For
Twe CCG
Artists

First Edition

By Patrick Song

Supervisor
Yong-jae Ham
Myoung-Chul Kim

QURSE OF ANGEL



LnnFEnFE

Infroduction
CGEr?

Animation

2D

Vector & Raster

Resolution
Antialiasing

Layer
Channel

3D
Modeling
Lighting
Camera
Mappin
Rendering

o1

—

=1l
XH
&0

Internet Web Site

[0




Introduction

CGe?

ce2t 2221017

CGgt Computer Graphics2 Z=Z0ICt. Computerg gl J&0lgt AcICh. O82 = 0I=0ICh D=2 2210l 2

HE XDl AMEGHEA AIEE 02t 8t dMole M2 & AUHMAHIL AALEZ JHZM JISES g2

D, J2301 A Z2HoHEA O™ OHE0l =IOt , 02 CGMAl 80H2H & HO0IC.

CGe DigitalOlet= HEWA S06ICH LEIEO=Z A0l £22 J2le 8 S2 AnalogueOICh 0IHXS2 AL

O &9 OIMEt &2 X022 Mzs2d= S HE == UKL, ORS HE, SHoII= i< 2&6tCh JtE 1
£ & = £

= A=l

o
_‘T‘_
s
Qj
kJ
H>
n g
O
[0 O

obAI2F CGetdH & ¢io OtfA == Ae AOICH 2 SaIFel AH0ICH
CGE ot= Olm= Ol=1t DIEDIINZ RAQINE HEotD ACGHU, SYUMAM EMotIl Sitsgt XS F X0t
fIHAOICH ellt CGUHIA=E =X O Zs SHS S0 220 CGIt IHE FEHXNA A= 22 3t

F/XOICH. OJIAM=E SAUHME EZH0 HY
Jurassic ParkOlA T-RexJt €5= &0 2
L_I-CCID:‘}d DI—O“:'_)

M EI20 caot 8 2231
2 2l E 9 AOIO 2RI CGE =01 LALCH. Programming® JI2XE Computerst 20| %Lt CGE JHEX
J = M Z204 N3O 20 2 OlZAH 2RI 82 L2Ile=
teA® Windows 952 E8 S =S =+ 2Ch Ol& DOSS CUl(Characteristic User Interface) Ol Al GUI(Graphical
User Interface)22 WA 2L] ZOICH OIHRH MES2 MEMes B = = /AL, Computer®l HIESIHES
FOIDI AIEH2D, Game=S & ST Gamell MOIZEEH OtLI2t, Graphicll QualityE WHXIJ| AIERICEH OlHE2
BHol 850 ZXaIARINM Jiss HIIUCH WA PCUHAE OFF 2HHSH ImagedtLtE MAH6t=0E 55

| M&O0IXl, &Y Dot Litlt'etd == Aeld, S St RIH Image
A Ol el B2 ot X= 2101 OtLiet MES GtH, HYsE & =
. Internet2 HTMLIIBIS 2 =0+ OtLict D0l 20l =Ch DIl MES
StAl Computer2 ImageE S Y0 A, JHel0l HomepageE +=06tJI& GtA,
28 <IolA Homepagedl €2 Images 2SI <IoiA CGE HIR= AME0 sO0SCH el JIgH S92
HomepageE KNI&0otJ| ?IofA Web Designercte &S ZENX E6tH ERJACH OHXH2=Z Computerel E=2|
BHE J/B2 = JULCH OE0Ul Computere HRAUME Ats2HAS el ot oM, JIgHHM= DB(Data
Base)E =0t RAdHM AISERUCH JHI0l M= BARE 20| sAS FALRUCH &7 0l ComputerRUCH otH
0 e & AFZ0l RHRUCH H-- DS AIYLHHXICH ORI QI AL CIH, @Al SE}HE Price of Persia Lt

o

Prehistory= Y &0I%Ct) StE X222 PCIH A =
2= & PCIOF e CHO M NetworkDEXl ZedQULCH (L2l &0l JECH) OIEH PCIOF ME =0 Xiel EUSH,

