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CG

Graphics Process (creating the scene)
o Modelagem

o Animacao / Simulacao
o Materiais

o |limuninacao

o Rendering

Graphics Pipeline (rendering) g
o Etapas da sintese de imagem
Esta aula
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Préoximas aulas




Graphics Pipeline

Fotografando
Filmando

Interagindo

cena / mundo virtual




Graphics Pipeline (object => picture)
- fotografando um objeto virtual

MC WC EC EC CC

Model View PerVertex Projection Homogeneous
Transform Transform Lighting Transform Division

Viewport Rasterization Fragment Raster Framebuffer
Transform Processing Operations

COORDINATES MC Model CC Clip
WC World NDC Normalized Device
EC Eye SC Screen



Graphics Pipeline
Model Transform (MC)
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Graphics Pipeline o
Model Transform (MC= >WC) ——
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Graphics Pipeline
View Transform (WC=>EC)
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Graphics Pipeline
Per Vertex Lighting (EC)




Graphics Pipeline _
Projection Transform (EC=>CC)-—_

-




Graphics Pipeline _
Homogeneous Div (CC=>NDC)—
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Graphics Pipeline S
Viewport Transform (NDC=>SC}—=




Graphics Pipeline

Rasterization




Graphics Pipeline

ing

Fragment Process




Graphics Pipeline

Pixel Operation (texture)

textura
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Graphics Pipeline (Obj => Pic)

MC WC EC EC CC

Model View PerVertex Projection Homogeneous
Transform Transform Lighting Transform Division

NDC SC SC SC SC
Viewport Rasterization Fragment Raster Framebuffer

Transform Processing Operations

COORDINATES MC Model CC Clip
WC World NDC Normalized Device
EC Eye SC Screen



Modelagem / Animacao / ...
proxima aula
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