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void HEIGHTFIELD_ Transform(HEIGHTFIELD* pWor id,
CAMERA* pCamera)

int nStartX, nEndX:
int nStartZ, nkndZ:
int x, 2:
pWor [d->fXTrans=pCamera->POV.x/oWor |d->{Ti leWidth:
pWor 1d->f ZTrans=pCamer a~>POV. z/pWor 1d->{Ti eDepth:
// UE HR HEoP| Rl ey ¥Hg A
nStartX = (int)pWor [d->fXTrans:
nStartZ = (int)pWor {d->fZTrans:
nEndX=min{ (nStar tX+SEIGHT_W!DTH) , pWor | d-
nWidth):
nStar tX=max (0, (nStar tX-SEIGHT_WIDTH) ) :
nEndZ=min{{nStar tZ+SE |GHT_DEPTH) . pWor | d~>nDepth):
nStar tZ=max(0, (nStar tZ-SEIGHT_DEFTH) ):
/] g HEYE HY
for ( x = nStartX: x < nEndX: x+ ) {

for ( z = nStartZ; z < nEndZ: z+ )

MATRIX_ TransformWithHomogenous

pCamera—>WeP,

pWor Id->pVertex(z = pHor td->nWidth + x] )
}

}

pCamera : JHer JHA

pCamera->POV : AIEXIS] SXI(PointOfView)
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BuiidOctree()
{
i f (NumPolys>POLY_THRES
HOLS)
for(int i =0:i < 8; i++)
{
Bui idNode{n->Child[i], lin):
BuitdOctree(n->Childlil;
}
}
BuildOctree()2 Jis8
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TriinCube(Tri T,Cube C)
{
Vector Trans = C.Center;
Vector Scale = 1.0 / C.Size:
For (int i=0;i<3;i++)
T.Vert[i] = (T.Vert[i] Trans) / Scale:

It (TrilnVoxe[T))

Return true;
Return false:
}

4

- LODE HEJIN AAIN2Z 228 d4d

Eci0fl 2o st EEE 3

F2=Z HZoP|FIE ez nNdE
=

2 AHEX}.

i
=
6l
o
=
" 1t

2hest gre Jiigkel JHAIAI0IS) Helol Hmst
2EUS HBot=It0l ULt olgyl=s UsSn &
2 ZHFE UESID ACH W2 30t Aok

AOIE 1HGHA 22 222 JHAD: Sz
B 0 EOA UCHD SHE St AlOF 201
He =X A LER JHHI2 23000t M2
O 20 OIS0 M =% 222 MBdls= o =0

= Jiietel Helor otet sHHAN LIEH 30|

E J|E0Z [uo HR4AEEs FHSCH 20ICH
S B 2HE JiFDE 2 JHelR20M AS
SX0l= FR AR =2 HE0! Uigol el ¢
oL =0 NiRsES HdEE Fldikdes ol
&t ZHE oiZobIAalA EIIEW 01 2EGS
HEE SO0 o2& += UL

1. 0/ 2€ gt H&8 &Y

018 2=l g2 oiliel gto! ofLlet stLtel
Yool et 2Has H&ske 2010

A0l aHEH S

{input >= T Q|H 1
{input < TOIZH 0

{input >= Ty 012 1
{input < Ty OIS 0
{3 209 2*0IH output(t-1)

Q0| Bt E2. 80l ThaE BHIDI &
DXz &80 DUZ 00ICH YH0| 2Ad= ES
2#0| T\l OI2J] &IHKl= &0l 202 10|C
0| BIBIE HABE, Tiw@ Thign AOIOI A2
o 32 HaNu=lt oleist ¥2 Hag L0 o
N0l N3 01T SHA AAXI0NA JHEIDE SO
Ciel= LODJL A& WGHAl ek=Ch [2]

2E 20| NEE L0 &8 2N2|EQ A BE
FE 28 (NI =Eez D2E ER
int computelod:
JHHel Y X
Ol ZIUOA SEUE (0D

output(t) =

wor | dpos

lodprev



20014 st HE||C]{0f8}s] FAHSEUEERY

Viewpos
M=xscale/viewpos.z
if ( M<T_mlower)
Lod = low
else if ( M < T_mmupper)
Lod=lodprev
F2H M-S0 e 018 e
else if ( M < T_hlower )
Lod=medium

else if ( M < T_hupper )

Lod = lodprev
/820 S0 TEt 012 9
else
Lod = high (m>=T_hupper)
return Lod
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