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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

http://mbooknom.men/go/best.php?id=0321962729
http://mbooknom.men/go/best.php?id=0321962729
http://mbooknom.men/go/best.php?id=0321962729


•    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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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:

Arlen Bullock:

In this 21st hundred years, people become competitive in each and every way. By being competitive
currently, people have do something to make these survives, being in the middle of often the crowded place
and notice through surrounding. One thing that oftentimes many people have underestimated the item for a
while is reading. That's why, by reading a book your ability to survive improve then having chance to stay
than other is high. In your case who want to start reading a book, we give you this Real-Time 3D Rendering
with DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design) book as starter and
daily reading book. Why, because this book is more than just a book.

Judith Tate:

People live in this new moment of lifestyle always aim to and must have the spare time or they will get lot of
stress from both lifestyle and work. So , when we ask do people have free time, we will say absolutely yes.
People is human not really a robot. Then we ask again, what kind of activity have you got when the spare
time coming to anyone of course your answer will unlimited right. Then ever try this one, reading
publications. It can be your alternative with spending your spare time, often the book you have read will be
Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game
Design).

Lori Suda:

This Real-Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game
Design) is great guide for you because the content that is certainly full of information for you who else
always deal with world and also have to make decision every minute. This book reveal it info accurately
using great manage word or we can say no rambling sentences inside. So if you are read this hurriedly you
can have whole facts in it. Doesn't mean it only provides you with straight forward sentences but hard core
information with attractive delivering sentences. Having Real-Time 3D Rendering with DirectX and HLSL:



A Practical Guide to Graphics Programming (Game Design) in your hand like having the world in your arm,
facts in it is not ridiculous 1. We can say that no book that offer you world throughout ten or fifteen small
right but this e-book already do that. So , this really is good reading book. Hey Mr. and Mrs. occupied do
you still doubt this?

Robert Wolfe:

A lot of people said that they feel uninterested when they reading a guide. They are directly felt it when they
get a half parts of the book. You can choose the actual book Real-Time 3D Rendering with DirectX and
HLSL: A Practical Guide to Graphics Programming (Game Design) to make your reading is interesting.
Your own personal skill of reading talent is developing when you including reading. Try to choose
straightforward book to make you enjoy you just read it and mingle the feeling about book and examining
especially. It is to be 1st opinion for you to like to open up a book and study it. Beside that the e-book Real-
Time 3D Rendering with DirectX and HLSL: A Practical Guide to Graphics Programming (Game Design)
can to be your brand new friend when you're really feel alone and confuse using what must you're doing of
the time.
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