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@ DaferredShading .
FPS: 38.2 TRI=/Frame: 68883 Time: 353.7 secz [ON] HVPerfHUD 3.0:208.1527 — HOT FOR BENC
Shader Visualiz

= Use 2x2 textures
= Ignore DrawPrimitive Calls
= Set NULL wiewport
— Toggle batch histogram
— Fade graphs background
= Hide NVPerfHUD graphs
= Wireframe
— Depth complexity
1 — Show help » infc
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NVIDILA GPU Programming Guide — & & & % £ Dtips and tricks [ U~
z]

NVIDIA FX Composer — ¥ = — 4% — D BFEREE [V ]
NVShaderPerf — & = — X —EEEDIfT = —7T 4 VT 4 — [v>2]
NVIDIA SDK — fif[f &, D a2 — RH 2 TV LR (12 ]
NVTriStrip — creates strips that are vertex cache aware [ )7 |

GPU Gems: Programming Technigues, Tips, and Tricks for Real-Time Graphics [ Y » 2
1

PEREICRE S 2 EARRICA M TY,

GPU Gems 2: Programming Technigues for High--~7 4 —~ 2 X 2" 7 Zics and
General-Purpose Computation [ V > 7 ]

Microsoft DirectX A8 —AL~N—3 [y 7 ]

Microsoft Developer Network (MSDN) A8 —A~N—[ v v 7 |
“performance” & “Hgifl” ZMB L T ZE W,

Microsoft DirectX SDK documentation — f A h—/LFED AL — h A =
2a—IlZHY ET
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WEST HERIMREE =X —HL—F 2T 4 AT VLA RTARX—HT
EH L TWET, NVperfHUD I&, #4720 A MU 7 2ZEL, BFRD
DT TV r—2a EREESEDT-ODICAPIA V2 — 7 M B LT
BYE4, 25 0OFIEAMIE. NVPerfHUD % MU HERE S, /&7
A==y K (T%A) ZBNEAT DI ETT,

NVPerHUd # W TEBFHEH D Ditec3AD 7 7 ) r— a V2 REI & H 5
& DirectX 77 7 4 v 7 AD _EFIZ NVPerf HUD 2 —H oA X — 7 = —
AMBREND D% ZENZTETET, EEhA Yy h¥—Ickb, BT
LT 7V r—a B LONVPerfHUD & O B 2810 #az 5 =
EINTEET,

BFELOT 7Y r— 3 % NVPerfHUD fi##fT 73 T& A YRBEIC L C,
TEDI7 A v 7 AX—FDOFIRIZHEZ 1L, NVPerfHUD 23 Bz 2R
=770 FE 3,

1 BEEHEOLOT IV AS— g
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NVPerfHUD |Z, BFEFLOT 7Y r— 3 VONEKEZET 5 DIz
BENLOBRI IR VERRFRNT Y — VT, BB =FNBEROT 7 r—a v

ZEFAl 7 S RIEICRMT 5 2 & D72 X 91T, NVPerfHUD fi#tT Z2 A 21k
THEDICETOEREEZTHIMERHY T, BRRLOT Y r—v

g T NVPerfHUD ZHENIBHENWEZTEL 720D S HICEE LWEmRA.
ALEOREBIZZEWET NI Ty a—TF 4 7 OICGEE# S Tn

£7,

Note: 67 2HiIC, BRRHLOT 7Y r—3 3 O NVPerfHUD % 7 ME5h12 LT
L&, B LANWE, #HTHLT 7Y 7 — 3 Ed NVPerfHUD & 4
HIENTEET!

TITAVT AT TA 2y bT v 7T oL SITRONCT D &
? 1 21%, Direct3D CreateDevice() I ZFFOM LT, 74 A7 LA TN
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A A&EWRTHZLTT, BFERLOT T r—varTiE, UFDX

9 REE S FR SN TWDHIET T,

HRESULT Res;

Res = g_pD3D->CreateDevice(  D3DADAPTER_DEFAULT, D3DDEVTYPE_HAL,

hwWnd, D3DCREATE_HARDWARE_ VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );
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BFEHHLOT 7V r—3 3 U2 NVPerfHUD IZ X o THREh S &, 4
F72 NVIDIA NVPerfHUD 7 % 7 % —EpkEnx4, BFRELOT 7
Vir—vaid, TOT7XTH—%RRNT 52 LI2K > T, NVPerfHUD
2T TN = a VR AR A 5 A5 Z ENRTEET, IHIT,
T =3 DI, NVIDIA NVPerfHUD 7 % 7% —ID % &
BIEFICEIR LT, RIERMITICIBRSND B DORH LD T, T3 A H
A 7L LT, &9 “D3DDEVTYPE_REF” Z iR L T 723V, NVPerfHUD
THTE—BRIRSNT-OTHIIE., BTFROLOT U r—v a3 Uk,
EEITIZV 77 L RATATIAB—ZHEHL T BbhE T,

BTRREDLOT 7Y r—3 3 TO NVPerfHUD T % ATHE & 9~ 5 /)

fROa— REE X, ROLI b DTT,

HRESULT Res;

Res = g pD3D->CreateDevice( g pD3D->GetAdapterCount()-1,
D3DDEVTYPE_REF, hWnd,

D3DCREATE_HARDWARE _VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice );

(EF o X 912 GetAdapterCount()-1 ZFFOHT Z 212k »0) &
BT X T E—%ERT HHAITIE. NVPerfHUD IZ X » TAER S ILD
NVIDIA NVPerfHUD 7 % 7% —ikhll 7 U A N ORZIZH D Z &8
ESNTWET,

Note: BFERHLDT 7Y /r—3 g T NVPerfHUD fEAT &2 283 5 72 OIS BE /R B,
NVIDIA NVPerfHUD 7 % 74 — %R L, DeviceType 7 5- TERBRETDHZ
ERETTY, ZheDARTA—FDHH 1 OEFER LIZHAITIE, NVPerfHUD
fRNTIZFATTE RN £ H Y £,

