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< 0 DirectX gival pia cuA\oyn TTpoypaupaTwy 110U BaacicovTal
ota Windows yia eQapuoyEG TTOAUPECWY, OTTWG
TPIOBIACTATA YPAPIKA, DIANOPPWON OTOIXEIWY EAEYXOU Kal
puBuion dikTUou. To DirectX atroteAei Tn Bdon yia Tnv
EKTEAEDN TTAIXVIOIWYV O€ UTTOAOYIOTEG e Windows Kal oTnv
kovooAa traixvidiwv Xbox 360 1ng Microsoft. To DirectX eivai
TO TTPOTUTTIO TTOU TTPOCAPHOLEI TO GUVOAO TOU UAIKOU OTIG
ATTAITACEIG EVOG TTAIXVIOIOU Kal DIEUKOAUVEI TNV AVATITUEN
Tou. MNMA€ov kKukAo@opei n ékdoon 11 Tou DirectX Tng
Microsoft.

S To DirectX atroteAei Tn BAC TWV CNUEPIVWV TTAIXVIBIWY YIA
utToAOYIOTEG .H ouAAoyr) Aoyiopikou TnG Microsoft B€1el TTpo
TTAVTOG TO TTPOTUTTO OTOV TOMEQ TWV YPAPIKWV.

S Ta kaivoupia Traixvidla yia UTTOAOYIOTEG KAl KOVOOAEG
yivovtal 6Ao Kai 1110 TTOAUTTAOKQ, IDIAITEPO OTOV TOMED TWV
YPAQIKWY Kal TOU XEIpIoPoU. H cuAAoyr TTpoypapuaTwyV
DirectX Tn¢ Microsoft amroTteAei TTPAOTUTTO YIa OAEG TIG
EPAPMPOYEG, KaBoPICel OAEC TIC ATTAITAOEIG, OTTWG TT.X. TA



YPAQIKA Kal TN d1audp@won TWV OTOIXEIWY EAEYXOU, KAl TIG
MeTaBIBAlel oTa dlabéoipa e€apTriuaTa uAikou. ‘ETol, TO
DirectX mpoo@épel pia atrAi Bacon, amd Tnv oTToia YTTopouv
Va EEKIVAOOUV Ol TTPOYPAPMATIOTES TTaIXVIOIwVY. Ol
TTPOYPAPMATIOTEG OEV XPEIAZeTal TTAEOV VO aoXoAouvTal
EEXWPIOTA pE KABE ouoTaTIKO PEPOG, ATTO TNV KAPTA
YPAPIKWY £WG TO OPUAT fXou, aAAG utTopouv va
QvVaTITUOOOUV Ta TTpoypduuaTa TTadvw oTn Bdaon Tou DirectX.
To DirectX a1roktd €101 TO0 pOAO TOU "dlgpunvéa” NETALU TOU
TTaIxVvIOIoU Kal Tou UAIKOU TOU UTTOAOYIOTH ] TNG KOVOOAQG.
2 7 autdv 10 AOyo, TTpETTel TO Aoyiopikd DirectX va givai
EYKATEOTNMUEVO OTOV UTTOAOYIOTH KAl VO UTTOOTNPICETAI
QVTIOTOIXO ATTO TA OUCTATIKA PEPN TOU UTTOAOYIOTH.

AlaB€oipo dwpeav

< H Afqyn tou DirectX ptropei va yivel dwpedv atmmd Tov
loToTOTTO AWewv TNG Microsoft. To DirectX 11 givai
d1a6éoiuo povo yia ta Windows Vista kai Ta Windows
7. ToDirectX 11.1 cival diaB€oipo povo yia Windows 8.
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o 2uvexwg ecehloodpeveg ekdOaoelg Tou DirectX
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< DirectX yia peaAioTiKG TTEPIBAANOVTA TTAIXVIOIWV

S To DirectX BonBa tov uttoAoyIoTH Hag va BEATILWOEI TIG
EMMOOCEIC ATTAITATIKWY TTPOYPAMUATWY TTOAUMECWY OTTWG
gival Ta Traiyvidia kai o1 Taivieg. To DirectX eivar pia
TEXVOAoyia TTou BonBd oTn dnuioupyia TWV EIBIKWY OTITIKWV
KAl NXNTIKWYV EQE TTOU OUVODEUOUV Ta TTaIXVIdIA.



