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An Algorithm for Half Toned Representation of

Three Dimensional Objects

Tomoyuki Nishita* and Eihaciro nakamae**

1. Introduction

1)~4)

The probrems concerning hidden line elimination and half toned presentation

5)~10) have to be solved to realistically display three dimensional objects on two
dimensional planes. However, these problems are usually neccessary considerably
complex input data and programs, and a great amount of computing time. Therefore,
from the view points of man-machine systems, these problems have not been solved
sufficiently. The authors presented an algorithm for hidden line elimination of poly-
hedra which were divided into proper convex polyhedra, and showed that the program
based on this algorithm has ability of saving computing time.A)Expanding the algorithm
mentioned above, a half toned presentation algorithm for three dimensional objects
illuminated with parallel light are proposed, and some examples are expressed to
establish the usefulness of this algorithm. The merits of this algorithm are as
follows; 1) as an object is divided into proper convex polyhedra and they are stand-
ardized, the preparation for input data is very easy and the data errors can be
reduced compared with traditional methods, 2) the procedures for changing sizes and
positions of convex polyhedra are very simple and the some of them can be generated
automaticaly,3) the algorithm of half toned representation is simple,and the computing
time is saved by 'making a good use of the property of the contour lines of convex
polyhedra.
2.  Algorithm

The technical terms used in this paper are the same as that of the reference [4].
The algorithm is based on the following assumption: 1) the light source is parallel ,
2) the illuminance caused by reflex light from objects are eliminated, 3) reflection
coefficients are constant due to the ability of the half toned representation,and 4)the

contrast caused by the distance from an observation point to objects is also eliminated.
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Curved objects and surfaces are approximated

by a set of convex polyhedra and planes. shade

shadow on

The algorithm for half toned represen-
11 ground

tation is as follows. First, a light source
is assumed as the first observation point, 4
(2)Perspective drawing (b)perspective drawing

and the shadows of objects are obtained for from light source. from observation point.
the light source. That is, the vertices on Fig. 1 Perspective drawings.
convex polyhedra are transposed on the coordinates of a perspective plane for the
light source. Thus, the back faces for the light source become to be shade. The
inner edges and contour lines of the convex polyhedra are obtained by using the
directions of the planes. After that, the ‘intersections of the contour lines are
searched. The part of the intersection is the shadow on a convex polyhedron by the
other one located nearer than it from the light source as shown in fig.1l(a). These
contour lines also make up the contour line of the shadow on the ground. Therefore,
they are obtained by transposing the coordinates of the vertices on the perspective
plane. Second, an observer's observation point is assumed as the second observation
point and the half tone of the objects are obtaiﬁed. That is, the vertices are trans-
posed on the coordinates of a perspective plane for the observation point, and the
directions of planes are obtained. After that, the inner edges and contour 1lines of
the convex polyhedra are also obtained. Then, the intersections concerning the
contour lines of the convex polyhedra on the perspective plane are calculated, and if
some of them intersect each other, the relationship between the locations of the poly-
hedra are stored. Last, on the perspective plane the convex polyhedra and the shadows
are scanned like television scanning, and the half tone on each point on scanning
lines is calculated and displayed.
2.1 Classification of Edges

As a plane observed from an outside is defined as a clockwise, and is convex,
if the plane, S , is composed of the vertices, [’Pl, P2, P3, o], its normai
vector, N , is expressed by ( Pl-Pz)X( P3—P2). Therefore, whether the plane is
oriented to the observation point, Pv(XV’YV’Zv)’ or not is judged by the sign of the
following equation{

Boy = N+ (BB). : ' (1)
On the other hand, for the light source expressed by L(Xl,Yl,Zl ), the judgement

is carried out by equation (2), because it is located at infinity.
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A =N-.L. (2)
However, for both of the light source and the observation point, if the direction
of Pl’ Pz and P3 forming a plane is clockwise on the perspective plane, the plane
is front faced. Then, the direction of the plane is judged by means of the sign of

the following equation using the coordinate on the perspective plane,

21N

Vi

- - 0 ( front face )
D X5 ¥y 1 )
1 0 ( back face ) .

