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2.2 MNTA5019H OpenGL

- C/C++ (VC++, Borland C++, C++ Builder, C compiler on UNIX )

Delphi

Visual Basic

- Java

- Perl

Python
- Fortran

- Ada

2.3 HANNINIHUD9 OpenGL
] ¥
OpenGL i Graphic API (Application Programming Interface) a2 HnLay-

o o T o o o o o
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Y89 OpenGL Uaza1T ANz 18R 09 19114H 1Y OpenGL ICD (Installable Client Driver)
Gaazindulasinesvesniauaasmanndifansdfendiuus MCD (Mini Client Driver) 80
o ’mﬁﬁﬂ WGL (OpenGL Extension for Microsoft Window) %98 Environment 499 Window
(Win32) Mezfludinaiesenin openGL wnzadaadifeldszunannseld opencr ¢
athegndes SnfuopenGL. i AP uuy 2 ffune 3 FAfansadioTouszin idosiaszie
ITHUIWANUNTZUL AP ﬁaf:ﬁ]x“lﬂﬁaﬁmzuuﬂﬁﬁﬁmi Windows, Mac ¥3052111110 9

moldseuudfifnmsniien eeildafidond1 System Bindings AmThilud-
Us2AMIUTEHIN OpenGL ﬁ'uwuuﬂﬁﬂ'ﬁn1ﬂﬂﬂﬁ’aﬂsmmﬁ"ﬁﬂzﬁﬂﬁ’u library #3031 GLX
(OpenGL Extension for the X Window System) éﬁﬁﬂmﬂﬂﬂ SGI I.Lﬁﬁ'lﬁlgl:ﬂ‘ltﬂﬁgﬂuﬂﬂﬂjm
seUVURURMs  Windows (Win32) fulsvamivzfend woL Gnda) SedannTag
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uaddszan (GLX, WLX) fuazdesimaudlyldaugseuniild sy Mac, Linux 1138 PC
éa“lmwiﬂmwuﬂ;‘jﬂ'ﬁnﬁﬁuﬂsﬁ Driver interface (10§05 1¥ OpenGL  Hoensi
szl §iians18) fenaiuoen’ly Tnedheglugiliuuves win32 suest Driver interface ot
2 Buuhe

1. ICD (Installable Client Driver)

2. MCD (Mini Client Driver)

b wneielasieives  OpenGL  fiauyseluuuficnsnsesiumsiuves

I o ‘o A s wwd ¢
OpenGL v anuaazangofamswnuaudueg vadlasnesiuldie lasiied openGL
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oo o~ A

gnizend1 1CD damneanuilasnesdafivzdenTusfun1sianiues ICD interface VB4
ToTasworiddensinldiusunsulaq AaufiienTosfy OPENGL32.LIB uazld WOL unz
OPENGL32.DLL fhudmlszamifisyennsarmansuialasined 1o 118 Tlsunsudand)
1dun

1. Tdsunsuduauseniui (Modeling / Creative Content Creation)

2. CAD/ CAM (COMPUTER-AIDED DESIGN / CAMERA ANALOGY)

3. Developer Toolkits & Libraries, Game Engines, 3D APIs

4. Games

5. VRML Authoring & Viewing

6. Utilities; Screen Savers, Benchmarks

7. Simulations & Visualizations

8. Scientific, Data Analysis & Geographic Mapping
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OpenGl. 18 Taeruma T sunsy SciTech GL Direct #138 Alt Software Mesa DirectX 6 Driver

& 3 ar dy oA ° 1 s o .
afq TlsunsunisaeadatiazinIa Ilsunsy 3 3aR1F OpenGL e 1a$1907 Direct3D w04

