Juzaun na 3D mooenu

OcHosu Ha 3D moaennpaHeTo
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OcHosHU [loHAMUA
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OcHO8HU NOHAMUS

% CueHa (Scene) / Mogen (Model);

% Mopgenupane (Modelling) / CknuntypupaHe (Sclupting);
PaboTteH npouec (Workflow);

Y/
%®

Touka (Vertex);

Pebpo (Edge);

INnue (Face, Triangle, Poligon, ...);

['paHn4HO npeacTtassiHe — B-Rep / Mew (Mesh);
Tekctypa (Texture);

TekctypHu koopauHaTtu (UV Map);

MaTtepuan (Material);

OrpaHundeHus (Constrains);

Koctn (Bones);

Ckenert (Sceleton/Armature);
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OcHoeseH
PabomeH [lNpouyec &
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Ocnoesen pabomen npouec

NaoeeH npoekTt (PncyHku, cHumkn, 3D ckeHose, ...);
N3rpaxxgaHe Ha OCHOBHa reoMeTpust Ha Modena;
CknynTypuaHe Ha Mmoaena;

TekctypHu koopauHaTtn (UV mapping);
TeKkcTypupaHe U matepuanu;

[lobaBsAHe Ha cKener;

OrpaHu4veHus;

AHMMUpaHe Ha no3u (cbe unmn 6e3 Motion capture);
PengBaHe n TecTBaHe Ha moaena.
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Hoeen npoexm
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HS’ZpCZOfC@CZHe Hd OCHO6HA ceomempus HA Mmooena

Wy OcHoBu Ha 3D MozxenupaHeTo



Cxaynmypuane Ha Mooena

W OcHoBu Ha 3D MozxenupaneTo
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T eKcmypupare u mamepuany
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Texcmypupane u mamepua.iu
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Bvnpocu?

apenev@uni-plovdiv.bg

Refraction Using Vertex Programs
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