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;Agida daf puia gl 203 [SetFloat O
float ¥ = 3.14T;
ConstTable->SetFloat(Device, handle, T);
Aaaal) il (4o (B puia ) a2 SetFloatArray O
float f[2] = {1.0Ff, 2.0f};
ConstTable->SetFloatArray(Device, handle, f, 2);
Aasin dafd pua gl A28 ISetint 0
int x = 4;
ConstTable->SetInt(Device, handle, X);
Aasssall sl (e (Bud puia ol p2A0 ISetintArray O
int x[4] = {1, 2, 3, 4};
ConstTable->SetIntArray(Device, handle, x, 4);
[4x4 A8 5inn al a6l a0 (SetMatrix O
D3DXMATRIX M(-..);
ConstTable->SetMatrix(Device, handle, &M);
44 Ol stiad)l e (B e&g @Ajj aadluw [SetMatrixArray O
D3DXMATRIX M[4];
// ...initialize matrices.
ConstTable->SetMatrixArray(Device, handle, M, 4);
sV Leie IS Hult @l yhse (e (Bl a8 @é)j pdAiuy SetMatrixPointerArray O
"4x4 A8 ghiaa
D3DXMATRIX* M[4];
// .._allocate and initialize matrix pointers.
ConstTable->SetMatrixPointerArray(Device, handle, M, 4);
Ax4 43 giaa J gl Aad g gl 2230 (SetMatrixTranspose [
D3DXMATRIX M(--..);
D3DXMatrixTranspose(&M, &m);
ConstTable->SetMatrixTranspose(Device, handle, &M);
4x4 Gl ghiaal Y dia (e (Basd 35\3 b‘-éjj aadluw ISetMatrixTransposeArray [

D3DXMATRIX M[4];



