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Overview

o YHZEX| (Input device)
n =2|™ 3 ZX|(Physical input devices)
Mouse, Keyboard, Trackball
= =2|H FA|
String, Locator, Pick, Choice, Valuators, Stroke device
oy 2L
m Request mode, Sample mode, Event mode
o GLUT Devices & Event-driven programming
= OFRA, 7|2 E, Oy, ZO|AE, HISE, .
o C|AZEg 0| 2|AE (Display lists)
m SX|2E J2fE A (Retained mode graphics) HhAl
o X|A (Picking)
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Interaction
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o M3 EkE (Interaction)
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Historical Highlights

o Vannevar Bush — MEMEX

o J.CR. Licklider — Man-Computer Symbiosis
o Steve Russell — Spacewar

o Ivan Sutherland — Sketchpad

o Douglas Engelbart — NLS (oNLine System)
o Xerox PARC — GUI (Graphical User Interface)




Graphical Input
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Mouse, Keyboard

= =2|H FA|
=2|X 540| ot AFEAt =22 0to| 49| QIE{m| O] 20f 2|50
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YFK|7L SRTR IO Y2S HBoHE Y2

818 (Measure) 1t FX| EEI 74(Trlgger)§ AE = Aht
7 2 E (Request mode)
ME B E (Sample mode)
O|H#l E 2 E (Event mode)

Physical Input Devices

detector Computer
=

light pen

data tablet j stick

space ball

Physical Input Devices

=c|A LA K| (Physical input devices)
m X|A| ZHX| (Pointing devices)
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Mouse, trackball, tablet, lightpen, joystick, spaceball
m 7|EE ZX| (Keyboard devices)
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Relative Positioning Device

O G|OJE H| =2l (data tablet) Z2 EX|= BU?IXIE
X St}
O |:||.OA EglE XO|AEl ZHe ZHX|= Hglot= =2 E
2510 QA8 = of AAEIT
Rotation of cylinders in mouse
Roll of trackball
Fetot ARIXIE F5H7| o2 g
KRS THH-AE QRoR ALSE & YUS




Logical Input Devices

o 2AtE &X| (String device) - keyboard
m APEXF 20| ASCILEXFL (strings of characters)2 K&
o @ X| &X| (Locator device) — mouse, trackball
m AFEX 2O HMA EES| 2 X|(position)E M-S
o X|A &X| (Pick device) — mouse button, gun
m ALEX ZEHO| K|l AHXI(ID)E et
o MEH &X| (Choice device) — widgets, function keys,
mouse button
. AREXIZE MEEALR S (menu)T SHLHE MEHSIEF o
o H20{|0|E ZX| (Valuators) — slide bars, joystick, dial
m ANPEXF =220 o2 ¥ H(range of value)g XM=
o 2 &X| (Stroke) — mouse drag
m 2| X|=2| HYE(array of positions)= Htzt

—

X Window Input

o X Window System 2 &2 Z2I0|HEQl MY 2 H
(client-server model) EYIZE 7M.

m 2 E A A (Graphics Server)& iAE ClAED 0], 7|EE,
OFRAE 742 QI AHO[MO|C} O] MH= CIAEY 0|0 &
MH|AE 7|2EQt OIRAE 3 Y™ MH[AZE H STt

= Z2}0[QIE (Client) - OpenGL T2 1S T TiA MHE
A& %te 22H0|AEO|LC

.......... Groghics sorver Warkstation Worksiation

Input Modes
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= OpRAE "RIXIZE"E &=Lt

s 7|2 E = "ASCIl code"E &L}

Request Mode

0 712 E (Request mode) M= XX 7t E2|AH &
W7ER| X7t Z2 @O 2 Hiete[X| =L
0 2XUE S 2Pt MENQ B A LAl S8
T2 MOl HFE
m 0| 20 C Z2OMO|scanf &t=7t AIEE
HEII0AM ZXHE & WIEX] 7|2 HA
QAE{7|(triggenE +27|7HX| EtO|E1}

=0 m2 0|
xMX|siC 12|n
Ho|

Jhssiot.

