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fps(Frames Per Second)
Hz

30 60fps
20 30fps
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CGameMain: :Draw

// ( )

ScreenVertex V[3];

//

v[0].x = 310.0f; //

v[0].y = 3.0f; //

v[0].color = Color(1.0f, 0.0f, 0.0F); 7/ ( 0.0 1.0
//

GraphicsDevice.DrawUserPrimitives(PrimitiveType_PointList, v, 1, v[0].FVFQ));

GraphicsDevice.SetFloatRenderState(PointSize, 3.0f);

//
v[1].x = 87.0fF; //
v[1].y = 67.0F; //
v[1].color = Color(0.0f, 1.0f, 0.0F); //
//

( )
GraphicsDevice.DrawUserPrimitives(PrimitiveType_PointList, v, 2, v[0].FVFQ));

// ( )
GraphicsDevice.DrawUserPrimitives(PrimitiveType LinelList, v, 1, v[0]-FVF(Q));




(polygon) 3D
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5.5
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//
v[2].x = ; 1/
v[2].y = s 1/
v[2].color = Color(0.0f, 0.0f, 1.0F); //
//

GraphicsDevice.DrawUserPrimitives(PrimitiveType TriangleList, v, 1, v[0].FVFQ);

3D

3D

DirectX 3D (



)
"GameMain.h" //

//
MODEL  model;
GameMain: :LoadContent
//
SimpleShape shape;
shape.Type = Shape_Teapot;
model = GraphicsDevice.CreateModelFromSimpleShape(shape);

model

model

GameMain::Draw

//
model->Draw();

GameMain: :Draw

//
GraphicsDevice.SetRenderState(FillMode, FillMode_Solid);

3D



//

Material mat;

mat.Ambient = Color(0.3f, 0.1F, 0.1F); //
model->SetMaterial (mat);

mat.Diffuse = Color(0.7f, 0.0f, 0.0F); //

Color()
Color
0,0 1.0
0.0 1.0
0.0
3D
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;,

CGameMain

1.0

::LoadContent



GameMain: :LoadContent

//

1/

model = GraphicsDevice.CreateModelFromX( TEXT("
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3D

( ) "GameMain.h"
//
//
MODEL  model;
float X, vy, z; // X, Y, Z
GameMain::Initialize
//
x = 0.0f;
y = 0.0f;
z = 0.0F;
GameMain: :Draw
//

model->SetPosition(x, v, 7); //
model->Draw() ;

SetPosition model

GameMain: :Update

int GameMain::Update()

{

// TODO: Add your update logic here
//
KeyboardState key = Keyboard->GetState();
if(key. IsKeyDown(Keys_Up))
z += 0.02F;
i f(key. IsKeyDown(Keys_Down))
z -= 0.02F;

return 0;
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SetRotation model->Draw()

model->SetRotation(0.0f, 90.0f, 0.0f);

SetRotation

SetScale model->Draw()

model->SetScale(0.5F, 0.5F, 0.5F);

SetScale

MODEL
MODEL MODEL

MODEL

MODEL "GameMain
.h" //

MODEL  model2;



model 2 GameMain: :LoadContent

//
model2 = GraphicsDevice.CreateModelFromX( TEXT(" ");
model2

GameMain: :Draw
//
model2->Draw() ;

(model)

model2->SetPosition(x , Y , Z ); //
model2->SetScale(x , Y , Z ); 1/
model2->SetRotation(x , Y , Z ); //

MODEL ( )
AN IMAT IONMODEL
"GameMain.h" //

ANIMATIONMODEL  anime;

GameMain: :LoadContent

//
anime = GraphicsDevice.CreateAnimationModelFromX( TEXT(" ") );
anime
GameMain::Draw Draw()
// (0.016 [1/60 ] )

anime->Draw(0.016);



