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OtoH true, E2|H falseE HMOA|2. (10H)

1) OpenGL2 222 ZtH A (right-handed coordinates)& AI23SIEZ, Ct2td 12|7|= Al
Algtek(clock-wise winding order)E A2 L} _F

2) HEH O A|AHEZ 2 StAE XD QO Aliasing0| QiCt. _ T

3) £ HEQ] Z0| 0 0|F £ HEE Xusict T

4) O|&(translation)ut 37|(scaling) ®eto] H2 OHE K| BHaffine rigid-body

Transformation)O| C}. F

5 O|&(translation)ut %|F(rotate) o] J2 OHI ZH WeHaffine rigid-body

—

Transformation)O| C}. R

2. C}20f| F0{Zl ZITHSE OpenGL/GLUT Geometry Primitives OfX| I EE E 11 Oofzf 2o
EISIA| 2. (30H)

#include <GL/glut.h>
#include <GL/gl.h>

int g_mode = 1;
float octagon_points[8][2] ={
7.0, 3.5,
3.5, 7.0,
-3.5, 7.0,
-7.0, 3.5,
-7.0, -3.5,
-3.5, -7.0,
3.5, -7.0,
7.0, -35
h

void display()

{
glClearColor(1.0, 1.0, 1.0, 0.0); /l white background
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

if (g_mode ==1) {
glColor3f(1.0, 0.0, 0.0);  //red
glBegin(GL_POLYGON);
for (int i=0; i<8; i++)
glVertex2fv(octagon_pointsJi]);
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glEnd();

else if (g_mode == 2) {
glColor3f(0.0, 1.0, 0.0);  // green
glBegin(GL_QUADS);
for (int i=0; i<8; i++)
glVertex2fv(octagon_points]i]);
glEnd();
}
else if (g_mode == 3) {
glColor3f(0.0, 0.0, 1.0);  // blue
glBegin(GL_QUAD_STRIP);
glVertex2fv(octagon_points[0]);
glVertex2fv(octagon_points[1]);
glVertex2fv(octagon_points[7]);
glVertex2fv(octagon_points[2]);
glVertex2fv(octagon_points[6]);
glVertex2fv(octagon_points[3]);
glVertex2fv(octagon_points[5]);
glVertex2fv(octagon_points[4]);
glEnd();

}
glutSwapBuffers();
}

void keyboard(unsigned char key, int X, inty)

{
switch (key)

case 0x1B:
case 'q"
case 'Q"
exit(0);
break;
case'"
g_mode++;
if (g_mode == 3) g_mode =1;
break;

}
glutPostRedisplay();

}

void reshape(int w, int h)
{
glViewport (0, 0, (GLsizei) w, (GLsizei) h);
glMatrixMode (GL_PROJECTION);
glLoadldentity ();
gluPerspective(60.0, (GLfloat) w/(GLfloat) h, 1.0, 100.0);
glMatrixMode(GL_MODELVIEW);
glLoadldentity();
gluLookAt (0.0, 0.0, 15.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

}

int main(int argc, char** argv)
{
glutinit(&argc, argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);
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glutinitWindowsSize (400, 400);
glutinitWindowPosition(0,0);
glutCreateWindow(argv[0]);
glutDisplayFunc(display);
glutkeyboardFunc(keyboard);
glutReshapeFunc(reshape);
glEnable(GL_DEPTH_TEST);
glutMainLoop();

212 OpenGL/GLUT Z[EO|A void display() 2tO0AM Z|5IatA Mol =
(glPolygonMode)E GL_POLYGON, GL_QUADS, GL_QUAD_STRIPO|| [}IE E¥H= OES

2 LtEfHO 2L (5F)

GL_POLYGON GL_QUADS GL_QUAD_STRIP

B2E

O HEE0| FAQX| ZHErs| MadtA|R. J2[d 2{2 OpenGL/GLUT ZEOM [
= HEIn HHEE P55 EF HO0M HaAe. (57)

M HEHE HHI SHHEHZ LE0A] A2

HIC|2 HMO7[7t ¢ 2bgEl O|O[X|E JE|=5F 37| 2[ot0, Z=MA= O[d|X|<|
LiE&S A4tors =8 HIHO| =Xotn, 3¢ H|Eof Moj7[= HE HEe| WES
910f SO O|O]X| LEA[g.

dz HEHYED N FEZ OfL|Ho[M YT

glutlnitDisplayMode(GLUT_DOUBLE| ....);
glutSwapBuffers();

Z-HIH 0| FAQIX| ZtEtS| M=dhA|. A2l 22| OpenGL/GLUT ZEO|A Z-H I
ot AHE FE BF N0 HoA| GF)

z-HIHE 2% ZAOolHIat £2|H, M HIjet SUot 7[5 7HA|H, HE T2
WA (geometry)9| Z0| gt (F, Z-g0)0| 7vd A2 A0l 0| 22|=5 #0| F
=Xot= HEO|CH

