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1. Vertex shader0f| Ao 3%}l M2 H™ Z}H(vertex position)0] Model, View, Projection
22 stCt. Model, View, Projection0] 2QiQ1X| MEHSID, ZtZH gim &4 0o|E E0{2}. (10H)

r 17

model H2t2 model spacel|A 48 3k MOl MM EEHE world spaceZ H=sl|== ZO|CH
glm:translate, glm:rotate, gim::scale &

view #H2E2 world space0f HfX|El 33X M2l E XEHE 7iH 2] 2 Q! view space@ 2 HHYFE
Ct. glm:lookAt

projection HHZt2 view spacedf| e 3K EHo] HM ZIHEE Ht HX| ZHEA (normalized device

coordinate)2 HIHY=LCE At X ZEAGA ESHO FEDA|ZICE glm:frustum, glm:perspective &

2. 2Xt O2f=lA0AM XIF AF2St= isometric projectiond} 3XM2l 2T ANAM XF AE
Sl= perspective projection0] 2QiQIX| 1 EXZ Mzl (53)

S=EA (Isometric projection)2 FEQHO| ZHK|Q| ZA2|0|A TtLt= A 7Ho| =
2 s0™MM 3X9o ZuE FE& E1EH(Orthographic projection)/=%
projection)O| C}.

| CHEHA CHE2

Ho
Ed  (Axonometric

EAl EF (Perspective projection)2 A4 ™ (vanishing point)2 3+ 7 O|& 7tX|1 Qo X7t 2H
ARRE Yol WoH +2 37|17t H4H0f YRS WA Fe FHolct

3. ¥l ™ 3H(perspective normalization)E A E3sl2}. glm:frustum(left, right, bottom, top,
near, far) 2471 MASE £ AN AT HFsHs A B, C 3 0= HEQIX|? (10%)

A B

2o =L | 0
0 = 0

0 o0 [zu—m —EJ’HJ]C

f-n f-n

oo \0 © 1 0

Ce f2 HA1t3} (perspective normalization).

A2 Pt A2 £YS YuEYoR HRE oLt

£, x=1z, y=+z, z=near/far =>x=11, y=+1, z=+12 A3} (normalization).
O] IpHOA R|ZZ0| M dEC)
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4. €| Zimietel f1X|(position)Zt (1, 0, 5), 7tH|Et7} HigtRE= R(at)o] (0, 0, 5)0| 1, Zhm|z2}

o] #1& W (up)o] (0, 1, 0)Y mff, view matrixE H|4ts}2t. (10H)

-1 5

View =

S - O O

S O —- O

5. Ct&2 Parallelpiped 22jA I E YUHO|CL CtF HI ZH| ZEF X RA|2. (157F)

void Parallelpiped::init()

{
glm::vec3 pv=p +v;
glm::vec3 pw =p + w;

glm::vec3 pvw = ptv+w,__

glm::vec3 rightNormal = ___glm::cross(v, w);
rightNormal = gim::normalize(rightNormal);
glm::vec3 leftNormal = _____ -rightNormal;
I &t 4=
/I Left face (€% )
vbo.addData(&pv[0], sizeof(gim::vec3)); // vertex position
vbo.addData(&glm::vec2(0.0f, 0.0f), sizeof(glm::vec2)); // vertex texture coordnate

vbo.addData(&leftNormal[0], sizeof(gim::vec3)); // vertex normal

vbo.addData(___&p[0] __, sizeof(glm::vec3d)); // vertex position
vbo.addData(___&glm::vec2(1.0f, 0.0f) ___, sizeof(glm::vec2)); // vertex texture coordnate

vbo.addData(___&leftNormal[0] ___, sizeof(glm::vec3)); // vertex normal
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vbo.addData(__&pw[0] _, sizeof(glm::vec3)); // vertex position
vbo.addData(__&glm::vec2(1.0f, 1.0f) _, sizeof(glm::vec2)); // vertex texture coordnate

vbo.addData(___&leftNormal[0] __, sizeof(glim::vec3)); // vertex normal

vbo.addData(&pv[0], sizeof(gim::vec3)); // vertex position
vbo.addData(&glm::vec2(0.0f, 0.0f), sizeof(gim::vec?2)); // vertex texture coordnate

vbo.addData(&leftNormal[0], sizeof(gim::vec3)); // vertex normal

vbo.addData(__&pw[0] _, sizeof(glm::vec3)); // vertex position
vbo.addData(__&glm::vec2(1.0f, 1.0f) _, sizeof(glm::vec2)); // vertex texture coordnate

vbo.addData(__&leftNormal[0] __, sizeof(glm::vec3)); // vertex normal

vbo.addData(__&pvw[0] __, sizeof(gim::vec3)); // vertex position
vbo.addData(__&glm::vec2(0.0f, 1.0f) _, sizeof(glm::vec2)); // vertex texture coordnate
vbo.addData(___&leftNormal[0] __, sizeof(gim::vec3)); // vertex normal

