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	To say that the graphical imagery in video games is very important to the games industry is a bit of an understatement. The graphics in games are so important that they often can make or break a game's success. It is true that all other aspects of a game are important, but the visuals are at times the main selling point along with game play, brand recognition, and so forth. This has been true for a long time in the games industry, where 3D games have been known for their visuals.


	In this book, we will examine many graphical techniques that are used in the games industry to create cutting-edge, modern applications. The graphics used in games are real-time computer graphics. This means a lot of the information discussed in this book also applies to other graphical-related industries that use either real-time or non-real-time graphics, but our focus will be primarily on video games. Since this book focuses on game graphics, we will examine many different real-time techniques as well as some non-real-time techniques that can be preprocessed and used in games, which is very common in video games today.


	By the time you reach the end of this book, you will have a firm understanding of many of the more popular effects and techniques used in  modern video games and how to implement them. This book discusses alot of theory and makes heavy use of both pseudo code and illustrations to help make it easier for you to learn the information regardless of what programming language, graphical tools, and so on you choose to use. There will also be Ð¡++ code samples throughout this book, but the information provided is generally not specific to any one language or tool.
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Agile For Dummies, IBM Limited EditionJohn Wiley & Sons, 2012

	Welcome to Agile For Dummies, IBM Limited Edition. You’ve

	probably been hearing about agile for a long time, which isn’t

	surprising. If you’re not using agile methods already though, or

	if you’ve only been exposed to agile on small projects here and

	there, you may wonder how to get started with it. Can...
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Engineering Optics With MatlabWorld Scientific Publishing, 2006

	This invaluable textbook serves two purposes. The first is to introduce some traditional topics such as matrix formalism of geometrical optics, wave propagation and diffraction, and some fundamental background on fourier optics. The second is to present the essentials of acousto-optics and electro-optics, and provide the students with...
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Mastering Enterprise JavaBeans (2nd Edition)John Wiley & Sons, 2001
Mastering Enterprise JavaBeans, 2nd Ed. by Ed Roman and Scott Ambler includes the new EJB specification and expanded coverage on more advanced topics for developers. (Publishers Weekly)    

    "...the style is informal, with clear explanations…an enjoyable read and good value for money..." (Computer...
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Software Reflected: The Socially Responsible Programming of Our ComputersElsevier Limited, 1982
In 2480 B.C. a development occurred which was to have a tremendous impact on Mocsian society. A small group of civil engineerine teachers at the most advanced institution worked out a new techniLlue for designing a building. Key elements of this technique were several new structural geometries and the application of a newly developed mathematical...
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Game Coding Complete, Third EditionCharles River, 2009

	I had been playing the Ultima series of games by Richard Garriott since I was in high school, and I was a die-hard fan. Every game he published, I played all the way through, from Ultima I on the Apple ][ to Ultima V on the IBM PC. Ultima VI came out right as I graduated from college, and I noticed that the contact information for Origin...
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Craniofacial 3D Imaging: Current Concepts in Orthodontics and Oral and Maxillofacial SurgerySpringer, 2019

	
		This book is designed to serve as an up-to-date reference on the use of cone-beam computed tomography for the purpose of 3D imaging of the craniofacial complex. The focus is in particular on the ways in which craniofacial 3D imaging changes how we think about conventional diagnosis and treatment planning and on its clinical...
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