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move_to_origin( void );
set_initial_position( float x, float
move_to_initial_position( void );
scale( float factor_x, float factor_y,
rotate_in_y( float angle);
rotate_in_x( float angle);
rotate_in_z( float angle);
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struct CUSTOMVERTEX
{
float _x,_y,_z

float _nx, _ny, nz;
float _u, v; /I texture coordinates
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$ 5 $ LightEnable

D3DLIGHT9 light2 = d3d::InitPointLight(&spot_pos,(D 3DXCOLOR*)&d3d::WHITE);

Device->SetLight(0, &light);

Device->LightEnable(0, true );
Device->SetRenderState(D3DRS_NORMALIZENORMALS, true );
Device->SetRenderState(D3DRS_SPECULARENABLE, false );
Device->SetRenderState(D3DRS_LIGHTING, true );
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