Render Functi on. j ava
package MdareAl. C ass;
i mport net.mnecraft.src.*;
/1 Created by Mbar eAl

public class Render Functi on

{

publ i ¢ Render Functi on()

{
}

public static void RenderFuncti onMbdel (Tessel |l ator tessellator, Block bl ock
| Bl ockAccess i bl ockaccess, int x, int y, int z, float white, float light, int rotation)

{
tessel | at or. set Col or Qpaque_F(light * white, light * white, light * white);

int j1 = block. getBl ockTexture(ibl ockaccess, x, y, z, 0);
int k1 = (j1 & Oxf) << 4;

int 11 =j1 & 0xfO;

double d = (float)kl / 256F;

doubl e d1 = ((double)(kl + 16) - 0.01D) / 256D;
double d2 = (float)l 1 / 256F;
doubl e d3 = ((double)(l1 + 16) - 0.01D) / 256D;
double d9 = d;
doubl e d10 = di;
doubl e d11 = d2;
doubl e d12 = d2;
doubl e d13 = d;
doubl e d14 = di;
doubl e d15 = d3;
doubl e d16 = d3;
if(rotation == 1)
{
d10 = d;
dil = d3;
di3 = di;
di6 = d2;
} else

if(rotation == 3)

d9 = di;

dl2 = d3;

di4 = d;

dl5 = d2;
} else
if(rotation == 2)
{

d9 = di;

dl2 = d3;

di4 = d;

dl5 = d2;

d10 = d;

dll = d3;

di3 = di;

dl6e = d2;
}
doubl e d4 = (doubl e)x + bl ock.m nX;
doubl e d5 = (doubl e)x + bl ock. maxX;
doubl e d6 = (double)y + block.mnY + 0.125D;
doubl e d7 = (double)z + block.m nZzZ;
doubl e d8 = (double)z + bl ock. maxz;

tessel | at or. addVertexWthuv(d4, d6, d8, d13, di15);
tessel | at or. addVertexWthuv(d4, d6, d7, d9, dil);
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tessel | at or. addVertexWthuv(d5, d6, d7, d10, d12);
tessel | at or. addVert exWthuv(d5, d6, d8, dl4, d16);

/1 Top
il

((doubl e) (k1 + 16) -

((doubl e) (11 + 16D) -

)

)

bl ock. m nX;
bl ock. maxX;
bl ock. maxY;
bl ock. m nZ;
bl ock. maxZ;

ki = (j1 & Oxf) << 4;
1 =j1 & OxfO;
d = (float)kl / 256F;
dl =
d2 = (float)l 1 / 256F;
d3 =
d9 = d;
d10 = di;
dll = d2;
dli2 = d2;
di3 = d;
di14 = di;
d1l5 = d3;
dl6 = d3;
if(rotation == 3
{
d10 = d;
dll = d3;
d13 = di;
dl6 = d2;
} else
if(rotation == 1)
{
d9 = di;
dl2 = d3;
di4 = d;
dl5 = d2;
} else
if(rotation == 0
{
d9 = di;
dl2 = d3;
di4 = d;
dl5 = d2;
d10 = d;
dll = d3;
d13 = di;
dl6 = d2;
}
d4 = (double)x +
d5 = (double)x +
dé = (double)y +
d7 = (double)z +
d8 = (double)z +

tessel | at or.
tessel | at or.
t essel | at or
tessel | at or.

/1 Si des
if(rotation %2
{

int j2 = (]
int k3 =j1
doubl e d30
doubl e d31
doubl e d32

1

addVert exW t hUv(d5
addVert exW t hUv(d5
. addVer t exW t huv( d4,
addVert exW t hUv( d4,

1)

& Oxf) << 4;
& 0xfO;

de,
de,
de,
de,

bl ock. get Bl ockText ur e(i bl ockaccess,

0.01D) / 256D;

ds,
daz,
daz,
ds,

X,

0.01D) / 256D;

do,

dis,
di4,
d1o,

yy Zy

di1) ;
di5) ;
dis6) ;
di2) ;

1) ;

((double)j2 + block.m nX * 16D) / 256D;
(((double)j2 + bl ock. maxX * 16D)
((doubl e) k3 + bl ock.m nY * 16D) / 256D;
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X’

}

d33
d34
d35
d36

doubl e
doubl e
doubl e
doubl e
doubl e d37
doubl e d38
tessel | at or.
tessel | at or.
tessel | at or.

