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IMPA

Outlook

• System A

- Generative Modeling

- Z-Buffer + Rasterization 


• System B

- CSG Modeling

- Ray Tracing


• System C

- Primitive Modeling

- Painter’s Algorithm



System A

Generative Modeling
• Surface of Revolution



Making a Cylinder
• Command: rotsurf 12 < ln.pts > cyl.scn

ln.pts

cyl.scn

Rasterization Rendering
• Object Centered Pipeline



Z-Buffer Paint
• Pixel Depth 

z-bufferimage buffer

Rendering the Cylinder
• Command: zbuff < cyl.scn > cyl.ras

cyl.ras

cyl.scn



System B

CSG Modeling

• Constructive Solid Geometry Expression

CSG Grammar



Making a Carved Ball
• Command: csg < s.csg > s.scn

s.csg

s.scn

Ray Tracing
• Image Centered Pipeline



Creating a Ray
• Pixel Sampling Grid 

rays from camera

Rendering the Carved Ball
• Command: rt < s.scn > s.ras

s.rass.scn



System C

Modeling by Primitives

• Scene Description

- Transformation Hierarchy

- Primitive Objects

- Camera, Etc

Example of Scene - h.scn



Painter’s Algorithm
• Z-Sort

….

Rendering the Primitives Scene
• Command:  zsort < pr.scn > pr.ras

pr.raspr.scn



Follow-Up


