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1 ik

FEF P i H] D3D Logger T, RS —MG#iicR 1 D3D N FE 5 B SRS 2 [H]
AR B HEE CRIERIRZ NIIAD . Player 541 T H 58 4 i 25 40 BN I FE P, 3
SR A AT 200, SEBIEZ A HAR-T 6 L, ansesh S B F K APLE 751 596
Qeah IR CRIEFIFRZ IR -

Player 2% T HH 5 ™NEL “Player” JFktin 44 10 exe ARk, 437 FH T [BUBCAS RIS 1)
D3D API [lIHIA, L3 1.

Player &%) T & D3D API 3%
Player.exe D3D9
Player10.exe D3D10' (24115 7%)
Player1l.exe D3D11(4 #iE75)
Player11_1.exe D3D11.1(4 #iE%)
Player12.exe D3D10(HIALIE:) D3D11(HIARIE:) D3D12
* 1

1.1 Player RFITEBTO/H

Player % WERME DAG )R 70 N =AN XK, ] 1.
(L) VAR X, AL P2 BT RN .
() "HAMERX, HTRBRERSR.
(3), ZEHPRBEX, IWEELT NS ME B
® 4HPIRAS: "Initializing...", "Idle", "Rendering..."
® Y5
® HUu4iNL: "Passed.." "Failed", IER, LU IE fo v 0 B (E I 2
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® LliZiT AT S
® ALK

B Player12 (D)\Git\Player12\Player12\x64\D

ug_Window Options _Help. |
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1.2 BEFE

Az AT LL Playerl2.exe [Fft D3D12 A 7R B, #2448 Player R4 T B [BBUHIA
B 7k, JEEE T4 0 B % Player T HAFE I DIRE

(1) M H [File] > [Open] K BIAIARRAT, HedE—WIERTIAIIAS, WK 2.

(2) fH [Run] - [Devicel & SEIHIA BRI &0 X B 1% [Devicel ]
16+ hardware, A3 AT BI85 o 55 — A& Device2 Ik % 74 Images J-7El Image ]
X345 —A> dds XA, EBAENEAE [Devicel Y 78 Je4h JIEAf 14 REME (AR IR RIFR 2
A Goldenlmage), Wl 3.

(3) miidi [Run] > [Frame Step) BithfESE F8, Player12 HIHIZ 5 HIANC K1 APL ¥
Flo NN RN, [Devicel ] BrniziE g4 R, [Dévice2] @7~ Golden Image
KR RSP BRI E R LG RERE, WE 1P Device HIX] L IERf %
IEAE] 100%0], K3% s Ao B mT DL e oot LR I RS A5, DUVE T H P S

File Run Debug Window Options Help
- Raris <
4 || « 3DMarkTimeSpy... » devd v © | F devo mimm o
me  sEwEs - m @
= . £m
st tuEAE
Goldenlmag St
@ OneDrive | Lecource e
o pra shadecode wrpt
[&f Fo.0.d3d D30 THE
o FiE [&f F10.d3d D30 THE
[&f F2 0.d34 D30 THE
[ F3.0.d3d D3D i
[ F4.0.d3d D3D 3f
< >
SEN): |F4 0.d3d -
FI7T(O) B
Idle
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Ol Ok BNEATT DMBATE

K rlayert

File Run Debug Window Options Help

Git\Player

—

Direct3D |
~Devieel—————————— Device 2Validate)
© Refetence  Reference
¥z X
" Image &« v « dev0 > Goldenimage v o T Goldenimage 2% »
. |R Y SR = @ @
[ERmpliee Player # A £&® - Fe Sl
@ Color Buffer © ZBuffer € Stencil Buffer tool € F40.dds SR A
renderc # € F50.dds DDS Document 3073 kB
PlayerKi #
~ Display Content ey
DXApiProx
& BackBuffer )
ImageView
CRT |RTO ¥ Windows
Windows
© ResourceName
@ OneDrive
MipLevel |0 AnayLayerDiDepth |0 o i
— v <
XEEN): [F4.0dds | DS or Vulkan Image File« /|
[ilmea 570)_[7] Lo
" Use Searching Path: [D\LOGGEROUT\superposiion_2026-01-051356-4 _| |
|  Use Speciied File D:\LUGGEHUUr_DX\aoMa.knmes:py_mz\devmuL
Twa image file compare: IC:\Usevs\ulivia\Desklop\dds\AuseJ_TU_maximurn_ _l
Stencil Display Mask: ~|04FF
Signature Path~[Z:\hw\Weriication_scipts\Signature _|
oK Cancel

e |

3

N
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2 Player9. Player10. Playerll. Playerll 1

Player Z %1 1. . Player.exe. Playerl0.exe. Playerll.exe. Playerll 1.exe ) Ul 5*[iH
e B, HRIEEE, %€ NMAH) D3D A G, RKIRZAL FXT N Playef ©it
A Player.exe T [0 D3D9 {4, Playerl0.exe. Playerll.exe. Playerll 1.exe 437l
F A% D3D10. D3D11. D3DI11.1 F& diEik A,

2.1 Ul ThEENB

2.1.1 [3REA File]

B Playert1 (D) *
File Run Debug Window Options Video Help
Open...
Run batch...
MRU DX9 File
MRU DX10 File

MRU OGL File
MRU OCL File

v v v

MRU path0
MRU path1
MRU path2
MRU path3

Exit

Idle

& 4
[File] > LOQpen]
FI 4 IRl BRI,

M Muar () BT AS (FR 229 1keylog IAS ), B4 1T S IAS (55 — i (FR 2N fulllog
JIASY, PR EIA FIZR1G T LA 225 (D3D logger fH BRI ). 41k 4% 1K fulllog A,
At Ay 4 A0 [Options] > [Misc] = “Auto pickup next file only if it starts with F_”
HKda ] Player 7215 H 3[BT — M

[File] & [Run batch...)
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FTHF—A> batch 3, I HAZIF [ batch H IS . batch ST Hb 28 /AL — AN A
AN R Z BT HEAAS, AT LGS — A batch SCHF, 1 H o 58 B R AR BB A 44 K

[File] 2 [MRU DX9/DX10 File]
EIRRITIEAT I N AN AR SO P A] PLE IR — AN AR ST 45 191

[File] 2> [MRU Path]

WonEIE U R g 1R . H T UAE [Options] > [General]l 2 “MRWU Script Path”
HE E T H R
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2.1.2 [3&42 Run]

Rendering Device

ect3D |DD nGL |
B Player11 © Dewical Dsvics 20 ailats]
e TN obus Window O — & Hardware © hu
ile un ebus indow tions ideo el
e = s  Reference & Refersnce
DIl Model © ClLModel
Quick Switch(D3D) > N (
£ Rethods] © Rethods]
Break F1 £ Image £ Image
Ge = © DUTRet © DUT Fet
RT Step F6  Video  Viden
Draw Step 7 £ Ol Catbon © CILCatbon
Frame Step 8
P o Device 1 HLSL comiler Device 2 HLSL compiler
& Micrasolt ol @ Micrasoht " cife
Command Skip 1
Stop When Fail F4 Display Ty
& Color Bulfer £ ZButter € Stenci Bulfer
Restart Display Content
© BackBuffer @Rt [AT0 -
" Resource Name |
| MipSlice |0 Anay(DepthiSlice |0
Idle ‘ | ‘ Y Fnl Typeless Formal
© FLOAT € UNORM  UINT
 SNORM € SINT L9 GG SRIER)
MsAn
[ @ Homdl € SubpikelPlne € Spase SubPisel Flane
s
" UseSearching Path: [EALOGEERDUT_DR\BasicHLSLTI 2025000814 . |
@ Uso Spesifed Fie ~ [E\LOBGERDUT_DKABualidonDrdump hahF 01 . |
‘T o maga e compare. |2\ sersalviaDeskiop'dieArieed_TU_mim.n__ |

Videa Rangelfiom [ to |1 Vidso Range2from |1 o |1
: I
Stencil Displap Mask: [ 04FF

Signature Path IZ.\hw\VEnfl:al\un_scnpts\S\gnature

v

= Qf’*e KIFEE —AMAA, I Bk alexhlg s, RNAERS H b ER
ering'Device] X IHHELIE] 5,

0V i
It

() Dev1c

ﬁﬁlﬁ% Device2 #& & B %% . 4P device ﬁﬁiﬁ'ﬁ(ﬁﬁﬂ‘, AL AT ]
ﬁﬁl P /gﬁﬁ Idle #3X. Device2 HISRIGIE, AR WAIE1T, A] 1% B N NULL.

evice Type
ardware:
TEAE %% A% D3D Device, API [5EEl 248 5d Player, D3D Runtime, Driver. Player
BAT LA 5 —> D3D MR .
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Reference:

£ reference % D3D Device, API )58l 241 Player, D3D Runtime, Reference DLL
(5 4n d3d10ref.dll. d3dllref.dlD). Player &4 HLHI%5ERE 5 — D3D N AR

Image:
n#—/NEE ) Image dds X, - TIETE YL R .
CIL-Model (HEFFRMER) :

ERH PR BT A LA A, Player 113z 47 ML &5 B T 5 LSRR 7 o i H
PIF CP i & Playerint.dll, Driver 1 CModel.

