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D3DLIGHT9

Type;
Diffuse;
Specular;
Ambient;
Position;
Direction;
Range;
Falloff;
AttenuationO;
Attenuationl;
Attenuation?2;
Theta;

Phi;
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Diffuse, Specular, Ambient, Direction

HT9

D3DLIGHTY  light;

ZeroMemory(&light, sizeof(light));
D3DLIGHT_DIRECTIONAL;
D3DXCOLOR(1.0f, 1.0F, 1.0Ff, 1.0f);
D3DXCOLOR(1.0f, 1.0F, 1.0Ff, 1.0f);
D3DXCOLOR(1.0f, 1.0F, 1.0Ff, 1.0f);
D3DXVECTOR3(0.0f, -1.0f, 0.0f);

light.Type
light.Diffuse
light.Specular
light_Ambient
light.Direction
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light.Type
light.Diffuse
light.Specular
light_Ambient
light.Position
light.Range
light.Attenuation0

Direction

Theta
Theta Phi

light.Type
light.Diffuse
light.Specular
light_Ambient

//
//
//
//
//

D3DLIGHT _POINT; //
D3DXCOLOR(1.0f, 1.0f, 1.0f, 1.0f); //
D3DXCOLOR(1.0f, 1.0f, 1.0f, 1.0f); //
D3DXCOLOR(1.0f, 1.0f, 1.0f, 1.0f); //
D3DXVECTOR3(10.0f, 15.0f, 0.0f); //
20.0f; //
1.0f; //

Phi

Theta

Position
Phi

D3DLIGHT_SPOT;

D3DXCOLOR(1.0f, 1.0f, 1.0f, 1.0f);
D3DXCOLOR(0.5F, 0.5F, 0.5f, 1.0f);
D3DXCOLOR(0.2f, 0.2f, 0.2f, 1.0f);

//
//
//
//
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light.Position
light.Direction

D3DXVECTOR3(1.0f, 15.0Ff, 2.0f); //
D3DXVECTOR3(0.0f, -1.0f, 0.0f); //

light.Range = 12.0f; //

light.Falloff = 1.0f; //

light.Attenuation0 = 1.0F; //

light.Theta = D3DXToRadian(10.0f); //

light.Phi = D3DXToRadian(30.0f); //

D3DLIGHT9 IDirect3DDevice9::SetLight
SetLight

IDirect3DDevice9::LightEnable

pD3DDevice->SetLight(0, &light); //
pD3DDevice->LightEnable(0, TRUE); //

IDirect3DDevice9::SetRenderState
D3DRS_LIGHTING FALSE

//
pD3DDevice->SetRenderState(D3DRS_LIGHTING, FALSE);

LightEnable
( )

ES CDXGraphics9 SetLight

Direct3D

IDirect3DDevice9: :SetRenderState
D3DRS_AMBIENT

/!
pD3DDevice->SetRenderState(D3DRS_AMBIENT, D3DXCOLOR(0.5F, 0.5F, 0.5F, 1.0F));

()
//
Light light;
light.Type Light_Directional; //

light.Diffuse
light_Ambient

Color(1.0f, 1.0f, 1.0f); //

Color(1.0f, 1.0f, 1.0fF); //

light.Specular Color(1.0f, 1.0f, 1.0f); //

light.Direction = Vector3_Down; // ( )
GraphicsDevice.SetLight(light);

)



)

//
GraphicsDevice.EnableLight(0, FALSE);

mat.Diffuse = Color(0.0f, 0.0f, 0.0F);
mat.Ambient = Color(0.0f, 0.0f, 0.0F);
mat.Specular = Color(0.0f, 0.0f, 0.0F);
mat._Emissive = Color(0.0f, 0.0f, 0.5F);

//
GraphicsDevice.EnableLight(0, TRUE);

mat.Diffuse = Color(0.0f, 0.0f, 0.0F);
mat.Ambient = Color(0.5f, 0.0f, 0.0f);
mat.Specular = Color(0.0f, 0.0f, 0.0F);
mat._Emissive = Color(0.0f, 0.0f, 0.0F);
mat.Diffuse = Color(0.0f, 0.5F, 0.0F);
mat.Ambient = Color(0.0f, 0.0f, 0.0F);
mat.Specular = Color(0.0f, 0.0f, 0.0F);
mat._Emissive = Color(0.0f, 0.0f, 0.0F);
//

Material mat;

mat.Diffuse = Color(0.0f, 0.0f, 0.0F);
mat.Ambient = Color(0.0f, 0.0f, 0.0F);
mat.Specular = Color(0.5f, 0.5Ff, 0.5F);
mat._Emissive = Color(0.0f, 0.0f, 0.0F);

mat.Power = 1.0F;
m_pShape->SetMaterial (mat);

//
GraphicsDevice.SetRenderState(SpecularEnable, TRUE);

mat.Power

mat.Diffuse = Color(0.0f, 0.5F, 0.0F);
mat.Ambient = Color(0.5f, 0.0f, 0.0f);
mat.Specular = Color(0.5Ff, 0.5Ff, 0.5F);
mat._Emissive = Color(0.0f, 0.0f, 0.5F);

mat.Power 1.0F;



