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Microsoft DirectX ay 772y 3.1

JN'WUNIN NXAAION -
int WINAPI wWinMain(HINSTANCE hinst, HINSTANCE,LPWSTR, INT nCmdShow) -

J7N0N NIYTINT NINANL 7NN DNMS DR N7710 1T X719
700 DNMN9 NUNID -

CreateWindowW

NIVTIND 719'0 NN -
LRESULT WinAPI MsgProc(HWND hWnd,UINT msg, WPARAM wParam,LPARAM [Param) -

7NN M2 N20YN YW wTNN DIMN DX 727 1T N9
VIQX?7 D'YNY 7017'90 DX N2 void PutPixel(int x, int y) N'X¥j7219N
NAN |9IX2 272 nyalxl a7

((D3DCOLOR #)rect.pBits)[x + (rect. Pitch > 2) x y]
= D3DCOLOR_XRGB(255,255,255);

c DN AIY -
TIN N2WN N7XR NITIRA N0 V1 DI'01 N7NNN NI AR 1 704
N7NNNN NTIZIN (D'M7Y Xy DY) NITIZIN 72 7V 1172y TR INRIYN

277 N9X D'707'S 7w yaxn NX 12yap1 DI'on NI
Drawline:(x1,y1),(x2,y2)
dx=x2-x1,dy=y2-y1
if(|dy[>|dx])
{
if(y1>y2)
{
replace between y1 and y2,x1 and x2
}
m=dx/dy;
b=x1-m*y1;
fory=yl,y<=y2;y++
x=m*y+Db;
PutPixel(x,y);

else

if(x1>x2)
{

replace between x1,x2 and y1,y2;

}

m=dy/dx;

b=y1-m*x1;

for x=x1;y<=x2;x++
y=m*x+b;



PutPixel(x,y);

e B XAMT 3.2

Exit Restart
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Audio  Accelerometer  Sensor Settings

Kinect Audio Reading:

Beam Angle: -0.35
Source Angle: 0.00

Source Confidence: 0.00

Audio | Accelerometer | Sensor Settings

Kinect Audio Reading:

Beam Angle: -0.35
Source Angle: 0.00

Source Confidence: 0.00
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http://www.public.iastate.edu/~dicook/JSS/paper/code/svd.c
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