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glColor3f(1.0, 0.0, 0.0);

float color_array[] = {1.0, 0.0, 0.0};
glColor3fv(color_array);

o | [ . § o 9 1
MINNUYBI OpenGL dziiudnuay State Machine Aoiadal lilsunswegluaniugla

o ' 1 a = [l 1 o 1 adk & . A o 1A
amuzuu%magmaamuﬂ’ni}zuﬂmﬂaﬂuuﬂm DU1FUMTAIMTTUT U State Variable {OAIAT

]
9 I3

:ll d! U :Il aA :ll 1 A o Q'J d' =
Vlf]Jﬂi\TViu\‘i IMgNgNNANAININHUIEHFNUAeRIUN VL IMFduaeud

Q U

o v Y 1 1 A a { [ 4 aa 1 $
dmsudnaulaaunsoo uNNANNEINY OpenGL LAZMIITUABINMNENNADE1NAZIDYAT

U

[2] Az 1i1iad081999A 1§84 OpenGL 1 [3]

GLU: OpenGL Utility Library
3| o o ~ Y v g o o = Y =~
GLU L‘]J‘L!ﬂﬁlff)ﬁjﬂﬂ"lﬁﬂ"llf‘]ﬂ OpenGL ‘Vlgﬂclflﬁ_li’]fJ"‘]3J1333Jﬂulﬂ1!ﬂ1ﬁﬂglﬂll"]5\1ﬂ11ﬂﬂ13L‘1]EJ‘L!
4
TlsunsuazalnTuesiazuns Mipmapping 115U Texture Mapping, msudaslneefiunuyuy
] { 14
Orthogonal lla¢ Perspective, mmuwaa;ﬂm%aw?a Polygon Tessellation, ﬂmﬁumaigﬂmq
& ' ' Y sv A a sy ) .
NUFIUUFUNTINAN NTINTZUON LAZUAUIY, uazmsNaduIaaazwuH1 10 1asld Non-Uniform
. . o o 4?’ Yy 9 o 1 ~ 9 9 . J
Rational B-Spline (NURBS) A183994 GLU 3¢UUAUAIIA1I glu LTUD M35en1992A04 include 194

header ¥® gluh Yoyaru@uNeINDMAWos GLU 1 [4]

GLUT: OpenGL Utility Toolkit
= dgl . < A A ] a 1 1 [~ a o %
GLUT Weuaulag Mark Kilgard ifun5030o5180000352 119U NNAATUYDY OpenGL 111
Aa va . A A 13 . . . o Y =
izuuﬂgmmmuu Windows %30i38n211u API (Application Programming Interface) milvmseu
@ ) o @ <
Tsunsulaeld OpenGL Hanududeutiveas munzdmsumsiaunTdsunsuvinam@ndaving

o & A v p A a4 o v
NAN AU GLUT 3ZUYUAUAIYINTI glut ﬂuw'lellﬂylalwulﬁﬂlﬂﬂjﬂﬂ GLUT VI,WVI [5]

gﬂmaﬁug 1Y (Geometric Primitives)

dy Y U 9 d' QBJJ dy o o '
sUMIINUgIUVD OpenGL ldun 90, 1du, uazgiimaen Tasginsensawiignimuadiumi

@

Taggdauauiia «, y, - niegawulaludidled x, y, z w) (TasdndAudd w = 1) NFeN1 vertex ¥4

G

19 1 vertex d1M3199 2 vertex dMSUEY HAzNINND 2 vertex A145V3UMAoY OpenGL Idimua

@ a A Yy o o Y A = Y "o o
anvazvesglmideniminzay Tasl9detduandens vouvesgiimasuszdeslidanuos ginss
yoagiimasuazdod luunisdudll vazezdedhiligmelugivaey @z 1 dsznow) ualull
Y o o [ = Y o o 1 dyo Y ~ < 9y
Foiruadmsuiwauyuuesglimasy doriswumariih ldmsuaaswalinnusingi uazvin gyl

A A ] a3 o Y 4 a 9y ' < A A ]
WiﬁﬂiJVllliJLWll'l%ﬁllﬂ’f]'li]‘l/ncl,?iﬂ1ﬂiumﬂiﬂ'lwNﬂ‘Wﬁ1ﬂ11ﬂ ﬂﬂ'l\illiﬂG]'liJ?j’lJL’Vialel‘VlvllllﬂiJ1$ﬁ3J

'
v A

annsanuilugdmasudesy 18 Taedlduseldlausd GLU Fulimdsildvesgiimdouiidudon

fe (Tessellation)



F) o o o 4 A A A A n vy 1

m@ﬂ?ﬁﬁgﬁﬂﬁTﬁiﬂﬂWﬂﬁum’ﬂﬁ?jﬂlfﬁafﬂ]ﬂﬂluﬂ vertex "Umgﬂmaﬂu"lu"lmnaguuizum
= o A o Y A usJ‘ < A A 1 Y
rehil! msvyuuazman)asuyuuesonildglmasiunaedugmdeun luvuz a1
o 1 A A A A = A my = o A o 3 Y A a
mﬂmﬂugﬂ‘ﬂ 2 LNﬂEﬂﬁLWﬁﬂMN vertex ‘VI'lu'lm)g‘uuixummmﬂuiﬂmnmaﬂuﬂumﬂuﬂﬂ LUBINA

o Y A a 09/1 A v A 1 A Yy 9 £ o Y Ia

m’smguﬁ]xmﬂwg‘ﬂﬁmaEljJuuuamelmzmllummxﬁuﬂmamnhlﬂ C]Nﬁ]zﬂWiﬁﬂWiﬁumﬂiNﬂWﬂ”lﬂ

dy = A 9 9 A qﬂ/} [ v = [
{I‘EUU‘H"Iuﬁ"lll"Iiﬂﬁﬁﬂlaﬂdllﬂﬂ"lﬂiﬂmeWSgﬂ’sﬁﬂmaEJZJLWTI%!@]VN?H?J%%’JN@’J@Qiuigﬁuﬂ_lm&?ﬂu

Q]

ARG

Walid Invalid

3U0 1. pUmdeuimunzaunas luningeau

=

517 2. gwmdeud i lasz e nyuldouyuueszi Ivimadiuh

4 4
Wuldwaziuii Idsdmsy openGL udr hifoiudluginssiugiu wdawnsndszinaldlaold

9 A dy a 1 o [ d‘
mumwmwumaaaqmﬂizﬂwﬂu ﬂ\‘l'g',‘ﬂ‘ﬂ 3uns 4

d‘ A a @ dy a A
g‘]J‘VI 4. N3INANNNAINMIUILNOUNUVBINURIT O



PIIVAINAMHUIINGUAZMINYMNNAILUDD
= &£ g a a . .
HINU vertex v mgﬂuiﬂaamu‘n x, v z,w uazmmﬂmmﬂm (Transformation Matrix) M YU1A

a . a Y
4x4 m3naslnevAuNne Transformation vxWeulugiuainlade

V' = Mv (1)

>, Modelview Projection Viewport
Matrix Mlatriz Transformation

X
¥
z
W eye clip normalized device window
coordinates coordinates coordinates coardinates
ohject
coordinates

d‘ a an [ I a
g‘l.h’l 5. ﬂig‘U'J‘LlﬂWiLL‘]JaQIﬂ@@ﬂluﬂﬁ”mﬂﬂﬂlﬂﬂ’)ﬁqllﬂLﬂuWﬂL“h’ﬁ‘Uu%’ﬂﬂ']W

U

A a an @ I a J
5UN 5 LL@‘T@\‘Iﬂiﬁ.lflilﬂWiLL‘]JﬁﬂIﬂ'EJf’]ﬂ!,LlTlﬁ"lllllG]“IIE’N’J@]Q]’I,‘]JL‘]JHWNWEIUHQBI]TINI@EJLL@]@S

9
~

Y 9 2 Y
FunpuaNIoiey IAfUTHADUMIIENIN TUABUNI 4 anNsoeTLe Idaa
Y v
o . . . S
= Modelview Transformation — FINEADIVUADUAD Viewing Transformation Wumswagu
2 A Y v v o 1 Y . . Y A
yuwesruioy Idnumsdadwniandoaay  Modeling  Transformation  Uiznoudlensiaou
(Translation), PM3¥HW (Rotation), LAgMIeNaIng (Scaling) Fudeulasumsdadwmiaiag ms

