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overview

A what is modeling?
A object types

d points, curves, surfaces, volumes
0 generative models, complex systems

A surface representations
0 polygon meshes
0 parametric surfaces
0 subdivision surfaces

A surface creation and modification
A component modeling
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what is modeling?

A definition of the geometry

A mathematical description of the shape
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object types

A points

A created by

d simulation

A applications
0 define complex systems

projects in digital art

A mookell fabogellacini and william kerr A4



object types

A curves

A created by
0 human modeling
d simulation

A applications
0 definition of surfaces
0 hairs/grass
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object types

A surfaces

A created by
0 human modeling
d scanning
0 simulation

A applications
0 objects/characters
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object types

A surfaces

A created by
d human modeling
d scanning
0 simulation

A applications
0 objects/characters
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object types

A surfaces

A created by
0 human modeling
d scanning
0 simulation

A applications
0 objects/characters
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object types

A surfaces

A created by
0 human modeling
d scanning
0 simulation

A applications
0 objects/characters
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object types

A volumes

A created by
0 scanning (medical data)
0 simulation

A applications
d atmospheric effects
o fire/smoke/water

© Nguyen et al.
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object types

A generative models
0 vegetation
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object types

A complex systems
0 particle systems

© Stam et al. © Nguyen et al.
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object types

A complex systems
o0 crowds
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object types

A complex systems
d liquids

© Enright et al.

© Pixar/Disney
projects in digital art A moaoglfabio pellacini andwiliam kerr A14



surface owhat is it?

A infinitely thin sheet (2D)
d not a volume
0 often can be seen only from the front
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surface representations

A faceted models
0 polygon meshes

A smooth models
0 parametric surfaces (e.g. NURBS)
0 subdivision surfaces

A differ in the way they handle
0 smoothness (silhouettes/lighting)
0 ease of modeling
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polygon meshes
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polygon meshes

A collection of polygons

A not smooth
A easy to model any shape

A used by most low-level algorithms

d convert parametric and subdivision surfaces to
polygons for rendering

A used in interactive graphics (games)
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polygon meshes oexamples

LAY : Fa ' 2
© id Software
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polygon meshes

© Bioware

projects in digital art A moaoglfabio pellacini andwiliam kerr A20



