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MruxiokA epyaaia Tou oIt ApvaouTn lwdvvn
NMpoAoyog

H TrTuxiokr) auti epyacia €xel wg OKOTTIO Tnv €EOIKEIWON ME TOV TPOTIO
Aeiroupyiag TnG pnxavng ¢ OpenGL, pe ammwTePO OTOXO Tn dnuioupyia 3D
EIKOVWV-OKNVWYV. H uAoTTOiNON TWV £QAPPOYWY QUTWV YiveTal PWe TN BonBeia Tng
yAwooag TrpoypapuaTioyou C/C++ kal 1o ouvoAlo Twv BiBAIoBNkwv TG OpenGL
TTOU EVOWMPATWVOVTal oTNV YAwooa autr). ApxIK& TTapabétovral KAtrola Bacikd
oToIxeia yia NG pnxavig g OpenGL, oUTWG WOTE va Yivouv Karavonta Kail va
XpnoigotroinBolv w¢ uttépaBpo kaBe e@apuoyns. Etrera ota ke@dAaia TTou
akoAouBouv yivetal TTpooTTddela avaAuong dIa@opwy eVIOAWV oXediaong Kai
TPOTTOUG EPNPAVIONG TNG OKNVAG, dNAadA TI Kal TTwg Ba TTPpoBAAANETaI OTO TTAPAGBUPO
NG €Qapuoyng. H tTopeia Twv KEQPaAaiwy TEiVEl va gival EEENIKTIKI) HE TNV €vvola
OTI Eekivouv e atTAég uAotroinoeig TG OpenGL TTnyaivovTag o€ 110 CUVBETES Kal
evola@épouoeq. Na KaAUuTepn katavonon TpooTifevtal K&TTola atrAd TTapadeiyuara
ME TOV KWOIKA Kal €IKOVEG HME TO QTTOTEAEOPA TOuG. QG QATTOKOPUPWON TWV
TTAPABEIYUATWY KPIVETAI N TEAIKH) €QAPPOY OTO TEAEUTAIO KEPAAAIO, OTAV OTTOIQ

ouvoyicovTal dIaPopa OToIXEIO OXEDIAONG TWV TTPONYOUUEVWY KEQOAQiWV.
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MepiAnyn

H trTuxiakni epyacia eotidaletal otnv dnuioupyia 3D eikdvwv-oknvwy pe C/C++
Kal TG Paoikég BiBAIcBRkeg TG OpenGL. MNa va ptropouv va dnuioupynBouv
TETOIEG OKNVEG TTPWTA TTapouacidlovTal Bacikd oToixeia Kal kavoveg Tng OpenGL,
Ol OoTroiol IoXUouv O0¢ KAGBe ulotroinon TnNG. ApXIKA n epyacia eoTidleTal OTnV
atrodoon atmAwy dIodIACTATWY Kal TPICOIACTATWY YEWUETPIKWY oXNUatwy. Etmeita
yiveTal ava@opd OTO TIwG O TIPOYPAMMATIOTAG MTTOPEI va XeIpIoTEl didgpopa
YEYOVOTa PE KATAAANAEG eviOAEG TNG OpenGL. ‘Eva evdiagEépov KEQAAQIO gival ol
METAOYXNMATIOUOI 01 OTToIOI €ival UTTEUBUVOI yia TNV aAAayrh TNG apXIKAG KatdoTaong
TWV QVTIKEIMEVWYVY Kal TNV TTPOBOAR TNG OKNVAG, OTTou {exwpifouv n opBoypagikn
TTPORBOAN Kal N TTPOROAR hE TTPOOTITIKA. Ma va yivel TTI0 PEANIOTIKI N atTOd0O0N HIOG
oknNVvAg n Mdnxavrl ™S OpenGL, TTpoo@Epel Pia PEYAAN YKAUA EVIOAWV TTOU
xeipidovtal 1o QWTIONO. O1 o PaoikES TTEpIypd@ovTal oTo KEPAAalo 6. TEAOG OTO
KEQAAQIO 7 avaAueTal n uen (texture) TTou UTTOPEI va aATTOd0BEi O AVTIKEIMEVA
OIEUKOAUVOVTAG TTOAU TOUG TTPOYPAPUATIOTEG OTNV OXEdIAon QVTIKEIMEVWY TOU
TTPAYUATIKOU KOOUOU Kal OXI JOVO. ATTOppoIa OAWY QUTWV TwV aVaAUCEWV gival n
ulotroinon TG 3D e@appoyng TTPooEyyiong Tou nAIOKoU  OUuOTHPATOG,

OUVOUACZOVTAG OPKETA OTOIXEID TWV KEQAAQiWV TTOU TTponyrRdnkav.
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Abstract

This project focuses on the creation of 3D pictures with C/C++ languages and
the basic libraries of OpenGL. To be able to create such scenes firstly presented
basics elements and rules of OpenGL, which apply to any implementing. Initially,
the study is referred on the performance of simple two-dimensional and three-
dimensional geometric shapes. Subsequently, the programmer can handle various
events with appropriate commands of OpenGL. An interesting chapter is the
transformations that are responsible for changing the initial state of the objects and
the projection of the stage, where stand out the orthographic projection and
perspective projection. To be more realistic performance of a scene the camera'’s
OpenGL offers a wide range of commands that manipulate the lighting. The most
basic are described in Chapter 6. Finally, the Chapter 7 analyzes the texture,
which can be assigned to objects facilitating many a programmers to design
objects of the real world and beyond. The result of these analyzes is the
realization of 3D implementation approach of the solar system, combining several

elements of preceding chapters.
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MruxiokA epyaaia Tou oIt ApvaouTn lwdvvn
1 Eicaywyn

2TNV €lI00ywyr TTapaTifevial 0 OPIOPOG KAl OIAPOPEG  EYKUKAOTTAIDIKEG

TTANPOPOPIES TTOU aPopouv TRV OpenGL Kal TNV TTopEia TNG MEXPI TWPA.

1.1 MNeprypaen Tng OpenGL

H OpenGL (Open Graphics Library) eivar €va TpoTUTTO  UAOTTOINONG
BIBAIoBNkwv oxediaong 2D/3D  ypagikwy. Eptrepiéxel dnAadny éva ouUvoAo
OUVAPTACEWYV TTOU TTPETTEI va UAOTTOIEl pia BIBAIOBAKN yPA@IKWY TTPOKEINEVOU VO
gival ouppBarth e autd. Mrropei va xpnoigotroinBei ammd TTOAAEG Kal BIAQOPES
OUOKeUEG (desktop, laptop, mobile phone) kai givar cupBard pe Ta TEpIcOOTEPQ
Aeiroupyik@d cuoTtApata (Windows, Linux/Unix, Mac OS X, Android). To mrpétutro
autd Aoirdv, opifel uia  TTpoypaupaTioTik - diem@aveia APl (Application

Programming Interface) yia Tnv oxediaon ypa@IKwy.

To API opiCeTal wg pia o€Ipd CUVAPTACEWY TTOU PTTOPOUV va KaAouvTal atrd 10
TTPOYPaUUa TTEAATN Kal TTApAAANAa atmod €évav aplBud 1mou ovouddetal integer
constant (yia tmapdadeiypa, n otabepd GL_TEXTURE_2D, 1TOU QvTIOTOIXEI OTO
0ekadIko apiBuo 3553).

H OpenGL dev €ival yAwooa TTpoypaupaTioyoU Kal €101 UAOTTOIEITaI aTTO pIa
TTANBWPA YAWoOoWV TTpoypaupaTiopgou ottwg n C, C++, Java, Python, Fortran kai

AAAEG.

1.2 loTopIKa oTOIXEIO

H OpenGL avamtuxbnke amd tnv Silicon Graphics Inc. (SGI) o 1991 kai
KUKAOQOpNnoe Tov lavoudpio Tou 1992. Ta mpwTta Xpovia xpnoigotroioutav yia
epapuoyéc CAD, €IKOVIKAG TTPAyuaTIKOTNTAG, ETTIOTNHOVIKEG EQPAPHOYEG KOl
€EOMOIWTEG TTITAONG, KAl UTTOOTNPEICOTAV OTTO ETTAYYEAUATIKEG KAPTEG YPOAPIKWYV N
OTT0iEG €ixav TTOAU uywnAd k6oTog. To 1997 n OpenGL dpxioe va XpNOIUOTTOIEITE
Kal o1rd Trauxvidia pe aTmoTEAECOUA TNV KUKAOQOPIa @BNVWV KAPTWY YPAPIKWY

uttooTnPI(OuEVES aTrd Tnv OpenGL.
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1.3 OpenGL ka1 ARB Group

A6 10 1992 n avdarmtugn 1ng OpenGL yiveTal atrokA€IoTIKG aTd T0 ARB Group
(OpenGL Architecture Review Board). To ARB Group atroteAeital ammd peyaAeg
eTaipieg TTANpo@opiknG oTtwg n Apple, ATI, Dell, IBM, Intel, nVidia, Sun
Microsystems ka1 GAAeg. To ARB Group €ivail utreuBuvo yia diapopeg apuodIdTNTEG
KAl atro@AcEIC TToU TTPETTEN va TTAPEI OTTWG yia Tnv €EEAIEN Tou API, Tnv €ykpion

TWV TTPOJIAYPAPWYV TOU, TNV TTPOWONOCN Kal GAAQ.

1.4 TMNpwTteg eKOOOEIG

H OpenGL apxik& dnuioupyndnke wg Wdia avoikTh Kal ETTavaTTpoodIopIoHEVN
eVOAAaKTIKA Auon yia Iris GL 1ou rfitav atmmokA&ioTikd APl ypa@ikwy yia Toug
otabpoug gpyaciag g Silicon Graphics. Av kal n OpenGL rTav apxikd mrapdpoia
O€ KATTOIEG atToWelg ue TnVv lris GL, n éAAelwn piag €tmionung podiaypa@ng Kai ol
OoKIuEG TTou €yivav yia Tn BeATioTotroinon Tng lris GL, kaBiotoucav akatdAAnAn
TNV €upuTepn uloBétnon Tng. O Mark Segal kai o Kurt Akeley cuvéypawav tnv
OpenGL 1.0 otmou TpoOTIABNCAV Vva ETTICNPOTIOINOOUV Tn Onuioupyia €vog
xpnoipgou APl ypa@ikwy Kal TNV KAataokeun uiag Biwoiung cross platform. Mia
OnNUAvTIKN TTapdAsiypn atrd v €kdoon 1.0 Tou API Atav n uer ota avTikeiyeva. H
Iris GL €ixe oplopoug Kal dEoPEUE TA OTADIA yIa OAA Ta €idN TWV QVTIKEIUEVWY,
OUUTTEPIAQUBAVOUEVWY TWV UAIKWYV, TOU QWTIOUOU, TIG UPEG Kal Ta TTEPIBAAAOVTA
NG upng. H OpenGL atro@uyel autd Ta QVTIKEIMEVA KOl EVTACOETAl UTTEP TWV
oTadlokwyv aAAaywyv TnG Katdotaong Pe TNV 16€a OTI oI CUAAOYIKEG aAAayég Ba
MTTOpoUcav va eviaxbouv oTiG AioTeg TG 0Bdovng. AUTH €XEl TTOPAMEIVEL N
@INoco@ia pe TNV €Caipeon OT Ta avTikeipeva ueng (glBindTexture) dev eival

EeEXWPIOTO OTABIO OPICUOU TOU Bacikou uépoug Tou API.

H OpenGL £xel repdoel amd pia ocipd avaBewprioewy TTou €Xouv KaTd KUpIo
AOYO OTOoIXEIWBNG TTPOCOAKEG YIa TIG ETTEKTACEIS TOU TTuprva Tou API kai atadiakd
TNV EVOWPATWOEI 0TO KUPIo cwpa Tou APL. TMNa Tapddeiyua, otnv ékdoon OpenGL

1.1, mpooTiBeTan n emékTaon glBindTexture oTov TTuprjva Tou API.