Ref-Model (NIFRFEH) :

LS RAE O ) reference dll, FIER Driver #ER LT, FR40HE H ARt i 564y
feature. 11T 75 5 LAKAF 2 ) D3D reference 5%
® Display Type

Player A] DLTE & I B/ LR Color Buffers, Z-Buffer 5k Stencil Buffer. F /7 v id
Y1 display tpye K debug JIA. IEH#l, ER & H BRI Color bufer; X1 A
H R CModel BAE R ) references, AL AT BLE IR Z Buffer #1 Stencil Buffer

® Display content

Player 1] DL/~ AR 74 il fr) JlRf fender target. Xf T3 T 4B/ ZE Y HAr (MRT)

e Gtz e, Bmin] fefsd 24> R HAEA RT &5 24 Subresource, it 17]#: RTO-

RT7 ¥ &% RT ) MipStice, My ArraySlice, i] LAF 57 A] Ve YL () 80 AN 22 78 4% H bR
(MRT). B4 Display.contentys, Jo7%H J5 player RIA]SLi A B {E YL L5 R .

® HLSL Compiler

NI T HLSE 2 (s e 356 gm 125 o

® MSAA

2R 7R F)surface /& msaa texture B : Normal #3027~ downSampled surface; Subpixel
Plane“F1 Sparsh subpixel Plane 1% 3 7 £ 1# H Ref-model 8¢ CModel #] A #HF & rendering
device A%

® " Image

8% Rendering Device B IN#K F) Image 5% Image M5 . 4i%FE “Use Searching Path”
5, Player H 3l N#EEg A2 AT [F] 44 dds S0
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[Run)] = [Break]
PFE BB AT A,

[Run])] 2 [Go]

Idle IRA&RS, HUHIEAT, FFLLIZAT EFIEF] breakpoint B WA AT LUE17, BEEH
AR . 23183 breakpoint I, XM [Gol #xVJ#: 3] [ Command Step V. HH
£ F [Frame Step). [Command Step] 5% [ Command Skip] #=H < playerSAE F — b
DR 2 e . YHAIZITS R, Player 24F 15, AZ[A| Idel RA -

[Run] - [RT Step]

Idle ARASHS, FFIRIEAT, FreiafT H 2B 3 breakpoint B Present iy 4>, B E HILEE 1%
38 3 breakpoint I, 23 A [Go 15 17)4: 21| [ Gommand Step 15X, 4 H {8 H [ Frame
Step). [Command Step] % [ Command Skip] B, player 2 7E T — Mty [a] 21X Lo st
R HPAIZITEE R, Player 21515, A EKIdel TR

[Run)] > [Draw Step]

Idle RAKS, HERIE1T, FREUEITEEES breakpoint BLEE Y in 4, B HILE IR,
118 2| breakpoint i, 2 EGe] A V14 2] [ Command Step }#3X. 24H F~{FH [ Frame
Step). [ Command Stép) 2% A Gommand Skip] #=HS, player £37E K — i) [a] 311X L pE
Ko MAIBITEERI  Player 2% 18, A8 [A] Idel IRAS .

[Run] 9 {Erame Step]

IdleRAS BT, FFHURIZAT AT — W5 15 T 2K . i ] Breakpoint 21 Player Y4 £l Command
Step] Ml HIIAIBITLE R, Player 221k, A2[A] Idel R4

[Run)] 2 [Command Step]

Idle IR, FFERIE1T . 4T7F Command % HIF HF B HATHIA . HAIZITEE W, Player
2451k, A% [A] 1del PRF - Rendering Device & 12> 7~ 241 [1) BackBuffer. 1] LA{E Command
WAk —47a 4, A F9 % E BreakPoint, 7 Hi% BreakPoint 2 {7 B 7E JHIA i B s
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AL HRER AR

[Run] - [Command Skip]

Idle JR&H, JFURiE1T. 7T Command % H 3 HBkid—4 command 515 K3k, E)&ﬁ/{‘{\

A LR bRiE O
N

[Run])] > [Stop when Fail] \ L
REPHAT LM T2 2 JE XL RT, 4% B Fail IHE R k. %
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2.1.3 [3EH4= Debug]

B Playert (D:\PlayeriT) X
Fle Run | Debug Window Options Video Help
+~  Normal mode
report mode
debug mode

Select pixel

Debugger setting...

Idle

&l 6
AR [report mode] F1FH T P98 CModel JF R TRE I E,  IhabfE A4,
[Debug] > [Normal mode]
PRAERRES, PATIIA APL i & B R EW,  FHHERES R BRxf a5 R
[Debugl = [report mode]

0] L gh A Failed I, 7T DL Report SAKIRIGEZ E L. B, &F—NMEER
Mo FTH L3254~ Debugl > [Selectpixell & 1, MArfA#EF —MEER G, BEEHH
[ %54~ Debug)] > [ Debugget Setting... 1 & M B AN E & s bR, 285, & [report
mode] [RISEIAS, 782 FUOHBLFail B, 245K, Dump %G ZFAHKE texture FE
&, FFFRid oK1 Praw.

[Debug] > [debug mode]

1% /N T R Skip useless renderings in debug mode”, & [debug mode] [RIHEIA,
SoF T 45 B IERKTE 4485 /E, 3 Load RT Surface 1 DS Surface, 2R )5 [FIBGE FE4s break
FEAH TS YA E 1Y) Failed 1) Primitive .
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2.1.4 [3EEA£ Window]

OGGEROUT DX\BasicHLSL11_2025-02-08-14-03-13\dev18\F 1.s3s  (Exe lin.. B Player11 (D X
1 Jlcommandline:"C:\Program Files [x86)\Microsoft DirectX SDK [. A | File Run Debug Window Options Video Help
2 . -
3 PATH JAresourcey; \shadecode}, | dmmeE | e
4 Show view control R0
[ g Show pixel info 5137
7 |MODE = 800, 600, 32 i Esply Bmge B 137
8 A 140
9 ClearRenderTargetView [
10
1 Name = "l ®Z224 Y105
12 | ColorRGBA =0: 0x3 0x3800000, 0x3M0ce ew control
13 )
14 Frame bulfer visw soale
15 |ClearDepthStencilView
16
17 Name ="dsv1"
16 | Flags  =D3D11_CLEAR_DEPTH
19 Depth = Dx3f00000
Stencil = 0x00000000
}

Color/Depth channel display range

Display Range

[¥ Rjpepth [ GJstendl ] v a

Min Value  |0.000000 Max Value |255.000000

oK

[Window] > [Show Script] )&
BB R R AR

|3 |EALOGGEROUT DX\BasicHLSL11 -

Device ¥4 %
2 B4R IR

inng/] - [Show Pixel Info]

BEGFEED. BEEEEOER YA RAAEBRE (EEEXEN) 1
B/Z/Stencil 18 XA E1E S .

|5 O, H—0F Devicel yE 42 BRI e mdins i, LA

[ Window] = [Show Display Range]

17

ASCAFJE THE Z AR RERH B AT PR A TR AT, R ZIER R AR AR H AR, A
il 7k S Fs .




GLEWFLY WA, DiLE Ds WAIATT DT

JA 8] Color Channel &7~ V8 [ & . 7] LA 7€ B .7~ ) Color Channel, 3+ H X% %€ A Color
Channel ¥{E —MNE/RPVEEE, TERAREUEZIMNIME RS, REREREEH

WIIB R R
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2.1.5 [3E#4= Options]

2.1.5.1 [Options] > [General 1] /\

File Run Debug Window Options Vi

eo  Hel
fps Vsync off (800x600), RBGBBBAB_UNORM_SRGB (¥S1. Q0)
HARDVARE tel(R) HD Graphics 4600 Toggle full screen
Press F1 for help 7
Player Options

General | CModel | Compaiison | Misc | D10 |

~General
LogFile [player.log
I~ Dump to DDS every frame [~ Dump to BMP every frame
I™ Release at Frame End |~ TimeStamp [~ CModelCounters

I” Dump Vertex Data [~ Compare Vertex Data
I” Dump FBO Buffer [~ Need One-key Log

I™ Show pixel in hexadecimal

[V Show pixel grid(scale > 8:1)

I™ Show subpixel grid(MSAA num*scale > 8:1)

I~ show difference percent in pixel info

V' Auto adjust window size to rendering dimensions

I™ Mouse Left Button show valid pixels instead of different pixels

~MRU(Most Recently Used) Scriptpath————————————————
1, [Ex\Script\DX115cript\.ogger_old DetailTesselation11_201 ..

