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struct Vertex { struct Vertex { Vertex[0] = ;
FLOAT x; FLOAT x; Vertex[1] = ;
FLOAT y; FLOAT y; Vertex[2] = ;
FLOAT z; FLOAT z; Vertex[3] = ;
FLOAT rhw; FLOAT rhw; Vertex[4] = ;
i i Vertex[5] = ;
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struct Vertex { Vertex[0] = ; struct Vertex { Vertex[0] = ;
FLOAT x; Vertex[1] = ; FLOAT x; Vertex[1] = ;
E::gﬁ¥ Z.’ z:gg:g% Z ! ‘VertexBuffer E::82$ Z,’ ngzig% Z ! VertexBuffer ‘ DrawPrimitive
FLOAT rhw; Vertex[4] = ; FLOAT rhw; Vertex[4] = ;
i Vertex[5] = ; T Vertex[5] = ;
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struct Vertex
{
FLOAT x; /!
FLOAT y; /I
FLOAT z;
FLOAT rhw;
DWORD color; /!
id

#define D3DFVF_VERTEX ( D3DFVF_XYZRHW | D3DFVF_DIFFUSE )
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Vertex vertices[6];

vertices[0].x = 50.0F; vertices[0].y = 200.0F;
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IDirect3DVertexBuffer9* vertex_buffer = 0;

d3d9_device->CreateVertexBuffer(

vertices[0].z = 0.5F; vertices[0].rhw = 1.0F; sizeof(Vertex) * 6, // ! ( == sizeof(vertices) )
vertices[0].color = D3DCOLOR_RGBA(O, 255, 0); 0,
D3DFVF_VERTEX, /!
vertices[1].x = 100.0F;  vertices[1].y = 100.0F; D3DPOOL_DEFAULT,
vertices[1].z = 0.5F; vertices[1].rhw = 1.0F; &vertex_buffer, /]!
vertices[1].color = D3DCOLOR_RGBA(0, 255, 0); 0
I .. )i
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VOID* vbuf_ptr = 0;
vertex_buffer->Lock(
0,
sizeof(Vertex) * 6,
&vbuf_ptr,
0
)i
CopyMemory( vbuf_ptr, vertices, sizeof(Vertex) * 6 );
vertex_buffer->Unlock();
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d3d9_device->SetStreamSource(0, vertex_buffer, 0, sizeof(Vertex) );

d3d9_device->SetFVF( D3DFVF_VERTEX );
d3d9_device->DrawPrimitive(

D3DPT_TRIANGLELIST, /1%
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2 I

)i

(*) D3DPT_POINTLIST, D3DPT_LINELIST, D3DPT_LINESTRIP,
D3DPT_TRIANGLELIST, D3DPT_TRIANGLESTRIP,
D3DPT_TRIANGLEFAN
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void finalize()

{
if( vertex_buffer )
{
vertex_buffer->Release();
}
/.
}
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[IDirectBDTexture9] [ ID3DXSprite ]

nike.jpg|
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[IDirect3DTexture9] [ ID3DXSprite ]
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ID3DXSprite* sprite = 0;
D3DXCreateSprite( d3d9_device, &sprite );
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IDirect3DTexture9* texture = 0;
D3DXCreateTextureFromFileEx(
d3d9_device,
“nike.jpg”,
I/
&texture
)i
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HRESULT ID3DXSprite::Draw(
LPDIRECT3DTEXTURES pSrcTexture,
CONST RECT *pSrcRect,
CONST D3DXVECTOR?2 *pScaling,
CONST D3DXVECTOR?2 *pRotationCenter, FLOAT Rotation,
CONST D3DVECTOR?2 *pTranslation,
D3DCOLOR Color
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RECT image_rect={0, 0, 100, 160};
sprite->Draw(

texture,

&image_rect,

NULL,

NULL, 0.0F,

NULL,

D3DCOLOR_RGBA(255, 255, 255, 255)
)i
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if( sprite ) {
sprite->Release();

}

if( texture ) {
texture->Release();

}
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D3DXVECTOR2 scaling(0.5F, 0.5F);
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D3DXVECTOR2 translation(330.0F, 170.0F);
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RECT image_rect={0, 0, 100, 160};
D3DXVECTOR? scaling( 0.5F, 0.5F );
D3DXVECTOR?2 translation( 330.0F, 170.0F );
sprite->Draw(

texture, &image_rect,

&scaling,

NULL, 0.0F,

&translation,

D3DCOLOR_RGBA(255, 255, 255, 255)
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ID3DXFont* font = 0;

D3DXCreateFont(
d3d9_device,
(HFONT)::GetStockObject(ANSI_VAR_FONT),
&font
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RECT text_rect = {0, 0, 400, 300};
font->DrawText(

“ehd el e,

10,

&text_rect,

0,

D3DCOLOR_RGBA(0, 0, 0, 255)

=X 201
.

o 3HA]

- ARE EE A 2

if( font ) {
font->Release();

}
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