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1.1 Motivation

SEINYE GRG0 B T AL = 4R 2 v B B S 4 H bs, S EE
Wb A A G TE QR AR L, SEERIB IR I N BRI AR KT 1] A8
1B ER 2 AR AT A 2R LS LR HL 2 200 BT A G S B ASUR

W FOGEAB ER AR T2 St EHLE R 2ok Ul 8 K, BT PARAT /N AR
T I A — A = HEFEROG IR R A K 5 S AR ] LD LRIB ER R
1.2 Goal of the project

S — AN A BT AU 4R, SRS BN B B E R, &)
LGRS A B ER IR, SEIL— AN SCHFsfiiid . e B MR
I P ] 2 Y ERIB R A%

1.3 Scope of the project

LB = HENERIE, IR/ NERESIN EM RSCE . HR2ACEE, N
BRG] LI

RS/ NER ESCBDCEGBERSIE, (82 RENE L i B .

1.4 Achievement

BAVNHE LM A 2B AR i =4Espaksny, fi—4
ANERTEMIAR b B GE,  FRAEShAS IR /NERIGE AL | SCI 1A 5T SO Bl S AN B 5 A
H, B FAEMH T OpenGL 588 5 AN SRR & 75 R 2 B O s 1/
BRI AT 2RIB S, TH E/&MHH T OpenGL Shading Language(GLSL)5E fif»

= BB KSR

2.1 OpenGL H AR B 22 #2

BAAR e, UL R AR e CHARPAT ISR LR, S8 5 {9k Refr
FEPAT)  IXREANPHAR 3 AW 8. TR, —4EE BR, A7
BRAERE T 2R, M(xy,z,1) - T=(x+a,y+b,z+c,1), 24 TIEFRALFR(X Y.z, 1)
3i(a,b,c) I FL & .



1 000

01 00
T=

0 01O

a b c 1

E=gezia) b, S5 x fl. y Bl z SMAOIERS 4x4 HIHERE Re(0),Ry(0),R(0)
%%1 ﬁi

1 0 0 0 cosd 0 -sing O
0 cos@® singd O 0 1 0 0
R.(0)= ) ) Ry(H)z . )
0 -sin@ cos@ O sin@ 0 cos@d O
0 0 0 1 0 0 0 1
cosd sing 0 O
—sin@ cosd 0 O
R,(0) =
0 0 10
0 0 01

Horb, WPERAH BT ISR, 0 RoRIE I B L .
FE =42 8] b, ST A 4 AR R S o, 70 R A b x Bl

Bz B B s BIARR R R SRR ab,c £

a 0o0@o

0 b 0O

S =

0 0c O

0 0 01
X 3 NAR T B OpenGL F1 i =AM 0. glTranslate*(), glRotate*(), glScale*().
2.2 OpenGL H/NERFIZ

2.2.1 REASHFHE

BRI I S A 28 T L ERAE R R R, SIASE uyv, H v 2 BRI 25 R A
MELS z JEM P, u RomIELRTE xy FHPHREE x Wik e s,
TEFR:




WU ER 2 H05 R w] LR RN :

X =CX+ r xsin(zv) x cos(2zu)
y =cy+rxsin(zv)xsin(2zu)
Z=CZ+rxcos(zv)

2.2.2 FREERE
BRI S EBOTRE LG, IR 5 R4 2 M AL &, 2055 u Al v J7 1A
KOS, SREX A FT1S R 3T AR AT

Xy x Y.z, — Yz, Y.z,
EEEAN Y, =y, Xz, —X,Z, -X,z,
Z" Z" - u.}r J"u‘ v - uy‘. _yu‘tr
sin(m') X cos(E;m)
=4 sin(m-)x sin(Zmr]
i j k cos(zv)
Yo M 2y
R H, 4=-2a%* Xsin(mv)
2.2.3 SEHAT

