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WHAT THE EXTENSION DOESWHAT THE EXTENSION DOES
VK_EXT_extended_dynamic_state adds some more
dynamic state to support applications that need to

reduce the number of pipeline state objects they
compile and bind.



GRAPHICS PIPELINEGRAPHICS PIPELINE
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PIPELINE CREATION UNDER VULKANPIPELINE CREATION UNDER VULKAN

typedef struct VkGraphicsPipelineCreateInfo {
    VkStructureType                                  sType;
    const void*                                      pNext;
    VkPipelineCreateFlags                            flags;
    uint32_t                                         stageCount;
    const VkPipelineShaderStageCreateInfo*           pStages;
    const VkPipelineVertexInputStateCreateInfo*      pVertexInputState;
    const VkPipelineInputAssemblyStateCreateInfo*    pInputAssemblyState;
    const VkPipelineTessellationStateCreateInfo*     pTessellationState;
    const VkPipelineViewportStateCreateInfo*         pViewportState;
    const VkPipelineRasterizationStateCreateInfo*    pRasterizationState;
    const VkPipelineMultisampleStateCreateInfo*      pMultisampleState;
    const VkPipelineDepthStencilStateCreateInfo*     pDepthStencilState;
    const VkPipelineColorBlendStateCreateInfo*       pColorBlendState;
    const VkPipelineDynamicStateCreateInfo*          pDynamicState;
    VkPipelineLayout                                 layout;
    VkRenderPass                                     renderPass;
    uint32_t                                         subpass;
    VkPipeline                                       basePipelineHandle;
    int32_t                                          basePipelineIndex;
} VkGraphicsPipelineCreateInfo;



NEW DYNAMIC STATESNEW DYNAMIC STATES
VK_DYNAMIC_STATE_CULL_MODE_EXT 
VK_DYNAMIC_STATE_DEPTH_BOUNDS_TEST_ENABLE_EXT 
VK_DYNAMIC_STATE_DEPTH_COMPARE_OP_EXT 
VK_DYNAMIC_STATE_DEPTH_TEST_ENABLE_EXT 
VK_DYNAMIC_STATE_DEPTH_WRITE_ENABLE_EXT 
VK_DYNAMIC_STATE_FRONT_FACE_EXT 
VK_DYNAMIC_STATE_PRIMITIVE_TOPOLOGY_EXT 
VK_DYNAMIC_STATE_SCISSOR_WITH_COUNT_EXT 
VK_DYNAMIC_STATE_STENCIL_OP_EXT 
VK_DYNAMIC_STATE_STENCIL_TEST_ENABLE_EXT 
VK_DYNAMIC_STATE_VERTEX_INPUT_BINDING_STRIDE_EXT 
VK_DYNAMIC_STATE_VIEWPORT_WITH_COUNT_EXT



NEW COMMANDSNEW COMMANDS
vkCmdBindVertexBuffers2EXT 
vkCmdSetCullModeEXT 
vkCmdSetDepthBoundsTestEnableEXT 
vkCmdSetDepthCompareOpEXT 
vkCmdSetDepthTestEnableEXT 
vkCmdSetDepthWriteEnableEXT 
vkCmdSetFrontFaceEXT 
vkCmdSetPrimitiveTopologyEXT 
vkCmdSetScissorWithCountEXT 
vkCmdSetStencilOpEXT 
vkCmdSetStencilTestEnableEXT 
vkCmdSetViewportWithCountEXT
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THANKS!THANKS!
QUESTIONS?QUESTIONS?


