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® 2 Introduction to Computer Graphics
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Computer animation, computer rendering, and computer game
have become very important in entertainment and education.
Computer graphics is the foundation for all these advanced topics.
In this class, we would like to introduce the fundamental concepts
of using computers to produce and manipulate images using C
and C++. Broadly speaking, it will focus on two-dimensional
image manipulation and three-dimensional computer graphics
(modeling scenes in 3D and producing images of them). Through
the process we will introduce the fundamental concepts about
computer graphics, computer animation, computer rendering, and
the technology of the game programming. This class will become
the prerequisite class for computer animation, computer
rendering, and the technology of game programming in the future.

fep 3 2R OF
KR WHAR|X F 0 B LA S C Computer Graphics(F 3 #7i i2)
R HFF A




FECOER::
fz & g 2 i = pofp

Yok § Rk AR

(&4 7 p k™4 > gp 5 http://www. ntust. edu. tw/~course/download/newcour. doc » * # %= = { 3ymail

I A2 w2 JANGM@mail. ntust. edu. twfz 45 )