Tulasaandld

2.4 ﬁugmmsﬁﬂu OpenGL

2.4.1 Hello World

Li’luﬂ15ﬁ‘muTﬂmﬂmﬁugmgﬁaﬁlﬁ’uﬁﬂwﬁwhqTﬂﬂﬁgﬂuuuﬁlﬁaﬁaﬁy
#include < windows.h >
#include < stdio.h >
#include < GL/glut.h > /1iluHeader Files 194 OpenGL
void display(void)
{
glColor3f0.0, 0.0, 0.0); /fvuamivesd (dsluda

glClear( GI. COLOR_BUFFER_BITY); /4nf#3 color buffer



—

glFlush(); /idasnadwivossid

}

int main(int arge, char **argv)

{ ,
glutInit(&arge, argv); //Waﬁﬂ?’uﬁﬁmuminéuﬁuiﬁﬁ’u GLUT library
glutInitDisplayMode ( GLUT _SINGLE | GLUT RGB | GLUT DEPTH);
i fmuasisudu T unheng
glutCreateWindow ("Hello World"); /8 3 N‘I’iﬁ”l(-’i'l»:lﬁﬁﬂﬂ;"é)’h Hello World
glutDisplayFunc(display); /f1%1i9 the display callback
glutMainLoop(); //L%;H@sllu‘:"uﬁ’lﬁl’\‘l

return 0;

wan1sTulilsunyu
o o 3 ¥ 3 o Py
a9 s u Tusunsuez Idnmmvesnthaoeninnianiienaz i title bar 9il%e

Hello World Llﬁﬂ\?ﬂg'ﬁﬁgﬂﬁ 2.1

Hello: cnlrr_!:

2 s S
JiN 2.1 wamsSusdenantiiag

2 Hello World

A
Nna
o =y das
mesueanyu
void glutinit(int *argep, char **argv);
. < do A Y o Ay S a R & o 1
ghitnit WufleanduiimididmuaniSududre 195U GLUT Library Gsdpaion

FuilsddunsnnouBFoniledsudug u GLUT library Taswinidwmoesnlall 2 48



) 3 .
WA D U99 main 1505
void glutlnitDisplayMode(unsigned int mode};
. d| s Ay Yo o P 1 A vy A A

glutlnitDisplayMode Aumstmuamisududsudmdhdwimadistunesinmg
uaranaada s TavA1wes mode gnsmua Bneuudiaunsalfindosmine OR bitwise 17
1%01 mode #1391
int ghitCreateWindow(char *name);

1 3 4 1

glutCreateWindow 1lun1sad1anihe1siuin Tne name veidiudovsaniidauasuaay
title bar ¥BIUTIIA9
void glutDisplayFunc(void (*func)(void));

o t o o =) o

glutDisplayFunc 1Tumsfivue the display callback 3uiluflsdanIvny Taowsiiwmess
ldiflugovesileidu ndnfodionthasdimsgnnalnildGenflesuos 1s
void glutMainLoop(void);

i Y A Y W ' W Pl o 1 Yy

glutMainLoop HlumsFudusumgmseiaie vegliisgnszyidontiie

void glColor3f{ GL float red, GLfloat green, GLfloat blue );
o o 1 4 o 1 = A e = = f oy

glColor3f Hlumimuanivesyesdlaofaeinuud 3 & Ae Fuas Fdsumzihky

void glClear( GLbitfield mask );

di IR T g 4w 5 o o o ]
glClear 15ung initialize §2 buffer Wmﬁﬁuiﬂﬂgﬂnmuﬂmnmmw'mmﬂuﬂﬁ 1Y

o
Ao

o w ' ~ P 1A 1
glColor3f 191511 mask 9210007 clear 71 buffer lathadiailuaifiuansinsvual3uds
Taatldunndn 1 d1Taold OR bitwise Flududoy
void glFlush( void );

giFlush iuntstiafofuansnadnivosmdenie foufion giFlush

2.4.2 POINTS
dumsBouTilsunsuiofivzuaacldifudinis nageaves Opencr, Wimnaiiae-
fulaoiiddedsd
#include < windows.h >
#include < stdio.h >
#include < GL/glut.h > /miluHeader Files 194 OpenGL
void display(void)
{
intij; /7lsemedaunls ij {udaulsyie integer

glColor3£{0.0, 0.0, 0.0); /Mviuaf 1B



y

glClear( GL_COLOR_BUFFER BIT); /1ABwS color buffer
glColor3f(1.0, 0.0, 0.0); /Hriuan1vDad