S AuTth TNV €1T0XN N OWOTH AgIToupyia evog TTaiXvidlou o€ £va
UTTOAOYIOTH UTTOPEI Va gival UTTEPDENA. YTTAPXOUV TTOAAG
EPWTAMATA TTOU TTPETTEI VA ATTAVTAOEI KATTOI0G OTTWG €AV N
KAPTA YPOPIKWY UTTOOTNPICEI YPANMIKO QIATPAPIoHA, €AV EXEI
TNV owoTr €kdoon Direct3D kai edv £xel TRV OWOTH €kdoon
DirectX.

< Ta traiyvidia Kal Ta TTOAUPECQA Eival KATTOIEG ATTO TIG
EQAPUOYEG TTOU XPNOIJOTIOIOUNE OUXVA OTOV UTTOAOYIOTH)
Mag. ANG n owaTt AsiIToupyia Toug OV €ival TTAVTA EUKOAN.
[MpwToV, YIOTI N APXITEKTOVIKN £VOG UTTOAOYIOTA OEV EXEI
KOTOOKEUAOTEI yia va gival TTAaT@opua TTaixvidiwy. AgUTepo,
N MEYAAN TTOIKIAIQ UTTOAOYIOTWYV Kal UAIKOU Gnuaivel 0Tl O
UTTOAOYIOTNG EVOG XPAOTN UTTOPEI VA dIa®EPEI TTOAU aTTO £va
GaAAo uttoAoyioTh. MNa va dlopBwoouv auTtd 1o TTPORANUA, Ol
TEXVIKOI TNG Microsoft dnuioupynoav Eva TTPAOTUTTO yia OAQ TA
TTauXVvidla Kal TIC EPAPPOYES TTOAUNECWY TTOU Ba
EM@AvIOTOUV. AUTO TO TTPOTUTTO OVOUAOTNKE DirectX.

S 2710 Baocikd Tou eTmiTredo 1O DirectX gival Eva TepiBaAAov
EPYaCiag avapeoa aTto UAIKO TOU UTTOAOYIOTH) 0AG Kal TO
Windows. OTav KATTOI0G KATOOKEUAOTAG TTAIXVIOIWV BEAEI VO
TTaigel Eva apxEio AXOU OTOo TTalXVidl Tou , Ba TTPETTEI KOAE TNV
oXeTIKA BIBAI0BRAKN Tou Windows. OTtav 1o TTauxVidl AsiIToupyei
, KaAegi To DirectX API kal otnv ouvéxela traicel o xos. O
KATAOKEUAOTAG Ba TTPETTEI va QTIALEI TO TTPOYPAUMATIONO
XWPIG va TTPETTEI va yVwpPICel TNV JopE®N TNG KAPTA rfXOU TToU
EXEl Evag UTTOAOYIOTAG KAl TTOIEG €ival Ol duvaToTNTEG TNG. H
Microsoft Trapéxel Tnv e@appoyn DirectX kal o
KATAOKEUAOTNG £va TTPOYPAUMA-00NYO TNG KAPTAS YPAPIKWY
TToU Ba uttooTnpiCel TNV €kdoon Tou DirectX.

S AMN\G n TexVOAOYIKA €CENIEN dev oTauaTtdael. Epgavifovtal véeg
KAPTEG YPOPIKWYV TTOU BETOUV VEEC TTPOKANCEIG OTTWG TA



ypa@Iika 3D, peyaAUTePO apIBUS XPWHATWY Kal JEYAAUTEPN
avaAuon 084évng. Edav pia etaipeia BEAEI va XpnOIMOTIOINOEI
QUTEG TIG dUVATOTNTEG Ba TTPETTEI VA TTPOYPAUMATIOE! JE TV
TeAeuTaia ékdoon Tou DirectX. 'ETol, TTOAAG EUTTOPIKA
TTaxvidia diagnuidovral TTapEXOVTAG TTANPOPOPIES OTI £XOUV
BivTEO Kal EIKOVEG TTOU ATTAITOUV TIG TEAEUTAIEG EKOOOEIC TOU
DirectX.

