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OpenGL & GLUT

o OpenGL
m http://www.opengl.org/
m http://www.sgi.com/software/opengl
m Windows95 0|2 OpenGL O] EECE S0{7 /U S.
m ftp://ftp.microsfot.com/softlib/MSLFILES/opengl95.exe
o GLUT for Win32
m http://www.xmission.com/~nate/glut.html
m glut-3.7.6-bin.zip Lij2{&7|
o GLUT for LINUX
= http://www.opengl.org/resources/libraries/glut/
= http://rpmfind.net/linux/rpm2html/search.php?query=glut
m glut-3.7-9.i386.rpm Lfj2{& 7|
m rpom —rebuild glut-3.7-9.i1386.rom (as root)

Installing OpenGL & GLUT

Compiling OpenGL/GLUT Programs

O LibrariesE Visual C++2| C:WProgram FilesWMicrosoft
Visual Studio 10.0%VCWlib¥#t0of A X|
= Opengl32.lib
= Glu32lib
m Glut32lib
o Include filesg Visual C++2| C:WProgram FilesWMicrosoft
Visual Studio 10.0WVCWincludeWGLW O AdX]
= Glh
= Gluh
= Gluth
o Dynamically-linked libraries& C:HWINDOWSWsystem32
(Windows XP) O AX|
= Opengl32.dll, Glu32.dll, Glut32.dll ,

o Visual Studio 2010 VC++ Al3H
0 T2HME MZE QST
» 07Ol A File->New->Projects
= Win32 Console Application 4 EH
m TZEHNE 0|2 X|H
o Linker0 library filesg X|78
» 0750l A Project->Settings->link->Object/library modules
(Project->Properties->Linker->Input->Additional dependencies)
= opengl32lib glu32lib glut32libgE E=Ct
0 Z2MEO It Mz 27|
» 0550 M Project->Add to Project-> Files
= ot Ol X8

o 2E (build) (F7)2} AlSH (execute) (F5)




Compiling OpenGL/GLUT Programs

A

O LINUX AFR XM= cc ZATUSEAHLE makefileg 0|8
o cc ALY
m %cc -1/usr/X11R6/include program.c -o program -
L/usr/X11R6/lib —Iglut —-IGLU —IGL —IXm —IXi —[Xext -IX11 —-Im -
Ipthread

= %./program

ot

o0 MakefileE Ofefje} Z0| Bt=11, %make

CFLAGS = -I/usr/X11R6/include
LIBS = -L/usr/X11R6/lib —Iglut —-IGLU —IGL —IXm —IXi —IXext —IX11
—Im -Ipthread
program: program.c
$(CC) ($CFLAGS) program.c —o program $(LIBS)

Windows System

O |2 AIAE
m Microsoft Windows
= X Window systems
0 =2 A|AETE OpenGL A|AHE D= B AE
Jema AAEY
0 OpenGL Z2 212 57| SHM &=
= AME A= A[LHEIOAM XSSt SiAH AL-E 7|HCe 2
e Z2agY &3
= PER Z2INY 2N FHECl
OpenGL A|AHIZ A2 A|AHIY
= OpenGLO|M X|Sdt= e+5S A
zzagjds A
= 2 St= OpenGL 20| HH 2 SIEQINE Moot A= AL
TS AlAHO| 2EHOR O[sE £+ Sl HEYZ M

OpenGL

O AlZ|2 2T AAF (SGD) 7} 7)etst 3Kk @A
20| = 2{2| API

o 2K JefEHAE 52| 42 022 XN 2|8 3K 2
S+ Foz s

0 OpenGL JjT~ s Z2afY olofo] S

JIsC 2 XFE O AS

C/C++, Java, Fortran, Python & Ll AHO{Q} AFR Vs

OpenGL2 StEQ[0{0f S EH Y

= No /O library

= No specific model loading mechanism

= No hardware specific functions (but available as extensions)

O O

OpenGL and Windowing Toolkits

0 OpenGLZ SHEQ|O{0f SEH
= Problems displaying OpenGL scenes in a specific windowing
environment

m Different platforms have different ways to integrate OpenGL with
their windowing environment

X Window System (GLX)
Apple (AGL)

Windows (WGL)

IBM OS/2 (PGL)




OpenGL/GLUT Programming

OpenGL/GLUT Programming

o thed| AERE e 2073 Of K|

#include <GL/glut.h>

void display (void)

