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NSIGHT VISUAL STUDIO EDITION™
7EVisual Studio® 1 TE iﬂl‘ﬁﬂ“%ﬁ

EFZAPIfE

EF I RESIAT

RRIRERDHT
DX9/DX11/DX12*/OpenGL/Vulkan**
S $Visual Studio 2012, 2013, 2015
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Nsight VSE 5.3
SZHFDX12F0VRIF A ER,

=LY iEDirectX 1289E,

$5VR APIs

THEFEWIN10 HybridEiEA @it iRis
X ETERSRIIRITHER

XJRange profilerB{i{t

B BERYmemory viewerfit &

SZFFXI Vulkantz Rt TinE G SR 1T /IR CRS

gameworks.nvidia.com

Powered by NVIDIA® GeForce® GTX 1080
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14000

sopde) weay  sioida vonnios

Oculus SDK
OpenVR & HTC Vive

NVAPIE 38T,

= VR Inspector * ) x

oculus ready

Type:
ProductName
Manufact
Vendorld
ProductId:
SerialNumber:

kingCap_Oriantation

VIVE

DefaultTrackingCaps:
DefaultEyeFov:
MaxEyeFov:

t Publish &
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Range Profiler iyt

Range Profiler

o fmm  ESSElE £

Render Target Rang ﬂ |:| l:l ml ::|

DN a8

Add...

er Thread)

Pipeline Overview

Input Assembler

Tessellator Rasterizer

Blending & ZBuffer

Memory
LTC Utili

TR : : SANVIDIA.
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ShaderZit{g &

ShaderPerfgy[@]|3

Linked Programs
[

All Programs & Shaders Selected Program(s) & Shaders(s)

MName ~ Type Binary Debug Info ( 5 cles ALU/TEX (Inst) L Liem (Bytes) Unknown
b PipelineState 1 Mone Float16
PipelineState 10 MNone 37 8.56 22.2 Float3
Slow Floa

Fipelinestate Mone ! ! ; L L it Float64
L : : I Integer

Slow Integer

Interpolation

Tex

Read Generic
Read Thread Local
Pipeli . Read GPU Global
PipelineState 11 Read Attribute
Pip tate 11 ¥ Write Generic
Pi te 110
FipelineState 111 PS

Fipelinestate 10
FipelineState 1¢
Pipelinestate 1(

Vrite Thread Local
rite GPL Global

Pipelinestate 112
Fipelinestate 113
Pipeli t

Fipelinestate 115
Fip tate 116

4
>
4
>
4
>
»
L4
»
L4
»
L4
»
4
»
4
»
4

gameworks.nvidia.com

Write Attribute
Flow Control
NOP

SANVIDIA.


gameworks.nvidia.com

IBEHIMEMORY VIEW

Graphical

ResourceMinLODClamp:  0.00

1

~ Revision Information

Resource Info Available Revisions (474)

Type:
N::-u - L L L L L L I L L L

Revision:

Size:
Alignment:
Format:
sample Desc:
# Mips:

gameworks.nvidia.com
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.
I

LINUX GRAPHICS DEBUGGER

TR IR

Range Profilersz#F

FrXJLinuxEE/y

i
mn |

View: S Arguments:

Descrip

glViewport(GLint x = 0, C
gluseProgram(GLuint progras
glActiveTexture(GLs
glBindTexture (GLenum tay
glActiveTexture(GL
glBindTexture(GLenum tai
glBindTexture(GLenum targ;
glActiveTexture (GL
glBindTexture(GLe
glActiveTexture (GLenum text:
glBindTexture (GLenum targ
glActiveTexture(GLenum texture
giBindTexture (GLenum tay
gluniformafv (Gl
glUniformafv(GL

ei count =

count = 3, GLflo:

i

gameworks.nvidia.com

(T TR TR R R T
(T T TN TR R

wildcard ~

x| API Inspector View

L

Pix Ops

B

saynqawes & |

Textures
Images
Buffers

Program

Pixels

Resource Info
Type:

Nam
Revision:
Dimension:
Mamor

Formal

# Consumption: 0

call Description

void giBlitFrameb nt SreX1 = 1600, GLint sre¥1 = 1000, GLint dstX0 = 0.
Draw Framebuffer
Name:

Drawable

GL_FRONT_LEFT

GL_BACK_(EFT

Depth Format
9 GL_DEPTH_C
1600x1000 | 6L

Color Format

=) Read Framebuffer
Name: 1

Attachment ReadBuffer  Dimensions Parameters

Format
OLOR_ATT/ 1600 X1000  GL TEX |- GL_RG

Available Revisions (1)

SANVIDIA.
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Nsight VSE PRO™

mbler

BIRSASSIES
=Z%Performance Metrics (future)

EBEFEIT (future) S ey

Alt+W

utlining

4, ke[l

A 10]
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SHEPIX TEM N #F

GPU Performance Metrics {4

Screen Shot.
MES

Queue ID Global D ia_solpct  fbpa_elapsed cyclesavg  Ic_solpct  sm_solmaxpct  sm_solminp*
rier
ClearDepthStencilView

