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OpenGL & GLUT

O OpenGL

= http://www.opengl.org/

m http://www.sgi.com/software/opengl

= Windows95 0|2 OpenGL O] EE2 2 507 }US.

m ftp://ftp.microsfot.com/softlib/MSLFILES/opengl95.exe
o GLUT for Win32

= http://www.xmission.com/~nate/glut.html

m glut-3.7.6-bin.zip Lj2{&7|
o GLUT for LINUX
http://www.opengl.org/resources/libraries/glut/
http://rpmfind.net/linux/rpm2html/search.php?query=glut
glut-3.7-9.i386.rpm Lfj2{&t 7|
rom —rebuild glut-3.7-9.i1386.rom (as root)

Installing OpenGL & GLUT

Compiling OpenGL/GLUT Programs

o LibrariesE Visual C++2| C:WProgram Files#Microsoft
Visual Studio 10.0%VCWlib¥#0of A X|
= Opengl32.lib
= Glu32.lib
= Glut32lib
O Include filesZ Visual C++2| C:WProgram FilesWMicrosoft
Visual Studio 10.0WVCWincludeWGLW O AdX]
= Glh
= Glu.h
= Gluth
o Dynamically-linked librariesE& CHWWINDOWSHtsystem32
(Windows XP) of &X]
= Opengl32.dll, Glu32.dll, Glut32.dll ,

o Visual Studio 2010 VC++ AH
0D ZZNHE MZ 057
» OO A File->New->Projects
= Win32 Console Application 41EH
= IZHME 0|2 X|H
O LinkerOf| library filesg X|7d
» 00| A Project->Settings->link->Object/library modules
(Project->Properties->Linker->Input->Additional dependencies)
= opengl32.lib glu32lib glut32libgE d=Ct
0O ZZHE T Mz 257
» OO0l A Project->Add to Project-> Files
= ot Ol X8

o 2E (build) (F7)t A3 (execute) (F5)




Compiling OpenGL/GLUT Programs

A

O LINUX AF2 A= cc ATUSIAHLF makefileS 0]
o cc Aoty
m %cc -1/usr/X11R6/include program.c -o program -
L/usr/X11R6/lib —Iglut —-IGLU —IGL —IXm —IXi —IXext -IX11 —Im -
Ipthread

= %./program

ot

o MakefileE Of2fje} Z0| Bt=1, %make

CFLAGS = -I/usr/X11R6/include

LIBS = -L/usr/X11Ré/lib —Iglut —-IGLU —IGL —IXm —IXi —IXext —IX11
—Im -Ipthread

program: program.c
$(CC) ($CFLAGS) program.c —o program $(LIBS)

Windows System

o =2 AIAHE
= Microsoft Windows
= X Window systems
O = A|AEH D OpenGL A|AHIE2 = BAH
mETEESPNPNCILY
O OpenGL T2 02U S S}7| {oiA =
= AE AR AL">OM HSShs e AH A" S 7|Ete =z
Y Z2aY >3
- YER Z2IHY 2Ho|H F4HO
OpenGL A|AHIS 2AE 2 A|AHIY
= OpenGLO|M X S3dt= &= A
Z21HYS 43
= 25l= OpenGL %0 HH 2 SIEQNE H OS2 Y= AHE
Sz AIAHO 2BHOR oY 5 U HEf2 H

jn

OpenGL

o Alg|2 JEfTAAF (SGD 7 i 3XHY Dajm A
ato| = 22| AP
o 2KHY JBjT AL (z250] 72 092 X 2|8H 3K+

E A o
srhez =

0 OpenGL 1A st =223 olojo] =Xl
5oz x|MEof U
019t ALR7HS

o C/C++, Java, Fortran, Python & Cl A
OpenGL2 3}=90f0 B

= No /O library

= No specific model loading mechanism

= No hardware specific functions (but available as extensions)

O

OpenGL and Windowing Toolkits

0 OpenGL2 SHEH00 SEX
m 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

O Chd| |IERE o= T2 03 O K|

#include <GL/g|ut.h>

void display (void)

{

}

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

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

OpenGL/GLUT Programming

o void glutlnit([int *argc, char **argv)

m GLUTQ} OpenGL 2tA S &7|3} 20|= mainl| 2l+E AL E
A4 E.
o int glutCreateWindow(char *name)
m AERE o= g Q= name2 1 AL R2| 0| E0| EtO[Z HIOf|
A,
o void glutDisplayFunc(void (*func)(void))
= Ol funce @l |IE2 Yo ClAZFolst=(F, 282 12|&)
callbackets= ZOIH. =27} °"E|71Lf Che RA=R0| oo =AT
A=t EHI ClAZo[E W of g7 &

o void glutMainLoop(void)

= GLUT 2. 0| st40| 22 T2 e OHIEE J|C|2|=
AFER Q)
o a-
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OpenGL/GLUT Programming

0 JERE MR OoigtMoz Mot Z2 3 oK
#include <GL/gluth>
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; 11

OpenGL/GLUT Programming

o void glutlnitDisplayMode(unsigned int mode)

= C|AZ 0|0 HEA|EEE MA. Mode0| GLUT RGBAZ X|&H3MS
AL Mol XY RGBZ ALBES XN, 1 8o QIF~

Za1oC (GLUT INDEX)Z X| Mol 58S SHAFA|Z 4 92,
o void glClearColor(Glclampf R, Glclampf G, Glclampf B,
Glclampf A)

" YE98 He WY G| M2 NH R G B AL 0-1 40l 42
7Hd. 0,0,0, )2 xIFotE waio] EE S T3

o void glClear(Glbitfield mask)

m JERE ME A Mask0|& M2 &= HIE X|ZstCt.
OpenGLO| &t2|3t= 3pHANO| HIH(H 2 2])0| = color buffer,
depth buffer, stencil buffer, overlay buffer, S0 | XYM Z=RYE
GL_COLOR_BUFFERZ X| &3S M Za{H|mot M= Asfa,

o void glFlush(void)

s O] B4t OFE| MME|X| 82 OpenGLBEHS XE MY,
2

[




OpenGL/GLUT Program £t 0f

OpenGL/GLUT Programming

o A= Lo M2 2l= Z2 3 of 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)

{
/[ HAYUS Y/

}

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

{
/* HAYUS Y/

}
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void glBegin(GLenum mode)

void glEnd(void)
= TS T2|2{H, glBegin()t glEnd() AFOJO 1 =¥ ol 2+ HH 9|
IIEXE A™HS5I= &£ =. Mode0|| GL_POINTS, GL_LINES,
GL_POLYGON, 55 =¥9| Et2lE X|H.
o void glVertex2d(GLdouble x, GLdouble y)
w O g 2XHRC| ZtHX|E EE5t= ALE. 12| YEf=
Gldouble Q. Float HEf= glVertex2f(..)& int FE = glVertex2i(.) &
AtEg

a
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OpenGL/GLUT Programming

OpenGL/GLUT Programming

0 )R o =d2 ME Hol= == 17 o K

#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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o void glColor3d(GLdouble r, GLdouble g, GLdouble b)
= 0] g4& 10| M2 X|H. 2l4& Gldouble HEHZ, 1, g, bojl=
Z2t2F 0~19| HRIO|M X|H&. Q=7 Float YEj= glColor3f(.)&
int @Ej= glColor3i(.)& AtEgt.
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OpenGL/GLUT Programming

0 =Yool ME FHEOM} X[t =2 13 o4

#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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