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, D3DDEVCAPS2 VERTEXELEMENTSCANSHARESTREAMOFFSET
DWORD
)
DirectX 9
DirectX 9 ¢ 2.0
5 2.0

(AT.I

4



DirectX 8 (signed),
(unsigned), (normalized) :
D3DCOLOR | 4 32 8 0,1 N a
UBYTE4 4 32 8 [0,255] Y
UBYTE4N 4 32 8 [0, Y
UDEC3 3 32 10 [0,1024] Y b
DEC3N 3 32 10 1,1 Y b
SHORT2 2 32 16 [-32768,32767] N
SHORT4 4 64 16 [-32768,327627] N
USHORT2N | 2 32 16 [0,1 Y
USHORT4N | 4 64 16 [0, Y
SHORT2N 2 32 16 1,1 Y
SHORT4N 4 64 16 [-6.55e4,6 55e4] Y
FLOA16_2 2 32 16 [-6.55e4,6.55e4] Y c
FLOAT16 4 | 4 64 16 [-3.45e38,3.48e38] | Y c
FLOAT1 1 32 32 [-3.48e38,3.48¢38] | N d
FLOAT2 2 64 32 [-3.48e38,3.48¢38] | N d
FLOAT3 3 96 32 [-3.48e38,3.48¢38] | N d
FLOAT4 4 128 32 [-3.48e38,3.48¢38] | N d
g D3DCOLOR . ARGB RGBA
b) 2
o) floatls  OpenEXR , nvida PIXAR . D3DXFLOAT16
( OpaEXR DK ).
d floa C |EEE754
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(DEC3 ). D3DCAP9
Decl Type : D3DTCAPS datatype
, D3DDECLTYPE_datatype ( datatype
).
DEC3N UDEC3 ,
(
) ) )
(
).
A B C D
2 | ©
\ \ 4
D2DDECLTYPE UDEC3 D2DDECLTYPE UBYTE4
X | B X | (D&OXOFf)
Y | C Y | (C&Ox03)|(D&0x300)>>8)
Z|D Z | (B&OX00P)|((C&Ox3c0)>>6)
w1 W | (A<<6)[(B&OX30)>>4
[ 1-1]

UDEC3 ( )
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NORMALO
NORMAL 1 UBYTE4

D3DVERTEXELEMENTO decl[] =

{ o
0,
DBCDECLTYPE LDEC3,
DBCOECLMETHOD CEFAULT,
DBCOECLUBAGE NCRWAL,
0

0,
0,
DBCDECLTYPE LBYTH,
DBCOECLMETHOD DEFAULT,
DBCOECLUBAGE NCRWAL,
1

}

DBCOECL END()

struct VS | NRUT
{

/1
/1
/1
/1
/1
/1

/1
/1
/1
/1
/1
/1

float4 nornal : NORWALO,
float4 enc2Bi t : NORWL1

IH

void mai n( VS_INPUT i nput )
{

(n

(n

, 276(64)

UBYTE4

UDEC3

(mova

(floor)



/1l
float3
/12

f 1 oat

DEC3N

ShaderX

nornal = input .nornal ;
. (0-3)
two bits = floor(input.enc2Bit.w/ 64.0);

(eigen)

(dominant)
).
64 (SHORT4)

struct VS | NPUT

{

}

float4
float4

position : RCHI TIOND,
enc2Bit : RCBITIONL

void nai n( VS_INAUT i nput )

{

/1

10, 10, 10

float3 cpos = input . position;

/1l
fl oat
/1

. (0-3)

two_bits = floor (input .enc2Bit .w/ 64.0);

0-1

Ccpos.z = (cpos.z + two_hits) * 0.25;

(Direct3D
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/1 .
float4 pos = mul ( float4(cpos,1), |nvGnpressionTransform);
}
Tom Forsyth ?
: (subdivision surfaces)
(tessdllation) ,
CPU )
(
( ), )
(barycentric) ;
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Il H.SL
float3 VertexPos[3 * NUMBASE TR ANGLE] ;

voi d nai n(f | oat 3 vert exSt ream : FCBl TI OND)

