@

7ZVIDIA



-

)

=
-

ZAANW
f/{gl]_, N
s

R

FT4T NVIDIA (8 e . % A5 SCE. SR 20T, B Il oy
GERIEA AR R D TR AR R . NVIDIA ST L% pET
IR BoRE). 5 s AT S ARAIE,  FEI TSN — TR R AR BRI
T8 Y PEARAIE R i FH 3 3 A PEARAIE

NVIDIA 2> 7 W5 e (s B A ERPE R T 55 . {2 NVIDIA 28 7 A% R X 28
5 BT ) JE B DT, AT R A X A5 Bt 28 = T R sl A A 35 3 117 35
157, XF NVIDIA 2 & FATAT LR L FIAGEH, NVIDIA 2 5 BEA A AT BN
B s A T R T . AR R B E A AT, MURE A, NVIDIA A F [
FERARZE NVIDA 2w BT BTG AR AR Ay S 7 30 2% 5k R G0 IR SR B A

Hits
NVIDIA. NVIDIA #7i&. GeForce 1 NVIDIA Quadro & NVIDIA A & [ iits. I
b2 ) B i 44 R 1T RE ST B AT A 45 E R AR o

RRAR
©2004 4E NVIDIA A7 . 1R T B

FEBIT AR
7S B L'
2.2.0 2004 4F 11 BN TN AR X 22 ]
A E ST ps_3_0 PERE RIS U]
BT “HMSHRY 5
2.1.0 20047 H WINT ‘NIRRT —E
20 H
2.0.4 200447 HH T “ZXNRER (MRT) 7 #5
15 H
203 200446 H  HnT “ZEBEAZFET EH
25 H
2.0.0 20044E6 H  HINT “NV40 (GeForce 6 R4 7 [T
L $4% (NVIDIA EE S A4 i)
1.0.0 ZOOS F£7H (GeForce FX ZmfEiErE)
14



NVIDIA T F dmFe +e e

............. 11

11
12
13
13
15

17
19
19
20
20
20
20
21
21
22
23
23
24
24

B A o o Ny = F TSRS
1.1. T ettt
1.2. AL TIBTRE ML ot
B2 WA T oo
2.1. HEATUERAIIIIGR oo
2.2. EIIIEIT e e

2.2.1. T A

2.2.2. FEARDA

2.2.3. f# FINVPerfHUD# 4
2.3. O 031 SRR
2.4. e TP 1 = SRR
3T BRI BB AR AERETT e
3.1. ST = R
3.2. FEALEE Lo ————————-

3.2.1. P/ D B ) A
3.3. THRT AT R ettt

3.3.1. i & 51 s
3.4. TR e

3.4.1. HERET DUIE S TAE M ARMUA 5 45 (a9

3.4.2. fiiflps_2_alit & 31 (Profile) Zwikfs 4 thas

3.4.3. TEFETT LAIE & AR IR B2 foe I 1 e 2R Y

3.4.4. fi IIAREO Sk D is S

3.4.5. ANEHE R BATTIN G H 2 A WA E AR B

3.4.6. AN 5 3 130 1R 126 R B

3.4.7. ANBEUHSERRHEA O B IR

3.4.8. & IFEE R B (Uniform Constant) ikl

3.4.9. ANELHIEE ZH0 (Uniform Parameter) I 17548 2545 10 2% 2F 4 oW

HAN R AR I

25



3.4.10. ST S A LS R B (3 25
3.4.11. WA EMRFAE ARG, A nT T A TV R T
i 26
3.4.12. A8 A3 AE 2 2R Hemul () 26
3.4.13.  JIID3DTADDRESS CLAMP (2 GL_CLAMP_TO_EDGE)ft#
saturate() AU/ Jm 8 AL bR (Dependent Texture Coordinates) 26
3.4.14. AT AR AT A 4 1 26
3.5. GEEIMETE ..ot 27
3.5.1. 1 FIMipmapping S 5 27
3.5.2. TR = R DN % 1n) S 3 i 27
3.5.3. O A AR 52 2% (1 R 2 27
3.6. PEBEZE I oo, 30
3.6.1. 15 TH Z-Only FIAS R 5 G 30
3.6.2. Early-z{lfk 30
3.6.3. SERNE IR B 31
3.6.4. WAE 73T 31
3.7. IR L7 5/ NSRS 31
AT GEFOrce 6 RIURIETETT oo 33
4.1. TFF SO FE ORI e 33
4.1.1. 3.0 B FEE O 33
4.1.2. 3.0 T fUE th s 34
4.1.3. A L YIhe 35
4.1.4. AR At B fRi e 35
4.1.5. S i 36
4.1.6. NG 36
4.2. SRGBFITIAE e 36
4.3. BRI JRYZ: CAIPNA) BT ceveeeeeee e 37
4.4, SCRFIIGLRIRE T oo 37
4.5, TFITAIIE Lot 38
45.1. Jri B4 39



NVIDIA T F dmFe +e e

4.6. LI IR (IMRTS) et 39
47. THFLGIEME IR oo 41
4.8. BEPERE I oo 41
4.9. TEZRTE oo 42
B 5 B GEFOICe F X TT it 43
5.1. TH R LOR% ettt 43
5.2. BB ORI oo 43
5.3. DIreCtX L R ZE A TAR% oo 44
5.4. OPeNGLE IR BT ORE o oeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee 44
5.5. G IR VAt SRR 45
5.6. B |2 G L = SRR 46
5.7. ZEDirectX i Hps_2 XFIPS_2_ @.reevveeeeeiiiiiiiiiiieeee e 47
5.8. G PR ey = /RS 47
5.9. TEZRMETEL oo 48
5.10. BTN 1B Y OO ROTRPR 48
5.11. IINEE e 48
BB I B e 51
6.1. P BT T ettt 51
6.2. TEELERHBEME B v 52
%5 7 Z NVIDIA SLISZ BT HIMERE ..o 57
7.1. FFATESLI? oot 57
7.2. HEGCPUBA RGN ..o 59
7.3. BRIATEPIVSYNC vttt 59
7.4. FEIRBRABILERL N 2 WY v 60
7.5. FEFTA W SR TUH T AE R RSO 61
7.6. T BRTE AL I RRFIIZEAT ©veeeeee e 61
7.7. 7£D3DPOOL-MANAGED T 3 Be IH AT 257 e eeiee e 62
g IRV 135 31 R 63



8.1.
8.2. SR TSI (oo
8.3. SEM NIRRT ZR

8.3.1. B R IR P 1)V

8.3.2. T AR

8.3.3. Je SRAL B e A ) R

8.3.4. 11 3Dy St ] 2DVE 4

8.3.5. TRSE G

8.3.6. FH A2 5 R 3 o

8.3.7. FHOR B2 (193 B A Ak vl

8.3.8. UL Gy S5 AN R R R B

8.3.9. AN TR AR B A

8.3.10. P BN VE B

8.3.11. B 5%

8.3.12. AT E G

8.3.13. FhENEGHbx

8.3.14.  RWIERAR MRy L B I 5t

8.3.15.  TipilAAT /M BRI &
8.4. B STAATIIR oo,

8.4.1. FENTAR T IS 1 U AR

8.4.2. AT R RCR

8.4.3. G ESGOPIRONEFI

8.4.4. FRAAT A

8.4.5. 4 HIE R ) )
8.5. ST FHGRAEE LT o
8.6. L 2 = = USSR
FOE HRRTAMKE
9.1. NVPErfHUD ..o
9.2. NVShaderPerf.......ccccoviiiiiii e

AT TAENIAR? i

.......................... 64

.......................... 69

.......................... 63

64
65
65
65
65
66
66
66
66
66
66
67
67
67
67
67
67
67
68
68
68



9.3.
9.4.
9.5.

NVIDIA T F dmFe +e e

X o e 72
NVIDIA MEIOAY......ceieveieeieiieeeeie e eeee e eeteeeeeeeeeaeeeeeeeeeeree e 73
FRANGTE RS R 73



1.1.

Chapter 1.5 1 =
RTARIHH

FFE

AYer B E P N R . BIEN HgmfEs 0 (APD FIEESF (GPU) I
IAERTEROR . A ¥R N 2k E B T1dn S BB B TE N R, an S A6 75 BT
AT B, TEREIN R IE B IR 4. devsupport@nvidia.com.

ARG ARG TE
O 1% CR®E) B TASTEK A,

a
d

95 2 TG T AT o A M AL B RSUR AL S N R F

5 3 EAIH LT, DA BN IRSTEEAT AR B . IR TG 2 1 7 T4
HEERREATHES, I, BT DUE AR R .

