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CEVAPLAR

1. Sampiyonlar ligi son 16 turu révans maginda Galatasaray'in ilk
golinl Selguk'un pasina uzaktan mikemmel bir vurusla Hamit
atmisti. Top (Hamit'e gore) sag kale direginden sekip aglarla
bulusmustu. Topun aglarla bulustugu nokta (5.6, ©, 58.8), kale
direginden sektigi nokta (7,0,54), diregin normali (-1,0,0), sutu
cektigi noktanin kale direginden sektigi noktaya uzakhg da 25
metre olsun. Hamit'in sutu hangi noktadan cektigini isin_izleme ile

hesaplayiniz. (20P)
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mRotate = XMMatrixRotationY(XM_PIDIV4); //45° CW
mTranslate = XMMatrixTranslation(6.0f,0.0f,0.0f);
mScale = XMMatrixScaling(@.3f,0.3f,0.3f);

2.

Asagida ilgili seklin altina, blyuk kipe ait g_World

matrisi yukaridaki matrisler ile setlenerek cizilen kicik kip
icin g_World matrislerini yaziniz.

(20P)
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g_World = mRotate * mTranslate * mScale ;
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g _World = mRotate * mScale * mTranslate ;

g_World = mScale * mRotate * mTranslate ;
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g_World = mTranslate * mScale * mRotate ;
g World = mTranslate * mRotate * mScale ;
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g_World = mScale * mTranslate * mRotate ;

Arka sayfaya gec¢iniz >




(1,2)

(3,4)

(5,6)

D3D11 DEPTH_STENCIL_DESC mirrorDesc;
mirrorDesc.FrontFace.StencilPassOp

mirrorDesc.FrontFace.StencilFunc

D3D11 DEPTH_STENCIL_DESC drawReflectionDesc;
drawReflectionDesc.FrontFace.StencilPassOp

drawReflectionDesc.FrontFace.StencilFunc

void Render(float dt)

{
// Render Box to Back Buffer

g_pImmediateContext->DrawIndexed( 36, 0, © );

// Render Ground to Back Buffer
g_pImmediateContext->Draw( 6, © );

3. Yandaki sekilde, sagdaki kiipin MAYA
ortaminda Extrude, Move, Scale ve Rotate
toollan ile soldaki hale getirilmesi icin kag
kez Extrude yapmak gerekir? Extrude
yapilan yuzeyleri oklarla soldaki sekil
lizerinde gOsteriniz. (30P)

6 kez Extrude yapmak gerekir.

4, DirectX'te Stencil buffer ile aynasalligin
nasil gerceklendigine dair asagida verilen
kod ile yandaki sekil render edilmistir. Bos
satirlara gerekli kodlari yaziniz. (3eP)

Not - Asagidaki kodun sayfaya sigmasi
icin orjinalindeki bazi satirlar silinmistir.

D3D11_STENCIL_OP_REPLACE;

D3D11_COMPARISON_ALWAYS;

D3D11_STENCIL_OP_KEEP;

D3D11_COMPARISON_EQUAL;

// Render Wall on the Left Side of the Mirror to Back Buffer

g_pImmediateContext->Draw( 6, 6 );

// Render Wall on the Right Side of the Mirror to Back Buffer

g_pImmediateContext->Draw( 6, 18 );

// Render Mirror to Stencil Buffer and Back Buffer

g _pImmediateContext->OMSetDepthStencilState(MarkMirrorDSS, 61);

g_pImmediateContext->Draw( 6, 12 );

// Calculate Reflection of the Box

XMVECTOR mirrorPlane = XMVectorSet(©0.0f, ©.0f, 1.0f, -6.0f); // z = 6 plane

XMMATRIX R = XMMatrixReflect(mirrorPlane);
g World_Box = g _World_Box * R;

// Render Reflection of Box

g _pImmediateContext->OMSetDepthStencilState(DrawReflectionDSS, 61);

g_pImmediateContext->DrawIndexed( 36, 0, 0 );



