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PROGRAM

s CVUT

= Doc. Bohuslav Hudec
= Ing. Josef Vogel
= Doc. Jezek

s Plzen
= Prof. Vaclav Skala Prestavka na
obcerstveni
= Brno a povidani

= Prof. Pavel Zemdik
= Prof. Jifi Sochor
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Podékovani

= Iniciatorovi a organizatorovi akce
= Prof. Pavlu Slavikovi
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Heroické vykony programatoru

= Salové pocitace
= Cas obratky (ladéni) 1 den
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= INTERAKCE:  zadna
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= Bubnova (znakova) tiskarna
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Dalnopis = oblibeny (a jediny) editor (sekvencni)

Viditelny obsah pasky
a vkladanych znaki
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Rucni editace textu na dérné pasce
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Odborna literatura?

= Nahodne utrzky ze sveta
= Ruské preklady cehosi
= Vlastni texty/skripta Matamatdt silndy podhatovs oy

CESKE VYSOKE UCENI TECHNICKE V PRAZE

Postgradualni studium

I A.BATAHAH

MALUUHHAA TPADUKA
B YNPABNEHWU

prof. RNDr, Oldrich Konigek, CSe.

Edieni stredisko CVUT, Praha 1, Husova 5
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J. Zara podobné jako Jara Cimrman...

= Obijevil v roce 1988 princip LOD

— Zara, J.: Geometricky model s hierarchickou strukturou
[Kandidatska disertaéni prace, CVUT, 1988]

= ktery ovsem definoval J. H. Clark jiz v roce 1976

— Clark, J. H.: Hierarchical geometric models for visible
surface algorithms
[Communications of the ACM, October 1976]
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J. H. Clark VERSUS J. Zara

Graphics and
Image Processing |

Hierarchical
Geometric Models for :
Visible Surface e S

Algorithms %\

James H. Clark T, 7,
University of California at Santa Cruz /
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PATRA  w  STRECHA

TERASA ZAKLAD

object; bjecty object Obr .4.4 Pfriklad struktury modelu

T
The geometric structure inherent in the definition v STRECHA
of the shapes of three-di i objects and envil 1 \

ments is used not just to define their relative motion and
placement, but also to assist in solving many other

P of sy for producing pictures by com- T T
puter. By using an extension of traditional structure / \

information, or a geometric hierarchy, five significant PATRA

pr ts to current are ible. First,
the range of complexity of an environment is greatly
increased while the visible complexity of any given scene
is kept within a fixed upper limit. Second, a ingful
way is provided to vary the amount of detail presented Camera BTG v .o | ]
in a scene. Third, “*clipping” becomes a very fast Environment ~ ‘/ STRECHA2 \ |
logarithmic search for the resolvable parts of the en- — T PRIZEMT
vironment within the field of view. Fourth, frame to
frame coherence and clipping define a graphical *“*work-
ing set,” or fraction of the total structure that should
be present in primary store for immediate access by the
visible surface algorithm. Finally, the geometric struc-
ture suggests a recursive descent, visible surface algo-
rithm in which the computation time potentially grows
linearly with the visible complexity of the scene.
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Prostor pro pionyry Pocitacové grafiky
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