DrawIndexedInstanced
NVIDIA: CROP

NVIDIA: DRAM
NVIDIA: FBP
NVIDIA: FBPA
NVIDIA: GPC
NVIDIA: GPU
NVIDIA: GR

DrauIndexedInstanced
DrauIndexedInstanced
DrawIndexedInstanced
edInstanced
edTnstanced
edTnstanced
DrauIndexedInstanced
DrauIndexedInstanced NVIDIA:
DrauIndexedInstanced
DrawIndexedInstanced
edInstanced
edTnstanced
edTnstanced 8 3 : ROP
edInstanced : SM
DrauIndexedInstanced : SMSP
DrauIndexedInstanced ¢ soL
DrawIndexedInstanced ° TEX
exedInstanced 9 TPC

edInstanced 5 XFB

edInstanced NVIDIA: ZROP
edInstanced

SANVIDIA.
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CodeWorks
T RE R ANdroid &7 455

B{tAndroid F & INEIRE
sz Visual Studio FAYAZ W iR imFE

RFIRIFAZZCPUBIT ' '
B F0E T

FUnreal Engine 4 Mobile—#2 & %h

aLATETegraf1dETegrai& & £ T {F*

ESHIELDIR & H RIS ERYT - A5 Erooted OS Image
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CODEWORKS 1ré6

Android N/7.x, Android SDK 24.4, NDK r12b
SHIELD TV OTA 5.x ¢ ¥¥
Nsight Tegra VSE 3.4

Tegra Graphics Debugger 2.4
Tegra System Profiler 3.7

<SANVIDIA.
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Nsight Tegra VSE 3.4

X FFiETegrafYAndroidiR s

37#%GDB Native C/C++HHTAZIEIR

EAYC++ T FE
IFR N iR E

Sz #FIncredibuildfICMake

z#FUnreal Engine 4 native game project

gameworks.nvidia.com

buildxml
oquard.cfa

Help
| Stack Frame:

const char *_label, int

m_touchMarg 8),
m_label(_label),
m_buttonID(_ID),
m_renderFl.
m_buttonColo

q

oid Button: :handleTouchDown(nv: :v _point)

if(Im_renderFlag)

IncrediBuild
BEYOND ACCELERATION

www.incredibuild.com

<ANVIDIA.
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TEGRA SYSTEM PROFILER 3.7

Z1ZCPURIMERER ST

RIGOERIAZ, HIE, ZERYIRER

ZIHIEAIAPIZZAICPU/ GPURER
S73F0penGL/ES 1 NVTX

ZBEMO>F
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Tegra GRAPHICS DEBUGGER 2.4

niEEREX
[EAY BT IRES
ange Profiler
FAEroot&E %t
F1ETegragyAndroidiZ s

Wind

alVertexAttribPointer (GLuint inde:
giDrawArays(GLenum mode = GL TRIAH
giBindBuffer(GLenum target

giDisable(GLenum
giViewport(GLint
s Lint

aiCiipControl (GLenum origin
0iCiipControl(GLenum origin

gram (GLuint program =
BlockBinding(GLuint program
Binding (GLuint pr

alBindSampler(GLuint unit
giDepthMask

giCiipControl(GLenum origin
glUseProgram (GLuint p

Linked

Pipeline Overview

Tessellator

4, GLuint uniformBlockinde
wBlockinde

gameworks.nvidia.com

Rasterizer

25 | Dispatch Cal
Threads (lotal

Instructions {

Blendng & ZBuffer

g Per Thread)

0 Nomm:
0 No
0 Notn:

Vertex Bindings

Index Buffer

vinter

SANVIDIA.
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N
I Solution Explever

w @ ©-

BB (R TFERINsight User Settings
* =T VSHAINsight 5282, 15E3%Start Graphics Debugging
IEFEE, ALEEINsightIHUD e .
SR, FPS el X
* GPUMEEEITR
~fERREERECtr-Z
*BILAREH], FERHUDAIRYTTER

gameworks.nvidia.com @ANVIDIA.
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IR TR, MIESR

NN

*SERTHEIE, AERFIKIAIETT, RRWEFT

* HUDFIF/R:
»BEYHFIIA=RDrawcall
»BENLEFIRender Target

LA EThRERTLABR B Visual StudiofsFE

T LAFAI K FIH—0n, FFEERC++EIBELIEFITE, SZ45VR APl

gameworks.nvidia.com

-~

,J

qlw U~

==
N

[>#®&

SANVIDIA.


gameworks.nvidia.com

» t£3|Visual Studio

7 T [P [ [ EER II( 4 sz [

* Scrubberfil &

» I REEZFIRYRTEDrawcall, MPerf Markers_E3k1 éiﬁuDrawcallE’JJ:"FﬁZ{EU
* Event#l[E]
. E/_.I_TF'E EE’JAHLEJFE, Bﬁ%éf"é&%% Marker APE  D3D11.1

MVTX (NVIDIA Tools Extension)

. *DscrUbber?mﬁﬁ EIE;I‘S:EFE':::|-r|:1|-f|r||—||--r|.r| otation) |
» RIEXR ISR - ‘draw| pssetshader\ (¢

8 HAETRSRBINEEFREERIPerfmarker API. Nsightt
ltFLTiaxEEﬁPerfmarker FFZQ%_JUM%T [EIRYAPI

*Current Targetsfl& - E=Ya1Drawcal S ERIFFERTVAIDSY
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NI
- 155 E— Drawcall, ¥JTFFAPI Inspector{i &
-EDAER T EAIGPUES, 079
- StageRLFIDrawcallEXT N E iézlél’JStageJ:E’JJk,u

