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OpenGL SuperBible (3rd Edition)Sams Publishing, 2004
OpenGL SuperBible, Third Edition is a comprehensive, hands-on guide for Mac and Windows programmers who need to know how to program with the new version of OpenGL. This book will help readers master and expand their knowledge of 3D graphics programming and OpenGL implementation. Seasoned OpenGL programmers will also...
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OpenGL 4.0 Shading Language CookbookPackt Publishing, 2011

	The OpenGL Shading Language (GLSL) Version 4.0 brings unprecedented power and flexibility to programmers interested in creating modern, interactive, graphical programs. It allows us to harness the power of modern Graphics Processing Units (GPUs) in a straightforward way by providing a simple, yet powerful, language and API.


	The...


	[image: ]	[image: ][image: Maya Studio Projects Texturing and Lighting (Wiley Desktop Editions)]

Maya Studio Projects Texturing and Lighting (Wiley Desktop Editions)Sybex, 2011


	“Half of good lightingâ•‡ is good texturing, and half of good texturing

	is good lighting” is my favorite sage advice to new animators. It’s difficult to separate the

	two areas of computer animation. Texturing—the re-creation of specific surface qualities

	through the application of shaders,...
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Blender Cycles: Materials and Textures Cookbook, Third EditionPackt Publishing, 2015

	Over 40 practical recipes to create stunning materials and textures using the Cycles rendering engine with Blender


	About This Book

	
		Create realistic material shaders by understanding the fundamentals of material creation in Cycles
	
		Quickly make impressive projects production-ready using the...
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SFML Game DevelopmentPackt Publishing, 2013

	If you've got a firm grasp of C++ with a secret hankering to create a great game, this book is for you. Every practical aspect of programming an interactive game world is here - the only real limit is your imagination.


	Overview

	
		Develop a complete game throughout the book
	
		Learn how to...
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Beginning WebGL for HTML5Apress, 2012

	WebGL (Web-based Graphics Language) is a wonderful and exciting new technology that lets you create


	powerful 3D graphics within a web browser. The way that this is achieved is by using a JavaScript API that

	interacts with the Graphics Processing Unit (GPU). This book will quickly get you on your way to demystify

	shaders and...
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3D Automotive Modeling: An Insider's Guide to 3D Car Modeling and Design for Games and FilmFocal Press, 2010

	What a decade of advancements in interactive game technology—to think that only 10 to 15 years ago we

	were pushing the envelope with car models for PC games that could today run glitch-free in many mobile

	phone games. We’re certainly experiencing an exciting era in game development! However, this neverrelenting...
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Direct3D Rendering CookbookPackt Publishing, 2014

	50 practical recipes to guide you through the advanced rendering techniques in Direct3D to help bring your 3D graphics project to life


	About This Book

	
		Learn and implement the advanced rendering techniques in Direct3D 11.2 and bring your 3D graphics project to life
	
		Study the source code...
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Panda3D 1.6 Game Engine Beginner's GuidePackt Publishing, 2011

	Panda3D is a game engine, a framework for 3D rendering and game development for Python and C++ programs. It includes graphics, audio, I/O, collision detection, and other abilities relevant to the creation of 3D games. Also, Panda3D is Open Source and free for any purpose, including commercial ventures. This book will enable you to create...
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Blender Cycles: Lighting and Rendering CookbookPackt Publishing, 2013

	If you're already au fait with Blender, this book gives extra power to your artist's elbow with a fantastic grounding in Cycles. Packed with tips and recipes, it makes light work of the toughest concepts.


	Overview

	
		Get acquainted with the lighting and rendering concepts of the Blender Cycles...
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ShaderX3: Advanced Rendering with DirectX and OpenGL (Shaderx Series)Charles River, 2004
Welcome to the latest volume of ShaderX! This all-new collection is packed with insightful new techniques, innovative approaches to common problems, and practical tools and tricks that will help you in all areas of shader programming. All of the articles evolved from the work and experiences of industry pros, and all of the sections were edited by...
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Silverlight 4 User Interface CookbookPackt Publishing, 2010

	Silverlight makes it much easier to build web applications with highly usable, interactive, and exciting user interfaces. However, with so many new options open to designers and developers, making the best use of the tools available is not always so easy. It's ease of use and rapid development process has left one area completely...
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