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A. Basic . 4x4

struct _MATRIX {

1. (Vector) float 11, 12, 13, 14;
float 21, 22, 23, 24;
float 31, 32, 33, 34;
float 41, 42, 43, 44;

° }s

struct _VECTOR {
float x, vy, z;
3
#define _POINT _VECTOR

2. (Matrix)

. (Rigidbody

Transformation) ( : : .
y -
7,



B. Rendering Pipeline
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C. Transformation

2. (View)

1. (World)

* V(1) = Vin * TMworld

* TMview = Inverse( TMcamera )
*V(2) = V(1) * TMview
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* V(3) =V(2) * TMproj
V() =V@A)/V(@A).w

_MATRIX * _MatrixPerspectiveFovLH(_MATRIX *pOut, float fovY,
float aspect, float zn, float zf)

{
float tanfov = (float) tan(fovY * 0.5f) ;
pOut-> 11 = (1.0f / tanfov) / aspect;
pOut->_12 = 0.0f;
pOut->_13 = 0.0f;
pOut->_14 = 0.0f;
pOut-> 21 = 0.0f;
pOut-> 22 = (1.0f / tanfov);
pOut-> 23 = 0.0f;
pOut-> 24 = 0.0f;
pOut-> 31 = 0.0f;
pOut->_32 = 0.0f;
pOut-> 33 = zf / (zf - zn);
pOut->_34 = 1.0f;
pOut-> 41 = 0.0f;
pOut-> 42 = 0.0f;
pOut-> 43 = - zn * zf / (zf - zn);
pOut-> 44 = 0.0f;
return pOut;

4.

. V(4) X -1
1

e X' = X * (Wvp * 0.5) + Wvp * 0.5 + Xvp
«Y' =Y * (Hvp * 0.5) + Hvp * 0.5 + Yvp
2 =7

. V(4)

o X' =X/W*(Wvp *0.5) + (Wvp *0.5 +
Xvp) *W /W

. W

void CRenderer :: SetViewport(int x, int y, int w, int h)
{
_Matrixldentity(&m_Transform.vp);
m_Transform.vp._11 = w * 0.5f;
m_Transform.vp._41 = x + w * 0.5f;
m_Transform.vp._22 = - h * 0.5f;
m_Transform.vp._42 =y + h * 0.5f;




oy 0

*V(4) =V(3) * TMvp
* Vout =V@4)/V@).w

. X, Y Zn
0 zZf 1 z

» TMtotal = Tmworld * TMcamera * Tmproj

* TMvp
* VVout = Vin * TMtotal
. T™

case WORLD :
m_Transform.world = mat;
break;

}

_MATRIX temp[2];

_MatrixMultiply(&temp[0], m_Transform.world,
m_Transform.view);

_MatrixMultiply(&temp[1], temp[0], m_Transform.proj);

_MatrixMultiply(&m_Transform.tm, temp[1],
m_Transform.vp);

VTX

void CRenderer :: SetTransform(_TMSTATETYPE state, const
_MATRIX & mat)

{

switch(state)

{

case _VIEW :
m_Transform.view = mat;
break;

case PROJECTION :
m_Transform.proj = mat;
break;

struct _VTX

{
float x, y, z, rhw;
unsigned long color;
float tu, tv;
unsigned char clipcode;

}

const CRenderer::_VTX * CRenderer :: Transform(const
_VERTEX *v, int vn)

