9 DirectX J| plaziwl wlJV| axo,

C++
JoV| ;=]
2007

Mohammed alaa

o aia )*Z. .l A&A
al Ly a5 25 4




¢l gt st Jesl syl 520 Lol (Ll

eadl )8 T lpacgius ol 9 LY il g LS).>\J| polell o dcgoxo LW G Rox ul.QJz\” A0 )
s Jgos (9 Ggmaky ouill paxomell o wabsll auleVl go oz V 1is 5 .Sl ALS (3
9 oy 9 5181 e el paseidl 13 pgid wlondl welwl el 15y ppil a5 Jlxol
uo)us)_).SDLJCLﬂp.c)JbgUSJg&n.uugLu\”|_LQu|uu.>9 |JS.®9).>|>9SJJ.Q.;.upJL%3.9
S sazidl lig) 555 18 @l Tadl VI slas] Ly of &iyo yué 0S5 38 SloST opa) sepzall o gl

I5lgSVI o dcgozo) angd pas) Jlxoll s

peill paz) 5 loSVI ALS Lo o pois @l>pe )31 O s &ipe lpowainy pg8l sl wluwes!
(s> (sle pusS JS (le Johadl alls sadas pir) J>lhedl alli (s bo 5 0f elio 1Y bl

9 whhiS wlpxll grox o Wly Byt a>y i 9 LwyeSIl sleiodl plell Lo @520 (59 lhw .1
olVU Lpsdlle ¢ pudlao

ool @S 2,0 ¢ Lol ©Vsleo plaziwl pladl 1is gl (58 eadl s @bl sghasdl .2
(blolaziw] cowlis W pohi gulniws WS g) wYsleoll olls

Al J5ls) @iumo amop @ Jsbs asldl g csdoVl gl oo Léye o (gun 08 sodl .3
(CH+ JI a8) pasianiow wlu,gs]!

Ll Wl olghasdl (sle (siudi sloc ggynivo .4

ol @all plaziwl @id,e bo (b 5o 8,08l elia) OgSuw @l al>yol) clgog ic @l s\ Los

Jﬂm)gbulmw&huwdlmb:bﬂugsuu v 9 U log) bo ebhad veSow g bV (plasgs
Aowlbwl WB)leo 9 pudlaos cbhad UgSiw lpius WY Lelwsy

s osde csabwlyo 3] Wlw,gS)l e wlogleo ol ;luaiwl Y
Mohammed-alaa@hotmail.com

Mohammed1985 @gmail.com



mailto:Mohammed-alaa@hotmail.com
mailto:Mohammed1985@gmail.com

JoVI el sVl aili Ologuw I Sl : JoVI Gw,MI

3D Graphics Fundamentals Partl
(1 - 45 oo wlxaall) JoVI Jas)l - o)l puw]

ool 1A Wladi

sl V&Ml Ol gaiai) dwlwVl dausl )l Jlgadl & piu gwoll 1is (s es,lalb Touw
9 LVl dclio (59 aoszuwoll 3D Objects slaVl &s\W WSl e plSiiw aladl (b
ouwyi Sy Polygonal Geometric gMoVl sazio (sowiid JSwiv ol (58 aliooll
OVsleadl Gulall Giegiay Ol > pledl Go ¢ isneSdl dile sle (solpdl lplSiin
piy oS) sl Vl agls Jal ] sleVl asMl JSCeW Jexidl wllas; asldl ausl,,ll
iy MoVl ssasiall JCaVI el Hhi lhiell 138 go o « awlidl sle lpoaw,
ol welwVl uey asbadl e s, JSwVI dl Jug adoc pn S Byl gacl
01D 9 « 3DJ|LgJS.wMU|U9>2DJS.uuq.wLud|@J£uS)JuS|LaWw9unS)J
pudlao g Rotation L9159 Scaling WSl puxxi ésle| gi o gy Ml o auds=ll
531 80 WU i o, b3le] go Aslizoll GVl pbi o Jaidl pe anwluwl

alizeoll sl pdadl b wlslasVl uen anlaldl sle

ol 138 (58 asyJl yolisll

‘ MoVl 83110 dpwipll JSLLVI
2D/3D Coordinate Systems sleVl a3\ ¢ &l wlilasVl ol 0

) Meshes dis20ll Oloww=eall ©
Vertices sleVl asMdl wlocw=oll jwy, =
Winding Order juwedJl wuiyi =

The Transformation Pipeline pasio JSinw wlig=idl plas
Translation wlslasVl Jss

Rotation wlocwu=oll ;.95

Viewing Transformations wMg=Jl ,glrio

Perspective Projection sl jobhio o @d)ll

Screen Space Mapping auwladl wldlas] ol (89 ouw)Jl

O O0O0OO0Oo

1290Vt gyl Lig) slhao g)Liso
NV oblus] /7 aliu
olebw 7 W5 oo awl,ll olebw sac

Mohammed alaa



JoVI JLasll

© W7, Mohammed alaa




gl

i) yolisl]

Geometric Modeling e LoVl ésasi0 duwiigll JSLaVI

Geometry in Two Dimensions sle,Vl il olosuzoll

Geometry in Three Dimensions sle,Vl @i\ lowwoll

Creating Our First Mesh owu=o Jol sLiu]

Vertices olovwzoll uv99)

Winding Order aslidl (sJe Gwgd,ll iy

Transformations «Wg=:l

Perspective Projection sseub jshio o @8,

Screen Space Mapping asladl wlilas] g3 oow)ll

Draw Primitive Pseudo-code _swesgll 5651 plaziwl sVl Olocwseoll o,

Vectors wlp=ioll

Vector Magnitude wlp=ioll Job

Vector Addition and Subtraction wlp=iall 2,b 9 20>

Vector Scalar Multiplication &sas)l wlp=ioll L,0

Unit Vectors wlpxioll 3>9

The Cross Product auseu,dl wlbgaacll Lg,ao

Normals «luwol!

The Dot Product ssasll wg,aoll

Planes B3V

Matrices wloga.aoll

Matrix/Matrix Multiplication wlgsaoll (58 wldgsasll Lo

Matrix/Vector Multiplication olpxioll (59 wligsanll L0

3D Matrix Rotation sle, VI a5\l wlégaaos 59

I dentity Matrices wligeaoll s

Scaling and Shearing Matrices wligaaoll dosd (sle Jgaxll g puzxi 85l

Matrix Concatenation wlégeaoll zwos

Homogeneous Coordinates ag,Liviod] wlilasVl el

Quaternion’s ag=ioll wlwsll g dudrszl slacVl ggozo

D3DX sl

D3DXMATRIX I

D3DXVECTORS sl

D3DXPLANE ilsJl

D3DXQUATRNION <!

