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1. Introduction ( 10 w1#) -1 AZKUY
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2. Transformations (20 W#)-3 AUy
2.1 2y Transformation matrix tWavivunausalull (10 w¥)
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2.2 IINUANNT5VBY perspective projection (10 u1il)
Al P, faqn (15,10,5)
P, #83n (5,10,2)
P5 fiean (30,30, 1)
Tu Homogeneous Coordinate

saanein Py, Py, P3 uu Projection Plan galatneagdouiuiu nieueiuiemana







3. Line Drawing (20 u¥)-2 Aziuu
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4. Polygon Fill (20 u#)-2 Azuuy
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5. Hidden Surface Removal (20 w1#)-2 Aziuy
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View
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6. Lighting Models (20 u1#)-2 Azwuu
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Ambient Light
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7. Methods for improving realism (20 u¥)-2 Azuuy
7.1 3995 UguanNNIsUIUSIANIiSENI1 Shadow Volumes wiauuanauarAgylunisunluly
wavilinwivauasa

7.2 3985ungAud1AyYal Texture msurlUTdnavinlinwldaussa




8. Geometric Modeling (10 u¥)-1 AzuuY
283U IngUszaeAuaIN1sIaT Geometric Modeling unldlusumisdiu Computer
Graphic

9. Image Improvement (15 u1¥)-2 Azuuu
1378111 50USUUTIAUNINTRINNALE B IATN9RsaT U




10. Color Theory (bonus)-2 aziiuy
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11. Ray Tracing (bonus)-1 azuuu
Ray Tracing 1Uuisnsiweldlunisvinezlslu Computer Graphic
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