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‘ | eomerpuaHO MOAEAHPaAHE




Moaeanpane Ha 00ekTH B KI'

m Obektn B Kl

d CbBKYMNHOCT OT NO/IUTOHU

m  HapwuuaT ce ole CmaHAapmHu 2paguyHu obekmu nan npumumuesu

m OCHOBHM MmeToaun 3a npeagcraBaHe Ha moageszinm Ha
rpapuyHn 0beKkTH
0 PABHUHHU Kpueu U K8aOpamu4yHU NOB8bPXHUHU
= Npun Bn3yaansanpaHe ce ceexxgat 40 mpexa OoT NoJIMroOH"
0 cnaalHoeu NMoB8bPXHUHU
0 npoyeoypHuU memoou

u (I)paKTafIM U moaennpaHe Ha nosegeHNETO Ha 4aCTtUUun

0 particle systems



[TpeacraBane Ha 2D 00ekTH

d onumceat ce C Ta6f|l/|L|,|/| Ha Bb3/IM U A bl
BCEKU Bb3eJ1 Ce ONMNUCBA C KOOPANHATNTE CU €AHOKPATHO
BCAKa Ablra e nojgpeaneHa ,EI,BOVIKB OT UHOEKCU Ha Bb3/1U
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‘ [TpeacTaBsanre HA 3D 00eKTH

m 3D npumumusu

d NPOCTN CTaHAAPTHUN NPUMUTUBA

O MpeXa OT MHOTObIbHMLM % A R
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Control Point

d napamMmeTpmnyHn NOBBPXHUHUN




‘ [TpeacTaBsanre HA 3D 00eKTH

N ,£I,Be OCHOBHWU KaTeropmm metToau

a lMpedcmassaHe Ha epaHUyumMe Ha obekma

® MHOXeCTBO OT MNOBBPXHUHU, KOUTO OTAENAT BbTPELWHOCTTA Ha
obeKTa OT OKO/IHATa cpeaa

a lMpedcmassaHe ¢ pa3busaHe Ha NPOCMPAHCMBOMO

= MNPOCTPAHCTBOTO, 3d€EMAHO OT O6€I-(Ta, ce pasaena Ha MHOXXeCTBO
OT MaJiIKU U HENOKpPpUBALLMN Ce TBBPAU TE/1a




Moaeanpane Ha 3D oOexTH

MHOrocteHu
KBaAPATUYHUN NOBBPXHUHMU

peacraBsaHe Yypes TpaHchopmaLlmm

{OHCTPYKTMBHA reomeTpuA Ha TBbPAU Tena



Mmuaorocreau

ObeKTuUTe ce NpeacTaBAaAT YpPe3 MHOKECTBO PAaBHUHHM
NOJINTOHU, KOUTO OrpaaaT BbTPELHOCTTa Ha 0beKTa
0 HAMW-NPOCTUAT U HanU-6BbP3 HAYMH 33 peHaAMpaHe Ha obeKTuTe
O MoraT Aaa ce M3nos3BaT U CTaHAAPTHU rpadundHmn 06eKTH

0 B MHOTO C/ly4am NPUNOXKeHUATa 3a rpadpmnyHO moaenmnpaHe
NO3BONIABAT Aa ce AedUHUPAT 0OEKTU KaTO KPUBU MOBBPXHOCTU, HO
B AE€NCTBUTENHOCT I'M KOHBEPTMPAT 0 MPEKA OT NJIOCKN NOJSIUTOHM
33 peHaupaHe

3a Aa ce 3ajade MHOTOCTEH ce onpeaenaT BbpxoBeTe Ha
n3rpaxgaLliuTte ro noJUroHu

10



Muorocreamu

m [I716bMHU MHO20CMEeHU

0 3D obeKkTuTe ce onMcBaT C MHOXXECTBO OT CTEHM

0 BCAKA CTEHA e paBHMHEH MHOTObIbJIHUK (NONNTOH)
m CTaHAapTeH rpadpuyeH obekT

= [eomempu4yHU MHO20CMEHU
O NpPpU3IMU, NUPamMmumaum,...
O OnMMnMCaHMneTo e MmatTeMaTnuv4eCkn TO4YHO

s MHo20cmeHu ¢ Opy2u NnosvpxHOCMU

O anpoOKCMMaUMA C MpPeXa OT MHOIMObIMb/IHULUM
= polygon mesh
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Mmuorocreamu

MpeacTtaBAHE Ha MpeXKa OT MHOTOCTEHM
Bb3U

JTNHHNN
\/\ v

NOJIUTOHU .. -. .. | . /‘/‘ %

/\ A

Vertices edge
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Mmuorocreamu

m [lechuHupaHe HaO MHO20CMeEHU

d 3a44aBaT Ce C Bb3/IUTE Ha U3rpaxkgawmte rm NnONNroHn

L/

AWAWA
P
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Mmuorocreamu

d CbBRYMNHOCT OT NO/IMTOHWN, KOUTO NPEACTABAT MOBBPXHOCTTA HA obeKT

NO/IMTOHUTE Ca INHENHMU dlNMPOKCUMaUNUUN HA OTAENTHUN PETUOHU OT

NOBBPXHOCTTA

0 obeKTa ce npeacTtaBsa c MHOrobrbaHUUM (facet)

d 3d BCEKN MHOTOblIb/IHUK Ce 3a44aBaT
Bb3/1MT€ Ha MHOTObIbJ/IHUKA

HOPpMaJla Ha MHOTOblIb/IHUKaA
d OpHUeHTaumATa Ha MHOTObIb/IHUKA

€ BadXXHa 3a oCBeTABaAHE N pPpeEHAEPUNPaAHE

Ay

normal vector
to front wall

normal vector
to sidewall
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‘ Mpema OT IIOAUTOHHA

= [lpeacTaBAaHe
0 Polygon Soup
0 Vertex-Vertex
o Face-Vertex
o Winged-Edge
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‘ MpeH{a OT IIOAUTOHHA

= [lpepcraBaHe
o Polygon Soup
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‘ MpeH{a OT IIOAUTOHHA

= [lpepcraBaHe
0 Vertex-Vertex

—

Neighbors
'3 V3 :)

coordinates

(Xy, ¥y 7)

(X3, ¥ 23)
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‘ MpeH{a OT IIOAUTOHHA

