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1. C2 2H|of| ESIA2. (5 30H)

1) OFEl ZZt (Affine Space)lt HWIE] B 7t (Vector Space)
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Affine Space — HIE{Z7t0]| M2 F7I5h 37t ol HEQL Yoo Mo| BEHO| Jts.
Vector Space — HIEH S7t2 A =(scalan)@t #E(vector)?t EFO| 7ts3t &7t oo

HlE v = 7|X9HE (v1, v2, .. vn)

2) OpenGLO|AM Immediate Mode Graphics®l Retained Mode Graphics?| X}O|™HE 7
THs| MESIA . (57T)

mmediate Mode Graphics. — I}74 OpenGLO|A glVertexS AtEoiAl G ZFHE BHAl
= sgmzao|A OjH Aol mE;f x|x45|—| BIE 25| HbAl

Retained Mode Graphlcs - 25 FHE(vertex)2t &Hd(attribute) YEE HIE (array)E
X|gsiA O HiE= GPUZR ELJO XZES f-T‘- dI 2o AMESH= AL

3) OpenGL HE™-ES 5t7| o AL&3St= Vertex Array Olﬂect (VAO), Vertex Buffer
Object (VBO), Index Buffer Object (IBO)O| FAQIX| ZtChs] AFstEL (5H)

VAO (Vertex Array Object) — 2= ZHXZ(F , position, color, . )E SHLIE J/
S StLto| Mesh (5, 7ISHAX)OIT 3tLtS| VAOS AtEEH &, SfLtol VAOO+01|E f
= oE 7He VBO7P -'-7(H°F

VBO (Vertex Buffer Object) - MH™XZ(F, position, color, normal, 55)2| HIO|EE
ot lmal M, (82 A2z GPUll SUIS + 9s.

IBO (Index Buffer Object) - 2/HAXR(F, EEH2| index) HOIHE XEY5t= HI

4) O enGLO| A _gIDrawArra 2t glDrawElements& M85t 12 WO XO[HS 47H2
FHoR o|F0T A (Quad)E G2 S0 XpMIS| Fs}at (5F)

%DrawArra S(GL_TRIANGLES, 0, 6) - Vertex HEOIS AL 2| Al
AMes J2|7] 9l ho) HE Hwe 34 2ofe] MzEo| gt HEelA
(E 672 ArRsto 1218 :LEI'— Hw

glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0) - Vertex2} IndexE &A[0f At
oM gl 2l

AMZEE2 27| fIsHM, 4712 HE FBEE 7HX 1 s FEEAE(F 47
27| AZto CHet QAEA 2|AE(F 67)E AFESIH 82 Odg|= Wi

!
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5) Model-View- Pro;ectlon MatrixZ7t £AQIX| HHsi2f, ZtZto| WAHS M/dst= fuX™
ol g|m oI-Ag o-lE_l. 1014

Model Transformation Matrix - 2&o| HHE FEE Model Coordinate SystemOfA]
World Coordinate System2 2 Hzt

glm:translate(dx, dy, dz)

glm:rotate(angle, ax, ay, az)

glm:scale(sx, sy, sz)

View Transformation Matrix - World Coordinate System2 2 Bizt=l DEIO| HHES
View Coordinate System (ZtH[2} Al = HEt
glm:lookat(g_eye, g_at, g_up)

Projection Transformation Matrix - View Coordinate System (7tH2} A|E)2=2 Hetel
2Eol HHEES Projection Planelf £EAIZI HEZ2 Hat
GIm:perspective(g_fovy, g_aspect, g_zNear, g_zFar..)