CHSHOTRLE, TEITEE, 75080E u v K. ustep,
vstep. SRJEIEIEANFE R u B v, SRIGALER R S SEBRALRR (XY 2), TESEILRA
— R BN

1?
1

0 1u

U=0 55 u=v KA b SR ER AR A L T BT AT R X
G, v I B B A T LA R DU T AT IR T L T B 7 B
S AT e

7 glut s T A (0 B S ik e, (BRI T



2.3 /NERRAIZZ)
SRR INBR A AL bR X /INBR AT AR A AR Yo, AR 46 B AR N AR bR, X /NERIEAT 2
Hl, SRIGTFE R /NERI N — AN bR, SEFEHIES).

=. MREE K RAFE

3.1 B R

/NERITAE A8 O B +gIMaterial* SE R, FENIRES, N/NERUERS T TR
s HuAR AT B AT B ROR, e alpha {28 0.5, [FIRA TikE BG5S/
BREIFEWBIOIR S, ELHIHNCZ AT #2293 GL_BLEND; Jtli s H—1HEM®
[FINERR IR, BN CIRA S, P LB A SZ G520, H emission /&
{1.0, 1.0, 1.0},

£ display H', Jeffill H/NERBIEEADGCIRBIR, MmO, &E%
HHbR s fEIX BRG], A AR A RIS RSz 2 (a1 22, T SEY6R
AR, s Bt

R GIINIE T 2D SRR B 77, T 7S5k B AR oS sk 46 € 3
GL_TEXTURE_CUBE_MAP H#5ff) 2D 403, /5 2D g, 1E & HE 2
AT, K/ Eugnr DL s AR,

3.2 BIBEH SR
(D AN DM m_amb, m_diff, m _pec =P, 70HFRR XTI
Tt HUR AN T & = AN 8IS ) SO AR

static float m_ambl[][4] ={

{ W%
{ W/ 58
{ W&
{ , WIEER
{0.0, 1.0, 35
static float m_diff[][4] = {
{ b
{ b
{ b
{ , b
{ 31
static float m_spec[][4] ={
, b
{ , b
{ , }



{0.332741, 0.328634, 0.346435, 1.0},
{1.0, 1.0, 0.0, 1.0}};

(2) A=A WS —AD m_shinn —4E502H, HpE—JoRPRNRE T E

JCIIREE -
static float m_shinn[][1] = { {76.800003}, {27.8974}, {55.6}, {38.4}, {100.0} }

H— M2 R B HERERIA T :  staticint mat = 0;
M= R BRI CIRMIAIE : static float tht = 0;

(3) il NERAOGIE, A2 Al [ 58 4445 void drawScene()
2 FIHAR . void drawGround()

(4) BLHUERMRIN, E1TRE, ATRUEHE T /N ERIBkS),  teder- ] Dlik
FEHFF . void KeyboardFunc(unsigned char key, int x, int y)
PR IR B N, F A A 7 T B AT DUASE SR AE S AR B AR 38 3 s void

SpecialKeyFunc(int key, int x, int y)
(5) LR GHIE:

class SkyBox

{

public:
/ /o)1t R KL
SkyBox () ;
/ /4 R
void draw() ;
/ /M1 B
void init();

protected:
/ /% bmp UGS F#E AL Sy 2D 50
GLuint createTexture2DFromBMP (const char *bmpPath) ;
/ /RN EUE SN %
unsigned char * loadFileContent(const char *path, int &filesize);
// fE RS bmp ST A A2
unsigned char *decodeBMP (unsigned char*bmplFileData, int&width, int&height);
/ /B s
GLuint createTexture2D (unsigned char *piexlData, int width, int height, GLenum

type) ;

private:

