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Academic Year 2004

ABSTRACT

This thesis s about 3D game cngine development which can be used as a game or 3D
graphic application development toolkit. The thesis will cover each component of the game
engine, the design pattern of game engine. The design is easy to use, high performance and
flexible. This engine will be able to do hierarchical scene management, scene graph, animation
technique, terrain rendering, rigid body simulation, collision detection and many effects related.
It's also included the other part such as sound module. This engine will use C++ as the main

language with many APIs. However the design is API independent.
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Shadow Shadow Mapping: -
Texturing Basic, Multi-textunng, Bumpmapping, | Basic, Multi-texturing,
Mipmapping: Bumpmapping

Shaders Vertex, Pixel, High Level: Vertex, Pixel




Scene BSP, Portals,-Occlusion Cu]iir;g. LOD: | Scene graph (Basic Frustum

Management Culling}

Animation Skeletal Animation, Morphing, Facial Skeletal Animation
Animation, Animation Blending:

Meshes Mcsh Loading, Skinning, P-rogress‘ivc, McshNLoading, Skinning N
Deformation:

Special Effects Environment Mapping, Billboarding, Billboarding
Particle System:

{ Terrain Rendering, CLOD: Rendering, CLOD

M3 2.1 1fSeuRByAIIMHI5EYI Source Engine il PC Engine [10y081389910 3D

Game Engine Database — hitp:/www.devinaster.net/engines |

2.3 BUZINTZUIUMTUEAININ 3 1A

TuilagiiumalulatInuguemiauaanasing Vertex/Pixel Shader 1dillalonta

T UANTE VLT MTUTRINTHA R 1AFIBAUDA (Programmable Pipeline) Tuuna

- o a . ¥ q -3 T o
TunBUYBINIZYIUNS GNIURIE Engine A79zn10fe 3D Pipeline Tuilogiinu uazi
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y.i’ « ot n‘i . by 1 ciydl a 4
ATMUIWUFIUINOINUGE Computer Graphics 1174 °l.'umuuﬂwaautymmmuammg;
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LHadaua1u
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g‘llﬁ 2.1 3D Graphic Pipeline (With Vertex/Pixel Shader)

— = W 1 . . . . . F
210307 2.1 vziu I8 U 9v0anas DIUMT Transform & Lighting 1tag Texturing 11y
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QNABL AIUTOUNINY Vertex/Pixel Shader 1xnaibalududialy

2.3.1 Vertex Data

a3 i =2 q Yo . . . o
Yaya Vertex Sndudoyainidu toput 180 Graphic Pipeline 03s1l5znavvaatoya
P e @ 3 \ 2 - Y P
g1zuandaiuoen hlawdnsuzns Idou agelsiamasilsznovvoataya Vertex 7
U . A g v ur P, . &
ﬁﬂﬂvtllvlﬂﬂﬂ Vertex Position HIDRIMHUITOY Vertex UHLIDY lﬂUﬂJﬂHﬁ Position HUT1U190
o '
ey lugthineed Vectord (x, y. 2)
Pl & - .
297172 NOUVDY Vertex Data dU) N uYUTAUA Vertex Colordr, g, b, a), Vertex
. ¢ g 1 u’: A= 4
Normal (x, y, z) 8% Texture Coordinate (u, v) ¥4 U#ILBOI Vertex Color tiuaz l4nandia
w a g 3o & o 1o ¥ = 5 a ¥
ADIMIMHUAT AR Verex Toansaviminunzasdos litnmadiuuiordes mindua s
a 3 3 3 & & a A A o s

VUNUI0992Re315 Vertex  Normal  HUTAIDINANIVOI Vertex thonazi1 118 11w
HANTZNUMAA D INUAA

A791714 Structure UDY Vertex 114 laovia amnsofivua tdasas T



struct Vertex

{
Vector3 Position; /Position
Vectord Normal; /MNormal
Vector2 UV, /Texture Coordinate

2.3.2 Transformation

Tufuusnves Pipeline Yoya Vertex (Vertex Position) @auuinazaglu Local
Coordinate System (Model Space) ”AD’\J"UE]du?‘iﬁziﬂq%mmﬂﬂaﬂ‘iﬂﬂﬁuTransfomation ﬂ%ﬂl!iﬂ
VO Pipelincilzlﬂum‘i!lﬂﬁﬂmﬂ Model Space Thilu world Space ﬁ?wzrﬁu Unify Space 194

Nning {50711 World Transform

Wotkd coordinstes
Ay

Local coordinates
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s
@»‘H
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+X

g‘lj‘ﬁ 2.2 World 0¥ Lecal Coordinate (World Transform ﬁT'INﬁﬂl‘i‘JHDIG’iIﬁ:J Translation
Rotation 1oz Scaling)
Tudgwuanneznaniaimsulanin World Space TUg Camera Space 170091 View
Transform  H99sUAMIEIMISATIEMHL WA= RAN1vDINA 0N MU aanaies  Tos

Matrix Formula uﬁﬂdﬂdﬂ View Transformation (V) = T*Rz*Ry*Rx

Yo
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Y, | ="
Z+
s
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st

5119 2.3 View unz World Coordinate




/fﬁaﬂtinmﬁﬁ?w View Transform Matrix
zaxis = normal(Eye - At)
xaxis = normal{cross(Up, zaxis))

yaxis = cross(zaxis, xaxis)

Xaxis.x yaxis.x Zaxis.x 0
Xaxis.y yaxis.y zaxis.y 0
Xaxis.z yaxis.z 7axis.z 0

-dot(xaxis, eye} -dot{yaxis, cye) -dot(zaxis, eyc) 1

o

\ & ¥ a ' 1
ABLIAG Projection Transform FaluaIuiINQA13992QN Scale MIUISOZHIIVD
Fngiu Viewer ilonvzmusauaasiinnuinvoiniwld faghaglnandesinnalngnh
1 ow o ] ] ] = o ' = ] . .
ll,ﬂ:l‘lmﬂuﬂﬂqﬁﬂgulﬂﬁﬂ’J1ﬂ$1.l‘lJu1ﬂmﬂﬂ’ﬂ 17UN21 Homogeneous Space (Projection Space}

uafilu1eriinvna Projection Transform #1i¥ims Scale (U Affine W50 Orthogonal

Projection
y z v z
Vigwing A h /7’
trustum ——~—-‘-__, \
a1n
» = l:J\> - >
Camera posttion - -
-1,-10
e
/

= .
31.]‘“ 2.4 Projection Transform

#f10819M13 8314 Projection Matrix 910 Field of View (FOV)
xScale O 0 0

0 y3cale 0 0

0 0 2t (zf-zn} |

0 0] ~zn*ezfi(zf-zn) 0

where:

yScale = cot(fovY/2})

xScale = aspect ratio * yScale
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FugafioAen1si Clipping oNozda Verex Nuoalitiuoon 1Wo# Rasterizer 2313
ApadunalAnInduasuanal 99990 Clipping N8 Transformation AIGAN N Vertices
2N Scale AN Viewport imuanasildowily Screen Coordinate (Wo¥1 Rasterization 11
Usngilunwuue

a1nAUAY Transform Matrix  1UUA1999EgMiNs A0ty World-View-

. A4 o W e ' ' o 0 o o
Projection Matrx (WVP) 1991713 Apply IHisas Verex o01alsnaiugletaiinam
. ) ) oA . &
Iniludoadtaiuguves Transformation Matrix oglugnuU109 Matrix 4x4 Fal¥lums

Translation Rotation 1182 Scaling é’f'wmmmﬁ‘;ﬂ"lﬁﬁaﬁ

/fTranslation ]
1 0 0 0}
. L 0 ¢ 0
[xyzl]:[xyzloo
In Ty Tz 1]
{{Scaling
Sx 0 0 0]
: L, 0 Sy 0 0
[x y oz I]:[x y z 1 0 S
0 0 IJ
//Rotation about x-Axis
1 0 0 0
. . 0 cas@ sin@ O
[x ¥ I]:[r ryos l0 —s8in @ cos @ OJ
0 0 0 i
{Rotation about y-Axis
lrcos() 0 —sind 0
0 ] 0 0
[x' vz l] [x voe sing 0 cosd 0
{ ( 0 ]
/Rotation about z-Axis
cosd  siné 0
[x' y oz ]]:[x y =z