2, [E:\ScriptDX 10Scriptogger nstancing 10_2017-11-03-11- ..

3, [E:V.ogger\3DMarkTimeSpy_2017-05-19-16-55-43\Debugli ...

Recent Used File Number(1-20) 10

[ General [X15] Q.
Log File: %

faE H &

Dl;}/@D frame:

FEMUIZE B dump BT RT 645 RIRFE DDS U AT HATIIA H 3T I
dump.ref”(REF Device). dump.mdl (CModel Device) 5% dump.hal (Hardware Device)
. Dump CHFLAIA @44, N DDS #%3, w[{HH DirectX Z(¥E T HFTHF.

K) mp to BMP every frame:

B Z5 R dump HET RT L4 RIRFE DDS SCAF. T HAT A H T
dump.ref (REF Device). dump.mdl (CModel Device) 8% dump.hal (Hardware Device)
T HF . Dump SKHFLUIA A 44, v BMP %3,

19
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Release at Frame End:

TR TS AR Player BRI PTA X B ILDIREAUE T 54> Rendering Device,
BUORREUE A R VAT HEAR (Player %P1 Rendering Device #E4T EEX) .

TimeStamp:
{E Draw 545 J5 47l A TR

CmodelCounters/ Dump Vertex Data/ Compare Vertex Data: EH T N CModel 7 &
Wi,

[View X% 1
Show pixel in hexadecimal: 16 ZHili% B R ERE B
Show pixel grid: 420 BB IS 8 51 B IR RIHSC
Show sub pixel grid: >4 MSAA EGCRFEN AR GI>8, BoR B2 HE
Show difference percent in pixel info: 4J /5 PO SR, BINE R S ZERH 7.
Auto adjust window size to rendering dimeénsions:  F 21 & 11K/ BIE G2 4 K/

Mouse Left button show valid pixel instead of different pixels: 473 A&, Ki%
BB AR DU AC AR 2= A CERA KA B s AL IR 3R AL DUE R AT R IR 2R 5O

[ MRU Script path X351
BEE 3N WA R A
Recent UsedsFile Nuniber:
B FSOARRING R A B
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2.1.5.2 [Options] > [CModel ]

Player Options

General Chodel | Comparison | Misc | DX10 |

(=" Debug " Release
When toggle CModel between Debug and
Release, Need to restart player to take effect

INI{Chip type)
CLB Famiy |Columb\a‘im

Destination _[Eite.ini

™ Ignore mode overrides in INI

Loaded File Path

PlayerInt

9
K Tab TUH T 936 CModel FF R TAE HUARSKE I E .
Debug/Release:
i CModel V- & /& DebugAk Release.
CLB Family/Destination:
£t chiptype % &-Model ~F- & 1 HC B -
Ignore mode oyerrides in INI:
RS A NN, B8 B & I E BB B A w6
Loaded File Path:

fn#k Player ini (4411 CIL Driver&CModel ) #%4% .

21
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2.1.5.3 [Options] - [Comparison 1t ]

Player Options

General | CModel Comparison | Mise | 03410 |

Required to pass  |95,000000

Interger
Allowed color deviation: |7 of its format [¥ Indude Alpha

Alowed Z deviation: 25 ofits format

Allowed stencil deviation: |1

Float

" ULP deviation: L
¥ Float deviation: 0.050000

Rect
[ Enable Rect Compare Mode

Top: ’F
Left: ,H Right: ,E
Bottom: |252

Advanced compare
I Enable Advanced compare

Allowed L deviation: 5.000000 (2.0 recommended)
Allowed Alpha deviation: 20.000000  (10.0 recommended)
Allowed beta deviation: 10.000000 (10,0 recommended)
Max Pixel Mum in Wrong Section: |500 ( 500 recommended)

Eh10
Required to pass:

FELL BT, Player 25 FEARSASH 27K ) Rendering Device Vi 3445 R AL B 41
Fbo 1% A 0t TR0 CEDS, R Es B iR "Pass(xx%)", 75 M & 7R "Failed(xx%)" »

[ Interger [X15]
Allowed Color Deviation:
A Col6r Ghannel FLFIEIE R ZE x (CAHASEONEAL) : LEETH A Device T8 445 R 1)
ColorBuffer I, #[F—E %M R (B G. B) [HEEEMKTHEE, WHZEEKAHLES
ALLAH 100%.
Allowed Z Deviation:

W Z % x (BEREANRAD: A Device 1EYLST RAJIRE M IXIN, % [
—BERN Z EERERTRE, WZBEHOUE 2 AN 100%.

Allowed Stencil Deviation:
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ASCAFJE THE Z AR RERH B AT PR A TR AT, R ZIER R AR AR H AR, A
il 7k S Fs .



GLEMFLY A DS O MWBATT DABAT

ELELHIA™ Device V8 Ye s BRI 2 0h XIS, 5 Rl —15 & A HRE ZEAR T ik &, W%
G EMLLE 4 AN 100%.

Include Alpha: L P Device 18 4L 4h T, 25 211E I, M LB AL S Alpha #IHE .

[ Float Xi% ]

Float Deviation:

ELAL A float ¥R v X I, 5 A — 1 R A0 SEZEAR TR B, WG & sl
HAr AN 100%.

ULP Deviation:

ELESHAS float K% U ph X I, & 3 EHIAL 0 Z R T oL B, A% 2 I ARALE 1 4t
AN 100%.

[Rect X1 ]

LA Rect HEE, WA S HHRdes T, HUESS RAGHSEAETE A 4
2o oy B A EWUANSHGE L T HIBLOINLE . F AR AT DU SUbr A A 2
3NN

[ Advanced compare [Xi5]

HEIX3EE X D3D9 [y Rlayerexe 24K . #4/4)i%"Enable Advanced Compare", Player.exe £
T 5 W E S Compare.

Allowed L/Alpha/beat'deviation:
I IE SR B 1E -
Max Pixel Num in Wrong Section:

DXk A SCAF R R R
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2.1.5.4 [Options] > [Misc ]

Player Options

Genelal} EMode\} Comparison  Misc ]D><1U 1

[¥ save breakpoints

I skip state commands on "Command Skip”™

¥ Auto pickup next file only if it starts with "F_"

[ Scan script only to get compiled VS,PS code

I Generate pass/fail report

¥ Check PIF version when load it

I~ Hold |1 seconds after each frame

I~ always create SWYP device in HW and REF(DXS,9)

[¥ Show script window when breakpoint

I Compare backbuffer MSAA border pixels in CIL-MODEL
I Differentiate hal goldenimage by chip:

I Exitif any command running time exceed: '— seconds
I Output successfully run line number to log file

[ Enable Z buffer dump&load
Render Size

Width Height
[+ Criginal render size

Video
I DisableDBK [~ Ccmpud [ CmpENC

DrawPrimitivePerTime |0

Save breakpoints:

DRAT- T B IRV AS BT 15

Skip state commands on “Command Skip”:

7Eff A [Command Skipd A 32 THf, BDIRESRE K4
Auto pickupnext file only if it starts with “F_:

XtF fulllog AR RIS, X EBIEIIEL “F_7 JFkam A0~ —WiA . 35 LR
2)3k 3 Player 2B 2[R “ a4 4 R H LA E - 45 R R — WA .

Scan seriptonly to get compiled VS,PS code:
R PATINAS, 135S A L ds .

Generate pass/fail report:

W LA 5 N report.csv Ao

Check PIF version when load it:
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f & PIF TH (WEIJTF AR TR A

Hold x seconds after each frame:

EESZ RN, RS AT 0 &, IR P BT .
Show script window when breakpoint:

BB B R EAE

Compare backbuffer MSAA border pixels in CIL-MODEL:

£ CIL-MODEL V- & % Lt back buffer MSAA i1 % %

Differentiate hal goldenimage by chip x:

¥ FFE %€ Chip [ goldenimage

Exit if and command running exceed x seconds:

B> APLEA RV HAT RIS 0], AT AL n| &L, \Player iR H1.
Output successfully run line number to log file:

i AT R I AAT 5

Enable Z buffer dump&load:

H & Z buffer ) dump&load.

Render Size:

TEG X
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2.1.5.5 [Options)] > [DX10 ]

Player Options

General | Chodel | Comparison | Misc D10

DX10-streamoul t
I™ Streamout DUMP [¥ CompareBuffer DUMP

I~ Streamou it Comparison

Comparison

" INT32 INT TOLBITS: 0
¥ FLOAT32 FLOAT TOLBITS: 2

[ Alpha Channel Comparison [ Absolute Error

Log Player

I~ Enable logaing Player

K 12
It tab TUEFXT Player10/11/11 Fexe<4B%%.
[ DX10 streamout X3 ]
Streamout DUMP:
dump streamout buffer'§lkso 014,

ComapareBuffer:

M E TPiNRefidering Device B, {Ei#F| A Ay 2 "CompareBuffer"i}, # buffer #% i
Nk SAF

Stréeamout Comparison:

4% BT Wi Rendering Device Ff, EL# Devicel 1 Device2 Z [AJATH streamout buffer
(BN SO MrED.