{
float i = vertexStreamx;
float | = vertexStreamy
float k=1.0 i j;
float basel ndex = vertexStreamz * 256; //
float3 pos = i *Vert exPos[ (basel ndex*3) +0 ] +
j*VertexPos[ (basel ndex*3) + 1] +
k*Vert exPos[ (basel ndex*3) + 2 ];
}
( PN [3) (bicubic)
. N-
GPU )
CPU
CPU
( N-
18 ),
CPU

float3 VertexPos[3 * NUM BASE TRIANGLE] ;
float3 VertexNornal s[3 * NUM BASE TR ANGLE] ;

/1
float 3 b300,0b030,b003, b210,b120,b021, b201,b102,b012, blll;
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fl oat 3 n200, n020, n002;
voi d generat eCont rol Poi nt sWt hLi near Nornal s(f | oat basel ndex) ;

{
float3 vO = \ertexPos[ (basel ndex*3) +0 ];
float3 vl = \ertexPos[ (baselndex*3) + 1 ];
float3 v2 = \ertexPos[ (basel ndex*3) +2 ];
float3 n0 = VertexNornal [ (basel ndex*3) +0 ];
float3 n1 = VertexNornal [ (basel ndex*3) +1 ];
float3 2 = VertexNornal [ (basel ndex*3) + 2 ];
/1 .
Il a ATI PN [3]
float3 edge = vl - VO;
/I E- (ENN
float3 tangent 1 = edge;
float tnpf = dot ( tangentl, nO );
tangentl -= n0 * tnpf ;
b210 = vO + (tangentl * rcp3);
}
voi d eval uat eNPat chLi nearNornal (float i, float j, out float3 pos, out float3
norm)
{
float k=21-1i - j;

float k2 = k * k;
float k3 = k2 * k;
float i2=i *1I;
float iI3=i2*i;
float j2=] *j;
float j3=j2* j;

/1

pos = (b300*k3) + (b030*u3) + (b003*v3) +
(b210*3*k2*i ) + (b120*3*k*i2) + (b201*3*k2*j) +
(b021*3*i 2*j) + (b102*3*k*j2) + (b012*3*i2*]j) +
(b111*6*k*i *j);

/1
norm= (w* n200) + (i * n020) + (j * n002);
}

voi d nai n(f |l oat 3 vertexStream : RSl TI ON\D)
{



float i = vertexStreamx;

float j = vertexStreamy

float basel ndex = vertexStreamz * 256;
float3 pos, norm

generat eCont rol Poi nt SWt hLi nearNornal s(basel ndex) ;
eval uat eNPat chLi nearNornal (i, j, pos, norm;

Il H.SL
float MAX D SPLACEMENT_HA GHT = 100; /1
f1oat 3 Vert exPos[N.M BASE VERTI CES] ;
float3 VertexNornal [NUM BASE VERTI CES] ;
float2 Vert exW[NMBASE VERTI CES] ;

struct VS IN

{
float2 barycentric;
float 3 indices;
float di splacenent ;
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void main( VS INinput )
{
float i =input.barycentric.x;
float j =input.barycentric.y
float k=1.0 i j;
float i0 =input.indices.x * 256;
float il =input.indices.y* 256;
float i2 =input.indices.z* 256;
float3 pos = i*VertexPos[iO] + j*VertexPos[il] + k*VertexPos[i2];
float3 nornmal = i* VertexNornal [i 0] +j* VertexNornal [i 1] +k* VertexNornal [i2] ;
float2 v =i* VertexW[i0] + j* VertexW[il] + k* VertexW[i2];
normal = nornal i ze( nornmal );
pos = pos + i nput .di spl acenent * nornal * MAX DI SPLACEMENT HE GHT;
}
[0, 1
256 ( 256
) o1 +1
8 ( ) : 3 +1
8 ( )

(perturbed) ,
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