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Computer Graphics, C Version
This book is suitable for undergraduate students in
computer science and engineering, for students in
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other disciplines who have good programming skills,
and for professionals. Computer animation and
graphics are now prevalent in everyday life from the
computer screen, to the movie screen, to the smart
phone screen. The growing excitement about WebGL
applications and their ability to integrate HTML5,
inspired the authors to exclusively use WebGL in the
Seventh Edition of Interactive Computer Graphics with
WebGL. Thisis the only introduction to computer
graphics text for undergraduates that fully integrates
WebGL and emphasizes application-based
programming. The top-down, programming-oriented
approach allows for coverage of engaging 3D material
early in the course so students immediately begin to
create their own 3D graphics. Teaching and Learning
Experience This program will provide a better
teaching and learning experience-for you and your
students. It will help: *Engage Students Immediately
with 3D Material: A top-down, programming-oriented
approach allows for coverage of engaging 3D material
early in the course so students immediately begin to
create their own graphics.*Introduce Computer
Graphics Programming with WebGL and JavaScript:
WebGL is not only fully shader-based-each application
must provide at least a vertex shader and a fragment
shader-but also a version that works within the latest
web browsers.

Web Publisher's Construction Kit with
VRML/Live3D
OpenGL ES is the standard graphics API used for
mobile and embedded systems. Despite its
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widespread use, there is a lack of material that
addresses the balance of both theory and practice in
OpenGL ES. JungHyun Han’s Introduction to Computer
Graphics with OpenGL ES achieves this perfect
balance. Han’s depiction of theory and practice
illustrates how 3D graphics fundamentals are
implemented. Theoretical or mathematical details
around real-time graphics are also presented in a way
that allows readers to quickly move on to practical
programming. Additionally, this book presents
OpenGL ES and shader code on many topics. Industry
professionals, as well as, students in Computer
Graphics and Game Programming courses will find
this book of importance.

OpenGL Insights
A complete update of a bestselling introduction to
computer graphics, this volume explores current
computer graphics hardware and software systems,
current graphics techniques, and current graphics
applications. Includes expanded coverage of
algorithms, applications, 3-D modeling and rendering,
and new topics such as distributed ray tracing,
radiosity, physically based modeling, and visualization
techniques.

WebGL Programming Guide
Get Real-World Insight from Experienced Professionals
in the OpenGL Community With OpenGL, OpenGL ES,
and WebGL, real-time rendering is becoming available
everywhere, from AAA games to mobile phones to
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web pages. Assembling contributions from
experienced developers, vendors, researchers, and
educators, OpenGL Insights presents real-world
techniques for intermediate and advanced OpenGL,
OpenGL ES, and WebGL developers. Go Beyond the
Basics The book thoroughly covers a range of topics,
including OpenGL 4.2 and recent extensions. It
explains how to optimize for mobile devices, explores
the design of WebGL libraries, and discusses OpenGL
in the classroom. The contributors also examine
asynchronous buffer and texture transfers,
performance state tracking, and programmable
vertex pulling. Sharpen Your Skills Focusing on
current and emerging techniques for the OpenGL
family of APIs, this book demonstrates the breadth
and depth of OpenGL. Readers will gain practical skills
to solve problems related to performance, rendering,
profiling, framework design, and more.

Interactive Computer Graphics
Computer Graphics
The PC Graphics Handbook serves advanced C++
programmers dealing with the specifics of PC graphics
hardware and software. Discussions address: 2D and
3D graphics programming for Windows and DOS
Device-independent graphics Mathematics for
computer graphics Graphics algorithms and
procedural oper

Fundamentals of Computer Graphics
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Graphics systems and models. Graphics
programming. Input and interaction. Geometric
objects and transformations. Viewing, shading.
Implementation of a renderer. Hierarchical and objectoriented graphics

Realistic Ray Tracing, Second Edition
OpenGL Programming for Windows 95
and Windows NT
The magazine for creators of the digital future.