AR D WE0| Lo &<

= L,

ol

Ir oy

¥ 3

J1001 MS0l BACH deld &
PS0 UCH U 50

i

$0
=
mn
$Q
[w]

ro
Ny
=

o
Internetl| &4t & ZSRoIC

]

ke 2= = WA =HULH, JdAs

1]

|0

E
l_

b,
OtStis= =+tote 22t 2501 CGHl et 55 22T 2=



2 g 20l SH0 FHol2, BALEO L2 2Ol =0 S0HItM ZolA eXlcts s 40l2td & =+

He 30tKE PHEE N UCH M AH(Hue), & (Saturation), & (Brightness or Lightness) OICH. g2z BXH Ch

07 J=

MES Mo S50/2t0 BHE & UL = HEI £2+5 A
N B H2M(01242 FEIt SO0 EM LOIKS M

210l Ct.

| oKX, E=+5 A0 0XCHIE E=0s

| €Ct - 0l MS2 2 A0/t &tCh)0l S=

02

= MO HII0ICH 50 =08 A80] S10LACH BHHZ ROAICHE Z2480]1 &= 0ICH

QJAH

—_1

02

alaMQ|8t?

M2 NIDHX Mo Xzl 2 M2 H

o
o
I

UCH 1 AIIEXT 250l CHoll Al & OFE Kt

20| AR RGB



OICt. RGBetd Zot=dl 0l
LOIII0 A0 HOIH A=

AHO| AMRIAH CMYK
220Ut TelE So2 EHGE A40ICh CMYK2tD 26H04 Cyan(#E Iers), Magenta(XHF4), Yellow(=gHa)
blacK(Z224) 0l OICt. &cHi= CMYNHX 012 CMYE A2 g0l OIEA42E H240] LI2toF F40ILE, AMA

CZ iEH 239 sstdF S92 OlRE s A& ZM0| =20 el H242 £=50| BIBGH| 0l CMYK
2 2 YIEZE CtECH D2l 0|AHS M| AYL=2 HEDF 2AGH0 2AE280/2tD &0 O8Ce2 BH [OS

CG=l

cc| ZAI0N CHOHA
CGOIlAE 2 291X galel &Al0l UCH 2D 3DQIGE G1J1A DE Dimension = XH&0ICH 2X+& Dt 3R 0ICH

2D



3D
X,Y,Z= OI€ NIt =2 AtZot= ZA0ICH A XA Z80| Jiscttt. 82z 28 O3 20

Animation

AnimationQ|2?
MHES 2HENN 2t= £2 animatedt= HOHE FAIEC2=Z Q= A 0ICH = MFO SHEHHM SH0I=
Image=0Ict]) £ == UCH O SH0l= Os0Ict) M2ot™H Oloiot ZCh CGAOUA Animation8 JI¥ 2 Sprite
et Vector&0l A2Lt 2= Tweeningllets JIHES ALE0SH0 2SI ECh 1222 TweeningOlct= I 0l CH
o M B+ 02 AL

Tweening
In-bewteening 2| X2 Key frame(013|/H frame2 18 & &0|2t= SOICH)M Key frameAlOIE XIsSXH2Z i
K== LAQICH D82z WE SAC

KEY FRAME TWEENING FRANES KEY FRAME

|"llll¢¢o.-'-

_5_




o HE0l= MU= Cylinder M 20l SRAU= Cylinder OIZ A 2IH2 Frame=2 ASAUCH. AH 2 ALOIGI 8K
o @ MIt= Cylinderd8s A=s22 Aot S0 WHCH O0lgd 210l Tweening OICH el Ol BH&H
AAsSHSZ O3t 22 Graphdt A& L.

