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¥ Generate debuginfo. 7 Ignore all default ibraries
W Lirk incrementally I~ Generate mapfile
™ Enable profiing

Project Options:

1openal32.iib glu32.lib glut32.lib glaux.iib kemel32.lib
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#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gh\glut.h>

OpenGL & olall v—nﬂJJ andsinin M redraw GL:H oF S Ay C e
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static void redraw(void);
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int main(int argc, char **argv)

{
glutInit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("My first GLUT program”);
glutDisplayFunc(redraw);

a5 argy i e 3 Ul 5, A1 Bl ) sde 3 arge J gl S 5%
il pusiny sl glutinit w4 5 2 o ol 25l eds olay 55 Y Large )
Glut b

Ma ol B! 28 slueY glutInitDisplayMode( ) s\l pasviny
SENIE /S I TP

Bl e RGB 01N buffer 183 5 5715 BLoY sasiey :GLUT_RGB
REEY

.Double i 3350 i3 3a 5 S13 BLEY pdsivy :GLUT_DOUBLE

Spid Led WLl ) el 15 e ) o) e a0 a5l 5 S LS
R s

50 ads puszad ULl () geald @53 3513 i :GLUT_DEPTH
(AU e ) el e oliall day Ay 33 50

Sy JUY) a3 5s bdd glutInitWindowPosition() md! sisi
o2y Y sl caed psiesd glutInitWindowSize() xU Ll QbW X,y
(gL
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g/MatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);

o5 ke 2y modelView sl B sias AL B siall OV iz
W) 1) (i) slzdll ) Laad) BUs] e de s U DL J 54 4X4 6 s
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ks Sy Glut b} k) ) SO glutMainLoop( )

glMatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0;

}
A ) oliall 4 wiai s o b ol redraw( ) sl s de LSS
static void redraw(void)
{
La g 5l M bl ot ao 5

#include <windows.h>
#include <gi\gl.h>
#include <gh\glu.h>
#include <gl\glut.h>

static void redraw(void);
int main(int argc, char **argv);

int main(int argc, char **argv)
{
glutlnit(&argc,argv);
glutinitDisplayMode(GLUT_RGB| GLUT_DOUBLE | GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
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glutCreateWindow("My first GLUT program");
glutDisplayFunc(redraw);
giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);

glutMainLoop();
return 0;
}
static void redraw(void)
{
b : :
gl 8,08 ) W=Vl dl=) ol
as) (8 ,oloVl &S s (6o daaSa
ala) awlbu> azlll 0is OV VC++ A
.\_'9).>:\” R
..“ 5 *...I -

3 Sy ) Saalin 5 Ladids y kedll peal 1 e 21T e OV fenis
sda (3 Ll Open J.A)T LRA 2 JQJM 7 e oligldl o s of
1) glClearColor(1.0,1.0,1.0,0.0);
05U a5 S e (3 aeldnna Y (Ll Rdls 00y LU 7l O s
L (Sl B 01T s 05 A L 8 S s )
2) glClearDepth(1.0);
il dm o el oy a3l geal 3 ST15 (3 AS s kR S ded G
I Al Wl BU e e e I 31 o 5l 20806 (GBI s e 3550l
RS BB e I slan) oad
3) glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
3\.:5\_;—\ c...l’ V.;é e MU J}.UL: E.pu-s buffers uj&\ ;\;.US c«w
4) glLoadIdentity(),;
. (0,0,0) Lzl 5 e ) biw 1y a6 5000l AU 3 a0l Jiaey



Y¢ OpenGL () gasad) Jila

5) glTranslatef(-1.5f,0.0f,-6.0f);
Ul asladl 58 0 n o ¥ 3kl o ) O i aslzdl e WS 2
cpe A A 2B
6) giColor3f(1.0, 1.0, 1.0);
Ak i Y iy 83 ) bl e oliall U e 1O
7) g/Begin(GL_TRIANGLES);
Bl S edis mis v ) GL_TRIANGLES Ss .

8) glEnd(); EVURATAERENE NT SNV

9) glVertex2f(0.5, 0.5);
Loy ol U bl o] jwas

\ Getdad
shaw dudls ols dgul Judatuw ygoY OpenGL by

LS application11 « ¢ b OpenGL 7+l » eoiil ¢ Gedadl Vs Ak
¢ <" OpenGL gl p disd Visual c++ i 00 W sas) " 5,8 g 2l culs

D (b f W el 3 aliepp Cllly bt i e LU 2 el ST

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{

glutinit(&argc,argv),;
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH),
glutInitWindowPosition(100,100),;
glutInitWindowSize(400,400),;
glutCreateWindow("Application11"),;
glutDisplayFunc(redraw);
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glMatrixMode(GL_PROJECTION),
gluPerspective(45,1.0,10.0,200.0);
g/MatrixMode(GL_MODELVIEW);
glutMainLoop(),
return 0;

}

static void redraw(void)

{
glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();

glColor3f(0.0,0.0,0.0);

glTranslatef(-1.5f,0.0f,-100.0f);

glColor3f(1.0, 1.0, 1.0);

glBegin(GL_POLYGON);

glVertex2f(-30, -30),// jsezwsdd adidl & Ludl & o) 50
giVertex2f(-30, 30);// Jeazael)  shal) 5 Ll 2 41 )
glVertex2f(30, 30),// dersdd & dall aad & ol 30
glVertex2f(30, -30),// jdexwsdd iind) a4 913

glEnd();
glutSwapBuffers{);

}
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ok WS U K o ) el
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#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glut.h>
static void redraw(void);
int main(int argc, char **argv),;
int main(int argc, char **argv)
{

glutinit(&argc,argv);

glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |

GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400),
glutCreateWindow("Application12");
glutDisplayFunc(redraw);
g/MatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return 0;

}

static void redraw(void)
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glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadIdentity(),
glColor3f(0.0,0.0,0.0);
glTranslatef(-20.0,0.0,-100.0);

glBegin(GL_TRIANGLES); /gy

glVertex3f( 0.0, 10.0, 0.0);
glVertex3f(-10.0,-10.0, 0.0);

glVertex3f( 10.0,-10.0, 0.0);

glEnd(),;
glTranslatef(40.0,0.0,0.0);

glBegin(GL_QUADS);
glVertex3f(-10.0, 10.0, 0.0);
g/Vertex3f( 10.0, 10.0, 0.0);
glVertex3f( 10.0,-10.0, 0.0),;

glVertex3f(-10.0,-10.0, 0.0);

glEnd();
glutSwapBuffers(),;
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G ¥ Ol glaadfg y gt
X Y,Z s B Ly
Rl ok e 5 e g s S S e 0 5 055 1 X
SN S il e ks U S el B4 05 1 Y
e o
(ol ) ) oy Al ok (sLal ) el E a0 Z

Xy s 33y 8 A xy
YZ 5=l 3y S A yz
2% oy By 8 2x
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\ e 3! ) OpenGL sl s
Gl O L ) adee cad Bl bl sus] Bedl) sda e
Bl end OF S8 o gl Flae o ed ¢ Gl e ez AL 0 U waisns
sl b > gl O £1 A e Slolad ¢ sliaal @wafuf\biﬁu'ﬁxmﬂ Jl
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glClearColor(0.0,0.0,0.0,0.0);
g/Clear(GL_COLOR_BUFFER_BIT);
JoS et Gl ol Wl 0L LY e 0 505 50k
. glClearColor Y1 3 35 5 ) 0 o LY
% ) buffer @l 35131 ¢ 5 Ul glClear — ao )l L i i
o Ayl 5l 5 Ly 0 w5 5 ST s LB 0 W 3 L
AR
Sl ek & ¢ Slides Bl 3 3ug 5 ) O 1d 2308 K
Jsm2eS” JU) i 04 Jls OpenGL Lig . LA comsl LIS puffers 233l
LB S L e 5 p IS 3 s o sy O e Y W

o sl gealls 05l 3 S5 OV e
glClearColor(0.0,0.0,0.0,0.0),;

glClearDepth(0.0);
glClear(GL_COLOR_BUFFER_BIT| GL_DEPTH_BUFFER_BIT);

glClearDepth () gl jaud Ul (55 ) mudl 0 304 J50 e
.Depth Buffer el 23301 s S101 3 &y 2k S w5 OF (ot ) Bl 5o
() OR il o i o sl y Lills 501 glClear »Y) W ol eian
e ot G385 ST e

- glClear b s (Sliasgll S0 LU skl e
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s ! rE PO
ihlsl) pixelsidyall b O\ u % | GL_COLOR_BUFFER_BIT afatalilel
Color buffer
o3 o awsand; Z buffer [ SV
o8 WL L e Fly B dai (ST Geal!
Sarl) 38 11 3 S10

B8 o gl Genll O A g dRi)) bW e
o as ael) Cor gl Gedll 13 Adse dbdd
(Sl Gaall 13

GL_DEPTH_BUFFER_BIT

Depth buffer

By fu S ki )y B ay hes 400y
EJCRUEPREY 4 i gl olall 7 Y s
Sﬂé;\,.ds)}d.\w,..»)wg&w‘lé;h
o 4 Ly bl py e o b b e
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GL_STENCIL_BUFFER_BIT

&1 3 3l 5 S
Stencil buffer

B Sy S g dosedt WS1L pse
i

GL_ACCUM_BUFFER_BIT

58 1 3 1 5 S
Accumulation
buffer

GLclampf alpha);

glClearColor y wlall dauall
void glClearColor (GLclampf red, GLclampf green, GLclampf blue,

L 3 Clear Color o i35 3 S1U s 3 asbdsiaa LU medl 00 nn
)l ddd W3S ¢ Blue 351 « Green 21 « Red ,~f) RGBA o11¥)

.( Alpha

[0,1] I o> ( adlazdl sady W slsy G380, =V, &V 03 05
c 2N O 5 (1,1,1,0) aedly ¢ 353 0401 85 (0,0,0,0) A Mok
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giClear ) dlal duall
void glClear (GLbitfield mask),;

LS5 2 3 L) L s b ) e buffers a8 ST

buffers @35l STall o ST ol Sasly 28350 5515 0 5,Le mask o )
sde ) glClear ieds Lab SS.OR W Loy iy Giledl dpid (355740
.OR pldsia) o Yub Oladas
I e

Lits 362 [0, 1] B ot 3500 oy ¢ RGBA sl 3 0141 a
542 08 2T e o £ 01N

2 U el am QWSS Gy slial) ey 0 glCONOP3F() N1 542
syl ¢ Yellow jiol < Magenta iz « Cyan ¢ sisy CMYK 5 RGB &wlut)

.( Black
Qs Y
> gl glColor3f(0.0,0.0,0.0)
f,q glColor3f(1.0,0.0,0.0)
et glColor3f(0.0,1.0,0.0)
3,5 glColor3f(0.0,0.0,1.0)
s glColor3f(1.0,1.0,0.0)
(e glColor3f(1.0,0.0,1.0)
S sl glColor3f(0.0,1.0,1.0)
e glColor3f(1.0,1.0,1.0)
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Slalalig balatlg weg M| bl
vertices yugyyd| blaid!

fe WS vertex ey deile Wl B As et ()1 ) 2B il
AN by pasall sas BB eV B s ) @S LS sl oLl
Ld OpenGL vz .z S aadl 0 i)l OpenGL Lwws S wisd (x,y) Lib
ibwly o Co Al OWA-YL OpenGL Jes s 3y woin), L]
il (ol BN aadl Ul e Jsedl W s Xy, 2 e
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w S 1 a.dl OpenGL
0499 4 ks

el L3l e A e A8 semmaST Awdidl olal) aa OpenGL @ cie 5
t s Y Bl

Void glVertex {234} {sifd} [v] (TYPE coords),
Bila s B 3 (X)) odhewy L5 SE Eo> Lile Sl sie {234} suL

Ko w=1 57=0 » Z,W isl Y ad) (X,y,2,W) Bley x5l (X,y,2)
GIENd() 5 glBegin() o 05 O g w1 1ds slevzal Ladydd e

sl float sl integer 5 short ¢ 53 0 OF (Sa . Jatlu i ¢ 5 {sifd}
. double

s e mopy ¢ (plad) gl or Bshae S8 e Bl o5 0F Se
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glVertex2s(2, 3),;
glVertex3d(0.0, 0.0, 3.1415926535898);
glVertex4f(2.3, 1.0, -2.2, 2.0);

Y e ole sde s VCH4+ aal dvect el @b sian (i 25

GLdouble dvect[3] = {5.0, 9.0, 1992.0};
glVertex3dv(dvect);

Lines gl _¥

sobe &l 0ol Ml iy ST s et A3 o6 §,Le OpenGL 3 L
S8 ISy Alane bl S ey (S8 08 ST e U ) B e
Vertices g3y i bl e an ¢ glae K ) el bkl dan g
b ged) U Ll

Polygons claall . ¥

Dok sblis e sy adlke il Ay Bieiane Blew 8 5 ls sl
(Gl el Bl < by st okl 0,55 of Ko ko 8 adles ails IS
phae s OpenGL gniss ) 558l jan dls i s bsbs w5 OF Ko LS
P AU S 8 e 52 ST (o) (o
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IO X EQ

Yalid Invalid

2 AN DU ollall Ll L valid O JSad ey & ollald

dosddl 552 Yy Y o wbls dls 05 O 52 Y &Y invalid teo
C sl Slaliall oy 562 Y ) pE g S

s ey ot sl S e g madl il g ) adlee sl S

Ll e

Rectangle Jdauul| _ ¢
1@? u—<—€ .glRect*() f;\U pldsezaly L;.o\.wi edatns - J,J OpenGL %

(B plaszaly slaes” i) oo

Mol f uy po¥ dolal! ddal!
Void glRect {sifd} (TYPE x1, TYPE y1, TYPE x2, TYPE y2);
Void glRect {sifd} v (TYPE * v1, TYPE * v2); o
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Js

5 il fdates )
glRecti (-10,-10,20,20);
(@) S sial) plszal gild) bzl o
intrl[]=1{-10,-10};

intr2 [] = {20,20};
glRectiv (ri1,r2),;

A e jog example2l as) JUl s Az ) b LS ol S
DS e 3 s e B e s U examples

=3 draw rectangle
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OpenGL g guiil! ! O g b
U3y ahian of Lot ol DU o e gt ) i s s o plisily
IS0 e . GIEN () 3 GIBEGIN( ) o Ure i i B o B sat IS p2 s
Less 3B . glEnd () 3 glBegin( ) .~z s> glVertex Ayl s ses L)
s oz glBegin(GL_POLYGON ) rwat) glBegin s GL_POLYGON L S
Lol Lazy B3] UL S8 3 e WS e e o, 2MS
) S5 2o oz glBegin(GL_POINTS ) wwad glBegin .~z GL_POINTS
gy L Sad 3 e 52 LS glVertex S se (6 gl Lasite BB a5 pez
(DU s 652 ) example22 S iy (Sadl s 3 ot (20 el S

glEegin (GL__FPOLY¥GON) -

gliwWwverc=ex=2L£ (0.0, O .03 -
glvWercexz2£ (0.0 S .01 -
FliWvertcex2 X (3 . 0O, = -0 =
FlvVvertcex=ZxX (3.0, i .51 =
oglvWertcex=Lt (3 .0, O.0y =
g;LEnn:l | i -
- -
-
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G PO G S POI-TS

glEnd( ) s giBegin( ) iy plad) JSid|

glBegin( )yd alad) JSL|
Void glBegin(GLenum mode);

C A odib) il ¢ 55 Azl glBegin( ) S WP S PREC e

! Lo 4l

i b GL_POINTS
U S e I B L T G_Uj GL_LINES
. GL_POLYGON

GL_TRIANGLES

S 1 s
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' T 55 sl B sy, Al GL_QUADS
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el bl -0 GL_LINE_STRIP
ATy dd o b bs Ol Sy Gl e GL_LINE_LOOP

s
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laans ) W g gr Alis Slilie 25 past GL_TRIANGLE_STRIP

iy (S L pinny ) Wy ge s oltis e pus | GLTRIANGLE_FAN

. lgan E\J_}—ﬂj‘ i CM“’T el deyast GL_QUAD_STRIP
Dbl gl (305, 58 A bl olally gl alad QU e
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Rk *u3
w1 ®yp
GL_POINTS
W ,"\’::5
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GL_LIMNES GL LIME_STRIP GL_LIMNE_LOOP

GL_QUADS
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GL_TRIANGLES GL_TRIAMNGLE_STRIP GL_TRIAMGLE_FAMN

2k S ol des n Ll &T o131 e il (S @ sl Alsd -

: glVertex f‘w plisanl £ 45 (VO,vI,v2...)
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z ) Judl

- giVertex ) S Wlisews 2k o GL_POINTS
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GL_POLYGON

4w s, Eze \‘: vO,v1,v2 4w, L) -

3 sadl wlislias o n 050 Of £, v3,v4,v5
.M;TM;TJ,@@VQL;‘DS(&UBQJ

GL_TRIANGLES

n 0SS O gL Ol asl; Sl ouy
J.,:TJAL@V_:g‘_&US (.L:«Zd\;- L})4>,LJJS olaelze

GL_QUADS

v2 ) v e £ vE ) V0 e deaze bl )
,\51;
.v0 MJ;CA vn-1ii; JéTL}-ﬁj O3 = p-1

GL_LINE_STRIP

vn-1iki 2T hoy on e oSy ¢ gl L b

GL_LINE_LOOP

%ékjﬁiwfwumwﬁ)
. v4,v3,v5 cl & v2,vl,v3 eddl £ vo,vi,v2

Cn>=3 0,55 o cs

GL_TRIANGLE_STRIP

FA o oo pan oo iz Sl Al o)
B ey Vi i Sa bl sy
. VO,v3,v4 Sl & vo,v2,v3 cddl £ vo,v,v2

. n>=3 0550l 2

GL_TRIANGLE_FAN

s ol am e dlats Beely ) Slalias dlde o)

GL_QUAD_STRIP
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of o2 . vavBvEv7 L) é v2,v3vavs
cabE T Jalen g3 b Sl B n>=4 055

GIENd yed dalal! dauall
Void glEnd(void);
C bl Y B e WY e e
glEnd() g glBegin() gusad pldiiul 2948
g xadl sColor 0 U1 5 giVertex() <Wla=YU pa5 U waldl Sl lali

Texture coordinates (:LSY) <511 <\ilu~s normal vector ss\zsY)

5 gIBegin( ) s o oSy oSl Y QW Jpdl s A L

glEnd()
A3 e 2 A Y
TS BURCEI N RPN glVertex*()
. QL;U O Ul nmy glColor*()
,L“;L;-& Ol e e glIndex*()
AR Cu;)\ ) g,.I;Lﬁs U] glNormal*()
Ceolils] Wy glEvalCoord*()
leb) amsY iy gc,’/fj//fgfs%
CoS A O glTexCoord*()
e e - ba glEdgeFlag*()
csleSTY sl e aflas Cnay gl/Material*()
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R e | P o R VR R P T P P C
slax
olalallg balaktlg blad Hlgl

e o awp bEy sl s Sy 4550 daaS l,;:%;;\ Ll s 5
s i BAS Rubyh psie L Ceeans 8 (S ey aally Sy Ws0
Clapl Yl
dadld Juelas |

=t 3y5y glPointSize() NI pdsuins ¢ 8l Akl st (Sl
bl oW dae 87 a5 sl aaadl s
S aladf JSS

Void glPointSize(GLfloat size),; )

el sl BV Ry gl e STOS Of (ot DL e O Lale
bgait! Juoldd ¥

blas ¢ Abiny aii ¢ )gly Gl o om bk i OpenGL pe plezud
(8 poimn ¢ dxlzae
fadtf 4 s @Saltf pe¥ aladf JSd!

Void giLineWidth(GLfloat Width);

el o ST e 050 0 g el Akl byl 5 e s
N W D e[
fakt| ¢ oy @SR ¥ plalf S8

Void giLine Stipple(GLint factor , GLushort pattern),;

LSS oty e e 16 bit J sk dlede o2 8 Le pattern )
N0 5wy a5 1 Aad) L el B g 5 i 5yl
Oty B =l BB L Al O felaST sl Factor el s
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(Yoo s\ Um factor ied) . factor=2 O 15 wlisls i 1] A Osld
ks GL_LINE_STIPPLE Laww )l ss glEnable() plasasl glud) AV i
. b Il &5 wo gIDisable( ) plisal Bl AV Lais

glLineStipple(1,0x3f07);
glEnable(GL_LINE _STIPPLE);

Ly 5 ek gl WY Ly gosas JoY Y

ok LS Gl Jell o 2

£0n ifse bE ey Ll o 51 0011111100000111 <== 0x3f07
) ek ) OFf idss el 0N Wy BB o ¢ Off Ao L i
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£0(0000) &35l o e 7(0111) 0 1. VT sz 28T B9 by
on ifs> b e L meate factor=2 OIS 13} . 3(0011) £ f(1111)
NSy Off Ao bl 5 ks

i o el ge g bslas g 1Y Akl WSS e

PATTERM  FACTOR
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Ox0oOFF z
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as) (s 08, oSl S8 0X 50,)l o9 Loic iBaana
o] @20all 03,1 i Ol (susy 13p9 VC++ L
. Hexadecimal &, ,iuc

wlalall fueolad ¥
il Sy am s |5 s (2 by U Ol il g3 ) e DS
abalf laa uons i1 pa ST plad! ISt
Void glPolygonMode(GLenum face,GLenum mode);
D W) il as (lal) 4 ) face b
GL_BACK , GL_FRONT_AND_BACK , GL_FRONT
D 0SS (s U Lty mode 735l ddl Ll
GL_FILL «GL_LINE «GL_POINT

glPolygonMode (GL_FRONT, GL_FILL) ; () £ ot @ui oy
glPolygonMode (GL_BACK, GL_LINE) ; Jadb 3 gas g-‘-— s

aball s zilen ¢
e pibe 25U plasaud Lol S8 rean z3ley 2l lalian o5 Lol ol
L) Lpan U} 63UE 32 bit * 32 bit )b e
e U 7348 L LU AN pAS Ty
void glPolygonStipple(const GLubyte * mask);
oo gL s 32 x 32 bit sl 5,50 U] B3 oo 5 le mask L
Mo 0 e Ul asladl s aBlse Ao dki 1 el gl ol sl
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glEnable() shsaaly b o3 Jemy i aslad e e 6 e
.GL_POLYGON_STIPPLE L. Jl s gIDisable() 5

S 32%32 ol sde L (1515 348 ) s e 2368 sy 34ST LU JSE
Pl a2 23U oLy L . 0 el 2 s 1 el 5 ¥l p A e
Cods ol M s

‘,h

[
i

B
i |

128 84 32 18 8 4 2 1

J
BP/ default, for each byte the most significant bit is first.
Bif ordering cén bs changed by caling giPixeiStore™().

s o Bshan sly ¢ 05 1 el e sndly bl 23 50d) ) o2
A g ) sl Al 3 L aij‘;ﬂ;f":\é—" Byiall pole oo o Eom o5 sadl

zz

( Aled) &y Rl ) s>ﬂ$r:5p§w;\.@.ﬁ\}\ Ax g a\.u,,&\wguf o
o8 5 G Bkl el el o ahead) S5 Uy o) dfy L) el
Lot et B3 3

GLubyte fly[] = {
0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00,
0x03, 0x80, 0x01, 0xC0, 0x06, 0xCO, 0x03, 0x60,
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0x04, 0x60, 0x06, 0x20, 0x04, 0x30, Ox0C, 0x20,
0x04, 0x18, 0x18, 0x20, 0x04, 0x0C, 0x30, 0x20,
0x04, 0x06, 0x60, 0x20, 0x44, 0x03, 0xCO, 0x22,
0x44, 0x01, 0x80, 0x22, 0x44, 0x01, 0x80, 0x22,
0x44, 0x01, 0x80, 0x22, 0x44, 0x01, 0x80, 0x22,
0x44, 0x01, 0x80, 0x22, 0x44, 0x01, 0x80, 0x22,
0x66, 0x01, 0x80, 0x66, 0x33, 0x01, 0x80, OxCC,
0x19, 0x81, 0x81, Ox98, Ox0C, 0xC1, 0x83, 0x30,
0x07, Oxel, 0x87, Oxe0, 0x03, 0x3f, Oxfc, OxcO,
0x03, 0x31, Ox8c, 0Oxc0, 0x03, 0x33, Oxcc, 0xcO,
0x06, 0x64, 0x26, Ox60, Ox0c, Oxcc, 0x33, 0x30,
0x18, Oxcc, 0x33, 0x18, 0x10, Oxc4, 0x23, 0x08,
0x10, 0x63, 0xC6, 0x08, 0Ox10, 0x30, 0x0c, 0x08,
0x10, 0x18, 0x18, 0x08, 0x10, 0x00, 0x00, 0x08};

T3l e o e W Bpdal) 3 e IS 0T Ly
Normal Vectors (is\is¥! bty gldfeid!

o S Wb L OpenGL ¢ pasus mhandl s (53508 ¢ las (B
¢A3¢}UJBJQo;@ulmwéuﬂ&whwuﬂngwmﬁoj&Wxa%
Agalall Ady platf afuiiuly LD pe¥ alalf JSLI

void gINormal 3 {bsidf} ( T{PE nx, TYPE ny, TYPE nz); .

dau ¥ 'E\Zg.,.b Al L] po¥ aladf (St
void gINormal 3 {bsidf}v (Const TYPE *v);

glBegin (GL_POLYGON);
glNormal3fv(n0); //rbu\ olilas| no £

glVertex3fv(v0); //aeidl o\Wla>| vO &b

g/Normal3fv(nl),;

glVertex3fv(vl);

gIiNormal3fv(n2);

glVertex3fv(v2),;

gINormal3fv(n3);

glVertex3fv(v3),;
glEnd();
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(%, 3 (,Y,2) o ol (B s ¢ U1 oldly bl o (BUI old) 0 S O
(e s ol S el s Bl ¢ el 5y, 2)

osin 0,50 o) glie S0y il ¢y o) ASCAD Slakiall s
S e e Sy e e U o35 8 Sy sl

G A culs WS VCH+ k2,6 olinky il AW ol
LGl ST 3 S 2l el S E Y e

OpenGL daulsd 5313 @u)

Sin &kl cg\j:)% el e deani bl ) e plusaal B 51 5 e
2 SV ¢ a3.epp SN w2y application21 as) Uiles c 23l . Cos s

ta3.cpp Gl e L) 2 A

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glut.h>

#include <math.h> // Sin,Cos &2 ) wlsdh J=1 o 25l 0ds il

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutinit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100);
glutinitWindowSize(400,400),;
glutCreateWindow("draw circle");
glutDisplayFunc(redraw);
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giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
giMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return O;

}

static void redraw(void)

{
#define PI 3.14159265

#define EDGES 30 // (<3 sad axe) &8 )0 138 sl jls jilall 43y ala 3

#define factor 15 //5 33 juSi @ pia Jale

glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadldentity(),;

glColor3f(0.0,0.0,0.0);

glTranslatef(0.0,0.0,-100.0);

for (inti=0;i < EDGES; i++) {
glBegin(GL_LINE_LOOP);

glVertex2f(factor*cos((2*PI*i)/EDGES),factor*sin(
(2*PI*i)/EDGES));
glVertex2f(factor*cos((2*PI*(i+1))/EDGES), factor
*sin((2*PI*(i+1))/EDGES));
glEnd(); }
glutSwapBuffers(),
}
P e aalad sl ek A
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application22 « s eoiil ki bkl S35 aw) e fex

tad.cpp Gl e QW 2 el S £ adiopp Gl e il

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv),;

int main(int argc, char **argv)

{
glutlnit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100),;
glutInitWindowSize(400,400);
glutCreateWindow("draw multi lines”);
glutDisplayFunc(redraw);
glMatrixMode(GL_PROJECTION),
gluPerspective(45,1.0,10.0,200.0),;
glMatrixMode(GL_MODELVIEW);
glutMainLoop();
return O;

}

static void redraw(void)
{
float x1,x2,y1,y2;
inti;
/)b st - S &b o
#define drawOnelLine(x1,y1,x2,y2) glBegin(GL_LINES);\
glVertex2f ((x1),(y1)); glVertex2f ((x2),(y2)); glEnd(),;
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadIdentity();
glTranslatef(0.0f,0.0f,-100.0f);
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/% e 0506 bl oy ¥/

glColor3f (0.0, 0.0, 0.0);

/% a2 o1 gl Lol v s Ve sl lls Ky

glEnable (GL_LINE_STIPPLE);

glLineStipple (1, 0x0101); /* liw L S
drawOneLine (-30.0, -20.0, -20.0, -20.0),
glLineStipple (1, Ox00FF); /* &liw ib & L S
drawOneline (-30.0, -15.0, -20.0, -15.0),
glLineStipple (1, 0x1C47); /* &hiw 3b o — dbk — &liw db o Ll e 5 ¥/
drawOneline (-30.0, -10.0, -20.0, -10.0);

/* a2 o 1slaa o b v Yae et Gills ¥/
glLineWidth (5.0);//¢ L+ >,

glLineStipple (1, 0x0101);

drawOneline (-15.0, -20.0, -5.0, -20.0);
glLineStipple (1, Ox00FF);

drawOneline (-15.0, -15.0, -5.0, -15.0),
glLineStipple (1, 0x1C47);

drawOneline (-15.0, -10.0, -5.0, -10.0);
glLineWidth (1.0),;

J* wﬁaﬁ—w—%&bf:&\tjsﬁ#jwrhryd‘u */

5y il b e (S5 Y
giLineStipple (1, 0x1C47);
glBegin (GL_LINE _STRIP);
for (i = 0, i <6; i++)
glVertex2f (5.0 + ((GLfloat) i/2 * 10), -20.0);
glEnd ();

/% s bolas e g ds el s ¥/
/*%&;—M—w&pua@; */
for(i=0;,i<6;,i++){

drawOneLine (-30.0 + ((GLfloat) i * 5.0),
i*3.0, -25.0 + ((GLfloat)(i+1) * 5.0), i*3.0);
}



o) Dpadigh pualind) ey ALY Juadl

/¥ o S ule s Y/
glLineStipple (5, 0x1C47),;

drawOneline (10.0, 0.0, 25.0, 20.0);
glutSwapBuffers();

}

RC_}AM - /’ a.cjm
¢ ' / °
Ve
|
\ Y Y

OMalialf e 750l
s gl L mk e p3ley oMo 3 e s fesn
Gl e W 2 el (ST ¢ abepp Sl aess 10y application23

s a5.cpp

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
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#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutinit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw multi stipple rectangles ”);
glutDisplayFunc(redraw);
gIMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),
return 0;

}

static void redraw(void)

