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[CSE4170: 7|2 H3E 28924
7] & a1 A}
a9 A4
g2 AF5A 7 ot FA ] 7
AR F7ko] RHEF A, THAA A
Shar, S ©okA] ghol I AR W)
AFEA = FAA g
o2 A2 &3} (Color Blending)ol]
olth. (cs ag)&t (ep ap)E + °lH|A
S5 & a9 v F3 A Z(pre-m
color)ol gt & uff, = M| FA = F3t
3 AT AZ (co ap)E TH T o] &
At
co B cs c
] o
(a) W A% 400 (08.00,00.08) 2T L #ll, (¢) (whz 9 BAo] oo A) W] A A =
o1 2 B2 ofeAl Ao drke 2 Foll Ua gl BWS ul, A% A% A
A sl 71Eetet 2g ve) g A2 Yoz B el
(b) 28 10] gAB= T4 A4ke] B dl (f) olelol= =03 BHSS T z2
= Fsot Fpol gk 42 duplzp? 23 9] fragment shader’} Fojx ¢lt}
NN o 7] 4] uniform variable u_flag_blending
N ol 0, 1, E= 2 Fe AR A%, 727
A4 JlsS AREIEA EAY, FlA
oz 7hEA FAHE AU, EE &
NAM FH=Z 7HAA FAAS dHFA A
T3l & objc(*,x)= HA] fragment
Figure 1: 72 &3} o 1 of AT AA M7z (ug] Fot AMZo]
obd)s AFEH, 7+ EAE 17
(c) WHekSover D Q14he AgaTiE, T4 = A7 Sgets BEYE S uniform
aos oW S 7R A2 SS9 Do B variable¢l u_frag ac] AAL HFEE
He AMS3le] 3] V)& ste = o] it WeF uflag blending ghs 1%
(d) 2% 29 AL sk A7 A3} ol 42T 37, 2¥E AsE <7 A,
mAe) & saol v Ao £A Y, R, G, glBlendfunc (x,) U T | 82T
283 Kb A E 2T 9], o AALE ot ol A Fro} AR 7]&ste}
EAELS 47 SAURE ‘e =34,
Wl 228 g8 ARANE w9 GL_ZERO, GL_ONE,
o, Zt EA9 EE Y% (opacity) = 2+ & GL_SRC_ALPHA, GL_DST_ALPHA,
A gl Z1ed o] Aok AF o] EAEY GL_ONE_MINUS_SRC_ALPHA,

MG oA F| 2 ZFH A (front-to-back
order) over 14kE A3l A ST

XN
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#version 420

uniform int u_flag blending = O;
uniform float u_frag.a = 1.0f;

in vec3 v_position_EC;

in vec3 v_normal_EC;

layout (location = 0) out vecd f_c;

vec3 obj._c(in vec3 PEC, in vec3 N_EC) {
vec3 object_color;

S/ Compute the object’s color.
return object_color;

}

void main(void) {
vec3 C = obj_c(v_position EC,

normalize(v_normal_EC));

if (u_flag blending == 0)

vec4(C, 1.0f);

else if (u_flag-blending == 1)

vecd( (71 , (Lh) );

else if (u_flag-blending == 2)

fc=

fc=

fc = vecd( (Ef) , ufraga);
}
(HF= ] FACl olef) o] B frag-

ment shader] (7}H)¢} (LHol Eo01Z WY&
< OpenGL Shading Language 2] &5 ol 9
A &3] 71 ste}

qkek y flag blending 32 22 AAT
F, ol Zz2 o] At &2 2-F 387
glBlendFunc (*,*) St S =0 I Q
AAE AR 7= 35t

do
rot ob
-{ﬂ;&oﬂ,

(MFE2 9 FAo o]o]) o] H$ fragment
shader®] (CHol 912 W&< OpenGL

Shading Language®] ol 9HA] A &3]
71 ket

237 22 <=3t fragment shaders
Agshe A B4 Zea9e 1 s,

#version 420

uniform vec4 u_fragment_color;

layout (location = 0) out vec4 final_color;
void main(void) {

final _color = u_fragment_color;

}
ohel9l OpenGL FEelA: 13 3o
SA% e} o] A2 ThE GAe A

Al A AAES FolA der LA
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(k) (Fk= 9 FAlol °]of) o] ==Y