Pearson EText Interactive Computer
Graphics Access Card
Designing a complete visualization system involves
many subtle decisions. When designing a complex,
real-world visualization system, such decisions involve
many types of constraints, such as performance,
platform (in)dependence, available programming
languages and styles, user-interface toolkits,
input/output data format constraints, integration with
third-party code, and more. Focusing on those
techniques and methods with the broadest
applicability across fields, the second edition of Data
Visualization: Principles and Practice provides a
streamlined introduction to various visualization
techniques. The book illustrates a wide variety of
applications of data visualizations, illustrating the
range of problems that can be tackled by such
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methods, and emphasizes the strong connections
between visualization and related disciplines such as
imaging and computer graphics. It covers a wide
range of sub-topics in data visualization: data
representation; visualization of scalar, vector, tensor,
and volumetric data; image processing and domain
modeling techniques; and information visualization.
See What’s New in the Second Edition: Additional
visualization algorithms and techniques New
examples of combined techniques for diffusion tensor
imaging (DTI) visualization, illustrative fiber track
rendering, and fiber bundling techniques Additional
techniques for point-cloud reconstruction Additional
advanced image segmentation algorithms Several
important software systems and libraries Algorithmic
and software design issues are illustrated throughout
by (pseudo)code fragments written in the C++
programming language. Exercises covering the topics
discussed in the book, as well as datasets and source
code, are also provided as additional online resources.

Mathematics for 3D Game Programming
and Computer Graphics
OpenGL SuperBible
This textbook, first published in 2003, emphasises the
fundamentals and the mathematics underlying
computer graphics. The minimal prerequisites, a basic
knowledge of calculus and vectors plus some
programming experience in C or C++, make the book
suitable for self study or for use as an advanced
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undergraduate or introductory graduate text. The
author gives a thorough treatment of transformations
and viewing, lighting and shading models,
interpolation and averaging, Bézier curves and Bsplines, ray tracing and radiosity, and intersection
testing with rays. Additional topics, covered in less
depth, include texture mapping and colour theory.
The book covers some aspects of animation, including
quaternions, orientation, and inverse kinematics, and
includes source code for a Ray Tracing software
package. The book is intended for use along with any
OpenGL programming book, but the crucial features
of OpenGL are briefly covered to help readers get up
to speed. Accompanying software is available freely
from the book's web site.

The Computer Graphics Manual
Supported with code examples and the authors’ realworld experience, this book offers the first guide to
engine design and rendering algorithms for virtual
globe applications like Google Earth and NASA World
Wind. The content is also useful for general graphics
and games, especially planet and massive-world
engines. With pragmatic advice throughout, it is
essential reading for practitioners, researchers, and
hobbyists in these areas, and can be used as a text
for a special topics course in computer graphics.
Topics covered include: Rendering globes, planetsized terrain, and vector data Multithread resource
management Out-of-core algorithms Shader-based
renderer design
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Introduction to Computer Graphics with
OpenGL ES
PC Graphics & Video
OpenGL® SuperBible, Fifth Edition is the definitive
programmer’s guide, tutorial, and reference for the
world’s leading 3D API for real-time computer
graphics, OpenGL 3.3. The best all-around
introduction to OpenGL for developers at all levels of
experience, it clearly explains both the API and
essential associated programming concepts. Readers
will find up-to-date, hands-on guidance on all facets of
modern OpenGL development, including
transformations, texture mapping, shaders, advanced
buffers, geometry management, and much more.
Fully revised to reflect ARB’s latest official
specification (3.3), this edition also contains a new
start-to-finish tutorial on OpenGL for the iPhone, iPod
touch, and iPad. Coverage includes A practical
introduction to the essentials of real-time 3D graphics
Core OpenGL 3.3 techniques for rendering,
transformations, and texturing Writing your own
shaders, with examples to get you started Crossplatform OpenGL: Windows (including Windows 7),
Mac OS X, GNU/Linux, UNIX, and embedded systems
OpenGL programming for iPhone, iPod touch, and
iPad: step-by-step guidance and complete example
programs Advanced buffer techniques, including fulldefinition rendering with floating point buffers and
textures Fragment operations: controlling the end of
the graphics pipeline Advanced shader usage and
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geometry management A fully updated API reference,
now based on the official ARB (Core) OpenGL 3.3
manual pages New bonus materials and sample code
on a companion Web site,
www.starstonesoftware.com/OpenGL Part of the
OpenGL Technical Library—The official knowledge
resource for OpenGL developers The OpenGL
Technical Library provides tutorial and reference
books for OpenGL. The Library enables programmers
to gain a practical understanding of OpenGL and
shows them how to unlock its full potential. Originally
developed by SGI, the Library continues to evolve
under the auspices of the OpenGL Architecture
Review Board (ARB) Steering Group (now part of the
Khronos Group), an industry consortium responsible
for guiding the evolution of OpenGL and related
technologies.

