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Somsak Walairacht Advisor
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ABSTRACT

This thesis is about the development of 3D graphic engine development which can be
used to implement any 3D graphic application. The contents cover essential components of the
graphic engine, the principle of design. The developed engine is aimed for the realtime-
processing performance and provides flexibility to the user. It includes the ability to change and
maodify for future technology. Tt can perform hierarchical scene graph management, various
animation techniques, terrain rendering, and various visual effects, In addition, the export tool for
modeling package is also provided.

This graphic engine is developed by using C/C++ as main development language
together with 2 Graphic APIs (that is DirectX Graphics and OpenGL). However, the core engine

can also be used in the API-independent manner.

I




naanssudsemea

P = :!udyod P v 8 Y e o o (= v oo oW o
'JWU’IUWUﬁﬂ]J']JHﬂ'Iﬁ%ulﬂE]U'Nﬂ Ao Uz tazAISnEIn a3 audnd 103w

o ¢ ¥ WV Wt

4 o P, a & s
anJumm‘iﬂggﬂ’mﬂuTﬂNamuazﬂ‘immmwuﬁ 'll']wm"lz ﬂ"]J"lll"]Niuﬂ'J']ﬂJﬂl{lﬂi']zﬁ’ﬂ'lﬂ

o o

4 o "
WMuB19138 uazvaveuwsegauiluedaga
A { Ly - - ) <« o =
wveuRuneuq A9 Uoeq lumainimnssuneniunes aonfuma lulad wsy
vButNAUIgUNMITAIANsE1Y NAaui ifziimen nazasslimdlaausun
v Ly 3! = o 3/ A o w
gameidmdvensiuveunszam dan wisen uazaseuniivesthwdidumdde
o w 4 6 q YV @ o a s ¢ w o dg d 1 W oA
nazlimsmivayulugases) i lvsmidmusodiinadwuiatuiiduiegarsdod
3 o w =2 = = ¢ W dy 'y 9/ =] ¥
Aafwazdss Topisuiananinontdwusadull i veneunadiinggunnniiu

Qs

ww agia  sygaTIufng

£l

ar o td?
HTY FUIRY LB

11




i

NI NG I
ROV DN Y e 11
ARSI M 111
VS v
R SY 1311 i S VI
A ST S L i v e R VIl
mnﬁ TN ADNNNNNSLLL A e N e 1
L1 UM NN e e NN 1

12 Saqulsseanuealasama. 1

13 WOURUOI TSNS 1

.31 pMathematias, \ o~ / Wy \ s Za0Ncooln e WW 1

153.2 YOrphicss N\ o8 F, W0at” { Ve 'l eeeed Y 3= BN 1
143.3( . Applications > \J/ &000 \\( < Feocqeqel 1 - A0 . 2

L4 se TomiAma e Wy 2

1.5 dowdlseneuvest S et wus 2

uUnii 2 1r|qu&jﬁugmuazﬂqyﬁﬁﬁm%a ____________________________________________________________________________ 3
2.1 3D Ghgpliic Baging . > Do S e e oL .. 3

2.2 mmg"ﬁ’ugm ___________________________________________________ 3

221 Veottgras,  YRIAILND N® . &L 3

e B i (-1 o SO S 6

2 QUARGITIION g

224 Stripsand Fans 9

2.3 Rendering Pipeline 10

230 A0WIAONTINL 10

232 o3 Flow M3 AW Pipeline_______ . 16

24 AN Culling e 17

241 View Frustum Culling e 17

2.5 ndosdmuaAINaNIW 18




2.6 3D File Format e

2.6.1 MD2File Format

2.6.2 MD3 File Format

2.6.3 MBS3D File Format

2,64  ADS File FOrmat e

3.5.1 Object System

3.52  Scene Graph

353 Rendering

354 Controller

3.5.5 Terrain

3.7.1  Apphication

3.72  Console Application

373  WindowApplication

3.74  WindowApplication3

3.8 Plug-in Exporter

3.8.1 Prototypel Exporter
382  3tata Plug-in Exporter

383 Configuration Y93 Exporter

un 4 MINAAVAULDSHANTINADD

¥
4.1 NISARRY

asd
4.2 ﬂgwuﬂ'lu‘llilﬂgﬂﬂ'l'iﬂﬂaﬂd,

4.3 MINAABY Lighting




4.9 NMINAADY Castle

410 mslFuWdn1dvin MaxoToPtl TuTusunsy 3dsmax

= o 4
uni 5 unInsaluasasl

5.1 vvagy

5.2 Snsuiden denlaseay

53 flgwgdassevasmuamiandt_

5.4 LUINHNAUIND

VITUIYNITY

VI

102



GREIITTIRPRK

A1519f3.1 udpamaiionues Mipmap Mode YDIAATH Texture 50

1 ' =3 = 3 o o [
M151903.2 LaaamsdSounensTn 1999 Event Callback AU Window Message 74

M191904.1 HAAIRIRUTIUVBIANITNAGEA 86

VII




syl

gﬂﬁ 2.1 LAAIRIDENAABAILUHUNIN
gaJ"r"'l 2.2 waaadapeNAsAIUIa Unit Vectors
gﬂﬁ 2.3 uaadand AT SN IINNNeT
gﬂ?'l 2.4 uansdIBtuMIATEINIADT
31]'?; 2.5 1L@A9AIDH19013 Transforming NINMABI AILRT D

51l 2.6 uaraadapdruunin

51/fi 2.9 watae 2D wpen13 14 SLERP 1oz LERP
51/t 2.10 uamaifantsadrs Triangles Tanidund
51fi 2.11 uaneBamsadne Triangles 10633 Fan
gﬂﬁ 2.12 nEaIdaMs@in Triangles 1au3F Strip
31]1'?; 2.13 uﬁmiﬂim%mﬁugmﬂmq Rendering Pipeline
3‘|J17i 2.14 1an. Geometry Stage ﬁgﬂuﬂqsflu Pipeline
31]'71; 2.15 uaad Geometry Stage Tuddu Model Transformation

gﬂﬁ 2.16 Ay Geometry Stage Tudau View Transformation

gﬂv‘i 2.17 uarad Geometry Stage Tuaau Light and Shading
gﬂ?'l 2.18 a9 Geometry Stage Tueau Projection
gﬂ‘f‘;l 2.19 Ay Geometry Stage Tudau Clipping
31]17'; 2.20 uan9 Geometry Stage Tudu Screen Mapping

gﬂﬁ 2.21 uaes View Frustum Culling

UM 2.22 uerae Eye Point £ tag View Frustum

3UN 2.23 namenIwues Camera Model

U 2.24 uaras Taseard o md2 File Format

319 2.25 uwunmvealnseadaves MD3 File Format

3UR 2.26 uwunmveslnseadaves MD3 Mesh

U 2.28 uane Chunk fldszneudas Sub-chunk

gll‘?; 229114 Common 3ds Chunks Identifier

VIII




o

51 3. ueasial sy Tomii 1891001351997 View Frustum Culling

v »
37 3.2 ugaanwsawvesisszun Taoasn

4 s = = 4 ' .
U7 3.4 namadaunitaningld 3.1 Fuilulnseadralavasoves Spatial

g‘ljﬁ 3.5 11eAN Spatial Hierarchy

38

39

40

42

.43

H i . é
317 3.6 uaRIEIUMTIIVDA Interface YDIAAT Spatial

o o

1 ' = o o 4 1 o .
3ﬁﬁ 3.7 UEAITIUN LAY Node Class AFuNUSHTUMsiFouaofiuvog Scene Hierarchy 44

31]?; 3.8UdMI Instancing, ... ... .45
51lfi 3.9 nanedanmilsningildl 3.1 #14luszvutou Geometric State Update_______ 45
51t 3.10 urmsdaunilsningalii 3.1 714 uszUVYEY Render State Update....._.. 46
31]1“'1 3.11 uaasdauves Inseaavesaana Light Physical Attribute___________ 46
gﬂ‘ﬁ 3.12 namdauues lnsaaavesnad Light Coordinate System A7
gﬂﬁ 3.13 uaraad nued 1nsaas1aveenand Spatial .48
917 3.14 uaAeE Yo Tns9n319YDIAATE Texture Image . 49
gﬂ‘?'; 3.15 uaAea Iuvo4 1AS9a319004ANA Texture FilterType. .. 51
gsﬁi 3.16 WA WD 1AS 90 19UD9IAAY spatial az Tnsiad19vpnara Effect. 51
gﬂ’i’; 3.17 ueraadanved Insead9vesnand ShaderEffect . 52
ql#t 3.18 uaasdumianngl 3.1 FafluTareatheTaons11ves Renderer___ 53
gﬂﬁ 3.19 4ansaIUved 1AT983199939AA1A Camera Coordinate System _ > .53
514 3.20 uaAsd L0 AT I3 19OINAIY Camera View Frustum_..__oo. 54
91lfl 3.21 uarascanves 1RSI0 1VOINAA Camera Viewport... ..o 55
a1t 3.22 wamsdauniteoingdil 3.1 SuflulnssadraTasnsoves culler 56
gﬂv""n 3.23 nareaaauved InseadWvepad Culler 1 56
gﬂffn 3.24 udassuvealaseadwvesnad caller2. 57
31]?] 3.25 uerasaauves Inseadevesnare Culler3. 57
31]1‘?"1 3.26 uarasduvestaseaswvesam e Spatial 58
gﬂﬁ 3.27 u@Ag Sequence Diagram mmﬂeﬁ’%'“u ComputcVisibleSet 59

IX




310 3.32 uameduves Tnsaedavosna1a Renderer (2).. oo 61

gﬂi’; 3.33 uaaaduved 105993 19Y09AA A Renderer (3}, eetemenenemer e emeenemenee) 62
31!'?; 3.34 uﬁmﬁauﬂjaﬂﬂsqﬁ%wmﬂmﬁ Renderer{4) .. . 63
gﬂﬁ 3.35 yasauueaInseadsvenard Renderer () oo 63
51l 3.36 wansTassadravesnana Controller 65
gﬂﬁ 337 tanaTnseard U A VAR A UNBANNAAE Controller I1B3843Y Animation__66
31]1"?"1 3.38 1A 15903 190IAAI Terrain, TerrainPage. ... 68
31]1‘?‘; 3.39 uana 1n39a3 NVOIATIAANNTY ClodTerrain ... 69
gﬂﬁ‘ 3.40 uamﬁ'qunﬁemngﬂﬁ 3.1 duiluInsaataTaoninves Application .. 69
31 3.41 narmeTnsandeuesna Application, . 70
gﬂﬁ 3.42 ud@ Hierarchy Chart UBanguaa @ ludIu Application ... R 70
gﬂﬁ 3.43 uamalasaadwveanard ConsoleApplication . ... 71
31]1‘?'; 3.44 uansa VeI InsendavenaId WindowApplication (1), ... 72
31]17'; 3.45 HaasaIuved InsIas19unInatd WindowApplication (2),.. o] 72
31]1"1" 3.46 LEad LD InsIad1NYB N8 WindowApplication (3).._......... ... 73
31Jﬁ 3.47 uﬁmmsﬁwmﬁugmiuﬁﬁ%’u Main ¥93A27¢% WindowApplication .. 75
51l 3.48 urmanarerdnlumsad N Bxporter 78
gﬂi’; 3.49 u@nan3 Implement THEIN QOEXPOTt e 78
gﬂﬁ 3.50 uEAIN1S Implement Tugau WSceneBuilder oo 79
gﬂﬁ 3.51 UaAMIN1T Implement TUB U TERVErSe e 80
E‘IJ‘?'I 4.1 waaamsafadualsssuy PV RADPH, 3 N 81
gﬂﬁ 4.2 naaaIUUTENBUAING VO 82
gﬂ‘?'l 4.3 s ulsznouaws wes X-Library ... 82
gﬂ"r"l 4.4 uerad Configuration v09 W4 Project 1w X - Library,____ ...83
gﬂ"r“'n 45 AR NA WS S Y 83
3‘]_"?‘] 4.6 uapamsu A Ws PATH 83
311'?; 4.6 ueaa Configuration vo4'Wd Project W X -Sample_ 84
gﬂ'ﬁ 4.6 uaa Configuration va11Wa Project T X -Tool . 84
gl a6 warmansedadanlssenn_ 85
gaﬁ"l 4.6 LAANAUDINITNADDY Lighting . e, 87
gﬂﬁ 4.6 LHAINAVDINTNADDIVOI MaterialTextures ... ... 87




514 4.6 uaaanwsuaulunsnaass Multitextures

5.

eah

19 4.6 LasipanIsNAaIvI09 Multitextures

'

31U 4.6 uansNaN1TNAADIVEI MorphController
gﬂ’f; 4.6 LAAINAMINANDIVDI ReflectionsAndShadows 1
gﬂ?‘l 4.6 LLAAINANTINAAIUDI ReflectionsAndShadows 2
gil'ﬁ 4.6 LAPIHANITNARDIVEY ReflectionsAndShadows 3
gﬂ’i"; 4.6 LAAINAMINARDIVRY ClodTerrains
gﬂ'ﬁ' 4.6 LAAINANTNARDIVD Castle 1
gﬂ‘ﬁ; 4.6 LAAINBNIINARBIVDI Castle 2
31 4.6 uamams ¥ Exporter Tudunoud 1
51/ 4.6 uamens 1au Exporter Tushunoud 2 naz 3

v ¥ "
51 4.6 uaasnis 1911 Exporter Tuduaoui 4

X1




1.1 unin

o y = L4 @ =y L é‘ L)
Topiuil aouiumestatidmlunn Wamniudsiudldoumniy Tusunsulnia

oy ma a Y £ A o A \ -
fhosmsmsuaadmanyy 3 T8 JuuaMIunTUG 09 SUHDINININANNAINITOAN
A Graphic API wenewies ldmiuday  ldnszuaunmsvosnswaun Tdsunsuy
' = 3 o é‘ = 3 o 1oy 3/ o
A28 1AdIUInAY saamndanulas hifianmianudlelumsihinuvas

