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Introduction to graphic systems, graphic inputs, graphics display devices, two and three-
dimensional transforms, three-dimensional vision, surface model, visual model, animations, computer

graphic systems.
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1 WUz 518397 wazluziAeNtImasNI NG (Introduction to computer graphics)

gunsaiddaviansta (input and output devices)

2 wugihlausidmiursuiamesniiing (Computer graphics library)




duanvin e
N19831907% 2 &R (2D image construction)
lumadlUessu (Introduction to color models)
3 A1sUas 1 (Transformations 1)
4 A15kUas 2 (Transformations 2)
5 A15wUag 3 (Transformations 3)
dauoidelasanu
6 Tumad (Color models)
Tuwnatas (Light models)
7 lunanasawazauied (Camera models and viewing)
8 #DUNANNA
9 NuRuazMNLaes (Surface and texture)
10 wATARLALNDLANAINENDTIDUY (Special visual techniques)
11 L591AIR: LEULAILATNURY 1 (Geometry: curves and surfaces 1)
12 1591AEIN: LEULAILATNURY 2 (Geometry: curves and surfaces 2)
13 nsneuldlaruatidu (Interactions and animations)
14 WianilAy: Juns I (Scene graph)
15 Wideiawaus nenauinesnsming
16 nMsdIEUelATINIY
17 doulatanie
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