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NVPerfHUD

e EERLRERIAT—XFNDITZ7
® EhEhBE#H:

® GPUF 5K

® Driverfs 5 B ]

® DriverTO E1THFHE

®@17L—ALICHhHLBDEH

®© AGPEEFAXEUDFERAE

®© JL—AZEDODIPRDPOI—-IIOEHE, TOEANIT T A

® RSAN—ICHkFEET. EABDiIrect3DIOT T ) —=
A TCEMEATA
® U EZFTFAROYI/IN—OHKICEHL TV
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B FogPolygon¥olumes?2 E]

FPS: 40 TRIs-Frame: 88406 Time: 285.3 secs [ON] NVPertHUD 2.0 — NOT FOR BENCHMARKING

HELF {(F1) Shader Visualization

1l — Fized Function Eed
2x2 textures .1 Green
Ignore DrawPrimitive Calls .3 Light Green
Set null wiewport 4 Yellow
Batches histogram on-<off .0 Blue
Fade graph= baclground on-off .a Light Blue
Turn on-off nvPerfHUOD 2 0 .0 Orange

Humber of DP call=s: 38

T e )

m M= per frame Driver time CPU waits for GEU GPFU i1dle




LTS P S————)

4>
© DXTE#E(.dds) o
® ER\I Y TERK L O

MIP mapz ' g Blercing
= Gersinls MIP smaps I Ehow Difesences imagrdied 104]

© ADTHHRLEZEDTRT el
© IV YTEK -

[T T e Mag
[~ DherCois [ Dither Esch MIP I Pis MIP mapa, on powet 21

® N> RASDORA N

™ Mirvsime MIP Maps

o Fisde MIP Maps
I I FadaCols  Fade Coke
| ]

[ Fade Alpha To [0

® DDSOE 1—"7 By

.« e
-

OTIAF+TT = BB | $
e o S : ;

DXT5
AT I
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Melody

) SRBEXYS 17 AN (~160F7R) 0
~)
SEZZ7OJLYST Xv2a(l&l)
LOD % 1E X
XY 10KiEYE G

® Fv¥—RNICKDUVEEZEER

® LAFTARNCKDEBRIY TOERK
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Reference Model 33908 Faces

i Set #f Faces i | |

2000 Faces

[ Load Warking Model ] C:5Pragram Files\HYIDLA CarparationMelodyhexamplestbustier_lo. 3dz

[ Load Feference Model ] C:5Program Files\MWIDLA Corporationhhelodysexamplessbustier_hi 305

Drizplay

Feszet Pozition

|F'er Pisel Hormalz
(Filled Filter

[ Set Background Calar ]

[ ] tove Light
[]Constant Update

[ ]2 buifer Lines
[] Two Sided

[ Generate Progressive Mesh ] [ Clear Progressive Mesh

|I:Ii$|:||-2|_l,I Both Modelz

Line Crrawing

[ Build Lines ] [ Clear Lines]

Generate Mormal Map ] [ Mormal Map Settings. .

kModel Load Settings... ] [ Simplification 5 ettings. ..

Calculate Decal Testure Coordinates From Feference

Subdivide Surface

] [ Recalc Yertex Mormals

Calculate Hormal M ap Testure Coordinates From LODO

Optimize ] [

Optimize Settings. ..

[ ] Decal Coordinates []5eams
[ ]MNomal Map Coordinates [ ] Sharp

[ 11 Conditioned [ ] Boundary
[ ] Distance to Fef. Model [ ] Chart Borders
[ ]wertex Marmals [ ]1Bad Faces
Lewels of Detail

Copy Ta LOD Yiew LOD

EEEEE

[
[
[
[
[
[
[

Fit To Refererice Model ] [

Fitting Settings...

]
)
]
]
]
]
]
]

[Save EurrentMndeI] [ Load Current Model ]




Open EXRZA 7S éa

® EXRE®R7 #—~N Y N&EHR—K

@ILMICK VY BEARENEHDRE G 7 #—<X VY b

® WWW.0PENEXT.org

eaF(IC16E Y NEEI/ P EB

®.NET 2003 CERAAERZRZ A TSV




ZOBOY NPT AT >

® NVShaderPerf
® FX Composern® Shader Perf/\% )L & B U i
® HLSL, !IFP1.0, "ARBfpl1.0, PS1.x. PS2.x T&AM f /=DirectX’
S5UICOpenGLO > T —HA —ZHR—K
® NVIDIAOGPUZTICRLTO/NT #—~X > AN & R

