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D3DXMatrixRotationY( &mRotateY, -t ); 3. (20P)
D3DXMatrixTranslation( &mTranslate, -4, 3, 0 );
D3DXMatrixScaling( &mScale, 0.2f, 0.2f, 0.2f ); for(int i=0; i<3; i++)
g World = mScale * mRotateY * mTranslate * mRotateY; { ? ’
toLight = normalize( vLightPos[i] - input.PosW );

1.

a) (10P)

g_World matrisi, (0.2f, 0.2f, 0.2f) oraninda
olceklenmis cisme hem kendi etrafinda hem de
(0, 3, 0) noktasi etrafinda Y ekseninde 4 birim
yaricapli donme islemi yaptirir.

b) (10P)

D3DXMatrixTranslation(&mTranslate, @, 3, 4 );
D3DXMatrixTranslation(&mTranslate, 0, 3, -4 );

2. (20P)

SimpleVertex vertices[] =

{
{ D3DXVECTOR3( ©, 2, 1), D3DXVECTOR2(1, ©) },
{ D3DXVECTOR3( 1, @, 1), D3DXVECTOR2(1, 1) },
{ D3DXVECTOR3( 1, @, -1), D3DXVECTOR2(@, 1) },
{ D3DXVECTOR3( ©, 2, -1), D3DXVECTOR2(@, 0) },
{ D3DXVECTOR3( ©, -2, 1), D3DXVECTOR2(1, 1) },
{ D3DXVECTOR3( @, -2, -1), D3DXVECTOR2(@, 1) },
{ D3DXVECTOR3( 1, @, -1), D3DXVECTOR2(@, 0) },
{ D3DXVECTOR3( 1, ©, 1), D3DXVECTOR2(1, @) }

s

DWORD indices[] =

{
0,1,2,
0,2,3,
4,5,6,
4,6,7

s

Alternatif 3 farkh ¢oziim daha vardir. Kaynak

koddan bakabilirsiniz.

dotEyeNorm = dot( toLight, input.Norm ) ;
if( dotEyeNorm > ©.0F )

diffuseColor = dotEyeNorm * vLightColor[i] ;
else

diffuseColor = float3( ©.0F, ©.0F, 0.0F );

toEye = normalize( EyePos - input.PosW );
reflected = tolLight - 2 *
dot(toLight, input.Norm) * input.Norm;

dotEyereflected = dot( toEye, reflected ) ;
if( dotEyereflected > ©0.0F )
specularColor = pow( dotEyereflected, 64.0F )
* vLightColor[i] ;
else

specularColor = float3( ©.0F, 0.0F, 0.0F );

finalColor.rgb += saturate( 0.5F * diffuseColor
+ 0.5F * specularColor );

}

Specular bilesen hesaplanirken toLight degil
fromLight kullanilmahdir.

fromLight olarak -toLight alinabilir veya
normalize(input.PosW-vLightPos[i]) seklinde de
tanimlanabilir.

4. (20P)

HRESULT InitDevice()

{
g_pWorldvariable = g _pEffect->

GetVariableByName( "World" )->AsMatrix();
}

void Render()

{
g _pWorldvariable->SetMatrix((float*)&g World);

}

5. (20p)

g_pd3dDevice, Draw() veya DrawIndexed() emri ile
backbuffera cizim yapar.

g_pSwapChain, Present() emri ile backbufferin
icerigini ekranda goriintiiler.



