RenderingSmoke& Clouds

GameDesignSeminar2007/
Jurgen Treml

tUMN3p

computer graphics & visualization




Talk Overview

1. Introductionto Clouds
2. Virtual Cloudsbasedon physicalModels
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GeneratingClouds
RenderingCloudsusingVolumeRendering
Example Cloudsa laDobashi
ExtendingDobashi Multiple ForwardScattering
Afew Noteson CloudAnimation

3. Vlrtual Cloudsc An Artistic Approach
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5.

Generating/ DesigningClouds
RenderingClouds
Performancelweaks

Afew Noteson Animation
Evaluation
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Where are we?

1. Introduction to Clouds

2. Virtual Cloudsbasedon physicaModels
GeneratingClouds
RenderingCloudausingVVolumeRendering
ExampleCloudsa laDobashi
ExtendingDobashi Multiple ForwardScattering
Afew Noteson CloudAnimation

3. Vlrtual Cloudsg AnArtistic Approach
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1. Generating DesignindClouds
2. RenderingClouds

3. Performancelweaks

4,

A few Noteson Animation
5. Evaluation
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1. Introduction to Clouds

A What are clouds? A Form when warm air cools down
A Mass of visible water droplets ~ and condensates
A Technically speaking: A Formation influenced by:

Temperature, Pressure uridity

' D density field of
Continuous 3D density field o Ratio Conensation / Evaporation

(condensed) water in the air
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1. Introduction to Clouds

A Why do we see clouds?
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A Color depends on
I Spectrum of incoming light
I Atmosphere
I Angle to sun
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Angle to viewer

GameDesign RenderingSmoke& Clouds t Un 3 D

Jurgen Treml (juergen.treml@gmail.com) B ofeyraphics & visuDiBamn



