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<p>IE WINT0,VS2017. X —EiRER, MIKESFIFILIEEFTHmFIZITA, miniEngine 7]
EETEMIE-&gt; WEEFENAY SDK A (ERRLEGRSERER) </p>
<p>dx12 Efiti<br> <a href="https://link.hacpai. com/forward7goto http%3A%2F%2Fwww.ras
ertek.com%2Ftutdx12.html" target="_blank" rel="nofollow ugc">http://www.rastertek.com/tu
dx12.html</a> <br> EMEI<br> <a href="https://link.hacpai.com/forward?goto=https%3A%
F%2Fmsdn.microsoft.com%2Fen-us%2Flibrary%2Fwindows%2Fdesktop%2Fdn899121%28v%
Dvs.85%29.aspx" target="_blank" rel="nofollow ugc">https://msdn.microsoft.com/en-us/libra
y/windows/desktop/dn899121(v=vs.85).aspx</a></p>
<h2 id="Working-samples">Working samples</h2>
<p>#ilF<br> Working samples (in the form of Visual Studio 2015 projects) can be download
d from <a href="https://link.hacpai.com/forward?goto=https%3A%2F%2Fgithub.com%2FMic
osoft%2FDirectX-Graphics-Samples" target="_blank" rel="nofollow ugc">GitHub/Microsoft/D
rectX-Graphics-Samples</a>.</p>
<p>DX12 @A E-K<br> Intel(R) HD Graphics 4600<br> NVIDIA GeForce GTX 960M <br> Mic
osoft Basic Render Driver</p>
<p>1B4FHIRE/N D3D _FEATURE LEVEL 11 0</p>
<p>HRESULT hr = CreateDXGIFactory( uuidof(IDXGIFactory4), (void**)&amp;factory);<br> in
i = 0;<br> IDXGIAdapter * pAdapter <br> std::vector &It;IDXGIAdapter*&gt; vAdapters;<br>
while (factory-&gt;EnumAdapters(i, &amp;pAdapter) != DXGI_ERROR_NOT FOUND)<br> {<b
> //hr = D3D12CreateDevice(pAdapter, feature level, uwdof(ID3D12DeV|ce) (void**)&amp;
pDevice); <br> //if (SUCCEEDED(hr))<br> // break;<br> pAdapter-&gt;GetDesc(&amp;adapte
Desc);<br> wcstombs_s(&amp;stringLength, (char*)videoCardDes, 128, adapterDesc.Descripti
n, 128);<br> vAdapters.push_back(pAdapter);<br> ++i;<br> }</p>
<p><a href="https://link.hacpai.com/forward?goto=http%3A%2F%ZFWWW.rastertek.com%ZF
target="_blank" rel="nofollow ugc' >http //www.rastertek.com/</a> <br> X/ Mg E 3 &5 DX
2 WERRES TR, Biiles, S, PR NS REHEMETIXAKNK, AIMENEE
UFRBEHET T <br> REE dx12 #£ Git ERIBIFFT. </p>
<p>MIF, REGTIFHERT, <br> FJFHHER ModelViewer VS15.sIn B96I1F, iE1TERIAEIEFHI, 7
J‘E)\D%B}ET#SR br> <img src="https://static.hacpai.com/images/img-loading.svg" alt="1%
5" data-src="http://www.idevgame.com/images/article/minigraph1.png"></p>
<p> NAZ2—1\7%&= <br> CREATE_APPLICATION( ModelViewer )</p>
<p>E3ZE] GameCore::RunApplication( app_class(), L#app class );<br> namespace GameCore
BENTIXN2FREEL RunApplication <br> X ERERIAN 75 ZM= a0, (A 7 EOSE
@7%%?@%, EIRERS, WIRNSISEREE, EANG3 SRR E R —
o <br> RIXMEREBINAR ¢ IESHY int wmain(int arge, wehar_t** argv), {EiFREBEEZAE
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Z¥alE, </p>
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<p>f£ GameCore::RunApplication BE TARFLAZREFEX BRI <br> ERIE=E O
T <br> InitializeApplication(app); <br> X A9 <br> void InitializeApplication( IGameApp&amp
game )<br> {<br> Graphics:Initialize(); <br> SystemTime::Initialize(); <br> Gamelnput:Initiali
e();<br> EngineTuning:Initialize();</p>
<pre><code class="highlight-chroma">game.Startup();
</code></pre>
<p>}<br> X4 game 2, BE ModelViewer B9—1\ 5 </p>
<p>5zg|3§3\gz§$u<br> <a href="https://link.hacpai.com/forward?goto=http%3A%2F%2Fwww.
astertek.com" target="_blank" rel="nofollow ugc">www.rastertek.com</a> <br> #HARIEA

