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apxutektypa GeForce 4
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_ GeForce 4 Ti 1 MX
s NOA PCHTIEHOM

HoBblit 3D-yckoputens NVIDIA GeForce 4 3g0poBo npu6asun B
CKOPOCTM NO CPAaBHEHUIO C NpeablayLen cepueit. 3To NPOU30LWNO0 He
TO/IbKO 3@ CYeT yBeNnYeHUs YacTOTHbIX XapaKTEPUCTUK Yuna 1 namaTtu,
HO U1 33 CYeT y/IyyLlIeHUa apxXUTEKTypbl, 0 KOTOPOM U NONAET peyb.

eForce 4 Ti u GeForce 4 MX, xoTts usro-

TOBAEHbI Mo ofHOMY 0,15-MKM Texnpo-

Lileccy, MMetoT pas3anyHoe TexHuYecKoe
oCHaleHwe. [laBaiiTe pacCMOTPUM UX OCOGEH-
HOCTH.

GeForce 4 Ti (NV25)

Camyto 60bLIYI0 «KUANNOWAALY (MPUMEPHO
TpeTb) B kpuctanne NV25 3aHumaet nFiniteFX II
Engine c aByms 6n1okamu 06paboTKM BepLIMH-
HbIX LWeAepoB 1 0aHWUM 60KkOM 06paboTKM
NMUKCenbHBbIX Weitnepos. CneBa oT Hero pasme-
weHa apxutektypa Lightspeed Memory Archi-
tektur IT (LMA II), oTevalowas 3a ontumusa-
Lito NPOMYCKHON CMOCOBHOCTU BUAEONAMSATH, a
Takxke 610k Accuview-AA-Engine, koTopbiii

CrMAXMBAET YIbl U IECEHKU B N300paxeHn,
NOCTPOEHHOM C MOMOLLbI0 MYNETUCIMIIUHTA.
HoBbIM B 6/10Ke ynipaBAeHns MOHUTOPOM SBAS-
eTcs Hanuume BToporo koHeepTepa DAC (Digital
to Analog Converter), KoTopblit BbIAAeT KapTUH-
Ky Ha BTOpOVi MoHuTOp unn TFT-gucnneir. Apxu-
TekTypy NV25 3aBepuatoT 6710kM ynpasneHus
AGP 4x, co3paHus TekcTyp, a Takxe 2D-dyHk-
LK.

GeForce 4 MX (NV17)

A BoT B kpuctanne NV17 Mbl He BUAUM HU BJ10-

ka VertexShader, Hu 6noka PixelShader. Ero
co6CTBEHHbIE CPefCTBA 00pabOTKY TpEXMEPHO
rpatuKn cocToAT U3 6NOKOB TpaHChopmaLmu,
oTCceYeHus u ocBelleHus. MOHATHO, YTo Takoe  »
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NoJoXeHe Belleil He YA0BNETBOPUT NpuUBep-
XEHLOB COBPEMEHHbIX UTP 1 pa3paboTymMKoB.
CneBa BBepxy pacnonaraercs apxuTeKkTypa,
paspa6ortaHHas B NVIDIA, nog Ha3saHuem
Lightspeed Memory Architektur. Yto kacaetcs
MX-Memory-Crosshar — nepekpecTHoro koH-
Tponnepa namatn, — 10 y NV17 oH npepcras-
nseT co60i CUNbHO Ype3aHHbIil BapuUaHT no
cpaBHeHuto ¢ NV25. BmecTo yeTbipex He3asu-
CUMbIX KOHTpONNEpOB, 3thheKTUBHO pasrpyxa-
towwx namatb, NV17 pacnonaraet Bcero fByMms.

ycTponcTBO HOBbIX ynnosB NVIDIA

nView Desktop Manager

MHoroe 3aBucut ot M0

YT106bI 93ODEKTUBHO peann3oBaTb ABYXMO-
HUTOPHYIO KOHOUIypaLuto, 3aN0XEHHYIO B
GeForce 4, NVIDIA co3gana cneyuanbHyto
yTUAUTY noa HassaHuem nView Desktop
Manager.

