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Von David Kirk : GraphicsGemsl|I1 (IBM Version): Ibm Version (Graphics Gems- IBM) before purchasing it
in order to gage whether or not it would be worth my time, and all praised Graphics Gems|Il (IBM Version): Ibm
Version (Graphics Gems - IBM):

KundenrezensionenHilfrei chste KundenrezensionenO von 0 Kunden fanden die folgende Rezension hilfreich. Third in
the classic seriesVon Eric Hainesl'm the archivist for the free Graphics Gems code base on the web. | do it for free,
because this code is so valuable. Others think so, too: there is an average of 100 hits a day on the site. Go look at the
online list of what'sin this volume to seeif it'sfor you.Highlights (for me) include an |EEE fast square root, uniform
random rotations, triangle-cube intersection, and BSP tree ray tracing. There's tons more.0 von 0 Kunden fanden die
folgende Rezension hilfreich. invaluable collection of gemsVon Ein Kundelt's unbelievable that how they can put


http://f3db.com/pub/links.php?id=B00HU6YD5U

those dozens of invaluable gems written by graphics programmer from all over the world together into one book. It'sa
must for every graphics programmer.

KurzbeschreibungThis sequel to Graphics Gems (Academic Press, 1990), and Graphics Gems || (Academic Press,
1991) isapractical collection of computer graphics programming tools and techniques. Graphics Gems 11 contains a
larger percentage of gems related to modeling and rendering, particularly lighting and shading. This new edition also
covers image processing, numerical and programming techniques, modeling and transformations, 2D and 3D geometry
and algorithms,ray tracing and radiosity, rendering, and more clever new tools and tricks for graphics programming.
Volume 1l also includes a disk containing source codes for either the IBM or Mac versions featuring all code from
Volumesl, I, and I11. Author David Kirk lends his expertise to the Graphics Gems seriesin Volume I1 with his far-
reaching knowledge of modeling and rendering, specifically focusing on the areas of lighting and shading. Volume Il
includes adisk containing source codes for both the IBM and Mac versions featuring al code from volumes|, I1, and
I11. Graphics Gemsl, |1, and |11 are sourcebooks of ideas for graphics programmers. They aso serve as toolboxes full
of useful tricks and techniques for novice programmers and graphics experts alike. Each volume reflects the
personality and particular interests of its respective editor.Includes a disk containing source codes for both the IBM
and Mac versions featuring code from volumes |, 11, and |11 Features all new graphics gemsExplains techniques for
making computer graphics implementations more efficientEmphasizes physically based modeling, rendering,
radiosity, and ray tracingPresents techniques for making computer graphics implementations more

efficientk urzbeschreibungThis sequel to Graphics Gems (Academic Press, 1990), and Graphics Gems |1 (Academic
Press, 1991) isapractical collection of computer graphics programming tools and techniques. Graphics Gems 111
contains alarger percentage of gems related to modeling and rendering, particularly lighting and shading. This new
edition also covers image processing, numerical and programming techniques, modeling and transformations, 2D and
3D geometry and algorithms,ray tracing and radiosity, rendering, and more clever new tools and tricks for graphics
programming. Volume Il al'so includes a disk containing source codes for either the IBM or Mac versions featuring
all code from Volumesl|, I, and I11. Author David Kirk lends his expertise to the Graphics Gems seriesin Volume I11
with his far-reaching knowledge of modeling and rendering, specifically focusing on the areas of lighting and shading.
Volume 11 includes a disk containing source codes for both the IBM and Mac versions featuring all code from
volumes|, I, and I11. Graphics Gemsl, |1, and 111 are sourcebooks of ideas for graphics programmers. They also serve
astoolboxes full of useful tricks and techniques for novice programmers and graphics experts aike. Each volume
reflects the personality and particular interests of its respective editor.Includes a disk containing source codes for both
the IBM and Mac versions featuring code from volumes |, 11, and I11Features all new graphics gemsExplains
techniques for making computer graphics implementations more efficientEmphasizes physically based modeling,
rendering, radiosity, and ray tracingPresents techniques for making computer graphics implementations more
efficientSynopsis This sequel to "Graphics Gems' (Academic Press, 1990), and "Graphics Gems 11" (Academic Press,
1991) isapractical collection of computer graphics programming tools and techniques. "Graphics Gems | 11" contains
alarger percentage of gemsrelated to modeling and rendering, particularly lighting and shading. This new edition also
covers image processing, numerical and programming techniques, modeling and transformations, 2D and 3D geometry
and algorithms, ray tracing and radiosity, rendering, and more clever new tools and tricks for graphics programming.
Volume Il aso includes a disk containing source codes for either the IBM or Mac versions featuring all code from
Volumesl, 11, and I11. Author David Kirk lends his expertise to the "Graphics Gems' seriesin Volume Il with hisfar-
reaching knowledge of modeling and rendering, specifically focusing on the areas of lighting and shading. Volume Il
includes a disk containing source codes for both the IBM and Mac versions featuring all code from volumesl, |1, and
[11. "Graphics Gemsl, I, and I11" are sourcebooks of ideas for graphics programmers. They also serve as toolboxes full
of useful tricks and techniques for novice programmers and graphics experts alike. Each volume reflects the
personality and particular interests of its respective editor. It features all new graphics gems. It explains techniques for
making computer graphics implementations more efficient. It emphasizes on physically based modeling, rendering,
radiosity, and ray tracing. It also presents techniques for making computer graphics implementations more efficient.



