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MME $ZFHEHBE S

0.1.0.0 (2010/9/18) #IAR
0.2.0.0 (2010/12/12) MME Ver0.20
- 7 OFFSCREENRENDERTARGET iE& X.
- $5if& 7 CONTROLOBIJECT 1B X 7] IEVEHIE R
- ZZFN%k T CONTROLOBIECT & X 5| FHFU4 A 8978 22 I - A i) 24
- %7 EDGECOLOR i& X,
- #&1E 7 VIEWPORTPIXELSIZE & X # f iR H#EA
- EIET —ER AiE
0.2.2.0 (2010/12/16) MME Ver0.22
- %3 7 5 F RENDERCOLORTARGET #1 OFFSCREENRENDERTARGET 3i&
X B9 Miplevels fYIR 7€ T77%
0.2.3.0 (2010/12/20) MME Ver0.23
- SRHINT XF CONTROLOBJECT & X %78
0.2.4.0 (2011/02/09) MME Ver0.24
- Y CONTROLOBIECT 1B X o] IX$5 & B 45 R DR 8 "self"
¥RHNT TEXTUREVALUE iE X
0.2.6.0 (2010/02/21) MME Ver0.26
- {&1E 7 %F Draw=Geometry g% 890 1A
0.2.7.0 (2011/05/22) MME Ver0.27
- %INT _INDEX iE X
« NINY VertexCount ZEE£F1 SubsetCount & &
- NS0T opadd TE
- 7"A01Y TEXTUREVALUE & X 9% %8
0.2.8.0 (2012/03/26) MME Ver0.28
- {8 1E 7 —&04r % F CONTROLOBIJECT & X fy##iR
0.3.0.0 (2012/09/19) MME Ver0.30
¥57NY OFFSCREENRENDERTARGET iZ Y. 5] [U$E & K9 DefaultEffect f455E
B & "main_default"
0.3.3.0 (2013/02/13) MME Ver0.33
- AINT ATSEEAM REFEIEX (ADDINGTEXTURE %)
- AINTY PMX #REVAE] Tex #HXHINZA (UseSphereMap, use_spheremap,

use_subtexture)



- A7 MATERIALTOONTEXTURE & X
- 717 GROUNDSHADOWCOLOR & X
- AT MME_MIPMAP 2

~,
AR
* AXHSX 3 MMEffect ] PURAIAIIE X AR E BT N TRRXHEF
M RIES 2 I T aE i
DRI https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/dx9

-graphics-reference-effects-file-format

HLSL £#2£: https://docs.microsoft.com/zh-cn/windows/win32/direct3dhlsl/dx-g

raphics-hlsl-reference
BN FERATTRNFIES % T NVIDIA # SAS,
https://www.nvidia.com/en-us/drivers/using-sas/

987, FEARMRIE FX Composer AR XA T B MME HiEfT.



https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/dx9-graphics-reference-effects-file-format
https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/dx9-graphics-reference-effects-file-format
https://docs.microsoft.com/zh-cn/windows/win32/direct3dhlsl/dx-graphics-hlsl-reference
https://docs.microsoft.com/zh-cn/windows/win32/direct3dhlsl/dx-graphics-hlsl-reference
https://www.nvidia.com/en-us/drivers/using-sas/
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1. 8]

1]l

O ADHFERBRESEXN, MEFERS.)

MMD £&-F DirectX 9 A&, MNTEFXMNEHREIEER. MME 7L EM
X+ MMD Frift Tl R A%, FLRURHEMERELE.

MME Frii B A kAt = MMD FH AELATERELAR, F5AH
FE B B CRENR AN REGELRMNAET, F AL E CBER
BR. XEAKIERFAT MMD ByELR RIS, BRI, MME MER—HTER
| DirectX 9 BYPR®I, H—7TEXE] MMD A 5 HIBRE .

A7 {# A DirectX 9 fy%5tE, AP MIFS HLSL, BIEREeHES. X2
—THMERALRN. 5 CESEEHARMUNERSES . BA&S I UEAER
Shader Model 3.0 (DirectX 9.0c) g94F M (7£: MMD £ A DirectX B{&RRr A=
B, sFEiAM#E A Shader Model 3.0, 1B Shader Model 2.0 24213 #1A 0] {5
). B, BMNEFE, XPMKERARZEEIRFLXERE. thEAD .
fIEe=s. ITEEesm2 XN, XA ERFX LR,

b5, MMD @it MME 2B EFERNELELTIER. BEA—BRNTE
ARGREEART, ERE#HTERFENRNITE, (LB ER, HE
WEARLENR, KIBZT2MULIAN. i, BT MMD K5 AR 4HRE,
RENR A ZN

REML, 21 MME lNRXHINRE TEKRIBEFIBELERAN—F+
DAY, ERHTHEERE—ENEHENRENERREZRE, 751L%F
NEFEER AR TRXERGINEN T, NTEINRAARBELEEA.

FHEARSET, EERTFEL AR HLSL 1, MUE—HMTENEEFE
W, AXEFRED TV REURERFIEX B HITEARE, EFEIFEM
BUIEE LR RS 6 15,

R B UA KRN REXS R A F 8.



2. technique 5 pass

2.1. MK

R H technique 5 pass FBERXRMMA, B T EXAE:
/**********************************/
B 1
A B 2

technique Techl {
pass Passl {

VertexShader =
PixelShader =
}
pass Pass2 {
VertexShader =
PixelShader =

technique Tec2 {
pass Passl {

VertexShader =
PixelShader =
}
pass Pass2{
VertexShader =
PixelShader =

}

/**********************************/

Hrh, technique 2E—MEIU B pass ALHY . TR — technique B2 %
A pass, FPATLERE X technique AT ZXREEFA, BRERFEHEAF
B9— pass,

X F technique 1 pass B] PUE XK —MEHRIETHMNREE. THBEER

2



technique # pass FEMNRFESEMARE, MTHR. BEIENE,
DRING,

/******************************************************/

technique Techl < string Subset = "1-6,8"; > {
pass Passl < string Script = "Draw=Buffer;"; > {

}

pass Pass2 {

}

/******************************************************/

EREARX

7351, X$TF technique 1 pass B INFEE —F# 4 Script HFFFRER. HIES

ZEHA4T,



2.1.1. technique BY3Ff#

technique B9 ERRIEE 7 £ AX A technique AT EHE N KM X%
B MBI TAR:
® UENTEMERS (AETHENMRES)
® HWIELAMIS WMEKE/EF/REARERTHANZEMN)
® SERINFFX (LIE. spa. toon J5% ON/OFF)

AT &G TSR BE A RNIRFETT, ATIAEEEA technique A9 H4HED
MLECEE R, (XA &I R technique RN TT. HEHAY technique EBARILED
B, <A MMD MiREEERR.

2111388

2.1.1.1.1. string Subset

EEEMNTRES. NRYIEE PMD 28, MIEENZREMEES.
MREEUITR®, NN TESDER.

JERESRAREEEHRS, 10"0,3,5"

T REREFARIEERSSEE, M"6-10",

JUIEEF IR SKEEZNXUENERS, W"12-",

f51: string Subset = "0-6,8";
2.1.1.1.2. string MMDPass

EEERELRIRE. BUTMAMNTEE—" (T3 HAA MMD HE4
i178)

"object": MAEARET (KT KIA)

"zplot": ALY Z

"object-ss": MEAREG (ALFB)

"shadow": PA% (FAEIEAE, MEETT)

"edge": #EF ({XFR PMD &%)

BES I T G = (5 FBNIA{E "object”

f51: string MMDPass = "object";



2.1.1.1.3. bool UseTexture

EERGRREEE (BRFME) RTBEHEESRNDIE. MFRENH true,
BLENTEBELEEN TR MRRENR false, BAKNLEAEZLEENT
£, WRAS, WAEEEESBEELEE,

5. bool UseTexture = true;
2.1.1.1.4. bool UseSphereMap

IEERBIZIE spa RITEHELMYE., NMRREN true, BLBFXEEE
& spa NFEGHF PMX #HAEME, I8EAE Tex B9 spa hiE ), WMREEN
false, BAKNLEAEE spa IFE, NRAE, NAEEIEES spa.

