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MOUSE INPUT



msaeaefudals GLUT

* ANNIINALN
— glutMouseFunc(...)
* FNN1TLAARUNTRY MOUSE

— glutMotionFunc(...)
— glutPassiveMotionFunc(...)



glutMouseFunc

e glutMouseFunc(void (*f)(int, int, int, int))
— laridu f azgniEanyne pxsiitinns (1) natlung (2) Uaeuils mouse
 Argument aes f Fsasielid

— FouInuandt]uing Jlaanuen

e GLUT_LEFT_BUTTON
* GLUT_RIGHT_BUTTON
e GLUT_MIDDLE_BUTTON
— Fafassuanvinlugnnaviegnises ldane
* GLUT_DOWN uamadnilugnnam
* GLUT_UP uansindugniass

o/

— FanauazFandnasuue X uaz y Tu screen space aasungd
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void mouse(int button, int state, int x, int y)
{
if (button == GLUT _LEFT_BUTTON)
printf("Left mouse button");
else if (button == GLUT_RIGHT_BUTTON)
printf("Right mouse button");
else if (button == GLUT_MIDDLE_BUTTON)
printf("Middle mouse button");
if (state == GLUT_DOWN)
printf(" is clicked");
else if (state == GLUT_UP)
printf(" is released");
printf(" at (%d, %d)\n", x, y);



A19814 (719)

int main(int argc, char **argv)

{
glutlnit(&argc, argv);

glutinitDisplayMode(GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH);

glutMouseFunc(mouse);

glutMainLoop();
return O;
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* aranNdLNE ARz INAqAR T LUNTNAS
* nuganmananlilu vector aa points

struct Point {
float x, y;
Point(float _x, float y) {
X=_X;
y=_Y,
}
¥

vector<Point> points;
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* wamandludeliinugadnlu points

void mouse(int button, int state, int x, int y)

{
if (button == GLUT_LEFT_BUTTON && state == GLUT_DOWN) {

if (x<0 || x>screenWidth) return;

if (y <O || y>screenHeight) return;

float xx = 2*(x * 1.0f / screenWidth) - 1;

float yy = 2*((screenHeight - y) * 1.0f / screenHeight) - 1;
points.push_back(Point(xx,yy));

glutPostRedisplay();



A Yy A 9 !
TilsunsunanuauNAAL UMD (AD)

* amaglilinnaaisiuaiiull

void display()

{
glClearColor(0,0,0,0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glColor3f(0,1,0);
glPointSize(3.0f);
glBegin(GL_POINTS);
for(int i=0;i<(int)points.size();i++)

glVertex2f(points[i].x, points[i].y);

glEnd();
glutSwapBuffers();



glutMotionFunc

* glutMotionFunc(void (*f)(int, int))

— pnianuanang lnatumndudn wndidasuaiumis

— Argument aas f Raiia X waz y 299 mouse lu screen
space
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void motion(int x, int y)
{

printf("Mouse is at position (%d, %d).\n", x, y);
}

int main(int argc, char **argv)
{
glutlnit(&argc, argv);
glutinitDisplayMode(GLUT _RGBA | GLUT _DOUBLE | GLUT_DEPTH);

glutMotionFunc(motion);
glutMainLoop();
return O;
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nrauls bool @a follow 1ifiudimautignuaaasfeniumnd
vraLLlan

NuqaAutnaaasgnuaslilusauls CX uaz CY

AU dldn mx way my
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void animate(int id) {
if (follow) {

float vx, vy;
float dx = mx - cx;

float dy = my - cy; PINITUAALAZAUIAUDINITUR )

float | = sqrtf(dx*dx + dy*dy);

if (I <0.000001f){vx=0; vy=0;}

if (I <0.05f) { vx =dx; vy =dy; }

else { vx = 0.05f*dx / I; vy = 0.05f*dy / I; }
CX += VX; CY += Vy;

if (cx<-1)ex=-1; if (cx>1)cx=1;
if(cy<-1)cy=-1; if(cy>1)cy=1;

