TUTORIAL_OPENGL

25-08-08 14:47

SeAida 92 Jan

TUTORIAL OPENGL

L

1T0 DVD

1 Kodikag tutorial

TOY FIANNH
TZIOMMIKA

0 TMdvvng eivat
TPOYPAUUATIOTNG. ZTOV
e\elBepo Xpovo Tou
Ypdapel eENeUBePO
AOYIOMIKG Kat Kupiwg
ETIKEVTPWVETAL OTOV
TIPOYPAUUATIONO
ypagav. AlaBdote ™
OUVEVTEUEY| TOU OTO
Teuxoq 22.
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MPOrPAMMATIZMOZ FPADIKQN

3D ypaika

e 10 OpenGL

[EI2ET Auti n osipd ApOpwV anooKONEl 0Th YVWPIMIa TV avayVwoT®V PE TOV
npoypauMationd 3D ypadIKwV Kal CUYKEKPIMEVA UE Ta realtime 3D ypadikd,

Xpnolponolwvtag to OpenGL API...

akyopiBuoug mou xpnolporoloUpe, Mote and pia

paBnuaTikn Tieptypagn evog Tplodidotarou TiepiBdAovVTogq
va dnoupyrooupe pia exdva mou va avanaplotd autd 1o 3D
nepiBAMov oy 08dvn Tou unohoylotr). Aéyovtag 61t Ba
aoxoAnBoupe ouykexkplpévae realtime ypagikd, evwooupe 6Tt pag
evOLAPEPEL AUTEG Ol EIKOVEG va UrtoAoy(Covtal oe kKAdopata Tou
OeUTEPOAENTOU, (OTE va UnopoUpe va aMnAeridpoue pe Tov 3D
kOOWO Kat va BAEMOULE Aleoa autég TIG aMayeg oty 086vn pag.
Khaoikd apddetypa xonong realtime 3D ypadikav eival Ta computer
games, GToU Ta YPAPIKA avavemvovTal CUVEXWG, YIal Val SWOouV TV
aiobnon T kivnong otov maikm.

To mpwTo TEARANKA TTOU KAAOUHACTE VA QVTIETWITIOOULE, TIPY
Tiepaooupie otoug ahyopiBoug rendering, eival To Tag Ba
avanapaotooupe pia 3D oknvr oto mipdypapudpag. O o
ouvnBIopEvog TPATOG elval Va XPNoIWOTorooupe pia oelpd and
MOAJYWVQ, TIoU TPooeyY(Couv Ty erupdvela KABe avtikeluévou (BA.
oxrua 1). Autd To representation Pdq Mapgxel anépavin euehigfa va
avarnapaotiooupe oroladnmote 3Dergdvela BENoupe, oe 6,1t BaBud
TIPOOEYYIONG BENOUE.

E Otav u\dpe yia 3D ypagikd, avapepduacte oe dlapopous

TexviIKés

Yndpyouv duo Baolkég TexvIkES yia To rendering 3D ypagikav. H
Tio anhry pébodog Aéyetal ray-tracing. To mpdypauua "plxver' aktiveg
yla KaBe pixel kat urtohoyiCel Ta onpela Toprg autdy Twv aktivwv pe Ta
dldpopa avrikeljieva g oknvAG. Av Kal T ArOTEAEOIATA TOU ray-
tracing pmopouUv va eivat oAU peaioTikd, n) Sladikaoia eivat apketd

o

XPovoBadpa, v autd dev xpnalponoleltal ota realtime yoagikd.

