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3.1 Setting Up a 2D Drawing Canvas : Coordinate System
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O X0 =1 22 otd AXE (x, y)2 LOotSTHH, OpenGL HEH WA= OteHe (s,)2 HHH
H =T
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s=7, % 1. t k(k »—1
BERAIAEN A2 s FERMENH= FER /AX FIIE T&Eol= GLUT g0 A AIEsh ¢
PEOZ main() B40l LIS 22 B4t UCKD SOHE,

glutinitWindowPosition(50, 100);
glutinitWindowSize(500, 800):
FLIEHS FHZSMY DAHZIHMH FE22 5024, OlciE 1004 o= XE80 =R IFAcCH HO|

=0 B4 Jt22 50084, MZZ2 800H4 AJ|2 A=t =K AH = 2018

b=, J8s
LIEHE &= A= o0l SHE SO0ICH.
ZREIOHT A= Jtatol S2H0 SHE BHSOHA Jtilet2 A ZFE ZUE 201 = 210Iet
0 AACH B2 AIEE = HMEAHs 2AAY 22 QLESIEAHE 20, O0l0 Tt S2H0 =
o Us =HS2 HEE OpenGL HHEHAZ HSHE == ULL O IJtatS2H0 =W U= SHS= It
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Sold E20l= B = = UCH 1O G2 AHAE FEHO0IH O0IZ clipping window 2t &tCH Jtoilet
g A2 AHS WEW R0 Adte 2712 B0I0 A= WES HAXSO0l SelZAZE ool
U= SHE A9 HYsh Ao AREN Odcle HE =S ot oF 8ttt A0l Tetd= 2 =<0l
JISeHA g =& D 20 &2 AIEH 08 &% UAS 210ICH =20 DdXes MAES
Viewport 2t stCt. & 3.12 clipping rectangle, viewport, windows 2t2| &2 HE Aot U
Ct.
.
Al O | _ft—Viewport
o
X y oW 1 H- —Graphies window
[] L
O =E
[ ]
Clipping window
Oldst AFUE Sl 2HE OloHot)] Gt CIS0 22 HHE Mol 24 Jta32H FEsE SaS
ot BEXIS0] 10 0] A, H(5,5)8 SHo=Z ot & #Hol 201t 228 HALEH0| =0 JACHD of
At 0l24 8t 232 Clipping window, Viewport, Graphics window?l 37|12t fIXIE &elots 02 oAl
£ H4HESES Gt Clipping windowE &3&0dl= OpenGL &= Jt0ict EF0HM &Aol 49 Gt
X0 28 +MEHog HFHZ FHSICHD JFESICHH, gluOrtho2D(xmin, xmax, ymin,ymax) S At
80ol0, Viewports H3&85t= &= glViewport(x, y, w, h)0I0{, Q& ol ESt= Graphics window
£ H3F35H| | M= glutinitWindowPosition(win_x, win_y) 2t glutinitWindowSize(win_w, win_h)E At
6L O22 Olcfsh W2ao] 20t MM AFZEE2 dele REE 2010 UL

#include <gl/glut.h>
#include <iostream.h>
#include <math.h>
#define

#define

Pl
Vertex_No

3.1415926
36

void init (void){
glClearColor (0.0, 0.0, 0.0, 0.0) ;
glShadeModel(GL_FLAT);

void DrawAxis(void){
glColor3f(0.3f, 0.3f, 0.3f);
glLineWidth(2.0);
gIBegin(GL_LINES);
glVertex2f(-10.0, 0.0);
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glVertex2f(10.0, 0.0);

glVertex2f(0.0, -10.0);

glVertex2f(0.0, 10.0);
glEnd();

void DrawSquare(void){
glColor3f(1.0f, 0.0f, 0.0f);
gIBegin(GL_POLYGON);
glVertex2f(4.0, 4.0);
glVertex2f(6.0, 4.0);
glVertex2f(6.0, 6.0);
glVertex2f(4.0, 6.0);
glEnd();

void DrawCircle(void){
int i;
float delta_theta;
delta_theta = 2*PI/Vertex_No;
glColor3f(0.0f, 0.0f, 1.0f);
gIBegin(GL_POLYGON);
for (i = 0; i< Vertex_No; i++)
glVVertex2f(cos(delta_theta*i), sin(delta_theta*i));
glEnd();

