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Peter Shirley, Michael Ashikhmin, Steve Marschner : Fundamentals of Computer Graphics  before purchasing it 
in order to gage whether or not it would be worth my time, and all praised Fundamentals of Computer Graphics: 

0 of 2 people found the following review helpful. Great book! But I'm too lazy to finish reading ...By linfangGreat 
book!But I'm too lazy to finish reading it. still, this good gives me a deeper insight into computer graphs.3 of 7 people 
found the following review helpful. good for beginnerBy mylumboActually, my major is codec bases video processing 
not based on computer graphics.This book is good for beginners like me. Easy to understand.If someone tries to 
understand the fields of machine vision, this book probably help him/her.0 of 3 people found the following review 
helpful. very good cinditoinBy frozenwinevery good, thanksgreat condition, great contentthere are excellent chapters 
walk me through my projectcan't pass my graphic class without it
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Reinhard, Kelvin Sung, William B. Thompson, Peter Willemsen, Brian Wyvill. The third edition of this widely 
adopted text gives students a comprehensive, fundamental introduction to computer graphics. The authors present the 
mathematical foundations of computer graphics with a focus on geometric intuition, allowing the programmer to 
understand and apply those foundations to the development of efficient code. New in this edition: Four new 
contributed chapters, written by experts in their fields: Implicit Modeling, Computer Graphics in Games, Color, 
Visualization, including information visualization Revised and updated material on the graphics pipeline, reflecting a 
modern viewpoint organized around programmable shading. Expanded treatment of viewing that improves clarity and 
consistency while unifying viewing in ray tracing and rasterization. Improved and expanded coverage of triangle 
meshes and mesh data structures. A new organization for the early chapters, which concentrates foundational material 
at the beginning to increase teaching flexibility.


