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Introduction

Introduction to Direct 11
An Overview of Game and Graphics
Programming with DirectDraw

Equinox
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Teach Y ourself DirectX 1n
About 7 1/2 Minutes

Evolution ofthe DX SDK

Device Independence - Quest for the Holy Grail
HAL (Hardware Abstraction Layer)

HEL {Hardware Emulation Layer)

Direct 11 APIs

111°
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The Onigin of Species

Dos - Assembly, DOS4/GW, Mode 13h/X
Windows - WinG, Software Hooks to Hardware
Win95 - Direct¥ or DOS mode

Windows NT and Apple Power Macs (soon)
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Device Independence

Crusades for the Holy Land

HAL - The Great Interpreter

HEL - The Great Decetver

COM - (Component Object Model)
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COM Interfacing

COM - foundation of OLE
OLE - Object Linking and Embedding:
- allows for connectable component software

COM 1s bastc linking mechan sm:
- differs from programming languages
- method 1s inhented, not the code
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New Possibilities

Java nDEK
- oby ect ontented, platform independent
- can be integrated wath COM
Result
- applets can be extended to the COM
platform
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DirectXX HAL

Multmedia Applhication

Hardwrare Abstraction Layer

S tealth 3D 2000

ATI Rage
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DirectXX HEL

Sam’s Chowce 1ME VGA
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Really Slow 2ME VGA

11




e

DirectX IT API’s

DirectDraw - Graphics

DirectSound - Sound

DirectPlay - Networking
DirectInput - Joystick Input
AutoPlay - CD-ROM Auto-startup
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The Complete Idiots” Gude to
Graphics Programming

DIBE, EMP, PCX, IFF, LEM, etc...
Backgrounds and Sprites

Surfaces and Page Flipping

The Search for the Better Blitter
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Device Independent Bitmap (DIB)

BITHMAPFILEHEADER
System Memory

EITMAPINFOHEADER

Dimersions and
S 1ze Info
RGEQUAD
Color Palette Data

E.IH.

RGBQUAD
Image Data Tahle
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Sprites and Backgrounds
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Surtaces and Page-Flipping

1) Whte to BackS wrface

2.) Fhip BackSurface to PromarySurface

3.) Fhip PrimarySurface to BackSurface
4.) Repeat
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BackSuxface PrimarySurface
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What Is This Blit Thing Anyway ?

e 1) Conpose on O fscreerd urface
5t ,d 2.) Wnte to BackSurface
3.) Fhp Swrfaces

Offocreen Surface Back Suface
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FOGINOX
Tips, Tricks, and Secrets

The Game
Implementation - DirectDraw Coding Examples
Future Plans
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The Making of £OUNOL

Implements the following DirectDraw APIs
DirectDraw
Directiound
Directlrput

Programming 1n Microsoft Visual C++ 4.0

Graphics - Rendered in Corel Draw Suite 6
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Welcome to the Jungle!!!

» Ibahze a DirectDrawr Object (essertially an area i video memory)

/i Indardiate Object
HRESTLT ddral;
ddoral = DmectDearCreatel NULL, & pDD, NULL )
iIf (ddwal = DD_0OK)
{ retam DD Emar (" Direct Drarr Create Faihae 1™ }
/i Seat to Excluswe Mode
ddral = pDD-> SetC coperatire Lamel ( lamd,
DDE CL_EXCLUSIVE| DDSCL_FULLS CREEN ),
/i St Video Moleto Desired Resoboion (inofhas case 640 x $£0x &)
ddral = pDD-> SetDisplayDiode | 640,480, 3 )

YEAH!II TWE DID ITHIH | ummm... now what!?!
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Initializing the Surfaces

DDSURFACEDESC ddd; N Declare a DmectDrawr Surface
DDE CAPS ddscaps ; & Direct Drawr Surface Capabilites
HREESULT ddrmal; / REetam Varnble

mem et ( &dded, 0, smedf (ddd) ); /FFill Surface wh Zeroes
ddddaSiz: = smedf ( dded ),
dd&ddxFlags = DDSD_CAPS | DDED _BACKEBUFFERCOUNT //fe s vdded
ddsd.dds Caps.darCaps = DDSCAPS _PRINARYSURFACE |
DDGCAPS FLIP | DDSCAPS _CONMPLEX;
ddd drrBackBuffer Caxdt = 1; & Create 1 back buffer
ddral = pDD-> CreateSurface [ &dded, & pDDSFrmary, NULL
ddcaps.drrCaps = DDSCAPS BACKE UFFER,;
ddwral = pDDCPrmary> GetattachedSufacel & ddscaps, &pDDC Back )

Aren’t you glad Microsoft made 1t easyl?|
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Plans for the Future

Complete the Game (up to 3 levels)
Create a Web Page for Status Uprl’ =
Equinox on-line with JAVA and Jas

|-1

as cript
Get some sleep...

Graduate




311 _

Resources

Books
IVIichael J. Norton
Game Frogranming - Andre Lalvlothe
Virdows 95 - CharlesPetzold
Internet
Microsoft’ s Games Developer Page (download DX35DE)
www. microsoft.com'gamesdev/
Game Developer Magazine - www gdmag.com

DirectX Maling List - histmgi@panorama poly.edu
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