
Copyright © NVIDIA Corporation 2004

developer.nvidia.comdeveloper.nvidia.com
The Source for GPU ProgrammingThe Source for GPU Programming

Latest documentation
SDKs
Cutting-edge tools

Performance analysis tools
Content creation tools

Hundreds of effects
Video presentations and tutorials
Libraries and utilities
News and newsletter archives

EverQuest® content courtesy Sony Online Entertainment Inc.
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GPU Gems: Programming Techniques, GPU Gems: Programming Techniques, 
Tips, and Tricks for RealTips, and Tricks for Real--Time GraphicsTime Graphics

Practical real-time graphics techniques from 
experts at leading corporations and universities

Great value:
Full color (300+ diagrams and screenshots)
Hard cover
816 pages
CD-ROM with demos and sample code

“GPU Gems is a cool toolbox of advanced graphics 
techniques. Novice programmers and graphics gurus 
alike will find the gems practical, intriguing, and 
useful.”
Tim Sweeney
Lead programmer of Unreal at Epic Games

“This collection of articles is 
particularly impressive for its depth and 
breadth. The book includes product-
oriented case studies, previously 
unpublished state-of-the-art research, 
comprehensive tutorials, and extensive 
code samples and demos throughout.”
Eric Haines
Author of Real-Time Rendering

For more, visit:For more, visit:
http://developer.nvidia.com/http://developer.nvidia.com/GPUGemsGPUGems
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GPU Gems 2GPU Gems 2
Programming Techniques for HighProgramming Techniques for High--PerformancePerformance
Graphics and GeneralGraphics and General--Purpose ComputationPurpose Computation

880 full-color pages, 330 figures, hard cover
$59.99
Experts from universities and industry

“The topics covered in GPU Gems 2 are critical to the next generation of game 
engines.”
— Gary McTaggart, Software Engineer at Valve, Creators of Half-Life and Counter-Strike

“GPU Gems 2 isn’t meant to simply adorn your bookshelf—it’s required reading for 
anyone trying to keep pace with the rapid evolution of programmable graphics. If 
you’re serious about graphics, this book will take you to the edge of what the GPU 
can do.”
—Rémi Arnaud, Graphics Architect at Sony Computer Entertainment
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The Cg TutorialThe Cg Tutorial

Discusses graphics graphics 
conceptsconcepts thoroughly

Provides complete complete 
examplesexamples

Provides a completecomplete
handshands--on frameworkon framework to try 
and modify the examples, 
out-of-the-box

Includes endend--ofof--chapter chapter 
exercisesexercises and further further 
readingreading
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Why Do We Do This?

Investing in Developers Worldwide
Powerful tools for building games

Performance Analysis
Content Creation
Software Development

Practical SDK with technical documentation
Web Site and Newsletter    developer.nvidia.com

Registered Developer Program
Pre-Release Drivers
Early Access to Developer Tools
Online Support Forums & Bug Submission

Sign up now at developer.nvidia.com
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NVIDIA SDK

Hundreds of code samples and effects that help 
you take advantage of the latest in graphics 
technology.

Tons of updated and all-new DirectX and OpenGL code 
samples with full source code and helpful whitepapers:

GPU Cloth, Geometry Instancing, Rainbow Fogbow, 2xFP16 
HRD, Perspective Shadow Maps, Texture Atlas Utility, ...

Hundreds of effects, complete with 
custom geometry, animation and more:

Skin, Plastics, Flame/Fire, Glow, Gooch, 
Image Filters, HLSL Debugging Techniques,
Texture BRDFs, Texture Displacements, 
HDR Tonemapping, and even a simple Ray Tracer!