OpenGL/GLUTO Al Z-H{IH B S AESH7| 2/t ZO|HIHS AEStCtEs 7|2t
ot ZIO|FE HAES 2d=tofof of, CIAZ20] 2f WoA Of Z2i|0fC

HHE X2 Of ZO|MI{E: Z0| X|O0F Strt.

glutlnitDisplayMode(GLUT_DEPTH]| ....);
glClear(GL_DEPTH_BUFFER BIT | ....);
glEnable(GL_DEPTH_TEST);
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4) 2|2| OpenGL/GLUT ZEO|M void keyboard(unsigned char key, int x, int y) gf7f =
2N QM Ee2l= X|2F O] Z2MO0|A keyboard 4= O™ I%% St=X|
eS| M=3tA|Q. 2|10 keyboard &= QHO| qutPostRed|spIay St~0o| 7|52 ZtEt
S| MESHAIR (5F)
keyboard &t4== ASCll-character 7|2 E 7|E ¥ S I E2|= EHAE40|CH
O] =2 12O M keyboard &7} E2|H, g-keyLt Esc-key7} 2| ZZ2 10| ZF

|, spacebar-key?l E2|H g_modeE SH_HAl =78t Ashsict

glutPostRedisplay == HI# g _modeZt MEL|0{ CA| 3tHY g dZEE,
display EAlgt=7t 28 £+ JUEE 12|7| O|HEE 4dotrt.

5) 2|°] OpenGL/GLUT R EO|AM void reshape(int w, int h) &%=

FEZ2O-OM 2K =
2l= X2t o Z2RO|A reshape g+= OfH 7|5E St=A

UEHS| MEstA 2. (5

Of Z2ZUO|AM reshape =7t =2|H, HolEl A= A7[(w)eF =0|(h)oi| et
glViewport H=tS 25110, gluPerspective EHME H3Z 3lSt0, gluLookAt &
+=E 0|85t 7Fto2t Het HHS Aot}

6) reshape &= QHO|l gluPerspective &7t MM8) L= &= 37t 2O =2 LIEHHY
MEBIA| 2. ESE OpenGLO|A gluPerspective?l ZH0] EEHHS MMl = A=
£ 27§ o]y HeAl2. 5F)

gluOrtho2D(left, right, bottom, top);
gluPerspective(fov, aspect, znear, zfar);
glOrtho(left, right, bottom, top, znear, zfar);
glFrustum(left, right, bottom, top, znear, zfar);
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--------------- vector3.h & vector3.cpp
class vector3

{

public:
/I constructor..
vector3(float x_, floaty_, float z_);
/I static utility methods: vector3 v1(x1, y1, z1) & vector3 v2(x2, y2, z2)
static float dotProduct(const vector3 & v1, const vector3 & v2);
static vector3 crossProduct(const vector3 & v1, const vector3 & v2);
I ZZHHEE .

protected:
float x, vy, z;

¥

float vector3::dotProduct (const vector3 &vl, const vector3 &v2)

{
return (vix *v2.x +vly*v2y +v1l.z*v2.7); /1)
}
vector3 vector3::crossProduct(const vector3 &vl, const vector3 &v2)
{
vector3 result;
result.x =vi1y *v2.z —v1.z *v2.y;
result.y =vl.z*v2.x —v1l.x*v2.z: 1l 2)
result.z=vl.x*v2y —vly*v2x; /[ 3)
return result;
}
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--------------- plane.h & plane.cpp
class plane
{
public:
/I constructor..
plane(float a_, float b_, float c_, floatd_);

/[ static utility methods: plane p(a, b, ¢, d) & vector3 v(x, Y, z)
static float dotNormal(const plane & p, const vector3 & v);// a*x + b*y + ¢*z + d*0
static float dotCoord(const plane & p, const vector3 & v); // a*x + b*y + ¢*z + d*1
static vector3& closestPointOnPlane(const plane & p, const vector3 & v);
I Z7HHEE .
protected:
float a, b, c, d;
¥
/I &7te| st H(vector3 v)O|A] ™H(plane p)of| 7t& 7172 H(vector3 out) A4H
vector3& plane::closestPointOnPlane (const plane &p, const vector3 &v)

{

vector3 out;

out[0] = v[0] - dotCoord(p, V) *a; //4)
out[1] = v[1] - dotCoord(p, v) *b; //'5)
out[2] = v[2] - dotCoord(p, v) *c; /I 6)

return out;

Il &2 ot H(vector3v)o| FH(plane p)oif A=X], HH qrof A=X], Ao A=X|

int plane::isPointinsideOutside(const plane &p, const vector3 &v)

