OpenGL

typedef unsigned int GLenum

typedef unsigned int GLbitfield

typedef int GLint

typedef int GLsizei

typedef unsigned int GLuint

typedef float GLfloat

typedef float GLclampf

typedef double GLdouble

typedef void GLvoid

void glutlnit(int *argcp, char **argv)
GLUTZA 7 7V &ALl £9.
Farge) & Targy | IZmainBK D515k, Tbba~r NI 31 5EELET. Zhbo3 5,
AU RTA DA T VA ARERHICHOOIVET .

void glutlnitDisplayMode(unsigned int mode)
TAATVADFIRE—REBRELET .
lglutInitDisplayMode(GLUT _RGBA|GLUT DOUBLE | GLUT DEPTH)| D XH(ZELE, [
RGBAN T —%T /W | TIZ TNy T 7 | %, 177 ARy 77 b I LVHREICRD ET

void glutlnitWindowSize(int width, int height)
TR DYIY AR ZRELET
Twidth | 1Z7 4> R D, Theight |[1Z7 4 R DEEIZ/R0 £

void glutlnitWindowPosition(int x, int y)
VA RY DR EOMEEAIRET S, 515837 B L.

int glutCreateWindow(char *title)
UAUROEERT S, SIBITE DT RY DA HL25.

void glClearColor(GLclampf red, GLclampf green, GLclampf blue, GLclampf alpha)
lglClear(GL_COLOR_BUFFER_BIT)] TV RUABY D ST EROAETRELET.
lred] l'green| [blue ITZENZ IR Tk [ 4 DSy DIRS % 7:F GLelampf (floati &%
fifi) DIET, 0~1DOMOfEZS L ET . 123D, ZD3-212(0,0,0)& 45 E 3 HLiE [ HE
2720, (LLD)EEE T U A Eaicz2nEd.
fctt Ol alpha) 14T offfl) LFFIEAL, OpenGLCIEAREHELL THRbVET (0TIEW, 1 TRE
B). ZZTIEEVHATTIHIL TEBWTLESN,

void glutMainLoop(void)
GLUTOA NI FRAETHET, FFHEIRBICRD ET.

void glutSwapBuffers(void)
B DR TR 2. ZORRNEITSNGE, SoI T 7ONENT a7 7138
EIns.

void glClear(GLbitfield mask)
Imask [ |ZFRE LTy 7 7Oy Mg L 4.
lglClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER _BIT) | HRETDE T — 3y
Ty LT 7 | IS ET

void glEnable(GLenum cap)
GLenum D 514 [ cap NWZHRE L7 M REZ AL M FTREICL 7.
lglEnable(GL_DEPTH_TEST)|Z 5173 5L, TNLEIZ 7 7 |2l E T,
lglEnable(GL_LIGHTING) | #3479 5L, LIRS Ot RALET.
lglEnable(GL_LIGHTO) 29173 %L, 0% H ONIRZ RATLET.
lglEnable(GL_TEXTURE 2D) %3479 5&, T T 7 AF ¥~ 7 IR TEHLIIT
ROET.

void glDisable(GLenum cap)
G184 cap NZHRE LTS REZAE I AR FIICL £
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void glutDisplayFunc(void (*)(void))
FIBUIBAINZD 4 R IS DB~ DRA L ZTE . U4 RO RBDNIZD, DD 1
YRUIZE S TRENTCT AR R FOBLONTZO L TU4 R Z il 2B H H L&
2, ZOBBMNEITSNET. L3> T, ZOMBNTRIERREITVET .

void glutReshapeFunc(void (*)(int width, int height))
GBI, DA RUDBIYA RSN EENIFATT DD RA L 22 b2 9. ZORED5]
BTV AR DT A RUDIRE S SN ESILET .

void glutKeyboardFunc(void (*)(unsigned char key, int x, int y))
FIETIX, F—NEA TSN EXCFATTHEBORA L 2% 5.2 FT . ZOEBO5 ¥ Tkey
NI, ZATINTF—DASCIHa—RBESNET. £, Ix) eIy ITiEF—n2 17 Shiz
LED T ADNLENESIET .

void glutMouseFunc(void (*)(int button, int state, int X, int y))
FIEIZIE, v DA RIBISNI X FAT T DREBORA L 2 52 F 9. ZOBEDS]
# Tbutton] (21%, RSN 72K %> (GLUT LEFT BUTTON, GLUT MIDDLE BUTTON,
GLUT_RIGHT _BUTTON) 2 ESALET . 5lH state (21E, THFL72) (GLUT_DOWN) D7)>[
BEL7-1 (GLUT UP) O3 ESIVET . Tz, 918 Ix) LMy NWITZE O E N ESILET.

void glutMotionFunc(void (*)(int x, int y))
FIEUTIE, ~TADWTININORE LI PN~ AZ BT L XTI DO R A
VEEGZET. ZOBBO5IEIx) LMy 1121E, BEO~ T AOMLEPESILET .
ZORBEEMRRT DL, BIEIZT0) UL RAL2) ZfRELET (stdio /2l O P TEFRES
NTWLRE S ERINULL 2> Th 2 EVEEA).