& { 3
ulasisaeszilasu Object Coordinates i1l Eye Coordinates

(a) (b)

d‘ o A 1 o A o A @ Y o A 1 @
gﬂ‘ﬂ 6. M1AUNUANANNUNBNINTUYULASIADUING lewaammmnmmumﬂ

[

a1l Ao

9
M391 Modelview Transformation UuAeUINGFUFOU AuuANTIAgIegUUIAT IR HazADINS

[ < a < 1 @ 4 @ o
WyuingIeULNY z MudvEnuiuyy 45 oem Tawdumsaeniag luamunu +x windaggn



1 d‘ 4‘ [y Y 1 d' 19 d' [
viyu 45 esrnnouNazon luauuny +x Jagazandleguunnu x (UM 6.a) uadinaeuing i
1 { [V ] @ 1 1 I~ ' o w
LY +x nouvznyuing gizaededuudunsy y=x (U 6b) wHUNEWUVDINT
Transform IAMNAAYNIN
I o ' IS . .
- Projection Transformation — Wumsmmuazilseueluiasmsueanio Viewing Volume
3| A . o a 2 A o Y 1 @ o
11 Orthogonal ¥3® Perspective LazMHUATDLIUAYDIUTINAIFINHAMIH IR IMVDITAgYNdA
= Y v A g 9 [ [ 0911 dy Y . .
ponINRIN ey ldnumsdenaudnasaaymslsuszez dag Yuasutiez 19 Clip Coordinates
- Perspective Division — 3¢WM5HITAMV0IIABDAMUN (x, 1, z w) EA1ved w MlH A
Normalized Device Coordinates
I A a [ I a &
- Viewport Transformation — 1HumsilasuTaseaunvesiag lihiluTneeaunuessoninds
o Y A A Y A Y v [ ng [ 3 dy
awnsamldnmaes danionald e lanumsdsvvmnavesnmluduaeumsoagil duaeuiiaz
Y . .
1% Window Coordinates
o a v . . Y s v ]
naannmsutaslnesdiunauld Window Coordinates 1d2 MII5UIADS NINAILUNI902 1
Qa: a o a { I v 1
MIA0DAUN (x, 3, 2) 108 (x, y) MrUAIANNALUIDNILNA 1Az z HUAUNAINNNANUDY vertex
o ' =< A~ o YR AN 1o o Y A A
Tagiaszezainvenn aanuaniiilse Temilumsaadaun lisuiluoen wutil vertex aosganil
1 Ao = [ = 1 [ 1 9 = = d‘ v A 1 dy a L%
AMNA x 1Az y Weatuualin z A1enu /1 z sggnlFlumsSeuieuedaaduladiiiud luugnila

2 4 Y
og uazaz linaiurdiuiv Taeisenmaiiniiil Hidden-Surface Removal

(e

[ 1

ueralianwdrngun lumsadunmawiia Jagdiulugee ligulouawiasuniiegiing

(Y ' { < ' { o 1 @ ' an
Tuaa daiedransenanlugili 7 azmudmseanannda lilduasesianvazmilounkuaiu 2 §a

= Ay 1 A
g‘]J‘VI 7. ‘1/'I5\1ﬂaNﬂqﬂﬂllﬁﬂﬂﬂﬂig‘ﬂﬂuag‘ﬂﬁiﬂﬁlIT]mLﬁ\W]ﬂﬂigﬂU

Fd
U

Weneeannsznuiag - ausgaNIsUANuAnA AUV IngIUBgiUNEIUY0d THAoUT

Q

4 1 c?/l 1 o a 1
@lﬂﬂigﬂﬂlcﬁﬁaﬂi$ﬁ1°ﬂ§ﬂﬂi’lﬂ TaoumaiumNNUHaIN uHALE UW\?ﬁ’JHﬂJBQIWﬁ@N%%Qﬂ

= 1 A = 9 da' a [ ds’ A A 1 [ =1 A 9
ﬂﬂﬂaullagﬁﬁuﬂlﬁa@ﬂggﬂﬁgﬂ@uiﬂEIWHW'J"UEN'J@]Q NUNINLANANNUISUAUTUUANITAENDU

d‘ 1 [} dy a dlcv Y v A d' ds’ a Y Y
UENNUANAINNY W'LlW’J“I/]iJ’L!NWﬂ%ﬁ%VI@U!Lﬁﬂ‘]JEJ\?“VIFWIN“VIL%W%%\‘] WURIME LI AZNOULEI I

a 1 a 9 dy a ! ] = CZR 1 J dy a dy
niza1e Il lunniiame ua lagnaudriumidiulngsglinaauiifogssnisiuiige il



o <3| J A = 3‘ a v o =
OpenGL e laatenugadu 3 ssndsenaunouad Wewaz ey (RGB) AdUUaAUD
) a o a o 1 Y g Aa o [
Llﬁ\‘]ﬁ]"lﬂllﬁaﬁﬂ'lllm%SQﬂﬂ'lﬁuﬂiﬂﬂﬂiiﬂm‘ll@ﬂ’ﬂﬂﬂﬂi%ﬂ’f)‘]Jmﬁ'lﬁ Lgazﬁmmﬁummq%gﬂmwuﬂ
S 3 4 = = cy A A 9 o 1 1 =
Tﬂﬂlﬂ@il%u@‘u@ﬂLLE’NﬁlLﬂ\ilﬂlﬂ’)klﬁglﬂlﬂuﬂ@]ﬂﬂﬁgﬂUllﬁggﬂﬁg‘ﬂﬂuﬂ’ﬂﬂqﬂ AIDYNLFUYNUDATLAN

A A A =1 3’ a [ Y =\ A 1 < I =\ [
TAANAULUTITVYILQSUTAITUINULRAVS TS ND UL TLA ma@ffl,uumﬁun%xmqmmﬂummq 15¢]

G U

9 1

a A % I Ao o 3 33| ' q Y
ed lunasmvgiuaznaredlu@ar aunsaIauaIved OpenGL Wuuuamsszanamanaln
Y] o’d‘d ) d‘ 3
HAANTNA 1AL NTY
1 o A o 9 Y a o Y
urasiuilauaaly OpenGL ansamvualdun lanavateiania Tasanusosvualin
a { ] I { @ [l ] \ a
nanamsuiueu ldnses iluuasnazioulunseugnin  dedruguieisitlavasalvlu
Y
wou uasdrulugazanninvaea lihiulaeass uanaswndmzaziou llinlumisiesmassou
1 d' = d‘ Y Y dyd 1 . . d! al ] L) a
noufzdeans udenaziou lunludesdiizonin Ambient Light Fagnawuai linsuunastuia
[ ' Y
Auiueuuavzine lililestlavaoa lvliv
() a TR 1
Tuaaveaunastutiauaalu OpenGL azgnuiuily 4 uuulvagde Emitted, Ambient, Diffuse,
QSJI Y o 4 =\ ~ [ Y] o
tag Specular Light IagTuaand 4 Hazgnimuaednllsznoud RGB NUanaNny uazgniiuio
wen AT INAUNENE
I {1 v o
- Emitted Light — UaaNaa0onu11na1ngiod
. . I~ ~ Y] 9 19 1 d' o Y = Y]
- Ambient Light — \hundannsziansznennmsaztouau lufunasiun i ldquillounuin
1 v
NNNNAANI Wenauuuiiannsgnuingazazfoumianulunniene uasinvaoa vl
<3 L Y =\ 4 dy [ A 9 Qg)/ [ ~ = [l
udin lavlurtesszliosdlsznoviioguiniiiosaingnazfounatensanounazantem  dau
4 =\ 14 dyﬁJ A [ a =
ueanadon lanvzliosdlszneuiidesuniiosninuasaz e bl luiamadien
. . I A 1T o A T A o Y
- Diffuse Light — luudsimnnnuasiuila lasasauailoannsznuingzaziouson
MAUNANANI
() A A ] [ v 9 a ~ A
- Specular Light — wnanunastudaimizausunuuaazaziou Tl Tuiameinizes Aoy
9 VW s A Y LY <
ALNOUNIAUYNANNIENY LENNINAEDINANATZNUNTZINNURAUN NI THMsazNewily