H deltepn Texvik BaoiCetal oto polygon rasterization. Ouolaotikd,
npoRdMoue Ta 3D moAdywva Twv avTikeluévay oto 2D emfredo g
elkOvag Kal YETd XpwuatiCoupe Ta pixels mou mepléxoval oe kdbe
TIOAUYWVO e TO KATAAMNAO Xpwua. Me autr Ty Texvikr 6a
aoyoAnBoue, yiatl efval apketd ypriyopn, hote va xpnotdelel ota
realtime MPOYPAUUATA YPAPIKWY Kal elvat UAOTIOMUEVT KaTd peydho
HEPOQ OTIG eEEIDIKEUPEVES KAPTEG YPAPIKWY TIOU EXOUHE OTOUG
UMOAOYLOTEG ag Ta TeheuTala xpovia.

T1 givar to OpenGL;

To OpenGL elval éva APl yia to rendering 3D YPAPIK®V [e T
1€6000 ToU polygon rasterization. dtidymke and m Silicon Graphics
(SGl), otiq apyéq Tou '90, wg pia andmelpa va dnuoupynbel éva
standard interface yia Tiq rendering duvatémTeg Twv dlaPOpwv
graphics workstations. Mapdho mou &ekivnoe arnd mv SGI, 1o OpenGL
avarrtuxbnke wq aveEdpmro mpdturo (vendor-independent standard),
T0 orofo kateuBuvetal and pia erutporn arotehoUpevn ard Sldpopes
eTalpeleq kat opyaviopoug mou acyohouvial e To xwpo, v OpenGL
Architecture Review Board (ARB).

AvtiBeta e To iponyoupevo avtiototo APl g Silicon Graphics, T0
IrisGL, To oroio rytav dppnkta ouvdedepévo pe 1o X Window System,
10 OpenGL eival window-system agnostic. Aev aoyoAeital, SnAadr), e
dnuioupyia mapabupwy, event handling (input) K.Art., aAG BaoiCetal oe
kdroto Egxwptoté window system specific glue layer (GLX), yia va
ouvdéoet To OpenGL rendering context pe Kdarmolo mapdBupo.

Mapdha autd, oe autd Ta dpBpa dev Ba aoyoAnBoupe pe 1o GLX
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kat 7o X Window System amneuBelag, pua kat yia kat ttolo 6a
ypeladdrav Eexwplotd apBpo, aMda Ba XpNOIOTIONO0oUE [ia arThr
kat euypnot cross-platform BiRA0BN kN, ovépart GLUT (GL Utility
Toolkit), ou avahapBdvel va pag avoiEel OpenGL mapdBupa kat
napéxel éva amhé callback interface yia event handling.
Oa doupe mpwta éva napddetypa xenong me RiBAodrikng GLUT,

7o orofo avofyel éva napdBupo 800x600 kal xelpietal kdmola events.
Eniong, oe autd kahoupe pia ouvdpmon tou OpenGL, yia va
kaBapiooupe TV elkdva, yepiCovtdg m pe padpo xpaua. Autd Ba
TIPEMEL va TO kAvoupe KABe (popd TTOU QVaVEWVOUE TNV elkova,
aMuwg Ba BAEmoupe "okourtidla” and Ta ponyoupeva Kapé, onote 1o
ToroBeToupe oty apyn Tou display callback, To omoio kakeitat
autéparta and To GLUT kdbe popd mou ypeldletat va avavewdel n
elkéva oto napdbupd pag. Emiong, Ba napamprioete 6t oto TEAOG
™G ouvaptong display, kaAoUpe Kal T ouvdptnon glutSwapBuffers.
AUTO efval anapafmro yia va eppaviotolv 6oa (wypagioape oty
086vn, Adyw Tou Tt pnotuoroloupe double buffering, kdtt ou
onuaivel 61t CwypagiCoupie O éva un 0patd KOUUATL IVALNG Kal LOvo
aQoU TEAEIOOUE, TO UPaVICoupe atnv 08I,
#include <stdio.h>
#include <ctype.h>
#include <GL/glut.h> /* glut.h also includes <GL/gl.h>
(the OpenGL header) */
void display(void);
void reshape(int x, int y);
void keyb(unsigned char key, int X, int y);
int main(int argc, char **argv)
{

