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Topics Schedule
o Overview
AN PN
0 OpenGL programming o 3/2: % id_ﬂ] —
O Graphics systems o 3/6: HFE g9 AlxEy) 5 (chap 1)
O Input and interactions o 3/9:0penGL %71 A oAy )R
o Geometric ol?jects ‘ ' o 3/13:71 YA T2y (chap 2)
O Transformations - translaflon, rotatu?n, scale o 3 /16 . OpenGL, GLUT =2 JEH uc]
o Euler angle, rotation matrix, quaternion o
O Viewing- camera movement . —
o0 Shading and lighting o 3/20 : %} L_j' 'ﬂ]' d= Z}%— (chap 3)
O Rendering pipelines o 3/23:OpenGL interaction
o Clipping o 3/27:7]3}8A A2k W3k (chap 4)
o Visibility o 3/30: OpenGL geometric primitives
0 Texture mapping o &
O Modeling -
o Curves and surfaces o 4/3: ks (chap 4)
O Radiosity, Ray tracing v ¢
Schedule Schedule
O 4/6:OpenGL transformation o 5/15: 8 22% W3 (chap 8)
O 4/10: AF€1< (chap 4) 0o 5/18:OpenGL alpha, texture
0 4/13: OpenGL orientation o &
n -
o 5/22: 54 (chap 8)
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E i;;i 20} ( hi 5) IRt O 5/25:OpenGL model loading
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O 4/27:OpenGL camera o 5/29: = Al5 = (chap 11)
o O 6/1:OpenGL Bezier, B-spline, NURBS
o 5/1:5%% (chap 6) o 6/5: T A E 9L HolE# o] (chap 12)
o 5/4:OpenGL lighting B 6/8:OpenGL programming
o 5/8:d® dho]=Ze}el (chap 7) o
o 5/11:OpenGL clipping o 6/13-15: FHES 2 7] A}
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Turn in all your source codes, executable, short 2~3-page (single-
space, 10-point font) report containing the snapshot
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Online Resources
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OpenGL http:/ /www.opengl.org/

GLUT

http:/ /www.opengl.org/documentation/specs/ glut/spec3/spec3.html
GLUT for win32 http:/ /www.xmission.com/~nate/ glut.html
Lighthouse GLUT http:/ /www lighthouse3d.com/opengl/ glut/

NeHe http:/ /nehe.gamedev.net/

MESA3D http:/ /www.mesa3d.org/

ACM SIGGRAPH http:/ /www.siggraph.org/

IEEE Visualization http:/ / vis.computer.org/ vis2007 /

o Class blog:
http:/ /dis.dankook.ac.kr/lectures/cg07/
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