{

}

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

{
glutlnit(&argc, argv);
glutCreateWindow(argv(0]);
glutDisplayFunc(display);
glutMainLoop();
return O;

o void glutlnit([int *argc, char **argv)
m GLUTZ} OpenGL A4S x=7|2}. 210 = mainQ| 2l+& A2
HHE.
o int glutCreateWindow(char *name)
n AERE Oz g 2l name2 11 AER2| O|F0| EtO[Z HIOf|
HAl=.
o void glutDisplayFunc(void (*func)(void))

m Ol funce @2l A= UWo| CIAEH0Ist=(F, J8E d2|&)
callbackgts= ZOIE. AR 7F G2|AHLt CHE /=20 o8 =AHZ
B E=R7t ChA| CIAZEYO[E I O 7t A

o void glutMainLoop(void)
= GLUT 2x 0| g0 52 T2 1M O|HEE 7|Cl2|=
AFEf QI
o [
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OpenGL/GLUT Programming

OpenGL/GLUT Programming

0E9Es UF MeMoz Hots Z2 I3 O

#include <GL/glut.h>

void display (void)

{
glClear(GL_COLOR_BUFFER_BIT);
glFlush();

}

void init (void)

{
glClearColor(0.0, 0.0, 1.0, 1.0);

}

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

{
glutlnit(&argc, argv);
glutlnitDisplayMode(GLUT_RGBA);
glutCreateWindow(argv[0]);
glutDisplayFunc(display);
init();
glutMainLoop();
return O;
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o0 void glutlnitDisplayMode(unsigned int mode)

m C|AE2 0|9 HEAREE A7, Mode0|| GLUT_RGBAE X|HHE
dR= Mo X|§S RGBZ A8 S X|7g. 1 &Hof IEA
ZZtRE (GLUTINDEX)E X|golEH 288 SdAIZ = US.

o void glClearColor(Glclampf R, Glclampf G, Glclampf B,
Glclampf A)

= AERE TR Y o] M

7FEL (0, 0,0, )2 XN SHH
o void glClear(Glbitfield mask)

= JERE M A Mask0= M E Hdt= HEHE XYL
OpenGLO| 2t2|3t= ot eho| HI(H 2 2[)0f| = color buffer,
depth buffer, stencil buffer, overlay buffer, S0| ZAX{A =X}&t.
GL_COLOR_BUFFERE X| Mg S < ZHa|HmHD ME KAl

o void glFlush(void)
= O] gt ObA HME[X| B2 OpenGLYHS T Y.
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OpenGL/GLUT Program %4 0f

o=@ Uof M2 d2|l= =20 o x|

#include <GL/gluth>

void display (void)

{
glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_LINE_LOOP);
glVertex2d(-0.9, -0.9);
glVertex2d(0.9, -0.9);
glVertex2d(0.9, 0.9);
glVertex2d(-0.9, 0.9);
glEnd();
glFlush();

}

void init (void)

int main(int argc, char *argv[])
{
CE L= 13

}

OpenGL/GLUT Programming

a

void glBegin(GLenum mode)

void glEnd(void)

= E@S 12|2{H, glBegin()1t glEnd() ALOJO] 1 =& ol 2t FHHE 9
IIEX 2 MAYSIE 42 £ Mode0f GL_POINTS, GL_LINES,
GL_POLYGON, 55 =g EtQS X|H.

o void glVertex2d(GLdouble x, GLdouble y)

m O] gz 2K R C| ZHA[E A= AME. 22| dEf=
Gldouble Q. Float @Ef= glVertex2f(..)& int HE = glVertex2i(.) &
AtEe

a
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OpenGL/GLUT Programming

0= ol =gs o5 Eots Z=2 18 oA

#include <GL/glut.h>

void display (void)

{
glClear(GL_COLOR_BUFFER_BIT);
glColor3d(1.0, 0.0, 0.0);
glBegin(GL_POLYGON);
glVertex2d(-0.9, -0.9);
glVertex2d(0.9, -0.9);
glVertex2d(0.9, 0.9);
glVertex2d(-0.9, 0.9);
glEnd();
glFlush();
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OpenGL/GLUT Programming

o void glColor3d(GLdouble r, GLdouble g, GLdouble b)
= O] &= A2l MZ X7, 2l== Gldouble HE{Z, 1, g, b0l =
2t2+ 0~19| HQ|O|A X|&HSH Q47} Float HEj= glColor3f(.)2
int @Efj= glColor3i(.)& AtEgt.
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OpenGL/GLUT Programming

0 =Yool ME FHEOM} X[t == 13 off

#include <GL/glut.h>

void display (void)

{
glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_POLYGON);
glColor3d(1.0, 0.0, 0.0); // red
glVertex2d(-0.9, -0.9);
glColor3d(0.0, 1.0, 0.0); // green
glVertex2d(0.9, -0.9);
glColor3d(0.0, 0.0, 1.0); // blue
glVertex2d(0.9, 0.9);
glColor3d(1.0, 1.0, 0.0); // yellow
glVertex2d(-0.9, 0.9);
glEnd();
glFlush();
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