CG2 - Wichtige Formeln

Sampling

Fourier Transformation

Sinus Cardinalis (sinc)

Texturing
Summed Area Table

Mip-Mapping

Filterung (MipMapping)

Kurven

Bezier-Kurven (de Casteljau)

Bezier-Kurve

Bernstein-Polynom (f. Bezier)

B-Spline

NURBS

f(x) = jF(a))e2”-7“”‘da)
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CG2 - Wichtige Formeln

Advanced Modelling

Blobby Objects

Superellipsen (2D)

Superellipsoid (3D)
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