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float ar, ag, ab:

float dr, dg, db:

float sr, sg, sb:

int two_sided:

float self_illum:

float transparency:
float shine:

float shine_strength:
float uvw_u_tiling:
float uvw.v_tiling:

char material_name[20]:
int diffuse_id:

int diffuse_used:

int diffuse_amount:
char d_material_file_name(1281:

LPDIRECTDRANSURFACE7 d_surface:

int opacity_id:
int opacity_used:
int opacity_amount:

char o_material _file.name[128]:
LPDIRECTDRAWSURFACE7 o_surface:

<ASE TR PEA

int vertex.num:
int face_num:
int material_num:
D3DVERTEX *vertex_list:
T_MATERIAL *material:
{(Object T=H|)>

T_ASE ®ase;
D3DVECTOR loc:
D3DVECTOR angle:
D3DVECTOR scale:
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-RCB color rendering

-Diffuse/Opacity Texture mapping
-Self-illumination
-Specular light
~Transparency

—-Alpha blending
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