MMEffect reference – TRANSLATED by Google Translate

First Edition 0.1.0.0 (2010/9/18)
0.2.0.0 (2010/12/12) MME Ver0.20
• Addition OFFSCREENRENDERTARGET semantics
Addition of information that can be retrieved by CONTROLOBJECT semantics
Mitigation and constraints of the drawing order of the objects referenced by the semantics CONTROLOBJECT
• Addition EDGECOLOR semantics
- Fixed a mistake description of semantics VIEWPORTPIXELSIZE
- Fixed some Japanese
0.2.2.0 (2010/12/16) MME Ver0.22
Change and how to specify the semantics and in OFFSCREENRENDERTARGET RENDERCOLORTARGET, of Miplevels
0.2.3.0 (2010/12/20) MME Ver0.23
Semantics-added supplement CONTROLOBJECT
0.2.4.0 (2011/02/09) MME Ver0.24
• The name that can be specified in special object semantics CONTROLOBJECT add "(self)"
• Addition of semantics TEXTUREVALUE
0.2.6.0 (2010/02/21) MME Ver0.26
- Fixed the description of the command Draw = Geometry
0.2.7.0 (2011/05/22) MME Ver0.27
• Addition _INDEX semantics
- Add SubsetCount VertexCount parameters and parameter
• Adding parameters opadd
- Append to supplement TEXTUREVALUE semantics
0.2.8.0 (2012/03/26) MME Ver0.28
- Fixed some description of the semantics CONTROLOBJECT


○ Note
• In this reference, which describes the semantics and annotations MMEffect recognizes.
For a reference to the effect itself file, see below.

Effect file format http://msdn.microsoft.com/ja-jp/library/bb173005 (v = VS.85). Aspx
Reference http://msdn.microsoft.com/ja-jp/library/bb509638 of HLSL (v = VS.85). Aspx

Formulation and specification of the semantics and annotation, referred to the SAS of NVIDIA.
http://developer.nvidia.com/object/using_sas.html
It does not guarantee that the effect file for FX Composer will work, however.

**************************************************

Path 1 and Techniques

1.1 Configuration

Effect file, has a hierarchical structure, such as the following, by the techniques and passes.

/ ********************************** /
One parameter declaration
Two parameter declarations
...

one technique technique {
    pass pass 1 {
        VertexShader = ...
        PixelShader = ...
    }
    pass pass 2 {
        VertexShader = ...
        PixelShader = ...
    }
    ...
}

technique technique 2 {
    pass pass 1 {
        VertexShader = ...
        PixelShader = ...
    }
    pass pass 2 {
        VertexShader = ...
        PixelShader = ...
    }
    ...
}
/ ********************************** /

The technique consists of one or more paths.
One path corresponds to a single rendering,
If the technique is comprised of a plurality of paths,
It means that the technique that uses the multi-pass rendering.


The techniques and path, it is possible to write a set value called the annotation.
As follows, after the technique name, a path name, annotation, described as surrounded by "<" and ">".
It should be noted that differences in case are ignored in the annotation name.

/ ************************************************* ***** /
technique Tech1 <string Subset = "1-6,8";> {
    pass Pass1 <string Script = "Draw = Buffer;";> {
        ...
    }
    pass Pass2 {
        ...
    }
}
/ ************************************************* ***** /

In addition, the techniques and passes, the special annotations called script
I can be specified. This is described in § 3.


1.2 Annotation Techniques

The annotations of the technique,
To describe the condition or use that technique to draw any scene.


This condition can be specified as follows.

(Number of materials ≒ object) a subset of the object number
Subjects and drawing (plot value for Z / self shadow outline / shadow / body of the object)
Drawing flag (ON / OFF use texture, ON / OFF use sphere mapping, ON / OFF using toon rendering)

Matching condition is to be performed in the order in which they are written in the effect file,
If the conditions are multiple overlapping technique,
What has been described above is preferred over the effect file.
If a technique that matches the condition does not exist on the effect file
MMD standard shader is used.


○ Annotation

· String Subset
Specifies the number of the subset to apply that technique.
If the PMD model, which corresponds to the material of the model number.

By default annotations are a subset of all will apply.

Such as "0, 3, and 5", by enumerating the number in a comma-delimited, I can specify more than one number.
In addition, by such as "6-10", hyphenated numbers, I can specify the range.
"12" - as in, if you specify only the starting number of the range, all subsequent numbers will be considered.

