DX10 — HOBble BO3MOXHOCTM
U BOMNPOCHLI NPOU3BOANTENTbHOCTMU

FOpun Ypansckun, NVIDIA



DX10

e MHoro HoBou (pyHKLIMUOHANBLHOCTU
 He TONbLKO reomeTpnyeckue weunaepbl

e BO3MOXHOCTb NepecTpouTb Ball rpadhnyeckKkuiu
ABUXOK

e MoTuBauusa K co3gaHnio HOBbIX 3pheKkToB
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Outline

D3D10 API

 Pecypchbl U npeacraBneHus

e WHcTaHCUHTr

e [eomeTpuyeckue wengepbl n stream out

* MaccuBbl TEKCTYp U Apyrme BO3MOXHOCTH
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(VR

e HoBbIn, KoOMnakTHbIu API
e MeHblle HRESULT, 6onbLle void
e CTenT-06BLEKTHI

e HoBasa mogenb opanBepa
 [lo3Bonget 3HaunTenbHo cokpaTutTb CPU overhead

e Buptyanusauus pecypcosB
e DBbonble HeT lost devices!

e HoBbIM ypOBeHb NPOrpaMmMuUpyemMocCTH
* YHudmuupoBaHHbIle wengepbl (SM 4.0)
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D3D9

BepLUnHHBIN

wengep

Cbopka NnpuMnTMBOB

\J

PacTtepusaums Buoeonamsartb

[NMukcenbHbIN
lengep

TekcTypbl/RT

Onepauumn

C 6ycbep<’m Raapa
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D3D10

BepLUnHHbIN

lwenagep

Cbopka NnpuMnTMBOB

\

PacTtepusaums

[NMukcenbHbIN

lwengep

Onepauumn

c bydbepom kagpa
yd PO, kaAP
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D3D10

|

Input Assembler (1A)

BepLUnHHbIN

lwenagep

Cbopka npuMnTMBOB

k BugeonamsaTtb

PacTtepusauyms

[MnkcenbHbIN

lwenagep

Onepauumn
C 6ycbepox Kagpa
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D3D10

|

Input Assembler (1A)

BepLUnHHbIN
lwenagep

[eomeTpuyeckumn
lwengep

PacTtepusauyms

[MnkcenbHbIN

lwenagep

Onepauumn

c bydbepom kagpa
yd PO, kaAP
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D3D10

|

Input Assembler (IA)

BepLUnHHBIN
lwenagep

[feomeTpuyeckumn

lwengep

.
PacTtepusauus

[NMnkcenbHbIN

.
Stream Out

lwenagep

Onepauun
c bydeponyg Kagpa
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D3D10 API

e ID3DlODevice:
e ID3DlODevice:
e ID3DlODevice:
e ID3DlODevice:
e ID3DlODevice:
e ID3DlODevice:
e ID3DlODevice:
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: IA..
:VS..
:GS...
: SO...
:RS..
: PS..
:OM...

0 Input Assembler
0 Vertex Shader

0 Geometry Shader
0 Stream Output

[ Rasterizer Stage
0 Pixel Shader

0 Output Merger




3abyabre npo CapsBits! <X

e Bca ¢pyHKUMOHANBLHOCTL 8ce20a NPUCYTCTBYeT

e BonbwunHcTBO hopMaToOB 8ce20a noanepXKMBaeTcs
e ecTb ucknroveHusa [0 oneHguHr RGB32F

 [lopaepxka cbopmaToB npoBepseTCcH BbIZOBOM
ID3D10Device: :CheckFormatSupport

(JDe
3 Pri
(Rra
@z
3 sr
(3 ¢
(3 Al
(3 sh

Copyright © NVIDIA Corporation 2005



Hactpoiika koHBeliepa D3D10 <A

e HacTtpoukun KoHBeunepa
CrpynnupoBaHbl B CTEUT-
00 BLEeKTbI

e DBonbuwe HeT
SetRenderState(..)