}
glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);
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void animate(int id) {

if (follow) {
float vx, vy;
float dx = mx - cx;
float dy = my - cy; y P fudns
float | = sqrtf(dx*dx + dy*dy); m@dﬂm@@qm@m?mm AN
if (1< 0.000001f) {vx=0; w=0;} lufasliiunaaud
if (I <0.05f) { vx =dx; vy =dy; }
else { vx = 0.05f*dx / I; vy = 0.05f*dy / I; }
CX += VX; CY += Vy;
if (cx<-1)ex=-1; if (cx>1)cx=1;
if(cy<-1)cy=-1; if(cy>1)cy=1;

}

glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);
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void animate(int id) {
if (follow) {
float vx, vy;

float dx = mx - cx; 5 . ey
float dy = my - cy: ngnNuUaAag lnaxnIna L
float | = sqrtf(dx*dx + dy*dy); ANNNL3ITBIGNUBARANVINAL
if (1 <0.000001f) {vx=0; vy =0; } 4 a
if(1<0.050) {vx=dx; vy=dy; }  N19790 (TNNATLALININ)
else { vx = 0.05f*dx / I; vy = 0.05f*dy / I; }
CX += VX; CY += Vy;
if (cx<-1)ex=-1; if (cx>1)cx=1;
if(cy<-1)cy=-1; if(cy>1)cy=1;

}

glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);



A S A a 9 1
Tdsunsugnuealemuundiionana1g (ao)

void animate(int id) {
if (follow) {

float vx, vy;
float dx = mx - cx;
float dy = my - cy;
float | = sqrtf(dx*dx + dy*dy); 0.05 midasazrupanudans
if (I <0.000001f){vx=0; vy=0;}
if (I <0.05f) { vx =dx; vy =dy; }
else { vx = 0.05f*dx / |; vy = 0.05f*dy / |; }
CX += VX; CY += Vy;
if (cx<-1)ex=-1; if (cx>1)cx=1;
if(cy<-1)cy=-1; if(cy>1)cy=1;

a0 90// v = o [~
NLéﬁuuuslM@uﬂUﬂ@Nﬂmﬁ‘qL?Q
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}
glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);
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void animate(int id) {
if (follow) {

float vx, vy;
float dx = mx - cx;
float dy = my - cy;
float | = sqrtf(dx*dx + dy*dy);
if (I <0.000001f){vx=0; vy=0;}
if (1 <0.05f) { vx =dx; vy =dy; }
else { vx = 0.05f*dx / I; vy = 0.05f*dy / I; }
CX += VX; CY += Vy;
if (cx<-1)ex=-1; if (cx>1)cx=1;
if(cy<-1)cy=-1; if(cy>1)cy=1;

o oy 4
N1 AgNUaaAaaLN

}
glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);
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void animate(int id) {
if (follow) {

float vx, vy;
float dx = mx - cx;
float dy = my - cy;
float | = sqrtf(dx*dx + dy*dy);
if (I <0.000001f){vx=0; vy=0;}
if (1 <0.05f) { vx =dx; vy =dy; }
else { vx = 0.05f*dx / I; vy = 0.05f*dy / I; }
CX += VX; CY += Vy;

T aEHE g R R L IS B 15 & H EH
u@ﬂua@mﬂm@u

if(cy<-1)cy=-1; if(cy>1)cy=1;

}
glutPostRedisplay();

glutTimerFunc(INTERVAL, animate, 0);
}
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* Waglinan Tdasu follow lu true
* Waglilaas mouse Wnlaau follow lu false

void mouse(int button, int state, int x, int y) {
if (state == GLUT_DOWN) {
follow = true;
setTarget(x,y);
glutPostRedisplay();
}
else
follow = false;
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e setTarget(int x, int y) &l3imn mx waz my linseaiumumiieans
mouse

void setTarget(int x, int y)
{
if (x<0 || x>screenWidth) return;
if (y <O || y>screenHeight) return;
mx = 2*(x * 1.0f / screenWidth) - 1;
my = 2*((screenHeight - y) * 1.0f / screenHeight) - 1;
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o ey glutl\/lotlonFu nc fiuthasen setTarget e
16 MX Laz My Flamndinanui

void motion(int x, int y)
{

setTarget(x,y);



glutPassiveMotionFunc

e glutPassiveMotionFunc(void (*f)(int, int))