5]: bool UseSphereMap = false;
2.1.1.1.5. bool UseToon

IEE BT IR toon SKITEHELRMMIEK, INRIRE N true, LN ILE(E
F toon JEEMTFEENMERIAS), MMRIZENHN false, FABRITE A {EH toon
SELRNTE (BIME), RAS, WAEEBEEFEH toon j54,

f5]: bool UseToon = true;



2.1.1.2.4)F

/TP R ARG, THe-65 8 Techl, T4 75 9 LI Tech2
[/ AR5 Tech3

technique Techl <

string MMDPass "object_ss";
string Subset = "0-6,8";

> A

technique Tech2 <
string MMDPass

"object_ss";
string Subset = "7,9-";
> o

technique Tech3 <
string MMDPass

> {

"object";

2.1.13.% 7%

To A technique S #EHEBRFESIN . &% https://docs.microsoft.com/zh-cn/wind

ows/win32/direct3d9/validation

UseTexture, UseSphereMap, UseToon £ MMDPass="object", "object ss"z
MY technique RARSIEE T1E.


https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/validation
https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/validation

3. XEMEXSEMR

BT REE MME i BE9R AR L EBRE X ANE R ITIH . Al
MEMEXAVEBRENFRRE. BEMETENFNR, REERBUSEPA
BHRMER.

RENF BB TR
KL BRE : BUL REL R = (E5; KEL EE2 = H; - >

RIFBEXAE, BERNMEEIBNERL. EHEIRNE, BXANEHBHIAX
PRINE,



3.1. JUfa &

&2 https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/transforms

3.1.1. T &irTin

TR AR R ARIIERE . BFRT D AR AR R TR HETHRANRE
Tk, FRAMUT 6 MEXCHTTINEREABTNNATIRER (KEE floatdx4)
® WORLD: tFAFRREIRIEE
® VIEW: I EZELi4EM
® PROJECTION: %5 & #4bfE
® WORLDVIEW: 57 AAFRER 4B B Skt B T 5E L
® VIEWPROJECTION: i [& 3 #4b M SRik & T HREERE
® WORLDVIEWPROJECTION: 5 AR R 5 2 460 46 f Se B IR FEPE TR 2 &2
B

RO UESRENIEXMNAKEMLE"INVERSE" 3k 15 &) 3 45 f£, 0
"WORLDINVERSE"; {RE]IXEENEXMKEN L"TRANSPOSE" R 52| E
¥ P&, 40 "WORLDTRANSPOSE"; RO M EEZENE XMW RE ML
"INVERSETRANSPOSE"R 55 % & %5 FF A9 6 f% .

311138

3.1.1.1.1. string Object (TT&HE)

DEFRAOR 22T IUIEER], {8 4" "Camera"5{ & "Light" , BRI\ "Camera",
BEIELT, FREEIEANSNZESEEIEE N Camera", X . ¥ FF
BELGEIEE A" Light",


https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/transforms

3.1.1.2.6IF

float4x4 WorldMatrix : WORLD ;

float4x4 WorldViewProjMatrix : WORLDVIEWPROJECTION ;

floatd4x4 LightViewMatrix : VIEW < string Object = "Light"; > ;
float4x4 WorldInvMatrix : WORLDINVERSE ;

float4x4 WorldViewProjTransMatrix : WORLDVIEWPROJECTIONTRANSPOSE;

3.113.%F

IR Object % E 4 "Light" B PTEVSH9AEME S MMD 3R R PirfsE F A9RE %
XK. BRENR, MRIREET>BTAZHAAT AT, BARBTIER
S IEHAEIRERE.



3.2. XBREMEK

2 https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/lights-and-ma

terials

321 B

3D MMM R HETCERE . BXTIAERMT 8 ME:

DIFFUSE: &&5EeE

AMBIENT: IREXTE

EMISSIVE: BAkitEeE

SPECULAR: HHEREEE

SPECULARPOWER : $5TH & 5158 &

TOONCOLOR: toon &

EDGECOLOR: ®EE&E

GROUNDSHADOWCOLOR: HhEEHE

X PMD =8, 9] [M{E FH toon MAEIRYZAE T A RIENE KR & TOONCOLOR,
EFEA {NF"SPECULARPOWER"HyZK AV Z float, HHIYH float3 5§ floatd,
BEdE 440922 (R, G, B, Alpha), float3 &g Alpha &,

3211 3% R

3.2.1.1.1. string Object (2A%R)

IEERBIRACHEMERNMRAE . o] IAFEE K "Light 5% "Geometry",
BEREME MR E R A" Geometry", FREEIGIIRHE K £ A "Light".
% F"SPECULARPOWER", "EMISSIVE"FI"TOONCOLOR", BT ERH XLE
T8, FrIAREEISE A "Light",

10


https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/lights-and-materials
https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/lights-and-materials

3.2.1.2.6IF

J

float4 MaterialDiffuse : DIFFUSE < string Object
float3 MaterialAmbient : AMBIENT < string Object
float3 MaterialEmmisive : EMISSIVE <

float3 MaterialSpecular : SPECULAR < string Object

"Geometry";

>
"Geometry"; >;
>

J

string Object

"Geometry";

"Geometry"; >;

float SpecularPower : SPECULARPOWER < string Object = "Geometry"; >
5

float3 MaterialToon : TOONCOLOR;

float3 EdgeColor : EDGECOLOR;

float3 LightDiffuse : DIFFUSE < string Object = "Light"; >;
float3 LightAmbient : AMBIENT < string Object = "Light"; >;
float3 LightSpecular : SPECULAR < string Object = "Light"; >;

static float4 DiffuseColor = MaterialDiffuse * float4(LightDiffuse, 1.0
);

static float3 AmbientColor = MaterialAmbient * LightAmbient + MaterialE
mmisive;

static float3 SpecularColor = MaterialSpecular * LightSpecular;

float4 GroundShadowColor : GROUNDSHADOWCOLOR;

32.1.3. %%

B X technique &F MMDPass="edge" T #ERT, 2 ERENE o] YK IEFHIHIR
8, HH{XH technique &H MMDPass="shadow"; T f#i, HEFEE ] IUHIE
Wb FES . AT, ¥ technique &F MMDPass="zplot"s{ MMDPass="edge";* fi#
B, HEMEIZE AR ERIRE.

11



3.22. FE{E
KBESBEYN AR EFRNMNESEGE, KB float3 = floatd, 1EX T
PUERIT 2 /ME:

® POSITION
® DIRECTION

3221 %%

3.2.2.1.1. string Object (%%R)

IEERBOLES EBEVAOLER, o U35 E A "Light"s{ & "Camera",

3.2.2.2. 6I1F

float3 LightDirection : DIRECTION < string Object
float3 CameraPosition : POSITION < string Object

"Light"; >;

"Camera"; >;

3223. %%

MMD 56RATTEYE, Bl SORALE AR E A RITE B LRIT S .

