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Abstract

This paper describes the implementation of Direct3D interface library for Python language. DirectX is

the most popular library used for 3D games and 3D modelings. However, softwares which use the

library can only be developed in the environments provided by Microsoft like Visual Studios and .NET

framework, The interface module for Python, this paper presents, will extend the coverage of the

useful library DirectX to a language which is not fully supported by Microsoft. The interface techniques

described here can be a guide to develop interface modules for other languages 0o, which make their

language more powerful and extensible, This paper describes the implementation techniques to

develop the interface module for Python, advantages and disadvantages.
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Guile, Ruby, Mzscheme$} Z-& dlo|2 AAA|F1E S H
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SWIGE ANSI C/C++9] Ae 23 HE o] el F|o]
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// FILE : facth

int fact(int n);

// FILE : fact.c

#include "fact.h”

int fact(int n) {
if (n<=1) return 1;
else return n¥fact(n—1);

o] g4 SWIGZ} A= Python/C APIE o] 45h=
oheo) # #4 wrap_fact()ell JsiA E &€},
// FILE : fact_wrap.c, code generated by SWIG
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PyObject *wrap_fact (PyObject *self, PyObject *args) {
int n, result;
if (\PyArg ParseTuple(args, ‘i:fact”,&n)) // Zolad
g 32 AGS AR S CARF o2 Wit
return NULL;
result = fact(n); // ] F-ollA C 37E &3t
return Py_BuildValue (" result); // C A8 5
o|¥ A5 3o 2 WA el

sfo]Ho] A3t 21582 PyArg ParseTupled]] J8)A] C
A8y o2 MEEiln), C 471 2E2HY, C §471 &
€13k 23-E Py Buildvalue 35 ol-83te] t4A] gto]A
AR 02 HAITE AL AR fact wrap.c9] A48
2 SWIG QlE{Fo]2 ghdut A =]o] lod SWIG ¢
A AF o2 AET, sWIG QUEjso]= B fact.id]
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%module fact // ZE °l&

%

#include "fact.n"// fact_wrap.c o £3€ 8¢} 3=
%}

%include "facth" // export &= Fel2, g4, HSFE

o|FA swig o] FHHJULH, T o] SWIGE
A}, SWIGE A8 BHZ fact_wrap.c 9} fact,py 3
2& 971, fact_wrap.c U2 C B oA B
o], factpy FY-2 Fo] R fact_wrap.c ZEE TF
A 7= Fdolct.

S swig —python fact.i

oA stdo] BEHNH fact wrap.c & Y 4] Tho]
A CEEE v Aot T3} o] setup.pyE FHISHT,

# setup.py
from distutils.core import setup, Extension
setup (ext_modules=[Extension('_fact’,

['fact_wrap.c', 'fact.c]D)

28] python setup,py build B#%-& e 2#4d

_fact. pyd = 3}o]4 DLL 51elo] A HT} sho]AdlA
factE ARYAIZ] A E thaoll Belot

>>> import fact
>>> fact.fact(4)
24

2.2 HEHE Direct3D 8i+E
AAZ Direc3D 2ol H#z]e] BE FTEo] fl9} Zol &

A Ha =Rk @A, 71849 dele Fdai o

o] F Aol Q= struct, dass, T4, AE-E0] TR H3
Fet. 17007) 0149 structe} dass7} HEFE 9131 30007) ©]

el B AESo HEEH.

2.3 Cif21=21 Direct3D AR off

&9 Direct3DE ARESHE AAIZQ1 713t sl H9
o] A& Btk stole] AAHE 4A et & e Fi
olct, FH ghe AR W Bshs oolnt,

d3d9.h d3dx9math.h
d3d9caps.h d3dx9mesh.h
d3dStypes.h d3dx9shader.h
d3dfont.h d3dx8shape.h
d3dutil.h d3dx9tex.h
d3dx8anim.h d3dx9xof.h
d3dx8core.h dxfite.h
d3dx9effect.h dxutil.h

