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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 computer graphics. The second edition has been updated to incorporate changes in the
OpenGL API (OpenGL 4.x and GLSL 4.x0) and also has a chapter on the new tessellation shaders, including
many practical examples.

The book starts with a quick review of the graphics pipeline, emphasizing features that are rarely taught in
introductory courses, but are immediately exposed in shader work. It then covers shader-specific theory for
vertex, tessellation, geometry, and fragment shaders using the GLSL 4.x0 shading language. The text also
introduces the freely available glman tool that enables you to develop, test, and tune shaders separately from
the applications that will use them. The authors explore how shaders can be used to support a wide variety of
applications and present examples of shaders in 3D geometry, scientific visualization, geometry morphing,
algorithmic art, and more.

Features of the Second Edition:

Written using the most recent specification releases (OpenGL 4.x and GLSL 4.x0) including code●

examples brought up-to-date with the current standard of the GLSL language.
More examples and more exercises●

A chapter on tessellation shaders●

An expanded Serious Fun chapter with examples that illustrate using shaders to produce fun effects●

A discussion of how to handle the major changes occurring in the OpenGL standard, and some C++ classes●

to help you manage that transition

The authors thoroughly explain the concepts, use sample code to describe details of the concepts, and then
challenge you to extend the examples. They provide sample source code for many of the book’s examples at
www.cgeducation.org
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From reader reviews:

Sally Oneal:

Now a day those who Living in the era everywhere everything reachable by interact with the internet and the
resources inside it can be true or not call for people to be aware of each data they get. How many people to
be smart in getting any information nowadays? Of course the solution is reading a book. Examining a book
can help persons out of this uncertainty Information especially this Graphics Shaders: Theory and Practice,
Second Edition book because this book offers you rich data and knowledge. Of course the details in this
book hundred pct guarantees there is no doubt in it you may already know.

Aaron Blue:

Reading a reserve tends to be new life style in this era globalization. With reading you can get a lot of
information that could give you benefit in your life. Having book everyone in this world can easily share
their idea. Textbooks can also inspire a lot of people. Plenty of author can inspire their very own reader with
their story or even their experience. Not only situation that share in the guides. But also they write about the
ability about something that you need example of this. How to get the good score toefl, or how to teach your
sons or daughters, there are many kinds of book which exist now. The authors on this planet always try to
improve their ability in writing, they also doing some research before they write to the book. One of them is
this Graphics Shaders: Theory and Practice, Second Edition.

Carolyn Ziolkowski:

Don't be worry if you are afraid that this book will filled the space in your house, you will get it in e-book
method, more simple and reachable. This kind of Graphics Shaders: Theory and Practice, Second Edition can
give you a lot of friends because by you looking at this one book you have point that they don't and make a
person more like an interesting person. This book can be one of one step for you to get success. This reserve
offer you information that perhaps your friend doesn't realize, by knowing more than additional make you to
be great persons. So , why hesitate? We need to have Graphics Shaders: Theory and Practice, Second
Edition.

Shane Dagostino:

Reserve is one of source of know-how. We can add our expertise from it. Not only for students and also
native or citizen want book to know the revise information of year to be able to year. As we know those
guides have many advantages. Beside we add our knowledge, may also bring us to around the world. By
book Graphics Shaders: Theory and Practice, Second Edition we can get more advantage. Don't that you be
creative people? Being creative person must love to read a book. Just choose the best book that suitable with
your aim. Don't end up being doubt to change your life with that book Graphics Shaders: Theory and
Practice, Second Edition. You can more attractive than now.
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