_;
isBGMFadeOut_ = false;
return;

float volume = bgmFadeStartVolume_ * (1.0f - rate);
SetBGMVolume(volume);

CDIVIVNEAA YV IL—TEH60FPSTRIL TWB 7. T I Tld 1.0f/60.0f ZEVE T, FHKMICIERES deltaTime ZIE-7-HE
&, TOEZFESHICEETEETY,

9. TestScene.cpp CTHEERT 3

TestScene.cpp @ Update() XD KL SICEEL XY,

void TestScene::Update()
{
if (Input::IskeyDown(DIK_SPACE))

{
Audio::PlaySE("shot");

if (Input::IskeyDown(DIK_D))

{
Audio::PlaySE("damage");

if (Input::IskeyDown(DIK_1))
{
Audio::SetMasterVolume(1.0f);

if (Input::lskeyDown(DIK_2))

{
Audio::SetMasterVolume(0.5f);

if (Input::IskeyDown(DIK_3))
{
Audio::SetMasterVolume(0.0f);

if (Input::lskeyDown(DIK_F))

{
Audio::FadeOutBGM(2.0f);

i I R

1¥—CEENERICKD
2X—THEEMWNELLD



3¥F—THEEICKRD
F¥—TBGMM MM [T TNE <423

S ElDFERIRRE
COEIT, AudiolBEIZRROIHED % LTz,

Audio::SetMasterVolume(0.8f);
Audio::SetSEVolume(0.7f);
Audio::SetBGMVolume(0.5f);
Audio::FadeOutBGM(2.0f);

KENE, =LA TSI FORBEEEHEVDIT B8, AudioSource ¥ 3D AudioZBANL £7,



DirectXTKEFEo7cA—T 4 AR AV b

05 AR 3DEZE

: £5[0] AudioSource & 3D Audio

COEITIE. BICUBZFLEE T,

BEOMRER. BEALEICEACELSICEHCZET. 3DAudioTId. BROMUBLAXSDMUBEZE>T. EADEI XA IEREIC
LBEEREEDET,

CDOEDOHEEIISRDENSTT,

Audio::SetListener(cameraPosition, cameraForward, cameraUp);
Audio::PlaySE3D("explosion", soundPosition);

THIC. BEESIERGRYE LT AudioSource 75 X%Z1ED 7,

SEZEETZT71I

Engine/Audio.h

Engine/Audio.cpp
Engine/AudioSource.h  ¥FIR{ERL
Engine/AudioSource.cpp  #TR1ERL
TestScene.h

TestScene.cpp

ERT3ER 7 7ML RDBGFAICARLTIEE L,

Assets/Audio/SE/explosion.wav

1. Engine/Audio.h (23D Audio A DRI Z EINT %

Engine/Audio.h | DirectXMath.h Z3BIIL £

#include <DirectXMath.h>
RIC. namespace Audio DHIC. ROBIFHZEML £,

void SetListener(
const DirectX::XMFLOAT3& position,
const DirectX::XMFLOAT3& forward,
const DirectX::XMFLOAT3& up

);

void PlaySE3D(

const std::string& name,

const DirectX::XMFLOAT3& position
);

Audio.h 2K, FFWTEWRD K SICHED T,

#pragma once
#include <string>
#include <filesystem>



#include <DirectXMath.h>
using file_path = std::filesystem::path;

namespace Audio

{

bool Initialize();
void Update();
void Release();

bool LoadSE(const std::string& name, file_path& filepath);
void PlaySE(const std::string& name);

bool LoadBGM(const std::string& name, file_path& filepath);
void PlayBGM(const std::string& name, bool loop = true);
void StopBGM();

void SetMasterVolume(float volume);
void SetSEVolume(float volume);
void SetBGMVolume(float volume);

void FadeOutBGM(float fadeTime);

void SetListener(
const DirectX::XMFLOAT3& position,
const DirectX::XMFLOAT3& forward,
const DirectX::XMFLOAT3& up

);

void PlaySE3D(
const std::string& name,

const DirectX::XMFLOAT3& position
)i

2. Engine/Audio.cpp ICListener £ 3SDBELIE%ZEBINY %

Engine/Audio.cpp @ include IC. vector & algorithm Z3BIL £

#include <vector>
#include <algorithm>

namespace . 3D AudioFHDZEHZEML £9

DirectX::AudioListener listener_;
std::vector<std::unique_ptr<DirectX::SoundEffectinstance>> active3DSE_;

active3DSE_ |Z. 3DXEREZ D SoundEffectinstance Z{RIF 9 3 - HDEFIT I,

3DFNEREF Tl SoundEffectinstance Z1E> TBEL XY, LH L. fEo7c SoundEffectinstance & ¥ CICHFRIFLAWVE .. BEH KD -
e FITHRATLEVWE T, ZD&H. BoTWVWAMIE active3DSE_ ICANTEZT XS,

