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1.1 OpenGLOO

OpenGL 0O [
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OpenGL O O O

e OpenGLOODODODODOOOOOOOO (APHO GLOGLODODODOOOODOOODO
ODOO00GLuODbOoooooooooooobooooooooooobobooOos3oo
OooooOoooooo

o GL
- OpenGLODOOOOO0OO
- O0SOWindowOOOOOOOOOO

o GLU
- OpenGLODOOOOOOOD0OCOODO
- NURBSOOOODODOOOOOO3000000000000
- O0SOWindowOOOOOOOOOO

eJ00ODODDOUOODODODOO
-OpenGLOOOOO0OOO0ODOODOOODODOOODOOOOOOO
— X Window System 0 0 GLXO Windows NT 00 WGLOOS/200 PGLO Power

MacOO AGLO OO
—O0SOWindowOOOOOOOOO
e OpenGLOODODODODOOOOOOOODOODO

///+ GraphicsHardware/ Driver e
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-pgbobobooooobbooobbobboooboobda
—pgobgubbobogbogoubboobboooboboboobobooboboa
god
-300000boboboboboobobboonban
OpenGLOOOOODOODODODOODOOODOODOODODOODOO

OpenGL Optimizer
— Digital Prototypingd Virtual Mock-up 00 00000000 API(C++4)
— CAD0OScientific Visualization D OO0 O0000O0O0O0OO00OOOOOCOO0O
ooodd

OpenGL Volumizer
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1.2 OpenGLUOUOODOOOOOOO

000 OpenGLO DO OOOOON

e GLUTODOOODODOUOODOD OpenGLODODOOODODODODO

gt D O0O OO0 glutInit(&arge, argv);

ogoooo

OoO0oo0ooOoo glutInitWindowPosition(x0, y0);
0000000 glutInitWindowSize(width, height);

Odoooon glutInitDisplayMode
oooooood (GLUT_SINGLE | GLUT_RGBA);
Oo000o0o0 glutCreateWindow(winTitle);
goooooo

ooooooog glClearColor

oooood (red, green, blue, alpha);

O0O00oO0oooo glClear();

glFlush();

Ood
Ood
Ood
|
Ood
Ood
Ood
o

Oooogd glutMainLoop(NULL);
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oo botuboodobbod

e 00D DOO0ODLDOOOOOUDLOLDDODDLOOODLOOOODLOD
eJUODODODDOO

OpenGLODOOOODOODOOOOOODOOD 3000000 ODODODODOODOO
gooboodgoago

#include <GL/gl.h> /¥ 00000 =/
#include <GL/glu.h> /¥ glu0 000000000 =/
#include <GL/glx.h> /* X Window SystemO OO x*/

GLurToOooobobOooOobOOooooboDOoooboooooobooobo
#include <GL/glut.h>

—glhO gluhO glthDODDODODOOOO0OO0O
—glut.h00DO0O000O windowshOODODOOOOOOOOOOD OO0DO0OOUNIX
0 Windows 000 0000000000000

RIXOOOOODOOoooobooooboobobooboobobooooboo
-lglut -1GLU -1GL -1X11

- GLUTOOO0O00000O0 libglut.aO OGLUDO LibGLU.soOGL O GLX DO libGL.so
ooooo
—1ibX1lsoO x11 0000000 OpenGLOODOOOOOOOODOOO

U simple.cUU 00000000 simpleJ0U0ODOOOOOOOODOOO
% cc simple.c -o simple -lglut -1GLU -1GL -1X11

e OpenGLOOODODOOODDOODDODODOODOOODOODODDODOODOUODOODO

000
(000000 DOOOOO0)
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Ooo0ood

e JOUOUODLOOOODODODO

glClearColor(GLclampf red, GLclampf green, GLclampf blue, GLclampf
alpha) ;

— GLcumpfO 0.0f0 0 1.0f00000O000O0OCODOO
—alpha OODOODOODOODDOO

O 0OO0D0DDO0O0000O00D00DO glClearColor(0.0f, 0.0f, 0.0f, 0.0f);

e 100 glClearColor DO ODDOODODODOOODODO
glClear (GL_COLOR_BUFFER_BIT) ;
el0000O0DUODDOOUDDUDDODUDDOODODDOODO
glFlush();

—logdggooboboboooboboobooboooobboboon
-gogbooggooboooooooo
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0000000oooo (1)

eJID00OD0ODDODODOODDOOODODOGLUTOOODODODODO

—gboboooboobobobobobooouobbooooobbboan

-gobobodogbobobbooooobo3bbooooobboon
(GLUTOOO0DOOO0O00O00O00oOoooooooooooo)

-GLUTOOO0DOO0O00000D0glwtOOODDOOOOODOOOO

e GLUTDOODOO glutlnit 0 O O

void glutInit(int *argcp, char **argv);

—argecp00 mam O 0000000 O0DOD0ODO0O0O0O arge00OO0DODOODO
GLUTOOOOOODOODOOoOOoOobOooooDoo

—argv man 000 argv 0000000
GLUTOOOOOODOOO0OOoDbOoOooooDoo

— X Window System OO0 0000000 OGLUTODOOOOODOOOOOOO
O -display, -geometry D 0 000 (000 man X)

o glutInitWindowPositionO O OOD0 OO0O0O0O0DOODOO

void glutInitWindowPosition(int x, int y);

void glutInitWindowSize(int width, int height);
xOy0OO0OdoOoOoOooOOoDOoOoooooOOoooood
width height 0000000000000 ODOO0OO0ODOOOODOOOO

Z A
Di spl ay y

» JEw o)

hei ght

wi dt h
OpenG. W ndow

e cluthhitWindow* 0 O OO OO0 00000 OODODODO OpenGLOODOOOODOO
gluthitWindow* O O OO D OO0 0000000000 DOOO0OOOODOOOOOO
O000000000OD0O0O00OO0O (OpenGLOOOOOOOODODOODO)
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0000000000 (2)

e 100D DODOOODOODOODO glutlnitDisplayMode OO0 O O

void glutInitDisplayMode(unsigned int mode);
mode DO OO OQOOQOO

-RGBOODODOO0ODOOODOODODOODOO0 OO GLUT_RGB, GLUT_IINDEXDO

-000000000000000GLUTSINGLE, GLUT_-DOUBLEO

-J00D00opooooboob GLUT_-DEPTHO

-00000000000000D0D000 GLUT_STENCILDO

-0000000 0 |O0DODOOOO

gObdreBU OO DOO0O0OO0OOOOOObOObLObOOOOnDO
glutInitDisplayMode (GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH);

-goboobobobobboobooboooooboobon

0 GLUT_INDEX |GLUT_SINGLEDO

e OpenGLO OO0 OODOODOODODO
OpenGLOOOO0OODOODOOOODOOOODOOOODOOOO OpenGLODODO
good

int glutCreateWindow(char *titleString);
D0000000000 titleStringd OO OO

e JI0O0O0ODODOOOOOOOO
void glutMainLoop(void) ;

- ooboogoboobooooooboon
—glutDisplayFunc O D 000000000000 0OOOOODOODOOOOODOOO
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Jododdoooon

e clutMamLoop OO DO OO0 0ODOODODOODOODOODOOOOODOODDODOODODOODO
gooooogd
-pgobbooobobboooobobooboooboboobod

eJ00D0O0OO0O0ODDLDODOOUOOOUODLDODLOUOOUODLOD

void glutDisplayFunc(void (*func) (void));

—func00000000O0O0OOOOODOOOODO
-00000000000000penGLOOODOODODOODO

eI O0OUDIDOOUODOODOODDODODODODODOODOOOO
void glutKeyboardFunc(void (*func)(unsigned char key, int x, int y));

—funk O OkeyOxO0yO 300 000000000000 0O0O0O0O0O0O0ODO

-keyODOOOOODOODOOODOOODOODODOOOODOO

—xUyO00Ooogdb bobobooouooobbobbooooooooboboa
goo

e 000 O0U0OOODOODOODODDLODDODODODLODOOODOOOO
void glutReshapeFunc(void (*func)(int width, int height));

—funk O Owidth O height 0 20000000000000000O00O00OO00CDOO
—widthO height OO0 OO0 OOpenGLOOODOOODOOODOOOOOODOOODO
HEN
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010 OpenGLODO
/ *
x»* clr.c - JO00O0O0OO0OOOO
*/
#include <GL/glut.h> /+ GLUTO OO O OO =*/
/¥ 000 %/
void
initialize(void)
{
/ 00 0000o00ooog =/
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
+
/* OO =/
void
display(void)
{
/* 00000 */
glClear( GL_COLOR_BUFFER_BIT );
/* 0000 =/
glFlush();
+
/ 00000 ooono =/
void
keyboard( unsigned char ¢, int x, int y )
{
/¥ ESCO0 (D00 2700 000oogno =/
if( ¢==27 ) exit( 0 );
+
/¥ 000000000 =/
void
reshape( int w, int h )
{
/* 00000 */
+
int
main( int argc, char *argv[] )

{
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/¥ glut 0 O0O0O0OO0O0O =/
glutInit( &argc, argv );

/* 0000 0oo0 */
glutInitDisplayMode ( GLUT_RGB );
glutInitWindowPosition( 100, 100 );
glutInitWindowSize( 500, 400 );
glutCreateWindow( argv[0] );

/ 00 0000OoonOo =/
glutDisplayFunc( display );

/¥ 0000000000000000O */
glutKeyboardFunc( keyboard );

/¥ 0000 000000000000 */
glutReshapeFunc( reshape );

/¥ OpenGLO OO OOOODOOOOO =%/
initialize();

/* 00000 =/
glutMainLoop();
return O;
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<>
l.forYouD OO OO OO OckrO00OO0OU0O0O makeOOOOOOOOO
% cd forYou
% make clr
% clr

2. 000000000DO0DO0DOO0O0 ckhr00000ODODOOOODODDODOODOO
goobooogoboboboogan

hocd ~

% mkdir bobby

% cp forYou/clr.c forYou/Makefile bobby

% cd bobby

h vi clr.c
(DoODooOoO0oOooDoooooo)

% make clr

h clr
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1.3 20000000000000000000 O

oo gboootdbood

glutInit(&arge, argv);
glutInitWindowPosition(x0, y0);

Oooooo glutInitWindowSize(width, height);
Oo0oooooa glutInitDisplayMode
(GLUT_SINGLE | GLUT_RGBA);
glutCreatet Window(winTitle);
glMatrixMode(GL_PROJECTION);
Ooooggd glLoadldentity();
D00000O0OooDoo glOrtho(left, right,
bottom, top, near, far);
glClearColor
Oo0oooooooo (red, green, blue, alpha);
O0000ooo glClear();
ooooogd glColor3f(red, green, blue);
ooogdo glRectf(x0, y0, x1, yl);
0ooODOoooO elFlush();
gogooood
Oooogd glutMainLoop(NULL);
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000

e 10 DOO

glColor3f (GLclampf red, GLclampf green, GLclampf blue);

—-o00f0010f0000300000000000000O0ODOODODO
g ooggd

glColor3f(1.0f, 1.0f, 0.0f);
e 10D DODOMO

glRectf(x0, y0, x1, yil);
-0000 (x0,y0) OO ODOODOO (xl,y)OOOODOOOOOOOO

O (-0.5, -0.5)0(0.5, 0.5)0200000000000O0O0O
glRectf(-0.5, -0.5, 0.5, 0.5);



1.3, 200000000000000000000 1-19

Jodobtdoddggodoodgn

N googgobood

gl

uOrtho2D(x1, x2, yl, y2);

1 2
“ gpooooo ° OpenGLO 00O 000D

e ooooogbobbbobboobobobooboobboobbooon

—gbbodogobilboboooobobboooon

eJ000O0ODO0OOODOOODLOODLOLDODOODLDOODLODbDObLOODOOOn

googo

-0000000000000oD0obOOO0obOO0obDbO0O0bDO0o000d OpenGLDO
gbooguoboobooooooboo

-0000000000D0000D00 gluOrthe2bO0O0ODO



1-20

010 OpenGLODO

oot odgboodn

e J00OIDDODOOOOOD OpenGLOODODODODDOODOOLOODDODODODO

gbobobouboobboobboboo
e bOoOooobbbOoobobbbobbobbboooon

Ay
100

gooogo

gluOrtho2D [

uboodgooogoood

gon

gl uGrt ho2D( 0. 0, 200. 0,

0.0,

100. 0) ;

OpenGLUO OO OOONO
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Joooodddoddoooboddn

e OpenGLODO 300000000 ODOODOOOOLUDDOOUODODDOODOOOODOOO
gobobooooobooboon
godododobogsbgobbobboobbooboobooobbooboa
gooboblgoooboon
gooboobouoggoooooboobon

e 0000O0O0OOLDDOOOOLODOODLOLDbDObLODODLDOODDLDOOLOD
goooobooggooo

e OO0ODOODLDDODOO

void glMatrixMode(GLenum mode) ;

—glMatrixMode() 0 mode D000 0OO0OO0OOOOOOOOODOODOO
GLPROJECTIONODODOODODDODOODOODOODOO
GLMODELVIEW O0000000DOO0O0O0OO0O0ODOOODOODOOO0
GL_TEXTURE gbgtbddodooooououooooooooo

e[l I0DOO0ODOODODOUOODODODODODOOOODLOUODOODOODODOODOOOON

void glLoadIdentity(void);

eJ00D0DOODOOODODODOODODODOOOO
1. 000000000 0000000000 oO0ooaOoon
glMatrixMode (GL_PROJECTION)
2.00000000000000O0000000O00O000d
gllLoadIdentity(void);
3.00000DbO0oo0o0ooDobooo0bo0oooooooao
4.0000000000000000O0O0O0O0O00O0O0O00O0O00000O000O000
ooooo
glMatrixMode (GL_MODELVIEW) ;
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Joboobotdbodgdggoouogd

o2 0D00O0O0U0O0ODLODLDDOOLDLDLOULUUUObLbUbLObLbLDbDDDO

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

-00000000000 00000000 000DoooobO00ooooDoooon
oooo
—¢luOrtho2D 000 30000000000000 glOrthoO DO OO DO nearOfar O
Ooo0Oo-1o0010000000000000OO
0000 OpenGLO 200000 3000000000O0DO0ODO0OOOODO
0O 000-1.00011.0000000000000
gluOrtho2D(-1.0, 1.0, -1.0, 1.0);
000
glOrtho(-1.0, 1.0, -1.0, 1.0, -1.0, 1.0);

e 200000000 DbLDLOOLDbOODLDODLDOLODUOOOOLDbDDO

glMatrixMode (GL_PROJECTION) ;
gllLoadIdentity();
gluOr‘tthD(—l.O, 1.0, -1.0, 1.0);
glMatrixMode (GL_MODELVIEW) ;
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2000goobobboboboboobob o

/ *
x draw.c - U doooodon
*/

#include <GL/glut.h>

void

initialize(void)

{
/¥ O00000000bODoOoog =/
glMatrixMode ( GL_PROJECTION );
glloadIdentity();
gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
glMatrixMode ( GL_MODELVIEW ) ;

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

void
display(void)

glClear( GL_COLOR_BUFFER_BIT );

/+ 000000000 */
glColor3f( 1.0f, 1.0f, 0.0f );
glRectf( -80.0f, -80.0f, -20.0f, -20.0f );

glFlush();
¥

void
keyboard( unsigned char ¢, int x, int y )
{
if( ¢==27 ) exit( 0 );
+

void

reshape( int w, int h )
{

+

int
main( int argc, char *argv([] )

1-23
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44 {

45  glutInit( &argc, argv );

46

47  glutInitDisplayMode( GLUT_RGB );
48 glutInitWindowPosition( 100, 100 );
49  glutInitWindowSize( 500, 400 );
50 glutCreateWindow( argv[0] );

51

52  glutDisplayFunc( display );

53  glutKeyboardFunc( keyboard );

54  glutReshapeFunc( reshape );

55

56 initialize();

57  glutMainLoop();

58 return O;

59 }

60



1.3, 200000000000000000000 1-25
< 0>

l.forYonODOOOOOO drawO OO DOOODOODOODOOOO

% cd forYou
% make draw

% draw

2000000000 drawDOOD0OOOOOOOOOguOrthe2b()D0O0O0ODOOO
goobooboboboboooooboboboood

hocd ~

% cp forYou/draw.c bobby

% cd bobby

% vi draw.c
(DO00oOooooooooood)

% make draw

% draw

3. 000 deewl 00 00000CO0OOCO0OO0OOODOOODOODOOOODODOODO
goobooobood
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oo bbb totdootododgbdoud

e OpenGLODOOOODODOOODOOOODODOOOODOOODODODDOODOODOO
gooo
-OpenGLOOODOODOOOOOOODOOODOODODODODODODODODDOOOODODOOO

ogoooood
-0o0o0odoobouobooooodooobooooboooooooooood
dooooobooobooooooobooobooond

el O0ODOOODODOOO
void glViewport(GLint x, GLint y, GLsizei width, GLsizei height);

-(x,y)DODODOODDOO0ODOO0OOOOwidthD height DODOO0OOOOODOOO
Oo00ooooooOooo
-00000000000000C0ooOoOOoO0o0COOO0OOoDOOOO0(DOO0OO
O00)000OglViewport 00 00000000000 OOOO
OO0 GLUTODODDOOO DglutReshapeFuncO OO DO OO O

goooano
_____________ 00000oo0ooooo

. X
0 200

gooooo

height

xy) width

OpenGLO O DO OODOO
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/%
** reshape.c - JUU0OOOOOOOOONO
*/

#include <GL/glut.h>

void
initialize(void)
{
/¥ 000000 00go
0

ooooobon
O00 reshapeO O OO0 ODO0OOOOQOOO =/
/*

glMatrixMode ( GL_PROJECTION );

glloadIdentity();

gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );

glMatrixMode ( GL_MODELVIEW ) ;

*/

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

void
display(void)

glClear( GL_COLOR_BUFFER_BIT );

glColor3f( 1.0f, 1.0f, 0.0f );
glRectf( -80.0f, -80.0f, -20.0f, -20.0f );

glFlush();
+
void
keyboard( unsigned char ¢, int x, int y )
{
if( ¢==27 ) exit( 0 );
+
void
reshape( int w, int h )
{

/+ 0000000000 */
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44  glViewport( 0, 0, w, h );

45

46 /x» D0 0O0ODODOOOOO =/

47  glMatrixMode ( GL_PROJECTION );
48  glLoadIdentity();

49 gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
50 glMatrixMode( GL_MODELVIEW ) ;
51 }

52

53 int

54 main( int argc, char *argv[] )
55 {

56  glutInit( &argc, argv );

57

58 glutInitDisplayMode( GLUT_RGB );
59 glutInitWindowPosition( 100, 100 );
60 glutInitWindowSize( 500, 400 );
61 glutCreateWindow( argv[0] );

62

63  glutDisplayFunc( display );

64  glutKeyboardFunc( keyboard );

65  glutReshapeFunc( reshape );

66

67 initialize();

68  glutMainLoop();

69 return O;

70 }

71
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1.4 GLUTOOOODOOU0OOOODOO0OOOO0

oo oogoodng

ellJUbgbgboobbbobbbbobo0obbboobbobbooboobo
gobooo

Oooooooad éiutlnitDisplayMode
OOoo0oDoOoDoOoon (GLUT_SINGLE | GLUT_RGBA);
oOoooooogo

oooood

gbooooodad
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Joooboododgod

Jogoogggoo

L1

e 0000 DO0OUO0OOODOODLOUODLDDLOOLODLOOODDOOODOODLOD
gobobooooobboooooooo

R

- J

r N
gogogg

-

r a

I

goog

oooobbon

)

L J

e 0000 0O0OODODOOODLOOLOOODLODLDOOOOODLbLDDbDOOOOLD
gobooo
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Joooooodouoooobodddn

el 00D 0O0OOODLDODOODLDOOODLDOOOO
goobbooooobboooobobon

DooO0ooo0o0oo ooooooooo
(000000000000) (0000000000)
a \ a )
00
000
oo
L )
a ( 1|:||:|
I 0o
oo
L \
f \
0o
//———I\ 00000 oo
00000 oo
0o
) )
oo
) L )
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Joguodgdgboobtdgbbbotggbo

e 00O DOOODODODDOOOOOOODO

O éiutlnitDisplayMode
00 (GLUT_DOUBLE | GLUT_RGBA);
glutldleFunc(...);

Ood
Ood
Ood
Ood
Ood
Ood

Ood
o
o
Ood
OO
Ood
OO
Ood

oo™
OO
oo™
o4
OO
O
O
O

0o
OO
Ood
Ood

0 glutSwapBuffers();

OoOdogd
ooad
Oodgd
ooOogd
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Jotdootduodguoboggdod

el 00000 DODOO0OOOOOOOOODOODOO
glutInitDisplayMode(GLUT_DOUBLE | GLUT_RGB);

—IRISGLOOODO OpenGLOO 1000000OC0ODODOODODODOOOODOODO
gbodgbboooobbobboooon
g00d0obouoboobbbooooobboodgd

o clutSwapBuffers 00 0000000000 ODOOODOOOO0OOODODOOOOOO
goboooooobooboon

void glutSwapBuffers(void);

e glutldleFunc0 00 0O00O0ODOOODOODO0OODOOOOODODOODODOODOODOO
gooobod

void glutIdleFunc(void (*func) ());

—func0 00000000 O0OOCOOODOOOODO

-0000000000D00O0func00D000O0O glutPostRedisplayO OO OO0OO
OO0o0ooooooooooon

-Jd0000ooO0oooooooooooooood

e J000DUODOODOUODO(DOOOD)
void glutPostRedisplay(void);

-goooooooooooooooooooooooooooooooooood
good

-0000000000000000000000 (glutDisplayFune00O0OO0DODO
O00)00ooo
(glutDisplayFunc 0 000 OO0 0O)

—1000o0booooooooooooboooolgoobooood
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/ *
*x single.c - UUOUO0O0O0O0OO0OOOOOOO0OOOOO
*/

#include <GL/glut.h>

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

void

display(void)

{
/ 0000000000 =/
static float offsetX = -1.0;

/ 0000000000000 (offsetX: 0.0799.0) */
offsetX += 1.0;

if ( offsetX>=100.0 ) offsetX -= 100.0;

glClear( GL_COLOR_BUFFER_BIT );

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

/* offsetXO0 O 0OOOOOOOO %/
glRectf( -80.0f+offsetX, -80.0f, -20.0f+offsetX, -20.0f );

glFlush();
+
void
keyboard( unsigned char ¢, int x, int y )
{
if( ¢==27 ) exit( 0 );
+
void
reshape( int w, int h )
{

glViewport( 0, 0, w, h );
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46
47
43
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
7
78
79

GLUTOOODOOODOODOOoDbODOOoooOO

¥

glMatrixMode ( GL_PROJECTION );

glloadIdentity();

gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
glMatrixMode ( GL_MODELVIEW ) ;

/ 00 00000o0oono =/
void
animate (void)

{
¥

glutPostRedisplay();

int
main( int argc, char *argv([] )

{

glutInit( &argc, argv );

glutInitDisplayMode ( GLUT_RGB );

glutInitWindowPosition( 100, 100 );
glutInitWindowSize( 500, 400 );

glutCreateWindow( argv[0] );

glutDisplayFunc( display );

glutKeyboardFunc( keyboard );

glutReshapeFunc( reshape );

/x 0000 00o0oogoog
oo odogn
glutIdleFunc( animate );

initialize();
glutMainLoop() ;
return O;

0d
0d

U
[

[
[

[
*/

1-35
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010 OpenGLODO

/ *
*x double.c -~ UUOUOOO0OOOOODOOOOOOOO
*/

#include <GL/glut.h>

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

void
display(void)
{
static float offsetX = -1.0;

offsetX += 1.0;
if ( offsetX>=100.0 ) offsetX -= 100.0;

glClear( GL_COLOR_BUFFER_BIT );
glColor3f( 1.0f, 1.0f, 0.0f );
glRectf( -80.0f+offsetX, -80.0f, -20.0f+offsetX, -20.0f );

/ 0000000000000 0000DO0O0O0O0O =/
glutSwapBuffers();

/* glFlush() O OglutSwapBuffersO U ODOOOOOODODOO =/
/*

glFlush();

*/
+
void
keyboard( unsigned char ¢, int x, int y )
{

if( ¢==27 ) exit( 0 );
+
void

reshape( int w, int h )
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44 {

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

46

47  glMatrixMode ( GL_PROJECTION );
48  glLoadIdentity();

49 gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
50 glMatrixMode( GL_MODELVIEW ) ;
51 }

52

53 void

54 animate(void)

55 {

56  glutPostRedisplay();

57 }

58

59 1int

60 main( int argc, char *argv[] )
61 {

62 glutInit( &argc, argv );

63

64 /0000000000 =/

65 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
66

67 glutInitWindowPosition( 100, 100 );
68 glutInitWindowSize( 500, 400 );
69 glutCreateWindow( argv[0] );

70

71  glutDisplayFunc( display );

72  glutKeyboardFunc( keyboard );
73  glutReshapeFunc( reshape );

74

75  glutldleFunc( animate );

76

77 initialize();

78  glutMainLoop();

79 return O;

80 }

81
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<O >

I.forYouO OO OO OO reshape0 00 000O0O0O0OO0DODOO

% cd forYou
% make reshape

% reshape

000000000000 000000 WindowOOOOOOOODOOOOODOOO
OO0o0O0oOooooooooon

2. reshape.c 0000000000000 ODONO Oreshaped 0000000 OWindow
OO000000000D0000oooooooooooooooooooooooog
O0000000OglViewport 00D O000DODOOODOOODODOODODOO
(000000 0OOoOoOOoOooOODoDOoOoDOOoOoOooO)

hocd ~

% cp forYou/reshape.c bobby/reshape.c

% cd bobby

% vi reshape.c
(DoODooOoO0oOooDoooooo)

% make reshape

% reshape

0000000000000 00000oDoo0ooooooOooooo
3. forYouD OO OO OO singled doubleD OO OODOOODOOOODODO

h cd forYou

/ make single double
% single

% double

4. doublec 0000 O0D0DOOOO animationc 00O OO0 DOOOOOODOODOOOO
goobooobood

hocd ~

% cp forYou/double.c bobby/animation.c

% cd bobby

% vi animation.c
(DoODooOoO0oOooDoooooo)

/i make animation

% animation
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GLUT O O
void
void
void
void
int
void
void
void

void

Joouboogdod

glutInit(int *argcp, char **argv);
glutInitWindowPosition(int x0, int y0);
glutInitWindowSize(int width, int height);
glutInitDisplayMode (GLenum mode) ;
glutCreateWindow(char *title);

glutMainLoop(void) ;

glutSwapBuffers(void);

glutIdleFunc(void (*func) ());

glutReshapeFunc(void (*func) (int width, int height));

gooobod

void

void

void

void

void

void

glClearColor(GLclampf red, GLclampf green, GLclampf blue,
GLclampf alpha);
glClear(GLbitfield mask);

gluOrtho2D(GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top);
glColor3f(GLfloat red, GLfloat green, GLfloat blue);
glClear( void );
glViewport (GLint x, GLint y, GLsizei width, GLsizei height);

gooood

void

glRectf (GLfloat x0, GLfloat yO, GLfloat x1, GLfloat y1);
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oot

e OpenGLODOOODODODODODOOODOOODOO
e 0bOOOoLbObOO2000003000L0O0O0O0O0OLDbODbDOOO
e J0OUDDODOODODLOOOODLDODO

eJ000O0bObODbDOOOOODLDbDDbDOODOD
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2-2 g20 00

2.1 UO0ooodboboodooodgoood

e 000 0O0O0OODLDDDUOOUDLDDLObLOODLDbDDOO
e300 DO0UUO0O0ODLDDOODLODLDODbDOOOO

glBegin(O O OO OOO);
glVertexx(...); /+* O00O0O0O0OOO =/
glEnd () ;
e void glBegin(GLenum mode);
glBeemn 000 00000DO0ODOO0DOODODODOODODOODOODODOODODOODODODO
eglBegm OODO mode 00D DOODOOODOOODOOODOODO
(0 mode00O0O0O0OOODO)
-0
GL_POINTS
-0
GL_LINES
GL_LINE_STRIP
GL_LINE_LOOP
—-gooo
GL_POLYGON
GL_TRIANGLES
GL_QUADS
GL_TRIANGLE_STRIP
GL_TRIANGLE_FAN
GL_QUAD_STRIP
e void glEnd(void);
Oo0ooooooooooooooooooOooon
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0000000 (glVertex*O O)

e 0D DOMO

eJ000ODOUOUOMODODUOOODODDUIOOOOY

e void glVertex{234}{sifd}[v](TYPE coords);
({00000000100000(00000000000

2 x0U00y0OD0OOOO=z000 oO
3 xU00yDbDOO=z0000O0O

4 . 000000 x000y000=z000wOODOOO
s : shortl sU2 byteUU

i : integer ] ill4 byteU U

f : floatl f0UU4 byteU U D OO

d : doublel] dUU8 byte U U DO O

v: ggoboobooobooboooobbbobbooonbo
vOiO  goobbbooobbobodgad

e J0O0ODODOOODLDDODODOOO

glVertex2f(1.0f, 2.0f);
glVertex3d(-1.0, -3.0, 1.0);

el 00D0O0O0ODODOODODUOOODODUOODOOODODOOO
int array3[3] = {5, 8, 7};

float array4[4] = {5.0f, 8.0f, 7.0f, 2.0f};

glVertex3iv(array3) ;
glVertex4fv(array4) ;

e OpenGLODOOOOODOOOOODODOOOOODOODODODDOOODOO

LelVertex*O 10000000 1000000000

2-3

00000000 100 glVertex*0 O OO0 0O000000 OpenGL 1.1 00000000000O00OO

O



2-4 g20 00

0000000 (gVertex*00) 00 -

e |I00D0ODOODOODO (glBegin—¢lEnd 000 000)000000000OO0OOOO
goobobboobboooobobod

int array3[3] = {5, 8, 7};
float array4[4] = {5.0f, 8.0f, 7.0f, 2.0f};

glBegin (GL_LINE_STRIP);
glVertex2f(1.0f, 2.0f);
glVertex3d(-1.0, -3.0, 1.0);
glVertex3iv(array3) ;
glVertex4fv(array4) ;
glEnd () ;

o2l I0IDO0ODOUODOzOD0OO0DOUIO 3OODOOODOO

glVertex2f(x, y); O glVertex3f(x,y, 0.0f); 000000000000
o410 0O0O0O0OODODOOOODOOOOO40000 wh xOydzOOODO 3000
goooooood

glVertexdf(x, v, z, w); O glVertex3f(x/w, y/w, z/w); 00 000000000000
0o
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gbobooboooooogooboobon

Juon

%P(XO,yO)

vi(x1l,yl)
[

[
v2(x2,Y2)

e 10 DOO
float v0[2] = {x0,y0};
float v1[2] = {a1,y1};
float v2[2] = {22, y2};

glBegin(GL_POINTS);
glVertex2fv(v0);
glVertex2fv(vl);
glVertex2fv(v2);
glEnd();

2-5



- g20 00

00000
vl(x1,yl)
vO(x0, y0)
v2(x2,y2)
v3(x3,y3)
e OO DODO
float v0[2] = {«0,y0};
float v1[2] = {a1,y1};
float v2[2] = {22, y2};
float v3[2] = {3, y3};

glBegin(GL_LINES);
glVertex2fv(v0);
glVertex2fv(vl);
glVertex2fv(v2);
glVertex2fv(v3);
glEnd();
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Joogguogd

vO(x0, y0)

vi(x1l,yl)

v2(x2,Y2)

e 00D DOODOO
float v0[2] = {x0,y0};
float v1[2] = {a1,y1};
float v2[2] = {22, y2};

¢lBegin(GL_LINE_STRIP);
glVertex2fv(v0);
glVertex2fv(vl);
glVertex2fv(v2);

glEnd();

2-7
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g20 00

oo odogd

vO( x0, y0)

vi(x1l,yl)

v2(Xx2,Yy2)

e 000 GL.LINESTRIPOODO

gd
HEN

float v0[2] = {x0,y0};
float v1[2] = {a1,y1};
float v2[2] = {22, y2};

¢lBegin(GL_LINE_LLOOP):

glVertex2fv(v0);

glVertex2fv(vl);

glVertex2fv(v2);

glEnd();

OO0000000000 glPolygonModeOO OO OOODODOOODOOODODOO
gooood
glPolygonMode(GL_FRONT_AND_BACK, GL_LINE);
glBegin(GL_POLYGON);

glVertex2fv(v0);

glVertex2fv(vl);

glVertex2fv(v2);
glEnd();
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Doooddoooon

e OpenGLOOODDOOOOODOOOOOOOOOOOOOOOOOOOO
e 0000000000000 O0000GLUOOODOOOONOND0OOONONoNnoO
0oQ
0000000000 00OO0DO 20

— 000000000000 O000

GL_POLYGON, GL_QUADS, GL_TRIANGLES

— 000000000000 oong

GL_TRIANGLE_STRIP, GL_TRIANGLE_FAN, GL_QUAD_STRIP
e 0000000000000
GL_TRIANGLE_STRIP > GL_QUAD_STRIP

00 > GL.QUADS, GL_.TRIANGLES > GL_POLYGON
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Jooodooodd - GL.POLYGON

e J00ODODOOOODLDODDOOOOODLDODO
e 00O DbO0O0ODLDLDODOOOODLODObDOUDLDLDbDDbOOUOOO

vO( x0, y0)

vi(x1,yl)

v2(x2,Yy2)

e DO DODOOO

float v0[2] = {x0,y0};
float v1[2] = {a1,y1};
float v2[2] = {22, y2};

glBegin(GL_POLYGON);
glVertex2fv(v0);
glVertex2fv(vl);
glVertex2fv(v2);

glEnd();

HEN
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ogoooodonn
~ GL.QUADS, GL TRIANGLES —

e 000 DbO0OO0DLDDODOOOUODLOLDbDOOODLDDOOOObLDOD

e 00D DOOODLDODOOOODOO

e J00DDDODODDODDOODODOODODDODODOD GL.QUADSOODO GL_TRIANGLES
god

e GL.POLYGONDOODOODOODODOOODODO (OpenGLOODODODODOODOODO)

V2

v/

v3

v12 v1ll

V8 v9

e DO DODOOO

glBegin(GL_QUADS);
glVertex2fv(v0); glVertex2fv(vl);
glVertex2fv(v2); glVertex2fv(v3)
: (v3)
: (v7)

?

?

(
glVertex2fv(v4); glVertex2fv(v5
glVertex2fv(v6); glVertex2fv(v7
(
(

)
)
) :
glVertex2fv(v8); glVertex2fv(v9);

glVertex2fv(v10); glVertex2fv(v1l);

glEnd();



2-12 gz20 00

bbb ggododogn 1
-~ GL_TRIANGLE_STRIP -

V3 v5 v/

vl

vO va V6

e OO DODODODO

glBegin(GL_TRIANGLE_STRIP);
glVertex2fv(v0); glVertex2fv(vl);
glVertex2fv(v2); glVertex2fv(v3);
glVertex2fv(v4); glVertex2fv(vh);
glVertex2fv(v6); glVertex2fv(vT7);
glEnd();

O:gbgbobbobbobbobbobuoobobboobobobob
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uoboobggoooogbgbot 2
-~ GL_TRIANGLE_FAN -

elU0DbO0OO0DLOODLODLOOOOOOO
ej0U0bOObOoObO1IObObOObObOObObOObLObObLObOODbLDO0ObO0ODbOOd
gboobgbooboobobboobobbgo

V2 V3

vl

v5

V6

e OO DODODODO

¢lBegin(GL_TRIANGLE_FAN):
glVertex2fv(v0); /0000 */
glVertex2fv(vl); glVertex2fv(v2);
glVertex2fv(v3); glVertex2fv(v4);
glVertex2fv(v5); glVertex2fv(v6);
glEnd();

O:gbgbobbobbobbobbobuoobobboobobobob
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000000000000 0000 3
~GL.QUAD_STRIP -

e 000 000O(GLTRIANGLE) 000000
e 0000000000000 0000000000000000000000

vl v3 v5 V¥4

vO

v4

e DO DODOOO

¢lBegin(GL_QUAD STRIP):
glVertex2fv(v0); glVertex2fv(vl);
glVertex2fv(v2); glVertex2fv(v3);
glVertex2fv(v4); glVertex2fv(v5)
glVertex2fv(v6); glVertex2fv(v7)
glEnd();

?

