= Aik(E
HERE DL,

A coordinate system for triangles (o, 3,7)
C

(z,y) =aA+BB+~+C
a+B+y=1

Inside the triangle if
B all three coordinates
are non-negative

A
Ha+p+y=18 (x,y,2) B=ATHAEFEA, F o 6,7 HIER (x,y,2) E=AF
Wo (i)

BE—IENSERE Qx+Wy+Ez+R=0, 8 A,B,C = PNEBNHESE A,B,C FAIEEMATE
48

a, a, a, 1 5[2/ 8
b, b, b, 1 gl=1o
Cp Cy C, R 0

XEZHRATEIA Q,W,E,R ELMFEHRT, HMNNEELEEITHENEREMEHSHREX
T2, HERMZ:

(aax+ﬁbw+’yc$| aa, + Bb, +vc,| aa, + Bb, +7c,| a+ﬁ+7)

IEHIO

BIIR o+ B+ + 1 BEMARRENERNSGIET
AREREDSIRS —ME Xo

Geometric viewpoint — proportional areas

T Ax+ Ap+ Ac
g A8
¥ Ax+ Ap + Ac
Ac
Apa+ A+ Ac




BT RMZN BB OSIRRIEE,

Linearly interpolate values at vertices

Ve

V=aVa+8Ve+~Ve

Va, VB, Vc can be
positions, texture
coordinates, color,
normal, depth,
material attributes...

VB

17 1

‘% However, barycentric coordinates are not invariant under projection!

BIRHH(E

1
° ° ° ° Linear interpolation (1D)
lerp(z, vo,v1) = vo + x(v1 — vo)
Uuo1 U1
? '''''' --?"? * * Two helper lerps
t I ug = lerp(s, ugo, u10)
o-0-@ ° o uy = lerp(s, uo1, u11)
U005 3 U10 Y
Final vertical lerp, to get result:
¢ ¢ ¢ ®  flz,y) =lerp(t, ug, u1)

XEN=ZRGERBERE texel NEHERET, —HERNEMR, FrLALRLMEE,

MipMap
FER, FERIRE, REMEATNCEEN, iEHEE, FEEUEM 1/3, 0F:

“Mip” comes from the Latin “multum in parvo", meaning a mulﬁi@'ﬁﬁgfﬁ%@@%?

Level 0 = 128x128 Level 1 = 64x64 Level 2 = 32x32 Level 3 = 16x16
% “evel 4 = 8x8 Level 5 = 4x4 Level 6 = 2x2 Level 7 = 1x1 E



EE, nipmap WREZENEWERWAILUMIEE, =S4 EE!

Trilinear interpolation
L}
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Mipmap Level D Mipmap Level D+1

Bilinear result Bilinear result

Linear interpolation based on continuous D value

Eﬁ%lﬁ.‘ E' ijj/m 5

RIERBIT

Anisotropic Filtering

Ripmaps and summed area tables

® Can look up axis-aligned
rectangular zones

e Diagonal footprints still a problem

EWA filtering
® Use multiple lookups

® Weighted average

® Mipmap hierarchy still helps

%0 Can handle irregular footprints

Greene & Heckbert ‘86

ERWEANRTER:

R B
e/ FAE B R e rRR s e

B

Much less distortion!

Need dir->face computation
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ENFRMBENSE, BYREIRNSEERTEEL, REMAKE,

BEEFMEEEN R RENEE,

ZE8Y 3d SORZ BRI, EREREELAE,
RARTMERALOR, KiFLHREBCSHETEFR,
RINRTNSE LB

TEBIARE.

Constructive Solid G:gmetry (Implicit)

Combine implicit geometry via Boolean operations

Union

A Intersection Difference
‘b “kn \;,“'l'
& ANB
AUB A\ B

®‘ W)\ (UUVUW)

Boolean expressions: ®
/ N\ v\
LA S
X (' /N E
< '.
e v oW -'j
i = ]

