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public void Draw( Face f ) {

//

ver[0] = change(f.a);

ver[1] = change(f.b);

ver[2] = change(f.c);

ver[0] = toei(ver[0]);

ver[1l] = toei(ver[1]);

ver[2] = toei(ver[2]);

snum = 0;

maxy = ver[0].y; miny = ver[0].y;

for (int i =0; 1 <=2; i++ ) {
if ( maxy < ver[i].y ) { maxy = ver[i].y; }
if ( miny > ver[i].y ) { miny = ver[i].y; shum = i; }

anum = snumj;

bnum = snum;

sy = miny;
ey = maxy;
//
do {
anum++;

if Canum > 2 ) { anum = 0; }
} while( ver[anum].y < sy );
snum = anum - 1;
if (snum<0) {snum=2;}

dd = ( ver[anum].y - ver[snum].y ) >= 1 ? ver[anum].y - ver[snum].y :

dxL = ( ver[anum].x - ver[snum].x ) / dd;
duL = ( ver[anum].u - ver[shum].u ) 7/ dd;

dvL = ( ver[anum].v - ver[snum].v ) / dd;

x1 = ver[snum].x;
z1 = ver[snum].z;
ul = ver[snum].u;
vl = ver[snum].v;



do {
bnum--;
if (bnum <0 ) { bnum =2; }
} while( ver[bnum].y < sy );
snum = bnum + 1;
if (snum > 2 ) { snum = 0; }

dd = ( ver[bnum].y - ver[snum].y ) >= 1 ? ver[bnum].y - ver[snum].y :

dxR = ( ver[bnum].x - ver[snum].x ) / dd;
duR = ( ver[bnum].u - ver[shum].u ) 7/ dd;
dvR = ( ver[bnum].v - ver[snum].v ) / dd;

x2 = ver[snum].x;
z2 = ver[snum].z;
u2 = ver[snum].u;
v2 = ver[snum].v;
/ly 1 X

for (y = (int)sy; y < (int)ey; y++ ) {
if ( ver[anum].y <=y ) {

do {
anum++;
if Canum > 2 ) { anum = 0; }

} while( ver[anum].y <=y );

snum = anum - 1;

if (snum<0) {snum=2;}

dd = ( ver[anum].y - ver[snum].y ) >= 1 ? ver[anum].y

- ver[snum].y : 1;

dxL = ( ver[anum].x - ver[snum].x ) / dd;
ver[snum].z ) / dd;
ver[snum].u ) / dd;

ver[snum].v ) / dd;

dzL = ( ver[anum].z

duL = ( ver[anum].u

dvL = ( ver[anum].v

x1 = ver[snum].x;
z1 = ver[snum].z;
ul = ver[snum].u;
vl = ver[snum].v;



if ( ver[bnum].y <=y ) {
do {
bnum--;
if (bnum < 0) { bnum =2; }
} while( ver[bnum].y <=y );
snum = bnum + 1;
if (snum > 2 ) { snum = 0; }
dd = ( ver[bnum].y - ver[snum].y ) >= 1 ? ver[bnum].y
- ver[snum].y : 1;
dxR = ( ver[bnum].x
dzR = ( ver[bnum].z
duR = ( ver[bnum].u
dvR = ( ver[bnum].v
X2

ver[snum].x ) / dd;
ver[snum].z ) / dd;
ver[snum].u ) / dd;
ver[snum].v ) / dd;

ver[snum].x;

z2 = ver[snum].z;
u2 = ver[snum].u;
v2 = ver[snum].v;

double du=0.1, dv=0.1;

double xx1 = x1, xx2 = x2;//x1 XX
double xul = ul, xu2 = u2;

double xvl = vl, xv2 = v2;

double tmp;

if (x1>x2){

tmp = xx1; xx1 = xx2; xx2 = tmp;

tmp = xul; xul = xu2; xu2 = tmp;

tmp = xvl; xvl = xv2; xv2 = tmp;

}
double wid = x2 - x1;
if (wid>0) {
du = ( xu2 - xul )/wid;
dv = ( xv2 - xvl )/wid;
}
ixl = (int)xxl; ix2 = (int)xx2;



int tx, ty;

int u, v;

for ( int x = ix1; x < ix2; x++ ) {

if Cppp<0) {ppp=0;1}

u = (Int)(xul*Tex_W);
v = (int)(xv1*Tex_H);
tx = u%Tex W;

ty = viTex_H;

ty = Tex H - ty -1;

int ppp = 50*ty+tx-1;
it (ppp > Tex W*Tex_H-1) { ppp = Tex W*Tex_H-1; } else

int pixel = tobuf[pppl;

int red = (pixel >> 16) & Oxff;

int green = (pixel >> 8) & Oxff;

int blue = (pixel) & Oxff;

if (-250 < x && x < 250 && -250 <y && y < 250 ) {
pbuf[500*(y+CenterY)+x+CenterX] = (red<<16)

| (green<<8) | blue | Oxff000000;

}

xul += du; xvl += dv;

x1 += dxL; x2 += dxR;
ul += duL; u2 += duR;
vl += dvL; v2 += dvR;



