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GPU Gems: Programming Techniques, Tips, and Tricks for Real-Time
Graphicss £WSZA&® "Graphics Pipeline Performances £2T3, <

NETR, IZ271VIANATZA420H592E0 DMHRELE DR
BORRFZEFEEDA, RRLRYIVORBEICODVTEHEHENT
WE7,

Graphics Pipeline Peformanceld /X DURLAY S BHICAFTE XY,

http://developer.nvidia.com/object/gpu gems samples.html.
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3. EFDUADN

EULLERATNIE. GeForce FX & & T GeForce 6 < 1J—X GPU (&
BELARINOMEEERETEDIENTEET, COUANGIHELD
ERNOBEZRLET, FHETAUBOEIS I THHEALET

o

O NXYFUOIDFEEGHN CPURNILEZRY VDORE

ANYFEHRYEDEL
A FTOATFYTRZAZERALTT VAT vIREE(L
ZEELXRY,

http://developer.nvidia.com/object/nv_texture tools.html

O DirectX Tl&. Instancing APl Z £ L T SetMatrix
BRCEUDA VAR AERREELZERL F
9.

O N—FYIARYI—HANF GPURKNILZY VDORA
QAVTFYIARETVEZFTATROHEL EZEH

O DirectX9 O XY 2 1 HBELHOHL ZES

[1D3DXMesh:Optimizelnplace() £l
ID3DXMesh:Optimize()]

AQAVTFYIAREVANODMRN BVEEE,
NVTriStrip1—7 4 U T4 &S

http://developer.nvidia.com/object/nvtristrip library.html

0 BRI I-FF GPURNILERY VDORE

O ezl I:/ P RENE VIS T -4 N-23a2 %&
N
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0 BN I—SZRRTDEER. £Er&maWVWN—
2avaEFEALTE OK TY, FTThzdEEE .
Bt I —IAN—2asETHFTCERZREL
TEBHNANET,
0 ps 2 *KEBEN REBBEWE, ps 2 a70O7 74 &2EAL
9,
O BEZRETHEETR TMUOT—IBEZER,
O float KV & half D FZBVOET,
O AEERRBRYIRNTICCOBEEZFERALET,
O BEB/NTX—4
—ENTA—5&
¥
E
AON—FTYVIARVI-BREEIRILSI—HFEZNTVAEE
2,
O EV2ELI—FNFHNICE>TVWREEE. BRI
BEHAEEN—TY IR I—HIIENES,
QO EVELI-BZ0TA47ICbE>TEILEVERIC—
ENFA—RZ2FEALEL,
O R¥ZEE>TFHEZBRTERVAFAXND,
O BMEERET VAT YSRTEEMAS
O BE9ELBNOARFIS—SAF424
0 FX Composer Z2 AL T7OVZATERL =T
DAFYZT77A4NICTD
0 272U, sincos, log. exp kXA T 1 7 BGHTH
W, TOAFYSRTEERAZIHLERFAEL

O 0 O
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O TOAFYEEN GPURNILERY O 0ORE
TYTIIVEVTEEHR
A FELNZFAVITERBITCERHT IRV T=ER
QO EAETANRIVITOLRIVET VAT ¥ OEM
EEVIahbtEs,
0 HiEOPhotoshop 7 Z 71 ZERALTEAMET 1
LRV TOLRILZZELEE, ENLSICRAD
N ZEHRAXND,
http://developer.nvidia.com/object/nv_texture tools.html
BRBAYSBLEMBRAIKS, TVRAFYTO/AAXNZWVEER. BHH
ZANB)TAIlTHIE,

0 SAZSAANF GPURRNILERY VDOFRHA

O fZE Z-Only BRTATF LAY
O Early Z-cull (R#iz AU T ) ICK B EREL

O PYFIAVFTI2T

1)

QFFIAVTVTORALE

3.2. N\vFH

321 SFRUYNYFEERALEZLV
"TNYFUT e RZATUIINEICAPI Z 1 BT OFUH
EBVWT, Z<ORNFATIIIN%E 1 EOAPIFTHL THETE
BRI, DAXRNVEEHTIIN-TLTRDLZIELET. AP
EROCHI LI RTANDF—/N—AY RIBELETH S, AP
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HOHLZTERLEFLBLILTZOF—N—AY REFHDPEEDD
AJREXVEETT, SVWHBRAIE, BFORZAT TN ZE—EL
HEL THENRCELOBZRPEEERT, £ 2EXREVWNYFZD
BESOE, HEEELICE, WOWEETY, GPUREIC/NDZILIC
BOTVWERINS, REBZLVAVVIREZERTHEOICEK. B
RPBNYFUINRITRIEERICBYRT,

N—TFTYVIOARIT—4

ATV IVARETVITATHOHLEFES

ATV OANFETVITATHOEHLZEES ZEICK>T, GPU
BEOEBRZATAVITRERF YYD 1ZFAIRENTER
T BRZAXNTINAERETHD b nE, 2EERTD
CERBYEBA, FYVII1EFESLETTY,

DirectX Tl&. ID3DXMesh 72 A M OptimizelnPlace()& % L\ (&
Optimize() BB ZFERAL TXY > 1Z2HKEILL, N—FTYIAF v Y
JACEL2EAVEEDICTERENTEERT,

T, NVTriStripI—TF 1 VT 1 2FAL TRELE L, Fyv>
AMEDAY S 1 BERTDICEETEET, NVTriStripld BE SO
TSLTHY), RODURLASAFTEET,

http://developer.nvidia.com/object/nvtristrip library.html.

>I1I—A

BLALOSI—F AV ITBENDILTREMD BB AN KL
ERHL, SIS EHECESZEATRICERVES, BRBNS,
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COZERFREVRANE, BELS I X EZE<OELUEIRVEEID
Bok, EVSZEILBYET, FELEVWE, BEESI—HNDAB
AREHRICE2>TTIVT—23a>0EFEIEEVWSERICHES WREMEN B
WET, Ticlk. BEEMROLHICFDRNEI I —FE2ELE
EHICEIDEVRNTT, €512, GPUDFEEIZHEARTEAT
PHEEHBDZCENTEDTLLS, ELLFEATNEFE, NA1IUR
M GeForce FXGPU 7 0OY 094 V)& V) 20 A EOEEA A 8E
T9, D GeForce 6 1) —X GPU [ TDMFBENDHEEZE S
TENTEET,

ez B I :mIREOEI I I —EN—-2 32 %2R

BeEzm IR IREOEI LS I —EFIN-2a &2 BRUET,
EERRF, BEREHEYSBEY NEEOTVAF Y TEMBT VAT ¥
TJIVFRTLYREEZLTVREERE, ps 2 0 LD T —4
EHESMVERFHY)ERA,

ps 2 aZO7 74 ) EEALTEI LS T -2V NM)

Microsoft ® HLSL J1>/N4 5 (fxc.exe ) k. AV NI RO 7O
77A4NCESVTFY 7EEOZELZEML £9., GeForce FX
GPUZBERALTHY, I —F N ps 2 OULLEZERTBHEEE.
ps. 2 aZO77ANEE>TLSEETV, Chik, TDEZFE GeForce
FX772)—(CHHETS ps 2 OBEEODA—/N\—EY RNTT,
ps 2 aZO77A)NEFHCONALTDENRABps 2077077
ANEFICONANLTEDER)BE TS HENFNKLLBEDTLELS,
2003 7 AICHLSL O U — AN BRE Nk AT ps_ 2 a 70
J77A4ILUABYERATLIL,
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—f&IC, RFTRD fxc ZEAL T &V ( DirectX 9.0c LA )
Microsoft &) ) —RZ AV NM I eER EF, NTT714v DO R
ZLTVWBNSTT, GeForce 6 > 1)—X GPU DAk, BEYIET
O77ALNERBHOAVNAZTAVNAINTBDETTTD T,

HEEZRLETHETHR TUOT - IBEZER

MELCRERAFICHETIESVEDNERE, FEBIXFLIAX
ICEAEhDBEETT, GeForce FX 8 KU GeForce 6 1) —X
GPUR3RZ2EY RSRT 16 EY NOEBNERTF—NY KN (Th
Fhfloat®E, haf REHEFEND ), SR 12EY NEENIRT #
—X Y b (fixed EEEND ) ZHR—KNLET, float F—XEHF
IEEE EEEICLTH YY), s23e8 7#—N Y RTT, half £ s10e5 7
#—XYRNTHBIRTIEEE ICLTVET, 12E Y b fixed B, [-
22)DEEZHN/IN—L., ps 2 0UBOZ7O7 74N TREREATESE
A, fixed BiE, DirectX TlE ps_ 1. 02 S ps 1 4FXKTOZ7OT7
AL TEATE., OpenGL Tl& NV_fragment_program extension L
RELZEE CgOVTEEFERATEET,

CchsOBEOHERBEICK>TEDYET,

0 fixed BEREFBETH Y., W —FERENRBEOHHEICER
LET,

0 BENMBRBENSBERIEEE. haf ZOBH float B & V) SitaE
TY, haf BEEEICFEAThE, BEALEOTTUT—23>
T, 7L—ALL—HMRE3FBICBY, 2EYRN7IILOEROKZ TN
EYKN(LSB)D&EDT, LRV ILEEIEIL® 9% £
ZEREATEDNDTT,

0 REUREENBELSERE, fat REZFEVET,
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IGpp 75V (2003 7 ADHLSLT7 Y 7F— KA SERTR) %
FALTYI—AATIRNTZEFINIC haf BEICT DN TE

Y, DI HZEBEREBIILER oo a>oeUNILE
Fo2T, COT7ZVTZBMIL, HESIVREBEICHTEZXZEZR
XNEF, AEIZT—HNFHETIhE, COTSYITZZOEREFMICL
THEET, OFZEELT, TOANENBIBEE. FET half

BEICTHET (/Gpp F A GREMAREEZRELET ),

half £7z (& fixed 22 FEA TR HERE. BITEHNFXA—%, —E/N
FX—8, BEBLROCERICEATEDRSICLTKEE VW, DirectX
OTF7 VT IVEEZps 2 07A7 74N E—RBICEATIHARE.
pp I FEFEAL TRREOBEZTITFTSLEZL,

OpenGLMARB_fragment_programSs8Z AL TLW2HFE, TES
EOBREZ THTERTHBZRNMRICHAL-VEER
ARB_precision_hint_fastest# 7' a > &\, Sl ICREE]
> hO=)LLEVEEENV_ fragment_programZA 7> 3> &FEVET

(http: /www.nvidia.com/dev_content/nvopenglspecs/GL. NV _fragment p

rogram option.txt’j}f\lﬁ ) o

ELDNT—R—AODARL—=>3rH, REZBLEDLTIC, fixed
FlBF haf F—RBETRITTEERT (L&A, tex2D*diffuseColor
EHE )

OpenGL Tl&, GeForce FX/\—RJITFT, BEAENZH IR
BELSBRZII—HE, BENMRBETARL—3> (ERIL
RIVNIWORABEE ) BRTITBEILE2T, ABE—RT7YTT2B
CENTEET,


http://www.nvidia.com/dev_content/nvopenglspecs/GL_NV_fragment_program_option.txt
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EEARF, ERILDOERGE, A7 —FKIC, half BETATLWEREA,
E® haf BETHEVREAY, BREZFFEOILCIZLHI
N=TFTYIRVI—HATAT—IINEERAZIBENHDHLELhFELEA,
ERE., EERAEZBICEBL., ThHSNEZRAT-ILADTY
I2&, FRICARELBNUEZ hal BEICERIZDEEICRSNDE
ROT—FI77 IO REBSFTENTERT,

KB EFE> FHEZER
SIS EBHEREIILES., FEIEODVTHAN, BENEHZEA
LTHEZEBTERVWAEZERAE T, ChIFERO> I —-HIIh>
THEENDTA7Z7VHABOBERERBICHTREYERT, flzRL
£9.
O AAXKARY 7BRERFEZVTVRORTRENET,
p = sqrt(Rx? + Ry? + (Rz + 1)?)
CNRFRDELSICERAENET,
p = sqrt(Rx? + Ry? + Rz? + 2Rz + 1)
RAXRITNILFERILENATVDZEADAP>TVRES (D
= 3 Error! Reference source not found. & & U Error!
Reference source not found.Z8 ) . kLU D 3EOEFTEE 1.0
CBBDCENRIAENET, CORRBRDKSICEEETEN
TEZEY,
p=sqgrt(2 * (Rz + 1)) = 1.414*sqrt(Rz + 1)
0 1.414 OBMITEZRIOERICEHKIAL (29> 32 Error!
Reference source not found.Z8 ). AEZEBRLET,

O RYKN(ERE(N), ERIEL (L) ) BFREIACHRHICHETEET,
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O CNEFEBEEN/IN]) dot (L/ILDE L TEEE N, 2 DO E{fi%
TEHFERR (rsq ) FRETT,
RDEEDELIERBTTRIBOSNET,

(NZIN]) dot (LZ|L]D)

(N dot L) 7 CIN] * ILD)

(N dot L) 7/ (sqrt( (N dot N) * (L dot L) )