?

U:0ddobgobboogobbbooobbboooobboboon



21, 0JO00DOooOO0obObOOoOoobboobooo 2-15
glBegin()d ¢lEnd() O O O O

o glBegin() 0 ¢lEnd() 00000000 D000000 OpenGLOOOD OO0
-glVertex®() 0000000
- glColor*() :RGBOOODOOO
_gllndex*() 000000000000
-glNormal®*() : 00O O0O0OOOO
- glEvalCoord*(): 0O OO0
-glCalllist™() : 000000000 OOOOO
- glTexCoord*(): DOODODOOOOOO
_glEdgeFlag®(): 00O0D0O00DOO0O
- glMaterial*() : 0000000

e ¢lColor* ()0 glNormal*() O gl TexCoord*() O glVertex®*() OO DO DODODOOODOOOO
ddbooooooooobooooooooboooooao

e DO DODOOO
gobbooobobbdoouoooobooobooooobbboboooobobo

glBegin(GL_POLYGON) ;
glColor3f (1.0, 0.0, 0.0);
glVertex2f(-0.7, -0.5);

glCOlor3f(1.0, 1.0, 0.0);
glVertex2£(0.7, -0.3);

glCOlor3f(0.0, 1.0, 0.0);
glVertex2f(-0.1, 0.7);
glEnd Q) ;
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/*
** primitive.c - glBegin()UglEnd() OO OO OO
*/

#include <GL/glut.h>

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

/¥ 000000 =/
void
drawTri( float offset )
{
/= 0000000000000 000000 =/
ngegin( GL_TRIANGLES );
/* 0000 %/
glColor3f( 1.0f, 0.0f, 0.0f );
glVertex2f ( -80.0f+offset, -80.0f);

/* 0000 %/
glColor3f( 0.0f, 1.0f, 0.0f );
glVertex2f ( -20.0+offset, -70.0);

/* 0000 %/
glColor3f( 0.0f, 0.0f, 1.0f );
glVertex2f ( -40.0f+offset, -20.0f);
glEnd () ;

}

void
display(void)

{
static float offsetX = -1.0;

offsetX += 1.0;
if ( offsetX>=100.0 ) offsetX -= 100.0;

glClear( GL_COLOR_BUFFER_BIT );

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

HEN
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44

45 /% offsetXU DD OODODODOOO =/
46  drawTri( offsetX );

47

48  glutSwapBuffers();

49 }

50

51 void

52 keyboard( unsigned char c, int x, int y )
53 {

54  if( ¢c==27 ) exit( 0 );

55 }

56

57 void

58 reshape( int w, int h )

59 {

60 glViewport( O, O, w, h );

61

62 glMatrixMode ( GL_PROJECTION );
63  glLoadIdentity();

64  gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
65  glMatrixMode( GL_MODELVIEW ) ;
66 }

67

68 void

69 animate(void)

70 {

71  glutPostRedisplay();

72}

73

74 1int

75 main( int argc, char *argv[] )
76 {

77  glutInit( &argc, argv );

78

79  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
80 glutInitWindowPosition( 100, 100 );
81 glutInitWindowSize( 500, 400 );
82  glutCreateWindow( argv[0] );

83

84  glutDisplayFunc( display );

85  glutKeyboardFunc( keyboard ) ;

86  glutReshapeFunc( reshape );

87  glutldleFunc( animate );
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88

89 initialize();
90  glutMainLoop();
91 return O;

92 }

93
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Dodoodooddoon

el OO0 OODOOODODOOODODLOOOODOUODODOODOOON
el 0ODOOOODOOO
— void glPointSize( GLfloat size);
-0000000 sizexsizeODODODODOOO
Oo0oodoo 1.of
el 0ODOOOOOO
— void glLineWidth(GLfloat width);
-gooooooooooooooo
Oo0oodoo 1.of
e 0OOOOODOODOO
— void glLineStipple(GLint factor, GLushort pattern);
—factor OO0 OODOOOO
—pattem 00 00000/00000000000O00CDOO
-0000000000 glEnable00 0 GLLINESTIPPLEOOODOOODOOO
gooooood
-00000000000000000 GLLLINESTIPPLEOOOOOODOO glD-
isable 00000
eI OOODO

glEnable (GL_LINE_STIPPLE);

gllLineStipple(3, 0xf0£f0); /* dashed line */
glBegin (GL_LINE_STRIP);

glVertex2f(-0.7, -0.5);

glVertex2£(0.7, -0.3);

glVertex2f(-0.1, 0.7);

glEnd () ;
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Ddoodddoooon

e OO0OOOOOOOOOODO

e 00O DODODO (front face) d O (back face)
Oo00o0oodoooooooooooonoooooooooooouoooonon o
O0ooooooooooobooooooooooooooooooooooooon
oooooooooooo

glBegin(GL_POLYGON) ;
glVertex2fv(v0) ;
glVertex2fv(vl);
glVertex2fv(v2);
glVertex2fv(v3);
glEnd () ;

eJoobobobbbOooooobbboobbbboooobLboboOon

|
—

n

+ ’ (- Yir1 — Tig1 - i)

-
Il
=]

eI 0OODOOO
void glPolygonMode(GLenum face, GLenum mode);
-doouobooooooobooobooooobooboooooboooooooon
oo ooboooooooooobooooao
—face 0 GL_FRONTOGL_BACKOGL_FRONT_AND BACKOOOOO®O
—mode J GL_FILLOGL_LINEOGL_POINT OO OO
-000000 GL.FRONT_AND_ BACKO GL_FILLOOODOOO
el 000 0OOODOOODOOODOO
void glPolygonStipple(const GLubyte *mask);
-2x200000000000000000LOO0OUOOObOOO0bLDOO0Od
-0000000000000 GLPOLYGONSTIPPLEOODOOODO glEnable O
000000000000 DO00DO00DO0 glbisableOOOO0O
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/ *
** gtipple.c - gllineStippleO OO OOOD
*/

#include <GL/glut.h>

void
initialize(void)
{
/ DO0000oooooog =/
gllLineWidth( 5.0 );
gllLineStipple( 5, 0xf0£f0 );
glPolygonMode ( GL_FRONT_AND_BACK, GL_LINE );
glEnable( GL_LINE_STIPPLE );

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
}

void

drawTri( float offset )

{
ngegin( GL_TRIANGLES );
glColor3f( 1.0f, 0.0f, 0.0f );
glVertex2f ( -80.0f+offset, -80.0f);
glColor3f( 0.0f, 1.0f, 0.0f );
glVertex2f ( -20.0+offset, -70.0);
glColor3f( 0.0f, 0.0f, 1.0f );
glVertex2f ( -40.0f+offset, -20.0f);
glEnd () ;

}

void
display(void)
{
static float offsetX = -1.0f;

offsetX += 1.0f;
if ( offsetX>=100.0f ) offsetX -= 100.0f;

glClear( GL_COLOR_BUFFER_BIT );

glColor3f( 1.0f, 1.0f, 0.0f );
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44  drawTri( offsetX );

45

46  glutSwapBuffers();

47 }

43

49 void

50 keyboard( unsigned char c, int x, int y )
51 {

52 if( ¢c==27 ) exit( 0 );

53 }

54

55 void

56 reshape( int w, int h )

57 {

58 glViewport( O, O, w, h );

59

60 glMatrixMode ( GL_PROJECTION );
61 glLoadIdentity();

62 gluOrtho2D( -100.0, 100.0, -100.0, 100.0 );
63  glMatrixMode( GL_MODELVIEW ) ;
64 }

65

66 void

67 animate(void)

68 {

69 glutPostRedisplay();

70 }

71

72 1int

73 main( int argc, char *argv[] )
74 {

75  glutInit( &argc, argv );

76

77  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
78  glutInitWindowPosition( 100, 100 );
79  glutInitWindowSize( 500, 400 );
80  glutCreateWindow( argv[0] );

81

82  glutDisplayFunc( display );

83  glutKeyboardFunc( keyboard ) ;
84  glutReshapeFunc( reshape );

85  glutldleFunc( animate );

86
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87 initialize();
88  glutMainLoop();
89 return O;

90 }

91



224 D20 OO
<O >

1. forYoul OO OO OO primitiveOstipple D 0O O0O0O0O0O0O0ODOOOO

% cd forYou

% make primitive
% primitive

% make stipple

% stipple

2000000000 animation0 0000000000 OgBegin()0JOO0O0O0OO0
gobogdbogbobobbbbooodobbuoobboobooboobbooboo
gooooood

% cd bobby

% vi animation.c
(0ooOoooooooooooo)

% make animation

% animation
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Jooooodddn

ooooog
void glBegin(GLenum mode) ;
void glEnd();

oo0oooag
void glVertex2d (GLdouble x, GLdouble y);
void glVertex2dv (const GLdouble *v);
void glVertex2f (GLfloat x, GLfloat y);
void glVertex2fv (const GLfloat *v);
void glVertex2i (GLint x, GLint y);
void glVertex2iv (const GLint *v);
void glVertex2s (GLshort x, GLshort y);
void glVertex2sv (const GLshort *v);
void glVertex3d (GLdouble x, GLdouble y, GLdouble z);
void glVertex3dv (const GLdouble *v);
void glVertex3f (GLfloat x, GLfloat y, GLfloat z);
void glVertex3fv (const GLfloat *v);
void glVertex3i (GLint x, GLint y, GLint z);
void glVertex3iv (const GLint *v);
void glVertex3s (GLshort x, GLshort y, GLshort z);
void glVertex3sv (const GLshort *v);

Odooooooooon
void glLineStipple(GLint factor, GLushort pattern);
void glLineWidth(GLfloat width);
void glPointSize(GLfloat size);
void glPolygonMode(GLenum face, GLenum mode);
void glPolygonStipple(const GLubyte *mask) ;

oogooouoooo
void glNormal*(...);

goooooooon
void glTexCoord*(...);
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3.1 300000000000

s tdbtobbtuogg

e300 DOOUO0O0ODLDDUOOODLObLODbLOOO
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bbbt btdbobtggobbtbogdod

ej00UDO0OODOLOODOLOOOODLODLDbODDLDODODOODLDbDObOOn

OpenGLOODOO

Oo0o0ooooooooooog

- gooooogoog -
(Projection00 00 0O0COODO)
Oo00o0ooooooooooog

- gooooooooogno -
(Modelview OO 0O OQOOOO)
Oo0opooogogo3ggoooogno
- go0oooooooooggo -
(Modelview OO 0O OQOOOO)

e 000dooboboobbooooobboobboobboobboobo

0o

e JUboogbbbOo0obbobbooboooboLboboobboobo

googo

e 0O0OU0DOOOLODDOOUOOODLOODOOODLDLDbODOOOOODLDDOOO
e 0oL bOOobbOUObOUOOUOODbOObLODLDLDbODDbDOOOODLOD
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Doooodoon

e J00ODODOO3000ODLOLOOODLDODO
1.000000000000b000b00000 Projection D O0OODOOOO
2. Projection 00 0O O0OD0O0ODOODOOODODOO
3. glFrustum O ¢lOrtho OO0 OO O0O0O0ODOO0ODOODOOODOOODDDOOODOO
goboboooogo

Projection 00 OO OO0 glMatrixMode(GL_PROJECTION);
doooooooooood

Projection 00 OO OO0 glLoadldentity();
gooooooooooo

0000000 Projection Oo0dnd

Ooooooood glFrustum(...);

Modelview OO 00000 glMatrixMode(GL_MODELVIEW);
doooooooooood

eI DOODODOOOODDLOODODODDOODbDODOODODUObDODODODON Projection
gogbooobobod
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Jouogooggdod

OO0000ob0b0b0o0obo0obO0obbOoOobonod Projectiond DO O0ononoonog
gooboogao

el 0000O0ODODOOODODOODOODOOO
void glMatrixMode (GLenum mode);

— OpenGL O O Projectiond ModelvewO Texture 0 30 000000000000

-0000000000030000b0b00bODOOoOoOooDoobOboOoOobOooboOog
O0o0oO0ooo0ooooooooooooog
OO000000oO00ooodoodooooooooOoDoOooDoOoooOoooaog
OO00O000o0o00o0O00ooooooooooo

-0000 GL.PROJECTIONOGL MODELVIEWOGL TEXTUREOOOOOO
0000 giMatrixMode 000000000000 O0OOOODODOOOOODOOO
oooood

—Projection 00 00000000000 O0OOOOOOOODOOOOOOO

glMatrixMode (GL_PROJECTION) ;

el 00000DODOO0ODOOOODOODLDOOODOODOO
void glLoadldentity (void);

— glLoadldentity 0 glMatrixMode 0 00000 O0O0O0O0OOOODODOOOOOOOO
Oo000oooOoooo
-000000000D0O0000000DO0O0000000D0DO0o00gn glhoa-
dIdentity O glLoadMatrix 0 2000000000
-J000300000bo0booobooboobooboobOooooDoobogo
000
0000000 0O0ODO0DOOO00O00DDOOoO0oOoDOO
—-000000000 ModelviewdProjection 0000 00 00O glLoadldentity O
Oo0O00ooo0oOoo
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Joogood

gooogboboboobobob20bbdoobobbobboboboobboobobboon
goo

gooobod

00000000 p0oo0O00oo00ooo00ooo0oooDoooooOogooog
00000000 Oooooo
O000000oooooo
e l0000D0D0O0DOOD0ODOOUDODUDDDOODOOUOODOODUDDOOD
OO00O00s3000000000
el 0000DO00ODDODODOODODODOUOODOODODODDO D neard0 far00 OO
Ooooooooooooot
eJJ0000O00UCODOOUUOOUODOOUDOUOUDULDOODOD3DOOO
ODO00D00O00D0O0O00DO400000000000000O0
e J000DDOOODDOOO200000
— glFrustum

— gluPerspective
Oooooo

0000000000000 00O000O0

Oo00oooooo
e lJ0J0DDOODDODOOODDOOUODDODODDOODODOO
OO0000OO0300000000D00b00Db0oDO
e J000D0DDODODOOUDDOODOO
e J000DODDZOUOODOOUDDOOD ZODOOODODDOOOOOODO
0000000000000 D0O000000000 nearJ0 fax000O0O0O
Oo000oooOoooo
e J000D0DDODODOOUDD20D0000
— glOrtho
— gluOrtho2D

000000000 00000000 20000000000 Z0000000000000000
OOrear 0 far OO0 O0OOOODODOOOOODOOODOOOOOO
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00000000000 (1)

— ¢lFrustum —

e void glFrustum (GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top, GLdouble near, GLdouble far);
eJI0D00DO0ODOOOODODODOOOODOOOODODODODOODODOODOO
OO00000000d0O0oooooooooooon
e frustum 000 0000O0O0OOO

| e
-

3-9
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00000000000 (2)

— gluPerspective —

e void gluPerspective (GLdouble fovy, GLdouble aspect,

GLdouble zNear, GLdouble zFar);
eJI00IDO0ODOODODODODODOOOOODODOOODODODODOO
eJID0ODOODODOO

aspect = w dt h/ hei ght

-
-”
-
-
-
-
PR
-------
- -
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-
-
-

ﬁ——
-

- -
-~ -
- -
-
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- -
-
=l
- -
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00o000oooood glothe O OO OO

e void glOrtho (GLdouble left, GLdouble right,

GLdouble bottom, GLdouble top, GLdouble near, GLdouble far);
e void gluOrtho2D (GLdouble left, GLdouble right,

GLdouble bottom, GLdouble top);

top
canera
position
| eft
4
right
botto
near
- |

far

A
y
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/ *
** projection.c - UUUOUOOOO30OOOOOOONO
*/

#include <GL/glut.h>
#include "laconia.h" /* D OO OO 3000000 =/

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

¥

void
display(void)

glClear( GL_COLOR_BUFFER_BIT );
glColor3f( 1.0f, 1.0f, 0.0f );

/* 0000 =/
lacSphere( 10.0, ’w’ );

glutSwapBuffers();
+

void
keyboard( unsigned char ¢, int x, int y )
{
if( ¢==27 ) exit( 0 );
+

void
reshape( int w, int h )
{
glViewport( 0, 0, w, h );

/* 30000000000000 =/
glMatrixMode ( GL_PROJECTION );
glloadIdentity();

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

3-13
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44 }

45

46 void

47 animate(void)

48 {

49 /00000000 reshape00O0O000O0OD0OOOOODOOOOO
0O

50 O000000000000000O0 reshape0 000000
51 00000000 reshape0 OO0 OOOOOO */
52 reshape (glutGet (GLUT_WINDOW_WIDTH), glutGet (GLUT_WINDOW_HEIGHT));
53  glutPostRedisplay();

54 }

55

56 1int

57 main( int argc, char *argv[] )

58 {

59  glutInit( &argc, argv );

60

61 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
62 glutInitWindowPosition( 100, 100 );

63 glutInitWindowSize( 500, 400 );

64 glutCreateWindow( argv[0] );

65

66  glutDisplayFunc( display );

67  glutKeyboardFunc( keyboard );

68  glutReshapeFunc( reshape );

69 glutldleFunc( animate );

70

71 initialize();

72  glutMainLoop();

73 return O;

74 }

75
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<>

I.forYouO OO OO OO projection0 000000000 OO0OOO0ODODOOODOO
gobobbooobbbooooobobobooobobbbuoooobbobooaoa

/
/
/

cd forYou
make projection

projection

2000000000 anmimationd DO OO0O0OOOOOODODODO 30000000
gbo3bgogooboboooboobogan

/
/
/
/

cd bobby

vi animation.c
(ooooooobooooooo)

make animation

animation

3. 000 anmation0 00000 300000000000 0O0O0OO0O0O0OOOOOO
good

O

draw(){
static float fov = 10.0;
fov += 1.0;

if(fov > 120.0)

{
fov = 10.0;

gluPerspective(fov, 1.0, 0.1, 200.0);
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3-17

Joddoouoogdo

el00OIODODODODO?

e 00O 0OOOODLDDO300O0U0O0OODLOOOO
1.000000000000000000O000D0DO0O ModelviewOOd OO QOO

gdo

2. Modelview OO OO OOO0OODOODOOOOOOO
J.gluLookAt 0D ODOODODODODODOODOODOODODOODODODOODOO

gooboogoad

Modelview [
oogpoono

Modelview OO OOODO0O
Oodoopogoooogno

goaooo

Modelview

OO

glMatrixMode(GL_PROJECTION);
glLoadldentity();
000 OglFrustum(...);

glMatrixMode(GL_MODELVIEW);

glLoadldentity();

ooon
gluLookAt(...);

0000000000000 00000000000D000000000000000000D0000

gboogboooboobobood
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Joggoogoodd

e GLUOOODOOO gluLookAtODOODODOODOODOODO
eJ00DbDbOOO0ODLDODLOOUOOOUODLDObDODbDODDO

gluLookAt(eyex, eyey, eyez, centerx, centery, centerz, upx, upy, upz);3
eyex, eyey, eyez 10000000 OOOOOOOOO

centerx, centery, centerz 00000000000 OOOO
upx, upy, upz U000 ooogdno

e J00ID0O0DOOUUDODODOD(DO)DUODOUDDOODODODO

3IRIS GL O lookat 00 0 O4Dgifts 0000000 wpat 0O O DD OO
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Jogbbobbotdbotdbogbbotobbtdgggood

GLUDODOOO0ODODO gluLeokAtODOODOODOODODOODODOODODOO
gboobbogobooooooooo

e GLUOOOOODOOOD gluLookAtODOODDOOODODODOOODOOODOODOODOODOO
gobobboboboboooan
eJ00ODOODOOODLDODDODOOODLOODO

void pilotView(float x, float y, float z,
float head, float pitch, float roll)

{
glRotatef (roll, 0, 0, 1);
glRotatef (-pitch, 1, 0, 0);
glRotatef (-heading, 0, 1, 0);
glTranslatef(-x, -y, -2z);
b

A

<;heading
X pitch Z
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CADOUOU0O0U0oo0ooooooooood

e CADOOODDODOODDODODOOODDODDODODOODOOOOO
e polarView(dist, azim, inc, twist);

dist 000000000000 DOO0O0O0OO0O00OO0
azimxy0 000 yOOOOODO

inc yzO0OODOz0OO0OOOO

twist 0000000000

o RISGLOODOODOODOODOODOODOO OpenGLODOODODOODOODODO

void polarView{GLdouble distance, GLdouble twist,
GLdouble elevation, GLdouble azimuth)

glTranslated(0.0, 0.0, -distance);
glRotated(-twist, 0.0, 0.0, 1.0);
glRotated(-elevation, 1.0, 0.0, 0.0);
glRotated(azimuth, 0.0, 0.0, 1.0);
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/ *

u3d

jugboobooooobod

*x viewing.c - UUOUOO0O0OOOOOOOO

*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)

{
¥

glClearColor( 0.0f, 0.0f, 0.0f,

void
display(void)
{

/¥ 00000
/* 00000
Ooooo
ooooo
glloadIdentity();
gluLookAt (

goon
Ooobo
googd

1
0.
0.
0.

00 =/
Joooogdgogod

glClear( GL_COLOR_BUFFER_BIT );

glColor3f( 1.0f, 1.0f, 0.0f );
lacSphere( 10.0, ’w’ );

glutSwapBuffers();
+

void
keyboard( unsigned char c,

{
¥

if( ¢==27 ) exit( 0 );

void
reshape( int w,

{

int h )

glViewport( 0, 0, w, h );

int x,

1.0f );

int y )
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44

45 glMatrixMode ( GL_PROJECTION );
46  glLoadIdentity();

47  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
48  glMatrixMode ( GL_MODELVIEW );
49 }

50

51 void

52 animate(void)

53 {

54  glutPostRedisplay();

55 }

56

57 1int

58 main( int argc, char *argv[] )
59 {

60 glutInit( &argc, argv );

61

62 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
63 glutInitWindowPosition( 100, 100 );
64 glutInitWindowSize( 500, 400 );
65  glutCreateWindow( argv[0] );

66

67  glutDisplayFunc( display );

68  glutKeyboardFunc( keyboard ) ;
69  glutReshapeFunc( reshape );

70  glutIdleFunc( animate );

71

72 initialize();

73 glutMainLoop();

74 return O;

75 }

76
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30 300000bobgobon

<>

IL.forYouOOOOO OO viewngO OOOOOOOOOOODODO

/
/
/

cd forYou
make viewing

viewing

2000000000 anmation0 OO O0O00OO30000000000O00OO0OOO
gobogogbodgboboouboobboboobboooboobbooooa

oo
//

//

//

//
3.00

O

goboboood

cd bobby

vi animation.c
(ooooooobooooooo)

make animation

animation

gobobobobbotbdgoobbbooobobobooooboboon

draw(){
static float eyeX = -100.0;

eyeX += 1.0;
if(eyeX > 100.0)
{

eyeX = -100.0;
+

gluLookAt (eyeX, -100.0, 100.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
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Joouboogdod

goooood

void gluPerspective(GLdouble fovy, GLdouble aspect,
GLdouble near, GLdouble far);

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

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

void gluOrtho2(GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top);

gobooboogbod

void glLookAt(GLdouble vx, GLdouble vy, GLdouble vz,
GLdouble px, GLdouble py, GLdouble pz,
GLdouble tx, GLdouble ty, GLdouble tz);

void polarView(GLdouble dist, GLdouble azim,
GLdouble inc, GLdouble twist); /* O OO =*/

void pilotView(GLdouble planex, GLdouble planey,
GLdouble planez, GLdouble roll,
GLdouble pitch, GLdouble heading);/*x OO0 %/
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Do dooddonn

e 0O0O0UDOO0ODLDDODOOOUDLDLDObLOODLDODDOO
eJbooooobbooooobobbobbbboobbboboobbooo

gobobodoobobboooooboboooboo

y
A

e 0O0OU0DOO0ODLODDOODOODDDOODLOOLDbDOOUOOODLDLDbDDOOD
MatrixUOO OQOOOOOOOOOODOODOOODOOO
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0000000
Ooooddoooon

e JI0D0DO0OD0ODODOO0OOODNO ModelviewOO OOODODOO
O0O00O Modelview OO ODOQOOODOODODOOOOODOODODOO

glMatrixMode (GL_MODELVIEW) ;

' JERERERE
— glRotated(GLdouble angle, GLdouble x, GLdouble y, GLdouble z);
— glRotatef(GLfloat angle, GLfloat x, GLfloat y, GLfloat z);
—angle 00 000000radian 000000000
-x,y,z00000000o0ooooooooooon

el O0OOOOODO
— glScaled(GLdouble x, GLdouble y, GLdouble z);
— glScalef(GLfloat x, GLfloat y, GLfloat z);
—xUyOzO0OOOOOOOOO
-gooobobooooooobooooooooodd
-goodbooooooobooooooood

' JERERERE
— glTranslated(GLdouble x, GLdouble y, GLdouble z);
— glTranslatef(GLfloat x, GLfloat y, GLfloat z);
—xUyOzO0OOOOOOOOO
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e 00D DODLOOODOOOUDLDLDDODODUODLDOOOUODLOD

Projection Modelview

gooo — —

oooad Prj —
doooon Prj View
00
goodn Prj View x Model
00

40 40 40 40 40000000

gooooo Prj View x Model Vertex
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0
0 cosf sinf 0
[Rotate(0,1,0,0) : Mpyy(0) =
glRotate(0,1.0.0) : Mpox(0) 0 —sinfé cosf 0
1

0 0 0
L cosf 0 —sinf 0]
0 1 0 0
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/*
** modelingl.c - UUOUOUOOOOOOO
*/

#include <GL/glut.h>
#include '"laconia.h"

void

initialize(void)

10 {

11 glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
12 }

O 0N UL WN B~

14 void
15 display(void)
{

17 / 0000000000000 =/
18 static float offsetX = -51.0;

20 /x JO0O0O0O0O0O0O (offsetX: -50.0750.0) *x/
21 offsetX += 1.0;
22 if ( offsetX >= 51.0 ) offsetX -= 101.0;

24  glClear( GL_COLOR_BUFFER_BIT );
26 /x 0O0O0GO0OoooOod =/

27 glMatrixMode ( GL_MODELVIEW ) ;
28  glloadIdentity();

29 gluLookAt( 0.0, 50.0, 100.0,

30 0.0, 0.0, 0.0,

31 0.0, 1.0, 0.0 );

32

33 /+x 000000000 O0OO0O0O =/
34 glTranslatef( offsetX, 0.0, 0.0 );

36 glColor3f( 1.0f, 1.0f, 0.0f );
37  lacSphere( 10.0, ’w’ );

39 glutSwapBuffers();

40 }

41

42 void

43 keyboard( unsigned char c, int x, int y )



4.1.

44
45
46
47
43
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
7
78
79
80
81
82
83
84

gogbogn

{
¥

if( ¢==27 ) exit( 0 );

void
reshape( int w, int h )

{

¥

glViewport( 0, 0, w, h );

glMatrixMode ( GL_PROJECTION );
glloadIdentity();

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

void
animate (void)

{
¥

glutPostRedisplay();

int
main( int argc, char *argv([] )

{

glutInit( &argc, argv );

glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
glutInitWindowPosition( 100, 100 );
glutInitWindowSize( 500, 400 );
glutCreateWindow( argv[0] );

glutDisplayFunc( display );
glutKeyboardFunc( keyboard );
glutReshapeFunc( reshape );
glutIdleFunc( animate );

initialize();
glutMainLoop();
return O;
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040 3000000000000

<>

IL.forYouOOOOO OO modelingl 00000000 OO0OODOOO

/
/
/

cd forYou
make modelingl

modelingl

2000000000 anmation0 0000000 0O0O0O0OOOOOOOOOOO0OCO
gobouogogbobboobbobooobobooobboboboobboooan

/
/
/
/

cd bobby

vi animation.c
(ooooooobooooooo)

make animation

animation

j.uodgdbouooooobooobooobbooboboboboann
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4.2 JO00O0OO0O0OOOO0OOO0O0O0O0OO0O00OOO00

Jodogooddgoobood

e UbOObOO0OOODOODLOOODLOODODLDODbOOOODLODLDbLOODLOD
gobobooobooooboobobod

e bbb bOdO0OO0bLDbOObLUOOLDDLOOLODbLODbDOOLOODOODLOD
gooobod

e bbb bO0ObOUOOOLOUODbLbOOObLObOOObLODOObLDbOODLD
goobogobobooooooo

e UDOOOODLOOOUOOUDLD3OULbOO2000b0000O0O0ULDOOOnO
HEN
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Jogdogoodoootdgodd

e OpenGL 0O O Projectiond ModelviewO Texture 0 30 0000000000000
O00DO000o0oO00ooooooooooooon
eI DODDOODODODODDODODODODODOODOODO

ModelviewO O OO QOO : 320
ProjectionJ0O OO OO : 2000
Texture O OO QOO : 2000

e 000000 DODODODOODDODOOD giMatrixModeODOODODOOOOOODOO
ddodboooooooboooooboood
el 000O0O0ODODODOOOODODOOODLDUOODOODOODOODODOOOODOOO
void glPushMatrix();
e 00ODOOODOODUODOOOODODOOOODODOOODOODODODOOOODOOn
gooooobooooooo
void glPopMatrix();
e OOOODOODOOODO
00000 OglMatrixMode 0O DOD0OODOODODO
00000000 mOboooon
void glLoadMatrix(Matrix m);
-0 oboooooododmObOooooaa
void glMultMatrix(Matrix m);
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Jodogootdboodood

el 20000000 O0O0DOODOUO0OODODUOOOODOOODOOOO
void glGetFloatv(GLenum pname, GLfloat *m);
void glGetDoublev(GLenum pname, GLdouble *m);
void glGetIntegerv(GLenum pname, GLint *params);

e 000 glMatrixMode 0O DO ODOOODOO

eJUUOODprame 00O 0ODOOO0O0OO0OOODODODOOO0OOODLDOOOOODOO
goo

-0i000boooobooooob0b0 Mmoo
GL_PROJECTION_MATRIXOGL-MODELVIEW_MATRIXOGL_-TEXTURE_MATRIX

-oooobbobobooboooboobg
GL_MATRIX_MODE

-0oo00oobboboboboobboobobooo
GL_PROJECTION_STACK_DEPTHO GL.MODELVIEW_STACK_DEPTHDO
GL_TEXTURE_STACK_DEPTH

-0o0ooobboboboboobuoobooboog
GL.MAX_MODELVIEW_STACK_DEPTHOGL_MAX_PROJECTION_STACK_DEPTHO
GL.MAX_TEXTURE_STACK_DEPTH
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gobobooobbboooobobod

e 0000DOODDOODODODUOMUIDODDDDODOODODOUODDODOOOOO
gobobooobbobobooobobbooobbboooooboo

oboobooooo
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oo dgboootdbood

Project Modelview
oooo — —
oooo Prj —
Oooooo Prj V
00
gooad Prj VU Rot
O0O000OO0oOoOOoboooog
goodgo Prj VU Rot Vtetra
godd Prj VO RotO Trn
O0O000OO0o0ooOOobooooag
googd Prj VO RotO Trn Vbeam
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Juootdobodooggodd -oggdog —

Project Modelview

gooo — —
gooo Prj —
Viewing O 0 Prj V
oooad Prj VU Rot
O000ooobooboooon
gooooo Prj VU Rot Vtetra
Modelview Prj I
Matrix 0 0O O
IODvoooooooo
Viewing O 0 Prj V
godd Prj VO Trn
Oo00oooooobog
goodd Prj VO Trn Vbeam

e 000D ODOODO ModelviewOO OOODOODOODOOODODOOOO 20000
goobogn
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godboooobooboobuobooonoboon

oo odoodgogogd
-pobouoggd -

goboboboooobooboobobobbobooooogon

Project Modelview
goooo Prj V Current
Viewing 00 0 Matrix
glPushMatrix();
Current  Matrix VvV Prj V —
00000 Matrix copy
Stack O OO
O V |
Matrix  Stack
oooo Prj VO Rot
O V
O00000ooooOoooon
gooooo Prj VU Rot Vtetra
O V
glPopMatrix();
Stack O O Matrix Prj Vv —
oooooad replace
Current  Matrix 0
ooooo O O —
godd Prj V0O Trn
Oo0o0ooooooboad
goodd Prj V0O Trn Vbeam
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Oo0O0o00oO0oooooooo (2)
-pougobobobobobog —

oooo
Project Modelview
goooo Prj V Current
Viewing 0 O Matrix
O O Matrix
Stack
glPushMatrix();
Current Matrix V Prj V
00000 Matrix copy
Stack O OO
O V -
ooooooad Prj VOM
O V
gooooo Prj VoM Vtetra
O V
glPopMatrix();
Stack O O Matrix Prj \Y —
oooooad replace

Current Matrix O
oooond O O




Oo0O000doooDoOoooooooooOoood
2000 3000000 bo0uobouog —
‘ Project Modelview
30oooooon P3d \Y% oooooood
Viewing U [ MatrixO OO O
Modelview O O O
Current  Matrix Vv P3d V glPushMatrix();
00000 Matrix
Stack O OO
0 \Y
ooooood P3d VOM
3bOoooood P3d VOM Vid
300 Projection P3d VOM | glMatrixMode
Matrix 0 O O (GL_PROJECTION);
glPushMatrix();
P3d \Y
200 Projection P2d I glLoadldentity();
Matrix 00 00O gluOrtho2D(...);
Modelview  Matrix glMatrixMode
oood P3d \Y% (GL.MODELVIEW);
glLoadldentity();
2bO000CoOoOd P2d I Vad
glMatrixMode
Stack 0 O Matrix P3d \Y (GL_PROJECTION);
Oooodod glPopMatrix();
O Current Matrix glMatrixMode
oooood 0 0 (GL.MODELVIEW);

glPopMatrix();
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/*
** modeling2.c - DU UOOOOOOO 200000
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

/ 000000000000 00O0o0Ooooog =/
glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();
gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );
+
void
display(void)
{

/ 0000000000000 =/
static float offsetX = -51.0;
static float angle = -1.0;

/* offsetXO OO (-50.0750.0) */
offsetX += 1.0;
if ( offsetX>=51.0 ) offsetX -= 101.0;

/* angle 00O (0.07359.0) */
angle += 1.0;
if ( angle>=360.0 ) angle -= 360.0;

glClear( GL_COLOR_BUFFER_BIT );

/¥ O0000O0Qg =/
glPushMatrix();

glTranslatef ( offsetX, 0.0, 0.0 );
glColor3f( 1.0f, 1.0f, 0.0f );
lacSphere( 10.0, ’w’ );
glPopMatrix () ;
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80
81
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87

godboooobooboobuobooonoboon

¥

/¥ O00O00Qg =/

glPushMatrix();

glRotatef( angle, 0.0, 1.0, 0.0 );
glColor3f( 0.0f, 0.0f, 1.0f );
lacCone( 15.0, 15.0, ’w’ );
glPopMatrix () ;

glutSwapBuffers();

void
keyboard( unsigned char ¢, int x, int y )

{
¥

if( ¢==27 ) exit( 0 );

void
reshape( int w, int h )

{

¥

glViewport( 0, 0, w, h );

glMatrixMode ( GL_PROJECTION );
glloadIdentity();

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

void
animate (void)