, BN, MAGIE, AT, REREA, 3IEEMIEE < br> Graphics:Initiali
e(:7EXE, <br> QT dx12 &% <br> (BHT—ANT BEEANEE, I8 7 HREHEIE
</p>
<p>SIZE_T MaxSize = 0;</p>
<p>for (uint32_t Idx = 0; DXGI_ERROR _NOT FOUND != dxgiFactory-&gt;EnumAdapters1(ldx,
&amp;pAdapter); ++ldx)<br> {<br> DXGI ADAPTER DESC1 desc;<br> pAdapter-&gt;GetDes
1(&amp;desc); <br> if (desc.Flags &amp; DXGlI ADAPTER FLAG_SOFTWARE)<br> continue;</
>
<pre> <code class="highlight-chroma">if (desc.DedicatedVideoMemory &gt; MaxSize &amp
&amp; SUCCEEDED(D3D12CreateDevice(pAdapter.Get(), D3D_FEATURE_LEVEL 11 0, MY IID_
PV_ARGS(&amp;pDevice))))
{

pAdapter-&gt;GetDesc1(&amp;desc);

Utility::Printf(L"D3D12-capable hardware found: %s (%u MB)\n", desc.Description, desc.Ded
catedVideoMemory &gt;&gt; 20);

MaxSize = desc.DedicatedVideoMemory;
}
</code> </pre>
<p>}</p>
<p>if (MaxSize &gt; 0)<br> g Device = pDevice.Detach();</p>
<p>9x;=¢4§71x%57\§h R11G11B10 #] R16G16B16A16 2 iq: UAVLoadSupport &&=,

BB T NS EMRERAISE (9 bTypedUAVLoadSupport R11G11B10_FLOAT, g_
TypedUAVLoadSupport R16G16B16A16 FLOAT) . </p>
<p>D3D12 FEATURE_DATA D3D12 OPTIONS FeatureData = {};<br> if (SUCCEEDED(g_Device
&gt;CheckFeatureSupport(D3D12_FEATURE_D3D12_OPTIONS, &amp;FeatureData, sizeof(Feat
reData))))<br> {<br> if (FeatureData. TypedUAVLoadAddltlonaIFormats)<br> {<br> D3D12 F
ATURE_DATA FORMAT SUPPORT Support =<br> {<br> DXGI_FORMAT R11G11B10_FLOAT,
3D12_FORMAT SUPPORT1_NONE, D3D12 FORMAT SUPPORT2 NONE<br> };</p>
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<pre><code class="highlight-chroma"> if (SUCCEEDED(g Device-&gt;CheckFeatureSuppor
(D3D12_FEATURE_FORMAT SUPPORT, &amp;Support, sizeof(Support))) &amp;&amp;
(Support.Support2 &amp; D3D12 FORMAT SUPPORT2 UAV TYPED LOAD) != 0)

{
g bTypedUAVLoadSupport R11G11B10_FLOAT = true;

}

<p>}</p>

<p>EEBETER commandqueue, <br> g CommandManager.Create(g Device);<br> g C
mmandManager & CommandListManager 81 <br> IRiHEXEF—T <br> void CommandList
anager:Create(ID3D12Device* pDevice)<br> {<br> ASSERT(pDevice != nullptr);</p>
<pre><code class="highlight-chroma">m_Device = pDevice;

m_GraphicsQueue.Create(pDevice);
m_ComputeQueue.Create(pDevice);
m_CopyQueue.Create(pDevice);