APl Inspector # X

‘A BREZINBMNINSIRE = @ O

I

ES T | ID3D11DeviceContextlzDrawIndesxed{UINT IndexCount = 6012, UINT 5
*VS, HS, DS, PS, CS: shaderj]Az 5 -|
'E i =l Global Settings
~ PrimitiveTopology: D30_PRIMITIVE_TOPOLOGY TRIANGLELIST
¢ SO E =l Input Layout
% Slot  SemanticMame Semanticindex Format
* Raster % 0 ATTRIBUTE
= GS ATTRIBUTE 1
*OM <0 2 ATTRIBUTE

3 ATTRIBUTE 4 DMGI_FORMAT_R16G16B16A16_F

=l Vertex Buffers
Slot  Stride Offset Size Usage Bind
12 0 93348 D3D11_USAGE_DEFAULT D3D11_BIND_VER
DEFAULT D3D11_BIND_VES
gameworks.nvidia.con s 2 0 0 4 D3D11_USAGE_DEFAULT D3D11_BIND_SH.
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NI
*FJFFAPI Statisticsfil[El, H—F/GHRIDraws, (BE=F 1T ZHIEMMZEERIAPIER
- HrhGAddRef/Releaself@lAKI— A =FEA
‘WNR(RITIEGetDesc, RRIMNBKLI7SE, BEDesc2ARIEMAY, RILIEF K

=l Summary

) *E}EG et DeSCH/\JO bj ectjﬂ F}_‘%_ Draws: 1185 Clears: 44 Presents: 1 Misc. Data Update: 0  Other: 33205

Dispatches: 2 Blits: 1147 Command List Executes 0  Non-APT: 1 Totak 41535

T LU IE—LETexture Object#iEHH T GetDescAZ8-12)%
(BEZE{F—1D3D11_TEXTURE2D_DESCHEE44=F75]

gameworks.nvidia.com @a NVIDIA.
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NI
- HftiNsight l9THEEtEITVRIZEFEHIVEIR B Fr &5 B
*ScrubberflElFINgE: FRIEDrawcall REIBMFIERRIIARIRIScrubberfiRange
IR+ IR, 15 viewport”, FREETXINNARRYE BDrawcalliJRange
B REEEREBENAPerfmarkerfIBHR, 45515

Perf Markers[JJHI

Il
O N0 55 [0 0. 1] @0 s im0 pEmei | Gaas,0 s 0 b5 [0 s

L R L R
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XRIH{sE AINsight
HUD & /=~AYperformanceEZF1Drawcall scrubbing
Visual StudioZERHItR E]

Scrubber, Events & Current Target

API Inspector & API Statistics

Geometry & Resources

{EREARNETIREREMBERICPUMERE AT

gameworks.nvidia.com 2SANVIDIA.
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H1xAIGeometry
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2ixlYGeometry

- B Nsight REENII N HIFES?
- (R AFEINsight AR EIEEITRI—2SRRA: FHYERER AT ARHIXFT?
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2ixlYGeometry

“E{EFHEE—IL, HEshHUD_LAscrubber®l #&7RADrawcall
- [ARARIRA BERTRE, (EANsight RiZE—iaE

* APl Inspector - VS stage Vertex Shader H[r]g 1?

* APl Inspector - RS stage it ig & BRI 17?

- Etc.

gameworks.nvidia.com

<ANVIDIA.
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2ixAYGeometry

* APl Inspector - VS stage, FRFTRTERIIN, MBS buffer, GG AXIINA?

| API Inspector

a0

o

0

I | ID3D11DeviceContextlzDrawIndexed(UINT IndexCount = 93144, UINT StartindexLocation = 134532, INT BaseVertexLocation = 0x00000000)

VertexShader uid:5422

| Source code (Main) &

=l sShader Resource Views

View

10110101
10110111 Name: SRV uid: 1254

g%gﬂgf Format: DXGI_FORMAT_R32G32832432_FLOAT
n11A1N11 ViewDimension: D3D_SRV_DIMENSION_BUFFER
Ry Lid: 1254 . ElementOffset: 0

Slotd) ElementWidth: 192

Resource Description
Name: Buffer uid: 1253
ByteWidth: 3072
Usage: D3D11_USAGE_DYMAMIC
BindFlags: D3D11_BIMND_SHADER_RESOURCE | D3D11_BIND_VERTEX_BUFFER
CpuAccessFlags: D3D11_CPU_ACCESS_\WRITE
MiscFlags: 0x00000000u
StructureByteStride: 0

Japeys X217 &

=] Constant Buffers

Slot  HLSL Buffer Name HLSL Variables Width Stride Obiect Name FirstConstant NumConstants Usage BindFlaas AccessFlaas MiscFlaas
0 SGlobals 11 512 0 Buffer uid:43#& 0 4006 D3011_USAGE_DEFAULT D3D11_BIND_COMSTANT_BUFFER 0x00000000u x00000000u
1 View 114 4096 O Buffer uid:5384 # 0 4096 D3011_USAGE_DYNAMIC D3D11_BIND_COMSTANT_BUFFER D3D11_CPU_ACCESS_WRITE 0x00000000
2 Primitive 18 512 0 Buffer uid:3756 # 0 096 D3D11_USAGE_DYMAMIC D3D11_BIND_COMSTANT_BUFFER D3D11_CPU_ACCESS_WRITE Ox00000000u

QODOO000U

= Samplers

Slot  Filter Address U Address V Address W MiplODBias MaxAnisotropy ComparisonFunc RGB: ™

0 D3D11_FILTER_MIN_MAG_MIP_POINT D3011_TEXTURE_ADDRESS_WRAFP D3D11_TEXTURE_ADDRESS_WRAP D3D11_TEXTURE_ADDRESS_WRAP 0.00 ) D3D11_COMPARISOMN_NEVER -