20 AN B2 F2 Key framell 0l It Tweening® gtSO0ICH 01242 2 Frame2 =XI0 S Ol
2old, 1O 322 ImageE &€ol= A0ICt. 02l 0| Graph= Bezier&8£+=2 J|2& o=z AIEot=0 =32 Jloll
N IS, 2201 &= Animations 2t =& UL

0 &S S&8t 210l ExpressionS ALEEH AnimationOICt. 012 =0 HEHCIZ st8 ZAlS &ot(,
JefiZE oS = 24010,

S 22 =42 0D HEX

OCIAM 20l &2 JcHIZCH =t M iRY sine& =+ JeiZOICH OIZH =&A2 ALESHH Animation0l JtsS6tCh
(ol 0 MM OCICH MELELED SHE= MEO0l A2 =5 AIN0 AABS 200 XA Sadoe A=z
sine? S0l RO A s4= AT sine=62 SHYO0ICH 201 fle RE sined+=E BHEoIH SE0| Jis
otCk.)

FPS

Ol12 CG=EH otLlel E3atLt TVUHIME M0l 2o, sZ42 08 0 8 =XHF22 U =M &

_6_



2A0IC Ol =& L2s Og9 £Z FPS(Frame Per Second)ct
24fps R2lLtctet, 0= S22 TVAZQ2! NTSC2 29.97fps 8%
2 15fpsOILCt.



20D

Vector2t Raster

Vector
Vector= J|ot&tE oz 88 HEole 20ICH = £ dAcZM(OdiZE JeIth)dsS 1ele 210IC0H
(2 S Bezier 842 AIEstCt.) 2eid| A0l A S0 O8O0l HXIIIH 0l A

o E2Mettie S et gl I |elE & A0ICH SUE AMAZ M
OF otM, =€0| HOIXIE BEOotE =
0| HEC= SOl UCH DM J1Ze 202 JHEH LHAE 22 R0l =2 MOICH

Raster

BitmapOl2t D& SICH & &2 AIZE=(Pixel)=2 222 M, 0| 0|0 Xles 210ICH DM SUE AIIH
0l XA =0 Ao 22 A= SHHEN E80| JlsotE22, At S0l E &6l

(* PixelO|t— Picture + Element 2t= & 0129 84 0{0I0 Raster Image? JI& S0, F(AH2E)otLIE LE
LHCH.)

Resolution

Resolution(Q|2t?
ez ofa&Eet] Sl 0lX 2 Raster2Al2| ImagellA2t M0l ZOICH ResolutionOlegte HE & H 2ol

Pixel2l ==Lt ES&EHZ JIZPixels= » M ZPixel== OILC}.

2 Resolution
Resolutiontl= &oH& 20| RUCH NTSC= 720%480(0|LI486) PALES 768%5760ICH. O0lQ0= Hol& H=22

Resolution0l %0 AUALCEH.

Anti-aliasing Technology

Anti-aliasing(Q|2t?
0|42 Raster ImagedlA 2t EEC = J|=0|Ct. Raster Image= Pixel2=X0|J|0 E2HEOZ AH S Al(aliasing)Ol

o
eS|
gttt gl &2 s 40IC0



fo
o
alo

JI=0| Anti-aliasing 2I=0ICH 0] Jl=2 &#&8 18

=
XY
o
S
X
o
S
T
i
oM
iR
T
=
=
%
1
rr
o
1
rnr

HEe &0l UHEHLDIE 8O O O 210l BEEX %2 Imagell Blof ® o ZE3d6t
Ct. OleiA Ol JI=2 ZR40l A= A0ICH 0 JI=2 |els 2AA=2 2HHoICH Pixeldt PixelAtOI0 S2t 2t M

? = 2A0ICH

O

Layer

Layer2lt?

