Geometric Objects
and Transformation

OpenGL Transformation
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0 OpenGLZ 7|2XQl Hetg +dlst= et+=& XN SotCt.

o Translation. O|sH2t2 3K} 0|5 HYHIE (dx dy,
dz)E d=Cf

O Rotation: 2| HZLL axis(2| ™)t angle(Ztx)E @=L}

O Scaling: 27|22 scaling factor (2 7|H 2t gHE =Lt

0 0| 2t2to| B4 dx4 WS HWHS M50 2o
80| gct.

OpenGL Transformation

O glTranslate*(dx, dy, dz)
m 0|zt OIK} dx, dy, dz= A4
= 2Kl O|E : dz = 0.0
m glTranslatef(25.0, -10.0, 0.0);
O glRotate* (theta, vx, vy, vz)
m S|MEHZ} OIX} thetae 3| T ZF ZHE (rotation angle in
degrees)= 0~360 AtO|Q| Z+E 717
m HIE (vx, vy, v2)&= 3| TS (rotation axis)
= glRotatef(90, 0, 0, 1);
O glScale*(sx, sy, sz)
m A 7|H=} OIX} sx, sy, sz= A
m BtA} (reflection)= Q@IXHIO S
m glScalef(2.0, -3.0, 1.0);
o Suffix code (*)= f (float) EE= d (double)
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Translation in OpenGL

o glTranslatef(x, y, z)
= AHE vy 2UF 0lS
m 2Xt¥ glTranslate =
o Example:
glTranslatef(0.5, -0.2, 0.0);
glBegin(GL_TRIANGLES);
glVertex2f(0.0, 0.0);
glVertex2f(0.5, 0.0); —*
glVertex2f(0.25, 0.5);
glEnd();
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Rotation in OpenGL

Scale in OpenGL

o glRotatef(angle, x, y, z)
m Q9|9| = axis xy, )Of| CHal 2=

= 2XHR 32 z-% (0, 0, DE ARESICH

o Example:
glRotatef(90.0, 0.0, 0.0, 1.0);
glBegin(GL_TRIANGLES);
glVertex2f(0.5, 0.0);
glVertex2f(0.8, 0.0);
glVertex2f(0.65, 0.5);
glEnd();

oju
ot
>

angle 2t

o glScalef(x, y, z)
B x-EO0Z2 xUF, y-HOZ yAtF, z-£0 2 ZtE 37| & Hel
m O] [f, scale factor>10|™ 7{X|11, O<scale factor<=10|H
ZtO}X| 1, scale factor<O™ EFA(reflection)=IC}.
m 2KHQ 37 |HEe 70| 1€ Y=C

i

o Example: .
glScalef(0.25, 0.5, 1.0); — ;

glBegin(GL_TRIANGLES);
glVertex2f(0.5, 0.0); !
glVertex2f(0.8, 0.0);
glVertex2f(0.65, 0.5);
glEnd();
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Transformation Order

Transformation Order

0 OpenGLO| M 22 Wt o
=MNE HEEIC}

7|3t g

glTranslatef(0.5, 0, 0);
glRotatef(45, 0, 0, 1);
drawTriangle();
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M=T*R
p'=Mp

glRotatef(45, 0, 0, 1);
glTranslatef(0.5, 0, 0);
drawTriangle();
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M=R*T
p'=Mp

glColor3f(1.0, 0.0, 1.0);
glutWireCube(1);

glPushMatrix();
glRotatef(45.0, 0.0, 0.0, 1.0);
glTranslatef(1.5, 0.0, 0.0);
glColor3f(1.0, 0.0, 0.0);
glutWireCube(1);
glPopMatrix();

glPushMatrix();
glTranslatef(1.5, 0.0, 0.0);
glRotatef(45.0, 0.0, 0.0, 1.0);
glColor3f(0.0, 1.0, 0.0);
glutWireCube(1);
glPopMatrix();




