Tutorial 12: Single Pass Multitexturing

by Victor Saar

Content

With DirectX 6.1 Microsoft introduced multitexturing, also known as texture blending, to his
API. Direct3D supports the blending of up to eight textures on a primitive in a single pass
through the use of texture stages. Y ou can apply one texture to all of these stages. Each texture
stage takes two arguments and performs a blending operation between them, both defined by the
application. There are several texture arguments and texture operation flags usable. For a
complete list please take alook in the SDK documentation. With the help of these arguments you
can access results of a previous texture stage, which is used to perform multitexturing. All
texture operations are possible for color and alpha values.

In this tutorial we will do something called dark mapping, sometimes also called light mapping.
We will take a base texture and modulate it with a dark map, which includes the lighting
information of the appropriate primitive.

Before we can use multitexturing we have to check how many simultaneous textures are
supported by the device. Then we set the texture arguments and texture operation flags needed to
perform multitexturing. At the end we load the two textures and simply render them.

d3ddefs.h

When we want two textures on a single primitive we also need two sets of texture coordinates, of
course. D3DFVF_TEX2 defines that we have two sets. If you want more textures just replace the
number at the end of the flag. The vertex structure now consists of two moref1 oat values for the
second texture.

// constants
#def i ne D3DFVF_CUSTOWERTEX ( DBDFVF_XYZ | D3DFVF_TEX2)

/] structures
struct D3DVERTEX

{
float fX,

float fUl, //first tex coords

float fU2, //second tex coords

s

The texture coordinates are defined in main.cpp. In this tutorial we use the same texture
coordinates for both textures, because we want to see everything of both. | will not explain that
again, because that was already handled in another tutorial.

main.cpp

At the beginning we need two pointers to the texture objects.

/ltexture pointers
LPDI RECT3DTEXTURE9S pBaseMap = NULL, pDar kMap = NULL;
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The next step is to load the base texture and the dark map from their files. Thisis simply done with
the Direct3DX library functions.

/11 oad base texture

D3DXCr eat eText ur eFr onFi | eA(g_App. Get Devi ce(), "texture. png", &BaseMap) ;
/11 oad dark nmap

D3DXCr eat eText ur eFr onFi | eA(g_App. Get Devi ce(), "dar kmap. png", &Dar kMap) ;

The render part is nearly unchanged. The only new thing is that we apply two textures to the first
and second texture stage. With help of the texture stage states Direct3D will perform all texture
operations between these two textures.

g_App. Get Devi ce() - >Set Text ure(0, pBaseMap); //set base texture (NEW
g_App. Get Devi ce() - >Set Text ure(1, pDarkMap); //set dark map (NEW
g_App. Get Devi ce() - >Set St r eanSour ce( 0, pQuadVB, si zeof ( D3DVERTEX) ) ;
g_App. Get Devi ce()->DrawPrim ti ve(D3DPT_TRI ANGLESTRI P, 0, 2) ;

capplication.cpp

This file consists of the most important part. In 1 nitscene() we first define the render states. We
deactivate lighting, because al lighting information are now stored in the dark map.

m _pDi r ect 3DDevi ce- >Set Render St at e( D3DRS_AMBI ENT, RGB( 255, 255, 255) ) ;
m_pDi r ect 3DDevi ce- >Set Render St at e( D3DRS_LI GHTI NG, f al se) ;

m _pDi r ect 3DDevi ce- >Set Render St at e( D3DRS_CULLMODE, D3DCULL_NONE) ;

m pDi r ect 3DDevi ce- >Set Render St at e( DBDRS_ZENABLE, D3DZB_TRUE) ;

The following texture stage states define that the first argument is the texture and that the texture
operation is only selecting argument one. This means that the result of this texture stage is only the
texture itself.

/larg 1 is texture (NEW

m pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 0, D3DTSS_COLORARGL, D3DTA_TEXTURE) ;
/lselect arg 1 (NEW

m _pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 0, D3DTSS_COLCOROP, D3DTOP_SEL ECTARGL) ;

Now comes the multitexturing part. The first argument of the second texture stage is again the
texture itself. The second is b3DTA_CURRENT, which defines that argument two is the result of the last
texture stage. Direct3D now takes the first and the second texture and performs the texture
operation we define now. We set the operation to D3DTOP_MODULATE, SO that the arguments are
multiplied.

[larg 1 is texture (NEW

m _pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 1, D3DTSS_COLORARGL, D3DTA_TEXTURE) ;
/larg 2 is |ast stage (NEW

m _pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 1, D3DTSS_COLORARG2, D3DTA_CURRENT) ;
[/multiply argunents (NEW

m _pDi r ect 3DDevi ce- >Set Text ur eSt ageSt at e( 1, D3DTSS_COLOROP, D3DTOP_MODULATE) ;

At the end we check the device capabilities in the application function checkDevi ceCaps() . If the
number of simultaneous textures is not more than one we have to quit.

i f(!(m.DeviceCaps. MaxSi mul t aneousTextures > 1)) //nunber of textures

MessageBox( m hW ndow,
"single pass nultitexturing not supported!",
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" CheckDevi ceCaps()",
MB_CK) ;
m _bRunni ngD3D = f al se;

For devices that don't support single pass multitexturing there is a method called multi pass
multitexturing. Thiswill be explained in the next tutorial.
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