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Normalization Heuristics

Normalization
Heuristics Demo

This demo accompanies the NVIDIA white paper entitled "Normalization
Heuristics: Performance vs. Quality on GeForce FX"; Document No WP-01164-
007_v03.

The purpose of the demo is to show how different normalization approaches affect
the performance and quality of rendering. To use the demo, run it and try toggling
vatrious settings to compare the resulting frame rate and quality of rendering.

Hardware
Requirements

This demo requires the NVIDIA GeForce FX.

Keyboard Controls

Cube Maps

[v]: Toggle V normalization cube map.

[n: Toggle L normalization cube map.

[h]: Toggle H normalization cube map.

[n]: Toggle N normalization cube map.

[o]: Toggle Dot Product "optimization".

[8]: Toggle 8-bit / 16-bit (HILO) normalization cube maps.
[m]: Toggle normalization cube map mipmaps.
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[-1: Decrease maximum mip level (decreases speed, error).
[+(=)]: Increase maximum mip level (increases speed, error).

[f]: Toggle float / half computation (32-bit / 16-bit).

Miscellaneous

[pl: Print the currently active fragment program.
[?]: Print these instructions.

[ Display Parameter Sliders

[r]: Reset view orientation

[a/ESC]:Quit

Mouse Controls

Left Button + Drag: rotate.
SHIFT + Left Button + Drag: translate.
CTRL + Left Button + Drag: zoom.
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Notice

ALL NVIDIA DESIGN SPECIFICATIONS, REFERENCE BOARDS, FILES, DRAWINGS,
DIAGNOSTICS, LISTS, AND OTHER DOCUMENTS (TOGETHER AND SEPARATELY, “MATERIALS”)
ARE BEING PROVIDED “AS 1S." NVIDIA MAKES NO WARRANTIES, EXPRESSED, IMPLIED,
STATUTORY, OR OTHERWISE WITH RESPECT TO THE MATERIALS, AND EXPRESSLY DISCLAIMS
ALL IMPLIED WARRANTIES OF NONINFRINGEMENT, MERCHANTABILITY, AND FITNESS FOR A
PARTICULAR PURPOSE.

Information furnished is believed to be accurate and reliable. However, NVIDIA Corporation
assumes no responsibility for the consequences of use of such information or for any
infringement of patents or other rights of third parties that may result from its use. No license is
granted by implication or otherwise under any patent or patent rights of NVIDIA Corporation.
Specifications mentioned in this publication are subject to change without notice. This
publication supersedes and replaces all information previously supplied. NVIDIA Corporation
products are not authorized for use as critical components in life support devices or systems
without express written approval of NVIDIA Corporation.

Trademarks

NVIDIA and the NVIDIA logo are trademarks or registered trademarks of NVIDIA Corporation.
Other company and product names may be trademarks of the respective companies with which
they are associated.
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