NVIDIA FORCEWARE GRAPHICS DRIVERS

Release 55 Notes

Version 56.56 for Windows

Release 55 Enhancements

The Release 55 driver offers new features not found in previous releases of the NVIDIA Driver for Windows. The following highlights the new features in Release 55:

PCI Express Support

2D and 3D graphics drivers support the PCI Express I/O.

PAE Support

2D and 3D graphics driver support systems that utilize physical address extensions (PAE)

1. PAE is an extension that enables Intel compatible computers to address more than 4 GB of physical memory.

nView Desktop Manager Enhancements

• Seamless nView support between 32-bit and 64-bit processes on Windows 64-bit Edition

• Dual NVKeystone support for independent keystone trapezoids under nView Span modes.

• Per-display Desktop Management

User Interface Enhancements

• New application profiles capability lets you associate a collection of driver

settings—such as antialiasing and display quality settings—with an

application.

• Easy access standalone panel, independent of the Microsoft Display

Properties window.

• Improved multi-adapter support.

• Improved TV and HDTV Controls

Video Support Enhancements

• Advanced de-interlacing and inverse 3:2 pull-down capability

• Enhanced HDTV and Media Center support

3D Graphics API Enhancements Direct3D

• Improved antialiasing performance

• Improved shaders

OpenGL

• New extension: GL_NV_pixel_buffer_object

Issues Resolved in Version 56.60

NVIDIA Issue Module Summary

Windows XP / 2000

106087 OpenGL 56.50, NV28GL, WinXP, WHQL DCT QFE: Bugchecks in Stability - D3D/OpenGL Scenario test.

105662 DirectX Graphics Texture corruption occurs in RenderWare Studio.

105639 Control Panel 56.40, WinXP, WHQL DCT QFE: Bugcheck C2 in General - Fast User Switching test.

105601 DirectX Graphics WHQL DCT QFE D3D: Pixel Shaders 2.x has failures.

105391 DirectX Graphics NV11, WinXP: Command and Conquer Generals back screen is black.

104858 Control Panel NV3x, HDTV: Select TV Format (Quick Set) does not bring up Overscan Configuration window.

104750 Control Panel NV17 P77, WinXP: Identify button on Settings tab doesnʹt work correctly after primary

changed on nView display mode tab.

101871 Video Quadro FX 3000: Windows Media Player turns pink or green with two rotated displays.

101473 DirectX Graphics NV17: Rendering of objects fails in Armies of eXigo.

100630 OpenGL Quadro FX 1000, Win2K: Altair HyperMesh has shading and rubber band issues.

99879 DirectX Graphics NV10: Ground turns all black in Command and Conquer: Generals. 56.50, 

Issues Resolved in Version 56.50

NVIDIA Issue Module Summary

Windows XP / 2000

105592 DirectX Graphics Final Reality causes a blue-screen crash.

105579 DirectX Graphics NV35, Win2K: Billboard corruption occurs in full-screen V-span with 4x AA.

105416 Control Panel Quadro NVS: Rundll error after modeset wizard used.

104849 DirectX Graphics 56.30, NV3x, WHQL DCT DX9 QFE D3D: Pixel shader 1.4 DX9.0 variation has failures.

Issues Resolved in Version 56.40

NVIDIA Issue Module Summary

Windows XP / 2000

105129 OpenGL 56.30, NV34 PCI, WinXP, WHQL DCT DX9 QFE: Clients bugcheck during OpenGL tests.

104991 DirectX Graphics NV35: Big Mutha Truckers does not display video during the intro videos with 4x

antialiasing. 

104985 OCG SW Shader WinXP, WHQL DCT QFE D3D: Ver. 2.0 pixel shaders are showing new failures.

104070 OpenGL Rel50/55 drivers: Visual alpha bug in Star Wars: Knight of the Old Republic.

103639 DirectX Graphics Win2K SP4, WHQL DCT QFE DX9a D3D: “GetrendertargetData - Mip Texture and Cube

Texture” causes the system to crash. 

