AT I ~DY = —ERae

Bryan Dudash
NVIDIA
Developer Technology



RYVIDIA.

|

W e = —F %02
W S —% & 3af?
W 7T 7 47 ADOHEAL
W L =—F%5FEH
W 5kl =—FT 4V T=EFE
W C++loAPIE B~ T 4 7 A
L aw =2k
W S 2—HIZOWNWTDHT XA A
m —)U



RYVIDIA.

R 2 — & B fE 5 ?

W 7t v —FIIRERT — 22 HRERIZZERIE
TOROEERER
W EO R WVE R
W Ay alANTT 4T —NVEESD
W~y ST 2F v 7 LSt
® Blinn/Phong > d DB
W GARAEZA X LT NREEA S

LN )
M OpenGLDEENA 7T A VIZHIR S L7200




@?, >

BVIDIA.

vaE—XFRRLéT2—FHY

- > ,
100 H‘/
YT 7 AF ¥, B—T 7 R Ny F o= s BET I R
Fx . JHRBEMONIFLHE, & F ., © 7 B/VEALO IR,
2L RHH NPV

Doom 3 courtesy of id Software. All Rights Reserved.



vz )Ll

RYVIDIA.

AN D YR ALE

b

WM N T eS| )—<)Le=w | ETEBINVELAD

JEUR AR

j:l_,lij‘—iz:nn

W Blinn®OF 4 7 2a—R L AF o TR
W ¥V FNEBDONR T e~

BRI EDERTITRLS, 7LV EDOERTHIR

ALE



<

BVIDIA.

f B INn-8’

?!, .:\y‘a..-'r.lnuuﬂ S




RYVIDIA.

INA T A HERK

UEARY
PRAF RIS

T AT %
PRAF L &
T ANVE

|7/ ) %

IEEEEEEEEEEEEEEEEEEEEESR p%é



BVIDIA.

v—X L T2
WM R ERTAERE T T T A N TOLHE
W T=A—T gy, HENE, BEBRUEREFODAZ~A X

W RENRTT Y N7+ — L EAPIOYF— |
W PC., RtRFERERBE, #HH
W Direct3D, OpenGL, OpenGL-ES

W ClIZlizmdk S e Cioad
MW HLSL (Direct3D)
W GLSL (OpenGL)
M GLSL-ES (OpenGL-ES)
M Cg (OpenGL, OpenGL-ES)

l:lll



BVIDIA.

v —X& D45FR
W%, N— R = T REIEDirect3DD Y = — & + EF
VA BIITHTIXD bID

MLV =—& - =TI el A MEREN

W SM1: EE/NMNEDOBERK. BHRIKEFET 7 AT ¥, 16T
VSN

W SM2: BE/NESEDOEE., u T ARRRRMEET 7 AT ¥,
64m LA T

M SM3: i LT —F o BFasofER



<

RYVIDIA.

PC /DirectX> = —X% « &5 )L DHF

]

DirectX 6 DirectX 7 DirectX 8 DirectX 9 DirectX 9.0c
DirectX5  Multitexturing T&L TextureStageState SM 1.x SM 2.0 SM 3.0
Riva 128 Riva TNT GeForce 256 GeForce 3 Cg GeForceFX GeForce 6
1998 1999 2000 2001 2002 2003 2004
AN y
£ e
“‘ wWasr /@
: B . 5 ; ¢ ﬂ T e
: o . b /4 i A
g TEEE % e \
re Y e yi 4
7 - » v
i ry G i
- Ann E\ &N B
Quake 3 Halo Far Cry UE3

All images courtesy of respective companies. All Rights Reserved.



BVIDIA.

DirectX 5/ OpenGL 1.0 & Z 3L LLE
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Cg — C for Graphics
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RS aaD Y — A2 — R TEVTY
float3 L = normalize(lightPosition — position.xyz); ADDR RO.xyz, eyePosition.xyzx, -F[TEXO0].xyzx;
float3 H = normalize(L + normalize(eyePosition — DP3R RO.w, RO.xyzx, RO.XxyzXx;
position.xyz)); RSQR RO.w, RO.w;
MULR RO.xyz, RO.w, RO.xyzX;
color.xyz = Ke + (Ka * globalAmbient) + ADDR R1.xyz, lightPosition.xyzx, -f[TEXO].xyzx;
Kd * lightColor * max(dot(L, N), 0) + DP3R RO.w, R1.xyzx, R1.XyzX;
Ks * lightColor * pow(max(dot(H, N), 0), shininess); RSQR RO.w, RO.w;
color.w = 1; MADR RO.xyz, RO.w, R1l.xyzx, RO.xyzx;

MULR R1.xyz, RO.w, R1.xyzX;

DP3R RO.w, R1.xyzx, F[TEX1].xyzx;
MAXR RO.w, RO.w, {0}.x;

SLER HO.x, RO.w, {0}.x;

DP3R R1.x, RO.xyzx, RO.XyzXx;

RSQR R1.x, R1.x;

MULR RO.xyz, R1.x, RO.xyzX;

DP3R RO.x, RO.xyzx, F[TEX1].xyzx;
MAXR RO.x, RO.x, {0}.x;

POWR RO.x, RO.x, shininess.x;

MOVXC HC.x, HO.x;

MOVR RO.x(GT.-x), {0}.-x;

MOVR R1l.xyz, lightColor.xyzx;

MULR R1.xyz, Kd.xyzx, R1.xyzx;

MOVR R2.xyz, globalAmbient.xyzx;
MOVR R3.xyz, Ke.xyzx;

MADR R3.xyz, Ka.xyzx, R2.xyzx, R3.xyzx;
MADR R3.xyz, R1.xyzx, RO.w, R3.Xxyzx;
MOVR R1l.xyz, lightColor.xyzx;

MULR R1.xyz, Ks.xyzx, R1.xyzX;

MADR R3.xyz, R1.xyzx, RO.x, R3.Xxyzx;
MOVR O[COLR].-xyz, R3.xyzXx;

MOVR o[COLR].w, {1}-x;
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DirectX 9, SM 2.0/ OpenGL 1.5
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sampler2D anisoTextureSampler <

> = sampler_state {
generateMipMap = true;
minFilter = LinearMipMapLinear;
magFilter = Linear;
WrapS = Repeat;
WrapT = Repeat;
MaxAnisotropy = 8;
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interface Light

{
LIGHTRES compute(const LIGHTINFOS infos, LIGHTRES prevres);
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#VIDIA.
KRS =— &
float4 color = tex2D(AlbedoMapSampler,inUV);

// Up front normalize to correct interpolated error, skip tangent basis, as the bumped normal gets
normalized

float3 toView = normalize(inToView);

float3 lightDir = normalize(inLightDir.xyz);

/I get our bumped normal, or jsut use the original based on the configuration (compiled out)
float3 normal =

LIGHTINFOS lightinfo;
lightInfo.Pw = inWorldPos; lightinfo.Vn = toView;
lightInfo.Nb = normal; lightinfo.SpecExpon = sExp;

/I Go through our lights
LIGHTRES blinnValues;
for(int i=0;i<aLights.length;i++)
{

}

return float4( 1);

blinnValues =
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CGparameter lArray;

|Array =

assert(lArray);
cgSetArraySize(lArray,numLights);
for(int i=0;i<numLights;i++)

{
CGparameter p = cgGetArrayParameter(lArray,i);
1(s)
{
cgDisconnectParameter(p);
cgConnectParameter(lights|i].handle,p);
}
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