4 o o o 9 o oa o 1 Y] n’t‘ 4
pifpsainanasansme sz intszaninmlunsviiaueraseseuin aau asdAng

¥

o=t ar d’r‘ A or ’ 9 o
AUNYOANAHIYUIWDDAANTISAINGTT ﬁJﬂGFjWﬂIuﬂﬂiuﬂ‘iﬂ

ar d
1.2 Jagiszasnveslnsams

13

a 4 A ' b o
1.2.1 'l Mduesesdie easnrmigasndudoulumswan lilsunsuilsegng

o

~ o oy
Goalniuuy 3 98

. A A a a 3
1.2.2 i:‘iﬁjﬁﬂ')'mﬁ’m'liﬂ'IUﬂ'l‘iﬂ']‘]Jf}H’ilﬂﬂﬁ mﬂmnﬂszﬁmmwﬁuaﬂmﬁmmms

WnHYnAN 1Juee Graphic AP

123 awsehdeyaninTilsunsuadietag 3 Hawldou Teedestunisudlenn

lFaninly

YUt UNUBIINTINY
qy 9 v ' 1 a Q’ ar ¥ 4::’
vouwaved Tnssnuil landsanudiulsenauaiag vsaauiudane Tudl

1.3.1 Mathematics

1 ) k) dy ~a ¥ a kY
Wudnmurudeyaiugiuvesszuuiildautasmsdnuned
-y t H H 1 A 1] :
AOlAFIART A7 MNoYD9 19U Vector, Matrix 1182 Quaternion 10uAU Fudludun
= & [] o’: o [ l': ¥ 9 [ 3/ =
gnisonlfaurieunsafiga faduszdeslfanuddgneduainialums

Uszyranailundn

1.3.2 Graphics

o 1 ! o - ] 1 L3
nluguidamsiazarugunsanne eI lsunsuwesuay Graphic API
ot s as o o o r
(Renderer) 520 11/Baszuulumsniuguinguazsamsanuduiusvesianane lu

0’1’ ar Q‘ =y ] i o 1] A ] 1
11N (Scene Graph) HBNIAUU ganumandmdszneuihaus by wu aamms



1.4

1.5

]
=

A -
weraanndou 11 (Controller), MIuAAINMYTSZINA (Terrain), 1841 Taoniuh
] & 1 9
amudtgiazANBUrgu lums 14
1.3.3 Applications

Fudriidaumeg Anam PRdunsausauiy Tasdamesnilszney

v ]
) =4

o & ¢ o A
Augwindulunsaduldsunsulszgnd  sazadnszuvlunsdmnuiugm

4w
[STLIR Y|

Uszlomifimateyldsy

os 3 1 = os Y oy o
141 185ve0mu§ s lafierdumsueraswanin 3 a lunouiunes

w 9 - ar o o 4 oYY
142 185uanu] snudnlunodumsesnunsdnd®udunuy 3 44

(Y 4 ar ¢ oW £y
143 'TAsuanud anudhlufoady Taseadaves iddoyavesing 3 5a

d
aauilszneuwesuS ynniinus
&' o oy o o dy L4 9 e A ° qdf
ilomaeaiSygriivusaiudilszneullde 5 undletu As umi, nufnugi
naznufifeITe, MIvenuUBIATRA, NMTNAABILAZHENIINAADY, UNINI3BilAL
»
a3t Tavansoswunsioazidonld Aene il
o o - 4 dan o
uni 1 umi nandegatszasd Uiz Teminlasuuazsveuwavss Tnsesiu
- =4 dv S d b4 " =5 A e
N 2 NEHRUFIULEENOE)IIReITeN nate nouiimn 14 lulnseau
Tagdu)
¥
uUnh 3 mIsenuuLLas AL nanie nsennuuuuaz Inseas1vunasuauy
UM 4 MINARBILBZNAMINAREL NATIDI AINATBUATINYNABIATUNG BRI 1A
Ay & [
afinesmsniola
=5 = o v = 9/
un#i 5 undInsaiuazagl nanns unagy, Jangdassa, nuamaud ly, uazsuuamn

ARLIND




YN 2

4

a & e e
NHHHWHIIUASNHHHNINEIVDI

]
=

o v = ; a = o . .
Tunnileznavdmguiiugmlesna Tl uazfifierdoalunisfamun 3D Graphic Engine
A nﬂ' o ’ 3 o L n‘ d?
wefivgdldgenu ldanswialse Tomd wazannsodnluifomluundaly 1Red19@vediu Tao

] ' = = a gy ¢ ot w & 3 as -4
ﬁ]z"lnnm'm AAITTATBDUYANINUN kmﬂi'ﬂﬂﬂlwt.lQi'?'lH'EUTI'Iﬂ'J'IiJL‘U’ﬂ%WIU'JWQﬂiSﬁ\ifﬁﬁ

2.1 3D Graphic Engine

Graphic Engine (M5oyalidanutatu Ao Library) (u msadaszuufiionumdniy

L)

< J o =t ot A o’ Ll o d'
M3AAADAY Graphic AP1 fillgailszasfiioannududou, armdan Tumsiiud

n’r’ 3 A 4 { L] ar
vzdvasunlFmlaunse vafivefivzadeanuazanazanudi lafdwlviiugldau

]
-] £ =~

»
9349 1147 Engine 199 Jiimdmaanuiiutiniiazmedn dniy Savzuanaaiu il

e
L 4

e i

" 3 [ »
Fadnay fio “nann1s laew 1 Engine arsezdnaii 14> aefi

o

Tuyuyesveangazau N4

(1) amsiunne YeyaiudumiuiuRaseusg

@ Annanntoyamudiunisiinuuesiy

@) dwndayalil1¥iu stance Aaumiveasiy, Sréuilu

oo W ' y A o o
(#) 5udoyasn Instance nounth me hilfamsuazsdiuin
' a3/ S ¥ ! 1 =3 9 9 ¥
winwedlunivead1¥anindeems 1 Engine iWnedn’ls AdenszdvamsIiiouas
»

d¥adn Ao uf Init, Load, wax Shut winiu Teeldaulvimsdnnuidamatiadign
implement 19861915 lusmzidadha Engine Hinadianuduiusdutanssdosiminy
9 v o & o v A - A P - r.g LY
W1l ersaunad auesals imendnidesilymneviafoziieinldluszuy

u’: d” . P 9/ 13 o e . =t o o

il Engine A5M2A0 lIUAUAY Project 1a9 uazfianuaiunsofiszsesiy
Project A1M35U Application MWAM Multimedia #1199 19 Tag'liduiludaaiimsliuilga

» [ 3 [

ufiludauvee Engine 1aq 100 Aasiud U9 Engine Code Aasfiezdaahifimssiudsi
i g . . é - 3 L | [l
iAoatioafiy Application 13n1aTu iefsedhi iiuilanudanguuasTinnuiiulyidlums
i 19Ini'le

¥
uon9INT #7 Engine faozdnionfudoyaoinmeusn laussaglugilves File Format

x
2.2 ANNINUG I
2.2.1 Vector

o o o 4 aa oo ] '4
NNAoIT (Vector) I.ﬂU’EHI.iUﬂ’JLa'UHUMJFI 'luﬂ'swﬁlﬂamnm;azmumumﬂnnmas




wiiosrdszroumelumes aw niedesdlszney Tasudazduieswaniumazuny us

sSaqudannmesiuaziinadisenousaunilad idmunudeims Sz llunsuen

A lidezfiusuomia fimms uae anudalumsindeuiivesing Wudy
Tatnmmefiiuszdonlsznoudsvinauazirma winf@omiiugunmizamise

- d A o o
unuanna lddoanuenseaduiesirmamusonaas lddoigans Fag

d; as L o 5
317 2.1 uansdindrannansAouAUN W
=t o o L3 Y & ao
uenvInnisnaasdegilizausafouniiudaudovdimuldvargluny - §433
P N B B
namsuiidofiganemsuaalugl <x, y, 2> 41 x, y naz z szilusseznamuuuinny
X, y 1 z Mud

Magnitude and Unit Vectors

¢ o = 4 ¢ o v

wnaveannaesiuseoulugduey |V Fsnnamesiuannsonivmald laals

o ¥ H & ] % o oot
'c‘\:ﬂ'illuﬂ'li'}'nﬂ'l'lllU'l')ﬂ\iﬁllﬂ'l'iﬁ'lﬂﬂﬂ ﬁ?ﬂl?ﬂlﬁﬂ{ﬁuﬁﬂuﬁﬂ (Unit Vector) ﬂﬁﬂl?ﬂlﬂﬂi‘ﬂ
P 4 o P v k4 [

Huwailunile Tagynqnnmesannsolasfiunnmesuitenin 18 lasnsdh

R 2 2 o o n,: s o L] o 1
Normalization Fanfamsianmesiug Tuwisdrsvuiaveaiues ssslednauan

u=<3,4>
lul=N\/3*+4°=5
v=—4 -<06,08>
2]

vl =\/0.6%+0,82=1

51 2.2 na@IdI8019N15A MU Unit Vectors



Vector Arithmetic

o i o [ - [] "
NARBITNTONZMINITIIN AU 1Az AuUAIeAT Scalar (MINTUAVLIABENIAYD)
lllsi 4 - = S e = o
amoninmsdasundasvuiansonam uldsunsuanuidswisoneiit Vector
Arithmetic m‘lﬂumsmaaunmmmnmmm mmmnmaﬂ‘lumsmummawmmm“

N
o o

wﬁmwaaammﬁmm'lﬂ‘lumuﬂsmm Thoil Operation fidAayAai]
- Addition and Subtraction
- Scalar Multiplication and Division
Yector Producis
nees biannsafisziinsguiudeitundmiiou Scalar 333 2 Operation AlF1u
© 1 o
m‘i'mmiqmszmwnnmaiﬁa Dot Product (1818 Cross Product
[ ' ¢ A 5
Dot Product 93 1%lunsnmyuszninassnmmeiuialflumsasisaeuninuiiu
v & o Y S o d < w
Orthogonal 18 FaiudseTominnluduenda wumsniussdns uae anuGIvesing
A ] 4 o o G :.: 5/ =4y
diotiussan useliudreuedlanudoussduquinssiiudagiug Wudy Taeliifmsm

1 4
a

=]
U

us v = |ullvicose

0= arccos |-4—%
[ tlv
A
T [(1.4)
IV, (4.2)
-—f } f t } =
Y
6=arccos| —1X3+4X2 ) 494

ViTxaVs

! e ' ’ o
511 2.3 LAAIFIIDINAITNIUTEHTNINNDS




Cross Product

» ¥
ﬂ"c;w ar ‘glo

Cross Product 19 IUAMSAMUIMNIINMDI NAIRINRITDINADIRTINGG  Cross

2 »
ot

a o g o I o o o - ot
Product fu sinez i luntsmnmmedvesituindag leesnniinvosiuiesiifemedanin

ot S g P - £ n’: a
VITHIVHTIAT ‘Hi’ﬂ_ ’E)']i)ﬂl%‘iuﬂ’liﬂ'mﬁﬂ%‘l'ﬂﬂ\mﬁﬂ mswumﬁﬂ:ﬁwﬁmammﬂnv

L3

1 o

WAVIAQIEUAY Tagd1150MIA1 Cross Product Tdanaums

=b

uxv = (y,z,- 2,y,)i - (x,2, - Z,x,)}j + (x,y,- y,x,)k '
o \ll 1 :,' 9 o 4 an 1 o '
PNTAUMTISIU AT Cross Product uuaﬂ%"lﬂﬂnnﬂmaimummmu "l:ummm

o L4 saly @ A (oY - LY
lafunmaeiaoadia 14 veein hulifirmenisdanin dagu

Uxv (1,5,2}x{2,1,3)
. (5x3-2x1)i—{1x3-2x2)j+ (1 x1-5%x2)k=
U
{13,1,-9}

UM 2.4 namaddpdnisasamanADS

Transforming a Vector by Matrix

o 0 L] & o ' 9 = 8/ o A =4
midegdumtivesganiodng  dauwnesldwainlumsfieinmesniega  Fun
» s
v a e o a v
n55UUN591 Transformation waimivszgnlFluaeansdide mrldwaintunmiud

o 3 o 3 o A L o
¥94A13M Transformation Tueda az A1 1duA3AdIoAoM1IYIN Multiplication Y04IMADS

Uns9n
1.2 3 3 ix3+2x1-3x4 17
4 58 8 t|=]| 4x3:+5x1-6x4|=| 41
7 8 9 4 7x3+8Bx1-9%x4 865
= g i ) 4 <
gﬂ'ﬂ 2.5 ugAINIDHINIT Transforming nnmasé’amumﬂ
2.2.2 Matrix

»
mesnfupuidvesduarine N*M  nudvesenuiiandanivannsoldsning
a ar = s [y A ' R . 3/ gt
Aundnminundamaasunldlunmsuaamiesiuinmiues Linear equation 1dlasls
N . A 9 o . ] e ] 9 " Verct Ay
(UA3N Operation ti184971N151H1NATA Operation ¥ IATIMIIIUTBINTIMI1FITOY
Tunrsdioar wumsh Substiwion  JwdwanudBiweinezgnuaasiuglves
Transformations Lﬂuﬁmﬁﬁtﬂumsm Rotation 112 Translation ‘ll'e'N}.fﬂi.]ﬁ‘mﬁa doan 1%

- ~¥-1 [ o o A 5
wainiugluse Transformation NAeMITMAUvEUNATN TAvldMAn Algebra Fadrouaziin



¥ o o = e 1 e §
W llsunsuinn1dise Taowesn N4N @ §149u Columns 1Az Rows tirfu) gy

YD UUATNAIFY)

dy &y, an
‘8z 8z Az

dyy 8 Ay

3U% 2.6 uamIRIRIANATN

The zero and The identity matrix

. r=} & edea 1 4 w o 4 B
The zero matrix AB wAsRATAMRAUTugU radwsvesnTuINHSeaUWATNTAY
I . 1 a
#18 Zero matrix vz uAAY
. < { -3 or =y 1 = A .
The identity matrix A9 wa3nfi luguduwainlaqezlaaudn Fanielu 1dentity
. - io’: 3 s ] s/ s o 9 9 0
matrix  seisuilugudvenuasndudumtiadunznsaeiiGuendivuudisananE