12



3.2.3. MRLIE

MR ERNLSEE. spa M toon MR, EXTTIMIEZE AN AT 3 ME:
® MATERIALTEXTURE
® MATERIALSPHEREMAP
® MATERIALTOONTEXTURE

3231 3%

?EO

3.2.3.2.6IF

texture ObjectTexture : MATERIALTEXTURE;
sampler ObjTexSampler = sampler_state

{
texture = <ObjectTexture>;
MINFILTER = LINEAR;
MAGFILTER = LINEAR;
MIPFILTER = LINEAR;
ADDRESSU = WRAP;
ADDRESSV = WRAP;

s

// FILLZ% tex2D(0ObjTexSampler, float2(x,y))HIMN %,

texture ObjectSphereMap : MATERIALSPHEREMAP;
sampler ObjSphSampler = sampler_state

{
texture = <ObjectSphereMap>;
MINFILTER = LINEAR;
MAGFILTER = LINEAR;
MIPFILTER = LINEAR;
ADDRESSU = WRAP;
ADDRESSV = WRAP;

¥

// FILLZ% tex2D(0ObjSphSampler, float2(x,y)) HINZ

texture ObjectToonTexture : MATERIALTOONTEXTURE;
sampler ObjToonSampler = sampler state

13



texture = <ObjectSphereMap>;

MINFILTER = LINEAR;
MAGFILTER = LINEAR;
MIPFILTER = NONE;

ADDRESSU = CLAMP;
ADDRESSV = CLAMP;

¥
// WLLZ% tex2D(0ObjToonSampler, float2(x,y)) MIH%

3233.%F

¥ technique & MMDPass="zplot"s, MMDPass="edge")F f#fT, LLIMNREH
EHHIAE . L9, 3 technique &F UseToon=false ;X f#RY, toon M ERNEEHE IE
WibIkE . XT PMD #HEME, AEMA toon FYAF AT toon NEEIELEHEH.

14



3.2.4. fhngE

Frxf PMX B TRFNE (FLanFk(E) Frfe ASEES spa, o IURINE S
FRE. EXTRUERAMT 4 MaE:
® ADDINGTEXTURE
® MULTIPLYINGTEXTURE
® ADDINGSPHERETEXTURE
® MULTIPLYINGSPHERETEXTURE

324138

o
3.24.2.BIF
float4  TextureAddValue : ADDINGTEXTURE;
float4 TextureMulValue ¢ MULTIPLYINGTEXTURE;
float4 SphereAddValue : ADDINGSPHERETEXTURE;
float4  SphereMulvValue : MULTIPLYINGSPHERETEXTURE;
3.243.%F

% technique &%HF MMDPass="object ss" ¥ fHT, XL/EA BEHE EFAMIKE .
b5k, ¥ technique &% UseToon=false JFfERY, MEEEEB A0, REEEHA
I,

15



33. BEER

331 BER~T

SERMERRENR T, XBE float2, BAEEE. ILEHN MMD BT
BRXNSEBFRELNFES R/, RIERAIS Scripts f RenderColorTarget i<
TETEZRBEMR, WEOGASHE. WEXTERAMTE:
® VIEWPORTPIXELSIZE
3.3.1.1.5% %

?EO

3.3.1.2.61F

float2 ScreenSize : VIEWPORTPIXELSIZE;
3.3.1.3.%\%

ki Viewport fY Width F1 Height,

16



3.4. B E]
3.4.1. L Htig]

RFEE R . KER float, BALER. BXTRUEAMT 2 ME:
® TIME
® ELAPSEDTIME

"TIME"ZMEE 0 i FF 4R FORE AT 8] . 24BISRE, 26 0 hA9E AR 0.0 (FD), 2
45 MESE AR 1.5 (). "ELAPSEDTIME"Z2JE B F— K a8 LM afit(a), 25453k
U, 1L 60FPS S AVI §9iF, "ELAPSEDTIME"H9{EIE} 1/60.,

341138

3.4.1.1.1. bool SyncInEditMode (T[&Eg)

8RBT MMD HREEN TR (E, BT IIEE A true (3 false, 3K
TA 4 false,

HF7 MMD MGERIF, MANEREELER, T TIME 2 5ina#Eme
X8, FEAT TIME RO ELETN, BERIERIEEA false, FBA
TIME #1 ELAPSEDTIME FY{ERE R GehI Rt je), FULBMEAERBEER T, £H
TEFMENRRBASFLET.

17



34.1.2.4)F

float ftime : TIME <bool SyncInEditMode=true;>;
float elapsed time : ELAPSEDTIME;
static float fps = 1.0 / elapsed time;

3.4.1.3. %78

£ SynclnEditMode #5230 true, FBALRIER T, 1RIB AN 950 L
HFE RN IR #E1E, ELAPSEDTIME (9T M4 0, HEZM{A.

18



3.5. RAx

351 L&

BARIIZE RIS . KB float, IHiE N T M{E B TE
® MOUSEPOSITION

MMD AE2EERM LS LIRE0, 0), ZETARCL -1), HEAEA, D,
XA XY AARAEE A EMZIT S TS M TS AR BUE 52— 3.
351.1.5%##

?EO

19



3.5.2. &%

S5RIMZBEXNER. KB floatd, BT NFERINT 3 ME:
® LEFTMOUSEDOWN
® MIDDLEMOUSEDOWN
® RIGHTMOUSEDOWN
BUSHIERIXT 4 MEMAL
> RETRETIRENRANLER xHy)
DA EREAEET (05 1)
> RERETIRERN TIME (& ()
LSk, FRARMAREYIRER 7755 MOUSEPOSITION A48 [E

A\

35213 f#

?EO

3.5.2.2.6IF

float4 mouse_down : LEFTMOUSEDOWN;
static float2 pos = mouse_down.xy;
static bool is_pressed = (mouse_down.z != 0);

20



3.6. ZH¥K

3.6.1. P&k

WEBHIEE DR BRI R ALIR R TIRIERE, NRFEM MMD 3]
EERATEMNE, BATIUEEFERXMEN KB T UZ bool, float, float3,
float4 =& floatdx4, LLiBX B IMNERIUTE:
® CONTROLOBIJECT
RIEFANETEREANE, MERSNEELEER. BENT:
bool: #HIEEMWHELIEETET
float: #IEEMMENGERE
float3, float4: #IEEMIMIERILFR (offset)
float4x4: IHIEE MY AR ST LR R THFE[E
bbb, item JF RN RIS E A — LSRN FR &, B UIRE LR IIME
ffE 2.

YV V. V V

36.1.1. 3% 8%

3.6.1.1.1. string name (%K)

BEVENXXMHE (REXMREER) . IWREIEE ARIRXA B "(self)", 1Y
Wik N7 MME SR 182 ISR A .. IRWIEE D RIARXMZ
"(OffscreenOwner)", MMEABRERDE (REBFERNTMA), XEMNS
e KiE2imid OFFSCREENRENDERTARGET 7= BRI R AT > EL A9 47
18

3.6.1.1.2. stringitem (T[&HE)

HIRBIEX MR — LR E R o IXE AT, TR IERNE:
® FHREZFR: PMD tRE IS E B ERAV LRI K SR AR AR R TR . HAETT U
£ float3, float4 =i float4x4
® RIFHM: PMD XHFIEERIBIE. KEZ float,
® X" HHFERF X E. KB K float,

21



"Y' MHEEART Y B9E. KB float,

"Z: BrEtRT Z B9E. KB float,

"XYZ" BHFERT X, Y. Z8{E. KB A float3,
"Rx": BIfFERA Rx A9{E. KEL4 float, (0 1)
"Ry": MFEIRT Ry B9{E. 2 float,

"Rz: KFEMRA Rz FY{E. KA float,

"Rxyz": PBffFEMRF Rx. Ry, Rz f9{H, £E XK float3,
"Si" MifFEAR SiAYE. KB A float, (E2)
"Tr": BifFER R Tr f9{E. B4 float,

E 1 BEMESER EAERA IMERIRTA.
E 20 BEINESAERLEAESR 10,

22



3.6.1.2. 6+

//3RE " stage@l. x" & 15 BN
bool flag : CONTROLOBJECT < string name = "stage@l.x"; >;

//3RE "negi . x" 4 A
float scaling : CONTROLOBJECT < string name = "negi.x"; >;

//3RE " negi . x" IS8 X e e () 9
float rot_x : CONTROLOBJECT < string name = "negi.x"; string item = "Rx
Il; >;

