DxDiag Notes for PSS

By Mike Anderson

July 21, 1998

Help Page

Problems to look for:

· Weird, unofficial versions of OS may cause app problems

· Some apps may not work properly unless the language and regional setting are English

· Non-Intel processors may be the cause of app bugs or DirectX bugs

· If memory is less than 32MB, some games may have performance problems

· If page file has 0MB available, tell user to make room on HD or increase maximum page file size

DirectX Files Page

For a good DX6 install on Win98, Version should be 4.06.00.03xx (exact version not yet final) for everything, except: 4.86.00.03xx for ddrawex.dll and dxapi.sys, and 4.05.01.1998 for dsound and dinput files.

Note that on NT, the version of DxDiag shipping with DX6 will report some files as missing.  This report is incorrect, so ignore its advice to reinstall DX.

This page diagnoses the following problems:

· Missing files (solution: reinstall DX)

· Debug files (if user is not developing a DX product, reinstall DX and choose retail)

· Beta files (reinstall DX)

Note: DxDiag used to warn about “obsolete” files (DX5-only files on a DX6 system).  This code was removed because of manbugs #16765.

DirectX Drivers Page

DxDiag searches \windows\system for a set of known driver files.  The list shown is not necessarily the complete list of all DX drivers installed on the system!  Drivers listed here are not necessarily in use, so problems reported may be harmless.

This page diagnoses the following problems:

· Uncertified files: if the driver is in use and causing problems, get the latest driver from the manufacturer

· Debug files: ditto

· Beta files: ditto

Display Page

It is common for the “Chip type” and “DAC type” fields to be blank; this is not a problem.

If the driver listed (under “Main Driver”) is uncertified, a message will appear in the “Notes” section.  The user should contact the display manufacturer for a new driver if he is experiencing problems with this device.

Disabling DirectDraw and Direct3D acceleration may help work around driver problems.  Of course, the game’s performance will suffer.  After disabling or enabling acceleration, you must close and reopen DxDiag for the change to take effect.  For example, if you disable 3d acceleration then immediately click “Test D3D”, it will probably test hardware accelerated 3D as well as software 3D.  If you quit and restart DxDiag it should only test software.

Testing DirectDraw runs the following steps:

· Find and load ddraw.dll

· Get a pointer to the DirectDrawCreate function in ddraw.dll

· Call DirectDrawCreate

· Call pdd->GetCaps

· Release the DirectDraw object

· If windowed tests are supported…

· Call DirectDrawCreate (again)

· Run test #1:

· Set the cooperative level to normal

· Create a primary surface

· Get the primary surface description

· Do a sequence of colorfill blits to the primary surface

· Pause

· Clear the display

· Force a desktop repaint

· Release the DirectDraw object

· Ask user to verify appearance of rectangles

· Call DirectDrawCreate

· Run test #2:

· Set cooperative level to normal

· Create primary surface

· Get the primary surface description

· Create a 200x200 offscreen surface

· In a loop, colorfill the offscreen surface with black, then colorfill a small white square on the offscreen surface, then blit the offscreen surface to the primary surface

· Clear the primary surface

· Force a desktop repaint

· Release the DirectDraw object

· Ask user to verify appearance of bouncing box

· Call DirectDrawCreate

· Run test #3:

· Create a test window

· Set cooperative level to exclusive, fullscreen

· Set display mode to 640x480x16

· Create primary surface with 1 attached back buffer

· Get the primary surface description

· Use GetAttachedSurface to get pointer to the back buffer

· In a loop, colorfill the offscreen surface with black, then colorfill a small white square on the offscreen surface, then flip the front/back buffers

· Clear the primary surface

· Set cooperative level back to normal

· Restore display mode

· Release the DirectDraw object

· Ask user to verify appearance of fullscreen bouncing box

· Free the DirectDraw DLL

Testing D3D runs the following steps:

· Find and load ddraw.dll

· Get a pointer to the DirectDrawCreate function in ddraw.dll

· Call DirectDrawCreate

· Call pdd->GetCaps

· Release the DirectDraw object

· Call DirectDrawCreate

· Run the software D3D test:

· Create a test window

· Set cooperative level to exclusive, fullscreen

· Set the display mode to 640x480x16

· Create primary surface with attached back buffer

· Get primary surface description

· Use GetAttachedSurface to get ptr to back buffer

· QueryInterface DD to get D3D interface

· Create the 3D device, passing the back buffer

· Create a viewport

· Add the viewport to the device

· Set the added viewport to be the current viewport

· Set the parameters for the viewport

· Create a light

· Set the parameters for the light

· Add the light to the viewport

· Set the world matrix to identity

· Set the view matrix to (0, 0, -5)

· Set up a reasonable projection matrix

· Create a black material

· Set the parameters for the black material

· Create a green material

· Set the parameters for the green material

· Create a red material

· Set the parameters for the red material

· Create a blue material

· Set the parameters for the blue material

· Get a handle to the black material

· Set the viewport’s background material to be the black material handle

· Set the renderstate to enable dithering

· Set the ambient light state 

· Loop 200 times:

· Set the world matrix to a rotated transform

· Clear the viewport (target only, since there’s no Z-buffer)

· Call BeginScene

· Get handle to green material

· Make it the current light state

· DrawIndexedPrimitive cube face 1

· DrawIndexedPrimitive cube face 2

· Get handle to red material

· Make it the current light state

· DrawIndexedPrimitive cube face 3

· DrawIndexedPrimitive cube face 4

· Get handle to blue material

· Make it the current light state

· DrawIndexedPrimitive cube face 5

· DrawIndexedPrimitive cube face 6

· Call EndScene

· Flip front/back buffers

· Release everything

· Set cooperative level back to normal

· Close the window

· Restore the display mode

· Release DirectDraw object

· Ask user to verify software rendering of cube

· If hardware is supported…

· Call DirectDrawCreate

· Repeat above test using hardware device

· Release DirectDraw object

· Ask user to verify hardware rendering of cube

· Free the DirectDraw DLL

Sound Page

If the driver listed (under “Driver Name”) is uncertified, a message will appear in the “Notes” section.  The user should contact the display manufacturer for a new driver if he is experiencing problems with this device.

The DirectSound Test runs the following steps:

· Find/Load dsound.dll

· Get a pointer to the DirectSoundCreate function in dsound.dll

· Call DirectSoundCreate

· Set the cooperative level to exclusive mode

· Call GetCaps

· Load wave resource from file

· Test DirectSound (2D, software):

· Create primary sound buffer

· Create secondary buffer

· If testing 3D, set buffer position to (-1, 1, 0)

· Play sound in several formats

· Release buffers

· Test DirectSound (3D, software) (same as above)

· Test DirectSound (2D, hardware) (same as above)

· Test DirectSound (3D, hardware) (same as above)

· Release DirectSound object

· Free dsound library

Input Page

If any driver is uncertified, beta, or debug, a comment appears in the Notes section.  Consider replacing such drivers if their devices are not working properly.

Network Page

The Network Test verifies that DirectPlay can successfully do the following:

· Initialize itself

· Enumerate available Service Providers (TCP/IP, etc)

· Create a session

· Enumerate sessions on a given machine or all machines on the network

· Join a session

· Send and receive messages in a session

Still Stuck? Page

· Troubleshoot: This button attempts to run the Win98 Help DirectX Troubleshooter (\windows\help\mdirx.htm)

· MSInfo: This button attempts to run MSInfo, using the registry key at HKLM\Software\Microsoft\Shared Tools\MSInfo to find the path to it

· Override: This button sets the “ForceRefreshRage” value of the HKLM\Software\Microsoft\DirectDraw registry key.

· Report: This button lets you enter user and bug information, then submit your system info to dxfbugs@microsoft.com, just like DxBug did.

Registry Checking

Registry Checking is only performed when DX7 or later is installed

In the tables below, a note of “Leaf” means that the data may be a full path, and the leaf of the path must match the specified data.