% 4 A XINVIDIA® GeForce™ 6 R F1A13E T-NVAX K Quadro FXETE 5 ikik T
— L RS TS o XS T RS DI RETT I, (H R T A
6 I 77 THI 1 ] 51

2 5 EEFXHINVIDIA® GeForce™ EXFIAE T-NV3X[#HQuadro FXETE itk 7 —
e I R 1T o IX e 15 2 B T RE T THI IR )8, (R T A K T g
I THT P v 8

% 6 FAIXT NVIDIA FTE S R0 T — 2w A i, ass 742558, Blinekgg

. GPU [R5,

7 ENET NVIDIA AT &R0 (SLD 8K, ARk 24K
JES R RPEE e R




NVIDIA T & F g e te e

O 55 8 TRl ) M FH AR SR RR I SCHF o KOG S ISZ A R A B, T
HAERLGE_E EEARSLARIE R B AT S5 S AR OR

O %5 9 /& NVIDIA PEfg TR HHEE .
O 5 10 TR A EACS RMIELG" ARSI TRAIMEEL T, DES%.

1.2, KiERmiEW

B A SR R PRSI, 15 K% S devsupport@nvidia.com.




Chapter 2.5f 2 &
aAal e N R 7

AFERGUFIR S WLt o e T B K BE LS SR 0 B

2.1, HBEATHAEDRADI

VR 22 7 (8 1) L EL B A R B 1 R i s S A vl S g o me it b

Fro. B, NVPerfHUD 2k (PENEIE ILNVPerfHUDSCRY ) ik i

SR, IR 2 HT I i

BRI REXT EE v

O BRNHABFEBITIER. i, S8 4FK T DirectX Debug [FEf
IEATI, AN P A AT AT A i e 4t

O BRI ER . BRI OR IS AT (1) A2 N FHFR P (R R AT AR 5 8 25
BEEZPE (DLL) , PASIESRAT K BB A DirectX.

O FrENAHABTEEMHRARA (MIERRRE) .

O HRIA ErnREBE LRI R. A ok & f N RFFEOAME. %
Tia) S P o R s e A T s I A e P

O ZPREFND . X B PRITER Y TR 8 BE 2 BT R o

O 7 HARREM _LiEAT. RS AR A0 — AN I PO R R A R R
BAT, W RS T MK CPUL B (GPU) A
SEWINAE . I MK R B mn RENT, MRS B30
z,



2.2.

2.2.1.

8 ik

TR

e, B RATEHE T MERBR NI, S A7 2 2 4R
LU BEA W S N BT o AU 28 75 SRt el A
CRBURLE R R

PRI o

RS, NIAL i) AR A SO R 2% . AL,

NVIDIA T 5 g e ta e

XAy s O ERE IR I KIE” o DR TS BE 7R AT
FELL LA -
Video Memory On-Chip Cache Memory
— Geometry '— > Pre-TaL| Vertex Shading
Cache (T&L)
- Commands Y
_ _l  Post-T&L Cache
System Memory _ _ _
Triangle Setup
CPU -
il
Rasterization '

Texture | . Frag;nent

—Textures Cache | " Shading
and Raster
»  Operations

Frame Buffer Lr

B 1. AR A

EHAVRES T, AR S—CPU. AGP SZEA1 GPU it
A A (1) 5N ET BB R R g e . G2 WE 1D o R, AESERR
o, N R PR TGTA B IR FR S —— R AT 4 T 2 4 e Tk e R &
¥,

WA A AEAEAE T CPU 5 GPU . NVPerfHUD f{4¢4k (52 0L 9.1 3
T2 A5 NVPerfHUD TERS) BB WonfE—mih GPU WHE 2 /b2
o WIR GPU BEWIN & —= >, XRIN T2 /D352 CPU
(PR W1 GPU ZE My Ab 2 Hb (1) R 40 s TR #AE NEE 1R, BAE T A 1)
b BN E =8, HNHEFEAS CPU M GPU [FA, Xt

11



TP PR

2.2.2.

12

CPU 2L i KIS . 35 GPU [HPERE LA GPU [ bR & i
7] o

FEAR

Sl AREAT JLA fa] S (K IUROR A I PR (RIS AN i ZEA AT A
Frik TREIRBNRER, DX 2R A Sy 3k 47

O AF ISR AT Al AR 1) A7 EUCETR 5 i 2 o IX AP AR
Koy RI—— A T Ui R 3 Fe 7= AT, B4 A Windows (1)1
REE I T H. AMD H4its 73X (CodeAnalyst)
(http://www.amd.com/us-
en/Processors/DevelopWithAMD/0,,30_2252 3604,00.html). &k
Intel ] Vtune (http://www.intel.com/software/products/vtune/) k£
B AEATE A TR, R, MR A I A BE e TN AT
ACHGIE ), R S A RS AR, e g R A
AT

0 UAFREBELE CPU LIBfTH— GPU. &7 Z R E— /MR Y
(l1: down-clock) CPU R4 BIOS, XA R —F&
GEHEATINR o W1 S WOH R K CPU 3 32 1T AHORH I M 2, X3
AAE R N AL A2 2 CPU IR Y

0 P& GPU L Eer (core clock) #ZR. &) L% FH i T
H (Bt Coolbits[i5 2 W55 6 5= ]) K IEAT 44 . 0 S FRARAZ Lol
BRS AN M B PR e, X UL IO N R 32 T (3% et
th oRHEF ORI BR G (Ml & 2 AR

0 BR% GPU KRR lER . fm] U il & FH A0 5 () 2
Coolbits[i5 2 L2 6 ) KIEAT MR . 40 FE B N AE IR 2
AHN HbSZ M P fRE XX Ul WA IR . FH R 52 S0 B st 2 A7 5 14D BIR i1

(GPU # #R#D -

R, B CPU MIEEE . GPU KL B4R T GPU A AT I i,
AV 2 CPU JSNEL GPU SRS &IE ik, WERFEK CPU W 8h

PR N AN, PR AR n AN T, B4, NV
FEP 252 CPU BRI . WK GPU R O BB R Y A7 8 n A
o, SENHETPHERFC n AN E 2 WA, ZN R
% GPU FRHIM .



2.2.3.

2.3.

NVIDIA T F dmFe +e e

1 F NVPerfHUD %44

T e CPU IS, nT LR (10 N F R P 46— MR IR I K s R P iz
1T, A “ 252 /ANull Hardware)” BXEHFER . [ 1 e 3isz BJf
AXE GPU AL IEATATAT A5 4b, XA YRS RE K453 18 9K s R e —FF LA
Cel 5 IR SRR e A R M g i R A28 AT ) o IXFE, Al
P57 RSNFEPAFRAU T — NI RIEY) GPU. iR “Z507 " 4507
JEHIPEGEN D — TG I BN FE7 W R F a2 45 CPU R
T o

NVPerfHUD 2.0 f5—AMFRIR IR0, o] DAAE 1N R 3 B A 1 22 LA
M, BT —A “SHRish ey o HiE, BT RaRP AT
BRI RBAT AT LE L2 A 2 A0 IR A SO, 28 102 PO FH O R ke gk
%7 CPU K ff. NVPerfHUD i&H £ HiAh A FIThEE, REHBh
it 2 AR P i ) R

WS NVPerfHUD 78 GPU WA E, AN HFE PR E % GPU [
. NVPerfHUD [#5 2k Wor T s R P25 FF GPU = #04, itk
BB IGIF 52 GPU [REIITEEE .

(NVPerfHUD /1" #577) 48 T W JE IR RT3 b
R vk, Tkl

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

Jff#: CPU

RN IR A2 5% CPU BRI,  NAE FHMEEE 3 R & Wi 2 5 1 T
CPU . N AIBHGE # 25 & KA CPU 51

O MY CHHTTFE PRI 5) 8 fif /4 DLL]D

0 IKEFEF (nv4disp.dll, nvogint.dil)

O DirectX Runtime(d3d9.dll)

0 DirectX fififf4il1 % 2 (hal32.dll)

DU BEBT BUK H bR 2 s> CPU (IR, A CPU AN LS, Py
L, EE A i T CPU KHR 73 Ia AT I [l A LEAL B 2 3l (17
P N BUNMOBA S R . R, TR T CPU N R B
LR, DA KRR s PERE .

13



TP PR

14

BETROR, FRAT T SR U RS S i) /B, BB AL B gk D G i A5
o W R AR A Fhal32.d1l, d3d9.dll. Binvoglat.dll L Al T CPU
R EE IS TR), SX AT RERLE A T AR 11 CAPD) HO I 1o SR EK S Y
Fe i HI 7 CPURR KRN ], W] BE sl 7 2o 5 RS AP ] 1. 32
A PR RSt AT B T 0 D IR SRR R T o 4n o 25 WA S AL BE A
TH, T
http://developer.nvidia.com/docs/I0/8230/BatchBatchBatch.ppt

http://download.nvidia.com/developer/presentations/GDC_2004/Dx90
ptimization.pdf

NVPerfHUD & -t A Bh T e IK B0 AR T 5 R, %K RE o R IR B A
R A (TR (BLLEZe o), DA SRR AT IS AL PR H

R AEPERES, CPU IR, &7 ZEA A

0 NARFERSE T ENMEARREEERIR. e viny LA
CPU fl GPU A2 #1817, SEfr Liefl CPU 15#:, H3| GPU [n 28 ¢
RA&. R CPU IELEZE AR BE, ANREALEEN IR P gmid. BTk, 81
E PR 3 CPU HIH .