— pnizsnamndiraaun wildlanisnatuwndinia

— Argument vanaszasilenidu f Aaiia X uaz y lu screen
space 1aaung
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void passive_motion(int x, int y)
{
printf("Mouse is at position (%d, %d).\n", x, y);

int main(int argc, char **argv)
{
glutlnit(&argc, argv);
glutinitDisplayMode(GLUT _RGBA | GLUT _DOUBLE | GLUT_DEPTH);

glutPassiveMotionFunc(passive_motion);
glutMainLoop();
return O;
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o wnaunullsunsunuan ualdddquds follow uazld
glutPassiveMotionFunc unu

void passive_motion(int x, int y)
{
setTarget(x,y);
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void animate(int id) {
float vx, vy;
float dx = mx - cx;
float dy = my - cy;
float | = sqrtf(dx*dx + dy*dy);
if (I <0.000001f) {vx=0;vy =0;}
if (I < 0.05f) {vx =dx; vy = dy;}
else {vx = 0.05f*dx / |; vy = 0.05f*dy / |;}
CX += VX; CY += Vy;
if (cx<-1)ex=-1;if (cx>1)cx=1;
if (cy<-1)cy=-1;if(cy>1)cy=1;
glutPostRedisplay();
glutTimerFunc(INTERVAL, animate, 0);



ARCBALL ROTATION



Arcball Rotation
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Arcball Rotation




Arcball Rotation (se)




Arcball Rotation (se)




Arcball Rotation (»e)

nanuassea v rotation matrix w13

rotation matrix lu matrix aua 4x4

Aulddae array aasanuau 16 s

OpenGL iy matrix Tnazassaauiuy column major

nanapa aunmlnld double m[16] v siaauazidaawiy

=

" (m[0] m[4] m[8] m[12]
m[l] m[5] m[9] m[13]
m|2] m|6] m[l0] m[l4]

\m[3] m[7] m[ll] m[15],



Arcball Rotation (»e)

* 19ifiu rotation matrix ilaariulyluy
double currentRotation[16];

* nannlumanin currentRotation ligouiu
modelview matrix naudaaads glMultMatrixd

* nspninIasanAns modelview matrix dou view
matrix wan



Arcball Rotation (»e)

void display()
{
glClearColor(0,0,0,0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glMatrixMode(GL_MODELVIEW);
glLoadldentity();
gluLookAt(0,0,5,0,0,0,0,1,0);

glMultMatrixd(currentRotation);
drawSomething();

glutSwapBuffers();
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* 1a1AdAN 1903 screen space coordinate (x,y) vaamng
¢ faAnudng wtmun object space 1ansnau

— nananidad 1

— paananantinaapaan (0,0,0)

— gaugnauasniinge X = -1, aauaon X = 1

— PauaNIasutEN Yy = -1, aauuuy = 1

* sariulsidn i X, waz Y, Aeinnlu object space 1s1 sphere

x =221
w
yS:2h_—y—1

h
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® WAz, WinAuwinlug?
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* upqn X, +V. arauaAiuinngn 1 11
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void onSphere(double p[], int x, int y)
{
double xs = 2*(x * 1.0 / screenWidth) - 1;
double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys;
if (1>1)
{
xs /= sqrt(l);
ys /= sqrt(l);
|=1;
}
double zs = sqrt(1 - I*I);

p[O] = xs; p[1] = ys; p[2] = zs;
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void onSphere(double p[], int x, int y)

{

double xs = 2*(x * 1.0 / screenWidth) - 1;

double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys;

if (1>1)

{

AU X, I

xs /= sqrt(l);
ys /= sqrt(l);
|=1;