0 0 1

0
—-sing cosd 0 0
0

0 0 0 1




2.3.3 Maierial & Lighting
J ~ <2 t;. ¥ nx: # =3 t"i 3 ) z_'g
neuRsz I oyauTa w171 Aasmeiauioawod Material Ao lagain
Material Ua@R3097151 Polygon 9zatzviou (Reflect) 3 0n)aaiiad (Emit) aonuilummw
ﬂmﬁuﬁﬁ‘l}ﬂd Material 1A1LA Diffuse Reflection, Ambicnt Reflection, Light Emission waz
. .\ & 1 wa e l.vl ¥ 3/ R ar =
Specular Highlight $9unaz uauianu1souaaa 1ano ColorARGB Sa)isnay Tudaed
1 ] a ]
taz Alpha ¥99:11 1019 1uns20IUMS Alpha Blending #7u
Diffuse 118¥ Ambient Reflection ﬂ:uﬁmﬁmmﬁuﬁmun]iﬁxﬁau Ambient Uz
Diffuse Light Tuninvasing iiosnndrluminezsznon 1@ Diffuse Light 1an
| W o =h ar 4 1
Ambient Light M3z Diffuse Light Juilusihmuadvosing uaziiloanini Diffuse
Light THIfN13 13511000z Normal Vector Saliwanuanuiduvaamsazviou laoms
a i = o oA 4 H <
azfousninnigadlefirue amavuuiuiaues Nomal Vector ioyuanniufiaz azfiou

unanagili 2.5

incident light

amourt of reflacted light = cos ¢

711 2.5 sraamss nnan e amsaz o
@1 Ambient Reflection 3¢MIDUAY Ambient Light fin tiifiamauaz inadedag
-: -a'w [ =] @ A o Yo A w 1o e . a
m‘ummmuunwm%mu"lﬂﬂmmmﬂq"lw Diffuse light U071
o A - ' Y M o
Emission iom1sfdngennsanlaesasninls Taosianninls Emissive Property
o k1 =4 ar I o= Yo 3 o Vas Qe
vligmiiouagiluumdstudonaald dau Specular Reflection amnsnviiln Tagauihusiu
131 Taui 11 Material Structure vzansafimauad nazmanma’ld
o s . [ ¥ 1 T = @ oW . =l
asfdsznenea wie Light Asznanlidon 4 d@nusuforsuiy Material Ao
» '
Ambient Diffuse Tmissive 1ag Specular laofisdadius=H3Tmssuinuanaanusan 1y ug

Y
o o o W oWk s
HAAWSIZMI BT IUnUA A T

M3z azodniliznavroanauilyu Global Nlumination

Global llumination = Ambient Light + Diffuse Light + Specular Light ~ Emissive Light

/{Ambient Light

Ambient Lighting = MaterialAmbientColor* [Global AmbientCotor + LightAmbicntColor]




i2

/MDiffuse light

Diffuse Lighting = DiffuscColor*LightDiftuseColor*(Normal.Direction)

/{Specular Light

Specular Lighting = SpecularColor * [LightSpecularColor * (Normal « HalfWay)"Power *}

/fEmissive Light

Emissive Lighting = EmissiveColor
//Attenuation

Attennation = 1/{ ConstantAttenuate + LinearAttenuate * Distance + QuadraticAtienuate * d*2)

umadaeuis o ldvaelsznn Tnodszinnfidon 18Un Point unz Directional
Light Faliuueruiiaadondafiu Point Light wifiouldfunaea’ly Aotigasuiia uas
waamalysen ue Directional vzinoylAfuarIRRddowmmmndaTan Asliuafania
voauas v hifadumiseumaieannfohaghaaniagunn

2.3.4 Texture

Texture mapping AEMTUINM 2004 11 map Wuataaeldiuing Jeyafid vy
18un Texture Image H?ﬂgﬂﬁﬂﬂ% i Texture Coordinate UDIUARE Vertex 1Ay Texture
Coordinate 1At LS INYO IR0z 1FlUMs Map 1HAY Vertex vhiTaolunszuaums
Rasterization 923015%1 Sampling Texture Image gﬁamfhﬁmmgﬂm”ld ilea91n Texture

mapping VaniauuInme Bnsiadeeusaldrain Textue wiauduldssvansuroludiuil

a8
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=] =

PiRoanil nazereTuwiu@uniug lldumsesnuuuTexture Class

2.3.5 Buffers

Buffer # 19 Taoia T awnsouda 1eulszinniie FronvBack Buffer 150 Frame
Buffer, Depth Buffers LaE Stencil Buffer G?;d!.m'ﬂz‘ﬁﬁﬂﬁﬁﬂ1ﬁﬂ'wﬂﬁu Tau Frame Buffer %
A1 FaZA Alpha 891 Depth Buffer 1214 1un15uiilami Depth Problem éfa’“lugﬂﬁ 26
Taszfuanuan13a g Ui 2.7 dau Stencil Buffer iilu Buffer srumlszasdmansald
TumsdEenduidoiminanwadiniiann 18 Wi lsunmsmalnetadui
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Avamso1 1 nou




A B

¥
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Depth Ordering

2.3.6 Graphics APT

Tuna@ouTisunsuAede Graphic Hardware (Graphics Card) 1 ude snanweuda
c: ° iy [ ' . v L] o _f ¥ d* ar e -
Wuiuude01dAIna 110011 Graphics APL Whinaain I iy Tuilsgtiuiimadon
111@;‘-‘]!1‘710\1 2 MUABNAD Direct Graphics (Microsofl) 118z OpenGL (Silicon Graphics)

1 o o =3 = . . .
st lsfiadiannnauniadonivslon  Driver uaz  Software 3D Graphics and
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Rasterization 18418 Game Engine Wamashazesnuuntianiodsn Apl lunmsviinuld

athadase Taoldaumdnuee Engine 13AUAT95Y Graphics API lnptiammizioizoa
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2.5. HUZHINTZUIUNIT Physically Based Simulation

Tumsieoniussinudiudiuiuie
A ol e 5

1. mseaouiigudu
A dlﬁ

2. psmdeuiiFagu

3. MSATINABUMIFY

A aa w
2.5.1, MInaaunNIvIiau

.
=

a w a4 PRI @ Y i 4 A ¥ w '
Fuan Jagndui 1ddealinaa veadaguazi lidianus usvdudagez i
A a4 189 A o W w s 4 a 2 P a -
masuRnaMiiuse lunszdduiag MlnTagiamandouiaw ndn ngufne
a a a = n_wow b o ar o ¥ a
Wand Taomsiiaassztimsinsziiuiagianua unsawiu unsdns udni
o Lelnoam o % = a_a A oy 2 A o o a
usadwin 19 s noamanunimns s dng e ldausinsziiuiag w. nan
2 w4 as = @ s 6 g ¥ o ' 4wy d
wundaneze lsuduanud udvvesiagin i ldanuE vl uazidle Tanus
= o g  a 3 o o 1 = a Yo 1 ] a
hmifeztihnud wdail hluandudumiaduvesiag Tadumialniveadnglu
Ed » [ ¥
sznumuiatiues Tnonndunousndiunsnszin e e milanniu
4 a4
2.5.2. manaoundam
TumamdeumTuimRrIfInswdsuEadu Tansnaibusfinseinn
) @ 4 ¥ g ! A a9 o o =1 14
s uns dw s uaninnm s sansiunszihEgaguinasiag s lums 1z
a 1 al a EY = a 3 La = o, T
psziINTLgAgUEnaveadag sz TAus shnseimiubid tdinanwd wiayy ua
1 4 = o v 2 g = u )
1 Tl URAUINA1INT IR M TIANTH UL AT IE VTYUAIY ARG

N T < 4 o A e g -~ a o d o
Rand udnhanusR W ldimarnkuiuanud wdeaudy vniuinguiag



15

' w
el o

Yo q Ve o P
Sronmuiudan Tndinldn i ginaauihhoaguludn Tasmndunouasiiv
MInTEM W naTilay

2.5.3. 0MIATAUNITU

=

A e & s Yo = & o NV R
LUDIAAADUN 1ﬂ Ny Tﬂﬂ']ﬁi’ﬁltmﬁ'ﬂuﬂh'lclf'uﬂ‘HQQuu%Qﬂﬂﬁﬂﬂ‘l‘iﬂi'ﬁ]ﬁﬂ'ﬂ

mIrufuresiaglumnadeuiiunas ajsa mi iz lilinsaslemoumsruiu

'
L

Ed
= o a 1 g 1 a &
saiiamsiuiuvasiaghrutiumiloudui luliiagdnavegi i liauass Fans

a

¥ =
a3 mouA I TUIITaq Wngalii 2.8

11l 2.8 sanansiissInsasITRIMITUR MBI TR R ez MR EUT

o 2 oy A A e & a :
ﬂ'lﬂgil'n 2.8 1t 1@ Ufluﬂmﬂﬂﬂmmmmi&uu%um‘mi’mﬁﬂ‘lj’n

@ S N T AT, N A A ow v o o o
’mquuhlﬂmaﬂwnw. 1‘]J(1'H FNDHIE FIMUMTADID U ]hl‘lillﬁ'Jﬂﬁ]$'ﬂWﬂ'l'§'ﬂlU’1J

- = e i A = y g 9 - ¥ '
potiueonunilunn i Contact ime 112 M iagi u viwa Wgah Idiuagh

H ]
»
N

Huiivesiag Fmdminiasaes W TyaesduruimdNde andnig
~ b ] ar 4 ] 1 d]’ = ' r o=
maoz landsnmnaruin Teolugmliounsadmua 1dnaoglou i Aam
[ - =i v o = ) w = - d @
wesfagiimdouiisuisiaminiouamt winiru B wweaiag
' W w ¥ & a E o o o A o & |
AouyuAUNAIrudIn wio o 10ozmansfaoudue g inisuiudludu

wow » - ]
fiyusudonnuuuiidaims iilulilluisniale



o
YNN 3

NTBBALLUKAZ NGB WA

3.1 vuomamTaanuuuCore Architecture
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N15M191UD49 PC Engine WW& 1115 090YITLHMI9 Application Layer 1ine API Layer

