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h T #HBhiEE B AR A A2, I AT R A L TR S A R .
1. RaRHFE

(1) #5%) (model) : JHUARILHI BRI EAZER, B HAMAKLAMSE. — &R
Af PR MR, — AN AR DR — MR . X AR A AT DU YRR, AT DU = 4R,
AU A, tar BLZBhASH .

(2) BT (primitive) : —/MBEAYIE % (1 2 > B o HORS 4 R TS TR RIS . BEANE JT
HKAVFE BT, . =MBEIT. WAERETE.

Q) TR B SR 8EE: fREThT RS A E T AR T A SRR 45
T H T AR AR, SN EITZ B B T RS R SR T A i) 2 e, T AT A
HIRGIHE KRR B TR, W2 m ny g DMTRRMB— DN =MABETT, XFEE R T
R RS HdE . B ST EVIE R EERKLE ERIEARMARE R, mMERELE T
ML IS ) 20K BRAT

(4) #1451 (topo architecture) : W& _EFE— M th T BT AR S50 . HARHUE,
R fa e AL T LR AR SE S5 Z A A E K R . W WA K ALA  Trilist.
Tristripe. Linelist. Linestripe. Point 8%, DL Trilist A%, 'ERFBEB KRS 76+, &
3ANRGMEFE — N =MATEEIT, WIEE n N=MAEEICHFE 3n MR MH. s
WA B T D B R A 515X, R BIRAR 5B H PR

(5) I v (patch) = 22 FiAH [RI S AL 1) & O IUAE — S AA AR LT X (A1 BTG, B — B Fh b 4
¥y, R\ ZA O I R A UG TR . — MR RT LA —ANEZ AN LA T #4 R o

(6) =#A M (TriNet) : —FF Bk 19 PR & 4 = # T B S i JLART T, 0 FH %o X3k sth 72
RN BATRIE . BB SR i) Z S T =AM &R, fEer A,
T REARRB A IS .

(7) HEIU P A% (grid) = —Fhii B2k (10 PR s o DU T B e 90 JUART T v, 38 5 FH K L X 3
RIS B RRIL . 1ERZHHR I PIAZASIRL b, A5 FH R0 00 D0 A 3 B2 o T AR R ) 5 A 4 )
P, BEK— AN A A = AT RIA

(8) i (image) : SUEE B YR I BAR L NRIE . 1 SR 5% b X % YR wP A7 1A 2 TR 3 80
R T, R4 A% o AT LR RO R SR I O A, AT LR K E Rk
Je BB L o

(9) i (frame) : /K Lk AL TR BAAT, A6 H—AN AR —MiE i,
A 1 [

(10) tH: 5% 18] (world space) : A LAE TR AR R b, BHEG—REE. AL
pREla), TR E « RS & 7 MBI A VIS — B — Nk 0 T A 3.
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(11) A 43 [6] (model space) : tHFRAH 23 [8], R SLAERERALFR R ILAE_F 48 E] 1 &
G, AETIRFFREAINT R M TR K.

(12) Hr-h Bk~ 6] (digital earth space) : —FP¥SFRUEERIHI M AMARE K6, 5 AHIRERSS
[) (AR 2723 [8) AHAL, 8 TS [F] 2R Y [y bRk 2 [l {E R Bk T SRR — o 345 1a) v LU it
P AAFR 5 H O AR BR RGIEAT 25 (BIHEIA

(13) #=% 1] (view space) : —Ff LARE s R HETHL,  FEAHMLA 1) FORE A7 K /NG RS B Ak 2
25 [11) A 38 AR 2R A e AT L

(14) 11 %% 7] (image space) : WARAIR TS M, RIF -4 FHAFHBENERAR.

(15) 7 fi# = 18] (storage space) : T AF i EE BRIRMIA T S0 E, WOAALERE, W
PLor h AR (A7) MM R Ak as 250, WIEEMes. i, FER%L e,

2. BRI K

(1) B & ¥t #%-4% 11 (Graphics Device Interface, GDI) : t#fi4£ 45 i) — 4k & X4 1 GDI. GDI+
A Direct2D, JZ48MN LR U i) B TEAE A 15 4 SC B B R R AL BE 5 263k O Th el e, b
A5 Direct3D S5 =4EE R & O, B H L6 ikt R EITAEAE 7 SR AL B 1 il
e o

(2) ZZ X (buffer) : 7F W< F7i 2% 4 AL A0 — B FH T 12 BB 200 T A 5088 . R 51 39
SUHRYR SF A X, T A7 1 P 3R 0K A R 5% A B 50 o 780 b i3 D E TR 29 LA T A
Bl REIEE . SORBE SR AT X i, I LU U 1o % 20 4t B R 4 i o
TKER BEAT Kb R 5 4

(3) B FEERC 7% (adapter) : BB B, RN RS E B2 —.