Matrix Operations

o glMatrixMode(GLenum mode)
» glMatrixModes= &3 D E MGt Sxo| o]
(model view), &Y (projection), Bl AKX (texture) W F OfE
AQRIX|E LIEY &= g==0|Ct.
o glMatrixMode(GL_PROJECTION)
n O&E= W s B W (projection matrix) AEHO]|
g0ttt £Y AHE2 3D S7H0] 7t By E seEe =

295 wne
Hoioh AEOIL.

o glMatrixMode(GL_MODEL_VIEW)
n o s WEH AAMS 7|5} HE A (geometric transformation
matrix) 2EH0| HE3tCE 3D S7H0f| EX[Q| HIX|E &M 2
Hoior AHO|CE

do
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= % modelview ZEO| IO T, RHE HSt ot (5, 0|F, 2,
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Matrix Operations

o glLoadldentity()
m DIX|O| HHZ 4x4 QM A (identity matrix) 2 A ™3ICE &
oAxfel WHE X7 Bt
o glLoadMatrix{d/f}(const GLdouble/GLfloat *M)
= SIXf SO Qojo| HMEtHH 16749| 4t MS CHUDHC.
m 0| I, MQ| element= &-F 4! (column-major) =MZ X| ™3| OF
otCt

m; ms Mg My3||Vq

m; 1m; My Mys [|Vy

Matrix Operations

glMatrixMode(GL_MODELVIEW);

GLfloat M[16];

GLint k;

for (k=0; k<16; k++)
elements[k] = float(k);

glLoadMatrixf(M);

M=(00 40 8.0 120
1.0 50 9.0 13.0
20 6.0 10.0 14.0
30 70 11.0 15.0

Matrix Operations

a

glMultMatrix{d/f}(const GLdouble/GLfloat *M)

= DX o] AHO| MZ SotCt

= O] [, M2 16742] Z+S 7FX| T 941, 2t elements B-F4
(column-major) =AM Z X|™H3|0F LY.

= RO W2 gIMultMatrixOf| A X| st SHEHO|| 2|8l postmultipy
&l = gLO] "y c

/I ENE S0 27| 9l E2ZEE GL MODELVIEW=Z 27

glMatrixMode(GL_MODELVIEW);

glLoadIdentity(); //HEE X7\

gIMultMatrixf(M2); // M2l ZEHZ F%

gIMultMatrixf(M1); // M1HEZ 3t
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Matrix Operations

a

glGetFloatv(GL_MODELVIEW_MATRIX, M)
= BiTjo| Bt HHS MO Z E{FC}

GLfloat M[16];
glGetFloatv(GL_MODELVIEW, M);

Matrix Operations

C<1
CeCT
C&<CS
C<CR
ceM

OO 0O 0O

glLoadldentity();
glTranslatef(dx, dy, dz);
glScalef(sx, sy, sz);
glRotatef(angle, ax, ay, az);
glLoadMatrixf(ptr_to_matrix);

o glPushMatrix() & glPopMatrix()
m W AEHQ|| glPushMatrix()= $Xf AEHE MESHD
= glPopMatrix()= AE1O| BH {0f MFE HEfZE SRA[ZICH

glMatrixMode(GL_MODELVIEW);

glLoadIdentity();
glTranslatef(2.0, 1.0, 0.0);
glRotatef(60, 1.0, 0.0, 0.0);
glTranslatef(-2.0, 1.0, 0.0);

/1 C=1
/1 C=T(p)
// C=CR(q) = T(p) R(a)
/1 C=CT(-p) = T(p) R(@) T(-

drawObject();

P)

Hierarchical Transformations

O

O

a

ﬁl*x* 3} (hierarchical transformation)2 ot HzHS C}
Ho| AN 7= WO 2 M2SIH EICt
A HH0E @ Axlo| BB 12 A

H3to 2 AFREICt

2702 Xt=X} HtR|(wheel) 7} A}&X
ASH geto| o & EXHH:

= Apply body transformation

= Draw body

= Save state
Apply front wheel transformation
Draw wheel

Restore saved state
Apply rear wheel transformation
Draw wheel
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b XtA| (body)f| &EiX 2l

