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a3} shil SE

Ao g3akr L. (50%)
e WA ¥Y (normal vector) N¥ ZWHolA Fdo= dFal= Fd #HY (light
vector) Lo] o] S wj, ¥HA}F WE] (reflection vector) RS %= 3}2}

6,=06,
R=(N-L)N+S
L=(N-L)N-S
—=S=(N-L)N-L

—R=2(L-N)N-L

OpenGL9| glMatrixMode(GLenum mode)= @A FH =& HAAst= Folvh

mode 1A} 37HA] & FtAs] A SHAl Q.

B gIMatrixMode(GL_MODELVIEW)

AEH = dd ALE 7)st Mgk 3 E(geometric transformation matrix) 2= 9
Aggth 3 2k Fgtel =419 wAE A8E = Urh

B gIMatrixMode(GL_PROJECTION)

A= dd ANS T E (projection matrix) =Bl A -&3hrt. 3 2kl &7t
FIgTE A8k AEdS AAgH

B gIMatrixMode(GL_TEXTURE)

145 = Y AAS " x R Y (texture transformation matrix) 2= o]l
&3tk "gaA o] Wes A&t dEe AAHITH
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3) ©s #5E glOrtho(left, right, bottom, top, near, far), glFrustum(left, right, bottom,
top, near, far), gluPerspective(fovy, aspect, near, far) g5 13| A9gsta d53HS
a8 o g {A s

B glOrtho(left, right, bottom, top, near, far)

213l ¢4 (orthogonal projection) $<F= #5387 (viewing volume)-> 25 H A o] T},
B glFrustum(left, right, bottom, top, near, far)
FA] 794 (perspective projection) &= 53 7H(viewing volume)> A 74| (frustum

_ Ael7 F e =g )|,

B gluPerspective(fovy, aspect, near, far)

FA] 9 (perspective projection)$H= fovy © y-F ol A 2] Alok(field of view)
7Y%, &%) 1] (aspect ratio), near, far S22 o] Fo| & T},

Y
[right, top, —far)

“lright, top, ~near)

4) OpenGLolA Algat= F (light source)®] 47} A S 7hE] AW siA S
" Jrio] mE Hofl 493 FE2 AT Fd

A
s} =
F9 (point light source) - ¢+ & %/QQE FTHoRE HAHAUI= FY
&}

ol 44 ¢i12]F (Depth-sorting algorithm) - Z&] o] 7} WS Zlolo we} FHg o,
H AFEH FYg3te] 19t} Painter’s algorithme} il = &7 Th,

Binary Space Partitioning (BSP) tree - BSP trees A}-&3to] #5 wake] we} front, backs
Twste] eE ASHoR LERTh
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glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,

Gl

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,

Gt
Gl

331 3k %

OpenGL & glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, mode)+ )
2= Faxgkel (0,1) BHE dold kel tisl, mode’t GL_CLAMPE st7F 1Rt 3
18 st7} 08} Ztom 102 3hS Al 24331, GL_REPEATE st%1S AM&3te] H)

242 B} 3d 2E 432 Fusie] vl 7k A Q.

GL_CLAMP__);
GL_REPEAT__);

GL_REPEAT__);
GL_REPEAT__);

G G GebL

G G Gt

G Gl Gt

o2 AFdAZ AT g FHWS OpenGL T2 AF-E HoF
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 teks] AHer Q. Ce Hl2d A, Cr T dn o] A, G BY A

o

void draw()

/] .. T A

initLight();

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

// 1. _GL_MODULATE ¥4 A& 59 Mol 5w C=CrC
glTexEnvf(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);

gluSphere(quadric, 1.0, 16, 8);

glPopMatrix();
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// 2. _GL_DECAL |23 MAdio] Ao g ebds] 243 C=C
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._GL_BLEND ®l23 Alg%s Balg Ash §4% C=(1-C)C+CrCy
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. _GL_REPLACE Hl2=3 gito] Ao S ebds] AA3_C=C
glTexEnv{(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);
/] .. T3 A=F

}

8) Th2& WAl (cube)E 1¥]% OpenGL Z 213 AXolrh Wl 7H& A$-A &
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;
normal[5][0] = 0.0; normal[5][1] = 0.0; normal[5][2] = -1.0;

2] = 0.0;
2] = 0.0;
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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( __ vertex[2]__);
glVertex3fv(___ )
glVertex3fv( __ vertex[7]___);
E7F Mek
glNormal3fv(__normal[5]__); //back (¥%)
glVertex3fv( vertex[0] );
glVertex3fv( __ vertex[3]__);
glVertex3fv( __ vertex[2]__);
glVertex3fv( __ vertex[1] __);
glEnd();

&+ TAl(sphere)E 12l OpenGL Z =139 <

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

{

float lon, lat, v[3], n[3];
float lonstep = M_P1/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] = cosf(lon)*sinf(lat);

n[1]=___ sinf(lon)*sinf(lat);

n[2] =__ cosf(lat);

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

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

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

glNormal3fv(n);

glVertex3fv(v);

n __ cosf(lon + lonstep)*sinf(lat);

=]

[0] =

[1] =___ sinf(lon + lonstep)*sinf(lat);
[2] = ____ cosf(lat);
[0] =
(1] =

=]

