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(target)
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— TpositionX[j] : jZ& B DtargetDxEEIZ

— TpositionY[j] : j& B DtargetDyPELE

— TpositionZ[j] : j& B Dtarget® zFEIE
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_TpositionX[j] = _TpositionX[j] + “ZENFEEE";
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(target)

o HHE (TJ'0% 5L Lined46~)

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

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

IpD3DDEV->SetTransform(D3DTS_WORLD,&matWorld);
I ERYAIER/N\NVITDHRE
IpD3DDEV->SetStreamSource(0,vb[i],sizeof(LVERTEX));

I HEE T S
IpD3DDEV->DrawPrimitive(D3DPT_TRIANGLEFAN,0,2);
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s NENEHE
— BpositionX[j] : j& B D& D xXFEIE
— BpositionY[j] : jZ& B DEDyFEIE

_BpositionZ[j] : 2§ B DFEDzFEE
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o ElE g HEC, yERZEHLTLNK
« BpositionY[j] = BpositionY[j] + “FZENFEEE";

- }E (704 <L Line500~)
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— WinMain()

— procMain()

— Move()

— DrawMain()
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MSG msg;
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while ('end)

Il Ayt— RTINS M?
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))

Il Ayt—2 DM
.......... TranslateMessage(&msg);
- DispatchMessage(&msg);
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else
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“*DrawMain();

p o




o Ayt—IhAHBE WindowsHh s, ZORFELANE

¥ (75

procMain()

=}

I

e msgIZADTWSIEIZLY., MIBHFRETESD
— WM_CLOSE :
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procMain()

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

{
{
case WM_CLOSE:
T35
............ return.l; -
:f‘case WMI\ZE\I/Ee\E)[')OWN: e F—HShi=zDT.
d " Move () ZIE T
........... break;
} .................................

return DefWindowProc(hWnd,msg,wParam,IParam);




Move()

« DirectinputzFfIFHL T, EDF—H N 1=
N ET S

« HEINT=FT—IZIGL T, playerD i &z EhH
L7=Y. EZx=HHNL-YUT S




Move()

I *—ANZZ2TEST. YARDUEZRET S
int Move() {

BYTE diKeyState[256]; //IC DI EIKRIZT —4E M5

hr = g_pDIDevice->GetDeviceState(sizeof(BYTE)*256, &diKeyState[0]);
if (SUCCEEDED(hr)) {

B F—SDRFIZHED ...
_}f (dlKeyState[DIK Q] & 0x80)
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« MIEDEIHE
— PpositionX : playerMxEEE

— _PpositionY : playerDyREER
PpositionZ : player®z R
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—HEIN=-FT—ITE>T xXEEERDZENH 2L
(A ROBMEEHT S
 _PpositionX = PpositionX + “FSEHIEEE":
 PpositionZ = PpositionZ + “f&EN a8k
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(player)
« B (70451 Line483~)

/I World 1T5I5% %€

D3DXMatrixTranslation(&matTrans, PpositionX , PpositionY, PpositionZ);
matWorld = matTrans;
|pD3DDEV->SetTransform(D3DTS_WORLD,&matWorld);

IIM{ERATATER/\YI7DERTE
IpD3DDEV->SetStreamSource(0,vb][i],sizeof(LVERTEX));
/| EEY S
|pD3DDEV->DrawPrimitive(D3DPT_TRIANGLEFAN,0,2);
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