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main.m_MyWndProc += DirectXSharp.D3DApp. Inst.WndProc;

main.Show();

main.Update();

main.Run() ;

DirectXSharp.D3DApp. Inst.Dispose();

main.m_MyWndProc+= DirectXSharp.D3DApp.Inst. WndProc;
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SimulationForm()
InitializeComponent();
InitializeListener();
UpdateComponentAl () ;
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