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main_2015_07_27_23 26 32 vs2013 - Microsoft Visual Studio Y2 (I QuickLaunch (Ctr+Q) P - B x
ELE EDIT VIEW VASSISTX PROJCT BUILD DEBUG TEAM NSIGHT TOOLS TEST TEGRA ANALYZE WINDOW  HELP JonasVang ~ .
@-C - W@ - - b NsightTegraDebugger ~ Debug - Tega-Android - || FH M 4 %A% _ @ Device NVIDIASHIELD Tablet Android ~ (5 8 < _ gy g | . D E el
Solution Explorer vRx =L PP v ;’
coR @ e a@@m o ‘E > RunFrame0Part00.NV_EXEC - 2 5 NV_EXEC(gIDispatchCompute(79, 45, 1)) ~ QGo
Search Solution Explorer (Ctrls) P = (GlobalScope) = @ Runframec0Part00) 4%
o T T s 4722 NV_EXEC(glBindTexture(GL_TEXTURE_2D, 0)}; I e
5 b o P PR 4723 NV_EXEC(glActiveTexture(GL_TEXTURE6)); = e— -
b ¥ Extemal Dependencies 4724 NV_EXEC(g1BindTexture(GL_TEXTURE_2D, @)}; g
b #+ android_native_app_glue.c 4725 NV_EXEC(glActiveTexture(GL_TEXTURE7));
bom DGR 4726 NV_EXEC(g1BindTexture(GL_TEXTURE_CUBE_MAP_ARRAY_EXT, 0)); E
L ] 4727 NV_EXEC(glActiveTexture (GL_TEXTURES)); g
++ FrameOPart00.cpp. E
b Fo T 4728 NV_EXEC(glBindTexture(GL_TEXTURE_2D, 0)); z
b ++ FrameSetup00.cpp 4729 NV_EXEC(glActiveTexture(GL_TEXTURE9)); 3
b *+ FrameSetup01.cpp 4730 NV_EXEC(glBindTexture(GL_TEXTURE_2D, 9)); W;
: :::I"*i‘""m""’ 4731 NV_EXEC(glActiveTexture (GL_TEXTURE10)); a
b B H:Iﬁ.s.hpp 4732 NV_EXEC(g1BindTexture(GL_TEXTURE_2D, @));
B D 4733 NV_EXEC(glActiveTexture(GL_TEXTURE11));
b 4 NvEW.cop 4734 NV_EXEC(g1BindTexture(GL_TEXTURE_2D, @)};
: E :"m;hk et 4735 NV_EXEC(glActiveTexture(GL_TEXTURE12));
R o P: M:k:".ssm;';'; 4736 NV_EXEC(glBindTexture(GL_TEXTURE_CUBE_MAP, 0));
b+ ReadOnlyDatabase.cpp 4737
3 ReadOnlyDatabase.h 4738 static GLfloat GLfloat_temp_282[20] = {
b *+ ReplayProcedures.cpp 4739 HexToFloat (0x412CFF98/%10.8124f+%/), HexToFloat(0x409043FF/+4.5083f*/), HexToFloat(@x401ADCB1/%2.41972f%/)
; m?z::d"'s'h 4740 HexToFloat (@x37AE6479/%2.07892e-05T%/), HexToFloat(@x39F8B04D/*0.0004743367*/), HexToFloat(@x3F7FFF58/%0.
> Mm{@qp 4741 HexToFloat (0x453B8000/*3000.07*/), 0.0, HexToFloat(®xB7B80618/+-2.19373e-051*/) };
b+ ResourcesOl.cpp. 4742 NV_EXEC(glUniform4fv(Uniform_progof268_locof196, 5, GLfloat_temp_282));
b+ Threading.cpp 4743
b @ Wb 4744 NV_EXEC(glVertexAttribFormat(®, 2, GL_FLOAT, GL_FALSE, @)});
PP s e 4745 NV_EXEC(q1BindVertexBuffer(, Buffer_uidof 27, 384256, 8));
finResourcesSetup.cpp
4746 NV_EXEC(glDisableVertexAttribArray(1)); wr
4747
4748 // Draw 270 of 305
4749 NV_EXEC(glDrawRangeElements(GL_TRIANGLES, @, 4, 6, GL_UNSIGNED SHORT, (GLvoid+*)0x8e800));
4750
4751 NV_EXEC(glBlendFuncSeparatelEXT(@, GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA, GL_ZERO, GL_ONE_MINUS_SRC_ALPHA));
4752 NV_EXEC(glBlendEquationSeparateiEXT(@, GL_FUNC_ADD, GL_FUNC_ADD)); -
Solution Explorer  Class View Property Manager Team Explorer 0% - 4 e —— T T T T >
I e V7]
Show output from: Debug sEl=x=|E|m
Loaded "1ibstagetrignt_ave_common.so® .

Loaded 'libstagefright_enc_common.se"
*libstagefright_omx.so’

*libmedia_jni.
Loaded 'libsoundpool.so’

Loaded *libaudioeffect_jni.so’

Loaded 'librs_jni.so’

Loaded *libjavacrypto.so’

Loaded 'libandroid.so’

Loaded *libcompiler_rt.so®

Loaded 'libjnigraphics.so’ I
Loaded *1ibwebviewchromium_loader.so"

I -
[ »
Output  Find Results 1 Find Symbol Results
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NVIDIA GAMEWORKS™

Links...

Web: http://aameworks.nvidia.com
Latest info and download options

You Tube: https://www.youtube.com/user/nvidialsame\Works
Tools, effects, and game integration videos

Twitter: https://twitter.com/nvidiadeveloper
Catch up on up to the minute happenings

Survey.  https://developer.nvidia.com/developer-tools-survey-201503
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