}
double zs = sqrt(1 - I*1);

p[O] = xs; p[1] = ys; p[2] = zs;
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void onSphere(double p[], int x, int y)
{
double xs = 2*(x * 1.0 / screenWidth) - 1;
double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys; . 5 5
if (1> 1) ANUATL X5 T )
{
xs /= sqrt(l);
ys /= sqrt(l);
|=1;
}
double zs = sqrt(1 - I*I);

p[O] = xs; p[1] = ys; p[2] = zs;
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void onSphere(double p[], int x, int y)

{

double xs = 2*(x * 1.0 / screenWidth) - 1;

double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys;
if (1>1)
{

e xs2 + yf >1 Wem
xs /= sqrt(l);

X

i s X = >
o= e

} =
* yS - 2 2
double zs = sqrt(1 - I*I); X, + Y

p[O] = xs; p[1] = ys; p[2] = zs;
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void onSphere(double p[], int x, int y)
{
double xs = 2*(x * 1.0 / screenWidth) - 1;
double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys;
if (1>1)
{
xs /= sqrt(l);
ys /= sqrt(l);
|=1;
} o
double zs = sqgrt(1 - I*1); ANUITU Zz = \/l—xsz -I—ys2

p[O] = xs; p[1] = ys; p[2] = zs;
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void onSphere(double p[], int x, int y)
{
double xs = 2*(x * 1.0 / screenWidth) - 1;
double ys = 2*((screenHeight - y) * 1.0 / screenHeight) - 1;
double | = xs*xs + ys*ys;
if (1>1)
{
xs /= sqrt(l);
ys /= sqrt(l);
|=1;
}
double zs = sqrt(1 - I*I);

pl0]=xs; pl1] =ys; pl2] =zs; AuAnaulUlu array #l¥un
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Wansu arcball

* void arcball(int x, int y)
— Fanthiwaew rotation matrix vl currentRotation
— Geaul
* X uaz Y i screen coordinate aasaumdanngdluy

* Aumdandianivuagdn startX, startY

* soutls startRotation 1Au rotation matrix Glumuﬁl,mz@@gjﬁﬁmmiq
(startX, startY)



ey arcball #o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3];

cross(axis, v1, v2);
normalize(axis);

double cosTheta = dot(v1, v2);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY A &N o
Sy | Fuandldideudlidesinesls
double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3];

cross(axis, v1, v2);
normalize(axis);

double cosTheta = dot(v1, v2);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3]; .
onSphere(vl, startX, startY); AU Vl LN V2

onSphere(v2, X, y);

double axis[3];

cross(axis, v1, v2);
normalize(axis);

double cosTheta = dot(v1, v2);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3]; ° o o s = .
3] ATV Vl X V2 LL@%V]’]GLW;TNML‘]J‘LAL”JT]Lﬂ@?ﬁﬁﬁﬁ%f}ﬂ

cross(axis, v1, v2);
normalize(axis);
double cosTheta = dot(v1, v2);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3];
cross(axis, v1, v2);
normalize(axis);

double cosTheta S dotvivalT  AUITLLNU COS O

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3];

cross(axis, v1, v2);
normalize(axis);

double cosTheta = dot(v1, v2);

gIMatrixMode(GL_MODELVIEW); At Matrix s
glLoadldentity(); N

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]); 711 MatriX LAy
glMultMatrixd(startRotation);
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation);



Wansu arcball o)

void arcball(int x, int y)
{
if (x == startX && y == startY)
return;

double v1[3], v2[3];
onSphere(vl, startX, startY);
onSphere(v2, x, y);

double axis[3];

cross(axis, v1, v2);
normalize(axis);

double cosTheta = dot(v1, v2);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

glRotated(acos(cosTheta) / M_PI * 180, axis[0], axis[1], axis[2]);
gIlMultMatrixd(startRotation); ,
glGetDoublev(GL_MODELVIEW_MATRIX, currentRotation); 1311814 lv1u 125119

currentRotation



Arcball Rotation (»e)

