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typedef struct tagHEIGHTFIELD {

int nWidth;

int nDepth;

float fXTrans:

float fZTrans;

int cVertex:

VERTEX* pVertex;

float fTileWidth;

float fTileDepth:

}

nWidth : 84S Jt2 U] (A X3 B
nDepth : S| 20| (Z & EI2)

fXTrans : X & ®E fZTrans : Z & ®X
cVertex : B89 M= Pvertex : & 0OIOIE
FtileWidth : EF2IQ] D2 UH[(X & AHE)
FtileDepth : EFZ Ol A OH(Z A AN YY)

#define SEIGHT _WIDTH 16

#define SEIGHT _DEPTH 16
-3 X Ity Z2tel XEOOIEHE Helght field
E 0850 3 XY & HTE HE XM

void HEIGHTFIELD_Transform{HE |GHTF IELD* pWorId,

CAMERA* pCamera)

{
int nStartX, nkndX:
int nStartZ, nEndZ:
int x, z;
pWor | d —>fXTrans=pCamera->P0V.x/pWor (d-

>fTileWidth;
pWor td —>fZTrans=pCamera~>P0V.z/pWor {d-

>fTileDepth:

/7 2T /A2 Mot A, Mg
nStartX = (int)pWor Id->fXTrans:
nStartZ = (int)pWor ld->fZTrans;
nEndX=min{(nStar tX+SEIGHT_W!DTH) ,pWor Id -

nWidth):

nStar tX=max {0, (nStar tX-SEIGHT_WIDTH)):

nEndZ=min((nStartZ+SEIGHT_DEPTH),pWorld->nDepth);
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nStartZ=max(0,(nStartZ-SEIGHT_DEPTH));
/e ZRe By A

for ( x = nStartX; x < nEndX; x++ ) {

for ( z = nStartZ; z < nEndZ; z++ )
MATRIX_TransformWithHomogenous (
pCamera->W2P,

pWorld->pVertex{z * pWorld->nWidth + x] );

}

}

pCamera

pCamera->POV
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BuildOctree()

{

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

Bu{ildNode(n->Child[i],Iin);
BuildOctree(n->Child[i];

i
BuildOctree()2] 715& A¥rd g @k
- 2o g FA ‘?J“Hﬂ THE
- 3 QPgAl shel @ A ggo)
Lig=d
® 3 24
- 7t ete] viewing furstum 3 SEZE EE =99
Egads 58 RoAe =28 FE

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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}
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