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	Beginning Direct3D Game Programming, Second Edition, 9781931841399 (193184139X), Premier Press, 2003

	With a detailed explanation of vertex and pixel shader programming, coverage of the new Microsoft HLSL (High-Level Shader Language), and greater concentration of the fixed-function pipeline, the second edition of this popular reference guide will take you farther than you ever imagined! Written by an industry expert, this book will put an end to your struggle to master the concepts. Beginning Direct3D Game Programming, 2nd Edition serves as a comprehensive guide for learning DirectX graphics programming. It allows you to start with the basics and ease your way into graphics and animation. As you work your way through the book, however, you’ll get a chance to focus on some advanced shader effects to give your games that extra touch of realism.

	

	This book consists of four parts. The first part will show you the essentials of Direct3D game programming. It deals with the programming conventions, basic algorithms, texture-mapping basics, 3D math, transformation pipeline, lighting, and depth buffers.

	

	In the second part, you will learn how to use the transformation and lighting pipeline to map textures onto objects with different effects. All of the buzzwords, such as bump mapping, environment mapping, and procedural textures, are explained, and the effects are shown in sample programs.

	

	In the third part of this book, you’ll deal with file formats and how to integrate them into your game engine. The file formats used are the greatly enhanced .X file format, introduced with the DirectX 8.0 SDK, and the MD3 file format used in most of the games driven by the Quake 3 engine. Additionally, an enhanced MD3 file format is shown in a character engine. This part of the book also features vertex- and pixel-shader programming from the ground up. It shows you how to use the new High-Level Shader Language (HLSL) from DirectX 9. The fourth part contains appendixes, which should be useful if you want to refresh your Windows programming, C++, or math skills.
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Acute Gastrointestinal Bleeding: Diagnosis and Treatment (Clinical Gastroenterology)Humana Press, 2003

	Leading experts in the fields of gastroenterology, surgery, and radiology comprehensively review the pathophysiology, diagnosis, management, and treatment of acute bleeding disorders of the GI tract. The authors break down acute bleeding into upper and lower GI tract sources and provide a differential diagnosis for each disease,...


		

Delivering Business Intelligence with Microsoft SQL Server 2005McGraw-Hill, 2006
Transform disparate enterprise data into actionable business intelligence
 Put timely, mission-critical information in the hands of employees across your organization using Microsoft SQL Server 2005 and the comprehensive information in this unique resource.  Delivering Business Intelligence with Microsoft SQL Server...


		

Managing and Mining Sensor DataSpringer, 2013

	Advances in hardware technology have lead to an ability to collect data with the use of a variety of sensor technologies. In particular sensor notes have become cheaper and more efficient, and  have even been integrated into day-to-day devices of use, such as mobile phones. This has lead to a much larger scale of applicability and...





	

Digital Character Development: Theory and PracticeMorgan Kaufmann, 2008
Digital characters are a driving force in the entertainment industry today. Every animated film and video game production spends a large percentage of its resources and time on advancing the quality of the digital characters inhabiting the world that they are creating. We have entered an era when digital characters have reached a level of...

		

50 Android HacksManning Publications, 2013

	
		Summary

	
		The best programming techniques are often the shortest and simplest—the hacks. In this compact and infinitely useful book, Android expert Carlos Sessa delivers 50 hacks that will save you time, stretch your skills, and maybe even make you smile.

	
		About this Book

	
		Hacks....



		

Engineering Optics (Springer Series in Optical Sciences)Springer, 2008

	Engineering Optics is a book for students who want to apply their knowledge of optics to engineering problems, as well as for engineering students who want to acquire the basic principles of optics. It covers such important topics as optical signal processing, holography, tomography, holographic radars, fiber optical communication, electro-...
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