<p>}</p>
<p>m_GraphicsQueue m ComputeQueue m_CopyQueue 2 CommandQueue, iXEEHJSCIT
—tE</p>

<p>void CommandQueue::Create(ID3D12Device* pDevice)<br> {<br> ASSERT(pDevice != nul
ptr);<br> ASSERT(!IsReady()); <br> ASSERT(m_AllocatorPool.Size() == 0);</p>

<pre><code class="highlight-chroma">D3D12 COMMAND QUEUE _DESC QueueDesc = {};
QueueDesc.Type = m_Type;

QueueDesc.NodeMask = 1;

pDevice-&gt;CreateCommandQueue(&amp;QueueDesc, MY _IID_PPV_ARGS(&amp;m_Comm
ndQueue));
m_CommandQueue-&gt;SetName(L"CommandListManager:m_CommandQueue");

ASSERT _SUCCEEDED(pDevice-not found render function for node [type=NodeHTMLEntity, To
ens=>]not found render function for node [type=NodeHTMLEntity, Tokens=>]Create

ence(0, D3D12_FENCE_FLAG_NONE, MY _IID_PPV_ARGS(not found render function for node [t
pe=NodeHTMLEntity, Tokens=&]not found render function for node [type=NodeHTMLEntity,
Tokens=&]m_pFence)));

m_pFence-not found render function for node [type=NodeHTMLEntity, Tokens=>]
ot found render function for node [type=NodeHTMLEntity, Tokens=>]SetName(L"CommandL
stManager:m_pFence");

m_pFence-not found render function for node [type=NodeHTMLEntity, Tokens=>]

ot found render function for node [type=NodeHTMLEntity, Tokens=>]Signal((uint64_t)m _Typ
not found render function for node [type=NodeHTMLEntity, Tokens=<]not found render fu
ction for node [type=NodeHTMLEntity, Tokens=<]not found render function for node [type
NodeHTMLEntity, Tokens=<]not found render function for node [type=NodeHTMLEntity, Tok
ns=<] 56);
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m_FenceEventHandle = CreateEvent(nullptr, false, false, nullptr);
ASSERT(m_FenceEventHandle != INVALID_HANDLE_VALUE);

m_AllocatorPool.Create(pDevice);

ASSERT(IsReady());