Mcnonb3ys mactep Setup Wizard, nonb3o-
BaTe/lb MOXET ONpeaesiuTb HeOOX0AnMbIe

TaK, Mbl caMy Ha OHOM (FnMaBHOM) MOHU-
Tope NPOBOAMIN TECTUPOBAHUE BUAEOKap-
Thbl, @ Ha ApPYroM NpoBeps/In Ka4ecTBO BOC-
nponssepeHuns DVD-bunbmoB. Pe3ynbrat
TaKoB: 06a NpunoxeHus pabotanu 6e3
PbLIBKOB W/ OCTaHOBOK.

. YCTaHOBKM And GyHKUMK nView n npodu- nView Display Technology
Ha To, Kakoil TMn BUAEONAMATU MOXKET ObiTb . ® The atimts display ectobly et controt
J1en KOHOUTrypaunnu MOHUTOPOB, KOTOPbIX 2
yCTaHoB/EH Ha Buaeokapte ¢ NV17, ykasbisaet A mets Sax iy = ComER oA chary iy
HacyuTbiBaeTcd 32 (MX MOXXHO BbI3biBaTb C W 7 -0
. . "
Mopynb UHTepdeica NokanbHoOM namsTu. B Ta MOMOLLBIO (FOPSYMX KNABMLD). B MeHemKe- E@. g g-» < Onuuu
KOM KayecTse MOeT BbicTynath Video RAM pe 3aa4 MOMHO OMpeaensTh Aaxe To, C LR ) noakioye-
- 2 /] - -
(SDRAM unu DDR SDRAM) c nonocoit nporyc- KaKoro MecTta HadyHeT pa6oTatb TO Wu B i v i J| s KoM
- Appication Mansgement - Window Effects. / 6VIHV|p0-
KaHus oT 32 o 128 6uT. OguHakosbiMu y NV17 MHOEe MpUIoXeHWe (Hanpumep, nporpamMmMa « Mol esktop upprt < st UserPofes 4  Bartb Mox-
1 NV25 octanuch 610K ynpasieHus MOHUTOPa- DVD-nnenepa). emanian = 2P 4o BCe

MU 1 apxuTeKTypa craxusaHua — Multisam-
ple Antialiasing.

nFiniteFX Il Engine, Dual Vertex u
Pixel Shader B pa6ote

MexaHusm nFiniteFX II Engine 6a3upyetcs Ha
rpaduyeckom unne GeForce 3. EAMHCTBEHHOE
oTnyune (Kpome ynyyweHHoro 6aoka Pixel
Shader) 3akntoyaetcs B Hanuuue BTOpOro 6/10-
Ka, Vertex Shader, koTopbiii fomkeH cywecT-
BEHHO MOBLICUTL 06BEM NepefaBaemMblx faH-
HbIX.

Vertex Shader (ero MoXHo0 CpaBHUTb C
«YEpHbIM AWMKOM») NpeobpasyeT BXOAALMe
LaHHble O TPEYTobHUKAX, KOTOPble, HAMOM-
HWUM, COCTOAT U3 3HayYeHut koopauHar X, Y, Z,
M60 NPO3payHOCTM COOTBETCTBYIOLUX NUKCE-
Nieit B HoBble laHHble. Pa3paboTynku urp mo-
ryT Tenepb 3arpyxartb B NamaTb Weliaepa Ho-
Bble MHCTPYKLMW W TEM CaMblM LOMOMHATL 3TH

AaHHble (TO ecTb, Te Camble TPEYroSibHUKM) HO-
BbIMM 3chdekTamu. Takum 06pa3om MoryT ObiTb
paccyuTaHbl 04eHb fieTanbHble 3D-CTpYKTYpbI.
B cobctBeHHOM TecTe NVIDIA «060poTeHb»
(Wolfman Demo) yepe3 o6a 610ka Vertex Sha-
der «nporoHsnocb» cabliwe 100 MAH Tpeyrosib-
HWKOB, COOTBETCTBYIOLUX TEM UAW UHBIM BU-
KEHUAM.

Hackonbko cuabHO BAWSAIOT NapannenbHo
pabortatowme Vertex Shader Ha TpexmepHbiii
00bEKT, AEMOHCTPUPYET KapKacHas MOAeNb
«06OpOTHSAY.

[ins 6onee npaBaonofo6HOI BU3yanu3a-
LMK 06BbEKTA U ero BUXEHUN HA HUX MOXET
HaKnaAblBaTbCA 40 BOCbMYU TeKcTyp. Kaxaas
TOYKA TPeYrosibHUKa 3TUX BOCbMU NeXKaLnX
APYT Haj APYroM C/OEB 3aHOBO NEPECYMTHI-
BaeTcs Weiigepamu. ITo no3soaseT u3obpa-

*aTb 06beKTHl GoNee AeTanbHo U peanuc-
TUYHO.

