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ok Lau )
FLE EDT MEW PROJECT BULD DEBUG TEAM NSIGHT TOOLS TEST ANALVZE WINDOW  HELP
G - s IRt - I P Local Windows Debugger - Auto

seffrey kiel - [
- Relesse - 64
5 I infiltratorDemol 50..apture 00.nvreport

4 Application Settings Conn: localhost App: UE4Game_: . 17 09 S0.exe Args:

- & X

i/ uol

Connection Name:

Application: s\jkieN\Desktop\GDC2015\nfiltrator_ Capture GPUBound\x64\Release\UEAGame_2015 02 28_17 09 50.exe

Arguments:
Working Directory:  CA\Users\jkieh\Desktop\GDC2015\Infiltrator_Capture GPUBoundh
~) Remote Optians

Triggers and Actions Start: On Pr >: Manually

4 Activity Type Trace Process Tree
Trace Application

Collects events from the target application. The analysis session and data collection are stopped when the launched application exits.
9 Trace Process Tree

Collects events from the target application and all native child processes of the target application. The analysis session and data collection are not stopped when the launched application exits. The session and data collection must be stopped manually.
Profile CUDA Application

Collects counters, statistics and derived values for given CUDA kernel launches.
Profile CUDA Process Tree

Collects counters, statistics and derived values for given CUDA kernel launches from the target application and all native child processes of the target application. The analysis session and data collection are not stapped when the launched application esits, The session and data collection nf
4 Trace Settings Demains: DirectX
System (2/5) CPU Thread Trace, Module Trace
Tools Extension
CUDA
OpenCL
4 [} DirectX

(4/4) Markers, Push/Pop Ranges, Start/End Ranges, Resource Naming
(4/4) Driver APL Trace, Runtime API Trace, Software Counters, Kernel Launches and Memory Operations, Host Callback Trace,
(3/3) API Trace, Resource Trace, Program Source Code, Program Build Callback Trace, Program Binary Code, Reference Cou
(7/9) API Trace, CPU Frames, GPU Frames, Push Buffers, Shader Compiles, Performance Markers, Performance Ranges
7] API Trace
API Categories:
9] All Categories  Call Stack Trace: | None
Workload Trace:
7] CPU Frames
7| GPU Frames
7] Push Buffers
7] Draw Calls
7 Dispatches
¥ Transfers

Connection Status Session Control Capture Control

Available Devices:

7] Open Repert on Stop.
Graphics Device (GM206)

Kill Application on Stop | |Summary Report

Qutput | Find Results 2
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Activityl.nvact” InfiltratorDemol50...apture_000.nvreport A X

| Summary Report v”

[*] Target Process: UE4Game.exe [2464] Clear

"= Session Overview

fn'\-

A%%) Summary of session information related to the captured data

InfiltratorDemo.exe (Trace Process Tree)
Captured 9.24 seconds of data on 2/28/2015 6:46:04 PM

Arguments:
Working Dir  c\users\jkiel\desktop\infiltrator\windowsnoeditor
Connection:  DTPNCWin764-02

™, -
4 Process Overview
Summary of process information relating to the captured data.

Process Mame:  UE4Game.exe
Process ID: 2464

Command Une:  "ch\users\jkiehdesktophinfiltrator\windowsnoeditor\Engine\Binaries\Win&4\ e AGAAInfitratorDemo\InfiltratorDemo.uproject
Process Tree: UE4Game.exe [2464]

# Threads: 35

DirectX Overview
Summary of captured DirectX activity

CPU A Cores GPU 0 ceForce G 280

API Time (35) 4 Avg M Utilization (35)
33.3

24928 37T 23.5
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[=] Target Process: UE4Game.exe [2464] C

Row Filters |z‘ | O compute || © Graphics || @ system
3151 3152
| 1

=]  System
= CPUUsage

Core 0

Corel

=l CPU Process Allo...

