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DirectX 9.0 SDK Update - (April 2005)

DirectX 9.0 SDK Update - (Oct. 2005) Optional
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= Microsoft.DirectX.AudioVideoPlayback

* The AudioVideoPlayback application programming
Interface (API) provides for basic playback and simple
control of audio and video files.

= Microsoft.DirectX.Direct3D

» Microsoft Direct3D is a low-level graphics application
programming interface (API) that enables you to
manipulate visual models of 3-D objects and take
advantage of hardware acceleration.
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Microsoft.DirectX.Directinput

Microsoft Directinput is used to process data from a
keyboard, mouse, joystick, or other game controller.

Microsoft.DirectX.DirectSound

Microsoft DirectSound provides a system to capture
sounds from input devices and play sounds through
various playback devices using advanced 3-D
positioning effects, and filters for echo, distortion,

reverberation, and other effects.
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Microsoft.DirectX.Privatelmplementatio

nDetalls

The PrivatelmplementationDetails namespace contains
structures and interfaces that allow the managed

application programming interface (API) to have access
to the unmanaged portions of the Microsoft DirectX API.

Microsoft.DirectX.Security

Controls permissions related to Microsoft Direct3D,
Microsoft Directinput, Microsoft DirectPlay, and Microsoft

DirectSound.
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public static Fire Fire;
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Picture fireOl = new Picture("'fireOl.bmp", Color.FromArgb(0, 255, 0));
Game.Add(fireOl);
Picture fire02 = new Picture("fire02.bmp'", Color.FromArgb(0, 255, 0));
Game.Add(fire02);

Frame affire(Ol new Frame(fireOl, 5);
Frame affire02 new Frame(fire02, 5);

Animation fireAnimation = new Animation();
fireAnimation.Add(affire0l);
fireAnimation.Add(affire02);
fireAnimation.Play(Q);

fireAnimation.Loop = true;

Fire fire = new Fire();
fire.Z0rder = -10;
fire.Add(fireAnimation);
Fire = fire;

MSDN!Webcasts
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Fire fire = (Fire)StarTrooper.Fire.Clone();
fire_Position = new PointF(Position.X, Position.Y - 35);

fire_Velocity = new Vector2(0, -4);
Game .Add(fire);
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= ASCII (American Standard Code for Information
nterchange)
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Keyboard. IsPressed(Key.UpArrow)
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Keyboard. IsTriggered(Key.Space)
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IT (Keyboard. IsTriggered(Key.Space))
{
Fire fire

= (Fire)StarTrooper.Fire.Clone();
fire_Position =

new PointF(Position.X,
Position.Y - 35);

fire_Velocity = new Vector2(0, -4);
Game .Add(fire);
}
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= DirectX 9.0 SDK Update - (April 2005)

http://www.microsoft.com/downloads/details.aspx?Familyld=AFC15F29
-D7C9-4CF7-A8D5-8AB81F14AE1B&displaylang=en

= DirectX 9.0 SDK Update - (October 2005)

http://www.microsoft.com/downloads/details.aspx?FamilylD=1c8dc451-
2dbe-4ecc-8c57-c52eea50c20a&displaylang=en

» Visual C# 2005 Express

http://msdn.microsoft.com/vstudio/express/visualCsharp/default.aspx
http://www.microsoft.com/china/msdn/express/csharp.aspx
(Available in next week. 11-14 2005)
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PR A RO
http://www.msuniversity.edu.cn

MSDN A 3 v

http://www.microsoft.com/china/msdn

MSDNR 3L 2% 5k

http://www.msdnwebcast.com.cn

MSDN Flash
http://www.microsoft.com/china/newsletter/case/msdn.as

PX
MSDNFF & H L
http://www.microsoft.com/china/msdn/DeveloperCenter/d
efault. mspx
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