(
X
X
y
y

z

(
+
+
+
+

+

bl ock. m nX;
bl ock. maxX;
bl ock. m nY;
bl ock. maxY;
bl ock. m nZ;

addVert exW t hUv(d34,
addVert exW t hUv(d35

tessel | at or.

d34
d35
d36
d37
d38

tessel | at or.
tessel | at or.
tessel | at or.
tessel | at or.

if(rotation %2

{

N< < X X

+

int j2

i nt

k

3

doubl e
doubl e
doubl e
doubl e
doubl e
doubl e
doubl e
doubl e
doubl e

tessel | at or.
tessel | at or.
tessel | at or.
tessel | at or.

d34
d35
d36
d37
d38

tessel | at or.
tessel | at or.
tessel | at or.
tessel | at or.

N << X
+ 4+ + +

N

+ 4+ + +

J

d30
d31
d32
d33
d34
d35
d36
d37
d38

+

bl ock. m nX;
bl ock. maxX;
bl ock. m nY;
bl ock. maxY;
bl ock. maxZ;

== O)

1 & 0xfO;

+ bl ock
bl ock
bl ock
bl ock
bl ock

N << X
+ + +

+

z

bl ock. maxX;
bl ock. m nY;
bl ock. maxY;
bl ock. m nZ;
bl ock. maxZ;

/I Render the input connection

public static void Render| nput Connecti on(Tessel |l ator tessellator
int vy,

{

int z

t essel |
int j1
int k1
int 11
doubl e
doubl e
doubl e
doubl e
doubl e

f

oat

red, float

(j1 & Oxf) << 4;

. m nX;
. mnY;
. maxY;
. mnZ;
. maxZ;

light,

addVert exW t hUv(d35
addVert exW t hUv(d34,

addVert exW t hUv(d34,
addVert exW t hUv(d34,
addVert exW t hUv(d35
addVert exW t hUv(d35

addVert exW t hUv(d34,
addVert exW t hUv(d34,
addVert exW t hUv(d34,
addVert exW t hUv(d34,

addVert exW t hUv(d34,
addVert exW t hUv(d34,
addVert exW t hUv(d34,
addVert exW t hUv(d34,

i nt
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((doubl €) k3 + bl ock. maxY * 16D) -

d37,
d37,
d36,
d36,

d37,
d36,
d36,
d37,

d36,
d36,
d3s5,
d3s,

d3s,
d3s,
d36,
d36,

ds3s,
d3s,
d3s,
d3s,

d31,
d30,
d30,
d31,

d3s,
d3s,
d3s,
d3s,

d30,
d30,
d31,
d31,

((double)j2 + block.mnzZ * 16D) / 256D;
(((double)j2 + bl ock. maxZ * 16D) -
((doubl e) k3 + block.m nY * 16D) / 256D;
(((doubl e) k3 + bl ock. maxY * 16D) -

ds3s,
d37,
d37,
ds3s,

d3i,
d30,
d30,
d3i,

d3s,
d37,
d37,
ds3s,

d30,
d3i,
d3i,
d30,

rotation)

at or. set Col or OQpaque_F(red * |ight,

d

di
d2
d3
d9

1

(j1 & Oxf) << 4;

j1 & 0xfO;
= (float)kl / 256F;
((doubl e) (k1 + 16) -
(float)l 1 / 256F;
((double)(l1 + 16D) - 0.01D) / 256D;

’
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0.0F, 0.0F);

0.01D) / 256D;

d32) ;
d32) ;

d33) ;
d33) ;

d32) ;
d33) ;
d33) ;
d32) ;

d32) ;
d32) ;
d33) ;
d33) ;

d33) ;
d33) ;
d32) ;
d32) ;

0.01D) / 256D;

0.01D) / 256D;

0.01D) / 256D;