S :__Applicétion fGame - ]

g‘l]ﬁ 3.1 PC Engine Operating Layer

1n04Mls2NoUMENT YD1 Game Engine Faimualidiunais (Core) 19y API

Independent 33N Tafmuadnumz 1n39a31903139 989 PC Engine 1ddag1l 3.2

PCENGINE Audio Device
CORE / (API Specific)
Utilities Sound [
Tools
Physics
Graphics
N
\ Render Device
Geometry Math {AP1 Specific)

31 3.2 Tnsand19v84 PC Engine
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L d‘ = L} ar = 1 é v
Thoglugtes Interface Nomnsndndery aPiiiaas 18 Tavauysel 321dud

f’huﬂi:ﬂﬂ‘uﬁ'lwm Render Device 182 Audio Device

3.2 Mathematical Module

ﬁ"ruf’:n:580‘ﬁauﬁmqﬂﬂmnﬁzmﬂumiﬁmammaﬂﬁiﬂmﬁﬂ{sﬁhaq msfozldie
&tz 19n 15130904 Overloaded Operator fvzdluy1d msizuanein
Hiomitunmueaninssi Iddanubetunasisiudenisfoumums fideitesmidnga
Tﬂﬂﬂmﬁﬁﬁﬁmﬂjﬁ'yugm"lﬁmi Vector2, Vector3, Vectord, Martix3, Matrix4 L@z Quaternion

Vector2, Vector3 llag Vecmr41ﬂuﬂﬁ1ﬁﬁ"l‘ﬁuﬂ'liﬁTLl’ml Vector Arithmetic ﬂ'N‘]ﬁ
Operation ﬁﬂ“nﬂu"lﬁ'uﬁ +, -, *(scalar), Vector Magnitude, Normalize, Cross 1A% Dot Product

Matrix3 (102 Matrix4 1funa1afi141un1sf 1m0 Matrix Operation #4139 'Igus +, -
*(Matrix), *(Scalar), / (Scalar), Determinant, Adjoint, Transpose A% Inverse uﬂﬂ‘i]’lﬂff
Marrix3 gmit 113 nudaninnilu Rotation Matrix SadatimsoasaoTumsadia Rotation
Matrix mmmuﬁs:uﬁaf’f RotateX, RotateY, RotateZ L1z RotateArbitary

Quaternion Qﬂﬁﬂﬂal'ﬁu Rigid body Simulation Lﬁﬂ“ﬁﬂzﬂﬂiﬁuﬂmﬂWﬁiﬁﬂmﬂﬂ’Jm
ANIAAABUYDINITAILIY Floating Point Avzdanalififa Scaling 19263197 Animation 8
Sriofloafuiliym Gimbals' Lock Razifiaiile 1% Rotation Matrix usnoniifaldningng
Houn11 Rotation Matrix taz1¥n1s Interpolation ‘\c‘%Smooth n1Bna0 Taull Operation ‘ﬁ
ﬁ1ﬁmuﬁd‘fr +, -, *{Quaternion), *(Scalar), /, Length, Dot, Normalize, Conjugate L% Inverse
nenvIniidadaiaausaniunsaiae Rotation HUUAT ARpPIuDenTsulaIndusendn
Quaternion Il81s Rotation  Matrix UazN 1591 Interpolation 1aun FromAxisAngle,
ToRetationMatrix, FromRotationMatrix 11 Slerp(lincar spherical interpolation)

Lﬁmﬂmfhuf'?mznﬂuﬁiuﬁigﬂwﬂﬂﬂﬁqﬂudauﬂnﬂauﬁwummmmau%u
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3.3 Graphics Module

3.3.1 Basic Capability of Renderer
A 4 & =1 . ]
wa W lawaen iy APL Independent 199 Graphics Module AIUv84
i =1 ' o o Aa Y
RenderDevice (Renderer) 'ﬁmﬂmwwm Interface Class #1HIU user NARRDAL

Class Renderer 8U % implement A20 APT MRWIZ191279
E.RendererJ

i
N
]

. b_X-QRenderer

°

‘;‘l]ﬁ 3.3 nna DX9Renderer 92 Implement Method FiN“lﬁﬂmuﬂTﬂﬂﬂmﬁ Renderer
A . . 3 4

HONINMT Initialize UAZN19HY Device Capability LGIATIUTIUITIIUDIANYO

AMA Renderer lauAmsiniosminadudnfmuald, amnsodradieglu Buffer siaq

18, 715008 Back/Front Buffer 18 102@ 1317 0UaAINARIEAYS (Draw) Mudnnai

a 1 oda 4 2 g

Aursidmuald Saianuaiiazgn Implement luAA1H DX9Renderer A28 DirectX

i Renderer

L derer

{&m_oBackGroundColor

&m_iFontiD

- ®ClearBuffers()
 %ClearBackBuffer()
®ClearDepthBuffer()
%ClearStencilBufer()
- %SelBackGroundColor()
- %GetBackGroundColor(}
- ®SwapBuffer() :
*BeginScene()
- ®EndScene()
%L oadFont()
: ®UnloadFont()
| %SelectFont()
| ®Draw() !

" DX9Renderer

U 3.4 useANUgIMYBIAMA Renderer



3.3.2 Object System
4 Game Engine trunisianisiviagaieianudigun doseiniasaad e
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@ e 1 = =] =) = ¥ c:"
Wiuiagiaezgaoldnsdumiflulleddidsz@niamidu  wenaniiTuensddly
# 4 1
paBImInHUtIsiaveriaguaniuluvuzin (laomnizlunstiifams Casting 210
Base Class) Ina21d9n 521071015 Real-time Type Information 'im"lﬂﬁaﬂ’nmtm“lin"lum‘iﬂl'f
s L] r s L} <=1 = = L] L 3 = o é
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. A A a at qg o ey d'l [] b =S = r
(Reference  counting)  [NeesmimTsashmioingielavdaTulid  iie ligndraddnda’ly
- oA w v FRE . ¥ = v <
(nailfisaninWanndina1un C++ %3 1ailis2 U1 Garbage collection) Taunsdradamaiioy

NTZWIHU Pointer ¥4 Pointer IMATHABINAINTINITDIUNITUY Reference 1AL 19 AL

*GetObjectByID)
AGetObjectByName()
SGetContraller()
“GetNumContraller()

gﬂﬁ 3.5 Object System

Ing
ohci T
..., fom Object System) p;m]e? -
gﬁwg%)ilnt q | (frem Object Syslam
cInieqger PSP
&m_szName : String %om_pObject : T}
s &m_uilD : Integer ; N
Riti &>m_iRefCount ; Integer| ﬂ':g::::%
_ ffrom Obijsct System) . B — ®Operator =()
| &m_pBaseType : Rtli *Object() : : *O:rator==
|&m_szName : String $-Object() . %Operator >0
P e s ——— o —<g $increaseReference() " SOperator =)
Rt} . ®DecreaseReference() E
*GetTypeNamed) SGetType() |
s DerivedFrom() *GetName} !
*isType( $SetName() |
*GetiD() S S
SGetNextD() _This is a smart

; pointer class |
used to utilize the
'RTT and abject
“sharing capability

o

1 . = 1 1 9 @ . : ' .
Tudmue Object Retrieval n3oa ntnlunsdumt Object Wuazin1d91 Object
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UNFUADIVZUTFTY Object TUATU DY NTZAININT Override Method ﬂ!ﬂﬂ')sll'ﬂiclﬂ'ﬂ'l

5] ¥ uy¥ 3
msduauldotegndes

3.3.3 Basic Scene graph
A A ~ Ao W 1] = o os 24 4 Y o o
LW’E]T1§]$B"D“]J1Uﬂ1ﬂ7]°b"lj‘]iﬂucl“ﬂﬂzﬂ?ﬂllﬂa“,uﬂizﬁﬂﬁﬂ]w{lﬂﬂu %]Q“lﬂuumﬂlﬂﬂ“lyﬂd

N . 5 ¥ = oa o [ ;
Hierarchical scene management 1% Tavdianrazaaninas il
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gﬂ‘ﬁ 3.6 Scene Hierarchy
o E) o - '
91317 3.6 namamiudmnniishiia s i Tazuezdddeyg vuifsliyaves
N o b

nipansalsznon lldeu

A . o ' ¥ @ k4 ¥ A

Wadiuagudnuuza1q iuNodelaqud) 2nUDINoderi UIzABIANY I
= LT 1 ' 1 ' A‘l o Ao ; = . = LY 11
Aenfuday wufimviuaIinguueanseni ldnuasAuiy Material) Adluiug Tihes
muFounsedoudiufuzidnvaziunusu@osusuau 3ouduan s fMHuALE

3w 3 a/ ar v,‘ ¥ -3 5 o g v 5
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fethafisin det1dnmuiganom s InReIRY Transformation LA Bounding Volume
YPUARLNode

!ﬁ@ﬁm‘imﬂufhumm Transformation {(World and local transformation) f1707130
oFneladada il §1 World Transformation 1zgmiv U190 Graphic API Tunrsdmua

AU DIIAY

World{Room) = Local{Room)

World(Chair) = World{Room) . Local(Chair)

= Local(Room) . Local{Chair)

World(Table Group) = World(Room) . Local(Table Group}

= Local(Room) . Local{Table Group)

World(Table) = World(Table Group) . Local(Table)

= Local(Room) ., Local(Table Group) . Local(Table)
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World(Utensil Group) = World(Table Group) . Local(Utensil Group)
= Local(Room) . Local(Table Group) . Local(Uten.)
World(Disc) = World{Utensil Group) . Local(Disc)

