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	Includes Complete Coverage of the OpenGL® Shading Language!


	 


	Today’s OpenGL software interface enables programmers to produce extraordinarily high-quality computer-generated images and interactive applications using 2D and 3D objects, color images, and programmable shaders.


	 


	OpenGL® Programming Guide: The Official Guide to Learning OpenGL®, Version 4.3, Eighth Edition,   has been almost completely rewritten and provides definitive, comprehensive information on OpenGL and the OpenGL Shading Language. This edition of the best-selling “Red Book” describes the features through OpenGL version 4.3. It also includes updated information and techniques formerly covered in OpenGL® Shading Language (the “Orange Book”).


	 


	For the first time, this guide completely integrates shader techniques, alongside classic, functioncentric techniques. Extensive new text and code are presented, demonstrating the latest in OpenGL programming techniques.


	 


	OpenGL® Programming Guide, Eighth Edition,   provides clear explanations of OpenGL functionality and techniques, including processing geometric objects with vertex, tessellation, and geometry shaders using geometric transformations and viewing matrices; working with pixels and texture maps through fragment shaders; and advanced data techniques using framebuffer objects and compute shaders.


	 


	New OpenGL features covered in this edition include

	
		
			Best practices and sample code for taking full advantage of shaders and the entire shading pipeline (including geometry and tessellation shaders)

	
	
		
			Integration of general computation into the rendering pipeline via compute shaders

	
	
		
			Techniques for binding multiple shader programs at once during application execution

	
	
		
			Latest GLSL features for doing advanced shading techniques

	
	
		
			Additional new techniques for optimizing graphics program performance
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Blender Compositing and Post ProcessingPackt Publishing, 2014

	Learn the techniques required to create believable and stunning visuals with Blender Compositor


	About This Book

	
		Explore Blender compositor to create spectacular visuals
	
		Make the most out of Blender's node-based compositing architecture
	
		Step-by-step guide full of...
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The Ultimate CSS ReferenceSitePoint Pty Ltd, 2008
A complete and thorough and up-to-date reference guide for CSS.
  Stop wasting time doing Internet searches only to find inaccurate, out-of-date, or incomplete information. CSS: The Ultimate Reference includes all the ins-and-outs you need to know including compatability information for all major browsers, lists of useful hacks, known...
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Research and Trends in Data Mining Technologies and ApplicationsIGI Global, 2007
In enterprises, a large volume of data has been collected and stored in data warehouses. Advances in data gathering, storage, and distribution have created a need for integrating data warehousing and data mining techniques. Mining data warehouses raises unique issues and requires special attention. Data warehousing and data mining are...
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F# for C# DevelopersMicrosoft Press, 2013

	
		Extend your C# skills to F#—and create data-rich computational and parallel software components faster and more efficiently. Focusing on F# 3.0 and Microsoft Visual Studio 2012, you’ll learn how to exploit F# features to solve both computationally-complex problems as well as everyday programming tasks.

	
		Topics...
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The Exploit: A Theory of Networks (Electronic Mediations)University of Minnessota, 2007
It is our intention in this book to avoid the limits of academic writing in favor of a more experimental, speculative approach. To that end, we adopt a two - tier format. Throughout Part I, “Nodes,” you will find a number of condensed, italicized headers that are glued together with more standard prose. For quick immersion, we suggest...
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Bipolar Disorders: 100 Years after Manic-Depressive InsanitySpringer, 2001

	One hundred years ago – in 1899 – Emil Kraepelin, Professor of Psychiatry in Heidelberg and later in Munich – created, in two very important pieces of work, the concept of "manisch-depressives Irresein" ("manic-depressive insanity"). The first was entitled Die klinische Stellung der Melancholie(The...
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