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

glNormal3fv(n);

glVertex3fv(v);

glEnd();
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Bresenham’s algorithm: ¢™ Midpoint line drawing algorithm &2 Edt} B &
e (float) AMFS ¥8kal A5 (int) A RES o] &3t
g4 AGy)l A TF M(x+1, y+¥z)o] A<l olgel o 5% 3la B (x+1,y)

HESha ohUm BRE S Coetl, y+1) & HEshs P ol

st} sl ol
10) TH&-& 79Hgk OpenGL X2 12le] ARolth, 9 2% s =45 Fuse ul 7t
< AN
v2
vl v3
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glBegin( GL_TRIANGLES );
for (inti=0; i<§; i++) v0 v
glVertex2fv(v[i]);
glEnd(); V7
) vbh
vo
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);
glBegin(__ GL_TRIANGLE_FAN__);
for (inti=0; i<§; i++)
glVertex2fv(v[i]);
glEnd();
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL); 2
glBegin(__GL_TRIANGLE_STRIP__);
glVertex2fv(v[0]); '
glVertex2fv(v[1]);
glVertex2fv(v[7]);
glVertex2fv(v[2]);
glVertex2fv(v[6]);
glVertex2fv(v[3]);
glVertex2fv(v[5]);
glVertex2fv(v[4]);
glEnd();
2. Y=E 3t FANA AEE 18l Bresenham’s Line Drawing ¢ 8]FS 1Hd3] A3}
18] 31 DDA (Digital Differential Analyzer) & i12]& 39| x}o]d-& H| sz}, (103)
DDA:y += (float) dy/dx = Al4telal round(y)E ©l-&3st] ML A& 18t A
SEed Q9w A4 FA(y=mx+ b AL HED BE 25 FAS FELT
T

=

=
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(x+1,y+1)

(x+1,y+%2)

:

(x,v) . (x+Ly)
A

Puedo code += o}z ¢} -t}

AW D=2dy - dx
if D<0

~

D +=2dy
else
D +=2dy - 2dx

y++

3. T2 234 wjAd w3t AR o 9o IFA ARYP S BADE Y e 3
OPENGL Z 2139 dFE HoFa o, ot} Zo] o 71x] Wyez £
E AHEFE W a"oA 1(3EE FEW), 23 A T AL F o] HAE FE), 3AHEE
T, 4 A AT s E¥EE FHE RGBA AL AAste H9| Wizl oA,
(20%)

ey
ol

qo ot

G Ve

A

A9 F4): C = SourceFactor*C, + DestinationFactor*Cqy

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();
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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);

4

1 2

3

Blending Func 1 2 3 4
GL_ONE (1,0,0,1) (0,0,1,1) (0,0,1,1) (0,1,0,1)
GL_ZERO
GL_ZERO (0,1,0,1) (0,1,0,1) (0,1,0,1) (0,1,0,1)
GL_ONE
GL_ONE (1,1,0,1) (1,1,1,1) (0,1,1,1) (0,1,0,1)
GL_ONE
GL_SRC_ALPHA (1,0,0,1) (0.5,0,0.5,0.75) | (0,0.5,0.5,0.75) | (0,1,0,1)
GL_ONE_MINUS SRC_ALPHA
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4. T8 Cohen-Sutherland €18 FL 2 23Q AL S F23 8]—{—;] 3t} o}y o2&
H 2 Cohen-Sutherland ¥18]F9 Z} o] U3t 4-HE F RS (outcode)E EAFI 3l

o ot Bl & A AL (103).

] H
1001 mooy:ymf> 1010
B G
| \) ;
oD *000T™ 0000 0010 ™
E /
CJ Y = ¥Ymin
0101 0100 0110
AR 7+ 49 40E JFHSF (outcode)E T34 L.
H A: 1000 B: 0000
" C 0100 D: 0010
H E: 0000 F: 0000
G 0010 H: 1010
" I 0001 J: 1000
AR 28BS f3 40 E JFHIFIE o] &3t T 47HA] AS-=E EFHsE ¥R Ve
Z oA L.
m %o ¢ zAo 2P AxS U)ol A& A9 (accepy)
E’s outcode = F’'s outcode = 0
B AR o Exe] S8 A9 #E W oFe A= AT (reject)
G’s outcode AND H’s outcode #+ 0
B oaRel @ EHe 2 ARS el dx, the s 8% Qe A% (1)
WS 3=t} subdivision):
A’s outcode # 0, B’s outcode =0
Y moARel A%t F9g ARG Wl

C’s outcode AND D’s outcode =0
I's outcode AND ]’s outcode =0
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(at, o, at )
(up,., Up,. UP,) o

At
z

(eye,, eye,, eye_)

B Eye position (eye): (1,1,0)
B [ook-at position (at): 0,0, 0)
B Up-vector (up): 0,1,0)
B n (camera frame Z) : n = eye - at =>n = (0.707107, 0.707107, 0)
By (camera frame X): u=nxup=>u=(0,0,-1)
B v (camera frame Y): v=nxu=>v = (-0.707107, 0.707107, 0)
B M (viewing matrix):
/u[O] v[0] n[0] 0 \
M = u[l] v[1] n[1] 0

uf2] v[2] n[2] 0

Q' eye -v - eye  -n - eye
B M (viewing matrix):

G -0.70717 0.707107 0 \

M = 0 0.707107  0.707107 0

0 0 -1.414214 1
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