Hierarchical Transformations

0 3, 0| AHSAZ SH0| 5B, AHEKHe] X0l A
ATHE Q! 9|0 Sl BRI = JHE oA 2R 20|
SxojA Ze ¢ 4 ULk
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Example: Car

glLoadldentity();
glColor3f(0.0, 0.0, 1.0);

glTranslatef(carpos[0], carpos[1], carpos[2]);

drawBody();

glColor3f(1.0, 1.0, 0.0);
glPushMatrix();
glTranslatef(-0.2, 0.0, 0.0);
glRotatef(angle, O, 0, 1);
drawWheel();
glPopMatrix();

glColor3f(1.0, 0.0, 0.0);

glPushMatrix();
glTranslatef(0.2, 0.0, 0.0);
glRotatef(angle, O, 0, 1);
drawWheel();

glPopMatrix();

Transformation Hierarchy

o AZ=X |zt (hierarchical transformations)2 &
H3lo| E| (tree) T2 EHTHICT

o 3%HY 2B E CIXIQIBE7| Ish ZH £ (rigid body
parts) O 2 OFSO{ Rl A XX B3l 1XZ AFRSHC}.

o 2|1, ECt S sk 3X}2 ZHEIH CIX2IE QA=
Ct=o| AEH HetZ HHES| 40 ALES|{OF otrt

o Ol AE2 AHIAZIZ (scene graph)SL 7| X2}

SSILE ey

|head | |upper|. arrn| |L.|p|:|err. arrn|
|
|bwer!. am | |lDwerr. am |
[ |
[I- hand| f-hand |

Example: Robot

Display()

{
glPushMatrix();
glRotatef (theta, 0.0, 1.0, 0.0);
Base();

glTranslatef (0.0, h1, 0.0);
glRotatef(phi, 0.0, 0.0, 1.0);
DrawLowerArm ();

glTranslatef (0.0, h2, 0.0);
glRotatef (psi, 0.0, 0.0, 1.0);
DrawUpperArm();

glPopMatrix();
}

LowerArm

UpperArm

Example: Solar

// global variables

float g_ElpasedTime;

double g_CurrentTime, g_PreviousTime;
float g_SunRadius = 5.0f;

float g_EarthRadius = 1.0f;

float g_MoonRadius = 0.5f;

float g_EarthDistanceFromSun = -12.0f;
float g_MoonDistanceFromEarth = -2.0f;

void update()
{
g_CurrentTime = timeGetTime();
g_ElpasedTime = (float)((g_CurrentTime - g_PreviousTime) * 0.001);
g_PreviousTime = g_CurrentTime;
glutPostRedisplay();




Example: Solar

Example: Solar

void display (void)
{

static float SunSpin = 0.0f;

static float EarthSpin = 0.0f;

static float EarthOrbit = 0.0f;

static float MoonSpin = 0.0f;

static float MoonOrbit = 0.0f;

if( g_OrbitOn == true )

{
SunSpin -= g_Speed * (g_ElpasedTime * 10.0f);
EarthSpin -= g_Speed * (g_ElpasedTime * 100.0f);
EarthOrbit -= g_Speed * (g_ElpasedTime * 20.0f);
MoonSpin -= g_Speed * (g_ElpasedTime * 50.0f);
MoonOrbit -= g_Speed * (g_ElpasedTime * 200.0f);

// The Sun (spins by rotating it about y-axis)

glPushMatrix();
glRotatef( SunSpin, 0.0f, 1.0f, 0.0f ); // spin on its own axis.
glColor3f( 1.0f, 1.0f, 0.0f );
glutWireSphere( g_SunRadius, 20, 20 );

glPopMatrix();

// The Earth spins on its own axis and orbit the Sun.
glPushMatrix();
glRotatef( EarthOrbit, 0.0f, 1.0f, 0.0f );
glTranslatef( 0.0f, 0.0f, g_EarthDistanceFromSun );
glRotatef( EarthSpin, 0.0f, 1.0f, 0.0f );
glColor3f( 0.0f, 1.0f, 0.0f );
glutWireSphere( g_EarthRadius, 10, 10 );
glPopMatrix();