(N dot L) * rsq(C (N dot N) * (L dot L) )

BlE rsqBEROEDULABEB Y EE A,

O 0000 O

RO NEZBEBHEBRXOANZ—RIIC/NY ILEV

HBEVE<ORBEHABEICNY IR &, AVNATHFI—REHR
MICKRBELTDIONBELBYET, LA, BENNVIRAZE
TH/E. JQEBICELI—XRINLEZEHHBVIETT, COBEV

FRDLSICRENKT,

// BiE- B8

tangent = float4(tangentVec, viewVec.x)

binormal = float4(binormalVec, viewVec.y)

normal = float4(normalVec, viewVec.z)

CHOLBVT, E1—-ARTKNILZ 4 RBEARXNCANET,

F—N—LARABZATZVEREENZV
BEOSI—HIOE>THECAZERE. FECAANICEL N
BLENKLSBYERT, LA, RFBEVTVWROLSICFEZ
nEJ,

float3 reflect(float3 I, float3 N) {
return (2.0*dot(l,N)/dot(N,N))*N — 1;
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CORSIZETE., RAXRITNILBERERI NP AHRINILOERE
SEE|BRICHETZEET, LAL, DI—FOERER. 474
VIOHBEZETBESLEHIC, PBRLSESERICENIEBRERI MUK
LWBENFKKHYET, COBER. AE. B 8LTFANT—
FEEHE reflect)P SHATENTEERT, COLRSBEREILIEEREE
BIICR EERENTEET,

34.7. ERILENERINIORESZSTFELEW

F—N—LARAZA7ZVEKICHER (A OFEEE ) HlELT,
ATV MRIRNLZRANICHETZEVWS N HYET. LA
L. RIMLBEVWTVWREHZFOHTRICERILENTVERT,
AONAZRB R ZRALEEL S, 1.0 ZFAEITZLEHICHLEYD
EVELBENOFEN ZENTVERT,

ZATSVBEBAIRINILORE EEBBRCELKBELETAER
S5BVEE, BBANODANT—NTX—RZREICLTHTLSEZL,
Z57hiE, BHREFOCEHIEIICRIMNILZERILTES T -5
10 EVWSERDEZETCENTE (REZHELZEVEVS iz
ZE150 ) RIMNLZERUELBVS I—HXEREEZHETED
DT,

3.48. " ENEBRZEHKIAD

Z<ORRENEIV RIS I—FTHNERERCXEZHEL TLE
o 2DOULED—ENER (FKLERF—EL 21 TADEH) 2K
ICEATRHBE. ThSNEREEHIAATHEZO LEERHEN
HYET, PIZRLET,

half4 main(float2 diffuse : TEXCOORDO,

uniform sampler2D diffuseTex,
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uniform half4 g_OverbrightColor) {
return tex2D(diffuseTex, diffuse) * g_OverbrightColor * 2.0;

3

g_OverbrightColor l& CPU THS AL ®H 20 E2FEL T, 7L—ALDHEEYEE
FEBRSAEVEILOEV L ENOEEZRBITHENTAEETT,
TEDLETZLKNEBRZEHAIATLEDICE,. XZ2578H D VAR
PR TBDENDBEICBDBEEHET, €52, HLSL TV
I—AEFEAL T I—HARTHICHSHLU S CPU THEL THL
CEELARETT,

E50EOOHBOHIE. TR &IZ materialColor * lightColor % &t
BELTWAZETT, cORXTREZEONYFOERIFEINTELUE
ZBEE5FEFITNHNS, CPUTHEINETT,

T, BEINJIAREEIY N VA GPU T4&<, CPU TFHET

NETT, chslk, BERZEHDVWETTIXA NI EILTREL,
—EBHEITNERVWASTT, /Zpr (1TIE/NY ) B&KTV/Zpc ( FIE

NYO)YIAVNAZAT2 AV 2FEAFINI VRAZLEHOETHRE
FTHIDICKIDTL &5,

349. BN I—FDOTAT7IChE>TZULEVERIC—E/N

32
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FAREF—ENTX—ZZEALTO, 1. 255 BELLFEDLNDIE
BEeEI_ENBYET, COBERBIZNETY, IVNAFH
EBESI-HANTX—ZZXBTHIONHL<ZY), HEMETIC
DBANERT,
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3.4.10. N=TFTYV IR IRV I—FENT A
o)

BMREORBRBRNILRY VZRETEZDACHI A 2>TVERT., ThH
FEBRICE. NMMTZ1420H59382 (CPU, AGP NA, &&
CIZTAVIANATZAVDERE ) ENT A HIBENHD
EVWSZETY, N—FTY IRV I-HEZ/ESHAEI LIS I—H%
ESDDHMFRDVWS ODADERICI>TEDYET,

O FTPIVREZBEDKSICTEL—>32LTVETH? 7L—
LABEVBERAOERNF &G, N—TY VA I—F0OEH
EBRLSTDIONEVTLED, ChEITILFNRATILIV A L%
FALTLRHEIC, HICHTREEYET,

0 2—TYRNCLTLVRRRER ?T77VT—> 3> 25H8ET
EITFTB2E)THIE, EVEILI-FOENFRNILZY D
ICEBAREAEV. LEAN 2T, N—=FTY IR I—-HIZE-
ERBEZELPERIOHNKVTL LS,

O BV I-F0HEE? BB I—F1 0 2{To2TVS
Ak, BTS<KEVELZI—FNFRNILZYIICHEDTL &
S, EVENLI—ZOOAVNAIILD (FT)20 4 VI LI
BY), ROV—"0¥ 5t EHBBERE. T7UT—23Y
FHZES5<. GeForce FX/\— RO I7T, EV9EILZI—ZD
FHNZEZTAHTLES, FEZN—FTY IR I-FICBELEV
AFAXRTLEEV, (FICO2VWTR, £22 3> Error!
Reference source not found. 88 ) . Z#t® NVShaderPerf Y —
LN2FERALTO I —ANFAYA IIILE>TVBDI B ENTE
FJ. £, GeForce6 ) —AXBEE2EFHLVWN=—RIIT
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EREAF., EVELSI-EHNENICRD B, £ EM
BIOI—FTAVTNARETLLS,

3.4.11. EVRILSI—ENFHNICE>TVWRESE. EFEAT
BEFEEN—TYIRII-HICELESD
FARTAHRERSEICEREY), N—ARIF«4 7L Y23
ERTLBHNS, 75X RNZEICThSsE2BELET, BREHE
EN—TFTVIRVI—HIIBICEICL2TITICChEERRLTL
BN—RIIF7EFALET. CHSTNREEIEILSI—F TR, b
THBEROHETIUL, £, BRETNLEREZTRB LS
TEBDTL&S,
ez, BREDLEDICD—ILREEASTA NEBICBDENT
EFET. B2V, N—EIEIRSEEFI-TIVTICIVEDY
LTOWBEVRY., N 7’IvEVTELTVRERR., BBEEER
ZRAN—N—FYIRICTEET,

3.4.12. mul()BEZ 1 7S VBERBZE/ES

FEHTINIVIRAEEZTOTIC. mu()BES A TS VBEREREL
9, TOITIE, P7VT—>aVAMEARNCNNIORAZET &
EICRETHARMOHDTIRFIEOBEN DBENET,
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3.4.13. MET VAT v EBZICIK, saturate() TlE%&<

D3DTADDRESS_CLAMP ( £7zl& GL_CLAMP_TO_EDGE ) Z{#

H

saturate()Z A 9% & —FD GPU TRRRDBEIARN DAV ET,
TOARFYEBEELT, V07 EnER2FERATZESE., >
—RATId3KVE, TUVAFYN—RIITOENEZRNBLTT VA
FrEEZEZ0.1OEEICIT O TITBIANLVTLES,

3.4.14. RAICEVESDHEBZFES

3.5.

3.5.1.

BVWESOTIAF vEZ+EY N (TEXCOORD Y N ) ZHRAICHE
ZIE, BUHENESNDTL &S, TEXCOORDO AASIEL ST,
TEXCOORD1, TEXCOORD2 B EICEFTVWEET,

FOARFYIYT

SIVTRYEVTEES

MNUIETORFYT "AN=DV Ty T—F77 O NFRELE
WRSIZ, PTFUT—2 a2 TREICIYIIVEVTZBEVET,
BERRENBEE, TUVAFYFY Y 10OHBORE, BRIV EMAE
FEBEEhDTLLS, XTUBEHEZDTH 0%BPITLEFTS

NZINTERITBZIOTIAS, FESLLVMREVZET, 3D T
DAF ¥, $BlC, SYTINIYEV IS KREBRBREEZZFD LN
TE&E, SYTIXYEDITZBMIILIEE LS, 30%HD S 40%E HAE

AEELileENfBYET,
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SVTRYTZERTREER, BEICRYIRTAINEEFE>TS
YIIVT BRI ERITNELKTREDHEVRSICLTLKEEY, *
OROYIZ, AITRATANRELERIYFINTAIILNEZZEALTE
2EHUTINERYET, ThILE > TLYEREVERNf €S
NET, LHAL, ES5PLEIREBICKHBZFE>TIY Y Y T ZERK
ThiE, 77VT5—2 a3 RITFOREMN K< BB TL&S, Hit
M Photoshop7°Z %' 4 > ( NVIDIA Texture Toolst Y KZEFh TV
P2)REmEOIYIIVTEZRESERTEERT, COEY ME.
RXDURLA S AFTEET,

http://developer.nvidia.com/object/nv_texture tools.html

FELNFAVITEBIVOCERFRT71IIWNR I T2ERA

RZAVZTEELCEARTAIINEZITE, £55%, BEmE
DEECRIERTAH, HELOBHZHFVET, NFAUZTES
FUVBRFMTAINEI TR, BEBBEOHFERATILSICLEL
&5, —MRIC, BAY RFANMNABAZVWTIAFYTES NS
WTL&S, EAMRTAIINERIITDEBEERE, TIVATFYOHENUEE
BIBDENHNET, TVAFYAEI-TICRHLTERLTWS
CEFDA2TVBRBER (LA, ZJOTTIATFY ), TOT
DAFYDEOICERETAINEIVTOLARILEZESLET, Y
FTORFIYH—TIADERR. EBILAVY-—EICEYNET A
LRV ITLRIILEREL TSEZ L,

FERATIEAMTAIINZVTOLRILERODDIC, HitDAdobe
Photoshop 7’57 A4 A RICIEERT., cOY—I)LZ2EZAF, KLk
ZANLBZVTLRILEHALT, BEMRZRZENTEERT, &
DY —IIERDURLY S AFTEET,


http://developer.nvidia.com/object/nv_texture_tools.html
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http://developer.nvidia.com/object/nv_texture tools.html. 7—F A KNIZ &
DT, EOTIARAFYICRFUTAINRVIHZVERNZAUZ
TEHITIANZRIV TN BELN ZHMIBZLEHIC, COYV—ILZESE
LVWALELNEEA,

BMEZERET VAT YSRTEEHRAD

TOAFYEEMEBEHRZII—RIBDVVEETT, 775
A TCSRBTEDZRABINEEATLSEEW, GeForce FX 77X 1)
—R@FTFIOAF Y ICHBWNICTIVEATE, ZVTV, JRANIEMNE
BLRILEBETY, FXComposerV—IILZFERALTZNENFEL
ND7ORNRA T ZED ZENTEETT ., FX Conposer lFX M URL A
SAFTEET,

http://developer.nvidia.com/FXComposer

BMBE— T ANENEEERTIVAF Y TLII—RTERBERE
FEIC, MEZRMLEEBRCENTEET, log X exp B E—ZDEM
BEHE. ps 2 OUENZ7O7 74N TRIAZOB5THY. L
N2 T, REMEOLEHICTIVAFYTII—RIBDVEGFHY)
Tt A

3531. EIEILBNOSAT1A2Y

D TFIOAFYOfEA

TOAFYTOERAUNI REENDHBORRELT, EZEILEMND
SAFAVINBYET, —HOMTE (NdotL) ., EDEHTIE
(NdotH) TBBI2 2D FURF Y EESENTEET, & (u,
V)BT, FURFYRADLSICI>O—RLET,

max(N dot L,0) + Ks*pow((N dot L>0) ? max(N dot H,0) : 0), n)
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ChRBEENZ BN ZAT AV TEFILTHY, TF471—-XB&
VARFIAS—HODITUVEVTEZBHET,

IDARGB TV AF ¥ DA

DEDDRICIDWHRELT, (NdotH) k2 TBBEND 1D
ARGB TV AF Y ZERTBIHENfBVET, TUVAFYTREF v~
ZNOEZBEHBICHEUT(Ndot H) ZI>I—RLULET, HIAEE.
RDRSICIA—RULET,

( (N dot H)*, (N dot H)®, (N dot H)2, (N dot H)? )
ThHs, EIXTUTILIE, ChosnfEz7/ LU RTB4EROME
EBNENETSN, SI—FAJRACE/VO0ARFIT—E
FEXSIhET, COFEOTEFESLVWRIRE, GeForce4 77 AM/\
—ROUITTHETRILE, BRYBABETRICTIREMZRA
TWbETY,