void display(void){
glClearColor(0.0, 0.0, 0.0,1.0);
glClear(GL_COLOR_BUFFER_BIT);
DrawAxis();
DrawSquare();
DrawCircle();
glFlush();

void reshape(int w, int h){
glViewport(0, 0, (GLsizei) w, (GLsizei) h);
glMatrixMode(GL_PROJECTION);
glLoadldentity();
gluOrtho2D(-10, 10, -10, 10);
glMatrixMode (GL_MODELVIEW);
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void main (int argc, char** argv){
glutlnit (&argc, argv);
glutlnitDisplayMode (GLUT_SINGLE | GLUT_RGB);
glutinitWindowPosition (100, 200);
glutinitWindowsSize (500, 500);
glutCreateWindow (argv[0]);
init();
glutDisplayFunc (display);
glutReshapeFunc (reshape);
glutMainLoop();

olAl 1) gluOrtho2D(-10, 10, =10, 10)
glViewport(0, 0, 500, 500)
glutinitWindowPosition(100, 200);
glutinitWindowSize (500, 500);

. window_rectangle - Microsolt Visual Cos = [window.copl

J. Eile Edn Mbew [nsent Project Build Tools Window Hel =18l
|8 R0 2B (2. - mER Ry ln
J[(ilnhaln] ][4t giabat members = |[ @ display [ |$ s | s

ax [

| I IS
'-i ClassV..,

A
Al

.
] s | E2H. o] oo wiod | gt | WL @M [[Taw. AES @ ¢ e IHI|i;"gltz‘;lTaI:sl
Gl 2) gluOrtho2D(-5, 5, =10, 10) gluOrtho2D(-10, 10, -5, 5)

W TN W window_rectangle WDebugWwindow. 1:
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OlMl 3) gluOrtho2D(-10, 10,

-10,

10)

glViewport(0, 0, 250, 250)

1 ) 10 W windd oowractanglaWEha bug Whwind now . rac iR

3.2 Geometric Primitives

gluOrtho2D(-10, 10 -10,

10)

glViewport(250, 250, 250, 250)

(W w1 N W window_rectangla WO BugWwin oW Srneis;

OpenGLOIA AFE&EE= JI2&Ql Jlotatd Ze|DlElEse OS2 M e 24 &0,
- Points
- Line Segments
- Filled Polygon
d2 1 MM otLte 22 1] Z2|0IElBE UEE = JU2H, d22 S Jiel &Hol 2o E2&5H,
ChE2 0l e ES2 g2 R4Elt. Jde28, OpenGLUIAE @S2 Helols 2822 (o
el 3RS Z2I0IEIEE LIEHE 2 UL glBegin()& 2t glEnd() &= AtOI0 Rdt= =2 H&E S ¥
ot 2otz e Z20IEIBE oA EHH F=20 DHAXNA =L 8N HES5S dele ZEE
SIHE AL
Drawing 2-D Points: Drawing 3-D Points:
extern Vec2 w[k]; extern Vec3 v[k];
glBegin(GL_POINTS]) ; glBegin (GL_POINTS) ;
for({int 1=0; i<k; i++) for{int i=0; i<k; i++)
glVertex2dv (v[i]]; glVertex3dv (v[i]];
glEnd() ; glEnd () ;
Jdeled= 2401 FEE01J] W20 glBegin() &=2 21Xt GL_POINTS Jt TI0{0F &tCt. < GIMIS RE
HAM= S0 8H SHiz E8EZ0 AJ 20 &2 %5*948}% gf=Jl HHEZ S AIEotd U3SS
stolgr = QL A=22 dcdld 2 st 0282 n&=z HFEGHH S 82 O2dle e getdl 2
F0| PAUX H4HEX. & 21X GL_LINES £ B AN HES0| & O H2AZ O Q0O &Lt
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3.3 Geometric Attributes
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3.3.1 Point2? Attributes

