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The Goal of the Project
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Implementation
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AT TEXEIMRESABNEEE, EERESEEHENA . obj MRS VENFFEI
EEEAUHEIEER, XEEETLAER Assimp ESEAYHAMEELSHITHR—ISA.


af://n77
af://n84
af://n89
af://n103
af://n104
af://n106

B = AR R A H—KIBEA/IMEERF D FE LRI, SN RAyESTIRN
0, FHERBEREIXR;

FF— Kt EERE, BebmpafFiE, UKEERRERASE,

B A5 UEBbmpEMAIEE, URERINFEDZENSEE, PSS M RERINSE;
BE ST RAMESNS N =R ERENEIEREU BEIZRERE;

BERATR. S=APRERS LIRS RIEREL ob 3 4H8lEL
REREENS—TZER R obj 3, REF—EH.

ERRIRET, B4 TREREENHEASGEE \shadersh, FBITERFRISCRATEINSE
EfENERENTTE, BRRNENTRERIBE, ARHEZRE, FHTER. Z5ETT, B
BITEA A& GPURNIZERTE, 1RSSR,

EAREI=RSER, TJFERETTE D F G = MEEE, RITTABIT SRS KS SR
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RERER: RERER(Albedo)SBRANE— BRI E(Texel) (B3RER) IEERMAEEEMKGT
R IREMEERAT AR R RAEERISAN A, SKRAKREHIEHEATTFRIRS.

ERE: RMetalli)WEZRNMEANEEZXER TS BRMAY, RIEPBR3IZIRENAM,

EANPIRAT LGS RERS AREEX AT LIRS A1 80X —TTE.

FERERE : #BFERE(Roughness)WSEIAJ LALIER N BRHEER N REB SHEME. REFSRAVEREEE
BESE— I RENHFERITZ ENBREE. — MBS RE <G EREFEEIRER
5 (B¥) . M—MEBEBNERENSERSEHmEMIRERET.

AO: IAESEE/HR(Ambient Occlusion)WEEEERAONSE SR EFEEEEN/ VTEEE 7 —1
BMIBRFEF.

BHeIBRZFNDFES el AN G = ERGEHFENSEERE, HIIBZEIEETrowbridge-Reitz
GGX, EEEECAIERES !

Oé2

w((n-h)?(a® — 1) + 1)?

NDFGGXTR(”? ha O[) -

THEAES:

float DistributionGGX(vec3 N, vec3 H, float roughness)

{

float a = roughness*roughness;
float a2 = a*a;

float NdotH = max(dot(N, H), 0.0);
float NdotH2 = NdotH*NdotH;

float nom = az2;
float denom = (NdotH2 * (a2 - 1.0) + 1.0);

denom = PI * denom * denom;

return nom / denom;
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IEE R AR R IR C T L e ST BB D AT G AOEER, IXNMNYRESEERAIRIAE
AEMAE, LENER—NRERIHE, IEERAESRIENR AR SRR I IR R 519
BOtk. BAiERFresnel-Schlick LR ISR :

Fsentick(hy v, Fo) = Fo + (1 — Fy)(1 — (h - v))®

THEARRINT:

vec3 fresnelschlick(float cosTheta, vec3 FO)

{
return FO + (1.0 - FO) * pow(clamp(1.0 - cosTheta, 0.0, 1.0), 5.0);

ENDFEIL, JTUAIREESRA— MIRIEEESEENABASE, HEERSINEREEMFmEEEaIE
AR S, B ER UIRERGGXSSchlick-Beckmanni{ &SR, EIXFRASchlick-
GGX:

n-v

n-v)(1—k)+k

Gschiickaax(n, v, k) = (

X8k = (";1)2, ATEMNEEIUTES, FEBNERARFESAREEEEHE. KiFRE
FHMA(SmIth's method)RIBREEMNANEH

G(n,v,l, k) = Geuw(n, v, k)Gsup(n,l, k)

HEAE:

float GeometrySchlickGGX(float Ndotv, float roughness)