=L

for(i=-4;i<5;i++)/Fugaliumm i Ao -4 91 i<s fiaznifer

{

i+=2;

glPointSize(j); //Wqﬁ%’uﬁﬁmuﬂﬁwummamﬂ
glBegin(GL._POINTS); /AddunenmsiSuduana list VYD99A
glVertex3f(i*0.26,i*0.2£,i*0.20); /M muad WNUw0 199

glEnd(); //Waﬁ%’uﬁumma%gmm list Y8339

}

glFlush(); JPIHABNE YDA

}

int main(int arge, char **argv)

{

glutlnit(&arge, argv); //Waﬁq?’uﬁﬁmumiu?uﬁu“lﬁﬁ’u GLUT library
gluthnitDisplayMode ( GLUT SINGLE | GLUT RGB | GLUT DEPTIL);
i1 e uduldsm i

glutCreateWindow ("Hello World"); /e %J 'Nﬁﬁ’]ﬁi'lx‘)ﬁﬁ%ﬂ’h Hello World
glutDisplayFunc(display); #/iNAUA the display callback

glutMainT oop(); /A3udSIs e

}

wan1sFullsunsy
[ o 5} U | A 3
nasnnmsiullsunsuez lanmvesmihaiuaaanimmsnagalagld  OpenGL

é ar dl dl. ol 1 Qs LY -es'
Fovzldnunziiugauuuimiouiiing lassdurnanadnli ngdumaslugif 2.2
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o L d s
moasueantu
void glPointSize(GLfloat size);
o l:l -1 ! [-) L] 1 T )
glPointSize {uilafduihuthindmuamvuinveagalasdeadidminndt 0.0 uozdrl
= I3 1¢d 2
Amsfmualuunez 14481 1.0
void glVertex3f{GLfloal x, GLfloat y, GLfloat z);
glvertex iluflasduiiuen vertex n3oga
void glPegin(GLenumn mode});
' ] E ]
glBegin ITluiladduivennisiGuduros tist ¥099ad M5y mode tnfudfitmua’l’
noulu OpenGL
void glEnd(void);

7 5
glEnd inflanduiivenms dugaund list vosya

2.4.3 LINE
Huma@ouTsunsuiofozuaasldiiudimsnaduues OpenGL T¥iiivinaniag
fuTaofididasad
#include < windows.h >
#include < stdio.h >

#include < GL/glut.h > /3" Header Files 499 OpenGL
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void display(void)

{

int ij;

glColor3f(0.0, 0.0, 0.0); /MK UAA VBT

glClear( GL, COLOR BUFFER_BIT); /4803 color buffer
glColor3f(1.0, 0.0, 0.0); /MK UAA VBT

=1

for(i=-4;i<5;i++) //uguFue i g -4 YU i<s fagnile
{

=2

glLineWidth(}); /Mnuavinaanunitveudu

glBegin(GL LINES); rlasFuInM IS U UYeA st VYDA

glVertex3f(i*0.2f, -0.8f, 0); /MM uAd WMUIVDIYA
glVertex3£(i*0.2f, 0.8f, 0); /MY UAALMIIIYD47A

glEnd(); //Wqﬁsﬁ’uﬁuanmsﬁuqmm list Y9494

}

glFlush(); /usasradniueiid

}
int main(int arge, char **argv)