H OpenGL 2.0 evowpuatwvel Tn onuavtiki mTpocBrkn tou OpenGL Shading
Language (kaAeite kai GLSL), pia yAwooa 6TTwg n C Pe Tnv OTT0ia N JETATPOTTN
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KOl T TPAMATO OKiaong Twv oTadiwv Tng pipeline (aywyou) pTtropei va

TTPOYPAMMATIOTEI.

O emionueg ekddoeIc TNG OpenGL TTou £XwV KUKAOQOPACEI PNEXPI CHPEPQ Eival
o:1.0,11,12,121,13,14,15, 20, 2.1, 3.0,3.1, 3.2,33,4.0,4.1, 4.2, 4.3,
44,45,

1.5 Emekrdoeig Tng OpenGL

O oxedlaouds ™G OpenGL emTPETTEI OTOUG TTPOYPAUMATIOTEG VA TTAPEXOUV
emtAéov  duvartotnTeg oto APl péow Twv emekTdoewv (extensions) oTav
edoeaviCetal katmola véa Texvoloyia. Or vEeg AUTEG ETTEKTACEIG PTTOPOUV va
€I0AYOUV VEEGC KOl OTABEPEC OUVAPTAOEIG, Kal €xouv Tn Ouvatotnta va
BeATioToTrOIROOUV 1 va €§aAciyouv TTEPIOPIOUOUG OTIC AdN  UTTAPXOUOES

ouvapTtnoeig TG OpenGL.

1.6 Kartroia emImTAéwyv oToIXEia

H OpenGL trpoo@épel Tavw atmd 500 evioAéG yia TV dnuIoupyia YPAQIKWY N
OTTOiEG ouveXWG augavovTtal. Etmiong dpa cav éva evOIAUECO OTPWHA AVAPECT
OTNV €QAPMOYA Kal OTn KAPTA YyPA@IKWY TTOU avaAdpBdAvel va QTTeEIKOVIoEl Ta
YPa®IK& oTnv 080vn, KPUBOVTAC AETITOPEPEIEG UAOTTOINONG TOU UAIKOU KOl TWV

odnywyv Tou, OTTWG QAIVETAI KAl OTO ETTOPEVO OXHHA.
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E(PO?IIOY'\ HE YNPIK& Eqm?uovr\ He VPO_CP'Ké
(naixvids, efopoiwTig KAn) (naixvid, efopoiwTig KAn)
‘Evro}.é: OpenGL ‘Ewo}.é: OpenGL
OpenGL OpenGL

0dNyoC ypapikmv
Windows

¥
&7

Ixfipa 1: H OpenGL wg eVOLANESO OTPWUA

H OpenGL cival To TTpwTo gupéwg dl1adedopévo APl ypa@ikwyv Kal UTTAPXEI WG
oTepedTUTTO aTTd To 1992. AANNO £va TTaciyvwoTo API ypagikwy gival To DirectX Tng
Microsoft To otroio €ival ypaupévo atrokAEIOTIKA yia TTAaT@opues Windows Kai
Xbox/Xbox360.
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2 O1 katnyopieg BiIBAI0ONKwY TnG OpenGL

To kepdAalo autd avoeépeTal  OTIG  Katnyopieg  PBIBAIoBNKwyv  TTOU
XpnoigoTtrolouvTal TePIcoOTEPO o€ UAoTToINoElG TNG OpenGL. Me Tig BIBAI0Brikeg
QUTEG O TTPOYPAPMATIOTAG €XEl TN duvaTOTNTA VO AVOTITUEEI ATTO ATTAEG €WG KAl
QPKETA OUVOETEG EQAPUOYEG YPAPIKWY EXOVTAG OTO OUVAMIKG TOU MIa TTOAU PEYAAN

YKAPO EVTOAWYV OXEDIAONG KAl ATTEIKOVIONG.

2.1 OpenGL core library

H Baoikn BiBAI0Brikn Tng OpenGL trepIAauBavel TG BAOIKES eVTOAEC oxediaonc.
O1 evioAég TG OpenGL core library ¢ekivouv pe 10 TTpOBeua gl . ApKETEG aTTO TNG
ouvapTAOoEIG TNG dExovTal TTpokabopiouéva opiopaTa (CUPPBOAIKEG OTABEPEG) Ta
oTroia gival opiouéva otn BIBAIOBAKN Kal avTIOTOIXOUV O€ BIAPOPES TTAPAUETPOUG 1
KataoTdoeig Aeitoupyiag. Katé kavéva, ol oTaBepEG auTEG EEKIVOUV UE TO TTPOBEua
GL

2.2 OpenGL Utility Library (GLU)

H GLU atroteAeital amrd pia oeipd AEITOUPYIWV TTOU XPNOIYOTTOIOUV TN BAOCIKN
BIBAI0BAKN OpenGL vyia Tnv TTapoxr) uwnAoTepou  emirédou  oxediaong
OuvapTACEWY, Mia atrd TNG MO TTPWTOYOVEG pouTiveg TTou TTapéxel n OpenGL.
2uvnBwcg Trapéxetal padi ue 1o makéro Paong OpenGL. H GLU dev eutrepi€éxeral
oTnv evowpatwuévn €kdoon Tou TrakéTou OpenGL, OpenGL ES. H GLU
EMTTEPIEXEI OUVAPTACEIG TIOU €KTEAOUV OUVBETOUG aAyopiBuoug OTTwg yia
TTapddelyua 1oV KaBopIiopd TTIvakwy TTPOROANG Kal TO OXNMATIONO OUVBETWV
KAUTTUAWY Kal emmigaveiwv. Kabe epappoyn Tng OpenGL gutrepiéxel n PIBAIOBAKN
GLU. O1 evtoAég Tng BiIBAI0BAKNG GLU apyxiouv pe 1o TTpoBeua glu.

2.3 OpenGL Utility Toolkit (GLUT)

H OpenGL Utility Toolkit (GLUT) €ivai pia BIBAIOBAKN TTOU TTPOCQPEPEI EVTOAEG
€10000U — €EOO0OU yIO VO MTTOPEI O TTPOYPOUMATIOTAS VA AAANAETTIOPA uE ThV
epapuoyn. Ze avtiBeon pe 10 TPOTUTTIO OpenGL o1 evioAég auTtég dev gival

aveEAPTNTEG TNG TTAATPOPUAG Kal €ival ATTapAiTATEG yia Tn AEITOUPYIKOTNTA TOU
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TTpoypduuatog. H BiBAIoBrikn autr) trepIAauBavel BaoikEG eVIOAEG yia aTTEIKOVION
TTapaBupwyv oTnv 06d6vn, dnuioupyia pevou, dlaxeipion yeyovoTwy kKal GAAa. H
GLUT &¢gv eivalr katdAANAn yia tnv dnuioupyia OAOKANPWHEVWY EQAPHOYWYV EVOG
TTaIXVIBIOU, €ival 10aVIKA yIa eKTTAIOEUTIKEG Kal TTPOTUTTEG £QAPUOYEG. O1 EVTOAEG

NG GLUT &ekivouv pe 1o TTpdBepa glut.

2.4 freeglut

H freeglut eivar pia avoixtou kwdika evaAAakTiky Auon Tng OpenGL Utility
Toolkit (GLUT) BipAioBrkng. MpoopileTtal va €ival pia TTAApNG avTikataoTaon Tng
GLUT, ka1 €xer pévo Aiyeg diagopég. Or evioAég Tng GLUT kaAouvrtal Kail atrd Tn
freeglut xwpic kapia aAAayr. H freeglut egeAicoeTal ouvexwg PeATILOVOVTAG TNV
epyaAeiobnkn tng, evw n GLUT é€xel peivel oe pia otdoiun karaotaon. H freeglut

Exel ekdoBei utTd TNV Adela Tou X Consortium.
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3 Baoikég apxég Kal oToixeia Tng OpenGL

To ke@daAaio auTod gival pia eilcaywyr) 0To TPOTTO AEITOUPYIOG Kal TG QIAOCOQIag
NG pnxavng TG OpenGL TTapabEéToviag KATTOIEG PACIKEG APXEG KAl OTOIXEIA.

w¢  pnxavn
TTEPIYPAQOVTAl Ol TPOTIOI HPE TOUG OTIOIOUG O TIPOYPOUMATIOTAG MJTTOPEi va

Emonuaivetar 611 n  OpenGL Acitoupyei KATAOTAOEWV  Kal
METABAAAEI TN AEITOUPYIA TOU CUCTAPATOG YPAPIKWY, pUBUICOVTAG TIG TTAPAUETPOUG

KAl EVEPYOTTOILVTAG I OTTEVEPYOTTOIWVTOG TTPOCPEPOUEVEG DUVATOTNTEG.

3.1 Totrol dedopévwy TnG OpenGL

H OpenGL xpnoiyotroigi Toug 8IKoUG TNG TUTTOUG OVOPATOAoYiag OedOoUEVWY, TA
oTToia €ival cupBard o€ OAa Ta CUCTAPATA KAl TO PEYEBOG TWV PETARANTWY €ival
aveEdpTnTo TOU OUCTHPATOG. & uAotroifoeig TG OpenGL oe C kai C++, o1 TUTTOI
OedOPEVWV TTOU UTTAPXOUV Eival OMOIOI PUE TOUG QVTIOTOIXOUG TTOU opifovTal OTIG

YAwooeg C kal C++, aAAG Kal OTIG TTEPICOOTEPEG YAWOOEG TTpoypauuaTiopou. O

Mivakag 1 T1Tapouciadel

edeaviCovral otnv OpenGL pe TI¢ KaBopiopéveg YAwooeg C kal C++.

Nivakag 1: Tomol dgdopévwyv tng OpenGL

QVTIOTOIXIEG TTPWTOYEVWYV TUTTWV OeOOPEVWYV  TTOU

AvtioToyyog TVmOg
Tomog Tmg OpenGL TYmog dedopévmv ogoopévov ot C ko Enifgpo
C++
GLbyte Axéparog 8 bits signed char b
GLshort Axéparog 16 bits Short S
. o Extetapévoc axépatog . .
GLint/ GLsizei 32 bits int/ long i
GLfloat / GLclampf | Kwntg vmodioactoing Float f
GLdouble / Kwnrng’ vno&’acrokng fouy
GLclampd SN aK_pl[Sslocg ouble d
(64 bits)
GLubyte / AKSp(XlOg’8 bits ywpig unsigned char ub
GLboolean TPOGNLLO
GLushort AkEPIOS ,16 bits yoopis unsigned short us
TpOGNLLO
GLuint/GLenum/ | Extetopévog aképalog unsigned int / unsigned Ui
GL bitfield 32 bits yopig tpdéonpo long

OMAoi o1 tUtTOI dedopévwv NG OpenGL apyxifouv pe 1O TTPOBeua GL kai

akoAouBouvTal atrd ToV TUTTO BEQOPEVWV TWV TTAPAUETPWV.
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3.2 Mopen evroAwv Tng OpenGL

O1 evioAég-ouvapTnoelg ypagikwy TnG OpenGL BiBAIoBAKNG apxifouv e TO
TTPOBepa gl Kal 0 ANEowWE ETTOPEVOG XAPAKTAPAG EEKIVAEI JE KEQAAQIO YpAUua.
glClear(...), glBegin(...), glEnd(), glFlush ()

Opliopéveg eVIOAEG YPOPIKWY TEAEIWVOUV UE €vav aplBUo n Kal éva oUuPoAo

“n

ammo Ta D7, q “f". O apiBudg dnAwvel TO0 TTANBOS Twv opIoPdTWV TNG ouvapTNOoNng,

EVW TO oUPPOAO Tov TUTTO dedopévwy (integer kai float avrioToixa).

glColor3f(...)