= [lpepcraBaHe
o Face-Vertex

vertex coordinates




‘ MpeH{a OT IIOAUTOHHA

= [lpepcraBaHe
o Winged-Edge

19



Mmuorocreamu

m Mpexca om mpuvebaHuyu
0 pa3npocTpaHeHo npeacTtaBaHe Ha 3D dopmu
d BCUYKWM B3I HA Aadd€EH TPUDBIBb/IHUK NEXKAT B €Ha PaBHWHA

d NEeCHO Ce U3MNbJIHABAT pPa3/iIndHK Oornepauunmn

Face-Vertex Meshes

Face List Vertex List
fo |vovaws v0 |0,00 |fo 1 112 15 f7 v7
f1 [vovswm vi [100 (2213 13 12 11 e -
£2 |[vivswe v2 [1,0,0 [ f4 5 f14 f13 13 Py Y8 f10
i3 [vivew v3 [0,1,0 6 17 115 114 {5 (
fa |[v2ve v va [001 [T 17 f0 f8 M1 b v6
5 [v2v v vsfip1 [fonf2 P f8 A o/ v5
f6 |v3viva v6 (1,11 [f21314 oo
7 |v3vaw V7 101,01 [ f4 15 (6 fi1 f10 \_,fz
f8 | v8 v5 v4 v8 |.5,50]| & 1o fiofi1
fo | v8vews v9 |.5.51[ 112131415 1
f10 | v8 v7 v6 . f3
f11 | v8 va v7 vO
f12 | V9 v5S vdé
f13| Vo V6 VS
14 | v v7 v ="
f15 | vo va4 v7 vl




Mmuorocreamu

[Tpumep

a cegem MHOIToblb/IHNKA

10 Bb3ena

U
a MNJTIOCKU CTEHU
U

Nno egnH HopmaneH BEKTOP 3a BCAKA CTEHAd

CTPYKTYpM 3a NpeacTaBAHE HAa MpeXKa OT MHOTObIbAHULM
d CbXpPaHABAT Ceé YHUKa/IHUTE Bb3/IU K HOPMAJIHUTE BEKTOPU

0 3ad BCEKU MHOTOBbIb/IHUK Ce€ ONMUCBA MHOXECTBO OT NHAOEKCHN HA
Bb3/1IM U HOPMaAJIHUN BEKTOPHU
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Mmuorocreamu

vertex X ¥
0 0 0
1 1 0
2 1 1
3 0.5 1.5
4 0 1
5 0 0
6 1 0
7 1 1
8 0.5 1.5
9 0 1

normal

Bb3/1U
0 reomeTpus Ha obekTa
HOPMaTHN BEKTOPU

0 OpUeHTaumA
MHOTObIbHULM

d TONoNAOoruA

5 .
0 =1
0.707 0
1 —0.707
0.707 0,707 0
2
| 0 0
3
0 -1 0
4
0 0 1
5
0 0 -1
6

face vertices associated normal
0 (lefi) 0.5.94 0.0.,0.0
1 (roof left) 3498 1.1.1.1

2 {roof right) 2,387 2,222

3 (right) 1.2,7.6 3333
4 (bottom) 0.1.6.5 4,444
5 (front) 5.6,7.8.9 | 5353555
6 (back) 0.43.2.1 6,6.0,6,6
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Mmuorocreamu

m Mpexca om mHO20b2b/AHUYU
0 HeaocCTaTbuM

Q XadpPaKTePUCTUKN

MNAbTHOCT
CBBP3aHOCT
NpocToTa
PaBHMHHOCT
N3NbKHANOCT

PABHUHHWN MHOTObIb/IHNLUA

OrpaHWYyeHa pa3aennTesnHa
crnocobHocT

TPYAHO CEe U3BBPLUBAT
Aedopmaumm

HAMA ecTeCcTBeHa
napameTpu3saums
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‘ I IpeacTaBsane Ha MHOTOCTEHHN

= KaTteropuu

o Wire-frame

o Surface

o Volumetric
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‘ Wire-Frame

= [lpeaocraBaHe Ha 0OEKTUTE KATO MHOXECTBO OT
ToukM (node) u nnHum (edge)

o rpadg
0 TOMOJIorn4Ha
NHdopMaLmns

= NpegMMcTBa
0 6bp30 BU3yanuanpaHe B MHTEPAKTUBHU CUCTEMMU

» He4JOCTaTbK
a CJ10KHO
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Volumetric

PaspensiHe Ha NPOCTPaHCTBOTO Ha PErMOHN_____

o Ty
S I L T e,
J--'d-i-'=—1|=-;=ﬂ l'-'_.-ﬁ"'"""" o i '_5_-1'
e NG

2 e

o voxel

npegumMmcTBa
O NPOCTO M3Nosi3BaHe Ha bynesun onepauun
0 NPOCTO TeCTBaHe 3a NPUHAONIEXHOCT

0 npeacrtaBsiHe Ha BbTPELLHOCTTA Ha 0bekK

HegocTaTbLUU

0 HeedEeKTMBHO CbXxpaHeHune
0 nuncea rnagkoct

0 TPyAHO ce MaHunynupa



I IpeacTaBare ¢ ocMuYHUT ABPBETA

Octree

0 UTEepPaTUBHO pa3aensHe Ha NPOCTPAaHCTBOTO Ha
KyOuuyHM noa-pernonHmn (voxels)
0 YC/Q10BME 3a Kpal Ha pa3aenaHeTo

€eAHOPOAHOCT Ha PpermMoHa — 3alfb/IHEH UJTN MNPa3€EH

0 NpPeauMCTBa
ya0bHO cbxpaHaBaHe Ha 3D moaenu
OMPOCTEH aHa/IM3 Ha CKPUTU CTEHMU

KOHTPO Ha cTeneHTa Ha AeTalaHOCT B MOAena
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‘ I IpeacTaBsare ¢ ocMUYHT ABPBETA
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‘ Mepapxuaau MoaeAn
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[TpeacraBsaue ¢ rpad

Scene graph

0 MepapXnyHO noaperKaaHe Ha KOMMOHEHTUTE
Ha rpadunyHaTa cueHa

2 NpeauMCcTBO

MoeninpaHe U BU3yaan3mpaHe Ha BTOPUYHUTE
KOMMNOHEHTW Cce ONPOCTABA 3apaaun HacneasBaHETO
Ha OCHOBHUTE KOMMOHEHTH
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‘ [TpeacraBane c rpad

robot

g

head

iy

silvor
"*—._,-—’
head Transtorm

= Q
(<—L hronze bodyCylinder |lefileg
body Transform l\

rightl eg

6?1@ @u“

IeftTransic-lm rg htTransiorm leg

o 0 0

thigh , call fool
call T1ansform iootTranslo: m

headSphere
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Moaeanpane Ha 3D 0OexTH

= MHorocrteHu

m KeaopamuyHuU noevbpXHUHU

= [lpeacraBaHe Ype3 TpaHchopmaLum

= KOHCTpPYKTUBHA reomMeTpua Ha TBBPAM Tena
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KBaApaTI/I‘IHI/I IIOBBPXHOCTHU

