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Get Started Quickly with DirectX 3D Programming: No 3D Experience Needed

This step-by-step text demystifies modern graphics programming so you can quickly start writing
professional code with DirectX and HLSL. Expert graphics instructor Paul Varcholik starts with the basics: a
tour of the Direct3D graphics pipeline, a 3D math primer, and an introduction to the best tools and support
libraries.

Next, you’ll discover shader authoring with HLSL. You’ll implement basic lighting models, including
ambient lighting, diffuse lighting, and specular highlighting. You’ll write shaders to support point lights,
spotlights, environment mapping, fog, color blending, normal mapping, and more.
Then you’ll employ C++ and the Direct3D API to develop a robust, extensible rendering engine. You’ll learn
about virtual cameras, loading and rendering 3D models, mouse and keyboard input, and you’ll create a
flexible effect and material system to integrate your shaders.

Finally, you’ll extend your graphics knowledge with more advanced material, including post-processing
techniques for color filtering, Gaussian blurring, bloom, and distortion mapping. You’ll develop shaders for
casting shadows, work with geometry and tessellation shaders, and implement a complete skeletal animation
system for importing and rendering animated models.

You don’t need any experience with 3D graphics or the associated math: Everything’s taught hands-on, and
all graphics-specific code is fully explained.
Coverage includes

•    The Direct3D API and graphics pipeline
•    A 3D math primer: vectors, matrices, coordinate systems, transformations, and the DirectX Math library
•    Free and low-cost tools for authoring, debugging, and profiling shaders
•    Extensive treatment of HLSL shader authoring
•    Development of a C++ rendering engine
•    Cameras, 3D models, materials, and lighting
•    Post-processing effects
•    Device input, component-based architecture, and software services
•    Shadow mapping, depth maps, and projective texture mapping
•    Skeletal animation
•    Geometry and tessellation shaders
•    Survey of rendering optimization, global illumination, compute shaders, deferred shading, and data-
driven engine architecture
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From reader reviews:

Inez Morales:

Why don't make it to become your habit? Right now, try to ready your time to do the important action, like
looking for your favorite book and reading a reserve. Beside you can solve your long lasting problem; you
can add your knowledge by the book entitled Real-Time 3D Rendering with DirectX and HLSL: A Practical
Guide to Graphics Programming (Game Design). Try to make the book Real-Time 3D Rendering with
DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design) as your close friend. It
means that it can to get your friend when you really feel alone and beside associated with course make you
smarter than before. Yeah, it is very fortuned for you. The book makes you more confidence because you can
know every little thing by the book. So , we should make new experience and knowledge with this book.

Francisco Gentry:

This book untitled Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics
Programming (Game Design) to be one of several books which best seller in this year, that's because when
you read this e-book you can get a lot of benefit in it. You will easily to buy this kind of book in the book
retail outlet or you can order it by way of online. The publisher of the book sells the e-book too. It makes you
quickly to read this book, since you can read this book in your Mobile phone. So there is no reason for your
requirements to past this e-book from your list.

Leticia Bennet:

Spent a free time to be fun activity to perform! A lot of people spent their free time with their family, or their
particular friends. Usually they performing activity like watching television, going to beach, or picnic inside
the park. They actually doing same thing every week. Do you feel it? Do you want to something different to
fill your personal free time/ holiday? Might be reading a book may be option to fill your free of charge time/
holiday. The first thing you ask may be what kinds of guide that you should read. If you want to test look for
book, may be the publication untitled Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide
to Graphics Programming (Game Design) can be very good book to read. May be it may be best activity to
you.

Debbie Yarborough:

Reading a e-book make you to get more knowledge from this. You can take knowledge and information
coming from a book. Book is composed or printed or descriptive from each source this filled update of news.
In this modern era like today, many ways to get information are available for a person. From media social
such as newspaper, magazines, science reserve, encyclopedia, reference book, novel and comic. You can add
your knowledge by that book. Are you ready to spend your spare time to spread out your book? Or just
searching for the Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics
Programming (Game Design) when you desired it?
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