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1.

1-2 PC
Programmable GPU ,
SIMD
GPU

50%

30%
20%

- Real-time Rendering Pipeline

- Review of OpenGL Rendering Pipeline

- Introduction to DirectX Rendering Pipeline

- Introduction to Programmable GPU Architecture

- Vertex Shaders and Programming

- Fragment Shaders and Programming

- Introduction to Photorealistic RenderMan and Shader Language
- Cg and Programming

- Mapping Rendering Algorithms onto Programmable GPU
- Mapping Numerical Algorithms onto Programmable GPU
- Introduction to Xbox Programming
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