>>> from dx.baselib import *
>>> m=D3DXMATRIX(0.215193,—0.969920, 0.113783,
0.000000,0.976260,0.216600,—0.000000,0.000000,
—0.024646,0.111082,0.993506,0.000000,—
88.995270,~350.280182,247.734116,1.000000)
>>> D3DXQuaternionRotationMatrix (m)
<D3DXQUATERNION>
<x>—0.0356640815735</x>
<y>—0.0444441325963</y>
<z>—0.624842226505</z>
<w>0.778668582439</w>
</D3DXQUATERNION>
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2.4 DO QIE{E0|~ BEe| =

Ao} 22 W o 8 ka0l sholil I slo] A BEL
dxehe 971 A (package) 0152 ZtoH, T3t 22 9dE
2 €.

dx

— baselib.py

— color.py

— customvertex.py
— _customvertex.pyd

— d3d9.py
L— _d3d9.pyd

baselib,pye 71221 %2718} $rE3% d3d9, customvertex
RES 2% Y¥E(mpot)3Ht}. color.pye Mol #3t AE
Eo] FojE BEo|H d3d9.pyE d3d9.pydel] thgh Fho4d 2l
El#o] st olt}, d3d9.pydE Direc3D eto]H 2je]of gt
QIElHlo)2 BEo|t} customvertex, py:= customvertex. pyd
o g3t o)l <lE o] mHdo]w, customvertex. pyd
= 23 o] A3 Vertex IS 1] Aalee ¢lEH)
o]~ Bgo|r},
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3.1 2Bt

C B4E A% 32 @ 4 2E sk Aol 7hsa] o)
2o ofe] 28 ghol oG Aeole Teleh} Amdx
£ ¥4 942 ALY, 123 Direcet3D C ol B2l
el A 2lel 3 HRESULT o] Hog ddshs
d), o] RL §5e Feo] AYHoT BxkeA 2771 Y
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ool ZEEEQE BAt
HRESULT WINAPI D3DXCreate Teapot (
LPDIRECT3DDEVICES pDevice, //in
LPD3DXMESH *ppMesh, // out
LPD3DXBUFFER *ppAdjacency // out
);

olsh BE Y4 55 PAL & hbel B AUT
SIeke Cof AkgoIN Lhe Aol22, ol elNE 29
AR Aol g A BT Y4F 2T 24

At
mesh, adjacency = D3DXCreateTeapot (device)

C84r9 28l gk HRESULTE ©hA] AAA 9l ghaeejelel
Ao R E HAZE AolEZE, oA E
RuntimeError o|¢)(exception)7} EA3tc} o7} 2Ads}
d o9] A3t Husly T ade] FuHEH|, oA
try-except & o435} ) AelE & 4 Qltt. dl7h e
Ah= Aol ol = 4hg A Ageh

3.2 C Z2IE{E 0|28t M= 2| &=

CAME £ g gt TUEHE o83t A2
£ A4 Fzs =Hed, golldxe cdl dgdhe
X A5 Fo] ik, iAo e dudad de
2 AMEE Al F45 e E EUAEE Ao
2 AMEA gt webd ¢ E0H 453 AR
Aok & Aol o2 ol Badgd, ol 23}
7] QA F7kolA WRHGEE #F= Ao (wrapper)
Ze2g olgdit}, o A Fxe o UHAYE I
olfe] Wz W FE 8-S It o8 Eol o
& CollA QE2 wF ol g AFshe dlolth,

WORD# indices = 0;

ib—>Lock (0, 0, (void**) &indices, 0);
indices[0] = O; indices[1] = 1; indices[2] = 2;
indices[3] = 0; indices[4] = 2; indices(5] = 3;

gro| oA o] &g 715& AHE F JUEF B Y
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H(wrapping) &2 WordBuffer, DWordBufferg &
v|3c}, & golMlelXE Tkt 2ol AR 7H it

indices = WordBuffer (IB.Lock(0, 0, 0))
indices[0] = 0; indices[1] = 1; indices[2] = 2;
indices[3] = 0; indices[4] = 2; indices[5] = 3;

Z o)A E indices[0]=0 22 F& indices,
__setitem__(0,0) o] vjRT g M3Eo] sEH)

