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Scale: ZAHPAAMTRERAMFHIIZIERBARE, MISEREL DA AARIRAE L,
Rotate: ZRHBAATREAATRAHAYEAD), LASCAMRERAMRHIAVERRI NS R,
Position: ZRMIAMRRIRREX AR TS,

2. RIRRNY

mtxModel = mtxScale * (mtxRY * mtxRX * mtxRZ) * mtxTranslate * mtxParent1 * mtxParentN;
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1. Viewsa[E

EIDEMEFRF, BEVFEARNRE, BRUEBENIDZETE, FENERINDS, S I AT
S22 hfE, f£2DViewportRE2I0,

right, wup, forward, position,

right, wup, forward, position,

right, wup, forward, position,
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2. Direction =

Lookat( Matrix4& m, const Vector3& eye, const Vector3& lookDir (target) , const Vector3& upDir)
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3. Projection- 1Bt 523604
BEWIZERT, S2WHIERT/\HIHER,

void setPerspective( float fov, float aspect, float zNear, float zFar ),
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4. Projection-1EX RS 5E0%
[EXXIEEAY, SRRl EXINAREDZH,

void setOrtho( float left, float top, float right, float bottom, float zNear, float zFar ),
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5. ViewportZzig

ndcz[E) (B RREBIRER) (1, +1) BIREFRLIRAR

screen x = (nx * 0.5 + 0.5) * screen_width;
screen y = (-ny * 0.5 + 0.5) * screen_height;
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MODEL MATRIX VIEW MATRIY

2. WORLD SPACE

D D VIEWPORT TRANSFORM EI

PROJECTION MATRIX

3. VIEW SPACE 4. CLIP SPACE 5, SCREEN SPACE

MVP = ModelMatrix * ViewMatrix * ProjectionMatrix (3D EFRTF, 17E[E), f5RmAZShaderE
MVP = ProjectionMatrix * ViewMatrix * ModelMatrix (EfZShadersh4b 8, FI%ER%E) gl Position = MVP * pos
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Adaptive quadtree where no square contains more than 1 particle
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