ADTFUVARAFYDOER
ADTFIARAFYEFSICEICED>TIVIRICARF IS —IEMNEE
ZEBMTRHEETEET, RGO 28FaOEIS a > THEAL
2DTUVARAF Y FEZFEAL, SEHOHMEARF ISR (&
m)ZI>1—RLET,

EEL. TOAFAYNKRETEREF Y Y IMENEEDEND
S hBVTLEETY, REFERAEEOSVIEHETZI O
—RIBELVAELNEEA,
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3532, ARIKNIOEHRL

ps_ 1 *I—RAZEVTWVWRHEE., ERtF1—TIv 7 &2EAL
TRIBIZEZRSERULET, LUEMBICTRLEHIC, 200
1B6EY NISRFI—TIVTEESENTEETT, O EDMEX
EYRAT, £50&D2EzATT,
ERICE., ERILENTLVEWRINILV ., #EHZVET7 1)
RENLERTHD 1D, 1ICEVONFEETHDIEVSERICED
<, E50E72OKREABYET, DFVY, 1/sqrti(x)atx=1&W
STAZ—REALCE>T1/||V|OELZRDDZENTEDEVS S
&TY,

1/sqet(x) ~ 1+ Y2 (1 -x)
RORDIZBEYET,

VIV =V /sqee([ [V [72) =V + %2V (1 - [|V]]|72)
CORRBFE 22T T IBTTESZENTEERT,
dp3_sat r1, rO0, rO
mad_d2 r1, rO, 1-r1, rO x2
CCTrORRVEELR, MOKKEREV/||V||ZET,

CcOI—REFE, xRQLZAZEHFTHD L, ps_1.4IC/HLTD

AEMTT, £E2ETHNOEI L I -IN-23 2055, K
DL, RORREFES CENTERT,

dp3_sat rl1, r0 _bx2, r0_bx2

mad rl, rO _bias, 1-rl, rO0_bx2

ChiFr0F % NV+N)ZECERELTHY, VEEWVWTW-1,1]

DPS[0,1]ETOEMEBATE I LI I—FIIEENIUEN HD
DT, FHNCBRZERETHYERA,
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3.6.

3.6.1.

40

GeForce 6 1) —X GPU (345517 half BEDERLI Y M ZE#H-
BN NI —FTATHADI)FICEETPI6 ZERILTS
ENTEET, COMEZFIALELLS, ERILZVOEDD 16
TAAESEWT, AONAZ@ nrmh S EERLET,

EHRCICBEEL TEHMEFE, RO URLASAFTES, HHED
Normalization Heuristics and Bump Map Compression 782 4 kR —
N—ZZSBRLTLIEEL,

http://developer.nvidia.com/object/normalization heuristics.html

http://developer.nvidia.com/object/bump map compression.html

3.5.3.3. sincos()BEA%

CCETOT RNAARICENADST, GeForce FX 77 I 1)—8 &
CENUEOGPU R, N\—ROIT7ICEO> EMEHEEKRE
KOAHR—BFLTVET, TOXSBEBEEOF TEFRIZ DA sincos
BHETHY., CNIZK2THRIEOH A O 2EAKICFET
BDENTREERYET,

PERE

fZ& Z-Only 8 RCARATIILEZI T

GeForce FX 8 & Uf GeForce 6 1) —X GPU I REH 2 WNME AT~
INEELDADVITTRBEICET, BETLOAVILET,
COFRBBLDAVTE—REEMCTRICE., XOIIL—ILICHS
PBENFHYNET,


http://developer.nvidia.com/object/normalization_heuristics.html
http://developer.nvidia.com/object/bump_map_compression.html
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0 AZ—BERLAXZEMCTS
O POTATBREIAT I =TI RZINLFHTILLEV
O Texkil ZEDT7Z XA NMZEBEALTVARVZE

0 REVUT L AR (oDepth, texm3x2depth, texdepth ) 2EN 7S
TAVRKNCEBERALTVWAREVC E

QO PILT7PTARNZEMCTS
QO POTATTFIOARFYTAHS—F—%FHALAEV
O d—%oUy7EZEMCLEW

3.6.2. Early-Z &i#1t

Early-Z JiEiL ( "zAV>T ) EHENDZCEEHD ) KRBT —

TIAQOL VAT ZEBITBD IR > THENRLEZGEN Y E

T, BBRY—7IRACIAANOAN R I—FINEHENZEE. 2

AIVITEE D TREDHENBREIhE T, zHV T ZRATS

ZE, ROHA RZA VIR TLEEWV,

O TNREORZATUIINEERLEW (BB, PILTTTARR
texkill %36 (+3 )

0 REZEELEV (B15, GPUNEEENLEREMBEEZAD RS
£9%)

chsn)—I)LzsF5WE, GPUNBRHIRELICHES TF— XN E

i), RENY J7HFBEIVTENDETzAVINTEE

<BBARUENFrHYVET,
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3.6.3.

3.6.4.
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RINICREZRET D

RN 2 DOMELOMEZIATIHZRELZFERE. "HRUICREZ
RETD, 2E&ETT, 2FY, 77—ARNNARELT, BFERREL >
BT ERALT(ZI—TF4278LT)>—V2HELET,
ChTEI-TFIERVEVY—T I AN BIAIEhET, >—V2HE
LBEUTFTRENTEERTN, SER7ILTI—F1207TY,
zAVVIRBEBNICBICRABRWVWIZIX I NEAITILETH
5, DI—FTAVIFEEBRIBDEILRYET,
BAIICREZRETSICE. ThEFOLOAV D INANBETT
F Z<ORBY—7IACIARANOIABDI—FT142ITNERE
n3Eak. HENICENTT. EELZVIERNZAT2TL
HPEKBREMENEEET, T, NSFATUITLNFNEVE 2
HIVITOMREEESD UM HYET,
ESVEOBHETAHFEELT, NVSDK 7.1 IR TRMHEATVS
BMES T —F 1427 ( Deferred Shading ) & ') £ 9,

XEDEIVYHET
F7IVT—23 Il&BETFAXTIOAT YO O UREEE RN
BRICHZZEHIC, DI—FBRVPLUIF—Z2—TY NZ2E)HTS
BRELVHFERFRROBY T,
1. ROICLA—2—T Y NEEVHTS

QO EYFIELCEHVYETIERZY — N (width *bpp ) »

O FRABEICEDSE, BERZEYFIIL—T%2Y—h, B

BHEICLRIVTEND Y —T I AERAICE) HTS,
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2. N=TYIOABLVEI IS T - ZERK
3. BYOTOAFyZO—R

1. FTUFITAVT>I2Y

GeForce FX 77 2 1) —8H &KV GeForce 6 ) —AWRB OB T F T
AVTIVTIOD V2 EATVWET, PUOFIAVTIT AR
CLTBHRFREOMEEREBELEI,NS, 77UT—232TTF Y
FIAVTI T 22BN TR EZEOHET,

TOFIAVTI VT EEZELBVEMZEATILEN HDHEE.
HHECEEL TS EETV, EREBEZRAL, YJ1-232%2R
DHBIHBFEVELET,

DirectX 9.0b AR TRKBERENTVETH, OEDOBEEL T, R

ARNZTOCAMRE—BITOFIAVTI T 2ES EVSEED
H')FET, StretchRect)FFTHLIF. YILFHTUTICEDET,
NYONYTFREAFATAV)=2FTOAFYICIE—FBHZENTE

£7,

EERZE, &XRILFHT7IT%, 100x100/N\Y ONY 77 TH
MCTBEE. RTANGEEBRIZE, POFIAVTIT%T51
HIZ, 200x200/ XY INY T 7 ERENY 77 #ERLET, 77
)r—>3>h 100 x 100 A7 AV V=T O AF v =2ERKT D5,
Z & StretchRect)TNY INY 77 &EZ2F TR ) —2H—7
IAICHETE, GPURT U FIA VT 07 ENTENY T 7
BEATADV—=UNYTFPICTANERED T TELES,
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TAASTO-—BRTFZTOMORARNTOEAMRA 100 x 100 T2
AF¥TRETE, SSICXAONYINY T 7ICERLEENE
ED

COREBHBNYINYTF7HA4X (200x200) £F77VTr—<>3
YOE1—(100x100) OBEEOFR -, XLFH TNz
YITEIEINLFHOTIAL A —2—7 Y MBI shaVE
HTY,



4.1.

E4E
GeForce 6 > U—X0O7O07Z3>
Jge N

CDETIE., GeForce 6 1) —X# & T Quadro FX 4xxx GPU ) #

BREZ7IVCELNTOICRIDEABEY RZVKOPBEALET. C

NOSRBRBREAEHRBEILERZEVTVERTAN, —HEIMEICEHEL
£,

SI-REFII0DHR—K

Microsoft DirectX 9.0 kEEBZN—FT Y VABLVPEI IS T —4
BMiZEE AR EHICVKI2PHFLVAZR O A—RZEALEL L,
N—=23220&EN—232308FTNTT, I—FEFIL 20/
—RTITE2002 FR¥ANSHEATET, BREHFENTLVSD KSR
20O GPUNYI—FEFIN 20 UBEHYR—KNLTVET, 1—
AEFI20FEEBTATAVIROCT ZA—=2a20FEOEDHIC
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FRBHEMZBEATVETN, P2I—A7O077L0RECEREIC
BRI BV, THY, ERTRBMROBREOEABLEBE>TLE
ED

FAREGEIEILI—H20B8LUON—FTY IR I—F20ICE
BORRICHLTUEAEAWV, KYFHLL, KYEALESI-FET
L30ZEHALRBLUOTVWET, COZI—HEFIE. EVEILS
KUON=—TFTY IR I-HRBOEAET, W< D2HDOEETEENS
Rif2RHL TVET,

4.1.1. E2E)IL2T—H 3.0
EO9EILSI—R20E300HELOETHEREERIZRLET,

EVvEILS | 2z—-420 r—430 | BH

I—H Nl

Bt

YI—-H0 | 9% 65535+ KEBMBEI—FAT, TAT4
RrE g, 7O>—=2 ¥ I)LITUTILA EE.
HAL4F+3ZY | No Yes EERBEEVEINOERE I —F12Y
D a3 BEAFYTTBEICELOT, MEeEEEL

L&V,

I-HF7 | FHR—K MIEFUNT | BREREOEHROBEBEEEFUNT 4T

\(l

FIAY 17mR TEEHETE, T—FI770hEBRETS

FooU EHICT—FATRARBELGA—N
42TV = BEAR,

Y971 | No Yes SUUNNATHEZ AT AT H AR,

1AL A
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HEHNS— | ZRESEYH | ZE3REY | LEE, SBRENT—CRYERKLARILT

7#—Xv | BH REENER | BIAFIVILUDSATATHT
h ﬁgo

BHLH | ZE 4 DOME BAESATAITIIVALILEYT
-89y INBVDVITBREN—TY U RAEEEH
N ZEBE, BRRELTBPOIARNTLRY S

<OZA R HIEXS

7#96& | ZRESEYRN | hARA IS EFIILI0EHEREIC, ARF1Z

UARF1 | BEBEH p16-fp32 > | —BRTT7 A THEOZELA DBEOFV

7— I—&707 | OO Z7REICT S, LEIEEERH
N 2D

TUOAFY |8 10 EVEILBROATY RABR, &)U

BEREhI > TUBELAU TR AR, BICAF,

N

4.12. N—FTY O A IT—4 3.0

RARENFN—TFTYIAZI-FEFI200530ICBDEEATE
DEBHBEOEAKBZIVANERLET,

N=FVOR | ¥I— | >T—=430 B

SIS0l | H20

Bt

SI—HA0OE | 256 | 65535 W BEPFEITRYEEEEYSIEZDTA

& ko FAVTRT A= 3 H TR

HAL4F+ZYY | No Yes HEERBREANT _AXA—2aPHEER

bl 53 FUTETBEICELDT, HEEEEEICL
=0

BERXTIAF | No BRK4TIUOARFY FARATL—RXVRNIVEVT, N—F
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¥ HESBRBEE | A VLBRFTHE
AZARYZ | No BB E<OEBBEATITHRE 1INV KRT
ERYF— N HE A

4.13. FAFZIY OBl

48

JI—BZB30FEFIN(N—TFTYIREEVEIL)DVOEODDODEE#
geld. XA F v U2 ( Dynamic Branching) T 9., chZEBMNT S
EWT, DI—R20EREFG>I—H7O7FALCILN—T &85
EERTDENTEET, LA, DA, HIBOERTA
RETIL—TIB2I—FE2EVT, ENNBENERICKETSZH
ZHEREL, SEESANOA TV IRZEI LD I —HIZET
ENTEFELLE, TNASEIRL I—HBFIOSANAOTYY
AZFEX>TEDTAMNIX—RZ2HEHAIXNELHMTEXR L, C
NEVENS I—BBTITATHBIA NEEICDE>TIL—TL,
ITRTODTA NORBNBALES, BAFIVIREZEE>TIL—T
ZHRITBDENTEDDTTY,

BEAEDTARNDERATHAATZSIONOER (ZA4 he@mAVE
SH)ICOKIBELEYET, LEN 2T, BERBRTEI IS IEOE
FEFE>T, DI—EANTAMDSRTHZAVTVRERBRATES
1RNDRNBEAFYTIBDENTEET (FILVLW TNy O T7Iq
A LZAZEFER ). ChICK 2 TRIBSLERBBOERICKY),
SI—BDAE—RTYFICD2BANET.,. BEROARE—RT7 YT %
BT, FYSIORR—"TIAXA=23200EBRZOEUDTIL
dVALBERFYTIBENTEET,




4.1.4.