//3RE " negi . x" IS8 X e e i) 1 i

float rot_x_rad : CONTROLOBJECT < string name = "negi.x"; string ite
m = "Rx"; >;

static float rot_x = rot_x_rad * 180 / 3.14159265;

[1ARIC g E N 7 cpmd™ () LA =7 T K] & HALFR
float3 pos : CONTROLOBJECT < string name = "§57% /7 .pmd"; string ite
m= "/_j—i—————i—IK"; >;

[/RB S N7 cpmd" 1 [ & 1 72 & ] RIGHE
float morph : CONTROLOBJECT < string name = "§53%/\7 .pmd"; string ite
m="&IX&"; >;

3.6.1.3. %%
EEN XN YEREFENERT, SERMTERIAE:
BRI TR IR
FERUE: 10

offset {&: (0,0,0, 1)
R BIRRTIRIEE . BRERE (xyz &113)
5ok item {5 0
PMD X ARFHERNER:
MEE: 1
offset {&: (0,0,0,1)
SR ABIRR T IRIEME . BB
BFERLER (0,0,0,1)
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FEE B BN
FRIBE: 0

WRWIEENMRGTAERLRD (BRERR), BREMTIRFHTEE:
1) ttZRIBEEFWERNME PRI —D

(2) REHWELAH—

XTI REIENDE (TNEEEH), EKEEEATRE, b
TOIRIREUALAR
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3.7. SLEMEX

3.7.1. BELEE

BIEAREBSIE., EKBA texture, texture2D, texture3D, textureCUBE FRfY
— BlfE(5E T RENDERCOLORTARGET, RENDERDEPTHSTENCILTARGET,

ANIMATEDTEXTURE PUSMATEX AR AR BERASER, RIBRETH
&Y sampler B9RE], BT UEAIE tex2D(s, t) Z KA R FUATTRIE,

37.113% 8%

3.7.1.1.1. string ResourceType

IEESIERMFZE, TR E H"2D", "3D", "CUBE", B2 BEIEE N SLIE
KEFMERFERER, GIRERZE "texture", M sampler 2 E R FE A"2D"[Y4h
HIBERT, XAFMAREARE,

3.7.1.1.2. string ResourceName

TEESCERN BB BT UEARE A S E4E bmp. dds. dib. jpg. png
tga, MNRFEABXNEEZKIEE, BARIH B FARXMFER R,

3.7.1.1.3. int Width
FEESEENFE

3.7.1.1.4. int Height
FEESIEENSE.

3.7.1.1.5. int Depth

IERSIRRE . (VAR TN ROER T, BEEEHRRE. T
#1 Dimensions. ViewportRatio —#2f§%E ., (Width,Height,Depth), Dimensions,
ViewportRatio £ EZBIEENBERT, SIEAR/NA 64 BE., UREET
ResourceName, 54 S0E R~ 45 IR SO H 5358
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3.7.1.1.6. int2(or int3) Dimensions

BESENTE. SEMRE, BARBRE. XNEEEAZEMERNERLT
FTHEEIEEMBRE ., NEEF ViewportRatio, Width, Height, Depth [Et35E .

3.7.1.1.7. float2 ViewportRatio

ML ERNERRKIEESIEEART (BN FERRER) . tLanfRBER— 1 FE
EREBERNEENEIE, ABHLEA" "float2 ViewportRatio = {1.0, 1.0};"; R{RIE
ERRRETRFERNNSEE, APHE A" float2 ViewportRatio = {2.0, 2.0};",

ZA8EF0 Dimensions, Width, Height, Depth ERF5E.

3.7.1.1.8. string Format

TEEMBAIE T . BEERTBUIAE FI"ASRSG8BS" . 31 R$EE 7 ResourceName,
=B ME R X435, FEERRSILT 7. BE9515 € V18 L 5% D3IDFORMAT
(https://docs.microsoft.com/zh-cn/windows/win32/direct3d9/d3dformat)
"ASR8G8BS8". "FMT ASRS8GSB8". "D3DFMT A8R8GSBS"H f{f{af—FE
SEERTT I

3.7.1.1.9. int Miplevels

BEZRATLEENE T BRI 0 B TSEMTEN S RATNTZL
B, REMN | NARERSRATEIE.

3.7.1.1.10. int Levels

Miplevels B9 514 .
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3.7.1.2.6BF

texture negi_tex < string ResourceName = "negi.bmp"; >;
sampler TexSampler = sampler state {
texture = <negi_tex>;

}s

texture2D map_tex <
string ResourceName = "map.png";
int Miplevels = 1;
int Width = 64;
int Height = 64;

>5
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3.7.2. gk

EREERSREEZSR, WHECERER. KA texture 5 texture2D,
BXIMIEEANIUAT 2 ME:
® RENDERCOLORTARGET
® RENDERDEPTHSTENCILTARGET

8% RENDERCOLORTARGET 75 BH Ay B 48 o] |3 3% Script I R £
RenderColorTarget FrelH, BERFERETMBRESSEE—HFER tex2D() R £
{35%#%; @33 RENDERDEPTHSTENCILTARGET 7= BRfSR 4 e |33 Script
SEfRch RenderDepthStencﬂTarget Brs5|H, 825 RENDERCOLORTARGET A[E

M2, EEREREBARENHEITREF.

372138

3.7.2.1.1. int Width
3.7.2.1.2. int Height
3.7.2.1.3. int Depth
3.7.2.1.4. int2(or int3) Dimensions

3.7.2.1.5. float2 ViewportRatio

5B ESEEMEXIRE XAEE. FEIEME, & ViewportRatio FRERYF
ST A "float2 ViewportRatio = {1.0, 1.0};"E AT &,

3.7.2.1.6. string Format

& & & I8 19 4% I . RENDERCOLORTARGET 2f 1A 4 "ASR8G8BS" ,
RENDERDEPTHSTENCILTARGET ZX1A 4"D24S8",

3.7.2.1.7. int Miplevels

fEE ZRANEEEEARH] . TUREHR | 5 0, BH 0 (B TREMSE
EMNEZRHZHE, BEHN | WAERSRFZHE. RIAMEA 1.
RENDERDEPTHSTENCILTARGET R o] 35 E LT,
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3.7.2.1.8. int Levels

Miplevels #%)4 . RENDERDEPTHSTENCILTARGET a3 LI .

3.7.2.2.61F

texture2D ScnMap : RENDERCOLORTARGET <
float2 ViewPortRatio = {1.0,1.0};
int MiplLevels = 1;

"A8R8G8B8" ;

string Format
>3
sampler2D ScnSamp = sampler_state {
texture = <ScnMap>;

1

technique Tech <
string Script = "RenderColorTarget@=ScnMap;

texture2D DepthBuffer : RENDERDEPTHSTENCILTARGET <
float2 ViewPortRatio = {2.0,2.0};
"D24S8";

string Format
>3

technique Tech <

string Script

"RenderDepthStencilTarget=DepthBuffer;
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3.7.3. FELEE

SR shESIE, KB texture T texture2D, B X 8] PUE A TE:
® ANIMATEDTEXTURE

ARINMERAT, shESEREFmA B, SR, e MFAEnEd TR
ZEMETETEHN.