{

e B T P

GLubyte fly[] = {
0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00,
0x03, 0x80, 0x01, OxCO, 0x06, OxCO, 0x03, 0x60,
0x04, 0x60, 0x06, 0x20, 0x04, 0x30, Ox0C, 0x20,
0x04, 0x18, 0x18, 0x20, 0x04, 0x0C, 0x30, 0x20,
0x04, 0x06, 0x60, 0x20, 0x44, 0x03, 0xCO, 0x22,
0x44, 0x01, Ox80, Ox22, 0x44, 0x01, 0x80, Ox22,
0x44, 0x01, 0x80, 0x22, 0x44, 0x01, 0x80, 0x22,
0x44, 0x01, Ox80, 0x22, 0x44, 0x01, 0x80, 0x22,
0x66, 0x01, 0x80, 0x66, 0x33, 0x01, 0x80, 0xCC,
0x19, 0x81, 0x81, 0x98, Ox0C, OxC1, Ox83, 0x30,
0x07, Oxel, 0x87, Oxe0, 0x03, 0x3f, Oxfc, OxcO,
0x03, 0x31, 0Ox8c, 0xc0, 0x03, 0x33, Oxcc, OxcO,
0x06, 0x64, 0x26, 0x60, 0x0c, Oxcc, 0x33, 0x30,
0Ox18, Oxcc, 0x33, 0x18, 0x10, Oxc4, 0x23, 0x08,
0Ox10, 0x63, 0xC6, 0x08, 0x10, 0x30, Ox0c, 0x08,
0x10, 0x18, 0x18, Ox08, 0x10, 0x00, 0x00, 0x08};
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GLubyte halftone[] = {
OxAA, 0xAA, OxAA, OxAA, Ox55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, Ox55, 0x55, Ox55, Ox55,
OxAA, OxAA, 0xAA, OxAA, 0Ox55, 0x55, 0x55, Ox55,
OxAA, OxAA, OxAA, OxAA, Ox55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, Ox55,
OxAA, OxAA, OxAA, OxAA, Ox55, Ox55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, Ox55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, 0x55,
OxAA, 0xAA, 0xAA, OxAA, 0x55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0Ox55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, 0x55,
OxAA, OxAA, OxAA, OxAA, 0x55, 0x55, 0x55, Ox55,
OxAA, OxAA, OxAA, OxAA, 0x55, Ox55, 0x55, 0Ox55,
OxAA, OxAA, O0xAA, OxAA, 0x55, 0x55, 0x55, O0x55};

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT),
glLoadldentity();

glTranslatef(5.0f, 15.0f,-40.0f);
glColor3f(0.0, 0.0, 0.0);

glRectf (-20.0, -20.0, -10.0, -10.0);
glEnable (GL_POLYGON_STIPPLE),
glPolygonStipple (fly);

glRectf (-10.0, -20.0, 0.0, -10.0);
glPolygonStipple (halftone);

glRectf (0.0, -20.0, 10.0, -10.0);
glDisable (GL_POLYGON_STIPPLE),;
glutSwapBuffers();

}
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4Gt
(sasdl 55) 3D 1 ( dadl i) 2D e Sy gt ) o

e DY el e 2 el & s M e by Sl B e i
SV & a6.cpp Sl aes c 431y application24 «! Low,lz 2 B
pab.cpp Gl e LW 2l

#include <windows.h>

#include <ghgl.h>

#include <gh\glu.h>

#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv),;

int main(int argc, char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw payamid & cube”);
glutDisplayFunc(redraw);
gIMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop();
return O;

}

static void redraw(void)



dowdigl ualiad) i ¢ g..'l.ﬁs Juadl)

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();

glTranslatef(-15.0f,0.0f,-100.0f);

glRotatef(30,0.0£,1.0£,0.00; /Y & Js a5t a3l 45k
glBegin(GL_TRIANGLES);,  // &l o) ey

glColor3f(1.0f,0.0f,0.0f); /e

glVertex3f( 0.0f, 10.0f, 0.0); // p &Y 2sle¥) dgor) sli— S lel) (3 % lal) 2l
glColor3f(0.0f,10.0£,0.0f); /s

glVertex3f(-10.0f,-10.0f, 10.0f); // # 4H 2le) gl Ji— el 3 % L)) 2
g/Color3f(0.0f,0.0f,10.0f); /3,5

giVertex3f( 10.0f,-10.0f, 10.00); // o 4 &sleY) gl i Gl 3 Bca) 2l
g/Color3f(10.0f,0.0f,0.0f); /) &

glVertex3f( 0.0f, 10.0f, 0.0f); // # Y e Agrl = il (3 3 jlal 2kt
glColor3f(0.0f,0.0f,10.0f); /7 3,50

glVertex3f( 10.0f,-10.0f, 10.0f);// a4 &eeadl dgarlslim el 3 % L)) i
glColor3f(0.0f,10.0f,0.0f); /) s

glVertex3f( 10.0f,-10.0f, -10.0); // » ¥ PRI PRIV ESCN UG I W - 45Y-51)
glColor3f(10.0f,0.0f,0.0f); /) A

giVertex3f( 0.0f, 10.0f, 0.0); // a4 &l agam Jim Sl (3 3 slall i
glColor3f(0.0f,1.0f,0.0); /) gt

giVertex3f( 10.0f,-10.0f, -10.08); // # &8 24k} gl Ji— il 3 4 L) akeadl
giColor3f(0.0f,0.0f,10.0f); Y/

glVertex3f(-10.0f,-10.0f, -10.0f); // » &Y 3Ald) agi Jim il (3 220l alaid
glColor3f(10.0f,0.0f,0.0f); s

giVertex3f( 0.0f, 10.0f, 0.0); // # 4 & jludd) agarl im Ll (3 3 el kel

glColor3f(0.0f,0.0f,10.0f); /3,5
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glVertex3f(-10.0f,-10.0f,-10.0); // ¢ 45 R PPN U TN I VR W V35
glColor3f(0.0f,10.0f,0.0f); /) pax

glVertex3f(-10.0f,-10.0f, 10.00); // » 0 & lud agarl = il 3 dppe 22
glEnd(); /) o A ) B

glLoadIdentity(); /) o sl B shae dnk ol

glTranslatef(20.0f,0.0f,-100.0f);
glRotatef(30,1.0f,1.0f,0.0f);

glBegin(GL_QUADS); /) S e

glColor3f(0.0f,1.0f,0.0f); /v

glVertex3f( 10.0f, 10.0f,-10.0f); // nSadd 2yl q}.!)}\—@,‘u &8 A &y shell 2aid)
giVertex3f(-10.0f, 10.0f,-10.0f);// oSl 2 slall gl = A 3 & bl 3 glal) 2
glVertex3f(-10.0f, 10.0f, 10.0f);// «sSall & shall 2ot i L 3 3 ldl i) 2220
glVertex3f( 10.0f, 10.0f, 10.0f); // «aSuld & dhall ) Jimm U1 3 il i) 2l
glColor3f(1.0f,0.5f,0.0f); /A,

giVertex3f( 10.0f,-10.0f, 10.0f);// Sl tidi 2gar) Jimm M (3 disad) ol 222
glVertex3f(-10.0f,-10.0f, 10.0f);// nSal) adicd) age im0 3 o) & lall ez
glVertex3f(-10.0f,-10.0f,-10.0); // Sl el gl Jimme 1 3 %yl et 2l
glVertex3f( 10.0f,-10.0f,-10.0f);// «sSall diud) dgor) Jimps M (3 dad) 2licdl ozl
glColor3f(1.0f,0.0f,0.0f); s

giVertex3f( 10.0f, 10.0f, 10.0F); // oSl aala¥i gor! Jim 11 (3 Bad) 3 Lol 22l
giVertex3f(-10.0f, 10.0f, 10.00);// «sSal 1ale¥) ol i 1) 3 3 jld) 2 plall 222l
glVertex3f(-10.0f,-10.0f, 10.0f);// RGN E AN g - M 3 ol Adand) alezd)
giVertex3f( 10.0f,-10.0f, 10.0f),// Sl asleY) 2 M3 e Al 2l
glColor3f(1.0f,1.0f,0.0f); Y/

glVertex3f( 10.0f,-10.0f,-10.0f);// =Sl 2aldh agar! Jimpy 41 3 dad) 3 glal) A
giVertex3f(-10.0f,-10.0f,-10.0);// sl 2ald) dgor) Jimmy AV 3 % L) 2 slal) il
glVertex3f(-10.0f, 10.0f,-10.0f),;// Sl aald il g A 3 Al i alazd)
glVertex3f( 10.0f, 10.0f,-10.0f);// «=Sall 2} agai = V) 3 ) L)) a2
glColor3f(0.0f,0.0f,1.0f); 7/ 3,50
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glVertex3f(-10.0f, 10.0f, 10.0f);// Sl & ) 2ol Jimm A 3 e 2 5lall 22
giVertex3f(-10.0f, 10.0f,-10.0f);// Sl &l Rl i 1 3 &l & phall 2ozl
glVertex3f(-10.0f,-10.0f,-10.00);// Sl & i) 2gorl Jimm A 3 &l By Ao
glVertex3f(-10.0f,-10.0f, 10.0F);// «rSall i juusl agorl slmps 1 (3 iuipnd) auliod) alad
glColor3f(1.0f,0.0f,1.0f); y/4 u"“‘"‘“

glVertex3f( 10.0f, 10.0f,-10.0f);// ool e Aol i M 8 e 3 plall Al
glVertex3f( 10.0f, 10.0f, 10.0f); // Sl Bal) a#\))x—@)s 3 ke & slalt A2zl
glVertex3f( 10.0f,-10.0f, 10.0£);// xSl e Bgori iy 1 3 % L) aidt el
gl/Vertex3f( 10.0f,-10.0f,~-10.0F);// Sl daldi Aol Jimm M (3 el i) 2z
glEnd(); /) S ) B4
glutSwapBuffers();

L K sabed plll suked) Ak
J &! o

= gjréw payamid & cube o ‘¢ 5
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L(viewing <M 52y dgidt U Sl aor 5y 1S bl e —
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.(projection < s£) zoom Al s g m hda g | pelSl dwds jLas) -
(viewport <Yy 52 A5lgd) 3 pall pom LaS —
S alin Sy el akwly 35l bl Sk ol skd) sl iy as
il sl e agadl
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wiewing
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0 OpenGL gyl 5 4y @ G Juadl

modeling <M 3% G o % viewing <y = «olleall sl (5 s
L3 08 f 3 s S viewport 5 projection <M sE L (el fl 8 4
o) e llaal) sds 4 i sl A QU KRN G e ) O g

hodelview Projection Viewport
hatrix Matrix Transformation

. !

¥

z

" eye clip normalized device window

coordinates coordinates coordinates coordinates
object
cqordinates

Wsla] M 3 sias oow ¢ viewings modelings projection <y i
AN B sl bl g agall 3 V oy S el o v 4x4

Vel G B M el B phae o il (bl il
V' =MV

pdsing 3 «modeling JU; Gl 5 dem i o CaSe JLl L 2
Lln bsf wid oz SIS 2 8 St Blew i viewing sF
. (examples A2 o> example31 JUll Us i yviewport J: %

#include <windows.h>
#include <gl\gl.h>

#include <glh\glu.h>

#include <gi\glut.h>

#include <gl\glaux.h>

static void redraw(void);

int main(int argc, char **argv);
int main(int argc, char **argv)
{

int h=300,w=300;
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glutlnit(&argc,argv);

glutlnitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);

glutInitWindowPosition(100,100);
glutinitWindowSize(400,400);

glutCreateWindow("draw Wire Cube");
glutDisplayFunc(redraw);

glMatrixMode(GL_PROJECTION),;/* projection LGaN < a5 */
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW),;

glViewport (0, 0, w, h);  /* viewport Jis% i~ */

glutMainLoop();
return 0;

>

static void redraw(void)

{
glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glColor3f (0.0, 0.0, 0.0);
glLoadIdentity ();

g/Translatef (0.0, 0.0, -100.0); /* viewing . s* */
g/Scalef (1.0, 2.0, 1.0);  /* modeling L% */

auxWireCube(25.0); /* S S vy %/

glutSwapBuffers(),;

;
1l JU e il JSCadi
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modeling § viewing <

S~ gIMatrixMode() AV sl g @l S Leoladl s L
. modeling s viewing < 4% Li5 |8 GL_MODELVIEW
CSha gty S

B omd dl Dl (55 ek @35 By M e Dl (S

Gy A3l £ aelldl O lie Ko B g3 45 093 Jos £ gl S0
45 0,55 Jos £ VS X 20 3y a5y o B el (K2l 3 WL xR

reh £ %yj(,;i Oy sl OF 2 31 e il (Kall 2 0 el (S
glMatrixMode(GL_MODELVIEW),

glLoadIdentity(),;
gIMultMatrixf(T); /* &l )l X/
gIMultMatrixf(R); /% 015t ¥/

draw_the_object(),



T¢ OpenGL () zeasadl Juda

3 Sk b £ 21 4x4 @ sl modeling s viewing <M £ S
3 e G Jesd Dol L ga st

giMatrixMode(GL_MODELVIEW);
glLoadldentity();
gIMultMatrixf(N); /XN Lo Godes ¥/
glMultMatrixf(M); JEM sl G/
gIMultMatrixf(L); JEL i) Gdes®/
glBegin(GL_POINTS);

glVertex3f(v); /EV AN g%/
glEnd();
N(M(LV)) LA A A oy 22U il

. modeling ¢ N s viewing Jus=d) 45l e
modeling o3y

s glRotate*() 5 glTranslate*() s modeling — <= &3 dua
.glScale*()

E bl pis Oy p) i) B phae (S 285G DI oMy el s
o 58 2P 2 5hal) ws gIMUItMatrix*() sledan)
Translate Jid| J3go

O] St g 2 3y wdis e ¢l B e bl s ew
LA el (SCad)

void glTranslate{fd}(TYPEx, TYPE y, TYPEz),;

e 42 ) XY,z w8 S ) 55 Bsiac WU Bsiall O

AU S 3 e 8 WS (AL iy Y
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DT AU &) % shas

100 x 100=-x
T 010}1 andT—].: OlO—y

o001z D01 =z
0001 000 1
Rotate (jysid) g

O] g gl 2 By s s T a0 e ) 1 e
D) b pll (SCad)
void glRotate{fd}(TYPE angle, TYPE x, TYPE y, TYPE z);
o A OB s ) e B i WU Baiall O

glRotate(45.0,0.0,0.0,1.0) !




" OpenGL () geassal) Jsla

DR AU O, sl 3 shizn

E 8] o] 8]
glRotate™{a, 1,0, 0): |0 cosa —sina 0
0 sina cosa 0O

0 o 0o 1

cosa 0 sina O

glRotate™(a, 0,1,0): | © 1 ©

0
—sinae 0 gosa O
1

0 o O

coaaz —sina 0 0

glRotate*{a, 0, 0, 1): sina cosa 0O O
0 0 10

L O o 0O1]

Scale x| pudd J3g
Sn S 42 By ks e gl e wd e bed) s e
A W Sl o)
void giScale{fd}(TYPEx, TYPE y, TYPEz),;
R g el S Tl ST sas T ST 8 sheas AU il O
Lenr oy b ety Xy, z @i el dei SO Xy, z Jlas) S O
glScalef (2.0,-0.5,1.0) Ju=3 b (W K2 el
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<

S@U‘\.}L;JJ@EGM
1
- 000
X
x000D0
1
_ 0 -00D
$= 1”790 anast-|” ]
00ez0 '1
o001l 0oo0-20
o001

o ) K o B el 1 e aoly h S T e ST A
g
viewing G s
Lo 573 Lol oyl oy 2l iy gl i g gy B pn jukd plsind
O35 B o0 viewing oM sE ssle Ll i a4
viewing % 1sldl o lie WSe vu sk U modeling o sE 35
bt U8 viewing JisE sl sledsal ST ALl Olis e Ll g (o)
b Je ;Y;T modeling < 5% x50 G > 23y cmodeling
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glRotate*() g glTranslate *() aldouiu!
Sl 3 s o WS (Ll gl 65y iz 580 2 Gsle |l a5
it

e

S S e iy s ) Y e b Ll E dans
il S QW (K2 e ) el 3L S e ey ol
3 Ul ¢ glTranslatef(0.0,0.0,-5.0) Y pliszal ( ALz 5580 ) il
pliszaly (oo shl Z st ) bl S LS i Sl ki e
. glTranslatef(0.0,0.0,5.0) !

i S e Tany 2 k) 08 e e ol 2 Us 3]

(Ol ¢ Sl o) i A oS gV S0 i) e ol U 3, S
glTranslatef(0.0,0.0,-5.0)
glRotate(90.0,0.0,1.0,0.0);
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gluLookAt() pld) aldiniul
P Ul SCadl (a8 T ey 23 ) Lo ) s psin

void gluLookAt(GLdouble eyex, GLdouble eyey, GLdouble eyez,
GLdouble centerx, GLdouble centery, GLdouble centerz, GLdouble
upx, GLdouble upy, GLdouble upz),; '

eye

center up
J _}y\ﬁ\ e 3

WL BU e 50 1001 50 eyex, eyey, eyez iyl sud
S J# BV b Je a5 2B sum3 centerx, centery, centerz iSl-Y)
S Ll 3 BV upx, Upy A1 S (ol e ) LS R,
| i
Projection bliu}| Ly

ksd Al sl ol 5 agsll 3 s bd DALY b pasens
W deis s bla

Lo

glMatrixMode( GL_PROJECTION);
glLoadldentity();

Bohas o edy LW @iz Lo e AU olabdl ZU ek
. ModelView

ot ey O3y 5 ) sliab iy e Bl s iy

orthographic sl LYy perspective projection s, skl bawY!
. projection
Perspective Projection $sail! by .\

Dbyl e 0V @3 it ol el LSl palSUl sl et O LS

o A Pl O (2 ) £ e 08 ke skl Bl
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sda pdsiad LBY) e e pST Bl o2 WY ST s (Sl bW e
Al sl el g & el BT 3, 8 A 3 LW e d5 bl

a8 Bghas Oled pdsae @A) glFrustum() s A glx Gus
A g e b a1 ey s B B shall Oy kel Bl

near

: glFrustum() N wslal iaua))

void glFrustum(GLdouble left, GLdouble right, GLdouble bottom,
GLdouble top, GLdouble near, GLdouble far),;

S p b 5 L =25 left, right, bottom, top,near, far «3 il
s olall 6 5

Xz ¢ sdl 3 %3 e 3405 50t o gluPerspective() 1 pb Sus
DS B LS x/y oAl J kel

, aspec?:%’

near

:gluPerspective() N islal inesll
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void gluPerspective(GLdouble fovy, GLdouble aspect, GLdouble
zNear, GLdouble zFar);

Orthographic &\&ilur| iy sle) bl LEu¥! ¥
Projection

o e el e Bl an S5 Y L Gadie oo B le s byl £13
pldoinly pladly B jlaall Ll A1 LY DALY (n g o M piiy . ek
. el

top

y 14

Ieﬂ——gh

=i

toward
the *-L right

vewpoint
',
\S
7

/ B viewing volu me g
botte m " /
far

\‘\
near

el 82 sl glOrtho() s» LLWY! g s 3 pasandl oU
Lt

void glOrtho(GLdouble left, GLdouble right, GLdouble bottom,
GLdouble top, GLdouble near, GLdouble far);

viewport JJ s
sl ) g o WY1 e dldenis 3l 0 5 Le viewport

T

i;l i Kﬂﬂ]‘
| |

e
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viewport <o) yad

P pdstiis e ) JbY 2l B WS viewport JSa L)
Jpadl 3 a1 e iz Sy Ll ) 3ib e glViewPort()
dalia e e

:glViewPort() Y slall 2l

void glViewport(GLint x, GLint y, GLsizei width, GLsizei
height);

ol el a o sl 0555 0F (g viewport ) el Sl e
el ) B g 5 5y QU IS el 5 sl o pian Y1y SLebY slad) 2l
Pl R OVl et (e el ) Baste Bses (8ol

kYl elad o Al J skl ds as viewport

(hgW Ny w 2y o2l A ao )l
gluPerspective(myFovy, 1.0, myNear, myFar); //w/h=12 w=h
glViewport(0, 0, 400, 400);// w=400 ,h=400

X 52 by ibsriae WY a2 3 00l

gluPerspective(myFovy, 2.0, myNear, myFar); // w/h=2=2 w=2h
glViewport (0, 0, 400, 400);// w=400 ,h=400
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ar‘kﬂs ;.,...>=J' L
glViewport(0, 0, 400, 200),;//w=400 , h=200, 2h=400

1Y >de viewport sLiiY
glViewport (0, 0, sizex/2, sizey);

glViewport (sizex/2, 0, sizex/2, sizey);

Sizex, sizey

Y s SRS

00 Sizex/2,0
Al plad 7 glau
et p el cdinl o Gla) B3 sladl i dadll 2 sl ) BL2YL
T AW S ST i) il s 6 L i SLSK (A

el e B g e b olis AL G e

. cﬁsﬂ C,E_.» v\iw\; JAS[ rw\ Jiﬁ.&ﬂ
void giClipPlane(GLenum plane, const GLdouble *equation);
S sor Wslan Jreb equation Wl ¢ shdll (§ ws vl plane L ) Jx

AX+BYy+Cz+D=0 : » sl (5 sns Wslas . (a2 alail 314 (5 grd) 502y xladl)
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glEnable(GL_CLIP_PLANEI);
glEnable(GL_CLIP_PLANE);
cleme Jobdl Sl g wadll b s AT a0 L5 U0 e e
““ a “000 J
@ 2 cwly LS VCH+ al 6 ol ol U olikd) Jad
CGekd S8 LS 2 el (ST LY Lad
P -
Gitad
modeling <) alddciu!
it L ¢ 5 Gedaly Lo oM 5E e Gy Sltlte G T ) s fanse
S ¢ az.cpp Gl wws ¢ ity application31 as) Lum X RGN ER P
raz.cpp el e LU A e

#include <windows.h>

#include <glh\gl.h>

#include <gl\giu.h>

#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutinit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutlInitWindowPosition(100,100);
glutinitWindowSize(400,400);
glutCreateWindow("draw rectangles");
glutDisplayFunc(redraw);
g/MatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
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glMatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0O;

/

static void redraw(void)
{
float x1,x2,x3,y1,y2,y3;
#define draw_triangle(x1,y1,x2,y2,x3,y3)
glBegin(GL_LINE_LOOP);\
glVertex2f(x1,y1),;glVertex2f(x2,y2);glVertex2f(x3,y3);glEnd();
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glColor3f(0.0, 0.0, 0.0);
glEnable(GL_LINE_STIPPLE),

/) i) (5 e )

glLineStipple(1, OXFFFF);
glLoadIdentity ();

glTranslatef (-15.0, 0.0, -70.0); /* viewing ks* */
draw_triangle(-5.0,-10.0,-10.0,-20.0,0.0,-20.0),

/] aed) saed) I
glLineStipple(1, OxFOFO0),;
glLoadIdentity();
glTranslatef(10.0, 0.0, -70.0);
draw_triangle(5.0,-10.0,0.0,-20.0,10.0,-20.0);

glLineStipple(1, OxFOOF),;
glLoadldentity(),

glTranslatef(-10.0, 0.0, -70.0),
glScalef(1.5, 0.5, 1.0),
draw_triangle(-5.,10.0,-10.0,0.0,0.0,0.0),

/75 52 (g S s

glLineStipple(1, Ox8888);

glLoadIdentity();

glTranslatef(20.0, 0.0, -70.0);

glRotatef (90.0, 0.0, 0.0, 1.0);

draw_triangle (10.0,20.0,0.0,10.0,20.0,10.0);
glDisable (GL_LINE_STIPPLE);
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glutSwapBuffers();
7

:k_;L:J&

Tdraw sectongles

Sl aaled sld) Gobd) A8

6%

2 gudad
AL 8 S le plad 2 glaw i

S0 % o) ey b b bty AL 35 ey o fani
s S 4 a8.cpp Sl as @iﬂj application32 « Lamlz» w\ AW
:a8.cpp Sl e LI 2 4l

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <gl\glaux.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutinit(&argc,argv);
glutlnitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw Part of sphere”);
glutDisplayFunc(redraw);
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glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return 0;

}

static void redraw(void)
{
GLdouble egn[4] = {0.0, 1.0, 0.0, 0.0}, /*y <0%*/
GLdouble egn2[4] = {1.0, 0.0, 0.0, 0.0}; /*x<0%*
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();
glTranslatef(0.0f,0.0f,-100.0f);
glColor3f(0.0, 0.0, 0.0);
glClipPlane (GL_CLIP_PLANEO, egn);
glEnable (GL_CLIP_PLANEO);
glClipPlane (GL_CLIP_PLANE1, egn2),
glEnable (GL_CLIP_PLANE1);
glRotatef (90.0, 1.0, 0.0, 0.0);
auxWireSphere(30.0);
glutSwapBuffers();
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M‘ alladdf

s Se 0,2 U SIS s F ey LSS e e Jenie
application33 ) Gedes - VNP DR R PSRN DI CLI
t@9.cpp A ez JWI (2 (2l LS £ @9.cpp ) anes il

e \‘\ Rotate (Day)
/ \ C
P //’ ( f '\’ H --'"*-\_'\
r ‘ .
e sUn Translate /}
H—_\_—\‘—H__\__\_ H‘ ) /
—— '
/" Revolve (Year
“ // (Year)

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <gl\glaux.h>

static int year = 0, day = 0;

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutinit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100),;
glutinitWindowSize(400,400);
glutCreateWindow("draw Solar System”);
glutDisplayFunc(redraw);
g/MatrixMode(GL_PROJECTION);

gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glDepthFunc(GL_LEQUAL),
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glEnable(GL_DEPTH_TEST);
glutMainLoop();
return 0;

}

static void redraw(void)

{
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT),;
glLoadIdentity(),;
glTranslatef(0.0f,0.0f,-100.0f);
glColor3f(1.0, 1.0, 1.0);

auxSolidSphere(10.0); JF il ey X/

glRotatef ((GLfloat) year, 0.0, 1.0, 0.0),;

glTranslatef (20.0, 0.0, 0.0);

glRotatef ((GLfloat) day, 0.0, 1.0, 0.0),;

glColor3f (1.0, 0.0, 0.0);

auxWireSphere(3.0); /¥ g S S ) X/

day = (day + 10) % 360;/* wwis s> S S 0,95 ¥/

year = (year - 1) % 360;/* il J = oS S 01,55 ¥/
glutPostRedisplay();/* S AV U Gubed JWYI o) 33le] Jorl oo %/
glutSwapBuffers();

}

AW Sl daled Gl Gokedl

8 draw Solar System i 52




A OpenGL ) auel) Jida

A0 pgladf Jg L it b (megu sl wiaSllg p gt 31098

y oA Jsm g Al asledl O s me x 21 d e Sl st s Jamie
ol wes :2ly application34  as! Uikt el L aslldl O jlae S
s £ 4 gebdl LU ab.cpp bl (2 2l LIS sl € a10.cpp
(U oM
bl 5T dn 2y Sl Oy Ryl s ) Sl e
tinclude

#include <gi\glut.h>
static int rtri=0,rquad=0;// sk dexl

:efﬂ ) sy w‘}j w!}ﬂ ?J.é\ Ob).} WJ.G .Y
glRotatef(GLfloat(rtri),0.0f,1.0f,0.0f);// 8l dass

g/Begin(GL_TRIANGLES),
Sl ) 9&1&@"}}'&‘ Oy 93 dodat Juks W

glRotatef(rquad,1.0f,0.0f,0.0f);// shd> dels
glBegin(GL_QUADS);
seaSd -y o sy LW Olehadt Lal ¢

glEnd(); /oSN sy B
rtri+=1; /&SRR S NS STER PR Ey
rquad-=2; // i=,5 ¥ «aSdl 01,45 345 ols)
glutPostRedisplay();// i A& 50U suks
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At OpenGL ) zasall Jala

OB Y dnd¥ pggae

¢ 0 O S WS ale IS bieas Ss OpenGL <is) > oo
bz & on ) OpenGL sl o 4 sast JGbY) 23N . Display List byl 2=y
c oY A el

BY Y d o el b

G52 Y ¥ OF (6 2Dl (3 ol o a8 0 JLbY1 Y sl s
Slsledzn¥ly OV gl 24 Wl ¢ a1 3 500 OpenGL o5y whlennl s
A o JBY) Y ) Ly G 38 Ot Ot ) 5 2 il 2,80
i o 5 Ledis Y il ods ads s )

Soor B sli]y ] A Ol S T s ¥ Bl e 5 05 OF

LB e b Aty s Se Y S

Y .\.m.qug UJ).z..U al,ld OpenGL _,.olg| JS Gt
O US.QJ V pLC ,Js..uu_g )Lglo\” aV J>-|.‘>
2 il 5oloVl of @>1heS iy yei sl yolgVl aaada
oid Jio wucawl 13] . lphl sV oo Aoyd M
&5)99 Js..wu Aol Lg.bi axV sy e )ol_g\” il
)olgw b lowd pass LlpbYl axV 8 U o9
vazy Jla ) lpbYl &V (88 sz oSoy V sl
(G Lude Byeiinw il a2l 5olgVI
glDeletelists() , glIsEnabled()
,glFeedbackBuffer() , glIsList() , giFinish() ,
glPixelStore() , glFlush() , glReadPixels() ,
glGenLists() , gIRenderMode() ,
glGet*() , glSelectBuffer()




Ao Syl i gl sl Sl

S Ay 1L
o Glell Y s e Gl 2 el e LBY) Y sLi) s
Dl AN Bl o) &Y alall K2l glEndList 5 giNewList o) oY)
void giNewlList (GLuint list, GLenum mode);

» mode e <SS B bYW L A W3, st
aed <3l 13 WL dds Ogs 21 3 mo 5y W) o> 5 GL_COMPILE
SV AN 3 O3 5,8le N Jus GL_COMPILE_AND_EXECUTE

EES MRER I
DY B B el Y sl S
void glEndList (void);

Sl 832> @\ ol Jud assV LS slpi] e Y
o gINewList() =Vl sleaiwl oSou V
S>8s. glEndList() ¢ giNewList( ) o,ul,=> VI :
adei sl @MUl BMe| L8 gINewList() sleiwl
. GL_INVALID_OPERATION UnzJl

drawCircle()

{

GLint i;

GLfloat cosine, sine;

g/Begin(GL_POLYGON);

for(i=0;i<100;i++){
cosine=cos(i*2*PI/100.0);
sine=sin(i*2*P1/100.0);
glVertex2f(cosine,sine);
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}
glEnd();
}
g)w%‘\}pgS;\ﬂ’M@ﬁSJfo@fﬁﬂuﬂHM\é‘M\M
il pf dg b oda azlzl) Cgb:ﬂ
e i Saly e oledd slm) o &b QlebY) B plisial ke U
AL e pldl 2l el S e B el e 0F F
ST PURREE
#define MY_CIRCLE_LIST1
buildCircle()
{
GLint i;
GLfloat cosine, sine;
glNewlList(MY_CIRCLE_LIST1, GL_COMPILE);
glBegin(GL_POLYGON),;
for(i=0;i<100;i++){
cosine=cos(i*2*P1/100.0);
sine=sin(i*2*P1/100.0);
glVertex2f(cosine,sine);

}
glEnd();

glEndList(),;
}
Sl 15l e J pamll Zeenas OpenGL & ,bY 215 OF G L it
S s Aoty e
¢ bl =Y (3 glRotate() e daper ol sldsaal we JEl e e
) g o Oyl B ginn o gl Sl 09 213y B b b (g
B ghas g on ¢ JLBY) B plasaal, W (Rtlin 55 R 5 | por e
el a3 wlednal A ST Ao ey Ay ULy 2odb a8l O )



AV Sy g gl ) Juadd

J%! M’ * ..o 00
L pladl SCa el 01 glCaNILISt( ) ol slednnly LebY) s Jad

Void glCallList(GLuint List);
e N diS e LSt Japw b 33421 LebY) By ol s

.MWSL}L&J}JJW}JS

Jo Wio ) Juems olsl sleaiwl Lnd 135] - TR
3555 ooVl oid 0l Llpbl axsV e ( Modeling "‘u“)"
. s>l ©logw,ll (sde L )