D3DX sl Jlgs

The Transformation Pipeline pasio JSoiu wMg=ill

The World Matrix adsJl asgs.noll

The View Matrix 8s9:=oll adga.00ll

The Perspective Projection Matrix _ssub jehio o @, a9gsa0

Arbitrary FOV §,=JI a5,

Aspect Ratio plsb (sl augssadill 8,0.a)l yore dumws

Conclusion assls




JoVI Lw, )|

daall pd, &yl ol
3 Geometric Modeling g oVl 63320 éuwiig)l JISwVI
5 Geometry in Two Dimensions sVl asbs wloswsoll
8 Geometry in Three Dimensions sl VI s\ ©losuwsoll
11 Creating Our First Mesh oo Jgl cLiw)
14 Vertices wlocw=oll Lwgs,
15 Winding Order awladl (sJe syl iy
17 Transformations wMyg=:l
28 Perspective Projection _ssub jgkhio o0 @5,
34 Screen Space Mapping a.awlodl wlslas] J=1s eow)dl
35 Draw Primitive Pseudo-code _salnioll 3951 plazeiwl @doVl &loouzol! o,

This Book maded by Mohammed alaa
Mohammed-alaa@hotmail.com




The Virtual World Jaxidl pJlRJI ‘

pazions sl Olaloll o 808 dcgozo paziw o LWLe 3D JI wlogull paiws (sl Ll
: Jio plpadl (o dcgazos posi (il 9 39Sl LS (59

. paziao)l CMsa0 go Jolsill
. pladl 5)lgo pulnis

cawladl ole W,lpb] 5 3D Il Slogaw,)l Juozs
. Scripts JI 3y 9 @3

. agall olygell Jusis
P IRVt

L0 M=t =

Game @l Jrxo alhas ppdde (slby o3Vl Lasll o wasll (] @loYL 0is slesVI wlelo

owsS)l 11 (08 Ta> sgd JSiwn e 5853l oy Vgw sl 9 oVl &,=0 plpo a1 « Engine
aab 9 « Renderer go g 31 powl ade sl 9 Rendering Engine slwsyl Jyxo ale slhy

o,)lebl 5 sVl Wl Ll pllall dolsdl anolyll Vsleall il (38 pasli slwSYl o
- bl (sle W,lpb] o slaVl asls jeo JSib (s

aolsdl DirectX AP Jl &by 85ilo 15as pwSudyzl axop plle (58 owisisnll Guzxormall L2
sl ells o Lo WL i) g« slasdl (50 AP Jl 04 alsis Loy @ 48,20 o1 wgy 3D JU
o LpoluusT o sVl gt (58 Jusb s gwoyoll oo lpiws Tab o asdgio & g dow>

JSein wluolpdl ol a8y20 Wey « ol o uS 538 euai sl VI &Ml Gloguw,Jl o,
CAPLJL el ololSo] @818 Lol ol lpso Jolswl 58 8,8l el 0sSo o) 8 i ) LSg8

Ve sVl @Ml Glogaw )l @sop awlys 58 o ol lazdl JS Uasdl (08 ¢ sllaiol 138 oo
a3l wluol)l el awhs 8 gl 138 58 Taiow 11 ¢ gy @bl wluolll Ssle plss
sl VI &Ml Gloga, )b dolzd] pudlasll Lass sl

byl oVsleoll (b 98 o Bagll g bhsd a>ly Eoyiino puouais peis Bow Jasll lind (58
.3D JL anlal

Lol 5 )l 11 Csdosis lgogii V 0l g3 « wluolyl elli oo @il auals ppund ouill oy
o1l Glss] 9 wSadl Ob oo auslyd



Geometric Modeling MoVl 651210 Guwdigll JISL VI |

Olocwzo griais Ugogiw sl (wowuan 5 cuolundl sVl @\ auel axoy g guiai JMs
. Maya , 3D Studio Max , GILES Jio @98 gwoly elizsiwl

ds) powai Ol Mo @yl 131 aell (shaadl plledl J3ls Jom 5 pasiasiow lomusoll olls
Loyl 9 Jsliod) 83pac Wlowuzo gaiais b=l (oonan pediw « 48 Jusss Sl g,lidl Sk
oo oo Aelixo dcgoxo punain loogiiw I « ade (suies Sl o)l (i 9 g)lgidl
‘ Ufmw o> 9 Whlewd!l 9 J;Ledl plol Suis Coadl Guwilgedl g 8,V daoc] Jio Jio wlomu=oll
b Bgw pouxo JS Ul Gy duel) izl pllell Lpdlss] 9 Llioxi oy Bgw Olocuzoll 0

L oldlas] g ke

01 g ¢ @auw @b, Lullul g WVsleo plaziwl Loy Lliol oSy ad2oll e Olomwuoll
Jacluws By @bl 0ia « bistow sl @iVl go @ladl (58 lpsuiiow (sl @bl s
Wldosll shh>] pi @S 9 8,513l (8 lpluod @nasS 9 sl ey Olowwzoll USST sS ppd (slc
olySIl ol SlsSall Jio dhwdl Slocuzoll go bt alai olowzoll sLiv iyl 0is « lpule

. clidg) dsino V| 0sSi o) @ikl 0p8 il Glocwzol! go Lol

elocwVl o wasll e sl — sleVl a5l Olowusedl — 3D Models aodSl : dold ala>Meo
P 9w Olxlhaoll 3u>9d g « Meshes g Models g Objects @ wladSJl Jio ,9psire lpas
uw|m|w>9bmu@95.ob)zouo>lw\”w\bwusw MeShCLL]o.a.QJ|

B2 9 popio sl S ueSi Teo lpluogi i Polygons eVl o dcgaxo g Mesh JI
dcgozo oo UsSi agll 1id — asg Sl — Face powl ade (gl Mesh JI Js1s adaw JS « asiupy
bobzl o dcgoxo plaxiwl (sle lpliogi o0 sVl M5 ol (58 059>g90 Points hadl (o
LodS' &,S diow 20ac Ll bghzl 0dd o 39>90ll adadl o) Rubniin Wil yogreadl g
Gl sleVl asls Heo wlale o 03g3lell WUl Jbodl Juw sle « GuyeStl 1is 9 Lioass
OleluwSYl 03 ,pho 5 JSoi powzoll slhac) paziws o Texture Maps wlawasSo powl lpde

Ul Jscadl Jl Ll

Fig 1.1

a>g)l lad 9 6 Polygons o WeSiy Sl dxgl 6 o WeSi aaludl 8,5.0) (59 >9=>g0)l Mesh I
el asgll g Top Face (seVl asgll ¢ Back Face (salz)l a=gll 9 Front Face _swoloVl
989 swloVl axgll awil Left Face 1wVl axgll o Right Face oVl a=gll g Bottom Face
liSou 13 slaVl 5\ wsSodl Ol Log,anll g8lg)l (58 ¢ weSel) Ling, aasS (sle Telu weSy lab



oo >3V Gilsdl (e wsSi 5,3Vl &Ml og=g)l VY a>lgll gl (58 SVl ale azsl 3 i ol
cwosl JSin wsSiol) @yl pgpan puogiw dllll 8,50l ¢ sSoll

