Wroctaw 19.12.2011
Grafika komputerowa

Lista zada nr 4

Napisz aplikagj implementujca obrot obiektu trojwymiarowego. Zalecana technadgiplementaciji: DirectX.
Marcin Masalski

Kod pomocniczy:

array<Cust omVert ex: : Posi ti onCol ored>" czworosci an;
array<Cust onVert ex: : Posi ti onCol ored>" szesci an;

fl oat obrot;

Devi ce” devi ce;

void InicjalizujU zadzenie() {
Set Styl e(Control Styl es: : Doubl eBuffer, true);
Set Styl e(Control Styl es:: Al Pai ntingl nWrPai nt, true);
Set Styl e(Control Styl es:: UserPaint, true);
Set Styl e(Control Styl es:: Support sTranspar ent BackCol or, fal se);
Set Styl e(Control Styl es: : Opaque, false);
Set Styl e(Control Styl es:: Opti m zedDoubl eBuf fer, true);
Set Styl e(Control Styl es:: Resi zeRedraw, true);
For mBor der Styl e = W ndows: : For rs: : For nBor der St yl e: : None;
Top = 0; Left = 0;
Wdth = Screen:: PrimaryScreen:: get()->Bounds. W dt h;
Hei ght = Screen:: PrimaryScreen:: get()->Bounds. Hei ght;

Pr esent Par anet er s pp = gcnhew Present Paranet ers();

pp- >SwapEf f ect = SwapEffect:: D scard;

pp- >W ndowed = true;

pp- >Enabl eAut oDept hStencil = true;

pp- >Aut oDept hSt enci | For mat = Dept hFor mat : : D16;

devi ce = gcnew Devi ce(0, DeviceType::Hardware, this, CreateFlags:: SoftwareVertexProcessing, pp);

devi ce->Transform >View = Matri x: : LookAt LH( Vector3(0, 0, -8), Vector3(0, 0, 0), Vector3(0, 1, 0));

devi ce->Transform >Proj ecti on = Matri x:: Perspecti veFovLH((float)Math::Pl / 4.0f, (float)CientSize.Wdth /
ClientSize. Height, 1.0f, 100.0f);

devi ce->Transform >Wrld = Matrix::ldentity;



devi ce- >Render St at e- >Cul | Mode
devi ce- >Render St at e- >Li ghti ng
obrot = 0.0f;

Cul | : : Count er d ockw se;
fal se;

}

voi d Utmorszjekt() {
Czwor osci an gcnem1array<CUSt0nVértex Posi ti onCol ored>(12);
czmor050|an[0] = CustonWVertex::PositionColored(-1.0f, -1.0f, -1.0f, Color::Geen. ToArgh());
czwor osci an[ 1] Cust onVertex: : PositionCol ored(0.0f, 1.0f, 0.0f, Color::Red. ToArgh());
czwor osci an[ 2] Cust onVertex:: PositionCol ored(1.0f, -1.0f, -1.0f, Color::Blue. ToArgb());

czwor osci an[ 3]
czwor osci an[ 4]
czwor osci an[ 5]

Cust onVertex: : PositionCol ored(1.0f, -1.0f, -1.0f, Color::Blue.ToArgb());
Cust onVertex: : PositionCol ored(0.0f, 1.0f, 0.0f, Color::Red. ToArgh());
Cust onVertex:: PositionColored(1.0f, -1.0f, 1.0f, Color::Geen. ToArgb());

czwor osci an[ 6]
czwor osci an[ 7]
czwor osci an| 8]

Cust onVertex: : PositionCol ored(1.0f, -1.0f, 1.0f, Color::Geen. ToArgb());
Cust onVertex: : PositionCol ored(0.0f, 1.0f, 0.0f, Color::Red. ToArgh());
Cust onVertex:: PositionCol ored(-1.0f, -1.0f, 1.0f, Color::Blue. ToArgb());

czworosci an[ 9] = CustonVertex::PositionCol ored(-1.0f, -1.0f, 1.0f, Color::Blue. ToArgh());
czwor osci an[ 10] Cust onVertex: : PositionCol ored(0.0f, 1.0f, 0.0f, Color::Red. ToArgh());
czwor osci an[ 11] Cust onVertex: : PositionCol ored(-1.0f, -1.0f, -1.0f, Color::Geen. ToArgh());

szescian = gcnew array<Cust onVert ex: : Posi ti onCol ored>(48);

szescian[0] = Chstonw@rtex::P05|t|oanIored( 1.0f, -1.0f, -1.0f, Color::Blue.ToArgb());
szesci an[ 1] = CustonVertex::PositionColored(-1.0f, 1.0f, -1.0f, Color::Blue.ToArgh());
szesci an[ 2] = CustonVertex::PositionColored(1l.0f, 1.0f, -1.0f, Color::Blue.ToArgb());
szesci an[ 3] = CustonVertex:: PositionColored(1.0f, 1.0f, -1.0f, Color::Blue.ToArgb());
szesci an[ 4] = CustonVertex::PositionColored(1l.0f, -1.0f, -1.0f, Color::Blue.ToArgh());
szesci an[ 5] = CustonVertex::PositionColored(-1.0f, -1.0f, -1.0f, Color::Blue. ToArgb());
szesci an[ 6] = CustonVertex::PositionCol ored(1.0f, -1.0f, 1.0f, Color::Blue.ToArgb());
szescian[ 7] = CustonVertex::PositionColored(1.0f, 1.0f, 1.0f, Color::Blue. ToArgh());
szesci an[ 8] = CustonVertex::PositionColored(-1.0f, 1.0f, 1.0f, Col or::Blue. ToArgb());
szesci an[ 9] = CustonVertex:: PositionColored(-1.0f, 1.0f, 1.0f, Color::Blue. ToArgb());
szesci an[ 10] = CustonWVertex:: PositionCol ored(- 1. Of -1.0f, 1.0f, Color::Blue.ToArgb());
szesci an[ 11] = CustonVertex::PositionCol ored(1.0f, -1.0f, 1.0f, Color::Blue. ToArgh());

szesci an[ 12]
szesci an[ 13]

