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1) CtS oMt 20| 3Xt3 S22 B P (x, y, 27t M L HFO = Jt= &M (P@) =
P+tl)2 BHO| & & S (Sx Sy, S2& UL BT 4 (NeP +d=0)Z 0|83
of t & Attstet a2la S & At S4E wE5teh (108)

s @ N e P+d =0

S=P+tL&NeS+d=0

N-(p+tL)+d =0

tN-L=—d—p-N
(_—(d+p-N)
 N-L
S:pJ{—(dﬂo N)}
N-L

2) glm:ortho(5, 10, 5, 10, 5, 10)2+ glm:frustum(5, 10, 5, 10, 5, 10)0] $-&3t= Projection
WHxd)= o2t ™M Z0| S EY A (108)
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3) CH20A R1 Zt R2 lE Ato| XIO|E AtA|S| HHSI2t ZEQ HAANE ME
stat (10%)

Camera cameral(FLY);

void display(void)

{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
spMain.useProgram();
View = cameral.lookAt(gim::vec3(0, 0, 10), glm:eye(0, 0, 0), glm:vec3(0, 1, 0));
spMain.setUniform("gView”, View);
World = glm::mat4(1.0f);
drawTeapot();
glm:mat4 Ry = glm:rotate(glm::mat4(1.0f), M_PI1/2.0, glm::vec3(0, 1, 0));
glm:mat4 Rx = glm:rotate(glm:: mat4(1.0f), M_P1/2.0, glm::vec3(1, 0, 0));
glm:mat4 Rz = glm::rotate(glm::mat4(1.0f), M_P1/2.0, gim::vec3(0, 0, 1));
glm:mat4 R1 = Rz * Rx * Ry;
World = glm::translate(glm::mat4(1.0f), glm::vec3(-2.5f, 0, 0)) * R;
spMain.setUniform(“gModel”, World);
drawTeapot();
glm::mat4 R2 = glm::yawPitchRoll(M_P1/2, M_PI/2, M_P1/2);
World = glm::translate(glm::mat4(1.0f), glm::vec3(2.5f, 0, 0)) * R

spMain.setUniform(“gModel”, World);

drawTeapot();

glutSwapBuffers();

!

// (1) &F (XEM)2 World Coordinate System= SH2E 3|Hst= W4
glm:mat4 Ry = glm:rotate(glm::mat4(1), M_PI/2, glm::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|H = FHXIe| U= WCSe| z- (FHEX HEl= wWese| y+)
// WCS2| 90k F7} pitch 2|H T FHXe| A& y+ (FHX HEl= wCse| z+)
// WCS2| 90k F7} roll 2| F FHXIQ| AF= wcese| x- (FHA HE[= wese| z+)

// (2) LEZE (LEHM)2 Local Coordinate System= FMO 2 $|HSIE 4
YPR = glm:yawPitchRoll(M_P1/2, M_PI/2, M_P1/2);
// LCS8| 90k yaw (FHA ME|) 2|1 2 FHXQ| YF= WCS| z- (LCSO| x+

(=)

=2 Wese| z-%)

=}
// LCS2| 90&= F7} pitch (FHXL ) 3™ T FHXL| U E z- (FHX HElE= WCS2| x+)
// LCS2| 90%= F7t roll | (FHXL ) 2 T FHXL| YFE x+ (FHX} HEl= wese| z+)
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2. Ch22 =Fof| et otzjel HEO EIHAL. (30F)

1)

2)

3)

4)

