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o What iz computer graphics?

« Applications

Computer Graphics o What s it good for?
» Syllabus
Adam Finkelstein o What will | leam in this course?
Princeton University « Coursework

o How much work will there be?
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« What is computer graphics?
o Imaging = repressnting 2L images
o Modeling = representing 3D objects
o Rendenng = consrructing 2D images from 30 modsis
o Animation = simulating changes over time
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|. Image processing

Il. Rendering
lll. Modeling
» Syllabus . Animation Alehas! Bermcs 5438, St
o What will | learn in this course? e
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| Part lI: Rendering

Part |I: Image Processing
= 3D Rendering Pipeline

o Modeling transformations

o Viewing transformations

o0 Hidden surface removal

o lllumination, shading, and textures
0 =can conversion, clipping

+ Image Representation
o Sampling
o Reconstruction
o Quantization & Aliasing

+ Image Processing
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“ Fllten_ng AMrast Seract -:]:msn-.ra- o Hierarchical scene graphics

o Wﬂl‘pll‘_lg o OpenGL

o Morphing

o Compaosition « Global illumination

: o Ray tracing

Raﬁ_ter Grapl_'ncs o Radiosity

o Dizplay devices Tmags Marphing ~ Ray Tracing
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Part lll: Modeling @ Part IV: Animation @
+ Representations of geometry » Keyframing

o Curves: splines o Kinematics

o Surfaces. meshes, splines, subdivizion 0 Articulated figures

o Solids: voxels, CS5G, BSP :

» Motion capture

* Procedural modeling o Capture

0 SWeeps o Warping

o Fractals D :

o Grammars j,.fnam_lr:ﬂ ) _

o Physically-based simulations
el o Particle systems
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