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Exercise 1. Height Field
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Height Field

Interactive 3D Heighfield Viewer and Fly-through!
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Interactive 3D Heightield Viewer and Fly-through!
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Start coding ...

* NeHe Productions (http://nehe.gamedev.net/

Your First Polygon

Using e sowrce code Tom Pe frst Moral. we will now add code 10 creade 3 Triangie,
and 8 Square on Te soreen. | now youTe probably Tinking 10 yourself "3 rangle and
SIS ON Joy". Dut & really is 2 BIG deal Just about everything you creade in OpenGlL
wil b created out of Tangies and sguares. If you dont undenstand Pow 10 oreate o
simpie e Tangie n Three Dimensional space, you ¥ be compledely 1ost down Pe
mad 50 read Prough Tis chagter and leam

Orce voul've et Trough T chapter your should understord P X s Yous ovd 7
s You wil e sbout Tarsiaton ef, Aot LD, down "o and ot of Te soroen. You
Should Understand how 1D JRace a0 object on e Soreen cxacly whare you want & %0
e You wi aiso e 2 DR sbout The depth bufer (placing objects inio T soroen )

Adding Color

Fxpanding or Pw second Moral | el lsach you how 10 create spectacular colory 0
OpenGlL wi™ vary We ofort You ol lsam sbout both fat coloring and smooth
colorng The Fangie on P e uses smooth colorng The sguare on Te right Is using
ot colorng Notios how P colors on e angle tlend ogether

Coter a00s st 0 o OperGl. progect By urdersianding Doth At and amooth cokorvy)
ey arfarce Pe sy your OperCil. Semos ook

s M0l T each you how 10 fodale Doth Pe Vangle and Pe
ot The Fange ol mtate on e Y axis e Quad wil rotale on e X axis. This
WA Wil reDuce 7 varadies W 5 uses] 10 83000 e &gl Of P Vangle. and Ul
wil slore Pe a g of Te guad

I's 008y 10 eate & soene made wp of POlygons. AGINYg MOBON 10 TWse CDpct Makes
e scene come ave I ater lessons T %each you how 10 otade an object around 3
PONE ON T SR CBUSNg T byt 10 MOVe U T S0reen raTer TN spn on Rs
rea

3D Shapes

Now Bul e hve D polyoors, Gueds, coltors and rotetion figured ot s trme B0
Suld 3D ctpects. el Duld e obpects usng polygors end Gueds. This b wel
expand on B et o and L e Fangie M0 @ colorfdl pyraeed, and um e
sQure i & ol e Thw pyrerad will uae Dlended colors, B e will heve &
Aferert coler o each face

Suldng e ctyect » 30 can b very S corsuming, But e results sre ususlly worth L
Your rmagraton o Pw et
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Start coding ...

* NeHe Productions (http://nehe.gamedev.net/

* OpenGL Programming Guide (http://glprogramming.com/red/

Your First Polygon . A
Using fe sowroe code Yo Pe frst Moral. we will now add code 10 creade 2 Tf.y'-)-_\
Fo Souare on Pe soreer | 0 you e prodablly Thnking 1o you it " rarge ad

SOUD. O " Dt R ooaiy s 0 BIG dead st o overyhing you creade n Oponl
wil T creomx £ of Targes ad U ¥ you don understand how 10 oroate o

e e £ oo o e e Programming Guide

Eightls Edition

Onoe you''ve mad Prough B chapter. you should understand Pe X ads, Y anis and 7

a8 You wil leam sbout Tansiation lef, Aght, up, down, Into and out of The soreen. You '7,‘0 (”’l‘ “" (.““‘( '(, ua"."’x

ShouMd UnderEand Pow 1D Jlace an obect or e SCreen axaCly whave you want R %

e You wi aiso e 3 Bt sbout The depth bufer (placing objects into Te soroen) ‘)"M." -‘ “rn'm, 4.’

P o P second Morad | el lsach you how 10 creade spectacular colory I
o™ vory e o™t You ol e ¢ both gt colorng and em
The sqguare on Pe fight s wirg
g Notios how Pe colors on Pe Y gl Bherd Sopether

Coky s et o » oGl progect By urderviarding both st and amooth cokorvy)
you cen greally erfarce Pe wary your OperCil. Sermon ook

Rotstion

Moving "gNt song 0 Ts LA0n T each you Now 10 /odate Dot Pe angle od Pe

. The Mangie ol mtate on e Y axis. and 1he quad will rotale on e X axis. This
Wored Wil reoduce 7 varabies W s usex? Y0 siore e angle of Pe ¥ go. ond uad
wil giore Te g of Te

iR 3 sere Tade W I_-:,-,.q A NON 10 Twose obpect Mmakos
w e I e 'ossors M e obade o
Wt 0N T STTRen Causg T 0yt 10 MOove 3 T 0N 13

3D Shapes

Now Bul we e o polypors, Gueds, colors and rotetion figured out, s & ®
Suld 3D ctpects. el Duld P obpects usng polygors end Gueds. This b wel
expand on B et o and L e Fangie M0 @ colorfdl pyraeed, and um e

. e p— Slanded col e wilh : !
enertrante T e B Dave Sheciner « Graham Scllers © John Kessenieh = Bill Licea-Kane

Buldng e ctyect 30 can be very e corsuming, But B results are uiuslly worth L The Kouamon Opentd ARE ‘Workmg Cecup
Your magretor o Pw bt
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Assignments

¥ 20153 csci_420_30053: A/
Computer Graphics

Build Content v Assessments v Tools v Partner Content v

t.
Announcements
Syllabus & \ Exercise 1

1 Content & & Please submit all the required materials for Exercise 1 here.

C asgrments D

Discussion Board t‘

Contacts ¥

Tools
USC Code of Ethics

Course Home

* Deadline: Thursday, Sept. 17, 2015 11:59 pm

* Follow submission instructions on Ex. 1 webpage:

e Upload a .zip compressed file named “Exercise-
YourName.zip” to blackboard

e Include your code with comments
e |Include a readme file
e Include JPEG frames or a video




Contact

ft Discussion Board

+ - ¢ M1 ) .
Discussion Board

¥ 20153 csci_420 30053: Forums are made up of individual discussion threads that can be organized around a particu

Computer Graphics

A t

Syllabus &

Content &

Assignments Delete
< Discussion Board ) Forum Description

Contacts #

¢ Exercise 1 Questions Please post any questions concerning Exercise 1 here.

1

Tools Delete

USC Code of Ethics

Course Home ¥

« Office Hours: TBD, will be posted soon

« General questions about the assignment can be posted
on Blackboard Discussion Board

 Emails (include “CSCI_420" in title):
olszewsk@usc.edu, lingyu.wei@Qusc.edu
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Thanks!
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