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RealtimeRealtime 3D Computer Graphics 3D Computer Graphics 
& & VirtualVirtual RealityReality

LectureLecture WS 2003/2004WS 2003/2004

OrganizationOrganization

Computer Graphics & Computer Graphics & VirtualVirtual RealityReality

LecturerLecturer

Dr. Marc Erich LatoschikDr. Marc Erich Latoschik
marcl@techfak.unimarcl@techfak.uni--bielefeld.debielefeld.de
RaumRaum M4M4--125, 125, FonFon 106 2923106 2923
SprechstundeSprechstunde Mi. 13:00Mi. 13:00--14:00 14:00 

ExcercisesExcercises

Lecturer (see left)Lecturer (see left)

or or 

(Peter (Peter BiermanBierman))
((pbierman@techfak.unipbierman@techfak.uni--bielefeld.debielefeld.de))
RaumRaum M4M4--118, 118, FonFon 106 2918106 2918

What you should already knowWhat you should already know

nn Some fundamental linear algebra, Some fundamental linear algebra, 
like vector and matrix operations like vector and matrix operations 

nn Programming in C/C++ (or Java)Programming in C/C++ (or Java)
nn Fundamentals of functional programming,Fundamentals of functional programming,

e.g. Scheme, Lisp, Haskelle.g. Scheme, Lisp, Haskell
nn Or willingness to learn those things Or willingness to learn those things 

“as you go”“as you go”

nn English English ☺☺

What you will learn in this courseWhat you will learn in this course

nn Fundamental concepts of Computer Fundamental concepts of Computer 
GraphicsGraphics
–– How 3D scenes can be definedHow 3D scenes can be defined
–– and how they are rendered on a screenand how they are rendered on a screen

nn Focus on realFocus on real--time CG: Virtual Realitytime CG: Virtual Reality
nn 3D Programming in OpenGL and VRML3D Programming in OpenGL and VRML

Computer Graphics Computer Graphics 
& & VirtualVirtual RealityReality

LectureLecture
nn Wednesday, 14Wednesday, 14--16, V2 20016, V2 200

ExercisesExercises
nn Tuesday, 16Tuesday, 16--18 (18 (oror ????)????)
nn see sign on doorsee sign on door
nn Unix group: Unix group: vlvrprogvlvrprog (mail/volume)(mail/volume)
nn Web:Web:

–– Blackboard U Bielefeld: Blackboard U Bielefeld: http://kurse.ub.unihttp://kurse.ub.uni--bielefeld.de:88bielefeld.de:88
–– User Id: User Id: ““77--stellige stellige NummerNummer auf auf BibliotheksausweisBibliotheksausweis””
–– Password: Password: ““PasswortPasswort ffüürr AusleihkontoAusleihkonto””
–– Password for course enrollment: cgvr03 Password for course enrollment: cgvr03 
–– EnrollmentfristEnrollmentfrist vomvom 15.15.--31.10.03 !!! (31.10.03 !!! (sonstsonst nachnach RRüü.).)
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Computer Graphics & Computer Graphics & VirtualVirtual RealityReality
nn ÜbungenÜbungen in in KleingruppenKleingruppen (2(2--3)3)
nn BearbeitungszeitraumBearbeitungszeitraum eineeine WocheWoche (e(e--mail mail EingangEingang) ) oderoder

nachnach AnsageAnsage. . BesprechungBesprechung in in derder folgendenfolgenden WocheWoche..
nn GruppenaufnahmeGruppenaufnahme (e(e--mail mail derder GruppenbeteiligtenGruppenbeteiligten) ) durchdurch

–– EE--mail an mail an marclmarcl
nn ScheinkriterienScheinkriterien::

–– AktiveAktive ((regelmäßigeregelmäßige) ) TeilnahmeTeilnahme an den an den ÜbungenÜbungen::
nn HöchstensHöchstens zweimaligezweimalige AbwesenheitAbwesenheit
nn GruppenabgabeGruppenabgabe derder LösungenLösungen okok
nn ZweimaligeZweimalige PräsentationPräsentation (pro (pro TeilnehmerTeilnehmer) ) derder LösungLösung

–– 70% 70% derder PunktzahlPunktzahl fürfür die die ÜbungenÜbungen ((PunktzahlPunktzahl pro pro ÜbungÜbung ca. 10)ca. 10)
nn BeiBei GruppenaufnahmeGruppenaufnahme meldenmelden, ob , ob benoteterbenoteterScheinSchein gewünschtgewünscht istist
nn FürFür sehrsehr gutesgutes ErgebnisErgebnis ((deutlichdeutlich) ) mehrmehr alsals 70% 70% notwendignotwendig

nn ÜbungsaufgabenÜbungsaufgaben imim Blackboard (Blackboard (unterunter “assignments”)“assignments”)
nn AbgabeAbgabe derder LösungenLösungen elektronischelektronisch nachnach //vol/vlvrprogvol/vlvrprog

