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1 viewport
O3
e NDC ->window
e window -> viewport
o HRFBMGEFR, P'=TST\P
o REFALIETTIE:

o BRI TELRIFS viewport —&  (from R48)
o HZwindowRY, #8 S, =S,

FA%Z
o FTHR: a(r+ ady)+b(y+ady) +c(z+ad,)+d=0
o SR CHBRFBERS) : a(az)+ blay) + c(az) +d =0

873E: Lighting and Shading

[BEBEHER
o (UKEMAFERRIEE R R
e Phong JHEIREY
o IRES (ambient) + iE25T (diffuse) + B¢ (specular)
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MNREiERERHTHRE, BNENRITER
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ZRFEHR
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$EHE texture
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Texture Mapping in OpenGL
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o =Hlt: MRIFREMipmapER, ENLMEEM EXIAEPBmMipmapEFIE
o BIIF
°* mipmaping

o FITIER—RF2EE TR/ NSRS
o SURERMFRIRIBYIRE A/ NEREER
o RDBIERERIHIARE

billbooard

o 3D tHFRPAY 2D jTEH, HlANMmSE


af://n405
af://n407
af://n415
af://n421
af://n427
af://n437

o FHER, BHELHDNER
o YREREARIEM
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o X NISHT 01 4585 TBRL
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r=u1x1+t*(x2—x1)
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To—x1 >0 <= xpNED, xrNRID
T —x1 <0 < TN, &L
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o SHUXFBILER
o MMNBEA ), t] , Wit = max{0,t],t]}
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DDA Algorithm

o FIF
o EMERRMITSA (z1,y1) 1 (z2,y2) (21 < x2)
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s BERBEIE (BRFTE)
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di—dy >0 iz + 1,y +1)
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54
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p1 =20z —2A,y1 + A, (26— 1) + 24,
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e p; NS5 d; — do HHE
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. <0 .
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o g HHSZWAERNEMS, TEEERFREGR
o EiiF: HEMALSHMENRR, Bl (BEERRUMBRIEESD) BRlE— M amEn

\\\\\\\\

o MRETFEMFLE—FIEER, BRNFEMETHE LRFOGRZANMERENERE,
XEARER—HBFRA—A> Fragment

SRR EITE

o HEIAEES=TORR, BIKE X LirHEF
s MRAIERR: MREERFLUTAREE—MUERIRZR, BUE—D

FeiE R EiHER

e Painter's Algorithm

o NEZEH—E—EE, REFERTE
e z-Buffer Algorithm

o FEERELETF Depth Buffer , ICRIGRRAVRELE
o BH. BN RARFHEMNGER
niES Antialiasing
* ABMGERNEZIGENETERES, ZENNHE EE B,
o —MERRWIREETTE, ENAeRRAIESNGE

Colorpey = a X Colorcyrrent + (1 — @) X Color egisting

ZiBAZRE Polygon Aliasing
o REBNMMFZUHBRTE, SENBERER/N (HRTGER) NSILK
o MRIRFER: GENAEINRTSANZILANME, RERBGIES
EREiRE
AR
AtEHEERMEENAES ST

o M4HiE: B8 (luminance ) FI=E (brightness)
o HEUARE: RSERE (chroma) FIEAE (color)
o NJLTERIERIRR

MARENBE, FBeEa=1EX:

1. 8& hue/chrome
2. t8F0E saturation
3. BB=E luminance

RGB - IEF5{#

e =/SER. G B
e =& Luminance = 0.30 * Red + 0.59 * Green + 0.11 x Blue
o YIREFESE. 85, B IEEXSEE
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CMYK

e C: Cyan=F8

e M: Magenta = R4

e Y: Yellow =&

K: black=2&

& RGB 9%, FIT/REIEEY, MdE RGB RURSGIEEY

)0

HSV - El§f

e Hue (&iF. &)
e Saturation ({BF1E. BEAMFE)
e Value (BBEE) ML

HLS - ¢5%E

e hue (&18)
e saturation ({EFIEE)
e lightness (RE) #E#H

%NE Modeling and Hierarchy
i)

o KIEZRTIMWIMFRINERR, BN
o MRAIFREMFHEZIRFIAR, WATLEZH— DAG
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