HJ380

Introduction to Computer Graphics for HAJE



Textbook

- Foundations of 3D Computer Graphics

Steven J. Gortler, 2012

- Used in KAIST CS380
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Contents

Graphics Pipeline

- Transformation / Rotation
- Respect / Frames

- Camera

- Rasterization

- Texture / Material -—°“-"i» e RN vero NN oo N
- Animation - —
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Shaders for Unity character effects

- Unity-specific something
- making some shaders

- Shader Effects
- Cartoon Rendering

Custom Deferred
Lighting Tutorial
with Image Ramp
Sampling and
Tons of Goodies :
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Notices for CG pipelines

- Requires Linear algebra
- We'll use https://qithub.com/duong-nd/CS175/tree/master
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https://github.com/duong-nd/CS175/tree/master
http://vclab.kaist.ac.kr/cs380

About the Seminar
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- https://noah.haje.org/c/seminar/hj380/357 for class
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- #seminar_cg for miscellaneous use



https://noah.haje.org/c/seminar/hj380/357