4.1.5.
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O—RDOXUTFANRS
T—LIVPVREITRIEMECE>THY, EZEILST—H20
N7OJZLOREHBICHLIZDLEHIC, I —HIEILED
BRYBN—232 72N E<BI>TVET, RTRKICEELRD
ATLAAEVZEBITRETTEL, O—ROXVTFVA, 11—
SOAVNAIILEB, LRILO-REESEEEBMID LB E
o PI—HI0RCOBBEZRYLVELE, ZOEENEIL—T
EFRIZKY), TPV, RTRICELVWRITNAZERITIZ o
2, BUEBNELOCBNIRZECS Y IIN—TFTY IR I—4
EDVINEIELD I —HEEKEFTRSEY, I —XDiE*k
ELELCLPBREE\EN KEICEMEEhEL I

A2VARD AEK

SI-ZEFILI0ONDESVEODOEEEMAEEF. Microsoft
DirectXR Instancing APl D% 7R—KTF, BHE, Y—AFEEICEKT
TERATIVONOBOFIRICEALTVET, chFIZT7 1Y
DAONT—THBL, ZVTWE, CPUBITHhTAICELDETT
Z<ONVI—>3 A OATSIVNEREHDVEY T
SYRNTRIBOF—N—AY RFRATYT, X, REFLVTL,
BEWIBTWBRKRASERENETH, THENREELDINUEICHY),
BEXEOEBRELEBYET, EAONUI—>3 0 2EBMTS I
HIZ, AREZE, EVICHTAICELZIAROHZ<OOE—Z2REFT
0. BBV, ThEAOKRZEE, AT—), BFFERVOEE
TREHICAANDAN DL R —RERLEETED D, EB550%
BRIDBENFHBYVET,

AVAZAEREFAE. T7OTIXRBOEDOREREFL, TH
ASVWKOPMMBDTERT—RAN)—LZRELT, 1 2ARVAE
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4.1.6.

4.2.

50

UTE, B, RO ABEZBEITDENTEELT, AR,
BE—D 1000 EROKRKDEFINRGERMNEE EREEH, 200 EXED

BERANV—LRHUE, HZ— BrOPBEZEEAET, 1VARY
AEFICKY), 7O IRBOE>DOFEENRTELZY I Y ML,

RKOEEXFROBUTF—2ZEAL T, 200 KOKOETIhENEL >
B)TFHENTRETT, EEL, 1 VARZVABHOARN)—
LZBUTZEhZRLEEET,

HHOA AR AERI— RO TILEDEDURLA S AFTE
xY,

http://download.nvidia.com/developer/SDK/Individual Samples/samples.html

L3

BN ITNIE, DirectX9.0 I —XEFI 30k, ELWX T, MHAE,
BRI FDEMEORTRBELZESHIHVET, F4FIV D
P, RHEROAUEENHZZ<OTILIVXALICAE—RTY
TEEESL, AR, JZT74V ORI UXRY - T —X
d—RNAZEBILLET, REIC, 1V ARRAERICKRY,
CPUBKRUTATEIDA—N—AY RERESHMAT, ELHTEME
MIBATREICEVYET,

sRGBI>—F1>4
SRGBIVIA—F A4V IR AN ERZFALTEIYBEOSVW.T

YOZRMEL., AEBOREERZELS, OEODOT7F—XY NTT,
sRGB [@F£ /. DXT EfsFEREBAEahbEhE, 7FUr—>3>


http://download.nvidia.com/developer/SDK/Individual_Samples/samples.html
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DHZ—BREZHEL., ARCEBY A X ENE<TRENTESR
ED

GeForce 6 1J—X GPU Tld, MRICHELU TEE PR T+ —I VY
REFE>T, ROIDIBFRAHNBSNINET,

0 SEEAKICHLEZBENSE,
O ABYKREL, VITTRAFIY UBEHE
QO 7L—LNYT7T7O&YIZTRILYFA2YT

TOARAFYDIFE. sSRGBREREAEDT—ATEBHNMIROEHN
BPHACBELTVET, XEVEAEEFHEBEERIDPBEVASTT,

A3. BRIOTINT7TTLYTF42Y

GeForce 6 1) —X GPU Tlk, h5—BXVTILT 7 L_i(]‘l/'C{I)”J'J
DTLUFAVITBEREEETDENTETT, ChiZky),

ZE. TORFYOTILT7 ?VD?)LL_1%T¥?61EL_E§L'C%$£’|¢
FELET, PL77EZBRLEN S, h5—F vy oXILE2ZERT>
DE, COVEDDDFEARBITT,

4.4 B R—RNENBDTOARAFY T #

— 7 W |\
The following table shows the texture formats supported by GeForce 6 Series
GPUs.
*1 74 L>& 7L
BR74—<vh 20 —7 3D MP L& sRGB — Yk ER

| R8GSBS IN] N [N[N] N N[ N | N |
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ABR8G8B8

X8R8G8B8

R5G6B5

X1R5G5B5

A1R5G5B5

A4R4G4B4

R3G3B2

A8

ABR3G3B2

X4R4G4B4

A2B10G10R10

ABB8G8R8

X8B8G8BR8

G16R16

A2R10G10B10

A16B16G16R16

A8BP8

P8

L8

L16

ABL8

AdL4

Float 7 #—< v *1 74 L& 7L
[ 2D —7 3D MIP JL&® sRGB - R ER

R16F

G16R16F

A16B16G16R16F

R32F

G32R32F

A32B32G32R32F

*21 74 L& 7L
Y ROIYVT 2D —7 3D MIP JL&® sRGB — 2 - §-

D24X8 [ yIEn N vy [ v [wal v [na [N
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N/A

N/A

2

D16

N/A

N/A N

45 ZEPNBRTIOAF ¥

GeForce 6 1) —X GPU B EBH NIRRT IV AF ¥ DHR— N Z#E{L
LELE. ROEIC. RASEY 16EY ~ (16fp) ERD L) 32
EY KN (p32) ZFENMEKRTIAFYOERFICOVWTHR—KENT
WBEXDHEEEZRLET,

TORTF
YRS 2
17

ZFLA
K74
2T

NRAVZTFH R
3 N b 4
71405020

LY.}
1z
T

297%
» 7R
—b

3DT
I AT

Cube
Maps

20ORET
BVWFY
AF ¥

16EY
[

Yes

Yes

Yes

Yes

Yes

Yes

Yes

32EY

Yes

No

No

Yes

Yes

Yes

Yes

4.5.1. #IBR

R16F 74— Y NEHR—KRLTVEEA, KDV IZ G16R16F %
FoTLEEV, &8I2, 7LV RTES0DIF A16B16G16R16F
—7IARWTT, GI6R1I6F X R32F H—7 T A7 L RTEFEH
ho 212U, GI6R1I6F TORF YD 7 1)L 2Y T Y R—K&Eh
TVWET,
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4.6. BBL A —2—9"Y K
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( MRT )

GeForce 6 1) —X GPU & MRT 2H#7R— KL, ChiZk2>2TEY
TSI HBBERADDEBDRX—TYNITF—RZ2EELHT L
NFTEEXRT, MRTREVEILSI—FH 5 2L LD float fEZEFTEL .
CNSOHBRRET VAT YV ILRETILEN HDEZRVOEE
AT,

MRT OFEABE LT, NEBELEEZRKICFTE T RN FYEEY
ZThICEMLAEGPGPU POV AXLNHYET, BESI—FT41

DU RREBO floatd EZERICETE TR ROEETT, chlk, &
AlE, Y=T7 T RAEE. LB LVCARF IS FTUTZIL7ANT
ABEIRNTOITIFTIL7ONT 4 25HFELTHEBOTVAF ¥ IC
REITIROEETT, chso7ONTAE, TRICHES/NATE
BOTZARNTI—2BBATRHEEILFEASTNDIELSICEYET,

DirectX ®F ¥ ¥ 7 AE' Y N NumSimultaneousRT &, 571 v ¥
ATFNA AN BHFICL AV T TERBLOA-2—TY NOBE TR
LEJ, GeForce6 1 V—AXGPUDHE, FYYTAEY NE4 T
o MRT ZBMICT BICIE, SetRenderTarget(index,
pRenderTarget) APl FU'H L ZFEVET, CcOBUHLEE, LUF
—B—=TYRTORF Y ICBEEThIEEOEREDA D TY IAILLNA
YRUET, ThASEIEILI—FNFNA U REnLE—&
—TYRFOAF¥IZ, oCO, oC1, 0C2, BRV oC3I LI ARZEE
DTHALET, 1ASIETOAVTFYIAODL A ==Y ~
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ZNULLIZUEYRULTMRT LAV TZATICTRDOZENE
WTLEZE L,

MRT (3t GPU #EEZFIFRL & T, REEELORK, N\—RVUI7T
TPOoFIAVTIVINFNMRT LA —2—Y NZHEHBATERVC
ETT, E5IC, IXTOLVA—2—T Yy NERELUER. §EHKIT
Ey NREEELATNERY EEA, GeForce 6 2V —ANHE,
Fhid, 32EYRN74—3Y RNA (b5, ABRSGSBS.
X8R8G8BS. G16R16F & & T8 R32F ) THHEICMASDES I,
IThbsE, F64EYRNT (THDHE, AI6R16G16B16F 7 F#—< ¥
NeER)&RKA4DOLUOA—R—TY NEFERAD. HDVIEFEE 128
EYRNT(T%&H5, A32R32G32B32F 7 #—~NX Y NZfEH ) ZRK 4
D2OLUVA—B—7Y NEFAD, EVSEICLRYET,

TSI, RANEVEILSI—FTLREETFILI7ZTLOFa4>
J.TILUTFPTAN, 7A2F20, 8ROETFAFV T,
D3DMISCCAPS_MRTPOSTPIXELSHADERBLENDING F ¥ 7’ AE v
KAty h&Eh, USAGE_QUERY_POSTPIXELSHADERBLENDING
DLUA—=T#—=IYRNIIJ—5H Yes ZRTHEEIE. MRTTLA
FRATEELEA,

GeForce 6 ) —AXDOF v 7'l&. R32F, G16R16F & LT
A32R32G32B32F k&, IXTOMRT 74— Y NZDO2WTZ D
BEeEYR—RNLET, LN 2T, GeForce 6 1) —X GPU

( GeForce 6200 IEBR< ) & A16R16G16B16F F &/ L V& —&
—TYRORANT LY REEZEYR—RNLTVREVWSZETT,
DirectX A& EE SISO MRTRARNT LY REEDOEEICD
WTEBEENTVET, MRTLA U JRTFAHF U TREEZE
"L, LEF—2—Y NEOKDOLVTOHT7FTREEZELXL (1
NEIETOLUE—BZ—TYNETATHNBHICHE>TVWBIHADK
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SICEETSD ). PILT7TANEoCO.a DIELTZERAL TIAN
TO4D2OL—H—2—7Y REVEILZEREINEL ESHHIMTL
xY,

BEIC, MRT ZERAT2 Lk, HELOEHAFHYET, MRT &
BEJL—LANY 77HHIBEBORXITRKEZIARNDLYET, 5T,
BOLEWEY NREZFESEETT, L&, 400
A32R32G32B32F H—7 T ADOL VZ VT, 0E&EDD
ABR8G8B8 ML AV TN, 16 €7 L—LNY 7 7 %EiE
ZHBLET, €512, GeForce6 > )—Xlk., 32UTOLVZ—
=Y NEERICESEE, BELOAM—RMARY MBYUET,

TDREH, RO—BHOBEHEICETE T RN AN BAEIhET,
MRT RAEBEZOXAERATS. T8DH5. MRT AEBONAZ K
BIBLE, LUE—Z—TYRNOBEZTOEY NREZR/IRICT
3, LA, F—BRZRBINYOL, PILT77F v I ZEEKIC
LW, BDFREBICMRT LA —X—Y RNZEIHTS (I
32364 XEVEIYHT, B8),

F, MRTOHHZE, NAOKRBNFBABVEET, 32UTOIL
—JICBEILET, LEAREF, P7UT5r—2a3ap0e>08100)N
AELAVTL, ZOEIC, 4 DOMRTICH DT B /NAN L
BE. BAONAOLVA ) ThEER—7Y NORVEDZEHAL,
ETNASIDOOMRTEFICHATEEEZAET., COFERR

—TY ROV EDIHN L) BERETRETEDHS, BICEMTHY.,
HOR—7y NEBBRICEEICHETEERT (LealE,. XTUT7
WEBTVAF¥IVT ), BHOSDKO/N\—23> 71 OEES T
—TF AT DOVTEHEMIEFROURLA S AFTEET, £, BED
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I—F( YOFEIUYTELAIIO-—KTEET,
ftp://download.nvidia.com/developer/Movies /NV40-LowRes-
Clips/Deferred Shading.avi.

