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OpenGL is a powerful software interface used to produce high-quality, computer-generated images and
interactive applications using 2D and 3D objects, bitmaps, and color images.
 
The  OpenGL    ®    Programming Guide, Seventh Edition  , provides definitive and comprehensive
information on OpenGL and the OpenGL Utility Library. The previous edition covered OpenGL through
Version 2.1. This seventh edition of the best-selling “red book” describes the latest features of OpenGL
Versions 3.0 and 3.1. You will find clear explanations of OpenGL functionality and many basic computer
graphics techniques, such as building and rendering 3D models; interactively viewing objects from different
perspective points; and using shading, lighting, and texturing effects for greater realism. In addition, this
book provides in-depth coverage of advanced techniques, including texture mapping, antialiasing, fog and
atmospheric effects, NURBS, image processing, and more. The text also explores other key topics such as
enhancing performance, OpenGL extensions, and cross-platform techniques.
 
This seventh edition has been updated to include the newest features of OpenGL Versions 3.0 and 3.1,
including
 

Using framebuffer objects for off-screen rendering and texture updates●

Examples of the various new buffer object types, including uniform-buffer objects, transform feedback●

buffers, and vertex array objects
Using texture arrays to increase performance when using numerous textures●

Efficient rendering using primitive restart and conditional rendering●

Discussion of OpenGL’s deprecation mechanism and how to verify your programs for future versions of●

OpenGL

 
This edition continues the discussion of the OpenGL Shading Language (GLSL) and explains the mechanics
of using this language to create complex graphics effects and boost the computational power of OpenGL.
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 Khronos OpenGL
ARB Working Group, an industry consortium responsible for guiding the evolution of OpenGL and related
technologies.
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From reader reviews:

Karen Shiner:

Have you spare time for a day? What do you do when you have far more or little spare time? Yes, you can
choose the suitable activity regarding spend your time. Any person spent their particular spare time to take a
move, shopping, or went to the particular Mall. How about open or perhaps read a book eligible OpenGL
Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition)? Maybe it
is being best activity for you. You already know beside you can spend your time using your favorite's book,
you can wiser than before. Do you agree with its opinion or you have other opinion?

Jill Barks:

Now a day those who Living in the era everywhere everything reachable by talk with the internet and the
resources inside can be true or not need people to be aware of each details they get. How a lot more to be
smart in receiving any information nowadays? Of course the reply is reading a book. Reading through a book
can help folks out of this uncertainty Information mainly this OpenGL Programming Guide: The Official
Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition) book since this book offers you rich facts and
knowledge. Of course the details in this book hundred pct guarantees there is no doubt in it you probably
know this.

Justin Tran:

Information is provisions for people to get better life, information nowadays can get by anyone at
everywhere. The information can be a understanding or any news even restricted. What people must be
consider any time those information which is from the former life are challenging be find than now is taking
seriously which one works to believe or which one often the resource are convinced. If you find the unstable
resource then you buy it as your main information it will have huge disadvantage for you. All of those
possibilities will not happen in you if you take OpenGL Programming Guide: The Official Guide to Learning
OpenGL, Versions 3.0 and 3.1 (7th Edition) as your daily resource information.

Marie Miles:

As we know that book is important thing to add our know-how for everything. By a reserve we can know
everything we wish. A book is a group of written, printed, illustrated or maybe blank sheet. Every year ended
up being exactly added. This book OpenGL Programming Guide: The Official Guide to Learning OpenGL,
Versions 3.0 and 3.1 (7th Edition) was filled about science. Spend your free time to add your knowledge
about your scientific disciplines competence. Some people has diverse feel when they reading a new book. If
you know how big good thing about a book, you can sense enjoy to read a book. In the modern era like right
now, many ways to get book which you wanted.
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