: T : . ;
yvzdanduvile #9219 Identity matrix 1UA13 Reset matrix

>
1l
o O O
o © o
o © O
"
0o O -

0 G
1 @
0 1
gﬂﬁ 2.7 @R The Zero matrix 1A% The Identity Matrix

Matrix Operation
o i > & o o - ¢ A 0 W
NN Matnix Operatlon Lﬂuwug1uﬁan1u ﬂ15ﬂ1u’]ﬂl’Vl']s?ﬂmmﬂ'lﬁﬂﬁlWﬂGl‘]fﬂﬂiﬂlﬂﬁ

TuT) Operation A§ Uil
- Addition and Subtraction
- Scalar Multiplication
- Matrix Multiplication
- Determinant of Matrices
- Inverse of Matrix

- Transposing of Matrices



2.2.3 Quaternion

'
s =4

. P o 3 v '
Quaternions 921l5znoUAAvBIANRYTAIN T IUMTIaRImIns Yy Taoen x, v,
o o ' A v :
z WUNUAILINNDT HATAI Scalar SLUNUAIY w F3A Scalar WHUDADIDIFVBINITHLU
“vo3danluglyes cos(angler2) 151815015 Quaternions 1@ IugUued q = [nv] Taw n Ao

i Scalar Lag v ADANINNDST

»
_a A

9 R 9 1 e ar H
315 Quatemions Tuszruamimiuiidoane v laiifians Gimbal lock Ae31# xxx

.
Q@

- A o = o ] ' B
LHAZUANIUTIUTUNAS IR IVDIDWUEY 1T Interpolation rotation ‘I]S\‘l'lﬂﬂ'ﬂﬂ'ﬁﬂ']ﬁ"«lﬂ

b

L -]

\ LY o o J o’: é‘lJ {
Matrix innnaz JAkadwiiand uashdngAens 19 Quatemions v 1duf luniaifiy
3/ LY ' 3/ . N A o 1 i o '
doyatiaoniIN1s 1% rotation matrix HBInINIMALS 4 duviaunufiezld 9 dwmia
=2 =1 oo o o

st lumsdszusanaves lssmaeiatiaunsluaisduow Operations
1 o J (3R o o i [} or 5/

anY5IN1  uadunasguTdsunsudnsegl (AP A hisesSumisldan

. =< g o ] R 1 A [
Quaternions Tavpse 3sRoeimsudadnin Quaternions sflu Matrices ﬂausmm"lﬂ’l‘i’flu

v A
Audugvos Tsunsu

x and y together

rotate 850 degrees

- X , 4 \ :
U7 2.8 usasmwasAailam Gimbal Lock 1118991011144 Quarternion

Interpolation with Quaternion

Interpolation  Fanudqiuediannlumiiuvesluaauiia  msld
Interpolation ﬂzﬁ’m‘lumiﬁmmqﬂﬁunﬁﬂ‘fumnqﬂﬁmmmiuﬂuﬁmqﬂ Famsidneis
ﬁyilzﬁﬂﬁﬂﬁm%’uﬁmmim‘?umni{unf}aqmﬂmmmsnﬁ%’nqﬂﬁmm"lﬁi‘hﬁ'ﬂﬁu
szueasaganimua’l? nasannsafvzdmuannui unsaegald

Quaternion Interpolation ﬁ'lé’fﬁ‘lmi ﬁﬂu"nfu 1/58nOUAY (Linear interpolation) LERP
1A (Spherical linear interpolation} SLERP 1o LERP Wumish Interpolate YpAFUATILAL
SLERP 171401391 Interpolate vaatdH 194

Taowal)) 9319 SLERP Tun139 Interpolate 404715 Rotation ynnifiey 14 LERP
Tumsvuiesnniinnusuiunnnd  uamsld SLERP  szfianvfawatalfnnnds

E 4
o s

- v 4 [ o 3 o
fofumnyanniumiveuasagaiissozihiviunn - ewewld  LERP  lumisim



Interpolate unun13 1% SLERP 14

‘ interpolation intervals

1l 2.9 tara 2D woen13 14 SLERP uae LERP sziiu 1631 1314 SLERP seiilums interpolate

luguves 23nau uag LERP 11humT Interpolate Tudiuvoudunsa

2.2.4 Strips and Fans
¥ . ¥ : = ' 2 o
mM3ld Strips uaz Fans 1un13adn Trangles Fevzgavlumsmuanuisalums
9 -

Render 3D model 14 TaoUn@msadn  Triangle tuszdeaiimsszyiianua 3
. . . ¥ ¥ - w o od ¥ ] .
Vertices 910¥1$ Triangle 1aZVINADINITAIN 2 Triangles LA NITABDITLLYDI 6 Vertices

o " - s [ o 9 .
Frofu uams ISiuRnuuY Strips taz Fans vzta0lunisaamsifudeyaves Vertices 14

9 w o =) o & = . ] a L] ar dy
Taolvinaawiimlounu FauIRaLuL Strips 1182 Fans HHANNTATIIAIUY

tH

U7 2.10 uansdian13ad Triangles Tau3FUnAS 119U 4 Triangles 92AB132Y) 12 Vertices



10

3

3UR 2.12 narmadamsad 1 Triangles 1003T Strip 119U 4 Triangles 92721104 6 Vertices

2.3 Rendering Pipeline
2.3.1 aetlnenssu

Graphic Rendering Pipeline laltnfinmneinTanvasnmnuitueia (9u vieds

O

L

< g ar 1 [] L] [
i) Taowszdszneuli@in watwq Stage, voundl61s u lunmsyudariuve
Ad . ) A o : v 2
iniu duiuez ldawsomdsuInien Stage usn 1alda Stage Aimaeld sundniniy
: AL AL . . . /
Tu Stage Naowwzmaouiillis Stage fi awlidoneu Taoh anuSivosves
} g :
Pipeline 92@910 Pipeline Stage ATMgn Fuilu drunovia(Bottlencck) Y09 Stage
¥
NIMuA
] L] 14 < 1
MINLLRBE1MD 137 92 18U Conceptual Stage Fausiaily
. . [ =i 8 o o e .. .
Application ity Stage NQN implement Trerarénas 19U Collision Detection,
. — 4
Acceleration Algorithm, Animations, Force Feedback, BU%)
o ) > ¢ & ¢ P
Geometry Bign Stage QN implement Tagnssardasuazesauds Yunu
' »
a01launssu (Architecture) ¥4 Transform, Projection, Lighting 4184 fatl vzdimg
A oz lsezgnaa gnneedlsuazi vy

] ¥
Rasterizer HIN3NIAnMIMToyangnadediu 990 Stage Aound asuu

Y
HU1D




11

HUIENFE):

uAag Stage In921ilu Pipeline (Usznou'ludne nateq Stage) sgmeludiues

. <3 “ oo = 1 t g 8 o o
Functional Stage MUNUDA “Stage ATludiutiuou” (e hilasey3signs mu)
Plpelme Stage YETRUGE “Stage ﬂﬂﬂﬂN1u1‘1JWS'EJEJ“| flu iy Pipeline Stage auq ‘Vl

!.'Haf)'ﬂ\iﬂ‘llﬂ” mmw"anmlmwmu lW’E]clﬁ‘lﬂﬂ‘iwﬁﬂﬁﬂ'lWﬁWIﬂ

o = e ooy . . P od £
anuFrlumsnamwnazfandogndadun Pipeline Stage fidhiiga Faffe

" o o ] 5 [ 3 r
anui lumsimsnfanuniacdeyavesn e d anusadinann sreglugy

494 Frame per Second W30 Hz (1nanTae1a 161 “Throughput” LINWU)

|
Application
Al

Geometry

M)

Rasterization

Pipeline 11 %8 334

Parallelized (UN3834)

51 2.13 uarnaTasaad g 1 U0d Rendering Pipeline

The Applicatjon Stage

A M n:lyu 1 & os n,: o o
111939107 Stage umamiumumaﬂmmf Aaoa, MUY UNWAWTITIUTID

4 3 a o o 1 A A EY
1At Tmplementation ionlaoualse@nnm1d (19910 Stage BUq AnpuIN

1A - . A [ 1 o .5 o 4 -
n’nmztﬂaau Implementation 1HDIVIN Stage ﬂi‘lﬂﬁ']?(!ﬂﬂi"ld“l.luﬂuﬂ']'iﬂll,')i, UAN

fanaihu ) dRezdamansznude “narignldwiene Geometry 4z Rasterizer

Stage™)

A o . , o
1931 Application Stage, Geometry mzéfmgﬂ render ‘ﬂzgﬂﬁﬂﬂ‘lﬁ’ﬂu Stage

] & o S o w A . \
o'l Fofuithy “nufiddafiqalu Application Stage”

1 ¥
nadninn1siihy Implementation AdesoWAls 1A Stage 11 hilAgn

il Matwe Stage toe uded1a1d ad1alsiaw Stage dfdaansngninuuLy



12

Parallel 'lé’uuwmﬂq Processor (CPU ‘ﬁ Design UUL Superscalar Construction
W SUANNTON execute Mateq Aelunanieafly Stage nuariu 14)
Process ‘ﬁﬁﬂgﬂ implement TﬂU'ﬁ’J‘] 1) @® Collision Detection (Hﬁ'wmifumn
] Response ndu 1M1 Force Feedback Device) ua:ﬁ'«ﬁﬁﬁm%’uﬁ’ﬂmﬁ Input 910
Source guq {Keyboard, Mouse, Virtual Reality (VR) Helmet, 3146‘])
'l-lﬂﬂ‘i)'lﬂ'lfu ns:muﬂ1s§uc‘| 84531 Texture Animation, Geometry Morphing

nFom A 7114189 197 Stage u”

The Geometry Stage
Geometry Stage 9¥5UHATBUWANY AUMIN19MUUILIAN Per-Polygon W30

4
Per-Vertex Tnognittaoeniili Functional Stage #145]

Model & View A 'N -\
Lighting Projection Clipping Screen Mapping
Transform -V —V‘ —./ _r

gﬂﬁ 2.2 U@ Geometry Stage ﬁt_]nuﬁ«ﬂu Pipeline Y84 Functional Stages

L, SR —— d d

119058 Functional Stage NiABI0IN 92519 Pipeline Stage dv3u (Iny
° ' LY 3 . A [ ' [} io i ]
NIUDENVUIUAY Pipeline Stage 1] AIBON 15U “¥N Stage Niruagluaiu
FoNALIS

. o 8 [ | . 3 o a

AIUNTUDUY Functional Stage iJ'li]Qﬂu‘lNUEJUfJfJﬂl.ﬁu Pipeline Stage ¥400&4
ar 1 ' ¢=' y A { A . b
N790879 %Y “Functional Stage 1ﬂq ﬂqﬂummﬂﬁgma: Pipeline Stage 92810150

MUY FPU danenie” 14

Model and View Transform

5uAu Tumavzogiu Model Space (Model Coordinate) Y946 189 11MILTIQN
A , ,
transform Gﬂl”w Model Transform ma"lﬂt)g“lu World Space (World Coordinate)
A A o qw . o & A 4 o aw .
efivzildynTunacglu Space @ud 91miv (Hofoeir IR Projection tiaz
.4 2
Clipping 118994 néoutaz Tumaiivua ‘Dzﬁ’fﬂﬁgﬂ transform @20 View Transform
¥ 3 ’
(aemsandes1iniga Origin uazTaediuludifiamefideans) udeSondieg
o A 4 n d
1 Camera 459 Eye Space HOA1INYIU §431015 Transform auq Rezenansaiavu’ld

k- ]
11 Stage 1190 15U Vertex Blending t1a¥ Transform f1lszuIaNanIt Vertex Shader




13

/! ? /
t
' W
" . u
"
: & . o
‘ 4
- > £ A Wi
‘ n
A
‘ o ™3
FATE SRR PR TP T VT T 1V are Sdeeivm m rolned o hat i s
et or a0 e Bamesird b g, aizgimel W Hw e ot phis BT
it vl

gﬂﬁ 2.15 Ut Al Geometry Stage Tudu View Transformation

Lighting and Shading
TAAN NI Geometric FMNTOIANNUIMBIRVUADE Vertex 1130 Texture
4 . ~ ¥ A o o * = o
(Image) F9TUMT Lighting 9290 1Hwefmndiudas Vertex vaaluma (lasida
T1ifin15919049 Phenomenon @197 19U True Reflection ttag Shadow 1a< 1ag)
i
TUDwWADE Vertex UNWUAIe VEGRAMINIUAINA19IA Light Source AT Vertex
HUDNUIADET Vertices Y89 Triangle 92QN interpolate U Triangle Ao
d" ] . & { 3 a . .
Interpolation Technique f56n71 Gouraud Shading, WwaRszinsdany Lighting

! w & ' .
Effect NFUFouAY 9215 Shading Technique 5¥¥ 114 Rasterization



- N e . i "

317 2.16 11A9 Geometry Stage 117U Light and Shading Tae#
o a o 4 [ - ar Y
awane Ao madwsie lu1atinsdaldau Tusasf nman Ao vaswiiile

Waldau

Projection

=1

s‘flum's Transform View Volume 1ﬂlﬁu “Unit Cube %131 Extreme Point E)g' |
AN 1, -1, -1 aaz (1, 1, 1)* 58021 Canonical View Volume

Projection Method fio Orthographic L18% Perspective Projection

Orthographic Projection
View Volume 489 Orthographic Taena 1y viily Rectangular Box LLE’{’JQFI transform

5y Unit Cube Tnofinmauiiavdn Ao Parallel Line 69099114 #8399 QN transform

= a ] u’p’
(LﬂmWENﬂTi‘m Translation U162 Scaling IM1UW)

