Cwv30asane u Obpabomka Ha
Buoeo u Anumayuu

Cb3naBaHe Ha KOMMIOTbPHU aHUMALMOHHU MPOAYKTW.
symepHa (2D) u TpumepHa (3D) Komn. aHMMaUuUA.

doTo-peannctmyHa n He poto-peanncTmMyHa aHMmaLus.

ooy. 0-p Anexcanovp Ilenes



KomnromuvpHa AHUMAQUUA
(2D u 3D)

I W KommorbpHa anumaims (2D u 3D) 2/10 I



Komniomvpua Anumavus

KomnioTbpHa AHMMAUMA ce Hapnya Cb34aBaHETO Ha
aHMMALUMNOHHU NPOAYKTU (KaKTO N camuTe NPOAYKTU) C
NOMOLLUTA HAa KOMMNKTbPHU CUCTEMU

(xapayep n codryep).

I W Kommorbpha anumanus (2D u 3D) 3/10 I



OcnoeHu Buoose

o

3D AHumauuAa

¥ 2D AHmauyumsa

KoMmroTspHa anumanus (2D u 3D)



2D Komniomvprna Anumayus

[lpy cb34aBaHETO Ha
ABymepHa (2D) KomnioTbpHa aHUMaUUsA
0OMKHOBEHO Ce NOBTAPAT NPOoLEecUTe U TEXHUKUTE Ha
TPpaAVULUMOHHATA aHMMaUuUA,
HO CbC CpeAcTBaTa HAa KOMMNIOTbPHUTE CUCTEMU U
cneumannsnpaHmna coprtyep.

I W Kommrorspra annmanust (2D u 3D)



3D Komniomvpna Anumayus

[1pn cCb3aaBaHETO Ha
TpumepHa (3D) KomnioTbpHa aHUMaLUUA
ce moaenupart (M3rpaxkaaT) BUPTYa/IHU TPUMEPHU CLLEHU (M aKTbOpK),
KOWTO ce Bn3yanmsmpar.

N3nonzeam ce cumyanauuu Ha ceemsauHa, cpasumauyuA, d9U3U°I€CKU
KOpeKmHu OBUMCEHUA U dpyeu, Koumo rnoornomaaam /1ecHOmo
rnocmuecaHe Ha peasnucmu4yHa aHuUmauyuA.

I W Kommorbpha anumanus (2D u 3D) 6/10 Wy I



P@CIJZMCWIMVHCI u @omo- peaﬂucmuwa AHZ/UI/ICZZ/;M}Z

W KowmmrorspHa annmanust (2D u 3D)



HE @omo-peanucmuuna Anumayus

N3non3sa ce ,NPR“ Rendering Ha TpMMEPHM CLEHN C N3NONA3BAHETO HA
cneumanHu shader-n, KOMTO ca NPOEKTUPAHU TaKa, Ye Aa Ce NOCTUTHE
edeKT Ha PUCYBaAHU Ha pbKa U3obpakeHus.

I W Kommorbpha anumanus (2D u 3D) 8/10 I






Bvnpocu?

apenev@uni-plovdiv.bg

Refraction Using Vertex Programs

I W Kommorbpha anumanus (2D u 3D) 10/10 I
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