SetlListener ZBMML £9,

void Audio::SetListener(
const DirectX::XMFLOAT3& position,
const DirectX::XMFLOAT3& forward,
const DirectX::XMFLOAT3& up

listener_.SetPosition(position);
listener_.SetOrientation(forward, up);

PlaySE3D ZEBIIL £7.



void Audio::PlaySE3D(
const std::string& name,
const DirectX::XMFLOAT3& position

auto it = seSounds__find(name);
if (it == seSounds_.end())
{

return;
DirectX::AudioEmitter emitter;
emitter.SetPosition(position);
auto instance = it->second->Createlnstance(
DirectX::SoundEffectInstance_Use3D
)
instance->Apply3D(listener_, emitter);
instance->SetVolume(GetSEFinalVolume());

instance->Play();

active3DSE_.push_back(std::move(instance));
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AudioListener : i < {8
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active3DSE_.push_back(std::move(instance));
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void Audio::Update()
{
if (audioEngine_ != nullptr)
{
audioEngine_->Update();

active3DSE_.erase(
std::remove_if(
active3DSE_.begin(),
active3DSE_.end(),
[1(const std::unique_ptr<DirectX::SoundEffectinstance>& instance)
{
return instance == nullptr || instance->GetState() == DirectX::SoundState::STOPPED;
}
)s
active3DSE_.end()
);
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active3DSE_.clear();
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void Audio::Release()

{
active3DSE_.clear();
currentBGM_.reset();
bgmSounds_.clear();
seSounds_.clear();
audioEngine_.reset();

5. Engine/AudioSource.h Z{Efd %
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#pragma once

#include <string>
#include <filesystem>
#include <DirectXMath.h>

using file_path = std::filesystem::path;

class AudioSource

{
public:
AudioSource();

void SetClip(const std::string& name);

void SetPosition(const DirectX::XMFLOAT3& position);
void Set3D(bool is3D);

void Play();

private:
std::string clipName_;
DirectX::XMFLOAT3 position_;
bool is3D_;
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6. Engine/AudioSource.cpp Z1EF 9 %
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#include "AudioSource.h"
#include "Audio.h"

AudioSource::AudioSource()
: position_{ 0.0f, 0.0f, 0.0f }
,is3D_(false)

void AudioSource::SetClip(const std::string& name)

{

clipName_ = name;



void AudioSource::SetPosition(const DirectX::XMFLOAT3& position)
{

position_ = position;

void AudioSource::Set3D(bool is3D)

{
is3D_ = is3D;

void AudioSource::Play()
{
if (clipName_.empty())
{

return;

if (is3D_)
{

Audio::PlaySE3D(clipName_, position_);
1

else

{
Audio::PlaySE(clipName_);
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#include "Engine/AudioSource.h"
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private:
AudioSource explosionSound_;
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#include "Engine/Camera.h"
#include <DirectXMath.h>

Initialize() =« 3DEADMREBHFAAHZTEMLF T,

void TestScene::Initialize()

{

Instantiate<Stage>(this);

file_path shotPath = "Assets/Audio/SE/shot.wav";

file_path damagePath = "Assets/Audio/SE/damage.wav";
file_path explosionPath = "Assets/Audio/SE/explosion.wav";
file_path stagePath = "Assets/Audio/BGM/stage.wav";

Audio::LoadSE("shot", shotPath);
Audio::LoadSE("damage", damagePath);
Audio::LoadSE("explosion", explosionPath);
Audio::LoadBGM("stage", stagePath);



Audio::PlayBGM("stage", true);

explosionSound_.SetClip("explosion");
explosionSound_.Set3D(true);
explosionSound_.SetPosition({ 3.0f, 0.0f, 0.0f });

Update() DATEIC. B BIOBREHRELET .

void TestScene::Update()

{
DirectX::XMFLOAT3 cameraPosition;

DirectX::XMStoreFloat3(&cameraPosition, Camera::GetPosition());

Audio::SetListener(
cameraPosition,
{0.0f, 0.0f, 1.0f },
{ 0.0f, 1.0f, 0.0f }

)

if (Input::IskeyDown(DIK_SPACE))

{
Audio::PlaySE("shot");

}
if (Input::lIskeyDown(DIK_D))
{

Audio::PlaySE("damage");
}
if (Input::IskeyDown(DIK_E))
{

explosionSound_.Play();
}
if (Input::lIsKkeyDown(DIK_F))

{
Audio::FadeOutBGM(2.0f);

}
}
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Audio::PlaySE("shot");
Audio::PlayBGM("stage", true);
Audio::SetMasterVolume(0.8f);
Audio::FadeOutBGM(2.0f);

Audio::SetListener(cameraPosition, cameraForward, cameraUp);
Audio::PlaySE3D("explosion”, soundPosition);
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AudioSource sound;
sound.SetClip("explosion");
sound.Set3D(true);
sound.SetPosition({ 3.0f, 0.0f, 0.0f });
sound.Play();
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