GLuint m_textures[6]; //fA7S/NIISCEL: 7N, AfEAA LT



M. SELBERHESR BT

4.1. BRI

f# ] OpenGL Shading Language (GLSL) %54 Qt 5 RIS SZHAE — R4
G AN ERIAR AT 2R IB Y . GLSL & OpenGL HE GmENIES, BRE T
EREL N —H 5, MEJME LA FZREA et . GLSL & & KA
HH 3 2%, Vertex Shader (T fi% 4% ) 1 Fragment Shader (7704 A48 ),
TR B3 0 A R X — AN RN TR K 2R A T A 3R 47 A 28, 5 61 B A BT A i 48
BB 7 G S BAREESROE A BT B A AR bR B . Frooss Ea a0 AR 2 240
T AR R AR B, A oo HORE T — IR o ds R B A

£ Qt5 W, TFESZI initializeGL. paintGL F1 resizeGL = NpR#%(: 1t
initializeGL PRELH, INEL GLSL MTH AU GUds A o oy, X BRI =400t
THIIEA . R BOR &R, IECR A & paintGL B A, H
K SE Ze i3 5 s resizeGL BREUIAE FH A2 A 5 HOR/INSCR IS, 18 88 ST AR AR B 7
R EANERE . IbAh, £ QtS BRI, IEHIN T —Leflbn . S H AR AL,
5 P S S A H

4.2. WL S RE T
421 FocE e (gisl.frag XU MRBIES WS REL DIk

struct material { struct sphere {
float phong_factor; // between 0 and 1 vec3 center; //ER Ly
vec3 ambiant; /A58 I 8 R EL float radius; /215
vec3 diffuse; /118 5 &5 material mat; //ER{AH7 5
I3
Il % eta==0 FHrit struct ray {
float eta; // n=n2/nl, FTH=H n2 #ii float power; /D628 58 )%
FEXHHT S 26 nd B4 57 AR AR S 3T 832 vec3 origin; /3% AL
} vec3 direction; // G281 77 [
b

struct plane {
vec3 point; //TH A2 T 77 TH s AL b
vec3 normal; /13 7] &
vec3 width; /%5 )
vec3 height; /75 B [ &
/Iwidth,height,normal Ji% £ 5 T &
material mat; //TH #4J5i




R

bool line_sphere_intersection(in vec3 origin,

in vec3 direction, in sphere s, out float dist)

TiRE
SR SERIRARZE . 25 AHAZ R [A] true,
FrId dist IR R YE 2 A AT EEES .

bool line_plane_intersection(in vec3 origin, in

vec3 direction, in plane p, out float dist)

RS A F-FRIAHAS . 35 /H2E
iz[8] true, FiEL IR (B YR 2 A2
FHES

dist i

bool next_intersection(inout vec3 origin, in
vec3 direction, out vec3 normal, out material

mat)

i 3 i BRAR AN, SROCER SRR T —
N L A SRR A] true, FFiEIE
B[] 52 i AR R T B 5

normal Al mat iR

bool light_intersection(in vec3 origin, in vec3

direction, out vec3 normal, out material mat)

A H next_intersection() 115 Jt i B IR 2
(B2 S A YME . G W= A 52, 25 o]
F phong S S AR 11 5501% 55 IR B € o

float refraction(in vec3 v, in vec3 n, in float

cosi, out vec3 t, in float eta)

RIEANGI LR 22k NGRS 37 55
R, TR R .

4.2.2 Qt i

RayWindow FEH P R e I RE

R

Thig

void RayWindow::/initializeGL() R
T

MBI S LA o (s, W

SEVITRIN AL IR

void RayWindow::paintGL()

SRR, FIRSEm 2213 5

void RayWindow::resizeGL(int

w, int h)

2R RN, R R S A S v RE AN 5

void RayWindow ::mouse

s b

PressEvenf{QMouseEvent* ev)

s AR FAF R R AN A B R, Rl

void RayWindow::mouse
MoveEvent{QMouseEvent*

ev)

AR RS BN R B AR SRR IS BN, EAN AT 1
DT, VIR b &

void RayWindow::wheel

Event{QWheelEvent* ev) ikt .

