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AR.E

NVPerfHUD 4§ H] {2 7R SR B2 7 H ke S e P8 i s DU e A D S5 B S Bk 5 7
J¥ BB AR B . NVPerfHUD I83E L AP i W IS4 45 Fh B o 55 v
FEFPAHEAE o NVPerfHUD 5 ZUX 6 IS IIH AR A e 155 TAE, I I He;
ARtgs by MO BE CNF7%) S

WHRH NVPerfHUD )i 8)) Direct3D N ST, EA4AE DirectX K JE T A
UL NVPerfHUD FH P Sh i 38 ok Jrs #Ave 15 v LLAZE Y H B2 7 Al NVPerfHUD
Z [ g4

AN FE 3 H NVPerfHUD 43 M7 4% IR T “ PR Tis " mFe st
N R P AT 13 5 NVPerfHUD — i i8 17 .

2.1 &N HTET

NVPerfHUD & N AE A HIPERE T T, AERS S T M N AR P (A
LI, R T B kARG B =7 AN G [ oot 485 1) N F R PP 84T )
B SRS A B T NVPerfHUD 43 #7 . S5 T4l ik b i FE e
NVPerfHUD 5 Ip i i) CAEM RS, 15 B B2 AR SORY R R I i bR — 5

TRt ARG N R 7 & LAHT 1 45 25 ) NVPerfHUD 20 #H7, 75 WMATAa] AR ) LA
NVPerfHUD X} 45 1) i FH F2 3 3EAT 504 o

N KT 15— 2 Direct3D CreateDevice () PREGIE: 7~
o N R AR AT REWT T P :

HRESULT Res;

Res = g pD3D->CreateDevice( D3DADAPTER_DEFAULT, D3DDEVTYPE_HAL,
hWnd, D3DCREATE_HARDWARE_VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );
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N HFEFHE NVPerfHUD i 8 BUJE, &l —AMERIR 1) NVIDIA
NVPerfHUD & FC#s . N R 0] LUERZIE AL A LA SLVF NVPerfHUD X H
T T, BEAh, LN R P RE S L Rk T NVIDIA
NVPerfHUD G LA 1D, M FECREZA 1. M T BiiEIX RO,
AR 22K A “D3DDEVTYPE_REF” o HEEEIEFE T
NVPerfHUD &G HCAS, N R EAS & SEBr i FH 2 2% et 4s o

7 IR R 3l NVPerfHUD 237 i B B AR AT B4t T s

HRESULT Res;

Res = g pD3D->CreateDevice( g pD3D->GetAdapterCount()-1,
D3DDEVTYPE_REF, hWnd,
D3DCREATE_HARDWARE_VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );

B e — M ERcAs GHIL A GetAdapterCount () -1, Wi Efi7R) HijE
R ¥ NVPerfHUD Al ZE ) NVIDIA NVPerfHUD 15 it 88 b5 iR AT T- 513
i o

R ANHFET G H NVPerfHUD 204 H 75 Z21E$ NVIDIA NVPerfHUD J& e &% -5
DeviceType #rid ¥t ) D3DDEVTYPE_REF. M H i 7 H—/AN&%, NVPerfHUD
TR A

HBES], W5 NVIDIA NVPerfHUD & FC 28 AN v F,  ixX Flbdd Sz am Jy s
o FENY R RS 2 6 gs . o T BRI F G, B 1@ iUE
JH LU AR B v FHFE > T %) CreateDevice () pRELHIIH T -

// Set default settings
UINT AdapterToUse=D3DADAPTER_DEFAULT;
D3DDEVTYPE DeviceType=D3DDEVTYPE_HAL;

#if SHIPPING_VERSION

// When building a shipping version, disable NVPerfHUD (opt-out)
#else

// Look for "NVIDIA NVPerfHUD® adapter

// ITf it is present, override default settings

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

{
D3DADAPTER_IDENTIFIER9 Identifier;
HRESULT Res;
Res = g pD3D->GetAdapterldentifier(Adapter,0,&ldentifier);
if (strcmp(ldentifier.Description,”NVIDIA NVPerfHUD™) == 0)
AdapterToUse=Adapter;
DeviceType=D3DDEVTYPE_REF;
break;
}
}
#endif

if (FAILED(g_pD3D->CreateDevice( AdapterToUse, DeviceType, hWwnd,
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D3DCREATE_HARDWARE_VERTEXPROCESSING,

