(BB4pR) , Bl BERE.

%@H, 2022,

=&
#E

=ik




e 2 TH PR



A AL T 7 1 e gk TR 7 P

o« Z57E — 4 3D N RAUWEZH, HEIR
B0 7 [ LSRN P UL IR R 7y, 5
%%gﬁ,%%%m%%<%m%%ﬂ

o AJ LSS HE DL 2 B R 9 5 2 il
7N




NGRS
. IR

* Z@&L

[A]YA

AV

TH B2 12

125

S N




PR 2 [R)VS

for (37 PR E) {

iy € A4 A IR L2 03 7

A

R IX By B 53 )

S N

N

f -

UK/ LS

Ly




AR 2 )Y
for ( BIZ B NMER) {

i WAL R T I X MB R IS 2 5 3 5t
IR AR e S A A

R B RE EEER P,

—

|
/47§




%/2?32777? '?M?)%ﬁﬁi'%ﬁ%d\?“)@f“ﬁﬁ
, AISEAT A BR .

y_ll_u $/J\7'j

LR

——

ANa]




Zl15S

HB

|

| I BV BR BT o AN AT LT,

s B




B 5K T Y

1| 2K A
MG AT FT

77?

R — |
W3y —
TeiEAR P IR O




#BY K X
THHEEHRK

=)

AWML EE
Warnock & 7%




\)

Warnock &%=
(B =5 [a)i%)

WA T HITIR

WURE DN Z 8] ULHER, AR 5 MG AL R
AN, R IXIEAH Sy 4 AN E IR IR A TR I A
R T TN I 2000 e 15 AT CAAR A EERC PRI X ] LR
T TTIRERATEA S, SRy T A= E
M

11




Warnock’s &

4
——a
— N

AN

12




X

(L&

%Tﬁmﬁ

Z-Buffer &y

M IK=RER

K /Nz-buffer,

i

. Kiframe buffery), i35 HE

] T 17z 15

F — Buffer

/—Buffer




AR

Z-Buffer

//

F — Buffer /—Buffer




2~

i it

15




—

Z-Buffer £y4CHS

for ( j=0; j<SCREEN_HEIGHT; j++)
for (i=0; i<SCREEN_WIDTH; i++) {
WriteToFrameBuffer(i,j, BackgroundColor);
WriteToZBuffer(i,j, MAX); }
for ( each polygon )
for ( each pixel in polygon's projection ) {
z = polygon's z value at (i,j) ;
if (z < ReadFromZBuffer(i,j) ) {
WriteToFrameBuffer(i,j, polygon's color at (i,j));
WriteToZBuffer(i,j, z); }}
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BSP #

Binary Space Partitioning Trees

 Very efficient for a static group of 3D
polygons as seen from an arbitrary
viewpoint

» Correct order for Painter’s algorithm is

determined by a suitable traversal of the
binary tree of polygons: BSP Tree
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BSP #

BSP Tree W&/~
function draw(bsptree tree, point eye)
if tree.empty then
return
if ftree.root(eye) <0
draw (tree.right)
rasterize(tree.root)
draw(tree.left)

else
draw (tree.left)
rasterize(tree.root)
draw(tree.right)

25




BSP Tree

A A
\‘C wc
< 4

rasterize(C) rasterize(B)
rasterize(A) rasterize(A)
rasterize(B) rasterize(C)
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