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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
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•    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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Finally, you’ll extend your graphics knowledge with more advanced material, including post-processing
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system for importing and rendering animated models.
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•    Shadow mapping, depth maps, and projective texture mapping
•    Skeletal animation
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driven engine architecture
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Editorial Review

About the Author
Dr. Paul Varcholik is a programming instructor at the Florida Interactive Entertainment Academy (FIEA), a
graduate degree program in game development at the University of Central Florida. Before coming to FIEA,
Paul was a lead software engineer at Electronic Arts, where he worked on video game titles
including Madden NFL Football and Superman Returns. A 20-year software industry veteran, he has taught
college courses on software and game development since 1998. Paul has written extensively on topics
including robotics, 3D user interaction, and multi-touch interfaces. He is author of the OpenGL Essentials
LiveLessons video series on graphics development.

Users Review

From reader reviews:

Janet Roldan:

What do you ponder on book? It is just for students since they are still students or that for all people in the
world, the particular best subject for that? Just simply you can be answered for that problem above. Every
person has diverse personality and hobby for each and every other. Don't to be compelled someone or
something that they don't need do that. You must know how great and important the book Real-Time 3D
Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design). All type of
book is it possible to see on many resources. You can look for the internet resources or other social media.

Mark Maney:

This Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game
Design) book is not really ordinary book, you have after that it the world is in your hands. The benefit you
will get by reading this book is definitely information inside this guide incredible fresh, you will get details
which is getting deeper an individual read a lot of information you will get. This particular Real-Time 3D
Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design) without we
comprehend teach the one who studying it become critical in thinking and analyzing. Don't possibly be
worry Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming
(Game Design) can bring whenever you are and not make your carrier space or bookshelves' turn out to be
full because you can have it within your lovely laptop even phone. This Real-Time 3D Rendering with
DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design) having great arrangement
in word and layout, so you will not truly feel uninterested in reading.

Beverly Brown:

Do you one of people who can't read enjoyable if the sentence chained inside straightway, hold on guys this
particular aren't like that. This Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to
Graphics Programming (Game Design) book is readable by simply you who hate the straight word style. You



will find the facts here are arrange for enjoyable reading experience without leaving actually decrease the
knowledge that want to supply to you. The writer connected with Real-Time 3D Rendering with DirectX and
HLSL: A Practical Guide to Graphics Programming (Game Design) content conveys the idea easily to
understand by most people. The printed and e-book are not different in the content material but it just
different available as it. So , do you continue to thinking Real-Time 3D Rendering with DirectX and HLSL:
A Practical Guide to Graphics Programming (Game Design) is not loveable to be your top listing reading
book?

Elisabeth Martinez:

The publication with title Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics
Programming (Game Design) contains a lot of information that you can study it. You can get a lot of profit
after read this book. This book exist new know-how the information that exist in this reserve represented the
condition of the world right now. That is important to yo7u to understand how the improvement of the world.
This particular book will bring you inside new era of the internationalization. You can read the e-book with
your smart phone, so you can read that anywhere you want.
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