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1. 22 SimpleCube3D?| ZE YUHE HO{F1 QULCL SimpleCube3D2| AHEXH LxE
2{2t (Z face®l O™ tranformation matrix?} HE8E|= X| S| HES| BAS] =
(10%)

void SimpleCube3d::draw(Program* p, glm::mat4& projection, glm::mat4& view, glm::mat4& model) {
p->useProgram();
p->setUniform("gProjection”, projection);
p->setUniform("gView", view);

glm::mat4d m = model * faceTransform[0];

p->setUniform("gModel”, m);

face[0].draw(); // (1)bottom

m = model * faceTransform[@] * faceTransform[1];
p->setUniform("gModel”, m);

face[1l].draw(); // (2)left

m = model * faceTransform[@] * faceTransform[2];

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

face[2].draw(); // (3)right Bottor#| Right

m = model * faceTransform[@] * faceTransform[3];

p->setUniform("gModel", m);
face[3].draw(); // (4)front

m = model * faceTransform[@] * faceTransform[4];

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

face[4].draw(); // (5)back
m = model * faceTransform[@] * faceTransform[4] * faceTransform[4];
p->setUniform("gModel", m);
face[5].draw(); // (6)top
}
void SimpleCube3d::updateTransform() {
faceTransform[@] = glm::translate(glm::mat4(1.0f), glm::vec3(@, -1, 0));

faceTransform[1] = glm::translate(glm::mat4(1.0f), glm::vec3(-1, @, @)) *
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glm::rotate(glm::mat4(1.0f), glm::radians(-angle), glm::vec3(@, 0, 1)) *
glm::translate(glm: :mat4(1.0f), glm::vec3(1, @, 0)) *
glm::translate(glm::mat4(1.0f), glm::vec3(-2, @, 9));

faceTransform[2] = glm::translate(glm::mat4(1.0f), glm::vec3(1, 0, 0)) *
glm::rotate(glm::mat4(1.0f), glm::radians(angle), glm::vec3(0, 0, 1)) *
glm::translate(glm::mat4(1.0f), glm::vec3(-1, @, 9)) *
glm::translate(glm::mat4(1.0f), glm::vec3(2, 0, 0));

faceTransform[3] = glm::translate(glm::mat4(1.0f), glm::vec3(0, 0, 1)) *
glm: :rotate(glm::mat4(1.0f), glm::radians(-angle), glm::vec3(1, 0, 0)) *
glm::translate(glm::mat4(1.0f), glm::vec3(0, 0, -1)) *
glm::translate(glm::mat4(1.0f), glm::vec3(0, 0, 2));

faceTransform[4] = glm::translate(glm::mat4(1.0f), glm::vec3(@, 0, -1)) *
glm: :rotate(glm::mat4(1.0f), glm::radians(angle), glm::vec3(1, 0, @)) *
glm::translate(glm: :mat4(1.0f), glm::vec3(@, 0, 1)) *

glm::translate(glm::mat4(1.0f), glm::vec3(0, 0, -2));

}
2. SimpleCube3D2| draw B =0A| A}23l= gModel, gView, gProjectionZ} FQIX| XA|3]
23stet. (53)

model 22 model spaced|A gt 3kt SHMQ| H EHE world spaceZ2 H2H|F= ZAO|Ct.

view #H2H2 world space0 HiX|E 3Xt@ =X Q| EE ZEE 7to2te] 2Ol view space2LE HHYE

projection HE2 view spacelf £ 3K XSl YA xfi_t% dt X ZHEA (normalized device
coordinate)2 HHYZECL E 7”Xl fit74|01|A1 54 01| GAlZICE,

3. SimpleCube3D2| gModel

., gView, gProjection= #|0|E (shader) 2 E2| uniform HE=E
X|™$tL}. Uniform #H32H 29101

77 (58)

-’H|0|':‘|01|A1 uniform B Y W20, primitive OtCH HHE 5= JAL, OpenGL Z2WO|A +|0|H
2 g Hast=h A
Uniform ﬁ—ﬁ*—'.: vertex shader@t fragment shader ZF A ALE27ts. HO{EHOME A=

