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Themenliste

1. Grundlagen der Darstellung dreidimensionaler Objekte

[1] [FvDFH96] Kapitel 5 (Geometrical Transformations, S.201–227) und Kapitel 6
(Viewing in 3D, S.229–283).

2. Rasteralgorithmen

[2] [Ago05] Kapitel 2 (Raster Algorithms, S. 22–67).

[3] [BGZ96] Kapitel 1 (Grundlagen und graphische Grundfunktionen, S.18–36)

[4] [FvDFH96] Kapitel 3 (Basic Raster Graphics Algorithms for drawing 2D Pri-
mitives, S.67–142 ohne Kapitel 3.17).

3. Kurven und runde Oberflächen

[5] [Ago05] Kapitel 11 (Curves in Computer Graphics, S.373–471) und Kapitel 12
(Surfaces in Computer Graphics, S.472–536).

[6] [WW92] Kapitel 3 (The theory and practice of parametric representation tech-
niques, S. 65–110).

4. Antialiasing

[7] [FvDFH96] Kapitel 3.17 (Basic Raster Graphics Algorithms for Drawing 2D
Primitives, S.132–140).

[8] [WW92] Kapitel 4 (The theory and practice of anti-aliasing techniques, S.111-
152, ohne Kapitel 4.7).

5. Sichtbarkeitsalgorithmen I

[9] [FvDFH96] Kapitel 15 (Visual Surface Detection, S.668–686).

6. Sichtbarkeitsalgorithmen II

[10] [FvDFH96] Kapitel 15 (Visual Surface Detection, S.686–720).

7. Clipping

[11] [Ago05] Kapitel 3 (Clipping, S.69–110).

8. Berechnung von Schatten

[12] [Ago05] Kapitel 9 (Illumination and Shading, S.308–336).

[13] [WW92] Kapitel 5 (Shadow generation techniques, S.155-177).
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