Core 0

Corel
Core 2

Core 3

Core 4
Core 5

Core 6

Core 7
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GPU Driver Stats...
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UE4Game_ 2015 02_...pture 000.nvreport A X

| Summary Report v||

—

Tl Session Overview

&

ol Summary of session information related to the captured data

UE4Game_ 2015 02 28 17 09_50.exe (Trace Application)
Captured 9.00 seconds of data on 2/28/2015 7:22:52 PM

Arguments:
Working Dir C\Users\jkiel\Documents\NVIDIA Nsight\Captures\UE4Game_ 2015 02 28 17 09 504
Connection:  localhost

DirectX Overview

Summary of captured DirectX activity I
F
= = | ransiers

CPU Al Carss GPU 0 GeForce GTX 280

AFI Time (%) M Avg  Max Utilization (%) Min — Avg
8.0 8 S/F 18 18

2,560.0 2580 96.3 551 99,1

791 794

-

I, There are 451 CPU frames, but only 480 GPU frames.
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NV_CHECK_RESULT(result);

memcpy (D3011_MAPPED_SUBRESOURCE temp_259.pData, NV_GET RESOURCE(woid*, 258),
pID3D11DeviceContext_uidof 16->Unmap(pID3D1lResource uidof 254680, 8);

Map 259 of 464
D3D11_MAPPED_SUBRESOURCE D3D11_MAPPED_SUBRESOURCE_temp_266;
result = pID3D11DeviceContext_uidof_16->Map(pID3DL1Resource_uidof 254682, @,
NV_CHECK_RESULT(result);
memcpy (D3011_MAPPED_SUBRESOURCE temp_26@.pData, NV_GET RESOURCE(woid*, 259),
pID3D11DeviceContext_uidof 16->Unmap(pID3D1lResource uidof 254682, 8);

Map 260 of 464
D3D11_MAPPED_SUBRESOURCE D3D11_MAPPED_SUBRESOURCE_temp_261;
result = pID3D11DeviceContext_uidof_16->Map(pID3DL1Resource_uidof 254684, @,
NV_CHECK_RESULT(result);
memcpy (D3011_MAPPED_SUBRESOURCE temp 261.pData, NV_GET RESOURCE(woid*, 268),
pID3D11DeviceContext_uidof 16->Unmap(pID3D1lResource uidof 254684, 8);

D3D11_MAP_WRIZ

/ Map 261 of 464
D3D11_MAPPED_SUBRESOURCE D3D11_MAPPED_SUBRESOURCE_temp_262;
result = pID3D11DeviceContext uidof 16->Map(pID3DL1Resource uidof 254686, @,
NV_CHECK_RESULT(result);
memepy (D3D11_MAPPED_SUBRESOURCE_temp 262.pData, NV_GET RESOURCE(void*, 26
pID3D11DeviceContext_uidof 16->Unmap(pID3D1lResource uidof 254686, @);
pID3D11DeviceContext_uidof_16->0MSetRenderTargets(1, &pID3D11RenderTa:
static D3D11_VIEWPORT D3D11_VIEWPORT temp_1 = {@.ef, @.@f, HexTof “1400.0
pID3D11DeviceContext uidof 16->RSSetViewports(l, &D3D11 VIEWPORT

/ Map 262 of

D3D11_MAPPED_SUBRESOURCE D3D11 MAPPED_SUBRESOURCE temp 263;

result = pID3D11DeviceContext_uidof_16->Map(((ID3D11Resource™)pID3D11Texture2D_uidof_1279),
NV_CHECK_RESULT (result);

pID3D11DeviceContext_uidof 16->Unmap(((ID3D11Resource® )pID3D11Texture2D_uidof 1279), @);

// Map 263 of
D3D11_MAPPED_SUBRESOURCE D3D11 MAPPED_SUBRESOURCE temp 264;

Applyil

// Applying update to mapped data

£ DISCARD, (D3DIL MAP FLAG'

ng update to mapped data

uidof_1219, NULL);

