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algorithms in CUDA,

In this course, first, we are going to introduce parallel processing and
computing with Nvidia's CUDA platform as our target tool. Then we will
introduce models, methods, and algorithms of object motion, collision, and
deformation simulation in computer graphics. Finally we will implement the
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1| FTEE L RN General concept and C2 ACEFHI
terminology introduction to
parallel computing

2| F4TE E AR B AL AR Introduction to parallel C3 ABCDFI
architectures

32 EERBERA To review and practise P6 ABCDEG
computer graphics.

4 | FAT KK Designing parallel programs C6 | ABCEHI

FEEES A IEE 2% 3 To learn models of simulation 3 ABCDEHI
in computer graphcs

6|28 K EMBLiES), R, H# K| To learn and discuss C6 | ABCDEFG

JE AL I simulation of motion, collision,

and defromation of different
kind bodies

7|vh CUDAAF & & tErt s 4245k To implement algorithms of 6 ABCDEFGH
collision simulation
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101/09/10~

101/008/18 General concept and terminology introduction to

simluation and simulation in computer graphics

101/09/17~

101/08/93 Introduction to parallel computing and architectures

- CUDA

101/09/24~

l01/00/30 | Parallel programming (I) :Shared memory, threading,

and distributed parallel programming models

101/10/701~

lo/10/07 | Parallel programming (II) : automatics v.s. manual

parallelization




101/10/08~ . . . |
S| Low/10/14 | PrOgramming in (III) : CUDA's SDK
101/10/15~ . . . . .
6 Introduction to computer simulation and simulation
101/10/21 .
to computer graphics
101/10/22~| _. ) . . .
7 Simulation in computer graphics (I) : particle
101/10/28
systems
101/10/29~
8 Simulation in computer graphics (II) : mass—-point
101/11/04
systems
101/11/05~| . ) ) . . . .
N oL Simulation in computer graphics (III) : rigid bodies
101/11/12~| . ) ) . .
10 Simulation in computer graphics (IV) : Fluid
101/11/18
101/11/19~| _. ) ) . . .
11 Simulation in computer graphics (V) : rigid body
101/11/25 gy
collision
101/11/26~| . . . :
12 Simulation in computer graphics (VI) : deformable
101/12/02 ..
body collision
101/12/03~| . ) ) . . .
Bl o/12/00 Simulation in computer graphics (VII) : collision
response
101/12/10~| . ) . . .
14 L01/12/16 Simulation in computer graphics (VIII) : plausible
motion
101/12/17~| _. ) ) . . ..
15 101/12/93 Simulation in computer graphics (IX) : visualization
16| VIS ecial topi tation : clothe simulati
l01/12/30 | Special topic presentation @ clothe simulation
101/12/31~ ) ) . . . .
17 special topics presentation : image space collision
102/01/06 .
detection
102/01/07~ )
18 L02/01/13 | TEViEwW of the semester
e
ARER
KEXAE | T, #EA
Computer Organization & Architecture, Part 4 (W, Stallings)
¥ sk h http://www.nvidia.com/object/cuda_home new.html An Introduction to
Computer Simulation (Woolfson & Pert)
ey papers will be designated and distributed in class meetings
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