= Local(Room) . Local(Table Group) . Local(Utensil Group) . Local(Disc)

= ) w & = v e dw Y ' '
winuldlmusadansnwioudwiagilianuduiuioulalasdw  wuns
o ' ¥ o 38 A o o & 3 ¥ooog W
inonguyea1Rzezil¥ynaaneguuTargrnaeudie lUdmiudu
¥ < A = ' A
wena1nnts 1%lse Tesi lwTeavennumuso TumsaSuienina e hiinm

-

Fuaoulauda Scene graph Saaunsadiulszanimuldnouiu Tavezauniomuldda

¥
@ % a

3 A 2 } ' 3 ar Ls = ar
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rad o =1 o o . ar 3 = 1
A uANBIzADUdoN a1 INg Transform 1NN Vertices vaingnousgazasznsuh

ar : L] = 4 = @ e g 3 a 4
FapiusguonvSnunanunsousuiuld) n15M Visibility test Wuszannsasinldibos 14

]
= 1

UszTonion Bounding Volume wBawazNode 1519smw1zoniidniaghegmalu
Fosemswanua hiaus aueaiiudvinnsasvaeuivanviur TuNodendu
Howm1s Taudimsnsroaousnandaludiuaes Frustum Culling MspanuuUiiiag
D4 Scene graph vzgAfMUAMIATEITAA AR Idnd g R T4

Spatial flrjmfmﬁﬁﬁugm"lﬁuﬁnmﬂ%uumﬂ Local transformation -> World
transformation Lf A 1IN IN World bounding volume 211 Local Bounding Volume

Node 92 M1#n5200N7 507417 Update State w199 11/if3 children nd a1z
Sngaiiafinhiiufiaunsaiignld)

Geometry fHunaad M3 UTA03992113100# Ieaf node Vo3 tree MU Tnuazify
doyaiitaiy Local bounding volume (Model bound) unzdipyaifinifuiag 18ud Vertices,
Indices 8z Normal TAomsfuinutnanazzils 1 Model Bound annsaidnmit ldnans
giuyunaz 3% TufTiidon]4 Bounding Sphere Tatusaswiinfiaz 1953 fuandrafuaenyly
NTA 1IN uﬂﬂﬁﬂﬂﬁyBounding Votume faA04e113 0ve108 10119A79 AU Bounding

IS t B as # s 1
Volume Tuszaudndinazdaunav 11y Root Node lddau taziimaiauisoasidies

a

A1lav03 Plane 1914 11un15%1 Frustum Culling uaz 111300522 § UM T5UTUAD Ray
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. Object N

Hfram Object System)

BoundingVolume

{frmm Scene Manager)
& m_fRadius : Single
&m_vCenter : Vector3

F*BoundingVolume() ‘ BoundingSphe
%Create() : Boundingvolume o Te
“*ComputeFromData(} -7 om_oSphere
*TransformBy() ; R
*WhichSidef)

%isintersect(Ray)
*GrowToContain() ;
*CopyFrom() !

*GetBoundingVolumeTypey)

gﬂﬁ 3.7 BoundingVolume U0z BoundingSphere

Spatial

ffrom Scene Manager)
&m_pParent © Spatial
&bm_aWorld * Transformation
&m_olocal - Transfomation
-8»m_pWordBound : Boundingvolume

- g*Spatial()
&.-Spatial(}
$SetParent()
SGetParent()
FrUpdaleGS()
F*PropagateBoundToRool{)
F*UpdateVWorlaBound()
F* UpdateWorldData()
Nade
(frrm Scene Manager)
&.m_rgChild - TAmay Geometry
sz_iUSEd - Integer ) ftram Scene Managen
&m_rgoVerlices . Vector3Amay
%Node) -&am_rgoNormals . Vectar3Amay
%-Node() '@;m_poModelBound . BoundingVolumePir
%GetChild) -&%m_rgitndices : UINTArray
*3etChild() :
*AddChild) SGeometry(y
. ®RemaveChild() - %UpdataMS()
SRemove ChildAt()
| ¥*UpdateWorldB ound()
| $%UpdateWordData()

gﬂ‘ﬁ 3.8 Basic Seene Graph
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Apolication or . Spatial " Node m_pChild; |
| i I [
YpdateGS(Double, Bodear)) |
‘ o - - UpdateWod dData({Double) | |

UpdateWordData{Double) l |
s |
T UpdateGS(Double, Boolean) l
1 ] - >| .
P ;'
I
€ e For all child !

]J
|
\
i
|
|

e =

§1.|ﬁ 3.9 Sequence Diagram (eviimsSon UpdateGS YU Node

o e o mePnnt: || _Node | _Grometn || iwWvoddBound.
: | Tmnykimation Foavel :
UpdeteGS|Doutis, Bodieery |1 \-\j d

— UpdateysiondData{Double)
Hat et besn --— F I
| cdemign in this Proaucti Translarmatian, Transformation)
idagram i |
N Thix wifl gall I
“ v retum fom UpdateWoridData the srtual
. o function of il i
] (wtarler} t’:—';’r** ]"‘J
Lo T | UpdateCont/cllan Dousia) - ! I
' A -
‘\\ < UpdalgV and( | 1’ l
{
5, ! [
\\ u.p#mo/ﬂmnq) ]
\Pguwcsound'raﬂwrl ! | Nmomm:"ﬂnumuw
; [ T‘ otdBound)
UpdstaworidBowd 1.7 - l
PmpngarsBoundTGRM&i) ,;_I

!

r k \

L. sgum rom ﬂmmmeBoundTnReq‘. ‘ ! !
i

i

|

|

t
|
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|
!
\
i
\
I

\
i !
i [ | | ‘
| ! ‘
gllﬁ 3.10 Sequence Diagram laimsiSon UpdateGS UM Spatial Derived Classes
3.3.4 Render States
WMTLAAHAN WA LA (Draw Primitive)N7UAAIHAYDY Graphics API 841N

w2 1431Uu1vp4 State Machine M3fMUA Render State A9 AivuiAuIy Ta Render State

Usenoulfaudaunien 1dun msuaaInanuy Wireframe, M3 Back Face Culling, M3
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fMUA Shade mode, MIMHUAAT Alpha Blending, M3fMuAnAT Fog Effect, MIfiHun
Material 182 MTATHUANDIULVDY Z-Buffer
AUUBINAIT Renderer 13H09NNNTOMHMUA Render State @139 1ABE1972AI0

11184910 Render State ¥inA199 5 wazdvauazitnmsdimuani a1 luuneaz APT

Renderer i

$SetRenderStates{Array <RenderStatePtr}
*SalAlphaState{AlphaBlending*)
*SetBackfaceCulling(BackfaceCulling™) |
*SetFogState(FogSiate”)
*SetMateriai{Material*)
*SetShadeMode(ShadeMode*)
*SetWireframeState{WireframeState®)
“SetZBufferState(ZBufferState*)

i

I

|
Objec-f-},_ - ) ) Rendé.rétaté
U MGetRenderStateType()

gﬂ'ﬁ 3.11 1595 19N 5919114 Y24 Render State
wrealun1sARRY Render State A1 11 SetAlphaState, SetMaterial 92 Implement
1810 Derived Renderer Class fiipaninuany APIS35Ruana1afuoonly
3.3.4.1 Alpha Blending
15205 Alpha Blending 11 Render State fAamsfinuaaid miumii1 Frame
Buffer Alpha Blending ‘?Wﬂ%’?‘h Alpha ﬁ'i”ummﬂ Vertex Color H38 Material ¥38 Texture
"?ﬁlzﬁmuﬂﬂﬁ Alpha (Transparency Value) ﬁm%’u“lmwia:i'ﬂq u1l# 11 Frame Buffer

ilnsi Alpha Blending ﬁﬁmﬁﬂ:gnnmﬂﬁmﬁu fiB Source Color UAE Destination

e

Color 18 Source Color 3115]1ﬂ’3ﬂi]1ﬂ i1}5 9ue9 uaz Destination Color mmmhﬁagiuu Frame
Buffer BYIEITILIDINHATBIMT Render 5’ﬂqﬁuqdaunﬁ1§ TAuMINTUALNTZUIUATT
fhlumugasae 1o
FinalColor = ObjColor * SrcBlendFactor + PixelColor * DestBlendFactor 3.1
ObjectColor Ap@VBITNQRAGE1920n Render fAdumini gy PielColor A0d
flogiiufils 1ngeguu Frame Buffer fisuminify Taud) Blend Factor erarnzaduyl

ARSI 3.1
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ZERO (0,0,0,0)

ONE {1,1,1. 1

SRCCOLOR {Rs, Gs, Bs, As)
INVSRCCOLOR (1-Rs, 1-Gs, 1-Bs, 1-As)
SRCALPHA {As, As, As, As)
INVSRCALPHA ) (1-As, 1-As, 1-Asg, 1-Asg)
DESTALPHA (Ad, Ad, Ad, Ad)
INVDESTALFHA (1-Ad, 1-Ad, 1-Ad, 1-Ad)
DESTCOLOR (Rd, Gd, Bd, Ad)
INVDESTCOLOR 1-Rd, 1-Gd, 1-Bd, 1-Ad)
SRCAIPHASAT (f, 1, f, 1); f = min(As, 1-Ad)