{
¥

glutPostRedisplay();

int
main( int argc, char *argv([] )

{

glutInit( &argc, argv );

glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
glutInitWindowPosition( 100, 100 );
glutInitWindowSize( 500, 400 );
glutCreateWindow( argv[0] );



88
89
90
91
92
93
94
95
96
97

glutDisplayFunc( display );
glutKeyboardFunc( keyboard );
glutReshapeFunc( reshape );
glutIdleFunc( animate );

initialize();
glutMainLoop();
return O;

040
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<>

IL.forYouODOOOO OO modeling20 000000000 ODOO0O

/

cd forYou

% make modeling?2

% modeling?2

2animation 0 OO0 000000 OOOOOOOOOOOOOOODOO

/
/
/
/

cd bobby

vi animation.c
(ooooooobooooooo)

make animation

animation
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4.3 0O0O0O0OOOOO0OO

Jodoooodod

el 000DO00DODOO0OO0DOUOODOUODOOUDDOODOO

e 00000000 DODDOOOODODODDODODODODODOODODODODOOOODOD
00000000DoOooooooooo

e 000000000 DOOODO glPushMatrix OO OO0 OO0ODO O glPopMatrix O
O00000Oooo

e 0000000 DDODOOO0OODOUDODOUODDODODODDODODODODOOODO
O0000o0oooooo
eJJ00DUDOODDODOOUOODOOODDUODODUOUODODDDOUODOODODO
ooad
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e300 0O0UUOO0ODLDDOODDO
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oo ogotdbood

e 0O0OUDOOODODODOODDODOODODOOODLODOOD
e bOobbUO0O0O0ObLUOOLObLOUUOLObLOLDDODDbObLOODLODLDOD

googdgoooboboobbboooooooboanon
e 000000 0ODLODODLOOLOODLDODOLDODLODLODDLODDLDDDLDObDODO

goood

L.ggobogo
2.00000000000000000000 (glTranslatef)

3.20 0000000000000 00O0O0ODOODOOOO0O0 (glRotatef)
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Joogood

el 00200000000 O0O0O00OO
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Jooouootdboodood
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e JU00ODODOOODLOOODLOOOOO

e glPushMatrix 0 glPopMatrix() 0 0000000000 /00000

2000 OUDO0OLODLDLDODLDODO
L.ggobogo
2200000000000 O0OL0DODOO0O0ObOD
3.0000000000000000 (glPushMatrix)
4.7200000000000bO0bOU00b0oOobOoobooo
.20000000
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6. 00 00000000000000C00OO0O0O0O (glPopMatrix)
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googbogoooo

/ *
** modeling3.c - O OOOOMO
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();
gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );
¥
/¥ OO000D00O0ooooOo =/
void
drawArm( float armAngle )
{

/x 1000000000 =/
lacArm( 20.0, 4.0, 8.0, ’w’ );

/ 00 0000000000000 00 =/
glTranslatef( 20.0, 0.0, 0.0 );

/¥ 200000000002000000000 =/
glRotatef( armAngle, 0.0, 0.0, 1.0 );
lacArm( 14.0, 4.0, 8.0, ’w’ );

+

void
display(void)

/¥ D0 00ooobooogogo =/
static float offsetX = -51.0;
static float angle = -1.0;
static float armAngle = 9.0;

/* offsetXO OO (-50.0750.0) =/

4-31
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44 offsetX += 1.0;

45 if ( offsetX>=51.0 ) offsetX -= 101.0;
46

47 /* angle 00O (0.07359.0) */

48 angle += 1.0;

49  if( angle>=360.0 ) angle -= 360.0;
50

51 /* armAngle 000 (10.0780.0) */
52  armAngle += 1.0;

53  if( armAngle>=81.0 ) armAngle -= 81.0;
54

55  glClear( GL_COLOR_BUFFER_BIT );

56

57  glPushMatrix();

58 glTranslatef( offsetX, 0.0, 0.0 );
59 glColor3f( 1.0f, 1.0f, 0.0f );

60  lacSphere( 10.0, ’w’ );

61  glPopMatrix();

62

63  glPushMatrix();

64 glRotatef( angle, 0.0, 1.0, 0.0 );
65 glColor3f( 0.0f, 0.0f, 1.0f );

66  lacCone( 15.0, 15.0, ’w’ );

67  glPopMatrix();

68

69 /x DOO0OOOOODOO =/

70  glPushMatrix();

71  glRotatef( -angle, 0.0, 1.0, 0.0 );
72  glColor3f( 1.0f, 1.0f, 1.0f );

73  drawArm( armAngle );

74  glPopMatrix();

75

76  glutSwapBuffers();

77T}

78

79 void

80 keyboard( unsigned char c, int x, int y )
81 {

82 if( ¢c==27 ) exit( 0 );

83 }

84

85 void

86 reshape( int w, int h )

87 {
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88 glViewport( O, 0, w, h );

89

90 glMatrixMode ( GL_PROJECTION );
91  glLoadIdentity();

92  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
93 glMatrixMode( GL_MODELVIEW ) ;
94 }

95

96 void

97 animate(void)

98 {

99  glutPostRedisplay();

100 }

101

102 1int

103 main( int argc, char *argv[] )
104 {

105 glutInit( &argc, argv );

106

107  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE );
108  glutInitWindowPosition( 100, 100 );
109 glutInitWindowSize( 500, 400 );
110  glutCreateWindow( argv[0] );
111

112 glutDisplayFunc( display );

113 glutKeyboardFunc( keyboard );
114  glutReshapeFunc( reshape );

115  glutIdleFunc( animate );

116

117  dinitialize();

118  glutMainLoop();

119 return O;

120 }

121



4-34 040 3000000000000
< 0>

IL.forYouO OOOO OO modeling30 0000000 OOODOOO

h cd forYou
% make modeling3
% modeling3

2.animation0 00 000 Omodeling3 0000000000 ODOODOOODODO

% cd bobby

% vi animation.c
(0ooOoooooooooooo)

% make animation

% animation

jJ.200000000030000000bL0ObLObObOOOOOO
4. 000 1000000000400000000O0DLDO0OO0OOO
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Jouogooggdod

googboooooo

void
void
void
void
void

void

glRotated(GLdouble angle, GLdouble x, GLdouble y, GLdouble z);
glRotatef (GLfloat angle, GLfloat x, GLfloat y, GLfloat z);
glScaled(GLdouble x, GLdouble y, GLdouble z);

glScalef(GLfloat x, GLfloat y, GLfloat z);

glTranslated (GLdouble x, GLdouble y, GLdouble z);

glTranslatef (GLfloat x, GLfloat y, GLfloat z);

gbooooobogbod

void

void

void
void
void
void
void

void

glPushMatrix(void) ;
glPopMatrix(void);

gllLoadMatrixf (GLfloat *m);
glLoadMatrixd(GLdouble *m);

glMultMatrixf (GLfloat *m);
glMultMatrixd(GLdouble *m);
glGetFloatv(GLenum pname, GLfloat *m);
glGetDoublev(GLenum pname, GLdouble *m);
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e 0000 DOOOOUOODODLDOODODDOODLOODLODLOOODLOOODLOOOD
googood

el 000DOOUODDOOOODLDLDOUOOODLODn
e O 0ODOODLODLDOOOODLOODODOOODLDDOOOODLOD
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5.1 UOO0UOooooodod

Jotdboogbobotdbgood

e 0000 0O0ODLODODOODLDUOOOLOO0OLOUDLOOODODbLOLOUODLDDOOO
gogbbodobobboobbooon
eJO0UI0D0O0OOODODODODOUDLDODODODbDObDZbOODOOOODO
eJ0U0ODODOOOODLDODLDOOzDbUOOO
l.oboobboooobooobobobbooouoboboboz000040n
22000 z0000000000000 z00DLD0DLOO0OOOLDODOODODOO
gooo
0000 (00OoO0)0oo0o0oOoO0ooOoooooo
J.00dzO000ooboooobooboobbooobboobboobuooba
gboobogn
gbogoboooooobobooobbboooon
e lJU00OD0DOODOOZODODOODODODODO

Lo
gooooo
000000000
24bit 24bit \
goooog ooobobooooobooo

gooogodg



5.1, doouoooobbogon 53

OO0oOoobOOooooooooo (1)

glutInitDisplayMode (GLUT _SINGLE |GLUT_RGBA | GLUT_DEPTH);

OO000DO0000o0oDoD0obO GLUTDEPTHOOOOO
gbooooboboobooooobboooooobooobobbboooonoo
gogbbooboobodooan
gbogobobooboboobobobobooobboboobbooooobuooon
OO0 GLXDWGLOODOOoODOoooooooooooobobooo
OO000egutDOOODODODOO

glEnable(GL_DEPTH TEST);
gobobooooooobooooooooboobbon

glDisable(GL_DEPTH _TEST);
gobobooooooboooooogoooboobobon

glClear(GL_COLOR BUFFER BIT | GL_ DEPTH BUFFER BIT);
gobdoboooobobboobooobboooooboobo

gobobbboooooobbbbooooooobboouooboobbboasn
gogobogobbboboboobbboobobobboooobbooobon
goobod

void glClearDepth(GLclampd depth);
glClear 00D DODOOOO0ODOOODOODODOODOOODOODO

0000000000 (0o0ooooo0oUoUooooOo)oooooooooooo
goobogaoon

gooboboglogoood-1ro0n0od
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OO0o0O0oo0bOOooooooooo (2)

void glDepthFunc(GLenum func);
goboboooooooboooooooooobbon

GL_.LEQUAL 000 zO0OOOODOOODOOODOO

GL_LESS 000 zO0OOOOOOODOOO
gobobooooboogobon

GL.GEQUAL 000 zOOODOOOOOODOOOO

0000 GL* DODO0O0OOOOoOoooo

IRISGLODOOO0OO0O LEQUALO OpenGLOODODODOODOOOOOOO
IRISGLOOOO0OOOOO0ODOO0OOOoOOoOobOoboooooboooO

glDepthFunc (GL_LEQUAL) ;
void glDepthRange(GLclampd near, GLclampd far);

zU0O0000O00O000obOooooooooa
000000000 [-1.0,10) 000000000000 00OODOOOO
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Dodobooodoododdod
Ddooooon

Oo0o0oooooooooo glutInitDisplayMode
ooog (... | GLUT_DEPTH);
00000 glClearDepth O 0O O glDepthFunc(...);
glDepthFunc 0 00 OO glDepthRange(...);
dooboooooooood glEnable(GL_DEPTH);
ogoooo
goooobooooood glClear(... |
O00O000oooooooo GL_DEPTH_BUFFER_BIT);

juogoooood
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Jotdboogbobobtbdodod

e CODOO

void
initWindow(void)

{

glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGB | GLUT_DEPTH);

}

void

initOpenGL(void)

{
/* ngepthFunc(GL_LEQUAL); /x IRIS gLOOOOOOOO =/
/* glDepthRange(-1.0, 1.0); /* DODOODOO %/
/* glClearDepth(1.0); /x 000000 x/
glEnable(GL_DEPTH_TEST);

}

void

drawScene( ... )

{

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

/ OO00OooOog =/
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Jooguogd
-pogbobotdbbobbbbodubugn ~

el 00OD0O0O0O0OULDDOOODLOOUOUDLDbDDDOODLOODbLOUbLbDOODObOD
gobobouogbobobboooobbobboooooboo

e 0000000000 OOOODOOO (back-facing polygon) 000000 OO0
googood

-goboooboboooooboon
goboodgboooboboboobooooboobobobobbooobod

-godobooobbooboboon
gobobboggobboboouobuboooobouoooboboobog

e J00oooobobbb0obbOo0obuoobboobboooboooboobo
goo
gboboboboogoobbouoooooobbooboboobobboooon

e 00000 DbLOO0ODLOODOOODLbOOODLObLOOODbLDUOODLDbDOODLOD
gobodgbobogobbobooobbooooobobbboooboooboa
goboboogbbobooooobobobod
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Jodoooogn Jooodootdd

0o
o

e[ 000ODOODODOODOODDOOOODOOOODOODOO
glFrontFace(GLenum mode);
modeJ0000O0OODO GL.CCWOOOO)OODOOOOOO GL.CWO
aad
el 0ODOOOODOOO
glCullFace(GLenum mode);
mode 0 GL_.FRONTOGL_BACK(OOOOUO )OGL_FRONT_AND_BACK
e 000DDODOODODDOUDDODDODOODOODO/OO
glEnable(GL_CULL_FACE);
glDisable(GL_CULL_FACE);
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gboooboooobod

/ *
*x depth.c -~ U OUOOUOOOOO
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

/000000000000 =/
glEnable ( GL_DEPTH_TEST )

b

/ 0000000000000000000000 */
glEnable( GL_CULL_FACE );
¥

void
drawArm( float armAngle )
{

lacArm( 20.0, 4.0, 8.0, ’w’ );
glTranslatef( 20.0, 0.0, 0.0 );

glRotatef( armAngle, 0.0, 0.0, 1.0 );
lacArm( 14.0, 4.0, 8.0, ’w’ );

}

void

display(void)

{
static float offsetX = -51.0;
static float angle = -1.0;

static float armAngle = 9.0;

59
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44 offsetX += 1.0;

45 if ( offsetX>=51.0 ) offsetX -= 101.0;

46  angle += 1.0;

47  if( angle>=360.0 ) angle -= 360.0;

48  armAngle += 1.0;

49  if( armAngle>=81.0 ) armAngle -= 81.0;

50

51 /+ 0000O0O0ODOO0ODOOOOOOODOODODOO =/

52  glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
53

54  glPushMatrix();

55  glTranslatef( offsetX, 0.0, 0.0 );

56 glColor3f( 1.0f, 1.0f, 0.0f );

57

58 /x 00ODOODODOOO =/

59  lacSphere( 10.0, ’s’ );
60

61  glPopMatrix();

62

63  glPushMatrix();

64 glRotatef( angle, 0.0,
65 glColor3f( 0.0f, 0.0f,
66

67 /x 0O0D0O0ODODOOOO =/

68  lacCone( 15.0, 15.0, ’s’ );

69

70  glPopMatrix();

71

72  glPushMatrix();

73  glRotatef( -angle, 0.0, 1.0, 0.0 );

74  glColor3f( 1.0f, 1.0f, 1.0f );

75  drawArm( armAngle );

76  glPopMatrix();

7

78  glutSwapBuffers();

79 }

80

81 void

82 keyboard( unsigned char c, int x, int y )
83 {

84  if( ¢c==27 ) exit( 0 );

85 }

86

87 void
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88 reshape( int w, int h )

89 {

90 glViewport( O, O, w, h );

91

92 glMatrixMode ( GL_PROJECTION );
93 glLoadIdentity();

94  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
95 glMatrixMode( GL_MODELVIEW ) ;
96 }

97

98 void

99 animate(void)

100 {

101  glutPostRedisplay();

102 }

103

104 main( int argc, char *argv[] )
105 {

106  glutInit( &argc, argv );

107

108 /0000000000 =/

109  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
110

111 glutInitWindowPosition( 100, 100 );
112 glutInitWindowSize( 500, 400 );
113 glutCreateWindow( argv[0] );
114

115  glutDisplayFunc( display );

116  glutKeyboardFunc( keyboard );
117  glutReshapeFunc( reshape );

118 glutIdleFunc( animate );

119

120 initialize();

121 glutMainLoop();

122 }

123
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<00 >
L.forYouOOOOO OO depthODOODODODOOOOOOOOO
% cd forYou
% make depth
% depth

2animation0 0O OO0 0O0OOOCOO0ODO 30000000000 OD0O0O0O0ODOO0
gooogo

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation

gboboboboooobbbooooobobboobobobbouooooa
J.,animation0 OO0 O O0OO00O0O0OOOOODOOOOO0OOOOOOOOOODOObDOO0
gobobobooobbobbooooobbobooobboboooooa
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Joouboogdod

gbogdoobbobobobbobooooo

void glFrontFace(GLenum mode) ;
void glEnable(GL_CULL_FACE);
void glDisable(GL_CULL_FACE);

gbodggbboboooobooo

void glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH);
void glEnable(GL_DEPTH_TEST);
void glDisable(GL_DEPTH_TEST) ;

void glDepthRange(GLclampd near, GLclampd far);
void glDepthFunc(GLenum func);

gbogddgbbobooobobooboa

void glGetIntegerv(GL_DEPTH_BITS, &param);
void glGetIntegerv(GL_DEPTH_CLEAR_VALUE, &param);
void glGetIntegerv(GL_DEPTH_FUNC, &param);
void glGetIntegerv(GL_DEPTH_RANGE, &param);
void glGetIntegerv(GL_DEPTH_TEST, &param);

gbogdoobobbboobbboooon

void glClearDepth(GLclampd depth) ;

gboooobooboood

void glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
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000000000000
Oooooododddn

e DODOODLODDOOODLDDODOUOOODLDbLDOUOOODODLDLOUOOO
-000ooooo ceubDOOO

-ooobooobooobod

-pgobbboooboboooan

-oobooobooo

-goboboogooboooon

e0OD00ODO OpenGLODOOODODDODODODODODODO

glIsList()
glGenLists()
glNewList ()
glEndList ()
glDeleteLists()
glFeedbackBuffer()
glSelectBuffer()
glRenderMode ()
glReadPixels ()
glPixelStore()
glFlush()
glFinish()
glIsEnabled()
glGet*()

6-3
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6.2 U0UO0OOOOOOOONO

Joduoooood

GLuint glGenLists( GLsizei count )

e 0OO0OOODDODDODOOOUOODOOOO
-gooooboooooboooobooon
ecount OO OO0 OOOOOOOOONO

e 00D0ODOODOODODUODOODOODOUOOODOOO
— GLboolean gllsList( GLuint list )
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Oooooododddn

GLvoid glNewList( GLuint listIndex, GLenum mode )
GLvoid glEndList()

elistindex OO0 OO0 O DOODOO0O
emode JOOOOO0O
— GL_.COMPILE
— GL_.COMPILE_AND_EXECUTE
e gINewList() O glEndList() 000 OpenGLOOOOOOOO0OOODOOOODOOOO

glNeWLiS‘t( 1, GL_COMPILE );
glColor3fv( colorVector );
glTranslatef( 1.5, 0.0, 0.0 );
ngegin( GL_TRIANGLES );
glVertex2f( 0.0, 0.0 );
glVertex2f( 1.0, 0.0 );
glVertex2f( 0.0, 1.0 );
glEnd () ;
glEndList () ;

el 00D UODODLDDOODLDOOUOOOODLDbDOOOODLDbDDOO
-gobogobouboooooon

e JU0OUODODOO0OODOOODLDLDODODOOODLDODDOO
-00000000D0O0O0ODO0D000/O00DOoDOoOoOODOOd
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Oooooododddn

GLvoid glCallList( GLuint listIndex )

e OO OOOODLOODLODOO
o listindex 0D OODODODOOOODO
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00000000000
Doooodooddodddn

GLvoid glCallLists( GLsizei count, GLenum type, const GLvoid

*listIndices )

el 000O0DOODOOOOOODOOO
ecount OO OO0 OOOOOOOOO
o listindices 0 OO0 DO ODOODODODODOO
o type O listIndices 0O O
— GL_BYTE, GL_UNSIGNED _BYTE
— GL_SHORT, GL_.UNSIGNED_SHORT
— GL_INT, GL_.UNSIGNED_INT
— GL_FLOAT
- GL2.BYTES, GL3 BYTES, GL4_BYTES
el 00D0OOO0DODDODODOOOOOOUDOOOODOO
o listindices O OO DOOOODODODODOOO
— GLvoid glListBase( GLuint base )
el 0DOOODOOODO

67
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Oooooododddn

GLvoid glDeleteLists( GLuint firstIndex, GLsizei count )

e J00OO0OOOLODODOOODOOO

o firstindex 00D 000 O0ODODODOOOOODODOODODODODODO
ecount U OOOOOOOOOOOONO

e IJ00ODOUOODOOODDODOOOOO

el 0UDOUODODLDDOODOOOOO

e DOOODLODOOLDOOODLOODLOOODLDOO
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Ooooooddooood

e 000D0ODOODOOO glCallList() DO OO

glNeWLiS‘t( 1, GL_COMPILE ); /* [11000 =/
drawFin() ;
glEndList () ;

glNeWLiS‘t( 2, GL_COMPILE ); /+ [21O000 =/
drawFish();
glEndList () ;

glNeWLiS‘t( 3, GL_COMPILE ); /x [3]0 [1]O0[2] 0000000 =/
glCalllist( 1 );
glCalllist( 2 );
glEndList () ;
O
O
O
glCalllist( 3 ); /* drawFin(); drawFish(); */
O
O
O

el 0O00O0OOLOODLDUOUODLOODLUOODLObOOLOLDOODLODOODLODO
gbgbgbobooooobobobod

O
O
O
glNeWLiS‘t( 1, GL_COMPILE ); /+ [1] OOODO =/
drawNewFin() ;
glEndList () ;
O
O
O
glCalllist( 3 ); /* drawNewFin(); drawFish(); */
O
O
O
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el ODUoobooboooO

/%
** displaylist.c - U U ooognd
*/

#include <GL/glut.h>
#include <math.h>
#include "laconia.h"
#include "oglportable.h"

/ 0 0000000000000 0000 =/
static GLuint index;

/ 0000000 0000000o0go0g =/
void
createMountainlist( float size )

{
int 1, j, k;
double angle;
float radius, x, y, Z;

/ 0000000000000 =/
index = glGenLists( 1 );

/0000000000000 */
glNewList( index, GL_COMPILE_AND_EXECUTE );

for( i=0; i<6; i++ )

{
glBegin (GL_QUAD_STRIP);
for( j=0; j<37; j++ )

{
angle = 2.0%M_PIx(double)j/36.0;
for( k=0; k<2; k++ )
{
radius = sizex(float) (5+k-1)/6.0;
x = radius*(float)cos(angle);
y = (1.0+(float)cos(M_PI*(double) (radius/size)))*size/2.0;
z = -radiusx*(float)sin(angle);
glVertex3f(x, y, z);
+
+

glEnd () ;
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44 3}

45

46 /x D O0O0OOOOOOOOOO =/
47  glEndList();

48

49 return;

50 }

51

52 void

53 initialize(void)

54 {

55  glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
56

57 glMatrixMode( GL_MODELVIEW ) ;
58 glLoadIdentity();

59  gluLookAt( 0.0, 50.0, 100.0,
60 0.0, 0.0, 0.0,
61 0.0, 1.0, 0.0 );
62

63  glEnable( GL_DEPTH_TEST );
64  glEnable( GL_CULL_FACE );

65

66 /x 0 0O0ODOODODOOOOO =/
67 createMountainList( 20.0f );
68 }

69

70 void

71 display(void)

72 {

73  glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
74

75  glPushMatrix();

76  glColor3f( 1.0f, 1.0f, 0.0f );
7

78 /0 00D0OODODOOOOO =/
79  glCallList( index );

80

81  glPopMatrix();

82

83  glutSwapBuffers();

84 }

85

86 void
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87 keyboard( unsigned char c, int x, int y )

88 {

89 if( ¢c==27 ) exit( 0 );

90 }

91

92 void

93 reshape( int w, int h )

94 {

95 glViewport( O, O, w, h );

96

97  glMatrixMode( GL_PROJECTION );

98 glLoadIdentity();

99  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
100  glMatrixMode( GL_MODELVIEW );
101 }

102

103 void

104 animate(void)

105 {

106  glutPostRedisplay();

107 }

108

109 1int

110 main( int argc, char *argv[] )
111 |

112 glutInit( &argc, argv );

113

114  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
115

116  glutInitWindowPosition( 100, 100 );
117  glutInitWindowSize( 500, 400 );
118  glutCreateWindow( argv[0] );
119

120  glutDisplayFunc( display );

121 glutKeyboardFunc( keyboard );
122 glutReshapeFunc( reshape );

123  glutIdleFunc( animate );

124

125  dinitialize();

126 glutMainLoop();

127 return O;

128 }

129
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< 0>

I.forYouO OO OO OO displayhst D 0D O00O0O0OO0OO0O0O0DOOO

% cd forYou
% make displaylist
% displaylist

2animation 00 0000000 O0O0OOO0OO0OOOOOOOOOOObOOOO

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation

J.,animation 0O 00000000 0OO0O0O0O0O0OO0OOOOOODOOObOOOOO

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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Jooooodddn

Oooooooooooon
GLuint glGenLists( GLsizei count )

O00oooooooooo
GLvoid glNewList( GLuint listIndex, GLenum mode )
GLvoid glEndList()

Oo0onoooooooono
GLvoid glCallList( GLuint listIndex )
GLvoid glCallLists( GLsizel count, GLenum type, const GLvoid *listIndices )

O00oooooooooo
GLvoid glDeletelLists( GLuint firstIndex, GLsizei count )
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7.1 Ooogouon

Jooooood

e 000IDDDODOOOODOD OpenGLOODODODODOODODOOOOODO
goobooobboboboan

e 00D OOOOODLDODDOOOOO

—glColor*() 0 O O

e JUOODODOOODLODODO3000O0

-gbobooboogooobood

—l100ogoobobodad

-gobogobooboooboooboon

e OpenGLODOOODOODOOOOOOD3300DO0000O0O0OOODODODODOO
-gogboobbooooooon

-goobooooobood

—gooboogbbooboooon
e00D3000DDODODOODOODODDODODODOpenGLOOOOOOOODO
0o
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OooOoooooo/o0

GLvoid glEnable( GLenum option )
GLvoid glDisable( GLenum option )

e option 0 GL_LIGHTING
el 0000ODOO0O0ODLDLDOOOOODLDbODOOODLDbDDDO

3
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Oo0ooo/o0

GLvoid glEnable( GLenum option )
GLvoid glDisable( GLenum option )

e option 0 GL_LIGHTn

-n 0000000000 -10
el 00O0OOOOOODOO

— glGetIntegerv( GL_.MAX_LIGHTS, &numLights )
e 0000OODODOODDO-Z0O00000O0OO

guobdgobod
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7.2 0OOOO0O0O0O

Juon

e 00O ODOOOODODOOOOOO
e 000D DOOODLDODODOOODLODOOODDLDODbDOOOO
eclColor®() D0 DD OUODOODOODOOOODOODO

75
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oot

GLvoid glNormal3f( GLfloat nx, GLfloat ny, GLfloat nz )

e 00O OOONnxnynzOOODOOOO

—00 glVertex*() 00O OO0O0OODOOODOOOOODO
e JI0DDODOUOD IDODODODUODDDODOOOOO

e 00D DOOOUODODO
eJIU00DDDOOUODDDDODDOOODDOO

ooooo EEEEE |

glNormal3b( nx, ny, nz ) | glNormal3bv( *
*

glNormal3s( nx, ny, nz glNormal3sv

) v)
( ) (*v)
glNormal3i( nx, ny, nz ) | glNormal3iv( *v )
( ) (*v)

)

*

glNormal3fv
glNormal3dv( *v )

glNormal3f( nx, ny, nz

glNormal3d( nx, ny, nz




72. 000000 7-7
000

e bO0OUOLDLbObOOODLOLDDbDOOODLDDOD

eJ00O0OODOOODDODODDOOOOODLOOOOn
e 00D DOOOODLDOOOOODLDbDDbDOODOO
—goboogobobboooooooo
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ooooood
(X1,y1,21)
b (Xs,Y5,Z5)
(Xz,yz,Zz)\
a
(X3,Y3,23) Xy

ooo ($17y1721)|:(x27y2722)|:(x37y3723) oooood
2.a0b00000O0O0O0OO0O
(ay, 0y, a.) = (23 — T2, Y3 — Y2, 23 — 22)

(bxv bya bz) — (371 — T2, Y1 — Y2, 21 — 22)



72, 000000
3.oa0b 00000000 O0O
n, = ayb. — ab,
n, = a.b, — a,b.

4. 000000

length = W@% +n2+n?
N, =n, [ length
N, =n, [ length
N. =n. [length

.000d0nbobbooonboboo

glNormal3f( Nx, Ny, Nz );
glBegin( GL_POLYGON );
glVertex3fv( vl );
glVertex3fv( v2 );
glVertex3fv( v3 );
glVertex3fv( v4 );
glVertex3fv( v5 );
glEnd () ;

79
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Oooomn

eJ000ODOOODDOOOOODLDDODOODLDODO

e 000D OO0ODLDDODLDOUOOOODLOOOn
-0oooooobon

e 00D DOOODDOOOOODLDODOOO
-0oobod

-0oobod



2. 000000 7-11

oo botdogtbd
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gbgobobooboobgoobgn..

1.0gobooggn
2000000
3.00000

gbooboobobbobooouoobuoobobbobboooobbobod
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Jobodoodoodgdod

gobobboooobboooooooobo..

L.gbogboogboobod

2.000000b0...
() 0000000000000 0O000000OO0mOOOOOOO

(h)mOOOOOOOOOOOOOOO

n, =Nriy +nry +nrsy+ ... + Ny
Ny = NY1 + NY2 + NY3 + ... + NYpy

n. =mnz +nz +nz+ ... +nzy

(yO0OoOoooooo
()ooooo



72. 000000
Oo0o0ooooooo/o0

GLvoid glEnable( GLenum option )
GLvoid glDisable( GLenum option )

e option 0 GL_NORMALIZE

e JUODODODOO...
-goboogooboobon
-0obogoboobooooooboon

eJUOODODOO

713
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/ *
*x light.c - U0 UOoogogon
*/

#include <GL/glut.h>
#include <math.h>
#include "laconia.h"
#include "oglportable.h"

static GLuint index;

void
createMountainList( float size )
{

int 1, j, k;

double angle;

float radius, iSlant;

float x, y, zZ;

float nx, ny, nz;

index = glGenLists( 1 );
glNewList( index, GL_COMPILE_AND_EXECUTE ) ;

for( i=0; i<6; i++ )

{
glBegin (GL_QUAD_STRIP);
for( j=0; j<37; j++ )

angle = 2.0%M_PIx(double)j/36.0;
for( k=0; k<2; k++ )
{

radius

sizex(float) (5+k-1)/6.0;

iSlant = (float)sin(M_PI*(double) (radius/size));
nx = (iSlant==0.0)7 0.0: (float)cos( angle );

ny = (iSlant==0.0)7 1.0: 1.0/iSlant;

nz = (iSlant==0.0)7 0.0: (float)-sin( angle );

/ 000000000 =/
glNormal3f ( nx, ny, nz );

x = radius*(float)cos(angle);



2. DOOOOO 715

44 y = (1.0+(float)cos(M_PI*(double) (radius/size)))*size/2.0;
45 z = -radiusx*(float)sin(angle);

46 glVertex3f(x, y, z);

47 ¥

48 ¥

49 glEnd () ;

50 }

51

52  glEndList();

53

54 return;

55 }

56

57 void

58 initialize(void)

59 {

60 glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
61

62  glMatrixMode ( GL_MODELVIEW ) ;

63  glLoadIdentity();

64  gluLookAt( 0.0, 50.0, 100.0,
65 0.0, 0.0, 0.0,
66 0.0, 1.0, 0.0 );
67

68 glEnable( GL_DEPTH_TEST ) ;

69 glEnable( GL_CULL_FACE );

70

71 createMountainList( 20.0f );

72

73 /+ 000 0O0OOO0OOOOO =/

74 glEnable( GL_LIGHTING );

75

76 /+x 0001000000 =x/

77  glEnable( GL_LIGHTO );

78

79 /+ JO000OO0OO0O0O0OOoOoOoOoOoOooonOo =/
80 glEnable( GL_NORMALIZE );

81 }

82

83 void

84 display(void)

85 {

86 glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
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87

88 /x DODOODODOODOO =/
89 /%

90 glColor3f( 1.0f, 1.0f, 0.0f );
91 */

92  glCallList( index );

93

94  glutSwapBuffers();

95 }

96

97 void

98 keyboard( unsigned char c, int x, int y )
99 {

100  if( ¢==27 ) exit( 0 );

101 }

102

103 void

104 reshape( int w, int h )

105 {

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

107

108 glMatrixMode ( GL_PROJECTION );
109 gllLoadIdentity();

110  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
111 glMatrixMode ( GL_MODELVIEW );
112 }

113

114 void

115 animate(void)

116 {

117  glutPostRedisplay();

118 }

119

120 int

121 main( int argc, char *argv[] )
122 {

123 glutInit( &argc, argv );

124

125 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
126

127  glutInitWindowPosition( 100, 100 );
128  glutInitWindowSize( 500, 400 );
129  glutCreateWindow( argv[0] );
130



7.2.

