This function is used to render 3D objects to screen using a render tree that I create.  First I set the technique, then the texture, then I loop through each mesh and loop through all the render passes.
//DirectX API referenced from "Introduction to 3D Game Programming with DirectX 9.0" by Frank Luna and DirectX SDK Documentation and MSDN
void Renderer::Render3DObjectsOpaque(D3DXMATRIX* pCamera)

{


int nSize = (int)m_Batches3D.size();


//Loop through each techqniue


for (int i = 0; i < nSize; i++)


{



//Set the technique



m_pMasterEffect->SetTechnique(m_Batches3D[i].m_hTechnique);



unsigned int nNumPasses;



m_pMasterEffect->Begin(&nNumPasses, 0);



//Loop through each texture



int nSizeTextures = (int)m_Batches3D[i].m_TextureBatches.size();



for (int j = 0; j < nSizeTextures; j++)



{




//Set the texture




if(m_Batches3D[i].m_TextureBatches[j].m_pTexture)




{





m_pMasterEffect->SetTexture(m_hTexture, m_Batches3D[i].m_TextureBatches[j].m_pTexture);




}





else




{





m_pMasterEffect->SetTexture(m_hTexture, 0);




}




//Loop through each mesh




int nSizeMeshes = (int)m_Batches3D[i].m_TextureBatches[j].m_RObjects.size();




for (int k = 0; k < nSizeMeshes; k++)




{





//Set the world matrix





m_pMasterEffect->SetMatrix(m_hWorldMatrix, &(m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_WorldMatrix));





//Set the worldview matrix





D3DXMATRIX worldview = (m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_WorldMatrix) * (*pCamera);





m_pMasterEffect->SetMatrix(m_hWorldViewMatrix, &worldview);





m_pDevice->SetVertexDeclaration(m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pDecl);





//Loop for each render pass (used from "Introduction to 3D Game Programming with DirectX 9.0" by Frank Luna)





for (unsigned int m = 0; m < nNumPasses; m++)





{






//Set the pass






m_pMasterEffect->BeginPass(m);






//Render each subset (used from "Introduction to 3D Game Programming with DirectX 9.0" by Frank Luna)






for (int n = 0; n < m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_nNumMats; n++)






{







D3DXVECTOR4 color;







color.x = m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pMaterials[n].Diffuse.r;







color.y = m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pMaterials[n].Diffuse.g;







color.z = m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pMaterials[n].Diffuse.b;







color.w = m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pMaterials[n].Diffuse.a;







m_pMasterEffect->SetVector(m_hColor, &color);







m_pMasterEffect->CommitChanges();







m_Batches3D[i].m_TextureBatches[j].m_RObjects[k].m_pMesh->m_pMesh->DrawSubset(n);






}






//End the current pass






m_pMasterEffect->EndPass();





}




}



}



//End the effect



m_pMasterEffect->End();


}

}
This is a vertex shader that uses half lambert, gooch shading, and rim highlights.

// Sources for code: "Introduction to 3D Game Programming with DirectX 9.0" by Frank Luna and Direct3D SDK Documentation

// Team Fortress 2 Shading Algorithm referenced from the GDC 08 Lecture slides. 

// Get them here http://www.primotechnology.com/2008/02/25/gdc-08-the-illustrative-world-of-team-fortress-2/

// Optimization help by Thomas Wells

VS_OUTORGANIC VNonOrganic(VS_INPUTORGANIC input)

{


VS_OUTORGANIC output = (VS_OUTORGANIC)0;


lightDir = -normalize(lightDir);


///////////////


//N dot L stuff


///////////////



input.normal.w = 0.0f;



lightDir = mul(lightDir, ViewMatrix);



vector iNormal = mul(input.normal, WorldViewMatrix);


/////////////////////////////////


//Transform to screen coordinates


/////////////////////////////////


output.position = mul(input.position, WorldMatrix);



output.position = mul(output.position, ViewProjMatrix);


////////////////


//Create shading


////////////////



float u = dot(lightDir, iNormal);



//Half Lambert



float halfLam = u * .5f;



halfLam = u + .5f;



//Clamp Lambert to 0.3 - 1.0



if (u < 0.3f)




u = 0.3f;



//Combine Half Lambert and Regular Lambert



u = (u + halfLam) / 2.0f;


////////////////


//Gooch Shading


////////////////



vector goochShade;



goochShade.w = 1.0f;



goochShade.x = ((goochWarm.x - goochCool.x) * u) + goochCool.x;



goochShade.y = ((goochWarm.y - goochCool.y) * u) + goochCool.y;



goochShade.z = ((goochWarm.z - goochCool.z) * u) + goochCool.z;


////////////////


//Rim Highlights


////////////////



vector VertPos = mul(input.position, WorldMatrix);



vector CamVec;



CamVec.x = CamPos.x - VertPos.x;



CamVec.y = CamPos.y - VertPos.y;



CamVec.z = CamPos.z - VertPos.z;



CamVec.w = 0.0f;



CamVec = normalize(CamVec);



//N dot V



vector N = mul(input.normal, WorldMatrix);



N = normalize(N);



float rimHighlight = 1.0f - dot(CamVec, N);



//Do this to make the fall off much slower



rimHighlight = rimHighlight * rimHighlight * rimHighlight * rimHighlight;


//////////////////////////////////////////////////


//Heavenly Highlights (Those that come from above)


//////////////////////////////////////////////////



rimHighlight = (rimHighlight + ((dot(N, worldY) / 2.0f))) / 2.0f;


vector Rim;


Rim.x = rimHighlight;


Rim.y = rimHighlight;


Rim.z = rimHighlight;


Rim.w = rimHighlight;


output.rim = Rim;


/////////////////////


//Texture Coordinates


/////////////////////



output.uvs.x = input.uvs.x;



output.uvs.y = input.uvs.y;


output.diffuse.x = ((goochShade.x) + (VertColor.x * u)) * .5f;


output.diffuse.y = ((goochShade.y) + (VertColor.y * u)) * .5f;


output.diffuse.z = ((goochShade.z) + (VertColor.z * u)) * .5f;


output.diffuse.w = VertColor.w;


return output;

}

