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float materialAmbient | {0, 0, 0O, 1%};
{1, 1, 0, 1};
float materialSpecular[] = {0, 0, 1, 1};
float materialShininess = 2;

]
float materialDiffuse]]
[

glMaterialfv (GL _FRONT, GL AMBIENT, materialAmbient);
glMaterialfv (GL FRONT, GL DIFFUSE, materialDiffuse);
glMaterialfv (GL FRONT, GL SPECULAR, materialSpecular);
glMaterialf (GL FRONT, GL SHININESS, materialShininess);

glClearColor (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
glMatrixMode (GL MODELVIEW) ;

glLoadIdentity () ;

glLookAt (0,0,1,0,0,0,0,1,0);

float lightAmbient|[
float lightDiffuse|
float lightSpecular
float lightPosition

{1, 1, 1, 1};
{0, 1, 0, 1};
] =1{1, 1, 1, 1};
] =1{0, 0, 1, 1%};

]
]
(
[

glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;

glLightfv(GL LIGHTO, GL POSITION, lightPosition);
glLightfv(GL LIGHTO, GL_AMBIENT, lightAmbient);
glLightfv(GL LIGHTO, GL DIFFUSE, lightDiffuse);
glLightfv(GL LIGHTO, GL_ SPECULAR, lightSpecular);

glBegin (GL_TRIANGLES) ;

glNormal3f (O, 1, 0);
glVertex3f (0, 1, 0);
glVertex3f (1, o, 0);
glvVertex3f (0, -1, 0);

glEnd () ;



¥ 3.1

[5 Azuwu] AadnATeswaaslutasdsialUdldignses

Tonluninudaussaneainanuiis Tnananiiiigy aguilgl Inefigtnssiifivnes
wWind@aanudnunfnisadaliil (0, 1, 0), ( , , ), uag ( , , ) Taeil
X
nnimesisannae ( ) , )
Tuaniindesdnasidangiian ( ) , ) lu world space Tneindasdnagiilneansdlii
LAY o v
an ( ) R ) faviugililiugnu Wnmnaesnnugy
= ' ° a ?:/ Idl 1 o a
Hunaanndauasuuy Fsatfian ( ) ) ) 1 world space ugsiiila
uasiilasuaauuy ambient & wasuasuu diffuse & uazilaauAgLL
a
specular @
o = al . a a . a a
FOANNIREINIANNALLL ambient & auuy diffuse @ AuLL

specular @ UATHANANITIININAL




Y
19 3.2
[2 AzuUY] Asuansnme fismbeNRRANRaiunnmefMWseanatnneiing (0, 1, 0) Tudesnumia

weandesnegl udadsuamaulaliludasinsdneans

nnwefiuAaNmes ) )

Y
19 3.3
[3 Azuuu] uwaahunisanuuasnufiauaslude 3.1 ludsnefiind (0, 1, 0) aaglaumany AUaAREMN
e d ca o an 4 e A 4 9 NV
WNABFNINNLNETINNeBNAINETWNT (0, 1, 0) kaziiANIUALITLNANNNLENATIaUAaNAINAATIU LALTE

Amauldlludasdnaans

nnwefiiuAanmes ) )




0 3.4

[5 AZULL] ALAAIITUNA1 RGB 2893 r0amnasifing (0,1,0) uda@auanen a3 ludesdneana

f1 RGB a4 sifind (0,1,0) Aa R R




9 3.5

[5 AzuY] Auan33M1 barycentric coordinate a84qa (0.5, 0, 0) Wianfu@auA AU liTeans

Barycentric coordinate 1943s (0.5, 0, 0) A® R ,




9 3.6

[5 Azuu] adliwmsuadue 9 lunesiind (0, -1, 0) uaz (1, 0, 0) AwdFReniuwnefivind (0, 1, 0)

%0 3.7
[5 AZuNY] AUAAIEN1T1AN RGB 19990 (0.5, 0, 0) mn OpenGL 1 Gourad shading udaidiauAinauly

Tudaadnednaang

A1 RGB 284qm (0.5, 0, 0) Aa , ,




Yo 4
[15 Azuu] fnvuaieridu Circle() uwaz Square() Tae

e Circle() Manenaniadl 1 wiedsilqnrudnaisetiqan (0,0,0) LUz Xy

a -

o4 e o y I 1
e Square MAAWAEINAFTALNIATUAT 2 N8 TINARAUENA1NaL VA (0,0,0) LUTEUIL Xy

a

agtldneang

-

Circle() Square()

NasaunTisunsusa Uil

glMatrixMode (GL MODELVIEW) ;
glLoadIdentity();

glPushMatrix () ;
glScaled(2,1,1);
Circle () ;
glPopMatrix () ;

glPushMatrix () ;
glRotated (90, 0, 0, 1);
glTranslated (2, 2, 0);
Square () ;
glPopMatrix () ;

glTranslated(l, -1, 0);
glRotated (45, 0, 0, 1);
Square () ;
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sU 1: nadnsvesilaridu drawSector();

(0,0)

suU% 2: nadwgesilaridu drawCar();
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void drawCosmoClock()

{




