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1. Raster Graphics Fundamentals
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2. Color Models in Computer Graphios
AFEH JddEHANA MAZS HEot=0 AMEot= 0 JtAl color modelE
Ol CHoll otECLt.

3. Introduction to Window Programming
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5. 3D Viewing Pipeline 1 and 2
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6. OpenGL Viewing Programming
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7. Lighting and Shading
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8. OpenGL Lighting Model
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10. Texture Mapping Techniques
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11. Texture Mapping in OpenGL
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12. OpenGL Rendering Pipeline and Shader Programming
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14. Polygonal Modeling
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15. Computer Animation
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16. Ray Tracing and Photon Mapping
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- D. Hearn and M. P. Baker, Computer Graphics with OpenGL (3rd Editio
Prentice Hall, 2003.
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— OpenGL Architecture Review Board, OpenGL Programming Guide: The Of
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