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Display callback
callbackO| CHA|
2510 =9

3) OpenGLO|A 7|2 7tH[2l(default camera)0i| CH35tO
glutRedisplay()

4) glutDisplayFunc()2} glutRedisplay()
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5) Modern OpenGL HIEHY S 57| fI6 AF&Sl= Vertex Array Object (VAO), Vertex
Buffer Object (VBO), Index Buffer Object (IBO)O| F21QIX| ZtEts IJ'“E1 otz (58)

VAO (Vertex Array Object) — 25 HH™XIE(F, position, color, ..)& StLIEZ FOF. £
& OfLte| Mesh (&, 7|SHAA)OLCL SHLEC| VAOE AR &, © *P 9] VAOQHO| &= S}t
= o2 7Sl vBOZt EXHE.

VBO (Vertex Buffer Object) - J™XIZ(F, position, color, normal, §&)2| HIO|HE X
Hot= o22| B, Ed%%t AIEE GPUO| EUE =+ /US.

IBO (Index Buffer Object) - QNHAXIZ(Z, EH| index) HIO|EE X &dt= HI
2. CI22 2x1 379 H P(x, y)& XM Lo }ll*}GI BFAl(reflection)E & P'(x, y)oll CHst

L
2K offEl tHEt W™ (3x3 matrix)0f| &gt EA[0|Ct. ofzfe| S0 S E Z 5JH & 25
)

2) 25t 37o ele|l M p2 EM Lol CHSHO| HEALSHAM H p'oE HEHA|F|= OFE
g dHE M (3x3)2 fEolEt
X =y+2 0O 1 2
y =x-2
M={1 0 -2
0O 0 1
3) ¥l(2.2)e] o}l M= WH MZ GLM translate(0 | rotate(2] ™), scale(27]) 52| 7|
= He WHEO FZo= ’51’“'51 mEHsleL. WP FZo| M0 Fo|g . ofg=

GLM translate, rotate, scale H%t &:9| *l‘%ﬂg Ho{=C}

glm::mat4 M1 = glm::translate(glm::mat4(1), gim::vec3(dx, dy, dz));
glm::mat4 M2 = glm::rotate(glm::mat4(1), gim::radian(angle), glm::vec3(ax, ay, az));
glm::mat4 M3 = glm::scale(glm::mat4(1), glm::vec3(sx, sy, sz));

glm:: mat4§qu— glm::rotate(gim::mat4(1), glm::radian(-45), glm::vec3(0, 0, 1)); // z-
= -45%

g—l'm ‘mat4 S = glm::scale(gim::mat4(1), glm::vec3(1, -1, 1)); // x-= HFA} i
glm:: mﬂatég R2 = glm::rotate(glm::mat4(1), gim: radlan(45) glm::vec3(0, O, 1)); // z-=
45% 3] %

glm::mat4 T = glm::translate(glm::mat4(1), gim::vec3(2, -2, 0)); // °]=

gm:mat4M =T*R2*S * R1
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3. Ct22 34 ZZtolM Q|9 = (arbitrary axis) (1, 1, 0)0| CHEF 45= Zt: 3|H
Rotation VectorE A4tst= 1Pdo|ct, ot2je| HEo Hslzt (24 3™ £ 18H)
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2) o ™A™ X(@3, 3, -1)Zte| 2|F(cross product) wS H|AHsaL.

[

W=3xX= [ﬁ,%,@}(&&q): L_ﬁ’ﬁ’o

|

3) BHE X@3,3,-1)0] zof d¥st HE X, Aol

X, =(@ex)a = S\E[i,i,oj - (33,0)

4) 8™ X@3, 3,-1)0] a0 +3 HE X, £ Aiolat

X =x—-(3ex)a=(33-1-(330)=(00-1

5) ME| X, 7t 70| 455 3|M3 HE RX,)E HAHsiat

R(x,)=coséx, +sinow
=%(0,0,—1)+ é(‘é’é‘”
- (00~ ig) +0 20
i

6) BHE X3, 3,-1)0] elo| = a 0 45 2™t HWE R(X)S AHHSIEL

R(x)=Rx)+Alx,)
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4. GL_LINES, GL_LINE_STRIP, GL_TRIANGLES, GL TRIANGLE_STRIPZ Al2%5}0{, CIS =HS
wireframe/fill 12|7| ¢t HH 2|AECEH™ QAHA AMR)E Hoj2l (4 3™ & 12H)

