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Windows & % 44 % FI#2 5+ ) API(application programming interface, N FREFHmEHEL). A HFEX
¥ DirectX f)— M55 F#E— Direct3D. IFWMHZHFTEEN, Direct3D FEM FFHE 3D HARF.

EBS MU, BIBSNETREZEPBNET TR, £ UHSHE TEEAR D HR, Gl
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(particle system). & i% BRI B H(flexible virtual camera) L K I F£2 4] 3D #ERY(XFiles). 3 IV #2HE
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A7, Bk, B4EH DirectX 9.0 55 C++ N, EMNA Visual C++(VC+4+)6.0. VC++7.0 B VC++ 2005.

z B KB sAERAL Visual C++ 2005 FHEREK, XELTTHHLLTUAL Visual
C++6.0 TiE4T, 12Ei2E T mMERN. £ VC++7.0/VC++2005 ¥, T KA EH LS
BitE, BHLE cnt Bk R for BAMAHREE,
int main()
{
for{int cnt = 0; cnt < 10; cnt++)
std::out<<"Hello"<<std::endl;
for(int cnt = 0; cnt < 10; cnt ++)
std::cout<<"Hello"<<«std::endl;

}
return 0;

}
18 VC++ 6.0 P, L ik X 80 K 4L i 3 %%, P48 69489212 8. % “error C2374: cnt’:redefinition;
multiple initialization”, X2 K A& VC++6.0 ¥, E¥ cnt RKIAA R for R BHHLE.

B, £ VC++6.0 PFEAHFIF2, GT6F 4L %3,

WEFRREMGEE

IR H AT A B RWSRIE T A B A EIRE, HEFEEER LU M EMfFACE . MR(EA REF R &CURHER
AUBH Direct3D (FIZhAE), FTHIIGIRZE T LUETT, HEBFRENKET +EE. RITHER | &1
& Hitie REF.

A B I MGIREAE S FEA, 7EM0 Riva TNT R REAE R B £ LR BEMRAEZTT . SB15R
SYHIBIRRS R T ER A USSR, HMER T S EE R, s R BIRANETIXEHIRE, A
TS E D] GeForce 2 - I . HIVESHBIFE T TLAE CRGEREAR, L, THE
BUX BRI SER R, BT EAE SRR L2 R B £ (W GeForce 3).
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o HHTM Direct3D 9.0 HRMHEBEMAMBREFCOR. SLAECESZURMBER®
Direct3D B FET it o

%24 DirectX 9.0

AT HE AT DirectX 9.0 BIF, HEN T ELS DirectX 9.0 IB47H (runtime)d & DirectX 9.0
SDK(Software Development Kit, ¥4 JF & T. B ). i3 &, % DirectX SDK B, i8478 4 H 51 &% . DirectX
SDK HT A hatp://msdn.microsoft.com/directx/sdk/3R 13 B FRA 1) DirectX JF R E.(H WRFRA R DirectX
Oct 2006, B[R A HT KA RIMRA DirectX October 2006). it F2 LA ., 4 R B4R a S5 R#IT
HIw] .

FAREREE

BAVHKGR'S DirectX ¥ AP T2 AR Win32 Application. 7F VC++ 6.0 Ul R E B A H, I5E
BRE DirectX kUMM FENER, UUE VCr+AERIRFIX & 0. BRIAE ST, DirectX k3 {F
FE SCA 5 AL T B% % C:\Program Files\Microsoft DirectX SDK (Oct 2006)Mnclude 1 C:\Program
Files\DirectX SDK (Oct 2006)\Lib\x86 F .

§ R DireerX 9B ELHH M LTS LABATELR, LB EARELETLEHT
T A1z,
HHEEOL N, DirectX SDK £ HANH X B BB ME VC++h. BENEEGRTERRM, FEWF.

{E VC++ 6.0 P 3%$E Tools | Options | Directories #ir4, SRJEHIA DirectX Sk RPN, WA L1
B,
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Editor | Tabs | Debug | Compatibilty | Build Directories | Source (3]

Platform: Show directories for:

|Win32 E} |L|hnry files R hd

C‘Pmunm Files\Microsoft Visual Studio\VCI8\LIB
C:AP nmnﬂle Im:nﬂVlsutl Smdl VC!I F B

[k | concer |

@ 1.1 4% DirectX &Y include #A library B2 NZE VC++ 6.0

7F VC++ 2005 1, %+ Tools | Options | Projects and Solutions | VC++ Directories 74>, 28 J5 %l A DirectX
SKOCHERIPE R BR AR, I 1.2 BT

Import and Export Settings (4|  Blatform: Show directories for:

International Settings Win32 [v]  [Lirary fles v

Keyboard

sk , - _I_J_JLI_’J

TaskList S(VCInstalDnib

Web Browser $(VCInstallDir)atimfc\ib
= Projects and Solutions i $(VCInstallDir Jatimfc\ib 386

General | .