</code> </pre>
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<p>}</p>
<p>XMNERIZEXT dx12 commandqueue BIEFTERIE, #ZORLE[ER pDevice-&gt;,CreateComma
dQueue(&amp;QueueDesc, MY _IID PPV_ARGS(&amp;m_CommandQueue));<br> 2AFEIE T f
nce,fence event<br> m AllocatorPool. Create(pDewce),,\E}E*Eﬁmi'ﬁiﬁﬁt pDevice,
4~ m_AllocatorPool t22%} commandAllocator Bg—/NtEAdETEE ftpkREA std:vector&lt;ID3D1
CommandAllocator*&gt; m_AllocatorPool;<br> jX&B52 7, IREIHEAE FHEAY Graphics:Initialize
)i</p>
<p>7E g CommandManager.Create(g_Device),Zfg<br> B</p>
<p>DXGI SWAP_CHAIN DESC1 swapChainDesc = {};<br> swapChainDesc.Width = g Displa
Width; <br> swapChainDesc.Height = g DisplayHeight;<br> swapChainDesc.Format = SwapC
ainFormat; <br> swapChainDesc.Scaling = DXGI_SCALING_NONE; <br> swapChainDesc.Sampl
Desc.Quality = 0;<br> swapChainDesc.SampleDesc.Count = 1;<br> swapChainDesc.BufferUs
ge = DXGI_USAGE_RENDER TARGET OUTPUT;<br> swapChalnDesc BufferCount = SWAP_CH
IN_BUFFER_COUNT;<br> swapChainDesc.Flags = DXGI_ SWAP_CHAIN FLAG ALLOW_MODE _
WITCH; <br> swapChainDesc.SwapEffect = DXGI_SWAP_EFFECT FLIP_ SEQUENTIAL;</p>
<p>#if WINAPI FAMILY PARTITION(WINAPI PARTITION DESKTOP) // Win32<br> ASSERT S
CCEEDED(dxgiFactory-&gt;CreateSwapChainForHwnd(g_CommandManager.GetCommandQu
ue(), GameCore::g hWnd, &amp;swapChainDesc, nullptr, nullptr, &amp;s_SwapChain1));</p>
<p>BIE T — P RIEFEREER, AEEEIX MR (swapChainDesc)8l# 7 —Maz#éi:, g_Comman
Manager.GetCommandQueue()iREIFNZMEMARE, m_GraphicsQueue iR CommandQueue,
IR ORIEETAE s_SwapChainl1 E<br> FTEHBEIHZNBABEER, BhEE</p>
<p>#if CONDITIONALLY ENABLE HDR OUTPUT &amp;&amp; defined(NTDDI WIN10 _RS2)
amp;&amp; (NTDDI_VERSION &gt;= NTDDI_WIN10_RS2)<br> {<br> IDXGISwapChain4* swa
Chain = (IDXGISwapChain4*)s SwapChain1;<br> ComPtr output;<br> ComPtr output6;<br>
XGI_OUTPUT DESC1 outputDesc;<br> UINT colorSpaceSupport;</p>
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<pre> <code class="highlight-chroma">// Query support for ST.2084 on the display and set t
e color space accordingly
if (SUCCEEDED(swapChain-&gt;GetContainingOutput(&amp;output)) &amp;&amp;
SUCCEEDED(output.As(&amp;output6)) &amp;&amp;
SUCCEEDED(output6-&gt;GetDesc1(&amp;outputDesc)) &amp;&amp;
outputDesc.ColorSpace == DXGI_COLOR SPACE RGB FULL G2084 NONE P2020 &amp;&
mp;
SUCCEEDED(swapChain-&gt;CheckColorSpaceSupport(DXGlI_COLOR SPACE RGB FULL G2
84 NONE_P2020, &amp;colorSpaceSupport)) &amp;&amp;
(colorSpaceSupport &amp; DXGI_ SWAP_CHAIN_COLOR SPACE SUPPORT _FLAG PRESENT)
&amp;&amp;
SUCCEEDED(swapChain-&gt;SetColorSpace1(DXGI_COLOR SPACE_RGB FULL G2084 NON
_P2020)))
{

g_bEnableHDROutput = true;
}
</code> </pre>
<p>}<br> #endif<br> BEEERERE AT ST.2048 FHRERMENEEEN. </p>
<p>EEF <br> for (uint32_ti = 0; i &lt; SWAP_CHAIN_BUFFER COUNT; ++i)<br> {<br> Co
Ptr DisplayPlane;<br> ASSERT SUCCEEDED(s_SwapChain1-&gt;GetBuffer(i, MY_[ID_PPV_ARGS
&amp,DlspIayPIane))) <br> g DisplayPlane[i].CreateFromSwapChain(L"Primary SwapChain Buf

, DisplayPlane.Detach());<br> }</p>

<p>C*E‘ ﬁ%ﬁ]@&‘}ﬁ%ﬁﬁﬁﬁE’\Jﬁiﬁl«‘,{&@ﬂﬁ’\] RenderTargetView, —Naiadk OIS RTV
IERXMIRARE REIERN. <br> XHEE F GetBuffer ZR/UURERIS ﬁ“zEI’JF“ 5 (EXEHR )
) ID3D1 2Resource 185HRE, BEEAFAIE— ID3D12Resource AR RTV X5 <br> X4 R
V g5 2i@id <br> g _DisplayPlane[i].CreateFromSwapChain(L"Primary SwapChain Buffer", Disp
ayPlane.Detach())8ll&#J<br> g DisplayPlane 2— ColorBuffer #{{H<br> IR#HEE—T</p>
<p>void ColorBuffer::CreateFromSwapChain( const std::wstring&amp; Name, ID3D12Resourc
* BaseResource )<br> {<br> AssociateWithResource(Graphics::g Device, Name, BaseResource
D3D12 RESOURCE_STATE PRESENT);</p>
<script async src="https://pagead2.googlesyndication.com/pagead/js/adsbygoogle.js" > </scr
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<pre><code class="highlight-chroma">//m_UAVHandle[0] = Graphics::AllocateDescriptor(D
D12 _DESCRIPTOR HEAP TYPE CBV SRV _UAV);
//Graphics::g_Device-&gt;CreateUnorderedAccessView(m pResource.Get(), nullptr, nullptr, m
UAVHandle[0]);