3.3 3d™ 7=x9] Xz
BAVertex)?l 44 CNE I A% T9e AFF

A Q9 F o

struct Vertex

{
Vertex () {}
Vertex (float x, float y, float z)
{
X=X Y=Y 2=
}
float _x, _y, _z
static const DWORD FVF
I

const DWORD Vertex::FVF = D3DFVF_XYZ;

aelm gg AR HeiA TE o) g

Vertex* vertices;
vb—=>Lock(0, 0, (void**) &vertices, 0);

// vertices of a unit cube

vertices{0] = Vertex(—1.0f, —1.0f, —=1.06);
vertices[1] = Vertex(—1.0f, 1.0f, —=1.00);
vertices[2] = Vertex( 1.0f, 1.0f, —1.00);

shololME Crold ALgsHE A F2A A e ol
g9t 2, AHHsE AW 728 vlg EUTL o
83} 2ol & 4 A Ak

buf = PositionOnlyBuffer (vb.Lock (0, 0, 0))
buf[01 = PositionOnly (-1.0, ~1.0, —=1.0)
buf[1] = PositionOnly (-1.0, 1.0, —1.0)
buf[2] = PositionOnly ( 1.0, 1.0, —1.0)

EA) PositionOnly, PosttionNormal, PositionNormalTextured,
PositionTextured, PositionColored, PositionColored Textured,
PositionNormalTextured2 8} 2o t)g-3l= vjg Zd
2AES ZH|siEL Qo). T3 AMAP} Pk ERe] A
Ze27} 9o customvertex. h, customvertex.cpp
A7} customvertex.i & ©] &AM F71E F U= 3

it
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4.1 C HiAAE0] Bt

SWIGE C HHF=E AASHAA Felzud T2A
3t N2 HAEE cydodr Frkste Ag 7hs
37 stk detA, g2 224 g F THd
HYFFE F7teA AT 5 QT H9E d =,
D3DXMATRIX 724 8¢ 27|88 F3317] 93}
A et go] i g ZeroMemoryE ZE 8o}
gt

D3DXMATRIX mat;
:ZeroMemory (&mat, sizeof (D3DXMATRIX));

gho] Mol A= Clear() IREE F7lste] o33 Zo]
A AHEE =S k.

>>> mat = D3DXMATRIX ()
>>> mat.Clear ()

4.2, TlO|X mjxr =0 EH

SWIGE X3 gho]4l gloA ¢ vasx &3
AEE 715S AT F83 sopd wjrcse &7
& 28 YA __repr_ HRES] FTo|r}, o] HRE
E 22y W) E2 print Bof] 23 A &7 ¢4
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9 & Fzsl) vpgi,

point = InitPointLight ) # D3DLIGHTS AAE g%l

print point

zae g 2o,

<D3DLIGHTS>
<Type>1</Type>
<Diffuse><D3DCOLORVALUE> <r>1.000000</r>
<g>1.000000</g> <b>1.000000</b>

<a>1.000000</a> </D3DXCOLOR> </Diffuse>
<Specular><D3DCOLORVALUE>
<r>0.600000</r> <g>0.600000</g>
<b>0.600000</b>

<a>0.600000</a></D3DXCOLOR> </Specular>
<Ambient><D3DCOLORVALUE>
<r>0.600000</> <g>0.600000</g>
<b>0.600000</b>

<a>0.600000</a> </D3DXCOLOR> </Ambient>
<Position> <D3DVECTOR> <x>0.0</x>
<y>00<y> <2>0.0</z> </DIDVECTOR> </Positior>
<Direction> <D3DVECTOR> <x>0.0</x>
D00y <2>00</2> </D3DVECTOR> </Direction>
<Range>1000.0</Range>
<Falloff>1.0</Falloff>
<Attenuation0> 1.0</Attenuation0>
<Attenuation1>0.0</Attenuation1>
<Attenuation2>0.0</Attenuation2>
<{Theta>0.0</Theta>
<Phi>0.0</Phi>