L+EFLH DA

M=

K&Eat| <l

glColor3f(float r, float g, float b);
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glBegin(GL_POINTS);

glColor3f(1.0, 0.0, 0.0);

glVertex3f(1.0, 0.0, 0.0);
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glColor3f(0.0, 1.0, 0.0);

glVertex3f(0.0, 1.0, 0.0);

glColor3f(0.0, 0.0, 1.0);

glVertex3f(0.0, 0.0, 1.0);
glEnd();
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glBegin(GL_POINTS); — e
glColor3f(1.0, 0.0, 0.0);
glPointSize(10.0);
glVertex3f(1.0, 0.0, 0.0);
glColor3f(0.0, 1.0, 0.0);
glPointSize(20.0);
glVertex3f(0.0, 1.0, 0.0);
glColor3f(0.0, 0.0, 1.0);
glPointSize(30.0);
glVertex3f(0.0, 0.0, 1.0);

glEnd();

ro
o

SHIE 22 O 3012 Al &S 2| floide S 22 ZEZ ZAoioF
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glPointSize(10.0);
glBegin(GL_POINTYS);
glColor3f(1.0, 0.0, 0.0);
glVertex3f(1.0, 0.0, 0.0); P ————
glEnd();
glPointSize(20.0);
glBegin(GL_POINTS);
glColor3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
gIEnd(); o
glPointSize(30.0);
gIBegin(GL_POINTS);
glColor3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);
glEnd();

3.3.2 Line 2| Attributes

Ol M 8=

et D= T

= HSOUHEX M e dE22 242z 0|FHAT=S otAt OIS

glColor3f(1.0, 0.0, 0.0);

glBegin(GL_LINES);
glVertex3f(1.0, 0.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);
glVertex3f(1.0, 0.0, 0.0);

glEnd();

Of DEE #4HEY 2t &2 XHE ULt 018 =28H2=Z XMcelot)| 6t

glColor3f(1.0, 0.0, 0.0);
gIBegin(GL_LINE_LOOP);
glVertex3f(1.0, 0.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 0.0, 1.0);
glEnd();

OlHl 28 d20 THE M3 o 22X
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OlHl =

M=o

O

glBegin(GL_LINE_LOOP);
glColor3f(1.0, 0.0, 0.0);
glVertex3f(1.0, 0.0, 0.0);
glColor3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glColor3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);

glEnd();

glColor3f(1.0, 0.0, 0.0);
glLineWidth(1.0);
glBegin(GL_LINES);
glVertex3f(1.0, 0.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glEnd();
glColor3f(0.0, 1.0, 0.0);
glLineWidth(8.0);
glBegin(GL_LINES);
glVertex3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 0.0, 1.0);
glEnd();
glColor3f(0.0, 0.0, 1.0);
glLineWidth(20.0);
glBegin(GL_LINES);
glVertex3f(0.0, 0.0, 1.0);
glVertex3f(1.0, 0.0, 0.0);
glEnd();

3.3.3 Polygon 2| Attributes

_30_
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- Wl FL W W windo wrectangle WD b

glColor3f(1.0, 1.0, 0.0);

glBegin(GL_TRIANGLES);
glVertex3f(1.0, 0.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 0.0, 1.0);

/
glEnd();
2t dZ0I0 O E M2 ROHettd ot d2d HWResE ol Moz HAENMG ? HAH 2 E2F 20 A
oS R0ols ZEE AHAIAH 22X ZCl0IEIE B2 S GL_TRIANGLE 2 otHl =& M Bl EE2
MAS AUHA O M2 &24E HEE MHRH T30, GL_POLYGON2Z otAl = H B HEQ
Maoz 1 e WRE A 82 € = Al

glBegin(GL_TRIANGLES);
glColor3f(1.0, 0.0, 0.0);
glVertex3f(1.0, 0.0, 0.0);
glColor3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glColor3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);

glEnd();

F o9 i 1] W W wiendo w_rectangieWDRbUg

glBegin(GL_POLYGON);
glColor3f(1.0, 0.0, 0.0);
glVertex3f(1.0, 0.0, 0.0);
glColor3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glColor3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);

glEnd();

Al B2o| M0l 2lohA Xl

-/

CH2E Uee 2t XIEW G2 Moz 2ot AMOUH, = WEe &=
HO0IH otz YO0l UCH Shading HEE
interpolationS S0t &g RS HS2 AA0

|
= glShadeModel(GL_SMOOTH); ct= &=Z &t ot HZ5lH &

MAMEZ bilinear
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glShadeModel(GL_SMOQOTH);

glBegin(GL_POLYGON);
glColor3f(1.0, 0.0, 0.0);
glVertex3f(1.0, 0.0, 0.0);
glColor3f(0.0, 1.0, 0.0);
glVertex3f(0.0, 1.0, 0.0);
glColor3f(0.0, 0.0, 1.0);
glVertex3f(0.0, 0.0, 1.0);

glEnd();