Request

Trigger Measure ——
process | ; process +——— Program I
| Trigger ' Measure




Sample Mode Event Mode
o MEBE (Sample mode)o A& S2X 0l Q&S o iR AAHS o3 o Y3 X7} 9o 2t
HEICE AFR X} T2 120)M B0 S5 S BH = K| OICH A O] ER|A 2 SRS Asste
SA ZEX| 7 ghetEICH M2t E I717f ARSI N stdoz FEL
BICH. o 3 FX| 7} E2|Z(trigger)E YOI O| 8l E (event) 7}
o Of: C ZTE 10| getc M E|n, &Ko ZYX|7t JEFX| ATHXHID) 2 H =04
O|Hl E F(event queue)0f =0{7tLC}.
Sample o E4l(callback) gt=F 7 O|HIEQL HASIO| AFESHCL.
Measure
prOCGSS ProgrOm T M £ Await
rigger easure vent r——
Measure process Triggerl process | \\ cure queue -W HE e I
Event Types Programming Event-Driven Input
o Window — 2l =2 resize, expose, iconify o O|HIE-F = (Event-drive) @28 =2 12 UZ 2|}
0 Keyboard — 7| £ =Z(press)2} 7|0]| A i (release) O|HIEOf CHZ3t= B 6:. (callback function)2
=
o Mouse - OFA HES £8 Solettt. ) |
o Motion — OFRA %&9:} O O|RHIEV} S A| sl gh EFAl Bh4=(callback function)O|
Idle - O|HIE T} ¢ SEStLY.
O - [ |:| .
* O O|S S0, GLUTO|A Ot O|HIEQ| Bl St
main &= L0 A glutMouseFunc(mouse)E Sl A
X|’8etCt A2[1 mouse B4l =0 HE= CtZ 4}
ZLt.
void mouse(int button, int state, int x, int y)




GLUT Devices

GLUT Keyboard Functions

o Keyboard
= “normal” keys
= "special” keys
o Mouse
= Position
= buttons
O Joystick
o Tablet
o Dial/button box
o Spaceball

o glutKeyboardFunc(func)

m ACI ‘character’ 7|7t 22{¥ 2 [ 2%
o glutSpecialFunc(func)

m E='special’ 7|7l g2{&E I E5%
o glutKeyboardUpFunc(func)

m ACIH ‘character’ 7|7t HO{X S [f E{&
o glutSpecialUpFunc(func)

= 5= ‘special’ 7|7t MRS I =2
o glutGetModifiers()

= O|HIE HHHA| Shift, Control, Alt keysQ| #EHE &
o glutlgnoreKeyRepeat(val)

= GLUTOIA Xt& 7|2E B2 FASt2 D &

An]

=
=

GLUT Keyboard Event Callback

GLUT Special Key

o void keyboard(unsigned char key, int x, int y)
= 7|2 E QIEAJH0f Tiet M2l E X|FE.
m key CIXt= ACI character code2 X|7d
= x yRIXE 7|82 =Rl Wl 0tR22l 9K

void keyboard(unsigned char key, int x, int y)
{
switch (key): /* q-key exits the program */
{
case ‘q":
exit(0);

o GLUT E=%=7|(special key) X|78
= GLUT_KEY_{F1,F2..F12}
= GLUT_KEY_{UP,DOWN,LEFT,RIGHT} — &}&k7|
= GLUT_KEY_{PAGE_UP,PAGE_DOWN,HOME,END,INSERT}

void specialkey(int key, int x, int y)
{
switch(key) {
case GLUT_KEY_F1:
red = 1.0; green = 0.0; blue = 0.0; break;
case GLUT _KEY_F2:




GLUT Modifier Key

GLUT Mouse Functions

o CTRL, ALT, SHIFT modifier key7t E2{&=X| 20Qlst2{™
int glutGetModifiers(void)At£.
= GLUT_ACTIVE_SHIFT — SHIFT 7| (22 Caps Lock®! AtEH)
m GLUT_ACTIVE_CTRL
= GLUT_ACTIVE_ALT

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

if (key == 27) /* ESC-key exits the program */
exit(0);

else if (key =="r') {
int mod = glutGetModifier();
if (mod == GLUT_ACTIVE_CTRL)

red = 0.0;
else
red = 1.0;

}
}

o glutMouseFunc(void(*func)(int button, int state, int x, int y))
s OPRA HEO| =2{XlE W 22{H

o glutMotionFunc(void(*func)(int x, int y))
m ORRAZEHE0| Z2{7 HEfoM 22 If =22{F

o glutPassiveMotionFunc(void (*func)(int x, int y))
m ORRA HE0| Z2X|X| g2 HEfOIM S22 I 227