{
glutlnit(&arge, argv); //Waﬁ«ﬁ'uﬁﬁmuﬂﬂ'u%;uﬁ’u“lﬁﬁ’u GLUT library
glutInitDisplayMode { GLUT_SINGLE | GLUT_RGB | GLUT DEPTH),
# fuasusudul¥s vt
ghitCreateWindow ("Hello World"); //i‘lﬁﬁuﬁ o5 Ni‘i‘fl"lﬁ’h\‘l
glutDisplayFunc(display); //Wﬁff‘ff‘uﬁﬁ']ﬁuﬂ the display callback
glutMainLoop(); //féijﬁ' U %ﬂﬁ'lf’i” g
}

pamssuldsunsu

nannmssu ldsunsveg lmmaesithasiiuaasnmnis nadulaold  OpenGL

4 A ar i § o ] LY {
Faefidnpaaiuduusdimbenfiuintvnadn U Ingdwaasdugii 23
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3 wanmssumdanaidu

31 2

o = d o
ArefnaWantu
void glLineWidth(GLfloat size);
glLineWidth 1fuilasfuiiimthasinusruianiuneseadu Tnodeismnnd 0.0

[l & =1 1
uazd1 hiinsivualuunezlda Lo

2.44 POLYGON
FumsiouTWsunsudlofosuaaslfiiudinms nagilmaoneiiade 183 OpenGL
Taviididadat
#include < windows.h >
#include < stdio.h >
#include < GL/glut.h > /ATl14Header Files Y99 OpenGL
void display(void)
{
glColor31(0.0, 0.0, 0.0); /v uAA VBT
glClear( GI,_COLOR_BUFFER_BIT); /AA803 color buffer
glColor3f(0,0, 0.0, 1.0); /MHuUan1veId
glTranslatef0.5£,0.0£,0.0f); //f‘hﬂuﬂﬁumﬁwmgﬂﬁmﬁﬂu

glBegin(GL_QUADS); /efduenmasuduvos list vasga



glVertex3f(-0.3f, -0.3f, 0.0f); //f'imuw‘htmﬁaﬁzﬂuqmmgﬂ?}mE{ﬂu

glVertex3£(0.3f, -0.3f, 0.00; /mmuadumisiidluyvosgmdo
glVertex3f(0.3£, 0.35, 0.00; /dmuadumisiidhamesg dwion
glEnd(); //Wqﬁ‘ﬁ'uﬁuaﬂmsé’uqmm list 9397
glTranslatef(-1.0£,0.0£,0.00); //ﬁmuﬂﬁumﬁwmgﬂmumﬁﬂu
glBegin(GL_TRIANGLES); /ilsfiduionmsiSuduves list vetqn
glVertex3f(-0.3f, -0.3f, 0.00; /i muadwmisiiuymvesp ooy
glVertex3f(0.3f, -0.3f, 0.00); //ﬁmums‘huwﬂqﬁsﬂuummgﬂmumﬁﬂu
glVertex31(0.0f, 0.3f, 0.0f); //f"nwuﬂﬁmmiaﬁrﬂmgmmgﬂmumﬁﬂu
glEnd(); //Waﬁcﬁ’uﬁuanmséuqmm list 48339

glFlush(); /AP IHRaHE VD IR

}

int main(int arge, char **argv)

{

glutInit(&arge, argv); //ﬁmuﬂﬁwﬁm’fn Iy GLUT library
glutlnitDisplayMode { GLUT SINGLE | GLUT _RGB | GLUT DEPTH);
i favuadusudulds ot

glutCreateWindow ("Hello World"); /¢ ?10Hﬁ1ﬁi1x‘l
glutDisplayFunc(display); /0111 the display callback

glutMainLoop(); //Léll?’l’u‘}'ﬂﬁﬁ%’)ﬂ

}

manssullsunsy

ar o o 5 P = o ol
naannmsiulilsunsues lanmvesmhamsiuansnmidluglanmavuuas

{ d A 1 ar ar i
Amdoudassidnuuzauanslugili 24
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2.5 msnuguinglaalffduesa

