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IE 51 #2 & #2:g10rtho()

a2k glOrtho()
void
glOrtho(GLdouble left, GLdouble right

: : nghT
GLdouble bottom, GLdouble fop, ' left

GLdouble near, GLdouble far) 7 b ottom

tar near
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125 51 22 #2.: gl Frustum()

A<k glFrustum()

void

glFrustum(GLdouble /eft, GLdouble right,
GLdouble bottom, GLdouble top,
GLdouble near, GLdouble far)

right

near
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135 £ 22 #2 . gluPerspective()

a2k gluPerspective()

void

gluPerspective(GLdouble fovy,
GLdouble aspect,

GLdouble near, GLdouble far)

fovy

; >

far

X\

RARDEE

S ar aspect=w/h
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RAZEH: sluLookAt()

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

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

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

—» X

(100,100)




VAR VYA XDER

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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#definedld ?

[5iBA] definelIXFIHIDEEFMZEITI. RODKLILEEKXIZEDS,
#define XFF1 XF32
XX XD EIIEET S,
#define SIZE 500

59 5ETATSLRDSIZE” EVLVSIXF(XAV N ILDBEIZ 500”7 ELVSBUE
lfé%i@béo EZILULTOLSIZALS,

#define SIZE 500
int a;

a = SIZE + 50;

=59 BE., alZlEs50h A%, —fB[Zdefine CEHIND LR (LDOHITIE
SIZE) [FEFEDEHER AT H-OITKXETELDHIEHITHS,
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- EBH - £D2 (MR

- BH - £D3 (FA—/NILVER )

- BETEEF - TO1(+ - * / %)

- BB ( sin , cos )

- BiNEEF - =02 (BEIEGEESRE)



E#H - D2 (D

[ExEA]

T2 (B ZRRELTHHEEERLE S ERIIERT SHIIREFT

5T 3DRFEELTEELLETNIELGLEL, TTICB¥ZRET S

T—ABELT int ZRALEN. IMNEFRFETLHIT—HRELT
float, double

ELVST—E28AHS, CEETIEI/MIDT RO LEZEI/NER

B |LFEA TLNVD, floatédoubleDBWI/NBERTFTHYAXT

doubleDAMN&LY ZLDHMERTFTES MERLEH A X (AHIET

T—RERFTH0) [TNBRIZEKET S,

[ A1)
double x; /* doubleBDZEH, x 2EE T H, */

x = 0.05; /* ZEHICEZKAT S, */



E#H - D3 O—nN\ILEH)

[E%8A])

CTIIREHMOAMBTEELLZERIE. TOBEBDO BT TENTH D, ¥
[CEAIEHLBEH S, BIOBEBOARMTEESNTLIEHEZOMS
EIETEGW, CORILGERDBEETO—hIL (BFE) GO TIhE
(O—AIILEHIEFATINS,

FNITHLTE DML THMESI LN TEEIEHZE/O—/\ILEH
ERATWNS, TO—NILEBIZBEH DN TERSNS,



¥ T3 O—N\ILEH)

A—HLEHRITHFERBOABTLMESICEMNTELGL, COEFTHI
EJE OBEBOABTCRILATDERZHE>TEHERINEEZLL. T
DHITIE., function&ELVDBEMEmainfiBD P TEH a ZEELTL
M. CD2DDEH a [F2<BERDLGVLHEIILEEHELTHEL,

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

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

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



BEiBREF-TD1(+-%)/)

[EREA]
HmEF B il

+ IEfS a = +b;

- afs a = -b;

+ MmE(RLE) a=>b+ c;

- A (5I1ZH) a=Db - c;
* FEMDITHE) a=>b * c;
/ BREGEIVRE) a=b/ c;

% i), a=b % c;

RiFEEFRIREZRE TS, BRELTRIEZ®S BEREZITOL
RYIVIYEToND FBEHITHLT 2 BEFEESIERYERDSD
SENTED, OTHRETHERRIIFEIZES,



BEEEF-TD1(+-%/)

