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Von Ramakrishnan Mukundan : Advanced Methods in Computer Graphics: With examples in OpenGL  before 
purchasing it in order to gage whether or not it would be worth my time, and all praised Advanced Methods in 
Computer Graphics: With examples in OpenGL: 

KundenrezensionenHilfreichste Kundenrezensionen0 von 0 Kunden fanden die folgende Rezension hilfreich. 
understandable and concise introductionVon Damianeven as a beginner in the field of computer graphics i feel 

http://f3db.com/pub/links.php?id=B00A9YG268


comfortable reading this book. it is accessible and puts emphasis on applications. the code examples at the end of each 
chapter are very helpful and not just collections of code like in other books.

KurzbeschreibungThis book brings together several advanced topics in computer graphics that are important in the 
areas of game development, three-dimensional animation and real-time rendering. The book is designed for final-year 
undergraduate or first-year graduate students, who are already familiar with the basic concepts in computer graphics 
and programming. It aims to provide a good foundation of advanced methods such as skeletal animation, quaternions, 
mesh processing and collision detection. These and other methods covered in the book are fundamental to the 
development of algorithms used in commercial applications as well as research.PressestimmenFrom the reviews:This 
book provides an in-depth analysis of a selection of topics that are important in the areas of character animation and 
game development. book aims to provide a comprehensive treatment of theoretical concepts and associated methods 
related to the following areas: articulated character animation, curve and surface design, mesh processing and collision 
detection. The book is presented in an accessible fashion full of images and examples. The topics discussed in this 
book are commonly covered in graduate or advanced undergraduate graphics courses. (Agnieszka Lisowska, 
Zentralblatt MATH, Vol. 1243, 2012)KurzbeschreibungThis book brings together several advanced topics in computer 
graphics that are important in the areas of game development, three-dimensional animation and real-time rendering. 
The book is designed for final-year undergraduate or first-year graduate students, who are already familiar with the 
basic concepts in computer graphics and programming. It aims to provide a good foundation of advanced methods 
such as skeletal animation, quaternions, mesh processing and collision detection. These and other methods covered in 
the book are fundamental to the development of algorithms used in commercial applications as well as research. 


