Direct3D 10教程0：Win32编程基础
概览
在这个预备教程中，我们学习创建一个Win32程序的必要步骤，并创建一个空白窗体用于Direct3D 10。
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源代码
文件位置：(SDK root)\Samples\C++\Direct3D10\Tutorials\Tutorial00。
创建窗口
每个Windows程序需要至少一个窗体对象。在进行Direct3D 10编程之前，程序必须是一个可工作的窗体对象。基本步骤有三步：
1．注册一个窗体类。
//

// Register class

//

WNDCLASSEX wcex;

wcex.cbSize = sizeof(WNDCLASSEX);

wcex.style          = CS_HREDRAW | CS_VREDRAW;

wcex.lpfnWndProc    = WndProc;

wcex.cbClsExtra     = 0;

wcex.cbWndExtra     = 0;

wcex.hInstance      = hInstance;

wcex.hIcon          = LoadIcon(hInstance, (LPCTSTR)IDI_TUTORIAL1);

wcex.hCursor        = LoadCursor(NULL, IDC_ARROW);

wcex.hbrBackground  = (HBRUSH)(COLOR_WINDOW+1);

wcex.lpszMenuName   = NULL;

wcex.lpszClassName  = szWindowClass;

wcex.hIconSm        = LoadIcon(wcex.hInstance, (LPCTSTR)IDI_TUTORIAL1);

if( !RegisterClassEx(&wcex) )

return FALSE;

2．创建一个窗体对象。
//

// Create window

//

g_hInst = hInstance; // Store instance handle in our global variable

RECT rc = { 0, 0, 640, 480 };

AdjustWindowRect( &rc, WS_OVERLAPPEDWINDOW, FALSE );

g_hWnd = CreateWindow( szWindowClass, L"Direct3D 10 Tutorial 0: Setting Up Window", WS_OVERLAPPEDWINDOW,CW_USEDEFAULT, CW_USEDEFAULT, rc.right - rc.left, rc.bottom - rc.top, NULL, NULL, hInstance, NULL);

if( !g_hWnd )

   return FALSE;

ShowWindow( g_hWnd, nCmdShow );

3．接收并处理window发来的消息。
//

// Main message loop

//

MSG msg = {0};

while( GetMessage( &msg, NULL, 0, 0 ) )

{

   TranslateMessage( &msg );

   DispatchMessage( &msg );

}

LRESULT CALLBACK WndProc( HWND hWnd, UINT message, WPARAM wParam, LPARAM lParam )

{


PAINTSTRUCT ps;


HDC hdc;


switch (message) 


{



case WM_PAINT:




hdc = BeginPaint(hWnd, &ps);




EndPaint(hWnd, &ps);




break;



case WM_DESTROY:




PostQuitMessage(0);




break;



default:




return DefWindowProc(hWnd, message, wParam, lParam);


}


return 0;

}

以上就是创建一个窗口对象的最小步骤，如果编译这个代码，屏幕上就会显示一个白色背景的窗口。
完整代码

#include <windows.h>

#include "resource.h"

//--------------------------------------------------------------------------------------
// 全局变量
//--------------------------------------------------------------------------------------
HINSTANCE   g_hInst = NULL;

HWND        g_hWnd = NULL;

//--------------------------------------------------------------------------------------
// 函数声明
//--------------------------------------------------------------------------------------
HRESULT InitWindow( HINSTANCE hInstance, int nCmdShow );

LRESULT CALLBACK    WndProc( HWND, UINT, WPARAM, LPARAM );

//--------------------------------------------------------------------------------------
// 程序入口。初始化，并进入消息循环。空闲时间用来绘制场景。
//--------------------------------------------------------------------------------------
int WINAPI wWinMain( HINSTANCE hInstance, HINSTANCE hPrevInstance, LPWSTR lpCmdLine, int nCmdShow )

{

    UNREFERENCED_PARAMETER( hPrevInstance );

    UNREFERENCED_PARAMETER( lpCmdLine );

    if( FAILED( InitWindow( hInstance, nCmdShow ) ) )

        return 0;

    // 消息循环
    MSG msg = {0};

    while( GetMessage( &msg, NULL, 0, 0 ) )

    {

        TranslateMessage( &msg );

        DispatchMessage( &msg );

    }

    return ( int )msg.wParam;

}

//--------------------------------------------------------------------------------------
// 注册窗口类并创建窗口
//--------------------------------------------------------------------------------------
HRESULT InitWindow( HINSTANCE hInstance, int nCmdShow )

{

    // 注册窗口类
    WNDCLASSEX wcex;

    wcex.cbSize = sizeof( WNDCLASSEX );

    wcex.style = CS_HREDRAW | CS_VREDRAW;

    wcex.lpfnWndProc = WndProc;

    wcex.cbClsExtra = 0;

    wcex.cbWndExtra = 0;

    wcex.hInstance = hInstance;

    wcex.hIcon = LoadIcon( hInstance, ( LPCTSTR )IDI_TUTORIAL1 );

    wcex.hCursor = LoadCursor( NULL, IDC_ARROW );

    wcex.hbrBackground = ( HBRUSH )( COLOR_WINDOW + 1 );

    wcex.lpszMenuName = NULL;

    wcex.lpszClassName = L"TutorialWindowClass";

    wcex.hIconSm = LoadIcon( wcex.hInstance, ( LPCTSTR )IDI_TUTORIAL1 );

    if( !RegisterClassEx( &wcex ) )

        return E_FAIL;

    // 创建窗口
    g_hInst = hInstance;

    RECT rc = { 0, 0, 640, 480 };

    AdjustWindowRect( &rc, WS_OVERLAPPEDWINDOW, FALSE );

    g_hWnd = CreateWindow( L"TutorialWindowClass", L"Direct3D 10 Tutorial 0: Setting Up Window", WS_OVERLAPPEDWINDOW,

                           CW_USEDEFAULT, CW_USEDEFAULT, rc.right - rc.left, rc.bottom - rc.top, NULL, NULL, hInstance,

                           NULL );

    if( !g_hWnd )

        return E_FAIL;

    ShowWindow( g_hWnd, nCmdShow );

    return S_OK;

}

//--------------------------------------------------------------------------------------
// 每次当应用程序接收消息时调用这个方法
//--------------------------------------------------------------------------------------
LRESULT CALLBACK WndProc( HWND hWnd, UINT message, WPARAM wParam, LPARAM lParam )

{

    PAINTSTRUCT ps;

    HDC hdc;

    switch( message )

    {

        case WM_PAINT:

            hdc = BeginPaint( hWnd, &ps );

            EndPaint( hWnd, &ps );

            break;

        case WM_DESTROY:

            PostQuitMessage( 0 );

            break;

        default:

            return DefWindowProc( hWnd, message, wParam, lParam );

    }

    return 0;

}
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