	COMP 461
	Course Code
	COMPUTER GRAPHICS
	Course Name

	Total
	Lab
	Lec
	Contact Hours
	3
	Credit Hours

	4
	2
	2
	
	
	

	 |_|  University Requirement |_| College Requirement   |X|  Program Requirement |X|   Core  |_| Elective     
 |_|  ITEC                               |X| COMP                          |_|  CNET
	Offered as

	NIL
	Prerequisite
	8
	Level

	Course Description:
This course covers Computer Graphics theory and its applications. Topics taught are classified as Fundamentals of computer graphics programming, Graphics hardware and software standards, 2D geometric primitives and raster images, 3D object representations. Data structures, algorithms, and the graphics pipeline. Graphical user interfaces. Underlying concepts in computer graphics systems including games, animation, modeling, rendering and paint systems.


	Upon completion, the student will be able to:						
· Explain the basic objectives and scope of computer graphics. 
· Describe computer graphics applications, fields and common graphics APIs. 
· Illustrate the basic structures of 2D and 3D graphics systems. 
· Determine 2D coordinate systems and equations of graphs and construct custom shapes.
· Demonstrate two dimensional transformations including translation, rotation, scaling, shearing, and reflection. 
· Demonstrate 3D transformations including translation, rotation, scaling, shearing, and reflection. 
· Discuss parallel and perspective projections and specify the viewing and projection matrices.

	20%
	 Assignments    |_|  
	10%
	 Exam-2                      |_|
	10%
	 Exam-1             |_|     
	Assessment Methods 

	40%
	 Final Exam      |_|
	20%
	 Lab Exam                  |_|
	-
	 Attendance       |_|     
	

	Text Book:
· Donald Hearn, M. Pauline Baker, “Computer Graphics with OpenGL”, Pearson Education Inc., Fourth Edition, 2010, ISBN-13: 978-0136053583

	References:
· Peter Shirley, Fundamentals of Computer Graphics, Third Edition, A K Peters/CRC Press, ISBN 9781568814698 – CAT#K00408