void glutPostRedisplay(void)
T4 RO ERELET . glutDisplayFunc() CH &R L 7= — /L 3w 7 BRI RF NS UE T

void glViewport(GLint x, GLint y, GLsizei width, GLsizei height)
Ea—R—hERELET. [Ea—R—R&iE, WU Ry T, ZEICHiBEISND
FEIRDZEZNET . IERULT A REIERD25(-1,-1), (1L,D)EHE SR Z X AfRET D
FEIEAE A Z IS RENET . #D2->DGLint ! (intB L4 41) D515 [x,y 11ZIZZ D58
D /e FHONLE, % D2->0DGLsizei™! (inti &%) O [width] & Theight) (21F, ZALZHUIE
ERSET NARERE RO, T7bbT A AT LA LOBFEE TR ELET.
glutReshapeFunc CHEE S ALz —/L Ny 7 BIE D 5 1 ¥ Twidth,height | | IZZ N E LT 4 R
DIEE SN AS>TOET D, glViewport(0,0,width,height)iXV A X% D7 4 R DL Hi%
FORFEIBUTAED Z LT E T
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void glMatrixMode(GLenum mode)
RETLEMATHN R ELET. 514 mode) 73T GL_MODELVIEW | 725 [T /L E 2 —Z5 fi
17511 %R EL, TGL_PROJECTION | 725 [ BRI TA | 245 EL£T .

void glLoadIdentity(void)
CHUTZEBATHN L £, RO S RIIATHI ORI TRSNET 00, ZOE%E
il > CEHATHNZHIIIME L U CHAAATHIZ R E L E T

void gluPerspective(GLdouble fovy, GLdouble aspect, GLdouble zNear, GLdouble zFar)
EHATIN B REDOATIN R CET .
DG fovy HIHAZ DA THY, 1B TRLET. B REWIE LA (FHH AR
720, ARV NS E )T, ISNEELIEL AT ET
25 B D5 ¥ laspect | (T B DT AT R L (ML) THY, 11 THiUTE 2—R—MIFER
SNDIEDOxIT R Ly T MDA — NV HELLZRVET .
3D HDF#kzNear | 4D H D54 zFar | 13FR R T 5 RATEH M OFIPH T, [zNear) 1L THi
(R AT, zFarl3ft% 5 (12 i) OALiEZRLET . ZOMIZHLXER HEESIVET .

void glMultMatrixd(GLdouble *m)
168 DAEINBZ22ATHImABILEDITHILRE L, £DFEREBUEDITINILET.
16fE DIEIZLL F D L5724 X 4 TFHNTHHEL TOET

m[0] m[4] m[8] m[12]
m[l] m[5] m[9] m[l13]
m[2] m[6] m[10] m[14]
m[3] m[7] m[l1] m[15]

void glPushMatrix(void)
gIMatrixMode() CHEEL TWAIED LR THIZRIFLET .

void glPopMatrix(void)
glPopMatrix() CPRAFLIZE WA TN ZE IR L £ 7. L7235, IglPushMatrix() ] ZFFOMH L 72
#, glTranslated()<°glRotated()# 2\ MidgluLookAt() 72 E & > CAHITHIZ AR LT, |
glPopMatrix() | ZFFOMH 328128 -> T, ZNLARIO BTN R T ZENTEET.

void glTranslated(GLdouble x, GLdouble y, GLdouble z)
BWATHNFATEBOITH AR U ET. 518UTV T b GLdouble T, 3505 #lx ] y) [z
NZIFBUEDALED SO 2B B EL £