&d3dpp, &g_pd3dDevice) ) )

return E_FAIL;

KRG AEAE T ZE A H NVPerfHUD 4347, [RII A £R Y H AR P AN S 7E IR is
ATHHE A S5 Mg . T DL N PREBUTT IR R B E N R T 5
NVPerfHUD —#2iz4T .

2.2. PLE G

14 () N TR Il NVPerfHUD — iz 471,
AR PP T 25 R I BRIA R 3R A A5 B o R e
I G0 R BT Id W A, NVPerfHUD )
PR Th AR T % B .
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14T NVPerfHUD
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AET: 5 A NVPerfHUD [f] Force NON
PURE device ThfE.

W RS N R P IEAE A PURE %45,

M) 25753 Force NON PURE device I fig
SEHE . W R ) N AR e IEAE 48 PURE

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

Input API Interception

Mouse |'-.-'-.-'M_MOLISE Messages j

kevboard |Min:rn:ns::nFt DireckInpukltm) j

Performance Analysis

[ Force NOM PURE device

MOMN PURE device required For pixel shader
visualization,

Frame Analysis

Delka Time |Freeze j

Sek bo 'SlowMa’ if Frame Analysis Maode Fails,
(See the Troubleshooting section in the User
Guide For more dekails)

B LM SR, B A REAE it bt S sk R R 19

LS iRz
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2% : RGBA8. DXT1. DXT3. DXT5 &%:4%

LU HAR: 1D, 2D, 3D ARG ARG, NP2 45455
WER M AT B IE A hm A g (RTT) 1, WHZSEE NS S
G AT STE AL A

MR Z, B okl won iy, TR R 513

8 P 22k T

T 43 A AR X S R U AR 1 3 T
D WEEZeME: ZEIUE ST MO A tR & . BRESE S,
(RIMTZE PR . MU - S (RMW) BEREAN 1, (e &4 in
8, RMW It KA 32, MBHEOEMWALLE (255) , BIN R
e TAE R Mg b 5 N 28005, X4 S8 TSR E 5 i
P RE S0 .
W ERHE: iZE T eSO, DU A RER A3 S J LA A 4
£,

SE N e

miili Advanced... (A) FHDR 2 BOE S BORGS R I A o 3K I B 43 i3 FH T
SRS R AT, AR BE 5 R tH I LA 55 BB A8 26 h A — AR
(4R o A8 AT LA A e sl FH PR B A A I 24 2 TR) D) 98

1 51570 — RIS

2 AU — AT A (s

3RFELAOMS— PUTERE AR

4 JEMHEAE — Wi (A o )G Bk

HE: KT ERAES—A NVPerfHUD ARSI A 1 HPIRASAE B EET, 152 b o
Ji 4 DirectX SDK — ko 228 [ S0k .

Mg SR S e R P Z R TR S . LU LA A
TR S K I A R 115 .
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5.2. K5I HICIRASHL I &
K W L4 57 4 4 T 5 T R

@ DeferredShading @ Q@@

FPS5: 57.2 TR Tane: 64 938.3 secs [ON] NYPerfHUD 3.0.208.1527 — NHOT FOR BENCHMARKING

Ve acler Pixe] Sheden Raster Operation

Wireframe

“ DP Info **
DranwindesedPrimitive:

Type: DEOPT_TRIAMGLELIST
Haszeverexindex 0
Minerexindes 0
Mum'y'ertices 702

startindex U

primCount 1484

HRCSULT: 000000000

M=o 5 0K

Doz The function completed successful

** Index Buffer Descriplion **
Format : D30DFMT_INDEX1E

Fool ;| D3DPOOL_MAMNAGED
Usage : D3DUSAGE_WRITEONLY
Lerght: 8004 bytos

= WA Declaratinn **

Tobal vertex aize: 72
= POUSITION FLOA TS DEFAULT
- NORMAL FIOATI DEFAIRT
- QOLOR DIDOOLOR DOrAULT
- TEXCOORD FLOATZ2 DEFALLT
- TEXCOORD FLOATS DEFAULT
- TEACOORD FLOATS DEFAULT