</D3DLIGHT9>
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Direct3D Fto|# EE-& WindowsXP, Python-2.4.1,
SWIG-1.3.25, MS Visual C++ 7,18k 8}ollA] 7 =lglar,
DirectX HA-2 9,0cE Ao & 39t} CPUE Intel
Pentium IV 1.8G, ZL#¥ 7}=3= NVIDIA GeForce 660034}
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2 #913}7) 98] Quadtree, Skybox, Texture Blended
Terrain, Animation Blendingex HAE s|& dAx} g
glo] Z e g §AF + Ao (2 € 1
Skinned Mesh 7 &E] om0} <] ool A tiny_4anim x
g gojr] o) d & ol & BT, (21 2l P24
B 7Y o] &5t AR AY & A sHEA
T AR dady) agog A BHEHCE 3 A3 YAy
o] ojojthi0l. &g (3™ 312 5000709] & FEIES e
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W dxPython Skinned Mesh mulliple animations Demo by Gang Seong Lee
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5.1 AT HiW

2L 210N &8 A1) Y3IA A7EA A8E 3
ok A AR AN e ofuulo| o] 7 ¥Rl AF 1z
7} 283 iAo 2 sElE otk AY 2L
Pentium IV 1.7G, 121% 7F= NVIDIA GeForce 6600914
o] Axjojrt,

A AYE ofude]de (23 1)elA B2 tinyd
animation 2% Z Y UF(FPS)E ¥l W SAPIO), X2
ALRAN0NE 7)E 22 v wakglth, gEl 22 236
o] 1470l & HEIF dlAg v st A [3#1]
of et i}, Co o Ty REor $3E Ao
o &5 AL 102709 ZYUFE B A 2o,

[18 1] Skinned Mesh °jYmo|H4g o

[13 2] Texture blended A% 44

j |Pythan + dxPython C + DirectX
A Aol 580 FPS 640 FPS
g e 1350 FPS 440FPS, 340FPS, 250FPS
SEEL [123 FPS (C+Python) 105 FPS
[#ol3z _ ___ ___5FPS (Pythow  _ [105 FPS _
[E 1] Python/dxPythond C/DirectX 9 £%
4C Hi

FRE oumo] el Aol F10%] £ Zol7t 9)
e, A 271 B HE R ulehr 238
dxPython?] ZH U7} o Yo+ A% QST & ol
A et 2 Bl HaA ol RES BT v
440FPS A7} G oAt BAlGE g Rk BA%

= 250FPSE. FA| Eo|Et. yHd| gtol oA ok
350 A=9] UA3 FPs7} 2SI}, SElF1L BHElE A
’d 28 CRER ¥ o)1, e F2e 53 gold
S8 9HE Ao}, 3| S AAFES CRER B8R
=2 00 9 8]8| C+DirectX 2t} U BHE2 £52 Q]
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TS ol 71

5.2 Hi=22| Al bl
A A o] 7HA] 4ol A e AMgte A
AbefBgic), o (#2010 2 AFE Bl

Python + dxPvthon C + DirectX
HHE o4 16M 5M
A H el 52M 48M
el gL 18M ™
ol E2 14M ™

[E 2] Python/dxPythondt C/DirectXq H2d
A8 H (HY:HOE)

ol Wiz Bol AMgdh= AF 27 Be-ol=
72 ztol7} AshA] kAR 2 C2 A E =2 3309
w2 e} ARg-go] FAEHA At ol AL oA A ut
o} Zo| gho|E 71 C 2ol n e AeHolx 31719
g C EE + ool BE + ol Qe Z2jE)7} 37 sl
gld g2p71] wEojrt,

6. 22

2 AFoHE SWIGE 0|-85H4] MS DirectX2} Direct3D
gtoju gzl glo]d JHFo]2E F&stgt. cdol9}
gtolie] 2}o)Hg 7hsstd Eolalx =83, 7edt
W C/CH B 3ELAS FABE L stloy, 843
gtoliel g AY e S AR =54
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3RS AP S Qo) = EAHROZ C/Cr+ ZEE TR
dake JEAlE T2 EElO]Y B2 o] 88t #-83
A &4 5 USRI,
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