YecTo n3non3saH noaxos 3a moAenmpaHe Ha
KnacoBe 06eKTu

2 3D noBbPXHUHUTE Ce ONUCBAT € KBAOpPaAmMuUYHU
ypaeHeHUs

KBaapaTUYHU NOBBbPXHOCTU
0 cohepa

eanncoua

TopounAa

napabonoung,

o 0O 0O O

xnnepbonouna



Cdpepa

CdepnyHa NOBBPXHOCT C PAAUYC I U LEHTHP B HAYas10TO
Ha KoopAuMHaTHaTa cuMcTema

0 MHOXEeCTBOTO OT TOYKM (X, Y, Z), 32 KOUTO € U3MbJIHEHO

X°+yi+2°=r"

[lapameTpnyHO NpeacTaBaHe

X = I COS ¢ COS & _%S¢g%

y =rcos¢sing

. _r<O<
z=rsing U<z
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‘ Cdpepa

X axis

. Z axis

y axis
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Cdpepa

MpeactaBsaHe Ha cdepa B OpenGL ¢ nsnonssaHe Ha GLUT

GLUquadricObj *mySphere

mySphere=gluNewQuadric () ;
//create the new sphere object

gluQuadricDrawStyle (mySphere, GLU FILL) ;
// some other styles: GLU POINT, GLU LINE

gluSphere (mySphere,1.0,12,12);
// radius, # longitude lines, # latitude lines
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KBaApaTI/I‘IHI/I IIOBBPXHOCTHU

[lpeacTtaBAHe Ha KBaAapaTUYHU NnoBbpXHOCTM B OpenGL
C nsnonssaHe Ha GLUT

0 npeaednHUpPaHn 06eKTU € KBaApPaTUYHN NOBBPXHOCTU

0 glutWire*** ()
0 glutSolid*** ()

npumepu

Q

Q
Q
Q
Q

glutWireCube (size); glutSolidCube(size) ;
glutWireSphere (radius,nlongitudes,nlatitudes);
glutWireCone (rbase, height,nlongitudes,nlatitudes);
glutWireTeapot (size) ;

n ap.
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Moaeanpane Ha 3D 0OexTH

= MHorocteHu

= KBaapaTU4YHU NOBBPXHUHMU

m [IpedocmaesHe Ype3 mpaHcghopmayuu

= KOHCTPYKTMBHA reomMeTpus Ha TBbpAU Tena
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[ IpeacTaBsane upes TpancdopmManun

0 none3Ho npeactaBaHe Ha 3D 06eKTU € TPaHCNALUMOHHa,
POTALMOHHA U APYIU CUMETPUMN

0 obeKTUTe ce 3a4aBaT KaTo ABYMEPHU MOAENU U
npeobpasyBaHMe, KOETO NPemMecTBa Te3n Moaenn B
MNPOCTPaHCTBOTO
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[ IpeacTaBsane upes TpancdopmManun

0 npeactaBaHe Ha 3D upes asmKeHue Ha 2D (Bb3n + ABUXKeHUe)
JInHnA . >e
O MbT HA ABUMKEHME Ha ToYKa (egHOMepEH cay4vait) I

KBaapaTt

0 NbT HA ABUXKEHME HA IMHUA NepneHanKyNapHO Ha cebe cu
(ABymepeH cnyyan)

v v
o——o

i
d NbT Ha ABUXKEHWNE HA Bb3/IUTE Ha KBA4pPaT i/'

nepneHanKynapHo Ha cebe cu (TpumepeH cny4damn)

OKpPBKHOCT
d  NbT HA ABUXKEHUE HA TOYKA NPUN 3aBbPTAHETO M Ha
GUKCUPAHO PA3CTOAHME OKONO LLEHTHP
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‘ [IpeacraBare upes TpaHcdopMaITun

Pig-——————- -+ P2
: : :
I I
| |
I I
| |
| P(u)
Poé———————— $P3
Axis of
Rotation
P(u, v)
Prog-——————- P>
| | u
| I
| |
| P(u))
Pod———————— -+ P3 > U
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Moaeanpane Ha 3D 0OexTH

= MHorocreHu

= KBaagpaTUyHM NOBBLPXHUHNA

= [lpeacraBaHe Yypes3 TpaHCHOpMaLUU

m KOHCmpyKmueHa ceomempusa Ha mevpou mend
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‘ KoHcTpykTuBHA reoMeTpus

= Constructive Solid Geometry

0 MeTopa 3a moaennpaHe Ha 3D obekTn upes
KOMOUHMpPaHe Ha NPUMUTUBHU FEOMETPUYHM
dopmun c bynesun onepaumm

obeanHeHune Pa3/IMKa ceyeHue
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

YaCTUTE HA MO4eJia 3aBUCAT eaUH OT ApYyr

0 MeToAMu 3a npeacTaBsAHe Ha 06eKTU Ypes NABTHU
reomeTpuYHM MHOTOCTEHU U TEOPETUKO-MHOMKECTBEHM
onepauumn mexxay Tax

A3non3saHu TEeOPETUKO-MHOXKECTBEHU ONEPaALNUA

0 obeguHeHune
O ce4yeHue

0 pasfinKa
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‘ KoHCcTp. reomeTpusa Ha TBBPAHU TEAQ

T~
\

-
\
Yy

Ve

.y
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KoHcTp. reoMeTpua Ha TBbPAU TEAQ

N3non3Ba ce ManKo MOXKeCTBO NPUMAUTNBU

0 Kyb, nupamunga, chepa, KOHyC

Mopaen Ha HOB OOEKT ce cb3aaBa OT MOAEeNINTE Ha ABa
0b6eKTa, KOMOUMHNPAHU Ype3 TEOPETUKO-MHOKETCBEHA
onepaumsa

HoBuTe moaenn morat Aa ce n3non3BaT 3a Cb3aBaHe Ha
Apyr moaen

[MpouecbT NpoabarKaBa AOKATO Ce Moaeninpa usanaTa
CueHa C BCUYKM Heobxoammm obeKTun
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‘ KoHCcTp. reomeTpusa Ha TBBPAHU TEAQ

= CSG mopenunte ce
npeacTaBAT
0bMKHOBEHO KaTo
CSG avpseTa
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‘ Koucr

D. TEOMET]

DA Ha TBT)I),A,H TCAA
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

TpaHchopmaummTe Ha Bb3en poauTen ce %
npunaraT 1 3a Bb3/INTE-AeLa

Mpumep: pobort —

OHOBa, A0J/1Ha YacT, FOpPHa 4YacT

Q pO6OT'bT Ce 3aBbpTa transformation

d A0J/IHAaTa U TOPHATa YacCT CbLWO Ce 3aBbpPTaT /

O TOpHAaTa YacT ce 3aBbpTa /D/\.\

rnasaTta n pamoTO CbLO Ce 3aBbpPTaT
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