Perspective Projection
] By e 9 2w ] 9 1 v o o o [ . .
ADUUNDEH LB, 84 AL ﬂﬂ‘lﬂﬁﬂaﬂﬂ‘ﬂ'lhlﬂi, H34 AR I|nas 'ﬁfNQﬂ Projection

. L

e

View Volume lunsditisziSenan Viewing Frustum i Pyramid ﬁgﬂﬁﬁﬂﬁﬂﬂﬂﬂ v

grnilufimaou Taoiszgn transform 1§14 Unit Cube 191y

£l
¥184910n015 Transform (M9 2 LUY), Tmﬂaﬂzgﬂﬁﬂmmgiu Normal Device
» ¥
w ot 1 1 o . .
Coordinate 1144 uﬁ”mm‘flmﬁuams transform meagm‘%'tfmi‘_lu Projection IW3X

wdannil unu z T ldgriruludmidiunm wdgniitliifu 131y z-butfer imu)



15

1) (03}

gim 2.17 a9y Geometry Stage Tuau Projection Tﬁﬂﬁ

(1) fio Orthogonal Projection Tuaazd ) fie Perspective Projection

Clippin
= 2 y

A o L} s i
(1499910 Primitive WUy 8gn1olu View Volume “Manun” nag “unadiu”
) 'ﬁ = 3 2 ' n’r’ | ar W [}
Taontiutlunsdiann Ao agnolunanuaszgneasluda stage 50Tl minegaiouen
»
Wanunoz ligads uaz egnieluunaduezAeanis Clipping
Clipping 111U NSTUIUMIUINU Vertex HBgnIouen 1o Vertex Tn Taof
St o % . N o & . ly g . °
Y5z Tominslaninmsm Viewing Transformation fill Projection N®U Clipping 11

¥ “Primitive QN clip 11 Unit Cube (48"

TR T 10
. New vertices

Clipping

new vertex

gﬂﬁ 2.18 LLeAd Geometry Stage Tuau Clipping

Screen Mapping
' 4 .
HOH X UAaZ Y UDunae Primitive A transform L'INE]E!’%"N Screen Coordinates

Tuvaeii Screen Coordinates TULAY Z 58n5WUT Window Coordinates 1agiiyui
S v Y lt!.‘ éd 1 rd‘ A
fifnlovgaszegh (x,y,) wazyuhiinunngaedd (x,,y,) Wo x<x, uag

Nh=<Y:




16

W R A P
ﬁi.‘ljll.‘ﬁ’l Screen Mapping f18 113 Translation AUAY Scaling, TasHiunu z

" o
Tilasuwansznulag 919n5202uMs Mapping 1as

- mpptng

Foe . .
ot H l»j . '
s - s ' - -\“; § H
i i .
e s+ p——

\.

: P e b
| ol I

gﬂ‘ﬁ 2.19 AR Geometry Stage Tuaau Sereen Mapping

oA
e |
J
Fa

»
o

i}
o1 -
]

b

-’

The Rasterizer Stage
o e ar

- e\ W
ithnousa Rasterizer Stage Ao “Iie1dgndes Ty Pixel inofioz nanm
9 9 r= q_v i 5 by = . 4

"lﬂﬂmagnmm” Tasi50n Process %71 Rasterization Y39 Scan Conversion ‘]i»llﬂu

“Conversion 910 Vertices 2 3t 13 Screen Space AUA1 Z GRRERNELD) Ty Pixel un
9 [ o
¥1199” TAgu1nvggn Implement Tua1inn3

i 1 (=] I . v o .
1ﬁﬂ"lu1ﬁmgyt‘fmu Primitive Q0 rasterize LA H 1184 Screen Double Buffering

Q9 &

¥ ¥
o a1 o -]
3agnld, uenniatiu Stage 1 dsfuAaveulumsimsasisaauniavesiulaely
5 ¥ ] =1 ] " =Y
7-Buffer (Depth Buffer) Algorithm fin 81 A1 Z 1w fwwmdnnn m z 1dulu Z-
[ ' 1 b - A ) 4 o
Buffer (Manafl Algorithm fiilufifloudwiieansin “amisofise1n Primitive 1u
o w 1y 3/ 4 & at
awulaq A4 Texturing Wuieiiou My nan asuuiag
;\ o 4
uBNN Color Buffer Hag Z-Buffer 641} Buffer Hawisagnldiveaianinly

3UlUUA199) 197U Stencil Buffer

2.3.2 @1 Flow M3919194614 Pipeline
Application Stage
9LATIVABUUALSANS Model # transform LHBT191 Subset 4D4 Model g
update

Geometry Stage
91N Stage ROUNIT 9231 View Transform N1gNIIA 122U Model Transform
vl Vertices 1tag Normal 111 Eye Space il‘lﬂﬁllﬁgﬂ Lighting uAaz Vertices an

Aunm Tao 19 uaniiaa199 Wan Material, Textures 112 Light Source




duimemyannns nazveundimanssly 17

MUAY Projection-Tutaa 131U Unit Cube uaznn Primitive fiognioueney
Qﬂﬁﬂ‘f"lzjﬂ 94 Primitive ﬁ intersect 11 Unit Cube QN clip 11 Cube LAY Vertices 12
91 map 11Ul Window vuniive

oA 92IPANTZUIUNMINIA Per-Polygon iTludpyadalilfs stage da'ld]
Rasterizer Stage

N Primitive QN rasterize (Lﬂgﬂullﬂl“ﬂu) Pixel UW Window Tﬂtl“ﬁl N3

ASIVABUAISUBAUTHU 92QAAMIUAY Z-Buffer Algorithm

2.4 maiia Culling
. = o o L - L .:s':ay =
Culling wuigbs msisasenvnnguion  lasfingudeuluditiveruieds a0
- -~ o - ' = o & oA ) S W oo Y W
Wavua Aisdesnisnezna doufigniida Ao dauveanind bl llldadwnmeou
é L3 H i 1 -] Qd 3 L] 1
gane FedwfimasnlildgniSavesniniu szgndane 11l Rendering Pipeline
4 g vl ) U5 N " ‘ .
genaulossFnuunotinnlsou 4o malnaued Culling A lUsunsumesaunsan
asenugy Ifed1uAuh A9 @ w150fiez implement Algorithm #1949 134 Application Stage
¥ » ¥
(uu CPU) 14 iail fanednuves Culling uiiaily 2 Uszinn dail
Ideal Culling Algorithm
H 1 % = . i d
Joyanda U Pipeline 91lu Exact Visible Set (EVS) fip Set fiwsuiiuldves
1] ] d‘ o q' = LI | a' o v ﬂi =t
Primitive a3 uou Tasfimsdnnamiuanlag oz lifinafiva v set aosunilasen
Practical Culling Algorithm
o o ¥ . ‘ij _ . < 'f‘_l a -
maga‘nm‘lﬂ‘l'ﬁ Pipeline 92114 Potentially Visible Set (PVS) auiumininouas
Lot 4
Uszamves EVS neil edsTlunisAnsannisiniuees PVS 93l Conservative (A2
[ v ¥
Approximate 1apfi PVS o199z I adunmiihigndesiuan1d

dhmusves pvs fle v ldiRadianaeiesigammneniiullld Fdwauas

o a’: A A g/ & = v o & oy o
Aszanuilesuna 2 memz“lmgmmmmmmmus:wTNf}mmwua:ﬂﬁ:mﬂﬁmwmnqﬂ

2.4.1 View Frustum Culling

dunmsiiaiagiiegniousnyundes (vioualiFaiu A Frusum) ven'ly
vinngudeyafissdeimnioly  Rendering Pipeline Taefnszummsiiezims
UszuranaseTngrienduuesinguilq (Per Object 130 Per Group) FanTzuiums
AaNa

¥ 1 4
o =

»
il Tnssardndoyaveaingezeglugyues Hierarchy fagiaialun

72939



intersect

O

inside

intersect

intersect

/AN

\V4

O

@,

outside intersect

31/ 2.20 11#R3 View Frustum Culling Tagh

inside

inside

)

inside

18

a A a J = &£ =1 . as
(1) 1ﬂuﬁammmmsmumn a9 2anaudnnansia Bounding Volume v837aQlia3

nguvediag Tuvmzh Tnudua waaads voUIANSIAAINAVBINADILIURIN

v ¥\ i e
@) Wlnnaiideyavesinglunindegludnyasves Hierarchy 5231l

o A @ o
Nﬁﬁﬂﬁluﬂﬂ1ﬂ15ﬂ51i}ﬁﬂﬂ Intersection f11) Frustum ﬂ!ﬂ\iﬂgﬂ\‘l

T a4 i ) w
‘inﬂgﬂ ?ﬁq’ﬂﬂgfﬂﬂuﬂﬂ Frustum f@ ﬁlﬂﬂﬂll'ﬂ‘l]ﬁﬂ“]ﬂﬂﬁiu %:gﬂmﬂﬂﬂnmn

nquiilsnglunm  SelulinnudwiuiivsdWeyaliarsawas lihlszuianane

] ] ¥ ) »
vz inghiegniolumie intersect i Frustum 1w 9zgnds tiiessindmaing (Iu

nsdivasegniolu) niouediuvesing (Junsdives intersect) Yimngaguunin

2.5 NADIMIHIVUTAINAMN

4 L4
Tuntsiaaranin o nawas lnvaznis saduieinsuaasdumnilaves World

¥
=) o] & oA ] o . o
Tauez3un YaUWATBINTUAAIHATII View Vohme Fatidausaulumsiii Culling Suiily

= =Y 5 q' vy =1 [ V| ] []
nszuuMsinsaeuNiliaglatheilidewanina  wieyalidan iogluveuva

YOINITUAAING) 1ATAIIN Clipping NzAumELfuanna (vFoagluveuwanis

qcid = v a nﬂ' 1
LAAIND) °lummmmwmmqmummmqﬂﬂgiuuaummmmﬁmwa

[] §F P ] n’: - -3 d & . o
daumsuaasaatoyaiogluveuiwminszitaiuldenmsTusdnd (Project) Wy

] » » »
ad'lUuu View Plane uazammsdi View Volume wugnsifatuldiffuvenivaila duniu

doyanignllsdng (Project) danan dousdluveuvalloun View Plane TausziSen

o

[ N ) & = 4 5/ ) o o
OUIPAING1IT Viewporr Fauiludefigmirlunaasuunminensuinaos954 Wuied

U
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View Volume winsgumilsfinzinn9am Sonh View Frusnm Tavszgnadiaein
m3donyasoesiinguesn (Eye Point) ihaisziatunnseunn 4 A udagszu
z15znou 1A Eye Point uazidu Edge ¥99 Viewport nntfuszhnsdafisiag e
SEUIUBA 2 SEUIV (30N91 Near Plane 14a2 Far Plane
TﬁUﬂﬂﬁf;”Jul‘lJ Camera ‘i]ﬂ‘i‘rmﬂﬂil%ﬂﬁ (Project) 'ﬁgﬂﬂ’h Perspective Projection
TasauisognAuam 1dvnnsdunesisan (ntersect) Ray 779910 Origin £ (Eye Point)

a0 181 World Point X 1) View Plane o Intersecting Point X ’

g‘ljﬁ 2.21 @94 Eye Point £ yae View Frustum Tau# World Point X Tu
View Frustum vlﬁgﬂiﬂi Sné (Project) Tdn x » U Viewport

. ° o a
#afimssauduune Eye Point, View Plane, Viewport Uas View Frustum W lving

»
LTy

114 Camera Model 'Efu Iﬂtl‘ﬁ Model #4n812921 Coordinate System ﬁnﬁmi’f@aﬁ'uﬁuag AU
Camera Origin o 9@ Eye Point E
Camera Direction Vector fiD Vector 'umﬂwﬁmﬂ’m D
Camera Up Vector B Vector ‘Uu”tﬂHﬁQle’JU U

A 1
Camera Right Vector fiD Vector YWIANHINUIL R
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g‘l]'ﬁ 2.22 UAAININYDY Camera Model 593 1184 Camera Coordinate System

1A% View Frustum

¥ ¥ L4 ¥
91031 Plane 919 6 Y84 View Frustum M9z %013 fiv Near, Far, Left, Right,
Bottom, Top, A WMHIUDY Camera 1 E ALIAUNANTIVBY Camera D, U laz R 721) Hazas
o ' n‘: : 4 H
wn'lédn View Frustum wuszasznou 1A e 8 Vertices TnofinTas 7103 Near Plane 98

3 o =1 o r o = t
Sonn ¥, , ¥, ¥, uaz ¥, ¥iueudeanu luaiuues Far Plane fozisenn W, , W,

» ¥
=4 = =1

L4
W, uaz W, waiivgliaumshlsdmivudaz Vertices fio

Vy=E+d D+u U+r. R
V,=E+d_D+u_U+r R
V,=E+d_ D+u U+r R
V,=E+d_ D+u_ U-+r, R

W,=E+ ‘:{m’-" (dpyD+u U+r. R)

min

w,=E +%"1‘¢"-(dminD +u_ U+r. R)
d
W, =E+ :{ﬂ-(dminD +u_ U+r  R)

W,=E+ oo dD+u,  U+r, R)

A . ar oy
we d_. A9 20EN1991N Camera Location 1183 Near Plane (1u#ifm™ D)

d 8 5202M3910 Camera Location 1€ Far Plane (lufisinie D)

b

u . A8 T2U2N191A Camera Location 11649 Bottom Plane (1ufisn13 U)

b3

u D T2EZNMDIN Camera Location 11/54 Top Plane (luiems U)
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=3 o o
Vi f19 5282919910 Camera Location 11849 Left Plane (“l.mmmq R)

F o ) FLUZN199N Camera Location 1184 Right Plane (1uﬁﬁmq R)

Tunszuaumsi Object Culling 1 9zQABUNANUA (Implement) vzidlums -
[

Ty =4 ] u’;’ v =
Culling 10014 Planc @ amiiaminiu 1ae Frustum Plane gnlvif1 Unit-Length Normal %
11l Frustum, Bounding Volume 22QNA3 19a@0UM Frustum Plane 83haN Bounding