Cust onVertex: : PositionCol ored(-1.0f, 1.0f, -1.0f, Color::Red. ToArgh());
Cust onVertex: : PositionCol ored(-1.0f, 1.0f, 1.0f, Color:: Red. ToArgb());



szesci an[ 14]
szesci an[ 15]
szesci an[ 16]
szesci an[ 17]

szesci an[ 18]
szesci an[ 19]
szesci an[ 20]
szesci an[ 21]
szesci an[ 22]
szesci an[ 23]

szesci an[ 24]
szesci an[ 25]
szesci an[ 26]
szesci an[ 27]
szesci an[ 28]
szesci an[ 29]

szesci an[ 30]
szesci an[ 31]
szesci an[ 32]
szesci an[ 33]
szesci an[ 34]
szesci an[ 35]

}
void Rysuj () {

0. 0f);

devi ce->C ear (O ear Fl ags: : Target |

Cust omvert ex: :
Cust onmVert ex:
Cust onVert ex:
Cust onVert ex: :

Cust onmVert ex:
Cust omVertex: :
Cust onVert ex:
Cust onVert ex: :
Cust onVert ex:
Cust onmVertex: :

Cust onVert ex: :
Cust onVert ex:
Cust onVert ex: :
Cust onmVertex: :
Cust onVert ex:
Cust onVert ex:

Cust onVert ex: :
Cust onmVert ex:
Cust onmVertex: :
Cust onVert ex: :
Cust onVert ex: :
Cust onVert ex:

devi ce- >Begi nScene() ;

devi ce- >Ver t exFor nat

devi ce->Transform >Wrld =
devi ce->DrawlserPrimtives(PrimtiveType:: Tri angl eLi st
devi ce->Transform >World =

Matri x: : Rotati onYawPi t chRol | (0. Of,

devi ce->DrawUserPrimtives(PrimtiveType:: Tri angl eLi st
devi ce- >EndScene() ;
devi ce->Present ();

czwor osci an->Lengt h/ 3,

obrot,

obrot)

szesci an->Lengt h/ 3,

* Matrix::Translation(2.0f,

Posi tionCol ored(1.0f, 1.0f, 1.0f, Color::Red. ToArgb());
:PositionCol ored(1.0f, 1.0f, 1.0f, Color::Red. ToArgh());

: PositionCol ored(1.0f, 1.0f, -1.0f, Color::Red. ToArgb());
Posi tionCol ored(-1.0f, 1.0f, -1.0f, Color::Red. ToArgb());
:PositionCol ored(1.0f, -1.0f, -1.0f, Color::Red. ToArgh());
Posi ti onCol ored(1.0f, -1.0f, 1.0f, Color::Red. ToArgh());

: PositionCol ored(-1.0f, -1.0f, 1.0f, Color::Red. ToArgh());
Posi tionCol ored(-1.0f, -1.0f, 1.0f, Color::Red. ToArgb());

: PositionCol ored(-1.0f, -1.0f, -1.0f, Color::Red. ToArgb());
Posi ti onCol ored(1.0f, -1.0f, -1.0f, Color::Red. ToArgb());
Posi tionCol ored(-1.0f, -1.0f, 1.0f, Color::Geen. ToArgh());
: PositionCol ored(-1.0f, 1.0f, 1.0f, Color::Geen. ToArgh());
Posi tionCol ored(-1.0f, 1.0f, -1.0f, Color::Geen. ToArgh());
Posi ti onCol ored(-1.0f, 1.0f, -1.0f, Color::Geen. ToOArgh());
:PositionCol ored(-1.0f, -1.0f, -1.0f, Color::Geen. ToArgh());
. PositionCol ored(-1.0f, -1.0f, 1.0f, Color::Geen. ToArgb());
Posi tionCol ored(1.0f, -1.0f, -1.0f, Color::Geen. ToArgh());
:PositionCol ored(1.0f, 1.0f, -1.0f, Color::Geen. ToArgh());
Posi ti onCol ored(1.0f, 1.0f, 1.0f, Color:: G een. ToOArgb());
Posi tionCol ored(1.0f, 1.0f, 1.0f, Color::Geen. ToArgb());
Posi tionCol ored(1.0f, -1.0f, 1.0f, Color::Geen.ToArgh());

. PositionCol ored(1.0f, -1.0f, -1.0f, Color::Geen.ToArgb());

ClearFl ags:: ZBuffer, Color::Wite, 1.0f, 0);
= CustonVertex:: PositionCol ored:: Format;
Matrix::RotationY(obrot) * Matrix::Translation(-2.0f, 0.0f, 0.0f);

czwor osci an) ;

szesci an);

0. of,