* NANAANLNNEA

— ip@an startX waz startY
— Aadenaag currentRotation u1la startRotation

o K 1 A a 1
— uumqmmimmmz{@g



Arcball Rotation (»e)

void mouse(int button, int state, int x, int y)
{
if (button == GLUT _LEFT _BUTTON && state == GLUT_DOWN)
{
for(int i=0;i<16;i++)
startRotation[i] = currentRotation[i];
startX = x;
startY =vy;
clicked = true;
}
else if (button == GLUT_LEFT_BUTTON && state == GLUT_UP)
clicked = false;



Arcball Rotation (»e)

* NaNdlanu
— 3an arcball

void motion(int x, int y)
{
if (clicked)
{
arcball(x,y);
glutPostRedisplay();
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Texture Coordinate = Float2
weisnd = Floatdx4

naulas 2 Xform
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struct Float3
{

union
{

float d[3];

struct { float x, y, z; };

struct { float r, g, b; };

struct { float s, t, u; };

struct { float alpha, beta, gamma; };
};

// Other parts of the struct omitted.

¥



defiqueansom ldnuy Float3

*  A51937AUNN
— 3 constructor Waa ugANNELAINAAL LU

« Float3();

— @53l component ynsdAindu O

* Float3(float c);

— @59l component ynsadAwindu €

- Float3(float _x, float _y, float _z);

— muuaAt i component ynsin

-GN
~loat3 a(); // a = (0,0,0)
Float3 b(1); // b =(1,1,D)
Float3 c¢(1,2,3); // c = (1,2,3)




defiqueansom ldnuy Float3

* NNNU

— TAm
Float3 operator + (const Float3 &x) const

{
return Float3(d[0] + x[0@],

dl1] + x[1]1, d[Z2] + x[21);
¥

* FQALN

loat3 a(l); // a=(1,1,1)
loat3 b(1,2,3); // b =(1,2,3)
loat3 ¢ = a+b; // ¢ = (2,3,4)




defiqueansom ldnuy Float3

Float3 operator - (const Float3 &x) const

{

¥

return Float3(d[0] - x[0@],
d[1] - x[1], d[2] - x[21);

— FNAENY

loat3 a(l); // a=(1,1,1)
loat3 b(1,2,3); // b =(1,2,3)

loat3 ¢ = a-b; // ¢ =(0,-1,-2)



defiqueansoii ldnu Float3

* ATUAREIAINANT
— TAm

Float3 operator * (float c¢) const
{

}

— AL
Float3 a(1,0,2); // a=(1,0,2)
Float3 b = a*1.5f; // b = (1.5,0,3)

return Float3(d[0]*c, d[1]*c, d[2]*<);



Fanaarildny Float3

* AU (NaziF)

— 1An

Float3 operator * (const Float3 &x) const

{

}

return Float3(d[0] * x[0],
df1] * x[1], d[2] * x[2D);

— BRI

loat3 a(2,2,2);
loat3 b(1,2,3);

loat3 c

a*b;

// a=(2,2,2)
// b =(_0»1,2,3)
// ¢ =(,4,06)



defiqueansom ldnuy Float3

® UIAIUEI

— 1An
float length() const
{
return sgrtf(x*x + y*y + z*z);
}
— FNAEINY
Float3 a(3,4,0); // a = (3,4,0)

float 1 = a.length(); // 1 =5



defiqueansom ldnuy Float3

* Auand dot product

— TAn
float dot(const Float3 &vl, const Float3 &v2)
{
return vli.x * v2.x + vl.y * v2.y + vl.z * v2.z;
¥

— FnRNg
Float3 a(3,4,0); // a = (3,4,0)
Float3 b(1,-1,5); // b=(1,-1,5)
float d = dot(a,b); // d=-1




defiqueansoii ldnu Float3

* Aluatu cross product
— Teim
inline Float3 cross(
const Float3 &vl, const Float3 &v2)

{
return Float3(

(vli.y * v2.2) - (vl.z * v2.y),

(vli.z * v2.x) - (vl.x * v2.2),
, (vli.x * v2.y) - (vl.y * v2.x));