RS IR ST iR A, TR B AR IR Bl e LR = AR




void RayWindow:: resize Zk A GLWindow::resizeFvent(ev)BR %L, AbFLE H /M EL
Event(QResizeEventx ev) Az

void RayWindow::move N . B
kA GLWindow::moveFvent(ev)ih %, AbELE O RIF25)
Event{QMoveEvent* ev)

void RayWindow:: hide
kA GLWindow:: hideFvent(ev)PRE, AbEEE O IR
Event(QHideEvent* ev)

void RayWindow::keypress
FEb S A AL B4 T S R K
Event{QKeyEvent* ev)

void RayWindow:: keyRelease ‘
s b B A b 58 S Y B B
Event{QKeyEvent* ev)

void RayWindow::timer
THIN 2%, PSR R I .

Event(QTimerEvent *ev)

void RayWindow::set B DU, o5 BRObR 20 SR A RS ERAE & O e
Track(bool track) RE O, FETERERRE O N ERERYIME s

i\ LB ERE AR S54RSS 4

RO R G BE SR TE 5, 7 A2 SO AT A, ] B ' B B A R Al A
JCIE SRR 7 IX PRI . AETR] FOC R R SR D PR S
JCRIBE I St AR OB T, 3B o3 9 AR I S G AR U 32 S
Jte HOGIEA I KDCFROVEDG, SN B0 I SO B AR Oy B R A E
BT o AR, g SR TR S AN S S IR CAR OV IR, R ke A e 3%
B T o IR 8 e e 2 A2 5 2 TB] A% 4% 77 30, R DG ZR I ER SR S A

IR AR ER R S0 BRI T S AT S o MOGIRUA HY (0 e 21 St Y
R, RASSAYTS, ek Tr 7, W& A7 AT 5 R gk sEnn ik, B
PLERH IR BRCHER 6Lk, A ST, RAMRARED A LI
NHIHRRS o BRI, SEBREOGCLR IR ERSNE R ERER DT 1] 56 A FE RO 7 2 A SR, T
m%m%“ﬁ%ﬁ%”mﬁﬁﬁ@%@mkﬁ R L, S5 RIAMNLE,
FEH S S 7 A AT ER R, B

5.1. JGERIBEAEE AT S

mE -1 fow, wsoh A —sOulE L, WANEWARERE 0, 5 0, — 1A
FEWRS) O30 B, WSV HREI R —MER SIIME E &R 2IIAER
& 0, HAZ AP,



(1) MNPy IADGYR LAE— 2600054k S1, RINIR B R 5, FH R HOG I
B THSRDGYERT Py AE AL E HJ5 19 LRDGoR, AFNZ A B R GoR .
(2) Py RALHI RS GE Ry, €% Py s UG R DUk, 0 LR

FERET 62 Ry 7 ) b, 38A F5 A AR, Bz 7 Bt se A%,
S5 ARG LR TT 0] ) PRI
(3D Py AL 6L T, HERAK O AT 5 Pay 'BEXS Pr RHDGSR AT TTRR,
X PR ER:

@© P e TitENERIE O WOGEAEERIR O WERMERR, BT iZ mfEBRIA N
i, BB RGN E .

@ SO To 774 T RIEE Rao TEIRIS IS R J7 1), W] LAGRSETE I R
BN BRI RO, b,

@ Pt el o= T I LR Too GRENTHT LR To HEATERER:

T: 55%) 0 2T /i P3, AFE Py 5O0UE L BGIEZ S3, A SER, 1HHE
ZACK R ER R, TR O ZAREYIN), FTLAARZEIRER T: FE 54 O5 W
TG Rs 7 RIHDGIR, S5E RER G, 153 Py ARG (RAFIGE Rs HIERER 5 1T
TR R 2R ABL, BT DA A AT T ).

