U Ogals 1o, (sl alaldl) 3D Xna pdss pwsys alwlu '-\
azoyul) csupell aoyell

ol G,

e o Casu (e pall a8 (40 ALulll) 3D Xna abed 5 Aludus (e (A (a8 oS Slal
el

JS Jan umy Alialia gy i gad DA G o el (o i Laliansing ) s gl 28 plall claalll ia
Alad 44 5l ac 23 XNA Lo dadoall Lpoall Clad¥1 pia a3 ) 45 Hhall o2 casd casSllly calida ¢ 5 Gl
ﬁ!)}cﬂb&é&éﬂkﬁ&h&gj}mea}&m&&}.dA@.nm‘uj‘\‘)jmﬂju‘jly\;\.ﬁhay \.J:
STextures” <Ll

o any (Lm0 gaall Jabs JLia) 5 Jad Il e Gustall G 3l sl JYA (e Lely i Sy
ol Cale aa Lilzd LS Lalai <Solution Explorer J) @ Content U alaw ) 55 saall o) iy

138 aul Baalie SBSAL o e <Solution Explorer J) 8 Contentd) &a & call e Jakuia Lavie
128 s GlilSAl ASL el Jaud) agall b Gailadll o je 8 el g c‘riemerstexture” aub calall
OV s LS4 (S caa LS o)

S ef A ) el A8l a8 Aalal) 3 ) sea Jang S daa e ALl o685 G gas <0 SU) 8

|Texture2D texture; l
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|texture = Content.Load<Texture2D> ("riemerstexture"); I
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VertexPositionTexture[] vertices;
VertexDeclaration texturedVertexDeclaration;
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private void SetUpVertices|()

{
vertices = new VertexPositionTexture[3];
vertices[0] .Position = new Vector3(-10f, 10f, 0f);
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vertices[0].TextureCoordinate.X = 0;
vertices[0].TextureCoordinate.Y

Il
(@)
~.

vertices[1l].TextureCoordinate.X =

vertices[1l].Position = new Vector3(10f, -10f, 0f);
1;
vertices[1l].TextureCoordinate.Y = 1;

vertices[2] .Position = new Vector3(-10f, -10f, O0f);
vertices[2].TextureCoordinate.X = 0;
vertices[2].TextureCoordinate.Y = 1;
texturedVertexDeclaration = new VertexDeclaration (device,
VertexPositionTexture.VertexElements) ;

}
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| SetUpVertices (); l
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Matrix worldMatrix = Matrix.Identity;
effect.CurrentTechnique = effect.Techniques["Textured"];
effect.Parameters["xWorld"].SetValue (worldMatrix) ;
effect.Parameters["xView"].SetValue (viewMatrix) ;
effect.Parameters["xProjection"].SetValue (projectionMatrix);
effect.Parameters["xTexture"].SetValue (texture) ;
effect.Begin();
foreach (EffectPass pass in effect.CurrentTechnique.Passes)
{
pass.Begin () ;
device.VertexDeclaration = texturedVertexDeclaration;
device.DrawUserPrimitives (PrimitiveType.Trianglelist, vertices,
O/ 1);
pass.End() ;
}
effect.End();
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private void SetUpVertices()

{

vertices = new VertexPositionTexture[6];

vertices[0].TextureCoordinate.X =

vertices[0] .Position = new Vector3(-10f, 10f, 0f);
0;
vertices[0].TextureCoordinate.Y = 0;

vertices([1l].Position = new Vector3(10f, -10f, 0f);
vertices[l].TextureCoordinate.X = 1;
vertices[l].TextureCoordinate.Y = 1;
vertices[2] .Position = new Vector3(-10f, -10f, O0f);
vertices[2].TextureCoordinate.X = 0;
vertices[2].TextureCoordinate.Y 1;

vertices[3].Position = new Vector3(10.1f, -9.9f, 0f);
vertices[3].TextureCoordinate.X = 1;
vertices[3].TextureCoordinate.Y = 1;

vertices[4].TextureCoordinate.X =

vertices[4] .Position = new Vector3(-9.9f, 10.1f, 0f);
0;
vertices[4].TextureCoordinate.Y = 0;

