, Lecture 12
- |ntroduction to DirectX (Cont.)



_ - s
jiicture of DirectX —

SPIECHX IS @ multimedia API that provides a

5ta n(lérif” d mterface to interact with

grgnj( 1ics and sound cards, input devices
—an _ﬂ{more

= S For development of game it is needed to

~ install DirectX SDK

“» The nine DLL files roughly correspond to
the ten namespaces in DirectX

g T-
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[rectx 9.

S

O names a5

ce ~  |Description
e — - | Common Classes and math Structures
| 'i_r'_eu?,b 3D graphics and helper libraries
I Irectdraw Direct Draw: graphics API. This is a legacy

B

e i

namespace and you should not need to
use It.

DirectX.DirectPlay

Networking API for multiplayer games

Soft, DirectX.DirectSound

Sound support

FMicrosoft. DirectX. Directinput

=
-

Input device support (i.e mouse and
joystick)

| Microsoft.DirectX.AudioVideoPlayback

Play Video and Audio (i.e playback a DVD
on your PC)

Microesoft.DirectX.Diagnostics

Troubleshooting

Microsoft. DirectX.Security
Andrey

Access security
/. Gavrilov

Microsoft.DirectX.Security.Permissiofg/ng Hee

AERExSI8ecurity permissions
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Draw Concepts
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(e rawCreate() ol
C g ftelnstance()

t e /1D [DirectDraw interface

: =-ﬂSeTCooperat|veLeveI()
-~ o SetDisplayMode()
* Fill'in a DDSURFACEDESC

® CreateSurfacedereyveavmov
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| = 'rface IS created with one “attached
= f—csurface” -- this Is called the back buffer

- o GetAttachedSurface()
® Draw. on the back buffer

—

Fror surface” and “Back surface”
CreF

3 a “flipping chain”
double -buffering, the primary

=
JT".

T

e Call Elip() on thesprimar
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- uﬁf_ﬂ
NBLEST Or -ng EE

— e — i

Jorldsj% k s always the same and
JorldsF ont Is always the same

2 ;() does not flip these pointers as

J 7as you're concerned

e gy :_--
= .._

—-FYou re simply drawing on different RAM

'__--

-
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Drr.w face::
-~ Fa r"/ Om E e pointer
rawSurface -Unlock()

Loc ()

e -_a
— -
— — -
i
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— : —— | ‘;f- ' "
AWhere ‘H@é‘e'()w

AviTECtDraw is low-level
- me,rcn are no such drawing routines
- but it’'s butt slow

™

-_._,—-'-'

J rlte Vour own
= ‘I\/Iost algorithms are easily adapted to

DirectDraw if you simply account for the
Lock, Unlock, and the IPitch

Andrey V.Gavrilov
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T—

T e ‘S'euﬂg&_ec-t-l\dmdf;

—— e — i

DI cz'z} ndCreate()

- erau; object abstracts a sound
c ,-L ='=3

';,5- JrectSoundBuffer objects each

i

:rj;;;:;_rEpresent a single audio source
-— Primary buffers

— Secondary buffers

Andrey V.Gavrilov
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PIfECtSound Buifers

=
-

g oo™

secondary Buffer

secondary Buffer ——n

Frimary Buffer

cecondary Buffer

secondary Buffer

Andrey V.Gavrilov
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S,r.,r.

- ,"Ticij.i_JndCreate() or
goereatelnstance()
= ID _ DirectSound, IID_IDirectSound

e mtlallze()

:L=£SetCooperatlveLeveI()

F—
—

s il Out a DSBUFFERDESC structure
e Call IDirectSound::CreateSoundBuffer()
~ Party Away Andrey V.Gavrilov
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