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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:

Elaine Rode:

The book OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1 (7th
Edition) gives you the sense of being enjoy for your spare time. You may use to make your capable more
increase. Book can to get your best friend when you getting pressure or having big problem with the subject.
If you can make examining a book OpenGL Programming Guide: The Official Guide to Learning OpenGL,
Versions 3.0 and 3.1 (7th Edition) to get your habit, you can get far more advantages, like add your capable,
increase your knowledge about some or all subjects. You can know everything if you like wide open and
read a e-book OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and 3.1
(7th Edition). Kinds of book are a lot of. It means that, science e-book or encyclopedia or others. So , how do
you think about this reserve?

Guillermo Behler:

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

Melanie Pemberton:

On this era which is the greater individual or who has ability to do something more are more special than
other. Do you want to become considered one of it? It is just simple solution to have that. What you should
do is just spending your time not very much but quite enough to experience a look at some books. Among
the books in the top list in your reading list is actually OpenGL Programming Guide: The Official Guide to
Learning OpenGL, Versions 3.0 and 3.1 (7th Edition). This book and that is qualified as The Hungry Inclines
can get you closer in turning into precious person. By looking upwards and review this reserve you can get
many advantages.

Luther Ritenour:

You will get this OpenGL Programming Guide: The Official Guide to Learning OpenGL, Versions 3.0 and
3.1 (7th Edition) by go to the bookstore or Mall. Merely viewing or reviewing it might to be your solve
difficulty if you get difficulties on your knowledge. Kinds of this book are various. Not only by written or
printed but additionally can you enjoy this book through e-book. In the modern era similar to now, you just
looking of your mobile phone and searching what their problem. Right now, choose your ways to get more



information about your guide. It is most important to arrange you to ultimately make your knowledge are
still revise. Let's try to choose correct ways for you.
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