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class Terrain {
public:
Terrain() = default; / ] £ FZE LR WIERKED > X 55 4
void MakeTerrain(); / < 5 > & A ICHER %1 5 BA%L
void Update(); /2D EHT (S1dfs LAw)
void Draw(Transform& t); // it % EE (C 4 < R%Y
void SetParams(const TerrainParams& params) { params_ = params; }
private:

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

ID3D11Buffer* indexBuffer_ = nullptr; / GPUB®D A > Fv o RNy T 7
ID3D11Buffer* globalCB = nullptr;  // EH/\y 7 7 (h A 574 EDIER)
TerrainParams params_; // #2044 X - R4 —JVIEHRER E

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

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

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

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

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



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