o o ar o r o ﬁﬂy
manugu lngldfduesassdesiinistsemadunlsdmsuiduesadail

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

fegharladiiliumsmuguiaddadueta
void keyboard(unsigned char key,int x,int y) /1/5zmeamdsdmivua Fuasa
{
switch (key) /it Fumadensudidulsdmsuatuesa
{
case 'A"
glutldleFunc(spinDisplay); /lafduluns HYUNIN
break;
case 'B":
glutldleFunc(NULLY); /¥ QQﬂ'Iiﬁ'N’m
break;
default:
break;
}
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nndedielfu A wazily B wihiduyatdaludenuTusunsulasfiiosinaty
A mwiagesnyuuazdinelly B iﬂq‘anﬂﬂqmmmﬂmmmLﬁuﬂuﬁﬁmﬁmﬁmﬁmﬂg

A awe 4 w4 - A dyy Ay
auwmim&:qmmmw L'ﬂﬂ'J‘lJTI‘Hiﬂlﬂﬂﬂuﬂhlﬂﬂ'lﬂﬂlﬁ']ﬁﬂﬁﬂ'li

daeehalsunsumseuguinglimyulaeldfduesa
#include<stdlib.h>
#include<glut.h> /1iuHeader Files 499 OpenGI.
static GLfloat spin =0.0; /fmua 1¥ad s spin =0.0
void init{void)
{
glClearColor(0.0,0.0,0.0,0.0);
glShadeModel(GL,_FLAT); /efdu lumssdmuanmsifugaazian
}
void display(void)
{
glClear(GL_COLOR_BUFFER BIT);
glPushMatrix();
glRotatef(spin,0.0,0.0,1.0); /MU UATAHHULAITHYUYDINTH
glColor3f(1.0,0.0,1.0): /A vuad
glRectR-25.0,-25.0,25.0,25.0); /MUUANNLOWDINTN
glPopMatrix();
glutSwapBuffers();
}
void spinDisplay(void)
{
spin = spin + 2.0;
if(spin > 360.0)
spin = spin - 360;
glutPostRedisplay();
}

void reshape(int w,int h)



}")

e

{
glViewport(0,0,(GLsizei) w,(GLsizei)h); //Waf?ﬂﬁ'ucluﬂﬁﬁmuwuum

giMatrixMode(GL_PROIECTION);

7 gchTadIdTantity();

glOxtho(-50.0,50.0,-50.0,50.0,-1.0,1.0); //Waﬁ%’u‘luﬂ1iﬁmuﬂﬁnmﬁwamunm
glMatrixMode(GL. MODELVIEW);

glLoadldentity();

}

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

{

switch (key) /Aansumadeniumdunlsdmsuaduesa

{

case 'A";

glutldleFunc(spinDisplay); /Randu lumsnyuniw

break;

case 'B":

glutldleFunc(NULL); /HYAM 3111911

break;

default:

break;

}

}

int main(int arge,char¥* argv)

{

glutInit(&arge,argv); // WQﬁ%Mﬁﬁ’]ﬂuﬂﬁféuﬁu iy GLUT library
gluthnitDisplayMode(GLUT_DOUBLE|GLUT RGBY; /8 muasisudulyitumiie
ghitlnitWindowSize(250,250); //ﬁmuﬂwmmmwﬁwmuﬁmwaﬂﬁ*E’u
glutlnitWindowPosition(100,100); /S vuad wriavesnid1aaasHanIsu
glutCreateWindow(argv([0]); /¢ 1amThe

mit(y;

glutDisplayFunc(display); /111U the display callback

ghutReshapeFunc(reshape);
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j glutKeyboardFunc(keyboard);
glutMainLoop(); mFudusufd
return 0;

