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FOoN TRI=- Frame: 88406 Time: 285 : ] NVPertHUD 2.0 — NOT FOR BENCHMARKING

MIV(PE rf H U D =1 Wisualization
Fized Function Red
2uE? textures .1 Greesn
Ignore DrawPrimitive Calls .3 Light Green
Set null wiewport 4 Yellow
Batches histogram on-<off .0 Blue

Fade graph= baclground on-off .a Light Blue
Turn on-off nvPerfHUOD 2 0 .0 Orange
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Reference Model 33908 Faces

i Set #f Faces i | |

2000 Faces

[ Load Warking Model ] C:5Pragram Files\HYIDLA CarparationMelodyhexamplestbustier_lo. 3dz

[ Load Feference Model ] C:5Program Files\MWIDLA Corporationhhelodysexamplessbustier_hi 305

Drizplay

Feszet Pozition

|F'er Pisel Hormalz
(Filled Filter

[ Set Background Calar ]

[ ] tove Light
[]Constant Update

[ ]2 buifer Lines
[] Two Sided

[ Generate Progressive Mesh ] [ Clear Progressive Mesh

|I:Ii$|:||-2|_l,I Both Modelz

Line Crrawing

[ Build Lines ] [ Clear Lines]

Generate Mormal Map ] [ Mormal Map Settings. .

kModel Load Settings... ] [ Simplification 5 ettings. ..

Calculate Decal Testure Coordinates From Feference

Subdivide Surface

] [ Recalc Yertex Mormals

Calculate Hormal M ap Testure Coordinates From LODO

Optimize ] [

Optimize Settings. ..

[ ] Decal Coordinates []5eams
[ ]MNomal Map Coordinates [ ] Sharp

[ 11 Conditioned [ ] Boundary
[ ] Distance to Fef. Model [ ] Chart Borders
[ ]wertex Marmals [ ]1Bad Faces
Lewels of Detail

Copy Ta LOD Yiew LOD

EEEEE

[
[
[
[
[
[
[

Fit To Refererice Model ] [

Fitting Settings...

]
)
]
]
]
]
]
]

[Save EurrentMndeI] [ Load Current Model ]
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® NVShaderPerf

® S5FEXgniEasE et rkfE (Shader Perf ) AU R IHA

® ZFFEHHLSL. IFP1.0. !ARBfp1.0. PS1.xMIPS2.x%m 5 [
DirectXflOpenGL¥% tt 2%

® ShaderPerf yNVIDIAKE L 5 BHEEAS P i R AR 25
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Erwmm FX Composer - [Glow.x]

File Edit  Wew Buld fnimation
wE & BB
Matenals x
[&].»
W RS [

SCEne Braph

- B Scene -
= ™% Root Transform
- ™8 Frame_Whrld
—- ™15 Frame_polySurfacesso
= ™% Frame_Disc
+ 58 Gegipe | Disc
.35 Frame_Face

o

+ ™15 Frame Har

+ .35 Frame_L_Cye

+ ™2 Frame_| _ForeArm »
< )
Feady

G Log |Gy Tasks C Shader Perf I

Took ‘Window Help

W oy
- AT B &
aterial fx *  GlowmF | Scene_dlphachow f wood P | seespaces fx | scene_tles Fx | Mridiggle F dee 4 b ¥ ||Properpes
Giliover
QuLCol += LexED(GluwImnps, IN.TexCourdZ) * (HTS_D.-"[UTS_NORI‘I.P.LIZI# "
OutCol += texZD(GlowSswp2, IN.TexCoord2) * (WTS_ 1/WTS NORMALIZE S Z4
OutCol += cexZDi(GlowSampz, IN.TexCoordd4) * (WTS_Z/WTS_MNORMALIZE =]
- - * -
, return Glowness*OutCol; ModelTex
fEEEEErs
=]
Just drawn model 1t3el: EihuseMatenal
flnatd PS_Mndel (VS_ONUTPUT TH) COLOR B
t lightdir
float4 Col = IN.Diffuse * tex2D(HodelTexSamp, floatZ (IN.TexCoor Sowce Texlue Bughiress
return Col: Giluwve Stiength
Y sl
wforldl=F

add glow on top of mode ]

floatd I'S_Glowlaoo (V5_OUTTUT IN)
{

COLOR

roturn Tox:

