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Talk Overview
1. Introductionto Clouds
2. Virtual Cloudsbasedon physicalModels

1. GeneratingClouds
2. RenderingCloudsusingVolumeRendering
3. Example: Cloudsà la Dobashi
4. ExtendingDobashi: Multiple Forward Scattering
5. A few Notes on Cloud Animation

3. Virtual CloudsςAn Artistic Approach
1. Generating/ DesigningClouds
2. RenderingClouds
3. Performance Tweaks
4. A few Notes on Animation
5. Evaluation
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Where are we?
1. Introduction to Clouds
2. Virtual Cloudsbasedon physicalModels

1. GeneratingClouds
2. RenderingCloudsusingVolumeRendering
3. Example: Cloudsà la Dobashi
4. ExtendingDobashi: Multiple Forward Scattering
5. A few Notes on Cloud Animation

3. Virtual CloudsςAnArtisticApproach
1. Generating/ DesigningClouds
2. RenderingClouds
3. Performance Tweaks
4. A few Notes on Animation
5. Evaluation
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1. Introduction to Clouds
ÅWhat are clouds?

ÅMass of visible water droplets

Å Technically speaking:
Continuous 3D density field of 
(condensed) water in the air

Å Form when warm air cools down 
and condensates

Å Formation influenced by:
Temperature, Pressure, Humidity
Ratio Conensation / Evaporation
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1. Introduction to Clouds
ÅWhy do we see clouds?

Å Color depends on
ïSpectrum of incoming light
ïAtmosphere
ïAngle to sun
ïAngle to viewer
ï ...


