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ABSTRACT

Currently , computer is playing an important role in human life. In many fields , the
computer technology is applied to enhance the performance of products and activities. One
of them is applied to an entertainment area. Computer game has gained more popularity
among the children. With its interactive multimedia capability , it enables user to have more
participation to the game than any other kind of entertainment. But most of them only
provide just amusement , not including other knowledges.

Funny Board is developed and aimed to be a child computer game which provides both
amusement and knowledge at the same time. Funny Board is based on other ordinary board
games. It includes dice tossing , moving by the point from dice tossing and following the
instructions given. The player who proceed to the target point first will win the game. Most
of the points come from subgames which are blended with knowledges and skills as well as
they are enjoyable. Game is presented in 2D animation using DirectX and it is developed by

Microsoft Visual Basic.
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2.3 DirectSound

231 amﬂmnssmmznﬁ‘v‘imuﬁ’ﬂﬂmm DirectSound

Tasead19mshamves DirectSound axifudagi)

Windows Application

Wave Interface Direct Sound
(API)
Hardware Hardware
Emulation Abstraction
Layer (HEL) Layer (HAL)

Sound Hardware

(Sound Card)

51 2.6 wamsarmilnenssuuea DirectSound

Tasead19n15%19Uee DirectSound Nanvaizadeniy Inseasdamsiauves
DirectDraw 1A8% Hardware Emulation Layer (HEL) uag Hardware Abstraction Layer
(HAL) wilounu DirectDraw HAL fi® Software driver Y84 Sound Hardware ﬁﬂ?ﬁﬂﬁﬂaﬂ
athatudh HAL Timansemauamsided DirectSound Fan'ld HEL AgniFonldlac
HEL 9214 Window multimedia wavefrom-audio function 51ﬁﬂﬁlaﬂﬁﬂ1uﬁ1§ﬂ‘lﬂ
DirectSound 8 adadfoyaidioeii 1811/1# Sound Hardware nerasna

DirectSound 92 19 Primary sound buffer Tums mix idouaz 1y Secondary sound buffer
SmdueSoudouitorilyl mix Hufifidogn mix DirectSound szdedoyaly Primary

A : 4 a oA . E
sound buffer 11#i Output Device titouannaidosiild Primary sound buffer 9z gnad1avuy



12

]
@

Wufitiie Object ¥89 DirectSound gﬂﬁ%’nﬁu 2% Secondary Sound Buffer §iiaii19zdes
ahaiuedluTsunsundiideyn Audio desmmanliifiuimeuanwarie’)
Secondary sound buffer €11413 m‘flu"lé’fv'iy'mmu Static 10y Streaming Static sound buffer 9%
ussydeyaidsilndiiios 1 Jeya Tuvzfi Streaming sound buffer 9xu539d VB OYD
@oadumils  euanudowderiioslas  fuazgn Update foyaammnaniidmua
el ¥nsuaneraivaderion iy

Direct Sound 3¢ We 13 1d sound buffer aaluy memory Y94 Sound Hardware 1ﬁ‘n1ﬂ‘ﬁ
ganhfiesi 11109910 memory 11 Sound Hardware 9gvians1d@n3101574 memory
YDY system At memory UU Sound Hardware iy sound buffer 1?11;%36’1'6\11‘1]0@114
memory U99 system ﬁ'nfumifozﬁmsf‘imuﬂmmﬁﬁﬂﬂﬁﬁu Secondary sound buffer
Tael buffer AinamdRayasIFautiosqoglu memory 4o Video Hardware @214 buffer

A o @ 9 v L]
nianudraiioonifag lileglyu memory ¥a4 system

232 Object fidiajlu DirectSound
14 DirectSound iinstisdaue1g < oonilu Object A1 9| Object ierhutiide
fiulal Object ﬁﬁﬁqﬁﬁai{
1) DirectSound 114 object nanisuiiudesairedoudududunsn lumsldaom
DirectSound 3 method 1431 access gulnsaitavaioRonlFiy function veuly,
set cooperative level §115UMS mix 1084 , set config YD speaker Haz o
2) DirectSoundBuffer 2y object ﬁv‘hm’hﬁa 19 buffer ‘ﬁ"’d Primary Sound Buffer
@91 Taoda Tusi@) uaz Seconudary Sound Buffer (#519199) WeNIING A
AUATTUAAIHALTEY , set AR 1FU ANWAY, AVINE 489 S UMIUAAIHD

LR

v
A o

3) DirectSound3DBuffer il DirectSound3DListener R object VlﬂNmLf‘%U’:lﬁ'ma 83
i uazqunsainl¥ Sound Card , &11m9) Aesenivayudae doq3 fatei1g
Heddn183esz0evi uazfiameveumdsiuiiados molildnuidnaunse
1Zossasalumsilanniy

4) DirectSoundCapture i1 DirectSoundCaptureBuffer i object ﬁﬁwm"’lu mstuiin

o [} s A A
@vsnnginsaimevenidng Buffer uazanunsatiuiinas File n3oidu 140



13

2.3.3 RIFF , WAYV Files liaig Data Structure
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