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1. Ct32 OpenGL Z23H0o| YR O|CL of2fel EHEo EtAL. (707)

GLuint initTexture(const char * flename, GLint wrap, GLint mag, GLint min)
{
unsigned char *imageBuffer;
int imgWidth = 0, imgHeight = 0, num = 0;
imageBuffer = simage_read_image(filename, &imgWidth, &imgHeight, &num);
GLuint texturelD;
if (imageBuffer != NULL) {
glGenTextures(1, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, wrap);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, wrap);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, mag);
glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FILTER, min);
glTeximage2D(GL_TEXTURE_2D, 0, num == 3 ? GL_RGB : GL_RGBA, imgWidth, imgHeight,
0, num ==3? GL_RGB : GL_RGBA, GL_UNSIGNED_BYTE, imageBuffer);
if (minfilter == GL_NEAREST || minfilter == GL_LINEAR) { }
else {
glGenerateMipmap(GL_TEXTURE_2D);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_BASE_LEVEL, 0);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAX_LEVEL, 4);
}
gIBindTexture(GL_TEXTURE_2D, 0);
}
}

GLuint setSquareData()
{

squareVertices.push_back(glim:
squareVertices.push_back(glm:
squareVertices.push_back(gim:
squareVertices.push_back(gim:
squareNormals.push_back(glm:
squareNormals.push_back(glm:
squareNormals.push_back(glm:
squareNormals.push_back(glm:

:vec3(-1.0f, -1.0f, 0.0f));
:vec3( 1.0f, -1.0f, 0.0f));
:vec3( 1.0f, 1.0f, 0.0f));
:vec3(-1.0f, 1.0f, 0.0f));
:vec3(0.0f, 0.0f, 1.0f));

-vec3(0.0f, 0.0f, 1.0f)
-vec3(0.0f, 0.0f, 1.0f)
-vec3(0.0f, 0.0f, 1.0f)

);
);
)

squareTextureCoords.push_back(glm::vec2(-1.0f, -1.0f));
squareTextureCoords.push_back(gim::vec2( 2.0f, -1.0f));
squareTextureCoords.push_back(gim::vec2( 2.0f, 3.0f));
squareTextureCoords.push_back(gim::vec2(-1.0f, 3.0f));

squarelndices.push_back(0); squarelndices.push_back(1); squarelndices.push_back(2);
squarelndices.push_back(0); squarelndices.push_back(2); squarelndices.push_back(3);
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return vao;

}

GLuint setCylinderData(float radius=1.0f, float height=2.0f, int slices=16)
{

glm::vec3 vertex;

float xTexCoord = 0.0f;

float theta = (float) (2*M_Pl/slices);

for (int i=0; i<=slices; i++) {
vertex[0] = radius * cosf(theta * i);
vertex[1] = -height/2.0f;
vertex[2] = radius * sinf(theta * i);
cylinderVertices.push_back(vertex);
cylinderNormals.push_back( 1 );
cylinderTextureCoords.push_back(gim::vec2(xTexCoord, 0.0f));
numCylinderVertices++;
vertex[0] = radius * cosf(theta * i);
vertex[1] = height/2.0f;
vertex[2] = radius * sinf(theta * i);
cylinderVertices.push_back(vertex);
cylinderNormals.push_back( 2 );
cylinderTextureCoords.push_back(gim::vec2(xTexCoord, 1.0f));
numCylinderVertices++;
xTexCoord += 1.0f/slices;

3/ B A=

return vao;

}

void init()
{ I BT 4=
texture[0] = initTexture(“opengl.jpg”, GL_REPEAT, GL_NEAREST, GL_NEAREST);
texture[1] = initTexture(“*opengl.jpg”, GL_REPEAT, GL_LINEAR, GL_LINEAR_MIPMAP_LINEAR);
texture[2] = initTexture(“opengl.jpg”, GL_REPEAT, GL_LINEAR, GL_LINEAR);
texture[3] = initTexture(“*opengl.jpg”, GL_MIRRORED_REPEAT, GL_LINEAR, GL_LINEAR);

texture[4] = initTexture(“opengl.jpg”, GL_CLAMP_TO_EDGE, GL_LINEAR, GL_LINEAR);
texture[5] = initTexture(“rock.jpg”, GL_REPEAT, GL_LINEAR, GL_LINEAR);

texture[6] = initTexture(“lightmap.png”, GL_REPEAT, GL_LINEAR, GL_LINEAR);
squareVAO = setSquareData();

