2000 Fall Comp. 4190.410


Computer Graphics Programming Homework 4
Hidden Surface Removal using Depth-buffer

Due : 2000. 12. 14

When you draw a scene composed of three-dimensional objects, some of them might obscure all or parts of others. Changing your viewpoint can change the obscuring relationship. To draw a realistic scene, these obscuring relationships must be maintained. 

The elimination of parts of solid objects that are obscured by others is called hidden surface removal. The easiest way to achieve hidden-surface removal is to use the depth buffer(sometimes called a z-buffer). A depth buffer works by associating a depth, or distance, from the window plane, with each pixel on the window. With depth buffering enabled, before each pixel is drawn a comparison is done with the depth value already stored at the pixel. If the new pixel is closer than what’s there, the new pixel’s color and depth values replace those that are currently written into the pixel.

Make a program that draws several surfaces with hidden surfaces removed. For more detailed algorithm and procedure, refer to 
Open-GL programming guide and web. 
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Your program should be able to

· Draw more than 2 freeform surfaces ( Any shape is possible
 )

· Display these surfaces with hidden surface removed and without. 

Submit :  Short Report , Source Code, Executable file 

Where :  mail to comp410@3map.snu.ac.kr
























� OpenGL Programming Guide 2nd, OpenGL ARB, Addison Wesley p171.


� You can create simple quadric surfaces just using primitive functions, such as gluCylinder, and freeform surfaces using gluNurbsSurface function. 






