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1. C}&2 OpenGL EZ0|AM =AM Djdat S0 et ZH|o|ct. ofzfel EEZ0 EotA 2.
(45%)
mt n (=L 1%
penGL
G 7| GoebiL
o Texture space wn® 14 Wiorld space a-m

1) Ch&2 Quad H#E 2= OpenGL Z2I3o| ARo|Ct. f|of 7 Zutet Z0| LtEtLEA

ot7] 215t gl 7to| HAKX ZtEE MRAl2. (10F)

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(__ 0.0, 0.5 );
glVertex3f(-1, 0, 0);
glTexCoord2f(__ 0.5 , 0.5 );
glVertex3f(0, 0, O0);
glTexCoord2f(_ 0.5 , 1.0 );
glVertex3f(0, 1, O0);
glTexCoord2f(__ 0.0, 1.0 );
glVertex3f(-1, 1, 0);
glTexCoord2f(__ 0.5 , 0.0 );
glVertex3f( 0, -1, 0);
glTexCoord2f(__ 1.0 , 0.0 );
glVertex3f( 1, -1, 0);
glTexCoord2f(_ 1.0 , 0.5 );
glVertex3f(1, 0, O0);
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glTexCoord2f(_ 0.5 , 0.5 );
glVertex3f(0, 0, O0);
glTexCoord2f(_ 0.5 , 0.5 );
glVertex3f(0, 0, O0);
glTexCoord2f(_ 1.0 , 0.5 );
glVertex3f(1, 0, O0);
glTexCoord2f(__ 1.0 , 1.0 );
glVertex3f(1, 1, 0);
glTexCoord2f(__ 0.5 , 1.0 );
glVertex3f(0, 1, 0);

glDisable(GL_TEXTURE_2D);

glEnd();

}
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gIMatrixMode(GL_TEXTURE);

glTranslatef(0.5,
glScalef(2, 2, 1);

glTranslatef(-0.5,

drawTextureQuady();

(-L10}

0.5, 0);

-0.5, 0);
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GoentiL
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World
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space

ArZtE ofj4of M= ElAX o|O|X|2] A7|7} Pivot (0.5 0.5)E ZACE 1/22 ZO0{A{ L{E(LCE

3) 1) 2)H EH2| Quad H|+|E 12|= OpenGL ZZI7M0A], 24} =T (Lighting)0| % SE|X|
ECHH, FA0| EHAX] siZ YHS XiMs|] €Fsiet (10F) (BE: HAN IjES st &

7 #s 2%

OpenGLOj| A

default texture environment= GL_MODULATE, & X8 (lighting)at HIAKN Of&E

(texture mapping) A40| Z#to| £l 0| 7|2ZkolCt,

=g, 2HeF AE0|A glTexEnv (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL); /* or

[ S |

GL_REPLACE */2 &/0] QT S|AX OjTo| MBHS 0|gei =22 ZY(Lighting)o| XS«
X =Lt M2kA| GL_DECALEZ GL_MODULATEZ HfRAHLE, EEE= glTexEnv 222 X[H2|H

(Z1=240] G

L MODULATEZ} AtEEIEZ) ZHO| &S E|7| A|ZSHC]
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4) Ct32 OpenGL Extension0|M H[Z3t= Point Spriteso]| CHsH xpA|5| EB3}2L (5H)

ZOIE AIPIO|ERZ SIEQO0| 7|Hto| HIHE 7J|HOoZ, At O|2MN IDiE|ZE A|AH (Particle
System)O| Al Ct=2| YURXt(Particle)s BAN AHAH O (Quad) Tl H(Poin)E ARESHY XSt
= 7|H0|Ct. GL_ARB_point_parametersE S}EQ| 07} X|St=X| =0lst &, ILQE AIPI0|ER
texture coordinate2 X|™dt1 enabledt?| 2ol], StZ L2 EQEAIZIOEE ZHASIsIC]
glTexEnvf(GL_POINT_SPRITE_ARB, GL_COORD_REPLACE_ARB, GL_TRUE);
glEnable(GL_POINT_SPRITE_ARB);

2|3 draw & LHEQM ZQIEAZZIOIEE 2 Mslstn FPoint)2 128 JZICt
glEnable(GL_POINT_SPRITE_ARB);

glBegin(GL_POINTS); .... glEnd();

glDisable(GL_POINT_SPRITE_ARB);

-

5) C}22 SElg] grAlo M2 SourceFactor?} DestinationFactorZ}2 Hl 7H0o| Eojzf. (5H)

S8lE ZAl: C = SourceFactor*C; + DestinationFactor*Cy
otnt 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)

BUY TYOIM Csgt CdE RHATR
Cs2 #7f 2| nA ok M0l Cdi T2 YHTo| U=

CiM E#8ld (addition blending) o] AL
SourceFactor= _ (1,1,1,1)
DestinationFactor= (1,1, 1, 1)

C=_GCs+(Cd

=M ST (multiply blending)?| Z2,

SourceFactor= _ (0, 0, 0, 0)

DestinationFactor= _ Cs
C=_GCs*Cd

C
g

mjz
mjo

QM A BETE A2 122X ¥ (no blending) ZL
SourceBlendFactor= _ (0, 0, O

DestBlendFactor= (1,1, 1,1)
OutputPixel = __ Cd
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6) =HT=S 0|8t 2t0|E OjF(light mapping)2 O{BH TH=EEX| XtMI3] EEStEL (5H)

(light-mapping):
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1 S¢= =Hef 8ol YA =8 =vitE = AO|Ch
HE

= L) AME g B HEEsts A2, texturelD1 (H{ZO|0[X)E
2t RHHOf texturelD2 (2tO| ED0HE O|OIX)E &-d(blending)sto] o2 # ChAHEE 1240

