VAN RIVIIRATUNS

AMLIAINIINAIRAS AMAITIIAINITINABNAILADS

MIRaUUMLNIANNIANEIN 1 Uszd1n3finn 2546
Fufl 10 ganau 2546 1781 9.00-12.00 %.
J91 240-422 AauRaasnNWANT #oIRaU A401
ANFI

® JamraUANINNG 10 Ta 10 Wi 1ﬁﬁ1nﬂ°ﬁa AZLUULAN 80 ATUUYL
o liaugraliiiaIasfanauszianasla g dhasway

v o U dd‘ U 1 Qldq’ dl U L v U
o I¥aaudiouadludazay  winininekineldltnunarunasvestasoula

o aunnaliltausalumaidaseyld



Curves and Surfaces

1. Awasanduldedaludl
x(t) = (2t +2, £ -2 +t) waz y(t) = (£ + 1, {)
duldansmasfienulugag 0<=t <=1 uwazdaniniag x(1) AU y(0) mﬁg@nﬁ’j%ﬁﬂﬁqﬁmauﬁﬁ

(A 1 _—
ANUADLUBILUY C continuity (6 ATLWY)



2. 19U 1 Be'zier basis matrix Aa

S O O =

fiwual#aa Control point 113 4 A8
P1=(1,2,0), P2=(1,4,0), P3=(45,0), uaz P4 = (3,2,0)
WRLAAT Be'zier curve ‘ﬁ t=0.0, t=0.2, t=0.4, t=0.6, t=0.8, L8z t=1.0 (10 aLLibi)



Light and Color

3. rwualien Hue Saturation ua Value Tusnasgiud HSV iflusail
H=0°
S =50%
V = 100%

sfwmmadNfsuriluanesgin RGB fwualzrenidulylduesd R G usz B @a
0-255 (6 AZUWW)



Visible Surface Determination

4. 2385UNIMENNTVBININ Hidden Surface da'luil wianuanyanesvadudazis wianunen
289U TNaY (10 AZLLW)
)  Back Face Removal
)  Z-Buffer
)  Painter Algorithm



lllumination
5. aBLUAMANLATILEILUY Ambient LU Diffuse LazLUL Specular Widuuanawlsni

wa@iammzﬁauuuﬂﬁ@qmammmmﬁ (10 AZLU)



Shading
6. dwmnLInaaiasain (Normal vector) o 3@ P2 Bas3uaunanufidanyunisuasis (5
AL

P1=(0,0,0), P2=(3,1-1), uaz P3=(2272)



7. mﬂﬁagaelwﬁa 6. tilunasiuilausiuuy Diffuse agfidunia (0,4,0) ILFAIRUANTA LT

sl,umiﬁwmmmmwmﬁuLmﬁazazﬁauaanmmﬂg@ P2 (7 Azlwn)

Ray Tracing and Radiosity

8.  298BLNYWANNNIVAY Ray tracing Laz Radiosity Wiaunignala81913znay (10 Aziisn)



Texture Mapping
a s . v fl v { a & { o
9. WaTULRAaNNIIVBY Texture mapping LLazﬂﬂmamowamaLﬁmﬁmﬁ]mmmﬁammmam

MWNMANFNANNI¥N Texture mapping (6 AL

OpenGL
10. aauannivaINasTu OpenGL da'luil (10 azuun)
glColor4f()



glLoadldentity()
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