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1.1 Player R T HEE AR oo s ol it i, 6

1.2 BT oo e b e, 8

2 Player9. Player10. Playerll. Playerll 1 ..o 0o 10
2.1 ULTHAE D e e e N, 10
211 LA File] e e Nl 10

212 [EEHRERUNT e e D 12

213 [3EHAE Debugl oo e 16

214 [3EHARE WIndow ] ot e e 17

215 F3EHAE OpHONE ] e oo 19

216 AT BB e s 26

2.2 R B 0 N e 27

F 0 PlaYerl2 . i i N s 29
3.0 U BN oot 29

LA R 2 2711 [ OOON 29

3.1.2° TESEERERUNT oo 31

343 [EEHEL WINAOW ] oo 35
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1 ik

Player SCRFIF H & SUBIAS SCHFRT LLiE % Direct3D A2 7 BT H 1) I APL 51
FREHE . Player R 51 T [IBOE % Jo /5 8 sh B da M HIRE 1072 BLURIA 5¢ B VEAR 52
FRyaE ovdE, BRI E R APLIA S, IR T priEdeas .

Player 2% L HH 5 NEL “Player” FFktin 44 1 exe ARk, 437 FH T [BIBOR [FIZE AL
D3D API [lIHIA, L3 1.

Player 23T R D3D API 377
Player.exe D3D9
Player10.exe D3D10. (44 i5%)
Player1l.exe D3D11(4 #iE7E)
Player11_1.exe D3D11.1(4 #iE%)
Player12.exe D3DI0@ILiE:) D3D11(FIfLiE:) D3D12
%=1

1.1 Player R TREBO/H

Player<Z T B AT J) 70 = AN X3, ] 1
(L, @EpX, =5 H P2 HRIEA .
2y wWEPERX, HTRBRERGS R,

(3) AERPREEX, IWEELT NS ME B
® 4HPIRAS: "Initializing...", "Idle", "Rendering..."
® Y5

® EYLzE. "Passed.." "Failed", 1EAf%, DLAEUEIEE 50 1 RE (W 2
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® LliZiT AT S
® ALK

ifz Player11 (C\Demo\D3DPlayer) =
File Run Debug Window Options Help I

Idle 0 Passed(100.000000%) [C:0] 274 C\Demao\D3DScript\Sample_Frame_1.d3d I

K1
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1.2 BEFE

AFETT UL Playerll.exe [F1/it D3D11 JIA 7RG, S48 Player 2 %1 1 H [R5 EIA ()8
771

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

(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) #i# [Run] > [Frame Step] sUHeHER FS, Playerl | JFHIZT BIANT 3L APL /¥
Hlo ZRIHAMENTEE RIS, [Devicel ] B 1 MiyE 4e4h

REp
K& RS RN TEE LSRG R

Hoh

H, [Déviee2Y s/~ Golden Image

WIS 24 54 Device %] L &5
Failed IF, 3% Sbm Ac 8 m] DA = oot b 2R )45 200 LU T o 42,

E
File Run Debug Window Options Help
i 117 X
4 « Demo » D3DScript v O £ D3DScript FEE -]
AR FrETHE = O @
=% R : o
s EEE .
| sample_Frame_1.d3d D3D 74 7 KB
B i €2 sample_Frame 01.dds DDS Document T KB
b P
< >
IFE(N): |Sample_Frame 1.d3d w
FI7HQ) EliE
Idle

K2
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I Player1 (C\Demo\D3DPlaye X

Fle Run Debug Window Options Help

Direct2D |

rRevicel 1~ Device 2[Validate)
[ & Hadvae | C
" Reference " Reference

Device 1 HLSL compiler ~ Device 2 HLSL compiler
’V @ Microsoft " @ Microsoft

1~ Display Type
‘ ' Color Buffer

B 7 X

1 « Demo » D3DScript v 0 £ D3DScript FEE r

|mv R B @

€ BackBuffer @ RT |RTO -

~ Display Content
" Resource Name I —— £ E=i Fuh
* 51
MipSlice [0 AnayDepthiSlice [0 €2 Sample_Frame_01.dds DDS Document 17K
i~ For Typeless Format 3 iags
 FLOAT  UNDRM  UINT B FE
" SNORM € SINT " UNORM_SRGB
|
- MSAA
‘ & Normal ‘
idle [ ]
4 < >
Image ‘
[ Uss Seaching Poh | | STHE(N): | Sample_Frame_01.dds +| |Directdraw surface File(*.dd: v |
1
| @ Use SpeciiedFile  [Ci0emo\DSeip\Ganpl_Frame 01dds | .| o 7] | =
Two image file compare | _]‘
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2 Player9. Player10. Playerll. Playerll 1

