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3) & #5%5 glOrtho(left, right, bottom, top, near, far), glFrustum(left, right, bottom,

v de '
top, near, far), gluPerspective(fovy, aspect, near, far) st +Hd3s] Agsta #S53HS

g o7 FA S

.

4) OpenGLAIA A3t FY (light source)®] &/ 47FAE 1Hehs] AW 3siA] L.
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OpenGL & glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, mode)+ )
2= FHargkel 01) BE doX ghell i8], mode’t GL_CLAMPE s, t7} 1HTh =2
18 st7F 0Bt o 102 S Al 2433l GL_REPEATE s, t %12 AM&3)

of YrAE WEITL Su FYATE Fustel w ol YL WEF AL,

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, );
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, );

Gl
Gl
Gl

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, );

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,

G G Gl

G Gt Gt

Gl Gl Gt

o AFAdAR AT g2 BHWSF OpenGL LRI AF-E HoJFil 9]
t}. OpenGL 5~ glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, mode)
gaxel @1ty Fzads A4S 5 A v GL_MODULATE, GL_DECAL,
GL_BLEND, GL_REPLACE RE=E AFE3S ] gl Fho] ojwA vephi=x v 2t
of 2tds] duetr Q. Co ¥=d A, Cp ZHdBH o] M, G EAY A& ARES}o,

Now AysA Q.

void draw()

/] .. T A

initLight();

glEnable(GL_TEXTURE_2D);
glColor3£(1.0, 1.0, 1.0);
glBindTexture(GL_TEXTURE_2D, texID);

// 1
glTexEnv{(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_MODULATE);
glPushMatrix();

glTranslatef(-1.1, 1.0, 0.0);

glRotatef(-90.0, 1.0, 0.0, 0.0);
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gluSphere(quadric, 1.0, 16, 8);
glPopMatrix();

// 2
glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL);

glPushMatrix();
glTranslatef(1.1, 1.0, 0.0);
glRotatef(-90.0, 1.0, 0.0, 0.0);
gluSphere(quadric, 1.0, 16, 8);
glPopMatrix();

// 3.
GLfloat blendcolor[] = {0.0, 1.0, 0.0, 0.5};

glTexEnv{(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_BLEND);
glTexEnviv(GL_TEXTURE_ENV, GL_TEXTURE_ENV_COLOR, blendcolor);
glPushMatrix();

glTranslatef(-1.1, -1.0, 0.0);

glRotatef(-90.0, 1.0, 0.0, 0.0);

gluSphere(quadric, 1.0, 16, 8);

glPopMatrix();

// 4
glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_REPLACE);

glPushMatrix();
glTranslatef(1.1, -1.0, 0.0);
glRotatef(-90.0, 1.0, 0.0, 0.0);
gluSphere(quadric, 1.0, 16, 8);
glPopMatrix();

glBindTexture(GL_TEXTURE_2D, 0);
glDisable(GL_TEXTURE_2D);
/] .. & B

}

8) Ta2 WAl (cube)E 18]& OpenGL Z 213 o] dFolt} ¥l 7HS A 9A| L
void drawCube() p3 p2
{

float vertex[8][3];

vertex[0][0] = -1; vertex|[0][1] = -1; vertex[0][2] = -1; p7 p6

vertex[1][0] = 1; vertex[1][1] = -1; vertex[1][2] = -1;

vertex[2][0] = 1; vertex[2][1] = 1; vertex[2][2] = -1;

vertex[3][0] = -1; vertex|[3][1] = 1; vertex[3][2] = -1; p0 pl
vertex[4][0] = -1; vertex[4][1] = -1; vertex[4][2] = 1;

vertex[5][0] = 1; vertex|[5][1] = -1; vertex[5][2] = 1;

vertex[6][0] = 1; vertex[6][1] = 1; vertex[6][2] = 1; 4

vertex[7][0] = -1; vertex[7][1] = 1; vertex[7][2] = 1; p PO

float normal[6][3];

normal[0][0] = 1.0; normal[0][1] = 0.0; normal[0][
normal[1][0] = 0.0; normal[1][1] = 1.0; normal[1][
normal[2][0] = 0.0; normal[2][1] = 0.0; normal[2][2] = 1.0;
normal[3][0] = -1.0; normal[3][1] = 0.0; normal[3][2] = 0.0;
normal[4][0] = 0.0; normal[4][1] = -1.0; normal[4][2] = 0.0;

2] = 0.0;
2] = 0.0;
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normal[5][0] = 0.0; normal[5][1] = 0.0; normal[5][2] = -1.0;

glBegin( GL_QUADS );

glNormal3fv( normal[0] ); // right (2 &%)
glVertex3fv( vertex[5] );
glVertex3fv( vertex[1] );
glVertex3fv( vertex[2] );
glVertex3fv( vertex[6] )

7

glNormal3fv( ); // top (%)
glVertex3fv( vertex[6] );

glVertex3fv( )

glVertex3fv( )

glVertex3fv( )

