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1. WHAT’S THE ROLE?

Graphics programmers use knowledge of
how light simulation works to put pixels
on screen. at a game studio, graphics
programmers work closely with artists to
craft and bring unique mood and visuals
into the game through lighting.

2. WHAT TO LEARN:

C++ knowledge
Shading language (HLSL/GLSL, Slang)
Linear algebra, trigonometry, a
little calculus
A graphics API: OpenGL to start,
then Vulkan or DirectX 12
An engine: Unreal or Unity
An authoring tool: Blender, Houdini
GPU debugging & profiling:
RenderDoc, PIX, Nsight

3. LEARNING RESOURCES

Ray Tracing in One Weekend (Book)
Physically Based Rendering, 4th ed. (BOOK)
Real-Time Rendering, 4th ed. (BOOK)
learnopengl.com
Shadertoy.com
SIGGRAPH “Advances in Real-Time Rendering” course talks

4. PORTFOLIO TIPS:

Build small, finished projects:  a ray
tracer, a deferred renderer,  a shader
effect
Show a breakdown: what you built, how
you built it, and the rendering time
Put it online with images/video
Join game jams and ship something
BE CURIOUS AND HAVE FUN!
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5. COLLEGE PROGRAMS

UPenn: Visual & Interactive Computing
USC: Computer Science (Games)
DigiPen: CS in Real-Time Simulation
Ringling college of art & Design

CMU: CS & Arts (BCSA)
Utah: BS Games (EAE)
UCSC: CS Game Design
RIT: Game Design & Dev