[ Comparison X1 ]

INT32 & INT TOLBITS:
26

ASCAFJE THE Z AR RERH B AT PR A TR AT, R ZIER R AR AR H AR, A
il 7k S Fs .



GLEMFLY A DS O MWBATT DABAT

PURR 2 i X I R s SOV B AR S, R I E ARG, BOMEDS 0.
FLOAT32 & FLOAT TOLBITS:

P 2 v X I R R v o i o, P BB RO, BRIMED 2.
Absolute Error:

FEREPI AN R R B IS 5 P 20 224

Alpha Channel Comparison:

FEA T ME G 25 RN, #5617 Alpha iHI&, W —JFEEEHL Alpha s

[ Log Player [Xi%]
FUVRE H D3D Logger 3£ Player 78 44174
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2.1.6 (R 1TEH

14T Player F % T 3047 41t AL H B0AC I R i, 4 FH iy 247 AT DARE 5 {8 . i
“Player/10/11/11_1.exe -help” ] LAY & BT K 217 35

Player usage{ctrl-c to copy the whale content of this window in the clipboard under Vista or higher OS) X

Command line options:

script_file: tells player which script file to execute. e.g. Playeri0.exe E\example s3s

-b script_file: tells that specified file is a batch file. The file's extension is ".bxt' or 535", e.0. Player10.exe -b "EX\script file\batch. k"

-i ini_file: sets location of INI file for the Columbia family model. e.g. Player10.exe -i C\Columbia.ini

-n ini_file: sets location of INI file for the Destination model e.g. Player1Q.exe -n C\Destination.ini

-s script_file: tells that specified file is the only file, not the first file of the sequence. €.0. Player10.exe -5 E\LoggeridevO\F_0.53s

-r: tells player to ignore the script file before -r, but to execute the script behind -r. e.g. Player10.exe -b E\batch01.53s -r E:\batch02 535
-f #: tells player to run only the first # number of frames, not all. e.g. Player10.exe -f10 E\LoggendevO\F_0.s35

-g image_file: tells the path or file name of the golden image. e.g. Player10.exe E\example.s3s -d hi -g E\image.dds

-0 output_file: the file name of generated report(comma separate). e.0. Playeri0.exe E\example.s3s -o E\player_report.log

-d hrmfvild: execution device: 'h' for hardware, 'r' for reference, 'm' for debug version model (default is 'mv'),
execution device: 'f' for model-ref, "v' for reference validation,'i' for image validation,
execution device: 'I' for released version model 'd' for model-ref validation,
execution device: 'c' for carbon 'b' for carbon validation e.g. Player10.exe E\examples3s -d hr
-1 mswvo: the HLSL compiler selection: 'm' for ms compiler, 's' for 53 compiler, 'v' for MS compiler validation,
the HLSL compiler selection:'o’ for 53 compiler validation e.g. Player10.exe E\example.s3s -Im
-p #: sets percentage to determine pass or fail when comparing with RefRast.(Default 95) e.g. Player10.exe E\example.s3s -p 90
-t czlrbnps: display type:'c' for colorbuffer,'z' for z buffer,'|' for stencil{default is 'r),
display content: 'r' for rendertarget, 'b’ for backbuffer,
display msaa setting:'n' for nomal, 'p' for subpixel plane, 's' for sparse subpixel plane,

type and content and msaa settings can be combined e.g. Playeri0.exe E\examples3s-tr
-c #: sets allowed color deviation per channel. (Default 6) e.g. Player1D.exe E\examples3s-c5
-c 7#: sets allowed z deviation if display type is z buffer. (Default 256) e.g. Playeri0.exe E\example.s3s -tz -cz200
-c |#: sets allowed stencil deviation if display type is stencil buffer. (Default 1) €e.g. Player10.exe E\example.sds -t | -c 1
-c ##: sets allowed float deviation in float. (Default 0.05) e.g. Player10.exe Ex\example.s3s -c 0.1
-c u# sets allowed float deviation in ULP. (Default 1) .. Player10.exe E\example.s3s -c u10
-m#1(f),#2: sets CModel initial video memory size #1({MB) and AGP memory size #2(MB),
f means fake video memory to CModel, actually allocate 32MB videomem e.g. Player10.exe E\example s3s -m 16(f),32
-e [#1,1#2,r#3,b#4: tells rect compare mode enable,
rect left=#1,rect top=I£2 rect right=#3 rect bottom=#4 e.g. Playeri0.exe E\example s3s - 10,t0,r64,bé4

-3 L#1,a#2 b#3,p#4: tells advanced compare mode enable,
Ldeviation = #1, AlphaDeviation = #2, BetaDeviation = #3, MaxPixellnWrongSection = #4,
if only -a, without parameter specified, default value is taken. (Default 2.0 10.0 10.0 500) e.g. Player10.exe E\example.s3s -a

-- allow user use other options:
--dwgi #: DXGI #=1 on or #=0 off. Invalid currently.
--ColorDepth #: set5 desktop color depth in cil-model device. e.g. Playeri0.exe E\example s3s --ColorDepth 1.0
--dumpframe D# B#: 'D' dump every frame intc DDS file 0 off 1 on 2 on and force overwrite,
'B' dump every frame into BMP file 0 off 1 on 2 on and force overwrite. 2.g. Player10.exe E\gxample.s3s --dumpframe D1
--autopickupf # #=1, auto pickup next file only if it starts with "F_" ; or #=0, auto pickup next even it starts with "test_" or other. e.0. Player10.exe E:\Logger\devO\F_0.s3s --autopickupf0
--msaabordercompare #: MSAA script border comparison #=1 on or #=0 off. .g. Player10.exe E\Logger\devO\F_0.53s --msaabordercompare 0
--DiffGoldenimageByChip n: n=1 enable differentiate goldenimage by ChipName(no space after n), n=0 disable. Invalid currently.
--AutoExitifHang #: if single command running time exceeds # seconds, player will exit. €.g. Player10.exe E)\Logger\devO\F_0.53s --AutoExitifHang 10
--ForceSWVP #: #=1 force swvp, #=0 disable Invalid for player10 and player11
--ShowScriptAtBP # player will not show script window when breakpoint reached; #=1, script will be shown e.0. Player10.exe E\Logger\devO\F_0.53s --ShowScriptAtBP 1
--QueryTimeStamp #: #=1, Query the timestamp before and after every rendering. e.g. Player10.exe E\Logger\devO\F_0.53s --QueryTimeStamp 1
--IncludeAlpha #: #=1 Include alpha when color compare, #=0 disable. €.0. Player10.exe E\LoggeridevO\F_0.s3s --IncludeAlpha 1
--DumpFail #: #=1dump image to dds when the compare result is fail, #=0 disable. €.9. Player10.exe EX\Logger\devOhF_0.s3s --DumpFail 1
--DumpCmodelRtinterval #: #=0 disable, #1=0 dump cmodel rendertarget data every # seconds. For CHIP_EXC1, CHIP_EXC1, CHIP_CHX001 and CHIP_E3
--ForceFullDumpCheckpoint #: #=0 disable, #=1 enable force full dump Cmodel checkpoint (in .ini file). e.g. Player10.exe E\LoggeridevO\F_0.53s --ForceFullDumpCheckpoint 1
--DrawTriangeMumPerTime #: #=0 disable, #1=0 draw&drawindex command send n triangle to hw per time. e.g. Player10.exe E\Logger\devO\F_0.s3s --DrawTriangeNumPerTime 10
--MRTCmp: Enable to compare Mrt with Golden Image, normally combined with -tr and -dhi e.g. Playeri0.exe E\Logger\devO\F_0.s3s -t r -d hi -g E\image.dds --MRTCmp

--adapter #: It's the same usage with "ADAPTER = %d" in script.

MOTICE: The path of the file is necessary unless it has the same path with player.exe, and the whole string should be quoted, if there are any spaces in it.
For more command lines, please refer ko Play10 Userage Manual.doc

--S0OCMP: Streamout Comparison

--50Dump: Streamout DUMP

--CEDump: CompareBuffer DUMP

£ 13
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22 MESSIMERES

Xt Player10.exe. Playerll.exe 1 Playerll l.exe, D3D10. D3D11. D3D11.1 [t
TR IA B ARl APLIE GeAR 241, IESCRHEA B € U A %, R4 Bh il 58 iid,
WAESS . A NI 3 2K HE XA A2

WeIE:

CompareResource  “ResourceName”, MinMipLevels, MaxMipLevels, MinArrayIndex, MaxArrayIndex

DIRE R Ve

X b —A™ Resource 7E B4~ Rendering Device H1 7 Jebt B .