13797 3.1 TI00:BUAYB4 Blend Factor
UeNAAA AlphaBlending $1iludpufivadien Haunsdoens1d #418un Source
182 Destination Blend Factor tdifsdnstinniumusalumsnaseuinisizviiniad@oum
Alpha 891U Frame Buffer win'l (Alpha Testing) TﬂUﬁ‘lﬂ‘l‘il‘?lU“Uthlpha‘lluFrame Buffer
fUAReference ﬁWHﬁQﬁ?U Condition ﬂ'Nf]ulﬁLlfi Never, Always, Less, Less Equal, Equal,

Greater, Greater Equal L1112 Not Equal

AtphaBlending |

&m_bEnabled

. RenderState | .. ___.... | om_iSrcBlend

i ®GetRenderStateType(i © om_iDesiBlend
' ' ¢ om_iReference

. em_jCmpFunc

517 3.12 AlphaBlending Class

3.3.4.2 Back-Tace Culling
. a P v o2 A o ar @
BackfaceCulling  iumsdaPolyeon  Musalimivoondiosniniundsldsundas
1 =Y o lé a ) o
Taezna1ni1 Normal Hazvirnigvosndouiundndsemisofimuadisa|faiudnymzindex

1 < < )
"U'E)Qﬂ15?1ﬂ11l‘ﬂuﬂ1§31ﬂﬂ?ulﬂﬂ ﬂ?@ﬂWlﬂ“UMuTWﬂ1 {Cull Model)
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" Renderstate BackfaceCulling
- ®GetRenderStateType( .t ~ —— ~——— & m_bEnabled i
AR s A & &m_iCulMode

—_—— ]

gﬂﬁ 3.13 BackfaceCulling Class

3.3.4.3 Fog State

Graphic Hardware Tuilagiiuminmyunisviiaiuass Pixel Based Fog Haaznseviily
$unoUYDY Rasterization Tanez¥iins Blend MAUDY Fog MAUMEUY Frame Buffer 61
aumsaehld

I =FogFunction(Distance)
FinalColor =1 x CurrentColor + (1-) x FogColor (3.2)
Fog Function ‘.‘v{’ld"‘]‘lﬁ’uﬁ Linear, Exponential Lifiz Exponential Squared Tﬂuﬁq’ﬂi

dann Ui

//Linear Fog Function
In Jfogend — distance
Jogend — fogstart

//Exponential Fog Function

1

dis tan cexdensi
e ty

I =

//Exponential Squared Fog Function

1

e(a’is tan c:e)-(c:’en"lsify)2

I =

ANiuAaa Fog %:ﬁ'mtﬁuﬁaya'lﬁmi Fog Mode (Function), Fog Color, Fog Start,

Fog End llaz Fog Density

_ FogState |
. o . ¢m_bEnabled
RenderState _— om_iFogMode

"""" Lo om_oFogColor
‘ om_fFogStart
om_fFogEnd
@m_fFogDensity .

g‘ﬂ‘ﬁ 3.14 FogState Class
3.3.4.4 Material
amiodufioaty Maeral Idosuio i luumi 2 nsesnuunesdes
awnsafudoyaiommidhuguautives Material 11807 Derived Renderer 2

amsmb lille'lded1sgadaa
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E—

Material

| RendesStote . gm oDifuse
‘ ®GetRenderStateType() | ¢m_oSpecular
Maatsbatianshdionsdd s 1‘ om_CEmissive!
[..

om_fPower

gﬂ‘ﬁ' 3.15 Material Class

3.34.5 Shade Mode

Shade mode 15z yfannuiduvaanaaiigalaquu Face ¥81 Polygon Taudauun
Graphics API %zﬁﬁuﬁuumiﬁmuﬁmuuu Ao Flat Shading a2 Gouraud Shading

Flat Shading 93197499 Material #50d409 Vertex 15AY99 Face dM3UNG Face
a7 Gouraud Shading 9519 Vertex Normal tazanaauiavosaanfiinivemsas
Vertex 910114711015 Interpolate #10 Linear Interpolation whldgyuuiandy

MIBANULUANE Shade Mode vedpafiugudnysid iy fiviot1udnfe shade

»
Mode (MU

3.3.4.6 Wireframe State
. 5 = o 13 © - - ¥ o .
Wireframe State 191930375 lUMS AN TWI92411A15 Fill Polygon ¥38 1711 Line
Drawing (HU30010R01 gRuamidaveswnatdnd1nylaiinewdaomzilans elamniu
3.3.4.7 Z-Buller State
44 ~ 'y 4 = q H
Tuntivainetufivaurduves Depth Buffer F4ldosvwldudrTuundi 2 Taw
AUINTAUDY Class Ny lAuA Z-Compare Function H1FlumsnaaeumioMouasuu
Frame Buffer 1Aun Equal, Less, Less Equal, Greater, Greater Equal l@AZ Not Equal,

Fd
A0z WU LAz AU DINEUUAT Z 891 Buffer 111U

e | ZBuflerState |
RenderState .7 __ om_bEnabled |
%GetRenderStateType() " sm_bWriteEnabled:

. Q@mpFunc
;i_‘ll‘ﬁ 3.16 ZBufferState Class
3.3.4.8 Update Render State 14 Scene graph
13 Update Render State Tu Scenc graph 611115091 10 1o laerzas State 11910 Root
Node Tavarsiuludaasau Light Al&Fad a1 d A Root Node aundan Inofiods

Geometry v29a 011 State a1gank U la iy Geometry o Il 14)ums Render



28

Spatial

SUpdateRS()
*PropagateStateF romRoot()
SpPushRenderSiate()
*PopRendorSiate()
SUpdalaStata()

Geometry

Node |
| &arn_rgpRenderState
*UpdateState() EQ’"‘ rgeLight
i
|

*UpdateStae()

ﬂﬁ 3.17 Update Render State

ey
1

UpdateState( )

Aggl{bation or . Spatial | ‘Node ' Child of Node : . _ Geometry
Recursive Call | ¢ Spafial |
1 | | [ |
! UpdateRS( ) | | | |
B PropagaleSlaleFImmRoot() i Vitual |
= I J| Function Call !
PushRenderSta - /
| Pt T [
If this is the first % P — | : i
call (never ! | |
collected before) UpdateSlaleH‘ |
' |
|
|
|

\
L
\
\

|
|
|
|
|
|
|

31]?1 3.18 Sequence Diagram: Update Render State
3.3.5 Effect & Texture Mapping

PC Engine ﬁﬁuﬁqumﬂ%’ Vertex Color 1182 Multi-texture H1UN19Aa17 Effect (1A
iAuRITEd0 Skin 1vaudazadanuduau ITRUANE syni1a Skin 1 Skeletal Animation)
TagnnauiiAvenaa Effect 3305300011420 Vertex Color, Textures 118y UVs (Texture
Coordinates) #IUYDI Vertex Color 1n11uA59 llnTamfe Color UDUAAL Vertex s Tudiu
YDA Texture HONVIAAMAUITAAUT DO IUTY Imagefi 19 Filteri1iaz UV Mode
(Addressing Mode) 1d99zd03mu130 IHToyaTun15%1 Multi-texture 1482 Apply Mode
#UUA197 TRUA Replace, Modulate, Decal, Blend, Add Wag Combine Failudrfiimua

i ¥ . ¥ =2 - 3
Operation N1Texture Stage A199 (N33 14 Multi-texture) IdataliilszAninm Tanlunigives

Combine Apply Mode azlifann hlil
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2

REPLACE FinalColor = TextureColor,

FinalAlpha = TextureAlpha

DECAL FinalColor = (1-TextureAlpha) x CurrentCotor + TextureAlpha x
TextureColor,

FinalAlpha = CurrentAlpha

MODULATE FinalColor = TextureColor x CurrentColor,

FinalAlpha = TextureAlpha x CurrentAlpha

BLEND FinalColor = {1 - TextureColor} x CurrentColor + TextureColor x
CurrentColor,

FinalAlpha = TextureAlpha x CurrentAlpha

ADD FinalColor = CurrentColor + TextureColor,

FinalAlpha = CurmrentAlpha x TextureAlpha

COMBINE Customizable Textures Blending

A15199 3.2 Texture Apply Mode

L4 .
AlFmnsadmuants 1¥ TexurelABant1ad a5z Waludiuaes Color tinz Alpha

S 4 & . .
Channel Tunsalfifimua Apply Mode 14 COMBINE 992 WUAY Combine Function AN

REPLACE v

MODULATE v0 x vl

ADD vO+ vl

ADD SIGNED vO+vl] - YA
SUBSTRACT vl - vl
INTERPOLATE vOx v2+vix(l —v2)

f157190 3.3 Combine Function

Tav vi fio Operand F992/MuA lat Combine Source LY Combine Operation W"NG]

Fd

Afudal
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TEXTURE TextureColor t- TexColor TextureAlpha 1- TexAlpha