Recommended Reading (1/2)Recommended Reading (1/2)
nn Introduction to Computer Graphics; James Foley , Introduction to Computer Graphics; James Foley , AndriesAndries van Dam , Steven van Dam , Steven FeinerFeiner , John , John 

Hughes , Richard Phillips (1994)Hughes , Richard Phillips (1994)
nn 3D Computer Graphics; Alan Watt (2000)3D Computer Graphics; Alan Watt (2000)
nn Advanced Animation and Rendering Techniques: Theory and PracticeAdvanced Animation and Rendering Techniques: Theory and Practice ; Alan Watt , Mark ; Alan Watt , Mark 

Watt (1992)Watt (1992)
nn Computer Graphics and Virtual Environments; Slater, Steed & Computer Graphics and Virtual Environments; Slater, Steed & ChrysanthouChrysanthou (2001)(2001)
nn Computer Graphics: First Mathematical Steps; Pat Computer Graphics: First Mathematical Steps; Pat EgertonEgerton, Teesside University , Teesside University 
nn Computer Graphics Using Open GL; Francis S. Hill Computer Graphics Using Open GL; Francis S. Hill JrJr
nn OpenGL Reference Manual: The Official Reference Document to OpenOpenGL Reference Manual: The Official Reference Document to OpenGL, Version 1.2; GL, Version 1.2; 

OpenGL Architecture Review Board (2000)OpenGL Architecture Review Board (2000)
nn OpenGL Programming Guide: The Official Guide to Learning OpenGL,OpenGL Programming Guide: The Official Guide to Learning OpenGL, Version 1.2; OpenGL Version 1.2; OpenGL 

Architecture Review Board , Mason Woo , Jackie Architecture Review Board , Mason Woo , Jackie NeiderNeider , Tom Davis , Dave , Tom Davis , Dave ShreinerShreiner (1999)(1999)
nn Interactive Computer Graphics: A TopInteractive Computer Graphics: A Top--Down Approach with OpenGL; Edward Angel (2002)Down Approach with OpenGL; Edward Angel (2002)
nn OpenGL: A Primer; Edward Angel (2002)OpenGL: A Primer; Edward Angel (2002)

Recommended Reading (2/2)Recommended Reading (2/2)
nn The Annotated VRML 2.0 Reference; The Annotated VRML 2.0 Reference; RikkRikk Carey , Gavin Bell (1997)Carey , Gavin Bell (1997)
nn VRML 2.0 Handbook, The: Building Moving Worlds on the Web; Jed HVRML 2.0 Handbook, The: Building Moving Worlds on the Web; Jed Hartman , Josie artman , Josie 

WerneckeWernecke , Silicon Graphics (1996), Silicon Graphics (1996)
nn Inventor Mentor, The: Programming ObjectInventor Mentor, The: Programming Object--Oriented 3D Graphics with Open Inventor, Oriented 3D Graphics with Open Inventor, 

Release 2; Josie Release 2; Josie WerneckeWernecke , Open Inventor Architecture Group (1994), Open Inventor Architecture Group (1994)
nn Inventor Toolmaker, The: Extending Open Inventor, Release 2; JosInventor Toolmaker, The: Extending Open Inventor, Release 2; Josie ie WerneckeWernecke , Open , Open 

Inventor Architecture Group (1994)Inventor Architecture Group (1994)
nn 3D Games: Volume I: Real3D Games: Volume I: Real--Time Rendering and Software Technology; Alan Watt , Fabio Time Rendering and Software Technology; Alan Watt , Fabio 

PolicarpoPolicarpo (2001)(2001)
nn 3D Game Engine Design; David H. 3D Game Engine Design; David H. EberlyEberly
nn C++ Standard Library, The: A Tutorial and Reference C++ Standard Library, The: A Tutorial and Reference ---- 1999; 1999; NicolaiNicolai JosuttisJosuttis
nn The Scheme programming language; The Scheme programming language; DybvigDybvig, R. Kent, R. Kent
nn Programming in Scheme; Eisenberg, MichaelProgramming in Scheme; Eisenberg, Michael

More see WebMore see Web

Dienstag 16:00Marcel RichterDonnerstag 16:0014

Frank RöchterMaik ZemmannDonnerstag 16:0013

Josch PaulingChristian DallmerDonnerstag 16:0012

Christian 
BoguschewskiMarco Wischnewski11

Martin 
LümkemannAsela RajapakseStefan HoltkampDienstag 16:0010

Andreas DziembaAndreas RüterDienstag 16:009

Matthias DonnerChristian BiereDienstag 16:008

Donnerstag
16:00Tim SternbergRüdiger TimpeAlexander BertschikDienstag 16:007

Christian PlahlThorsten SpexardDienstag 16:006

Tobias GoevertOlafGraeser5

Alexej SchatzDienstag 16:004

Donnerstag 16:00
Donnerstag

12:00Jens SchimetatDienstag 16:003

Dennis SinderJan-Gerrit DrexhageDienstag 16:002

fschoenmbkaiseraneumannDienstag 16:001


