Rasterization Parameter
Interpolation

Overview

* screen-space interpolation
* perspectively-correct interpolation




Screen-space interpolation

o Given
— image plane coordinates of 3 vertices
(Ug, Vo), (Ug, Vy), (Uy, V5)
— rasterization parameter value at the 3 vertices
(ro: Ty, 1)

e Find
— coefficients of linear expression
au+bv+c=r

Screen-space interpolation




au+bv+c=r Screen-space
AUy +bV, +C=1; interpolation

au, +bv, +c=r;
au, +bv, +c=r,
* using barycentric
interpolation

* ris any rasterization
parameter (red, green, blue,
1/z,z, s, t, n,, n, n,)

» 1/z is the only parameter
linear in screen space, for
others it is an approximation
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Persp. corr. interpolation

 Linear interpolation in

triangle plane rather than

In image plane

— pick convenient 2D
coordinate system

— choose axes V,V, and
V3V1

— P has coordinates (k, I)

= PV (Vo VkH (Ve Vo)l

= I =1+ (rrk+(rz-ryl




Perspectively correct interpolation of
parameter “r”

|‘3:\;1+(\;z*\;1)k+(\;3*\;1)|

F.D:(.Z+(E+u5+v5)w

[ioné ¥t vc}[ : }[a

1-k-I Oy G O U
k Sl0n O G| VW
| O O Os /1

1
v (qll + q21 + q31)u + (qlz + qu + q32)v + ql3 + q23 + q33
(Chy + Gy + G U+ (CGp + Gz + gy )V + Gy + U + g
—_ OaUHQuVHOy
(qll + qzl + qﬁl)u + (qlz + qu + q32)v + q13 + q23 + q33
ko Qi+ GV + C
(0y + gy + 3y )U + (G + 0y +Gap )V + Gi + U + Ugg
r=n+-rk+-rl=rd-k-1)+rk+rl
— (qllrl + q31r2 + q3lr3)u + (qurl + q32r2 + q32r3)v + ql3rl + q23r2 + q33r3
(Ohy + Gy + 03 )U + (i + Uy +3p )V + Qi + Upg + G

r