PRIMARY_COLOR | CurrentColor i- CurrColor CurrentAlpha 1- CurrAlpha

CONSTANT ConstantColor I- ConstCelor | ConstantAlpha | 1- ConstAlpha
PREVIOUS | PreviousColor 1- PrevColor PreviousAlpha | 1- PrevAlpha
115147 3.4 Combine Function Operand
< o W Y wadg 3 o
VTN 3.3 azmulaiiveyaduauauianl9lunsm  Texture  Combine

snselsznenlidauinmugagaia 3 4a Ao v v uaz v2 Famazgadsznoullde
RGB g Alpha Channel ﬁgﬂ Source Ut Operation uanmnf:a:ﬁmmmmﬁmﬁ Scale
nadn s taenonud o 1dun 12 uaz 4

uenUINUANTRR AT MUAYBY Class Effect iz ldihanansd
Drawing Funetion 1 1#a1uage1avg linsannudean1suoadld sunisld Texwre Tumisdy
fupnmiieninynd 13en59h Multi-pass Rendering $9809015H2910N1391A Node Buftou
(Global Effect) nand Effect dadpaanunsodmunlid1i¥annsald Drawing Function voa
an0a19dw ogralsiauTaudnAudaezi1thy Drawing Function ﬁugmmm PC Engine

M3 Texwre lagnon1dlan Renderer uandimflauanain Texure 1fuqnﬁ'ﬂms
ez Video Memory 38 udus#5an13 100 Graphics API udalifianusuiiuiise
431 Texture HLH1BNATI5IA15 Bind Texture Object AU API Hud1fY Texture

Object Y93 PC Engine

Texture ) Efiect

&;:.‘f::tn;rage . Eb h-]a?:' - &m_rgoTexture
! m_iPixelFormat

om_iCoordU L e om_rgoUvs
om_iCoordV %LoadBMP()
om_tApplyMode * ®GetPixelF ormat(}
sm_iCombineFuncRGR
om_iCombineFuncAlpha
om_iCombineSrc0RGB
&m_iCombineSrc0Alpha
om_iCombineSrctRGE
om_iCombineSrc1Alpha .
&m_iCombine5rc2RGHB Chiject
m_iCombinaSrc2Alpha
om_iCombine OpORGH
om_iCombine Op1RGB
om_iCombine(Op2RGE
om_iCombineOp0Alpha
»m_iCombineCp1Alpha Birdinfo
@m_iCombineQp2Atpha
om_iCombineScaleRGH
om_iCombineScaleAlpha
&m_oBindinfo

om_rgoColor
&m_fpDraw

Spatial
&sm_pEfiect

*SetEffect()|
‘GetEﬁ‘ect()i

(_';m_pRend'erer :
¢m_rguclD ... Renderer

4*GetiD() SDrawP imitive):
Bind(} T

»
Setimage(} *Unkind()

STexture()

511 3.19 Effect Class
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3.3.6 Scene Graph Rendering

MTUANININAIAIY Scene graph U NAUDINAMIY Camera Fauzgnaanaliiy
Render Device Tﬂﬂﬂmﬁﬂ‘lﬂm:ﬁlm Camera U5z 11d0 View Frustum, Viewport, Frame
waz S Visibility testing (Culling), 7313 Ray dm§uni 114 lumsipicking §0

Msfi Camera TgeaudRisuifviufuspatial  fofduma  Location uag
Orientation  WilHis10nsnAunesquanimnnInAmIaSpatial 18 misvuiidainld
Camera ti’luﬁauﬁﬁwmmnﬁuqﬁumﬁuné’anwﬁ]ﬂﬁﬁﬂayﬂuﬁaauﬁia:ﬁmtﬂuﬁu Tae
#7UVD3 Frame ﬁl’ﬂ&ﬂﬁ‘mﬁ?&ﬁﬁﬂ Location, Dircction, Up, Right 11415 ol¥ Location, Rotation

Matrix 1ud w04 Transformation uni 1A 10 19viioanuite s issdn T mmw

er ']‘()p T
V lett Far Right
X g W w,
n, ‘5 i
f / / E \ HBottom "
ar
// (4 Y
7 N Gy
Py ST .y
T U p
E E u‘ R

gzh‘“i 3.20 Standard Camera Model
317 3.20 uasia Camera Frustum 1ag Plane MiRudosFsdumisiidesdinounn
Frustum Paremeter v‘i”’sllﬂﬁﬁu Near Far Left Right Top Bottom IALAR M Vil Vir Vbl itz
Vbr U Vertex¥93 Near Plane @2U%04 Far Plane Az 158 nnatzi@o i l8ius wi wir wh
HAZ Whr
Vbl = E + dminD) + uminU + rminR
Vil = E + dminD + umaxU -+ rminR
Vbr = E + dminD} + uminU + mmaxR
Vir=E + dminD + umaxU + rmaxR
Wbt = E + dmax/dmin (dminD + wininU + rminR)
Wtl = E + dmax/dmin {dminD + umaxU + rminR)
Wbr = E + dmax/dmin (dminD + vminU + rmaxR)
Wtr=E + dmax/dmin (dminD + vmaxU + rmaxR) (3.3)
A9UY83N3H Frustum Culling 9211unsnaapufuusaz Frustum Plane #il)
Normal Bt€1¢ 10 #1 Bounding Volume Tnggds Plane fozuoalsiniu Tavaunisvos
Plane @301 16010 gaa i e Plane 93¢ X a1 Near Plane o E + dminD

D.X=D.(E+dminD)=D.E + dmin (3.4)
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Tud 21049 Far Plane fni@u i X 0 E + dmaxD
-D.X=-D.(E+dmaxD)=-D.E - dmax 3.5)
91D Left Plane axUsznovlIfa09a 3 gafle E, Vil nag Vbl dniu Normal
Vector fio
(Vbl - E) x (Vtl - E} = (dminD + uminU + rminR) x {dminD + umaxU + rminR)
= (dminD + rminR} x (umaxU) + {uminU) x (dminD + rminR)
= (dminD + rminR) x {{umax — umin)U)
= {umax — umin}{(dminD x U + rminR x U)
= (umax — umin}{dminR — rminD) (3.6)
Ffunmes Normal ilanLa0u01 Left Plane UAE TM3¥04 Left Plane flo

B d_ . R+r. D

min

B f 2 2
dmin + rmin

»
Tudhueafvfufea1unsom1aumsuna Right Bottom 1Az Top Plane 1l

N, N, (X-E)=0 &%)

_ min max ’Nr (X - E) =0 (3.3

N, = Smin m2 N (X =-E)=0 (3.9)

(X-E)=0 (3.10)

2 2
dmm +umux
' g yw | . A o Yo
UM Plane a199929any 1Ammzd 1m0 Coefficient o111 1A mram
sq Wy = B .
World Plane #l%ums Cull 9519 (Wortd Plane 1731130403 Plane Object) 91104

Viewport Parameters 93AnaQA Normalize 1iosninTidslinsmnunhaazanugaes

]
e |

dnilFuaaananss (Sufi Renderer) aauorutiandain lAun Left Right Top 1Az Bottom
Tnensu/Anuulashavuaiifadnii Comera sxdpudald Renderer N5 1udieiefozd
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gﬂﬁ 3.21 n50iv0a Non-fullscreen viewport
ﬁ"uinn Normalize ﬁ‘ltlHﬁdﬁﬁ'lHuﬂ‘uu Screen Coordinate (x, y) Tauns Inverse A1 y
5‘Jﬂlﬁi0wm Screen Coordinate 1931 y=10 arjﬁ’fmnu
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X-P,  _ YP,

Ax = LAy =
P-p2" " B P
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Pick Ray=E +tU
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gﬂﬁ 3.22 Camera Class
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M35 Render Scene graph Yuaziilumsiimudrdumisidumanny Depth first

Traversal M3MANUY Single pass Didudunsudne 115

e ¢ nordere soaia Come  Node o
|, Drescmotioser | | | | |
i OnOvaw(Renderer*) ! I t
; - ... ™% Culsd{BoundingVolume®) I
iContinua if o s —emem ik ! |
Eru(um lalse . o T e e | {
: : Draw(Rsndamr:“ l |
Vinual e ey )
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g'l.lﬁ 3.23 Sequence Diagram: Single Pass Drawing
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..., Renderer
| &m_poGeometry
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Node Geometry
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¢ SDraw(Geometry*)()
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Camera
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;ﬂﬁ 3.24 Drawing Related Class Diagram
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Amualidy Derived Renderer umuﬂaumaqﬁm
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Enable Vertex Normais
Enable Vertex Colors
Enable Textures

Apply World Transformation

Create and Draw Vertex/Index Buffer (Array in OpenGL)

Restore World Transformation
Disable Textures

Disable Vertex Colors

Disable Vertex Normals
Disable Vertices

Disable Lighting
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Renderer
&m_poGeometry
®SetRenderState()
*SetAlphaBlending() B
$SetBackfaceCulling() DX9Renderer
$5etFogState()
$SetMaterial() $SetAlphaBlending()
$SetWireframeState() %SetBackfaceCuliing()
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®EnableLighting() | %SetWireframeState()
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- a -
31 3.25 Renderer Class tAaI@y
3.3.7 Billboard

M3 Billboard 11 1éfiez 1sinnTlndimsfmun World Transformation veeiaglf

= & a 9 =
inmmadimindosdufumsi World  Transformation  (umi1fives  Scene  graph
(UpdateWorldData) 0g1t§3m391 Billboard U551 Scene graph 34l 1930 anniitoainse

19m13 Overridden method M 1iILUNode 14 TaensadnsmmiyuResinis gy

¥ »
Tngseuunu Y (Up) vosiagquinladadn il

Amvisveandes lumsyvea Biliboard
CamLoc = BillboardRotMat” (CameraWorldLocation — BillboardWorldLocation)  (3.14)
wrvesnaoaluuou v