2w wleleaiwl sde HlpbYl axsV Sgizs loic =T
s o S8 Ll ¢ Al Vgxie And (9
Clz.f\mw.u.uo);oJSd\SQJLz”ngzww
axV e e Ul e whuedl 0dd seiuwg
HlpbV
9 Wi U (9 ,lpb] &V slis| oSoy -V
03 15 ,lebVl axsV BVl pu LaS . walizo g1
. &) ag,lJl OpenGL Blow B\

MY zdlad e Jolad!
b S ) g a2 e
W s e Ky 6 Wl ) Y s Ll die slaW g o
. Aadscluns JLé.}al iy s L}L:J\;} fM}';Z.w\”
=) glISList() s a8 W A sd glGenLists() elds) uﬁg »
: giGenLists() Y pldl (Sl plisza¥l 43 cpne Jos 07 13 Lo
GLuint glGenLists(GLsizei range);
Bodsiions b Aanbents lgh) 25 A5 s s0e range aa%
GLboolean glIsList(GLuint list);
. False s NI 5 5lgh) aaY JaS pusaias W OIS 13 True A
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- AWL lebY Ay e Ble i ge2 U2 glDeleteLists() oY) =
2 AN GAT AN
. (ﬂw)U 5 b5 UV sl
glDeleteLists(GLuint list, GLsizei range) ;
cist Jows JU 5021 I 13 2 e oy leh) 23Y range s

DA OV 3 el cledaal e Bl ST Y 1 0SS
. texture maps 83dats oS 13 a5l 2 u Lol e
B B e L R AR HE AR UV INUC R
cobaall il gy g pigdl 23U

Display Lists yga¥! pdled aldduiul

o or Al Rpis Ak e (i 1 0) DL s ) s e
vl 3 oS gl el (g iy S Y1 ) & po ¢ e
C sk e S ey TOP (5l gl 0 g LSl i L Sy S
Ged el 3l = 2y call.epp ) s 1 1Ty applicationd] as) s ¢ il
) ool st (3 aliazs BLEL

3\.35\.:}1 Q@ﬁﬂ‘cp} A

GLuint box, top,xloop, yloop;
GLfloat xrot,yrot;

L. RAM 3 51U 3 AWy 5E O 01,5 3.5 box, top oY sl O ez

Z

pdsiiay [ply L asladl e ol xo g 0K Olsdd xloop, yloop OY sl
XY Jsm olaSll L ad xrot, yrot OY sl
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DOl hae iy LY
Byiall o 25 OV ) Ol bl e b s aed S 1 e
P Sl (@l st il (i el b LS

static GLfloat boxcol[5][3]=

{
{1.0f,0.0f,0.0F},{1.0f,0.5f,0.0f},{1.0f, 1.0f,0.0f},{0.0f,1.0f,0.0f},{0

.0f,1.0f,1.0f}

};
sluy LYl @Y sl sasany U GLvoid BuildLists() gl &S .Y
BuildLists();

Skl Y slazel ol sz s redraw LUl Ao
.glCallList(box)
:(@11.cpp i) 3k 1S oS 2 W) o) sy

#include <windows.h>

#include <gh\gl.h>

#include <gl\glu.h>

#include <gl\giut.h>

GLuint box,top,xloop,yloop;

GLfloat xrot,yrot;

static GLfloat boxcol[5][3]=

{
{1.0f,0.0f,0.0f},{1.0f,0.5f,0.0f},{1.0f,1.0f,0.0f},{0.0f, 1.0f, 0.
0f},{0.0f,1.0f,1.0f}

}

GLvoid BuildLists();

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{
glutlnit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
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glutInitWindowPosition(100,100);
glutlnitWindowSize(400,400);
glutCreateWindow("draw 15 Boxes");
glutDisplayFunc(redraw);
BuildLists();
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW),
glutMainLoop(),

return 0;

}
GLvoid BuildLists()

{
box=glGenLists(1);// boxX ;i ax gy i plsius pf S

gINewList(box,GL_COMPILE); // S} iy ¢
glBegin(GL_QUADS),
/) Sl Jandt e

S/ B s AL RLal s e 05 Gt 4 U Bl s
glNormal3f( 0.0f,-1.0f, 0.0f),;
glVertex3f(-1.0f, -1.0f, -1.0f);
glVertex3f( 1.0f, -1.0f, -1.0f);
glVertex3f( 1.0f, -1.0f, 1.0f);
glVertex3f(-1.0f, -1.0f, 1.0f);

/) Sl Y e i

glNormal3f( 0.0f, 0.0f, 1.0f);
glVertex3f(-1.0f, -1.0f, 1.0f);
glVertex3f( 1.0f, -1.0f, 1.0f);
glVertex3f( 1.0f, 1.0f, 1.0f);
glVertex3f(-1.0f, l.Of, 1.01);

/) Sl k] e

glNormal3f( 0.0f, 0.0f,-1.0f);
glVertex3f(-1.0f, -1.0f, -1.0f);
glVertex3f(-1.0f, 1.0f, -1.0f);
glVertex3f( 1.0f, 1.0f, -1.0f);
glVertex3f( 1.0f, -1.0f, -1.0f);

/Sl o) 4

W

5
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) i gl il Sl

glEndList();

glNormal3f( 1.0f, O
glVertex3f( 1.0f, -1.
glVertex3f( 1.0f, 1.
glVertex3f( 1.0f, 1.0f,
glVertex3f( 1.0f, -1.0f,

/) caSall (5 L) as

glNormal3f(-1.0f, 0.0f,
glVertex3f(-1.0f, -1.0
glVertex3f(-1.0f, -1.
glVertex3f(-1.0f, 1
glVertex3f(-1.0f, 1.

glEnd(),

static void redraw(void)

{

}

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
for (yloop=1;yloop<6;yloop++)

{

’

for (xloop=0,xloop<yloop;xloop++)

{
glLoadIdentity(),;

}

7.0f,-20.0f);

glutSwapBuffers(),;

glTranslatef(1.4f+(float(xloop)*2.8f)-
(float(yloop)*1.4f),((6.0f- loat(yloop))*2.4f)-

glRotatef(45.0f-(2.0f*yloop)+xrot,1.0f,0.0f,0.0f);
glRotatef(45.0f+yrot,0.0f,1.0f,0.0f);
glColor3fv(boxcol[yloop-1]);

glCaliList(box);
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AU Sl salad Ll gokedl s

Quadrics Qs W aldiul) duwdid polic @u)
Gl wes 23T, applicationd2 a) Uk i GLU 3V, Quadrics
AW gl (3 e Bl Gobedl ol - 2y Ca12.cpp
GLUquadricObj *quadratic; )
ey o a1 oliadl e adssay 5 ST 3 O 550 O3 my
o2 WU Rdadl ko g 0 8 ST B OISG me dayy Ll U Y
L Main s J sl
quadratic=gluNewQuadric();
‘redraw GL:M o2 U i) J.ﬁa!.;sd\ - e
» gluCylinder(quadratic,5.0,5.0,15.0,32,32);
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W & slel) Seldl Jab Caal 5 5.0 W adand) susldl ab Chad Bl o
o Olaeidd) sue s 32 ol 7 2 e Oleeddl suey 15,0 Wels iy 5.0
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» gluSphere(quadratic,6.0,32,32);
Slogmdd) sdey 32 U Akl Sladdl sasy 6.0 W ki il 55
L 32 L a4l
» gluDisk(quadratic,2.5,5.0,32,32);
5.0 4 W kil Caaiy 2.5 4 = il Caai (Lo ) Shs -
C 32 () ) Lo W Cleadl sas s 32 4 skl lawddl sas

dcl,)l awaipll ,oliell Jg> wlogleoll (o 250l 23N
SO ol g1 ¢ syl .

H@12.cpp Sy galed) 10b LIS 20 el 2

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

GLUquadricObj *quadratic;

static void redraw(void),;

int main(int argc, char **argv);

int main(int argc, char **argv)

{

glutlnit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400),
glutCreateWindow("draw Quadrics”);
glutDisplayFunc(redraw);
quadratic=gluNewQuadric();
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b

glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return 0;

static void redraw(void)

{

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity(),;
glTranslatef(0.0,5.0,-70.0);

glColor3f(1.0, 0.0, 0.0);
glRotatef(90,1.0,0.0,0.0);
gluCylinder(quadratic,5.0,5.0,15.0,32,32),
glLoadldentity (),
glTranslatef(-20.0,0.0,-70.0);

glColor3f (0.0, 1.0, 0.0);
gluSphere(quadratic,6.0,32,32);
glLoadIdentity (),
glTranslatef(20.0,0.0,-70.0);

glColor3f (0.0, 0.0, 1.0);
gluDisk(quadratic,2.5,5.0,32,32);
glutSwapBuffers();

gLt }im.}* |
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.z 552 Blue &, 3N 0y y 2 Green =N 05l x 2 Red a1 0,
1 sl Sl s Sk oY1 051 (0,0,0) S-S e e

Green

Yellow

F

White

Cyan

——» Red

/
’

/

\ Magenia

Blue Black

glColor3f (1.0, 0.0, 0.0); /* 3lo a1 s sud) o, %/

glBegin (GL_POINTS);
glVertex3fv (point_array);
glEnd ();

Color_Index lawy RGBA law

Léy RGBA Li L& OV o hé wo el OpenGL ahrws
Sy 3k S Sldaall e sd2 e 3 (ikodl IS (3 oz . Color_Index
assll 3 S0 (3 bitplanes @kl Slss sds e amdl s a2 o
UL 0 Ay ey e bitplane «ldl (g siww (2% (framebuffer <) U
oo 05U 8 bits pusiein Ladis ¢ Byl by Ol giae 8 dovs 13D L3S b A S
o ik 0y A a0 28 = 256 Ll 055w JULy adse dhy S e
Ao i S

s Sy B (G R —5 L E e ke 0L e el ol gt (L
(3,33 8bit 2N 8bit « =N 8bit ez 24 bitplanes
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green « red oo S ol e Sl s 8550 sl oledl Sl s i 3l
Lil. )l we glGetintegerv() Y1 piszal ¢ color_index «3 sl alpha blue
GL_ALPHA «GL_BLUE _BITS (GL_GREEN_BITS GL_RED_BITS
.GL_INDEX _BITS «_BITS
RGBA 4 !l las

B (G R S Sl Sl gns a 302 30e RGBA haf (3 ) jogmil) a2
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5 alaY) s bl e adlsd) Ol W T e ST By e ey RGBA sl 0B
Jgleally texture bged
AW OV GO g bad Lt LS
08 w 6B S ISh o gdll B me falan ﬁﬁf@yxums; A
RGBA Lt | il pus Je ) e
znwdﬁg;az\;d}awogwynwra)@,u Oy LY
ol e plasaal Slle (alz o)
I dad e O S e ol St e 3542 s S O 13 Ly
ol 087 13) Ll a gl ok 0 S0 WL sds 35 ety Sty 2 YO RGBA
(ol U M Lais JU) L o) 85502 Ll ol
LA LAy ey o 5 g 3 e el Bd 0 of e
ok Je il
B ae om0 Uldssud T, Lol RGBA L pasan ple S,
5oy il by SLY) e il (S5 Jans textures 51 A
iy
RGBA aliiuly Hiat¥ )y aladf JSLI|
: &bw pluseial © gy
void glColor3{b s i fd ub us ui} (TYPEr, TYPEg, TYPED);
void glColor4{b s i f d ub us ui} (TYPEr, TYPEg, TYPEb, TYPEa);
: i\a.:» plbsuwly
void glColor3{b s i f d ub us ui}v (const TYPE*v);
void glColor4{b s i f d ub us ui}v (const TYPE*v);



oy SN 1 aaldd) Juad

hedle dbold 13 a8, 1) OV Y1 o8 L sE L1 s o

& Al g 8 sl g | WAL ptind) Lol u:::‘uﬁ
gl )
b 1-byte integer 5 -128 Z -1.0 ‘ 127 ﬁ 1.0
s 2-byte integer -32,768 : -1.0 : 32,767 1.0
i 4-byte integer -2,147,483,648 -1.0 2,147,483,647 : 1.0
ub unsigned 1-byte integer ‘ 0 i 0.0 : 255 1.0
us unsigned 2-byte integer : 0 0.0 65,535 | 1.0
ui | unsigned 4-byte integer 0 0.0 4,294,967,295 1.0

(b Ser ) Bompms Loy ¢ 3 Lotszal B3] af B sLdl Jpadl o
O oo Sead L 127 sy <128 p JBI s O e ol 0 S
P LS Yl
glColor3b (-128,127,-128);
1011 g aldsiaaly OV Y1 Y alal il

void glIndex{sifd}(TYPE c),;
void glIndex{sifd}v(const TYPE *c);

sds plasasaly f (flat shading) 415 O Lall il f Ldi o) Sk
.(smooth shading) i iz iz Ol
Y plutsaly &g A1 bl Al Ayl 55
void giShadeModel (GLenum mode);
2ms o2 B3Y) L) GL_SMOOTH 055 of (S& mode Leadl el
(05 2T 5a sy 04y GLFLAT 5 (g 7,
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B Gy GL_FLAT Jlkdi Ll ol cldh e 5y o (3 ¢ GL_SMOOTH
Gl s 23Ty application51 as Usdss o230 . RGBA 0141 kaé ) &l

tal13.cpp Al e QW 2l 2l (S S cal3.cpp

#include <windows.h>

#include <gli\gl.h>

#include <gl\g/u.h>

#include <gl\glut.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{

glutlnit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw Color rectangles");
glutDisplayFunc(redraw);
giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
giMatrixMode(GL_MODELVIEW);
glutMainLoop();

return 0;

}

static void redraw(void)

{
glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|\GL_DEPTH_BUFFER_BIT);
glLoadldentity();
glTranslatef(-12.0f,-12.0f,-70.0f);

/*smooth ;5 = 5%/
g/ShadeModel(GL_SMOOTH); //GL_SMOOTH Jadl bas |ais
giBegin(GL_TRIANGLES), // &z )
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glColor3f(1.0f,0.0f,0.0F); // &
giVertex3f( 0.0f, 10.0f, 0.0f);
glColor3f(0.0F,1.0f,0.01); // =i
glVertex3f(-10.0f,-10.0f, 0.0f);
glColor3f(0.0f,0.0f,1.0); // &5l
glVertex3f( 10.0f,-10.0f, 0.0f);
glEnd(); F/ARE AT

J*flat Je-ly O ¥/
giShadeModel(GL_FLAT); //GL_FLAT JHadl L |a&

giLoadIdentity();
glTransiatef(15.0f,-12.0f,-70.0f);

gIBegin(GL_TRIANGLES); [/ &z -

giColor3f(1.0f,0.0f,0.0f); // ,64
giVertex3f( 0.0f, 10.0f, 0.0f);
g/Color3f(0.0f,1.0f,0.0F); // ~a=
giVertex3f(-10.0f,-10.0f, 0.0f);
giColor3f(0.0F,0.0f,1.0F); // &,

glVertex3f( 10.0f,-10.0f, 0.0f);
giEnd();

/* RGBA ()ﬁjﬁf\, g plsza ¥/

giShadeModel(GL_SMOOTH);

glloadldentity(};

giTransiatef(-12.0f,15.0f,-70.0f);

giBegin(GL_TRIANGLES});
giColor3f(1.0f,0.0f,0.0f);
glVertex3f{ 0.0f, 10.07, 0.0f);
glCofor3f(0.0f, 1.0f,0.0r);
giVertex3f(-10.0f,-10.0f, 0.0f);
glColor3f(0.0f,0.0F,1.0f);
glVertex3f{ 10.0f,-10.0f, 0.01);

giERd();

giutSwapBuffers’);

}
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ol o dbs (ST GBS dnal iy a5 Y
Loyl 4eS sag My 5l jhal adl el ol e pdsals
S eD ks QKO" ias JQ Z\.Lpbji
j‘fi)i .\.’U D é}é O 9 slad) ¥
IS;L,'&}N u.a?ha:— c:.&* J\g'bdj
void glLight{if}[v](GLenum light, GLenum pname, TYPE param);
sady GL_LIGHTO, GL_LIGHT1, ... , or GL_LIGHT7 o5 of S« light
el ¢ g2l
J-Q i dJ£ Param .L}L:J\ J gt & LS ¢ sl ASlas s\4 Pname
B desezt 05 O Sy .PRname & kol

&

- spallambient 0S4 RGBA i3 | (0.0,0.0,0.0,1.0) | GL_AMBIENT

i
H

s s2ll diffuse 0,50 RGBA %\ i)l | (1.0, 1.0, 1.0, 1.0) | GL_DIFFUSE

¢ yal specular 0S4 RGBA sl aeidl | (1.0, 1.0, 1.0, 1.0) | GL_SPECULAR

(%, ¥, 2, W) & 32ll 8350 Sl ' (0.0,0.0,1.0,0.0) | GL_POSITION
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GLfloat light_ambient[] = { 0.0, 0.0, 0.0, 1.0 };
GLfloat light_diffuse[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat light_specular[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat light_position[] = { 1.0, 1.0, 1.0, 0.0 };
glLightfv(GL_LIGHTO, GL_AMBIENT, light_ambient);
glLightfv(GL_LIGHTO, GL_DIFFUSE, light_diffuse);
glLightfv(GL_LIGHTO, GL_SPECULAR, light_specular);
giLightfv(GL_LIGHTO, GL_POSITION, light_position);

sy IS LaiSyc glEnable(GL_LIGHTING) slasasl; s:loy) Lei %
o2 LY s e glEnable(GL_LIGHT0) St ¢ isloyl pl slisial
agludl ol ) & glDisable() szl

polall Bl s pall o 5 OSG wdsd Ole g5 Sl

andl de by (o 42l W5l 2l w=0 i) directional J Y g s
omatd) o e Qe Sy Lgmaal o &5 s

35l p 2 i (s p2ll 135l Al W< >0 4e8) positional 3! ¢ s
(S laall 3 LS agzll sl Lo J6 ol U sugy e 0K e

// directional(w=0) s\.2Y ¢

GLfloat light_position[] = { 1.0, 1.0, 1.0, 0.0 };
glLightfv(GL_LIGHTO, GL_POSITION, light_position);

sgall yabae ol g 133.& aSad|
;ﬁ-:i L}L’.’JL}) Jw.l.ﬁ RS L"ST J.ébq Ls” \:L& M\;\j A.Jy ./\ivb;:.s 9):,&.55 J.AL',"
(3:W2Y! 3 53 Y Projection _:5%) ModelView  sias. s sl
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Byt ) B il a sl 3 siean OV W ¢ a2l P Fw )
glViewport(0, 0, w, h);
g/MatrixMode (GL_PROJECTION);
glloadIdentity();
g/MatrixMode (GL_MODELVIEW);
glLoadIdentity(),;
Glfloat light_position[] = { 1.0, 1.0, 1.0, 1.0 };
glLightfv(GL_LIGHTO, GL_PQOSITION, position);

Spin Eg.jb.g OUJA}\ C,e I dj" ;j.,'zh iljz:g .Y

GLfloat light_position{] = { 0.0, 0.0, 1.5, 1.0 };
glCiear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glPushMatrix();
- glTranslatef(0.0, 0.0, -5.0);
giPushMatrix();
glRotated((GLdouble) spin, 1.0, 0.0, 0.0);
giLightfv(GL_LIGHTO, GL_POSITION, light_position);
glPopMatrix();
auxSolidTorus();
glPopMatrix();

slo] 7348 i LY

glLightModel*() N1 se b S 3 Lyl 3L 7558 byl

Global Ambient Light s} Jai ¢ y2ll =1

ambient s s> e sl Agidl U ambient s sy s e jhaas S8 Ly

\"L" ambient 9—)».9) S g2 hen L“Sa o C*:ng Y fj

J N

GLfloat Imodel_ambient(] = { 0.2, 0.2, 0.2, 1.0 },

- glLightModelfv(GL_LIGHT_MODEL_AMBIENT, Imodel_ambient);

3342 1 o Local W= ViewPoint (k3 0Ks) i dgms —o
Infinite
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sl ) aaled) w3l Slled) (o Bl dgmy B 3 5e saon
3Lyl Bs BUS ezl ¢ il PSSy s el Specular O S S e 22U
BVl 5 piall jaan 5 Wakdl o oIy ekl (BUI ¢ e e Bne () 2 G
. ViewPoint ) age g9 db2d) o

s sly ViewPoint Jadl gy on sENI 055G 55902 pe bl 2y (3
Y ol g ST Rty ST il 0S5 AdB ) Ay 3wl gl
Aol gy odn il gy o S Y el QUL akE STy Bl Ay o
fh b ds ade ) b )T 13) L ansl BN A gl a3 50d) b

glLightModeli(GL_LIGHT_MODEL_LOCAL_VIEWER, GL_TRUE);

b ) o L) Bl A8 52T B e Bagae pE ] B Ry bed
GL_FALSE

N

bai il sl Ul amy SIS sl olalall ged dis 2 loY Sl
ik (S sl 8 Uy g0 b e 1 5sl] o

glLightModeli(GL_LIGHT_MODEL _TWO_SIDE, GL_TRUE),
b Ul asly amy 5ela) Us )T 03 WE L g 1 Sl o el U 3
. GL_FALSE Je 1 pr 22Locdt Rl i
dgidl 3 ol 3l ge aflias Cay a7 Lt
specular s diffuse s ambient 01U alzzll sl Jaslas La O e
i s g2 (8T e ) 01y Oleally
Dl 3 g ailas Gl pdsad) LAY
void glMaterial{if}{v](GLenum face, GLenum pname, TYPEparam);
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S GL_FRONT 4o seade 5300 oz (gl jamall o am 1 Lo oy iface
GL_FRONT_AND_BACK §iGL_BACK

o QU J gkl . param el g U il s 830 Sola( g y) Bl 3 5 :Pname
Pname J xSl sl i

ey Aol BY) dagall U
.53Ld) ambient O 4 (0.2,0.2,0.2,1.0) GL_AMBIENT
bl diffuse O o (0.8, 0.8, 0.8, 1.0) GL_DIFFUSE
3ol diffuse 5 ambient O 5 | GL_AMBIENT_AND_DIFFUSE

5Ll specular O 5 4 (0.0, 0.0, 0.0, 1.0) GL_SPECULAR

55l specular azkeil] Olal 0.0 GL_SHININESS
saled] Slag¥ O ) (0.0, 0.0, 0.0, 1.0) GL_EMISSION

ambient, diffuse, and specular — a5 sl v Ledl) (0,1,1) GL_COLOR_INDEXES

el 43y LY e ) ambient, diffuse GbW 348 3,31 5. )

GLfloat mat_amb_diff[] = { 0.1, 0.5, 0.8, 1.0 };
glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT_AND_DIFFUSE,

mat_amb_diff);
. paiall oYl ar ) pisis Ol as specular Wb pob oyl O 4.
GLfloat mat_specular[] = { 1.0, 1.0, 1.0, 1.0 };
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GLfloat low_shininess[] = { 5.0 };
glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv(GL_FRONT, GL_SHININESS, low_shininess);

L el Y ax ) e S a2 O LY
GLfloat mat_emission[] = {0.3, 0.2, 0.2, 0.0};
gl/Materialfv(GL_FRONT, GL_EMISSION, mat_emission),;

“N a ““0 it

b5kas b S Au)
arl Ulr £ 01 SsLoY) gy Olak dd o belian 587 o) o Jose
e QU 2 el S E Catd.cpp Ml wes a3ty application6l

cald.cpp

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <gl\glaux.h>

static void redraw(void);

int main(int argc, char **argv);

int main(int argc, char **argv)

{

glutinit(&argc,argv),
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH),
glutInitWindowPosition(100,100),
glutinitWindowSize(400,400);
glutCreateWindow("Sphere Lighting");
glutDisplayFunc(redraw),
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_PROJECTION);
glMatrixMode(GL_MODELVIEW),;
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glutMainLoop(),
return O;
}
static void redraw(void)
{
GLfloat mat_specular[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat mat_shininess[] = { 50.0 };
GLfloat light_position[] = { -20.0, 0.0, 0.0, 0.0 };
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity(),;
glTranslatef(0.0f,0.0f,-100.0);
glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular),;
gIMaterialfv(GL_FRONT, GL_SHININESS, mat_shininess);
glLightfv(GL_LIGHTO, GL_POSITION, light_position);
glEnable(GL_LIGHTING),
glEnable(GL_LIGHTO);
auxSolidSphere(20.0);
glutSwapBuffers(),

}
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Modeling «dsx aldiiuly seo Sy wm
ks ol U ¢ shan iy Eb 2y TOrUS 5)b ey o Jonin
e QU 2 el ST £ a1 epp ) w15l application62

s als5.cpp Ml

#include <windows.h>

#inciude <gi\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <gl\glaux.h>

static void redraw(void);

int main(int argc, char **argv);

static int spin = 0;//5c\2Y) jhuzs 5945 &4l

int main(int argc, char **argv)

{
glutlnit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutlnitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("move lighting");
glutDisplayFunc(redraw),;
glMatrixMode(GL_FPROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);

glEnable(GL_LIGHTING),//3 oY) |Lass
glEnable(GL_LIGHTO0),// light0 s si2l! |ass

glEnable(GL_COLOR_MATERIAL),//glColor JU-' o50. Ui o) s

glutMainLoop();
return 0;

}

static void redraw(void)

{
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GLfioat position[] = { 0.0, 0.0, 1.5, 1.0 };
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glPushMatrix(),

glTranslatef(0.0f,0.0f,-50.0);

glPushMatrix();

glRotated ((GLdouble) spin, 1.0, 0.0, 0.0);
glRotated (0.0, 1.0, 0.0, 0.0);

glLightfv (GL_LIGHTO, GL_POSITION, position);
glTranslated (0.0, 0.0, 15.0);

glDisable (GL_LIGHTING);

glColor3f (0.0, 1.0, 1.0);

auxWireCube (1.0);// «S &3 ) S o5 w5 520l L

glEnable (GL_LIGHTING);
glPopMatrix();
auxSolidTorus (2.75, 8.5);
glPopMatrix(),;

spin = (spin + 3) % 360,
glutPostRedisplay();
glutSwapBuffers();

W) Sl delad Bl k)
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05l yikae dad slae waSe Ru)

Lorias Lodimd ¢ Ll o J Bl alde Bels] Gl aS ey e fonin
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1 al6.cpp Al
#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glut.h>
#include <gl\glaux.h>
GLfloat LightAmbient[]= { 0.0f, 0.5f, 0.5f, 1.0f };
GLfloat LightDiffuse[]= { 1.0f, 1.0f, 1.0f, 1.0f };
GLfloat LightPosition[]=  { 0.0f, 0.0f, 20.0f, 1.0f };

static void redraw(void);
int main(int argc, char **argv);
void keyboard ( unsigned char key, int x, int'y );//zsil) a4 =ilis (i 2d

int main(int argc, char **argv)

{
glutInit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH),
glutinitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw Lighting rectangle”);
glutDisplayFunc(redraw);
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);

glLightfv(GL_LIGHT1, GL_AMBIENT, LightAmbient); // Ambient s szl s\is|
glLightfv(GL_LIGHT1, GL_DIFFUSE, LightDiffuse); // Diffuse ¢ j;a.ﬂ slde)

glLightfv(GL_LIGHT1, GL_POSITION,LightPosition); // s s/ C.a 5
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glEnable(GL_LIGHT1); // LIGHT1 s ya)\ s

glEnable(GL_COLOR_MATERIAL);
glutMainLoop(),;
return 0;

}

static void redraw(void)
{
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();
glTranslatef(0.0f,0.0f,-100.0);
g/Rotatef(45,1.0f,0.0f,0.0f);
glRotatef(45,0.0f,1.0f,0.0f);
glBegin(GL_QUADS);
/) AN el
glColor3f(1.0,0.0,0.0);
glNormal3f( 0.0f, 0.0f, 1.0f);
glVertex3f(-10.0f, -10.0f, 10.0f);
glVertex3f( 10.0f, -10.0f, 10.0f);

glVertex3f( 10.0f, 10.0f, 10.0f);
glVertex3f(-10.0f, 10.0f, 10.0f);

/] A2 o

glColor3f(1.0,1.0,0.0);
glNormal3f( 0.0f, 0.0f,-1.0f);
glVertex3f(-10.0f, -10.0f, -10.0f);
glVertex3f(-10.0f, 10.0f, -10.0f);
glVertex3f( 10.0f, 10.0f, -10.0f),;
glVertex3f( 10.0f, -10.0f, -10.0f);

/) S sl am )

glColor3f(0.0,1.0,0.0);
glNormal3f( 0.0f, 1.0f, 0.0f);
glVertex3f(-10.0f, 10.0f, -10.0f);
glVertex3f(-10.0f, 10.0f, 10.0f);
glVertex3f( 10.0f, 10.0f, 10.0f),;
glVertex3f( 10.0f, 10.0f, -10.0f);

// et a5l

glColor3f(1.0,0.0,1.0);
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glNormal3f( 0.0f,-1.0f, 0.0f);

glVertex3f(-10.0f, -10.0f, -10.0f);
glVertex3f( 10.0f, -10.0f, -10.0f);
glVertex3f( 10.0f, -10.0f, 10.0f);
glVertex3f(-10.0f, -10.0f, 10.0f);

1/ AN e
glColor3f(0.0,0.0,1.0);
g/Normal3f( 1.0f, 0.0f, 0.0f);
glVertex3f( 10.0f, -10.0f, -10.0f);
glVertex3f( 10.0f, 10.0f, -10.0f);

glVertex3f( 10.0f, 10.0f, 10.0f);
glVertex3f( 10.0f, -10.0f, 10.0f);

/870 (R

glColor3f(0.0,1.0,1.0);
g/Normal3f(-1.0f, 0.0f, 0.0f);
glVertex3f(-10.0f, -10.0f, -10.0f);
glVertex3f(-10.0f, -10.0f, 10.0f);
glVertex3f(-10.0f, 10.0f, 10.0f);
glVertex3f(-10.0f, 10.0f, -10.0f);
glEnd(); o
glutKeyboardFunc ( keyboard );
glutPostRedisplay();
glutSwapBuffers(),;

7
void keyboard ( unsigned char key, int x, inty )
{
switch (key ) {
case 27: /* Escape key */
exit (0 );
break;
case 'L':
glEnable(GL_LIGHTING);
break;
case 'F':
giDisable(GL_LIGHTING);
break; ‘
default:
break;

}
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UghtingCube .|

45y 2
OliaS Akt 35t dblialy Shayg il 1 il (B Taddad e Jydad
gt

£ byl iy sl 2Bl ClaSl (gl ax l BLa] e feri
s 451y application64 s Ui el Bl ) dhe LilesY laSd b 3Lo)
Geki) U] applicationq1 Geed) o 211 Gl ey 25y a17.cpp M) ane
Gl s Ul oMdadi W £ a17.0pp peead ) ol Jie ¢ application64

:al7.cpp 'Cf*'i‘

UECRLIIF IR PO IR
static GLfloat topcol[5][3]=
{
{.5f,0.0f,0.0f},{0.5f,0.25f,0.0f},{0.5f,0.5f,0.0},{0.0f,0.5f,0.0f},{0
.0f,0.5f,0.5f}
3
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(3ol Gl aale ]

J s G QW 20 edl Chns BuildLists() W) e . Y
D (S skl ax 1 <l glENd()

// Top Face

glNormal3f( 0.0f, 1.0f, 0.0f),;
glVertex3f(-1.0f, 1.0f, -1.0f);
glVertex3f(-1.0f, 1.0f, 1.0f);
glVertex3f( 1.0f, 1.0f, 1.0f);
glVertex3f( 1.0f, 1.0f, -1.0f);

glEnd();
Pl Joadd W 2 ) 2l el main gld) e L Y
glEnable(GL_LIGHTO);

glEnable(GL_LIGHTING),
glEnable(GL_COLOR_MATERIAL);

: redraw @bﬂ i

static void redraw(void)

{
glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR _BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
for (yloop=1,yloop<6;yloop++)
{

{

for (xloop=0;xloop<yloop;xloop++)

glLoadIdentity(); // Reset The View
glTranslatef(1.4f+(float(xloop)*2.8f)-
(float(yloop)*1.4f),((6.0f-float(yloop))*2.4f)-7.0f,-20.0f);
glRotatef(45.0f-(2.0f*yloop)+xrot, 1.0f,0.0f,0.0f);
glRotatef(45.0f+yrot,0.0f,1.0f,0.0f);
glColor3fv(boxcol[yloop-1]);
glCallList(box);
glColor3fv(topcol[yloop-1]);
glCallList(top);

;
}
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glutSwapBuffers();
}

JU S aalad gl Geded) A
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gl yall Jolgs

~ilh) a2l (Sr,59,5b,5a) p DAy el # e Bl SIS
i sl bl a5 51 o dlly Sl (Dr,Dg,Db,Da) 5 (suad) i szl bl 5 501
e OB Laie d 5 5 83U Ll 5 iy saeld RGBA by (Umws 535 50
t o Wl ax 550 RGBA

(RsSr+RdDr, GsSg+GdDg, BsSb+BdDb, AsSa+AdDa)

[0,1] 1 (=1s w5 350 IS

SNy Gudly el edules wasd glBlendFunc() W) plasa Ss
=M s S, . gIEnable(GL_BLEND) b oo Vi £ ws 2
.gIDisable(GL_BLEND) 3! pis.]