FEEEELAA iy
FERRPPiiiiiiy
FEEEERrriiddiiiii

FEFEFSIf i Edddd
FFFFSFTfLddirs
FEEEEESdddiiiiidi

technique |
{
padss GClowBuffer <
string rendertarget = "Glowlapl™:

Iloac cleardepth = 1.0L;
dyword clearcolor = 0Ox0:
> {
<
Shader Perf
o _GTap = GlowBuffer = Pizel Shader
Piwed Shader: 256 265 #Instruckions: &
dd tl.rg
dd 2d s0

teceld rO, b, 50

wl 1@, 10,4, 10

mul rd, rd, cd.r

moy 000, D

end

Schedling:

This shader has a general effidency rating of 50%:
Passes: Z Eftective Passes: 2,00

- # of B ragicker © 2 -

LA
FAFFF techn:
FEEEEEsdiiie

. & 1 +
rloatd tex = texzD(Glowssmpl, Ill:-at.Z[iN.'nEI"’ B8 [ned MY s

Frame: 0
Perspective

Tenel Shide for Bur

o, [m]

Chdevieh NVEDEN Commanimedia\modalshe

[ teos7 -

1.00, 000, -1.00

1..000000

3 {
167 -039-013-0130161.31 -066 -0650...
1.0000,000 0000 000 100 000 0,00 0,00 1,00
0007313

Ln 361 Col19



% NYIDIA FX Composer - [CookTorranceMultiTexl resnel.fx]

Fike EdiL Yiew

= =

L
Materials
Sel |Ret

Apl Del Mwo

Texlures

ol e (lar

sl me lar

Build  Ammation Touls

Vel

] |
X |S5cene Graph

Window  Help

- g8l Scene
=15 Root Transform
+ ™13 column Transform
wall Transform
ol Largel Transform
| roli Transform
underspot. targst Transform
(3 underspat Transform
@ underspot
! overspot. target Transform
3 overspot Transform
@ overspot
®® headspot. target Transform
eadspot Transform
Light01 Transform
Nally Biped Transform
=3 Georipe : waly Biped
@ Mesh
B Wally Biped Pelvie Transform
"3 wally biped Spne Transform
- lly Biped Spine 1 Transform
2 Wwally Biped Spine2 Transform
- lly Eiped Spne3 Iransform
®2 Wally Bped Neck Transform
B2 wally Bped Nedk1 Transform
"2 wally Biped NeckZ Transform
®12 Wally Bioed Neck3 Transform
B Wally Biped Head Transform
"2 wally Biped HeadNub Transform
"2 Wally Mesh Eve Left Transform
.
-
.
[
-
.
[
-
[
.
-

lly Mesh Eyc Right Transform
lly Biped L Clavide Transform
‘ally Biped | LipperArm Transform

Nally Diped L Forearm Transform
Vally Biped L Hand Transform
Nally Riped | Fingerl) Transform
Nally Diped L MingerD 1 Transform
Vally Biped L FingerDhub Transtorm
Wally Biped | Finger 1 Transform

lly Diped L Minger 11 Transform

s Bimrd | Cimmns {hk s Trmrnbmem
Cutput

Found vabd techreque: Pxetshader

Found valid technique: SkyBox

Found valid technique: ps11

Found vabd techregque: ps11
<]