(4) P I8 /K £ 8¢ % (graphics pipeline device) « fAFR B30 B4 B I T ¥ 4%, 2 P
IERCAR M — BRI R, EEAIERIER R NII6E, RV e R E R .,

(5) BB & (output) : WA B/R B BoR%, T 28RS 5 0 1o 224
o BOEINA BoRAE. BRI e SR,

(6) TR IE I 4L /K 2k (logical pipeline) : 5 B P MK 28 B A AHRT G, 4% 45—
TE S SR S ST SR P OR R 1 T R A B A\ 55 S RN [ 3B 4 4 4

(7) 48— VE B 5444 (unified shader architecture) : [EJEE & & IB MK L MME T, TR
IKEE LI RERE AR P SO0 E , B RAL b SEELRE A YR AE B, % bt £ B82S PR 1
Gi—, REWSH Rk B AR AE 1 (1 8 B R A

- (8) B35 545 (Graphics Process Unit, GPU) : $% S {1 [ 412 5 38 2 45 B TR 4 oh E 4735
CIEH 5 EE AR PR e 5, 5P JeAbBE 32 (Central Process Unit, CPU) AR[AIf(2, &
A E TSR E KRS AT SCI B MR I ATIB L, RTG53 1 L b
H5RREIK S BT . T XK GPU g E B Rk 4 % % . '

(9) ik th ¥ (Stream Out) $e 4%+ FH T ALK 28 _E2BRHR 25 5o i B A 48 2% &b B 5 4 o ) 4
PEBINFRE P, X0 V525 5 0 P PR T R i e A T4 A 0 1 P AR 3 5 ;

(10) FiH A\ ¥i (Input Assembler) B 4% 55U H B A0 N, JEAE I R FE chofg AL S 4
(U HH s RTIHR) BN B A8 O, R BT AR BT K 2 b 3Bk 2 T B 3
P BT I ShRES
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(11) E 2% (shader) : EREE LHE W T mRINGER M, HELEHR —EMEELAR S
ZHIhfE. HAT, Direct3D 11 #3134 (A28 3G 0 G (588 (Vertex Shader, VS). #hicd
4,28 (Hull Shader, HS) . 1% {4.2% (Domain Shader, DS) . JL{# {4 2% (Geometry Shader, GS) «
1% #4155 (Pixel Shader, PS). 53 iy (Compute Shader, CS)6 Fja]gmfL TRk

(12) BHEFEF: HIFRANRETHEOES IR, SMFEEEIT TEARAK—BREF .

(B FEIES: BWERMES, FREOCEFRNIES, ¥HKMHA HLSL. GLSL %.

(14) HEBR (Bffect) : RIFRBUER, BRI HIE GRFEIT GPU 4iiF fa 4 i Jy
LA AT HAT LR, & HEREERAKL LS EEISMEB AT, It B L&
FEAETE PR .

(15) # 45X (shader model) : F T4t — & X E AR TF R ShREMIAT L ARHE, [RIN A%
B AL S5 AR R T R IR O X Fr.

3. DirectX #rA %

(1) DirectX Al Bl FEHESE (Direct X Graphics Infrastructure, DXGI) : %k 2 &) b %
DirectX 10 #EH [¥)—FJ52 T Direct3D 4 Direct2D ). B 2 F 4w FE 4% 11 (Application
Programming Interface, APD F2/FFEH] . R4 T B KRB LA EE 5 B (G REAtE 1T 30 88, 42
) H AR EZR N METE APL G — A% — 1. RENEEBARIERIER . kA T 7
H RS B AP B R APL IERE B TEHESE, #5600 & FP B APT (GBI FEREMES . SLdE o)
REHE & R BAS e I AEA, [ TAEZ R EIE APL 2 (A1 SCELBh RS B34k,  [R] I 4k &% hie A
FEVEDRER 4E 5 T B TAE .

