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1. Introduction (5 W1¥) - 1 AZLUY
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2. Scan line Rendering (10 W) - 2 AZLUY
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3. Geometric Modeling (20 W1#) - 3 ASLUY
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4. Shading (20 W¥) - 3 AzuuU
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5. Texture Mapping (15 W) - 2 Azuuu

5.1 3MNADFUIWUANNITVDY MIP Mapping taz RIP Mapping 1Mianuuanstenuagials

5.2 3995U1871 Displacement Mapping uAley119a9 Bump Maps agelswiauasuusznau
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6. OPTICS (20 w1#l) - 3 AzuuUU
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6.2 3agUnToussydumnisvaslendu 3 Wendusaluilvigneas BRDF, BSSRDF uas BTDF
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6.3. 2§05UNLEIUAN 9 YBI Power Series

7. Ray Tracing (15 u1¥) - 3 AzLUU
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8. Reflection and Transmission (5 W) - 1 AZLUY
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9. Acceleration Structures (10 W) - 2 AZLUY
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