AFE 2= AR (2/9)
A

AR 2830 Q) o) =2 a1 £3F
S A 34 A HFol & F3F+= color buffer
Ao AF=E Y= AA A (v F
3l M 7zo] old) (R,G,B) 32 71«3tz
(39]: RGB Z Ad k2 034 1 Afo]9
Ho =z Aqpslste] G A)

void display(void) {

glDisable (GL_DEPTH_TEST) ;

glClearColor(0.0f, 0.0f, 0.0f, 0.0f);

glClear (GL_COLOR_BUFFER.BIT) ;

glEnable (GL_BLEND) ;

glBlendFunc (GL_.SRC_ALPHA, GL_DST_ALPHA);

glUseProgram(h_ShaderProgram PS) ;

glUniform4f (loc_u_fragment_color,
1.0f, 0.0f, 0.0f, 0.5f);

draw_Rectangle 2();

glUniform4f (loc_u_fragment_color,
1.0f, 0.0f, 0.0f, 0.5f);

draw_Rectangle_1();

glUniform4f (loc_u_fragment_color,
0.0f, 0.0f, 1.0f, 1.0f);

draw_Rectangle 0Q);

glUseProgram(0) ;
glDisable (GL_BLEND) ;
glEnable (GL_DEPTH_TEST) ;
glutSwapBuffers() ;
}
Viewport
// Rectangle 2
A |~ Rectangle 1
/ Rectangle 0
- C
B

.

Figure 3: A 7] ALzHa o)

3y
S B 3l4 A Aof & F3SF= color buffer %3
Aof K=o Q= AA M2 (ug FsH
A7z-o] obd) (R, G, B) #t= 71<stel (5
9]: RGB Z+ Mg k2 03} 1 Akol9] gre g
Atslete] g A)

(1) ¥ =& 3| A blending factorE 4% 3}
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AZEE 2o s Ase 2y CSE4170 7|2 Z5E 22 7|23 A (3/9)

£ HEL U Lol WAL A2, 3. o] BAE oW o]WEE FEE AE3e] o]
1= Z} o]l - = THES XolxX
glBlendFunc (GL_ONE_MINUS_DST_ALPHA, ‘_ﬂ oﬂ i Q OJ 1:]— c== T ‘l 7]_‘]1]

2 A AL 7]§g§ Q}oﬂ/q H2 7tHA] AP
+4]& (in front-to-back order) 18| F+= &
22 9 5 C3a AR AT o) Bk Aotk 94 o] EEle b ol
+ color buffer & ol A= o] Q= AA| A o] = o},
Az (meE] F3 2ol otd) (R, G, B) %
o
1

GL_ZERO) ;

71€ste}. (39 RGB 2+ Ad g2 034

Arole] o w A fststo] HE A) typedef struct Polygon {
int n_v;
2. o2 Zhulete] Aol &3 EAlolth 1] 4 float *vertex;
ol &= OpenGL Compatibility Profileol| 4] A3} float *normal;
+ gluLookAt (x¥) &2 T tfsle] H YA float plane([4];
2 FE S ALbste B3 (o] f “o] ZH”)o] F } Polygon;
oA ow T8 50 glm::lookAt() g9
gt &8 FE (o] st “o] T)7F FolA U= typedef struct _TREE {
o], o]l &< Izt Hotet Polygon *polygon;
struct _TREE *fc, *bc;
3y } TREE;
(a) o238 gt 7l gk AEE AT+
Polygon E}JQ] W9 plane[4] T=+
WA A S S0l o) AolE = o
2t S x3el= HHe AMa-x+b-y+c-
" z+d—04 ol A A4 a, b, ¢, 28] T d
E AU E AAsta =4, o] th2E 9
Wl WE = o] A Ao gredo] o
UATh Tk o] Aol A (1,1,1)2 A
294 e (L, L el e, wle
Figure 4: gluLookAt () 35 53t 7hv|gte] A4 plane[4]o] S0]Z U 7H9 F= SAHE
7|5t
S0 AAZ TAY W 7
(a) o] LA o] g2 X} F9| it ®) %nofﬂe;i] xq;gsjl_ E}Zggg g_;j];]
2k HH eyeol s Fshe 7159 ]%%