/), HexToFloat(@x445AC000/*

@, D3D11_MAP_READ, (D3D11

result = pID3D11DeviceContext_uidof_16->Map(((ID3D11Resource®)pIDID11Buffer_uidof_62728), 8, D3D11_MAP_WRITE_DISCARD,

NV_CHECK_RESULT (result);

memcpy (D3D11_MAPPED SUBRESOURCE temp 264.pData, NV_GET RESOURCE(void*, 262), 65536); // App
// Map 264 of 464

D3D11_MAPPED_SUBRESOURCE D3D11 MAPPED_SUBRESOURCE temp 265;

result = pID3D11DeviceContext uidof_16->Map( ((ID3D11Resource™)pID3D11Buffer_uidof 248920),
NV_CHECK_RESULT (result);

memcpy (D3D11_MAPPED_SUBRESOURCE_temp_265.pData, NV_GET_RESOURCE(void*, 263), 256); // Apply
pID3D11DeviceContext uidof 16->Unmap(((ID3D11Resource* )pID3D11Buffer_uidof 248920), @);

// Map 265 of 464

D3D11_MAPPED_SUBRESOURCE D3D11 MAPPED_SUBRESOURCE temp 266;

result = pID3D11DeviceContext_uidof_16->Map( ((ID3D11Resource™)pID3D11Buffer_uidof_252961),
NV_CHECK_RESULT (result);

memcpy(D3D11_MAPPED_SUBRESOURCE_temp_266.pData, NV_GET_RESOURCE(veid*, 264), 64); // Applyi
pID3D11DeviceContext _uidof 16->Unmap(((ID3D11Resource* )pID3D11Buffer_uidof 252961), @);

// Map 266 of 464

D3D11_MAPPED_SUBRESOURCE D3D11 MAPPED_SUBRESOURCE temp 267;

result = pID3D11DeviceContext_uidof_16->Map( ((ID3D11Resource™)pID3D11Buffer_uidof_255270),
NV_CHECK_RESULT (result);

memcpy (D3D11_MAPPED_SUBRESOURCE_temp_267.pData, NV_GET_RESOURCE(void*, 265), 256); // Apply
pID3D11DeviceContext _uidof 16->Unmap(((ID3D11Resource* )pID3D11Buffer_uidof 255270), @);

Ln 3472

lying update to mapped dati

@, D3D11_MAP_WRITE_DISCARD

ing update to mapped data

@, D3D11_MAP_WRITE_DISCARD

ng update to mapped data

@, D3D11_MAP_WRITE_DISCARD

ing update to mapped data
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Binstanced(UINT IndexCountPerInstance = 48, UINT InstanceCount = 33756, UINT Startindex.

Frame5

Frame Profiler Events

tion = 0, INT BaseVer...

B View: Hierarchical -

Event: 6622  Filter:

Event  Description

Arguments: Variable + Value -

AR ERE

6620
Load 6621

Comp Instructions:

Mowe

I {ocked Instructions:
CTextureStore Instructions:
Hum Interfaces Slots:

Mov Instructions:
Bitwise Instructions: 6623

6624

Bias Instructions:

6622

ID3D11DeviceContext1:

Marker APL  NVTX

:VSSetConstantBuffers(UINT StartSlot = 0, UINT MumBuffers = 1, ID3D118: 0

ID3D11DeviceContext
¢ ID3D11DeviceC

fer(ID3D11Buffer” = 'Buffer 45', DXGI_FORMAZ
ed(UINT IndexCe

ID3D11DeviceContext1:

ID3D11DeviceContext1;

RO

API Inspector®
RPipelineflYFie

S

Temp Arrays:
Definitions:
Declarations:
Tex Normal Instructions:
Disassembly &

=] Shader Resource Views

SRY 10060 F
(Slot 1)

SRY 10018 "
(shts5)