Jd @ A

J <3 % 1 Aa A v
Specular Lﬁf‘]ll 100 SIRHET 'Nlﬂ‘ﬂlluN’]LGIﬂ!WﬁTﬁﬁﬂﬂgﬁf’]‘mﬁﬂﬂﬁe{l@ﬂ Specular 41NN

Q
[
% =

agiveUIFUYRAR

[

9 . . { )
Fagii TumamsaeiounaIduiUAD Ambient, Diffuse, Az Specular Reflectance NYNR1HUA
= Y v v . @ Yo v o = @ A A
A13uanA19ny  Ambient Reflectance  vo3inguz lddmsudnudvosingiiudaseonuuiogn

Ambient Light ANNIENY IUREIN Diffuse 1182 Specular Reflectance FIR1MINUGAY Diffuse LAz

[
[

. o W a 9 o . .
Specular Light mud1ay Tagilnaudrduesingignivualag Ambient 1ag Diffuse Reflectance 9%

~

A A v 2 o ! o 3 a A X o q U { LY <
HUDUNTOA[YANNU dIU Specular Reflectance ﬁ]gﬂ'lwu@l,ﬂua(’ll’ljﬂiﬂlﬂ'] %Qﬂ11ﬁﬂﬂmﬁ$m@ulﬂu

= 1 o A ' ' o 2 A 9 = dy A 1 T ST
FUDILUUAINUUALLTI f]EJN!ﬂfl.lQﬂ°1J’é)ﬁZJl.lNWﬁuﬂ\im@gﬂﬂﬁlﬂﬁﬁluﬁﬁﬁﬂlW’quﬂﬁ’ﬁuﬁl'ﬂmiw Juauag

9

= 1

1 S & A @ 9 £ I A
LL@%%?JE’('JHWH\TWIJNN@ﬂﬂigﬂ'ﬂLﬂWﬂUHﬂJﬁgﬂﬂu“ﬁﬂﬂzlﬂUﬁ‘UWU

q



o a A o [ o I < I 4 9 [ a9
ﬂTiﬂ"Iﬂuﬂ‘]JﬂJ"lﬂlﬁﬁ'lﬁﬁ‘Ullﬁﬁﬂ3ﬂ1ﬁu@tﬂutﬂﬂil“ﬂu@]‘uﬂﬁﬂ'ﬂﬂ!fllilﬁ;\?q@ﬂl@ﬂLW]ﬁ%ﬁ 91911 RGB
g & v a P & vy A ¥ s 2 & 1Y
uJu 1.0 leiﬁllﬂfﬂghlﬂllﬁ\‘]ﬁ‘lﬂ'l m!,ﬂu 0.5 “I/N‘Wllﬂ%31@ﬁ‘lJTJ“VIﬂ'NﬂJLEUMGI"Ia\‘Iﬂﬁx‘]ﬁUQ a1 R=G=1.0,
I a A 1 o a A 9 o o I~ 1] [l =
B=0.0 ﬁ]glﬂullﬁ\‘]ﬁLWﬁﬂQ ﬁ'J“Llﬂ"IﬁﬂWﬁu@Iﬂﬁﬂmﬁﬂﬁzﬂﬂuﬂﬂﬂiﬂﬁ]"lﬂ'lﬂi!fﬂzﬂ"lﬁl!ﬂl‘]_luﬁ'ﬂﬁﬂu“llﬂ\iﬁ
= 9 ' VY Y 9) = o 9) a A
NATNOUDDNUT DYIUBUDT R=1.0, G=0.5, B=0.0 INNICTASNOULAITUAINYNA TENDULAINLVYD
=\ £ = a A A A = 31 a 3’ Al A 9 I
LWﬂﬂﬂﬁﬂﬁuﬂﬂlﬂ\ulﬁ\‘lﬁlsllEJ’J‘VIG]ﬂﬂ33‘VI']JLLﬁ%ﬂﬂﬂﬁullﬁﬂﬂuuﬂu%ﬂﬁﬂﬂ ﬁﬂJiJ@]’J"ILLE‘N?Jﬂ"Iﬂ’J"IZJHJ?JL‘]JH
[ A 9 <3| A Y I
(LR, LG, LB) tagdaguammsaziouuauily (MR, MG, MB) uaaningaiazilu (LR*MR, LG*MG,
Y = ' Y 1 I I
LB*MB) 0¥ ndtaannaeuraungauilu (R1, G1, Bl) uag (R2, G2, B2) uadsuazilu (R1+R2,
1 d' YA 1 4! 1 a 1 d‘ Y qg/’
G1+G2, B1+B2) W'lﬂﬂ'Wli')ﬂJvlﬂiJﬂ'lﬂJ'lﬂﬂ'J'l 1.0 G]f\iﬁ'ﬂ\‘llﬂuﬂ')'lﬂ"l]'ﬁ]ﬂ'lwﬂgllﬁﬂﬂﬂﬁllﬂ ﬂmngﬂﬂﬂ

auilu 1.0

Normal Vector

[

I o’d‘dy a as.t‘ 1Y) dy a [V AN Yo o
Normal Vector L‘].]u!')ﬂLﬁ@ﬁﬂcﬁllﬂGlUWﬁﬂWQﬂ\?ﬂ']ﬂﬂﬂwuN'Jsll't‘)\‘]'lﬂq u'lamm‘umﬁuﬂaﬂymz
k4

¥ 1 Y
M3edvesium JugnldlumsdmnalSunauasiannsznuiuAiusnuin OpenGL oyga1d

] k4 9
1n31%UA Normal Vector InW1z199 Vertex YoINUAIN1IY

3 1 8. Normal Vector

=\ a P 9y Aa dy a 1 ~ 1 4” a 9
windiaumsnuadiasnaasnldesureiuid 151811501191 Normal Vector Nt@azaauunumla

a A a < D,
quNATUMINUAIIU 2 = f{x, ) 9¢11 Normal Vector N9 (x,, y,) 1890

fx(XO' yO)
n= fy(xo’yo) 2
-1
4 < o J o Jo
e £, = opox way £, = ofoy Wlueuwusdesvesilandu fix, ) (6]
n
Vi

Vo
V3

< 4 da 4
311 9. Normal Vector voagiauviaeunigageain v, v, uas v,



' A a Y] A ™= A Y a ° A
uamniuAlsznoudieghndsunas luliaumsesuiendagligasnsaiuan Normal Vector A (9
319 9 1sznon)

X =%, Xs = %3 (Vs = Y2)(2, = 23) = (2, = 2,)(Y, = V)

n:[vl—vz]x[vz—v3]: Yo=Y [X| Yo=Y | =] (20— Z) (% = X5) = (% =X, )(2, — Z5) (3)

-1, Z, — 1 (X, =%,)(Y2 = V) = (Y1 = ¥2) (X, —X;)
A IS A A ] l Y
WO v,=(x, ¥, z), v, =(X, ¥, 2, 48T v,=(x, v, z, Hugalaquuglmeui linseguuduas
A o Ay v 0 o a9 ) Yoy < ' )
1R8I Normal Vector 11 1d91nmsfiuiaiiedoidtozdesgn Normalize Tatvadly 1 neulasls
qas
X

X2 +yi4z?

y

" e @

z
X2+ yi4z?

o 1 dy a A Y = dy a = [ 1 o [ dy a Y d!
THIUNUAUTIVUAINNNYAVEN Normal Vector %“lﬂ”lummmmﬂuwm AT UNUAD TAH

9 491 a A 1 o 9 qﬂ// [ dy Aa A 1 9 A
‘]Ji%ﬂf’)‘]JﬂTJEJ‘W‘L!N?Liﬂﬂ&lﬂﬂ‘]ﬁ1ﬂﬂ1ﬁuﬂiﬁ Normal Vector ARIMNNUNUNIUTIVIDYLUAD IUDUTAIND

< 1 g a Y o 4 a [N 4 { a 1
ﬂznmmuiaﬂmmmﬁum”lwmamﬁawmwﬁmwm Normal Vector 'lmmﬁmﬁmnmiaammm

