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HRESULT D3D10CreateDeviceAndSwapChain(
IDXGI1Adapter * pAdapter,
D3D10 DRIVER_TYPE DriverType,
HMODULE Software,
UINT SDKVersion,
DXGI_SWAP_CHAIN_DESC * pSwapChainDesc,

IDXGISwapChain ** ppSwapChain,
ID3D10Device ** ppDevice );

CEDEC 2006



<3

DXGI_SWAP_CHAIN_DESC NVIDIA.

typedef struct DXGI_SWAP CHAIN DESC {
DXGI_MODE_DESC BackBufferDesc;
DXG1_SAMPLE_DESC SampleDesc;
DXGI_SHARED_RESOURCE Sharing;
DXGI1_USAGE BackBufferUsage;
UINT BackBufferCount;
UINT MaxFramelLatency;
HWND OutputWindow;
BOOL Windowed;
DXGI_SWAP_EFFECT SwapEffect;
DXGI1_MODE_ROTATION BackBufferRotatiQn;

} DXGI_SWAP_CHAIN_DESC, *LPDXGI_SWAP_CHAIN_DE
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typedef struct D3D10 INPUT _ELEMENT DESC {
LPCWSTR SemanticName;
UINT Semanticlndex;
DXGI_FORMAT Format;
UINT InputSlot;
UINT AlignedByteOffset;
D3D10 INPUT_CLASSIFICATION InputSlotClass;
UINT InstanceDataStepRate;
} D3D10 INPUT_ELEMENT DESC, *LPD3D10 INPUT_ELEMENT DESC;
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pD3D10Device->CreateSamplerState( &SamplerDesc, &pSamplerState);
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typedef struct D3D10 RASTERIZER DESC {

D3D10 FILL MODE FillMode;
D3D10_CULL_MODE CulIMode;
BOOL FrontCounterClockwise;
INT DepthBias;

FLOAT DepthBirasClamp;

FLOAT SlopeScaledDepthBias;
BOOL DepthClipEnable;

BOOL ScissorEnable;

BOOL MultisampleEnable;
BOOL AntialiasedLineEnable;
} D3D10 RASTERIZER_DESC,*LPD3D10 RASTERIZER DESC;
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typedef struct D3D10 RASTERIZER DESC {

D3D10 FILL MODE FillIMode;
D3D10 CULL_MODE Cul IMode; ‘.
BOOL FrontCounterClockwise; q
INT DepthBias;

FLOAT DepthBiasClamp;

FLOAT SlopeScaledDepthBias;
BOOL DepthClipEnable;
BOOL ScissorEnable;
BOOL MultisampleEnable;
BOOL AntialiasedLineEnable;

} D3D10 RASTERIZER_DESC,*LPD3D10 RASTERIZER DESC;
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typedef struct D3D10 DEPTH STENCIL DESC {

BOOL DepthEnable;

D3D10 DEPTH _WRITE_MASK DepthWriteMask;

D3D10_ COMPARISON_FUNC DepthFunc;

BOOL StencilEnable;

UINT8 StencilReadMask;

UINT8 StencilWriteMask;

D3D10 DEPTH_STENCILOP_DESC FrontFace;

D3D10 DEPTH_STENCILOP_DESC BackFace;

} D3D10 _DEPTH_STENCIL_DESC, *LPD3D10 DEPTH_STENCIL_DESC;
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typedef struct D3D10 BLEND DESC {

BOOL AlphaToCoverageEnable;
BOOL BlendEnable[8]; _
D3D10 BLEND SrcBlend;

D3D10 BLEND DestBlend;

D3D10 BLEND OP BlendOp;

D3D10 BLEND SrcBlendAlpha;
D3D10 BLEND DestBlendAlpha;
D3D10 BLEND OP BlendOpAlpha;
UINT8 RenderTargetWriteMask[8];
} D3D10 _BLEND DESC, *LPD3D10 BLEND DESC;
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typedef struct D3D10 SAMPLER DESC { NnVvIDIA
D3D10 FILTER Filter;
D3D10 TEXTURE_ADDRESS MODE AddressuU;
D3D10 TEXTURE_ADDRESS MODE AddressV;
D3D10 TEXTURE_ADDRESS MODE AddressW;
FLOAT MipLODBias;
UINT MaxAnisotropy;
D3D10 COMPARISON_FUNC ComparisonFunc;
FLOAT BorderColor|[4];
FLOAT MinLOD; FLOAT MaxLOD;
} D3D10_ SAMPLER_DESC, *LPD3D10 SAMPLER_DESC;
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m_pPredicateQuery->Begin();

//Render simple geometry
m_pPredicateQuery->End(NULL);

//Now render complex geometry

pD3D10Device->SetPredication( m_pPredicateQuery, FALSE);

pD3D10Device->SetPredication( NULL, FALSE
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