1 D3D11_FILTER_MIN_MAG_MIP_POINT D3D11_TEXTURE_ADDRESS_CLAMP D3D11_TEXTURE_ADDRESS_CLAMP D3D11_TEXTURE_ADDRESS CLAMP .00 ) D3D11_COMPARISOMN_NEVER -
2 D3D11_FITER_MIN_MAG_MIP_POINT D3011_TEXTURE_ADDRESS_CLAMP D3D11_TEXTURE_ADDRESS_CLAMP D3D11_TEXTURE_ADDRESS CLAMP .00 ) D3D11_COMPARISON_NEVER - w|v

SANVIDIA.
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2ixAYGeometry

« APl Inspector - RS stage, ¢MEEEEIcull modeiRH, fill modeiRE, depth biasiRE, &%, B
YN XTZJJ/

— =
=J =)

ID3D11DeviceContext1:DrawIndexed(UINT IndexCount = 93144, UINT StartIndexLocation = 194532, INT BaseVertexLocation = 0x00000000)

=| Rasterizer State

FillMode: 03011 _FILL_SOLID  DepthBias: i} DepthClipEnable: TRUE  AntialiasedLineEnable: FALSE
CullMode: D3D11_CULL_BACK  DepthBiasClamp: 0.00 ScissorEnable: TRUE
FrontCounterClockwise: TRUE SlopeScaledDepthBias: 0.00 MultisampleEnable: TRUE

=l Viewports

TopleftX TopleftY Width Height MinDepth MaxDepth

0.00 0.00 1195.00 1480.00 0.00 00

=l scissors

Left Top Right Bottom
o 0 16334 16334

SANVIDIA.
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2ixAYGeometry

B LR ERELHNIREEZIOM, AlgEEEUEAYIARR?
3T Geometry{l &

MSIGHT | TOOLS  TEST  TEGRA  AMALYZE  WINDOW  HELP

'I.'I'.'.i n |:| OWE 3 5:1: " | r'lf o

ics Debug Focus
Shaders List
APl Inspectaor
Start Performance Analysis... AP| Statistics
Current Target
Events
Capture Mext Frame Frarne Tirnings

Resume from Capture Geometry

Dynamic Shader Editing Range Profiler

gameworks.nvidia.com @a NVIDIA.
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= AGeometry FEE

ID3D11DeviceContextlzDrawIndexed(UINT IndexCount

.j:j-a:FGeometry VieW [NSight 5 1%EIjJL\b ! Floating Point Spedals Detected In Vertex Data!
 Nsight EE& N E—EEZ A28 “Floating Point Specials Detected In Vertex Data!”
*Graphical L&

- #rAGeometry Viewn] LABRET{E ﬂbﬁ@%’ﬁ?ﬂﬁ%ﬁ%ﬁﬁ’]ﬁ%l e/ iE5(ER
- BINESEEUVIER B
- —EHFINREERIRE, BEEvertex layout32
- Memory—Ffi &
BN RRA—T, YATRRISMAIS B
- 8] Llindex buffer orderaiZ&vertex buffer order @7~
- HIREREEEER T XM Aoffset

gameworks.nvidia.com
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2=l Geometry

- iH—L& & "Float Point Special Detected In Vertex Data!”

IR T LA{EEFHResourcetlEFhaJtagingek B s b Fra R 7 X bufferfdDrawcall.
A XFRidvertex buffer, IBSZHFHERRIR, Hlatexture iR

Geometry = X

=80 |

IDZD11DeviceContes unt = 25056, UINT StartindexLocation = 96240, INT BaseVertexLocation = O

!, Floating Point

Graphical

nory
Index B rder ¥ | Predsion: - D Filter To

1B Offset Index Index + Base 2 - ATTRIBUTE3 (RBGBBBAS_UINT) 3 - ATTRIBUTE4 (RBGBBBAB_UNORM) 4 - ATTRIBUTED (R32G32B32_FLOAT) 5 - ATTRIBUTES (R16G.
1 2 3 0 3 0

0
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
4
a
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TREGHESEIR

API Inspectorfl BB EERELIRE
Geometryfl B BItC E L/ RIRIEHE
ResourcestilE + ‘tag’ KB RMIMEHET &R

gameworks.nvidia.com *ESANVIDIA.
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VR...(BAFBAIL
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MEMNERR

CEBERTT, R MIMEARIR, HIRMRRIFE, B FE N ARISKER

* REHIEERAVEEAHRS

* SRDEERIRBRIE R, (TRENREFAIIAEN TR 2% IH
CIXAIUEIRE, RASRNEN LR FAGER—ERD

YRR IBEIREREES, B VRFBERSIE IS NAAIE

gameworks.nvidia.com
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MREMNEAR
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VR..{BERABAILIK

CBERTR, VRIESHISLNSAREEIA, HMS RS
BRI MR ERNTIMERRE T ARIRERbillboard?
VIR NESEE T CEFTHIKIRR

“ANREELIRHYVRARIERes ENER, e AIXEYAARIEBRIMEFZ, fils—1
UIEE BRI intk—HF

gameworks.nvidia.com @2 NVIDIA.
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VR..{BERABAILIK

* BT Nsight S IXI N AR

*EE =R (Ctrl-Z + Space/FATRIER)

*}TFHResourcestliEl, KEBKERINIREEE=SEIXA N0
CBI5T, HEISEUABBAIAR " RIERAYKERAYDrawcall

gameworks.nvidia.com @2 NVIDIA.
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VR..{BERABAILIK

