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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:

Melba More:

Why don't make it to be your habit? Right now, try to ready your time to do the important take action, like
looking for your favorite book and reading a book. Beside you can solve your condition; you can add your
knowledge by the book entitled Graphics Shaders: Theory and Practice, Second Edition. Try to face the book
Graphics Shaders: Theory and Practice, Second Edition as your friend. It means that it can to become your
friend when you experience alone and beside that course make you smarter than in the past. Yeah, it is very
fortuned for you personally. The book makes you far more confidence because you can know anything by
the book. So , let me make new experience along with knowledge with this book.

Christine Clute:

Have you spare time for just a day? What do you do when you have more or little spare time? Yes, you can
choose the suitable activity for spend your time. Any person spent their spare time to take a stroll, shopping,
or went to the Mall. How about open or maybe read a book called Graphics Shaders: Theory and Practice,
Second Edition? Maybe it is for being best activity for you. You realize beside you can spend your time with
your favorite's book, you can smarter than before. Do you agree with their opinion or you have some other
opinion?

Alison Caulfield:

What do you in relation to book? It is not important together with you? Or just adding material when you
want something to explain what yours problem? How about your extra time? Or are you busy individual? If
you don't have spare time to do others business, it is make you feel bored faster. And you have spare time?
What did you do? Everybody has many questions above. They should answer that question because just their
can do this. It said that about e-book. Book is familiar in each person. Yes, it is appropriate. Because start
from on kindergarten until university need this particular Graphics Shaders: Theory and Practice, Second
Edition to read.

Ronald Karl:

Here thing why this particular Graphics Shaders: Theory and Practice, Second Edition are different and
reputable to be yours. First of all studying a book is good nevertheless it depends in the content from it which
is the content is as delightful as food or not. Graphics Shaders: Theory and Practice, Second Edition giving
you information deeper since different ways, you can find any guide out there but there is no guide that
similar with Graphics Shaders: Theory and Practice, Second Edition. It gives you thrill studying journey, its
open up your eyes about the thing this happened in the world which is maybe can be happened around you. It
is possible to bring everywhere like in playground, café, or even in your means home by train. If you are
having difficulties in bringing the printed book maybe the form of Graphics Shaders: Theory and Practice,
Second Edition in e-book can be your substitute.
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