BaPhuofpm W T

CipenGL Ovopo: Aplpdg TRpELETpOv
TEQOULETP D

IxAua 2: Fevikn popdn evioArg

Av o xapaktipag “i’, i “f” akoAouBeital attd TO GUPPBOAO

“y N

V" 10TE TO OpICHA €ival

Mia dounuévn PeTaBAnTh (struct). ‘Eva xapakTnpIoTIKO TTapddelyua:

struct PointXY {GLfloat x; GLfloat vy;}

Point¥X p={1.2, 3.4};

glvertex2f(p.x, p.V);
n
glVertex2fv( p )

3.3 Mopen evtoAwyv Tng GLUT

O1 evioAég TG GLUT dev €xouv KATTOIO 1DIAITEPO XAPOKTNPIOTIKO €KTOG TOU OTI

KABe evioAn &ekiva pe 1o TTpOBepa glut. M.x.

glutInit (&argc,argv);
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3.4 Zrabegpég Tng OpenGL

O1 oT1aBepég (definitions) tou €xouv opioTei otn BIPAI0BRAKN Tng OpenGL
¢ekivouv pe 10 TTPOBepa GL_ pe Ke@ahaia Kal 0TV OUVEXEIO OKOAOUBEI N A£gn
emiong ota kKe@oaAaia. O1 oTaBepéG XpNOIPOTTOIOUVTAl TTOAU Ouxvda atro TIG

OUVOPTNAOEIG WG opioparta. .X.
GL PROJECTION, GL COLOR BUFFER BIT, GL LINES KAI.

3.5 H pnxavi karaotdoswyv (state machine) tng OpenGL

H OpenGL xpnolyoTroiei pia pnxavh Kartaotaocewv (state machine) yia va
ETTIKOIVWVEI PE TIG EQapoyEC. O Opog “pnxavr) KATaoTACEWY” ava@EéPETal O€ Eva
TePIBAAAOV, TO OTTOIO, 0€ KABE XpOoVIKr OTIyun, AsiToupyei Bdon TTpokaBopICuEVWY
1I010TATWYV (attributes) 1 aAiwg peTapAnTwy KatdoTaong (state variables). H apxikni
TIMA TWV PETABANTWYV KATAOTAONG €ival TTpoKaBopiouévn, TTapOAd auTd UTTOPED va
METAPBANBEI KaTG TNV TTOPEIa TNG EKTEAEONG TOU KWAIKA ATTO TOV TTPOYPAUMOTIOTH.
EmmAéov, o1 apxIKEG TIUEGC TOUG N QUTEC TTOU TOUG avaTéBnkav TeAeuTaia,

TTOPAPEVOUV EVEPYEG.

Aedopévou 6T oI aAyopiBuol otnv OpenGL exkteAoUvTal €TTAVAANTITIKA, €ival
ONMAVTIKO O TTPOYPOAUMATIOTAG VO ApPXIKOTTOIEl TIGC JETABANTEC KATAOTAONG, OTTOTE
autd xpeladeTal, KaBWS Kal va TTapakoAouBei TIC TINEG TOUG, oUTWG WOTE va

TTOPAYEl TO €MOUPNTO ATTOTEAEOUA O€ KABE KUKAO EKTEAEONG.

Mepika TTapadeiyyara PeTaBAnTwy Kardotaong tou opifovral otnv OpenGL
gival To xpwpa kKabapiopou NG 08ovng, TO TPEXOV XPWHA OXediaong, TO TTAXOG
TWV OXEOIA(ONEVWY  YPAUMWY, Ol TIMEG TWV TIIVAKWY MPETACXNMATIOMOU Kal

TTPOROANG Kai dAAa.

2€ KAOe xpovikA oTiyun, n katdotaon Asitoupyiag tng OpenGL kaBopileTal atmd
TIG TIUEG TTOU avaBETovTal o€ £va oUVOAO TTPOKABOPICUEVWYV 1810TATWV. O1 1I810TNTEG
MTTOPOUV va diakpiBouv ae dUO0 KATNYOPIES, TIG 1810TNTEC BUO KATAOTACEWYV Kal TIG

OUVOETEC 1I010TNTEG KATAOTAONG.

O1 petaBAnTEG TNG TTPWTNG KATNyopia PTTOPOUV va TTApouv dUO0 TIBAVES TIUEG
(TRUE 4 FALSE) kai kaBopiCouv Tnv uttooTApIEn A TNV un €EEIBIKEUPEVWIV
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Aeiroupyiwv. O1 TTpokaBopiopéveg autég TIHEG atrodidovtal otnv OpenGL pe Tig
GL_TRUE 3 GL_FALSE. H evepyotroinon 1 OTTEVEPYOTTOINON AUTWYV TWV

AeiToupylwyv yivetal he TiG evioAég glEnable kai glDisable.

Mpokeigévou va eleyxBei av  pia  101I6TATA dUO  KOTAOTACEWV  gival

EVEPYOTTOINUEVN I ATTEVEPYOTTOINUEV XPNOIUOTTOIEITE N EVTOAN:
GLboolean glisEnabled(GLenum property);
n omroia emoTpéPel GL_TRUE ) GL_FALSE avrioToixa.

EkT6¢ ammd TIg peTaPANTEC OUO KATOOTACEWV UTTAPXOUV Kal Ol WETABANTEG
KATAOTAONG TTOU UTTOPOUV va TTAPOUV TTEPICCOTEPEG ATTO dUO TIYEG. ZE€ AUTH TNV
TTEPITITWON OEV PTTOPOUV Va XpnoigotroinBouv ol evioAég glEnable, glDisable kai
glisEnabled yia va avateBei 1 va emoTpagei n Ty Toug. AvtiBeta n OpenGL
XPNOIMOTIOIEI €va OUVOAO eVTOAWV avaBeong TiHwv. IMNa TI¢ JETABANTES TTOAAATTAWV
KATOOTAOEWYV, £xel KaBoploTei €va OUVOAO atrd eVTOAEG €mIOKOTINONG (query

functions) o1 oTroieg eTTIOTPEPOUY TN TIUA 1] TIG TIMES TTOU TIG XAPOKTNPICOUV €ival Ol

29[
void glGetintegerv(Glenum parameterName, GLint *parameters);
void glGetFloatv(Glenum parameterName, GLfloat *parameters);
void glGetDoublev(Glenum parameterName, GLdouble *parameters);
void glGetBooleanv(Glenum parameterName, GLboolean *parameters);

To 6piopa parameterName cival n TTapAuETPOS TTou €EETACETAI KAl TO OpPICHA
parameters TTOPATTEUTTEI OTO OEIKTN TOU TTiVAKA OTOV OTTOI0 ATTOBNKEUOVTAI OI TINEG

TTOU TTPOCdIOPICOUV TNV EKACTOTE TTAPANETPO.

3.6 ‘Eva atmrAd mrapadsiypa epapuoyng tng OpenGL

To TTapakdTw TPoypaupa gival Eva ammAd Tapddeiyua uhotroinong tng OpenGL
ME Tnv BonBeia Tng C++. O1 evioAEG TTOU ep@avifovTal UTTAPXOUV OXEDOV O€ KABE

TTpoypauua OpenGL.

#include <GL/freeglut.h>
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void display()
{
glClearColor(1,1,1,1);
glClear (GL_COLOR_BUFFER BIT) ;
glBegin (GL_LINES) ;
glColor3£(1,0,0) ;
glVertex2i (20,20) ;
glVertex2i (40,40) ;
glEnd() ;
glFlush() ;
}
int main(int argc, char** argv)
{
glutInit (&argc,argv) ;
glutInitWindowPosition (50,50) ;
glutInitWindowSize (640,480) ;
glutInitDisplayMode (GLUT_ SINGLE |GLUT_RGB) ;
glutCreateWindow ("Sample OpenGL application - Draw a line");
glMatrixMode (GL_PROJECTION) ;
gluOrtho2D(0,50,0,50) ;
glutDisplayFunc (display) ;
glutMainLoop () ;
return O;

3.6.1 AvAAuon ToOu KWJIKA TTOU TTEPIEXETAI OTN OUVAPTNON Main.

o MpwTta TpooTiBeTal n Ke@aAida Tou GLUT freeglut.h (6tmou freeglut
avTtikaBiotartal ge o GLUT, 81611 ouciacTikd gival 10 id10). KaBe TTpdypauua 1Tou
xpnoigotroiei ouvapTtAoelig TnG OpenGL, atraiteital n TPooBnRkn Twv KeEPAAidwv
gl.h kar glu.h, evw yia xprion tng GLUT, armaiteital n mpoodnkn g Ke@aAidag
glut.h 4 freeglut.h . Qotéoo, dnAwvovtag Tnv kKe@aAdida glut.h autoudTwg

dnAwvovTal Kal ol U0 TTPONYOUUEVEG.

o H glutlnit eival n ouvdpTtnon 1mou evepyoTrolei TN BIBAI0BAKN GLUT kai péow
QUTAG UTTOPOUV VA TTEPACTOUV Ol TTAPAPETPOI OTNV €QApPUOYr aTTd TN YPOUUnA

evioAwyv Tou DOS.

o Me Tnv evioAn glutinitWindowPosition kaBopiletal n 8éon oTnv otroia Ba
EM@avIoTEl TO TTAPABUPO TNG £PapPoynsg oTnv 086vn (01 CUVTETAYUEVES APOPOUV
TNV TTAVW QPICTEPT KOPUPK) TOU TTapadupou).
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o H evioAn glutlnitWindowSize kaBopilel 10 upéyebog Tou TTapPaBUPOU TNG

epapuoynig oe pixels (default=300x300).

o H evroAn glutlnitDisplayMode kaBopilel Tov TpOTTO TTOpouciacng Twv
YPOPIKWY OTTWG TO XpwHa, To buffering, Tnv amrékpuwn avTikelyévwy Kail dAAa. Ol

OIGQOoPOI TTAPAUETPOI XwpilovTal HETAEU TOUG PE TO TEAEOTH Or

Kal UTTopouV va
EXOUV €va N TTEPICOOTEPOUG. 2TO TTAPABEIYHNA XPNOIUOTIOIEITAI TO XPWHATIKO
poviédo RGB (GLUT_RGB) kai n e€@apuoyy Tng ammAAG  eviapieuong
(GLUT_SINGLE).

o Me Ttnv evioAn glutCreateWindow Onuioupyeital Kol gu@avietal TO
TTapdbupo TNG €QapuPoyng otnv oBovn (agou TTponynbouv ol eVIOAEG yia TO

MEyeBoG, Tn BEon KTA.) Kal Tou atrodidel Evav TiTAO.

o H evioAn glMatrixMode(GLUint mode) emmAéyel Tov Tivaka Trou 6Oa
TpotroTroinOei. 210 TTapdadelypa, divetal wg Opiopa n otabepd GL_PROJECTION
yla TTpooAn, n otroia kaBopilel TOv TPOTTO PE TOV OTToI0 TTPORAAAETAI N OKNVI OTO

ETTITTEdO TOU BeqTh.

o H evroAl gluOrtho2D(xMin,xMax,yMin,yMax) evnuepwvel o1  Ba
atreikovioTei N TapdAAnNAn TpoBoAr TnG oknvig oTo etritredo XY (To OTT0io, OTO
OUYKEKPIPMEVO TTOPAdEIYUA, €ival {00 PE TO TTAPABUPO TNG EQAPUOYNG). 2TO
TTEPIEXOPEVO TOU TTapaBUpou atroBnkelovTal OAQ Ta OTOIXEIO TOU OKNVIKOU TTOU
ekTeivovTal JETAEU Twv ouvTeTayuévwy X=[-50,50] kai Y=[-50,50]. To BTk Tunpa
Tou G&ova X €xel popd TTPog Ta OegId evwdy 0 dgovag Y £xel popd TTPoG Ta TTavw. Oa
TTPETTEl TTPWTA va TTponynBei n evioAl glMatrixMode(...) yia va evepyoTtroinBei

auTr).

o H evroAn glutDisplayFunc(void function()) avrkel oe pia €181k KaTnyopia
ouvaptiocwyv TG GLUT, o1 otroieg ammokalouvtal ouvapTtioelg KAjong (callback
functions). H evioA auth déxeTal wg OpIoPa TN CuvapTNOn TOu XPROTn OTToU
UTTAPXEI O KWAIKAG YIa TNV EKTEAEDT OXEdIAONG TWV YPAPIKWY. H cuvdpTnon auth
eKTEAEITAI KABE @Qopd TTOU TO oUCTNUa Bewpei OTI TO TTAPABUPO TIPETTEI VA
avavewdBei. Eival pia void cuvdptnon kai dev €xel opiopata. 210 TTAPAdEIYHA N

glutDisplayFunc divetal wg épiopa Tnv ouvdaptnon display().
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o Me Ttnv evioA glutMainLoop() evepyotroigital 0 KUKAOG diaxeipiong
yeyovotwy (event processing loop). ZTov KUKAO auTo, n €Qapuoyrn avauéver T
ATTEIPOV KAl AVTATTOKPIVETAI O€ YEYOVOTA, OTTWG VI TTAPAdEIYUA OTO TTATANA £VOG
KOUUTTIOU, 0TNV aAAayr] Tou oKnvikoU | OTNV Kivnon Tou TTovTIKIoU. H evToAf auth

avnkel otn BIBAI0BAKN GLUT 61mwg OAeg o1 evToAEG TTou apyifouv e glut.

