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BENT DYARIZDOULNT
(target)

s MIENDEE
— TpositionX[j] : j& B MDtargetDxEEIE
— TpositionY[j] : jZ& B DtargetDyEEIE
— TpositionZ[j] : j2& B MtargetD zFEIZ
%ﬁb (7845 Line468~)

BB T DE I XEFREEEFHFL T
_TpositionX[j] = _TpositionX[j] + “FZErE#EHE";




BENT HMIRIZ DT
(target)

o FAE (7074 5L Line446~)

D3DXMatrixRotationY (&matRotateY,(float)timeGetTime() / 1800.0f);
D3DXMatrixRotationX(&matRotate X, (float)timeGetTime() / 920.0f);
D3DXMatrixTranslation(&matTrans, TpositionX[j], _TpositionY]j],

_TpositionZ[j]);
matWorld = matRotateX * matRotateY * matTrans;

[pD3DDEV->SetTransform(D3DTS_WORLD,&matWorld);
HMERATHIER/NYITF7DRE
[pD3DDEV->SetStreamSource(0,vb[i],sizeof(LVERTEX));

Il B S
IpD3DDEV->DrawPrimitive(D3DPT_TRIANGLEFAN,0,2);




BET OMIAIZONT
(5%)

— BpositionX[j] : jZ& B D EDXEE
_BpositionY[j] : j& B DEDYREIE
_BpositionZ][j] : jZ& B OEDzEEZ
%ﬁb (F7B% 5L Line517~)
—[EEE T HEC, yERZEHRLTLC
. _BpositionY[j] = _BpositionY[j] + “F& &N a5k "

- ¥E (704 5.L Line500~)
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+ PeekMessage()
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ALK IL—T
(WinMain() D &)

MSG msg;
while ('end)
{
Il 29— MNERTNDHM?
If (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{

Il Ayt—2 DU
windows#EH T, TranslateMessage(&msg);
procMain()ZFEY D,SpatchMessage(&mSg)
Hi o —

| else
DrawMain()z { "
EU S e I TEEISLEE
“’DrawMain();
ot
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* MSQIZADTUWAIEIZKY ., MIBFRETES
— WM_CLOSE :
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Do
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— WM_KEYDOWN ;
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procMain()

LRESULT CALLBACK procMain(HWND hwnd,UINT msg,WPARAM
wParam,LPARAM |Param)

{
{
case WM_CLOSE:
I8 T235
........... J’.EIu[n_l;.......
.-.,«Case WMI\Z(‘)(VEeY()DOWN T #—hfiﬁiéh?‘:o)-@\
1 . MOVG()J&‘[@U; H _a_
.......... break;
} ...............................

return DefWindowProc(hWnd,msg,wParam,|Param);
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Move()

I F—ANEZTES T MARDELEZRET S
int Move() {

BYTE diKeyState[256]; //IC DI ERIZT —2 %S
hr = g_pDIDevice->GetDeviceState(sizeof(BYTE)*256, &diKeyState[0]);
if (SUCCEEDED(hr)) {

BT~ OGS

jf{dikeyState[DIK_Q] & Ox80) ™, . _
Y

*
.
.
.
.
.
.
s
e
---------
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else.if (dikeyState[DIK " H]- & 0x80) ...
SIThIMANENTIHE . playérE~FBE]
~.._PpositionX = _PpositionX - 50:0f;

se if (dieyState[DIK_SPACE] & 0x80) { " _
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(player)

c NEDEHE

— PpositionX : playerMxEEZ

— PpositionY : playerDyFEZ
PpositionZ : player®zFERR

iziﬂ ('A% 51 Line326~)

— N —(ZEo T XEE(ERGDIZEN) D ZE
= (——HIJ 7:0)5@@])’&%%‘)?3'%
+ PpositionX = PpositionX + “F&EhiaELE":
 PpositionZ = PpositionZ + “F&EN R 8k
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(player)
« 1B (704 5L Line483~)

/I World 1T515% 7€

D3DXMatrixTranslation(&matTrans, PpositionX, PpositionY, PpositionZ);
matWorld = matTrans;
IpD3DDEV->SetTransform(D3DTS_WORLD,&matWorld);

IIM{ERIBIER/\NVI7DERE
IpD3DDEV->SetStreamSource(0,vb[i],sizeof(LVERTEX));
I FE1E 9 %
|pD3DDEV->DrawPrimitive(D3DPT_TRIANGLEFAN,0,2);
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