OGDEV.NET
FEHREI

e

GoAEE A i OmBAEE

N Introduction to 3d game engine design using
~directx-9 and e#(l0) -~ - -~~~

KTHA

Copyright ©

i OAEE iR - i OERE i ¥EhFE §OEHEERT
.
IR VBl =
|
3CFE g Visual Basici# FHARER X
S : [ ogdev ] W [629]

TiH (Project): JEH P QIR SCAHARS, EAMES QR MWindows M HFL .

2t (Control): J&Toolbox & I B G ok LIO TR, JTRLE ) PR P

QI (Code): AEFTEMFEE NS — 4T BEPIxel): REETEILHE, FoRBME LB/ ETE L.
TR TEHE AR L Py A I IR P9 38 ) T A

TREA . —AEEAN SO XL S HOR ] &

R AR

TR (Syntax Error): & H TP — 4 fir & s A IEG B VLS I 10— Fh st

THSHE(Message Box): 24 il FH P S A7 LI Y s FR R T AE o

T (Loop): At jt — 41 TS PAT IFR TR 28R
VR 151 (Assignment Statement): J&JHSkZAHEAE

4 JA7% f (Global Variable):
B ¥ (Function): & —/MilFE,

SEAfF (Infinite Loop):

At AR SRR R AT

*’Jf%fif?ﬁﬁ(Structured Programming): J&—FREF R 7E, B RIBKRER LA RE, R RES 13140

WL (Calling Procedure): Je:filJz Hofts i R4 AT (03 7 o
WA AL AR (Called Procedure): 52 Hy AR FRIH A 1 #2 o

FrUE G $id # (Standard Function Procedure): J&— AN HIARSEIE R,  Ap LAl R A i,

IR A

BRI E I A

FrdE ¥R id 4 (Standard Subroutine Procedure):
TAE.

514k (By Reference): s&—Fiifkif EIf ViR I I B SR S 10 U7 vk . B o Mkl 443 (By Address).
S P AR ORAP i H AR A Kl DR TR i A el R AN RE SR L B ) T s

R ARG, Bl w, w77, TIEEENRRECE R TR RO

ST AR SR, AR R, B

{lifL# (By Value):
i AR (Edit Mask):

A H R I AR )

AE TV !

e—————— T

W REVE:

MR L, W (BEAKBERX PR || o
B s A ) Bop e ARGt s | e B
AL

@ ¥R Ligte, M RARIRIA 5
L

(D AR YRS T T R e 00 R
T

(ED ol 4 B AR A B AL (R
IR SUEAE R 2 TR A % o

(2) S r [ A e T A o0 B 5 BOR AR AR i
@ Z 5K/ IRNE L EIHEZ Bl 4k

S F s QA AT ] 1 ) v R R RAT TR R

BEREMAIL: |

IR O A U Pt P e 5 |

DT - BRI - EEEE - A - K

2004-2007 (s BEA (i) fAR2AF Al rights reserved.



OGDEV.NET -- [Z5iir s Ac M dpefion % 1024><768



