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eI RS 1, TRl IA e BRI BT AR Rl e R i T
Object Loader( Tz =4Efx), Vertex Shader 55 Fragment Shader, I H 3 F¥F
T BRI

MfEA RIS, IR ST 55 42 :

1. B R4 rasterize_triangle(const Triangle& t) in rasterizer.cpp: fFIt

WSEFLS VRN 2 RUIEER L, SLHAME. BiE . SOEBE I HEE.

2. BN PR%N get_projection_matrix() in main.cpp: KR B CAEZ B HYSLE
SEIL 3 S FE R E B AL , IeEHR BT PAiBs4T . /Rasterizer output.png normal
FEE ] LI

3. B pKR% phong fragment shader () in main.cpp: SZ¥ Blinn-Phong FiZ {1
. Fragment Color.

4. 1B PR%EY texture fragment shader () in main.cpp: {E528 Blinn-Phong
el |, BHaEi e AUy kd, S Texture Shading Fragment
Shader.

5. B pRZY bump_fragment shader () in main.cpp: fE3ZH Blinn-Phong )
Jemth b, Aran sz e AP v ERE, S23 Bump mapping.

6. B PR%L displacement fragment shader () in main.cpp: fESZE Bump
mapping &N E, Z£F displacement mapping.
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2.1 Gk

TERAERA I BRI E, TaEARRsEmmE A2 5, ETE SoftwareRas-
terizer H 3 NHEIRANT UM @A :



mkdir build
cd ./build

cmake ..

XAF A4 N Rasterizer WAl PATICIF. (IR RTAATSCOFRE, ARF%
A A SRR 2 BRI B R 32, TR =S HT A2 I R A

e texture: ffi LIS texture shader.
i %4%: ./Rasterizer output.png texture

« normal: i F§CHE H ¢ normal shader.
i 25f: . /Rasterizer output.png normal

o phong: f# f{tEHf blinn-phong shader.
fii f25%1: ./Rasterizer output.png phong

o bump: {1 bump shader.
fEH25%: . /Rasterizer output.png bump

o displacement: fifi f{CHS H11) displacement shader.
i Z405: . /Rasterizer output.png displacement

BRBERRIEZ )G, IRFREE make 4 HEH B4

2.2 HERRACHS B
I ERSESS, FATDHESE U T T M ek
L FATGIA T —AE =77 .0bj SCPFINE 2 A BRI 4 RSP, X iRy
JESCPFAE 0BJ _Loader.h file. fRICTFFANBEARE TARRIE, HFEHNEX
PR SARGBE T — 2 9 TriangleList [ Vector, Hh&EA=MAE
FRAT RN A R S SO AR R . AL, SR KA SO R — Al 2
R MR MBI TA R, H i 68T gl i SO BB A



2. FAIBIA T —A8 Texture ZELAM B A AEBECHE, I Bt 7 & RSO
.0 - Vector3f getColor(float u, float v)

3. FeA1@E T Shader.hpp 3L X T fragment shader payload, JHHi4]
57 Fragment Shader F]RE 224, HE] main.cpp 4 =/~ Fragment
Shader, H fragment shader ‘23 vk M E FEOKFEB] Shader, HAMHAS
R AR SE L

4. FIEGRIKLITIRT rasterizer: :draw(std: :vector<Triangle> &TrianglelList).
TATHR AT — RPN, XA — M Vertex Shader 5EA{. FEMZ )5,
FRATE I pR % rasterize_triangle.

5. rasterize_triangle REL-SIRTEZ Hi S5 H LI A AL o AR Z ALAE T
BEEBUE AT WA, M4 Barycentric Coordinates Xfyk & . Hi
. B 5 A, (Shading Colors) YEFHEAL. [EZIA] Fik b T8
2 value THE{AY [alpha, beta, gammal, B UK HHFRBERELR LIS
Bm(E b ARFR M R AIRE S RPN E, H5F Fragment Shader 115545
FIMBI S A framebuffer, XCESRARE S HEES SR ZIRBCE fragment
shader payload, HJ#H fragment shader 153|318 45

2.3 sirhgiRk

TEARYE B _EaA i AR B Ve AR RS S I B X A, IR AE R 2 5
(WS HINEBYBERM ), R ] LLZTTERIA R normal shader FARZLH) 40 F 4558 -



SCPL Blinn-Phong A Y JE R Z5 R Y %52 -

GAMES101

SCIEZ S SR %52



SCP Bump Mapping Ji5, VREFEE 2] AL R ™ 1) &

93 Displacement Mapping Jii, {47 811045
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3 Wbt
P
« [6 2] BXBAEH, AHEMAFENCHE. RETUEFHF. KT,
« [10 2] B8 E: EHREEFE.EWE . QCELAF.LE (Shading Position)

H¥ VA% %% fragment shader_ payload.

» [20 #]Blinn-phong R A4f#Al: IE# 53 phong_fragment_shader Xf [y
RAHER,

« [5 %] Texture mapping: ¥ phong_fragment_shader @y [ JI %|

texture fragment shader, 7 b Z Al b E# LI Texture Mapping.

o [10 4] Bump mapping & Displacement mapping: IF#%5L3, Bump mapping
E Displacement mapping.



e [Bonus 3 2] ZRELHEA: KB LT . obj XH, RIERERH;
EHEARFT A /models H KT .ixX EA 1% 4,4 Vertex Normal f5 & .

« [Bonus 5 ] WEAMLCEWFEE: A NKMEHEAATIIEXS, & Texture
KL —/N#HF ik Vector3f getColorBilinear(float u, float v) Jf
it fragnent shader /AT, A T HRAMIFE N KEEMAL, AR
ZREFBENHLER. FRANRROEFES XNEAMOCEHENER,
AT


http://smartchair.org/GAMES2020Course-YLQ
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