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‘How to represent objects realistically
Abstract _ _ o R

We try to visualize 3D objects on a computer screen by using a programming language “decimal basic”. Then it's essential
that we use vectors in our research. To express 3D objects 2D, we need the X,Y and Z coordinates of the objects and the
noints of view. Based on these conditions, we will make a formula that shows how the objects are expressed on the XY
nlane when we set the Z coordinate O. Also, to avoid troubles in the research, we will do “hidden surface removal® which
we remove the parts we can't see and add a concept of light, we can express their shadows and shade surfaces. So far,
we have made several pots on which we have printed patterns on their surfaces using the two processes described above,
in this way we can simulate how they are seen in the real world.
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	スライド 1: 物体をリアルに表現する方法~物体描画における三要素~



