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2. Transformations (20 inii)-3 mill.111 

2.1 qAIRJEJli Transformation matrix Lilil@viituntioigiid (10 will) 
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3. Line Drawing (20 Iiiii)-2 num! 
@laBuiumioanionlyniTznou lunilliwavlii.ninvi (0,5) it1ii1No (5,0) toulliviAInni7 mid-

point 
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6. Lighting Models (20 uiii)-2 firiutill 
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Ambient Light 

Diffuse Light 
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7. Methods for improving realism (20 tnii)-2 mullII 
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8. Geometric Modeling (10 cui4I)-1 nittiti 
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10. Color Theory (bonus)-2 fitim 
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11. Ray Tracing (bonus)-1 fitiltill 

Ray Tracing LthiTgn151ii@lCuni5viio215% Computer Graphic 
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