}

void drawTextureQuad(int texturelD)

{
glActiveTexture(GL_TEXTUREO);
gIBindTexture(GL_TEXTURE_2D, texturelD);
glBindVertexArray(squareVAO);
glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0);
glBindVertexArray(0);
glBindTexture(GL_TEXTURE_2D, 0);

}

void draw()

{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
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Il B2t MEF
drawTextureQuad(texture[0]); / &7t
drawTextureQuad(texture[1]); // &7t
drawTextureQuad(texture[2]); // &7t
drawTextureQuad(texture[3]); // &7t
drawTextureQuad(texture[4]); // 7t
Il &7t MEF
drawTextureQuad(texturef5]),
glDepthFunc(GL_LEQUAL);
glEnable(GL_BLEND);
g/BlendFunc(GL_ONE, GL_ONE);
drawTextureQuad(texturef6]),
glDepthFunc(GL_LESS);
glDisable(GL_BLEND);

T =T

0% 0% 0% 0% 0%

JU g U

a

2ol =AM view matrix@}l projection matrix7t £ QUX| XtN|5| MdHsta) (5H)

view matrixe= world space0f H{X|=l 33Xt =H|2| MM AEHE ZtH2te| 2™ Q2 view space(Zt
o2t zteA)2 Y F= 0|

L=

projection matrixe= view spaced]| U= 3K SH Q| MH EEHE 2K EFWH (projection
plane %, 7tote] FAIEO| EHfFE

o
ny
o
I

M view matrix® QEsk 102) 00
peudo code: n = eye - at; n.normalize(); u = up x n; u.normalize(); v = n x u; v.normalize();
View[0][0] = u[0]; View[1][0] = u[l]; View[2][0] = u[2]; View[3][0] = - u - eye;

View[0][1] = v[0]; View[1][1] = v[1]; View[2][1] = v[2]; View[3][1] = - v - eye;

View[0][2] = n[0]; View[1][2] = n[1]; View[2][2] = n[2]; View[3][2] = - n - eye;

View[0][3] = 0; View[1][3] = 0;  View[2][3] = 0; View[3][3] = 1;
n=(,00)u=(0,0,-1)v=(01,0)

00 -1 O
01 0 O
10 0 -4
0 0 0 1

http://dis.dankook.ac.kr/lectures/cg13/entry/OpenGL-Camera-Movement

2|0l R EO|A setCylinderData(...) &% LHEO| cylinderNormals.push_back(_1_)3} (_2_)
ot S0{Z 182 £ (5H)

Mk 2) 2& 22 g4 MY s do=Lh

vertex[0] = radius * cosf(theta*i); vertex[1] = 0.0f; vertex[2] = radius * sinf(theta*i);

vertex = glm:normalize(vertex);

View =

cylinderNormals.push_back(vertex);
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f1e] FEo0|M glDrawElements(...) &7t O{EA| AMZ™AS 12[=X (HE 94X, €Y 4EH,
| )2 dYsizt (5H)

041, -1, 0) AL -1 0)
(. &1y © o, D

vertex buffer& MMSHA 4749 HAE |X[(position), HMHE{(normal), EAKXZElHE (texture
coordinates) MEE HIHO| YoM =7|3}

index bufferg MMsiA 6742 QHA HEE HIHO| EOoiA X£7|3}
glDrawElements(GL TRIANGLES, 6, GL UNSIGNED INT, 0);