..... /] B 4t

gINormal3fv( ); //back (71%)
glVertex3fv( vertex[0] );
glVertex3fv( )
glVertex3fv( )
glVertex3fv( )
glEnd();
}
9) &< TA(sphere)& 1¥]+= OpenGL X 21819 dRolt} ¥l 7HS A 9-Al L

void drawSphere(float radius, int stacks, int slices)
{

float lon, lat, v[3], n[3];

float lonstep = M_PI/stacks;

float latstep = M_PI/slices;

for (lon = 0.0; lon <= 2*M_PI; lon += (lonstep)) {
glBegin(GL_TRIANGLE_STRIP);
for (lat = 0.0; lat <= M_PI + latstep; lat += (latstep)) {

n[0] =

n[l] =

n[2] =

v[0] = radius * cosf(lon)*sinf(lat);

v[1] = radius * sinf(lon)*sinf(lat);

v[2] = radius * cosf(lat);

glNormal3fv(n);

glVertex3fv(v);

n[0] =

n[l] =

n[2] =

v[0] = radius * cosf(lon + lonstep)*sinf(lat);
(1]

v[1] = radius * sinf(lon + lonstep)*sinf(lat);
v[2] = radius * cosf(lat);

glNormal3fv(n);

glVertex3fv(v);

glEnd();
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10) TS 71eHel OpenGL Xz 1dle] oliolth, o2% shd 2472 Huste w 7
o o

2 - A
H-5-A] w2
vl v3
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glBegin( );
for (inti=0; i<§; i++) v0 v
glVertex2fv(v[i]);
glEnd(); V7o
) vbh
vH

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glBegin( );
for (inti=0; i<8; i++)
glVertex2fv(v[i]);
glEnd();

glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glBegin( );
glVertex2fv(v[0])
glVertex2fv(v[1])
glVertex2fv(v[7])
glVertex2fv(v[2]);
glVertex2fv(v[6]);
(vI3])
(vI5])
(vI4])

v2

7
7

7

glVertex2fv(v
glVertex2fv(v
glVertex2fv(v
glEnd();

7

7

7

2. Y2=H 3G HAGo| A HEE 18] & Bresenham’s Line Drawing &1 g]&<S 3] A ste).
18] 31 DDA (Digital Differential Analyzer) & i12]& 39| x}o]d-& H| sz}, (103)
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Ed 9 F2: C = SourceFactor*C; + DestinationFactor*Cq

void drawObject()

glColor4£(1, 0, 0, 1);
glBegin(GL_TRIANGLES);
glVertex3£(0.0, 1.0, -3.0);
glVertex3f(-1.0, -1.0, -3.0);
glVertex3£(1.0, -1.0, -3.0);
glEnd();

glColor4£(0, 0, 1, 0.5);
glBegin(GL_QUADS);
glVertex3£(0.0, -1.0, -2.0);
glVertex3£(1.0, -1.0, -2.0);
glVertex3£(1.0, 0.0, -2.0);
glVertex3£(0.0, 0.0, -2.0);
glEnd();

}

void draw()
{
glClearColor(0, 1, 0, 1);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glEnable(GL_BLEND);
if (filter == 0)
glBlendFunc(GL_ONE, GL_ZERO);
else if (filter == 1)
glBlendFunc(GL_ZERO, GL_ONE);
else if (filter == 2)
glBlendFunc(GL_ONE, GL_ONE);
else if (filter == 3)
glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA);
else if (filter == 4)
glBlendFunc(GL_SRC_ALPHA, GL_ONE);
else if (filter == 5)
glBlendFunc(GL_ZERO, GL_SRC_COLOR);
else if (filter == 6)
glBlendFunc(GL_ONE_MINUS_DST_COLOR, GL_ZERO);
drawObject();
glDisable(GL_BLEND);
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Blending Func

GL_ONE
GL_ZERO

(1,0,0,1)

0,0,1,1)

0,0,1,1)

(0,1,0,1)

GL_ZERO
GL_ONE

(0,1,0,1)

(0,1,0,1)

(0,1,0,1)

(0,1,0,1)

GL_ONE
GL_ONE

GL_SRC_ALPHA
GL_ONE_MINUS_SRC_ALPHA

4. 22 Cohen-Sutherland &1g|Fo = 221
H L Cohen-Sutherland &3l
o

L okE) W FHE R SAlL. (107).

J

WG
/

4

A
259 2+ g9l W

H o
=
4-

H]

23 dHa 3. of LEH
FES (outcode)ES HIFIL

a

H
1001 1000 ¥ = Ymax P 1010
X = Xmin J X = Xmax
0001 0000 0010
Y = VYmin
0101 0100 0110
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st} sty °l&
MBS z+ T 4HE dBRF (outcode)E T3HA L.
m A B:
m C D:
H E: F:
" G H:
m I J:

qE 2L 98 4HE JBRBE ogaf] U 471 A2 BRAE A J12L
[e]

m Hdwe] & Exol € A9 Uil e A9 (accept):

B AEe ¢ 2ol W dwo] g e 9o 9l A9 (reject):

ol
o
ki
o
=
-
=2
%0,
ol

mdRe) o Eye] wE o)Ro] gu Mol ARt 2o
[e)
o

(subdivision):

(at, o, at )
(up, up,. UP,) o

At
z

(eye,, eye,, eye_)
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Eye position (eye):

Look-at position (at):

Up-vector (up):

n (camera frame Z

)
):

u (camera frame X

v (camera frame Y):

M (viewing matrix):

4 N

= _/
B M (viewing matrix):

( -0.70717 0.707107 0 \

M = 0 0.707107 0.707107 0

0 0 -1.414214 1
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