Fig 1.2

Wi (silas] pls J=Is hsidl o dcgoo poouwyy podiw Single Polygon ia>lg a>g cliil p_9.9
dcgoxo leo sl Juogin pesi lodic aoly JSuiv splbuw azell Wi (sanaxll JSCal ¢ sV
Sl Sl ol behsdl oo

Fig 1.3

sbii| o USoy bghsdl o dcgaxos S a2y ppliogi 9 e sSlas] el JIs hadl oo,
law Bgw WVl Geometry Wlowu=oldl dwiid puwl WluolJl (88 WV, 5=l I_'u? ¢ Wlowu=o
W pdle (89 lpiwhad S sy Jsstiow pi sVl (WS plle (08 dwaipdl JSol dcwls (09

O VI




Geometry in 2D >Vl @il Guuwipdl JSLI

BVl oy (9 doizswall slacVl bghs si>| sa Coordinate Systems wlslasVl pdas
CEbell 59

py—>lg;UIwLJIpLhdl>g.moJl—omuL>d\ns‘)gmwbgszIJbuobJS
sozeod| Lol (sadVl soxall 9 X je=oll ¢ X Y,o,g,ls\_glla.-gwl)p\llg._sx.osl Lo.®|.1>| Ul 90
alnss g Origin JoVl @i oo Teaw aublsidl (50 1w @oud 356 glsoll 038 « (sowl)l Jo=oll g Y
LS|.J\9_L>9J\JQL>T_L>ML>OJQ_QJQ\®9M|)J|9@Q.9\”U.J)g.zoJ|8J0LQJGL|Q_Q.J@®J.0U|

(0,0) lasVl izl b 9 Lo vl wlsls] ol

ol Tl (solas] asb adadl i ale oow, oi sl Jasidl JS stV (soliad] olaidl
(X, Y aosta)l 8,900l (58 silasVl 1id Sy 5 omyemol) @il adadl (sde alasill ols g8go
)

ad,20 aid,os poiiw plbll 11d 9 — sVl w5 ilas] plad Jbo Lubey W JSiadl
Screen Coordinate  asladl wlslas] el vy pladl [3s — Gw,all 13s (59 B>V adiasi
Jscadl (9 ¢ awladl de bl sl sbledl (59 Pixels I Slol cang) PpAZiy 98 9 System
WbJ,ovlqung_wv@lsluol_mY)pmJlgwmﬂ)wluol.xux so=xodl sJUJI

ladl csde eVl oSl (58 weSs sl

Lol il (¥=0,7=0)

sl (50,907

gliio JSiu ppin bobs o, @85 9 adlall e blaj gl o) &ilSe] Ly Il JS i
Sl csSall gio (58 dorsiwall bVl Sasl TS aniy gl 13 ¢ goyoll JSii usSid
Ol AW Giud 9 sl Gl jehaio (o ol L Wil B,ell ge S8 (o oo

——
)

Sewlid S5 ga gl
bla £ e ugSu

Fig 1.5 c

This Book maded by Mohammed alaa
Mohammed-alaa@hotmail.com




JSiy behsdl oy 0 gabis (i o,z gilie JSibr (38 ailudl bladl oy ol 5 LY
JSii 1358 6 3 9 2 ikt g y3 s 5 2 9 1 ouhis ou powy b Jls ol W, 28 « auols
-1 08, &hiill Llog 0gSs 9 lpaen blail JS Jeogi peii (si> gilico

WY ¢ sleVl bl pladl Juied Jase me awlidl olilis] pla ol o s Vi aols i
9 ol and o Jloy Jawl il > g8lol) o 138 5 Jawl oymi LolS slsz Y ool
oy V @bl pll O (b 5 )3l @i 5« puSall pud 9 Gowd o s lel glas,

caaladl slel o s ol slaeVl gl adludl o8,V go Joledb

9 5 &eall 5 ALl pBYI grox go Joladl lgogis ¥ 5 X oysxoll dlolSiodl dabsVl (3
Sl JSoidl (08 oS LoVl @ass oo Ten daliseoll as,Vl wlalsVl

Fig 1.
5 X LgSy > gusal] paoall P Isls L6 s3smsell bladl gaos bl Sl s
5,531 Glasyo Tl oo Sl sd &85 ol wlilas VI aslid) dsumeall GLilasVl (b colizgo Y

Tolos Llalss o

9 Y sexoll olzsl puSes podirw Vsl ¢ oaisludl caolas)l pusan poiiw Lazdl wlslasYl el
i« JowV dexw 5 ladl ()l pladl pcaw Lol « eV wzgoll ol Jomeaw
ol Yl ol powl ade 3l 9 sleVl asbdl aakasVl go Joledl (58 Llawl 1SVl ga pladl
Jlio zuogs pslall JSuadl « 2D Cartesian Coordinate System sle VI asls JSLoW (s, Sl

- sl pladl (59 pgwr0



Fig 1.7

This Book maded by Mohammed alaa
Mohammed-alaa@hotmail.com



Geometry in 3D sVl 4l Gawdigll JISLw VI |

. Z-axis of Z (oo 9 Wl j9oll 98 5 osll Jioy Sl asdl i sl VI @Ml plail

Fig 1.8

logale Sagac VS o loga] Z 9zl @lol pgbiw 11 LoVl @i oo 13w Y o X ool
Lolos g5lsl) sslae et 3 . >3V (e Ssgac &I oleadl MS Of ami — I = acyl o 9
popan el aogiw adll 8,08l « Lol closw @ yoe 5 dob @ ol (sl &8LoYL e JS Ol o>

- Jasl JS iy el



Z- "

Fig 1.9

¢ Tolazeiwl o Ll 1SVl lad g sl a5\ JILaW (0,801 (ilas Yl plasdl o gucei As)
o Left-Handed System — Sl 3l 82cl8 ool By LS ol — Syl Al oo 98 lodla>]
ppin Grall ¢ Right-Handed System (ssoudl 2l daclsy powl 8o LS gl — (vl adl ol

- Z s9xol) Cogoll oVl 9o

9 s o (Ll awar 1) Ji 9 oW wsby WS a3 7 se3dl Syl 3l ol (53
Pz OpenGL Jio 3D Jl wliSo yass « o285 @ilbudl pudlVl puSe pi (siowdl Al ol
o @ 9 Srudl 2l plas paxiws DirectX JI wlsSe Ol o> 89 ¢ (ool 2l ol

