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6. XNA2| Game ComponentZt F21017}? 12|11 Game Serviceft 201717 = A|ZH0| A
AE8HE oS S0 dEsiza} (10F)
http://msdn.microsoft.com/en-us/library/bb203873.aspx

7. XNAQIM Z|2Xo 2 H&stn U= Content Pipeline2] Standard Importers?} Processors
7 90| ex| 2otk 2|0 st3 S PAS|M ABRUHE Localization OfH|0f| A
A8 Importer?}l ProcessorZ} 2AQUX| ZE O|E SUHA XtM|5| HHSIEL. (10H)

http://msdn.microsoft.com/en-us/library/bb447745.aspx

http://msdn.microsoft.com/en-us/library/bb447756.aspx
http://msdn.microsoft.com/en-us/library/bb447762.aspx
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8. XNAOJM BasicEffect E2jA0A 7|22 2 A3St= Blinn-Phong Shading2 4 &s}al.
Halfway VectorE& Al3d}l= Blinn-Phong Shadingg& HLSL (effect) IEE ZHdd}
AFstaf. 2Q10| =4dst Custom Effect A2} &H 2P E Z21W2 e-learningl 2
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http://en.wikipedia.org/wiki/Blinn%E2%80%93Phong_shading_model

9. Grid HIEH0]|, 3%} 7|22 (cube, sphere, cylinder §)2 O|&3}0{ Hierarchical
Transformation 0| 7}53t REl2 17] FAStD, 2Udt Model 17§2} Skinned ModelS 17|
O|A2 20| slLto| XH(scene)E O|FR= ZZIAYES 2bMddlat. Ztzo| EN= XA
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