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Il ARBf p1. 0
OPTI ON ARB_pr eci si on_hi nt _fastest;

ATTRI B tex = fragnent.texcoord[O0]; ] r @f CRordl
ATTRI B col 0 = fragnent.col or. prinary; | er oI a c
ATTRIB col 1 = fragnent. col or. secondary # pec nte at ed |

PARAM ni scValues = { 0, 0.5, 1,

qur, out Col o resul t.col or
TE nR u tos base, teanBasgCol our, teanStripeCol our; C:AWINDOWS\System32\cmd. exe
TEI\/P t anStri peAndunt, |ight, spec;
TE Tf 0@ our, unFodgedCol our, badgeCol our;
TP d| ure #sanpl e the texture NU3
TIXP @ # le the text Target: GeForceF¥ 5880 (NU3B) t: Unified Compiler: vb@.42
TXP.b " éARﬁf #Sarrpl N the texture Cucles: 35 =: # B Registers: 2
aig ; sanpl € the texture GPU Utilization: 100.08x
TXP mask, tex, , #sanpl e the texture

C:s\TempsNUShaderPErf >
##adj ust col our u
# make darker
ADD base, diffuse, NVShaderPe rf —
MUL t eanBaseCol ou
MJUL teanttri peCol :
# make |ighter

gUB base, diffuse,

cv CAWINDOWSA\System32%cemd. exe

base, programrocar[ 1],

m scVal ues.y;

ADD earTBaseCoI our, bas t eanBasgCol our; - P - EQSEUEEIUEB__
. arge H erorce
AP r -[ eansifri peCol our; Cucles:- 14 =: # B Registers: 2
GPU Utilization: 84._88:x
#H# co e unt of team coI our reeded
duE@ nt, mscVal ues.z, |diffuse. a; C:~Temp NUShaderPErf >
9UB teanttr i peAnmount, m scVal ues. 2, glow. a;

#a%ergo andm mQ I;le Ease texture

RR—base—+rgb—tearBaseArpunrt—teadBaseCol our, diffuse;
LRP base.rgh, teanfttripeAmount, teanStripeCol our, base;

r—;'i

## apply the badge

SUB badgeCol our.a, m scVal ues.z, mask. a;

MJUL badgeCol our.rgb, badge, badgeCol our. a

MJUL badgeCol our. a, badgeCol our.a, badge. a;

LRP base.rgh, badgeCol our.a, badgeCol our, base;

i
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NVShaderPerf

OpenGL Application

14. ................................. ARB_FP/ Nv_FP
OpenGL Driver
| A API agnostic shader
Unified Compiler opcodes
14. ................................ Hw Binary

HW
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NVShaderPerf Outputs

o # GPU Cycles

o # of Temporary Registers

« GPU Utilization

« Unified Compiler Version i.e. Driver
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NVShaderPerf - Demo

+ ARB.fp
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Instrumented Driver

 |deal 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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Driver Instrumentation Arch

Windows
Intel VTune Performance
. Data Helper
Game Engine (PDH) l
NVPMAPI.DLL
NVIDIA Developer ﬁ,/.\‘ |
Control Panel OpenGL Driver
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NV Dev

:. HYIDIA Developer, Control Panel
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Info

Counters
All available counters

= GPU
i+ GPU_Graphics
& GPU_Memary

Description

Add x>

Control

Chozen counters

= DI

=- CPU
- OGL Cugtom counter 1

- OGL Cugtom counter 2

- OGL Custann counter 3

- OGLFPS

- 0GL % driver waiting time

- OGL Widmem uzage in MEB

= CPU

- D30 frame driver

- D30 frame sleeping

-~ D30 frame frame

- D30 frame FPS

- D30 frame num batches

frame vidmem ME

- D30 frame agprmenn kB

T IC frmrmm bris

D30 Vidmen usage in ME

Counter Set

M arne:

[ Load... l

[ Save.. l

Ok

J [ Cancel

] Apply
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Instrumented Driver - Demo

e OpenGL
« HW Counters
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Conclusion

e Unified Compiler Performance
 OpenGL Driver Performance
« GPU Performance

 What else do you need?
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Q&A

e Sébastien Dominé
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Graphics Pipeline

Vertices . Pixels
Geometry Geometry - Fragment Frame
el Storage Processor AR AT Processor buffer
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PC Driver Model

3D Application

Il Il
DirectX Runtime OpenGL
Il i
DirectX Driver OpenGL Driver
Unified Compiler
Il ' Il
HW