{
float r = (roughness + 1.0);
float k = (r*r) / 8.0;
float nom = NdotV;
float denom = Ndotv * (1.0 - k) + k;
return nom / denom;
}

float GeometrySmith(vec3 N, vec3 V, vec3 L, float roughness)
{

float Ndotv = max(dot(N, V), 0.0);

float NdotL max(dot(N, L), 0.0);

float ggx2 = GeometrySchlickGGX(NdotV, roughness);

float ggxl = GeometrySchlickGGX(NdotL, roughness);

return ggxl * ggx2;


af://n139
af://n144

PCSSHISEI3 79345 :

o BIRIFITEREYNERE
o BT FIREITEPCRERIZAIAR/N
o XJRJIUEFH{TPCFIERE

BB AR

float PCSS(int index, vec3 pos){
float Stride = 50.;
float shadowmapSize = 1024.;
float visibility = 0.;
int blockerNum = 0;

float block_depth = 0.;

vec3 fragToLight = pos - pointLights[index].position;
float cur_depth = length(fragToLight);
vec3 n = normalize(fragToLight), bl, b2;
LocalBasis(n, bl, b2);
mat3 localToworld = mat3(n, bl, b2);
poissonDiskSamples(pos.xy);
for(int i = 0; i < SHADOWS_SAMPLES; 1i++)
poissonDisk_3d[i] = TocalToworld * vec3(0.0, poissonDisk[i]);

// STEP 1: avgblocker depth
for(int i = 0; i < SHADOWS_SAMPLES; i++) {
float shadow_depth = texture(depthMap[index], fragToLight +
poissonDisk_3d[i] * Stride / shadowmapSize).r;
shadow_depth *= far_plane;
if(cur_depth > shadow_depth + EPS) {
blockerNum++;
block_depth += shadow_depth;

}
if(blockerNum != 0) {
block_depth /= float(blockerNum);
}
// STEP 2: penumbra size
float w_penumbra = 2.;
if(blockerNum != 0)
w_penumbra *= (cur_depth - block_depth) / block_depth;
// STEP 3: filtering
Stride = 10.;
for(int i = 0; i < SHADOWS_SAMPLES; i++) {
float shadow_depth = texture(depthMap[index], fragToLight +
poissonDisk_3d[i] * Stride * w_penumbra / shadowmapSize).r;
shadow_depth *= far_plane;
float res = float(cur_depth < shadow_depth + EPS);
visibility += res;
}
return visibility / float(SHADOWS_SAMPLES) ;
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o ¥alt: SIEMEHATEEERCRIERER, AR ERI— REsEEMHt (BTiEE
8) UR—NRESEENE (BFitERR)

glGenFramebuffers(1l, &framebuffer);
g1BindFramebuffer (GL_FRAMEBUFFER, framebuffer);

glGenTextures(1l, &textureColorbuffer);

g1BindTexture(GL_TEXTURE_2D, textureColorbuffer);
g'ITexImageZD(GL_TEXTURE_ZD, 0, GL_RGB, SCR_WIDTH, SCR_HEIGHT, 0, GL_RGB,
GL_UNSIGNED_BYTE, NULL);

g'ITexParameter'i (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);
g'ITexParameter'i (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

glGenTextures(1l, &depthBuffer);

g1BindTexture(GL_TEXTURE_2D, depthBuffer);

glTexImage2D(GL_TEXTURE_2D, 0, GL_DEPTH_COMPONENT, SCR_WIDTH, SCR_HEIGHT, O,
GL_DEPTH_COMPONENT, GL_FLOAT, NULL);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);

glFramebufferTexture2D(GL_FRAMEBUFFER, GL_COLOR_ATTACHMENTO, GL_TEXTURE_2D,
texturecolorbuffer, 0);

glFramebufferTexture2D(GL_FRAMEBUFFER, GL_DEPTH_ATTACHMENT, GL_TEXTURE_2D,
depthBuffer, 0);

g1BindFramebuffer (GL_FRAMEBUFFER, 0);

o WEIMEAT, BRBERIRENMEREFMERIME T

gl1BindFramebuffer (GL_FRAMEBUFFER, framebuffer);
//Render. ..
g1BindFramebuffer (GL_FRAMEBUFFER, 0);

o EEESEEMHFIRESEEMHHENSSR_shaderdh, #H{THE TSR (EEDCERIESR)

glActiveTexture(GL_TEXTUREOQ);
g1BindTexture(GL_TEXTURE_2D, textureColorbuffer);
glActiveTexture(GL_TEXTUREL);
g1BindTexture(GL_TEXTURE_2D, depthBuffer);

