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	OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition), 9780321552624 (0321552628), Addison Wesley, 2009
OpenGL is a powerful software interface used to produce high-quality, computer-generated images and interactive applications using 2D and 3D objects, bitmaps, and color images.

 

The OpenGL®Programming Guide, Seventh Edition, provides definitive and comprehensive information on OpenGL and the OpenGL Utility Library. The previous edition covered OpenGL through Version 2.1. This seventh edition of the best-selling “red book” describes the latest features of OpenGL Versions 3.0 and 3.1. You will find clear explanations of OpenGL functionality and many basic computer graphics techniques, such as building and rendering 3D models; interactively viewing objects from different perspective points; and using shading, lighting, and texturing effects for greater realism. In addition, this book provides in-depth coverage of advanced techniques, including texture mapping, antialiasing, fog and atmospheric effects, NURBS, image processing, and more. The text also explores other key topics such as enhancing performance, OpenGL extensions, and cross-platform techniques.

 

This seventh edition has been updated to include the newest features of OpenGL Versions 3.0 and 3.1, including

	Using framebuffer objects for off-screen rendering and texture updates
	Examples of the various new buffer object types, including uniform-buffer objects, transform feedback buffers, and vertex array objects
	Using texture arrays to increase performance when using numerous textures
	Efficient rendering using primitive restart and conditional rendering
	Discussion of OpenGL’s deprecation mechanism and how to verify your programs for future versions of OpenGL


This edition continues the discussion of the OpenGL Shading Language (GLSL) and explains the mechanics of using this language to create complex graphics effects and boost the computational power of OpenGL. The OpenGL Technical Library provides tutorial and reference books for OpenGL. The Library enables programmers to gain a practical understanding of OpenGL and shows them how to unlock its full potential. Originally developed by SGI, the Library continues to evolve under the auspices of the Khronos OpenGL ARB Working Group, an industry consortium responsible for guiding the evolution of OpenGL and related technologies.
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Digital Terrain Modelling: Development and Applications in a Policy Support Environment (Lecture Notes in Geoinformation and Cartography)Springer, 2007

	This publication is the first book on the development and application of digital terrain modelling for regional planning and policy support. It is a compilation of research results by international research groups at the European Commission's Joint Research Centre, providing scientific support to the development and implementation of EU...


		

Critical Testing Processes: Plan, Prepare, Perform, PerfectAddison Wesley, 2003
"Rex Black has done it again!...Critical Testing Processes is a book that all software testers will want to read from cover to cover and then retain for frequent reference." 


—From the Foreword by Rick Craig, software test manager, author, lecturer, and consultant


In today's...


		

Radar Systems Analysis and Design Using MATLABCRC Press, 2000
Numerous books have been written on Radar Systems and Radar Applications. A limited set of these books provides companion software. There is need for a comprehensive reference book that can provide the reader with hands-on-like experience. The ideal radar book, in my opinion, should serve as a conclusive, detailed, and useful reference for working...




	

Tricks of the Windows Game Programming GurusSams Publishing, 1999
In this book you’re going to learn about 100 teraquads of information! I’m going to
fill your neural net so full of information that you might have synaptic leakage!
Seriously, though, this volume covers all the elements necessary to create a Windows
9X/NT-based game for the PC:

• Win32 programming...

		

Persons, Souls and Death: A Philosophical Investigation of an AfterlifeMcFarland, 2009

	Awareness of mortality is the price of intelligent consciousness. This book argues that a person is essentially an immaterial subject of conscious states who, though intimately linked by causal ties to the body, is nevertheless distinct from it. The book also examines apparently paranormal occurrences supporting the belief that some persons...


		

Inventory Accounting : A Comprehensive Guide (Wiley Best Practices)John Wiley & Sons, 2005
The classical view of inventory data collection is that of employees filling out forms
of various kinds throughout the warehouse and production areas, which are then
forwarded to a central data entry location, where hordes of clerks keypunch the data
into a central computer database. Although this was a reasonably accurate view of...
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