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Jordan University of Science and Technology
Faculty of Computer & Information Technology

Computer Science Department



	Course Catalog

	3 Credit hours (3 h lectures). Types of graphics, hardware-point plotting, vector and raster technologies, techniques for defining image-point, vector and raster based approaches, graphical data and program structure, two- and three dimensional transformations, techniques for producing perspective, hidden line removal, shading, clipping, windowing, and graphical art and animation. Demos using software packages.


	Text Book(s)

	Title
	Computer Graphics Using OpenGL

	Author(s)
	F.S. Hill, Jr. and S.M. Kelley

	Publisher
	Prentice Hall publishers

	Year
	2008

	Edition
	3rd Ed


	References

	Books
	1. Angel, Edward. Interactive computer graphics : a top-down approach using OpenGL, : Pearson/Addison-Wesley, Boston, 2006


	Instructors

	Instructor
	Dr. Yaser Khamayseh


	Office Location
	Medical building, D1 level -0


	Office Phone
	720-1000 ext: 23553


	E-mail
	yaser@just.edu.jo

	Class Schedule & Room

	Section 1: 

          Sunday, Tuesday, Thursday, 10:15 AM-11:15 AM 

            Room: PH6 102
Section 1: 

  Lecture Time: Sunday, Tuesday, Thursday
1:15 - 2:15
  Room: PH2 106



	Office Hours

	Sunday, Tuesday,  Thursday:              11:15 -12:15

 Monday,  Wednesday,:                      11:15 -12:15




	Teaching Assistant

	Miss Enas Bani Younis


	Prerequisites

	Prerequisites by course
	CS 284 Algorithms 


	Course Content

	Number of Weeks
	Topics
	Chapter in Text  

	1
	Introduction. Course overview. What is computer graphics? GPU overview.
	Hill Chapter 1

	1
	Drawing Figures
	Hill Chapter 2 + Red Book Ch 1.

	1
	World window to viewport mapping
	Hill Chapter 3

	1
	More Drawing Tools
	Hill Chapter 3 + Red Book Ch 1.

	1
	Transformations I: Linear Transformations. Multiple Transformations.
	Hill Chapters 4 and 5; Red Book Chapters 2+3.

	1
	Transformations II: Viewing & Projections. Camera models. Viewing Transformation. Projection Matrix. OpenGL Transformation Pipeline.
	Hill Chapter 5; Red Book Chapter 3 (i.e., same reading as the previous week).

	2
	Color theory
	Hill, Chapter 8

	1
	Shading models
	Hill, Chapter 8

	2
	The z-Buffer. Texture Mapping. Environment mapping.
	Hill, Chapter 8

	1
	Advanced Texturing Mapping I: Bump mapping. Coordinate vectors, basis, and frames. Tangent space.
	Same reading as for the previous week.

	1
	Advanced Texture Mapping II: Multi-texturing. Projective texture mapping. Shadow mapping.
	Hill, Chapter 8, Section 8.6 (Adding Shadows of Objects)

	1
	Ray Tracing I. Introduction to Ray Tracing. Ray generation. Ray intersections. Shadows. Reflections. Refractions. Writing a ray tracer.
	Hill, Chapter 8

	1
	Advanced Topics and Fun Stuff: 3D Face Modeling, Font Rendering, and Color Management.
	Hill, Chapter 8


	Mapping of Course Objectives to Program Outcomes

	Assessment method

	1. Understand the computer graphics[a, b]
	Exams

	2. The ability to draw basic figures using OpenGL. [a, c]
	Assignments, Exams

	3. The ability to draw complex curves using OpenGL. [a, c]
	Quizzes, Lab assignments, Exams

	4. Understand the basic operations of the world to viewport mapping  [a]
	Exams

	5. Understand basic and complex graph clipping algorithms [a]
	Exams

	6. Understand basic vector operations and its usage in computer graphics. [a, b]
	Exams

	7. Understand graphic transformation in both 2D and 3D [a, b, c, j]
	Assignments, Exams

	8. Understand the various shading models used in graphics
	Exams

	9. Incorporate light sources in the scene. [c, j]
	Assignments, Exams


	Relationship to Program Outcomes (score out of 5)

	A
	B
	C
	D
	E
	F
	G
	H
	I
	J
	K
	L
	M
	N

	4
	4
	5
	
	
	
	
	
	
	5
	
	
	
	


	Relationship to Program Objectives

	1
	2
	3
	4
	5

	
	
	
	
	


	Evaluation



	Assessment Tool 
	Expected Due Date
	Weight

	Homework/Lab
	Upon the HW release
	15%

	Final project
	2 weeks before the final exam
	15%

	First Exam
	TBA
	15 %

	Second Exam
	TBA
	15 %

	Final Exam
	According to the University final examination schedule
	40 %


	Policy



	Attendance


	Attendance is very important for the course.  In accordance with university policy, students missing more than 10% of total classes are subject to failure. Penalties may be assessed without regard to the student's performance.  Attendance will be recorded at the beginning or end of each class. 

	Homework/Lab

	Students are expected to keep up with the material as it is presented and submit assignments on time.

	Exams

	All exams will be CLOSE-BOOK; necessary algorithms/equations/relations will be supplied as convenient. The date of the Exams will be scheduled later. 


Prepared by:  Dr. Yaser Khamayseh                     Last Modified:  Sept 13, 2011
CS 480 Computer Graphics





Fall (First) 2011-2012











1 Lower-case letters in brackets refer to the Program outcomes
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