BRIOEXD L 51T, NVIDIA NVPerfHUD 7 & 7 Z — 3 fIl Tx g &
TTIE, 2O R FEENBFEROLOT 7 ) r—ra Ay 7 by =
7®)77V/X7XT74$—%ﬁ%éﬁfbi5:kﬁ%@i?o
ZOMEZERET 572012, BFRERLOT 7Y r—yv g UHIZET
CreateDevice() ~DOMNOH LELLFO a2 — IR 5 & %io@]bb
LET,

// 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

// 1T it is present, override default settings

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

{
D3DADAPTER_IDENTIFIER9 ldentifier;
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HRESULT Res;

Res = g _pD3D->GetAdapterldentifier(Adapter,0,&ldentifier);
it (strcmp(ldentifier.Description,”NVIDIA NVPerfHUD™) == 0)

AdapterToUse=Adapter;
DeviceType=D3DDEVTYPE_REF;
break;

Y
b
#endif

it (FAILED(g_pD3D->CreateDevice( AdapterToUse, DeviceType, hWwnd,
D3DCREATE_HARDWARE_VERTEXPROCESSING,
&d3dpp, &g_pd3dDevice) ) )

{
3 return E_FAIL; NVYPerfHUD 3.0.210.2120 X
T o T, BEENSTHEAIZ IJsage; MYPerfHUD <Direct3D9 application >
720 Jou & I NVPerfHUD fig## Z& You can run MyYPerfHD From the command line or
FEITTAHZLNA[GELE AR Y | IEH drag-and-drop vour program onto the kYPerfHUD
CEFSR TR, BEELO icom, Run withouk arguments For this dialog.,
TN = a7 by 2T Options
V77V ATAT ITA P =24 Chonse a hotkey ko activate NyYPerfHUD while
H\Ww=LF9d, T A v T A your application is running. Use cormbinations

N F Ctrl, Shift and Alk ko select a hotkes that
54— RNOFIEICHE ST, BFHD o

does nok conflick with vour application.

OFT IV r—a b BT,

_ . Chrl + 72
NVPerfHUD % FEIT L T 72 &0, |r

Imput API Inkercepkion

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

kKevbioard |Miu:r-:usu:uft DirectInputltm ﬂ

Performance Analysis

NVPerfHUD % Al CEB LD 7 | Farce NOM .P'LIRE dgvice .

o . . . MO PURE device reguired For pixel shader
TN = arEFEITTHE, M) visualization,
WRRED T T 7 LIERBBTFED
OT IV r— g O EENICER Frarne Analysis
SHET, NVPerfHUD O & 72 1% Delta Time |Fresze >l
BE = N N A
. TRlOEY b yT7TEtE Set to 'SlowMo’ iF Frame Analvsis Mode Fails,
ATCHETHEEIAR Yy ¥ —Ilo & {See the Troubleshooting section in the User
ST RN £ Guide For more details)

1. NVPerfHUD %A ' A h—/)V

33 Cancel

A LVAR—=T=0H LT A
aVHETAV by 7 RICEREELET,




DA-01231-001_v01
April 2005

NVIDIA NVPerfHUD User Guide

2. NVPerfHUD % Ef7¢ 5
NVPerfHUD Launcher Z ) CTHEITT H &, REX A T a7 RN HE)
BICFE R ENE T, 27 7 r—ra v 2fE LR T,
Launcher #E(TT D &, FICREF A T &I RiLET,

3. EEiFRy FF—%28IRTS
BFRERHELOT IV r—ya v MEHLTHNDSEF—EnbLES> TV
WZ EEMHERL T EEN,

4. APIA VZ—k 7 FERETD
BFRFROLOTABIPNF—AR— R/ X Xy T T v T 55k
Z NVPertHUD IZHE/R L TL 2 & W, BFERHRLOT7T 7Y r— 9 v
DY R— SN T 2WHEEFEATUIE, F—FR—FBLO %
TPid~ v RAEFHTHZ I3 TEERA,

Note: E@EhA& v FF—afH LT NVPerfHUD Z&E£&h+4 2 &, ZDHDF—R—
KA ME$T_T, NVPerfHUD (2 »TA v F—kF F &N E T,

A7 a > : NVPerfHUD @ Force NON PURE /XA Z¥GE% ON (2 L
£7,

BEELOT 7Y r—3a VBN PURE T ANA A& L TCWBEA.
Force NONPURE T NNA AF = v IV Ry 7 A% F v/ LET, BF
L7 7Y r—2a Y NPURET N AZFHLTEY, Ay 7 A
DTz 7 STLTWRITIUX, 7 L — A rE— RO T E 721X

Performance Mode TO 7 /Ly = —F —D A LD TfFEHIZ T
FH A,

BEHEDLOT SV r—3a % NVPeefHUD T RAY by 7 A v
LRI 7&Ky LET,

OKZZ VUo7 LT, BREAT Va2 LTHE, BFEED

D .EXE, .BATor .LNK (¥ a— % v b7 7 A /L% NVPerfHUD
Launcher Icon FIZ R v 7 & ey LET, a~< KI5
NVPerHUD.exe & E4T L, T~ T4 U548 E LTRITT D L 91
TV =y a R THZEBAETT, AN HENIICKE Z 5
Eolc, RoF Ty ANELERT S, IDEREEELTH I L&k
R HHBEE B NET,

F T a i BEELOT T r—a vin7 L— AMMENTE— R TR
HEILET 20, REERDHEEITIE. “T/VH Z A A Delta Time”
DFRE% SlowMo IZEE L TL &V, Zhud, RIEN NVPerfHUD
WZHDHDN, FNELBFRELOT V) r— 9 0lH D DONERE
THDIKRNLBLET, SHIFELWZ EiE, P TF Ty a—TFT 07
D% ZELTEE0,