/* initialize glut, and create a window */

glutinit(&argc, argv);

glutinitDisplayMode(GLUT_RGB | GLUT DEPTH |

GLUT_DOUBLE);

glutinitWindowSize (800, 600);

glutCreateWindow("OpenGL window");

/* register event callback handlers */

glutDisplayFunc(display);

glutReshapeFunc(reshape);

glutKeyboardFunc(keyb);

/* enter the glut main event handling loop, this never

returns */

glutMainLoop();

return O;
}
/* the display callback is called when we need to redraw
the graphics in our * OpenGL window (due to X11 Expose
event, or call to
glutPostRedisplay).
*/
void display(void)
{

/* clear the image (by default clears to black) */

glClear(GL_COLOR_BUFFER_BIT);

/* since we requested a double-buffered visual
(GLUT _DOUBLE flag at
* glutlnit), we need to "show" the back buffer by calling
glutSwapBuffers.
*/
glutSwapBuffers();
}
/* the reshape callback is called when our window is
resized */
void reshape(int x, int y)
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{
printf("window resized: %dx%d\n", X, y);
}
/* the keyboard callback is called when a key is pressed
*/
void keyb(unsigned char key, int x, int y)
{
if(isprint(key)) {
printf("pressed: '%c’\n", key);
} else {
printf("pressed: 0x%x\n", key);
}
}

Ia va kavoupe compile To Tapandvw mEAYPAKa, To ornoio
€XOULE, TLY., 0 éva apyelo gil.c, kahoupe Tov C compiler Tou
ouoTHUaTOg WG EENC:
cc -o gll glt.c -IGL -Iglut

Metaoxnpatiopoi

Iplv TTPOXWPErOOULE TIAPATEQQ, TTPEMEL VA TIoUKE Alya mpdyuata
V10 TO TTWG TA MOAUYWVA TWV QVTIKEIUEVWY GTAVOUV va {wypadloTouV
otmnv 086vn. Ot kopuég (vertices) Tou opiCouv kaBe OAUYWVO (Ta
orola efval, PUolKd, TpldldoTata dlaviouata), TIepvolv Ao |ia oelpd
HETAOYNUATIOUAY, PEXOL va KaTaNEouY va TipoBAnBolv oto eminedo
™G eikévag (BA. oxriua 1).

Kar' apxdce, 6Aha ta avrikeipeva eibiotal va opifovial oe éva dikd
TOUG OUOTNHA OUVTETAYHEVWY, TO OTIO[0 EXEL TO KEVTPO TWV aEGvVaV Tou
OTO KEVTPO TOU aVTIKElEVOU 1) drtou BoAeUel kaAUtepa katd
nepirtwon, To oroio ovoudletal local coordinate system.

Me kd&Be avikeluevo UOYETICOULE Kal Evav METAOXNUATIONS TToU TO
nipooavatoAilel kat To TonoBeTel kataMAwS oTo eupUTePO OUoTNUA
OUVTETAYUEVWY TG OKNWIG, To orolo Aéyetat world space.

Karérv opiCouple évav JETAoXNUATIONO Tou PEpvel OAa Ta
avtikeleva Mg oknvrig and to world space oto view space. AuTO efval
val OUOTNUA OUVTETAYMEVWY, OTO OTIO(0 1) EIKOVIKY "camera BplokeTat
OTO KEVTPO Twv a&dvv Kal "kordet' ipog Tov z d&ova. Auté 10
kdvoulle, yiatl €tal Aéov To image plane ato oroio BéNoupe va
TiPoBAoupEe Ta TMOAUYWVA ag, efval TapdAANAO 0C TIPOG TO Xy
eniredo, kavovrag v mEoRoAY oAU o arhr] padnuarikd, ar’ 6,Tt pia
TPoRoN og éva Tuxaia mpooavatoNopévo eniedo. Mdota évrag oe
view space, UmopoUje va SnuoUpYIO0ULE LOOUETPIKES TPOBOAES TwV
QUTIKEEVWY, QV ANADG QtyVOY|OOUE Tr OUVTETAYWEVN Z.