MinMipLevels. MaxMipLevels 7 7E [0, MipLevels-1]2 [f].

MinArrayIndex. MaxArraylndex #ifE [0, ArraySize-1]Z [f].

HTEE:

(1) CompareTexture “TextureName”

(2) CompareTexture “TextureName”,Subresourdgid,

(3) CompareTexture “TextureNamel”,Subrésotrceid], “TextureName2”,Subresourceid2,

TIRE R VER

4 (1) X—A™ Texpure 7E i/ ¥Rendefing Device 1 IJE He4s R, STHLITE ) subresouce.

w4 (2) KA Texturé 781> Rendering Device 7 ¥E ez 5, %F EbdE E 1) subreouce .

4 (3) ¥E7 > Rendering Device NFBXT ELFA™ Texture )& H 48 E 1 subresource. i ZHAi R4 texture 7E 2411 [1) subresourceid b Fi A

&, WY subresourceid] Al subresourceid2 W -1,%} ELEEA™ textture.

Ly o

CompareTexture2D “textureName”

TRe K A

Kt b —A™ Texture 7EPi 4™ Rendering Device F1ITE Je45 H . S48 texture format $#t%] DXGI FORMAT R8GS8BSAS8 UNORM FH{if%f L.
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OF

RI): OHlE OME BNEAIT OSMEATT

A

WRTE:

CompareTextureWithFile “TextureName”,”FileName.DDS”

TIRE R VS

# Texture1D/2D/3D 54851 dds SCH*tEE, XF LT [ subresouce. dds SCEHIF) texture 75 E M texture i /N—5L.

R

(1) CompareBuffer “BufferName”

(2) CompareBuffer “BufferNamel”,offsetl, “BufferName2”,offset2

(3) CompareBuffer “BufferNamel”,offsetl, “BufferName2”,offset2,bytelength

TIRE R HTE:

] LA SR XS EE VertexBuffer, IndexBuffer 45 .

4 (1) XfEb—~ Buffer £ %4> Rendering Device (1% -

fiv4 (2) fE— Rendering Device NXf LA Buffer E46 72 offseb JLAR 1 TR A -

4 (3) fE— Rendering Device PIi%f ELP > Buffer 7E78 € offset/ T Uaf-bytelenght %4 .

IE:

(1) CompareRTBufferwithRTFormat “BufferNaime”

(2) CompareRTBufferwithRTFormat “BuffefNamel”,offset1, “BufferName2”,offset2

(3) CompareRTBufferwithRTFormat “BufferNamel”,offset1, “BufferName2”,offset2,bytelength

ThRE K ETE:

] ket EeAE 9 RTY I, bufifér (LL RTV 1) format X} ) o

4 _(1) % RTV Buffer 7£ %4> Rendering Device (1% -

@4 (2) 4E—/"Rendering Device P45} LLH A~ RTV Buffer 1E48 & offset T 4R 1 AT A £dE -

%

A 8) fE—/ Rendering Device P45} LLHi 4~ RTV Buffer 7E45 & offset JF4R 11 bytelenght 2(4f

IR

CompareBufferWithFile “BufferName” ,offsetl, FileName ,offset2, bytelength , format
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TIRE R VS

¥ Buffer ACAEHAENT L. 40 bytelength 4 0, XFHUFTEHIE. Format 2% n % ~— DXGI_FORMANT B A% .

WRTE:

CompareFile “FileNamel”, “bin”, offsetl, “FileName2”, “bin”, offset2, bytelength

iR K Ve

B FAS bin SO

WeIE:

CompareBufferInBytes “BufferName”, ByteOffset,ByteLength

TIRE R HTE:

Xt tb—~> Buffer 7E %) Rendering Device H1%#5

HTEE:

CompareTextureInBox “TextureName”, subResource,xOffset,x Length,yOffsetsy Length,zOffset,zLength

TIRE R VER

X B — Texture (45 5€ X IHAEF A Rendering Device B4R .

IE:

COMPARE_EVERY_RENDER_TARGET ON/OFE

ThRE K ETE:

Y14 RT A1, X ST RT 2EPA Rendering Device [F7EJ45 3

TIE:

COMPARE_EVERY_RENDER_TARGET_AFTER_EVERY_DRAW ON/OFF

DIRER A

A Draw 2 PATERUF, XL HT RT ZEFS Rendering Device TR SL4E R .

iR

COMPARE_MRT _GOLDEN ON/OFF
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GLEMFLY

TIRE R VS

# MRT F1 GoldenImage SCAFAHU6 EL

*£2

WAEE:

DUMP “TextureName”,filename.DSS
DUMP “BufferName”,filename.bin
TRe RS-

Dump 5 resource F48 & 3 -

WeIE:

DUMPTEXT “Name”, filename

TIRE R VER

Dump #5 € resource FI4R5E text 3. Filenamg NE &Y%, 53 text S f“filename_Sub#.txt”,  #/& resource [fJ subresourceid.

HTEE:

DUMP2D_BIN “Name”,filename,

ThRE K ETE:

Dump f 7€ texture2D FH§ & bin 314

B

DUMPCUBEMAP_BIN “Name”,filename

DIRER VR

Dump f & textureCube E|F& & bin (1.

TE:
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DUMP_BMP "filename.bmp"," Texture2DName"

TIRE R VS

Dump f§5E texture2D FFE & bmp XAF -

WRTE:

DUMP_SPECTOGRAM_BMP "filename.bmp","Texture2DName"

DiRe K Ve

Dump 8 & texture2D FF & bmp 1.

WeIE:

DUMP_EVERY_RENDER_TARGET ON/OFF

TIRE R HTE:

14 RT #, dump 477 RT 2| DDS 3 fF.

HTEE:

DUMP_EVERY_RENDER_TARGET_AFTER_EVERY_DRAW ON/OFF

TIRE R VER

& Draw i 2 PAT5ENRSE, dump 47T RT 2NDDS 014

B

BREAKPOINT

DIRER VR

Player &/ 1%,

TE:
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SUSPEND_RENDERING

ThRE RS-

{8 1 render 244>, L draw, drawIndexedInstanced, dispatch. /
V4 /

A iEA: N

y

SUSPEND RENDERING \ V

ThER RS

K render A4, LLn draw, drawlindexedinstanced, dispatch. ,%
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3 Player12

Player12.exe ARt D3D10. D3D11 FIEARIETLIIA, LI D3D12 A,
3.1 UIThEEN R

Player12.exe f) Ul & AR AL S IHREN DS 2.1 EHA4EE Player K51 1A G E—
., [AE A Playerl2.exe ) —YE4H HEEAN .

3.1.1 [3EEA File]

B Player12 (D\Git\Player! 2\Player12\x64\Development) x
file Run Debug Window Options Help
Open..
Run batch..

MRU DX File
MRU Vulkan File

MRU path0
MRU path1
MRU path2
MRU path3

Exit

Idle

K 14
[FileY > Open]
FUAF A SO . Lhe.d3d” NG GRS .
[File] > [Run batch...]
TREGThRE, BRI
[File] > [MRU DX File]
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PRI ) DX ARSI
[File] & [MRU Vulkan File]

Vulkan #HK TR, HAEA K.
[File] > [MRU path0/1/2/3]

X A B Il A B A #% 42 (MRU Path),  AJ f£ Options ¢ H.H1 ] General> MRUYMost
Recently Used)Script Path AT ACE , 1% DhREA B T PRE AT T B AREs42 . 24 il [ Filed
> [Open]) I}, F /7 HEM TS BEE I 1) MRU Path HRJE 2 47 4T FF BRI A S04 .

[File] = [Exit]

1B Player.
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3.1.2 [HEAE Run)

‘ Player12 (D:AGit\Player12\Player1 2\x64\Development) x
File 'Run Debug Window Options Help

Device

Quick Switch(D3D)

Go To Frame
Go

Break

RT Step
Draw Step

Frame Step

CmdList Step

Command Step F10
Stop When Fail F4
Cross Device Prepass 1

Dump Every Draw Immediately ~ CTRL+D

Restart

[Run] > [Devicel

ﬁi@lﬂﬂa‘ﬁaﬁﬂﬁﬁﬁi’éi@@‘ PR — AN A, IR H AR, FIRER O ER
MRS (Render@ TEHENF 16.
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Rendering Device

Directal
Device 1 Device 2[Wslidate]
¥ Hardware & Mul
" Reference " Releence
" Image ™ Image
Display Type
&+ Color Buffer i~ Z Buffer " Stencil Buffer

Display Content

& BackBuffer

" RT m

" ResourceName ’7
MipLewel ’U— ArapLaperOiDiepth ’D—

Image
¥ Use Searching Path: |E ALOGGEROUT_DXMBasicHLSL11_2025-02-08-14 J

" Use Specified File |DE \LDGGEHDUT_DX\BaswcHLSU1_2025—02-08-1J

T image file compars: |C.\Usels\u\iwa\Dssktup\dds\AnssEﬁTUimax\mumfj

Stencil Display Mask:  |04FF

Signature Path: |Z'\hw\\f’emfi:atinn_scnpts\ﬁignatule

0k | Cancel ‘

%116
® Device 1/2(Validate)

XtF Device 1, 7 LLi%$E Hardward 5 Image 5, Reference. X} Device 2, 7] LLIE#F
NULL &% Image 5% Référence, (#:: Reference {UiEH T DX)D. W% Device2 N A=,
Player12.exe ¥l Pevicel 5 Device2 HITE Je4h R .