TpaHchopmaLMUTE MPOMEHAT BCUYKU Bb3NU-AELa

Moa-abpBeTaTa ce Hapu4yaT NOArpynM U moraT Aa ce M3Noa3BaT
OTHOBO KaToO 0b6eKTu

Ob6eKT moXe Aa ce NoaN0XU Ha

PA3NYHU TPaHCPOpPMaLK
O Hanpumep Bb3en group3

ce n3non3ea 2 NbTn
cnep TpaHchopmauma tl
cnep TpaHchopmauma t4

group3

t6

obj4

Bb3en 06eKT (reomeTtpusn)

group3
B susen Tpanchopmaums

@ Bb3en rpyna
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‘ KoHCcTp. reomeTpusa Ha TBBPAHU TEAQ

5. Honyqaea ce gpuHaANHAMaA cyeHa

3. Monyyasam ce noozpy

2. TpaHchopmupam ce obekmu

POBOT

4. Tpchd)opmupcMepynume
E (0 &ropua 4YacT AO0/IHA YacT %
nu

Ha TANI0OTO HA TANOTO

cTbnb6 OCHoBa

A
imaBai TANO _ | PbKaA

—>

/

— || —

Y

Y

1. /lucmama Ha 0bp8OMO ca CMAHOAPMHU NMPUMUMUBU
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

CbXxpaHasaHe Ha 3D cueHu

a pad Ha cueHaTa (Scene Graph)
Directed acyclic graph (DAG)

TunnyeH popmat Ha rpad Ha cueHaTa
0 obekTun
Kyb, chepa, KOHYC, MHOTOCTEH, U T.H.
0 CbXPaHABAT Ce Ype3 Bb3/IUTE CU
0 3a4aBaT ce aTpmbyTuTe nm
LBAT, TEKCTYPA, U 4P.
0 TpaHcdopmaumm

Bb3/1M B rpada Ha cLeHaTa
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‘ KoHcTpykTuBHA reoMeTpus

= [pegnmcTea
d MNPOCTO MmoAae/TnpaHe
O XepapXUyHOCT

= yecTo npunaraH noaxon 8 CAD/CAM cuctemute
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

Uepapxu4yHu modenu e OpenGL

d MUMNNEMEHTUPAT Ce C N3MNO0JZAI3BAHE HA MAaTPUYHEH CTEK

MaTPUYHUAT CTEK CbXPaHABa MaTPULMTE 3a NPOEKTUPaHE U
TpaHcdopMaumsa Ha MoaennTe Ha 06EeKTUTE 1 3a BU3yaIM3npaHe Ha
obeKtute (projection & model-view)

O M3N0N3BaT Ce (I)yHKLI,VIVITe 3a NPOMAHA CbAbPHKaAHNETO Ha
MaTPUYHUNA CTEK
glPushMatrix ()
glPopMatrix () ;

Onpepens ce BU3yaausnpaHe Ha LUsa obeKT no 3agaieH
Mo/e 1, KaTo ce 3ana3Ba Mo/Jena 3a reHepmpaHe 1 Ha

Apyr moaenu

0O C M3M0/13BaHe Ha reoMeTpPUYHU TpaHchopmaLmm
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KoHCcTp. reomeTpusa Ha TBBPAU TEAQ

WepapxuyHu modenu e OpenGL
Cb3aaBaHe Ha MepapxnyHO nNpeacTaBsHe Ha cueHa (abpBo)

dJ MOAEeNDbT Ha BCEKU obeKT ce npeacrtaBAa B cobcTBeHa KOOPAUHATHA
CncrtemMa

0 obxoxXaa ce AbPBOTO U ce npuaaraT TpaHchopmaumnmTe 3a
npeobpasyBaHe Ha MoAeInTe Ha 0beKTUTe B CBETOBHA KOOPAMHATHA
cuctema

0 npasuno 3a obxoxcoaHe

Npu NpPexoa HaNABO OT Bb3€e/1 KbM Bb3€e/1 C He0bXxo4eH AeCeH Bb3en-
HacneaHWK ce nanbvaHasa glPushMatrix();

Npuv BpbLLLaHe 0bpaTHO B TO3M Bb3en ce nsnwvaHasa glPopMatrix();
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Moaeanpane Ha CAOKHH (POPMU

= AnpoKcMmmpaHe c NpocTy NPUMUTUBHU

aJ JIMHUN, NONNTOHU

= [Mpn cnoxKHU 0beKTH
0 HejocCTaTbLu

= ronam 6pon NPUMUTUBU

= MOXe Oa ce n3nos3sa ypaBHeHUe Ha ccl)epa, HO HE U Ha TE!’IE(I)OH
UIn 4yosewkKo nue

0 pelleHune

= NO-CNAOXKHU NPUMNTUNBU

0 KpusK (2D) 1 noBbpxHUHK (3D)
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Moaeanpane Ha CAOKHH (POPMU

MN3MCKBaHUA KbM Kp1BU/NOBBPXHMHN B KI
0 NOKANHO ynpasBaeHune Ha popmaTa

3a /13 ce cb3gaBa U moaudpuumpa NecHo
d rNagKocCT, HeENPEKBCHATOCT
d BBb3MOMKHOCT 3a oueHABaHe Ha NPON3BOAHU
0 N1eCHO BM3yanmsmpaHe
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‘ [ IpeacraBane Ha kpuBu

= Tpu popmu 3a NnpeacTaBAHE Ha KPUBM B
NPOCTPAHCTBOTO

O A6HO
O HEeABHO

Q napamempuvyHo
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‘ [ IpeacTaBdane HA KpUBU

m fAeHO
a vy = f(x)
= y=mx+b
0 JIeCHO Ce reHepmpaT TOYKMU
0 TpabBa ga 6bae GpyHKUUA

= orpaHunyeHune

4 BepTUKaIHU NTUHUU
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‘ [ IpeacTaBdane HA KpUBU

= ABHo:y = f(x)

m HesABHO
a f(x,y)=0
m X2+y?-r2=0
d J1eCHO Ce NnpoBepAaBa Aa/i11 TOYKA
NeXKn Ha KpuBeaTa
d TPYAHO Ce reHepunpat TOY4KN

M)~
N
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‘ [ IpeacTaBdane HA KpUBU

= ABHO:y = f(x)
= HeasHo: f(x,y) =0

m [lapamempu4yHo
a (xy) = (f(u), g(u))
= (x,y)=/(cosu,sinu)

0 JIECHO Cce reHepupaT TOYKMU

plu)
X
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| lapamerpuaHO npeAcTaBsaHe

d 3aBUCUMOCT MmexXay NPpoMeHUTE Ha U U NMPOMAHATA
Had BWAad HA Aadd€Ha KPpNBa B XYZ NMPOCTPAHCTBOTO

3aWo KpUBK, a HE MNOAUANHUN?