BERTIOARFYIT

GeForce 6 1 J—AGPUREBERTIVAF ¥ U I Y R—KNLET
N EBERTIVAFVYZEBRRAMELTRS CERFHYERA, BER
TOAF Y, REOEBRFHIAKEES>T, F—RETIVFTS
BMICFERENINRELET, LEN ST, BERTIVAFvZ2EATS
BRELVWFER, TVAFYZ7IvFL., TORICZ<DEHEERE
B, TOARAF Y7 IVFORREESHIC. FERBEZERTS
cETT,
BRTIVAFYRAELEEREIORBETEHY EFEA. PBOER
BHOTF—REFICEFEATVEITLAS, BERIENDERTIARTF
Y7IVFOHRBEEFEAODBHICTEREA,

U<, %D "Using Vertex Texturesy R4 hAR—/N\—%H5E
HLIEEV, CNEFEDODEDURLASAFTEET,
http://developer.nvidia.com/object/using vertex textures.html.

—IREV S MHERE L DT RINA A

GeForce 6 V) —XT—FFO0FvICIFk., MRE L. BRELT>
ZHOUERNEENTVET, TR, TOREIDZZRATZNIC
JBICIADE R ZVLSD2AEY EFET,

O BERAKRAVERT 1 XN EES, GeForce 6 1) —X 1 —
AOT—%70F 74 4 BHRY NLOBSEREBRHTAY
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D1—=)TBENTE (co-issue & dual-issue ZBL T ), <
NCER 2T I—ABARNIYUEECINET, ECRAKXNATER
DARINEFESZEILEK2T, ANAFHNSODERATDRA
TO1-)BEEBREITRRICUTSNET,

0 TEREBERVOEPMBEZEMEM. GeForce 6> 1) —X GPU
THEBEZESEHEF 2 2HYET, &, GeForce 6 >
—AREFEBET7)—0 P16 ERILIZY R EZ T —RIZHE-T
BV, ChiZ&>2T16EY FEBPMMIKRERILEZMOFTFEEF
TUTHEBEICHBNIZERITIBDENTEEXRT, chZzFATS
IZiE, 7O ATEUNBBEEVOTEFEABEZESLSIC
I2EFTT, £E50EH20EHR, PEABERL>AZ0ER
EBEEITHIRICLSE, SUEICOBNDTREMNI D ZETT,

0 DA +IREBENZZEEIITAFTIVIOPREES, U3
Error! Reference source not found. T =& S, A1 FZVv D
PIRFEI—RZFEICTE, ERERHTT, LHL, ThER
BICBESESDICE. 2N TIRENTETAERYEEA
(EEzWE, Z71C30x30EV I OMEFLE ),

ERER YT

T7VT—23>TEBERY7ORECEAEN 258, ¥KOB
RYEVTELTHSNBFEZE > TRIDHADOEDERELE
KTELVKSICLT, BURSEREBEROERIY Y TEBET
SCENTEFT,

N.z = sgrt( 1 — N.x*N.x — N.y*N.y );
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ChF3~50EVEILYI—RGKICaAVNMILEhETHLS, &
DFEFNSOBEHNMEO (FICEELTVWS )1 —4FmueH
B31T (co-issue ) TED D, BRETFIVARAFYOT7 I Y FHRRNIL
XY IICBA2TVWBHAVWEVWAICK 2T, HEEELEICRTHIMRERNE
bl ET,

EROBIVETZ{TS>EICLEBE. GeForce 6 GPU THF
LWFIRAF+¥7#—< v N, DirectX Tld D3DFMT_V8US,
OpenGL Tl GL_LUMINANCES8_ALPHA8 T¥, Ch5M 7 #—X
YRNE16EY NEVEILT, 21 OUFEEMBI TETT,

¥ROBIVYED TR, EQORENREDEREFHNERENDLH,
ZEMFrDPLBBEDNET, BEOEBE (A7 TV NEEERIYEY
TRE) RERMER
( http://developer.nvidia.com/object/mipmapping_normal maps.html &
BOBBITUFIAVTIVTFERE ) CHKETDFEFRARET
ERS
EBT Y T OEMIZOVWTIE, "Bump Map Compressions 74 k
R=N—ZlEBLEZEV, ChEFRXODURLASAFTEERT,
http://developer.nvidia.com/object/bump map compression.html.
A—RUEFILENARVETFILIOLSICEREZ2ERENDERIYY S
ZHER TSI, NVIDIA MelodyZEAL T EZEV, O—RDD—
FOOEFILEZO-—RLTAS, NMRUSREFI/IZO—KRL,
TGenerate Normal Map (JEBX Y 74EK ) 1 RE&EZ VUV ILT,
» EFEMelodyH' S ELRXBDNZRB T TT, Melodyld RDOURLAY
SAFTEET, htp://developer.nvidia.com/object/melody home.html.

59


http://developer.nvidia.com/object/mipmapping_normal_maps.html
http://developer.nvidia.com/object/bump_map_compression.html
http://developer.nvidia.com/object/melody_home.html




5.1.

CDETIE GeForce FX 77 2 —D#eE%Z 100%EH T2 -0 ICE&
CIADERNEVKOHARERHELET, chsld, —ZBEHEICERE
LETH., BEAERFBEEROENTT,

N—TY DA T—4 (Vertex
Shaders )

N7 GeForce FX N—FTY ORIV DU TR1¥HIY 200 7%
tEBRNZATUVINEREBETEET, FINFAAFTIY I5EN TR
—RENLETHEY., PI-F0ERERF. k. BREOKREERICE
DTVWTHIKTDENTEET T,

TOTATREDEAL Y RE, T7OTFLLBORTEEEZEET
CELLBYERT, TDREO, REBN—TFTYVAFEZOREL V),
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BBV API ZBLUTTVITATINYFHA X2 RESTBRID
ICDHDIEZET2>TLEZT W,

EO€)> T —4& (Pixel Shader ) O &
&

GeForce FX k& &® &, NAH f=V) Direct3D Tl 512, OpenGL T
1,024 DEV I GTERIBTEET, DirectX Tk, ps 2 adHd
Wi ps 2 x7O0774)0EFICONAILLTLSEEL, OpenGL
Tk, GLSL, Cg ZFEHTZ (arbfp1 £ 30 7O7 7 AL @ T
WCAVNALTBEILEK2T) . HBWIE ARB_fragment_program
IR ZEEEFERATEET,

Quadro FX A— RIE/NNAH V) 2,048 DEV RIS EVNETS
ENTEEXT,

DirectX BEOE VIS 1T —4&

B# D DirectX 9 ps 2 0 BT TNUBROS T —F 1 VT EFIL T,
T7A2ILRT24EY NALOBETHREFES LI —KTEZTS

PENHYET (GeForce FX 77— DT—ATIE 32EY

Nfloat BZFALTVET ), 77UTr—>3arnrs7E>7JUE

BT ppEMiTEEELTI6EY NEBNBRRBEICTIENT

EET,
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HLSL £/zlk Cg 2 EA T2 B ER. FECHRIICNEFTS LN
TEET, 2EY MNBER floatBHEL T, 16 EY NBEF half &
ELTEHEEELET,

T —BENBHETII—FZEE, ThHSKXEILWUTLIA
ZAOEVER half GENRBEILZTSZ2H8BHOLET,

BENMNIRILOTA2 T, £, BEBETIVAFYILOT4
DIONAT AR I—RETFINps 1. 005 ps 1.4 DTIARF
YEEEIIVICERAENET,

DirectX Tld, ps 2 0 ZBUTCEENMBRBEZERTD _LBFTE
FtHA, 7OT5L% ps_ 1.1 15 ps_1_4 ICHESHESNDEHEEE,
BEMIRI—FAVIN—RIVITOFERBEENfBAD LY,
WTVWRERITEENF EALET,

OpenGL EBOE VIS T —
.

ARB_fragment_program IL3R ClE T 7 # )L N THIK 24 E Y NEE)/D
BABENVETT, ARB_fragment_program ¥ —A1— RN EHEIC
B2O72vJ%2iTCTCREZINO-IILTBENTEET,

0 NV_fragment_program, half (16 E'Y NZE)I/NER ) B KU fixed
(12EY NEEMIR ) 74— Yy NEZBARNICEALTIV N
A—)EtgEe/mARILTEET,

0 ARB_precision_hint_fastest, #& 1> /Y4 2 ( Unified
Compiler ) A"RITRICES I —XICHU BEZHL, 7—F
77O0RZERNMNINMR, 2MEEZOLELET,
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0 ARB_precision_hint_niceste 7’07 5 A& k& @HIH I float FBE
TRITEEFET,

55. 16 EY NZEALBAZEFES

64

S OAREN LRI half 2R > ERBBA 5L, Fi-floatld "5 &

DERICUD, VEDDTF—IYRERBL, TOHBEEBEICIE
FEAEFERILDTVERA, haf F10EY NORESEY K

DIEBEFEET, float 23 EY NORBE SE Y NDIEHERS
F9, RBEY NETNETNEROBERYERDCENTEEXRT,
DEBYVIZCE>TEDT7#—XY NOBRABENREENET, half
NHBE, FREEY NEOBER 0.1%TT, BHRERERAORE L

LTHDENTEET, BENIRELKB>TERI RS LD E, E
BROZEHRYOREOBMUAIKRELKBEYET, COLSICLTEEHD
BR74—~XY NSEBNCRELEBAOREELET,

half Tk, MEE Y NEERENT, -2048 'S 2048 ETHEKEE
BILRITCEULNTEREA, E9EILI—SHATEI—EEHBDV
FO—IIREBETHHETZEE. BELNSHNDZENFHYVET, f
ZEF. FYTORXOMEN 4096, KDMNMEN 4097 OFE. WAD
F+ZI0XFERALU 16 EY NEBNPRRBTRENET, chSDE
ZREITHE, EOCKYET,. ThHS, TORREZ2FELTER
ko2&, BRAREBYET, BEDBRAZFEM, BRT, FUDFIL
NDVI—BRINVEGERETEAHYET, HET, YNUJUITRABRTAXR
VNI RBEEEZN—FTY IR I-RICBIEGFTT,
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& #I- GeForce FXCPU Z 5 & E BBAEDOREIC &K 2 T half 7
#—XY NORBAIEOBADENKLKHNET, ChiIFESZET
FEHYERBA, haf BiFx, hZ—AO7 1 IILALICRESFEAEHTY
TN, T—ATR—MBHWTREBEVWASTT,

N=TFTYIARII-RIFE, RELD—I) REESLIVE 1 —EEANR
—AZMBTEDLSIC, RIEKR float EHR—NITIHEN HVYE
T T, TEXEBREVITHENN—TY IR I-HIIAHED
LLOARBEREICDAYVET., TNHNTEITUHIETE T, CPU
CEEZA BT ICRETEDSS, AEEVEIZEICAN ZBFHE
FTHINDTLEOIN?

LIEF>2T, N=FTYIARII—HT, BERZRAZTHERLFESE
L%Eb\%@ﬁ%@ﬁﬁét?tnyl—ﬂLE?;tEﬂbﬁvo
DEDDLRVFEELT, N—TYIARIVAZI—HATOERDNE
PORANEZRETIHEN HBYVET, ThHS, H—IIXITKNIL
CEHEHRHG T, ToEEEOWCED T, 759XV 1— 9?«
INLVZERIKLET, (BEBAT—ILGEERILEhEERI
LFEA )

BZEEATBRAEDPBALLSIETREN KLKHYET, ChiEZA

BERCRICERATT., s¥Es, ERROBPLOZERICH L
BBANSTY, FEREOKLTRCEILLR>THBEY NEFAD LD
IZV), EAZREBEY MYV EDERET,

—MRICIE,. CPU TEEHEZITV, UZT7HERN-FTY IR
I—AT, VTHEREI LS I -HTHTLVET,
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56. Y R—RNENBFTIRF ¥ 7 4
—3 vk

BRI7A—Y

R8G8B8

ABR8G8BS8

1 740 L% 7Ly
2D —7 3D MIP % sRGB - k EX

X8R8G8B8

R5G6B5

X1R5G5B5

A1R5G5B5

A4R4GA4B4

R3G3B2

A8

ABR3G3B2

X4RA4G4B4

A2B10G10R10

ABB8G8R8

X8B8G8R8

G16R16

A2R10G10B10

Al16B16G16R16

ABP8

P8

L8

L16

A8BLS8

A4L4

Float 7 #—~X VY
~

R16F

G16R16F

740 L% 7Ly
2D Cube 3D MIP 4% sRGB — k EX

N/A
Y Y Y Y N/A Y
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A16B16G16R16F* | Y | N NI N | N | NnA Y N N
R32F Yyl vy [ Yl Y| N | NA Y N N
G32R32F N| N [IN| N | N | NA N N N
A32B32G32R32F* | Y | N I[N N | N | NA Y N N
740 L% 7Ly
Y RURVS 2D Cube 3D MIP 2 sRGB - K ExR
D24X8 Yy N IN| Y] Y | NnA Y N/A N
D24S8 Yy N IN| Y| Y | NA Y N/A N
D16 YI N IN] Y] Y | NA Y N/A N

*SYEVIRERIYIIYEY THEED & DX9.0c THRST

5.7.