TEMIEREE signed distance function(SDF) Y blendGR&) I LUEHREREFIERZS

An Example: Blending a moving boundary

A B bland (A.B)
e
AR

SDECA) SDF (B) L[;,n,;{(§0f(/l) Spﬁ

JEgHI Hﬂ

X TIRER T HENS DR REEEGERERR. AET, MElL, FTFREMFEL 3

BRI T, BFERSRBE T RERETEMNENAEERDET, BNBE
fERTEM, WEEHEEEAEEEEESG ¢ CC 00U e e e
CO00OPRRO00CRIIIIIIY

BRI ERKIEF RN, mEERAURBAEETHESRE shader EX,




computeBarycentric2 t
] w() + / V[1].v v[2].w());
/v : ].w() + gamma

rds[1] + gamma * t.
normalized(), in

$AIG ./rasterizer output.png normal &{T, MRIZ

EEM— T eI RO



std: :string(=

erizing using the texture shader\n";
* = texture fragment shader;

._et_t;xture Texture
std: :string(a

erizing using the normal shads
normal_fragment_shader;

"bump™”

"Rasterizing using the bump shader\n";
oump_fragment shader;

std: :string(a

ARHEHI—T I RBEERO,

//E% main.cpp = LEEFSITSEIE O TEHEIXREHITIHMCIEF shader
r.set vertex shader(vertex shader);
r.set fragment shader(active shader);
[/ TBHTTE — TR TG C BB A T AR I I AL IR F EARAR R AR,
// A1 shader &x&R#—77, payload 2R H—IT
// in main.cpp
Eigen::Vector3f vertex shader(const vertex shader payload& payload)
{
return payload.position;
}
// in shader.hpp
struct vertex shader payload
{
Eigen::Vector3f position;

+
BRIRTH\RY, BEiRMHSMIE, 5552 phong’s model,
XNEHSLEAERN, LLINE N EEEER



float dis(Eigen::Vector3f a, Eigen::Vector3f b) {
return (a-b).norm();

}
AR AIEFRER

for (auto& light : lights)
{

auto r = dis(light.position, point);

auto 1L = (light.position - point).normalized();

auto diffuse = kd * (light.intensity.norm() / (r * r)) * std::max(0.0f,
normal.dot(l));

auto ambient = ka * amb_light intensity.norm();

auto h = (1 + (eye pos - point).normalized()) / 2;

auto specular = ks * (light.intensity.norm() / (r * r)) *
std::pow(std::max(0.0f, normal.dot(h)), p);

result color = result color + diffuse + ambient + specular;

}

B 1 MR
BRI MESERNMHAENELMSZ 7 —17R8S, EAERFEIRE kd 87,

if (payload.texture)
{

return_color = payload.texture->getColor(payload.tex coords.x(),
payload.tex coords.y());

B RZMANEE,



Eigen::Vector3f t{ std::sqgr z*¥z), std::sqrt 7%2), td: :sqrt
Eigen::Vector3f b e :
ix3f TBN;

Eigen: tr

normal = (TBN * 1n).normalized();

RIS T —FANLIDTRIEE, BRT, BEERIXERRRS, LR LENZIE v
M h IZEA—=RBY float, BIMEHK 1.2 #ARK, FILUEREZRA 1.0 T, (IRE—
1, K 0.99 MR=EZTW)

float h(float u, float v, const fragment shader payload& payload) {
Eigen::Vector3f return_color = {0, 0, 0};
return_color = payload.texture->getColor(u, v);
return return_color.norm();
}
// in bump_ fragment shader
float kh = 0.2, kn = 0.1;
auto u = payload.tex _coords.x(), v = payload.tex coords.y();
Eigen::Vector3f n = normal;
auto x = n.x(), y =n.y(), z =n.z();

Eigen::Vector3f t{ x*y/std::sqrt(x*x + z*z), std::sqrt(x*x + z*z), z*y/std::sqrt(x*x
+z%z) };

Eigen::Vector3f b = n.cross(t);

Eigen::Matrix3f TBN;

TBN << t, b, n;

float w = 1.0f, h = 1.0f;

auto dU = kh * kn * ( h(u+l.0f/w,v,payload)- h(u,v,payload));

auto dV = kh * kn * ( _h(u,v+1.0f/h,payload)- h(u,v,payload));

Eigen::Vector3f ln{-dU, -dV, 1.0f};

normal = (TBN * 1n).normalized();
Eigen::Vector3f result color = {0, 0, 0};

//result color = {0.33f, 0.33f, 0.33f};
result color = normal;

//std::cout<<result color.x()<< ;

return result _color * 255.f;



2 w=h=1.8, BRERLRAEHBERFT—F

3 w=h=0.99

PRI displacement_shader EIFLEM bump BYELLM phong_shading, ARXEIWMRITE
MEBW R LN LE texture, BAEE—MK.
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