0 peayumpa ce 6poa TOUKU

O  J1eCHO Ce MMNIEMEHTUPAT MHTEPAKTUBHU MPOMEHMU
3allo NnapaMeTpUYHK, a He Kpueun oT Buaa y,z=f(x)?
O N1IeCHO ce NpeacTaBAT NPOU3BOJIHU KPUBK

O pPOTAaUMOHHA MHBAPUAHTHOCT

3aWo NapameTpPUYHn, a HE ABHU?

O Mo-NpocTo

0 no-edpeKTUBHO

5]

plu)
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| lapamerprnannu kpusu

napameTpUiYHnN KPUBMK

0 aHa/IofM4YHO Ha TPaeKTopMuA Ha 0beKT B
NPOCTPAHCTBOTO
0 napameTtbp t

dHAJ/ION'NM4YEH Ha Bpeme Ha ABUKEHUE

d 4pe3 Nnapamertbpa Ce 3a4aBa
No3nLMA
TQHFEeHTHA CKOPOCT

KPUBUHA
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‘ CroAang KPUBU

m [lapamempuyHuU Kpusu Kpuea
O rnagka KpusBa MMHaBalla npes / \
KOHMPOsaAHU KOHMPpOAHU
3a43a4EHN KOHTPONHU TOYKU  ,,  uku mouKu

® Kpueu Ha be3ue

0 MEeTOoA, 33 anpoKCMMaLMA Ha CNN1ANHOBU KPUBMU

0 npeanoxeH ot dpeHcKkua nHxeHep MNuep
Besue 3a An3aiiH Ha Kopnyca Ha
aBTOMObMAUTE Ha PeHo

Pierre Bézier
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Coaang KPUBU

Kpusa cbc cBoH60AHA popma MMUHABALLLA NPE3 NN
B 6/1M30CT 40 MHOKECTBO TOUYKM

CTaHAQpPTHM BXOAHU AaHHM

0 MHOXXeCTBO KOHTPO/IHM TOYKK ndard spline input — set
of points {Pi}i=0, n
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Coaang KPUBU

[TapameTpuyHM KpuBKn, Npu KOUTO NMHENHATA
MHTEepnonauusi ¢ npaBun NMHUK ce obobLiaBa 3a
MHTEepNoaunoHHN NapamMeTpu OT No-BUCOK pen

Xy
t=1 H‘\\ .
. x:x'“‘sx,\x',// ‘7'
o JIMHEWHAa NHTepnoJiauus =0 % A
L
X1 Xs

0 KBagpaTudHa MHTepnonaums 7\/

0 KybundHa uHTepnosnaums
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‘ CroAang KPUBU

= [1Ba noaxona 3a onpenesisiHe Ha KpuBa criope/,
3a/aleHN KOHTPOJIHN TOYKM

o Uumepnonayua

= KpuUBaTa MUHaBa Nnpe3 BCNYKN KOHTPOJTHU TOYKU

0 Anpokcumayus

= KpuBaTa HEe MMHABa NPe3 BCUYKM KOHTPOIHU TOUYKMU
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Coaang KPUBU

d KpuUBAaTa Ce alnpoKCUMMpa C nh cteneHeH noJiMHOM B n+1 TOYKMH
HapWuya ce MHTepnonauna Ha JlarpaHx

d roaamo mamectBsaHe mexagy KOHTPO/THUTE TOYKU
0 ODBMKHOBEHO Ce M3NCKBA
NnosiydaBaHe Ha KOJIKOTO €

Bb3MOXHO NO-rnadkm Kpusu
meToaunTte C NOJZIMHOMMU C TONTAMaA

cteneH gasat J1I0Wn pe3yaTaTu
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‘ CroAaliH KpUBHU

m M3nvKHana obesusKa (convex hull) :

O rpaHuua, onpeaesneHa ot BCUYKM KOHTPOJTHU TOYUKU b
b

®  N1adCTUK O6XBa|.|.|,a|.|.|| BCUYKN KOHTPOJ/THU TOYKU
pow ) "

P

P1

m Ynpasnaeaw, epag (control graph) N

dJ NOANINHWNA, CBbP3Badlllda KOHTPOIHUTE TOYKWN B onpeaeneH pen

= 0bOMKHOBEHO Ce M3M0/3Ba 3a JIECHO npocinegAaBaHe

oP
Ha CnﬂaﬁHOBMTe Kpusu

P

| U1
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Coaang KpuBHu Ha besne

CnnanHOBa KpMBa C NPOU3BONAEH BPOMN KOHTPOJIHU TOYKMU

0 0buMKHOBEHO ce n3non3saTt 4

Heka ca 3agageHun n+1 KOHTPO/IHU TOUYKMU

pkz(inyklzk)r k=0+n
[0 KOOPAMHATUTE HA KOHTPOJIHUTE TOYKU Ce onpeaens
No3nuUMoHeH BeKkTop P(u)

0 onucea c beane noAMHOMHa GyHKLMA NBTA MEXAY P, U P,

P(u)=> pBEZ,,(u), O<u<l1
k=0
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Coaang KpuBHu Ha besne

besune ¢pyHKummute BEZ, (u) ca nonmHomm Ha bepHLwamH
BEZ, ,(u)=C(n,k)u*(@—u)"*

n!

