Course Syllabus
First semester 2012
Department of Electrical and Computer Engineering

Faculty of Engineering, Naresuan University

Course No. : 305432

Course Title: Principle of Computer Graphics

Program : Bachelor of Engineering (Computer Engineering)
Credits : 3(2-2)

Prerequisite : -

Time : Tue 15:00 — 17:00 and Wed. 15:00 - 17:00

Venue : Room EE 113

Instructor : Rattapoom Waranusast (Office EE 406)
e-mail: waranusast@gmail.com

website: http://www.ecpe.nu.ac.th/rattapoom

Course Description :
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.

Learning Objectives :
Students will be able to
1. understand the fundamental knowledge of computer graphics,
2. develop skills in applying computer graphics theory to solve problems and do creativity
works, and

3. write computer graphics program with proper tools.

Topics :
Week Topic
1 -Introduction to computer graphics
-Input and output devices
2 - Introduction to computer graphics library (OpenGL)
- 2D image construction
- Introduction to color models



http://www.ecpe.nu.ac.th/rattapoom

Week Topic
3 - Transformations 1
4 - Transformations 2
5 - Transformations 3
- Project proposal presentations
6 - Color models: revisited
- Light models
7 - Camera models and viewing
8 Midterm Exam
9 Surface and texture
10 Special visual techniques
11 Geometry: curves and surfaces 1
12 Geometry: curves and surfaces 2
13 Interactions and animations
14 Special Topic: Scene graph
15 Special Topic
16 Project presentations
17 Final Exam
Remark 1. The instructor might change the content or schedule to suit further situations

Evaluations :
Assignments 40%
Projects 20%




Midterm Exam 20%
Final Exam 20%

Grading :
Score < 40% = F

Score > 40% using T-score

Textbooks :

S. Guha, Computer Graphics Through Opengl: From Theory to Experiments, CRC Press, 2011.

P. Shirley, Fundamentals of Computer Graphics, 2nd ed., Wellesley, MA: A K Peters, 2005.

D. Shreiner , OpenGL Programming Guide: The Official Guide to Learning OpenGL Versions 3.0 and 3.1, 7th
ed., Boston, MA: Addison-Wesley, 2010.

R. S. Wright, N. Haemel, G. Sellers, and B. Lipchak, OpenGL SuperBible: Comprehensive Tutorial and
Reference, 5th ed., Ann Arbor, MI: Addison-Wesley, 2010.

E. Angel, D. Shreiner, Interactive Computer Graphics: A Top-Down Approach with Shader-Based OpenGL,
6th ed., Addison-Wesley, 2011.

D. Salomon, The Computer Graphics Manual, volume 1 & 2., Springer-Verlag, 2011.

T. McReynolds, and D. Blythe, Advanced Graphics Programming Using OpenGL, Morgan Kaufmann, 2005.

R. Whitrow, OpenGL Graphics Through Applications, Springer-Verlag, 2008.

R. Wang, and X. Qian, OpenSceneGraph 3.0 Beginner's Guide, Packt, 2010.

Instructor

(Rattapoom Waranusast)
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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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