0 NABRFEEBFIA CPU 4 GPU. AN, 2N = MAIIXFEN TES
B MWL CPU k52, A48 GPU I TAE &, {H GPU U 2 bR & 1 !
YR PERESZ CPU BRI, 2eBRix 28 CPU J7 T Ak ¥ & S br Fas il
I PERE .

0 EEI CPU M T/EE# 3] GPU. & RS i 555 BUE Bk K id
I GPU [T i 55 25 A B A (1) S sk neh 2

O NMHEASREINACEME, BEERIIEFREERE. vlu, &
AL =M G B — A E e, UG 2 I LT AR
bR, 1JCT A 2 0 AT AR B . FEVF 2SO0 T,
Shader Model 3.0 fgf3 A L AN HEALBE S 2] —ANE A+, M
T R  BRAR T HEACFE RN 22 R B AE . S W 4.1, THOE
%45 % Shader Model 3.0 (15 )



2.4.

NVIDIA FHIE A i
. GPU

GPU e M S Ha AR 4l 18 ()R R 240 . a2k GPU stz pfe, 3&Al]
TG S H I — A B A% il T Bt dee KPR 0 75 A AT R & A A
TEEA A A B Ve, 0
http://developer.nvidia.com/docs/I0/4449/SUPP/GDC2003_PipelineP
erformance.ppt.

NVPerfHUD A Fl i JT i3 5ok 25 Fh GPU FEKENRE (K1 Zh fig, H—

DI fa Ak, Hlhn, 124 REEf T MipMap LOD Bias 4% S,
VUG ARATE o drRVERESE o T VR, IS UE W] SURLAE B A7 IR B O TR
Fift. NVPerfHUD B FIE I8l Jr A7 2 — #8705 (O s AE M hizg
1, Mg s R AT I8

R E T GPUE RIS, 15 4% Error! Reference source
not found. &z i) F I KB = PR

15






3.1.

Chapter 3.5f 3 &
FeHEE O R R R B AH R F 1

AREW IR e 1y, LU B EALE GeForce FX ) GeForce 6 %
TIEITE S B3R A e ERE . O THE T I ise, X4 py 25 [ Se B0l AL i
TEATE . BF— AN /NI P 28 42 I HL T R R s 04T T 4, ™A
DA AT DUAIIE 1 50 WV AZ SR R LR 15

BARGTEAR B R O B AL il i YR — NIRRT, s
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DirectX H' ps_1_0 #| ps_1_4 At & SCAF v UAEH s B8, 7
OpenGL ' NV_fragment_program 4" 25 Cg nJ LAl F 5 s B85,

X BRI (V) R 2 BRGS0 e A iy e AR A«
O SE AR, W TR B S, Pl R A

O WRETEEVE R, AR R RE i TR AR, i
TE IS v s R ] DO s 42 w5 3 £, R ZHN R
W G 2 99% LA E#B T4 32 A vk 545 I — MR Rk
£ (LSB) H!

O U R AT BT RE S KR, 5 A B

AT LU H]/IGpp JiftAr (2003 4 7 A /) HLSL B8R 34 ko filZE (4,
P () BT BB TR RS . SIS (A RS BE R IR T AE IR
TARTHIEIG G, e LUa HIXA R I G B e R s G i E A
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ST o AR R A, WEARER AN ERR . 5 W3 T3 B 212
R (IGpp B A PTREE B MIEREBOE TS ERRD .

A A S R A, ERROE HT S 4L, uniform
S AR . WA DirectX (V4015 5 A1 ps_2_0 Pt 'E 3L
i, EAE T _pp Bt DL o SRS L

R %48l OpenGLI#) ARB_fragment_programit 51, {# 1]
ARB_precision_hint_fastestiz i Bt n] Ak /DI AT I R, 3k v LR
B, TmE FNV_fragment_programiE I5) n] DA ilEE 4R A RS .
CUg I v

http://www.nvidia.com/dev_content/nvopenglspecs/GL NV _fragment
program_option.txt) o

VP2 3 (0 R s S AR T LU 5 s B R Bl - 7 i B (Y i ke st
AT, XA AT R BERUR (14N tex2D*diffuseColor I257)

7t OpenGL ' GeForce FX fiiff I, 0T LL4E iy LAVE mds 5004 B4
OSSR E, J7102 UE sUBORS B R PATIX LI 5 (1 an bR Ak Ok & 1Y)
MBEED .

i, AT FREAL I8 S 2 R E R R T U 7 RS . AR bR v] LA
ST R, AR ACE s e TR BT AR, AR D BUE
B, FEUERE S B A IED) A0, ARG 46 /N AR T LA B B T8 AR
P e YT RO FE DT I B IR T4 (banding artifacts) o

il AT SR> da SR

HOSITRIER TR, S biaa 8k, ARea e
TR R R T2 AN (0 2= 1 R ORI ]
REMESE K. Bilt:

S =S U EENT M SE I S|
p = sqrt(RX* + Ry” + (Rz + 1)%)
KA LARETT N -
p = sqrt(RX’ + Ry” + Rz> + 2Rz + 1)


http://www.nvidia.com/dev_content/nvopenglspecs/GL_NV_fragment_program_option.txt
http://www.nvidia.com/dev_content/nvopenglspecs/GL_NV_fragment_program_option.txt

3.4.5.

3.4.6.

NVIDIA T F dmFe +e e

RS R E L briEfk (S Error! Reference source
not found. 77 f1 Error! Reference source not found.51) , 7
2, H 3T —5E N 1.0 RHIX—F ik 2 a] BB i# o -
p =sqgrt(2 * (Rz + 1)) = 1.414*sqgrt(Rz + 1)

0 CBIXATELL 1.414 IR TES FEN S — %E (i . Error!
Reference source not found.™ ) , XA[PLWE R AFREH .

0 dot(normalize(N). normalize(L)) & 512 5 nT LS nfg %%

O ERIHIZF 7 U (N/IN]) dot (L/\L]), 375 ZEH AN 9 I {804

TR (s

O AL R R AEOT SE A R

O (N/IN]) dot (L/|L[)

0 = (NdotL)/(IN|*|L|)

O =(NdotL)/(sgrt( (N dot N) * (L dot L))

0 =(NdotL)*rsq( (N dotN)*(LdotL))

O X H TR R B TR A
ANEHEREAHTIN G 24 WG E bR R

LETH RN KR 245 B A A o 13628 A LU RIS 31 T R AL . 151
wr, RS EAL AR, AEAE 3 q RS MK R E
(view vector) o I HPRE 0 P v 25451 i 1] -

I EE R AR
tangent = float4(tangentVec, viewVec.x)
binormal = float4(binormalVec, viewVec.y)

normal = float4(normalVec, viewVec.z)

CASES VALY NG R R WA T (G LS

AL T Lﬁﬁﬂ’]ﬁﬁ? £
TR H 95 RER 2 DR (s SE I e . i, B 55

W
float3 reflect(float3 I, float3 N) {
return (2.0*dot(I,N)/dot(N,N))*N — [;

23
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XA ST AE B A BT ST Tk % (normal vector) B A
K& (incident vector) M. AT, A OIMSMEEHE A HEE/DHE
SRR AR AELL,  DMEPAT IR T . SRR, B4 R
B BT SRR 1SRk T Sk o] DA reflect() ki it Jifk. it
FAAACTT R =k fE

AN AL R A

Ao T P ) P e ) — AN L (AR B ) 1) il AE AN M IE S
NREMKIEE AR, R H AR H] e BC Tr bl . G 198 2 Ao U
ARX Rl IXEWRE Sebr EREANBREAPAT T, HRERUN
1.0,

AR SR A 1) P8 bR B AT T R B BE TR A A, T DL R A el 0 e
REMRKEBO— b XK, AR e& E LUHT /G 2T K s
AL (gt RE G A% 35— RN 1 IH R AT RE S A K T
ZUFRL) 5 TISEEA AT R AR AEAL B (O s TR PT DL S

& IEfEE # B (Uniform Constant) #KiAz

IRZIF RN BB AT G A AP E SR ERREA.
REALP A T AR MEE R R (e AMEE H A AR
H) o, W R B S I R DR s ERE . fln:
half4 main(float2 diffuse : TEXCOORDO,
uniform sampler2D diffuseTex,
uniform half4 g_OverbrightColor) {
return tex2D(diffuseTex, diffuse) * g_OverbrightColor * 2.0;

}

g_OverbrightColor i LAYE CPU ETiisE3LL 2.0, Xai A H & — MR FE B
BEAT B, RN ARE WA BEAT B LA T T TR R

N T RIS REZ 1 R IA NG I, BARVR T E0 KA Rl AT 7 il 5y
filto BLALN, FERTLAEIBAT A (A 20T, 8 A HLSL 7 i
(preshader) £ CPU LT s iH4 .
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3.4.10.

