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fps(Frames Per Second)

30 60fps
20 30fps
24fps 8fps

GameMain
Initialize

LoadContent / UnloadConten
Update / Draw

GameMain

Initialize, LoadContent, UnloadContent, Update, Draw

Initialize

LoadContent

UnloadContent

LoadContent

Update

16.6ms 60

Draw

Hz

Windows

16.6ms

60



3D

(polygon) 3D
(
)
SS PS N64 DC PS2 GC Xbox Xbox360 PS3 Wii
94 11 |94 12 9% 6 98 11 00 3 0L 9 0L 11 |05 12 |06 11 |06 12
90 36 10 300 7500 1200 125 5 3 1600
A
DS PSP 3DS PSVita
04 11 |04 12 1 2 11 12
12 3300 1530 133
A
3D
JPEG FBX 0BJ
(-x DirectX Retained Mode
)
Mesh {
4432;

-34.720058;-12.484819;48.088928;,
-25.565304;-9.924385;26.239328;,
-34.612186;-1.674418;34.789925;,
0.141491;7.622670;25.743210;,
-34.612175;17.843525;39.827816;,
-9.608727;27.597115;38.148296;,



""Game

Main.h" //

//
MODEL  town;

"town" GameMain: :LoadContent

//
town = GraphicsDevice.CreateModelFromX( TEXT("Town/Town.x") );
"town"
model
GameMain: :Draw
//
town->Draw();
3D ( ) ( )
80
90 CPU GPU

GameMain: :Draw

//
GraphicsDevice.SetRenderState(FillMode, FillMode WireFrame);



//
GraphicsDevice.SetRenderState(FillMode, FillMode Solid);

3D

3D

3D

(0.0, 0.0, 0.0) (0.0, 0.0, 0.0)
GameMain: :Draw

//
Camera->SetView(Vector3(0.0f, 0.0f, 0.0f), Vector3(0.0f, 0.0f, 0.0f));




Texture

Texture

3D 2D
3D

3D

CPU
CPU

PC

3D

"Town.x"

3D

2D
BG )

GPU

(BG )

2D



BG
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"GameMain.h"

//

//
SPRITE  sky;

"'sky GameMain: :LoadContent

//
sky = GraphicsDevice.CreateSpriteFromFile( TEXT("Town/BlueSky.jpg™) );

"'sky "'sky
sky
GameMain: :Draw

//

SpriteBatch.Begin();

SpriteBatch.Draw(sky, Vector3(0.0f, 0.0f, 1.0f));
SpriteBatch.End();

3D 3D



"RedSky . jpg"

//

Material  mtrl(town);

mtrl.Emissive = Color(1.0f, 0.0f, 0.0F); //
town->SetMaterial (mtrl);

Color()

Color
0.0 1.0
0.0 1.0
0.0

GameMain::LoadContent

1.0



_ end - d
~ end - start
start = ( )
end = ( )
d =
G ( @Y,
1 1
:W :m
e = ( 2.71828)
d =
density = (0.0 1.0 )

GameMain: :Draw

//

GraphicsDevice.SetRenderState(FogEnable, TRUE);
GraphicsDevice.SetRenderState(FogVertexMode, FogMode_Linear);
GraphicsDevice.SetRenderState(FogColor, Color(1.0f, 0.0f, 0.0f));
GraphicsDevice.SetFloatRenderState(FogStart, 1.0f);
GraphicsDevice.SetFloatRenderState(Fogend, 250.0f);

Color()

//
//



GameMain: :Update

int GameMain::Update()

{
// TODO: Add your update logic here
//
KeyboardState keyboard = Keyboard->GetState();
//
if(keyboard. IskeyDown(Keys_Right)) {
Camera->Rotation(0.0f, -1.0f, 0.0f);
}
//
Camera->Update();
return 0;
}

~ Keys_Left - Keys Right
Camera->Rotation()

GameMain: :Update

//

if(keyboard. IskeyDown(Keys_Up)) {
Camera->Move(0.0f, 0.0F, 0.25F);

}



t Keys_ Up - Keys_Down
Camera->Move()



