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Wrap-up

CS465 Lecture 23
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Images
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Ray tracing
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Viewing
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Shading
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Sampling & Filtering
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Affine transformations
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Splines
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Rasterization
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Pipeline

APPLICATION

COMMAND STREAM

GEOMETRY PROCESSING

TRANSFORMED GEOMETRY

RASTERIZATION

FRAGMENTS

FRAGMENT PROCESSING

FRAMEBUFFER IMAGE

DISPLAY
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Texture mapping
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Compositing
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Antialiasing
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Triangle Meshes
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Color Science
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Animation
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• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation

image warping
morphing
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[Beier & Neely 1992]
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global illumination
Monte Carlo
other numerical methods

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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physics-based reflection
advanced reflection models

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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geometric computer vision
image-based rendering

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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NURBS
subdivision surfaces

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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Geri’s Game

• Pixar short film to test
subdivision in production

– Catmull-Clark (quad mesh)
surfaces

– complex geometry

– extensive use of creases

– subdivision surfaces to support
cloth dynamics

[D
eR

o
se

 e
t 

al
. 
SI

G
G

R
A

P
H

 1
9
9
8
]

© 2006 Steve Marschner • 26Cornell CS465 Fall 2006 •!Lecture 23

graphics hardware
GPU programming
game graphics
advanced s/w pipelines

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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fancier compositing

• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation
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• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation

color management
digital imaging/photography
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• Images

• Resampling & filtering

• Ray tracing

• Shading

• Transformations

• Viewing

• Splines

• Pipeline & Rasterization

• Texture mapping

• Compositing

• Color

• Animation

Feature animation
Visual effects
Games


