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Performance Tuning of CAD Application by optimizing Graphics Subsystem
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Fig. 1 OpenGL Graphics Pipelines
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Fig. 2 SPECViewperf 8.1 Paformance Test
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Fig. 3 SPECapc for Pro/E 2001 Performance Test

3. ol JhAel o 5 A

OpenGL 2% A BA|2E2 OpenGL 3D-API9}= E/E =
gholH o] ofaf Alojxm, =eto]ol] o3 zt APIC] FHrof |
B 715 4 Al "k, OpenGL 1#¥ AMBEA|2=El9] 14
& 2 OpenGL =39 N8& HAANZAA, AAZ 28
MBA|=Ho A Al 233 3D 2l o] & e Alo] e
A AP 29 gt AZHERD Aake i Qi o
o] o] ZgAo] o] o}A % OpenGL 2% 1.1/1.29] 7|¥ko.
w1 Q7] wiiteltt. 2B =gtolo) o3 1Y A
BA|zEle] X o] A ofFg Aol A5 el djd
AEEINE BEHA Jak, AAo] A Aske] aglo] 7|
L g},

7} OpenGL 718k 3D L2 oAEg Aol 713 Agst 1
2l MEA2E satolHo] Mzt 1 HAe AA A
¢l s el Qo] 7P Fasith. = Aol A= SPECape
for Pro/E 20010 gt 22 MBEA|~R] 58 A8}

gl uh

Fig. 4149} e 228
s Wt IS

Higher Pointsare Better
25

20 —

15

10 / 777% B

0.5 | —®—CPU Composite
—— /O Composite

Composite Ratio Score
RN
N
N

—A— Graphics Wireframe Composite
—w— Graphics Shaded Composite
FileTime

V61.82 V61.94 V67.22 V70.78 V7184 V77.18 V77.56
ELSA/nVidia Forceware Driver Update

Fig. 4 Comparison of Updating Drives on Graphics

Subsystem
4, A&
2 A7 OpenGL 123 AEA|~E] digh st=9o] 3+
Aol 918 A4} 3D ez ol ZelAlold -8 et &
Mo Bg Avhe e 2t

1. OpenGL 18|82
ol sl AA Al 2~E A
< Ak, aHERE dA
28 S mart ufg- vt

AN = MBEA|2Ee] 714 A
ol o) o] AuiFow o
9] olulef Al Ll AJHA]

Q
Al
=
e

: A|2=¥19] OpenGL 7H; A% fg%ol% BER
238 A Ao 229t & ££ 3D 1=
o] #Aglsl tlojp|e] A Eho] AL];HXJ og xo ,\g/\ e A
iy

A AR Al A A -g5h7] SEIME Fa o] ZE] Ao
o B3t 1e)E ABalzEle] o] 9 W Salolw] T3
et ARE AEHow 7T 4 grpH . Exsh ulge o
& =0 3D TEHA AL 9x3 4 9},

REFERENCE
1. SPECopc, The OpenGL Performance Characterization
Project Group Rules, SPEC, 2005,
http://www.spec.org/gpc/opc.static/Rulesv20.html
2. SPECapc, The Application Performance Characterization

SPEC,
http://www.spec.org/gpc/apc.static/current .html

Project Rules, 2005,