3731 3%

3.7.3.1.1. string ResourceName (:%7)

e E A ESIRAOE. TERNRREE of (& gf)
png (APNG).,

3.7.3.1.2. float Offset (T[&HEL)

HWIRENE R FFERTE) (A 7)) B0, WREBENLN 2.5, NshESH 2.5 F
BHiE. BUAER 0.0,

3.7.3.1.3. float Speed (T[4E)

TEEMNEREBERE. BII0, MFREH 2.0, BATNER AP EERER. R
IMER 1.0,

3.7.3.1.4. string SeekVariable (o] &Hg)
LRFH B AR E MY ESRIEFIZhE B R, TRUR BT, tRIRTE

ET—IMZERF, BANERSMERD. RMIABATEHRINEER
TIME<SyncInEditMode=true>,
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3.7.3.2.6IF

// BNEFE S seek. x M4 UEELE)
float atime: ControlObject < string Name = "seek.x"; >;
texture AnimeTex : ANIMATEDTEXTURE <

string ResourceName = "anime.png";

string SeekVariable="atime";
>5

3.7.33.%° 5%

AR MMD JE£H) FPS R T a1 B3R FPS, NFIE=E M. 35 APNG i
= WHERTINERIN GB ARAME KahE X4,
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3.74. BREHR

ERBERELME., KBH texture 5§ texture2D, & T UEER U TE:
® OFFSCREENRENDERTARGET

MRER T EBRERYE, BN BIEE&GHEH FIELREIMATE
YK, ERERERTIE R tex2D() &R E0#H1TRAF,

3741 %58

3.74.1.1. int Width
3.7.4.1.2. int Height
3.7.4.1.3. int Depth
3.7.4.1.4. int2(or int3) Dimensions

3.7.4.1.5. float2 ViewportRatio

SBESIENAEX MRS XEE . FEIRMNZ, & ViewportRatio TREH1E
T B A" float2 ViewportRatio = {1.0, 1.0};"EAT &,

3.7.4.1.6. string Format
TEESIEMER . BAIAE N "ASRBGSBS",
3.7.4.1.7. int Miplevels

EEZRATLEENEA . TRURER 1 HFE 0, %A 0 NBERLTSEMT
ENZRANTLEE, REN | WAERSRAZEIE. BIMER 1.

3.7.4.1.8. int Levels
Miplevels B9 514 .
3.7.4.1.9. float4 ClearColor

REFBVIAEE . HFRELR—MEN, RESERLEVGRLENRES.
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3.7.4.1.10. float ClearDepth

WEREZPVIRE. STTRER M, REFERLEMHREENRE
g,

3.7.4.1.11. bool AntiAlias

IEERBTBIEE. BUMEXR false. FBIBEENEL T RKEHEER,
PRI B BRI B REIERT

3.7.4.1.12. string Description

BEBRERMENER. LR ENFHTES EREDEMREN GUI A%
TEHEL.

3.7.4.1.13. string DefaultEffect

IEEBFELMAEMERANSR NI L. BIATHI:

(RS ) =GR R);"

MRBEVIIRMAE X EANRRXSE, USEFRZR, EXFER
T, Ra<izBERNIRFESEHZ#TIR, FREARE— 1 TeLikn

f5: string DefaultEffect = "self=hide; Mirror*.x=hide; *=MirroroObje
ct.fx;";

P2 R INE BN 2 XNBRAT. WREARFERYEER self,
WA AFTFE EFERYAEIRNYE., MREAENBEEENRXHE,
IR 12 A LR X RIEE IR, Lo, R 0] PUEERFERAI R X A4 4 "none" A1
"hide", EfIHBFRT [ERR] 1 [FER]. IREEXHRIEEAH
"main_default", M<FTFEMBIAGNE—FE, AW EXHRIERR AEIBI/IZR
B &7 X XFF] emd SCHREC
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3.7.4.2 BF

texture MirrorRT: OFFSCREENRENDERTARGET <
string Description = "OffScreen RenderTarget for Mirror.fx";
int Width = 256;
int Height = 256;
float4 ClearColor = { 1, 1, 1, 1 };
float ClearDepth = 1.0;
bool AntiAlias = true;
string DefaultEffect =
"self = hide;"
"Mirror*.x = hide;"
"*=MirrorObject.fx;";
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3.75. GUK

FEIEENENNEFENELEESAE, AM{FERE7 VTF (Vertex Texture
Fetching) AXNNAVER TR UEMSRECETIRIESEENE (BRH, &
EIFTEAR) . KB A floatd N ZHHA ([FIKEITKE]) HE—HLHA. 18
XA AFEE A TE:
® TEXTUREVALUE

3751 3%

3.7.5.1.1. string TextureName (%)

FrE MMSEEN LT ER.

3.75.2.6IF

float4 ParticleBaseArray[TEX_HEIGHT][TEX _WIDTH] : TEXTUREVALUE <
string TextureName = "ParticleBaseTex";

>3

float4 ParticleBaseArray2[TEX_HEIGHT] : TEXTUREVALUE <
string TextureName = "ParticleBaseTex2";

>3

float4 colorl
float3 color2 = ParticleBaseArray2[idx].rgb;

ParticleBaseArray[v][u];

3.7.5.3.% "%

ArBERIEESHFHREE FUTMSIANSENRREER 200 £4.
WREENRTHEEGRTAR, BARERIEBBERNLE. HIFTRIR
Mg, A—ERED, IREENRTARE 2 NBHE PABERTEHAD
T REEEEMN 2 WERR. i, SCEREE—WITIREREREN. WRE
BRETHEN T, BAEEI T —mRERE, SANESHIINE.
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3.8. MR

3.8.1. iR

EE SAS (Standard Annotations and Semantics) RRZA. Iboh, tBAKRIEE—
EENR G2 /BRI, TEZNT A "Script", KB float, E4 0.8 (B
FRAGS) . T RAERIXTEX:
® STANDARDSGLOBAL

38.1.1. % ##

3.8.1.1.1. string ScriptOutput (T 2HEg)

REEFEE A" "color" IMINI{E ., BRINE A "color",

3.8.1.1.2. string ScriptClass (T[ &)

EEMRXHNERN (RAXKERMTA0). TIEEEANUATE:
® ‘object": JEZME (BUIAME)
® ‘scene": ELMNZE M
® '"sceneorobject": M _FFE

BAR LR, ARER—MRIENR IR ISE A" object", FRIEZTAL
IRF S AN IR O RR SCERE S E S "scene”, {EFEE 4 "object" BIER R, 7E pass £
Script 33 fi#2 1 N 8E 75 A Draw=Buffer, {E}5E 2} "scene" 5% T, 7E pass 9 Script
SEfR P ANEE 7= B Draw=Geometry, {EIE7E 4 "sceneorobject" N B PR .

3.8.1.1.3. string ScriptOrder (o [A&HEE)

FEE SR XA TRIR AL, BT IAFEE A A TME:
® ‘'standard": JEZYAR (EIAE)
® ‘"preprocess": JERMEZE (FMLIER)
® ‘postprocess": EXWAZE (FLHIERA)
7 IEFASK L, postprocess BYTRALIEBN EX (M technique AYSE—4T Script 8,
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B F|"ScriptExternal=Color" A [F) ZELt preprocess H{ITHE R,

3.8.1.1.4. string Script (o] A& HE)

TEEEWEAR technique MR RINF. BEBEL TE2RBEAR XM EH
MRt RE (40 2.1 fpmR) . EREARXFIBINEREERRIIF. &
TJUZERUATHATRARE:

"Technique=Technique ? technique 44 1 : technique & 2: ~ ;"

5. string Script = "Technique=Technique?SimplePS:TexturedPS:Simple
QuadraticPS:TexturedQuadraticPS;";

Lo, HREEFAY technique RE—KBVER T, RO AFEARUTER#HTT
EE:

string Script = "Technique=MainTech;";

3.8.1.2.6IF

/ /TR BOR AR B

float Script : STANDARDSGLOBAL <
string ScriptOutput = "color";
string ScriptClass = "object";

string ScriptOrder = "standard";
> = 0.8;
/1 )5 AL BRI 15 1

float Script : STANDARDSGLOBAL <
string ScriptOutput = "color";

string ScriptClass = "scene";
string ScriptOrder = "postprocess”;
> = 0.8;
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39. WHEE