21 ouvéxela, ot vertices ipoBdMovrat oto eninedo g elkdvag e
uia, ouvnBwg, mpoorTikr TTEOROAY, TIoU KAVEL Ta avTIKelueva va
Jikpaivouv 600 aropakpuvovtal, Autd Umopel va UrtoAoyioTel e ari
TElywvopeTpia kat dpola Tplywva, aMd yia Sidgpopoug Adyoug atoug
ortofouc dev Ba avapepBw Thpa (yiat Eepelyouy and o MAaiolo
autou Tou dpBpou) XENOLUOTOLOULE Evay UETAoXNUATIONS 08

View Space
Output raster image

ZxAua 1:
H diadikaoia
(pipeline) Tou

rendering.
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'PHIOPH

LYMBOYAH:

ITOV TEAIKO KOSIKA TOU
tutorial (913.0),
SoKIuAoTeE va
NEPICTPEYETE TOV KUBO
KaTd 25 MOoIpES YUPW
and tov x Ggova (1 0
0). Agite TI cupBaivel,
av TONOBETACETE TNV
Kaivoupyia glRotatef
KANoN NpIv A YETd and
Tnv undpxouca. H
AVTIMETABETIKA 1810TNTA
eV 10XUEI OTOV
noARANAacIacuo
MIVAK®V...

Eikéva 1:

Evag 3D kupog - To
"Hello World" Tou
OpenGL.
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opoYevelg ouvtetayuéveg, Tou "avtioTolyiCel' Tiq vertices oto Aeyouevo
homogenous clip space.

Telikd, éxovtag mpoRatel Tiq vertices Twv MOAUYWV@wV ato 2D
enimnedo, Bewpoupe To didomua [-1, 1] kat oToug dUo dEoveg wg Ta
6pla g elkdvag Kat To kdvoupe map e To viewport transformation,
ota dlaomuara [0, width) kat [0, height), opiZdvtia kat kdBeta
avt{oTola, WOTE VA ATOKTHOOUE OUVIETAYHEVES TIOAUYWOVWY O pixels,
VIa va Yeplooupe UETA Ta anapalmra pixels pe 1o KatdAnAo xpaoua.

Qg yvwotdv, ypappiko! petaoynuariopof oe Tplodidotarta
OUOTALATA OUVTETAYMEVOV UIToPoUV Va avarapaotaboly e mivakeg
3x3. Ouwg, évag oAU XPrOIOG HETAOXNUATIOUAS, 1 TIAPAMNAN
eTagopd katd Sldvuoua, dev efval YpauKOG HETAOYNUATIONAS, aMA
avrkel oty eupUtepn katmyopla Twv affine transformations.

I’ autd 1o AGyo (Kal yia To projection Tou TPOAVAPEPAE),
XPnotporoloUpe opoyeveig ouvtetaypéves. Anhadr, avl yia 3D
dlaviopara, yenotporoloUpe 4D dlaviouata pe T ouvteTaypévn w=1,
KaBag kat avtiotorxa 4x4 nivakeq petaoynuatiopou.

To OpenGL kpardel, wg UEPOG ™G KaTdoTaong Tou, 4x4 Tiivakeg yia
TOUG TIapANdavw Jetaoynuatiopous. H epappoyr| Betet kéBe popd
Toug kardAAnAoug Tivakeq oto OpenGL kat autd avahappdver va
ueTaoxnuatioet Tiq vertices mou Tou divoupe e autoug, KATL Tiou ouxvd
avahapBdvel To hardware kat yivetat taxutata.