String Subset = "0-6,8";: cases

· String MMDPass
Specifies the drawing target to apply the techniques.
Specify one of the following. This classification is derived from the drawing procedure of MMD.

"Object": object body (self-shadowing OFF)
Z value plots for the self-shadow: "zplot"
"Object_ss": the main object (self-shadowing ON)
(Not a simple shadow self shadow) shadow: "shadow"
"Edge": outline (PMD models only)

Is assumed to specify, "object" to the default annotation.

String MMDPass = "object";: cases

· Bool UseTexture
Specifies whether to use texture.
Technique that, when targeting only a subset using textures, specify true.
On the other hand, if you want to target only a subset that does not use a texture, specify false.

By default annotations, the presence or absence of the texture will be ignored.

Bool UseTexture = true;: cases

· Bool UseSphereMap
Specifies whether to use sphere mapping.
Technique that, when targeting only a subset that use sphere mapping, specify true.
On the other hand, if you want to target only a subset that does not use sphere mapping, specify false.

By default annotations, the presence or absence of the sphere map is ignored.

Bool UseSphereMap = false;: cases

· Bool UseToon
Specifies whether to use toon rendering.
Technique that, if you want to target (= PMD model) specifies the true object that uses the toon rendering.
Conversely, if the target (= accessory) specifies the false objects that do not use the toon rendering.

By default annotation, use the presence or absence of toon rendering is ignored.

Bool UseToon = true;: cases


○ Example
    
    / / If ON, the self-shadow to No.8 and No.0 ~ 6 subsets, is applied Tech1,
    / / To No.7 and No.9 ~ subsets, is applied Tech2.
    / / If OFF, the self-shadow is applied Tech3.

    technique Tech1 <
        string MMDPass = "object_ss";
        string Subset = "0-6,8";
    > {
        ...
    }

    technique Tech2 <
        string MMDPass = "object_ss";
        string Subset = "7,9 -";
    > {
        ...
    }

    technique Tech3 <
        string MMDPass = "object";
    > {
        ...
    }

○ supplement
Techniques are not appropriate are excluded.
http://msdn.microsoft.com/ja-jp/library/bb206324 (v = VS.85). aspx
• The technique of non-MMDPass = "object", "object_ss" is, UseTexture, UseSphereMap, UseToon will not function correctly.


**************************************************

The semantics of the two parameters and annotations

In the following, we can use an effect file for MMEffect,
Describes the semantics of the parameters and annotations.

By modifying the annotation semantics and the declaration of a parameter,
We understood that its parameters can be obtained, a variety of information required to render.


Annotation and semantics of the parameter is described as follows.

   <; Annotation type name 2 = value; annotation type name 1 = value ...> name semantics; Parameter name: type name

By semantics, may not specify the annotation.


It should be noted that differences in case are ignored and the name of the annotation name semantics.


2.1 Geometry transformation
Reference:. Http://msdn.microsoft.com/ja-jp/library/bb206269 (v = VS.85) aspx

● WORLD
● VIEW
● PROJECTION
● WORLDVIEW
● VIEWPROJECTION
● WORLDVIEWPROJECTION

Transformation matrix that is used to convert the coordinates of the vertices.

The coordinate transformation, the world transformation, view transformation, projection transformation (the projective transformation).

  Six semantics, respectively,
World transformation matrix: WORLD
Transformation matrix view: VIEW
Transformation matrix projection: PROJECTION
× transformation matrix view the world transformation matrix: WORLDVIEW
× transformation matrix projection transformation matrix view: VIEWPROJECTION
× × projection transformation matrix transformation matrix view the world transformation matrix: WORLDVIEWPROJECTION
I represent.
Type float4x4.

As "WORLDINVERSE", and adding "INVERSE" to the end of the semantics, the inverse of the matrix are obtained.
Like, "WORLDTRANSPOSE" Also, if you add the "TRANSPOSE" at the end, you transposed matrix of each matrix is ​​obtained.
To obtain the matrix transpose of the inverse matrix, adding "INVERSETRANSPOSE" at the end.


○ Annotation
· String Object (optional)
Specified in the transformation and projection transformation view, and where you want to view.
"Light" or "Camera" can be specified. Is the "Camera" is the default.

Specify the, "Camera" if you are making a coordinate transformation and perspective a normal camera.
Specify the, "Light" If you are making a coordinate transformation such as perspective and Z value plots for self-shadowing and light source.