2YZTATIKA MEPH DIRECTX
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Direct 3D
= 1n €kéva

To Direct 3D €ival éva oToIxeio Tou utTTOoUCTHUATOG TG Microsoft
DirectX API.

O oT1OX0G TOU €ival va aQAIPETEl TNV ETTIKOIVWVIA JETALU HIOG
EQAPUOYNG YPOPIKWY KAl TWV 0dNYWV UAIKOU YPAPIKWV.
MapouoiddeTal oav Eva AETITO aPNPNMEVO OTPWHPA O€ ETTITTEDO
ouykpiolyo pe 1o GDI.

To Direct3D trepiéxel TTOAG xapakTnploTIKG TTou oTepeital To GDI.
= 2n €IKova

To Direct3D cival pia aueon Asitoupyia ypagikwyv AP . Tlapéxer pia
XapnAoU emiTTédou dleTTagpr o€ KABe KApTa ypa@ikwy 3D
Aeiroupyiag {uetaoxnuatiopoi ( tramsformations), waAidioua,
QWTIONOG, UAIKA, u®Eg, depth buffering K.0.k}.

H apeon Asitoupyia Tou Direct3D Trapoucoiadel Tpeig KUPIEG
agaipéoelg ( abstructions) :

1)  Devices ( ZUOKEULG )
2)  Resources ( Tépoug )

3)  AAucideg swap



O1 cuokeuég gival utTeBuveG yia Tnv attédoon NG 3D oKkNVNG.
Mapéxouv pia dIETTaPr) ME DIOPOPETIKEC dUVATOTNTES ATTOO0O0NG.
MNa TTapddelypa, n ouokeun “mono”mapéxel Jovo AoTTPO Kal Jaupo
, TNV OTIyuA 1Tou N ouokeur) RGB atrodidel xpwua. YTrdpxouv
TEOOEPIG TUTTOI CUOKEUWV

1)HAL (hardware abstraction layer) device: yia CUOKEUEG TTOU
UTTOOTNPICOUV TNV ETTITAXUVOT UAIKOU

2) Reference device ( Zuokeur ava@opdg ) : NpooouoIwVEl VEEG
AeIToupyieg TTou dev eival akopa dlabéoiueg oto hardware. Eival
atrapaitnTo va eykaraotaoTiooupe 10 SDK (software
development kit ) Direct3D yia va xpnoIJOTTOINOOUNE QUTOV TOV
TUTTO TNG OUOKEUNG.

3) Null reference device :Aegvkaveltitrota. H cuokeur autiy
xpnoigoTtrolgital otav 10 SDK dev €x€l eyKATAOTABEI KQI N CUOKEUN
avapopdg ¢nreital.

4) Pluggable software device: ekteAei TV amrdédoon Aoyiopikou. H
ouokeun autn eioixOnke pe 1o DirectX 9.0.

****SDK ==== ¢ival €va oUVOAO £pyaAgiwv avamTuéns AoyiouIKoU
TTOU ETTITPETTEI TNV ONMIOUPYIa EQAPHOYWYV YIA £VA CUYKEKPIMEVO
TTaKETO AoyIiouIKoU ( software package) ,

[MAaioia Aoyiopikou ( software framework), TTAAT@Opua UAIKOU (
hardware platform),

2uoTtnua uttoAoyioTr] ( computer system ), kovodAa Bivreo-
TTaxvioIwv ( video game console), Acitoupyiké cuoTnua i
TTapoOuoIa TTAATPOPHA.
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H Microsoft Direct3D 11 API opiCel pia d1adIKagia TTOU JETATPETTEI
Mia opdda atrd KOpuES,UPEG Kal buffers oe katdoTaon MIag
€IKOVAG oTnV 0006vn.