}

pamsfuldsunsy

¥ 1
naannmsiuldsunsussiindvihdsnglundienadly A awesiimanuds

waaemugli 2.5
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o ¢ o g U
Usunsunivny lavldaduesaiia 1 Saguauiienatly A

gUn 2.5 wanisful

d’. U a Q= oar A:i
\ uazionatfu B dagesnganyusiuhawaaalugili 2.6

YR e

gt 2.6 wamsiuTilsunsunugulaels Aduesadioliiagnganspuidionaly B

2.6 Msnaglisvnndindudu

3 Yo ,?:’ L o @ Agua e c:’
Tumsaianmves OpenGL Wuvgldmdatugiulumsnedeidanldide
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K GL-POINTS fip 11571098
GL_LINES fie msnadusznigadona
GL_LINE_STRIP fio msnauduszningasemuiludumn
GL_LINE_LOOP Ad16iiy GL_LINE_STRIP usivg nadusyniagasunsuiiug
GL_TRIANGLES Ao msnaqaamgalihiglammaen
GL_TRIANGLE_STRIP s mansaeguenumon i
GL TRIANGLE FAN A8 GL_ TRIANGLE_STRIP Lwiaxﬁ‘Jumsmsssiagﬂﬁmmﬁﬂu“lﬁ
Ianuaemiouia
GL_QUADS fio msnagaigalfiflugdmaen
GL_QUAD STRIP f10 msmsﬁwgﬂémﬁﬂnmdaﬁ‘u

GL POLYGON fie manajlningadiiau n yaldiduglmfeuvaredu

A o o ar ] s 1 = ﬁ 3 or ]
) Fadnpaznsnanmassiandusmsdsinanannsaesinaiiuglnmddegli 2.7
ayd
whw )
vie wy2
GE_FOINTS
1 vE
fu
R Wil
R ew 0 ¢
Vﬂ_ﬁa_“d—‘;:‘ﬁ "Nﬂ ut w2
GL_ELIHES GL_LUNE STRIP GL_LINE_LOOP

¥l
il

2,

Gl_TRIANGLE_FAN

GL_POLYQON

2.7 Yuu8a

7 a’ [-] lé 1 o y
weilflafdu 61, MODELVIEW dludasmuamsuaanadausasonldasil

4 2.7.1 M3Translate
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FSor A

fe madoudmmtsvesiag lumuunu x, y uaz z Taeifedsufild fo void giTrans-

]
f=1

A o [N
late {fd}(TYPEx, TYPE y, TYPEz); #usA9m3 Translate %0939 Iddagili 2.8

gﬂﬁ 2.8 0179 Translate ‘IJEN’:l'ﬁlq

2.7.2 M9 Rotate

- W Sw A o o 1 o T = o Aq 2
ae  maryuiag lmuAdafismualesifaged ludumilsfuiedduild  de

a K]

void glRotate {fd} (TYPE angle, TYPE x, TYPE y, TYPE z); i ludiotesgiinmsmyuing

p X\
lalamsunu z 45 eeem Fwaas 1ddagala 2.9

- x

JUN 2.9 AMUEAINS Rotate V01T

131ETONING Translate UAZMT Rotate M TF5amfiu 19U Yhimsvyunmvesdag lla
unu z udadeunmvesing lmuunu x U 2.10) wienmdeusag oy x uén

vimsnyumwvesing luawunn z (3Uf 2.11)
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=z

3l 2.0 aMuEAIMS Translate ia1M3 Rotate

2.8 msldsidatuvsann

o msnalnssadevesnmlfindousTedzmsssuumaroeniiy 6 d1ulne
ﬁWﬁﬁ‘ﬂ?’uHﬁwﬂﬁIi% e void glFrustum(GLdouble left, GLdouble right, GLdouble bottom,
GLdouble top, GLdouble near, GLdouble far); Lﬁﬂ

GILdouble Ieft fin Hafdulumsimuaduimisvosnmmadivdie

GLdouble Right Ain Hensulumstmuadumisvosnmnisdinamn

GIdouble bottom fin Wadsu lumstmuadumisvosnmmsd iy

GLdouble top fin WHardulumssmuadumusueannnisdiuga

GLdouble near 19 Waf‘i’%’u"lumsﬁmuﬂﬁumﬁqﬁnﬁ’uﬁmwwﬂﬂﬂg

GLdouble far o flerdulunsdmuadumisgaieiinmezdsing

dnvmzms hilsdaduvesnmozdiudagi 2.12
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top

frustum

hottam
- near »-

-~ -

far

5UR 2,12 amms TlsiaFuveamwlanldfeddn pFrstum

o Al

waziionflandun14he void gluPerspective(GLdouble fovy, GLdouble aspect,
GLdouble near, GLdouble far); Tay