{
static _VTX * vout = AllocVTX(vn);;
int i;
for(i=0; i<vn; i++)
{

floatx,y, z, w, ;




x = v[i].v.x * m_Transform.tm._11 + v[i].v.y *
m_Transform.tm._21 + v[i].v.z * m_Transform.tm._31 +
m_Transform.tm. _41;

y = v[i].v.x * m_Transform.tm._12 + v[i].v.y *
m_Transform.tm._22 + v[i].v.z * m_Transform.tm._32 +
m_Transform.tm._42;

z = v[i].v.x * m_Transform.tm._13 + v[i].v.y *
m_Transform.tm._23 + v[i].v.z * m_Transform.tm. 33 +
m_Transform.tm._43;

w = v[i].v.x * m_Transform.tm._14 + v[i].v.y *
m_Transform.tm._24 + v[i].v.z * m_Transform.tm. 34 +
m_Transform.tm._44;

rhw = 1.0f / w;
vout[i].x = x * rhw;
vout[il.y =y * rhw;
vout[i].z = z * rhw;
vout[i].rhw = rhw;

vout[i].tu = v[i].tu;
vout[i].tv = v[i].tv;

vout[i].color = v[i].diffuse;
vout[i].clipcode = CalcClipcode(vout[i].x, vout[i].y,

vout[i].z);
}

return vout;

D. Culling

1. (Backface Culling)

bool CRenderer :: ISCCW(const _VTX *v1, const _VTX *v2,
const _VTX *v3)

{
return (V2->x-v1->x)*(v3->y-vl->y) —
(v2->y-v1->y)*(v3->x-v1->x) < 0.0f ? true : false;




2. (Clipping)

 Cohen-Sutherland

ExclusiveOR

if ((v3->clipcode”v1->clipcode)&flags)
LerpVTX(&v[n++], v3, v1, flags);
if (!(vl->clipcodeé&flags))
v[n++] = *vi;

if ((v1->clipcode”v2->clipcode)&flags)
LerpVTX(&v[n++], v1, v2, flags);
if (1(v2->clipcodeé&flags))
v[n++] = *v2;

if ((v2->clipcode”v3->clipcode)&flags)
LerpVTX(&v[n++], v2, v3, flags);
if (!(v3->clipcodeé&flags))
v[n++] = *v3;




enum _CLIPBIT {

_C_NEAR = 0x01,
_C_FAR = 0x02,
_C_LEFT = 0x04,
_C_RIGHT = 0x08,
_C_TOP = 0x10,

_C _BOTTOM = 0x20,

s

6

unsigned char CalcClipcode(float x, float y, float z)

{

unsigned char ccode = 0;

if (z < m_Viewport.nz)
ccode |= _C_NEAR;

else

if (z > m_Viewport.fz)
ccode |= _C_FAR;

if (x < m_Viewport.x)
ccode |= _C_LEFT;

else

if (x >= m_Viewport.x + m_Viewport.w)
ccode |= _C RIGHT;

if (y < m_Viewport.y)
ccode |= _C_TOP;

else

if (y >= m_Viewport.y + m_Viewport.h)
ccode |=_C BOTTOM;

return ccode;

void ClipAndDrawTriangle(const _VTX *v1, const _VTX *v2,
const _VTX *v3, unsigned char mask)

{
int i, flags, n=0;
_VTX v[6];
if (mask ==0) {

} else
{
for(flags=1; flags<(1<<6); flags<<=1) {
if (mask&flags) {

if ((v3->clipcode”v1->clipcode)&flags)
LerpVTX(&v[n++], v3, vi, flags);

if (!(vl->clipcodeé&flags))
v[n++] = *vi;

if ((v1->clipcode”v2->clipcode)&flags)
LerpVTX(&v[n++], v1, v2, flags);

if (!(v2->clipcodeé&flags))
v[n++] = *v2;

if ((v2->clipcode”v3->clipcode)&flags)
LerpVTX(&v[n++], v2, v3, flags);

if (!(v3->clipcodeé&flags))
v[n++] = *v3;

for(i=2; i<n; i++)
ClipAndDrawTriangle(&v[0], &v[i-1], &v[i],

mask”~flags);
return ;




° =>

(m_Viewport.x, m_Viewport.y, 0)
(m_Viewport.x+m_Viewport.w,
m_Viewport.y+m_Viewport.h, 1)

void LerpVTX(_VTX * vout, const _VTX * v1, const _VTX *v2,
unsigned char clipbit)

