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#include <DirectXMath.h>

// XMVECTORE) LD /M&E

XMVECTOR v1 = XMVectorSet(1.0f, 2.0f, 3.0f, 0.0f);
XMVECTOR v2 = XMVectorSet(4.0f, 5.0f, 6.0f, 0.0f);
XMVECTOR vResult = XMVectorAdd(v1, v2);

TR ENRS MILDORE
XMMATRIX m = XMMatrixRotationY(XM_PIDIV4);
XMVECTOR transformedVec = XMVector3TransformCoord(v1, m);
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#include <DirectXMath.h>
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struct GameObject {
XMFLOATS3 position;
XMFLOAT4 color;
/...

GameObject player;
player.position = XMFLOAT3(0.0f, 1.0f, 0.0f);
player.color = XMFLOAT4(1.0f, 0.0f, 0.0f, 1.0f);

/I XMVECTOR®D & EAER £ XMFLOAT3ICH&#H
XMVECTOR vec = XMVectorSet(10.0f, 20.0f, 30.0f, 0.0f);
XMFLOATS3 resultFloat3;

XMStoreFloat3(&resultFloat3, vec); // & Z TZ
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