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201, OpenGLS S 3%+l D2fmA m2IajY: 7MW, 2 FEA,L 2001, (pdf T+
Hel2 M3 o)
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bl
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<3D AFH g Hubs (£= 0[0] &35t= WIHE Ap4l0] ME)
- 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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739] A& (Course Schedule)

(+ 2% W39 4 UL
SEER Introduction to Computer Graphics & Raster Graphics Fundamentals
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=astalle OpenGL A|AHEIOIA AFEED A= RY ZES d4HED J9f 155 fIe &
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S seus | 2o
THxz VI uxf 3 AR Hx
A =2 43
SEEE Lighting Models
=N BHol MZS XAAEA ALSHY] RISt HFEEH dfEHA ZOHOM At
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THUxtE VL ud 3 BOEH H=X
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SIEEE Rasterization and Interpolation
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| 3 2%
StESEH OpenGL Rendering Pipeline Review
XS Hi2 W8S EOZE HSHQ OpenGL HEE Al2HO| HMEHY mo]
=gstalg Z2felE ofgfiet =, of2{et FLXI7b OfEZ Massively Parallel Streaming
TeasETe Processor@l Z|Z GPU(Graphics Processing Unit)2| #0|F 7|8t fLx= Hsjgt
=X O|sfetCy.
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SIEEE Introduction to Unity and HLSL/Cg Shader Programming
3D AY TSz dE] ABEI Qe Unity BHEOIM HLSL/Cg Shading
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12 FAt stE=n Advanced Shader Programming
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V. 2t AFgH(Special Accommodations)
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	개요
	1. PC 플랫폼에서의 OpenGL API를 통한 그래픽스 프로그래밍 (학과 실습실 또는 개인 PC 사용) 
	2. Unity 환경에서의 HLSL/Cg 기반 쉐이더 프로그래밍을 통한 모바일 플랫폼용 3D 그래픽스 기술 적용 앱 제작 (학과 실습실 또는 개인 PC 사용/Public-domain Unity 3D SW 사용) 
	3. 안드로이드 환경의 휴대폰/탭 플랫폼 상에서의 OpenGL ES API를 통한 그래픽스 프로그래밍(학과 보유 삼성 갤럭시 탭 대여 또는 개인 휴대폰/탭 사용) 