Player £7%| 1. . Player.exe. Playerl0.exe. Playerll.exe. Playerll 1.exe FJF % Ul
FHHEAE T AR — 5 HREEE, EiER MR D3D WA, KIREAH
Xt V1) Player Wit A 1Y S FH 25 - Player.exe F T [71Ji D3D9 AL, Player10.exe+ Player]17exe
Playerl1 1.exe 7%/ F[mlji D3D10. D3D11. D3DI11.1 {4 diiBL A,

2.1 Ul ThEENB

2.1.1 [3EEA File]

E Player11 (C:\Demo\D3DPlayer) x
File Run Debug Window Options Help
Open...
Run batch...
MRU DX8 File >
MRU DX10 File >

MRU path0
MRU pathl
MRU path2
MRU path3

Exit

Idle

& 4
[File] > [Open)
FTIFAE BRI

2B RO%E S AT, i Ay 44 A1 [Options] = [Misc] = “ Auto pickup next file
onlyif itstants with F_” k35| Player & 75 H & [R5 R — il

[File] © [Run batch...])

FTHF—A> batch S, F B AL B/ batch H (114 batch ST H &/ L& — AN A
AN SR BT HEAA, AT RABEE — A batch U, A1 HH e BEBRAZ BB AR A4 7K
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[File] 2 [MRU DX9/DX10 File]
SN ERITIZAT I N AN S F P ] DLE FR B — AN A ST 4B 19115

[File] & [MRU Path) %O\

BRI R 45 . H AT BAZE [Options] > [Generall > “MRU Script Path
e e H AR
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2.1.2 [3&42 Run]

B Player11 (C\Demo\D3DPlayer) X
Flle | Run Debug Window Opti

evice
Quick Switch(D3D)

Idle

Kl 5
[Run] = [Device]

FOVF [ s PC P i G 1 2% R Bl ] — NBVAS 5 BLar 2l i 5, TR AE 7 1 b o
TEYesE 8. [Rendering Devicel X3 HE QK62

® Devicel/Device2

Devicel & F 5%, Dévice2ge g1 . A device H K AECLARRS, B E MA7HIR]
Ji, Player B B A Idleii ¢ Bevice2 FIRIGIE, WERARLAUET, 7 E A NULL.

® Device Type
Hardware;

TEE 15 % 28U D3D Device, API 528l 2285t Player, D3D Runtime, Driver. Player
BATHAREE T D3D SRR -

References

(¥ reference I fI% D3D Device, API [J52Hl 248 5T Player, D3D Runtime, Reference DLL
0 d3d10ref.dll. d3dliref.dll).

Image:

In#—A~48 € i) Image dds 3CF, FHFIGIETEJe45 5.
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Rendering Device

Direct3D
Device 1 Device 2+ alidate]
% Hardware &+ Mul
" Reference " Reference
" Image " Image
Device 1 HLSL compiler Device 2 HLSL compiler
" Microsoft = Microzoft
Dizplay Type
(* Calor Buffer
Display Cantent
" BackBuffer #rT [RT0 ~]

" Resource Mame |

MipSlice |0 AnayDepth)Slice |0

For Typeless Format
" FLOAT " UNORM " UINT

" SNORM " SINT " UNORM_SRGB

M54

Image
" Use Searching Path |

* Use Specified File |\

L L

Two image file compare |

ok Cancel

& 6
® Display Type
Player B AFER M2 /R SRS Color Buffer.
® “Display content

Player 1] LLE 7~ N R P 22 I )BT render target. X T-3&Far/ZiEY HEr (MRT)
s gl srh, —mir et & 24 RT, H& RT B £ Subresource, ifid V)4t RTO-

RT7 ¥ & & RT i MipSlice 1 ArraySlice, A] LAF$ 57 7] Ve YL () 800 AN 22 78 4 H bR
(MRT). B4 Display content J5, Jo75H )i Player RJ o] SEI & B VE G445 K

® HLSL Compiler
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2 ETE A ) HLSL & 23 2R 125 45

® MSAA

ME IR surface /& msaa texture B, Normal #5% 7~ downSampled surface.
® Image

8 %€ Rendering Device E 1% 1) Image 8¢ Image 115 . i%EFE “Use Searching Path”
i, Player HaN#EES 2 AR R4 dds L.

[Run] > [Break]
E BB AT A

[Run])] = [Go]

Idle RAHS, FFURIE1T, FeHair BEER breakpoint B E % A AT Ly, B3 H
AR . 24383 breakpoint B, 2 M [Go) BiXDNE 2T [ Command Step) ikl 4 H
{fF [Frame Step]. [Command Step] 8% FCommand 'Skip) #zH}, Player 2 7E K —1hii
DR B e, YAZBITS R, Player 2#at, 2[R Idle IRE-

[Run)] > [RT Step]