Slep Back Step Forward Simple

L |
|--

EE Porformance B ; 7 Froame Analysis

B 12, RIIEITTRSRNER

TETFREP SR FRE P SR T — A5 A YR 25 Vel VR P K I g 0 LA 2
H .

TR RRARANSCRE AL

EEFUAE —MNFNRME, Bon T AR B RIS 830 e @5 1
%;%w @?ﬁ'

e S PSS A EI

Ryl LB RZE Mg KANESE

AR T A 2L (FVE)
FRT RS CIRSKIN RS, BNV A%E A 2 HES (1 LU N H R 7 0%
IREAC PR A . B, WRAESATHFE R AR AR TEAEE (Matrix Palette
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Skinning) NG (P IBT , B8 DOZAS A TR 22/ R 51 Gl b 1S 26 A0 AL
BHARAMIEM . WRSHEHAEIER, B2 FEI 5 IXM LTS G
ORI Jt DA A e T o (e s O R i L

BOEPAZINR S R SR IE6, ERTREMITE O R 16 A7 5],

5.3. TG (0 a IR A 2

PRSI Z L LR, R 57 24 22 P R 0 TR T 2 e (14 6

@ DeferredShading

a7

FP5: 57.7 TRIs/Frame: 68883 Time: 1054.4 secs [ON]HVPerfHUD 3.0.208.1527

Inch=s Uit ertex Shade Pixel Ghader Raster Operation

Textures

s |
ed ={0.0.00% ; i
c5 ={0,0,0,0% o, r!-agur-mr FAILINEAT WP LNCAT:

B ={0UuUg

dicl_poition wil
uicl_rrormal w1
dcl texcoord v2

Fluatiing Puoinl Corrstants.

C1 0% -1.130298 0503030 01.000C
O 1) 0062026 0143776 1. 72484
O Z) 0404976 0905972 -000908
1 31 0404912 0908630 -01.080E
] 4] -0.91 3809 0406504 0L000C
0] S UUSEYEE U UESUI U YSEHE
O B) 0 40491 2 N AMERZN -0 (A0E

Step Forward Simple

ES Porformance F& Debug Consolc E? Frame Analyvzis

Bl 13, Ti A SR TOR SR 2%

T A 35 (O e S A FH 10 A o B R SC B ot S ke LA 2 . 24T
A OIS AL Z A7 280 (B W R AR A AN B, i R
WoR k. SRS S BoR HoR Db S % i+ /- nT DUBOK
N TN
A5 FE 01 5 5 €0, DR A 1000 28 1 4 I 1%

BAE 240 22 R v S T T R T o (a2
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fiffi 5 BV A% 3 # NAN Bk # INF

H ARSI 4%
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(RN Rl avr DY SRR AT N EEH SR D RIETE 3 S <Rtk Al A PSS

@ DeferredShadin
FFS: 42.7 TRI=

Time:

Liris (=t A W[ Verbex Shader

Textures

it DiffusehapSampler 50
i

ps_2.0
defed 1 05 0,0
uil 10.xy

del_2d =0
tesckel_pp 0, 1O, 50
maw 10w, ©1.x

Floating Point Congtants:
O] 0. 0000000 0000000 000000
O A7 01 NN 0 N 0 nonne

Integer Constants:

Boolean Constants:

.