Layergt AIEE OI0|2 ‘&’0lcte S JIRLCH & OZ ImagessS &0 401 S22 2209 5tLIS ImageE ot

S = Z0ICH Cell Animation2l J|g2 M26t™ Oldial)l &Ch Cell Animation2 £Y 8t FimOICHOF Q82 el
m]

=
dNE BN 4ot 2E Images= 2SO0 HCE



fol
un
ol

LayerOl A= Layerl =AIZ HIRILE & JH LayerS 20IX A ol 25£H T (Opacity)E == 9 s

o 0 JHX 2 E 2 = AT Jd8s 2L
e

Olg A AtE2l AXIJF BHHALCEH OINl LayerE 201Xl & ofALH

_10_



A0l AF2ERICH Ol 2F Y& (Opacity)E M

Channel

Channel Q|2t?

F

20

A

0

20l CH

el ol

eiMEe 2

o

H1

oiic

Channel2| JHE2 0l

f

2F o
= =

Color PrinterJt QUCtD oilE A

Ct.

clCt. Jetdl ol

=G0 &

11101

He 100&01H

glttd o

A
=

[RE |

i)

HSE 2ci Zeltt. delA CMYK

100=20IC}.

ol

JI
o]
3]
I

o)
i

f

A

O
uild

t

AtEot BOU= <@

=
=

FilmOl MI&EECH 2 Film

_11_



olet 20l =&

B2 HAl

= o =
ot H2 F=2

21 OtLICt. Channel2 M2 R2XE B0 =

Sho1 I8k 240ICH (B2 CMYKSY ZR= ZaEFE=2 Ze

rnruo

Oot=Xl dARsS o
RGBSl E=2 IJtateggol2z & F=0

Alpha Channel

Photoshopll HF0IA OFF 2+

e, = WO 00 ME)EM o

-

ot AO0ICH OO0t oA ChannelOlct=s 2101 £
flet EMOICH = 0= S0 201232 401 =
= o

S0l 201 SO0IJHAIE

O SO{JHA ELH)

tH deiddg MESHs 2Eolatn & = UACH = Grayscale(2 A0
=0, 80t I =2 FE22 & FE2 d8He FE0IH &



T2 HE0l X 2= 2E0Ict] M2AGHH S0 HS24HEH?) BEQ SIMBE2 Feather
Olgd A2 &H= GtH Alpha Channel 2 g2

S & [ OlcHIt S 2 s MO
Alpha ChannelOl2t 2I0A 28t ST &AI0 0|22 CHAl H2oHA LolXH, 2E& Fimol ofLtel Film(Alpha
Channel)€ O FII6t 1 2= JHEO0ICH edLt S&0lA Alpha Channel2 A
o

N 4 & [ MeICH 2HHe E 1O

a
c

H1 1
2.4_|

alo

=2

o

0

=

o

%

;OlI

a

=

°C

O

= -
a

i

A

O MOIXI &2 PhotoshopOlAl HE8EAS M&EOLHLE OfLIEH Hot S

2oz 2020

tH =& 0Ol 0/ X

gds 007

HS &a= 000 A,

Alpha Channel
0|t 22 dge=z 42 ote= HNOICH BHE Imagell 482 ImageE =1 4= Imagell A Alpha Channel2l
HAZS W 220 40l Y= AOICH

_13_



3D

Modeling

Modeling Ql2t?

In
rr
2
Qe n
1o
|
()]
o
O
T
1z
=
rr
|
=]
Y]
o
<
(@]
o
35
0L
Iz
=2
=
c
D
m
1%
0L
Iz
=
30
10
°C
wW
O
|l
HU
|
0
=)
fwl
K

08!
2
[m]
N
o
o
X
I
M
2
S
=
H
ogr
o
=
In
rr
ot
=)
O
|
o
[
my
O

H o = -
SOt W20, ModelingS ot=0l 2 MSt0l SICH (HEH dtE H2 2t 22H HO| 2=C 2 =
H M= = - = =L 3

o M2 ¢ DhE@ =I0h) J2iU HARO e0[J0) HA L20l £ 4 ULk J2ln EEe z
O OF 32, O30 B9 Modeling 8 ~ . 1 sa=

