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<b>Everything you need to know about developing hardware-
accelerated 3D graphics with WebGL!</b> <br /> <br /> As the

newest technology for creating 3D graphics on the web, in both games,
applications, and on regular websites, WebGL gives web developers the
capability to produce eye-popping graphics. This book teaches you

how to use WebGL to create stunning cross-platform apps. The book
features several detailed examples that show you how to develop 3D
graphics with WebGL, including explanations of code snippets that help
you understand the why behind the how. You will also develop a
strong



