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Prosim vyplitte hodnoceni kiizkem u kazdého kritéria. Hodnoceni OK oznacuje praci, ktera
kritérium vhodnym zptsobem splituje. Hodnoceni /epsi a horsi oznacuji splnéni nad a pod
ramec obvykly pro bakalatskou praci, hodnoceni nevyhovuje oznacuje praci, kterd by neméla
byt obhéjena. Hodnoceni v ptipadé potieby dopliite komentafem. Komentat prosim dopliite
vsude, kde je hodnoceni jiné nez OK.

K celé praci lepsi OK horS$i nevyhovuje

Obtiznost zadani |:| & |:| |:|
Splnéni zadani X 00 L[l []

Rozsah préce ... textova i implementacni cast, zohlednéni narocnosti |X| I:I I:I I:I

Komentat The bachelor thesis of Mr. Stépan Hojdar deals with the problem of semi-
automatic content generation for computer graphics. More specifically, the student has
implemented a series of new features into the 3ds Max plugin “Corona Scatter”, the aim of
which is to distribute 3D objects of a certain type on the surface of other support objects. A
prime example would be vegetation growing on a landscape.

I consider the thesis of Mr. Stépan Hojdar so be an outstanding piece of software engineering
as well as technical writing and I do recommend it for the defense.
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Textova ¢ast prace 1 hor$i nevyhovuje

Formalni ﬁprava ... jazykova uroven, typograficka uroven, citace I:I I:I
Struktura textu ... kontext, cile, analyza, navrh, vyhodnoceni, uiroven detailu I:I I:I

OXXIXS,
XOOOR

Analyza
Vyvojova dokumentace []
Uzivatelska dokumentace (] X [ []

Komentatr The implementation aspects of the thesis consists of three parts a) a simple
OpenGL viewer for testing the Scattering tool outside of the 3ds Max environment, b) new
features of the core of Corona Scatter, and ¢) integration the the new features into 3ds Max.
The new features include placement of objects in regular patterns in the UV space of the
support objects, placement of objects along splines, and operators for modifying the
properties, such as presence/absence/scale, of the distributed objects based on the distance
from a given 3D object or a spline. Implementation of these new features involves the use of
advanced spatial data structures and fairly involved geometric calculations, that demonstrate
the candidate’s capacity to assimilate and take advantage of those concepts. Furthermore, the
OpenGL viewer and the 3ds Max integration show that the candidate has no problems dealing
with large third-party libraries and APIs. The quality of the code C++ code is outstanding and
fully conforms to the high standards on the code quality imposed by the commercial
environment within which the thesis was realized. I would like to also emphasize the attention
to good usability of the resulting product.

Implementacni ¢ast prace lepsi OK horSi nevyhovuje
Kwvalita navrhu ... architektura, struktury a algoritmy, pouzité technologie |X| I:I I:I I:I
Kvalita zpracovéni ... jmenné konvence, formdtovani, komentare, testovani |X| I:' I:' I:'
Stabilita implementace X [ [ []
Komentaf

As far as the writing goes, I have nothing to reproach. The thesis provides good introduction
that sets the stage and defines the problem to be solved, which is followed by a nice survey of
existing commercial solutions available on the market along with a discussion of their
respective pros and cons. The technical section clearly and with sufficient detail explain the
design decisions as well as the technical solutions of the respective features. Finally, the
results section provides illustrative examples of some results achieved by with the newly
implemented features, as well as an extensive performance eluation.

Celkové hodnoceni Vyborné
Praci navrhuji na zvlastni ocenéni Ano
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