39.1. BEHWMENKE

UTHENEZE, EAEEEXNEATSHENRE:

parthf (bool #Y): It A5 A model F1 mode2 (false 4 model)

spadd (bool &) : spa FJERKTTT (true AHNE)

transp (bool BY): FFEMARE (BR->FFEMRIL)

use_texture (bool &) BRI N REHSIEN A true

use_spheremap (bool 2!): JEZH M RANIRE A spa A true (B2 PMX
REEME A E Tex BI1ER)

use subtexture (bool #Y): PMX #AEU{F HE| Tex BYER T A4 true

use_toon (bool V) JEZH A AN RE M toon |4 true, PMD RELIE
true

opadd (bool V) : JEZ WAL AINE ST A true
VertexCount (int &) : &M TN = 2L

SubsetCount (int &) : #APNFELHE

3.9.1.1.41F

bool parthf;
bool use_texture;

bool use_toon;

int VertexCount;

3.9.1.2.%N%

MMDPass="object","object ss"|UIMAIERT, FRTERNRIUFILEH.
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3.10. TREBRIENX
3.10.1. TAET#R

ATHBMAN THRFEANEBX IR EESSNRATEZ— KB A int,
I IMEFERTIEX:
® INDEX

3101.1. flF

VS_OUTPUT Basic VS(float4 Pos : POSITION, int index: _INDEX) {
VS_OUTPUT Out;
Out.Pos = mul( Pos, WorldViewProjMatrix );

float f = (float)index/VertexCount;
Out.Color = floatd(f,f,f,1);

return Out;

3.10.1.2. #FE

AFBRLEMR TR float AERLT, MRH THRMARELT 2724=
16777216 ¥ A RIEIRER IEF A B
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311. &

3.11.1. MME_MIPMAP
ERATSRINMESIENERT, XNERSWER.,
311.1.1. fBIF

sampler ObjTexSampler = sampler_ state {
texture = <ObjectTexture>;
#ifdef MME_MIPMAP
MIPFILTER = LINEAR;
#tendif

}s
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4. Script & (BIAK)

*FF technique F1 pass T UFEE & 4 Script FI4FFIRAGIE R !ZEI

technique Technique % < string Script = "i%; w%; ..." 5 >{ ... }
pass Pass % < string Script = "@%; o ..." 3 > { ...}

PITH, XEHLSRRBREBRNINFZRTHIT. l_l_ﬁﬁﬁ Script o] IXSLIVE
ENRNEE. BEIMUR pass HEAGIEENR. MRAHTELIEFIHFHRY
RMVE, BEEAFTEM-A Script (9, 7 technique fY Script K BIEAVIE R

S, SBAIR IR pass #E BAVIRFHIT. LSh, 7 pass AY Script #EREAYIE
T, "Draw=Geometry"< £ A # I FTHY Script,

41. <
4.1.1. BEEH

EEEFANmeER. JUERUNTES

RenderColorTarget=(8I2 B = H)

RenderColorTargetO=(8 32 B = H)

RenderColorTarget|=(83EZH= 1)

RenderColorTarget2=(Z{IB Z = H)

RenderColorTarget3=(Z{IB Z = H)

H &1, RenderColorTarget == RenderColorTarget0 B 5 % . B % =
RenderDepthStencil Target —#2{F . Itk9h, RenderColorTargetl~3 ASRE#E B h{F
A, @70 RenderColorTarget0 —i{# Fi . %1 41813 RENDERCOLORTARGET
BEXFRTHEESR. FEEEANINELRERN, SHNATH. &EF, KE
SERAYE R B FRE E technique 5 R Z RIERSRIFAZE .

4.1.2. REZEH

FEEEFAMNEESES (ZEH), TUFERNTHES
® RenderDepthStencil Target=(Z{IE ZH=H)

MW % # RenderColorTargetd — &£ £ B . & % X & &
RENDERDEPTHSTENCILTARGET EXERTHTEE., EEEE HRINEE
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ZE, RN AZH
4.1.3. EkREE

BEREMANBREE (FASZAHTHRL)

# 81L) . TAEAM Tw<S
® (learSetColor=(ZER)

SN floatd KEMTEHR, RETMUE, XNEENERSHEEAN
B BARNERAE .

4.1.4. FBRRE

REEFEANBRAE (FASILRNHTIGN) . STIXERUTHS
® C(ClearSetDepth=(ZL&E7%R)

ZEA— float 3

RENTER.
ZBEFRBRRE.

TME, RPMEENEES

WREANE
4.1.5. ;f7H¥04R1L
MITMIRWRE (ERBRAEIERARE). JUEANTHS:
® (lear=Color/Depth

4.1.6. F4b1E

B H

HARE . X<

SR¥E technique B9 Script EfEH, Xy
G438 (Bp{FE A STANDARDSGLOBAL ENX EHMEE El’] E ﬁ’i H

SR
1 i
ScriptOrder FEERIZIR) F#TT. TNERNU TS

® ScriptExternal=Color

BE, FAERERMANSGERENEXENE, BEELLERXEEYHEN
iR, EELHMYMENRE XEGHSSENT. (5EE

5 THRRELIE),
[E 40 3E7E technique By Script $i{TZ FHERFT

4.1.7. Pass

TEE BT pass

o TJIMEATHES
® Pass=(pass )
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X &S RBETE technique A Script F{F ., £ technique {E /7 Script A&
AT, MRABRAEPXEZETS, PAREBR pass BASHNIT,

4.1.8. 7R

DS HSR BB AT Script F9—&B>. TRAERAX TS
® LoopByCount=(ZLE%)
® LoopEnd=

X &S RBETE technique By Script F{E A, SEAFEE! (int, bool, float)
TEH. M LoopByCount Z| LoopEnd Z BT S B ESB R EHFITH R ENETE
FERRE. TR IUERE.

HEUTHBIFH, p0 BT T =KE, pl A=HHIT,

/****************************/

int Count = 3;

technique TShader <
string Script =
"LoopByCount=Count;"
"Pass=po;"
"LoopEnd=;"
"Pass=pl;";
> {

/****************************/

4.1.9. fEIRTHL

BRAFNEIMTEHRNELTAEENTENE., XEWLREERARH
FH. TUERANTES:
® LoopGetlndex=(ZLE3)

4.1.10. B3k H

ERYMEHELSEENRR TR N—BN—P KA. TIUERAN TGS

® DraWZGeometry/ Buffer
XS NBETE pass BY Script FEMA. pass Ay Script #WEMSE BaIT
Draw=Geometry , 714t IR A0 f5 4b IR B {5 Draw=Buffer, Z£ STANDARDSGLOBAL

18 X 19 ScriptClass 1% E 4 "scene"Bf, Draw=Geometry AN#11T; ScriptClass 1% E A
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"object"H}, Draw=Buffer 1317,

4.1.11. @i+

technique TShader <
/% WUERPIAS T4 8 Z T8 G 2 A A RS S R Dy — AN IS ) 74
JT AR DA N X FE IS */
string Script =
"RenderColorTarget@=RenderTarget;"
"RenderDepthStencilTarget=DepthBuffer;"
"ClearSetColor=ClearColor;"
"ClearSetDepth=ClearDepth;"
"Clear=Color;"
"Clear=Depth;"
"ScriptExternal=color;"
"Pass=PO;" ;
> {
pass PO < string Script= "RenderColorTarget@=; RenderDepthStencilTa
rget=; Draw=Buffer;" ; > {
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5. Tips

5.1. £ MMD fUiREE & 38

MRARHFEE - AEPFERIRENRER, B—I09KER
MMD HtREEERE, A, I THEMFEE MMD HNiRAEERRSAELRET,
R T UAEE technique (575 2.1 %5 technique B ERE) .

/************************************************************/
/] WEBER S A IX— technique,
/] BALETEGIAE CIRFE OND) ARG LA 2 3 ] MMD R FRHER 0 25
technique Techl < string MMDPass = "object_ss"; > {

pass Passl {

}

pass Pass2 {

}

/************************************************************/

tEoh. pass BUIAMERM B E /R 2 MMD B EE B, MRETHRXHFAR
EENREERMARECRNIE, AR EMA MMD HiEEERE.