KbaeTto napametpute C(n,k) ca BuHomHu koepuumertn: C(n,K) =

KI(n—k)!
x(u) = " x,BEZ,,(u)
k=0

KoopamHaTi Ha TOYKMTE OT KpUBaTa .
PA P y(u) = YBEZ, ,(u)
k=0
n

2(u) = 2, BEZ, , (u)
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Po

Py

‘ Cnoaane kpuBHa Ha besne

P

p————-

\
\

\
\
|
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CroAang KpuBHu Ha besne

[MbpBaTa U NocnegHaTa KOHTPOJIHU TOYKM Ca NbpBaTa U
nocseAHaTa TOYKM OT KpUBaTa

a P(0) = p,
o P(1)=p,

KpuBaTta nexun B U3nbKHanaTa 06BUBKA

O TbW KaTo BCMYKKU be3une (I)YHKLI,MI/I Ca NONOXKUNTE/THN N CYMaTa UM € 1

Z BEZ, ,(u)=1
k=0

73



‘ CroAang KpuBH Ha besue

m JluHeUHa B(t) = Py + t(P; — Po) = (1 — t)Py +tP, , t € [0,1]
0 AafeHun ca ABe TOYKU
0 be3une KpusaTa e npaBaTa mexay TAx
® eKBMBa/NIeHTHA Ha JIMHEeMHa UHTEPNONaLUUNA
m KeadpamuyHa B(t) = (1 -1)’Py+2(1 — t)tPy +t*Py , t €[0,1]
O AafeHU ca TPU TOYKMU
0 mn3nonssaTt ce B True Type wpundrose

m Kybu4yHa
B(t) = (1 —1)*Po+ 3(1 —t)*tP; + 3(1 — )t*P, + t*P5 , t €0, 1]
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CroAang KpuBH Ha besue

[1pn 4 KOHTPOIHU TOYKU
o n=3
0 besne pyHKUUK

BEZ,, = (1-u)’
BEZ,, =3u(l-u)’
BEZ,, =3u’(1-u)
BEZ,,=U’
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‘ Cnoaane kpuBHa Ha besne

BEZ +(u)

0.8
0.6
0.4

0.2

BEZ, 4(u)
1

0.8
0.6
0.4

0.2

0.2

0.4

(a)

0.6

0.8

0.2

0.4

(©)

0.6

0.8

BEZ  (u)

0.8

0.6

0.4

0.2

02

BEZ , 5(u)

1

0.8

0.6

0.4

02

0.4

(b)

0.6

0.8

0.2

0.4

(d)

0.6

0.8

1

u
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[ lapamerprunn noBbPXHOCTH

0 pasWwuMpeHue Ha KpusuTte ¢ AobaBsiHe Ha olLLe eaHOo
n3mepeHue

t=1.0
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bezue IIOBbPXHOCTU

3a BCAKa 061aCT ce n3nckKkBaT no
16 KOHTPOJ/IHUN TOYKHU

O MO 4 KOHTPOJIHU TOYKHU
B S Hanpas/ieHne
O MO 4 KOHTPOJIHU TOYKHU

B { HanpasaeHue
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bezue IIOBbPXHOCTU

CBbp3BaHe Ha be3ne NOBbPXHOCTHU

O YeTUpu oBLWM KOHTPOTHU TOYKM 33
P
ngete obnactu 41

d AoNbJAHNTENTHO YC/0BUE

KOJ/IMHEAPHW TOYKN OT ABeTe CTPAHU
Ha CBbP3BaAHETO

0 T.e. ABONKUTE JIMHEUHUN CerMeHTU OT

KOJ/INHEAPHU TOYKU Oa NMaT e HaKBU
OTHOLWEeHWA

O 33 npumepa
PP _ PysPas _ PssPss _ PisPus
PuPs  PuPs PPy PP
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bezue IIOBbPXHOCTU

[ToBBbPXHOCTUTE Ce BU3yanm3mpaTt nogobHO Ha KpMBUTE

1. UTepaTnBHO ce onpeaens ypaBHEHUETO Ha NOBbPXHOCTTa3asu t
B onpeaeneH MHTepBana CbC 3a4a4eHa CTbMKa U M306pa3naBaHe Ha
NOIMITOHM 3a Te3n obnactu

2. PaspensaHe Ha NOBbPXHOCTTA AOKaTO 06/1acTMUTE CTaHaT
[OCTaTbYHO MasIKU
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bezue IIOBbPXHOCTH

= Bilinear patch

P(u,v) =(1-u)(1-v)B, +(1-upP +u(l-v)P +uvP,
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bezue IIOBbPXHOCTH

= Ruled surface
0 NO OageHu ase Kpueu ce geduHupa
I'IOB'prHOCT MG)K,EI,y TAX

el B
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bezue IIOBbPXHOCTU

HepocTaTbuu

0 6poA KOHTPO/IHU TOYKM onpeaenaT CTeNeHnTe Ha
csBobopa

NPOMAHA B €4Ha KOHTPOJ/IHA TOYKa NPOMEHA UANaTa KPUBA

0 NPU ronsim 6pon KOHTPOJTHM TOYKM KpMBaTa ce
OTK/IOHABA OT TOYKMU

d He MmOoraTt Aa ce npeacCraBAT KOHUYHWM NOBBPXHOCTU

npeoaosidBaHe Ha HeAOCTaTbUUTE
o rational curves — B-splines
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NURBS nosbvpxuoctn

NURBS

o Non-Uniform Rational Basis Spline

Non Uniform
a NPOU3BO/THO XENaHO Pa3CToAHNE MeXxXay Bb3/1nTe

Rational
O cnaavHoBuUTe CI)yHKLI,I/II/I Ca OTHOoWweHune Ha ABa NOJIMHOMaA
B-Spline

J NOBBPXHOCTTa e Besue cniamHoBa NMOBBPXHOCT

O bBKaBWU, MOLLLHU, C/TIOXKHMU

" e —
SR
S A A

=
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NURBS npumepn

Lty 10
Bie [ W (eds e i
DG EFEEE &MY SR Rk
EEW WS e E

JanmE T

-

Tramghe W Procefias
aen [
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B Pl B
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Gagavaem [1 =

Shusdrg | F o =

e
g omeun [ 3

Lol Sicn A S g b gt meee By | Cor Faghd IR0t | Greh Fognd: Don [ S8HR AT Pl

http://www.geomagic.com
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‘ NURBS npumepn

http://gallery.mcneel.com
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‘ NURBS npumepn

http://gallery.mcneel.com

87



‘ NURBS npumepn

http://gallery.mcneel.com
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Cnoaann kpusu B OpenGL

One-Dimensional Evaluators

0 nNpumep: BU3yanmsmpaHe Ha besne Kpusa c 4

KOHTPOJ/TIHN TOYKHU
GLfloat ctrlpoints[4]([3] = {{ -4.0, -4.0, 0.0},
5 5 (2.0, -4.0, 0.0},
{4.0, 4.0, 0.0} };
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Cnoaang kpusa B OpenGL

vold myinit (void) {
glClearColor (0.0, 0.0,

0.0
glMaplf (GL MAP1 VERTEX 3,

, 1.0)7;

o.o0, 1.0, 3, 4,
&ctrilpoints[0][0]) ;

glEnable (GL MAP1 VERTEX 3);

glShadeModel (GL FLAT) ;

GL_MAP1 VERTEX 3

0 reHepupa TPUMEPHU Bb3U
0: HACKA CTOMHOCT Ha NapameTbpa u
1: BUCOKA CTOMHOCT Ha NapameTbpa u