Ckenet «060POTHA» COCTONT U3 61 KOCTY.
Ha 3Ty 0CHOBY MOXHO HaNOXUTb 1O BOCHMY
TEKCTYP, pacnonarawLuxcs ofHa Hag fpyrou.
370 0YEHb CNI0XKHO, OfHAKO TAaKOE HaNOXeHWe
No3BONSIET OYEHb AETaNbHO, A0 NOCAEAHEr0
BOJIOCKA, NepefaTb CTPYKTYpY Mexa XUBOTHOTO.
N ewe: Kaxpoe fBUKEHNE «OBOPOTHA» OTpa-
KAETCs COOTBETCTBYIOLWMMMU KONeGaHNUAMN ero
LWKYpPbI M MEXa, Y4TO [JAET BECbMA PEANUCTUYHYIO
kapTuHy. Mpu 3tom Pixel Shader npeactasnser
€060 MOHTAXHYI0, rae U3 Npeo6pa3oBaHHbIX
610KOM 06pabOTKM BEPLIMHHBIX WeHAepoB
JaHHbIX O TPEYrONbHUKAX C HANOXKEHHbIMM TeK-
CTypamu roToBATCA [BYXMEpHble U306paXKeHUs.

Bnpoyem, u k 610Ky 06paboTKM NUKCENbHbIX
weinpepos nHxeHepsl NVIDIA npunoxunun py-  »
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A «<YnaKoBaHHbIA Nnoj 3aBsA3Ky»: 6oablero ana NV25 u He noxe-
naewb

A JKoHoOMMUYHaA Bepcua NV17: HeT 6/IOKOB 06PAGOTKU HU NMUKCENb-
HbIX, HW BEPLUUHHbIX WehnaepoB
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apxutektypa GeForce 4

A Vertex Shader: exxecekyHaAHO oGpa6aTbl-
BaeTtcs 6osee 100 000 nonuroHos

Ku. Tak, 3 heKTUBHOCTb MexaHM3Ma peHpe-
pUHra nosblcUIaCh NpUMepHo Ha 50% no cpas-
HeHuio ¢ GeForce 3. Ha npakTuke 310 no3sons-
eT 6e3 0CcoBbIX KTOPMOXKEHUI» NPOTEKATH
TaKUM pecypcoeMKuM npoueccam, Kak, Hanpu-
mep, aHu3oTponHasa dunstpauus. lpu aTom ge-
MOHCTPUpYETCS 0COBEHHOCTb HOBUHKMU: B 3aBU-
CUMOCTM OT MeCTOMONOXEHUs UCTOYHNKA CBETa
MaTepuabl C TOHKOM CTPYKTYpOi (KOHYMKU BO-
J10C, BOPCUHKM Mexa) No-pa3HoMy OTpaxarT
cBeT. BozmoxHocTu GeForce 4 no3gonsioT y4u-
TbIBaTb PacrosoX)eHne [0 BOCbMU UCTOYHWUKOB
CBETa U BbIYUCAATb BAUAHWE OTPAXKAEMOrO CBe-
Ta Ha Matepuan.

nView: oAuH MOHUTOpP —
Xopouwio, a aBa ay4uie
To, uto paHbwe NVIDIA «poBepuna» nuwb
npogyktam cepuu GeForce 2 MX, Tenepb sB-
NIAETCA CTaHAAPTOM 1A HOBBIX YCKOpUTENEi
GeForce 4: Bce mogenu GeForce 4 nonyyunnu
BO3MOXHOCTb paboTaTh OfLHOBPEMEHHO C [iBY-
MSi MOHUTOPaMMU.

