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CEVAPLAR

Koése noktalarinin koordinatlari WO, W1, W2 olarak verilen icgen icinde WO noktasindan ( 16, 24, 120 )

noktasina gitmek icin gerekli barisentrik koordinatlari hesaplayiniz. (20 PUAN)
WO = ( -40, 40, 120) W1 = (40, 40, 120) W2 = (-40, -40,120)
W1l-w0 = (80, 0, 0) W2-WO0 = (0, -80, 0)

(-40, 40, 120) + u(80, 0, 0) + v(0, -80, 0) = (16, 24, 120)
(u,v) = (56/80, -16/-80) = (0.7, 0.2)

D3DXVECTOR3 vertices|[] =
{

D3DXVECTOR3( -1.0f, 0.0f, 1.0f ),
D3DXVECTOR3( 1.0f, 0.0f, 1.0f ),
D3DXVECTOR3 ( 0.0f, 0.0£, -1.0f ),
D3DXVECTOR3( 0.0f, 1.0f, 0.0f ),
}i
DWORD indices|[] =
{
0,2,1,
3,1,2,
3,0,1, . L
ekil 1: Diizglin DortylzIU
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}
Yukaridaki vertices[ 1 isimli vertex bufferi kullanarak Sekil 1 ‘deki gibi bir diizglin dértylzIi (tetrahedron)
gizmek igin indices[ ] isimli index buffer nasil setlenmelidir? (30 PUAN)

D3DXMatrixRotationY ( &mRotate, -t );
D3DXMatrixTranslation( &mTranslatel, -2.0f, 0.0f, 0.0f );
D3DXMatrixTranslation( &mTranslate2, -4.0f, 0.0f, 0.0f );

Yukarida tanimlanmis mRotate, mTranslatel, mTranslate2 matrislerini kullanarak herhangi bir cismin
(-4.0f, 0.0f, 0.0f) noktasl etrafinda 2 birim yaricapl daire cizecek sekilde donmesi icin gerekli
g World transformasyon matrisini hesaplayiniz. (30 PUAN)

g_World = mTranslatel * mRotate * mTranslate2 ;

Asagidaki vertices[ ] isimli vertex bufferda D3DXVECTOR2 (?,?) ile gOsterilen yerlere gerekli doku
(texture) koordinatlarini yaziniz. (20 PUAN)

SimpleVertex vertices[] =
{
{ D3DXVECTOR3

( 0f, -1.0f, -1.0f
{ D3DXVECTORS3 (

(

(

-1.
1.0£, -1.0£, -1.0f
1.0£, 1.0f, -1.0f
-1.0£, 1.0f, -1.0f

D3DXVECTOR2 ( 0.0£, 1.0f ) },
D3DXVECTOR2 ( 1.0f, 1.0f ) },
D3DXVECTOR2( 1.0£, 0.0f ) },
D3DXVECTOR2( 0.0£, 0.0f ) },

{ D3DXVECTOR3
{ D3DXVECTOR3

—_ — — —
N N 0~ N