3: 6poi peasiHK Yncna 3a onpeaensiHe Ha CTOMHOCTU MeXKAay ABe
KOHTPOJ/IHU TOUYKMU

4: pep Ha cnnaiiH KpmeaTa (cteneHTa+1)

&ctrlpoints[0][0]: yka3aTen Kbm nbpBaTa KOHTPOJIHA TOYKA

90



Cnoaann kpusu B OpenGL

vold display(void) {
int 1i;
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glColor3f(1.0, 1.0, 1.0);
glBegin (GL LINE STRIP);
for (i = 0; i <= 30; i++)
glEvalCoordlf ((GLfloat) 1i/30.0);
glEnd() ;

/* The following code displays the control points as dots.

glPointSize (5.0) ;
glColor3f(1.0, 1.0, 0.0);
glBegin (GL POINTS) ;

for (i = 0; i < 4; i++)

glVertex3fv (&ctrlpoints[1][0]) ;

glEnd () ;
glFlush () ;

}

*/
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CroAang IIOBbPXHUHU B OpenGL

Two-Dimensional Evaluators
0 Npumep: Bu3yaam3npaHe Ha
be3ne NnoBbPXHOCT

GLfloat ctrlpoints[4][4][3] = {

{{-1.5, -1.5, 4.0}, {-0.5, -1.5, 2.0},
{0.5, -1.5, -1.0}, {1.5, -1.5,2.0}},
{{-1.5, -0.5, 1.0}, {-0.5, -0.5, 3.0},
{0.5, -0.5, 0.0}, {1.5, -0.5,-1.0}},

{{-1.5, 0.5, 4.0}, {-0.5, 0.5, 0.0},
{0.5, 0.5, 3.0}, {1.5, 0.5, 4.0}},
{{-1.5, 1.5, -2.0}, {-0.5, 1.5, -2.0},
{0.5, 1.5, 0.0}, {1.5, 1.5, -1.0}} 1};
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‘ CroAaang IIOBBPXHUHU B OpenGL

volid myinit (void) {
glClearColor (0.0, 0.0, 0.0, 1.0);
glMap2f (GL MAP2 VERTEX 3, O, 1, 3, 4, 0, 1, 12, 4,

&ctrlpoints[0][0][0]);

glEnable (GL MAPZ VERTEX 3);
glEnable (GL DEPTH TEST) ;
glShadeModel (GL FLAT) ;

}
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CroAaang IIOBbPXHUHU B OpenGL

vold display(void) {
int 1, 7>
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);

glColor3f (1.0, 1.0, 1.0);
glPushMatrix ()
glRotatef (85.0, 1.0, 1.0, 1.0);
for (3 = 0; 3 <= 8; J++) {
glBegin (GL LINE STRIP);
for (1 = 0; 1 <= 30; i+t++)
glEvalCoord2f ( (GLfloat)i/30.0, (GLfloat)j/8.0);
glEnd() ;
glBegin (GL LINE STRIP);
for (1 = 0; i <= 30; i+t++)
glEvalCoord2f ( (GLfloat)j/8.0, (GLfloat)i/30.0);
glEnd () ;

}
glPopMatrix(); glFlush();



CroAang IIOBbPXHUHU B OpenGL

Two-Dimensional Evaluators

0 Npumep: BU3yann3npaHe Ha OcBeTeHa peHaupaHa besue
KpMBa Ypes Mperka

void initlights (void) {
GLfloat ambient[] = { 0.2, 0.2, 0.2, 1.0 }

GLfloat position[] = { 0.0, 0.0, 2.0, 1.0 };
GLfloat mat diffuse[] = {0.6, 0.6, 0.6, 1.0 };
GLfloat mat specular[] = {1.0,1.0, 1.0, 1.0 };
GLfloat mat shininess[] = { 50.0 };

glEnable (GL LIGHTING) ;

glEnable (GL LIGHTO) ;

glLightfv(GL LIGHTO, GL _AMBIENT, ambient) ;

glnghth(GL_LIGHTO GL POSITION, position);

glMaterlalfv(GL_FRONT_AND_BACK GL DIFFUSE,mat diffuse);

glMaterialfv(GL_FRONT_AND_BACK,GL_SPECULAR,mat_specular);
(

glMaterialfv (GL FRONT AND BACK,GL SHININESS,mat shininess);
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CroAaang IIOBbPXHUHU B OpenGL

void display (void) {
glClear (GL _COLOR BUFFER BIT | GL DEPTH BUFFER BIT) ;
glPushMatrix () ;
glRotatef (85.0, 1.0, 1.0, 1.0);
glEvalMesh2 (GL FILL, 0, 8, 0, 8);
glPopMatrix () ;
glFlush () ;

void myinit (void) {

glClearColor (0.0, 0.0, 0.0, 1.0);
glEnable (GL DEPTH TEST) ;
glMap2f (GL MAP2 VERTEX 3, 0, 1, 3, 4,0, 1, 12, 4

&ctrlpointst][O][O]);

glEnable (GL MAPZ VERTEX 3);

glEnable (GL AUTO NORMAL) ;

glMapGrid2f£(8, 0.0, 1.0, 8, 0.0, 1.0);
initlights () ;
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NURBS 8 OpenGL

gluNurbsSurface (GLUnurbs *nurb,
Glint sKnotCount,
GLfloat *sKnots,
Glint tKnotCount,
GLfloat *tKnots,
Glint sStride,
Glint tStride,
GLfloat *control,
Glint sOrder,
Glint tOrder,
GLenum type)
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NURBS 8 OpenGL

nurb

o cneumndunuympa NURBS obekT

0 cb3gagaeH c gluNewNurbsRenderer
sKnotCount

0 6bpoM Bb3AM B HanpaB/ieHUE S
sKnots

0 MacuB OT S Bb3/IU
tKknotCount

0 6bpo Bb3AM B HanpaBaeHue t
tKknots

0 MacuB OTt Bb3/K
sStride

gluNurbsSurface (GLUnurbs *nurb,
Glint sKnotCount,
GLfloat *sKnots,
Glint tKnotCount,
GLfloat *tKnots,
Glint sStride,
Glint tStride,
GLfloat *control,
Glint sOrder,
Glint tOrder,
GLenum type)

control

d MaCuB C KOHTPOJTHU
TOYKU

sOrder
o cteneH Ha NURBS no s

d OoTMecCTBaHE MmexXady KOHTPOJ/IHUTE TOYKU B tOrder

HanpasaeHune s
tStride

d OTMECTBaHE MmexXadYy KOHTPO/THNTE TOYKU B

HanpasaeHue t

o cteneH Ha NURBS no t
a type
0 BMA Ha NOBBbPXHUHATA
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NURBS 8 OpenGL