GLUT Mouse Event Callback

GLUT Motion Event Callback

o void mouse(int button, int state, int x, int y)
= button Q1 X}0|-= GLUT_LEFT BUTTON, GLUT_MIDDLE_BUTTON,
GLUT_RIGHT_BUTTON
m state Q10| = GLUT_DOWN (Or2A HEO| 52X E M)
GLUT_UP (0122 H-E0| [ o} S i)
= x y QXtE OFRA HEOQ| SRAL MO /RS I OFRA2 fX| (in
GLUT window coordinates)

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

{

o void motion(int x, int y)
m x yQIXt= OpRAQ| A2 2|X| (in GLUT window coordinates)

void motion(int x, int y)

{

}




GLUT Mouse Enter/Leave the Window

o void glutEntryFunc(void(*func)(int state));

O void entry(int state)
» state Q1K= GLUT_LEFT, GLUT_ENTERED

o X-windowOj M= F25| A E=R0| OrRAZE S0{10 Lz
Mol O|HIEZ YHAA|Z. Windows OSO A= OFRAE

Sixf /=20 2&!8l0F window focusZt HHH A £/ 22 0]
vt Hes| A5 E X %8

void entry(int state)
{

}

Mouse Positioning

O GLUT screen coordinate2 ™S 2% 2|Z(top-left
cornenl 2 St x+= LEZXE, y+= Of2iZ 2 2 1 pixel
Cho|2 Z}psict.

o OpenGL2 2D drawing coordinate2 {7H0| 2%
Ot2fZ (bottom-left corner)@ 2 3}, x+&= QE’E‘.,
y+& fIBLE SItot}

o M2, OfeA2 AEE y S A9 =0
(height)Ofl A{ 1}350{0F OpenGLO| stpio] 1212 13

%= QICt y = he/ghty
h

(0,0)

Drawing squares at cursor location

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

if(button==GLUT_RIGHT_BUTTON &@&: state==GLUT_DOWN)
exit(0);
if(button==GLUT_LEFT_BUTTON &@&: state==GLUT_DOWN)
drawSquare(x, y);
}

void drawSquare(int x, int y)
{
y = window_height - y; /* convert y position to screen drawing
coordinates */
glColor3ub( (char) rand()%256, (char) rand ()%256, (char)
rand()%256); glBegin(GL_POLYGON);
glVertex2f(x+size, y+size);
glVertex2f(x-size, y+size);
glVertex2f(x-size, y-size);
glVertex2f(x+size, y-size);
glEnd();

If both a mouse button and ALT key are
pressed

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

specialKey = glutGetModifiers();
if((state==GLUT_DOWN)&®&(specialKey == GLUT_ACTIVE_ALT))

{
if (button == GLUT_LEFT_BUTTON) {
red = 1.0; green = 0.0, blue = 0.0;

}

else if (button = GLUT_MIDDLE_BUTTON){
red = 0.0; green = 1.0, blue = 0.0;

}




GLUT Device Functions

Widgets

o glutjoystickFunc(func)
m ZO|AElo| MEfE Off t milliseconds EtQ|2 S =
o glutTabletMotionFunc(func)
= HE3 pucko] XA M ==
O glutTabletButtonFunc(func)
= HE3 HEO &AL HOMS I =&
o glutDialsFunc(func)
= CHO|YO| ERNls I =&
0 glutButtonBoxFunc(func)
= CHO|Y/HEEA HEO| SRIALI HOI/E I =&

o RE29 A= AAHE O ALEAL QIH I O]A
(Graphical User Interface) ¢|X|E (widgets)= N|&

o 12y C[AaZgolo YH7|sE MS5te 1T

CIE{I{| 0| A (Higher-level interface)

=c[d XL NS5t 22 7|52 M-St

o fMES o

Menus

Push Buttons

Radio buttons

Sliders

Scroll bars

Dials

a

Defining a simple menu

0 GLUTE= ZHEret H 0w (pop-up menus) 7|52 MS STt

o A OF oo 5= oot = O HEhwE &7
OpF A B =t AZCHOF Stht (O] OF2A HES =XE [
LIEHE £ Uz =),

o Z O =0 sl T5t= G4l g8 Folslof g

o Z menus Of2lf sub-menusE 2= %= QUL
id = glutCreateMenu(func); /* starts defining a new menu */
glutAddMenuEntry(label, value); /* adds an entry to the menu */
glutAddSubMenu(label, id); /* adds a submenu to the menu */

