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floatdzd wap o WorldViewProjection:
texture Texturebdap_1234
?amplerZD Texturetap_12345ampler = sampler_state

Texwture = <Texturatdap_1234:

b
struct a2y
floatd position CPOSITION:
. floatZ texCoord s TEXCOORDO
struct v2f
floatd position L POSITION,
. float? texCoord s TEXCOORDO

'-\{Qf wla2v In)
v Dt = (w2)0;

Cutposition = mulfln position, wwpa).
CuttexCoord = IntexCoord;

return Ot
h
guatﬂ piv2f Ind s COLOR
floatd Out:
Dut = texZD(Texturebap_1 2343 ampler, IntexCoord. <yl
return Ot
h
E{echnique Complete
pass
YertexShader = compile wvs_1_1 W
; PizelShader = compile ps_2_0 p()

0l Ol AJF = 2ket
Jl= HOoIG 2=
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Y<shader.header:
M<shader. function:
struct a2y

Y<shader. vertexinput:

%
stract w2t

Y<shader pizelinputs

I
~{w2f wiaZy In)

v Ot = (w20
Y{shader.verezcode:

return Out
t
?Datd pleaf i) s COLOR

floatd Cut

Y<shader pixelcode
\ return Out

technigue Complete

pass sheep

VertexShader = campile ws_1_1 ()

PixelShader = compile ps_2_0 pl):

MOz =216
S202 PAE
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floatdsd wep  WorldWViewProjection: HEl A 0iEd
texture Texturebap_ 1234
sampler?2D Texturebap_12345ampler = sampler_state
’ Texture = <Texturekdap_1234:.
fruct a2
g ° Ij Bl A Olcd ) 12
floatd position  POSITION; /™ —— == /M _L (
. float? texCoord s TE=COORDO:
g 24 Ol B=
struct v2f L AA L_ T
floatd position L POSITION:
’ float? texCoord s TEXCOORDO:
}Qf via2v In)
w2 Ot = (w20
Qut position ={mullln. position, wal |
Cut texCoord =|In.te><L|:u:|rd;
return Cut
h
guatﬂr piv2fIn) @ COLOR
floatd Cut
Out = tex?2D(Texturebap_1 2345 ampler, IntexCoord. xyl
return Cut
I
technigue Complete
pass
YertexShader = compile ws_1_1 'E'g]l;
PizelShader = compile ps_2_0 pi L r "
} } Spirit of Flame
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Aoatdsd wep © WorldViewProjection:

texture Testurebap_1234
sampler?D Texturebap_12345ampler = sampler_state

Teuture = {Teaxturakdap_1234:

b
struct ady
flnatd posit . POSITION; Edl A _I = 4 |. 1)
y float? texCaord . TEXCOORDO; B AT EE —/ — = /M _Jj 'ng-
?tru:tvE‘er ” | | E# (A)A|E _?_
float? texCoord  TEXCOORDT] [__—_
w2t wia2y In) Ol A 17| /\‘”
{ vef Out = (w2 Ol /\;” Ol
ffion = mul(in. position, wvp); Ol =
Bubacsiion s muin posiion. o) L0l == 0
) returm LIt -” A _
. E: =
f{luatd a2t In) COLOR tH Ty — /\:” Ol ['_’—l =
- A = &/
floatd Dut.
ODuat =|teiEDETEHtureMap_IESdSampler, IntexCoord <yl 1 E” Ol E-I = O OH
return Ot
} N
technigue Complete
pass
YertexShader = compile vs_1 _1 v(); Splrlt Uf Flame
, PizelShader = compile ps_2_0 pi); 3D RealTime Graphics ngl‘ i Stud:f
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Aogtd=d wep ) WorldViewProjection:
texture Texturebap_1234
sampler?D Texturetap_12345ampler = sampler_state

