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Stubble Software Project

* Hair modeling

Autodesk Maya

* Automatic hair
generation

RenderMan, mentalray




Hair generated by Stubble




Current Research: Mesh Sampling

* Random hair roots
placement

* Rendering

°* Many more applications
in computer graphics..
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New Mesh Sampling Algorithm

* Samples density defined by texture

* Up to 33 times faster than existing techniques

CESCG 2012 paper

* Futher improvements, cooperation with Jaroslav Krivdnek

Goal: EGSR 2012