» RS ARRender TargetfYDrawcall

» fEEventfl B i T Ctri+F23RIUEIX N event
v 2B AARRender TargetfYDrawcall
» fEEventfl B i T Ctri+F23RIUEIX N event

"RIRRE S ERE XPerfMarker, A] LAfsE FScrubber ] o B E M HIViewpor tuZ NFTHY
—{TRangefE 5, HMAIAXLEDrawcall XN A ERIARAS

*$JFCurrent TargettlE], FEEHRGLIRRRERE], K¥THResourcestliE], HIGE
XIRLRENGEATFAREE

gameworks.nvidia.com @2 NVIDIA.
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Scrubber > X

Scaling:  Event ID -

Eventm ) 500 1000 1500 2000 2500 3000 3500 4000 4500 5000 5500 6000 6500 7000 750 8500 9000 9500 10000 10500
L 1 1 1 1 1 1 1 1 1 1 L 1 1 1 1 1 1

1 1
Al Events |1 N 1 A M 00 00 00 O 0 R0 R

Perf Markers

Dependencies Il.-----
vevoort B Mool | ooususos | {1232,0, 120, 19,0, 1) [ O Y
Add...

Geometry APl Inspector Events & X
I View: Hierarchical + & = Arguments: Variable + Value  ~ | Marker APl:  MVTX

Current Target

mad et
98

Color 5 &

Event: (7780 | Filter: |

=
Event Description Object CPU ps GPU ps Thread

7769 ID3D11DeviceConfext1:lASetVertexBuffers (UINT StartSlot = 0, UINT NumBuf OxD00001F...
7770 ID3D11DeviceContext1:IASetVertexBuffers (UINT StartSlot = 2, UINT NumBuf 0x000001F...
7l ID3D11DeviceContext1:lASetVertexBuffers (UINT StartSlot = 3, UINT NumBuf Ox000001F...
772 ID3D11DeviceConfext1:lASetVertexBuffers (UINT StartSlot = 4, UINT NumBuf OxD00001F...
7773 ID3D11DeviceContext1::|ASetindexBuffer (ID3D11Buffer* pindexBuffer = 'Bu Ox000001F...
7774 & ID3D11DeviceContext [UINT IndexCountPerinstance Cx000001F..,
7175 ID3D11DeviceContext1:lASetVertexBuffers (UINT StartSlot = 0, UINT NumBuf Ox000001F...
7776 ID3D11DeviceConfext1:lASetVertexBuffers (UINT StartSlot = 2, UINT NumBuf Ox000001F...
7T ID3D11DeviceConfext1:lASetVertexBuffers (UINT StartSlot = 3, UINT NumBuf OxD00001F...
7778 ID3D11DeviceContext1::1ASetVertexBuffers (UINT StartSlot = 4, UINT NumBuf 0x000001F...
779 ID3D11DeviceContext1:lASetindexBuffer (ID3D11Buffer* pindexBuffer = "Bu Ox000001F..,
7780 & ID3D11DeviceContext 1 [UINT IndexCountPerinstance 0x000001F...
7781 ID3D11DeviceContext1::1ASetinputLayout ID3D11 InputLayout* pinputlayou Ox000001F...
7782 ID3D11DeviceContext1:V5SetShader (ID301 1WertexShader* pVertexShader = Ox000001F...
7783 ID3D11DeviceConfext1:P55etShader(ID3011PixelShader* pPixelShader = 'Pi: OnD00001F..,
7784 ID3D11DeviceContext1:lASetVertexBuffers (UINT StartSlot = 0, UINT NumBuf OxD00001F...
7785 ID3D11DeviceContext1:1ASetVertexBuffers (UINT StartSlot = 1, UINT NumBuf OxD000O01F...
7786 ID3D11DeviceContext1:IASetVertexBuffers (UINT StartSlot = 2, UINT NumBuf 0x000001F...
7187 ID3D11DeviceConfext1:V55etConstantBuffers (UINT StartSlot = 1, UINT Muml Ox000001F...
7788 ID3D11DeviceContext1:PSSetConstantBuffers (UINT StartSlot = 3, UINT Mum OxD00001F...
7789 ID3D11DeviceContext1:VSSetConstantBuffers (UINT StartSlot = 4, UINT Muml OxD000O1F...
7790 ID3D11DeviceContext1:V55etConstantBuffers (UINT Startslot = 3, UINT Muml Ox000001F... 8524
7791 ID3D11DeviceConfext1:P55etShaderResources (UINT Start5lot = 0, UINT Nur Ox000001F... 8524

TTAA AP AR e b el i o b s mm e AP A A P 4 Arna

8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524
8524

A
=R =]

"

-

A

A A
B = R = = R R = =T~ =~ R = N = I = = =

A

gameworks.nvidia.com

Select a predefined filter *
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VR..{BERABAILIK

» fEResourcestiEHFIEE ZHRIAIDSV
“ 15, (o ReeE = EaE eHIE R

»}JFFhistogram and renormalize (texture[Z] )#E‘F%E’J/J\ﬁu ), HEEImaxETLsgiE L
SRIEMERSERE, XA LBRIREMERATLER

CERKERESNRE FTHRRERER

gameworks.nvidia.com @2 NVIDIA.
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Resources

a0 =B ENRE E 5

| O Textures (365) | | O Buffers (1146) | Thumbnails Graphical ~ Memory

Filter: l:l Select a predefined filter

o2 ]
Texture2D Texture2D Texture2D
775 75 778

= % TR
Texture2D Texture2D Texture2D Texture2D
79 730 731 735

Texture2D Texture2D Texture2D Texture2D
790 798 800 802

7 ee|xs
.. .

