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Unambiguous differentiation

will help drive your sales.

Performance Gaming in 

the Mobile Space
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PC & Gaming

GeForce

High Perf. Computing

Tesla

Mobile Computing

Tegra

Professional Visualization & DCC

Quadro
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NVIDIA Technology Evolution

1995 2000 2005 2010

RIVA 128
3M xtors

GeForce® 256
23M xtors

GeForce FX
125M xtors

GeForce 8800
681M xtors

GeForce 3 
60M xtors

“Fermi”
3B xtors

650 million GeForce GPUs since 1999

1,000X complexity since 1995

$10M to $1B R&D budget
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NVIDIA Tegra Smartphones 

Tegra accelerated Flash means FULL internet

HD 1080p Movies & TV with HDMI

Incredible Battery Life
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Good at Battery Life, Too!
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Tegra 2 At a Glance
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Processor and Memory Subsystem 

Dual-core ARM® Cortex-A9 MPCore™ 

processor, up to 1.0 GHz 

32-bit LP-DDR2, DDR2 
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Ultra Power-Efficient NVIDIA Graphics 

OpenGL ES 2.0 with NVIDIA Driver Support

Programmable pixel shader

Programmable vertex and lighting 

2x 3D graphics performance of previous 

generation Tegra 
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Full High Definition Multimedia 

1080p H.264/VC-1/MPEG-4 Video Decode 

1080p H.264 Video Encode 

Supports multi-standard audio formats, 

including AAC, AMR, WMA, and MP3 

Upgraded JPEG encode and decode 

acceleration 
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Integrated Image Signal Processing 

Up to 12 megapixel camera sensor support 

Advanced imaging features (AWB, AF, AE, 

etc.) 
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Display Subsystem 

True dual-display support 

Maximum display resolutions supported: 

1080p (1920x1080) HDMI 1.3 

WSXGA+ (1680x1050) LCD 

UXGA (1600x1200) CRT 

NTSC/PAL TV output 
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The State of Gaming / Mobile Gaming
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KOJIMA: Consoles on the way out

"Gamers should be able to take the 
experience with them in their living rooms, 
on the go, when they travel -- wherever they 
are and whenever they want to play. It 
should be the same software and the same 
experience." 

-Hideo Kojima, Creator of Metal Gear Solid
Franchise at Metal Gear Solid PSP Press 
Conference
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Justified Purchase – Word Processing, 

Education…
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The Ultimate Popular Use Case
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Mobile Gaming TAM

Apple has grown to 19% 

of Portable Game revenue
Source: (Flurry Analytics)



© 2010 NVIDIA – Confidential – Internal Use Only - Page 17

58 Million Apple App Store Users…

Flurry.com, Admob.com, Gigaom.com
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The Smart Phone for the Rest of Us
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The Big Two Considerations for Game 

Software Buyers

1) Price

2) Graphics
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Helping Make Great Games

Even More Compelling
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Success With Many 100’s of Games
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Helping Build

Awareness and 

Excitement



© 2010 NVIDIA – Confidential – Internal Use Only - Page 23



© 2010 NVIDIA – Confidential – Internal Use Only - Page 24



© 2010 NVIDIA – Confidential – Internal Use Only - Page 25



© 2010 NVIDIA – Confidential – Internal Use Only - Page 26



© 2010 NVIDIA – Confidential – Internal Use Only - Page 27



© 2010 NVIDIA – Confidential – Internal Use Only - Page 28© 2010 NVIDIA – Confidential – Internal Use Only - Page 28

The Tech Side

Hardware Availability

Developer Education

Developer Visits

Submit code for testing against upcoming hardware and drivers

Monitored Message Boards

1:1 Engagement
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Engines and Middleware

Adobe Flash

Allegorithmic Substance

Ideaworks Airplay SDK

Ogre

Stonetrip Shiva3D

Unity 3D

Unreal Engine

…more coming



© 2010 NVIDIA – Confidential – Internal Use Only - Page 30© 2010 NVIDIA – Confidential – Internal Use Only - Page 30

The Consumer Side – Help Us Help You

Get Builds to Us of Your Differentiated Titles

Provide Screenshots, trailers, demos

Provide screen comparisons

Tell us the story

We’ll set up interviews
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The Consumer Side – Help Us Help You

We will Help Sell Your Goodness to OEM’s and 

Carriers

We will promote on our websites and feeds

NVISION Magazine

Inclusion in launches, campaigns, advertising

Interviews will get pushed to affiliates

Buy now buttons to drive sales of your product
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Some Introductions

Developer Relations

Bill Rehbock

Eric Reichley 

Developer Technology

Keith Galocy

Rick Seis

Lars Bishop
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Morning Sessions

10:00 am Fast and Pretty: Making Responsive, Quality 3D 

Content on Android- Lars M. Bishop,NVIDIA

11:00 am Androids of the World Unite: Using Unity to Extend The 

Reach Of Mobile Development- Tony Garcia,Unity Technologies
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Afternoon Sessions

1:00 pm JIL and China Mobile's Gaming Platform- Robert 

Zhang,China Mobile

2:00 pm Using ShiVa 3D on NVIDIA Tegra-Powered Platforms-

Philip Belhassen,Stonetrip

3:00 pm Substance: AAA Textures for NVIDIA Tegra- Dr. 

Sébastien Deguy,Allegorithmic

4:00 pm Adobe Flash and Air – Mobile Games Fast!- Ryan 

Stewart,Adobe & Richard Seis,NVIDIA

5:00 pm Fireside Chat: Unreal Engine and NVIDIA Tegra -- A 

Powerful Combination- Mark Rein,Epic Games & Bill 

Rehbock,NVIDIA & Rich Stewart, Silvercreek


