Geometric Objects
and Transformation

OpenGL Transformation
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0 OpenGL2 7|2&Ql Hets +dlst= et+=& XN Sotrt.

O 7ranslation. O| s #H2t2 3K 0|5 BHIHE (dx, dy,
dz)E E=Cf

O Rotation: 3| M HZI2 axis(2| ™M =)t angle(Ztz)E 2 =L}

O Scaling: 37|22 scaling factor (2 7|H 2 gHE =Lt

0 0] ZkZko| Bk dxd BB TS M50 2o
80| lct.

OpenGL Transformation

o glTranslate*(dx, dy, dz)
= 0|3 #Et QIX} dx, dy, dz= A=
= 2Kl O|E : dz = 0.0
m glTranslatef(25.0, -10.0, 0.0);
o glRotate* (theta, vx, vy, vz)
m M HS} QIX} thetae 2|™2EF ZtE (rotation angle in
degrees)= 0~360 ALO|Q] Z+E 717
m HIE (vx, vy, v2)& 3| TS (rotation axis)
m glRotatef(90, O, 0, 1);
O glScale*(sx, sy, sz)
m 37|} OIX} sx, sy, sz= A=
m BEAL (reflection)= QX 2
m glScalef(2.0, -3.0, 1.0);
o Suffix code (*)= f (float) EE= d (double)

A=
+2 58

Translation in OpenGL

o glTranslatef(x, y, z) v
= AHE xy 2TF 0lF
m 2Xt3 glTranslate gt QiLC}. 7‘

o Example: X
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();




Rotation in OpenGL

Scale in OpenGL

o glRotatef(angle, x, y, z)

o glScalef(x, y, 2)

= 0|9 = axis xy, )|l TS 2t = angle 2tF 2| w x-HOE xQHE, y-Z02 yitE, z-X0 2 70t2 37| 2 sl
m 2XHE B|M2 z-% (0,0, DE *f%?_“:f. , = 0| [, scale factor>10|™ #{X| 1, O<scale factor<=10|™
o Example: AHOFX| 1, scale factor<O0H HhAl(reflection)=ICt. Y
glRotatef(90.0, 0.0, 0.0, 1.0); = 2XHE 37|¥e2 20 15 g0
glBegin(GL_TRIANGLES); O Example: '
glVertex2f(0.5, 0.0); glScalef(0.25, 0.5, 1.0); — :
glVertex2f(0.8, 0.0); glBegin(GL_TRIANGLES);
glVertex2f(0.65, 0.5); ' glVertex2f(0.5, 0.0); .
glEnd(); glVertex2f(0.8, 0.0);
glVertex2f(0.65, 0.5); 1
glEnd(); 4
Transformation Order Transformation Order
O OpenGLOjAM R Hat HHZ2 N0 28 E 2| glColor3f(1.0, 0.0, 1.0);

=MZE HEEICh

glTranslatef(0.5, 0, 0);
glRotatef(45, 0, 0, 1);
drawTriangle();

M=T*R

>

glRotatef(45, 0, 0, 1);
glTranslatef(0.5, 0, 0);
drawTriangle();

D M=R*T
P = Mp

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

Matrix Operations

o glMatrixMode(GLenum mode)

. gIMatrixMode'.: %HEE# DCE MABICH 3o o B
(model view), EF (projection), EIA KX (texture) WE T OE
AQIX|E LiEt &= g==0|Ct.

o glMatrixMode(GL_PROJECTION)

n A= HWH HAS £ HE (profection matrix) AEHQ|
HEsi. S Ee 3D A2i0l Sl HHE AmHoE
B35 HHo|C}.

o glMatrixMode(GL_MODEL_VIEW)

m Q&L= A3 S TS5 HE B (geometric transformation
matrix) *E”Oﬂ K g2t} 3D 52t 2X|2f HiX|E =atXe =
ESI5l S2o|c)

do

Il

r

= 2| modelview ZEOf oHH, REAY et ot (F, 0|5, 2,
37|He ol dFS Vlotgigt AF AE0| HESHL.

o glLoadldentity()
m SIXHO| HHZ 4x4 T E (identity matrix) 2 MM SHC}
oiXfjo| dE S 7|3t otrt
0 glLoadMatrix{d/f}(const GLdouble/GLfloat *M)
= X AT Ao|o| HetAH 16712 g MES CH otC).
m 0| I, MQ| element= &-F 4! (column-major) =MZ X| ™3| OF
=g

I

[

m; ms Mg Mgz ||Vy

m; 1My My Myg ||Vy

Matrix Operations

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

o glMultMatrix{d/f}(const GLdouble/GLfloat *M)
= 2Afe| HHO| ME SotCt
= O] [}, MQ| 167}Q] 22 7}X| 11, Zt element= E-SA
(column-major) &=A1 2 X|7J 5} Of 6_H:f,
n SXjO HHL2 gIMultMatrixO| A X| ™ot 20| 2|8 postmultipy
gl & Zpo| HpmCH

/I ENE S¢d0 2e[7| s B EES GL MODELVIEW= 47
glMatrixMode(GL_MODELVIEW);
glLoadldentity();  // HEZS x7|3}
gIMultMatrixf(M2); // M2l H &S

glMultMatrixf(M1); // M1¥EZ &




Matrix Operations

a

glGetFloatv(GL_MODELVIEW_MATRIX, M)
= ool Het HES M2 S2{EL}

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

o glPushMatrix() & glPopMatrix()
m W AEHQ| glPushMatrix()= 1A MENS XEStD
= glPopMatrix()= AEHO| i 2|0 M E HEHE SRIAIZICH

