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1. Course Data

	Code:

		IT 331 

	Course title:
	Computer Graphics-1

	Level:
	3

	Specialization:
	IT&CS

	Credit hours:
	3 hours

	Number of learning units (hours): 

	( 3) theoretical (2 ) practical




2. Course Objective
	Introduction to Computer Graphics ; Overview of Graphics systems ; Line drawing algorithms ; Circle drawing algorithms ; Ellipse drawing algorithms ; Area filling algorithms ; Polygon filling algorithms ; Line clipping algorithms ; Polygon clipping algorithms ; Two dimensional transformations; (translation – rotation – scaling – general transformations – composite transformations) ; Three dimensional object representation and Projections ; Three dimensional modeling and transformations (translation – rotation – scaling – sheer – reflection – composite) ; Three dimensional Viewing and Camera Model.

3. Intended Learning Outcomes:

A. Knowledge and Understanding
A27. Discuss the basic foundations of Mathematics for computing field.
A28. Describe the foundations of computer science: Hardware, Software and Networking.
A31. Describe the basics of Computer Graphics.
B. Intellectual Skills
B19. Perform Analytical Thinking.
B20. Generate methodologies for Problem Solving.
B23. Formulate and implement IT systems.
C. Professional and Practical Skills
C27. Work efficiently with software systems.
D. General and Transferable Skills
D4. Practice Analytical thinking techniques.

4. Course contents

	Topic
	No. of hours
	Lecture
	Tutorial/ Practical

	Introduction
	3
	1
	1

	Programming in a 2D graphics package
	3
	1
	1

	Algorithms for drawing 2D primitives
	6
	2
	2

	Graphics hardware and interaction techniques
	3
	1
	1

	Geometrical transformations
	6
	2
	2

	3D view specification and algorithms
	6
	2
	2

	Graphics standards and graphics software packages
	6
	2
	2

	Methods for modeling curves, surfaces, and solids
	6
	2
	2

	Visual realism and shading
	3
	1
	1


	
 Mapping contents to ILOs

	Topic
	Intended Learning Outcomes (ILOs)

	
	Knowledge and understanding
	Intellectual Skills
	Professional and practical skills
	General and Transferable skills

	Introduction
	A27, A31
	
	
	

	Programming in a 2D graphics package
	A31
	B20
	C27
	

	Algorithms for drawing 2D primitives
	A27
	B19
	
	

	Graphics hardware and interaction techniques
	A28
	
	
	

	Geometrical transformations
	A27
	
	
	

	3D view specification and algorithms
	A31
	
	
	

	Graphics standards and graphics software packages
	A31
	
	C27
	D4

	Methods for modeling curves, surfaces, and solids
	A31
	
	
	

	Visual realism and shading
	A31
	B23
	
	




5. Teaching and Learning Methods
- Class Lectures
- Highly lab-based courses
- Paper readings


6. Teaching and Learning Methods for students with limited capability

· Using data show
· e-learning management tools


7. Students Evaluation

a) Used Methods
-Lab exam
- Mini projects
- Assignments

      b) Time
Assessment 1: Test 1    	    	Week 4
Assessment 2: Test 2    	    	Week 7
Assessment 3: Midterm Exam    	Week 10
Assessment 4: Practical Exam      	Week 14         
Assessment 5: final written exam 	Week 16




c) Grades Distribution
Mid-term Examination 		20 %
Final-Year Examination      		50 %          
Semester Work           		20 %
Practical Exam			10%
 		Total			    	100%

Any formative only assessments

List of Books and References

a) Notes
· Course Notes
· Handouts


b) Mandatory Books

		Title:	Introduction to Computer Graphics
		Author(s): Foley, J D	
		Publisher: Addison Wesley, 2002	
		ISBN: 0-201-60921-5		

c) Suggested Books
                        Title:	3D Computer Graphics, 3rd edn	
		Author(s): Watt, A	
		Publisher: Addison-Wesley, 2003	
		ISBN:	0-201-60921-5	

d) Other publications

            - Periodicals, Web Sites … etc
http://www.sci.usq.edu.au/courses/CSC3406/ 
Course Coordinator: A. Prof. Dr. Mohamed Hagag

Chairman of the Department: Prof. Dr.