Texture2D Texture2D Texture2D Texture2D
830 830 830 a50

= Awvailable Views (2)

Name: DSV 81
Format: DXGI_FORMAT D24 UNORM_S8_UINT
ViewDimension: D3D11_DSV_DIMENSIOMN_TEXTURE2D ﬂ

MipSlice: e 0.000000 3| Min Max [0.014795 |3

Raw Value: 0x3626e  Mormalize: By Histogram v | [] View Stencil 4

<

=l Revision Information

Resource Info Available Revisions (891)

Type: 2D Texture
Name: Texture2D 830

Revision: 843
Size: 2432 x 1483

Memory: 13.80 MB

Format: DXGI_FORMAT_R24G3_TYPELESS Rev: 832 Rev: 833 Rev: 834 Rev: 835 Rev: 835 Rev: 837 Rev: 838 Rev: 839 Rev: 840 Rev: 841 Rev: 842 Rev: 843 Rev: 844 Revw: 845 Rev: 845 Rev: 847
# Mips: 1 Evt: 7692 Evt: 7598 Evt: 7704 Evt: 7710 Evt: 7716 Evt: 7722 Evt: 7728 Evt: 7746 Evt: 7752 Evt: 7768 Evt: 7774 Evt: 7780 Evt: 7795 Evt: 9034 Evt: 9282 Evt: 9435
# Consumptions: 76
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*S5EFHAPI Inspectorfl ESRIIANIERELAVIRE, B LEENRIAR

B EMEZFEAEEINA? H(IFEEEVRIVIRE!

*¥JFVR Inspectortii &

» oL & ESwap Chains, Mirror Textures, Render Desc Queries, HWDS&E
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VR Inspector

Show API Usage &
=] Swap Chains

Resources Currentindex Type Format ArraySize Width Height MipLevels SampleCount Statidmage MiscFlags
0 Texture2D 342 & 0 ovrexture_20 OVR_FORMAT_B2GER3AE UNORM_SRGE 1 16 16 5 1 ovrTrue ovriextureMisc_AllowGenerateMiy

1 Texture?D 343 & Texture2D 344 F Texture2D 345 F O ovrlexture_2D COVR_FORMAT E3G3REAE_UNORM_SRGE 1 2432 1433 1 1 ovrFalse ovrTextureMisc_DX_Typeless

£
=) Mirror Textures

Resource Format Width Height MiscFlags
0 Texture2D 346 & OVR_FORMAT_BSGSRSAS_UNORM_SRGE 1920 1080 ovrTextureMisc_D¥_Typeless

=I Render Desc Queries

Eye Fov DistortedViewport PixelsPerTanAngleAtCenter HmdToEyeOffset
0 owrEye_Left (1.33, 1.33, 1.06, 1.09} (0.00, 0.00) (260.00, 1080.00) (549.62, 549.62)
1 owrEye_Left (1.33, 1.33, 1.09, 1.06} (0.00, 0.00) (260.00, 1080.00) (549.62, 549.62) (-0.03, 0.00, 0.00)

=] HMD Description

Type: ovrHmd_DK2 LayerHudShowAlk: ovrFalse
ProductMame: Oculus Rift DK2 DebugHudStereoGuideInfoEnable: ovrTrue
Manufacturer: Oculus VR PlayerHeight: 1.78

VendorId: 10291 EyeHeight: 1.67

ProductId: 33 NeckEyeDistance: {0.08, 0,08}
Seriallumber: 2090QKS04EVHM EyeToNoseDist: {0.03, 0,03}
FirmwareMajor: 2 DebugHudStereoGuideSize2f: {1.00, 1.00 }
FirmwareMinor: 12 DebugHudStereoGuidePosition3f: {0.00, 0.00, -1.50 }
RuntimeVersion: 1.6.0 DebugHudStereoGuideYawPitchRoll3f: {0.00, 0,00, 0.00 }
AvailableHmdCaps: 0x00000000u DebugHudStereoGuideColoraf: {1.00, 0.50, 0.10, 0.80 }
DefaultHmdCaps: 0x00000000u PerfHudMode: 0
AvailableTrackingCaps: ovrTrackingCap_Position | ovrTrackingCap_MagYawCorrection | owrTrackingCap_Orientation  LayerHudMode: 0
DefaultTrackingCaps: ovrTrackingCap_Position | ovrTrackingCap_Maag¥awCorrection | ovrTrackingCap_Orientation  LayerHudCurrentLayer: 0

DefaultEyeFow: (1.33, 1.33, 1.06, 1.09) (1.33, 1.33, 1.09, 1.06) DebugHudStereoMode: 0

MaxEyeFow: (1.87, 1.87, 1.62, 1.68) (1.87, 1.87, 1.68, 1.62) User: Unknown

Resolution: (1920.00, 1080.00) Name: Unknown .
DisplayRefreshRate: 75.00 Gender: Male @2 NVIDIA.
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» TR E Y ‘Show APl Usage’ B]LATEEventsiR B 27 ~ETERIVR APIEH

EventID 7600 7650 7700 7750 7800 7350 7900 7050
1 1 1 1 1 1 1

T | I e
L S

Show AP Usage &
=| Swap Chains

Fram

Perf Markers Resources Currentindex Type Format ArraySize Width
0 Texture2D 342 & 0 ovrlexture_20 OVR_FORMAT_B3GEREAE_UNORM_SRGE 1 16
Dependendies 1 Texture?D 343 F Texture?D 344 F Texture2D 345 0 ovrlexture_20 OVR_FORMAT_BBGBR3AS_UNORM_SRGB 1 2432

Add...