Texture = <{Texturebdsp_1234:;

k.
=5
struct a2y b
. . . 5&Eﬁ'j+'7 cq O| =
floatd position C POSITION; () - —
) float? tex Coord : TEXCOORDM: =1 J — AAL—
J = =
struct vef T U
floatd position L POSITION:
oatd texloor : C X _|_x -I E‘” /\ j" (.
, Rt - X3 HEA &
vef wia2v In) =cd astA L O-”
i =2 " 61T L _—_
vaf Ot = (w20 —
— N , 11 sk
= mul(ln. position, wwa); B Y
Oyt texCoord = IntexCoord.

return CIut

h
f{lnatﬂ pivef Ind 0 COLOR

natd Oyt
tEHED(TEHturEMapJESﬂSampler, IntexCoord, xyl;
return Out

h
technigue Complete

pass

Spirit of Flame
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0
jull
L

b
0x

2 M HOIH 2E=

HLSL HANA= = 8s 2 ER
Otch & 2 =s&et 21

guat-ﬂ pivef Ind o COLOR

floatd Out

floatd Texturebdap_1234 = tex?D(Texturetdap_12345ampler, In.texCoord. kvl
floatd color_rgha = TextureMap_1234.

Cut = color_rgha:

return Cut

h
guatd pivEf Ind @ COLOR
flogatd Out

Dut = tex2D(Texturebap_1 2345ampler, IntexCoord, <yl
return Out
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HLSL=S &

. B LS HE IS

—

w2 Cut = (w20

COut.position = mul{ln.position, wwp
Out.texCoord = IntexCoord,
return Out

wif Out = (w20

floatd 1 = muliln. position, wwp);
flaot? 2 = [n.texCoord:

Clut, position = #t1.
OuttexCoord = 2
return Ciut
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floathxh wup : WGrldUiewPrujectiun;I

texture TextureMap_ 1234;

sampler2D TextureMap_12345ampler = sampler_state

{
Texture = <{TextureMap_1234>;
-
struct aZw
{
Floath position : POSITION; =0 E
float? texCoord : TEXCOORDA; o j |' UZI A — Al—
) ST T

struct w2f A_l |
{
| floaty position : POSITION:] / E|

|Float2 texCoord : TENBDDRDB;|

Ol C
>

vZ2fF vi{a?v In)

{
vZ2f Out = (w2F)B; -_—
floaths ttt1 = mul{In.position, wup); o I- ol— = a j —
floaty ttt2 = In.texCoord; ) ( ) L T <:::)
Out.position = ttt1;
ut.texCoord = H
return Out;
b
floats p{vZ2f In) - COLOR
{
floath 0Out;
float? tttd = In.texCoord.xy;
[FToa = tex exturelap ampler, H
Out = ttth;
“return Ouf;
H
technique Complete
{
pass F L]
{ Spirit of Flame
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* == L — ()
<input title="2YE" enun="0"=>
<node text="2|%|" nodetvpe="output” id="1" format="floatd" shadertype="vs"></node>

<node text="UY" nodetype="output” id="2" format="float2" shadertvpe="ve"></node>
Znode text="HORMAL" nodetvpe="output” id="3" farmat="float3" shadertvpe="vs"></nodex>

<shader
<header:>
floatd=d wep - WorldYiewProjection;
</header>
<vertexinput>
floatd position - POSITION;
floatd normal - NORMAL;
float? texCoord - TEXCOORDO;
<Mvertexinputs
yertexcodes
floatd X1
float3d %3
float? X2
</ vertexcodes
</shader>
</ input>

mul {ln.position, wvp):
mulln.normal, wep):
In.texCoord:
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<texture title="" AU ">
<texture filter="TGA(*.tga)|+.tga|DDS(+ dds)|+.dds" tvpe="filename” text="AHH" /=
<node text="N" nodetvpe="input” id="1" farmat="{loat2" shadertype="vs"></nodex=
<node text="Z3" nodetype="output” id="2" farmat="floatd" shadertvpe="ps"></node=
<shaderz
<headerz>
texture ¥id_texture;

gamplerZD ¥id_textureSampler = sampler_state
Texture = &lf:&id_texture&at;;