10.1f£, 10.1f, 0f);

’

vertices[5] .Position = new Vector3
vertices[5].TextureCoordinate.X =
vertices[5].TextureCoordinate.Y
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’

texturedVertexDeclaration = new VertexDeclaration (device,
VertexPositionTexture.VertexElements) ;

}
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device.DrawUserPrimitives (PrimitiveType.TrianglelList, vertices, 0, 2); |
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#* Riemer's XNA Tutorials - Series 2
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using System;

using System.Collections.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 XNAseries?2

{

public class Gamel : Microsoft.Xna.Framework.Game
{

GraphicsDeviceManager graphics;

GraphicsDevice device;

Effect effect;
Matrix viewMatrix;
Matrix projectionMatrix;
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Texture2D texture;

VertexPositionTexture[] vertices;
VertexDeclaration texturedVertexDeclaration;

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 2";

base.Initialize();

}

protected override void LoadContent ()

{

device = graphics.GraphicsDevice;

effect = Content.Load<Effect> ("effects");
texture = Content.Load<Texture2D> ("riemerstexture");

SetUpVertices () ;
SetUpCamera () ;
}

private void SetUpVertices()

{

vertices = new VertexPositionTexturel[6];

vertices[0] .TextureCoordinate.X =

vertices[0] .Position = new Vector3(-10f, 10f, O0f);
0;
vertices[0].TextureCoordinate.Y = 0;

vertices[1l].TextureCoordinate.X =

vertices[1l].Position = new Vector3(10f, -10f, 0f);
1;
vertices[1l].TextureCoordinate.Y = 1;

vertices[2] .Position = new Vector3(-10f, -10f, 0f);
vertices[2].TextureCoordinate.X = 0;

vertices[2] .TextureCoordinate.Y = 1;
vertices[3].Position = new Vector3 (10
vertices[3].TextureCoordinate.X = 1;
vertices[3].TextureCoordinate.Y = 1;

.1£, -9.9£f, 0f);

vertices[4] .Position = new Vector3(-9.9f, 10.1f, 0f);
vertices[4].TextureCoordinate.X = 0;
vertices[4].TextureCoordinate.Y = 0;
vertices[5] .Position = new Vector3(10.1f, 10.1f, 0f);
vertices[5] .TextureCoordinate.X = 1;
vertices[5] .TextureCoordinate.Y = 0;
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texturedVertexDeclaration = new VertexDeclaration (device,
VertexPositionTexture.VertexElements) ;

}

private void SetUpCamera ()

{

viewMatrix = Matrix.CreateLookAt (new Vector3(0, 0, 30), new Vector3(0, 0, 0),
new Vector3 (0, 1, 0));

projectionMatrix = Matrix.CreatePerspectiveFieldOfView (MathHelper.PiOver4,
device.Viewport.AspectRatio, 0.2f, 500.0f);

}

protected override void UnloadContent ()
{
}

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

}

protected override void Draw (GameTime gameTime)

{

device.Clear (ClearOptions.Target | ClearOptions.DepthBuffer,
Color.DarkSlateBlue, 1.0f, 0);

Matrix worldMatrix = Matrix.Identity;
effect.CurrentTechnique = effect.Techniques["Textured"];
effect.Parameters["xWorld"].SetValue (worldMatrix) ;
effect.Parameters["xView"].SetValue (viewMatrix) ;
effect.Parameters["xProjection"] .SetValue (projectionMatrix) ;
effect.Parameters["xTexture"].SetValue (texture) ;
effect.Begin();

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

pass.Begin () ;

device.VertexDeclaration = texturedVertexDeclaration;
device.DrawUserPrimitives (PrimitiveType.TrianglelList, vertices, 0, 2);
pass.End() ;

}
effect.End();

base.Draw (gameTime) ;
}
}