GLdouble fovy fin Hendulumstmuaymlussuiu x uag y

GLdouble aspect fin Handulumsmmuasasdiuszninanunhvesnmdeni

Y1UDINTIN

P > Nod 4 {3 o al o
FaHandu gloPerspective Haglfiilatimsldamaddulunanlndfunieluwaisy
¥

asafangu glirustum Tafeunsoi 1 Taoiidnuaizms Tsidaduwoamwenifudegil 2.13

-l

. far .h

g1 2.13 amms Tlsifaduvesnin Taeldada gluPerspective

2.9 MsdeunuuunuAd (Texture Mapping)

b 3
mydfouiunuRLAT (Texture Mapping) fie msthamindouiuiuiufivesiag

3
3/ A

A = a A A s 3 = daor Ag o dy
WeldRurwesiagelinnumieusIsanniu Taolidsadun 19da ]
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BMP_Texture(TextureArray, "Texture.bmp", 7); //Tﬂﬂﬂﬂﬂﬁ’ﬁﬁ%ﬂ’h Texture.bmp (Hu
Pludualsidon TextureArray[7]
glEnable(GL. TEXTURE_2D); /lanuan1sfinamung Texture
glBindTexture(GL,_TEXTURE_ 2D, TextureArray[7]); /fdalumsimuams 14 Ws
A 19145 mapping
glBegin(GL._QUADS);
glTexCoord2d(0.0,1.0); glVertex3(2.0,0.0,0.0);
glTexCoord2d(1.0,1.0); glVertex3£(2.0,0.0,-6.0);
glTexCoord2d(1.0,0.0); glVertex3£(2.0,2.0,-6.0);
glTexCoord2d(0.0,0.0); glVertex3{2.0,2.0,0.0);
glEnd();

=§ = o ar d.'
ﬂmuaﬂumzmimqmmgﬂw 2.14

fapped Texture

gﬂ‘ﬁ 2.14 Texture mapping

A o 9 ~ o ar ~ - = d’l’ =] ° o
!.!.EWLWﬂ‘VI'Iﬁl.‘l’iﬂ1W1/]L'i']H1N'I’TIQU‘L!’N]’E!M'F]'J"IMLWJJE]H%EQM"Iﬂ‘UHl'i']ﬂﬁ']ﬂJTiﬂﬂTﬂTi‘V]“U-
9/ [} L] Qr U c? o3| o 2 d' = = a
FOUNWHRAIYT  TD1 BEJ'N!.*]f‘LlGlHﬂ'J‘ElfJ'NH"i]mﬂuﬂ15ﬂ111’7ﬂ']Wﬂ!ﬂﬁUuﬂlﬂnﬂuﬂﬂﬂ"lwmﬂﬂ

o e L =1 o 1 oW B 1 ] L") ar .ﬁsf
Huﬂﬂﬂiﬂﬂﬂzﬂﬂﬁi\lﬂﬁﬂ'l‘ﬂﬂﬂﬂ’l‘]lﬂ\'lWﬂﬂiﬁlJﬂuJ'lﬂﬂTl 1.0 1IN 5.0 a1

glBegin(GL. QUADS);

glTexCoord2d(0.0, 0.0); glVertex3(2.0,0.0,0.0);

glTexCoord2d(5.0, 0.0); glVertex3d(2.0,0.0,-6.0);
glTexCoord2d(5.0, 5.0);, glVertex3d(2.0,2.0,-6.0);
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glTexCoord2d(0.0, 5.0); glVertex3d(2.0,2.0,0.0),
glEnd();