[lo 3toro BpemeHu cnabeim mectom NVIDIA
Mo CPaBHEHMIO C KOHKypeHTamn — Matrox u
ATI — 6b1110 HEYMEHME ee BULLOKAPT paboTarb
B pexxume DualHead. Teneps, ¢ nosBneHuem

AHu3oTpOonHaa punbTpauusa

A }XMBOW CKenert: yny4lleHHbIA npouecc
«MOHCTPOCTPOEHUSA»

GeForce 4, 3TOT HeOCTaTOK NMKBUAMPOBaAH. B
unne GeForce 4 nHTErpUpoBaHbl iBa He3aBUCH-
MbIX Apyr oT apyra RAMDAC, pabouyas yacTota
KaXgoro u3 kotopbix — 350 M. Mpeobpaso-
BaTe/IM UMeKT K ToMy e cobcTBeHHble CRT-
KOHBeiiepbl, 6narofaps KoTopblM KOHdUrypa-
LM 060UX MOHUTOPOB (paspelueHune u MyBuHa
LyBeTa) OCYLECTBAAETCA HE3ABUCUMO APYT OT
Apyra. PasymMHbIMW BUAATCA U Apyrue pelue-
HUS, BOMJIOLEHHbIE B ;JAHHOM MpoLeccope:
BO3MOXHOCTb pa3fiefieHns KapTUHKKU Ha ABa
MOHUTOPA, @ TaKXK€ CUHXPOHHbI NOKa3 0fHOro
1 TOTO JXe U306paKeHNs OfHOBPEMEHHO Ha
LBYX MOHUTOPAX.

[ins pa6oTbl ¢ UM pPoOBLIMU AUCNEAMM HA
Bupgeokapty GeForce Ti 4600 fonMKeH ycTaHaB-
NMBaTbCA BHeWHMiA 6nok TDMS. A ot ¢ GeFor-
ce 4 MX NVIDIA «nopcyetunacb»: B ee yune
Ve umeerca cpa3sy gsa TDMS-koHTponnepa,
KOTOpble N03BoAsAIT paboTtars asym TFT-auc-
nnesam napannenbHo.

TexHonoruu Accuview —

6opb6a 3a crnakuBaHue

MexaHn3m crnaxwuBaHua y NVIDIA HasbiBaeTca
Accuview, u oH Takxe 6a3upyetcs Ha TexXHONO-
rusix, onpo6osaxHbix B GeForce 3. Ho Hapsaay

YnyyuieHHana TexHuka UNbTpaLumn TEKCTyp

Haun6onee pacnpocTpaHeHHbIM METOAOM
dunbTpaLmmn aBnseTca GunuHenHas dunstpa-
LIMS, HO OHa JjaneKa OT coBeplueHcTBa. bonee
BbICOKOE Ka4eCcTBO MpeaocTaBnseT aHM30T-
pornHasa dunsTpauus, Ho NpU ee akTMBaLuu
NPOUCXOAMT CyLLLECTBEHHOE NajeHue Npouns-
BOAMUTENBHOCTU. Haunnyyluee e KayecTtBo [o-
CTWXMMO NPY OAHOBPEMEHHOM 3a4eNCTBO-
BaHWW aHWU30TPOMHON U TPUIUHENHON DUNb-
Tpauuu. MpaBaa, Takas KOMOUHALMUA MOXKET
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«y6uTh» faxe GeForce 3. GeForce 4 ¢ TexHo-
norven Accuview no3BonsieT 0AHOBPEMEHHO
3a/lefcTBOBaTb 3TU MeToAbl dunbTpauun 6e3
CyLLECTBEHHOr0o NajeHns Npon3BoAMTENbHOC-
TW, YeM He MOryT noxsacrtatbcsl HU Radeon
8500, H1 GeForce 3. AKTMBaLMS METOLOB
GuUNbTPaLIMK TEKCTYP 3HAYUTENBHO yy4llaeT
KayecTBO M306paXKeHUs, NO3TOMY TEXHOIOMMS
Accuview [10/KHa OCTaBWUTb HEWU3INAAUMbIN
cnep B cepauax nosib3oBaTtenei.

A MpurnaweHne K nackam: Mex Kaxetcs
MArKUM U NPUATHBIM Ha ollynb

€O 3HAKOMbIMU METOAAMU aHTUANIMACUHIA —
2X, 4x 1 Quincunx — NOsBMACA U eLle OfuH —
4XS C yNyYLWEHHbIM NOKPbITUEM cybnuKceneii u
NYYLWUM Ka4eCTBOM TEKCTYP.