3.6.2 AvaAuon Tou KwdIKa TG ouvaptnong display.

o O KaBopIoPOG TOU XPWHATOG TTOU XPNOIWOTIOIEITalI KABE POopd TTOU EKTEAEITAI
EVTOAN KaBapiopou TN 086vng yivetal pe Tnv evioAn glClearColor(). To xpwpua Tou
@ovTou otnv OpenGL cival pia pgeTaBAnTr KATaoTaon, n oTroia diatnpEEi TNV TIPN
TTOU TNG avaTtédnke Tnv TeAeutaia @opd. To xpwpa atrodidetal atrd Ta BApn TOU

OTO XpwHaTIKO povTéAo RGB. 210 TTapddelyua, XpNoIJOTIOIEITAI TO AEUKO XpWwHa.

o Me tnv evtoAn glClear() kaBapicovTal o1 evrapieuTég (buffers), TTou agopouv
OUYKEKPIPEVEG TTEPIOXEG MVAMNG TOUu ouoThuatog ypagikwv (frame buffer). H
punxavh ypaikwyv tnG OpenGL opilel CUYKEKPIYEVEG KATNYOPIES evTaPIEUTWY. Me
Tn otaBepd GL_COLOR_BUFFER_BIT &ivetal evToAr va KaBapIOTEi O EVTAUIEUTHG
XPwHaTIKwy TIJWV (colour buffer). H otaBepd aut TTEPIEXEN TIGC XPWHUATIKESG TIUEG

TWV pixels TTou atTeikovifovTal ) TTPOKEITAI VA ATTEIKOVICTOUV O0TnV 004vn.

o H evroAry glColor3f(float r, float g, float b) opiCel T0 Tpéxov Xpwua
oxediaong. H evtoAr) auTh €ival pia akoun JETABANTA KATtdoTaong TTou KaBopilel To
XPWHA TTOU XPENOILOTIOIEITAI YIO TN OXEQIOON YPAPIKWY. 2TNV EVTOAN TTEPVAUE WG
TTOPAMETPOUG TIG KAVOVIKOTTOINKEVEG WG TTPOG TN MOVADA TIUEG TWV CUVIOTWOWYV
TOU KOKKIVOU, TTPACIVOU KAl MUTTAE XPWHATOG. 2TO OUYKEKPIUEVO TTaPAdEIyUa

EMAEYETAI WG XPWHA OXEdIAONG TNG YPAUMNAG TO KOKKIVO.

o Me tnv evioAn glBegin(GLEnum MODE) dnAwveTtal n évapgn opiopoU evog
1 TTEPICOOTEPWYV YEWMPETPIKWY OXNUATWY. AvAAoya UeE TNV TTAPAPETPO, UTTOPEI va
TTPOOCdIOPIOTEI MIA TTOIKIAIQ OXNUATWY. 2TO0 TTapddelyud, opifovral €ubuypaupa
TuAPaTa Balovrac wg tapdauetpo Tn otaBepd GL_LINES. H evroAn glBegin
ekTEAEITOI TTAVTO O0€ ouvdUao o ue TNV evTOAn gIEnd() kai n deuTtepn opilel TN AN
TNG EMAEYMEVNG PUBUIONG TTOU agopd Tn oxediaon.
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o H evroAn glVertex2i opiCel onueia Tou diodidoTaTou Xwpou. Epdoov Exel
TTPOETTIAEYei n  KatdoTtaon oxediaong eubuypdupwy  TunUatwy OTTwG OTOo
TTapAdelyua, Ta onueia opifouv ava deuyn T €UBUYPOUPO TUARUATA. 2TO
TTapAadelyua  oxedlaletal  €va  €UBUYPOUPO  TUAMO  KOKKIVOU  XPWMOTOG  UE

ouvTeTayhéveg apxng kal TEAoug (20,20) (40,40).

o TéNOG n evioAn glIFlush() egavaykdalel tnv e€KTEAEON TwV EVIOAWV TTOU

EKKPEUOUV.

To TTAPAKATW OXNUA EPPAVICEI TNV EKTEAEDCT TOU KWAIKA.

(B Sample OpenGL application - Draw a line — O “

Ixfnpa 3: MNapdbupo tov napadeiypatog

3.7 lNewpeTpika oxAuara otnv OpenGL

H OpenGL d108étel otnv BIBANICOAKN YPOQIKWY TNG HIO  HPEYAAN YKAUQ
YEWMETPIKWY OXNUATWY TTOU UTTOPEI va UAOTTOINOEI, KOBWS €TTioNG Kal dIAPOPES
I010TNTEG yIa KABE YEWMETPIKO oxAua. Ta oxAuata autd PIropouv va gival

diodidoTaTta Kal TPIodIGoTATA.
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3.7.1 AmAd oxAuata 800 d10oTACEWV

Opiopéva TTpWTAPXIKG €idN TwWV YEWMETPIKWY OXNMATWY TTOU UTTOPOUV va
oxedlaoTouv otnv OpenGL eCapTtwvtal amdé Tnv TTapAPETPo TTou diveTal OTO
opiopa TNG evIOANG glBegin. Ta oxnuara autd avikouv OTO Aagova Twv duo
dlooTacewyv. O TTAPAKATW TTivoKag  OEiXVEl TIG TTAPAPETPOUG TTOU OEXETAI WG

opiopara n giBegin( ).

Nivakag 2: Napdapuetpor tng giBegin()

Mopauerpog Znpacia
GL POINTS 2nueia aveEdptnTa PJETAEU TOUG.
GL_LINES Zelyn KOpU@WV TToU atrodidouV ¢eXxwpIoTd
€UBUYpaAP A TUARUATA.
GL POLYGON OpIoPOG €vOG ATTAOU KUPTOU TTOAUYWVOU.
GL _TRIANGLES Tp1adeg KOpUPWV TTOU ATTOdIdOVTAl WG TPIYWVA.
GL_QUADS TeTpAdEG KOPUPWV TTOU ATTOdIdOVTAI WG TTOAUYWVA
TEOOAPWYV TTAEUPWV.
GL_LINE_STRIP OpiCovTal wg ocIpég atmd ouvdedepéva euBUYPAUUD
TMAMOTA.
GL_LINE_LOOP To id10 pe 10 GL_LINE_STRIP pe 1n diagopd o1l
TTPOOTIOETAI VA EUBUYPAPHO TUAHA PMETALU TNG
TEAEUTAIQG KAl TNG TTPWTNG KOPUPNG.
GL TRIANGLE STRIP Evwpéva Tpiywva o€ ogipd
GL_TRIANGLE FAN Evwpuéva Tpiywva o€ EAIKa
GL QUAD STRIP Evwpéva ToAUywva TEOOAPWY TTAEUPWYV O€ OEIPA.

ATIO TNV AAAN PeEPIG UTTAPXOUV OXNUATA TTOU opiovTal atro £TOIMEG OUVOPTAOEIG
OTTWG Ta opBoywvia Kal AAAa TTI0 TTEPITTAOKA OTTWG O KUKAOG TTOU opidovtal atrd

TOV TTPOYPAUMOTIOTH.

3.7.2 ZuvBeta oXAMATA TPIWV BIACTACEWV

Ekté6¢ amdé T1a diodidotata  oxAuoata n  BiBAoBAkng ¢ OpenGL
oupTtrepiAapBavel otnv oUuAAoyr TNG €VTOAEG yia Gueon oxediaon TpIodIAoTaTWY,
MO TTOAUTTAOKWYV QVTIKEINEVWY OTTWGS KUPBOUG, OQPAipES, KWVOUG, KUAIVOPOUG Kal
GMa. To kdBe oxnua pTTopei va OXedIOOTEl WG TTEPIYPOUMUA 1) WG CUPTTAYA
ETMQPAVEIQ, ETTIONG O TTPOYPANPATIOTAG UTTOPEI VO Opicel TO BIKO TOU AVTIKEIPEVO YIa
TNV ammodoon €mM@AVEIAG O€ KATTOIO OoXNua. Ta TpiodidoTaTta auTd avTiKEipeva o€
Xpelacetal va TrepikAgiovTal atrd evioAég OTTwG n glBegin ouTe va opioTouv Ol

KOPUPEC TOUG, atTAd KaAouvTal TTaipvovTag opiopaTta OXETIKA JE TO PEYEBOG, TN
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AetrTopépeia kKal GAAa. ‘Eva evOeIKTIKO TTapddelypa oxediaong hiag o@aipag gival T0

TTOPAKATW.

#include <GL/freeglut.h>

void display ()

{
//opileL 1O TPpéXOV XpOdpa oxediaong
glColor3£(0,0,1) ;

/*raBopileL TO XpoOpa KAOe @op& moU eRTeAeiTe I €VTOAL
kaOap Lopoy 00dévnc*/
glClearColor(1,1,1,0);

//RaBopileL TOV EVIAPLEUTH XPWHOAT LKAV TLPEAV
glClear (GL_COLOR BUFFER BIT) ;

/*oxedilaon ocpaLpLKOU NMAEYHATOC TO NPATO OPLOPA OVTLOTOLXEL
otqnv aktiva tng opaipag. Ta vndloina aviLotolxoUv ota slices
Kal stacks aviictoixa. H yeviK) pop¢ef Tng¢ €VIOAAG eival:

void glutWireSphere( GLdoule radius, GLint slices, GLint

stacks ); */

glutWireSphere (40,40,40) ;

/*n evtoAf auth efavayralelL TRV e€KTEAEOD
TOV €VTIOAQV MOU egRKpepouv*/
glFlush() ;

}
int main(int argc, char **argv)

{
//evepyomnoinon tng¢ PBLPALoOfrng¢ GLUT
glutInit (&argc,argv) ;

/*raBopLopd¢ Tng O6éong mou Oa sppavicTei TO map&dUpo
otnv odévn*/
glutInitWindowPosition (50,50) ;

//raOopLopdc peyéOoug TOU mapadUpou
glutInitWindowSize (640,480) ;

/*k000pLopdc JLNAOU €VIQMLEUTH €vav Yyl TnV €@ApHOYR
amAfg eviapievong xKat é€va yLa 1o KabopLopd toU
XPWHAT LKOU poviéAlou RGB */
glutInitDisplayMode (GLUT SINGLE |GLUT_RGB) ;

/*€VTIOAR] eppdviong TOUu mapadUpou HE TOV AVAYPAPOHEVO
titAo*/

glutCreateWindow ("A sphere wireframe") ;

/*emidoyfy tou GL_PROJECTION pntpdovu yLa tpomomnoinorn
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7o omoio aviiLotolxei TOoVv Tpdmo pe TOV omoio Oa mpoPaAAetal I
oknVvVH oto enimedo tou Oesaty */
glMatrixMode (GL_PROJECTION) ;

/*dLeurpLvilel 611 Oa gpappootei 1 napdAAnAn mpoPoAf

TG oknvig */
glortho (-64,64,-48,48,0,100) ;

/*H ouvaptnon déxetal WG OpLOPA TN OUVAPTNON NOU HePLEXEL
Tov KOS LKA oxediaong ypapLKOV Kol KoAeital kK&Oe @opd& mnou
anoatteital enoavoaoXedLaopd¢ Tng¢ ORnVAg */

glutDisplayFunc (display) ;

/*EvepyonoiLei tov KUKAO dLaxeipiong yeyovotwv. ZT1ov KUKAO
autd n epappoyn avapével en’ AQmELPOV KAl
avIanokpivetalL ota yeyovéta*/

glutMainLoop () ;

return O;

