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Audience

This document isintended for the programmer who is either porting 32-bit DirectX applicationsto 64
bits or creating new 64-bit DirectX applications to run in Microsoft® Windows® operating systems.

Intent of Document

Initial 64-bit DirectX application development for AM D64 processors can make use of 32-bit
development environments, such as Microsoft’s Visual Studio. These 32-bit devel opment
environments may also be used to port existing 32-bit software to a 64-bit operating environment.
After compilation and building, 64-bit DirectX applications may beinstalled on systems running a
64-bit Windows operating system on AMD64 processor-based systems. This document describes the
preliminary steps necessary to alow programmers to build 64-bit DirectX applications from 32-bit
SOUrces.

Note: The content in this Developer Application Note is expected to be superceded by the release of
Microsoft's AMDG64 version of the DirectX SDK.

Additionally, for more general information on how to setup a build environment for AMD64
processors, please refer to the Building AMDG64 Applications with M icrosoft® Platform SDK
Developer Application Note order# 30887.

Technical Content

Until Microsoft releases a GameSDK for 64 bits, a programmer must use currently available
resources to develop 64-bit DirectX applications. To enable programmers to accomplish this task,
Microsoft has made available the necessary librariesand DLLs.

The AMDG64 compilers can be used in the Visual C 6.0 integrated development environment.

The instructions below show the programmer both how to use the AMD64 compilersin the
VisualC 6.0 integrated development environment and how to get the necessary librariesand DLLs.
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Required Action

The process for creating the 64-bit DirectX build environment is as follows:

1. Setup the operating system:
Install 32-bit Microsoft Windows XP operating system.

2. Instal Microsoft Visual Studio 6.0 and the appropriate patches.
To install the Visual Studio 6.0 Service Pack 5 and Microsoft Visual C++ Processor Pack, go to
http://msdn.microsoft.com/visual ¢/previous/vce/downl oads/defaul t.aspx.

Install the 1069 Beta 1 Microsoft PSDK for AMDG64.

Install the Microsoft Windows DDK Betal for AMD64.

Install the DirectX 9 SDK.

Setup the build environment in Visual C++ 6.0 IDE.

Assuming default installation options, the additional include directories are as follows:

e C:\WINDDK\3790.1069\INC\WNET—this directory provides the DirectShow includes
* C:\DXSDK\INCLUDE—thisdirectory provides the DirectX base includes

* C:\DXSDK\SAMPLES\C++\DIRECTSHOW\BA SECL ASSES-—this directory provides the
DXSDK sample’s baseclass includes (if your application uses them)

The additional library directory is C:\WINDDK\3790.1069\L IB\WNET\AMD64
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To set up the build environment, you can either modify the C:\Program Files\Microsoft
SDK\SetEnv.bat file to add the include directories and the library directories, or you can make
these directories part of your project settings. To make them part of your project settings,

see Step 8.

» Tomodify the SetEnv.bat file, add the includes end of the "Include" environment variable and
thelib on the "lib" environment variable in the AMD64 section.

7. Invoke Visual C++ 6.0 IDE.
a. Changedirectory to C:\Program Files\Microsoft SDK and type: SetEnv /AMD64 /RETAIL.

b. Change directory to C:\Program Files\Microsoft Visual Studio\Common\M SDev98\Bin and
type: msdev /useenv.

8. (Alternative setup) Setup the build environment in Visual C++ 6.0 IDE as part of the project
settings.
If you did not modify the SetEnv.bat file, then make the changes in the project settings:
a. Goto Tools, then Options. Select the Directoriestab. Go to Show Directories for include
files, and add in the three include directories.

b. Go to Show Directories for library files and add the library directory.
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Trademarks
AMD, the AMD Arrow logo, and combinations thereof, are trademarks of Advanced Micro Devices, Inc.
Microsoft and Windows are registered trademarks of Microsoft Corporation.

Other product names used in this publication are for identification purposes only and may be trademarks of their respective companies.

Disclaimer

The contents of this document are provided in connection with Advanced Micro Devices, Inc. (*AMD”) products. AMD makes no
representations or warranties with respect to the accuracy or completeness of the contents of this publication and reservesthe right to make
changes to specifications and product descriptions at any time without notice. No license, whether express, implied, arising by estoppel or
otherwise, to any intellectual property rightsis granted by this publication. Except as set forthin AMD’s Standard Terms and Conditions of
Sale, AMD assumes no ligbility whatsoever, and disclaims any express or implied warranty, relating to its products including, but not
limited to, theimplied warranty of merchantability, fitness for a particular purpose, or infringement of any intellectua property right.

AMD’s products are not designed, intended, authorized or warranted for use as components in systemsintended for surgical implant into
the body, or in other applications intended to support or sustain life, or in any other application in which the failure of AMD’s product
could create a situation where personal injury, death, or severe property or environmental damage may occur. AMD reserves theright to
discontinue or make changes to its products at any time without notice.
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