131
132
133
134
135
136
137
138
139
140

goooond

glutDisplayFunc( display );
glutKeyboardFunc( keyboard );
glutReshapeFunc( reshape );
glutIdleFunc( animate );

initialize();
glutMainLoop() ;
return O;

17
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<gd >
l.forYouD OO OO OO light0 00 0O000O0O0OO0O0OO
% cd forYou
% make light
% light

2animation 0 OO0 0000000000 OOOOOOOODOOODOOOOO

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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Jooooodddn

Oo0ooooooo/o0
GLvoid glEnable( GL_LIGHTING )
GLvoid glDisable( GL_LIGHTING )

oogooo/od
GLvoid glEnable( GL_LIGHTn )
GLvoid glDisable( GL_LIGHTn )

ooooo
GLvoid glNormal3f( GLfloat nx, GLfloat ny, GLfloat nz )
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8.1 UHUOOOUOLOOOUOONO

Joododotdootgood

el D00O0O0ODLOODODDOOODLODLDbODDOOODLDbDDDO
-godgboobobo-oboobbooon
-gogooogo-ooood
-goooooobobob0o-od0bodoooboboooon
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0000000000000
Oo0000oooooooooo/oooon

GLvoid glPushAttrib( GLbitfield mask )
GLvoid glPopAttrib( GLvoid )

e mask 0 GL_LIGHTING_BIT
e ¢lPushAttrib() 000000000 O0OOOOOOOOOOO
e ¢clPopAttrib() DOOODDOOOODODOOODOODOOO

8-3
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8.2 UOUOOOOOUDOOO

oo do

GLvoid glMaterialfv( GLenum face, GLenum pname, const GLfloat

*params )

eface 00000000 DODODOODOOODODDODDODOODODOODOODO
— GL_FRONT

- GL_BACK

— GL_FRONT_AND_BACK

epname U 0O 0O0OOO0OOOON

eparams U OO OOOO
eJJ00OD0OUOUOUODDDODOOUOOO

pname ‘ oggoooo ‘
GL_SPECULAR ( 0.0, 0.0, 0.0, 1.0 )
gdd GL_DIFFUSE (0.8,0.8,0.8, 1.0 )
GL_AMBIENT (0.2,0.2,0.2,1.0)
GL_AMBIENT_AND _DIFFUSE -
godd GL_SHININESS 0.0
gd GL_EMISSION ( 0.0, 0.0, 0.0, 1.0 )

e DLODOOODLDDODOOODOO

00000 | 00000 |
glMaterialf( face, pname, val ) | glMaterialfv( face, pname, *v )

glMateriali( face, pname, val ) | glMaterialiv( face, pname, *v )




8.2.

goooobdooono

Jooobogoboodd

e 00O
—pname [0 GL_.SPECULAR
—params [0 0.001.0 0 RGBAOOO
-0ogoooooo.o, 0.0,0.0,1.00
e 00O
— pname [0 GL_DIFFUSE
—params [0 0.001.0 0 RGBAOOO
-0ooooooo.s, 0.8,0.8,1.00
e 00O
—pname [0 GL_AMBIENT
—params [0 0.0 01.0 0 RGBAODOO
-0ogoooooo.2,0.2,0.2,1.00
eJI00D0O0ODOOODOOODOOODODOOODOO
—pname [0 GL_AMBIENT_AND_DIFFUSE

_O_

/DDDD ( SPEOULAR)

0000 ( DFREE)

0000 ( AVBIENT)

85



86 g8l OO0ubooodogoo

e D000
-0oooood
— pname [0 GL_SHININESS
— params [ 0.000 128.0
0.0-000000
1.001280-00000000000O00O0DODO0OOOO
-gooooo 0.0
o [10
— pname [0 GL_EMISSION
—params [0 0.001.0 0 RGBAOOO
-0ogoooooo.o, 0.0,0.0,1.00
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O 0N UL WN B~

goooobdooono 87

/ *
** material.c - UUOUUOUOUOUOUOUOOOOO
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

glEnable ( GL_DEPTH_TEST );
glEnable ( GL_CULL_FACE );

glEnable ( GL_LIGHTING );

glEnable ( GL_LIGHTO );

glEnable ( GL_NORMALIZE );
¥

void
display(void)

static GLfloat ad[] = { 0.0f, 1.0f, 0.0f, 1.0f };
static GLfloat shininess[] = { 50.0f };

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
/ 0000000000 0000000o00ooogg =/
glMaterialfV( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, ad );
glMaterialfv( GL_FRONT, GL_SHININESS, shininess );
lacMountain( 20.0 );

glutSwapBuffers();
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g8l OO0ubooodogoo

void
keyboard( unsigned char ¢, int x, int y )
{
if( ¢==27 ) exit( 0 );
+

void
reshape( int w, int h )
{
glViewport( 0, 0, w, h );

glMatrixMode ( GL_PROJECTION );
glloadIdentity();
gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

¥

void
animate(void)
{
glutPostRedisplay();
}

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

glutInit( &argc, argv );

glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );

glutInitWindowPosition( 100, 100 );
glutInitWindowSize( 500, 400 );
glutCreateWindow( argv[0] );

glutDisplayFunc( display );
glutKeyboardFunc( keyboard );
glutReshapeFunc( reshape );
glutIdleFunc( animate );

initialize();
glutMainLoop();
return O;
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<O >

l.forYouO OO OO OO material 0 D0 0000 0OOOOOOO

% cd forYou
% make material

% material

2animation0 00 0000000 0OOOOOOODOOOOOOODOOOOObOObOD

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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8.3 UUOUOOUOOUODOONO

st guboooooobobd

Jogodooobood

GLvoid glLightfv( GLenum light, GLenum pname, const GLfloat

*params )

o light 0 GL_LIGHTn
-n0000000O0O0O0O-10
epname U O OOOOOOOO
eparams U OO OOOO
eJJ0J000O0O0OODDDDODOOOOO

pname

goodo

goo

GL_SPECULAR

(1.0, 1.0, 1.0, 1.0 ) - GL_LIGHTO
(0.0, 0.0, 0.0, 1.0 ) - GL_LIGHT10O

GL_DIFFUSE | (1.0, 1.0,1.0,1.0 ) - GL_.LIGHTO
(0.0, 0.0, 0.0, 1.0 ) - GL_LIGHT10O
GL_AMBIENT (0.0, 0.0, 0.0, 1.0 )

good

GL_POSITION

(0.0, 0.0, 1.0, 0.0 )

e DLODOOODLDDODOOODOO

goood

| ooooo |

glLightf( light, pname, val ) | glLightfv( light, pname, *v )

glLighti( light, pname, val ) | glLightiv( face, pname, *v )
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0000000000 8-11
Jooodooooood

e 00O
-00000ooooo
—pname [0 GL_.SPECULAR
—params [0 0.001.0 0 RGBAOOO
-gooooooGLLIGHToODOOOoO 1.0, 1.0, 1.0, 1.0000 000003 0.0, 0.0,

0.0, 1.00

e 00O
-00000ooooo
— pname [0 GL_DIFFUSE
—params [0 0.001.0 0 RGBAOOO
-gooooooGLLIGHToODOOOoO 1.0, 1.0, 1.0, 1.0000 000003 0.0, 0.0,

0.0, 1.00

e 00O
-000000O0o0bOo0ooDoon
—pname [0 GL_AMBIENT
—params [0 0.001.0 0 RGBAOOO
-0ogoooooo.o, 0.0,0.0,1.00

e 00O
— pname [0 GL_POSITION
— params [ xyzw 0O 0O 0O
-w=0.00000000x0y0Dz000000000O
-w=1.000000000x0yO0z0O0O0O0O0OOO
-0ogoooooo.o, 0.0,1.0,0.00
-00000000bO00bOO0o0ooDOoon
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Joooodoudooododnn

e U0 DODODO gllightfv(...,GL_POSITION,..) 00000000000 OOCOOOOO
g

e 000D O0O0ODLDDODOOOOODLDbODDbDOOODLDbODOO
-pgoboooboboboboooobobod

e J0UODODOOODODDODODOOOOO

-goobooogoboobood

-pgoboooboooboan

-oobooooooo
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Oooomn

e JU0OODODOOODLDODOO
ecllightfv() DODDOUODOOOOOOOOO

glPushMatrix () ;
gluLookAt(...);
glLigh‘th( GL_LIGHTO, GL_POSITION, 1lPos );
drawScene() ;

glPopMatrix();




814 080 0O00OD00D0O00O00
Jdoododdoooon

el OOUODOOODLDDODOO
e J00OOODODLODLDDODOODO

glPushMatrix () ;
gluLookAt(...);
glPushMatrix () ;
glTranslatef(...);
glRotatef(...);
glLigh‘th( GL_LIGHTO, GL_POSITION, 1lPos );
glPopMatrix();
drawScene() ;

glPopMatrix();
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Doooodooon

ecllightfv() DODDOUODOOOOOOOOO

glMatrixMode ( GL_PROJECTION );
gllLoadIdentity();

gluPerspective(...);

glMatrixMode ( GL_MODELVIEW );

glLigh‘th( GL_LIGHTO, GL_POSITION, 1lPos );
gluLookAt(...);

N L/
y JO-
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st guboooooobobd

/ *
** movelight.c - OO OO
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

glEnable ( GL_DEPTH_TEST );
glEnable ( GL_CULL_FACE );

glEnable ( GL_LIGHTING );

glEnable ( GL_LIGHTO );

glEnable ( GL_NORMALIZE );
¥

void
display(void)

static GLfloat ad[] = { 0.0f, 1.0f, 0.0f, 1.0f };
static GLfloat shininess[] = { 50.0f };

static GLfloat lightPos[] = { 0.0f, 0.0f, 0.0f, 1.0f };

/¥ 0000000000 */
static float lightX = -51.0f;

/x 0000000 =/

lightX += 1.0%;

if( lightX>=51.0f ) lightX -= 101.01%;

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );

glPushMatrix();
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44
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¥

/ 000000000000 =/
glTranslatef ( 1lightX, 30.0f, 0.0f );

/ 0000000000000 00 =/

ngisable( GL_LIGHTING );

lacSphere( 1.0, ’s’ );

glEnable( GL_LIGHTING );

glLighth( GL_LIGHTO, GL_POSITION, lightPos )

glPopMatrix () ;

glMaterialfV( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, ad );
glMaterialfv( GL_FRONT, GL_SHININESS, shininess );
lacMountain( 20.0 );

glutSwapBuffers();

void
keyboard( unsigned char ¢, int x, int y )

{
¥

if( ¢==27 ) exit( 0 );

void
reshape( int w, int h )

{

¥

glViewport( 0, 0, w, h );

glMatrixMode ( GL_PROJECTION );
glloadIdentity();

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

void
animate (void)

{
¥

glutPostRedisplay();

int
main( int argc, char *argv([] )
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88 {

89 glutInit( &argc, argv );

90

91 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
92

93 glutInitWindowPosition( 100, 100 );
94 glutInitWindowSize( 500, 400 );

95 glutCreateWindow( argv[0] );

96

97  glutDisplayFunc( display );

98 glutKeyboardFunc( keyboard );

99  glutReshapeFunc( reshape );

100 glutIdleFunc( animate );

101

102 dinitialize();

103 glutMainLoop();

104 return O;

105 }

106



$3. 0000000000 819
<O >

IL.forYouO OO OO OO movelight D00 O0O0OO0OODOODOOOO

h cd forYou
% make movelight
% movelight

2animation 0 0O OO0 0O0O0O0OO0O0OOOODOOOOOO

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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8.4 UUHOUOOOOOONO

Jodgoootdobotoood

GLvoid glLightModelfv( GLenum pname, const GLfloat *params )

e 00000 DUOUOODLOOODLODDOOUODDDOOOUODDO
epname J 000000000000

eparams U OO OOOO

e 000 DODO0OD0DDLODOOOUODODOO

pname ‘ ggoood ‘
gdd GL_LIGHT MODEL_AMBIENT (0.2,0.2,0.2,1.0)
godd GL_LIGHT MODEL_LOCAL_VIEWER 0.0
googoo GL_LIGHT _MODEL_TWO_SIDE 0.0

e DLODOOODLDDODOOODOO

ooooo | ooooo |

glLightModelf( pname, val ) | glLightModelfv( pname, *v )
glLightModeli( pname, val ) | glLightModeliv( pname, *v )
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Joodootoggodgnd

e 00O

-Jooooooooood

—pname [0 GL_LIGHT _MODEL_AMBIENT

—params [0 0.001.0 0 RGBAOOO
-0ogoooooo.2,0.2,0.2,1.00

eI 0OODOO
-J00000o000oooooDdooooooooooooooog
-Jooooooooodd

—pname [0 GL_LIGHT_MODEL_LOCAL_VIEWER
-gooooboooooooono

eJID0DODODOOODODO
-J000000000ooooodooooooooood
-goooood
-J00d000o0oooooooooogoooogn
—pname [0 GL_LIGHT_MODEL_TWO_SIDE
-gogoooooooDbODODODODODOO
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st guboooooobobd

/ *
** twoside.c - UUUOUOUOOOO
*/

#include <GL/glut.h>
#include '"laconia.h"

void
initialize(void)
{
glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

glEnable ( GL_DEPTH_TEST );

/ 0000000000000000000 */
/%

glEnable( GL_CULL_FACE );
*/

glEnable ( GL_LIGHTING );
glEnable ( GL_LIGHTO );
glEnable ( GL_NORMALIZE );

/ D00 O00ooooooooog */
gllLightModelf ( GL_LIGHT_MODEL_TWO_SIDE, 1.0 );

¥

void

display(void)

{
static GLfloat front[] = { 0.0, 1.0, 0.0, 1.0 };
static GLfloat back[] = { 0.0, 0.0, 1.0, 1.0 };
static GLfloat lightPos[] = { 0.0, 0.0, 0.0, 1.0 };
static float lightX = -51.0;
static float angle = -1.0;

lightX += 1.0;
if( lightX>=51.0 ) lightX -= 101.0;
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44  angle += 1.0;

45  if( angle>=360.0 ) angle -= 360.0;

46

47 glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
43

49  glPushMatrix();

50 glTranslatef( lightX, 30.0, 0.0 );

51 glDisable( GL_LIGHTING );

52  lacSphere( 1.0, ’s’ );

53 glEnable( GL_LIGHTING );

54 glLightfv( GL_LIGHTO, GL_POSITION, lightPos );
55  glPopMatrix();

56

57  glPushMatrix();

58 glRotatef( -angle, 1.0, 0.0, 0.0 );

59

60 /x DO0O0OODOOO0ODODODODOO =/

61 glMaterialfv( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, front );
62 glMaterialfv( GL_BACK, GL_AMBIENT_AND_DIFFUSE, back );
63

64 lacMountain( 20.0 );

65  glPopMatrix();

66

67  glutSwapBuffers();

68 }

69

70 void

71 keyboard( unsigned char c, int x, int y )
72 {

73 if( ¢c==27 ) exit( 0 );

74 }

75

76 void

77 reshape( int w, int h )

78 {

79  glViewport( O, O, w, h );

80

81 glMatrixMode ( GL_PROJECTION );

82  glLoadIdentity();

83  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
84  glMatrixMode( GL_MODELVIEW ) ;

85 }

86

87 void
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88 animate(void)

89 {

90  glutPostRedisplay();

91 }

92

93 int

94 main( int argc, char *argv[] )

95 {

96  glutInit( &argc, argv );

97

98 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
99

100  glutInitWindowPosition( 100, 100 );
101  glutInitWindowSize( 500, 400 );
102  glutCreateWindow( argv[0] );
103

104  glutDisplayFunc( display );

105 glutKeyboardFunc( keyboard );
106  glutReshapeFunc( reshape );

107  glutIdleFunc( animate );

108

109 initialize();

110  glutMainLoop();

111 return O;

112 }

113
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< 0>

IL.forYouODOOOO OO twoside D OO OOOODOOOOODODO

% cd forYou
% make twoside

% twoside

2.animationJ OO0 OO0O0O 100000000000 O0O0OOOOOOOOOAO
glDisable(GL_CULL_FACE)OglEnable(GL_.CULL_FACE)D OO OOOOOOOOO
dodooooooooboooooood

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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Jooooodddn

0000000 oooooooo/oooa
GLvoid glPuShAttrib( GLbitfield GL_LIGHTING_BIT )
GLvoid glPopAttrib( void )

gooboboboooobobood

GLvoid glMaterialfv( GLenum face, GLenum pname, const GLfloat *params )

oobogoobobod
GLvoid glLightfv( GLenum light, GLenum pname, const GLfloat *params )

Oopoooooooooogo
GLvoid glLightModelfv( GLenum pname, const GLfloat *params )



o0 oouobodbtd

eJ0O000O0OOODLODDOOUOOOODLDODOOO
eJUOODODOOOO

e JUOOUOOOODDODOO
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9.1 UUOoooooood

olColor*() 00000000000

GLvoid glColorMaterial( GLenum face, GLenum property )

e J000D0UOUDUDUODODODOOOOO OgIMaterial*() DOOOO
eface DO O0OOODO
— GL_FRONT
— GL_BACK
— GL_FRONT_AND BACKOD OO OGOGOOd
eproperty 1O OOON
— GL_DIFFUSE
— GL_AMBIENT
- GLSPECULAR
— GL_EMISSION
— GL_AMBIENT_AND DIFFUSEO O OOOO O
ooooo
e ¢lColor™() O Oproperty 00 00000000 ODOOOOOOODOODO
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goobobooobooo 9-3

Oo000oooooooooo/od

GLvoid glEnable( GLenum option )
GLvoid glDisable( GLenum option )

e option 0 GL_.COLOR_MATERIAL
e 00O OUOOOODLDDODDOO

GLfloat redl[]
GLfloat bluel]

{1.0, 0.0, 0.0 };
{ 0.0, 1.0, 0.0 };

glColorMaterial ( GL_FRONT, GL_AMBIENT_AND_DIFFUSE );
glEnable( GL_COLOR_MATERIAL );

glColor3fv( red );
drawRedModel () ;
glColor3fv( blue );
drawBlueModel();

glDisable( GL_COLOR_MATERIAL ) ;

e ¢lColor*() DODODODODOUOODDOOODODDDODOOOGL.COLORMATERIALOOO
gdo
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9-4 090

1 /%

2 *x colormaterial.c - UUUOOUOUOOOOOOO
3 x/

4

5 #include <GL/glut.h>

6 #include '"laconia.h'

7

8 void

9 initialize(void)

10 {

11 glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
12

13  glMatrixMode( GL_MODELVIEW );

14  glLoadIdentity();

15 gluLookAt( 0.0, 50.0, 100.0,

16 0.0, 0.0, 0.0,

17 0.0, 1.0, 0.0 );

18

19 glEnable( GL_DEPTH_TEST ) ;
20 glEnable( GL_CULL_FACE );
21
22 glEnable( GL_LIGHTING );
23 glEnable( GL_LIGHTO );
24 glEnable( GL_NORMALIZE );
25
26 /* glColorx(O D DUOOODDOODDODODOODDOO =/
27 glColorMaterial(GL_FRONT, GL_AMBIENT_AND_DIFFUSE) ;
28
29 /+x glColorx(OUIDDUOOODDOOODDOODDOO =/
30 glEnable( GL_COLOR_MATERIAL );
31 %}
32
33 void
34 display(void)
35 {

36 static GLfloat lightPos[] = { 0.0f, 0.0f, 0.0f, 1.0f };
37 static float lightX = -51.0f;

38

39  1lightX += 1.0f;
40 if ( lightX>=51.0f ) lightX -= 101.0f;
41
47

43

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
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44
45
46
47
43
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
7
78
79
80
81
82
83
84
85
86

goobobooobooo

glPushMatrix () ;
glTranslatef ( 1lightX, 30.0f, 0.0f );
glDisable( GL_LIGHTING );
glColor3f( 1.0f, 1.0f, 1.0f );
lacSphere( 1.0, ’s’ );
glEnable ( GL_LIGHTING );
gllightfv( GL_LIGHTO, GL_POSITION, lightPos );
glPopMatrix () ;
glPushMatrix () ;
glTranslatef( 20.0f, 0.0f, 0.0f );
/ 000000 00oooog =/
glColor3f( 1.0f, 0.0f, 0.0f );
lacSphere( 15.0, ’s’ );
glPopMatrix () ;
glPushMatrix () ;
glTranslatef( -20.0f, 0.0f, 0.0f );
/ 000000 00oooog =/
glColor3f( 0.0f, 1.0f, 0.0f );
lacMountain( 20.0 );
glPopMatrix () ;
glutSwapBuffers();

+

void

keyboard( unsigned char ¢, int x, int y )

{
if( ¢==27 ) exit( 0 );

+

void

reshape( int w, int h )

{
glViewport( 0, 0, w, h );
glMatrixMode ( GL_PROJECTION );
glloadIdentity();

9-5
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87
88
89
90
91
92
93
94
95
96
97
98
99
100
101
102
103
104
105
106
107
108
109
110
111
112
113
114
115
116
117

¥

g9l OOooboooboo

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

void
animate (void)

{
¥

glutPostRedisplay();

int
main( int argc, char *argv([] )

{

glutInit( &argc, argv );
glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );

glutInitWindowPosition( 100, 100 );
glutInitWindowSize ( 500, 400 );
glutCreateWindow( argv[0] );

glutDisplayFunc( display );
glutKeyboardFunc( keyboard );
glutReshapeFunc( reshape );
glutIdleFunc( animate );

initialize();
glutMainLoop() ;
return O;



91. 0000000000 9-7
<O >

1. forYouO OO OO OO colormaterial 0 OO0 0O O0OOOOOOOO

% cd forYou
% make colormaterial

% colormaterial

2.animation0 000000000000 OglColor*() 00D O0O0OD0OOOOOOOOO

% cd bobby

% vi animation.c
(0ooOoooooooooooo)

% make animation

% animation
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9.2 UOUOOUOooogno

oo gggo

GLvoid glLightfv( GLenum light, GLenum pname, const GLfloat

*params )

o light 0 GL_LIGHTn
epname U O OOOOOOOO
eparams U OO OOOO
eJJ0J000O0O0OODDDDODOOOOO

‘ pname oggoooo
GL_CONSTANT_ATTENUATION k0o = 1.0
ggdn GL_LINEAR_ATTENUATION kl = 0.0
GL_QUADRATIC_ATTENUATION k2 = 0.0
GL_SPOT_DIRECTION (0.0,0.0,-1.0)
goooboobood GL_SPOT_CUTOFF 180.0
GL_SPOT_EXPONENT 0.0
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0000000000
Oooomn

e J0U0ODODOOODLDDODOOOOO
e 10D DODO...

000 =1/(k0distance?)

e OpenGL OO ...
000 =1/(k0+ k1Ddistance + kX distance?)

— k0O GL.CONSTANT_ATTENUATION
— k1 O GL.LINEAR_ATTENUATION
- k20 GL.QUADRATIC_ATTENUATION

e ObODLODDbDObOOODLODDLDbODOOUODLDLDObOOOOO
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gooogd

eI OOODO
— k0 = 1.00 GL_.CONSTANT_ATTENUATIONO
— k1 = 0.00 GL_.LINEAR_ATTENUATIONDO
— k2 =0.00 GL.QUADRATIC_ATTENUATIONO
e00 1000000 50% 000O00O0OOOODO...
-k1 0000 kO0=1.00kl =0.10k2 = 0.0
—k20000 k0=1.00kl =0.00k2=0.01
ek DUJUODOUODODDOOODODODOODODODO
-koDO o0.0000000OO0ODOO
e J0DODDOO0OO0OOODLODOOOO



9.2.

0000000000
Dooddoooon

ecllight*() D00 0OO0DODOODOODO

e GL_POSITION DO OODODODODOOO

—-w=1.0
-000000000000DODO0000O0ooOooa

¢ GL.SPOTDIRECTION OO OOODODOOO
-000000000000DxOyOzO0OO
-00oooooooo
-000000000000DODO0000O0ooOooa
-0ooooonoo.o, 0.0,-1.00

e GLSPOT.CUTOFFOODODOOOOODO
—0.00%0000000000000
-180.00000000000O00O0OO00O0OOOOOO
—0o0oo0go 180.0

¢ GLSPOT_EXPONENT D O00OOO0ODODOOOOODODODOOOOODO
-0 000ooooooood

—1.00128.0 0000000
—-1.00000000000 cosOO0O
—12800000000

—-Ooooooo 0.0

9-11
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f;Z?FF
Siae
DIRECTION

EXPONENT
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10
11
12
13
14
15
16
17
18
19
20
21
22
23
24
25
26
27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43

goodooobooogno 9-13

/*
** spotlight.c - DO OO0 OO
*/

#include <GL/glut.h>
#include '"laconia.h"

void

initialize(void)

{
static GLfloat spotDirection[] = { 0.0f, -1.0f, 0.0f };
static GLfloat spotCutoff[] = { 40.0f };

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

glEnable ( GL_DEPTH_TEST );
glEnable( GL_CULL_FACE );

glEnable ( GL_LIGHTING );
glEnable ( GL_LIGHTO );
glEnable ( GL_NORMALIZE );

glColorMaterial (GL_FRONT, GL_AMBIENT_AND_DIFFUSE);
glEnable ( GL_COLOR_MATERIAL );

/* LIGHT_ o0 00000400 O0gg =/
gllightfv( GL_LIGHTO, GL_SPOT_DIRECTION, spotDirection );
gllightfv( GL_LIGHTO, GL_SPOT_CUTOFF, spotCutoff );

¥

void

display(void)

{
static GLfloat lightPos[] = { 0.0f, 0.0f, 0.0f, 1.0f };
static float lightX = -51.0f;

lightX += 1.0f;
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44
45
46
47
43
49
50
51
52
53
54
55
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
7
78
79
80
81
82
83
84
85
86

¥

g9l OOooboooboo

if( 1ightX>=51.0f ) lightX -= 101.0f;
glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );

glPushMatrix();

glTranslatef ( 1lightX, 30.0f, 0.0f );
ngisable( GL_LIGHTING );

glColor3f( 1.0f, 1.0f, 1.0f );

lacSphere( 1.0, ’s’ );

glEnable( GL_LIGHTING );

glLighth( GL_LIGHTO, GL_POSITION, lightPos )
glPopMatrix () ;

glPushMatrix();

glTranslatef( 20.0f, 0.0f, 0.0f );
glColor3f( 1.0f, 0.0f, 0.0f );
lacSphere( 15.0, ’s’ );
glPopMatrix () ;

glPushMatrix();

glTranslatef( -20.0f, 0.0f, 0.0f );
glColor3f( 0.0f, 1.0f, 0.0f );
lacMountain( 20.0 );

glPopMatrix () ;

glutSwapBuffers();

void
keyboard( unsigned char ¢, int x, int y )

{
¥

if( ¢==27 ) exit( 0 );

void
reshape( int w, int h )

{

glViewport( 0, 0, w, h );

glMatrixMode ( GL_PROJECTION );
glloadIdentity();

gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;
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87 }

88

89 void

90 animate(void)

91 {

92  glutPostRedisplay();

93 }

94

95 1int

96 main( int argc, char *argv[] )

97 {

98 glutInit( &argc, argv );

99

100  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
101

102 glutInitWindowPosition( 100, 100 );
103 glutInitWindowSize( 500, 400 );
104 glutCreateWindow( argv[0] );
105

106  glutDisplayFunc( display );

107  glutKeyboardFunc( keyboard );
108  glutReshapeFunc( reshape );

109 glutIdleFunc( animate );

110

111 initialize();

112 glutMainLoop();

113 return O;

114 }

115
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g9n

<>

IL.forYouO OO OO OO spotlight 0 OO DOOODOODOOOOOO

/

cd forYou

% make spotlight

/

spotlight

2animation 0 OO0 0000000 0OO0ODOOOOOOOOOO

/
/
/
/

cd bobby

vi animation.c
(ooooooobooooooo)

make animation

animation

guobdgobod
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Jooooodddn

gobobboogbobood
GLvoid glColorMaterial( GLenum face, GLenum property )

O0O000O0O0ooOOoDbOoOooO/00
GLvoid glEnable( GL_COLOR_MATERIAL )
GLvoid glDisable( GL_COLOR_MATERIAL )

oobogoobobod
GLvoid glLightfv( GLenum light, GLenum pname, const GLfloat *params )
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oot
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Oooooddn

eJUUUOOUOOO0OOOODLOODOO

—0oogog

—bogoobgboggo

eJO0OODOOOOODLOOODLOOO
eJugboboboOobObLOOObDOODOO
eJgbobbOoobobbOobUObbO st00n

ost 0 0.001.000000O0O00O0OO0OOODOO
ejbobboooooobobboobd
ejgboobooboboooobuobbobooboobod




10-4 D100 D0O000000O0OOOO
Oooooooooodndnn

ejO0O0ODOOODOOOODLOODLDOODOO

eJOU0ODOOLODOOOOODOO
—bogobgboobboobod
—b0oobbgogdood

eJOU0ODOOLODOOOOODOO
—bgobgbobbooboobood
—0googo
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eJOU0ODOOLODOOOOODOO
—bgobgbobboobood

eJOU0ODOOLODOOOOODOO
—boobuobuobboobooboobn

A

eJ0OU0UObOOOOOOLOOOOLOOOObLULbOODbLOODLOn




10-6 0100 0000000000000
Jooooodudoooon

el 000 DOOOODODOOOUOODLOOODLOD
l.gbogboooouoboon
2.000000000000000
gboggobbbooooobbboooobboooobo
j.0b0ugdobbbooobbbooobobouoon
e JUUOUODODLOOOOOODLDDOO
e UL DOOOODLDDOOOOODLODOODDO
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10.2 0OUOO0OUOOOOOOOOOO

Joooboogug

GLvoid glTexImage2D( GLenum target, GLint level, GLint compo-
nents, GLsizei width, GLsizei height, GLint border, GLenum for-
mat, GLenum type, const GLvoid *image )

starget DO O0ODODODODOODOOO
- 00 GL_TEXTURE_Z2D
elevel 0 DODOOOOOOO
-000000ooooooo
—i0i000000000000a0
ecomponents OO OOOOOOOOO
-10400000
ewidth 0000 OOOOO
-2 L2 x border0D mOd OO0 O
eheicht 0O OODOODOOODO
- 2"+ 2 xborderUn0 0000
e border 0000
-001 00000
eformat OO0 OO0O0O0O0O0DODO0O
— GL_COLOR_INDEXOGL_REDOGL_GREENO GL_BLUED
GL_ALPHAOGL_RGBOGL_RGBAOGL_LUMINANCED
GL_LUMINANCE_ALPHA OOOOO
etype JOODOODOOO
— GL_UNSIGNED _BYTEOGL_BYTEOGL_BITMAPO
GL_UNSIGNED_SHORTOGL_SHORTOGL_UNSIGNED_INT O
GLINTOGL.FLOATOOOOO
eimage 10O DODOODOOOODOO
- Q0Oooooog 2m x 20
-0000oOoooooobooooao



10-8 D100 D0O000000O0OOOO
Ooooododdddn

o glTexImage2D() 00000000 2" x2" 000000000
e OpenGL OO UOOODODOODOOOODOODOODOOOOOO

— gluScalelmage()
o glTexImage2D() 000000 OODDOOOODOODOODOOODO

s

- s
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Jooodogdood

GLint gluScaleImage( GLenum format, GLsizei widthin, GLint heightin,
GLenum typein, const void *datain, GLint widthout, GLint heightout,
GLenum typeout, void *dataout )

eformat 000 O00OO0OOOO
— GL_.COLOR_INDEXDOGL_STENCILINDEXDO
GL_DEPTH_.COMPONENTOGL_REDOGL_GREENO
GL_BLUEOGL_ALPHAOGL_RGBOGL_RGBAQO
GL_LUMINANCEOGL_LUMINANCE_ ALPHA OO OODO
e widthinOheightin OO0 O0OO0OO0OO
o typein 0 datain OO OO0 ODOOO
— GL_UNSIGNED_ BYTEO GL_BYTEO GL_BITMAPO
GL_UNSIGNED_SHORTOGL_SHORTO GL_UNSIGNED_INT[O
GLINTOGLFLOATDODOODOO
edatain OO DO DOOOOOO
e widthoutOheightout 00 OO0 OO0 O0OO0OOOO
o typeout 0 dataout 0O OO OO OO
— GL_UNSIGNED_ BYTEO GL_BYTEO GL_BITMAPO
GL_UNSIGNED_SHORTOGL_SHORTO GL_UNSIGNED_INT[O
GLINTOGLFLOATDODOODOO
edataout 0 OO0 ODOOODODOODOO
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Oo0ooOOooooo/o0

GLvoid glEnable( GLenum option )
GLvoid glDisable( GLenum option )

e option 0 GL_TEXTURE_2D
e bO0O00bOobbO0ObLbLbbOO0ObLObObDOObLDOD
el 000DOO0ODODLOOOUODLDOOOODLDDO
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Ooooootoodddnn

GLvoid glTexCoord2fv( const GLfloat *v )

eJ0OULDOOOOOOODLOODLOOODO
eviouoooooon

t3

f i
|* '*
J # i

t0

glBegin( GL_QUADS );
glTexCoord2fv( t0 );
glVertex3fv( v0 );
glTexCoord2fv( t1 );
glVertex3fv( vl );
glTexCoord2fv( t2 );
glVertex3fv( v2 );
glTexCoord2fv( t3 );
glVertex3fv( v3 );

glEnd();

10-11
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/ *
** texture.c - UUUUOUOUOODOUOOOOOOO
*/

#include <GL/glut.h>
#include "laconia.h"
#include '"sgiimage.h"

O 0N UL WN B~

void

10 initialize(void)

11 {

12 unsigned int* image;

13 GLsizeil width, height;

14

15  glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
16

17  glMatrixMode( GL_MODELVIEW );

18 glLoadIdentity();

19  gluLookAt( 0.0, 50.0, 100.0,
20 0.0, 0.0, 0.0,
21 0.0, 1.0, 0.0 );
22

23 glEnable( GL_DEPTH_TEST );

24  glEnable( GL_CULL_FACE );

25

26 /+ 0000O00ODODOOOOO =/

27  image = rgbReadImageFile( "../images/ocean.rgb",

28 width, &height );

29 glTexImage2D( GL_TEXTURE_2D, 0, 3, width, height,
30 0, GL_RGBA, GL_UNSIGNED_BYTE, image );
31

32 /+ 00000000 DOO (moOOooog) =/

33  glTexParameterf( GL_TEXTURE_2D,

34 GL_TEXTURE_MIN_FILTER, GL_LINEAR );
35

3¢ /+ 00000000000 O0OOOoODOO =/

37  glEnable( GL_TEXTURE_2D );

38 }

39

40 void

41 display(void)

42 {

43  glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
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44

45 glColor3f( 1.0f, 1.0f, 1.0f );

46

47 /x» 0D0O0OD0DODOOOOOOO0O =/
43 glBegin( GL_POLYGON ) ;

49  glTexCoord2f( 0.0f, 0.0f );

50 glVertex3f( -35.0f, 0.0f, 0.0f );
51

52  glTexCoord2f( 1.0f, 0.0f );

53 glVertex3f ( 0.0f, -35.0f, 0.0f );
54

55  glTexCoord2f( 1.0f, 1.0f );

56 glVertex3f( 35.0f, 0.0f, 0.0f );
57

58  glTexCoord2f( 0.0f, 1.0f );

59 glVertex3f ( 0.0f, 35.0f, 0.0f );
60  glEnd();

61

62  glutSwapBuffers();

63 }

64

65 void

66 keyboard( unsigned char c, int x, int y )
67 {

68 if( ¢c==27 ) exit( 0 );

69 }

70

71 void

72 reshape( int w, int h )

73 {

74  glViewport( O, O, w, h );

75

76  glMatrixMode( GL_PROJECTION );

77  glLoadIdentity();

78  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
79  glMatrixMode( GL_MODELVIEW ) ;

80 }

81

82 void

83 animate(void)

84 {

85  glutPostRedisplay();

86 }

87
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88 1int

89 main( int argc, char *argv[] )

90 {

91  glutInit( &argc, argv );

92

93 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
94

95 glutInitWindowPosition( 100, 100 );
96 glutInitWindowSize( 500, 400 );
97  glutCreateWindow( argv[0] );

98

99  glutDisplayFunc( display );

100  glutKeyboardFunc( keyboard );
101  glutReshapeFunc( reshape );

102  glutIdleFunc( animate );

103

104 initialize();

105 glutMainLoop();

106 return O;

107 }

108
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< 0>

l.forYouO OO OO OO texture D D0 OO0 0OO0OO0OOO0ODO

% cd forYou
% make texture

% texture

2animation 0 00O O0O0OO0 100000000000 OO0O0O0O0ODOOOODODOO
gobbblgooobbbooobbobbuooood

% cd bobby

% vi animation.c
(0oDoooooooooooon)

% make animation

% animation
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Jooooodddn

gooobgoboogoooo
GLvoid glTexImage2D( GLenum target, GLint level, GLint components,
GLsizel width, GLsizei height, GLint border,

GLenum format, GLenum type, const GLvoid *image )

oooooooao
GLint gluScaleImage( GLenum format,
GLsizel widthin, GLint heightin, GLenum typein, const void *datain,
GLint widthout, GLint heightout, GLenum typeout, void *dataout )

ooooooooo/o0
GLvoid glEnable( GL_TEXTURE_2D )
GLvoid glDisable( GL_TEXTURE_2D )

gooooooooood
GLvoid glTexCoord2fv( const GLfloat *v )
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e I DOODDOO
—glTexImage2D() DO O0OO0O0O0O0OOO
-pgobobooobbobooooobbooan

e JUUIDODOOOOOO
— gluBuild2DMipmaps()
-2 x20m>n00 000000 ...
— gluBuild2DMipmaps() O gluScalelmage()0 m 00 000000 00000000

0000000000 m+1 000000000 glTexlmage2D() DOOO OO

-godoboooooobooboog 27 x2700ogo

ol T
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Jogobooodgug

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

etarget OO DODOOOOOOO
- 00 GL.TEXTURE_2D
ecomponents OO OOOOOOOOO
-10400000
ewidth 0O ODOODOODO
eheicht 0O OODOODOOODO
eformat 00 OO0 OOOOOO
— GL_.COLOR_INDEXOGL REDOGL_GREENOGL_BLUEOGL_ALPHAD
GL_RGBOGL_RGBAOGL_.LUMINANCEOGL_LUMINANCE_ ALPHA OOODO
O
etype JOUODDODOOO
— GL_UNSIGNED_ BYTEO GL_BYTEO GL_BITMAPO
GL_UNSIGNED_SHORTOGL_SHORTOGL_UNSIGNED_INTO GL_INTO
GLFLOATODOODO
edata DO DODOODODOO
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Jooodogdood