ID3D10Device

ID3D10InputLayout

e [NpanBep moxeTt 3acpchekTuBHO
K3WWMpoBaTb COCTOAHUSA
KOHBeunepa

ID3D10RasterizerState

3 ID3D10SamplerState
e 4096 cTenT-00BHLEKTOB KaXXaoro

TUNAa

ID3D10DepthStencilState

ID3D10BlendState
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Pecypcbl D3D10

Bbydepbl
 ~[locnegoBaTenbHbIN [OCTYN

e OnemMeHTbl MOryT ObITb
pa3Horo Tunal/pasmepa

e TekcTypbl

 [lpou3BonbHbLIVN OOCTYN

« CocTofAT U3 cyb6-pecypcoB ID3D10Resource

e Twun 3anemMeHTOB yKa3blBaTb
HeoOs3aTenbHO

ID3D10Buffer

e BwuptyanusmpoaHbl OS
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ID3D10Texture1D

ID3D10Texture2D

ID3D10Texture3D
ID3D10TextureCu



Tunbl gocTyna K pecypcam

D3D10 USAGE DEFAULT
e OOHOBNAETCA peaKko, MannUHr HeBO3MOXeH

e D3D10 USAGE DYNAMIC
« OO6bHoBnseTtca yacto, CPU nmeet npsimon goctyn

U D3D10_USAGE_IMMUTABLE
e Hukorga He obHOBRAETCA

e D3D10 USAGE STAGING
* Wcnonb3ayeTtcsa ana nonyvyeHusa aaHHbix us GPU
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[MpenctaBneHus (view)

 [lo3BonNAKT NO-pa3HOMY MHTepNpPeTUPOBaTb
AdaHHble B pecypcax
e PeHaepuHr B VB/IB
e PeHaepuvHr B KOHCTaHTbI LWWengepa
 Wcnonb3oBaHue stencil-6ydepa kak TeKCTypbl

 [lo3BONAKT NONYy4YnUTb AOCTYN K CyO-pecypcam
e PeHaepuvHr B otaeribHblie Mip-ypOBHU

ID3D10ShaderResourceView

ID3D10RenderTargetView

ID3D10DepthStencilView
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MeTtoabl Draw() B D3D10

e Draw(..)

e DrawInstanced(..)

e DrawIndexed(..)

e DrawIndexedInstanced(..)

e DrawAuto(..)
 Wcnonb3yetcsa BmecTte ¢ StreamOut
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MHcTaHcuHr B D3D10

 [lonHoueHHaaA noapepxKa B
API

e PeHaepuvHr 6e3 MHCTaAHCUHra —
MPOCTO YaCTHbIN cCny4au

 [Opyrune BoamoxHoctu D3D10
AaenakloT UHCTAHCUHT elle
Oonee none3HbIM
e [eomMmeTpuyeckune wengepobl
e MaccuBbl TEKCTYP
e Stream Out
e Instance D
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BepLlwuHbI

(XO y0 ZO) (nxO nyO n )

(X1 y1 21) (nx1 ny1 nz1)

n n

(Xg9 Y9 Zq9) (N, 99 v99

r1299)

ATpubyTbl 06BHEKTOB

worldMatrix0

worldMatrix1

worldMatrix I




FeomeTpuyeckuii weirgep (GS) <X

e [lporpammupyemMocTb Ha aTane 1 3
“cOopKkn npumMnMTUBOB”

e MoXHO co3aaBaTb HOBbIE
NMPUMUTUBDI! 5

Triangles with adjacency

e WmMeeT gocTyn K coceaHUM

3
npPUMUTMBaM 0

N

Lines with adjacency

* MoxeT ncnonb3oBaTb CEMaHTUKY
SV _PrimitivelID

Copyright © NVIDIA Corporation 2005



[eomeTpuueckuun weunpep (GS) <X

[MaxVertexCount (10) ]

void GS_Simple (linead]j VSOut In[4], inout
TriangleStream<GSOut> Stream)

{
GSOut v;
Stream.Append (v) ;
Stream.Append (v) ;

Stream.RestartStrip () ;

Stream.Append (v) ;
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[MpuMmepbl ucnonb3oBaHna GS

e [eHepupoBaHue shadow
volume “Ha nety”

e Onpepensiem pebpa cunyaTa,
reHepupyem rpaHm

e Motion Blur

e CuyuTaem nokanbHble
CKOPOCTU, reHepupyem
AOMNOSIHUTENIbHYIO reOMeTpPUIo

e WN30-noBepxHocTn Ha GPU

e GDC’06, “Practical Metaballs
and Isosurfaces”
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FeomeTpuyeckuii weirgep (GS) <X

e KonuyectBo BbIXOAOHbIX anVI6yTOB orpaHnN4yeHoO
e Makcumym - 1024 ckansapHbix atpubyTta B D3D10

e He ncnonb3yute ana teccensayuu!