Example: Solar

Example: Solar Using Matrix & Vector
Class

// The Moon spins on its own axis and orbit the Earth.
glPushMatrix();

glRotatef( EarthOrbit, 0.0f, 1.0f, 0.0f );

glTranslatef( 0.0f, 0.0f, g_EarthDistanceFromSun );

glRotatef( MoonOrbit, 0.0f, 1.0f, 0.0f );
glTranslatef( 0.0f, 0.0f, g_MoonDistanceFromEarth );
glRotatef( MoonSpin, 0.0f, 1.0f, 0.0f );

glColor3f( 1.0f, 1.0f, 1.0f );
glutWireSphere( g_MoonRadius, 8, 8 );
glPopMatrix();

glutSwapBuffers();

#include "matrix4x4.h"
#include "vector3.h”

void display (void)
{

// The Sun (spins by rotating it about y-axis)
matrix4x4 mSunSpinRotation;

matrix4x4 mSunMatrix;

mSunSpinRotation.rotate( SunSpin, 'y");

mSunMatrix = mSunSpinRotation; // spin it on its axis.

glPushMatrix();
glMultMatrixf( mSunMatrix.m );
glColor4f( 1.0f, 1.0f, 0.0f, 1.0f );
glutWireSphere( g_SunRadius, 20, 20 );
glPopMatrix();




Example: Solar Using Matrix & Vector
Class

Example: Solar Using Matrix & Vector
Class

// The Earth spins on its own axis and orbit the Sun.
matrix4x4 mEarthTranslationToOrbit;

matrix4x4 mEarthSpinRotation;

matrix4x4 mEarthOrbitRotation;

matrix4x4 mEarthMatrix;

mEarthSpinRotation.rotate( EarthSpin, 'y" );

mEarthTranslationToOrbit.translate(vector3(0.0f, 0.0f,
g_EarthDistanceFromSun));

mEarthOrbitRotation.rotate( EarthOrbit, 'y");
mEarthMatrix = mEarthOrbitRotation *
mEarthTranslationToOrbit *
mEarthSpinRotation;
glPushMatrix();
glMultMatrixf( mEarthMatrix.m );
glColor4f( 0.0f, 1.0f, 0.0f, 1.0f );
glutWireSphere( g_EarthRadius, 10, 10 );
glPopMatrix();

// The Moon spins on its own axis and orbit the Earth
matrix4x4 mMoonTranslationToOrbit;
matrix4x4 mMoonSpinRotation;
matrix4x4 mMoonOrbitRotation;
matrix4x4 mMoonMatrix;
mMoonSpinRotation.rotate( MoonSpin, 'y" );
mMoonTranslationToOrbit.translate( vector3(0.0f, 0.0f, g_MoonDistanceFromEarth) );
mMoonOrbitRotation.rotate( MoonOrbit, 'y" );
mMoonMatrix = mEarthOrbitRotation *
mEarthTranslationToOrbit *
mMoonOrbitRotation *
mMoonTranslationToOrbit *
mMoonSpinRotation;
glPushMatrix();
glMultMatrixf( mMoonMatrix.m );
glColor4f( 1.0f, 1.0f, 1.0f, 1.0f );
glutWireSphere( g_MoonRadius, 8, 8 );
glPopMatrix();
glutSwapBuffers();

3D Geometry Functions

GLUT Shapes

o GLUT shapes

o GLU quadrics

o Modeling a cube
0 3D Model Loading

O GLUTE CHYet 7|2 =g EE2Y &5 NSk o &
=0, platonic solids, simple curves, teapots &
O GLUT 2 EZ2AT= solidL} wireframeS 2 12
ULE.
= glutSolidSphere(1.5, 16, 8)
= glutWireDodecahedron()
o Of A
= glutShapes.cpp

1




GLUT Shapes

GLU Quadrics

o glutSolidCube(size)

o glutSolidSphere(radius, slices, stacks)

o glutSolidCone(baseRadius, height, slices, stacks)

o glutSolidTorus(innerRadius, outerRadius, sides, rings)
o glutSolidOctahedron()

o glutSolidDodecahedron()

o glutSolidicosahedron()

