Perspective Correction
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Interpolation

* Rasterization
Interpolates texture
coordinates (s,t) defined

at vertices to provide

texture coordinates at

each fragment
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Receding Sidewalk
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Texture Coordinates




Sidewalk Seams
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Linear Interpolation
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Perspective Correction
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Yeanvas — y/ W= y/ ('Z/ d)
Yront = -1/ ('Zfront)1 Yhatf = -1/ ('Zhalf)’ Yback = -1/ ('Zback)

(vertical positions vary by interpolating denominator)
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» Clip coordinate vertex attributes: H; = v &
(X,y,Z,W,s,t,1) Yeanvas = Y/(-2/0) = yIw
« Window coordinate vertex attributes:
(x/w, yiw, z/w, 1, s/w, t/w, 1/w)

« Window vertices at (x/w, y/w) Hd
» Rasterization linearly interpolates AZe

(s/w, t/w, 1/w) from vertex attribute i _Hﬁ-— (shw, thw, 1)

values to find fragment values (shw, tw, 1/w) ~
e Divide per-fragment by 1/w (s, Y/V\Yv 1/w)

to get perspective correct interpolated
texture coordinates (s,t)
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