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NVIDIA Resources for Application Developers

DEVELOPMENT
TOOLS

CUDA Toolkit
Complete GPU computing
development kit

cuda-gdb
GPU hardware debugging

Visual Profiler
GPU hardware profiler for
CUDA C and OpenCL

Parallel Nsight
Integrated development
environment for Visual Studio

NVPerfKit
OpenGL|D3D performance tools

FX Composer
Shader Authoring IDE

SDKs AND
CODE SAMPLES

GPU Computing SDK
CUDA C, OpenCL, DirectCompute
code samples and documentation

Graphics SDK
DirectX & OpenGL code samples

PhysX SDK

Complete game physics solution
OpenAutomate

SDK for test automation

http://developer.nvidia.com

VIDEO
LIBRARIES

Video Decode Acceleration
NVCUVID / NVCUVENC
DXVA
Win7 MFT

Video Encode Acceleration
NVCUVENC
Win7 MFT

Post Processing
Noise reduction / De -interlace/
Polyphase scaling / Color process

ENGINES &
LIBRARIES

Math Libraries
CUFFT, CUBLAS, CUSPARSE,
CURAND, é

NPP Image Libraries
Performance primitives
for imaging

App Acceleration Engines
Optimized software modules
for GPU acceleration

Shader Library
Shader and post processing

Optimization Guides
Best Practices for
GPU computing and
Graphics development

presenreney 24 NVIDIA.,



Licensed solutions from mental images

Integrated Material

Renderers Workflows

mental ray metaSL
t he worl ddés mo st Shadinglanguage extending
adopted professional ray from mental ray to real -time
tracing solution shader APIs

iray mental mill

f i r s Visual shader editor for end
users to create and edit
MetaSL shaders

The worl doés
commercially available,
physically correct rendering
with GPU acceleration

Mor e é
Numerous renderers to fill
particular needs.

www.mental.com

Application
Building

RealityServer
A 3D web services
development platform
supporting collaboration and
a wealth of rendering options

neuray
Application foundation for
building 3D applications with
native couplings to mental
images rendering solutions

mental matter
Higher order surface
definition & approximation

Distributed
Processing

DICE
Highly scalable distributed

processing solution for
neuray applications
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O GPGPU or

GPU Comput |

AUsing all processors in the system
for the things they are best at doing:

N Evolution of CPUs makes them good at sequential, serial tasks

A Evolution of GPUs makes them good at parallel processing

il

GPU
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