m_RTVHandle = Graphics::AllocateDescriptor(D3D12_DESCRIPTOR HEAP_TYPE_RTV);

Graphics::g_Device-not found render function for node [type=NodeHTMLEntity, Tokens=>]
ot found render function for node [type=NodeHTMLEntity, Tokens=>]CreateRenderTargetVi
w(m_pResource.Get(), nullptr, m_RTVHandle);

</code></pre>
<p>}</p>

<p>HiR# <br> AssociateWithResource(Graphics::g Device, Name, BaseResource, D3D12_RE
OURCE_STATE_PRESENT);</p>
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<p>ColorBuffer #7% PixelBuffer, BiEZEIXE</p>

<p>void PixelBuffer:AssociateWithResource( ID3D12Device* Device, const std:wstring&amp;
Name, ID3D12Resource* Resource, D3D12 RESOURCE STATES CurrentState )<br> {<br> (Dev
ce); // Unused until we support multiple adapters</p>

<pre><code class="highlight-chroma">ASSERT(Resource != nullptr);
D3D12_RESOURCE_DESC ResourceDesc = Resource-&gt;GetDesc();

m_pResource.Attach(Resource);
m_UsageState = CurrentState;

m_Width = (uint32_t)ResourceDesc.Width; // We don't care about large virtual textures y
t

m_Height = ResourceDesc.Height;
m_ArraySize = ResourceDesc.DepthOrArraySize;
m_Format = ResourceDesc.Format;

</code> </pre>

<p>#ifndef RELEASE<br> m_pResource-&gt;SetName(Name.c_str()); <br> #else<br> (Name)
<br> #endif<br> }</p>
<p>IXPMERERZEA ID312DResources 185HREN 7 RiRfEiA GetDesc(), AEEXLHEAREME:
ETECHRE <br> Bkt AssociateWithResource FRE{IR[E]<br> void ColorBuffer::CreateFro
SwapChain( const std::wstring&amp; Name, ID3D12Resource* BaseResource )<br> {<br> Ass
ciateWithResource(Graphics::g_Device, Name, BaseResource, D3D12_RESOURCE_STATE_PRES
NT).//BkititEtE</p>
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<pre><code class="highlight-chroma">//m_UAVHandle[0] = Graphics::AllocateDescriptor(D
D12 _DESCRIPTOR HEAP TYPE CBV SRV _UAV);
//Graphics:g_Device-&gt;CreateUnorderedAccessView(m_pResource.Get(), nullptr, nullptr, m
UAVHandIe[O]);

