Stage3D & AGAL 2012/5/25

Stage3D & AGAL

Stage3DfR= #1
2012/5/25



Stage3D & AGAL 2012/5/25

Profile

= 5w ANBA

http://nutsu.com
Twitter : @nutsu
Facebook : nutsu

7075 LTz DIFETTT,



Stage3D & AGAL 2012/5/25

TEILNA >0 5 RATOStage3D7O7 S LICKHERC &,

- Stage3DEEAPIDF] A
- AGAL®DEZh



Stage3D & AGAL 2012/5/25

Stage3D70O7 ZAICKERZ EIFKREFLUTORICES,

- Stage3DDANIEAL X —2
- AGALDEIE
LYRY « FRO—-FR

ZTOERELT
-3D7 095 LD



Stage3D & AGAL 2012/5/25

Stage3DDAIEA X —2




Stage3D & AGAL Stage3DDILEA A — 2012/5/25

913, BELZETITOT T L%,



Stage3D & AGAL Stage3DDILEA A — 2012/5/25

7075 LOBIE()

public function Samplel(){
var stage3d:Stage3D = stage.stage3Ds[O0];
stage3d.addEventListener (Event.CONTEXT3D CREATE, context3DCreateHandler);
stage3d.requestContext3D();

}

private function context3DCreateHandler(e:Event):void {
var ctx:Context3D = Stage3D(e.target).context3D;
ctx.configureBackBuffer(800, 600, 2);
//ZTh B iEE L

+

£9I3. a>TVEFRRT BStage3D%x #lE

- StageHn 5. Stage3DDA U RY V A%Z=HFIT 5, »3DRTADL 1V —
- Context3D%%EDZVIVITANT S
c RINTA AR EDHREZITD



Stage3D & AGAL Stage3DDILEA A — 2012/5/25

7075 LOBIE(2)

var vertices:Vector.<Number> = new <Number>[
-0.5,-0.5,0.0, 0.0,0.5,0.0, 0.5,-0.5, 0.0
1;
var vb:VertexBuffer3D = ctx.createVertexBuffer(3, 3);
vb.uploadFromVector(vertices, 0, 3);
ctx.setVertexBufferAt(O, vb, 0, Context3DVertexBufferFormat.FLOAT 3);

var indices:Vector.<uint> = new <uint>[0, 1, 2];
var i1ndexBuffer:IndexBuffer3D = ctx.createlndexBuffer(3);
indexBuffer._.uploadFromVector(indices, 0, 3);

ctx.setProgramConstantsFromVector(Context3DProgramType.FRAGMENT, O,
new <Number>[1,0,0,1]);

HE 9 5T —5 D%ElE
- 20707 Z LTI EHSTERER. 1>T v IR HEE
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Stage3DDEEER
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7077 LOBE(3)
var vertexPrg:String = "mov op, vaO';
var fragmentPrg:String = "mov oc, fc0";

var program:Program3D = ctx.createProgram();
var assembler:AGALMiniAssembler = new AGALMiniAssembler();
program.upload(
assembler.assemble(Context3DProgramType.VERTEX, vertexPrg),
assembler.assemble(Context3DProgramType.FRAGMENT, fragmentPrg)
)

ctx.setProgram(program);

> 1—4707 7 L(AGAL) D%
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7075 LOBIE(4)

ctx.clear();
ctx.drawTriangles(indexBuffer);
ctx.present();

o &R

- 21)7 (clear) LT

- Ny 7 7 [CHE LT (drawTriangles)
- X~ (present)
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Graphics? 5 205G : Hi1

graphics.beginFil1(0Oxff0000) ;
graphics.moveTo(200, 450);
graphics.lineTo(400, 150);
graphics.lineTo(600, 450);
graphics.endFill();