Idle ARASHS, FFIRIEAT, F548H24T B3 2 breakpoint B Present fiy 4, 5 # HIEE 1%
38 3| breakpoint I/ NLGoY 15 7] 4 2] [ Command Step 15X . >4 H F{FH [ Frame
Step). [ Command.Step J. 5% ['Command Skip] #:3F), Player 27E & —Mit)) o] 21X Lo
Ko YA §745 s Player 2151k, 48 [A] Idle IR,

[Run) - [Draw Step]

Idle Ay, Hahiatr, FFgHa T HRE 2] breakpoint BLF{E G4, BE HILES 1R
438 31 Breakpoint I, 23 A [Go 115 1) #: 2] [ Command Step 18X, 4 H i H [ Frame
Step). [ Command Step] 5% [ Command Skip] #:3F}, Player 2x7E F — ity 5] 2] ix Lo
e HHARIZITEE W, Player 2151k, A8[H] Idle RS

[Run] = [Frame Step]
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Idle IRASHT, FFURIZAT - AT — W5 15 T 2K . i ] Breakpoint 31 Player V)4t £l Command
Step] Bz, MUPIAZBITE R, Player &5 1E, Z2[A] Idle KA.
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2.1.3 [3E542 Debug]

H Player11 (C:\Demo\D3DPlayer) *
File Run Debug Window Options Help
Idle ‘ | ‘ A

.
ASZ R NI [Normal mode] —FhAR 2 .

[Debug] > [Normal mode]
PERBE S, AT A APL dr % B
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2.1.4 [3EEA£ Window]

B Player11 (CADemo\D3DPlayer) X [ cColor/Depth channel display range

254 RenderTargetView = "RenderTargetView0" ~

File Run Debug Window Options Help o
255 | DepthStencilView ="' T = Display Rang=
256 |} ow scripf
287 Show view control W Repth W G/Stendl VB WA

258 |} Clear RT
259 |ClearRenderTargetView
2600 {
261 Name = "HenderTargetViewl"

262 ColorRGBA =0.000000,0.00000,1.000000,1.000000
263 |}
264 |}
265
266 |}f Render
267 (i
268 |Draw
269 {
270 | VertexCount=3
Start¥ertexLocation=0

Show pixel info

Show Display Range Min Value |0.000000 Max Value |255.000000

ALY

oK

[~ Frame buffer view scale

s

[ Window] = [Show Script]
R E O BRI .

[ Window] = [Show View Coritrol]

JE SR B A TR WD A CABCRIE G 55, ] DL/ NIB 5L, TROR I BEXS 1> Rendering
Device #J/ER: MUK/ TE G 6 12 OB RN FIREN 2% . T LLRBN & D B EY4s
R A RS AAL R & 1, 1 Devicel JHALA R &5 4imk &1, LA —
AN ETTHE, noR 2 HTTE S B O R 1 XTE Bl o AT BALE (3 € ) HE o ) et o 72 B O 4
B, ALK S BT S AL E . ERE R R

['Window] > [Show Pixel Info]

HANGREEEELD. BRGEEETOERIJAARAATEE R (EERXEBA) 1
RGB/Z/Stencil 1H M E1EE .
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[ Window] = [Show Display Range]

JA 8] Color Channel &7~ V8 [ & . 7] LA 7€ B 7~ ) Color Channel, FF H Xt 1% %€ A Color
Channel ¥{E —MNERPVEEE, TERAREUEE MG RS, REREREEH

WIIB R R
2
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2.1.5 [3¢&4= Options]

2.1.5.1 [Options] 2 [General 1]

Player Options

General IComparison} Mise | D10 |

General

Log File |
™ Dump to DDS every frame [~ Dump to BMP every frame
I Release atFrame End [~ TimeStamp

View
™ Show pixel in hexadedmal
™ show pixel grid(scale > 8:1)
™ Mouse Left Button show valid pixels instead of different pixels
™ show difference percent in pixel info

™ Auto adjust window size to rendering dimensions

MRU(Most Recently Used) Script path

L

Recent Used File Mumber(1-20) 10

0K | Cancel

&9
[ General [X1%]
Log File:
RE RS S 44
Dump‘to DDS every frame:

M) 45 2 dump 24 HT RT 2#l45 R IRGF L2 DDS . AT HATHAHRZ TR
dump.ref (REF Device) 5§ dump.hal (Hardware Device) T H . Dump CAF LA
%%, N DDS #:, T{FH Direct3D LU T HATH

Dump to BMP every frame:
BEWIRIZEE dump AT RT 264 RRAFE BMP SCfF. AT HAT A H 3% T 1
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dump.ref (REF Device) B dump.hal (Hardware Device) T HzxH'. Dump S 4 PAEIA
&%, N BMP g

Release at Frame End:

BT I 5 OB Player WA I FTA XN R ILDIREIUEH T 84> Rendering Device;
RURBEUE A R VFEAT LA (Player 2% P51 Rendering Device #E47 EEX) .

