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		Over 70 recipes that cover advanced techniques for 3D programming such as lighting, shading, textures, particle systems, and image processing with OpenGL 4.6

	
		Key Features

		
			Explore techniques for implementing shadows using shadow maps and shadow volumes
	
			Learn to use GLSL features such as compute, geometry, and tessellation shaders
	
			Use GLSL to create a wide variety of modern, realistic visual effects


	
		Book Description

	
		OpenGL 4 Shading Language Cookbook, Third Edition provides easy-to-follow recipes that first walk you through the theory and background behind each technique, and then proceed to showcase and explain the GLSL and OpenGL code needed to implement them.

	
		The book begins by familiarizing you with beginner-level topics such as compiling and linking shader programs, saving and loading shader binaries (including SPIR-V), and using an OpenGL function loader library. We then proceed to cover basic lighting and shading effects. After that, you'll learn to use textures, produce shadows, and use geometry and tessellation shaders. Topics such as particle systems, screen-space ambient occlusion, deferred rendering, depth-based tessellation, and physically based rendering will help you tackle advanced topics.

	
		OpenGL 4 Shading Language Cookbook, Third Edition also covers advanced topics such as shadow techniques (including the two of the most common techniques: shadow maps and shadow volumes). You will learn how to use noise in shaders and how to use compute shaders.

	
		The book provides examples of modern shading techniques that can be used as a starting point for programmers to expand upon to produce modern, interactive, 3D computer-graphics applications.

	
		What you will learn

		
			Compile, debug, and communicate with shader programs
	
			Use compute shaders for physics, animation, and general computing
	
			Learn about features such as shader storage buffer objects and image load/store
	
			Utilize noise in shaders and learn how to use shaders in animations
	
			Use textures for various effects including cube maps for reflection or refraction
	
			Understand physically based reflection models and the SPIR-V Shader binary
	
			Learn how to create shadows using shadow maps or shadow volumes
	
			Create particle systems that simulate smoke, fire, and other effects


	
		Who this book is for

	
		If you are a graphics programmer looking to learn the GLSL shading language, this book is for you. A basic understanding of 3D graphics and programming experience with C++ are required.
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Third Generation Wireless Communications, Volume 1: Post Shannon Signal ArchitecturesArtech House Publishers, 2003
...fundamental concepts, the latest design techniques and the most advanced architectures for tackling wireless communications problems...covers source coding, baseband signal shaping, adaptive air interfaces, and much more.

This is a book about the technological foundations of the next generation of wireless networks, including the...
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Modeling and Computation in Engineering IICRC Press, 2013

	Modeling and Computation in Engineering II (CMCE 2013, Hong Kong, 22-23 June 2013) includes 50 contributions on modeling and simulation technology, which were presented at the 2nd SREE Conference on Modeling and Computation in Engineering (CMCE 2013) and the 3rd SREE Workshop on Applied Mechanics and Civil Engineering...
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CCSP: Cisco Certified Security Professional Certification All-in-One Exam Guide (Exams SECUR,CSPFA, CSVPN, CSIDS, and CSI)McGraw-Hill, 2003
Prepare to pass all five CCPS certification exams

Get complete coverage of all the material included on he Cisco Certified  Security Professional Certification (CCSP) exams inside this comprehensive,  up-to-date resource. With full treatment of all the exam topics, this  definitive, dual-purpose tool contains helpful exam tips, sample...
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Ecohouse: A Design GuideArchitectural Press, 2001
This second edition of the Ecohouse design guide outlines the key issues, strategies and design solutions for designers and self-builders who want to build low energy, low impact homes. 

At a time when fossil fuel energy prices are soaring and the impacts of climate change are beginning to bite, no one should begin to design a 21st...
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Crowds in Equations: An Introduction to the Microscopic Modeling of Crowds (Advanced Textbooks in Mathematics)World Scientific Publishing, 1970

	
		The book contains self-contained descriptions of existing models, accompanied by critical analyses of their properties both from a theoretical and practical standpoint. It aims to develop 'modeling skills' within the readers, giving them the ability to develop their own models and improve existing ones. Written in connection...
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Get Set for Computer Science (Get Set for University)Edinburgh Univ Pr, 2006
This book is aimed at students who are thinking of studying Computer Science or a related topic at university. Part One is a brief introduction to the topics that make up Computer Science, some of which you would expect to find as course modules in a Computer Science programme. These descriptions should help you to tell the difference between...
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