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intiTime;
float fTime;

fTime = static_cast<float>(iTime);
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for (int i=0;i<100;++i)

{

m_iData++;

}
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int iData = m_iData;
for (int i=0;i<100;++i) {
iData++;

}

m_iData = iData;
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void foo(int &count)

{

count = 0;

for (int i=0:i<100:++i) {
if (Test(i)) {

++count;

}

}

}
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void foo(int &output)

{

int count = 0;

for (int i=0;i<100;++i) {

if (Test(i)) {

++count;

}

}

output = count; // Write the result

}
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XMVECTOR Radius = CalcBounds();
pOut—->fRadius = Radius.x;
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XMVECTOR Radius = CalcBounds();
__ stvewx(&pout—->fRadius,__vspltw(Radius,0),0);
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typedef struct ScreenSize_t {
int m_iwidth;

int m_iHeight;

float m_fwidth;

float m_fHeight;

inline Void SetHeight(int iwidth) {
m_iWidth = iWidth;
m_fWidth = static_cast(iwidth);
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} ScreenSize_t;
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VOIDDebugDraw::DrawRing( const XMFLOAT3 &Origin,

const XMFLOAT3 &MajorAxis, const XMFLOAT3 &MinorAxis, D3DCOLOR Color )
{

static const DWORD dwRingSegments = 32;

MeshVertexP verts[ dwRingSegments + 1 1;

XMVECTOR vOrigin = XMLoadFloat3( &Origin );
XMVECTOR vMajor = XMLoadFloat3( &MajorAxis );
XMVECTOR vMinor = XMLoadFloat3( &MinorAxis );

FLOAT fAngleDelta = XM_2P! / (float)dwRingSegments;

for( DWORD i = 0; i<dwRingSegments; i++)

{

FLOAT fAngle = (FLOAT)i * fAngleDelta;

XMVECTOR Pos;

Pos = XMVectorAdd( vOrigin, XMVectorScale( vMajor, cosf( fAngle ) ) );
Pos = XMVectorAdd( Pos, XMVectorScale( vMinor, sinf( fAngle ) ) );
XMStoreFloat3( (XMFLOAT3*)&verts[i], Pos );

}

verts[ dwRingSegments ] = verts[0];

SimpleShaders::SetDeclPos();
SimpleShaders::BeginShader_Transformed_ConstantColor

( g_matViewProjection, Color );

g_pd3dDevice—>DrawPrimitiveUP( D3DPT_LINESTRIP, dwRingSegments, (const



VOIDx*)verts, sizeof( MeshVertexP ) );
SimpleShaders::EndShader();
}
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VOID DebugDraw::DrawRing( const XMFLOAT3 &Origin,

const XMFLOAT3 &MajorAxis, const XMFLOAT3 &MinorAxis, D3DCOLOR Color )
{

static const DWORD dwRingSegments = 32;

MeshVertexP verts[ dwRingSegments + 1 ]

XMVECTOR vOrigin = XMLoadFloat3( &Origin );
XMVECTOR vMajor = XMLoadFloat3( &MajorAxis );
XMVECTOR vMinor = XMLoadFloat3( &MinorAxis );

FLOAT fAngleDelta = XM_2PI / (float)dwRingSegments;

FLOAT fi = 0.0f; // Added a copy of i as a float

for( DWORD i = 0; i<dwRingSegments; i++, fi+=1.0f ) // Inc fi

{

FLOAT fAngle = fi » fAngleDelta; // NO int to float conversion
XMVECTOR Pos;

Pos = XMVectorAdd( vOrigin, XMVectorScale( vMajor, cosf( fAngle ) ) );
Pos = XMVectorAdd( Pos, XMVectorScale( vMinor, sinf( fAngle ) ) );
XMStoreFloat3( (XMFLOAT3x)&verts[i], Pos );

}

verts[ dwRingSegments ] = verts[0];

SimpleShaders::SetDeclPos();
SimpleShaders::BeginShader_Transformed_ConstantColor

( g_matViewProjection, Color );

g_pd3dDevice->DrawPrimitiveUP( D3DPT_LINESTRIP, dwRingSegments, (const
VOID*)verts, sizeof( MeshVertexP ) );

SimpleShaders::EndShader();

}
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