Software 3D Renderer

Screenshots

This is the Yohko model being solid shaded. Just got solid shading working.
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IModel: :LoadFromMD2 -- No default skin for model "players/yohko/tris.md2".

Desktop shot of the Dr. Freak model being solid shaded.




Wireframe shot of the Dr. Freak model.




Shot of all the models in my test scene being solid shaded.




Same shot as above except wireframe.
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301 tempx = static-cast<int>{lerp¥al * static
302 float tempz = lerpval * {(z3-zl) + z1;

303

304 {f Divide up the texture properly, .. man f
308 TriTex topTex, bottomTex;

306 topTex = bottomTex = texture;

307 float temps = lerpval * (texture m_sValuel
308 float tempt = lerpval * (texture m_tValuel
309 topTex.m_svaluel[z] = topTex. m_s¥alue[l]:
310 topTex.m_tvalue[2] = topTex. m_t¥aluel[1];
et topTex.m_sWalue[1] = temps;

312 topTex.m_tvalusl1l]l = tempt;

313 bottomTex. mos¥alus[0]l = temps;

314 bottomTex. m_tvalus[0] = tempt;

318

316 if(x2 < tempx) §

317 swapX¥Zix2, y2, zZ, tempx, tempy., temg
318 swapSTitopTex. m_s¥alus[1]l, topTex.m_t
319 swapSTibottomTex. m_s¥alue[0], bottomTg
3z0 3

321

32z ff Draw these triangles seperately now
323 drawTopTriangleigraphics, ®x1, ¥l1, zl, temyg
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13/ {y2-y1); // Compute the x-start stepping value per ¥
fiy3-y1): j/ Compute the x-end stepping values per ¥
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I'm feeling pretty excited because | just got textures working here. Man they make everything look 20 times better. Anyway, this is my
desktop AND the Dr. Freak model being rendered with his skin.
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Here's the Yohko model again with a texture... She's not as exciting as | thought she'd be with a texture. | was really hoping for a
calendar girl or something.




[ /bin/sh - Konsole

Here's a shot of the whole scene again, with textures. See the textures on the walker? They practically turn it into a totally different
model eh?
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1 /bin/sh - Konsole

Dr. Freak in series #1 of the render-style series. This is wireframe.
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] /bin/sh - Konsole

Dr. Freak in series #2 of the render-style series. This is solid shading.




Dr. Freak in series #3 of the render-style series. This is textured.




With and without bilinear filtering
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