Slep Dack Step Morerarc Simple

EE F&

K 14. ZEFOHRESRIZS

Porformance

= [OH]HVPsx{HUD

HiFEl Eseron

| CEmnlETel
WURE D2axs1d

{ R E R T LNEE R

Debug Conszole F?7

2.0.208

.1527

Fromec Analyziz

GEA R XS T BRSO S R R DM Ay . f A
SUBUE S B S U R s HoR DL 2% o (] +/-B T LUBCK R i /)N s R 22

M
5 355 A RS I 2 I 85 V1% -

PN TTEA S ER IV NS TEINE & Rtk -8

fiffi o i A A5 # NAN 5 # INF

e s H SO R4 (render-to-texture) SCHEHZ IEAAAE H .
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5.5. Jeti A ERas I %

LRSI Sk b UG, K s i e B ARG HHR A (ROP)
fe B

R MR IRASHEIN 28 1 BRI FIRESE BN E 21N, 1§55 EM
BT DirectX SDK — i 22358 () Ay o

&) BEE
TRI=/Frames: £8883 Time: 1640.2 secs [ONINYPerfHUD 3.0.208.1527 — NOT FOR BENCHMARKING

Indh=s Lt iartes Shade: Pixe] Shader Raster Cperation

EEr B Zer it e SatEs

** Back Buiter Imformdation **
Back Buffer sizec 791x565
BaclBufferFonmat: D3DFMT_XEBRBCSES
Back Butter count: 2

o MuSiSampleType DA TISAMPLF_MO!
WS ampleGuality: 0
AltoLeptvstenciormat: UEUEMT_L24xE
FulScreen_RefreshRatelnHz 0
windowed: 1

** RenderStates Dump **
ZEMABLE = D3DZB_FALSE
FILLMODE =DGDFILL SOLID
SHADEMODE - DEDSHADE_GL
IVWRITEERNABLE = TRLE
Al PHATESTENABLE =FALSE
LASTRIEL - TRUE

= D3DELEND_SRC

Step Forward Simple

Bl 15: JeMHER/ERSRINZS
AR L R ARG €005 Ye AR 1045 BB o R DA A Ay o IX 264
JEREELT
O E O HARME
O G2
O PEUIZE AR EE S R OR R IR I AR A AT

&, Zenable — Z HLIEAE

% Fillmode — JGHMEAF

% ZwriteEnable — LR HABAE 7

Debug Console Framec Anal

DA-01231-001_v01
April 2005
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AlphaTestEnable — alpha &) 1]
SRCBLEND #1 DSTBLEND — HIVE&#:AE
AlphablendEnable — &g i) HFE IR &
Fogenable — fog i3/

Stencil enable — KM ZrE A4 G H
StencilTest......

LEAE I SEMHEAE R SR M S B, I 1%
RGNS 6 22 s U SEAL Y alpha B>
HIANFEL FIANIE I S5 K J3 B blendEnable
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FERE LU, R I 4 (8 OO A %, SUPEREFFAIE th
KT AT RESDIC IR . fEiL 2, BRRE G IR CPU I LAE &
PEREE LLAC T B IR S, (RDULAE A 2 e A MU BEAT R ZE AL -
XM AR A 2R 2 A B AR R AL, JOAR S, FalE
2Rt S, B R IR T R e R . ST A R U,
RO AR BELAS R GUHEAT RAIIC R E RO DAL I REBRAT 5/ B JSE (11 RE 2
Th, ABIEX 2 A BEER R GEREAT FIRE AL SNEAE BT R TR

S AT R, S RAEASUEMPERESE, AR AR5
Tt AT H RDEFERE U0 FH NVPerfHUD 4k H P B L 8 o YR 28 Bk (] o
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6.1.1. FLEMA

EEAE R Ry Ry CPU MEDEL . B 16 Wor THERDE DG
AVFZIATERAEI S RE S, eI MA G L ] DR VR ART I Y 5 k H
MIRAL PSS A VFZ 1L ST BEAEIX Y fl B . IR T A R 5
U WREE R IOURD « RFFE A QOB DGR

