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m_Result=Matrix.RotationX(30);
:Scaling U
Ao 03wl X,Y,Z2 j9=0 asw 5l Suud Slowl) 5> Esui o510l e Sy U ol Sl
U yx0 Slivwly 53 9) o> 9 035500 Sgy9 Llsic @ 9, X,Y,Z VlogS,l @ & ol
05 s dleyl s 00ui 3)lg dae o5l
m_Result=Matrix.Scaling(1f,2f, 1f);



s, 9 blas Jlasl a by o gilgs
9 wsSo Su Mio 3D s S Jlasl (sublgi aod 0ud,S (sawyw V> U aS g, (swlgs
Su b adass S ol awles S blusls o) Sasy avw Slad 5l (ssowwd Jail b
oS o3laiwl uols &ilgi 51 Wb ey Jlasil g, Ll
:TransformCoordinate gL
oslaiwl alas Sy Jil sy g1 ol 5lacwl sw Vector3 (S gilgi 51 oSy &6 ol
4 9, UlogS,l 95 &1L Ll puwiS (w0 pasine S,laliwl Hls S buwgi o) adasi bo.alinge
B pasaiw 9) aasi aS wowl Vector3 GuMS i sl (sl aS 0,8 (s S99 Llgic
O Y 9) V> )|>).g Wlaixo &JLJ Lﬂ'u.;ulo)b.; >)90 Jlawol u.w).;l.o 09D 9 S
.Cljgb)g
Vector3 vecl,vec2;
Matrix.Transformation m1;
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vec2=Vector3.TransformCoordinate(vecl,ml);
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Matrix m_translation=new Matrix();
m_translation=Matrix.Translation(10f,20f,25f);
device.SetTransform(TransformType.World,m_translation);
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Vector3 position=new Vector3(5f,2f,-5f);
Vector3 target=new Vector3(0f,0f,0f);
Vector3 up=new Vector3(0f,1f,0f);
Matrix m_viewspace=new Matrix();
m_viewspace=Matrix.LookAtLH(position,target,up);
device.SetTransform(TransformType.View,m_viewspace);
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AspectRatio=(float)(800)/(float)(600);
const float PI=3.14;
Matrix proj=new Matrix();
proj=Matrix.PerspectiveFovLH(PI*0.5,AspectRatio, 1.0f,1000.0f);
device.SetTransform(TransformType.Projection,proj);
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