- oSl elpl (sl a azwow

Fig 1.10

This Book maded by Mohammed alaa
Mohammed-alaa@hotmail.com



- oVl Ul ass sl pladl (58 7 9ol olssl LSl : @lasMe

- X 9=l lolioy Las o Hlolel ouisVI clycl,s 5,81

lolios Lod 9 slowwl) dp>lgo — &lowdl « (sdawg)l « yadl « ozl — ag )Vl dleilol Jo=l .Y
Y L9=oll

gLl sde Telo 9 Z 9menll slwl yuind Tolals azgi 28 — plpaVl — a3Vl dlarol ol amiw ¥
c pAZia Gwilas )l Sl Wseiw — Csuiodl ol S pwdl 3l LpigS G o —

—

anad) oSlol 3 sax Ol o W 1Y Sludl (lasVl ool (58 @i powy poad « OV
WIS Tol, oSVl 04 (e i 9 Z 9 Y g X olxall wlilas] sazs SV 04 § &orziwol!
pladl 13 9 (2,2, 1) @asdl o W JSadl (X, Y, 2)

Wike s

Fig 1.11

Woli,] bayo olibisYl ol 0l A awidl oS s« o5,V o wlgs Y sae L) clslasYl el of

b wsle 08, ST ol = (slasVl olaidl (58 8, ST brsm) pasicwnw Sl usioll gon WS
oo 3 U slacV

3D JI pllaidl (8 b B, Ol oSonll o 13U jolxoll pud Jiod float geil sl o) Wiod
sz @il Of azicw bl oo Yo int gl sl of o0 (1.0056 , 65.2 , 8.0) WIS

(1,64, 22) SIS sluadl oo ST lpslas]

oldas)l (58 JSlire wunw int ggdl 0V float ggidl plazuowl oo sbwSYl wlS =0 wlel (59
- aw Ll

+ W Uil 35U sl oMl slasdl (58 adas Juiow) eVl (58 paseinoll seSl

struct 3DPoint

{
float x;
float y;
float z;
b
"\ "‘] This Book maded by Mohammed alaa
l \ Mohammed-alaa@hotmail.com




Creating Our First Mesh A&seo puusxo Jgl «Linil ‘

JSi Gle 8,141 (8 U3z adaw JS ¢ Polygons adawVl o dcgozs 98 @ Mesh oozl
. 3D Point agia; Lwd il Data Type JU aliow slVl as\s alnss

adow JS o « @ agSell s 8 JI oSlol oz 0l 9 1Y Sl puwzes sliw] syl Wl s (s8
.8 Jl <V§d o blas 4 o VS wusSoll (89 d9>90

Fig 1.12

JoVl @i lpwss s 9 (0, 0, 0) QJa_Q.aJ|_xLC>9>9pk_9JLMLJ|M)J|d\9g&SpJ|)S)ou“a>\J
04 (9 ¢ sl el J.o\ll alns; g 035 0 Mesh puuzodl WSy e wlp\ll ol
. Object Local Space gl Model Space Lol a5lad (59 39590 powzdl 13 ol Jliy al=l

JoVl ahass by @ il pouxoldl wg (58 WeSi WiVl ¢ Lol powzoll slad (58
pouzeodb @oldl olshbaVl Lexi peis Bgw unal 1id (8 TasV ( (SlasVl plall aslzdl
wle gz sl = S slaa)l (] - haas ga Lleiu ol dsluwodl — Lolzdl alad oo
ansi b 8,95l ) SISV plhs (58 839>90ll LoVl @nss UgSi us> — LpdS ool

. wsSol) LoVl

D ld ab> Mo

. ag?)cw °)l39i &blas > 0,5 0 (09 &4 wusSoll J_‘,\” PV TR
- &Ml jolall gblaws u> gas (ilas Yl plail) JoVl ahas .Y



s (33 Fyiis 5 oLyl ol pudi 58 i Slosuzall gaox ISl sladll (5d ¥
C el — szl pllall 55,0 Al 01 (58 B g 8a>ly Lol

Jexi ol w5 el ¢ Jiedl Juw sle (05550 o> (um0 oo s i podi Ol 3y Lo Tax TS
ol wluolyll awby pssiow « Lol (o s (i 3550 Js> o1 Of ayelll Y3l dpaxd
235 Ol g clio LY powzo 935 Ol W)l 18] @l LS5 OVl i oSJ 9 Jeas)l 1is (58 eV ugaull
o JS cuoul) @555 50 ,laies 0,095 1y 9 wseSo buad Jliedl Juow csle « @l aigSioll bladl gaos

Y semoll olssil @) 45 |y LplS @ aigSell blal 535 9 aled Lude

JoVl dass 9o 13l 5 Tosls 0eSy @naidl el ugail 55,0 « oo silas] pll (sd @asi a5 boic
- ol pllail)



Note : Game World Units a2l J=>1> gwladl Ola>g 1 ab>Mo

Bao b wode 05 Vol ziopmnll (sl do2 csuwr 98 dnslll J3 s @osssomnl] Gwball wlasg aass
8a>9 Ul 85 28« Jliodl Juw (d2d ¢ aso Uglosy udl b=l (vowvan 9 ol go aule
2l lgeiay Ol ddbzl swowao o llai s a9 1 Unit = 1 Meter ol o a>lg Jolas 6a>lg
da>9 Ul saxi Ul ol alll U3l by sull wlaslsall il s> pxxdl 13 00M5 Olowuxo
e Tely wloow=oll &l ISM.QJ <lUs A= 9 1 Unit = 1 Kilometer Sl o olS a>lg Jlas 819
20 Luld da>g lasl > 8 @l plei Ol Tas ppoll oo i ¢ sayaxdl wllasoll
wbluwdl Joxi (sl wlyusindl o Joledl (88 alS_iwo el a2y axlgi 08 clive) (59 wlowwzol)
Ol oSl o aso Joleis Sl powzoll « float g5 o WeSH eVl (88 iy — all JsIs
UsS 9 100 * 100 * 100 (si> of sl aso Llolss il wsSoll Jio 4 * 4 * 4 Lo oslail 0gSs
Jio L) clizoyy (sle aoisi WY« dlius) go Jole Sl paseidl jebio o Tolos (gLl Jio
oo (=8« faces og>gll LS| auasS ol gy aueo oz = Ol e zoouwundl ac
wvld Oli>g 9 lsoaxiwl ppilee ULlileso logil dxiw iUl Guisgall Usdai 15] Jliodl
s paziwl sl @)l U5 Ta> oo UsSy 38 Guodl 39290l adaud) @il « ddlixo
ol 9 WV &b vl aelll J3Is Oloswu=oll sac UK logod 13U ¢ Ll (J] s9>90)l adaudl
poasy il lorphay Gu> Gueeiio 1936S) (i Al oy 9 AWl pwld wlasgs lgoos 19 lgisS

casll JsIs



Vertices Oloauxoll ywos, \

oo WolSio dcgoxo e b,Le s — Vertices gi Vertexes wgSy lp=o> 9 — Vertex aodsJl
Dl W ol 35 8>l ddnss ans UL

adbaoll i OY Vertex o (swoawi Bgw Polygon aaw (sle 839>90 alnss ol abzlll 0is o
ungu&S.oﬂu\J:Uu|)24L5\LCL59J.2—JCU|gaS.oJ|L5\LCJ9.QJU|US.o.oJ|U.o|JJ p£:|9J.o.~u|
(24 6*4)|.L.luu_9_9_,qg1)|d\1.cd_9mado_w‘_159 a]a_w|%_wd\1.c

