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private void DrawModel(Model m,  
 Matrix world, Matrix view, Matrix projection, GameTime gameTime) 
{
    Matrix[] trasnforms = new Matrix[m.Bones.Count]; 
    m.CopyAbsoluteBoneTransformsTo(trasnforms); 

    foreach (ModelMesh mesh in m.Meshes) 
    { 
        foreach (BasicEffect effect in mesh.Effects) 
        { 
            effect.EnableDefaultLighting(); //��
������������

��������������effect.View = view; 
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using Microsoft.Xna.Framework.Storage; 
using XNAHelper;//��

SpriteBatch spriteBatch; 
Grid3D grid;//��

public Game1() 
{
    graphics = new GraphicsDeviceManager(this); 
    Content.RootDirectory = "Content"; 

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

Draw2FGH*

view = Matrix.CreateLookAt(cameraPosition, Vector3.Zero, Vector3.Up); 
grid.UpdateMatrices(world, view, projection);//��
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Model model;  
Matrix mLocal; //��
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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;//��

����base.Update(gameTime); 
}

Draw2FGH*	� ����ÀÁ���

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;//���

DrawModel(model, world, view, projection, gameTime); 
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Vector3 vZ = Vector3.UnitZ; 
Vector3 vY = Vector3.UnitY; 
Vector3 vX = Vector3.UnitX; 
Vector3 vP = new Vector3(0, 0, 5.0f); 

mLocal.M11 = 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; 
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Vector3 vZ = new Vector3(1.0f, 0, 0); 
Vector3 vY = Vector3.UnitY; 
Vector3 vX = new Vector3(0, 0, -1.0f); 
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private Matrix CreateWorldMatrix(Vector3 position, Vector3 forward, Vector3 up) 
{

}
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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, vY); 
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