— A8

Float3 a(1,0,0); // a=(1,0,0)
Float3 b(@,l,@); // b =(00,1,0)
Float3 ¢ = cross(Ca,b) // c = (0,0,1)
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* Mllunniaasuiavuag
— 1An

inline Float3 normalize(const Float3 &v)

{
return v / v.lengthQ);

}
— AR
Float3 a(l1,1,1); // a=(1,1,1)

Float3 b = normalize(a)
// b= (0.717,0.717,0.717)
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— Wasannsudasiiengulaianuagiunsaunuldsnsusand 4x4

e Affine transformation
Look-at transformation
* Perspective projection

B UAULNAINT ezt 2 85 M auns 4x4

1913eNANTN lWwFINdR1Na1AL rOW-major

m
m
m
m

0][0]
0]
1)
3
B IRGEY

)y BN RO

A9 aN1TNIULDLIN ARANLILIA
AR 4NN LHLDILIN ARANIINAAY
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Aa ANNTN1LLDINA ARANIING

v
=

"gnuuuiuaneneiuaas OpenGL fizesuuy co

lumn-major
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struct Float4x4
{

private:
float m[4][4];

// Other parts of the struct omitted.

s
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*  A5191TUNN

— 3 constructor anugANgzAINRANEILLL

* FNagNg
loat4x4 A;
loat4x4 B(1);

5’ ’7,8,

9’ ’2,3,

4,5,6,7);
float m = {{1,0,0,0},

{0,1,0,0},

{0,0,1,0},

{0,0,0,1}},;
Matrix4x4 D(m)

// All elements are Q.
// All elements are 1.
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* deysvesiuldezisduuy column-major

— 1An

inline void fill_column_major_array(float *result) const

{

FOR(Ccol, 4)
FORCrow, 4)
result[4*col + row] = m[row][col];

}

— AL

int a[16];
Float4x4 M(1,0,0,1,0,1,0,2,0,0,1,3,0,0,0,1);
M.fill_column_major_array(a);
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*  FAaeng
Float4x4 A(2,0,0,0,0,2,0,0,0,0,2,0,0,0,0,2);
Float4x4 B(0,1,0,0,0,0,1,0,0,0,0,1,1,0,0,0);
Float4x4 C = A+B;
// C=1[[2,1,0,0], [ ,2,1,0],[90,0,2,11,[1,0,0,2]]
Float4x4 D = A-B;

// D = :_2 19®3®] [@,2,-1,@],[@,@,2,—1],[-1,@,@,2]]
Float4x4 E = A*2;

// E = ::4,®,®,®],[6,4,®,®]:[®’®’4:®]:[®:®:®:4]]
Float4x4 F = A*B:

//F = ::Q:Z:Q:QJ:[®:®929®]9[®9®)®>2]:[2:®)®:@]]




a 6 o/

* ARLNATNANLAA

q

* AauNmINEAIUnNEeS
* dunm
— weBndiuun 4x4 usanuazinmasidumsindauin 3x1
o auiulpessrneRudaiunniiullls
— usisazgnunsandsios homogeneous coordinate 1asqauas
wnwad aaluassndaun 4x1
— 3239 HC aasqnuazianimadiupneiu
* HC asvan (X,y,2) Pa (x,y,2,1)
* HC 2aannwef (X,y,2) Aa (X,Y,z,0)
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Float4x4 A(2,0,0,1,0,2,0,1,0,0,2,1,0,0,0,1);

// A 1s "scale by factor of 2" then "translate by
(1,1,1."

Float3 v(1,1,1);
Float3 p(1,1,1);
Float3 u = A.multiply_vector(v); // u=(2,2,2)
Float3 g = A.multiply_point(p); // v = (3,3,3)
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* Aol transpose a1

* AU INVerse 1a3eu

e munnu determinant wagiu
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Float4x4 A(2,0,0,2,0,2,0,2,0,0,2,2,0,0,0,1);

// A is "scale by factor of 2" then "translate by
(2,2,2)."