103417 Stereo Stereo image capture broken in OpenGL.

102849 Control Panel NV36, WinXP: Auto overclocking options do not work though NVIDIA panel.

102651 Control Panel NV35, Win2K: “Restart Required” is not responsive; need to manually restart system to

install Dualview.

102258 DirectX Graphics Win2K SP4, WHQL DCT QFE DX9a: D3D Invalid Parameters test causes system to hard

hang.

102035 Stereo OpenGL stereo shows triangle corruption.

101543 DirectX Graphics NV3x, WinXP: Texture missing from one frame in AquaMark3.

Known Issues, Limitations, and Workarounds

This section describes problems that will not be fixed. Usually, the source of the problem is beyond the control of NVIDIA. Following is the list of problems discussed in this document:

• “No Antialiasing of 3DMark03 Image Quality Screen Captures” 

• “Medal of Honor Under Windows XP and Windows 2000” 

• “Hide Modes Check Box Cannot be Cleared” 

• “Windows 2000 Issue with Settings Tab Monitor Positioning” 

• “Quake III Arena malloc() Error” 

• “Windows Media Player Hangs Playing MPEG Files” 

• “AVI Playback Problems With Older Intel Indeo Codecs” 

• “Antialiasing Problems With Certain Applications” 

“GLQuake Crash and Version 5.16 (or Later) Drivers” 

• “Desktop Manager Does Not Re-Center Logon Screen” 

No Antialiasing of 3DMark03 Image Quality Screen Captures

• Problem

After enabling antialiasing from the NVIDIA Properties page, 3DMark03

screen captures—obtained using the application’s screen capture function—

might not be antialiased.

• Explanation

This is not an NVIDIA bug, but rather a result of different methods used to

render antialiased images.

Depending on a combination of factors, the driver may take advantage of the

NVIDIA hardware’s ability to bypass the front buffer while rendering an

antialiased image. In this case, the front buffer does not contain antialiased

data, so if an application takes data from the front buffer—as is the case with

3DMark03’s Image Quality screen captures—then the resulting image is not

antialiased.

To accommodate applications that request use of the front buffer, the

NVIDIA software can provide the antialiased data in a buffer to the

application. Since this negates the advantages of the NVIDIA hardware

capability, this support is enabled only when antialiasing is enabled within

the application, and not from the NVIDIA control panel.

In all cases when antialiasing is enabled, screen images as well as screen captures

obtained using the Print Screen key are always antialiased.

Medal of Honor Under Windows XP and Windows 2000

• Problem

The Electronic Arts game Medal of Honor uses a hard coded buffer to parse

the OpenGL extension string. This can cause a system crash under Windows

XP and Windows 2000.

• Workaround

NVIDIA has implemented Medal of Honor application detection to work

around this extension string crash.

Hide Modes Check Box Cannot be Cleared

• Background

One of the NVIDIA display property page dialog boxes contains the check

box labelled “Hide modes that this monitor cannot display”. It is checked by

default, indicating that only the refresh rates supported by the monitor are

listed in the refresh rate drop down list.

The check box appears in the Device Adjustments->Monitor Settings page.

• Problem

If you clear the check box, click Apply, and then close the dialog box, the

check box is still checked when the page is re-opened.

• Explanation

This function is no longer controlled by the NVIDIA driver, but has not been

removed from the control panel in order to maintain consistency with driver

designs that are currently being shipped to OEMs.

Windows 2000 Issue with Settings Tab Monitor Positioning

• Problem

In the Windows Display Properties->Settings tab, the secondary monitors

cannot be positioned directly above monitor #1 without snapping

horizontally to a position diagonal to monitor #1.

• When the Problem Occurs

The problem occurs when four monitors are connected to the graphics

adapter card, but only two of them are enabled.

