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Text Book

Text Book
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= OpenGLE O]
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FH d2i=HA “Interactive Computer

Graphics A Top Approach Using OpenGL" 6th Edition
= Edward Angel

INTERACTIVE
COMPUTER
GRAPHICS

A TOPDOWH APPROACH

EDWARD ANGEL » DAVE SHREINER
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= Computer Graphics with OpenGL, Hearn Baker, Prentice Hall
= OpenGL Programming Guide (The Red Book)
= OpenGL Reference Manual (The Blue Book)
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Overview

OpenGL programming

Graphics systems

Input and interactions

Geometric objects

Transformations — translation, rotation, scale
Euler angle, rotation matrix, quaternion
Viewing— camera movement

Shading and lighting

Rendering pipelines

Clipping

Visibility

Texture mapping

Modeling

Curves and surfaces

Radiosity, Ray tracing
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Schedule

Schedule

o 08/31: Hoa/ ¥ 2o 2AE HE

HAEE d2fEA AAED B (chap 1)
o 09/07: OpenGL Z22fQ AT

A =232 (chap 2)

OpenGL geometric primitives Z 2122
o 09/14: R8I 43EE (chap 3)

OpenGL, GLUT interaction =2 12
o 09/21:  7|5tsHE A (chap 4)
09/28: HIE 2t W= (Appendix B&Q)
o 10/12: 2t (chap 4)

OpenGL transformation ZZ12f
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o 10/19: @ (chap 4)

OpenGL orientation ZZ 12
o 10/26: SHOAL
o 11/02. &3 (chap 5)

OpenGL camera Z= 12§
o 11/09: =Y (chap 6)

OpenGL lighting ZZ 1z
o 11/16:  #CEE DHo[Z2kQl (chap 7)

OpenGL clipping
o 11/23:  HAKX (chap 8)

OpenGL texture ZZ 124 Y
o 11/30: =dT (chap 8)

OpenGL blending ZZ2 121

Schedule

Exams

o 12/07: 2E& (chap 10)
OpenGL model loading
Line-Drawing & Rasterization (chap 7)
OpenGL line drawing

o 12/13:  7[ZIA

0 S 7H0A}

m Chapter 1-4

= 2A|Z} close-book exam
o 7|2 0A}

m Chapter 5-10

= 2A|Z} close-book exam




Spring 2008 Students’ Homework

Spring 2009 Students’ Homework Spring 2010 Students’ Homework
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Spring 2011 Students’ Homework Spring 2012 Students’ Homework
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Spring 2014 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.ntml
Lighthouse GLUT

NeHe http://nehe.gamedev.net/

MESA3D http://www.mesa3d.org/

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

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

o Class blog:
http://dis.dankook.ac.kr/lectures/cg17/




