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1. 27 S A 2. (10F)

OPENGL 33Xt ZEHAE= x+= RLEZE, y+&
I:II-'c'>'|= O|I:|-

2) “Eﬂo' HIHo|AM O|OIX|E M dst=0 East MY s Z= HHE MZHI (Color
Buffer) 2t SHCF.

3) 3%t dsfEA HEZoAM HA Sz Y5 ANel z e NESte HIE
7IO||:|'|lt1 (Depth Buffer)_2t oL,

4) OtEl ZZtol M Faf HHe Rz _F_ (8)8 UeElh

5) OfH %ﬂ@l*‘l Hut Ho| wH2 _HEH_ (&) THECL

6) OtH S7HM SKHELR (x, y, z 0)2 _HE__ O|Ct.

7) O ZZto|M SXiEt® (x,y, z 1)2 _d__ O[Ct

8) H pZt EH (n, d)0l|M ':'*Ot nep+d<0O[2tH p= HH _0tZ_ o QULCH

9) ™ pZt BH (n, d)0IM A nep+d>0O02tH p= BH _HZZ o UACH

10) &2l & Py, Py ..., Pn}% EZoStE 71 A2 280 AME _HHA Aol
I:IEEI_ B
T = .

2. CI3 2H|of 7HEHs] EstAl2. (30%)

1) OFEl J7t (Affine Space)dt OFEl & (Affine Sum)S ZHEHS| AM=3tal (57)
OfHl Z7F (Affine Space) — OFEHZZt2 HIEZZHO| H2 F7tot 37t oo HIH
(vector)9f ool H pOInt)°| HAHO| 7ts.
OtEl 2 (Affine Sum) - OHEl SZHOIA Hol Sde 2f H=S9l 9| 732 sHo| 1y
2 S| &EICh OtEl ZZHoA n7H ol AN A2 0| 10| &= ZRE affine
sumO|Ef_T'_ _CEL_-I' P= (X1P1+ OLzP2+ ..... + (ann, o1+ O+..... n:1

2) SX ZtE(Homogeneous Coordinates)Tt £2Q171? 2|1 X} =& (1, 0, -3, 2)2

& E|

S oge 2
B E XA S| Hel ztmrE FAAR 5FH)
SA ztEE WA AHEO| ZEN)O ot XS FIret HEN+NNZE BEHS ot A

SAEE (1,0, -3, 2) => (1/2, 0, -3/2) 3Xtd S7te| Bl x=
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g} Bl ol &
42 HI(Single Buffer)2t {2 HI{(Double Buffer)& A% Q| Xxjo|™S MY}
2f.
oaHid2 HHHL AAgots Z10[1, HSHEHE 2 THHEH SHHIEHE A
O AHEdt= ZdO|Ct ofLimfo|d Jzj= HEHIAZ & M, J=HIHE AESHH =g ¢
HIE ot d2/& 5¢ ChHE ZHo| ZAUMEE AL = Q7] 2o X1
CAl OJ3{F7| 8 BHESIHA 2pHO| 2w Qo] 2t

22 Lab5~Lab80f|A A%t Vertex Shader®t Fragment ShaderO|C}. 3t & TR 2
Aco FMS Fotzt (53)

// simple4d.vs

uniform mat4 gModel, gView, gProjection; // ~=271%] model, view, projection
in vec3 vPosition; // 98 AH A

in vec3 inColor; // 942 AH A

out vec4 Color; // fragment shader® HU:= 2

void main()

{
mat4 MVP = gProjection * gView * gModel; // WHR S mvp
gl Position = MVP * vec4(vPosition, 1); // &F A4 A = mvp * vPosition
Color = vec4(inColor, 1); // inColorE %o} Color= H 4l

}

// simple4d.fs

in vec4 Color; // vertex shaderclA] Q=lu-e A
out vec4 fColor; // T HA A

void main()

{

fColor = Color; // ColorE BRSO}
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Modern OpenGL HEYE o17| 2[5 AlE5t= Vertex Array Oblject (VAO), Vertex
Buffer Object (VBO), Index Buffer Object (IBO)O| £QIX| Ztets| MHs|2L (57)

VAO (Vertex Array Object) - 2= EEXLE(F, position, color, ..)& SILHE FOF. ES
SILEO| Mesh (£, 7|5FZH|)OtCH 8FLIS| VAOE AT =, otLI9| VAOLHO|= dBfL} I
= o3 7§2e| vBOZt EXYgt.