GLvoid glTexParameterf( GLenum target, GLenum pname, const
GLfloat param )

etarget OO DODOOOOOOO
— GL_TEXTURE_IDOGL_TEXTURE2D 00000

epname J 000000000000

eparam OO OO OO

e 00D DODOOODODDLODOOOUODDOO

pname ooooo
O0/00 GL_TEXTURE_MAG_FILTER GL_LINEAR
ogoooo GL_TEXTURE_MIN_FILTER GL.NEAREST_MIPMAP _NEAREST
ooon GL_.TEXTURE_WRAP_S GL_REPEAT
ooon GL_TEXTURE_-WRAP_T GL_REPEAT
ooo GL_TEXTURE_BORDER_COLOR ( 0.0,0.0,0.0,0.0)

e DLODOOODLDDODOOODOO




111, 0000000000000 00
Ooo0ooddn

e pname J GL_TEXTURE_MAG_FILTER

2021 22|23 |24

154416 |17 |18 | 19

1011|1213 |14

5|6 |7]8]|9

O|1|2 |3 ]| 4

Texture Polygon

e param [0 GL.NEARESTOGL_LINEAR OODOODO

o GL_NEAREST
—gobbogbobbboooooobbooonooo
-0oobodg legoogno

o GLLINFAROODODODODO DO
-gobboobboboooobobobbooobbbbooooonobo
—0ooog 101ed20021 0000000 nonO

AR

GL_NEAREST GL_LINEAR
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e pname J GL_TEXTURE_MIN_FILTER

2012112223 |24
15 16‘ 17118 |19 P
101111213 |14
S| 6|7 18]9
o112 |3 |4
Texture Polygon

e param [0 GL.NEARESTOGL_LINEAR OODOODO

o GL_NEAREST
—gobbogbobbboooooobbooonooo
-0oobodg legoogno

o GL_LINEAR
-gobboobboboooobobobbooobbbbooooonobo
-0oo00bOo 11gi2gle01vooooooooon
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e pname [0 GL_TEXTURE_MIN_FILTER

eparam OO OOOO

— GL.NEAREST _MIPMAP NEAREST
Jo0o0b0o00obo0o0oboo0oooooboooboooobDbbooooooooo
gooo

— GL_LINEAR_MIPMAP _NEAREST
Jo0obOo0oboo0oboo0oooooboooboooobDbboooooogooo
oooooooooo

— GL.NEAREST MIPMAP LINEARO OO ODOO O
J0o0bo00o0o00oobo0ooooobobbobobooobbooooooob oo
gooooooon

— GL_LINEAR_MIPMAP _LINEAR
J00ob000o0oooooooooobbobbooobbboooooooo
00oooboboooooooo
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Joggbgbtdbtobgbotdn

gogooobogoobdob 0.001.0
glTexCoord*() DOODODODODOOOOOOOOODODODOOO...

e pname J GL.TEXTURE_WRAP_SOGL_TEXTURE.-WRAP. T OODOOO
e param J GL.CLAMPOGL REPEATO OO OO0 DOOOOOO

0.0 1.0

GL_CLAMP ’/ \ GL_REPEAT
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Jobdoogootdbootdbogdod

GLvoid glTexEnvf( GLenum target, GLenum pname, const GLfloat

param )

e JI0DDDDOODDDDODOOODUOODDUOODUODDODOO
o target 0 0 0 GL.TEXTURE_ENV
epname J 000000000 O0ODOOO
eparam 0 OO OO OO

e 100D 0OO0DUODDDODOODOUUODDODOO

pname

goodo

goood

GL_TEXTURE_ENV_MODE

GL_MODULATE

goo

GL_TEXTURE_ENV_COLOR

(0.0, 0.0, 0.0, 0.0 )

e DLODOOODLDDODOOODOO
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Doodddodood

¢ GLLMODULATEO O DODOO O
-000000000000000
Color,: = Color,, X lies
Alpha,,; = Alpha;,
-000000000000000
Color,,; = Color;, x L.,
Alpha,, = Alpha;, x Alphage,
-000000000000000
Color,,: = Color;, x Colorie,
Alpha,,; = Alpha;,
-000000000000000
Color,; = Color;, x Color.,
Alpha,, = Alpha;, x Alphage,
e GLDECALO D OOOODODODODOOO
-000000000000000
Color,,; = Color.,
Alpha,, = Alpha;,
-000000000000000
Colorg = Color;, x (1 — Alphase,) + Colorie, x Alphae,
Alpha,,; = Alpha;,
e GLBLENDO D OOOODODOOOODODO
-0000000000000a:
Colorgy = Colory, x (1 — Liey) + Coloreonst X Liex
Alpha,,; = Alpha;,
-0000000000000a:
Color . = Colory, x (1 — L) + Color.,ne X Liex
Alpha,, = Alpha;, x Alphage,
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gobbogoobobobobodd 11-13

/ *
x* texclamp.c - 0-100000O0OO0OOOOONO
*/

#include <GL/glut.h>
#include "laconia.h"
#include '"sgiimage.h"

void
initialize(void)
{
unsigned int* image;
GLsizeil width, height;

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0, 100.0,
0.0, 0.0, 0.0,
0.0, 1.0, 0.0 );

glEnable ( GL_DEPTH_TEST );
glEnable ( GL_CULL_FACE );

image = rgbReadImageFile( "../images/ocean.rgb",
width, &height );

/ 00000000000000000000 =/
gluBuild2DMipmaps( GL_TEXTURE_2D, 3, width, height,
GL_RGBA, GL_UNSIGNED_BYTE, image );

/ SO000000000000000000ooooonOo =/
glTexParameterf ( GL_TEXTURE_2D, GL_TEXTURE_WRAP_S,

GL_CLAMP ) ;
glEnable( GL_TEXTURE_2D );
by
void
display(void)
{

glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
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44

45 glColor3f( 1.0f, 1.0f, 1.0f );
46

47  glColor3f(1.0f, 1.0f, 1.0f);
43

49 /x 0-100000000000DO0ODOO0O =/
50 glBegin( GL_POLYGON ) ;

51  glTexCoord2f( 0.0f, 0.0f );

52 glVertex3f( -35.0f, 0.0f, 0.0f );
53  glTexCoord2f( 2.0f, 0.0f );

54 glVertex3f ( 0.0f, -35.0f, 0.0f );
55  glTexCoord2f( 2.0f, 2.0f );

56 glVertex3f( 35.0f, 0.0f, 0.0f );
57  glTexCoord2f( 0.0f, 2.0f );

58 glVertex3f ( 0.0f, 35.0f, 0.0f );
59  glEnd();

60

61  glutSwapBuffers();

62 }

63

64 void

65 keyboard( unsigned char c, int x, int y )
66 {

67 if( ¢c==27 ) exit( 0 );

68 }

69

70 void

71 reshape( int w, int h )

72 {

73  glViewport( O, O, w, h );

74

75  glMatrixMode ( GL_PROJECTION );

76  glLoadIdentity();

77  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
78  glMatrixMode( GL_MODELVIEW ) ;

79 }

80

81 void

82 animate(void)

83 {

84  glutPostRedisplay();

85 }

86

87 1int
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88 main( int argc, char *argv[] )

89 {

90 unsigned int* image;

91 GLsizeil width, height;
92

93  glutInit( &argc, argv );

94

95 glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
96

97  glutInitWindowPosition( 100, 100 );
98 glutInitWindowSize( 500, 400 );

99  glutCreateWindow( argv[0] );

100

101  glutDisplayFunc( display );

102  glutKeyboardFunc( keyboard );

103 glutReshapeFunc( reshape );

104 glutIdleFunc( animate );

105

106  initialize();

107  glutMainLoop();

108 return O;

109 }

110
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<>

I.forYouO OO OO OO texclampO OO0 ODOO0OOODOOOO0O

% cd forYou
% make texclamp

% texclamp

2.animation 0 00 0000000000000 (glTexParameterf()) 0000000
(glTexEnvf()) 0 00 0O00DO00O0OODO

% cd bobby

% vi animation.c
(0ooOoooooooooooo)

% make animation

% animation
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11.2 OUOUOoOooobooboood

Joguogog...

eJgboboobOoobboOoboOooOoon
eJOUODLDOOOODLOOODLOODLOO
eJOUODOODODO
—sQgoog
glEnable( GL.TEXTURE_GEN_S );
—tggoog
glEnable( GL_.TEXTURE_GEN_T );
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Juoodoobbood

GLvoid glTexGenfv( GLenum coord, GLenum pname, const GLfloat

*params )

ecoord DO ODODOODOOODO
-GLSOGL.TOGLROGL.QODOOODO
epname I params OO OOOOON
— GL_.TEXTURE_GEN_MODE
gooooon
— GL.OBJECT_PLANEDO GL_EYE_PLANE
goooooooon
eJIU00DDDOOUODDDDODDOOODDOO
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Doooddn

e pname [0 GL_ TEXTURE_.GEN_MODE 00O Oparam DO O0O0OO
e GL_.OBJECT_LINEAR
-Joooooooooogon
-0o0ooooooooogan
-s0t0ooooooog

e GL_EYE_LINEAR
-doooooooooogon
-Jo0oooooooooood
-s0t0ooooooog

e GL_SPHERE_MAP
-000d0d00o00oooooooooogd
-dooooooood

-goooood
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Dooooddoo

e pname [0 GL_OBJECT_PLANEOGL_EYE PLANE OO0 Oparam 0000000
oood

Ar+By+Cz+D =0
param = {A,B,C, D}

GLfloat sPlane
GLfloat tPlane

{1.0, 0.0, 0.0, 0.0 };
{ 0.0, 1.0, 0.0, 0.0 };

glTexGenfv( GL_S, GL_OBJECT_PLANE, sPlane );
glTexGenfv( GL_T, GL_OBJECT_PLANE, tPlane );

e GL.OBJECT_LINEARODOODOOD GL.OBJECT_PLANE OODO
e GLLEYELINEAR OO OOOO GL.EYEPLANE O0O0O
e GLSPHEREMAP OO DODOODO DOOOODOO
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GLOBJECT LINEAR O OO OOOOOOOOO

[ O
s| [Asw+ By +Ciz+ Dy
t| \ A+ By+Ciz+ D,

0.0 1.0

SDDDDD/

toooon
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Jodooooododo

eJ00000O0DOODODODODODODODODDOO
e pname [0 GL_TEXTURE_GEN_MODEOparam 0 GL_SPHERE MAP 00O
- GLSPHEREMAP O sOt000O00OOODOOO
glTexGeni( GL_S, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP );
glTexGeni( GL_T, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP );
e 000IDO0ODOOODOOOOODOODDODO
e 100D0DO0ODOODOODOODOOODOOODODODODODOD
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11.3 00O

oo gogn

e obOoobOobOoobobOOoOn

glMatrixMode ( GL_TEXTURE );
glScalef( 2.0, 2.0, 2.0 );
glMatrixMode ( GL_MODEL_VIEW );

glBegin( GL_QUADS );

glTexCoord2f( 0.0, 0.0 );
glVertex3f( 0.0, 0.0 );
glTexCoord2f( 1.0, 0.0 );
glVertex3f( 1.0, 0.0 );
glTexCoord2f( 1.0, 1.0 );
glVertex3f( 1.0, 1.0 );
glTexCoord2f( 0.0, 1.0 );
glVertex3f( 0.0, 1.0 );

glEnd () ;

1.
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oo dobbotdbobotddgogun

eJ0DOOO0OOOOODDODOLOODOOODLDOUOOUOOOLUUObLODLbLDbLODO
gobooodgd

e J00O0O0bObObOObLDOOOOLDOUODbLOOODbOOLDbDOODLbDOODO
gobobbboooboobooobboooobbboooon

GLuint sphTexList;

GLuint cubeTexList;

initTexList ()
{

sphTexList = glGenLists( 1 );
glNewList ( sphTexList, GL_COMPILE );

gluBuild2DMipmaps(...);
glEndList () ;

cubeTexList = glGenLists( 1 );
glNewList ( cubeTexList, GL_COMPILE );

gluBuild2DMipmaps(...);
glEndList () ;

draw()
{

glCalllList( sphTexList );
drawSph();
glCalllList( cubeTexList );
drawCube() ;
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Jooooogd

e JJ0J0DODODOODOOUODODO

—-000000000 unsigned int 000
-fJ0o00000ooopooo0oooooooog

el J0D0OODODOODODOODOOO
-00000000000O0000oO00ooooooog

22 Texture

l00o0oooooooooo

10

1

12]13

20000

ooooooooo

10

A0

1

ALl 12| A2| 13| A3

30000

gbooooooo

BO

RL| Gl | BLy R2|&|B2| R3| G3

B3

gooobooog

BO

AO|RL|GL|Bl1|Al||R2| &R | B2| A2| R3

B3

A3
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U11g oobbboogboboood

/ *
**x texgen.c - UUUOOOOOOOOOOOO
*/

#include <GL/glut.h>
#include "laconia.h"
#include '"sgiimage.h"

void
initialize(void)
{
unsigned int* image;
GLsizeil width, height;

glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

glMatrixMode ( GL_MODELVIEW ) ;

glloadIdentity();

gluLookAt( 0.0, 50.0,
0.0, 0.0,
0.0, 1.0,

100.0,
0.0,
0.0 );

glEnable ( GL_DEPTH_TEST );
glEnable ( GL_CULL_FACE );

/¥ D0 0000000000 =/
image = rgbReadImageFile( "../images/cafe.rgb",
width, &height );
gluBuild2DMipmaps( GL_TEXTURE_2D, 3, width, height,
GL_RGBA, GL_UNSIGNED_BYTE, image );
glEnable( GL_TEXTURE_2D );

/ OO00O00oooooooooooooooooodg =/
glTexGeni( GL_S, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP );
glTexGeni( GL_T, GL_TEXTURE_GEN_MODE, GL_SPHERE_MAP );

/+ 00000000000000000000 #/
glEnable( GL_TEXTURE_GEN_S );
glEnable( GL_TEXTURE_GEN_T );

¥

void
display(void)
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44 {

45 glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
46

47 /x» 0D0O0OD0DODOOOOOOO0O =/
48  lacMountain( 20.0 );

49

50 glutSwapBuffers();

51 }

52

53 void

54 keyboard( unsigned char c, int x, int y )
55 {

56 if( ¢c==27 ) exit( 0 );

57 }

58

59 void

60 reshape( int w, int h )

61 {

62 glViewport( O, O, w, h );

63

64 glMatrixMode( GL_PROJECTION );

65  glLoadIdentity();

66  gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
67  glMatrixMode ( GL_MODELVIEW ) ;

68 }

69

70 void

71 animate(void)

72 {

73  glutPostRedisplay();

74 }

75

76 1int

77 main( int argc, char *argv[] )

78 {

79  unsigned int* image;

80 GLsizeil width, height;

81

82 glutInit( &argc, argv );

83

84  glutInitDisplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
85

86  glutInitWindowPosition( 100, 100 );
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87 glutInitWindowSize( 500, 400 );
88 glutCreateWindow( argv[0] );
89

90  glutDisplayFunc( display );
91  glutKeyboardFunc( keyboard ) ;
92  glutReshapeFunc( reshape );
93 glutIldleFunc( animate );

94

95 initialize();

96  glutMainLoop();

97 return O;

98 }

99
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<O >

L.forYounOOOOOOO texgenOOOOOOOOODOODOO

% cd forYou
% make texgen

% texgen

2animation0 00 0000000 O0OOOOODOOOODOOOObOOOOOOooOOO
gogbobobobooobiboooooooboobuooobuooooooboobo
gobobboogoobooobooobobbooobbood

% cd bobby

% vi animation.c
(0ooOoooooooooooo)

% make animation

% animation



11-30 0110 0000000000000
Jooooodddn

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

gogbooooogobod

GLvoid ngeXParameterf( GLenum target, GLenum pname, const GLfloat param )

O000000Ooooooooooooouooo
GLvoid ngeXEan( GLenum target, GLenum pname, const GLfloat param )

gobboobooooobooooboboboogan

GLvoid ngeXGenfv( GLenum coord, GLenum pname, const GLfloat *params )

ooooooo/o0o
GLvoid glEnable( GL_TEXTURE_GEN_S )
GLvoid glDisable( GL_TEXTURE_GEN_S )
GLvoid glEnable( GL_TEXTURE_GEN_T )
GLvoid glDisable( GL_TEXTURE_GEN_T )
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12.1 00O 0OOOOO

o oboogogod

e COODODODOUDODOOABC” DOUDODODOO
-0000AD'BD’C’O00000ASCII OO0 O 0x41, 0x42, 0x43 000 00O
-J00000oboDbOooxoo OO0 O0OOD0OODOD 4byte0 OO
-00b0oobodbog xooObboboobOobobooNULL OO ooboooo

0o

e 0000 DOODOODODOODODOTABC’ODOOODOOOOx41 OO0 ADDDODODO
O00x42 000 BOODOODOOOOOx43 000 CcODODOOOODODOOOOOO
ABCODOODOO
-gbboxo0Ooobbobooobobbbooobbbod

e ODODOOOOODLDDODOO

e 00 bOo0oobLbbbOOOUOLbLbObUOObLDbODbOOn

googo 0 O
( )
ABC ABC
{0x41, 0x42, 0x43, 0x00}
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Ooododn

e JUDO0O0OODLDOODLDDOOOOLDODOODLDLDDODDO

..

guoguoguod

e JO0O0OODLDOOODODOOOOLODLDDODDOOODDLODbDOOOO

Jubouubgun

el OODLOODLOOODLDOOOUOODLDOOOODLDDLDbODODOUOOOODLOLODOOn

e J00D0DOOOODDOOOOUDLDbDDbDOODOD

e 00000 DO0OO0ODLOOODLUOLDbDUbODLOUUOLDDLDODLDOLDDODDO
googoooooooao
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12.2 0O0O0O0O0OOOOOOOOOO0O0OO0O

Jodoodoobodooogoodotdd

el 000000 0IDDODODODOUUUODUDODDDODODO/DUODOOODODO
e 00DDDODODODOD10D00O bitmapOOOODO

Glubyte bitmap[] = { ... };

glNewList (i, GL_COMPILE);

glBitmap(width, height, xorig, yorig, xmove, ymove, bitmap);
glEndList () ;

A [0 bitmap

-—widthOOOOO00O0O0O00O00O0O0

—height 000000000 O0ODOOO

—xorg, vorg J U0 OO0OOOOO0O

—xmove, ymove 1 000000 O0O0OOOOOOOOOO0O

e 0000 DOOODODIOOOODOOO
glCalllist(i);

e glCalllist 1000000000000

—glCallLists 00 00000000000000000000000000
—glCallLists 0000000000 00000000000000000
(0oooooooo)
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Joodddououodooodno

e 0O00O0O0OOOODLDOLOODLOODODLODLOODLDOOOOUODLOD
—glGenLists 00O 0ODOO0OOOOOODODODOOOOOOO
-000000gBitmap OO OOOO00ODODDODOOOODOOO

eI OODODOOO

/%

* JO00000000000 128(0x80) OOO
x/

base = glGenLists(128);

/%
*x 00000000000 00000000000b00D000O0aOo
*/
for (n =0, 1 =32; 1 < 128; i++) {
glNewList(base + i, GL_COMPILE);
ngi‘tmap(S, 16, 0.0, 0.0, 9.0, 0.0, font[n++]);
glEndList () ;

—ASCIIOODOOoDOOO0Os31000000b0oOooboooboooboog
—font[|0 000 8X 1600000000000

-0000oooooo (0.0,000000
-00000000ooO00 (boooooooo)o (9.0,00)00000000O0O

e JOODODOOO

glListBase(base);
glCalllists(strlen(string), GL_UNSIGNED_BYTE, (GLubyte *)string);
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Ooo0o0oooobooooooboooo@mo)

e 00000 DOODOOULDODLOUODUOOOUUODLDODLDDbDOOODDDO
gobogoobgd

A O bitmap

T |pase+0x410 0

50 bitman vl |paer0@200
- ) base + 0x43 0 O

C O bitmap

strepy(string, "ABC"); string = {Ox41, 0x42, 0x43, 0x00}

glListBase(base);
glCallLists(strlen(string), GL_UNSINGED BYTE, (GLubyte *)string);

1 [

( )

ABC
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oo doodyd

eJOOODDOOOO

strcpy( string, "ABC" );
glListBase(base);
glCalllists(strlen(string), GL_UNSIGNED_BYTE, (GLubyte *)string);

gllistBase() 000 000000000000 ODODOODOO baseJODOODO
el0ODOOODODOOO
- 000000 oo0ooooo0ooooooooooooo00O000d glRasterPos™
goooo
— glRasterPos2f(x, y);

Y
A
, ABC
> X
0,0 X
— glRasterPosi’)f(X, ¥, Z)’
Z
A
| ABC
T Y
z o
y / :
0,0 L - X
X

e J00boboobuoobboboobbooboobboobLbbooobon
goboboooboobooooobobobad
-gobooobobooooobobod
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Jooobodgobobobbtdgbogd

e 00000 D00ODODDOODODOOOOOOOODOODODUOODODOODOODODDOO
O0O00oooooo
-000000D000000000 glRasterPos* 00000000

e 00000000 OO0OUDDOODOOUDODOOODOOUODDODODOO
—glTranslatef D 0 000000

e 00000 OOODOOODOO
-0000000000 000000000000 DODOOO0OO
-0000000000OglTranslatef OO 000000000 DOOOOO0OOOO

OoOoooooo
-0oooooo
glNewList (i, GL_COMPILE)

/10000000000 =x/
glBegin(GL_LINE_...)
glVertex2f(x1, yi1)

glEnd ()
/ 0000000000000 =/

glTranslatef (xmove, ymove, 0.0)
glEndList ()

0,0 Xxmove, ymove
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Doooodouooooddn

eJOOODDOOOO

strcpy( string, "ABC" );
glListBase(base);
glCalllists(strlen(string), GL_UNSIGNED_BYTE, (GLubyte *)string);

eJOOODDOOOO

glTranslatef(x, y, 2);

Z
A

............................

L.
—"
1] —"
1] P
O O : “‘—
' .-
H .
[P »
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12.3 GLUT OOOOOOO OO

GLUTOOOOOOOoOooooond

e GLUTOOOODOODOUODDOODUODODODOUOODODODDOODDOOOUODODO
HEN
—goboogobobboooooooboo

efont 0 OO OODOO glutBitmapCharacter 0 O 0 O O

void glutBitmapCharacter(void *font, int character);

efont 0 ODOOOODOODODDODODOOODOO

— GLUT_BITMAP 8 BY_13
8x 13 pixelUODOODOODODO

— GLUT_BITMAP 9 BY_15
9x 15 pixelO00O0ODOOODO

— GLUT_BITMAP_TIMES_ROMAN_BY_10
woooooooboobdgod Times RomanO OO0

— GLUT_BITMAP_TIMES_ROMAN_24
200000000000000 Times Roman0 OO0

— GLUT_BITMAP_HELVETICA_10
0000000000000 00 HelveticaOOOO

— GLUT_BITMAP_HELVETICA_12
1200000000000000 HelveticaOOOO

— GLUT_BITMAP_HELVETICA_18
8000000000000 00O HelveticaOOOO

e 00000000 DDDDODODOODODOUODODDOOO glRasterPos*O 00O
g

void glRasterPos2f(x, y);
void glRasterPos3f(x, y, z);

e 00D (DODOO pixel )OO OOODO glutBitmapWidthO O OO O

int glutBitmapWidth(void *font, int character);
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oo dboodgoogng

o glutBitmapCharacter D0 0000000000000 ODOODOODOODOOOOOO
OOooooo

e 100000000 DDOODODDOOD glRasterPos*0 000 00O O glutBimapChar-
acter 00O 0O00DODOOODOO

e DO DODOOO

void
drawBitmapString(int x, int y, void *font, char *string)
{

glRasterPos2f(x, y);

while (*string)

glutBitmapCharacter(font, *string++);
}

e [1000

=

=.i draw—font—bitmap

L

Fixed-8x12 0123456 absdefg ABCDEFG
Fixed-9x15 0123456 absdefg ABCDEFG

Tirowes - Eoroan- 10 0123456 absdefy ABCDEFG

Times—Roman-24 0123456 absdefg ABCDEFG

Helvetica—10 0123456 absdefy ABCDEFG
Helvetica-12 0123456 ahsdefy ABCDEFG

Helvetica-18 0123456 absdefg ABCDEFG

E OpenGLThY is a registered trademark,
of Silicon Graphics, Inc.
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GLUTOODOOOO0OOoooooo

e GLUTODOOOODOOOODODOOUODDOODODODDOODOUODODOODOOO
-00000ooooooogoooo
efont 0 OO OODOO glutStrokeCharacter 0 O 0 O O

void glutStrokeCharacter(void *font, int character);

efont 00O O0DDOODOOOOOOOODOO 200
— GLUT_STROKE_ROMAN
JoobOoboOodl RomanO O OO
— GLUT_STROKE_.MONO_ROMANOUOOOOOO RomanO OO0

e 00D0ODOODOOODOUOOODLDOUODOUOODODOOOODOOOOOO
00000000 glPushMatrix/glPopMatrix 0 0 0 0 0 0 O OglTranslate*d O O

void glTranslatef (GLfloat x, GLfloat y, GLfloat z);
void glTranslated(GLdoublex x, GLdouble y, GLdouble z);

e 00D (DODOO pixelD)ODOOOODO glutStrokeWidthOO OO O

int glutStrokeWidth(void *font, int character);
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doooooooooootdtdtddn

o glutStrokeCharacter 000000000 0O0ODOOOODOOOODOODODODO
Ooooog

e 00000 OOOOODDOODODOO
— 00 glPushMatrix O glPopMatrix 0 O O
—glTranslate*0 0000000000000
—glScale* 0000000000
— glutStrokeCharacter 000 OO0 OO O

e OO DODODODO

void
drawStrokeString(GLfloat x, GLfloat y, float xscl, float yscl,
void *font, char *string)

{
glPushMatrix () ;
glTranslatef(x, y, 0);
glScalef (xscl, yscl, 1.0f);
while (*string)

glutStrokeCharacter(font, *string++);

glPopMatrix();

+

e O

éPmmMml@Zﬂ%immﬁgA&DﬁC

| Propotional 0123456 nbedsfy ABCDEFG

|Mono 0123456 abcdefq ABCDEFG

[Mono 0123456 abcdefq ABCDEFG

|Mano 0123456 abicdefg ABCDEFG

CrenGL{TM) is o regstered trodernark
of Siicon Grephics, Ihe
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Doooodooon

e GLCOOD OpenGLOODOODOOODOOOOODODDOODODDODOOOODDODO
gooo

-9r0o0b0O0oOosGloboboooooooDoo
-pgobooobobooooobobbooobbboooobobooboa

eJ0bbO0OobbbObUO0OUUObLbLbOOODbLDbLDbDbOOUOOO

o GLXOWGLODOOODOD OODOODOODOODODOOOOOOoOooooooboooo
goboooodd

e 00 000ODDOODOODDOWGLOOODODO
— Windows OO WGLODO OO TrueType 0000 0OD0OO0O0ODOOODOOO

=]+
i k-

gﬂ p!|1-:5|.g'| :

.‘.l
Ve iy

[Tx] Dl o ¥ L T b b

e X Window System OO0 000 XibOOOOOODODOOOODODOODOODOOOOODO
goobogobobod
-OepnGLODOODOOXDOOOOODOODOOODOODOODOODODODODO
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1 /%

2 * font.c

3 %k

4 x JO000O000000000000O000000000000:0
5 x

6 */

7 #include <GL/glut.h>

8 #include "font.h"

9

10 GLuint base;

11

12 void

13 initialize()

14 {

15 int i, n;

16

17 glPixelStorei(GL_UNPACK_ALIGNMENT, 1);
18

19 /*

20 « J 00000000000 128 0O0O

21 x/

22 base = glGenLists(0x80) ;

23

24 /*

25 «+ J000000000000O0000 000 oO00ooo0ooooonOon
26 x/

27 n=20;

28 for (1 = 0x20; 1 < 0x80; i++) {

N
©

glNewList(base + i, GL_COMPILE);

30 ngitmap(S, 16, 0.0f, 0.0f, 9.0f, 0.0f, font[n++]);
31 glEndList();

32 }

33

34 glClearColor(1.0f, 1.0f, 1.0f, 0.0f);
35 }

36

37 void

38 drawString(char *string)

39 {

40 glPushAttrib(GL_LIST_BIT);

41

42 /*

43 «+ 00000000000 000000000
44 x/
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45
46
47
48
49
50
51
52
53
54
556
5
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
8b
86
87
88

N

0120 0000040

glListBase(base);
/%
* J 00000000 (Coog) ooog
x/
glCalllists(strlen(string), GL_UNSIGNED_BYTE, (GLubyte *)string);
glPopAttrib();

}

void

display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
glCOlor3f(0.0f, 0.0f, 0.0f);
glRasterPos2f(5.0f, 280.0f); /x OO OO %/
drawString (" '\"#$%&’> ()*+,-./0123456789:;<=>7"); /x DO OO0 =/
glRasterPos2f(5.0f, 260.0f); /x OO OO */
drawString ("@ABCDEFGHIJKLMNOPQRSTUVWXYZ[\\]1"_"); /* O OOO0O =/
glRasterPos2f(5.0f, 240.0f); /x OO OO %/
drawString (" ‘abcdefghijklmnopqrstuvwxyz{|}~"); /* OO OO0 x*/
glRasterPos2f(70.0f, 25.0f); /x OO OO */
drawString ("OpenGL(TM) is a trademark"); /* DOOOO =*/
glRasterPos2f(70.0f, 5.0f); /* OO OO %/
drawString("of Silicon Graphics, Inc."); /* DOOOO =*/
glFlush();

}

void

keyboard(unsigned char key, int x, int y)

{
if (key == 0x1B) exit(0);
}
void
reshape(int width, int height)

{

glViewport(0, 0, width, height);
glLoadIdentity();
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89 glOrtho(0.0, (GLdouble)width, 0.0, (GLdouble)height, 0.0, 1.0);
90 %}

91

92 int

93 main(int argc, char* argv[])

94 {

95 glutInit( &argc, argv );

96 glutInitDisplayMode( GLUT_SINGLE | GLUT_RGB );
97 glutInitWindowPosition( 100, 100 );

98 glutInitWindowSize( 400, 300 );

99 glutCreateWindow( argv[0] );

100 glutReshapeFunc( reshape );

101 glutDisplayFunc( display );

102 glutKeyboardFunc( keyboard );

103

104 initialize();

105 glutMainLoop() ;

106 return O;

107 }

108
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1 /%

2 * font-bitmap.c GLUTOOOOOODOOOOODOODODOOODO
3 x/

4 #include <GL/glut.h>

5 #include "font.h"

6

7 void

8 initialize(void)

9 {

10 glClearColor(1.0f, 1.0f, 1.0f, 0.0f);
11 }

12

13 void

14 drawBitmapString(GLfloat x, GLfloat y, void *font, char *string)
15 {

16 /[ 000000000000000 */

17 glPuShAttrib(GL_CURRENT_BIT);

18

19 glRasterPos2f(x, y);

20

21 /[ 000000000000 */

22 while (*string)

23 glutBitmapCharacter(font, *string++);

24

25 /+ 00000000000000000 =/
26 glPopAttrib();

27 }

28

29 void
30 display(void)
31 {
32 glClear(GL_COLOR_BUFFER_BIT);

33 glColor3f(0.0f, 0.0f, 0.0f);

34

35 drawBitmapString(5.0f, 270.0f,

36 GLUT_BITMAP_8_BY_13,

37 "Fixed-8x13 0123456 absdefg ABCDEFG") ;
38

39 drawBitmapString(5.0f, 250.0f,
40 GLUT_BITMAP_9_BY_15,
41 "Fixed-9x15 0123456 absdefg ABCDEFG") ;
42
43 drawBitmapString(5.0f, 200.0f,

NN
N

GLUT_BITMAP_TIMES_ROMAN_10,
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45 "Times-Roman-10 0123456 absdefg ABCDEFG") ;
46

47 drawBitmapString(5.0f, 180.0f,

48 GLUT_BITMAP_TIMES_ROMAN_24,

49 "Times-Roman-24 0123456 absdefg ABCDEFG") ;
50

51 drawBitmapString(5.0f, 130.0f,

52 GLUT_BITMAP_HELVETICA_10,

53 "Helvetica-10 0123456 absdefg ABCDEFG") ;
54

55 drawBitmapString(5.0f, 110.0f,

56 GLUT_BITMAP_HELVETICA_12,

57 "Helvetica-12 0123456 absdefg ABCDEFG") ;
58

59 drawBitmapString(5.0f, 90.0f,

60 GLUT_BITMAP_HELVETICA_18,

61 "Helvetica-18 0123456 absdefg ABCDEFG") ;
62

63 drawBitmapString(70.0f, 25.0f,

64 GLUT_BITMAP_HELVETICA_12,

65 "OpenGL(TM) is a registered trademark");
66 drawBitmapString(70.0f, 5.0f,

67 GLUT_BITMAP_HELVETICA_12,

68 "of Silicon Graphics, Inc.");

69

70 glFlush();

71 %}

72

73 void

74 keyboard(unsigned char key, int x, int y)

75 {

76 const unsigned char ESCAPE_KEY = 0x1B;

77 if (key == ESCAPE_KEY) exit(0);

78 }

79

80 void

81 reshape(int width, int height)

82 {

83 glViewport(0, 0, width, height);

84 glLoadIdentity();

85 glOrtho(0.0, (GLdouble)width, 0.0, (GLdouble)height, 0.0, 1.0);
86 }

87

88 int
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89 main(int argc, char* argv[])

90 {

91 glutInit( &argc, argv );

92 glutInitDisplayMode( GLUT_SINGLE | GLUT_RGB );
93 glutInitWindowPosition( 100, 100 );
94 glutInitWindowSize( 500, 300 );

95 glutCreateWindow( argv[0] );

96

97 glutReshapeFunc( reshape );

98 glutDisplayFunc( display );

99 glutKeyboardFunc( keyboard ) ;

100

101 initialize();

102 glutMainLoop() ;

103 return O;

104 }

105
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GLUTOOOOOOOOO
/*
* font-stroke.c GLUTUO OO OO OOOOOOOOOOOO
*/
#include <GL/glut.h>
#include "font.h"
void
initialize(void)
{
glClearColor(1.0f, 1.0f, 1.0f, 0.0f);
b
void
drawStrokeString(GLfloat x, GLfloat y, float xscl, float yscl,

void *font, char *string)
{
glPushMatrix () ;
glTranslatef(x, y, 0.0f);
glScalef(xscl, yscl, 1.0f);

/ 00000000000 000o0O */
while (*string)
glutStrokeCharacter(font, *string++);

glPopMatrix();

void

display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
glCOlor3f(0.0f, 0.0f, 0.0f);

drawStrokeString(S.Of, 280.0f, 0.15f, 0.15f,
GLUT_STROKE_ROMAN,
"Propotional 0123456 abcdefg ABCDEFG") ;

drawStrokeString(S.Of, 240.0f, 0.12f, 0.12f,
GLUT_STROKE_ROMAN,
"Propotional 0123456 abcdefg ABCDEFG") ;

drawStrokeString(S.Of, 180.0f, 0.15f, 0.15f,
GLUT_STROKE_MONO_ROMAN,
"Mono 0123456 abcdefg ABCDEFG'") ;

12-21
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45

46 drawStrokeString(S.Of, 140.0f, 0.12f, 0.15f,
47 GLUT_STROKE_MONO_ROMAN,

48 "Mono 0123456 abcdefg ABCDEFG") ;

49

50 drawStrokeString(S.Of, 100.0f, 0.10f, 0.10f,
51 GLUT_STROKE_MONO_ROMAN,

52 "Mono 0123456 abcdefg ABCDEFG") ;

53

54 drawStrokeString(70.0f, 25.0f, 0.1f, 0.1f,
55 GLUT_STROKE_ROMAN,

56 "OpenGL(TM) is a registered trademark");
57 drawStrokeString(70.0f, 5.0f, 0.1f, 0.1f,
58 GLUT_STROKE_ROMAN,