{
float t = 1.0f;
switch(clipbit)
{
case _C_NEAR :
t = (m_Viewport.nz - v1->7) / (v2->z - v1->7);
break;
case _C FAR:
t = (m_Viewport.fz - v1->z) / (v2->z - v1->7);
break;
case C _LEFT:
t = (m_Viewport.x — v1->x) / (v2->X - v1->X);
break;
case C RIGHT :
t = ((m_Viewport.x + m_Viewport.w - 1) — v1->x) /
(V2->x - v1->X);
break;
case _C _TOP :
t = (m_Viewport.y — v1->y) / (v2->y - v1->Y);
break;

case _C BOTTOM :
t = ((m_Viewport.y + m_Viewport.h - 1) - vi->y) /
(v2->y - v1->y);
break;

vout->Xx = Lerp(vl->Xx, v2->X, t);

vout->y = Lerp(vi->y, v2->y, t);

vout->z = Lerp(vl->z, v2->z, t);

vout->rhw = Lerp(vl->rhw, v2->rhw, t);

vout->color = LerpColor(vl->color, v2->color, t);

vout->tu = Lerp(vl->tu, v2->tu, t);

vout->tv = Lerp(vl->tv, v2->tv, t);

vout->clipcode = CalcClipcode(vout->X, vout->y, vout->z);




E. Rasterization .

1. (Rasterization)

2. (Triangle)
. (Triangle) 3 (Vertex)
3 (Edge)

Convex (Polygon)
(convex polygon) '

. (convex) — ( )

NOT COMVEX
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void DrawPrimitive(_PRIMITIVE p, const _VERTEX *v, int pn)
{

const _VTX * vtx;

int i;

switch(p)

{

case _TRIANGLELIST :

vtx = Transform(v, pn*3);
for(i=0; i<pn; i++)

break;
w.case TRIANGLESTRIP :

vtx = Transform(v, pn+2);
for(i=0; i<pn; i++) {

DrawTriangle(&vtx[i*3], &vtx[i*3+1], &vix[i*3+2]);

if ((i&1l) == 0)
DrawTriangle(&vtx[i], &vtx[i+1], &vitx[i+2]);
else

DrawTriangle(&vtx[i+2], &vtx[i+1], &vitx[i+0]);
}
break;
case _TRIANGLEFAN :
vtx = Transform(v, pn+2);
for(i=0; i<pn; i++)

DrawTriangle(&vtx[0], &vix[i+1], &vix[i+2]);
break;

(Linear Interpolation)

e F()=F1*(1-t) + F2*t = F1 + (F2-F1)*t

#include <stdio.h>

void Interpolation(int x1, int x2, int len)

{
int i;
for(i=0; i<len; i++)

printf("%d ", x1 + (x2-x1) * i / (len-1));
}

void main()

{
Interpolation(5, 20, 20);




B. (Line)

X1,Y1

X2,Y2

void DrawLine(int x1, int y1, int x2, int y2, unsigned long color)
{
if (yl>y2)
DrawLine(x2, y2, x1, y1, color);
else
{
int x, y;
for(y=y1; y<=y2; y++)
{
x = x1 + (int)((x2 — x1) * (y-y1+0.5f) / (y2-yl+1));
\ PutPixel(x, y, color);

v1l->v2->v3

v1l->v3



oy V1 V3 for(; y<=v3->y; y++) {
X . t=(y - v2->y + 0.5f) / (vV3->y - v2->y + 1);
X1 = v2->x + (int)((v3->X — v2->X) * t);
oy X

t=(y - vl->y + 0.5f) / (v3->y - v1->y + 1);
X2 = v1=->X + (int)((v3->X - v1->X) * 1);

void DrawTriangle(HDC hdc, const _VTX *v1, const _VTX *v2,
const _VTX *v3) DrawLine(hdc, x1, x2, v);
{ }
if (V1->y > v2->y) { }
DrawTriangle(hdc, v2, v1, v3); }