13 — 11 &sto 09 4850l — 3D Point allasll (o Jouil g pcl Vertex addraoll ol slhio o
Class o Jioww Vertex Jl Lso,md 13 ¢« aiuazs oo 1Y lasbw alaul Led il 3D Point (586

s osJWl Jsadl

This Book maded by Mohammed alaa
Mohammed-alaa@hotmail.com



Winding Order  auilidl sde yw9odJl iy |

ol Ll L

3D Studio MAX Jio @68 awly plazxiwl leio pipw oSJ 9 bz giai o) 81d20dl wlomuzoll
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)ngJ)\Jhb|M|‘Q>9Q;9LSyLSJJ|g;99J|U¢wL5\9 aJl Lhis bils wls a>g b i
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Transformations wloxil

Translation wlsla=Vl 85 )

o puwzo J3I> cuzo adaw csde 039>g0)l Gwei,l) sauas olslasl slacl (o 1 wlslasVl Jas
szl Lodle J1s s9>g0

ol U35 39>90 cumo puuzo dowl Jsu pgas WY Translation olélbsVl Jiu cuoww o
2wl Jasos g UlSe Jl UlSo o szl

plad JoVl ahs Jg> pd3S,0 wod) &l wo UsSe paw el Led &JUI &0l (59
0o sl Wl @l o bl 23 Jiiu Lod ls as g ¢ sl plall polsdl oloas Yl
piow wed )l S ailud] dousll @8lolis 1. (0, 5, 0) alilas] ool lis o auslll Jsls 45
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e02)

Fig 1.15

ol 55801 plaziwl as)luwll adesll pe suedl pii)
PositionInWorld.X=0;
PositionInWorld.Y=5;
PositionInWorld.Z=0;
For (Each Polygon In Mesh) {
For (Each Vertex In Polygon) {

Vertex.X += PositionInWorld.X;
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Vertex.Y += PositionInWorld.Y;

Vertex.Z += PositionInWorld.Z;

}

olilas] Je=u pess WY . Transformation Jug=idl powl lad lede sl aaludl ddosl!
.World Space — aw=lll wlilas| — aslell wlilax>W Model Space avlzdl alilas| o ouwu=oll

JS el cliSioy (arludl Lol Gusis « @l (58 (0, 5, 0) silasVU 39550 adawdl 55,0 OV
il J51s a4 uols cilas] oo 5 adaw

Wilpll el s pgdiow @io Yaug ¢ Ly poladl 368l 58 Blal gLl subii o) Wil by
W8 plaziowl pgsicw S ag ¢ LS pgdi (su> widgo JSiw CVertex ggi oo Class J=Is
Jolsss sall publl @ azg5 Sl pewzall e pe 98 9 — 1>V asiay pgiiw — Mesh gg5 oo
J31s 839390 3l WS wlily go &S i UsSH Ul Sou § e V wlly I i ¢ lp=o

JInstancing puw] Lde (allny adosll 0is  au=lll

class CObject

{

public:
CMesh  *m_pmesh;
float PositionX;
float PositionY;
float PositionZ;

}

 PositionX whsiel) a8 elac] (b e @ JS Ul yazi Waes pgaiw « CObject

da>lg aznid Huuin Ul Sowdl o Fuws 3 JU sg>g0dl M _pmesh ,iwgedl .PositionZ ¢ PositionY
: GlsY aJUll wlghzll age guiow by avlzdl &l s59>90 5SS SIS 13U « CMesh ggi o

pauxoll (sde dg>g90 pdow JSJ N
wde>9adl Z 9 Y o X wlusiol) PositionZ ¢ PositionY . PositionX JI oud adlol 08 .Y

ow99,JL
.CVertex gg5 o 99900 (59 o JSin aolpdl dazidl bha>| Y
8Ll dglazdl (08 8359>90)l Lwgsyl plaziwl adowVl sLwSl o8 .5

CMesh *MyMesh; // Pointer to the mesh containing our 4x4 polygon
CObject ObjectA, ObjectB, ObjectC;

ObjectA.m_pMesh = MyMesh;

ObjectB.m_pMesh = MyMesh;

ObjectC.m_pMesh = MyMesh;



ObjectA.PositionX = 0; ObjectA.PositionY = 5; ObjectA.PositionZ = 0;
ObjectB.PositionX = -6; ObjectB.PositionY = 0; ObjectB.PositionZ = 0;
ObjectC.PositionX = 4; ObjectC.PositionY = 0; ObjectC.PositionZ = -5;

Glad (89 059>9 wdg puwol] o @Slew axauw S, — 1.16 08, — aoslall 8,00l waiio (59
Wl wlilas] Jsu g pess ¢ powzodl Gwesy) lSIL vl wlilasyl adlsol, « Lol
9« 2> Ve (| = Sl 9o 58 JSI 5Spell Ol x>V (sl Lelle 215 i 0ol
owoi b 13 — @ avldl JoVl ahss sl — 8 55,0 9wl JS ow auli @sluw a>g5 @l

U153 00) @il Lolso (sle olas o=
Lol ccacMl ol s3I 3D JI JSidl 38 puxadls ¢ 1S @alS 5 powo 0lS g Byall >V
5Vl g JoVI Jgiuwodl 98 5806 13U« 5680l U515 oozl 1id Jins csadl Class JI _sgd ol

el Jsls asdgo wlly Codss oo

Instances

Y Ad=.cllofa050)
(2,5,2) ? 2.5,2) 4 Z+

(2,3,-2)

Fig 1.16

— &=l aolsdl Frames JI ode 1385 oSl ode pis sl wldasdl Ol wuS zuogi anslall &l
Ol gao> oo, d5lel pgsiw 13 — awladl e bl sl adl=dl 8,6.0)l Jioy Frame I
adow JSJ 9 wlolBJl gao> sde j905 DrawObjects alludl ¢ was> Sl juedl S (svi> LA> o

LS| 9 aouw; dsle| 9 pdowdl Jsid DrawPrimitive alladl slesiow] i 3 S35 59>90
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void DrawObjects ()