//Render. ..
o [BEDCRRIERMET: NN EBAH XEE. KR BB=E, FRISEREHTRE, 56

4755 EiAPBR—EL, %&T?Z‘Zx, fiﬁﬁ Ray Marching B975i%, NEBRHAMFRES LR
’ttiiE—EE’\JEE"%' HE—SETREEERAIMCEIZRES SHEPNEMAMER (FiZM
REAXTRESCEFFERRE, WEMSESRIUENRIE, TUAASZIMER) . Bt
_JL,{LJ_J”'““:JKE’JE/H R BZEREWAER, WET—SBALSK. BizS51ME
R, MAENIZKBEIR,
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bool RayMarch(vec3 ori, vec3 dir, out vec3 hitPos) {
int level = 0;
vec3 delta = normalize(dir) * STEP_LONG;
vec3 nowPos = ori;
float total_dist = 0.0;

whiTe(true) {
if(outScreen(nowPos))
return false;
vec3 nextPos = nowPos + delta;
float curbepth = GetDepth(nextPos);
float depth = GetGBufferDepth(GetScreenCoordinate(nextPos));
if(depth - curDepth >= 1le-5) {
total_dist += sqrt(dot(delta, delta));
if(total_dist - MAX_DIST >= le-5)
return false;
nowPos = nextPos;

level++;
delta *= 2.0;
}
else {
level--;
delta /= 2.0;
if(level < 0)
break;
}

}
hitPos = nowPos;
return true;

fEZSRSSRAVSEHLE, AMAFHES LRI GRFIURRRE RIS H—50t%, BENA
FEKFRIER E, ERTLASEIVKE ERYEIRR ((FR water_fs.gls1) .

ERENAEDCRIER D IREFESUHEME, RWERENMETTETE.
BIRERLHFETESNSH, RENRIRSEEL, REREIRBIVEERT, JErM&r s
LRIBEHEP, BRRAEV, MREED.

o SCEEEL BT EEER DA BT, BIL — nense

o BEHET: HMENRANEE, SHERK—BS, RTHESSZEEEINRIAZIMEE RS, il
{EFEBeer-Lamberti AR EH{TAE, XMNENERRIE NS GREFIE GRELHE:

Out = In - e~, HPhEYEZE, J2IEE.

o HEHEP: FHATHEIERMIE/\SH, E—MNASRABRROHEATFRES aEE R seR5IE
Yk, MESNARBETHEANCERERIZERA—HN, MXLEETHENERES S RIZ
SIRIAR FRUEBR A RE 1, EIRERETIE. ARG MBENESETLUBISHGA
MitE: i
P(0) = 3 g
HepgEAREN RITHET RS,

o [BEEV: EDYCRIRZINERAIMIENEEAEREEMENY), SHSSMEERN, FE%
R, BFXARITEI AR, RABERABHENNSRIEEXRNEL (PCF/PCSS) |, it
=S I N
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s NEREED: LE—MSHEY, EAHEY, BTHEXRER, RERBERLIARYE (1B
FERELR, HENR) , FWEEFIRBINLE, SHMRERERMNTEER, &5
5, WENREEAO.

BN EBRIRITSIASHINTTER, WILAEREEIZRFERIIEE, S RERaITRE0ED
AERIREERE

vec4 volumeScattering(vec3 ro, vec3 finalPos)

{

const float lightIntense = 30.;

float transmittance = 1.0;

vec3 scatteredLight = vec3(0.0, 0.0, 0.0);

float step_long = distance(finalPos, ro) / SCATTER_SAMPLES;

vec3 rb = normalize(finalPos - ro) * step_long;

vec3 nowPos = ro + rand_2tol(finalPos.xy) * rD;

whiTe(true) {

if(dot(nowPos - ro, nowPos - ro) - dot(finalPos - ro, finalPos - ro) >

EPS)

break;
float vLight = lightIntense / dot(nowPos - lightPos, nowPos - 1lightPos);
float D = evaluateDensity(nowPos);
scatteredLight += D * vLight * phaseFunction(ro, lightPos, nowPos) *
transmittance * step_long * visibility(nowPos);
step_long);

