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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:

Jean Fuller:

Typically the book OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and
3.1 (7th Edition) will bring someone to the new experience of reading a new book. The author style to clarify
the idea is very unique. If you try to find new book you just read, this book very ideal to you. The book
OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition) is
much recommended to you to read. You can also get the e-book from the official web site, so you can
quicker to read the book.

Christian Fowler:

Reading a book tends to be new life style on this era globalization. With reading you can get a lot of
information that can give you benefit in your life. Having book everyone in this world can certainly share
their idea. Textbooks can also inspire a lot of people. Lots of author can inspire their own reader with their
story as well as their experience. Not only the storyline that share in the guides. But also they write about the
ability about something that you need instance. How to get the good score toefl, or how to teach children,
there are many kinds of book that you can get now. The authors these days always try to improve their skill
in writing, they also doing some analysis before they write to the book. One of them is this OpenGL
Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition).

Anthony Hanna:

Playing with family within a park, coming to see the marine world or hanging out with good friends is thing
that usually you will have done when you have spare time, then why you don't try thing that really opposite
from that. Just one activity that make you not experience tired but still relaxing, trilling like on roller coaster
you have been ride on and with addition details. Even you love OpenGL Programming Guide: The Official
Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition), you may enjoy both. It is excellent
combination right, you still need to miss it? What kind of hang type is it? Oh can occur its mind hangout
people. What? Still don't get it, oh come on its named reading friends.

Gregory Mendoza:

Some people said that they feel bored when they reading a reserve. They are directly felt the idea when they
get a half elements of the book. You can choose the particular book OpenGL Programming Guide: The
Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition) to make your own personal reading
is interesting. Your current skill of reading expertise is developing when you just like reading. Try to choose
basic book to make you enjoy to study it and mingle the opinion about book and examining especially. It is
to be initial opinion for you to like to open up a book and study it. Beside that the reserve OpenGL
Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th Edition) can to be a



newly purchased friend when you're experience alone and confuse with the information must you're doing of
these time.
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