® Display Type
Color: Buffer:
BRI HTERE BRSSP B 2 i IX N &
Z-Buffer:
TR HTE G H AR R P X N A
Stencil Buffer:
BN HHTE G H AR AR 22 X N
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® Display Content

BackBuffer:

BN BRI X

RT:

BRMATEY H bR RTO-RT7: 1E2 HiEY H bz AP,
ResourceName:

WRTEE IR B

MipLevel:

BRHRIARE Mip JZ.
ArrayLayerOrDepth:
RoRSERHA L 3D SR EE
® Image

Use Searching Path

AR LRI, H Device2 Bt B Image fa, MR LSS € it e R I B R . 1A
B4 RS AT AL FRAR Ry, HORT DirectX, S5 4N v« .dds™.

Use Specified File

g ik, 4 Devieel 454 Image Hf H. Device2 A Image B, $§ % Device2 K&
A4, 4 Devicel Sy Image, #57E Devicel HEME 4.

Two image file compare

4 Devicel Al Device2 144 Image # U} JE F, 8 5€ Device2 I EIMG SCIHE4
® Steneil Display Mask

G EHIhRE, B A

® Signature Path

REIIRE, BASCE .
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[Run] - [Quick Switch(D3D)]
£ RTO & RT7 55 %22 X Z [ Pl

[Run] = [Go To Frame (F3)]

Player 1217 2 45 7€ W%

[Run] 2 [Go (F5)]
FURE 4k iz T, BERIERER. WS B TG i,

[Run)] = [Break (F1)]
A IZAT BAME], 4% F1 88T . SRR

[Run] - [RT Step (F6)]

24T 2] —~ OMSetRenderTargetss

[Run] - [Draw Step (F7)]

1Z47 3] N — Draw %52 -

[Run] > {Frame Step (F8)]

THG A BT, HRBPRR. Wraisse e mi.

[Run] = [ CmdList Step (F9)]

i217 2~ —> D3D12 ) ExecuteCommandLists .
[Run] > [Command Step (F10)]

THIR AR B PAT — KT 2
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[Run)] 2 [Command Skip (F11)]

[Run] - [Stop When Fail (F4)]
TREEINRE, BAE.

[Run] = [Restart] \ ;
TR &L‘
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3.1.1 [3¢54= Debug]

REDIREANH

3.1.2 [3E&542 Window]

B olaye &7 Graphics Event List - o X
file Run Debug Window Options Help
[ lomtettme | Dismmdtees
22262: cmdL_9.DrawIndexedInstanced(24, 1, 0, 0, 0) /fline 135697 ~

22278: amdL_9.DrawlndexedInstanced(19002, 1, 0, 0, 0) /fine 135731
22294: amdL_9.DrawIndexedInstanced(83454, 1, 0, 0, 0) /fline 135765
: andL_9.DrawIndexedInstanced(180, 1, 0, 0, 0) /fine 135799
dL_9.Drawindexedinstanced(5025, 1, 0, 0, 0) /fine 135833
dL_9.DrawIndexedInstanced(24, 1, 0, 0, 0) /fline 135867
dL._9.DrawIndexedInstanced(19002, 1, 0, 0, 0) /fine 135901
dL_9.Drawindexedinstanced(83454, 1, 0, 0, 0) /fine 135935
dL_9.DrawIndexedInstanced(180, 1, 0, 0, 0) /fline 135969
22406: amdL_9.Drawlndexedlnstanced(24, 1, 0, 0, 0) /fine 136003
22422: amdl_9.DrawIndexedinstanced(17424, 1, 0, 0, 0) /fine 136037
22438: andL_9.DrawlndexedInstanced(81084, 1, 0, 0, 0) /fine 136071
22454 andL_9.Drawlndexedlnstanced(30, 1, 0, 0, 0) /fine 136105
22470: amdl_9.DrawIndexedinstanced(180, 1,0, 0, 0) /fine 136133
22486: cmdL_9.DrawIndexedInstanced(5025, 1, 0, 0, 0) /fine 136173
: andL_9.Drawlndexedinstanced(24, 1, 0, 0, 0) /fine 136207
dL_9.Drawindexedinstanced(19002, 1, 0, 0, 0) /fine 136241
dL_9.DrawlndexedInstanced(83454, 1, 0, 0, 0) /fine 136275
: andL_9.DrawIndexedInstanced(s, 1, 0, 0, 0) /fine 136309
22566: cmdl_9.DrawIndexedinstanced(180, 1,0, 0, 0) /fine 136343
andL_9.DrawlndexedInstanced(5025, 1, 0, 0, 0) /fine 136377
dL_9.Drawindexedinstanced(24, 1, 0, 0, 0) //fine 136411

Frame buffer view scale

dL_9.DrawlndexedInstanced(83454, 1, 0, 0, 0) /fine 136479
226%: andL_9.Drawlndexedlnstanced(s, 1, 0, 0, 0) /fine 136513
22662: cmdl_9.DrawIndexedinstanced(180, 1, 0, 0, 0) /fine 136547
22678: cmdL_9.DrawlndexedInstanced(24, 1, 0, 0, 0) /fiine 136581
22694: amdL_9.DrawlndexedInstanced(19002, 1, 0, 0, 0) /fine 136615

22710: cmdL_9.DrawIndexedInstanced(83454, 1, 0, 0, 0) /fine 136649
* emdl Q NrawTndevedinetanced(180 1 N N M /Mine 13RAR3

R: 0.075378
G: 0.066284
B: 0.062042
A: 0998047

~Display Range:

¥ R/Depth

Min Value |0.000000

IV G/Stencil
Max Value |255.000000
oK X: 354 Y:57

Ve Va

[ Window] > [Show script]
R B Zh e XLTS

[ Window] = [Show view control)

BR[O . A UBCKTE e 5%, il LA/ NE IR, JRORTHRERT 1 Rendering
Device HER . BOKJE, {HAE O MR RAMINFTRSN 2% ARA] LURED & H B A VE
SURMI N . EALEIZEHIE O H, 4708 Devicel {HALL R &AM E, L
—AECITHE, AR S HTE G TR s KX EEEH o ARAT PR ) HE R 8] e e B
Fitish, BB ENEEAE . ERE DS TR
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[ Window] - [Show pixel info]

CoNERERE I, 1% MR R E R XN AT RAREE e R = % (. RGBA 1H
DL A B AL o 3515 2 A KON TR FE AR (Depth-StenciD A% 20, I R JEIE 2 /<K (Depth)
B, G @B R/ (Stencil) ff. #8311 Rendering Device, M7l RGBA B2k
H Devicel, 411l RGBA {5k H Device2, 41l 18,

R:6 /B
G:ea /88
E: 100 /4 100

A 2hh 4 285

A9 N 297

K 18

[Window] = [Show Graphics EventList]

IR AS J5 il Graphics Event List,«Jfsidr Load Next Frame 124, IS 12 AR B
figetr, FEUMIERE R R . TS S R R, BEHMEE . G RE1k
Show All Events, #JEMEEMEIRIE S CH APl 5 C/aik, WE/RFTA D3D
API. 7] DLW AR HEAE 184, Playerl2.exe ¥iziT Rik e W F4F. Flan:
i 5% Draw 5%, RIMT &5 % Draw TESLEE R .

[ Window) > [Show Display Range]

MARGBAr 5 Depth/Stencil HiE 2R 7~ 1) Color Channel; [A]H) A] L T Min/Max Value
A HE W7R ] Color Channel HI{H .
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3.1.3 [3¢&4= Option]

3.1.3.1 [Options] 2 [General 1]

Player Options

General l EMndell Enmparisnn] Misc ] D10 I

General

Log File |player.log

[v¥ Dump Frame to DDS I Dump Frame to BMP

v TimeStamp ™ Dump RT Perdraw

™ Dump Vertex Data ™ Compare Vertex Data

™ Dump FBQ Buffer ™ On Chip (enable model extension )
View

Iv Show pixel grid(scale = 8:1)

™ Show subpixel gridMSAA num™scale > 8:1)

™ Show difference percent in pixel info

Iv¥ Auto adjust window size to rendering dimensions

™ Mouse Left Button show valid pixels instead of different pixels

MRU(Most Recently Used) Script path

1

2

A

3

Recent Used File Number(1-20) 10

ok | Cancel

< 19
[ General'iX 3]
Log File:
T %€ Player B4t H &S0
Dump Frame to DDS:

FERFMTAE BRI, H 24980 RT M7E Ye4s 3 dump A4MEE DDS 0. SCHEE4EN: Hardware
Device {# ] script_path/../dump.hal, Reference Device 1 Ff| script_path/../dump.ref.

