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device.Clear (ClearFlags.Target ,Color.Red , Y,..)
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device.Clear (ClearFlags.Target ,Color.Red , Y«')
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protected override void OnPaint (System.Windows.Forms.PaintEventArgs
e)

{
device.Clear (ClearFlags.Target ,Color.Red , Y«')
}
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protected override void OnPaint (System.Windows.Forms.PaintEventArgs
e)

{

device.Clear (ClearFlags.Target ,Color.Red , Y«')

device.Present ();

}
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static void Main ()

{
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static void Main ()

{

Form) xx = new Form) () ;
{
xx.ondeivce ();
}
1

sy da>ly alS e curds SVy 381 ol s JS al>sall 01n (5]
e Ol Lo (X0), paeal) olisiul siJl Object JI O s\ Los
aJWl @lozl @8lo] Lule o i) Josy ,98) pls Lo poiuo JSoiu

a2l 0id gas=s)
:5gS

Application.Run (xx);

SIS oSl LdSiin syl adldl uuasd
:5gS

static void Main ()

{

Form) xx = new Form) () ;

{

xx.ondeivce ();
Application.Run (xx);
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. using éystem.Drawing;
using Systew.Collections:
using System.ComponentModel;
using Systew.Tindows.Formws:
“using Svyvstem.Data;
O namespace DirectXS
J {
= S5 <sumar v
A44 Sunmary description for Forml.
S < sunmar v
public class Forml @ System.Windows.Forms.For
{
A2 wEwmnarys
A4F Redguired dezigner wariable.
FEF </ summarye
private System.ComponentModel.Container compohents = null;
public Formli)
{
g
f# Regquired for Windows Form Designer support
s
InitializeComponent ()
&,
S TODO: Add any constructor code after InitializeComponent call
i
+
fAF wEwmmar v
A4F Clean up any resources being used.
S0 </ summaryr
protected owverride woid Dispose | bool disposing )
i
if| disposing )
{

if (components !'= null)

bhsd plel)) tas,w 8,k dsl) clowl dac 53 1is 5o Jas\)

>gS:

using System;

using System.Drawing;

using System.Collections;
using System.ComponentModel;
using System.Windows.Forms;
using System.Data;

Jl a6 liogy Log ,,0updl Jiow MeVl (58 3¢SUl 1id
>gS:

using System.Drawing;

Ol Je0l Csusi wsills.
>gS:

using System.Windows.Forms;
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public class Forml : System.Windows.Forms.Form

&9 Joss Lo Lod (Inheritance) asell o] ur b (Forml) JI g Form
o< aurail piy dshioll 038 (599 98l Lailas gro> & Ol U=l o
Ohusiodl ol WLSISUI.

>gS:

private System.ComponentModel.Container components = null;

public Forml ()

{
//
// Required for Windows Form Designer support
//

InitializeComponent () ;

//
// TODO: Add any constructor code after
InitializeComponent call
//
}

/// <summary>
/// Clean up any resources being used.
/// </summary>
protected override void Dispose( bool disposing )
{
if ( disposing )
{
if (components != null)
{
components.Dispose () ;
}
}

base.Dispose( disposing );

Je=x9 595Ul iy g0l (sv Loty 599 2>l oac ol MeVU 3551 1is 391
5l .Lise> o9 Loy o ,(aS,ig o 1uS) a>lo LJB (59 ,oliall Rio>
w CJ))I.
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static void Main ()




Application.Run(new Forml ());

lous (Jo>all ddnsi) dls (s W o . iyl (e g1, slow=dl La
508l (89 £5> Sl e .

JI g0 JoVI 2wl JI DirectX:

Sz 999 Lzow cdlly | ):Ulgya.iu_ég_w gg0g0ll [1d (o9

oy MI). L
o]l e auraidl pgsi Vgl DirectX JUJIS:

5gS:

using Microsoft.DirectX;
using Microsoft.DirectX.Direct3D;

WG: JI (e 2,25 Device _U Direct3d
Device device3d;

oSy powl Sl Laowis @ls Joss pgas (LG ondevice() oe lplslu & ras
ol Device g PresentParameters

>gS:

public void ondevice ()

{

PresentParameters pp = new PresentParameters

pp.Windowed = true;
pp.SwapEffect = SwapEffect.Discard;

device3d = new Device (0,DeviceType.Hardware
,this,CreateFlags.SoftwareVertexProcessing ,pp):;

}

aldl e aurail Tal, OnPaint() WS OgSas:
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protected override void OnPaint (System.Windows.Forms.PaintEventArgs

{
device3d.Clear (ClearFlags.Target ,Color.Red

device3d.Present ();

SIS UsSug auns )l dldl e pusaill (luols:

>gS:

static void Main ()

{

using (Forml xx = new Forml ())

{
xx.ondevice ();
Application.Run (xx) ;

}
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using System;

using System.Drawing;

using System.Collections;
using System.ComponentModel;
using System.Windows.Forms;
using System.Data;

using Microsoft.DirectX;
using Microsoft.DirectX.Direct3D;

namespace DirectX9
{
/// <summary>
/// Summary description for Forml.
/// </summary>
public class Forml : System.Windows.Forms.Form

{

Device device3d;

/// <summary>

/// Required designer variable.