void glRotated(GLdouble angle, GLdouble x, GLdouble y, GLdouble z)
EHATHNZ RO T Z R ET . 51EUL VT HbGLdouble T, 12 H D51 % angle 1%
[ElfiR A, FVD3D>D5 ¥ x) Ny Tz 1 EIHRED FF a1~ 7 LT,
[Fli5 4 [angle | D HALILEE (O ) (degree) T9. CEREDcosPIE72 E DB D HENALIZT T 77
DTHEELTIIZEN.
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void glBegin(GLenum mode)
void glEnd(void)
l'glBegin | & glEnd | DIZHE E LT TH RUBFE A~ C, HimA TV ET.
HEEINZ 1T Tmode | |ZFE EL 9. Imode 121X IGL_LINE_STRIP|<°IGL_LINES <!
GL_TRIANGLES |X°TGL_QUADS |X°TGL_POLYGON 72 E 345 E TEET .
void glVertex3d(GLdouble x, GLdouble y, GLdouble z)
SRITDEFR Iz R ELET
51%0EXGLdouble®™ D (x,y, z) CHEL £ 7.
void glNormal3d(GLdouble nx, GLdouble ny, GLdouble nz)
BRI MV ELET.
51#%13GLdouble D (nx, ny, nz) vCHREL £
void glTexCoord2d(GLdouble s, GLdouble t)
2IRTEDT I AT ¥ EREZBUE L F T
51#1XGLdouble! (s, t), F721%, 2D HEFHE % FFOGLdouble ! DOEFIVTHRE L £
void glMaterialfv(GLenum face, GLenum pname, GLfloat *params)
KifniBMHEERTD.
[face] IZ[GL FRONTJZFRETHE, RV OREDAHEEEZZRELFT.
lpname | \Z[GL_DIFFUSE | 45 E 3 %&, [params| Cfloat M OELF| A5 E T HZET, MED
JEBRGBAEZ R E CTEXET . ZDOFEILgIMaterialfva v vET.
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void glGenTextures(GLsizei n, GLuint *textures)
TIAF X F TV = MO EBFLET
glGenTextures(1, &texName)- 7§ 5HZ & T, unsigned int texNamelZ, 77 AT ¥ DIDE 5 2345
MSHLET
Z DtexNameldglBindTexture B #<°glDelete Textures B2 a FE OV BRI BT
void glDeleteTextures(GLsizei n, GLuint *textures)
TIAF ATV eI NeHIRLET
void glBindTexture(GLenum target, GLuint texture)
RELIET /AT XA T V= e E
targetiZ|ZGL TEXTURE 2DZ5EL £
texturelZ|dglGenTexturesBA# CHUG L7 T VAT v HF 5B ELET
texturel 205 E L= A 1E T VAT ¥ A7 V= b HZ{EIELET
void glTexEnvi(GLenum target, GLenum pname, GLint param)
TUOAF ¥ B ELET
targeti”GL_TEXTURE ENV#%5%EL, pnamelZGL TEXTURE ENV MODE#45EL £
ZDLX, paramlZGL DECALZRET D&, TI/AFT %% — /L DIV fHITH K
NZIRVET . MIRDOME LT A ML DB DR ELZITEE A
ZDLX, paramlZGL_MODULATEZHRE T 5L, T7AF Y IIMEDBLRESILE
T RO ERCTANIL AR O BEZITET
void glTexParameteri(GLenum target, GLenum pname, GLint param)
TYIAF Y aFn T DBE OB BT e i o\ T A= AR ELE T
targetiZ1ZGL TEXTURE 2DZ5EL £
ZOFFETIE, pnamelZGL TEXTURE WRAP SZFREL T, paramiZGL CLAMPZFEEL
TRFOHLEY
ZOFFETIE, pnamelZGL TEXTURE WRAP TR EL T, paramiZGL CLAMPZREL
TRFOHLEY
ZOF¥TIE, pnamelZGL TEXTURE MAG FILTERZf§EL T, param{ZGL _LINEAR%
FRELTRFOHLE S
ZOFZFETIE, pnamelZGL TEXTURE MIN FILTERZfREL T, paramlZGL LINEAR% 5
ELTHERHLET
void glTexImage2D(GLenum target, GLint level, GLint internalformat, GLsizei width, GLsizei height,
GLint border, GLenum format, GLenum type, GLvoid *pixels)
2IRILT VAT X DT —HEBHELET
targetiXGL TEXTURE 2D%#5 &L £9
levellZ0Z 45 ELET
internalFormat/XGL RGBZfEEL £
of bR 5854 13GL RGBAZFEEL £
width&heightl X BB OIREESEFRELET. BEO LLIF2O BT TRITINIEWITEEA.
borderlX0% 5 EL 7
formatiXGL RGBZ#5EL £
of bR 5854 13GL RGBAZFEEL £
typelZGL_UNSIGNED BYTE#Z#5&EL %9
pixelsiCEfg T —Z OELHI AR ELET
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glutMainLoopl X HER/L— 7L TWD72T T, Avb—U N ad Dz =T LT £
A= EZITI S0, Ay —IOS U A LT, FF ORI SRS L £3

a— Ly 7B OFEE

2 F— AR =R E 7= HmyKeyboard B 5 FEA TH 15720 ]

[ Tnury g~ — ] [ ol | F—AR—RRME 7= bmyKeyboard B ¥ A M52 825K J\

\[ 2T ARHE N TZ5myMouse B E FEA TH 15720 ]

[ ol | U ARHI LI BmyMouse BE A FESZEIZT AKX ]7

=T HHOEMEDH]

Ayt—F RN ?

NO
YES
N Y YES EDRE SRS I a8 — 518U
A= DONFT > L7000 %5 — 5150z
[ AN N AT )V Dxy AR A = TS [ EIZ LT
myMouseBEUA FEONH 3
NO
GLUT D@
Ay — ORI myTimerBa%A FEOYH 3
(B E SR 23R L7 ) YES
NO
\057‘1’)?\@“& YES | #iL7c% —DASCH=2—RZH 55zl T
SRS > BT RS
MR RS LT | myKeyboard
NO
oS T ay F<—0bEuVi YES
Ay —Y OWNEIL B ZHE LA |
A 4
myDisplay B EAFF OV 4
NO
OSb‘EEV\fC ;' 4 T
A=Y ORFIEE T LA YES S

NO
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glClear C i & % {H 7 L CglutSwapBuffers THfiE L £~

HE OB
) —Ox
AR FTRA DN T 7 AEIRNICH DT 7

glClear(GL_COLOR_BUFFER_BIT);

[EEMEES
D) —Ox
AR FETF DAY T 7 AEIRNICH DT 7

glBegin~glEnd
(X T D Hh

AQ QQ

T4 RUFRRHDN T 7 AEYNIZHDH N T 7

glutSwapBufters();

VAN N
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AR FETFADONYT 7 AEIRICH DT 7
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void 7 A A7 L A=m—L 3y 7 BI¥()
{

VACETGREES
glClear(GL_COLOR BUFFER _BIT);

