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- J. Hughes et al., Computer Graphics: Principles and Practice(3rd ed.), Addison-Wesley, 2013.

- S. Marscner et al, Fundamentals of Computer Graphics(4th ed.), CRC Press, 2015.

- E. Angel, Interactive Computer Graphics: A Top-Down Approach with Shader-Based OpenGL
(7th ed.), Addison-Wesley, 2014.

- T. Akenine-Modller et al, Real-Time Rendering(4th ed.), AK Peters/CRC Press, 2018.
- 7|E}

<Open/OpenGL ES =22y 23>

- D. Shreiner et al, OpenGL Programming Guide(9th ed.): The Official Guide to Learning
OpenGL, Versions 4.5 with SPIR-V, 2016.

G. Sellers and R. Wright Jr, OpenGL Superbible: Comprehensive Tutorial and reference(7th
ed.), Addison-Wesley Professional, 2015.

D. Wolff, OpenGL 4 Shading Language Cookbook(3nd ed.), Packt Publishing, 2018.

D. Ginsburg et al., OpenGL ES 3.0 Programming Guide(2nd ed.), Addison-Wesley, 2014.
7|Ef OpenGL % OpenGL ES APl 2t& J|&XtE A, (http://www.khronos.org/ &=X)
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Introduction to Computer Graphics & Raster Graphics Fundamentals
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Geometric Transform and 3D Viewing Pipeline
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Lighting Models
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3D Lighting Programming Using OpenGL
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Rasterization and Interpolation
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	개요
	1. PC 플랫폼에서의 OpenGL API를 통한 그래픽스 프로그래밍 (학과 실습실 또는 개인 PC 사용) 
	2. (시간이 허용하는 범위 내에서) 최근 GPU 하드웨어 가속이 제공됨에 따라 그 중요성이 날로 높아지고 있는 광선추적(ray tracing) 기반의 프로그래밍 