7)< 5t}

(b) o] 28 w, v, 283 n Y= Z+Zt 7}
Wt fEow 98 9= e v
ShrE vt Bl oF wel We (unit

€% eAE adFe @l
2w g o] B4e) E ThE Q%) pi o]
ke A W do] 3t EolE e A7

\fector)c oltt. o] &2 Line (a) & void draw_polygons(TREE *tree,
3 Z wlE fo] A== S 29 HEHE float *p) {
= A&kl J&s] 7]estet if (tree == NULL) return;

(c) 2@ A+ o] 3429] Line (b)$} Line (c) if (check_side(p, tree->polygon)
5749 snile(x,) A5 T 719 379 == TREE FRONT)
HE]E o217 wlol o] ] 3t A ALS 3 E7)? draw_polygons(tree->fc, p);

_ _a_ -> ;

(d) o] ¥4 Line (@) 2% 58 A7 43 4 Jrav-a polygon tree Tpolygon);
d 3 ResultollE oW kol A& D77 ) PoLye » P

(e) 9 A} o] 342 Line (e) @} Line (£)9 else {

Wzo] 5012 &g o Zeage] £y (A)
of tA A 2s] 7l<stet. }
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CSE4170 71z ZHFE 2892 7|93 x (4/9)

namespace glm {

template <typename T, precision P> GLM_FUNC_QUALIFIER tmat4x4<T, P>
lookAt (tvec3<T, P> const &eye, tvec3<T, P> const &center, tvec3<T, P> const &up) {
tvec3<T, P> const f(normalize(center - eye)); // Line (a)
tvec3<T, P> const s(normalize(smile(f, up))); // Line (b)
tvec3<T, P> const u(smile(s, f)); // Line (c)

tmat4x4<T, P> Result(l); // Line (d)
Result[0][0] = s.x; Result[1][0] = s.y; Result[2][0] = s.z;
Result[0] [1] = u.x; Result[1][1] = u.y; Result[2][1] = u.z;
Result[0][2] = -f.x; Result[1][2] = -f.y; Result[2][2] = -f.z;
Result[3] [0] = -dot(s, eye);
Result[3][1] = ; // Line (e)
Result[3][2] = ; // Line (f)
return Result;
Figure 5: glm::lookAt() &2 +&
} 47} nol 2} o, draw_polygons (x,*) 3t
49 A7 BREE Big-O 7|3 & AR5}
o] 7]<=stet
w2 9 EA ZE=2] check side(x,%) (f) o] ZAIIA AE3 o] EE| ] & o] F
4ol thg =], prt 7heEl 7l Hol = 7l<ste
tree->polygon->plane[4]7} A oJ3}+=
FHe] gFo] Qo™ TREEFRONTE, 4. (MIZ 9] EAle] o]o]) oW FAI = vt& o A
oly™ TREEBACKS ZHIFTZ=E I o ofj Al AHE-3E o] W E 9] F-&of &3t A o]t
UTH(AY A o] o] FH Aol 2 B+ AF 749 32k AW 3732 A A =t
FFol Ak 7). o F+9 (B) gy e=dl, AR M-S 3 AYUTHA
B E9Z2 W& C/C++ Xl Zote s HHsol st th2ty FHE A A3t
SHA 338 7)< stet 1 Qe o] JNEZE AMETIY] o 22
g TS B9t SEAAE &9 st
#define TREE BACK O LOS(tree, A, B);
#define TREE FRONT 1 L0S(r,+,%) B5e BAL 349 309 F
int check,31de(float *p, ;g Aﬂ’ Boﬂ 9/]_5_]] 7@9/]% /:‘j?‘?__o] /\E]q] %Z_]_'g’]
| Polygon *poly) { Hue] s 9oe tAYn wxiE
i C(B)) Sex BEse Add, o FHE e
return TREE_FRONT; zzlo] 739]_“?:} ES 3,114-
else
return TREE_BACK;
} ________________ int LOS(TREE #T, float *s, float *e) {
int side_s, side_e, side_f, side_b;
Q;—l‘ﬂgiEﬁ]*i}dEre‘lW,poi_ygons(*,*)H it]—_f;: if (!T) return (A) ;
Z} E;ﬁ}iijﬂ>aj i ﬁl:t:q (éi 7_2323 side_s = check_side(s, T->polygon);
j"—_ﬂ i:ﬂ &= C/C++ 2Hel A B3 side_e = check_side(e, T->polygon);
3] 7]&3tet if ((side.s == TREE.FRONT)
o] o]AE | A= &= thdF A && (side_e == TREE_FRONT)) {
220164 69 17Y(2) ©A 10:30 - 22 1:15 (AS-414) -
©2016 Aok B o et AHE T QA4
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return LOS( (C) );
}
else if ((side_s == TREE_BACK)
&& (side_e == TREE BACK)) {
return LOS( (D) );

