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The mental ray renderer is a software library 
that is embedded in different interface 
applications.
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Scene data in mental ray is implemented as a 
database.
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Shaders are represented as elements in the 
scene database that can modify the 
behavior of many phases of the rendering 
pipeline.
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Strategy of the new shader book

Beginning shader programmers needed a 
tutorial to complement the mental ray 
reference handbooks.
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The order of shader presentation in the new 
book is based on how we see, not on how 
the underlying software is organized.
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Marginal references point to the first two 
books.

Cross-referencing in the shader book
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An index of topics in the first two books point 
to references in the new book.

Cross-referencing in the shader book
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Shader code examples in the text point to the 
full source code listing in Appendix B.

Cross-referencing in the shader book
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Source code listings in Appendix B point back 
to the code’s description in the text.
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Utility functions encapsulate lower-level 
details and make shader code clearer.
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Example renderings are displayed with the 
relevant portion of the scene file that 
produced them.
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The picture index in Appendix A provides 
pointers back to the section in which the 
rendered picture was discussed.

Cross-referencing in the shader book
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The textual index includes references to 
shader and function names.

Cross-referencing in the shader book
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Index references to 
rendering state
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http://www.writingshaders.com/

Website support for the book’s software





© 2008 NVIDIA Corporation.

The “Background” section is an overview of 
the resources provided by the website and 
how you can use them.

Website support for the book’s software
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The “Shaders” section contains a catalog of 
all the shaders in the book, along with 
instructions for compilation on various 
platforms.
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The “Scenes” section contains a rendered 
scene for all the examples in the book.
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The “Reference” section contains slides for 
use in teaching and links for the book’s 
bibliography.
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The CDROM included with the book
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A fully functional version of mental ray is 
included on the CDROM.

The CDROM included with the book




