/************************************************************/
technique Techl < string MMDPass = "object_ss"; > {
pass Passl {
// VertexShader
// PixelShader

XXX

XXX

}

/************************************************************/
> H
5.2. Z=/ technique

AR technique B ATH) (RE LT pass), ABAFTHFHFA technique
I EEASHIESR . FAFX—HFMHEE, ISR RN —TrEE
oL

/*********************************************************/

technique ShadowTech < string MMDPass = "shadow"; > {
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}

/*********************************************************/

5.3. BB LK B FH/EH pass

RBUTHXBS Script 1934, s USLIREREDENETRESE ON
HYBIL T HATIEER pass,

/*********************************************************/

bool flag : CONTROLOBJECT < string name = "aaa.x"; >;

technique Techl <
string Script =

"LoopByCount=flag;
"Pass=Passl;"
"LoopEnd=;"
5

> {

pass Passl {

}

/*********************************************************/

5.4 RXHEHELTE

BEEALT, FTRMNERXGZEANTERFTHEN, BE, NRFERE
ENFEA T "shared"XBF, HEBFHEET]IUEARHINRXHHE,

IXT R F R, effectl.fx EEJ?E’\JQYEEEILXE effect2.fx FRIEMH. Alt, WX
R EEEFE A shared" X BFFIATE. I, BRTEER, TEXREMEX
tHhEFEE—HK.

/************** effectl_{x ******************/

shared texture ShadowBuffer : RENDERCOLORTARGET <
float2 ViewPortRatio = {2.0,2.0};
int MiplLevels = 1;
string Format = "A8R8G8B8" ;

>3

/********************************************/
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/************** effectz.fx ******************/

shared texture ShadowBuffer : RENDERCOLORTARGET;

/********************************************/

5.5. if 154]

ATERER CERSECHRNRREBREFER If ZXMNZGH. 1, 18
EbLFFKER use_texture 1B X F(FEH if [BAAEECRAXNLEEER L#fTHIMT, %8B
SIEA LU EARMNECRSEITELSEMSR

5.6. uniform &&=

BB unitom XEFFBHERT, BRI LA W B
FRME. MTBITH, Basic PSORM it BASERFHRESR (HHEHE
B), HATESRESRE M EE ().

/*******************************************************************/
float4 Basic PS( VS_OUTPUT IN, uniform bool useTexture ) : COLOR®

{
float4 Color = IN.Diffuse;

if ( useTexture ) {
Color *= tex2D( ObjTexSampler, IN.Tex );

technique TechWithTex {
pass P1 {
/* useTexture=true WIHIZmIFMIHE L */
PixelShader = compile ps_2 @ Basic PS(true);

technique TechWithoutTex {
pass P1 {
/* useTexture=false HJ#{ZmiIXHIHECLE */
PixelShader = compile ps_2_© Basic_PS(false);
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}

/*******************************************************************/

5.7. R XHHHIE ASCI FRF&E £ A B

HEAERY, BRTHREIRD, FEWEMIE ASCHI FHENFFT. MRER
BWiE, —EEIRFHRD. EEEEANE R NTBBEE. BHYMENT
EREZRUEBRXMNZEBZRTEEIE ASCI FHENFHOERT,
BSDRIERTE M AT windows F9IEE RIEBGIR XA RFHME (20, BEHX
WHGUER GB2312, FARMICAIEM Bigs, BXBHUEM Shift-JIS, FF).

5.8. JF4bEE

ERELERNERXENERLT, —EEEIRXGEFERAUTEE (H
7 STANDARDSGLOBAL 1EX),
float Script : STANDARDSGLOBAL <
string ScriptOutput = "color";
string ScriptClass

"scene";
string ScriptOrder = "postprocess";
> = 0.8;
teoh, X THBRFAIERR, technique fY Script BESHITIATHR:
(1) TESEBREZRBIRE FHLSEE.
Script #431:
"RenderColorTarget@=(RENDERCOLORTARGET 4(E) ;"
"RenderDepthStencilTarget=(RENDERDEPTHSTENCILTARGET £(#) ;"
"ClearSetColor=(JEHiH) ;"
"ClearSetDepth= (&R ) ;"
"Clear=Color;"
"Clear=Depth;"
(2) TALIE P THAMEMEAERRAER., N, BERERSERFELD
Bl s EMLSEE.
Script #4531
"ScriptExternal=Color;"
Q) EEXRBR, FHEIEBERERNEIEEABMNAKFITHM pass,

Script #431:
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"RenderColorTargeto=;"
"RenderDepthStencilTarget=;"
"Pass=(passl);"
"Pass=(pass2);"
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6. B

APTREAFRENRXEHITHNTHER, HERXEARNS. TEEXT
EEamn—LRAMMRS RBRERRENE R, ELF I EN BRFENIE
FEOUAARE.

AT ABFAERBHETE OpenGL ZRAHEFRAMIEALZWIET, R&E
FiEE R E—DAMAIIAR . A A ARE F TEZRBFENZ ARG IL
X http://learnopengl-cn.github.io, 2%k OpenGL 5 DirectX 2 £ RNEHNHWES
FAER, BRREVVIEZHEEN.

ADEN—EERNHEFALENNFTHITER, EEPS—E%E INIERE
EDBENFTR, R, RERLEXBMAIARREE T .

N=1 ~ =
6.1. EFMKE%
Input object World )
models > coordinate —»| Perspective _»| Back-face
(in local transformation transformation removal
coordinate)
[
Hicrlfden Outout
> inni > - = Surface = UUp
Clipping Rasterization removal image
and shading

BRIMKEW EEFR, TEDA 6 NTER:

(1) LGRS BN EHLFR LRI T LIRR . RERE DR
AR EANTRERRN PMX RENRS—RAEXMTE), mRERS
AMFRRNE AN THRRRBNME. B, X—PHHmEKEER

RAVH BB AL R R TR A R AL AR R PR, MRBEGUMNIE, £F
ZIRFEBRGALFHT SRR TR, B, Kb FRARR PR TR
THRENBOLE.

(2) B ER: K LE—DhONRLRERERT/ NEIENFHTER K, B
UEBRSEX—IMHERNTAZE, REHEEEXNTERNNAEEREIX
W NBIENZRE — N KTTEZE P FER—RNN—EN=HF@E,
EA, XPHEHEBURAHSEI, B=MNREERKILHEESTR, Kz, HIE
BUAEEZT, B=ANMLKRELRMEEST, W Tz,

Q) Fra@skR BEHBREINEER. XM UTEELRNTE FHA—
RIBAT, FHEEINEEAEKEIN. B2 NRGFEEHRT, B
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B @A TaEWMEER], DirectX 9 FEBRFLXEMEMNINGE, FHILR
BRI A FRERERR. FERMNLER, ERNGEER. BHFFAR
ERBEYN. FXLE FREEFEAZHNEFENE, MMD (3% FE
BREE WA,

@) mEY): BRBINEZER, FACNASHER ., X—DWNEREEZN
TR, FEIRNE GAEAEREREER. FRRTIEERAMBESR
REHLENNHEE, FREARVREZDENIBRNG

(5) JtL: KEMHNFIFSHRE. XT—PRREBIARBEOEREIMLERE
t. BEIBNE, XNTE-NMRE ERREER M RNEL M,
SR ERNRIEEHERX—F,

6) REIEZKRSEE. BEREDE, FERRRAENINFLEHIIGERE
THRR. HERXT, KEPHERE, —MEEFEZITEES. ZHRT
BREZPRBEEMERSHNB—1E, FEBEENHEREAB
EFERERAIEE

6.2. BEFFTHEHER

ERMKENERBAZR, REWHERER. AT ZHERRKE, B

—EXENERERHIAERER., —REATSFEXLERER:

(1) Timaetr: TR XYZ 8245,

() =ZAE TR 8—1P=AFEHNIZEBENLEM, —RX—ASKHE
RERALE, AEERTRIOSAZEIEN.