=l Constant Buffers

o

-~

SRV 239

(Slot0)
10050

Sotd) ¢

Slot HLSL Buffer Name HLSL Variables

0 (unreferenced)
1 (unreferenced)
2 (unreferenced)
{unreferenced)
(unreferenced)

ads Modules Watch1

Gradient

it Instructions:
Instructions:
UInt Instructions:
Macro Instructions:
Array Instructions:
Cut Instructions:
Emit Instructions:

SRY 10057 )
(Sht2)

SRY 10014 P
(Skte)

1024
2048
256
256
128

uctions: C

Width Stride Object Name

GS Output Topology:

GS Max Output Vertices:
GS Input Primitive:

HS Output Primitive:

HS Partitioning:

Static Flow Control Count:
Dynamic Flow Control Count:
Patch Constant Parameters:
CGS Instances:

CControl Points:

Tesselator Domain:
CBarrier Instructions:

- | Wiew

SRV 239
DXGI_FORMAT_BBGERBAS_UNORM_SRGB
D3D_SRV_DIMENSION_TEXTURE2D
MostDetailedMip: 0

MipLevels: 7

Name:
Formak:
ViewDimension:

Resource Description
Name: Texture2D 226
width: 64
Height: 54
MipLevels: 7

SampleCount: 1

SampleQuality: 0

Usage: D3D11_USAGE_DEFAULT
BindFlags: D3D11_BIND_SHADER.
CpuAccessFlags: 0x00000000
MiscFlags: 0x00000000

ArraySize: 1

Format:  DXGI_FORMAT_BSGSRSA.

Usage BindFlags Access
D3D11_USAGE_DEFAULT D3D11_BIND_COMSTANT_BUFFER 0x0000(
D3D11_USAGE_DYMAMIC D3D11_BIND_COMNSTANT_BUFFER D3D11
D3D11_USAGE_DYNAMIC D3D11_BIND_COMSTANT_BUFFER D3D11)]
D3D11_USAGE_DYMAMIC D3D11_BIND_CONSTANT_BUFFER D3D11
D3D11_USAGE_DYNAMIC D3D11_BIND_COMNSTANT_BUFFER D3D11]

Buffer7 &
Buffer 152744 #
Buffer 28463 #
Buffer 28463 #
Buffer 350 #

6625 # [D3D11DeviceC

:RSSetViewports(UINT NumViewport:

OMSetRenderTargets(UINT NumViews = 1, [D3011RenderTargetVi
. D3D11_VIEWPORT* pVj

ID3D11DeviceContextl:
ID3D11DeviceContextl:l

D3D11RenderTargetView* pRenderTa
RSSetViewports(UINT NumViewports = 1, D3D11_VIEWPOR

ID3D11DeviceC

D3D11BlendState” pBlendState = 'Blej

Inputlayout(ID3D11InputLayout” plnputLayout =

ID3D11DeviceC:
ID3D11DeviceContextl:

:P5SetShader(ID3D11PixelShader® pPixelShader =

ctShader(ID3D11 pVert

had

elShader 364", D311 0x00000000041EDOBO

ID3D11Devicelt

SetS es(UINT StartSlot = 0, UINT Num\iews = 1, ID3D115h 0x00000000041EDOBD

ID3D11DeviceContext1::
ID3D11DeviceContext1:

ID3D11DeviceContext1
ID3D11DeviceContext1
ID3D11DeviceContext1

ID3D11DeviceContext1:]
ID3D11DeviceContext1:
ID3D11DeviceContext1:!
zV5SetConstantBuffers(UINT StartSlot = 0, UINT NumBuffers = 1, ID3D118: 0x00000000041EDOBO
ID3D11DeviceContext]:]

ID3D11DeviceContextl;

