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struct TerrainParams {
int width = 128; /[ FBICETES £ IR 5 H
int height = 128;  // BICf[{ETESZ N % Hh
float scale = 1.0f; /1< ADLE (FEEE)
float heightScale = 10.0f; // & & DR AE
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std::mt19937 rng(std::random_device{}()); // 5> & ADTT
std::uniform_real_distribution<float> heightDist(0.0f, 1.0f); // 0~1D& &

IXEssrza-1
T, HmED &= (Vertex) 1 Z1ED £95,
for (int z = 0; z < params__.height; ++2z) {

for (int x = 0; x < params_.width; ++x) {
float y = heightDist(rng) * params_.heightScale; // 5> & ATREHE !

Vertex v;

v.position = {
x * params_.scale - halfWidth, // XEEE (£ BH)
Y, I YEERE (B &)

z * params_.scale - halfHeight // ZEEAZ (Fgih > B)
b
v.normal ={0,1,0}; /%88 (LYHATE)
v.uv = {
static_cast<float>(x) / (params_.width - 1),
static_cast<float>(z) / (params_.height - 1)

1

vertices_.push_back(v); // TE= Y & M TiEfD !
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/| C++TIET 5EL

indices_.push_back(i0); // = £ L DTES
indices_.push_back(i2); // = £ T DIES
indices_.push_back(i1); // = A L DIES

indices_.push_back(i2); / = £
indices_.push_back(i3); // = &
indices_.push_back(i1); /=&AL

X 3. 2 ED )L —F TNz DHRT !

for (int z = 0; z < height - 1; ++2) {
for (int x = 0; x < width - 1; ++x) {
inti0 =z *width +x;  / &£E

intit =i0 + 1; /x =N
inti2 =i0 + width; I ET
inti3=i2 +1; IZ=EN

=0 £ - ETF - AL
indices_.push_back(i0);
indices_.push_back(i2);
indices_.push_back(i1);
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indices_.push_back(i2);
indices_.push_back(i3);
indices_.push_back(i1);
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