NVIDIA T F dmFe +e e

Ty AN WL T RN TR materialColar * lightColor.  H
TR T REARE AL A T Rk i, XA R X E R AT, Db e
NVAZIRAE CPU L5

FAR IS I8 V2 H 6 90 SRt VR A I R S CPU T AN B 0 gk
A7, eI R FEE IR, AT B T S oo e i 3k 4T v 5
1Zpr (ATARSE 48D FiZpe (BILSEESE) Sn iRk I B T4 50 B 4 1
1A 1) 7 AT A7

ANEDAE 2 280 (Uniform Parameter) H T-7E15 245 (0 22 4=y JH
W AR B A AR 1

TFRN G A PR E SRR AR 5 R 0% &, fln 0. 1. 255, W
TS IXP L, RO IX S A g B M LA AN (s S5, DI
SEPERE F B

TR R IR R (g

WA R PERE O O BREAE T BRI, XA (b A0l B — - B A i
MiE: CPU. AGP B4k, AT FEIEHAL Wil iE i 2. AN
OEIE B FEE ORI T LA E:

O HARZACRGEINFT? W SRR WA LA T AT, s VAR R
DA O TR, M 2iE (multipass) HIAR JLH AN
It

0 BWERKSMERSE? QORISR BN AL S o B R isdT,
e, BEAECIMA TR . K28 8 2 oA S
T (s £ 58 1

0 BEEFEABRESK? WREBHITERNEE, BABGEEH AR THE
SO . W AR B OSSP 20 MERR CEED IE TR
TR DR, RN LT il BE7E GeForce FX fififf Ez2 34
FAECIBRTRE . RIS AR ER & TAER AT AE . (F
%), Error! Reference source not found.— 5 #4114 n] LIAE
A1) NVShaderPerf T H k&G H ABEH T 2 /DI, 5
Ah, BEFE, ALHaELE (a1 GeForce 6 &41) ] LUE ]
SORNG REE ORRFET, MASRIR RG24 Ags R

25
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IR VG AR IR, ST AT Setth A B v S AC 25 T R A 16
ST

JCIHEREAT B A G 1AL PN 2 B BUCREAN TR RO fE, IR AR b
SPX SR AT I E A . B OB R i T IXA TAE, BRIk fEnr A
RV AR TG (s . T LU B T AT X — 315, [l
VIR BE MG R A 10 s T SRAGFHE A AL BE PR 45 R

filtur, fEr LA AAZS ] (world space) FahEDEE =51 (light
space) DPASEILIENR . w2 AR O P s aT DUAS 2l 3804 TR I
Psta],  BRARE AR R BRI 3 P OO ARG 1

A FH AR 22 2R 22 mul()

mul (AR EZE e& 80T AR T LREAT R . 4 R AE N i {iE
SRR PR I T LAGE v e H B AT DL 56/ 20 S 1) ) AL

ff D3DTADDRESS_CLAMP (& GL_CLAMP_TO_EDGE){t#%
saturate() LLIUAS B B 80 FE A4 bR (Dependent Texture
Coordinates)

i1 saturate()2x 4 K28 B R B INAAMA T W R 21Nz
FAURAE G GCHARNR, e A ] SCHAE AT S AR bR BRI E[0.. 1]5E
FEL AL, AN SR (s KRR

Y SC A AL A e B

T A A FARA I e B AR bR AE (TEXCOORD #) , Ak 45 3]
BAETF. Sl TEXXCOORDO, #XJ5 i 48] TEXCOORD1.
TEXCOORD2, Kk,



3.5.

3.5.1.

3.5.2.

3.5.3.

NVIDIA D i 457
G

1% Mipmapping SU3H LS

N T B RGN SCE R NS IR, T AR AN TR AT
mipmapping SCEEMLST o KR B AR . T AE B A 1 SO R
A7, WA E M. LIIX D) R LA 33%M N A7, X
THARKIE . R & 3D 803, ‘& HEM mipmapping H #4532 1R K af Ak,
TACLE 24 3 mipmapping 2 )5 HPERE: T 30% % 40%.

7EGIEE mipmap [P, ASZLR b3 box filter AR ot /N 1)
mipmap, i%f#H] Gaussian g% Mitchell it J& 275 3 56 ZFEAR, X
FEAS 3 () 45 LR S 0. 7R 002 mipmap I 24— sstia), #ar BLik
RIS T RS 4. A1 Photoshop ffifF (NVIDIA 203 T H.
BAFR—H5r) nf AP g = SR Y mipmap. XA T dii ik

J3: http://developer.nvidia.com/object/nv_texture_tools.html.

TR =i e AN o) S R D8

=L RN ) e L DR e S = MR PR, (HAS e SRR RE N R S
i A EEINAS ] = G SRR ) e R . — ORI, S R E S
FEREA T (SRR LA EAT . AT ) e 8, 87 2% [B GO
Ji 1) o G SRR IS SRR ) S Y R (R D, AT RAR EZ
SUELI& ) eI IR G0 . X T 2 JRECEERI, A RNV AL AT Y
it

A1) Adobe Photoshop {4 W1+ i EE4s I 325 1) S PR I g R 2%
e XA T H AVFEZRA R I IR0 I E LSRR . ST 3K
Huhik Ay . http://developer.nvidia.com/object/nv_texture_tools.html. ]
Z] Re Ay AT F % T HORHS WA A 1 e W e SO B 5 & ) e P el el =

S B PATE R I8 1 PR ET

LU W IR R BT g I B FE Y, T DR e AT B e gm N R 5
12 4k %1 GeForce FX = i R4 Re A R vy n) G088, L8 by
FRIEF FAEARZSEAMIE . 80T LU FHERATH FX A s TR I

27
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HIE IR . FX & et T Bk -
http://developer.nvidia.com/FXComposer-.

URER RE X SUH A ORI RIS S P B BEAT S, iv] DASE vy LA fE
Blo VHICAE, ALREIRAIRE (Bl log M exp) & ps_2_0 B Hifi
AHIECE AR, BIANTTEEh T O B 1Mo FE3E AT 4 5 .

BRI IAL PR

it/ 2D gra

— LR GO WS T R B AR FO G B, T LS T 2D g0,
MG (N dot L) JffE—AMHh b, (N dot H) JE#ES— il
Fo R (uv) B EGOREGD:

max(N dot L,0) + Ks*pow((N dot L>0) ? max(N dot H,0) : 0), n)

XIERRER Blinn DGR, ARG 8RR S S 2 AR IR PR

f§H 1D i) ARGB g3

EHLL (N dot H) SHZR511 1D ) ARGB g e — M HIRE . &L
PEAERANEIE P AR PSS (N dot H) gwfid. B, ‘©rlRgdm
fith

( (N dot H)*, (N dot H)®, (N dot H)*, (N dot H)*®)

RIG, B TUERYE e — N RECH 4 I IBUE &, %5 E AKX L EAH R
G AR T — AR RHE . XM ORI e R
GeForced g IMEAE ERYEVER, T HOR IR R, fefit AR 4k
Mo

it/ 3D g

ROERT L] 3D SUHERE ST SOFAS IR & o BTN ] By
YRR 2D GUHE TS, 5 =AM RAHEB GRS O .
EGETICAE, UK TR SN ik A7 (PR RE . BT U -k i
W EGEAT i o



3.5.3.2.

NVIDIA B8 F g de 5

R AR HEAL,
WERIEIEAE 'S ps_1_*E s, 0 P bRvBE A0 S r AU ek O i R b
AL, IR ESR PR R S, AT DA AN 16 A7 5 i I S AR
K, —MTxMy, B HT z.
T AR I T IR — AN 7S, MbsEfL i R E VK
FELE AT 1, XA BT LA A S (B e 1) sl 7 8 0 el i 1100
2o XM M x=1 BT UAEH 1/ sqri(x) 2 B0 (Taylor
expansion) [FEE—IR 1 /)|\V|| T AME :

1/sqrt(x) ~1+% (1-x)
PR 0«

VIV =V /sart(|V|[*2) =V +¥% V(1 - ||V]|"2)
EAA AT LU i 460 g il 5 45 %
dp3_satrl, r0, r0
mad_d2 r1, r0, 1-r1, rO_x2

0B85V, rl s —MEES VIV

T A AP I X2 06 5, LIRS RN ps1_4 453, W FMA
BMHIERFEL A o LHEH F b 4

dp3_satrl, rO_bx2, r0_bx2

mad r1, rO_bias, 1-r1, rO_bx2

KR 0 WEYe (V + 1), ZARDIERAEMTERE], KoY V&
AL -1, 11200 0, 1 1y 4 I gedte i o R 5 (s o

GeForce 6 ZANETE A — AR RS EEFREIL G, 1% TT
A DUAE — AN 28R P bR vEAL — A 16 A7F &, AN FATf &R
Gt FIHXIILhRE, HEAE—A 16 A7 fiR & BT — IR briE
b, i s A — 4% nrmh 54,

B0 T bR, 1ES WA Rt ERZRD) R My g T
JE4EY E . NaHhlk N

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

http://developer.nvidia.com/object/bump map compression.html
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sincos() B& %l