} else

if (vi->y > v3->y) {
DrawTriangle(hdc, v3, v2, vl1);

} else

If (v2->y > v3->Y) { . v2 vli->v2 | v1->Vv3
DrawTriangle(hdc, v1, v3, v2); '

} else{ X
inty; v2->v3 |, v1l->v3 X
int x1, x2;
float t;

. y vl, v2, v3

for(y=vl->y; y<v2->y; y++) {
t=(y - vi->y + 0.5f) / (v2->y - v1->Y);
x1 = vl->x + (int)((v2->Xx — v1->x) * 1);

t=(y - vi->y + 0.5f) / (v3->y - vi->y + 1);
X2 = v1->x + (int)((v3->X — v1->X) * 1),

DrawLine(hdc, x1, x2, y);




rg,b
rgb x

#define _R(C) (float)((C>>16)&0xFF)
#define _G(C) (float)((C>>8)&0xFF)
#define _B(C) (float)(C&0xFF)

struct EDGE {
int x;
floatr, g, b;
}i

void DrawTriangle(HDC hdc, const _VTX *v1, const _VTX *v2,
const _VTX *v3)

{
if (vi->y >v2->y){
DrawTriangle(hdc, v2, v1, v3);
} else
if (vi->y > v3->y) {
DrawTriangle(hdc, v3, v2, vl);
} else
if (v2->y > v3->y) {
DrawTriangle(hdc, v1, v3, v2);
.} else{
inty;
_EDGE el, e2;
float t;

for(y=vl->y; y<v2->y; y++) {
t=(y - vl->y + 0.5f) / (v2->y - v1->y);
el.x = Lerp(vli->x, v2->X, t);
el.r = Lerp(_R(vl->color), R(v2->color), t);
el.g = Lerp(_G(vl->color), G(v2->color), t);
el.b = Lerp(_B(v1l->color), _B(v2->color), t);
t=(y - vl->y + 0.5f) / (v3->y - vi->y + 1);
e2.x = Lerp(vli->x, v3->x, t);
e2.r = Lerp(_R(v1l->color), R(v3->color), t);
e2.g = Lerp(_G(v1l->color), G(v3->color), t);
e2.b = Lerp(_B(v1l->color), B(v3->color), t);

DrawLine(hdc, &el, &e2, y);

}

for(; y<=v3->y; y++) {
t=(y - v2->y + 0.5f) / (vV3->y - v2->y + 1);
el.x = Lerp(v2->X, v3->x, 1);
el.r = Lerp(_R(v2->color), _R(v3->color), t);
el.g = Lerp(_G(v2->color), _G(v3->color), t);
el.b = Lerp(_B(v2->color), _B(v3->color), t);
t=(y - vl->y + 0.5f) / (v3->y - vl->y + 1);
e2.x = Lerp(vli->x, v3->Xx, t);
e2.r = Lerp(_R(vl->color), R(v3->color), t);
e2.g = Lerp(_G(vl->color), G(v3->color), t);
e2.b = Lerp(_B(v1l->color), _B(v3->color), t);

DrawLine(hdc, &el, &e2, y);




void DrawLine(HDC hdc, const _EDGE *el, const _EDGE *e2, 8
int y)
{ .

if (el->x >e2->x) {
DrawLine(hdc, €2, el, y);
} else{
int x;
floatr, g, b;
for(x=el->x; x<=e2->x; x++) {
floatt = (x - el->x + 0.5f) / (e2->x - el->x + 1);
r = Lerp(el->r, e2->r, t);
g = Lerp(el->g, e2->g, t);
b = Lerp(el->b, e2->b, 1);
::SetPixel(hdc, x, y, RGB((int)r, (int)g, (int)b));

B trangle




*X,y Z u,
V (Perspective Correction)

Perspective Corrected

hikkpe [ Jysakar i, sefremikaelk/doc perspectivetexture

* FOV

* u, v

cU) = (UL/Z1* (1-t) + U2/ Z2*1) /
(1/2Z1) * (1-t) + (1 / Z2) * ©)

e« 1/Z RHW

9.

