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Cxema pacnpegeneHna NnaMAaTH:




Ucnonb3yemMble TeXHOMOrMn U NporpaMMHblie peLueHUs

—_—

. XNA Framework 1.0 Refresh

Visual Studio C# Exr.>ess Edition

Asbik nporpammuposaHmue C#

DirectX 9.0c

Ytunuta Render Monkey (ATI Technolo_gies)
A3bIK nporpaMmmunpoBaHng meﬁ.nepos HLSL=
Visual:Studio 2005 C++ . - .

NET Framework 2.0 |

Windows.XP Profession Edition SP2
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CucrtemHble TpeboBaHUA:

. XNA Framework 1.0 Refresh
. DirectX 9.0c _ .

. .NET Framework 2.0

. Windows XP SP2

. Bugeokapta c nogaepxkon PixelShader 2.0 and VertexShader 2.0

. CPU ~1.5-GHz*5 12 MBS

. NpaBa agmuHuctpatopa B Windows =




'FPS: 28) Objects Drawn: 2 - No@-‘és Drawn: 1
“amera position: {X:130,0334 Y;50.09977 7:55,83105}
_amera target: {X:0.8678396 Y:0:3358722 2013661’“’06}
amera up: {X:-0,01361762 Y0 w1 13329 ZG 3’4699

Elapsed Time: 00: 01:27. 6041*13' AT ST

Frames ate drawu 32?6 " I e
otal memory: 144? Kb

Wind force: 10 Mfc

Water nght 10 m £

Wave Length: 02 -+~ Wave Hemh



FPS: 25) OBectDiawn: 2 - Nodes Dfawn: 1
“amera postHIOM XE127.323 Y:165,9501 Z:27,90659}
“amera target: {X:0,6039715 Y:0,7862803 Z:0,1303145}
Camera up: {X:0,2037413 Y:0,2062813 Z:0iSN0462)
Elapsed Time: 00:00:19.9406896
Frames are drawn: 441

otal memory: &K b
Wind force: 10 Nl ) -
Water Heightil P
Wave ength: 0.2 WaverHeight: €3

— - e



EPS: 23) Objects Drawn: 2 --- Nodes Drawn: 1
Camera position: {X:130°¥:150 Z:30}
amera target: {X:0,6512368 Y:0,7441199 Z7.0,148917}
amera up: {X:0,08220457 Y:-0,1178166 Z:0,989627}
Elapsed Time: 00:00:12.9889833
Frames are drawn: 232
otal memory: 1447 Kb
Wind force: 10 m/e
Water Hedght: 10




Y OBESfSIDawn: 2 --- Nodes Drawn: 1
position: {X:O7:35709 Y:128:080040857375)
3521 R0 2056)
@amera up: {X:-0.1088
Blapscd Time; 00:00:8
Bfies are drawn: 229
Patal memory: 1447

; ':""f'-. e

Wind force: 100 c ., | Q ) ; , ,f
Water Nelght 10N Mmmm— -~ . 'I ~ - ', i

lave Length: 0,2




Nepapxusa 6mbnmoTekn Krnaccosn

IDXRRenderable IDXRLoadable IDXRHasMaterial IDXRChildRenderer

DXRTexturedQuad J




Nepapxma 0eMOHETPaLIMOHHON NPOrpaMMbl

XNAEngine.dll § XNADemo J
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