" : 2o g B1017F A5l NURIYE = U -
ORI [20) AAIZF DAL AT HE T A AU e S

40
:Oé
x
rr
e
o
=
I
e

r

Non-Uniform B-Spline2l <XIOIC. PolygonOll HIdH SAEUH S&& e

¢(28)s 2¢tE= A0ICH O 2L

ol
0
Hy
mn
=
50
o
1
o
JA
e
e
I
0
Hy

_14_



£ 20/ 2 AXME 20 di== A0IX 20l= R2 OtLICH At 2L Modeling2t&E 0l =&alf &ICH

Lighting

LightingQ|2t?
2|22 0/0t)(5H3 XOICH 3DB2S L0 gl= A=0| THOICH 0{JI0l Light2 =Jt8i02M 2X=Z 20IH

5= 240|C}
J12X92l 3JtXl Light

3DGIAE JlI2X2= 3JHAl Lightdt 2 R06t0h Key Light, Fill Light, Back Light OIZ Al 3JtXl OICH.
el 2= Usd &0

_15_



e SEY LIGHT FILL LIGH | m—— 7

i —————

BACK LIGHT |
Py

OlAl otLtotLt D822 &30t 2ULH.

Key Light= Jt& D10t 4l Lightolth, SMECZ 2 M =It &= ZO0ICH. el Ol Light2 M d8 X XelE
StCt.

_16_



0H

Key LightE

=
[

Fill Light

ObAl Al

JUJ

Back Light

Ct.

ioJ

O F Ok

=
=

_17_



0 &0l 3ItXl

Light9| E&

3D0IA 20l

Ie]

otLtotLt 1

A 5IXI0ICH.

Lightel &&=

=
[

— Point (Omni directional) Light

HA

20l

= LightOICt.

HA LIt

£ Z0l

Point Light=

LEIH21 0

del g Xt

X

=]
=

— Spot Light

_18_



o

Spot Light= 2o Z 0 20l HAM L2tCH JtE Jl=2A el LightOICh Point Lightet 201 S Al 20l IH ™ LIt
= A0JI0 ZEUA 2 d8kts 88 HNe XS 2o = UL

(12 Point Lightel &2l= Spot LightE 31 20N 2= L2 L0l #AHULIIESE 2 A0ICH)

rn

—Directional Light

Directional Light= &t &¢&e=z &
b gled, &£t 2ol ALt @90l ANAEE A0l OrLiet f&t

g =
A2 EoE £ UL ddHU B2 22 HAHLI= 22dl 2 Directional LightZ2 20|
2

X2 22101 XHO
JI0, D8 HE tiD

)
[P
rr
0z
>
S
O
|
o
>
1ld]
10
(=
|
o
-
U
12
(S
A
i
i

rr

H&E2 220 =
QLEDN? O|XNS EfAZ0| OFF Y22l YN HJAZS HESo)| /ol &Mot= 2A0ICH Ele 20 URL H
22012101, O &0l X720 &E=FH=S Mol 20l HAEOl Ot &CF. JeHA 0l Directional Lightot &M ot=
10| Ct.

—Area Light

_19_



4

Area Light= 2XH& HQl BHOIAM LS 24t St= 2A0ICH 0IRE A £2 HEel= ZA0ICH & FAsE XNE
A

o =12 FE0AM L0l UH2H & = A0, L0 ZotH S0es E=2 S Heg =

—Ambient Light

Ambient Light= Oldlioto|oF & G2
Ambient Light= H&& 222 M2 bt
CI2C). Lighte LBt OZ 82 2825 ot 20|

Jl MH20ICH 92 Imagell&d Ambient Lightll 2 22 et = X AIMLE.

= = UL 0lrs E4AMAHANA=E EME += 8l= Light0lJ] WEO0ICH
F= LightOICt. &0l IHXl= &A2 Point Light2t 42 X2, 1 JIs0l

|2 Ambient Lighte & 02 F&2 4= 2= 20

b

Camera

Camera2t?