Note: ®IiZ, 77U/ —v a U &ERETIC NVPerfHUD #E1T L C, 3
QT I EATBHLICLTLEEN,

ZAT

&
i}
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MR E D NVPerfHUD 7 7 7 L fERBBFROLOT7T 7V r—a O
BRI RENTREET, TV r—2a URFEITSINTWDEETR D
BT A3 T, NVPerfHUD &0V BV 44 7201288 L 7- i H)
Ry hF—%FHLTHL, FLEHTE, A AT Y —2 « LT NRE
RENET, BERy Nr—2FHATL, BFERLOT TV r—v 3
NHRTEDRREICEIRLET,

Note: BFHHDT AV 7 — a U HFOR MVRy 7 ZIEHICEETE 5L 5107
572%. NVPerfHUD |, Presentationinterval %
D3DPRESENT_INTERVAL_IMMEDIATE IZFZETHZ LT, BEIU 7Ly a
R Z sl e 4 7Iic LET,
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H3E EARMEEDRN

NVPerfHUD 2N SITZWFR T, 77 7 4 v 7 AR T T4 VFEBROE
1T XT3 =<2 AA N 7 ADT T T7DFRR, BEOMRETHRILE
— RZHWCOBET 2MBEOBRE T2 T, IIHERE ORI —
RPERENTE— R DT /Ny J e a Y —)b s T—=RT NNy T ar ) —
JLE— KX 7 U — AffHTE— R 7 L— AffiTE— RICBID 252 &
HTEET, TNy T - 2V —/LTiX, DirectX Debug 7 > % A L6
DA wt— NVPerfHUD 226 %L BFRELOT7T 7 r—= 3 U
DAL LA =V ERRDERINET, 7L — LT E—RT
X, P77 49T AL T T4 O TRIZOWTOHEMEZRR LT
SND @ E R AEREE NS TR W2 £ 7,

PLFDOF—Z2#4 2 L T, NVPerfHUD ZFE) S 7 RAET, 2N HDFE
— K20 EZ A LN TEET,

F5 {EREfEHT Performance Analysis
BAIVTTTT7ERESNTZFEREMEH LT, AV Ry 7 Z4F
ELFET

F6 T /3y 7 « 232 Y—)l Debug Console
DirectX Debug 7 > # A L)nHD A v E— NVPerfHUD D53
LFOBERLDOT TV 5= a b NoDH AL LA v —Tk —E
FKRLET,

F7 7 L — AN Frame Analysis
Freeze the current frame and step through it one draw call at a time, drilling
down to investigate the setup for each stage of the graphics pipeline using the

State Inspectors described below. 7 L' > b 7 L—AL% 7 J—X LT, 1
[ Ra—a—)LT—EIC7 L—2r%iED, DITFICREHINA TV
State Inspectors Z HIWNT, 777 4 v 7 AL T T4 2 OF TS
ONWTEy by 7Y TP CGRHELET,

10
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MEREfATE— R

ARFETIL, NVPerfHUD 2MEREMRHTE — K THRR L7 IHEHROAR DA 0,
BFELOT ) r—v 3 BT AR EOR MRy 7 HEFE LT
B b T 272010, BEKST-MEREERZ M+ 2 FiEIC O W TR L
7,

20F, VEREMENTE — R TR FRER S T 7 LA —"—L A Z/R LT
£75

@ DeferredShading (s A ) EI[§|E|
FPS: 38.2 TRIs-Frame: 68883 Time: 353.7 secs [ON] NVPerfHUD 3.0.208.1527 - NOT FOR BENCHMARKIHNG
Help
= Use 2x2 textures fixed Function Red
BT -~ Ignore DravFrimitive Calls » 1.1 Green
— Set NULL viewport 1.3 Light Green
’fﬁ%ﬁ(Fl Tk — Toggle batch histogram 1.4 Yellow
Va ) — Fade graphs background 0 Dlu=
— Hide NVFerfHUD graph= a Light Blues
= Wireframe .0 Orange

Depth complexity
Show help ~ info

YolTex CubTex

Ry F o r

777
1000 2000 Y 2500 2000 4000
AEY
sA 777
777

|
. . - rap : 0 — |
= Mz per [rame Driver time CFU waits for GFU GFU idle MHem  AGE Mem

ES Porformance F& Debug C - E7 Frome An
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Viviar Yiram
1

i R T p—< VAT T T

NVPerfHUD 1, B8FFHLOT 7V r—a RIS BT & &I,
IR E CTEOND T T 7 LR T =< AR N v I REFKR
LET,
EEIR Y hx—LUTFTOA T v arzHdsZ Lk, HEIZRD
T, DT T 7R0EMRE SHICERSELZ ENTEET,
F1 BEANLHIGFWMOY A 7 VR
Ny FHYA XA NI T L NITAVERRLET
YaAsk 7o RSETT T 72 /AT LET
777k LET
TA X7 L—A
Depth Complexity 7 7" A D HEM: L~ 1

OsS I T

Note: DirectX Debug Runtime 234 272> TW\WH & XIZIE, #1437
77 7 & directed tests [TA 71272 Y £97, Debug Runtime B8 TN
SNDF ==~y FEMRERHED T D, YERRIFT 21T 5 T2 DR
ENIIAREY T, BEA v E—VUBRRINETH, Fr—a—
NTZT7, NyFeRAMNTTLABIORAEY 7T 7L TR
FESS

W1 T TOHRTT
RKE—RTERINDIT XX, LTFOERZ) 7ICpElanEd,

FPS ¥ X O Triangles/Frame

HANRT =< AA NI T AN, A7V —2DEMICERINET
(K2#xuZTELITEIW) ., ZNHOEERIRT, BTFRLOT 7Y Fr—
Va UIMEEEZITT AEEOIRREL Y 97,

B B8 FopPolyoonVolumes?
FPS: 40 TRI=<Frame: 88406 Time: 285.3 =secs

3 NVPerfHUD & 3 — (G L&)

T 7 AT a—)vT 5
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INEDTT 7T DTE=E—D L O DT, TRTOKE LD
LREWZAZB— LT 5L, REFENRENE ZE I ET,

