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Unity 5.x CookbookPackt Publishing, 2015

	Over 100 recipes exploring the new and exciting features of Unity 5 to spice up your Unity skillset


	About This Book

	
		Built on the solid foundation of the popular Unity 4.x Cookbook, the recipes in this edition have been completely updated for Unity 5
	
		Features recipes for both 2D and 3D...
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Production RenderingSpringer, 2004
In the past, rendering systems used a range of different approaches, each compatible and able to handle certain kinds of images. However, the last few years have seen the development of practical techniques, which bring together many areas of research into stable, production ready rendering tools. Written by experienced graphics software...
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GLSL Essentials (Community Experience Distilled)Packt Publishing, 2013

	Enrich your 3D scenes with the power of GLSL!


	Overview

	
		Learn about shaders in a step-by-step, interactive manner
	
		Create stunning visual effects using vertex and fragment shaders
	
		Simplify your CPU code and improve your overall performance with instanced drawing through the use...
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ShaderX2: Shader Programming Tips and Tricks with DirectX 9.0Wordware Publishing, 2003
After the tremendous success of Direct3D ShaderX: Vertex and Pixel Shader Tips
and Tricks, I planned to do another book with an entirely new set of innovative
ideas, techniques, and algorithms. The call for authors led to many proposals from
nearly 80 people who wanted to contribute to the book. Some of these proposals
featured...
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XNA 4 3D Game Development by Example: Beginner's GuidePackt Publishing, 2012


	Microsoft's XNA Framework provides C# developers with a robust and efficient method of

	utilizing the DirectX and Direct3D Application Programming Interfaces (APIs) in order to

	build 3D games for the Windows, Xbox 360, and Windows Phone platforms.





	This book will present a series of video games, utilizing the XNA...
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Unity 5.x Shaders and Effects CookbookPackt Publishing, 2016

	Master the art of Shader programming to bring life to your Unity projects


	About This Book

	
		This book will help you master the technique of physically based shading in Unity 5 to add realism to your game quickly through precise recipes
	
		From an eminent author, this book offers you the fine...
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Shaders for Game Programmers and Artists (Premier Press Game Development)Course Technology PTR, 2004
The topic of Shaders for Game Programmers and Artists is shader development; therefore,
the book is written for anybody who has some interest in the topic. Because the topics and
techniques covered throughout this book are so varied, it is bound to be of interest to
everybody from hobbyist programmers to professional shader...
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32/64-bit 80x86 Assembly Language ArchitectureWordware Publishing, 2005
This book discusses 32- and 64-bit 80x 86 assembly language programming inclusive of the SIMD instruction supersets that bring the 80x86 processor into the realm of the supercomputer. This book can be used in a self-taught or academic environment.

The increasing complexity of programming environments provides a number of opportunities for...
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Rendering with mental ray & 3ds MaxFocal Press, 2007
Realize your vision with stunning renders of your 3ds Max projects that can only be achieved with a powerful engine like mental ray. Beginning with a concise review of the essential concepts, you proceed to step-by-step tutorials that teach you how to render scenes with 

	Indirect illumination options including Final Gather, Caustics,...
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HLSL Development CookbookPackt Publishing, 2013

	Written in an engaging yet practical manner, HLSL Development Cookbook allows you to pick the recipes you need as and when they are required. If you have some basic Direct3D knowledge and want to give your work some additional visual impact by utilizing advanced rendering techniques, then this book is for you. It is also ideal for those...
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CryENGINE Game Programming with C++, C#, and LuaPackt Publishing, 2013

	CryENGINE is a complete 3D game development solution that can run on multiple platforms. It is orientated around giving intuitive tools to the developer. A variety of interactive video games can be created using CryENGINE. CryENGINE is one of the most beginner-friendly engines out there to learn. If you are interested in diving into the...
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Physically Based Shader Development for Unity 2017: Develop Custom Lighting SystemsApress, 2017

	
		Benefit from the latest rendering tech developments, currently covered only in papers and talks from Siggraph, in a way any developer or technical artist using Unity can take advantage of. This book starts by introducing how shader programming works in general, the common principles of different platforms (OpenGL, Vulkan, and DirectX),...
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