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ID3DXMesh* d3dx_teapot = 0;
o FAA WEY
D3DXCreateTeapot( d3d9_device, &d3dx_teapot, NULL );
3. FAA 22)7)
d3dx teapot->DrawSubset( 0);
L FAA FAE Wl
|f( d3dx_teapot ) { d3dx_teapot->Release(); }
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typedef struct _D3DLIGHT9 {
D3DLIGHTTYPE Type;
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Specular;
D3DCOLORVALUE Ambient;
D3DVECTOR Position; D3DVECTOR Direction;
float Range; float Falloff;
float Attenuation0; float Attenuation1; float Attenuation2;
float Theta; float Phi;
} D3DLIGHTY;
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o M| F7F : D3DLIGHT_DIRECTIONAL
o We] A4 D3DXCOLOR(r, g, b, a)
o 9e] W3 D3DXVECTOR3(x, v, 2)
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d3d9_device->SetLight( 0, &light );

5 A aA e A
d3d9_device->LightEnable( 0, TRUE );




|

J
|

o A A

typedef struct _D3DMATERIAL9 {
D3DCOLORVALUE Diffuse;
D3DCOLORVALUE Ambient;
D3DCOLORVALUE Specular;
D3DCOLORVALUE Emissive;
float Power;

} D3DMATERIALSY;
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o AAe A4 D3DXCOLOR(, g, b, a)
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d3d9_device->SetMaterial( &material );
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d3d9_device->SetRenderState( D3DRS_SPECULARENABLE, TRUE );
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D3DLIGHTY light0, light1;
/] TZ2A g A7)
d3d9_device->SetLight( 0, &light0 );
d3d9_device->SetLight( 1, &light1 );
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d3d9_device->LightEnable( 0, TRUE );
d3d9_device->LightEnable( 1, TRUE );
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D3DXMATRIX matView;

D3DXMatrixLookAtLH(
&matView,
&D3DXVECTOR3(eye_x, eye_y, eye_z), /] Zrlekel 914
&D3DXVECTOR3(at_x, at_y, at_z), /] W7ol 913
&D3DXVECTOR3(up_x, up_y, up_z) /] Fhvil e} e WE
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d3d9_device->SetTransform( D3DTS_VIEW, &matView );
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D3DXMATRIX matProjection;
D3DXMatrixPerspectiveFovLH(

&matProjection,

fovy, /] Aok Zh =
aspect_ratio, /] Moke] T A H) &
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d3d9_device->SetTransform( D3DTS_PROJECTION, &matProjection );
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theta = 0°

camera_x = distance * cosf(0°);

camera_z = distance * sinf(0%);
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\ camera_x = distance * cosf(30°); camera_x = distance * cosf(60°);

‘ camera_z = distance * sinf(30%); camera_z = distance * sinf(60°);
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