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1EMEE: NEIREIBEGEMER
1.1 ol iR B

frE: float (32 AFSE, &EA). half (16 ADFS%E, TE

B7F). int (32 RIE%) . bool (fA/R1E). uint (EFSEE)
f5l: float brightness = 1.0;

mE: AXBE+HERT, Wfloat2 (ZHFREE, FNT

float[2]) . int3 (ZEEAEE). boold (MHAEF /REE)

-

float3 pos = float3(1l.0, 2.9, 3.0);
float X = pos.x; // W x & (1.0)
float4 color = pos.xyzl; // ¥ eA4mE (1.0,2.0,3.0,1.0)

EPE: KAZ+1Tx FIFRR, M0 float2x2 (2x2 Zm%EF%E) .

floatdxd (4x4 FRATHREERE)

EE: 5FEFEA mul(matA, matB), fEfESEEHEEETIE
IF (mul(vec, mat)FE M F1TEIEFRIER) .

HIREE (FEE APl 48E):

Texture2D/TextureCube: “ZSIE / st HESIE (FHFXRHEER
),

SamplerState: Xtz (EHISEEXHTX, W& Tt
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BR) .

2 TEBWH

HLSL @ &1 = Hl L Z 01 REFMIT A
static: {RIEHBIXHWTIA (KL C iEF).
const: & (HEHHEME FUTER).

uniform: E@zEE (B CPU BiL APl £, BE—#X%
HHERE / IaHEE),

=f5l: uniform float4x4 WorldViewProj; (2% - ME - &%

¥EfE, B CPU & AN).
1.3 RESWAGHEH

HLSL MREFRRWMABLESH, BEes (s / REEFE
wr) FBEXBNELLEY, Bid ~ FEX (Semantic)  FRICEIE

(1) iEX (Semantic)

BXE HLSL WO, AT ERERESL "HUERRAA
(IR E. SEELIR. BEF).

POSITION: TNmfIE (FFR&LER, BE A floatd),

TEXCOORDO/TEXCOORD1: Z3E4 %R (float2/float3, X#F%
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),
COLORO: TnmZne (floatd, RGBA 1&=).

NORMAL: TiE£% (float3, AFHEBITE).

Bl TR EeRRMALGH

struct VertexInput {
float4 pos : POSITION; // Tigpifi¥E (& Xhric)
float2 uv : TEXCOORDO; // S(¥RALKR

}s

(2) Ti=&E®EE (Vertex Shader)

MREERNRTREMANTREE (MR [ELER) T
BB =8 (FRRAAR), TR ML ER.

Tl BEueEess

struct VertexOutput {
float4 pos : SV_POSITION; // SV_RIZFR/RNARGH (GRBI=sALE)
float2 uv : TEXCOORD®; /] PSR FAE BRI SR AA R

}s

VertexOutput VS(VertexInput input) {
VertexOutput output;
/7 PSR- 0P - 505 A 4 T 7
output.pos = mul(input.pos, WorldViewProj);
output.uv = input.uv;
return output;
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2. EE: WERENTES G

2.1 IEXHIRENA

AGEIEX (SV_BIR):
SV_POSITION: #HE=ENAMNE (MeBEEaFLIHmL) .
SV_TARGET: HLHE (REFEH[HLIMNEL).

SV_VertexID: = ID (JLEEEF BT iAo NaidE) .

BEXEX:
JEEXEX® (I MY_UV), EFHREBARHEEEELT

LB,

5

struct MyVertexOutput {
float3 worldPos : WORLD_POS; // Hm&E & (A [EAE)
float3 normal : NORMAL; /7] TR

s
22 NERK

BEEE: dot(ab) (HFR). cross(a,b) (XFR). length(v) (AEK
Z). normalize(v) (J3—1k)

Bl HEEZ SRR
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float ndotl = dot(normalize(input.normal), lightDir);

SIBXFERE: Sample(sampler, uv) (FEARHE) .

SampleLevel(sampler, uv, mipLevel) (3§F Mip BRFHE).