ZnrEl-
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Graphics? 5 DG4 : 52

var vertices:Vector.<Number> = new <Number>[
200, 450, 400, 150, 600, 450
1;

var indices:Vector.<int> = new <int>[0,1,2];

graphics.beginFi 11 (Oxff0000);
graphics.drawTriangles(vertices, indices);
graphics.endFill();

drawTriangles(C & 2l (EIStage3DD 7O 5 L EME=DH S
TERERE. 10T v A %% FET S
- drawTriangle XV v R THE
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Stage3DOFEE 707 LlE. ESUVLTRERICIEDZDH?
- Stage3DIIGPUZEFIET 378

- GPUZHIEI T 27D DFHREHDEICED

=

- ZA4T7Z) F—=LI> P (Unity™5Unreal®5) TOFRAEEE
- APIDRLAMY (ELAJL) [CEREtehe 3

* GPU (Graphics Processing Unit)
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Stage3DALIE DIEE
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[RREIZDT—4

. — ASDT—4
var vertices:Vector.<Number> = new <Number>[ )

-0.5,-0.5,0.0, 0.0,0.5,0.0, 0.5,-0.5,0.0

1 e GPU~ini

var vb:VertexBuffer3D = ctx.createVertexBuffer(3, 3);

vb.uploadFromVector(vertices, 0, 3); /

ctx.setVertexBufferAt(O, vb, O, ContextSDVertexBufferFormat FLOAT _3);

- TEHREEZ(ASDT—4 )%= Vector.<Number>THE
- GPUD T—4 tElg = 1R (VertexBuffer3D) L. 5—4% Z&5x(7 v 70— R)
21— 707ILICT I =ZEVHTS

MGPUICT = ZE X LIETZIITIE. BICGPUDXEI[CT—9HHB T
T—INAYRULT, Y1—4970VFLTEABLDICIBETZILELDH S,
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12T Y9I RT—4

- - . } o ASDHT—%4
var indices:Vector.<uint> = new <uint>[0, 1, 2]; _

var indexBuffer: IndexBuffer3D = ctx.createlndexBuffer(3); |- GPUNERiX

indexBuffer._uploadFromVector(indices, 0, 3);

AT v A(ASDOT—4 )%= Vector.<uint>THZE
- GPUD T —4 falg#= Ef (IndexBuffer3D) L. &F—4% Z#iX(7 v 7O— R)

xIndexBuffer3D(3drawTriangles() CHBEINR%=ISE T 5|18 3
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T —5

RS

ctx.setProgramConstantsFromVector (Context3DProgramType.FRAGMENT, O,
new <Number>[1,0,0,1]);

ASDF—% J

- EFZGPUICEERT B

REROEDBRELRZT—Y(AIEEDT—F)F. XAEIADEEET—FIEENAICES
N EHEFBEFETETEIHDRF->TVWET—HI T, BRET—IVEEZRAKICT S
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r1—47075L4h

var vertexPrg:String = "mov op, vaO";}/f ASDT—3(AGAL)

var fragmentPrg:String = "mov oc, fc0';
var program:Program3D = ctx.createProgram();
var assembler:AGALMiniAssembler = new AGALMiniAssembler();
program.upload(
assembler.assemble(Context3DProgramType.VERTEX, vertexPrg),
assembler.assemble(Context3DProgramType.FRAGMENT, fragmentPrg)

); \ /
ctx.setProgram(program) ;.

TOT S LOIEE

21—497077LEMDOT—% LERKRIC. ASTT—¥(AGAL)Z#fm L. GPUANERIX,
ET93 7077 LDEEETD,

%1 —47007LIFGPUTEMET B, GPUDT—49%ZUNBLTI S 71 v o 2ERT
37007 L,
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s HE

GPU/NNYT7D )7
ctcctearey: — R

ctx.drawTriangles(indexBuffer);
ctx.present(); GPUIZEREL =AM T YU A TIEE

¥ GPUD /Ny TIFEET

drawTrianglesT> 1 —4 707 5 LHEHET B
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SI—4700ZLEFEDELSIGANBETBZDOMN?