Dump Frame to BMP:
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FERFWILE RN, R4 AT RT A7E S5 R dump J94hE BMP 31
TimeStamp:

£ Draw i B J& 48 A I [A) 8K

Dump RT Perdraw:
BOIEJARESAT )G, # RT BIEREE R dump Y5 DDS 30
Dump Vertex Data/ Compare Vertex Data:

YEHF P CModel 7R85

Dump FBO Buffer:
REATIRE, A .
On Chip:

T8 Y T2 fF Chip 2158, LA H Model Extension/Zlj g

[ View Xi%]
Show pixel grid(scale > 8:1):
MG RO 8 I R RARE MR
Show subpixel grid(MSAAnum#scale > 8:1):
REEDIRE, AR
Show difference percentin. pixel info:
R MZEE G R E RGO, HERARNEGRE O E— R RER AT,
Autovadjust window size to rendering dimensions:
AR RS, EE TR E SR N UERCE G & . (R NERE DR AR
SIBRHIH 320x320. A UL RE, HAEEARSNTERE O, KRREs%.
Maeouse Left Button show valid pixels instead of different pixels:

REIIRE, BASCE .
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[ MRU Script path [Xi%]
WE 3 AMEE AR H TPl A B A% .
Recent Used File Number:
B AE SO 0 SR AN

3.1.3.2 [Options] = [CModel]

A Tab BT A HS CModel JF AT G HICE, AT 2 EEike

3.1.3.3 [Options] > [Comparison]

Player Options

General | CModel  Comparison | Mise | D10 |

Required to pass  |95,000000

Interger
Allowed color deviation: 7 of its format ¥ Indude Alpha

Allowed Z deviation: 258 of its format

Allowed stendl deviation: |1

Float

Allowed deviation: 0.050000

Rect
I” Enable Rect Compare Mode

Top: ’F
Left: ’ﬁ Right: ’ﬁ

Bottom: |252

(] 8 | Cancel

K 20
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Required to pass XXX:

Player12.exe FAEIRAEFEH playerlog HZHESXAFH IR Rendering Device 78 3445 H
AL RE L3R . i b Ze e T Y AT OE BIME, Player]2.exe 4 fi7x“Passed (xx%)”; 15
W, #4587 Failed (xx%)”.

[Interger X 15 ]

Allowed Color Deviation:

4 Color Channel R0 VFHIEIE R Z x (PLEMANEAD): B "Devioe 78 Jest
] Color Buffer I}, #[E—{% &K R (8 G. B) HZEMEM TR EE, NNZEEKFE/L
FEE 3 AN 100%.

Include Alpha:

ELEC A Device VE Q45 RN, F5/AIRE LI, T HEBORE £ 5\ Alpha 183 .
Allowed Z deviation:

TREAThRE, & ASCH

Allowed stencil deviation:

REITIRE, BASCH

[ Float [Xi% ]

Float Deviation:

ELA A Moat ¥ Rz v X I, 47 [F]— 18 R A0 SEZ AR TR B, WG R AU
H 73 100%.

[Rect X1 ]
PREAINRE, B AHE.
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3.1.3.4 [Options] > [Misc]

Player Options

General] EModeI] Comparizon  Misc ]DX‘ID ]

I¥ Save breakpoints

I¥ Auto pickup next flle only if it starts with F_~
[ scan script only to get compiled VS,PS code

™ Generate pass/fail report
™ Hold |1 seconds after each frame

Iv¥ Show script window when breakpoint

™ Exitif any command running time exceed: seconds

™ output successfully run line number to log file

[ Enable Z buffer dump&load
Render Size

Width Height

Iv original render size

DrawPrimitivePerTime |0

ok Cancel

& 21
Save breakpoints:
REAIIRE, B AR
Auto pickupsnext file only if it starts with “F_":
REF DR, BIASCH
Scan script only to get compiled VS,PS code:
KRB DIRE, AR
Generate pass/fail report:
i gh B 5 N report.csv XS
Hold XXX seconds after each frame:
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# A% E, Playerl2.exe /£ [Run)] > [Go (F5) )Y BT, Hish ok 544215 n 7.,
Show script window when breakpoint:

Compare backbuffer MSAA border pixels in CIL-MODEL:
Exit if any command running time exceed n seconds:
Output successfully run line number to log file:

Enable Z buffer dump&load:

Render Size->Width/Height/Original render size:

DrawPrimitivePerTime XXX:

FIRIF R NIRE TR, B A SRR
3.1.3.5 [Options] > [DX10]

RETIRETL, B A
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3.14 WRAATBH

iZ4T “Playerl2.exe -help” %t Playerl2.exe I 21T S 5.

Player usagel(ctrl-c to copy the whole content of this window in the clipboard under Vista or higher OS)

Command line options:

script_file: tells Player which script file to execute e.g. Player12.exe Dr\example.d3d
-b script_file: tells that specified file is batch file, e.g. Player12.exe -b "EX\scriptfile\batch.txt”
-n ini_file: sets location of INI file for the Destination model .g. Player12.exe -n C:\Destination.ini
-5 script_file: tells that specified file is the only file, not the first file of the sequence. €.g. Player12.exe —s D:\example.d3d
-r: tells player to ignore the script file before -r, but to execute the script behind -r. e.g. Player12.exe -b D:\test d3d —r D:\example.d3d
-f#: tells that run only the specified number of frames, -f3 means run 3 frame. €.g. Player12.exe -3 D:\example.d3d
-g image_file: tells the path or file name of the golden image. e.0. Player12.exe D:\example.d3d -d hi -g E:\ymage.dds
-0 output_file: the file name of generated report(comma separate) e.g. Player12.exe D:\example.d3d -o EX\player_report.log
-d h/r/m/v/iflfo: execution device: 'h' for hardware, 'r' for reference, 'm’ for debug version model,
execution device: 'v' for reference validation,'i' for image validation,

execution device: 'I' for released version model,'o' for model validation e.g. Player12.exe D\example.d3d -d hr
e.g. Player12.exe -d i (D:\image1.dds) (D:\image2.dds)
-p #: sets persentage required to pass comparision with Device2.{Default 95) €.g. Player12.exe D\example.d3d -p93

-t c/z/l/r/bin/p/s: display type:'c for colorbuffer,'z' for z buffer,'|' for stencil(default is 'r),
display content: 'r' for rendertarget, 'b' for backbuffer,
display msaa setting:'n' for nomal, 'p' for subpixel plane, 's' for sparse subpixel plane.

type and content and msaa settings can be combined. e.g. Player12.exe D:\example.d3d -t r
“fz/\fifu# sets deviation:
sets allowed color deviation per channel, (Default 6) e.g. Player12.exe D:\example.d3d — 5

z#: sets allowed z deviation if display type is z buffer, e.g. Player12.exe Di\example.d3d -tz —c 2128

|#: sets allowed stencil deviation if display type is stencil buffer, e.g. Playeri2.exe D\example.d3d -t 1—c

f#: sets allowed float deviation, £.g. Player12.exe D:\example.d3d —c f0.1

u#: sets allowed float deviation in ULP. (Default 1) e.g. Playeri2.exe Dr\example.d3d —c u10

-m #1(f),#2: sets CModel initial video memory size #1{MB) and AGP memory size #2(MB),

f means fake video memory to CModel, actually allocate 32ME videomem. e.g. Player12.exe D\example.d3d -m 16(f),32

- |#1,t#2 r#3 b#4: tells rect compare mode enable:
rect.left=#1,rect.top=1#2 rect.right=%3 rect. bottom

. e.g. Player1 2.exe D\example.d3d -e 10,10,r64, b6d

#=1, on; #=2, on and force overwrite,
2, on and force overwrite. e.g. Playeri2.exe D\example_0.d3d --dumpFrame D1

--dumpframe D# B#: 'D' dump every frame into DDS file, #=0, off;
'B' dump every frame inta BMP file, #=0, off;

