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FX Composer 2.5

NVIDIA FX Composer 2.5 - Project72.frcpro)
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Usability & Productivity

FX Composer Start Page

Getting Started

_

RecentProjecis Useful Resources

Tasks

_a New Project

E Open Project

Add Effect
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Build Debug Analyze
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demon1_Mod

Style -

o Default

18] Add Mod

GasCan070514_M._.
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BA, elcC.

files DA

without fear of losing

N

nviDlA

T RSP GAMT TECHROTOGST OO




—Q
Uo
A SU)

lAcIAN
APDIUSIVUIL
1O

lac((CQ QN

LILIC O\ VUV ,JUJ

A W 4

DA vt
al
= INAES((4N

nviDiA




I ROSUFT GART TFCHRCLOIET CO

L= 4 B |

M
:
;
)

A=A =4 B |
| Sy

A4

= EASL\V.VIA

*

N
nUT_DIA




Shader Debugger
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Render (Debugging)

Shader Debugger

sScene: DefaultScens

Pixel: {¥=149Y=154}

Walue: . {R=0.70428, G=0.43476,

L4 R daty
v’ ifFu

mror List

[Wame  vawe  [hpe  [une [4]
o P BE

# EnvSampler

trib
b

Observe Location: (219.4)
‘Observe Variable
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Introducmg PerfHUD 6.1!

Bug fixes
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PerfHUD 6: Performance Dashboard

FP: 3BE0 frame aval| TriskFrame; B637424. Speed 140 Shaders Used (Wod] RS Used [Mod]  Scissar A1 fanore DCL] whire {1 Depth(]
d ey " R S Z
bl s 08 J

i

apu_busy (GPUD) . gpu_busy (GPU 1) J 2 TEX (%)  m ROP (%) 4 = WS (%) W GS(%) PS (%)

Pl usage statistics

DrawPrim Count w8 Avg Batch

Ciriver Time (ms) W GPU Kile (ms)  Driver Slesping (ms) Frame Time (ms)
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PerfHUD 6: Frame Debugger

FPS: 633 (20 frame avg] TrisFrame: 5632303 Speed: -i- Shaders Used [Mod] RS Used [Orig]  Scissar AI[] lgnore DC[] wire [] Depth[]

Texiures Rencer Targets

DEPTHBUFFER
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PerfHUD 6: Frame Debugger

FPS: 595 (20 frame avg] TrisFrame: 5632353 Speed: -i- Shaders Used [Mod] RS Used [Orig]  Scissar AI[] lgnore DC[] wire [] Depth[ ]

Textures Render Targets | RoB [+]

exXtureanatysis——stupsttute —
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To File
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PerfHUDG: Frame Debugger

[ ]

ID3D10Texture2D: D3D10_SRY_DIMENSION_TEXTURE2D
Dimensions: 1024 x 512

Mip Level: 2

Zoom: 1300%
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PerfHUDG: Frame Debugger

Shaders Used [Mod] RS Used [Orig]  Scissar AI[] lgnore DC[] wire [] Depth[ ]

Rencer Targets
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PerfHUD 6: Frame Debugger

FPS: 537 [20 frame avg] TrisFrame: 5692320 Speect Shaders Used [Mod] RS Used [Orig]  Scissar AI[] lgnore DC[] wire [] Depth[]

Render Targets: | RrcB |
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PerfHUD 6: Adv Frame Debugger

FPS: 20.4 (20 frame avg] TrisFrame: 5632353 Speed: -i- Shaders Used [Mod] RS Used [Orig]  Scissar AI[] lgnore DC[] wire [] Depth[]
Yertexssemily) Vertex Shadser Geometry Sharer Pixel Shader Raster Operations

Wireframe Index [ Vertex Buffer
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PerfHUD 6: Adv Frame Debugger

FPS: 547 (20 frame avg] TrisFrame: 5632353 Speed: -i- Shaders Used [Mod] RS Used [Orig] - Scissar AI[] lgnore DC[] wire [] Depth[ ]

Werlex Assembly Werlex Shader Geomelry Shader Pixel Shader Raster Operations

Testwres [ e o]

Pixel Shader Samplers

TAld ] rdll
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Shader Canstants

LinearhipPoint
dipLinear
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PerfHUD 6: Adv Frame Debugger

FPS: 440 (20 frame avg] TrisFrame: 5632320 Speed: -i- Shaders Used [Mod] RS Used [Mad]  Scissar AI[] lgnore DC[] wire [] Depth[]
Yertex Assembly Vertex Shadser Geometry Sharer Pixel Shader Raster Operations

Rencler States Render Targets

A4 ineEnakble: F
DepthfSkencil State

DepthEnable: True
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PerfHUD 6: Frame Profiler

FPS: 582 (20 frame avg] TrisFrame: 5632320 Speed: -i- Shaders Used [Mod] RS Used [Mad]  Scissar AI[] lgnore DC[] wire [] Depth[ ]

State buckets:
Verlex Shader Pixel Shader rop [ RT [l Pl Shader Constart: i D30 Pert Markersfi Aloha Enabled

Rencier Targets
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PerfHUD 6: Adv Frame Profiler

FPS: 248 (20 frame avg] TrisFrame: 5632320 Speed: -i- Shaders Used [Mod] RS Used [Mod]  Scissar AI[] lgnore DC[] wire [] Depth[]

EHER s sEly) Wertex Shaser Geometry Shaer Pixel Shader Raster Operations

Wireframe Indlex: [ ertex Buffer
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The NVIDIA Developer Toolkit

i Software :
Content Creation Performance Documentation
Development
FX Composer 2.5 SDK 10 PerfKit 6 Conference Presentations

mental mill PerfHUD 6
Artist Edition Cg Toolkit GPU Programming Guide
PerfSDK

Texture Tools 2 WAlE GLExpert Videos

gDEBugger

ShaderPerf 2
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