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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 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 even the
simplest of applications involving shader programming. The engine provides robust and accurate source
code with SIMD when appropriate and GPU versions of algorithms when possible.
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From reader reviews:

Victor Elam:

Why don't make it to be your habit? Right now, try to ready your time to do the important behave, like
looking for your favorite publication and reading a reserve. Beside you can solve your short lived problem;
you can add your knowledge by the e-book entitled GPGPU Programming for Games and Science. Try to the
actual book GPGPU Programming for Games and Science as your buddy. It means that it can to get your
friend when you really feel alone and beside that of course make you smarter than before. Yeah, it is very
fortuned to suit your needs. The book makes you considerably more confidence because you can know
anything by the book. So , we need to make new experience and knowledge with this book.

Valerie Wright:

Now a day people who Living in the era where everything reachable by connect to the internet and the
resources inside it can be true or not demand people to be aware of each details they get. How individuals to
be smart in obtaining any information nowadays? Of course the correct answer is reading a book. Reading
through a book can help persons out of this uncertainty Information mainly this GPGPU Programming for
Games and Science book since this book offers you rich info and knowledge. Of course the information in
this book hundred pct guarantees there is no doubt in it you know.

Janice Arias:

Do you have something that you want such as book? The guide lovers usually prefer to decide on book like
comic, small story and the biggest the first is novel. Now, why not hoping GPGPU Programming for Games
and Science that give your pleasure preference will be satisfied through reading this book. Reading practice
all over the world can be said as the opportunity for people to know world far better then how they react to
the world. It can't be claimed constantly that reading addiction only for the geeky man or woman but for all
of you who wants to always be success person. So , for every you who want to start reading as your good
habit, you can pick GPGPU Programming for Games and Science become your personal starter.

John Bergeron:

Does one one of the book lovers? If yes, do you ever feeling doubt if you are in the book store? Make an
effort to pick one book that you never know the inside because don't judge book by its cover may doesn't
work at this point is difficult job because you are afraid that the inside maybe not because fantastic as in the
outside look likes. Maybe you answer could be GPGPU Programming for Games and Science why because
the wonderful cover that make you consider concerning the content will not disappoint an individual. The
inside or content will be fantastic as the outside or maybe cover. Your reading 6th sense will directly make
suggestions to pick up this book.
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