Accuview 0CHOBbIBAEeTCS Ha TEXHONOTUU
MYITUCIMIIMHTA M 03HAYaeT, YTo Npu Npopu-
COBKe OfIMHAKOBbIX N300paxeHuit (C oanHaKo-
BbIM pa3pelleHneM) NPOUCXO[NUT BO3BPAT K
NpexHeMy N306paXeHuIo: ANs 3TOM0 OHO elye
pa3 pucyeTcs v 3aTeM COXpPaHAETCA B HEBUAN-
Mot yacTu bytepa thpeiima. Chepytowmii war
3aK/l04aeTCs B TOM, YTO 3Ta KapTUHKA CABMUra-
€TCA Ha COOTBETCTBYIOWMUI CybnuUKcenb no
CpaBHEHUIO C UMeloLelica KapTuHKOI. CyOnuk-
Cenb MOXET pacnonaratbCa Kak no ocu X, Tak u
no ocu Y, Mexay ABYMs 0ObIYHbIMYU TOUKAMU
KapTUHKMW.

/IMEHHO B 3TOT MOMEHT B NPOUCXOAALLee
BMelnBaeTcsa TexHonorus NVIDIA nop HasBa-
Huem Accuview, KoTopas caguraet oba cy6-
MUKCens B HanpaBieHNN NepBOHAYaNLHOTO
NUKCeNs, yMeHbLIAsA TEM CaMbiM OWUGKY onpe-
[eneHus LiBeTa BHOBb NOJy4YeHHON TeKCTYpu-
POBaHHOMN TOYKM.

Mocne 3T0ro 06a «4acTUYHbIX U306paxe-
HUSI» 0OBEANHAIOTCA B MONHYIO CIaXEHHYIO
kapTuHky FSAA (Full Scene Anti Aliasing), B
KOTOPOI [/1s CIaXKMBaHUA KPAeB YYNUTbIBAETCS
[0 YeTblpex COCefHUX NUKCeneit.

Mpu 3tom Quincunx MOXHO paccmaTpuBaTh
Kak 0Co0blil clyyan MyNnbTUCIMMIUHIOBOO
FSAA-meTOaa, Npy KOTOPOM nocne caBura BTO-
POl KAPTUHKM Ha CYBNUKCENbHbI YPOBEHb HO-
Bas TOYKa N300paXeHUs reHepupyeTcs C yye-
TOM YeTblpex CoCefiHUX nuKceneil.

CywwHOCTb HOBOTO MYALTUCIMMANHIOBOO
MeToAa CrIaXMBaHUsA 4XS 3aKN0YAETCA B TOM,
410 Accuview fJOMONHUTENBHO NPOBEPSAET LiBe-
TOBYI VHTEHCUBHOCTb NOJTYYEHHON TOYKM N30~
6paeHWs 1 CPAaBHUBAET ee C PACMONOKEHHbI-
MU BOKPYT CyONUKCENSIMU, TO €CTb BbIACHAET,
ABASAOTCA N Te YacTbio 0O6bEKTA KM Nexar
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A Aquanox: DirectX 8 — urpa 6e3 ucnonb-
3oBaHuA GyHKUuM Accuview Multisam-

pling

BHe ero. [lonyyaemblit LBET NUKCENA CKNaabl-
BAETCA U3 CYMMbl PAcrofiOEHHbIX BOKpYr Cy6-
nukcenei. «KKoHeYHbIN NMKCenby, N0 C0BaM
pa3pabotunkos 13 NVIDIA, yuutbiBaet Ha 50%
Gonblue cybnuKceneit u TeM cambiM ele Ha
50% yMeHbLUIAET YII0BaTOCTb M306paKeHNS.

UHcTtpymeHTbl LMA 1l ana
9KOHOMMHM NMOJIOCbI NMponNyCKaHUA
Yxe B GeForce 3 NVIDIA npepnoxuna TexHoso-
ruto Lightspeed Memory Architektur (LMA). C
nomowbto ynpasneHus namatoio QuadCache,
ONTUMU3aLNK 3HAYeHNA Z KaXAoro nukcens (To
€cTb MHOpMaLMK 0 MybKUHe N306paKeHNs) 1
metoga PreCharge GeForce 4 paclwupsert y3kue
MecTa NoMoCkl MPONYCKaHUs.