TimeStamp:

£ Draw fir 55 A TR

[View X% 1
Show pixel in hexadecimal: 16 |5 ER1ERE L.
Show pixel grid: 420 BB IS 8 51 B IR RIHSC

Mouse Left button show valid pixel instead of différent pixeéls: =47 )5 P M &0, Ki%
BRR S 7s DL AC AR 2R A CBRIA K 3% BRPR B R AL BR B R 5, DME R IR R 2 2D .

Show difference percent in pixel info: 4 BN W H, BRGERANZER AT,

Auto adjust window size to rendering diménsions: [ 311 % & 11 /N FITE L AI4E KN .

[ MRU Script path [Xi% ]
BB 3 A2 W AR
Recent Used FileeNumber:
AT ST AN
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2.1.5.2 [Options] - [Comparison 1t ]

Player Options

General Comparisan | Mise | D10 |
Required to pass  |0,000000
Integer
Allowed color deviation: 0 ofits format [ Indude Alpha
Allowed Z deviation: 0 of its format

Allowed stendl deviation: |0

Float

" ULP deviation: 1
(* Float deviation: 0.000000

Rect
™ Enable Rect Compare Mode

Top: ’D_
Left: ,U_ Right: ,1_

Bottom: ’1_

Required to pass:

£ LB 2R, /Player 2 AERSAE 1 R 7R M1 Rendering Device Y8 445 R B 1 70
oo % 70k T AT B, R B "Pass(xx%) ", 75 U {2 75 "Failed(xx%) "«

ks Player fEHHRIEHAR T 0 LU, ROV RPICIEE R B R ZRE, R TRED
WEMG R Z R R EX SR, JrRA g A %,

[integer X1 ]

Allowed Color Deviation:

£~ Color Channel FCVFIEIE M Z x (CAHAS WAL : LEETH A Device 78 42t R 11
21
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Color Buffer i}, #Z[E—4ZM R (8% G. B) HEEMK T IS, WHZEE S1ZE1E
X LA N Pass.

Allowed Z Deviation:

RVF Z E x (DAL : BB Device {EGAE RIRE L M IXI , 21H
—BERN Z EEERTRRE, WZEBRSRZIEIES ALY Pass.

Allowed Stencil Deviation:

FLEH A Device YE S 4l R 22 o X IV, 5 R — GO BRI 2 (E LR L B &, A%
B3R RHZIEIER LA Pass.

Include Alpha: LLE AN Device VE 4L 45 M), Ak M0, T B BUR£1 4 Alpha J#iE

[ Float Xi% ]

Float Deviation:

FLEE A float k& ZR M IX I, 25 [ —15 3R VRSB ZEAR T o B, WA S iiZiE
TEXS LEALA Pass.
ULP Deviation:

FLALPAS float k% 2Nz i X IF, o —BEHA 9 B T L B, WNZAR 3R A s E X) b
MA Pass.

[ Rect X1 ]

AIEFER ) Rect MBS, WA E DAk o —MER, BRI R A K&
o v Mot EVASHOE LTI/ E . P Ba] DU BUbs A S 46 52
ZAEI X s
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2.1.5.3 [Options] > [Misc i ]

Player Options

General] Comparizon  Misc ]DX‘ID ]

™ save breakpoints

I show script window when breakpoint

™ Auto pickup next flle only if it starts with F_~
[ scan script only to get compiled VS,PS code
™ Generate pass/fail report

[T Exitif running time exceeds seconds

I Hold |U— seconds after each frame

Render Size
Width Height

Iv original render size

CrawPrimitivePerTime g

ok Cancel

<11
Save breakpoints:
DRAT- ¢ L Y A AS 8 s
Show script window when breakpoint:
168 3 W7 B A T
Auto pickup next file only if it starts with “F_:

X IEEE ) 22 WU, b eI, A EShEREL “F_7 JFkan AN Wi, 25k
SIARZE, Player 2 HANHR “ a4 AR H LB IE B 25 K7 K — WA

Scan script only to get compiled VS,PS code:
PN PATIIAS, 13RI E B AR

Generate pass/fail report:
23
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R ER

OplE O OWESATT BIMBATE

L4 B 5 N report.csv SCAF o

Exit if running time exceeds n seconds:

4 Player iz 47 I [ id

n FPEY, Player iEH .

Hold n seconds after each frame:

S Z WU, ERRES RS n A,

Render Size:

HE SRR

2.1.5.4 [Options] > [DX10 1T ]

TR A s BT

Player Options

Eenaralw Comparison | Misc D10

DX 10-streamout

I™ Streamout DUMP [~ CompareBuffer DUMP

[ Streamout Comparison

Comparison

" INT32

INT TOLBITS: [}
FLOAT TOLBITS: |0

[ alpha Channel Comparison [~ Absolute Error

+ FLOAT32

-

Cancel

Kl 12

I tab TTEFXT Player10/11/11_1.exe A XK.

