
Chapter 2: Its Game Time! – Designing the
Project



Chapter 3: Make It Rain! – Building a Particle
System









Chapter 4: Have Thy Gear Ready – Building
Game Tools
 



Chapter 5: Filling the Tool Belt – a few More
Gadgets
 





Chapter 6: Adding Some Finishing Touches
– Using Shaders
 





Chapter 7: One Step Forward, One Level
Down – OpenGL Basics























Chapter 8: Let There Be Light – An
Introduction to Advanced Lighting
 

















Chapter 9: The Speed of Dark – Lighting and
Shadows
 











Chapter 10: A Chapter You Shouldn't Skip –
Final Optimizations
 












