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From geometric primitives to animation to 3D modeling to lighting, shading, and
texturing, Computer Graphics Through OpenGL®: From Theory to
Experiments, Second Edition presents a comprehensive introduction to
computer graphics that 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 is a one-semester sequence taking 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 surfaces and the application of projective spaces and transformations.

New to the Second Edition

30 more programs, 50 more experiments, and 50 more exercises●

Two new chapters on OpenGL 4.3 shaders and the programmable pipeline●

Coverage of:●

Vertex buffer and array objects❍
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Occlusion culling and queries and conditional rendering❍

Texture matrices❍

Multitexturing and texture combining❍

Multisampling❍

Point sprites❍

Image and pixel manipulation❍

Pixel buffer objects❍

Shadow mapping❍

Web Resource
The book’s website at www.sumantaguha.com provides program source code
that runs on various platforms. It includes a guide to installing OpenGL and
executing the programs, special software to help run the experiments, and figures
from the book. The site also contains an instructor’s manual with solutions to 100
problems (for qualifying instructors only).
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Web Resource
The book’s website at www.sumantaguha.com provides program source code that runs on various platforms.
It includes a guide to installing OpenGL and executing the programs, special software to help run the
experiments, and figures from the book. The site also contains an instructor’s manual with solutions to 100
problems (for qualifying instructors only).
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Editorial Review

Review

"Computer Graphics Through OpenGL provides a great introduction to the basics of computer graphics
accompanied with working knowledge on topics ranging from transformations, animation, and lighting to
more advanced topics in modeling, all by using the latest from modern OpenGL. This long book can be used
either as self-study material or as a textbook in advanced undergraduate courses as well as in introductory
graduate courses."
?Bedrich Benes, Associate Professor of Computer Graphics and Faculty Scholar, Purdue University

Users Review

From reader reviews:

Christopher Miller:

Do you have favorite book? For those who have, what is your favorite's book? Publication is very important
thing for us to be aware of everything in the world. Each guide has different aim or goal; it means that guide
has different type. Some people feel enjoy to spend their time for you to read a book. They are reading
whatever they acquire because their hobby is actually reading a book. What about the person who don't like
studying a book? Sometime, person feel need book after they found difficult problem or perhaps exercise.
Well, probably you should have this Computer Graphics Through OpenGL: From Theory to Experiments,
Second Edition.

Ismael Black:

This book untitled Computer Graphics Through OpenGL: From Theory to Experiments, Second Edition to
be one of several books that will best seller in this year, honestly, that is because when you read this guide
you can get a lot of benefit on it. You will easily to buy this specific book in the book shop or you can order
it by way of online. The publisher on this book sells the e-book too. It makes you quicker to read this book,
as you can read this book in your Mobile phone. So there is no reason to you personally to past this book
from your list.

Norma Lorentzen:

The e-book with title Computer Graphics Through OpenGL: From Theory to Experiments, Second Edition
includes a lot of information that you can find out it. You can get a lot of advantage after read this book. This
particular book exist new know-how the information that exist in this guide represented the condition of the
world currently. That is important to yo7u to understand how the improvement of the world. That book will
bring you throughout new era of the the positive effect. You can read the e-book on your smart phone, so
you can read that anywhere you want.



Carolyn Treece:

You can get this Computer Graphics Through OpenGL: From Theory to Experiments, Second Edition by
check out the bookstore or Mall. Just simply viewing or reviewing it could possibly to be your solve trouble
if you get difficulties to your knowledge. Kinds of this publication are various. Not only by simply written or
printed and also can you enjoy this book by e-book. In the modern era such as now, you just looking of your
mobile phone and searching what their problem. Right now, choose your current ways to get more
information about your reserve. It is most important to arrange you to ultimately make your knowledge are
still update. Let's try to choose appropriate ways for you.
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