UG ST IR 2 @, {H GeForce Fx 7= il & 41 RUG ok 1) T 5 1 #l4E
R AR o0 — SR 2R R B I TSR sincos R 1K MU 1 B
A, R BRI TS AN IR LR 9K

PERER I

{538 Z-Only FIARAR VE G

214 FLYE YLy B A BB N, GeForce FX fil GeForce 6 241K JE
et LARURS S FE A TVE e o B FH X PR R IO TR i o, SR b 0 5T
WP

0 AR E DG (Color writes)

0 VEBREE-BICR TR 2 2 HOR AT

O AXHEATIE AL Texkill

RFFATA W P IR JE &5 #: (oDepth, texm3x2depth, texdepth)
BT REMR (Alpha test)

FEATE S SO H AL (04K (color key) HiR

AR P P #s DI Ei AR (clip planes)

U 0O O O

Early-Z i1k,

Early-z Jift. (AL “z SR 1877 D o AR 0 I 38 f Vi e A i 1) 2
HRAE e . A AR R A T K RE 2SRy, 4 z %
FETRH AN TR Z VR A, BRI z BRE R BoR, WAL 1)
R

O AR = A CRIEE BT R E IR texkill $54)

0O ANZESRAE CEPARVEEGHT A8 DL A (B 45 i R D

T I BA BRI 2 S BRI S e REAT Early-z AU AL 1) Kot
Mo T z MRS TRIEE N, ERNRE S P A TS .



3.6.3.

3.6.4.

3.7.

NVIDIA T F dmFe +e e

S RLE RS

TR BRI T BERSETHIERERBL, Sl I MBS I

BE7 o BATHE ROR R NAZ AL SR N A PR RS A8 A5 TR ST AR 2
Wi (ANEED , XL IR B B W fdl . AR AT LLFRIR
s, (HE et (. Z RS fpR 2 B3BBG A BRI )T,

WLy TE O

CORRUERIE” X AP ESRAAT B OER)Z, (BRI 2 POt
RIPATIE KRG, AR TETT B tE Rl 9 =MBR/
I, AR RO S 72— 18, [N = TR 25 FAIR z FIORG 187 1R 2%
Ao

F— AR L EIRE 1 (Deferred Shading) , #1] LIfE
NVSDK7.1 J PAJiE iR A o R F B R

A7 5 BT
AT AR FHRE X S AF IR b P, oy O (s ANV G H R i) doe ik
P
1. JeorBeiE e H s
O MR SRR R REA RER 3R [width * bpp]) K22 HE 7 BT .

O AR B AN R B SE BE A HE PP o I A2 S 0 O TR Qe A
I R o

2. QIR O
3. TR AR SO

IS& AES N

GeForce FX fll GeForce 6 Z7IHHA LIRS I VA 512 . 3 H 45
WS BB RS BRI B i, I DAL S s B i D g o
WRIEKA Gk DhRe, Ml B IXIIhRE, W S|ANER, FATE
w0 SR S IS LE RIPRT IX A 1n) @ I35 Bh 188 £ B il vk 7 %

A R RAT R A BOR I SRR A BOR, HET, 3 1)

31



FETHEE S PERERIAH G B 7

32

DirectX9.0b L E[FRA 43 2 vk . StretchRect() 4 I LUK 5 &
AT B HAT Z R b

filan, WHRAE—4 100X100 5 &5 ZA7F X A H 4 52 T RFE, AbHesss
b EAE B AT T —/ 200X200 J& 6 9% A7 X FI 95 A7 X R S B0
WROR . R A4 100X100 i b5, StretchRect() g 42K
BN GG AFCE B BRI (off-screen surface) , BB wial LA
FOTH BB AT i P 22 A 3o 5 2 5 B A7 X

ARG ELAE 100X100 375t bk A7 vE e Rii AT Hofh iy Jo Ab ¥, 4R )5 012 )5
B EEX,

BT 2 BRAE) Z A7 N B AE 2 BRFETE et % b, HR A
J&, 200X200 J& G A7 X Bon a3 HER R 100X100 AbFE 5 1Y B on 7 R
ANVLRE



4.1.

4.1.1.

Chapter 4.5 4 &
GeForce 6 &5 g it 15

ARFRGN A2 I A B, HIETEI R GeForce 6 R
Quadro FX 4XXX R FNETEE A iy sm KPEfE. BARKHE> WA L2 R
TR IIRER, (HRAT L R B PR R L.

SCFF 3.0 H O A Y

FER RIS ARG F A BRI, 4K 22 ] DirectX9.0 5 T JLI
BrkrdE, B 2.0 AR 3.0 iAS . 2.0 JRAS I (0 28R AR £ T 2002
NAERAG, DUAEHE R Z B A # R 2.0 LA RRA R (1
PRI 2.0 KRRt 2 AR n] 3 i O IR B R R shmi B AR, (H 2
H ORISR IR AT PR, AR Y FR ) T T e SR

HI TR I RN AN AL T 2.0 R (8RR 2.0 TR (s BT ] 5 1
JRRTE, B DA R AT S8 . B 20 3.0 FRAS S o e i, 3.0
FRA (1055 (B A R AE AR SN T s o (i AL BTy 1T 11 22> o A P
.

3.0 BFEECE
TRINHT 2.0 (FEA QR 3.0 GRA ORI EE L2
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BEE 20Ff | 3.0 50 R

B8 =

B

FEH 96 65535+ W LA 22 5 R (O KOG RE FEb
Bk

B

&5 & H LUk AR R R A (A B, BT g

X IheE

s AR WEERTAETR S FERN 53] LA SATA] v 500 B 4 A AT A,
KRR B0 PR B L R AE (over-sampling) W&
Thk T

K& e 17 SR BT R T ' AR

bz

P R{E /N8 A | Bl 32 TV B R R B R B R €0, SCRETTL A v sh AR
B EiLo H G IR

=

ZEY Al DAL 4 A YRR RS E, DI pE AT S A G T
H#r I8 LD ITEFE, BURBAERUR

ZAF /N84 | HE X fpl6- 3.0 FH OB AV RN R4 ek
&5 WEThite | fp32 B CMFYT | SHAMZEALBURIIE, DRI RRAS 4 FH [ o o B
gEs |8 10 HEM ERE RN, BRI, L
PR e TE A B A T e G iy

Hiss
3.0 Wi mi A thas

RV T 2.0 AT AT (g R e A2 O 3.0 RROAS TR A (g A R
I, PR Gn] FH ) = 22T g -

e
(=R

20%&f
%

3.0 52

#iR




4.1.3.

4.1.4.

NVIDIA T F dmFe +e e

A
HOds | 256 445 | 65535 &4 EOME, MO RERACR RS R
ae S e et 3
&
HELT |k &l ARSI T 68 s Ehim R v, 42T
-20l): BHIE)E
Bswg | & EAEOR IR, Bl 4 | SCRER G AL TR
i | MG
XRE |k WA A4 BEAS A2 ] AL R 22 A AN R R R 2
BlThae
ZNAr LI e

BOHF MK (M MGREREOLS HAA D EEDRE—hED
SChRE. TE 2, IRV ARV QAR AR (R P p i 37 Rk
PRI B, AT RGeS ANER o B 1 T RO I
SRR TE AR (s, TR EMRLE il REL M RENET e T, AR A F0F
RO I R G B AR PR A (s . B3 (R A T X L
ORGSR SH. Ra, BREOHNA RO
BEATEIAIRAE, — BT A DAL BESE R, B35 a3 &0
B EE AR

RHB I3 16 A AR AN X6 B 1R i 5 ——1E X e 81, [
b, T DL IR A T 543 S D e AME 38 3 S D e kst — 65 (5 25 46 DU

AL BRI R], JFRE A (RO o A E R Sl ) A B AR 22 28U
T AR LUE ] BRI 45 7

AR 2 3 5 ] 4

HI I AR S AR R 2%, T LA BN RN (s B VF 22 AN TR
MIRA, DUEAEIIE A 2.0 B (B R e K A BR B ARt K T
FEFF A YL R, 0 T A (O FE P 2 5 I () R0 2 28T ), 1y HLag AT
I SAEH KRR SR AN A (H2 3.0 (OB 173X —fn) i,
MK s AR IR e R0y SERERY, A5 13 AT LA S N BT
BRFEOLS, SE OSSN NSNS SO, fEiafT ik
PEIEMPATERAR, TR HL T AL TG A B 1)
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36

S Thhg

3.0 FRATE (O L 1) 53— AN LD REMILE SCHRF IR DirectX® 1) S
MgafER (AP o HHT, ki st Gens Wos AR R N R AT
B, XA SR DR L, 2 d1 T CPU #EAF il s A2 [F)
— XS GE AT ARSI, S TR R AR ARt VF 2 A
MBS, BRI IOALE . . A RS T A AR A T
RYLX LAY, TFRN DA BAFAHAR 2 BRI A Y CREA
JUERAARD » ZATEAEN KRR BRERRESEN, SRR
ITTele . 4l HOFfnE.,