¥

transmittance *= exp(-D
nowPos += rD;

3

return vec4(scatteredLight, transmittance);

BSHEXERFIRARRENE, ERARIHA, KERFOREERMNE. BE. Bt Hw. Fik.
KN
FEERER:

o WFIEMGEL
STRRANERRBEE R Ot RS SHERT R, FINEMIREE, X MR TS ek AR
REGHFREA, MINEHRE, 82 ERESHS, FABEERSIFERY = 0, HF)
Y fIBIR R T

X=—b xe 7 Z=—l xe 3 EANFHENREESISNER, FLNE
R B ISR AR RIS, ATLASCEI S ES D AR |
X =37 Rand() * Adj_valueZ =" | Rand() x Adj_valueRand()J3[—1, 1|HIBEH
2, Adj_valueEERT, BEXOXNMSE, TLUBEEKIEINIL,

o RIFEERL
RIEXERIEERRENIIE, NBUERPIGERIEAINR, PIREITET:
Init_V = (MAX_V — MIN_V) % rand() + MIN_Val\S{FRea ks W)
EERBARENEEEUREHRE.,

o RiFHEm. FRRL
KighORIFERK, SR FERRE, FLAEDBHRRFERSEIXEHONEREEX, BIX
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HEAAT:
Life = (MAX_LIFE — MIN_LIFE) x rand() + MIN_LIF EQISSF RIS
INFXIEHR, WLifex = 1.3808], MFFEAIFIIAKRRINILELE, FrilAge =0
BEERI 5, JUREXIESEFIMNL

o RIFKi. EEYRL
Size = INIT_SIZEColor = INIT_COLORHE— AN A/NIERERIE, HiLgiE
PR FANNEREEEE.

1R ER :

o (UE. EEEH
KIERIFIEHBNER, RIFHEEY 3 RS INEE, AT LA A ERIREE TR R AERY,
Pos+ = v X dt, v+ = acc x dt,

o E@s. KIVEH
KIGERRISTEFRARS. KNV RIEUGFENSH MR, —FHENER TR, REEHE
X, BEE—ENEE, BEXFEHTNEHEK, RFRXNEHTENT:
factor = (Age—Lilfg/2)2+1.0 Size = factor x INIT _SI1Z Ems$FXIGHRIBEREEL, NEE
BUKIERIFEREHRIERE, KEAXEFOS, —EIEEINEHTIEEEX,
Color.a = factor

o fFfS. RIFEH
SHFRIFHER, S—ifAge+ = dHRIERIAE], EREXAge > Lifelit, ZHFHBETT
T, BEFEFRINT, XM ERBUNTIE5EK:

for (GLuint i = 0; i < unsigned int(dt * 1000); i++)
{
int unusedParticle = firstuUnusedParticle();
respawnParticle(particles[unusedParticle]);

EE—REFPFIA firstunusedparticle FRESHILENRIF, BIJEM respawnParticle &
HEE'ESE" (AEFFVRRIFEN) |, BiIERFEEARRIEN,
TERBER:

o MREGREID
BRI FEMRITT, BIERTFRINE. KNUKREE, BEENT—RERSS

o JUUEGESEEES (billboardi:R)
E—RIERT, BIIEBSO0penGLKBREAZEFHA/VUEREE, EEENTFIERIRES, &K
11Ehr L RIRIERI AU B ER—MNUNLRZ SRR — N XIER T, LURN BRI, (B2ERM
B HeE—NEE, RIEMERERENMEARR, FEZININLRASHEERRR, tHinEZIPY
BENIEEESEEEINAFANL, SRAEERINXIGAIESIMH,
FRLAA T RXANaE, (ERbillboardfiAR, FEEMERETICEFATRAMEILR, KizfEREM
WERNIEESHRAMES, XMNRMEEER/IEBRIPTHK.