VBO (Vertex Buffer Object) - ‘@& XE(F, position, color, normal, )2 HIO|HE X
ote HE2| B tHEE A2E GPUO| EUE &= U3

IBO (Index Buffer Object) — QHAXZ(ZH, FEHC| index) HO|EHE XEdt= H I
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331 a9 k=

IpenGL/}GI}ut M-IEJ.E"OIIA‘I glutldleFunc(), qutPostRedlsplay().%l'-?Jl' SOdQIX| ZHEH
2t (58)

glutIdIeFunc()_ idle callback &+&
ct=0|0, 2 OfL|H{o|d &Y Al

glutDisplayFunc()£ display callback &+Z %%35 6.:.*—’F—C)l':'f. C|AZ20] O|HIE A
SEL = g50[0, Oe[7]E F$@sict BE GLUT Z2O2{Y0|AM HEEA] AHE S| OF

St gh=0|Lt.

glutPostRedisplay()= ®I=<7F M2 I{M0f & 7t = F20 2 =M ALES

C}. Display callback &+& A ZZESt= AEC} qutPostRedlspIay() 2=E ALE5HY

display callbackO| CtA] 12|7|& X = YHOILt O|E S0 7|[EEL} OF2A Of#

EZ AMSS[0] THo| MAS BRI} SXAS FAL B = lutPostRedisplay() &
~E AFEctol BITOIR £Eo| MAOILl X o2 ChA| 12|78 48sA| BiL),

= T o

3. CI22 sEo] st EE0|Ct (20H)

L x'=-y+2
y'=—x+2
z' =z
x,y, 22 XM Lo CHSEO] BEAREL B P/(x, v, 2)9] 3kt Of
ix)S otk

P3

P1
2 6 :\ °
M * p1 (2, 2, 0) => (0, 0, 0) P2
M * p2 (6’ 2! 0) => (0’ -4’ 0)
M * p3 (6, 6, 0) => (-4, -4, 0)
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3) ttE GLM H#

bet=7t

M

gim:mat4 T = gim

glm::mat4 R = gim::rotate(glm::mat4(1.0f), 45.0f,

2SO W= 3K+ OF

o1&

ZraAt (20189 7H&3H7]) 20189 10€ 25 2o

Hat W (4x4 matrix) T, R, SE TFotet.

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

glm::mat4 S = glm::scale(glm::mat4(1.0f), gim::vec3(1, -1, 1));

1 1
— —— 0 0
100 2 V2 V2 \
T=0102R=|iiools
0 01 O Ny
0O 0 0 1 0 0 1 0
0 0 0 1
4) tt8e 9o/ T, R s WTL ofzjet 2L Mol Zo
M, (4x4 matrix)E T5l2t.

gm:mat4 M2 =T*R'*S*R; //R'2 RQ| <
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4. CI¥ OpenGL IEE Circde 229l dgo|ct. Hel JH7t 107 ¥oj,
glDrawArrays(GL_POINTS,...) tH4! GL_LINES, GL_LINE_LOOP, GL_LINE_STRIP, GL_TRIANGLES,
GL_TRIANGLE_STRIP, GL_ TRIANGLE_FAN, GL POLYGON 2 Al2312 uj A ZHaE 12iz}.
(1078)

void Circle::init() // radius = 0.5 & slices =8
gim::vec3 vertex;

float theta = (float) (2*M_Pl/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(gim::vec3));

numVertices = slices;
/] Bt ‘4EF..

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

;o N

GL_TRIANGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN GL_POLYGON

/' \
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gl o} )| o] &
. CI22 3Xk@l ZZHoA ™A X(6, 2, 1)0] Yelo| = (arbitrary axis) (2, 2, 0)0fl CHEH 180%
& 2|H Rotation VectorE A|4tst= 1PHO|LCL. (cos 180 = -1, sin 180 = 0) (35%)

(s

1) o ®H X6, 2, )2+l 2|X(cross product) wE A|4Hslat. (57H)

w=Fxx=| L o|xe21)- —2[

V2 2

2) ™™ X(6, 2, 1)0] z0f WS HE X,

X, =(3ex)a =442 i,—,oj = (4,4,0)
4

V2 2
X =x—-(Fex)a=(621)-(440) =(2-21

3) A X(6, 2, 1)0] &¥2|o| = a 0 180% 2|TTH WE| RX)E AlLtstEt. (5H)
R(x)=Rx,)+Ax,)
= X|| +COS@x, +sindw
= (4,4,0)+ (221
— (2’6’_1)

4) dolo| = a CHsf 180=TtE 3|H™ (rotate)st= WHE FSt= SAO0|CE Symmetric
W&, Skew ¥H, %5 R HHZ 752} (153)
R = /cosb + Symmetr/c(1 - cos0) + Skew sin©®

Ll

L1 45

2 2

1 1
Symm=|— — 0 O
y 2 2

0O O 0

0O 0 0 1
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st} sh ol

1
0 0O — O
ND)
|
Skew=0 O_fo
1 1
—— — 0 0
V22
0 0 0 1
0O 1 0 O
5,21000
0 0 -10
0O 0 0 1

5) ™A™ X(6, 2, 1)0] Yoo £ a 0ff 180k 3Tt HIE] R(X)=R « XS A|A8l2L. (5H)

0O 1 0 0})6 2
RlX) = 10 0 0p2)_|6
0 0 -1 01 —1
0 0 0O 1A 1
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