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1. Ct&
1)
2)
3)
4)

o 1% o[ Mz=oich = Mot giS.

=Hof ZHTHs| ESHA L. (107)

HElA 40| (vertex shader) R EO0|M in, out, uniform HE2 2oiol7l? =3 1H
3 #lo|H (fragment shader) A E0|A in, out, uniform HF2H F2017)?

HEIA #o|E Ez= ZHIOAHE O[HOAM uniform Has A H==0|0, primitive OtCH HEE!

2= U1, OpenGL ZEIWOM HOIHE S WZSH=OH AFHEE. Uniform B£ vertex
shader®l fragment shader 270 AFE7Ls. H0{H ZE WROM= &2

HE A HOIE A in H=EF vertex OIC S0{2= HIO|H, out H==2t vertex shaderOf|A{ A&t
Zl = fragment shader2 EH7{X|& Y

ZYHIOAHE HOo|E0M in B2t vertex shaderOA EZE HIO|H, out B2t fragment
shaderOi| A Al4tEl % Aot 74

X E9Y (Orthographic Projection), %% £ (Axonometric Projection), 555 %
(Isometric Projection), ZAl £ (Oblique Projection), |2 FY (Perspective
Projection)| EH& XtMI5| AM=slat

Al EH2 EFM(projecton)0| & B HM(projection plane)of| =%0|LC},

=5 52 5 (projecton2 FYH(projection plane)Ofl =ZI0[X|2H FHH2 ZHK0f CH|
O3t WO e EXE = UCH

5 FI2 57 FYo stueld 1 oM FIHO| AR K el ZAME|0|M Btz Al
7He| =Hof| CishM CHE 22 50 X[= Z0|C}

AM EI2 EAM(projector)2 FAH(projection plane)dt 9|9 2t 7 £ oLt EH
Hol| Ao HUo| 22 HEEICH

HZ(EA) FE2 AH7t HZX2RYH He| ojEsE 37|17t FAECH ol2st A7|Hat=
AR 250 HES M-St

Flat Shading, Gouraud Shading, Phong ShadingS XIM|5| H|u AM&3t2t.

Flat shading2 %3 Constant shadingO|2t1k St0, 2|22 of HE St Moz xHL=
2 A o]t

Gouraud shading2 23 smooth shading2tlk: =2|H, Z2[22| 2 EEel ME linear
interpolationdtd WS E FEEA E7t5t= 2AO|C} (Per-vertex shading)

Phong shading2 (Gouraud shading0| E&2| ME 0|&3%t0 WHFE H7ISt= BtH) 2|29
Zt 82l normalg 7HX| 2 ZE2|E WRO| ZF T20CE normalO] EZHx[O] specular reflection
O O F&5tAH LtEILIA| St= ZAI0|CL (Per-pixel shading)

Texture Mapping2| =4, 2, YHIEE XtMIS| Bl AM=5iet.
1. =2 2H (MAG_FILTER): ®lAX O|O|X[E =fr{sto] HCOt 2 BAHO| Chzy Fo ofd
SHOAE g M AR k[= EH
2. =24 HE (MIN_FILTER): BAX O|D[X|E =450 ot X2 HAHO| Chztd FH0f ofd
Staxp g I AAEEl= EH
H

3. EH(MIPMAP_FILTER): EIAX{ O|OX|OA L
A2 MO HAN WIS T Al B ENE

o)

| ZA8 A7jo] YUY YAHE YN0,

o= EH

A
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2. C+Z Projection & ZEE0f ©l2t (25%H)

1) A 3o ool 2Fokat (53)

2 dzle H2 ANEHoZ Hif= ZYO|CEH
&, x=%z, y=+z, z=near/far =>x=%1, y=%1, z=+12 =2} (normalization).
O pEoN J|ZHO0| M ELCE
2) glm:ortho(0, 10, 0, 10, 0, 10) &7t WA AFSUM Frotel 245 o=
stAZ7|= A FYG #HEH (orthographic projection matrix)2 M-ds] L= 82 £

1]
MuE M

L 2
1Q3H (A)QF (B) 2|1 A|Z WH4x4)S ALttt (107)

y [right, top, =far)
z=-far
~View volume
[Ief‘tl, bottom, —nec:j
-far
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e LA (B)
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W B NYE BEBVO FUS BRVEBUY FUOR O|SAYIE B T X
o
(B) WE: x = 7, y=+1, z=+7 2 HYF7| 2|50 #FHF7to| WOl ZO[7} 27t EF| =&
37| Het dE S E HE
1 0 0 =53
A0 1 0 =5
¢C 0 1 5
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3) glm:perspective(45, 1, 1, 100) &7t 2FNOM HretE 25 S =2 BN F|&
Y2 FF A#E (perspective prOJectlon matrix)S ‘dd5t= WE= EQF0 UL 4