(ROP) &
Application }~ Driver }% Vertex Shader }~ Pixel Shader — ROP
CPU E GPU Texture Memory
& 16. B Ltk
6.1.2.  Jjik
TEAAER 1) H RS LTS T 04k, KRR % T2 R TAE. KA
AT R IE XA, TERG T LR A Ak S A A .
'R
I NVPerfHUD A3 0l b 59 8 2 b 1B — 2. an SRR R A8,
MBI O3] T — AN, i nl LL A Al TR,
o B Oy AR LA e 1 TAE &
Ak
e TS LS, s> e TAR R, B2k REAS PO B 18 21 il
MIPEREK -
BE
BAEODIR LM 2, HEMEREAKIA 22K
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6.2. fiffi & A0

BRI AT LA I —88 43 RN & LR AE SERR BEAT R AL I BE AR H B
BE. B 17 2— MR, fd T AN RSUT R N— R YD
R HEE, BRONELGm — fERmgZ /e el , U
K CPU MR IF 6. RIRRIEE R, BRGNP R E g G N
=) FEAE I, AR B SN W) X LSRR T R AR
SR G rh 2R TAF R 2o PRI g ltn, K2 i4%
skybox il 1 23 52 2| 5 A (sl 2 pi R BRI, (H—AN it 21 BR 55 /D4
JLNN% %) skinned mesh 132 3] CPU B I s AL BRI BR . AL, DL X
B T R TAE R S

‘\ Vary Frame /1 ﬁl;ame Buffer
| Run App Buffer < vanes" Bandwidth
b Bandwidth Limited
| Vary Texture | FP'.S Te:ture %
4 5 . i T, Bandwidth
— Size/Filtering » Varies? @
No
> Vary . AFPS D Yes / Fragment
Resolution W—. | Limited
- /1.' \'mfzn \
Vary Vertex TR REONT,
— : —
Instructions ".'anes’ I:Pumll.fr::ted
Vary Vertex FP5 Yes T f
| > ransfer
Size/AGP Rate Varies? Limited

. Limited
B 17. B E MR

VERG: RS MRBEN R 2 T CPU (PR, mT LABEIN 4% N B . 0 SR IR e ) otk
FRA AT, WG N IR AR 2 T CPU R FR .
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B2 (TR

LRI e i H ARV E ROP, B A B 5 IR R SRR REA TIPS AR )
P BEE B BT alpha R &I IEWEITE IR, 12 ROP
AR T T R T AR U o 0

SRS IR P 15 52 1) 7 Wbty o (R BRI S 1R Mk i BE A
T RLIR R SR LG o WARF LR E N 32 712 16 (7 AEfs .25 s
PERE, MSZICBER], RSN HIRE 52 21 1 Wiz by 98 (11 BRI o

Wyt B 1R R/ INE R T B 0 A i 5 R I e

LU Y B i 20

BF 2RI SO R SR R IE B 28, B2 5 SR 96 . BLARDILARIA
B0 R SCHE il A7 R R Il D AN A it s i >R, (HIX R SRR &
FEA IR R G AT

NVPerfHUD 30 DL 2 T 808 1 R i BT A3 SC B 4ol 2x2 0B, 31X
YRR R S (B, I H A s A P e . X
{EMERE 3w, WG A A I N T R P I e 32 21 1 U BT 5 TR PR A

SUHRAHT 58 K R N RIFE G B A A7 A 2 P N B

%A

GFA ORI ER G NS B, 53 R R EAT
Ko RABgUEIatr “GEE A7 i . WEE, mTRaEn
W% ity S A e e A AT FE I T RE, A gehch “HoER” , Sihr
AR E LA ARG RGN SO T, IR
DX 7> 5 3 3 (MG oty T 1 A6 AN AT (K]

FRE R FA COE S, B /G NVPerfHUD K T 47 (a2 it
AR TR s . B NERAEERE TR T 1L 24 3B
NG A OAICE S, R MR A2 . WRSX e LR fE
S, IR R ARH AT RE RS 7E

1 RAEH NVShaderPerf 843 FX Composer H' ] Shader Perf [ £k H v H
WRZ MEOS. e, HTRFEOSITEHRREEER RN,

PN AEEE PN i S EAINE RN M AL E 2 S 0P M= AT TE S
AR B Dy it R M RE I HEAS B, FE ORI BE = BB P Bk
*POTMN R FZ R . BETERRILI TAERAZBHE & SR 2 & (O
b
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FX Composer & I VF 27 (0 S ERE, BT T-FEE (s I PR RE B
R T B o

T BOTRAHIFX Composer & NVShaderPerf# 5 B 45 43 47 T A NVIDIAE T 45 H 5 4,
PEMERE . EATTER AT LA M http://developer.nvidia.com % .

