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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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commercial quality game engine in source code that illustrates how to build a real-time rendering system
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lines of code that allows the results of programming experiments to be seen immediately. This new version
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Editorial Review

About the Author
Dave Eberly is the president of Geometric Tools, Inc. (www.geometrictools.com), a company that specializes
in software development for computer graphics, image analysis, and numerical methods. Previously, he was
the director of engineering at Numerical Design Ltd. (NDL), the company responsible for the real-time 3D
game engine, NetImmerse. He also worked for NDL on Gamebryo, which was the next-generation engine
after NetImmerse. His background includes a BA degree in mathematics from Bloomsburg University, MS
and PhD degrees in mathematics from the University of Colorado at Boulder, and MS and PhD degrees in
computer science from the University of North Carolina at ChapelHill. He is the author of 3D Game Engine
Design, 2nd Edition (2006), 3D Game Engine Architecture (2005), Game Physics (2004), and coauthor
with Philip Schneider of Geometric Tools for Computer Graphics (2003), all published by Morgan
Kaufmann. As a mathematician, Dave did research in the mathematics of combustion, signal and image
processing, and length-biased distributions in statistics. He was an associate professor at the University of
Texas at San Antonio with an adjunct appointment in radiology at the U.T. Health Science Center at San
Antonio. In 1991, he gave up his tenured position to re-train in computer science at the University of North
Carolina. After graduating in 1994, he remained for one year as a research associate professor in computer
science with a joint appointment in the Department of Neurosurgery, working in medical image analysis. His
next stop was the SAS Institute, working for a year on SAS/Insight, a statistical graphics package. Finally,
deciding that computer graphics and geometry were his real calling, Dave went to work for NDL (which is
now Emergent Game Technologies), then to Magic Software, Inc., which later became Geometric Tools, Inc.
Dave's participation in the newsgroup comp.graphics.algorit

Users Review

From reader reviews:

Steven Page:

In this 21st one hundred year, people become competitive in every single way. By being competitive at this
point, people have do something to make all of them survives, being in the middle of the crowded place and
notice by surrounding. One thing that oftentimes many people have underestimated this for a while is
reading. Yep, by reading a e-book your ability to survive raise then having chance to stand than other is high.
For you personally who want to start reading a book, we give you this particular 3D Game Engine Design: A
Practical Approach to Real-Time Computer Graphics (Morgan Kaufmann Series in Interactive 3D
Technology) book as basic and daily reading reserve. Why, because this book is greater than just a book.

Florence Croy:

Here thing why this specific 3D Game Engine Design: A Practical Approach to Real-Time Computer
Graphics (Morgan Kaufmann Series in Interactive 3D Technology) are different and trustworthy to be yours.
First of all reading a book is good nonetheless it depends in the content of the usb ports which is the content
is as tasty as food or not. 3D Game Engine Design: A Practical Approach to Real-Time Computer Graphics
(Morgan Kaufmann Series in Interactive 3D Technology) giving you information deeper including different
ways, you can find any publication out there but there is no reserve that similar with 3D Game Engine



Design: A Practical Approach to Real-Time Computer Graphics (Morgan Kaufmann Series in Interactive 3D
Technology). It gives you thrill reading through journey, its open up your eyes about the thing this happened
in the world which is perhaps can be happened around you. You can bring everywhere like in area, café, or
even in your approach home by train. In case you are having difficulties in bringing the published book
maybe the form of 3D Game Engine Design: A Practical Approach to Real-Time Computer Graphics
(Morgan Kaufmann Series in Interactive 3D Technology) in e-book can be your substitute.

Russell Wade:

Spent a free the perfect time to be fun activity to try and do! A lot of people spent their free time with their
family, or their very own friends. Usually they performing activity like watching television, about to beach,
or picnic within the park. They actually doing ditto every week. Do you feel it? Will you something different
to fill your personal free time/ holiday? Could possibly be reading a book may be option to fill your cost-free
time/ holiday. The first thing that you ask may be what kinds of reserve that you should read. If you want to
try look for book, may be the publication untitled 3D Game Engine Design: A Practical Approach to Real-
Time Computer Graphics (Morgan Kaufmann Series in Interactive 3D Technology) can be very good book
to read. May be it can be best activity to you.

Benjamin Williams:

A lot of people always spent their own free time to vacation or go to the outside with them household or their
friend. Did you know? Many a lot of people spent these people free time just watching TV, or maybe playing
video games all day long. If you would like try to find a new activity that is look different you can read a
new book. It is really fun for yourself. If you enjoy the book that you just read you can spent all day long to
reading a publication. The book 3D Game Engine Design: A Practical Approach to Real-Time Computer
Graphics (Morgan Kaufmann Series in Interactive 3D Technology) it is quite good to read. There are a lot of
those who recommended this book. These folks were enjoying reading this book. Should you did not have
enough space to develop this book you can buy the e-book. You can m0ore simply to read this book out of
your smart phone. The price is not too expensive but this book features high quality.
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