21 ¥ alall JSf

void glBlendFunc (GLenum sfactor, GLenum dfactor)
framebuffer 3 s\ 0 W x fragment 04 = 3 255 Sz
ol 7 bl Gl 3487 e J sfactor =
DA e el Ol 3487 e J dfactor
sexs GL_ZERO  » dfactor s GL_ONE o sfactor — &) @Y1 il
g Jerd pe Ji- 3 Bmdl)
SUICIESPRERI B PPN DI PR OO

£ Jobar ol SRy ot

(0, 0,0, 0) G Al GL_ZERO

(1, 1,1, 1) " ol GL_ONE
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GL_DST_COLOR

(Rd, Gd, Bd, Ad) !
(Rs, Gs, Bs, As) ) o GL_SRC COLOR
(1, 1, 1, 1)-(Rd, Gd, Bd, Ad) ) ot GL_ONE_MINUS_DST_COLOR
(1, 1, 1, 1)-(Rs, Gs, Bs, As} ol GL_ONE_MINUS_SRC_COLOR
(As, As, As, As) Dbl GL_SRC_ALPHA
(1, 1, 1, 1)-(As, As, As, As) Dbl sl GL_ONE_MINUS_SRC_ALPH A
(Ad, Ad, Ad, Ad) | o Sl GL_DST_ALPHA
(1,1, 1, 1)-(Ad, Ad, Ad, Ad) Skl GL_ONE MINUS_DST ALPH A
(f. f, £ 1); f=min(As, 1-Ad) Ot GL_SRC_ALPHA_SATURATE

2300 aldiul 36 2 Slad

Sl Al (ae Bb Oubly jaall oMules e LS AN S

o AV ey Bpe e kel g a, slaSY BBV | @

3 GL_ONE sl Jolas Jad Jo05 & gloe - 5o oy 350 3, 500
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) £ GL_SRC_ALPHA Cadly jaall Jolas oo & L5Y15, 50l
0.5 WM o 25115 peall

) o) T 0 0,25 g L5150 075 750 b 13 @
o oS 0.25 Wl g w851 5 pall ol 4 e sn LS LY
el GL_SRC_ALPHA =Sl
.2agll GL_ONE_MINUS_SRC_ALPHA

s Sl GL_ONE J.o\:.U (Jxﬁr_':.«v\ Sl o O C;& L
—J Ay sl Wl a3 & e IS el ¢ jhasll GL_SRC_ALPHA
,L;\.;ys Wlak o 1/3 U5, 50 IS Bl 0da xs . 0.333333

g s Jms 5

(S e 34 o, 0 o B es example71 JUy

C0.75 W aed e S &5k dlsline oSkt Rl QW U
S o i) el by (el Aol m il oled) il 03l
e redraw p\) b Jas Lo e Legrais o LY e (ko

static void redraw(void)

{
glClearColor(1.0,1.0,1.0,0.0),//43\ié O sl clizy dal>=

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT),
glLoadIdentity(),
glTranslatef(-5.0f,-5.0f,-20.0);

glEnable(GL_BLEND),//z ) s

glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA);// 3445 jasl 7 A1 jols Lol
glShadeModel(GL_FLAT);

glColordf(1.0, 1.0, 0.0, 0.75);//0.75 43l ss v

glRectf(0.0, 0.0, 5.0, 10.0);
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glColor4f(0.0, 1.0, 1.0, 0.75);//0.75 &ilid se sk

glRectf(0.0, 0.0, 10.0, 5.0);

/* draw colored polygons in reverse order in upper right */
glColor4f (0.0, 1.0, 1.0, 0.75);

glRectf (5.0, 5.0, 10.0, 10.0);

glColor4f (1.0, 1.0, 0.0, 0.75);

glRectf (5.0, 5.0, 10.0, 10.0);

glutSwapBuffers();

}

Geald ABRL1 3 ySIATH pe lag T NS 7z
B B es plea Yl oy ezl Bs e olalall uy (55 Ss
oo st AL G e ksl e, e Delazel ST 5 e s ca
Lad dis Geall w3l 3 S0 G0 Slae¥) e dxb O g LS Ll ) ALY
o & aill a1 sl WY Geall 28 50 3 S plasaad 4y el A
W 2T aine o ol Slid b e ool otan o 15 13 Razall plas Y1 il
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Dlid b g O 13 S M SVl L5 O eall 38501 5 S0 e
15 plasr Y s ol 8 e K6l el e 30 0T e 5 Wil O 3
S viewpoint ) ige s <58 13 2l L e M S L deadl o
read-only ek 5 Gasll 2353 SIUI Ladn ron ASCadl 0dd 1L e o)
Bladd ad sl Y oy de
W 3 geall 2880 5 S me (@BLAN 18) Besal) sl W) ST s Y
phind read-only Gead gl 5 S1AUL et ods Geall o8 Lig as5 & il
read- -4 asgll 5 S0 jadk GL_FALSE .3 » glDepthMask() iedad)
.only

o

(S e 33 N 5 o Al e example72 Sy
)l Cals a5 BLis &l glanly (2e) Aeins Tours 3, JU s (3 e
o0 CL:.QL\ .izx.a_: (Z.Sbj:_w%ﬂ r\.pi EJLE.M ) CJL;JO"CJ&J‘Q:"‘M Lll /J:_.q) «'.3‘“*}‘ o‘.;:\.g
T il Laay (3Ua)) plel Bl 1y e lll e ol sl d )
#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glut.h>
#include <gl\glaux.h>
bool eyePosition;
static void redraw(void);
int main(int argc, char **argv),
void keyboard ( unsigned char key, int x, inty );
int main(int argc, char **argv)
{
glutInit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);

glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
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glutCreateWindow("3D Blending"),; glutDisplayFunc(redraw);
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0),;
glMatrixMode(GL_MODELVIEW);

glutMainLoop();

return 0;

b

static void redraw(void)

{

glClearColor(1.0,1.0,1.0,0.0);

GLfloat position[] = { 0.0, 0.0, 1.0, 1.0 };

GLfloat mat_torus[] = { 0.75, 0.75, 0.0, 1.0 };

GLfloat mat_cylinder[] = { 0.0, 0.75, 0.75, 0.35 };
GLfloat mat_ambient[] = { 0.0, 0.0, 0.0, 0.15 };
GLfloat mat_specular[] = { 1.0, 1.0, 1.0, 0.15 };
GLfloat mat_shininess[] = { 15.0 };
glMaterialfv(GL_FRONT, GL_AMBIENT, mat_ambient),;
glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv(GL_FRONT, GL_SHININESS, mat_shininess),;
glEnable(GL_LIGHTING);

glEnable(GL_LIGHTO);

glDepthFunc(GL_LEQUAL);

glEnable(GL_DEPTH_TEST);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT),
glLoadIdentity(),;

glLightfv(GL_LIGHTO, GL_POSITION, position);
glPushMatrix();

if (eyePosition)

gluLookAt(0.0, 0.0, 9.0, 0.0, 0.0, 0.0, 0.0,1.0, 0.0);
else

gluLookAt(0.0, 0.0, -100.0, 0.0, 0.0, 0.0, 0.0,1.0, 0.0),;
glPushMatrix();

glTranslatef(0.0, 0.0, -40.0),

g/Materialfv(GL_FRONT, GL_DIFFUSE, mat_torus),;
auxSolidTorus(2.75, 8.5);

glPopMatrix();

glEnable(GL_BLEND),

glDepthMask(GL_FALSE);

glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA),;
giMaterialfv(GL_FRONT, GL_DIFFUSE, mat_cylinder),;
glTranslatef(0.0, 0.0, -60.0);
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auxSolidCylinder(10.0, 20.0);
glDepthMask(GL_TRUE),
glDisable(GL_BLEND);
glPopMatrix();
glutKeyboardFunc( keyboard );
glutPostRedisplay();
glutSwapBuffers(),;

}

void keyboard ( unsigned char key, int x, int 'y )
{
switch ( key ) {

case 27: /* Escape key */
exit ( 0 ),
break;

case 'o':
eyePosition=true;
break;

case 'j':
eyePosition=false,;
break;

default:
break;

B3 3pBlending,
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void glHint(GLenum target, GLenum hint);

QW J}&’Q%MJQM’ S G2 U target g ) piy

P Lol
Slalally by LUl 5, 1 s ) s GL_POINT_SMOOTH_HINT,
: GL_LINE_SMOOTH_HINT,
.J.Ml les M GL_POLYGON_SMOOTH_HINT

aaadly ddme Clua)l olles GOS8 13 Lad sa2
A 5 (GL_NICEST) i 5. GL_FOG_HINT

.(GL_FASTEST)

CeS A oy 01w e M assdi sug GL_PERSPECTIVE_CORRECTION_HINT

elis) gy U 5 W GL_FASTEST aedl hint e ) d=l o Sk
i) o G SV L UL 5 W GLNICEST aedll of ides 74 L
Lnme sl 29y e ) 5,L6W GL_DONT._CARE
bglaxt g bl Jow
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#include <windows.h>
#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <gl\glaux.h>

static void redraw(void);

int main(int argc, char **argv);
void myinit(void)

{

glEnable(GL_BLEND);

glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC _ALPHA);
gIHint(GL_LINE _SMOOTH_HINT, GL_DONT_CARE);
glLineWidth(2),

glShadeModel(GL_FLAT);

glDepthFunc(GL_LEQUAL);

glEnable(GL_DEPTH_TEST);

}

int main(int argc, char **argv)

{

glutlnit(&argc,argv);

glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(500,500);
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glutCreateWindow("Antialiasing”);
myinit();

glutDisplayFunc(redraw);
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return 0;

b

static void redraw(void)

{

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT),
glLoadIdentity();
glTranslatef(-20.0f,0.0f,-100.0f);
glColor3f(0.0, 0.0, 0.0);
glEnable(GL_LINE_SMOOTH);
auxWirelcosahedron(20.0),;
glDisable(GL_LINE _SMOOTH),
glTranslatef(40.0f,0.0f,0.0f);
auxWirelcosahedron(20.0);
glutSwapBuffers();

}

] JSed delad) gl Jell das
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#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glut.h>
#include <gl\glaux.h>
static void redraw(void);
void myinit(void)
{
glCullFace (GL_BACK);
glEnable (GL_CULL_FACE);
glDisable(GL_POLYGON_SMOOTH);
glClearColor (1.0, 1.0, 1.0, 0.0);
7

void mouse ( int button, int state, int x, inty )
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{
if ( button == GLUT_LEFT_BUTTON && state ==
GLUT_DOWN )
{
glEnable (GL_POLYGON_SMOOTH);
}
if ( button == GLUT_LEFT_BUTTON && state == GLUT_UP )
{
glDisable (GL_POLYGON_SMOQOTH);
’
}
int main(int argc, char **argv)
{

glutinit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutinitWindowSize(400,400);
glutCreateWindow("Antialiasing Polygons");
myinit();

glutMouseFunc(mouse);
glutDisplayFunc(redraw);
giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
gIMatrixMode(GL_MODELVIEW);
glutMainLoop();

return 0;

}

static void redraw(void)

{

glLoadldentity(),;
glColor3f(0.0,0.0,1.0);

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glTranslatef (0.0, 0.0, -50.0);
glRotatef (30.0, 1.0, 0.0, 0.0);
gl/Rotatef (60.0, 0.0, 1.0, 0.0);
auxSolidCube (20.0);
glutPostRedisplay();
glutSwapBuffers(),;

b
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:( keyboard p W 3 Lz Laadly a18.cpp ol Gl e U odandl A

void keyboard ( unsigned char key, int x, inty )
{
switch ( key ) {
case 27: /* Escape key */
exit (0);
break;
case 'l':
glEnable(GL_LIGHTING);
break;
case 'f':
glDisable(GL_LIGHTING);
break;
case 'b’:
glEnable(GL_BLEND);
g/Disable(GL_DEPTH_TEST);
break;
case 'd":
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giDisable(GL_BLEND);
glEnable(GL_DEPTH_TEST);
break;
default:
break;

}
P e aaled gl et s

EdrawLigirlin%&ﬂle;xdiﬁg’re;:;tangie e Q =]

Gelad " il bl e Olall 15U oy Al ls G bl R
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s 1,251y application72 « Gss 231 . GL_LINEAR L)l Uslan 3

ta18.cpp Al e LW 2l el (S Eca19.cpp S

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <math.h>

#include <gl\glaux.h>

GLint fogMode;

static void redraw(void),; :

void keyboard ( unsigned char key, int x, int 'y )
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{
switch ( key ) {
case 27: /* Escape key */
exit (0 );
break;
case 'I':
fogMode = GL_EXP2;
glFogi (GL_FOG_MODE, fogMode);
break;
case 'f':
fogMode = GL_EXP;
glFogi (GL_FOG_MODE, fogMode);
break;
case 'b':
fogMode = GL_LINEAR;
glFogf (GL_FOG_START, 1.0);
glFogf (GL_FOG_END, 15.0);
glFogi (GL_FOG_MODE, fogMode);

break;
default:
break;
}
}
void myinit(void)
{

glEnable(GL_DEPTH_TEST);
glDepthFunc(GL_LEQUAL);
glEnable(GL_FOG);
{
GLfloat density;
GLfloat fogColor[4] = {0.5, 0.5, 0.5, 1.0},
fogMode = GL_EXP;
glFogi (GL_FOG_MODE, fogMode);
giFogfv (GL_FOG_COLOR, fogColor);
glFogf (GL_FOG_DENSITY, 0.1);
glHint (GL_FOG_HINT, GL_DONT_CARE);
glClearColor(0.5, 0.5, 0.5, 1.0);
}
}
int main(int argc, char **argv)

{
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glutinit(&argc,argv),;
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400),
glutCreateWindow("Fog");
myinit();

glutDisplayFunc(redraw);
glutkeyboardfFunc ( keyboard );
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop(),;

return 0;

>

static void redraw(void)

{
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();
glColor3f(1.0, 0.0, 0.0);
glTranslatef(-2.0f,0.5f,-10.0f);
auxSolidTeapot (1.5);
glTranslatef(2.0f,0.5f,-10.0f);
auxSolidTeapot (1.5),;
glTransiatef(6.0f,0.5f,-10.0f);
auxSolidTeapot (1.5);
glTranslatef(10.0f,0.5f,-10.0f);
auxSolidTeapot (1.5);
glTranslatef(14.0f,0.5f,-10.0f);
auxSolidTeapot (1.5),;
glutPostRedisplay(),
glutSwapBuffers();
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#include <windows.h>
#include <gi\gl.h>
#include <gl\giu.h>
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#include <gl\glut.h>

J/adandl il & gl J1 e B 5aal) p s
GLubyte rasters[24] = {
Oxc0, 0x00, 0xc0, 0x00, Oxc0, 0x00, 0xc0, 0x00,
Oxc0, 0x00, Oxff, 0x00, Oxff, O0x00, Oxc0, 0x00,
0Oxc0, 0x00, Oxc0, 0x00, Oxff, OxcO, Oxff, OxcO};
static void redraw(void);
void myinit(void)
{
glPixelStorei( GL_UNPACK_ALIGNMENT, 1);
glClearCoior(1.0, 1.0, 1.0, 0.0);
by
int main{int argc, char **argv)
{
glutinit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);
glutinitWindowPosition(100,100);
glutinitWindowSize(400,400);
glutCreateWindow("Font Bitmap"),;
myinit();
glutDisplayFunc(redraw);
glMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
giMatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0;

’

static void redraw(void)

{

glLoadIdentity(),

glColor3f(1.0,0.0,0.0);
glTranslatef(0.0,0.0,-40),;

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT),
glRasterPos2i (0, 0);

glBitmap(10, 12, 0.0, 0.0, 12.0, 0.0, rasters);
g/Bitmap(10, 12, 0.0, 0.0, 12.0, 0.0, rasters);
g/Bitmap(10, 12, 0.0, 0.0, 12.0, 0.0, rasters);
glutSwapBuffers();

}
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GL_COLOR_INDEX

G5 e ey oY 0l 0 S GL_RGB
ied il 35V Al eVl N 0 0, GL_RGBA
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A5 a1 0 0 S GL_RED
Ay ] 040 0 S GL_GREEN
A 350 04 0SS GL_BLUE
GL_ALPHA
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8 bit d st S350 1b o 345 GL_UNSIGNED_BYTE
8 bit J sy 5o e 3; GL_BYTE
GL_BITMAP

8 bit sk 35 gu b Boemas B8] s Su s Ul

16 bit Jsky o5 45 e 345 GL_UNSIGNED_SHORT

16 bit J sk 50 oo sus GL_SHORT

32 bit Jss i g b e 305 GL_UNSIGNED_INT

32 bit sk s 205 GL_INT
B (ool aesle alols sus GL_FLOAT
glDrawPixels() w3/
AN I L Sl

void glDrawPixels(GLsizei width, GLsizei height, GLenum format,
GLenum type, const GLvoid *pixels);

SUs)| 5 Width ab e Wl B ol oo Subtee oY1 s ey
o @ e po s o d gl Aald) & sy ezl o, L height
glReadPixels() »¥ & 55U 2l & type s format Olaw sl Shls . LU




R OpenGL ) za el Jala

pixels L Ju ) JLall 2508l (552 Ll G gkt 308 S Al s
B i b U mlll mee Ad Sl ) L) ol A8 sl DL bl
e

5 ety e e RS S 515 S8 format L) e LNl 61 ST
Al msles format L )l aed <3S 13 JE e s obe gl o
type=  ied Of &l )32 bit s wmw shel 1) 5 5 , GL_RGBA
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glCopyPixels() y¥|

I sl Sl
void glCopyPixels(GLint x, GLint y, GLsizei width, GLsizei height,
GLenum type);

ol UUa);U z..e}.‘d S;\J\J\ 3 et diis P A s blE by T

height \4sls,) 3 width 2,25 (X,y) wede Aliaze 25 ) o dd Blendt 3 Ll 251
el w8 Blane & Bl B L) B SUs] o 1B U] UL s
ey . GL_DEPTH 51 GL_STENCIL 5| GL_COLOR U type i . 1)
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void glPixelZoom(GLfloat zoomx, GLfloat zoomy);
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#include <windows.h>

#include <ghgl.h>

#include <gl\glu.h>

#include <gl\glut.h>

GLubyte rasters[]J[13] = {

{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x18, 0x18, 0x00, 0x00, Ox18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18},
{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x36, 0x36, 0x36, 0x36},
{0x00, 0x00, 0x00, 0x66, 0x66, Oxff, 0x66, 0x66, Oxff, Ox66, 0x66, 0x00, 0x00},
{0x00, 0x00, 0x18, Ox7e, Oxff, Ox1b, Ox1f, Ox7e, Oxf8, Oxd8, Oxff, Ox7e, 0x18},
{0x00, 0x00, Ox0e, Ox1b, Oxdb, Ox6e, 0x30, 0x18, Ox0c, Ox76, Oxdb, 0xd8, 0x70},
{0x00, 0x00, 0x7f, Oxc6, Oxcf, Oxd8, 0x70, 0x70, 0xd8, Oxcc, Oxcc, Ox6¢c, 0x38},
{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x18, Ox1c, Ox0c, 0x0e},
{0x00, 0x00, 0x0c, 0x18, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, Ox18, 0x0c},
{0x00, 0x00, 0x30, 0x18, 0x0c, 0x0Oc, 0x0Oc, 0x0c, 0x0Oc, 0x0c, 0x0Oc, 0x18, 0x30},
{0x00, 0x00, 0x00, 0x00, 0x99, Ox5a, Ox3c, Oxff, Ox3c, Ox5a, 0x99, 0x00, 0x00},
{0x00, 0x00, 0x00, 0x18, 0x18, 0x18, Oxff, Oxff, 0x18, 0x18, 0x18, 0x00, 0x00},
{0x00, 0x00, 0x30, 0x18, Ox1c, Ox1c, 0x00, 0x00, 0x00, Ox00, Ox00, Ox00, 0x00},
{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, Oxff, Oxff, 0x00, Ox00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x00, 0x38, 0x38, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x60, 0x60, 0x30, 0x30, 0x18, Ox18, 0x0c, Ox0c, 0x06, 0x06, 0x03, 0x03},
{0x00, 0x00, 0x3c, 0x66, 0Oxc3, Oxe3, 0Oxf3, Oxdb, Oxcf, Oxc7, Oxc3, 0x66, Ox3c},
{0x00, 0x00, Ox7e, 0x18, 0x18, 0x18, 0x18, Ox18, 0x18, 0x18, 0x78, 0x38, 0x18},
{0x00, 0x00, Oxff, Oxc0, Oxc0, 0x60, 0x30, 0x18, 0x0c, 0x06, 0x03, Oxe7, Ox7e},
{0x00, 0x00, Ox7e, Oxe7, 0x03, 0x03, 0x07, 0x7e, 0x07, 0x03, 0x03, Oxe7, Ox7e},
{0x00, 0x00, 0x0c, Ox0c, 0x0c, 0x0c, 0x0c, Oxff, Oxcc, Ox6¢, Ox3c, Ox1c, OxOc},
{0x00, 0x00, 0x7e, Oxe7, 0x03, 0x03, 0x07, Oxfe, Oxc0, 0xc0, 0xc0, 0xcO, Oxff},
{0x00, 0x00, 0x7e, Oxe7, Oxc3, O0xc3, Oxc/, Oxfe, OxcO, 0xcO, OxcO, Oxe7, Ox7e},
{0x00, 0x00, 0x30, 0x30, 0x30, 0x30, 0Ox18, 0x0c, 0x06, 0x03, 0x03, 0x03, Oxff},
{0x00, 0x00, 0x7e, Oxe7, 0xc3, Oxc3, Oxe7, Ox7e, Oxe7, Oxc3, Oxc3, Oxe7, Ox7e},
{0x00, 0x00, 0x7e, Oxe7, 0x03, 0x03, 0x03, Ox7f, Oxe7, Oxc3, 0xc3, Oxe7, Ox7e},
{0x00, 0x00, 0x00, 0x38, 0x38, 0x00, Ox00, 0x38, 0x38, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x30, 0x18, Ox1c, Ox1c, 0x00, 0x00, Ox1c, Ox1c, 0x00, 0x00, Ox00},
{0x00, 0x00, 0x06, 0x0c, 0x18, 0x30, 0x60, 0xc0, 0x60, 0x30, 0x18, Ox0c, Ox06},
{0x00, 0x00, 0x00, 0x00, Oxff, Oxff, 0x00, Oxff, Oxff, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x60, 0x30, 0x18, Ox0c, 0x06, 0x03, 0x06, Ox0c, 0x18, 0x30, 0x60},
{0x00, 0x00, 0x18, 0x00, 0x00, 0x18, 0x18, Ox0c, 0x06, 0x03, Oxc3, Oxc3, Ox7e},
{0x00, 0x00, 0x3f, 0x60, Oxcf, Oxdb, 0xd3, Oxdd, 0xc3, 0x7e, 0x00, 0x00, 0x00},
{0x00, 0x00, 0xc3, Oxc3, 0xc3, Oxc3, Oxff, Oxc3, Oxc3, 0xc3, 0x66, Ox3c, 0x18},
{0x00, 0x00, Oxfe, Oxc7, 0xc3, 0xc3, 0xc7, Oxfe, Oxc7, 0xc3, Oxc3, Oxc7, Oxfe},
{0x00, 0x00, 0x7e, Oxe7, Oxc0, Oxc0, Oxc0, 0xc0, OxcO, 0xc0, 0xc0, Oxe7, Ox7e},
{0x00, 0x00, Oxfc, Oxce, Oxc7, 0xc3, Oxc3, Oxc3, 0xc3, 0xc3, Oxc7, Oxce, Oxfc},
{0x00, 0x00, 0xff, Oxc0, Oxc0, 0xc0, Oxc0, Oxfc, 0xcO, 0xc0, 0xcO, OxcO, Oxff},
{0x00, 0x00, 0xc0, 0xc0, 0xc0, 0xc0, 0xc0, 0xc0, Oxfc, Oxc0, 0xc0, 0xc0, Oxff},
{0x00, 0x00, Ox7e, Oxe7, 0xc3, 0xc3, Oxcf, Oxc0, OxcO, 0xcO, 0xcO, Oxe7, Ox7e},
{0x00, 0x00, 0xc3, 0xc3, 0xc3, 0xc3, 0xc3, Oxff, Oxc3, Oxc3, 0xc3, 0xc3, 0xc3},
{0x00, 0x00, 0x7e, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, Ox7e},
{0x00, 0x00, 0x7c, Oxee, 0xc6, 0x06, 0x06, 0x06, 0x06, 0x06, 0x06, 0x06, 0x06},
{0x00, 0x00, 0xc3, 0xc6, Oxcc, 0xd8, 0Oxf0, Oxe0, 0xf0, Oxd8, Oxcc, 0xc6, Oxc3},
{0x00, 0x00, Oxff, 0xc0, 0xc0, 0xc0, Oxc0, 0xc0, 0xc0, 0xc0, 0xc0, Oxc0, Oxc0},
{0x00, 0x00, 0xc3, 0xc3, Oxc3, 0xc3, 0xc3, 0xc3, Oxdb, Oxff, Oxff, Oxe7, Oxc3},
{0x00, 0x00, Oxc7, Oxc7, Oxcf, Oxcf, Oxdf, Oxdb, Oxfb, Oxf3, Oxf3, Oxe3, Oxe3},
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{0x00, 0x00, Ox7e, Oxe7, Oxc3, 0xc3, Oxc3, 0xc3, 0xc3, 0xc3, 0xc3, Oxe7, Ox7e},
{0x00, 0x00, 0xc0, 0xc0, Oxc0, 0xc0, Oxc0, Oxfe, Oxc7, Oxc3, Oxc3, Oxc7, Oxfe},
{0x00, 0x00, 0x3f, Ox6e, Oxdf, Oxdb, Oxc3, Oxc3, 0xc3, 0xc3, 0xc3, 0x66, 0x3c},
{0x00, 0x00, Oxc3, Oxc6, Oxcc, O0xd8, Oxf0, Oxfe, Oxc7, Oxc3, Oxc3, 0xc7, Oxfe},
{0x00, 0x00, 0x7e, Oxe7, 0x03, 0x03, 0x07, 0x7e, Oxe0, 0xcO0, OxcO, Oxe7, 0x7¢e},
{0x00, 0x00, 0x18, 0x18, Ox18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, Ox18, Oxff},
{0x00, 0x00, Ox7e, Oxe7, Oxc3, Oxc3, Oxc3, 0xc3, 0xc3, Oxc3, Oxc3, 0xc3, Oxc3},
{0x00, 0x00, 0x18, Ox3c, 0x3c, O0x66, 0x66, 0xc3, 0xc3, Oxc3, 0xc3, 0xc3, Oxc3},
{0x00, 0x00, Oxc3, Oxe7, Oxff, Oxff, Oxdb, Oxdb, 0xc3, 0Oxc3, 0Oxc3, 0xc3, Oxc3},
{0x00, 0x00, 0xc3, 0x66, 0x66, 0x3c, 0x3c, 0x18, Ox3c, Ox3c, 0x66, 0x66, Oxc3},
{0x00, 0x00, Ox18, 0x18, 0x18, 0x18, 0x18, 0x18, Ox3c, 0x3c, 0x66, 0x66, Oxc3},
{0x00, 0x00, Oxff, 0xc0, 0xc0, 0x60, 0x30, 0x7e, 0x0c, 0x06, 0x03, 0x03, Oxff},