VAt

201 —47077 LTUEBZITS,

JAm < = —4% (Vertex Shader)
FERZNIE, WE T S5UEZ RDSB

E/ IS . —4 (Fragment Shader)
RUDVABORET IV, HEEEZ RO S,
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Stage3DEEEY Z X

flash.display
. Stage3D

flash.display3p, flash.display3D.textures

AA T—=I9RV7 R
Staqge3 DML 1E B AP GPUATIDF—4% %Y

upload®. dispose @AYV w khHiHS

Context3D Program3D
VertexBuffer3D
IndexBuffer3D
Texture

CubeTexture

EHOSA
il A m VA G = e By B

Context3DRendermode
Context3DvVertexBufferFormat
Context3DTextureFormat
Context3DProgramType
Context3DClearMmask
Context3DTriangleFace
Context3DCompareMode
Context3DStencilAction
Context3DBlendFactor
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Stage3DDFER

- Stage3DZ S X (IDisplayObject TId 7Y

—addChild()9 35D TI(E/ELY
—|BitmapDrawable TEH 7 L)

- Event.CONTEXT3D _CREATEAARY NDRITHYAIVYT
=demo
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AGAL-> TH ?

- Stage3DD> 1 —4 707 L55E
- 7t >71)EE (Adobe Graphics Assembly Language)

x Pz TS EE
TEOTUEBEVWDSDIIEWELE(C, HEICEFBRAED
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NIVIEHR

- AGAL /N1 MO— RFEER (adobed RFa X N)

http://help.adobe.com/ja_JP/as3/dev/WSd6a006f2eb1dc31e-310b95831324724ec56-8000.html

Adobe Flash Platform

#—1y / ActionScript 3.0 BAFH-TF / 15 / Adobe Graphics Assembly Language{AGAL) El:‘ Adobe

AGAL O/ (/O —FERX

AGAL )i+ —FIZ. Endian.LITTLE_ENDIAN FiziHERTE2LESTUEL T,
BAFO—FO~5—

e s
By bl AGAL JiAFT—FIE. 7 Jid MDAy — T BB B BE .

AODD0001AL00 -- for a vertex program
A0DD0001A101 -- for a fragment program

A2z 051 | YL OV | BET SHEd

[ [

0 1 magic £ 0xa0
1 4 =gl BE 1

CDOR—IIICHBDIZAGALD /N NO— ROMAERRICEEAT B E D,
EIWMDOZRCCNEZEZELIEEDIIEW
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AGALMiniAssembler

- GPUICERX 9 B (upload) TEBDIFAGALZ/NA hO—R[CLTEED
- AGAL70O%7 7 LAXFH %= /N4 bO— RARICETIBRT Z2EDHHE

—com.adobe.utils. AGALMiniAssemblero < X
EDZATZV)ICEEENTWVDS

2012/5/25

var vertexPrg:String = ""mov op, vaO";
var fragmentPrg:String = "mov oc, fc0';
var program:Program3D = ctx.createProgram();
var assembler:AGALMiniAssembler = new AGALMiniAssembler();
program.upload(
assembler.assemble(Context3DProgramType.VERTEX, vertexPrg),
assembler.assemble(Context3DProgramType.FRAGMENT, fragmentPrg)
);

ctx.setProgram(program);
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AGALIC DU THT%0E

- AGALIZ11F(C 1D DALER (f4) % 30uh
MERES 1 DOME, ME, HERE%E 11TICEEHTEGFRL

- HIE ST (F 7 0
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- )T ZILEIEW
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AGALDZE

AGALIZARO—REL P RHY TEERNT B

add vtO, val, vcl
ARA—R FARF4X—2a YV LPRY, V—ALIRY, VY—ZA LTI RY

- FRI— K AERAE
T ARTARX—2 3y IBERZIBNT B
V=R ABWRER BT —F

X LTRYDEIFRI—-RTELD
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Lo R%5
L2 X5 [FAGALOEEHHEE D TOEMD B .