}

To ammoTéAeoua TNG EKTEAEONG TOU KWOIKA QAIVETAI OTO TTAPAKATW OXAMA.

| A sphere wireframe - 0O “
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Ixnuoa 4: Napabupo nou epdavilel n eKTEAECH TOU TAPATIAVW KWSLKA
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3.8 AioTteg armreikéviong

O1 AioTteg atreikOviong €ival XPACIKES VIO TNV TTEPIYPAP OUVOETWY OXNUATWYV
Kal ekTeAoUvVTal yia Tnv oxedioon autwv. Mia AioTa atrelkoviong TTEPIKAEIETAI
METagU duUo evioAwv TnG gINewlList kal TNg glIEndList. KaBe AioTa atrelkdviong €xel
TO MOVOBIKO “avayvwploTikoUu apiBuou” 1ng (list identifier). TMpokeipévou va
atmodoBouv o1 avayvwpIoTIKOi auToi aplBuoi o€ AioTeg atreikdviong, TTPETTEl va
OEOMEUTEI TO ATTAITOUPEVO €UPOG TIMWYV. H dEOPEUON QUTH YIVETAI JE TNV EVTOAN
GLuint glGenLists(GLint range);

OTTOU N TIM TOU OPICPATOG range avTIoTOIXEI 0TO TTARBOG TwV avayvVwPIoTIKWV
TTou Xpnoiyotroiouvtal. H glGenLists emmoTpé@el pia aképain TiUR TTOU QVTIOTOIXEI

OTOV TTPWTO AvVayVWPIOTIKO apiBuo.
O opiopog pia véag AioTa aTTeIKOVIONG YiveTal e Tnv evioAr gINewList:
void gINewList(GLuint listiD, GLenum listMode);

OTTOoU N TIYA Tou OpiopaTog listiD To avayvwpioTikd TTou Ba atrodobei oTn AioTa
armreikoviong. H mapduetpog listMode €xel duo mlavég TipéS. H tiul GL_COMPILE
OtTTou  dnAwveTal 0 KWOIKAG OXeEOIOOUOU TOU OUVOETOU QVTIKEIYEVOU  TTOU
TTePIyPA@eTal otn Aiota armeikdéviong kai n GL_COMPILE_AND_EXECUTE 610U
ONAWVEI Kal EKTEAEI TAUTOXPOVA TOV KWOIKA OXEDIOOUOU TTOU TTEPIEXETAI OTN AioTA

aTreIkovIoNnG.
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4 Teyovota

O 6pog yeyovog 0TOV KOOHO TNG TTANPOQOPIKI) ONUAivel TNV KaTaypagr] KATTolog
OpacTnEIOTNTAG TOU OUCTAMATOG. YTTAPXOUV YEYOVOTA TTOU a@uTrvifovtal atrd
KATTOIO OUOKEUN €10000U OTTWG £va TTANKTPOAOGYIO A éva TTOVTIKI, KABWG £TTioNg Kal
YEYOVOTA TTOU €ygipovTal aTTd TO AEITOUPYIKO OUCTNUA UTTO OPIOUEVEG OUVONKEG.
Mia kataypa®r yEYovOTOG TTEPIEXEI TNG ATTAPAITNTES TTANPOPOPIES TTOU XPEIACOVTAI
yla va gival €TapKwg TTPoodIopiopévo. OTTwg yia TTapAdelyua Pia Kataypaen)
YEYOVOTOG QTTO TO TTOVTIKI TTEPIEXEI TTANPOQYOPIES YIA TO TTANKTPO TOU TTOVTIKIOU TTOU

TMECTNKE Kal TNV TOTTo0e0ia Tou d€ikTn 0TV 086VN dTAV TTIECTNKE.

4.1 Kartnyopieg yeyovotwyv otnv OpenGL

H OpenGL &¢v fqTrav duvatov va pnv cuptrepIAGBel otnv BIBAIOBAKN TNG EVTOAEC
dlaxeipiong yeyovotwy, Omou KaBiotouv duvarr) Tnv aAAnAemdpdon xpnotn -
EQPAPHUOYAG OTNV OTToia OPEIAeTAl N PeEYAAN auénon Twv dUVATOTATWY TNG Kabwg
Kal TNG AEITOUPYIKOTATAG TNG. O1 KaTnyopieg yeyovOoTwy TTou TrepIAauBavovTal oTnv
OpenGL cival Tta yeyovota oXedlaopoU Kal €TTAvVaoXedIQOPoOU TG OKNVNAG,
yeyovota HeTABOAAG OlaoTdoewv TTapabupou, TTANKTPOAoyiou, TTOVTIKOU, TTou

a@opouV Tnv oxXediaaor, yeyovoTa XpovIoPoU, “yeyovoTa adpdveiag”.

4.1.1 FeyovoTa oXeSIOAOHOU Kl ETTAVACXESIANOMOU OKNVAG

OAeg¢ o1 ouvapTtAoelig oxedlaopoUu OKnNvAG JTTaivouve w¢g Opioua  OoTnv
ouvapTtnon glutDisplayFunc. O1 ouvaptioelg oxXedIaouoU deV ETTIOTPEPOUV TIKN KAl
Oev €xouv Opiopa. MNa Tov eTavaoXedlaoud TNG OKNVAG XPNOIMOTIOIEITAI N EVTOAN

glutPostRedisplay n otroia dgv TTaipvel opiouata Kal Ogv ETTIOTPEPEI KATI ETTIONG.
["evikiy HOP®N EVTOAAG:
void glutDisplayFunc(void display());

otrou display n cuvdptnon oxedlaopou TG OKNVAG.
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4.1.2 Feyovédg peTaffoAng diaocTdoewy TTapadupou

To yeyovog peTaBoAng diaotdoewv TTapabupou (reshape) evepyoTroigital TV
TTPWTN QOopPd TTou oxedIAleTal TO TTAPABUPO TNG £QAPPOYNG KaBWG Kal KABe @opd

TTOU PETABAGAAOVTAI OI DIOOTACEIG TOU TTAPaBUpou aTrd Tov XprRoTn.
[evikr) pop®n EVTOAAG:
void glutReshapeFunc(void reshape(int width, int height));

H ouvdptnon glutReshapeFunc &éxetal wg 6piopa yia ouvapTnon METABOANG
dl00TACEWV TTaPaBbUpoU TT.X. TNV reshape n oTroia £Xel WG OpioPATA TO TTAATOG KAl

TO UYOG TOU TTapaBuUpou TNG EQAPPOYAG.

4.1.3 Teyovora TAnKTpoAoyiou

Ta yeyovota tmAnkTpoAoyiou (keyboard events) eugavifovralr KGBe @opd TToU
méECeTal €va TTANKTPO TOu TTANKTpoAoyiou. Ta TARKTpa Odlaxwpiovral oe dUO
KATNYOPIES, Ta TTANKTPA XAPaKTApwV Kal Ta €10IK& TTANKTpa (Function keys, Page
Up, Page Down, Insert KATT.), avTioToixa opifovtal Kai dUO KATNYOPIiES YEYOVOTWYV

TTANKTPOAOYiou.
evIKr) HOP®F EVTOANG TTARKTPWYV XOPAKTAPWV:
void glutKeyboardFunc(void keyboard(unsigned char key, int x, int y));

OtTTou 1O Opicpa key (TUTTOU unsigned char) TTePIEXEl TOV XOPAKTAPQ TTOU
QVTIOTOIXEI OTO TTANKTPO TTOU TTIECTNKE KaI Ta opiouata X, y mpoadiopifouv Tn B€on
oTnV €mM@Aaveia oxediaong, 61rou BPIoKOTAV 0 OEIKTNG TOU TTOVTIKIOU, OTAV TTIECTNKE

TO TTAAKTPO.

["evikiy HOP®N EVTOAAG €I0IKWV TTARKTPWV:
void glutSpecialFunc(void specialKey(int key, int X, int y));

IoXUouv Ta idla PE TNV TTOPATTAVW ouvdptnon omfAd oT1o key avri yia 10

XOPAKTAPA AVTIOTOIXEI KATTOI0G aKEPAIOG aplBudG yia KABE €18IKO XapaKTAPA.
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4.1.4 TeyovOoTa TTOVTIKIOU

Ta yeyovoTa 1TovTikoU (mouse events) eyeipovtal KaTé Tn XpAon TOU TTOVTIKIOU.
2TNV KaTnyopia auTh avikel n evepyn Kivnon Tou Ociktn (Kivnon Ttou O&ikTn TOu
TTOVTIKIOU pE €va aTTd TA TTANKTPA TOU TTIECPEVO), N TTABNTIKA Kivnon (Kivnon Tou
O€iKTN TOU TTOVTIKIOU XWPIG TTIECPEVO TTANKTPO) KAl N TTiECN TWV TTANKTPWY TOU

TTOVTIKIOU.
["evIKy HOP®N EVTOAAG TTIEONG TWV TTAAKTPWY TOU TTOVTIKIOU:
void glutMouseFunc(void mouseClicked(int button, int state, int X, int y));

Otou n TP TOou opiouatog button TToOU E€TMIOTPEPETAI ATTO TO AEITOUPYIKO
ouoTnua egapTaTal atrd TO KOUMTTI TOU TTOVTIKIOU TTOU TTIECTNKE. To apIoTePO, TO
Meoaio kal  TO Oe€i  avmioToixoUv  OTIC  oTaBegpéc  GL_LEFT _BUTTON,
GL_MIDDLE_BUTTON «kai GL_RIGHT_BUTTON. H Ty ToU opicpaTtog state
eCapTaTal ATTO TO AV TO KOUMTIi TOU TIOVTIKIOU TTIECTNKE Il ATTEAEUBEPWONKE
GLUT_DOWN 1 GLUT_UP. Evw Ta opiopata X, y ekgpdlouv Tn B€on Tou O€&iKTn

TOU TTOVTIKIOU OTAV TTIEOTNKE TO KOUMTTI.

["eviKy HOP®N EVTOAAG EVEPYAG UETAKIVNONG TOU OEIKTN TOU TTOVTIKIOU:
void glutMotionFunc(void activeMouseMotion( int X, inty ));

Ta opiopaTta X, y opiCouv TIGC CUVTETAYUEVEG TOU OnUEIOU OTTOU CUPETAl O

O¢€iKTNG.
["evikiy HOP®N EVTOAAG EVEPYAG UETAKIVNONG TOU BEIKTN TOU TTOVTIKIOU:
void glutPassiveMotionFunc(void passiveMouseMotion( int X, inty ));

Ta opiopaTta X, y opiouv TIGC CUVTETAYUEVEG TOU OnuUEiou OTTOU CUPETAl O

O¢€iKTNG.

4.1.5 leyovoTa oxediaong

Ta yeyovota oxediaong epgavidovral KGO @opd TTou TO CUCTAPA OIATTIOTWVEI
Ot armraiteital oxediaon R €mavaoXedlaOPOG TNG OKNVAG. TETola yeyovota
oxediaong aguTrviovtal:
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I.  Otav PETAKIVEITAI TO TTAPABUPO TNG EQAPUOYNS TNV 086VN
ii.  OTAvV ETTAVAPEPETAI TO TTAPABUPO COTO TTPOCKN VIO (restore)
iii.  OTav O TTPOYPANMPATIOTHS dWOEl EVIOAR ETTAVACXEDIATHOU TNG OKNVAG

[evikr) pop®n EVTOAAG:
void glutldleFunc(void idle);

H evioA Oéxetal wg Opiopa 1 ouvaptnon idle tou eival dnAwpévn wg
“callback”. H ouvdpTtnon autr} dev €xel opiopaTta Kal eKTEAEITaI 0€ KABE KUKAO TNG

CPU o1av dev utTdpxouV yeyovoTa TTPOG ETTECEPYATIal.