DDraw:

	Location
	Value
	Data
	Notes

	HKCR\DirectDraw
	
	DirectDraw Object
	

	HKCR\DirectDraw\CLSID
	
	{D7B70EE0-4340-11CF-B063-0020AFC2CD35}
	

	HKCR\CLSID\{D7B70EE0-4340-11CF-B063-0020AFC2CD35}
	
	DirectDraw Object
	

	HKCR\CLSID\{D7B70EE0-4340-11CF-B063-0020AFC2CD35}\InprocServer32
	
	ddraw.dll
	Leaf

	HKCR\CLSID\{D7B70EE0-4340-11CF-B063-0020AFC2CD35}\InprocServer32
	ThreadingModel
	Both
	

	HKCR\DirectDrawClipper
	
	DirectDraw Clipper Object
	

	HKCR\DirectDrawClipper\CLSID
	
	{593817A0-7DB3-11CF-A2DE-00AA00B93356}
	

	HKCR\CLSID\{593817A0-7DB3-11CF-A2DE-00AA00B93356}
	
	DirectDraw Clipper Object
	

	HKCR\CLSID\{593817A0-7DB3-11CF-A2DE-00AA00B93356}\InprocServer32
	
	ddraw.dll
	Leaf

	HKCR\CLSID\{593817A0-7DB3-11CF-A2DE-00AA00B93356}\InprocServer32
	ThreadingModel
	Both
	

	HKCR\CLSID\4FD2A832-86C8-11d0-8FCA-00C04FD9189D}
	
	DirectDrawEx Object
	Not checked on Win2000

	HKCR\CLSID\4FD2A832-86C8-11d0-8FCA-00C04FD9189D}\InprocServer32
	
	ddrawex.dll
	Leaf

	HKCR\CLSID\4FD2A832-86C8-11d0-8FCA-00C04FD9189D}\InprocServer32
	ThreadingModel
	Both
	


D3D:

	Location
	Value
	Data
	Notes

	HKLM\Software\Microsoft\Direct3D\Drivers\Direct3D HAL
	Base
	hal
	

	HKLM\Software\Microsoft\Direct3D\Drivers\Direct3D HAL
	Description
	*
	

	HKLM\Software\Microsoft\Direct3D\Drivers\Direct3D HAL
	GUID
	{0xe0, 0x3d, 0xe6, 0x84, 0xaa, 0x46, 0xcf, 0x11, 0x81, 0x6f, 0x00, 0x00, 0xc0, 0x20, 0x15, 0x6e}
	

	HKLM\Software\Microsoft\Direct3D\Drivers\Ramp Emulation
	Base
	ramp
	

	HKLM\Software\Microsoft\Direct3D\Drivers\Ramp Emulation
	Description
	*
	

	HKLM\Software\Microsoft\Direct3D\Drivers\Ramp Emulation
	GUID
	{0x20, 0x6b, 0x08, 0xf2, 0x9f, 0x25, 0xcf, 0x11, 0xa3, 0x1a, 0x00, 0xaa, 0x00, 0xb9, 0x33, 0x56}
	

	HKLM\Software\Microsoft\Direct3D\Drivers\RGB Emulation
	Base
	rgb
	

	HKLM\Software\Microsoft\Direct3D\Drivers\RGB Emulation
	Description
	*
	

	HKLM\Software\Microsoft\Direct3D\Drivers\RGB Emulation
	GUID
	{0x60, 0x5c, 0x66, 0xa4, 0x73, 0x26, 0xcf, 0x11, 0xa3, 0x1a, 0x00, 0xaa, 0x00, 0xb9, 0x33, 0x56}
	

	HKLM\ Software\Microsoft\Direct3D\DX6TextureEnumInclusionList\16 bit Bump DuDv
	ddpf
	00080000 0 16 ff ff00 0 0
	

	HKLM\Software\Microsoft\Direct3D\DX6TextureEnumInclusionList\16 bit BumpLum DuDv
	ddpf
	000C0000 0 16 1f 3e0 fc00 0
	

	HKLM\Software\Microsoft\Direct3D\DX6TextureEnumInclusionList\16 bit Luminance Alpha
	ddpf
	00020001 0 16 ff 0 0 ff00
	