- BEL 2 X% (Attribute)

- EEL 2 X4~ (Constant)

- TS LT RF(Sampler)
- —BFL X% (Temporary)
- A& L ¥ X% (Varying)

- AL A% (Output)
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Actionscript
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LS X5 DR

Lo X5 (FADDEUERTT( X, Y, 2, W )D\H B,
BRI, SHDTUEINS,

add vtO, val, vcl

4

vtO.Xx = val.x + vcl.x
vtO.y = val.y + vcl.y
vtO.z = val.z + vcl.z
vtO.w = val.w + vcl.w




Stage3D & AGAL AGALODEIE 2012/5/25

LYY DEER

- LT RY D
ZHOLDICHAICARZER T,
L o RY DFEFETHRFE - 2185857 & S FITF S Taoah,

LIRS D
7O7SLTHHATESR LRI DHICIFLRENDH B,

- S HXY) SEE A
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BMEL T X4 (Attribute)

>1—4 £ S sCah AN E3A
BEa1—4% 8 va va0 ~ va7 O/ X

-JHRBERZRIT LR (BRE. UV, ERRT ML E)
=>3D4 7V hDFTF—4

- IndexBuffer3aDTTF—% = {ERL

- setVertexBufferAt() Tz —4(CTF—4%E|V YT

=demo
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var vertices:Vector.<Number> new <Number>[

~0.5, -0.5, 0.0, 1.0, 0.0, 0.0, //EE#E(x,y.,z) f(r,g,b)
0.0, 0.5, 0.0, 0.0, 1.0, 0.0,
1

0.5, -0.5, 0.0, 0.0, 0.0, 1.0
1;
" s . o %
/7B A VBB Y DRI T T — SR -
var vb:VertexBuffer3D = ctx.createVertexBuffer(3, 6);
//7y7a—Fk

ERDBIEDE
RO ES

//T—3NEYHT BIEDRIRGIE a EEDT+—3vhk
ctx.setVertexBufferAt(0O, vb, 0; Context3DVertexBufferFormat.FLOAT 3);//va0
ctx.setVertexBufferAt(l, vb, 3, Context3DVertexBufferFormat.FLOAT 3);//val

vb.uploadFromVector(vertices, 0, 3);

- VectorDftl, ByteArraydT—4%%7 v 70— RTBAPIEH S

- BEZBERRT B1ma FnullZziERE,
setVertexBufferAt( 0, null );

KT —FTEDLBVWEREZEELEI I EHDH LBV
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Stage3D & AGAL AGALDIE

E# L 2 X4 (Constant)
=4 W 1= a5 sCah Bl =3
Bz —4% 128 Ve vc0 ~ vc127 O/ X
fcO ~ fc27 O/ X

EotIlz—% 28 fc

I—YCHOHNUHEBERTTIHEDL XY

- BIELIANNDBUEITTERIL 2 XY TEE
BE )T ZILTELT B LD FEHERINT

\'/
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//T—3D%ElE

Var c:Vector.<Number> = new <Number>[1,0,0,1];

/o3 HAESEEELTTYIA—F

ctx.setProgramConstantsFromVector (Context3DProgramType.FRAGMENT, O, c);//fcO

J EROBAES

- BEZ4DtyY NTERT S

- Vectordfth, Matrix3D. ByteArray®DT—4 %= &2 9T BAPIEH S

- Matrix3DZ&7 v 70— RUTZHZE. BIENEZDTADDL I RY LD
XERPT—4IC 0y TERULEGS. veO~va3HWTHDL RS

- AGALTEHBRTDEEIIIZ—(CRBH5DTIER
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B> 75 LR (Sampler)

=4 # 1= a5 sCah AN EA
oIl —4 8 fs fsO ~ fs8 O/ X

cTORF T TRADL YRS
+ Texure. CubeTexureTT—4% Z{EmK
- setTexureAt() T =4 ICT—4%E|WYTS
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YT LIRIDERERIVET

