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Running Woody (ToyStory)
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& projecte woody?t ZOICHD, XF& HammlERE ZO0tE s Tste 0O/L AYo|H, sH
1270 Ol =% Al & ¢to| E0| AHAX|A ECl 7|[sHM22& Toystory & FRIE andyl| S AEEC =
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- Number 3: light AFH& O{& toggle - Spacebar: bloom AR& O£ toggle (light?t on 2Tt X&)
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- &&: code/bin/main.exe A3 or main.cpp A
3. Multi object in single .obj file
HC|o| S ECt AMMHELZ 57| M= 7[& DHAMoIAM HE Ant E2| StHLS| obj LHOA 02
Blendergt= ZEMZ ALESI0 obj2 BSAIZ] & F, mtl LFY2| texture file d2E F7J5IGULCL 017N
learn-opengldl U= TEQ| AL, mtl THUO| U= texturemap HED E227] HE0, FIHH2Z ka, kd
= =02A uniform buffertX| 0|&3%t= ZE, texture loading(mesh & Z}H|112|(normal, specular...)
2 X 5tLtQ| texture mapZt 91A 3t S, shader® ME3| binding SHRACE FI7HHSZ B, poster,

HE 59 quad 22| =HE 8%, VAOS 82lot0] HEH2 2 shader®i 20 AMES SRULL

4. Skeleton Model
&0 3: http://ogldev.atspace.co.uk/www/tutorial38/tutorial38.html https://mathmakeworld.tistory.com/8
1) Skeleton animation(Woody) &1 Z3E 7€t 2 X4 R 2, animation HE7H S0 U=, .mae file
2 assimp2 S0l load3tCt model_anihOfA & @3t &2, vertexOl HZE bonel| ME+E glm:vec3

O HE{O| vector2 BEF StAL, o vertex & Z|TH 4702 boned| F&E =T ZEE HISIRILL
|
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(boned]| CHDE weight ). ESH assimp mat4 -> glm:mat4 H 2, vertex binding
C}.

2) Keyframe interpolation animation2 783t durationas?t &SZ%0| HtEEl= Z0|EE, program?l


http://ogldev.atspace.co.uk/www/tutorial38/tutorial38.html
https://mathmakeworld.tistory.com/8
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currentTime%duration O SISk, AlZt2| bonel| E QS A|ZHO| CH3H interpolationstd], s AlZt
9| bonel| MEE aniShader0| EHFULCt

3) Collision 5. 0|A AFZSHAUX|Z 2 projects TH S0 TSt elevation mapE AF&3HY animation &
Qo| y xtEE MY M2t 2 projects x, z ZHEZF FX|H, yIEIF LA Hol=lcte 7HY
5lo|l x, z= 7|&Z2 2 coindt animation 2|7} 1.0 0|8+ O, collisionO|2t 2|8t ST coing M 7
AIZACt.
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Ao, siE et main.cppll cal_ani_locationO| A T3 8}SICE
5) O|Z4gF skeleton model(woody)°| o|s&ako] =0
BEko| S WES S0 Fle ANY AHSIALL 58 2T L2 45°7tH4 02 F 87H0|Ct
6) texture project® 714!, woodyOl X7 7R EO0| animation 2| textureg AT ZHEHSHA 73510

Z|ChSt woody ZOF HO|=Z detailtt Q45 AICH

keyboard W & D, keyboard S & A texture

5. Elevation map via depth buffer

0| section2 demo O FO| 2HIA|A, demo ZHHO| ZF Z(O{/JAX| &H LYEO|CE Tt animation
model 20| HOiZ(eg AL A, XMz3& )0 E2S W, ECtE H2E siFX| R2H skeleton
animation2 FOES2 125X &2 X Sutg AO|Ch WMEtA O|F SiZ5H7|RISHA, depth bufferS O
8510 elevation map= Fdot1, O|E #x{| XtEQ} H|W35L0| animation model®| y% Zt2 translationd}
£ WHo=2 FHSIQICL 2Ot AHHSZ =, lookat X|HES HEQ| 4, ortho A=k F&3| A7 o0
ZCHet MELO|AM HtZ HIZtERS e 0|2 FSIAX SHRUCE S 7|EQ| hwdlM= fragment
shaderO| A depthH|E ot Zd1t FH2| vertex shaderO|A (FXHX[E~look at 7|EH) - (MER position
~look at 7|=H))*max_depth ZHE animation®| y= Z}EZ translation A|ZICH 2 YHE X O IX|S0|
HHQAS I OfH A elevation mapS A& A|HSHA| @Ot XHAEHA animationO| FOES2| =08

aejg = ACts FFHOl AULL

DepthMap DepthMapEE 3%t smooth$t elevation B3}
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6. Light

Lightel B2, learnopengle 21 71ES ol = FASIAXt Stz A2l 40| XA HEAIFHLZUAL

1) Spotlight 20| #HX|7| Ho| £F 5, M 29| lamp, 20| AL =o| MY s M =40 2F H
&SIRALCE Spotlight= H2| direction, H&0IAM i pointAtO[2] BIE| ALO|Q] ZI=Of clampE FO +
lot= 40|04, flashlighte| B%, el &t fIX|E 22t camera.position, camera direction® 2 27
StCt Ol Ao A attenuation, cut off 52 ZYSIRACH

2) HDR 1.0 O|&9| Y2 FoistE HHOZ, 7|&E2| fragment shaderO| M= clampZlE ZHE2 HEE
2823l7| ¢¢h HOo|Ct 2 HDRE AM23lL, flashlightel lightS 12CH 3AA 610, hdrel &2 AH
MEAZCL, 2Ot AtHAB DT AMANQI flashlightE FoiE &= AURALCEH

3) Bloom H2| 20| 1.0 O]¢Ql 220t ME pufferd] MES =, 7}2AI2F blurreg A s 0|0
XIE blur AIZI 2, 2 O[O|X|0f HCij= L=, OfF e Yo 42 HMEO= dHE Foidts
Zi0|Ct O|2 Mo W NP MESS ECt MEHE BAHSIRAC

Bloom 7 Bloom ¥
4) Shadow Shadow map2 US| HEHUSZ| sfM= TSN Z4=E Z0|H =|=0, X renderingdt

= X9 & Hot AHMEFES X467 elevation maps T+ I AT depth map= ACHE
shadowOl| 2-&3SIQICH O At J2X7F MEL| F42| spot lightof 29t Zat7t OfH, MZE K| 0 A
20| ZsHA W22 el A=X0[Z! S|P A|[4EH ez RXHAZYZ0| e A2 =ISHIALCL
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