SampleGrad (BEXMEXRM, AT &EFMELIE)

JLATE R E. TransformObjectToWorld(pos) (1&HYZS [a)& 5=

i8], ZE/CE SV _InstancelD S24k)

2.3 JL{IEES (Geometry Shader)
JUTEEmRTEMREEwmZ/aE. ML ZieT, TahSER
HENETT (MR, %. =A%),
HAME NFRSE (BRI RANGAKE). EMER (B
yRA=/AK).

Bl ¥Ry KAWL

[maxvertexcount(4)] // Wit Z 4 NS (Untiy 51 %R0
void GS(point VertexOutput input[1], inout TriangleStream<VertexOutput>
output) {

floatd pos = input[0].pos;

/7 ERVYATE I PUAN T s OB 2 B A )

output.Append(pos + float4(-10, -10, 0, 0));

output.Append(pos + float4(le, -10, 0, 0));
output.Append(pos + float4(le, 1o, o, 0));
+

output.Append(pos + float4(-10, 10, 0, 0));
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24 itEEE:E (Compute Shader)

HEEESRE HISL B "BRFTUHE ER, FEESS5E
REL —MBTHEEN (WRE. 8D, £2FHER (kEF
M) BVH ), EGRELIE (niHl. $iik)

BoE

124 (Thread Group): ITEEEGSRNIFTENM, H
[numthreads(X,Y,2)] € X B ER 4 FEE .

#£ZHWF (groupshared): ZBEARNLERZNNTF (REZ
BTE2RRE).

Bl BEEMITEESSE

Texture2D<floatd> InputTex;
RWTexture2D<float4> OutputTex; // FEEHSP (75 UAV 4FE)

[numthreads(8,8,1)] // WANEFEA 8x8=64 MEFE
void €S (uint3 id : SV_DispatchThreadID) { // Zf4 ) ID (x,y,z)
/7 B9 MERITIME (fa B
float4 sum = 0;
for(int dx=-1; dx<=1; dx++) {
for(int dy=-1; dy<=1; dy++) {
sum += InputTex.Samplelevel(samplerLinear, id.xy + float2(dx,
dy), 9);
}

}
OutputTex[id.xy] = sum / 9; // BANEHaEs
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2.5 ERIERISTI

HLSL A9t Bigz —E LML BIERY (40 Phong. PBR).

~fl: PBR(EMMIEER)

/7 BN THREZ MATTE. OCIETTIR MRS E (SR RS
float4 PBR Lighting(float3 normal, float3 viewDir, float3 lightDir, float
metallic, float roughness) {

/7 THEAERRRE WA SR E 1)

float3 halfDir = normalize(viewDir + lightDir);

/] LY ATRR AL (NDF) = GGX CRELRE 2t o0 A1 56 )
float a = roughness * roughness;

float a2 = a * a;

float ndoth = max(dot(normal, halfDir), 0.0);
float denom = ndoth * ndoth * (a2 - 1.0) + 1.0;
float NDF = a2 / (PI * denom * denom);

// FEEIRIL (Fresnel) : &)@ 3K SR I A AL

float F@ = lerp(0.04, 1.0, metallic); // FF&EEiLe.04, &JE 1.0

float F = FO + (1.0 - FO) * pow(1.9 - max(dot(halfDir, viewDir), ©.0),
5.0);

/] BAICHREUE
float ndotl = max(dot(normal, lightDir), 0.0);
return lightColor * (NDF * F) * ndotl; // %6l o5Tmk

3. 5 Direct3D HNENRTE
BB HLSL 4£F8: R7EFA NSl X4 (FHEEEHFE),

BIFEEBE: [FH fxc (DirectX SDK T H) 3 dxc (E&HHY HLSL
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mERR) FWEAFHE (cso XMH).

&< Bl: dxc /T vs 6_0/E VS main.hlsl -Fo vertexShader.cso (ZRi%

MREER) .

APl 487%E: @iT
ID3D11Device::CreateVertexShader/CreatePixelShader G| & & 88 %

R, HHAEEREL.

13 S#: @id ID3D11DeviceContext:UpdateSubresource ¥ #r

uniform B =45 0X (%0 WorldViewProj % /%) ,

10 / 10