5)

m—1

[ =Kl + ) fore @ KalaN - L) + KoL (Re V)"

m—1

I=Kaly ) fuee@{KalaV L) + KLV - H)™ )

i=o0

T 7tx| FEjo| XH xF 2H ZA M HHE HE (Lambert's Law)E BN F =
222 d&95| M=6tEL (53)
HHE FALQl HAI2 LBHAL (diffuse reflection)O|A THO| E17|7} QUALZE (&, Hel HEQ
N = el Af0|7* o| TALQIOf HH|Y TS Yote= 740|Ef. Z, HO| M Qe ko et XS
X I M35t LTS Fog * O'Ef
XHIAO|ME cosThetas HAHIE 1 )b SRME (L 7+o| '—HI% 5 HIEZtol YAtZel =
A1} H| 2|8, diffuse reflectionto] 01|A1 AHZEICH (
flo] H™ = DE ZAMoAM FIHEH0|AM HiZtE = ko] 2oz TS e
H-E RF HAESIEL (53)
Z Y =8 ZEOoM FHutAL BHE (specular reflection)2 ZHH[2te] A|FO| w2t HHRA E.
el SAM R« V)" 2 (H « N)™
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At (ambient reflection)

HHYEAL (reflection) WlE|, & HYtAl SE0| YA BME HHAA| 7| = WFE FAOR
LIEFLHEE. (57)

R=2(L « N)N-L

Sphere?| slice®@t stackl| 7|+ 167HE WS H 2} 2567 E %S I Gouraud
Shading1l Phong Shading= Al‘%?;'!; uf Xto|™S HHSIEL 47X ZF MAAED

3} (wireframe mode?} solid drawing mode E-r)J"-l' Ac 9| AHo|dE EOofEZtl (107)
Gouraud shading2 23 smooth shading2tl= 2|0, Z2[22| 2 FHEl M2 linear
|nterpolat|on0f04 HEE FEA EZtsts 9Alo|Ct Per-vertex shading) X*X*OHH
lighting®l4t0| &l Gouraud shading2 Sphere (slice=stack=16)0 At&3HZ Al XM= &
HRAHESO| T|X| ALt BHH Sphere (slice=tack=256)E AFE3HS Al Sphere
(slice=stack=16)1t HIIﬂ_o}O4 T O REED XtHAD 2 HYO0| EHO| ELf

Phong shading2 (Gouraud shadingO| H&2| M2 0|83t LEE HZtst= HHH) Z2|29
2t FHEO| normalg 7HA[1 F2|& ROl 2t HADOICH normalO] EZHE|O specular
reflectionO] L& d=tStA LIEILEA St 2AIO|CH (Per-pixel shading)

pixel Of| Af IightingEﬁOI Zl Phong shading2 Sphere (slice=stack=16)01 AF&H 2 Al FHQ
HMMEE E7t29 2 M Gouraud shadingdt H|WSH] HO2 & HAEHZS (F 4
AoiAa dHEY BH) & 5= UL} Sphere (slice=tack=256)E A2 Al Sphere
(slice=stack=16)2 H|wstY ZFL L2 dHE HIS & = ULCL
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3. Ct2 OpenGL HlAKX OfH(Texture Mapping)it 3T (Blending) B &0 Edl2t. (40H)

1) Texture Mapping2| Two-part mappingS XtM|5] A{=3tat. (5H)
Texture mapping?2| 7|2 Two-part mapping2 2 $tC},
1. HAX O|0jX|E HX F(sphere), ¥7|S(cylinder), YL H(cube)@t 22 ZHEtst 3XH Of 7Y

s ERO| HANE WEBICH

2. FHRM 0fE(second mapping)2 St X (intermediate object) &2 EIAK 7S A=
HEX (actual object)0 WESH= A2, 7 HREHOZREHC| HM AL, 4K BEHS

ZRHO gM A, AN SHZREHO HEH AME 40| ULt

2) ot aat Zo| LEILIEE QuadOf texture coordinate (HAX Z}E)Ql texture wrapping
WA S X"t REQt MW HAE RS2 (107)

Quad (-1,-1,0), (1,-1,0), (1,1,0), (-1, 1, )0l HA2H ZE= (-1, -1), @, -1), 2 3), (-1, 3)E AFE.

EE GLREPEAT= ElAX ZtETL [0, 118 EAE O HAKE dhg ALE.