471el @™ FEE 7M1 A= FEHEEAE(F 470)2 3744 2749| 2Hzhdol| Cis
E(& 67)E AHESI0ol 282 dgls &4

ro
12
1>
AL}
I>

HAN WTHo| HY EEH (Mipmap filter)E XtA[5| €Fstat. J2|0 9| IEMAM H

=1 =
B F2E 25 R0 Mot (57)

2
=
i
ru

YBLEHE US| F4E 3J|0] YY HANES YMoI0|, T2 AHO| HAH B

mot

A
27 EHE E0lF= EHY.

glGenerateMipmap(GL_TEXTURE_2D);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_BASE_LEVEL, 0);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAX_LEVEL, 4);
texture[1] = initTexture(“opengl.jpg”, GL REPEAT, GL_LINEAR, GL LINEAR MIPMAP_LINEAR);

¢ REoM HAX ojEe| i, ZHA TE|Y(Filtering)0] FAQIX|, texture[0], texture[l],
texture[2]2 HfQIYSIO] IS mff LIE(LL= X[O|FO| R AQIX| XtAM|s| HEStEL (L0H)
http://dis.dankook.ac.kr/lectures/cgl3/entry/OpenGL-Texture-Mapping-Filtering-Environment-
Parameters
ST LE (MAGFILTER): ElAX O|0|X|S grjsto] Bt §e BEo| 2
A g 0 A EE HEY
=4 L (MIN_FILTER): EBIAK O|0|X|E ZHASI0 HLC} X2 ©
A g AHEEl= EHE, MY (GLLNEAR) ZEHE
SHCH(MAG_FILTER)2 =5 A (MIN_FILTER)2} B (MIPMAP_FILTER)Of| CHE ZEHE AtE
Texture[0]2 THTE{9 ZATEO] EQIE MEY WA H2H TEI (GLNEAREST) AMS
5to] of 22|0f(aliasing) 2|7t st
Texture[1]= STHTEQ ZATEO MHLHYS A8 UWTLEHEZ NHLHYES 37
Texture[2]2 SICHTEQ ZATEO] 22T TEY [jA ol o2 Zae H4 189 7}
| =
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7) | I EOA] texture[2], texture[3], texture[4] 2 EIAKX HIQIESIO] 0= 2 Uf LIElLL= Xjo|H
2 JdBCe= J3M XtMI5| 2Esta}. (10F)
http://dis.dankook.ac.kr/lectures/cg13/entry/OpenGL-Texture-Mapping-Filtering-Environment-

Parameters
GL_REPEATE BIAX XtET} [0, 112 HXS [ HANE g2 ALS.
E:

GL_MIRRORED_REPEAT= H{AKX ZteEZL [0, 11E NS W HANME BIASIEHA B ALE.

GL CLAMP_TO_EDGE= HAM zt®7} [0, 115 EXNE WM HAME O Oy 2K e

Gl Geeol G J00eap QerBL 9P

Ceotl. Goenbt Gt =y GEer 91

G=ol Gl Ge=Bl Lo Geebl T Gt

o G G oy o D

8) ¢ IEOM setSquareData() g+ U0 CtEg FEO0| of2fet Zo| HIUS o,

drawTextureQuad(texture[3]); &2 ZalE 12i2}. (57)
squareVertices.push_back(gim::vec3(-0.5f, -0.5f, 0.0f));
squareVertices.push_back(gim::vec3( 0.5f, -0.5f, 0.0f));
squareVertices.push_back(gim::vec3( 0.5f, 0.5f, 0.0f));
squareVertices.push_back(gim::vec3(-0.5f, 0.5f, 0.0f));
squareTextureCoords.push_back(glm::vec2(-1.0f, -1.0f));
squareTextureCoords.push_back(glm::vec2( 0.0f, -1.0f));
squareTextureCoords.push_back(glm::vec2( 0.0f, 0.0f));
squareTextureCoords.push_back(glm::vec2(-1.0f, 0.0f));

150edQ)

