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® KTU IF BSc, MSc

® Demoscene (nesnausk.org)

® LTGame)Jam
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With their highly developed
evyes, dextrovs flhﬂeb'f and
amazing reflexes, gamers
have become the last word
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#2 Wii Fit
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001 ] ' GM event will be held in Lith Harbor random channel.
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#3 Maple Story
$150-500M



® #4 Shanda

® #5 Lineage
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As kuriu MMO!

® MMO yra sudeétingi
® Backend
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Stars: 14/ 53
Lost: 1
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Nintendo I, 52 594
Disney I 5702
Kenami Il $356
Activision Bl 5345
Vivendi M 5196
Ubisoft W 5173
Sg-Enix B 5167
Namco B 5149
Capcom i 5117
CodeMasters 1515
D3 53
Take 2 55|
THQ 535 |
Seoa -560 1
Atari -58111
Midway S114 10
SCi 5197 W
EA 5454 N
Microsoft 3574 1N
Sony --$1,255 N
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THE INTERNET

A series of tubes.




Platinimas

@ Parduotuves

e Digital (Steam, XBLA, PSN, ...
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Minotaur China Shop
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- @ Get Shit Things Done
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Maziem zaidimam




Talp pat!

® Matematika
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Jon .. Jon .. Nicholas (18)
asynclib .. Conor, ~BG~ (17
Jon .. Jon .. Gregory (97)
Michat .. Tony, Jon (19)
asynclib .. Sebastian (58)
Matt, Jon (4)

Manolache .. Bert, Jon (8)
Manolache Adrian

Oscar .. Nicholas (55)

Matt .. Jon, David (8)

Jon .. Stefan, Ola, Jon (15)
Sylvain .. Matt .. Matt (76)

Justin, christer_er. (2)

Eric, Stefan, Ignacio (3)
Ruslan, Jon (2)

Damian .. Gregory, Jon (10)
metanet .. David, Jon (7)
pontus .. christer_er. (7)
Andrew .. Andy (21)

Paul .. Conor, Matt, Tom (18
Johan, metanet, Jon (4)
lists .. Jon, Marc (17)
Andrew .. Jon .. Andrew (6)
Andrew .. Jeff, Nicholas (4)

Forumai, diskusijos, ...
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Inbox

Inbox

Inbox

Inbox

[Algorithms] Complexity of new hardware - Nicholas "Indy" Ray wrote:

Re: [Algorithms] General purpose task parallel threading approach - ¢
Re: [Algorithms] General purpose task parallel threading approach - ¢
[Algorithms] MegaTexture/Sparse Virtual Texture - finding pages nee«

[Algorithms] General purpose task parallel threading approach - On Fri, Apr 10, 2C

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

Inbox

[Algorithms] Cutting algorithm for creating a geometric image - I'm h:
[Algorithms] Fixed time step loop with varying framerate - |'ve stumble
[Algorithms] (no subject) - That's very interesting Jason, glad to know i'r
[Algorithms] Message Passing - Hi all, I've working on a multi-threaded,
[Algorithms] Multivariant curve fitting - How can | approximate a functic
[Algorithms] Aproximating a sphere with boxes - Hi there, I'm working:
[Algorithms] How to get 3dvector largest coordinate index? - Ah, yeal
[Algorithms] Strict Aliasing ( was Re: How to get 3dvector largest coo
[Algorithms] Fast mesh silhouette detection? - I'm poring through the s
[Algorithms] Coordinate system conversion for 3D assets - general cz
[Algorithms] Dynamic Plane Shifting BSP Traversal Problem - Hi all, |
[Algorithms] Extending 2-link analytical IK to deal with chains - hi, I'r
[Algorithms] Line-Cylinder intersection problem - Hi, I'm currently in th
[Algorithms] Adding depth peeling (and other shader extensions) eas
[Algorithms] Software Quad Rotate - Hi all, time for the oldies to show o
[Algorithms] Generating Interior Border Geometry - I'. irying to generat
[Algorithms] Non Flipping Orient Constraint - List, I'm having a bit of i1
[Algorithms] Wrapping primitive rendering - In DX10, you can detect i1
[Algorithms] DOF and shadows of transparent objects - i, | have a sc
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Maza vietiné 3D konferencija

I want a No-Ped:
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@barog Latency kills... I'm not
complaining though, assembly
is sort of cool. about 10 hours age
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code (34)
conferences (6)
d3d (1

rendering (3)
uncategorized (41)
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« Quote of the day
Fixed function lighting in vertex shader - how?

Twitter! Twitter! »

Sometime soon I'll have to implement fixed function lighting pipeline in vertex shaders.
Why? Because mixing fixed function and vertex shaders in multiple passes does not
guarantee identical transformation results, thus requiring depth bias or projection
matrix tweaks, which leads to various artifacts that annoy people to hell.

I don’t really know why that happens, because it seems that most modern cards don’t
have fixed function units, so internally they are running shaders anyway. DX9 runtime
on Vista’s WDDM also seems to be only handling shaders to the driver internally. Still,
for some reason somewhere the precision does not match...

How such a task should be approached?
My requirements are:

Should handle any possible state combination in D3D fixed function T&L.
D3D 9.0c, using vertex shader 2.0 is ok. For now I don’t care about OpenGL.
No HLSL at runtime. I don't want to add a megabyte or more to Unity web player
just for HLSL. DX9 shader assembly is ok, because we already have the
assembler code.

e Should work as fast (or close to) as the regular fixed function pipeline.

I looked at ATI's FixedFuncShader sample. It's an ubershader approach; one large
(230 instructions or so) shader with static VS2.0 branching. It had some obvious places
to optimize, I could get it down to 190 or so instructions, kill some rcp’s and reduce the
amount of constant storage by 2x.

Still, it did not handle some things in the D3D T&L or had some issues:

¢ It assumes one input UV, one output UV and no texture matrices. This place in
T&L gets quite convoluted - any input UVs or a texgen mode can be transformed
by matrices of various sizes, and routed into any output UVs.
It was not using full T&L lighting model. No biggie here.
I haven’t checked with NVShaderPerf or AMD ShaderAnalyzer yet, but last time I
checked the static branch instruction was taking two clocks on some NV
architecture. So ubershader approach does not come for free.

Another thing I'm considering, is to combine final shader(s) from assembly fragments,
with some simple register allocation.

Turék blog’a
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Daryk zaidimus!

® iPhone







® Ne Lietuvoje




Unity is hiring



® Kick-Ass



mailto:aras@unity3d.com
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Kodel verta?

® Get to work on games!







Kodeél neverta?







Kodeél neverta?

® Darbas su kompiuteriais

@ Nedaug pinigy




Susije darbali

® Middleware

® |rankiai