<

=l Mi Text
Geometry API Inspector Events # X irror ures

W View: Hierarchical - = Arguments: Variable + Value  ~ Marker APl:  NVTX - Resource Format Width Height MiscFlags
0 Texture2D 346 & OVR_FORMAT_B3GSR3AS_UNORM_SRGE 1920 1080 ovrTextureMisc_D¥_Typeless

Event: |}'}'BD |Fi|her: |0vr_

E\.len,t\ Description Objed
2 ovr_GetTimelnSeconds(] = 569.551015 -
4 ovr_GetTimelnSeconds(] = 568.551023 -
59 ovr_GetTimelnSeconds() = 569.577314 -
61 ovr_GetTimelnSeconds() = 569.577321 - =) Render Desc Queries
63 ovr_GetTimeinSeconds() = 569.577323 - Eve Fov DistortedViewport PixelsPerTanAngleAtCenter HmdToEyeOffset
65 ovr_GetTimelnSeconds(] = 568.577323 -
i i ) ) _ _ 0 owrEye_Left (1,33, 1.33, 1.06, 1.09) (0.00, 0.00) (960.00, 1080.00) (549.62, 549.62) {-0.03, 0.00, 0.00]
67 ovr_GetPredictedDisplayTime [ovrSession session = OxbScace38, inte4_t framelndex = 0000%ac) = 0.000000 -
65 ovr_GetTrackingState (ovrSession session = OxbScace38, double absTime = 436.565595, oWBool latencyMarker = ovrFalse) = { ‘Tracking State’ } = 1 owrEye_Left (1.33,1.33,1.09,1.06) (0.00, 0.00) (960.00, 1080.00) (549.62, 549.62) (-0.03, 0.00, 0.00)
690 ovr_GetPredictedDisplayTime [ovrSession session = OxbScace38, inté4_t framelndex = 0xD0D00%ab) = 0.000000 -
691 ovr_GetPredictedDisplayTime (ovrSession session = Oxb5cace38, inte4_t framelndex = 0xD0D00%ab) = 0.000000 -
692 ovr_GetTrackingState jovrSession session = OxbScace38, double absTime = 436.552261, ovgBool latencyMarker = ovrTrue) = { Tracking State’ } -
10032 ovr_CommitTextureSwapChain (ovrSession session = OxbScace38, ovrTextureSwapChain ¢f ain = 0xb59d8fcl] = OxDOM -
100933 ovr_GetTextureSwapChainCurrentindex (ovrSession session = Oxb5cace38, ovrTextureSwi Chain chain = Oxb59d3fcl, int32_t* out_Index = 0xD00000A1TDOFDABS) = 0wD0 - =) HMD Description
10934 ovr_SubmitFrame[ovrSession session = Oxb5cace38, inted_t framelndex = 0xD0000000 4 TViewScaleDesc* viewScaleDesc = OxD0007FFEEFE13C0C, ovrLayerHeaderPtr* lay: - Type: ovrHmd_DK2 LayerHudShowAlk
10985 ovr_GetTimelnSeconds(] = 569726791 - Productilame: Oculus Rift DK2 Dek 1StereoGuideInfol
10986 ovr_GetTimelnSeconds() = 569726792 S Manufacturer: Oculus VR PlayerHeight:
10887  owr_GetTimelnSeconds( = 569.730895 - VendorId: 10291 EyeHeight:
10983  owr_GetTimelnSeconds( = 569.730898 - Productld: 33 NeckEyeDistance:
10989  ovr_GeftTextureSwapChainCurrentindex{ovrSession session = Oxbo ¥ ovrTextureSwapChain chain = Oxb59dSfc0, int32_t* out_Index = 0x0D00TFFE6FSES498] = 0x000 - Serialliumber: 209QKS04EVHM EyeToNoseDist:

FirmwareMajor: 2 DebugHudStereoGuideSize:
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“FHEEFVR Inspectorfl BB EAYRender Desc Queries
*VRIZFRquery 7 ZARAJIRSFRIR

XA BeEcopy-pastefIiHE, HICERARIIRET @
» W EIEGIRqueryE—IR, S, AR T

=l Render Délsc Qleries

Eve Fov DistortedViewport PixelsPerTanAngleAtCenter HmdToEveOffset
0 owvrEye_Left (1.331.33, 1.06, 1.09) (0.00, 0.00) (960,00, 1080.00) (549.62, 549.62)

1 owrEye_Left [1.3% 1.33, 1.09 1.06) (0.00, 0.00) (960.00, 0.00) (549.62, 549.62)

gameworks.nvidia.com @2 NVIDIA.
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fEEvents{l B Ui ERYDrawcall
fEResourcestlEIFEENLE]
EGeIEINE = AR M EREY

fEAPI InspectorfiE|HieE EREZIVNIRE
fEVR Inspectorfl E|FIEEVRAVIR E
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* BIINsight RS FIRI N AYRE

*WNERZGPU boundiVid, (R EERprofilersREMEREZAT—E0 2R, S
TR IERE NBE

» 7E£ScrubberflB_L A%EED, 15612 Profile Frame” 33T FF#HiURange ProfileriiE]
&G RIProfiler2LADrawcallgshily, iTFIRERELIAS RS ZDrawcall
»#A9ProfilerELA“Range” gshi(y: —Z&AFBYDrawcalliEN. T — 1 Range.

