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for (i = 0; 1 < Vertex_Number; i++) {
Vertex[i]->X = (Vertex[i]->X - XMin) / XMax;
Vertex[i]->Y = (Vertex[i]->Y - YMin) / YMax;
Vertex[i]->Z = (Vertex[i]->Z -~ ZMin) / ZMax; }
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for (i = 0; i < width * height: i++) {
BMP_Vertex[i]->X = BMP_Pixel[il->X / width;
BMP_Vertex[i]->Y = BMP_Pixel[i]->Y / height; }
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Distance = fabs(sart {pow(fabs(x2 - x1), 2)
+ pow(fabs{y2 - y1), 2)))
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//Model_Vertex : 3D A HI0IES B A
//BMP_Vertex : &2 0I0IXS HEtA
Model_Vertex->Red = BMP_Vertex->Red;
Model_Vertex->Green = BMP_Vertex->Green;
Model_Vertex->Blue = BMP_Vertex—>Blue;
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