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Rendering 0] QJt}. ol9jol= 33kl 2l 73S Ash vh2 3 22 75 & AlFet.

® Rendering Primitives: points, lines, polygons, triangle strips, volumes,

m Properties: ambient(color), diffuse (color), specular(color), transparency, texture
mapping, shading, backlighting on/off.

® Lights: infinite light, spot light.

m Cameras: parallel and perspective projection, elevation, azimuth, zoom, rest, automatic
camera/light creation,

® Graphic Model: illuminating lights, viewpoint, actors, LOD actors, group actors, mappers,

m Special Features: multiple windows/viewports, red/blue stereo, motion and focal blur,
backface/frontface culling of polygons, save images as png, jpeg, tiff, bmp and ppm format.

w Surface Rendering

m Volume Rendering

m Scalar/Vector/Tensor algorithm

& Modelling algorithm

® Data Interface: Plot 3D, TIFF writer, BMP reader and writer, Raw image formats, VRML
exporter, Inventor writer,

s Visualization pipelining/Mapping

m Filtering

= Annotation
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