








GPUs and the Development of Games Graphics	Comment by John Rees: This is a decent enough report.  Your writing is readable and structured, and the approach supports the story you are telling.
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Introduction

The topic I will write covers GPUs and the Development of Games Graphics. I will try to present how developers of graphic cards were affected by gaming industry and describe the process of new inventions over the years. I will the basics functions of graphic cards and further progress of finding new ways to use graphic cards in games. The report will also contain usage of GPUs in fields beyond gaming industry and future technology that might be implied into games. In my conclusion I will outline the key facts and analyses.	Comment by John Rees: OK.  Not a bad introduction, but try to get used to using the 3rd person passive in formal report writing:

“The key facts will be discussed” rather than “I will discuss the key facts”.
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History of Games and Graphic Cards
The roots of gaming industry go deep in early 1950s. It was the year when Bertie the Brain was introduced to the world on Canadian National Exhibition. The machine was designed to play first video game ever created to play against humans; Tic-Tac-Toe. It was an enormous machine which was nothing similar to personal computers manufactured nowadays.  It did not even have a screen to display images as the graphic cards were not developed yet at the time. However, just two years after Bertie the Brain was presented to the world, Christopher Strachey along with Alan Turing created the first computer to run a video game using simple CRT screen (Rignall, 2017). The great break-through came in 1983 when Intel released its first graphic card – iSBX 275. The device brought revolution into the market by being capable to display eight colours at 256 by 256 pixels resolution. It was clear at this moment the gaming industry and graphic cards industry will push each other to evolve and create new inventions. And in 1996 the evolution came alongside with Voodoo1 graphic card. This unit was able to run 3D graphics smoothly which was perfect for legendary at this moment games such as Doom, Quake and Duke Nukem 3D. This is what gravitated masses to personal computers as it became really fun due to ability to play exciting, real-lifelike looking games.  Nevertheless, the industry could not keep up with new ideas of developers that and is why graphic card accelerators were invented. Gaming industry was so demanding it was impossible to run new games on standard graphic cards until early 2000s. Another huge commotion on the market was created by unrevealing GeForce 8800GTX from the hands of Nvidia innovators. The GPU was a real monster having 768 MB of DDR3 memory, a 575MHz core speed and a texture-fill rate of 36.8 billion per second (Goble, 2013). From this moment forward graphic cards were finally meeting demands of gaming industry. Not so long ago people found a new way of using GPUs which is a bit harmful for the people for whom the graphic cards are developed. Mining crypto currency became really popular in the past few years and as it turned out, GPUs have the best subsystems to do it. It is hurting gamers as crypto currency miners are buying off the newest gear and not only the GPUs price went up but there is also a deficit of them on the market.	Comment by John Rees: Try to avoid starting sentences with a conjunction.

Game Engines
Game engine is software to utilize the use of graphic cards to the maximum.  This is a perfect tool for game developers as it allows them to add various aspects to games such as: physics, rendering, artificial intelligence, rendering, etc. without the need to manually program them step by step. They enable programmers to focus on elements like character models, texture design and objects interaction. One of the most famous engines is Unity which was used by developers in making games such as Gears of War, Mass Effect, Bioshock and Batman: Arkam (. All the games are well known for their physics and graphic design and all of them were a bit hard on GPUs when first released. That is why graphic card developers constantly have to come up with new ideas to make sure they are capable of providing necessary tools for game programmers to work with. The other quite common one is engine created by German game developer Crytek. When the engine was first released and Far Cry came out in 2004, people could not believe life-like graphics. It was a huge shock to be able to see stunning graphics like that in a video game. Later release of first Crysis combined the astonishing views with life-like game physics; press and public were out of their minds to see something as beautiful as this. Both games set an impossible to break benchmark at the time and even after a decade of their first release they look gorgeous and can compete with today’s titles. However, somehow something went wrong along the Crytek’s journey and if it was not for the CryEngine which company presented to masses for free use, they would have been forgotten by everyone. 

Future of Graphic Cards
The gaming industry is pushing graphic card companies and their developers to the limits always demanding new features and innovations to satisfy their rich imagination and new ideas. The innovators are doing what they can but it is not enough. The technology is not developed properly to fulfill gaming industry needs. Games are now focusing on optimizing high resolution, like 4K and stable frame rate to make sure the game runs smoothly. However, that is not the future; there were tests to make photorealistic game. The technology is based on scanning the surrounding and making a three dimensional model from it and then impaling it into the game. Most of the attempts ended up in failures as the graphic card could not run it with expected quality. 

















Conclusion
To summarize the report, the constant innovations in gaming industry are pushing graphic card developers to the limits. It is thanks to developers and developers the technology has been and will continue to grow so fast. However, GPUs are still far behind programmer’s ideas can cannot fulfill their needs yet.
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