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3D Viewing

1. lwszpufide 3 58§39 Q=(4, 6, 3) QnaEAWRLLIML (Parallel Projection) Aifliamisay
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Curves and Surfaces

2. fdwuald QO =[x() W] Dudmwandulds (curve segment) lap 0<=f <=1

Qiy=[7F-2t+1 £-27+1]

0,0 =[F+4 7]

Qs =[F+2  1+1]

00=[F+at 2]
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(Continuity) WUy C? win C' wazanmmszwing x(t) U y(t) (10 AztUW)

nsalumaany Tnviuide Yiusnluneininiia tazdnmsdon 1 mamsing



3. 1duldy Be'zier il3@ control point o]
P1=(020) P2=(050) P3=(3.60) uaz P4 =(220)

MuaW Be'zier basis matrix fia

-1 3 -3 1

3 -6 3 0
M,=

3 3 0 0

1 0 0 0
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Light and Color
4. 11 Hue Saturation ua Value Tuanasgiud HsV (fuesil
H=75", S = 100%, V = 75%
wiwamaaifeurilunesyw ReB Amualitrsidwluldvesdn R G uaz B fa 0255
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Visible Surface Determination

5. 23aTUNEMANMIVaS Hidden Surface 28300 11l Tmauanq@t@imm:qﬂﬁauw%’auﬁa
ONATBET
- Z-Buffer

- Scan-Line Algerithm

- Painter's Algorithm {10 pzuuu)
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Ilumination
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6. a]:.laﬁmUm'ummmm:ﬂmauﬁamamumnammmaaa’m (Nlumination Modelya1% 3

adnUsznay ii'uﬁa Ambient Reflection, Diffuse Reflection uax Specular Reflection (10 AZLUW)
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7. Andisumdsulusvuawiialnamaimomudausaufia PO =-6i+2j, OP = 2i+j+k uas 00 = -4i +
. e —_— | a & .. & ]
3j+k lapiiawaas OPuaz OQ fyaGudunaaiiia (originy 1w (0, 0, 0)  unasriullouaailn
. v o . a 2 ' 9 . .
WiY Point Source atindumits (4,1,8) danuduuas 15 Wim' uazdnnuiduyas Ambient Light
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Ka = 0.5, Kd = 0.8, Ks =00

7.1 wwwninieaiaeain (Normal Vector) ‘ﬁ'ilﬁl (0,0, 0) {3 AZKUW)

Py { a a
7.2 mmmmmm’mn?’mmﬁa:nauaannqm (0, 0, 0) (7 PISUHW)
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Ray Tracing and Radiosity
8.  298BUNunANNTIaY Radiosity WAt Ray Tracing wiauninmsifSuuifisusnuucrasmwiiie
PINTIFBIT (10 A=K}
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OpenGL

9. N3 Lighting leel3Weritu OpenGL axdasiinmsBunlidsmlatnlRugasitedwlaviaums

Sonldnu wazefuigaiunrune

10. Imaudanvaa U
10.1 WNAEWTVDIMFI OpenGL dalUil lusamwuanina

(5 AzLuwU)

(10 azLuw)
(2 ATILUW)

FOUARIND

glBegin (GL_LINES);
glVertex2f(-0.75f, -0.25f);
glVertex2f(0.75f, -0.25f);

glVertex2f(-0.75f, -0.75f);
glVertex2f(0.75f, -0.75f);
glEnd();
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10.2 gRuIARYUIA 1 Wiaw agiea (0,0,0) nasHandu Draw () duiandulumsnanaawagnnan

F9AR N1 JIMIHAaWTVRIAE OpenGL da Uil lusamwuaans (8 AIZLUW)
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IDUTAING

giMatrixMode(GL_MODELVIEWY;
glLoadldentity();

giTranslatef(2.0f, 0.0f, -4.0f);
gluLookAt(0,0,3, 0,0,0, 0,1,0);
Draw ()

v

oUAAING

giMatrixMode(GL_MODELVIEW);
glLoadldentity();

giTranslatef(1.0f, 0.0f, 0.0f);
giScalef(2.0f, 1.0f, 1.0f),
gluLookAt(2,2,3, 0,0,0, 0,1,0);
Draw ()
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glScalef(1.0f, 1.0f, 1.5f);
glRotatef(90.0f, 0.0f, 1.0f, 0.0f);
gluLookAt(5,5,0, 0,0,0, 1,0,0);
Draw ()
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giMatrixMode{GL_MODELVIEW);
glLoadidentity(};
giTranslatef(0.0f, 2.0f, 0.0f);
glScalef(1.0f, 0.5, 1.0f);
glRotatef{45.0f, 1.0f, 0.0f, 0.0f);
gluLookAt{0,0,3, 0,0,0. 0.-1,0;
Draw ()

glIMatrixMode(GL_MODELVIEWY),
glLoadldentity();
glTranslatef(0.0f, 0.0f, 0.0f);
glScalef(1.0f, 1.0f, 1.5f);
glRotatef(90.0f, 0.0f, 1.0f, 0.0f);
gluLookaAt{5,5,0, 0,0,0, 1,0,0);
Draw ()
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