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DirectMusiclLoader

MIDI (.mid) Wave (.wav) DirectMusic DirectMusicLoader
DirectMusiclLoader CoCreatelnstance (
D) CLSID_DirectMusicLoader ( ID) 11D_IDirectMusiclLoader8

// DirectMusicLoader

IDirectMusicLoader8*  pDMLoader = NULL;

CoCreatelnstance(CLSID_DirectMusicLoader, NULL, CLSCTX_INPROC_SERVER,
11D _IDirectMusicLoader8, (LPVOID*)&pDMLoader);

DirectMusiclLoader
COM CcoMm
Release
NULL
// DirectMusiclLoader
if(pDMLoader != NULL) { // NULL ( )
pDMLoader->Release();  // DirectMusicloader
pDMLoader = NULL; // NULL
}
DirectMusicPerformance
DirectMusic DirectMusicPerformance
DirectMusicPerformance CoCreatelnstance (
ID) CLSID_DirectMusicPerformance ( ID) 1ID_IDirectMusi

cPerformance8

// DirectMusicPerformance

IDirectMusicPerformance8*  pDMPerformance = NULL;

CoCreatelnstance(CLSID_DirectMusicPerformance, NULL, CLSCTX_INPROC_SERVER,
11D_IDirectMusicPerformance8, (LPVOID*)&pDMPerformance);



DirectMusicPerformance

MIDI

MIDI

Synth Wave

> InitAudio
IDirectMusicSegment8: : InitAudio

InitAudio

Wave

MIDI
Wave

DirectSound

Microsoft GS Wavetable
Wave

IDirectMusicPerformance8

HRESULT InitAudio(IDirectMusic** ppDirectMusic, IDirectSound** ppDirectSound,
HWND hWnd, DWORD dwDefaultPathType, DWORD dwPChannelCount,
DWORD dwFlags, DMUS_AUDIOPARAMS* pParams);

(ppDirectMusic) DirectMusic
NULL

(ppDirectSound) DirectSound
NULL

(hwnd) DirectSound

(dwDefaultPathType)

DMUS_APATH_DYNAMIC_MONO
DMUS_APATH_DYNAMIC_STEREO

DMUS_APATH_SHARED_STEREOPLUSREVERB

DMUS_APATH_DYNAMIC_3D
(dwPChannnelCount)

NULL

S 0K
//

3D

(
DMUS_AUDIOF_ALL

NULL

pDMPerformance->InitAudio(NULL, NULL, hWnd, DMUS_APATH_DYNAMIC_STEREO, 64,

DMUS_AUDIOF_ALL, NULL);

CloseDown

//
pDMPerformance->CloseDown();
pDMPerformance->Release();

//
//

// hWind

Release



CDXAduio8 DirectX Audio

( )CDXAduio8

IDirectMusicLoader8* m_pDMLoader ; //
IDirectMusicPerformance8* m_pDMPerformance; //

( )CDXAduio8

CDXAudi08::CDXAudio8() : m_pDMLoader(NULL), m_pDMPerformance(NULL)

( )DirectX Audio CDXAduio8 Initialize
CDXAduio8 Release

bool Initialize(const HWND hWnd);
void Release();

DirectX Audio

( DlInitialize Release
/ /
/* */
/ /
bool CDXAduio8::Initialize(const HWND hWnd)

Release();

return true;
/ /
/* */
/ /
void CDXAduio8::Release()
{
}
(D)

Release();

Release CDXAduio8
( )

( )CDXAduio8 COM
( )CDXAduio8 COM
() Initialize

// DirectMusiclLoader
if(:: =5 0K) {

: :OutputDebugString(""*** Error - (CDXAudio8_Initialize)¥n™);



Releaseg);
return false;

()
// DirectMusicPerformance
if(:: i =S 0K) {
::QutputDebugString(""*** Error -
Releaseg);
return false;

//
if(m_pDMPerformance->
- :OutputDebugString(""™*** Error -

Releaseg);
return false;

1= S 0K) {

se
//
if(m_pDMPerformance != NULL) f

m_pDMPerformance = NULL;

//
if(m_pDMLoader != NULL) {

}

(10) DirectX Audio

Initialize

(CDXAudio8_Initialize)¥n™);

(CDXAudio8_Initialize)¥n™);

Relea

template <class T> inline void SafeRelease(T& x) { if(x != NULL) { x->Release(); x = NULL; }}

SafeRelease
SafeRelease(m_pDMLoader); //
(1) "CGameApp.cpp™ CDXAudio8
(12) CGameApp: :Initialize

// DirectX Audio _
if(DXAudio() - Initialize(GetHWnd()) == false)
return false;

// DirectX Audio _
DXAudio() . Initialize(GetHWnd());

(13) CGameApp: :Release

DXAudio() -Release(); // DirectX Audio



