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D3D11_BUFFER_DESC vbDesc = {};

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

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

device->CreateBuffer(&vbDesc, &vbData, &vertexBuffer_);
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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_);
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if (vertexBuffer_) vertexBuffer_->Release();
if (indexBuffer_) indexBuffer_->Release();
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D3D11_INPUT_ELEMENT_DESC layout[] = {
{ "POSITION", 0, DXGI_FORMAT_R32G32B32_FLOAT, 0, 0, D3D11_INPUT_PER_VERTEX_DATA, 0}, // FEE{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)
|
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NA MIE RnE #4142
0~11 Position 1281k (
float x,y,z
)
12~23 Normal 1281k (
float x,y,z
)
24~31 uv 8N+ (

float u,v

)
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struct CBGlobal {
XMMATRIX g_matWVP; I ETN-Ea——>TOYzsya>niThl (RIRNIB)
XMMATRIX g_matNormalTrans; // ;545 F 0 2541751
XMMATRIX g_matWorld;  // EFILO T —)L M Eif
XMFLOAT4 g_vecLightDir; // Ftd[aE



XMFLOAT4 g_vecDiffuse; // {BI 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; HFIRAFvHYDELI (75%)
float pad[2]; 161 MCZBAZT=0DINT 1>
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Direct3D::pContext_->UpdateSubresource(globalCB, 0, nullptr, &cb, 0, 0);
Direct3D::pContext_->VSSetConstantBuffers(0, 1, &globalCB);
Direct3D::pContext_->PSSetConstantBuffers(0, 1, &globalCB);
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cbuffer CBGlobal : register(b0)
{
float4x4 g_matWVP;
float4x4 g_matNormalTrans;
float4x4 g_matWorld;
float4 g_vecLightDir;
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C U InitShaderBundle() TEREFH T,
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CBGilobal cb = {};
cb.g_matWVP = ...;// h A 5 &(Eo =175 R E L TRA
cb.g_vecLightDir={0,-1,1,0};/ &b Eh B3k

context->UpdateSubresource(globalCB, 0, nullptr, &b, 0, 0);
context->VSSetConstantBuffers(0, 1, &globalCB);
context->PSSetConstantBuffers(0, 1, &globalCB);
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UINT stride = sizeof(Vertex); / 1D DIEEDKE 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 CTiE< & !
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ID3D11ShaderResourceView* srv = texture_->GetSRV();
context->PSSetShaderResources(0, 1, &srv);
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context->Drawlndexed(static_cast<UINT>(indices_.size()), 0, 0);
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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);
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context->IASetVertexBuffers(...);

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

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

I/ ® fEE T
context->Drawlndexed(static_cast<UINT>(indices_.size()), 0, 0);
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cbuffer CBGlobal : register(b0)
{
matrix g_matWVP; /| D=L RxEa—xTOYzsvay
matrix g_matNormalTrans; // 548 0 Z175)
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;
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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); // i (2 Z5}2
output.worldPos = worldPos.xyz;

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

output.uv = input.uv;
return output;
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X 3.+l —4 PS

eyl

output.pos

(EmEmA)

output.normal

(- ~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);
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