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class Player : public GameObiject {
public:

void Initialize() override;

void Update() override;

void Draw() override;

void Release() override;

private:
void Handlelnput(); /I NTTERE & &
void ApplyGroundAdjustment(); // #1E IZ}A > TIEE - S SHHLE
void SetTPSCamera(); /| TPSIRE D A S HITH
int hPlayer = -1;

const float moveSpeed = 5.0f;
const float rotateSpeed = 90.0f;
XMFLOATS3 forward_ = {0, 0, -1, 1.0};
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FDHDWBARNEEZ, BHICHITTRAyF ) SEVWTT,
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| DELEE
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LF¥d,
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void Player::Initialize()

{
hPlayer = Model::Load("Player.fox"); // & T IL&tdriAH
Model::SetAnimFrame(hPlayer, 0, 42, 1.0); // 7 = * —< a3 V &FHFZE (0~42)

/I WIEAE & (Z+AmEE L & 527 2728 [C180F [EER)
transform_.rotate_ = { 0.0f, 180.0f, 0.0f };

I/ ERGIE (oL H Y ICE < BE)
transform_.position_ = { 0.0f, 0.0f, 0.0f };

NEOFEERS bLBZ+FIE (BEFROBE. BICED > THIE)
forward_ = { 0.0f, 0.0f, 1.0f};

I * S HEARERE
SetTPSCamera();
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