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The Goal of the project
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The Scope of the project
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Involved CG techniques
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Project contents
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Implementation

Results
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KIARAD:
if (a.x * camera.Front.x + a. v * camera. Front. ¥ + a.z * camera.Front.z < 0) -

[
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continue;
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Svoid ViewingFrustumPlanes(glm::vecd* result, const glm::mat4& vp) {

=l

result[0].x = vp[0]
result[0]. v = vp[1]
result[0].z = vp[2]
result[0].w = vp[3]
/ /7|

result[1].x = vp[0]
result[1].v = wpl1]
result[1].z = vp[2]
result[1].w = vp[3]
/A

result[2].x = vp[0O]
result[2]. v = vp[1]
result[2].z = wp[2]
result[2].w = vp[3]
/T

result[3].x = vp[0O]
result[3].v = vp[1]
result[3].z = vp[2]
result[3].w = vp[3]
//Near

result[4].x = vp[0]
result[4]. v = vp[1]
result[4].z = vp[2]
result[4].w = vp[3]
//Far

result[5].x = vp[0]
result[5].y = vpli1]
result[5].z = vp[2]
result[5].w = vp[3]
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vol0][0]:
vol[11[0]:
vp[2][0];
vpl[3][0];

vpl0][0];
vol[11[0]:
vo[2][0]:
vp[3][0];

vpl0][1];
vol[11[1]:
vp[2][1];
vp[31[1];

vpl0][1];
vpl1][1];
vop[2][1]:
vp[31[1]:

vol0][2];
wvpl1][2];
vp[2][2]:
vpl[3][2];

vpl0][2];
vpl1][2];
vpl2][2];
vp[3][2]:

—bool Point?Plane(const glm::vec3& v, const glm::vecd* p} |
for (int i = 0; i < 6; ++i)

=

=

{

{

}

if (plil.x * v.ox + plil.y * v.v + plil.z * v.2 + plil.w >= 0}

{
}

return true;

return false;

vertex[0] = glm
vertex[1] = glm
vertex[2] = glm
vertex[3] = glm
vertex[4] =

vertex[5] = glm
vertex[6] = glm
vertex[7] =

bool flag = false;

for (int p =0 p < & +p)

{

:vecd ((nowk +
1:vecd ((nowX +
::vecd ((nowX +
1:vec3 ((nowX +
glm: ivec ((nowX +
t:vec3 ((nowX +
ivecd ((nowX +

i) * VAN X, k = 16,

1+ 1) * MAX X - 1, k * 16
i) # MAX X, (k+1) #16 -1,

1+ 1) % MAX X - 1,
i) * MAY X, k * 16,

1+1) % MAX X - 1, k * 16
i) * MAX X, (k+ 1) * 16 - 1,
glm: ivec3 ((now + 1 + 1) * MAX X - 1,

if (Point2Plane (vertex[i], frustumPlanes))

{
flag = true;
}
}
if (flag)

(now?Z + j) *= MAX_Z):

k+1) #16 -1,

(nowZ + j) * MAY_Z):
(nowZ + j) * MAX 7);

(nowZ + j) * MAX_Z);

(nowZ + j + 1) * MAX Z - 1);

(k1) #16 - 1,

(nowZ + j + 1) * MAX Z - 1);
(nowZ + j + 1) * MAX Z - 1);

(nowZ + j + 1) * MAX Z - 1);

Chunks[glm: :vec2 (nowX + i, nowZ + j)]-D>show(nowX + i, nowZ + j, shader, tex, camera, k);
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flagl0] = '(z — 1 > 0 & block[x][¥][z - 1] != NULL & block[x][y][z - 1]->g lass) ;
flagll] = 1(z + 1 < MAX_Z && block[x][y][z + 1] != NULL && block[x][y][z + 1
flagl2] = '(x - 1 > 0 & block[x - 1][y][z] !'= NULL && block[x — 1]1[y][z]->g
flagl3] = 1(x + 1 < MAX_X && block[x + 11[y][z] != NULL && blocklx + 11[y]1[z]->
flagl4] = '(y — 1 > 0 & block[x][y — 11[z] != NULL & block[x][y — 1]1[z]->g

flag[5] = !(y + 1 < MAX_Y && block[x][y + 1][z] != NULL && block[x][y + 1][z]->getName() !

for (int i =0; 1 < 6; ++i)
{
if(zlagli])
block[x] [v][z]->show(show_pos, shader, tex, i);
1
1
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Demonstrate your project

TR mp4

Roles in group
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