DrawableBase.cpp™ App.h Box.cpp TerrainClass.h TerrainClass.cpp Appcpp F ~  Solution Explorer ~ ¥ @ X
ESD}( - ')App - @ Upda‘[eﬂ - .m 51; -
28 + -
29 gint App::Go() . Search Solution Explon P
38 { N b &8 Surfaceh =
:% IT ? ile (true} b &[F TerrainClas
£ "
H | -
33 = | if (const auto error_code = Window::ProcessMessages()) b &[A Timerh
34 [ | P &[] Window.h
35 return *error_code; b &8 WinHeade
3§ _ bl I I #@ Resource Files
:é } Update(); Lol Shaders
39 H P & ColorBlenc
48 3 &[4 ColorBlenc
a1 : i a[1 ConstantC
42 Elvoid App::Update() b [ PhongLigk
43 { b a[Y Phongligk
a4 | float dt = 20.8f; ~
a5 ! float dtheta = @.2F; R
a6 ! P &[N TextureMa
47 ¢ wnd.gfx().ClearFrame(@.2f, 8.4F, 8.5F); 4 3] Source Files
a8 i\ cam.UpdateViewXM({); 4 ] Bindables
49 I ' wnd . gfx() .SetCamera(cam. ViewProjd®() ) ; b 5++ Bindab
38 | un:.g-Fx().:étemc'eu(c:n.ﬁetvize‘tumpé)?;. b g+ [ndexBi
3% I wnd . gfx() . ameraPos(cam. cition()); b a+s InputLs
52 i ;
53 o'  if (wnd.kbd.KeyIsPressed('W')) b &++ PicelSh
54 (Rt b a++ Primitiv
55 cam.Walk( (float)e.2f*dt); P &++ Sample
£ . b &+s Texture
3; IZ—IIE if (wnd.kbd.KeyIsPressed('S")) b &+s VertexB
;G P o&+e VertexS
68 cam.Walk((float)-@.2f*dt); b <+ App.cpp
61 b &++ Box.cpp
62 =] if (wnd.kbd.KeyIsPressed('A")) b &++ Camera.cp
63 b &++ CustomEx
64 - S
5 cam.Strafe((Float)-B.1F+dt): R L
&6 b+ ++ DrawableB
67 B! if (wnd.kbd.KeyIsPressed('D')) b &++ Graphics.c
H b &++ Keyboard.
69 cam.Strafe((float)e.1f*dt); a++ Model.cpp
Ea Ly iF (o kb Kev ISP 300" P &++ Mouse.cpg
:1 [SH. (wnd. .KeyIsPressed('Q')) p &++ PointLight w
re H
73 ! | cam.Pitch((float)-@.1*dtheta); 4 — 4
74 i
i: i - Team Explorer- 5., ~ 1 X
= "
76 @ if (wnd.kbd.KeyIsPressed('E')) - @F¥ &
i i T
78 | cam.Pitch((float)@.1*dtheta); earch Work ltems (Ctr 2|~
79 L) P -
8 @) if (wnd.kbd.KeyIsPressed('Z')) Synchronization | D...
81 I
82 cam. RotateY((float)-8.1*dtheta);
83 ¥
84 i
85 B if (wnd.kbd.KeyIsPressed('C"))
86 i Branch: BufferProblems
87 1 .RotateY((float)@.1*dtheta);
Ré 3 cam atev((f1oat) 2); ync | Fetch | Pull | Push |
&9 g if (wnd.mouse.IsInWindow()) Actions =
98 { 4 Incoming Commits
91 ' Fetch | Pull
92 float dx = DirectX: :XMConvertToRadians(@.@305f*static_cast<Ffloat>({(Ffloat)(last_x-wnd.mouse.GetPosX(})}}); Th : :
93 float dy = DirectX: :XMConvertToRadians(@.0385f*static_cast<float>({(float)(last_y-wnd.mouse.GetPosY(})})); core'r:inE}'E:m incoming
94 last_x =(float) wnd.mouse.GetPosX(); '
95 last_y = (float)wnd.mouse.GetPosY();
9 4 {hrlgnin..g Commits
g7 cam.Pitch(dy); Push |V|ew Surnmary
93 cam.RotateY(dx}; There are no cutgoing
99 ¥ commits.
180 I
181
1e2
183 //b1.Draw(wnd.gfx());
184 dl.Update(®.015F);
185 d1.Draw(wnd.gfx());
186
107 |
188 '
1@9 g //dirlLight.Bind(wnd.gfx());
110 i f/pointlight.Bind(wnd.gfx());
111 //spotlight.Bind(wnd.gfx());
112 v f/m.Draw(wnd.gfx());
113 I
114
115
116
117 :
118 I 0 /fwnd . gfx() .DrawCube(45.8F, wnd.mouse.GetPosX() / 400.8f - 1.8Ff, -wnd.mouse.GetPosY() / 380.8F + 1.8F);
119 H
178 ¢ wnd.gfx{).EndFrame();
121 T -

sjo0] snsoubeig



xogjoo|

DrawableBase.cpp™ TerrainClass.h TerrainClass.cpp App.cpp ColerBlenderVs.hlsl + X ~  Solution Explorer * o x

