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MAIN3DS (0x4D4D)
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+--EDIT_CONFIGY (0x0100)
+-~EDIT_CONFIG2 (0x3E3D)
+--EDIT_VIEW_P1 (0x7012)
T
--EDIT_AMBIENT (0x2100)
+--EDIT OBJECT (0x4000)
| +--0BJ_TRIMESH (0x4100) Oh)aclmeshmula
| | +-=TRI_VERTEXL (0x4110) 33 A2
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DS Y9 ARE AZA He FxdEe
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3DSLoader oA 4= & P_OBJECT, P_LMATE
RIAL, P_LIGHT TFZAEL Load3dds() ¥+& %3
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€ Cload3DS €2 AR H2EEZ FA4HE
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2.2 DXF Loader * =}
DXF= EW #¢ W§& ASCH ¥2E U2 ¥

Y ez, E50IH)AY, A FTH A, =298 F
AR, ZAFY, 3%E F TE § EE &W AL
4% FHHO DXFe 7 &d 848 HE3:= 4
A(section) .2 TP, DXFolAe g E&L
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e 1% BE R ok
+ DX 08 BE 39
LAYER 4 loyer rame
k(] standard f egs
(1 laver is frezen, 2 layer is frozen by default,
4 layer is Jocked)
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6 linotyre nase
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+ EXPRESS A2|0 #S!

ENTITY LayerTableRecord
SUBTYPE OF (Sysbol TebleRecord);
SUPERTYPE NIF (Layerfl):
frozen . EOOLEAN:
locked : EOOLEAN:
off : BOOLEAN:
viewport _visible :
color i CclorCode
tinetype : Linetypelablefecord:
table ¢ LayerTahla:

END_ENTITY;

BOOLEAN:

ENTUTY LayerQ
SUBTYPE OF (LayerTableRecord),;
END_ENTITY;

¥ 2. DXF Groupcode and EXPRESS code

2.2.1 DXF Loader *+=

AutoCAD dlolEiWel = BlA, A
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¥ 3. DXF SECTION

AutoCADE AZHE= =8 Zde g A diy
Fol LINEd o3 Az vt #x Fgrt of
Urle] B 2P E DrawLine)IHg4+8 A}
L3 Y3t T sSuAde] AdPEA 9 =
g, dolo] AdE AL Ao AL}
Zueld "ad s EeA @ 5 JAY &
| A4y A delo] AYE Aok e Fale o)
Atk

void CDXF::Draw_Line() {
g1Begin{GL_LINES);
glColor3f(1.0f, 1.0f, 1.0f);
glVertex2d(DXF_loader.line->
start_point_x[0],
DXF _loader.line->
start_point_y[0])://A1 2t
glVertex2d(DXF _loader.line->
start_point_x[1],
DXF _loader line->
start_point_y[11);// 83
glColor3f(1.0f,1.0£,0.0f);
glEnd();

E 4. Draw_LINE &=
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