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This project major focus on dynamics
model of car physical system, the optimal
structure is provided through it. We use
Microsoft  graphics  device interface
“DirectX” to reconstruct simulating car
moving situation. Thus car dynamics model
can be similar to real car system. In addition,
how to apply car dynamics model to the most
popular industry “video games” is the main
purpose of this project.

The inferences and analysis of car
dynamics model are based on discussion
about every part of real cars. For the most
parts, we study the moving situation of every
part’s physical system of cars when moving,
especially moving on not smoothly road
surface, the slippery and jolty phenomenon
are studied. Besides, the physical system of
car changing direction is one of focal points
in this project, not only to get precise moving
situation but also to consider the optimal
situation.

About the display and interaction of vision,
Microsoft development tool kits are chosen
to be graphics device interface in this project.
We use high-level language “DirectX,”
which is easy to understand, to communicate
with hardware quickly. It is needless to
control the situation of hardware by oneself
so research fellows need not care about the
hardware equipment. They only focus on
software to save more time to develop, for
example, car moving situation and view
display. The moving situation which is
analyzed from car model is shown truly by
Microsoft ~ graphics  device interface
“DirectX.”

Keywords: Dynamic model, DirectX, video
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