glutAttachMenu(button); /* defines mouse buttons to pop-up the menu
*/

0 Menus= H 0| Of2fie 22 ef+5 MA HE == L,
» glutSetMenu, glutRemoveMenultem, glutChangeToMenuEntry,
glutChangeToSubMenu

0 Menusz= A3 F0 of2jet 22 et+E MA HE0 attach
22 detach?} 7}=3}LCt.
» glutDetachMenu

o int glutCreateMenu(void (*func)(int value));

o void glutAddMenuEntry(char *name, int value);
= nameQlXAt= Of 70 LIEtLt= O] &
= valueQlIXt= 0w ANEZ|7F MERSH S Of BAlE0| EWX]|=
o
o void glutAttachMenu(int button);
= buttonQIX}0j|-= GLUT_LEFT_BUTTON, GLUT_MIDDLE_BUTTON,
GLUT_RIGHT_BUTTON
menu_id = glutCreateMenu(menu);
glutAddmenuEntry(“clear screen”, 1);

gluAddMenuEntry(“exit”, 2);
glutAttachMenu(GLUT_RIGHT_BUTTON);

clear screer

exit




Menu actions

= Menu callback
void menu(int id)

if(l == 1) glClear();
== 2) exit(0);

" 22t b= WA IDE ZeCh

L O = X -
» glutAddSubMenu(char *submenu_name, submenu id)&
AFE 50 sub-menus 7}

Hierarchical Menus

sub_menu = glutCreateMenu(size_menu);
glutAddMenuEntry(“Increase Size”, 2);
glutAddMenuEntry(“Decrease Size”, 3);

glutCreateMenu(top_menu);
glutAddMenuEntry(“Quit”, 1);

glutAddSubMenu(”Resize”, sub_menu);
glutAttachMenu(GLUT_RIGHT_BUTTON);

Quit

Resize —1

Increase Sizeg

Decrease Siz

D

Idle Callback

m] qutIdIeFunc(void ( func)(void))Q| EfAlst= CHE

OHIEYI §l= M &AE.
o Idle2 OfL|{OO|M SEIQ0| A&, eg. rotating square
void idle() {
/* change something */
t +=dt

glutPostRedisplay();
}

void display() {
glClear();

/* draw something that depends on t */
glutSwapBuffers();

}

O IdleQ| default &HAlsks=(callback function)= NULL.

The display callback

O C|AZ 0] A= GLUTO1|A-| L7 M2

a2 7|( window refresh)2 £ g I E47ICH

= ARVt NZ2E SRS M

= AR IfFE0| HaY o

n =27t exposeHE [

= AMEA ZE2OHO|NM CIAZF2 0|7 HH 2 I M}

o glutDisplayFunc(display)& 2= GLUT Z = 0f| A{
HtE A| =2|+= display callbackO|L}.




glutPostRedisplay

O void glutPostRedisplay() 4= /=27t M2 128X O0f
& Wt Qs ALE BAISE g Bt
tX © 2 display callback &t+E 2™ S =35t=
b= AFESHH C|AF|0|7F CHA| 12
= GLUT HelF = L{of| AX|SHA, DtCFSEALE
Qs o™X O2|7|E ghX|sho}.
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Animating a Display

o Display callback®@ts= L{O|A C|AZL0|E MZ2 I8 Of
glClear()& A3t HXY AL E clearstC}.

o L), T oMol a8 YHE= OF W&
ClaSe20[er Z2|=0f RUALE.

o atA g2 a aeA &= L2228 01& A &

o single_double_buffer.cpp &1 — rotating cube Of| X

Double Buffering

o 2709| color buffer& At
= Front Buffer — 3}HO| =&
m Back Buffer — JjZA BHEHZ o= A H O|O|X| A
o Double Buffer
= OE HEHE X273
glutInitDisplayMode(GLUT_DOUBLE| GLUT_RGB)
m display callbackO| M HIHE X|&
glClear(GL_COLOR_BUFFER BIT | ...)
m display callbackOj A OfX|2toz A2t HIHE &
glutSwapBuffers()

o

The Reshape callback

o glutReshapeFunc(reshape)= X4 O|HIE EhASH
S ESIHC}

o void reshape(int w, int h)
= Q20| 0| (width)Q} 0| (height)= Btstatc}.