® NVMeshMender
®© BEOHD DAY 1&EE
O EVEILNEBDTATATICHLTIXY 2 1Z2E/T S

® NVTriStrip
© FrvYIALCRETLV=ATLANI Y TER
© ANVYTELEGUANDETH S
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NVIDIA FX Composer <z

NVIDIAD &L S5 2 RBE{LEEE U T I ZALTOD7 L ED
—ZABEICLES I A —BRBEICKY), BREEEMHES T
— A OREN AIBEIC RS

SHRESHRRETHI I —A

—{ERX

SI—F—FNY THEZERAL
ETINY T

AT, RE{LHEEZ AL
rEIE1L
EverQuest® content courtesy Sony Online Entertainment Inc.
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Erwmm FX Composer - [Glow.x]

File Edit  Wew Buld fnimation
wE & BB
Matenals x
[&].»
W RS [

SCEne Braph

- B Scene -
= ™% Root Transform
- ™8 Frame_Whrld
—- ™15 Frame_polySurfacesso
= ™% Frame_Disc
+ 58 Gegipe | Disc
.35 Frame_Face

o

+ ™15 Frame Har

+ .35 Frame_L_Cye

+ ™2 Frame_| _ForeArm »
< )
Feady

G Log |Gy Tasks C Shader Perf I

Took ‘Window Help

W oy
- AT B &
aterial fx *  GlowmF | Scene_dlphachow f wood P | seespaces fx | scene_tles Fx | Mridiggle F dee 4 b ¥ ||Properpes
Giliover
QuLCol += LexED(GluwImnps, IN.TexCourdZ) * (HTS_D.-"[UTS_NORI‘I.P.LIZI# "
OutCol += texZD(GlowSswp2, IN.TexCoord2) * (WTS_ 1/WTS NORMALIZE S Z4
OutCol += cexZDi(GlowSampz, IN.TexCoordd4) * (WTS_Z/WTS_MNORMALIZE =]
- - * -
, return Glowness*OutCol; ModelTex
fEEEEErs
=]
Just drawn model 1t3el: EihuseMatenal
flnatd PS_Mndel (VS_ONUTPUT TH) COLOR B
t lightdir
float4 Col = IN.Diffuse * tex2D(HodelTexSamp, floatZ (IN.TexCoor Sowce Texlue Bughiress
return Col: Giluwve Stiength
Y sl
wforldl=F

add glow on top of mode ]

floatd I'S_Glowlaoo (V5_OUTTUT IN)
{

COLOR

roturn Tox:

FEEEELAA iy
FERRPPiiiiiiy
FEEEERrriiddiiiii

FEFEFSIf i Edddd
FFFFSFTfLddirs
FEEEEESdddiiiiidi

technique |
{
padss GClowBuffer <
string rendertarget = "Glowlapl™:

Iloac cleardepth = 1.0L;
dyword clearcolor = 0Ox0:
> {
<
Shader Perf
o _GTap = GlowBuffer = Pizel Shader
Piwed Shader: 256 265 #Instruckions: &
dd tl.rg
dd 2d s0

teceld rO, b, 50

wl 1@, 10,4, 10

mul rd, rd, cd.r

moy 000, D

end

Schedling:

This shader has a general effidency rating of 50%:
Passes: Z Eftective Passes: 2,00

- # of B ragicker © 2 -

LA
FAFFF techn:
FEEEEEsdiiie

. & 1 +
rloatd tex = texzD(Glowssmpl, Ill:-at.Z[iN.'nEI"’ B8 [ned MY s

Frame: 0
Perspective

Tenel Shide for Bur

o, [m]

Chdevieh NVEDEN Commanimedia\modalshe

[ teos7 -

1.00, 000, -1.00

1..000000

3 {
167 -039-013-0130161.31 -066 -0650...
1.0000,000 0000 000 100 000 0,00 0,00 1,00
0007313

Ln 361 Col19



% NYIDIA FX Composer - [CookTorranceMultiTexl resnel.fx]