- {0x00, 0x00, 0x3c, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, 0x30, 0x3c},
{0x00, 0x03, 0x03, 0x06, 0x06, 0x0c, Ox0c, 0x18, 0x18, 0x30, 0x30, 0x60, 0x60},
{0x00, 0x00, Ox3c, 0x0c, Ox0c, OxOc, Ox0Oc, Ox0Oc, 0x0c, 0x0c, 0x0Oc, 0x0c, Ox3c},
{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0xc3, 0x66, 0x3c, 0x18},
{Oxff, Oxff, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x00, 0x18, 0x38, 0x30, Ox70},
{0x00, 0x00, Ox7f, 0xc3, 0xc3, 0x7f, 0x03, 0xc3, Ox7e, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Oxfe, Oxc3, Oxc3, 0xc3, 0xc3, Oxfe, Oxc0, Oxc0, OxcO, OxcO, OxcO},
{0x00, 0x00, Ox7e, 0xc3, 0xc0, 0xc0, 0xc0, 0xc3, Ox7e, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x7f, Oxc3, Oxc3, Oxc3, Oxc3, Ox7f, 0x03, 0x03, 0x03, 0x03, 0x03},
{0x00, 0x00, Ox7f, 0xc0, 0xc0, Oxfe, Oxc3, 0xc3, 0x7e, 0x00, 0x00, 0x00, 0Ox00},
{0x00, 0x00, 0x30, 0x30, 0x30, 0x30, 0x30, Oxfc, 0x30, 0x30, 0x30, 0x33, Oxle},
{0x7e, 0xc3, 0x03, 0x03, Ox7f, Oxc3, Oxc3, Oxc3, Ox7e, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0xc3, 0xc3, 0xc3, Oxc3, 0xc3, 0xc3, Oxfe, 0xc0, 0xcO, 0xc0, Oxc0},
{0x00, 0x00, Ox18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x18, 0x00, 0x00, 0x18, 0x00},
{0x38, 0x6¢c, 0x0c, 0x0c, 0x0c, 0x0c, Ox0c, 0x0c, 0x0c, 0x00, 0x00, 0x0c, 0x00},
{0x00, 0x00, 0xc6, Oxcc, Oxf8, 0xf0, Oxd8, Oxcc, Oxc6, OxcO, 0xcO, 0xcO, Oxc0},
{0x00, 0x00, Ox7e, 0x18, 0x18, 0x18, 0x18, Ox18, 0x18, 0x18, 0x18, 0x18, 0x78},
{0x00, 0x00, Oxdb, Oxdb, Oxdb, Oxdb, Oxdb, Oxdb, Oxfe, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Oxc6, Oxc6, Dxc6, 0xc6, 0xc6, 0xc6, Oxfc, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Ox7c, Oxc6, 0xc6, Oxc6, 0xc6, 0xc6, Ox7c, 0x00, 0x00, 0x00, Ox00},
{0xc0, 0xc0, 0xc0, Oxfe, Oxc3, 0xc3, 0xc3, 0xc3, Oxfe, 0x00, 0x00, 0x00, 0x00},
{0x03, 0x03, 0x03, Ox7f, 0xc3, 0xc3, Oxc3, 0xc3, 0x7f, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0xc0, 0xc0, 0xc0, 0xc0, 0xc0, 0xe0, Oxfe, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Oxfe, 0x03, 0x03, Ox7e, 0xc0, 0xcO, Ox7f, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Ox1ic, 0x36, 0x30, 0x30, 0x30, 0x30, Oxfc, 0x30, 0x30, 0x30, 0x00},
{0x00, 0x00, Ox7e, Oxc6, Oxc6, Oxc6, Oxc6b, Oxc6, Oxc6, 0x00, 0x00, 0x00, Ox00},
{0x00, 0x00, 0x18, 0x3c, Ox3c, 0x66, 0x66, 0Oxc3, Oxc3, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Oxc3, Oxe7, Oxff, Oxdb, Oxc3, Oxc3, 0xc3, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, Oxc3, Ox66, 0x3c, 0x18, 0x3c, 0x66, 0xc3, 0x00, 0x00, 0x00, 0x00},
{0xc0, 0x60, 0x60, 0x30, 0x18, 0x3c, 0x66, 0x66, 0xc3, 0x00, 0x00, 0x00, 0x003},
{0x00, 0x00, Oxff, 0x60, 0x30, 0x18, 0x0c, 0x06, Oxff, 0x00, 0x00, 0x00, 0x00},
{0x00, 0x00, 0x0f, 0Ox18, 0x18, 0x18, 0x38, 0xf0, 0x38, 0x18, 0x18, 0x18, Ox0f},
{0x18, 0x18, Ox18, Ox18, Ox18, Ox18, Ox18, 0x18, Ox18, 0x18, 0x18, 0x18, 0x18},
{0x00, 0x00, Oxf0, Ox18, 0x18, 0x18, Oxl1c, Ox0f, Ox1c, 0x18, 0x18, 0x18, Oxf0},
{0x00, 0x00, Ox00, 0x00, 0x00, 0x00, 0x06, Ox8f, Oxf1, 0x60, 0x00, 0x00, 0x00}
»

GLuint fontOffset;

static void redraw(void);

int main(int argc, char **argv);

void makeRasterFont(void)

GLuint i;
glPixelStorei(GL_UNPACK_ALIGNMENT, 1);
fontOffset = giGenlLists (128);
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for (i=32;i<127; i++) {
glNewlist(i+fontOffset, GL_COMPILE);
glBitmap(8, 13, 0.0, 2.0, 10.0, 0.0, rasters[i-32]);
glEndList();
}
}

void myinit{void)

giShadeModel (GL_FLAT),;
makeRasterFont();

void printString(char *s)

glPushAttrib (GL_LIST_BIT);
glListBase(fontOffset);

glCallLists(strlen(s), GL_UNSIGNED_BYTE, (GLubyte *) s);

glPopAttrib ();
int main(int argc, char **argv)

glutinit(&argc,argv);

glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);

glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("Font Bitmap");
myinit();
glutDisplayFunc(redraw);
g/MatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
g/MatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0;

static void redraw(void)

GLfloat blue[3] = { 0.0, 0.0, 1.0 };
inti, j=0;

char teststring[33];
glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadIdentity();
glTranslatef(-20.0f,-150.0f,-200.0f);
glColor3fv(blue);
for(i=32;i<127;i+=32){
glRasterPos2i(-40, 230 - 18%*j/32);
for j =0;j< 32; j++)
teststring[j] = (char) (i+j);
teststring[32] = 0;
printString(teststring);

glRasterPos2i(-40,150);
printString("OpenGL good graphic library ”);
glRasterPos2i(-40, 130);
printString("You must learn it");
glutSwapBuffers();

>
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#include <windows.h>
#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#include <math.h>

static void redraw(void);

int main(int argc, char **argv);
int main(int argc, char **argv)

{
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glutinit(&argc,argv);
glutinitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100),
glutInitWindowSize(400,400);
glutCreateWindow("GLUT Font");
glutDisplayFunc(redraw);
g/MatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,300.0);
g/MatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0;

}

static void redraw(void)

glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
glLoadIdentity();

glTranslatef(-85.0f,-60.0f,-200.0f);

g/Color3f(1.0, 0.0, 0.0);

/530 A ooy Sladas
glutStrokeCharacter(GLUT_STROKE_ROMAN, 65);

glutStrokeCharacter(GLUT_STROKE_MONO_ROMAN, 66);
glutSwapBuffers();
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void glTexImage2D(GLenum target, GLint level, GLint components,
GlLsizei width, GLsizei height, GLint border, GLenum format,
GLenum type, const GLvoid *pixels);

GL_TEXTURE_2D ¢ Of s . bl S 4l sas :target
By 38> Ll OIS 13) oS A e s ¢ 16T B gl e plsi: Jevel
B i Red)l 3L a0 Lgred 0SS s
S A 3w oU S sut §-) e s o3, :cOMpONENts
SR ANIOM 0 S sug ) (3 )
DA el 5 R LN O 0,86 sas Y W5
. RGB 01 U, sag v 3 )
. RGBA 0151 ol S sug ¢ 45
0,5 0l gt wed . oS 5,50 o e 302 1 width
Cpee e N e 2°n+2%* (border)
055 0l g e . S 5,0 g W) sus sheight
N 2~"m+2*(border)
1 50 0 wed . WYV > s :horder
D 0Se IS el oS A5 e by S8 Gy tformat
GL_COLOR_INDEX, GL_RGB, GL_RGBA, GL_RED, GL_GREEN,
GL_BLUE, GL_ALPHA, GL_LUMINANCE, or GL_LUMINANCE_ALPHA
oS Al e e bl e 1 LypE
GL_BYTE, GL_UNSIGNED_BYTE, GL_SHORT,
GL_UNSIGNED_SHORT, GL_INT, GL_UNSIGNED_INT, GL_FLOAT, or
GL_BITMAP

LS 35yl ULy ) 1350 (e ¢ pixels
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dad| Al ouSt A1

055 it 54K i i 13 Sl ) OIS sl (ol LSy 0 S Bl
Sy el S e dadh (ool T LS O e oAy B 3 ol £ S
.Bottom s Top Jsb Js | 09y 3 Height = 1 aei

thad! sl oS A Gy Y alall Kl

void glTexImagelD(GLenum target, GLint level, GLint components,
GLsizei width, GLint border, GLenum format, GLenum type, const
GLvoid *pixels);

Byhae s 3y pall Of slimal caadl S 3 3 0 oal) i W Bl i |87
el A5 o 5 ) asl]
oS S Sl | b
S| 5 el OUM] 3ud O LS| b dgin o) ke Slde (2
OB Jaa whial caly o 0N Ol LS a5, i L LT, S0 LS
o S AT Sy gl e e S Ol 1A ol
o O ol sty e sluSY ] Ll OF S L ldaall e allatis B giias
bl SWls] e Lrwd sitrg — Ll e oWl o)l ST a
(X,y,2,W)
-5 Syl s dadl sl LS g
G el Ly ) r bt 5 s 5t Sl adsiad dadl B ST A 3
Aailts DU cladY pisrzed OF Sy 1 aedl datbow ) aslan gy ( Jeized)
> Color( ) o Vertex( ) »Y wlie o513 olilus] saz ) LY
End 35 BEgin (soddad op k) ki pdsiey
gl 3 0T S 5[0, 1] B ez Ble (Y Yol oda 0SS
feS A Sl eyl St L U s
void glTexCoord{1234}{sifd }{v}(TYPE coords);
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g=1ctr=0 532 il s = glTexCoord( ) aels o

g=1¢r=0 3t5 4=z U ey gITexCoord2( ) adss s

Woad il Syl by g = 1 055 gITexCoord3( ) e s

.gITexCoordd( ) s <=1 S 504 of S«

O oS< TYPE o) TYPE ) a8l 1) 2 il 5 (5, f,d) Zwlil] 2D ptsic
Sl & 5 ‘~\g->->=:5 ( GLdouble s GLfloat s Glint s GLshort 05
v (gl ) Bahall sisaal o oo Ka oYl 5 of (Se L ol
CHESNR G I [ PVIPY- IS U0k o V[ IPESI 01K P RN SUSUR VPRS- S P ICH 0 NS [ JO% JYCHS
5 il ekl Boeeall OUA-Y O 5V ) LS ades Sud OF 5 4x4 5
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iy = S ol et OF 5 [0,1] I 7zl ST A ol sad of el
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S e 100 e Jead OF S (oY ST (3 10 U 0 e T
Asladl e asd) L) 318

sl asl e ST aas B (Clamp ) o512 st 6 29 Y1 s
Ji@j&ﬂc;@@\é}(@r@;\ 05 3 i dx2baall e aol 4 1 2l
o el S5 ] IS 130 S b S e By B s
gl 3 slaSY e Sy s gt Ldie Y S 10 U 0 e JI
o) o sLSTY Bl Ol ey el Ly kel s 2 ML)

S & ge ST A sl eed glTexParameter() oW pdsiiay
SRS

void glTexParameter{if}{v}(GLenum target, GLenum pname, TYPE
param);
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.GL_TEXTURE_1D ji GL_TEXTURE_2D 31 i=U :target

W J gkl 3 2e param 3 pname o3

param pname
GL_CLAMP, GL_REPEAT ‘ GL_TEXTURE_WRAP_S
GL_CLAMf, GL_REPEA"I’“’ | GL_TEXTURE_WRAP_f
GL_NEAREST, GL_LINEAR GL__TEXT URE_MAG_HLTER
’G’L;_NEAREST , GL’_L’INEAR,H ) GL_TEXTURE_MIN_ﬁLT ER

GL_NEAREST_MIPMAP_NEAREST,
GL_NEAREST_MIPMAP_LINEAR,
GL_LINEAR_MIPMAP_NEAREST,

GL_LINEAR_MIPMAP_LINEAR

any four values in [0, 1] GL_TEXTURE_BORDER_COLOR

gt pobie slaS] Ol b L asds
G ST e olile W 1ol de Links SN CST A wad Ly
U] PS]
oS A gy
Void glGenTextures ( GLsizei n, GLuint *texture );
g sl ST el e ip -
el ST el L 0 Bghas 3 s JaY i et Ftexture -
((are Jodl o G S ) Bla ST e Wl G A ol by Y
tane Joddl 34 L) £ LS 0d
void glBindTexture ( GLenum target, GLuint texture );
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O g Wl S el @ o 0 Ul S5 sas starget -
GL_TEXTURE_2D §l GL_TEXTURE_1D W} audl 0555

e Joladl SN GaR ST A ) texture -
RO KT o I SV PR P

void glTexImage2D(GLenum target,
GLint level,
GLint components,
GLsizei width,
GLsizei height,
GLint border,
GLenum format,
GLenum type,
const GLvoid *pixels)

S A Sl e 0

void glTexParameter{fi}(GLenum target,GLenum pname,GLfloat
param);

void glTexParameter{fi}v(GLenum target,GLenum pname,GLfloat
*params);

S A a1

glEnable(GL_TEXTURE_1D),
glEnable(GL_TEXTURE_2D),;

. oiild) (oo ) Aol s gIDisEbIE() sl aleds iy
S R TSI NE RS

void glTexCoord1{dfis}(GLdouble s);

void glTexCoord2{dfis}(GLdouble s,GLdouble t);

void glTexCoord3{dfis}(GLdouble s,GLdouble t,GLdouble r),;

void giTexCoord4{dfis}(GLdouble s,GLdouble t,GLdouble r,GLdouble
a);

void glTexCoord1{dfis}v(const GLdouble *v);

void glTexCoord2{dfis}v(const GLdouble *v);

void glTexCoord3{dfis}v(const GLdouble *v);

void glTexCoord4{dfis}v(const GLint *v);
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szl Xy, z, W S S by oS A ol I S tr,q e
. f.a\.;a.ﬂ &

7 G

2 laial ! ad
o ks L Texture o8 Al L mod A8 ey e Gokadl s fany )
S A s el Gy L el ) e e A B glize sl gy sliag Oolay e
Byl B e e O =V dalad) Bl W (o atdl e cind ) ) m o
S| fca22.cpp Gl aess «.2514 application91 s LMJ@ el L a5 45

1a22.cpp G ez QU 2 A 2l

#include <windows.h>

#include <gl\gl.h>

#include <gl\glu.h>

#include <gl\glut.h>

#define checkImageWidth 64

#define checkImageHeight 64

GLubyte checkImage[checkImageWidth][checkImageHeight][3];

/oS Ay A5
void makeCheckImage(void)

{
inti,j r,c;
for (i = 0; i < checkImageWidth; i++) {
for (j = 0; j < checkImageHeight,; j++) {
¢ = ((((i&0x8)==0)"((j&0x8))==0))*255;
checkImagel[i][j][0] = (GLubyte) c;
checkImagel[i][j][1] = (GLubyte) c,;
checkImagel[i][j][2] = (GLubyte) c;
7
}
}

void myinit(void)
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glClearColor (0.0, 0.0, 0.0, 0.0);
glEnable(GL_DEPTH_TEST);
glDepthFunc(GL_LEQUAL);
makeCheckImage();
glPixelStorei(GL_UNPACK_ALIGNMENT, 1);
glTexImage2D(GL_TEXTURE_2D, 0, 3, checkImageWidth,
checkImageHeight, 0, GL_RGB, GL_UNSIGNED_BYTE,
&checkIimage[0][0][0]);
glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_REPEAT);
glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_REPEAT);
glTexParameterf(GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, GL_NEAREST);
glTexParameterf(GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, GL_NEAREST);
glTexEnvf(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE,
GL_DECAL);
glEnable(GL_TEXTURE_2D);
glShadeModel(GL_FLAT);
}
static void redraw(void);
int main(int argc, char **argv);
int main(int argc, char **argv)
{
glutInit(&argc,argv);
glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400),;
glutCreateWindow("draw Cheker");
glutDisplayFunc(redraw);
myinit();
giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0);
glMatrixMode(GL_MODELVIEW);
glutMainLoop();
return 0;

}

static void redraw(void)
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{

}

glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadIdentity();

glTranslatef(0.0f,0.0f,-10.0f);

glColor3f(0.0, 0.0, 0.0);

glBegin(GL_QUADS);
glTexCoord2f(0.0, 0.0),; glVertex3f(-2.0, -1.0, 0.0);
glTexCoord2f(0.0, 1.0); g/Vertex3f(-2.0, 1.0, 0.0);
glTexCoord2f(1.0, 1.0); g/Vertex3f(0.0, 1.0, 0.0);
glTexCoord2f(1.0, 0.0); glVertex3f(0.0, -1.0, 0.0);
glTexCoord2f(0.0, 0.0); glVertex3f(1.0, -1.0, 0.0);
glTexCoord2f(0.0, 1.0); glVertex3f(1.0, 1.0, 0.0);
glTexCoord2f(1.0, 1.0); glVertex3f(2.41421, 1.0, -1.41421);
glTexCoord2f(1.0, 0.0); glVertex3f(2.41421, -1.0,-1.41421);

glEnd();

glutSwapBuffers();

P e aalad Gl et A

B3 iraw Cheker
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Byip 2 58(x) 5 By ole 3 ald CS A S s OV Janis Y
t ok WS mea sl redraw W s Jas. t(y) 2
static void redraw(void)

{

glClearColor(1.0,1.0,1.0,0.0);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);

glLoadldentity();

glTranslatef(0.0f,0.0f,-10.0f);

glColor3f(0.0, 0.0, 0.0);

glBegin(GL_POLYGON);
glTexCoord2f(0.0, 0.0); glVertex3f(-2.0, -1.0, 0.0);
glTexCoord2f(0.0, 2.0); g/Vertex3f(-2.0, 1.0, 0.0),
glTexCoord2f(3.0, 2.0); g/Vertex3f(0.0, 1.0, 0.0);
glTexCoord2f(3.0, 0.0); g/Vertex3f(0.0, -1.0, 0.0);

glEnd();

glBegin(GL_POLYGON);
glTexCoord2f(0.0, 0.0); glVertex3f(1.0, -1.0, 0.0);
glTexCoord2f(0.0, 2.0); glVertex3f(1.0, 1.0, 0.0);
glTexCoord2f(3.0, 2.0); glVertex3f(2.41421, 1.0, -1.41421);
glTexCoord2f(3.0, 0.0); glVertex3f(2.41421, -1.0, -1.41421);

glEnd();

glutSwapBuffers(),

}
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S e GL_REPEAT oo Nei GL_CLAMP plisiul J6 foxiw T
el Joo LAl Y AU 3 WS redraw W) i) &« glTexParameter™()

. cma-ﬂ myinit() c\.ﬂ‘ B
glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_CLAMP),;

glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_CLAMP);

Lol el —)

au e sl 2T s 3 clamp 5 o4 3 repeat Gk oSSt

sk LS™ myinit()
glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_T,
GL_CLAMP);

glTexParameterf(GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,
GL_REPEAT),
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W S
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2spia) waSa sLus|
¢ (@pp92.bmp illly 1 3 pay SLS|y CaSo vy S ) s Lems
Pl CaSdl sty WSl 210 STy s (s oS 0 L) BLSYL
s gl Aslall e Lad 1) JUsS mglill ae o f o laall dais Ll U ¢ 3,
v ¢ .25y application92 s Lz«)m e il Ll JBY AL el W Ll
S el S AR s s el Cie aoy r ST @23.0pp
| 1 a23.cpp Gl e LU

#include <windows.h>
#include <GL/glut.h>
#include <stdio.h>
#include <stdlib.h>

GLuinttexture[1]; [/ A~y S 7 ik ¢ 13 o
/) S 95 Ll 5
float angle, angle2;
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int moving, startx, starty,
void redraw ( void );
//g,.;j? Ji‘\l_{j;j Mwb)lxﬁ .L:-bwf csjfd\ J»:FJQ»A{UL
void load_texture ( char *file_name, int width, int height, int depth,
GLenum colour_type, GLenum filter_type )
{
GLubyte *raw_bitmap ;
FILE *file;
if ((file = fopen(file_name, "rb"))==NULL )
{
printf ( "File Not Found : %s\n", file_name ),
exit (1);
}
raw_bitmap = (GLubyte *) malloc ( width * height * depth *
( sizeof(GLubyte)) );
if (raw_bitmap == NULL)
{
printf ( "Cannot allocate memory for texture\n" );
fclose ( file),;
exit (1),
}
fread ( raw_bitmap , width * height * depth, 1, file );
fclose ( file),;
/) i) bf sy
glTexParameteri ( GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, filter_type ),;

glTexParameteri ( GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, filter_type );

VS A Ayl

glTexEnvf ( GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE,
GL_MODULATE );

/) S Al

gluBuild2DMipmaps ( GL_TEXTURE_2D, colour_type, width,
height, colour_type, GL_UNSIGNED_BYTE, raw_bitmap);

/) Byall 2

free ( raw_bitmap );
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void init ( void )

{

}

glEnable ( GL_TEXTURE_2D ),

glPixelStorei ( GL_UNPACK_ALIGNMENT, 1 );
load_texture ( "app92.bmp"”, 256, 256, 3, GL_RGB,
GL_LINEAR );
// Leave depth test off for speed, theres no 'in and out’
movement anyhoo :)

// glEnable (GL_DEPTH_TEST);
glEnable ( GL_CULL __FACE );
glClearColor (1.0, 1.0, 1.0, 0.0);

void draw_box ( void )

{

glPushMatrix ( );

glRotatef ( 90.0, 1.0, 0.0, 0.0 );

glColordf ( 1.0, 1.0, 1.0, 1.0 );
glBindTexture(GL_TEXTURE_2D, texture[0]);
glBegin(GL_QUADS);

// Front Face

glTexCoord2f(0.0f, 0.0f); glVertex3f(-1.0f,
glTexCoord2f(1.0f, 0.0f); gl/Vertex3f( 1.0f,
glTexCoord2f(1.0f, 1.0f); gl/Vertex3f( 1.0f,
glTexCoord2f(0.0f, 1.0f); glVertex3f(-1.0
// Back Face

glTexCoord2f(2.0f, 0.0f); glVertex3f(-1.0f, -
glTexCoord2f(2.0f, 2.0f); glVertex3f(-1.0f,
glTexCoord2f(0.0f, 2.0f); glVertex3f( 1.0f,
glTexCoord2f(0.0f, 0.0f); glVertex3f( 1.0f,
// Top Face

glTexCoord2f(0.0f, 1.0f); glVertex3f(-1.0
glTexCoord2f(0.0f, 0.0f); g/Vertex3f(-1.0
glTexCoord2f(1.0f, 0.0f); giVertex3f( 1.0f,
glTexCoord2f(1.0f, 1.0f); glVertex3f( 1.0f,
// Bottom Face

glTexCoord2f(1.0f, 1.0f);glVertex3f(-1.0
glTexCoord2f(0.0f, 1.0f); giVertex3f( 1.0
glTexCoord2f(0.0f, 0.0f); giVertex3f( 1.0
glTexCoord2f(1.0f, 0.0f); giVertex3f(-1.0
// Right face
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glTexCoord2f(1.0f, 0.0f); glVertex3f( 1.0f, -1.0f, -1.0f);
glTexCoord2f(1.0f, 1.0f); glVertex3f( 1.0f, 1.0f, -1.0f);
glTexCoord2f(0.0f, 1.0f); glVertex3f( 1.0f, 1.0f, 1.0f);
giTexCoord2f(0.0f, 0.0f); glVertex3f( 1.0f, -1.0f, 1.0f);
// Left Face
glTexCoord2f(0.0f, 0.0f);glVertex3f(-1.0f, -1.0f, -1.0f);
glTexCoord2f(1.0f, 0.0f); glVertex3f(-1. Of, -1.0f, 1.0f);
glTexCoord2f(1.0f, 1.0f); glVertex3f(-1.0f, 1.0f, 1.0f);
glTexCoord2f(0.0f, 1.0f); gl/Vertex3f(-1.0f, 1.0f, -1.0f);

glEnd();

glPopMatrix ( );

void reshape ( int w, int h)
{

glViewport (0, 0, (GLint) w, (GLint) h );

glMatrixMode ( GL_PROJECTION);

glLoadIdentity( );

if (h==0)

gluPerspective ( 45, (GLdouble)w, 1.0, 2000.0 );
else

gluPerspective(45,(GLdouble)w/(GLdouble)h,1.0, 2000.0 );
glMatrixMode ( GL_MODELVIEW );
glLoadIdentity ( );
}

void mouse ( int button, int state, int x, inty )

{
if ( button==GLUT_LEFT_BUTTON && state==GLUT_DOWN )

{
moving = 1;
startx = x;
Starty = y;
e
if ( button == GLUT_LEFT_BUTTON && state == GLUT_UP )
moving = 0;
}
void motion ( int x, inty )
{
if ( moving )
{
angle = angle + ( x - startx );
angle2 = angle2 + ( y - starty ),
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startx = x;
starty = y;
glutPostRedisplay ( );
}
}
void idle_func ( void )
{
angle = angle + 0.1;
if ( angle == 360 )
angle = 0;
glutPostRedisplay ( );

}
void keyboard ( unsigned char key, int x, inty )

switch ( key )
{
case 27: /* Escape key */
exit(0),;
break;
case 'f':
glutFullScreen ( );
break;
case 'w':
glutReshapeWindow ( 500,500 ),
break;
default:
break;
}

}
/* Main Loop
* Open window with initial window size, title bar,
* RGBA display mode, and handle input events. */
int main ( int argc, char** argv )
{
glutlnit ( &argc, argv );
glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
glutinitWindowSize ( 250, 250);
glutCreateWindow ( argv[0] );
init();
glutReshapeFunc ( reshape );
glutMouseFunc ( mouse  );
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glutMotionFunc ( motion );
glutKeyboardFunc ( keyboard );
glutDisplayFunc ( redraw );
glutlidleFunc  ( idle_func );
glutMainLoop ( );

return 0;

void redraw ( void )

{
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT),

glPushMatrix ( );

glTranslatef ( 0.0, 0.0, -4.0 ),
glRotatef ( angle2, 1.0, 0.0, 0.0 );
glRotatef ( angle, 0.0, 1.0, 0.0 );
draw_box ();

glPopMatrix ( );

glutSwapBuffers( );

P e alad Gl el A
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oudlad! il (w0 4 Gadald) Gl dugyud| A1 SEI CLaakti ks
Gl dha 3y pe WSy A8 20 (aS 15 ) o Gobad) M em
Gy a24.cpp Al weis ¢ 2Ty application93 ! P : 3. (app93.bmp

Gl es W) 2 el S B b e 5yl Gl gy e
' :az24.cpp

#include <windows.h>
#include <GL/glut.h>
#include <stdio.h>
#include <stdlib.h>
GLuinttexture[1]; // Storage For One Texture ( NEW )
GLuint box,top,xloop, yloop;
GLfloat xrot,yrot;
static GLfloat boxcol[5][3]=
{
{1.0f,0.0f,0.0f},{1.0f,0.5f,0.0f},{1.0f,1.0f,0.0f},{0.0f, 1.0f,
0.0f},{0.0f,1.0f,1.0f}
}:
static GLfloat topcol[5][3]=
{
{.51,0.0f,0.0f},{0.5f,0.251,0.0f},{0.5f,0.5f,0.0f},{0.0f,0.5f,
0.0f},{0.0f,0.5f,0.5f}
}:
GLvoid BuildLists();
static void redraw(void);
int main(int argc, char **argv);
void load_texture ( char *file_name, int width, int height, int depth,
GLenum colour_type, GLenum filter_type )
{
GLubyte *raw_bitmap ;-
FILE *file;
if ((file = fopen(file_name, "rb"))==NULL )
{

printf ( "File Not Found : %s\n”, file_name );
exit (1)
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3}
raw_bitmap = (GLubyte *) malloc ( width * height * depth *
( sizeof(GLubyte)) );
if (raw_bitmap == NULL)
{
printf ( "Cannot allocate memory for texture\n" ),
fclose ( file);
exit (1);
}
fread ( raw_bitmap , width * height * depth, 1, file );
fclose ( file);
// Set Filtering type
glTexParameteri ( GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, filter_type );
glTexParameteri ( GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, filter_type );
// Set Texture Evironment

glTexEnvf ( GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE,
GL_MODULATE );
// Build Mipmaps
gluBuild2DMipmaps ( GL_TEXTURE_2D, colour_type, width,
height, colour_type, GL_UNSIGNED _BYTE, raw_bitmap);
// Free up the array
free ( raw_bitmap );
}
void init ( void )
{
glEnable ( GL_TEXTURE_2D );
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1 );
Joad_texture ( "app93.bmp”, 128, 128, 3, GL_RGB,
GL_LINEAR );
glEnable ( GL_CULL_FACE );
glClearColor (1.0, 1.0, 1.0, 0.0);

}
GLvoid BuildLists()

{
box=glGenLists(2);
glNewList(box,GL_COMPILE),
glBegin(GL_QUADS);
// Bottom Face
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glNormal3f( 0.0f,-1.0f, 0.0f);
glTexCoord2f(1.0f, 1.0f); glVertex3f(-1.0f,
glTexCoord2f(0.0f, 1.0f); glVertex3f( 1. 0,
glTexCoord2f(0.0f, 0.0f); glVertex3f( 1.0f, -
glTexCoord2f(1.0f, 0.0f); glVertex3f(-1.0f, -
// Front Face
g/Normal3f( 0.0f, 0.0f, 1.0f);

0

glTexCoord2f(0.0f, 0.0f); gl/Vertex3f(-1.0f, -1.0f, 1.0f);
glTexCoord2f(1.0f, 0.0f); glVertex3f( 1.0f, -1.0f, 1.0f);
glTexCoord2f(1.0f, 1.0f); glVertex3f( 1. 0, 1.0f, 1.0f);
glTexCoord2f(0.0f, 1.0f); glVertex3f(-1.0f, 1.0f, 1.0f);
// Back Face

glNormal3f( 0.0f, 0.0f,-1.0f);

glTexCoord2f(1.0f,0.0f); glVertex3f(-1.0f, -1.0f, -1.0f);
glTexCoord2f(1.0f, 1.0f); gl/Vertex3f(-1. 0 1.0f, -1.0f);
glTexCoord2f(0.0f, 1.0f); glVertex3f( 1.0f, 1.0f, -1.0f);
glTexCoord2f(0.0f, 0.0f); glVertex3f( 1.0f, -1.0f, -1.0f);
// Right face

g/Normal3f( 1.0f, 0.0f, 0.0f);

glTexCoord2f(1.0f, 0.0f); glVertex3f( 1.0f, -1.0f, -1.0f);
glTexCoord2f(1.0f, 1.0f); giVertex3f( 1.0f, 1.0f, -1.0f);
glTexCoord2f(0.0f, 1.0f); glVertex3f( 1.0f, 1.0f, 1.0f);
glTexCoord2f(0.0f, 0.0f); glVertex3f( 1.0f, -1.0f, 1.0f);

// Left Face
glNormal3f(-1.0f, 0.0f, 0.0f);
glTexCoord2f(0.0f,0.0f); giVertex3f(-1.0f, -1.0f, -1.0f);

glTexCoord2f(1.0f, 0.0f); glVertex3f(-1. Of, -1.0f, 1.0r);
glTexCoord2f(1.0f, 1.0f); glVertex3f(-1.0f, 1.0f, 1.0f);
glTexCoord2f(0.0f, 1.0f); glVertex3f(-1.0f, 1.0f, -1.0f),
glEnd();
glEndList();
top=box+1;
glNewlList(top,GL_COMPILE);
glBegin(GL_QUADS),
// Top Face
glNormal3f( 0.0f, 1.0f, 0.0f);
glTexCoord2f(0.0f, 1.0f); giVertex3f(-1.0f, 1.0f, -1.0f);
glTexCoord2f(0.0f, 0.0f); glVertex3f(-1.0f, 1.0f, 1.0f),
glTexCoord2f(1.0f, 0.0f); glVertex3f( 1.0f, 1.0f, 1.0f);
glTexCoord2f(1.0f, 1.0f); glVertex3f( 1.0f, 1.0f, -1.0f);

glEnd();
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glEndList();
}
int main(int argc, char **argv)
{

glutlnit(&argc,argv);
glutlnitDisplayMode(GLUT_RGB | GLUT_DOUBLE |
GLUT_DEPTH);
glutinitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("draw 15 Lighting&Texturing Boxes");
glutDisplayFunc(redraw);
BuildLists();
init();
giMatrixMode(GL_PROJECTION);
gluPerspective(45,1.0,10.0,200.0),
glMatrixMode(GL_MODELVIEW);
glEnable(GL_LIGHTO);
glEnable(GL_LIGHTING);
glEnable(GL_COLOR_MATERIAL);
glutMainLoop();
return O;

