ReaL3D Engine

By Kerm Martian, Kerm_Martian@yahoo.com 

Used in programs:

· UnreaL Tournament (coming soon, see www.cemetech.homestead.com) 

· IPhysics, an Interactive Physics clone

· Many others, coming soon

This program can be used on its own, or inserted into your own programs.

It draws lines in 3D space from (X,Y,Z) to (X,Y,Z).

How it Works

The X coordinate is stored in LX, the Y coordinate in LY, and the Z coordinate in LZ.

Every odd number is the (X,Y,Z) start coordinates of a line, and the following even number is the (X,Y,Z) end coordinates.

Source code for stand-alone program:

<start code>

AxesOff:ZStandard

Lbl AZ

ClrDraw

Menu(“ReaL3D EnGine”,”Render AxesOn”,A1,”Render AxesOff”,A2,”Quit”,QQ

Lbl QQ

AxesOn:ClrHome

Disp “ReaL3D Engine”,”BY KERM MARTIAN

Return

Lbl A1

Horizontal 0

Vertical 0

Line(-3,-2,3,2

(This is the negative key, not the subtract key

Lbl A2

For(X,1,dim(LX),2

Line(LX(X)+.3LZ(X),LY(X)+.2LZ(X),LX(X+1)+.3LZ(X+1),LY(X+1)+.2LZ(X+1

End

Pause

Goto AZ

<end code>

Source code for including in other programs (use it all you want, just make sure you give me credit and include my email address):

<start code>

For(X,1,dim(LX),2

Line(LX(X)+.3LZ(X),LY(X)+.2LZ(X),LX(X+1)+.3LZ(X+1),LY(X+1)+.2LZ(X+1

End

<end code>