(2) BEUFHLIE (resource view) : X S X B8 AT AT 5 358/5 U5 1) 10— PP F B 5842,
AT LI A S 6 28 b X AT AT U 1] () —Fh T B 052 o A7 TBAE 22 00 5% vh (R B0 (TE A4 26 70)
R DL R — AN . S TR B EUX e g A I, A T E R B RAT
Ko A= XAT LLA AR BRUERL A, LABHAT AN R B 5508 150/ 5 U 1] o

(3) KIfi#% 1 (surface interface) : DXGI HJj i) GPU T —Fp A O T H, 3%
M GPU %5 5 CPU B IAS Hiz i 5[5,

(4) TE 4 H A7 PL & (render target view) : ‘BB GE M REME, 75 BREMHIET HHE—
BRAFAEDCIK, FEAR I AR . e n] LA g 2 N P RR P R AR B e 4T I A, 2 R
o B TR 45 N FH AR 7 L7 1) 42 S SR 1 T ) — Fofr i 4%

(5) R B AL I (depth stencil view) : ‘B 5iE B HARLE —8E, R A6 IR & i
By, 02 T R IR EROE, X N T AR G R 2 P X I Th e E X .

(6) T s A1 J5 (vertex layout) 4544): AT/K 2k b5z SCTH A 3 B8 40 A A R G5 M4, AH2Y4
THRE WKL AL HHE P g — RIS HE K 5 R E Y.

(7) ORI (effect file) : L5 HLE R F AR SCHE, E T 20N P 4% s
IR B ERAK L&A, HHE R AT BB G . '

(8) A BER% (swap chain) = ¥ PRI T B IR /K 2 5B 2142 1) L 3 F 1 1T LA 85 2 1Y) 7 99532 %)
B Wos i, SR EeR/K 2R K i 5 R 235 22 18] B 48 T RS ¥ it

(9) 5 & 221 X (back buffer) : H N7 7EAS Wb B o 3t 5 P 6 S B2 0 2 1) (9 47 TROM PRI 45
TE YA /K 2 A FRA5 1 f) P G 1 T ) B2 0 X A )
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(10) BHEE L4, (flip mode) : JEIT 55 5 7 [ BERSIL 5 & SR o DX i (T DR U, Sk
1 R R A 3 P — A AR

(11) 5 L3245, (bitblt mode) :  FATLHIE K J5 £ 281 X v A i [T % Y5t 52 1 2] 55 1] i 1
EEgeR, ST N RIA R — R

(12) THEEZE 5] (function level) : Direct3D HF F#if . X4 B AR B & P RERI 70 2K br
W, A BRAIK Direct3D 2 HRYE T REHE B = AN ThRe SO i€ S, B0 Bk de
ETEAANEIVIEEIhEESIFR, BAGIEN, Wy AR PR AR I D) e /B R A IE & %A
HEIhBE B B4, U R R e P RE -

(13) #r 44117 (command list) : FER V8 BB A 1 I Fid 3 vE JeA7 0 i & SE GRS K1
F, FEMERVEYR, 8 HAT Ay 2512 SELTE G B2 A B8

(14) B E4538 7 ¥ % (child device) : HFEAE B ER/K L L A& —E BB 55
P . R SORAS R B IR A, RN ThAE ARG, BEAMEALS. W
oy N/ i A PR S R W

(15) $LZ2 &1 (shared surface) : 7EZANEITE AP FIET [ 5] HE 4% 2 7] S B ) 170 8 5 4L
ZH—Mor, A ThBEEE 2 8] T TR AL AR T — MR BOE R

(16) % % FF 1% (device context) : KA MIBITIAEL, BB LI Th AE N AR H) 5 & B
43 0 H SR P — o (L A8 PR S Th e 4% 11 .

(17) SEEP ¥ % FR 3% (immediate device context) : fE3 il SyE QLR H, SCILLBP 22
1T —Fh i &3R8, BB E D R A — N LB & IR .

(18) ZEIR % £ ¥135% (deferred device context) : Ay FEIRVE Je b RFE AL —Fh iRk &35, "L
WA F OS2 MR B AIAEL, WA PR T HPRE R S HATEIR A EE .