Angle = ATan(CamLoc.X/CamLoc.Z)  (3.15)
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Node o
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*UpdateWorldData() —
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gﬂﬁ 3.26 BillboardNode

118 Terrain
3.1.8.1 Large Terrain Rendering
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mla mmfuﬁ%’n Page llﬁzaﬂgdl%ﬁ"lj Terrain Node lag Page ﬁﬁﬁ"mﬂu Plane ‘ﬁll‘ljﬁ
Segment MUTLTHINDUADE Vertex T IMUA TALLARY Vertex arfinnugamuiiling

11 Height Field Data $9089015A 120 UV IR ULA AL Vertex 918




38

_‘ Geometryﬁr
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gﬂ‘ﬁ 3.27 Terrain

3.3.8.3 Continuous Level of Detail
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317 3.32 CLOD Terrain
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Root ;

o1 InitializeQuadTrse{ ) SetEwen( )

Each Vertex :

GetVertex3( }
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Simplity( }

—_ e

jﬂﬁ 3.33 Sequence diagram: Initialize
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zﬂﬁ 3.35 Sequence diagram: Vertex Simplification

|
I I
: I I
¥ page has been f |
simplifled {need
{esseliation) | |
I |
Eachbiock ©__ |, Render) ; ] |
nauwe | < | ! |
L | RendarTrangie( ) I | !
Triangle that can be O o p—
sumdad. andthe ! < |sEnaJ|au( ) | '
vertex is enabled ;_..——5—-w«-*~ww—— el |
T ittt (bbbt |
S I~ 1 I
T ~ il
5 ~r RendarTriangle() ! |
% < | Goometry: Draw) : |
Cann  Dn g >
-subdivided e e T T | !
anymoa : L | ! |
" | | I |
| I I I !
I | | ! I
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311 3.37 Controller Class

3.3.10 Keyframe Animation
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KeyframeControll
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gﬂﬁ 3.38 Keyframe Controller

3.3.11 Skin Controller
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317 3.39 Skin Controller

3.3.12 Shader
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317 3.40 Vertex/Pixel Shader Block Diagram
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Madel-View Transformation

TRANSFORM_MVP

Madel-View-Projection Transformation

CAMERA POSITION AUMUINT DY
CAMERA_DIRECTION femundaa

CAMERA UP

AN LU INdDa

CAMERA RIGHT

AN U NVBINAD

FOG_COLOR TUDIMUDN
FOG _PARAMS (start, end, density, enabled)

MATERIAL_EMISSIVE

Material Emissive
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MATERIAL AMBIENT

Material Ambient

MATERIAL_DIFFUSE

Material Diffuse

MATERIAL_SPECULAR

Material Specular

MATERIAL_SHININESS

Material Shininess

LIGHT_POSITION

AMHU D UA

LIGHT_DIRECTION

ANV A

LIGHT AMBIENT

173 Ambient

LIGHT_DIFFUSE

Lle1d Diffuse

LIGHT_SPECULAR

1183 Specular

LIGHT ATTENPARAMS

fi1 Attenuate UDALNY

NUMERICAL_CONSTANT

mnINaaL

USER_DEFINED

i User AMUAID3

M3l 3.6 Shader Constant 393§

IR UAY Texture NBIRUUSSnEnIUNIsIAN1INUIOA1NS Shader

| a & 1g z <
Programlangneeu InduazAadadaf lisuiludesnounindunzdnAsdn Saiy Bindinfo

#funaier Shader

" Ghader

T om_IShaderType
Sm_rgoCenstant :
. &m_szProgram =
| &m_oBindinfo :

*EnableShader() .
‘Setcmalu'ﬂTmulnthVPO
*SeiConstantTransfomMV()
; “SetConstaniTransformM() -
{ %SetConstamTransformP(): .
*SetConstantLightPosition)
i SetConstantLight Diraction()
$SetConstarntCameraPosifion()

; | “SetConstantCameraDirection().
i #SetConstantCameralp()
| %GetConstaniCameraRIght()
. “SetConstantFogColor) - I
*SeiConstartFogParams( |

| ShaderConstant |
[8m_ |CnnstantType
{@m_iOption ;
{&m_INumRegister |
- i Gm_iRegister
;Q>m JJDB!E

© “Datal) :
‘SetReglsterDala()

' 8indinto ]l

. %GetShaderType(}

 %SetProgram()

. %addConstant()
*GetConstant()

- %GetHumConstamsi()

: e . “SaiConstantlightEminahe()
: : *SetConstantUightAmblert()

: %SetConstaniLight Difusel

| %SetConstantLightSpacular)

i *SetConstantMateralEmissive()
| “SetConstantMaterialSpecular)
" %SetConstantMaterialAmblent])
. SSetConstantMaterialDiffuse()

' \Shader |

 PShater

* *SetConstaniMaterialPower()
ShaderEffect
. ¢Am_povShader B |
&m _poPShader DX9Rendsrer

i SetConstantTransformMVP()
| *SatConstantTransfomM V()
- “SetConstand Transformm{)

. %SetConstamt TranstormP()

319 3.41 Shader Support
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3.3.13 Detailed Picking
@ 3 L ¥ gy a o
MUNFID1NNT3A3 14 Picking Ray 91nA21A Camera 132 §19eN115 0919291 Picking
tuuno 18 1non 51990 U Y Bounding Volume vaasazing laonTa uannqudnvus
193 Scene Graph 11130%1 Picking tuud1dudu’lel Tavldgueutid Virtual Function Hvz
donnsaseinld ldunduiu Nede frzoomeadidane 1 1ign uazduiu Trimesh A
92ABIMINIATINL Bounding Volume ABUKAIT AT 001 IUsEA Triangle HAUBANIS

s a i & o ¥ o oA ' o o
Picking fi0 Pick Record Array F1lsznou ldaeingnda tazniveadaii Ray an

Spatial _ PickRecord
- ! &m_pintObject
Rm_rgpPickRecord| Sm_fTime
‘ .
SoaCrsst) \ SGatttObject(
% *GetTime()
Geometry
IntRayTria.
Trimesh Node
*DoPick() *DoPick()

5100 3.42 Picking Classes

3.4 Physically Base Simulation Module

WANNIBEALDUAIUYO Physically Base Simulation Module Usznouliédudundn
mududuiuie
1. dauas 9Ny iuua s iag( Collision Detection)
2. AU afuﬂmﬂﬁmﬁ']ﬂuaﬁﬂq (Rigidbody System )
3. g Uidufiutunaingudans vufuyesiag(Collision Response)
Taavamud s ufiuiiezdeaavoduiu 1unﬂﬂ§aﬁﬁﬂﬁméﬂuﬁ%$ﬁm‘i
asmpuMITURue LAY nazdesuiuizdeiagiisumniull daw Ufduiug it
fnamfrmalnivesingfisuiuselyl Taoludau Aumsiefeufifudum
Afdniuindams vy ioannd dnnlidmiusiuzsusutiuinaquiaunda fAsusuns

¥
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34.1 AUATITMINTTUGUTETAg ( Collision Detection)

ar 3 oo ar Iy
Tindnms lumsmmadeuiuiuvesingaosiu Tnsasreadeusindoyaves
»
e ar A

FagisaparsesAlsznoundnvesdauilszgneanuuu il aaia lumsesnuuy
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aaail Idhildaaghnmmhsufiniuiiusuuhsdenfuazuunfivgaiidaiu
ssdmunmsasmivmsmesniiu msasedumTrivesiagiinioud (&
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A7) wazmsas1iumsruvesingivgas (idinnuE) uaziierszAnsam
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wuanil lehimsusamanaasuaz s umu sy sonvInfueL1aRion
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doamsihudu sz 18 uded hldhaumsndamaasionigavesdumiaism
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Antunmanarmanziifadunmiious fuuazdulamnsduulafimiloudu 5783
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hlﬂ'ﬂ'%"lQﬂf’l1ﬁﬂullﬂﬂﬂulﬂﬂ1ﬂﬂﬂ1ﬁﬂ’lﬂ"]lﬂ derive D1NAOD1EU

Class Intersector

{
public:

virtual ~Intersector(};

//static intersection gueries
virtual bool Test();

virtual bool Find(};

//dynamic intersection queries
virtual bouol Test{const float {TMax.const Vector3& vVelocity(,const Vector3& vVelocityl);

virtual bool Find(const float fTMax,const Vector3& vVelocity(,const Vector3& vVelocityl);

Hime at which two object arce in tirst constant for dynemic interscclion

float GetContactTime() const:

protected:

Intersector():;

float m_{ContactTime;

= r = q./ o
nnldn wwinlan Tdeeauuuld 09379 Test) uaz Find () d098nHME
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. 1
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Intersector sz l1ld

