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% Microsoft DirectX 9.0 SDK CD-ROM

Install DirectX 9.0 SDK
About DirectX 9.0
Explore This CD

Exit

Microsoft
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DirectX 9.0 SDK - InstaliShield Wizard

Welcome to the InstallShield Wizard for
Microsoft® DirectX® 9.0 SDK

The InstaliShield® Wizard will allow you to modify, repair, or
remove Microsoft® DirectX® 9.0 SDK. To continue, click Next.
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i3 Microsoft DirectX 9.0 SDK - InstaliShield Wizard

- Custom Setup
" Select the program features you want installed.

s O t
Copy DirectX Setup Files
DirectX Documentation
DirectX Samples and Source Code
DirectX Utilities
DirectX Headers and Libs
DirectX Redistributable Files
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Debug.
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