Ia va Béooupe évav mivaka oto OpenGL, kat’ apxdg kaAoUpe
ouvdptnon glMatrixMode, yia va op{ooupe Tolov amo Toug Tiivakeq
Béhoupie va ahEEoupE Kal KaTdmy KaAOUE Tr ouvapTnon
glLoadMatrixf, n onola alpver wg mapduetpo ™ dielBuvon evdg array
ané 16 floats. Ot mapdyetpot Mg giMatrixMode mou pag evolapépouy,
efvat o GL_MODELVIEW (concatenation twv world kat view matrices)
kat GL_ PROJECTION. YrnevBUpion oe dooug dev Bupodvral
YPAUMIKT) GAyeBpa: 0 0UVOUAOUAS dUO LETAoKNUATIOUMY
(concatenation) yivetat pe moManAaolaopd Twv dUo TuvaKwv Tou Toug
opiCouv.

To viewpoint transformation op{Cetal Eexwptotd pe to glViewport
function, To ortoio nafpvel 4 floats e To origin kat 1o uéyeBog ot pixels
™G elkévag,. Auti v ouvdptnon xeelddetal va Ty KaAéooupe Kabe
©0opd TIou aMGZel To Léyedog Tou Tiapabipou oto omnolo
Cwypaoifoupe (6tav 1o GLUT kahel 1o reshape callback).

@ va un xpeldetal ouvexaa va Kataokeudloupe Tivakeg
LETAoYNUATIOMOU Kat va Toug "taiCoupie” oto OpenGL pe v
glLoadMatrixf, undpxouv didpopeg BonbNTIKES CLVAPTYTELC TIOU
uropoue va xpnodororooule. H glLoadldentity Bétet évav povadiaio
nivaka, eva ot ouvaptroelg gliTranslatef, glRotatef kat glScalef
dniLoupyouv Kat MOAMAMAACIGZouy To TPEXOVTA TTvaKa
ueTaoynuaTiopoy évav AMov: translation (Letagopd), rotation
(meplotpogn YUpw amno didvuoua) 1 scaling transformation. Mpocoxn:
0 oMarAaoiaoudg mvakwv dev efval avtipetabetikdg, ondre n oelpd
e v ortola kahoUpe QUTEG TIC ouvapTroelg, Tailet PoAo...

Ia va {wypagiooupe évav armhd KURo, drwg Ba kavoule evidg

oAfyou, dev elval anapattmro va kavoupe dlaxwplopud Tou world ard To
view matrix. MmopoUpe va ayvoriooupe eviehws To world space Kai va
douhéyouple oe view space. Ag Tioupie 6Tt BENoUpe va Lwypagiooupe
TOV KUBO Hag, TepIoTpappévo Katd 20 poipeq yUpw ard Tov a&ova y
Tou local coordinate system Tou kat ToMoBeTUEVO 5 Hovadeq akpld
otov z &Eova, date va Tov BAEMEL 1 camera o, OTwg efnayle,
Bploketat oto origin kat kortdel Pog To -z. TéTe Ba MPEMNeL va
KaAéoouE TIQ €E1\q ouvapTroelg omv display(), Tl dwooupE Ta
noAUywva tou kUBou oto OpenGL:
gIMatrixMode(GL_MODELVIEW); /* modelview matrix */
glLoadldentity(); /* transformation matrix = identity */
glTranslatef(0, 0, -5); /* uetagopd 5 povadeq mpog 1o Z */
glRotatef(20, 0, 1, 0); /* meplotpodr| 20 polpwv atov Y */

