£ H NVIDIA GameWorks#Th
AR R E

A, AERA-FLLEHRKLENF

<ANVIDIA.



H3x

GPU MIl{E=$1 (GRB)
FleX
Flow

WEVRQW S



UE4-GRB & 7= 57




PhysX 3.4 i GPURI| {2 =$1

» PhysX 3.4F BUETFF 14

» F A cupASEIR

* F#Ewindows M Linux BR{E&R YL, SXFF NVIDIA Kepler (GTX 6 &%) ZEHy 2
BREF

* Sphysxep By cPull{E 15 5| 24 A HERIRYAPI, BEMHERERNIEX

o BRT RTHEFHELIIM, GRBIZFFAHB ST Physx Ml =114




PhysX 3.4 B GPUMI{AEEL (45)

» CPUFNIGPUR & BIRI{AEIEHL

¢ UTFRIERBIE SN B fEGPU LT
o FHERRIE RN, 5 AMIERA, BER
¢ BEMRESER, BATESFEF.

‘ uTNIJWﬁMMQ%BﬁEiECPUJ:Mﬁ
Bl EHE
¢ ﬁ/'lkl_lﬁ
o EGCRER N
. %2
* BPERE



MREXTEESR

© WREE
® Windows 10 64-bit
17-5930k
32GB RAM
GTX 1080

»

»

»



e AHENNR (138244 W)

L

Press F for de 3 N3 Al A3 T M. i N 7
Press H for help . , B P R B

Time in milliseconds

120

100 -

80 ~

60 1

40 -

20 -

- PhysX 3.3
- PhysX 3.4
e PhysX 3.4 GPU



EB (M{EHEIIEE: 16000)

RigidBodies RigidBodyPseudoDestruction
Press F for description 120 7
Press H for help
100 -
80 A
w
=
S 60 -
(1]
2
I
£ 40 A
(]
£
-
20 A

@ Search the wed axd Windows oen ﬂ '] 3@ FgR Ag‘“‘m’:;w

PhysX 3.3
PhysX 3.4
=== PhysX 3.4 GPU



=g (M EIEE: 15000)

160 -
140
120

100 -
PhysX 3.3

80 - PhysX 3.4

= PhysX 3.4 GPU
60 1

Time in milliseconds

40 1

L




Kapla &

ol of of )'}' ol
ol ol b b

-
i el adadadal

MIlk# EIE{E: 20000 )

120 -

100 -

'vvvw.-“‘.

80 -

(NN wwew

60 -

Time in milliseconds
N
o
1

L 4
4
y r
o
,
'
®,

20 -

A

PhysX 3.3
PhysX 3.4
=== PhysX 3.4 GPU



ARV APREE (700 )

i

UL

Time in milliseconds

180

]
160 -
140 -

120 -

100 - PhysX 3.3
PhysX 3.4
80 1 —— PhysX 3.4 GPU

60 -

40 -

20 -

AT e



H3x

«®

GPU MIl{E=$1 (GRB)
FleX
Flow

WaveWorks



Funhouse'=|=I EI'JFleX§§5[%




Helel

FleX



R

¢ BG5S ETM -1 BREES

* HRTTKRIIAE

¢ HESHG—HRE R

* HESCI B Z BRI N @3 E




B— MR ES 2E

A R 2 SRIE SR R B — B R T




ATIEFERF

o LAl FE RS
* ENEMYEBRRENNRZE
o HiE
o Bk
o T
it
* EBEFIA cru MR



AT

struct Particle
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float pos|[3];
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