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ANIMATING PICTURES OF COOKING USING
VIDEO EXAMPLE OF BUBBLE AND IMAGE
DEFORMATION

Nastudovat strojové ucenie

Extrahovat priznaky bublin v hrnci pri vareni

Generovat animaciu varenia podla naucenych
parametrov

Clanok MPEIS 2013




VECTOR FIELD BASED FLUID DEFORMATION

DP: Nastavit pritazlivé sily na ¢astice aby formovali
pozadovany objekt v simulacii

Position based dynamics
Controllable Smoke Animation With Guiding Objects LIN SHI

andYIZHOUYU ’n.
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IDENTIFIKACIA S MONITOROVACOU KAMEROU

ukladanie Sablon a snimok pre Ucely registracie a verifikacie v lokalnej
databaze kamery s predpokladanou kapacitou 5 - 10 tisic Sablon,

extrahovanie Sablony kostry ludského tela v realnom ¢ase a simultanne pre

viac 0sob, (Kinect)
sledovanie pohybu kostry ludského tela v realnom ¢ase a simultanne
pripadne pre viac 0sob,




AUTONOMNY TRANSPORTNY SYSTEM

Niekolko tém roznej narocnosti podla dohody
CV = detekcia, identifikacia znaciek extrakcia informacie

Strojové ucenie chodenie po znackach, kruch a krivky
Virtualny model auta a simulacie pohybu

Laboratarium ATS F1-114

Durikovi¢, Laény, Mihalik,
PetrovicC, Sitar




NVIDIA OPTIX GPU RAY 4 TRACING ENGINE

Bak/DP: Nastudovat a pouzit engine na
priesvitnych objektoch DP: na viacerych
priesvitnych vrstvach,

Pozaduje NVidia GPU kartu
Was used [Par10a]




MORPHING SMOKE, EXAMPLE BASED
ANIMATION

DP: Simulator ohna je uz hotovy a da sa pouzit v
Oraci

DP: Vizualizacia ohna z Castic, Castice su uz
nagenerované

Bak: Treba defomovat cely simulovany ohen podla
predlozenej animacie

Bak: Ide len o deformaciu celého simulacného
objemu ako hranola, jednoduché ale efektne
Moznost pouzit strojové ucenie.

Clanok z MPEIS 2015
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EXTRACTION OF VECTOR DISPLACEMENT MAPS
BETWEEN MESH AND BASEMESH

Goal of this thesis is to calculate the vector displacement mapping
between a complex mesh and a simplified base mesh. The idea is to
smooth the complex mesh using i. e. Laplacian smoothing until we
have a correspondence between base mesh and the complex mesh.
Then the vector displacement between corresponding points can be
extracted and stored in a texture.
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http://www.cescg.org/CESCG-2014/papers/Piovarci-
Base Manifold Meshes from Skeletons.pdf

O. K.-C. Au, C.-L. Tai, H.-K. Chu, D. Cohen-Or, and T.-Y. Lee, “Skeleton
extraction by mesh contraction.,” ACM SIGGRAPH 2008 papers, pp.
1-10, 2008.
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