2. =7} BRE CHS EHO| TBAL. (257)
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2 gluPerspective(fov, aspect, near, far) &7t EA5X|0|A Hi2tE 2
A7l &2 EH d3H (perspective projection matrix)& |REZt=
UCL 2t CHAEZ ER%H (AL (B) Bt S XM|5| 2F3IAL. (5
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4)

5)

skt Sl o| &
CIS OpenGL ZEOA ZE %I (A) gluLookAt SH4+=E X731, S| SUsH 12
O LIEILIEZ OpenGL 7|2 #2540l glTranslatef, glRotatef, glScalef 52 AF&3}0]

g HAolet (58)

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();

}

qutLookA st=

£ eye(0, 0, 5), at(0, 0, 0), up(0, 1, 0) 0|22
O|= CHASHA 7|

e
BEH3IstEE ALRSHCIH glTranslatef(0.0, 0.0, -5.0)2 A238}H E=ICH

Depth FightingO| F2QIX| ZIEtS| A =3HA| 2. (57H)
?I'OI HIHO| #0| #t2 oHEE =S #A0 QUCh I3 0| HEHOAM OFF 717t O
(depth value)E 7tX|= Z2|22| FH(overlap)2 "depth-fighting"s BHELCH Z2|20] 2%
[[H 55 A4H Hi22l 08| (floating point round-off errors) {20 M7|= sAMo=Z2, Z2|2 ¢
C’|°| $$0| HE HE g Stef= 2o|ot
z-3f &2 SO multi-ass renderingE & 4<% Depth Fighting0| MZ £ Q=0 glDepthFunc
(GL_LEQUAL)% ALESHY MZ2R z-3t0| 7[&EQ| z-¢tECt FHALL ZoH™ E"Mla'oiw
Depth Fighting0| LO{L}IX| LT E BIC} (7|23 glDepthFunc(GL_LESS)Z2 AHET z-240| 7|
EO| z-gfHC} Xt F1F = A|OFO|AM B X0 AO0IAM EO|X| gie B2 2[X] Q EE 2h.

LB=

rﬂ

=

3. tt32 =9 (lighting)at HI0|F (shading)of &gt ZH|O|Ct. ofzfel HE0| ESHAL. (30
PS5

e Z x3 2 (Phong llumination Model) 3418 HO0jF1 QICh WHE A}
ol #HZ| (Lambert’s Cosine Law)0| FoIQIX| dEHSI O A0 O BHxQIX| M=
stet. (58)
m-1 1
=K. + K 1, (NoL)+K I, (ReV)"}
d'd
7% &~ a+bd+cd?
SHHE ARl HAO 2= Y 2HAk BEAL (diffuse reflection) 2
Mol 8771 LA (ZRHE QL BM HH Ol AtO[Z})2| ZAFRIO| |2 BTt

Diffuse Reflection < cos &

V o4l CHE #HaE ALE0I0] #H5IEL (R1E: OpenGLOA 7|22 2
=

JHLAL (specular reflection)= ( =
SUZLd H=L+V/|L+VI|E A8}, KsIs (N e H)

6/8




wagstn devgelget 2gga Teady /) 2na (2011d E8]) 2011d 69 14
R s o) %

3) ZiHEte| 9K V (2.0, 2.0, 1.0)0| 1, F&Q| ?[X|7} (-2.0, 3.0, -1.0)0|1, =X #HO|
™ %t P (0.0, 0.0, 0.0)0|11, HHO| HAM HIE N (0.0, 1.0, 0.0) & [, ™AL AH A0
MO[= ghAL #E ROl s Fol= AMIPEE 202k (58)

n
v
Le N = (-2.0, 3.0, -1.0) dot (0.0, 1.0, 0.0) = 3.0
I R=2(LeN)N-L
= 2*%3*(0.0, 1.0, 0.0) - (-2.0, 3.0, -1.0)
F =(00 6.0 00) - (-2.0, 3.0, -1.0)

= (2.0, 3.0, 1.0)

P

T A = —

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

OpenGLO|A 7|22 2 AtE%l= MO|EH2 #2222 MO|Y (Gouraud shading)@ 2, Gouraud
shading2 d®™e| MozHEH L{FEHS MZ MY IS
+ smooth shadingO|2t1 gt MO MHXCo=Z HEE3HL 2
SHA| 2 (EMAQ FEol U Aoz ALhel HUHETE S| LX[SHA] 7|

=)

5) C+S OpenGL ZEO|A LIGHTOQF GL_LIGHT_MODEL_AMBIENT Zf9I.2 2o QIX|(A4 1}
X)) dFst, Rt WALl ambient, diffuse, specularz O{E A AL E|= X| 7HEHS

2ot} (10%)

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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&)} bl ol &
{
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();
}

Light0= LHHIALQF M HEALZH(diffuise & specular)Q 2 HHAH(1, 1, 1) (0, 3, 3, 0) HIEH{ 2 =
HiSEA 249l (Directional Light)2 20{Z1 QICH

[9)
—
=
[9)
T
)
<

_ ODEL AMBIENT= MY HO| HAHL FHHE(ambient)g F= H2E Of
T2 3|M(02,02 02 1.0 FUL,

m%g AMANS  ambient, diffuse, specular2 X|HSt Ayt EHQ KRl MAS

AH
se, specular2 X|Zot Aoz, ZYRAINOM O] 52| &2XHE 0|

Q
30
o
[0}
>
—+
gJ
=R
C

Ambients Z2l0| X %=
Diffuse= =AX|2| 193t A_IL0|
Specular= 4|0 &l0| &3}
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