HE LR, SR ISR R MR R SRR, RS 1S RS AN Y
EROAA -

P H]




E f-1. StEBREARR

5.2. BHNLRBERF LAY
T S AU DO E A S S S UG ), PRI 5.7,

RESEFLUEMETEH EMEO:
for (B ENEFITES) |
for (FHEZ FAIETEEpize1) |
ﬁi,y\ﬁ%tp‘ﬁ‘?ﬁpixelﬂ’:]j"ﬁﬁray;

pixel = RayTracing{ray,.}):;

RayColor RayTIracing(RavRay ray, int depth)

Eﬁi:}'ﬁ%—%%’i\'ﬁmobject HIERIE7F Hintersection;
if(EEEN)

TET S4EMETATERnomal ;
return RayShading(okject, ray, intersection,
normal , depth): // deprhE BT BT SHENRE
;
else

return BACKGROUND VALUE;
}// RayTracing

RayColor RayShading(

RayObiect chbict, ff METEETES

RayRay ray, i MNETFeER
RayvPoint point, i TR

RayMormal normal, Iy ﬁﬁﬁﬂ:ﬁﬁ&lﬁj
int depth) f/ B BNERE

10



RayColor color: ‘tf—i’iﬁjgﬁé . . )
RayRay rRay,tRay,sRay; // RETHék. & eE. i

RayColor rColor, tColor; s EEYEER. ST eEENE

ir (EMEDEIE T R A SR E) |
HEEAEAS NSRS WRSILNE,
A Z TR R R E AT,
R MNZlcolor;

- }

L Y EARE

E if (depth<maxDepth) { /f MBFEEREIEREE
= if (EWMERSE

rray = MIF SR RS T EES 1L,
rColor = RayTracing(rRay ,depth+l):
coloxr = cnlo; + K;*ICDlDI:

// R RETRET

- b UREHE

. ir (BYWEERE)

E tRay = WIS T AR AL
= e (BERELRE (

tColor = RayTIracing(tRay, depth+l):
color = color + Et*rColor;
f/ Ee AT BREL
}
- v /R
B }

return colox: /7 IEE gk BB A ERayShading

o
5.3. LS EREAHAL

W 12 FiR, BOREAERN O, KT HEEN D, HOMERC, F
BTAR, L EHNSRIRINO+D, Hft A58, FREFEERZ SN
PR X TORR GEARIAS B, — @i AE

|O+tD-C|=R
¥ LSRR, R BOUE AR R T80 i—Ju IR 2
D**+2D(0O-C)t +|0-C[' ~R*=0

R —m IR FI A A =" —4ac, HA:
a=D*, b=2D(0-C), c=|0-C| -

HUFHRRA, FWOLL SRS : & A<0, NDusk 5Bk
Kﬁx:ﬁAzo WEZ S ERIRIG AT — A28, BG5S ERIEAHY); 5 A>0,
TR G BRI AN 5, BEI PR B 5 06UR O T 928 i (BRI AR RN A2 £ > 0
Hot BUBUIMED, 350 LUR PRI DLREAT 18«

EA>OMEIIR T, Ac<0, WDGHEAERRN, 3anAmTIeIRmm, Jyie

11



FAFt>0, WEE= s A7 c>0, WDEIRAERRSE, i 261 ¢ BB ME.

—b+A

2a

= 2=VA
2a

FARRIGSZEL I glsl.frag SCLFEH bool line sphere intersection(in vec3 origin,
in vec3 direction, in sphere s, out float dist) B&%{(.