}
else {
if ( (B) ) return 0;
else {
side f = LOS(T->fc, s, e);
side_b = LOS(T->bc, s, e);
return (E) ;
}
}
}
(a) ol Fresstert el FHS AE7
AEo] H 43 @ Aol Bl Bztast @
319 0L olUH 18 HHFEES 47
o It B 4k o] T (A)e] B0l
F e 7lestE
(b) o 4 (B) R-2e) A4 QA TRUE
w= 7HAA A B &s] 7)< stel
(c) £ 4 (C)0] 0] 2 &S C/CH+ ol
£lo] W 83 7145t
(d) £ 4 (D)o] 5012 &L C/Cr+ Aol
EHol BHA A &s] 7l ste)
(e) £ 4 (E)o] Bo]Z I && C/CH+ ol
EHol BtHA H&s] 7l ste)
2% 68 A A 2L JlEeR 7w
% R} o] SW B T Foko] £ A Aol FvleE
A ek &, A A MpE F8to] AAE Al
HEA AT 25 £AST ek ol
o powa AP M2 9 A A9l 43 42
AR S AEofo] Bl
28 7@elE F 1A dele 29 29 B
Aol Fo1 A a1, (b)-(d)oll= OpenGL A2 El
| A At 712 27 FAle] 71sH o] ok
(a) ()9 FAANA H;E o] 49 thE 7%
2 g sto] 4aA 0w Aehs Basel.
(b) (a)8] Ao A] Lambert’s cosine laws 3%
dol == FET A ge] 7lestet
() ()8 BAoIA whet Fad B3} B 5
qe 8T A%, BAe A9k Wikl
AL O P e WA BT Y
stet (di= Al 9).
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AZEE 2o s Ase 2y CSE4170 7|2 Z5E 22 7L A (6/9)
m—1
Iy = Iox-kax+ D fare(di) - Ion - {kan - (N 0 Lg) 4+ kgy - (Rio V)"} (1)
i=0
m—1
I = Iox-kax+ D fare(di) - Iix - {kax - (N 0 L) + kg - (N o H;)"} (2)
i=0
(a) B9 29 Bdl 29 F o
C = €unt+ acgm *acs +
n—1 A
Z(atti)(SPOti)[acm * acl; + (n © Wpli)dcm * dcli + (fz)(n © hi)srmscm * Scli]
i=0
(b) OpenGL Al2H®le] W F4]
1 )
att; = koi + Evuill VP || + ka2il[ VP[22 Ppi's w # 0,
1.0, otherwise
(c) Ro) 74 axte] A4t
(Ppli\_/l © 8q1;)°,  cpi #180.0 and (A) > (B),
spot; = 0.0, cri 7 180.0 and (A) < (B),
1.0, e = 180.0
() 2% 29 239 Az
Figure 7: 2% 24 F2] 9
7. 1% 89 OpenGL # T8 sto]zepelS HHA (f) ¥]24 CC (Clip Coordinate)] HAH &
watel o] BAlY ARL rE: cAHAA O #H Y NDC (Normalized Device Coordinate)2] 2
2 2 AR (o AHE AT o] Aoz ARAZE FAe] 757
L g Azt 713 ((A)FE (D7HA])E AHE _
s A Aol A8 HA F w o] 19] ofd e
(a) o] 28 A out vec3 v_position EC; & 7 4 e A" BT 7lEste)
3} in vec3 v_position EC; 7ol A . . .
3 v-position EC; h) AHEAZE A4S A Tel A sk W
38 BA o|pol 7 Al Aug M TR ARG e
o2 AR ALY AHL? Cem o
(b) ‘A3 39 B=2'0] A== FHuA (i) a4 A" 374 S mipmapping 7
L o AR} ol AR} ALl A A9 go] 71 RISHA 35 = A [ L7

sl &7}
Agl grell 71wk

= ‘e A
surface removal)’ #| 4Fo] 43 =
=

A Q27

glDrawArrays (GL_TRIANGLES, 0, 900);
EAZo) A A4 GL_TRIANGLES©] 7}%
AgAon G AL A 75

