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!!ARBfp1.0
OPTION ARB_precision_hint_fastest;

ATTRIB tex = fragment.texcoord[0];      #first set of texture coordinates
ATTRIB col0 = fragment.color.primary;   #diffuse interpolated color
ATTRIB col1 = fragment.color.secondary; #specular interpolated color
PARAM miscValues = { 0, 0.5, 1, 2 };

OUTPUT outColour = result.color;

TEMP diffuse, glow, base, teamBaseColour, teamStripeColour;
TEMP teamBaseAmount, teamStripeAmount, light, spec;
TEMP mask, badge, fogColour, unFoggedColour, badgeColour;

TXP diffuse, tex, texture[0], 2D;     #sample the texture
TXP glow, tex, texture[1], 2D;        #sample the texture
TXP badge, tex, texture[2], 2D;       #sample the texture
TXP mask, tex, texture[3], 2D;        #sample the texture

##adjust colour underlying base
# make darker
ADD base, diffuse, miscValues.y;
MUL teamBaseColour, base, program.local[0];
MUL teamStripeColour, base, program.local[1];
# make lighter
SUB base, diffuse, miscValues.y;
ADD teamBaseColour, base, teamBaseColour;
ADD teamStripeColour, base, teamStripeColour;

## compute amount of team colour needed
SUB teamBaseAmount, miscValues.z, diffuse.a;
SUB teamStripeAmount, miscValues.z, glow.a;

##avaerge the team colour and base texture
LRP base.rgb, teamBaseAmount, teamBaseColour, diffuse;
LRP base.rgb, teamStripeAmount, teamStripeColour, base;

## apply the badge
SUB badgeColour.a, miscValues.z, mask.a;
MUL badgeColour.rgb, badge, badgeColour.a;
MUL badgeColour.a, badgeColour.a, badge.a;
LRP base.rgb, badgeColour.a, badgeColour, base;

## lighting
# compute specular
MUL spec, col1, glow.b;

NVShaderPerf

NVShaderPerf

GPU Arch:
•NV3x
•...and more!

Inputs:
•!!FP1.0
•!!ARBfp1.0
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NVShaderPerf Outputs

• # GPU Cycles
• # of Temporary Registers
• GPU Utilization 
• Unified Compiler Version i.e. Driver



NVShaderPerf - Demo

• ARB.fp



Instrumented Driver
• Ideal companion for Intel VTune, 

Perfmon, etc...
• Allows 3D applications to monitor 

resources during development
• Allows 3D applications to monitor 

hardware bottleneck during 
development
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NV Dev Control Panel



Instrumented Driver - Demo

• OpenGL
• HW Counters



Conclusion

• Unified Compiler Performance
• OpenGL Driver Performance
• GPU Performance
• What else do you need?



Q&A

• Sébastien Dominé
sdomine@nvidia.com
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OpenGL Driver
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