4. BAHREE

(1) 2% (draw) = I FHAR 5 F 1) Pl TR A 25 46 R S 5 T 98 7K 1o T 0% 1 X v 8B4 T 2K b
St AR, JEHE S draw 5595 SEI . B I BEAT b vl E AT A TR EE, #AL
B A SCRIETHT ) A7, T8 XA S VEAT AR 22l

(2) JE 4 (render) : 1] &I (B2 45 FRBE s T 0 HSR AR B R . BKOR, BASL T B Sk
PRI “FE7, 0 IR AP RURRIEFR A TE G

(3) PN (present) = W% X fry i [F 509 42 A8 3 BoR o b A, AT B K 1)
present J7 VAR .

(4) Hr i 40 53 AR (Tessellation) = — et il [ 11 F 2EAT 5 2 (& 0 4 23 AL SRk Y A 1L
A, WL Z B ORIIA T, G808 5 E B4 B0 R IA B AR A L

(5) #h THI 40 43 %% (Tessellator) : DirectX 11 K L& & & EF K —Fae% B 3h 247 b
A AL AR I Dh e, 5o eEaes. WE AR E TIE, 5880 Hh g 4> # K
Ak 2

(6) FEIRVE G (deferred shading) AR : AR, 24 [k 75 BLAE B & E WK i
ity P BT AL R IR R A e, T B i T A R X AT SRR vE S, e T TR E
HITH i B B oAb B A rh ] BSR4 B D BBy BT 7= AR K JEROE S A ey, AT ZEAS 2 MRV e
BORMEOLT, (T IR E R0 &S RE RS H R &S s E R AR .
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(7) 2 i FEvE Y (multi-pass render) : tHFR A 22 @B E Y, J&Fa X [F]— i [ K 2 18 TR E
Yot i, DA Z AR K K2 EROR .

(8) 22 £ F2 V& 4 (multi-thread render) : Direct3D 11 738 /i i) /5 2 v Yok P A SE IR 8 YL IR B
o, IR R AT A BIE R AMT I AT, RSB NEBEEIREMTH
A FEMELIATIESR .

5. ATt E

(1) #% (kernel) : — BT B4 HATHAT AR FARRE, AT —FhizH s IE 02, Wit
HA A B SEIARHS

(2) #FE (process) :  FHATHH H IR R IEL I —IRPATIZHAT A .

(3) s (core) : 8 FHATIZ ERSFENIAT, HBLRPATZAND 1)E 535 5t .

(4) 55¥J 715 (heterogeneous computing) : X Fra G AE F i vH B AZ LdE AT S 4 BC R A
%i4n, 8 CPU 5 GPU LM SAZLIAE—#E, HEIATRIED BN KSR .



=
i

il #&ia

F1

=

=
1.1

1.2

1.3

1.4

B e 2 r— 1
DirectX [RIRA I JE -eeevvernemsnnennes 1
1.1.1 DirectX BRASHI TG 5 «-eveeeevereeese 1
1.1.2 DirectX 10 55 DirectX 9 ¥

s T T 3
1.1.3 DirectX 11 5 DirectX 10 ]

BEASE oesessersessonsumsussunsesasanses 3
1.1.4 Direct3D 11 5 OpenGL 4.0

BEAE sovsesessessussnssnsnssssnsananes 4
1.1.5 PRASTEFTFLL -ooovvvrvrerneeeneennnns 4
DirectX 11 AP ceeeeeeerereeeeenneneennen 5
1.2.1 DirectX API [FIZH K, --oreerveereees 5
1.2.2 B DirectX API «weeeeeveesees 6
1.2.3 Direct3D 11 API A4 -oeeeeeeeeeees 7
NET =4 FF R HFEAR R L --eeeveee 9
1.3.1 Managed DirectX <+ =«sssessssees 9
1.3.2 XNA Framework ----=reseseeseesees 9
183 STRIIN vesesesssessnanssevmaunovsine 10
1.3.4  OpenTK:eeeeeereeeesnsnesnsnsnens 10
1.3.5 Ta0.0penGL:++++swssesesesessrues 10
1.3.6 BFEARBIFFGLRTLY <ooeeeeeeeee 11
DirectX SDK FF &R YR --vveeeveeeee 11
1.4.1 P BREG STRYSZ - eeeeeeeeeneneens 11
1.42 PIX EAOFEFIIRZE - oerereee 12
1.43 DirectX L RESTIFEF A - 12
144 BT T H oo, 13
145 ST -weovemeervemreennenieannans 13
1.4.6 EERETFE T E erreveeeemeenennnnn. 13
147 AZHITAR -+overeeeeemmeeeesnnnnnens 13
1.4.8 BV S HIFHHIE TR -eeeee 13
1.4.9 R SO o oveeeee 14

