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3) OpenGLOA 7|2 7iHI2t(default camera)Of|l CHSIO] ZHEHS| M=dtze). (573)

OlpenGLOHA‘I 7|2 Zto2hk= Worldol M 27T, 0, 0)0 fIX|SHD, -zo| Yo 2 &3}
UCEH A= Z7HS 2x2x2 YK 2| viewing volumeS A2 SHCE

4) glutDisplayFunc()2} glutRedisplay() &7} FAQUX| ZITHS| A =3dtEt. (5H)

glutDisplay()£ display callback &+E
b= g50|H, A2|7|E Fdtct &2
gt==0|C},

glutRedisplay()= =7t ME J2{X0f & HQ7t e F20| =AM ALESHCH
Display callback &5 AT = ESH= AEL} glutRedisplay() &2 AHESL0] display
callbackO| CA| 2[7|E X|A[Sh= HAO|Ct O|& S0 7[E2EL} OfA OHIEES
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5) Modern OpenGL YA S 517| I8 A8} Vertex Array Object (VAO), Vertex
Buffer Object (VBO), Index Buffer Object (IBO)O| F21QIX| ZiEts IJ“E1 Fstat. (58)

VAO (Vertex Array Object) - 2& EEAX=E(F, position, color, ..)& StLE FOIF. &
& OtLIS| Mesh (5, 7|5HAX|)OICE StLES| VAOE AL8Y™. & ﬂ tel VAOQIOl= StLt
= oy el vBOZH EXE.

VBO (Vertex Buffer Object) - H™EXIZ(F, position, color, normal, s3)2| HIO[HE X
Ml oza) M, (182 ARE GPUN BUZ 4 S

IBO (Index Buffer Object) - A= AX=(F, | index) HO|EHE MZESH= HI

E 2 (3x3 matrix)0f] 23t 2xo|Ct. ot2lje] EL0f Tatat. (ZF 5™ = 25
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3) #1(2.2)2| ojEl st AH MS
= St WAHEo| o= HAES| msiEl. HHQ =Ho| =Aof Fog A. offis
GLM translate, rotate, scale HE &+2| AI8HS EOEI-’F-I:I-,

M translate(0] ), rotate(il’.‘;'), scale(27]) S9| 7|

glm::mat4 M1 = glm::translate(gim::mat4(1), gim::vec3(dx, dy, dz));
glm::mat4 M2 = glm::rotate(gim::mat4(1), gim::radian(angle), glm::vec3(ax, ay, az));
glm::mat4 M3 = glm::scale(gim::mat4(1), gim::vec3(sx, sy, sz));

glm:'mat4§1 = glm::rotate(gim::mat4(1), glm::radian(-45), glm::vec3(0, 0, 1)); // z-
-45% 3| %

glm::mat4 S = gim::scale(glm::mat4(1), gim::vec3(1, -1, 1)); // x-= HEA}

glm::mat4 R2 = glm::rotate(glm::mat4(1), gim: radlan(45) gim: ve03(0 0, 1)); Il z-=
45% 3|4

glm::mat4 T = glm::translate(glm::mat4(1), gim::vec3(2, -2, 0)); // °]&

gm:mat4 M =T*R2 *S * R1
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3. CI22 33X SZUoAM Uole| = (arbitrary axis) (1, 1, 0)0 CHSt 45= Ztx= 2|H
Rotation VectorS A|4tst= 1pdo|cCt. otzje] Mo Thsiet. (Z+ 3F = 18%)

1) 9|9 = a(1, 1, 0)E Hqnslst 2 2 il

3/7




gty SEAFEHFTE AFEH 22 FHIAL (20163 7HEE7]) 201613 102 289 F8Y
Stk shH ol &

2) aet ™A™ X@3, 3, -1)Zte| 2|X(cross product) wE |4ttt

W=2xX-= (%,%,ij(&&—ﬂz (—%,%,0]

3) B X3, 3, -10] 20 Y HWE X, E ALttt

X, =(@ex)7 = 3&(%%0} - (330)

4) 8™ X@3, 3,-1)0] a0 += HE X, & Adote)

X =x-(3ex)a=(33-1-(330)=(00-1

5) WIE| X, 7} 20 45E 3™ WE R(X,)E AHAHSIEL

R(x,) =coséx, +sindw
1 1 T 1
=—(00-1)+-—=(-—,—=0)
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6) dHE X3, 3,-1)0] elo| = a 0 45 2™t HE R(X)E ALSIEL