Y 1
~

a o % J I Y Y { ' { 1 o } {
WuragUi 10 eilymidiannsounlalagldmsmasan Normal Vector isosde adednalugili 11

Il

“I/I A P A1 Normal Vector miu,ﬂummaﬂmﬂ Normal Vector ﬁi]ﬂi’f]‘]J“’]‘HiE] n,=ntn,tn;+n,

1 ¥

317 10. 151003 1ae1d Normal Vector GUfN‘i‘]JmaEJiJ(GIﬂEI) 1az 19 Normal Vector 934 (¥21)

i’

ﬂﬁ 11. mimaﬂm Normal Vector Wt]ﬂ Vertex
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PINABDY
lumsnaaesaziins@ouTsunsuaie ¢ 7149 openGL amuuszuuUFiiams Windows
Taoll GLUT iiludaheaadetussuudianisuasdls msnaasslsznoudis 4 daundnio
= Part A — Introduction to GL Programming Tﬂmmm’éuéfné’rm%’mﬁﬁau OpenGL
= Part B - Drawing ’ngﬂmq‘ﬁugmmm OpenGL
« Part C - Viewing A1UAuuuesing wasuuasuiaginswazmssanaiag

. . Y v oo [ 9 [
- Part D - Lighting luaariuiag lastmiua Tueaveauay Tuaans asnounaaveding

1 yd o o A o o
Part A Introduction to GL Programming: Tuaufiumdan a5 ey Windows d15 OpenGL,
Y Y 3
MIdeAImesNugIUaNY,  MIneiagatuuntine, uagmssumdnaduesa
o w J o qﬂzl dy v 4
Taefaanazilanduiarnaiisawoglu e emplate.cpp (M5 Setup GLUT Tuniawuan)

v Y Y
Aag SuTdsunsuuazdunanannady 1niunaasslsuvnaniiga

M D:\My DocumentsiHan. .. @@

Listl

1: #include <windows.h>
2: #include <GL/glut._h>
3: #define SIZEW 50.0
4: int i;

o o v
- include Tv@nd 1t luTysunsu1dun windows.h uag eluth Taw gluth 18533 glh taz
1o & . g}
glwh TAdeud299 liduiludeq include $1dn

- #define SIZEW 50.0 Mnuaveuavesing (19lu Listd)

List2

1: void init(void)

2:

3: glEnable(GL_DEPTH_TEST);

4: glClearColor(0.0, 0.0, 0.0, 0.0);
5: }
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k4 v
Hadsu initO Mdmsudemnsuiua1ag lu OpenGL
. glEnable(GL_DEPTH_TEST); (38071 Hidden-Surface Removal 13114713(1)a Depth Buffer @4

<3 { 1 a 4 [ [ v v A o w
1Hinuanuan z luaaziinavesntineien)ssuifisutlosiumsnaiagdeunuiuradiay
= gIClearColor(GLfloat red, GLfloat green, GLfloat blue, GLfloat
Y

9
alpha); Humsdemanumds las (0.0,0.0,0.0,0.0) Wuddwas (1.0,1.0,1.0,0.0)

Wudu
List3
1: void display(void)
2: {
3: glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
4: glPushMatrix();
5: glRectf(-20.0, -20.0, 20.0, 20.0);
6: glPopMatrix(Q);
7: glutSwapBuffers();
8: }

9 [
v A

Hafd%u display() 12gnisonldmnaseil Windows doaminantinelnd lumsnaassiade
dollaziumdadnnluilassuimiundn

- glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT); ilumsndssa1lu Color
Buffer c’f}uﬁugﬂﬁuamaaﬂmNwﬁfﬁm“lﬁlﬂuﬁﬁ”uwﬁwmﬁﬁmmﬂu glClearColor(); uag
inaesalu Depth Buffer

. ﬁﬁqm%’amgﬂﬁaw%ﬁmﬁﬁ%mmﬂiwin glPushMatrixQ; Gl miudaaen
WATNNTIUNDT (Transformation Matrix) Hag1iuaslu stack uaz glPopMatrix() ; @miuAwUUAIN
A0 1300n11910 stack (319821809U01 gIPUShMatrix(); 18 glPopMatrix(): g 1u PartC.2)

= glRectf(GLfloat x1, GLFfloat yl, GLfloat x2, GLfloat y2); 31ﬂ§nﬂéﬂnﬁﬁ
Qﬂynﬂéﬁﬁ A (x1, y1) 18 (x2, y2) VUIEU z = 0

4 o & 24
- glutSwapBuffers() ; UM uanidinineannaniiiee

7]
r+
N

void reshape(int w, int h)
{
glViewport(0, 0, w, h);
gIMatrixMode(GL_PROJECTION);
glLoadldentity();
if(w<=h && w>0)
glortho(-SI1ZEW,SIZEW, (GLdouble)-h/w*SIZEW,
(GLdouble)h/w*SIZEW,0.0,2*SIZEW) ;
else if(h>0)
glortho((GLdouble)-w/h*SI1ZEW, (GLdouble)w/h*SI1ZEW,
-SIZEW,SI1ZEW,0.0,2*SI1ZEW);
10: gIMatrixMode (GL_MODELVIEW);
11: glLoadldentity();
12: glTranslatef(0.0,0.0,-SIZEW);
13: }

NOoO U WNRIr

O 0
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top
X

y

Ieﬂ——fq‘..-

—=ai

toward
the *Lright

viewpaint

viewing volume

bottam

hear = QO far = 2*SIZEW

3 < [ [
E‘]Jﬁ 13, VBUUANITUDUHUT I TUNITRIINMNULUUVUIU

M M

top = h/w*SI1ZEW top = SIZEW

w>h
w<=h

bottom = -SIZEW

bottom = -h/w*SI1ZEW

/Abf /Abf left = —w/h*SIZEW right = w/h*SIZEW

left = -SIZEW right = SIZEW

9 1 ) o Y = 9 9 J Y
gﬂ‘ﬂ 14. YD UUAGIYULAS U UANT N TUHHIATWNNUANUNINUDYNIIAITNGN (<618)

)]

Y { Y 1 J o .
HaEMINANNNANIUNININNTIANNG (VA1) A1V SIZEW gnivualu Listl

V 9 Y ' 3 a
AU h lag w ﬁ'ﬁ]ﬂ')']llgﬂllagﬂ'ﬂllﬂ3']\‘lﬂl@\?ﬁu'lﬁ'l\iﬁﬁuﬂﬂlﬂuWﬂlcﬁﬁ

#lasi#u reshape szgnisonldiilontha1aves OpenGL Qﬂﬂ%’mmw%gﬂﬂﬂﬂ%uﬁﬂ

. glViewport(GLint x, GLint y, GLint width, GLint height); iumsdaiifa
Y94 OpenGL THAUKTNA19v99 Windows (Viewport Transformation)

. glMatrixMode(GL_PROJECTION); wlaouTvuavoamuasndan GL_MODELVIEW 1ilu
GL_PROJECTION V‘iﬂﬁ’mmﬂmmm?ﬂcﬁwﬁqﬁnﬂﬁﬁ]zﬁwaﬁ’umiﬁ%’mqgﬂmﬂawmzum 2 HaTagla
UNanTENUAUAIINY A glIMatrixMode(GL_MODELVIEW) ; wiflumsdsuTnuaves

wasnandu il 6L_MODELVIEW
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a { 1 a (% 4 4 a @ 1
. glLoadldentity(): unumaInndaddiamasnondnyal osnuasnmsuilasdrlny

bl

[ A aAx 1 1 S J a 1 Qy a a d? 9
WHYNAUNUVLNATNNUDY ‘Vi'lﬂllill,ﬂﬁﬂﬁLil@iﬂLf‘l"I‘VNﬂZLﬂﬂﬂ’ﬂNNﬂWﬁ?Wllullﬂ

U o

= glOortho2D(GLdouble Ileft, GLdouble right, GLdouble bottom, GLdouble
top, GLdouble near, GlLdouble far); mgmnwanudaasuuvenlaegldmsulauuain