	HKLM\Software\Microsoft\Direct3D\DX6TextureEnumInclusionList\24 bit BumpLum DuDv
	ddpf
	000C0000 0 24 ff ff00 ff0000 0
	

	HKLM\Software\Microsoft\Direct3D\DX6TextureEnumInclusionList\8 bit Luminance
	ddpf
	00020000 0  8 ff 0 0 0
	

	HKCR\Direct3DRM
	
	Direct3DRM Object
	

	HKCR\Direct3DRM\CLSID
	
	{4516EC41-8F20-11d0-9B6D-0000C0781BC3}
	

	HKCR\CLSID\{4516EC41-8F20-11d0-9B6D-0000C0781BC3}
	
	Direct3DRM Object
	

	HKCR\CLSID\{4516EC41-8F20-11d0-9B6D-0000C0781BC3}\InprocServer32
	
	d3drm.dll
	

	HKCR\CLSID\{4516EC41-8F20-11d0-9B6D-0000C0781BC3}\InprocServer32
	ThreadingModel
	Both
	

	HKCR\DirectXFile
	
	DirectXFileObject
	

	HKCR\DirectXFile\CLSID
	
	{4516EC43-8F20-11D0-9B6D-0000C0781BC3}
	

	HKCR\CLSID\{4516EC43-8F20-11D0-9B6D-0000C0781BC3}
	
	DirectXFile Object
	

	HKCR\CLSID\{4516EC43-8F20-11D0-9B6D-0000C0781BC3}\InprocServer32
	
	d3dxof.dll
	

	HKCR\CLSID\{4516EC43-8F20-11D0-9B6D-0000C0781BC3}\InprocServer32
	ThreadingModel
	Both
	


DInput:

	Location
	Value
	Data
	Notes

	HKCR\CLSID\{25E609E0-B259-11CF-BFC7-444553540000}
	Base
	*
	

	HKCR\ CLSID\{25E609E0-B259-11CF-BFC7-444553540000}\InProcServer32
	
	dinput.dll
	Leaf

	HKCR\CLSID\{25E609E0-B259-11CF-BFC7-444553540000}\InProcServer32
	ThreadingModel
	Both
	

	HKCR\CLSID\{25E609E1-B259-11CF-BFC7-444553540000}
	
	*
	

	HKCR\CLSID\{25E609E1-B259-11CF-BFC7-444553540000}\InProcServer32
	
	dinput.dll
	Leaf

	HKCR\CLSID\{25E609E1-B259-11CF-BFC7-444553540000}\InProcServer32
	ThreadingModel
	Both
	

	HKCR\CLSID\{92187326-72B4-11d0-A1AC-0000F8026977}
	
	*
	not on Win2k

	HKCR\CLSID\{92187326-72B4-11d0-A1AC-0000F8026977}\ProgID
	
	*
	not on Win2k

	HKCR\CLSID\{92187326-72B4-11d0-A1AC-0000F8026977}\InProcHandler32
	
	gchand.dll
	not on Win2k,Leaf

	HKCR\CLSID\{92187326-72B4-11d0-A1AC-0000F8026977}\InProcServer32
	
	gcdef.dll
	not on Win2k, Leaf

	HKCR\CLSID\{92187326-72B4-11d0-A1AC-0000F8026977}\InprocServer32
	ThreadingModel
	Apartment
	not on Win2k


DMusic:

There are a huge number of DMusic entries.  28 Classes are registered in the following format:

	Location
	Value
	Data
	Notes

	HKCR\Microsoft.<name>
	
	<name>
	

	HKCR\Microsoft.<name>\CLSID
	
	<guid>
	

	HKCR\Microsoft.<name>\CurVer
	
	Microsoft.<name>.1
	

	HKCR\Microsoft.<name>.1
	
	<name>
	

	HKCR\Microsoft.<name>.1\CLSID
	
	<guid>
	

	HKCR\CLSID\<guid>
	
	<name>
	

	HKCR\CLSID\<guid>\InprocServer32
	
	<leaf>
	Leaf

	HKCR\CLSID\<guid>\InprocServer32
	ThreadingModel
	Apartment
	

	HKCR\CLSID\<guid>\ProgID
	
	Microsoft.<name>.1
	

	HKCR\CLSID\<guid>\VersionIndependentProgID
	
	Microsoft.<name>
	


Here are the 28 classes:

