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statement(s);

iwhile 3, QO
while( condition )

{
}

statement(s);
:do...while 3 ) 0O
do

{
statement(s);
} while ( condition );
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float ¥ = 5.0F;
matrix m = (matrix)f;

o 13 W Gl DA e sl 12 A el Qe (aDla) eliSay
G Wl o iS5 8 giall o1 oY)l 5k e Alate Cilaglee o J sl
;s Contents Al Caad DirectX 2 skl Ao sana (il

DirectX Graphics\References\Shader Reference\High Level Shading
Language\Type.
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