--autopickupf #: , auto pickup next file only if it starts with "F_" ; or #=0, auto pickup next even it starts with "test_" or other. €.g. Player12.exe D:\example_0.d3d --autopickupf 0
--AutoExitliHang #: If single command running time exceeds # secands, player will exit. 0. Player]2.exe Di\example _0.d3d --AutoExitfHang 10
--QueryTimeStamp #: #=1, Query the timestamp before and after every rendering; #=0, Mo operation. e.g. Player12.exe Di\example_0.d3d --QuenyTimeStamp 1
--IncludeAlpha #: #=1, Include alpha when color compare; #=0, disable. e.g. Player12.exe D\example_0.d3d --IncludeAlpha 1
--AlphaComp: similar --IncludeAlpha 1 €.9. Player12.exe Di\example_0.d3d --AlphaComp
--DumpFail # #=1, dump image to dds when the compare result fail; #=0, disable. e.g. Player12.exe D\example_0.d3d --DumpFail 1
--ForceFullDumpCheckpoint #: #=0, disable; n=1, enable force full dump Cmodel checkpoint (in .ini file). e.g. Playeri2.exe Di\example_0.d3d --ForceFullDumpCheckpaoint 1
--proc_id #: Set the process 1D value # for writing Player_%ed.txt. e.0. Player12.exe D\example_0.d3d --proc_id 10
--ShowScriptAtBP #: Show script window after breakpoint.
#=0, Player will not show script window when breakpoint reached; #=1, script will be shown. e.g. Player12.exe D:\example_0.d3d --ShowScriptAtBP 1
--hold #: player will hold # seconds after each frame in Continue Run(F5). e.g. Player12.exe D:\example 0.d3d --hold 6
--DrawTriangeNumPerTime #: #=0, disable; #1=0, draw8drawindex command send n triangle to hw per time. e.g. Player12.exe D:\example_0.d3d --DrawTriangeNumPerTime 10

--Prepass Rpath: Enable cross device preprocessing, Player will not really run the script, it will just output prepass.txt in the script folder,
€.g. Player12.exe D\example_0.d3d --Prepass
R will generate insert.txt in the path and run script, example: "--Prepass RD:\test\" means generate insert.ixt at the "D:\test\” path and then run the script.
e.0. Player12. exe Di\example_0.d3d --Prepass RD:\test),
--dumpRTPerDraw #1,#2,#3 #4: Dump every render target when switch RT,
#1: it is the script specified frame for dump, #1=-1, means dump in location frame,
#2: means RangeType, #2=0, #3 and #4 are the index of draw command; #2=1, #3 and #4 are the script line num,
#3: means dump frame start,

#4: means dump frame end. €.g. Player12.exe D\example_0.d3d --dumpRTPerDraw -1,0,20,30
--path file_path: Sets dump foldel. €.0. Player12.exe D\example_0.d3d --path D:\dump,
--OnChip: Open ModelChip, similar Menu[Options->General-=0nChip]. e.g. Playeri2.exe D:\example_0.d3d --OncChip
--LargeChannelMode #: elite3k specific setting, Set CmdLargeChannelMode value=# by Player_%d.txt. e.g. Player12.exe D\example_0.d3d --LargeChanne/Mode #
—MxuChannelSize # elite3k specific setting, Set CmdMxuChannelSize value=# by Player 3¢d bt 0. Playerl2.exe Di\example 0.d3d --MxuChannelSize #

--adapter #: It's the same usage with "ADAPTER = %d" in script. e.g. Player12.exe D-\example_0.d3d --adapter 1

Example: Player12.exe -dhv -p95 -c2 test_script.d3d

Kl 22
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32 BEEFEBES

3.2.1 Player12.ini Bt B 3c

Player12.ini /& —/NMA[IE K SCA SO, HTHECE Playerl2.exe ()2 DiRg, i
& 7€ Dump Y [ P B RIS . Ini IR 7 RPA DHRER RS SOT k. TRiER, X E
LS Playerl2.exe HUTE[E—EffE . AREHNA—NEH ini ST H S & TE
TRIIRE o

3.2.2 B A& B BB O

o WAHTJE: ID3DI2Heap Al ID3D12Resource;

s W AP

ID3D12Device::CreateHeap()
ID3D12Device::CreatePlacedResource()
ID3D12Device::CreateReservedResource()
ID3D12CommandQueue::UpdateTileMappings()

V1 NG R N E b i B I N R ot e & S TE D B v

3.2.3 WAIaAT B % Bl i

(Dy 4 Player12. ini it & 2 Playerl2.exe [FJB2 T, FFE:
PL_SUPPORT CROSS_DEVICE=1
PL_PREPASS_FOR_CROSS_DEVICE=1

2) Ja3) Playerl2. exe 1E% BIUHIA Bl 5€ G , 10 IA B 42 HP A2 B prepass. txt
S, ZSCHIE S T S ET RO A X T A 9% Resource Ty A B S HL

(3) 4 prepass.txt HE A4 N insert.txt (RJRER T EHE ML B A), I HE
Playerl2. ini W&
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PL_PREPASS_FOR_CROSS_DEVICE = 0.
(4)  EHiH3) Player12.exe LLIEF B RHEIA . 5€ 505 % 2% [R5
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33 HMAEHSIUAMRKES

3.3.1 Insert.txt

A1 2.2 BT Player R4 T HSCHF H E X AP #n 24, Player]2.exe 3 Ff™
HEEE X APL d5 4. PRATEUK H 8 X APL n & B35 2| A, i n] DUfE A
insert. txt XM A FFEAN TS . insert. txt AJELE AT, EATHIRE AT

frameld, Lineld, scriptcommand

WR A BT 72 S04 e R A7 1E insert. txt, Playerl2.exe W AENTIZSCHE, FH1E4EE
frameld WA, 7E485%E Lineld Z RN ZATHIA A S,

R
(LD WERAAR A AR UEF LR, frameld FiLoA -1
(2)  Lineld M 0 FFaaTHEL
(3) B 01T ZHHEA G2, Liheld T W 0;
(4)  BHEEWRI G 1T 25N 15 W E Lineld=lastLineld+1;
insert.txt HIZ=EIG0 T
0, 135, plDumpResource(cmd@ -1, re\&. 6, DXGI_ FORMAT UNKNOWN, 0, "resC_6_L135.dds")
1, 64, plBreak()

/7 Player 2. exq&JFYE FNQd3d 195 135 7.2 Bi#iA plDumpResource <, FF7F F_1.d3d
W15 64 172 FiiliA pIBredlnir < -

53

ASCAFJE THE Z AR RERH B AT PR A TR AT, R ZIER R AR AR H AR, A
il 7k S Fs .



GLEWFLY WOH: OiLE ORE WAIATT DHMATT

3.3.2 HE A WL

FEIXBLAIH Player]2.exe % FH M SCHLRAMAE S5 — L8 B € Lan & MR KL IhRE, A
TR TRt S IS HUEUE, P AlAE (D3D JATE 5 fam ) & RS 8E

iy O

BB HS
plBreak Player12.exe 5 N JFAE A4k LIS AT A 4
plRelease Release D3D resource, Resource 1] ref count, 28 [0,

plCreateShaderFromFile

SRS 2 1) shadergeZd, fil#1 VS, PS, HS, Gs 4% .

plSuspendRendering

plResumeRendering

plSetString R TSRO R BRSO AR R B AT

pISetUINT pISetUINT(PL_ FREE_PTR_AUTO, 0/1) /& 75 define pointer ) memory
pIDefineUINT NAFEIRE, sRBl:  plDefineUINT(“name 07, 0)

plFreePtr RBEIHEA™ define pointer ) memory

D3D10 FAUEEMIA H & X ard

plPresent10

FH8 5 1 format &7 resource {15/ subresouce

D3D11 FAUEEHIA A & X ard

plPresent11

F¥8 2/ format J& 7 resource 3N subresouce.

pIDumpResourcell

Dump Resource ${4f .
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plCompareResourcell

4 Resources Z4 A1/ SO EE

D3D12 A [ & L ard

plDumpEveryRTAfterEveryDraw

plDumpEveryRT

#F—/> Draw 774 J& dump RTV. DSV, 7£ Player.ini F1# & dump JEH . ) /:

CmdList B4t RT 8¢ Cmlist Close I, dump RT £ /J5 f7e 44 3.

(

plUpdateSubresources

7€ cmdlist P9 EBHAT, S5 resource () H b subresource ¥ A ‘ L

plUpdateSubresourcesFromFile

7€ cmdlist PN EBHAT, ST resource (1 H Fr subresource %% % i

plPresent

N

FHAE 2 1) format f7 resource 154 subresouce.

plExecuteCommandListToDraw

S~ |\
AT CmdList H )78 R & OB

pIDumpResource

7Bl Dump Resource 3 »

A

plDumpResourcelnCmdL.ist

1 emdlist P EBHLT mp Resour: JHE—

plCompareResource

Ay

FR L

plRealUpdateSubresources

N
‘
j%%ﬁ H 45 subresource ¥

pIReaIUpdateSubresourcesFromV

Q
A
>

>IN
@E resource ) H 4% subresource %4
xS
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