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Vector Space — HIEH Z7t2 M==(scalar)@t | (vector)
e v = 7|HE (v1, v2, .. vn)
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Pinhole-Camera Modelll Synthetic- Camera Model0f| CHsH ZHT *'5| Mzstet o] £
7tH2} ZEOAM =H|(Object), O|0|X] HH(Image Plane), & & (Projection), 7|2t
&M (Center of Projection)2 dZo=Z '—fEH-H01 Hl i st2}, (5%)

Object (7H M= Gabdd ool 25Xt A Qo] S+ =X

Viewer (H#ZXih= =X 42 ddst=e EM. &, AaH 1 Hr—LloﬂA‘l 7t 2f.

Light (m°)._ WMt ZFAL7E UCH St 2t 0| QICHH M= {FAM A0
'—fEH—Ml X =L

Synthetic-Camera Model (3.:.“8 Ft[2t 2E#)2 Image Plane(B&H)0| Center of
Projection = C} 20| UL} QUZEA|ZIA|AEIO|L} El=Z7t0et2 @0l FA4HO| 7th el =
Ho| UM FHBO| M= ER7t FHHO O[O|X[7} M7|= A= €2 &0l O

[z &5 = ZHOIL.
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Modern OpenGL (OpenGL 3.x)2| Programmable Graphics Pipeline®|Ao] At&3st=

Vertex Shader?t Fragment ShaderE M3Hd|2t. (5H)

Application GPU Data Flow Framebuffer

Vertices Vertices Fragments Pixels

Verex ) Fragment
Processing Raskerzeg Processing ‘

Vertex Fragment
Shader Shader
==

Programmable Graphics Pipeline2 1t7{ 17 JdeffA dHE DHO|Z2lQl2 AL8E
Al 275 SIRIE CHYoh HAIZH dEE 202 HE 7ts2. OpenGLOIAM 7”X1|§ Z|
S = YHIHO| O|0|X|2 HESH=0 U0 A,
Vertex shader= dHol HEE oM O& =9  Model-View-Projection
Transformation, Morphing, Wave motion, Fractals, EE= lighting2} F&1} &= £
S HHYA, Af2E E x—io]g HMEEZ MM =CH

Fragment shader= Texture mapping, Per-fragment Ilghtlng of 22 FHEAN Aol
Fragment@t ZHHE £Hd5 HFD =T HE O|0[X], = ZUHHE d-ds =Cf
Modern OpenGL HEZ S 517| I Al8Sl= Vertex Array

blject (VAO), Vertex

o
Buffer Object (VBO), Index Buffer Object (IBO)O| F21QIX| 7tets| MdHSt2)E (5H)

VAO (Vertex Array Object) - 2& EEXIE(F, position, color, ..)& StLE FOIF. &
£ SLtO| Mesh (5, 7|SI24H)OfCt BLto] VAOS AMEE Z, 3lLto| VAOQIO| & &iLt
EE= o 749 vBOZI EXfE.

VBO (Vertex Buffer Object) — & XtE(F, position, color, normal, 5&)2| HO|HE X
Yot= M2e| K. Ed%%t N2 E GPUO| ELfE = US.

IBO (Index Buffer Object) - QNHAXIZ(Z, EEH| index) HIO|EE X &dt= HI
CI2 OpenGLOAM &2t 27|E AF83510 AtZ™(Square)2 13 Ui, glDrawArrays

(GL TRIANGLES, 0, 6)Lt glDrawElements(GL TRIANGLES, 6, GL UNSIGNED INT, 0)=
Mg 4 ok ofzel d7e AIgsto] 0 £ 7X| wAlol Ko[He dHsfeL. (5%)

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

0 (-1, -1) 1&-D

glD aWArrays(GL TRIANGLES, 0, 6);= Vertex METIS ALE |l = 24
=, 47 H°| HE HEE 3744 2749 M7*°401| oot dEE|AE(F 67 AME5HY 1
2|

glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0);= Vertex2} Indexs SA[O]
ARSI 2|s urA
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|E{(Vector), H(Plane), &4 (Ray)0f 25t & ZO0|C}L (257)
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HIE (0, 3, -4)2 HE (4, -3, 0)2] L& (dot product)= T5IA| 2. (3F)
0*4 + 3*-3 + -1*0 = -9