[DX10 streamout X 15 )

Streamout DUMP:

2026 #ZIERBERBR AR AT . REFMIVFN, AEASTAET R R, 898 BT, IS

24

Wik A e v 1 RO B U 75 1




GLEMFLY A DA O DWBATT BABATT

dump streamout buffer F.so X

CompareBuffer:

M1 E T WA Rendering Device B, 7Ei8 2 JHIA iy 2 "CompareBuffer" i, ¥ buffer #%fi
AN xt .

Streamout Comparison:

M E T P Rendering Device B, Lb# Devicel 1 Device2 Z[B]FTH streamout buffer
(KEN SO B,

[ Comparison X1%]
INT32 & INT TOLBITS:
PR X IR e SO RE R 2, R E TR
FLOAT32 & FLOAT TOLBITS:
FUIR G b DX I R B B9 T A 2, IR BBV IR S
Absolute Error:
FEREPE AN i R BT IS 5 P 46 0 284
Alpha Channel Comparison:

FL P ANE G2k B, 56087 Alpha JEIE, W—J3FHL#H Alpha i,

25
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2.1.6 I ITSH

/] “Player/10/11/11_1.exe -help” HH i 1T7S %

7 Player usage -

Command line options:

[script_filel: the script file to execute

b script_file: the batch file

-2 image_file: the path or file name of the golden image

o output_file: the file name of generated report(comma separate)

Fd hri: execution dewice: 'h' for hardware, "1’ for reference, ' i’ for image validation

Fp #: sets percentage to determine pass or fail when comparing (Default 95)

It crbn:
display type: ¢ for colorbuffer

display content: "r' for rendertarget, b’ for backbuffer
display msaa setting:’'n’ for nermal
Fc  #: sets allowed color deviation per channel (Default B)
c z#: sets allowed z deviation if display type is z buffer (Default 256)
-c f#: sets allowed float deviation in float (Default 0.05)
c u#: sets allowed float deviation in ULP (Default 1)
--cdunpframe D# B#: ‘D’ dump every frame into 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.
F-autopickupf #: #=1, auto pickup next file only if it starts with "F_" : or #=0, auto pickup next even it starts with “test_” or other.
F-AutoExitIfHang #: if single command running time exceeds # seconds, player will exit
F—ShowScriptAtBP #: #=0, plaver will not show script window when breakpoint reached; #=1, script will be shown
F-QueryTimeStamp #: #=1, Query the timestamp before and after every rendering
F-IncludeAlpha #: #=1 Include alpha when color compare, #=0 disable
F-DumpFail #: #=1 dump image to dds when the compare result is fail, #=0 disable
~-DrawTriangetunPerTime #: #=0 disable, #!=0 drawbdrawindex command send n triangle to hw per time

F~MRTCmp: Enable to compare Mrt with Golden Image, normally combined with —tr and —dhi

K13
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22 EREEKEE

TEREAS 5] TS, Bk T 5€ 38 A )78 G441 55 , Player10.exe Player11.exe 11 Playerll 1.exe,
D3D10. D3D11. D3DI11.1 4t + H & A G & SLILAMAES . TRIIM LD
F R ZhRetE 5 & A2

WeIE:

(1) CompareTexture “TextureName”

(2) CompareTexture “TextureName”,Subresourceid

TIRE R HTE:

4 (1) KFEE— Texture £/~ Rendering Device H 7 ez 5, %f LL TG M\subresource.

4 (2) Ktb— Texture £/~ Rendering Device H 78 ezt 5, Xt Ebdi ¥ subresource..

HTEE:

CompareTextureWithFile “TextureName”,”FileName.DDS”

TIRE R VER

¥ Texturel D/2D/3D 518 5ERHT dds SCi3fLE, &) EBEIFE Y subresource. dds 34 texture 75 A% texture IR/ —F.

*2

T iE:

DUMP TextureName”, filename.DDS

DhRe & A

Dump $§5E resource FHi & 1.
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ik
DUMP_EVERY_RENDER_TARGET ON/OFF
TIRE R VS

YI#: RT #i, dump 47 RT | DDS 314

IR
DUMP_EVERY_RENDER_TARGET_AFTER_EVERY_DRAW ON/OFF
TR R

& Draw i 2 HAT5ENR)E, dump 47T RT 2| DDS (4

TiE:

BREAKPOINT

TIRE R VER

Player #1%,

& EE:
SUSPEND_RENDERING/ RESUME_RENDERING
DIEB R

15 13K 2 render 2544, Ll draw, drawIndexedInstanced, dispatch.

*4
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3 Player12

Playeri2.exe - [al/ D3D10. D3D11 [EACTEIEIA, LN D3D12 A,
3.1 UIThEEN R

Player12.exe [ Ul & AR A K S THREAN TS 2.1 E WA Player R4 TLHEE —
., [AE A Playerl2.exe ) —YE4H HEEAN .

