Tutorial 11: Alpha Channel Transparency

by Victor Saar

Content

This is another nice tutoria about alpha blending. It covers alpha blending with the alpha
channel of a texture loaded from a bitmap. We just load a texture, which includes an alpha
channel, after we have enabled alpha blending. We use the same texture as in the last tutorial, but
this time we have the apha channel included. On the image below you can see the alpha channel
of this texture.

capplication.cpp

Enabling alpha blending is the same like in the last turorial. For more information take a look at
it or tutorial 7. The following code enables everything we need.

/] al pha bl endi ng enabl ed

m _pDi r ect 3DDevi ce- >Set Render St at e( D3DRS_ALPHABLENDENABLE, t r ue) ;

/] source bl end factor

m _pDi r ect 3DDevi ce- >Set Render St at e( DSDRS_SRCBLEND, D3DBLEND_ SRCALPHA) ;
//destination blend factor

m _pDi r ect 3DDevi ce- >Set Render St at e( D3DRS_DESTBLEND, D3DBLEND _| NVSRCALPHA) ;

[/ al pha fromtexture
m _pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 0, D3DTSS_ALPHAARGL, D3DTA_TEXTURE) ;

main.cpp

This file isn't much changed. The most interesting change is done in the loading function of the
texture. Again we use D3DXCr eat eText ur eFr onFi | eExA() . We only change two parameters. The
first is the file name, which is now I eaf . png. The second is the color key value. We set this
parameter to o, which deactivates the color key and automatically creates the alpha channel from
thefile.

D3DXCr eat eText ur eFr onFi | eEXA( g_App. Get Devi ce(), //device

"l eaf . png", [/file nane
D3DX_DEFAULT, /1w dth
D3DX_DEFAULT, /I hei ght
D3DX_DEFAULT, [Imp levels

NULL, [ usage
D3DFMI_UNKNOWN, //texture col or format
D3DPOOL_ MANAGED, /I menory cl ass
D3DX_DEFAULT, [/filter
D3DX_DEFAULT, [Imp filter

0, /1 no col or key (NEW
NULL, /'l source info

NULL, [lpallette

&plLeaf Texture); //texture object

That's all we have to do to use alpha channel transparency.
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