Cte2 3AFal JHNM H P(x, y, 2)7t EF ZE FH xy-plane, xz-plane, yz-plane
u*'*lOiI HtAk(reflection) E H Pe 27y Jzloz UED 1 Zte AMStel 2| 3k
ofEl g s (4x4 matrlx)‘?_I E'_Hfsélaa% szl (15H)

y

P(y.2)
P(xy2)
xy-plane
/ ’
P7} xy-planedl WHALE A PP=( x, vy, -z )
P7} xz-plane®] WHAME A P'=( x, -y, z )
P7} yz-planeoll ¥HAbE A PP=( X, y, z )
P7F 00,00 AR A P =( x, -y, -z )
o o o 1 0 0 0] -1 0 0 0]
"1 0 ol fo-to0f o 100
R)(y_p/ane _ O O 1 O xz-plane O O 1 O yz-plane O O 1 O
- 0 0 0 1 0 0 0 1
00 0 1 B - - -
-1 0 0 O]
O -1 0 O
R -
0O =g o 4 g
0 0 0 1
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3. C}2 OpenGL I E &= Circle 2222 YFO|Ct CtE =30 Edizt
'i'_*‘—’f glDrawArrays(GL_POINTS,.. ) CH41  GL_LINES, GL_LINE_ LOOP GL_LINE_STRIP,
GL_TRIANGLES, GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN, GL_POLYGON 2 A3 mf A
# AIE et (157)
}/oid Circle::init() // radius = 0.5 & slices = 10
glm::vec3 vertex;
float theta = (float) (2*M_PI/slices);
for (int i=0; i<=slices; i++)
vertex[0] = p[0] + radius * cosf(theta * i);
vertex[1] = p[l] + radius * sinf(theta * i);
vertex ZE
vbo.addData &vertex S|zeof(<T:;Im vecd));
vbo.addData(&color, S|zeof(g m::vec3));
numVertices = slices;
/] S 4=
isLoaded =true;
void Circle::draw()
if glsLoaded) return;
deertexArray(vao)
glDrawArrays(GL_POINTS, 0, numVertices);
}
GL_POINTS GL_LINES GL_LINE_LOOP GL_LINE_STRIP

/A
NS

GL_TRIANGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN GL_POLYGON

/' \

3/8




g st HE|n|golFe adgxs T2y FZA (20163 H38H7]) 201613 4¥ 269 e
sy} Sy ol &

=

4. CI2 Op enGL ZEE TruncatedPyramid 2 gefjao| LR o|Ct, HMHME (Normal Vector)Q
qH3kofl XA CCW Winding orderE XIF{A BIZHE x{9i2t. (157)

void TruncatedPyramid::init()

/I left face

vbo.addData( &DJ0] , sizeof(glm::vec3));
vbo.addData(__ &A[0] _, sizeof(glm::vec3));
vbo.addData( &E|0] , sizeof(gim::vec3));
vbo.addData(__&DJ[0] , sizeof(glm::vec3));
vbo.addData(__ &E[0] |, sizeof(glm::vec3));
vbo.addData(__&H[O] , sizeof(glm::vec3));

/[ top face

vbo.addData( &E[0] , sizeof(gim::vec3));
vbo.addData(_ &F[0] , sizeof(glm::vec3));
vbo.addData(__ &GJ[0] s_lzeofﬁglm::vec?,))
vbo.addData ~_, sizeof(glm::vec3));

vbo.addData A&G[ ) s_izeoféglm:.vecS;
vbo.addDatal 0]__, sizeof(glm::vec3

W

/l bottom face

vbo.addData &CH_, s_izeoféglm::vecB;
vbo.addData(__&B[0] _, sizeof(glm::vec3
vbo.addData(__&A[0] , sizeof(gim::vec3));
vbo.addData(__ &CJ[0] _, sizeof glm::vec3
vbo.addData(—_&A[0] ., sizeof glm::vec3
vbo. addData(_&D[O]_ sizeof(glm: vec3)

—_———

5. C}2 OpenGL RES B3, 20| B2 3HA|2. (107)

//1//// GeometryPositionColor.cpp////////////1/
GeometryPositionColor::GeometryPositionColor()

/] S1H4EE
start = glm::vec3(-5, 0, 0);
end = glm:vec3(5, 0, 0);
duration = 5000;
active = false;
}
// update= activeZ} trueSt duration0f| 2} start?E| end7tX| ZHE pE 0|&F
bool GeometryPositionColor::update(float dt)