X! cookTorranceMultiTexFresnel.fx | Coov of DiffTex,

4 » x| Properties
Cook Tomance Multi TexFresnel

psil = envPass = PixelShade = NVIS
Prxel Shader: 255,255 Flnstruchons: &
tex 0
tex t1
mul rd, t0, w1
mad rQ, t1, v0, 0
end
Timing data for NV35 Architecture
Scheduling === -
PASS 0 <SGK> 0.0:
texr h[0].xyzw, p[4].xyaw, r[0].cvzw, r[0].xyaw, =0

PASS 0 <5GK> L0t

texTexr hl0].xyzw, pl4].xyow, pl4].xyzw, r[5]. xyow, 0,

Passes: 1 Fffective Passes: 1.00 {no exiras)
ee = nF D racichae = 7 ees

LS

Created HLSL Cffect from CffectCompier: I srcsw\devrel \SDKYMEDIAY LSL \bwotone. fx
Created HLSL Effect from EffectCompiler: F:\src'\sw'\devrel\SDK\MEDIAHLSL \SkyBoxYFip. fic
Created HLSL Effect from EffectCompler: F:lsrc\ew\devrel\SOK\MEDIAHLSL \CookTorr anceMultiTexFrasnel. fi

Creabed HLSL Effect from EffectCompiler : F: s sw devre\SOKYMEDIAVHLSL Yo wokTorr anveMuliTexFresmel. fx

22 &
Surface Color
Light Color

description

Category

Hiight Strength
Fresied Expon
Fresne Strength
Technique
Hiect

Rot Pan Dol

Frame: 283

#1

[
] oo

Ml et red ghading to emelate Cook

Effecte\Cg'\BRDF

L
P O
5.000000

N G
0.300000

pall

Fhecsw devre \SDKMEDIAVHLSLY .




RS ESEA gL

® (EEIRI3g 0 N RIS B IR EX A

© FEVIRITHLA, KRS S E—
4 {5}

® TEINAE
URBAREE DU 3
® RO RAFEIHLE |

©2004 NVIDIA Corporation. All rights reserved.




I 655 21 i

Viewer_Diffuse.Fic | Glow.Fx  Rainbow.fx |

L e e e el i e Al

floatd4x4 worldIT : WorldD
floatdx4 wep @ WorldViewP
floatdx4 world : TWorld:

floatdxd wviewInvTrans : V.

floatdxd view : View;

texture colors
<
string Name
a2tring type = "2ZD™;
x:

texture swirl

N

atring Category = "Effects\\Crazy™;:

"oolorsz.dds":

4k X

SLL LI NaueE — "JasLldl

fil ldee=|
o |:n:||nt
< %

aStri;

zohd
wireframe

s

® “tke

b BIAME
—

it

2JN
TR

<)
fer O M 2D
) Htﬁﬂz

Description

Lighting = true:;
LocalViewer

= «<localViewerEnable>;

fillmore=

[ gmrapie e 8

B

Niewer FixedPipe,fi ; (538): error ¥3000: syntax error: unexpected token '='

['_""F Log dg Tasks
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® FISNRHTE XL R

C:\Program H

. iy

Wl =51919
19799
bbb

® PEEE HE HEE

B © ffIAPITHAHEIE
(tear-off dialogs) :

SR R A AR B

2R [ransform
an_harmmer_handic_R

© NG FILE, iy [P
T A5 225 48 e .
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ALE s TEBE

® A G EEE (Shader Perf ) i |pec—m—

7[‘}/@ Pixel Shader: 255,255 #Instructions: 17
® BRI, AR, DA T A i =

AT 50T
® PR3 NVIDIA B8 H F 1%

A LA TERE
® 4k [1) DirectX 4144
® NVIDIA PEFER I/ Hr e S ———

ses: 5,00

© KL A A 5
ORI H %
OLIEEN

© 77 A7 7 il FH %

Properties I'__c'if;Ehader Perf
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NVIDIA FX %45

Frame: 0
Perspective

Y5 IHIR

® SLINTE3DI s

BEAF RN H 2375 u R

AR s ot R BN =

A FHIEASBE B 5\ XA T R .nvb iz i
BB RE B O BT sl 4% 5O A 1 3)) 1]
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® &EHFCgEiGLSL ?
e LIS i 5| 285 ?

