fdlk 2: Triangles and Z-buffering
GAMES101, 2020 4E4i %

HE: 4B
VBRI IR A LR &
GAMES: Graphics And Mixed Environment Seminar

A H b aeaE) 2020 48 3 H 3 H (B B4 10:00
R H B AETE 2020 48 3 F 10 H (B8 =) E4F 10:00

TR
o AR R B ECE IEERG AR RIS b, BIITE R A — T
o WInfER:: http://games-cn.org/forums/forum/graphics-intro/.
o VRLZFPSTSE R H CRITEL
o VRAIDATEICIR EAATME 35K B, (Ha kA mr, W40 P A SR .
o TEBUEIEIZ BRFARRY LA 22 ] SmartChair |



http://games-cn.org/forums/forum/graphics-intro/

1

AR AR i PAX — IR B AT R LA E— 2

»
S

=5

fE_EARL A, EARRAHE R L — N EAE =, HXEEAI AR
e B b — s O =M,

hEz, Wstbe— =M. LBy, FEROZLZ )G, FRATHERMH TR
rasterize wireframe(const Triangle& t). {HiX—iK, RFEHEH CIHEEHIHH

PR rasterize_triangle(const Triangle& t).

1.

2.

LKA AR AR AR R -
B =ML 2 4 bounding box.

i bounding box WRFFARER (B HERERRS]) . A, SHBRRT
R B S ) AR Aok A A b R R AE = ATE N

CWSRAEER, R B AL ISR ER B (interpolated depth value) SIRJZ

ZZ X (depth buffer) H MW AEIEFT HEK .
WS H SR EAAL, R E G RO FHREZ X (depth buffer).,

PR SEAG A sR CnR
rasterize _triangle(): $fT=MAIEMHEALE L

static bool insideTriangle(): WA S HBAE=MAIEN . VRA] PAME IR
B E L, IXEMRE, VRAT AR E Oy =0 R [ 2R B B sk A S 40

RABATHFE =M =AU AL R EEE, P T = A AR R,

BATTREARAL AR LR EE. RN NIRRT TiX—#R%, HNE
AR TR P25 ) AR TE SRR 0 S o SR TR BB i A7 7EAX & z_interpolated

s



HEERADE MM E)iR1t depth buffer AER z values MfF5. b 1 i
WA ACHS, Bl PR z 47 ¥ Ied%, PRUEARIEIES, JF HLB R Fems Bl bk .

FERLUARAL AR TCRT AL B A e, AT A A A iR [ — A B R R . fiz
Ja, BATRME TP hard-coded =R MAIAIRRYSEEL, QRALF LI, R
K& 20T s i i B

puter Graphics

2 MRS

EAR H TR AL T 2 A AT FriHEZE A0S . IRz,
1£ main.cpp FHJ get_projection matrix() pREEZTH . 5 HlkL NG VRLESS—
A i SE ISR IH R R A



3 WSk
o
« [6 21 EFHAR A LM X, HRE S mELTAT,
« [20 ] EFEI= AWM NE .
« [10 2] EHMAAERZTE=ZALN.
« [10 2] EFA LI z-buffer Hik, KAV ZIR)TBEEFE L.

e [# B 5 4] Jf super-sampling 4 # Anti-aliasing : R k2 E &
2, BERMNBCKERH, BRLEZLHHEH K. AT LA super-sampling
KB RXAIAL, BIEMERHAAT 2 « 2 XA, BRI EMER (XE
AT REAEGEEGEANRALAD . BERENAY, AT REANE
—NMEARFEEFCECHAREE, I MREAFELEY — > sanmple
list, &Ja, WRIREHEHNIE, REEH AV N ZAELERHEL,

Pz
YARGE ARG , TETEBARRIE | ICARTEARAY ORI P4 CMakeLists. txt
FUFEA ER T SO (TCIE RSB . A, A — LR s R ay B i S53m—
A~ README.md SCF5 N @A 58 il imdl (RS2 T, Wi W52 — 1 4h
), F R EERRAE S R A SE B BhRE . ST, FF FId AT, R <ok
# Homework2.zip” HYfn44 2322 2| SmartChair 4.

55 http://smartchair. org/GAMES2020Course-YLQ.


http://smartchair.org/GAMES2020Course-YLQ

	总览
	开始编写
	评分与提交

