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Usi ng M crosoft.DirectX;
Using Mcrosoft.Direct X Direct 3D,
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private Device device = null;
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public void InitializeGraphics()

{
/I Set our presentation parameters
PresentParameters presentParams = new PresentParameters();
presentParams.Windowed = true;
presentParams.SwapEffect = SwapEffect.Discard,;
/I Create our device
device = new Device(0, DeviceType.Hardware, this,
CreateFlags.SoftwareVertexProcessing, presentParams);
}
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Static void Main ()

{
Using (Form1 frm = new Form1 ())
/I Show our form and initialize our graphics engine
frm.Show ();
frm.InitializeGraphics ();
Application.Run (frm);
}
}
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device.Clear (ClearFlags.Target, System.Drawing.Color.CornflowerBlue, 1.0f,
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oS solal Present w5l b ol s (ioles lp

‘fn‘;ljdum)‘obm‘buw‘ulﬁa&w...u)w.a)btsd.u:\.udubw))b Lﬂds‘sbdu-’)_’ ‘SA-AJLAAJ‘

Voao 5l Lo cdie )y sl ol clie sy Lo 55 0550 oy (205950 W 0255 oy |y oy JSA oilss



bowg el 28ly ) pgo 00 AT 095 o | Elivn 4y bg o Dledlbol a5 o0ls ylezsl Jgl oo)ls 5
.device

s 45 ol 39g0 e SleMbl (gl 455 5l CUStOMVErteX (oIS 5l aliss slasls oyl
90,00 1y (g dw slad ,o e (wly 4 bogs o ledlbl Wil s a5 POSItiONColored ools Lozl Ll
oS o0litsl (amy dw Ladly cdie S gy (6l 00l lazbos ol 5l el b L

CustomVertex.PositionColored[] verts =

new CustomVertex.PositionColored [3];

Verts [0]. Position=new Vector3 (0.0f, 1.0f, 1.0f);

Verts [0].Color = System.Drawing.Color.Aqua.ToArgb ();
Verts [1]. Position =new Vector3 (-1.0f, -1.0f, 1.0f);

Verts [1].Color = System.Drawing.Color.Black.ToArgb ();
Verts [2]. Position =new Vector3 (1.0f, -1.0f, 1.0f);

Verts [2].Color = System.Drawing.Color.Purple.ToArgb ();
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device.BeginScene ();
device.VertexFormat = CustomVertex.PositionColored.Format;

device.DrawUserPrimitives (PrimitiveType.TriangleList, 1, verts);
device.EndScene ();
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Private void SetupCamera ()

{
device.Transform.Projection =Matrix.PerspectiveFovLH ((float) Math.PI
/ 4, this.Width / this.Height, 1.0f, 100.0f);
device.Transform.View = Matrix.LookAtLH (new Vector3 (0, 0, 5.0f),
new Vector3(),new Vector3(0,1,0));

}
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device.Transform.World = Matrix.RotationZ((float)Math.PI / 6.0f);
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device.Lights[0].Type = LightType.Point;
device.Lights[0].Position = new Vector3();
device.Lights[0].Diffuse = System.Drawing.Color.White;
device.Lights[0].Attenuation0 = 1.1f;
device.Lights[0].Range = 10.0f;
device.Lights[0].Enabled = true;
Aol oo o g e 4 by e 5, diffuse
il o e siwled oo e Attenuation0
ol b o1 50 55 aie a5 clei RANQGE
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CustomVertex.PositionNormalColored[] verts = new
CustomVertex.PositionNormalColored[3];
verts[0].Position = new Vector3(0.0f, 1.0f, 1.0f);
verts[0].Normal = new Vector3(0.0f, 0.0f, -1.0f);
verts[0].Color = System.Drawing.Color.Aqua.ToArgb();

device.VertexFormat = CustomVertex.PositionNormalColored.Format;
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Private VertexBuffer vb = null;
Vb = new VertexBuffer (typeof (CustomVertex.PositionColored), 3, device,
Usage.Dynamic | Usage.WriteOnly, CustomVertex.PositionColored.Format,
Pool.Default);

vb.SetData (verts, 0, LockFlags.None);

