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Written in an engaging yet practical manner, HLSL Development
Cookbook allows you to pick the recipes you need as and when they
are required.If you have some basic Direct3D knowledge and want to
give your work some additional visual impact by utilizing advanced
rendering techniques, then this book is for you. It is also ideal for those
seeking to make the transition from DirectX 9 to DirectX 11, and those
who want to implement powerful shaders with the High Level Shader
Language (HLSL).