DirectX Tps 2 x&ps 2 a%
AT

GeForce FX [ BE#ETE (DDX £ DDY IC&? ), RLWo 1 -4,
7LF 47 —> 3> (predication ) Y R—KNZET, ps_2 0 HAE
BALBEEYR—NLET, COBBERSLARIL > I—F12ITE
LS. 2BYOFETRRATERT, 0EDEF, ps 2 x7O77
ANEHICHLSLELFE CgZFEALTANAMINTDHET, Lid
BEEZFEVETHY, BEMELY NOEY NEFIVILERA, ©
2EXRVEFER, ps2a7O77MIINEESETT, chiF
GeForce FX 77X —0> I —F 4 JHEEC ERICEES T2 70
774 T, KYRHEILEhLZID-RZERKLET,
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5.8.

5.9.

68

EBIBAL S H—Z—7 Y
EERTS

GeForce 773)—F. 64 EY RNE 128 Y N 4 EEFE/ NS
LA—32—TY N, BRO1EBEEZELE2EZND 322EY NEFFH/ NS
LoA—B—Y RNEZIYVTITIVTENETIOAF Y EYR—KNLE
ER

OpenGL Tk, ZE/NBIT I AF ¥ NV_float_buffer ILsRZ @B U
TREEh, BHOBKBEEEER%Z. NV_fragment_program (23 %
pack/unpack i T Z AL TE—DORZEVEENDERICNY I TESR
T, 77 Ur—> 3> & NEAREST_MIPMAP_NEAREST 28/ =
F1—TIXYvTERY I—LT Y AF ¥ %& pack/unpack T % £
LTEBORGBAS T VAFYTCIIAL—KTEERYT (HR—KEZF
B—0p32 £z P16 ICREENET ),

GeForce FX \—RJ I 7T, FEIMNIKRLOZ—2—TY N7
LTFA42T&HYR—NET, TOERILBEY 2EY RKYKREV
FBENEATIAFYRIVTIIVES TR T4 EI T Y R—
NLEHA,

SERRN Y T
GeForce FX, GeForce4, &0 GeForce3 GPU &, 2 EEEET Y

THSERNY THHREBIVEYJIRERO/N—RIVI TR
TWET, COKRS3GPUDHFEIEF CXVBU8 7+ —X Y hEME2T
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EEW, COT7A—XYRNEESHHIVI-HTZZ2EEHT &
WVEBEENSTT,

EBRI Y TOFMICIOVTE., ROHHONTIXY T (Bump

Map ) BHARD A MR=N—ZSBLTEEV,
http://developer.nvidia.com/object/bump map compression.html.
A—RUEFILENARVETFILIOISICRE2ERELRZERIY S
ZERTBICE. NVIDIA MelodyZERAL T<EE W, O—RUT—
FOOEFILEZO-—RLTAS, NMRUSREFI/IZO—KRL,
FGenerate Normal Map (JEBX Y 74EK ) 1 RE&E VUV ILT,
» EFEMelodyH' S ELRXBDNZRB T TT, Melodyld RDOURLAY
SAFTEET, htp://developer.nvidia.com/object/melody home.html.

5.10.&WFHLVWFY FET—FT
F ¥

GeForce FX B2 BT —F T O F v OEFILF KL BMETAFA
BETY, AUL77IV—0ORRERBUN—FTYIRII—F12UH
KRVPEV LS I —F AV THEEF >TVET, BB20RAIME
BERMLET TN, ChEHAREBICGRATFEA, chSDO#EEICK
V)., BAREE. GeForce FX AEZZ—7 Y MCULTHEHEICYS —L%
RBELTDENTMET, LEARE, DA XK LOD X BEHOFE
EEWTAT—ZETAICROTEET,

GeForce 6 1) —X GPU & float " A&V SR TTH, SMHETH S
S half £5|EHEHR—FLTVET, O U—X@FFEL. float
BRY haf ROZEHNMNIRL VX —2—T7 Y RS LTZB NIRRT
DAF¥ICELT, BAENMROEDICEXNTIYBEELET,
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5.11. 4

70

GeForce FX 8 & U GeForce 6 ) —Xldk, ¥R THREXEMOH S
SI—HABEEERS, ChRRV 2 I—F7O0J LN SEOEREK
HEILETRUET, LHAL, GeForce FX \—RIJ I T TlE, #i¥
NDEREBIERI—FFEENNRBRVOZH MR I—F &2
tLEEDORERETETREHYEEA,

ZL DY I—RIZDOVWT, GeForce FX P—F T U F ¥ THRE DAL
ERETDIRENDHER, ps 1 *&&Wps 2 *1—FEBEL
FERTRENELNELA, LEAR, t?tn$ﬁ®7474/
J0BE, ps 11 I—ATHHBHAZL, ps 1. 4HD VI
pS 2 0 I—ZTRIONATARF IS —RITSIHENGEBHZEN
HYET,
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F6E
— R ET RINA A

ETREBOGPU 77I)—ICHi>THATEER GPU DT
73

)]
TZ2IVICEBI2—MONET RNARAZRLET,

A

GPU 0 5l

BECERAREE GPUDT/NAAIDZLLKBEVWEDLET
(Windows ZH LU T ). ETLTWS GPU AL ZHERELZENDT
To FNAADRIAETEMEMLTVWELE, LAL,
GeForce 6 ~1)—A®M GPU Tlk, ChiFESHTRFEWEEA. ¥
¥ 7AEY ~ (DirectX DiFE ) 5 W FILRXF S ( OpenGL D%
&) ZFEELT, 2THOGPU DHEEEZRRID L Z28HET,
OpenGL DL VA SXZEHEFEAL TVWRHEEEE. NV-40 R—AD
FYTRERIXNTEOEFIC "FX) OBRZF>TLADIHFTRERAEWV
cEzBENZ< ( "GeForce 6xxx1 &A "Quadro FX 34005 &\
SETMAFVTVET ),
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TINAAID FRARENFR—NOERFEERSESELTHESZEN
F<HBYWET, FTNAAIDZRATDE, BICHR—NOEFELE
ABEEBYNET, K<HBDETTN, LV GPU 2B EE,
ThelBET, BABVTTIT—23208%8<H)ET,

HEVBFATEREAN, FNAAID ZFAL Z TN EAEFRS
Bon\, EVWSEXFIGYET, FTNAAIDZBBLBEVE
BT, Y EWMI>EREZTELBZEVRSICLTLSEZL,

HRVBFETEREAN, TF/NAAID ZFEL Z TN EMEFERS
BohzL, EVSEXFNHYET, TNAAID ZBBELBEVE
FT. BFRYEWMIDEBREZTEDBEVRSICLTSEEY,

GPUZTNT VZAGPU LEBFELLELEH, $DVETF/NAAID 277
BLBVIESHIZ, GeForce 6 2 J—X GPU TEEL WS —LEH
WET, COBBEHR—NIBEOLS BREBICAY ETT. NV4X
EROFY TREREBEN BESTFY T TN, — O/ —ARKO—
FAVINFETOVEDICEHLAEVASTT,

TFINAA ID BF¥YTANFIRHBRXFIOREICEE) EEA
FryvTAR. BYOEHLS, PHFTEDYET, $FT5L, ¥
YTARPHTEELRTY, ARABRLSBYBERICED LD, &
DVREL, BB2RTZANPN—RIVITEIZHIET IO RS
EEOAARAAADEVWSERAAS, HELBE<BZ2>TWLWIZEEH
2TL&S,

L= —=2—TYRBLTTIRAF ¥ 74— Y RERASRICHER
TWKTL&SAS, BIYR—MRREFIYILTLKEZL,
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TN/ AIDIZBAL THEN BB HEF. HttDDeveloper Relations?'
L= ICEEFEL TS EEW, P RLAK, devrelfeedback@nvidia.com™T
9,

FXTONVIDIAGPUDT/NA AIDOBREDIV AN, Z55ICHY)

£, http://developer.nvidia.com/object/device ids.html,

N=RIITZ ¥ ROV

GeForce 3 LAFE®M GPU @ NVIDIA/NA— R I 7IE, OpenGL B KT
DirectX TN\N— RO IF7> ¥ ROUXYEVITZHR—MLTVET,

"N=—RIJITI¥ ROIVEVT, &, BRlIBRNSVDZARE,
By RO Y TRERBEN—EFT—200-HT714I)LR I
JREEERICLEEVSZETT, @amBEAR7 IR TzREN
EYROUIVTIVIORFERICHEBENICERLETA S, CDOHEE
ZRAEThDEZHRBLET, \—RIVITIYRUXVEDTH
AORNRSUDAZEZFEALTVD Y, ps 2 O AETHHNDS ¥ R
IRXVYEVITIIAVALZIIIL—MTRHEICKEK,. HEERE
FELEDTL&S,

F—=LIDUTIOYRIRYTEZFEL>TVWEEEEFE., XD URL %
CEICE2>TLEZTL,

O http://developer.nvidia.com/object/hwshadowmap paper.html

http://developer.nvidia.com/object/cedec_shadowmap.html

a
O http://developer.nvidia.com/object/d3dshadowmap.html
a

http://developer.nvidia.com/object/Shadow Map.html

0 SIGGRAPH 2002 O Perspective Shadow Maps
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Q Perspective Shadow Maps: Care and Feeding in GPU Gems: Programming Techniques,
Tips, and Tricks for Real-Time Graphics
(http://developer.nvidia.com/GPUGems)

Simon KozlovEk IZ & % GPU Games® "Perspective Shadow Maps:
Care and Feedingy Tk, N—ARI T AT v RUIY T %#EEBH
TEDNTHERNFHAETNTVERT, HitlEKozlovKDZDEIZH S
BEZEY) AN, BIERAELTENRZHHEOI D VICEEKL, *
NABEEORATHEEICHRN D ZmRBELELE, OBV S
LEN=232 70 BOSDKASAFTEET, XOURLA S AF
TEEY,

http://download.nvidia.com/developer/SDK/Individual Samples/samples.html
DirectX Tl RDFETN=RIITZ ¥ ROI Y TZERTER
ERS

1) D3DUSAGE_DEPTHSTENCIL 2R L TF Y AF ¥ BER

2) 7#—~ v ~&, D3DFMT_D16, D3DFMT_D24X8 ( ¥z l&
D3DFMT_D24S8 £ %4, BEVDI I —HATRATVIIE
YRNEZTOEATEEREA)

3) GetSurfaceLevel(0)% £ > T IDirectDrawSurface9 1 > X —7 T —
Az HE

4) SetDepthStencilSurface()TZ/\Y 77 &L T Surface RA > X %&
Y b

5) DirectX TRAZ—L BV IR—7Y NOBREEHLEICED
7", D3DRS_COLORWRITEENABLE z2€0OICtEY NLTHZ—
EEAKRZEYNIITES,

6) YRIFYATAVIDAXNIED Y ROUIVYTDz/NY 7
TiCL>S—


http://developer.nvidia.com/GPUGems
http://download.nvidia.com/developer/SDK/Individual_Samples/samples.html
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7) CORTYITTHEATZIELI—7O IO aNIRNIIADOR
BFeF7129%,

8) LURA-B—TYRNEzZNYTTHEAXAI—=2INY T 7ICHIY)
BATRY

9 TYRIIYVITTIORFYZHTIIZNARL, TUATF ¥
BREERDKS ICRE.

V* = Bias(0.5/TexWidth, 0.5/TexHeight, 0) *

Bias(0.5, 0.5, 0) *

Scale(0.5,0.5,1) *

ViewProjsaved * World * Object * V
IRNUDJAGCPUTERETE, BRENERNT VAT —X—
2AVRN—TYIARII—ET, BB VREEBBNATZA
DOTUVAFYINVORAZEALT, BATEET,

10) BIEBEBNATSA4 & ps 1.0-1.3 2FEHTREEE. B¥
75 v 4% D3DTTFF_COUNT4 | D3DTTFF_PROJECTED IZ8%%E.