Build and Run

VB Defaults

VC++ Directories

VC++ Project Settings i
& Source Control |
2 Text Eor | BT S SPRT E @ |
+ Debugging | Ubrary Directories

! Path to use when searching for library files while building a VC++ project.

il ) L Corresxnk to environment variable LIB. |
# Windows Forms Designer e = e .,J

IIH—.M:]

B 1.2 % DirectX B include 0 library $&1Z&NZE VC++ 2005

BTFR, AT @ T(Build)fife, % ERKE M d3d9.lib, d3dx9.lib L& winmm.lib &8 2451 T
. W, winmm.lib H3E DirectX FE X B & Windows B BEARE SO, BoAi] 3= B4 A 3L e i Th R

7F VC++ 6.0 1, #ETA[ifid %+ Project | Settings | Link iy & KEBE TR BRI ESCM:, RIEMAEL,
W 1.3 fis.
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Project
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Settings For: |Win32 Debug s

General I Debug | CiC++ Link | Resources I M EE

j_| i Reset

Category: |General

Output file pame:
!Dehugltempqtree.exe

Object/library modules:
d3d9.lib d3dx9.lib winmm.lib kernel32.lib user32.lib gdi32

¥ Generate debug info
W Link i Ity
[~ Enable profiling

™ Ignore all default libraries
r G

mapfile

Project Options:
tads.llb d3dx3.lib winmm.lib kernel32.lib user32.lib El

gdi32.1ib fnol Isub:

ncrementaliyes 'Ipdb:"’l)ebugltzmpqtree.pdh"ldebug ™

C o ]

Cancel |

B 1.3 EEREEEE VC++ 6.0 P TIRMEH

7E VC++ 7.0 8% VC++ 2005 ', #5707 LUE i %4 Project | Properties | Linker | Input Folder iy 34 A\ 22
BKAGE FTEERMPE, WHE 14 FiR.

Ex12 Property
Configuration: | Active(Debug)

+ Common Properties
= Configuration Properties
General
Debugging
+ CC++

Command Line
i# Manifest Tool
# Resources
@ XML Document Generator
# Browse Information
% Buid Events
# Custom Build Step
+ Web Deployment

E Platform: | Active(Win32)
Additional Dependendies
Ignore All Default Libraries
Ignore Spedfic Library
Module Definition Fie
Add Module to Assembly
Embed Managed Resource File
Force Symbol References
Delay Loaded DLLs
Assembly Link Resource

MW
Spedifies additional items to add to the link line (ex: kernel32.lib); configuration spedfic.

e ) Came)

B 1.4 EEFE RS VC++ 2005 | TI2RECH
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{£F D3DX &

M DirectX 7.0 774, DirectX & D3DX FE(Direct3D ¥ B FE) 1. ZAERM T —BR . KN
L1, $KHaE4ET 3D X, FlniEzsE. SENBEGEEE. MikizE U RE O REEE m
BRI S, B2, DIDX B8 THB LIS ERHEIEE, MAMATETIHFREAR.

ABAMELHMLH D3IDX &, JFEGBFERERMTE. fi, 4BAUE—1 DIDX ®H
D3DXCreateTextureFromFile BiHEREA F#E 20 (20.bmp, .jpeg) MBI N3] Direct3D ZBIELIN, RIME
NLAEIR KRR KRR T U8R . #E 2, D3DX M KM T RAVMNE, FRIGESHRE HEPT
PEXHBELMAR.

£ 1) D3DX HIH A B it B35

e D3DX EHMM, TTHTIFRERZNID NHER.

e D3DX H/EH.

o HMMARFERAILUEM DIDX, XHALSEMEBTMFH DIDX HENEFE. FiLl, X
TR EE A D3DX RERNNRE, TRERTEEHFH DIDX, HHNZEERE.

o D3IDXEAECLA, HESTERHIR. fH, BEES—NFHRA DirectX Bk, HigEM
MEEMEBHTRITHMEER.

{# F§ DirectX SDK 32#4%0 SDK 12

Direct3D & —EE KM APl, APRAIREEEHLSMAR. Ll I THEBESZAERFE, BOH5%
¥ 4{A] {# H DirectX SDK SCA% . #37] BLE L2 17 DXSDK\Documentation\DirectX9 #4% T ] directX9_c.chm
SO KN, C++DirectX BRHLICAY, H A DXSDK £#&iHEHLF DirectX I EHZ.