{1 (Global Scope) ~ @ main(float3 pos) - G- o-s B

#include "TransformBufferVar.hlsl" :
Search Solution Explorer (Ctrl+;) P~

b &[H Mouseh -
@[f PointLight.h

L

loat4 main(float3 pos : POS) : SV_Position

return mul{float4{pos, 1.8f)}, worldViewProj);

3
3
I
3
H I &[M TerrainClass.h
3
I
3

&[] WinHeader.h
P ™ Resource Files
4 3] Shaders
I 5[ ColorBlenderPS.hisl
&[] ColorBlenderVS.hisl
& [ ConstantColorPS.hlisl
b 5[ PhonglightingPS.hls|
b 5[ PhenglightingVS.hls|
b &[] TextureMappingPS.hls|
b &[] TextureMappingVS.hlsl
4 3] Source Files
4 3] Bindables
p &++ Bindables.cpp
b &*++ IndexBuff.cpp
a++ InputlLayout.cpp
a*++ PixelShader.cpp
&++ PrimitiveTopology.cpp
&*++ SamplerState.cpp
a++ Texture.cpp
a*++ VertexBuffer.cpp
a*++ VertexShader.cpp
App.cpp
Bow.cpp

v W v W W W W

Camera.cpp
CustomException.cpp
DirectionalLight.cpp

. B o om '

DrawableBase.cpp
Graphics.cpp
Keyboard.cpp -

PrErrrrd

2 om

Team Explorer - Synchronization > o x
e mF G

Synchronization | Direct2D 7

Branch:
| | | Push |

4 Incoming Commits

There are no incoming commits.

4 Qutgoing Commits
Push | View Summary

There are no cutgoing commits.
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TerrainClass.h TerrainClass.cpp App.cpp ColorBlenderVSs.hisl Bow.cpp™ ® X ¥  Solution Explorer v I X

~ =» Box - @ Box(Graphics & gfx, float , float y, float ~ f;j g - Y@ -5 & r@ "

Ei
g
>

H#include "Box.h™

#include “additional_headers.h™ Search Solution Explorer (Ctrl+;) 2 -
#include “Texture.h®™

float g;

float b;

%
#include "Surface.h” b &8 Timerh e
B & [F Window.h
BBox: :Box(Graphics & gfx, float x, float y, float z) : b &[] WinHeader.h
x(x)s ¥ly)s 2{z) I = Resource Files
L 4 o] Shaders
=} if {lisstaticallyBinded()) b & [ ColorBlenderPS.hisl
{ [ ColorBlenderVs.hisl
H STruct Vertex
{ [ ConstantColorPS.hls|
) [ PhongLightingPS.hlsl
AR e [ [} PhonglightingVS.hlsl
b [ TextureMappingPS.hls|
E struct PixelShaderConstamts D Ta(tureMapping‘u’S.hIsl
4
float a;

6

mom

o

m

h
-1

-1

E struct

{ 4 3] Bindables

&+ Bindables.cpp
&+ IndexBuff.cpp
&+ [nputLayout.cpp

a++ PixelShader.cpp

{ .
Lal Source Files
float rj
} face_colors[E];

b
const PixelshaderConstants cb2 =

- a*++ PrnmitiveTopology.cpp
H

{ @+ SamplerState.cpp

1.8F,1.8f,1.8f 1, &+ Texture.cpp

a+t+ VertexBuffer.cpp
&+ VertexShader.cpp
App.cpp

Bow.cpp

1.8F,8.8F,8.8¢ },
8.8F,1.8F,8.8¢ },

v v T VT vV vV v vV

{
{
{
{ 1.8F,1.8F,8.8f },
{ 8.8F,8.8F,1.8f },
{ 1.8F,8.8F,1.8f },
{ 8.8F,1.8F,1.8f },
{ 8.8f,8.8,8.8f },

5h

1]

Camera.cpp
CustomException.cpp

b

1]

DirectionalLight.cpp
DrawableBase.cpp

std: svector<Vertex: wertices;
vertices.resize{B);

:

i

Graphics.cpp
Keyboard.cpp

]

T W W W W W W
m

vertices[B8].pos

= DirectX::XMFLODAT3{-1.8¥, -1.8F, -1.8);
vertices[1].pos =

FLOATI(1.8F, -1.BF, -1.6f);