_20_



3DA&2| Cameractl LBHEOI Camera®t

el

E4935| T2 2 giCt 3D IRAT gl 22012101, 2= AM&O0|
LRsoZ, 2|0 Cameracts MEO0l =MHE 20ICH. Camerall OptionE 2BFEQI Camera Optiondt S
[e]

= ot
Gt 29 &0 OH210 6IIMe 895 LBHEOl Camera OptionOfl CHSt &2 St CH.

Lens Size

Camera Lens® &ZFOICH ©2= mmOlH, 310 &#S4+5 Zoom Outll &M, |22 HE&0| O & LIEILHC =,
StHO| <42t = SIHA HEES0| S0 =XJF =08+ Zoom In0| &Lt BRSO Z 35mmIt AFE2l A0k HI
Z=otH 9mme 21212 =-HE H=0| AGHACH D82 29 A OloHot & 20ICt.

2XE

HAEE 3t

_21_



9mm(Fish Eye) | 8mm

35mm

S0mm

Camera Size

SHEHOI LIEtU = LIAMMISl SizeE <&tCh. 2 SizeE€=x 1810 & £ o6t

_22_



< & HelolA

=
My
S
ol
ol
)
o
=
wn
o)
c
o
3
®
e
o
=
W
|
[95]
3
w

= A0l

Zgot

g HelolA

LS - Long Shot2l 20 =M,

Establish ShotOl2t 2 &

Z%ol==Il0

SEE

JJ

ol
Rr
o

i

Ct

Waist—Medium

3K 2 L&

39

E

MS - Medium Shot2
Knee—Medium  Shot(

ag),

=P/l

=

Breast —Medium Shot(Adl BiM &)

&l

¢}

SXS Al

Medium Shot2 =2

2HS2EM,

JHX

o
Rr
oir

JJ

o

o

ol
H
e}
Rl

==
o

ol

X

oI

=)
T O

te ol O

k=)

CS - Close Shote] &HEM Z=0|

_23_



I.E]

2

=)
I
o
=
M
S
of
ol
Q
D
[0}
(72}
e
@)
|
2
O

RO
e

=
S

ECU - Extreme Close Up2l &4H=zM, &, 2, &

It

o)

-

al
ol

1

ioll

o

.

2 OICt.

MHees A0l

Camera Angle

=3
110
-
o

T
z
)
T

0l

n0

o

[E))]
e

gl

2
=

!

2
=

2L},

Camera®l Angle(2r=)0ICt. AngleOil M2t 3t24e] =210| CH

of £0ICt

2 HU

O
S

0l

X~
=

= A0ICH

2010, A2 AIgsS =0

&)

==

i

e
(o]

ol
3K

LA - Low Anglell &=

0

AL HO

| & 2t

A

=0
o =

DA - Direct AngleZ Eye LevelOl2tD T &HCI.

2Ol CH.

ArESl AIE 1 I

Camera Work

_24_



Cameralt & 0l= &Y O0|Ct.
Fix — CameraS 1 &dt= 210|CH
Pan — CameraZ 2 Z0|Lt 2EZZ(Right, Left)2 2 Sc2l= 2A0|CH.

Tilt - CameraZ <Lt Oteli(Up, Down)2 =cle 210ICH
SPN

Track — CameraE & ZI0ILt F&I(In, Out)AlZl= 240ICH 2 & Trackg &XI6H0I S QICt
Zoom - Camera AHE SZHOIX £ dXE AHZ6t0 &S ot= AO0IC (Trackdt OH&IHAIZ In, OutOICtH.)
H-H - Hand Held2 2%00ICt. 22 XE CameraE &1 H= 2A0ICH THRUEHIZO0 OtF AMAAQI 22(D|
Jb HCH OdU Cameraldt &lGHH E52 =& U= SEOl UCH 3DHUAM HBoted® &aEaol =01 20l It
& AnimationS ol OF &FC}.