vec3 Pos = gl_in[0].gl_Position.xyz;
vec3 toCamera = normalize(gCameraPos - Pos);
vec3 up = vec3(0.0, 1.0, 0.0);

vec3 right = cross(toCamera, up) * gs_in[0].ourScale;



BMEEIN AR, RIEIURECRENRIALTRLUNREE uni form FEZUENRIREGAAE, It
BHRRHARMRERINEE

Pos -= right;
gl_Position = projection * view * model * vec4(Pos, 1.0);
Texcoord = vec2(0.0, 0.0);

Emitvertex();

BER LA, BN RRIRREN R BREGREIA,

* FEREGRIS
RO EE. SERREE, RBT:

void mainQ)

{
vec4 texcColor;
if(fchoice > 0.5)
texcolor = texture(flame, TexCoord) * fcColor;
else
texcolor = texture(Round, TexCoord) * fcolor;
if(texColor.r + texcolor.g + texcolor.b < 0.2)
discard;
FragColor = texcolor;
3

e iBR& (Blending)
EzrlEeETd, RELTHEEENERE, EEEERTEMRNFZEAZOpenGLE
RURERA.
REGRE, NATLAERFREERERSIEHES ARG KILGIREMm, BEREENS
=§

g1BlendFunc (GL_SRC_ALPHA, GL_ONE);

MMEIEXEEE MO EERZEL.

N-S 512, #i - BRESEERA R RS AR ITR 52, Fh TR R SR 0Eh
EFE. ZHREEFANRE—ES MIBHRLk, EREFMSHRS—:
p%:F—Vp—F,uVu2

TMESMSTE, A T RANRESTE:

Op B

E%—V-(pu)—O
HivE, IRk FEER T, , Bz, = (z,2), Bz = (z,,y) . Py EEFESFEAT, &
EFESETELR:
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), | 0% _
(VJ_ + )¢(xl7t) =0

oy?
Rig v B0\, BisFmEENDH0, HEFETRILA:
8¢(w1_7t)

NERESEETKFEAREGER, BTy FRNEE, BRIKAAME x FEMEER0, &ERE
BEBAN, HE DAWISE, SEREHEER:

W = ¢*Vih(z 1)
RIEFEEEE, BiITLURIR
h(z,t) = hoethesiwt
HNFTIE
h(z,t) = hoe iV okt—k)

EBEh(z, BB, RN XN, Mx M)RIEERFE, BATNE R EEHERETEE
%

h(z,t) =) h(k,t)e™”

SIIREA (2, t) (EBIBEMEE (1DFT), Heh Ak, t) = ho(k)e™ M + By (—k)e™ M) s
s, wk) = /gkNEEBRR, gHESINNEE;
BINF ik GEREHE)
Py(k) = S(w,0) = S(w)D(w,0)
He, S(w) HIEEMEEE, D(w,0) AAEYBEY, w FEEE, 0 SREESKENSEA

MTAFERIRIE, JLUEREFRITFNESRAT RIS TERE):

B, ¥ FRERENEN

BAERIKIE AR

float cocean::phillips(int n_prime, int m_prime) {

glm::vec2 k(M_PI * (2 * n_prime - N) / length, M_PI * (2 * m_prime - N) /
length);

float k_length = glm::1ength(k);

if (k_length < 0.000001) return 0.0;

float k_length2
float k_Tength4

k_Tength * k_length;
k_length2 * k_length2;



float k_dot_w = glm::dot(glm::normalize(k), glm::normalize(w));
float k_dot_w2 = k_dot_w * k_dot_w;

float w_length = glm::length(w);
float L = w_length * w_length / g;
float L2 = L * L;

float damping = 0.001;
float 12 = L2 * damping * damping;

return A * exp(-1.0f / (k_length2 * L2)) / k_length4 * k_dot_w2 *

k_Tength2 * 12);
}

2 s / P I
HehwhkE, | = <, vhKE, ARIERIESTESHENES)

