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private void SetUpVertices()

{

vertices = new VertexPositionColor[3];

vertices[0] .Position = new Vector3(0f, 0f, 0f);
vertices[0] .Color = Color.Red;

vertices[1l] .Position = new Vector3(10f, 10f, 0f);
vertices[1l].Color = Color.Yellow;

vertices([2] .Position = new Vector3(10f, 0f, -5f);
vertices[2].Color = Color.Green;

myVertexDeclaration = new VertexDeclaration(device,
VertexPositionColor.VertexElements) ;

}
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effect.CurrentTechnique = effect.Techniques["Colored"];

258 ks 3

N alladl 81 5aalSI am g s o 2 Xna J) oS Al Y cddabiy $IAL (5 A1 3 ye Gl L5A) 8 o e
ks el ) 5 ey

19l sinn 11l g5 b ghimall (any (i el zling (o g o) yualSU) a8 g0 paa ol (4

e Al cdah Cpamy Led ASLAN Y a1 3D alladl & ol (g yaty i (pad Cld ghaall (e 3 s dadd Y
L) AEDN a8 gall o i IR (pe I3y ladY) LN pliadll ) alaa) AN i) Jy gas oty ) daid alaiall
Cadd 1)) Ame 3 gt e (g ging (ol ) peaie b jliel 4 sheadl J) i of dlle Gy Jlaialy 13 48 siian
e de e Jpanl) i i€ 1)) A pae 4l e Jhand G A siiaal) s2a Jiay e A5 Aadi 3 juas
([ Ay 5 il giaall] (s ) g sl GllSal il siiadl (e il sleal)




138 calasY1 A AaLal) ) sl SO alladl (e Blil Jy sad die Lgdy a5 Gangy (aibiadl] (e el @llia Y
Canall 068 Jlef @ i) o2 ALy a8 Y 5l (4 shian o Juasd Cun o) i sha ) andy J gl
W palall

Matrix viewMatrix;
Matrix projectionMatrix;
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private void SetUpCamera ()
{
viewMatrix = Matrix.CreateLookAt (new Vector3 (0, 0, 50), new Vector3(0, O,
0), new Vector3(0, 1, 0));
projectionMatrix = Matrix.CreatePerspectiveFieldOfView (MathHelper.PiOver4,
device.Viewport.AspectRatio, 1.0f, 300.0f);
}
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effect.Parameters["xView"].SetValue (viewMatrix);
effect.Parameters["xProjection"].SetValue (projectionMatrix);
effect.Parameters["xWorld"].SetValue (Matrix.Identity);
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SetUpCamera () ;
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viewMatrix = Matrix.CreateLookAt (new Vector3(0, 0, -50), new Vector3(0, 0, 0),
new Vector3(0, 1, 0));

OV Jedl) Jla 23l o) Cavail) 8 o) puadd) ddaiill 4y 5 a8 53 of elile

el SU Al gl Bl (o 2253 Xna J) L) sl SU dgan) sall liiall Jadd ans i Xna ) dascally 4ed 55 Y L 13 ()65 38
o o ) 7 ) saa o | palSl) i g < 13) 1 el SH Apsailly de Ll o Jlie g oladls A jra 0585 o)

) palSH Ailly Ao L) o jlie uSe alaily 48 e -l 48 shian A 53 3 sall- Ly Gaalad) Caliall Ul 30 Lalis e
Nean ) oy N g2

Loy aly Co o ) Bl 2ae 155 G LSl adf LS ool Bl ) e S (S8 2ol “Culling” 4l _a))

:Draw s & Ul Jlaud) sy Giskh oo A jall CGile) iy o) Juad) (ki ananai vie (J) ) S

| device.RenderState.CullMode = CullMode.None;
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using System;
using System.Collection

s.Generic;

using Microsoft.Xna.Framework;

using Microsoft.Xna.Framework.Audio;

using Microsoft.Xna.Framework.Content;

using Microsoft.Xna.Framework.GamerServices;
using Microsoft.Xna.Framework.Graphics;
using Microsoft.Xna.Framework.Input;

using Microsoft.Xna.Framework.Net;

using Microsoft.Xna.Framework.Storage;

namespace XNAtutorial

{

public class Gamel

Microsoft.Xna.Framework.Game

{

GraphicsDeviceManager graphics;
SpriteBatch spriteBatch;
GraphicsDevice device;

Effect effect;

VertexPositionColor[] vertices;
VertexDeclaration myVertexDeclaration;

Matrix viewMatrix;
Matrix projectionMatrix;

public Gamel ()

{
graphics = new GraphicsDeviceManager (this);
Content.RootDirectory = "Content";

}

protected override void Initialize ()

{
graphics.PreferredBackBufferWidth = 500;
graphics.PreferredBackBufferHeight = 500;

graphics.IsFullScreen = false;
graphics.ApplyChanges () ;
Window.Title = "Riemer's XNA Tutorials -- Series 1";

base.Initialize();

protected override void LoadContent ()
{
device = graphics.GraphicsDevice;
spriteBatch = new SpriteBatch (GraphicsDevice);

effect = Content.Load<Effect> ("effects");
SetUpVertices () ;

SetUpCamera () ;

private void SetUpVertices ()

{

vertices = new VertexPositionColor[3];

vertices[0] .Position = new Vector3(0f, 0f, 0f);
vertices[0].Color = Color.Red;
vertices[l].Position = new Vector3(10f, 10f, 0f);
vertices[1l].Color = Color.Yellow;
vertices[2].Position = new Vector3(10f, 0f, -5f);
vertices[2].Color = Color.Green;

myVertexDeclaration = new VertexDeclaration (device,




VertexPositionColor.VertexElements) ;

}

private void SetUpCamera ()
{
viewMatrix = Matrix.CreateLookAt (new Vector3(0, 0, 50), new Vector3(0, O,
0), new Vector3(0, 1, 0));
projectionMatrix = Matrix.CreatePerspectiveFieldOfView (MathHelper.PiOver4,
device.Viewport.AspectRatio, 1.0£f, 300.0f);
}

protected override void UnloadContent ()
{
}

protected override void Update (GameTime gameTime)

{
if (GamePad.GetState(PlayerIndex.One) .Buttons.Back == ButtonState.Pressed)
this.Exit () ;

base.Update (gameTime) ;
protected override void Draw (GameTime gameTime)
{

device.Clear (Color.DarkSlateBlue) ;

device.RenderState.CullMode = CullMode.None;

effect.CurrentTechnique = effect.Techniques["Colored"];
effect.Parameters["xView"].SetValue (viewMatrix) ;
effect.Parameters["xProjection"].SetValue (projectionMatrix);

effect.Parameters["xWorld"].SetValue (Matrix.Identity);

effect.Begin();
foreach (EffectPass pass in effect.CurrentTechnique.Passes)
{

pass.Begin() ;

device.VertexDeclaration = myVertexDeclaration;
device.DrawUserPrimitives (PrimitiveType.TrianglelList, vertices, 0, 1);

pass.End();
}
effect.End();

base.Draw (gameTime) ;