e CrtapauTtecb He UCNoNb30oBaTb OonbLIMEe 3HAYeHUNA
MaxVertexCount
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Stream Out @

e BO3MOXHOCTbL 3anucu
pe3ynbTaTtoB paboTbl GS B
Y BepLu 1HHbIN

BepuntHHb-Bydep s
[—- <

o /1 I'1 I/ s 1 1/ () Feomer puyeck

UR LW naep

g

Bupgeo 1amatb

e Bceraa BbIBOAATCA CrUcCKuU

[Nunkce 1bHbIN

ey oep

nPUMUTUBOB

e [laeT BO3MOXHOCTb NOBTOPHO

UCNonb30BaThb pe3ynbraTthl
pabotbl GS/VS
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MaccuBbl TEKCTYP

Texture2DArray (Homogenous Set of Texture2Ds)

Mipmap Levels
(= 0 optional)

%% <+— Mip Slice 0
= T =

Array Index (fractions rounded)

4— Mip Slice 1
~<— Mip Slice 2

u’\/!(i{ugmp T— Array Slice 2
LO Array Slice 1
Array Slice 0

¢ MOFyT ObITb AUHAMUYECKU MHOEKCUPOBaAHbLI U3 LLIGVI,D,EPOB

e TeKcTypbl ANA MHCTAHUUPYEMbIX OOBEKTOB
i SV_InstanceID MOXHO UCNomnb30BaTb B Ka4eCTBe MHOEKCa

Copyright © NVIDIA Corporation 2005



PeHOepyHr B MaccuB TEKCTYp <X

e MaccuBbl TEKCTYpP MOTyT UCnonb3oBaTbCcA Kak RT
yepe3 ID3D10RenderTargetView

e B GS nepemeHHasa ¢ ceMaHTUKOM
SV_RenderTargetArraylIndex onpepenset
MHAOEKC render-TeKCTypbl B MaccuBe

 MoxHo ucnonb3oBaThb ANSA peHaepuHra B cubemap B
OZLHOM NpPOXOXe

e He 1O Xe camoe, 4Yto MRT!
 Kaxabin npumntue n3 GS npoxoauT pactepusauyuto n PS
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NMpowan, Fixed Function!

e Het TyMmaHa...
e ...Omynupyem B VS/PS

e Hert point-cnpanTos...
 ..Ucnonb3yute GS ana cosgaHua reomeTpum

* HeT nnockocTten oTcevyeHus...
* ..Mcnonb3ynte ceMaHTUKy SV ClipDistance[n] B VS/GS

e Het anbda Tecra!
e _..Acnonb3ynte MHCTPYKUUIO clip () B MUKCESIbHOM LUengepe

e CwM. npumep FixedFuncEMU B DX10 SDK
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[MpeankaTBHBLIN PEeHOEPUHT

 YcnoBHOe BbinonHeHue Bbi3oBOB Draw()
e be3 ocTaHOBKM KOHBeuepa

e ... MO pe3ynbraTy occlusion query
e JddekTnBHbLIN occlusion culling

e ...Npu nepenonHeHuun dydepa stream out
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[MpeouKaTUBHLIN PEHOEPUVHT

m pPredicateQuery->Begin() ;
//..

// 3Bmeckr pucyeM mnpocTyon I'€OMeTPMIO

e
m pPredicateQuery->End (NULL) ;

pD3D10Device->SetPredication (m pPredicateQuery, FALSE) ;
e,

// 3Bmeck pucyeM CIJIOXHYIO I'€OMeTPMIO

//..

// oTkIYaeM NpemVKATUBHEIN PEeHIOEepPVHI
pD3D10Device->SetPredication (NULL, FALSE)
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3aknioveHue <%

e DX10 - 6onbwon war Bnepen B (pyHKLMOHANIbHOCTU
N rmdbKocTun

e HaumHaute nsy4darb DX10 yxe cerogHs!
 [NokymeHTauus/npumepsl B peBpanbckom DX9 SDK
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Hawwu cneaytowme nekumm <A

16:00 —16:50 WHcTpymeHTbI Ana pa3padbotuukoB oT NVIDIA
Raul Aguaviva/®ununn Nepacumos

17:00 - 18:00 Pacuet bun3unkm Ha GPU
Simon Green
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Ectb nopen?

* [MuwumTe - yuralsky@nvidia.com !
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