1 é L] o z 1 1
Volume 9910U80 Plane 19 Plane 1113 sxdoiiamiulisgluveumamsuaninanazgn

o

D é o s 1 y o at
A19099NNTLUUMSHAAINED 4 1UNIIIUaIna1ntl 22launsdIMSY Frustum Plane

119 6 fame il

Near Plane {1 D 11u Unit-Length Normal ﬁ%’h’l’wmﬂu View Frustum
1&idugavy Plane iy E +d_, D v ¥ 18aun1sve Plane iy
D-X=D-(E+dyD)=D-E+d,,

Far Plane & —D 1D Unit Length Normal ﬁa";ﬁ’hmﬂu View Frustum
&igauu Plane iilu E + 4, D yMW 1A aun15v04 Plane 1iu
-D.- X=-DAE+d_ D)=—(D-E+d

-

¥ ¥ v £

TunsSlveq 4 Plane Rnasvszduraaudunsudinallil Tagvzvosndlenves

Left Plane iluf10d19 fin 110137 Left Plane i 3 g fin £, ¥, waz V,, fiogmeouuiiy
] v ¥ " d’

wlfa o Rozf1uIn Normal Vector B9 Frustum 10933

v, —E)yx(¥, -E)=(d_ D+u U+ rRyx(d_ .D +u U+ tin )

. (dminD + rminR) X (umuU) + (uminl])>< (dminD+ rminR)

S (dminD + rminR)x ((umn —umin)U)
= (U, = Ui N i Dx U +r . RxU)

_umin )(dmmR —rmirlD)

:(u

max

b

Left Plane 1l Unit Length Normal Ashnelu vazauanil
AR 7D
Y A+ T
Right Plane 3 Unit Length Normal fgmely nazaumsiiu
N = -d R-r D
SN e

¥
Bottom Plane 11 Unit Length Normal figmulu uageumisilu

N.i': ﬁ’ll N,(X—E)=0

fU N (X-E)=0
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N :dminU_uminD g

e AU N, (X —-E})=0
’ Vdriin+u§1in ’ ( )

14

Top Plane ii Unit Length Normat 71511010 uazaunsiiu

_d~ - -
N, = "nin "D 50 v v py =0

! 2 2
'\/dmin + umax

2.6 3D File Format
A3NAUT 3D File Format 1fmﬁa°l1?’i'ﬁmmmu1szn°lums‘l%’ﬂuqqqﬂ Taoansn
uﬁq*ﬁuxmumﬁﬂumm%’maﬁm‘f?u (animation) Y9 1aAAANIIA (3D Model) Huaeq
HUIMANENTTD Keyframe Animation oz Skeletal Animation 3amnirluldanuiuee

Yusgiuanudesnisusdly

<@
[]

) 1 . ' o [
UszanEnmroausay File Format Anliasndsznauniideduazdmadslunisii
= [ o -] o
NI U WA 1HE, AnusaalumsiSonldau, suuumsinudeya, Hudu

Tweamuiifawsoasnldnnmsesiio (Tool) Ma1owiia 19U 3D Studio Max, Milk

]
oy el

4 £ ; 4 ;
Shape 3D, Maya tHudy e lumaeudian1aei199ufezd File Format munsesionldiu
@ & o, = Y e ) v X A o
MINaNUu  marRahnsaamnludoduazdodsvesudas File Format tWern
ar d? . A 8 o ¥ A -:g R
@Y File Format Yaaautes e Iumnzausiums 199usntevy Tae File Format

1 o : ﬂl g o 1 L] ‘:§ L4 ¥
#lavnnAnuiuglu File Format #ifdnuaz 1¥fuedisunsvats Faillswazidoadil

2.2.1 MD?2 File Format
MD2 mode! file format 1Agniinauslnu3in id Sofiware gnesauLLM
ol hedenisIuazithle ssftsznauves MD2 model ﬁdmwﬁ'mﬁqﬁy
- sUnpyTueasiudeyadasniadin 81980 Insaadnaumioy (riangle)
- ﬁﬂ"ﬁ‘ﬁﬂ‘mﬂﬂdﬂﬁ!ﬂ%ﬂllﬁﬂ51qaﬁlﬂiﬂ (Frame-by-frame animations)
ﬁmnﬁu%’agammﬁuﬁa (textures) uunr’w’u‘]ﬂﬁﬁxﬁmﬁ’ayﬁﬁauﬁm Taw 1
MD2 model susofiiuin | dfsanuAame Tuwanaveadwg (file's extension)
@y “mdz> Audoyaifiy bvinary file winumesdaundnde douiiduia1nd
(header) uazduiiiunio MG (data) Frdneiz Indkmihitifiussazdoaves I

A w 4w oo
!lﬂgﬂ‘lﬂﬂﬂy‘ﬁﬂﬁﬂqal‘ﬂﬂ\iwnﬂ




Header

Frames — Vertices

Triangles

Skin Filenames

Texture
Coordinates

51 2.23 neraa 1599519909 md2 File Format
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The MD2 Header

L] ] o ar C’”
Header 920¢ ludmiivee 1ud Taofi Tnssadraded

24

typedef struct
{
int ident;
int version;
int skinwidth;
int skinheight;
int framesize;
int num_skins;
int num_vertices;

nt mum_st;

int num_tris;

int num_glemds;
int num_ frames;
int offset_skins;

int offset_st;

int offset_tris;

int offset_end,;

} md2_header_t;

/* magic number: "IDP2" */

/* version: must be § ¥/

/* texture width */

/* texture height */

/* size in bytes of a frame */

/* number of skins */

/* number of vertices per frame */

/* number of texture coordinates */

/* number of triangles */

/* number of opengl commands */
/* number of frames */

/* offset skin data */

/* offset texture coordinate data */

/* offset triangle data */

int offset_frames; /* offset frame data */

int offset_glemds; /* offset OpenGL command data */

/* offset end of file */

- ident fi® magic number VO M 1Flunsszyriinvesind Tasezdesiin

11 844121161 50 Tuilu “IDP2”

oo 1 ' oo
- version ﬁ'é) IDTTUVDX file format uﬁmxﬁmﬁmmmu 8

»
. . . B - =
- skinwidth 1@z skinheight l43zydennuniauazaiuenvesiui luma

AUA1AY

) o
- framesize ADYUIAYD AN TN U8 lud

- num_skins 9 $1INYRIRNNUFURNUTVBIRLA Tuie

. .
- num_vertices f19 $1UIUUDY vertices AD VHAWTY
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2 o
- nurn_st 1D 1I1UIUVDE texture coordinates
- num_tris A9 $149U04 triangles
- num_glmds flo $1urmveImds OpenGL
=} o u”’
- num_frames A9 1LV TUR LA TU Tuaa
. - o : o ' v : J A
- offset_skins fi® Awlsnszydumialuniog luddauaisudulngts exure
data
=) or o ] v .
- offset_st A9 W?llﬂ?ﬂfzuﬁT!iHuQﬂﬂQ texture coordinate
- ar E v 1 .
- offset_tris A A5 3¥YANIMUIVDA triangle data
- offset_frames A Aau13Ms2@ M1 183 frame data
=] o =) - v o W
- offset_glemds f19 muﬂim:umnmuwmmm OpenGL

- offset_end fin AnlsNszyfumtsvasaiusy’Ing

2.2.2 MD3 File Format
. 5 ° o .. 3
MD3 model File Format Tgminauslasuiim id Software Tasldlunu
Quake3 Tao MD3 13U File Format i¥@ni1@p1191n MD2 File Format Tagiigataudis
anwwsanmumaieude Tumasuiin IWaifeos  (multiple  meshes)  #u
o H & .
a5 19 tags 11 leafi a9 Usznoudaovaien part uasiAag part 4135150

]
4

=4 ' o =4 ar . =1 9 o d’.,
NVEH1 animation A9 AU Tunanfeaiu Tay md3 File Format 1 In7agdneaei

Header
i
BoneFrames
i
Tags
Meshes | )
b Vertices
—{  Triangles

—] Keyframes

— Texture Coordinates

M 2.24 ueumnuea1a3 29319909 MD3 File Format
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The MD3 Header

MD3 Header 9iantnzad 1oy MD2 Header 110 Inolsznenligan D, a

’ - . . -1 o y
version number, information Y949 chucks Ty file Tﬂﬂniﬂﬂ’d%’l@mﬁ

Y

bytes

Struct SMD3Header

{
mt m_ild;
int m_iVersion;
char m_cFilename(68];
int m_iNumFrames;
int m_iNumTags;
int m_iNumMeshes;
int m_iMaxSkins;
int m_iHeaderSize;
int m_iTagOffset;
int m_iMeshOffset;

int m_iFileSize;

1

1 »
intm_ild Wludu)sildszylofvealna Mp3 Taosrdoaily IDP3 winiu
int m_iVersion (Juduilsfildsryneiiu Taofoudiu 15 mniy

o 2iar o
char m_cFilename[68] tiludnnlsiszyouns Ing Mp3

. - o oo { < 1 ° a
int m_iNumFrames 1u@utlsH 1MAuninuay keyframes #i1%iunisiieii

int m_iNumTags iudulsh 19 unanome Tags vo9 MD3 Tuaa
N . o sy oo

mmt m_iNumMeshes Li‘lumuﬂs nlmny Mesh, geometry data, chuck
int m_iMaxSkins Hudulsildifun1gagaves skins 11414

. . . o i = 9 ] "
int m_iHeaderSize iludauysh 1diRvvunaveaia Iuddadly offset Tumine

int m_iTagOffset 1udauals i lduendumiisuns Tags 114 bytes
int m_iMeshOffset i udn1lshnde tagoffset 19v1duimisves Mesh

int m_iFileSize 1ud s lffiuvuiaianuaveInd MD3
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Boneframe

WAAY boneframe Hanun 56 Jud Touifudoyaifisast Bounding box voq
TuauAng keyframes 830Timdu 9211 1 boneframe Iag 12 Tudusnidusinonga
YOIUINY x,y,z YB4 bounding box Loz 12 Tudndafemigeqa
MPD3 TAG Structure

Misoude Tumaidrdrofy usas tag UsznevdsTsmirmndnagaia

. . o 1 A
(3 * 3 rotation matrix) , FUHUNVBIINADT UAZFBVLIA 64 A15I5NADST

struct SMd3Tag

{
char m_c¢Name[64];
CVector3 m_vecPos;

CQuaternion m_qRot;

w - F=s g A
- m_cName fludanlsviinansa 1ifude Tag
ﬂ a o a o 1 J
- m_gRet Huanlsveslsmiummininuainisviynveaaazivsy Tnose
[~ ] = A v [ i Qe
wusndunmmeSnawgeay  weldhenemsiasunasiaunlsidhy
_ % AN ) NI QW 4
quaternion  mailAsudmdlsvinmedndulsmuunin  yezaeluses
: ’ 5 ‘5 = ] = &
Y84 quaternion interpolation deiimsy lueaailiusu
& [ ] o =1 o ] 9 A
- m_vecPos ﬂﬂmm;muwmnnmanﬂumimnmtmuwm tag ﬂzgnhma
o v - A P e 1 & ] o - A |
umvedlumaiiondoiu musadmumisvoannmesezldowiiodiula
. N\ d
druniieves lunailaeu'ly
Meshes
Meshes Y03 MD3 ﬂi:ﬂﬂﬂ%’)ﬂﬂﬂ‘] vertex, animation, face, texture information
E§ L 1 AJ Qs
Favwehaynotiauuninee Jeuandnsznie Mp3 TWddu MD2 TWdfde MD3
Mdawnsoiv 1éazrains Mesh 1u IWdiRe2 (Multiple Mesh)
. & E| o g
Multiple Meshes  sgiitliz lominadisdesfeiimtunarqgdunylums

wansnagiunsidountavaendiuvesTuma
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The MD3 mesh lavout

Mesh

! [ ]
KeyFrames Faces TexCoords

l

Vertices

A 2.25 ununwaoa lnsaadieves MD3 Mesh

2.2.3 MS3ID File Format

¥
Milkshape 3D (ms3d) File format gnadniulasudinserinafidnglu
a o r‘n:{ di 1 ) - =1 J Y
UszmaadIngoiuauan®odl chUmbaLum sOft %4 Milkshape JWUFIUNI3AT 1IN
& . &
low-polygon Tutaaiie 14 luduousuyeni Half-Life
. y g ' 4 o . ,

File format ¥9911@8 MilkShape 3D Hlyeiayluizaasimingnuazianne
A luonaduiifionatiauin MilkShape 30 Usznsulddrendwamnsonugiu
NINUAITY A15EBN (Selection), N1INHU (Rotation), MV (Scaling), extruding,
turning edge, subdividing ua:ﬁuq MilkShape 3D fmn'snﬁnxufﬂm%’agaiuszﬁuén

b 3 ’
(low-level) 181at14 vertex 1taz face tool BANedeaNsafinzdisanlng 1ddnnt 70
File format
o = @ = N . £
AITNIDUINEUYSS MilkShape 3D (Huns 19uIRANUY skeletal animation 4
= o [} o) - o @ - 3
AWN50MS morph BiluFUuazaooniu skeletal aTimFula Tavhlaseadiieves
¥

MilkShape 3D File 2509810691

waeng : sannezeiinelassainvewdardiudolnsad e

. ) »
C/CH++ TIUDUAAITIUNTAUTUAY (defined) Max Values, Flags, 1482 Types Al
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/ Mgegavsduaazaulsznoy
#define MAX_VERTICES 8192
#define MAX_TRIANGLES 16384
#define MAX_GROUPS 128

#define MAX_MATERIALS 128
#define MAX_JOINTS 128

#define MAX_KEYFRAMES 216 4 amnsoudi|Aidedoens

J/ i1 Flag THuenaniug 41 MilkShape Editor i 1 1us hilsdeyaisaudiuiu
NS5 uAL3 Tuinanulng