P>

ZtZt geometryPositionColor, geometryPositionNormal, geometryPositionNormalTexture
AL23%t SimpleCube3D 12|7|2| Xlo|He MHSI2} (5H)

geometryPositionColore & (vertex position)t (coloZ = QuadES AtE3l0, HE Ut Moz
A=

geometryPositionNormal= & (vertex position)t #MH E(normal)2 & QuadE AHE3H0], Lighting 1t
Material2 AHE3t0], O Mol SHO| LIEILIA 5.

geometryPositionNormalTexture= & (vertex position)dt EHMHE(normal)dt B AKX EHE (texture
coordinate)2 = QuadE AHE3}0, Lightingdl Materialil TextureS AMESI0] MO M S Db HAKTIt
LIEFLEA O3 &,
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&, x=+z, y=+z, z=near/far =>x==%1, y=+1, z=+12 F2} (normalization).
O] n-dojA &0l &Lt
HE ot2fel 27tx| WAooz 90L& Yaw B/FHI} 90= Pitch 3/FIE 90=

=
£ 289 =F S EoF2 ok 1 o|fE Aot (F, Z4 2H=0|
O{TIX|, FHXI2| Yot FHXIQ| FH0| ofC|2 Fot=XE B3| MY A) (10H)

yaw(90)

Yawpitch(90) Yawpitchroll(90)

T
=
=

// (1) & (ZEM)2 World Coordinate System3 ZHoZ 3|Hs=

0
d

glm:mat4 Ry = glm:rotate(gim::mat4(1), M_PI/2, gim::vec3(0, 1, 0));

glm::mat4 Rx = glm::rotate(glm::mat4(1), M_PI/2, glm::vec3(1, 0, 0));

glm:mat4 Rz = glm:rotate(glm:mat4(1), M_PI/2, glm::vec3(0, 0, 1));

R = Rz * Rx * Ry;

// WCS2| 90k yaw 2|™ = FHEXIS| U= WCSS| z- (FHEX HE|= WCSe| y+)

// WCS2| 90k F7} pitch 2|H T FHXe| A& y+ (FHX HEl= wese| z+)

// WCS2| 90 F7t roll 3|H %= WCse| x- (FHAF Hel= wese| z+)

-
rA
Rl
10
11
41
rir

2y

rr

// (2) LEZ (mt2HM)2 Local Coordinate System=2 SMO 2 3|H3s}
YPR = glm:yawPitchRoll(M_P1/2, M_PI/2, M_P1/2);

// LCS2| 90k yaw (FTX HE|) 2|H 2 FHXI| YT WCS2| z- (LCS| x+HE2 WCS2| z-5)
// LCS8| 90&E F7} pitch (FHA AUF) 3™ = FHXS| Y& z- (FHA HEl= wese| x+)
//LCS2| 90k 7} roll W (FHX FE) 2H T FHX LT E x+ (FHX HEE WCS2 z+)

.
S
-

x

.I

—
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7. ChE22 MA ZzAAM Sz Fiozte] X[t HigtRE= AeS Ho{Fn QICt (1) ®X 7t
2l 90% Yaw B/& 3 2 Viewl (2) 1| ZHHI2tOIAN 90% Pitch 3/F 3+ E View2, (3)
x| FH| 2t 90 Roll B/F2F 22| FtH|2} View3 MatrixE AHl4tst2t. Zb S| 0OICE Right,
Up, Look HIE{o| Hist2 TZloz T ASISID View MatrixS A MSHCE (107H)

Up(0,1,0)
Look(0,0,-1) ry ry r, —per
Right(-1,0,0) Position(1,1,-2) View — Uy Uy U, —peu
| Ix Iy 1, —pel
0 O O 1
Yaw90 f’—lﬁ :'.5_ Pitch90 §H{j :Ié’__ RO||9R?g§h|t;;I% .1__‘:',‘:0)
UP(0a1:O) Up(0,0,-1) LOOk(OO 1)
Look(-1,0,0) Right(-1,0,0 R D2
00 position(1,1,-2)  RIGNtE1.0.0) b gition(1,1,-2) seition(1,1,.-2)
“Right(0,0,1) * Look(0,-1,0) ]
O 0 1 2 -1 0 0 1 0 1 0
viewi=| 0 T 9 “Thiewo | O O T =2V eng-|! O O
—1 0 0 1 O -1 0 0O 0 -1
O 0 0 1 O 0 O 1 0 0 O

