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Basic ()bhject
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Vector wnwmas

Object
_ primitive object sinssiugu

- Layer | group | scene auduzesiagiiasng
- Camera ndastnanin

- Lamp Wdesanniauuuysingeg

- Empty flaumalan

“Outliner mannsdmglulasenns
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Model )
_ Mesh #aumnnilu

- NURBS - Non-uniform rational B-spline
- Cure &ulks

- Text danrx

- Meta wanvuea
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Model sculpting nstiuluwss

- Vertex group aaufila
- Basic material nsliiAdagdwiu mesh

_ Modifier i5uusis Mirror-auunss | subsurf
Fuunw | Array-&asdn | Displace #a texture
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3d texture AURAUTR N3sANITFLRURY
- Vertex wajuind

~ Polygon Twanau

- Surface normal uafuea

_ Curve surface fiuialés

- Topology Tnweast
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Coordinate system szuwiifi

~ Orientation #irnns

- Euler angles yuaesiang

- Quaternion asawnesiiau

- Perspective Camera yunéas
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Material and texture sanuaziis
- Shading #iu-ans

_Texture fiufn

- UV Mapping ¢

- Retlection nsasiiauuas

- Transparency lusauas Tilssla

- Refraction nsvinwuas

nnnnnnnnnnnnnnnnnnnnn



. >L’< Techniques of Rendering (DM114) — wallanngisuLnas

Lighting and shadows nsl#ugauazian
- Light

- Shadow

~ Indirect lighting

- Caustic
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