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Paraview
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Pros and Cons

{:} Read many data formats.

{:} Read geometry data.

{:} Most common filters.

O Limited and slow post-processing.
{3 Poor animation options.
{3 Unrealistic look.

(P Very limited light/shading options.
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Blender




Blender

SUB-SURFACE SCATTERING REFRACTION

DIRECT REFLECTION DIFFUSE REFLECTION




Blender

Render=d D Blender 2.68 Cycles




Pros and Cons

{:} Great and realistic graphics.

{:} Realistic shaders, materials and lighting.

{:} Easy and powerful animations.

O No data import (except geometry and lights and
materials).

{3 Nofilters,

{3 No postprocessing.
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Blender and Visualization
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Blender and Visualization
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Blender and Visualization
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Blender and Visualization
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Blender and Visualization




Blender and Visualization
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BlenDaViz

Blender* [fhome/iomsn/modelling/blender/script_test.blend]

B

CyclesRender  ©| &3

User Persp User Persp

(128} Cube.030 (128) Cube.030

(0} S || o (G Obiectvote_1)([® (S
B Execute:

- - : Enter
Tirmm Mem:6.59M, Pea M | Done | Path Tracing Sample 107
ime:00:00.44 | Mem:6.59M, Peak:6.60M | Done | Path Tracing Sample 10/10 oconplete: Ctrl-space
Zoom;

3 Ctrl +/-, Ctrl-wheel
Builtin Modules: bpy, bpy.data, bpy.ops, bpy.props, bpy.types, bpy.context, bpy.utils, bgl, bl
f, mathutils
Convenience Imports: from mathutils import from math import *
Convenience Variables: C = bpy.context, D = bpy.data

import numpy as np
import importlib
import blender as blt
importlib. reload(blt.plotld)
Traceback (most recent call last):
File "/usr/lib/python3.6/code.py”, line 91, in runcode
exec{code, self.locals)
File "<blender console=", line 1, in <module=
AttributeError: module ‘blender' has no attribute 'plotld*

np.linspace(@, 6*np.pi, 3@)
3*np.cos{z)
.sin{z)
.plot{x, y, z, marker="cube', radius=0.5, rotation x=z, rotation y=np.zeros like{x), r
.zeros_Llike(x)}
.plotix, vy, z, marker='cube', radius=B.5, rotation x=z, rotation y=np.zeros like(x), r
.zeros_Llike(x)}

(128) Cube.030
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BlenDaViz

github.com/SimonCan/BlenDaViz 19




BlenDaViz

{:} Quick and intuitively to use.

{:} Everything possible through console.

{:} Object oriented.

{:} Group plot geometry into one blender object.
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Outlook

* Axis and bounding boxes.

* Labels and annotations (LaTeX).
* Automatic camera and lights.

* Volume rendering.

* |so surfaces.

* Streamlines

* Time integration.

simon.candelaresi@gmail.com