The PC Graphics Handbook
Computer graphics is now used in various fields; for
industrial, educational, medical and entertainment
purposes. The aim of computer graphics is to visualize
real objects and imaginary or other abstract items. In
order to visualize various things, many technologies
are necessary and they are mainly divided into two
types in computer graphics: modeling and rendering
technologies. This book covers the most advanced
technologies for both types. It also includes some
visualization techniques and applications for motion
blur, virtual agents and historical textiles. This book
provides useful insights for researchers in computer
graphics.
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Dr. Dobb's Journal
Concentrating on the "nuts and bolts" of writing ray
tracing programs, this new and revised edition
emphasizes practical and implementation issues and
takes the reader through all the details needed to
write a modern rendering system. Most importantly,
the book adds many C++ code segments, and adds
new details to provide the reader with a better
intuitive understanding of ray tracing algorithms.

Newmedia
OpenGL is a powerful software interface used to
produce high-quality, computer-generated images
and interactive graphics. This boxed set contains
OpenGL Programmers Guide, 3rd Edition, and the
OpenGL Reference Manual, 3rd Edition.

Interactive Computer Graphics
With contributions by Michael Ashikhmin, Michael
Gleicher, Naty Hoffman, Garrett Johnson, Tamara
Munzner, Erik Reinhard, Kelvin Sung, William B.
Thompson, Peter Willemsen, Brian Wyvill. The third
edition of this widely adopted text gives students a
comprehensive, fundamental introduction to
computer graphics. The authors present the
mathematical foundations of computer graphics with
a focus on geometric intuition, allowing the
programmer to understand and apply those
foundations to the development of efficient code. New
in this edition: Four new contributed chapters, written
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by experts in their fields: Implicit Modeling, Computer
Graphics in Games, Color, Visualization, including
information visualization Revised and updated
material on the graphics pipeline, reflecting a modern
viewpoint organized around programmable shading.
Expanded treatment of viewing that improves clarity
and consistency while unifying viewing in ray tracing
and rasterization. Improved and expanded coverage
of triangle meshes and mesh data structures. A new
organization for the early chapters, which
concentrates foundational material at the beginning
to increase teaching flexibility.

Proceedings
COMPREHENSIVE COVERAGE OF SHADERS AND THE
PROGRAMMABLE PIPELINE From geometric primitives
to animation to 3D modeling to lighting, shading and
texturing, Computer Graphics Through OpenGL®:
From Theory to Experiments is a comprehensive
introduction to computer graphics which uses an
active learning style to teach key concepts. Equally
emphasizing theory and practice, the book provides
an understanding not only of the principles of 3D
computer graphics, but also the use of the OpenGL®
Application Programming Interface (API) to code 3D
scenes and animation, including games and movies.
The undergraduate core of the book takes the student
from zero knowledge of computer graphics to a
mastery of the fundamental concepts with the ability
to code applications using fourth-generation
OpenGL®. The remaining chapters explore more
advanced topics, including the structure of curves and
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surfaces, applications of projective spaces and
transformations and the implementation of graphics
pipelines. This book can be used for introductory
undergraduate computer graphics courses over one
to two semesters. The careful exposition style
attempting to explain each concept in the simplest
terms possible should appeal to the self-study student
as well. Features • Covers the foundations of 3D
computer graphics, including animation, visual
techniques and 3D modeling • Comprehensive
coverage of OpenGL® 4.x, including the GLSL and
vertex, fragment, tessellation and geometry shaders
• Includes 180 programs with 270 experiments based
on them • Contains 750 exercises, 110 worked
examples, and 700 four-color illustrations • Requires
no previous knowledge of computer graphics •
Balances theory with programming practice using a
hands-on interactive approach to explain the
underlying concepts

