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OpenGL® SuperBible, Sixth Edition, isthe definitive programmer’sguide,
tutorial, and reference for theworld’sleading 3D API for real-time
computer graphics, OpenGL 4.3. The best all-around introduction to
OpenGL for developersat all levels of experience, it clearly explains both
the newest API and indispensablerelated concepts. You'll find up-to-date,
hands-on guidance for all facets of modern OpenGL development on both
desktop and mobile platforms, including transfor mations, texture mapping,
shaders, buffers, geometry management, and much more.

Extensively revised, this edition presents many new OpenGL 4.3 features,
including compute shaders, texture views, indirect draws, and enhanced AP
debugging. It has been reorganized to focus more tightly on the API, to cover the
entire pipeline earlier, and to help you thoroughly understand the interactions
between OpenGL and graphics hardware.

Coverage includes

- A practical introduction to the essentials of realtime 3D graphics

- Core OpenGL 4.3 techniques for rendering, transformations, and texturing

- Foundational math for creating interesting 3D graphics with OpenGL

- Writing your own shaders, with examplesto get you started

- Cross-platform OpenGL, including essential platform-specific API
initialization material for Linux, OS X, and Windows

- Vertex processing, drawing commands, primitive processing, fragments, and
framebuffers

- Using compute shaders to harness today’ s graphics cards for more than
graphics

- Monitoring and controlling the OpenGL graphics pipeline

- Advanced rendering: light simulation, artistic and non-photo-realistic
rendering, and deferred shading

- Modern OpenGL debugging and performance optimization

Bonus material and sample code are available from the companion Web site,
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OpenGL® SuperBible, Sixth Edition, isthe definitive programmer’s guide, tutorial, and reference for
theworld’sleading 3D API for real-time computer graphics, OpenGL 4.3. The best all-around
introduction to OpenGL for developersat all levels of experience, it clearly explains both the newest
API and indispensablerelated concepts. You'll find up-to-date, hands-on guidance for all facets of
modern OpenGL development on both desktop and mobile platforms, including transfor mations,
texture mapping, shaders, buffers, geometry management, and much more.

Extensively revised, this edition presents many new OpenGL 4.3 features, including compute shaders,
texture views, indirect draws, and enhanced API debugging. It has been reorganized to focus more tightly on
the API, to cover the entire pipeline earlier, and to help you thoroughly understand the interactions between
OpenGL and graphics hardware.

Coverage includes

- A practical introduction to the essentials of realtime 3D graphics

- Core OpenGL 4.3 techniques for rendering, transformations, and texturing

- Foundational math for creating interesting 3D graphics with OpenGL

- Writing your own shaders, with examples to get you started

- Cross-platform OpenGL, including essential platform-specific API initialization material for Linux, OS X,
and Windows

- Vertex processing, drawing commands, primitive processing, fragments, and framebuffers

- Using compute shaders to harness today’ s graphics cards for more than graphics

- Monitoring and controlling the OpenGL graphics pipeline

- Advanced rendering: light simulation, artistic and non-photo-realistic rendering, and deferred shading

- Modern OpenGL debugging and performance optimization

Bonus material and sample code are available from the companion Web site, openglsuperbible.com.
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Editorial Review
About the Author

Graham Sellersisasenior manager and software architect on the OpenGL driver team at AMD. He
represents AMD at the ARB and has contributed to many extensions and to the core OpenGL Specification.
He holds severa patentsin the fields of computer graphics and image processing.

Richard S. Wright, Jr., senior software engineer for Software Bisque, develops multimedia astronomy and
planetarium software using OpenGL . He has written many OpenGL -based games, scientific/medical
applications, database visualization tools, and educational programs. He has taught OpenGL programming at
Full Sail University’s game design degree program for over a decade.

Nicholas Haemel, senior manager of Tegra OpenGL driver development at NVIDIA, leads a development
team working on NVIDIA mobile graphics drivers, represents NVIDIA at the Khronos Group standards
body, has authored many OpenGL extensions, and contributed to all OpenGL specifications since version
3.0.

Users Review
From reader reviews:
Kathie Richmond:

Reading a e-book tends to be new life style with this era globalization. With looking at you can get alot of
information that could give you benefit in your life. Using book everyone in thisworld can certainly share
their idea. Publications can also inspire alot of people. Many author can inspire their very own reader with
their story or perhaps their experience. Not only situation that share in the books. But also they write about
the data about something that you need instance. How to get the good score toefl, or how to teach your kids,
there are many kinds of book that exist now. The authors nowadays always try to improve their expertisein
writing, they also doing some investigation before they write to their book. One of them is this OpenGL
SuperBible: Comprehensive Tutorial and Reference (6th Edition).

Anna Cooper:

The publication with title OpenGL SuperBible: Comprehensive Tutorial and Reference (6th Edition)
includes alot of information that you can understand it. Y ou can get alot of help after read this book. This
specific book exist new expertise the information that exist in this guide represented the condition of the
world today. That isimportant to yo7u to be aware of how the improvement of the world. This specific book
will bring you in new era of the globalization. Y ou can read the e-book on the smart phone, so you can read
this anywhere you want.



Richard Zhang:

Aswe know that book isimportant thing to add our expertise for everything. By a guide we can know
everything we wish. A book isaset of written, printed, illustrated or perhaps blank sheet. Every year has
been exactly added. This reserve OpenGL SuperBible: Comprehensive Tutorial and Reference (6th Edition)
was filled concerning science. Spend your spare time to add your knowledge about your research
competence. Some people has diverse feel when they reading any book. If you know how big good thing
about abook, you can really fedl enjoy to read a guide. In the modern era like now, many ways to get book
that you wanted.

Allen Grimm:

What is your hobby? Have you heard which question when you got students? We believe that that issue was
given by teacher to their students. Many kinds of hobby, Every individual has different hobby. And you also
know that little person similar to reading or as examining become their hobby. Y ou should know that reading
is very important along with book as to be the point. Book is important thing to add you knowledge, except
your teacher or lecturer. Y ou find good news or update regarding something by book. Many kinds of books
that can you decide to try be your object. One of them is niagra OpenGL SuperBible: Comprehensive
Tutorial and Reference (6th Edition).
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