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- Debug and Profile DirectX®11, DirectX®10, and
OpenGL now on ATI Radeon HD 5xxx Series GPU’s now!

- Debug and Profile DirectX®10, and OpenGL, on 5xxx,
4dxxX, 3XXX and 2xxx series GPU'’s.
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Frame Profiler
—Identify costly draw calls and
—Identify GPU bottlenecks

- API Trace viewer

—Inspect all API calls
—Jump to draw call in Frame Profiler and Frame Debugger
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_T'Requirements

00|
r hardware
‘ :':1 (32 and 64bit versions)
Vista, XP.
NGL 3.0, DirectX®10 & 10.1, DirectX®11.
m driver requirements
Small ootprint — no installation
-No modifications to target application necessary
= Simple drag and drop to start debugging!
—Its Free!
= $0.00
= £0.00
=€0.00
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Server

Local debugging

server and client on
same computer
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nigine Heaven

: Unigine engine http://unigine.com/
Environment | Camera  Sound | Benchmark

o -

Qut

(< GPU PerfStudio 2 - C:\Program Files (x86)\Unigine\Heaven\unigine.exe
File  Windows Help

©00:0000

"Welcome " Frame Analyzer

“Frame Debugger ) Frame Profiler | v X \ “Profile unigine.exe 5:49 PM ‘
HUD Controls + || Swap Chain ‘ v X Data | Options | Analysis | Info

= Pipeline D Call
- Compute Shader Selbs GPUTime
Count
Code

Samplers
All Textures

Active Textures Emonmant | ‘c;\:-- Sound “Benchmerk  Out
Shader Linkage 2 .‘ |

/ ’ \

All UAVs

=) Input Assembly
Index Buffer Info|=
Vertex Buffer Inf¢
Input Layout
Topology
Image
ex Shader
Code
Samplers
All Textures
Active Textures
Shader Linkage - % = 93 ¢
=) Hull Shader 7 * . e DrawIndexed 0.008
Code e y P - DrawlIndexed 0.008
Samplers .
All Textures ¥ : 3 ~
Active Textures 4 - - : 1 ‘ G : DrawlIndexed 0.008
Shader Linkage ) é ’ A a

=) Domain Shader - \ S 5
Code " : e RN - - N : DrawIndexed 0.008

API Call State ID GPUTime

DrawlIndexed 0.008

DrawlIndexed 3 3 0.008

Samplers DrawIndexed 0.008
All Textures
Active Textures

< m ) DrawlIndexed 0.008

DrawIndexed 0.008

Drawcall 1371/ 1371: Drawlndexed ( 84, 2072, 854) DrawIndexed 0.008
L e

o

localhost unigine.exe
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directX®11

Igger

, DS shader code

ions (OM and CS)
1ader Linkages
2d DirectX® 11 application support

873x676). ROGSBOAS_UNORN, ¥54. Q0]
su= flaethd . J | fps Vsync off (640x
Radeon HD 5700 Ser:

ORM_SRGB (NS1. Q0)

Toggle REF (F3)
Change device (F2)

@ ST Det/Scene
@ X7 Def/Scene
@ ST Def/Chunk
@ KT Def/Chunk

M shov (B)loon
M Full (S)creen Blur
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rfStudio 2.2 - OpenGL

{3 GPU PerfStudio 2 - C:\Program Files (x86)\Unigine\Heaven\unigine.exe PS Render States

. . RenderStates
File  Windows Help GL_CURRENT PROGRAM:

@ Q d Q@G Polygon
GL_POLGYON_MODE

Welcome)/FrameAnalyzer ] GL _FRONT: GL_FILL

GL_BACK: GL_FILL
GL_POINT_SIZE: 1.000000
=) Frame Debugger ~PS Code Data | Options | Analysis | Info GL_POINT SIZE MIN: 0.000000

‘... HUD Controls GL_POINT SIZE MAX: §192.000000

5. Pipeline SEESE D:g;\‘uncta” GPUTime GL_POINT SMOOTH: FALSE

- Input Assembly GL_POINT FADE THRESHOLD SIZE: 1.000000

. Render States ¥ 0 GL POINT DISTANCE ATTENUATICON: 1.000000, 0.0000
0.007 GL_PCINT SPRITE: FALSE
GL_POINT SPRITE COORD ORIGIN: GL UPFFER_LEFT
e GL_LINE WIDTH: 1.000000
0.019 GL_LINE SMOCTH: FALSE
GL_LINE_STIPFLE: FALSE
GL_LINE STIPPLE PATTERN: 65535
0.079 GL_LINE STIPPLE REPEAT: 1
0.004 GL_POLYGON_SMOOTH: FALSE
GL_POLYGON_STIPPLE: FALSE
GL_POLYGON_OFFSET POINT: FALSE
14.207 GL_POLYGON OFFSET_LINE: FALSE