AuTtn n diadikacia TTePIYPAPETAl OV £VAG AYyWYOCS TTAPOXN G-
ammodoong Me TTOAAG diakpITd oTddIa. Ta diagopa oTAdIa TOU
Direct3D 11 aywyou eivai :

1) Input Assembler ( assembler eilc6dou ) : AiaBdaclel otnv
Kopuer dedopéva atrd pia epapuon (application ) ,n otroia
TTAPEXETAI ATTO TNV KOopu®r) Tou buffer kal Ta Tpo@odoTei KATW aTrd
TOV aywyo.

2)  Vertex Shader : EkTeAgi AeiToupyieg o€ pia JOVo Kopupn o€
MIQ CUYKEKPIPEVN OTIYHR OTTWG METAOXNMATIOHOUG (
transformations), ekdopécg ( skinning) 1 ewTiIocpoUG ( lighting).

3) Hull Shader : ekTeAei AciToupyieg-epyaaieg yia ouvoAa
onueiwv eAéyxou patch kal dnuioupyei eTITpOoBeTa dedouéva-
OTOIXEIO YWWOTA WG 0TaBEPEG patch.

4)  Tesselation stage : uttodIQIpEi TNV YEWMPETPIA YIa VO
ONMIOUPYACEl aVWTEPNG TAENG AvVATIAPACTACEIS TOU PAOIOU.

5) Domain Shader : EKTeA€i epyaoiec 0TOUG KOUPBOUS £¢6O0U
atro 1o oTadIo tessellation, pe Tov idI0 akpPIBWG TPOTTO OTTWGS MIA
Kopu®r shader.

6) Geometry Shader : Aiadikacieg ouvoAou BepeAeldwy
oTOIXEiWV OTTWG Tpiywva,onueia i ypapuég. AaupBdavovtag utroyn
Eva BePEAEIWDES OTOIXEIO,AUTO TO OTADIO TO ATTOPPITITEI 1
OnMIoupyEi Eva ) TTEPIoOOTEPA VEQ BeEAEIWDN OToIXEIO ( apXETUTTA

)

7)  Stream Output : MTTOpEi Va KaTtaypdwel Ta ATTOTEAEOUATA TOU
TTponyouuevou otadiou oTnv PvAun. Eival xpAoiuo yia
QAVAKUKAWON-ETTAVOKUKAOQOPIa OEQOUEVWYV TTICW OTOV aywyo.

8)  Rasterizer : MeTatpETTel TO BEUEAEIWDES OTOIXEIO-APYXETUTTO
o€ pixels , TpogodoTei autd Ta pixels yéoa oeg pixel shader.



H rasterizer ytropei va ekTeAEl KI AANEC epyaoiec OTTwS WaAidioua (
clipping) 1o otroio dev €ival opatd f TTapePBoA dedouEvwv
KOpUQn¢ o€ ava pixel dedopéva.

9)  Pixel Shader : KaBopilel —Amro@acilel To TEAIKO Xpwua pixel
Va YTOQTE oTNV atTdd0o0N-KATACTACNH OTOXOU KAl VO UTTOPEI
eTTiong va utroAoyioel To BABoC agiag yia va YTropEi va ypageTei 0TO
puBuioTIKG buffer ( depth buffer)

10) Output Merger ( ouyxwveuon €£O00U) : ZUYXWVEUEI
TToIKiAoug TUTTOUG dedopEvwy £¢0dou ( pixel shader values,alpha
blending,depth/stencil) yia Tnv kataokeur) Tou TEAIKOU
ATTOTEAEOUATOG.