Bl ock bl ock,

i nt
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doubl e d10 = di;
doubl e d11 = d2;
doubl e d12 = d2;
doubl e d13 = d;
doubl e d14 = di;
doubl e d15 = d3;
doubl e d16 = d3;
if(rotation == 3)
{
d10 = d;
dil = d3;
di3 = di;
di6 = d2;
} else

if(rotation == 1)

d9 = di;

dl2 = d3;

di4 = d;

dl5 = d2;
} else
if(rotation == 0)
{

d9 = di;

dl2 = d3;

di4 = d;

dl5 = d2;

d10 = d;

dll = d3;

di3 = di;

dl6e = d2;
}
doubl e d4 = (doubl e)x + bl ock.m nX;
doubl e d5 = (doubl e)x + bl ock. maxX;
doubl e d6 = (double)y + bl ock. maxY;
doubl e d7 = (double)z + bl ock.m nZ;
doubl e d8 = (double)z + bl ock. maxz;

tessel | at or. addVert exWthuv(d5, d6, d8, d9, dil);
tessel | at or. addVertexWthuv(d5, d6, d7, d13, di15);
tessel | at or. addVertexWthuv(d4, d6, d7, dl4, d16);
tessel | at or. addVertexWthuv(d4, d6, d8, d10, d12);

}

/1 Render the inputs
public static void Render Connecti onPi ece(Tessel | ator tessellator, Block block, int
X, int y, int z, float red, float light, int rotation, int direction)

{
tessel | at or. set Col or OQpaque_F(red * light, 0.0F, 0.0F);

int j1 =5;
int k1 = (j1 & Oxf) << 4;
int 11 =j1 & 0xfO;

double d = (float)kl / 256F;

doubl e d1 ((double) (k1 + 16) - 0.01D) / 256D;
doubl e d2 (float)l 1 / 256F;

doubl e d3 ((double) (11 + 16D) - 0.01D) / 256D;
doubl e d9 0;

doubl e di10
doubl e di11
doubl e di12
doubl e d13
doubl e di4
doubl e di15
doubl e d16 ;

if(rotation == direction%l)

’

’
’
’
’
’

[cNeoNoloNoNeNe]
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{

do = di;

dil2 = d3;

di4 = d;

di5 = d2;

d10 = d;

dil = d3;

di13 = di;

di6 = d2;
}
el se
if(rotation == (direction+l) %)
{

do = di;

d10 = di;

dill = d2;

dl2 = d3;

di3 = d;

di4 = d;

di5 = d2;

di16 = d3;
}
el se
if(rotation == (direction+2) %)
{

do = d;

d10 = di;

dil = d2;

dl2 = d2;

di3 = d;

di4 = di;

di15 = d3;

di16 = d3;
}
el se
if(rotation == (direction+3) %)
{

do = d;

d10 = d;

dil = d3;

dil2 = d2;

di13 = di;

di4 = di;

di15 = d3;

di6 = d2;
}
doubl e d4 = (doubl e)x + bl ock.m nX;
doubl e d5 = (doubl e)x + bl ock. maxX;
doubl e d6 = (double)y + bl ock. maxY;
doubl e d7 = (double)z + bl ock.m nZ;
doubl e d8 = (double)z + bl ock. maxz;

tessel | at or. addVertexWthuv(d5, d6, d8, d9, dil);
tessel | at or. addVertexWthuv(d5, d6, d7, d13, di15);
tessel | at or. addVertexWthuv(d4, d6, d7, dl4, d16);
tessel | at or. addVertexWthuv(d4, d6, d8, d10, d12);

}

/1 Render the inputs
public static void Renderlnput(Tessellator tessellator, Block block, int x, int vy,
int z, float red, float cyan, float light, int rotation, int direction)
{
tessel | at or. set Col or Opaque_F(red * light, cyan * light, cyan * light);
int j1 2;
int kil (j1 & Oxf) << 4;
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int 11 =j1 & 0xfO0;
double d = (float)kl / 256F;
doubl e d1 = ((double)(kl + 16) - 0.01D) / 256D;
double d2 = (float)l 1 / 256F;
doubl e d3 = ((double)(l1 + 16D) - 0.01D) / 256D;
double d9 = 0;
doubl e d10 = 0;
doubl e d11 = 0;
doubl e d12 = 0;
doubl e d13 = 0;
doubl e d14 = 0;
doubl e d15 = 0;
doubl e d16 = 0;
if(rotation == direction%)
{