/1 BT D e
glBegin(GL_QUADS);
glVertex3d(-1.0, -1.0, 0.0);
glVertex3d(1.0, -1.0, 0.0);
glVertex3d(1.0, 1.0, 0.0);
glVertex3d(-1.0, 1.0, 0.0);
glEnd();

A RUICERN
glutSwapBuffers();



R R, ARV ORI

0, R, RV A DI, RO IH1I1ZgIBegin()EglEnd() B LY, glVertex*()a U5,
21 glBegin(mode);

glVertex*(p0);

glVertex*(pl);

glVertex*(pn);
glEnd();

2 model T X DOFFEAFREL, p0, pl, ..., pnlTJEIEN & A T 5.

modeDFiEH
21 GL_LINE_STRIP AN OTE DD etk O TH RUE TR 8RS L CHliE 375,
©i GL_LINES ZOOTERERE AT B E AR TS,
i GL_TRIANGLES ZO—HOTERE, ZRENRNI LT = AT E L CTHEETT 5.
2 GL_QUADS W>—HHDTE S %, ENEAVSI LI A TEEL THEE T 2.
“ GL_POLYGON BROMARY T 24 E 5 5.
RV AT OVEE R

o ARV (polygon) LI AT D K

o TE A I R (3 B b
o RV OEE L ER AR50
2 AR RCTE SRS S R R EHEIDIC AL B S CWARY T, BEEEVOSE 13 HE

EIEFI RS TND
Po Py Po
\ Ps
Ps3
/ Ps
b1
%) P4
P
P2
GL_LINES ]
GL LINE STRIP
p3 -
p2

pS

pl p4

GL_TRIANGLES

p7

po

pl

p4

Ps3

pS
GL_QUADS GL _POLYGON




AT D TE R ONAE

2 AODTE S DIERICL > TR REINAXIE N RS

p3 p2 pl p2 p3 pl

BLWIEIZ2%

p0 p3 p0 p2

pO

IIP2/NES
EEIRAERT S5

pl

p2 pl p3

o BHOBNX, p0—plop2—p3DIEETZNHENLLIRDD TH- T, p0—p2—pl—p3DIEE T
glVertex?d B A FFONHRIT, IEL<HiBISND

p3 pl p3 pl

p0 p2 po p2

2 OpenGLOALRR LT R DN 2 LT2 56 (ZO%5E, B AT LRIIEL TOZRNEW)fHiRkE
BLTC, M ABAREL LD LTI25E) OBIEIZRIAES N2V,
http://monobook.org/wiki/OpenGL

OOIEE, MZATRIE=ATRICEILT, MBAE TRIT 2O S0 (REF—V—F: =A%)
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1 h
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y
T — )V R EEAE R ERULT /A RN T ISARJERER (T4 RT)
(£ F A EUS)
J?:H\\ X$$ -
7
(0,0)
i
(width-1,height-1)
\
< AD JERE TR
<A

0 NURADRE T DBEL T2, E DL E DR E L glutMouseFunc THEE T 52— /L w7 B
THEN DD
0 U RAERT v/ U FEAE L glutMotionFunc TR iE 95— /L 3w 7 BB CREN 6O 5

o — )Ny 7 B DR E
glutMouseFunc (myMouse) ;
glutMotionFunc (myMotion) ;

void myMouse (int button, int state, int x, int y)
{
if (button == GLUT_LEFT_BUTTON && state == GLUT_DOWN) {
printf ("ZERZ RN ENTAALE L %d, %) ¥n”, x, )
}
if (button == GLUT_LEFT_BUTTON && state == GLUT_UP) {
printf ("ZERZ BN ENTALETL %d, %) ¥n”, x, )
}
}

void myMotion(int x, int y)
{

printf "BED~ 7 A H— YV )VONrET %d, %d) ¥n”, x, y);
}




B (perspective projection)

| Bl ER R E
NHEDRZITITEN

B
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BN

F TV DR A D FEI A BT (view volume) &y D
ZOHEBDOINIH DA T Vs NIFE RSN

3k

void gluPerspective(GLdouble fovy, GLdouble aspect, GLdouble zNear, GLdouble zFar)
BHATHN B RO TH R U ET .
BADGIE  fovy [IHAZ DB THY, 1] TRLET. A REWNIE LA (FHH AR
720, FRAVNSKIRDET) IR, INSWVIEEEIHL RV ET .
22 [ D51 ¥ Taspect | IZHI [ O T AT ML (fiEREEL) THY, 11 THIUTE 2— R —MIER
SHNDKIE DX T Ly SO A — )V PELL 72 ET .
3> H D5 ¥ zNear| L4 H D5 # [ zFar 13K R T 2BATE S M OHFIFA T, [zNear] (LTl
(A7), zFarl3 % 7 (12 7 1) DAL EZ/RLET. ZOMICHLKE B HESET .