Matrix Operations

oC<«l1 glLoadldentity();

oC&«CT glTranslatef(dx, dy, dz);
oC&CS glScalef(sx, sy, sz);
oC&«CR glRotatef(angle, ax, ay, az);
oC&eM glLoadMatrixf(ptr_to_matrix);

glMatrixMode(GL_MODELVIEW);

glLoadIdentity(); /) C =1
glTranslatef(2.0, 1.0, 0.0); // C=T(p)

glRotatef(60, 1.0, 0.0, 0.0); // C=CR(q) = T(p) R(q)
glTranslatef(-2.0, 1.0, 0.0); // C=CT(-p) = T(p) R(q) T(-p)
drawObject();

Hierarchical Transformations

o AZXA 3t (hierarchical transformation)& o HztS CHE
H20| ABA|7|= A2 M2ZSHH =ICEH
ASH Heto|2t of M| o Hets CHE NS0 X2l
Hoto 2 AR LY
o 2742] XtSAt Bt (wheel) 7} XS A XFA| (body)0f & CH & QI
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

O

Hierarchical Transformations

o EEoh 0 Xf%*f P SXOIA &I, XpSKe| ApA|Of A
YA X 0f %".: Hﬁl F e SA X2t 20|
SXO|A = & £ 9ICt

o o] if, & 742 Hf-z'r‘lE AtsAtel =M o #Hetof 20|
det= H*EE =0 otH, B 7} At Mz Bk
=5 ottt




Example: Car

glLoadIdentity();
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, 0, 0, 1);
drawWheel();
glPopMatrix();

glColor3f(1.0, 0.0, 0.0);

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

glPopMatrix();

Transformation Hierarchy

o AEX™ |Hzl (hierarchical transformations)2 &
H3lo| EE| (tree) + T2 BEHSHIC

0 3X3 ZHEHE S C|Atelor| 28 X F& (rigid body
parts)2 2 TSO{Tl A SN HE L5 ALttt

0 123, 2Ot SO 3% e RIS YN
Cheol AIZH #ghe MHS| 40| AL St

o Ol AES2 AHIZZ (scene graph)ol 7| 2f
S YStLt [body ]

|head | |U|:|per|. E.I111| |L.||3|:|Brr. arrn|
|
||DWEI'!. 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();
gIMultMatrixf( 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 CHYst 7|2 £y EE2Y &5 XSt o &
= 0f, platonic solids, simple curves, teapots &
o GLUT =8 EZ2 U= solidLt wireframee 2 112!
AULE.
= glutSolidSphere(1.5, 16, 8)
= glutWireDodecahedron()
o Off A
m 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 X2 + y2 + 22 = 2 2} Z2
Crefet I 40[LE #HE BHE0 W= 20|t

o 7|2X 9l GLU quadrics = spheres, cylinders, cone,
disk& Zgtstn QULCt.

O GLU quadricsE 12|2{™ quadric object2 A M35l A
GLU &=0f EAHF Of oH:f 2|4, GLUOA =
quadricsE points, lines, &E= polygons & O{EA &
Xl Hogts e+= M-It ULt
quadric = gluNewQuadric();
gluQuadricDrawStyle(quadric, GLU_LINE);
gluSphere(quadric, 2.5, 32, 24);

o O Al
® gluQuadrics.cpp

>

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 OpenGLOj|A| M 2| winding #=A] {vq, V3, Vy, Vi34t {vy,
Vo V3, Vol 2 2 CHZtE S BHEOfHiCE gL, HE e
winding &=A{ {vy, v,, V3, v} CHELCH

O OpenGLO|Al= RLELE ZIHEAE AMESHEE, counter-
clockwise encirclement2 HE S 75;0|°H° I =S
eot= gAY (normal)E THSO{ T

3
A




Modeling a Cube

o Vertex list?} Index list& AFE310] cubeE 1ZIC}

GLfloat vertex[][3] = {

Modeling a Cube

{-1.0,-1.0,-1.0, {1.0,-1.0,-1.0},
{1.0,10,-1.0, {10, 1.0,-1.0}, 3
{-1.0,-1.0, 1.0}, {1.0,-1.0, 1.0},
{1.0, 1.0, 1.0}, {-1.0, 1.0, 1.0}
|3 7 6
GLfloat normal[][3] = {
{10, 00, 0.0}, //right 0

{00, 10, 0.0, //top
{00, 00, 1.0}, //front
{-1.0, 0.0, 0.0}, // left
{00, -1.0, 0.0} // bottom
{00, 00,-1.0), // back (0,0, 1) front

void

polygon(int n, int b, int c, 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
p0|ygon(4l 41 0: 1: 5)1 // bOttom
polygon(5, 0, 3, 2, 1); // back

Model Files

o3%Y By 58
Wavefront (.obj)
Inventor (.iv)
VRML / X3D
3D Studio (.3ds)
OpenFlight (flt)

O 3Kt AN 2E2 ofeiet 22 §EE Zgotd bt

Geometry data — vertex positions, faces
Colors/material properties
Textures

Transformations

VXyz
Vertex position
vn x y z
Vertex normal
vtuv
texture coordinate
fviv2v3.
Face (list of vertex numbers)
Mtllib file. mt/
File containing material descriptions
Usemtl name
Current material to apply to geometry