[

*3 73

Erom these relationship, the inner edges and contour line segments of each convex
polyhedron are obtained. Therefore, the contour lines of poblyhedra are obtained by
the use of the directions of the contour line segments.
2.2 Location Relationship between Two Convex Polyhedra

Whether two convex polyhedra overlap or not when they are observed from an
observation point or a 1light source is judged by the use of the intersection
relationship with the contour lines of the polyhedra on the perspective planes .
In case the contour lines intersect each other, it is neccessary to judg which
one is nearest to the observation point. This is carried out by hsing. the location
relationship between the points existing on one of the intersections of the contour
lines on the convex polyhedra. On the other hand, in cace a contour line is
surrounded by the other, the judgement about the distance from the observation point
is carried out by means of eq. (1) concerning the vertex, P, on the surrounded convex
polyhedron and the front face, S, surrounding P and belonging to the surrounding
convex polyhedron.
2.3 Shadow and Illuminance on Plane

In case the contour lines of two convex polyhedra intersect each other on the
perspective plane concerning a light source,
a shadow occures on the planes belonging to
a hidden polyhedron. Assuming that the hidden
polyhedron 1is V, and the hidding one is V

3 i’

the contour line of Vi makes a shadow on the

planes belonging to Vj' The algorithm to

obtain the domain of the shadow is explained by

Fig.2 Search for shadow on plane.
fig.2. First, one of the intersections of the
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contour lines is obtained. Then, the intersection of the contour line segment, [Pb,

belonging to V, and entering to Vj’ and one of the contour 1line segments

Pyl

belonging to the plane, Fb’ shown in fig.2 is searched. In case of no intersection,

i

the neighbor contour 1line segment of [Pb, Pb+l] is chosen and an intersection is
searched in the same way. These procedures are continued until one of the contour
line segments of Vi intersects with one of the contour line segments or inner edges

belonging to F If one of the contour line segments of Vi intersects with an inner

b

edge, the plane neighboring F, and including the intersection is searched and the

i
location of the intersection is also searched in the same way. These procedures are
continued until the contour line of Vi leaves Vj' In case polyhedra are observed from
an observation point, the coordinate of the shadows locating on the planes of polyhedra
are obtained as the points on three dimension coordinate, and transposed on a
perspective plane.

By the method mentioned above, the plane surrounded by the contour lines of Vi’
e.g. FS in fig.2, can not be obtained. In this case, 1if an arbitrary vertex, Pl,
belonging to the plane which does not intersect with the contour line is surrounded by
it, it is judged that the whole plane is in a shadow.

It is required to obtain the illuminance of the front faces concerning the
observer's observation point. Assuming that a unit light vector is expressed by L(XL,
YL’ ZL)’ as the illuminance of each plane is in proportion to cosine of the light and

the normal vector of the plane, N, the following relationship is established,

. Ny . (4)

cos 6= (L-N)/ (]L
Therefore, the tone of the plane H is expressed by
H = Hmax( l-kcos®), (5)

where Hmax is maximum depth and k is a refrection coefficient. Obviously, the tone

expressing shadows is Hmax'

2.4 Scanning Algorithm

Fig.3 Scanning. Fig.4 Tone on scanning line.
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The tone at each point is calculated by scanning from top to bottom on a pexr-
spective plane. Since all of the shapes of contour 1lines and shadows on the ground
and planes are composed of a convex polygon, the judgement about intersection is
easily carried out by the following procedures. Let Pmax be the maximum point in the
vertices of a convex polygon,S, concerning y axis, Pminthe minimum point, and ymak and
Ynin the values of y axis coresponding Pﬁax and Pmin as shown in fig.3, respectively.
Assuming that the value of a scanning line is Ve concerning y axis and ymini ysi Ypax?
the scanning line and S intersect each other and two intersections exist on clockwise
and counter clockwise line segments which are oriented from top to bottom. Therefore,
each of them is obtained independently.