B O

i
WEDL)
o ° LR

zfar

A
Y




D VRS : S B RA T D s y MNELE
Tl R L C IR T
I N £
T, T ISR AR

Cr i

HRUDIEHEET [\ 23 E AR

AN Y B x Bifg
(—o>D &)
z X' TV
Wb (HHHY)
EFY I

OpenGLIX, 47 ¥ =2 DT Bl(translation), [Flfix(rotation), A% —1U> 7 (scaling)® =->DETY
v ESEHELTWS

OpenGLIZ, 2R IE°3RITTDOTH AW A, WER TITH —BICAR T I MUK, y, z, w)E WD, 2
Ze[FIR FEARE LN,

OpenGL T, fv=(x yz D& fv=(x"y' 2 DTIZEHT 5 Iv=TvTEIND

TIF4 X 4DATH|T, AT E RS

EHATHNCIE, T VE 2—1T7%(model view matrix)&$¢51 T4 (projection matrix)23& 2
OpenGLTIE, m—VEIERDE R ad 5L, 7 ur T AONFEFITED

T LR RO E 2y |]

glLoadIdentity();
glRotate™*();
v Tv RTv glTranslate*();
» » Y glWireCone();

AT E) [

IS RO E L Sy |]

I

s )

U — VR R

AZ T

OpenGL T, ZBHATHNZ ALY VFIBITAEAN T HZENTED

U
N

AT (FEHBEIRTZHD) I ALY (FEHFBERTZHD) b
4X 4 TH % 4 X417 50%

Ty (LIAT) T5

Ry GlEH) 55
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glVertex?d % (TH R DJEIEA LT 585 4)

glVertex?dBIE CTH R DI AFRE CTELDT, ZORIEEEZ HZETHBEBE TEET

glTranslated B%L (BIE R A2 H 4 555)

il glTranslated B Cr— I VIR R A SFATREN CELHO T, n— VIR RZBEISE b L, MO
i A ZFE T VD T
5 eIV RS RAVZRIIG I EIL COVERAD, U— LR IEFZE R 5 FAVUXKTES B
L TWDDIDIZ R FT




S

YRR, ECTREAR ST AEFR L CODRZ LT, OpenGL T, &R, £33 TEAICRKTL T
ERERE CEXET.
BIEDOER I ZgINormal*() Tax B L £ 7. ZALLERIZMEON &gl Vertex* () CHEE L 7= TE AU BLTE
DIEPED Y THNET .

ekl

glBegin(GL_POLYGON); OB X%
gIlNormal3d(n0x, n0y, n0z); EXiT
glVertex3d(v0x, v0y, v0z);
glNormal3d(nlx, nly, nlz);
glVertex3d(vlx, vly, vlz);
gIlNormal3d(n2x, n2y, n2z);
glVertex3d(v2x, v2y, v2z);
glNormal3d(n3x, n3y, n3z);
glVertex3d(v3x, v3y, v3z);

glEnd();

BaE D& I

void glNormal3d(GLdouble nx, GLdouble ny, GLdouble nz);
ERASI IV ERELET .




BORH

ko =RATERT
' R:Red 7%, G: Green f#, B: Blue &
2t glClearColorB%t Ty 5t 028 7E, glColor3dBI CHEMI I XD AR T LT
| OpenGLOZNOLDRAE D531, HE/ MR OO~1DOETRLET
0 BRdT, BIERCEE T 7 A Ve E OBEIFE LB, RGBZAE8bitT D, Gil24bit THLE
I B TO~255DETRLET. OpenGLliONIVC‘TO)VG‘:‘\“/I‘:E&<7E\?§U\.
L OAE T, ISAAN T

(1,0,0) (0,1,0) (0,0,1)
R G B
(0,0,0) (0,0,0) (0,0,0)
I
(R.G.B)=(0,0,0) (R.G.B)=(0.5,0.5,0.5) (R,G.B)=(1,1,1)
B
(1,0,0) (0,1,0) (0,0,1) (0,1,1) (1,0,1) (1,1,0)
B |
(1,0,’ (1,0505)  (1,1,1) (o,I1,0) 051,05 (1,1, 00,1) (05051 (1,11

(1,0,0) (1,1,0) (0,1,0) (0,1,1) (0,0,1) (1,0,1) (1,0,0)




X D14,

RN N (SN QR A=Y/A WN
\XTAT A T DA DIREET

T2FTORETTN?Y
—Ra—RZEISEABEL TR
HETRERELTIIESV.

VS NP R A NS ENN 1
P VAN AT

glColor3dBI# (TAT 4 7 LI GH)

WIHIIRHE CldglDisable(GL_LIGHTING), 9 7¢boh, FA4T7 4 73t HAELRWIREBIC 2> TOET
S AR RV IES A
X DL glColor3dBA% CHEEL £,

Bl B2
glColor3d(1.0, 0.0, 0.0); glColor3d(1.0, 0.0, 0.0);
glutSolidSphere(1.0, 10, 10); glBegin(GL_QUADS);

glVertex3d(-1.0, -1.0, 0.0);
glVertex3d(1.0, -1.0, 0.0);
glVertex3d(1.0, 1.0, 0.0);
glVertex3d(-1.0, 1.0, 0.0);

glEnd();
giMaterialfvBA¥ (AT 4 73 256)
glEnable(GL_LIGHTING)C, 747 (7 3R A T HIRREIZ/RD E T
glEnable(GL_LIGHTO0)72& T, Sl mkl 320 ERHVET .
HIREERROBIRE - TR N RS ET.
BT TIER D IELSERES AL TUOVRITIURWIT ER A
X Dl gIMaterial fvEAEL CHEE L 9.
i1 B2
float red[4] = { 1.0f, 0.0f, 0.0f, 1.0f }; float red[4] = { 1.0f, 0.0f, 0.0f, 1.0f };
glEnable(GL_LIGHTING); glEnable(GL LIGHTING);
glEnable(GL_LIGHTO); glEnable(GL_LIGHTO);
glMaterialfv(GL_FRONT, GL DIFFUSE, red); glMaterialfv(GL_FRONT, GL_DIFFUSE, red);
glutSolidSphere(1.0, 10, 10); glBegin(GL_QUADS);

glNormal3d(0.0, 0.0, 1.0);
glVertex3d(-1.0, -1.0, 0.0);
glVertex3d(1.0, -1.0, 0.0);
glVertex3d(1.0, 1.0, 0.0);
glVertex3d(-1.0, 1.0, 0.0);
glEnd();