/EIXE
m RTVHandle = Graphics::AllocateDescriptor(D3D12 _DESCRIPTOR HEAP TYPE RTV);
Graphics::g_Device-&gt;CreateRenderTargetView(m pResource.Get(), nullptr, m_RTVHandle);
</code> </pre>
<p>}</p>
<p>m_RTVHandle X#E2— RTV J5HA B9, <br> iRt Graphics::AllocateDescriptor(D
D12 DESCRIPTOR HEAP TYPE RTV);A&B<br> inline D3D12_CPU DESCRIPTOR HANDLE Alloc
teDescriptor( D3D12_DESCRIPTOR_HEAP TYPE Type, UINT Count = 1 )<br> {<br> return g D
scriptorAllocator[Type].Allocate(Count);<br> }<br> LR FERFE2F g DescriptorAllocator[Typ
. Allocate(Count)iR[E] T —MIHR, BT g _DescriptorAllocator X <br> DescriptorAllocator g
escriptorAllocator[D3D12_DESCRIPTOR HEAP TYPE_NUM TYPES] =<br> {<br> D3D12_DESC
IPTOR_HEAP_TYPE _CBV SRV _UAV,<br> D3D12 _DESCRIPTOR HEAP TYPE SAMPLER, <br> D3
12_DESCRIPTOR HEAP TYPE RTV,<br> D3D12 _DESCRIPTOR HEAP TYPE DSV, <br> }; <br>
HYZIXE— DescriptorAllocator 3$BUg%14E, uﬁ\ g DescrlptorAIIocator HAE A RR, &
PR REBRE—><br> DescriptorAllocator 3XEIRI%R, SREIRSHERRIBLAR AR ERT ﬁ:‘ﬂlT—’\ﬂJH’J
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Z</p>
<p>iRE] Allocate EF—T<br> D3D12 CPU DESCRIPTOR HANDLE DescriptorAllocator::Alloc
te( uint32_t Count )<br> {<br> if (m_CurrentHeap == nullptr || m_RemainingFreeHandles &It
Count)<br> {<br> m_CurrentHeap = RequestNewHeap(m Type);<br> m_CurrentHandle =
CurrentHeap-&gt;GetCPUDescriptorHandleForHeapStart(); <br> m RemalnlngFreeHandles =
m_NumDescriptorsPerHeap;</p>
<script async src="https://pagead2.googlesyndication.com/pagead/js/adsbygoogle.js" > </scr
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<pre><code class="highlight-chroma"> if (m_DescriptorSize == 0)

m_DescriptorSize = Graphics::g _Device-&gt;GetDescriptorHandlelncrementSize(m_Type);

}

D3D12_CPU _DESCRIPTOR_HANDLE ret = m_CurrentHandle;
m_CurrentHandle.ptr += Count * m_DescriptorSize;
m_RemainingFreeHandles -= Count;

return ret;

<p>}</p>

<p> 2B EIE—E<br> IRE] m_CurrentHeap = RequestNewHeap(m Type);iIXE <br> £4§
m_Type BiiR g DescriptorAllocator[Type]f Type —#£xi2 D3D12 DESCRIPTOR HEAP TYPE R
V</p>

<p>ID3D12DescriptorHeap DescriptorAllocator::RequestNewHeap(D3D12 DESCRIPTOR HE
P TYPE Type)<br> {<br> std::lock guard LockGuard(sm_AllocationMutex);</p>

<pre><code class="highlight-chroma">D3D12 DESCRIPTOR HEAP DESC Desc;

Desc.Type = Type;

Desc.NumDescriptors = sm_NumDescriptorsPerHeap;//256 Mk

Desc.Flags = D3D12 DESCRIPTOR HEAP FLAG _NONE;

Desc.NodeMask = 1;

Microsoft::WRL::ComPtrnot found render function for node [type=NodeHTMLEntity, Tokens=
Inot found render function for node [type=NodeHTMLEntity, Tokens=<]ID3D12DescriptorH
apnot found render function for node [type=NodeHTMLEntity, Tokens=>]not found render
function for node [type=NodeHTMLEntity, Tokens=>] pHeap;

ASSERT_SUCCEEDED(Graphics::g_Device-not found render function for node [type=NodeHT
LEntity, Tokens=>]not found render function for node [type=NodeHTMLEntity, Tokens=>]
reateDescriptorHeap(not found render function for node [type=NodeHTMLEntity, Tokens=&]
ot found render function for node [type=NodeHTMLEntity, Tokens=&]Desc, MY_IID_PPV_AR
S(not found render function for node [type=NodeHTMLEntity, Tokens=&]not found render
unction for node [type=NodeHTMLEntity, Tokens=&]pHeap)));

