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Index
A
Achsenkreuz 145
AlphaBlendEnable 50
Alpha-Blending 422
AncientWarship 378
AnimatedEntity 372
Animation 358
Animation starrer Körper 358
AnimationChannel 398
AnimationChannelDictionary 397
AnimationContent 397
AnimationKeyframe 398
AnimationPlayer 374, 405
Animationset 405
Animatonclip 405
Anisoptropisches Filtern 434
Apha Blending 53
Aspect Ratio 67
assoziatives Array 166
Attenuation 442
Avatar 77
Axis-Angle-Darstellung 102

B
Backface Culling 217
baryzentrische Koordinaten 258
BasicEffect.Alpha 55
BasicEffect.AmbientLightColor 45
BasicEffect.DiffuseColor 45
BasicEffect.DirectionalLight0 45
BasicEffect.DirectionalLight1 45
BasicEffect.DirectionalLight2 45
BasicEffect.EmissiveColor 46
BasicEffect.EnableDefaultLighting 44
BasicEffect.Texture 41
BasicEffect.TextureEnabled 42
BasicEffectSpecularColor 46
Batch 120
Bereinigen 522
Bezeichnungsfeld 299
Bildfeld 309
Bilineares Filtern 434

Billardspiel 180
Billboard 230, 231
Binormale 280, 462
Biped 381
Blend.BlendFactor 54
Blend.DestinationAlpha 54
Blend.DestinationColor 54
Blend.InverseBlendFactor 54
Blend.InverseDestinationAlpha 54
Blend.InverseDestinationColor 54
Blend.InverseSourceAlpha 54
Blend.InverseSourceColor 53
Blend.One 53
Blend.SourceAlpha 54
Blend.SourceColor 53
Blend.Zero 53
Bone 362, 363
Bone Weights 387
Bounding-Box 186
Bounding-Sphere 186
BoundingSphere 188
Brechungsindex 477, 480
Bumpmap 460
Button 285, 300

C
Callback 181
Camera 67
Camera Space 439
Channel 331, 400
Character-Modell 358, 389
Characters 381
Cheat 506
CheckBox 285, 302
Chromatische Dispersion 480
Clean 522
Client 332
Client-Server 328
Clipping 101
Common Language Runtime 10
Content Processor 280, 281
Content-Importer 270
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ContentManager 31, 152
ContentManager.Load 38, 41
ContentManagerService 152
Content-Ordner 33
Content-Pipeline 270
Content-Prozessor 398
ContentTypeReader 403
ContentTypeWriter 403
cos 436, 446
cosh 436
CreateBillboard 234
Cross Product 88
Cube Map 471
Cubemap 238
Cubemapping 488

D
Dämpfung 442
Delegat 182
Deployment 520
Depth Buffer 50
DepthBuffer 422
DepthBufferEnable 50
DepthBufferWriteEnable 50
DestinationBlend 50
Dialogfeld 284
Dialogressource 312
Dictionary 166
diffus 44
DIN 9300 94
Directional Light 436
DirectX Caps Viewer 17
DirectX Control Panel 17
DirectX Texture Tool 17, 238, 460, 475
DirectX Viewer 18
dot 435, 438
Dot Product 86
Drahtgittermodell 34
Draw 32, 141
DrawableGameComponent 138, 141
Dummy 363

E
Edit Mode 532
Effekt 40
Ego-Shooter 77

Eingabefeld 307
Einheitsmatrix 91
Elementvorlage 163
Entity 132
Ereignis 297
Ereignishandler 297
Euler-Winkel 94
EvenArgs 339
EventArgs 181, 190, 197
exp 436, 441
Eye Location 68

F
Far Plane 67
Feuer 489
FillMode 50
First Person Camera 77
First Person Shooter 77
Fixed-Function Pipeline 12, 40
Form 284
Formular-Designer 317
FPS 77
Frame 363
Framerate 139
Frames 137
Fresnel-Gleichung 483
Full Trust 331
Fullscreen 188
FX Composer 451

G
Game 19
Game Components 136
Game Library 19
Game Package 520
Game Service 152
Game Sharing 520
Game States 23
Game-Klasse 38
GamePad 64
Gamepad 324
GamePadHelper 324
GamePadState 64
generische Funktion 38
Gierwinkel 94
Glanzlicht 44, 439
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globale Koordinaten 365
GPU 40
Graphical User Interface 284
Graphics Processing Unit 40
GraphicsDevice.Clear 32
GraphicsDevice.RenderState 50
GraphicsDeviceManager 31
GSE 16
GUI 284
GUI-Bibliothek 285

H
Halbschatten 444
half Vector 440
Händigkeit 81
Hardware-Skinning 388
Hashtable 166
Height Map 220
Heightmap 247
Helper 363
High Level Shader Language 12, 435
HLSL 12, 420, 435
Höhentextur 247

I
IContentManagerService 152
Identitätsmatrix 91
Identitätsquaternion 102
Impuls 112
Independent Publishing 522
IndexBuffern 216
Indices 36
Initialize 32

J
JIT 11

K
Kamera 67
Kanal 331
Kanone 372
Kernschatten 444
KeyBoard 56
KeyboardEventHandler 197
KeyBoardState 56