}

static void redraw(void)
{
glClearColor(1.0,1.0,1.0,0.0);
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
for (yloop=1,;yloop<6;yloop++)
{
for (xloop=0;xloop<yloop,;xloop++)
{
glLoadldentity(),;
glTranslatef(1.4f+(float(xloop)*2.8f)-
(float(yloop)*1.4f),((6.0f-float(yloop))*2.4f)-
7.0f,-20.0f);
glRotatef(45.0f-
(2.0f*yloop)+xrot, 1.0f,0.0f,0.0f);
glRotatef(45.0f+yrot,0.0f,1.0f,0.0f);
glColor3fv(boxcol[yloop-1]);
glCallList(box),;
glColor3fv(topcol[yloop-1]);
glCaliList(top);
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glutSwapBuffers();
}
F AW Sl dalad L) ekedl A
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#include <windows.h>
#include <GL/glut.h>
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#include <stdio.h>
#include <stdlib.h>
// Angles here
float angle, angle2;
int moving, startx, starty;
GLfloat ambient_light[] = {0.3, 0.3, 0.45, 1.0};
GLfloat source_light[] = {0.9, 0.8, 0.8, 1.0},
GLfloat light_pos[] = {7.0, 0.0, 0.0, 1.0};
void load_texture ( char *file_name, int width, int height, int depth,
GLenum colour_type, GLenum filter_type )
{
GLubyte *raw_bitmap ;
FILE *file;
if ((file = fopen(file_name, "rb"))==NULL )
{
printf ( "File Not Found : %s\n", file_name );
exit (1)
}
raw_bitmap = (GLubyte *) malloc ( width * height * depth *
( sizeof(GLubyte)) );
if (raw_bitmap == NULL)
{
printf ( "Cannot allocate memory for texture\n" );
fclose ( file),;
exit (1);
}
fread ( raw_bitmap , width * height * depth, 1, file );
fclose ( file),;
// Set Filtering type
glTexParameter(GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, filter_type );
glTexParameteri ( GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, filter_type );
// Set Texture Evironment
glTexEnvf ( GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE,
GL_MODULATE );
// Build Mipmaps .
gluBuild2DMipmaps ( GL_TEXTURE_2D, colour_type, width,
height, colour_type, GL_UNSIGNED_BYTE, raw_bitmap );
// Free up the array
free ( raw_bitmap );
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}
void init ( void )

{
// Set up simple lighting model
glEnable ( GL_LIGHTING );
glLightModelfv(GL_LIGHT_MODEL_AMBIENT,ambient_light );
glLightfv (GL_LIGHTO,GL_DIFFUSE, source_light );
glLightfv ( GL_LIGHTO,GL_POSITION, light_pos ),
glEnable ( GL_LIGHTO );
// Enable material properties for lighting
glEnable ( GL_COLOR_MATERIAL );
glColorMaterial { GL_FRONT, GL_AMBIENT_AND_DIFFUSE );
glEnable ( GL_TEXTURE_2D );
glPixelStorei ( GL_UNPACK_ALIGNMENT, 1 );
load_texture("earth_r.raw”,640,320,3,GL_RGB,GL_LINEAR );
glEnable ( GL_CULL_FACE );
glClearColor (0.0, 0.0, 0.0, 0.0);

}

void draw_earth ( void )
{

glPushMatrix ( );
gl/Rotatef ( 90.0, 1.0, 0.0, 0.0 );
glColor4f ( 1.0, 1.0, 1.0, 1.0 );
GLUquadricObj* q = gluNewQuadric { );
gluQuadricDrawStyle ( q, GLU_FILL );
gluQuadricNormals ( g, GLU_SMOOTH );
gluQuadricTexture ( g, GL_TRUE ),
gluSphere ( g, 1.0, 20, 20 );
gluDeleteQuadric { q );
giPopMatrix ( );

void redraw ( void )

{
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLightfv ( GL_LIGHTO,GL_POSITION, light_pos );
glPushMatrix ( );

glTransiatef ( 0.0, 0.0, -4.0 );

glRotatef (angle2, 1.0, 0.0, 0.0 );

glRotatef (angle, 0.0, 1.0, 0.0 );

draw_earth ();

glPopMatrix ( );
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glutSwapBuffers( );
}
void reshape (intw, int h)
{
glViewport ( 0, 0, (GLint) w, (GLint) h );
glMatrixMode ( GL_PROJECTION),
glLoadldentity( ),
if( h==0)
gluPerspective ( 45, (GLdouble)w, 1.0, 2000.0 );
else
gluPerspective(45,(GLdouble)w/(GLdouble)h,1.0, 2000.0 );
glMatrixMode ( GL_MODELVIEW );
glLoadldentity ( ),;
}

void mouse ( int button, int state, int x, int 'y )
{
if ( button == GLUT_LEFT_BUTTON && state ==
GLUT_DOWN )
{
moving = 1;
startx = x;
starty = y;
} ,
if ( button == GLUT_LEFT_BUTTON && state == GLUT_UP )
moving = 0;
7
void motion ( int x, int 'y )

{

if ( moving )

angle = angle + ( x - startx );
angle2 = angle2 + ( y - starty ),
startx = x;
starty =y,
glutPostRedisplay ( );
}
}
void idle_func ( void )
{
angle = angle + 0.1;
if ( angle == 360 )
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angle = 0;
glutPostRedisplay ( );
}
#pragma argsused
void keyboard ( unsigned char key, int x, inty )
{
switch ( key )
{
case 27: /* Escape key */
exit(0),;
break;
case f':
glutFullScreen ( );
break;
case 'w'’:
glutReshapeWindow ( 500,500 ),;
break;
default:
break;
}
}

int main ( int argc, char** argv )
{

glutinit ( &argc, argv );
glutlnitDisplayMode( GLUT_RGB | GLUT_DOUBLE ),
glutInitWindowSize ( 450, 450),
glutCreateWindow("Earth"),;
init();
glutReshapeFunc ( reshape ),
glutMouseFunc ( mouse ),
glutMotionFunc ( motion ),
glutKeyboardFunc ( keyboard );
glutDisplayFunc ( redraw );
glutldleFunc  (idle_func );
glutMainLoop ( );
return 0;
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Primitives duwdigl! paliall ds gaze
1. giBegin, glEnd, glVertex, glRect

Ll edd Ll e
void glBegin (GLenum mode);
void glEnd (void);
void glVertex2{sifd}{v} (TYPE x, TYPE y);
void glVertex3{sifd}{v} (TYPE x, TYPE y, TYPE z);
void glVertex4{sifd}{v} (TYPE x, TYPE y, TYPE z, TYPE w);
void glRect{sifd} (TYPE x1, TYPE y1, TYPE x2, TYPE y2);
void glRect{sifd}v (const TYPE *v1, const TYPE *v2);

oS ped e ol By i ABLL e Y
2. glEdgeFlag, glEdgeFlagv
Colalall G alabes 33 b Aot 0131 Olds pdsii
to Y cadd alall Sl
void glEdgeFlag (GLboolean flag),;
% 51 boundary ;e S L Sy ool iy olaball Ol s
.nonboundary sl=ze
soh) o . false o true L) ad . B Jd BJU and ow flag
CBUH e s e Bl ae boundary 055 daadl) oy olel )
void glEdgeFlagv (const GLboolean *flag),;
L (Bshall ) pleadl plassat, Sy Gl WY s
Coordinate Transformation Q@‘.\:}ﬂ e s peme

1. glRotate, glTranslate, giScale, giMultMatrix, glFrustum,
glOrtho

L) sdd aladt IS

void glRotate{fd} (TYPE angle, TYPE x, TYPE y, TYPE z);
void glTranslate{fd} (TYPE x, TYPE y, TYPE z);
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void glScale{fd} (TYPE x, TYPE y, TYPE z);
void giMultMatrix{fd} (const TYPE *m);

WKL gt AU B gl O

Ll f.:fd\ge .\.f&dﬁi s B E4X4 Lasla] W sdzns \;:e}ﬂ 3Lt m
void glFrustum (GLdouble left, GLdouble right, GLdouble bottom,
GLdouble top, GLdouble near, GLdouble far),;

C(blwl L% ) perspective & sl B siall AU B siall O
- el 3 (bt B Bl c):_ZJ\ b st Ul Ol ieft, right

iy skt 2y i oL s Sl Olsas ibottom, top
% el é@ﬂ Sl e Gend 3l &y 2 BLLL Olsuk near, far

. Aor ge &}17 ol
void glOrtho (GLdouble left, GLdouble right, GLdouble bottom,

GLdouble top, GLdouble near, GLdouble far);
2. glLoadMatrix, giLoadIdentity

AU B il JlaawY 01 SV Olds Pt

te V) b el SCal)
void glLoadMatrix{fd} (const TYPE *m);
LN Bkt U B i) S
Ll V_..E.S\Jo :JM;JQZ LSL;%); 4X4 sl Bshas U :&}e ML T m
void glLoadIdentity (void);
3. giMatrixMode, glPushMatrix, giPopMatrix

. JW&.LS :4.9}.:2.«4,4 & VL-:\*:.U J.Abi[\ RS \;-MMJ
LY s alall L2
void giMatrixMode (GLenum mode),;
U Bl 0 S B i o sus
Dda Vs 3L AU B sial) O San ) B 5iall sas tmode

GL_MODELVIEW, GL_PROJECTION, GL_TEXTURE.
void glPushMatrix (void);
void glPopMatrix (void);



149 GL 4l J (galal

4. gibepthRange, glViewport
Viewport i £ dimd O a1 Olds pdsie
to V) b el (i)
void glDepthRange (GLclampd near, GLclampd far),;
LY S ] el U] e 7 08 4l R4S 20k

Tl e A S -t PR - P .
0 é.,,ob.d\“ M.:bﬁ . )Uayﬁ qL:;Lb—\ Jl ;,__)'J.b‘ C@o)\ (S somn V.:Jzu SA£ (near

-1 sl BV Al L LY S U el sbdll (5 g a5 312 far
void glViewport (GLint x, GLint y, GLsizei width, GLsizei height);
Coloring and Lightingisia¥\y jls¥! ds game
1. giColor, glindex, giNormai3
CER Bsaall Je Lsd sabkd eV sds pdses

Zfe\jf}"\ RES \awﬁ Jg.\i.“
void glColor3{bsifd ubusui}{v} (TYPE red, TYPE green, TYPE blue);
void glColor4{bsifd ubusui}{v} (TYPE red, TYPE green, TYPE blue,
TYPE alpha);
void glIndex{sifd}{v} (TYPE index),
void gIiNormal3{bsifd}{v} (TYPE nx, TYPE ny, TYPE nz);

2. giLight, giMaterial, giLightMode/

.;j,(a_)‘ JﬁLCT jT sal jT ;JMAH )J..A,a EL.»} ..L_).v\zﬂ J.A\)S[\ RV r.L>=.:.\.«.5

LAY sdb Ll 2
void giLight{if}{v} (GLenum light, GLenum pname, TYPE param);
void glMaterial{if}{v} (GLenum face, GLenum pname, TYPE
param);
void glLightModel{if}{v} (GLenum pname, TYPE param),

3. giIShadeModel

el dad a1 (s Py

PN ERPRPL LN
void glShadeMode! (GLenum mode),;

4. glFrontFace
bV a1 Al U s Y1 s sy
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e A Al Sl
void glFrontFace (GLenum dir);
NI P T RV [ S U 98
GL_CW asludi o jlie mo L) acd . oYl 4> 1 ablzs o) O :mode
CGL_CCW 3Ll o s So ol (sl oY) el )
5. giColorMaterial
A 00 Glay 55U 0 e Y s ey

RN ERVR BCSA
void glColorMaterial (GLenum face, GLenum mode);
6. giGetLight, glGetMaterial

slall el 35l ¢ sl jhas o J el OF Y0 Ol sz
e Al SCal)
void glGetLight{if}v (GLenum light, GLenum pname, TYPE
*params);

syl ydezs 302 ilight

DAl o il g sl jdae il y sa4 ipname

GL_AMBIENT, GL_DIFFUSE, GL_SPECULAR, GL_POSITION,
GL_SPOT_DIRECTION, GL_SPOT_EXPONENT, GL_SPOT_CUTOFF,
GL_CONSTANT_ATTENUATION, GL_LINEAR_ATTENUATION ,
GL_QUADRATIC_ATTENUATION.

c Ay slell UL wmy tparams

void glGetMaterial{if}v (GLenum face, GLenum pname, TYPE
*params);

s ) 33L oT GL_FRONT oY) e ) 33l o adlazaV| vt o 544 :face
. GL_BACK 4l
alexs] )l L aned Sale) 51 M S L y 205 ipname
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GL_AMBIENT, GL_DIFFUSE, GL_SPECULAR, GL_EMISSION,
GL_SHININESS, GL_COLOR_INDEXES.

A skl UL wmy cparams
Clipping pail| 4s gamae
1. giClipPlane
PN RV LN

void glClipPlane (GLenum plane, const GLdouble *equation);
2. glGetClipPlane

. e C}A S s S lalas B3l /»;3!5 i pdton
SONERCNIEN]
void glGetClipPlane (GLenum plane, GLdouble *equation);
. phd (s 245 iplane
i) Aslas SVl £ B Adeliae 2adle 2hol siael an )l A tequation
P e DA 38 plane s sl
Rasterization pul) blas 4 g
1. glRasterPos2
D) I Al S
void glRasterPos2{sifd}{v}(TYPE x, TYPE y),

void glRasterPos3{sifd}{v}(TYPE x, TYPE y, TYPE z);
void glRasterPos4{sifd}{v}(TYPE x, TYPE y, TYPE z, TYPE w),

c el DU Slles o e QU el s 350 505
Oblia] iy el e Sl Xy, Zw Sl 0w X Y,z W
o piall
2. giBitmap
. Bitmap ki 5 s ad Y1 L A
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PN AR BTN
void glBitmap (GLsizei width, GLsizei height, GLfloat xorig,

GLfloat yorig, GLfloat xmove, GLfloat ymove, const GLubyte
*bitmap);

A sy )y ki) 5l sl 5 e Olsas iwidth, height
(pixel a5 s2l daill
Ryl e sl e e L adadl 30l s aBse a2 xOrg, yorig
cAdeadl 5 el el 4 L)
bl B ) Blo) cxldl Xy DY) jliis sus 0 xmove, ymove
c 3yl ey A LU
el 5 sl Ol e 304 1 bitmap
3. glPointSize, giLineWidth
C bl ST LUl sl e 011 Olds pusiy
void glPointSize (GLfloat size);

void glLineWidth (GLfloat width);
4. giLineStipple, giPolygonStipple, giGetPolygonStipple

C.’:JJ asley j olalias ;J.A E';j_c' j bjb ol usd J,a\fy% s ALl
IJ.AU;Y\ sdd r\xﬂ Jg...ij\
void glLineStipple (GLint factor, GLushoirt pattern),;

void glPolygonStipple (const GLubyte *mask),
void glGetPolygonStipple (GLubyte *mask);

- J e W 2558 m tmask
5. giCuliFace, giPolygonMode
REANICIN| g S P WX gAE2 01 Ol sz
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Zdﬁff}ﬂ Jg.d: CL&S\ Jf\.ﬁ.ﬂ
void glCullFace (GLenum mode);
il Al AT LY e L e O 13 Lagh 322
3 GL_FRONT ad . oVl ledd =& 1 wx il sus imode
.GL_BACK

void glPolygonMode (GLenum face, GLenum mode);

Pixel Operations iwyal) Lad! Oldes ds gaze
1. glReadBuffer
2l LUl e S a3 jhme wusmd a1 s pdsny
SO RSP Y]
void glReadBuffer (GLenum mode);
gl bl e o U a3 S11 jaaes L
e L Ol A3 e 5 ST a4 i mode

GL_FRONT_LEFT, GL_FRONT_RIGHT, GL_BACK_LEFT,
GL_BACK_RIGHT, GL_FRONT, GL_BACK, GL_LEFT, GL_RIGHT,
GL_AUXi.

. GL_AUX_BUFFERS -1 3 0 Uy 4

2. glReadPixels, giDrawPixels, giCopyPixels
. 3.;}.,4_5\ L) CW.J 3 Zb\.:f 3 S;L.QJ J.Mjf}'\ R ('w\>=:.w5

:JAU;Y§ od (\3.53 J.<.J:J‘

void glReadPixels (GLint x, GLint y, GLsizei width, GLsizei
height, GLenum format, GLenum type, GLvoid *pixels);

void glDrawPixels (GLsizei width, GLsizei height, GLenum format,
GLenum type, const GLvoid *pixels);

void glCopyPixels (GLint x, GLint y, GLsizei width, GLsizei height,
GLenum type);
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3. giPixelStore, glPixelTransfer, glPixelMap, glGetPixelMap
o8 oMz ol a8l Ll aklas 5 225 248 ddmd a5V o iz

RRCIUE

SR PN PRESN L
void glPixelStore{if} (GLenum pname, TYPE param);
g el Ll o LU
P SF b o dla d s o S L )l sa2 ipname
D ST (3 48 sl bladl bl
GL_PACK_SWAP_BYTES, GL_PACK_LSB FIRST,

GL_PACK_ROW_LENGTH, GL_PACK_SKIP_PIXELS,
GL_PACK_SKIP_ROWS, GL_PACK_ALIGNMENT.

13S0 e a8 gl LU bl o5, 2B e S5 6 T o8 o dlas
GL_UNPACK_SWAP_BYTES, GL_UNPACK_LSB_FIRST,

GL_UNPACK_ROW_LENGTH, GL_UNPACK_SKIP_PIXELS,
GL_UNPACK_SKIP_ROWS,GL_UNPACK_ALIGNMENT.

. pname 3 ) o sl 3ad e tparam
void glPixelTransfer{if} (GLenum pname, TYPE param),;
C A sl Bl 5 LU ey
GL_MAP_COLOR, GL_MAP_STENCIL, GL_INDEX_SHIFT,
GL_INDEX_OFFSET, GL_RED SCALE, GL_RED BIAS,
GL_GREEN_SCALE, GL_GREEN_BIAS, GL_BLUE_SCALE,

GL_BLUE_BIAS, GL_ALPHA_SCALE, GL_ALPHA_BIAS,
GL_DEPTH_SCALE, GL_DEPTH_BIAS.

. pname & bl Jaww 3 nm tparam

void glPixelMap{f usui}v (GLenum map, GLint mapsize, const
TYPE *values);

LA gl Ll (5 aky x4
DL M alezsl 3l L e ey 2 o) sdsimap

GL_PIXEL_MAP_I_TO_I, GL_PIXEL MAP_S_TO_S,
GL_PIXEL_MAP_I TO_R, GL_PIXEL _MAP_I TO_G,
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GL_PIXEL_MAP_I_TO_B, GL_PIXEL_MAP_I_TO_A,
GL_PIXEL_MAP_R_TO_R, GL_PIXEL_MAP_G_TO_G,
GL_PIXEL_MAP_B _TO_B, GL_PIXEL MAP_A_TO_A.

o s @2l oy A o 504 imapsize
. Mapsize i  yias mivalues
void glGetPixelMap{f usui}v (GLenum map, TYPE *values);
cooast g pall Ll dey o asy
Dl 1S dlezdt AL Bsle] o1 L a5 gl L) aky 2 538 imap

GL_PIXEL_MAP_I_TO_I, GL_PIXEL MAP_S_TO_S,
GL_PIXEL MAP_I _TO_R, GL_PIXEL_MAP_I TO_QG,
GL_PIXEL_MAP_I_TO_B, GL_PIXEL_MAP_I_TO_A,
GL_PIXEL_MAP_R_TO_R, GL_PIXEL_MAP_G_TO_G,
GL_PIXEL MAP_B TO_B, GL_PIXEL _MAP_A_TO_A.

- i sl bladl dlay = ol g1t B shzs Lnsivalues
4. glIPixelZoom
D) Al Sl
void glPixelZoom (GLfloat xfactor, GLfloat yfactor);

oS A SLuSY | e gane
1. glTexParameter, giTexEnv
Fragment s &) dl> » le S 4 suber 2SS M eI Ola pdsiey

:Cﬁf@‘ Cﬂ‘l‘& (ewﬁ JQITJ\
void glTexParameter{if}{v} (GLenum target, GLenum pname, TYPE
param);
void glTexEnv{if}{v} (GLenum target, GLenum pname, TYPE
param);

. GL_TEXTURE_ENV 0,55 O s iad . oS 5 &2y O (target



Y. OpenGL (o} gaysall Juda

;)Ju<3 O g aed .%/JJZ\.@. .h:.wjj dad (nmy lpNa@me
i b slisend Al 3 30 Aol plasnal Sy « GL_TEXTURE_ENV_MODE
.GL_TEXTURE_ENV_COLOR : 23 v & xiJl
- A
GL_MODULATE, GL_DECAL, : 3\ &)l (si| 344 :param

.GL_BLEND

2. glTexCoord
C S ST el e JAVERT Py

SR ERVINAI LN
void glTexCoord1{sifd}{v} (TYPE s);
void glTexCoord2<{sifd}{v} (TYPE s, TYPE t),;
void glTexCoord3{sifd}{v} (TYPE s, TYPE t, TYPE r);
void glTexCoord4{sifd}{v} (TYPE s, TYPE t, TYPE r, TYPE q);
3. giTexGen

LB ST g e Sl AT s psny
FON R LG
void glTexGen{ifd}{v} (GLenum coord, GLenum pname, TYPE
param);
C oS i) W s aasS (&,u
.GL_S, GL_T, GL_R, GL_Q : «b. s S j &Uld>] S coord
w0 055 O g L S A Sl W5l et e spname
3y b plaszal Al 3 3l 3 sl S8 . GL_TEXTURE_GEN_MODE
GL_TEXTURE_GEN_MODE, GL_OBJECT_PLANE, : v ¢\x&Jl
. GL_EYE_PLANE
GL_OBJECT_LINEAR, 4es. i) o\ S 5 0 5 lauw s Cnm iparam

. GL_EYE_LINEAR, GL_SPHERE_MAP

4. giTexImage
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s ) 13g] Aladl S
void glTexImagelD (GLenum target, GLint level, GLint components,
GLsizei width, GLint border, GLenum format, GLenum type, const
GLvoid *pixels);
void glTexImage2D (GLenum target, GLint level, GLint components,
GLsizei width, GLsizei height, GLint border, GLenum format,

GLenum type, const GLvoid *pixels);

5. giGetTexEnv, glGetTexGen, glGetTexImage,
glGetTexLevelParameter, glGetTexParameter

. v.:fb:jb M\EMASQ&JMJAUEH o.:\,é\z.,\jd.w&
:f\)@\ RS r\x.” J.,<.JJ1

void glGetTexEnv{if}v (GLenum target, GLenum pname, TYPE
*params),

CoS Al A bl g

. GL_TEXTURE_ENV 0555 Ol % aadd . oS j &2y Onm (target

055 O g e oS 5 iy o ) e i ipPAME
.GL_TEXTURE_ENV_COLOR s GL_TEXTURE_ENV_MODE

- Ay slell WU wxy tparam

void glGetTexGen{ifd}v (GLenum coord, GLenum pname, TYPE
*params);

C S A ol g el y s
GL_S, GL_T, GL_R, GL_Q : 4. ime oS 5 Uil (nm coOrd
wod 0555 0F g L Bslel 51 il BeeS e spname
D3I S W5 (6 st Ve AT ol | GL_TEXTURE_GEN_MODE
.GL_OBJECT_PLANE or GL_EYE_PLANE

A sllell UL sy cparam

void glGetTexImage (GLenum target, GLint level, GLenum format,
GLenum type, GLvoid *pixels);

L S 8 se e



YA OpenGL () zeasal) Jula

GL_TEXTURE_1D : &yl ol ade Jpad 510 (S A1 sus target
. ,GL_TEXTURE_2D

Sstme 0 Sidl i llell 5,02l Lol 5, s 2us tlevel
-t A8 sl

sl Y L aalall bl s sl bladl s sas iformat

GL_RED, GL_GREEN, GL_BLUE, GL_ALPHA, GL_RGB, GL_RGBA,
GL_LUMINANCE, GL_LUMINANCE_ALPHA.

dod . salall UL 35 00 bla ¢ 5 >Asitype

GL_UNSIGNED_BYTE, GL_BYTE, GL_UNSIGNED_SHORT,
GL_SHORT, GL_UNSIGNED_INT, GL_INT, GL_FLOAT.

o e Bgias L) e 0K O g L S I 5,50 A ipixels
. type

void glGetTexLevelParameter{if}v (GLenum target, GLint level,
GLenum pname, TYPE *params);

e el S st ol oS By o5 A

GL_TEXTURE_1D : ¥4l ol ade Jpadi 510 S 4 502 :target
. ,GL_TEXTURE_2D

Syimr 0 Syd) fan o Rl 5 pal Lolidl W3, s 302 tlevel
NP R PP

P aSll e, oS A g s ol 302 ipname

GL_TEXTURE_WIDTH, GL_TEXTURE_HEIGHT,
GL_TEXTURE_COMPONENTS, GL_TEXTURE_BORDER
- slall UL wn tparam
void glGetTexParameter{if}v (GLenum target, GLenum pname,
TYPE *params);
L S by o
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GL_TEXTURE_1D : d5all ol ale Jsadl ol M S dI sz ttarget
. ,GL_TEXTURE_2D

ke ded L S Al s s oul 505 ipname

GL_TEXTURE_MAG_FILTER, GL_TEXTURE_MIN_FILTER,
GL_TEXTURE_WRAP_S, GL_TEXTURE_WRAP_T,
GL_TEXTURE_BORDER_COLOR.

s oS Al bile s A tparams
Fog wluall 4 gene
1. glFog
. u\..wa.j\ ELA} Mf%“ s \zJ}M" J
a1 LA Al el
void glFog{if}{v} (GLenum pname, TYPE param),
Frame Buffer ) X338 ,SI Oldes 4 gane

Operations

1. glScissor, glAlphaFunc, giIStencilFunc, giStencilOp,
glDepthFunc

. fragment >, jamis (Sl o3V sda pdszs
el s ) sl alall Sy
void glScissor (GLint x, GLint y, GLsizei width, GLsizei height);
- (0,0) tagd) aad . adl) a1 adendl 3l &5 1 Olsas 1, y
c 2B Bydis g W1y 5 e ObA% twidth, height
void (GLenum func, GLclampf ref);
(WD) a3l e ol sas
Lol Y dendll ) dhezstl aad L a3l Bk &b 42 func
. (GL_ALWAYS

GL_NEVER, GL_LESS, GL_EQUAL, GL_LEQUAL, GL_GREATER,
GL_NOTEQUAL, GL_GEQUAL, GL_ALWAYS .



AR OpenGL () geaysall Jula

B ez el sda iz . Aasld) LT 2ed L 0,8 Bam o Bed O iref
el L WY Al s Lol 1 aedly WY alae s B0 aed) k. [0,1]
. 0 i) BY)
void glStencilFunc (GLenum func, GLint ref, GLuint mask),;
. L.,:.-\:L\ M@f@jc\-?%
poakersl e L el 2 sag tfunc

GL_NEVER, GL_LESS, GL_EQUAL, GL_LEQUAL, GL_GREATER,
GL_NOTEQUAL, GL_GEQUAL, GL_ALWAYS .

J 2 dod) ol cpjﬂ va—U—\ u&éj\ J:.—\ O Aamor e il o oiref
Sl a5 S g okl ol s sie n 5L (0,20 - 1]
dax ) acdll . I8 & AND sraill Ll ade ey ¢ B sus imask
R WINPT RUCT SRR W PN PO |
void glIStencilOp (GLenum fail, GLenum pass, GLenum zpass);
DAl ol e 123 e 03U () adll o A
GL_KEEP, GL_ZERO, GL_REPLACE, GL_INCR, GL_DECR, GL_INVERT.
bbb e Sy comdl b pE e S ol adll o 12fa
S ) gasl)
GL_KEEP, GL_ZERO, GL_REPLACE, GL_INCR, GL_DECR, and
GL_INVERT.
i) Geall amd y Comdl e CL4’. die o3 Ll adl) e tzpass
Ny
GL_KEEP, GL_ZERO, GL_REPLACE, GL_INCR, GL_DECR, GL_INVERT.
void glDepthFunc (GLenum func);

APt S g RU -V - - PR EC WA VO | P
(( GL_LESS .l Yl andll ) dlazs) ol L Gasll &5 )l &l 5us 2func

GL_NEVER, GL_LESS, GL_EQUAL, GL_LEQUAL, GL_GREATER,
GL_NOTEQUAL, GL_GEQUAL, GL_ALWAYS.
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2. giBlendFunc, giLogicOp
. frame buffer d> ,» 5 fragment > » o » 3 Ol Y1 Ol Ay

oY) b ) Sl
void glBlendFunc (GLenum sfactor, GLenum dfactor);
void glLogicOp (GLenum opcode),;
COl e s e e Akete 35 50 BB ddes 504
Oy ﬁaa . adkedl) ades)l dgosd ub Uws lopcode
GL_CLEAR, GL_SET, GL_COPY, GL_COPY_INVERTED, GL_NOOP,
GL_INVERT, GL_AND, GL_NAND, GL_OR, GL_NOR, GL_XOR,

GL_EQUI1V, GL_AND_REVERSE, GL_AND_INVERTED,
GL_OR_REVERSE, GL_OR_INVERTED.

3. giClear
ST g sy 2850 5 515 med a0 s plsny

PPN ERCSN RIS

void glClear (GLbitfield mask),

4. giClearAcctim, glClearColor, giClearDepth giClearIndex,
gliClearStencil

c oy Genlly O s o ) el 5V 0 pisns

:J.»U;Y‘ old \a\.&j) J_,<,;J5
void glClearAccum (GLfloat red, GLfloat green, GLfloat blue, GLfloat
alpha);
void glClearColor (GLclampf red, GLclampf green, GLclampf blue,
GLclampf alpha),;
void glClearDepth (GLclampd depth);
void glClearIndex (GLfloat c);
void glClearStencil (GLint s);
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5. giDrawBuffer, glIndexMask, gliColorMask, giDepthMask,
glStencilMask

. 2\4&\ wv}:-?uﬁ 3\:.35.&.\ ;U;\J\ J:&A:SJ,»\)S!\ PRTY (.X};:..MS
IJ.A\}%” od \z\.«.ﬂ UM\

void glDrawBuffer (GLenum mode);
g e S BB S1 ¢ 5 sak

GL_NONE, GL_FRONT_LEFT, GL_FRONT_RIGHT, GL_BACK_LEFT,
GL_BACK_RIGHT, GL_FRONT, GL_BACK, GL_LEFT, GL_RIGHT,
GL_FRONT_AND_BACK, GL_AUXi.