DirectX SUR4Hi i T DirectX API 95 — #8453, BTLL, EH BT NS EME. FREENHAGRIEE A,
fER %D BRIF R LR . FENE, MES DircX FIRANEA, ©IFEHS Bk,
WAk, EXMEEMTSEH. REBER T — A DirectX H K #2888 ok $ (61

D3DXMatrixInverse), 8 7 #HE L HFER. &HFEECERT P BATE B THRS %5 S LR ik
ik, kLS BioR.
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Bro IO |25 | B P
| RAESHOXRT © I
Giemies | D3DXMatrixInverse
M . | Calculates the inverse of a matrix.
| 030X Matrlsidentty I
D3DXMatrxLook ALH 11 D3DXMATRIX + D3DXMatrixInverse(
D3DXMatrxLook ARH { D3DXMATRIX * pOut,
ngmm}m | FLOAT * pDeterminant,
D3DXMatrixOrthoLH { CONST D3DXMATRIX * pM
D3DXMatrxOrthoOffCenterl H | ):
D3DXMatrixOrthoOffCenterRH |
D3DXMatrxOrthoRH
DIDXMatrcPerspectiveFovLH Pacaméeters
f D3DXMatrxPerspectiveFovRH [ pout
ggggﬂgmm":gcmuw i (in, out] Pointer to the DIDXMATRIX
D3DXMatrxPerspectiveOff CenterRH |l structure that is the result of the
D3DXMatrixPerspectiveRH {1 operation.
D3DXMatrxReflect Hl
i | D3DXMatrixRotationAxs | pDeterminant
| gggmmxamgmm | [in, out] Pointer to a FLOAT value
atrcotation [ containing the determinant of the
! Biﬁ"m";‘,ﬁf‘.‘:miw%w ; | matrix. If the determinant is not
D3DXMatrxRotationZ | needed, set this parameter to NULL.
30XMatrixScaling |
S\’E»YMT:QM-AAW b IR pM
= 11 [in] Pointer to the source
EF0_ ||| D3DXMATRIX structure.

141

B 1.5 C++ SDK 3T#4i3 5528

3 B OABT, RMTHS R RIEFEE TS,

i% SDK SCRYth Al — N[ TR, AT A SCRY B ST 88 Zcida iy H e R 3. XL BREX N T A28 11
SIS R R U AE B A B R I 5 2] — R AR K BOR, IR B — S A0 R EAR R AN ] A

FERIA, A B H AR KBl .

BATH I8 B DirectX SDK — it % 3% /) Direct3D i #2. X4 C++ Direct3D Bl 241 T H 3k
DXSDK\Samples\C++ F o #FAM T #F MR T il S Direct3D )—FidFEBOR . X EHIFER TRIATIH
BRI O A M 2y, RSB e A BRI S0 IX LE B FE RS, (S (5 BN . (T AT T IX Lo 7 1

AP Z SR URTH A tEiE# .

KBy E

ABHIRRATIIOLEA S . HERAR O E AL 5, T MR AR LRI T4

1 :

class C {
public:

//..define public interface
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private:
float_x; //prefix member variables with an underscore.
Float_y;
Float_z;

b

Wik, EREBMEHAHURTFRIT L, MRABEENTELBLUINEFRI L. BEENXH
295X T AR B sk iR U 1R RUUIR B B

58 & E

BEHLT, AHBRTRIFREMFFLE, IRAARNEBERERNEPEEE A RIEH
SHEEARGEEBRNMNL L. R, EEREFHLENGIEANLEE EEMARER S, WR
BEALBEHTRPSIAARPHRG, FREFILX K.

AR M

HRERBAOR, ARSABPOHEN, RIOFETEEEETHE. AL FS36RORITH
HAREHARBREN . MREEALE LRETS AFARSHARE, FREFCX—K, SFEHIT—EN
5 LR &R HHRIT R, ‘

Bl fnfELib Eprad

A Bk (www.moon-labs.com) 5 5y R A B EERIE T EEEA . MR T A B FiHHl
BIsE M., RITRIGES ML SN SRt e B, PR — TR S WHOBIR. g EiEss
—HfE, MEEHCER KGRI GRNRLEIT FAES ., B EBhHAR, GEESHTIHT
fil, BEZHLS.

B TIXEEGIRE, M A A H AR E . R TR E 0 A A T SR 0 AR S
HHAEERATIZR. AR —BHA XN AL, ARRRRAER — MES S MBS S8,

e, BAHTHAEZM S B3k i TR R E R A S AR B B m-— i R MR, mRERMN
ML B B R IR LA M SR R, RATH S EAE ] 7 RON X KM S 447 0 30AY

ABREE M T www wordware.com/files/dx9 F# .
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