  ○ Example
    float4x4 WorldMatrix: WORLD;
    float4x4 WorldViewProjMatrix: WORLDVIEWPROJECTION;
    float4x4 LightViewMatrix: VIEW <string Object = "Light";>;
    float4x4 WorldInvMatrix: WORLDINVERSE;
    float4x4 WorldViewProjTransMatrix: WORLDVIEWPROJECTIONTRANSPOSE;

○ supplement
-Matrix obtained when you specify "Light" The Object annotation,
Because it is conjunction with the matrix that is used to handle self-shadowing MMD,
[View (V)] - [Display self-shadowing (P)] in, OFF and turning them into a fully functional self-shadowing,
I will not be able to see the correct value.


Light and Materials 2.2
Reference:. Http://msdn.microsoft.com/ja-jp/library/bb174694 (v = VS.85) aspx

● DIFFUSE
● AMBIENT
● EMISSIVE
● SPECULAR
● SPECULARPOWER
● TOONCOLOR

Value or the color of the light, the color value of the (material) Material of 3D objects.

Six semantics, respectively,
DIFFUSE: diffuse color (light diffusion)
AMBIENT: ambient color (ambient light)
EMISSIVE: color emission (synchrotron radiation)
SPECULAR: specular color (light specular)
Specular intensity: SPECULARPOWER
Thun color: TOONCOLOR
The outline color: EDGECOLOR
I represent.

Thun color, toon rendering of PMD model in the color of the shadow (specifically, the color of the lower left corner of toon??'s. Bmp) represents.

In the float, float3 or float4 otherwise there only, "SPECULARPOWER" type.
The color is composed of four components () transparency (alpha, red, green, and blue). Alpha value is omitted if you specify the type float3.


○ Annotation
· String Object (required)
We will specify whether you want to get the color and light which, in the material of the object color.
"Geometry" or "Light" can be specified.

Specify the, "Geometry" To get the color of the object material.
Specify the, "Light" to get a light color.
The "TOONCOLOR" and "EMISSIVE" and "SPECULARPOWER", you can not specify, "Light" because there is no light colors.

  ○ Example
    float4 MaterialDiffuse: DIFFUSE <string Object = "Geometry";>;
    float3 MaterialAmbient: AMBIENT <string Object = "Geometry";>;
    float3 MaterialEmmisive: EMISSIVE <string Object = "Geometry";>;
    float3 MaterialSpecular: SPECULAR <string Object = "Geometry";>;
    float SpecularPower: SPECULARPOWER <string Object = "Geometry";>;
    float3 MaterialToon: TOONCOLOR;
    float3 EdgeColor: EDGECOLOR;
    float3 LightDiffuse: DIFFUSE <string Object = "Light";>;
    float3 LightAmbient: AMBIENT <string Object = "Light";>;
    float3 LightSpecular: SPECULAR <string Object = "Light";>;
    static float4 DiffuseColor = MaterialDiffuse * float4 (LightDiffuse, 1.0f);
    static float3 AmbientColor = MaterialAmbient * LightAmbient + MaterialEmmisive;
    static float3 SpecularColor = MaterialSpecular * LightSpecular;

○ supplement
• The value of each color, in Technique of MMDPass = "edge" or MMDPass = "zplot" can not properly obtained.


● POSITION
● DIRECTION

Light or camera position and orientation in the world space.
Type is a float4 or float3.


○ Annotation
· String Object (required)
Specify whether to obtain the coordinates of both the camera and the light.
"Light" or "Camera" can be specified.

  ○ Example
    float3 LightDirection: DIRECTION <string Object = "Light";>;
    float3 CameraPosition: POSITION <string Object = "Camera";>;

○ supplement
Wright MMD is because it is a directional light,
Position coordinates of the light will be at infinity in the direction opposite to the direction of the light.


● MATERIALTEXTURE

Texture that is set to the material.

○ Annotation
No

  ○ Example
    texture ObjectTexture: MATERIALTEXTURE;
    
    sampler ObjTexSampler = sampler_state
    {
        texture = <ObjectTexture>;
        MINFILTER = LINEAR;
        MAGFILTER = LINEAR;
    };
    / / You can see the contents tex2D (ObjTexSampler, float2 (x, y)) in

○ supplement
• The value of each color, in Technique of MMDPass = "edge" or MMDPass = "zplot" can not properly obtained.

● MATERIALSPHEREMAP

Is set to the material, sphere map texture.