Frame2983 (5955 ps)
|E||:||I A A 1 20 0 A A A N 001 U 2 0 0 0 1 O A N H EEEES) 0 = W0 1 O S0 T Y
RIV EZRIY 777 TV 75 IV 70 7601 7.0 Bt (230912 0 [ovesosvac] [ v nsosvs2cono Je QT (T ]
2 I:IWI:I _Jo.o s | o LTI

Events 1868-3024, Actions 292433 (2 Events 3351-5503, Actions 476-651 (859 ps) Events 6015-8320, Actions 708-980 (765 ps)
Events 7353-87-

Events 6348-7774, Actions 744-851 (597 ps)

Summary v
gameworks.nvidia.com @a NVIDIA.
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FESE 2 “Range”, ETFEREZIVINTEN

\

» @1 Perf MarkersskEE N Range
*1&@1dShader Program3EiE X Range (Sz#FFrE6FHShader)

N

*1Eid Viewport>kxE X Range (I&FFVRIZR)

N N

*1EidRender Target3iE X Range (27~EF—4HRTV, DSV{ERATEIRIK)
F'EZEME’JRange % UL ﬂzﬁ]%ﬁﬂ@—ﬁ\Range

LWl 534 1000

Frame2983 (5955 ps)

| mn:lwﬂ 100l B @om el o e annmeyrenenenrg o g gy g@ooe eemnw s nrnne e
| o | avmenmevsevsrvemvmossewns -
Wlco == @ commoses ] (1222,0, 1200, 1428,0, 3 0913 [
Events 3351-5503, Actions 475-551 (859 ps) Events 6015-8320, Actions 708-980 (755 ps)

rers 5253 5701, Ackors 55775 (7201
| Events 6103-7989, Actions 718-898 (7101s)

L
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*Range ProfilerfERange Scrubber FEIZMH T 3 MNENRLUIREEINFHALEE
*Range Info
* SummaryE~ZEIRangelIEAREE (ElJt, 82, compute shader, &)
' EEJ:HEI’JZE@*EEETE@E‘ACUW Details’, AAIFREEENDrawdcalla& Dispatch callfy(S
*Range ProfilerfB8&F-LABIRY—IR 14 iU 2 rT AR BEERYSAEN 4 RE ST AT 2RI U
XX TFIRE AR EH, E/9Drawcall lINEE S N LT MEREILAG 5!

Range Info - [Frame2983 (7442 ps)] Action Details ~

Event GPU Time Draw Call Count GPU Primitive Count Shaded Pixels # | | Event GPU Time Dispatch Call Count Inst Executed |
49104 9232 240000 1 6.99606e+08
16 32 9743 240288 1 7.02002e+08
16 16
16 80

16

16 16
: 285 3488 16 32 @2 NVIDIA.
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*Pipeline Overview

*“Summary”, BRERE(KAYRI4 ) stage

» “Range Details”, BTMERHEL ~EE], AILABEIE stagefIfRINESZ D

» “Action Details”, EE N Drawcal X & LB ThnER=ER

Fipeline Overview

Action Details

Event V5 Cycle Ratio TCS Cycle Ratio TES Cwcle Ratio GS Cwcle Ratio  PS Cwcle Ratio €S Owcle Ratio  Input Assembler Inefficiency  Shader Inefficiency Texture Inefficiency L ™

634 O H 0 o 5 0 36.5

13
10
16
18
11

18

Blending & 7Buffer
@ Inefficiency Factor

4

4
g

1"
&

<ANVIDIA.
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*Memory

» “Summary”, B REARImemoryERFIHEE, FIf0L2, FramebufferZs
» “Range Details”, B REL&EmE MFAmMemorylistageZ [Efrequestillbytes
» “Action Details”, BRI EDrawcal lIEIMERARER

Memory Action Details
Event LZ-=1A Shader-=Texture Texture-=Shader Shader=ROP Texture-=L2 L2-=Texture Xfb-=L? ROP-=L7 L2-=ROP LZ-=Memory Memory-=L2 L2 Hit Rate L2 wtilizal ™
634 0 ] o 0 i) ] o 3 ] 3 1 o1

|| 854 0 0 0 32 i] 0 1] 0 0 0

{
1
{

<ANVIDIA.
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*Range Profilerf1Dynamic Shader Edit
» FEProfilerfl B kBN — NE IFFEATEIDrawcall, g — User Range, Fi&+
» ZZZIAPI Inspector{l ]
* RiShaderfsidiz, FJFFShaderRES
» {EShaderBRBh AT A, iEEShader Edit, XHRIBHH T LML
* mProfilerflE _ERYLockizsh, FmdClonetzH, $TH—NERIProfilerfilE]
» TEFTRIProfilerfl B hEH iz  Tprofiler, FARANE RSO REERIRFH

gameworks.nvidia.com

<ANVIDIA.


gameworks.nvidia.com

Range Profiler
ScrubberflRanges
FTHIEEE

A LA—B it —inEE EProfiler
ASHISREEShader, JTEGHITLIL
EProfiler, IAICRSCREIER T
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Questions?

*Nsight3ZfFiB1A:
®https://devtalk.nvidia.com/default/board/84/nsight-visual-studio-edition/
*F R T ESFHRFE:
®devtools-support@nvidia.com

S XRBHEITIEA], 1TICFIERIN
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