. GL_AUX_BUFFERS -1 50 o» | %3
void glindexMask (GLuint mask);
Al STl s Alitns Ul BLST Laws ol widd Wl ¢ B o mask
O el

void glColorMask (GLboolean red, GLboolean green, GLboolean blue,
GLboolean alpha),;

oY ST ) AU U S Al ey ) e
O s UQ NI w<‘ O 13 L su4 :red, green, blue, alpha
e PN N I R IR SRV R EEN PR FN PRSP
DB as gl 5 S ) s ss) e AV GL_TRUE <6 S
void glDepthMask (GLboolean flag),;
e w33 5 S ) A Jlany o feiy
Lo flag=0 =ol8 15 . dlais Gexld 23 gl 5 S CO8 13 Wi sa4 flag
23 AV A ol e BT ity Gonll 3850 5 S0 e 2SI Jlanz 05
A A )
void glStencilMask (GLuint mask);
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Sl st oz Wits Ul BT Ll o Leid Bl ¢ 13 22 imask
. M;-‘
6. glAccum

RS JE v P g R WO LA RV e

L)L aladt ISl
void glAccum (GLenum op, GLfloat value);
. mf\J_Jiji\ S;SM&;M
P Al i8S a3 5 5 ST Bkee 504 10p
GL_ACCUM, GL_LOAD, GL_ADD, GL_MULT, GL_RETURN.
CaeST A as gl 5 ST ddes (3 dedsiieee Audle Aol Al U ivalue

Evaluators Gledl! 4s game
1. giMap1, giMap2
s sl Aty dey Slagie iy et OV Ol pukiey

oY) ALl (SCadi

void giMap1{fd} (GLenum target, TYPE ul, TYPE u2, GLint stride,
GLint order, const TYPE *points);

ASad) ) il dland 3L 3 g 4 sk ctarget

GL_MAPI1_VERTEX_3, GL_MAPI1_VERTEX_4, GL_MAPI1_INDEX,
GL_MAP1_COLOR_4, GL_MAPI_NORMAL,
GL_MAPI_TEXTURE_COORD_1, GL_MAPI_TEXTURE_COORD_2,
GL_MAPI_TEXTURE_COORD_3, GL_MAPI1_TEXTURE_COORD_4.

LU L}a:— /LAJ@*"' s ul, u2

i Ay oSE AkE Ry Gy B a5l S 23l oL sae sus :stride
. points — L) el SUL ag e 6 ) Vﬁ

o ge a3 0550 O g L Sl L sds A% torder

Sl bl 35 4 50 504 1points
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void giMap2{fd} (GLenum target, TYPE ul, TYPE u2, GLint ustride,
GLint uorder, TYPE v1, TYPE v2, GLint vstride,GLint vorder, const
TYPE *points),;
RPN @u Lowis 2 a0
S Ll 2l s 30N ) ¢ $ 2% ttarget
GL_MAP1_VERTEX_3, GL_MAP1_VERTEX 4, GL_MAP1_INDEX,
GL_MAP1_COLOR 4, GL_MAP1_NORMAL,

GL_MAP1_TEXTURE_COORD_1, GL_MAPI_TEXTURE_COORD_2,
GL_MAPI1_TEXTURE_COORD_3, GL_MAP1_TEXTURE_COORD_4.

.u_JlbéL%bi"sAé:ul, u2

By R oS4 ek B w2 ol 5l 2l SUW sae sus tustride
UV ST b U o O e (R (141) ] s WSS 2k

el 055 0T ot LU R By WSl Bl Bsies skl 502 uorder
A g

,V_JLB;L«J@'“:A;;:VI, v2

Ay Rl oKL 2ok Bl oy 353500 ) 23l UL sae 3u2 vstride
UV S b U o ege fj Of G (R (I41) 2T WSS ks

el 055 0T g L v R 38y oSdl Bl Bsies slal sus cvorder
A g

oSl LB 3 hm0 1) 1250 342 points

2. giIMapGrid1, giMapGrid2, glEvalMesh1, glEvalMesh2,
glEvalPoint1, giEvalPoint2

. hﬁiJzU (.."\quaw V.:.:Ej .x.;jd,dﬁ!% IR ("M
NSV EA]

void giMapGrid1{fd} (GLint un, TYPE ul, TYPE u2 ),
.x.d\ L§>L>‘ mesh bvw L.WM \fé.& \./J.x.’
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A e atedd L U1, U2] il 2 s ¢l Y s 302 1 un

3 /=0 U dro sl A2l el = o sz o LQ.JM 2Ll u2

i=un
void giMapGrid2{fd} (GLint un, TYPE ul, TYPE u2, GLint vn, TYPE
vi, TYPE v2);

. ) L";UmeshKWQMMTJMJﬁ

i ge died L (U1, U2] B B es sl sde 302 1 un

3 /=0 Oy dxo sl deeiall il J@r;&fw\;,w;& w1, u2
. I=un

A e aiedd L [V, v2] 3ad 8 e o) YT sas 502 1 v

3 =0 oy ded A il 82 Js 5 ol e Lois sa2 iva, v2
. i=vn

void glEvalMesh1 (GLenum mode, GLint i1, GLint i2);
Dl o blal asl- Y aad) slel st

GL_POINT , asg . L shsll ol Llall i)l slal g o 544 :mode
.GL_LINE
e 2 il Boms o3 2 =T 4l 502 111, 12

void glEvalMesh2(GLenum mode,Glint i1,GLint i2,GLint j1, GLint j2);
c bkl o Ll At i) sl st

dod . lal2ll (T b sl rf Ll i) slay] J» 202 :mode
.GL_POINT , GL_LINE, GL_FILL
J A J2 ol B o3 2 2Ty Uy s 11,52
void glEvalPointl (GLint i);
. mesh (siw s B Ay BB kg Uy



AR OpenGL ul! &= el Jada

A 8 el G B3 342 1
void giEvalPoint2 (GLint i, GLint j);
. mesh 5@,@93 Sy Aok vk y g
IM‘J\;JMWMJ% )
3. glEvalCoord1, glEvaiCoord2
o] Jg e sl 5 o dad) Bl Ll = i) O Y1 Olds pdszey
. osas
:Lﬁfﬁw Q,g.l.& (L:J\ &w" i
void glEvalCoord1{fd}{v} (TYPE u);
el ze;ufmfysm@
Y el U Ed ods Ke5. U ol J2 0SS Red 342 U
il g/iMapl , giMap2
void glEvalCoord2{fd}{v} (TYPE u, TYPE v);
AN el 2l Al sl Kias v oblis] Jg 055 el 204w
.\ giMap1 , giMap2
A el Al s Kss v oUls] JI2 0SS Red i iy
. &l giMap2
4. giGetMap
oleill Batluy o3 e J g AV sty
L) 1 Al SCal)
void glGetMap{idf}v (GLenum target, GLenum query, TYPE *v);
Daless) 3l dlay > 4l sus ctarget
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GL_MAP1_COLOR_4, GL_MAPI1_INDEX, GL_MAP1_NORMAL,
GL_MAPI_TEXTURE_COORD_1, GL_MAPI_TEXTURE_COORD_2,
GL_MAPI1_TEXTURE_COORD_3, GL_MAPI_TEXTURE_COORD_4,
GL_MAPI1_VERTEX_3, GL_MAP1_VERTEX_ 4, GL_MAPZ2_COLOR_4,
GL_MAPZ2_INDEX, GL_MAP2_NORMAL,
GL_MAP2_TEXTURE_COORD_1, GL_MAP2_TEXTURE_COORD_2,
GL_MAPZ2_TEXTURE_COORD_3, GL_MAPZ2_TEXTURE_COORD_4,
GL_MAPZ2_VERTEX_ 3, GL_MAPZ2_VERTEX 4.

/ T ilexst \,.,:EJ\ canle] o U b ) sas rquery
GL_COEFF, GL_ORDER, and GL_DOMAIN
sl DU ey 1y

Selection and Feedbach iwsSal| dalad!y & daid! de geim
1. gIRenderMode, giSelectBuffer, gIFeedbackBuffer
C 2l a3 5 SV et baf it eV sl pdszs
Ifﬁjt}ﬂ RPN ("b.“ Jgkiﬂ
GLint giRenderMode (GLenum mode);
. rasterization g Jaf si
5 (Al DY) iedll ) GL_RENDER: i) A L s Laf 502 imode
. GL_FEEDBACK 3 GL_SELECT
void glSelectBuffer (GLsizei size, GLuint *buffer),;
) Laf 3 el e B 283 5 ST T
. 3.735&\ S‘P/\ud\ o> 2L Isize
L asas) UL way tbuffer
void glFeedbackBuffer (GLsizei size, GLenum type, GLfloat *buffer);
A S Bl Loy \.J/\M
L3355 S 3 Ll S ) ) e sue o suk size
DAl L S o e sl ) Sl plall iy U e stype

GL 2D, GL_3D, GL_3D_COLOR,
GL_3D_COLOR_TEXTURE,GL_4D_COLOR_TEXTURE.
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LS Ldadl oLy W chuffer
2. glPassThrough
5SSl 05 Lol token e Ay a1 s sy
| L S Al el
void glPassThrough (GLfloat token);
A Sl Rl 283105 S0 3 s i
A Sl el 285 5 S 3 e i ) ol 3a3 502 ttOKeD

3. glInitNames, glLoadName, giPushName, gliPopName
,g,\a;l) EL:.LA.’.; u.a\;-ﬁ r,..wﬁﬂ JV&EM J.»bfy\ oda (.\9;;:.....5
:JAJ;Y\ o.:LrL \;w‘ J&iﬂ
void glInitNames (void);
(e S B 055 0k i 1]
void glLoadName (GLuint name),;
PO TSR R P W
eV S R (383 g 5l 20 OSG oe 1 oY1 iname
void glPushName (GLuint name); )
Y S U el
oV S U asss 51U N ipame
void glPopName (void);

Display Lists ylga¥! rlsd da gasxe
1. giNewlList, glEndList, giDeletelLists

LY dd alall IS

.rﬂy‘w.&ﬁwuﬁiﬁ'ﬁw
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void gINewlList (GLuint list, GLenum mode);
void glEndList (void);
void glDeleteLists (GLuint list, GLsizei range);
2. glCaliList, glCallLists
LBY ) e B e ST BTy b B Lk 01 Y1 Ol sy
:C}{f‘Y\ u.gJ.& \AL:;H J.<.&J¥

void glCallList (GLuint list);
void glCallLists (GLsizei n, GLenum type, const GLvoid */ists);

B g e iy
Cladias sl by Zls sas sug 0
D alezs! ol =3l p 8 osak itype
GL_BYTE, GL_UNSIGNED_BYTE, GL_SHORT,

GL_UNSIGNED_SHORT, GL_INT, GL_UNSIGNED_INT, GL_FLOAT,
GL_2 BYTES, GL_3_BYTES, and GL_4_BYTES.

LY aY e sl ) e Bbsheas U] 15 56 304 2iStS

3. glGenlists, glIsList, giListBase
LY ) R b 35I5Y s sds pases
DY) edb el S

GLuint glGenLists (GLsizei range);
GLboolean glIsList (GLuint list);

Bl Y sy ey
s g e AT L LY BN ol sk st
void glListBase (GLuint base);
. glCallLists NV =1 o JLbYl amiY ulud o
sl W & glCallLists ol15) L) 3Ll doums G>)5) G 544 hasE

0 gl e L gl il
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Modes and Execution iuiiilly bl ¥ ds gane
1. glEnable, gIDisable, giIsEnabled

Lo bt e ey Leleads i)y BUYY Jeridd ol pY1 ods sz

Ifs;\“ sld (\;J\ J&.‘:J\
void glEnable (GLenum cap),;

void glDisable (GLenum cap);
GLboolean glIsEnabled (GLenum cap);

Y Al G e 03 Lo ey
. OpenGL &) sa <ol Ul iy cap

2. glFinish
gty Jﬁ,‘;\, OpenGL sl 2 AT 8 Sy LAY s e
a1 sl Sl

void glFinish (void),;
3. giFlush

.5 L2l OpenGL 14 e i LY A1 e sy
IO (RRPRRIS L]

void glFlush (void); ,
L 3aAs i 88 M= L) e OpenGL sl %

4. glHint
. OpenGL
L 10 sl (Sl

void glHint (GLenum target, GLenum mode);
State Queries diall Gldlaiu! 4s g
1. glGetError, glGetString
Jlail it o L lex o Slodas o Jpamd) O Ol pisizey
. S OpenGL

to ey Al Sl
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GLenum giGetError (void);
sl e Sl ghas dm
const GLubyte * glGetString (GLenum name);
. S OpenGL JLa) Cias Gpa dhadar domy
N (,.:Sji . el 2ug tname

GL_VENDOR, GL_RENDERER, GL_VERSION, GL_EXTENSIONS.
2. glGetBooleanv, glGetDoublev, giGetFloatv, glGetIntegerv

Rilea] C)ij:» o (})\x:.w))d Jﬁﬁjifi sl fw
void glGetBooleanv (GLenum pname, GLboolean *params);
GL_TRUE s GL_FALSE W} 33\l aedll . 302 Lo J 2dbie 203 A
Rl ) e Sy L sl 3N b I 2ed 504 ipname
a2l o ol 303 Uay tparams
void glGetDoublev (GLenum pname, GLdouble *params);
s GL_FALSE W alll aedl . su2 lwy ddle alol icd dw
ciedle Aol ] J g Gemaall sl L aglad) ] J>! .o GL_TRUE
void glGetFloatv (GLenum pname, GLfloat *params);
s GL_FALSE W el ad)l . sa2 by udle Aol ied dwm
L esle Aol U] J g Bl SleY) T ailaidl) o2l T e GL_TRUE
void glGetintegerv (GLenum pname, GLint *params),
GL_TRUE 3 GL_FALSE | 33l il . 50 o J Goems iad dom
L e o) A ) Al aloldl shael T ¢ 2l o3 ol e
3. glPushAttrib, giPopAttrib
AL SN e e B gat £l tly Laid O Y1 OV pdsi
30,:_,65}” CJ”-'L& (ij\ J_‘<.L.5§
void glPushAttrib (GLbitfield mask);
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A Y gmie o 35 5n2 osT ] s mask 4l sy St ) s dsl
ool i 30 e
DAl ol L Lol )y LS 5% tmask

GL_ACCUM_BUFFER _BIT , GL_COLOR_BUFFER BIT
,GL_CURRENT_BIT , GL_DEPTH_BUFFER_BIT , GL_ENABLE_BIT,
GL_EVAL _BIT, GL_FOG_BIT, GL_HINT_BIT, GL_LIGHTING_BIT,
GL_LINE _BIT, GL_LIST_BIT, GL_PIXEL MODE_BIT, GL_POINT_BIT,
GL_POLYGON_BIT, GL_POLYGON_STIPPLE BIT, GL_SCISSOR_BIT,
GL_STENCIL_BUFFER_BIT, GL_TEXTURE_BIT, GL_TRANSFORM_BIT,
GL_VIEWPORT_BIT.

void glPopAttrib (void);

. gIPushALtrib +1 =T by &l W) OV gt 03 domtns
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GLU dwsiSl

a7 e wimg ¢ Dldeal! (0 Audd (S0 ded dogeme OpenGL (i
ASL! Jaad  pelg¥f 0l e Slelel¥) lof Gom ol ! Clides
8 Olwgu | mam oo gl @l Jeall g oo GLU
. OpenGL gl oo lilwis! ud ! Dislpz ¥l (o dduad! e
s Ologane of| Igosudl As Jaausg plg¥1 g by ol losh
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Texture Images <S8\ fd| ypo bt g
1. gluScaleImage
. SJMke&ﬁuJ}T@ﬂle&fi}“ L\AJ&.&
e 1) alal) AN
int gluScaleImage (GLenum format, GLint widthin, GLint

heightin,GLenum typein, const void *datain, GLint widthout, GLint
heightout, GLenum typeout, void *dataout);

Do 1A 2 L A el L) oLl s sas : format

GL_COLOR_INDEX, GL_STENCIL_INDEX, GL_DEPTH_COMPONENT,
GL_RED, GL_GREEN, GL_BLUE, GL_ALPHA, GL_RGB, GL_RGBA,
GL_LUMINANCE, GL_LUMINANCE_ALPHA.

AN hall 8y sl g W)y o e Olarw Sl O sus twidthin, heightin

taad . datain L ) =l e DU ¢ 50 itypein

GL_UNSIGNED_BYTE, GL_BYTE, GL_BITMAP,
GL_UNSIGNED_SHORT, GL_SHORT, GL_UNSIGNED_INT, GL_INT,
GL_FLOAT.

Cohall el Lx«;» su4 1 datain
S 2Bl 8 sl ¢ W)y 5 e Ol ) DA sus iwidthout, heightout

taad .dataout Lo =1 s ULl ¢ § sas itypeout

GL_UNSIGNED_BYTE, GL_BYTE, GL_BITMAP,
GL_UNSIGNED_SHORT, GL_SHORT, GL_UNSIGNED_INT, GL_INT,
GL_FLOAT.

L35, sl ) 14 5e 504 dataout
2. gluBuild1DMipmaps, gluBuild2DMipmaps
.5»45\ sl }buiuﬁjh‘ﬂumu Sjrpw;,.;j.kﬁjjﬂ QU.ASYS Olda \A.L>=:.w,g
1Y) Gaded alad) 83D
int gluBuild1DMipmaps (GLenum target, GLint components, GLint
width, GLenum format, GLenum type, void *data);

int gluBuild2DMipmaps (GLenum target, GLint components, GLint
width, GLint height, GLenum format, GLenum type, void *data),



YYo GLU 4« gala)

A sl e GL_TEXTURE_1D 4 . 441 S 3 504 target
Y U=l s GL_TEXTURE_2D s gluBuild1DMipmaps
. gluBuild2DMipmaps
0 1,2,3,4 4 . oS A 3 sl o S sus sus icomponents
c oS A by 2 e sas iwidth
tegd L A sl Ll oLy Jﬁ.» >.£ format

GL_COLOR_INDEX, GL_RED, GL_GREEN, GL_BLUE, GL_ALPHA,
GL_RGB, GL_RGBA, GL_LUMINANCE,GL_LUMINANCE_ALPHA

D aed L data oS A bl e UL £ $ 3% itype

GL_UNSIGNED_BYTE, GL_BYTE, GL_BITMAP,
GL_UNSIGNED_SHORT, GL_SHORT, GL_UNSIGNED_INT,
GL_INT,GL_FLOAT.

5S35, sl ULy ) 15 e 502 data
Coordinate Transformation Jigiao¥| J3sx degae
1. gluOrtho2D, gluPerspective, gluPickMatrix gluLookAt
u.bjxj\ J-f,j;j Projection ‘Eu.w‘);/\ Jij; C)GM 9\..3&}! J.Ajﬁ“ oda fw
. Viewing

void gluOrtho2D (GLdouble left, GLdouble right, GLdouble
bottom,GLdouble top);

- ey By led) 3 BLAS 2l D s DU 504 ¢ feft, right
- adiedly & glalt 281 ki)l OU s U] 302 1 bottom, top

void gluPerspective (GLdouble fovy, GLdouble aspect, GLdouble
zNear, GLdouble zFar),;

sl fdl Bshas Gm



YY1 OpenGL ) gasall Julo

Ly s el 3 ol Wl a3 )l B a gl sak : fovy

IS x oY B a3 i ded Bessnl) 2l S sa% 0 aspect
(WY y L (A X s e ke 2

«( Lt Ao o Aedlly g 2 plodll (g mms U] U e e Ll sat:zNear

«( Lt Lo g Gogdl) ) ) t)a_?d\ S s L) DU e e L S0 izFar

void gluPickMatrix (GLdouble x, GLdouble y, GLdouble width,
GLdouble height, GLint viewport[4]),;

Y ol e BN a8 Obak X, Y
Y ol e LN diki ¢ W)y 2 e Oloas iwidth, height

. S viewport Liull sas tviewport

void gluLookAt (GLdouble eyex, GLdouble eyey, GLdouble eyez,
GLdouble centerx, GLdouble centery, GLdouble centerz, GLdouble
upx, GLdouble upy, GLdouble upz),;

. viewing Jis# ) s O
B e f 5 Lsle J oda 5u£ ieyex, eyey, eyez
A B A1 alad) 1350 Lile i ods 5u2 icenterx, centery, centerz
)
C S skl g el o4 Lasls I ol 304 1 upx, upy, upz
2. gluProject, gluUnProject
LSl s asladl o] el s gt 0 Y1 Olds pdsiiey
1Y) Cpded alad) R
int gluProject (GLdouble objx, GLdouble objy, GLdouble objz, const
GLdouble modelMatrix[16], const GLdouble projMatrix[16], const
GLint viewport[4], GLdouble *winx, GLdouble *winy, GLdouble
*winz);
Casladl ol ) el oUlas] J 2

el ol Lil Sl eda sus t0objx, objy, objz



YYYy GLU A4iSal: @ (gala)

. &)U modelMatrix @ sias 5% modelMatrix
. L projection LlawY! @ sizs 302 iprojMatrix

. S viewport s4% :viewport

& st Y U] LSl ) eds A twinx, winy, winz

int gluUnProject (GLdouble winx, GLdouble winy, GLdouble winz,
const GLdouble modelMatrix[16], const GLdouble projMatrix[16],
const GLint viewport[4], GLdouble *objx, GLdouble *objy, GLdouble
*objz);

o el oUius) ) astall oUls] 2

LY U] il Jisda s0£ twinx, winy, winz
. W modelMatrix % sizs 304 1 modelMatrix

. & projection LAwY) @ sizs 302 projMatrix

. S viewport s44 :viewport

C A el il WA Lt Sl ods s i0bjX, Objy, objz
Polygon Tessellation Slaal| gu)) ta ) dihs ds gpane
1. gluNewTess, gluTessCallback, gluDeleteTess
Ao L olall 8 15Y a5 eds pasines
:J.AU‘YS IRV r\.xﬂ Jg..i..“
GLUtriangulatorObj*gluNewTess (void); ) )
void gluTessCallback(GLUtriangulatorObj*tobj, GLenum which, void

(*)(); o

.( gluNewTess N dau g ¢ 2all ) go A el 504 1 tobj

Daed . el ) cledan Yl sus - which

GLU_BEGIN, GLU_EDGE_FLAG, GLU_VERTEX, GLU_END, and
GLU_ERROR.



YYA OpenGL ) zea sl Jal2

ceelodaal S Ul sus 1 f

void gluDeleteTess (GLUtriangulatorObj *tobj);
go A il ey
.( gluNewTess Y1 aanlp 1 2l )y o a5 314 o 1 il 504 : tobj

2. gluBeginPolygon, gluEndPolygon, gluNextContour,
gluTessVertex

A CL';.U Q_ij J.»\j‘y5 IRES <-.«\>=:.w5
Y el sl S
void gluBeginPolygon (GLUtriangulatorObj *tobj),
:La.& } — LI duL
.(gluNewTess ¥ oty 12l ) o Mzl su2 1 toby
void gluEndPolygon (GLUtriangulatorObj *tobj),;
( gluNewTess 3 dawl g s 2all ) g b paall sus 0 tobj

void gluNextContour (GLUtriangulatorObj *tobj, GLenum type),
R e Ve

.( gluNewTess A ol gy 2l MJU sl 344 tobj

wd. O all sl ¢ ok type

GLU_EXTERIOR, GLU_INTERIOR, GLU_UNKNOWN, GLU_CCW, and
GLU_CWw.

void gluTessVertex (GLUtriangulatorObj *tobj, GLdouble v[3], void
*data),;

;'.-La-U ke ded sus
.( gluNewTess NI dauiy il ) zo A el sus 0 tobj
M& Cej.a 3£ v

’ N

_wgﬂi-‘;\pv\;.ﬂ\“ J%wrm.\\é ch jw_y >J£ : data



Yya

J&;J!g;buﬁwjtwi)\ s b tin | azie JULT LAa v
gluBeginPolygon(tobj);
gluTessVertex(tobj, vi, v1);
gluTessVertex(tobj, v2, v2);
gluTessVertex(tobj, v3, v3);
gluTessVertex(tobj, v4, v4);
gluNextContour(tobj, GLU_INTERIOR);
gluTessVertex(tobj, v5, v5);
gluTessVertex(tobj, v6, v6);
gluTessVertex(tobj, v7, v7);
gluEndPolygon(tobj),;

Quadric Objects dudigl! palial! ds gase
1. gluNewQuadric, gluDeleteQuadric gluQuadricCallback
.Quadric yolall 5 )5y a5V sda pdsans
LYl e st (SC2)
GLUquadricObj* gluNewQuadric (void); )
.Quadric / RS £
void gluDeleteQuadric (GLUquadricObj *state);
.Quadric i IS RP

AV danl g 23l il )y wls o)L Quadric e 5% istate
gluNewQuadric
void gluQuadricCallback (GLUquadricObj *qobj, GLenum which, void
(*fn)0); ..
. b Quadric s ol oo Lils sledza) O xy
(il pamally d il cledanl iy a3 o1 A Quadric jaie 5.4 @ tobf
.( gluNewQuadric N\ daw!
. GLU_ERROR 34> )\ axa3 . 3 2l ald) cleuz sus @ which
cosledzal oL AUl sug



YY. OpenGL ) geausad) Jsla

2. gluQuadricNormals, gluQuadricTexture,
gluQuadricOrientation, gluQuadricDrawStyle

.Quadric fﬁws e M JAJY\ IRES (‘,W
DY edd el (1SS

void gluQuadricNormals (GLUquadricObj *quadObject, GLenum
normals);

.Quadric iwaesl! sl aasl) C\};T 504
.( gluNewQuadric YV dawl 5 ¢+ 2\YQuadric .2l 304 :quadObject
Daed L st U (oolaeYl &w» ¢ # >4% tnormals

GLU_NONE, GLU_FLAT, GLU_SMOOTH
void gluQuadricTexture (GLUquadricObj *quadObject, GLboolean
textureCoords);

.Quadric J=1 ;e N ol bij.e S AL LS O 13 Led sk
.( gluNewQuadric Y il 5 < 2dQuadric .2l 302 :quadObject
Y T S A Sl 5 ) 5w Le iz stextureCoords

void gluQuadricOrientation (GLUguadricObj *quadObject, GLenum
orientation);

.Quadric qu@") ‘_;B-L\.H SN sug
.( gluNewQuadric Y daul s s adhQuadric ~ax) 304 :quadObject
GLU_OUTSIDE and 43 . — sllall ol4Y) 524 :orientation

. GLU_INSIDE

void gluQuadricDrawStyle (GLUquadricObj *quadObject, GLenum
drawStyle);

.Quadric ) J’-T o ujﬁju V.wjﬂ bi s
( gluNewQuadric ) #auly 1201y 2L ) el 544 :quadObject
Dhagd L s \:,.MJS\ £ a4 drawStyle

GLU_FILL, GLU_LINE, GLU_SILHOUETTE, and GLU_POINT



g GLU 48l o galal

3. gluCylinder, gluDisk, gluPartialDisk, gluSphere
Quadric Je 1se) 2l dpwdin olis v ) ol 331 0l s
LY e b el 2
void gluCylinder (GLUquadricObj *qobj, GLdouble

baseRadius,GLdouble topRadius, GLdouble height, GLint slices, GLint
stacks);

LB gl

( gluNewQuadric ) iaw) s .23y Quadric jamll 04 :qobj
. 2=0 4 ks BV bV b3 (i su£ ihaseRadius

. Zz=height ies Ls Ll i Caal su2 itopRadius

L &l e ¢ s ) theight

 Z 552 J e Slewnddl sde 342 islices

Z , 2 Jsb Je wlandd sue su2 istacks

void gluDisk (GLUquadricObj *qobj, GLdouble innerRadius, GLdouble
outerRadius, GLint slices, GLint loops),;

: \«"f 2

( gluNewQuadric Y dawy : 23l ) Quadric .zl 504 :gobj
e A Jxll kil e tinnerRadius

P A B kA (sl outerRadius

 Z 3 e Clenddl sus 542 islices

(A ) Olapndd) ) Al il L) sue a2 Joops

void gluPartialDisk (GLUquadricObj *qobj, GLdouble
innerRadius,GLdouble outerRadius, GLint slices, GLint loops,
GLdouble startAngle, GLdouble sweepAngle);

C PR B e
( gluNewQuadric N daw!y : 2y Quadric el 344 :qobj
e Al Jeldb el Caai tinnerRadius



YYY OpenGL ) zeasall Jula

c e A o kil s touterRadius

cZ ) e el sue 504 islices

(pal olapnid) y dslud) A sus sus tloops

cay ol e dl e b ol b &Ia) 4 )5 sus istartAngle

a3l A e dl e ik bl WYY & sus isweepAngle

void gluSphere (GLUquadricObj *qobj, GLdouble radius, GLint
slices,GLint stacks);
B35 e n

( gluNewQuadric Y\ #ew s 22\ y Quadric jawll 324 :qgobj

8 S kb aal 304 iradius

(s bk 4k 752 J e wlenddl sae 504 islices

(oA Al aidy z el Uk Je Olendd) sue a2 istacks
(NURBS Curves and NURBS 1 sau Cldiaie 4 g

~ Surfaces)

1. quNewNui'bsRenderer, gluDeleteNurbsRenderer,
gluNurbsCallback

NURBS obe 5,05Y o33 sla pdszes
Zjoﬁjw slb \A\:J\ Jg.iﬂ
GLUnurbsObj* gluNewNurbsRenderer (void);
. NURBS 2 ;i
void gluDeleteNurbsRenderer (GLUnurbsObj *nobj);
. NURBS ,zs 214
. 4bd>~ 31\l NURBS 28 544 :nobj

void gluNurbsCallback (GLUnurbsObj *nobj, GLenum which, void
(*fn)(); o
. NURBS paia) Lils sledzul 3 a

. GLU_ERROR 34>l axad . O 2l &U-\ sleawn Yl su 0 which



YYY GLU &4l « (alad

- esleazal 5l Cg\.:Ji 3L fn
2. gluBeginCurve, gluEndCurve, gluNurbsCurve
NURBS s7s sL3Y ol 53 0ds psizs

:J"US“ RV r\aﬂ Jg.i.)‘
void gluBeginCurve (GLUnurbsObj *nobj),;
- NURBS (g7a &l 54%

( gluNewNurbsRenderer N\ dawly; ¢ 2l )y NURBS pais 504 :nobj

void gluEndCurve (GLUnurbsObj *nobj);
- NURBS s> L& sug

( gluNewNurbsRenderer YV idawl s ¢ 2l )y NURBS pzis 304 :nobj

void gluNurbsCurve (GLUnurbsObj *nobj, GLint nknots, GLfloat
*knot, GLint stride, GLfloat *ctlarray, GLint order, GLenum type);

. NURBS s (S5 504
( gluNewNurbsRenderer 3! iewy ¢ 2kl ) NURBS pzis 344 :nobj
knot 34> 40 dkey J1 (3 Jia)l sue sa:inknots
LAdall 35 saza 3A tknoOt
b 3 S sk w251l 202 istride
Sl 3355 O gl WSl Bl o Bhee ) Tﬁjﬂ sas:ctlarray
YL type ¢ o e DL
- NURBS s> i j 34% iorder
gluBeginCurve G ey s”*‘“ O\S” 13, L,;x.li ¢ ¥ 3% itype
s GL_MAPI_VERTEX_3 type i 05zud gluEndCurve s
5 GIUBEGINTHM o G jn sl OIS” 13) LT «GL_MAPI_COLOR_4



YV OpenGL ) geasall Jula

3 GLU_MAPI_TRIM_2 type iws & S gluUENdTrim

. GLU_MAP1_TRIM_3

3. gluBeginSurface, gluNurbsSurface
NURBS gl sL23Y 0123 Ol pisiiy

oY) cpdd alall Sl
void gluBeginSurface (GLUnurbsObj *nobj);void gluEndSurface
(GLUnurbsObj *nobj);

. NURBS Cjﬂ'“" LI sug

( gluNewNurbsRenderer Y dauly ¢ 2l y NURBS zis 304 :nobj

void gluNurbsSurface (GLUnurbsObj *nobj, GLint uknot_count,
GLfloat *uknot, GLint vknot_count, GLfloat *vknot, GLint u_stride,
GLint v_stride, GLfloat *ctlarray, GLint sorder, GLint torder, GLenum

type);
. NURBS b [S& 504
( gluNewNurbsRenderer Y dawl s ¢ 2l y NURBS 2 504 :nobj
U oY) 3 Wl sde 504 isknot_count
. Sknot_count :y % sias 325:5knot
v eS8 wiall sus 344 itknot_count
. tknot_count :» % sées 3£ itknot
cu SN M& L5 w215 304 :s_stride
VY (3 Sl bl oy 315 2% it _stride
- NURBS o o1 op Sl U5 (5 54 3 5izs 502 cctlarray
U oEN) 355 NURBS ke 5 5 534 sorder
VY s NURBS b o 5 304 :torder
Sleds ¢ 5 sl type 23 05 01 (S8 NURBS ke ¢ 5 344 itype
. GL_MAP2_COLOR_4 3l GL_MAP2_VERTEX_3 i dadl LS doemeos



Yvo GLU 4ggal: o Galal

4. gluBeginTrim, gluEndTrim, gluPwICurve
c’a; 3\119_‘.4 .Xi./\}_ﬂ f\)%ﬂ IREY \’M
:fiﬂt sld \:Lx)? J.i,i\jﬁ
void gluBeginTrim (GLUnurbsObj *nobj);
. NURBS k3 ik a0 50
( gluNewNurbsRenderer ! dawl 5 ¢ 5l ) NURBS jais 324 :nobj
void gluEndTrim (GLUnurbsObj *nobj);
. NURBS Ckﬁ dabis 414 sus
( gluNewNurbsRenderer +N) alawl s ¢ 2 ) NURBS pais 3% :nobj

void gluPwiCurve (GLUnurbsObj *nobj, GLint count, GLfloat *array,
GLint stride, GLenum type);

gluNewNurbsRenderer »N) iaw!y : 2l )y NURBS nais 334 :nobj
( ¥ )

el e bl sae a4 icount

e B ol B sias 504 tarray

C ol e B oy a1 sukistride

S GLU_MAPI_TRIM_2 U} cwd . ol ¢ 5 542 itype

.GLU_MAP1_TRIM_3

5. gluLoadSamplingMatrices, gluNurbsProperty,
gluGetNurbsProperty

el ad ) IS
void gluLoadSamplingMatrices (GLUnurbsObj *nobj, const GLfloat
modelMatrix[16], const GLfloat projMatrix[16], const GLint
viewport[4]),;

- sld) b sially NURBS wlis 5u4

- ( gluNewNurbsRenderer ! iawl s 12y NURBS 2 344 :nobj



Y¥i OpenGL ) el Jala

. modelMatrix & sias 305 :modelMatrix
. projection Llawy\ £ @ sias 542 iprojMatrix

. viewport >A%£ :viewport

void gluNurbsProperty (GLUnurbsObj *nobj, GLenum property,
GLfloat value),;

. NURBS _ailax i
( gluNewNurbsRenderer NV ikawy; ¢ 241y NURBS pais 344 :nobj
D ke 1S dlezs) 3 sl o) N Aol su4 cproperty
GLU_SAMPLING_TOLERANCE, GLU_DISPLAY_MODE, GLU_CULLING,
GLU_AUTO_LOAD_MATRIX.