</headarz=
<piwelinput=
float? texCoord - TEXCOORDO:
</pivelinput>
<wertexscodes
Out  texCoord = %1:
</vertexcodes
<pixelcodes
floatd ¥ideolaor = texlDi%id_textureSanpler, In.texCoord.xw);
floatd %2 = Xidcolor;
</pixelcodes
</shader>
<Sftextures
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| | (-
==c4 L. C N
* == T — I )
<gutput title="Z3" enun="0" endpoint="1">
snode text="2| %" nodetype="input” id="1" format="floatd" shadertvpe="vs">< node>
<node text="Z2}" nodetype="input” id="2" format="floatd" shadertvpe="ps"></node>

<shaderz>
<pixelinputs>
floatd position - POSITION:
</pixel inputs
<yertexcodes
Out.position = %1:
</ vertexcodes
Zpixelcodes
Out = %2
</pixelcodes
</shader>
<foutput>
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floatdsd wep | WorldViewProjection:

texture textured] _texture:

samplerZD texturedl textureSampler = sampler_state
Texrture = <textured] texture>

struct a2y

flogtd position © POSITION,
floatZ texCoord © TEXCOORDO

b
struct v2f
floatd position : POSITION:
floatZ texCoord © TEXCOORDO
¥

vt via2v In)

i v2f Out = (w20
flaatd input221 = mul(ln, pasition, wepk
float? input222 = IntexCoord:
OuttexCoord = input222
Qut.position = input221;

return COut

t
f{IDatél piy2f In)  COLOR
floatd Out

floatd texturedl color = tex20(textured] textureSampler, IntexCoord.xy)
floatd textured! 2 = textured color

Out = textured1 2

return COut

h
t{ec:hnique Complete
{pass sheep

VertexShader = compile vs_1_1 v
PixelShader = compile ps_2_0 p()

ol
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nJHel =28 (RGB,RGBA, R, G, B)
HIO|E| IHAE
O

Mek JbsE e L E
HEITHA
NIOIH =& =t
QEHE —HEZIE - HOIG
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J|Et

o MASHEXIIEY 3ds MAX Ol A import

« http://sparks.discreet.com/knowledgebase/techdocs/searchable/techd
oc_DXMaterialFormat/DxMaterial _Effect format.htm

texture Tex0

<

| = [l e Parameters |

string name = "tiger.bmp";
string UIName = "Base Texture"; Base Texture. .. .. H:'\-.Edsma:-:E"-.Maps'\tiger.bmp |

string UIType = “bitmap”; EightEirechiomes s i e IDefauIt Light =
>i 5 e D e e -

// light direction (view space)

float3 LightDir : Direction < [ lovmbiem b e Pt P e -
strj_ng UIName = "Lj_ght Direction"; GlowiThicknessse v s e e e ||:||:|15 ﬂ
string Object = "TargetLight";

> = {-0.577, -0.577, 0.577};

// glow parameters

floatd GlowColor <
string UIName = "Glow Ceclor"™;
string UIType = "MaxSwatch";
> = floatd (0.5€£, 0.2f£, 0.2f£, 1.0f) ;

floatd GZ!_chmbient < | Sp i Tr j_ t O f F 1 allie
string UIName = "Glow Ambient"; 30 RaalTime Gr‘m.him P‘mg‘ S.'udy

string UIType = "ColorSwatch";

> = float4(0.2f, 0.2f, 0.0f, 0.0f); ',M



http://sparks.discreet.com/knowledgebase/techdocs/searchable/techdoc_DXMaterialFormat/DxMaterial_Effect_format.htm
http://sparks.discreet.com/knowledgebase/techdocs/searchable/techdoc_DXMaterialFormat/DxMaterial_Effect_format.htm

J|Et

e HLSLYI HA HE 0]l &
segmantics, annontation

« NIOIH =7

e Ct2=9 technique (DX} dIHE S)
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