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GPGPU PROGRAMMING FOR GAMES AND SC IENC E 

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 soEware 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-oHs 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...
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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 )                                 
SAGE Publications Ltd. Paperback. Book Condition: new. BRAND NEW, Environments for Outdoor Play: A Practical Guide to Making
Space for Children (New edition), Theresa Casey, 'Theresa's book is full of lots of inspiring, practical, 'how...
Do w n lo ad  Bo o k »      

Th e A b o u t co m Gu id e to  Bab y  C are A  C o mp lete R eso u rce f o r Y o u r Bab y s H ealth  Dev elo p men t an d  H ap p in ess b y                                      
R o b in  Elise Weiss 2007 P ap erb ack      
Book Condition: Brand New. Book Condition: Brand New.
Do w n lo ad  Bo o k »      

R u n n ers Wo rld  Gu id e to  R u n n in g an d  P regn an cy  H o w  to  Stay  Fit  Keep  Saf e an d  H av e a H ealth y  Bab y  b y  C h ris                                                           
L u n d gren  2003 P ap erb ack R ev ised         
Book Condition: Brand New. Book Condition: Brand New.
Do w n lo ad  Bo o k »      

Ev ery th in g Ser Th e Ev ery th in g Green  Bab y  Bo o k Fro m P regn an cy  to  Bab y s First Y ear A n  Easy  an d  A Ho rd ab le                                               
Gu id e to  H elp  M o ms C are f o r Th eir Bab y  A n d  f o r th e Earth  b y  J en n  Sav ed ge 2009 P ap erb ack                             
Book Condition: Brand New. Book Condition: Brand New.
Do w n lo ad  Bo o k »      

A  P aren t s Gu id e to  STEM     
U.S. News World Report, United States, 2015. Paperback. Book Condition: New. 214 x 149 mm. Language: English . Brand New Book
***** Print on Demand *****.This lively, colorful guidebook provides everything you need to know...
Do w n lo ad  Bo o k »      
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