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CD3DEnv
DirectX

D3DXMATRIX *pView;
pView = g_pD3DEnv->GetSystemView();

D3DXMatrixLookAtLH(pView,&D3DXVECTOR3(0,2.0F,-10.0F),
&D3DXVECTOR3( 0.0F, 0.0f, 0.0f ),
&D3DXVECTOR3( 0.0F, 1.0f, 0.0f ) );

D3DXMatrixLookAtLH DirectX
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D3DXVECTOR3 g_vPos = D3DXVECTOR3(0,0,0);

if (g_pD3DEnv->GetDI8KeyState(DIK_LEFT)){
g_vPos.x -= 0.1f * timeElapsed;

}

if (g_pD3DEnv->GetDI8KeyState(DIK_RIGHT)){
g_vPos.x += 0.1f * timeElapsed;

}

if (g_pD3DEnv->GetDI8KeyState(DIK_UP)){
g_vPos.z += 0.1f * timeElapsed;

}

if (g_pD3DEnv->GetDI8KeyState(DIK_DOWN)) {
g_vPos.z -= 0.1f * timeElapsed;

D3DXMatrixTranslation(&matworld,g_vPos.X,g_vPos.y,g_vPos.z);
1pd3ddev->SetTransform( D3DTS_WORLD, &matworld);




D3DXMatrixLookAtLH(pView,&D3DXVECTOR3(g_vPos.X,dg_vPos.y+2.0f,g_vPos.z-10.0f),
&D3DXVECTOR3( g_VvPOs.X, ¢g_VPos.y, g_VvPos.z ),

&D3DXVECTOR3( 0.0f, 1.0f, 0.0f ) );

D3DXVECTOR3 vecMin, vecMax, vecNormal;
FLOAT fAlt,fDist;
g_pFloor->GetBoundingBox(&vecMin, &vecMax);

g_vPos.y = fAlt;

g_pFloor->ProbeTheGroundAltitude(&g_vPos,&vecMin,&vecMax,&vecNormal,&fATt,&fDist);

ProbeTheGroundAltitude
CFloor

D3DQuickLib




D3DXMatrixTranslation(&matWorld,g_vPos.x,g_vPos.y,g_vP0s.z);
D3DXMATRIX matRotation;
D3DXMatrixRotationY(&matRotation,g fAngle);

matWorld = matRotation * matWorld;

Ipd3ddev->SetTransform( D3DTS_WORLD, &matWorld);
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Direct3D D3DXMatrixRotationY
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