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1. %o true, E2|W falseE H oA L. (10%)

1) ¥E 24 WA Wy Zolo] Al ).

2) st A= Qe vEW I e} ol E FA A 5 gl
3)

o] & (translation) ? 3] %1 $h(rotation)> o} 7| H gh(affine rigid-body transformation)
ot -
b woll ke A3FA (Cones)v™ Y (Luminance)s -itstil (Mg A (Rods)e A
(o]

Zt Q1A (Color Perception)& LY.
g

W3l (Square Matrix)= WF=A] & E (Inverse Matrix) S 28+

2. 91k A9 L. (10F)

1) OPENGL 3k F AT x+= y+ z+= o]t}
2) =g WA olvAE Psted Aad A ge e wEE 2 g},
3) A3 #HEe A (&2 ghEL,

4) H p7t HW (n,d)olA W nep+d<0 ol p= HH o 9t}

5) A5 HF (P, Py ..., P2 X33E M 2o B2 A4 ola} B2

3. t& EAl getr L. (50%)
1) HSV(Hue, Saturation, Value) A2 X @o] F911#] 1the] Aysie}, Mg wibas
HSV Mztw ez & ste.
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2) Zo] Wy (Depth buffer)7} FAIA zrers] A
OpenGL Z&2#oA Zo] H¥E & Abgel= 3

void divide_tetra(GLfloat* a, GLfloat* b, GLfloat* ¢, GLfloat* d, int m)
{
I A=k

}

void display()
{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glBegin(GL_TRIANGLES);
divide_tetra(v[0], v[1], v[2], V[3], 5);
glEnd();
glFlush();
}

void init()

{
glMatrixMode(GL_PROJECTION);
glLoadldentity();
gluOrtho3D(-2.0, 2.0, -2.0, 2.0);
glMatrixModel(GL_MODELVIEW);
glClearColor(1.0, 1.0, 1.0, 1.0);
glColor3f(0.0, 0.0, 0.0);

}

void main(int argc, char **argv)
{
glutlnit(&argc, argv);
glutinitDisplayMode(GLUT_SINGLE|GLUT_RGB|GLUT_DEPTH);
glutlnitWindowSize(500, 500);
glutCreateWindow(“3D Gasket);
glutDisplayFunc(display);
glEnable(GL_DEPTH_TEST);
glMainLoop();

3) OpenGLolA 7]3 7} @h(Default Camera)2] 91X} #Z5FHS 7+as] Aysta a9
o2 xAsHEh
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void reshape(int w, int h)

{
glViewport(0, 0, w, h);
gIMatrixMode(GL_PROJECTION);
glLoadldentity();
gluOrtho2D(0, w, 0, h); // (1)
gIMatrixMode(GL_MODELVIEW);

}

void keyboard(unsigned char key, int X, int y)

{

if (key =="q" || key =="'Q") {
exit(0);

}

else if (key =="r") {
r=1.0;9g=0.0;b=0.0;

}

glutPostRedisplay(); 1(2)

}

int main(int argc, char** argv)

{
glutlnit(&argc, argv); I/ =75}
glutinitDisplayMode(GLUT_DOUBLE | GLUT_RGB); // (3)

10

37|= 400x400
Z7|91%IE (0,0)
A

glutlnitWindowSize(400, 400); //
glutinitWindowPosition(0,0); I
glutCreateWindow(argv[0]); I =

glutDisplayFunc(display); /= b Mz2ae|7|E 2 I ClAEs o] ERETE 5 &
glutMouseFunc(mouse); /I OI?A HEO| E8ife i 55

glutMotionFunc(motion); Il (4)
glutkeyboardFunc(keyboard);  // ACIl character 7|7} 21X & mf &
glutSpecialFunc(special); 11 (5)
glutReshapeFunc(reshape); // |1 =7t Mg €3S of 277 viHlE o M7 ol
glutMainLoop();
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6) T 7FdE OpenGL Z 2ol dRoln, o1 &8 Ays agoz g

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

7) ©S2 FAE OpenGL Z 2ol dRoln, o1 &8 Ays agoz e

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

8) ditol Slv A EAIE gl & wf OPENGL #o]= Z}Ql  (Graphics
A o S oltdA ddzte] AAEHETR

3l (modeling transformation)

Al
H 3l (viewing transformation)
H 3k (projection transformation)
E

H 3} (viewport transformation)
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10) 345 a(ﬁé,ﬁé,O)oﬂ 90°7t= 2 3|7 (Rotate)st= A (Quaternion)= F%E3}

2}, (c0s900=0, sin90°=1, cos45°= sin45°=0.707= \/Eé S o] 8E A)

4. v=7% Zhdlgt Z P (Pinhole-Camera Model)¥} 34 7hdlgt 22 (Synthetic-Camera
Model)ell thal A (Object), ©17#] @ (Image Plane), ¥ (Projection), 7tHet T4
(Center of Projection)S 132 el o] Hluste}, (1074)
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5. o}l oA} Zo] IF MAPE LEF NP Z vl (Mapping) HFTE 2
of thdt 3x3 FHL 7|& ofd WE FHQ T(tx, ty), S(sx, sy), RO) 59 Fo2 THIM® &, 1
437 P8 MS 73t (103)

»
>

v

6. Tt tddk OPENGL Z20 3 UdF-E BHoF1 vt 21 &8 23 (5, 14H5Y 594 4
Y& FAE)E 18 (1038)

void drawTriangle()
{
glBegin(GL_TRIANGLES);
glVertex2f(1, 1);
glVertex2f(4, 1);
glVertex2f(4, 6);
glEnd();

}
void display(void)

{
GLfloat M[16];

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(0.0, 0.0, 0.0);
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glBegin(GL_LINES); // lines
glVertex2f(-7, 0);
glVertex2f(7, 0);
glVertex2f(0, -7);
glVertex2f(0, 7);
glEnd();

glPushMatrix(); // 1. gray triangle
glColor3f(0.5, 0.5, 0.5);
drawTriangle();

glPopMatrix();

glPushMatrix(); // 2. red triangle
glRotatef(45, 0, 0, 1);
glTranslatef(1, 2, 0.0);
glColor3f(1.0, 0.0, 0.0);
drawTriangle();

glPopMatrix();

glPushMatrix(); // 3. green triangle
glTranslatef(1, 2, 0.0);
glRotatef(45, 0, 0, 1);
glColor3f(0.0, 1.0, 0.0);
drawTriangle();

glPopMatrix();

glPushMatrix();

glRotatef(-45, 0, 0, 1);

glColor3f(1.0, 0.0, 1.0);

drawTriangle(); /l 4. magenta triangle
glTranslatef(3, 2.34, 0.0);

glScalef(0.5, 0.5, 1.0);

glTranslatef(-3, -2.34, 0.0);

glColor3f(0.0, 0.0, 1.0);

drawTriangle(); //'5. blue triangle
glPopMatrix();

glutSwapBuffers();
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7. 98 v (342)7t ©99E n (*/5/2,*/?/2,0 ) BAF v, S FH v, & AxA

L. (BYZ& A extra103)
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