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1. O™ true, EC|™H falseE Mo A|2. (10H)
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1) glutSpecialFunc EfAlgka=(Callback Function)Of| Al ACII 7|EE S X|TICH

= |

2) 2 mojzZetelof M 22/ E(Clipping)2 8 THel= 0|F0f L.

S

4) F 70| 3Kt HE ulb vol| CHBHA (uxv) - u =08 dE S} T

5 5 79| 3Kt HIE ult vOf| CHSHAl LHA (dot product)@} 2|& (cross product) & Zf
Zb WBHAO| MEISCE F,u-v=v-u&8uxv=vxu F

2. otE EH0f| EolA2. (257)

1) Modern OpenGL (OpenGL 3.x)2| Programmable Graphics PipelineOf| A| At23t= Vertex
Shader?t Fragment ShaderE A3 3s}2t. (107H)

Application GPU Data Flow Framebuffer
Vertices Vertices Fragments Pixels

Vertex p Fragment
g Rasterizer g
Processing Processing

Vertex Fragment
Shader

Programmable Graphics Pipeline2 17 1738 JdgjEA 2HE OO|Z2tolS A&
7ts%t. OpenGLOJA ZHKE A
T S| YHmel of0|X|z ®EESH=H AU0AM,
Vertex shader= HFEO H™EE YOt 0O2 E0 Model-View-Projection
Transformation, Morphing, Wave motion, Fractals, EE= lightingdt ™10 23 =l £
= M, Mz2 g8 EE 44 =Lt
Fragment shadere= Texture mapping, Per-fragment lightin S
Fragmente} 2B E £95 HF 2T 44 0[0|X], & ZYHHE Hdo =Ct.
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3D Gasket T2 RO At 20| HI7F FAQAX| ZHES| M&otet (53)

23 ZolHmet =|0f, M KL
(geometry)9| ZlO| gt (F, Z-gh)0| 7t
= H{IO|C}

OpenGL/GLUTO|A] Z-H{IHE S ALESH7| 9[ot0] ZIO|HIHE AESICHE 7|97 AR
ot ZIO|FE HAES 2d=tofof ot, CIAZ0| o

HIHE X|& O ZO|HIE Z0| X[Of StCt.

glutlnitDisplayMode(GLUT_DEPTH] ....);

glClear(GL_DEPTH_BUFFER_BIT | ....);

glEnable(GL_DEPTH_TEST);
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SiXf CHEEC| HFEH AAROAM AFESHE =g @ HEHE A

N st (p|er)0| Hi € (array)@l 2{AE (raster) O|O|X [}

grAIO] A|AEIOICE 2tAE AMRSH= 2{AE O|O[X| 24

ciemol G2 Q0 Jjo| HAS ALgYE JUoR EMSIDE oXp7t wy
O| & aliasingO|2t1 HE2C}.
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GeometryPritimives Of| A glDrawArrays (GL_TRIANGLES, 0, 6) BEAL L
glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0) 12 112|7| dtAlo| Xto|M e
23512k 57F)

gIDrawArrays(GL_TRIANGLES, 0, 6);= Vertex EDS AN d2|= 24
CAMe] EE HEE 3N 2709 4o diet EHEAE(F 670)F A8t 1
2's :LE|'— uw

glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0);= Vertex2}t IndexZS SA|0f
AFESIAM 2= erAl

afo] HE HEE X1 Qe HEIAEE 49t 34 2740 Az i3t ol
gA 2 AEE 6)E AIRSI0] d2e 2t

x| 2| GL_TRIANGLES, GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN 12|7|

OpenGL 7|35}
HE FHEE[AEWVL v2, ~, v8)E o2 501 2452l (57)

Do X0

GL_TRIANGLES= 3™ Z|AE0 A v1, v2, v37} trianglel, v4, v5, v67} triangle2E 12l
C}.

GL_TRIANGLE_STRIP2 HHA Z|AEOQAM vl1, v2, v37} trianglel, v2, v3, v47} triangle2,
v3, v4, V57t triangle3, v4, v5, v67} triangled, v5, v6, v77} triangle5, v6, v7, v87t
triangle6= 1 2IC}

GL_TRIANGLE_FANE2 HH Z[|AEO0N M v1, v2, v37} trianglel, v1, v3, v47} triangle2, v1,

v4, v57} triangle3, v1, v5, v67} triangle4, v1, v6, v77} triangle5, v1, v7, v87} triangle6=
J2IC}
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void Circle::init()
glm::vec3 vertex;

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

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

vertex[1] = p[1] + radius * sinf(theta * i);
vertex ZE: p[2]; _

vbo.add ataé&vertex, slzeof(?lm::veCS));
vbo.addData(&color, sizeof(glm::vec3));

numVertices = slices;

I/l create a VBO

vbo.createVBO();

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

/I create a VAO

glGenVertexArrays(1, &vao);

glBindVertexArray(vao);

glEnableVertexAttribArray(0);

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 0, 0);
IS¢ ..

isLoaded = true;

}

void Circle::draw()

if gisLoaded) return;
glBindVertexArray(vao);
It (wireframe)

glDrawArrays(GL_LINE LOOP, 0, numVertices);

else
glDrawArrays(GL_TRIANGLE FAN, O, numVertices);

}
}{/oid Cylinder::init()

numVertices = 0;
glm::vec3 vertex;

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

for (int i=0; i<=slices; i++)
vertex[0] = p[0] + radius * cosf(theta * i);
vertex[1] = p[1] - height/2.0f;
vertex 2]3: p[2] + radius * sinf(theta * i%;
vbo.add ataé&vertex, sizeof((T:JIm::vec ));

