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2. L+ EH0l EotA L. (253)

1) Modern OpenGL (OpenGL 3.x)2| Programmable Graphics PipelineOf| A| At23t= Vertex
Shader2t Fragment ShaderE A& 35}2t. (10H)
Application GPU Data Flow Framebuffer
Vertices Vertices Fragments Pixels
Vertex ) Fragment ‘
g Rasterizer g
Processing Processing
Vertex Fragment
Shader Shader

2) 3D Gasket ZZIZO|A ALESH 70| HEIF FARIX| ZHES| MEdtet (5H)
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4) GeometryPritimives Of| A glDrawArrays (GL_TRIANGLES, 0, 6) BfAID
glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0) 12 112|7| dtAlo| Xto|M e
23512k 5F)

-

5) OpenGL 7|8} Zix|2| GL_TRIANGLES, GL_TRIANGLE_STRIR GL TRIANGLE_FAN 11Z|7|
RO XojBs SHE[LEWNM, v2 ~ v8)F 2 =0 2Eot2t 5H)

3. C}& OpenGL I E Qtof| {1l ZHE MA|R. (157T)

void Circle::init()
glm::vec3 vertex;

float theta = (float) (2*M_Pl/slices);
for (int i=0; i<=slices; i++)

vertex[0] =

vertex[1] =

vertex[2] = p[2];
vbo.addData(&vertex, sizeof((]glm::vec3));
vbo.addData(&color, sizeof(gIm::vec3));

numVertices = slices;

/l create a VBO
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vbo.createVBO();

vbo.bindVBO();
vbo.uploadDataToGPU(GL_STATIC_DRAW);

I/l create a VAO

glGenVertexArrays(1, &vao);

glBindVertexArray(vao);

glEnableVertexAttribArray(0);

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 0, 0);
Il <3k A

isLoaded = true;
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%/oid Circle::draw()

|fIE|sLoaded) return;

deertexArray(vao)
|f (wireframe)
glDrawArrays( , ; );
else
glDrawArrays( , . );

%oid Cylinder::init()

numVertices = 0;
glm::vec3 vertex;

float theta = (float) (2*M_PI/slices),
for (int i=0; i<=slices; i++)

vertex[0] = p[0O] + radius * cosf(theta * i);
vertex[1] =

vertex[2] = p[2] + radius * sinf(theta * %
vbo.addData(&vertex, S|zeof((]glm vecd));
vbo.addData(&color, S|zeof(g m::vec3));
numVertices++;

vertex[1] =

vbo.addData(&vertex, sizeof(glm::vec3));

vbo.addData(&color, sizeof(glm::vec3));
numVertices++;

}

I/l create a VBO

vbo.createVBO();

vbo.bindVBO();
vbo.uploadDataToGPU(GL_STATIC_DRAW);

I/l create a VAO

glGenVertexArrays(1, &vao);

gIBlndVertexArray(vao)

glEnableVertexAttribArray O?_

g/l/\/erte}xéﬁ%bPomter(O 3, GL_FLOAT, GL_FALSE, 0, 0);

) isLoaded = true;
}/oid Cylinder::draw()
if (lisLoaded) return;

gl BlndVertexArray(vao)
It (wireframe)

glDrawArrays( .

else
glDrawArrays( . . );
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X aef=ElofM ele| = (arbitrary axis) a = (1, 1, 0)0f] CHEH 90 3|H MHES
Hjoct. (30%H)

HE| a (1, 1, 00§ ™3l (normalize) st2}. (5H)

HIE v (x, y, )7} HIE]| a0 Aot A& xi = (av)a 2 F5}2} (5H)

HIE| aQl HIE| v (x, y, 2)2| 2| (cross product) = a x v& 5}2}. (5H)

elo|o|] = a (1, 1, O)Clol] 90=otE 3|H™ (rotate)'é'l-E i@ (matrix)= Ofje] &AlS 0|25}
Ro| Z1 I-% O £ 5l2}. (cos 90 = 0, sin 90 = 1) (15H)

= Icos® + Symmetric (1 — cosO) + Skew sin©

( ) ( h

Symm = Skew =
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5. CfS EH0l EotAR. (207H)

1) Ct2 GLM Bizt a7} 0tE50] W= 3K Oofml HHzk s (4x4 matrix) M1 #5t2}.
glm::mat4 T = gim: translate(glm :mat4(1.0f), glm :vec3(0, 1, 0));
glm::mat4 R = glm::rotate(glm::mat4(1.0f), 90.0f, gim::vec3(0, 0, 1));
glm::mat4 S = glm::scale(glm::mat4(1.0f), gim::vec3(0.5, 1, 1));
gm:mat4 M1=T*R*S;

M, =

2) Cig GLM gk gt7F BHS0] W= 3XH3 Off Beh HE (4x4 matrix) M2E 5}t
M *

glm::mat4 2= ES R*IT;

M, =
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4) Ci2 919 7|2 =¥S GLM translate, rotate, scale Bt g2 AL8S}O], 7|2 =WO
SHOM xy=2=2 24} 37|58 7|9 AES HJoteh

HW12| GeometryPositionColor 22j{AE 0|83510], 9I4H X)) 7|2 £dE 12|= A

6.
£ ztMslal (10H)

Triangle(glm::vec3 p=gim::vec3(0, 0, 0), gim::vec3 vl=gim:vec3(-1, -1, 0), gim::vec3 v2=glm::vec3(1, -1, 0),
glm::vec3 v3=gim::vec3(0, 1, 0));

Quad(glm::vec3 p=glm::vec3(0, 0, 0), gim::vec3 n=gim::vec3(0, 0, 1), gim::vec3 u=glm::vec3(0, 1, 0), float
width=1.0f, float height=1.0f);

Geo::Geo(gim::vec3 p_) : GeometryPositionColor()

{
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p=p_
quadl = Quad();
quad2 = Quad();
tri = Triangle();
init();
}
void Geo:init() // "7]i- =" d] 523k A4
{
}
void Geo::draw(bool wireframe)
{
quadl.draw();
quad2.draw();
tri.draw();
} ;.
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