{
/1 transform vertices from model space to world space
for (ULONG i = 0; i < NumberOfObjectsinWorld; i++)
{
CMesh *pMesh = WorldObjects[i]->m_pMesh;
for ( ULONG f = 0; f < pMesh->m_nPolygonCount; f++ )
{
// Store poly for easy access
CPolygon *pPoly = pMesh->m_pPolygon|f];
// Transform and render polygon
DrawPrimitive (WorldObjects]i], pPoly)
}
}
}
void DrawPrimtive (CObject * Object, CPolygon *pPoly)
{
// Loop round each vertex transforming as we go
for (USHORT v = 0; v < pPoly->m_nVertexCount; v++)
{
// Make a copy of the current vertex
CVertex vtxCurrent = pPoly->m_pVertex|[v];
// Add world space position to transform to world space
vtxCurrent.x += Object->PositionX;
vtxCurrent.y += Object->PositionY;
vtxCurrent.z += Object->PositionZ;
/1 Do further pipeline transformations here which we have
// not covered yet but will shortly.
// By this point we will have 2D screen vertices so render
/1 to screen which we have not yet Covered.
}
}

=« SluSL pgss adaw JSJ Frame JS (08 Loy aelll cslad (| Sl clad o Jug=all
Jexi 208 Jlodl Juw =8 « Animation &S,> slaul pgas Uiy Frame JS U=y S5SJl g9g0
¢ PositionX whusziodl Olasdl g 85L3JL el b e slasadl S5 =i clad anew

el e Joiwoll CObject Ul J3Is ude>90ll PositionZ g PositionY
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Rotation oadl.Y

plaziwl pgiiow ¢ sVl Wl las] plas 59 59290 adaw wod) o ASgazo yodiy pgid
s sas> sle dass JSJ @l oVsleoll

NewX = OldX x cos(8) —0IdY x sin(6)
NewY = 0ldX x sin(8) + OIldY x cos(6)

Sin « Cos gl « Wi sl gl Y o X guasdl Lad O/aY .+ Ol « &l oVslsall (53

il @gl3)l Jios o Theta o cswouwwd 0 50,J1 ol ¢ Sine g Cosine (s logsloowl 9. ol Jlg> Las
a9lJL o pllay 98 ¢ — Radians plk plaziwl lp) dod s s o] GwbJl 8,150 psdiw
| 9 « Degrees wls)udl Gwld ol Gud 9 — S 08,0 @l Jind aud 9 a,k8 waill

Lol Lluu=d Radians pladl ez DirectX JI lpio 9 3D JI wliSe plaso Ol g &S (59

: o ld ab> Mo

s5ladl O Cu> g ¢ Syuie pdy @l agly)l doud asx pasws Radian I
Soluws Pl ¢ 2 * Pl oJ] 8,511 ooy pgéy Radian JB 13 as,s 360 J ooundis
Loy a>gy Ui ¢ Llgy)l ywlia) Degree ol (58 a>,> 180 Jilis (sdg 3.14159
Sobus sl (PI/2) Jles as,s 90 « alols)l 8,510l 9 6.28 Radian (sJlg>

1iSag (1.1570795 Radian)

Macro écbuo pu Ui « Degree wls,all (wld sl go Joledl lghasy cuzomall wlel 0V
:JUWS Radian (sJl Degree (o dousdl Jug=is 098

const float PI = 3.14159;
inline float DegToRad (float d) { return (d * (PI1/180)) }

+Y

X

Fig 1.17

Bub o2 1 3Vl gl 8asly Loy oudemeedl wed, &Vl i Ol a &l ludl 800l (9
8,00l — ool JSiadl (50 LoS 6,90l muaiw wwsill csde ppini o aisbudl yoadl SYslso
- dog)l ol mogs (Il 5ol « 1.18
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float angle = DegToRad( 45 );
for ( USHORT v = 0; v < pPolygon->m_nVertexCount; v++)
{

CVertex OldVtx = pPolygon->Vertex|[v];

CVertex NewVix;

/] Rotate the vertex 45 degrees
NewVtx.x = OldVtx.x * cos(angle) - OldVtx.x * sin(angle);
NewVtx.y = OldVtx.x * sin(angle) + OldVtx.y * cos(angle);

// Vertex is now rotated and stored in NewVtx
/1 Use to draw polygon in rotated position

8,00l (538 Z I j9m0 S5V WY gumo loMS i « Z Il jemo Jo> oy el 13a ol Jgis 28
Soluw uwly JSJ Z jexell &Ll 0id (59 « 3D plle (50 dsg>g bl 8,50l 03 Juzs 0l LSy
Pl Lol g5l (58 U,S3 oS dxaall (sl puin UgSuw 8,00l 038 (58 Z sexoll 9 ¢ Hho

&>,5 45 ladoy Gwedy @Vl 935 Az (s &l 8,5.a)l « 3D JI JSLaW (s,

.l+Y
-X +X
& >
Z 90l
Ry
Fig 1.18
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NewY = 0IldY x cos (6) —0IldZ x sin(6)
NewZ = 0IldY x sin (6) + OldZ x cos(6)

Y soxoll Jg> pugaidl Y

NewX = 0ldX x cos (6) —0IldZ x sin(6)
NewZ = OldX x sin (8) + OldZ x cos(6)

Z y9=oll Jo> gail .Y

NewX = 0ldX x cos (6) —0IdY x sin(6)
NewY = OldX x sin (6) + OldY x cos(6)
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. LoVl alnss Jo> o 7 j9=oll Jg> 0,935 03 S asy
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Fig 1.20

a9l 39>90 98 9 ISl wlidlas]| &5 sde o)a8ll Lyad weSw wlslazl Jai S gl Suba
Lo sd Tudo UsSs 38 gl b wlilasVl Ui gaall - o3l 550 Sl — 03540 Jg> @5 45
plazeiw] iSoy lgd iVl olad LoVl dass e 0550 wSeS ol ulS 15| Wied « WV
Jio ) auli @luoy SoSll 1id Jg> o1 — Wio Soloww 0> — e SIS Jo=ad welwl lis

(Ll

a0 )90 Jg> 9 ol a Swoaws > slacl aslol CObject S SJI jughaiy oV P9

class CObject

t
public:

CMesh  *m_pmesh;

float PositionX , PositionY , PositionZ;
. float RotationX , RotationY , RotationZ;

a5 89 (89 Waziw D 9 ¢ Wloowzxo powy 1w lodie Gaxiw oMgmil i gaox>
docwVl oo 13w ass o5 Frame JS wsde lpoow,) oVl
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Cameras wl,wolSJI.Y

Al @5, LIS o poiit) aady [olS slinb posi Ol 9 LY st Sl oo, 9 sl Jd
aidl o890 (sde Tely Lpow; oy slusidl pdlell 839>90)l Gugdll geo> s aey ¢ (slusill
a5,)l ashio gl Camera Space whuwoSJl ol KV WITVRRVAL il pUcu by s ¢ ol
Al go wowliad wlowwzoll wgs) Jisxi 12 0l o 1Y « lulw Ll, WS 5 « View Space
Wl @90 Jio pailazdl pasy iz Ol wazdl Luolsdl ol go Lo wdbaiw izl (sl
ol @8,)l Jlswo TLal 9 Viewing Direction &§,Jl olxi|l « Camera Current PositionlwelSU