2.2

23

24

3.1
3.2

33

34

AR E T G 15
;ﬁ_,{ﬁ@ﬁg%ﬁ:l—é_—ﬁ7kg£ ............. 15
211 EBEERKERRRET L 15
212 G EPGEM R EE L
FETKLR covverrvessresscnsniiiennes 17
213 GPU [HURJE -+vereeereeesnemennuens 19
m‘gﬁ%g%@gg ............................. 19
221 THAZEAIE oo 20
222 SAEE OSSR G 20
223 )Lﬂ%@%%"'"; .................... 21
224 fREEDL e 21
225 HEEGL e 22
Eéﬁﬁflﬂ’ﬁﬁ%%ﬁﬁ ..................... 22
23,1 SHEZZ[H] ceeereererreeseniosnenseanen 23
232 EZIAJASHL cveverrreeneneesnennennen 25
E‘%%Ejﬁ ................................. 27
¥ 3%E GPU #4%5 Shader Model 5.0 -+ 28
GPU ’rﬁ]‘é% ................................ 28
Shader Model 5.0 iy &4 -+eeeeeo- 29
321 JBHEeeeererentsenensateeniennniane 30
322 PIEBEREL ooveeerevreremeemmneennns 30
323 RIERTEL coeeerrersrneeneennenncenns 31
324 BGEHreoerereeressrsesesenionsaninns 39
ﬂ*ﬁfﬁﬁﬁﬁﬁ ......................... 32
331 BUEBBHEGIRTFR oo 33
332 KUKSEEGRFREIRE - evverveeveee 34
ﬁﬁ%ﬂ%lﬁ I,ﬂj‘jﬁ ................. 34
340 BRPESEI o, 34
342 BUEPTIEFTIwereeeeereereenieens 36
BT ] —————— 37

35



* xii * DirectX 11 i BT KR
F4E %é&%@.lﬁ% ............................. 38 534 A OBLYRFRTF R e 63
4.1 %?ﬁ%ﬁlﬁ%ﬁﬁ ..................... 38 53.5 IREOIRYRFRITR -oeeeeeeeee 65
411 FEEIEZ e 38 5.4 JUATZETORRTT AL ooovereeeveeeememeeeenes 66
412 FHOFEFIFRILR e 38 541 JUAE ARG E L oeeeeeees 66
4.1.3 HLSL U oeeememsneneneenes 40 5.42  JUAIE A TAEJEH -veeeee 67
42 HLSL@E%’/’:EX .......................... 40 5.43 REFTFR S wereeeneeemnneeenees 68
421 AFEUFEIZET oo 41 544 FIIKLREL oeeereereemmmmneseinens 70
422 ASBAFAEIT oo 41 5.5 REFMORETTIR woovereemremmmmeeens 71
423 AFEEEEREI oo 42 5.5.1 WINSBIHGER-eeereerneeneenenns 71
404 BN ST e 42 552 HOBEHEON AT ceeeeeeeee 72
425 BB N ceeeereeeeeenieeens 43 5.6 TFEEOBSTTIR ooereremreeeeneeens 73
426 FBIHRAEREATIPRGE oo 44 561 HATHERLARSE
43 HLSL BRFFRE e 44 I P— 74
431 GRS ooveereremeremnsenennes 44 5.62 HHEEEINFTFEE e 75
432 FRBLGE N -oererrerermnnreesnsnnneenans 45 5.7 LI T oo 77
433 JEEARAE e 45 BOBE BEWEEERI oo 78
434 FKEFEO e 45 AR L — 78
4.4 HLSLT%@#EI’J\APIEIﬁ -------------- 47 AREE L L D — 78
4.5 %@j@}%ﬂlﬁ ............................. 49 N T T Tr— 79
4.5.1 FEIERGIACEL cooeereeereeeeeeenees 49 6.13 TEREEARLILUE I coveereereerenns 81
452 HEIEGRFEW v 50 62 MELIEIFELHNER evrmvorssssssusonsores 84
453 FEOFRFFHIUEAL wooeeeeereereenees 52 621 I AR
4.6 E\%gg*}]&lﬂ ................................ 52 SEATARTHY +eeeeeeeeeeeserssseseeens R4
HH5E EEEINEEIEFEFE e 53 622 EASRENAMERE oo 85
5.1 %@%ﬁ?ﬁﬁ%ﬁﬁ%ﬂﬂ ................. 53 6.3 ;&%Eﬁﬁ%*%f?%m ..................... 87
5.0.1 BABKITIRE Ao 53 6.3.1 BRBARRPEEL wevvemsonins 87
510 FEMAIRMILER] -oeeeeerereseienns 54 632 RUEIRAS JRETE D weeevvereeeneene 88
5.1.3 BN/ AT SR GG - eeeeeeeeees 55 6.3.3 KHIBCR S BIRIFL HH - 90
514 EHENERRBRGE eeeeereeeeees 57 6.4 E\%g&ggﬂ ................................. 91
52 ]’ﬁﬁ%@%ﬂ:ﬁ ......................... 58 %7$ Direct2D EF-E@JI’?;T‘& ........... 92
52.1 THARZS AR ooveeeeeneesereneenes 58 7.1 Direct2D J]H ooveeeeereressennnnns 92
522 THAJBHETE - oeeerereesresnenns 59 711 Windows —HE Y API
5.2.3  THAOGHRALEE -ooeeeemeeeneenene 60 SRR < ooveerenressnessnteniienans 92
24 RN e o G0 7.12 Direct2D 5444t GDI HLf -+ 93
53 SIREBRBBEERIRK 61 7.1.3  Direct2D fEZRE H -+rovvveveeeee 94
53.1 HPEEEEAIR e 61 72 SHMDX L EJEIFR oo 97
532 BHTEGLIAFEG weeeeeermeeeennens 62 N T 97
533 IEAER e, 63