HIE (0, 3, -4)2 HIE| (4, -3, 0)2] 2|X(dot product)= T5IA| 2. (3F)
(0*-3 - 4*3, -4*4 - 0*0, 0*-3 — 3*4) = (-12, -16, -12)

HIE v (4 3, -1)7 n (0, 1, 0)0]] HaS v| E AHLSIA. (37)
N _ (o0) 480 (0,10)

\ =
|| || F

:(0,1’0)(4*0+3:1+—1*0)

- (030)
ME v (4,3, -1)7k n (0, 1, 0)0fl X! v. E AL, 3H)
v =v-y =(43-0-(030)=(40-1)
EHy=0 ¢ mf Yo HH HE n2 FAUI? 3H)

n (0, 1, 0)

Q@ 1,-12 B y=02 HZE, 43,

o
—_

LI o = Helvl? 3H)
glm:zdot(Q, n) + d = 2*0 + 1*1 + (-1)*0 + 0 = 1 => HHO| HIZLZF
Q@ 1,-1)7I 8H y = 00M 7tE 7112 EHo| H2 FAQ7l? 37)

P=Q- (glm:dot(Q n) +d)n=(2,1,-1)-1(0, 1,0) = (2, 0, -1)

i v AE B0l Po=(0, 1, -2)0II'_ g2 u=(1, 1, NOICL. M vt BH y = 05
Sis me 2607l AN IEs RO @)

glm:dot(u, n) = 1*0 + 1*1 + 1*0 = 1
t = -(glm::dot(Py, n) + d) / glm::dot(u, n) = -(0*0 + 1*1 + -2*0 + 0) / 1 =
t<ODE 2M vZ7F HH x + 1 = 01} kL= ™2 QiCt.
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2SO0 W= 3K OHEl Hzh SHE (4x4 matrix) T, R, S& 7ot

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));

1 0 0 0 O -1 0 O -10 0 O
T:O1O1R:1OOOS:O1OO
O 0 10 O 0 10 O 0 1 0

0O 0 0 1 O 0 0 1 O 0 0 1

2) Ct3 3A+@l Offl Bzt HH (4x4 matrix) M12 T5t2t
gm:mat4 M1=T*R*S;

10 0 00 =1 0 OY-=1 0 O O
M_O1O11O O 00 10 O
"loo1o0foo 1to]o 010

O 00 1tA0O O 0O TAO O O 1

3) CtS GLM HZF $t7F Oh=0] L= 3Kt OfE 3t a3 (4x4 matrix) M2E T}2t

gim:mat4 M2=S*R*T,
-10 0 00 -1 0 O)1 O O O

M201OO}1OOOO1O1
O 01 0oJ0 O 1 0)J0O O 1 0
o 00 1tA0 O O 1TAO O O 1
0O 1 0 1

/1000

100 10
0 0 0 1
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2
2 6
010 0
yoo| 100
00 10
00 0 1
0 =10 0
w10 0
0 0 10
0 0 0 1
M3 * p1 (2, 2, 0) => (2, 2, 0) M4 * p1 (2, 2, 0) => (-2,
M3 * p2 (6, 2, 0) => (2, 6, 0) M4 * p2 (6, 2, 0) => (-2,
M3 * p3 (6, 6, 0) => (6, 6, 0) M4 * p3 (6, 6, 0) => (-6,

4. 82 Quad 22 RE LHo|ct 3 HI

void Quad::init() {

glm::vec3 left = glm::cross(n, up);

glm::vec3 uppercenter = ____ (up * height/2.0f) +p;__
glm::vec3 tl = uppercenter + (left * width/2.0f);_____
glm::vec3 tr=___ uppercenter - (left * width/2.0f);____
gim::vec3 bl = __ tl— (up * height);

gim::vec3 br=___ tr- (up * height);

/I face1

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

I &+ 4=

}

-2,0)
-6, 0)
-6, 0)

S MM, (107)

tr
uppercenter
tl ~ up
n [a,b,c]
p
left
br
bl
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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

/o '
- o

GL_TRIANGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN GL_POLYGON
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