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4) Modern OpenGL (OpenGL 3.x)2| Programmable Graphics Pipeline0A| AL83=
Vertex Shader?t Fragment ShaderE M3Hd|2t. (5H)

Application GPU Data Flow Framebuffer

Vertices Vertices Fragments Pixels
Viernex . Fragment
i i
Processing Rasterizer Processing ‘

Vertex Fragment
Shader Shader

- L .

5) Modern OpenGL HIEHY S 57| fI6] A5l Vertex Array Object (VAO), Vertex
Buffer Object (VBO), Index Buffer Object (IBO)O| F21QIX]| 7J'F_+6IJ AF5te (53)

6) CH2 OpenGLOIA MZH 27|E A28 AtZEH(Square)2 13 M, glDrawArrays
(GL_TRIANGLES, 0, 6)L} glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0)=
a

AL2E = it ofgje| JRS At8Sto] O] £ 7tX| wAlo| xto[dE MHslE} (57)

3(-1L, 1) 2(L1
trianglel
triangle0
0 (-1, -1) 1 -1

2/6




2% AFY 1949~ 3

ZFoAF (2017@ 7F2EH7]) 20163 109 269 289
e

o]

il

N
n
o
rlo
1E

|E{(Vector), B (Plane),

M (Ray)0f| 2ot HEZO|LC}, (25H)

Po

nfab.c u _—(Do~ﬂ+d)
P e
/ © 3 —(pg -n+d)
/"_gnj pen+d '/ // D(t)_ o u-n 4
/ /
/
1) HE (0, 3, -4)2F HE (4, -3, 0)2] L& (dot product)E T 2. (3F)

2)

E (0, 3, -4)2t HE (4, -3, 0)2] 2|X(dot product)S T5HA 2. (37)

3) HE v (4,3, -1)7t n (0,1, 00 AT v, S AL, (3H)
4)

HE v (4,3, -1)7t n (0, 1, 0)0f| %2 v. & ALSA L. (37H)

v
ok!
e

-I |_7|'7 (3I-I)

7) Q@ 1,-1)7t BH y = 00l 7PF 7hit2 BEL| 2 FAUR (37H)

8) 8 vic AIF HO| Py=(0, 1, - )Olm_ g2 u=(1, 1, oItk M vt BH y = 05
Gt Me RRelvl AN wHg mola 4H *

3/6




eRYsE $4AFEFS AFY 2P 2 FAA Q0179 L)) 201649 109 269 F8Y

33} 3k J

il

Ct 2SO0 W= 3K OHEl Hzh SHE (4x4 matrix) T, R, S& 7ot
2. (cos 90

gim::mat4 T = glm::translate(glm::mat4(1.0f), gim::vec3(0, 1, 0));
gim::mat4 R = glm::rotate(glm::mat4(1.0f), 90.0f, gim::vec3(0, 0, 1));
gim::mat4 S = glm::scale(glm::mat4(1.0f), gim::vec3(-1, 1, 1));

2) C}= 3XH@ O Hah HEH (4x4 matrix) M12 52t

gm:mat4 M1=T*R*S;

M, =

3) CtS GLM g 27t BF50] U= 3AHA OFEl High S (4x4 matrix) M2E FLSteEL
gim:mat4d M2 =S*R*T,

M, =
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4. Ct22 Quad A I= YHoO|CL LIS

void Quad::init() {
glm::vec3 left = glm::cross(n, up);

glm::vec3 uppercenter =

tl

glm::vec3 tl =

glm::
glm::
glm::

vec3 tr =

vec3 bl =

vec3 br =

2l 7S A, (10F)

tr
uppercenter

up
n [a,b,c]

left
br

/I face1

vbo.addData(&bl[0], sizeof(glm::vec3)); k)
vbo.addData(&color[0], sizeof(gim::vec3));
vbo.addData(&br[0], sizeof(gim::vec3));
vbo.addData(&color[0], sizeof(gim::vec3));
vbo.addData(&tr[0], sizeof(glm::vec3));
vbo.addData(&color[0], sizeof(glm::vec3));

| B7F A2k

}

5/6




eRYsE $4AFEFS AFY 2P 2 FAA Q0179 L)) 201649 109 269 F8Y
33} sl 3=

5. 2 OpenGL ZE& Circle S2fA2| YUFO0|CE THF glDrawArrays(GL_POINTS,...) CH4l
GL_LINES, GL LINE LOOP.  GL LINE STRIP  GL_ TRIANGLES,  GL TRIANGLE_STRIP,
GL_TRIANGLE_FAN, GL_POLYGON = At23S ujj A3 ZaE a2t (158)

void 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[1] + radius * sinf(theta * i);
vertex[2] = p[2];
vbo.addData(&vertex, sizeof(glm::vec3));
vbo.addData(&color, sizeof(glm::vec3));
}

numVertices = slices;

// Bt ‘d=F
isLoaded = true;

}

void Circle::draw()

if (lisLoaded) return;
glBindVertexArray(vao);
glDrawArrays(GL_POINTS, 0, numVertices);

}
GL_POINTS GL_LINES GL_LINE_LOOP GL_LINE_STRIP

GL_TRIANGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN GL_POLYGON

m
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