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This course is a projects-oriented class that introduces the concepts of interactive computer
graphics. Students will learn the details of the WebGL graphics system by implementing
programming assignments.
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Matsuda, K., and Lea, R. WebGL Programming Guide: Interactive 3D st
Graphics Programming with WebGL. Addison-Wesley, 2013 e
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Main Reference:

Angel, E., and Shreiner, D. Interactive Computer Graphics: A Top-Down
Approach with WebGL, 7th edition. Pearson, 2015.
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(K = Knowledge, S= Skills, C= Compez‘ences)
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PEPP]
CcK] | Learn the concepts of computer graphics, including graphics primitives, K2
geometric transformations, Viewing, etc.
cK] | Know the important principles of computer graphics K2
CK] | Have a knowledge and understanding of interaction techniques. K2
<ilylgall
cs9 | Categorize and describe different web development technologies. S9
cs10 | Construct Websites using web development tools and technologies. S9
cs] | Be able to create interactive graphics applications. sS4
cs? | Perform simple 2D, 3D graphics with points, lines and triangles. sS4
EARE
cc1 | Apply logical problem solving skills to devise a program C3
cc4 | Develop modern web-based applications using HTML5 and WebGL. C3
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CHO1 Lecture Class Logistics, Introduction
to CG; 2D Programming in 1,2
WebGL
CH 03 Lecture Attribute Variables and
Uniform Variables and 5,6
Buffers
Midterm Exam 7
Lecture Transformations and 3D
Programming in WebGL; 8.9
Classical Viewing
CH 04 Lecture Viewing; Lighting, 10.11
Materials and Shading '
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CH 05 Lecture Curves and Surfaces 12,13
CH 06 Lecture Texture Mapping 14,15
Final Exam 16
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