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This book is a practical guide to the OpenGL Shading Language, which
contains several real-world examples that will allow you to grasp the
core concepts easily and the use of the GLSL for graphics rendering
applications.If you want upgrade your skills, or are new to shader
programming and want to learn about graphic programming, this book
is for you. If you want a clearer idea of shader programming, or simply
want to upgrade from fixed pipeline systems to state-of-the-art shader
programming and are familiar with any C-based language, then this
book will show you what you need to know.
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This proceedings volume contains selected papers from the 33rd
International Association for Management of Technology (IAMOT)
Conference, held from July 8-11, 2024, in Porto, Portugal. It is the
second volume of a three-volume set of conference proceedings
focused on technologies for a sustainable future. The book explores
the challenges and opportunities in today's social and business
landscapes, delving into innovative and disruptive concepts. With a
special emphasis on the role of technologies, it sheds light on how they
enable novel approaches to address current issues. The volume
demonstrates that, following the principles of Industry 5.0,
technologies can go far beyond productivity and economic gains,
contributing to the benefit and comfort of human workers. It also
elucidates the necessity of adopting a human-centered approach in
utilizing technology to adapt production processes to workers' needs,
while ensuring that the implementation of new technologies does not
infringe upon the fundamental rights of workers.