{
if (active) {
p = start + (end - start) * dt/duration; // 1. 49| S4 0|25l I E =Hd
if (dt >= duration) active = false;
init();
}
return true;
}

4/8




g=gstn HE | to]l3s 2P A 22wy Z7uA} (2016 E37)) 20169 42 262 e
St} i ol &

1% om,

// setPosition2 p_2 SMH pE X|H
bool GeometryPositionColor::setPosition(glm::vec3 p_)

{
P=p_
init();

}

//1//// GeometryPrimitiveMouse.cpp//////////////
void init( void )

[/ B ‘4EL

tri = new Triangle();

glClearColor( 1.0, 1.0, 1.0, 1.0 ); // white background
}

void display( void )
{
glClear( GL_COLOR BUFFER BIT ); // 2. =2 M HIE clear color2 X2

tri->draw();
glutSwapBuffers(); // 3. & HIH AI8A| D= Y0OICt OX|Ye 2 o AH

}
void update()
{

static int currentTime, deltaTime, prevTime = 0;

static int elapsedTime = 0;

currentTime = glutGet(GLUT_ELAPSED_TIME);

deltaTime = currentTime - prevTime;

prevTime = currentTime;

elapsedTime = currentTime - startTime;

tri->update(elapsedTime);

glutPostRedisplay(); // 4. "2 & update Sl11 displayFunc callback &+& =&

}

void motion(int mx, int my)

{
int w = glutGet(GLUT_WINDOW_WIDTH);
int h = glutGet(GLUT_WINDOW_HEIGHT);

// 0~600(x+ right) x 0~600(y+ down) => -5~5(x+ right) x -5~5(y+ up)
float x = (float) 10 * (mx - w*0.5) / w;

float y = (float) 10 * (h*0.5 - my) / h; //5. Glut 02 ZIEHE OpenGL ZHEAHZ

EH 3

I—

-

if (g_mousemove) tri->setPosition(glm::vec3(x, y, 0));
glutPostRedisplay();
}

6. CtE EH0f| EotA L. (153)

1) LS GLM Bigh gt=7F =0 L= 33Xt OtE Hat & (4x4 matrix) M2 T+StE.

glm::mat4 M1 = glm::translate(glm::mat4(1.0f), gim::vec3(-4, -4, 0));
glm::mat4 M2 = glm::scale(glm::mat4(1.0f), glm::vec3(0.5, 1, 1));

glm::mat4 M3 = glm::rotate(glm::mat4(1.0f), (float)(M_ PI/2) glm vecB(O 0, 1));
glm::mat4 M4 = glm::translate(glm::mat4(1.0f), gim::vec3(4, 4

gim::mat4 M = M4 * M3 * M2 * M1,
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2) ‘8 PR 2 01 Q6 6 02 ?l2 OfE Higt #F Mt F3M L2 pat Q2 Fote)

glm::vec4 pl = M * gim::vec4(2, 2, 0, 1);
glm::vec4 g1 = M * gim::vec4(6, 6, O 1
0O -10 8 6 -1 0 8)6 2
P 05 0 0 2|2 3 050026_5
10 0 1 o0]o| |0 0 1 00| |0
O 0 0 1M1 1 0 0 1A 1

(2,2,0) => (6, 3, 0)
(6, 6,0)=> (2, 5, 0)

3) Lt ofef 7|2 =Hof, 9o OrfE ezt M M= HESI0| LEIH E¥ol B&5 0
EH '—1|E7-|5’r ool 12{A LIELLHSE ZHESIChmt SEMETOl H 9K %S M| TA
° =
7| Geometry Primitives Transformation
A
6
A

v
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7. HGEO Z8lA = AIESX B3 (hierarchical transformation)g E#$t LZXE Ho{FE1 rh
2HHO| LEtLtE 2SS 2|1, SE0| /43 (active)ZIA S US| HEXN HE X
Hol2l ABSH HE LX) S| YX|E EAISHECLE. (extra 107)

HGeo::HGeo()

{
theta = 0.0f; // 0~360
phi = 0.0f; // 0~360
psi = 0.0f; // 0~30
direction = 1.0f; /[ +/-1
active = false;
init();