SIANFNES D HBENEL
1 (/)
& ~N(0,1) = e 2
S (©.1) Vor

float uniformRandomvariable() {
return (float)rand() / RAND_MAX;

std: :complex<float> gaussianRandomvariable() {

float x1, x2, w;

do {
x1 = 2.f * uniformRandomvariable() - 1.f;
x2 = 2.f * uniformRandomvariable() - 1.f;
w=x1* x1 + x2 * x2;

} while (w >= 1.F);

w = sqrt((-2.f * Tog(w)) / w);

return std::complex<float>(x1 * w, X2 * w);

RIEHER a5

o (k) = %@r T ig)y Pu(E)

std: :complex<float> cOcean::hTilde_0(int n_prime, int m_prime) {
std: :complex<float> r = gaussianRandomvariable();
return r * sqrt(phillips(n_prime, m_prime) / 2.0f);

exp (-

std: :complex<float> cOcean::hTilde(float t, int n_prime, int m_prime) {

int index = m_prime * Nplusl + n_prime;



std: :complex<float> htildeO(vertices[index].a, vertices[index].b);
std: :complex<float> htildeOmkconj(vertices[index]._a, vertices[index]._b);

float omegat = dispersion(n_prime, m_prime) * t;

float cos_ = cos(omegat);

float sin_ sin(omegat);
std: :complex<float> cO0(cos_, sin_);
std::complex<float> cl(cos_, -sin_);

std::complex<float> res = htilde0 * cO + htildeOmkconj * c1;

return res;

FTFAIERIDFTROKREANENEIIMR, REESTHFRTAIRIEFE, AT EIT REEE %I
IFFTLURTISiFSaIEFRNY, 528 N RERRIATTIISGEYR, B RENERERETIZRESD
=RAPRERERYEREMITE,

void cOcean::evaluatewavesfFFT(float t) {
float kx, kz, len, lambda = -1.0f;
int index, indexl;
for (int m_prime = 0; m_prime < N; m_prime++) {
kz = M_PI * (2.0f * m_prime - N) / length;
for (int n_prime = 0; n_prime < N; n_prime++) {
kx = M_PI * (2 * n_prime - N) / length;
len = sgrt(Ckx * kx + kz * kz);

%

index = m_prime * N + n_prime;

h_tilde[index] = hTilde(t, n_prime, m_prime);

h_tilde_slopex[index] = h_tilde[index] * std::complex<float>(0, kx);

h_tilde_slopez[index] = h_tilde[index] * std::complex<float>(0, kz);

if (len < 0.000001f) {
h_tilde_dx[index]
h_tilde_dz[index]

std: :complex<float>(0.0f, 0.0f);
std::complex<float>(0.0f, 0.01);

3
else {
h_tilde_dx[index] = h_tilde[index] * std::complex<float>(0, -kx
/ len);
h_tilde_dz[index] = h_tilde[index] * std::complex<float>(0, -kz
/ len);
3
}
}

for (int m_prime = 0; m_prime < N; m_prime++) {
fft->fft(h_tilde, 1, m_prime * N);
fft->fft(h_tilde_slopex, 1, m_prime * N);
fft->fft(h_tilde_slopez, 1, m_prime * N);
fft->fft(h_tilde_dx, 1, m_prime * N);
fft->fft(h_tilde_dz, 1, m_prime * N);

for (int n_prime = 0; n_prime < N; n_prime++) {
fft->fft(h_tilde, N, n_prime);



fft->fft(h_tilde_slopex, N, n_prime);
fft->fft(h_tilde_slopez, N, n_prime);
fft->fft(h_tilde_dx, N, n_prime);
fft->fft(h_tilde_dz, N, n_prime);

}

int sign;

float signs[] = { 1.0f, -1.0f };

vector3 n;

for (int m_prime = 0; m_prime < N; m_prime++) {

for (int n_prime = 0; n_prime < N; n_prime++) {

index = m_prime * N + n_prime; // index into h_tilde..

s

indexl = m_prime
vertices[index1l].nx = 0;

NpTusl + n_prime;

vertices[indexl].ny = 0;
vertices[indexl].nz = 0;
sign = signs[(n_prime + m_prime) & 1];

// index into vertices

h_tilde[index] = h_tilde[index] * (float)sign;