Kak u 'y GeForce 3, rpacuyeckune npouecco-
pbl Bugeokapt cepuu GeForce 4 umetot 128-
GUTHBbII HTepdeiic namatu. N3oMmuHKa hyHK-
umumn ynpaenenus namateto QuadCache
3aK/II0YaETCA B Ciedyioliem: B CBA3MN C TEM,
4T0 06BEM MHOPMALUK 06 OLHOM MUKCene,
nepeAaBaemMoi B NaMATb, 3a4acTylo OrpaHNyun-
BaeTcs 64 6utamu, goctyn k namatu y GeForce
4 Ti opraHn30BaH Yyepe3 YeTbipe OTAENbHbIX
KOHTpO/IIepa NamaTh, Kaxablii U3 KOTOPbIX
paccynTaH Ha noaocy NponyckaHus B 64 OuT.
I70 no3BonAeT NamMATU paboTaTb 3HAYUTENLHO
3t hekTMBHee.

Y GeForce 4 MX «nporpamMmma 3KOHOMUK»
OCYLLECTBMIEHA 3a CYET YMeHblUEHUS KonnyecT-
Ba YNPaBAOLMX INEMEHTOB 1O ABYX, UCMOMb-
3yst KOHTPOA/EPbI HA 128 6UT, UTO TakKKe
yMeHblLIaeT 3P eKTUBHOCTb UCMONb30BAHMUA
nonockl NponyckaHua namatu. [lanee mbl pac-
CMOTPUM OCTanbHble YHKLWN, MMetoLmuecs y
GeForce 4.

Lossless Z Compression

(Z-Komnpeccusa 6e3 NnoTepu AaHHbIX)
3HayeHue Z HeceT HbopMaLMio 0 rybuHe no-
Ka3blBaeMoii KapTuHku. Kak npasuno, rpacuye-

ycTponcTBO HOBbIX ynnosB NVIDIA

A Aquanox: ucrnbiTaHUue HOBOro meToga
crnaxkusaHusa 4xS

CKMI NPOLLeCcop CYUTLIBAET €ro A KaX[oro
nuUKcens U npu HeobGXoAMMOCTM Nepe3anuchia-
et. Takum 06pa3om, 3Ta NepemMeHHas sBaseTcs
CaMbIM KpYMHbIM «MOTPeGUTENEMY» UMeloLencs
NoNOCkl NPoNycKaHus. YTo0bl yMEHbIIUTb «an-
NETUTBI» 3TOr0 NOTpeduTeNs, ANs 3HauYeHuin Z
NpYMeHeH MeToZ Komnpeccun 6e3 notepu AaH-
HbIX C KO3 dULMeHTOM CKaTna 4:1.

Z Occlusion Culling (yaaneHue CKpbITbIX
NnoBepxXHOCTEN)

1 30eck BUAEONPOLLECCOP MLLET BO3MOMKHOCTb
C3KOHOMUTb. [115 3TOr0 OH NyTeM MOCHINKM 3a-
npoca uccnepyet 061acTb U306paX)eHUs U Npu-
HUMaeT pelleHne (ecnn Kakas-To ero 06aacTb
0Ka3bIBAETCs CKPLITON) HA 3anpeT BblUUCIEHNUS
COOTBETCTBYIOLWErO PEHAEPUHIA U FEOMETPUN
CKPbITOro U306paxeHuns. 3T0 YBEIUYMBAET CKO-
pOCTb 3aN0JHEHUS U TAKKE IKOHOMUT NOJOCY
NPONYCKaHMs 0KaNbHON NaMATH BUAEOKAPTSI.

Auto Pre-Charge (aBTomaTnyeckoe
npeaBapuTe/lbHOE OTKPbITUE GAHKOB)
Kak 1 06bI4Has onepaTuBHas NamsTh, NAMATb
rpacduyeckoil kapTbl OpraH13oBaHa no cTono-
uam 1 pagam 6aHkoB namaTu. Ecam npu cumnThi-
BaHUM UK 3aMUCH NPOLLECCOP MEHAET UCMONb-
3yeMmblit 6aHK, TO OH 3TOT BaHK JOJKEH CHavyana
3aKpbITh M JIULLb 3aTEM OTKPbITb HYXHbI 6aHK B
Apyrom mecte (B CTPOYKe N B KONoHKe). Ha
BCe 370 TpebyeTca aparoleHHoe Bpems. [ina yc-
KOpEHUS 3TUX NPOLLECCOB 3aKPbITUA U OTKPbITUSA
GPU Bupeokaptel GeForce 4 BbluncnseT, kakue
A4elik1 NoHafobATCA NpoLeccopy, U OTKpbIBaEeT
WX, 3KOHOMS TeM CaMblM BPEMS Ha LMKIaX OXK-
AaHus.

