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//Robject Class
class RObject {
public:
RObject() : bShow(FALSE), £X(0), fY(0), fZ(0) {}
virtual ~RobjectO{}
/[ 7V - AA S A8 A" H o]~
virtual void draw(Model* _pModel) = 0;
virtual void process() = 0;
virtual void setRObject(CoreGraphic*,Corelnput*,
OggPlayer#, ControlTable*) = 0O;
public:
bool bShow;
float £X;
float fY;
float {Z;

protected:
/AT E S 98 matAt s F
D3DXMATRIXA16 matWorld_;
//5=3 A& 93 ControlTable
ControlTable* pControlTable_;
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