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Curves and Surfaces
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1.3
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fnuali
A -1 3 -3 1
P 3 -6 3 O
Gy =’ T =[t* * ¢ 1] My =
P, 33 0 0
P, 1 0 0 0

\uld9 Be'zier ﬁ’?ﬂ control point ﬁdﬁ
P1=(1,3,0), P2=(286,0), P3=(570) un:P4=(640)
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Light and Color
- PR &

3. maﬁmnmm%mumaamma'lﬂu (10 AzUUU)
3.1 Achromatic light (1 AZLUR)
3.2 CEl Chrometicity Diagarm (1 fzLw)
3.3 Hue (1 AZLUW)
3.4 Saturation {1 fzuu)
3.5 Value (1 AzLUU)
3.6 Halftone Approximation (5 AzLu)
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Visible Surface Determination
4. UBFaufisusanmImausazdeddaifavanisii Hidden Surface uuy Z-Buffer

uaz Painter's Algorithm 819821080 (10 AEUUU)
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INlumination

5. naudnuds (Ui (10 AZUUW)
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5.1 unasffiousd (Light Source) indszinnazlsthednaanununonsazszinn
(4 fazuuw)
52 a‘ﬁmzm’nmmn@hwaam‘iaxﬁauuuﬁﬁﬂq'uaaumuuu Ambient Reflection NU Diffuse
Reflection {6 PELWW)
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a a4 & o o I s o =, .
i ‘ﬁumﬂmaﬂuugﬂguﬁa A(2,1,0), B(5,2,0), C(5,1,4) uaz D(1,1,3) Dunasinfiausniluuuy Point
i o ' = - 3 % - . [
Source B (4,10,2) fiaanduuss 35 Wim’ wasdna g uuad Ambient Light tvindiu 15

2 » & a
Wim ﬂmﬂuﬂ‘anqiagﬂauLLﬂﬂ’ﬂadwquﬁa Ka =04, Kd = 0.5, Ks =0.0

(15 AzUuM)
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6.1 WAATWIBUUTINEZVIOUBONNAN B LKAIIINURILLIY Ambient light Llas Specular Reflection

(5 AELUW)

W { a A P . .
6.2 mmmwmmaaﬂa:ﬂauaarmiim B Lu899nDiffuse reflection (10 AzLLWW)
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Ray Tracing and Radiosity

7. 238BUNUWANMT Ray Tracing uasid3suiinutaduazdaifuny Radiosity (10 AZUUU)
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81  manadnivaedF OpenGL daluil luaanmuaaina (4 AZILUW)
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Y

glBegin (GL_LINE_LOOPY);
glVertex2f(-1.00f, 0.75f);
glVertex2f(1.0f, 0.75f);
glVertex2f(-1.0f, 0.25f);
glVertex2f(1.0f, 0.25f),

glEnd();

glBegin (GL_POLYGON); Y
glVertex2f(-0.5f, 0.5f);
glVertex2f(-0.5f, -0.5f);
glVertex2{(0.5f, -0.5f);
glVertex2f(0.5f, 0.5f);

glEnd()

A 4

'
o_

nesalumsaey Tnydudife dsuanluseinigaie uasWomsiSou 1 manisfnu .
1

ISR




8.2

ARBIHIA 2 X 1 x1 yuhunlavasnassateghys A(1,0,0) B(3,0,0) C(1,1,0} D(3,1,0) E(3,1,-1)
F(1,1,-1) G(3,0,-1) H(1,0,-1) tasHIAHu SHOW () 1¥1aninay0anass 1M INaantuaIfa

. a o
OpenGL siallil Inaannuaaina (6 ATUUW)

giMatrixMode(GL_MODELVIEWY);
glLoadldentity();

giScalef(1.0f, 2.0f, 1.0f),
glTranslatef(-3.0f, 0.0f, 0.0f);

gluLookAt({1,0,3, 0,0,0, 0,1,0);
SHOW()

v

gIMatrixMode(GL_MODELVIEW);
glLoadldentity();
giTranslatef(-2.0f, 1.0f, 0.0f);
glScalef(2.0f, 1.0f, 1.0

glulLookAt(2,2,3,0,1,0,0,1,0);
SHOW()
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giMatrixMode(GL_MODELVIEW);
glLoadldentity();

glRotatef(45.0f, 0.0f, 1.0f, 0.0f);
glScalef(1.0f, 0.5%, 1.0f);
gluLookAt(0,0,3, 0,0,0, 0,-1,0);

SHOW(}
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