The planes locating on the scanning line are searched by means of the following
procedures. Assuming that the points, X, and %, are the intersections of a convex
polyhedron and the scanning line, and it enters at x, and leaves x; as shown in fig.4,
in case of Fe¢ Fl, the intersection of the inner edge belonging to Fe and the scanning
line is easily obtained. Using this dinner edge, the neighbor plane Fi is searched,
and the other intersection of it and the scanning line is obtained. The same pro-
cedures mentioned above are continued until the scanning line leaves the plane Fl.

When many polyhedra and shadows overlap on a scanning line, it is neccessary

to determine which of these should be visualized. First, all of the shadows on the
ground are memorized. After that, the tones and shadows on the planes are memorized
in order of long distance from an observation ::_,‘23‘;’; on "1"’“"‘ S?Zﬁ:“ o
point. One of examples is shown in fig. 5 (a). H_—_—] F_E“—\
However, in the case of fig.5 (b), to judge (a)

the order is somewhat difficult. This trouble

is solved by means of that the ordering is carried

N
an.
W

Y

out about only the polyhedra on the scanning

S

line.

The outline of the program based on the
algorithm mentioned above is shown in fig. 6,
where ng is' the number of convex polyhedra, k=1

gives the flow for a light source and k=2 does ! —
ﬁq B Wc—ln

that for an observation point.

(b)
Fig.5 Relation of objects on
The examples obtained by employing the algorithm scanning line.

3. Examples and conclusion
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START

(1)

3 —
/___ OBSERVATION POINT AND LIGHT SOURCE DATA 7

[[TRANSPOSING COORDINATE TO PERSPECTIVE PLANE _|e—mr——

¥
SEARCHING INTERSECTION OF CONTOUR LINE l
TRANSPOSING COORDINATE,
[ T = 141 l [ 3= 1+1] OF SHADOW ON GROUND
3 = 341 SEARCHING CONTOUR LINE AND INNER EDGES (ILl)
TRDEPERDENT > LEs -]
YES NO 1
£ k=1 nl
[OBTAINNING SHADOW ON PLANE | [ STORING RELATION OF LOCATION ]|
YES
J<ng >
———*"S
NO, =1 YES
Nk
CALCULATING ILLUMINANCE
PRE-PROCEDURE OF SCANNING
—
[ = ¥max ]

OBTAINNING SHADOWS ON OBJECTS ON SCANNING LINE AND DISPLAYING TONE ()

N
L < NO. OF OBSERVATION POINT

o STOP

Fig.6 Flow-chart.

explained in this paper are shown in fig.7. The figures,(a) and (b), are the examples
composed of only the set of the standard convex polyhedra prepared in the program, and
(a), (b) and (c) are displayed by a line printer. The number of meshes is 135x180 and

the number of tone steps is 20. The figures, (d), (e) and (f), are displayed by a XY-

Fig.7 Examples.
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NO. OF | NoO. OF [ NO. OF | NO. OF CPU-TIME (sec.)
CONVEX I 11 III* ELIMINATING
FIGURES | POLYHEDRA | VERTICES | PLANES HIDDEN LINE
(a) 3 122 118 0.19 | 0.48}10.46(7.41)
(b) 5 120 70 0.30 | 0.8070.33(7.72)
(c) 13 104 78 0.62 | 0.6310.31(7.59)
@ 15 76 50 0.65| 0.80[0.44(2.55) 0.78
(e) 27 218 163 1.14| 2.80{0.99(6.15) 1.75
(£) 27 218 163 1.14 | 2.69(0.59(5.40) 1.52

* The numbers of parentheses show the print instruction times.

Table 1, Computing time.
recorder to show the boundary 1lines of planes which have same illuminance and to
treat the figures on planes and the lines in space. In these cases, the number of
tone steps is 10.

The hidden 1line algorithm in the reference [4] was applied. The program is
written by FORTRAN IV, The computing times on FACOM 230-60 are shown in Tablel,
where the computing times in the table correspond to fig.7.

The equations used in this program are very simple. Furthermore, the values once
obtained can be used repeatedly for many purposes so that the computing time becomes
shorter exceedingly. By means of the pre-procedures applied the feature of convex
polyhedra, the scanning time is reduced and is not very much affected by the number

of meshes of an output picture.
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