Eriong, mpérel va B8ooupie kat éva katdAno projection matrix. Ta
KaAG véa efvau Gt dev xpeldZeTal va To UoAoYiooupe Kal va To
Béooupe e v glLoadMatrixf, apou undpyet pia oA ouvaptnon
om Bonentikr BRN6r KN GLU, rtou ndvra épyetat pe 1o OpenGL, n
orofa kataokeudZel Tov Tivaka kat Tov TOMArAacIddel otov TEXOVTA.
H mpwm napduetpog g gluPerspective efval To kdBeto medio Béaong
0e Hoipeg, N deltepn elval o Adyog TMAATOUG TIPOG WIKOUG TNG EIKOVAG
(wote va unoAoyioet To opiZdvrio medio BEaong), evaw ot dUo TeAeutaieq
napduetpol opifouv Ta near ka far clipping planes. Otdnrote eivat o
Kovtd armd To near kat Tio pakpid ard To far clipping plane oe view
space, kéBovral. AUTO efvat amapaltTo kat’ apxXag yia va pn
{wypaploTouv avTikeleva Tou efval miow ard To viewpoint, aMG Kat
yla ™ Aetroupyia Tou z-buffering, yia To ortoio Ba piNjooupe oe Aiyo.
Mia kau To projection matrix pag, 6rnwg efnaye, eEaptdrat and 1o
uéyeBog Tou mapabipou oto orolo Lwypapiloupe, Wia kaAr 6éon vt
autév Tov Kwdika efval To reshape callback. Autr n) cuvdptnon Kaheftal
eyyunuéva and 1o GLUT kat oty apyr Tou mpoypdupatég pag, MONg
dnuoupynBel To mapdBupo, ondte Ba kAnBe( orwodrmote v
{wypagiooupe yia mpwt eopd. Bakte Tov kddika ot reshape():

gIMatrixMode(GL_PROJECTION);
glLoadldentity();
gluPerspective(45.0, (float)x / (float)y, 1.0, 1000.0);

Efpaote €roluol, Aotmov, va deooupe Ta moAdywva Tou KUBou oTo
OpenGL. Autd 6a To kdvoupe pe pia oelpd ané glVertex3f kK\roelg, ou
opiCouv Ta dlaviopara BEoNG TV KOPUPMY TWV TIOAUYWOVWY ToU KUBoU
oto local coordinate system. AuTéq Tiq k\oelg Ba TIq kdvoule éoa oe
éva gIBegin/glEnd pr\ok, mepvaviag omv giBegin Ty mapdpetpo
GL_QUADS, yia va kaBoplooupe dtt ot vertices Tiou divoupe, 6Ehoupie
va opadoronBouv avd 4 e Tetpdnieupa noAdywva (quadrilaterals).
Mad{ pe Ta dlaviopara 6éong, ot vertices ato OpenGL kouBahdve Kau
AMeg 1BIGNTEG, OTIWC Eva XPWHA Yia kdBe vertex. AUTEQ TIQ
Anpogopieq Tig divoupe oto OpenGL e napdyola calls (.,
glColoraf), kau loxUouv yia 6Aeq TIG Vertices ard To onpelo mou ddBnkav
Kat PeTd, Puéxpl va alaxtolv. Etat, otov ko pag divoupe emiong and
gva xpwua oe kdbe mheupd, kahwviag v glColor3f pe Tiq dleg 3
TaAPAPETPOUG red, green Kat blue yia k&Be vertex autq g MAeupac.

MpooBétoupe, Aotrdv, Tov mapakdrtw Kodika oty display(), Letd Ta
glRotate/glTranslate calls mou op{Couv To PETaCKNUATIONS Tou KUBOU
uag kat ptv arnd v glutSwapBuffers mou mpoRdAel To anotéeopa:
giBegin(GL_QUADS);

/* low mAeupad (-2) */
glColor3f(0, 0, 1);
glVertex3f(1, -1, -1);
glVertex3f(-1, -1, -1);
glVertex3f(-1, 1, -1);
glVertex3f(1, 1, -1);

/* mévo mAsupd (+Y) */
glColor3f(0, 1, 1);
glVertex3f(-1, 1, 1);
glVertex3f(1, 1, 1);
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glVertex3f(1, 1, -1);
glVertex3f(-1, 1, -1);

/* kGw mAeupd (-Y) */
glColor3f(1, 0, 1);
glVertex3f(-1, -1, -1);
glVertex3f(1, -1, -1);
glVertex3f(1, -1, 1);
glVertex3f(-1, -1, 1);

