Computer Games Development BSc(Hons)
       
                                    GP&G Level 5

GP&G

LEVEL 5
LECTURE 9 – Clipping

Contents:

3LECTURE 9 – Clipping


3Cyrus-Beck Algorithm


4Exercises:





LECTURE 9 – Clipping
Cyrus-Beck Algorithm
The Cyrus-Beck line clipping algorithm is based on the following formulation of the intersection between two lines.
As stated previously, the line can be represented parametrically as follows:
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	Eq.1


...where t = 0 at P0 and 1 at P1

[image: image2.emf]
Each clipping edge has a normal vector Ni associated with it.

· Select any point PEi on the boundary of the clip region where line P0P1 intersects
· The point of intersection can be found using the following equation to calculate t:
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	Eq.2


...where D = (P1 - P0)
Intersection with the clip region can be determined as follows:

· A value of t in the range 
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confirms the line intersects clip region. The actual point of intersection can easily be determined as follows: 
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	Eq.3


· Values for t outside the range 
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 confirm no intersection has taken place. 
NB> Equation 2 gives a valid value for t only if the denominator of the expression is nonzero
Extra Reading:


https://www.slideshare.net/johanna20/clipping-presentation
Exercises:

1. Implement the Cyrus-Beck Line clipping algorithm as described above
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