4.1.6 TeyovoTa Xpoviouou

2TNV KATnyopia QuTH AVAKOUV YEYovOTda TTOU €P@AVICOVTQl O OUYKEKPIMEVN
XPOVIKA OTIYUN. H eKTEAEON KATTOIOU KWOIKA EVEPYOTTOIEI TA YEYOVOTA QUTA KATTOIO
XPovikf) oTiyur. OuoIaoTIKd, Ta yEyovoTa XPOVIOWOU AEITOUPYOUV WG METPNTEG

(timers) yia Tov TTpoypappaTioud epyaciwv (scheduling).
["evikiy HOP®N EVTOAAG:
void glutTimerFunc(unsigned int time, void timerFun, int check);

OTTOU N TIMI TOU oOpiouaTog time avTioToixei oTo Xpodvo kabuoTépnong (o€
milliseconds) tpiv KAnNBei n ouvdpTtnon timerFun. To épiopa timerFunction gival n
ouvApPTNON XPOVIOMOU TTou KAAEiTal atmmd TNV €VIOAN Kal QEXETAI WG OPICUA TOV
aképaio check. To check dnAwvetal kai wg TpiTo Opioua TG glutTimerFunc,

OUUTTEPIPEPETAI WG Static Kal XpNOIWOTTOIEITAI YIa TOV €AeyX0 TNG d1adIKACiag.

4.1.7 “Teyovota adpaveiag”

Opiopéveg QOpPEC gival aTTapaiTnTn N AKATATTAUCTN EKTEAEON KATTOIOU TUAMATOG
KWOIKA, aVveEapTNTWS TNG €PEAVIONG YeyovoTwy, OTTWG yia TTapddelyua o€
EQPAPMOYEG KIVOUPEVWYV YPAPIKWY. ZTNV AUTH TNV TTEPITITWOT, Bswpeital 611 autd TO
TMAMO KWOIKa Ba ekTEAEiTal KATA TNV EUPAVION €vOG “yeyovoTog” adpdveiag Tou
ouaTruarog. Otav dev gyeipovTal yeyovoTa 1o oUCTNUA Bewpeital adpaveg.
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4.2 Moapddelypa pe yeyovora

#include <GL/freeglut.h>
//6pLa mapadGpou
float xwmin=-50, xwmax=50, ywmin=-50, ywmax=50;
//d 1001401 ¢ nAPAOTPOU TNG EPAPHOYAC
int windowWidth=640, windowHeight=480;
//xopupég opboywviou
GLfloat xwl=10.0,ywl=10.0,xw2=20.0,yw2=20.0;
void display()
{
glClearColor(1,1,1,0);
glClear (GL_COLOR BUFFER BIT) ;
/*evtoAf] oxediaong opboywviou maipvelL w¢ SpLOpA TLG KOPUPEC
tou*/
glRectf (xwl,ywl, xw2 ,yw2) ;
glFlush() ;
}
/*ouvaptnon diLaxeipLong yeyovotwv mieong mMoviLkLoG. OL TLpég
TOV OPLOPATOV eniLoTpépovial and To AgLTOUPYLKS oUotnua K&Oe
pop& mou exteAleite 1 ouvéaptnon. H tipf tou opiopatog “button”
gfaptdtal and TO KOUHI( TOU MOVILKLOU mou miLéotnke. H tipy
Tou opiopatog “state” efaptdtal amd 1O Av TO KOUpni TOU
MOVTLKLOU mLéotnKke 1 aneleubepddnke. Ta oplopata x, y
npocdiLopilouv tn 6éon tou JeikTn MOVILKLOU OTAV MLECTNKE TO
roupuni */
void mouseButtonClicked (int button,int state,int x, int y)
{
//EAgyxo¢ TOU opiopatog state av to rKoupni miLéoTnke.
if (state==GLUT_DOWN)
{
/*Metatponfy ocuvietaypévav nmou ARPOnKRav and 1o OUMPAvV o
HETABANTEC TOU NPAYHAT LKOU KOOHOU*/
xwl=(float) (xwmin+ (float) (x) *
(xwmax-xwmin) / (float) (windowWidth)) ;
ywl=(float) (ywmin+ (float) (windowHeight-y) *
(ywmax-ywmin) / (float) (windowHeight)) ;
xw2=xwl+20;
yw2=ywl+20;
/*EAeyxo¢ ylLa mio and ta 3 KOUPNL& TOU MOVTLKLOU
natidnke anodidoviag 1o avdioyo xXpdpa.*/
if (button==GLUT LEFT BUTTON)
glColor3£f(1,0,0);//xrérkLVvO
else if (button==GLUT_MIDDLE_BUTTON)
glColor3£(0,1,0);//nmpéocivo
else if (button==GLUT RIGHT BUTTON)
glColor3£(0,0,1) ;//umAe
//enavertéieon tn¢ display()
glutPostRedisplay() ;

2¢eA. 31 amd 83



Mruxiakn epyacia Tou @oitnT ApvaouTn lwévvn

/*Zuvdaptnon dLaxeipLong yeyovotwv mAnkipoddynong €1d LKAV
nARkTpwv (special keys). To éplLopa key meplLéxel TQVv
apLlOunt ik TP (tUnmovu int) mou kabopileL 1O £€1dL1kS MARKTIPO
nov natfOnke. Ta opiopata x, y expp&louv 1§ O&0on otnv
enmLpaveLla oxediaong émou PplLokdtav o JeiKTIng TOU MOVTILKLOU
otav mLéoTnKE TO MANKTIpPO.*/
void specialKeys (int key,int x, int y)
{
/*Ta nmopardtw if eAéyxouv mio €1d1kO MANKTIPO NATHONKE KAL
avadAoya HETAKLVOUV TO opboydvio mdvw, KATW, apLotepd, defid.
*/
if (key==GLUT KEY UP)

{

ywl++;

yw2++;

if (key==GLUT_ KEY DOWN)

ywl--;
yw2--;

if (key==GLUT_KEY LEFT)

xwl--;
XwW2--;

if (key==GLUT_ KEY RIGHT)

Xwl++;
XwW2++;
}
//enavertéieon tn¢ display()
glutPostRedisplay () ;
}

int main(int argc, char** argv)
{
glutInit (&argc,argv) ;
glutInitWindowPosition (50,50) ;
glutInitWindowSize (windowWidth,windowHeight) ;
glutInitDisplayMode (GLUT_ SINGLE | GLUT_RGB) ;
glutCreateWindow ("Mouse click events") ;
glMatrixMode (GL_PROJECTION) ;
/*3LeukpLvileLl 611 Oa egpappootei 1 mapdAAnAn npoPoAf
™N¢ OKNVAG */
gluOrtho2D (xwmin , xwmax , ywmin, ywmax) ;
glutDisplayFunc (display) ;
//Kataxwpei ouvaptioeiL¢ énwg n mouseButtonClicked
glutMouseFunc (mouseButtonClicked) ;
//rataxwpei ouvaptfoeiL¢ énw¢ n specialKeys
glutSpecialFunc (specialKeys) ;
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glutMainLoop () ;
return O;

H e@apuoyn ep@avicel éva Aeukd TTapdBupo. OTav TatnBei Tavw oTnV ETIPAVIA
NG €va aTTd TA TPia KOUMTTI& TOU TTOVTIKIOU Ba eu@avioTel €va opBoywvio PE TO
avaAoyo Xpwua yia KA0e KouuTri e Ta “BeAdKkia” Tou TTANKTPOAoyiou UTTOpPEl va
KIvnOei. Tpeig eVOEIKTIKEG EVEPYEIEG TOU XPNOTN EP@avifovial OTa TTOPAKATW

oxnuara.

m Mouse click events - 0 n

IxApa 5: Matnpo aplotePol KOUMTLOU TOU TTOVTLKLOU Kot e AvLon KOKKIVOU opBoywviov oto onpeio tov 8£Ktn

LH Mouse click events - O n

Ixnua 6: Natnpoa 6£§LoU KOUKUMLOU TOU TIOVTLKLOU Kat e avion UnAe opOoywviov 6To GNUELD TOU SEKTN
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] Mouse click events - oI El

Ixfipa 7: NMatnuo aplotepol MAARKIPOU TOU TTANKTPOAOYIOU Kot LETATOTLON TOU 0pBoywviou aplotepd
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5 Meraoxnuartiopoi - Transformations

O1 yetaoyxnuatiopoi gival €va peydAo kepahaio Tig OpenGL TTou €xel WG 0TOXO
TNV KaAUTEPN duvarr TTapouaciacn TG oknNvAg oto Xwpo. H OpenGL utrooTtnpicel
MIa o€lpd a1md PETAOXNMOTIONOUG Ol OTToiol XPENOIYOTIoIoUVTal yia TOTTOB£TNON
QVTIKEINEVWY OTNV 004vn, TePIOTPOYr, METATOTTION, MeEyEBuvon, KATT. ETiong
XPNOIYOTTOIOUVTAlI  JETACOYXNUATIOYOI  yia  TOTTOBETNON  KAPEPAG OTn  OKNVA,

OUOTIUATOG OUVTETAYMEVWY, TTPOBOANG, KATT.

5.1 Metaoxnuartiopoi otnv OpenGL

O XWpPOog TOU CUCTAPATOG CUVTETAYUEVWY KOBWGS KAl Ta AVTIKEIMEVA oXEdiaoNG,
MTTOPOUV VO PETAOXNMOTIOTOUV £QAPPOCOVTOG IO OEIpA ATTO YETAOYXNUATIONOUG

TTOU AVTIOTOIXOUV O€ TTIVOKEG METAOXNMATIOUWV.

21nv OpenGL, o xproTtng KaBopilel TToloV TTivaka ETTIBUMEI va TPOTTOTTOINCEI TNV

EKAOTOTE XPOVIKN OTIYUA ME TNV €vTOAN giMatrixMode(---).
YTrapxouv Tpei¢ BACIKOi JETAOXNUATIOUOI:

i.  ModelView : peTaoxnuaTiIOhoi avTIKEIMEVWY TTapaTApnong (TTivakag
QVTIKEIMEVWYV — TTapaATApnoOnNG N Tivakag  PoviéAou) o1 oTroiol
evepyoTrolouvTal Bacovrag wg épioua Tnv otaBepd GL_MODELVIEW omnv
TNV evioAn glMatrixMode(GL_MODELVIEW).

ii. Projection : peETAOXNUATIOMOI TTOU aQTTEIKOVI(OUV TN OKNVA O€ €vav
oT1abepd  TpiIcdiaoTato  xwpo  (Tmivakag  TTPOoBOANG) o1 oTroiol
evepyoTrolouvTal BACovTag wg Opiopa TNV oTabepd GL_PROJECTION ornv
evioAr giMatrixMode(GL_PROJECTION).

iii.  ViewPort : MpoBoArn Tou TpIoCdIGCTATOU XWPEOU OTO £TTITTESO TNG 080VNG
Kal gvepyotrolouvtal hge TV €vioAn glViewPort: void glViewport(GLint x,
GLint y, GLsizei width, GLsizei height); H evtoAn autr} kaBopilel Tn Béon
KAl TNV €KTACN TOU TTOPaBUpoU TTapATiENoNG oTnVv £m@Aveia oxediaong.
Ta x kal y kaBopifouv 10 KATW aploTEPO AKPO TTapaTthpnong (ouvrndwg
givar x,y=0) ka1 Ta width, height kabopifouv 10 UWog Kal TTAGTOG TOU
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TTapabupou oe Pixels. O petaoxnuatiopdg autdg Oev avAKEl OTNV
Katnyopia matrix operations. E@apuoletal avecdptnta Kal TTAVTA TIPIV

TNV atTeikdvion oTnv 086vn.