The Source for GPU Programming
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NVIDIA SDK
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FX Composer
CREATE your shaders in a high powered IDE

Native support for HLSL .FX development
Render-to-texture effects
Save out pre-rendered (“baked”) textures

DEBUG your shaders with visual shader debugging
Unique real-time preview of intermediate targets
Import your own geometry, complete with animation

TUNE your shader performance with advanced analysis
Vertex & pixel shader performance metrics
GPU-specific scheduling & disassembly

Full plug-in SDK and scripting support for automation

EverQuest® content courtesy 
Sony Online Entertainment Inc.



©2005 NVIDIA Corporation.  All rights reserved.

FX Composer - Screenshot
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FX Composer In Your Pipeline

HLSL Shaders

Textures

Scene Data

Optimized Shaders

Property Sets

Generated Textures

Package Files

FX Composer
Create – Debug – Tune

Scripting automation & SDK for custom importer/exporter plug-ins
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Melody

Raycast normal map generation
Chart-based UV parameterization
Mesh optimization & simplification
Operates on high-resolution meshes
(~2 million polygons)
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Melody - Screenshot
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Melody In Your Pipeline

Hi-res model
Low-res model(s)

(optional)

Multiple LODs

High Quality 
Normal Maps

Texture Coordinates

Per-vertex Tangent 
Space Basis

Ambient Occlusion
Melody

Fast Normal Map Creation
Progressive Mesh Decimation
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Texture Tools & Plug-ins

Photoshop Plug-ins:
DXT compression (.dds)
Normal Map creation
3D preview and diff
MIP map generation

nvDXT & mip map utils
command line and .lib

DDS thumbnail viewer
Texture Atlas Viewer
and Creation Utility
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NVPerfHUD 3

Graph overlay of various vital statistics 
Shown on top of your running application
Perform pipeline experiments to identify bottlenecks

Debug Console shows runtime warnings, errors 
and custom messages from your application

Frame Analysis Mode
Freeze the current frame and step through it 
one draw call at a time
Use advanced State Inspectors for each stage 
in the graphics pipeline
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NVPerfHUD - sshot
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NVPerfHUD – sshot2
NVPerfHUD 3

State
Inspectors

Index Unit

Pixel & 
Vertex Shaders

Raster Operations



©2005 NVIDIA Corporation.  All rights reserved.

NVPerfHUD - QuickRef
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NVShaderPerf

Same technology as 
Shader Perf panel
in FX Composer

Analyze DirectX and OpenGL Shaders
HLSL, GLSL, Cg, !!FP1.0, !!ARBfp1.0, VS1.x, VS2.x, 
VS3.x, PS1.x, PS2.x, PS3.x, etc.  

Shader performance 
regression testing on 
the entire family of 
NVIDIA GPUs, 
without rebooting! 
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Utilities, libraries and more...

NVMeshMender (C++ src code)

Fixes problem geometry
Prepares meshes for per-pixel lighting

NVTriStrip (.lib & src code)

cache-aware creation of optimized tri lists or strips
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Questions / Feature Requests?

All of this and more, available now at

developer.nvidia.com
The Source for GPU Programming

Please send questions, feature requests & comments
about our SDK and developer tools to:

sdkfeedback@nvidia.com



©2005 NVIDIA Corporation.  All rights reserved.

Close


	developer.nvidia.comThe Source for GPU Programming
	GPU Gems: Programming Techniques, Tips, and Tricks for Real-Time Graphics
	GPU Gems 2 Programming Techniques for High-PerformanceGraphics and General-Purpose Computation
	The Cg Tutorial
	NVIDIA Developer Toolkit
	Why Do We Do This?
	NVIDIA SDK
	NVIDIA SDK
	FX Composer
	FX Composer - Screenshot
	FX Composer In Your Pipeline
	Melody
	Melody - Screenshot
	Melody In Your Pipeline
	Texture Tools & Plug-ins
	NVPerfHUD 3
	NVPerfHUD - sshot
	NVPerfHUD – sshot2
	NVPerfHUD - QuickRef
	NVShaderPerf
	Utilities, libraries and more...
	Questions / Feature Requests?
	Close