3.1.1 [3EEA File]

B Player12 (C:ADema\D3DPlayer) X
file | Run Window Options Help

Open..

MRU DX File

MRU path0

MRU path1

MRU path2
MRU path3

Exit

Idle

Kl 14
[FileY =1 Open]

FUAF A SO . Lhe.d3d” NG GRS .
[File] > [MRU DX File]

BN EREAE A ) DX A

[File] & [MRU path0/1/2/3]
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X R B A B A 2% 42 (MRU Path),  A] {£ Options 3 #.H1[f] General> MRU(Most
Recently Used)Script Path AT ACE , 1% DhReA B T PRE AT T B ARis42. 2 miidi [Filel
> [Open] K, P REMNTIE K E LT H) MRU Path AR 52 7 31 1 H b A SO

[File] > [Exit] /\
1B H Player. /O
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3.1.2 [HEAE Run)

B Player12 (C\Demo\D3DPlayer) x

File Run Window Options Hel
T e
Quick Switch(D3D) ¥
Go To Frame
Go
Break

RT Step

Draw Step y
a

Frame Step
Crmdlist Step
Restart

5 \ y

[Run] > [Devicel %4

FO Y[R IS TEC B A VE G 0% R RIS AN IS, I Hoar sl 2l 5, RIS RS D b R
16,

TEYesE 8. [Rendering Devicel
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OF

/4

A

Al OPLE ORE DHNEATT BINEATT

Rendering Device

Diirect3D
Device 1 Device 2[Validate]
* Hardware & Nl
" Reference " Reference
" Image 7 Image
Display Type
+ Color Buffer 7 Buffer " Stencil Buffer

Display Content

" BackBuffer
@Ry [FT0 =

" ResourceName
MipLevel |0 LnaplayerdDepth |0

Image
" Use Searching Path: |

* Use Speciied File ||

[ ERg

Two image file compare: |

ok | Cancel

%16

® 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, (JF: Reference {{i& T DXD. R
Player12.exe ¥ LW Pevicel 5 Device2 HIVEG4E R,

® Display Type

Colox Buffer:
R AT TS H AR EUE & R B P X A .
Z-Buffér:

IR G HTE G H R RR M XN A
Stencil Buffer:
BN HHTE G H AR AR 22 X N
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® Display Content

BackBuffer:

BIRASHEELZ I X

RT:

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

BRI E BB

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

[Run] = [Quick Switch(D3D)]
¥E RTO £ RT7 5E &% M X Z A1)

[Run] = [Go To Frame (F3)]
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Player 1217 % 45 & %L -

[Run] > [Go (F5)]

RSk SHE,T, ERBRIER. W m s8R A i

[Run] > [Break (F1)]

JHAIZAT A, 4% F1 8EF. GESEEIesio

[Run)] = [RT Step (F6)]

1247 8| F—~> OMSetRenderTargets -

[Run] > [Draw Step (F7)]

ZAT3| N — Draw 5 %

[Run)] - [Frame Step (F8)]

THRE AR EEIZAT, H A2 IRERHRE OB Rl B il — i

[Run])] > ['"CmdList Step (F9)]

BATEI N AND3D12 #) ExecuteCommandLists.

[Run)] 2 [Restart]

Z 12T A
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3.1.3 [3E&542 Window]

uiﬁé'lil-:":j_'jiaé b4
File Run Window Options Help

B Graphics Event List - O x
Load Next Frame ¥ Show All Events
--45; cmdA_LReset() /fine 430 A

- 46: cmdl_1.Reset{rmdA_1, pipeState1) jfine 431
~47: cmdl_1.SetGraphicsRootSignature{rootSig_1) /fline 432

48: omdl_1.SetDescriptorHeaps(1, heaplist_1) /fline 496

49: dHeap_2_gpuH_1 = ploffsetGPUDescriptorHandle(dHeap_2, 1) /fline 498

50: cmdl_1.ClearUnorderedAccessViewUint(dHeap_2_gpuH_1, dHeap_3_cpuH, resC_4, color_0, 0, NULL) /fline 500
.- 51: dHeap_2_gpuH = dHeap_2.GetGPUDescriptorHandleForHeapStart() [/ine 502
- 521 amdlL_1.5etGraphicsRootDescriptorTable (0, dHeap_2_gpuH) /f{SRV, UAV} /fline 503
+53: cmdl_1.RSSetViewports(1, viewP_1) fline 515
- 54 cmdl_1RSSetSdssorRects(1, rect_1) /fline 524