ST e SRR IT RN DL SEAE A — RN, SRS A7 LA oAt e A8
W SCRANSEEIN R AR /ANE . filhn, —HR 1,000 T A
(IR ALY 2 A 55 TS i RV B 46, 1T 200 AN 76 25 IR T A 4l
WL BT AR E . ORI B . S DR RV F RN R A B
ANEEFEA,  FIHIEAB AR K [R] B 275 9 200 A H 45—
BR, AR5 T I R S B T G AR IR At A R

W A S D REACRDFE, 130 N
http://download.nvidia.com/developer/SDK/Individual Samples/samples.
html

N

EARIK AL, DirectX9.0 11 3.0 A (L as B RUAE ) P PERER DA
O s SCHERESE TS AR ) A T — Ko, Bhas o SCO e vl MR e 2
Hiaty, AR EEME, [FRIN 7 EDE S B e TR 5w 74 ¢
otk s, KUk, SEPIEhREn] IFEARARIT CPU RINAFHAE T, S8
IR R AL P,

SRGB fi#fs I fig

SRGB fiftid e — Mg 2L, e nl LA 544 (gamma conversion)
SKIUAHUT T 48560 (R B SRS A B, IR ST DAL R R )
4b, SRGB & 3 Kf DXT it aX, X £3 0 FHRE P il A3 in €% B 5
J R B AT AT 25 et P A 7 THI 52 24


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

NVIDIA 0 2 et i g
£ GeForce 6 RAMETEL R, A IR fe A A8 HIVE s,
A I ks SO R R LA A
O ANV R Y I B RS S
0O BEFEEMLEIEH
O MIZRAF LA K

XFGCEER AL, T Ak HORT B AR MY 58 SR BN AE, PTLh sSRGB
FEVFZ G DL N R ER T s ot

4.3. HI/R¥E (Alpha) &K

GeForce 6 ZANEIELF RiF e LR /RYEE: (Alpha) JliE ) 5§
PG RCINRE, T LLRE R Hh e BRSO IRV (Alpha) T8 38 1 1 A7 6
fHo A —A @S ERABT KL (Alpha) 3018 1) [R] i a] DL
R IEIE,

4.4. TR

TR T GeForce 6 RYE L5 7 P s RIS

R 2D A 3D MIP u@® SRGB VEREE A& T
R8GSBS
ABR8G8BS
X8R8GSBS
R5G6B5
X1R5G5B5
A1R5G5B5
A4AR4AGAB4
R3G3B2

A8
ABR3G3B2
X4R4G4B4
A2B10G10R10
ABB8GSRS
X8B8G8RS
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G16R16
A2R10G10B10
A16B16G16R16
A8P8

P8

L8

L16

A8L8

A4L4

teaaY e

R16F

G16R16F
A16B16G16R16F
R32F

G32R32F
A32B32G32R32F

R
D24X8
D24S8
D16

A 3D MIP s SRGB  VEHBER
Y Y N/A Y
Y Y N/A Y
Y Y N/A Y

1050
N/A
N/A
N/A

45. VFEoH

GeForce 6 RIIIEIE L A g gt T A SCHF . RS T
SCHF 16 fiA i (fpl6) A1 32 {744 5 (fp32) (17 s SCEE IR 45 Fh DI fE

SHEM T | BB | MR =2t (2 n 5w X 3D 4 | SARNG | FERWTT
KR JE puwi fesss Mipmap i 2] g
16 fir L XFF L B TFE | TRE
32 4 HF ALHE S SCHE SR | SCEE HF
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SRR

TR, 1RSI SCE R1I6F k%50, M2 FF G16R16F #%:0. 7
A, B H AL K E A16B16G16F16F K fi, 1A% G16R16F &,
R32F &, 1y Ht RS2 H G16R16F U3 ()il k48

ZEJH (MRTS)

GeForce 6 RYETE A R ZEPHIR (MRTs) , FriEZiES HIx
M R MEEREORBEAETEEAN 4 NARINER . — B4
FA OB LV 4 UL R (77 sSE R 1% 26 v [ fE A i AE 8

I, ZIEGH bR DIRER+H H

ZEGHAR (MRT) [ B @ 2 R E SR ) BE e 1k . A7

S, DS TS 5 Fr 5k . SRR (02 2 a3 H AR )
—ILhRE, Enl LRI TR A 2 A floatd {E: & n] LA SE A A4
JURFE, Blan, RIEEFPE, BUR RSO RS, IF AT DO X ek
REPE S A AE SN SCEE R, ERE S I T 2 6 s AR FEL
KRR s PR o H

1F DirectX F&/7 AL ) NumSimultaneousRTs & B T & JE 5 1 G5 [7] I
ERIHPEH . GeForce 6 RV H vl LARIIE S 4 A Hbw. F)
Tl SetRenderTarget(index, pRenderTarget) ™ 4w fef% 11 (APD 154,
AL H 2 E G H bR g X — 3 W a2 H ARG AR AL 16 1) H b b
e ErERRS . N5, BEREOHEHFAH oCo. oCl. oC2.
1 0C3 iy H A7 A7 7 1 IX LA A ) 20X L P v g H bR gC B b i

i, e L3 3TERRE| HAREE I NULL, LISCHIZiE Y HAnD)
HE o

Z G H AR D RERI R ) T O A LA T RE A B EE 2
&, MR IE KB AIhRECEH T2 E R H AR Thag. mH, FrAERH
PR URAT RIFE R SEBE . B ERIRBE . X GeForce 6 R4 ETE L 1M
T, XM AT LAE 32 A% (#ill1, ASR8GSBS. X8R8GSBS.
G16R16F fl R32F) F1rJ LA H HIEAVLHS; MAELERES 64 Akl (f
i, ffH A16R16G16B16F #) Hln] LIEH 2 ik 4 AMES HAR; [H
FE, fEfEAS 128 fids X (filhn, {8 A32R32G32B32F 4% i L
{2k 4 ANEGE H bR
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Jioh, RAEZEGEHE (MRT) AR LA RIREE (alpha) & . Bl
/R (alpha) WAL AR SR S G G 255 s & e . 25K
eSS I
D3DMISCCAPS_MRTPOSTPIXELSHADERBLENDING F&F4th%, JfH
B USAGE_QUERY_POSTPIXELSHADERBLENDING V& %A% 2 3 & A
& (yes) A4T.

GeForce 6 &4\ 352 #57 (4 R32F. G16R16F il A32R32G32B32F 2 4M{)
P 2 Hbrkg U, Dk, Rl ZHE = GeForce 6 RVINEE S (B
GeForce6200 2 #h) — &3 A16R16G16B16F V7 kg i\iE 4 H br i o
WG . DirectX ¥Uyu ot ZiE G H bs o WG B E g T — 2 e . E
HZEdHbr (MRT) IhEgHTE RN A HE gpRE, R EAE Y
HArhZFm (12 384 Hhss B o 220 I AIRES, Tk /Ry
R HJER ] 0CO.a fH ke & 15 Al 4 MES H A %

W, il 2 IE G H AR IS AEAE PR BE 5 T 1) 1) A, i 22 9 42 AR DD g
i, 2 RS MUERAF AR S s 5, U A 5K TE Yo iRk P o )
Wi, JEHE 44 A32R32G32B32F F i H 1) by 96 S e g 1 4
ABR8GS8BS8 # i1 16 f5. Y4k, GeForce 6 ZAILE [N AEH 3 A~k LL
FE G H AR R &R I .

I, IR LD R L e 2, A 2 iE g H bs e,

B, A 2 E G H AR i 22 DN TTE I o ds oK RBE Mg/ vE 4 H bR H
ABEREE, B, SHEHREAT T A, ARG /RIEAC B IE S . 5
Ja— MU R 2 E G H AR DI RERE T H AR (THZS 1 3.6.4 F 11
“OEALET D

Tiob, K2 rE G B AR A 4 i 3 AHERLATR (RIS AN I Ak 3 T
(R, B, nRACBAS I EE R — A S B B 4 A2 E G H bR
IR ESEIE R, A8k X e Hhrrh i —A, AR5t 5540 3
Ao WERTE G H b ) —N e % DA LG LA YE 9 H bR BRI A i, X
FEOCHA R, IF HARE ) B SEIARIRE G H bR (s ol 40
WD o AT AYESDK7.1 fRACH IE IR H5 X —5 40 3R IO 2 15 15
BN I T LE IR (35 7~ SR
ftp://download.nvidia.com/developer/Movies/NV40-LowRes-
Clips/Deferred Shading.avi.
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Tol R 2B ]

GeForce 6 ZAEE G E SIS gU  ThRE, (HJE TS SN WY A A
ESL RAM. TS SCBRAE S R AN & B E P SR L, T 2™
ARSI TR] o DRI ASE FH 000 S () B R VR e AT SR, R A
HHATZ R EATE, IR REAE Al FH SO PR i 26 S S5 A B TR

TS SEEA S ARRBRERE RIS, 2 b s ddE, X
FERRAN TS A /D5 1 T SRR 77 R U

s TR 2 RIS SCPFR NSO, 35 D e T s g B (5, Pk
=)

rE

http://developer.nvidia.com/object/using_vertex textures.html.

