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Introduction to Graphics Programming
Unlock the Visual World of Game Development with Graphics Programming!

DEFINITION

Graphics programming involves creating visual content for games using code. It combines art and technology to render
images and animations on screen.

KEY CONCEPTS

Rendering

The process of generating an image from a model by means of
computer programs.

Shaders

Small programs that determine how surfaces are rendered,
affecting light, color, and texture.

Coordinate Systems

Frameworks that define how points in a space are represented,
crucial for positioning objects.

Textures

Images applied to 3D models to give them detail and realism, like
skin on a character.

Frame Rate

The frequency at which consecutive images are rendered,
impacting the smoothness of motion.

EXAMPLES

→ Using OpenGL to draw 2D shapes on
the screen.
→ Creating a shader to simulate water
reflections.
→ Applying textures to a 3D model of a
car.

MEMORY TIPS

★ Think of 'Shaders' as 'Shades' that
change how things look.
★ Remember 'Rendering' as 'Rendering a
picture' to visualize the output.
★ Use 'Texture' like 'Textile' to recall
surface details.

COMMON MISTAKES

✗ Confusing coordinate systems, leading
to misplaced objects.
✗ Neglecting frame rate, resulting in
choppy animations.
✗ Overusing textures, causing
performance issues.

QUICK RECAP

Graphics programming is essential for creating visually appealing games. Focus on key concepts like rendering, shaders, and
textures to understand how images are generated and manipulated. Remember to avoid common pitfalls such as coordinate
confusion and performance issues.
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