R(x) =Rx )+ Alx,)
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4. GL_LINES, GL_LINE_STRIP, GL_TRIANGLES, GL TRIANGLE_STRIP2 Al83}0], CI2 EHS
wireframe/fill 12|7] et HH S2AECEH QHA AL)E Hoj2l (Z 3™ & 127F)
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9 7 5 3 1
GL_LINES |GL_LINE_STRIP | GL_TRIANGLES | GL_TRIANGLE_STRIP

12 1 012 0
23 2 123 1
34 3 234 2
45 4 345 3
56 5 456 4
67 6 567 5
78 7 678 6
89 8 789 7
97 9 8
75 7 9
53 5
31 3
10 1
02 0
24 2
46 4
68 6
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5. L2 =30 ©otA 2. (2073)

1) SimpleCar 22i22| AEH HEH(hierachical transformation) =& 3Kt ZZHofA
Hest e 2 mASIEZL ESH 0] HEH HE XA M fIX|E EASHECLCE
(10H)

// SimpleCar .cpp
void SimpleCar::init()
{
geo[0] = Parallelepiped(gim::vec3(0, 0, 0), gim::vec3(1, 0, 0), gim::vec3(0, 0, 1), gim::vec3(0, 1, 0));
geo[0].setColor(glm::vec3(0, 1, 0)); // green parallelepiped
geo[1] = Torus(gim::vec3(0, 0, 0), 0.5, 0.1, 16, 16);
geo[1].setColor(gim::vec3(1, 1, 0)); // yellow torus
geo[2] = Torus(glm::vec3(0, 0, 0), 0.5, 0.1, 16, 16);
geo[2].setColor(gim::vec3(0, 0, 0)); // black torus
}

void SimpleCar::draw(Program* p, gim::mat4& projection, gim::mat4& view, gim::mat4& model)

{
p->useProgram();
p->setUniform("gProjection”, projection); bﬂdy

p->setUniform("gView", view);

mat4 mMatrix = model * scale(mat4(1), vec3(4, 2, 4)); 9 wheel
p->setUniform("gModel", mMatrix);

geo[0].draw(); // (1) lower body
mMatrix = model * translate(mat4(1), vec3(1, 2, 1)) * scale(mat4(1), vec3(2, 1, 2)); [ light
p->setUniform("gModel", mMatrix); 9
geo[0]->draw(); // (2) upper body

mMatrix = model * translate(mat4(1), vec3(4, 1, 1)) * rotate(mat4(1), M PI/2, vec3(0, 1, 0)) *
scale(mat4(1), vec3(0.5, 0.5, 2));

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

geo[1]->draw(); // (3) left head light

mMatrix = model * translate(mat4(1), vec3(4, 1, 3)) * rotate(mat4(1), M PI/2, vec3(0, 1, 0)) *
scale(mat4(1), vec3(0.5, 0.5, 2));

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

geo[1]->draw(); // (4) right head light

mMatrix = model * translate(mat4(1), vec3(1, 0, 0));

p->setUniform("gModel", mMatrix); © 20 131630 @, 2,0
geo[2]->draw(); // (5) left back wheel ’ ’(1 B INERE) re
mMatrix = model * translate(mat4(1), vec3(1, 0, 4)); L0020 @
p->setUniform("gModel", mMatrix);

4, 0,0)

geo[2]->draw(); // (6) right back wheel 0.24) r“* G 2
mMatrix = model * translate(mat4(1), vec3(3, 0, 0)); {0,
p->setUniform("gModel", mMatrix);

geo[2]->draw(); // (7) left front wheel

mMatrix = model * translate(mat4(1), vec3(3, 0, 4));

p->setUniform("gModel", mMatrix);
geo[2]->draw(); // (8) right front wheel

(0,0 4
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2) main.cpp O draw(B$0| 4 ZIE o2t Xt TN HES TR BA
Ch. 3 caro| F4 YIXE EASIZCH (10%)

/I main.cpp
void draw()

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );

/[ MVP matrix

Projection = glm::perspective(g_fovy, g_aspect, g_zNear, g_zFar);
View = glm::lookAt(g_eye, g_at, g_up);

spMain.useProgram();

spMain.setUniform("gProjection”, Projection);

spMain.setUniform("gView", View);

glm::mat4 R = gim::rotate(glm::mat4(1.0f), gim::radians(-90.0f), gim::vec3(0.0f, 1.0f, 0.0f));
World = R;
spMain.setUniform("gModel", World);

car->draw(&spMain, Projection, View, World); //(1)

glm::mat4 T2 = glm::translate(glm::mat4(1.0f), gim::vec3(5.0f, 0.0f, 0.0f));
World =T2 * R;
car->draw(&spMain, Projection, View, World); //(2)

i Geometry Primitives Transformation — m} s
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