RMERTZT7 140K
1SR RNER

Bryan Dudash
NVIDIA




Yy agE

® 3.0 —4A—FFI)LOEE
® ps.3.0&ps.2.0
® vs.3.0&vs.2.0

R X 3 18 O 5
® EBEIEIK
© BRTIVAFvHAHL
o FEI AT AINE—ITLUR
® GPUIC&DYEIZalL—>3a>
® RULI—L- 77T
®© MRTET S UFICLDERL
® TA47F7—R- LAY
®© MRTET S UFICKD BRI

SAXN) s AARBRTT
®© RENTEMEZEL
® N7 #—~X>2ADOEE{

©2004 NVIDIA Corporation. All rights reserved.




EOt) . I —A—3.0888

)T — g N ’ 2
Z) o >I—H—30 &S

! RVEMBI—FTATRTAT4
70 6S3SME L oFpamFUTIETRELTS
REOREFENE B ERFY T

el 2 LN7 A -V RAERLTS

FEOBEBOEHICHT 2 RMD(ZE
LB)ERBBEICEY, YI—F
AT OEEERR L CHENEES
RY 3

PR—KEL

HWEBEZRS L. EWAAFTIV D

REDBEE fp24 L2 zt#R

BEHLDAZR Bz L 1/NATHIE OB A A e

©2004 NVIDIA Corporation. All rights reserved.




EOt) - I —4A—3.0#88

e
2.0

SELAR mL

R{ESE Y K

BHEEOEN _—

BRI BX R
(MRT)

7 AT EANRF 1  FIK8-bit
P4 ER I

FORAF v EEH 8

©2004 NVIDIA Corporation. All rignts reserved.

S I—4—30

HY)

R{EK32EY N
SRR

&K 4D

Fpl67 5fp32
TH>I—4A
— I

BB

INATHEOHEBE L T

FEHTEVBENBEEICK )
ERTONARZAFTIVILUD
ATA2J %08 ICTS

SERZATA00TFII) XA
KYTAINRVITREROHLEEZ
WMo, #BRHICKYZ<DTA %
EFH—.I-EIS _3“%)

DETEERMBE > -7 2 TP ARE
1T00EBEES T —X—FEFIN3.0T
FHEIHTEDRLSICHE O

BICEEBRET, &)ZB<DEVEIL
BOANZES ZENTE, HERDY
B9




N=TOR- y—H—30imetr N

»HY)

ADNDTIATF
BERTIOAFT YA SEZENE
BosHHL

A12ARR2 Y

FHR= K LR

©2004 NVIDIA Corporation. All rights reserved.

RS

EWEZELDBHICKY), &V)BER
BEXEYZIOERDZATAVIRT
“X=23a v

BREVEROT ZAXA—32®
SATEEAFYT IR EICKY),
INT #—X > A%ZMm@LE

TAARATLAAXY N IV TR
IN—T A VIR EFEICT S

QEDOIOARVRICKY, ZLD
ZOHZDATITI N EHET
%




CHChTANTESD? <2

® BN KDHEE
® VS3.0ERTIVAFviiaH L
© FEIKRATAINEZ—ITLR
®© GPUICLBYEB> a1l —>3>

® F_X—>3>9BRU1—L- T7HY5

@ RUIANCKRDTATDIERETE
® MRTX 2§ (C & 2 5iEL

@ PAXKNY A VARV YT
o —ENHEFFHL TLELEADS VARV AZRTR

©2004 NVIDIA Corporation. All rights reserved.




— R BEED RN

(T

7L—L/NY 7
A




— RN {EX 2B

16|
JL—LNYT7F
/\




GPUTYZ1L—3 32 <2

®>I—S—%&ED
®Fid i L A RERE
®PCITMIFEE, PClExpressEs5®EETND
s U: BEEHV)!

B R B ¥ 16|
7L—L/Y 75

©2004 NVIDIA Corporation. All rights reserved.




BR/NY 77 ANDOHEE

®GPUND SCPUNDF

1 .

JL—LNYT7
A




S

=

oMmET—2DERYE

emnN =1L —>3:
XON—AYVDOART )T

OT1AATLAAX KN XVY7
OESNNERE




ftt D B

E/WHEE D
OEBEBYEVELEDZ1L—3

@ORAICE > THRIUVKEMNZIaAL—>3Y
®e/N—T 1) AT A

® K X° K58




KOHEE — 7 IV X LOELRE

®@ EVEINSI—F—TDOKNDIZ
Tl o= =R
® TUOAFYADHFEHE
(D3DFMT_A16B16G16R16F)

® REEFEBNYY TOHEE

® KEDHE
® VSB.0NERTIVAF vink L
ZELOT, X1l —2a ER
AT
®@ BEILETOVAF v EEZEDFE
®@ 7LXITEBERFOERK

©2004 NVIDIA Corporation. All rights reserved.




7K O ¥ 1]

Y i | A g Wb A DY~ SRV, 3

T

JL—LNYT7F
/\

©2004 NVIDIA Corporation. All rights reserved.




S 2 TEI<™? @%

(0,0) (.25,0) (.5,0) (.75,0) (1,0)
O O O O @)

®KENERAXY S 1%ER

® 5 : 128x128MTE =

OEANDXY I 1I{NEZUVEEZ
)

©2004 NVIDIA Corporation. All rights reserved.




BER>I—4A—NE
I_.I'CJSV‘/ 7 @n}b |--| l/
OFRHNMNRTIVATF ¥

® L,m DUVICX ST D&

SFed i L

OERADYICHERZET

OEH, RENKNUTA

©2004 NVIDIA Corporation. All rights reserved.

vertex.y +=tex(u, v)

Out.pos = WorldViewProj * vertex
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Using tinting and coloured highlights to ensure rich colour
in transparent surfaces
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Shining a strong halogen light through my hand
shows the veins beneath the skin
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[Mech01] Radomir Mech, “Hardware-Accelerated Real-Time Rendering of
Gaseous Phenomena.”
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