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	Opengl Superbible: The Complete Guide to Opengl Programming for Windows Nt and Windows 95, 9781571690739 (1571690735), Waite Group Press, 1996
Welcome to OpenGL SuperBible! The first time I ever heard of OpenGL  was at the 1992 Win32 Developers Conference in San Francisco. Windows NT 3.1 was  in early beta (or late alpha) and many vendors were present, pledging their  future support for this exciting new platform. Among them was a company called  Silicon Graphics, Inc. (SGI). They were showing off their graphics workstations  and playing video demos of special effects from some popular movies. NT was  running on MIPS processors—now owned by SGI—but their primary purpose in this  booth was to promote a new 3D graphics standard called OpenGL. It was based on  SGI’s proprietary IRIS GL and was fresh out of the box as a graphics standard.  Significantly, Microsoft was pledging future support for OpenGL in Windows  NT.

I had to wait until the beta release of NT 3.5 before I got my first personal  taste of OpenGL. Those first OpenGL-based screensavers only scratched the  surface of what was possible with this graphics API. Like many other people, I  struggled through the Microsoft help files and bought a copy of the OpenGL  Programming Guide (now called simply “The Red Book” by most). The Red Book  avoids platform issues and uses for all its examples the Auxiliary (AUX)  library, a platform-independent program framework forOpenGL graphics.

At that time, the Red Book was the only book available for learning OpenGL.  Though quite thorough in its coverage of OpenGL functions, it is lacking in two  important respects. First, it is not a primer. Whatever the intent of the  authors, the book assumes a substantial working knowledge of 3D graphics  concepts in general. The Red Book’s second drawback is its platform  independence. As a Windows developer, I needed answers to some important  questions, such as how to use a .BMP file as a texture, how to create an  OpenGL-usable palette for an 8-bit display device, and how to use all those  “wiggle” functions Microsoft threw in.

OpenGL SuperBible fills in those gaps. I wanted to provide a 3D  graphics introduction and an OpenGL tutorial rolled into one. In addition, I  approached the whole subject within the context of the single most popular  desktop operating system of all time, Microsoft Windows. And I added a Reference  Section of thorough function definitions at the end of each chapter, making this  book a good complement to the Waite Group line of bible reference books.
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Jess in Action: Java Rule-Based SystemsManning Publications, 2003
A practical handbook for anyone interested in programming rule-based systems and written by the creator of the popular Java rule engine, Jess, this book is structured around a series of large, fully developed practical examples of rule-based programming in Java. After the topic of rule-based systems is introduced, software developers and...


		

SharePoint 2013 User's Guide: Learning Microsoft’s Business Collaboration PlatformApress, 2013

	Microsoft SharePoint 2013 provides a collection of tools and services you can use to improve user and team productivity, make information sharing more effective, and facilitate business decision–making processes. In order to get the most out of SharePoint 2013, you need to understand how to best use the capabilities to support your...


		

Teach Yourself VISUALLY Office 2013 (Tech)Visual, 2013

	Learn the new Microsoft Office suite the easy, visual way


	Microsoft Office 2013 is a power-packed suite of office productivity tools including Word, Excel, PowerPoint, Outlook, Access, and Publisher. This easy-to-use visual guide covers the basics of all six programs, with step-by-step instructions and full-color screen...





	

Database of Piano Chords: An Engineering View of Harmony (SpringerBriefs in Electrical and Computer Engineering)Springer, 2013

	Database of Piano Chords: An Engineering View of Harmony includes a unique database of piano chords developed exclusively for music research purposes, and outlines the key advantages to using this dataset to further one’s research. The book also describes the physical bases of the occidental music chords and the influence used in...


		

Cam Design Handbook: Dynamics and AccuracyMcGraw-Hill, 2003
Packed with hundreds of detailed illustrations!  THE DEFINITIVE GUIDE TO CAM TECHNOLOGY!
The transformation of a simple motion, such as rotation, into linear or other motion is accomplished by means of a cam -- two moving elements mounted on a fixed frame. Cam devices are versatile -- almost any specified motion can be...


		

Python Playground: Geeky Projects for the Curious ProgrammerNo Starch Press, 2015

	Python is a powerful programming language that’s easy to learn and fun to play with. But once you’ve gotten a handle on the basics, what do you do next?

	

	Python Playground is a collection of imaginative programming projects that will inspire you to use Python to make art and music, build simulations of...






	





©2021 LearnIT (support@pdfchm.net) - Privacy Policy
