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�)�: pramook@gmail.com, fscipmk@ku.ac.th

– ���0����: 08-5453-5857

– ��  !0: ����"�/��
'���
�+,���5�	�ก��	%��– ��  !0: ����"�/��
'���
�+,���5�	�ก��	%��

– 
�)�
����': ��6�)�0�ก�� 
�)� 13.00 	. �9� 16.00 	. ��+�	�#����)/���	��



ก��()��*
��

• ก��'��	 40%

– 
���	����ก�� �������� 4-5 ���,�
– ���
���	 (���"�/�*��/�(���ก�.���,�)

• ��'ก)��%�� 30%• ��'ก)��%�� 30%

• ��'�)��%�� 30%

• 
ก�=�ก�������		�/�	
�)�.�	��)�"#�	�	���
• ��#���		�����*/ 1 �)� 200 (��*/ 200 ���	
���		���)

• ���"�/��#��	(�/�(�$����
ก�=���+����ก)�/�



�����'�	+!�,��

• �*�%�&� C++

• 
���	����ก��"#�#�
– ��$�	�,��
���	����ก��
���

• �����*���$����
$��
��	• �����*���$����
$��
��	
– 
�ก
����	���%*���������

– ���	��

– ����	��



)� ��+�

• David Shreiner et al. OpenGL Programming Guide: 

The Official Guide to Learning OpenGL.

– #��	���)#"#���. http://fly.cc.fer.hr/~unreal/theredbook/

• 
�'">����	 OpenGL �)� GLSL �/��?
�'">����	 �)� �/��?
– http://www.lighthouse3d.com/opengl/index.shtml

– http://nehe.gamedev.net/



����	-

• http://access.cs.sci.ku.ac.th/~pramook/418341

• 
$@�'/��?

• ก��'��	(���"��	
�'
�(	�,
�/�	�,	

• "�/���������• "�/���������



�.����

• ก��'��	��กก��'��	 ��������	
���
– 
���	����ก�����������
��
– ก��'��	���
���	����
���	
�� #���)���+�������
��

• ��
��ก• ��
��ก
– ���)�ก(�"�/"#����		�5����'ก��'��		�,	 ��������ก����������ก
– ����)�ก����ก��(�ก	��	
����
	@���+��	���+�#���

• ���
�+.�	"#� �/�	(�ก��	
����
	@���+��	���+�"#�
– '�ก#����/��5���	ก�'��
– '�ก��)/��������#���



���	�������ก����ก��

• ก��$�������
����
�+.�������)�(�#ก���+.�����0	�

• �����$	�
– ����'�	
���: %���	���, 
ก���

– ก��09ก&�: >��*
)$�	, �+.������– ก��09ก&�: >��*
)$�	, �+.������

– ������ก���: CAD/CAM



��	����� (�0�)



��	����� (�0�)



��	����� (�0�)

Monster Inc. Final Fantasy: The Spirit Within
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Window system and large-screen interaction metaphors (François Guimbretière)
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Airflow around a Harrier Jet (NASA Ames)
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MIT: Image-Guided Surgery Project

T
h
e
 V
is
ib
le
 H
u
m
a
n
 P
ro
je
c
t



Computer Aided Design (CAD)
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Crytek: Crysis
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Kloonigames: Crayon Physics
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http://amber.rc.arizona.edu/dx/vtkDecimateDX.html
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http://en.wikipedia.org/wiki/Nurbs
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• Subdivision Surface

http://en.wikipedia.org/wiki/Subdivision_surface
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• Pixar’s Geri’s Game

http://www.pixar.com/shorts/gg/index.html
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• Texture Mapping

http://www.siggraph.org/education/materials/HyperGraph/mapping/r_wolfe/
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• Bump Mapping
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http://en.wikipedia.org/wiki/Global_illumination



Physically Based Rendering
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http://en.wikipedia.org/wiki/Rendering



Non-Photorealistic Rendering
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The Legend of Zelda: The Wind Waker

http://en.wikipedia.org/wiki/Toon_shading
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Ilya Baran and Jovan Popovic. Automatic Rigging and Animation of 3D Characters. SIGGRAPH 2007.
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