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Frank Luna: Introduction to 3D Game Programming with DirectX 12 (Computer Science) before purchasing it
in order to gage whether or not it would be worth my time, and all praised Introduction to 3D Game Programming
with DirectX 12 (Computer Science):

0 of 0 people found the following review helpful. Five StarsBy Fernandoamazing beyond D3D, much background and
good conceptual ground coverage.1 of 1 people found the following review helpful. Two StarsBy Chad P.it is missing
200+ pages and samples from the previous directx 11 book1 of 2 people found the following review helpful. Great
programming book! Not so great math book.By Chris M Excellent book once you get beyond the math. | had a hard
time with the math chapters. It was great once | got into th C++ concepts and examples.

This updated bestseller provides an introduction to programming interactive computer graphics, with an emphasis on


http://f3db.com/pub/links.php?id=1942270062

game development using DirectX 12. The book is divided into three main parts. basic mathematical tools, fundamental
tasks in Direct3D, and techniques and special effects. It shows how to use new Direct12 features such as command
lists, pipeline state objects, descriptor heaps and tables, and explicit resource management to reduce CPU overhead
and increase scalability across multiple CPU cores. The book covers modern special effects and techniques such as
hardware tessellation, writing compute shaders, ambient occlusion, reflections, normal and displacement mapping,
shadow rendering, and character animation. Includes a companion DV D with code and figures.eBook Customers:
Companion files are available for downloading with order number/proof of purchase by writing to the publisher at
info@merclearning.com.FEATURES: Provides an introduction to programming interactive computer graphics, with
an emphasis on game development using DirectX 12 Uses new Direct3D 12 features to reduce CPU overhead and take
advantage of multiple CPU cores Contains detailed explanations of popular real-time game effects IncludesaDVD
with source code and all the images (including 4-color) from the book L earn advance rendering techniques such as
ambient occlusion, real-time reflections, normal and displacement mapping, shadow rendering, programming the
geometry shader, and character animation Covers a mathematics review and 3D rendering fundamentals such as
lighting, texturing, blending and stenciling Use the end-of-chapter exercises to test understanding and provide
experience with DirectX 12