Jo IR P A

GeForce 6 R WA VF 2 AT 2L, Mt hag, Fie—
YO/ Ny, w AT B 7 o0 A IX L Ty e -

O FHBEANREAEFES: GeForce 6 R (A2 SEH REAEAN R 1) )
£ G DS 4 DR w7y v ) 9 =i P S N A =
arHOAE T o JE A ] 5 N HEAS AT AN &5 T A B T g R e U)X 4
BEJE SRR SEA.,

0 RuTEF MRS EE: & GeForceb 241 B K i FH 3 0 J
HPAEE: —AN & GeForce 6 R4 (0 e A AR I 1 Hy
fp16 FrfEfL s e, IXFER] DLSEIE 16 A7 77 mbsvELl, M al BLS 3
Mz FARFEE R . BAE AU XA s, TR R P R AT B
T AE IR RE o AN R DR A 350 90K 8 T LA A 25 A7 2 1)
A7 Al s IF BB 4 =Pk AE

0 ESEAWBER RS ZIE: W 1.1.3 1 i s
(), ZNASA L IhRETT UME R R T b, TS Siti. (HiE R T
KB ERAS, A BRI N A E ST (B K2 30X30 11 &1
X))
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TRE K

U ARG A il RS R N T AN Tl AL, R A R R AT BR L
AR A, IBFNRLIEIR AL D) 28 ()15 2 E GeForce 6 K]
B B R4

N.z = sgrt( 1 — N.X*N.x — N.y*N.y );

AKX THIEN 3-5 RRFOARIEL, il RAERTRES MK IERE
o, IXIRTIX R R A e L HAL (CRARTAAAE D) A5 a7 2 B
B, VA SR ER S A A S

WA P e RS - BRE MU HOR,  GeForce 6 KBS A ISR 4E
Fyks S DirectX B D3Dfmt_V8U8, OpenGL HX
GL_LUMINANCES_ALPHAS8. xX#tig= 2 16 /145, ©nl LIt
2: 1 HUES.

TR, PERE WU AR SRR B AR T RS, RO AR EGOE
IR RV R o RSk il CEL e G 25 () v 2R it ) sl Al B A7 v
g (b

http://developer.nvidia.com/object/mipmapping_normal_maps.html|H

FAIE 1 S A B A AN R REZE R

17 BT AT SR PR R PR,

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

e AN 08 72277 B P L 2 A o

J T AERGE R ALK, R O R RS S R AR, AR
NVIDIA Melody. HFF IR G TR, R mEEtmRa
SRR, N AR 1AL, FEESE WSS T TAE.
B ST AR TR, 1Y
http://developer.nvidia.com/object/melody home.html. .
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http://developer.nvidia.com/object/bump_map_compression.html
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5.1.

5.2.

Chapter 5.5 5 &
GeForce FX 4 i 15

Ay 28— R TG, 378048 1] GeForce 6 &40k
PERE. HAR KIS WA LR R T O IIREN, (HRfH e 2 m 3
PERE LRI .

T s
GeForce FX [T fi 5| 28 Dy e K, 1t GeForce FX 5900 KB I,
FEFPEF AT LASE I 2 (A= B2 nshA 2% (dynamic
branching) IJRE, %IIRE LV CLgsfES IR L. B 22 (bones)
DL HoAt 6 25 B RO 2R34T 40 S

BT — AN 31 5 SLER TR & AR P AT I A 5, DR e sk
Mgmfiz 1 (APD BT 3 G TR AL T8 KBTI SIEHE
ol 18 N S A L A L ) A

BERAEOSTKE

WHAEH ps_2_a i ps_2 x Bl'E T4, 7E DirectX
GeForce FX FHRBEAT 512 4 Direct3D 1% #1545 1,024 4
OpenGL 1% %154 . # OpenGL ', #&n/LI#H] GLSL. Cg (f# /1
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arbfpl 5 fp30 AL B SCAFREATH1E) o nl LLEHAEH]
ARB_fragment_program ¥ &,

Quadro FX & REFXAEALTE 2,048 K18 5 F5 %

DirectX L HI14 =5 B ds

TEBRINS LT, 580 DirectX 9 ps_2. 0 1 i FRAS IR 25 (A 455 750 3 sk
DL 24 07 B8 5 5 (PR B EAT £ 2% B I S o 5 (FEX RS oL T
GeForce Fx RYERAFH 32 777 0 o MRl DAEIC dnfe )7
W —A_pp BHilE, LLUEE] 16 A77F sk

FEAEH HLSL 8% Cg I, XI55 AR 15 9 5 i) s ——2 AR ] 32 {7k
JEE sl AR A A B I R v s B, AR 16 ORI Ok 2R
.,

BATE B S T B T S 2%, ARG 5N 2R A7 2848 A1 -7
K5 FE BRI T

E RN EEN T e A iE g, Ll ps 1. 0% ps 1 4%
10 BRI R 2 PR BB 4

7t DirectX 7, #AREMIT ps_2 0 $43 & AU . WU R e 1 1)
ps_1 1% ps_1 4, MAIIs4TiE M aeMEe, KA 0 T X @
H O A .

OpenGL &G F= 4 (L ds

BRIMEDL N ARB_fragment_program 47 i 75 BERMIK T 24 A7 (K77 sk 1

o N TR RS, 0] LIAE ARB_fragment_program Y54 HS (1 T5 N

SRR «

0O NV_fragment_program. i&Jths fuiF 2 A8 H 1% a0 (16 A79% A
O R AL (L2 A 25 w6, T ROR R AT B AR .

O ARB_precision_hint_fastest. Zt—4ii¥#% (Unified Compiler) K {E%f
AN COEIBATI D JLEREE M R B, JLLF b e RS & T AR RE,
SOA] DR SE TPt 5 21 B AR PR S
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0 ARB_precision_hint_nicest. SR T LA SRS BEEAT

i 16 A7 2

IRZIT RN S AR NARAE AL 7 R AEARA TR R i B Fol

CHENE AR BORS S, AR B ILEIARGZ . 77 T 10 M2
LA 5 AR, 37 RO 23 AN RREUA 8 MREAL. REAS R A
T ABEE bR RCERIZIBERR L, ERUE T U KRS . £E140F
A, AR R BRI E 0.1%. FR A B AT AR AEAR R
MRS, SREA DR R, B R, Tibs )RR 2 B T ARER
SR L AR R o IX T s A S RE I 2 LUK JSE 0 S5 8k 1) i
o

T HUBEAT 0T Bk 7 — 2048 3| 2048 2 8] 8%, B /INE
Pro Qi RAG ARG F A (O 28 HEAT view-8 world-space 1257, 4
T RRETERTREANE ] . Bl R4 T 4096, 1i0GZAr T 4097,
PR A AR R 1R 16 A77F s AR o 2 SIS 6 5 1 B i s
L1300 N EE RISV R A3 2] INF,  TAEROR AR5 17
B SEANEE A LU R I A (B B o W R R R s PR ks SR N T A
HEEF

E AL GeForce FX I i 38 21 1) 0l f il AU 5 2 iy 14 1 1
PRSI R I. RALRE, BRI R SO N T3 7 i1
R, BAERRH AT .

T i A5 (2% 22 /D BSCRRVR UEL, IXFEE AT 1A R A R 35K I tHE S RN b
Ao [ IAEAS HEBEAR A AT A B T 5 e A8 4 Tl G (g R T ——
MR RR] DU TS BT AR S (BB S 3T R R, AR
BRG AT E R 2

DRI, FRATTEE AR T A (s P T i B AR 1) (light space) 8%
BN, R 2R s s 5 = (s . AAMBIFINIME, wie
TGS ARFR TRk 262 Al bR, AR JE - — Mg — IR R, e iE
Pl 0, BJafef et (fragment shader) %) i% & HEAT AR,
AbFE

AT H 5 H AR IE D) ] P AU 5 XN 3 7 i A
A DN AR A B AR (0 BT T B AR R IEHGL 0 ik A
A UME AT S AL, 3Kt o G I 1Al R A
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B2, 5 CPU BT H Bz, T s P T e is s, R
A O AT ARLEIE S

5.6. SCRFMEUHEMS A

Bk 2D K 3D MIP % SRGB HEIEHE 4AmE A
R8G8B8
ABR8GSBS
X8R8G8BS8
R5G6B5
X1R5G5B5
A1R5G5B5
A4RAG4B4
R3G3B2

A8
A8R3G3B2
X4RAG4B4
A2B10G10R10
A8B8GS8RS
X8BB8G8RS
G16R16
A2R10G10B10
A16B16G16R16
A8PS8

P8

L8

L16

A8L8

A4L4

edali- N 2D KA 3D MIP i SRGB HEEEE 4AmE A
R16F

G16R16F
A16B16G16R16F*
R32F
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G32R32F N N N | N N N/A N N N
A32B32G32R32F* | Y N N | N N N/A Y N

BN 2D 1 3D MIP i SRGB  JERE ARE TA
D24X8 Y N N | Y Y N/A Y N/A N
D24S8 Y N N | Y Y N/A Y N/A N
D16 Y N N | Y Y N/A Y N/A N

* {t: DX9.0c " TR G I AN REAE GRS M (wrapping) 2E mipmapping SCH L L)

&ab
He

5.7.

