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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:

Terra Runyan:

This Graphics Shaders: Theory and Practice, Second Edition book is not ordinary book, you have it then the
world is in your hands. The benefit you will get by reading this book will be information inside this
publication incredible fresh, you will get details which is getting deeper anyone read a lot of information you
will get. This particular Graphics Shaders: Theory and Practice, Second Edition without we know teach the
one who looking at it become critical in contemplating and analyzing. Don't end up being worry Graphics
Shaders: Theory and Practice, Second Edition can bring when you are and not make your carrier space or
bookshelves' turn out to be full because you can have it in your lovely laptop even cell phone. This Graphics
Shaders: Theory and Practice, Second Edition having good arrangement in word in addition to layout, so you
will not experience uninterested in reading.

Betty Norsworthy:

The ability that you get from Graphics Shaders: Theory and Practice, Second Edition is the more deep you
searching the information that hide into the words the more you get serious about reading it. It does not mean
that this book is hard to recognise but Graphics Shaders: Theory and Practice, Second Edition giving you
excitement feeling of reading. The writer conveys their point in a number of way that can be understood
through anyone who read this because the author of this reserve is well-known enough. This kind of book
also makes your vocabulary increase well. It is therefore easy to understand then can go together with you,
both in printed or e-book style are available. We recommend you for having that Graphics Shaders: Theory
and Practice, Second Edition instantly.

Randy Hunter:

Hey guys, do you desires to finds a new book to learn? May be the book with the title Graphics Shaders:
Theory and Practice, Second Edition suitable to you? The actual book was written by well-known writer in
this era. Often the book untitled Graphics Shaders: Theory and Practice, Second Editionis the main one of
several books which everyone read now. This specific book was inspired many people in the world. When
you read this reserve you will enter the new age that you ever know previous to. The author explained their
idea in the simple way, therefore all of people can easily to comprehend the core of this guide. This book
will give you a lots of information about this world now. To help you see the represented of the world within
this book.

Carmela Martin:

Your reading 6th sense will not betray you, why because this Graphics Shaders: Theory and Practice, Second
Edition book written by well-known writer whose to say well how to make book which might be understand
by anyone who all read the book. Written within good manner for you, leaking every ideas and writing skill
only for eliminate your personal hunger then you still doubt Graphics Shaders: Theory and Practice, Second



Edition as good book not simply by the cover but also from the content. This is one publication that can
break don't ascertain book by its deal with, so do you still needing one more sixth sense to pick this
particular!? Oh come on your examining sixth sense already said so why you have to listening to a different
sixth sense.
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