File EdL  Yew Build Anmmation Tools Wikow Help
= ]
A% @ m >

Materials

Sel Ret

Apl Del Mw | sl me lar

Texlures

amnl re lar | act

X |S5cene Graph

- g8l Scene
=15 Root Transform
+-™13 column Transform
B® wall Trancform

B8 roli. Largel Transform

| roli Transform
® underepot.target Trancform
™12 underspat Transform
@ underspot
overspot. target Transform
13 overspot Transform
@ overspot
®® headspot. target Transform
"3 headspot Transform
Light0 1 Transform
2 Wally Biped Transform
=3 Georipe : waly Biped
@ Mesh
Wally Biped Pelvie Transform
wally tiped Spmne Transform
Wally Biped Spine 1 Transform
Wally Biped Spine 2 Transform
Wally biped Spme3 Iransform
Wally Biped Nedk Transform
Wally Biped Nedk 1 Transform
Wally Biped Neck2 Transform
Wally Biped Neck3 Transform
ally Bsped Head Transform
ally Biped HeadNub Transform
ally Mesh Eve Left Transform
ally Mcsh Eye Right Transform
ally Biped L Clavide Transtorm
Wally Riped | Lipperrm Transform
Wally Diped L Forearm Transform
Wally Biped L Hand Transtorm
Wally Riped | FingerD) Transform
Wally Diped L MingerD1 Transform
Wally Biped L FingerOhub Transtorm
Wally Biped | Finger 1 Transform
ally Diped L Minger 11 Transform

2 Eimmrd | Cimmee 1k b, Temmnbmens

&

Oufput

Found vabd techreque: Pxetshader
Found valid technique: SkyBox
Found valid technique: ps11

Found vabd techregque: ps11
<]

X! cookTorranceMultiTexFresnelfx | Cooy of DiffTex, 4 b x| Froperties

psil = envPass = PixelShade = NVIS
Prxel Shader: 255,255 Flnstruchons: &
tex 0
tex t1
mul rd, t0, w1
mad rQ, t1, v0, 0
end
Timing data for NV35 Architecture
Scheduling
PASS 0 <SGK> 0.0:
texr h[0].xyzw, p[4].xyaw, r[0].cvzw, r[0].xyaw, =0

PASS 0 <5GK> L0O:
texTexr h[0].xyzw, pl4].xyzw, p[4].xyzw, r[3].xyzw, 50, #1

Passes: 1 Fffective Passes: 1.00 {no exiras)
ee = nF D racichae = 7 ees

LS

Created HLSL Cffect from CffectCompier: I srcsw\devrel \SDKYMEDIAY LSL \bwotone. fx
Created HLSL Effect from EffectCompiler: F:\src'\sw'\devrel\SDK\MEDIAHLSL \SkyBoxYFip. fic
Created HLSL Effect from EffectCompler: F:lsrc\ew\devrel\SOK\MEDIAHLSL \CookTorr anceMultiTexFrasnel. fi

Creabed HLSL Effect from EffectCompiler : F: s sw devre\SOKYMEDIAVHLSL Yo wokTorr anveMuliTexFresmel. fx

Cook Tomance Multi TexFresnel

22/ 4l
Surface Color mLiii
Light Color ] oom

description Ml et red ghading to emelate Cook

Category Effecte’\Cg"BRDF

Hiight Strength

Fresied Expon

Fresnel Strength 0.300000
Technique pall

Hiect Fhsrcsw devrel \SUKAMEDIANHLSLY ..

Rot Pan Dol

Frame: 283
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mEETINV T

Viewer_Diffuse.Fic | Glow.Fx  Rainbow.fx | q bk X
SLL LI NaueE — "JasLldl

£41lmode] ® EMOFXT7AI) =ZiReE

float4x4 worldIT : WorldD @ §|:n:||ht

float4xd : WorldVieuP float4d 1 i :
flz:E*}iq Eild :Dfﬂurl;?m ] < . Sc..lld O Intelllsense (g E*ﬁﬁ)

@ wireframe
aStri;

float4xd view : View; _ o ] ) 7°D 7‘3 AI)\f I @,

string Category = "Effects\\Crazy"; 'fj- ('_).
S

floatdxd viewInvTrans : V.

texture colors

<
string Name "oolorsz.dds":
a2tring type = "2ZD™;

x:

Lighting = true:;
texture swirl LocalViewer = <localViewerEnable>;

N

fillmore=

ZEnable = true;

=] ' B

o IS—EHR \OEBEBT, [
TEPVIS—BENTH [EE

Niewer FixedPipe,fi ; (538): error ¥3000: syntax error: unexpected token '='

—

©2004 NVIDIA Corporation. All rights reserved.
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BEEAAZIAX

== 'fh’ o I A —OEMEEFE
> I—

EnvironmentMap C\Program H

m- 2 t7/7471t JTA
> 3> 0EEFE

® FEIZAEEEIR

5 @ FATOJICLY,
R Z—=PTHDE
= im 5=

K Trareform
_harmmer_handic_f

® Scene Graph/NRILICKY),
DEEDIPDEMZ AR

Cifmarenas 8 scena Graph
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® Shader Perf/\X& )L

o7 =v4. KA. N—F4
IEHEILS T —4 %2R L
A

®EITNH %< ONVIDIARGPU
TNINT #—~ > A%TESR

®DirectX7 > 7 ) O HEI

Properties I'__c'if;Ehader Perf

®NVIDIA/N T # —< > AT
OGPUY 1 27 )LBK
OXNE | A= 0
ONEI/NADE
oL CAZDERRR
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NVIDIA FX Composer