E+71|H='§ **'ROP (A2} (B)O| 4x4 HHES Qlet (10H)

glm:perspective(45, 1, 1, 100) = glm:frustum(-1/tan(22.5), 1/tan(22.5), -1/tan(22.5),
1/tan(22.5), 1, 100)

Y

><for

(A) (B)

—_— U —— -1
> > - 1 »
X X x
z z 1
g
(A) HE: X HE BESUE x=1z, y=1z z = nearffar & A7\ HH S X
B) ZE: x=2z, y=1z 7 = near/far HEEIS x=+1, y=+1, z=+12 HHYZF= A28
EF(perspectlve normalization) ¥& N2 & &

2

S 0 ¢ 0 —2.414214 0 ¢ 0
A= 2 , - 0 -2.414214 ¢ ©
¢ e 0 0 0 10
0 o 1 0 0 0 ¢ 1
0 0 0 1
1 0 0 0
5 1 0 0
= 101 200
¢ 0 "% T
O O 0 1 2.414 ) ) (
, G 2.414 0 0
perspective=B*A= 0 0 1 zo0
uo gy

0 0 0 1 49
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1) Ch& FEojM 2E & B8l gim:translate, gimurotate g5 A 7{5t1, SHEHO|
S UL ViewZt LFEFLEEZ gim:lookAt AHRSI0! View 82 RC S ZHdsla) (57H)

void display(void)
{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
spMain.useProgram();

View = glm:mat4(1.0f); // glm:lookAt( );
spMain.setUniform("gView", View);

glm:mat4 T = glm::translate(glm::mat4(1.0f), glm::vec3(0, 0, -10));
glm::mat4 R = glm:rotate(glm::mat4(1.0f), -M_PI/2.0, gim::vec3(0, 1, 0));
World =T * R;

spMain.setUniform(“gModel”, World);

drawTeapot();

glutSwapBuffers();

}

=M[0] glm: translate(O 0, -10)1t glm:rotate(-90, glm:vec3(0,1,0)E HMEA|IZl A2 7}
o 2t 7+ x+ oA Hi2t 2 3o st =, glm:lookAtZt =& eye(10, 0, 0), at(0, 0, 0),
up(0, 1, 02 AHR3IE EIC}

glm::lookAt(glm:::vec3(10, 0, 0), glm::eye(0, 0, 0), gim::vec3(0, 1, 0)); // lookAt

2) flets HCHZ, Cfg ZEOM EF T gim:ilookAt & HN7ot1, ofHO| S&
View7} LIEILIE S HSIGE=0l gim:translate, gim:rotate AFESHY World @8 ZEE
Zdstat (58)

void display(void)
{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
spMain.useProgram();
View = glm:lookAt(glm:::vec3(0, 0, 15), gim::eye(0, 0, 0), gim::vec3(0, 1, 0));
spMain.setUniform("gView", View);
glm:mat4 T = glm:mat4(1.0f);
glm:mat4 R = glm:mat4(1.0f);
World =T * R;
spMain.setUniform(“gModel”, World);
drawTeapot();
glutSwapBuffers();

glm:lookAtEt == eye(0, 0, 15), at(0, 0, 0), up(0, 1, 0)= ZtH2t7} z+ 1501 XS bt
2tE= A2 E, glm:translate(0, 0, -15)))& AMESH S Yot A|™O| EICE
glm::translate(glm::mat4(1.0f), gim:::vec3(0, 0, -15));

3) or2fo| Zim2t Xt g |_f1 9= YAW 3|Hst =0
#HHZ AHAstel XF 2™ Z=9| Right, Up, Look HE Q| EEk2
View S S Edtaf, (10%)

Up(0,1,0)
Look(0,0,-1)

Right(-1.0,0) 0 sition(1,1,-2)
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st} st ol &
Yaw90 3™ = Yaw90 & Pitch90 2| =
Up(041,0)
Look(-1.0.0)" /b cition1.1.-2)  PUOO - Alposition(1,1,-2)

/ ight(0,0,1) Right(0,0, ok(0,-1,0)

v

v

rx ry rz —p.Tv () o 1 2

View=[ ux wuy uz —p.u —1 0O 0o 1
bx Iy lz —pl}l Y0 -1 0 1

0 0 0 1 ) c o 1

4. Ch&2 =B (lighting) 340 et ZH|0[C}. ot2ie] HEo EAL. (207)

I =K+ S EAK LN e D+ KJ(R VY 1+ E 5 o

/=0

1) ZHI MM HHE HZA (Lambertian Law)2 XtM|5] HHSI2t. 0] F&20 CHst

HHE FALQI HA2 LHERAL (diffuse reflection)OlA] TO| BH7|7F QUALZE (F, &8 HE QL H
M t”'51°| Ato|zhe| ZAtelof dolg &= %*3} Z0ICt &, BO| M QU= a0 w2t X5
M BUIE M3sto YHES 2oie = UL