sm_DescriptorHeapPool.emplace_back(pHeap);
return pHeap.Get();
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<p>}</p>
<p>EREECILATH, BRNIZ IR S LAY, XEEHMECE T —MEHAYSR, X HEHE
X35HY NumDescriptors 79 256 (sm_NumDescriptorsPerHeap = 256) <br> B,—}:J_EJ_JI<br>
g_Device-&gt;CreateDescriptorHeap(&amp;Desc, MY _IID_PPV_ARGS(&amp;pHeap);<br> £l
T— MR, <br> JRE T AIERY ID3D12DescriptorHeap iE‘-E-|-<br> m_CurrentHandle = m_Cu
rentHeap-&gt;GetCPUDescriptorHandleForHeapStart(); <br> XA E B R 2SR IR E
<br> if (m_DescriptorSize == 0)<br> m DescrlptorS|ze = Graphics::g_Device-&gt;GetDescrip
orHandIeIncrementS|ze(m _Type); <br> XN FEBISE 2 MEPIHRAVEHTEREZ D </p>
<script async src="https://pagead2.googlesyndication.com/pagead/js/adsbygoogle.js"> </scr
pt>
<I-- BERPCHTF AR -->
<ins class=" adsbygoogle style="display:block" data-ad-client="ca-pub-5357405790190342"
data-ad-slot="8316640078" data-ad-format="auto" data-full-width-responsive="true"> </in
>
<script>

(adsbygoogle = window.adsbygoogle || [1).push({});
</script>
<pre><code class="highlight-chroma">D3D12_CPU_DESCRIPTOR HANDLE ret = m_Current
andle;
m_CurrentHandle.ptr += Count * m_DescriptorSize;
m_RemainingFreeHandles -= Count;
return ret;
</code></pre>
<p> XM Count 248, HISZ/DNMIR, A ret FEREIRIOWR, IBRIOWRERHEREE
UEX. RE ret ((RFERBRIUENTDR) </p>
<p>iREFE|<br> m RTVHandle = Graphics::AllocateDescriptor(D3D12_DESCRIPTOR HEAP TY
E_RTV);<br> #£& <br> Graphics::ig_Device-&gt;CreateRenderTargetView(m_pResource.Get(),
ullptr, m_RTVHandle);<br> :XAEEEHL: BJEE—MO m_pResource (ID3D12Resource #55t
HIARNEENS, HIEXNSOMEMEE m RTVHandle BB, MLt m RTVHandle SiEIFER T— R
V X5 <br> iRERMHEE E</p>
<p>for (uint32_ti = 0; i &It; SWAP_CHAIN BUFFER COUNT; ++i)<br> {<br> ComPtr DisplayP
ane;<br> ASSERT SUCCEEDED(s_SwapChain1-&gt;GetBuffer(i, MY _IID_PPV_ARGS(&amp;Disp
ayPlane)));<br> g DisplayPlaneli].CreateFromSwapChain(L"Primary SwapChain Buffer", Displa
Plane.Detach());<br> }<br> 1EHE§—/)\1:F;, FEAIE ¥ — RTVHandler, 2AR8IET—1" RTV
MSRMEIXA RTVHandler #7, IXMBIR—HIE1T 7 3 2R (SWAP_CHAIN_BUFFER_COUNT = 3) <
P>
<p>fFF<br> KERBEFRER. <br> 78 dx12 AERFBELICH SR, MARXEIXHERR
BB, BTRBARIS, NMZFERRES </p>
<p>XBE—EnHEiA<br> <a href="https://link.hacpai.com/forward?goto=https%3A%2F%2
www.csdn.net%2Farticle%2Fa%2F2016-01-04%2F15833516" target="_blank" rel="nofollow u
c">https://www.csdn.net/article/a/2016-01-04/15833516</a> </p>
<p>RBEBERMFIRI—LERE, BRTEFRET FRIBIEE <br> <a href="https://link.h
cpai.com/forward?goto=http%3A%2F%2Fblog.csdn.net%2Fxbinworld%2Farticle%2Fdetails%2
76408595" target="_blank" rel="nofollow ugc">XUEHER Bitonic Sort</a></p>
<p>—LLEiF<br> <a href="https;//link hacpai.com/forward?goto=http%3A%2F%2Fwww.gef
rce.cn%2Fwhats-new%2Fguides%2Fambient-occlusion%231" target="_blank" rel="nofollow

gc">IMEFN R </a> < /p>
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