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BOOL ParseXFile(char *Filename)

{

IDirectXFile *pDXFile = NULL;

IDirectXFileEnumObject *pDXEnum = NULL;

IDirectXFileData *pDXData = NULL;

// Create the .X file object

if(FAILED(DirectXFileCreate(&pDXFile)))

return FALSE;

// Register the templates in use

// Use the standard retained mode templates from Direct3D

if(FAILED(pDXFi le->RegisterTemplates((LPVOID) D3DRM_XTEMPLATES, D3DRM_XTEMPLATE_BYTES))) {
pDXFile->Release();

return FALSE;

}

// Create an enumeration object

1T (FAILED(pDXFi le->CreateEnumObject((LPVOID)Filename, DXFILELOAD_FROMFILE, &pDXEnum))) {
pDXFile->Release();

return FALSE;

// Enumerate all top-level templates

whi le (SUCCEEDED(pDXEnum->GetNextDataObject(&pDXData))) {
ParseXFileData(pDXData) ;

ReleaseCOM(pDXData) ;

}

// Release objects

ReleaseCOM(pDXEnum) ;

ReleaseCOM(pDXFile);

// Return a success

return TRUE;

void ParseXFileData(IDirectXFileData *pData)

{

IDirectXFileObject *pSubObj = NULL;
IDirectXFileData *pSubData = NULL;
IDirectXFileDataReference *pDataRef = NULL;
const GUID *pType = NULL;

char *pName = NULL;

DWORD dwSize;

char *pBuffer;

// Get the template type
if(FAILED(pData->GetType(&pType)))
return;

// Get the template name (if any)
if(FAILED(pData->GetName(NULL, &dwSize)))
return;

if(dwSize) {

if((pName = new char[dwSize]) '= NULL)
pData->GetName(pName, &dwSize);

}

// Give template a default name if none found
if(pName == NULL) {

if((pName = new char[9]) == NULL)

return;

strcpy(pName, ““Template®”);

// See what the template was and deal with it

// This is where you ™ Il jump in with your own code

// Scan for embedded templates

whi le (SUCCEEDED(pData->GetNextObject(&pSubObj))) {

// Process embedded references

1T (SUCCEEDED(pSubObj->Querylnterface( 11D_IDirectXFileDataReference, (void**)&pDataRef))) {
if(SUCCEEDED(pDataRef->Resolve(&pSubData))) {

ParseXFileData(pSubData);

ReleaseCOM(pSubData) ;

}

ReleaseCOM(pDataRef);

}

// Process non-referenced embedded templates

1 F(SUCCEEDED(pSubObj->QuerylInterface( 11D_IDirectXFileData, (void**)&pSubData))) {
ParseXFileData(pSubData):



ReleaseCOM(pSubData) ;
}
ReleaseCOM(pSubObj);

// Release name buffer
delete pName;

}
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void *ID3DXBuffer::GetBufferPointer();
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DWORD 1D3DXBuffer: :GetBufferSize()
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HRESULT D3DXCreateBuffer(

DWORD NumBytes, //%4&zh X KK/~

1D3DXBuffer **ppvBuffer); //1D3DXBuffersi %kt
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ID3DXBuffer *pBuffer;
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1T(SUCCEEDED(D3DXCreateBuffer (1024, &pBuffer)))

{

/7 RIAIGE K fREE

char *pPtr = pBuffer->GetBufferPoint();
/1 FEEGIX

memset(pPtr, 0, pBuffer->GetBufferSize());
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pBuffer->Release();

}
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HRESULT D3DXLoadMeshFromX(

LPCTSTR pFilename, //BE%E4 (ks L4 7K

DWORD Options, //3# 7=, MG 4

LPDIRECT3DDEVICE9 pD3DDevice, //WistE X4 %

LPD3DXBUFFER * ppAdjacency, //MHTA7iiiikek g X 4%

LPD3DXBUFFER * ppMaterials, //H]F15h4 5 if1 8% i X ot %

LPD3DXBUFFER * ppEffectinstances, //H TAE80c TH 325 M X

DWORD * pNumMaterials, //#1 54k

LPD3DXMESH * ppMesh /71 Z6 ) ID3DXMeshst %
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ID3DXBuffer *pD3DXMaterials;

DWORD g_dwNumMaterials;

1D3DXMesh *g_pD3DXMesh;

1f(FAILED(D3DXLoadMeshFromX(““mesh.x””, D3DXMESH_SYSTEMMEM, g_pD3DDevice, NULL, &pD3DXMaterials,
&g_dwNumMaterials,

&g_pD3DXMesh)))

{
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D3DXMATERIAL *pMaterials = NULL;

D3DMATERIAL8 *g_pMaterialList = NULL;

IDirect3DTexture8 **g_pTextureList;
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pMaterials = (D3DXMATERIAL*)pD3DXMaterials->GetBufferPointer();
if(pMaterials != NULL) {
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g_pMaterialList = new D3DMATERIAL8[dwNumMaterials];
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g_pTextureList = new IDirect3DTexture8[dwNumMaterials];
11 SR AT

for(DWORD i=0;ig_pMaterialList[i] = pMaterials[i]-MatD3D;
/1 BEER R R, DLyE i BROGAE E
g_pMaterialList[i].Ambient = g_pMaterialList[i].Diffuse;
11 A7 BB BT



if(FAILED(D3DXCreateTextureFromFileA(g_pD3DDevice, g_pMaterials[i]->pTextureFilename, &g_pTextureList[i])))

g_pTextureList[i] = NULL;

}

1R RGP X
pD3DXMaterials->Release();

} else {

TR BRI, 3BT ERA IR
_dwNumMaterials = 1;
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g_pMaterialList = new D3DMATERIAL8[1];
g_pMaterialList[1].Diffuse.r = 1.0f;
g_pMaterialList[i].Diffuse.g = 1.0F;
g_pMaterialList[i].Diffuse.b = 1.0F;
g_pMaterialList[1].Diffuse.a = 1.0f;

g_pMaterialList[i].Ambient = g_pMaterialList[i].Diffuse;
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g_pTextureList = new IDirect3DTexture8[1];
g_pTextureList[0] = NULL;

}
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