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F 382 #L (orthographic projection)]

[ FtRZE i (perspective projection) |



EREEBREBRARIR

[IESI82ZE# (orthographic projection) |
1. RO ENSIUFZR-GESICHETS
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[ ERZE M (perspective projection)]
1. REMCEEINEANIEHNDIFE /NESEHR
2. RADHEEBHRAETMNESIVYFE
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IE St 82 Z #2.:210rtho()

A<k glOrtho()

void

glOrtho(GLdouble left, GLdouble right, ‘-Ei right

GLdouble bottom, GLdouble top, . <+

GLdouble near, GLdouble far) | ~— | 22 bottom
far near

RARDEE RENDDEX
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125 i 22 2 gl Frustum()

a2k glFrustum()

void

glFrustum(GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top,
GLdouble near, GLdouble far)

right

near

]
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135 £ 22 #2 . gsluPerspective()

a2k gluPerspective()

void

gluPerspective(GLdouble fovy, fovy

GLdouble aspect, W
GLdouble near, GLdouble far)

aspect=w/h

near

far

X\

RIRIBDUE RENDDE




AR L :gluLookAt()

a2k gluLookAt()
void
gluLookAt(GLdouble eyex, GLdouble eyey, GLdouble eyez,

GLdouble centerx, GLdouble centery, GLdouble centerz,
GLdouble upx, GLdouble upy, GLdouble upz)

, W
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o \f

*

(eyex, eyey, eyez)
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Ok glViewport()
void
glViewport(GLint x, GLint y, GLsizei width, GLsizei height)

—p» X

(100,100)
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int
void ourReshape (int width, int height)
{
glViewport (0, 0, width, height) ;
glMatrixMode (GL PROJECTION) ;
glLoadIdentity() ;
gluPerspective (30.0,
(GLfloat)width/ (GLfloat)height,
10.0, 1000.0);
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#definekld ?

[(RBA] defineldXFINDEZFMAZETI. RDKLILGERITES,
#define XFF1 XF32
FEZIE, ROELSIZEET S,
#define SIZE 500

C59(ETATSLRDSIZE” EVWVIXFIFAV /N ILDBEIZ 5007 ELVSBUE
[CBEEHDHB, EAIXUTDOESIZALS,

#define SIZE 500
int a;

a = SIZE + 50;

=59 BE, alzlEs5508 A%, — i [Cdefine TEESNDEH (EDHITIE
SIZE) [IEBDEHMERNT B=-DIZKXETELDOMNEHTHS,
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- E® - ED2 (MY

- EH - ED3 (JA—NILVEH )

- BfiiEEF - ®O1(+ - * / %)

- BB ( sin , cos )

- BirEEF - 202 (BEIELIESERAD



E-TD2(MK)

[EEA]

T3 (BUE) ZREL THEEEREES. EREERATLRNICERFT

5T—3DBEHEELTEELLETNIEELEL, T TITERZRETS

T—ABELT int ZRAED, IMIZREFEITHT—RBLELT
float, double

ELNST—E2BRH S, CERETIR/M DT —2EOLEEE/NMIR

B |EFEATULVD, floatédoubleDEWI/IMNIEZHRETHHAXT

doubleD AN &Y ZLDHBERFTEZS, XMLV A X (AIHTET

T—REREFT LN FNEBRIZIKFT S,

[F%1]
double x; /* doubleFH!DZEH x 2EET D, */

x = 0.05; /* ZERIEEXZHKAT S, */



EH - TD3(TO—\ILER)

[E%8A]

CTIXEBOARMTEELLERIE. TOREBDPEITTHEUTH S &
[CEARIEHLHBHHS., HOBEBOABTEESATLSEHZOMNS
EFTELGL, COLOLGEHDHEEIIO—NIL (BFTN) DO TIhZE
(O—AILZEHIEFEATINS,

ZFhICHLTEDEMMOTHEHESI LD TEHIEHREI/ 00—/ ILEHY
EFATNS, TO—N\ILEHIZBEBDON TERIND,



EH €03 (70— ER)

A—AILERITFERERDOAEBBTLMESCENTELGL, SO EFH(C
B & tDBEABDORNBTRILAFMDERZHE->THLHEENEZLEL, T
DPITIE. functionEV BB EmainBAMO B TERH a ZEZLTLY
BN CD2DONEH a [FL<BEROLGILHRIILI-EHELTHEK,

#include<stdio.h>
int g;
function () {

int a; /* g LEX */
}
main () {

int a, b; /* g LA */
}



B EEF-TD1(+-%/)

