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1. C}22 oglclassO| A H|Z3l= matrixdx4 SAE 0|2310] HES £33 0 HoyFn
QCt. o] ZEQAM == % glMultMatrixf() 22 glTranslatef(), glRotatef(), glScalef()
S+ 2 X3t XS}t (10R).

void display()
{
glClear(GL_COLOR_BUFFER_BIT);

glMatrixMode(GL MODELVIEW);
drawObject(); /Il otel §lZ% 7|2 =

0%

matrix4x4 M, T, R, S;
T.translate(vector3(1, 0, 0));
R.rotate(90, ‘z’);
S.scale(vector3(2, 2, 1));
M=T*R*S;
glPushMatrix();
glMultMatrixf(M);
drawObiject();
glPopMatrix();

glPushMatrix();
glMultMatrixf(M);
gIMultMatrixi(T);
drawObject();
glPopMatrix();
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(Viewing)
void display()
{

glClear(GL_COLOR_BUFFER_BIT);
glMatrixMode(GL_PROJECTION);
glLoadldentity();

gluPerspective(90, 1, 1, 100);

glMatrixMode(GL_MODELVIEW);
glLoadldentity();

glTranslatef(0, 0, -10);
glRotatef(-90, 0, 1, 0);

glPushMatrix();
glTranslatef(0, 0, 5);
glColor3f(1, 0, 0); // ¥+t
glutWireSphere(1, 16, 16);
glPopMatrix();
glPushMatrix();
glTranslatef(-5, 0, -5);
glColor3f(0, 0, 1); // TEtE
glutWireSphere(1, 16, 16);
glPopMatrix();
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1) f LM ZE H 0|5 Hetn}l 3|H #Het g4+S gluLookAt() g2 CHX|SIE{=E,
22 zlo] LEILLEE B317] SIsiM 0] 20| 9 QIXtE W5 J|2stet. o
Yroz ENHE EA=K M5 s A (103).

2) 2 ZEOAM O|=HEIN| gluPerspective()& glOrtho( -20, 20, -20, 20, -20, 20) 2t+2
I:H*I*h_. HZE 4 A 5}HO| o{FA HHEX QYL E (EZtSat oS

MH

Sixiet 27)) XHM3| HFstat (5H).

//gluPerspective(90, 1, 1, 100) 4%

//gl0rtho(-20, 20, -20, 20, -20, 20) A%
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(Orthographic Projection), & E & (Axonometric Projection),
SHEY (Isometric Projection), ZAAl £ (Oblique Projection)

da EH
(Perspective Projection)?] E& 2 XIM|5| A&=dtet (5H).
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3) OpenGLOjM 7|22 AEStE F22 M0]|d(Gouraud Shading)S AHAM|5| 2Fd}et.
(53)

4) ok OpenGL =2 13H0f A{ _._E’-j (lighting)2 g/d3ststn, &<l (light source)2|-
O| xE (material)S x|} =0H =H|0| %%‘! M2 SZiolX| h=CtH F910|
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Homor2

CI22 OpenGL EHIAKX OfZ(texture mapping)i} ST (blending) =2 1749| YL O|C}.
o] £

0
OfEH 220 EoHA2. (40F)

void initTexture(char * flename, GLuint& texturelD, GLuint param)
{
unsigned char *imageBuffer;
int imageWidth = 0. imageHeight = 0, numComponents = 0;
imageBuffer = simage_read_image(filename, &imageWidth, &imageHeight, &hnumComponents);
if (imageBuffer = NULL) {
glGenTextures(1, &texturelD);
gIBindTexture(GL_TEXTURE_2D, texturelD);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, param);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, param);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);
glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FILTER, GL_NEAREST);
glTexlmage2D(GL_TEXTURE_2D, 0, numComponents == 3 ? GL_RGB : GL_RGBA,
imageWidth, imageHeight, 0, numComponents == 3 ? GL_RGB : GL_RGBA,
GL_UNSIGNED_BYTE, imageBuffer);

glBindTexture(GL_TEXTURE_2D, 0);
}

void drawTextureQuad(int texturelD)
{
glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_MODULATE);
glEnable(GL_TEXTURE_2D);
glBindTexture(GL_TEXTURE_2D, texturelD);
glBegin(GL_QUADS);
gINormal3f(0, 0, 1);
glTexCoord2f(-1, -1);
glVertex3f(-1, -1, 0);
glTexCoord2f(1, -1);
glVertex3f( 1, -1, 0);
glTexCoord2f(1, 1);
glVertex3f( 1, 1, 0);
glTexCoord2f(-1, 1);
glVertex3f(-1, 1, 0);
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initTexture(“tree02S.png”, texID, GL_CLAMP); // FH0| EHst L2 &

&t}
glEnd();
glDisable(GL_TEXTURE_2D);

}
void display()
{
/I S7tAEE .
drawTextureQuad(texID);
}
int main(int argc, char *argv[])
{
/I SZtAEE .
}

1) ¢ REo| 4% ZAuE OBCE LIEHYE (10FD).

2) 9iek flipbook animation 1S H|Z6t1n AClH, ¢ ICE ZoAM o= HE 70| HiF oo}

of
st X| 2832t (5H).
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glTexParameteri() 5 O{EAH Q7EsHoF EX| XtM3] FSI2 (5H).
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4) eF LYW (Mipmap) 2

» 7l 2E FOM o= £E0| o{FA B O{OF 5}
= X XtMIs] 2Fstet (5

5) BHoF MAX WO XY (Lighting) HIHE MBsn MX| YT, 91 AL SOIM glTexEnvi()
B

+E O{EA 23sHoF x| xtMIs] stz (5F).

6) ¢l AEE FYT UF -2 E LELX| =Ch 2XH7E FAAX| K5I display() 22
L& I=EE $3E5k2 (10F).
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5. Ct2 EHlof| oA 2. (extra 157)

G (ax + by + cz + d = 0)9| @4 #E n(a, b, )7t THMEY I, BH 52
2| M BEHO| 7t 7t 72| k& Fotat
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Q (Xo.YoZo)
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n [a,b,c]
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a2l F Qxo Yo zo)7t BHO| HHAIElE ® Q (X0, Yo 20) 4= Tolet (B E q'=q - 2kn)
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