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Forma zaliczenia

Zaliczenie na
ocene
Egzamin

The theoretical and practical knowledge of a wide range of issues of computer graphics. Ability to independently create sophisticated graphic design in 2D and 3D. Create a

simple animation.

Wymagania wstepne

Basic programming, work on Linux / Windows, basic course in linear algebra and geometry.

Zakres tematyczny
LECTURE:

- History and overview of contemporary methods and applications of computer graphics

- Basic raster graphics algorithms

- Mathematics in computer graphics
- Transformation and projection

- Ray tracing

LABORATORY:

| PovRay

- The basic elements of the scene and geometric objects in the PovRay

-CSG

- Texture and surface facilities

- Lighting

- Scripting

- Animations

Il. Managerial and presentation graphics
- Gimp - creating graphics for the web

- Create a slideshow and presentation

IIl. The graphics in scientific texts


http://www.wfa.uz.zgora.pl/
http://www.wfa.uz.zgora.pl/
http://www.wfa.uz.zgora.pl/

- LaTeX and PSTricks

Metody ksztatcenia

Lectures and laboratory

Efekty uczenia sie i metody weryfikacji osiggania efektéw uczenia sie

Opis efektu Symbole Metody weryfikacji Forma zajeé
efektow
The student has the ability to create managerial and presentation graphics ® PovRay animation, Presentation on the ¢ Laboratorium
and animations and advanced graphic both in 2D and 3D. designated topic
The student knows the basic algorithms used in raster and vector graphics. ® sprawdzian ® Wyktad

The student has knowledge of the role of mathematics and physics in
computer graphics.

The student knows the modern graphical tools and their application and is ® Preparing a presentation with the help of ® Laboratorium
able to expand knowledge about the capabilities of these tools. of selected graphical tools

Warunki zaliczenia
The basis of the course is to pass a written test of theoretical knowledge.

Laboratory - credit rating based on individually completed graphic design, such as:
- PovRay animation

- Presentation on the designated topic

- Advanced graphic design in 2D vector technology.

Final rating is 60% of laboratory and 40% of the lecture.

Literatura podstawowa
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[2] Eric Lengyel, Mathematics for 3D game programming & computer graphics, Charles River Media INC, Massachuset 2004.
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