100 ms

50 ms

0ms
X 4 INT fp— AT T T

0} #= GPU_IDLE
GPU T A RIVIRIETH - =il &7 L — A
0 7 = DRIVER_WAITS_FOR_GPU
RZ A S=73 GPU Z 7272 1F UL e & 72 > o T Rl e [ o0 S 5
(ZDX D RHEPETLHBICOVTESICELLBAVITRY -
W, BREHAZZEIEIYY)
0 JR= TIME_IN_DRIVER
CPUM RT A N—a— REFATL TV HREHE "7 L — A
(DRIVER_WAITS_FOR_GPU ()% & i¢)
0 = FRAME_TIME
%7 L—LINBIROD T L—L~OREE ] O & FH —FRAME_TIME (7))
DOFgEHE LT KL Lizwn
FRAME_TIME 17ms 34ms 50ms 75ms 100ms
FPS 60 30 20 13 10

Note: FRAME_TIME () #f & TIME_IN_DRIVER (7R) RO EEMZEMN, 77V &r—
armrTYy 7L OoSICR o TERLIS N RHICHEYS LET,

Ny 779 RTEITENTWNDHOSOTatvRIZE-T, AL 7D
RAENFBEI NG ZER’HV ET, TOF T 71X, "— KT 4 RY
DT IR, FTITAFDT v 7a— R, OSOALT I ARNAAL vF7
Bl TAELD 7L —A L — FOZERRBEMNZ R L TWET,

100 ms

Oms
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5 RFTE 2 AR A 7

B THLRY . 2O &5 IREBITIER TTB, AL 7 BRET D

HAZHERETLI2MLENR DY £T, ZOX ) RIREBEHMELHDT

HIUX, BFRFHLOT 7Y r—3 3 UE CPUICAR A DD EEDIED)
RENATON TV D HEREMNNH D £,

A AT A

TIME_IN_DRIVER (78) & FRAME_TIME (1) DR RIFFIZ A N1 7 LTV
. RTIANR=BT I AF ¥ % CPUMNDL GPUIZT v ua—7 4 7
LTWA7OThLAEEENH Y £,

X A7 B:

FRAME_TIME () DFEN A1 7 LTV D DIZ, TIME_IN_DRIVER (7R) P
BNANRAL 7 L TRV THIUE, BTFRLOT 7Y 7r—v a3 U3,
CPUIZARMBPNDMOENDOER (=T 4 A DT a—T 4 77
E) BIToTWAEN, N—RTF 4 ZAZIZT 7 BALTWSAREMEN B
DET, AR, o7 o 2 EZLE L TWS OSIZ k- T4h
CoZEbd £,

GPUIZT —H ZEXELTWRWVWD T, FOBIIMNDr —ATH AL,
T DEAENHDZ EICTHELTEEN,

Primitives Graph J£K 77 7 Z i <

ZOTT 7, 7L —2%720 O DrawPrimitive, DrawPrimitiveUP %
) DrawlndexedPrimitives (DP)2—/L Oz F L CW\WEJ, HEE LD
RNMVERY 7 BRET DO OEREFEHT 5 HIEE, RX—T0
INA T T A RERASA T T A EERB LU 6 B Tl SAVTWET,

2000
A\, e T~
1000
0
%] 6 DP =— V757

Batch Size Histogram /X %4 Xt A k77 A

Ny FH A X772 7%, (BEEOEE)R Y h¥—%2H L)
NVPerfHUD ZEHE L, BFX—%2#FTZ LIC LV EEISERneE, Ny

14
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Y ARXT T 7 FRARINET A, BALX, Ny FOETT, H-FBD
BRIZ 0-100ED h T A T I NEBTHNyTFOKELRLTEY, LITF,
B FHOBIX 100200 D ST AT IV EAT IR FOHEFRLT
WET, NS RNyFEHELHEHL TWDEEIZIE., oG
e ET,

2000
1000
=i
X 7 DP =—/,Lt X F &5 A
ATV TTT

KT T 71, RIAN—IZLH-TEINETOHNIZAGP L ET A AEY D
AL FaeFR L TWET

1] | IS |

Vid Hem AGE Hem

X 8 ATV 7T 7

Ho2mE VY —RERE=X—) YV —RERE=X—

DA-01231-001_v01
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VY —2Efe=s—) =R =S — A T —2E, U Y—R
DAERIND ZLICAE L E9, Direet3D TDO VY YV —2D@EIA) 72 AT,
MEREZIK T I ONEE 2D T, AIRETHIVUIFIEET 5 & TT,

X 9 VY —=2ERE=4—1 Y =AW ET =4 —
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Z—ENnD VY —=AERA XY FOREIZ, UToLBY) TY,

Tex CreateTexture)ZfHH L CTAE S NIz 2D 7 7 A F v
VolTex CreateVolumeTexture() & VN TARR S 172 Volume 7 7 A F ¥
CubTex CreateCubeTexture() & FHU N TA K S 4172 Cubemap 7 7 A F ¥

VB CreateVertexBuffer) & WV TAER S NToN—T v 7 ANy T 7
IB CreateIndexBuffer() & F W CTHER S NTeA VT v 7 ANy 7 7
RT CreateRenderTarget) % HHWTAR SN Lo X —F—F v K
DSS CreateDepthStencilSurface() & VN TAEAL S 4172 Depth stencil

surfaces 7 7 A AT VA

Note: U Y —RA4flkA X K Debug Console (F6) T H Rk SALE T D

B2
A FEER

DA-01231-001_v01
April 2005

PER

T, AP —FRNEB LTV DEREZMD Z N TEET,
Pipeline Experiments /~A 7>

L@T%wz/ﬁ%%mﬁé X, 797 49T AL T T4 D

W DRI WZHEPT2MENRH Y £9, NVPerfHUD % ZH|H =
ﬁ<:&KiD\HT®£%%ﬁ5_&#T%i¢

T—7 7 AFya=y N HEET S

T AF Y HEIEIC L > TBFEHLOT 7Y r— a UHERENHIK &
NTEL, 7L—2L— NPEIIIZEINT 525512, GPUIZXI LT

2x2 7 7 AF X T 5 &L O IZHRH L E T,

V—N—F w7 2=y N B+ 3

IX1 OV —HEEZHNT, X"—=T v 7 Aa=y NEOIAL T T A

VERBICBIT AT AZTA =T a b a—T 4 VT DIEEE TR
THWHLES, o7 Fa—FF, X"—FT v 7 RAa=y NMEDT T
T AT AN T T4 2TV ETCTGREL, BRRbOT7T 7Y 7r—
va UHREDIN—T v 7 AL, CPUEERB IO/ 7232 T

