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Sampling	
  

Fourier	
  Transformation	
  

€ 

f (x) = F(ω )e2pjωxdω
−∞

∞

∫

F(ω) = f (x)e−2pjωxdx
−∞

∞

∫
	
  

	
  

Sinus	
  Cardinalis	
  (sinc)	
  

€ 

sinc(x) =
sin(πx)
πx 	
  

Texturing	
  
Summed	
  Area	
  Table	
  

€ 

S(u0,v0) = T(u,v)∑ 	
  

€ 

u ≤ u0,

€ 

v ≤ v0 	
  

	
  

Mip-­‐Mapping	
  

€ 

D = ld max(d1,d2( ) 	
  
D	
   Level	
  
d1,	
  d2	
   Diagonalen	
  

	
  

Filterung	
  (MipMapping)	
  

€ 

T0 :=Wert von D0 = trunc D( ) bilineare Int.
T1 :=Wert von D1 = D0 +1 trilineare Int.

Pixel = D1 −D( )⋅ T0 + D −D0( )⋅ T1
	
  	
  

Kurven	
  
Bezier-­‐Kurven	
  (de	
  Casteljau)	
  

€ 

bi
r := 1− t( )bi

r−1 + tbi+1
r−1 	
  

€ 

b0
1 := bi 	
  

	
  

Bezier-­‐Kurve	
  

€ 

b(t) = biBi
n (t)

i=0

n

∑ 	
  

	
  

Bernstein-­‐Polynom	
  (f.	
  Bezier)	
  

€ 

Bi
n (t) = i

n( ) (1− t)n− i t i 	
  
	
  

B-­‐Spline	
  

€ 

s(u) = diNi
k (u)

i=0

n

∑ 	
   (k	
  =	
  Ordnung)	
  

	
  

NURBS	
  

€ 

n(u) =

ω idiNi
k (u)

i=0

n

∑

ω iNi
n (u)

i=0

n

∑ 	
  

€ 

ω =Gewicht
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Advanced	
  Modelling	
  

Blobby	
  Objects	
  

€ 

f (x,y,z) = bke
−akrk

2

k
∑ −T = 0

rk
2 = xk

2 + yk
2 + zk

2
	
  

a,b	
   Faktoren	
  für	
  die	
  Blobbiness	
  
T	
   Treshold	
  

	
  

Superellipsen	
  (2D)	
  

€ 

x
rx

⎛ 

⎝ 
⎜ 

⎞ 

⎠ 
⎟ 

2
s

+
y
ry

⎛ 

⎝ 
⎜ ⎜ 

⎞ 

⎠ 
⎟ ⎟ 

2
s

=1	
  

€ 

x = rx cos
sκ

y = ry sin
sκ

−π ≤κ ≤ π 	
  

	
  

Superellipsoid	
  (3D)	
  

€ 

x
rx

⎛ 

⎝ 
⎜ 

⎞ 

⎠ 
⎟ 

2
s2

+
y
ry
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⎝ 
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⎠ 
⎟ ⎟ 

2
s2⎡ 

⎣ 

⎢ 
⎢ 

⎤ 

⎦ 

⎥ 
⎥ 

s2
s1

+
z
rz

⎛ 

⎝ 
⎜ 

⎞ 
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2
s1
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