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1) Ct&2 Quad HI#|E 12| OpenGL =230 ULo|Ct 9| Zut 233t #0| LEEILLA ot

7| 21810 4l 7to| HIAX ZIEE X|SA|2. (10H)

void drawTextureQuad()
{
glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL);
glEnable(GL_TEXTURE_2D);
glBindTexture(GL_TEXTURE_2D, texturelD);
glBegin(GL_QUADS);
glNormal3f(0, 0, 1);
glTexCoord2f(0.0, 0.0);
glVertex3f(-1, -1, 0);
glTexCoord2f(0.5, 0.0);
glVertex3f( 0, -1, 0);
glTexCoord2f(0.5, 0.5);
glVertex3f(0, 0, O0);
glTexCoord2f(0.0, 0.5);
glVertex3f(-1, 0, 0);

glTexCoord2f( , );
glVertex3f(-1, 0, 0);
glTexCoord2f( , );
glVertex3f(0, 0, O0);
glTexCoord2f( , );
glVertex3f(0, 1, O0);
glTexCoord2f( , );
glVertex3f(-1, 1, 0);
glTexCoord2f( , );
glVertex3f( 0, -1, 0);
glTexCoord2f( , );

glVertex3f( 1, -1, 0);
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glTexCoord2f( , );
glVertex3f(1, 0, O0);
glTexCoord2f( , );
glVertex3f(0, 0, O0);
glTexCoord2f( , );
glVertex3f(0, 0, O0);
glTexCoord2f( , );
glVertex3f(1, 0, O0);
glTexCoord2f( , );
glVertex3f(1, 1, 0);
glTexCoord2f( , );
glVertex3f(0, 1, O0);

glEnd();
glDisable(GL_TEXTURE_2D);
}

2) 1)

H 2X|2 Quad H|$| OpenGL =2 130j EIAK = (wrap) ZE= GL_CLAMPZ At231
=
=

BE SYS UCIY ARE ASHE AoIA, 02| OpenGL ZEO|M Hol= HAN Y
AR RESHO) MYUSHHS W) LIRS Zat StEiS, Of2f 1 $jof EAISta QHstat (10
M) (BIE: FHS 229 MEjoIM MAN HEA HE)

glMatrixMode(GL_TEXTURE);
glTranslatef(0.5, 0.5, 0);
glScalef(2, 2, 1);
glTranslatef(-0.5, -0.5, 0);

drawTextureQuad();
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4) Ct32 OpenGL Extension0|M H[Z3t= Point Spriteso]| CHsH xpA|5| EB3}2L (5H)

5) C}22 SElg] grAlo M2 SourceFactor?} DestinationFactorZ}2 Hl 7H0o| Eojzf. (5H)
S8lEl ZAl: C = SourceFactor*C; + DestinationFactor*Cy
otnl S8lE (alpha blending): C = (Sa, Sa, Sa, Sa) * C; + (1-Sa, 1-Sa, 1-Sa, 1-Sa) * Cq4

SourceFactor= Source2| alphaz}?! (Sa, Sa, Sa, Sa)

DestFactor= Source?| inverse alphaZ}@! (1-Sa, 1-Sa, 1-Sa, 1-Sa)

njm
=
n
ORI
1=

10| A Cs@t Cd= Baiol7p?

CiM E#8ld (addition blending) o] AL

SourceFactor=

DestinationFactor=
C =

=M ST (multiply blending)?| &<,

SourceFactor=

DestinationFactor=

C =
EUYS YYH X BEYSH HS 12 TX ¥ (no blending) H
SourceFactor=

DestinationFactor=
C =
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2. #x5af SEE OE 22X 2oA L. (25H)
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3} 3 3=
4) CtZ OpenGL ZEOM &= %l (A) gluLookAt &= H|AHSt, 2tHO| sL5tA 18
O] LIE}LE=SF OpenGL 7|2 H2HEE0l glTranslatef, glRotatef, glScalef 52 A3l

LS Agstek (53)

void display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
glMatrixMode(GL_MODELVIEW);
glLoadldentity();
gluL ookAt(0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0); // (A)
glutWireTeapot(2);
glutSwapBuffers();

5) Depth Fighting0| £ QIX| ZtEHs] M&SHA|2. (57)

3. C}22 =9 (lighting)at #0]Y (shading)oj ot ZX|0|Ct. of2fe| HE0| TESHA|L. (30
&)
1) OS2 2 &% 2E (Phong Illumination Model) 4l HEOF10 QCt WHE A}
ol HXl (Lambert's Cosine Law)0| 2 QIQIX| MEHSID O] ZAIQA O BHEQIX] A=
EYS)

VO oE #HaE AESHH BHOIEL (SIE: OpenGLOM 7|Z22
=]
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3) Zioiatel Q1K V (2.0, 2.0, 1.0)0|1, FR9| QIX|7} (-2.0, 3.0, -1.0)0|11, EX EDHO H
H ZE P (0.0, 0.0, 0.0)0|1, EHO| ¥M HIE N (0.0, 1.0, 0.0) ¥ i, HHEA} H A0
#0|= HHA HE ROl glE Fots Altnr8s 202t (58)

4) OpenGLOjlAl 7|2¢t22 278 El MO|Z(Shading)o| FARAKX| ZHErS| 2Fstat (5H)

5) L[S OpenGL ZEQ A LIGHTORF GL_LIGHT_MODEL_AMBIENT 2&2 £ oI X| (A4t
AKX dHsIa, 20t YR S| ambient, diffuse, speculare {EA AIEE|= X C}
Adgstet (108)

void init(void)

{
GLfloat ambient[] = {0.0, 0.0, 0.0, 1.0};
GLfloat diffuse[] = {1.0, 1.0, 1.0, 1.0};
GLfloat specular[] = {1.0, 1.0, 1.0, 1.0};
GLfloat position[] = {0.0, 3.0, 3.0, 0.0};
GLfloat Imodel_ambient[] ={0.2, 0.2, 0.2, 1.0};
glLightfv(GL_LIGHTO, GL_AMBIENT, ambient);
glLightfv(GL_LIGHTO, GL_DIFFUSE, diffuse);
glLightfv(GL_LIGHTO, GL_SPECULAR, specular);
glLightfv(GL_LIGHTO, GL_POSITION, position);
glLightModelfv(GL_LIGHT _MODEL_AMBIENT, Imodel_ambient);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

}

void renderTeapot(GLfloat x, GLfloat v,
GLfloat ambr, GLfloat ambg, GLfloat ambb,
GLfloat difr, GLfloat difg, GLfloat difb,
GLfloat specr, GLfloat specg, GLfloat specb, GLfloat shine)
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GLfloat mat[4];

glPushMatrix();

glTranslatef(x, y, 0.0);

mat[0] = ambr; mat[1] = ambg; mat[2] = ambb; mat[3] = 1.0;
glMaterialfv(GL_FRONT, GL_AMBIENT, mat);

mat[0] = difr; mat[1] = difg; mat[2] = difb;
glMaterialfv(GL_FRONT, GL_DIFFUSE, mat);

mat[0] = specr; mat[1] = specg; mat[2] = specb;
glMaterialfv(GL_FRONT, GL_SPECULAR, mat);
glMaterialf(GL_FRONT, GL_SHININESS, shine * 128.0);
glCallList(teapotList);

glPopMatrix();
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