ID3D11DeviceC

PSSetSamplers(UINT StartSlot = 0, UINT NumSamplers = 1, ID3D115ample 0x00000000041ED0BO
-PSSetShaderResources(UINT StartSlot = 1, UINT NumViews = 1, ID3D115h 0x00000000041EDOBO
PSSetSamplers(UINT StartSlot = 1, UINT NumSamplers = 1, ID3D115ample 0x00000000041ED0B0
PSSetShaderResources(UINT StartSlot = 2, UINT NumViews = 1, 1D3D115h 0x00000000041ED0B0
PSSetShaderResources(UINT StartSlot = 3, UINT NumViews = 1, 1D3D115h 0x00000000041ED0E0
PSSetSamplers(UINT StartSlot = 3, UINT NumSamplers = 1, ID3D115ample 0x00000000041ED0E0
Map(ID3D11Resource” pResource = ‘Buffer 151256', UINT Subresource = 0, 0%00000000041ED0EO
Unmap(ID3D11Resource* pResource = 'Buffer 151256', UINT Subresource = 0x00000000041EDOEQ

[ASetVertexBuffers(UINT StartSlot = 0, UINT NumBuffers = 1, ID3D11Buff 0x00000000041EDOBO

ID3D11DeviceContext]:]

(ID3D11Resource® pDstResource = ‘Buffer &, UINT Dst 0x00000000041EDOBO
PSSetConstantBuffers(UINT StartSlot = 0, UINT NumBuffers = 1, ID3D116: 0-00000000041ED0BO

ID3D11DeviceContext:

ID3D11DeviceContextl:|
ID3D11DeviceContext1::

fer(ID3D11Buffer” plndexBuffer = ‘Buffer 42, DXGLFORMA 000000000041ED0B0
Drawlndexed (UINT IndexCount = 3, UINT StartindexLocation = 6, INT Base (>00000000041EDOB0
PSSetShaderResources(UINT StartSlot = 0, UINT NumViews = 1, ID3D115h 0>00000000041EDOBO

ID3D11DeviceContext:

ID3D11DeviceContext1
ID3D11DeviceC

0 Targets{UINT =1, ID3D11RenderTargetView™ pp (00000000041ED0B0

=RSSetViewports(UINT NumViewports = 1, D3D11_VIEWPORT* pViewports 0x00000000041EDOBO

ID3D11DeviceContext1:RSSetViewports(UINT NumViewport:

ID3D11DeviceContext]:

D3D11RenderTargetView” pRenderTargetView = | 100000000041EDOB0
1, D3D11_VIEWPORT* pViewports 0x00000000041ED0B0
D3D11D iiState” pD iIState = 000000000041 EDOEO

ID3D11DeviceContext1:
zVSSetShader(ID3D11' pVerte
ID3D11DeviceContextl:

ID3D11DeviceContext1;

1ASetinputlayout(ID3D11InputLayout” plnputLayout = TnputLayout 754') 0x00000000041EDOBO
35" D30 000000000041 EDOBO
PSSetShader(IDIDLLPixelShader* pPixelShader = 'PixelShader 206", ID3D11 000000000041 EDOBO

hader =

ID3D11DeviceC:

es(UINT StartSlot = 0, UINT NumViews = 1, ID3D115t 0x00000000041EDOBO

ID3D11DeviceContextl:
ID3D11DeviceContext]:]
ID3D11DeviceContextl:

PSSetShaderResources(UINT StartSlot = 1, UINT NumViews = 1, ID3D115h 0>:00000000041ED0BO
PSSetSamplers(UINT StartSlot = 1, UINT NumSamplers = 1, ID3D11Sample (00000000041ED0B0
:PSSetShaderResources(UINT StartSlot = 2, UINT NumViews = 1, ID3D115h 0x00000000041ED0B0

ID3D11Devicel:

Call Stack Breakpoints | Output

Sets es{UINT StartSlot = 3, UINT Numiews = 1, ID3D115h 000000000041ED0B0
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NVIDIA GAMEWORKS™

Web: http://gameworks.nvidia.com

YouTube: https://www.youtube.com/user/nvidiaGameWorks

Twitter: https://twitter.com/nvidiadeveloper
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Q&A

E-mail: devtools-support@nvidia.com

Forum: https://devtalk.nvidia.com/default/board/84/nsight-visual-studio-edition/
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