MNEIEIL I —F 14 RBREFEFRATZHEEREF. ¥ RUIXYTY
DTINSEBETIVARAFY I IV FEITRDS,

12) N—RIITRI Y RIIVTTFTORAFYEEORE X BRIV y
BEXDTCTIVARAFYESRT S,

13) 2% RUIVTDOREEZET VAT Y EEDORE z BELERT S,
TOAFYEEREN DY ROV TRERKREGNEF, 7T
YFIRTHRIE 0(ZFRY) ., ThBAE, BREE 1 &5%,

14)> v ROX Y 7H 2750 D3DFILTER_LINEAR ZF > IZF B &,
N—=RIITFEF4DORELBEZTV, OED2OHUTIILERLU
JARNDBE, BRINAVZT 714 2Z2h T3, chidR
EEEXLTRETTT,
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15 COEZFE>TZATA VI TERTS

FIHDO NVIDIA FINA A (IN—23 2 4523 BAgT ) &, ¥ RN Y
TRERBREEChZEOEBARICEELEL Iz, ZOEEE NVIDIA RS
A/N5216 ABETEDY), 7OJSXBRER, BYETIAF YA
TSV ERATRNICERETIHEN HVERT, FIC. ps.20>
YROUEFILTOY RIOIVTEES L, BRETIAF v R5|Z2H
THICRTIDVENHYET (LEXE.
tex2Dproj(ShadowMapSampler, IN.TexCoord0).rgb ) « FE T w-
divide Z1T\\, ERETIVAF Y IV IOTY 72T h(ilfiEITRALO
NRZIZAL—HMLTHE, SEKVEFEA, LEAE,
tex2D(ShadowMapSampler, IN.TexCoord0/IN.TexCoord0.w) & #&E
FRA.

BRI, ps1 113 I—XEFIE/ESEERF, RTANN—-23
VB216 TR, TOARFYART—IN Y ROV T =S T )
DUTBREHIC. BETSYIZHRNICRETDIHLENBYET

( =& A IF, SetTextureStageState(0,
D3DTSS_TEXTURETRANSFORMFLAGS,

D3DTTFF_PROJECTED ) »

¥ : ForceWare 61.71 A Tlk., TV AF ra®H (tex2D, tex2Dlod
BE)EIYRIOYYTEEEICHELET,

L OSDKIZ, DirectXdB &K U0penGLOHAT/N—RI T T+ R
IRYVEVIZBRETHIEEBHNrEENTVET, ChFROURL
NEAFTEERT,

http://download.nvidia.com/developer/SDK /Individual Samples/samples.html



http://download.nvidia.com/developer/SDK/Individual_Samples/samples.html

ETE
NVIDIA SLI & & U Multi-GPU ¥
BEICBETHE M

CNETIF. NVIDIAOSLIE iR E ., EHGPUBRTT 77U —> 3
COHREEBARICEIZEHIDICKRILDEABZE M2V D2HEBN
LET, FHICOVTE, XROBREZCELSEETL,

download.nvidia.com/developer/presentations/2004/GPU Jackpot/SI.I

ftp:

and Stereo.pdf.


ftp://download.nvidia.com/developer/presentations/2004/GPU_Jackpot/SLI_and_Stereo.pdf
ftp://download.nvidia.com/developer/presentations/2004/GPU_Jackpot/SLI_and_Stereo.pdf
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SLI( "RT—Z7 NV >0402—T1

— A1 ( Scalable Link Interface ) D& < e
Ik ) BERO GPU M LR THEMEERE o I
THIEEMBEIILET, SLIBEIY— | = _
&
A4

Y hOENETNA PCl Express 777 4 TECHNOLOGY

v O RR— REBATH ) £2 2Fxr

PCl Express X' —R—RTT, 2 20DT T 7 1Y U AR— RIEHNEB
SLIZUySaAxIZ2ENLTIVIEN, RTZANGZOBRER
#L. SLIMulti-GPU E— RIZABZ ZENTEET, SLI Multi-GPU
E—RTR., RZFANDPEIOR—RZE—OF/N1AELTHEKL.
2DO0OGPUR, 74V OART7Vr—23a>rnslk, E—0OR
BFPNAAERAFT,

BE—DWMEBTNAAGE—DOGPU &Y 19EFRETYT. RZA/\H
LBV TOERZ 2 DOYEHN GPU ICHEITSHASTT, SLI
E—RTORITICRFAAATRETFAAXAEVFBIIEBS BV EICHE
BELTLKEEW, EERE, 200 256MB I 5714 Y UR—REE
LIAATE, BELVEWV256MB EFAXE) DD EDDTI/NA RIED
TY, RZANEBEE, WHEDGPU IZhIE>TEFAXE) 28R
TEIONEDEHATT, 38H5, WOTE, GPUODEFAXE
JIE GPU1 DETFAXEVER—DOF—RZECEVWSETY,
SLIZATATT7TIT—232%RTITBEER. RZANHNED
T—RTEFTIDHLZRELET. BEE— K. AFR (alternate
frame rendering ) . & % LM SFR ( Split Frame Rendering )
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EME—RIFGPUZVDEDEFHE>TIXNTOLYRA U T&ITE
WET (ThbE, 2BFBOGPURT&T7AM RILIREE ), CDE
— RTREHEEDEBMERShELAN, 77UT—>320SLIED
EfMERRENET,

AFR DHBE. RZANIEGPUOTIL—ALAnDOIXNTE, GPU1 T
JL—ALAnt1 OIXTELVAVILET, 7L—An+2 & GPU
0TEVSKRSIZBYET, E7L—LNBRETHIRY (T4
5, 7L—LNFRBEAETF—RZ2HBLAV ), AFREREMEN
TY, BELES, N—N—TFTY IR, FARFARX, BLT/N—EY
ELD—OBEDIRNTOLU AV TI—ONERD GPU ICh 1=
DTHEENBNSTT, LEL—HOF—RNT7L—LBTHEE L
TWBE (EEZE, BICLUA—EnETIORFYE2BFEATS)
F—RE GPUBTEHETDIHLENHYET, CcOT—REENBE
F—=N—AY RE&EHK, 7INIC2FBOAE—RTY TERROBHIC &
WET,

SFRMOEZE., RTZANGET7L—LDOLE%Z GPUO IC, TE% GPU 1
ZEWETES, 7L—L0LEBOY A XETHOY XA O— RN
TSUARENET, EBOAHFTBLVEL RV TD—=0KFDHEN
2., GPUO ORIAENTHFSshdE, RTA/NEE, MBI O GPU (C
BHEBRERESARSELTLEBZERESLET, >—2 2 EHET
I, TRENGPUO & GPU1TICRLT, 2UvEYTTSRE, 7
L—LADIXTHERZ@TED GPU TREITZDZEBITLS>ELE
T

SFRE—RBEENTETF—EIHBAHIVETY, LA, LUH—
Y —FT I AF ¥ (render-to-texture ) SEED 1=, AFR & —fXICEE
F—=N—AY RHFDHEL, SFREVWEERQO—RNZ 2 ANSEL
TEXITNS, AFRBHFELVWE—RTY, £EL, L&A, 7
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TVTr—=230ANYT7PIIT92T7L—LBZE 1 DICFHRT D5
BRE, AFRNBRATERVIEEHYET,

BREOFTUT— 3k, BEOKRSA/Y (66.93 5 ) TRE
BE—RATTAINTT, PTVT—23 0 0BRRERE. RZAN
77— @EB0707 74 EEKLT, SFRIZTZC
ENTEFET, FAARATLARZANTD MO-ILNZRILT,
GeForce 27 %2 1) v %, [Performance & Quality Settings] & iZ1R,
[Add Profile]2 2 )Y O LT, 77VT5—23>0RT7I7AILDOA
BZEADLET, ThH S, [Show advanced settings]ZBXMIZL T,
[Multi-GPU]E 2 U v 2 L& T,

FRORTANTE, BYOSLITE—RZEFVICTRHIC, BHEI
A2 MO—LINFRILEAPI ATV FEMENET,

SLIZATATRADHEZRRIZIZHIC, PEINEZELEPOT
FESBVWCEDUARNZRIZRLET,

CPURKNILZRY DVZEET S

T7UT5—2a> FETHOCPUDHREZFTTVEEEIE., &)

BABRTZT7A4V ORI ) 1—2a aFE>TEREALETFERHY)
FtA, BHRGPUBRZEDNTIEOHICIE, CPUNRNILZRY JI2%
ZO0EBHBTAERYERA, COTOVSEZVIHAROE2E
IZ. CPURRNILZRY VZBRHELEBTDHZEICOVTEHEN SV F

9,
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BEIC., P75 —2a3a 20 7L—ALL—RhEAANIC. 20
BEEEICHATVWEDEEGE., 7L—ALL—RNFZDOEEZBZIZ LN
TEEHA, TOERIBIEDHEVESICLTLSEEL,

77 # )L NT VSync ZEMNICT
%

VSync 2BMCTBE, JL—ALL—RHFEZRXOT7LY>a1L—
NCHIZSNTLEVET, BB GPUBRTR., 571V U AM
EAEVES, EZROT7LYZIAL—MRYTL—LL—KF (D
BY) ) BEBEONEETT, cOLSIBEFEREREIL—LL—NE,
VSync ZZA 7 ICLEBEHNIFEREhEH A,

NOZIUNY 77020 TL—LL—bhEgREICTRIY)1—->3
DERBWERBA, NUTINYTT7VVTREIC, 957149 0R
TRET7ENLVEVITEREBMNY ONY 7728 HTHIEWT
T9,

NUZINYTF7PITRESE, TTTAVIARTETRE. T
RAOEVRIC, BRKID2ONY T FPICLUR—TEFET, LAL,
DZT7AVIATEATENEIC, EZROT7LY2aL—M&YER
CENYT7OLUOA) T EKZADHERE. NYIONY T 7O
BRHUEEA. EZRZOVUTLYZ AN TL—ALL—NE2EOT—
MCBESTLEVET,

—BEWNZEIL, NUTINYTT7TIFE2>OEELARSZE>
TVWET,
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1. &YBKOEFAXEUENETS (BERRENE<., 7UF
TAUTSVIRBHCE>TVBEE, HBEhDBMEFA
XEUDBBIFEIAEL ),

2. REBHOTL—LNFEADE, LYFAUITOAIV RZRITLT
ZThZEETCROSNDETOEIENRESZYNET,

Therefore, turning VSync off by default is the only possible solution. To do so
in DirectX, the Presentationlnterval member of the
D3DPRESENT_PARAMETERS structure has to be set to
D3DPRESENT_INTERVAL_IMMEDIATE when calling

IDirect3D9: :CreateDevice().

BiEEb<E&®27L—AIC
Mz %

DirectX TlE RZANTHRARKI JL—LETNY T 7V TN AT
I 7L—LONY 77T, CPUE GPUNEWICIHMIZL TH
EL., BROMBEZRETEDRSICTRDLHICEFEELVIETT,
—H. NV TTF7ITENBDTL—LNEABE, ThEFTINUR
NRINSTOHEREZEETCRIETORENIRKAAVET, AM
& 30ms EVWVSEVEBERERTCRATEDCENS (TANFU
FICEDN ), COBEFE—BRICERXLLHYEEA,

ZFDRED, WO —LTRE. N\vT77VTF2T7L—LEZAB
WIZHATVWET, EEXE. NvONYT77Z2#0O0v LT, AHK
ICCPUEGPUDN—RIITREBAZEETVERT, NYINY 7T

TEOYITREET CPUZARN—ILEE, IXNTONY T 7%=
L, ThASGPUZAR—IIEEET, OV IRTRIC, INT
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DI ATLNTA RIVREICEY, NV T7F7 IV TEhET7L—LD
BAEOLCEY)ET,

CO&SBRYBTIYATLEAN—LEEDE, —HTHAICEKX
RPBERETCLLRBOT, BIC, WHGPUBRTE, BT
NETT,

NYTF7IITERTL—LOEZINAS. LYEBERODEVWYD L
—23avi, FE7L—LOKDYT, AXV RANU—LALIEZN—=D
ZEHATBHETT (LEAWE, DirectX DARKNIIU—),
NSDARYRNFEBMLOAD)TORIY RRTEIICEEE NI E
EFIVIOLT, NV T7T7UTENBTL—LOBZNA, BRHN
CIEEZEZ1A2537L—LA0OBICHIAZDTT,

Multi-GPU ¥ AT LRNY 77V TJ&ENn3 7L —LOBICHEICHBR
TF, —MRIC, nfBD GPU ZHEL 2 AT AR, EAODMERZF
BEHIC, REBRn7L—LNYT7VITTRIRENFHYNET,

BULIEZEIL, TO5LTHLEENRELBESBVOTT, KRS,
FATICPUZATAR—MICTUTILGPU AT ALRY 2158
RENSTT, LEARF, FATIGPUZATALAT2T7L—L4LZEN
Y77 TFBE 30ms DIBETITHN, chiEP 2T GPUT A
TLAT17L—LNY 77T (LADTIZ30ms HHD )T
POLEEUEETT,

LEA>T, AEO GPUANRNAREEAZT 7 Ur—>32TFIY
L, BETHNE, NvT7T7UTENhBTL—LOBELBRL L
£ GPUDBICHIA D CEEZHRBLET, nvCPLAIAPI ZEX I, >
ATLN SLIE—RIZHZDDH, BIRTBEFEAEN TS GPUD
BEBVEDEDZEANTRETT, I,
NvCplGetDatalnt(NVCPL_API_NUMBER_OF_SLI_GPUS, &number)
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Bk, >ATALATSLIAZ—7)LGPU O %ERLET,
NVControlPanel_APl.pdf RF 1 X2 RE KR NVSDK OH > 7 )L
NvCpl (CFFH BN B V) ET,