Float4x4 B = transpose(A);

// B=1_[[2,0,0,0],][0,2,0,0],[0,0,2,0],[2,2,2,1]]

Float4x4 C = inverse(A);

// C=1_[]0.5,0,0,1],[0,0.5,0,1],[0,0,0.5,1],[0,0,0,1]]

float d = det(A)

// d =8
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* @519 matrix aesnisurlasndnAny”
— NN9EiTENg
— NIUNU

— NFLARULNULUNA

— Look at transformation
— Orthogonal projection
— Perspective projection
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Wardudniuadranisudasuaniiagwiy static method 113
— static Float4x4 identity();
* aFpsnienansnl
— static Float4x4 translate(float x, float y, float z);
¢ @%’NLNM?ﬂsfﬂ@QﬂﬁiL%@uLLﬂuﬂuﬂu
— static Float4x4 scale(float x, float y, float z);
* @%ﬂﬂLNﬁ?ﬂﬁﬂ@ﬂﬂ’]ﬁ‘ﬂ@ﬂﬂ’]ﬂ
— static Float4x4 rotate(float degrees, Vector3 axis);

* AFNNATNEURINIIUNUIURINTR

— static Float4x4 look_at(
Float3 eye, Float3 at, Float3 up);

* g aumIndran1sulas look-at
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* FNAE
Float4x4 I = Float4x4:
Float4x4 T = Float4x4:
Float4x4 R = Float4x4:
Float3(0,0,1));
Float4x4 S = Float4x4:

:identity(Q);
:translation(1,2,3);
:rotation(60,

:scale(2,2,2);
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wnun1sudasuuy affine winiu
— ldsqu perspetive projection asluldnnsutlas affine
1IP1ANNTOUNUN LU RIA LN FTAT

Luﬂ'mrﬁmmﬂﬁﬂmmmmﬁ*uﬂmmuwm‘mm”l,é’mnﬂdﬂme?ﬂszﬁﬂm
— 31Fasn1IAUINNTLL avtunaL ldat1999m159

— 3FeIn1TANUINL inverse transpose aasnsmmsndarasnisuilacldacng
[~3 v
29PLTINE

RetiuduTuNIsul aanile) ey
— wrsndreedu uay

— WATNGUaY INVerse 19991 uay
— inverse transpose aasupTnduadu
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struct Xform

{

public:
-loat4x4 m;
-loat4x4 mi;
Float4x4 mit;

// Other parts of the class omitted.

s
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v %4 g
* ATIINUAALNN
— 1 constructor Wildvanauuy
« Xform();

— AFannsudagananad

« Xform(const Float4x4 & _m);

— AVUALNGI NG LT

« Xform(const Float4x4 &_m,
const Float4x4 &_mi);

— NMVUALNFINTLAY INVerse aasnuly

« Xform(const Float4x4 &_m,
const Float4x4 &_mi,
const Float4x4 &_mit);

— muuaweInd, inverse we1iy, waz inverse transpose aasduli
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* FHag
Xform T1 = Xform();
Xform T2 = Xform(Float4x4::translate(l1,2,3));

Xform T3 = Xform(Float4x4::translate(l,2,3),
Float4x4: :translate(-1,-2,-3));
Xform T4 = Xform(Float4x4::translate(l,2,3),

Float4x4: :translate(-1,-2,-3),
transpose(Float4x4: :translate(-1,-2,-3)));
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* AnuuINAfETY
— WAANALNNUIAEYIIN1T COMPOSe wu
— 81 A waz B fluntsutlaandan A*B Aantsudashnn B neuwdqsas
1A
* FQALN
Xform A = Xform(Float4x4: :translate(1,2,3));
Xform B = Xform(Float4x4: :scale(2,2,2));

Xform C = A * B;

// C = "scale by factor of 2" then "translate by
(1,2,3)"
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e a519n17uag affine ‘ﬁugmrﬁhﬂ
— static Xform identity();

— static Xform translate(
float x, float y, float z);

— static Xform scale(
float x, float y, float z);

— static Xform rotate(
float degrees, Vector3 axis);



Float2

struct Float?2
{

union

{
float d[2];

struct { float x, y; };
struct { float s, t; };
struct { float u, v; };

¥

// Other parts of the class omitted.