[ I v i

« O] BAIBAE XHEXO2 redisplayd 2L}
O Reshape callback &= 271 HES 22 [}
SEFDZ AEYSE E7|0 2 2otk

e a T =

—= =

o




Example Reshape

void reshape(int w, int h)

{

glViewport(0, 0, w, h);
glMatrixMode(GL_PROJECTION); /* switch matrix mode */
glLoadldentity();
if (W <= h)
gluOrtho2D(-2.0, 2.0,
-2.0 * (GLfloat) h / (GLfloat) w, 2.0 * (GLfloat) h / (GLfloat) w);
else
gluOrtho2D(-2.0 * (GLfloat) w / (GLfloat) h,
2.0 * (GLfloat) w / (GLfloat) h, -2.0, 2.0);
glMatrixMode(GL_MODELVIEW); /* return to modelview mode */

Display Lists

o ddHA 28 5
SO AELL MH
Z2MAME 22l

O &7 dejEA AlA

= CIX|E ofg=1 Hety[E S CRTOiI AZEl Hostof| 7|Et=
S

o C|AE8 0] ZZ MM (Display processor) 1+ %&

m 2 A E{3}(Rasterization)= C|AZY 0] T2 M AOA O|FO{Z.

m DPU(Display processor unit)= A=l HHO| Xt
(instruction set)2 7}X|1 2. L& O| CRT01| 7| QArE
g7 9Bt A.

« AR ZE2I1UL SAE HFEOH S0 ZIIUH Y
2| AETF B[O C|AZ 0| Z2MMZ ELfX|Z, O
YHOS2 C|2Z2 0| HE22|(display memory)0f C|AE 2|0

ot (display file) EE= CIAE 20| 2|AE (display list) 2
T RHE

ZtANZ17] 2B HEAT &2
TFxE2 717 C|AZg 0|
Ex ZF a-luE.| T+

A
T T
Hol +

OpenGL Display List

O OpenGLOJ|A CIAEY O] 2|AEE E|¢%E|O|

a

a

a

ot

i
ArESHZ| 23l H’“El OpenGL HE0{o| Hgl

n x|.7< AIoHEI [[H

= 2% 589 te% Slsh M &

ClAZ20] 2| &E FH9

= glNewlList(list, mode)
list = CI2Ee2]0] 2[AEQ| AHEX} (ID)
mode = GL_COMPILE (Mt{0] 2|AEES HL{X D LfRS C|AZ
SHX| U= F X|A|), GL_COMPILE_AND_EXECUTE (ZA| C|AE|0])

m glEndList()

ClAS20] 2[AE HH

m glCallList(list)

ClA~Z20] 2|~E O] F X7
m glGenlLists(range)

OpenGL Display List

/* init gta= LYo A . %/
#define BOX 1
gINewList(BOX, GL_COMPILE);
glBegin(GL_POLYGON);
glColor3f(1.0, 0.0, 0.0);
glVertex2f(-1.0, -1.0);
glVertex2f(1.0, -1.0);
glVertex2f(1.0, 1.0);
glVertex2f(-1.0, 1.0);
glEnd();
glEndList();

/* display Bt= LHO|A] ..
glCallList(BOX);




Display List Functions

Display List

o L2584 0] 2| 2E 44

GLuint id;
void init()
{

id = glGenLists( 1 );
glNewList( id, GL_COMPILE );
/* other OpenGL routines */

glEndList();
}

o e fa2Y0| 2|l2E 2 F
void display()
{

glCallList( id );
}

o2 7iel LSO 2| AES REE &
m glCallLists(GLsizei num, GLenum type, const GLvoid * lists_ptr)

= Type2 GL_BYTE, GL_UNSIGNED_BYTE, GL_SHORT,
GL_UNSIGNED_SHORT, GL_INT, GL_UNSIGNED_INT, GL_FLOAT,
GL_2_BYTES, GL_3_BYTES, GL_4_BYTES

o ClAEY 0| 2|AE QoM CHE CIAELY 0| E|AER
2= 7ts

O C|AED 0| 2|AE MMH2 HAE(nested)stX| 28t
m O|E =0 glEndList() M0 gINewlList)7} = HWZ S2|H

GL_INVALID_OPERATIONZ}= 0f 2{(error) HA4

o glFlush(), glGet*(), gllsEnabled )M d ZA|XZ|E Q5=
gt ClAEL 0| 2[AE oo 23 =+ 8la

O C|AZY 0| 2|AE = ot M/ E|™H glDeletelists() 7t
=2 M7HX| W& HE =+ 8i3.

