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Taylor Francis Inc, United States, 2014. Hardback. Condition: New. Language: English . Brand New
Book. 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 software 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-offs 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...
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The publication is great and fantastic. I actually have read through and i am sure that i am going to planning to go through yet again yet again down the
road. I realized this pdf from my dad and i encouraged this publication to understand.
-- Ja m a r cus Runolfsson-- Ja m a r cus Runolfsson

Thorough information for ebook enthusiasts. It is rally fascinating throgh reading through period of time. It is extremely di icult to leave it before
concluding, once you begin to read the book.
-- Hilla r d Ma cejkovic-- Hilla r d Ma cejkovic
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