.Field Of View (FOV) LuolSJL

S pin 138 5 < 5> JSin il galains (i delll 515 LalSl gy g 0l lo yoyia
- WS wlghsl

bzl als ol el oo« ploW LyuolSJl ey caeMl ogis Losic )

oW alS olledl ey pois « walsell [uolS)l elyi oMl pgis losie .Y
Jo> cmoull @S pllall 8,150 peis « Y yemoll Jo> slunl) BV weMl pgis losie .Y

...... liSag .&

Jeay Ol Lndle Jobs 518 JS Jess ol 9wV« aleai LuolSIl Jeso of 1y b 0lS Ul ¢ sy oS
Sl 98 plle)l szl (88 o) g ¢ cluzill plledl 31> 8S,5U pwlwsYl Luas) 14s ¢ ¢ awwSe

Log> &=

o plladl Jsls LuolSUl g8g0 csle bid Sgiminw (sd o luolSUl Jiod Class aclias 0Vl pgdiw
 LuolSJl 8,15] Uls;

class CCamera

{
public:
float PositionX , PositionY . PositionZ;
float RotationX; // Pitch
float RotationY; // Yaw
float RotationZ; // Roll
}

Jawl 9 sdeV &=l Jios 1 Pitch )
Sl 9 ol Szl Jios 1 Yaw .Y
alzdl g ploW &=l Jios : Roll .Y

9 Jmew ol ol Joystick JI gl Gwsledl @S,> Jug=d @lls awludl &lal (38 oy 28
sassodl 1S daxly as,s a5 a9 Joystick JI JMS o Hlud) &=l Wiod ¢ Rotation ol
ol doud 85Ly peiiw > ploVl L5 Lhes 15| ¢ luwwd) ,95 LuolSJl Je=iJ RotationY

ol U515 ploW & ,=i5 |huolSUl Je=) RotationZ

t sl Laolsdl 2890 (sl Teliy Guggyll JSJ sbusS| Joss o2y oslall 593l



void DrawObjects()

{
for (each object)
{
for (Each Polygon in Object)
{
DrawPrimitive (Object, Polygon, Camera);
}
}
}

void DrawPrimitive (CObject * Object , CPolygon *Poly , CCamera * Cam)
{

for (each Vertex in Poly)

{

/1 convert polygon to world space (Already discussed)
Perform any object Rotations on vertices of polygon
Perform Translation on vertices of polygon to move polygon into world space

// convert polygon to view space
Perform inverse camera rotations on vertices of polygon
Perform inverse camera translations on vertices of polygon

// Convert polygon to Projection Space
Not Yet Covered

// Render 2D polygon

Not Yet Covered

¥
¥

ou9dpll JS 59 peta 3l 5gSI U d 45 aod (sle Sz LuolSl X el OIS o)
8 @55 45 ST) X 9ol Jg> @55 -45 lados ol pllall (58 39750 1S USy 839>g0ll
(LxolSU slaoll oLVl

if (m_pCamera.RotationX)

{

VSVertex.y = Vertex.y * cos(-m_pCamera.RotationX) —
Vertex.z * sin(-m_pCamera.RotationX);
VSVertex.z = Vertex.y * sin(-m_pCamera.RotationX) +
Vertex.z * cos(-m_pCamera.RotationX);
} // End if X Axis Rotation

Il 5eSl Tou Lo UeSuw Z 9 Y uye=oll Jg> 59l

if (m_pCamera.RotationY)

{

VSVertex.x = Vertex.x * cos(-m_pCamera.RotationY) —

Vertex.z * sin(-m_pCamera.RotationY);
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VSVertex.z = Vertex.x * -sin(-m_pCamera.RotationY) +
Vertex.z * cos(-m_pCamera.RotationY);
} // End if Y Axis Rotation
if (m_pCamera.RotationZ)
{
VSVertex.x = Vertex.x * cos(-m_pCamera.RotationZ) +
Vertex.y * sin(-m_pCamera.RotationZ);
VSVertex.y = Vertex.x * sin(-m_pCamera.RotationZ) +
Vertex.y * cos(-m_pCamera.RotationZ);

} // End if Z Axis Rotation

World Space auell pledl (s5lasVl Jlso (s WSy Ul @ sy Vertex ool ¢ Gludl 58l (59
Lpolainn] 05 Tl 8,55 30)l ©Vslao it « gl Jxo ol LuolS)l Joro (58 mad 0m ot 3
w9 svilas] oSl oS oJ Tayl « slaosdl ol (58 Lplex) — adlw doud 13U algyll Jeo> 2o L
Spiw WS lpde as,Ludl wVsleodl gudni puaw =l el (s08 (0, 0, 0) ,ue World Space JI

oMl i 58 les> Y

OlaolSUl andail 2t Jobiad LSl 13a 58 JolS Jad pamasi o5 il pdsi Ol LS ) al
@Y @i bl wVsleell ol clagd pac sl poses Ju> (slas V I« @8y LiST o Jaso JSiiu
Jeasll 15 58 Waasi ,iST JSiin Lol i
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Perspective Projection s=ab j9buo o g, Jl ‘
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void DrawPrimitive( CObject *pObject , CPolygon *pPoly , CCamera *pCamera )

{

CVertex CurrVertex;
CVertex PrevVertex;

// Retrieve object angles;

float Opitch = pObject->RotationX;
float Oyaw = pObject->RotationY;
float Oroll = pObject->RotationZ;

// Retrieve Camera angles

float Cpitch = pCamera->RotationX;
float Cyaw = pCamera->RotationY;
float Croll = pCamera->RotationZ;

// Loop round each vertex transforming as we go
for (USHORT v = 0; v < pPoly->m_nVertexCount + 1; v++ )

{

// Store the current vertex
CurrVertex = pPoly->m_pVertex[ v % pPoly->m_nVertexCount ];

// WORLD SPACE TRANSFORMATION
/1 Apply any object rotations if applicable

if (Opitch) // rotate object about its x axis like pitching up and down
{
currVertex.y = currVertex.y * cos(Opitch) —
currVertex.z * sin(Opitch);

currVertex.z = currVertex.y * sin(Opitch) +
currVertex.z * cos(Opitch);
} // End if Pitch

if (Oyaw) // rotate object about its Y axis like yawing left/right
{
currVertex.x = currVertex.x * cos(Oyaw) +
currVertex.z * sin(Oyaw);

currVertex.z = currVertex.x * -sin(Oyaw) +
currVertex.z * cos(Oyaw);
} // End if Yaw

if (Oroll) // rotate object about its Z axis like rolling left or right
{
currVertex.x = currVertex.x * cos(Oroll) +
currVertex.y * sin(Oroll);

currVertex.y = currVertex.x * sin(Oroll) +
currVertex.y * cos(Oroll);
} // End if Rall