H apxikomroinon Ttwv ModelView kai Projection  yivetar pe Tnv €VTOAN

glLoadldentity :
void glLoadldentity ();

H otroia apyIKOTrolEi TO TTivaka METAOXNMATIOWOU TIou eTmegepyddeTal otnv

eKAOTOTE XPOVIKA OTIyUA. T1.X.

glMatrixMode (GL_MODELVIEW) ;

glLoadIdentity () ;

5.2 MeTaoXNUATIOMOI AVTIKEIPEVWV

Ta avTikeigeva TOTTOBETOUVTAI OTNV OKNVI O€ KATTOIa B€0N, O HETOOXNMOTIOMOI
MOVTEAOU TPOTTOTTOIOUV TNV APXIKI KATACTOON TWV AVTIKEIMEVWYV KAl TA AQIVOUV O€
Mia €mBuunTr KatdoTaorn, SIAQOPETIKA aTTd TNV APXIKF. TETOI0I HETAOXNUOTIOUOI
€ival N YETATOTTION, N TTEPIOTPOPN, N KAIHAKWON, dAAd Kal O CuVOUOOUOG QUTWV.
MpokeIuEVOU va PUTTOPOUV VA EQAPPOCTOUV TETOIOI JETAOXNMATIOUOI €ival avaykaia
n JETABacn oTnv KatdoTaon eTTeepyaciag Tou Trivaka TTPoBOANG, autd yiveral

divovtag otnv ouvaptnon glMatrixMode 10 6piocpa GL_MODELVIEW.

5.2.1 Merardémmion

2tnv OpenGL n PeTATOTTION TWV CUVTETAYMEVWY TNG OKNVIG OTO XWPEO KATA

(x,y,2) oTaBepéc exTeAEiTal ue TNV evioAn glTranslate*:
glTranslatef ( GLfloat x,GLfloat y, GLfloat z );

glTranslated ( GLdouble x, GLdouble y, GLdouble z );

5.2.2 MepioTpopn

21NV OpenGL PTTOPOoUV VA EKTEAECTOUV PETAOXNMUATIOUOI TTEPIOTPOPNG WG TTPOG

oTroladnToTe Afova TTEPIOTPOPNG. AUTO ETTITUYXAVETAI OPICOVTAG TIC OUVIOTWOEG
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TOU dlavUouaTog TTou KaBopilel Tn dleuBuvon evog dgova TTEPIOTPOPAG O OTT0I0G
QIEpXETal OTTO TNV ApPXN TwV agdvwy. MeTaoXNUATIOPOI TTEPIOTPOPNG EKTEAOUVTAI

ME TNV evTOAn glRotate*:
glRotatef (Glfloat angle, GLfloat x, GLfloat y, GLfloat z );
glRotated (GLdouble angle, GLdouble x, GLdouble y, GLdouble z);

To 6piopa angle avTiOTOIXEl OTN ywvia TTEPIOCTPOPNS OE€ MOIPES, EVW TA X,Y,Z
avTIOTOIXOUV OTIC OUVIOTWOEG TOU OlavUOUATOG TToU eKppddel Tn dieubuvon Tou

dagova TTePICTPOPNAG.

H @opd trepioTpoprig kabopiletal amd 1n @opd Tou dlIaVUOHUOTOG CUNQWVA HE

TOV Kavova Tou degiou xeplou.

5.2.3 KAlpyakwon

21nv OpenGL, n KAIpdkwon ekTeAEiTal e TNV €VTOAN glScale*:
glScalef(GLfloat sx, Glfloat sy, Glfloat sz);
glScaled(GLdouble sx, Gldouble sy Gldouble sz);

OTTOU SX,SY,SZ Ol OUVTEAEOTEG KAINAKWONG KATA TIC BIEUBUVOEIS X,Y,Z QvTioTOIXA.
‘ETol dnAadry otnv KAIUAKWOTN, Ol CUVTETAYMEVEG TTOAAATTAQOIAlovTal ME €va

oT1aBePS avd dielBuvon CUVTEAEDTH.

5.2.4 TuvOUuaOHOG METAOXNMATIONWY HOVTEAOU

H OpenGL T1poo@épel TN OuvatdTNTa OUVOUACHOU OAWV QUTWV TWwWV
METAOXNUATIOMWY yia Tnv amédoon Tou embupntou amoteAéopaTtog. O
TTPOYPOUUATIOTAG  €xel TN duvatrdtnTd  Vva  OUvOUACEl  OTTOIOUCONTTOTE
METAOXNUATIOMOUG B€Ael, 6001 Kal va €ival auTtoi, yia va €mMTUXEl TO avaAoyo

ATTOTEAEOHA.
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5.3 TomroBéTnon KApEPAS | HETACXNMATIOHOI OTTTIKAG YWViag

2tnv OpenGL odivetal n duvatdTnTa TOTTOBETNONG KAUEPAG OTNnV oKnvr). H Béon
TNG KAPEPAG KaBopiletal atrd duo TTapdyovteg Tn B€0n Tou TTapaTnPENTA Kal TNV

Kateubuvon TTapaThpnong.

H T1omoBétnon g KAPepag oOTnv  oKnvh  VyiveTar Pe  atmmAd  TPOTIO

XPNOIUOTTOIWVTAG TNV EVTOAR:
gluLookAt(GLdouble eyeX, GLdouble eyeY, GLdouble eyeZ,
GLdouble centerX, GLdouble centerY, GLdouble centerZ,
GLdouble upX, GLdouble upY, GLdouble upZ);

O1 ouvteTaypéveg eyeX, eyeY, eyeZ opifouv TNV B€on TNG KAPEPAG OTNV OKNVA.
O mpocavatoAIoPOG TNG KAuEPAS kabopiletal atrd 1o dIAvUoua PE apx TO onueio
(eyeX, eyeY, eyeZ) kai Tépag TO onueio (centerX, centerY, centerZ). Ol
ouvteTaypéveg  (upX, upY , upZ) kaBopiouv TOV TTPOCAVATOANICHO TTAVW

Kateubuvong TNG KAPEPQG.

Aedopévou 611 N gluLookAt eTTevepyEi OTOUG JETAOXNMATIOPOUG AVTIKEIMEVWYV KAl
TTOPATAPENONG, TTPETTEI va MPETAPREI N KATAOTOAON TPOTIOTTOINCNG TOUG TIPIV TNV
eKTEAEON TNG  &viOAG, Odivovriag otnv  glMatrixMode Tnv  TTapAuUETPO
GL_MODELVIEW:

gIMatrixMode(GL_MODELVIEW);

5.4 MetaoxnuaTtiopoi TTpoBoARg

H diadikacia TnG TTPOoBOANG ouciacTIKA gival pia digpyacdia, KaTtd Tnv oTroia, ol
OUVTETAYMEVEG TNG OKNVIG avTIoTOIXICOVTAl, O€ CUVTETAYMEVES TTAVW OTO ETTITTEDO
TTPoBOANG, Baon evég kaBopiopévou kavova. O pabnuatikdg Kavovag GTov OTToio
BaoiCeTal n avTioToiXIon AUTH, ATTOBNKEUETAI OTOV TTivaKa TTPOROANRG. O Trivakag
TTPoROANG TTOANQTTAQCIAZETAI PE TIC CUVTETAYUEVEC TWV ONUEIWV TNG OKNVAS Kal
TTOPAyel TIC OUVTETAYUEVEG OTIGC oOTroieG  TTPoR&AAovTal OTO  ETTiTTEdO  TOU
TTapatnENTh, To Acyouevo emmitredo TTPOROAAG. Mpogavwg, avdloya pe Tov TUTTO

TNG TTPOPOAAG METARAAAETAN Kl | dOUF TOU TTivaka TTPOBOARG.
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H OpenGL utrooTtnpicel dUo TUTTOG TTPOROARG TNV opBoypadik i TTapAAANAn

TTPORBOAN Kal TNV TTPOBOAN PE TTPOOTITIKA.

Mpokeigévou va utropei TeBei o€ emegepyacia o Trivakag TTPOROANG, divouue

otnv ouvapTtnon glMatrixMode 10 6pioua GL_PROJECTION.

5.4.1 opBoypa@iki i TTapdAAnAn TpoBoAn

2¢ Mia opBoypaiky TTPOROAR, n oknvry TTPoBOANG cival €va opBoywvio
TTOPAAANAETTITTEDO, | TTEPICCOTEPA QVETTIONUA, OTTWGS £va KouTi (BAETTE oxnpa 5).
AvTiBeTa pe TNV TTPOOTITIKI) TTPOROAN, TO HEYEBOG TOu Xwpou Béaong Oev
METABAAAETaI aTTd TO éva AKPO OTO AAAO, €101 N ATTOOTACN OTTO TNV KAPEPO OEV
ETTNPEACEl TTOOO MEYAAO cival €va avTiKeEiyevo TTou egu@avicetal. Autd 1O €idog
TTPOBOANG XPNOIUOTIOIEITAI ATTO EQPAPHOYEG OTTWG N dNUIOUPYIa QPXITEKTOVIKWYV
oxediwv kal computer-aided design, 61Tou €ival CWTIKNG onuaciag va diarnpnéouv
Ol TTPAYMATIKEG OIOOTACEIG TWV AVTIKEIMEVWYV KOl Ol YWVIEG METAEU TOUG, OTTWG Kal

av TTpofdAAovral.

top

y 1%
left j
[
toward
the *L right
viewpoint
5 viewing valume
botte m
near far

Ixnua 8: O xwpog opBoypadikig npoBoAng

2tnv OpenGL, o opioudg TG opBoypaPikAG TTPOROANG OTIC TPEIS dIAOTACEIG
ouvouadeTal pe TNV ONAwON Twv EMITTEOWV QATTOKOTTAG XPNOIUOTIOIWVTAG TNV

evtoAn glOrtho:
void glOrtho(GLdouble left, GLdouble right, GLdouble bottom,

GLdouble top, GLdouble near, GLdouble far );
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otou left, right, kai bottom 10 apioTePd, TO de€IO, TO KATW KAl TO AVW ETTITTEDO
ATTOKOTIAG avTioToixa. To emimmedo TTPoROANG Bewpeital o dagovag z. Ol
OUVTETAYMEVEG TOU KOVTIVOU Kal JAKPIVOU ETTITTEOOU QTTOKOTTNG divovTal wg BETIKOI

apiBuoi near kai far avrtioToixa Kai 1I0XUEL:
Z = znear = -near Kal z = zfar = -far
Etriong uttdpxel kai n avriotoixn evioAr glOrtho2D:
void glOrtho2D(GLdouble left, GLdouble right, GLdouble bottom,
GLdouble top);
H otroia xpnoiuoTrolEiTe yia d10d1G0TATA YPAPIKA Kal IoXUOoUV Ta idid.

5.4.2 TMpoBoAR YE TTPOOTITIKA

21N TTPOROAN HE TTPOOTITIKA, TO ONUEIa TNG OKNVAG, avTi va TTPoRAAAovTal OTO
eTTTTEdO TTPOROANG akoAouBwvTag TTAPAAANAEG OEOUEG, akOAOUBOUV BECUEG Ol
OTTOiEG OUYKAiVOuv O¢ €va Kolvd onueEio, To KEVTPO TTPOPROAAG, OTTWG QaiveTal Kal

OTO OXAMa 6. ZUVETTWG, OCO TTIO KOVTA OTO KEVTPO TTPOROANG €ival €va QVTIKEIUEVO

T

TOOO TTI0 HEYAAO PaivETAl.

bottam

A

near

A
Y

Ixnuoa 9: MNpofoAn e MPOOTTIKA

AuTtr] n HEBOSOC TTPOROANG XpPNOIPOTIOIEITAI OUVABWG Yia KivoUpeva oxédia,
OTITIKI} TTPOCOMOIWAN, KOl OTToI00OATIOTE AAANEC €QAPMUOYEC TTOU B€Aouv va
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ETMTUXOUV PEQNIOTIKEG EIKOVEG. H TTPOBOAN HE TTPOOTITIKN) AEITOUPYEI JE TTAPOUOIO

TPOTTO OTTWG TO PATI KAI N QWTOYPAPIKH JNXAVH.

Mia tTpoBoArl pe TpooTITikp otnv OpenGL utropei va dnuioupynBei ye duo

OI0QOPETIKEG EVTOAEG TNV gluPerspective kai Tnv glFrustum.
H evtoAr gluPerspective:
void gluPerspective(GLdouble fovy, GLdouble aspect,
GLdouble zNear, GLdouble zFar);

OTrou n TTapdpeTpog fovy opilel TNV ywvia BEaong Tou TTAvw Kal KATW ETTITTEOOU
TOU Xwpou Béaong, n aspect kaBopilel TNV avaloyia PAKOUG/TTAGTOUG TOU KOVTIVOU
1Tediou ATToKOTIAG Kal ol zNear kal zFar Tnv amméoTacn Tou KovTivou (near) Kai

Makpivou (far) rediou atToKOTIN G KaTd TOV d¢ova Z.
H evroAn glFrustum:

void glFrustum(GLdouble left, GLdouble right, GLdouble bottom, GLdouble top,
GLdouble near, GLdouble far);

Ta opiouyara dnAwvovtal 6TTwe Kal otnv glOrtho kai o1 TINEG near kai far €ival

TTAVTa BETIKEG.