5.8.

7t DirectX H{iH ps_2_ x A
ps 2 a

GeForce FX it 2 Feifh ps_2_0 A MIhhE, AfEEE0HE Gl
DDX 1 DDV) . B K A as R = ke, il m g (s 5 i 1
INREA R 7. B —Fhr i Al HLSL 5% Cg Ml ps_2_x fic & S
AT, XFET DAEH IR Thae, (HIJCIERS Ay 2 i TR
(capability bits) 41, H4F7702 M ps_2_a Be & X, EHCE X
PE5E 245 & GeForce FX RAIMAERES), Aozt BE nse & .

il I AE S H AR

GeForce FX 253 FF 64 £ 1 128 1 [f) 4 K% % (four-component
) VR EAE, BR324 1 AR 2 KRR A H
Fr, LA Z L mipmap 43 K480

7F OpenGL T XHF 8B TER G2 Tk NV_float_buffer 47 & (
expose) KIEATHI, i NV_fragment_program [f] pack/unpack 54
1] DL 2 AMICHS B2 R S B ARG S S W BN R Bk rh e VR
J AT LAYE 38 ) RGBAS U3 1 ] pack/unpack 541540
NEAREST_MIPMAP_NEAREST ¥F fi &M & (cubemap) A1 3D 14
TG (volume texture)  GIEZSCFFAN IR T 54 fp32 2y~ fpl6 ki
BE .

1t GeForce FX fififff b, VFriER HAs ARG, NS sE KT
32 A7 137 s SO AR A SZRF mipmapping 2 JE
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eSS

GeForce FX. GeForce4 1 GeForce3 &Kt F & AT, - T-5%)
KT 2 KT REL M B AT B BRI (remapping) -
ST IR BRI TGS A, BNV %A CxVBUS A& =, TR IX AR L N 14
P ARE Z ST R

W B 2 R Ve, IES B M R A, Rk
Hudik Ay«

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

P R (R (ow-poly) HIRUE ERGEE Chigh-poly) R
VR DR, 154 HINVIDIA Melody. 7R 288 SEm#AEIEH L
ERURIERIAL, RIGnaEm RSB0, Bl “AEakgns i ” , W
e (Melody) BiRESCHFIRMIITAET « W8 (Melody) ¥ FEdh
3t http://developer.nvidia.com/object/melody _home.html.

I ORCYA TR &Y ¢

GeForce FX ZERIBLAE) 2 N TR R S MRS IR DB S B o %3R5
(AR ™ b A AT AR R R TR R 2 (A Dh ke PiE— IR IX O ZE T A
FRPERE, (HRN TIT RN GOR BRGNS . XEThRERE LT R B
FeAn AT X GeForce FX BB (M IRCAY e H s Rk, flan, OUE
JUTHIER S 2K (LOD)  ml 57 e 7 i 4 A BRI R )47 e o

GeForce 6 R4 EE O A ERMIF RTERE, P AGRESCRFEI7 5
K, SRR RBCRAT AP IO TERE . B RS L, XS T
FENIRETE ORI W Rl bR V7 R GO B I AL T

NG

FEFATN T, WK 2T 2 E 50T 5, GeForce FX Al
GeForce 6 R M HEEA B R IG WG taasbE 1. SR1f, 7E GeForce
FX B I, 267 S O 2 IS AT T AN s )R A4 B I
28,


http://developer.nvidia.com/object/bump_map_compression.html
http://developer.nvidia.com/object/melody_home.html
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STARZ B 8k 3i, 15 GeForce FX 2244 ik B AEPE B I B I 5 1
VR ps_1_*M ps_2_*EEMEH. B, fEdHTER ZICHHE
i, ATLAH ps_1 1 FMATHEEE G, T ps_1_ 45 ps_2 0E
PV oy I 1) RO, IXFE TS T RE S R
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6.1.

Chapter 6.5f 6 &
syl

ARFRN AT 2 AEE S RS E SR B 2K

P A5 1

ok, PR (GBiE Windows 245) &5 A 41 1D LA
fff e B A I DR 0 RS, X e 4% 1D 2 — AN A i3 i

SR, FEAE GeForce 6 7= i R4V H, XFHGOEA ST HILT .

RIE, AT R R30S (FF DirectX ) siE 7 745
({t OpenGL ) Skifie e M BB I DiRE. i R IELE A
H OpenGL {E 44 778, NyEEFFARIT A 3T NV40 [t v A Fk
#EA “FX” CEfTlHE G4 GeForce 6XXX 5 Quadro

FX3400) .

B ID LT RN TR B4 — BFRE T34 ID, 5t
DONEH AU BI 4R 4. W, MIAE S ETB S, 2
IR IEARE R . BATEAEE S 7.

AR AL 5 AL S 1) U — N RBIRAI K BE % 1D AN RER IR AL
FETE R . AEARVUN B ID ZH, W27 RIBUEATREEAT N .
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B 1D (R — ARl AR IER UM% 1D Ja s SR T3l R A AR 5 1]

%}_ﬁ)o

— RN AR AR AR H K GeForce 6 ZRAIIKETE L R TNT &7
IS R, s AR IEHIR A 345 1D, 11152 GeForce 6 R41[1 &
LR ABEIEH A . NVAX RH05 2124 A 1E T RE 5ok 3 K i B
R, T LR AR P i A R RE T S BB T B S A, X
fal HAt— %A

J18h, B 1D MAREEARE P U AU AT A . TR R
B, FEFr et AU B B A A AR A . TS DL, i TR S
PR WM, B SR R Sl 4 B 1 e AR L A s XE L T
T A, R s AR B o — BUN R, BUN TR 2R 2%

TEGE H AR AR A R, T DA — e TR A SR O
WA B £\ DA ATATBE ], T A i B~ S F 2 FRAT T I A B R 4 -
devrelfeedback@nvidia.com.

W AW AT T A NVIDIAEE &7 (1R & IDFI R, X%
http://developer.nvidia.com/object/device ids.html.

T BTS2 I I

NVIDIA GeForce 3 EJE &5 Fr JHE m b AR 1) NVIDIA {5 48 32 Hr
OpenGL #1 DirectX HH R ERFZ MG EIhRE T “BECRRISENGE” RoR
BT LAl PR 1 i AR BB AT 2 T IR B 53 U P 3R PR 0o L AR B K g ot
VEERE . B T IX I g A A A A5k Y2 7 v I ) sk 9B S I R
B EE, BT DATRA T SIS G U R X Il fig o pl TR 2 B 55 e 4o 1 6
PR, BTl n R 2R Al T v T PS-2-0 Hia S NS4l 33 A T BH 5%
WP, K 201 O — 843 2o P BB AR i [ T

T SRR AR 5 [ Ad FH B UG T, 3 ] W

0O http://developer.nvidia.com/object/hwshadowmap paper.html

0O http://developer.nvidia.com/object/cedec_shadowmap.html
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0O http://developer.nvidia.com/object/d3dshadowmap.html

0O http://developer.nvidia.com/object/Shadow Map.html
0 SIGGRAPH 2002 #2157 #1514

O B (GPU R - Gifite K. FEITRISEN [T dess i
“IH AT e (http://developer.nvidia.com/GPUGems)

Simon KozlovE (GPU % 42) (1) “iEAB NG Kl e FyE s i ”
— BN H P E L s MG B T e A . FRATTR
Kozlov4i t 13X Lo gk 48 iz 21 7 3AT 8 S R g1, 25 5347
RINAE S PR A BE P ROR AR 4F o X — RIFESDK 7.0 S LA ERA R L H
Ko TEIGTE
http://download.nvidia.com/developer/SDK/Individual Samples/sampl
es.html.

f£. DirectX H, ] LUZIE LR 5 L B B U P -

1) 1§l DBDUSAGE_DEPTHSTENCIL 81— 4rH .

2) Mk V¥ E 4 D3DFMT_D16. D3DFMT_D24X8 (&f
D3DFMT_D24S8, {HIEE kA g Al IR AL o

3) ¥/ GetSurfacelLevel(0)3k15 IDirectDrawSurface9 Fitii .
4) 7t SetDepthStencilSurface() K R IMTRE W E N Z A7 .

5) DirectX thE KRG E—MURER HAR, (H2E W] DU
D3DRS_COLORWRITEENABLE ¥ & & % KAE (%95

6) AFWIR I LT A B Z S
7) SIS L A
8) HARWIR A Z BAEEI b B AT
9) WML I EITARSS b, FE4 DA 2 2 e P SO AR A

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

Bias(0.5, 0.5, 0) *
Scale(0.5,0.5,1) *
ViewProjsaveq * World * Object * V
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