Scene/\NX )

® FARAALES—2Z2)TIRA LTHER
» —2DOFBPUICITUT I ZEHR
S—DRE, RiFehzRE
EXANBREZESD, xXP.nwb7F—XYNDTT7AINEHEHIIAD
F—T7L—LDRE®. BFOT X -3 %R1T
TARNDEREET M NEIEDRRE
RELIEAAZH, F7AINBNDAXTZER
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FX Composer& < & % &[]

® CgX®GLSLOHBR—NIEE?

®© MBIV UADHEKIAKIE?

® DCCT77VT—>3a>EDHEER?

® RenderMonkeyX°Effect EditZ & & LB T 5 &2
® V14 RIAXUNDIIRETE?

REHDFX Composer®FAQIE LA R T
http://developer.nvidia.com/fxcomposer
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INATS 4 ER <X

N

SAXNY SAXRY S 254 75X =
RepsEsE mE %

TIARTY
REREEE
VARI%

fi

HR EotI)
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BERLZY 5 ORE, <X

@S DDHEE

@TET1—I)LFDEDICKTHEFTOEIL

OMNED 1 —I)LICHTHERDLEI




BERLZY 5 ORE, <X

E 1= )LFTDOEDICHTHRAFTDE(
OBRZHMS L ThD

aem  mall

O@EL/NT7 #—~N2ANKIBICENFNEE, FEZAHARE
IZY DOTHBD
QDT I —I)IDABEEZZABVRDSICEER




RNILZRY DDORER
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JL- T e

ONT #—~N AN KIELCELEL B&VE
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WEDICES



ARLRY 2 DORE <X

OZ<NIFE, VEDNDED1-IICHT B ES
FHOED1—)LICEEE

® T ANIER OFEIR(F K&

®TANEEZRTHD




RKRILZY 5 DOFE: CPU <X

® R X
@T—LFTDED
eYE> 1L —>3>, Al
OXTEERE
®TF—AEE
®APIEA 5 ED BIEL
®DIDDTFNY ITREBTIZT—XD—_2 T 2 HER
eETFHA RZAN

ONYTFHENZIED




ARBNILZRY ODORER: CPU

OTEENEF
@ —RKHIC, LEBZITHZL
e 7—LnO>v Y
® Al
oMEIIL—>3Y
®@TNDMICE, CPUTIT2 TV KE RN
OHENXEEZTELAVLS ICEE




RKRILZY 5 DOFE: CPU <X

QMNET1—-)INDHLEE
® DrawPrimitive %z FE(E 7% L)
OB X EEZERBICIT 2 THE . DrawPrimitive
HRUOELO&ZITDHEL
®RBRER: APIEFD'H U OBRICETIRIEYX RT 4 /YA
TS5 D 1 EH
®VTUNEX*NVPerfHUD & {5
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® R X
@ELANA > TY U ADGPUN DERIE
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RARLZYIORE: B <X

@113
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]
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RRLZYIORE: FHIRF ¥ <X

® /R IX
@T IVAF Y FYYIDRNS
OTIVAFYNKRETESD
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RRLZYIORE: FHIRF ¥ <X

@ TEE DB
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@777 FE>TUVNIE, AFBENBRDEEDH
58, —BPICEVTADN

SVIRY T &ERALTAD
OEFMT7 1IN RZEALZELV
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RRLZRYODDORR: 750X éa

® /R IX
OFEOALBDEIEIL: 1 —H—
OVBLUEDBD T ZT X Nz iE
O©ZFMICEMHTED
@ZANLNZMN TR




RRLZRYODDORR: 750X éa

O TEE DB

OEF o=k
@7 TIXRNCEDHEBENDER
OTIAFYDHAEEELEDLDHNT, TE5ZKICHE

I DMENDHD

CHEI2GL R4
@7 TIXRNTEDHLEENER
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RRILZY I ORE: FB <X

® /R IX
OMNEBLUEORINY J7ICTFTOEALTVS
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ONY T 7PHRETEDS
OAT IR MBER FhIEEDLKZV

