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Curves and Surfaces

1. mvualddusaadulds (curve segment) Sgumiasit

o) =[x y@) 1] 0<=t <=1

nawnasdulasse il
0,(H=[F-2t-1 2F +1]
00 =[-2F +1¢ F-t]
() =[-+1-2 t-1]
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wmihawanfuldslafnamaninthindenuld  waziladenuuiiacianudaiiias
(Continuity) uuula (10 azuuw)
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2. \iulds Be'zier 2 \du udazLduilya control point A3tk

WuR 11 P1=(120), P2=(1,40), P3=(3,2.0), Uas P4 = (4,5,0)
Wufl 2 P1=(3,00), P2=(1,00), P3=(250), uas P4 = (1,4,0)

wRgaliuduldmasasiidanu (5 azuun)



Light and Color

'3 L) . = I o &
3. fmualid Hue Saturation uaz Value 1umm§1ua HSV 1duaai

H =90
S = 100%
V = 50%

Wi dnfisuriluanasgu RGB dmualissiluly duessi R G usz B fie
0-255 (5 azluuw)



Visible Surface Determination

4. walan1Ivin Hidden Surface ﬁax‘liﬁ’ld JBouifisuanuaanse uazanumInzaulums
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2. anudolumadsuldsunsy
3. emugnaaslumarau
4. anummnzsufiesth ldahadiwissanfaus
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Hlumination
5. 38FUNLANNN LB Global lllumination LLG:G%U’]Uﬁx‘!ﬂ']’\&lLLﬂﬂGi’NiZ“’j’N Global
L a 3 : , . 4 9o < .
Nlumination NULUUINRBINTIRBIRI (Humination Model) #9173 a9aUsznay wuAe Ambient

Reflection, Diffuse Reflection LLaz Specular Reflection (10 azlLuib)



6. WHWIMMIANUTULEINFEZTaU0aNIINGIUNUS (2,2,2) maogﬂv\mumﬁuw‘fmﬁﬁnmas‘efsmn
(Normal Vector) [1,0,1] imwualiunasinifiaussiduuuy Point Source a;jﬁ@'immﬂo (3,4,5) wazil
AUTUURI 20 W/m” uastimualddrainuiiuuas Ambient Light Sifwriniu 5 Wim® uas
Qmauﬁﬁmsazﬁauummaagﬂﬂmumﬁuuﬁmtﬂuﬁﬁ:

Ka = 0.2, Kd = 0.8, Ks =0.0 (10 azUBW)
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Ray Tracing and Radiosity

7. 98B1NuBANMIVeY Ray tracing Uas Radiosity uaziUSeuifisuansuzsasnmwildannnizas
3% (8 AzUUw)



OpenGL
8. Waritu OpenGL Aduiludaslslunsvii Lighting Hezlnie Wuaasmettemslfnuuazdrauns
BonldvaudazWaridu (10 azuuw)



9. s liiWaridu DrawArrow(float x, float y, float z) WiRarfduRdagUgnasTIAANENT 1 wmie

U B (x,y,2) Fneenai DrawAmow(0,0,0) axilun1sanagnasiian (0,0,0) Aag asaufimdnin 2

fRweegnas (azdsnguussuanana) udsannilatinunisulaanwinaldgaviarifuaes OpenGL Tu

wraznsolsasalll (12 Azuuw)
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giMatrixMode(GL_MODELVIEW);
glLoadldentity();

glLookAt(0,0,-10, 0,0,-11, 0,1,0);

DrawArrow(0,0,0);

glMatrixMode(GL_MODELVIEW);
glLoadldentity();
glLookAt(0,0,10, 0,0,-10, 1,0,0);
DrawArrow(0,0,0);
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gMatrixMode(GL_MODELVIEW);
glLoad!dentity();

v

glLookAt(0,0, 0, 0,0,-1, 0,1,0);
glTranslatef(1,1,-2);
DrawArrow(0,0,0);

g/MatrixMode(GL_MODELVIEW);
glload!dentity();
glLookAt(0,0, 0, 0,0,-1. 1,1,0);

v

giRotatef (30, 1,0,0);
DrawArrow(1,0,0);
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