{
float det = dotCoord(p, V);
if (det == 0.0f)
return ON_PLANE; // on the plane
else if (det > 0.0f) 17
return OUTSIDE_PLANE; // outside
else if (det < 0.0f) 1/ 8)
return INSIDE_PLANE; I/l inside
}
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--------------- vector-matrix-plane-test.cpp
typedef struct _RAY {

vector3 pO; J/APNES S|
vector3 u; /] 2i3k

} RAY;

Il &d(p(t) = p0 +tu)o] FH(plane p)ut BLtE= H(vector3out) A4t
bool RayPlanelntersection(plane p, RAY line, vector3& out)

{

float denom = plane::dotNormal(p, line.u);
if (denom == 0)

return false;

float t = -plane::dotCoord(p, line.p0)/denom; /19)
if (t<0)
return false;

out =line.p0 + t*(line.u); // 10)

return true;

int main(int argc, char *argv(])

{
plane plane0(1, 0, 0, 1);
vector3 Q(2, 1, -1), P(-1, 1, 0);
int ret = plane::isPointinsideOutside(plane0, Q);
cout << “ret =" << ret << endl; //11) _ ret =1 (outside the plane)
ret = plane::isPointinsideOutside(plane0, P);
cout << “ret =" << ret << endl; /112) __ ret =0 (on the plane)

P = plane::closestPointOnPlane(plane0, Q);
cout << "P =" << P << endl; /113) _ P=(1,1,-1)

RAY rayl, ray2;

rayl.p = vector3(1, 0, 0);
rayl.u = vector3(-1, -1, 0);
ray2.p = vector3(1, 0, -2);
ray2.u = vector3(1, 1, 1);
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vector3 outl, out2;
if (RayPlanelntersection(planeO, rayl, outl))

cout << "outl ="<<outl <<endl; // 14) _outl = (-1, -2, 0)
if (RayPlanelntersection(planeO, ray2, out2))

cout << "out2 ="<<out2 << endl; // 15) __ nothing
return O;

4. Chg WO Chst SHO| AL, (30E)

1) ol Jgo|Met Zo| 2X2 7o F P(x, )& AHM L (y = -x)0f CHSHO] HEAb
(reflection)A[7{ P'(x’, y)2 2 H2tA|7|= g2t 3x3 ORE iR A S LiEIL2E (5F)
ylk
y =X P =y
\ S
> X X 0 -1 0)x
y'l=[-1 0 Oy
°p 1) o o 1)1

2) Ctg 33X orEtzr WHE M=T(5, 0, 0) R,(90)S ALtdtet. (cos90 = 0, sin90 = 1) (58)

1 0 0 5 cos90 —sin90 0 O
T - 0O 1 0 0 {singo cos90 0 O
0O 0 1 0| ° 0 0 1 0
0O 0 0 1 0 0 0 1
1 0 0 5)cos90 -sin90 0 O cos90 —sin90 0 5
M =TR=0 1 0 O} sin90  cos90 O O: sin90  cos90 0 O
! 0 0 1 0| O 0 1 0 0 0 1 0
0O 0 0 1 0 0 0 1 0 0 0 1
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3) Ct3 3AtE OfflHgt & M, = R(90) T(5, 0, 0)& Al4tstet (5H)
cos90 -sin90 0 O0)Yy1 O 0 5 cos90 —-sin90 0 O
M. = RT = sin90  cos0 0 0f0 1 O Of |sin9 cos90 0 5
2o 0 1 0f0 0 1 0] O 0 1 0
0 0 0O 10 0 0 1 0 0 0 1
4) 3Xp@ OfElget HE M=T(5, 0, 0) R,(90)Z 7[2X¢l OpenGL Hzt Tt(F,
glTranslatef, gIRotatef glScalef) 2 ®5I2t (57)
glPushMatrix();
glTranslatef(5, 0, 0);
glRotatef(90, 0, 0, 1);
drawObject();
glPopMatrix();
5) 3A+@ OfflEHzt ™ M; = R,(90) T(5 0, 0)F 7|&XQl OpenGL H2t (5,
glTranslatef, glRotatef, glScalef)2 ®Ei5l2f. (57)
glPushMatrix();
glRotatef(90, 0, 0, 1);
glTranslatef(5, 0, 0);
drawObject();
glPopMatrix();
6) CtE22 ol |1%F 7|2 =0, ?/of =A< 3xt& otmHHet A M1 M5 X &3t
of LIEftt @28 Q2% oM HojFn Qff. @=2% 2o 7t N0 N
Ozt AHES HAISIEL O2[n HeteEl IbES AY5EL (5H)
&
M2 4
5 Ta ]
M y
—— .
] |
4
1
4 > x
Y EP=M2, S Y EP=M1
M2z x-HZQ 2 53 o|§et 2, 90k 3|HMet Ant
M12 90k 3HME WK o £, x-F2=2 5UF 0| e Ay
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