VYT a ko THIRIAESZ T TWAENE D AR IET D=0 ff
AcxEd,

N—Eliminate the GPU & HIf&3 %

Z OFERBIL, DrawPrimitive() 3 & OF DrawlndexedPrimitives() = —/L % ¢
NTCHEH T HZ LT, ﬂ@_kyme%ﬁLfmé% Exrfl L%
T T T T 40T AL T TA ERICHERR LRI E. 2
nm;of\ﬁ%ﬁ%@7f9&~vay%%ﬁ#é7v~AﬁEﬁ
EElERET, REEOZ(KIZE > TA L CPUDA—/R—~y R

BMENDHZ EICEELTLIEE N,
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N—=T g LIl Ny = — X — @RI EHIZ LT, BFED
DT IV r—arTEIZEAY2—F—NEDX ) ITHEHENTWAS
NEAFETHZEHTEET, FFEDY = — X ——T 3 U EZL
EnNbHE, TOITN—F/ETHETOY =—F =0, FUATERS
NET, NVPerfHUD ICHE SN TWAY = — X —Duf{b A7 a v %
PLFIZARE L E T,

1 — [ R RE () 5207 ELY =—F— (H)
2—11E7®8NLy 2 —HF— 9] 6 —2a 1107’1211/“/:1:*—53—(
3—13E 7y —HF— ( ) 7—30E 7Ly —H—

4—14E 78NV 2—H— (1)

Note: ¥ =—X&—da[tR{ki%. NON PURE 5 /31 & & L T Direct3D 7 /3 AMARK &
NI EAIZ D BAEENN - LE S, NVPerfHUD TiZ, NON PURE 734 ZE— R
TT AN ANERSIND KO IZHERITHZ ENTEET,
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Vv ~rs
oy 4 5
Debug Console Mode 7 /N> 7 =2/ — )b
T— K

ARETIE, 7y 7 aryy—EF— RCTIFHNWZZT DIEHRIZONT
B L E 9, Debug Console screen 7 /3> 7' Y — )L A7 Y — 233 K10
ICRENTNET,

2 DefarredShading (- ) |:||§| E|
EESTR33 2 TRISEFawe: ] : HCHMARKING

AN Helper: Fnhanced DEDDekugging dizabled, Application was nat eompded with B30_DFAIIG_INFO
DireckaDS: (INFOY - Hal AP device selected

F5 — Pexformance FG — Debug Console F7 — Frame Analysis
9 L
1 O j7\/§\y£7\‘l‘/yh—«}]/:Eb_. ]\“

Debug Console 7 /3> 7' 2 ) —)U{Z1%,  DirectX Debug 7 v % A L& S0
LCHE SN D A vE—, OutputDebugString)BI %/ L CTB TR LD
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TV =g ATRE SN A vE— ) BIXUNVPerfHUD (2 K -
TREINDZEDMOEEST T —RNT X TR RINET,

NVPerfHUD IZ X o THE SN Y V— R ERA Ry b B L OEE 13, 2
VY=V 4 v R bhiEEkSNET,
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LLTFOA T a 2 H LT, Debug Console DAFENEER A I A X~ A X
THILWTEET,

C ClearLogEachFrameﬁ%7 L—2oualZxr V735
S Stop Logging = ¥ > 7 & {£1L79 5%
F FadeConsole 2> Y —/V& 7 = A K95

[Clear Log Fach Frame % 7 L — 200 7% 7 U T+ 5| OF v 7Ry

JA%TF vl THE TL—L0HDNL, 2=V 4 RUD
aVTUYNIT VT ENDEDT, By v 7L —AIlko TERENZ
BEDHINERENET, BERELOT AV r—varin, ary—iu
U4y RTICHE D RWEEL T L— A T L IZERT A, AT
R

’—StopLoggjn D%f/ﬁ%ﬁﬁ%‘]ﬁ'ﬁ—éj @5&1 ‘/77\k‘/7x7:1f3:1‘/7-§—€)
L ary = UEEH LA =V R FRR LR 9,
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5
7 L— MR E— R

RIETH, 7 L= MR E— R RABICIEN S 5 71k & AT — RO
E7e 7T 7 4 > 7 A/SA 7T A State Inspectors JREEFRAFERBIZ DV TR
HLET,

@ DeferredShading
FPS5: 53.9 TRIs/Frame: 68883 Time: 732.2 sece [OH] HYPerfHUD 3.0 208.1527 - HOT FOR BENCHMA]

I

 MircLINCAR MIP:LINCAR

Mot used

Mot used

Mot used

. Jumipy bo
B-

. W

-

Elep Back Step Forward Advanced Dep

N

EE Performance Fe Debug Console =F7 Frame Analysis=

11 7 L— AT — R

E/ERME—2ZHFEHA LT, 5/ RO Fa—a— B8 L7 L — AfifiTE—
RERETAEZOD iDL o a v 2RREITARZENTEET,

A JERT A AT VA S TINT 4 AT VA A HIEI ) B2 R
LET

s EELFRLET

DA-01231-001_v01 21
April 2005



NVIDIA NVPerfHUD User Guide

W  Wireframe VA ¥ 7 L — .4
D Depth Complexity 7 7" 2 DAEHENE L ~L
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o5 1 Hii LY T DR