59 "of Silicon Graphics, Inc.");

60

61 glFlush();

62 ¥

63

64 void

65 keyboard(unsigned char key, int x, int y)

66 {

67 const unsigned char ESCAPE_KEY = 0x1B;

68 if (key == ESCAPE_KEY) exit(0);

69 ¥

70

71 void

72 reshape(int width, int height)

73 {

74 glViewport(0, 0, width, height);

75 glLoadIdentity();

76 glOrtho(0.0, (GLdouble)width, 0.0, (GLdouble)height, 0.0, 1.0);
77}

78

79 int

80 main(int argc, char* argv[])

81 {

82 glutInitDisplayMode( GLUT_SINGLE | GLUT_RGB );
83 glutInitWindowPosition( 100, 100 );

84 glutInitWindowSize( 500, 300 );

85 glutCreateWindow( argv[0] );

86

87 glutReshapeFunc( reshape );

88 glutDisplayFunc( display );
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89 glutKeyboardFunc( keyboard ) ;
90

91 initialize();

92 glutMainLoop() ;

93 return O;

94 %

95
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< 0>

lL.gbbbooobobdouooouooobooobbobooboboobobooooban
good

% vi font.c
% make font
% font

2.GLUTODODO hitmap O OO0O0OO0ODO0OO0OOO0OOODOODODODOOOOODODOOOO

% vi font-bitmap.c
% make font-bitmap
% font-bitmap

3.GLUT OO0 strokeDO0ODODOOODOOO0O0OODOOOOOODOODOODOOO

% vi font-stroke.c
% make font-stroke
% font-stroke

4.animation0 000000000 0OOOOOOOOOOOOO

% cd bobby

% vi animation.c
(ooOoboooooooon)

% make animation

% animation
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Jooooodddn

gooooogon

void glNewList( GLuint list, GLenum mode )

void glEndList( void )

void glCallList( GLuint list )

void glCallLists( GLsizei n, GLenum type, const GLvoid *lists )
GLuint glGenLists( GLsizei range )

void glListBase( GLuint base )

goobbboaogn

void glBitmap( GLsizei width, GLsizei height,
GLfloat xorig, GLfloat yorig,
GLfloat xmove, GLfloat ymove,
const GLubyte *bitmap )

gobobbooobbooooboobbooogo

void glRasterPos2f( GLfloat x, GLfloat y )
void glRasterPos3f( GLfloat x, GLfloat y, GLfloat z )

GLUT U U

void glutBitmapCharacter(void *font, int character);
int glutBitmapWidth(void *font, int character);
void glutStrokeCharacter(void *font, int character);
int glutStrokeWidth(void *font, int character);






13-1

130 oot

oot

e JUOOUODDOOODODODO
e OO DODOOODODO
e JUOODODOOOOODLDDODO

e OO DODOOODODLOOOUODLDDOO



13-2 U130 O0o0Ooboobo

13.1 O00O0OO0oOOooogon

oot gbgod

e OpenGL OO ODO0OOOOOODOOOUOUODDODOOODODUOODODDDOODOOO

OO0DooOoDoood

e 00D DOODODOOOOODO glRasterPos* 0 0O OO OO

-0000000000oooo

—glRasterPos*0 0 000000000000 DOO0O0OOODODOODODOO
00000000000 0DO00DO000ODOoOO00ooO0oooooOoO

e 100 ODOODOODO gluScalelmage 0 OO O O

—glScale* 000 0000000O0ODODOOOODOOO

[T nage

|
V\ gobogbogbooobobon

T

0ooooo[o] (00O)
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Jodddodoooddddon

e OpenGL Version 1.0/1.1000000000000000O0OO0OO0O0ODOOOOO

gbobogoobobooboooooo

— GLUT Version 3. 4000000000000 baiffOO0O0O TIFFOOODOOODO
gobboboooboo

-AUXO0O0OO0ODODOOSGIORGBOOOOODOOOOOOODODODOOODOOO
goboognd

— Windows O AUXO OO ODODOO Windows BMPOOOODOOOOOOODOODO

—ImageVisionU OO O OO OOOOOOOOoOO

e JIDOODOSGIO RGBOOOOOOODOODODDODOODOODOOOOODOD
goooooobboboooooboo

unsigned int *rgbReadImageFile(char *name, int *pWidth, int *pHeight);

—named SGIOOOOOOOOOO

—pWidth, pHeight 0 OO0 0O 0O0OO00OO00OO0OOO0OODOOO0OOOOODOODOO

-00000Ouwnsigne ntd 0000000 0O0OOO0OO
ObOo0obobooobooo NULLODOO

e 00O O0ODDOODODOLODOODLODODOOOODLDOOOUODLDLDODO

void glDrawPixels(GLsizei width, GLsizei height,

GLenum format, GLenum type, const GLvoid *pixels );

—widthDOOOOOOO, height 00000000 (0DO0OOOO0OO)
—format 0 0 O000O0O0O0ODOODOO
000000000000 RGBOOOODOOOO GLRGBOO
0000000000000 GLLRGBAODOOOO
rgbReadlmageFile 000000000000 DODO GL.LRGBAODOO
—typeU 000000 oooooOogd
O00O0GL.UNSIGNED BYTEODOODOO
—image 0 O00O00OO0O0OO0OOOOO
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OpenGLO OO0 0ODO0OOOOOOOOOOOO

e bO0O0OLDLOOODLUOODLDOOODLDOD

void glReadPixels(GLint x, GLint y, GLsizei width, GLsizei height,

GLenum format, GLenum type, GLvoid *pixels)

—pixels O OO0OO0O0O0DODODOOODOOODOODOOO
unsigned int *pixels;
pixels = (unsigned int *)malloc(width*height*sizeof (int))
-00000000 x,yOOODODOODOODOwidthODOODOOO height 0 OO
O0OpixelsOOOOOOOO
—format 00000000000 O0000O0O0OOOODOOODOO GL.RGBO O
0000000000 GLRGBAOOOOODOODO rgbWritelmageFile O 0 00 O
000000000 GLLRGBAOOO
—type0O00O0OD0OOOOOODOOO
O00OGLUNSIGNED BYTEO OO OO

vvvvvv

AR
A D000 00o
U

AAAAAAA

gl Dr awPi xel s() glReadPixels()

ooogoogooo
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Jodddooooododdoood

e OpenGL Version 1.0/1.1 0000000000000 00D0OOCOOOOOOO

gbobobooobbboooobbobooobon

— GLUT Version 3.4000000000000 ibtifOO0DDOOwADOOCODOOOO
goobooooon

- AUXOOODOOOOSGIO RGBOODODOOODODOOODOoOoOOooOboOooooo
goodgoobod

e JIDOODOSGIO RGBOOOOOOODOODODDODOODOODOOOOODOD

int rgbWriteImageFile

(char *name, int width, int height, unsigned int *parray);

—nameJ OO OOO
—widthOheight 0 00000 O0O0O0O0OOOOO

—parrayd rgha 0000 0O0O0ODOOODOO
-godotbooooobbbblobooouobobb oo
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oot tdbbobobbodgtbotun

eJ0O0ODOOOOLDDDOOODLOODLODOOO
gboobooobobooooooboon

e J00D0DDOOOOOOODO (newx, nwey) O glRasterPos* 0000000
glRasterPos2f (newx, newy);
e (newx, newy) 0 OglCopyPixels 0 00O OO0 OOODOOOO

void glCopyPixels(GLint x, GLint y,
GLsizei width, GLsizei height, GLenum type)

-x,y0OOO0OOO0O0O0O

-0 width OOD0OO00O height 0000000000 O0O00O0O

—type000000000O0OOOOOO0ODODOODOO
GL_COLOR, GL_DEPTH, 0 00O GL_STENCIL

-J0o0boo0o0oboooooos3sgoboooobobboboboobooon
glPixel Transfer, glPixelMap, glPixelZoom

% ooboooooon

glCopyPixels()
[Tage I (]
ooo
_ @)
height | "W newx,newy
00 X,y  width
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1 /%

2 * drawimage.c

3 ok

4 x fstimageJUDO UODOOOOO ScIUUOODDODOOOOOOLOODOOO
5 x (WindowsO OGO Q)
6 k

7 x/

8 #include <GL/glut.h>

9 #include <stdio.h>

10 #include '"sgiimage.h"

11

12 static int xsize, ysize;

13 static unsigned int *image;

14

15 void

16 loadimage(char *imagefile)

17 {

18 /+* SGI 0000000000000 000O00000 =/
19 image = rgbReadImageFile(imagefile, &xsize, &ysize);
20 if (!image)

21 {

22 fprintf(stderr, "Unable to open SGI image file: ¥%s\n", imagefile);
23 exit(1);

24 }

25 %}

26

27 void

28 initialize(void)

29 {

30 / O0000000bbyteO O OO OOO =/

31 glPixelStorei(GL_UNPACK_ALIGNMENT,1);

32 }

33

34 void

35 display(void)

36 {

37 /+ 000000000000 */

38 glRasterPos2i(0, 0);

39

40 /+ 000000000000 */

41 ngrawPixels(xsize, ysize, GL_RGBA, GL_UNSIGNED_BYTE, image);
42 glFlush();

43 }

S
S
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45 void

46 reshape(int width, int height)

47 {

48 glViewport(0, 0, width, height);

49

50 glMatrixMode (GL_PROJECTION);

51 glLoadIdentity();

52

53 /+ 00000000101 000000000000000000000 =/
54 glOrtho(0.0, ((double)width-1.), 0.0, ((double)height-1.), -1.0, 1.0);
55 glMatrixMode (GL_MODELVIEW) ;

56 }

57

58 void

59 keyboard(unsigned char key, int x, int y)
60 {

61 const unsigned char ESCAPE_KEY = 0x1B;
62 if (key == ESCAPE_KEY) exit(0);

63 ¥

64

65 int

66 main(int argc, char **argv)

67 {

68 glutInit( &argc, argv);

69

70 if (argc !'= 2)

71 {

72 fprintf (stderr,"Usage: %s <sgi-image-file>\n", argv[0]);
73 exit(1);

74 by

75 loadimage(argv[1]);

76

77 glutInitDisplayMode( GLUT_RGB | GLUT_SINGLE );
78 glutInitWindowPosition( 100, 100 );

79 glutInitWindowSize( xsize, ysize );

80 glutCreateWindow( argv[0] );

81

82 glutReshapeFunc( reshape );

83 glutDisplayFunc( display );

84 glutKeyboardFunc( keyboard ) ;

85

86 initialize();

87 glutMainLoop() ;

88 return O;
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89 }
90
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1 /%

2 ** saveimage.c - SGIUUUOODOUOOOOODO

3 x/

4

5 #include <stdio.h>

6 #include <GL/glut.h>

7 #include '"laconia.h"

8 #include '"sgiimage.h"

9

10 static char *imagefile;

11

12 void

13 initialize(void)

14 {

15 glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );
16

17 glEnable( GL_DEPTH_TEST ) ;

18 glEnable( GL_CULL_FACE );

19

20 glEnable( GL_LIGHTING );

21 glEnable( GL_LIGHTO );

22 glEnable( GL_NORMALIZE );

23

24 glMatrixMode (GL_MODELVIEW) ;

25 glLoadIdentity();

26 gluLookAt( 0.0, 50.0, 100.0,

27 0.0, 0.0, 0.0,

28 0.0, 1.0, 0.0 );

29 }
30
31 void
32 saveimage(void)
33 {

34 int width = glutGet(GLUT_WINDOW_WIDTH);
35 int height = glutGet(GLUT_WINDOW_HEIGHT);
36

37 /+ 00000000000000000000 =/
38 unsigned int *pixels

39 = (unsigned int *)malloc(width¥height*sizeof(unsigned int));
40
41 /+ 00000000000000000000 *+/
42 glReadPixels(0, O, width, height, GL_RGBA, GL_UNSIGNED_BYTE, pixels);
43
44 /[ 0000000000000000 */
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45
46
47
48
49
50
51
52
53
54
556
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
8b
86
87
88

gooooobbooodaoo

if (rgbWriteImageFile(imagefile, width, height, pixels))
fprintf (stderr, "Saved: Y%s\n", imagefile);

else
fprintf (stderr, "Unable to save: %s\n", imagefile);

b

void
keyboard( unsigned char c, int x, int y )

{
/ EsScCOO000000Op"00D00no0ononooooooooog =/
if (c == 27) exit(0);
else if (¢ == ’P’ || ¢ == ’p’) saveimage();

}

void

display(void)

{
static GLfloat ad[] = { 0.0, 1.0, 0.0, 1.0 };
static GLfloat shininess[] = { 50.0 7};
glClear( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT );
/0000000000000 000oggooog =/
glMaterialfV( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, ad );
glMaterialfv( GL_FRONT, GL_SHININESS, shininess );
lacMountain( 20.0 );
glutSwapBuffers() ;

}

void

reshape( int w, int h )

{
glViewport( 0, 0, w, h );
glMatrixMode ( GL_PROJECTION );
glLoadIdentity();
gluPerspective( 45.0, 1.0, 1.0, 1000.0 );
glMatrixMode ( GL_MODELVIEW ) ;

}

void

animate(void)

{

13-11
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89 glutPostRedisplay();

90 %}

91

92 int

93 main( int argc, char *argv[] )
94 {

95 glutInit( &argc, argv );
96

97 if (argc !'= 2)

98 {

99 fprintf(stderr, "Usage: %s <image-file-name>\n", argv[0]);
100 return 1;

101 }

102 imagefile = argv[i];

103

104 glutInitDiSplayMode( GLUT_RGB | GLUT_DOUBLE | GLUT_DEPTH );
105

106 glutInitWindowPosition( 100, 100 );

107 glutInitWindowSize( 500, 400 );

108

109 /+ 000000000 00000000 =/

110 glutCreateWindow( "Press p key to save the image" )
111

112 glutDisplayFunc( display );

113 glutKeyboardFunc( keyboard );

114 glutReshapeFunc( reshape );

115 glutIdleFunc( animate );

116

117 initialize();

118 glutMainLoop() ;

119 return O;

120 }

121
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<>

1. forYouldl 00O OO OO saveimaged 00 00 OdarwimageD OO0 0000000 DOO
OO0
O000saveimageO OO OOD0D pO00OO0OODOOOODODODDOODOODODOO
000 drawimage0 OO0 000 O0ODOO00OO0DO0OOOODOODODODOO

% make saveimage
. saveimage new.rgb

% drawimage new.rgb

2.000 animation0 00 000 saveimage D D0 000000 Op000O0OOOOO
OO00OO0DOO00o0ObOOOobOOoobooboooboooog

saveimage.c OO DODOO00O0OODOOsaveimageJ DD O0O0DO0O0OODODOO



14 0130 0000000
Jooooodddn

scIUpubonbobOooobbon
unsigned int *rgbReadImageFile(char *name, int *pWidth, int *pHeight);
int rgbWritelImageFile
(char *name, int width, int height, unsigned int *parray);
goboboobobogboobood
void glDrawPixels( GLsizei width, GLsizei height,
GLenum format, GLenum type,
const GLvoid *pixels );
void glReadPixels( GLint x, GLint y,
GLsizel width, GLsizei height,
GLenum format, GLenum type, GLvoid *pixels );

goboboboogobboooboboo

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

gobobooooboboooboo

void glRasterPos2f( GLfloat x, GLfloat y );



0 0DA X/Motif 000000000
00 (1) 000

oot

e X Window System 0 OpenGL O 0O O

e X Window 00 OpenGL OODDOO (GLX)
e X Toolkit O Motif 0 OO

e Motif 0 OpenGL OO OOOO0OOOO

e 0OODOOO

e 10 ODOOO
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A.1 X Window System [0 OpenGL 00 [

0000 X Window System

e X Window System 000000000 O00O0O0O XlibOOO

e X Window System 0 000 0/000000

e X Window System 00000 01000000000 1000000
e Xlib 0 OX Window System 0 COO0OO0ODOOOO0O

goodadd gad

gooogooo

Xlib

goobooon

@

Xlib

gogooooon

Xsgi
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OpenGL O 0O 0O X Window System

¢ [RIX5.X 0 XOOO (Xsgi) JOOpenGL OO OODOODO
¢ [RIXHX D aux D OO OODOXEbOODOODOODOO
e OpenGL O Graphical User Interface (GUI) O X Toolkit O Motif 00000 O

gobggo 0o

goood

...........................

00000000 Xsgi



A4 O0A X/Metif0OOOOOOOOODO(1)OOO

X Window System O 0O 00O OO O

eJID0ODDODDODOODDODDOODOOODDODODDODDOODODODOOOO
Dd00d000d0oo0ooOoooood
e OpenGL O GLX OO DODODOO

ooggd HRERE

gooouoouao
XOpenDisplay()

godouooood
XCreateWindow()

XCreateGC()

goggood

XDrawLing()
XFillRectangl&()




Al. X Window System O OpenGL OO0 A5

X Window System [
OpenGL OO0OOOOOOOMO

googguo HRERN

Oodoooodn
XOpenDisplay()

I
GLXddogd

gl X QueryExtension()
gIXChooseVisual()

I
goooooooon

X CreateWindow()

I
cLXOooonon
oooogd
oogg

gl X CreateContext()
glXMakeCurrent()

[

OpenGL
godogon
glBegin()
gIEnd()
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A.2 X Window 00 OpenGL 000000 (GLX)

GLX OO0O0O

e Bool glXQueryExtension(Display *dpy, int *errorBase, int *eventBase)

-GLXOODOO0OOooooooooboboobbooooooooooooo
—-dpy OOXOOOODOODODOOO

—errorBase 0 0GLXOOOOOOOOOOOOOOOOODOO
—eventBase 0 OGLXOOODOOOOODOOOODOODOODOODO

e Bool gIXQuery Version(Display *dpy, int *major, int *minor)
-GLX OO00OD0DDOOOO0oooooo
—dpy 0 OXOOOOODODOOOOO

—major JOGLX OODOOOOOOOOODOODOOOOODOO
-minor OGLX OOO0OOOODOOOOODOODOODODOO

e XVisuallnfo *glXChooseVisual(Display *dpy, int screen, int *attribList)

- 000ooooooodoooooboboooooooooon
—dpy 0 OXOOOOODODOOOOO
—screen OO OOOOO0O

—attribList 0 000 O0O0O0O00ODO0O



A2, X Window 00O OpenGL OODOOOO (GLX)

GLX OO0O0O

e int glXGetConfig(Display *dpy, XVisuallnfo *vis, int attrib, int *value)

-XWmdow OO GLOOODODODODDOOODOOOODODOO
—-dpy OOXOOOODOODODOOO
—visOooooooooo

—attrib 0 0000000 O0O0OODO
-value O OOOOOOOODOO

A-T7

e attrib 0 O O

GLX_USE_GL OpenGL 00O OOOODOOODO
GLX_BUFFER_SIZE 000ooooboooon
GLX_LEVEL 0o0ooooobooooDoO

O: 000ad

0: OO

O: 0000
GLX_RGBA 000000000 rGBA OOO
GLX_DOUBLEBUFFER 0000oO0ooooooooboon
GLX_STERED O00o0oO0ooooooooooon
GLX_AUX_BUFFERS o0oooooooobbooooao
GLX_RED_SIZE oooooao
GLX_GREEN_SIZE HRERERERERE
GLX_BLUE_SIZE ooogon

GLX_ALPHA_STIZE
GLX_DEPTH_SIZE
GLX_STENCIL_SIZE
GLX_ACCUM_RED_SIZE
GLX_ACCUM_GREEN_SIZE
GLX_ACCUM_BLUE_SIZE
GLX_ACCUM_ALPHA_SIZE

goobooogoaon

gbooooobboodaano
goboboboogoboooobbd
gbooboooooboboboobbbooood
gbooboooobboboobboboood
gbooboooooboboboobbbooood
goobbooogbooboooobobboooaann
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GLXOUOOUOOOOOOoooooon

e GLXContext gl XCreateContext(Display *dpy, XVisuallnfo *vis, GLXContext shareList,
Bool direct)

-000 GLX ODODOOOooOoooOoOoOOobOoooooo

—dpy 0 OXOOOOODODOOOOO

—visdOoooooooon

—shareList 0 00 OO0 O00OO0ODOODOOOOOODODOOOO

—direct 0000000 O0ODOOOOODOODODOO

e Bool glXMakeCurrent(Display *dpy, GLXDrawable drawable, GLXContext ctx)
-00000000D0 GLXODODDODOOoOooDO GLXOoOoOooobooooo
—dpy 0 OXOOOOODODOOOOO

—drawable 0 OGLXO OO OO0 (X Window IDO DO GLXOOOOOODO)
—ctx 0 0O0GLXOOOODOO

e void glXDestroyContext(Display *dpy, GLXContext ctx)

-GLX OO0O0O0oOOooooooo

—dpy 0 OXOOOOODODOOOOO

—ctx 000000000 GLXOOOODOOd
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GLX OOO OO
Juon

ogouodn
oot

e Bool glXIsDirect(Display *dpy, GLXContext ctx)
-0 ooooooobooooooood
—dpy 0 OXOOOOODODOOOOO
—ctx 0 0O0GLXOOOODOO

e GLXContext glXGetCurrentContext(void)
-0ooooooooooooad

e GLXDrawable glXGetCurrentDrawable(void)
-0oooboooooooooad

e void glXCopyContext(Display *dpy, GLXContext src, GLXContext dst, GLuint mask)
-0o0o0oboooobooooooon
—dpy 0 OXOOOOODODOOOOO
—srcc0O000O0O0OOO0OOOO0O
—dst 00O0D0O0ODOO00000O0
-—mask 0 0O00O0O0DOOOODOOO
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GLO XOOOO

e void glXWaitGL(void)
-GLO0ODO0OODOOODOOO
e void gl XWaitX(void)
- XOoooooooooooo
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A.3 X Toolkit 0 Motif OO O

Motif O O

e OpenGL O Graphical User Interface (GUI) O X Toolkit O Motif 00 OO0 OO

GLU

oooooooo OpenGL
ooooo
GLX
| S | S| S
-
OSF/Motif O
IRISIM (Interface Maker)
ooo
ooooooo X Toolkit (Xt)
ooo

X Window System O Xlib

X Input Extension

e GUI (Graphical User Interface) OO0 D000 00000 DOOO
e X Toolkit (Xt) D OO ODODOODDODOOOOOOOOO
e Motif 0 OO DODOOOOODOOO

toplevel — XmForm — XmPushButton

XmForm
Widget

XmPushButton
Widget
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Motit 0 0O OOOOOOMO

X Toolkit 00O XtApplnitialize()
dodoooooooooooooood
XmForm XtCreateManagedWidget()

gobbogoboooboobd

XmPushButton XtCreateManaged Widget()
ooooooooono o

doooooooooooooaa XtAddCallback()
DO0oooooo XtRealizeWidget()

Ood XtAppMainLoop()
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Motit 0 0O OOOOOOMO

eJ00/00D00OO

XtSetLanguageProc( NULL, NULL, NULL )

O000 LANGOODODODOODODODOoOoDbooooooo
el 000000 DODOOOOOODOODOO

(D

(2)

(3)

(4)

X Toolkit DO OOOOO0OODOOOO
static String fallbackResources[] = { ... }
XtAppInitialize(..., fallbackResources, ...)

O0oOooooOoOooooooooooOoood
XtSetArg(args, ...)
XtCreateManagedWidget (..., args, ...)

OooOo0O00O0o00DooOoooo
/usr/lib/X11/app-defaults 0 OO OO O
0000000000000

/usr/1lib/X11/ja_JP.EUC/app-defaults 0 OO 00 O

Ooogoooooo
XtSetArg( args, ... )
XtSetValues( widget, args, ... )

e00000000000D000000000DN00DN00DN00ONO0O
XtAddCallback()
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1 /%

2 % Xm.c

3 ok

4 x Motif DOUOOOOOOOO

5 %

6 * toplevel - XmForm - XmPushButton
7 %

8 * cc -o xm xm.c -1Xm -1Xt -1X11

9 */

10 #include <X11/Intrinsic.h>

11 #include <X11/Xm/Xm.h>

12 #include <X11/Xm/Form.h>

13 #include <X11/Xm/PushB.h>

14

15 void quit(Widget w, XtPointer data, XtPointer callData)
16 {

17 exit(0);

18 }

19

20 int

21 main(int argc, char *argv[])

22 {

23 Widget toplevel;

24 Widget form, pushButton, label;

25 Widget message;

26 XtAppContext app;

27 Arg args[16];

28 Cardinal n;

29 static String fallbackResources[] = {
30 '"xgeometry: 300x200+100+100",
31 '"xforeground: black",
32 '"xbackground: PaleGreen",
33 "xfontList: -adobe-helvetica-*--14-x%'",
34 NULL

35 +;

36

37 /*

38 *x JO00O0/00000

39 x/
40 XtSetLanguageProc (NULL, NULL, NULL);
41
42 /*
43 * X Toolkit OOOO
44 x/
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45
46
47
48
49
50
51
52
53
54
556
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73

X Toolkit 0 Motif 0 OO

toplevel = XtAppInitialize(&app, "XmSample", NULL, 0, &argc,
fallbackResources, NULL, 0);

/*

* XmForm U UUO0O0O0OOOOOOO

*/

form = XtCreateManagedWidget ("form", xmFormWidgetClass,
toplevel, NULL, 0);

/%

* XmPushButton 0 00O OO0 OOO0OOOO

* XImForm O OO OO00O0OOOOOOOOO
*/

n=0;

XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNrightOffset, 5); n++;
XtSetArg(args[n], XmNbottomOffset, 5); n++;
XtSetArg(args[n], XmNlabelString,

XmStringCreate("Quit", XmSTRING_DEFAULT_CHARSET)); n++;

A-15

argv,

pushButton = XtCreateManagedWidget("pushButton", xmPushButtonWidgetClass,

form, args, n);

XtAddCallback(pushButton, XmNactivateCallback, quit, message);

XtRealizeWidget (toplevel) ;

XtAppMainLoop(app) ;
return O;
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< 0>

L.Motif UDO0OOOOOOOOODOODOODOO

% vi xm.c
% make xm

% xm
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A4 Motif 0 OpenGL DO OOOODOOOO

Jo0o0oododd OpenGLOOOOOOO

o RIX5xODOODODODODOOOODOODOO

— XmDrawingArea 0 00 OO0
Motif 00D ODODOODOO : 00 XlibO 20000 OO0OOO0O

— GLwMDrawingArea 0 00 000
Motif OpenGL OO O0O0OD0OO0O : Motif OO OOOODOOOODODODOO
00

— GLwDrawingArea 0 00O OO0
00 OpenGL OOODOODODOOD : Metif 0O0DODOODOOODOOODO (ODDDO
Athena 000 000O00OO0O)0000O0O0DOOOOO

Motif D OOOOODOOODODODOOOO0OOODOODODODOO
Athena D UUUODOUO0O0O0ODOODN UOGLwDrawingArea U OO OO0 DO OO
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Motif O OpenGLOOUOOOOOOOOOOO

e Motif 00 OO OOD0OO OpenGLODOODOOOOOOOOOOOOOOODOO

GLwMDrawingArea
/
toplevel - XmForm

\
XmPushButton
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Motif 0 OpenGL OO OOOOOODODO

A-19

Motit 0 OpenGL OO OO OOOOOOOON

X Toolkit ggono

GgIXggooboboooboboooo

XmForm 0 XmPushButton
O000ooooooooo

GIXggoooood

GgIXguogoobooooogod

|
GLwMDrawingArea
OD00000o00ooooo

GLwMDrawingArea [
ogoooooood

GLwMDrawingArea [0 00 OO0
googad

googoobd

gon

XtApplnitialize()
glXQueryExtension()

XtCreateManaged Widget
XtCreateManagedWidget

glXChooseVisual()
glXCreateContext()

XtCreateWidget ()
XtAddCallback()
XtManageChild()
XtRealizeWidget ()

XtAppMainLoop()



A-20 DO0A X/Motif 00DDODO0DDOO0 (1)000
Motif 0 OpenGL OO OOUOOOOOOOOO

o GLwMDrawingArea 00D OD0O0O0OOOODOO

GLwNexposeCallback Oood drawScene ()
GLwNresizeCallback gooo resize()
GLwNinputCallback 00 input ()
GLwNginitCallback ood ginit ()

eID0ODOODO OpenGLOOODODOODODODOO
eJI00ODOODO GLXOODDOOOODODOODULODODUODOODOODODODO

GIXOOOOODOOoDOoOoo glXMakeCurrent()

|
oooooo scene()

eJU0O0ODODOUOOOUDOOLOOOUDLODODODLODLODDDOOOODLDODO

e GLwMDrawingArea O 00000000 ODOO0O0ODOODOOODOODDOODOODO
oo
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Motif 0 OpenGL OO OOOOOODODO

/*
* xm-ogl.c
*

*

toplevel -

¥ ¥ X X X X X ¥ ¥

*/

GLwMDrawingArea

/

XmForm

\

XmPushButton

#include <X11/Intrinsic.h>
#include <X11/Xm/Xm.h>
#include <X11/Xm/Form.h>
#include <X11/Xm/PushB.h>
#include <GL/GLwMDrawA.h>
#include <GL/glx.h>

Display *dpy;

GLXContext context;

/%
*x 000000
*/
void scene()
{
GLfloat x, y;
int 1i;
static GLfloat
{0.933, 0.509, 0
{0.294, 0.000, 0
{0.000, 0.000, 1
{0.000, 1.000, 0
{1.000, 1.000, 0
{1.000, 0.647, 0
{1.000, 0.000, 0
+s
x = 0.6;
y = 0.6;
for (1 = 0; 1

raingow[][3] = {

.933}, /* violet
.509}, /* indigo
.000}, /* blue

.000}, /* green
.000}, /* yellow
.000}, /* orange
.000}, /* red

< 6; i++) {

Motif U OpenGL UUOUOUODOOOOODOOO

cc -o xm-ogl xm-ogl.c -1GLw -1GL -1Xm -1Xt -1X11

*/
*/
*/
*/
*/
*/
*/

A-21
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OO0A X/Metif0OOOOOOOOOO(1)OOO

45 glBegin(GL_POLYGON);

46
47
48
49
50
51
52
53
54
556
56
57
58
59
60
61
62
63
64
65
66
67
68
69
70
71
72
73
74
75
76
77
78
79
80
81
82
83
84
8b
86
87
88

glColor3fv(raingowl[i]);
glVertex2f(-x, y);
glVertex2f( x, y);
glColor3fv(raingow[i+1]);
glVertex2f( x, y-0.2);
glVertex2f(-x, y-0.2);

glEnd () ;
y=y - 0.2

b

void ginit(Widget w, XtPointer data, XtPointer callData)

/%
* GLX JO0000O0OO0QOoooo
x/
glXMakeCurrent (dpy, XtWindow(w), context);

/%

* JO0 00000000

*/
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity();
glOrtho(—l.O, 1.0, -1.0, 1.0, -1.0, 1.0);
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();

void drawScene(Widget w, XtPointer data, XtPointer callData)

/%
* GLX JO0000O0OO0QOoooo
x/
glXMakeCurrent (dpy, XtWindow(w), context);

glPushMatrix () ;

glClearColor(0.0f, 0.0f, 0.0f, 0.0f);
glClear(GL_COLOR_BUFFER_BIT);

/%
* JO0QO0O00onO
*/
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89 scene();

90

91 glPopMatrix();
92 glFlush();

93 %}

94

95 void resize(Widget w, XtPointer data, XtPointer callData)
96 {

97 Dimension width, height;

98

99 /*

100 * GLX 00000000000

101 */

102 glXMakeCurrent (dpy, XtWindow(w), context);

103

104 if (XtIsRealized(w)) {

105

106/

107 x Widget 00D OO0OO0OODOOOODOOODOODO

108  x/

109 XtVaGetValues(w, XtNwidth, &width, XtNheight, &height, NULL);
110

111 /*

112 x» 000000000

113 */

114 glViewport(0, 0, (GLint)width, (GLint)height);
115 }

116 }

117

118 void quit(Widget w, XtPointer data, XtPointer callData)
119 {

120 exit(0);

121 %}

122

123 int

124 main(int argc, char *argv[])
125 {

126 Widget toplevel;

127 Widget form, pushButton, glx;
128 XtAppContext app;

129 XVisgsualInfo *visuallnfo;
130 Arg args[16];

131 Cardinal n;

132 Dimension offset;
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134
135
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137
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139
140
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142
143
144
145
146
147
148
149
150
151
152
153
154
155
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157
158
159
160
161
162
163
164
165
166
167
168
169
170
171
172
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174
175
176

OO0A X/Metif0OOOOOOOOOO(1)OOO

static int attributes[] = { GLX_RGBA,
GLX_RED_SIZE, 1,
GLX_GREEN_SIZE, 1,
GLX_BLUE_SIZE, 1,
None };

static String fallbackResources[] = {
"xgeometry: 300x200+100+100",
"*foreground: black",
"*background: PaleGreen",
"xfontlList: -adobe-helvetica-*--14-%",
NULL

¥

XtSetLanguageProc (NULL, NULL, NULL);

toplevel = XtAppInitialize(&app, "XmSample", NULL, O, &argc, argv,
fallbackResources, NULL, 0);
dpy = XtDisplay(toplevel);

/%

*x GLX 00000000000 ooooo

x/

if (glXQueryExtension(dpy, NULL, NULL) == NULL) exit(1);

form = XtCreateManagedWidget("form", xmFormWidgetClass,
toplevel, NULL, 0);
n=0;
XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNrightOffset, 5); n++;
XtSetArg(args[n], XmNbottomOffset, 5); n++;
XtSetArg(args[n], XmNlabelString,
XmStringCreate("Quit", XmSTRING_DEFAULT_CHARSET)); n++;
pushButton = XtCreateManagedWidget ("pushButton", xmPushButtonWidgetClass,
form, args, n);
XtAddCallback(pushButton, XmNactivateCallback, quit, NULL);

/%
* OpenGL [0 Widget U pushButton UUUOUODOOUOOON
* pushButton U0 O OOM
*/
n=0;
XtSetArg(args[n], XtNheight, &offset); n++;
XtGetValues(pushButton, args, n);
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offset += 10;

/%
* GLX 00000000
x/
visualInfo = glXChooseVisual(dpy, DefaultScreen(dpy), attributes);

/%

* GLX 0000000 O00oon

*/

context = ngCreateContext(dpy, visualInfo, None, GL_TRUE);

/%

* OpenGL [0 U Widget [0 pushButton UUODD

* XmForm 0 0000000000 OOOOO

*/
n=0;
XtSetArg(args[n], GLwNvisualInfo, visualInfo); n++;
XtSetArg(args[n], XmNleftAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNtopAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
XtSetArg(args[n], XmNleftOffset, 5); n++;
XtSetArg(args[n], XmNrightOffset, 5); n++;
XtSetArg(args[n], XmNtopOffset, 5); n++;
XtSetArg(args[n], XmNbottomOffset, offset); n++;
XtSetArg(args[n], XmNtraversalOn, True); n++;
glx = XtCreateWidget("glx", glwMDrawingAreaWidgetClass,

form, args, n);

/%
«* 000000000000
*/
XtAddCallback(glx, GLwNexposeCallback, drawScene, NULL);

/%
«+ JO000000000000
*/
XtAddCallback(glx, GLwNresizeCallback, resize, NULL);

/%
«* 000000000000
*/
XtAddCallback(glx, GLwNginitCallback, ginit, NULL);
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221

222 /*

223 * OpenGL 0 Widget OO OO
224 */

225 XtManageChild(glx) ;

226

227 XtRealizeWidget (toplevel);
228

229 XtAppMainLoop (app) ;

230 return O;