I}

R Y I rd y
_/Q\_
0 D
N
.
P \
F-2. SRR £-3. &EEERFEERIER

5.4. HEEHFFEHR

NI T-3 fos, XS RIENH 0, X R Fr eV 91 I, BOGIEARSR N
O, Mok TRV P, &I RIAEAND, FHEFREAN, o m
ERENh BONEED, Mo REREANw BAEE), HN=wxh.

ek ERA R RN O+tD, Hht NS, Rt EZ mNiE . &
L(t) = O +tD®/RLL O rOGHE 577 AE DTG (¢ AN TR0t

& FMEE— 2D, UCFIAFEN-LE)+d =0 KR LN AER SR S5 S LE)
P I, Heh d R Pl 2R f i AF S N d .
HIX GO P2 N TR RS O P, SPIEA ROV N, ST i
TTF~F 7 e
N-P+d=0
e D
B, # (wxh)-D=0, FWRETHIIAREN SGLTTAAE DEH,

12



BIJGLR 5 P I FAT IR 2 R £ (wx h)-D =0, WHEE 51 o ) B £ 1 1T
MR, HEA—ESMAER M. XTHE&EFHIT (Efo) BICA, —EHL:
N-L@#)+d=0

IR, N-(O+tD)+d=0

B O A A
N-P+d=0
N-(O+tD)+d=0

P A 2T
N-(P-O)=N-tD
B -

,_N-(P-0) _(wxh)(P-0)
~ N-D  (wxh)-D

ZF, ORAG: EOCLRSH o KIFTE T TIAAS, Jeii %510 142 s i BE

. (wxh)-(P-0)
ol (wxh)-D

FOGER ST o MRS, BN AL BN 26 A

P<O+tD<P+w CEELH)
P<O+tD<P+h (EEL¥)

P A 82 P A3

0<(O-P)+tD<w (FEELH)
0<(O-P)+tD<h (EELH)

0= O PoO) sty e sk 2. 2o,
@xh) D ol
(P-0)-(Dxh) . iy
0< wxh) D <1 (BEREAHD
(P-0)-(Dxw) I
0< Goxh) D <1 (RELHD

T ACRS ROy A R AR B AR ST R, AT BL R 2 30 rsfe 55 ORI I 2

13



1T
(axb)-c=(bxc)-a=(cxa)-b=a-(bxc)=b-(cxa)=c-(axb)
(axc)-b=(bxa)-c=(cxb)-a=a-(cxb)=b-(axc)=c-(bxa)

FEREEES T AEAE TR .
FARRID SZEL L glsl.frag SC4H bool line_plane intersection(in vec3 origin, in
vec3 direction, in plane p, out float dist) BRI%L.

5.5. JeBI=E Hrat
Y LTS Snell B, TS T 5 NSO T TF g N B wi,
N6, ST 0, MR R TTFA:

sin, n,

sin, n,
e (D
A, ng NE—N BRI, n, AR A BTN ER, n 8
X5 A B AR T A

=
E cosh,

B ZENcosb,

H=E cosh; 9
EZEN cos#é; :

E f-4. FEcRETERE

N Ti-4 pos, ARBCRAL NSOGB T, BAITEeREN T , FHm $
ik BN N, WA s ARV, S@=MREBoCREH, 15
cosf, =—-N-1

_ 2
cosf, = /1—1 Coj o
n

MR IA & LR &, RYEADOSnell €45

14



_I+Ncos0,

M
n
)
PRk, i 1a & T 2 -
T=-NcosO,+M
e 3
XORARG), EIFFERIUS:
T=1I+(COSGI —cos@TjN
n n

oo« B I out vec3 t
HIETE /R (Fresnel) AR A1

- _ cosB, —ncosb,
°* cosh, +ncosh,

_ ncos6, —cosb,
ncos, +cosb,

p

2 2
T+

B, Ak = , iR =1k .