[/ AXEEELTT —2EEER

var texture:Texture = ctx.createTexture(bl12, 512,
Context3DTextureFormat.BGRA, fTalse);

//7vy7a—k

texture.uploadFromBitmapData(bitmapdata) ;

//T—E3DEIYET

ctx.setTextureAt(0O, texture);//fsO

B

- LY RV ZBEIFT BimE EnullZiEE,
setTextureAt( 0, null );
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Stage3D & AGAL AGALDIE

—BfL 2 X% (Temporary)

=4 # 1= a5 sCah AN EA
BEa1—4% 8 vt vt0 ~ vt7 O/0
o)l —% 8 ft ft0 ~ ft7 O/0

B I—YOO—-NIEBDLSBED
- M8 DT LKW ZHAIES
- ME—. BidAHEFIAHTADEEE
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A& L ¥ X% (Varying)

AGALODEIE

r—4 W 1= a5 sCah Bl =3
Ry I— X

Rm>z—% 8 v} v0 ~ v7 /O

o)l —4 O/ X

BRI —IDNSEI I I —INT I ZXBILHDL RS
BV Y ICEONBER. KRES ILTHRESINIZE

=demo
(1,00 ————»
L ]
® >
(0,0)
L ]

[BSs 1T —4

(1,0)

8]
5]
i
L | = » (0.8,0.4)
= | I
2
?(ﬂﬂ) d

(1,1)
SHESvILTOEEHM EovILe—4
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A (Output) L R4

S1—% # oy SREY/ 2

BEmrz—4 T op output position X /O

o)Lz —% 1 oc output color X /O

B 1Y DIERBRRZRMIBL XY
BRI —Y=>REAE. EVEL 1 —Y=>2E7 wiLEEE
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BERr—5DOHEAICDOWVT

BRI —5YDHEAL XY (op)lCRM L IZERIWETHREINS

- OpPICEETAATE (%, vy, z, w)
Ay ( x/w, y/w, z/w )
=>demo

—RBICWIZZEZ ANTHWVWTTOD 7> a > DNEBITFES
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A4 XI)VERF

LRI DB ) TIEETES

- BEUETE. IBEDANE ZHETHE

TARTARX—2a VI B UTRE. LWEBTIHMTDIBELES

add vt0 | va0.xxxx, wvcl.wyxz add vt0.xyz, wva0 , vcO
viD.x = wval.x + wvcO.w vitD.x = walD.x + vc0.x
viO.y = wval.x + wvcO.y viO.y = wval.y + wvcl.y
vit0.z = wval.x + wvcD.x vtD.z = wal.z + vc0.z
vitD.w = wval.x + wvc0.z
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AR3I—R

- 70455 LOMBREETRTED
- FERIRE D
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ARI— RDFESE

Bt A" Fi¥
mov A add m# exp {E# nrm IE#RE sge LklE

sub EHE abs #xHE crs 4% slt *i#

mul £H sat #3f0 dp3 MW

div BEH dpd MW

sin  E3XE

rcp % COS Fi4lK 75

frc 4% mad

neg SR m33

. m34

min &/

max &\K TORFeY LTIV

sqt T AR tex

rsq SE¥FEAHIE

pow R B

log B#*#

kil
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17505t 8]
T EHRDIIBTIIE 2 Y —A LT XZ (VCO)IEFELIEEBDL S RY £33
m44 vtO, val, vc4
vt0.x vcd.x wcd.y wvc4. vcd.w val.x
vtO.y VvC5.X wvC5.y VvCb5. veS.w val.y
vt0.z vcb.x wvcb.y vcb. veb.w val.z
vtD.w vc/7.Xx wvc/.y wvc/. vC/7.w val.w

2012/5/25
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FORFv BT (EvIL> T —45H)