GLUT npepoctasa nutepdenc 3a NURBS
Cb3aaaeH Bbpxy PyHKUMATA 3a evaluator

0 npumep: susyanmsmpaHe Ha NURBS nosbpxHoCT

include <GL/glu.h>
#include <stdlib.h>
#include <stdio.h>

GLfloat ctlpoints([4][4][3];
GLUnurbsObj *theNurb;
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NURBS 8 OpenGL

void 1nit surface (void) {
int u, v;
for (u = 0; u < 4; u++) {
for (v = 0; v < 4; v++) {

ctlpoints[u] [v][0] = 2.0*((GLfloat)u - 1.5);

ctlpoints[u] [v][1l] = 2.0*((GLfloat)v - 1.5);

it ( (u == [ u == 2) && (v == v == 2))
ctlpoints[u] [v] [2] = 3.0;

else

ctlpoints[u] [v] [2] = -3.0;
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NURBS 8 OpenGL

vold myinit (void) {

GLfloat mat diffuse[] = { 0.7, , 0.7, 1.0 };
GLfloat mat specular[] = { 1.0, , 1.0, 1.0 };
GLfloat mat shininess([]= { 100.0 };

glClearColor (0.0, 0.0, 0.0, 1.0);

glMaterialfv (GL FRONT, GL DIFFUSE, mat diffuse);
glMaterialfv (GL FRONT, GL SPECULAR, mat specular);
glMaterialfv (GL FRONT, GL SHININESS, mat shininess);

glEnable (GL LIGHTING) ; glEnable (GL LIGHTO) ;
glDepthFunc (GL LEQUAL) ; glEnable (GL DEPTH TEST) ;
glEnable (GL AUTO NORMAL); glEnable (GL NORMALIZE) ;

init_surface();

theNurb = gluNewNurbsRenderer () ;
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NURBS 8 OpenGL

gluNurbsProperty (theNurb, GLU SAMPLING TOLERANCE, 25.0);
gluNurbsProperty (theNurb, GLU DISPLAY MODE, GLU FILL);

}

volid display(void) {
GLfloat knotsf[(8] = {0.0,0.0,0.0,0.0,1.0,1.0,1.0,1.0};
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glPushMatrix () ;
glRotatef (330.0, 1.,0.,0.); glScalef (0.5, 0.5, 0.5);
gluBeginSurface (theNurb) ;
gluNurbsSurface (theNurb, 8, knots, 8, knots, 4 * 3,

3, &ctlpoints[O0][0][0], 4, 4, GL MAP2 VERTEX 3);
gluEndSurface (theNurb) ;

glPopMatrix () ;
glFlush () ;
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[ lapamerprunn noBbPXHOCTH

Tessellation

0 BMKYOUYHUTE NOBBPXHOCTU HE MOTaT AMPEKTHO Aa
ce MaHUNyAnpaT NPU CMHTE3a Ha U306parxKeHus

d MNMOBBPXHOCTTA Ce pa3agend Ha TPUblrb/IHULUU
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| lapameTpryrn moBppxHOCTH

Tessellation
a [Mogxogu

pPaBHOMEPHO ANCKpeTU3MpaHe Ha napamMeTpPU4HOTO
NPOCTPaHCTBO

afjanTUBHO pa3aensaHe Ha 6asaTta Ha KpuBMHATa Ha
NMOBbPXHOCTTA

104



‘ [lapamerpuanu nmopppxHOCTH

= Tessellation

o npumep: Utah Teapot
= MOOenbT € cb3ganeH npes 1¢
ot Martin Newell ot YHuBepcI

= 32 Bezier surface patches
0 10 yHUKanHu
a OCTaHaluTe orrneagariHm o6pa3l/|

= M3NO0N3Ba Ce KaTo reoMmeTpuveH NnpuMnTmnB B
OpenGL 105



‘ [lapamerpuanu nmopppxHOCTH

= Tessellation

o npumep: Utah Teapot
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3paspamm kpusu

3a/4aBaT OTBOPU B NOBBPXHOCTTA
0 wu3spAasBawaTta Kpusa e NURBS kpunea Bbpxy NURBS noBbpxHOCTTa

d MNOBBPXHOCTTA Ce BU3YaJ/Iu3npa HaBCAKbAe, OCBEH BbB
BbTPELWHOCTTA Ha NU3pA3BaLLNTE KPUBHU
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‘ Wspassammm kpusu
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Pazaeadimum IIOBBPXHOCTHU

[Mpobnem Npmn NOBBPXHOCTUTE

0 NpPOMAHa Ha pasfenutenHaTta cnocobHOCT 3a YacT OT
NOBBPXHOCTTA

3a /13 ce BM3yan3mpaT noseye AeTanam camMo B 4acT OT
nageHa obnact Tpsabsa Aa ce onuile 1 BU3yanmsnpa usanaTa
obnact

Pasaenaum NnoBbPXHOCTHU

d NMOo3BOJIABAT JIOKaA/1eH KOHTPOJ/1 HA MPEXUTE

NO-ron1AmMa reBKaBoOCT Npm Mmoage/iIMpaHETO HA obekTuTe
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‘ PazaeAdIy MoBppxXHOCTH

= PekypcumBHO pasaensHe Ha o61acTTa OT NOBbPXHOCTTA
3a BU3yasM3mnpaHe Ha no-ounHa pesontoums
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CTaHAAPTHO Pa3ACAAHE

an 3d4aAeHnN Ha4a/IHN KOHTPOJ/IHN TOYKWM Ce Npnaara
PEKYPCUBHO pa3agesidHe AOKATO ce AOCTUIrHe KeadHa

rnagKocT
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AAATITUBHO Pa3AEAAHE

OB6NKHOBEHO HAKOW PerMoHu B NOBbPXHOCTTA MMAT MNO-
ronama KpuBMHa U cneapa Aa 6baaT pasgeneHu
AONBAHUTENHO Ha nNoBeYye 061acTU OT OCTaHaAuTe
PErnMoHu

AOanTUBHO pa3aenaHe
0 PEermoHu C ronama KpmBUHa

0 PervMoHu, B KOMTO ce Luenn no-puHa pasgenmtenHa cnocobHocT

112



‘ AAAIITIBHO pasAeAdHe

nep eaHo pasaenaHe

rPaHUYeH cayyam

cnepn ase pasgensaHua
(6e3KkpaeH bpoi pasaenaHus)

http://grail.cs.washington.edu/projects/subdivision/
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‘ AAAITIBHO PA3ACASHE

pA) . —t =2 —

Geri’'s Game (1997), Pixar Animation Studios
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KPAU

CnepBalla Tema:
OcBeTeHoCT