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

vertex[1] = p[1] + height/2.0f;

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

}
/l create a VBO

AL (20143 B317]) 20143 4€¥ 229 ste
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vbo.createVBO();
vbo.bindVBO();
vbo.uploadDataToGPU(GL_STATIC_DRAW);

/Il create a VAO

glGenVertexArrays(1, &vao);

glBindVertexArray(vao);

gIEnabIeVertexAttrlerra O?_

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 0, 0);
i T7]' A =.

isLoaded = true;

}
void Cylinder::draw()

if (lisLoaded) return;
gIBlndVertexArray(vao)
it (wireframe)

glDrawArrays(GL _LINE STRIP, 0, numVertices);

else
glDrawArrays(GL_TRIANGLE STRIP, 0, numVertices);

X9l Jaf=lofM ele] = (arbitrary axis) a = (1, 1, 0)0f CHSH 90 3|M WAHS
H

}
4. C 3
F 5= EHo|Ct (30%3)
4|

a (1 1, 0)E ™3} (normalize) st2f. (57H)

MViiEJD

IE| v (x, y, 2)7t MIE| a0 HE ME x1 = (av)a 2 P2t (5F)
1 1
X'==X+=Y
2 2 X lx+1y1x+1y0
.11 2" 272" "2
=—X+—
y 5 2y
2'=0
HIE| aQl WIE] v (x, y, 2)2| 2|& (cross product) = a x v& 5}2}. (5H)
x—;Lz
J2
y'= 1z 1 1 1 1
NG axV=|—z2——27—X+
f 1 2R R R
2'=———X+
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1, O)CHsH 90E=THE 2™ (rotate)dt= WA (matrix)= Of2fe| S4|S 0|&3}
9| EI‘.I-% O £ 5l2}. (cos 90 = 0, sin 90 = 1) (15H)

R = I'cos® + Symmetric (1 — cos®) + Skew sin©

1 1 1
- 2 0 0 — 0
22OO NG
11 0 0 -~ o0
Symm:agoo Skew = V2
1 1
0O 0 0O -— = 0 0
V2 42
0 0 01 0 0 0 1
i1 1
2 2 42
i1 1
R=| 2 2 V2
1 1
-—— — 0 0
V2. 42
o 0 0 1

5. Ckg X0l oA 2. (207H)

1) O= GM g o7t BH50] U= 33X Offl #igk AE (4x4 matrix) M1S ot}
glm::mat4 T = glm::translate(gim::mat4(1.0f), gim::vec3(0, 1, 0));
gim::mat4 R = gim::rotate(gim::mat4(1.0f), 90.0f, gim: vec3(0 0, 1));
gim:mat4 S = glm: scale(glm ‘mat4(1.0f), gim: ve03(05 1, 1));
gim:mat4 M1=T*R*S;

10000—1000.5000
I\/|:o101100001oo
1001 0f{0 O 1 0[O0 010
000 1/0 0 0 100 001
0 -1 00
05 0 0 1
1o 0 10 .
0 0 01
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2) CtZ GLM High b7t BHS0] L= 3kt Offl et & (4x4 matrix) M2E otet

gim:mat4 M2 =S*R*T;
0.5 0 0 0)0 -1 0 0)1 0 0 0
v |0 100}1 0000101
10 01 0J0 0 1 0({0 0 10
0 00 1)0 0 0 1)0 0 0 1
0 -05 0 -05
1 0 0 O
o 0o 1 0
0 0 0 1
7 22 o 45 2% N
M Etstah zpEsicia 2%

»
»

v

M1 (2, 2, 0) => (-2, 2, 0)
(6, 6, 0) => (-6, 4, 0)

M2 (2, 2, 0) => (-1.5, 2, 0)
(6, 6, 0) => (-3.5, 6, 0)
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4) CI2 99 7|2 E¥E GLM translate, rotate, scale B3t t=5 AI2510, 7|2 T HI|
SHOM xyH2=E 2HH A7|E 7|%e ZEE Eddtet

glm::mat4 T1 = glm::translate(glm::mat4(1.0f), glm::vec3(-4, -4, 0));
glm::mat4 S = glm::scale(glm::mat4(1.0f), gim::vec3(2, 2, 1));
glm::mat4 T2 = glm::translate(glm::mat4(1.0f), gim::vec3(4, 4, 0));
gm:mat4 M =T2*S *T1;

6. HW12| GeometryPositionColor Z2fAE 0|235}0], 22| 7|2 =S 17|
ol2}. (extra 10H™)

rir
ll
[n
1
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%

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

{
P=p_
quadl = Quad();
quad2 = Quad();
tri = Triangle();
init();
}
void Geoz:init() // "7]3 =" B SzskAl 244
{
glm::vec3 pl1 = p + gim::vec3(4.f, 4.f, 0.);
quadl.set(pl, gim::vec3(0.0f, 0.0f, 1.0f), gim::vec3(0.0f, 1.0f, 0.0f), 4.0f, 4.0f);
glm::vec3 p2 = p + gim::vec3(3.85f, 2.4f, 0.5f);
gquad2.set(p2, glm::vec3(0.0f, 0.0f, 1.0f), glm::vec3(0.0f, 1.0f, 0.0f), 3.5f, 0.5f);
glm::vec3 p3 = p + gim::vec3(2.1f, 2.9f, 0.5f);
tri.set(p3, glm::vec3(0, 0, 0), glm::vec3(3.5, 0, 0), glm::vec3(3.5, 2.8, 0));
}
void Geo::draw(bool wireframe)
{
quadl.draw();
quad2.draw();
tri.draw();
}

m
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