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A (images) — #H 2 &

RN
o By (4 %)
o Blatu: B A (/F) . #£5 (HE+H2) ?



演示者
演示文稿备注
眼睛：从物体发出的光线经过人眼的凸透镜在视网膜上形成倒立、缩小的实像，分布在视网膜上的视神经细胞受到光的刺激，把这个信号传输给大脑，人就可以看到这个物体了。这就是眼睛成像的基本原理。 

胶卷相机：胶卷上靠溴化银的化学变化 

数码相机：数字相机的传感器是一种光感应式的电荷耦合组件(CCD）或互补金属氧化物半导体(CMOS），该成像元件的特点是光线通过时，能根据光线的不同转化为电子信号 。


A~ m, 64 B 1§

m A& B 1% (synthetic or artificial images)
® May not exist physically

e Computer-generated images
o How? #mBAatufe AL GAMAE %4 4% (human visual system)
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AEBRE LTAS

B k& 5ksz (raytracing) k.
4 A B %6 — Y 7 ok AK
—~NE KR L L, SBRAAA
AL, AT EXALEN
Btk K@, G4
KB EBAARF AN S
2 a2 A, AT HIRL
4 %ok, (FFA T ER?
W F Ao T2 )

" 54 B %ok (radiosity)




% (color image)
o <TiX2 F 4%+ (hue), 444« & (saturation) = % A& _(lightness)
o LMEARTLAET A ALLD? F!




ALEMRE 4 %

A i
AL PR cornea
retina

befR lens

\ T gy MR iris

Sensors

RGeS
optic nerve



B X fa A6,

R ES EFER )
o Rods #t ik 4w A2,
"EREA, RA
o Cones 4& 1K %a A4,
"RAEAE
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" A AR R ()
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The three types of cones are L, M, and S, which
have pigments that respond best to light of
long (especially 560 nm), medium (530 nm),

and short (420 nm) wavelengths respectively
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P XN RN

= RGB# A : red, green, blue= %k # (three primary colors) ,
LoMeEd R NS AAT (i AHAhELEE
FBRGZAER— R HABRMBLRGRERFRELOETR)

" gAeome A HSLA, HSV#A, CMYK £4 ¥
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te €, & A, €,

n #@
o it = RE it —RA X—IHE
" He TR, BT BE EKF (positive film)

® & & A4 (red), 4 (green), & (blue)
" e
o i itha kP idikis ¥ 44 (cyan), F 4@ (magenta)de % &
(yellow) #; s, & %4 & 41 &,
" KL H MR e A
" e
" @ & & 4 (negative film)
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Xy, 2982428
x,=-d'x/z,y,=-dy/z, z,= d

14



'l
.
e
et
¥
‘&
<

X
»
=

15



o~ Ay € B8 Aa Au A B 4L &

et ®. ARLF KR E 9F

" AN R KA G DR

m T34 1% 8| 4 £ 5 24 APl (Application programming
interface)

o ek, Xk, Blatu. H#EH
o HAPltg LA 2 &AL AR

n TP kG4 LA, a4 £ RAPl: OpenGL,
Direct3D ¥ # & & F i # &
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SR Fo By 3 X B4 A

AR AR
o K&z F ik
® HMAEF ik
® fi4z: A2 (photorealism) B #; % 4|

L EX 3L

e Phong# % # #!

o A47: X A X (interactive) 52 a4t ( real-
time) & A %#|

® %47 : GPU shaderTix £33 o~ A £ & B

75 € & 8t 44
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LB T ks HERS

B ES: LB AR LABRELZETFHEHEAYG,
BT EALBHABRE, #l4eMA¥. . &AM
o 3 EAHMF

B, AEBRTATRA, A MMAELF R L4
st & K

" AT E: HAKBRRT Elam, BEFHATHRK
MEGOHTELH At ETEL
= 3% 4. Pov-Ray, RenderMan#
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Do you want to do that by yourself?
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Thanks for your attention

Lg®
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