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Reading Assignment #12 (until Nov 20)

Read (required):
• Programming Massively Parallel Processors book, 4th edition

Chapter 5 (Memory architecture and data locality)
Chapter 6 (Performance considerations)

Read (optional):
• Stream processing
https://en.wikipedia.org/wiki/Stream_processing

• Linear algebra operators for GPU implementation of numerical algorithms,
Krueger and Westermann, SIGGRAPH 2003
https://dl.acm.org/doi/10.1145/882262.882363

• A Survey of General-Purpose Computation on Graphics Hardware (2007)
https://onlinelibrary.wiley.com/doi/pdf/10.1111/j.1467‐8659.2007.01012.x
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Unreal Engine 5 Virtual Geometry: Nanite

A Deep Dive into Nanite Virtualized Geometry (Siggraph 2021 course talk)
https://www.youtube.com/watch?v=eviSykqSUUw

Brian Karis, Epic Games

See also
• Keynote at HPG 2022:

Journey to Nanite, Brian Karis
https://www.youtube.com/watch?v=NRnj_lnpORU

• Lumen: Real-time Global Illumination in Unreal Engine 5 (Siggraph 2022 course talk),
Daniel Wright et al., Epic Games
https://advances.realtimerendering.com/s2022/SIGGRAPH2022‐Advances‐Lumen‐Wright%20et%20al.pdf
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Thank you.