FERALTWDAINXNTOTL—A
CHDL—F—Z2—=TY R TD
AF ¥ ZINTEHR

ILFGPUSATLOMERIE GPUNIREETZF—XDEIC LS
LET, GPURAETF—R2E2HAEE T, BHHLA—/N—AY RHE
<. LEF>THREF GREVSDON, GEOZHTT,

HEF—REHFPRIIMAZLEHICE. LOFVTEhizT7L—A
FEhEN, IXTOROTL—LCKFLEVWSREN HET, 1
i, LYE=Y—FTOAFvFEZERAIREER, 0EDDTL—
LATERAEIZIXNTOLUYE—Z—TYRTIOAFTEZTORERL T
L—LOBICERENDEELERLVEVWSZETT, BICFAR,
JL—L—DBELEFLUA-Z2—TY R EZEH L, LAELINT
D7L—LTTIVAFYELTZEORUL—F—52—7'Y hOERAZ
BIdEeW52ETY,

T7VTr—23VAARNICLYZ-2—T Y NOEHFEAFYTL
TOVINGPUSATATLUYAV Y JAE—RZLEFTVREE
&, TOTILIVALZEHRGPUBREITICEET D EFREEE
FHYVET, LEAE, TTUT—2 32 FEHO GPU TETEh
TVWBDOAZRANT, £LES5BS5, JL—LZECLIA-2—7
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YREEFTRDH (Thbs, GEEREZEILD ). H50VE1
TC27L—AL, LYR-B—TYREZEHLTENLAS14TIC27
L—A, EFEAFYTLET,

£5—DO0FEELT, BHICLYA- 2=y RNELVEIUVTL,
TJL—ALARBRETEOHBRZONSETEVSODE, SLIZATAICRE
BFTY, cd5FThE, OEDDOGPUHFES—FDODGPUDL VA

—Y =T IOAFVEEORRFELA>TAM—ILTEIOZEITS N
£

Ly BA-B—4y hETL—LN

Y77 EIUT TS

N—=RoIT7RE., LOE-2—=7Y NFERBIICO T ENTLWEW
& T7VTr—=2arFL—R—2—-7"Y I\G)I:Ot)bc_tt_ﬁﬁ?
P2ONHBDITRFBVOT, LAV ITOERZEIILF GPUST R
TLDGPURBTHETAIHXENBYET (V>3 0 @K,

FERAICLYA-2—TY REIUTITNE, RZANEN—RDT
TR OB VDEBZWC EZHDZENTEET,

D3DPOOL_MANAGED TlEA/N
V) T7REN)HTS

o3> 0@EEKIC. NIFGPUZATARERD GPURBITER
NYT77%HEBLET, DirectX D TOER/NY 77 %
D3DPOOL_DEFAULT TZJV) 4T3 &, D3DPOOL_DEFAULT T2
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WETHDOEEBRLT, BETEZF—/NN—AY RFDPELIBYERT,
COF—=N—AY ROFIRE, FAFIVIEINY T 7DHEEICK
EMNENT, BICHBPWICEHFENEZFAFIVIOEBEBRNY T 7 TR
5T,
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F8E
YT —ADBRR

COEUIVTRENVIDIAODATLAL A D TREQEEIZD
WT, BT FNET7VT—23>T7INICERTIHFEICOVT
AL ET,

BEATLARBZOL ?

T—LORRERF. T'—LOUTVAXLICHTEIEBROEBVKROH
T, VEDNERZRFELNBETT, BEMATREARZE2 DORT
RTVBZENTNTT, ADNBIUAHER (BEXNEEET ) FEKX
R—=TY RTRBEWA, ZIDTAN—H. NVIDIADATL FH—
N=FARRFANIECODVTLKBIZRVI Y Y EZ—DARE/ITTT —
LZzL, FERZELATVET,

TSI, ARPICATLATT —LZRDZDERICAUEET. BYD
KOCRAZDEDHNISIEDANET, E—2320BREFATLA
ICRBEOREMNE AT ZEAXIHN, ATLAEI-—TREI-—HH
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Bl) 2B<HEMER2H ZECRHAL, E—>3 2 0BREENL
TREFHRZRELET,

T—LORARPICUBREES ORFIFEREICAVZCETT, RENL
XRpERODITEBELTAST—LANHEIASTI., ChiFE53A
ATLATY —LZTBANLEBILE>TEHBRBEGODI LK)
£ I

ATLZDOEE

NVIDIA 3D Stereo Driver i DirectX & & O OpenGL XR—A DT — L
TIINADV—=20MEBR%EABEICLET . 3D Stereo Driver RS A
NE, Yy Z—bHFRICELER—DTVYTEI—-RELEBA,
KREBOMEL AV TEHR—NLTVET, BEf/\—RJIT
ZEAE. REZRUShDEGENARSNDTLLS, HETEI-Y
(Z &, Stereo Driver /N\—<) 3 > A" Display Driver N\—> 3> & —8L
BhEFEsBWCEICEBELTSEEL,

MERZANEZBEHILTIDT—LZETREE, -2 2201
RIPSLUYEVTEh, ThTh, EAEORAS<BIHADKISIC,
REORKRDOAIZHALFVET. ChiFEEBRBL XV TEN—
TYVAYI-EOMBEBRIL TITREDINET,

ERBATLAMREEBZDLHICE. AREFRXOETZ S OEE
REZERIDVENHVET,
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8.3. ATLANEZEICKDED

ATFLAIRATAOHELZREITHBENOBAEL, ThIIXT B0
CDOVWTEHBELET,

8.3.1. MELRETLAVY

chiF, BHICKRENTAINEBETYT, 3D Stereo Driver & RE %
ERLTATLMRZERLEIFS, ELLRETEVEOANHD

t\

a

ATLATRIEEE, BRLESIZHVEKBUBET,

NYOTZ2 REG, ANARY DA, ANA R—LZTEDL
HTE<<ORELCERETS. TH5LBVE, ATLATRERERAN N
TBRYVALCHBIROIBWHRICEZTT,

HUD 74 T A%ZEZ% 3D REICEL ., 77T 0 LZFRN
V2T FBR—LTRINHDHEEK., ThESEAFATSIIVND
IDREICEL &, R#EA (view frustum ) DT 7L —2ICEL
KWE, ATLAMRIRELSBYET,

£/ HUD 2TEZEF—ORICLUA—TH2DEERTT,
CORNI)YOIZKY), HUD ZREEZICRDENERCEHEVT,
BV)DI—TRARENKELSBVYET,

L—H—RESHR. +FRE H—VIE. ThosHuEZEDE
PATZIVNORETID DI RICELN ZVE, ELKRX
FtA, TS5LBVE, TN ZFESORBREBEETTRETT. B8
B5, I—YOREOPEDDRETIRRLETAH . A—VILEH
ODRELHY, e, I—FICREESSO/EERBFAICEZWV
2DODN—VJINRZBH5TT,
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QO ATZTORNONATA NG, ATV NBHRORETITRS
NET, BEZEATE®LY XA,

ELR— KR

ELR—RMREFENICRAT, BEDOID TRERR<S<HWEXEA,
ATLATRH—BEKRATT. BEDO 3D TR, EIR—REFE
ICHDLETRAXRIN, BDATLATR, #LUE>—2TEX, <
ICEAENAHTERT, BEALDEILR—RMRNATLATREED
OTFEHNICRAZNOT, ARESSEERLTEEBOSAXRN) ZEL
FL&5, BBEBEOSAXNITEZOANIRSREAETT,

MFMRELR—KR (AN=D, RAE—D. FARBEE ) IZOVWTE,
OKTH27Y), EFLOKTRVIEEDHYFT, REELVDR, A
TLAOT 7V —23a>TESRABHNTANLT, TOREN T
DPRVAHEL, TOEILR—RA ID TEELRREZF O &HE
RFBETT,

RAN7OEAB R EEZBER

2D BEEZEEMREATLANROSBELEEICADENHYE
T, 75—70—, FIL—L71LEZ, BLCEHER—ADE—>3
VT Z=HACOATFIAVICANET, ChsOHRE, BE. 3D
FANVZTORFYICLOADILTHAS, BEREMAICIHAL
2DEEZEL AV ULTERENET TIARFYODFXR
&, TORMRICHL T, EEPELVREICEEZLS, TNk 3D
Stereo TS E<HBELEB A
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ATFLATH —LETEIADEDIZ. ChoOMBREEMCTHAS
aERMEL, DAXNVENYIONY T FICLR—FTXRNETL
&5,

3IDZ—=>T2DLVREVVTZES

ELTLIEV Y TENLEAT IV MEEBRIZE VT IV 3D
REZF>TVWERA, LEN2T, ThREREZZRELCKFLET,
chid 3D Stereo TRIFEIZCFHNICEAET, HUDT2D L 3D =
SVIJALTWRGEER. RENF—BLEVEY, BROEFICODEN
WET, BYEBLETH, 3D T, BUKRETINTEL AU
JU, AFLAZFICLTTARNLTLSEE L,

H7eE1—-L2AIT
E9FYAEIFYRR, H—3F—, $DVELEAHOAE-I
RY7TBREHTEI—ZBERICLOFAVITTREER. LAV
TJI20OEBEAN—TFR2LSCRR[ZEY MLBTAERY KL
Ao CORNIYDILELY), BRATLAMREY, BEAOCERL LD
SavOAMICHRNEDDZBILETERT,

BWHEE CHEEAET SN D
EEENCBEEROHDE T 2HBL T, RO ZEHRLTLEV
BR. BDATLATYRBLUIFV D IZBITENBYET, C
ABEEZER, JL—LAZEIRTOARF Tz IORNELAIY
TEBIETTHRELET,
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BRI RZAVD A Z2RETS
A7SIOVRNEEVICHLOTZZEICEL2TOAVD IV 0EEE
A2TVWREHEERF., ThSZHFWERSICHLOBAEVLELSIZLTL
EEW, BEEZEEBEED D THREXAINELRYEIN. AT
LATRISISFEHLT, IV ROLEERNITLTVD LS
ICRAERT,

—YOEFATDIORNIEICRESEEZLERS

P

HEZEBOREEHRICHENTHIE, ATLAMRICOT AN RET
Boerdy), ATDIOMELKRARLY, R<RAEYLET,
REBATLAMRESBZICE., AT NIINTH—BREER
ATLAVIINETT,

BERICRET—RZES 5V

YIRNIITRIVARTA—LBRETA T4 T DEHICDID L
VEVVIRICERERDEER, ATLANELICHETDLSIC,
RHW REBEHREZEHET .

D4 RIJE—RTLIEUY
NVIDIA ® 3D Stereo &, 77V —>3a> N 7ILNAV)—EHTE

—ROEZIZLAEBILEEA, 7IARTO)—"F—REHYR—BNL
BVWEEE., ¥—L7L A4V —IE 3D Stereo ZRIATEE A,
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v R
TFIWAD =22 % ROAWS—0DY REFES>TAT UYL Y RY
ZLOAVVIUTEARATLATESESHBELEFEEA, LAL, &
—2DIYRIATDIVNEBYNERETEL AV TTB L,
ATLATELKHEETEELSICHRYET, ¥ RUNYTREFIC
BEEL, BED Y RIURBI ¥ RUIEKH U TEIYERECRELTVS

BRV), BEELE T,

8.3.12. V78N FLAUT

8.3.13

8.3.14

NVIDIA 3D Stereo R A /N DirectX & OpenGL %= B8#I (C HKR—
NLET, O APIZFE>TIDZAX RNV ZL AT LTVS
BEE., ATLATELZU D TEhFEE A,

. LY&-2—7Y NCFBTEZIAT

L>&-2—7y hZ2OYOLBVT, BEEEEAKELET, TS5
THEATLARZFANAINANAENET,

FERICHEV, RLEOAVRZFARMEVD -2

FEICEVS—2IE3DStereo v Y Z—OfREFES EESICHEL
BYVET, BEREHZIVRI A NRAREZTSICETCOBEZNA
BENTEFET, kRICBEORVATD IV RNBLVFERELCHEV
7T ONETERBICBEORSVAT DI ORNE/ES EI—ANY
REL, ATLAOEELLYNEXT, ATLATT —LODTANETY
hE, ChHABELESHISIEDIVET,
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ERBICPNEBFYYTOHDATOION

XV21CHRBNEBFYYTR, ATLATLIAIVTTBE,
—BBRIUDKRSICBWERT, XVZINETHDEZHEL., AT
LATTARNLTCIAARELTOVBWVWI EZBREL TS EZ WL,

ATLAMROEE

ATLAZEIDTESEVTIIBMHBRBRERRIDI-OICEATES
TATTEWK 2N BNALET,

ATLATT—LDOTANETS

F<Nn/=3D Stereo MR EZBBRTEDLSICTIEHIC, ZREKVA
EE, ATLATRITLEBN ST —LDTANETDETT, £V
TLVOBBEANI<SICHSHICHY), BREICEETEET, I0Display
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