O glutSolidTeapot(size)

O QuadricsO|2t 0| & S0 x> + y? + 22 =12 Qt &2
Ctet Sd0[L #HE 2SO W= g=0|Ct.

o 7| 2HX9l GLU quadrics = sp
diskE = gtstn QUCt.

o GLU quadricsE 112|2{™ quadric object2 A5l A
GLU gt==0f g2 OF otot. d2| 2, GLUOAM =
quadricsE points, lines, EE&= polygons & {E A O
Xl Hof5t= ek ME5e ULt
quadric = gluNewQuadric();
gluQuadricDrawStyle(quadric, GLU_LINE);
gluSphere(quadric, 2.5, 32, 24);

o O A

m gluQuadrics.cpp

>

eres, cylinders, cone,

GLUT Quadrics

Modeling a Cube

o gluSphere(quadric, radius, slices, stacks)
o gluCylinder(quadric, baseRadius, topRadius, height,
slices, stacks)

o Cone using gluClinder(quadric, 0, topRadius, height,
slices, stacks)

o gluDisk(quadric, innerRadius, outerRadius, slides, rings)

o glutPartialDisk(quadric, innerRadius, outerRadius, slides,
rings, startAngle, sweepAngle)

O OpenGLO|Al HAE 2| winding =AM {vy, V3, vy, Vo33t {vy,
Vor V3, Vz}% Z2 a2 TS0y 2L, §& 9
winding &=A{ {v;, v,, v3, Vo2 CHELL

O OpenGLOAM = QELE ZtHEAE AIESHEE, counter-
clockwise encirclementZ2 S Mo S | HIZEZ S
&St HAHE (normal)E PHSO{ T

™
A




Modeling a Cube

O Vertex list?} Index list& AFE3510] cubeE 1ZIC}

GLfloat vertex[][3] = {

Modeling a Cube

(-1.0,-1.0,-1.0, { 1.0,-1.0,-1.0},
{10, 1.0,-1.0, {10, 1.0,-1.0}, 3
{(-10,-1.0, 1.0, {1.0,-1.0, 1.0},
(10,10, 1.0, {10, 1.0, 1.0}
y 7 6
GLfloat normal[][3] = {
{10, 0.0, 0.0}, //right 0
{00, 1.0, 0.0}, //top
{00, 00, 1.0}, // front
(-1.0, 0.0, 0.0}, // left 4 5
{0.0, -1.0, 0.0}, // bottom
{00, 00, -1.0}, // back (0,0, 1) front

void polygon(int n, int b, int ¢, int d)
{

glBegin(GL_POLYGON);
glNormalfv(normal[n]);
glVertex3fv(vertex[a]); 3 2
glVertex3fv(vertex[b]);
glVertex3fv(vertex[c]);

glVertex3fv(vertex[d]); 7 6
glEnd();
}
void cube() 0 1
{
polygon(0, 5, 1, 2, 6); // right
polygon(l, 6, 2, 3, 7); // top 4 5
polygon(2, 6, 7, 4, 5); // front
polygon(3, 4,7, 3, 0); // left (0,0, 1) front
polygon(4, 4, 0, 1, 5); // bottom
polygon(5, 0, 3, 2, 1); // back

Model Files

o 3% 2 35
Wavefront (.obj)
Inventor (.iv)
VRML / X3D
3D Studio (.3ds)
OpenFlight (flt)

O 3Kt AN RE2 ofafiet 42 §EE Eootd Ut

[

Geometry data — vertex positions, faces
Colors/material properties

Textures

Transformations

o OBJ fiIe% Qldt E—*lﬁE oz, 8- (vertlces) C
es H’é materlal) a9 cC

:II;—r—
19

A
IlneOIII =R
BVX)yZ
Vertex position
B VN X)yZ
Vertex normal
mVviuyv
texture coordinate
fviv2v3.
Face (list of vertex numbers)
Mtllib file. mt/
File containing material descriptions
Usemtl name
Current material to apply to geometry