Computer Graphics
Computer animation and graphics–once rare,
complicated, and comparatively expensive–are now
prevalent in everyday life from the computer screen
to the movie screen.Interactive Computer Graphicsis
the only introduction to computer graphics text for
undergraduates that fully integrates OpenGL and
emphasizes application-based programming. Using C
and C++, the top-down, programming-oriented
approach allows for coverage of engaging 3D material
early in the course so students immediately begin to
create their own 3D graphics. Low-level algorithms
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(for topics such as line drawing and filling polygons)
are presented after students learn to create graphics.
This book is suitable for undergraduate students in
computer science and engineering, for students in
other disciplines who have good programming skills,
and for professionals.

OpenGL Distilled
Ron Fosner provides tips and teaches techniques
enabling Windows programmers to optimize OpenGL
performance on the Windows platform. Topics include
model and view matrices, bitmaps and texturing, and
manipulating OpenGL objects. Numerous
programming examples in C are provided.

Real-Time Rendering
Revised ed. of: Computer graphics / James D. Foley
[et al.]. -- 2nd ed. -- Reading, Mass.: Addison-Wesley,
1995.

New Scientist
Reflecting the rapid expansion of the use of computer
graphics and of C as a programming language of
choice for implementation, this new version of the
best-selling Hearn and Baker text converts all
programming code into the C language. Assuming the
reader has no prior familiarity with computer
graphics, the authors present basic principles for
design, use, and understanding of computer graphics
systems. The authors are widely considered
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authorities in computer graphics, and are known for
their accessible writing style.

Interactive Computer Graphics
A guide to the concepts and applications of computer
graphics covers such topics as interaction techniques,
dialogue design, and user interface software.

Fundamentals of Computer Graphics
Thoroughly revised, this third edition focuses on
modern techniques used to generate synthetic threedimensional images in a fraction of a second. With the
advent of programmable shaders, a wide variety of
new algorithms have arisen and evolved over the past
few years. This edition discusses current, practical
rendering methods used in games and other
applications. It also presents a solid theoretical
framework and relevant mathematics for the field of
interactive computer graphics, all in an approachable
style. The authors have made the figures used in the
book available for download for fair use.:Download
Figures. Reviews Rendering has been a required
reference for professional graphics practitioners for
nearly a decade. This latest edition is as relevant as
ever, covering topics from essential mathematical
foundations to advanced techniques used by today’s
cutting edge games. -- Gabe Newell, President, Valve,
May 2008 Rendering has been completely revised and
revamped for its updated third edition, which focuses
on modern techniques used to generate threedimensional images in a fraction of the time old
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processes took. From practical rendering for games to
math and details for better interactive applications,
it's not to be missed. -- The Bookwatch, November
2008 You'll get brilliantly lucid explanations of
concepts like vertex morphing and variance shadow
mapping—as well as a new respect for the incredible
craftsmanship that goes into today's PC games. -Logan Decker, PC Gamer Magazine , February 2009

Computer Graphics
OpenGL
This book is suitable for undergraduate students in
computer science and engineering, for students in
other disciplines who have good programming skills,
and for professionals. Computer animation and
graphics–once rare, complicated, and comparatively
expensive–are now prevalent in everyday life from the
computer screen to the movie screen. Interactive
Computer Graphics: A Top-Down Approach with
Shader-Based OpenGL®, 6e, is the only introduction
to computer graphics text for undergraduates that
fully integrates OpenGL 3.1 and emphasizes
application-based programming. Using C and C++,
the top-down, programming-oriented approach allows
for coverage of engaging 3D material early in the text
so readers immediately begin to create their own 3D
graphics. Low-level algorithms (for topics such as line
drawing and filling polygons) are presented after
readers learn to create graphics.
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Computer Graphics
OpenGL® Shading Language, Third Edition,
extensively updated for OpenGL 3.1, is the
experienced application programmer’s guide to
writing shaders. Part reference, part tutorial, this book
thoroughly explains the shift from fixed-functionality
graphics hardware to the new era of programmable
graphics hardware and the additions to the OpenGL
API that support this programmability. With OpenGL
and shaders written in the OpenGL Shading
Language, applications can perform better, achieving
stunning graphics effects by using the capabilities of
both the visual processing unit and the central
processing unit. In this book, you will find a detailed
introduction to the OpenGL Shading Language (GLSL)
and the new OpenGL function calls that support it.
The text begins by describing the syntax and
semantics of this high-level programming language.
Once this foundation has been established, the book
explores the creation and manipulation of shaders
using new OpenGL function calls. OpenGL® Shading
Language, Third Edition, includes updated
descriptions for the language and all the GLSL entry
points added though OpenGL 3.1, as well as updated
chapters that discuss transformations, lighting,
shadows, and surface characteristics. The third
edition also features shaders that have been updated
to OpenGL Shading Language Version 1.40 and their
underlying algorithms, including Traditional OpenGL
fixed functionality Stored textures and procedural
textures Image-based lighting Lighting with spherical
harmonics Ambient occlusion and shadow mapping
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Volume shadows using deferred lighting Ward’s BRDF
model The color plate section illustrates the power
and sophistication of the OpenGL Shading Language.
The API Function Reference at the end of the book is
an excellent guide to the API entry points that support
the OpenGL Shading Language.

