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Intro ðI.

}Modeling and Rendering Techniques

} Lectures 

}with doc. RNDr. Roman Ŀurikoviľ, PhD.

}Hall A,  9:50 every Monday,  2 hours long

}Practice classes 

}with Mgr. Ing. Tom§Ģ ćgoĢton

}Hall B, 14:50 every Tuesday, 2 hours long



Intro ðII.

}About me - Tom§Ģ ćgoĢton

}Master Degree in 

}Computer Science / Computer Graphics (2006)

}National Economics / Economic Policy (2007)

}Currently a PhD student (since 2006) on the field of 

} real-time rendering

}visual appearance

}global illumination

}Co-founder and CEO of Abyss Studios, Ltd.

}You can reach me at:

} tomas.agoston@abyss-studios.sk

}0905/360 066



Intro ðIII.

}Practice classes

}Will not take place in a computer lab

}Will be held in form of presentations and showcases

}Topics will be loosely related to lectures

}Absence policy

}òEach absence of a lecture will be counted and 3 points will be deducted 

from the final grade. Two absences will be allowed with no penalty with the 

prior approval of the instructor.ó
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MaRT Practice Class 2007 Summary ðI.

}Approx. 80 students attended

}Students were split into 18 teams

}Each team had

} 3-5 members

} a Team leader, which was responsible for communication

} three tasks

} to study a given topic and make a presentation on a given date

} to measure car paint samples with provided measurement devices

} to model and render a car paint in a 3d modeling application (Blender, 

Max, ..)
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MaRT Practice Class 2007 Summary ðII.

Team 01



MaRT Practice Class 2007 Summary ðII I.

Team X

Presentation Car-paint Measuring Modeling & Rendering

Objectives



MaRT Practice Class 2007 Summary ðIV.
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MaRT Practice Class 2007 Summary ðV.

} Blender User Interface(10/4/2007)

} NURBS Modeling (10/4/2007)

} SubDivisionModeling (10/11/2007)

} Simple Scene (10/11/2007)

} Textures (10/18/2007)

} Lights (10/18/2007)

} Rendering (10/25/2007)

} Particle Systems  (10/25/2007)

} PR Material Synthesis for VrBa(11/8/2007)

} Non-PR Rendering  (11/8/2007)

} Material Representation Models (11/8/2007)

} Car Paint Representation (11/29/2007)

} Advanced Organic Modeling (11/15/2007)

} Advanced Optical Effects (11/29/2007)

} Physically Based Modeling (12/6/2007)

} Procedural Modeling (12/6/2007)

} Rendering Pipeline Scalability (12/10/2007)

} Hair and Fur (12/10/2007)

} M&R in Game Industry (12/10/2007)

} M&R in Film Industry (12/13/2007)

} M&R in Research (12/13/2007)

} Global Illumination (12/13/2007)

Presentation Topics List:



MaRT Practice Class 2007 Summary ðVI.