. u, v
* Point
e T(u, v) = GetTexel(U * W, V * H)

unsigned long ReadTexel(_ TEXTURE * tex, int x, int y)
{
unsigned long ¢ = OxFF000000;
X %= tex->w;
y %= tex->h;
memcpy(&c, tex—>image + y * tex—->pitch + x * 3, 3);
return c;

* Bilinear Filtering :

( )




*u, Vv 4

unsigned long ReadTexel(_ TEXTURE * tex, float u, float v)

{

int itu, itv;

itu = (int)(u * tex->w);
itv = (int)(v * tex->h);

#ifndef _BILINEAR_FILTERING
return ReadTexel(tex, itu, itv);
#else
float wu, wv, w[2][2], 1, g, b;
unsigned long c[2][2];

wu = (float) fmod(u * tex->w, 1.0f);

wv = (float) fmod(v * tex—>h, 1.0f);

w[0][0] = (1.0f - wu) * (1.0f - wv);

w[O0][1] = wu * (1.0f - wv);

w[1][0] = (1.0f - wu) * wv;
w[1][1] = wu * wv;

c[0][0] = ReadTexel(tex, itu, itv);
c[0][1] = ReadTexel(tex, itu + 1, itv);
c[1]1[0] = ReadTexel(tex, itu, itv + 1);
c[1]1[1] = ReadTexel(tex, itu + 1, itv + 1);

r = _UNPACK_R(c[0][0]) * w[0][O] +
_UNPACK_R(c[0][1]) * w[O][1] +
_UNPACK_R(c[1]1[0]) * w[1][0] +
_UNPACK_R(C[11[1]) * w[1][1];

g = _UNPACK_G(c[0][0]) * w[O][0] +
_UNPACK_G(c[0][1]) * w[O][1] +
_UNPACK_G(c[1][0]) * w[1][O] +
_UNPACK_G(c[1]1[1]) * w[1][1];

b = UNPACK_B(c[0][0]) * w[0][0] +
_UNPACK_B(c[0][1]) * w[O][1] +
_UNPACK_B(c[1][0]) * w[1][0] +
_UNPACK_B(c[11[1]) * w[1][1];

return _PACK((int)r, (int)g, (int)b, OXFF);
#endif

}

(Mip Map)

(Trilinear Filtering)
+




10. Z

e Z , Z

11. /

void CRasterizer :: RasterLine(inty, EDGE * |, EDGE *r, ..

{
if (I->x > r->x)
RasterLine(y, r, |, tex);
else {
int x, ix1, ix2;
float t;
ix1 = (int)(I->x);
ix2 = (int)(r->x);
for(x=ix1; x<=ix2; x++) {
t=(x-ix1+ 0.5f) / (ix2 - ix1 + 1);
z = Lerp(l->z, r->z, t);
if (m_Zbuffer.pBuffer[y * m_zZbuffer.w + x] >=2z) {
m_Zbuffer.pBuffer[y * m_Zbuffer.w + x] = z;

Y

 Cnew = Ctag * (1 — alpha) + Csrc * alpha

int rgb[4];

if (rgb[3] > _ALPHATEST) {

if (rgb[3] < OxFF) {
unsigned long framc = m_DIB.GetPixel(x, Yy);
t = (float)rgb[3] / OxFF;
rgb[0] = (int) Lerp(rgb[0], _UNPACK_R(framc), t);
rgb[1] = (int) Lerp(rgb[1], _UNPACK_G(framc), t);
rgb[2] = (int) Lerp(rgb[2], _UNPACK_B(framc), t);

}

m_DIB.PutPixel(x, y, PACK(rgb[0], rgb[1], rgb[2], 0));
}
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