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Text Book

o ZF=0X|
m OpenGLE 0|23t AEH 2= A "Interactive Computer
Graphics A Top Approach Using OpenGL" Fourth Edition

Text Book

(m N RPN
= Computer Graphics with OpenGL, Hearn Baker, Prentice Hall
= OpenGL Programming Guide (The Red Book)

= Edward Angel = OpenGL Reference Manual (The Blue Book)
= TAG, BT, URE, S, HHE 59
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Evaluation Topics
o &4 10% o Overview .
o =7b0AR 30 % o OpenGL programming
o Graphics systems
o 7|21 AE 30% o Input and interactions
o ASTHA 9 20M: 30 % o Geometric objects
Transformations — translation, rotation, scale
A Of k} Ol EjC: JHAF B 2R X| 7 UTK| T o ' '
0 A= 3 EE: 7kt B A 24l 10 %A 7S o Euler angle, rotation matrix, quaternion
o Viewing— camera movement
o Shading and lighting
o Rendering pipelines
o Clipping
o Visibility
O Texture mapping
o Modeling
o Curves and surfaces
! o Radiosity, Ray tracing ?




Schedule

Schedule

o 3/06 2: Zo|A7| Y Lol 2dA = HME o 4/04 2: Bzt (chap 4)
AESH defmA A|A"D DB (chap 1) OpenGL transformation T2 2 &
o 3/07 &: OpenGL —Z 2 ALt S| 7| o 4/10 F: B2t (chap 4)
o 3/13 5 dj=A =22 (chap 2) o 4/11 &: OpenGL orientation T2 12 &
o 3/14 &: OpenGL geometric primitives TZ 12 U o 4/17-18: == 8l Z7t10AL
o 4/24 5. 2= (chap 5)
o 3/20 2: YA MSER (chap 3)
o 3/21 &: OpenGL, GLUT interaction ZZ 12 Q o 4/25 &: OpenGL camera ZTZ 12 Y
o 3/27 2 7|5tst& 4K (chap 4) o 5/01&5: SEH (chap 6)
o 3/28 &: HEHQI #EH (Appendix B&QC) o 5/02 &: OpenGL lighting ZTZ 2
o 5/08 2: {2 mo| =29l (chap 7)
o 4/03 F: HEQt HE (Appendix B&C) o 5/09 &: OpenGL clipping
Schedule Exams
o 5/15 2: ElAK (chap 8) o SZHOAL
o 5/16 &: OpenGL texture =TZ 2} = Chapter 1-4
o 5/22 2. 34 (chap 8) m 2A|Zt close-book exam
o 5/23 &: OpenGL blending ZTZ2 2 Y O 7|20 A}
o 5/29 F: R EZ (chap 10) = Chapter 5-10
o 5/30 &: OpenGL model loading = 2A|Z} close-book exam
o 6/05 F: Line-Drawing & Rasterization (chap 7)
o 6/06 2 dd=2 (no class)
o 6/12 &: OpenGL line drawing
o 6/13 & =¢H=
O 6/19-20: 7|20 A}
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Homework Spring 2007 Students’ Homework
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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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Spring 2008 Students’ Homework




Spring 2010 Students’ Homework Spring 2011 Students’ Homework
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Spring 2013 Students’ Homework
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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

NeHe http://nehe.gamedev.net/

MESA3D http://www.mesa3d.org/

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

IEEE Visualization http://vis.computer.org/
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o Class blog:
http://dis.dankook.ac.kr/lectures/cgl4/
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