-2016d 69 179(F) 24 1

©2016 A 7ot F4of

1) 23

Polygonal shading model ¢ 3}l
Gouraud shading 7| S T3 uwj, A A
Phong?] ilumination model 2] o] &85 &=
Ak 7127

glBlendFunc (GL_SRC_ALPHA, GL_DST_ALPHA);
o] AHA0R GG WA ALtol
Sy & A H L7

e A oNAM ts 7)st

A o]
-
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CSE4170 71z ZHFE 282 7D xF (7/9)

(A)

—>» ®—>| \V\ertex Shader |—>®—>

layout (location = 0) in vec3 a_positionj;
layout (location = 1) in vec3 a_normal;
layout (location = 2) in vec2 a tex coord;
out vec3 v_position EC;

out vec3 vinormaliEC;

out vec2 v_tex coord;

(B) (C) (D) (E) (F)
YA GO A
A —_ &—gq —»| V ol 11l c —_—> —
L] ¢ [ ]
(8)
Rasterization
in vec3 v_position EC; l

in vec3 v_normal EC;
in vec2 v _tex coord;
layout (location = 0) out vec4 final color;

ROP

U]

e

Fragment Shader

(H)

Figure 8: OpenGL # T & 3}o]z g}l
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A7 e 2o e Axe 2ot CSE4170 7|2 HFH 2> 71wt (8/9)

rok

A SsliA) o] Fgol -
AL7?
, a texel (c) OpenGL #H g 74 F view volume clip-
i ping A4to] £ HREA A Hx
pixel #e M= M4 E BT 7lestet
3] 2 preimage (d) GPUQ] Uﬂ_l;!_a] 05103'01 }\]_%x]_ﬂ_ sora
Vertex Buffer Object2] dl o] & &} 2] A<
2 ddo] e W BF 7)sstek

1o AFd A=

rlr

ol

() 2 392 AT wf A A0l
A4 2ve) A7} Asre] He w4 WE
g 7&stet.

W FAe ALY
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Figure 9: &]2~3] 27 (L) F2el So12 #4<S GLSL =l
| 4 2s 7)% st
interpolation filter) & AH&-3 232} & (1) () EAoll o]o]A]) 102 &4&2] (C}) F& o
A7 ol /oo R Hatm 18A T SoZ $48 GLSL E4ol 27 A3
ol 42 usl et 71512,

0. ¥ Al® BA A9 vbA % Zol = OpenGL Shad- (M) o1 Hel tﬂzizj;ﬁiﬁfffloﬁ e
ing Language (GLSL) S A& 3o] 7134 218 7 j i iy a"] = el sl o
o F9 29 B Ao 7e Fof F 40Y DS Rl WY T S WAl el o
v S Tae WEls ot Ze|aHE 4 DA AL A of] A a]oﬁP?/}-
ot} 2o FolA YTt (n) 108 272 (2f) Fgo o2 WML

i _ A= GLSL &9l 5tA B &3] 7= stet

() RRA AHY AFo|A, o & 202 ol ot Alel Wi fol ALa @
BEg 49 5w Bael Age amgy g () LT 2T 4L WSS A8 A
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[ === Ver tex Shader -————-—— */
#version 430

uniform mat4 u_ModelViewProjectionMatrix;
uniform mat4 u_ModelViewMatrix;
uniform mat3 u_ModelViewMatrixInvTrans;

layout(location = 0) in vec3 a_position;
layout(location = 1) in vec3 a_normal;
layout(location = 2) in vec2 a_tex_coord;
out vec3 v_position_EC;

out vec3 v_normal_EC;

out vec2 v_tex_coord;

void main(void) {
v_position_EC = vec3(u_ModelViewMatr ixxvec4(a_position, 1.0f));
v_normal_EC = normalize(u_ModelViewMatrixInvTrans*a_normal) ;
v_tex_coord = a_tex_coord;

