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DirectX — 510 Habop mnporpaMMHbIX UWHTepdeHcoB s pa3pabOTKH
MYyJBTUMEJUMHBIX W WrpoOBbIXx TipunokeHud mjasg  IIK. 3To  uWHCTpyMeHT,
OpPraHM3YIOIIUK B3aUMO/IEMCTBHE UTPHI C arflapaTHOM YaCThI0 KOMIbIOTEPA, B MEPBYIO
ouepeb C BH/JEOKAPTOM, CO 3BYKOBOM KapTOM, MAaHUIY/JSTOPAaMA W CETeBbIMU
MOAK/FOYEHUSIMU [1J151 MHOTOTI0/Tb30BaTe/IbCKOW UIPhI.

B DirectX Tpu kmoueBbie obmactu: ycrpoiictBa BBoga (Directlnput), 3Byka
(DirectSound u DirectMusic) u Buzeo (Direct3D u DirectDraw).

Directlnput - sto API a5 ycTpOWCTB BBOAAQ, BK/IOYAsi KaBUATYPbl, MBILIIH,
IDKOMCTUKHW, TeUM-TIaJibl U YCTPOWCTBA C CWU/IOBOM OTjadeii. B ganHou Bepcum API
nojep>kKvuBatoTcsl GyHKIMM KOHTposiiepa Xbox360 mpu nopkmoueHud K IIK ¢
Windows XP SP1 wumu 6osee mio3nHel Bepcuei.

DirectSound - HH3KOYpOBHEBBIM arnrapatHbii - API, KOTOpBIM  CJIy>KUT
vHTepdelicoM Mexy TPUIOKeHUsSMU U 3BYKOBOM KapToii. Uepe3 3ToT APl MOXHO
yOpaBisaTh  anmapaTtHeIMM  OydepamMu, TPOMKOCTBIO, BBICOTOM  TOHa W
MO3ULIMOHUPOBAHUEM OT/Ie/IbHBIX 3BYKOB.

DirectMusic - 3T0 BbICOKOypOBHeBbIi API, criocoOHbINM CMelluBaTh MHOKECTBO
3ByKOB. OH Mo)eT BocrnpousBoautb MIDI, a Takxke pa3iuuyHble 3BYKU C
VH/IUBU/Iya/IbHBIMU YPOBHSIMU TPOMKOCTH U JJPYTMMU IMapaMeTpaMHu.

Tak e BakHoe mecTO B apxutekrype DirectX 10 3aHMMaeT KOMIIOHEHT
Direct3D. DTOT KOMIIOHEHT MOMOraeT WHTErpUpPOBaTh C MpUAoKeHUsMU Windows
3D- rpaduk. OH rpuMeHsieTcsl /11 Pa3pabOTKU MPUIKEeHUN TpexXMepHOU TpaduKy.
HecoMHEHHBIMH ero JOCTOMHCTBAMHU SIB/ISIFOTCSI HE3aBUCUMOCTh OT YCTPOMCTB, 0011jast
Mojle/ib ApaliBepOB, MPOCTOTa BK/OUeHUs B TipunokeHuss DirectDraw HAL, uyrto

rioMoraeT yHU(UIMPOBaTh MoOfelb JpailiBepoB [ijisi  yCKopeHusi 00paboTku


http://msdn.microsoft.com/library/default.asp?url=/library/en-us/DMusicC/htm/introductiontodirectmusic.asp
http://msdn.microsoft.com/library/default.asp?url=/library/en-us/directx9_m/directx/sound/directsound.asp
http://msdn.microsoft.com/library/default.asp?url=/archive/en-us/directx9_c_Aug_2005/directx/input/intro/introdirectinput.asp
http://msdn.microsoft.com/archive/default.asp?url=/archive/en-us/ddraw7/directdraw7/ddover_5ak7.asp
http://msdn.microsoft.com/library/default.asp?url=/library/en-us/DMusicC/htm/introductiontodirectmusic.asp
http://msdn.microsoft.com/library/default.asp?url=/library/en-us/directx9_m/directx/sound/directsound.asp
http://msdn.microsoft.com/library/default.asp?url=/archive/en-us/directx9_c_Aug_2005/directx/input/intro/introdirectinput.asp

TpexMmepHoii rpaduku (PucyHok 1). DirectPalette peanusyer mnopaepXkKy B

MPUIOXKEHUSIX TaKUX Mepru(epruiHbIX yCTPOMCTB yIIPaB/IeHUs], KaK IPKOMCTUKHU.
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PucyHok 1.— MuTerpauus komrnoHeHToB ¢ Win 32 DirectX 10

[ToABOAS UTOT CTaTbl, MO)KHO CMeJIO CKa3aThb, UTo Oyzylllee Urp OmpezenéHHO
3a DirectX 10. [Ins mporpammucTtoB Tmiepexon ¢ DirectX 9 Ha DX10 okaxkercs
OTHOCUTENIbHO TpOCThIM, Befb si3blKk HLSL (High Level Shader Language) ceromus
Tony/isipeH, a rnepeHoc urpel ¢ DX9 Ha DX10 He mo/KeH OKa3aTbCs C/IOKHBIM. YiKe
MOSIBUWINCH COOTBETCTBYHOLME YTU/IMTBI W TMPOrpamMMbl, C TMOMOLIBIO KOTOPbBIX
rpadvka ctaHeT Oosiee peaTMCTUYHON U JUHAMUYHOM, UTO TIO3BOJIUT IT0/Ib30BaTe/IsIM

CI/IaiUTh TPaHb MeXXy BUPTya/IbHbIM MUPOM U peasibHOCThIO.
CnucoK /imreparypsbl

1. Tom Munnep, «Managed DirectX 9 ¢ ymnpaBasgeMbiM —KOAOM.
[TporpammupoBanue urp U rpaguvka» [Tekct]/Kuura «Kombyk», - 2008 .Ctp. 120-
125.

2. Anexkceli Tlonos, «DirectX 10 - sto npocto. [Iporpammupyem rpaduky

Ha C++ »[Tekct]/Kuura «BBX - ITetepbypr», - 2008 .Ctp. 321- 324.

3. Bnagumup KapkoB, «OCHOBBI TIPOrPaMMUPOBAHUSI UTP U TIPUIOXKEHUMN
Ha Visual Basic 2008 DirectX 10»[Tekct]/Kuura «Kapkos I[Ipecc». — 2008. Ctp. 449-
455