722 @%%#—iﬂﬁﬁ ....................... 98



H x xiii

723 ZHEEITBAAHIEREE e 100 % 9EF Direct3D 11 FiRETE oveeeees 139

7.3 Direct2D @%Xﬁ% ................... 101 9.1 ﬁﬁqﬁﬁﬁéﬁ}g ........................... 139
LEBEIRGISPATE S 102 9.1.1 BRI EGHEI ooveeeeeereneens 139
732 AFIEIRFE ceeeereneeeninieninns 103 9.1.2 BYEARE] seveeeeevnmeeresinnennns 140
733 UKL cereerernnreeniiniieniins 104 9.1.3 SHmMDX YEJEXFE «ooevevveeeen 141

7.4 Direct2D EJEIIRESIALEIL - 104 9.2 P TP orormmpmsrnmmnes 141
7.4.1 Direct2D JUf] EITEHRAE - 104 9.2.1 BN BEYHATY oovvrerenennns 142
7.4.2 Direct2D EIRALBET)RE - 105 9.2.2 GUEGEPPEC sooeeemeerereeeeneeeese 143
7.4.3 Direct2D EPEARALFIF - 108 023 A FHLEIR EYE cvveeeeeemneenees 144

7.5 E\%g/@ggﬂ .............................. 109 93 g‘(@{ﬁ’ﬁ ................................... 146
% 8 _:%: DirectX @ﬁé;‘gm ................... 110 93.1 ﬁ@(ﬁﬁ ........................... 146
8.1 DirectX [l JEHELEAN L wovreeveeee 110 9.3.2 MipMap i AELCHR eeeeeee 147
811 BN TELE R G ooereeeeoe 110 933 k%g‘;@ﬂ% ........................ 147
IR T ap— 112 9.4 BTGB BB wooeeeeeeememremsemsenns 149
8.13 DXGI LRSI orrrrrreree 115 9.4.1  HEYFIIYE G weeeremernnenennennns 150

8.2 ATHREEPR <o 116 942 IREI PG oo vinssmmmanes 150
821 BB 5 5 4 LRI ooeeeeee 116 943 %@‘fg&% ........................ 151
I L e — 117 9.5 HELLIIE - cooovviiieiiiiiiiiinn, 152
8.2.3 DXGI BHEEAEILRT <o ovveeees 118 % 10 ZE Direct3D 11 FHFE --eeeer 153
82.4 ATHBERG UL reveeeeeeeeennnnnnns 119 10.1 SlimDXﬂ:Zi%i%'—:J@Eﬁ ....... 153
82.5 BTBEIPITE cooeereereereeenenns 121 10.1.1 AR IRAEAFIRI - ooeeeeeeeneeens 153