9) %l REO0M draw() B Lo o/ZEF# 0| oA SHI=X| AMS| 2. 0]
BE0M glDepthFunc(GL_LEQUAL)= o 2R3t X|? (10H)

http://dis.dankook.ac.kr/lectures/cg13/entry/OpenGL-Multi-Texturing

dole o|g8%t CHEmA HE| EBAXZ (multi-pass multi-texturing)@ 2 X|Ztst 2H0|E Oj T o|Ct.

o WAle =Y Ozt RHE ola] ¥ HEHYSE HOZ, texturels] (HHO[O[X)E 12jn

-1 o

S, SUSH Ch2ZtA KMo texture[6] (2IO|EDHE o|O|X))E ghHd(blending)std] 2{A multi-pass

2t

FA
T E

o
rlo
ol

oo Q= fragmentOiCh & 7§o| BIAX O|O|X|2 BHATH
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glDepthFunc(GL_LEQUAL);
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T UAEF 17| ot ATttt Z-buffering0| 2d=tE[0f e B2 HHEAl 2RSICH

rr

10) & I EO|AM draw() & LHO| o/ -,‘i',_0||k| glBlendFunc(GL_ONE, GL_ONE);= Ot
Salgl st40l7l? ghok HjZ O|O|X|Z LIEHLES ST (background only)S H3CHE OfEH|

HHYOF St=717 (5%)
http://dis.dankook.ac.kr/lectures/cgl3/entry/OpenGL-Blending-Filter

0

glBlendFunc(GL_ONE, GL_ONE) £3d &= Sidl E3E (add blending)S diA H{ZA 0|0 X|(Cd)
SEA

AbE|

—

o} 2lo|Eoj™ o|O|X|(Cs)7} & at2 L}EFLECE
oo} 20| EOfM O|0|X|& OF LIEFLED, BjZ O|O|X|BH LiEfLH= S@goR v DR
glBlendFunc(GL_ZERO, GL_ONE);

ru}e

rot

2. CtZ2 =9 (lighting)of 2t ZH|O|Ct. ofefe] &E0| EOIA 2. (30F)

m-—1
=K )+ 3 Ful LN o L)+ KSR V) |+ E
/=0

E-|-EI

1) & 2™ =¥ 23 (Phong Reflection Model)0jjA{ 2tZAYEAL (ambient reflection),
HEA} (dlffuse reflectlon) MYtAl (specular reflectlon)7} 2a9lX|, 2|2l Z2AlHAM o

L 22X 235tk 57

K., : 2F4EFAL (ambient reflection)= Z22l0| 2™ =KX Y= HHO BIH7|E
Kglg (N - L): HHHEA} (diffuse reflection)= 9| '51*7|7f QUAFZ (2 HIE{QF A
AtO[Zh) 2| ZALQI0 7“HlaloH: .:*.*tHE AR HAof w2k, S M2l Ao
U= drzkof et XtsH HWI% 2o

Kls (Vv - R & EE2
(specular reflection) AHZH(ZH Q| AMO| OH_|E} &2
S| grofjyete o 2

2) 7dHtAl(specular reflection)0]] Af

Reflection Vector, RZ AtE3}10], shiny surface® A THEA}
of M)Z A Lto{F0, AFO| =t

0|=0
I'| I'
=
=
£
n
N
40
b
ro
A
Rl
=
ot
X
o
@
o

‘dHtAL (specular reflection)OfA] & REHO| AL KsIs (R e V)" S ALESH=0H|, 2|2
eFste HE LO| Mol M HE NO| HEtAL=l BlE| RS 25 FH™O| CHsl A Atsh
OF BHCt.

v I

3) Per-pixel lighting(2®¥, Phong shading)0|] £ aQIX| XiA|s| HHSI2t. 0]|Z0| per-

vertex lighting1}e| Xjo|H2 Foi0l7}? (10"")
http://dis.dankook.ac.kr/lectures/cg13/entry/ShadedQuad

Per-pixel lighting (2%, Phone shading)2 Zi pixel/fragmentDOtCt HAEO| HM
HZI5H0] lighting0| A ttxl= HA2 2, J—D‘QI 712717t SN g5 48

