Balqa Applied University 

Faculty of Engineering Technology

Computer Graphics- Syllabus
	Course Number
	302007435
 
	Prerequisite

	302007336
301505242


	Instructor
	 
	E-mail
	

	Phone
	
	Office Hours
	

	Office
	Department of Computer Eng.
	 
	 


Course Objectives: 

CENG 477 Introduction to Computer Graphics introduces the basic concepts of computer graphics and raster based methods. It also provides the necessary theoretical background for introductory computer graphics and demonstrates the application of computer science to graphics. It also offers an opportunity for students to formulate and implement applications of computer graphics. This course further allows students to develop programming skills in computer graphics by programming assignments. 

Text book: 

D. Hearn, M.P. Baker, "Computer Graphics with OpenGL", 3rd Edition, Prentice Hall, 2004, ISBN 0-13-015390-7. 

Reference Books: 

· Foley, Van Dam, Feiner, Hughes, "Computer Graphics: Principles and Practice", Addison Wesley, ISBN 0-201-12110-7. 

· Edward Angel, "Interactive Computer Graphics: A top-down approach with OpenGL", Addison Wesley, ISBN 0-201-85571-2. 

Course Outline (Tentative): 

You can find the planned course outline below. In the notes section, you can see the important deadline weeks of the course.
By default , the deadline is the Friday of the related week. Any changes will be declared from newsgroup. 

Topic
Introduction to graphics hardware and software

Introduction to OpenGL and GLUT

Ramazan B.

OpenGL and GLUT cont’d and Describing the Term Project 

Output primitives (DDA, Bresenham's, circle and ellipse generating algorithms)

Filled area primitives (Scan-line polygon fill, boundary fill, flood fill) 
Introduction to Geometric Transformations

2D and 3D geometric transformations (homogenous coord., translation, rotation, scaling, reflection, shear, rotations by quarternions), and transformations between coordinate systems, affine transformations

Two-dimensional viewing (viewing Pipeline, window-to-viewport coordinate transformation, line clipping, polygon clipping) 

Three-dimensional viewing (viewing pipeline, projections, viewing parameters)

Three-dimensional viewing (viewing transformations, clipping, selection)

Texture Mapping, Bump Mapping
Introduction to Object Representations

Three-dimensional object representations (polygon surfaces, curved line and surfaces, splines, bezier curves and surfaces)

Kurban B.

Visible surface detection (back face, depth buffer, depth sorting)

Illumination models, and surface rendering (basic illumination models, polygon rendering methods)

Illumination cont’d

Fourier analysis. Signal representation by Fourier series. Definition and properties of Fourier transform. Convolution, sampling, quantization, aliasing
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