}s




auansames s lanu Float2

*  AF9TUUIUNA
— § constructor Tildaguanauuy
* Float2(Q);
— nuuamENsRU =v=0
« Float2(float c);
— MUUAAIENAU U =V =C
« Float2(float _u, float _v);

— MRUAAIENAUU = _U, V= _V

— Anatg
FloatZ2 tcl = Float2(Q); // tcl = (0,0)
FloatZ2 tcZ2 = Float2(0.5); // tc2 = (0.5,0.5)
FloatZ2 tc3 = Float2(0.1,0.2); // tc3 = (0.1,0.2)
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stluuunsunugnssnlauAuianNINNgn An
polygon mesh (mdnaansgiuansiviae)

Mesh wsznausiag
—  QARTUIUNAE] P
— nnweirain (normal) sauunanes) wnined

— Texture coordinate wane- s

— giluaawann (polygon) fa¥wannqadnediu usiavqaiideya normal uaz texture

U

coordinate rfnfustjsne

— WA AL T LA NIAENYIN Y




Mesh

class Mesh
{
public:
Mesh();
virtual ~Mesh();
public:
std: :vector<Float3> positions;
std: :vector<Float3> normals;
std: :vector<Float2> tex_coords;
std: :vector<MeshTriangle> triangles;

¥



MeshTriangle

 Auauwiagulie mesh dunil

* 1|32nAUMANS

— int p[3]

* azsfAusuInUaINTRIA LU g NN RIae Vertex ieanu

— int n[3]

o axiddniuiiuaaneas normal 1as vertex siagy

— int t[3]
e axiddniuiiuaanaas texture coordinate wag vertex visanu



143 .obj

* stuuuing .obj Wugtiuulvanldunu mesh nldriupaudng
LWIUANY

— suundng
— {lu plain text
e Tdsunsunmssnuraniawmainadinddoulvn support Twa
format il
— 3DSMax, Maya, Blender, Softlmage XSlI, “a«
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# cube.obj f1//2 7//2 5//2

# f1//2 3//2 7//2
f 1//6 4//6 3//6

g cube f 1//6 2//6 4//6
f 3//3 8//3 7//3

v 0.0 0.0 0.0 f 3//3 4//3 8//3

v 0.0 0.0 1.0 f 5//5 7//5 8//5

v 0.0 1.0 0.0 f 5//5 8//5 6//5

v 0.0 1.0 1.0 f 1//4 5//4 6//4

v 1.0 0.0 0.0 f1//4 6//4 2//4

v 1.0 0.0 1.0 f 2//1 6//1 8//1

v 1.0 1.0 0.0 f2//1 8//1 4//1

v 1.0 1.0 1.0

vn 0.0 0.0 1.0

vn 0.0 0.0-1.0

vn 0.0 1.0 0.0

vn 0.0-1.0 0.0

vn 1.0 0.0 0.0

vn-1.0 0.0 0.0



mdaluvd .obj

* VXYZW

— AuuARUT099 A AT

— apuanfinuaininsias 1 qpstelufinunsias 2 Lﬁuﬁiﬂéﬂﬂj
* vnijk

— nvium normal

— normal wannnvuainungiaa 2 normal ssaldlvuigias 2
iUl s



mdaluvd .obj

e fv/vt/vnv/vt/vn v/vt/vn v/vt/vn

— AMUUAULIN

1
1 o

— v/vt/vn aglagAsils Tuas iy

al

— V Aaafrrtiaaamnuia (3uann 1)

— vt Aangrriaes texture coordinate (B3uann 1)

o uiislsialagil
— vn Aessszilres normal (Guann 1)
— FNagig

e« £1/1/12/2/23/3/34/4/4

— 47ufu mesh uns mesh analiidays texture coordinate nsouis
paunsoliu vt 18

« £1//12//23//34//4
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