SEIRDA ) - HEZh

glEnable(GL LIGHTING);

KPR L DR AR R D REE A 1215
glEnable(GL _LIGHTn);

B n=0~TD I % 5T %
glLightfv(GL_LIGHTn, pname, params);

F5n=0~TDICIRD BPEZTRE T
glDisable(GL LIGHTn);

B n=0~TDIEIREIHIT 5
glDisable(GL LIGHTING);

P A NS =7 o R IAY i =Xl e I




WAL OME DR E

void glMaterialfv(GLenum face, GLenum pname, GLfloat *param)
K BHEEERTD.
facelZGL FRONTZF5/ET DL, RITL DOREOHEMEERELET.

GL_DIFFUSE floatd D AYR TEELH] ME DYEEIRGBAME



TIAT X~ T DR

SRITDENZ 2R TED WG Z AT T =T 7 AF v~ v 7

VDL SISOl DES

0,0 (255,0) (-1,1,0) (1,1,0)

i :

(0,255 (255,255)  (-1,1,00  (1,-1,0)

2R TR SR TTIERE
yN
1 639,0
(0.0) ©®9
s (1,1)
A 1,
S ©,1)
-1 (0,0,0) 1
(0,479)
\4 (639,479)
1 >x y
(0,0) (1,0)
OpenGL D ZE ] D JFEAZ 4 (#IHIRRE OpenGLDT 7 AT~y JHEAZ 4 H 0T A AT LA DR R
y
- B (1_’1) (0’0)
OpenGLIZFX & : =

2 FHEE X7,

OpenGLOD TV AF ¥ ARV

glBegin (GL_QUADS) ;

glTexCoord2d (0.0, 0.0); glVertex3d(-1.0, 1.0, 0.0);
glTexCoord2d (0.0, 1.0); glVertex3d(-1.0, -1.0, 0.0);
glTexCoord2d (1.0, 1.0); glVertex3d(1.0, -1.0, 0.0);
glTexCoord2d (1.0, 0.0); glVertex3d(1.0, 1.0, 0.0);
glEnd () ;
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unsigned int texName;

glGenTextures (1, &texName) ;

glBindTexture (GL_TEXTURE_2D, texName) ;

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);

glTexImage2D (GL_TEXTURE_2D, 0, GL_RGB, imagew, imageh, 0, GL_RGB, GL_UNSIGNED_BYTE, imagedata); —
glEnable (GL_TEXTURE_2D) ;

glTexEnvi (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL) ;

// glClearZMEA T &, HiH L7\ — 2 O & AT

glBindTexture (GL_TEXTURE_2D, 0);
glDeleteTextures (1, &texName);

glDisable (GL_TEXTURE_2D) ;
glutSwapBuffers() ;
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glutMouseFunc (myMouse) ;

glutMotionFunc (myMotion) ;

anglex = angley = 0.0

{

void myMouse (int button, int state, int x, int y)

startx = x;
starty = vy;
moving = true;
}
else {
/% B */

}

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

FERE L Ze i

void myMotion(int x, int y)

{
int diffx, diffy;
const double SPEED = 0.5;

>

/# B */

diffx = x — startx;
diffy = y — starty;
anglex
angley

startx = Xx;
starty = vy;
glutPostRedisplay () ;

+= (double)diffy * SPEED;
+= (double)diffx * SPEED;

L

RITIE] 0D JFEAEE (startx, starty)7) 5
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anglex&angleya$ &2 JHEIE R & AR S TR A B 95

glRotated (anglex, 1.
glRotated (angley, O.

0, 0.0, 0.
0, 1.0, 0.0);

FERZ T

{

moving =

}

void myMouse (int button, int state, int x, int y)

false;

if (button == GLUT_LEFT_BUTTON & state == GLUT_DOWN) {
/x W */

vi—
else {

(v




a<w LRI 548

LA REIBUCT 7 AN ZRE L TEITLRNENT 2
L ET, AL T — 27 7 AL (Ufearthbmp L FESZ 8T T D) Zepp” 7 ANV DL T ALV Ik —
B

++ bt [T
% L Ej <
cg.cpp cg2voxproj cg2.vcxproj.filter cg2.NCxproj.user othello000.match
- Visual Studio Tsln7 7 A /L ZBINT, 70y =7 D7 v37 4 %<
LR X T 4T Ay T[22~ R B #K] CTearth.bmp & E<
4 EFTOIF EEF 37T/~
=% 0-7) Windows F/(y7i-
=i
7y "
VC++ TR Ik %(TargetPath)
othelloD00.match
[ SfC++




