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Lecture topics
• computer graphics on the GPU
• global illumination: raytracing & radiosity
• curves and surfaces
• advanced illumination models, BRDFs
• shadow computation
• sub-surface scattering
• real-time GPU raytracing
• image-based rendering
• non-photorealistic rendering
• voxels & volume rendering
• applications, topics in visualization
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Expected background: Basic CG class

• object representations, 2D/3D transformations

• viewing and projections

• hidden surface removal, anti-aliasing

• illumination and shading

• texture mapping and color models
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Grading

• final grade: 50% tutorial, 50% exam



So what will we learn in this class?

• cool computer graphics techniques



So what will we learn in this class?

• cool computer graphics techniques



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))

• parallel computation (GPU & CPU)



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))

• parallel computation (GPU & CPU)

• numerics in computer science



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))

• parallel computation (GPU & CPU)

• numerics in computer science

• visual debugging and error analysis



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))

• parallel computation (GPU & CPU)

• numerics in computer science

• visual debugging and error analysis

• compilers (implicit casting, rounding, differences)



So what will we learn in this class?

• cool computer graphics techniques

• efficiency and effectiveness

• computational complexity (not always O(…))

• parallel computation (GPU & CPU)

• numerics in computer science

• visual debugging and error analysis

• compilers (implicit casting, rounding, differences)

• human perception (color, shadows, bump mapping)



Internships @                  /


