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Real-time animation [Szirmay-Kalos]



Stripes, fans, Hamiltonian mesh



Texturing [Szirmay-Kalos, Ruzicky]



Texturing [Heckbert]



Texturing [Heckbert]



Bilinear Interpolation [Ru]

[Akenine-Moller, RTR]]



Aliasing [Strasser, 1995]



Visual Abstract + anim [wi]



Cube Mapping [Akenine-Moller, RTR]]



Sphere Param [Szirmay-Kalos]

Grimm & Niebruegge. 2007.
Continuous Cube Mapping.
Journal of Graphics GPU and Game Tools 12(4):25-34

https://dblp.uni-trier.de/pid/g/CindyGrimm.html
https://dblp.uni-trier.de/pid/14/8030.html


Intermediate Surface [SK]

Grimm & Niebruegge. 2007.
Continuous Cube Mapping.
Journal of Graphics GPU and Game Tools 12(4):25-34

https://dblp.uni-trier.de/pid/g/CindyGrimm.html
https://dblp.uni-trier.de/pid/14/8030.html


VULKAN, WebGL, Collada… 

• , 9 geometric, 5 others 



24 Content Descriptors in MPEG-7
• Color  7 – space, quantization, dominant, scalable, layout…

• Texture descriptors 3 – homogenous, browsing, edge histogram

• Shape descriptors 3 – region shape, contour shape, shape 3D 

• Motion 4 – camera, trajectory, parametric motion, action 

• Others 2 – localization, face 

• Audio 5 – signature, instrument, melody, indexing, spoken

• In total, 10 radiometric, 9 geometric, 5 others 



• .



Real-time ? >> IBR, IBL
• Image based rendering, no model, plenoptic function 

• Image based illumination, no simulation, just data, Debevec
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