HERE~DT I AF v~ T

[
-5

(0,0)

ERMFERETESNTZLL T DX 22T 7 AF v &2 3R T D ERIZAL L

(511, 255)

B4 7 7 A 7L O RS OpenGLDT 7 AT JFEAE 4

SR TTERE LT TV MRS (x,y,2) DIED>, FRIERE(r,0,0) THRTZEE TED

R, QI KTESA, ol XN A LIRSS

T, MERERELT, 0=0° ZdbiREL, HAPEERROHIZDZ2e=0" &L, 0130° ~180° , olx
0° ~360° LU, OiZALMMNSEFHA~) 51, old B A EERDLHE AT AU S I—1aw /T T %
RCHOEMAEERICRED S, &T5

B WAYAINGEL

3 i
P

i i L%
P A

myGlobe P4 T size DERAAH B T2
ERIZUATEOEFVELCRELT 5. WA OGS 1 XREE D 5| Hiresolution CHEE T %
AMEI D for STIFQIZ DN TD/L—, NRID for SLIXOIZ DN TDL—F
-4 phiil%072>52*resolution-1FE COFEELfE
- thetail%07>Dresolution- 13 TOFEELE
= REOsinBIECcos BB D 51 4D A FE 1 X degree Tld72< radian”e O T &
M_PlIEHJE Rz
RO OAE LB N O ANRAE T 23R AT L &E, MOEHE ELATIIIICH S EET
Nt

OpenGLDT 7 AT JEFE T AT DR EEAE A




HERFE~DT I AF <ot

SR ITCDIRERE R ET F1 7V N R D3t i BLR

=rsinfcos
Oy L SmOcosd
y=rsinfsin g

z=rcost

BROO TR

EROT — 2 ORI CRTA M EJ7 07 A 2 1) EE)

(@=170° , 6=80" )
(x=2X5sin80° Xcos170° ,y=2Xsin80° Xsinl70° ,z=2Xcos80° )

(¢=170° , 0=80° ) (¢=180° , 6=80
(u=170/360,v=80/180) (u=180/360,v=80/18

N (‘P.:l - o )
§ 5180° /,y=2 X sing80 i °

cos80° )

(¢=170° , 0=90° ) (0=180° , 6=90° )
(u=170/360,v=90/180) (u=180/360,v=90/180)

72120, (uIET VAT Y B R AR

(9=170° , 6=90° )
(x=2Xin90° X cos170° ,y=2Xsin90° Xsin170° ,z=2Xc0s90° )

(9=180° , 6=90° )
(x=2Xin90° X cos180° ,y=2Xxsin90° Xsin180° ,z=2Xc0s90° )

FWATIZEBTD, 2R TCE SR IO EERED 56t BIFR D4
XOBEEMN2T, 0LoDBERL DR Z107 ELI54 O f)




A=l Eva

#include <stdlib.h>
#include <stdio.h>
#define _USE_MATH_DEFINES
#include <math.h>
#include <GL/glut.h>

int winw, winh;

bool moving;

int startx, starty;
double anglex, angley;
int imagew, imageh;
unsigned char* imagedata;

void myGlobe (double size, int resolution)
{

int phii, thetai;

// [FRE] EHOES (b LLETHIT)

g1Begin (GL_QUADS) ;
for (phii = 0; phii < 2 * resolution; phii++) {
for (thetai = 0; thetai < resolution; thetai++) {
// [RRRE] GEPEAE (B LLEThHIL)

// [FRFE] glTexCoord2diZ1FE B DIEAEDT 7 AF ¥ EELRET D
// [RRE] glVertex3diZ1EE OTERDT WV MNEZEEZIRET S

// [FRFE] glTexCoord2diZ2FE B DIEEDT 7 AF ¥ EELZRET D
// [RRE] glVertex3diZ2&EE DTERDT W/V MNEZEEZIRET S

// [FRFE] glTexCoord2diZ3FEE DIELADT 7 AF ¥ EELRET D
// [RRE] glVertex3diZ3ZEE DTERDT W)V MNEZEEZIRET S

// [FRFE] glTexCoord2diZ4FE B DIEEDT 7 AF ¥ EELRET D
// [RRE] glVertex3diZ4ZEE DTERDT WV MNEZEEZIRET S

/] (8] b

glTexCoord2d (170.0 / 360.0, 80.0 / 180.0);

glVertex3d (2.0 * sin(80.0 / 180.0 * M_PI) * cos(170.0 / 180.0 * M_PI),
2.0 * sin(80.0 / 180.0 * M_PI) * sin(170.0 / 180.0 * M_PI),
2.0 % cos(80.0 / 180.0 * M_PI));

glTexCoord2d (170.0 / 360.0, 90.0 / 180.0);

glVertex3d (2.0 * sin(90.0 / 180.0 * M_PI) * cos(170.0 / 180.0 * M_PI),
2.0 * sin(90.0 / 180.0 * M_PI) * sin(170.0 / 180.0 * M_PI),
2.0 % cos(90.0 / 180.0 * M_PI));

glTexCoord2d (180.0 / 360.0, 90.0 / 180.0);

glVertex3d (2.0 * sin(90.0 / 180.0 * M_PI) * cos(180.0 / 180.0 * M_PI),
2.0 * sin(90.0 / 180.0 * M_PI) * sin(180.0 / 180.0 * M_PI),
2.0 % cos(90.0 / 180.0 * M_PI));

glTexCoord2d (180.0 / 360.0, 80.0 / 180.0);

glVertex3d (2.0 * sin(80.0 / 180.0 * M_PI) * cos(180.0 / 180.0 * M_PI),
2.0 * sin(80.0 / 180.0 * M_PI) * sin(180.0 / 180.0 * M_PI),
2.0 % cos(80.0 / 180.0 * M_PI));