/// </summary>

private System.ComponentModel.Container components =

public Forml ()

{
//

// Required for Windows Form Designer support

//

InitializeComponent () ;

//

// TODO: Add any constructor code after
InitializeComponent call

//

1

public void ondevice ()

{

PresentParameters pp = new PresentParameters

pp.Windowed = true;
pp.SwapEffect = SwapEffect.Discard;

device3d = new Device (0,DeviceType.Hardware
,this,CreateFlags.SoftwareVertexProcessing ,pp):;

}

protected override void OnPaint
(System.Windows.Forms.PaintEventArgs e)

{

device3d.Clear (ClearFlags.Target ,Color.Red
+1,0)5
device3d.Present ();




}

/// <summary>
/// Clean up any resources being used.
/// </summary>
protected override void Dispose( bool disposing )
{
if ( disposing )
{
if (components != null)
{
components.Dispose () ;
}
}
base.Dispose ( disposing );

}

#fregion Windows Form Designer generated code

/// <summary>
/// Required method for Designer support - do not

/// the contents of this method with the code editor.

/// </summary>
private void InitializeComponent ()
{

this.components = new

System.ComponentModel.Container () ;
this.Size new System.Drawing.Size (300,300);

this.Text "Forml";
}

#endregion

/// <summary>
/// The main entry point for the application.
/// </summary>
[STAThread]
static void Main ()
{
using (Forml xx = new Forml ())
{
xx.ondevice ();
Application.Run (xx) ;

Il 0,89 Jomo G b e oy 0l VI e, Lo DirectX aewo (o9
aLoladl ¢sdo (Full Screen)
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Format current = Manager.Adapters[0].CurrentDisplayMode.Format;




pp-Windowed = false;
pp.BackBufferFormat = current;
pp.BackBufferCount = 1;
pp.BackBufferWidth = 800;
pp.BackBufferHeight = 600

JI Loaziw]| wu> Class (swowwodl Manager Jl aoxi wsu pg8i wsillg ID
Number 99 aolaziw] sholl acwladl w,s) Adapters[0] Lass| loS
llw, bodl £95 05 o9 (Format) JI sl ade Josl sl,0Jl Screen
Resolutlon () +V& Jlex769) JI 9 Jwwsy Color Quality (YY Juw Bit)..
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Jowy Sl Jl adawles eldg pazsiwnll aude CurrentDisplayMode.Format
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using System;

using System.Drawing;

using System.Collections;
using System.ComponentModel;
using System.Windows.Forms;
using System.Data;

using Microsoft.DirectX;
using Microsoft.DirectX.Direct3D;

namespace DirectX9
{
/// <summary>
/// Summary description for Forml.
/// </summary>
public class Forml : System.Windows.Forms.Form

{

Device device3d;

/// <summary>

/// Required designer variable.

/// </summary>

private System.ComponentModel.Container components =

public Forml ()

{
//

// Required for Windows Form Designer support

//
InitializeComponent () ;

//
// TODO: Add any constructor code after
InitializeComponent call

//




}

public void ondevice ()

{

PresentParameters pp = new PresentParameters

pp.SwapEffect = SwapEffect.Discard;

Format current =
Manager.Adapters[0] .CurrentDisplayMode.Format;

pp.Windowed = false;
pp.BackBufferFormat = current;
pp.BackBufferCount = 1;
pp.-BackBufferWidth = 800;
pp.BackBufferHeight = 600;

device3d = new Device (0,DeviceType.Hardware
,this,CreateFlags.SoftwareVertexProcessing ,pp);

}

protected override void OnPaint
(System.Windows.Forms.PaintEventArgs e)
{
device3d.Clear (ClearFlags.Target ,Color.Red

Illo);
device3d.Present ();

}

/// <summary>
/// Clean up any resources being used.
/// </summary>
protected override void Dispose( bool disposing )
{
if( disposing )
{
if (components != null)
{
components.Dispose () ;
}
}
base.Dispose( disposing );

}

#region Windows Form Designer generated code

/// <summary>
/// Required method for Designer support - do not

/// the contents of this method with the code editor.

/// </summary>
private void InitializeComponent ()

{

this.components = new
System.ComponentModel.Container () ;

this.Size = new System.Drawing.Size (300,300);




this.Text = "Forml";

}

#endregion

/// <summary>
/// The main entry point for the application.
/// </summary>
[STAThread]
static void Main ()
{
using (Forml xx = new Forml ())
{
xx.ondevice ();
Application.Run (xx) ;
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using System.Drawing;
using System.Windows.Forms;

using Microsoft.DirectX.Direct3D;

public class DX: Form

{

Device device;

public void ondeivce ()

{
PresentParameters pp = new PresentParameters ();
pp.Windowed = true;
pp.SwapEffect = SwapEffect.Discard;
pp.EnableAutoDepthStencil true;
pp.AutoDepthStencilFormat DepthFormat.D16 ;

device = new Device (0,DeviceType.Hardware
,this,CreateFlags.SoftwareVertexProcessing ,pp):;

}




protected override void
OnPaint (System.Windows.Forms.PaintEventArgs e)

device.Clear (ClearFlags.Target ,Color.SkyBlue

device.Present ();

static void Main ()
{
using (DX xx = new DX ())
{
XX .ondeivce ();
Application.Run (xx);
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Vertex Transformed Color Texture Normal
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PositionNormalColored no

PositionNormal Textured no no

Transformed yes no no
TransformedColored yes yes no
TransformedTextured yes no yes
TransformedColoredTextured  yes yes yes
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