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This is an introductory course, We are going to address the very elementary
basics of computer graphics and eventually reach the main topic of 3D
graphics, To learn and use some 3D graphics software packages to verify
the theory and to develop applications of 3D graphics are also covered
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1 BEEHeEB LR To learn the basics of c3 | ABF
computer graphics

2| 2B B B AR RS 4E AR B 8 7 X | To learn the HW of computer| (2 | ABDF
graphics

3R EEMAEARKRE To learn mathematics 3 ABCDF
fundamentals in computer
graphics

4| AFHBEIDEHE BT To learn SW tools for 3D 3 BDF
graphics development

5|2 EIDEEEA RE B AMEE H To learn models and C4 | ABCF

*® algorithms/methods in 3D

graphics

6 | 3D 1B & 22 B 1% To practise and develop 3D 3 ABDEF
projects

7 | A R3D4 B A L T AR To study future applications C4 ABDF
and tools of 3D graphics
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o [P H Az A % (Subject/Topics) 4o
106/09/18~ ) .
106/08/24 General Introduction to Computer Graphics
106/09/25~ ]
106/10/01 Computer Graphics Hardware
106/10/02~ . .
106/10/08 Basics of Computer Graphics and OpenGL
106/10/09~ _ . . —
L06/10/15 Implementation Algorithms for Graphics Primitives
and Attributes
106/10/16~ ] .
106/10/29 2D Geometric Transformations
106/10/23~ o
106/10/29 | 2D Viewing
106/10/30~ ] .
106/11/05 3D Geometric Transformations
106/11/06~ o o
w6/11/12 | SP Viewing and Projections
106/11/13~]| __. ] ]
106/11/19 | Tlierarchical Modeling
106/11/20~ ) _
L6115 | 3D Object Representations
106/11/27~ _ .
106/12/08 Curves and Surfaces in Computer Graphics




106/12/04~| _ . . .
12 106/12/10 Visible—Surface Detection Methods
106/12/11~ . .
13 OpenGL and CUDA parallel Architecture in 3D
106/12/17 .
Rendering
106/12/18~ . .
14 106/12/94 3D mesh/model construction algorithms
106/12/25~ .. .
15 106/12/31 [Ilumination Models and Surface—Rendering Methods
107/01/01~ : .
16 107/01/07 Texturing and Surface—Detail Methods
107/01/08~
17 107/01/14 Ray Tracing / shadowing methods and algorithms
8 107/01/15~ T Project Revi 4R ;
L07/01/21 erm Project Review an epor
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Computer Graphics, Priciples and Practice, Foley, van Dam, Feiner, Hughes,
¥ skh Addison Wesley
Materials, Papers, SW packages on Web for Download, to be annouce in the
classes,
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