vertices[2].pos FLOAT3(-1.8F, 1.8F, -1.8f); a*+ Model.cpp
vertices[3].pos DTAMFLDATI{1.8F, 1.8F, -1.BF); [ ] Mouse.cpp
vertices[4].pos FLOAT3{-1.8, -1.BF, 1.8F); — - -
vertices[5].pos FLOATI{1.8F, -1.8F, 1.BF); b e+ Pomtl._lght.cpp
vertices[6].pos FLOATI{-1.8¥, 1.8F, 1.BF); P &++ Spotlight.cpp
vertices[7].pos = DirectX::XMFLOATI(1.8Ff, 1.8f, 1.8F); P &+ Surface.cpp
P &++ TerrainClass.cpp -
] | Addstaticsind(std: -make uniquecvertexsuffers(gfx, vertices)); Team Explorer - Synchronization > 3 x
AddstaticBind(std: :make unique< PSConstBuff <PixelshaderConstants>>(gfx, cbz,lu)); " -
AddstaticBind(std: :make_unique<PixelShader>{gFx, L"ColorBlenderPS.cso™)); ° f:j T c’ 2 ter P~
Synchronization | Direct3D -

auto vws = std::make wniguesVertexShader>({gfx, L ColorBlenderVs.cso™);
auto vsBlob = ws->GetvBlob();

AddstaticBind(std: :move(vs]);

std: :vector<WORD> indices =

@
n

@
o

Branch: BufferProblems

87T E
== 8,2,1, 2,3,1, Sync | Fetch | Pull | Push | Actions
&a 1,3,5, 3,7,5,
78 2,6,3, 3,6,7, 4 Incoming Commits
1 dJSPTJ A.l ?463 F
etch | Pull
GJdrz.l 2.1446) |

73 8,1,4, 1,5,4 There are no incoming commits,
o
75 1 - -
76 4 Outgoing Commits
77 AddstaticBind(std: 'make_uniquecIndexBuff>(zfx, indices)); Push | View Summary
7B ) .
79 const std: :vector<D3D11_INPUT_ELEMENT DESC> ied = There are no outgoing commits.
B8 H {
El { "Pos",B,0NGI_FORMAT_R32G32E32_FLOAT,®,8,03011_INPUT_PER_VERTEX_DATA,8 }

b

AddstaticBind(std: :make_unique<PrimitiveTopology>{D3011 PRIMITIVE TOPOLOGY TRIANGLELIST));

v ]

B }
B6 - elsa
87 {
BE SetIndexBufferFromstatic);
}
H fi/struct vsMaterialConstant
DirectX::XMMATRIX model;
DirectX: :XMMATRIX wWo iz
DirectX::XMFLOATS eyePos;
Jffloat padding;
/1 VsConst;
model = DirectX::XMMatrixTranspose({GetTransformation()};
worldviewProj = DirectX::¥MMatrixTranspose(GetTransformation() * gfx.GetCamera(});
f/vsConst.eyePos = DirectX::XMFLDAT3{1.8F,1.6F,1.8F);
I fiaddBind( make_uniquesvsConstBuff<vsMaterialConstant>>(gfx, VSConst));
| AddBind(std: :make_unigue<TransformationBuffer»{gfx,*this));
}
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i TerrainClass.h TerrainClass.cpp App.cpp ColorBlenderV5.hlsl Box.cpp® _—= Solution Explorer > 1 X
- bk
E @3[}}( - ‘B.ﬁ.pp - Gj ﬂ - T@ - ¢__‘ E—||—| FEI']
1 #pragma once £
2z  P#include "Window.h™ Search Solution Explorer (Ctrl+;) ol
3 #include "Camera.h”
a #include "Directionallight.h” b &[H Inputlayouth -
5 #include "PointLight.h™ b E MatHeIper.h
6 #ginclude "SpotLight.h” .
7 | #include “TerrainClass.h” ] E PixelShader.h
5 Heclass App b &[3 PrimitiveTopology.h
3 { -
0 I b &[A SamplerState.h
11 L oapp(); P& [n Textureh
- ~App(); B &[] TransformationBuffer.h
13 int Go{);
14 private: B &[A VertexBuffer.h
= _ void Update(); b &[A VertexShader.h
12 Frw:;:éuu wnd; 4 o] Drawables
18 Camera cam; [ ﬁ Effects
19 Directionallight dirLight; .
28 PointLight pointLight; 4 fa] objects
21 SpotLight spotLight; P &[5 Box.h
= E':'E't ’1" LR B &[% DrawableBase.h
23 t last_x;
24 -FIE:t la:rt::; I+ &[A DrawableSource.h
5 float wPhi, mTheta,mRadius; i [4 additional_headers.h
26 /fModel m; b < [R App.h
27 TerrainClass bi{ wnd.gfx(), cam.GetPosition(), 58, 58, 160.8%, 166.68F }; Pp-
28 Eox di{ wnd.gFx(),18.BF,58.8F, -18.8F }; B &[A Camera.h
29 B &[r Colors.h
38 ;
31 1 P &[f CustomException.h
' b 5[@ DirectionalLight.h
b &[2 Graphics.h
b &[H Keyboard.h
b &[ Lighth
b a[H LightSource.h
a[a Modelh
B &[] Mouseh
b &[5 Pointlight.h
I* &[A] resourceh
b &[3 Spotlight.h
B &[4 Surfaceh
b &8 TerrainClass.h
P &[4 Timer.h
P a[R Window.h

B &[] WinHeader.h
=8 Resource Files
4 ] Shaders