BUVUYUIU (Orthogonal Transformation) Tﬂﬂﬁmumammmaﬁﬁqw?a Clipping Plane ﬁdg‘ﬂﬁ 13
Y A 3 9 Aao 1 a dyd < 9 a 1 dy

iuag 14 'JG]QVI’J'IWVNW?J@%%GI@\‘]MWﬂ@]llllﬂuﬂlﬁlUlﬂlﬁuﬂﬂﬂzhﬂﬂlﬁuqﬂiuﬂﬂﬂ'lw HINNUNIIUIEYN

Anoon (Clipped)

= glTranslatef(0.0, 0.0, -SIZEW) @ Part C.1

List5

1: void keyboard(unsigned char key, int x, int y)
2:

3: switch(key){

4: case 27:

5: exit(0);

6: break;

7: case "f":

8: glutFullScreen();

9: break;

10: case "w":

11: glutReshapeWindow(250, 250);
12: break;

13: }

14: }

9
(2

#aidu keyboard() gnisenldnunnasiniimsnatjuuufduesa
- NA1JN escape (ASCII Code 27) 900NN 11511031
1 ~ J o 9 Y <3
- natlu fiSonilasdu glutFuliscreen() ; 19aaanha19999 OpenGL LULIANYO

1 ~ o _ o v Y
- nA1lu wGenaNTU glutReshapeWindow(w, h); Usuwihvelilvuia wxh

List6

1: void main (int argc, char** argv)
2: {

3: glutlnit(&argc, argv);

4: glutlnitDisplayMode(GLUT_RGB | GLUT_DOUBLE);
5: glutlnitWindowSize(250, 250);
6: glutCreateWindow(argv|[0]);

7: initQ;

8: glutReshapeFunc(reshape);

9: glutKeyboardFunc(keyboard);

10: glutDisplayFunc(display);

11: glutldleFunc(display);

12: glutMainLoop();

13: }

_ o A = < o A 2 o A =
Glu main() UIInan 3 99 7 l‘]_IUﬂ'liﬂ\TW']ﬁ'lﬁJl@ﬂﬁeuﬂq OpenGL U33NaN 8 99 11 ﬂﬁgﬂTﬁ

s o {1 o A A v o @
Wanduntminnaes uazussian 12 Susesumdnngly
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v v Y
Part B Drawing: o51100emden 15 lumsnaginsusvingiaiiuguues OpenGL t1az GLU

Y '
B.1 Drawing Primitives: 21131n33W1g Y03 OpenGL launga 1du uazginsundon
4

o 14 Y . . 3| . qﬂ// o o Aa R
Alay 1N template.cpp I Display Function Ty List7 mndusuldsunsuuasdunanaininaay

9

d‘ A2 o [ [ d‘ 9 =<
mamzﬂaﬂuﬁ, AL UIUDN vertex, L!‘U‘]J‘U@QE‘]J‘VI?Q, uazaﬂymmmgﬂmwﬁﬂwu

List7

1: void display(void)

2:

3: glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
4: glPushMatrix();

5: glBegin(GL_POLYGON);

6: glColor3f(0.0, 0.0, 1.0);
7: glVertex3f(0.0, 0.0, 0.0);
8: glColor3f(1.0, 0.0, 0.0);
9: glVertex3f(30.0, 0.0, 0.0);
10: glColor3f(0.0, 1.0, 0.0);
11: glVertex3f(0.0, 30.0, 0.0);
12: glEndQ);

13: glPopMatrix(Q);

14: glutSwapBuffers();

15: }

= glColor3f(GLfloat red, GLfloat green, GLfloat blue) ; l¥imuadves
[ = a A S g’ a A = a 9 9 1
Vertex 1AgMUUANNUNTTIWTADUAUVSINUIU UA1910 0.0 D3 1.0 Taglnaudionminuaas Vertex
[} dti' 1 U = t:‘ a ]

gaimuaanany anelugidmidevszinaainmsilszaununm

- glVertex{234}{sifd}[v](TYPEcoords); MHUAR NI Vertex Y0I3UNTI FIe11150
o 4 A d? IBY A o w d'dy 9 ~
fiuald 3 uuAe (& ), (x ¥ 2, 182 (& y, 2z w) Vuegnumaaendids Aty «, 5, 2) MIFen
A4 glVertex() 92 A0904521 119 glBegin(); 1oz glEnd(Q);

- glBegin(GLenum mode); UszmAgaiuAUVeIEAMds glVertex(); N1¥nagUnss

a X g { o @ a
$iav9931N59321 100 mode Fuiluld 10 nuvamz 15 Taemdeazilaieis glEndQ ; tawe

(]
v A

J SURPIR Yo o 9 A4 4 9 Xy v
- yonnnildalimdanldtmuadnyazaega, 1@y, uazgilmdouiadinIuale  Tagrzdes
Y v v Y
fMuuadnyuvaiiineumds glBeginQ ; Mdunaii laun
- - - Yo a ]

- glPointSize(GLFloat size); l¥mnuavinavedga lasinavziandu 1.0

- glLineWidth(GLFloat width); Myruannuaavesdu Uaauiniy 1.0

= glPolygonMode(GLenum face, GLenum mode); ﬁ1wuﬂﬁh%mu$maigﬂrwaﬂniﬂﬂ‘face

= g Y A o A an ~ Y o ] Vo Y
WeDIAIUHIYMIoNas uaz  mode ApAITMINAFUMATNAITUY (ARIATUNALANA NI IR)

o 3
fusonmua  Face lAiily GL_FRONT AND BACK, GL_FRONT, %3® GL_BACK taz mode
< A £ = I~ Y ' A a4
WUGL_POINT, GL_LINE, 39 GL_FILL @4uu1eaamanailuga idulnsesi visauiay
° H Aa I
- glFrontFace(GLenun mode); l¥fmuaduvesgiliviaen Tagind mode aziilu 6L_ccw

= £ Y A < A A K v 9 o < v W
FINWWYDIATUN  Vertex 3uﬂ3uwmmwmamﬂumuﬁm ﬂWﬂﬂ”Iﬂl!ﬂ!ﬂu GL_CW agnaunu



&

WO L 3
Ve ez

GL_POINTS

GL_QUADS

i Ve el

=]

GL_TR IANGLES GL_TRIANGLE_STRIP

d‘ lﬂy 1
31]1’] 15. i‘]JVIiQWMﬁ']‘L!LL‘U‘UﬂN‘]GUfJ\? OpenGL

QU

w5
W W3

W1 Ve
GL_LINE_LOOP

GL_GUAD_STRIP

GL_TRIAMGLE_FAN

15

B.2 Drawing Quadric Primitives: 21931M35301 Quadric A%y GLU Tdunginsanan nss

1328 LAZUAUIY

a) b) ¢)
g‘ﬂ“ﬁ 16. Quadric Primitive a) Sphere, b) Cylinder, ¢) Disk
A1a9 ud template.cpp 19 Header (11 List8, Init Function W List9, tta¢ Display Function A

9 b4 v
List10 91n1usuTsunsuuagdunanaiitioyy nfasuriavesginswazdnyaznisna

List8

1: #include <windows.h>
2: #include <GL/glut.h>
3: #define SIZEW 50.0

4: GLUquadricObj *theObj;
5: int i;
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(7]
r+
(o]

void init(void)

glEnable(GL_DEPTH_TEST);
glClearColor(0.0, 0.0, 0.0, 0.0);
theObj = gluNewQuadric();

OOUTh WNR|r

}

stl10

void display(void)

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glPushMatrix();
glRotatef(++i%360, 0.0, 1.0, 1.0);
gluQuadricDrawStyle(theObj, GLU LINE);
gluSphere(theObj, 40.0, 50, 20);

glPopMatrix();

glutSwapBuffers();

POO~NOODWNRITC

O vr 1t ar ok aa a

3

= glRotatef(GLfloat angle, GLfloat x, GLfloat y, GLfloat z); @ PartC:

.« GLU ﬁﬁwéfqﬁlﬁffmﬂgﬂmﬂﬁgﬁy”lﬁuﬁ gluSphere(); d115unsnan gluCylinderQ);
FMTUNTINGIWY 11a2 gluDisk(); AUTULURNUIY Iﬂﬁli]mdiilﬂ;ﬂ‘l/lﬂmﬁifj’h Quadric ttazvzdoald
fdade l1filsznou