do = di;

dl2 = d3;

di4 = d;

di5 = d2;

d10 = d;

dill = d3;

di3 = di;

di6 = d2;
}
el se
if(rotation == (direction+1) %)
{

do = di;

d10 = di;

dil = d2;

dil2 = d3;

di3 = d;

di4 = d;

di5 = d2;

di16 = d3;
}
el se
if(rotation == (direction+2) %)
{

do = d;

d10 = di;

dil = d2;

dl2 = d2;

di3 = d;

di4 = di;

di15 = d3;

di16 = d3;
}
el se
if(rotation == (direction+3) %)
{

do = d;

d10 = d;

dill = d3;

dl2 = d2;

di13 = di;

di4 = di;

di15 = d3;

dl6 = d2;
doubl e d4 = (doubl e)x + bl ock.m nX;
doubl e d5 = (doubl e)x + bl ock. maxX;
doubl e d6 = (double)y + bl ock. maxY;
doubl e d7 = (double)z + block.m nZ;

Render Functi on. j ava
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yy

}

doubl e

tessel | at or.
tessel | at or.
t essel | at or
tessel | at or.

ds

Render Functi on. j ava

= (doubl e)z + bl ock. maxz;

/I Render the out put

public static void Render Qut put

int z, float

{

addVertexWthuv(d5, d6, d8
addVertexWthuv(d5, d6, d7
.addVertexWthuv(d4, d6, d7
addVertexWthuv(d4, d6, d8

d9, dil);
d13, di5);
di4, die);
dio, di12);

(Tessel | ator tessellator,

red, float light, int rotation, int direction)

float illumnate = |ight;
if (red == 1.0F)

illumnate = 1. 0F;
tessel | ator. set Col or Opaque_F(red * illum nate,
int j1 = 3;
int k1 = (j1 & Oxf) << 4;
int 11 =j1 & 0xfO0;
double d = (float)kl / 256F;
doubl e d1 = ((double)(kl + 16) - 0.01D) / 256D;
double d2 = (float)l 1l / 256F;
doubl e d3 = ((double)(lI1 + 16D) - 0.01D) / 256D;
double d9 = 0;
doubl e d10 = 0;
doubl e d11 = O;
doubl e d12 = 0;
doubl e d13 = 0;
doubl e d14 = 0;
doubl e d15 = 0;
doubl e d16 = O;
if(rotation == direction%)
{

d9 = di;

dl2 = d3;

di4 = d;

dl5 = d2;

d10 = d;

dll = d3;

di3 = di;

dl6e = d2;
}
el se
if(rotation == (direction+l) %)
{

d9 = di;

d10 = di;

dll = d2;

dl2 = d3;

di3 = d;

di4 = d;

dl5 = d2;

dl6 = d3;
}
el se
if(rotation == (direction+2) %)
{

do = d;

d10 = di;

dll = d2;

dl2 = d2;

di3 = d;

di4 = di;

dl5 = d3;

dl6 = d3;
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0.0F, 0.0F);

int x,

i nt



| se
if(rotation

¢ B ad

—~

do = d;
di1o
di1
di2
di3
di4
dis
dil6
}
doubl e d4
doubl e d5
doubl e d6
doubl e d7
doubl e d8

tessel | at or.
tessel | at or.
tessel | at or.
tessel | at or.

L1 T I O VI VA 1|
o
-
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== (direction+3) %)

(doubl e) x
(doubl e) x
(doubl e)y
(doubl e) z
(doubl e) z

+ 4+ + + +

bl ock. m nX;
bl ock. maxX;
bl ock. maxY;
bl ock. m nZ;
bl ock. maxZ;

addVert exWt huv(d5, d6
addVert exWt huv(d5, d6
addVertexWt huv(d4, dé6
addVertexWt huv(d4, dé6
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ds,
daz,
daz,
ds,

d9, di1);

d13, di5);
di4, die);
di0, di12);



