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D3DXMatrixRotationY( &mRotateY, -t );
D3DXMatrixTranslation( &mTranslate, -4, 3, 0 );

D3DXMatrixScaling( &mScale, ©0.2f, 0.2f, 0.2f );
g World = mScale * mRotateY * mTranslate * mRotateY;

a) Yukarndaki kod parcasi ile hesaplanan g_World
matrisinin herhangi bir cisme hangi transformasyonu
yaptirdigini sézel olarak ifade ediniz. (10P)
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b) D3DXMatrixTranslation(&mTranslate, -4,3,0 );
Yukaridaki satir (4,3,0) ‘dan baska hangi sekillerde
olsaydi sonuc degismezdi? ipucu = iki alternatif var.(1OP)
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SimpleVertex vertices[] =

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

¥

DWORD indices[] =

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

¥

2. Yukandaki kod parcasinda ? ile gésterilen yerler icin

gerekli doku koordinatlarini asagiya yaziniz. (20P)
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for(int i=0; i<3; i++)
{
toLight = normalize( vLightPos[i] - input.PosW );
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( ©.5F * diffuseColor

+ 0.5F * specularColor );

}

Diffuse ve specular renk bilesenlerini hesaplayan
yukaridaki kod pargasi problemsiz derlenmesine ragmen

ekranda hatali bir gorintl cizilmektedir. Programda
gerekli degisiklikleri yaparak hatayi diizeltiniz. (20P)
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4. .cpp uzantili DirectX10 programinda setlenen
g_World matrisinin  degeri  .fx uzantii  HLSL
programindaki  World matrisine hangi fonksiyonlarin
icinde hangi emirler kosularak aktarilir? (20P)
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5.g_pd3dDevice ve g_pSwapChain nesneleri backbuffer
ile ilgili hangi islemleri hangi emirlerle gerceklerler? (20P)

CEVAP: |