Y2 TZ(fsO: 70 AF v )DT 0 RAF v ER(VO:UVE E) [CHh B EEZEIF

tex Ft0, v0, FsO<...ATL3ar>

Yo T IF TS 3 v (FREISHREHE)
TIORFv 91 THRE

2d (Texture 5 RX) Ffz(3. cube (CubeTexture? 3 X)
#YRURRE

TOAF v &S 1IVRICEDIRITMNESH,. clamp, wrap(repeat)

7 1LY

BEZEIEIT B EFTDAE, nearest, linear

TyTIev7

Ty IRy THoBEZEFT 5 & ETDAZE. nomip, mipnearest, miplinear

2012/5/25
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WE (Kot —45H)

V—2ZNW0KEDEE, EVILEEZF v I

kil ftO.x

=demo
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=S

FIFALE(I3) DCH
sge vtO, vaO, vcO //vt0 = (va0 >= vc0 )? 1 : O;
sit vtOo, vaO, vcO //vt0 = (va0 < vecO )? 1 : O;

EDifXZ2AGALTEIhT B EADKS(CED

1IT( vaO.x >= vcO.x ){ sge vtO.x, vaO.x, vc0.x
vt2.x = vaO0.x; sit vtl.x, vaO.x, vcO.x
}else{ mul vtO.x, vtO.x, va0.Xx
vt2.X = vc0.x; mul vtl.x, vtl.x, vcO.x
} add vt2.x, vtO.x, vtl.Xx




Stage3D & AGAL 2012/5/25

TERGE
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Stage3D&EAGALT3D7O9 7 A

APIAGALLETIC, 3D7 045 LOFHHNE

- EERRE (AT NDRE - AXZ - 7O 023 vigl)
cTATAVT

TP AFwIvEVT

- E®FTILT—H

XTETEDL DB 7OV S LICRZMENTULET,

2012/5/25
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Stage3DT2D70O7 5 A

Stage3D(3. 2DDIEFSH3IDLUFIAHLPT LY,

- 307075 LD KD RHFEHIFHERL

- EVa-IMELP TV (BAR - 77 XF v HERE)
- #[IBitmapData.draw R LU K S HERET

- GPUDBEHLH B
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2DZ 4 73>") Starling

Starling TEHLNTWBAGALIE 3TEFE L H7EL)

- starling.display.QuadBatch#registerPrograms D&k
-BHELIRYDIDICFBBIL—ILHHS

va0 -> position
val -> color

va2 -> texCoords
vcO -> alpha
vcl -> Matrix
fsO -> texture

YOES TR TWVEEA

2012/5/25
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StarlingAGAL

Quad(UAH) DHEE

VertexShader

m44 op, va0, vcl // 4x4 matrix transform to output clipspace
mov oc, VO // multiply alpha (vcO) with color (val)

FragmentShader

mov oc, VO // output color
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StarlingAGAL

Image(7 7 AF + ) DHaE

VertexShader

m44 op, va0, vcl // 4x4 matrix transform to output clipspace
mov vl1, va2 // pass texture coordinates to fragment program

FragmentShader

tex oc, vl1, fs0 <???> // sample texture O

X< Z@Y TV IF T arh—RBIONY VRTINS
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StarlingAGAL

Image(77 AF v )DIEHE : Tintdp W

VertexShader

m44 op, va0, vcl // 4x4 matrix transform to output clipspace
mul vO, val, vcO // multiply alpha (vcO) with color (val) : tint
mov v1, va2 // pass texture coordinates to fragment program

FragmentShader

tex ftl, vl1, fs0 <???> // sample texture O
mul oc, ftl, VO // multiply color with texel color

X< (CR T TITF T arh—@BUDONY—BEEINDS
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AGALZFANS

- IO TAGAL/NA NO— R Z5D
=>AGALOEKXHAHLMB

- AGALMiniAssembler® 7049 5 L% 5D
>AGALTHRIMNE T B HhDHH B
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