5 5DCCNYHIEF#EE ?

5 RenderMonkey. 5738 g LA T HAHEE, 2R anda] ?

SCREHARA- 515 2

AV BT RS I FX G 5 oo A A 300 DL ) il 2, 1
http://developer.nvidia.com/fxcomposer
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O RZEHIL T, AR Bk A= AR Al o 52 M 213
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manHEii: CPU

@ [r) 7

® F 1] BE & WEAK T 7] &
®© SIEE. N TR WkiB i
® NAFE
® Hii 4k

® 1] G52 K b APIAS IE 7 [F48 e
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manHEii: CPU

@ [ZA.CPU) L AF £ faf
® 7 I S 1A
® Ui Xk i& 45
® N L# e
® 31k
@ (EATAN AR TE B TAE A qar 110 X o R CPU B YR 1 2R




HANHHR: CPU

@ AEFR L ARBT B
® < [FDrawPrimitive (2

SR Z) I

>

14

® 1L BCE T ARG, mméﬁﬁﬁm%ﬁ ANEAEH]

DrawPrimitive* il FH {54

@M@ YRR R HIES Z )G,
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J VTUNE B NVPerfHUD
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® NUf
® [ZLAGPFLIE 27
® 1] B AU
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® HESRILAL R Bt
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AR, o

® 7 [n] L ?

® S S G2 A7 B Ok
® b N4

® 7 B

@ L HEH AGP




SR, S <X

@ A S 77 7
@i /N (2x2) 43
® R4, (HiZmE X4 alpha f# A alpha ik, 7B
2B REs TS E N2, RAEAEE KT .. A
L IXATH AR 2 MBI o
® U R IE KA HELSLT, A mip K&
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AR, o

@ FHE R AR Bt

® [Ny QAR 7 o H AR,
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AR FrE
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® HH RERIRII SR = E

® Vi FeEE I 7 = ) B

® =R R
® HNE:H) z-cull
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© HWEm A, LRI HE RS
® il I B 1 FRL R i 220 O
® 4f: A BACE D TAE

® HEF Iz E IR G| S 7 AT, FI,
B2 [A] B AR S ML B




A HE: FB

@15 1] el ?

® UL H 5 2 A B R A 22 AT
® Z e

Ojiyalpha/w =

® A H T K KIIZRAT
® 7EA T ZL I B T LR
® RNk, ZhaS R ARG B wT DUAS H rog6b5 %,
1M FE=x8r8g8h8 i ¥
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SEPRRfE: TEEMLEE

® 17 F IE A I SK B AL P

® FEIBIFARFE T (3T AL T e

oIz imd, EFE LR, H......
® i F B it D3D i@ 47 i)

® L KA Rt

O%ﬁ@%’ﬁﬁﬁ? T 28 4 5% i) S 1P 3 8 BT Bl UAT
I

® <M T V-sync




19.54 fps (1230:9&, X8REGBBS (D16)

AL (pure hw vp)SNVIDIA GeForce FX 5900 Ultra




® B N R AT
CRNEfolfEa e

HRESULT hr = pd3dDevice->CreateVertexBuffer(
6* sizeof( PARTICLE_VERT ),

PARTICLE VERT:FVF,
D3DPOOL _DEFAULT,
&m_pVB,

NULL );




® ) ST S S A7
® BL I IR B e b

HRESULT hr = pd3dDevice->CreateVertexBuffer(
6* sizeof( PARTICLE_VERT ),

PARTICLE VERT:FVF,
D3DPOOL _DEFAULT,
&m_pVB,

NULL );




® ZI 5 I R A7
® A A E AR

m_pVB->Lock(0, O,(void**)&quadTris, ');

