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0o GLUT Devices & Event-driven programming
OffA, 7|2 E, O, Z=O0|AE, HIEE, .
o C|AE20| 2|AE (Display lists)
SX2E J2fEA (Retained mode graphics) HhAl
o X|A (Picking)
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o Draw a moving square by a mouse point

C:WDocuments and SettingswAtZatwa... [2][8)K]

O Draw a solid colored square
Black, red, green, blue, magenta, cyan, yellow, white

o KeyboardFunc P ————— =]
Red by r-key
Green by g-key
Blue by b-key

o KeyboardUpFunc

Reset color Ly




o Menu (LEFT_MOUSE_BUTTON)
Color — red, green, blue
Geometry — Points, Lines, Line loop, Quads
Quit @ C:WDocuments and Setings WA AHWOL... (2 ][50
o Menu (RIGHT_MOUSE_
Exit

Color 4
Geometry »
Quit

B C:¥WDocuments and SettingsWALZAMYHL... E]@
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Kyoung Shin Park

GLuint createDL()

o Draw snowmen with vs. without DU

GLuint snowManDL,loopDL;

= o o o 1 1

360070 =AMES RS 8% HEHE snowManDL = glGenlLists(1);
£20| 2 X0|E 2 loopDL = glGenLists(1);

[F=STE ) (T lo=amesd  glNewlist(snowManDL,GL_COMPILE);
drawSnowMan();
EndList();

glNewlList(loopDL,GL_COMPILE);
for(inti = -30; i < 30; i++) {

i i i for(int j=-30; j < 30; j++) {

\ glPushMatrix();
glTranslatef(i*10.0,0,j * 10.0);
glCallList(snowManDL);
glPopMatrix();

FPS: 13.0

il | )
FPS: 2.77 }
glEndList();

return(loopDL);
}




) ) GLuint createDL()
o Draw snowmen with vs. without DL

GLuint snowManDL,loopDL;
[ =1X=1 o 7o ) ;
3671 AR S AR E 4% HEHE snowManDL = glGenLists(1);

£ 0| X}O|E EO|X| %Z loopDL = glGenlLists(1);

3| 7755998 =

o 55RO ] =k
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drawSnowMan();
EndList();

glNewList(loopDL,GL_COMPILE);
for(inti=-3;i< 3;i++) {
for(int j=-3; j < 3; j++) {
glPushMatrix();
glTranslatef(i*10.0,0,j * 10.0);
glCallList(snowManDL);
glPopMatrix();

FPS: 59.94 FPS: 59.98 ) J

glEndList();

return(loopDL);
}

glNewList(snowManDL,GL_COMPILE);

O Picking an object
Selection mode
Bounding box
Back buffer
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o OpenGL display lists tutorial
http://www.lighthouse3d.com/opengl/displaylists/
http://nehe.gamedev.net/data/lessons/lesson.asp?lesson=12

0 OPENGL picking tutorial
http://www.lighthouse3d.com/opengl/picking/
http://nehe.gamedev.net/data/lessons/lesson.asp?lesson=32