Ta o1adia Tou aywyou atreikovifovTal Je Eva aTOYYUAO KOUTi Kal
gival TTANPwG TTpoypaupati{opeva. H epapuoyr TTapExel Eva
TTpOypapua shader TTou TTEPIYPAPEI TIC OKPIPREIC EPYATiES TTOU
TIPETTEI VO OAOKANPWOOUV yia auTtd To oTddIo. [MoAAG oTddia gival
TIPOAIPETIKA KAl UTTOPOUV VA ATTEVEPYOTTOINOOUV EVTEAWG.
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A&IToupyIkd cuoTnua TG Microsoft yia JIKpoUg UTTOAOYIOTEG,
TTPOCWTTIKOUG BonNB0oU¢ Kal EVOWNATWHEVA CUCTHUATA.
2uvTopoypa@ika atrravraTal kal cav WinCElMNapdAa autd diaTtnpei
TTOAAG Koiva oToixeia pe Ta Windows Kal TTapEXEl Eva onuavTiko
UTTOOUVOAO TNG TTPOYPANUATIOTIKAG OIETTaPAS Twv Windows(Win32
API). YtrooTtnpiletan o€ emmegepyaocTég Intel x86, ARM, MIPS,
Hitachi SuperH. Eival BEATIOTOTTOINWEVO VIO OUOKEUEG UE MIKPO
Kal KaBAAoU atToONKEUTIKO XWPEO Kal UTTOPEI va AEITOUPYAOEI O€
OUOKEUEG pE pviun ROM.

Mapdywya AciIToupyikd 2ZucTAuaTa

Ta WindowsCE atroteAouv Tnv Bdon yia pia ceipd atrd AEITOUpYIKA
OUCTAMATA YIa TTPOCWTTIKOUG BonBoug (PDA) kai KivnTa TnAé@wva
oTTwg Ta PocketPC, ta £gutrva kivntd (smartphones), n



mTAaT@Oppa Windows Mobile k.a. XpnOIUOTTOIEITAI ETTIONG EUPEWGS
o€ BloPNXAVIKEC CUOKEUEC, OUOTHUATA TTAORYNONG KAl CUCTAMOTA
TTwARoswyv (POS).

14 Sia@Avela

Directsound

Eival éva oTtoixgio Aoyiopikou 1ng Microsoft DirectX BiBAI0Brikng yia
TO AeIToupyiké cuoTnua Twv Windows.

EKTOC atrd TNV TTapox TwV BACIKWY UTTNPECIWY HETAdOONG
0edopEVWY AXou oTnV KApTa fxou,0 DirectSound TTapéxel Ki
GAAEG BAOIKEG IKAVOTNTEG, OTTWG N KATAYPAQr KAl Yign nxou, n
TTPOCONAKN €€ oTOV NXO (TT.X., AVTAXNON, NXW, N AavTla), he
eMITAYXUVON UAIKOU buffer, kai TotroBétnon rfixou oe 3D xwpo. O
DirectSound trapéxel €triong éva JEoO TToU AIXMAAWTICEI TOUG
NXOUG aTTO £€va PIKPOPWVO ) AAAN €ic0d0 Kal EAEyXEl TA
atmmoTeAEéTuATa TNG CUAANWNG KaTa TNV JIAPKEIA TNG CUAANWNG TOU

4

AXOU.

MeTd at1rd TTOAAG Xpovia avatTTuéng, o DirectSound orjuepa givai
Mia wpiun API (application programming interface), kai TTapéxel
TTOAAEG AAAEG XPNOIPEG BUVATOTNTEG, OTTWG TNV IKAVOTNTA VA TTAIGEI
TTOAUKAVAAIKOUG rxoug o€ uwnAni avaAuon. Evw o DirectSound
OXEOIAOTNKE YIA va XPNOIYOoTToINBE aTrd Ta TTaixVvidla, orjuepa
XPNOILOTTOIEITAI VIO TNV avaTTapaywyni AXou o€ éva peyalo apiBuod
epappoywyv fnxou. O DirectShow xpnoiuoTrolei i duvaTtdTnTeS TOU
UAIKoU Tou DirectSound 6tav 1o hardware Ti¢ utTtTO0TNPICE!

TTapéExel XaunAn latency diaouvdeon pe 1o TTPOYPANa 0d\yNoNg
KapTag Axou (sound card driver) Kal JTTopEi va XEIPIOTEI TV
QVAMEIEN Kal TRV KaTaypaer Twv TTOAAaTTAWV audio streams.