DA-01231-001_v01
April 2005

VRN TT =T 4 77 NERT AT L—LAERELESGA. v—
U D N AR T B0, BEEA URNEZ S HIZFEL <G
TS, ZUo—AfffrE— REFEHTLHZEICED, 7L—2HD
RFe—a— a3 XCFES— T2 ENTEET, 7 L— LT
— RIZUID 25 L, NVPerfHUD WEBTFRHLOT 7V r—a v Ho o
Oy 7 EEETADT, WLy hT7L—A52 7 ) —XSHRNG, L
VR T L= AEFHMCT T A N TEET, BRERBLOT Y r—
arvinTZL—AEHEMEE LT = A= a AL TOIUR, 7Y
— AL TWAEMIZT = A=Y aran-47Y =27 ML TRIHD
WAL 2 FEHA,

Note: 7 L —AMNTE— REZADHEAT L0, BFRRbOT
V/r—3 g id, NVPerfHUD WZDOT 7 U r—3 g » #FIf<T
EHXOITEMEL R IER Y FH A, BHERKEONLLFICEHE
ENTVWET, ZOMOFEIHEIZOWTIL, AXLEOREIZTIN
EFT T TN a—T 4 TOHIE TR TESV,

T L= AETE— RTIE, BFRRLOT7T 7Y r—a i
QueryPerformanceCounter() F 7213 timeGetTime() win32 B8z EH L, 21
SORBITEILL TWD ZERRELE SNET, R, dBXBrDF—
AT, BRRFOLOT 7Y r— 2 03, R d)OFE 2T # 9
ETuARRRTRINETRY S A, BETHE., Tn 7T AT dil &
STREINDHIRNETIEH Y £FH A,

BREROLOT 7T r—2 a0 N7 =X L TWAEIZIE, & (BRE)
BIOET (BEXRH) ¥—FR—FRZUZHHLT, Zb—2oF0 Rr—
I EETCHOHT I ENTEET, A7 V=D FICHDHATAH
—ZRIZIZ KT v 73250, 721X PgUP/PgDn Z{EH LT, FFEDIE
T—LCOWTERLS TS =g U272 d, ~UXEEF—4R
— RAR "DA X —t T a URBEUNTHERE L WX, BF
FBHbo7 7 ) r—va 28T L, NVPerfHUD iR EX A 7 1 728 5B
DAPIA VX2 =T ard7rya @R LTLTEEN,

H R —a3— I LTERENLERICIE, LTFTOLDRH Y £,

ELD Fo—a—p & Fo—a—LEBOEE
BEO R —a— VOREEA LT A—4, Fa—a— L )p&Erh
ZTHATIE, BEA Vb FRRENET,
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F1E ZBHEEZRRTH

gy RTT5(S) NEEIEND &, DP a— /LWl X2k b B —T v
J ARy T 7 (VBRED, BEDY XA NN RA7 Y —2 D EEICH D Y
ARNRy 7 AR RESNET, BEE2 7 Vv r735L, Bh#O DP 22—
M X T LES, TS/ FOURAIZHEHRA LT, VA NRKEX
?BHwéﬁézk%T%iﬁo%%ﬁ%%éhfwék%K\&$%
B £7203 giERm) 27V v T5E, AT V—VTEOARAT A =D,
I 2 B 2 2R HTD Re—a— L ZBE L,

H/&éhth ECIHE SINRMAHE L, ZNE TE DT &R

WA D701, VB Ry 7 ZMTRHNTLZIN, Ziuk, —7
VI ANy Tty N7 v 7 T572012, BRERLOT Y r— 3
VY CPU REfE] 248829 2 DI NEDIT T T,

W2WH T AFyz=v & RTTHE#R

KT IAFx2=y NeFTAI V=0 DT I AF ¥ ~DL U H Y T
RTT) #—7 v MIX L TRRENDERIILLTO LB T,
KT I AF VIR ENTNDT 7 AF ¥ LK~ D@
Rt
TANE Y T RT A= H N FERB L ONMIP L~L
T AF ¥ DT —~ b : RGBA8, DXT1l, DXT3, DXT5 72 &
TIAF X DX~ k1D, 2D, RV 2a—ALT 7 AF ¥, F
2a—TT I AF ¥, NP272 &
ﬁV/%FH—n—wﬂﬁ7x&) VT AFRICLEY T

RTDZEIT>TWAEA, TOT IV AF Y ONRERENRAZ U —
DH R %réﬂi?

ATV —v EIZINESR2WT 7 AT ¥ MEHINTWAIGEIZIZ, A7
= N—=%2FHL T, VA MEEKEZFESF—FLTLLIEEN,

%3 nfkoF ST a

7 L— AT — R TIE. LT X iz, ko 47 v a @A
BEENnTwWEd,

D TTRAOBEHML L . oA T a id, RAEZHFOZAAED
DTVT 4T HBMLET, A7V —URHL0NEE, L0 £L<
D7 L—bNRNy 77 MEEILI-Z L 2ERLET, K7L —L 107
7 @ Read-Modify-Write RMW) [, H K 32RMW £ T, 822 & D
THEMLET, A7 V=27 =N afess 45 &, BRELOT
Vr—a 37—y 771 L CA—N—=T 4T 1 T &AT
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IBENBD TEL D20, 7 A VDR L 72 DR EOR MLz
I MELDLZENDHY FT,

W UAXYTVL—Ab: ZOFTva ivAT 7L —LL XU T
ZERHIT DD T, =2 DOTVA A N OBHMEEL NV ERRD Z &R
TXET,

S ATE AR AR AT T AR R A

Advanced... (A) N X E, mERIREREREL BB SEES, 22
— D FIZHDHIATA X —%FHL IS~ a 352t TEFE
TN, A7 V=D EEICIE, 7T 7 4 w7 AL T T4 U FHOK B
WXt TARE DR BONFRINTWET, EHEREZT Y B x 51201%.
COREZ T, va— by bR —Z2MHLET,