Frame Debugger ]/ Frame Praofiler ] Profile unigine.exe 9:17 AM

- Index Buffer wec3 getDiffuseSpecularFresnelNormalizeAttenuate(vec3 diffuse,vecd specular,ve
- Vertex Buffer float light_dir_length2 = dot(light_diracvz, light_dir.aovz);
- Image float light_dir_ilength = inversesgri(light_dir_length2);

float camera_dir_ilength = im sqrit{dot{camera_dir,camera_dir));
—--Vart?dshader float fresnel = clamp(s_material_fresnel.x + pow(clamp(1.0f - abs{dot(cam
—Code

- Samplers float attenuation = clamp(light_dir.w - light_dir_length2,0.0f,1.0f);
Active Textures

- Render States

- Pixel Shader

- Code return diffuse * {clamp( light_dir.xyz,normal) * light_dir_ilength,0.0f,1.0

- Samplers specular.xyz * (pow(clamp(dot{reflect(-light_dir.xyz,normal),camera_

- Active Textures ¥ 0.005 GL POLYGON OFFSET_FILL: FALSE

- Render States vec3 getDiffuseRimSpecularNormalizeAttenuate(vecs diffuse,vecd specular,vecs 0.029 GL_POLYGON_OFFSET_FACTOR: 0.000000

—|- Frame Buffer float light_dir_length2 = dot(light_dir.ovz,light_dirooz); - GL_POLYGON OFFSET UNITS: -8.368523

- Render States S e 11 0.000 il Lighting

- Render Targets GL SHADE MODEL: GL SMOOTH
- Stencil Buffer Name X API Call State ID Index GPUT = GL_LIGHTING: FALSE

et 1000000 > dDrawRangetlements 61 1293 R ——R—

s_camera_offset  |-29.406155 32535852 40.550103 glDrawElementsInstanced ARE 32

0.020

attenuation *= attenuation;

11.146

- R T R Y

=
o

PS5 Active Textures

s_light_color 2970649 1.53977. 0445585 3831453 glDrawElementsInstancedARE 30 —
FS[0]

s_modelviewproj... |-1.273025 0.105215 0.189635 0.189633 glDrawElementsInstanced ARB 50
s_modelviewprol... |-0.258671 0.517805 0.933270 -0.933260 glDrawElementsInstancedARE 79
s_modelviewpraj... | 0.000000 1.649488 -0.305068 -0.305064 glDrawElementsInstanced ARB 50
s_modelviewpraj... | 0.000000 0.000000 -0.200001 0.000000 glDrawElementsInstanced ARB 46
s_tesdure_1 1 glDrawElementsInstanced ARB 75
5_tewture 2 2 glDrawElementsInstanced ARB 5
glDrawElementsInstanced ARB 32

Drawcall 1293 / 1342 glDrawRangeElements ( mode - GL_TRIANGLES, start - 0, end = 236, count - 354, type - GL_UNSIGNED_SH YOI R TS E

{J glDrawElementsInstancedARE 42 Mips: 7 Size: 64x 8

= Mips: 1 Size: 32 32 3?“‘”%3 1k T
Samples: 1 Type 3D Fc'ihjéi nknown
ormat:
localhost unigine.exe 048 Y266 ( R: 02156863 G: 01372549 B: 0.03137255 A:1) GL_RGBA1GF Usags: Unknown oo [ PRESSED, SHGB_ALPHA
Format: GL_RGBAS SITC_OXTE_EXT

OM Depth Buffer OM RenderTarget 0 API Trace

Tree Index Interface Parameters
9 nG 2 D s GL_TR
g GL_BLEND
glBlendFunc Separate
glBlendFuncSeparate
glEnable
glUseProgram
glUniformMatrocdfy
glBindVert: y 3
alBind Buffer GL_ARRAY_BUFFER 76
alBind Buffer GL_ELEMENT_ARRAY_BUFFER 77
glBufferData GL_ARRAY_BUFFER 3456 (xDABDAFFD GL_STREAM_DRAW
glBindVertexAray 0
lCullFac GL_FRONT
ol Disal GL_BLEND

Match Case
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dio now from
.com/gpu/PerfStudio/

. able end of March 2010

L

<

developers
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' 'émd.com/gpu

.?ATI Compress
r for OpenCL
‘Analyzer

: And ( " tools too - http://developer.amd.com/cpu
- AMD CodeAnalyst Performance Analyzer

- AMD Performance Libraries

- And more...

@ % AMD




.’Eom/gpu/PerfStudio/
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