(1"""0| 4742 |) Quad®?} (1007H2| QuadZ /4 E) GridE 44 Gouraud Shading} Phong
Shadlnga AHEE W Xjo|HS AM=9te) (10H)

Gouraud shading2 23 smooth shading2t1 = 2|0, E2|=2| Z HHO| M2 linear interpolationdt
0o LHEE 22 =275 .': g+ AO|Ct. (Per-vertex shading)
HHEOA lighting®4+0] El Gouraud shading% QuadOf| AMEMES Al FHEO| 4740|122 HOjz = e

HAO| E|X] F=Ct
HH GridE AFE3HS Al F7& 0| 100007H0|22 Gouraud shading®| Quad®?t Hlwst & © FEgn
XAz HAO| 0| ECt

Phong shading2 (Gouraud shading0| M2 Mg 0|2%}0] LHEE H7ISt= HIH) Z2|20| 2t HH
ol normalg 7X|1 Ee2|= WRS| 2t ZAOIC normalO| EZHE|0] specular reflectionO] HS 25|
LIEFLEA| St= 22| O|Ct (Per-pixel shading)

pixel| A lighting®@4t0| =l Phong shading2 QuadOl AFEHES Al FEQl HMHEHE HIHOEA
Gouraud shadingd} H|msto] XMHE & FLEAS (F O AL d0HE 53) & 5= QUCL
ouraud shading&!
I.

Gridg& MEME Al Quadet H|W5I0] FH L2 %EE #olg & 5 UM ESF G
Grid7 Mo| HZIo=Z Qlot SAH Y 40| LiEfLI= H 2
2 moEh

3HH Phong shading®| Gride Z2H& ®HO| HCH
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9. CI22 =93 (lighting)0ll 2tgt ZH|O|C}. of2fe] HZof EotAI2. (Z4 58 & 25H)

1)

2)

3)

4)

5)

e
N

m—1 v
=K./, +Zz;ﬁ(d){/(d/d(NoA)+KS/S(R-|/)”}+E - 2
/=0

S~

HE = 24 (Phong Reflection Model)0f|A| EZAHA}l (ambient reflection),

=
(diffuse reflection), H%tAl (specular reflection)?t FAQIX|, o] ZA0|AM
220X dFslaL.

Er..l'.

IF rE ol
>
-1

Kal, : 2HEHEAL (@ambient reflection)= &R0 AE =KX = O 5718 20ig
Kalg (N - L): HHEEAL (diffuse reflection)= E o| Ht7|7} QUALZE (ZLHIE{Q}
of ZAtelof 7Ht||E1|°H:H: HHE TAtQl HAof matM, SK e Ao ™o
2t XX 878 2o

Kds (V - R Z 2HL Reflection Vector, RS Af95}04 shiny surfaceO|A FHFA}L (specular
reflection) 4™ :'5* =H|Q| Mo| oLzt ol MyZ A LtslFH, A[FO| Hes| Uriftar

2¢

YAl (specular reflection)fl A5tz HHA} WIE{ 7} S AQUX| XtM|5| 4 EHSt2}

HEAL (specular reflection)OfA] & ZEIO| HL Ks Is R o V)" & AE5l=0|, 2S Tote
#E LO] mEHO| HM HE NOj ’HH ARl HIE RS 2E HEO| CHsll AAtsloF stCt.

LA HE]), N(RHAHE), VAEHE), R (BIAHE)7E 2AAX] 252

2 FEOM ZReE THSh= HE (light vector)

N2 EEOA BMHHE (normal vector)

Ve ZHEOl YX|oM FrHEte] YXIZ ot AT HE (view vector)

R HHEol XM SFRHE (L)7F SEel HMH E1 (N)Of| HEFALEl BIE (reflection vector)

B E "Xl (Lambertian Law)2 XtA|S| AEHSIEL.

