Yy ¢ sl Ldle Jullail) A3t ) JAsai16

drai kS Ledaini g (Notepad) 3 S4all Jie zeali gy (paa <Dl Ciian Gl
& 7 s 4) D3DXCompileShaderFromFile @il addiud a3 ¢(ASCI 30 2) daale
WA dan 55 Jal e (16.2.2 53

Ak 5 a5 HISE dxl @ gSall s (U Dol gyl Jlae 5 55 deaieS
S8l a8l A Baga ga JalSI g g il i) Transform.txt 4en) (ol Cala
48 ghian oladiuly Gladi gy )l ity Jlaall 138 58 (Transform () sie s
(B0 Ol Gl U sl 5l S e gy WS Lyl 5 sl (g A8 e

gla s uly cpra sl dal e Gessy Jlae JED 138 andiiy '
Bzl GY oY) JUad) 13 4 st O g i e s Gl
el Gy dapa ae Gl b A LD W a0ld) Jeadl

.HLSL

// File: transform.txt
// Desc: Vertex shader that transforms a vertex by the view and
// projection transformation, and sets the vertex color to blue.

//
// Globals
//

// Global variable to store a combined view and projection
// transformation matrix. We initialize this variable

// from the application.

matrix ViewProjMatrix;

// Initialize a global blue color vector.
vector Blue = {0.0Ff, 0.0f, 1.0F, 1.0Ff};

//
// Structures
//

// Input structure describes the vertex that is input
// into the shader. Here the input vertex contains
// a position component only.

struct VS_INPUT

{
vector position : POSITION;



