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CV — computacao visual
CG — computacao grafica

Conceitos
o |nteracdo mais natural com o computador
o Interfaces de usuério
o Vérias aplicacdes

o Jogos, Filmes (cinema), visualizagdo cientifica, CAD, simulagdes, ...

Gerando imagens
o Mundos: virtuais / reais / compostos




background

0 que € preciso / o que deve ser valorizado
o Maths !

o Strong background - translating the world to the computer

Physics !

o Strong background - idem

Programming !

o Strong background — writting code, organizing things

Architecture view !

o Good overview — understanding relationships
Good Ideas !!!

o Being creative, inovative
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Aplicacoes
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Tempo Real (on-line) Foto Realismo (off-line)
Jogos Cinema
Simulacdes

Realidade Virtual / Aumentada




Aplicacoes

JOGOS GAMES




Aplicacoes

2 Vot

Realidade Virtual Realidade Aumentada Visualizagao Simulagéao
Mapas Educagédo
Modelos Treinamento
Ciéncia
Engenharia



Aplicacoes — Simulacao em Engenharia
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Aplicacoes — Simulacao em Ciéncia (animais
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Aplicacoes — Simulacao em Ciéncia
corpo humano
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Aplicacoes — Simulacao em Educacao
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Realidade
Aumentada
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Mapa 3D
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Downtown Los
Angeles
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aplicacoes

Foto Realismo (off-line)
o Cinema




Graphics
Pipeline

Model View PerVertex Projection Homogeneous
Transform Transform Lighting Transform Division

Fotografando / Filmando

a Cena Virtual

Viewport Rasterization Fragment Raster Framebuffer
Transform Processing Operations

COORDINATES MC Model CcC Clip
WC World NDC Normalized Device

EC Eye SC Screen




Graphics

Process

Geometric Animation
Models (3D) (3D)

Scene
objects

Materials Lighting

Rendering




Conclusao

Discussao
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