	Name
	Guid
	Leaf

	DirectMusicCollection
	{480FF4B0-28B2-11D1-BEF7-00C04FBF8FEF}
	dmusic.dll

	DirectMusic
	{636B9F10-0C7D-11D1-95B2-0020AFDC7421}
	dmusic.dll

	DirectMusicSection
	{3F037241-414E-11D1-A7CE-00A0C913F73C}
	dmstyle.dll

	DirectMusicSynth
	{58C2B4D0-46E7-11D1-89AC-00A0C9054129}
	dmsynth.dll

	DirectMusicBand
	{79BA9E00-B6EE-11D1-86BE-00C04FBF8FEF}
	dmband.dll

	DirectMusicSynthSink
	{AEC17CE3-A514-11D1-AFA6-00AA0024D8B6}
	dmsynth.dll

	DirectMusicPerformance
	{D2AC2881-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicSegment
	{D2AC2882-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicSegmentState
	{D2AC2883-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicGraph
	{D2AC2884-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicTempoTrack
	{D2AC2885-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicSeqTrack
	{D2AC2886-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicSysExTrack
	{D2AC2887-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicTimeSigTrack
	{D2AC2888-B39B-11D1-8704-00600893B1BD}
	dmime.dll

	DirectMusicStyle
	{D2AC288a-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicChordTrack
	{D2AC288b-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicCommandTrack
	{D2AC288c-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicStyleTrack
	{D2AC288d-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicMotifTrack
	{D2AC288e-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicChordMap
	{D2AC288f-B39B-11D1-8704-00600893B1BD}
	dmcompos.dll

	DirectMusicComposer
	{D2AC2890-B39B-11D1-8704-00600893B1BD}
	dmcompos.dll

	DirectMusicLoader
	{D2AC2892-B39B-11D1-8704-00600893B1BD}
	dmloader.dll

	DirectMusicBandTrack
	{D2AC2894-B39B-11D1-8704-00600893B1BD}
	dmband.dll

	DirectMusicChordMapTrack
	{D2AC2896-B39B-11D1-8704-00600893B1BD}
	dmcompos.dll

	DirectMusicAuditionTrack
	{D2AC2897-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicMuteTrack
	{D2AC2898-B39B-11D1-8704-00600893B1BD}
	dmstyle.dll

	DirectMusicTemplate
	{D30BCC65-60E8-11D1-A7CE-00A0C913F73C}
	dmcompos.dll

	DirectMusicSignPostTrack
	{F17E8672-C3B4-11D1-870B-00600893B1BD}
	dmcompos.dll


DSound:

	Location
	Value
	Data
	Notes

	HKCR\DirectSound
	
	DirectSound Object
	

	HKCR\DirectSound\CLSID
	
	{47D4D946-62E8-11cf-93BC-444553540000}
	

	HKCR\CLSID\{47D4D946-62E8-11cf-93BC-444553540000}
	
	DirectSound Object
	

	HKCR\CLSID\{47D4D946-62E8-11cf-93BC-444553540000}\InprocServer32
	
	dsound.dll
	Leaf

	HKCR\CLSID\{47D4D946-62E8-11cf-93BC-444553540000}\InprocServer32
	ThreadingModel
	Both
	

	HKCR\DirectSoundCapture
	
	DirectSoundCapture Object
	

	HKCR\ DirectSoundCapture Object\CLSID
	
	{B0210780-89CD-11d0-AF08-00A0C925CD16}
	

	HKCR\CLSID\{B0210780-89CD-11d0-AF08-00A0C925CD16}
	
	DirectSoundCapture Object
	

	HKCR\CLSID\{B0210780-89CD-11d0-AF08-00A0C925CD16}\InprocServer32
	
	dsound.dll
	Leaf

	HKCR\CLSID\{B0210780-89CD-11d0-AF08-00A0C925CD16}\InprocServer32
	ThreadingModel
	Both
	