gl_Position = u_ModelViewProjectionMatrix*vec4(a_position, 1.0f);

e Fragment Shader ---—-—-——- */
#version 430

struct LIGHT {
vecd position;
vecd ambient_color, diffuse_color, specular_color;
vecd light_attenuation_factors;
vec3 spot_direction;
float spot_exponent
float spot_cutoff_angle;
) bool light_on;

struct MATERIAL {
vecd ambient_color;
vec4 diffuse_color;
vecd specular_color;
vec4 emissive_color;
float specular_exponent;

}s

uniform vec4 u_global_ambient_color;

#define NUMBER_OF_LIGHTS_SUPPORTED 4

uniform LIGHT u_light[NUMBER_OF_LIGHTS_SUPPORTED];
uniform MATERIAL u_material;

uniform sampler2D u_base_texture;

uniform bool u_flag_texture_mapping = true;

const float zero_f = 0.0f;
const float one_f = 1.0f;

in vec3 v_position_EC;

in vec3 v_normal_EC;

in vec2 v_tex_coord;

layout(location = 0) out vec4 final_color;

vecd lighting_equation_textured(in vec3 P_EC, in vec3 N_EC, in vec4 base _color) {
vecd color_sum;
float local_scale_factor, tmp_float;
vec3 L_EC;

color_sum = u_material.emissive_color + u_global_ambient_color * base_color;
for (int i =0; i < NUMBER_OF_LIGHTS_SUPPORTED; i++) {

if (lu_light[i].light_on) continue;

local_scale_factor = one_f;

68 if (u_light[i].position.w != zero_f) {

69 L_EC = u_light[i].position.xyz - P_EC.xyz;

70 if (u_light[i].light_attenuation_factors.w != zero_f) {

71 vecd tmp_vecd;

72 tmp_vec4.x = one_f;

73 tmp_vecd.z = dot(L_EC, L_EC);

74 tmp_vecd.y = sart(tmp_vec4.z);

75 tmp_vecd.w = zero_f;

76 local_scale_factor = one_f / dot(tmp_vec4, u_light[i]. "4
light_attenuation_factors);

77

78 L_EC = normalize(L_EC);

79 if (u_light[i].spot_cutoff_angle < 180.0f) { // [0.0f, 90.0f] or 180.0f

80 float spot_cutoff_angle = clamp(u_light[i].spot_cutoff_angle, zero_f, 90. «
0f);

81 vec3 spot_dir = normalize(u_light[i].spot_direction);

82

83 tmp_float = dot(-L_EC, spot_dir);

84 if (tmp_float < cos(radians(u_light[i].spot_cutoff_angle)))

85 tmp_float = pow(tmp_float, u_light[i].spot_exponent);

86 else

87 tmp_float = zero_f;

88 local_scale_factor *= tmp_float;

89 }

90

91 else {

92 L_FC = normalize( (7} ):

93

94 if (local_scale_factor > zero_f) {

95 vecd local_color_sum = u_light[i].ambient_color * u_material.ambient_color;

96

97 tmp_float = dot(N_EC, L_EC);

98 if (tmp_float > zero_f) {

99 local_color_sum += u_light[i].diffuse_color*base_color*tmp_float

100

101 vec3 H_EC = normalize( (L}) );

102 tmp_float = dot( (Ch) );

103 if (tmp_float > zero_f) {

104 local_color_sum += u_light[i].specular_color

105 =u_material.specular_color*pow(tmp_float, u_material. "4
specular_exponent) ;

106

107 }

108 color_sum += (2})*local_color_sum;

109

110 }

111 return color_sum;

112 }

113

114 void main(void) {

115 vec3 corrected_normal_EC;

116 vec4 base_color;

117

118 if (gl_FrontFacing) corrected_normal_EC = v_normal_EC;

119 else corrected_normal_EC = -v_normal_EC;

120

121 if (u_flag_texture_mapping)

122 base_color = texture(u_base_texture, v_tex_coord);

123 else

124 base_color = u_material.diffuse_color;

125 final_color = lighting_equation_textured(v_position_EC, normalize(corrected_normal_EC), ¥
base_color);

126

127