#define SELECTED 1

#define HIDDEN 2

#define SELECTED2 4

#define DIRTY 8

/1 ¥ilavasdoya

#ifndef byte

typedef unsigned char byte;
#iendif 1/ lug

#ifndef word
typedefunsigned short word;

tendif // 1358

Header

el =

P r v ' fe
MilkShape 3D File Format 92i5uaudind: Idailimimasisaeun lWaiui

- [ . os : o v
93azQnaed laeszquinal Identifier (ID) T Iddduvzlivuin 14 lusuazuis

o 4 . . . 7w ar
10 lusiusnidiudn)sfiszy Character Identification String tazdn 4 ‘lugduduiiugds

] - S ' . .
n1lsAT21) Version Number 499148 a2 1dngnAnaeziia1 Character Identification

¥ ¥
String 1114 “MS3D000000” 1ML IR Version Number 1101 3 150 4 iy 339z

»
fo71 s ifuilu MS3D File format ad1agndes
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Vertices
¥ LK LY o - o
AMY09 Vertex vzogaavindaalasezisuon 2 Tudusailududsuuy
. . & o Sa Y g e & o
unsigned integer FufludmdinIfifusuouves Vertices uluma Fedanuds
»

. o v o
Vertices Huananazhua X, Y, Z Coordinate Plane A7 Vertices Y94 MilkShape &4
2 a & ‘lj o R . U o )
wuRuen 1 lud Wusiia Signed integer "hmmnmuﬁ;m Vertex’s Bone 1AgYIN

L} L] 1 ﬂ. 1 Qs Y
Vertex’s Bone HAuilu -1 uaasdt Vertex il Bone Ngnuuudoiuuag Vertex fise

1 'g Yo 1
luldsumansznulag s2H19nTLUINMTYDY Animation

struct SMs3dVertex

{
unsigned char m_ucFlags; /Editor flags, unused for the loader
CVector3 m_vVert; XY, Z coordinates
charm_cBong; //Bone 1D (-1 = no bone)
unsigned char m_ucUnused;

B

Faces

-a'ﬂ} w

Faces 92582055 uina 2 Tudatin unsigned integer ABWILDIN vertices
o i g o \ !, ¢ o ¥ Y y
HusutlstlNnAusnuves Trangle o laninlddudnamaregadeyaiiny
1 =4 ] E = 3 ,
AT WAZIDUAN I Usznounly editor flags, vertex indexes, texture coordinates,

- . 4 i o ;
grouping info 1181% vertex normal information Fad InTaa I 1Al

struct SMs3dTriangle

{
unsigned short m_usFlags; //Editor flags
unsigned short m_usVertIndices[3]; //Vertex indexes
CVector3 m_vNormals[3]; //Vertex normals;
float m_fTexCoords[2][3]; //Texture coordinates
unsigned char m_ucSmoothing; //Smoothing group
unsigned char m_ucGroup; /IGroup index

I8
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Meshes
. a ' . w ’ ¥
MilkShape 3D 1A52unguuea Triangle 1d0fuiluunaSonin Meshes wio
5 LT ' . -] v v
Groups M IMINAYAIAUYD MilkShape 3D AnsaMmdanguiumslddinilsznou
v i 1 =) . =t
mqqmaﬂumaﬂuazmu"lﬁ' 'liJ’TI%L‘ﬂu Textures Y138 Materials LAZN17 render {83
[ a3 'y W A s o o
vdedlumanaunsom’la  Tessunndualsvuia 2 Tudszydmames
Mesh tdmmdoyadayavuia 35 luduazdulsuensiuiuues Tringle indexes
é 1 H L) H . o y =1
guthusfilinsi ermanndouudud Groups Tumsiwansdeuuilifhudiod i
Tnseard 1 dutlulumsyseas Structure 1Wo 197U Real-time Application 151923%02
1435M5U93 dynamic Memory 1510250192 1933015909 dynamic Memory Allocation
] A =] o v T ] as
Tunaas Group e AL Indexes Aana1 udazmInIoly Array Ay Index 64

Array Y94 Triangles

Materials

Materials 1iudufildmuau3sms Renderer AN13N52119UN5 Texturing
1oz Lighting yoalupa 910 Texture 11 Color 1l Transparency 10g Material 98
ﬁ'ﬂn1iﬂauﬂn1ﬁ3~mncﬂ Sudnosulsvuia 2 Tud wiia unsigned integer Hu@inon
§12DS Mesh BEIARMIAI0ATEYAYT9G Falin3ify of 6 Material Propertics A9

o
AT NN 2.1




3z

. W . ':'_‘ L
Material Properties Description

Ambient iy RGBA Color TN TN Polygon 91
¥ . cly ¥
194 Material  HozmouaupinonszuIums

Lighting Tuninetials

. A o v =

Diffuse 1§11 RGBA Color 1HeRnITanN Polygon 1
¥

W Material  HvzRoUAUBIABATILINATS

Lighting 14 nnotals

Specular iflu RGBA Color 404 Specular Highlights

4 . q ¥ .
158 Shiny places LU Mesh #1 1% Material

Emissive il RGBA Color 530 Material 92 emit

light 18 Intense 8tz

Shininess i RGBA Color ‘ﬁi:‘,u’h Specular highlights

92 Shiny mtus

Transpare;ncy .!?:jLIﬂ"I Transparency Y84 Material ta@

a115199 2.1 1L1AAI Material Properties Tud91 Material %89 MS3D File Format

Animation

' v A oa o 3 o o 3
daugaivdednretiwsusaiuduiivann ldnnfigadszaouludae
as ' P o ]
structure HANFIAIUAD Keyframes aL Joint 1Y Keyframes Ivvilunisinuam

»
. - F o
Rotation 118% Translation 499 Keyframes 3 In53a3 19791

struct SMs3dKeyFrame
{

float m_fTime;

float m_fParam[3];

ar o d ] an =4 -y oo g A o - ° 1
- m_fume HudulsiBunalumiaodnd Tactumaufedminaumves
d o o
joint QAT keyframe 1Wuq

o - v A =
- m_fparam{3] iWludunls iumaisuuaemsnieudsouuny X, Y uag Z
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Iﬂﬂllﬂﬁw joint ‘Du‘l]'i ﬂ'ﬂliﬂ')ﬂl.‘lf‘ﬂ'llﬂ\'l keyframes nuﬂwmmwuuua”mi

A8 A

maaum’;nmmwmﬂmamﬂumu’mmn ﬁdﬂﬂ’lﬂu

struct SMs3dJoint
{
unsigned char m_ucpFlags; //Editor flags
char m_cName[32]; //Bone name
char m_cParent[32]; //Parent name
float m_fRotation[3]; //Starting rotation
float m_fPosition[3]; //Starting position
unsigned short m_usNumRotFrames; //Number of rotation frames

unsigned short m_usNumTransFrames; /MNumber of translation frames
SMs3dKeyFrame * m_RotKeyFrames; //Rotation keyframes

SMs3dKeyFrame * m_TransKeyFrames; //Translation keyframes

short m_sParent; //Parent joint index
CMatrix4X4 m_matLocal;
CMatrix4X4 m_matAbs;
CMatrix4X4 m_matFinai;
unsigned short m_usCurRotFrame;
unsigned short m_usCurTransFrame;
b

2.2.4 3DS File Format

3DS File Format (iU File Format fittouuazihaulvdissiniims ldndnms
w84 Chunk Fafiuendnusiyes 3DS File Format 1agndnn1s4ed Chunk Taswalil
fio lunmaz Chunk 9z wihiilumsszy identifier, length, group of bytes ua9d
1 Idie it lunsuendidumiaves Chunk fuqegdumiis lnuudevenls
41 Chunk ﬁuqllﬁ'gﬂﬁmﬂ%w?a"lﬁ Taoudas Chunk hisuiluezdeadosdidu
usnadUA MUY Chunk 1Jan'ld uad sy 3DS File format 93 T3l TWd lums

UBARIMULYBY Chunk 130UDN 301U IURA Chunk Azl
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CHUNKQ
|
CHUNK:1
|
CHUNK2

P

CHUNKn

4 , 4
31i 2.26 1@ 3ds File Format fillszneudae chunk

£ T o - ' et
YA chunk @MW13ANLH Chunk 8869 (Sub chunk) IBNMaEY Chuck

TaohisniludeaiimaFeadidy fagil

CHUNKO
subCHUNKO
T
sub-subCHUNKO
1
sub-subCHUNKT
subCHUNK1
CHUNK1
|
ANd
CHUNKnN

U4 2.27 nama Chunk AilszneuA20 Sub-chunk

A -7
%9 Chunk 14 3DS File format ﬂ:ﬂizﬂﬂbﬂ?qﬂﬁﬁjﬂ 6 ‘lﬂﬁi%lﬁn Identifier
& T P ot . a
HazANMUEIIVes Chunk FubiudruhlFlumsie: manipulate Na¥ process YYD
- o & »
Chunk @13130IAD Meshes Y3 Triangle 4843A1 ¥4 sub-chunk Y89 Chunk AU

UO¢ vertices, texture coordinates, material Y83 Meshes

7314 Chunk fidoAnainlszms wu eygialdwdeyaluduues Chunk f

a

o

' ° ] r A ted o
lideamsld iltdedenisidiiosinnsld chunk TifidrdulunsSonlddeya

Mldewrsonezud lnRmAumuS oAU chunk 19

— o e —— R — -
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Header

¥
Header Y94 3ds File Format 921} structure A1l

struct S3dsChunkHeader
{
unsi'gned short m_usID;

unsigned int m_uiLength;

a L o ' & o LY P ’
32090 2 JUANS A8 Chunk 9ziAUAN Identifier Fuiludanilsfiuenit Chunk
n’; o = o gy ¥ L
vnudeyalszanes'ls Tae Chunk mwsoRwznudeyadizmmes 1snla Tin
. 3 3 i 1o Y a
924811 Vertex data, Face data, Animation data W3edoyah lusuihu nazdmalsda

o 2
EAUANNET1IUDY Chuck ﬂﬂﬂﬂﬂﬂﬂﬁd Header L1A12 Sub-chunk %‘)U




ID Number
DrdDAT

Gx002
Gx4000
Oxd 16D

Gx4110

Ox4120

Dxaij;} 30
Ox414D
OxAFFF
DRACDO
GxAD1D
DxAl20
i
OxA030
DxACZD
Uxa050

i

0xAZD0
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Use

Used at the starc of che file to signify that the file is a 3ds file.
Holds the version number of the file.

Conmins an “object” such as a mesh, camera. or light.
Each 0x4000 chunk contains sub-chunks with vertex,
texture coordinate, and other information.

A sub-chunk of 0x4000.A 0x4100 chunk conmins every-
ching needed to build a mesh of triangles.

Contains the vertices for the object ft is a sub-chunk of
04100,

Also a sub-chunk of Cx41EB0. a 0x4128 chunk contains the
face information, including the vertex indexes that tell
which veroces make up each face.

Another sub-chunk of 022199, 0x213D contains informa-
tion en which materials are to be applied to which faces.

Even another sub-chunk of 014100, dhis chunk contzins the
texture coordnates that allow a face to be texture mapped.

A material definition is found inside (0xz4FFF, colors for
ambient, diffuse. and specular mazerials. as well as
shininess and transparency are in this chunk.

A sub-chunk of 0xAFF7 that conmins the material’s name.
A sub-chunk of 0xAFFF as well, contains the ambient
color for the material.

Another sub-chunk of DxAFF, 0xAD2) contains the diffuse
color of the marerial,

A fourth sub-chunk of 8xAFF. this contains the specufar
hightight colors for the specific material.

Yet another CxAFFF sub-chunk. this time contains the
shininess of the material.

Again, a sub-chunk of SxAFFF thar controls how transpar-
ent or opaque a material is.

$xA7Z00 is also a sub-chunk of the 0xAFFF chunk. This
chunk stores the filename of the texture map or skin for
the current material.

59% 2.28 11@A1 Common 3ds Chunks Identifier

o

Data File

-Header 0x4D4D

] n’: =3 v =
Header UBI87U Data fite 111 6 TUALIN 921AVAT chunk header 1Avd ID iy

> s d 3
Oxaddd Sanue iy anue1Inuaved IWas3 chunk INU sub-chunk NINUA

1 s H ret o -y g
T IdT luiians il 15 laqfatu
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Wy sub~chunk fausnlaoiianuen 10 Tudiaziy Format version W 4

Tudusn

-Objects in the 0x4000 chunk

o Y . 4
MMINUYDUDUDI  Object Feovszsznevaie Triangle mesh, Light,

=} of o o
Camera Y170 10U Window setting 711% 31 Editor

-Triangular Mesh 0x4100

1 L Voo 4 N &
Mesh ABNguUDI Polygon Avimsaefuiuiuia (surface) $9 Triangular

1 »
mesh A0 Mesh #1152NOURY Triangles I

Struct S3dsMesh

{
char m_cName[256];

vector<S3dsVertex *> m_vVertices;

vector<S3dsTexCoord *> m_vTexCoords;

vector<S3dsFace *> m_vFaces;

vector<S3dsObjMat *> m_vMaterials;

unsigned short m_usNumFaces;

-Materials 0xAFFF

= h . 9 A
Materials chunk Lﬁ‘uﬂfl’ﬂgaﬁ Ambient, Diffuse, Specular HAZYDYADUA

L4
o

I=1
NU

struct S3dsMaterial

{
char m_cName[256];
float m_fAmbient[4];
float m_fDiffusef{4];
float m_fSpecular[4];

float m_fShininess;

/{ Name of material
/{ Ambient color

{/ Diffuse color

/{ Specular color

/f Material shininess
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VNN 3

NMTRNUVY, Wen? taznguiRaAx

3.1 wadwsiazyauunvealnssay
(1) @319 3D File Format iiveriuddoyavinlsunsuadraTauaa 3 {ia
@ a5 Graphic Engine #NN3 %97 Hierarchical Viewing Frustum Culling

