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FX Composer :http://developer.nvidia.com/fx-composer
RenderMonkey:http://developer.amd.com/archive/gpu/rendermonkey/pages/default.aspx
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GraphicsDevice.CreateEffectFromFile
GraphicsDevice.CompileEffectFromFile
EFFECT Draw
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() "Bule.fx" "Shader"

// File: Blue.fx
//

// The effect file for the HLSL sample.

float4 g_OutColor = {0.0f, 0.0f, 1.0f, 1.0f}; // RGBA

// PixelShader Main
float4 PS_Main() : COLORO
{

return g_OutColor;

technique BluePixel

pass PO
VertexShader = NULL;
PixelShader = compile ps_1_1 PS Main();
1
-fx
"BluePixel"
BluePixel "PO™
NULL( - D) PS_Main
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C ) BluePixel
g_Color
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//

EFFECT effect;



) LoadContent

//
effect = GraphicsDevice.CreateEffectFromFile( TEXT("FX¥¥Blue.fxc™) );

ES "Shader"
.fxc "EXM

( )GameMain::Draw

void GameMain::Draw()

{

GraphicsDevice.Clear(Color_Black);

// TODO: Add your drawing code here
GraphicsDevice.BeginScene();

for(UINT 1 = 0; 1 < effect->Begin(); i++) { ...
effect->BeginPass(i);

// 2D

SpriteBatch.Begin(SpriteBlendMode_AlphaBlend, SpriteSortMode_BackToFront);
SpriteBatch.Draw(m_pBGSprite, Vector3(0.0f, 0.0f, 1.0f), 0.25f);
SpriteBatch.End();

// 3D
GraphicsDevice.SetRenderState(CulIMode, CullMode_None);

//
plyMdl->SetScale(PLY_SCALE);
plyMdl->SetRotation(plyRot);
plyMdl->SetPosition(plyPos);
plyMdl->Draw();

//

for(int i = 0; i < METEO_MAX; i++) {
meteoMdl->SetPosition(meteoPos[i]);
meteoMdl- >SetScaIe(meteOS|ze[|])
meteoMdl->Draw();

}
effect->EndPass();

}
effect->End();

GraphicsDevice.EndScene();
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