« GLUquadricObj *theoui;ﬂizﬂwﬁﬁduﬂacymdﬁc§atha)m

- theObj = gluNewQuadric(); @319 Quadric Object 1¥ theObj

- gludeleteQuadric(theobj): al Quadric Object ¥0 theObj #1318 1531187

= gluQuadricDrawStyle(theObj, GLenum drawStyle); AMHUANHULNITIA
5UN599049 theObj lao drawStyle I 3 HUVWANA® GLU_FILL, GLU_LINE, GLU_POINT F1a
Sagiluns ey du nazgamudiduy Taeausuduazilu 6Lu_FILL

= gluSphere(theObj, GLdouble radius, GLint slices, Glint stacks); 1910

o A o A Ao A - I o 09/’ =\ Y o FY a
NINNANFUINAWNIANUUA UITAY radius Iﬂﬂ stacks Lﬂuﬁ]mau%umﬂuTﬂﬂmﬁuamgﬂ uae

stices Husunuduaseiindedludulfisuion laduduaniiya
= gluCylinder(theObj, GLdouble baseRadius, GLdouble topRadius,

GLdouble height, GLint slices, GLint stacks); l#21a3Unsansaeiiununancegun

1A Ao A - A _ | _ '
Unu z Tﬂﬂgiuagﬂ z=0 UIAN baseRadius Uaz89AN z = height UIAY topRadius @IU
stacks 1ae slices IANungtilounununIInay

= gluDisk(theObj, GLdouble innerRadius, GLdouble outerRadius, GLint
slices, Glint loops); MMNALAUIUUNIEUIY 2z=0 1Ay outerRadius foIANMEUDN,

[

- _ A a - A o Y A Vo d A
innerRadius f9® ﬁﬁJﬂ']flGlu, slices ﬂ’f]%']U'JULﬁu@]ﬁ\‘]‘ﬂjJ'lﬂ@ﬂulﬂuj\iﬂaullﬁ$ loops f®

o Y A3 Y ]
UIUIHKIU Y +z D9 UATUUUVDILAUIY
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Part C  Viewing: o511emdenldlumstadmmiisinguazndeanss Modelview Transformation
a A Y] o o ] d'ﬁ)
uazmaialumsargumandou Tnrvesiag ludadwmiandeenis

C.1 Modelview Transformation Mdelumsindoudeinguazilasugings

b)

c) d)
511 17. 2) ndoanaz Saglidumiausuduegiyaduiia, b) glscalef(2.0, -0.5, 1.0),

¢) glRotatef(45.0, 0.0, 0.0, 1.0), d) glTranslatef()

v
o

1< 09.:’ o @ A a 4
A ud template.cpp 1% Display Function du Listl 1 antusuldsunsuaz dunanaitnadu

Y

A a = a s
naaevasusiansudasaziasuvuiavesnslinosnles

stll
void display(void)
{
gIClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER BIT);
glPushMatrix();
glScalef(0.8, 1.2, 1.0);
glutWireTeapot(20.0);
glPopMatrix();
glutSwapBuffers();
b5

O©CO~NOOUIAWNRr

- glutWireTeapot(GLdouble size); Manniwududulasese sidedieglu GLUT

Unalddmsunagoumdanie
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=1

. glscalef(GLfloat x, GLfloat y, GLfloat z): M liiagiimsta wa u3e

Q

a 1 1w 1 1< 1
ALROUMBLUIIY x, v, Az z Jagauzladlinwiniy 1.0 Waunni 1.0 sxilumsda feanin

< 1 < .
1.0 Wumsva uazdesnit 0.0 Humsaziion (93U 17.b)
= glRotatef(GLfloat angle, GLfloat x, GLfloat y, GLfloat z); wguimqmu
A < a [ = ] < ~
WY x, y, N30 z MIUANNAN Tagyumin angle Iniaueeen (9319 17.0)
= glTranslatef(GLfloat x, GLfloat y, GLfloat z); Lﬁ@uiﬂqmmmuﬂu 5239
] 4
windeuiaguveavesn  SIZEW  azihliiageguenilsunasmsueaz iagiuee lign
¢ v 2 o 4 4
iswaes un lyTaemsue SIZEW lu Listl nioaaszezmataouas (agli 17.d)
- glTranslatef(0.0, 0.0, -SIZEW); 11 List4 v03 Part A l¥Aeingnosoonu1aInga
fuiin
4
- MUBING: WINNIT1 Modelview Transformation NN 1 AFY MI Transform LNAIN
AN 15UNINTA glRotate(): MWAY glTranslate(); MAWAd Av glTranslate();

QINININOUY

o = a Jd g 4 @
C.2 Building the Solar System Flﬂﬁf]\ﬁ%‘l]‘l]ﬁﬁﬂZIﬂﬂﬁﬂ?\iﬂWﬂ@lmﬂuﬁuElﬂaNﬁigui@‘Uﬂ"]L@\‘]

] a d g
L!ﬁ$ﬂ13lﬁ'ﬁc}ﬁﬂﬂ}!ui?JTJ@]'J\?E]'I‘V]G]EJLIJH’J\?ﬂﬁN

Rotate Saturn

Translate /|

Rotate

gﬂﬁ 18. Solar System
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4 Y . . S . ! S . . . S
1N template.cpp v Display Function 114 List12 @24 Header 13U List8, Init Function 111

Y v Y
Listo 91miusuTdsunsutazdunanannayy

Listl2

1: void display(void)

2: {

3: glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
4: glPushMatrix();

5: gluQuadricDrawStyle(theObj ,GLU_LINE);

6: glRotatef(++i%360, 0.0, 1.0, 0.0);

7: glPushMatrix(); //Position
8: glTranslatef(40.0, 0.0, 0.0);

9: glColor3f(0.0, 0.0, 1.0);

10: glPushMatrix(); //Position
11: glRotatef(90.0, 1.0, 0.0, 0.5);

12: gluDisk(theObj, 6.0, 8.0, 50, 2);

13: glPopMatrix(); //Position
14: glRotatef(90.0, 1.0, 0.0, 0.0);

15: gluSphere(theObj, 5.0, 50, 20);

16: glPopMatrix(Q); //Position
17: glColor3f(1.0, 0.0, 0.0);

18: glRotatef(90.0, 1.0, 0.0, 0.0);

19: gluSphere(theObj, 20.0, 50, 20);

20: glPopMatrix();

21: glutSwapBuffers();

22:

fumsndu lldsdumiavSoaniuzay

- glrushMatrixQ);  I¥neaenwasnilagivasly  Stack  adwenumsidmumse
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519 19. Robot Arm
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1N template.cpp 1% Header 111 List13, Display Function 1114 List14, Keyboard Function 11l

[l I qﬂ// o o { a g
List15 @9U Init Function 1Wu List9 i]"lﬂuuﬁuI‘]Jiuﬂﬁllllﬁ%ﬁﬂ!,ﬂﬁNaﬁlﬂﬂiu

Listl3

1: #include <windows.h>
2: #include <GL/glut.h>
3: #define SIZEW 50.0

4: GLUquadricObj *theObj;
5: int 1, arm, shoulder;

Listl4

1: void display(void)

2: {

3: glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
4: glPushMatrix();

5: gluQuadricDrawStyle(theObj ,GLU_LINE);

6: glRotatef(75.0, 0.0, 1.0, 0.0);

7: glRotatef(shoulder, 1.0, 0.0, 0.0);

8: glPushMatrix();

9: glTranslatef(0.0, 0.0, 25.0);

10: glRotatef(arm, 1.0, 0.0, 0.0);

11: glColor3f(1.0, 0.0, 0.0);

12: gluCylinder(theObj, 5.0, 5.0, 20.0, 20, 20);
13: glPopMatrix(Q);

14: glColor3f(0.0, 1.0, 0.0);

15: gluCylinder(theObj, 5.0, 5.0, 25.0, 20, 25);
16: glPopMatrix();

17: glutSwapBuffers();