@) w 5508 w BEEEMANAEMTLEE LM MIBENSE. 808K
“HEIE, RIEMR, FTURFE—H—AR DL #HE—MIBE. IR
BHEA=HEE, BAKERM ww 45, —REAT, — IR RE—E
uv A44R, BETNEMREZKEEE. EFRNLEEE, XNTMRRNRFAER

BEFEMHAIF.

@) Ylm C%m): RI|\EELANAR, FENEFEERATIE, BLEREER
B, ENMEREEZATHEXAR., #RE TN ET UTELEDIZ
=E, MEZTERUMRARRTELNLIRR, EY%= 8P URTE
HITEALINH SRS

6) RHFE: BT IHERERS.
=XE, REFTE, TUEERERREREAXZIINER, SHEFERAET

M ER. ttimEERmEAER MME o] AR uwv MEGE, REERERE

EWEAHERTUAARBRHAER. RA2—REATEHEILEER.
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6.3. TRIEEERH

MREXHFERANRRE] REERRS. MBEX, 2Rk E R
NEZEHTEEN. MME T IEHRMEE: TaEEas (Vertex Shader)
FEkE&E®2% (Pixel Shader) . IXEFFH T OpenGL F XF Fragment Shader 9%}
F. MREFNSFFEREEEECSEN, MZABRENER—HFRA.

6.3.1 MREERF

BRMKEGTE S RLIRRTIR, X—FTHEHMRECRATHA.
MREERURERRRERFATNZRE CHBERERREMRHNRELMNE.

RA PR R TR R TR R A LR EFREN L REERLETR
HITITE, BABLRNERRZEUNLEHN. WRAFPKBEMATRX, BEER
H—HEE BITULABGE-MIENERNRETERE LNEENE
(HR, XRMT4AR). MRAPEZRGETRLER, o USKEIRRBIERENG
MURRETMANE, B, WEETERS LNFEME (XEM GUI KR
ZRREM) . BRNREEETNSERRBFMNER—T.

BRTYRENAME, MREeRmEE - NERNIEIRARECRIIEH
R ER. MREERERASINANRAFA—X, ERAREERSHEE
AEPENEINBERENEREM. Hlt, TIeEefudNESEEE. &
W, FRESRBITERBLERNE.

MRE SRR T Bk H IR AL RRERERMNN, EROMEH LS
WHREREr R BRERR.

632 FEREGR

BRRKENERE—F, NEESREREIER, BEUUREEN. Xk
BEeRNER. FREESENNSEEamRIERS, BEERALmE., —
WIERT, FEREEHSHWARAFTLRITE, tbil Blinn-Phong JEIREERL, (B
2, RIEAFPNER FREeHRUMREEAEEEASE, tt, AP
DiBdisE R REesmnl — PMEECRLI AR5, HENRKFLIEHERA
B, HEBIITEEZLERECALRELRCERAMOER, EF
BRAGEREXBGEER B2, FREESRNALBESEWERENE. XA
BEESNENTUIFLY, MABEERMREXHN—NEZRRE.
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REZRAEAEABRBEC|PHIAE, WAEEER, FFUTERENFER
EERRBERLUAR MG SRAUTRITPZR. B2, RENAE —LREM
JRER. EEETT XS LA ThEE

6.4. ZXEFRSFANE

GPU TS5, 2EAAERIFTH. NZRTBER S, BOTUBSE—
Zit: FRECSWEARNAEIZA TERTEENIME (AASEZIEE
EE—MREMIER) . XF—5K 1920*1080 S HRMEBRIR, HEREHET
PUAEI ZE A L. 33F 60FPS EERIE, SR EELBI—ZBTAD
BE, FREEHEAANIBERZETA A7 KIXMHEFR, GPURD
REFTH, B, SNE2EEHRE LT N ETESFERARNGRER., AX
XFRET, ZRAFAFERHOESREINEN, RETRXMELSIERITE
Hk, Xo/=4—Lii8aE0E.

tban, BSLAESF, HBAIURM KN, SAKMATLEARE—BXE, X
BERMNAIREFENRE, RITREAMGIHE. XMEESHIMARZTHL
BRAE, FEMELECEMNEMZIRR=E, EEEX. IREERTRER
ECHRLUIFMYR, BEREATH, BEAE—MEEEWELFRAEIHRITEE
EMBE, B, TARMECSENES.

HFXMER, —BESER—FZHELEHTAKLI. FHE, B2
X, EERERZEHTHLIE, $¥E—BNELERREAE—KEIEL, 7
BRHEEIMGAZHERRKEHTEZREL XHeFLE. HTFEE X
BT, FREENERELWUBEENFREE TR, BtE—NMEETI
Lhﬁﬁﬁﬁﬂﬁﬂlﬁﬁmﬁo

EEEME, FAEFARNEE—RBRABIANAREBELRE AR, MEIALZE
!@Lﬁﬁk,%,ﬁﬁﬁiL% i EY N IR N R

6.5. —EF WA RAISLILEBL
6.5.1. BA%

BANERHFIE, GPU TEEEITEARE (FANLERFRLRATRT),
X P AR A T WA SRF . —RITEMNSAENTTIER, MIERERFE—IK
REME. EETRRBHEIERN: MCRLREELS Kk, FRIEK TERA
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LERRENMESHRMNEES. SHMERN, BELRLHR5XREE
BAYCREL T E ERREMERE, B RASE R 2GRN CRA 8t
B—IRHENYE, SR USHSIRESMTIORMRAR

BR, XMECENTERNESYEI LN, toh, IHTREMENE
ESR, EBXFRTNTT RS AEERR

6.5.2. i)

WITHOUT BLOOM WITH BLOOM

ZERN EXIREN, SURBBEMNER. —ROKITER, ERLELES
N TERERHITREHT], SHEBLERIPASNER, REWHHATSHE
HMIALI A RCE. &, BEMOEREMERRERERE.
6.5.3. H& )

BAAMBRFAASTENEE, AZBEZAFEREEERFRAELLNE.

6.5.4. &8

FRMERDIINREZAMERERZGER—HRES, MELBLTL
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FEERNBREADLSG, RENRENERATINEIREZEZINMEERTE

ARBG. HR, XPNEENIRTERE
A—MERER—RINERETRERERNNE, RENKRERZRRER

KEBEMTIE, FENBEHRTHIE. EdX—FAERNEREFTEHITIFR
REMF, B, RESETENEEMERROBEE, FESFBLEFBIBRML
EMREEHRNDNE,

6.5.5. JELL

WM PUARNRIEZK . EXRAFRIATNE A*sinr/L*t+@0), BIE Y
fE FfRIE. RS AR IZHIIESZK . FEE tIVE, FHES N RNED
SKIRENE. BMNTUHEEXMEERE wv HBUERKA-—NEERE
AEHRE IMRBEFHEKE, EFEXERIIEENRBNIRIBAZ NG IE &
RIERRTERELETE w NREE.

6.5.6. J¥TEIHET

A FE o UEAEHEKENBEVE MG K. A, BERESX, ZFR
EHFMEEN LR,

6.5.7. SREXH

SREETEA MR B NS R A ER PR = A R — TR AR .
TRIZDHR, TUERESMRERNSMNEREITEL SREREAREERN
R, REEREHEBNFREMBENTEREN. YA REEHRER
#RlE, RINERFESIRELT.

HR, MREMOXAKIAT, IRZFER. A—IERITIHNEZ, B
EFRERERATSIRM, AT AREZPABWTEM A MKERZ 8
LM HRERRIIX TR

R BT DUHEX TR I 50K

6.5.8. &F

MNERFIRNNEEIER —KID=.
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