TR AL FR L

O S T FA R ST S — AT B e (BB 2= A6 B . T
ek, GUEMRRAESE) JF A LS A BTEUSOCHIME (B g e 1)
RS WIROEIETR . SO A bRAESE) sk, I, TR RER L T
TG 58 B IR AR LA B A A L 1 T 2

il 7 T Ak B A A AMEAR (T 5, IS AT NVPerfHUD A [ B
MREFFIF 4% v BRI Fp oo Re . T RBE s R I A R EIS% 1 JsUR e
B, WA N IR AUE 2 ) TR/ R 51 220 AGP ARH . THAA {0 2s
FRICH PR, B2 T BUE BeRA R SRS T HILEIR

VERG: ZHERRBUC R A RIZ 3R, N1 Direct3D I AT IN a7 I AR
SE AT B R B e

T bR 5 M a5

TR E I B 5 R 8853 TP TR S R G RAE N 28— P B DB 5 3R U . 3R
WIS R G I PE R T T S R S| SEBR A I o A7 TR E — A
AHOIZE PP AE G 38 B RGAEAERS, TEJ5— PRS00 T TR R R 5 | b 2ot ik
—FhEgk (U AGP 5% PCI-Express) A RefLI6 BB S — kil CFF
AELEAN NG B 5 A IR e s 10 2 % BRI R 17 AN 2 I H A
Fr, BEARIAEIE APL e AR [ SR BN FE P A $dom, 35 Bh oK 2)
FEFPIEREIEFIMAE GG 82K, 1155 % (NVIDIA KBNS dafefamg) (4
B, Hrp TR N R  AT HT 2R 5 | G  J TR G i ) e A T

SRR T s SR RIS 77 IR P AT, TR 2 B i 2
Ko

UAR T e 5 AR AT A R GeA et RIS (1 PR RECR T
AGP/PCI-Express b Z& (A I 15 s W0 RAC A7 FRAEA HUi 2 A fi 2 o
W2k BE TR A7 it B B
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CPU 5
BTN RSB RZE T CPU IRE, iEaEPF.

BN TR 712 W5 NVPerfHUD IN ] B P R 8 S I S (¢
) o WIREREARFT V- L HLIUGLT B R (o, 58 ] P a5 AR 2 A
R SR S BT, WIBEER CPU AR ] B8 e I 8 1) AR

Ty BIOER R N B B B . XN, NVPerfHUD 4 5%
il Direct3D BT I 2 FrA DP il Bl FROMioE 28 i 25 124 [ 5
L S8 7R YRR P PR 5 T PR ey B I R P PR e

AR A RE P PERERZ 21 7 CPU (BRI (CPU BAT I I8] [ el FE2 o Py A8 T
By, FCJRA T g -

K% DP A — F— RS SRR P & %R, 155 E K 18
Je ILfRRE

N HHIZHR . physics 55 (223K K m — FRAME_TIME ( ) M
TIME_IN_DRIVER (Z1 (%) &[] (I Z2 R 7~ 3 T FE 7 i I CPU I
[a]

HNTITECTEIR — B, IKEIFEF LA AR SO, R M RS
P RAFZ CRID oy, BB v LSS sOIT A S5 Ab 21 T
VEo HAE VRO LSS TP S0k SE i, 3.2 0 b dEA T T/ 41

0ms

K 18. XHEFKEAHRES

B 18 SR 7R, b W IR SRR I R 2 . IESE
FIRITETE T it At BECR R
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6.3. tifk

6.3.1.

6.3.2.

