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内容概要

A great many varied and interesting visual effects can be achieved with computer graphics, for which a fundamental
understanding of the underlying mathematical concepts – and a knowledge of how they can be implemented in a
particular programming language – is essential.      Computer Graphics for Java Programmers, 2nd edition covers
elementary concepts in creating and manipulating 2D and 3D graphical objects, covering topics from classic
graphics algorithms to perspective drawings and hidden-line elimination.       Completely revised and updated
throughout, the second edition of this highly popular textbook contains a host of ready-to-run-programs and
worked examples, illuminating general principles and geometric techniques. Ideal for classroom use or self-study, it
provides a perfect foundation for programming computer graphics using Java.
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作者简介

Leen Ammeraal is a retired lecturer of Hogeschool Utrecht, The Netherlands, where he was employed from 1977
to 1998. He has a degree (ir.) in mathematics at University of Technology Delft, The Netherlands. He worked as a
programmer and mathematician at Akzo Research and Engineering, Arnhem, The Netherlands, from 1961 to 1972
and did research work on compilers from 1972 to 1977 at Mathematical Centre, Amsterdam. He wrote many
books for Wiley (as well as for the Dutch publisher Academic Service). Some of his Wiley books have been
translated into other languages (Japanese, Russian, Italian, French, German, Greek, Danish, Portuguese,
Bulgarian).
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