® SE A R 1?
® X ] ANEALT




® 2] 5 TR AT
® I 1) B iE AR

m_pVB->Lock(0, 0,(void**)&quadTris,

® H X BE MU A ZATHT, A
D3DLOCK_DISCARD

® AT 7N Ja PR AR A
A, 2 AR NOSYSLOCK




9.55 fps (1280x948), XBREBGEBBS (D16)
HAL (pure hw ¥p): NVIDIA GeForce FX'$900 Ultra
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® 20 v A 2
® 1 mip 5%
® ] RERTE, IHMFH dxtl
® 1748 15~ ] LAY \Rrs 22 A7 T i A7 s 4 2P
® (AR TIE G, AT B4 1203
® HLH R E AT 1024x1024 L ? -- i




9.41 fps (1280x948), XBR8GERBE (D16)
HAL (pure hw vp): NVIDIA GeForce FX 5900 Ultra
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® S HRK=ERERBREE

® 1] DLR IR A 3

® N3N, Hulget LA I M=
® H e H 1024x1024

A G R




® 36 MEMALS

Shader Perf

TestFXCheapVsl = p0 + Pixel Shader ~ GeForceFX 5950 -
Target: GeForceFX 5350 (NV38) :: Unified Compiler: v5&.53
Cycles: 36 :: # R Reqisters: 4
GPU Utllization: 54.00%

A large number of registers are being used which are causing register file stalls

PS Instructions: 45

©2004 NVIDIA Corporation. All rights reserved.




L PRERE: 13

® 11 MERALS

Shader Perf

TestFXCheapVsl = p0 + Pixel Shader * GeForceFX 5950 -
Target: GeForceFX 5950 (MV38) :: Unified Compiler:
Cydes: 11:: # R Registers: 2
GPU Utilization: 54.00%

PS Instructions: 26

w56, 58
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47.26 fps (12B0x948), X8RBGERS (D16)
HAL (pure hw vp): NVIDIA GeFaorce FX 5900 Ultra

e O e,
"

]
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®FH %, hﬁﬁ?ﬂ“ﬂ WIEAE N —1KVB, A
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Humber of DF calls: 2004
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® 15 [ EGERN R B & T BEAL (SDK) Fl-
H%E, Mik: http://developer.nvidia.com

® KT

L LS <

T EMEMAT & T HA (SDK) [ln) i, 2

kR PESE, 1EHBE: sdkfeedback@nvidia.com

® [ RANER SRR I TETS T FLE:

kashida@nvidia.com




developer.nvidia.com
RTE 5 F it IR

® I A
® WA R T A4 (SDK)
® iV T H tools

® Mgt LR

® NEAIE T H

® A MR

® AAE R SRS 55T
® FESEATH

@ 1 [ R Peed A TR 52 )%
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NVIDIA SDK
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B E MR S55RERE
A] DA B 425 70 43 R F B T BB Ak 1) BT Rl SR
® TCHURHT Y DirectX Fil OpenGL fCHIFEF], 583 (AL
i, KRB N2
JUT S5 . UL, UL, BloodZ#E (as. iEALEA S A .
QEEETH... ..

® B MR, A B XU ETE. SRR 2 2
Rk e K@l k. NG Gooceh,
Kg e sEas . HLSL 24455715, 23 BRDF. 4
R, R R R IR R A !
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Cg TEH

® NVIDIA Cg 4iise

® i/ (DirectX 9, OpenGL 1.4)
® 1%% (DirectX 9)

Cg brfE

DirectX 1 OpenGL [ Cg iz

A7 e [ 22

NVIDIA Cg 3 %2 S—
Cq i = i e Leosen
Cg Jil /i i

CogE thas
(PG 9% B 411 53 RFE )

NP reuoing Syayy i e

® The Cg 15F
(developer.nvidia.com/CgTutorial)
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