: // (8] Z 2 THIER
}
glEnd () ;
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int readbmp (char* filename, unsigned char** image, int* sizex, int* sizey)
{

FILE* fp;

int row;

unsigned char* ras;

char headerl, header2;

int imagew, imageh;

unsigned short bitcount;

fopen_s (&fp, filename, “rb”);

if (fp == NULL) {
fprintf (stderr, "7 7 A WhsZ BT £ A¥n", filename);
return 1;

}

fread (&headerl, 1, 1, fp);
fread (&header2, 1, 1, fp);
if (headerl != "B || header2 !="M) {
fprintf (stderr, "7 7 A V%sIIBMP 7 7 A /L TliddH Y FHA¥n", filename);
return 1;
}
fseek (fp, 12, 1);

fseek (fp, 4, 1);
fread (&imagew, 4, 1, fp);
fread (&imageh, 4, 1, fp);
*sizex = imagew;
*ksizey = imageh;

fseek (fp, 2, 1);

fread (&bitcount, 2, 1, fp);

if (bitcount != 24) {
fprintf (stderr, "7 7 A AM%sid24E sy b 7B T —TiEdH Y FHA”, filename);
return 1;

}

fseek (fp, 24, 1);

row = imagew * 3;
row = ((row + 3) / 4) * 4;
ras = (unsigned char¥)malloc (sizeof (unsigned char) * row * imageh);
if (ras == NULL) {
fprintf (stderr, "AE VU 2R TE EHAM);
return 1;
}

fread(ras, sizeof (unsigned char), row * imageh, fp);

*image = (unsigned char*)malloc (sizeof (unsigned char) * imagew * imageh * 3);
if (*image == NULL) {
fprintf (stderr, "AE YV 2R TEEFHAM);
return 1;
}
for (int y = 0; y < imageh; y++) {
for (int x = 0; x < imagew; x++) {
int cr, cg, cb;
int 1i;
i = (imageh — 1 — y) * row + x * 3;

cb = ras[i + 0];
cg = ras[i + 1];
cr = ras[i + 2];
(kimage) [y * imagew * 3 + x * 3 + 0] = cr;
(kimage) [y * imagew * 3 + x * 3 + 1] = cg;
(kimage) [y * imagew * 3 + x * 3 + 2] = cb;
}

}

free(ras) ;

fclose (fp) ;

return 0;
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void myDisplay ()
{

unsigned int texName;

glGenTextures (1, &texName);

glBindTexture (GL_TEXTURE_2D, texName) ;

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST);

glTexImage2D (GL_TEXTURE_2D, 0, GL_RGB, imagew, imageh, 0, GL_RGB, GL_UNSIGNED_BYTE, imagedata);
glEnable (GL_TEXTURE_2D) ;

glTexEnvi (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL) ;

glClearColor (0.0, 0.0, 0.0, 1.0);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
glMatrixMode (GL_MODELVIEW) ;

glLoadldentity();
glTranslated (0.0, 0.0, —5.0);
glRotated (anglex, 1.0, 0.0, 0.0);
glRotated (angley, 0.0, 1.0, 0.0);

myGlobe (2.0, 18);

glDeleteTextures (1, &texName);
glDisable (GL_TEXTURE_2D) ;

glutSwapBuffers() ;
}

void myMouse (int button, int state, int x, int y)
{
if (button == GLUT_LEFT_BUTTON && state == GLUT_DOWN) {
startx = x;
starty v
moving = true;

}
else {
moving = false;

}
}

void myMotion(int x, int y)
{
int diffx, diffy;
const double SPEED = 0.5;

if (Imoving) return;
diffx = x — startx;
diffy = y - starty;
anglex += (double)diffy * SPEED;
angley += (double)diffx * SPEED;

startx = x;

starty = vy;

glutPostRedisplay () ;
}

void myReshape (int width, int height)
{

winw = width;

winh = height;

glViewport (0, 0, winw, winh);
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void myKeyboard(unsigned char key, int x, int y)
{

if (key == 0x1B) exit(0);
}

void mylInit(char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH);
glutInitWindowSize (500, 500);
glutInitWindowPosition (0, 0);
glutCreateWindow (progname) ;

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

imagedata = NULL;

anglex = 0.0;

angley = 0.0;

moving = false;

if (arge <= 1) {
printf(“filename not specified¥n”);
printf ("push any key and push enter¥n”);
return 1;

if (readbmp(argv[1l], &imagedata, &imagew, &imageh)) {
printf ("push any key and push enter¥n”);
return 1;

}

glutInit (&arge, argv);

myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutReshapeFunc (myReshape) ;
glutMouseFunc (myMouse) ;
glutMotionFunc (myMotion) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;

return 0;
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