(m]

Display Lists and State

Display Lists and State

= 0] 2|AE Qtof| T £=2| OpenGL == 0]

a

lE N e

2 dtE> 2

= 23004

glPushAttrib(GL_ALL_ATTRIB_BITS);
glPushMatrix();

glPopMatrix();
glPopAttrib();

o ClAZ20] 2|AE Obof ARt} o WD &4 A
A

#define RED_SQUARE 1

glNewList(RED_SQUARE, GL_COMPILE);
glPushAttrib(GL_CURRENT_BIT); Stack: LIFO
glColor3f(1, 0, 0);
glRectf(-1, -1, 1, 1);
glPopAttrib();

glEndList();




Hierarchy and Display Lists

Picking

o AtsAH 2E O
= MA| (chassis) C|AZP|0| 2|AE MM
» H}F| (wheel) C|AZ 20| 2|AE MM

gINewList(CAR, GL_COMPILE);
glCallList(CHASSIS);
glTranslatef(...);
glCallList(WHEEL);
glTranslatef(...);
glCallList(WHEEL);

glEndList();

0 X|H(Picking)2 2tH &o| ot UK E ALEALTL Al
> UEE St YA
O OpenGLO| A X|H AHLLS F3SL7| 02 2.
m K| (object) MO
CIAEY 0| 2| 2E ME
712840 A5S BAISHE B A|l2EE 4
m 4K X| A (picking an object)2 9|
712945 OtRAE ZESILE? OfL|H JH77H0| 7t= AL E StLf?
o] M7t S (overlap) FHCHH?
= 28 0%

Picking Solutions

Rendering Modes

o MEfR E (Selection mode) — pickl.cpp
= 22T YN AHE =250 22 2218 IF el ofH
7|2 QA (primitive) 7} 7 M (curson 8 29| d9o =
HEHPE =X =8 HE 2| 2E(hit lisy)of 7| Z |0 20| ALEX}
D2 U0 FAE & Q8.
o ZA ErA (Bounding box) — pick2.cpp
= 7hg ZhEboh B
o 2™ HI§(Back buffer) — pick3.cpp

m color-coded objects 1t glReadPixel() At

o OpenGLQ| glRenderMode(mode)j| A MEHEZI 371X|

RE T Stitz dHE.

» G2 E (GL_ RENDER): =3 HIH0| MAFM Ol &2l (default)

= L|SHiDC (GL_FEEDBACK): BIG2lEl 7|2 QA9| 2|lAEE
=0 AHE

w MEHDC (GL_SELECT): MEH@C 2 HMEstD XS AE s}
F=E o0 A= 4 7|2 24 HF Y I E (hit record)E
LS50 F20| A= E | Y AE (name stack)O|2t1l &
I oFoj| A&

9

mjo

—

=




Selection Mode Functions

Using Selection Mode

o void glSelectBuffer(GLsizei n, GLunint *buffer)
w U YAER X, MERE GIO|E{ 7t HYE otof Ae=X| &el7ts
= (B4 OO|EE EE HiY buffere] 37[E nez2 44
o void glInitNames()
m HYUAES XTS5}
o void glPushName(GLuint name)
= nameg Y YAEHO| E= ot
0 void glPopName()
= E(top)0f A= nameS HJAEBCZHEH HU&= &
o void glLoadName(GLuint name)
= 4 QJAEHO| BIS namel 2 CiX|5t= B
O name2 x| Z A HSI7| o 88 =
NESE,

2 120] A

= YHHMo = MEH D Eof SO{7HY| RSN = oA BHAS
AH83Stn O A B0l ELEY| Mo MR EE [,
3 AMRAPZL Hol3h D2 HPe A
4 CHAl HAIROl AEmC 2 M3t
= O 20| M Ct=2| S| E(number of hits)E EHES.
5. HYAEH (name buffer)of| 3| E 8|3 E(hit records)
KA
= S|E gZE=ID2} 40| HEE &3t

—_

Selection Mode and Picking

Selection Mode
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o
=517] I8 A gluPickMatrixE AtE.
= void gluPickMatrix(GLdouble x, GLdouble y, GLdouble width,
GLdouble height, GLint viewport[4])




Using Bounding Box

o U)ol H| (the extent of an object)2 H2|.
= Ko Hel= 7—.X1IE Zotstn e FHEE0 HHE (axis-
aligned) 7%t Zt2 A2t

Bounding Box
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For example,

Ob#1=100
Ob#2=010
Ob#3=001

glReadPixels()




Dithering
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glEnable(GL_DITHER)2} glDisable(GL_DITHER)Z
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