6.3.3
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BHERATC 4 I TS, AT s E 1O LASR vy B R PP PE A
LU EAe s s e AT T AL 1 224 T 4127

CPU 1k,

I AR 3 (R R e T RE R A physics B AL RS A%1M 52 21 CPU PR, tbAbid ]
RE DS St AL B K/ B Y BEAN 2 i (P RE A2 25 o T R A LN e
JP2 2T CPU BRI, %I ZIE B DB (g Zerh CPU M LA .

kD> B PR E

PRUREE T LR g gt , el DU TGt . R AT — A 248 1
TR BRIR I R IRAE I, R T REAE B O A i 2 DL HAEIR, X
FIEIR X2 5 F CPU MBS K AR A . th T CPU b s ik TAF, 2%
RO R B IR Mg SR A BRI, AL CPU B AT R R 2wt 1 45
A I TARSEAF B, DI EB S A (0 AR ) Yt R 2
I

IEREAT T AR AT B A B DL
BIE LA (1 2 T s %R I
ENEE S IEAE SRR R, G — A SO T g o

Bl TE A0 FH % 54 80 DRIVER_WAITS_FOR_GPU (#i{%) £k L7t
WHEH M A O T ISR 445 BB & s R A 4

T HEBRAR R B E R %, BRI TEDirect3D IR AT I iz AT B TR P I A B R iR EL
ek AR TR A RO PRSI T, B R
http://developer.nvidia.com/object/dynamic_vb_ib.html

R D 22 B )0
155Uk LTI I APT 68 SO IS 25 ARy CPU BRI, I

SRR AP IO, el )R > B RS SR I B, e s Rt
M e BCR N = MEAE R CPU AR 2 RAK.

FRATTHHH AL B e Sl BYR AP 5 (i T 34T (o i — 2H iy 2
JE, 0 DirectX 9 1] DrawPrimitive () F DrawlndexedPrimitive () o #t
AEFRIR) RN IR E RS T s T HE .
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i NVPerfHUD #6608 T fFHLAC B ) TAEE LT . 4% B 8ok Bon—4

FORE, KSR T8 Wi KT = AR . B 19 BoR T
A RERIIAEM N Y, RS T RZ Kt /b &k s E Rk
1T DP T .

2000

1000

B 19. KZ/MIEE DPIRH

B DP AR, WAL T
MBHHT =ML, BHEN=ABESENFTEE K. X
PR RE AL S R I T ki A4 — B e 3= 4 bt
NV Tristrip % 0] LA Mhttp://developer.nvidia.com F 4, ‘BHEAL T AH YR
5.
FERHGET T  9ANF S GAE AN RIS, AL PR W T
P2 QU2 HEAE S 2D SCBE R TG A BOE SU AR bR, 8RR LR
fi ] 2 AN GURK LA BT AR B R e I’ P o T, XA Ty mT
REZSW M mipmapping A JSCH AT ). 3 41X ) ) 7 VR 22— JE K
A 2D SCHAE AR SO T o BB ARCAR (1) NVIDIA SDK G4
VFZ LI TR, X4 T H B8 A B 8 G 2 I 008 SO P 0T
B NEOSEEFMSABERERR. S92 ISP aH i
JEPEEN R AEREREARGS (1 an AR BL A AL R AR AR B B A I, 41t
AL PR T AT . AEIREEIE DT, 0] LUK 2 AN FE RSN TG A 1 2
WAREAME SR DR R TS A R PN B S . EE
FEW i (s T A IR R 5 HE W A o Hh BEAT B ER I8 A IR i e 4t
TR, AR AT AKX N AN G T
MRS FAFE—ANMBRS0E N, BEHIUTE. %8505 87
Tl o B R 2 B ] S AN TR R 2 1 ) — DS RIS W R 2 A5 DL %
WA R A — 4 9% DL “ Sz W AR BIAEAN R AL, JF H (Tag)
HAAFE R o Herb— AN TR A AR R S R R (1 A 75
U S A TUR R A E L Bl (e, B ss4s) o REHK
ATLAR ] — A R A R e i S BoE . — ek, 241k
(&T 10000 Z3IE HAREZ U sE@l i A HE, PO ey P>
Kz B A CPU BEYS I &7 o ST A NVIDIA SDK H A2
T AU CRE Al ss B UsARaS D .
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R ERSRE RS SCREMCERRAD . BTSSRI RIEH
WU MR BB EL, XL VR A WA 20 3. i, i RAy
WANEALEE, —NTFEL 4 bone skinning THUAUH A 4%, 75— N75%E 2 bone
skinning TR A (s, AKX MHEALPLHE 2 T HERTLIE —A
iR s, %8 OAR AT K bone £ H IF RIHEBAAE, XBGE
BV LI AR e ok, XA HEAE B RE S . EAE
FrE s LS LR RERAT RN ZhRe,  FUR 2 A (s K A
). M52 A AR A 4 bone T ki A5 (a8 I 1) B zero out JLE bone
influences 2>~ 4 M TH A bone weight.

