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With over 60 recipes, this Cookbook will teach you both the elementary and finer
points of the OpenGL Shading Language, and get you familiar with the specific
features of GLSL 4.0. A totally practical, hands-on guide. Overview A full set of
recipes demonstrating simple and advanced techniques for producing high-
quality, real-time 3D graphics using GLSL 4.0 How to use the OpenGL Shading
Language to implement lighting and shading techniques Use the new features of
GLSL 4.0 including tessellation and geometry shaders How to use textures in
GLSL as part of a wide variety of techniques from basic texture mapping to
deferred shading Simple, easy-to-follow examples with GLSL source code, as
well as a basic description of the theory behind each technique What you will
learn from this book Compile, install, and communicate with shader programs
Use new features of GLSL 4.0 such as subroutines and uniform blocks
Implement basic lighting and shading techniques such as diffuse and specular
shading, per-fragment shading, and spotlights Apply single or multiple textures
Use textures as environment maps for simulating reflection or refraction
Implement screen-space techniques such as gamma correction, blur filters, and
deferred shading Implement geometry and tessellation shaders Learn shadowing
techniques including shadow mapping and screen space ambient occlusion Use
noise in shaders Use shaders for animation Approach This hands-on guide cuts
short the preamble and gets straight to the point - actually creating graphics,
instead of just theoretical learning. Each recipe is specifically tailored to satisfy
your appetite for producing real-time 3-D graphics using GLSL 4.0. Who this
book is written for If you are an OpenGL programmer looking to use the modern
features of GLSL 4.0 to create real-time, three-dimensional graphics, then this
book is for you. Familiarity with OpenGL programming, along with the typical
3D coordinate syste
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With over 60 recipes, this Cookbook will teach you both the elementary and finer points of the OpenGL
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quality, real-time 3D graphics using GLSL 4.0 How to use the OpenGL Shading Language to implement
lighting and shading techniques Use the new features of GLSL 4.0 including tessellation and geometry
shaders How to use textures in GLSL as part of a wide variety of techniques from basic texture mapping to
deferred shading Simple, easy-to-follow examples with GLSL source code, as well as a basic description of
the theory behind each technique What you will learn from this book Compile, install, and communicate
with shader programs Use new features of GLSL 4.0 such as subroutines and uniform blocks Implement
basic lighting and shading techniques such as diffuse and specular shading, per-fragment shading, and
spotlights Apply single or multiple textures Use textures as environment maps for simulating reflection or
refraction Implement screen-space techniques such as gamma correction, blur filters, and deferred shading
Implement geometry and tessellation shaders Learn shadowing techniques including shadow mapping and
screen space ambient occlusion Use noise in shaders Use shaders for animation Approach This hands-on
guide cuts short the preamble and gets straight to the point - actually creating graphics, instead of just
theoretical learning. Each recipe is specifically tailored to satisfy your appetite for producing real-time 3-D
graphics using GLSL 4.0. Who this book is written for If you are an OpenGL programmer looking to use the
modern features of GLSL 4.0 to create real-time, three-dimensional graphics, then this book is for you.
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Editorial Review

About the Author
David Wolff David Wolff is an associate professor in the Computer Science and Computer Engineering
Department at Pacific Lutheran University (PLU). He received his PhD in Physics from Oregon State
University. He has a passion for computer graphics and the intersection between art and science. He has been
teaching computer graphics to undergraduates at PLU for over 10 years, using OpenGL.

Users Review

From reader reviews:

Guadalupe Winn:

As people who live in the particular modest era should be up-date about what going on or facts even
knowledge to make these keep up with the era which is always change and move ahead. Some of you maybe
will update themselves by examining books. It is a good choice in your case but the problems coming to you
is you don't know which you should start with. This OpenGL 4.0 Shading Language Cookbook is our
recommendation to make you keep up with the world. Why, because this book serves what you want and
need in this era.

Georgetta Watson:

Do you one among people who can't read pleasurable if the sentence chained from the straightway, hold on
guys this aren't like that. This OpenGL 4.0 Shading Language Cookbook book is readable by simply you
who hate the perfect word style. You will find the information here are arrange for enjoyable examining
experience without leaving actually decrease the knowledge that want to deliver to you. The writer of
OpenGL 4.0 Shading Language Cookbook content conveys objective easily to understand by many people.
The printed and e-book are not different in the written content but it just different in the form of it. So , do
you still thinking OpenGL 4.0 Shading Language Cookbook is not loveable to be your top collection reading
book?

Johnathan Fuller:

That guide can make you to feel relax. That book OpenGL 4.0 Shading Language Cookbook was colorful
and of course has pictures on the website. As we know that book OpenGL 4.0 Shading Language Cookbook
has many kinds or genre. Start from kids until adolescents. For example Naruto or Private investigator Conan
you can read and feel that you are the character on there. So , not at all of book usually are make you bored,
any it can make you feel happy, fun and loosen up. Try to choose the best book to suit your needs and try to
like reading which.



Ann Macdonald:

A lot of e-book has printed but it takes a different approach. You can get it by world wide web on social
media. You can choose the best book for you, science, comic, novel, or whatever by searching from it. It is
named of book OpenGL 4.0 Shading Language Cookbook. You can contribute your knowledge by it.
Without leaving the printed book, it could add your knowledge and make an individual happier to read. It is
most critical that, you must aware about book. It can bring you from one spot to other place.
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