○ Annotation
No

  ○ Example
    texture ObjectSphereMap: MATERIALSPHEREMAP;
    
    sampler ObjSphSampler = sampler_state
    {
        texture = <ObjectSphereMap>;
        MINFILTER = LINEAR;
        MAGFILTER = LINEAR;
    };
    / / You can see the contents tex2D (ObjSphSampler, float2 (x, y)) in

○ supplement
• The value of each color, in Technique of MMDPass = "edge" or MMDPass = "zplot" can not properly obtained.


2.3 Information screen

● VIEWPORTPIXELSIZE

Screen size of the render target.
Type float2. Pixels.

※ This value refers to the size of the screen or off-screen render target MMD.
In "RenderColorTarget" command Scripts, even if you change the render target,
This value does not change.

○ Annotation
No

  ○ Example
    float2 ScreenSize: VIEWPORTPIXELSIZE;

○ supplement
· Internally, refer to the value of. Height and. Width of Viewport.


2.4 hours

● TIME
● ELAPSEDTIME

Time information.
Type float. In seconds.

"TIME" represents the playback time of the 0th frame.
For example, in the 0th frame, which is (s) becomes 1.5 (sec) 0.0, in the 45 th frame.

"ELAPSEDTIME" represents the elapsed time from the previous drawing.
For example, the value of, "ELAPSEDTIME" on output AVI is at 60fps is constant at 1/60.

○ Annotation
· Bool SyncInEditMode (optional)
Even if MMD is in edit mode, it specifies whether to work with the frame.
Specify the false or true. The default is false.

MMD is the edit mode, since the reproduction of the frame is stopped,
If the value of TIME is linked with the time frame always
In edit mode, I will be also stopped animation using this value.

False is specified in this annotation
In edit mode, and the value of ELAPSEDTIME TIME, system time, not the time frame is used.
Thus, the animation does not stop even in edit mode.

  ○ Example
    float ftime: TIME <bool SyncInEditMode=true;>;
    float elapsed_time: ELAPSEDTIME;
    static float fps = 1.0 / elapsed_time;

○ supplement
• If SyncInEditMode = true, the move operation on the frame of MMD, the value of ELAPSEDTIME may become zero or negative.


2.5 Mouse

● MOUSEPOSITION

The current position of the mouse.
Type float2.

And (0,0) the center of the drawing area of ​​the MMD, the lower-left corner is (-1, -1), the upper-right corner is (1,1).
Xy coordinate-taking is the same after the projection conversion, and the vertex coordinates.

○ Annotation
No

  ○ Example
    float2 pos: MOUSEPOSITION;


● LEFTMOUSEDOWN
● MIDDLEMOUSEDOWN
● RIGHTMOUSEDOWN

Information about the mouse button.
Type float4.

Value that can be obtained is composed of the following four components.
· (Y and x) the coordinates of the mouse when the button was last pressed
Button is currently pressed or not (0 or 1)
TIME-value at the time the button is pressed at the end (s)

Incidentally, the way of taking the coordinates of the mouse is the same as MOUSEPOSITION.

○ Annotation
No

  ○ Example
    float4 mouse_down: LEFTMOUSEDOWN;
    static float2 pos = mouse_down.xy;
    static bool is_pressed = (! mouse_down.z = 0);


2.6 Control Objects

● CONTROLOBJECT

Gets the specified object, and the world transformation matrix of coordinates.
You are used to control the parameters primarily from the MMD, necessary to the shader.

Type or float4x4, float4 bool, float, float3.

Depending on the type you want to use, you can get different information.

· Bool
The specified object is whether or not the display
· Float
Scaling value of the specified object
· Float3, float4
Coordinate of the specified object (offset)
· Float4x4
The world transformation matrix of the specified object

Further, by specifying the string special annotation item,
You can also get a value other than these.

○ Annotation
· String name (required)
Specifies the file name of the object (the folder path is not included).

If you specify the special file name "(self)",
Can be targeted to effect the object itself is assigned.

In addition, if you specify the special file name "(OffscreenOwner)",
(Only in the case of off-screen rendering) can be targeted at the owner of the off-screen objects.
Here, the owner of the off-screen, an effect that has been declared OFFSCREENRENDERTARGET
Refers to the object that is assigned

· String item (optional)
Specify if you want to get the special value of the object.

Specify one of the following.
To obtain the coordinates of the bone or the world transformation matrix of PMD specification model name: bone.
One of the, float4, float4x4 float3 types.
Gets the value of the specified expression PMD model name: expression. Type float.