I Bt 4EF

}

6. L& OpenGL ®AXN Ojdat S3HTY HEO ESEL (20)

GLuint initTexture(const char * flename, GLint sWrap=GL_REPEAT, GLint tWrap=GL_REPEAT)
{
unsigned char *imageBuffer;
int imgWidth = 0, imgHeight = 0, num = 0;
imageBuffer = simage_read_image(filename, &imgWidth, &imgHeight, &nhum);
GLuint texturelD;
if (imageBuffer = NULL) {
glGenTextures(1, &texturelD);
glBindTexture(GL_TEXTURE_2D, texturelD);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, sWrap);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, tWrap);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);
glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN_FILTER, GL_LINEAR);
glTexlmage2D(GL_TEXTURE_2D, 0, num == 3 ? GL_RGB : GL_RGBA, imgWidth, imgHeight,
0, num ==3? GL_RGB : GL_RGBA, GL_UNSIGNED_BYTE, imageBuffer);
glBindTexture(GL_TEXTURE_2D, 0);

I]teturn texturelD;

}

void init()

{ 11 7 M=F..
texture[0] = initTexture(“opengl.jpg”, _ GL_CLAMP_TO_EDGE__, _ GL_REPEAT_ );
texture[1] = initTexture(“opengl.jpg”, _ GL_REPEAT__, _ GL_REPEAT_);

texture[2] = initTexture(“opengl.jpg”, __GL_MIRRORED_REPEAT__, _ GL_MIRRORED_REPEAT_);
squareVAO = setSquareData();
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GLuint setSquareData()

{

squareVertices.push_back(glm::vec3(-1.0f, -1.0f, 0.0f));
squareVertices.push_back(gim::vec3( 1.0f, -1.0f, 0.0f));
squareVertices.push_back(glim::vec3( 1.0f, 1.0f, 0.0f));
squareVertices.push_back(glm::vec3(-1.0f, 1.0f, 0.0f));
squareNormals.push_back(glm::vec3(0.0f, 0.0f, 1.0f));
squareNormals.push_back(glm::vec3(0.0f, 0.0f, 1.0f));
squareNormals.push_back(glm::vec3(0.0f, 0.0f, 1.0f));
squareNormals.push_back(glm::vec3(0.0f, 0.0f, 1.0f));
squareTextureCoords.push_back(gim::vec2(___0.0f, -1.0f_));
squareTextureCoords.push_back(gim::vec2( ___3.0f, -1.0f_));
squareTextureCoords.push_back(gim::vec2( __3.0f, 2.0f_));
squareTextureCoords.push_back(gim::vec2(__0.0f, 2.0f__));
squarelndices.push_back(0); squarelndices.push_back(1); squarelndices.push_back(2);
squarelndices.push_back(0); squarelndices.push_back(2); squarelndices.push_back(3);
VA=A =

return vao;

}

void drawTextureQuad(int texturelD)

{
glActiveTexture(GL_TEXTUREO);
glBindTexture(GL_TEXTURE_2D, texturelD);
glBindVertexArray(squareVAO);
dlDrawElements(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);
Il B2t MEF
drawTextureQuad(texture[0]); // 7t M=F. .
drawTextureQuad(texture[1]); // &7t 4=k, .
drawTextureQuad(texture[2]); // &

1) £3 ZWt ool 1y ZE W, o] [EN| W (5 WAN HES wap e

]|
=l
GL_REPEAT | GL_CLAMP_TO_EDGE | GL_MIRRORED_REPEAT)Z *{2A|2. (10H)

Gt Cebl Gt Gebl G WED) Er
Ceertil G G G Gt ) Gebt

Gl Gt @bl @eier wED) er
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2) glBlendFunc(...);& 2Hd EEE Xdst= go|Ct. of2fe] &E ¢zt (107)

glBlendFunc(GL_SRC_ALPHA, As*Cs + (1-As)*Cd o E8ls/
GL_ONE_MINUS_SRC_ALPHA);

glBlendFunc(GL_ONE, GL_ONE); 1*Cs + 1*Cd = Cs + Cd Y S
glBlendFunc(GL_ZERO, 0*Cs + Cs*Cd = Cs*Cd =4 285
GL_SRC_COLOR)

glBlendFunc(GL_ONE, GL_ZERO); 1*Cs + 0*Cd = Cs No blending
glBlendFunc(GL_ZERO, GL_ONE); 0*Cs + 1*Cd =Cd Draw background only
glBlendFunc(GL_SRC_ALPHA, As*Cs + Cd Brighten the scene
GL_ONE);

glBlendFunc(GL_ZERO, 0*Cs + As*Cd = As*Cd Darken the scene
GL_SRC_ALPHA);