A = ar 9 or d'
muaﬂymzmsmamﬂqgﬂ‘n 2.15

lapped Texture

= 2 A Yo ar el 1
31N 2.15 Texture mapping Nl 1¥ABARIIAAT 1.0

4 X n Q & w e ! ° ar
lemndwweutisfemisathanuiududsi a1l 19 umsdaunudss

Qs A Q 4 o 1
Ndnwazmuiis 1dsmua PBud@sawsovimsiny 1d luunae 14
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unwiveanuTufziea 14 3.1

Nz
AT AN
— )

A

| )
A

starl |

31U 3.1 awuwufveounyTassau
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w31 iusmusuiTassauweslassaudl  wehlaslfdvasvesg

L @1 ar a
Amaougnmnasaeiulfiiunadu

o a J
3.2 mseenuuugdmidungmnan
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v
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77 3.2 nmBmdengnianidhmsidenyalasl¥ilsddu L Quaps
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]
=i

1 [ I 5 ]
e IdgUambeugninasinhgldmasugauiadmaniuindns Feudeduld

L1

D

R

Fhugmadu dagii 5.3

L]
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3N 33 mwmedufthdmasugnmadindeusdedu lasldiadsu 6L_QuaDs

o VvV
3.4 MIMAUAYNNABIIRMNBENTINAIVO UTUM
dommsairumui lassmadoud aellimdmmssimualidazas quwes) I8
) = ' 1 = = ¥ 9 ] - 8/ '
imsavegmelundes (madu) amldadniilaemstmuayundesifinegasinatives
4
dumaiuse1dansu void gluPerspective(GLdouble fovy, GLdouble aspect, GLdouble near,

é = o aq/ c;
GLdouble far); #q9ziianyazasgili 3.4
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3.5 MY Mapping Texture
dll yé‘ = s = = a 3 = g o . [
e InuAdves TaglinnuaueTwInbaiiusTalnmsims mapping texture 11H0
') A(U o ni.s! Qoo ) :ﬂy =, ar ) v e
lunsthamwiudsfidesmandaiu uufuisvesiag lah IWdnmafiuaeaga bmp i
M folder My Hd cpp Mudrhimamaaninlas include ‘Wd BMP.cpp 11131y

A o hord i
source file (0¥ 1550 T sunsues Idnmemugi 3.5
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N1IFNAqaoU
4.1 IsMsnaaay

] Ed 1
W15 @379 Project Tauiden File/New ufagf FileView Wadnumnii folder Source

File uduiion Add Files to folder A1 4.1

— PR
& lﬁll. e T T T T T s a o S TR ”’

Jqq

#include<glut h
Finclude<=stdlib . h>
Co#tinclude<stdio. hy
‘#include<gl h>

‘#include<math. h>

S ootglaux.hy
instrean>
BKPLoader . h"

RSP i
ankspace ‘OpenGL" 1 ﬁiolec[
| = &8 OpenGL files '

ot pioverl80 = 0,0174537925;

2. GLfloat yrot: A7 ¥ Rotation
| .GLfloat walkbias = 0;
GLfloat walkbiasangle = 0;
4l .GLfloat lookupdown = 0.0;
= GLfloat =z=0.0f; ## Depth Into The Screen

A GLuint  filter: ¢/ Which Filter To Use

.;GLuint texture[3]: <7 Gtorage For 3 Textures

:char *fname = "222 bmp":

SRR H PO P R T IR N
gﬂﬁ 4.1 madan Source Files to folder

A

Wmsiion IS BMP.cpp (IWaR 1§ lums Tnannwiishinuena bmp) uag

OpenGL.cpp (IWdndnuaalalsunsy) udne ok fagilii 4.2
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kaspaca 'DpenGL'
= E DpenGL flles

& Source Files]

1 proiec!

J

@ Tesl F lnal UpenﬁL

{Z] Heade: Files D ftp cpp @ test2,cpp
- [E3 Resowce Fles kum,cpp test3.cpp
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