§;:10)!
int a, b, c¢;
double d, e, £;
b=5;, ¢c=3;
e =5.0;, £=3.0;

a=b+c; /*a=28 */
a=b-c; /*a=2 */
a=b*c; /[*a=15 */
a=b/c; /*a=1 */
d=e / £; /*d=1.6666.. */
a=b%c; /*a=2 */



EBAE (cos sin)

[E%EA)
CICIFTEIFLBEFBEBMNAABRIN TSN, CZTlE sin & cos I
DWWTERBAT 5,

sin [I5|IWISOTUEEEZADE. VAL UE (EKRIE) 2R,
cos [IREIFRICOYV AL UE (RZIE)ZRT,

BB ERTIILGLGOTNMNETH A EIZERET H. TV T, sin, cos
[ZOVWTHEEROHFEZDEENFTEZSRBLTEREVHT . FEITELL.
180 3.14159.. (m)SPFY

360X 6.28318.. (2m)STTFY



EBAE (cos sin)

1AY

sin(t)

cos (t) 1




FBIR (cos sin)

[Ffi]

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

main() {
double a, b, ¢; a = 75.0; /* a [CHAE 75E */
b = sin(a/180*P) ; /* sinDFtHE */
c = cos(a/180*P) ; /* cosDEtE */

AR a/180*P [TKH>THE (degree) hoTVTFUICER
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- ZTDN2(BEXIRGLEFBERAN)

E::)
chFETICHRBALL-EMERE T (ICHBEEFIIHAHH) ICIE., BEIFBLLA
Hd, hlFfF-EAIE. N1+2*31TIX

2*x3IMEICHEINT, HERIKX7ICES
EWVSF-CETHB, HLIM+2 17 BELTEELI-WLEE(E ., BEIFRLA

to2&bEL () ZAVT.IRHZVMYEAS, IEHBI (1+2) *31&T
Do
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HIVEDRREFICIIHBEERANELSEDHAH D — 2 DA D HPIZFEIELL
DEHEFNEELEGE. BEZAICEOSVWTERERFMSIND, EAR,

a = 10;
b = 20;
a =Db = 30;

TIIXZEH a & b DfEFKIC 30 [2HE, CHITEHEF ' =
DEERAUANEHEEN(EISEITEHETB) EL>TLEINDTHSD,
D=ORIEIFEFTERDOI b = 30 INETSIh, TDHE a = b |
MNETEND,
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EJ=
8 / 4 * 2
ELWSARTIE '/ & '+ OBEBRCUEBIFELWVINAEERESNTHST:
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(8 / 4) * 2
ELTEZE.BRIT 4 45,
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#include <GL/glut.h>
#include <math.h>

#define PI 3.141592653589793 /* FJE=En * /
void display (void)

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

glClear (GL_COLOR BUFFER BIT); /* HFHREDZ I T */
glBegin (GL_LINES) ; /* WG EREET 5 */
for(t = 0.0; £t < PI; t += 0.3){
x = cos(t); /* xERERHETS */
y = sin(t); /* yEERHETS *x/

if(t '= 0.0){
glVertex2f (x, y); glVertex2f(xl, yl); /* 2. ¥EEDEE */

x1 = x; yl = y; /* BEREERE L TEBL */
}
glEnd() ; /* WS ORERET */

glFlush() ; /* HEEZEHET 5 */



SRREA

(a) EhWip—FEDOMA%ZNT,
MR, BREO—E, BRoOMINS

(b) ¥EZEEL., HZ,TF, EX. ¥£?
float r; double s;

scanf ("$f", &r); scanf("%1lf", &s);

(c) nEOHZXIIIT, Ex. ¥4, n?

(d) BBHZnEIZZBT, Ex. ¥, a, b, n?
(x, y) = (a * cos(t), b * sin(t))



PRREDB

(a) =¥ hraA K (epitrochoid: #bwu A F)ZENiT,
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) cOEZMNZTEREZZBINRZ,




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)




SRRaC

(a) N AR bueaA K (hypotrochoid: N kv A R)ZhiT,
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) cDEZNZATEREXZRBIRZ,




SRRaC

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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