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01 3b0oo0ooooooooo.

e TriangleMesh.cpp ~N

bool TriangleMesh: :hit(const Ray &r, Real tmin, Real tmax, HitRecord &record) const

{
// 00000000000000O0O0O0O0O00OO0O0;

// for (00 m_Triangles 00 O0OUODOOOOOOO) {

// 0000 hit O0O0O0D0OOOOOOOOOOOOO;G

// if (00000 & 000000000000 0000000O0O000 @mooo)) {
// goooooooogos;

// 0000000 record OOO;

// }

//}

// 0000000000000 return;

}
- J
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mesh_test.cf
4 & N

triangle_mesh
{
pseudo_normal_color_material; // 0000000000000 DO0OO0DOODOOODOODO
/*
phong_material {
ambient = (0,0,0);
diffuse = (0.5,1,0.5);
specular = (0,1,0);
shininess = 32;
I
*/

// 0000000000 ... flat OO0 smooth

shading_type = flat;

// shading_type = smooth;

filename = "bunny_409.0bj"; // 00000 .. obj OO0 ply DOODOOOO

¥
N )

gbooooboboooobobooboobobooobobooboboobbobobobOobboOoDbo
go0oOo0oOoOo0d0ooOoO0OoOo0oooOoO0OooOoo0bOoO0UDoOUOOoloobDoooooobooOoooDoOg
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goooooooboboobobooboooboboooboobooobooboboboobobooboooo
goooooboobooboooooooooooobooobobobbboooooooobbobobbbbbobouoooo
0000000000000 0000000000000D (DOD0D0OO0D0DO000; uniform grid)0 000
(octree)J0D00DDO0DO0O0DOO0DOOD (Bounding Volume Hierarchy; BVH)O kd O (kd-tree) O O O
goboobodbboobdoobbooobuoobbooboobboboboobboooo
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MeshLoader U 0 00O computeSmoothNormals 000D UOOOOOOOOOODOODO

MeshLoader: : computeSmoothNormals [1 [J
4 P )
void MeshLoader: :computeSmoothNormals(int nVerts, const vec3 *verts,
vec3 *normals, int nTris, const unsigned int *tris) const
{
vec3 *faceNormals = new vec3[ nTris ]; // 0000000000 OO0OOO
// 0000000000000 00000000ooooogoag
vector<int> *vertexFace = new vector<int>[ nVerts ];
// computing face normals and areas
for (int tri=0; tri<nTris; tri++)
{
// TODO: fill here
}
// computing vertex normals by averaging face normals
for (int v=0; v<nVerts; v++)
{
// TODO: fill here
}
delete [] faceNormals;
delete [] vertexFace;
}
N J

0000000 boobbobbOD nVerts U0 OOOverts U0 O0OOOOOOnormals OO
O0000000nTris0000000tris00000000000000DOOOO0O (000 nVerts-10
0)0300000000000000D00 tris000000D00O0O0ODOODOOD nTrisx300000
(0000000000000 00000000 tris[3*i], tris[3*i+1], tris[3*i+2] 0O OO OO

00000000 for 00000 ODOOOUOOODODOOUD (DOODODODODDODODD)OOOOO
faceNormals[] 000 0DO0OO00O0OOOCOO+ri O0OOO0OO0OOOOOODO 30000000000
tris[3*tri], tris[3xtri+l], tris[3*xtri+2] 00 000000000000 tri O00O00O0OO
0000000000000 vertexFace[] OO0 OO 0OvertexFace[] O vector<int> 0000000
vector<int> 00000000 Opush back DOOOOO

2000 for 000000000000 OvertexFacell] 0000000000000 00O0O0OOO
000000000000 000000000000 faceNormals[] O0OO0O0OO0OOO0OOOOOOOOOO
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O00OPLY OOOOStanford 0000000000000 O0O0OO00DOOOOOOOOOOOOODOOO
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e
ply

property
property
property
property
property
property

element vertex

float

duck.pl
ply ™

format binary_little_endian 1.0
comment VCGLIB generated

comment TextureFile images/duckCM. jpg

2108

X

float y

float z

float
float
float

end_header

(00oooO0o0ooooo0ooooOOooUooOOo0OoboOOooooo)

nx

ny

nz

element face 4212
property list uchar int vertex_indices

property list uchar float texcoord
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00000000000 00000D000000DOStanford 000 3D Scanning Repository™ 0 03D O
O000000000oo000oooo00oo3000oo000oood0ooooooooooog Stanford
bunny 00000 35947000000 69451 0000000000 OO0OOO0OO0OOOODOCGOOOOOOO
000000000000 00000000OStanford bunnyO Stanford buhhdalO Stanford dragon 00 0O O
0000000ooOooooo (o 490

bunny

armadillo dragon happy buhhda lucy

0 4 Stanford 000 3D Scanning Repository 0000000000000 000. 000 WebOOODOOODO.

*5> URL O http://graphics.stanford.edu/data/3Dscanrep/
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