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The first edition of 3D Game Engine Design was an international bestseller that sold over 17,000 copies and
became an industry standard. In the six years since that book was published, graphics hardware has evolved
enormously. Hardware can now be directly controlled through techniques such as shader programming,
which requires an entirely new thought process of a programmer.

In a way that no other book can do, this new edition shows step by step how to make a shader-based graphics
engine and how to tame this new technology. Much new material has been added, including more than twice
the coverage of the essential techniques of scene graph management, as well as new methods for managing
memory usage in the new generation of game consoles and portable game players. There are expanded
discussions of collision detection, collision avoidance, and physics—all challenging subjects for developers.
The mathematics coverage is now focused towards the end of the book to separate it from the general
discussion.

As with the first edition, one of the most valuable features of this book is the inclusion of Wild Magic, a
commercial quality game engine in source code that illustrates how to build a real-time rendering system
from the lowest-level details all the way to a working game. Wild Magic Version 4 consists of over 300,000
lines of code that allows the results of programming experiments to be seen immediately. This new version
of the engine is fully shader-based, runs on Windows XP, Mac OS X, and Linux, and is only available with
the purchase of the book.
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From reader reviews:

Stephanie Knowles:

Nowadays reading books are more than want or need but also be a life style. This reading routine give you
lot of advantages. The advantages you got of course the knowledge the rest of the information inside the
book in which improve your knowledge and information. The information you get based on what kind of
publication you read, if you want attract knowledge just go with education and learning books but if you
want really feel happy read one using theme for entertaining for instance comic or novel. Often the 3D Game
Engine Design: A Practical Approach to Real-Time Computer Graphics (Morgan Kaufmann Series in
Interactive 3D Technology) is kind of e-book which is giving the reader unforeseen experience.

Sang O\'Connor:

Information is provisions for anyone to get better life, information these days can get by anyone from
everywhere. The information can be a know-how or any news even a huge concern. What people must be
consider whenever those information which is inside former life are difficult to be find than now's taking
seriously which one works to believe or which one often the resource are convinced. If you have the unstable
resource then you buy it as your main information it will have huge disadvantage for you. All of those
possibilities will not happen inside you if you take 3D Game Engine Design: A Practical Approach to Real-
Time Computer Graphics (Morgan Kaufmann Series in Interactive 3D Technology) as the daily resource
information.

Nicholas Sheen:

Spent a free the perfect time to be fun activity to do! A lot of people spent their spare time with their family,
or all their friends. Usually they carrying out activity like watching television, planning to beach, or picnic
within the park. They actually doing ditto every week. Do you feel it? Would you like to something different
to fill your free time/ holiday? Could be reading a book might be option to fill your free of charge time/
holiday. The first thing that you'll ask may be what kinds of book that you should read. If you want to
consider look for book, may be the guide untitled 3D Game Engine Design: A Practical Approach to Real-
Time Computer Graphics (Morgan Kaufmann Series in Interactive 3D Technology) can be excellent book to
read. May be it might be best activity to you.

Patsy Locke:

You can find this 3D Game Engine Design: A Practical Approach to Real-Time Computer Graphics (Morgan
Kaufmann Series in Interactive 3D Technology) by check out the bookstore or Mall. Merely viewing or
reviewing it might to be your solve difficulty if you get difficulties to your knowledge. Kinds of this book
are various. Not only simply by written or printed but also can you enjoy this book by simply e-book. In the
modern era including now, you just looking because of your mobile phone and searching what their problem.
Right now, choose your own ways to get more information about your reserve. It is most important to



arrange yourself to make your knowledge are still update. Let's try to choose correct ways for you.
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