3.4 Polyhedron Construction

2RE JHEOl CIABSS 0125101 3XY CIHAE O 4+ 2 200
MAE s HSSMS OIS0 2R HSBHME IAAH0 6K HE
e THEs IAAYS Jols DEES KA U N8N = 2 2C0H
WA= 80104 OISO CHEH FELS 20H0F B0
v[0] = {-1.0, -1.0, -1.0};
v[1] = { 1.0, -1.0, -1.0};
v[2] = { 1.0, 1.0, -1.0};
v[3] = {-1.0, 1.0, -1.0}%
v[4] = {-1.0, -1.0, 1.0};
v[5] = { 1.0, -1.0, 1.0}
v[6] = { 1.0, 1.0, 1.0};
v[7] = {10, 1.0, 1.0}
V[4
[4] -
V3] e
V[0 i__
. VB3]
V1] V2]
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A e 28 H2 E3E 440 Soide 2= A= EAZE0IH OlsS HE&ol)
Jb 2 SX0ctth ZFEHIAHT AN AME2EEI= B3EL &M= AIAH BHOHEEIM,
A BHD HIZ2ECZ Sot=E otJ| RAoHMOIIISE otk ALISHH solidet &2
= 0I2d E2E M3otA &I W20 2o =SRotH M2A46t0 <0 W
2RI ot=d, HE =8 gz 22 Z0lM= Voxel dataE AFE6HI| =0 U
OfHl AEZ&tlt. EsHAM2 WA Jfe B2 O30 201 248t = = ULh
f[0] = {1, 2, 6, 5};
fl1] = {2, 3, 7, 6};
f[l2] = {3, 0, 4, 7};
f[3] = {4, 5, 6, 7};
fl4] = {38, 2, 1, O};
f[5] = {0, 1, 5, 4};
A OlH SHME JdHAEES otk 24 22 22 HoIH 28 = AHAE
ot 20l Zoletlt.
void Draw_Rectangle(int a, int b, int ¢, int d) {
gIBegin(GL_POLYGON);
glVertex3fv(v[a]);
glVertex3fv(v[b]);
glVertex3fv(v[c]);
glVertex3fv(v[d]);
glEnd();
}
™ A IS HE S&EotsE 2DEE 0IE0t EHAE I = JUS A 20

void Draw_Cube(void) {
for (int1=0 ;1 <6 ; I++)
Draw_Rectangle( f[I][0], f[II[1], f[1I[2], f[1[3] );

=0l x|
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f[5] =

» 1],

| A f[0]

201

oD

dele

f[0], f[1], f[2]

f[0], f[1]

f[0]

f[0], f[1], f[2], 3], f[4] f[0], f[1], f[2], f[3], f[4], 5]

f[0], f[1], f[2], (3]
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dele =AME f[2], f[4], f[5], f[0], f[1], f[3] 22 HIFO 2Xk

=TS

o

I A5S SN 2 22 = U= A2 OpenGLUIA O8S 08 I ddle =Ml &S &=
Ct= AFAOICH S0l 3Xt& SHME el dA st Jtiilet XA Eel =W J=s H2EH 2l It
It g2 Us0 dele =880 2ess &2 = AU J=8d 2 s 42 €2 e S8e =
M= el HE2 =ME 2 = U0 HE0 S22 MY += UAs -0l 2260 =0
3XE SHE 2XE HH2Z SHAIH HEotedd & I SKotH DGt OF ot= 2101 JtHISt2RH

20l H2 cdl 20X = H2 2Kl ZO0t0k

& (Hidden—Surface Removal Algorithm)Ol

AMNEDIH 20l= X2 Jtbet2 $E194 He
=

=2 IS MEotes Z-H Z-HI €ael
O ACH. T2 z-HIH L1elssS HES SHME Hele REO0ICH &= glEnable(GL_Depth_Test)
£ AMEotH 2l ols HE2 =Ats Rae ZUE 2= = UL = 20X €= M= 1
A @10 20l= HE UELlE Z2UE 2 =0
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void Draw_Rectangle(int a, int b, int ¢, int d) {
gIBegin(GL_POLYGON);
glVertex3fv(v[a]);
glVertex3fv(v[b]);
glVertex3fv(v[c]);
glVertex3fv(v[d]);
glEnd();

void Draw_Cube(void) {
for (int1=0 ;1 <6 ; I++)
Draw_Rectangle( f[I1][0], f[1][1], f[11[2], f[11[3] );

void Display(void) {
glEnable(GL_Depth_Test);
Draw_Cube();
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