8.3 AL oo, 123 10.1.2 A% SHmDX R FRfF - 153
8.3.1 DirectX BTG LA =overeeeeeees 123 10.2  Direct3D 11 EJE B4 6 - 154
8.3.2 [T A vvvvvvvvvmvennnnnes 126 10.2.1  BUBEBERGrereeereererreeennens 154
8.3.3 FRAIRA LG INRELL ] --ovveees 128 1022 YEHLFE K weeererereernnnnnnanens 155
8.3.4 HAAURANIEHY cooeeerrnninnens 130 10.2.3  JHERT ML - eevvvemmeeeeeees 156
8.3.5 A MNERAGFE cooeeeeeemeeennnnnns 131 103 &%ﬁ?&%ﬂ:fﬁﬁﬁ ............ 157

8.4 DXGI HABPALFLAR -ovvevevesene: 132 103.1  WKLAT RGBT - oeveeee 158
8.4.1 AT e 132 10.3.2 BERIRESBEE -oveeererrmeeeeens 159
842 HIBIRBET R crreeeeeeeinins 134 104 iﬂi’fﬁiﬂﬁ%nﬁ_ ......................... 161
8.4.3 DXGI H& LIFER -oveeeeeeeeees 134 104.1  WETSEIRSZMX - 161
8.4.4 DXGIHZLFEHF ~eeeeees 134 1042 X ELBEHEATORRE -ovveeeeee 162

8.5 Windows EJE APT H4f4E - 135 1043 =R ETE R 163
8.5.1 Windows HIE R AM -+ 135 10.5 E\%gg\}jﬁ .............................. 164
8.5.2 DXGI@E@}?%EE‘H’F """"" 136 ZF1M1E QEREBESSHERSE 165
85.35.3 QD)‘(GI BRI 138 1] RIS commmmiminmomammens 165

8.6 ,u%ﬁﬂi‘ﬂ .............................. 138 T T ——



. xiv DirectX 11 & 2% BTG I R ALK
11.1.2 SZEP &5 IER 13.2.1  Assimp Y -ooeeveeeeeeeneeees 206
&%_};Fj% ......................... 166 1322 ﬁﬁ:ﬁﬁ*ﬁgﬁ ...................... 210
11.1.3  FERE YL A oovemsvrmrveens 168 13.3 :{gﬁz_;ﬁggg)\ljjﬁg ................. 212
112 w2 FRE ZEBEEY - 169 13.4 BERIRIE 3[R AR -oovveveeeees 213
1121 2B MR -oeeeeeeeeeees 169 13.4.1 =4ERERIG B bR
1122 ﬁ;éyuimi%uglﬁ]m ..... 170 E‘Itﬂi& ......................... 213
1123 BEFHEGEIMER e 171 1342 RERUIEGERIL - oeveeeeees 215
11.2.4 ZEFRFI VY -ovvveeeeenens 173 13.5 E@E*ﬁﬁ!ﬂqﬁﬁ ..................... 222
11.3 I@%g&g@ ............................. 173 13.5.1 EBRIAIAS[AAS H U wovvveeeeens 223
% 12% DirectdD i—EEOFE - 174 13.5.2 BASTEBE DS - 227
121 Direct3D %i— B 1 13.6 BT HEEERR e 230
LNE St i ST 174 L R 230
1211 FRAHTL HAR woeeerereen 174 1362 BIELRUGRA: e 251
1212 WO LM R e 175 13.7 ,*E\%'?;ﬁ}j%}ﬁ ............................. 236
122 BB EREE L o 178 F14F Sk=HHHERRLS
1221 SUFRES O ¥ 178 F_“Zﬁq?f* ................................. 237
1222 BARARAEERE ¥ 180 14.1  HTEEREAR R HLRIK -oovveeeees 237
123 SRR BRERA TR oeereereeennes 182 14.1.1 MU 55 B - 237
123.1 =4I it e 182 14.1.2  HESRARAL R BERNRIL - 238
1232 THELRHIEE OB e 184 14.1.3  MiFEHRARBRIA I -eeeeee 241
124 BF—VEYETRFR oovereerreennerennnns 190 142 ER=4iFR L ERIR oo 242
1241 MEGFERAAT Hyeeeeeeeemeenereenes 190 1421 DYSRJZ R R BEASERY -+ 242
1242 TR G e 191 1422 JZHAREA H VA RE
12.5 G—EEBE O ER R e 193 FETR oveeeniiee 246
12.5.1  SERIE YeIRBE R oo oo 193 143 RER=JEAVLIGT --eeveeeeee 247
1252 BEAGIERIABEMRIRLF oo eeee 195 143.1  AHHLGHIBPLIERY eoveeemreeeneee 247
12.5.3 Direct3D 9 B 5[] -+eeee 196 14.3.2  AHBHLXS RGBT ooeeeeeeeeeees 248
12.5.4  Direct3D 11 B4 45 [] e 197 14.3.3  AHHLZS (6] Ut S5 [ - oo 249
126 HABEEEEL e 198 144 SRR semavssvmassssisss 251
1261 A ERIZELIBTE oo 198 Bz A SlimDX.D3DCompiler f5%
12E.:.2 %@f&ﬁ‘]’?%{%iﬁ """""" 200 G B - S TS R 252
12: AR 22 2B SIMDX.DXG &= EH K253
gg131, i iﬁiigﬁiijﬁkigz M C SlimDX.Direct3D11 fr 42 d]
. —— 3‘]’% ........................................... 254
13.1.1  THEEFESR soeveevvnneerernnecenns 203
13,12 R SCHRE oveeereeeerernnnes 204 ¥R D SlimDX.Direct2D 2454
13,013 RS TRl e 205 9‘&,% ....................................... 258
132 YRR G oo 206 Mi& E SlimDX.Direct2D #5425 6] - 259