18: }
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Listl5
1: void keyboard(unsigned char key, int x, int y)
2:
3: switch(key){
4: case 27:
5: exit(0);
6: break;
7: case "f":
8: glutFullScreen();
9: break;
10: case "w":
11: glutReshapeWindow (250, 250);
12: break;
13: case “87:
14: shoulder = --shoulder%360;
15: break;
16: case “27:
17: shoulder = ++shoulder%360;
18: break;
19: case “47:
20: arm = --arm%360;
21: break;
22: case “67:
23: arm = ++arm%360;
24: break;
25: }
26: }

a o w A 9 o CZR 1 o A dy a o z
Lighting: 65U18ﬂ16@ﬂ1%1ﬂﬂ15ﬂ1ﬁuﬂfﬁuﬁMUWMGQuﬁaQﬂHuﬂuﬁﬂuazwuNJ?QQ??N%Q
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1A Normal Vector ITHAULARY Vertex VUNUA?
Light & Material Properties fvuafuauiiavesunastuianauaz iuiing
4
ud template.cpp 1% Init Function 1]y Listl6 uaz Display Function @y List17 andusy
v P4 [ Y
Tisunsuaz dunanainnadu NAao UL AsUMUH UL TUDUNAIRULAUTITIUNT
Y

AuauAmMsazRouuduesiuiling naassaunastudauaaz dunannuuanaig
Listl6
1: void init(void)
2: {
3: float mat_specular[] = {1.0, 1.0, 1.0, 1.0%};
4: float mat_shininess[] = {50.0};
5: float light position[] = {1.0, 1.0, 1.0, 0.0};
6: float light _ambient[] = {0.5, 0.5, 0.5, 1.0%};
7: glLightfv(GL_LIGHTO, GL_POSITION, light position);
8: glLightfv(GL_LIGHTO, GL_AMBIENT, light _ambient);
9: glEnable(GL_LIGHTO);
10: glEnable(GL_LIGHTING);
11: glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular);
12: gIMaterialfv(GL_FRONT, GL_SHININESS, mat_shininess);
13: glColorMaterial (GL_FRONT_AND_ BACK,

GL_AMBIENT_AND_DIFFUSE);
14: glEnable(GL_COLOR_MATERIAL);
15: glEnable(GL_DEPTH_TEST);
16: glClearColor(0.0, 0.0, 0.0, 0.0);
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void display(void)

glIClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER BIT);
glPushMatrix();
glColor3f(0.1, 0.5, 0.8);
glutSolidTeapot(30.0);
glPopMatrix();
glutSwapBuffers();

O©CoO~NOUIAWNPE

3

Y
- glutSolidTeapot(GLdouble size); MAn1N UnAudrvzdeafiviua Normal Vector
Yo A a y to & Ay o & o ) v =
Idnuuaag Vertex uuiuiivesing uamdeil lasaudideiimua Normal Vector 1Ai3ousoenaana
Y '

lideasmuadien (frdaer$1e Quadric Primitive 18371311 1A Normal Vector TAud e

= glLight{if}v(GLenum light, GLenum pname, TYPEparam); MuuaaulAv
v Y Y

uvastudanas light Tasunassudauasanniodl 1ded1d1 8 uras (e199zdl launniivuegnu

5201) 3endly GL_LIGHTO, GL _LIGHTL,..., GL _LIGHT7 @JU pname Ap¥0v0aW131iie03

v Y
1

& ) = ' a 2o o ¢
ﬂ@]\iﬂ'lhlﬂ (ﬂﬁ']'i']\‘]‘ﬂ 2) ﬂ']sll@\‘lw'ﬁ'lwlﬁ@THUﬂ']ﬁu@Iﬂf.l@'lilﬁﬂ param

! a 4 1 o A A
Vl"li"N‘ﬁZ WTiWiJL@]fJ‘i"U’ENLL“H‘ﬁ\‘lﬂ%uﬂuﬁﬂllﬂ%ﬂuﬁmﬁﬂfu

Parameter Name (pname) Default Value (param) Meaing
GL_AMBIENT {0.0, 0.0, 0.0, 1.0} ambient RGBA intensity of light
GL_DIFFUSE {1.0, 1.0, 1.0, 1.0} diffuse RGBA intensity of light
GL_SPECULAR {1.0, 1.0, 1.0, 1.0} specular RGBA intensity of light
GL_POSITION {0.0, 0.0, 1.0, 1.0} (x,Y,z, w) position of light
GL_SPOT_DIRECTION {0.0, 0.0, -1.0} (x, y, z) direction of spotlight
GL_SPOT_EXPONENT 0.0 spotlight exponent
GL_SPOT_CUTOFF 180.0 spotlight cutoff angle
GL_CONSTANT_ATTENUATION 1.0 constant attenuation factor
GL_LINEAR_ATTENUATION 0.0 linear attenuation factor
GL_QUADRATIC_ATTENUATION 0.0 quadratic attenuation factor

*HINEIHY) ANTNAUYDY GL_DIFFUSE 1@y GL_SPECULAR lumisnléiu GL_LIGHTO winiu

1 o A o A oA I
urastufianasdiourdiansudwilu {0.0, 0.0, 0.0, 1.0}

I o o 1
= glLightfv(GL_LIGHTO, GL_POSITION, light_position); WUMIIAA UK UL
) a I [~ 1 1 9 A [~ =&
INUNAINUUA GL_LIGHTO U (x, y, z w) = (1.0, 1.0, 1.0, 0.0) IHUNAMGANIEAD w 111U 0.0 59
o 1 o A A o oA v dy o ~ 1 o A dyl
ﬂ11ﬁLLﬁﬁﬁfﬂluﬂLL?N?JG]1LLWHQ%@HH@L!Q$%M1&N§@I (1.0, 1.0, 1.0) FYNUADINUUALTILVUUN
[ [ Y] 3 A o oA
Directional Light Source ¥i10f1 w "lilm”lﬂﬂfl{ufT%LﬂM Positional Light Source AWK UIN (X, y, z) LA
AUAIDDNNININAN
9

« glLightfv(GL_LIGHTO, GL_AMBIENT, light_ambient); @4fl1 Ambient Light V04

GL_LIGHTO 110U {0.5, 0.5, 0.5, 1.0}
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« glEnable(GL_LIGHTING): ﬁﬂﬁ’ﬁmiﬁmmﬁmmﬁ’ﬁqiﬂﬂﬁﬁqﬁmmmﬁ’uazﬂmﬁuﬁﬁ
maqﬁuﬁﬁ@q

. glEnable(GL_LIGHTO); rHlumsilauasainumassiniia GL_LIGHTO

- msiumasiuianazinansenuiulszaniamlumsmuianiieanin OpenGL 12deq

AualFnaaannnnquraIi ulaNANaIVUIADY vertex

4 a 4 g a A
ﬂ1‘§1\‘1‘ﬁ3 Wﬁmmaimmﬁumuazmwnﬁ’u

Parameter Name (pname) Default Value (param) Meaing
GL_AMBIENT {0.2, 0.2, 0.2, 1.0} ambient color of material
GL_DIFFUSE {0.8, 0.8, 0.8, 1.0} diffuse color of material
GL_AMBIENT_AND_DIFFUSE ambient and diffuse color of material
GL_SPECULAR {0.0, 0.0, 0.0, 1.0} specular color of material
GL_SHININESS 0.0 specular exponent
GL_EMISSION {0.0, 0.0, 0.0, 1.0} Emissive color of material

= gIMaterial{if}v(GLenum face, GLenum pname, TYPEparam); MrUAaNIAvD
v%uﬁﬁ@lq o face foduvesiagiiveimuanuauiAldun GL_FRONT, GL_BACK, #3®
GL_FRONT_AND_BACK @7Y pname Aodeveamnimosniaaild (@miwﬁ 3) MYBINIINNDT
‘Li:um“ri‘uﬂjﬂﬁlmﬁ‘igparam

= gIMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular); MuuAdUe Specular
Reflactance 1¥ifludv1 {1.0, 1.0, 1.0, 1.0}

= gIMaterialfv(GL_FRONT, GL_SHININESS, mat_shininess); AMUUAVUIALAZAIY
114904 Specular Reflectance 1915 50.0 @wnsndmuaaoglugg [0.0, 128.0]