7. C}22 =9 (lighting) Fragment shader I E9| YHO|C}. of2fe] EE0| ESIA| 2. (207)

[}
~

void main()
{
vec3 MaterialDiffuseColor = texture2D(gTextureSampler, TexCoordPass).rgb;
vec3 MaterialAmbientColor = vec3(0.1,0.1,0.1) * MaterialDiffuseColor;
vec3 MaterialSpecularColor = vec3(0.8,0.8,0.8);
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 cosPi = clamp(dot(V,R), 0, 1);

float shininess = 5.0;
Color = MaterialAmbientColor +

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

MaterialSpecularColor * gLightColor * pow(cosPi,shininess) / (distance*distance);

}

B E Xl (Lambertian Law)S XHM|S| MHstat. 9o I Eo|AM %otz (5H)
UHE TAQl HAZ2 LHEEAL (diffuse reflection)Oj A HO| EH7[7F A2 (F, & H
et BM HIEO| AtO[Zho| TALQIO| FH[Z &= USH= AOICL F, TO| M Us
kol et XAted IS MISSte MAS Fog = RUCH

Fragment shader @ E=0f|A cosThetae HHMBEIE (N)If 2HEH (L)7t9] LHML2 F i
EZto| ARZel ZARQILF H|[SH, diffuse reflection}o| HO{A AL E L.
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2) BREAL (Specular reflection)7} FHAQUX| M| EF5}E}. FEtAL S O|X|=
HE| VeI ROt EEdAH| (shininess coefficient)7} 2 2QIX| HHSIE}. (5H)

JHtAt(specular reflection)2h HHABEIGE FHO|A HIALE|= YO 2, ZHERA|4=(shininess
coefficient)E &5t0f A|E (V)O| FEAKR)O|A E{O1H0f a2t BtAE|= 8o M|7|7}
SIS X|= £ E ZHSICE

V= 882 fIXI0AM ZtoEte] X2 edt= Al HlE (view vector)

RS HFo| QKoM ZRAHE ()7} Aol HMEIEl (N)O| ™UtAL=l HIE{ (reflection

vector)
3) 2le] R EL£ Per-pixel lighting(2d, Phong shading)O|C}. Per-vertex lightinga}2| X}
0|2 FaQ17}? Per-pixel lighting1} Per-vertex lightingS X}A|S] dE3t2}. (107H)

http://dis.dankook.ac.kr/lectures/cgl3/entry/ShadedQuad

Per-pixel lighting (2@, Phone shading)2 2z pixel/fragmentOjCH A O| A HiIE
H7I510] lighting0| AAtE|s wtAlo=z, Zmo| 7|27(7t 2Yg|H MEps| ZHZY
(specular lighting)2 £0ig = US.

Per-vertex lighting (2@, Gouraud shading)2 & 3 23 ZAS 0|
Mo| MoZHE LR Blo| M2 MEH7ZIY PO MHNoE 2cP
o 2L} ATS ZOHSHR| UOHAHKQ MY HMHEQ DA
MEIEZF 218 LX|SHX| Q7| IE) S7/0X|= 40| LIEHE.

8. x| gjAEZ|e EE €ng|E0| line-drawing algorithm (2 &, Midpoint
algorithm)2 AL230{ (1, 1)at (4, 10)2 HZHsI= MES 12 mjof, AZ M ZSH(M)
o| {X|et MEHEl TMS M MEHE T Zhap AWM (D)7t
S+/L X EA|SIEL. (10H)

mt
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@, 1) D<0

/ @, 2) D>0

’l @ 3) D<0

/ . @, 4 D<0

@, 5) D>0

’l 3, 6) D<0

/A; G, 7) D<0

3, 8) D>0

'Zl @, 9) D<0
/ @, 10)

9. Ct22 AEX W& (Hierarchical transformation) =& 7}%l SimpleObject E2jA0|C}.
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st} sty o1&

of FA7} S&fst= 1 &8 ZatE JECE 82k (I WIS s mAS] &
(extra 10H).

void SimpleObject::init()

{

partl = Cube(glm::vec3(0, 0, 0), 2.0f);

part2 = Torus(glm::vec3(0, 0, 0), 1.0f, 0.25f, 16, 16);

}

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

{

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

glm::mat4 m1 = model * partTransform1;
p->setUniform("gModel", m1);
partl.draw();

glm::mat4 m2 =m1l * partTransform2;
p->setUniform("gModel", m2);
part2.draw();

glm::mat4 m3 =m1l * partTransform3;
p->setUniform("gModel", m3);
part2.draw();

}

bool SimpleObject::update(float deltaTime)

{

angle = angle - 180.0f * (float) (deltaTime) * 0.0001f;

partTransforml = glm::rotate(glm::mat4(1.0f), angle, glm::vec3(0, 1, 0));

partTransform2 = glm::translate(glm::mat4(1.0f), glm::vec3(0.0f, 2.0f, 0.0f)) *
glm::rotate(gim::mat4(1.0f), angle, glm::vec3(0, 0, 1));

partTransform3 = glm::translate(glm::mat4(1.0f), gim::vec3(0.0f, -2.0f, 0.0f)) *
glm::rotate(gim::mat4(1.0f), angle, glm::vec3(0, 0, 1));

return true;

}

A)
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