"X": X position of the accessory (X accessory panel). Type float.
"Y": Y position of the accessory (Y accessory panel). Type float.
"Z": Z position of the accessory (Z accessory panel). Type float.
"XYZ": the position of the accessory (X accessory panel, Y, Z). Type float3.
"Rx": X rotation of accessories (Rx accessory panel). Type float. (※ 1)
"Ry": Y rotation of accessories (Ry accessory panel). Type float.
"Rz": Z rotation of accessories (Rz of the accessory panel). Type float.
(Rx accessory panel, Ry, Rz) rotation of the accessory: "Rxyz". Type float3.
"Si": the size of the accessory (Si accessory panel). Type float. (※ 2)
(Si accessory panel) transparency of accessories: "Tr". Type float.

※ value obtained 1 is not expressed in radians value on the panel.
※ two values ​​obtained are those obtained by multiplying the value on the panel 10.

  ○ Example
    / / "Stage01.x" to acquire whether the display
    bool flag: CONTROLOBJECT <string name = "stage01.x";>;
    
    / / Get the scaling value of "negi.x"
    float scaling: CONTROLOBJECT <string name = "negi.x";>;

    / / Get the rotation of X "negi.x"
    float rot_x: CONTROLOBJECT <string name = "negi.x"; string item = "Rx";>;

    / / Get the number of degrees of rotation of the X "negi.x"
    float rot_x_rad: CONTROLOBJECT <string name = "negi.x"; string item = "Rx";>;
    static float rot_x = rot_x_rad * 180 / 3.14159265;

    / / Get the coordinates of the bone "Ponite IK" of "Haq. Pmd complaints"
    float3 pos: CONTROLOBJECT <". Haq dampers pmd" string name =; string item = "Ponite IK";>;

    / / Get the value of "blink" expression "Haq. Pmd complaints"
    float morph: CONTROLOBJECT <"Haq pmd complaints." string name =; "blink" string item =;>;

○ supplement
PMD-world transformation matrix of the model because it does not change in the matrix,
It is typically used for the X files (accessories).
• The value of the accessory scaling is the value that was 10 times the values ​​specified in the Size of the accessory on MMD.
(Internally, using the values ​​obtained in (world_matrix._11_12_13) length)
• If the object with the specified file name does not exist, the following values ​​are set.
If the X files:
Value: 10 scaling
(0,0,0,1): offset value
(10 times each xyz) scaling matrix: the world transformation matrix
Value: 0 Special item
If the PMD file:
Value: 1 scaling
(0,0,0,1): offset value
Matrix: the world transformation matrix
(0,0,0,1): coordinate of the bone
Matrix: transformation matrix of bone
Value: 0 expression

More-MME ver0.20, even if the referenced object is drawn later than the original object reference,
I was able to get the value.

• If the object with the specified name exists more than one is selected in the following order of priority.
Drawing order is the closest thing the drawing order, and your destination than the original object (see 1).
Drawing order (2) the last one

-Such as. Pmd dummy bone, even for objects that do not have a single vertex,
I can not even get the coordinates specified in the reference.


2.7 Texture related

● Normal Texture

To generate the texture.

One of the, texture3D, textureCUBE texture, texture2D types.
Ignored semantics RENDERCOLORTARGET, RENDERDEPTHSTENCILTARGET, except ANIMATEDTEXTURE even if specified.

On which to set the sampler, the contents of the generated textures can be referenced by calling tex2D (s, t) and the function.


○ Annotation
· String ResourceType
Specifies the type of texture. Specify one of the "2D", "3D", "CUBE".
I can not specify the type and inconsistent values.

And "texture" types, if you want to create a texture other than the "2D" win,
I must always specify this annotation. Otherwise, it is optional.

· String ResourceName
Specifies the file from which the texture image.
Supported file formats is. Tga bmp,. Dds,. Dib,. Jpg,. Png, and.
If a file name is specified with a relative path, the folder where the file is stored effect is used as a reference.

· Int Width
· Int Height
· Int Depth
Specifies the width, in pixels, of the texture, height, and depth.
To specify the depth is only if the volume texture.

I can not be specified at the same time Dimensions, and ViewportRatio.

When not specified either (Width, Height, Depth), Dimensions, the ViewportRatio,
The default value is 64 pixels.
Further, ResourceName if given, the size is retrieved automatically from the image file.