Visualization
Sooner or later, all game programmers run into
coding issues that require an understanding of
mathematics or physics concepts such as collision
detection, 3D vectors, transformations, game theory,
or basic calculus. Unfortunately, most programmers
frequently have a limited understanding of these
essential mathematics and physics concepts.
MATHEMATICS AND PHYSICS FOR PROGRAMMERS,
THIRD EDITION provides a simple but thorough
grounding in the mathematics and physics topics that
programmers require to write algorithms and
programs using a non-language-specific approach.
Applications and examples from game programming
are included throughout, and exercises follow each
chapter for additional practice. The book's companion
website provides sample code illustrating the
mathematical and physics topics discussed in the
book.

Computer Graphics with OpenGL
A hands-on tutorial helps users to master the
complexities of VRML concepts with coverage of such
topics as polygons, lines, points, cones, and text, and
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explains how to form realistic objects and link them to
Web pages. Original. (Intermediate).

Computer Graphics
3D Computer Graphics
A top-down, programming-oriented approach to
introductory computer graphic. Computer animation
and graphics are now prevalent in everyday life from
the computer screen, to the movie screen, to the
smartphone screen. The growing excitement about
WebGL applications and their ability to integrate
HTML5, inspired the authors to exclusively use WebGL
in creating Interactive Computer Graphics --the only
introduction to computer graphics text for
undergraduates that fully integrates WebGL and
emphasizes application-based programming. The topdown, programming-oriented approach allows for
coverage of engaging 3D material early in the course
so students immediately begin to create their own 3D
graphics, while the application programming interface
(API) makes it easier to teach key graphics topics,
including three-dimensional transformations, lighting
and shading, client-server graphics, modeling, and
implementation algorithms. The new edition uses
WebGL and JavaScript for all the examples. With the
8th Edition, and for the first time, Interactive
Computer Graphics moves into the world of
interactive electronic textbooks, enabling students to
experiment and view code and examples while
reading. The convenient, simple-to-use mobile
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reading experience extends learning beyond class
time. For courses in computer science and
engineering. Pearson eText is a simple-to-use, mobileoptimized, personalized reading experience. It lets
students add bookmarks, highlight, and take notes all
in one place, even when offline. Seamlessly
integrated videos engage students and give them
access to the help they need, when they need it.
Educators can easily schedule readings and share
their own notes with students so they see the
connection between their eText and what they learn
in class -- motivating them to keep reading, and keep
learning. And, reading analytics offer insight into how
students use the eText, helping educators tailor their
instruction. NOTE: This ISBN is for the Pearson eText
access card. For students purchasing this product
from an online retailer, Pearson eText is a fully digital
delivery of Pearson content and should only be
purchased when required by your instructor. In
addition to your purchase, you will need a course
invite link, provided by your instructor, to register for
and use Pearson eText.