A O|lO
O:IOI-T NI\|:|

Per-vertex lighting (2 &, Gouraud shading)2 & =& RE ZAlZ 0|2510 A
Mol MOEHE L5 Bio| M2 MEE7IY B MXNoR R2cae S9
2. ALt dEES 4o P(I SOHEMAY FHo HHE ZAHC
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4) L2 ZP|a1ME #|0|C{(fragment shader)AEQ| YKE HO|F D QICt UZS %I
F&2o| AEE XM5| dFst2). (10H)
void main()
{

vec3 MaterialDiffuseColor = texture2D(gTextureSampler, TexCoordPass).rgb;

vec3 MaterialAmbientColor = vec3(0.1,0.1,0.1) * MaterialDiffuseColor;
vec3 MaterialSpecularColor = vec3(0.3,0.3,0.3);
float distance = length(gLightPosition - PositionWorldPass);

vec3 N = normalize(NormalViewPass);
vec3 L = normalize(LightDirectionViewPass);

float cosTheta = clamp(dot(N, L), 0, 1);

vec3 V = normalize(EyeDirectionViewPass);
vec3 R = reflect(-L, N);
float cosAlpha = clamp(dot(V,R), 0, 1);

Color = MaterialAmbientColor +

MaterialDiffuseColor * gLightColor * cosTheta / (distance*distance) +

MaterialSpecularColor * gLightColor * pow(cosAlpha,5) / (distance*distance);

}

texture2D= HIA

Ef SAK DjES
distances & 2K
cosTheta— B M dll
H] &

RZ LO| N2 S22 HtArE HiIH

Color (BT X[F M)2 ambient + (diffuse +specular)/distance*distance &A1& 0| &
Stof x[E M3 AL

glLightPosision)2} ™d& 2| X|(PositionWorldPass) 7t2| 72|
N)aF ZRHE (Dol WHE2 & #EZEol YA F ALt

m
—~~ N

3. C|22 mo gIcIass°| SimpleMobile Z2fA 9| 392l SimpleObject E2jAO0|Ct. 0] &
ciAZF SESlE 1 &3 g 1Ele=z ZLE1E|- (extra 107).
void SimpleObject::init()
{

partl = Cube(4.0f);
part2 = Cylinder(2.0f, 4.0f, 16);
part3 = Torus(1.5f, 0.5f, 32, 16);
part4 = Sphere(2.0f, 16, 16);

}

void SimpleObject::draw(Program* p, glm::mat4 projection, glm::mat4 view, glm::mat4
model)

{
p->useProgram();
p->setUniform("gProjection”, projection);

7/8




WU WelEcel et aegs 2oy DA (20139 Bo]) 20134 69 129
334 3 %

p->setUniform("gView", view);

glm::mat4 m1 = model * bodyTransform;
p->setUniform("gModel", m1);
partl.draw();

glm::mat4 m2 = m1 * partTransform[O0];
p->setUniform("gModel", m2);
part2.draw();

glm::mat4 m3 = m2 * partTransform[1] * partTransform[3];
p->setUniform("gModel", m3);
part3.draw();

glm::mat4 m4 = m2 * partTransform[2] * partTransform|[3];
p->setUniform("gModel", m4);
partd.draw();

}

bool SimpleObject::update(float deltaTime)

{
angle = angle - 180.0f * (float) (deltaTime) * 0.0001f;
bodyTransform = glm::rotate(glm::mat4(1.0f), angle, glm::vec3(0, 1, 0));
partTransform[0] = glm::translate(gim::mat4(1.0f), glm::vec3(0.0f, -4.0f, 0.0f));
partTransform[1] = glm::translate(glm::mat4(1.0f), glm::vec3(-2.0f, -4.0f, 0.0f));
partTransform[2] = glm::translate(gim::mat4(1.0f), glm::vec3(2.0f, -4.0f, 0.0f));
partTransform[3] = glm::rotate(glm::mat4(1.0f), angle, glm::vec3(0.0f, 0.0f, 1.0f));
return true;

}
http://dis.dankook.ac.kr/lectures/cgl13/entry/SimpleMobile-Class
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