&7t GL_MIRRORED_REPEATE ElAK ZtEZE [0, 118 HAE I HBAME UHAISIHAM BHE ALS.

2% GLCLAMP_TO_EDGE= HAX ZE7t [0, 1€ NS W HA™ME O 0l 12X 8.

il gl e R T

e G- @ | | - &
Go o G D G D =

—_

3) CH2 H2X 0j8 IEo FMZ o2t orgfel AE=oM =y, =2, YW TEQ} HE 7
22 25 FopM Hojah i, 4, YY WEol AIH HE{Y(NEAREST)L MY EEY
(LINEAR)E ArEA| XtO|E S XtMIS] M=dtet (53H)
bool Texture2D::load(const char * filename, bool mipmaps) {
GLsizei xdim2,ydim2;
GLenum type;
unsigned char *imgPtr;
// load the original image
imageData = simage_read_image(filename, &width, &height, &numComponents);
if (!imageData) {
printf("ERROR: %s is NOT loaded\n", filename);
return false;
}
//
xdim2 = 1;
while (xdim2 <= width) xdim2 *= 2;

xdim2 /= 2;
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ydim2 = 1;
while (ydim2 <= height) ydim2 *= 2;
ydim2 /= 2;
// rescale the image
if ((width != xdim2) || (height != ydim2)) {
rescaledImageData = simage_resize(imageData, width, height,

numComponents, xdim2, ydim2);

imgPtr rescaledImageData;

}
else imgPtr = imageData;
// set image type by numComponents

if (numComponents == 4) type = GL_RGBA;

else if (numComponents == 3) type = GL_RGB;
else if (numComponents == 2) type = GL_LUMINANCE_ALPHA;
else if (numComponents == 1) type = GL_LUMINANCE;

// create and initialize a texture object

if (uiTexture == @) glGenTextures(1l, &uiTexture);

glBindTexture(GL_TEXTURE_2D, uiTexture);

// define texture

glTexImage2D(GL_TEXTURE_2D, @, (GLint) type, xdim2, ydim2, @, type,

GL_UNSIGNED_BYTE, imgPtr);

if (mipmaps) glGenerateMipmap(GL_TEXTURE_2D);

// set magnification & minification & mipmap filter

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MAG_FILTER, magFilter);

glTexParameteri(GL_TEXTURE_2D,GL_TEXTURE_MIN FILTER, minFilter);

if (minFilter == GL_LINEAR_MIPMAP_NEAREST || minFilter ==

GL_LINEAR_MIPMAP_LINEAR) {

glGenerateMipmap(GL_TEXTURE_2D); // generate mipmip
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_BASE_LEVEL, @);
glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAX_LEVEL, 4);

}

// set wrapping filter

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, wrapS);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, wrapT);

if (wrapS == GL_CLAMP_TO BORDER || wrapT == GL_CLAMP_TO_BORDER) {
const GLfloat borderColor[] = { 1.ef, 1.0f, 1.0f, 1.0f };
glTexParameterfv(GL_TEXTURE_2D, GL_TEXTURE_BORDER_COLOR,

borderColor);
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glBindTexture(GL_TEXTURE_2D, 0);
// create and initialize a sampler object
if (uiSampler == 0)
glGenSamplers(1, &uiSampler);
// set magnification & minification & mipmap filter
glSamplerParameteri(uiSampler, GL_TEXTURE_MAG_FILTER , magFilter);
glSamplerParameteri(uiSampler, GL_TEXTURE_MIN_FILTER , minFilter);
glSamplerParameterf(uiSampler, GL_TEXTURE_MAX_ANISOTROPY_EXT, 16.0f);
// set wrapping filter
glSamplerParameteri(uiSampler, GL_TEXTURE_WRAP_S, wrapS);
glSamplerParameteri(uiSampler, GL_TEXTURE_WRAP_T, wrapT);
if (wrapS == GL_CLAMP_TO BORDER || wrapT == GL_CLAMP_TO_BORDER) {
const GLfloat borderColor[] = { 1.ef, 1.0f, 1.0f, 1.0f };
glSamplerParameterfv(uiSampler, GL_TEXTURE_BORDER_COLOR,
borderColor);