OpenGL
This is the eBook of the printed book and may not
include any media, website access codes, or print
supplements that may come packaged with the
bound book. OpenGL®: A Primer is a concise
presentation of fundamental OpenGL, providing
readers with a succinct introduction to essential
OpenGL commands as well as detailed listings of
OpenGL functions and parameters. Angel uses a topPage 19/27
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down philosophy to teach computer graphics based
on the idea that students learn modern computer
graphics best if they can start programming
significant applications as soon as possible. The book
makes it easy for students to find functions and their
descriptions, and supplemental examples are
included in every chapter to illustrate core concepts.
This primer can be used both as a companion to a
book introducing computer graphics principles and as
a stand-alone guide and reference to OpenGL for
programmers with a background in computer
graphics.

Interactive Computer Graphics
OpenGL opens the door to the world of high-quality,
high-performance 3D computer graphics. The
preferred application programming interface for
developing 3D applications, OpenGL is widely used in
video game development, visualization and
simulation, CAD, virtual reality, modeling, and
computer-generated animation. OpenGL® Distilled
provides the fundamental information you need to
start programming 3D graphics, from setting up an
OpenGL development environment to creating
realistic textures and shadows. Written in an
engaging, easy-to-follow style, this book makes it
easy to find the information you're looking for. You'll
quickly learn the essential and most-often-used
features of OpenGL 2.0, along with the best coding
practices and troubleshooting tips. Topics include
Drawing and rendering geometric data such as points,
lines, and polygons Controlling color and lighting to
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create elegant graphics Creating and orienting views
Increasing image realism with texture mapping and
shadows Improving rendering performance Preserving
graphics integrity across platforms A companion Web
site includes complete source code examples, color
versions of special effects described in the book, and
additional resources.

Computer Graphics Through OpenGL®
Drawing on an impressive roster of experts in the
field, Fundamentals of Computer Graphics, Fourth
Edition offers an ideal resource for computer course
curricula as well as a user-friendly personal or
professional reference. Focusing on geometric
intuition, the book gives the necessary information for
understanding how images get onto the screen by
using the complementary approaches of ray tracing
and rasterization. It covers topics common to an
introductory course, such as sampling theory, texture
mapping, spatial data structure, and splines. It also
includes a number of contributed chapters from
authors known for their expertise and clear way of
explaining concepts. Highlights of the Fourth Edition
Include: Updated coverage of existing topics Major
updates and improvements to several chapters,
including texture mapping, graphics hardware, signal
processing, and data structures A text now printed
entirely in four-color to enhance illustrative figures of
concepts The fourth edition of Fundamentals of
Computer Graphics continues to provide an
outstanding and comprehensive introduction to basic
computer graphic technology and theory. It retains an
Page 21/27

Read Free Computer Graphics In Opengl Lab
Manual
informal and intuitive style while improving precision,
consistency, and completeness of material, allowing
aspiring and experienced graphics programmers to
better understand and apply foundational principles
to the development of efficient code in creating film,
game, or web designs. Key Features Provides a
thorough treatment of basic and advanced topics in
current graphics algorithms Explains core principles
intuitively, with numerous examples and pseudo-code
Gives updated coverage of the graphics pipeline,
signal processing, texture mapping, graphics
hardware, reflection models, and curves and surfaces
Uses color images to give more illustrative power to
concepts

Computer Graphics
This text combines the principles and major
techniques in computer graphics with state-of-the-art
examples that relate to things students and
professionals see every day on the Internet and in
computer-generated movies. The author has written a
highly practical and exceptionally accessible text,
thorough and integrated in approach. Concepts are
carefully presented, underlying mathematics are
explained, and the importance of each concept is
highlighted. This book shows the reader how to
translate the math into program code and shows the
result. This new edition provides readers with the
most current information in the field of computer
graphics. *NEW-Uses OpenGL as the supporting
software-An appendix explains how to obtain it (free
downloads) and how to install it on a wide variety of
Page 22/27

