NVIDIA Texture Tools

Martepuan u3 xrWiki

NVTT — ato Habop yTunut mist 06paboTku n3o0paxkeHuid, pa3paboTaHHBIN CIIeIMAIbHO s
BCTPAMBAHMS B UTPOBLIE OBUKKH ¥ VIIPOIIEHUS MIPOLlecca CO3TaHus TEKCTYP.

OCHOBHEBIE BO3MOZKHOCTH:

« TeHepanus mip map u normal map
« KOHBepTUPOBaHue (HOPMaTOB

« DXT-cxaTue

» obpaboTtka Ha GPU

ConepxxaHue

» 1 NVIDIA Texture Tools for Adobe Photoshop
« 2 nvddsinfo

« 3 nvcompress

» 4 nvdecompress

» 5 nvassemble

« 6 nvzoom

« 7 nvimgdiff

NVIDIA Texture Tools for Adobe Photoshop

[TnarvH peanu3yeT MOJIHYIO IOANePKKY GopMmaTa DDS, a TakKe COIEPXKUT IMapy CKPUIITOB s
00paboTKH CKaibOKCOB U CO3MaHUS MUIIMATIIOB.

CkauaTbh MOXKHO C oduiiranbHoro cata NVIDIA

nvddsinfo

nvcompress

Komanpa: nvcompress [onuun] damn Ha Bxope [¢pawn Ha Bbixogel]
OO01Ke OmIIHH:

« -color
CYUTaTh BXOZHOU ¢aiin guddy3HO0U TEKCTYpPOH (110 YMOITIAHHUIO)
- -alpha
CYUTaTh, UYTO BXOJHOHU (paiyl UMeeT anbda-KaHal, UCIIOIb3yEMBIN OIS TPO3PAaYHOCTH
» -normal
CYUTaATh BXOJHOHU (aiiyl normal map'om
« -tonormal
KOHBEPTHUPOBATh BXOJHOU (aidsi B normal map


http://xray-engine.org/index.php?title=mip_map&action=edit&redlink=1
https://developer.nvidia.com/nvidia-texture-tools-adobe-photoshop

« -clamp
Clamp wrapping mode (default).
= -repeat
Repeat wrapping mode.
» -nomips
OTKJTIOYUTD FeHepalrio mipmap
» -premula
Premultiply alpha into color channel.
- -mipfilter
¢dbunpTpamsa mipmap (Moxet OvITH box, triangle, kaiser)
« -float
3arpyxarthb Kak n300paxeHue C IjIaBaiouei TOuKou

Onuuu cxkKaTus:

« -fast
OBICTPOE CXKaTHe
» -nocuda
He ucnonb3oBaTb CUDA-cxkaTue
- -rgbh
dopmaTt RGBA
« -lumi
dbopmatr LUMINANCE
- -bcl
¢opmat BC1 (DXT1)
« -bcln
dopmat BC1 normal map (DXT1nm)
« -bcla
dopmat BC1 ¢ oguob6uTHOM anbdoi (DXT1a)
« -bc2
¢dopmat BC2 (DXT3)
« -bc3
dopmat BC3 (DXT5)
« -bc3n
¢opmart BC3 normal map (DXT5nm)
« -bc4
dbopmat BC4 (ATI1)
« -bch
dopmat BC5 (3Dc/ATI2)

BrixogHEbIE OIIINU:

. -silent

He BBIBOTUTH COOOIIEHHUs 0 mporecce 06paboTKu
» -dds10

ucnonb3oBaTh ¢popmat DirectX 10 DDS

nvdecompress

KomaHpa:
nvdecompress [onuuu] damn Ha Bxope [pawn Ha Bbixoge]
Onmnuu:



« -forcenormal
[TpuruMath ¢ail Ha BXome Kak normal map.
- -mipmaps
W3BrekaTs BCce mip map'sl.
- -faces
M3Bnekath Kaxayo CTOPOHy cubemap'a B OTOENbHEIM (a7l
» -format <format>
B xako# ¢opMaT coxpaHTh (daiin (MoxKeT ObTH tga unu png), o ymondanuio coxpaHset B TGA. B
opuruHaibHOH Bepcuu PNG He moagepKuBaeTcsi!

nvassemble

KomaHpa:
nvassemble [-cube|-volume|-array] 'file®' 'filel’

Onuuu:

» -cube

COXPaHAThL KakK cubemap
» -volume

COXpaHsATH Kak texture volume
- -array

COXpaHATH Kak texture array

nvzoom

KomaHpa:
nvzoom [onuuu] BxogHoW daun [BbiIXxOQHOW ¢awnn]

Onuuu:

» -§ <YHCJIO>
(dakTop MacutabupoBaHus (o ymondanuio 0.5, T.e. yMEHbUIUTE B Ba pas3a)
» -g <YHCJI0O>
ramMma-Koppekuus (110 ymMoI4aHuw 2.2)
« -f <punbTp>
MoxeT ObTh box, triangle, quadratic, bspline, mitchell, lanczos, kaiser (o ymonyauuio box)
» -W <pexXum>
MOXKeT ObITh mirror, repeat, clamp (1o ymoa4aHui0 mirror)

nvimgdiff

Hctounuk — «https://xray-engine.org/index.php?title=NVIDIA Texture Tools&oldid=1113»

Karteropuu:

HHuCcTpyMeHTapuu
TekrcTyps
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https://xray-engine.org/index.php?title=NVIDIA_Texture_Tools&oldid=1113
http://xray-engine.org/index.php?title=%D0%A1%D0%BB%D1%83%D0%B6%D0%B5%D0%B1%D0%BD%D0%B0%D1%8F:%D0%9A%D0%B0%D1%82%D0%B5%D0%B3%D0%BE%D1%80%D0%B8%D0%B8
http://xray-engine.org/index.php?title=%D0%9A%D0%B0%D1%82%D0%B5%D0%B3%D0%BE%D1%80%D0%B8%D1%8F:%D0%98%D0%BD%D1%81%D1%82%D1%80%D1%83%D0%BC%D0%B5%D0%BD%D1%82%D0%B0%D1%80%D0%B8%D0%B9
http://xray-engine.org/index.php?title=%D0%9A%D0%B0%D1%82%D0%B5%D0%B3%D0%BE%D1%80%D0%B8%D1%8F:%D0%A2%D0%B5%D0%BA%D1%81%D1%82%D1%83%D1%80%D1%8B

» Copepxumoe poctymnHo mo nuueH3ur GNU Free Documentation License 1.3 unu 6ornee mo3pHssS
(ecnu He yKa3aHO HHOE).

GNU FDL

. FREE Do
LICEMSE
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http://xray-engine.org/index.php?title=License
http://www.gnu.org/copyleft/fdl.html
http://www.mediawiki.org/