8 6 4 2 0

ON\ON\O|I\O
O\|O\[O\|O

9 7 S 3 1
GL_LINES | GL_LINE_STRIP | GL_TRIANGLES | GL_TRIANGLE_STRIP

12 1 012 0
23 2 123 1
34 3 234 2
45 4 345 3
56 S 456 4
67 6 567 5
78 7 678 6
89 8 789 7
97 9 8
75 7 9
53 5
31 3
10 1
02 0
24 2
46 4
68 6
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1) SimpleCar 22i22| HEH tHEH(hierachical transformation) +X& 3Kt Z7ZHofA
detol Mo 2 mEASIEL st 0] AEH Het pXoM FHO fIXIE BAISHECLCL.
(1073)

// SimpleCar .cpp
void SimpleCar::init()
{
geo|0] = Parallelepiped(gim::vec3(0, 0, 0), gim::vec3(1, 0, 0), gim::vec3(0, 0, 1), gim::vec3(0, 1, 0));
geo[0].setColor(gim::vec3(0, 1, 0)); // green parallelepiped
geo[1] = Torus(glm::vec3(0, 0, 0), 0.5, 0.1, 16, 16);
geo[1].setColor(gim::vec3(1, 1, 0)); // yellow torus
geo[2] = Torus(glm::vec3(0, 0, 0), 0.5, 0.1, 16, 16);
geo[2].setColor(gim::vec3(0, 0, 0)); // black torus
}

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

{
p->useProgram();
p->setUniform("gProjection”, projection); bﬂdy’

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

mat4 mMatrix = model * scale(mat4(1), vec3(4, 2, 4)); 9 wheel

p->setUniform("gModel", mMatrix);

geo[0].draw(); // (1) lower body
mMatrix = model * translate(mat4(1), vec3(1, 2, 1)) * scale(mat4(1), vec3(2, 1, 2)); )_. Iight
p->setUniform("gModel", mMatrix);

geo|[0]->draw(); // (2) upper body

mMatrix = model * translate(mat4(1), vec3(4, 1, 1)) * rotate(mat4(1), M Pl/2, vec3(0, 1, 0)) *
scale(mat4(1), vec3(0.5, 0.5, 2));

p->setUniform("gModel", mMatrix);

geo[1]->draw(); // (3) left head light

mMatrix = model * translate(mat4(1), vec3(4, 1, 3)) * rotate(mat4(1), M Pl/2, vec3(0, 1, 0)) *
scale(mat4(1), vec3(0.5, 0.5, 2));

p->setUniform("gModel", mMatrix);

geo[1]->draw(); // (4) right head light

mMatrix = model * translate(mat4(1), vec3(1, 0, 0));
p->setUniform("gModel", mMatrix);

geo[2]->draw(); // (5) left back wheel

mMatrix = model * translate(mat4(1), vec3(1, 0, 4));
p->setUniform("gModel", mMatrix);

geo[2]->draw(); // (6) right back wheel ©.24 r“' G 2

mMatrix = model * translate(mat4(1), vec3(3, 0, 0)); (0, (4.0.0)
p->setUniform("gModel", mMatrix);

geo[2]->draw(); // (7) left front wheel

mMatrix = model * translate(mat4(1), vec3(3, 0, 4));

p->setUniform("gModel", mMatrix);
geo[2]->draw(); // (8) right front wheel

1,3,1) (3,3 1)
(0,2,0) 4, 2,0

0,04
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2) main.cpp 2| draw() 52 M¥ ZIE Hoj2) 3kt ZZHOIM MES ME2 HA|

Ct. 2t car?| S fIXIE BEASHEL) (107)

// main.cpp
void draw()

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );

/[ MVP matrix

Projection = glm::perspective(g_fovy, g_aspect, g_zNear, g_zFar);
View = glm::lookAt(g_eye, g_at, g_up);

spMain.useProgram();

spMain.setUniform("gProjection”, Projection);

spMain.setUniform("gView", View);

gim::mat4 R = gim::rotate(glm::mat4(1.0f), gim::radians(-90.0f), gim::vec3(0.0f, 1.0f, 0.0f));
World = R;
spMain.setUniform("gModel", World);

car->draw(&spMain, Projection, View, World); //(1)

gim::mat4 T2 = glm::translate(glm::mat4(1.0f), gim::vec3(5.0f, 0.0f, 0.0f));
World = T2 * R;
car->draw(&spMain, Projection, View, World); //(2)

[ Geometry Primitives Transformation - ] x
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