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P R E F A C E  

The ever increasing advance in computer technology has 
enabled many in science and engineering who apply 
graphics to simulate physical phenomena. 

The interesting feature of this book is its organization 
and structure that consist of systematized definition, 
graphics, algorithms, exercise, methods and result that 
something resembling a theory. Simplicity clarity of 
graphical, mathematical language makes theoretical 
topics more appealing to the reader who is of 
mathematical or non-mathematical background. 

My experience in teaching the computer graphics subject 
has help me to present a useful combination of 
theoretical concepts and practical application in this 
book. I am sure that the text users friendly approach by 
encourage the students to read to read the book and will 
make them understand the concept in a easy way. I 
welcome  suggestion for the improvement of the book 

 Dr. Sanjay Sharma Pokhriyal 
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