. ead2) ) deplsd) saed) Ac il a0 ivalue

void gluGetNurbsProperty (GLUnurbsObj *nobj, GLenum property,
GLfloat *value),

. NURBS _ailas e J sat
( gluNewNurbsRenderer Y iaw s ¢ ) )y NURBS .z 304 :nobj
ke ol Lzed ) J el # ) Aol 50k iproperty

GLU_CULLING, GLU_SAMPLING_TOLERANCE, GLU_DISPLAY MODE,
GLU_AUTO_LOAD_MATRIX.

AL Bl ol e el b oS ) 30 U5 5e 502 ivalue
Error Handling st dallae 4s g

S lazet Ul s ke 281 e fom slas) 2l 4y ol Sl
. OpenGL sla=Y 2 a2

L) A sl Sl

const GLubyte* gluErrorString (GLenum c—frrorCode ),

155 51 OpneGL 255 claxY 2l 2l o blazel 2eas Tox 2d A

. GLU

. GLU 355 5l OpneGL &5 slexY 2 1 j2dl 524 terrorCode
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YVA OpenGL () zeasall Judd

Initialization dugd! 4s gt
1. glutInit
and) pls we ke 3y GLUT &850 dngd (oY1) mld) s pasa,
. Windows
L) 1A Al (Sl
void glutlnit(int *argcp,char **argv);
o2 g2 s Jall 12 arge malidl J e ) S350 00 8l argep Lew )
2OV sl sl argep dewly W) el aedl susd L main o
. GLUT 3 JB o paehe f‘jjk«» L“ST T A glutinit
La C‘)J}j .main Wﬁc&fﬁ J—W}.&CAL:J; Jfa’.‘.eu} 5)\.2.0 argv‘ﬁrvjﬂ
Sl 8 e paghe sl b ol 2o GLUTOY Jmdll 1l ol Liaff
.GLUT
2. giutInitWindowPosition,glutInitWindowSize
.JUQYJ > c;j.é M OSJA:Y\ Olda (A};:M\i
ton V) b Al Sl

void glutInitWindowSize(int width,int height);
void glutInitWindowPosition(int x,int y);

Pixel i3 s2ll ezl LYY 5 e 0 width
A5yl daiily LY ¢ W) : height
i gl 3zl Sy A3l e Yl dad 1 x
Jad sl dazdly Y C’Jl v gsbgt Ly
3. glutInitDisplayMode

LY angd sl s sy
el ol sl

void glutInitDisplayMode(unsigned int mode);



AR GLUT 48l gz Ggalal

mode w 0555 of ug-i OR Jolall axs ploian 5 Gl L sus imode
U ) i) (LebY! R4

C,;:Jl Lo i)
L2 A L 52y RGBA ko Lv»i FNE GLUT_RGBA
. GLUT_RGBA k& -» il Al GLUT_RGB
CLUT_INDEX

O g Laa [yl sus

o) B L sy s A8 50 5 ST, | sag GLUT_SINGLE

o 9330 Abge 5 S V ) sus GLUT_DOUBLE

peS) A g 3 ST ) st
ol a5l s S aalesdl y Wl o Sl ] sas
ABge Ges 3 S i:Ugl AL

A8 e Al 3 S L) sas

GLUT_ACCUM

GLUT_ALPHA

GLUT_DEPTH

GLUT_STENCIL

L83daze Csu’ ooy b 2as GLUT_MULTISAMPLE

b 2us GLUT_STEREQ

13 el sug O ¢ ey )] sug GLUT_LUMINANCE

Sl ¥ dontlae s gamme
1. glutMainLoop
e AV e sty (GLUT a4 Sl adklee a3l> 4] 1 s =y

BN, See s WV s et ) el Y1 ST a3 B
s a3 1agd alall IS0

void glutMainLoop(void);
¥ 15)13) s garme

ShHbY) 5 eV g radi s LY ol LYY e he 5 OpenGL we s

s 4l



Yeo OpenGL (o} zeaysadl Juda

1. glutCreateWindow
&T&j&’w )5 \)Ualzsilqi
:Jﬁ:)U r\aﬂ J_,<.:J5
int glutCreateWindow(char *name);
BY! ! LS pdind Al gay Aedu 2350 1 name
2. glutCreateSubWindow
L 1) oY1 s £
IJASU f\.«d\ Jg.&ﬂ
int glutCreateSubWindow(int win,int x,int y,int width,int height);
M o W O G o3 5a4 1 win
C Vb ase 4 Al o dl) W a8 sl 2badl x Sl sas
VLY e U el o) W A gl 2kl y Sl ik oy
A gl kil Y o e sus 1 width
A gl akadl LY ¢ L) a4 height
3. glutSetWindow,glutGetWindow
glutGetWindow /\J\ O e & cL}\:U LY glutSetWindow ,fYS I
G BV el a5 o3

ton ) alel U
void glutSetWindow(int win),;
int glutGetWindow(void);

G Y gl W) (25 03 205 1 wiin
4. glutDestroyWindow
st Y (AL e

IJ.»SU fw\ Jg.i.ﬂ
void glutDestroyWindow(int win),;
NSy JUM J\.E}U g,a.g)x.?r_'é) :win



\E3 GLUT 4ssall: 7 Galal

5. glutPostRedisplay
W (3 e Sl 5 Al o QU LYT leb] B3l e b 1is fan

U s sledanl O3 ol 37 = gls ¥ 3] bl 2L 2
e s ) SR

void glutPostRedisplay(void);
6. glutSwapBuffers

S0 g 5 e sl I3 B U sl ST LS e A s s
R T A POy LV R U C e PP C SN
LA aleh (Sl

void glutSwapBuffers(void);
7. glutPositionWindow

SO ERPIRAIICEA]
void glutPositionWindow(int x,int y);
A sl dbadl U udl x Sy x
g gl abadly bW sl Syt y
8. giutReshapeWindow
L}G—\ )LEX;” v» jk':*d f%“ i (J":W“i
PN ERVIE LN
void glutReshapeWindow(int width,int height);
S el aeadly LW ikl s W)l width
i gl akadly W sad) ¢ s Y 1 height
9. glutFuliScreen
aslad) gl QU Y ek s30 Ls aay
e sl S
void glutFullScreen(void);



YeY OpenGL ) geasad) Jula

10. glutPopWindow,glutPushWindow
O O em s 83T e QU LW S 5 0L Ol oy
A dl by g gl e ol Y1 Je
IQ,’,J./’SM u.g‘.b& \»\&SS J_.<.&J\
void glutPopWindow(void);
void glutPushWindow(void),

11. glutShowWindow,glutHideWindow,glutIconifyWindow
JBY UV el pdsney o QU LY Al gxd Y1 ede pas
DLW ey o SIW O a3 QLY i gl LU BFIAY
e Al OB ey mds me s el B
PN PR E R LeA
void glutShowWindow(void),;

void glutHideWindow(void),;
void glutIconifyWindow(void),;

12. glutSetWindowtTitle,glutSetIconTitle
Jle QU W e Sy e ) g Y1 Olge suid 011 Ol pasiie
NEg-my
to Y b alalh (S

void glutSetWindowTitle(char *name);
void glutSeticonTitle(char *name);

orh g U] ) ) pdsins SV jgn) o e el 2 3 Le name
IS
13. glutSetCursor
AW L a5 50 WY i
LI ala) (sl
void glutSetCursor(int cursor),;
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GLUT 48l g (galal

)j«ﬁ 9\..2"’? L}\:‘M ij\;.-\ U.‘.-.‘.‘.

.4

|

A a8 8, e ol o cursor

gl a8l 5 sall a5l

8 pal i3al 3 ) g o
N GLUT_CURSOR_RIGHT_ARROW
N GLUT_CURSOR_LEFT_ARROW
o GLUT_CURSOR_INFO
o GLUT_CURSOR_DESTROY
N2 GLUT_CURSOR_HELP
S GLUT_CURSOR_CYCLE
- GLUT_CURSOR_SPRAY
g GLUT_CURSOR_WALT
I GLUT_CURSOR_TEXT
n GLUT_CURSOR_CROSSHAIR
: GLUT_CURSOR_UP_DOWN
- GLUT_CURSOR_LEFT_RIGHT
T GLUT_CURSOR_TOP_SIDE
: GLUT_CURSOR_BOTTOM_SIDE
- GLUT_CURSOR_LEFT_SIDE
- GLUT_CURSOR_RIGHT_SIDE
- GLUT_CURSOR_TOP_LEFT_CORNER
- GLUT_CURSOR_TOP_RIGHT_CORNER
~ GLUT_CURSOR_BOTTOM_RIGHT_CORNER
- GLUT_CURSOR_BOTTOM_LEFT_CORNER
T GLUT_CURSOR_FULL_CROSSHAIR
e am Y GLUT_CURSOR_NONE
NV LY e alasiad GLUT_CURSOR_INHERIT
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1. glutCreateMenu
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int glutCreateMenu(void (*func)(int value));
sl £ Lk cosdad LZSJS 3Gl callback u.‘d.;\ e ¥ AU func
Al o (Joda) s
e ol e ) Bedll dauly 304 5 AU sleaxaVI ) £ 0 value
ds) s
2. glutSetMenu,glutGetMenu
AW om o @ @ Aol eed  glutSetMenu V) adsy
AU AW (a5 o3 glutGetMenu
to ) bl Sl

void glutSetMenu(int menu);
int glutGetMenu(void),;

AU uws@a w3, 0 menu
3. glutDestroyMenu
AT sk e e A e WY S5 Yy Bausl Al e
e 1AL sl el
void glutDestroyMenu(int menu);
o a5 o) M Sl (o 25 035 0 menu
4. glutAddMenuEntry
AU RS il 1) e | eaie oY1 s iy
eI A sl ISl
void glutAddMenuEntry(char *name,int value);
il e o gl Wl 5 des Al @ name
) s s £ 1) il ol sleuza) ©U Al o s 1 value
5. glutAddSubMenu
AU 2l il 1) B b 2l 206 Y1 s i

e A sl (sl
void glutAddSubMenu(char *name,int menu),;
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r W e an oy R e g KWV Ras ey dlde 1 name
e 2l LSS
ol ud e (S i a2l i 5 W) 1 menu
6. glutRemoveMenulItem
U LS e WY s A2
Iﬁf}” i \»LJ\ J@\
void glutRemoveMenultem(int entry);
(oY Al el 13 0y AU sl ole U nds o6 entry
7. glutAttachMenu,glutDetachMenu
G W AU Al O e ) 5,6 5 glutAttachMenu N1 s>k
A Y e o=l 3,6 5 glutDetachMenu Y Jeaiy

void glutAttachMenu(int button);
void glutDetachMenu(int button);

RS ez s Jais i Lgae abaad o 2B ) U 5L s putton
LA Aed A
GLUT_LEFT_BUTTON,GLUT._MIDDLE_BUTTON,
GLUT_RIGHT_BUTTON.
bl | sledde¥ ! b 4G gazme
S Bzl el e Bl szl e Ists GLUT 251 1o
e 5 menu W 5 window Yl il ollesa¥l e g lgT B0 s
we gl Ko ow s Y143, Bals) we LY) clslsiinl susans . global
. glutCreateMenu Y dawl sy am JbYI sledaal . 4] Jlsts] axU)

1. glutDisplayFunc
QB BYL el e 541;-1 cledza VI g

LS el ey

void glutDisplayFunc(void (*func)(void));



A OpenGL ) gasall Jula

. JL@.E)‘U gzU-a ;L;J;.Jy’\ C)U . func
2. glutReshapeFunc
U LW Y e BoleY A clenaY)
Ll Al s
void glutReshapeFunc(void (*func)(int width,int height));
I e B3ley b sledza ) AU 1 fune
A8 sl dkaly wudl Y 2 e width
g gl Akl k) LY ¢ W) height
3. glutKeyboardFunc
p e e sl L U LY Jol o sl 2 U 2l lelodzn¥) Cam
Sl A e )5 Aty LW LSS Bl g
t\:uu \?LQ.M Jgﬂi.&\
void glutKeyboardFunc(void (*func)(unsigned char key,int x,int y)),;
.@:w e VINIRE R E SN ER TN @U . func
il de e s ke s e A SN s Key
Lo Sy Bwd SUIYL LY s W sge W U] 5 Xy
4. glutMouseFunc
Slkes S 3 U s e by LA LYY T e 3L sledzal Gy
ST asT 2 o s wee LY e
RN IRV IEA]
void glutMouseFunc(void (*func)(int button,int state,int x,int y)),
5,0 W il sledzad &5 func

taed g el 0 UL pao o button
GLUT_LEFT_BUTTON,GLUT_MIDDLE_BUTTON,
GLUT_RIGHT_BUTTON.
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i g5 W5 o F ol s e cleanaY) 202 state
GLUT_UP , GLUT_DOWN.
W U e wee W dend) OIS ] 285 Xy
5. glutSpecialFunc
LY el e Bl lis B ) lsledind
SO BREIRE LN
void glutSpecialFunc(void (*func)(int key,int x,int y));
gl ol e Slal) ) sledzad &b 0 func
.c;um i g e ol CL::u (S ol e 8 Let key
P bl baas s LY G 3Ll ddl LYY ) a5 Xy

:L}L:J\ JJJJU L} Ls key V':;

el Aa ol e Jilial liaal) Coll dad
F1 A sl - GLUT_KEY_F1
F2 A ol i) GLUT_KEY_F2
F3 b_gl: ) 7 lad GLUT_KEY_F3
F4 b ) ~Gadl GLUT_KEY_F4
F5 b sl - i) GLUT_KEY_F5
F6 Al ~da) GLUT_KEY_F6
F7 Al ~bid) GLUT_KEY_F7
F8 Ak sl i) GLUT_KEY_F8
F9 Ak sl ~ il GLUT_KEY_F9
F10 A il GLUT_KEY_F10
F11 bl -l GLUT_KEY_F11
F12 b sl ~ Ui GLUT_KEY_F12
bl (ASal) sgud) ~lida GLUT_KEY_LEFT
sl (A8 )al)) aeddl - liia GLUT_KEY_UP
el (A8 all) agall ~lida GLUT_KEY_RIGHT
il (A8 jal) agudl) ~Uida GLUT_KEY_DOWN
PageUp eV claial JU ~ i GLUT_KEY PAGE_UP
PageDown Jie Ciaiuall J& ~ie | GLUT_KEY_PAGE_DOWN
Home 4lall Jsiy) z Ve GLUT_XEY_HOME
End 4lell Juy) ~ s GLUT_XEY_END
Insert sl ke LUT_KEY_INSERT
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6. glutTimerFunc
L;L:lb S ydde Aol Ae) 3 3 Uy C.ﬁi P ;'le sledn) Jﬁiﬂ Joa J’W‘:’,

gl

RN ERESPB B (L]
void glutTimerFunc(unsigned int msecs,void (*func)(int value),value);
o 3l slednat 13 a0 LL aaill a5 2l - msecs
oo 238 sleanl aib s 1 func
oo a3l sledanl U] ) K s 03 1 value
Qa1 B By13) A gana
RGBA Lt plasl fiaky .05l o 68 5 RGBA O1N1 e OpenGL e
S sy
1. glutSetColor
LYY ez 05l By e 00 a1 s Ay
L) I Al (Sl
void glutSetColor(int cell, GLfloat red,GLfloat green,GLfloat blue);
(Ao BTy Ol A g o3t cell
(1.0 5 0.0 op JB) )y N1 0,0 81 red
(1.0 5 0.0 o JB1 ) 281 0,0 wLS” : green
(1.0 5 0.0 e J&1y G533 0l LS 1 plue
2. glutGetColor
.QGJ S J:-T o sloxs O 4 aly > 2
SN ERPIRII BTN
GLfloat glutGetColor(int cell,int component);
(Ao w36 Ty O Al g 35t celn
. GLUT_BLUE § GLUT_GREEN s GLUT_RED w2l sa>| 1 component



Y4 GLUT 4isal: g (sl

3. glutCopyColormap
S BYE AL el ] e dlal) Ol 2y 2 ey

LA Al (S
void glutCopyColormap(int win);
caze dledl O LU0 Ay o g DU Y1 (i 2 o35 1 win
bslait! yosad s pamne
e b o ) Stroke bk 1bbdl s e o8 OpenGL peds
Bitmap ki) sl bk o fines dewill bl siesez Ko Jo o, S
kel 5y e o 3l ey IS el 00 )
1. glutBitmapCharacter
. OpenGL (&L\.x:.wb ied S50 74y JA;W RENVEY

eI Al S
void glutBitmapCharacter(void *font,int character);
el ol L 2keadl 3 p2ll Lo 1 font
(ol 8 Je 2ty Y ) o 31U s Jit character
Pkt (3 a1 Bl g d ) b el

] Y]
salad uldivue (pann a5y s m e Jad GLUT_BITMAP_8_BY_13
. 8x13pixel
salayd ilaivus (pans g iy Cull i ey GLUT_BITMAP_9_BY 15
.9x15pixel
Ak 10 aa~ Times Roman ba GLUT_BITMAP_TIMES_ROMAN_10
4L 24 aasy Times Roman ba GLUT_BITMAP_TIMES_ROMAN_24
. 4k 10 aaa: Helvetica ba CLUT_BITMAP_HELVETICA_10
. 4kaii 12 aase Helvetica ba GLUT_BITMAP_HELVETICA 12
. 4k 18 s> Helvetica =5 GLUT_BITMAP_HELVETICA_ 18

2. glutBitmapWidth
Gkl 3o jey o Y s A
FONERE PR (]
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int glutBitmapWidth(GLUTbitmapFont font,int character);
szl ki) 5 pall s font
(bl 8 Ao iy V) az s 3lel oL A 5 )1t character
3. glutStrokeCharacter
. OpenGL plxzsly Stroke s, s

NI Al (SCadi
void glutStrokeCharacter(void *font,int character);
casldseze) o L Ll o font

(bl 8 o aiiy Yy o pai ol M 5 Wt character
:L}L:J\ J gl (3 G Bl b gk

A 2l

32 (e SaY) 3 5e ) 4aalii Sads Roman Simplex 2 GLUT_STROKE_ROMAN
J5¢3255119.05 W Seollplin ) Jel 127 Aas
L3533 533.33 el Jaad

32 0o SV salbans sl Roman Simplex ks | GLUT_STROKE_MONO_ROMAN
Ji5e5325119.05 W e Mg i) el 127 s
3225 104.76 e S U, 333333.33 el asdl

4. glutStrokeWidth
.Stroke 3, 2 & AN s Ay

DI Al (Sl
int glutStrokeWidth(GLUTstrokeFont foht,int character),
il Stroke k> @ font

(bl 8 e ety V) 4 o slel LM 5 )t character
Ay palial! mu)

et ol sda Ll W wble sl Sl sl GLUT 28U eias
AW Rpwidl bl e S O b e Lilsisizal G AUX S0 ol
AUX 20 olie o Ve 5 g Lo s ) oolial) plisizad (o & 2Ssad)
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1. glutSolidSphere,glutWireSphere
A e S 55T g Beas 5,5 01T OV e

void glutSolidSphere(GLdouble radius,GLint slices,GLint stacks);
void glutWireSphere(GLdouble radius,GLint slices,GLint stacks);

s S0 ks Caas : radius
(dskl bsbx 425 ) Z 448 J o wlenwddl sus 1 slices
(oA A aii )y Z 58 Jsb e wlanddl sus 1 stacks
2. glutSolidCube,glutWireCube
A e Sy cnan CaSe O Ol
o)l el S

void glutSolidCube(GLdouble size);
void glutWireCube(GLdouble size);

Sl bz J b size

3. glutSolidCone,glutWireCone ;
A e Sl s cman by 2 01 Y1 Ol
to ) e ala) (Sl

void glutSolidCone(GLdouble base,GLdouble height,
GLint slices,GLint stacks),
void glutWireCone(GLdouble base,GLdouble height,
GLint slices,GLint stacks),;

byl suel b3 Caai  base
by ¢ &l 1 height
(Jsk bl ais )y Z 2 e oolerndd) sus : slices
(Jok) oAl Fasais )y Z 2 Jsb e wledd) sus 1 stacks
4. glutSolidTorus,glutWireTorus
A e aSle  denas 35l 01N Ol o

to Y el Al 1SS
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void glutSolidTorus(GLdouble innerRadius,
GLdouble outerRadius,GLint nsides,GLint rings);
void glutWireTorus(GLdouble innerRadius,
GLdouble outerRadius,GLint nsides,GLint rings),;

alel Jldl kil (aeai t innerRadius
calall B il Caal : outerRadius
(S A ke ST Sl sue : nsides
alell & Aol el sus t rings
5. glutSolidDodecahedron,glutWireDodecahedron
12 — wks .z ) Dodecahedron  widl pawall O pY1 Olds oy
A e Sy conane S (i Ol

:L')gfgﬂ &i& (aws J§$J1
void glutSolidDodecahedron(void);
void glutWireDodecahedron(void),;

6. glutSolidOctahedron,glutWireOctahedron
g 8 —y et e ) OCtahedron  pwdibl pasall 131 Olds o
A e Sy coenan S (Rodaze
ten oY) cadd sl Sl

void glutSolidOctahedron(void);
void glutWireOctahedron(void),;

7. glutSolidTetrahedron,glutWireTetrahedron
s 4 ki paie ) Tetrahedron od:dl pawll O Y1 Ols oo
ZQ.gJ.;Y\ Cﬁ'u (eLds J.i.&ﬂ\

void glutSolidTetrahedron(void);
void glutWireTetrahedron(void);
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8. glutSolidIcosahedron,glutWireIcosahedron
lor 20 — ki jaie ) ICOSBhEArON cwdidl ozl SIJANRIRTY 2
.gsp\&&jwﬂ(@

:Q‘w’fi“ Cﬁ.'k.ﬁ: \:\;Ji Ji‘i.ﬂ
void glutSolidIcosahedron(void);
void glutWireIcosahedron(void),;

9. glutSolidTeapot,glutWireTeapot
s e Sy canan gls g OV Y Ol o
oY) aladl Sl

void glutSolidTeapot(GLdouble size);
void glutWireTeapot(GLdouble size),;

Sl 32y (Rl el ) oedl ol size
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Spherei S \
15,5 slas) ey Al e

voidauxWireSphere(Gldouble radius);
void auxSolidSphere(GLdouble radius);

NE NP S S NE NPT R AN W PO PN P

L radius s kb aal i 1] 5 5 ) 2l

radius=15 » Jad (iai 180w 5,8 4y
auxWireSphere(15);

radius=15 \» kb Ciai ka2 3.8 gy =
auxSolidSphere(15);
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Cube asa ¥
faSe sla] ANl 2

voidauxWireCube(Gldouble size);
void auxSolidCube(GLdouble size),;

BPCORPU I SR ST VL N WP OO [ RPN RN EE

. (Z\gjw

size=20 sk Jsb S aSs gy =
auxWireCube(20);
Size=20 sk J g Cwnrr aSo gy
auxSolidCube(20);
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Box Matuns §)igke §guetia ¥
13 g LE) AN o) Jﬁ..’:J\

void auxWireBox(GLdouble width, GLdouble height, GLdouble
depth);
void auxSolidBox(GLdouble width, GLdouble height, GLdouble
depth);
g~y height ¢\ NIy width > ) L U Gais p ) 2l L e
.depth

Alaal
height=50 \b,; width=30 42 S Gl gy =
depth=20 45 3

auxWireBox(30,50,20);
height=50 &,y width=30 42 5 Cwis S3bid gy *

depth=20 4is ;
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Torusi,la ¢

ISJLE ;Li«ii J»;Y \?w\ J@&
void auxWireTorus(GLdouble innerRadius, GLdouble

outerRadius);
void auxSolidTorus(GLdouble innerRadius, GLdouble outerRadius);

REENPY S PO PR ES SN RN VL KN W SO Y PO (R
innerRadius ( 5,Ua) 3" kb (auai ) 3,Uall Jab (sl dpid 1) 5, e J 2 12

. outerRadius (30l 5l Crazia > S0 ey o U Ll (sl

<iaiy innerRadius=3 ¢S b Cia 1S 5)b gy o
outerRadius=13 o )& \a Jai

auxWireTorus(3,13);

a2y innerRadius=3 \gS\& b (hdi dwwae Syl gwy o
outerRadius=13 o > \» ki

auxSolidTorus(3,13),;
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Cylinder &\gaui .0
al gl slzs) aY sl il

void  auxWireCylinder(GLdouble  radius,  GLdouble  height);
void auxSolidCylinder(GLdouble radius, GLdouble height);

PV PO N EL W ST C PN RS W PSS PO S PN I PN EE
.height \esls )y radius Al a3 (aas id 1) Blshul o ) 764 | d2es2e

W,y radius=10 Kusd J.Ej I KW 3.:\}]9..«5 -y o
height=30

auxWireCylinder(10,30);

Gelsy))y  radius=12 Bl b Cha AS4e Lkl wwy o
height=30

auxSolidCylinder(
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Icosahedron gm\.w | pcaiad! 7
G 4y 12 dein ks 2y Icosahedron sl oY sl IS
:( $Las)

void auxWireIcosahedron(GLdouble radius);
void auxSolidIcosahedron(GLdouble radius);

s ) pdzacd gl NI LT S Tcosahedron s ) J5Y1 a3 pdsuan
b lab Ciai s ) Icosahedron e ) 7 . cewas Icosahedron

.radius

radius=20 s 3 iz ShwIcosahedron g) o
auxWirelcosahedron(20);

radius=20 s o izl CwmzoIcosahedron g o
auxSolidIcosahedron(20);
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Octahedron udig! yaial! Y
3 eyl U dew e 2 ) Octahedron L) AN Ll Jreal
(WL

void auxWireOctahedron(GLdouble radius);
void auxSolidOctahedron(GLdouble radius);

) ooy gl WY WL S Octahedron  ew ) JsV) a1 pdsscy

. radius Jei\ (el 42 ) Octahedron e} zu# . was Octahedron

radius=20 ¢ 3 Liai Shw Octahedron v o
auxWireOctahedron(20);

radius=20 s kb Liai Cwzs Octahedron gy o
auxSolidOctahedron(20),
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Tetrahedron gu.\.n@.!' | piacktd | A
3wyl Bal e s 2yTetrahedron  sLid) A 2l Ul

(L)
void auxWireTetrahedron(GLdouble radius),;
void auxSolidTetrahedron(GLdouble radius);

) ez gl WY LT SleTetrahedron o) Y o3 pdscey

. radius s job e S U\ Tetrahedron g ) it . cwasTetrahedron

radius=20 ¢ Job _ins ¢<-L~Tetrahedron ) e
auxWireTetrahedron(20),

radius=20 o kb Lizai CwcsTetrahedron gw) o
auxSolidTetrahedron(20);
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Dodecahedron gu.\.u@:' | yaad! . 9
@ amy 20 deim edin i) Dodecahedron slis) N sl S
( Lad)

void auxWireDodecahedron(GLdouble radius);
void auxSolidDodecahedron(GLdouble radius);

e pdsand ) WY1 LT S Dodecahedron v ) J Y Y1 pdsa
o3 el Lid U} Dodecahedron sw] zU# . <.z Dodecahedron

. radius

radius=20 s b Cias S\ Dodecahedron gy e
auxWireDodecahedron(20);

radius=20 ¢ k¥ izl Cwas Dodecahedron gw) o
auxSolidDodecahedron(20);
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Cone by \+
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void auxWireCone(GLdouble radius, GLdouble height),;
void auxSolidCone(GLdouble radius, GLdouble height),

. height ¢ W Y1 radius sos\&) kb Cuas pud 1 by 2 oo J 7 L canas

wsy)y radius=15 «asb b Gw S by # vy e

height=35
auxWireCone(15,35);
w\y\y radius=16 «.ssb b sl Camas by# awy
height=35

auxSolidCone(16,35);
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TeaPot sl G s .\

tsls ol slas) LAY Al ISad)
void auxWireTeapot(GLdouble size),;
void auxSolidTeapot(GLdouble size),;

iR g pdied ) AU S sla 3l ) 5V Y1 sy

.sizes.x.ow\)é@@,gv\;&g;u&ﬁlﬁjsc\;;_M§u

size=15 &l b Cial él.« SU Bl gy o
auxWireTeapot(15),;

size=15 468 a8 Lhai Cur (S il qeoy o
auxSolidTeapot(15);
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