}

void HGeo::init()

{

geo[0] = new Cylinder(glm::vec3(0, 0, 0), 3, 5, 16);

geo[0]->setColor(gim::vec3(1, 0, 0));

geo[1] = new Sphere(gim::vec3(0, 0, 0), 2, 16, 16);

geo[1]->setColor(gim::vec3(0, 1, 0));

geo[2] = new Cylinder(gim::vec3(0, 0, 0), 1, 3, 8);

geo[2]->setColor(gim::vec3(0, 0, 1));

geo[3] = new Parallelepiped(gim::vec3(-0.5f, 0.0f, -0.5f), gim::vec3(1, 0, 0), gim:vec3(0, O, 1),
glm::vec3(0, -3, 0));

geo[3]->setColor(gim::vec3(1, 0, 1));

transform[0] = glm::rotate(glm::mat4(1.0f), theta, gim::vec3(0.0f, 1.0f, 0.0f));

transform[1] = gim::translate(gim::mat4(1.0f), gim::vec3(0, 4, 0));

transform[2] = glm::translate(gim::mat4(1.0f), glm::vec3(3.5, 1, 0)) * glm::rotate(glm::mat4(1.0f), phi,
glm::vec3(0.0f, 1.0f, 0.0f));

transform[3] = glm::translate(glm::mat4(1.0f), glm::vec3(-3.5, 1, 0)) * gim::rotate(glm::mat4(1.0f), phi,
glm::vec3(0.0f, 1.0f, 0.0f));

transform[4] = glm::translate(glm::mat4(1.0f), glm::vec3(0, -1.5, 0)) * glm::scale(glm::mat4(1.0f),
glm::vec3(0.5f, 1.0f, 0.5f)) * gim::rotate(glm::mat4(1.0f), psi, gim::vec3(0.0f, 0.0f, 1.0f));
}
void HGeo::draw(Program* p, glm::mat4& projection, glm::mat4& view, gim::mat4& model)
{

p->useProgram();

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

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

glm::mat4 mMatrix = model * transform[0];
p->setUniform("gModel", mMatrix);
geo[0]->draw();

mMatrix = model * transform[0] * transform[1];
p->setUniform("gModel", mMatrix);
geo[1]->draw();

mMatrix = model * transform[0] * transform[2];
p->setUniform("gModel", mMatrix);
geo[2]->draw();

mMatrix = model * transform[0] * transform[3];

p->setUniform("gModel", mMatrix);
geo[2]->draw();
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mMatrix = model * transform[0] * transform[2] * transform[4];
p->setUniform("gModel", mMatrix);
geo[3]->draw();

mMatrix = model * transform[0] * transform[3] * transform[4];
p->setUniform("gModel", mMatrix);
geo[3]->draw();

}
bool HGeo::update(float deltaTime)
{

if (active)

{

theta += 0.001f * deltaTime;
phi += 0.001f * deltaTime;
psi += 0.001f * deltaTime * direction;
if (psi * direction > 1.0)
direction = -direction;

}

transform[0] = glm::rotate(gim::mat4(1.0f), theta, gim::vec3(0.0f, 1.0f, 0.0f));

transform[1] = glm::translate(glm::mat4(1.0f), gim::vec3(0, 4, 0));

transform[2] = glm::translate(gim::mat4(1.0f), gim::vec3(3.5, 1, 0)) * glm::rotate(glm::mat4(1.0f), phi,
glm::vec3(0.0f, 1.0f, 0.0f));

transform[3] = glm::translate(gim::mat4(1.0f), gim::vec3(-3.5, 1, 0)) * gim::rotate(gim::mat4(1.0f), phi,
glm::vec3(0.0f, 1.0f, 0.0f));

transform[4] = glm::translate(gim::mat4(1.0f), glm::vec3(0, -1.5, 0)) * glm::scale(gim::mat4(1.0f),
glm::vec3(0.5f, 1.0f, 0.5f)) * glm::rotate(glm::mat4(1.0f), psi, gim::vec3(0.0f, 0.0f, 1.0f));

return true;

}
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