*xEkx | atency €ival TO PETPO TNG XPOVIKNG KaBuoTépnong o€ éva
oUoTnNUa, 0 aKPIPRS OPIOHOS TOU OTTOIOU EEQPTATAI OTTO TO
ouoTNUA KAl TO XPOVO TTOU UETPIETAI.
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O DirectMusicemiTp€TTel 0€ HOUOIKR Kal NXNTIKA @€ va ouvTiBovTal
KAl va TTAIOUV.ETTIONG TTAPEXEI KAl OIadPACTIKO EAEYXO OTOV
TPOTTO TTOU TTaiCOVTAl.

APXITEKTOVIKA. ..

H DirectMusic cival éva upnAou e1mITTEd0U OUVOAO aTTO AVTIKEIMEVQ,
XTIOPEVO oTnNV Kopu®n Tou DirectSound TTou pog €TITPETTEI VO
TTAIOUME X0 KAl JOUOIKA XWpPIg va gival TOoo XapnAou mmiTédou
oTTwg 10 DirectSound.

To DirectSound emTpétTel TNV oUAAOYR KAl TNV avattapaywyn
WPneIakwy OeIyuatwy, evw 1o DirectMusic Asitoupyei e pvupa e
Bdaon Ta youoika dedopéva. H youoikn uTTopei va ouvTeBEi €ite 0TO
UAIKG ,0T0 Microsoft GS Wavetable SV Synth ¢€ite oe €va
TTPOCAPHOCHEVO synthesizer.

17 Sia@aveia

gival éva multimedia 1TAaiolo kai API 1TTou TTapdayeTal atro
Microsoft yia Toug TTpOYPAUMATIOTEG AOYIOUIKOU,YIO VO EKTEAECOUV
d1apopeG AciToupyieg e Ta media files ) streams.
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To DirectShow diaipei pia TTOAUTTAOKN €pyaaia TTOAUPECWY (TTX
avatrapaywyn Bivreo) o€ yia aAAnAouyia atrd Bacikd BAparta
ETTECEPYATIAG ,YVWOTA KAl WG PIATPA.

Kabe @iATpo,TO OTT0I0 AvaTTapIoTA-aVTITIPOCWTTEUEI £va OTADIO
oTnV eTTeCEpyaaia dedoPEVWV,EXEI OTNV €i0000 Kal/fj oTnV £€£000
TMVECEG TTOU PTTOPOUV VA XPNOIKOTTOINBOoUV yia TRV oUvOECH TOU
@iATpou pe GAAa QiATpa.

H yevikr @UON auTtou ToUu UNXAVIOUOU CUVOEDNG €ival  OTI
ETMTPETTEI QIATPA VO oUVOEoVTal PE DIAPOPOUG TPOTTOUG E£TCI WOTE
Va VO €QAPUOCTOUV DIAPOPETIKEG OUVOETEC AEITOUPYIEC.



[a va eQapuOoEl JIa CUYKEKPIMEVN TTOAUTTAOKN £pyaaia, O
TTPOYPAPMATIOTAG TTPETTEI TIPWTA VA «XTIOEI» Eva QIATPO-ypAPnua,
ONMIOUPYWVTAG TTEPITITWOEIC VIO T ATTAITOUMEVA QPIATPA KAl OTAV
OUVEXEID VO ouvdéael Ta QiATpa padi.

Y1rapxouv 3 Bacikoi TUTTOI QIATPWV :
1)  Source filters ( QiATpa TTNYNG)

AUTA TTaPEXOUV TIG POEG TTNYNG TWV OEdONEVWV. 1a
TTapAdEIyUa,avaAaupBavouy TNV avayvwon Twv TTpwTwyv bytes atmod
OTTOIOONTTOTE APXEI0 TTOAUPEC WV

2)  Transform filters ( QiATPa PETAPOPAC-PETAPOPTWONG)

MeTa@épouv dedopéva Ta oTToia TTapEXovTal atrd AAAa QiATpa
e€OO0U

MNa TTapadeIlyua, TO va KAVEIC JIA METATPOTTH OTTWG N TTPOCOAKN
KEINEVOU OTNV KOpu®n Tou Bivreo 1 n attoouuTrieon evog MPEG
apxeiou.