REHSREE TSR, L5 TR PN 6P e R 36 (s i
=, AUCK SRR alpha HIEHBOCEERE T, XFERT AR R . [
P KA (RO N SO R T A RE W R AT O AR B

6.3.4. PRIV AL AT b 0 BE

PUAE (1 B HTRE Py b T A S AR 2> 2 ORI, (AN DI Tof 1 gl AN 2%
Ko TR TR AR B R A CBE D AR i N RS PP R
H, I EL R 5
TR AP R TR D7 8. R 7108 A 200
sl (e E ) .
FETURRE P W ZE BT REPTHE S I TR, T AN EEEEA E NS T A
W flhn, B REME A2 akskek, DOy R EgE
TAERPIAS, B8 =N BEAE THGURE e A 7] 5 0 SRR 3 ok T
TRl IUR A i A A U AL B JEE R 3
i 16 ALK T 1B He 32 AR Fl. 16 AR5 IO AR v T B85 A7
fiti SR LL AL D
DA RS 75 0T R TH A i . DAL 7 AE 4R O et I 2of
A & SR IO BRI R A7 v o ARl ds 4k —FE, AR
K 1) 23 18] 67 B AT B 4 KRR B ve I reinide G A b SR CE (K i b %<,
M T BEEARR P i P 7 96 o

6.3.5.  {EALTn S b

FEBUR B L P b T AR AR D iSO T, ARRCRR B AR AN S R, X

PR TR A 5 208 ARt o SR A A IR T s AR B I R e (K

A, WAL R 5k
KBENGUHEATS CPU SR WHIGILN, T, AR MNS
AR A R A )3 SR AE TH R O fs TR SE e B, TR
T FR) 2 1) O R O B e gl A A T A (s R g By, AR IL TS 4 2R
Bt 5 i 22
IO (ToLl) 5T R RIESRFRATHAL. IRETE ST 4
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A WERBEM AT PARAGEER, AN A T AR 8O I, T
P ok L2 e ) TAR AN RIS . BRI Z R e As, S
RN ZR S AT BT [RIIN D6 20 iy 4 T £ P A% b SR S Hs AL
BB ALt T RGN eI T AR, AiiD3DX K
NVTriStrip — http://developer.nvidia.com/object/nvtristrip_library.html.
IO T R H R o SXAR DBy LR, AR ] £ B A 2K
(LOD) 7575 — #lin—4ifas LOD, W] LA okt il ird /b T ni b BE )
TAER.

FEAH TR AL EE LOD. [ 1 0V 2 AL B A TR S A6 ] LOD BLAh, kit
LOD A BESERR T s SEA L o B, BARAT REAN T ZEXHIZ ALK £ 1
AT SERERT 4 bone skinning, 777 fi A BB U A FHARAG KSR
DGR MRS AT 222 U, IS A/ D RE R AR A
RIS 22 DR Bk D T s AR ER P o FH F) B2 U

A P IE A AR A A o AR 220 Ik A 0 AR 4% ] R e 3 2 0 B T R
HIEAME BT IR B H IS G . B, FEREATTH SO, W SR A
TR EAT il A0 G A TR TG O et A7 AL ), S s 20
TR s h e b — AR WADEI R EAE CPU R34 B X 5
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