1 AT VI A=y h=NR—TFT v I AT =R Ty T LET

2 R—=TFT I AV z—H——N—T 9 J AL =—F—%FITLET

3 B8Ny a—HF——bEr N a—F—FETLET

4 FAR—HE—T 1L —L Ny 77HTORA N =2—F 4 VT

Feke

2

Note: NVPerfHUD IRIEMRAHERE D N L IUTFR SN D IRTETHFHICEE I D3R/ >
% F L TIL, Direct SDK DR NN—2 3 T A VA F— L TV S aBE
EIELTEE W,

WA 7Y v+ HE, HLr b Re—a— LRI Y% cE Z
STWNDHZ LW HRE D2 R TEEd, LTOHITIL,
FAGHREARMEBEIZ L > TEREN TV DIFRICOWTHA L £1,

ﬁngﬁ ‘{:/ffyj77Q1:1)’Fik%ﬂﬁ
ApKRE

COREMEMESBIRT S L, AL N Rr—a—Lf DAL Ty T
A=y MIETAHIEHRDPFTRINET,
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@ DoferredShadi &) EE%E

FPS: 57.2 TRIss/Frame: 68883

Tk Ui

“ 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

U= POESITION FLOW S DEFAULT

0 - NORMAL FIOATI DEFAILT

0 - OOLOR DADCOLOR DErAULT
0 - TEXCOORD FLOAT2 DEFALLT
0. TEMCOORD FLOATS DEFALLT
0 - TEXCOORD FLOATS DEFALULT

Step Forward Simple

L |
|

EE Porformance F& Debug Console E? Frame Analysis

12 AvFvrra=y MR

A7V —=r DB EZ =2, ZO R —a—LIET LA YO
R T AT 7 L= L XY TR BRAR Y 7 ANEICEKR R INT
I/\\ijﬂo

Note: ZDONR—V 3T, BBIOBRIIIR— S TWERA,

ZOWIZ, ZORa=a2—=VIHLTN=T v I AT =4 &7 =TT

HEDICHASNEBEENTRCY R MRy 7 AL > THERISNET,
Fe—a— W RFG A= L UE—2TF5 T

AT I ABION=T v 7 ARy T 7 DT =~ b, P A7

r

FVF

AT v A=y MRIEREKEZFEHT 256, BFRLOT 7Y
=T a v PNERTOINYTNEMTHDL Z E2MRT LI, UA
TI7L—AL o H ) T ZBNEL BERHY £, plziE, < b
Vo7 ARy ARV T HB{THoTEBY, LU A U IRiE L L
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TN, N—=T T ANy T 7 AT w7 ANy T 7 HOILIERREN
WY THDZ EE2MR LTI, EAERENEY TH LGS, v—
VHOZDOTFARNIDLUAY L TOWRIL, N—T v I A 2 —X
—F IR e N—F v 7 2T A NRFRKE BV ET,

AT I ADT F—~v FONEYITHD Z & bR LT, AIRERES
WZIEHWIC, 168y DA T o 7 ABMERHEINTWD Z & ZENDTL
7280y,

F3EiT N—T v AT —H—JRHE
AT RE

COREBMEMEZEIRT2L, VL b Fo—a— o=y 7
Ay 2= A=l T DHERPFRSNET,

«@| DeferredShadin .
7 AmE 6 Time: 1054.4 s [ONIHYPexrfHUD 3.0.208.1527 — HOT FOR BENC

Raster Cperation

ORI Il
ed ={0,0,00%
¢5 -{0,0,0,0%
o6 ={0,0,0,0F

dcl_pozition wil
ol _rrrrl w1l
del texcoord v2

Fhustinng Puinl Corvstanl=.

CL0) 1130285 0503030 0.000C
O 1] 0063936 0143776 1.7248!
O 2 0404976 0905372 -0.080E
I 31 0404912 0908830 -0.0902
[ 4] -0.01 3809 0406504 0.000C
] 5 UUEEYSS UUESUDY U Y550
O B 040491 2 0 NSE30 -MNanE

Simple

FG Performance F& Debug Console F? Frame Analysi

13 =Ty Aasy MRIERERE

N=T I AV z—F =TI L3, Tl hTHEHIhTHDT
NTOEBB LT 7 AF v L &b, MEDLDIZFKTIINET, A
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—F TR 2 — A —NT RLAL AL (FlziE. ~ Y w7 2L
v NAX=07) ZFEHLTHWAEELE, T X TOERPRRRINET,
KT I AF P T T —IZOVTOHFRLBEDODICERRINET,
+/—F—%fFHTH L, BRENTWET I AF v HILRTEET,
N—T v I Ay = —F—IREMREKELHEHT HE6. UTDZ & &21T
STLTZEW,

FEDN—=T v 7 A =2 —H—=Nh Lk Fa—a— L% LA

ENTWDZ L a2fERT D

EBDHNAN F 72 I1IHINE 2 S A L TWARWNWT L 2R+ 5

A vk —F—IRERE
PRHE

COREEMEMESBINT S, LU N Rr—a— O LY
= — X —IZETHIEERNERINET,

@ DeferredShading =) [
FFS: 12.7 TRI=<Frams: b Time: 12 sace [OH]HVPexrfHUD 2.0.208.1527 - HOT FOR BEN

e Lt Verlex Shader HiFE Esreron Raster Operalion

Textures
I Registers:
ATIREY (124512

ﬁ Liueshensandiora : A M LNER R L=
ps_2 0
defed 1, 05.0,0
ol 10y
dcl_2d =0
tesckel_pp 0, 1O, 50
maw 10w, ©1.x

Floating Point Congtants:

O] 0. 0000000 0000000 000000
O 17 0 nNnnOn 0 N 0 nonne
Integer Constants:

Boolean Constants:

L 4

Step Morward Simple

Debug Conzole E2 Frame Anal
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3 [ e O N O A N IS5 R 115

VN e—F =TT LaN, Tl T A THRASN WS TRT
DEBBIOT 7 AF ¥ L bz, MEDOZDIZFERINET, &7 7
AF XY T T ONTOERBESEOT-DICERINET, +/—F
—E AT AL, BRENTWAET IV AF ¥ AR TEET,

vy e — X REREREEZERT 256, UFTOZ & %21To T
<TE&EW,
FEDODE I LY 2 —F—RNh Lk Ra—a—L I LCHEM S
TWAZ EEERT D
EFDHNAN F72ITHINF Z 32 L TWARNWD & AR5
FIAF ¥ BLIORTT MR SN TWD Z & 2R T 5

HOH T A —HFEIRERARGE

CDINEMEREZBINT S L, AL P Re—a— DT A X —H
FROPIZET DIEHRNF RSN ET,

Note: T A ¥ —{HFREEMAEAEIZ TR SN A IRETHFHICBE I 2 3EMic o & £ LTI,
Direct SDK D/ N— 3 UNZA VA F—/LEN TV HHAELZ ZEL S0,
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erredShading |
33.5 TRIs-Frame: 68882 Time: 1640.2 =secs [OH]INVPerfHUD 3.0.208.1527 — NOT

Indh=s Lt iartes Shade: P T Raster Op

Fend er A Ernete et Ben ErEEtEE

** Back Bulter Information

Back Buffer size: 791x565
BaclBufferFormat: DIDFMT_XBRECIES
: L X Hack Butter count: 2
- . o WEiSampleType: DEDMLE TISAMPLF_NO

MultiSampleQuality: 0
AltoLeptvstenciormat: UEUEMT_L24xE
FulScreen_RefreshRatelnHz 0
windowed: 1

* Renderstates Dump **
ZENABLE =D3DZB_FALSE
FILLMODE =[DGDFILL SOLID
SHADEMODE = D3DSHADE_G(
IYWRITEENABLE =TRUE
ALPHATESTEMABLE =FALSE
LASTRHEL = TRLUE
SRCBLEND = D3DELEND_SRC
DESTHL FND = DADEL FMD_INW:
CULLMODE = DA0CULL _Cown
= DFDCWMP_LESSEGL
=0

Step Forward Simple

FE Porformance F& Debug Console Framec Analysis
4 7 AL — G R A EE

TORE—a— U IKTAHRA N =2 —F 4 TG AL —FHEIZOWT

DERPREDOT-DICERTREINET, ZOHERICIE. LTOLONREE

nEJ,

Q0 V= —=Fy bDTxr—<v b

0 RNy I Ny T DT F—~< v b

O L=y TZ707ay T EEMiRboilTsIEnb5, L
ToX o7 Z—IREE

% Zenable—Z ik
% Fillmode— 7 A7 74—y a3 v F—F
L ZWriteEnable —Z 7 7 ANy 7 7 IZEX AL NG D
% AlphaTestEnable -7/ 7 7 7 X bR EEI S TWD
%, SRCBLEND ¥ X U'DSTBLEND — £ D 7' L2 KRR />
% AlphablendEnable - 7L — ARy 77 TOT F Y r— 3
YTVT AT ThD
% Fogenable— 7+ 7 NEHE) STV 5
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Stencil enable—E#ISNTIZAT IRy 7 7 IZEZALE
T35
StencilTest....

T AL BRI AZ AT 2568, UTFTOZ E2{ToTLEE
A%
TVLUT 4 TN EFELATORARWE ZITIE, RN IRy T 7 T —
<y MCT VT 7 a2 R—R bR EGEN TNV DR T S
RBEWHAR AT =7 S OHiE) blendEnable |2 X > T{Thih T
RN LR T D

31



Vivar ~r
6

MHRE EDO R LR T BENTT 5

w18 TTT 4T AT T
DO MEHE

ZIHEOK, N— R =T TT /T L—REN LAY TN
TIAVOBEMESITELIHERLTEBY, 207D, /75—~ Ak
HITETETEHETHL VI VWD ER>TnET, HiEZm L+
D202, »oOTE, L X T —HNTONERL—7 D CPU VA 7 L%
5 & W) IR ERE 2T 2R X o 2D TER, 5Tk, A b
WAy I EREL, TNOEZERRMICRENT D2 E a2V LETL
R 8 A, € (Identification) & Bl (Optimization) A
IR e AL, BEOT oy YhoERINSs~w LT ak
VAT A TF a—= o T A ODORARNREETHY, AT TA
I, JREIIC, RLBOWIREOEMEZBI D ENTERNENI B X
FIZHASNTWET, oo rat vt v AT AOKEIEDARTER T
RIETZ & HRED T A VBRI B2 TEN, ~ v F7uk v
VAT LTI, RO A R Palle b W) FHEN, HREIIHE
SNFET,

T 7 4w I ADERBEIZR o &7 TV MA, BNk B S
DD EMERT HEEITSOES RO T, AEDHMIX, NVPerfHUD %
LT, MEREEDOR LRy 7 2 45E L, FEEOIRE &8 2 Hiklzo
WCRE 5 Z & T,
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B1HE AT TA DO

B EROLNALTE, AT T4 00, CPUBLUIGPU &9 200X
— MO ET, K 16121%. GPU P THATHIICHE ZFT-> T\ 572
S SADOBREN 2= b (Zhbid, BB HEO T vt v b
RAZENTEET) &, RMAR Y I BRETHRREENHHEL D
ARy RIRENTWVWET, ZNHIZIE. X—T v 7 ABIOA T v
JAT 2o F T, N=F 7 A x2—F 47 (transform and lighting) .
VI vNY 2T 4T TIAFya—T 4T TAX—EA
(ROP) 72 EWH Y £,

Application Driver Vertex Shader Pixel Shader — ROP
l
CPU GPU Texture Memory
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