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{

float4 diffuse = tex2D0.Sample(mipmapSampler,

in.Tex0);

float ndotl = dot(in.Normal, vLightVector.xyz);

return ndotl * vLightColor * diffuse;

}
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if(dev->CheckDeviceFormat(Adapter, D3SDDEVTYPE_HAL, AdapterFormat, 0,
D3DRTYPE_SURFACE, (D3DFORMAT MAKEFOURCC(N','V'/D" ,'B')) == S_OK)
{
MessageBox(NULL, _T("Device/driver does not support depth bounds

test!"), _T("ERROR"), MB_OK|MB_SETFOREGROUND|MB_TOP  MOST);
return E_FAIL;
}
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float zMin,zMax;

zMin = .25f;

zMax = .75f;

dev->SetRenderState(D3DRS_ADAPTIVETESS_X,MAKEFOURCC ('N','V','D','B");

dev->SetRenderState(D3DRS_ADAPTIVETESS_Z,*(DWORD*)&  zMin);
dev->SetRenderState(D3DRS_ADAPTIVETESS_W,*(DWORD*)& zMax);
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dev->SetRenderState(D3DRS_ADAPTIVETESS_X,0);
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m_zFormat = D3DFMT_D24X8;
m_colorFormat = D3DFMT_A8R8G8BS;

m_nullFormat = (D3DFORMAT)MAKEFOURCC('N','U",'L",' L);
/I Check for hardware shadowmap support
if(FAILED(CheckResourceFormatSupport(m_pd3dDevice, m_zFormat,
D3DRTYPE_TEXTURE, D3DUSAGE_DEPTHSTENCIL)))
{

MessageBox(NULL, _T("Device/driver does not suppo rt hardware shadow

maps!"), _T("ERROR"), MB_OK|MB_SETFOREGROUND|MB_TOP MOST);
return E_FAIL;

}
/I Check for NULL render target support

if(FAILED(CheckResourceFormatSupport(m_pd3dDevice, m_nullFormat,
D3DRTYPE_SURFACE, D3DUSAGE_RENDERTARGET)))
{

MessageBox(NULL, _T("Device/driver does not suppo rt hardware shadow

maps with NULL colorbuffers!"), _T("ERROR"),
MB_OK|MB_SETFOREGROUND|MB_TOPMOST);

return E_FAIL;

}

if(FAILED(m_pd3dDevice->CreateRenderTarget ( TEXDEP TH_WIDTH,
TEXDEPTH_HEIGHT, m_nullFormat, D3SDMULTISAMPLE_NONE, (DWORD)0, FALSE,
&m_pSMColorSurface, NULL)))

return E_FAIL;
m_pSMColorTexture = NULL;
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A ! * (D3DFORMAT)MAKEFOURCC(I',N', T",Z’)

m_pd3dDevice->CreateTexture(TEXDEPTH_WIDTH, TEXDEPT H_HEIGHT, 1,
D3DUSAGE_DEPTHSTENCIL, (D3DFORMAT)MAKEFOURCC(I''N",'T",'Z"),
D3DPOOL_DEFAULT, &m_pSMZTexture, NULL)
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float z = dot(tex2D(RawZSampler, tcoord).arg,
float3(0.996093809371817670572857294849,
0.0038909914428586627756752238080039,

1.5199185323666651467481343000015e-5));
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float3 rawval = floor( 255.0 * tex2D(RawZSampler, t coord).arg +
0.5);
float z = dot( rawval, float3(0.9960938093718176705 72857294849,

0.0038909914428586627756752238080039,
1.5199185323666651467481343000015e-5) / 255.0);
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You can expect even more functionality in the fatas GLEXxpert's
feature list grows with driver advances.
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