Read Free Computer Graphics In Opengl Lab
Manual
platforms. *NEW-Uses C++ as the underlying
programming language. Introduces useful classes for
graphics but does not force a rigid object-oriented
posture. *NEW-Earlier and more in-depth treatment of
3D graphics and the underlying mathematics. *NEWUpdates al content to reflect the advances in the field.
*NEW-Extensive case studies at the end of each
chapter. graphics. *NEW-A powerful Scene Design
Language (SDL) is introduced and described; C++
code for the SDL interpreter is available on the book's
Web site. *NEW-An Appendix on the PostScript
language shows how this powerful page layout
language operates. *Lays out the links between a
concept, underlying mathematics, program coding,
and the result. *Includes an abundance of state-of-theart worked examples. *Provides a Companion Web
site http: //www prenhall.com/hil

OpenGL Shading Language
Using WebGL®, you can create sophisticated
interactive 3D graphics inside web browsers, without
plug-ins. WebGL makes it possible to build a new
generation of 3D web games, user interfaces, and
information visualization solutions that will run on any
standard web browser, and on PCs, smartphones,
tablets, game consoles, or other devices. WebGL
Programming Guide will help you get started quickly
with interactive WebGL 3D programming, even if you
have no prior knowledge of HTML5, JavaScript, 3D
graphics, mathematics, or OpenGL. You’ll learn stepby-step, through realistic examples, building your
skills as you move from simple to complex solutions
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for building visually appealing web pages and 3D
applications with WebGL. Media, 3D graphics, and
WebGL pioneers Dr. Kouichi Matsuda and Dr. Rodger
Lea offer easy-to-understand tutorials on key aspects
of WebGL, plus 100 downloadable sample programs,
each demonstrating a specific WebGL topic. You’ll
move from basic techniques such as rendering,
animating, and texturing triangles, all the way to
advanced techniques such as fogging, shadowing,
shader switching, and displaying 3D models
generated by Blender or other authoring tools. This
book won’t just teach you WebGL best practices, it
will give you a library of code to jumpstart your own
projects. Coverage includes: • WebGL’s origin, core
concepts, features, advantages, and integration with
other web standards • How and basic WebGL
functions work together to deliver 3D graphics •
Shader development with OpenGL ES Shading
Language (GLSL ES) • 3D scene drawing:
representing user views, controlling space volume,
clipping, object creation, and perspective • Achieving
greater realism through lighting and hierarchical
objects • Advanced techniques: object manipulation,
heads-up displays, alpha blending, shader switching,
and more • Valuable reference appendixes covering
key issues ranging from coordinate systems to
matrices and shader loading to web browser settings
This is the newest text in the OpenGL Technical
Library, Addison-Wesley’s definitive collection of
programming guides an reference manuals for
OpenGL and its related technologies. The Library
enables programmers to gain a practical
understanding of OpenGL and the other Khronos
application-programming libraries including OpenGL
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ES and OpenCL. All of the technologies in the OpenGL
Technical Library evolve under the auspices of the
Khronos Group, the industry consortium guiding the
evolution of modern, open-standards media APIs.

Data Visualization
This is the eBook of the printed book and may not
include any media, website access codes, or print
supplements that may come packaged with the
bound book. Computer Graphics with OpenGL, 4/e is
appropriate for junior-to graduate-level courses in
computer graphics. Assuming no background in
computer graphics, this junior-to graduate-level
course presents basic principles for the design, use,
and understanding of computer graphics systems and
applications. The authors, authorities in their field,
offer an integrated approach to two-dimensional and
three-dimensional graphics topics. A comprehensive
explanation of the popular OpenGL programming
package, along with C++ programming examples
illustrates applications of the various functions in the
OpenGL basic library and the related GLU and GLUT
packages.

3D Engine Design for Virtual Globes
This book presents a broad overview of computer
graphics (CG), its history, and the hardware tools it
employs. Covering a substantial number of concepts
and algorithms, the text describes the techniques,
approaches, and algorithms at the core of this field.
Emphasis is placed on practical design and
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implementation, highlighting how graphics software
works, and explaining how current CG can generate
and display realistic-looking objects. The mathematics
is non-rigorous, with the necessary mathematical
background introduced in the Appendixes. Features:
includes numerous figures, examples and solved
exercises; discusses the key 2D and 3D
transformations, and the main types of projections;
presents an extensive selection of methods,
algorithms, and techniques; examines advanced
techniques in CG, including the nature and properties
of light and color, graphics standards and file formats,
and fractals; explores the principles of image
compression; describes the important input/output
graphics devices.
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