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Simulation & Strategy, CT Industy Policy and Regulation Analysis, Economics of Culture and Culture Industry &0|c},
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isual Media Lab /2 I, Fredere

The research aim of the Visual Medxa Lab is to develop software technologies for special effects and computer graphics, Our
ultimate goal is to create virtual scenes with digital actors looking so real that no one can tell they have been generated with
computer graphics technology, The emphasis of our research is on improving the realism of digital actors and special effects as
well as facilitating the use of the computer graphics technology by creating highly intuitive interfaces, The topics we are working on
include the physics—based simulation for deformable models, human body creation and animation, and sketching intertaces for 3D
modeling and texturing,
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