231 }

232
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< 0>

I.Motif 0 OpenGL OO DODOODOODODODODOOODOODOOOODODO

% vi xm-ogl.c
% make xm-ogl

% xm-ogl






0 0B X/Motif 000000000
00 (2) 000

oot

e DO0ODODOODLODLOOOO
e DODODOOOOOODO
epixmap O OOOOOOOOODOOOOOO

e XUUOOOODOOODO
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B.l1 0O000O00O0OOoOooOoOoOn

Jodobotdd

e void glXSwapBuffers(Display *dpy, GLXDrawable drawable)
-godoboooooooonoooboooooogdd
—dpy 0 OXOOOOODODOOOOO
—drawable 000 0O0D0OO0ODO0OODOO X Window 1D

oo
goo

J

g
EEN

~
g
HEN
goo
HEN
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b oootbgoboobood

e WorkProc OO O
e WorkProc O OO0 return D00 D00 0OO0OOOOOOOOOO
e XtAppAddWorkProc( ) O WorkProc 00O OO

void drawScene(Widget w, XtPointer data, XtPointer callData)
{

goood

glXSwapBuffers(XtDisplay(w), XtWindow(w));

Boolean workProc(XtPointer data)

{
O0oooOooog
drawScene ((Widget)data, NULL, NULL);
return False;

}

main(int argc, char *argv[])

{
static int attributes[] = { GLX_DOUBLEBUFFER, GLX_RGBA, None };

visualInfg = glXChooseVisual(dpy, DefaultScreen(dpy), attributes);
XtSetArg(args[n], GLwNvisualInfo, visuallnfo); n++;

glx = XtCreateManagedWidget("glx", glwMDrawingAreaWidgetClass,

parent, args, n);

XtAppAddWorkProc(app, workProc, glx);
XtAppMainLoop (app) ;
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Jodooododoodooddn

e GLX OOODDODOODOO0OO0OOOGLX.DOUBLEBUFFER OO O

e 000D O0OO0ODOOO GLwMDrawingArea 0 00 O0DOOODOOOO

e J0DDDOglXSwapBuffers() 00 000 O0O0O0O0O0OO0OOODOOOOOOOOOO
000000 return OO
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goobboogobooooon

/*
* rotate.c
k

* workProc DO OO QOO QOOOOO

*
*
*
* toplevel - XmForm
*
*
*
*

*/

/

\

#include <X11/Intrinsic.h>

#include <X11/Xm/Xm.h>
#include <X11/Xm/Form.h>
#include <X11/Xm/PushB.h
#include <GL/GLwMDrawA.h
#include <GL/glx.h>

GLfloat angle = 0.0;

Display *dpy;
GLXContext context;

void scene()

{
GLfloat x, y;
int 1i;
static GLfloat raingow[][3] = {
{0.933, 0.509, 0.933}, /* violet
{0.294, 0.000, 0.509}, /* indigo
{0.000, 0.000, 1.000}, /* blue
{0.000, 1.000, 0.000}, /* green
{1.000, 1.000, 0.000}, /* yellow
{1.000, 0.647, 0.000}, /* orange
{1.000, 0.000, 0.000}, /* red
+s
x = 0.6;
y = 0.6;

>
>

GLwMDrawingArea

XmPushButton

for (1 = 0; 1 < 6; i++) {

glBegin (GL_POLYGON) ;
glColor3fv(raingowl[i]

)

cc -o rotate rotate.c -1GLw -1GL -1Xm -1Xt -1X11

*/
*/
*/
*/
*/
*/
*/

B-5
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45 glVertex2f(-x, y);

46 glVertex2f( x, y);

47 glColor3fv(raingow[i+1]);
48 glVertex2f( x, y-0.2);

49 glVertex2f(-x, y-0.2);

50 glEnd();

51 y =y - 0.2;

52 }

53 }

54

55 void ginit(Widget w, XtPointer data, XtPointer callData)
56 {

57 glXMakeCurrent (dpy, XtWindow(w), context);
58

59 glMatriXMode(GL_PROJECTION);

60 glLoadIdentity();

61 glOrtho(—l.O, 1.0, -1.0, 1.0, -1.0, 1.0);
62 glMatrixMode (GL_MODELVIEW) ;

63 glLoadIdentity();

64 ¥

65

66 void drawScene(Widget w, XtPointer data, XtPointer callData)
67 {

68 glXMakeCurrent (dpy, XtWindow(w), context);
69

70 glPushMatrix () ;

71

72 glClearColor(0.0f, 0.0f, 0.0f, 0.0f);
73 glClear(GL_COLOR_BUFFER_BIT);

74

75 glRotatef (angle, 0.0, 0.0, 1.0);

76

77 scene();

78

79 glPopMatrix();

80

81 /*

82 * 0000000

83 x/

84 glXSwapBuffers(dpy, XtWindow(w));

85 }

86

87 /*

88 * WorkProc
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89 x/
90 Boolean workProc(XtPointer data)
91 {
92 angle += 0.5; if (angle >= 360.0) angle = 0.0;
93 drawScene ((Widget)data, NULL, NULL);
94 return False;
95 %}
96
97 void resize(Widget w, XtPointer data, XtPointer callData)
98 {
99 Dimension width, height;
100
101 /*
102 * GLX 00000000000
103 */
104 glXMakeCurrent (dpy, XtWindow(w), context);
105
106 if (XtIsRealized(w)) {
107
108 /x
109 x Widget 00D OO0OOOODOOOODOODOODO
110 */
111 XtVaGetValues(w, XtNwidth, &width, XtNheight, &height, NULL);
112
113 /*
114 x» 000000000
115 *x/
116 glViewport(0, 0, (GLint)width, (GLint)height);
117 }
118 }
119
120 void quit(Widget w, XtPointer data, XtPointer callData)
121 {
122 exit(0);
123 }
124
125 int
126 main(int argc, char *argv[])
127 {
128 Widget toplevel;
129 Widget form, pushButton, glx;
130 XtAppContext app;
131 XVisgsualInfo *visuallnfo;
132 Arg args[16];
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133 Cardinal n;

134 Dimension offset;

135 /x 0000oonO */

136 static int attributes[] = { GLX_DOUBLEBUFFER,

137 GLX_RGBA,

138 GLX_RED_SIZE, 1,

139 GLX_GREEN_SIZE, 1,

140 GLX_BLUE_SIZE, 1,

141 None };

142 static String fallbackResources[] = {
143 ‘"*geometry: 300x200+100+100",

144 "*xforeground: black",

145 ‘"*background: PaleGreen'",

146 "xfontList: -adobe-helvetica-*--14-%",

147 NULL

148 +;

149

150 XtSetLanguageProc (NULL, NULL, NULL);

151

152 toplevel = XtAppInitialize(&app, "XmSample", NULL, O, &argc, argv,
153 fallbackResources, NULL, 0);

154 dpy = XtDisplay(toplevel);

155

156 /*

157 * GLX 00000000000 00000

158 */

159 if (glXQueryExtension(dpy, NULL, NULL) == NULL) exit(1);
160

161 form = XtCreateManagedWidget("form", xmFormWidgetClass,

162 toplevel, NULL, 0);

163 n=0;

164 XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
165 XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
166 XtSetArg(args[n], XmNrightOffset, 5); n++;

167 XtSetArg(args[n], XmNbottomOffset, 5); n++;

168 XtSetArg(args[n], XmNlabelString,

169 XmStringCreate("Quit", XmSTRING_DEFAULT_CHARSET)); n++;

170 pushButton = XtCreateManagedWidget ("pushButton", xmPushButtonWidgetClass,
171 form, args, n);

172 XtAddCallback(pushButton, XmNactivateCallback, quit, NULL);
173

174 n=0;

175 XtSetArg(args[n], XtNheight, &offset); n++;

176 XtGetValues(pushButton, args, n);
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offset += 10;

visualInfo = glXChooseVisual(dpy, DefaultScreen(dpy), attributes);
context = ngCreateContext(dpy, visualInfo, None, GL_TRUE);

n=0;

XtSetArg(args[n], GLwNvisualInfo, visualInfo); n++;

XtSetArg(args[n], XmNleftAttachment, XmATTACH_FORM); n++;

XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;

XtSetArg(args[n], XmNtopAttachment, XmATTACH_FORM); n++;

XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;

XtSetArg(args[n], XmNleftOffset, 5); n++;

XtSetArg(args[n], XmNrightOffset, 5); n++;

XtSetArg(args[n], XmNtopOffset, 5); n++;

XtSetArg(args[n], XmNbottomOffset, offset); n++;

XtSetArg(args[n], XmNtraversalOn, True); n++;

glx = XtCreateWidget("glx", glwMDrawingAreaWidgetClass,
form, args, n);

XtAddCallback(glx, GLwNexposeCallback, drawScene, NULL);
XtAddCallback(glx, GLwNresizeCallback, resize, NULL);
XtAddCallback(glx, GLwNginitCallback, ginit, NULL);

XtManageChild(glx) ;
XtRealizeWidget (toplevel);

/*
* WorkProc U U [
*/
XtAppAddWorkProc(app, workProc, glx);

XtAppMainLoop (app) ;
return O;
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< 0>

l.workProce U0 0000 0O0D0O0ODO0ODOOODOODODOODOODODOODOODODO

% vi rotate.c
% make rotate

% rotate
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B.2 000000 OOOOOd

oo tdgoobotdgun

o X Window System 0 OO0 OO OOOOODOODO

e GLwNinputCallback O input() D0 0000000000000 OOOO input()
gooooano

e 00D callData OO D DODODOOOOOODOO

void input(Widget w, XtPointer data, XtPointer callData)
{

XmDrawingAreaCallbackStruct *cs;

char buf[4];

KeySym keysym;

cs = (XmDrawingAreaCallbackStruct *)callData;

switch (cs->event->type)

{

case KeyPress:
O0oo0oooooooooooon
break;

case KeyRelease:
O0oo0oooooooooooon
break;

case ButtonPress:
Oo0ooooooooooooooooo

break;

case ButtonRelease:
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D.D goooogobooboogoobod
break;

case MotionNotify:
D.D goobogoooobobobodad

break;

OO000D00D0000000: XLookupString()
000000 OggQg: cs->event->xbutton.button

00000 0ooood xXgOoO0od: cs->event->xbutton.x
gobboobooboiob yobooOO: cs->event->xbutton.y
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/*

* event.c

k

*» JOooogon

goodobooobobon
goodbooobboboooood
Esc OO0

GLwMDrawingArea

/
toplevel - XmForm

\
XmPushButton

¥ X X X X X X K ¥ X ¥ ¥

cc -o event event.c -1GLw -1GL -1Xm -1Xt -1X11
*/

#include <X11/Intrinsic.h>

#include <X11/keysym.h>

#include <X11/Xm/Xm.h>

#include <X11/Xm/Form.h>

#include <X11/Xm/PushB.h>

#include <GL/GLwMDrawA.h>

#include <GL/glx.h>

#define LEFT_BUTTON 1
#define MIDDLE_BUTTON 2

GLfloat angle = 0.0;
GLfloat orgx = 0.0;
GLfloat orgy = 0.0;

Display *dpy;
GLXContext context;

/%
* 00 O00oon
*/
void input(Widget w, XtPointer data, XtPointer callData)
{
XmDrawingAreaCallbackStruct *cs;
char buf[4];
KeySym keysym;
static GLfloat x, y, oldx, oldy;

B-13
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45 static Boolean leftButton = False;

46

47 cs = (XmDrawingAreaCallbackStruct *)callData;
48 switch (cs->event->type)

49 {

50 case KeyPress:

51 case KeyRelease:

52 if (XLookupString((XKeyEvent *)cs->event, buf, 1, &keysym, NULL) == 1)
53 if (keysym == XK_Escape) exit(0);

54 break;

55

56 case ButtonPress:

57 x = cs->event->xbutton.x;

58 y = cs->event->xbutton.y;
59 if (cs->event->xbutton.button
60 if (cs->event->xbutton.button

LEFT_BUTTON) leftButton = True;
MIDDLE_BUTTON) {

61 orgx = 0.0;

62 orgy = 0.0;

63 }

64 break;

65

66 case ButtonRelease:

67 if (cs->event->xbutton.button == LEFT_BUTTON) leftButton = False;
68 break;

69

70 case MotionNotify:

71 if (leftButton) {

72 oldx = x;

73 oldy = y;

74 X = cs->event->xbutton.x;

75 y = cs->event->xbutton.y;

76 orgx = orgx + (x - o0ldx)*0.005;
77 orgy = orgy - (y - oldy)*0.005;
78 }

79 by

80 }

81

82 void scene()

83 {

84 GLfloat x, y;

85 int 1i;

86 static GLfloat raingow[][3] = {
87 {0.933, 0.509, 0.933}, /* violet */
88 {0.294, 0.000, 0.509}, /* indigo */
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89 {0.000, 0.000, 1.000}, /* blue */
90 {0.000, 1.000, 0.000}, /* green */
91 {1.000, 1.000, 0.000}, /* yellow */
92 {1.000, 0.647, 0.000}, /* orange */
93 {1.000, 0.000, 0.000}, /* red */
94 +;

95

96 x = 0.6;

97 y = 0.6;

98 for (1 = 0; 1 < 6; i++) {

99 ngegin(GL_POLYGON);

100 glColor3fv(raingow[i]);
101 glVertex2f(-x, y);

102 glVertex2f( x, y);

103 glColor3fv(raingow[i+1]);
104 glVertex2f( x, y-0.2);
105 glVertex2f(-x, y-0.2);
106 glEnd();

107 y =y - 0.2;

108 }

109 }

110

111 void ginit(Widget w, XtPointer data, XtPointer callData)
112 {

113 glXMakeCurrent (dpy, XtWindow(w), context);
114

115 glMatriXMode(GL_PROJECTION);

116 gllLoadIdentity();

117 glOrtho(—l.O, 1.0, -1.0, 1.0, -1.0, 1.0);
118 glMatriXMode(GL_MODELVIEW);

119 gllLoadIdentity();

120 }

121

122 void drawScene(Widget w, XtPointer data, XtPointer callData)
123 {

124 glXMakeCurrent (dpy, XtWindow(w), context);
125

126 glPushMatrix() ;

127

128 glClearColor(0.0f, 0.0f, 0.0f, 0.0f);

129 glClear(GL_COLOR_BUFFER_BIT);

130

131 glTranslatef (orgx, orgy, 0.0);

132 glRotatef (angle, 0.0, 0.0, 1.0);
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133

134 scene();

135

136 glPopMatrix() ;

137 glXSwapBuffers(dpy, XtWindow(w));
138 }

139

140 /*

141 * WorkProc

142 */

143 Boolean workProc(XtPointer data)

144 {

145 angle += 0.5; if (angle >= 360.0) angle = 0.0;
146 drawScene ((Widget)data, NULL, NULL);
147 return False;

148 }

149

150 void resize(Widget w, XtPointer data, XtPointer callData)
151 {

152 Dimension width, height;

153

154 /*

155 * GLX 00000000000

156 */

157 glXMakeCurrent (dpy, XtWindow(w), context);

158

159 if (XtIsRealized(w)) {

160

161 /x*

162 x Widget 00O OO0OOOODOOOODOOODOODO

163 x/

164 XtVaGetValues(w, XtNwidth, &width, XtNheight, &height, NULL);
165

166 /x*

167 x» O0O00O0OO0O0O0O0OO

168  x/

169 glViewport(0, 0, (GLint)width, (GLint)height);
170 }

171 }

172

173 void quit(Widget w, XtPointer data, XtPointer callData)
174 {

175 exit(0);

176 }
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177

178 int

179 main(int argc, char *argv[])

180 {

181 Widget toplevel;

182 Widget form, pushButton, glx;
183 XtAppContext app;

184 XVisgsualInfo *visuallnfo;

185 Arg args[16];

186 Cardinal n;

187 Dimension offset;

188 static int attributes[] = { GLX_DOUBLEBUFFER,

189 GLX_RGBA,

190 GLX_RED_SIZE, 1,

191 GLX_GREEN_SIZE, 1,

192 GLX_BLUE_SIZE, 1,

193 None };

194 static String fallbackResources[] = {
195 ‘"*geometry: 300x200+100+100",

196 ‘"*foreground: black",

197 '"xbackground: PaleGreen",

198 "xfontList: -adobe-helvetica-*--14-%",

199 NULL

200 +;

201

202 XtSetLanguageProc (NULL, NULL, NULL);

203

204 toplevel = XtAppInitialize(&app, "XmSample", NULL, O, &argc, argv,
205 fallbackResources, NULL, 0);

206 dpy = XtDisplay(toplevel);

207

208 /*

209 * GLX 00000000000 00000

210 */

211 if (glXQueryExtension(dpy, NULL, NULL) == NULL) exit(1);
212

213 form = XtCreateManagedWidget("form", xmFormWidgetClass,
214 toplevel, NULL, 0);

215 n=0;

216 XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
217 XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
218 XtSetArg(args[n], XmNrightOffset, 5); n++;

219 XtSetArg(args[n], XmNbottomOffset, 5); n++;

220 XtSetArg(args[n], XmNlabelString,
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221 XmStringCreate("Quit", XmSTRING_DEFAULT_CHARSET)); n++;

222 pushButton = XtCreateManagedWidget ("pushButton", xmPushButtonWidgetClass,
223 form, args, n);

224 XtAddCallback(pushButton, XmNactivateCallback, quit, NULL);
225

226 n=0;

227 XtSetArg(args[n], XtNheight, &offset); n++;

228 XtGetValues(pushButton, args, n);

229 offset += 10;

230

231 visualInfo = glXChooseVisual(dpy, DefaultScreen(dpy), attributes);
232 context = ngCreateContext(dpy, visualInfo, None, GL_TRUE);
233

234 n=0;

235 XtSetArg(args[n], GLwNvisualInfo, visualInfo); n++;

236 XtSetArg(args[n], XmNleftAttachment, XmATTACH_FORM); n++;
237 XtSetArg(args[n], XmNrightAttachment, XmATTACH_FORM); n++;
238 XtSetArg(args[n], XmNtopAttachment, XmATTACH_FORM); n++;
239 XtSetArg(args[n], XmNbottomAttachment, XmATTACH_FORM); n++;
240 XtSetArg(args[n], XmNleftOffset, 5); n++;

241 XtSetArg(args[n], XmNrightOffset, 5); n++;

242 XtSetArg(args[n], XmNtopOffset, 5); n++;

243 XtSetArg(args[n], XmNbottomOffset, offset); n++;

244 XtSetArg(args[n], XmNtraversalOn, True); n++;

245 glx = XtCreateWidget("glx", glwMDrawingAreaWidgetClass,

246 form, args, n);

247

248 /*

249 «+ 00000000000

250 */

251 XtAddCallback(glx, GLwNinputCallback, input, NULL);

252

253 XtAddCallback(glx, GLwNexposeCallback, drawScene, NULL);
254 XtAddCallback(glx, GLwNresizeCallback, resize, NULL);

255 XtAddCallback(glx, GLwNginitCallback, ginit, NULL);

256

257 XtManageChild(glx) ;

258

259 XtRealizeWidget (toplevel);

260

261 /*

262 * WorkProc 0O 0O

263 */

264 XtAppAddWorkProc(app, workProc, glx);
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265

266 XtAppMainLoop (app) ;
267 return O;

268 }

269
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< 0>

lL.gbobbobooobobobobobbobbooonoobon

% vi event.c
% make event

% event
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B.3 XOOOOO

Jobooootdobootgd

epixmap 0000000 0O0OOOOOOOOOOOO

—pxmap 0 XOOOODOOOOOOODDODODODODOOOOOoOooooooooOO
e GLXPixmap glXCreateGLXPixmap(Display *dpy, XVisuallnfo *vis, Pixmap pixmap)

-0000000 GLXOOOoOoOooooooooooa

—dpy 0 OXOOOOODODOOOOO

—visUOOOOooooooooooooooooooo

—pixmap D O0O0O0OO0O0O0O0OO0OOOOOOOOOOOODOOO XOOOOOOO
e void glXDestroyGLXPixmap(Display *dpy, GLXPixmap pix)

-GLX O0OO0DODOOOoDOoooooaad

—dpy 0 OXOOOOODODOOOOO

—pix0000O0D00O00 GLXOOODODOOO



B-22 O 0B X/MotifDDDDDDDDDDD(Q)DDD
X font O OO

e void glXUseXFont(Font font, int first, int count, int listBase)
- XO0OoOoooooooooobooobooooooooooo
—font 00000000000 (X Window System OO OO0 )
—first DOOO0OOOO0DOO0O0
—count J OO OOOO
—listBase D00 0000000 OODOODODODOODOOOO
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Joouboogdod

GLX Do ooonoo

Bool glXQueryExtension( Display *dpy, int *errorBase, int *eventBase )
Bool glXQueryVersion( Display *dpy, int *major, int *minor )

int glXGetConfig( Display *dpy, XVisualInfo *vis, int attrib, int *value )
XVisualInfo* glXChooseVisual( Display *dpy, int screen, int *attribList )

GLX DD D00

GLXContext glXCreateContext( Display *dpy, XVisualInfo *vis,
GLXContext sharelist, Bool direct )

Bool glXMakeCurrent( Display *dpy, GLXDrawable drawable, GLXContext ctx )
void glXDestroyContext( Display *dpy, GLXContext ctx )
Bool glXIsDirect( Display *dpy, GLXContext ctx )
GLXContext glXGetCurrentContext( void )
GLXDrawable glXGetCurrentDrawable( void )
void glXCopyContext( Display *dpy, GLXContext src,

GLXContext dst, GLuint mask )

Oooooo
GLXPixmap glXCreateGLXPixmap( Display *dpy, XVisualInfo *vis,
Pixmap pixmap )
void glXDestroyGLXPixmap( Display *dpy, GLXPixmap pix )

HEN

void glXWaitGL( void )
void glXWaitX( void )

goaoo
void glXSwapBuffers( Display *dpy, GLXDrawable drawable )

gaod
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void glXUseXFont( Font font, int first, int count, int listBase )
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oot

¢ OpenGLODO OO Windows NTODOOODOOODOODOO
e MFCOOODOODO OpenGLODOOOOODODOOODOO
e 00I0ODOOOODOODDOO

el 00OODOOOODOUODOOOUODLDLDDOOO
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C.1 Windows NT OpenGLO DO 0O0OOO0OO0O

Jooodooobobootduod

eCPUDOIDOODODODODODOODODO

—Pentium OO CPUODODOODOODOODOOODOODOODOODODOO

-MMXOOOOOOOooo

e J00ODDODODODO Visual C4++4/VisualStudio OO OO ODODOD0DODO0OOODODODODO

gooboood

e J0D0OIDOODO OpenGLOODOOODOD 3DODODOODODODLO

-0o00oooooosMBOOOOOOO

-0o0oooboobooboooboboobobob2MBOOOooOOoOobOoOobooOoOo
goodobbdoooobboboooobboon

eI 00DOODOODODOD4GBOODO SCSIDODDODDOOODOO

-Visual C++0000000000DO0DOODO0ODOOOOOOOMBOOODOODO
googo
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sUO00boodoouoodooooobooooon

e IJU0ODODOOOOODLDDODO
OO0000O000oo0obooboobOobooooooocpuooOO
—gobogobooboboobbobobobon
-godbobobobbbbooubbboobbobboaon

e OpenGLO ODDOODOODODOODOOODOO
- OpenGLO OOOODOO MCDDO ICDODOO
— MCD O Microsoft 0 OpenGLO O OOODOODOODOOOOOOODODOO
-MCDO Microsoft 00O O0O000OO0O0ODOODOODOOODO
-1ICODO00000O0O0OD0 OpenGLOODOODODOODOOOODOOODOO
-1IChb00000000DbO0ObO00OoU0oOU0obOooOobooboboooboooDoo



C+4 O 0C Windows NTODOO OpenGLOOODDODOO
Doodoooooododdn

e Windows NT 35000000000 OpenGLOOODOODOOO

e Windows 95 OSR2(OEM Service Release 2) 000000000 OpenGLO OO O
ooooo

e OSR200 0 Windows 950 0 0 0 Microsoft 00 OpenGLOODO ftpO0 00 OO

ftp://ftp.microsoft.com/softlib/mslfiles/Openglo5. exe

e Visual C++ 0000 OpenGLO OO OOOODODOOOOOODO
-GUIOOO0ODOODOODOODOO000On
—Visual C++0 000000000000 DODODOODODOODOOOO
—Borland C+4+00000000000O0 OpenGLOODOOOOOOOODODODOOO
Jdoooooooooooooooooon
— Borland C+4+00 GLUT O OO OOOOOOODODOO
e Windows OpenGLO DO DO OODOODOODODOOODOODODOOOODODODO
— Microsoft O Developer Network 0 CD-ROM(MSDN O O )
— Windpws NT O SDK O DDK(MSDN Professional 0 0 0 0O)
— Microsoft 000000000 WWW(http://www.microsoft.com)
— Microsoft Journal 000 (D OO O)
e[10OOODONO
— OpenGL Superbible,
Wright, Macmillan Computer, ISBN #1571690735
«+ 00000000000
— OpenGL Programming for Windows 95 & Windows NT,
Fosner, Addison-Wesley, ISBN #0201407094
«+ 00000000000
— 3D Graphics File Formats,
RULE, Addison-Wesley, ISBN #0201488353
«*x3000000000000000000000 OpenGL OCXOODOOODOO
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OpenGLO OO O O0OO0OOOOON

e GLUTOOODODO AUXODOOODOO

- UNIXOOS/20MacO 00 O0O00OO0OODODODOO

- J0ooooooooooooooooogano
Oo0ooooooooooooooonon

e MFC(Microsoft Foundation Class) D 0 00 OO

- OpenGLODODOOOODODDODOOO Visual C++000000O0DOO0O3

— ActiveX/OCXOOODOOODODOOOOOOO

eMFCOODOOO COOOOOOOO

—Visual C++000 Microsoflt OO0 O OO0O0O0OO0OOCOOOOOOO

—Visual C++000000000DO0O00O0O0O0O0O0OO0OCOO0OOO0O0O0

—-00ooogoon

C-5
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GLUTOOOOOUOOoOoOOO

el 00D0O0O0ODOOODOOOODODOOOOOONO
e GLUTO UAXOOOOODODOOOOODDODOOOOO
—000SGIO0D0000 fstimaged OO
http://www.webcity.co.jp/ matumot /fstimage.zip
e[l 0 O0OOOOOODOOOOO
— opengl32.1ib, glu32.1ib, glut.lib
e J0O0ODODDODODOO glhO glu.hODOODOO glut.hODOODODOO
— windows.h, gl.h, gluh O ¢lut.h OO ODOOODOOOOOOO
-goooboooooood
"#ifndef WIN32’O OO DO DOOOO
e AppWizaxrd OO O DO ODOOODODODOODOOODODODODOOOOODOOOOO
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C.2 MFrFCOOOOOOO

MFCOOOOOOoOOoon

e MFCOOODOOOOOD40000DODDOODOODODO
-00000000000 (CWinApp) : OO0 300000000
-000000000000 (CFrameWnd) : 000 O0O0O00OO0OOOOOOO
-000000 (CView) : D000 OOO0OODOOODOODOOOOOOO
-000000000 (CDhocument) : 000000000 OOODOOO

e OpenGLODOOODOOOODODODODOODODOOODODODLO
-J00000000000ogonD openGLOOOOOOODOO
-pgobodgbogogbobobbobouoobooobobooobbboobooa

goobooo
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MFEFCO OpenGL

o Visual C++0 0 OpenGLO OO ODOODOOODOOODOOOOODODOO
e MFCOODOOODODO Microsoft 0 MSDN DO CDROMOODOODOOO
— Dennis Crain 0 MYGLO OO OO ("Windows NT OpenGL:Getting started”)
— Dele Rogerson O EazyGLO OO0 OO ("OpenGL III: Building an OpenGL C++
Class”)
e OpenGLOODDODOOOODODODOOOOO
-00000000D00 OpenGLOOOOODODO COODDOOOOODODODO



(2. MFCODODOOOO -9
MEFCOOO OpenGLO OO OOOOOOOOO

e AppWizard OO OO DO OO DO OO
(000000 SimpleD0O000ODOOOOOODOO)
eJ000ODOOOOOOODOO
eJID0ODOODOODODO
.000oooooogoooo
2. 0000000000000
3.00000000000000
4. 000000000
5. 00000000000 O0ODOODOOOoDbOOOn
eI 00ODOOOOOODO
-J0000000000000O0D0od0dbOdoDoDO0oooOoooooooooon
ooood
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Dododdooodoon

e Visual C+4+0000000O00O0OO0OOOOOO
—Visual C++0 stdfx.h 000000000000 0O0OOCODOO
e stdfx.h 0 OpenGLO OO DO ODODOOODOOO
— #include <GL/gl.h>
— #include <GL/glu.h>
e 10 I0ODODOOODOODODODOOOOO
— opengl32.1ib 0 glu32.1ib
—glaux.lib0 ¢lut.libO0 0 O0O0O0O0O0OOO
e Windows 0 OpenGLO OO DODOODOOOOOO

<77+ GraphicsHardware/ Driver e
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ODooodooddn

e OpenGLODOOODOODOODODODODOOODOODOOODO
e JI0OIDOODO OpenGLOODOODOODOOO

WindowOOOOOOOO | (PreCreateWindow)
(cs.styleD O O)

Pixel FormatO OO (0000 OnCreate)
(ChoosePixelFormat [
SetPixelFormat)
8 bit per pixel yes OpenGLOOOOODODODODOO
ogooooood (CreatePalette, SelectPalette,
(DescribePixelFormat) RealizePalette)

no

OpenGLOOOOOO
gdodoooooood
(wglCreateContext) (0000 OnCreate)
00000 OpenGL (loopO0O0OODOOODO)
dooooooooood
ogoooo

M

OpenGLOODOOODODO
(gl* O glu*0 SwapBuffers)

|
dooooooooood
0o
(wglMakeCurrent)

loop
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C.3 OpenGLUOOOODOOOONO

Jouooooddoood
(PreCreateWindow [0 00 )

e OpenGLO OOpenGLOOODOOODOOOOOODODODODOOOODOODODOOODO
Oo0oo00oogo
— child window O sublings 0 00 000000000000 OCOOO0OOO0O
e OO0 OONO PreCreateWindow OO O OO OO child window O siblings O clip 0 O
1.000000000D0DO0000000000ooOoDODoOoOooOoOoDOoOoooOo
2000000 IDODODOOODOOOOOOODOOUODOOOO
3. 0000000000000 PreCreateWindowO O OO ODODODOOODODOO
ooooog
4. 00000000000DO00DO0OD0ODO0
OO0000000000000 CSimpleViewO OO

BOOL CSimpleView: :PreCreateWindow(CREATESTRUCT& cs)

{
cs.style = cs.style | WS_CLIPSIBLINGS | WS_CLIPCHILDREN;

return CView: :PreCreateWindow(cs);
}

e I0D00DO0ODOODODOODDOWindowsOOOOOO
— ActiveX/OCXOOODOOODODOOOOOOO



(3. OpenGLODODOOOOD C-13
DO0000000000000 OnCreated O O

e J00D0DODOOO0OOODDOODOODOODODOOOODOODN
e 100 O0OODO OnCreate0 0O O0ODODO
eJ00DODDOOODOODO
— PFD _DRAW_TO_WINDOW
— PFD_SUPPORT_OPENGL
— PFD_TYPE_RGBA
— PFD_TYPE_COLORINDEX
— PFD_DOUBLEBUFFER
— PFD_STEREO
— PFD _DRAW_TO_BITMAP
— PFD_SUPPORT_GDI
e ChoosePixelFormat O 0 000000000 0O0O0O0O0OOO0OO
SetPixelFormat 00 0000000000000 OOOO0O
e 1 00O0DODODOO00O Windows NT 3500 GDIOODODODOO

e XJOUOUODOOOODUOUODOODbDOODbDOODO
e 00O bOODLODDDOOODLOLDODOOODLO
0000000000000 (eglpreh)DO0O00OO

extern BOOL SetupPixelFormat(HDC hdc);
extern BOOL CreateRGBPalette(HDC hdc, CPalette **ppCPalette);



C-14 O 0C Windows NTOODO OpenGLOODOOOOO

#include "stdafx.h"
#include "oglPre.h"

BOOL SetupPixelFormat (HDC hDC)
{
static PIXELFORMATDESCRIPTOR pfd = {
sizeof (PIXELFORMATDESCRIPTOR), // OO pfd0 000

1, // 0000000

PFD_DRAW_TO_WINDOW | // 0000000000
PFD_DOUBLEBUFFER | // 0000000000000
PFD_SUPPORT_OPENGL, // OpenGL O 0O [

PFD_TYPE_RGBA, // RGBAO OO OOO

24, // 00000000000 24-bit

0, 0, 0, 0, 0, O, // 0000000000000

0, // 00000000000

0, // 0000000000000 0

0, // 0000000000000000

0, 0, 0, 0, // 00000000D00000vit0O0

32, // z-bufferd 00O

0, // 00000000000 oog

0, // 00000000000

PFD_MAIN_PLANE, // 000000000

0, // reserved

0, 0, 0 // layer masks ignored

+;

int pixelformat;

if ( (pixelformat = ChoosePixelFormat(hDC, &pfd)) == 0 )
{

TRACE("ChoosePixelFormat failed\n");

return FALSE;

}
if (SetPixelFormat (hDC, pixelformat, &pfd) == FALSE)
{
TRACE("SetPixelFormat failed\n");
return FALSE;
}

return TRUE;
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C4 OJUOOOOOOOOO

Joodbooboobotodo

e Sbpp(bit per pixe) D00 25600000 000000000 RGBAOOOOOO
Oo000oooooo

l6bppO24bpp 0000 O0OOODOO

o Visual C++ OpenGL OO OO GENGLOOOODOO MFCOOOOODOODODOO
O0D0DoOooooog

e MIFCOODOODOODOODOODOODOOOO Dale Rogerson 0 “OpenGL II : Windows
Palletes in RGB Mode” O 0 O O

-WindowsOO 100000000000 DODOOO0ODO0OODOODOODOOO
-googobobobolooobobooobobbbooobbon
-pgoggbbboooooobbbooboooboobbobooboobobon
-pgobooooobobbbooobboobooobboooooboboboobo
+Ogouoooboooboob24edd 2550 20000000000 DLO0O0
gbobbooooooobod
bbb oodoobboobboooobbooooobon
gboboboooboooooboobbboonoboon
+ggoooogoooobogoboobboooobboooooobbon
gbobbooobooouobbobooboooboobobbooon
gboobodgobboboooboobobobbbbuoooobboboon
* OpenGL O 8bpp 0 OD0ODODOOO RGBOOODODOODOODOOODDDOODDO
gbobobooooobooooobbboon
Sbpp0 RGBO OO ODOOOOODODOOODOODOOO

el 000D000O0ODOOOUOOODODODODODOOODOUODOOODOOOON
cmos D000 syspalD 0000000 (ftp://ftp.webcity.co.jp/OpenGL/)
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000000000000 (OnCreated O)

e lJ00D0ODODU0O0OUDDOUOODDODOUDDDUDDOODODODODOODOO

— DescribePixelFormat O 0 O PIXELFORMATDISCRIPTORO OO O dwFlags O
O00oooooo

—dwFlags 0 0000 0000 PFD.NEED PALETTEOODOOOODOOOOODOO
O0000o0oOoooooo

¢ LOGPALETTEODODOODOODODODOOOOODODODOO

¢ LOGPALETTEODODOUODOOOODODOODOODOODODOOOODODOODO

Oo0O00ooo

epalPalEntry D00 O0O0OO0OO

-0000RGB3-3220000000000000000OO
RGB 3-3-20 0 RedO GreenO Blue O O O 3bitO3bitO02bit 0000000000
gobobsgoogbbo400b00b000d
-RGB3-32000000000000000000D00DODO0O0ODO 1200000
gboobogoboobooooooboon
-pgoboobooobboboboog 2obbuooooboobbobooooooobooon
goodoooobooobbboodo 23600000
gbooboobobobooogoooon

e CreatePalette 1 0000 O0O0O0O0DOOMO

e SelectPalette 00 000 O00O0OOO0O

e RealizePallete D D 0D 0D 000000000 OOODOOODOODODOOO

e 00000000 ODOODOODDOODODOODOOOODODOOODN oglpre.hO O
oooo
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gooboooogbod

