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private void DrawModel (Model m,
Matrix world, Matrix view,

{
Matrix[] trasnforms

foreach

{

Matrix projection,
m.CopyAbsoluteBoneTransformsTo (trasnforms) ;

new Matrix[m.Bones.Count];
(ModelMesh mesh in m.Meshes)
foreach

{

GameTime gameTime)

SREZBRICITD TULEN, XNAIZIFT T AL hDS A RMEEZEI{TD T<NS. EnableDefaultlightingXVw ROEE

effect.View

(BasicEffect effect in mesh.Effects)
L]

view;

effect.EnableDefaultLighting(); //3Bf0
FCDWTE. UTESRIDIZE,

[BasicEffect&(E] TMTIFICXNA

e http://blogs.msdn.com/ito/archive/2007/03/19/basiceffect.aspx

EnableDefaultLightingX¥Vw RTIT>T<NB 51 MREF. BEFHHECHBIIB ST+ I DRBCEDNZEDTHS.

EnableDefaultLightingXVw RZFEATDE. HlIEUTUTOLS RS AT+ 20 LB,
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(BOVvOT[RAZMAITRE]L. BEOTOS T U MBI E)

Grid3D.csz7OT T U MMIBME. UTDLS(TERLY B.

using Microsoft.Xna.Framework.Storage;
using XNAHelper;//iBi0

SpriteBatch spriteBatch;
Grid3D grid;//iBi

public Gamel ()

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

grid = new Grid3D(this, 10.0f, 10.0f, 10.0f, 10, 10);//:BMH0
Components.Add (grid) ; / /B0

DrawXVw R

view = Matrix.CreateLookAt (cameraPosition, Vector3.Zero, Vector3.Up);
grid.UpdateMatrices (world, view, projection);//iBfl

DUy REFRREND & UMTOLDICRD,
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e http://msdn.microsoft.com/ja-ip/library/bb196414.aspx
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FIF. O-DIVEBERZEERT DlcHDMatrixz BT 5.

Model model;
Matrix mLocal; //iBf0

UpdateXVw RNT. KFEMARUEMatrixiC, FT(FEAATIHIZRATD,

protected override void Update (GameTime gameTime)

{
// Allows the game to exit



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

// TODO: Add your update logic here
mLocal = Matrix.Identity;//iBf0

base.Update (gameTime) ;

DrawXVy RHZUTDLDICEET B,

world = Matrix.Identity;
projection = Matrix.CreatePerspectiveFieldOfView (

MathHelper.ToRadians (45.0f), aspectRatio, 1.0f, 1000.0f);
view = Matrix.CreateLookAt (cameraPosition, Vector3.Zero, Vector3.Up);
grid.UpdateMatrices (world, view, projection);

world = mLocal * world;//ZEHEHR

DrawModel (model, world, view, projection, gameTime) ;

COBSRT. EFILORRAIBICEILIZIRN,

RIC. UpdateXVw RRT. UIFDLSICITIHIOABZHRET B.

Vector3 vZ = Vector3.UnitZz;
Vector3 vY = Vector3.UnitY;
Vector3 vX = Vector3.UnitX;
Vector3 vP = new Vector3(0, 0, 5.0f);

mLocal.M1l1l = vX.X; mLocal.M12 = vX.Y; mLocal.M13 = vX.Z; mLocal.M14 = 0.0f;
mLocal.M21 = vY.X; mLocal.M22 = vY.Y; mLocal.M23 = vY¥.Z; mLocal.M24 = 0.0f;
mLocal.M31 = vZ.X; mLocal.M32 = vZ.Y; mLocal.M33 = vZ.Z; mLocal.M34 = 0.0f;
mLocal.M41 = vP.X; mLocal.M42 = vP.Y; mLocal.M43 = vP.Z; mLocal.M44 = 1.0f;

THDAFT3FNCVP.2(=5.0f ) MRA SN TLD Z EITERT B
ET9dE UTFDOLSIE. EFILAYO, 0, S)DAIECTRREND.
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Vector3 vz new Vector3(1.0f, 0, 0);
Vector3 vY Vector3.UnitY;
Vector3 vX = new Vector3(0, 0, -1.0f);

UFDLSHERICIRD.

BEnZENS, TACEELLMER. MTFOLSRBERZF DI ENDHD.
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XNAIZ(E, TNEFEDAYV Y R, Matrix.CreateWorldX VW R BHREEN TS,
513D, positionh'vP. forwardh'vZ. upHvYICHET B,

SIBDEFNSHNDES D, BHIEI. HHDYITEOENS. EFILOEER(ESTIVEBEROZAME)ZZE#AE(VZ). EAMZEYEAE(VY)L
ERSENC JAN

TN, ETHIOFERCE LT, EAMDIZVER.
UToE#EREE2SE(CFEB(IEBR)IT DI L.

o TOUSZIDIZODIFHAE
e http://www.amazon.co.jp/dp/4274065782/
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ZCZ . Matrix.CreateWorldEBEDA VY REERE L.

Matrix.CreateWorld(d, BIROED. EFI)LOIEE(ET/LEBZEROZAE)N S Eforward XD NLDBEZEE. 5l#position/X2 MLICE
FIVEREB YT DIz DO—HILEBERZEERZ T DITNERTAVY RTH D,

KETDRE. UTORMZBIZIVENSHDET D,

o 5l|#forward. uplCERESNTULRUNRT MULDMEESNTHEIEULSENET D
o 5|#forward. up~RT MULABERZUCLWVRK TBIEEULKEWET D

Y BCreateWorld AV w ROBZEUT (CRT .

private Matrix CreateWorldMatrix (Vector3 position, Vector3 forward, Vector3 up)

{

}

EULKEESNNE UpdateXVy RAT, UTDOXRSICERUIZEE,

Vector3 vz = new Vector3(5.0f, 5.0f, 0);
Vector3 vY = new Vector3(0f, 5.0f, 0);;
Vector3 vP = new Vector3(0, 0, 0);

mLocal = CreateWorldMatrix (vP, vZ, VvY);

UTFDLS(CRREND.
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