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	Many of computer graphics classes in colleges are focused on real-time rendering

	and animation. However, it is not easy to nd an appropriate textbook,

	which presents the state of the art in interactive graphics, is balanced between

	theory and practicality, and is of a proper length to be covered in a semester.

	This book is written for answering the need and presents the must-know in

	interactive graphics. This book ts the advanced undergraduate or beginning

	graduate classes for `Computer Graphics' and `Game Programming.'





	Another primary reader group of this book may be composed of game developers,

	who have experience in graphics APIs and shader programming but

	have felt lack of theoretical background in 3D graphics. A lot of programming

	manual-like books can be found in the bookstore, but they do not provide a

	sucient level of mathematical background for the game developers. Assuming

	that the readers have minimal understanding of vectors and matrices, this

	book provides an opportunity to combine their experiences with the background

	theory of computer graphics.





	At the core of contemporary interactive graphics is the evolution of GPU.

	The content of this book is organized around GPU programming. The GPU

	is partitioned into programmable stages and hard-wired stages. This book

	presents a variety of algorithms for the programmable stages, and the indispensable

	knowledge required to congure the hard-wired stages.





	The organization and presentation of this book have been carefully designed

	so as to enable the readers to easily understand the key aspects of interactive

	graphics. Over the chapters, a lot of 3D presentations are provided in

	order to help the readers quickly grasp the complicated topics. An important

	organizational feature of this book is that theoretical or technical details

	are presented in separate notes (in shaded boxes) and in optional sections

	(marked by asterisk). They can be safely skipped without any diculty in

	understanding the main stream of the book.





	Two well-known graphics APIs are Direct3D and OpenGL. This book is

	API-neutral but presents the sample programs bit by bit in many places.

	They help the readers understand how the interactive graphics algorithms are

	implemented. However, the sample programs are located at the optional part

	and can be safely skipped.
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Nortel Guide to VPN Routing for Security and VoIPJohn Wiley & Sons, 2006
Here's your handbook to Nortel VPN Router

If you're a beginning-to-intermediate-level networking professional, this guide lays the groundwork you need to establish and manage your network with VPN Router. Everything is here—hardware, software, laboratory set-ups, real-world examples, and, most importantly, advice gleaned from the...
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Data Mining: Foundations and Intelligent Paradigms: VOLUME 2: Statistical, Bayesian, Time Series and other Theoretical AspectsSpringer, 2011

	There are many invaluable books available on data mining theory and applications. However, in compiling a volume titled “DATA MINING: Foundations and Intelligent Paradigms: Volume 2: Core Topics including Statistical, Time-Series and Bayesian Analysis” we wish to introduce some of the latest developments to a broad audience of...
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Beginning Windows 8 Data Development: Using C# and JavaScript (Expert's Voice in Windows)Apress, 2013

	This book introduces novice developers to a range of data access strategies for storing and retreiving data both locally and remotely. It provides you with a range of fully working data access solutions and the insight you need to know when, and how, to apply each of the techniques to best advantage.


	Focussing specifically on how...
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Ansible Configuration ManagementPackt Publishing, 2013

	Configuring your Linux infrastructure using Ansible is made logical and highly accessible when you follow this step-by-step tutorial. Combining a clear overview with the deeper details, it gives a solid grounding to managing your systems.


	Overview

	
		Starts with the most simple usage of Ansible and builds on...
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Encyclopedia of Folk HeroesABC Clio, 2001
Seal (of the Curtin University of Technology in Perth, Australia) has put together an interesting if sporadic collection of folk heroes. He refers to it as a "representative collection of legendary, historical, and magical heroes from many of the world's extensive folklores." South and Central America receive very little coverage....
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Arduino InternalsApress, 2011

	Let's investigate the inner-workings of your Arduino. It appears to be a simple machine, but it is not. Much effort has been invested to make it easy to learn and use. Unfortunately, these good intentions can mask some of the Arduino's underlying capabilities. You suspected that there was more, much more, under the simplistic...
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