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2] shol mael & AT w AU WA dof & 2] F SUHE Direct3D
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HRESULT Res;

Res = g _pD3D->CreateDevice( D3DADAPTER_DEFAULT, D3DDEVTYPE_HAL,
hwnd, D3DCREATE_HARDWARE_VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );
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HRESULT Res;

Res = g _pD3D->CreateDevice( g _pD3D->GetAdapterCount()-1,
D3DDEVTYPE_REF, hWnd,

D3DCREATE_HARDWARE VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );

(%19} o] GetAdapterCount()-1 & E&3}9]) vl et o] HH &
AF8-3HH NVPerfHUD | A 5H= NVIDIA NVPerfHUD ] 1] 1D 7}
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NVIDIA NVPerfHUD o] H1E] & 41 ®l3la DeviceType Z& 15
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// 712 AF

UINT AdapterToUse=D3DADAPTER_DEFAULT;

D3DDEVTYPE DeviceType=D3DDEVTYPE_HAL;

#i1T SHIPPING_VERSION

// EX MAE F5T w NVPerfHUDE WA gletth(FEol)

#else

// *NVIDIA NVPerfHUD" ©|HlElE Zi=t}

/7 B dlow VE RS A g

for (UINT Adapter=0;Adapter<g_pD3D->GetAdapterCount() ;Adapter++)

{
D3DADAPTER_IDENTIFIER9 Identifier;
HRESULT Res;
Res = g _pD3D->GetAdapterldentifier(Adapter,0,&ldentifier);
ifT (strcmp(ldentifier_Description,”NVIDIA NVPerfHUD™) == 0)
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{
AdapterToUse=Adapter;
DeviceType=D3DDEVTYPE_REF;
break;
}
}
#endif

ifT (FAILED(g_pD3D->CreateDevice( AdapterToUse,

DeviceType, hWnd,

D3DCREATE_HARDWARE_VERTEXPROCESSING,

&d3dpp, &g pd3dDevice) )

{

return E_FAIL;
¥
o] Z=+= AHES 9 W NVPerfHUD &
NVPerfHUD & A %]
AL B FAE o
Ak ol o3k A4

CELRRLS

TEIAE

NVPerfHUD ¢} A off Z2| Alo] A&
Astd, 718 A ES] gz} AR}
off Zg] Aol Aetel A FE YT}
NVPerfHUD 2] 23 7] 52 o}z A o

= A4F 95712 B8 A8 5 syt
NVPerfHUD A 2]
A L] upg st A ofo] 28 RHEUTh

NVPerfHUD 4 3}
NVPerfHUD & #] & A st AA g =7}t
Aps oz FAPYL 24T o EY Al S
A A} ka1 A2 ARE A s, AAEXA
T4 st AR E = 5 dFUtT

g By A9

N Z @] A o] Aol AL 7] 9F 2B H] P =
T Al

API 7} 2R 7] 4
NVPeerUD Jhupe- " 7| B E o] EE MR =
WS A o 2] Al o] Aol A %] sk
e WS ARSI, 7| HE e v AE
AHEE gl U T

DA-01231-001_v01

2005 4 ¥

)

g3t A AT,
SHA] %S W AXE o] HH A~ YiaEH FRAE
o 9F & T}, NVPerfHUD & ol Z] Alo] A&

&k -8 of g w2 Al 2} HAHE

NVPerfHUD 3.0.210.2120 X

Usage; MWYPerfHUD <Direct3D9 application >

ou can run MYPerfHUD From the command line or
drag-and-drop your program onko the MYPerFHUD
icon. Run without arguments For this dialog.

Options

Choose a hotkew to activate MYPerfHUD while
wour application is running. Use combinations
af Ctrl, shift and &lk to select a hotkey that
does not conflick with your application.

|Ctr| T
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Mouse |'-.-'-.-'M_MOLISE Messages
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Performance Analysis

[ Force NOM PURE device

MOMN PURE device required For pixel shader
visualization,

Frame Analysis

=l
Sek bo 'SlowMa’ if Frame Analysis Maode Fails,

(See the Troubleshooting section in the User
Guide For more dekails)

Cancel

Delka Time |Freeze
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