
Chapter 01: Establishing a Build Environment 

 

 

 

 

 



 

 

 

 



 

 

 

 



 

 

 

 

 

 

 

 

 

 



Chapter 02: Using Essential Libraries 

 

 

 

 

 

 

 

 

 

 

 



 

 

 



 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 03: Getting Started with OpenGL and Vulkan 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 



Chapter 04: Adding User Interaction and Productivity Tools 

 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 



Chapter 05: Working with Geometry Data 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 06: Physically Based Rendering Using the glTF2 

Shading Model 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 07: Graphics Rendering Pipeline 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 08: Image-Based Techniques 

 

 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 



 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 09: Working with Scene Graphs 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Chapter 10: Advanced Rendering Techniques and 

Optimizations 

 

 

 

 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 