Fast Z-Clear

(GbicTpas o4YUCTKA Z-3HA4YEHUN)
3HayeHNs nepemMeHHo Z Toi YacTu, KoTopas
OyaeT cKpbiTa OT HabslofaTens, He NOHAA06AT-
cs 4Ns fanbHeiiweii paboTbl, NO3TOMY OHM

JO/KHbI 6bITb KAK MOXHO CKOpee CTepThl BO
n3bexaHue neperpy3ok nojockl Nponycka-
HUs. TexHONOTMI0 YCKOpeHUs noao6Horo npo-
uecca B NVIDIA Ha3Banu Fast Z-Clear.

VPE — IDCT

Tenepb U Ha GeForce 4

Bnok VPE (Video Processing Engine) nepxut-
ca y NVIDIA Ha gByx «KuTax»: peann3oBaH-
HOM Ha annapaTHoM ypoBHe fekogepe MPEG-
2 1 MeTOfax AenNHTepnencuHra nop
HasBaHuaMu Bob n Weave.

[Bnxyuieecs BugeonszobpaxeHme cocTout
13 AByXx nonei kagpa. 06was KapTUHKa cKna-
IbIBAETCA U3 YETHbIX M HEYETHbIX CTPOK 3TUX
nonen, n3nyyaembix nonepemMeHHo € YacToTon
50 unu 60 Ty (PAL/NTSC), a nepep Bocnpous-
BeJleHMeM 4acToTa KaJpoOB COOTBETCTBEHHO
yMeHbLwaetca go 25 uau 30 lu. Ecamn xe atun
nons coeaunHuTb 6e3 MULTPaLMUK, TO BO3HUK-
HeT 3 deKT «rpebeHKUy, KOTopblit 0c06eHHO
CUJIbHO 3aMeTEH NpU BLICTPOM [iBUKEHUU.

Metopbl peuntepneiicunra Weave unum Bob
NpM3BaHbl TMKBUAMPOBATL laHHble apTedak-
Tbl 306paxenus. TexHonorus NVIDIA nog
Ha3BaHuem Per-Pixel Adaptive De-Interlacing
NO3BOJIAET aBTOMATUYECKM BbIGUPATL OAUH U3
3TUX MeTof0B. K coxaneHuto, Ham He yAaanoch
Hu nonyuutb y NVIDIA kakux-nu60 nogpo6-
HOCTEl OTHOCUTENBHO [AHHBIX TEXHONOTUI, HU
OTbICKaTb BU3yasbHbIX Pa3Nnuuil Mexay Hu-
MU.

[ns Bocnpoussepenuns B popmare MPEG-2
MMEeTCA HeYTO HOBEHbKOE: Hapady C UHTer-
PUPOBAHHbLIM B BUAEOYMN METOLOM BbIPaBHM-
BaHus ABuxeHus (Motion Compensation), ko-
Topblit pasrpyxaet CPU npu pekoanposaHuu
supgeonotoka MPEG-2, NVIDIA B ynnax NV17
n NV25 BnepBble npuMeHuna metog o6parHo-
ro npeo6pasoBanus Pypbe — IDCT (Inverse
Discrete Cosine Transform). 37a dyHkuuA
[OMIKHA NMKBUANPOBATb BO3HUKAOLWME apTe-
thaKTbl M306paxeHns.

BbiBOog

Kak nokasana npaktuka (tect GeForce 4 Ti
4600 Bbl MOMIN NPOYECTb B ANPEIbCKOM HO-
mepe Chip), HoBlIeCTBa, peanu3oBaHHble B
HOBbIX YMNax, HE TONbKO AAIT 3HAYUTENbHBINA
NPUPOCT NPOU3BOAUTENLHOCTU U GoNee Bbl-
COKOe KayecTBO rpatuku, HO U CyLEeCTBEHHO
ynyywawT GYHKLMOHANBHOCTb BULEOKAPT,
CO3/aHHbIX Ha WX OCHOBE. 3TO [aeT NpaBo
yuny Ti HocuTb roppoe HassaHue GeForce ¢
UM poin 4, yero, NpaBfaa, He cKaxewb o Ge-
Force 4 MX. HESE[T¥
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