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// .._initialize matrices and transpose them.

ConstTable->SetMatrixTransposeArray(Device, handle, M, 4);
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D3DXMATRIX M[4];

// .._allocate and initialize matrices and transpose them.

ConstTable->SetMatrixTransposePointerArray(Device, handle, M, 4);
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D3DXVECTOR4 v(1.0f, 2.0Ff, 3.0f, 4.0F);
ConstTable->SetVector(Device, handle, &v);
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D3DXVECTOR4 V[3];
/7 ...initialize vectors
ConstTable->SetVectorArray(Device, handle, v, 3);
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D3DXMATRIX M(--.);
ConstTable->SetValue(Device, handle, (void*)&M, sizeof(M));
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HRESULT ID3DXConstantTable: :SetDefaults(
LPDIRECT3DDEVICE9 pDevice

);
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