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Introduction

What Is This?

The GLSL Pseudo Instancing sample demonstrates a technique to speed-up the
rendering of instanced geometry under GLSL. The technique relies upon the very
efficient in-lining of persistent vertex attributes in OpenGL

For more detailed description of the technique, please see
glsl_pseudo_instancing.doc.

10/18/2004



Using this Sample

Table 1. Keyboard Commands

Key

Description

Toggle pseudo-instancing technique

Decrease the mesh complexity of each instance

Increase the mesh complexity of each instance

3

Decrease the number of instances drawn per frame

4

Increase the number of instances drawn per frame

Drag with
Left Mouse
Button

Spin instances around

Drag with
Left Mouse
Button +
Control

Move viewer in and out

Drag with
Left Mouse
Button +
Control

Move viewer left, right, up and down

SPACE

Toggle spinning

Esc, Q

Exit

Known Bugs

Sample does not destruct OpenGL resources on exit.
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Notice

ALL NVIDIA DESIGN SPECIFICATIONS, REFERENCE BOARDS, FILES, DRAWINGS,
DIAGNOSTICS, LISTS, AND OTHER DOCUMENTS (TOGETHER AND SEPARATELY, "MATERIALS")
ARE BEING PROVIDED "“AS IS." NVIDIA MAKES NO WARRANTIES, EXPRESSED, IMPLIED,
STATUTORY, OR OTHERWISE WITH RESPECT TO THE MATERIALS, AND EXPRESSLY DISCLAIMS
ALL IMPLIED WARRANTIES OF NONINFRINGEMENT, MERCHANTABILITY, AND FITNESS FOR A
PARTICULAR PURPOSE.

Information furnished is believed to be accurate and reliable. However, NVIDIA Corporation
assumes no responsibility for the consequences of use of such information or for any
infringement of patents or other rights of third parties that may result from its use. No license is
granted by implication or otherwise under any patent or patent rights of NVIDIA Corporation.
Specifications mentioned in this publication are subject to change without notice. This
publication supersedes and replaces all information previously supplied. NVIDIA Corporation
products are not authorized for use as critical components in life support devices or systems
without express written approval of NVIDIA Corporation.

Trademarks

NVIDIA and the NVIDIA logo are trademarks or registered trademarks of NVIDIA Corporation.
Other company and product names may be trademarks of the respective companies with which
they are associated.
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