D5l ol Wgd oo Joyl Vertex Buffers wjle a4 a5 sle yal)b
Vertex device 1,5 Ly ms,S slsul |, Vertex Buffers . ¢y, 45 <l device:Device
el Jou3 5,40 Buffers

,oL8 Ls buffer us solawal sasjle 1o 9,90 cnl 5l 5145 b 4 30 o5lal:SizeOfbufferinBytes

S0 a1 Lply glsil 050 algs>
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wiSe e |y 5l 5 esliul sgiUsage
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device.SetStreamSource(0, vb, 0);
device.DrawPrimitives(PrimitiveType.TriangleList, O, 1);

6)—-‘>W)°)-<-'°w--5-"u~)5) Iy 09> méLadSG;LA)'dfcMul o2 Qijo)lo Sgzg JSie SO L] jo ‘513
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private void OnVertexBufferCreate(object sender, EventArgs e)

{

VertexBuffer buffer = (VertexBuffer)sender;

CustomVertex.PositionColored[] verts = new CustomVertex.PositionColored[36];
verts[0] = new CustomVertex.PositionColored(-1.0f, 1.0f, 1.0f, Color.Red.ToArgb());
verts[1] = new CustomVertex.PositionColored(-1.0f, -1.0f, 1.0f, Color.Red.ToArgh());
verts[2] = new CustomVertex.PositionColored(1.0f, 1.0f, 1.0f, Color.Red.ToArghb());
verts[3] = new CustomVertex.PositionColored(-1.0f, -1.0f, 1.0f, Color.Red.ToArgh());
verts[4] = new CustomVertex.PositionColored(1.0f, -1.0f, 1.0f, Color.Red.ToArgb());
buffer.SetData(verts, 0, LockFlags.None);

vb.Created += new EventHandler(this.OnVertexBufferCreate);

OnVertexBufferCreate(vb, null);
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CustomVertex.PositionTextured[] verts = new

CustomVertex.PositionTextured[18];
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verts[0] = new CustomVertex.PositionTextured(-1.0f, 0.5f, 1.0f, 0.0f, 0.0f);
verts[1] = new CustomVertex.PositionTextured(-1.0f, 0.5f, -1.0f, 0.0f, 1.0f);
verts[2] = new CustomVertex.PositionTextured(1.0f, 0.5f, -1.0f, 1.0f, 1.0f);
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private Texture text = null;
o0 (50 sl IS (ol 25 05 gy o oS Cs B TP S L (ol il Lo o

text = new Texture(device, new Bitmap(this. GetType(),
"River.bnmp"), 0, Pool.Mnaged);
devi ce. Set Texture(0, tex);
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graphics)03figd3.jpa
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private Mesh mesh = null;
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mesh = Mesh.Box(device, 2, 2, 2);
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caams gl yoi opl 093 (ame Cuogas canx p diilyie 5 b osle . 39y IS0 bae (S5 ol
devi ce. Render St at e. Anbi ent = Col or. Bl ue;
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boxMaterial = new Material ();
boxMateri al . Anbient = Color. Silver;
boxMaterial . D ffuse = Col or. Wi te;
device. Material = boxMateri al;
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nesh = Mesh. Cyli nder (devi ce, Radiusl, Radius2, Length, Slices, Stacks)

s wi-Y
mesh = Mesh.Polygon(device, Length, Sides);
XEBT A
mesh = Mesh. Teapot (devi ce);
Lo, S-f
mesh = Mesh. Sphere(devi ce, Radiusl, Slices, Stacks) ;
: ail>—0
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mesh = Mesh. Torus(device, InnerRadius, OutterRadius, Sides, Rings);

.‘_SJ..o‘ )97 Jo> o oo olaws : Slices
cshol yeme Jg aniy olaws - Stacks
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