Keyframes 385
Knoten 164
Kollisionserkennung 255
Konfigurationsdatei 330
Kontrollkästchen 302
Koordinatensystem 81
Kraft 181
Kreisbahn 48
Kreuzprodukt 88

L
Label 285, 299
length 436
Lichtbrechung 477
LoadGraphicsContent 32, 141
log 436, 441
log10 436, 441
Logo 454
lokale Koordinaten 365
Lookat Vector 68

M
magFilter 434
Managed Code 10
Managed DirectX 10
Math 108
MathHelper 108
Matrix 39, 90
Matrix.CreateBillboard 234
Maus 56
MDX 10
Mesh 34, 219
MeshBuilder 276
MeshHelper 399
Microsoft Cross-Platform Audio Creation Tool 116
Microsoft Skinning Sample 388
minFilter 434
Minimap 467
mipFilter 434
Mipmapping 43
Mod 506
Modding 506
Model 34
Model Processor 281
Modelldatei 34
ModelMesh.Draw 38
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ModelProcessor 281
Modifier Stack 534
Modifikatorstapel 534
Mouse 60
MouseState 61
mul 429, 435, 438
Multiplayer 328
Multitexturing 454
MyAnimation 399
MyAnimationData 400
MyAnimationDataReader 404
MyAnimationDataWriter 403
MyAnimationKeyframe 402
MyAnimationKeyframeReader 405
MyAnimationKeyframeWriter 404
MyAnimationReader 404
MyAnimationWriter 403
MyGame 156

N
Near Plane 67
.Net Remoting 328
Netzwerk 328
Nickwinkel 94
Node 164
Non-Player Character 190
Non-Player-Character 507
Normal Map 460
Normale 89
normalisieren 83
normalize 436, 440
NPC 190, 507

O
OnScreen Keyboard 315
opak 55

P
Part 40
Particle 490
Partikeleffekt 489
Pass 214, 421
Penumbra 444
Perlin-Noise 252
Perspektive 101
PhysicsNode 177

PhysicsScene 177
Pick Ray 185
Picking 185
PictureBox 285, 309
Pitch 94
Pixelshader 428
Plastik 441
Point 363
Point Sprite 489
pow 436, 441
Primitive Types 211
Prismeneffekt 480
Programmable Pipeline 40
Projection-Matrix 39
Projektion 87
Projektvorlage 159
Proxy 334
Punktlicht 46
Punktprodukt 86

Q
Quaternion 102
Quaternionen 101

R
ReflectiveEntity 475
Reflexionsgesetz 473
refract 479
RefractiveEntity 480
Regen 489
Rendering Pipeline 101
RenderMonkey 450
Rendern 25
rendern 32
RenderState 50
RenderState.AlphaBlendEnable 50
RenderState.DepthBufferEnable 50
RenderState.DepthBufferWriteEnable 50
RenderState.DestinationBlend 50
RenderState.FillMode 50
RenderState.SourceBlend 50
RenderTarget2D 467
Render-To-Texture 467
Retexturieren 43
Richtungslicht 46, 436
Rigid Body Animation 358
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Roll 94
Rollwinkel 94
Rückruffunktion 181
Rumble 64

S
saturate 436, 438
Scene 170
Schaltfläche 300
Scheinwerfer 46, 444
Schieberegler 304
Schnee 489
Semantik 430
Sensoren 190
Server 329
Shader 40, 420
Shape 164
sin 436
sinh 436
Skalar 85
Skalarprodukt 86
Skelettbasierte Animation 358
Skin 312
Skinned Mesh 387
Skinning 358, 387
Skybox 237
Snelliussches Brechungsgesetz 477
Sonnenlicht 436
SourceBlend 50
Spacewar Starter Kit 20
Spotlicht 444
SpriteBatch 120
SpriteFont 126
Sprites 120
Starrer Körper 358
Steuerelement 284
Stoßgesetze 179
Streulichtfarbe 44
Struktur 446
Szenengraph 26, 164

T
Tag 203
tan 436
Tangent Space 280
Tangente 280, 462

tanh 436
Tastatur 56
Tastatur-Mapping 324
Tastaturtrigger 197
Technique 244, 420, 421
Texel 434
TextBox 285, 307
Textur 40
Texture Mapping 43
Texturkoordinate 43
Third Person Camera 77
Title Safe Area 122
Trackbar 285, 304
transparent 55
Trigger 190, 191
TriggerEventArgs 190

U
Umbra 444
Umgebungslicht 44
Umgestalten 31
untransformierte Vertices 210
Up Vector 68
Update 137
Usage 240
UsageIndex 240
UV-Mapping 43
UVW-Mapping 43

V
Vector3 83
Vektor 82
Vektorprodukt 88
Vertex 210
VertexBuffer 214
VertexChannel 277
Vertexdeklaration 212
Vertexelement 212
Vertexshader 428
Vertices 35, 40
View Frustrum 67
View Space 100
View Volume 67
View-Matrix 39
Viewport 50
Vollbildmodus 189
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W
Wasser 485
Winding Order 216
Windows Forms 284, 317
Winkelgeschwindigkeit 48
World-Matrix 39, 93

X
XACT 116
XBox-Controller 56
.x-Datei 34
XNA Creators Club 388, 520

Y
Yaw 94

Z
Z-Buffer 50
Z-Buffering 50
Zusammenstoß 176
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