}

return true;

}

S EHE QL SATHO| ZQE MEZ 240l %2 ZEZ (GLNEAREST) AFESHH 0 Y20
H(aliasing) X7t &4t

S EEQ SATH| 228 Z2HEY o4 EAdol 0| Zast 8 159 7t5 ErdS A
8%t M4 EHE (GLLINEAR)E ALESHE 0|0 Z2XHE E0 =

HHEHE Yo HAaEH 7|0 HY HANE MPoto, A2 Ao HANY BIS o Al
Bt ZME E0F= EHY

28 HiFstHoM F 7He| AKX ofo[x|(H= ofn|Xx|et 2to|EY O|O|X))E HMM m

ulti-

texturing & O, gIBlendFunc(GL_ZERO, GL_ONE), glIBlendFunc(GL_ONE, GL_ONE),
glBlendFunc(GL_ZERO, GL _SRC_COLOR), glBlendFunc(GL_ SRC_COLOR, GL_DST _COLOR),

glBlendFunc(GL_ZERO, GL_ONE_MINUS_SRC_COLOR) £#ld & ZtZt fAQX| J

D XiHs| MEslar Acet M3 HAIE MRS (108)

glBlendFunc(GL_ZERO, GL_ONE) £l d8t+= 0*Cs + 1*Cd = Cd & Hi& O|0|X|7} 1247,

glBlendFunc(GL_ONE, GL_ ONE) =dldg+= 1*Cs + 1*Cd = Cs + Cd HH =L

blending)2 2 HiZ& O[O|X|2} 2t0|E B O|0|X|7} ghatEl At

glBlendFunc(GL_ZERO, GL_SRC_COLOR) = dg+= 0*Cs + Cs*Cd = Cs*Cd =48 =2

(modulate blending) 22 H{Z 0O|0|X|Q} 2t0|E @ O|O|X|7} gtitzl ALt
glBlendFunc(GL_SRC_COLOR, GL_DST_COLOR) dldgt+&= Cs*Cs + Cd*Cd HAC = HiZ
X|Qt 2tO|E ® O|O|X|7F ghikEl ALt

glBlendFunc(GL_ZERO, GL_ONE_MINUS_SRC_COLOR) =&ldgts&= 0*Cs + (1-Cs)*Cd Al
= 2IO|EY O|0|X|E BFHAIANM ghd

(=]
AlS

o=z
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5) Cylinder(slice=16)E Al&5t0%{ geometryPositionColor, geometryPositionNormal,
geometryPositionNormalTexture WA X}0|HE 4HHol2l. CylinderE TS
de2|n 1 ffol ™2t position (HH)It normal (HMHE)Il texture coordinate
(H2M =) A4S #AISEE]L (10F)

geometryPositionColor 412 2t HAOICH & (vertex position)at M(color)2 AtESH 12|,
ZEglo| HEg st Moz T8E.

geometryPositionNormal #4Al2  ZF FHEOICH & (vertex position)2t B E (normal)E
A+E310] 12|, Lighting I Material& AF&5t0{, O Mol SHO| LIEILIA 12{E.
geometryPositionNormalTexturee= 2f FEOCH 7™ (vertex position)dt & MH E (normal)2t
Bl AXEHH (texture coordinate)E ARSI 2|0, LightingDt Material®t TextureE AHESH0]
ol M SHar HAXTE LIENLA 28 F.

4. =029 Oo|FEE AN ASH Z=& 7KXln, SEHol®)E Z%
( ' )

o B |
geometryPositionColor, geometryPositionNormal, geometryPositionNormalTexture2 ALE
5j0] ZE1WS BrEOIM NI} SIHS HOi2t source code®t MUTMAS Est T2

E oY MHE &0l MEdtat (20F)

m
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