HHE FALQl WHEI2 LIHEAL (diffuse reflection)O|A THO| Bf7|7F UALZ (5, 22 HEQF H
M HIE Ol ALO|Zho| TALCIO| HH|g &S Lol= ZAO|CL F, MOl A Us ko et ks

Y2 M35t 2MEES 2o = UCL
Fragment shader ZEO|A cosThetae BMHE (N)If ZRHEEH (V)ZHe LHEES F HEZO|
QAAFZEo| T AFQIT} H| |G, diffuse reflectionatol §01|A1 Ar& Lt

Point Light (& ¢), Directional Light ("42F’d23l), Spot Light (X&)
orzfe] I EO|M Point nght (""‘_'e!-‘?.;i) Dlrectlonal Light (“"‘3%?&1‘% , Spot
(B S X85l=0 gast H-E &ot dFsi}.

4

class Light
{
public:
/1S,
glm::vec4 Position; // position
glm::vec4 Ambient; // ambient light color
glm::vec4 Diffuse; // diffuse light color

glm::vec4 Specular; // specular light color
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float SpecularShininess; // specular shininess
float ConstantAttenuation; // light attenuation
float LinearAttenuation;
float QuadraticAttenuation;
float SpotCutoff; // if (SpotCutoff < 180) then spotlight
float SpotExponent;
glm::vec3 SpotDirection;
¥

M9 _ g

| ® (F, position2 w=1)2 X|'JstH, &2 M (F, ambient, diffuse,
|5 P , attenuation 0, 1, 2 % AESHA AHz[of w2t slol N7|7F UoiX|l= =8

lo |0

specular = 3
Zolotrt.

kA - FRAQ B (F, position2] w=0)= X|’ZstH, A2 M (F, ambient, diffuse,
speculan= E2|5t0] ARESHC

HMHZY - Yo M (F, position w=1)1t U&k(direction)S X|Hstn, FA| A (F,
ambient, diffuse, specular)g Ho|st, attenuation 0, 1, 25 AHESI0 AHz[of w2t Sl A7| 7t
S X|= HE o thetalt phiS AME3I0] &9 Ot% ‘If HFZZ 2t 2 XMool 4 9IC}

10. CtS OpenGL A X 0§ (Texture Mapping)dt £3 Y (Blending) HE0| Edtzt (Z 5H
E 153)

1) Multi-pass Multi-texturing?| 2l2|E MdY3s}2}. Single-pass Multi-texturingt2| Xjo|HE2 £
adelzt?

CHEOA HE| HANZ (multi-pass multi-texturing) HAI2 ST CHY XM E o © G

St A2Z, HIZO|DIX|E A d2|a =, O {0 2t0|EfE O[0|X|Z &g (blending)dtd] Of

2 ¢ ChdE d2l= Ao|Ch

HEIA HE] HAKNE (single-pass multi-texturing) &Al2 oF CHZAHEO| oy 7§ HAN XHRE
S

X|7g35t0], HiZolO|X|et 2t0|EDfE O[O|X|E SAl0 12|

rir
pa|
i=)
o

2) Quad?| p1(-1,-1,0), p2(1,-1,0), p3(1,1,0), p4(-1,1,0)0f EIAX X} (texture coordinates)E
t1(-1,-1), t2(0,-1), t3(0,0), t4(-1,002 X|’d3H 2 U, texture wrapping =4 (1)GL_REPEAT, (2)
GL_MIRRORED_REPEAT, (3)GL_CLAMP_TO EDGE [}Z2 =3 Z1tE 122l (opengl.jpg AHE)

GeerL 1504

(1) GL_REPEAT (2) GL_MIRRORED_REPEAT  (3) GL_CLAMP_TO_EDGE
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3) glBlendFunc(...);= S3ld EEE X

Mt

I
+

o] &

o[ct. otefel &S =t

glBlendFunc(GL_SRC_ALPHA, As*Cs + (1-As)*Cd Alpha Blending
GL_ONE_MINUS_SRC_ALPHA);

glBlendFunc(GL_ONE, GL_ONE); 1*Cs +1*Cd =Cs + Cd Additive Blending
glBlendFunc(GL_ZERO, 0*Cs + Cs*Cd = Cs*Cd Modular Blending
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);

m
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