= glColorMaterial (GLenum face, GLenum mode); 1#dve9 mode Lﬂﬁaumuﬁﬁq
glcolor=();  #un  Tay  mode  awnsoilu  GL_AMBIENT, GL_DIFFUSE,
GL_AMBIENT_AND_DIFFUSE, GL_SPECULAR, %3® GL_EMISSION as face (i1 GL_FRONT,
GL_BACK, Y139 GL_FRONT_AND_BACK

= glEnable(GL_COLOR_MATERIAL); aumummﬂ%dm%ﬁﬂ glColorMaterial();
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D.2 Normal Vector f1%1a Normal Vector 1%111) Vertex "IIENEﬂ Icosahedron (gﬂm‘éau 20 1419!}1)
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b) ©)

517 20. a) Icosahedron, b) 1duTATI319, 1A o) jammasnNUszNEVAIUL [7]

Do
—
Lo

ud template.cpp 1 Header 15Ju List18 1oy Display Function i3 List19 a3 Init Function

Y qﬂll o o A a d?l
Glf]f Listl6 i]"lﬂuu'iujﬂillﬂﬁlll!ﬁ%ﬁﬂlﬂ@]Wa‘ﬂlﬂﬂﬂlu

stl8

(OOO\IOUU'I#OOI\)HI_

#include <windows.h>

#include <GL/glut.h>

#define SIZEW 1.5

#define X .525731112119133606

#define Z .850650808352039932

int i, j;

float vdata[12][3] = {
{-X,0.0,z}, {X,0.0,Z}, {-X,0.0,-Z}, {X,0.0,-Z},
{O'O!st}! {0.0,Z,—X}, {O'O!_st}! {0.0,—Z,—X},
{Z’X’O'O}’ {_Z’X’O'O}’ {Z’_X’O'O}’ {_Z’_X’O'O}};

int tindices[20][3] = {
{0,1,4}, {0,4,9}, {9.4.,5}, {4.8,5}, {4.1,8},
{8,1,10}, {8,10,3}, {5.8,3}, {5.3.,2}, {2.3,73},
{7.3,10}, {7,10,6}, {7.6,11}, {11,6,0}, {0,6,1},
{6,10,1}, {9,11,0}, {9,2,11}, {9,5,2}, {7,11,2}};

void display(void)

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glPushMatrix();
glRotatef(++i%360, 1.0, 1.0, 1.0);
glColor3f(0.3, 0.9, 0.4);
for(J=0; j<20; j++){
glBegin(GL_POLYGON);
giINormal3fv(vdata[tindices[j]1[0]1D);
glVertex3fv(vdata[tindices[j]1[0]1D):
glNormal3fv(vdata[tindices[j]1[11]);
glVertex3fv(vdata[tindices[J]1[11]);
gINormal3fv(vdata[tindices[j1[2]1]):
glVertex3fv(vdata[tindices[j]1[2]1]);
glEnd();

}
glPopMatrix();
glutSwapBuffers();

3
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[ Y v 2
- Icosahedron a5 19AiusznouAIegeumAsLA M 20 FUTH Vertex 30U 12 90 WA (&,

Y I v
y, z) M5 Vertex N9 12 9agnivualasduls vdata[12][3] Fa1ddnay X uaz z M ldszes

v
v A

o a 1 1 @ 1 ] a [
MNgAtutADLAAY Vertex DANTYU 1.0 A20819%U Vertex 13nINNAN {-X,0.0,2} 9iiszoz1ig

NNARUUAIAY X + 27 =+/0.52573 +0.85065° =1.0
o - - v A v 1 Yy 9 [ A Y a I
- s tindices[20]1[3] lwAiugumsondounas Vertex 11a7enunelriinaily
v 2 [ [ [ 4
AWNDON 20 FU IWUAWIHATLOULTN1H Vertex OUTN 0, 1, 1ag 4 NHAVDITWHAGLIIHNAZYN
o < A A vy 3 Y 1]
MUUALVVIUN IR LI UND 1A UBNUB Icosahedron 1A TUTITN
A Ay d? A o I ~Aq Y A a = o
« 11199910 Icosahedron N3 19VUNANYAULITUNTINAY Normal Vector nlgaziinenaneIny
o’d'dy o A & v 1% :/l JAa o I k4
NAMDS NFINIARUTADILART Vertex AIHUT 1010150 1FNNAUDY Vertex 111 Normal Vector lAtag
Y v
- gINormal3fv(GLFloat *v); 1%#@3A1 Normal Vector §1%51D Vertex Ngnivuaaium

AuMd glVertex3fv(GLFloat *V);

MANUIN
I. 119 Setup OpenGL
a va = ' ' @ o 9y so &
szuuURuAmsswde IDE jului q evfuayumsiiauues OpenGL Taoldsn ddnduilu
15U compile, link, uaz run 115005471 OpenGL 13d8ud7 mindeamsly OpenGL Fauy
19 9 [~ o o % [l 3 VA g
Windows 1ag 1314 GLUT 1Ju API d1%451 Visual C++ d11509A10619m5A9A1sNAUY9 1150051

149 [8] azd 1Sy Borland C++ Builder 11 [9]

II. 773 Setup GLUT

81151 Visual C++ [10]

1. a1 Tvan lild glut-3.7.6-bin.zip 91N http://www.xmission.com/~nate/glut/glut-3.7.6-
bin.zip a1 sznoudielnaos 3 1dAe eluth, gut32.lib, g glu2.dil

2. fnaen i glut.h 14153 ﬁ C:\Program Files\Microsoft Visual Studio\VC\Include\GL

3. finaen’vd glu2.lib 11137 C:\Program Files\Microsoft Visual Studio\VC\Lib

4. fnaon g glut32.dll hlﬂhl’a‘)}‘ﬁ C:\Windows\system32

5. laTydsunsy Visual C++ @319 project 11 Taedonliilu Win32 Console Application
waziihy empty project

6. lufiy Project > Add New Item NN C++ File (.cpp) tazdane IWd udIn add

7. a1 Tvaa lild template.cpp 910  http://www.kmitl.ac.th/~kwwithaw/Files/template.cpp
wazdaaenTdaluWd lnedi g cpp fiisaremuln na Fs WINgNAna 115154 OpenGL 92

9
[

TJUUHU
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@11151 Borland C++ Builder [11]

1. a171 Tvaa lild glut.zip 910 http://home.clara.net/paulyg/download/glut.zip 111/\|ﬁ'f:
Yszneudielilddes 3 1WdAe gluth, glut32.lib, uaz ghut32.dll

2. fAnaenlid glut.h "lﬂ"l%)ﬁ C:\Program Files\Borland\CBuilder5\Include\Gl

3. fAnaenlid glut32.1ib hl‘ﬂhl’sjﬁ C:\Program Files\Borland\CBuilder5\Lib

4. Anaen i glut32.dll hl‘ﬂhl’?]jﬁ C:\Windows\system32

5. a1 Tvaa lld template.cpp 910 http://www.kmitl.ac.th/~kwwithaw/Files/template.cpp

6. 1Wa'lWg template.cpp ot (mnila C++Builder og1¥1d0n File -> Close All Now) 1AINOU
Yes ifloerd1aTa/5:3n

7. 1@0n Project > Add to Project 1fio Add Tausa 1 glus2.lib Tude 3 5 luldsie

8. aunsouiius1ds OpenGL auiideantsId msnewnduazfuling Fo

o

J o o . . ' Y o Y 9y
s¥33 1@ glut** §11150 Visual C++ 1ag Borland C++ Builder liaunsaldununuld winlsd

[l Y
fa 1vld weaey Ind TdsunsuazifaanuRana1n Iy
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Part A — Introduction to GL Programming

Part B.1 — Drawing Primitives

Part B.2 — Drawing Quadric Primitives

Part C.1 — Modelview Transformation
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Part C.2 — Building the Solar System

Part C.3 — Robot Arm (85118n13%197uv94 11511n5%)

Part D.1 — Light & Material Properties

Part D.2 — Normal Vector

De

%’amummzﬁm%’manmiﬂsznaumsmam‘gﬂu
penGL.




