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void HEIGHTFIELD_Transform(HEIGHTFIELD*
pWorld, CAMERA* pCamera)

int nStartX, nEndX;
int nStartZ, nEndZ;
int X, z;
pWorld->fXTrans=pCamera->POV.x/pWorld-
>fTileWidth;
pWorld->{ZTrans=pCamera->POV.z/pWorld->{TileDepth;
4 AR A7 A, AP F9E ALt
nStartX = (int)pWorld->fXTrans;
nStartZ = (int)pWorld->{ZTrans;
nEndX=min((nStartX+SEIGHT WIDTH),pWorld-
nWidth);
nStartX=max(0,(nStartX-SEIGHT WIDTH));
nEndZ=min((nStartZ+SEIGHT DEPTH),pWorld-
>nDepth);
nStartZ=max(0,(nStartZ-SEIGHT _DEPTH));
i 37 AEE BE
for ( x = nStartX; x < nEndX; x++) {
for ( z=nStartZ; z < nEndZ; z++)
MATRIX_TransformWithHomogenous (
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pCamera->W2P,

pWorld->pVertex[z
}

}

pCamera : 7}el2F 7

pCamera->POV : AW 2}9] 9] X (PointOfView)

* pWorld->nWidth + x] );
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BuildOctree()

{

o N\N

0.

if(NumPolys>POLY_THRESHOLS)
for(int i =0;i < 8; 1++)

{
BuildNode(n->Child[i],lin);
BuildOctree(n->Child[i];
}

BuildOctree()9] 715S& Auiny og3 Zoh
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TrilnCube(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;
If (TrilnVoxe[T])
Return true;
Return false;

}
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(19 4] A¥3As FEHE

AX+BY+CZ+D=0
A BW ¥3g stE)7le W (normal WE)Y x AR
(F,%)
B : 9 #gg g7l HE(normal HE)S y AR
(.y)
C: B9 W&g 7127l HE (normal HE)S 2 AR
Z,9D: BW 4F
X: HE Ao 499 e xFHE
Y: 39 do 499 & yHE
Z: B9d 49 doje #H 2 #F

Hol B3E Jel= noraml #ME %, ABC &
T8t A, Cross Product & o] &34 &} Hu9 3
A XYZe FoiX A48 A AdE ¥o FH

"ok 49U D E ot o] ¥ 4 Ut

D=-(AX+BY+CZ) & X848 4 U}

A =|((ax+by+cz+d))| / sqri(ar2+b72+c"2)
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float HEIGHTFIELD_FitY(HEIGHTFIELD*

pWorld,float fX,float fZ)

{

nTileX = (int)( £X / pWorld->fTileWidth );
nTileZ = (int)( {Z / pWorld->fTileDepth );
HFETE g A AF A
if (nTileX < 0 || nTileX >= pWorld->nWidth - 2 )
return 0;
if (nTileZ < 0 || nTileZ >= pWorld->nDepth - 2 )
return 0;
fDeltaX = X - ((float)nTileX * pWorld-
>fTileWidth );
fDeltaZ = fZ - ((float)nTileZ * pWorld->fTileDepth );
4R HEE JERE nomal WEE T,
VECTOR_Make ( pVertex2, pVertexl, &U );
VECTOR_Make ( pVertex3, pVertexl, &V );
VECTOR_CrossProduct ( &U, &V, &N );
VECTOR_Normalize ( &N );
p R HRALG ol g3, Y HEE Qo) WU
D = -( N.x*pVertex1->x+N.y*pVertex1->y+
N.z*pVertex1->z );
fY=-(Nx*fX+Nz*{Z+D)/N.y;

}
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