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o VRWorks Audio
o VRWorks 360 Video

o Project Holodeck
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NVIDIA VRWorks

HEVRALZZR

ZE 14 SDK

GRAPHICS

o

LENS MATCHED
SHADING

0

SINGLE PASS
STEREO

Y

MULTIRES
SHADING

v

VR SLI

HEADSET

—
i
=

CONTEXT
PRIORITY

¢

DIRECT
MODE

oo

FRONT BUFFER
RENDERING

PHYSICS & TOUCH

PHYSX

PROFESSIONAL

B>

WARP &
BLEND

>

SYNCHRONIZATION

>

GPU
AFFINITY

§

:

VRWORKS
AUDIO

360 VIDEO

VRWORKS
360 VIDEO

-

GPUDIRECT
FOR VIDEO




VRWorks Audio
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NVIDIA VRWorks Audio

o HRIE— & X FFHEH IR B RIEERN A S VERBR G F

o SERTIEIIE FEIMMERREIBIR
o NEE(EAFLUEE(Pre-backed) TIE
o MR ALENIIEE

o HFIXFEF kB EREE( NVIDIA Acoustic Raytracer / NVAR )
o {§F CUDA F1 NVIDIA OptiX Jt4kiBER5 |88 s0if



Audio Path-tracing
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Video: https://youtu.be/Ozhywx2YbzM
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https://youtu.be/Ozhywx2YbzM

VRWorks Audio BT {E& 2k
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VRWorks Audio & Bk B3 5 25

o 4 R EFAER 85 (Convolution Filter), ZHE 57

o — MK —1 FiR/MIFE A

o BN IEAER AR E T M, BN, T8, EEFIR




VRWorks Audio B

o BT VRWorks Audio SDK FF £ 6
o BE THXENH, APIEE, 1RAASCHE ZAIFE

VRWorks Audio SDK is a set of library, APls, documentation and sampe DOWNLOADS
applications aimed at game and application developers for creating 3
fully immersive audio experience in 3D space. With support for effech

such as directionality, reverbs, occlusion, transmission etc., VRWorks

Audio allows the developers to add real-time, GPU-accelerated path-

traced audio to their applications, games, and virtual reality
experiences.




VRWorks Audio B

o fEfft T UE4ARI a4 (ZETUE4.15)

o https://developer.nvidia.com/nvidia-vrworks-and-ue4

Access UE4 GameWorks Integration:

In order to access the UE4 GameWorks integrations, you will need a

(Includes Multi-Res shading, VR SLI, Single Pass Stereo and Lens Matched Shading]

3 (Includes Multi-Res shading, VR SLI, Single Pass Stereo and Lens Matched Shading)
(Includes Multi-Res shading, VR SLI, Single Pass Stereo and Lens Matched Shading]
(Includes Multi-Res shading, VR SLI, Single Pass Stereo and Lens Matched Shading]
(Includes Multi-Res shading, VR SLI, Single Pass Stereo and Lens Matched Shading]



https://developer.nvidia.com/nvidia-vrworks-and-ue4

VRWorks Audio ZEUE4 )& FH
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VRWorks Audio ZEUE4 )& FH
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o EIMHEIZEHR

O

End-User Settings

Gameplay Debugger

Garbage Collection

Input
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VRWorks Audio ZEUE45RY{E B
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VRWorks 360 Video
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VRWORKS 360 VIDEO
TR

STRHEEE, BHERTL360°% VST

. STETRE A PHEAKIBNLE SR

« GPUNNIRBVIRSRARRD, ROE, 19
1k, #Hx, K4mhs

« X375 & (cube-map)FIEIEREIFE S
=[&(equi-rectangular panorama)

“THIXMIHIEI60 B 4T 57 FERT H BAZEHT 1T
, E =K. NVIDIAZIVRWorks 360 Video SDK &
360 1552 B F 1% STRIVREG TIETE, 1244 S0R14G, /5

) N . IEEHI360 5.
« 5GPUDirectil s AR—[E] T{ER]
g;_% ﬂﬂ{&ﬁi&ﬁg?ﬂﬁﬁﬁ%ﬂy — Masaki Miyanohara, CTO, STRIVR




VRWorks 360 Video

o HMINEIE: MP4 X, RGBA 314, 5k RGBA CUDA #{48

o HHEA I : FMk(Feathering) 1 ZiFEERRE (Multiband blending)




VRWorks 360 Video

o I

E: MP4 X%, RGBA X1, 2¢# RGBA OpenGL 4
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GPUDirect For Video

With GPUDirect




GPUDirect For Video

o FHREUELIMBIEIR

o MINMIH I ZHIEFMGPUN CPURR LR
o E/IMUIKZFIE)HITEIERE DIRY FF 56

o AT 360 Video SDK —#2fE M, MIREHRMNMINE

o TEE Quadro GPU



Project Holodeck
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NVIDIA Holodeck &4}
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Video: https://youtu.be/hUsP7fsjrdg



https://youtu.be/hUsP7fsjrdg
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NVIDIA Holodeck
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https://developer.nvidia.com/gameworks
https://developer.nvidia.com/vrworks
https://developer.nvidia.com/designworks
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o VRWorks Audiof] LIS FH & & T 52 75 T SIS 5 N B SKRYEE AT 5%
IS
o MYXRTVRIFEXK, Z@3DMF A AN Z 5

o VRWorks 360 VideoitVR??i%ané%M’E%ﬁl S ARES

WMbIEIk, HHEFRHA360EE=M

o NVIDIA Project Holodeck&E &R 1A RimFNT—I&, FHE|T £HEY
witHEIMR, HRZIER T INSE

o RIFIEFAMIREEFNERINAIFA, “To boldly go where no man
has gone before” (BEREI AKX ZE Z1E)
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