• Cause and Workaround

This is a Microsoft—not an NVIDIA—bug, and there is no workaround to

correct the positioning of the monitor icons. However, the actual positioning

of the displays on the desktop can be corrected using the nView Desktop

Manager window as follows:

1 Under the Tools tab in the Desktop Manager windows, make sure

Automatically Align Displays is checked.

2 In the Settings tab, position the appropriate monitor icon above monitor

#1, then click Apply.

The mouse cursor movement between monitor desktops will correspond

to a vertical orientation of the monitors, even though the monitor icons in

the Settings tab are diagonal to each other.

Note: This will be the case even if the monitor icons are deliberately

positioned diagonal to each other.

Quake III Arena malloc() Error

• Problem

Running the application Quake III Arena in a continuous loop results in an

application failure after several hours.

Typical failure modes include either a malloc() error (such as Z_malloc:

failed on allocation of xxxxxxx bytes) or the Microsoft error dialog

stating that “the application has experienced a problem and must now be

closed”.

• Explanation

The problem is not an NVIDIA bug, but is caused by a memory leak in

Quake III Arena. The extent of the problem depends on the method used for

looping the application:

• Using a .CFG File

Using a .cfg file actually performs an infinite recursion, which causes a

memory leak in Quake III Arena, leading to the failure.

• Running Quake III as a Local Server

Another method for using Quake III Arena as an OpenGL stress test is to

run Quake III as a local server and then either follow or spectate a bot

server. The failure can also occur using this method, depending on the

Quake III Arena version. For example, the problem has been seen with

point release 1.15c but not with point release 1.17.

Windows Media Player Hangs Playing MPEG Files

On systems using the InterVideo WinDVD player (including ones that don’t

contain NVIDIA components), Windows Media Player 6.4 halts if the slider is

adjusted while an MPEG clip is playing. The problem also occurs if Active

Movie or the Movie Player on the Windows 98 CD is used instead of Media

Player 6.4.

There are two ways to work around this problem:

• Under Display Properties > Settings > Advanced… > Performance, set

Graphics Hardware acceleration to None.

• Uninstall the WinDVD player.

This is not an NVIDIA bug.

AVI Playback Problems With Older Intel Indeo Codecs

Some Intel Indeo® video codecs prior to 5.x (notably 3.2) do not correctly play

AVI files that contain IF09 (YUV9) data. Symptoms include distorted images

and the failure of the Overlay Color Control function. These codecs come

installed on many Windows 9x and Windows NT 4.0 systems.

The problem can be resolved by downloading a release 5.x or later Indeo codec

from the Intel Web site.

Antialiasing Problems With Certain Applications

Antialiasing in the NVIDIA Direct3D driver requires each new frame to be

rendered from scratch. This requirement adversely affects applications that

render only that portion of the content that has changed since the last frame. A

common symptom of this problem is geometric structures that incorrectly

disappear and re-appear as the scene shifts.

GLQuake Crash and Version 5.16 (or Later) Drivers

GLQUAKE.EXE crashes when it is run with the -condebug command-line option

on a GeForce 256 or a GeForce2 GTS that uses NVIDIA driver version 5.16 or

later.

GLQuake uses glGetString(GL_EXTENSIONS) to find the NVIDIA OpenGL

extensions string and tries to dump the result into a fixed-length, 1024-byte

buffer. With the advent of NVIDIA driver version 5.16 and its additional

OpenGL capabilities, the extensions string now exceeds 1024 bytes. GLQuake

does not truncate the OpenGL extensions string to the length of the buffer,

thereby writing past the end of the buffer. The data lost in this process

eventually causes the application to crash.

Desktop Manager Does Not Re-Center Logon Screen

On Windows NT 4.0, Windows 2000, and Windows XP multi-display systems

that are set to nView Span mode, the Windows logon screen is centered on the

extended desktop. This usually causes it to be split across two displays, which

users may find annoying. Although users can normally use the Desktop

Manager to restrict a window’s appearance to one display, security restrictions

in the operating systems prevent this in the case of the logon screen.