/* BeE1d mAeupd (+X) */
glColor3f(0, 1, 0);
glVertex3f(1, -1, 1);
glVertex3f(1, -1, -1);
glVertex3f(1, 1, -1);
glVertex3f(1, 1, 1);

/* aplotepn] mAeupd (-X) */
glColor3f(1, 1, 0);
glVertex3f(-1, -1, -1);
glVertex3f(-1, -1, 1);
glVertex3f(-1, 1, 1);
glVertex3f(-1, 1, -1);

/* eumnpdg nAeupd (+2) */
glColor3i(1, 0, 0);
glVertex3f(-1, -1, 1);
glVertex3f(1, -1, 1);
glVertex3f(1, 1, 1);
glVertex3f(-1, 1, 1);
glEnd();

Aokipdote va TpgEETe Tov KWOIKA Kat Ba TIPETEL va e(Te TNV KOKKIVN
M\eupd Tou KUBoU Kat Afyo ard v kitpwvn, Adyw g meplotpogriq 20
Holpv YUpw ard Tov GEova y, dnwg opioape (BA. edva 1). Ma va
kdvete compile To Mapandvw, 6a xpelaotelte eniong To dlakdmm -
IGLU, uia kat mpérel va yivet link 1 BonBnrikr| Bighodrkn GLU yia my
gluPerspective() TTou Ypnatoror|oaye.

Nepiotpo@n kata Bovilnon!

Ag doUe TdPa TLTIPETEL VO KAVOULE, YLa va UnopoUpe va
TEPLOTPEPOUE TOV KUBO interactively pie To MAnKTpoAdylo. Oa
XONOlUOTION00ULE Ta TIAKTPA <, > YId va TEPIOTPEYOULE ToV KUBO
uag oeglbotpoga 1) aplotepdotpoda kard BouAnon. Ma va to
neTUyoupe autd, PEMeL va PTIdEoUpE pia global petaBAnT mou 6a
Kpatdel TV apoloa ywvia Tou KUBou, v orola 6a auEopeldvoupe
Je To dmpa autwv Twv dUo MAKTPWY, Kal Ba xenotuornorooupe
aut T WetapAnTr oto glRotatef call, avii yia ) otabepr| ywvia twv
20 potpwv. Omndre, mpooBéate TV e€ng LeTABANT otV apxr| Tou
TPOYPAUMATOG Kag, TTPLY ard T ouvdpTnorn main:
float angle;

AMGETe 10 glRotatef call oe:

glRotatef(angle, 0, 1, 0);

Kat aA\GEre T ouvdptnon keyb wg e&ng:

void keyb(unsigned char key, int x, int y)

Eikéva 2:
MepioTpépovTtag Tov
KUBo, To MPSBANpa
eival mpoPaveg...

{wypaglotel Eavd n eikdva, wote va doupe TG aMayeg. To GLUT ue
™ oelpd Tou Kahel v display ouvaptnon pag, érou BEToupe TO
0waTo rotation kat {wypagiCoupe &avd tov KupBo.

Av DOKILGOETE TO TPGYPAUMA 08 auTH| TN ¢don, Ba dlariotwoete
Ot kél idet oTpaBd, Gtav TEPLOTPEPETE TOV KUBO, WATE Ol THow
heupée va €pBouv urpootd (BA. Eikdva 2). To mpdRAnua opeiletat
oto 61t To OpenGL akohouBel miotd Tig 0dnyieq pag kat {wypadicel
Ta MOAUYWVA AKPIBWGS e TN OEIPd TIoU ToU Aépe. ETal, TO KOKKIVO
TIOAUYWVO, TIOU ETA TV MEPLOTPONN Elval o ard To UMAE,
{wypaoiCetal Teheutaio orwg oploape oto giBegin/glEnd block kau
grol ypdoetal mdvw and To UrAe.