55: cmdl_1.ResourceBarrier(1, barD_2) ffline 537

56: cmdL_1,OMSetRenderTargets(1, desc_h_1, FALSE, NULL) /fline 540

- 58: cmdlL_1.IASetPrimitiveTopology(D3D_PRIMITIVE_TOPOLOGY_TRIANGLELIST) /fine 545
- 59: emdl_1.IASetVertexBuffers(, 1, vb_1) ffline 553
+60: cmdl_1.Drawlnstanced(12, 1, 0, 0) /fline 555
+81: cmdl_1ResourceBarrier(1, barD_3) ffline 567
62: cmdl_1.Close() //ine 572
&3: dev12_0.CreateCommandAllocator(D3D12_COMMAND _LIST_TYPE_DIRECT, IID_ID3D12CommandAlocator, cmdA_2) /fine 576
64: dev12_0.CreateCommandList(0x0, D3D12_COMMAND_LIST_TYPE_DIRECT, cmdA_1, NULL, IID_ID3D 12GraphicsCommandList1, cm
- 65 amdL_2.Close() [fline 579
- 66: cmdl_2.Reset{rmdA_2, NULL) /fine 580
- &67: cmdl_2 ResourceBarrier(2, barD_6) ffline 607
&8: cmdl_2.ResolveSubresourceRegion(resC_5, 0x00000000,0,0,resC_4, 0x00000000,NULL,DXGI_FORMAT_RS8_UINT,D3012_RESOLY
69: cmdl_2.Close() //fine 614
: _1.ExecuteCommandLists(2, list_2) /fine 613
: swap_0.Present(1, 0) /fine 619
.. 72: plCompareResource(cmdQ_1, resC_5, DXGI_FORMAT_UNKNOWN, Oxffffffff, FirstSFB_golden_after_resolved_MipRegionUsed_lev v
< >

57: cmdlL_1.ClearRenderTargetView(dHeap_1_cpuH, color_1, 0, NULL) /fline 543

Idle o levels=1 Layers=1 depth=1 619 Sample_Frame_1.d3d

K17

[ Window] = [Show view control])

Ja S 4 U T s DNBORTE e 5, T DA4a/NE R, ORI BEXT IS Rendering
Device 1480 JANJGS {EIE N2 HIRE R A R 5025k 7] LLRBNE N & B 1E 44
R E SAE S E O F, H—IF Devicel JE44E R & dang i, Linfa—
A A HE PR M ATE G i D BT B 1 X3 Bl . m] PAFE (66 HE A ] 5 o 70 B 94
B B B BT B B . TEYE 22

[ Window] = [Show pixel info]

TONEEREEE N, ZE R RTE G XN AT AR TR A TR MR R R . RGBA {E
PLURA B AA R o 4515 FAS ONIR BE AR (Depth-StenciD A% 28, I R #iE 27~ FE (Depth)
B, G @WIEE/REMR (Stencil) {H. # 3 3IP> Rendering Device, N7 fll RGBA fEk
H Devicel, £l RGBA £k H Device2, I 18.
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R:6 /B

G:88 /88
E: 100 / 100
& 255 /) 255

191 %297

K 18

[ Window] = [Show Graphics Event List]

IR PEIA J5 5T Graphics Event List, Jf i Load Next Frame {4, I 12 JHIAE 47
fEtt, FFURTEMEIRR . ATRLR S5 R, BEIEAELR. HRAI%E
Show All Events, LRI R miE RA KR FI<ARIS 2 )ik, NE/Rrf D3D
APL, AU HmIEME R R E R4, Playerl2exe ¥iziT 2k @ M H4F. Flan: 55
R I3 2% Draw $5 4, BIR] & F % Draw g as K.

[ Window] = [Show Display Range]

M RGBA 8% Depth/Stencil/ st 2 i /< 1] Color Channel; [A]H 7 LLif i Min/Max Value
W T 7R ) Color Channel F/ED.
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3.1.4 [354= Options]

3.1.4.1 [Options] > [General 71 ]

Player Options

General ]Enmpalisnn} Mise ]

General

Log File ‘
™ Dump Frame to DDS - Dump Frame to BMP
[ TimeStamp [” Dump RT Perdraw

View
™ Show pixel grid(scale = 8:1)
™ Auto adjust window size to rendering dimensions

™ Show difference percent in pixel info

MRU{Most Recently Used) Script path

£

2,
T

L

3

Recent Used File Number{1-20) 10

0K Cancel

K19
[ General [Xi%]
Log File:
fRAE Player H%mH H &S0
Dump Frame to DDS:

FERRMEE RIS, 44 21T RT BVE 545 R dump A4S DDS 0. SCAFE&1E9: Hardware
Device {8/ script_path/../dump.hal, Reference Device 1 Ff] script_path/../dump.ref.

Dump Frame to BMP:
FERFWILE RN, R 24 AT RT AUVE S5 R dump J94hE BMP 31
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TimeStamp:
£ Draw 2 HiJ J& 7 A B[R] 8
Dump RT Perdraw:

FRRIE AR FPATE UG, B RT FEZEE R dump 95T DDS U

[View X% 1
Show pixel grid(scale > 8:1):
EBEHUI Y ON R RPN S
Auto adjust window size to rendering dimensions:

R EE, TEOEEs B/ NUERE & N AN TE Y E &N
SFRR#N 320x320. & oARE HKE, HIEE O R N TNEYE O, B EREsN%.