¥ ]
(3) @319 Demo YUV INDAIIVADUYHANITV NI

Application ] Geometry Rasterizer
Stage Stage Stage

, 4 prisninliy
o s o I a 4 =t
N . 4 o TR INH ]
Hierarchical View mon umm’lumean daaen el Ts
Fry ulling N\ Frustim 080

Model f£ i -\ Lighting -\ Projection -\ Clipping
Transform -/ -“ —/

Screen Mapping

U7 3.1 nameiiarlsz Tomnid 180 nma 1941 View Frustum Culling

12 nsesiieflylumInenn
(1) Visual Studio 2005 (Iap1¥n1u1 C/C++ AUGAY Win32APT)
(2) DirectX SDK (fm3vifon 15311 DirectX Graphics)

»
() Wel (Ranawmdouiy Windows XP)
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wual F e si-gm mer UEAL Comin aty Eftemn 20086 | it - bl USR]
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. 1 1

e 1 1 L 1

:} <<interfacer> Controler

e Odfect 1 1.8

1 k= % e e am -
Q ? ? z Transformation H
. pussis—1 | ConsolsApplcation
" RV e
< (! cxndindvohme ] «
. 1.2 <<inerface»» ?i_l 2 Applie ation 4
- <—
A

L’l‘_‘iall:lw et

A== mmmmm =y

»

1

g

]
: Effect ' 1 Canvra .
p E
[l 'L ' £
: ! e :
P £ s |
- - d - ] ShadesE Fert 1 <<rigHBces 1.
Pyt ' Y Readerer
cCusEns ' _
<hrpe 1 R S P N
T Y- Yy e o)

T 3
51/4 32 HAAIMIWIIUVBINI5 UL TAEnT 1 TﬂULL‘UIQBUﬂl{IM 3 5390 (Uﬂl'gu Foundation)

W

Ao Spatial, Renderer 8 114 Graphics |l10& Renderers U Applciation YDA Application

3.4 @)Y Foundation
[] A‘I’ o & 9/
Wudmtlsznouiugundnuesszuy - (Core  System)  Fsvzisynoulidie
H ﬂyl ' ar o A s lﬂ' ar
Tnssafudoyaiilifonue  dawaruguiansdufewavesszyy  adanmsinody
»
1 ° o o et ¥ a o oy o
wiseanusuas ddoya  wennmiudfidimivayumshaummundiameans

(Mathematical Support) ¥997 211

b4

= o 1 . .
wennn Inseerdndeyavesndiarani W ugiu 15U Vector, Matrix, 1192 Quaternion

druiimaesniunaraangivsznoulldroNadduamdnseinn  Static 1WeliiSonls

o
AU

3.5 @ Graphics

HudlszneufinesiamsuazaruguszuunIsuaadna (Graphics System) 1ag

panuuyI¥eglugUuuui lidufy Platform 1aq uiseanifudmeng dwelud
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3.5.1 Object System
A . . . ] 1 o P a v
1194910 Graphic Engine 11 Library W Inqjuassudou Seaunisfeedoad NHUVDI

. . { o o . o o v o ¥
Automatic Service 11157V Object Faidmumn lasddiutlsenon sail

1 1
<<terfwer> ! Comtrolier

{1 Object 1 1.4

— A !
1 { é I

U 3.3 wamsdrumileningald 3.1 SuiluTnsadralaonsnives Object

RTTI (Run-Time Type Information)

uinlaodnAuAn Polymorphism 988 Abstraction vaamsvinm iviliaissen
o i & o L] = -

Hardudhuuun Polymorphic Hamnsorit1dTaslidesdsznn (Type) Munaiavesdol
o el e <2 (Y =1 - oA o - W o P~ T Ao v o
RnafiFondiaty, uadensdl “nsdl Mswuilufiszdesd Type fuiuou wieRnsurhdol
d & o . \ : ] - '
BnA Wue derive 10YsEN (Type) 1o wialu” a3y nsdiRAoan1sezi typecast ot

s o o =
aoaduannosamasueanmd Base Mhiunssdinosuoanara Derved 50nNTEUIUMS

#4na1N Dynamic Typecasting)

Single-Inheritance Class Trees
iumM339NqUABY Directed Trees 1B Tree Nodes 11U aae wag Tree Arcs 1ilu
AsduMen (Directed Arc MYUA ANUTUNUTIVY is-a), Root Node UD3 Tree IHUAAIN
AN Common Base 480N Ana 11 Tree (uiiananionoziinaion Tree 14 nAszdida
LT ] x ~1 v n’: = = ' d’l‘ 9w
WUfoa Tree 1807 Juszuy i) Taskinend Root vzlidimaoamunugiuldiy
4§ r ¥ A ) 1
AP Derived FaTufiiaz 1% Root %011 Object
A a A 12 g ¥ Ao A v a
sinuuidwiiga fe Tulinsiudeyavesnaratasifoinisgenludnare Base,

. o A Y] 2 . P =& A 3 5/
LLNBEJ'NII‘iﬂ@I'IiJ ma‘]nu"lu 113 Debug L1A73 IINY String LA VAR FOUDY Class nl']ﬂ')ﬂ

Names And Unique Identifiers
A .
mama‘lums?’ﬁm, Taold String Name (182 Unique Integer-Valued Identifier

Name String 1¥usaz Object Tadmu¥nselan Character String aauiafdu
1 » &
gndndmumsanrzlfusaznaraiidunealiviins override (1sfi String Aana il

$uiluvzAod Unique)
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. ) o . . . w
Unique Identifier 221 32-Bit Unsigned Integer Taolfitlu static dmsunara Object

Qs 2 : . a w . - J u’: ¥ 1 6
A amita uaziily Non-Static $1MSU Object 9599 uAaz Object (Maiioz 11iTNIT1I Identifier

[ A ] add o n’ A T
w1 lua lunsdindsthandlas gnavunetl ioanudislums implement)

Sharing and Smart Pointers
A A s : Ao & g qyas . g W oA
MeNaad1UIU Memory Use #nadu 931433m15 share Object Taolu1¥iAnn1s Lose
. . o ™ i A i -
(Object Leaking) W30 nisvarwluvnzfideliduduldeg (Premature Destruction) Taufi
ar 1 © 4 ] os o = ]
Automated System #ana1) 9211 1 0 TumsTansdetiSnadezaglusduuuves
Reference Counter 19317181424 Pointer 1163 Object
° 1 r:iv ‘f] @ W 9/ -] o FV 9 . .
TINNTTNUBULL | ‘Lm’lS‘U\'Iﬂ‘U‘I'H'Igﬂﬂﬂﬂlﬂﬂﬂﬂﬂdgﬂﬂ?1dllﬂﬁ Dynamical Allocation
:: dy ¥ 4 % Eg i A ar
NI SADINTNNT define AD1T Pointer YU (lﬂl! Template) !ﬁﬂﬂ‘ﬂsﬂ']ﬂ'ﬁﬂ‘i]ﬂﬂ’li

U Reference Counter 1UAA1H Object 1ABE1IQNABIAIMNNADINIS

Streaming

(Wofivz map 5213 2 Media (il Taguininexiiu Disk Storage 1102 Memory Usifi
annyoilizynd [niluger 1 Memory Block 1Atsumiv)

Scene Graph @913l U Directed Graph 484 Object Taufiil Node 111 Object az
Arc WU Pointer 35319 Object Fadoyadandnduiiusedogafiuaslylu pisk uazgn
adratusninai1d oo Nodes 110z Arcs 12@03gnify) 1182 Node A2393#03gn
Fufisasndu@eminig aqﬂuﬂuﬁumu‘lﬁﬁqﬁ

= zr§14 List Y99 Unique Object 14 Graph S

" iy List fana 1 aeta i Disk

= Jyupszurumsiuiuasliily Disk v2iRy Connection $EM319 Object A0

F9n07¢ Stream vxamstunszuuas lumsusudoyanseaismnduiuin

sni1&nd 1 13Z271 Stream Object 11u 15iesaAn13fY List vosde¥nd Top-
Level TagfigeiiSndvzgnlaidhlalu List 1ag Insert (91900 TA8 Remove M50 RemoveAll,
GetObjectat 9215un1s retum SoU§nd@a# i Tu List Load/Save T1%dmiuRaite map
58119 Disk AU Memory Uiz 32¥7N Memory Block ot Tuduvesnaa Object (84 1

Y = 1 1 A [} ° 1 =4 [
mmumumeﬂﬂsmimwamuium‘immwm Stream 1FUUATINU
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Cloning
A o o : o =4 =& e - o 1
IWBNY Deep Copy (ﬂﬂaﬂﬂﬂ\lﬂﬂﬂmﬂﬂ) IﬂﬂTNﬂ']iﬂ'N'lu"Uﬂﬂ Stream NM152HWIN

Memory Block (I34910M3AAR0NIIN Object A3Aulilfa Memory Block nntiusels
) o [y o . [ i J ] ]
Memory Block msfinaannaulufs Object Tnsi), 11199910 Object ¥4 2 sadeaildoiily
o o q’: = e = i 1) =
YOIADBY AU Character TirRozano Wudoyacn@nszinn Static veanare

Object

3.5.2 Scene Graph

AMAUTEVUNISTANS VDY Scene Graph NatiLayuMsNaTHYBY Spatial

Tree (M50 Hierarchy} w83 Object AB Rad Spatial, Node tag Geometry

; Y s}
1 +| =<interface>» g

7| spatial &

ol

Node Geometry |
, AN
3UF 3.4 namsdruniianingld 3.1 Fuilulsssadnlaons12903 Spatial uazszuy

Scene Graph

HURAAUBINITODNILLL Spatial Hierarchy

Uszduwdnlumsesnuuunad Spatial Ao ey “faunuses Coordinate
System 1u Space” v ¥iFoyavesandnlunaraveiuezdoes, Local uaz World
Transformation 1182 World Bounding Volume 14111 Faior Wamaidufioenard
S Abstract Base (AT

pnnAaiideInITIen guantAves “mafangu uar “msuaasie
Fouafifie 1ty Geometric senaniu Fezdwifinanuilolungdinssuve
499 Object M08 S013UoMTIuAMIE Geometry UaE Node 31 TaeFuliies
dunenninaand Spatial wumiioufu uadyadseaad lumsiouiuanmetu e
AR Geometry %xtﬁua’auﬁlﬁmﬂmﬁu Geometric Objects, Visual Appearances,

Physical Properties Iuvmizhnara Node wwiludndifordoaiumssanguuaz




43

o ] A V :“ » ’ o
A5 Sub Tree H¥ouTovegiu Node el aamsfiuonsenily 2 aanva il
INANARBATDDNILLNANS AD
i o '
ABE Geometry 924AY Data IRW1ZU04$ Parent Link (91n§1Uv09 Spatial) 1@
WV o 1 v o’:
dudulfifioaus Leaf 1w Hierarchy iminiu
g \
A7 Node 921011 Data Y93 Child Link 182 Parent Link (310874104 Spatial)
L g 3 o dv
Tauszurivgos laaunsal dedi
o efa ¥ o o Y . - ¥ e‘y 1 .
ATUNUHMINIANGUYDY Geometry Object INTHU AIU Transformation VD
Node 9213 Identity Transformation
Ada oyl o . % e S .
NIUNUNUINNIIANGUYEI Geometry Object UATTUWHTNLY Geometry Object
959 @9 Transformation Y92 Node 9114 Transformation 484 Geometry Object
] ¥ L ]
Tuwmznaa Geometry Object Huvziiy Identity Transformation (Mafliesnu

Transformation Structure Y84 Hierarchy)

{ Room 1] [Room 2| { Room 1] [Room 2]

Table Group

ey (2)

31W 3.5 (1) uerns Spatial Hierarchy Tagsia 11

“

4 o o 1 o
(2) UEA4 Spatial Hierarchy tiolimiii AN zien Node 1182 Geometry ¥11%
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[l =& HE o - o »
AIUNUIVOY Interface VOINATY NFUWUT U Scene Hierarchy Aall

el B L N sy Edibon [nutf
<<ifterface»>
Object

T

< rirrfacess
Spatial
_poPuarent . Spatial*
h+~Spahal)
HGetParent]) : Spetial *
#Sp =il
HS etPerent!Spatizl* poP arent): void

31 3.6 uaaa dIUNila8Y Interface YBInATE Spatial AFURUTAV Scene

Hierarchy

1 A 4 ar s 4 ] & et
A9UNi19UB4 Node Class FUWUTALINSIEoUABIUYDSE Scene Hierarchy ¥

d

g
U

R uD P an KOG ceninity Bdition notf
scinteriaces>

[ Hode

km__o(‘:hﬂa TAray«<Spatial‘>
+Node)

+~Node()

+GetCuartityl): int
+AttachChicrspetis? poChild): irt
+Deatach hite: Spattal’ poChild) : int
+DatachChildAtdnt 1) Spatiai *
+SetChid{int i, Spatial® poChiid): S..
+GetChildint ) ; Spetial *

51U 3.7 udaq AIUNTI9999 Node Class ATUWUE UNISIFUADTUUDA Scene

Hierarchy

Taef m _poChild T Array U8 Spatial Smart Pointer #8% m_iUsed 3 ::uii'l Y

914U Array Slot #5]u Non-null Pointer aﬂﬁmauwh‘lwf

Instancing

Instancing Tl Maneda msiIiians1Faus i uved Object ¥u
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§1u Spatial Hierarchy i Object 91NAAT Node vzgnosnuyy luildlinmsg
instance 1 Hazaziimstein 1y Object 9INAT Spatial 118154 Parent Link 1Re7
mirrhy

061915771 Instancing GamTinusuTiuse Engine ifuotramnndmsuy
Object Y04ABIA Geometry iMagaoTumsansnnums Iavesmizsn s
Fatu mndoamsne Iifa Instancing #u orwezutaeenihiugas Object AFUNDA
#99INRAT Geometry Tavazifiuifisus Content (mszdiay Huandafulvosud
A% Object “lummzﬁ%ﬂym?imﬁ'u Geometric (miu Vertices, Texture Coordinates,

Texture Image, “184) sl

< Room Contents

I Room ll [Room 2_]