· Int2 (or int3) Dimensions
Specifies the width, in pixels, of the texture, height, and depth.
To specify the depth is only if the volume texture.

Can not be specified at the same time ViewportRatio, Width, Height, and Depth.

· Float2 ViewportRatio
Specified by the ratio of the size of the screen of the render target texture width and height.
Specify; "float2 ViewportRatio = {1.0, 1.0}" to create a texture of the same size as the screen.
Specify; "float2 ViewportRatio = {2.0, 2.0}" to create a texture twice the size of the screen aspect.
      
Can not be specified at the same time Dimensions, Width, Height, and Depth.

· String Format
Specifies the format of the texture.

If omitted, "A8R8G8B8" is used.
If ResourceName has been specified, the format is taken from the image file,
Setting this annotation is ignored.

Format can be specified, D3DFORMAT (http://msdn.microsoft.com/ja-jp/library/bb172558 (v = VS.85). Aspx)
Reference.

You can also specify the format of one of the "A8R8G8B8", "FMT_A8R8G8B8", "D3DFMT_A8R8G8B8".

· Int Miplevels
Generated at a given level mipmaps.
If you specify 0 or omitted, a complete mipmap chain is created.
A value of 1 is not generated mipmaps.
      
· Int Levels
It is an alias for Miplevels.

  ○ Example
    
    texture negi_tex <string ResourceName = "negi.bmp";>;
    sampler TexSampler = sampler_state {
        texture = <negi_tex>;
    };
    
    texture2D map_tex <
        string ResourceName = "map.png";
        int Miplevels = 1;
        int Width = 64;
        int Height = 64;
    >;


● RENDERCOLORTARGET

To generate a surface that can be specified in the render target.
Textures generated by specifying the semantics, the RenderColorTarget of script
I can be specified.
As with normal textures, after rendering, you can see the contents of the function () tex2D.

One of texture, of texture2D types.

○ Annotation

· Int Width, int Height, int Depth
· Int2 Dimensions
· Float2 ViewportRatio
See "Normal texture ●".
If omitted, "float2 ViewportRatio = {1.0, 1.0};" setting that will be used.

· String Format
See "Normal texture ●".
If omitted, "A8R8G8B8" is used.

· Int Miplevels
· Int Levels
See "Normal texture ●".
You can specify 1 or 0.
If you specify 0, complete mipmap chain is created.
A value of 1 is not generated mipmaps (default).

  ○ Example
    
    texture2D ScnMap: RENDERCOLORTARGET <
        float2 ViewPortRatio = {1.0,1.0};
        int MipLevels = 1;
        string Format = "A8R8G8B8";
    >;
    sampler2D ScnSamp = sampler_state {
        texture = <ScnMap>;
    };

    technique Tech <
        string Script = "RenderColorTarget0 = ScnMap;
        ...


● RENDERDEPTHSTENCILTARGET

To generate (Z buffer so-called) the depth stencil surface.
Textures generated by specifying the semantics, the RenderDepthStencilTarget of script
I can be specified.

Texture and the texture generated by RENDERCOLORTARGET differences, generated by this semantics,
After rendering, it is not possible to view the contents.

One of texture, of texture2D types.

○ Annotation

· Int Width, int Height, int Depth
· Int2 (or int3) Dimensions
· Float2 ViewportRatio
See "Normal texture ●".
If omitted, "float2 ViewportRatio = {1.0, 1.0};" setting that will be used.

· String Format
See "Normal texture ●".
If omitted, "D24S8" is used.

  ○ Example
    
    texture2D DepthBuffer: RENDERDEPTHSTENCILTARGET <
        float2 ViewPortRatio = {2.0,2.0};
        string Format = "D24S8";
    >;

    technique Tech <
        string Script = "RenderDepthStencilTarget = DepthBuffer;
        ...


● ANIMATEDTEXTURE

Generate the animated texture.

One of texture, of texture2D types.

By default, in addition to animation automatically in conjunction with the time frame,
Can also be linked with the animation object, such as a control, to another parameter.

○ Annotation

· String ResourceName (required)
Specify the source for the textures and animation image files.
. Gif. Png and (Animated GIF) file format supported is (APNG).

· Float Offset (optional)
Stagger the start time of the animation. (In seconds)
For example, if you specify 2.5, you can delay the start of the animation 2.5 seconds.
The default value is 0.0.

· Float Speed ​​(optional)
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