F1E DirectX #tin

DirectX (Direct Extension) 2 # A 7 G i 2 kgm0, KA C+HEF LI, #IE
COM %5 ¥ brvfE . DirectX #%) 72 W F T Microsoft Windows Microsoft Xbox.Microsoft Xbox 360
2 L FIEAR T K« H I, DirectX BT A A DirectX 11, & 7E & H ) Windows 7/8 F1 Windows
Vista #1E R4 L.

AEFREANLE DirectX IR EH . DirectX X2, BHMF DirectX 5 Direct3D.
Direct2D ZE I K INBEFEZ A KRR, [RIBEFXT NET T RIEE T R ER B AT T HF50xF
b, #5L T 3T SimDX #EATH — AR E BN A TR I EAR

1.1 DirectX WA K &

7E DirectX tHILZ i, WEXRIT RN G #AESS I R R BE A AN e i = A B ) @, BT 47
TEREAERCE I Z 0, B AA AT REERREDOAH R0 xR, XA V)77 ZEIERE bl T2
KR s @) HEH T Windows Game SDK for Windows 95, iXfi /& DirectX 1. DirectX 233 xk 7T &
mieft T —ER N R D (APD , ATTERIE T BEFE A R A4 G B S O T 3k
Bk . MG SRAH) DirectX #H4k KA, #F Windows FIZATHIUFRFE K ER N, HAET, X
b J AR FAK TH JEH UM .

1.1.1 DirectX BRA&BIFH £

1994 K, KA RN T 58 —AREE 2 B4 B H#E RS Windows 95, HITZHIK
i FER N GV EAKHTAE DOS RGE T 9B 7, BT LAY E Bk RS M LM B AE T 3L A8
JEILE BN AR IR . i RA IR RIESE — B 2 8RN P R, AAH
IHERAE R GEIRAT LT I AT REME AN K

DOS #4ifegid i P IrE R HE R B K. 8. Bir. AR RGEE&&. M
Windows 95 R4t TR FEAERGER H ), FR& T HXHEAF HB Vi, B2 g —F&
SO RRIE . BRAERI VT i) 7%, PR e 2R O & N B #E Windows 95 " AES S iRk
(1) BRI 2 BRI IR . DirectX 1EATHAK A B VIS MR R 7 BT THAER LR T
K, FHT RPN RIRE 5 4 5% 22 AR 44 2 ) f 38 5 5 8 FH 48 1

DirectX % —Mi4< Windows Games SDK % 4ii T 1995 4£ 9 H, ‘& 4E4 Windows API
) — &Ry, FILAEE#e Windows 3.1 H )& £ #51il#2 11 (Device Control Interface, DCI) Fll
Windows &% API (Windows Graphics API, WinGAPI) . £ DirectX H ¥ #i, 7%k C ¥ OpenGL
B457E Windows NT &G, H & OpenGL g #F 2k ™8, fRA| T —L TFIHA CAD F &~
T KRAES . FEIXFTTH T, Direct3D £ OpenGL [0k 442 R I DirectX 14 £
b Bl BB R R R R OpenGL & #7 i AT ML FRifE , AT 3 2L Direct3D 57 53 F1 OpenGL