1 asasisdeumssussnhaduaiafuamumdon

2. MINTIADUMIVUTENNSE FUaum ALY

3. AIIATIRAIUAITFUIENI NNV AduAT IR I AU

4. MIATNABUMITUITHIIUAUATITUNS InaN

5. MISASIVTBUMTUITHNUTY HUNS INaAY

6. MIATIVADUMIFUTEHIITIUYBIFUATINUNSINAY

7. msarwasumssusenhuduaseiu dwmdo

8. MIATINABUAIITIUIENINSE U AmBoy

9. MIATINABUMIBUIZNTNEIIVDUFUAT UM ALY

10. MIIASIDABUMIFUTTH IR AGUR LT UM AL

11. A15ATINADUMITUTLHINNTINANAUNTINAY

12, NM3ASIVADUMTBUTEH T ABuFUmaey

13, A3ASIIABUMIINSEHIEMADLAUNInay

14, AITATINAVIATBUTEH I THADLTUS 2

15. ASATINNDUAITBUTZHINNTNANAUTZUID

31U 3.43 fludredeniseenuuunaa®i 15 unsaTeneums i Derive 17

9210 AR Intersector()



53

~ inilineSphers ItLineBox _ ltRayBox rBaxSphers iSpherePlane
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Class CollisionRecord
{
Pubtic:
typedel void (*Callback) (CollisionRecurd& roRecord®, int iTO,

CollisionRecord& roRecordl, int iT1,Intcrscctor* plntersector);

CollisionRecord(Trimesh* pTrimesh, BoundingVolumeTree* pTree,

Vector3* pvVelocity, Callback oCallback,void* poCallbackData);

~CollisionRecord();

Trimesh* GetMesh();
Vector3* GetVelocity(),
void* GetCallbackData();

void TestIntersection {CollisionRecord& roRecord);

void FindIntersection (CollisionRecord& roRecord);

void Testintersection (float fTMax, CollisionRecord& roRecord);

void FindIntersection (float fTMax ,CollisionRecord& roRecord);
protected:

Trimesh* m_pTrimesh;

BoundingVolumeTree* m_pTree;

Vector3* m_pvVelocity,

Callback m_oCallback;

void* m_pvCallbackData,

ManN1IAFRUNAD 1zhiMmIasAoUMIUAGUY A M ALLTEH I1aTe4
ar 4 ] @ o =] o 3 o 3
FaquaziiowunauiufvziSon CallBack Heidu Taus@unsasmuaiadduil 14
Ndvanms iviez lsfu YagTamvidnniu iesmnmsasvaouuuuiioz 1%
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4 - ar = ] o o 1
msamdoufiinyuiu Idiungus uf?hmmsﬂn%ﬁaumﬁ‘Huﬂumm:mu’lunqn
mniu dumssmudszdnsnmlumsasvaounsrudas lavnseaniuy
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ama nguvesiaghiinanniluli ldnezsuiuanlasgluuveesnarmdudad




55

Class CollistonGroup

{

public:

CollisionGroup(};

~CollisionGroup();

bool Add{CollisionRecord* pRecord);
bool Remove(CollisionRecord® pRecord);
void TestIntersection(};

void FindIntersection();

void TestIntersection ({loat fTMax};

void Findlntersection (float fTMax);

protected:

Array<CollisionRecord*> m_prgRecord,

3 > . 1w & 4
nwTuiafia Testlntersect uaziimsaunsngaussniniagimuaieglu

a -

» ] 1 v
aquil Tavmsinag ozhiuiaddu Add uozmisioieendaziui st Remove

€y

L4

4 o i o .. ’ ] & &
gringiindr lhiudoudlu Collision Record mszduiuamanadstiuyune

ﬁﬁ'umu Collision Record 11193

3.4.2. fHufinnumandeuiiveding (Rigid Rody Simulation)
| A ¥ o o o = o 1 o [ d
Wehuizdlunsaiiiaguis Tasezfiana Taolidua1uos dunds anus
» » » [
Fadu anuis o Tuududodu TnwuduFam twla danuilosses
Jag usasssund Melugaduazdan idnhauailudmoadumiaeainag

as v =2 ar ) 21 A as 5 = J' - Qs dﬂ
w pawallsaw Ut dovazmandounvesiagdis Swmanadiszdyuuudall

Class RigidBody

{

public:

RigidBody();

virtual ~RigidBody();

Vector3& Position();

void ComputeMassProperties (const Vector3* regvVertex,int iTQuantity,const unsigned int*

rgilndex, Vector3& rvCenter),

/fset rigid body siate




void SetMass (float IMass),

void SetBodylnertia (const Matrix3& rolnertial,

void SetPosition (const Vector3d& roPos);

void SetQOrientation (const Quaterniond roQOrient);
void SetLinearMomentum (const Vector3& roLinMom);
void SetAngularMomentum {const Vector3& roAngMom);
void SetROrientation (const Matrix3& roROrient);

void SetLinearVelocity (const Vector3& roLinVel);

void SetAngularVelocity (const Vector3& roAngVel);

{fget rigid body state

float GetMass () const;

float GetlnverseMass () const;

const Matrix3& GetBodylInertia () const;

const Matrix3& GetBodyInverselnertia (Jconst;
Matrix3 GetWorldInertia const;

Mairix3 GetWorldInverselnertia (const;

const Vector3& GetPosition() const;

const Quaternion& GetQOrientation(} const;
const Vector3i& GetLinearMomentum(} const;
const Vectori& GetAngularMomentum() const;
const Matrix3& GetRQrientation () const;
const Vector3& GetLinear Velocity(} const;

const Vector3& GetAngularVelocity(} const;

typedef Vector3 (*Function}

(
float, / time of application
float, /! mass
const Vectord&, // position
const Quaternion&, // vrientation
const Vector3&, // linear momentum
const Vector3&, //angular momentum
const Matrix3&, // orientation
const Vector3&, // lincar velocity

const Vector3&  J// angulur velocity
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Function Force;

Function Torque;

void Update (float {T,float fDT);

protected:

float m_fMass,m_{TnvMass;

Matrix3 m_omatrixlnertia,m_omatrixInvinertia;

Vectord m_vPos;
Vector3 m_vLinMom;
Vectord m_vAngMom;

Quaternion m_vQOrient;

Matrix3 m_omatrixRCrient;
Vector3 m_vLinVel,

Vector3 m_vAngVel,
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3.4.3, Fyus Ul FANRuEHAINIS¥U ( Collision Response)
[} cl” 9 Voo & aw o ¥ a2 ) ar
Tudmiiz lenvaiuan i Contact Anmatizimihiinudayandemsru
o [ A o [ 0 % ar .. e
fuvpaTageioit 1 mpu Wituama Collision Response Tufurmnsaas

- ' o [ i g @ o
Arn1as awhldennud maw Ay jluuivesnaa Contact zifudadl

Class Contact

i
Public:

RigidBody A;  //Rigid Body A at Collision
RigidBody B;  /Rigid Body B at Collision
Vector3 N; // Normal of face Rigid Body A

Vector3 PA;  //Contact Point A;
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Vector3 PB; /iContact Point B;

o

U] o ¥ L. ar U
21 1A NiMsINUA 14 RigidBody ¥943AY 115A UAZIAUA DA RigidBody
w Py o 1 = e o o 4 o
10330 an HAZiUAIUDI Nomal wihfifiansyufuvesiag uaziugaiisuiu
- g Y s T o o
TaovianuaiiflFnudoailunuiloudies saruariiomfiudunmuves

CollisionResponse Tﬂuﬁgﬂuuwmﬂ AARGRIT

class CollisionResponse

{
public:

private:

CollisionResponse(std:: vector<Contact>& oContact);

void ComputePreimpulseVelocity (float* rgfPreRelVel);
void ComputelmpulseMagnitude (tloat* rpiPreRetVel, float* refimpulseMag);

void Dolmpulse (float* {lmpulseMag);

void Compute ();

void SetContact(std::vector<Contact>& roContact);
void AddContact{ Contact roContact);
std::vector<Contact> GetContact();

int GetiNumContact();

void Clear();

void SetRestitution{float fRestitution};

float GetRestitution{} canst;

std::vector<Contact>& m_roContact:

float m_fRestitution;

int m_iNumConlacts;

. [
TumssnnuazSonduilatu Compute Taoluilanduiiseiins Swanm
E *
femauazanus 11465 Rigidiody Hannd lnumsion Hasudnaudrfo
. . . 4 "
ComputePreimpulseVelocity , ComputelmpulseMagnitude , Dolmpulse Faluugazda
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ComputePreimpulseVelocity - WiHTAA M IMAIIMT WEWENoUMITUY
A ' = @ oo o A P W W
Tuuu normal oy inisairufniuiilontafszindouiamiui b
o a e i '
ComputelmpulseMagnitude - At fuow impulse NINATUTEHIITO
ing

v ¥
Dolmpulse — $11M311 imputse 7 141 Tuuuduivfvnsaziag

Tavszitulumugd 3.44

. Application Collision
' Response
I S P —
: - ‘Contact i
| — I
] !
A |
E |
l
SetNomal A | |
‘d:dContact |
#ompute
! ComputeRreimpulseVelocity
'| |
! ComputelmpulseMagnitude
; e ]
| Dolmpulse
T SetLinearMomentum A S
-""<'SetLinearMomentumB
;getAngﬁlarMorﬁ'entum' A
e SetAngMomentumB | |
;
< T T e e e e
T , i
I i {
| | |
| ; |
| . |

U 3.44 ueaadiunIsiSunldau Collision Response



60

Anlv A eaw 1 Y09 ] - 4 oy
wa lamudlazi s rinsom ladwdmnsudagee I lunemala Fed

¥ o oA v Y e @ ) 9
anemskatningnaeRzdesiimstdoudunlalignaiulldu

3.5 ﬂquﬁﬁlﬁﬂ)‘ﬁﬁ)dﬁﬂ Physically Base Simulation
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