HARAHS SZEL L glsl.frag SCAF A float refraction(in vec3 v, in vec3 n, in float cosi,
out vec3 t, in float eta) BRI %

5.6. Phong AL X xR

Phong )t FEASE R & B S KR 2 rh i th B 58— N SE DG R R . A5 Y
REBYMAEN BROGCIR I SUMER, MBI R &, AF BRI
BGPTSR R DR R . BT S et ORI I B,
S5YMARRIFEITE K o

AHE R 22 65 18 SR NG T SO AR, fE 2 A ROBIRIITE LS, AR
[ B ARG AR E A K

I=kI,+3 Lk, (N-L)+k (N -H)"]
-1

Horb ke, AMBOCRI R R, ONIE RS R R OB R, T, 93

Bt IoNR—JCIRE, n NSRS SE, NARmPALERE, L
AR A ROCIRR AL A &, H Oy R

15



HIN Phong B SEFR b R8T 506 4B BERRCR = AR . (T H BIAE T4
be, PRt B 7B R B . AT AT R R BN, EF Bk
FORTFE0R, PR LB I (NS OGRS BE power) AR S U (B B AH 5%
phong_factor), #R/E I3 color A fE (AP IRIE W, 5.2. 9 ik ). HARAAG L
LI glsl.frag ST A main BRI % phong #5743 .

5.7. ERBERSEIHIE

AL — N R KN qmax FIYEZRBAS] CRHEIABAZISZEL), H color SKidx%
YR RMBE . E R — RO E MR A

HUH BB 162k, YA next_intersection() R UCA Wi H2 5 5 AL . W HR
R EAEFIEAEAS, WP GZOGZ I 5RJE e LR EAE %064 T7 17 ERIEE) N
F| color AF &,

30, T phong_factor 5821 A REL k, FEALL, BIMEMRESE 0 5 1 Z [
1+ phong_factor>0, M| FHAE M BDGIREEAT A AR, WRAEAEY) RN
ZAZEONIAR, R AFLEY RN F] A phong [ SR AL THFZAT S B, ARG
I color A2 fE; 471k &£ phong_factor<l, MIIEFEHELATHT, HAEICLRAS N
N YT S S T 4k .

XTI S AU, ek iRk A= A I SRR, ISR
] 572 ) B SR A RSB U7 TRl o TE VR FH refraction() B 25 TT 50 S S 6 R, AT 3 628
HWjE, #k <1, UAARRAEEST SR, W — K stsd, IARDLg

BABI A o A A SRR SRR . TEie R, AT, #5250 i — 2k IS4k,

FHIRA B e LA S
EEPEA AT BRI RS, HECLASIBNE R SRR E G, BIJaZk A
FIONZTBER SRS, BIEGTR . AR SEILTE I glsl frag SCAF.

N BFRERER
6. 1. /NERFIE R

16



Ci\Users\Xiao Yuhao\Desktop\&) & 2 E\JumpingBal\Debug\Jumpi = B %

/NERAT DALEBAR FE T B g
6.2. /NERIHFRSE

Y

WK RN, FRATTAT DA o 4 2 2 B 1 7 SN SO /INER A SR S8, i 2 e B A
] ) 2k
6. 3. iR b

17



87 C\Users\Xiao Yuhao\Desktop\) & 38 ¥\lumpingBal\Debug\lumping.. ~— O X

KRR, ANERAE PR R, bk B Rt &b 2 A8k .
6. 4. JELRIB R

AR EARXT IR (BL 1 ABIMED,
RET M. ESHIE. BIBRE

Z A ERAAE]

B2
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AAFEIELIERE (6 MR T A AT )

FEFFSH/NER ESCHDCZBERSVE (RN 5 R SO 5. A T tLkia
BRI G, BATEIN T JLAFE BB, DMEIE AR EAZ I8 st
PR RROR s B T BT FCBRIM DB R 2 Ah, AR | — N TH P
T (14 1E 75 PR AR R AT 70T DG 2RIE BR S

. LRgE

AR =GEHER” RAR e, BATNIRZR T OpenGL Y6 ME-#1 5 &
gt 2] THHER S GEIEEA B, 1 f 17 B S AR QUL B i ()4 FL e A pl
2D ST OpenGL £:1ll; @it GLSL i 5 454 Qt5 IR, LBl T ERER
0 2 A E I ERAR AT Y 2B R RS RIEAT S LT . B e S R A R0R
SEREE, PR RRZE = 2] T R EAR N
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