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Mobile 3D Graphics: with OpenGL ES and M3G (The Morgan Kaufmann Series in Computer Graphics)Morgan Kaufmann, 2007
Graphics and game developers must learn to program for mobility. This book will teach you how. 

"This book - written by some of the key technical experts...provides a comprehensive but practical and easily understood introduction for any software engineer seeking to delight the consumer with rich 3D interactive experiences on their...
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Graphics Shaders: Theory and Practice, Second EditionCRC Press, 2011

	Graphics Shaders: Theory and Practice is intended for a second course in computer graphics at the undergraduate or graduate level, introducing shader programming in general, but focusing on the GLSL shading language. While teaching how to write programmable shaders, the authors also teach and reinforce the fundamentals of...
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OpenGL Programming Guide: The Official Guide to Learning OpenGL, Version 4.3 (8th Edition)Addison Wesley, 2013

	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,...
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Opengl Superbible: The Complete Guide to Opengl Programming for Windows Nt and Windows 95Waite 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)....
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Android Studio Game Development: Concepts and DesignApress, 2015

	This one of a kind short book walks any Android developer through the process of creating mobile games using the new Android Studio IDE. Android Studio offers a myriad of tools for developers such as enhanced intellisense and device emulation. This book provides a quick and easy to read format; introduces the reader to these key tools and...
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Android Game Programming by ExamplePackt Publishing, 2015

	Harness the power of the Android SDK by building three immersive and captivating games


	About This Book

	
		Implement the critical main game loop and structure your games to enable an array of advanced features
	
		Animate your characters with sprite sheets, add multiple scrolling parallax...
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OpenGL 4 Shading Language Cookbook: Build high-quality, real-time 3D graphics with OpenGL 4.6, GLSL 4.6 and C++17, 3rd EditionPackt Publishing, 2018

	
		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...
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OpenGL(R) Programming Guide: The Official Guide to Learning OpenGL(R), Version 2.1 (6th Edition)Addison Wesley, 2007
OpenGL® Programming Guide, Sixth Edition

OpenGL is a powerful software interface used to produce high-quality, computergenerated images and interactive applications using 2D and 3D objects, bitmaps, and color images.

The OpenGL® Programming Guide, Sixth...
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OpenGL(R) ES 2.0 Programming GuideAddison Wesley, 2008
Over the years, the “Red Book” has become the authoritative reference for each new version of the OpenGL API. Now we have the “Gold Book” for OpenGL ES 2.0—a cross-platform open standard ushering in a new era of shader programmability and visual sophistication for a wide variety of embedded and mobile devices, from...
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Game Programming Gems 4 (Game Programming Gems Series)Charles River, 2004
Uncover the secrets of the game industry's best programmers with the newest volume of the Game Programming Gems series  With over 60 all new techniques, Game Programming Gems 4 continues to be the definitive resource for developers. Written by expert game developers who make today's amazing games, these articles not only provide quick solutions to...
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Direct3D Programming Kick StartSams Publishing, 2003
DirectX 9, a brand-new version of Microsoft's multimedia libraries, features the latest 3D graphics technology in the form of Direct3D 9.  Direct3D Programming will cover everything a C++ programmer needs to know in order to use Direct3D 9 to create interactive 3D worlds.  The book begins with an overview of basic Windows and 3D programming...
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OpenGL InsightsAK Peter, 2012

	OpenGL is not a single API anymore. OpenGL has involved into a family of APIs, with OpenGL, OpenGL ES, and WebGL being closely related siblings that enable application developers to write and deploy graphics applications on a wide variety of platforms and operating systems. OpenGL has become an ecosystem; 3D graphics is truly everywhere now....






		[image: ][image: unlimited object storage image]



	Result Page: 12 11 10 9 8 7 6 5 4 3 2 


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