#include "stdafx.h"
#include "oglPre.h"

static unsigned char threeto8[8] = {

0, 0111>>1, 0222>>1, 0333>>1, 0444>>1, 0555>>1, 0666>>1,
¥
static unsigned char twoto8[4] = {
0, 0xb5, Oxaa, Oxff
¥
static unsigned char oneto8[2] = {
0, 2bb
¥

static int defaultOverride[13] = {
0, 3, 24, 27, 64, 67, 88, 173, 181, 236, 247, 164, 91
+s

static PALETTEENTRY defaultPalEntry[20] = {
0, 0, 0, 0 1,

0x80,0, 0, 0
0, 0x80,0, 0
0x80,0x80,0, 0
0, 0, 0x80, O
0x80,0, 0x80, 0
0, 0x80,0x80, 0
0xC0,0xC0,0xCO, O

L " S VA Y

192, 220, 192,
166, 202, 240,
265, 251, 240,
160, 160, 164,

OO OO

v v v

0x80,0x80,0x80,
0xFF,O0, 0,
0, 0xFF,0,
OxFF,0xFF,0,
0, 0, OxFF,
0xFF,O0, OxFF,
0, O0xFF, O0xFF,
OxFF,O0xFF,O0xFF,

Y e v w w

B T T S s e W e e T L )
T s = T S L e e e et

QOO OO OO0

+;

static unsigned char
ComponentFromIndex(int i, UINT nbits, UINT shift)
{

unsigned char val;

val = (unsigned char) (i >> shift);
switch (nbits) {

case 1:
val &= 0x1;

return oneto8[vall;

case 2:

0377

C-17
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BOOL

O 0C Windows NTOODO OpenGLOODOOOOO

val &= 0x3;
return twoto8[vall;

case 3:
val &= 0x7;
return threeto8[vall];

default:
return O;
}

CreateRGBPalette (HDC hDC, CPalette **ppCPalette)

{

PIXELFORMATDESCRIPTOR pfd;
LOGPALETTE *pPal;
int n, 1i;

n = GetPixelFormat (hDC);
DescribePixelFormat (hDC, n, sizeof (PIXELFORMATDESCRIPTOR), &pfd);

if (!(pfd.dwFlags & PFD_NEED_PALETTE)) return FALSE;

n = 1 << pfd.cColorBits;
pPal = (PLOGPALETTE)LocalAlloc(LMEM_FIXED, sizeof (LOGPALETTE) +
n * sizeof (PALETTEENTRY)) ;
pPal->palVersion = 0x300;
pPal->palNumEntries = n;
for (i=0; i<m; i++) {
pPal->palPalEntry[i] .peRed =
ComponentFromIndex(i, pfd.cRedBits, pfd.cRedShift);
pPal->palPalEntry[i] .peGreen =
ComponentFromIndex(i, pfd.cGreenBits, pfd.cGreenShift);
pPal->palPalEntry[i] .peBlue =
ComponentFromIndex(i, pfd.cBlueBits, pfd.cBlueShift);
pPal->palPalEntry[i] .peFlags = 0;

by
/* fix up the palette to include the default GDI palette */
if ((pfd.cColorBits == 8) &&
(pfd.cRedBits == 3) && (pfd.cRedShift == 0) &&
(pfd.cGreenBits == 3) && (pfd.cGreenShift == 3) &&
(pfd.cBlueBits == 2) && (pfd.cBlueShift == 6)
) o
for (1 =1 ; 1 <= 12 ; i++)
pPal->palPalEntry[defaultOverride[i]] = defaultPalEntryl[i];
by

if (*ppCPalette) delete *ppCPalette;
*ppCPalette = new CPalette;
BOOL result = (*ppCPalette)->CreatePalette(pPal);

LocalFree(pPal);
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return result;

b

e OnCreate OO OOOOO

int CSimpleView::0nCreate(LPCREATESTRUCT lpCreateStruct)

{
if (CView: :0OnCreate(lpCreateStruct) == -1)
return -1;

m_pDC = GetDC();
ASSERT (m_pDC->m_hDC) ;

// 0000000000000
SetupPixelFormat (m_pDC->m_hDC) ;

/J/ 0000 o0o0oooo

if (CreateRGBPalette(m_pDC->m_hDC, &m_pCPal))

{
CPalette* p0ldPal = m_pDC->SelectPalette(m_pCPal, FALSE);
UINT u = m_pDC->RealizePalette();
if (u '= 0) InvalidateRect(NULL, TRUE);

}

// QpenGLO OO0 O00D00ODOODOO0OOOOO

m_hrc = wglCreateContext(m_pDC->m_hDC) ;

if ('m_hrc)

{
TRACE("wglCreateContext Failed %x\r\n", GetLastError());
return -1;

}
if (!wglMakeCurrent(m_pDC->m_hDC, m_hrc))

TRACE("wglMakeCurrent Failed %d\r\n", GetLastError());;
return -1;

b

return O;

e JU0UOODOOOODDOODO

// Simplvw.h : interface of the CSimpleView class
//
LITTTITTIIT I T 7707770077777 77707777077777777777777777777777177777717771777777

class CSimpleView : public CView

{

protected: // create from serialization only
CSimpleView();
DECLARE_DYNCREATE (CSimpleView)

// Attributes
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public:

O 0C Windows NTOODO OpenGLOODOOOOO

CSimpleDoc* GetDocument () ;

// for Animation
void Tick(void);
void Spin(BOOL);

// Operation
public:

// Overrides

S

// ClassWizard generated virtual function overrides
//{{AFX_VIRTUAL(CSimpleView)

public:

virtual void OnDraw(CDC* pDC); // overridden to draw this view
virtual void OnInitialUpdate();

protecte

d:

virtual BOOL PreCreateWindow(CREATESTRUCT& cs);
//}YAFX_VIRTUAL

// Implementation

public:

virtual “CSimpleView();

#ifdef _DEBU

G

virtual void AssertValid() const;
virtual void Dump(CDumpContext& dc) const;

#endif

protected:
CDC* m_pDC ; // Device Context Class
HGLRC m_hrc ; // OpenGL Rendering Context
CPalette* m_pCPal ; // Palette
BOOL m_spin ; /J/ 00000000 oo

float m_rotx, m_roty; // 00O 0O0O0OO0OOOO

// Generated message map functions

protected:

//{{AFX_MSG(CSimpleView)
int OnCreate(LPCREATESTRUCT lpCreateStruct);

afx_msg
afx_msg
afx_msg
afx_msg
afx_msg
afx_msg
afx_msg
afx_msg
afx_msg
afx_msg

//}}AFX_

void
BOOL
void
void
BOOL
void
void
void
void
MSG

OnSize(UINT nType, int cx, int cy);
OnEraseBkgnd (CDC* pDC) ;
OnDestroy();

OnPaletteChanged (CWnd* pFocusWnd) ;
OnQueryNewPalette();

OnSpinStart () ;

OnSpinStop();

OnUpdateSpinStop (CCmdUI* pCmdUI) ;
OnUpdateSpinStart (CCmdUI* pCmdUI);

DECLARE_MESSAGE_MAP ()

+;

#ifndef _DEBUG // debug version in Simplvw.cpp
inline CSimpleDoc* CSimpleView::GetDocument ()
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{ return (CSimpleDoc*)m_pDocument; }
#endif

LITTTTTTITITTTT 7777000070777 777777777777770077777717777777777777717711171777
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0oooooooo (1)
(000000000000 O00DO0)

e 0000 DOOODLOOLUOLDODLOODLDOODLDLDODbDOUOLOODOODLOD
goobooooogo

e bobobobbboooobboboooobbbbooboubboon
-~ WM_PALETTECHAGED O WM_QUERYNEWPALETTED 200000000

gdo

e 00O ODOOODODOOOOLULOLDOODLDLOULODLULUOLUbLbOUOODLOLO
gooooboogd

LITTTTTTITITTTT 7777000070777 777777777777770077777717777777777777717711171777

// CMainFrame message handlers

void CMainFrame::0nPaletteChanged(CWnd* pFocusWnd)

{

CFrameWnd: :OnPaletteChanged (pFocusWnd) ;

CView* pView = GetActiveView();
ASSERT(pVieW I= NULL);

SendMessageToDescendants (WM_PALETTECHANGED, (WPARAM)pView->m_hWnd) ;

BOOL CMainFrame::0nQueryNewPalette()

{

b

CView* pView = GetActiveView();
ASSERT(pVieW I= NULL);

pView->SendMessage (WM_QUERYNEWPALETTE, (WPARAM)pView->m_hWnd);
return TRUE;

e OOOODDOODOODLDO
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000000000 @) (O00o0oooono)

o ClassWizard O 0 WM_PALETTECHAGED O WM_QUERYNEWPALETTEO O O
OO000O0D0O0O00O0DO0O0DbOO0ODbOO0OClassWizardODODOODOOOOODODOOO

OO00000000o00doooooooDdoooooodooooooooog
— CSimpleView.h OO0 OO

// Generated message map functions
protected:

//{{AFX_MSG(CSimpleView)

/ /3 }AFX_MSG
afx_msg void OnPaletteChanged(CWnd* pFocusWnd) ;
afx_msg BOOL OnQueryNewPalette() ;

} DECLARE_MESSAGE_MAP ()

— CSimpleView.cppO OO0 00O
BEGIN_MESSAGE_MAP(CGLEasyView, CView)
//{{AFX_MSG_MAP(CGLEasyView)

//}FAFX_MSG_MAP

ON_WM_PALETTECHANGED ()

ON_WM_QUERYNEWPALETTE()
END_MESSAGE_MAP()

- J00oooooooooog
void CSimpleView: :0OnPaletteChanged (CWnd* pFocusWnd)

if (pFocusWnd !'= this) {
OnQueryNewPalette();

b

BOOL CSimpleView: :0OnQueryNewPalette()
{
if (m_pDC != NULL && m_pCPal != NULL)

{
CPalette* p0ldPal = m_pDC->SelectPalette(m_pCPal, FALSE);

UINT u = m_pDC->RealizePalette();
if (u '= 0) {
InvalidateRect (NULL, TRUE);
return u;

return O;
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C.5 OpenGLOOOOO

OpenGLO OO OO0 (OnCreated O)

e[l 00DODOODOODODODOODODOUOUODOODOO

e OpenGLOOODOODOOODODODOODOOOO
— m_hrc =wglCreateContext(m_pDC->m_hDC);

el 00D0O0OO0ODOUODODODOOOOOODOOODOOOODOODOO
— wglMakeCurrent(hDC, m_hrc);

o wglMakeCurrent 0000000 O00O0OOOODOO
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OO00000o0o0oOoooDbOoOoooa (1)

e 000 DbOODLOODODODLODLOLbObLOObODLDbDDDO

wglMakeCurrent (m_pDC->m_hDC, m_hrc);

O00oooooooooooo
00000 OnCreated OO O
O

ooogo
OnDestroy

OO
0O
OO

goo googoboggo
god gboogoboogo
god

void CSimpleView: :0OnDestroy()

{
CView: :0nDestroy();
wglMakeCurrent (NULL, NULL);
%f (m_hrc)

wglDeleteContext (m_hrc) ;
m_hrc = NULL;
}
}

e OnEraseBkgnd O O
OpenGLODOODODOODOODOODOOOODODO
OO0000O000O0D00o0ooon0O TRUEDOO

BOOL CSimpleView: :OnEraseBkgnd(CDC* pDC)
{

gboogobodobooboad
googo

return TRUE;

e OnlnitialUpdate O O
000000000000 OpenGLODOOOODOOODODOOODOOODOOODODOO
OO0o0O0oO0ooooooooon

void CSimpleView::OnInitialUpdate()

{
oglInitialize();

CView: :0OnInitialUpdate();
}

OO0 oglnitialize DO OO0 0O O0ODOO0OOOO0OOODOOOODOOODDOOOOO
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OO000000oO0DooOooDoOoOoooa (2

e OnSize 0 O
oo ooooooogo
cxUeyOOOQOoooooooooooao

void CSimpleView: :0nSize(UINT nType, int cx, int cy)
{

CView: :0nSize(nType, cx, cy);

oglReshape(cx, cy);
by

oglREshape 0000000 exOeyODOODOOO0OODOOODOODODOODOOODOOOO
goboboogobobboogoogogo
goobogoobbboooad

void oglReshape(GLsizei w, GLsizei h)
{
glViewport(0, 0, w,h);
glMatrixMode (GL_PROJECTION) ;
gllLoadIdentity();
gluPerspective(30.0, (float)w/(float)h, 1.0, 10.0);

glMatrixMode (GL_MODELVIEW) ;

gllLoadIdentity();

polarView(5.0, 0.0, 0.0, 0.0);
}

e OnDraw 00

OpenGLOODOODOOOOODODODOO

000000000000 0O00o0bO00o0Ooooo0oo0bOo0o0o0ooo0ooooOoan
o0oo0ooon

void CSimpleView: :0nDraw(CDC* pDC)

{
CSimpleDoc* pDoc = GetDocument();
ASSERT_VALID(pDoc);

// 00 oglDrawScene D0 OO0 OpenGLO OO DOODOO
oglDrawScene(m_rotx, m_roty) ;
SwapBuffers(pDC->m_hDC) ;
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C6 UUoooon

Juoodoodd

ellJ00000O0DLDOOUOOUDLODLOLDODLODLDLODLOODLUODLDDOUOODLOD
gooobod

-J00bo0o0ob00ob0oboooboOoboboOooo onldledODOOOODODOODO
gooooooobod

-gobuodogboogoooobbbooobobooobobbobobooan
goobobobobouoooobobod

—googboobbdbooooooboobobobobobbbbobooooboa
gooboooboo
O000000D00000D0O000 AfxGetAppOOOOOODOOODODOOO
goobbobobobobooooooooboo

e bOUOODLOODLODOOOOO

—pgoobogobobooboboobdbboobboobbooboobbooboa
0000000000000 0O00000O000O00000000D0ODOO0OO0 (this)
goobogobobon

-000000000000 OnldeODOOODOODOODOODOOOOODDOOO
goooobgboobbobbuoobbbboooboboboba

BAIKE =TV

(Dfc{i) [ o] o] %)

-

L7y
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Jooodddoooodd

ellJ00D0DOOO0ODLDDLDDODOOUOOUDLDLDbDOOODLDDOOOO
el 0OOODOOOODLDOOODOO

public:

CSimpleView* m_pIldleView;
void SetIdleEvent (CSimpleView* pView)
{m_pIdleView = pView;}

el 00ODODODOODODLDOLOOOOO

BOOL CSimpleApp::0nIdle(LONG 1lCount)

{
if ('m_pIdleView) return FALSE;
m_pIdleView->Tick();
return TRUE;

}

e JUOUOODOOOODO

public:
void Tick(veoid); /x OO OOOOOOO =/
void Spin(BOOL); /* DO OO O ODOO On/0ff */

protected:
BOOL m_spin ; / 000000000 oooo =/
float m_rotx, m_roty; /* OO 0O =*/

protected:
//{{AFX_MSG(CSimpleView)

afx_msg void OnSpinStart();

afx_msg void OnSpinStop();

afx_msg void OnUpdateSpinStop(CCmdUI* pCmdUI);
afx_msg void OnUpdateSpinStart(CCmdUI* pCmdUI) ;
//}}AFX_MSG

DECLARE_MESSAGE_MAP()
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e JUOUOODOOOOODLDDODO

void CSimpleView: :Spin(BOOL bSpin)

{
m_spin = bSpin ;
// 00000000000 0O0bODbOO0ob0ObbOOooboOo
CSimpleApp* pApp = (CSimpleApp*) AfxGetApp();
pApp->SetIdleEvent(bSpin 7 this : NULL);

by

// 000200000000000 onn/0ff000
void CSimpleView: :0OnSpinStart ()

{
Spin(TRUE) ;
by
void CSimpleView: :0nSpinStop()
{
Spin(FALSE);
by

// 000000000000 0O0000D000
// 000000000D000000
void CSimpleView: :Tick(void)
{
m_rotx += 10.0f;
m_roty += 10.0f;
if (m_rotx >= 360.0f) m_rotx
if (m_roty >= 360.0f) m_roty
Invalidate(FALSE) ;
UpdateWindow() ;

0.0f ;
0.0f ;

// 0002000000000000000 on/0ff0
void CSimpleView: :0OnUpdateSpinStop(CCmdUI* pCmdUI)
{

pCmdUI->SetCheck((m_spin) 7 0 : 1);
by
void CSimpleView: :0OnUpdateSpinStart(CCmdUI* pCmdUI)
{
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pCmdUI->SetCheck((m_spin) 7 1 : 0);
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C7 QOOoogd

WindowsO OO OO O OOOOOO

e OpenGLOODOODODOODOOODODOODODODOODODODODODOOODDOODOO
oooo

NTOOOOOOOOOODIB(BMP)ODOOOOOOO
o TextureO 0 000 0O0OODOOO Olntensity Olntensity + AlphaORGBORGB + Alpha
0400000
o Texture OO OOOO Alpha DO O OO

OO0o0oDoOO0oooooogon
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SGIRGBOUOOOUOUOOOOOOOOO

e SGIRGBOOOODOOODODOODOOO
— libimage d ImageVision O Fstimage 0 O

e Paul Haeberli O Fstimage 0 0O 000 OO
—RGBAOOODOOOOOODODOOOOfopenO”rb” 000

e [RISODOODOODODODDOODDDODODOODDOODOOO
http://www.webcity.co.jp/info/matumot /

e DIBOOOOOOODODODO
”OpenGL V:Translating Windows DIBs” (http://www.microsoft.com/)
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Windows [ O pros and cons

e [100
—Visual C+4+00000
-000 GUIODOO0OO0 (Visual C4++4/VisualStudio)
- TrueType 0000 O0O0O0O0DOODO 30000 (NT35100)
—ActiveXO OLEOOOOODODODO
e [100
— OpenGL OO OOO (IRIS Performerd ImageVision) 0 0000
-GLXOODOOO0O0DOOoooDoooooooa
— OpenGL OO debuger 0 O O
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Internet 1 [0 J [J

e NetNews U OO DO DODOMO
comp.graphics.api.opengl
e 000 OOOODOOODO
-000000ooboobooobooooag
To:0penGL@caelum.co. jp
Subject: subscribe
O0:000000
-OpenGLODOODODODODOOOOODOO/O0O0O0OO0OOODODO
— 0 00000O0OpenGL-request@caelum.co.jp
e 00IDODDOODDOO
— listserv@fatcitycom O O OO0 0O O0O00OOOODOOO
subject 00O OO0ODODODO
sub OPENGL-GAMEDEV-L Your Name
e 000DODOOODOODOO
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ooo
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e Macintosh U0 DO 3000000000000 DO0O0O0ODOOODOOOODOOOO

—MacOS OO OpenGLOOOOODODOOOOOO
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Jooobodogbobootuod

e MacOS 9000 MacOS OO Apple OpenGL 1.1.1 D000 O00D0O0OO
o iMac, iBook 000 MacOS 8.6 00O Apple OpenGL 1.1.1 000000 O0ODODOO
goooood
¢ 19990 11 00 MacOS8.X, MacOS 9 00O Apple OpenGL 1.1.2 000000003
e 1999-Novenber-15 [
e http://developer.apple.com/opengl/downloads.html
e 000 OpenGL SDK Version 1.0 00000 (ODO)
e http://developer.apple.com/opengl/downloads.html
e 00D (ODODODOO) Metrowerks CodeWarrior Professional
— CodeWarrior Professional 00000000 400
~ 82,0000 (00) 00 680000 00
— CodeWarrior Professional 00000000 400
-000000o:28,0000 (O00O)
— http://www.metrowerks.co.jp/Products/Desktop/
e MacOS 8.0 00 0OMacOS 81 0000O0OMacOS9O0000OOONO
e OpenGL OODOOODOOODOODODOODODOODO OpenGL Runtime 00O OO
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e IO OMOO
— QuickDraw 3D (RAVE) O Version 1.6 000000000
-000000000000 QuickDraw 3D D000 0OO0OO0ODOO Version 1.5.4
dooooood
-0000 QuickDraw3D OODOOODOOOOO0ODOOODOODODODOOODOO
ogoooood
eI OODOMO
-OpenGL OO0 OD0O0ODOOODOOODODODODODODOOOOODOODOODOOOODOO
good
-godoboooooooooooooood
—OpenGLOOO0OO QuickDraw3D 000000000000 0O00O0O (Quick-
Draw 3D RAVE O)
e Linux 000D ODOO0O0O0O OpenGLOOODOOODOOONO Mesa 0 MacOS
000000003000 000D0000000O0O0O00DOO0DO0O0O0
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— Conix OpenGL 000000 O0OOO0ODODOO Apple OpenGLOOODOODOOO
Oo0Oo0ooOOooooo
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e CodeWarrior 000000000 DOOOOODODDOOOOOO
— Macintosh OOOOO0 COOOO0OOO

— Macintosh OO0 OO0 C++ 0000000

— Macintosh COO0ODOOO00 O 20

-0O0b000d MacOOODO CC++000D0O0O0O0OOO

e 00000 0ODOD DODOUODDODDODDOODO
-0ooo

— ISBN 4-89563-884-7

-00o00ooooooooo

- 32000

e CodeWarrior0 0000 MacintoshDO OO ODOODO
-00000000 Tom Thompson O O00O0O0O

— ISBN 4-931356-00-1

-0000000000D00oODOoOO

—-19940 1200 B50000 48000

e 000DODOO MacitoshODOODODDOOOODOODOO
-00 P.O0O0ODODOOOO OODOOO OOO
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-000000ooooo

—19950 10000 /564000 /B5000 /4,3690
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oooo
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Apple0 00D0DDOD0ODO0

Apple 0000 O0OO0OOODOOOOODOOOWWDCODODODODODODODDOODDOO
OOoO00b0ooboooooooboobDbD eb-ROMOOODOOODOOODOOODOOD

0000000000000 000 O(Premier 00O OSelect OO0 OOnline O O OStudent
00)

e http://developer.apple.com/ja/membership /
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OpenGLO OO O O0OO0OOOOON

e GLUTOOODO AUXDOOOODOO
- UNIXOWindowsOOOOOOOOOOOOOOO
-0000d0dooooooooOoogoood
OO000000o0O00oO00oOooOooood
-MacOOODOODODOOOOOOOOOODOOOOODOODOOOODODO
— Apple OpenGL O O00O0O0O0DO0O0O GLUT O Version 2.3
e DrawSprocket 00 00 OO
- 00000000000 00000000 o0oo0oooooonDg OpenGL OODO
00
e AGLODOOODOO
-MacOSOOODODOODODOODOO
- AGLContext 0O O0OOOOODODOO
— GLM(OpenGL Memory library) 000 00 000000000 0OO0OOOO
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D.2 GLUTUOOOUOOOOOOOO

GLUTOOOOODOoOoooog

e GLUTDO AUXOODOODDOODODOOOODOODOODOO
-000SGIO00000 tkRGBImagel.oad() 0 OO
e 1000DOO0OOOOOglhOglu.hOOOOO glut.hOODOODOODO
—¢glh,egluhOglut.hOOOOOOOOOOOODO
-doo0oooooooogon
"H#ifdef MACOS”"O OO OOOOO
e 0 3500KB O heap size 0 256KB O stack size 00000
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Dododdooodoon

el 000OO0ODODOODODOODO
— glut.lib
— glut.rsrc
— OpenGLLibraryStub
— OpenGLUtilityStub
eJI00D0DDOODDOODODODODODOO
— MathLib
— Interfacel.ib
— MSL C.PPC.Lib
— MSL SIOUX.PPC.Lib
— MSL RuntimePPC.Lib
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D.3 DrawSprocket] OO 0O O OO

Juon

e DrawSprocket 0 0O O 0OOOODOO

main ( )
{
InitGraf(...); ------ TookBox U OO OOOOOO
HideCursor(); ---- 0 OQO0OOO0O
SetupScreen(...); --- DrawSprocket 0O OO0 OOO0OODOOO
setupAGL(...); =----- AGL OO OQOOnOO
do {

drawGL(...); ----- OpenGL OO O
} while (!Button{));

cleanupAGL(...); ------ AGL OOOO
ShutdownScreen(...); -- DrawSprocket U O DOODOOODOO
ShowCursor(); ------ gooooooo
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DrawSprocket D DO O OO0 OO OOO

e DrawSprocket.h 0 agl.h O include OO

e 10 00IOIDOODOOOO HideCursor()d ShowCursor() OO0 O O0O0O0OOO

e DrawSprocket 0 Apple OO DO DOODODODOO API O GameSprocket 000 0OOOO
000 InputSprocket, SoundSprocket 0 0O 0O O O

e http://developer.apple.com/techpubs/mac/Sprockets/GameSprockets-85.html
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OpenGL Java binding

e MacOSODODOODO JavaO OO OOOOO OpenGLAPIODOODDOODOO

e Magician
http://www.arcana.co.uk /products/magician

o GL4Java for Mac
http://members.home.net/gziemski/pages/projects/GL4Java.html

o JSparrow 0 Mac OO DO ODOODODOODOOODOO
http://www.pfu.co.jp/jsparrow/index-j.html
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QuickDraw 3D O 0O 0O O O

e OpenGLOODOODOOOODODODOODOODOODODO QuickTime 3D O 3DMF
000 QuickDraw 3D OO0 0000 0O0O0OO0OOOODODOODODOODOOOOOO

e J000ODDODOO 3DMFOODODOODOOOOO OpenGLODODOODODOOOO
ggo

e 000 3DMF to OpenGL OUOUOO 3DMFOODOOOODOODOODODOODOO
000000000 OpenGLOODODOODOODODOODOODODOO

e 3DMF to OpenGL Version 1.01 (000000 O00O0O)
http://members.aol.com/ggadwa/3DMFOGL.sea.hqx
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MacOSOOOOOOOOOOOO

e OpenGLOOOODDOOODOODODOOODODOODOODOODODOOODOODOODOO
godd
MacOSOODOOOOODOODO PICTODODODOODOO

e PICTOOOOOOODODODOODOOD 409 pixel DODODOODO
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MacOS O O pros and cons

e [100
— CodeWarrior 000 OO
-000 GUIDO OO0 (CodeWarrior PowerPlant)
-0 oooboooooooobooooooood
e [100
— OpenGL OO OOO (IRIS Performerd ImageVision) 0 0000
«+ 0000 ToolKit DO OOODODODO
* RenderWare (00 0O0OD0O0O /15006500 )
* QuickTime / QuickDraw 3D
-GLXOODOOO0O0DOOoooDoooooooa
* eXodus 0O 00 OpenGLODOOODO X-Window client 00000000000
* http://www.wpine.com

— OpenGL OO debuger 0 O O
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e NoMeMo Busters 1.7.3
CodeWarrior OO0 00000 DOODOO0ODOOODOOO
http://www.eac.co.jp/ ebata/soft /nomemo.html

e Mac CVS
OO0000000000D00D0OD000 MacOS O
http://www.maccvs.org/

o ResEdit 2.1.3
Mac OO OODOOODODOOOOODOOODO
ftp://ftp.info.apple.com/Apple_Support_Area/
Apple_Software_Updates/US/Macintosh/ Utilities/ResEdit_2.1.3.sea.bin
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o News Group
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e OpenGLOOOOODODODOOODOODO
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o liblaconia.a - 300000000000
o librgblmageFile.a - SGl-rgh OO0 DO OO OOO0DOODODODO
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E.1 300000000000 (liblaconia.a)

liblaconia.a

e J00OODOODOODOOO laconia.h

e 000 Y00OO3000O0DOODODOOODOOOOOOO
eJ00D0DODOODODODODODOOODDODOOOODODODOOO
eJ000D0DDOOODODODOOOOOODODODOO

e J000O0DODOODOODOOOOOODODODO
—-0000000D0O00O0ooooo

[]

void lacSphere( GLdouble radius, char type )

eradiuvs 0O OO0
etype0 0000 /O00000DOOOOOO
-'woOo0oUooouooomsoooooooooo-

lacSphere( 10.0, 'w’);
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0o

void lacCube( GLdouble size, char type )

esize] 10000

lacCube( 10.0, 'w’);
z

z

Joguotdbodbooguod

void lacBox( GLdouble xSize, GLdouble ySize, GLdouble zSize, char
type )

o xSizeySizeOzSize D 0000 xOyOzO000OODOO

lacBox( 5.0, 10.0, 15.0, 'w");
z
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Jooodoogoogd

void lacArm( GLdouble xSize, GLdouble ySize, GLdouble zSize,
char type )

o xSizeySizeOzSize D 0000 xOyOzO000OODOO

lacArm( 10.0, 7.0, 5.0, 'w’);
z z

Jooobooogod

void lacTorus( GLdouble innerRadius, GLdouble outerRadius, char
type )

e innerRadius 00 OO0 OOOOOO
eouterRadius 0 0 OO0 00O O0OOOOOOOOOO

lacTorus(2.0,8.0,'w");




E.l. 300000000000 (liblaconia.a)

N

void lacCylinder( GLdouble radius, GLdouble height, char type )

eradiuts OO OO
e height 0 O O

lacCylinder( 5.0, 10.0, 'w’);

2000 0

void lacIcosahedron( GLdouble radius, char type )

eradius 00 O0DOO0OOO0OOOOOODDOO

laclcosahedron( 10.0, 'w’);

E-5
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st

void lacOctahedron( GLdouble radius, char type )

eradivs U000 0OD0O0ODOODODOODOODOODOO

lacOctahedron( 10.0, 'w’ );

z V4
y y
T ——
X X
[ [

void lacCone( GLdouble base, GLdouble height, char type )

ebaseOJ OO OO
e height 0 0O O

lacCone( 10.0, 10.0, 'w’ );

OO0FE OOODODOODOOO



E.2. SGlagbhOOOOOODOOOOOOO (libsgiimage.a) E-7

E.2 SGI-rgbhO00O0OO0O00O0O0D0OODODO (libsgiimage.a)

libsgiimage.a
e 000000 0OO0OD sgiimage.h

Jodoooooguogt

unsigned int *rgbReadlmageFile( char *name, int *pwidth, int *pheight

)

ename 00O O0OO
e pwidthOpheight 0 OO0 000D OODOODOOOODOODOOOO
e JJJ0J0O0OOOOUOOOOUOUDOO

Joooouoogug

int rgbWriteImageFile( char *name, int width, int height, unsigned
int *parray )

enamel 00000

e widthDheicht 0 0 O0ODOOODOOO

eparrayJ rgb 000D O0ODOOOOOODO

e 00D DO0ODLDODUOOOO1IOODOULDDOUUO0OO0OOODLDO
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F-2 O0OF OpenGLOODDODODODOO

OpenGLO O OOO0OODOOOOOO

e OpenGLOOODO
—OpenGLOOOOODODOO prefixd0O O
«+ 00000 o0g gl
«+ 0000000000000 gla
«+ 00 000000000000 ¢glXOwgld peglOagl
+ AUX DO OODODO aux
xglut 00000 glut
-Joodoooooooood
—postixOOOODOOOOOODO
-J00d000o0dooooooodooooooooooo
x2000300000004000000000
«+ 000000000000
glVertex2i(1, 3);0 gl Vertex2f(1.0f, 3.0f);
«+ 000000000000 oooooooovoodad
double vert[2] = {1.0, 3.0};

glVertex2dv(vert);
ooo dd coooooo OpenGLOOOO
b 8-bit O O signed char GLbyte
S 16-bit OO short GLshort
i 32-bit O O integer GLint, GLsizei
f 32-bit 000000 float GLfloat, GLclampf
64-bit 0O ODODOO double GLdouble, GLclampd
ub 8-bit 0O OO unsigned char GLubyte, GLboolean
us 16-bit OO OO unsigned short  GLushort
ul 32-bit 0O OO unsigned int GLuint, GLenum, GLbitfield

e OpenGLOOODO
-00000Doo0onDooooD_ooood
- 000 0GL.COLOR_BUFFER_BITO GL_RGBA

e OpenGLOODOOO
- QGLOOO0O0O0OOOOOoOoOO
— 000 0GLenumO GLfloatd GLvoid
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OpenGL 0O [

e OpenGL OO WEBODODO

— The OpenGL WEB Site (00000000 O0O0OOOOO)
http://www.opengl.org/

— MJK(Mark J Kilgard) O Jon LeechO OO OGLUTOOOOOOOODOOODOO
000000000000 000000000000X JournalDOODOO
(00 tipsO0OD0 OpenGLODOOOODOODO)
http://reality.sgi.com/opengl/
http://reality.sgi.com/opengl/tips/

— SGI OpenGL WWW Center (OpenGLO OO O0OO)
http://www.sgi.com/Technology/0OpenGL/

-OpenGLODOOOOOO0ODOOODODODOODOOOODOODOO
http://www.nk-exa.co.jp/ andoh/opengl/faq/ (D OO O)
http://www.sgi.com/Technology/openGL/faq.html (ooo)

e NetNews OO0 OD0DO0OOODODOODO

news:comp.graphics.api.opengl

e OpenGLODODOOODODODODODOO
-000 OpenGLOOOOODODODO
00000 0O0O000oO0o0oOo00ooOo0oooDoOoooo
http://www.caelum.co.jp/ gougi/
00000000000 (00 oooo)
http://www.egroups.co.jp/group/opengl-jp

-0000000000 OpenGLODOODOOOODO (OO)
listserv@fatcity.com OO0 OSubject 000 00000000000 ODOODOOO
oood
sub OPENGL-GAMEDEV-L OO O0OO0OOOOOO

e PCO3DODOODOOODOODOODO

http://www.star.rcast.u-tokyo.ac.jp/ yanagida/pc3d-card.html

e 000 OpenGL O OO
— 000 OpenGL Japan OO0 O OO0OODO
(OpenGL_Japan 00 00O OOpenGL ActiveXOOOOOOOOOOOOODO)
http://www.nk-exa.co.jp/ matumot/



— KGT O OpenGL Japan OO0 OO0
http://www.kgt.co.jp/opengl/

-00 000000000 (Dooooo GLUTODoOoOODOODOOOOO)
http://www.caelum.co.jp/ gougi/

-00 0000 OpenGLOODOOOOOpenGLODODODOOOODOOODOODO
00
http://www.asahi-net.or.jp/ “yw3t-trns/

-00 0000 OpenGLODOOOODODODO (SGIDODODODOODO)
http://reality.sgi.com/terada_nsg/

e OpenGL OODOOODOO

— GLUT for UNIX, Windows
http://reality.sgi.com/opengl/

— the Mesa 3-D graphics library
http://www.mesa3d.org/

-FLTK(ODODOOOO GUIODOOOO)
http://fltk.easysw.com/

— XForms (XO GUIOOOODO)
http://bragg.phys.uwm.edu/xforms/

e 0O00ODOOO
— The OpenGL Performance Characterization Project
http://www.specbench.org/gpc/
—Indy3DO0O 0000000 (Sense8/Mitsubishi)
http://www.sense8.com/indy3d/
- GLAZEOODOOOOOOO (Evans and Sutherland)
http://www.es.com/
—YoccODODOODODOO OpenGLODODOODODO
http://www.bekkoame.or. jp/ yoccy/
e J000ODODO
-02000000 OepnGLODOOOODOOOOOOOODOO
http://reality.sgi.com/cpirazzi_esd/lg/index.html
— OpenGL/X window System 0 00 00 000000
(OverlayDOOODO OO OOO0OOOOOOOOOOOOO)
http://www.nk-exa.co.jp/ “bobby/
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