Show difference percent in pixel info:

HEMZEE, ERREEE Y, KHEARNEERE OHERRRNESR AL,

[MRU Script path [X15]
BB 3 AN E A RS T ol e A B A%
Recent Used File Number:
B AE F SO B B
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3.1.4.2 [Options] > [Comparison]

Player Options

General Comparisan ]MISE 1

Required to pass  |0,000000

Integer

Allowed color deviation: |0 ofite format [ Indude Alpha

Float

Allowed deviation: 0.000000

Ok | Cancel

& 20
Required to pass:
Player12.exe R AEA{RAVEEM HE SO BRI Rendering Device Ve 345 5 HAHBUEE LE

F, HIZLRE T B R EBRME, Player]2.exe ¥ &/~ “Passed (xx%)”; &M, &R
“Failed (xx%)"*¢

[Integer X35 ]

Allowed Color Deviation:

£F~ Color Channel UYFHIEN A ZE x (PAHASKNHAD: LEEA Device 18 b4k
] Color Buffer I}, #[E—% &K R (8 G. B) HEMEMTHEE, NiZE RS0
THIE X EEALA Passo
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Include Alpha:

LA™ Device JEALEE R, 2 IR I, WKL Alpha J8IE.

[ Float X1z ]

Float Deviation:

FEEA float #8ZE X I, 25 [Al—1& R TR SE ZEAT ik &, WHZAE R A iziE
TEXT ELAR A Pass.

3.1.4.3 [Options] = [Misc]

Player Options

General ] Comparison  Misc

[™ save breakpoints
™ Generate pass/fail report
™ Auto pickup next file only if it starts with "F_"

I Hold |E|7 seconds after each frame

[ Exit if running time exceeds seconds

Render Size
Width Height

I¥ Criginal render size

aK | Cancel

K 21

Save breakpoints:

TRAF DL B BIAS B 5
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Generate pass/fail report:
L4 B 5 N report.csv SCAF o
Auto pickup next file only if it starts with “F_":

XS Z WA, BRI, A SEICL “F 7 IRk SRR WA . A5
WIAR 2L, Player 2 H AN EITA “ 44 AR H LU IE B 45 /7 F — WA

Hold n seconds after each frame:
#Aa % &, Playerl2.exe /£ [Run] = [Go (F5)Y BT, HEmish sJm¥ 25 A 75,
Exit if running time exceeds n seconds:

4 Player iz 4TI (A IS n #PHF, Player IBH o

Render Size:

TEL X
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3.1.5 @172

[@] 2.1.6 /N5, Playerl2.exe ffif “Playerl2.exe -help” &FH 21T

W
=
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32 ERERFESH
TRF|H Playerl2.exe —S5 I aetE B € A2 .

A e A A \ p
" 4
plBreak Player12.exe {5 N H-25f 54k LLia 4T dr & Q@‘
AN
plSuspendRendering a4
plResumeRendering R E G4

plDumpEveryRTAfterEveryDraw

D3D12 A H5E X \Q
F—4> Draw T4 F dum %‘

pIDumpEveryRT

CmdList 4t R

se fF, dump RT #5 & 178 Yedh

pIDumpResource

pIDumpResourcelnCmdL.ist

2026 1% == JE %Y

%5
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4 Fh7eiiBd

FRAR 5 15

SR ©2026 #% =FERBERIRMT AR AR, TREPABOR .. PR8N 7@, 244
FATFMIS b 2 HE N8 DRAFRISTENASSC R o ARSIVl AMSXEA SO EAT R
AR A FVERT, TSN R BAE AL R R RSB UM B

SCAS i B

ASCAFAZ BT R AL, DU T A R A SO RAS KA H 0 07 iy g ATed ) 2. 7
AR ZHRE S SR SCRE VAT RERERRAS BB A4k, 3 LASKBR A fbhids . T U5 1R b oo
R AUt T -

TTAEFR

FEE A SR VI B KB Y, 2w AN AR HE A SEPF U v B 7 s (8RR &0k
HOCFFITHRE, BUAEFH AR EIRB I IAIA . Bloss < I AP L R R H 5T E . A
F B ASHERR VA RE AN IR A 4 Bk ) D4 E 5

B=T780F)

Microsoft. DirectX. Direct3D ZFZHRAL - H BRI I bR sl i B 7= o HAB R AR 72
i 2R RS SRR A5 E AR NP A SO 38 =07 24 BRI F AR T B e 2 4 B
HARKAR, AERBHIMBENGA = IR HA T R 1,

AIFRE
SCREYE: AMBATR ASRIA: Al. &R TEAMRA: v1.0 LA ERRA.
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