Fragment shader 2 E=0j|Af cosTheta" gy (N SR e WH2 & HEHo
UARZEOl FAFQIDL H|2|SHH, diffuse reflection1te) -E-Oﬂkl A& E L}

float cosTheta = clamp(dot(N, L), 0, 1);

2) BY (@Blinn) HH TF IWS AEsi 22 2Wol FL 9o ZHUN ofd
222 HRM AESHEX, S48 M XME st (5F)
=& HE =Y Eé% Reflection #E| L4l Halfway HE|S AMESHO] FEAL ZHIS A Lot
ChR @ V) Y (H @ N)"E AHER

3) (AHEO| 47420 Quadet (HHOl 100007HQ!) GridE ZtZt Gouraud Shading@} Phong
ShadingS At83S mj Masteio| xto|He MYstat 24z A
3}H (wireframe mode?} solid drawing mode = 5)1} ac 2| Xo|EE 2oz} (103)

Gouraud shading2 €3 smooth shadingetl = =2|0, Z2|=2| 2f 2| M2 linear
interpolationdtd] WS E FEEA E7t5t= 2AI0|C} (Per-vertex shading) 7HJHOil/\‘l
lighting® 40| El Gouraud shading2 QuadOfl AFE3E Al FEO| 4740|122 HNIHZE =
FAEAO| E|X| @I=Ct BtH GridE AFE}EZ Al EEO[ 10000710/ 22 Gouraud shading2
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Quad®t H|Wst0] & O FEHN XA A0l #HO| ECh
Phong shading2 (Gouraud shading0| E&2| MZ O[&%t WHE =H7t5h= BHH) E2[Z29

0

I0FCt normalO| EZHE|Of specular
reflectionO| CIS FeStA LIEILEA St= 24A]0|Ct (Per-pixel shading)

pixelOfl A lighting®4t0| &l Phong shading2 Quad0ll ALEHS Al FHEQ| HMUHEHE

1=
Zt MAO| normal2 7K1 Z2|& Lol Zt mA

7o) & = ALk

GridE A8 E Al Quad®t H|WstY FC L2 dHE #YE & 5= UCL EBH Gouraud
shading® Grid7t Mo H7to= Qlot SAHH 20| LtEtL= BHH Phong shading®| Gride
d0E HHO0| HUZE HEAECL

5. Ct2 OpenGL H|A X OfE (Texture Mapping)dl =& Y (Blending) 20| Edlzt. (15H)

1)

2)

Quad? Zt EX|H™ p1(-2,-2,0), p2(2,-2,0), p3(2,2,0), p4(-2,2,0)0] =AKX ZtE(texture
coordinates)& t1(-1,-1), t2(0,-1), t3(0,0), t4(-1,002 X|¥}S U, texture wrapping ‘L2
(1)GL_REPEAT, (2) GL_MIRRORED_REPEAT, (3)GL_CLAMP_TO_EDGE 2 ZtZt &3 Za} MH
HHE HOof2l 2|1 t1(-2,-2), t2(0,-2), t3(0,0), t4(-2,0)2 X|HES WY, texture wrapping ‘Y
Al (4)GL_REPEAT, (5) GL_MIRRORED_REPEAT, (6)GL_CLAMP_TO_EDGE [t& Ztzt &3 Zu}
MlsIHE HO{2L (opengljpg AFEE Z) (10H)

C=tl D)
(1) GL_REPEAT (2) GL_MIRRORED_REPEAT  (3) GL_CLAMP_TO_EDGE

ot 1503

(4) GL_REPEAT (5) GL_MIRRORED_REPEAT  (6) GL_CLAMP_TO_EDGE
BlendingS  AF8%  Multi-texturing?] Helg  dgsta o 7|0l A Argst
glBlendFunc(GL_ONE, GL_ONE); =& glBlendFunc(GL_ZERO, GL_SRC_COLOR); =Y &&=

22t 291917k (5%)

=HY S AtEs CHEIA ZHE| AN (multi-pass multi-texturing) BHA2 SSH CH2tH X}
HE o2 ¢ dEshs Aoz, HiZO|0[X|E BHA 2| o £, 1 2[of 2to|E0f& o|0|X|
= ShA

£ 24 (blending)s =
glBlendFunc(GL_ONE, GL_.ONE) sdldet+= BIM =Y (add blending)2 2 Hi-d O|0|X|2t
2tO0|E T o|O|X|7t ghitEl Zatolct,

|.
i
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6. =229 Oo|F=Y OHHHNH ASH =& X1, SIS Z
geometryPositionColor, geometryPositionNormal, geometryPositionNormalTexture= A}
olef T2 1M THEOA MM} FHZ HO2}. source code2l MALUS =ehst =2
E ot HHE Z0o| MIEstat (20F)

J2olo 1y
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