// height

vertices[indexl].y = stride * h_tilde[index].real();
// displacement

h_tilde_dx[index] = h_tilde_dx[index] * (float)sign;
h_tilde_dz[index] = h_tilde_dz[index] * (float)sign;

vertices[indexl].x = stride * (vertices[indexl].ox +

h_tilde_dx[index].real() * lambda);

vertices[indexl].z = stride * (vertices[indexl].oz +

h_tilde_dz[index].real() * lambda);
// normal
h_tilde_slopex[index]
h_tilde_sTopez[index]

h_tilde_slopex[index] * (float)sign;
h_tilde_slopez[index] * (float)sign;

n = glm::normalize(vector3(0.0f - h_tilde_slopex[index].real(),
1.0f, 0.0f - normalize(h_tilde_slopez[index].real())));

// for tiling
if (n_prime == 0 && m_prime == 0) {
vertices[indexl + N + Nplusl * N].y
h_tilde[index].real();
vertices[indexl + N + Nplusl * NJ].x

*

stride

stride * (vertices[indexl

+ N + Nplusl * N].ox + h_tilde_dx[index].real() * Tambda);
vertices[indexl + N + Nplusl * N].z = stride * (vertices[indexl
+ N + Nplusl * N].oz + h_tilde_dz[index].real() * Tambda);

}
if (n_prime == 0) {
vertices[indexl + N].y

stride * h_tilde[index].real();

vertices[indexl + N].x = stride * (vertices[indexl + N].ox +

h_tilde_dx[index].real() * lambda);
vertices[indexl + N].z
h_tilde_dz[index].real() * lambda);
3
if (m_prime == 0) {

stride * (vertices[indexl + N].oz +

vertices[indexl + Nplusl * N].y = stride *

h_tilde[index].real();
vertices[indexl + Nplusl * N].x
Nplusl * N].ox + h_tilde_dx[index].real() * Tambda);

stride * (vertices[indexl +

vertices[indexl + Nplusl * N].z = stride * (vertices[indexl +

Nplusl * N].oz + h_tilde_dz[index].real() * Tambda);



3

}

for (int i =0; i <N * N * 2; i++)

{
unsigned int pIndexl = indices[i
unsigned int pIndex2 = indices[i *
unsigned int pIndex3 = indices[i *
float x1 = vertices[pIndexl].x;
float yl = vertices[pIndexl].y;
float z1 = vertices[pIndexl].z;
float x2 = vertices[pIndex2].x;
float y2 = vertices[pIndex2].y;
float z2 = vertices[pIndex2].z;
float x3 = vertices[pIndex3].x;
float y3 = vertices[pIndex3].y;
float z3 = vertices[pIndex3].z;
//Kid
float vx1 = x2 - x1;
float vyl = y2 - yl;
float vzl = z2 - z1;
float vx2 = x3 - x1;
float vy2 = y3 - yl;
float vz2 = z3 - z1;
/7 SRR = F T84
float xN = vyl * vz2 - vzl * vy2;
float yN = vzl * vx2 - vx1 * vz2;
float zN = vx1 * vy2 - vyl * vx2;
float Length = sqrtf(xN * xN + yN
XN /= Length;
yN /= Length;
ZN /= Length;
/ /T 5548 B
vertices[pIndexl].nx += XN;
vertices[pIndexl].ny += yN;
vertices[pIndexl].nz += zN;
vertices[pIndex2].nx += XN;
vertices[pIndex2].ny += yN;
vertices[pIndex2].nz += zN;
vertices[pIndex3].nx += XN;
vertices[pIndex3].ny += yN;
vertices[pIndex3].nz += zN;

}

Results

* 3];

3 + 1];
3+ 2];

* yN + zN *

ZN);
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Roles in Group

ZHE (100%): PBRIE#:. BAF/EZR. ETSSREIZFEIR. FOGER
FBE (100%): RFRGHEL, KESIRRTER

VSRR (100%): RIFRFHEIL. JESHERER

SRERIR (100%): MWEMREUAIERL. BFEIENEINSER

SRIBEE (100%): HOEMREUATERL. BFEIEaMEILSER
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