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ABSTRACT

These days computer graphics technology has been applied in diverse IT fields. Needs
for computer graphics such as 3D Printer, Head Mount Display, VR & AR are growing
rapidly. Computer graphics will be more specialized and demanding for graphics
specialists will be also increased. However, serious mathematical background obstructs
people to learning computer graphics. An efficient computer graphics learning system
would be helpful for graphics experts training. By analyzing the graphics theory, we
propose an educational software system with that students can effectively learn computer
graphics. Our system focuses on theoretical objects of computer graphics and enhances
accessibility and intuition using web and blocks.
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