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P R E F A C E  

The importance of “COMPUTER GRAPHICS” is well 
known in various Engineering fields. This book covers 
the importance of Computer Graphics and recent trends 
in Computer Graphics. 

Computer Graphics is a challenging field because it is 
based on knowledge from many areas.Properly modeling 
the interaction of light with objects require an 
understanding of how those interactions occur in real 
world.This provides an introduction to the process of 
computer graphics  and presents some of the techniques 
and challenges in creating images using a computer. 

The book provides foundations of computer graphics 
theory, hardware and programming, as well as outlines 
how computer graphics problems can be solved in major 
application areas. 

The main idea of this book is to show how small formulas 
like geometric DNAs can be used for constituting complex 
shapes and motions, and how even a common personal 
computer can be used for solving advanced 3D computer 
graphics, shape modeling, and web visualization 
problems.  

We have divided this book into five chapters, where the 
first four chapters explains the basics of computer 
graphicsand the last chapter explains the recent trends.  

The main aim of this book is to make the students to 
understand the concepts easily. This book makes the 
understanding of subject in a clear way and makes it 
more interesting. 

 Dr. H. Lilly Beaulah 
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