Yrdpxouv didpopeq AJoelq oe auto To PARANKA, To orolo
ovoudZetau visible surface determination, n) kaBepia pe Ta
TIAEOVEKTIATA KAl TO JelovekTuatd mg. Ma napddetypa, 6a
uropouoape va arobnkedooupe Ta MOAJywvA Hag oe éva array, va 1o
Kk&voupie sort katd BdBog oe kdBe frame kat va (wypagiooupe Ta
noAUywva back-to-front. Autd elvat yvwotd wg To painter’s algorithm,
yiati dotdlel pe Tov TPATo Tou 0 {wyPdpog (wypagilel Ta avTikeleva
otov KapRd kal, av kat SouAelel, otny Tiep(rTwor) Uag, ordel oe
TIOAUTIAOKEG OKNVEG, |E QVTIKEIUEVA TIOU TEUVOUV TO €A TO GANO.

H o anhr kat kaBoAikr) Auon oto visible surface determination
problem, v orofa Ba xpnaoidorotooupe, Aéyetal z-buffering kat
douAelel g eENG: yia kéBe pixel g elkdvag, kpatdue pia Tiur oe
éva Eexwplatd buffer (zbuffer v depth buffer), oto omolo ypdeoupe o
BdBog Tou pixel omv ekdva (o z coordinate oe view space). Metd,
KATA TO YEUOUA TwV MOAUYWOV@Y, urtoAoyiCoupe oe kdBe pixel Tou
noAuyvou To BABog Tou (e linear interpolation Twv z Twv TELWV
vertices) Kal T0 OUYKPIVOUE e TO Z TToU €Xel NON YPAPTE OToV
zbuffer yia autd To pixel. Av T0 z Tou GuyKeKpIEVOU pixel Tou
noAuywvou efval pikpdtepo and autd Tou zbuffer, udvo téte
ypdpoupe To pixel autd oty eikéva. Av eival peyahUtepo, onuaivel
Ol €xel 110N ypagrel kATl Tou elval o Kovtd oto Beat
TIPONYOULEVWG, OTIATE dev To KAvoupe overwrite. DUOIKA, TIPLY
apxiooupe va Lwypagiloupe otdnmorte, mpénel va kdvoupe initialize
Tov depth buffer omv T ou avtiotolyel oto hakpUTtepo duvatd
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yia To matrix stack, to

{ onuelo. ; ;

. ) ) ) ) oroio 6a pag BonBNcel
switch(key) { OAa ta napandvw, guolkd, Ta avahauBdvel To OpenGL. Epelg Va EEXWPICOUE TO
case’,! apkel va evepyornomooupe To GL_DEPTH_TEST kat va kaBapiooupe world ano to view

angle -= 2; Tov depth buffer oy apy| kBe frame. transformation Tou

; . L . . . . modelview matrix kai
glutPostRedisplay(); Ondre, npooBeate Kamnou, T.x., oty main, EW ano 1o Va TONOBETAGOUNE
break; glutMainLoop call, To e&Ag: NEPIoOGTEPa
case’.: glEnable(GL_DEPTH_TEST); avTIKEilgva otnv
angle += 2; Kat aMdETe 1o giClear call oty apyy e display ouvdptong oe: Sgrg’:)'u';?;“’ti:f,a' vid
glutPostRedisplay(); glClear(GL_COLOR BUFFER BIT | QVTIKEINEV®V and
break; GL_DEPTH_BUFFER_BIT); DWTEIVEC NNVEG Nou
} Av TpéEete Eavd To Mpdypaupa, Ba mpénet o KUBG va gaivetal “"0900“:"’“ opicoupe
} owotd amno kade ywvia. O Tehikdq Kddikag efval oto apxelo gl3.c... :;fa:fgs 6 Jeepo
O1 k\joelg otnv glutPostRedisplay Aéve ato GLUT 6t 6éhoupie va [ |

o
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