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Taylor & Francis Inc. Hardback. Book Condition: new. BRAND NEW, GPGPU Programming for Games and
Science, David H. Eberly, An In-Depth, Practical Guide to GPGPU Programming Using Direct3D 11 GPGPU
Programming for Games and Science demonstrates how to achieve the following requirements to tackle
practical problems in computer science and soBware engineering: * Robustness * Accuracy * Speed * Quality
source code that is easily maintained, reusable, and readable The book primarily addresses programming on a
graphics processing unit (GPU) while covering some material also relevant to programming on a central
processing unit (CPU). It discusses many concepts of general purpose GPU (GPGPU) programming and presents
practical examples in game programming and scientific programming. The author first describes numerical
issues that arise when computing with floating-point arithmetic, including making trade-oDs among
robustness, accuracy, and speed. He then shows how single instruction multiple data (SIMD) extensions work on
CPUs since GPUs also use SIMD. The core of the book focuses on the GPU from the perspective of Direct3D 11
(D3D11) and the High Level Shading Language (HLSL). This chapter covers drawing 3D objects; vertex,
geometry, pixel, and compute shaders; input and output resources for shaders; copying data between CPU and
GPU; configuring two or more GPUs to act as one; and IEEE floating-point support on a GPU. The book goes on
to explore practical matters of programming a GPU, including code sharing among applications and
performing basic tasks on the GPU. Focusing on mathematics, it next discusses vector and matrix algebra,
rotations and quaternions, and coordinate systems. The final chapter gives several sample GPGPU applications
on relatively advanced topics. Web Resource Available on a supporting website, the author's fully featured
Geometric Tools Engine for computing and graphics saves you from having to write a large amount of
infrastructure code necessary for...

Rea d GPGPU Pr og r a m m ing  for  Ga m es a nd Science O nline                   
Downloa d PDF GPGPU Pr og r a m m ing  for  Ga m es a nd Science                  

 

 

http://www.medianetwork.site/gpgpu-programming-for-games-and-science.html
http://www.medianetwork.site/gpgpu-programming-for-games-and-science.html
http://www.medianetwork.site/gpgpu-programming-for-games-and-science.html


DH9P3TJO7TUY ̂  eBook ~ GPGPU Programming for Games and Science

See Also

[ P DF]  Th e ODicial  eBay  Gu id e:  To  Bu y in g,  Sellin g an d  C o llectin g J u st A b o u t                                    
Ev ery th in g   
Follow the link beneath to read "The ODicial eBay Guide: To Buying, Selling and Collecting
Just About Everything" PDF document.
R ead  eP u b  »    

[ P DF]  En v iro n men ts f o r Ou td o o r P lay :  A  P ractical Gu id e to  M akin g Sp ace f o r                                     
C h ild ren  ( N ew  ed itio n )         
Follow the link beneath to read "Environments for Outdoor Play: A Practical Guide to Making
Space for Children (New edition)" PDF document.
R ead  eP u b  »    

[ P DF]  U n p lu g Y o u r Kid s:  A  Paren t's Gu id e to  R aisin g H ap p y ,  A ctiv e an d  Well-                                       
A d ju sted  C h ild ren  in  th e Digital  A ge           
Follow the link beneath to read "Unplug Your Kids: A Parent's Guide to Raising Happy, Active
and Well-Adjusted Children in the Digital Age" PDF document.
R ead  eP u b  »    

[ P DF]  Th e Well-Train ed  M in d : A  Gu id e to  C lassical Ed u catio n  at H o me                             
( H ard b ack)   
Follow the link beneath to read "The Well-Trained Mind: A Guide to Classical Education at
Home (Hardback)" PDF document.
R ead  eP u b  »    

[ P DF]  Scala in  Dep th    
Follow the link beneath to read "Scala in Depth" PDF document.
R ead  eP u b  »    

[ P DF]  It's  J u st a Date:  H o w  to  Get 'em, H o w  to  R ead  'em, an d  H o w  to  R o ck 'em                        
Follow the link beneath to read "It's Just a Date: How to Get 'em, How to Read 'em, and How to
Rock 'em" PDF document.
R ead  eP u b  »    

 

http://www.medianetwork.site/the-official-ebay-guide-to-buying-selling-and-co.html
http://www.medianetwork.site/environments-for-outdoor-play-a-practical-guide-.html
http://www.medianetwork.site/unplug-your-kids-a-parent-x27-s-guide-to-raising.html
http://www.medianetwork.site/the-well-trained-mind-a-guide-to-classical-educa.html
http://www.medianetwork.site/scala-in-depth.html
http://www.medianetwork.site/it-x27-s-just-a-date-how-to-get-x27-em-how-to-re.html

	GPGPU Programming for Games and Science
	Reviews
	GPGPU PROGRAMMING FOR GAMES AND SCIENCE
	See Also