[EREA]
HEF SR i
+ IEFS a = +b;
- 8fs a = -b;
+ mE(BLHE) =b + c

a

- BE (5|EH) a ;
* REMIE) a=b * c;
/ RE (FIVEHE) a=b/ c;
% RY a=b % c;

AMTREFEIREEZHET S BERELTHIELZ G5, BRBBREZ1TOE
RKRYIZVIVIETOND, TEEBICHLT ¢ BEFEHESIERYERDD
CEMNTED, OTHRETHIEHBRIIFEICLS,



B EEF-TD1(+-%/)

G:17)
int a, b, c;
double 4, e, £;
b=5;, ¢c=3;
e =5.0; £=3.0;

a=b+c; /*a=8 */
a=b-c¢c; /*a=2 */
a=b*c; /*a=15 */
a=b/c; /*xa=1 */
d=e/ £; /*d=1.6666. */
a=b%$c; /*xa=2 */



B (cos sin)

[ERBA]
CICIZSEIFLHFBEABMAAHBIN TSI, CCTlE sin & cos [C
DWWTERBAT 5,

sin [F5IWMISOT7UEZGSASE. HAUE (EEXE) #RT .
cos [IRIFRICOYANME(RZIE)ZIRT .

SN EMTIREGLSVTNNETHAHCEIZTEETH, S5V F, sin, cos
[ZOVWTIEEROBMEDEHEFZSELTEIVHT HEITELL,
180l 3.14159.. (m)STT7Y

360k 6.28318.. (2m)STTY



B (cos sin)

1AY

sin (t)

cos (t) 1




FBIR (cos sin)

[FAH]

#define P 3.141592 /* P I& n * /

main () {
double a, b, c; a = 75.0; /* a |[CHE 75FE */
b = sin(a/180*P) ; /* sinDEE */
c = cos(a/180*P) ; /* cosDEtE */

AR a/180*P [TKH>THE (degree) MoTVT7UIZEH
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[E%BA]
NETITHRALE-EMBEEFHICEHREFETHLIM) (K, BEIFLELA
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a = 10;
b = 20;
a =b = 30;

TIIZTH a & b DfEIFHKIC 30 [2HE. ChITBEBEF ' =
DEERAUANEHEEN (EMSEITHEET D) EHE>TNSENSTHS,
DF=HRITFEFTEADI b = 30 INKRTIIh, TDHEN a = b |
MNETESND,
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#include <GL/glut.h>
#include <math.h>

#define PI 3.141592653589793 /* MJEZEn */
void display (void)

{
double x, y, x1, yl1, t;

glClear (GL _COLOR BUFFER BIT); /* HxDJ7 U7 */
glBegin (GL_LINES) ; /* B EHET 5 */
for(t = 0.0; t < PI; t += 0.3){
x = cos(t); /* xEREEZFHETD */
y = sin(t); /* yEREHETS */

if(t '= 0.0){
glVertex2f (x, y); glVertex2f(x1l, yl); /* tER. RDEE */

x1 = x; yl = y; /* BERRZERGFELTHEL */
}
glEnd () ; /* BRST OREERET */

glFlush() ; /* BEmEmZERHET D */
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(a) EHhW2—FDHZMNT,
PhR, RRO—E, BROTOMIS

(b) ¥EZHEEL. HZniF, EX. FE?
float r; double s;

scanf ("%$£f", &r); scanf("%1f", &s);

(c) nEOHZ 201}, Ex. ¥£, n?

(d) *ﬁménﬁﬂliiﬁﬁo Ex. EIé‘&r a, b, n?
(x, y) = (a * cos(t), b * sin(t))



2B

(a) =t hbuaA F(epitrochoid: N FuaA R)EniT,
Ex. a b c?
x=(a+b) *cos (t) -c*cos ((a/b+1.0) *t)
y=(a+b) *sin(t) -c*sin((a/b+1.0) *t)
Ex. a=1.0, b=0.2, ¢c=0.3

(b) cOfEZ N2 TCEREEZBI %,




SREAB

x= (a+b) *cos (t) -c*cos ((a/b+1.0) *t)
y=(a+b) *sin(t) -c*sin((a/b+1.0) *t)




SREaC

(a) "M AR braA K (hypotrochoid: N kv aA R)ZE»niT,
Ex. a b c?
x=(a-b) *cos (t) +c*cos ((a/b-1.0) *t)
y=(a-b) *sin(t) -c*sin((a/b-1.0) *t)

(b) cDEEZNPZATEREEIZBINRZ,




SREaC

x=(a-b) *cos (t) +c*cos ((a/b-1.0) *t)
y=(a-b) *sin(t) -c*sin((a/b-1.0) *t)
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