Camera Work2l Zfet0ll CHE EHE O822 HAHotH U3 20

Mapping

MappingQ|2t?
22 == HYO0ICH Modeling2 ot GtE Objectlll 222 23 20dl= ImageE X ot= 210ICH. Mapping2

g [, A 29tX2 JHAIIF 2 st Materialt TextureCt.

A

Material

Material2 ShadingS ot= Z80lct) =2 £ QUC Shading0lgt 20l SHU PHAIE= ZAOICH(OE X Meletn
& BHCH) EctAE BR0l= Lo BFAIL 25HKI2H POz & R 22 FR= Lo BHAIL A6tC 0l Alez
Shading®l 2= &oliz== A O0ICH UXCH HE HEZHQI Phong, Blinn, Lambert
OIZ X 3JrXIeH Dt &M LOot22UCH (01249 RS Lelse AYsl Sa6iCh 042z N0l et 8ge

MEFSI L} 2HEFE| BFUCE)

—Phong

_25_



James Blinn0l et

Segil ols A

—Lambert

. 1eHA 2

_26_



il
%
o
O

0lgl Material&2| Al ption@ & Ambient, Diffuse, Speculardt JUCH % JIEH LOE

-Ambient= JtE OHH&& X2 4= ettt 28 Z240ICH
—Diffuses 2T =2 M= Zetlt. 0122 280 [, Objectel 4401 ZH=Ct) H2totE =L
—-Speculare Jt& &2 F=2 M0IU. 2 2AM0AM &4 A0l gtOICH.

Texture
Texture= Material2 22| BFAIEO0| HEZE ObjectOl
2+ otH &L Texturell &2 2= 2D% 30+ UL,

3
QO
«Q
D
on
o
e
_.OJE
x
|J
K
30
10
=z
on
o
©
ol
rr
Jz
1%
=
o
kJ
0z

Image IIE=S AE M LHLL 2DE+=2 HLtE ImageE ¥ <= 20ICH 202 3D0I X0 2L = & F2=2
P

30 === H&tEl ImageE A 2= ZO0ICH Imagel W2 X2, SFIH ©A &

Rendering

RenderingQ|2t?

30z AP XS 20082z ZiUt=S &0t W= HEYO0ITH Renderingllcte 22 H ALM
<0l RUCH RenderingOlcte Z2 B2 XR0A MO AFEHNA E2HTE JIXLD X

DOHUA SOIRACEH DdL SFOot B2, &M &S Al 20 Image WS A/Abcls BRIt &



RenderingOlet1] Gt1, ComputerOl20 M= Computerdt Melst AE AIE0l 2 = JUEF e
Oletd etCt. 3D0IA 2 Rendering: 0l & JIXIS Rendering2 2|0I€ = Ct J 2
A dAE AS 2D D822 HO0HHLD, Computerdt 3D REAMN ATHAH A= 22 O
SOZM, ZUSS A0l E = U SOtUHE=Z = O 2012 WXEstD UCksE 0l

Ray cast
Ray castgt Object® Y & @02l E1 Renderingdols - O0ICH [M2tM EYE EAHctE
9| OpacityE RAIotD 1Y HASMoZ LA =Ch 12l Reflection(BHA), Refraction(=2&)

=0 (20| stihH TextureE gole= ZE 0l RUCH) Ray castZ2 Rendering & 0l TSt 2L

O] I&
ar

e

J& X= I Object
= ol TIXE

Ray trace
Ray trace= ‘Z2=&' 0|cdt)T dt=0l 0l €= =250, Reflection, Refraction, OpacityS=2 H &6k HE0I
DE‘IEL

Ct. (2tM RenderingAl2t0l & Hil= O Z2ICh. Ray traceZ Rendering2 &t Ol= G &L

_28_



14
o
da
(¢

NE - Mg - SEA =

LEIOICIN BISH - 2EE, DA - MSSEA

Z4& HIOR 2F WA - OtE|3 - GtA

The Art of 3-D Computer Animation and Imaging — Isaac Victor Kerlow — WILEY
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