// Now move the vertex into its world space position
currVertex.x += pObject.PositionX;
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currVertex.y += pObject.PositionY;
currVertex.z += pObject.PositionZ;

// VIEW SPACE TRANSFORMATION
// subtract the camera position from the vertex so its position is
// relative to the camera with the camera at the origin

currVertex.x -= pCam->PositionX;
currVertex.y -= pCam->PositionY;
currVertex.z -= pCam->PositionZ;

// if the camera is rotated, rotate the world the opposite way
/1 but the only difference
/1 from the object rotation is the negated parameter

if (Cpitch) // rotate camera about its x axis like pitching up and down
{
currVertex.y = currVertex.y * cos(-Cpitch) —
currVertex.z * sin(-Cpitch);

currVertex.z = currVertex.y * sin(-Cpitch) +
currVertex.z * cos(-Cpitch);
} // End if Pitch

if (Cyaw) // rotate cam around its Y axis

{

currVertex.x = currVertex.x * cos(-Cyaw) +
currVertex.z * sin(-Cyaw);

currVertex.z = currVertex.x * -sin(-Cyaw) +
currVertex.z * cos(-Cyaw);
} // End if Yaw

if (Croll) // rotate camera about its Z axis like rolling left or right

{

currVertex.x = currVertex.x * cos(-Croll) +
currVertex.y * sin(-Croll);

currVertex.y = currVertex.x * sin(-Croll) +
currVertex.y * cos(-Croll);
} // End if Rall

// PERSPECTIVE PROJECTION TRANSFORMATION
// divide x and y by z to project point onto 2D projection
// window in the -1 to +1 range

currVertex.x /= currVertex.z;
currVertex.y /= currVertex.z;

// SCREEN SPACE TRANSFORMATION
/1 Convert to screen space coordinates

vtxCurrent.x = vtxCurrent.x * SCREENWIDTH / 2 +
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SCREENWIDTH / 2;

vixCurrent.y = -vtxCurrent.y * SCREENHEIGHT / 2 +
SCREENHEIGHT / 2;

// If this is the first vertex, continue. This is the first
// point of our first line.

if(v==0)
{

vtxPrevious = vtxCurrent;
continue;

}

// Draw the line between this one and the previous vertex in the loop
DrawLine( vtxPrevious, vtxCurrent, 0 );

// Store this as new line's first point
vitxPrevious = vtxCurrent;

} // Next Vertex
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9 weiiliio Guiibss JS G b paw) Sy i e wglwl wedl o) 9 1 2 il
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Polygon Winding Order :

gVl (sde Gugdyll waiyi
acbull )lac olx] (59 Lwodyll )i 9o -

aolsJI
oo
il

Translation :
wlsbayl s -
S o s piy > o adaw pwsd) JS sl e sSla] @dlo] 9a

il sle hsd pi adoc @ 9 3 USL I

aolsJl
C - ll

Transformation :
) wlslbaoMl Jug= -
J9xi ddoc 9 awgl) Joi a y3l ] UKo o puxo iy Adec b

Sloauxoll g adawVl (sle haad pus wlilasV

ol
olso
Zridl

) World Space :
a2l clad gl szl pllell clad gl pledl Jlxodl :
Al ... Olouwzo o @l Jolic guo> alsly axlgs Sl VSl g g -

aolsJI
oo
il

Instancing :
: leo

aolsJl

0 wlslS 3 csuins OlS ggll L oo IS oo S| cliw] adoc s 1 2 il
CVertex ppcg

Frame : aolsl|

--------- . blso

ozl pdlal slad J3Is b 5 &= J>lo o dd>so Jiow 91 2wl

Animation : aodsJl

. as,> . lolso

Rotation : aolsJI

B . JYL- B VAN olieo

Wio JooVl absi — o i Jg> bo o,5lS Ulhgs Lpad piy ddoc 9 1 2 il

Degree : aolsll

5{.>,_)>Z L@L\&D

Olo,Jb Llgll Guld ad psy sowld ol g & 2 il

Radian : aolsJI

-------- . blso

Spainc pdy duo gl o el piu plai 9o 1 2 il

Camera : aoJsJI

LaolS : Wlso

LaolSUl axlg, bo @, el aui ooy IS o 1 g il

Field Of View (FOV) , View Space , Camera Space : aols|

gl Jlxwo « @5,)l aslhio « WlhhuwolSl ol @ liso

LaolSJl ap=lgi Lo @5, aulSo] 98 1 2l
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Pitch : aolsl

. . T ;. l=o

X soxodl Jg> Jowl 9 (sdeV &)=l Jiod 1 gl

Yaw : aolsJl

------- . olseo

Y sexoll Jg> )Ll g o) &yl Jios o 2 il

Roll 1 aodsJl

o T ;. l=o

Z y9=0ll Jg> =)l g ploM &=l Jios 1 il

_Shrink 1 aodsl

a9l 5S 30 o wisi loaie WKl (e sl adlhaoll 13 1 &l

Grow : aolsl

2S5 9| 90U - dlizo

a5l 5S 30 e Az boaie Wl e sl pdlaaoll i 1 &l

(Clip-Space , Projection Space , Viewport Space) Coordinate : aolsJI

&S yxioll 8,90l yo e plb « paixoll &8,)l plbi « d59ax0ll @5 )l pla @ oliwo

Lol Jlo 51 @)l wlilasl e sumeil) passouy (dlas] plbs 9o 1 gyl
sVl asls wlslas] aa,b e

Projection Window : éolsJI

wosdl 8380 of adl=dl au8,Jl 8180 ¢ laliso

A2y Ao, piy Wew Sl @,8,J] Jlxo o= piazxiows @uodg 6380 (sd 1 gl
s

d (in formula) : aolsJl

------- : lso

a8luuodl (J| i 9 @Oluuo (susi 9 (distance) aodSU j)lais| W)=l lis 1 &l
a4, a>Luw sax sl @ a8luodl 04 9 oSl 9 Lo =l 3380

Vector : aolsll

azioll 1 lseo

gLl (59 duso alnss Jgb 9 UKL waay (ol ULS 9 1 2l

Vector Magnitude : aolsJI

azioll Jgb : olizo

u9clind @k plaziiwl axio Jsb (sle Jgasl Bagi auol, adec o 1 gyl

Collision Detection System :  aolsJl

Wlosladl Bluss| ol : Wlseo

ppin plados] Ggas> al> (68 glol o WSSl giod wolbw VI 138 poaziwy @ il

Scalar : aolsJl

SAcC ,:pé) : L&LA.QD

colS Ul @) aoud sl ga 1 gl
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