Room Contents 1 Room Contents 2

[ shared Geomertry Data |

(1 2
31}1'7‘; 3.8 (1) (@4 Instancing TaoviaTy

A o o A Y]
(2) eray Instancing (Halin3imuIRAReY share Geometry Data %

szvudaﬂ Geometric State Update

T T &__| Transformation |
>/  Bounding¥olume I
e<irterface>>

Spatial

7~ 7
51t 3.9 waasd N IR 3.1 manﬂuTﬂsaaﬂ\mh"lusmmaﬂ Geometric

State Update




STUUERH Render State Update
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>I_ Textre I
1
1 %/
. Image

) =

>l Globals tate I: 1 +| <<interface>> I
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1
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1

4
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317 3.10 ngasdumitnng i 3. sudulassadeilélussuudos Render State Update

Light

fAaa Light 104 fi ldgnesniuulidunseasinaaid Spatial 1agen Physical

¥
Attribute 1a23)521nn9199 vad Light Ml 1d Tassathadesduvesnare Light aegi

ao'lalit

- wairterfaces>
Spatial

T

Light

+iType : int
+Artensity ; float
+fConstant ; float
+iLinear : float
+fQuadratic: flast
+h Attenuation : boal
+hOn ; bool

+E xponent : fost
+fAngle : foat

Zisual Patadigon far et ©ornownty Editisn Inot fer comimercial us=]

F ounclation
oAmbient | ColorRGBA
1
oDiffuse
1
oSpealla

>
>
=

+Light(int iType)
-+~ Light(}

1

q‘, 1 4 . 2 4 ¥ o . .
31l 3.11 uamsdauyee Inssai WYEIAAIA Light (1) FuNeI983i1 Physical Attribute
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Asuad P aradsge ta R D e Editish et for gonvaier il us e

<<inferfacess
Spatial

i

Light .
+SetF ram efconst Vector3fd rolocation, const Vector3f8 roDVe. |
+S etF ram e{const Vector38 roLocation, const Matrix31& roAxe...
+3 et ocation (const Ve or3fd rol.ocation) : void
+SetAxes{const Vedor3fd roDVedor, const Vectordfa roblvect. ..
+SetAxes(const M attix318 roAxes)  void
+Getlocation() | Vedor3f
+GetD Vedor(): Vedordf
+Gett) Vedtor(): Vedor3f
+GetR Vedor(): vearoldf
fGEWVaﬂdLocaiior(}. Vector3f
+GefordD vector() | Vector3f
+GetWorldU Vector() ; Vedar3f
+G etWorldR Vector() : vector3f
+SetDirection(const Vedor3fE roDirection)

L pdateWorldBound() - void
'OnFrameChangel): void

31]'?'; 3.12 ugasauve Insaaavesnand Light (2)
FaRoa¥0efD Light Coordinate System

dnannezdluilsdduitorsunts e Suafifedestu Coordinate
System fin Origin (Eye Point), Direction Vector, Up Vector, Right Vector ﬁ@ﬁ"lé’ﬂfh’)
nneuntuda TaofiludauveanmsIim Coordinate wiilfidoneg 2 uuy Aeld 3
Vector 30 3*3 Matrix

@771 Directional Light %::ﬁ“ﬂaff‘i}'u SetDirection ﬁ‘ﬁ’l’ﬂﬂclﬁ'ﬁ'l (a‘ﬂu Unit-length
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vonenY weliflariau OnFrameChange UD4A@TA Light szqniSunldaiu
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»
fan15 dase lalil
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Object
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Spatial
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+SetLight{Light* polight): void
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+GetLight(int i) : Light *
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#image* m_poimage
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+Texturef)
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Mdaunsofiezti ) fhaonseiiniTones1sa (Override) Tmimuanudesmsi

¥ ¥ 3 v ] [
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int WindowApplication::Main (...)
{
. i) ¥ ¥ (= ¢ &
(1) NUANT ROUNITAITINHEIAIY Tand {(Window) 14
(w'li\fﬁifu OnPrecreate)
y ¥ 1 oA ¢ 4
(2) 519N IAE (Window) Ui
r
(3) a¥ Renderer 41U
4) s udusunenndniy
(Hant Ondnitiaiize)

(5) naaInthaiuIn2d (Window)

do
{
if ( 1 Message 9Y)
{
(7) 81 Message ApamsIauinisinn, senaingy)
(8) M9A Message ‘ﬁyd
}
else
{
(9) Yanoa, luldiez s
(Hard ontdie)
}
}

(9) 9BAVINUBNNAAY U

(ffﬂfi’?‘u OnTerminate)

}
: > o & < ] } L
517 3.47 uaasdumoumsauAug U R IAFY Main ¥BIAA 1Y WindowApplication

Tavimsad B3R F0u1iudy

TugunisIdauvesiladdunin Event Caltback Wi fl¥uamnsofiszTe
(395 156 (Override) VUAMIANTUNDAADIINANE WindowApplication 1aB9Lsams

o o v 1Y k-4
flumgnisellag otn'ls Tdmunawdeams
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3.7.4 WindowApplication3

ABIA WindowApplication3 duneAvINAMT WindowApplication Taeiiumg
AAY (Base Class) #1% unsadrauendinsuiilanthaiuland (Window) luns
uaasmauuy 3 53 SaludnarasiingTeneslsd (Ovemide) Maf#uman Event
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OnSpecialKeyUp, OnMouseClick, OnMotion Famingldaeanisiffonuilasiiannsn
floxBunanug (Implement) DOUUAMTHAUNOARE VDA AT 14

wonmiy Aana WindowApplication3 "lﬁ'aﬁmﬁmzuwhm feelums
(aaapanl 3 ﬁﬁ;ﬁm’fﬂﬂ‘lﬁ 5 Camera Motion, Object Motion 1102 Performance
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0 =] & '
Measurements W Iawnsalfuwanmsfounfdnugula Fezndndaduun

dall

3.8 Plug-in Exporter

3.8.1

3.8.2

Prototypel Exporter

Prototypel Exporter sﬂuamanﬁﬁlﬁ;mﬁu (Plug-in) ¥94115uns3 3Dstudio
Max f188U Tuaauaz A snndo teatialumaasfunadoufiil File Format waz
AuaiAnuAoIN1s TasdunnmsaaTuaanazdanadousin Tlsunsy
3Dstudio Max ATUIIMG Export #9214 Iuimatiaz Aanandeuvudna PTOF il

s = o o < T 3
auautianaz Inssadieves Idawitmuaidmsy Engine Nianniuin

38m3a$13 Plug-in Exporter

M50 IHEUBe Plug-in Exporter Tivzdasimiadre iy Dynamic
Link Libraries (DLL) T¥aanselsalanulysunsy 3DSwmdio Max Wommsoy
Plug-in 191701151051 3DStudio Max Y Runtime n&anmiy Plug-in 1991013

¥
ntfas Ididu Prototype1 (PTOF) TaodiiBniswainasi

as

o o e
MIqAI N _Plug-in J!ﬁé’ﬂdﬂl’f&’ﬂﬂﬂﬂﬁ'?ﬂw

]
o =

.2 L de , 4 o o
TudadiszuendefladFuiidfigi s unsasa Plug-in DLL Fadudafissy

&

= . e 1 . 4 v 3 5 = ]
14 Object N1TBAIT Class Descriptor BIHWAUTIN ua:wmszuswazmuﬂmmaz

Plug-in class
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3DStudio Max i]"uﬂmzﬁ'mﬁmuuﬁu Dynamic Link Libraries (DLLs) Ia#
DLLs 1i]1 Object code libraries oyaalimaten Tsunsuannsol49am 18 hes

Huau Code, Data &2 Resources 110¥1013 Compile 1182 Link Plug-in code HABWE

]
oy

#ildvzilu pLL

¥
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5519 Plug-in DLL ¥u9z#031)53n01#20 Function iRl

- DIMain0 SluRfFuR Windows Honidnau Startup 1il0 Plug-in DLL gn
Tvian #arfdu DiMain 9291715 Hook #96 Window tRe¥ms Tnitialize DLL lny
DiIMain 9 lshes tsuanarnifi Instance 109 DLL (04

- LibDescription0) HuilaiduiiasAuaniiuaaiuieonansldsudldnintila
1¥pLL

- LibNumberClasses() iuiladsufinuaivessiuay Plug-in 1oy DLL

[}
o

- LibClassDesc() Wiy ﬁﬁuﬂ'wm Pointer ﬁ“?;vlﬂffl'\l Object ﬁl.?tlﬂ’h Class
Descriptor @M 3ULARY Plug-in Class 14 DLL uazifluduen Properties uoauaaz
Plug-in Class 1a35n13 Allocate Instance YB3 Class TuruIsn L

- LibVersion0 Wuiledduitoyanaliszunannsnldfy Plug-in DLLs lu

' T 3
nesFuImg 18

#1AUN15 1914V Exporter
A ¥ A 2 =t it P
mammmﬂﬂmaoﬂ Plug-in Exporter l1lsensu9zi58n Function DoExport 1

1A¥i13 Override 119710 Class SceneExport c?wﬂu Class ﬁugmﬁ“l%"lumm%’w’lﬂﬁ
Export Plug-ins Tay Plug-in 117113 Implement method ¢i‘|4°]"llﬂ¢lﬂmﬁ ScencExport
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Class SceneExport

WSceneExport::doExport()

311 3.48 uansnarandnlumsmiia Exporter

< = a
n1eu Function doExport NIENINIUAAINAVDI User Interface 910 Function
DialogBoxParam — uazmnisnidsudiuneguseliden  3DSmdie Max iy

é r-4 g { 0 - o
Prototypel 1A0iTon Constructor WSceneBuilder #1fide Ivah Iarmuaiiuuwa o
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a

ReadConfiguration()

DialogBoxParam()

WSceneBuilder::WSceneBuilder()

Class WsSceneBuilder  imihindnlumanaeudiumsqued v
Prototypel Taosziimsudasiuadiiues Material, Lighting, Traverse Node wagld

3 d o o 4
Modifier vintiuf s tudin anuawduihnnuana PTOF
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_____________________________

ConvertMaterials()

BuildAmbiantLight()

Traverse()

ApplyModifiers()

n1sidas  Material ffu 921500 Function ConvertMaterials lﬁﬂﬁ‘]ﬂﬁ
A32970U31H Material v3e'l Srflozdhinisdnnarifisnnuisy udmimsata
11 Material - ¥09 Prototypel Tnu1% Function ConvertMaterial Léiﬁnﬂﬂ’liﬁ $14
Prototypel Material 917 3DStudio Max Material U&2A98%1015 11lad Material 910
3DStudio Max 311/ Prototype!

M5 laaa9zh1 1au5 a1 Settings 984 Global ambient light 917 3DStudio
Max uaaimnisadalnildmiousulugduunves Prototypel  TaoiSunsin
Function BuildAmbientLight

M3 Traverse  InuannivuavesTmaanazaaedeuioudaslfiiy
Prototypel 113119114184 Recursive Lﬁ‘a'ﬁﬂsmmmuf’f”lm’luiﬁumiauqﬁgwuﬁ
AIHIIUNENYBI Function Traverse Avvz g Tnualunisdanguves Geometry naz
Truartuqeziiu Parent 483 Geometry Timisdangu iieldInuaunfzriinis
(39 Function Traverse V1 Recursive 1MpRimsnlasdiuisznouvesluina

o 24 = 9 o a . .
NINUA P25z noud Prototypel 1AM a9 181N Geometry Object, Light
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Object, Helper Object, Animation Information 11a% Modifier *‘f?amﬁ'ﬂs LNOUNIHUAR
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ApAUEINIIE TUMInlasuee Prototypel 1109

BuildGeometry()

BuildLight()

BuildSpatial()

BuildFrameControlier()

FindModifiers()

g‘l’ﬁ 3.51 ug»IN1S Implement e Traverse

3.83 M Configuration 483 Exporter
1 . A 1 P o v o i
£11 Configuration ¥84 Exporter Andiufvriimuaeeiintsutadidalu
a1 latin Taoszuriaiiu 4 daufio

1. Object Settings 9z 1n15ut)as 1ud U Object, Light, Meshes

2, Mesh Settings szvansudasludiu Matenals, Texture Coordinates,
Normal, Generate Maps

3. Modifier Settings 93W1n5ulasluaau Modifiers, Skins

4. Animation Settings 92111131380 Frame Tupsutlaaiiunng Frame
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4.1 MSAARY
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1) Visual Studio 2005 (tHe 14 Tunmywanu Tulsunsan)
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¥
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L OK ] [ Cancel ] l
S System variables ‘
i :.Vauriable- ” Value A\ N 7 ’
' ‘ ‘ PROCESSOR_R... 0d06 i
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I, . TEMP C:\WINDOWS\TEMP v
{ —_ — . Lk ML e ]
Il [wew ) e} pelete i} |
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P [Release - | Win32

Debug
Debug DLL
e L
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Tun 131997 Bmp24ToPtif UaE PtifToBmp24 widusail

> Bmp24ToPt1fexc ‘uﬂ‘lﬂaumaﬂa * bmp (24 Uﬂ)

> PtifToBmp24.ecxe ‘Hﬂ'lﬂﬁ‘u wana *puf
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MAX9 PLUGINS (%127)
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4.2 AENHITHYBIYNNITNAADI
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Multiplicative Blend

(Rf, Gf, Bf, Af) = (Rs*Rd, Gs*Gd, Bs*Bd. As*Ad)

Hard-Additive Blend

(Rf, Gf, Bf, Af) = (Rs+Rd, Gs+Gd, Bs+Bd, As+Ad)

Soft-Additive Blend

(Rf, Gf, Bf, Af) = ((1-Rd)*Rs+Rd. (1-Gd)*Gs+Gd, (1-Bd)*Bs+Bd, (1-Ad)*As+Ad)
[Waneme: 110 R, G, B, A ADf1 Red, Green, Blue, 1192 Alpha @21 f, s, d Mu100

Final, Source 1181¥ Destination]
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