OEMAERGFIRIETY 7Y, R8G8B8ZFHEL T
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@FELVRSA/NDOFERF
®T —ALlFEV)—ARZFES (FEEILZ BRI
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®D3DDF/NNY T H hatEsE. LAL
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® Maximum Validation i 4> % L)
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19.54 fps (1230:9&, X8REGBBS (D16)

AL (pure hw vp)SNVIDIA GeForce FX 5900 Ultra
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i i1 <2

OENERNY 77
OEXBD T Z U N ERE

HRESULT hr = pd3dDevice->CreateVertexBuffer(

6* sizeof( PARTICLE_VERT ),

PARTICLE_VERT::FVF,
D3DPOOL_DEFAULT,
&m_pVB,

NULL );




i i1 <2

OENERNY 77
OELWTTJIBIE

HRESULT hr = pd3dDevice->CreateVertexBuffer(

6* sizeof( PARTICLE_VERT ),

PARTICLE VERT:FVF,
D3DPOOL_DEFAULT,
&m_pVB,

NULL );




i i1

OEMWER/NY T 7
In R XOWA T E A

m_pVB->Lock(0, 0,(void**)&quadTris, ');

@7 T FERLBZW?
OCNTIEEDESWVAHAZL...




i i1

®OEMNER/NY 77
eOYIOMNT7 T %=IEIE

m_pVB->Lock(0, 0,(void**)&quadTris,

OFZT7L—ATHRAICOYITDEEIC
D3DLOCK DISCARD% fEFf

ONY 7 7HVW2IXWICHEDEECICEH
® TDMTIENOSYSLOCK%= fE A




9.55 fps (1280x948), XBREBGEBBS (D16)
HAL (pure hw ¥p): NVIDIA GeForce FX'$900 Ultra
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Kix: 512 @2

®T U AF ¥ DOEiEig
@OV INVY T =2EHTD
@A BEXSDXT1%ZFEHT

O@N—RIEX>TREMLEETF ¥ v 1 (18

O@T VAF Y Z/he<TB
OBl EENEA1024x1024THBD VDL S5 HB T




9.41 fps (1280x948), XBR8GERBE (D16)
HAL (pure hw vp): NVIDIA GeForce FX 5900 Ultra
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=8 i3 <X

OO LDEIEI I —F—
O/NT #—N2AICKULUTEEX,
®2=300ER. LALIOOFDO 7SI XN

®1024x1024D T — A

ERICESZTADED




i 43

® 36T M JINIFER<EL

Shader Perf

TestFXCheapVsl = p0 + Pixel Shader ~ GeForceFX 5950 -
Target: GeForceFX 5350 (NV38) :: Unified Compiler: v5&.53
Cycles: 36 :: # R Reqisters: 4
GPU Utllization: 54.00%

A large number of registers are being used which are causing register file stalls

PS Instructions: 45

©2004 NVIDIA Corporation. All rights reserved.




i 43

@11 A U579 >R

Shader Perf

TestFXCheapVsl = p0 + Pixel Shader * GeForceFX 5950 -
Target: GeForceFX 5950 (MV38) :: Unified Compiler:
Cydes: 11:: # R Registers: 2
GPU Utilization: 54.00%

PS Instructions: 26

w56, 58

©2004 NVIDIA Corporation. All rights reserved.




i 43

QL FE
O=AFT—ERXREEZHA I —A —TS
@floatOfXH V) (ZhalfZ =

OVEDNZVWARYT NLIERILZRRL I
® Normalization Heuristics(Z 34
® http://developer.nvidia.com




-

47.26 fps (12B0x948), X8RBGERS (D16)
HAL (pure hw vp): NVIDIA GeFaorce FX 5900 Ultra

e O e,
"
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Humber of DF calls: 2004
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T. NATZA>2ONT 2 AZH3
ERVTEDELEBEN BB ELHD
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HHIEET NS

O@TARNEITO2T, RMNILEZRYIVZRE
®NVPerfHUDIC KD /INA 754 > O
®FX Composertm > I —X —&KiE k




B4R, <X

@7 LtET—>32, SDK, V—=IDOET>
— K http://developer.nvidia.com

® " —)LX°SDKICBE 9 5 &[]
sdkfeedback@nvidia.com

@ Oty >aicoWT
kashida@nvidia.com
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® SDK
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® AAENI7IVUN
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®>1477Y
® BHERETDT—HA47
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SYRIIVT, TOARAFY- TRhZAY—I..

0:;"'7]\')( RURT_AX—=>32NOMAEEOIT I

AF¥ >, TTAFY D, THY), d—F, BE
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® STmitE, REBEDIFAN—KIKRD,
§E§H’\J7’& UTNEA L TZT7 140 A%kME
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