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Curves and Surfaces

1. fwuald Q) =[x(®) y©)] Judwmvaaudulds (curve segment) lae 0<= ¢ <=1
dudulds i) =[~+1  t+1]uandulds Q)0 =[7F +4t+2 2t+ 2]
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Light and Color

2. fwmuad1d anasgu RGB lan R=140, G=180, B=80 lavatjlut9szwing 0-255

MUIWAAT Hue Saturation Uaz Value 1umm§m§ HSV (5 AZUUW)
3. 8TUNenannITas Halftone Approximation wiaunamyuinluldau (5 AZUUW)
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Visible Surface Determination
4. 990BNEMENMTVE9 Hidden Surface vasitea Uil
-Back Face Removal
- Z-Buffer
- Scan-Line Algorithm
- Painter’s Algorithm
wiaunaSsuiisuanuamansa vasusaritluudvas
- anugndaslumatinm
- amamanzanfanh ldshaluiseseiouns

- aAnuFRuIRsmiieaN (10 AEUUW)
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llflumination

5. BFLNUANWIULUATANULANGIITAY Global lllumination ez Non-Global lllumination (4 AZUWUW)
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6. BPUNLAMUINUS Ambient Reflection, Diffuse Reflection uaz Specular Reflection wazaaudsning

damIazanuuinInnIa U (6 AZLUW)
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7. WUHNIN

A4 a d «q & a o

fiyanudia P(1,-1,0), Q2.1,-1) uaz R(-1,1,2) iluiufivesgdmumdsuluszuuma
aa Vo A & . v A o y v 2 '
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aafl
Ka = 0.3, Kd =0.7, Ks = 0.0 (10 AzLKH)
7.1 RMINaaTasan (Normat Vector) ﬁfgﬂ P (3 AzZUU)

7.2 wihwwmenutuuashaziaueanize P (7 AZUUK)
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Ray Tracing and Radiosity
8. WaBUWNANNTVEY Backward Ray Tracing uWas Forward Ray Tracing waziSouiputad
W =
WRZTDLRE (5 AZUUW)
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OpenGL

[ o o ' & o A o
9. IMHAAWTVIAFI OpenGL daluil lasnanaawif leasluununsw

glBegin(GL_TRIANGLE_STRIP);
glVertex2f(-1.0f, -1.0f);
glVertex2f(-2.0f, 4.0f);
glVertex2f(3.0f, -4.0f);
glVertex2f(3.0f, 5.0f);
glEnd();

giBegin(GL_QUADS);
glVertex2f(-4.0f, 1.0f);
glVertex2f(-3.0f, 4.0f);
glVertex2f(1.0f, 2.0f);
glVertex2f(0.0f, -1.0f);
glVertex2f(-2.0f, 2.0f);
glVertex2f(3.0f, 3.0f);
glVertex2f(4.0f, -3.0f);
glVertex2f(-4.0f, -2.0f);

glEnd();
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10.  nngthduiuingirmwaniiouszen 1 wihe asgusuny x Jayanside (-1,0,0),
° v € o & € o g a d, '
(-2,0,0), (-1,1,0)(-2,1,0) finual¥WariTu Drawpolygon( ) tHunsnguaNuHING WU

AInaI3Y INANIANINIBUFAINAMNUANRI OpenGL Mg ude (10 AZULUB)
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VDUAAIND
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glMatrixMode(GL_MODELVIEW);

glLoadldentity();
gluLookAt(0,0,5, -1,0,0, 0,1,0);

Drawpolygon( );
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DUAAIND

glMatrixMode(GL_MODELVIEW); A
glLoadldentity();
gluLookAt(-5,0,5, 0,0,0, 0,1,0);

glScalef(2,3,1);

Drawpolygon( );
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glMatrixMode(GL_MODELVIEW);
glLoadldentity();

gluLookAt(2,0, 7, -2,0,0, 1,0,0);
glTranslatef(1,1,-2);

Drawpolygon( );

glMatrixMode(GL_MODELVIEW);
glLoadldentity();

gluLookAt(0,0, 7, -2,1,0, 1,0,0);
glRotatef (45, 0,1,0);

Drawpolygon( );
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