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void CGameMain::Draw()

{

GraphicsDevice.Clear(Color_Tomato);

// TODO: Add your drawing code here
GraphicsDevice.BeginScene();

//
model->Draw() ;
anime->Draw(GameTimer.GetElapsedSecond());

//
GraphicsDevice.BeginShadowRendering();

Matrix mat;

mat = Matrix_CreateShadow(Light Directional, Vector3(0.0f, -1.0f, -1.0f),
model->GetPosition(),
Vector3(0.0f, -0.9f, 0.0f),
Vector3_Up);

model->DrawShadow(mat, 0.75F);

mat = Matrix_CreateShadow(Light_Point, Vector3(-100.0f, 100.0f, -15.0f),
anime->GetPosition(),
Vector3(0.0f, 0.1f, 0.0f),
Vector3_Up);

anime->DrawShadow(mat, 0.75F);

GraphicsDevice.EndShadowRendering();

GraphicsDevice.EndScene();



