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#include <irrlicht.h>
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using namespace irr;
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using hamespace core;
using hamespace scene;
using namespace video;
using namespace io;
using namespace gui;
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int main ()

{
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IrrlichtDevice *device =
createDevice (EDT_SOFTWARE, dimension2d<s32>(512, 384), 16,
false, false, false, 0);
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device->setWindowCaption (L"Hello World! - Irrlicht Engine Demo");
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IVideoDriver* driver = device->getVideoDriver () ;
ISceneManager* smgr = device->getSceneManager () ;
IGUIEnvironment* guienv = device->getGUIEnvironment () ;
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guienv->addStaticText (L"Hello World! This is the Irrlicht Software engine!",
rect<int>(10,10,200,22), true);
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IAnimatedMesh* mesh = smgr->getMesh ("../../media/sydney.md2") ;
IAnimatedMeshSceneNode* node = smgr->addAnimatedMeshSceneNode ( mesh );
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if (node)

{
node->setMaterialFlag (EMF LIGHTING, false);
node->setFrameLoop (0, 310) ;
node->setMaterialTexture ( 0, driver-

>getTexture ("../../media/sydney.bmp") );

}
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smgr->addCameraSceneNode (0, vector3df (0,30,-40), vector3df(0,5,0)):;
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while (device->run ())

{
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driver->beginScene (true, true, SColor (0,200,200,200)) ;
smgr—->drawAll () ;

guienv->drawAll () ;
driver->endScene () ;

PSS paseiine U A Sl A | a0l wldSi aS e Ol Cugi « pusls plzl |y Jzlwo oul cswolos aS ol 5l o
5 abdls> swolic (solod Whgaisl jue 55 owils,S 3 Ol @ | esoww 5l oanis el abhdls aS cowl ol Bas gdlg s



olood Gyl ailue Sa=s 3 GuSiw S Sy bbb )y s9ai LB s i Gl 9 diloso 8L 595 Sb> 5w
S5l sdaio Gul Shy v w5l Lol 5o 1) S50 > 55 oaui skl Luolic (swlos aS acal acals bl | ass ¢l
j}.uS.A.OO)LQ.A_A.Ul)J_).\S

device->drop () ;
return 0;
}
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#include <Irrlicht.h>
using namespace irr;

using namespace core;
using namespace scene;
using namespace video;
using namespace io;
using namespace gui;

int main ()
{
// start up the engine
IrrlichtDevice *device = createDevice (video::EDT DIRECTXS,
core::dimension2d<s32>(640,480), false);

video: :IVideoDriver* driver = device->getVideoDriver () ;
scene: :ISceneManager* scenemgr = device->getSceneManager () ;

device->setWindowCaption (L"Hello World!");

// load and show quake2 .md2 model
scene: :ISceneNode* node = scenemgr->addAnimatedMeshSceneNode (
scenemgr->getMesh ("quake2model .md2") ) ;

// if everything worked, add a texture and disable lighting

if (node)

{
node->setMaterialTexture (0, driver->getTexture ("texture.bmp")) ;
node->setMaterialFlag(video: :EMF LIGHTING, false);

}

// add a first person shooter style user controlled camera
scenemgr->addCameraSceneNodeFPS () ;

// draw everything




while (device->run () && driver)

{
driver->beginScene (true, true, video::SColor (255,0,0,255))
scenemgr->drawAll () ;
driver->endScene () ;

}

// delete device
device->drop () ;
return 0;
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| fatal error C1083: Cannot open include file: irricht.h": No such file or directory |
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LINK : LNK6004: Helloworld.exe not found or not built by the last incremental link; performing full link
LINK : fatal error LNK1104: cannot open file "Irrlicht.lib"
Error executing link.exe
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This application has failed to start because Irrlicht.dll was not found. Re-installing the application may fix
this problem
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Could not load mesh, because file could not be opened.: ../media/sydney.md2

Could not open file of texture: stones.jpg
Could not load texture: stones.jpg
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Game Maker Version 5.0 — 5.1 —5.2 - 5.3 — 6.0 ( Registered )
The Game Factory ( Home — Professional ) ( registered )
Xtereme 3D 1.0

King Space 3D

Genesis 3D V1.6

3D Game Studio 5.12

3D State ( Morfit 3D ) ( Registered )

Blender 3D

Q3d ( Unregistered )

Alice 3D

True Vision 3D V6.2

DirectX 9.0 Complete SDK ( Software Development Kit Package )
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JoIt3D ( Third Person Maker ) Demo & Source
Boom3D ( Demo & Source )
PushTheLimits 3D Engine

Mystica 3D

Arfnold 3D ( Source & Bin)
TerraCresta 3D ( Demo & Source )
XEngine ( Sample & Source )
Muli3D ( Sample & Source )
Apocalyx ( Source )

Graden ( Source )

DXQuake ( Source )

6DX

CHAI 3D ( Source)

Axiom 3D

syBR ( Source )

iRender 3D ( SDK)

Cube 3D ( Source & SDK )

Q Engine

Hawk 3D Engine ( Source & Bin )
Neo Engine ( Tools & Source & Tutorials )
Aurora ( installer & Tutorials )
Soya 3D

DexVT ( Source )

Jet 3D ( Source & Bin )

Traktor 3D SDK ( Source & Bin )
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Visual C++ V6.0 .
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