3) Renderer filters
AuTa Ta QIATPpa KaBIoTOUV Ta dedouéva.

[Na TTapddelypa, avaAapBAavouv TNV aTTOOTOAN rIXOUV OTNV KApPTa
NXou,Tnv avapTion Bivieo otnv 006vn A TNV eyypa@r) dedouEVWY
o€ €Eva apxeio.

23 dlagpaveia

2TQ ApIOTEPA PTTOPEITE Va deiTe TNV £€kdoon Twv DX10 kai oTa
0e€1d TNV DX11 ekdoxn TnG idiag eikovag. O1 diapopEg TTou
TTapatneouvTal €ival TTPAYHUATIKA TEPAOTIEG. AG TTAPOUE TO TTIPWTO
Ceuyapl €IKOVWYVY, TO OTTOIO Pag DEiXVEl TO TTETPIVO £DAPOG, EVW
apIoTEPA Kal OECIA UTTApYXOUV OKaAId. ZTnV ékdoon Twv DX10 Ta
oKaAIG atroTeAouvTal ATTO MIA ETTITTEDN ETTIPAVEIA, TO TTETPIVO
£00QOG deV PETAPEPEI AKPIBWG TNV aicOnon Tou avwuaAou aAAd
TTEPICOOTEPO TOU TTAAKOOTPWTOU £€0APOUG, EVW KAl O OYKOG TTOU



EXOUuV Ta OKOAIG oTa Oe€IA €ival KATTWG TTEPIOPICHEVOC, €10IKA 600
TTEPICOOTEPO KOITANE TTPOG TO BABOC.

AVTiOTOIXEG DIAPOPESG UTTOPOUE VA TTAPATNPACOUUE OTN YWwVia TOU
OTNITIOU TTiIOW ATTO TO TTAYKAKI, OTTOU OTN Mia TTEPITITWON Ol TTETPEG
@aivovtal oav xapTi (DX10), evw oTnv GAAn gival ELPAVES TO KEVO
QVAUETQ OTIG TTETPEG.

210 OeUTEPO CEUYOG EIKOVWYV £XOUUE PIa DIOPOPETIKA WPA TNG
NHEPAG ME AIYOTEPO PWG Kal Tov AAI0 akpIBwG atrévavrl. [Na akoua
Mia @opd, n MEYAAUTEPN OTITIKA dIAPOPOTTOINCN £XEI VA KAVEI JE TO
TTETPIVO £00@OG AANG KAl E TOV TTETPIVO TOIXO OTa deCIA, OTTOU OTA
DX10 gival evieAWS ywVIaKog, evw ota DX11 gaiveTal
TTEPICOOTEPO AANBIVOS Kal “XaAACPEVOS” ATTO TO TTEPACHUA TOU
XpOvou.

AuTO TToU BéAoupE va deiCouE e TO OUYKEKPIMEVO benchmark
gival 0TI 01 dSuUVATOTNTEG TTOU TTAPEXOVTAI OTOUG TTPOYPAUMATIOTEG
Me Ta DirectX 11 gival mapa TTOAAEG, Kal JTTOPOUV va TTPOCOWOOUV
akOpa peyaAuTePn aAnBo@aveia oTa YPa@IKA Twv TTaXvioiwy. To
BEua, BERaIa, gival KATa TTOCO OI TIPOYPAUMATIOTEG Eival
O10TEBEINEVOI VO EVOWPATWOOUV OAEC TIC DIOBETINES
duvaTdTNTEC.AUTO Ba TO B€igel 0 Xxpovod. MNMavTwg, e Baon autd
TTOU €idauE KAl QaivovTal OTIG EIKOVEG, N MeETABaon ota DX11
QaiveTal TTwg agicel.