H povn ouciaoTiky dlagopd avaueoa oTiG OUO eVIOAEG eival OTI n glFrustum
UTTOPEI va opicer uia CUPUETPIKN ) TTAAyIa TTPOBOAR PE TTPOOTITIKN avAdAoya HE TIG
TINEG TTOU Ba dobouv, evwy n gluPerspective pTTOpEl va opicel JOVO CUPMETPIKN

TTPOROAN UE TTPOOTITIKA.

5.5 ZToifa mVAKWY NETOOXNHATIOMOU

Na kd&Be kaTnyopia Trivaka PeETAoXNUATIOMOU (MovTéAou Kai TTPOROAAG) n
pnxavr Tng OpenGL TTpoBAETTEl TRV UTTAPEN MIOG OTOIRAG, N OTToia TTPOCPEPE! TN
duvatoéTtnTa aTrobriKeuonS TTOAAQTTAWY TTPOQIA yia KABE uNTPWO PETAOKNUATIOUOU,

ME OKOTTO TN MEAAOVTIKN TOUG XPAON.

2mnv OpenGL o1 evIOAEG TTOU QTTOBNKEUOUV Kal QVOKTOUV TIG KATNYOPIES
TIVAKWYVY PJETAOXNMATIONOU aTnNV KOPUPNA TNG aToiag ival or:
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glPushMatrix();
glPopMatrix();

OT1TWw¢ @aiveTal kal oTo oXAMa 7.

| i_h‘ e
|I r{
g afrix A ; alPopMafrix
L

Al

Moirox

Ixnpa 10: Zroifa MvAKwWY HETOLOXNUATIOHOU

Eival katavontd 611 yia va evepyoTroinBei n oToifa TTpwTa TTPETTEI va TTponynoEi n

€VTOAN glMatrixMode pe oTToI00ATTOTE OpIoUA.

5.6 Mapddeiyya eQAPHOYAS HETACKXNMATIOHWY

#include <GL/freeglut.h>

/*MeTaBANTEC NMOU AVILOTOLXOUV OTLC OUVIETAYPEVNC mou 6a
XPnotLponoLnbouv yLa TNV mnepLoTpopn*/
GLfloat xRotated, yRotated, zRotated;

void Display()
{

glClearColor(0,0,0,0) ;

glClear (GL_COLOR_BUFFER BIT) ;

//oapxLromoLel TOUG M{VOKREG HMETACXNHAT LOHOU

glLoadIdentity() ;

//petaténion TOV OUVIETAYPEVWOV TNG OKNVAG OTO XApO

glTranslatef(0.0,0.0,-4.0);

/*Metaoxnpat Lopdc nepLotpopn¢ omou xRotated, yRotated xalt
zRotated oL poipeg mepLoTpPoOP¢ KAL X,yY,Z Ol OUVLOTOOEG TOU
diLaviopatog mou expp&leL tn dLevOuvon tou &fova
MeEPLOTPOPAG. */

glRotatef (xRotated,1.0,0.0,0.0) ;//&fovac x
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glRotatef (yRotated,0.0,1.0,0.0);//&§ovac y
glRotatef (zRotated,0.0,0.0,1.0) ;//&fovagc z
//&onpo xpopa oxedioaong tou KUPou
glColor3f(1,1,1);
//oxediaon rUGPou peyéboug 1
glutWireCube (1) ;
//e§avayraopdc eRTEAEONG TWV €VIOAQDV NMOU EKKPEPOUV
glFlush() ;
}
/*Zuvaptnon dLaxeipiong yeyovoétwv peTaPoAfg dLaoTdoewVv
napa®Upou*/
void Reshape (int x, int y)
{
//éAeyxog¢ pndevikoU peyéOoug mapadipou ePAPHOYAC
if (y == || x == 0) return;
//opLopdég evég véou mivara MPOPOANG
glMatrixMode (GL_PROJECTION) ;
//apxLkomoLe{ TOUG MIVOKREG HMETACKXNHAT LOHOU
glLoadIdentity() ;
/*opLopdc NMPoOPOAARG PEe MPOONT LKI)
vyovia 6éaong:40 poipeg
K0O0p LOpSC avadoyiag PAKOUG/IMARTOUC TOU KOVILVOU nediou
anokomf¢g, dnAadf x KatL y oL dLactdoelg TOU mapadipou
andéotaon kKoviivou nediou amokomfg: 0.5
anéotaon porpLvoU nediov amoxomnig: 20.0%*/
gluPerspective (40.0, (GLdouble)x/ (GLdouble)y,0.5,20.0) ;
//opLopéc evég véou mivara pOVTIEAOU
glMatrixMode (GL MODELVIEW) ;
/*xpnoiponoiLei OAORAQPoO TO MAPAOUPO TNG E€PAPHOYHC Y LA
anédoon*/
glViewport(0,0,x,y) ;
}
/* ouvédptnon n omoia draxetpiletal yeyovéta HARKIpPoAoyiou
gLOLROV XOaparTHpwV*/
void specialKeys (int key,int x, int y)
{
/*Avddoya pe 1o €1dL1KS mAARTPO mou Oa matndei petapfdrrovial
oL petaPAntég mepLotpopng*/
if (key==GLUT KEY UP)
{
xRotated -= 1;
}
if (key==GLUT_ KEY DOWN)
{
xRotated += 1;
}
if (key==GLUT_KEY LEFT)
{
yRotated += 1;

}
if (key==GLUT_KEY RIGHT)
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{
zRotated += 1;

}
//enavertéieon tn¢ display
glutPostRedisplay() ;

}

int main(int argc, char **argv)

{
glutInit (&argc,argv) ;
glutInitWindowPosition (50,50) ;
glutInitWindowSize (800,600) ;
glutInitDisplayMode (GLUT SINGLE |GLUT_RGB) ;
glutCreateWindow ("A cube wireframe") ;
//opiLopég evég véou mivara mpoPoArg
glMatrixMode (GL_PROJECTION) ;
//OpLopé¢ map&AAnAng mpoPoAfg
glortho (-80,80,-60,60,0,100) ;
//opLopéc evég véou mivara pOVTIEAOU
glMatrixMode (GL_MODELVIEW) ;
//B ontikf] yovia tou mapatnpnti
glulLookAt(-30,-30,40,0,0,0,0,1,0);

glutDisplayFunc (Display) ;

/* Katax@pnon tng ouvapinon KAfong reshape yia 1q
SLtaxeipLon yeyovotwv yeyovog oAAAyAG TV JLacTACEWV TOU
napabUpou. */

glutReshapeFunc (Reshape) ;

/*exteAel 1 ouvdptnorn specialKeys §n omoia diaxetpiletal
vYeyovéta mMAnKIpodoyiou €13 LKAV XAPAKTHpWV*/

glutSpecialFunc (specialKeys) ;

glutMainLoop() ;

return O;

}

Me Tnv ekTEAEON TOU TTAPATTAVW KWOIKa Ba gu@avioTei éva KUBog. Méfovtag To
TTAVW Kal TO KATw BeAAKI Tou TTANKTpoAoyiou Ba TTepioTpagei 0 KUBOG yupo atmod
TOV €autd TOU OTOV Gfova X avoAdywg. MéCovrag 1o aploTePOd PeAdkI TOU
TTANKTPOAOYiOU Ba TTEPIOTPAPEI O KUBOG WG TTPOG TOV Afova y evw TTIECOVTAG TO
0egi Ba mepioTpaei 0 KUBOC w¢ TTPOG Twv Adgova z (yupo atmd Tov €QUTO TOU
emmiong). ‘Eva evOeIKTIKO TTapddelyua eKTEAEONG TOU KWOIKA gP@avifeTal oTA

TTaPaKATW OXNuaTa.
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L A cube wireframe - o n

Ixnua 11: Epdavion napabupou pe TNV eKTEAECH TOU KWOLKA

A cube wireframe -0 n

=

Ixnua 12: Nieon avw B€Aoug tou mAnKtpoAoyiou Kat neptotpodr KUBoOU apvNTIKA WG TPOG To a§ova X
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]

A cube wireframe -0 n

Ixnua 13: Nieon 6€§Lou BEAoug Tou MANnKTpoAoyiou kot nepiotpodn KUPBou BeTKA WG MPOG ToV afova y
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6 QPwTtiopodg - Lighting

Av KOITAEEI KAVEIG O€ PIa QUOIKN ETTIPAVEIQ, N AVTIANWN TWV PATIWV £CAPTATAI
amd TO XPWHA KAl TNV KATAVOPNR QWTOViwV TToU @TAVOUV Kal €vEPYOTToIoUV TA
KUTTAPA TWV PATIWV. Ta @wTovia TTPOEPXOVTAI ATTO HIA Ol TTEPICCOTEPEG TTNYEG
PWTOG, OpICHEVA ATTO TA OTTOI ATTOPPOPWVTAI KAl GAAQ avTavakAwvTal atrd Tnv
emeaveia. EmTTAéov, o1 OIQQOPETIKEG ETTIQPAVEIEG UTTOPEI VA  €XOUV  TTOAU
OIOQOPETIKEG 1010TNTEG OTTWG Ol YUOMIOTEPEG TTIOU  AVTAVOKAOUV TO QWG OE€
OUVYKEKPIMEVEG  KATEUBUVOEIG, €vw avTiBeTa o1 Tpaxeieg OlaokopTriCouv  TO
EI0EPXOPEVO QWG o€ TTAoa KaTeuBuvon. O1 TTeEPICOOTEPES ETTIPAVEIEG Eival KATTOU

oTn Jéon.

H OpenGL Tmrpooeyyilel TO Qwg Kal TO QWTIOHO, OlaIpWVTAG TO O KOKKIVA,
TPACIVA Kal PITTAE oToIXEia. 'ETol, TO XpWHA TwV TTNYWV QWTICHOU XapakTnpideTal
atrd TNV ToooOTNTA TOU KOKKIVOU, TTPACIVOU KAl UTTAE QWG TTOU EKTTEUTTOUV, KAl TO
UAIKO TWwV ETTIQAVEIWV XAPOKTNPICETAI aTTO TO TTOCOOTO KOKKIVOU, TTPACIVOU KOl
MTTAE TTOU EICEPXETAl O QUTEG Kal avakAdtalr ot di1dgopeg kateuBuvoelg. Ol
e€lowoelg QwTIoPoU TnNG OpenGL eival OXETIKA Mo atTAfl TTPOCEyYIoN, TTapOAa

AUTA AEITOUPYOUV APKETA KOAG KAl UTTOPOUV VA UTTOAOYIOTOUV OXETIKG Ypryopa.

6.1 Mnyég ewTIoUOU

270 MoVvTéEAO @QwTiopoUu TG OpenGL, 0 QWTIOPNOG MIOG OKNVAG MTTOPEI va
TTPOEPXETAl OTTO JIAPOPES TINYEC QWTOG Ol OTTOIEG MTTOPOUV LEXWPIOTA Vva
evepyotroinBouv i va artrevepyotroinBouv. Autd yivetalr divoviag oOTnv €VTOAR
glEnable 1o 6piopya GL_LIGHTING:

glEnable( GL_LIGHTING );

H yeviki popor Twv evioAwv glLightf kai glLightfv TTou opiouv pia TNy @wTég

givar:
void glLightf (GLenum light, GLenum parameterName, GLfloat parameter);

To 6piopa light eivar pia cupBoAiky oTtaBepd TTOU TTPOCBIOPICEl TNV TINYA
QWTIOPOU OTnV oTroia atrodideTal TO XapakTnpEIoTIKG. O1 uhotroioeig TG OpenGL

2¢eA. 47 a6 83



Mruxiakn epyacia Tou @oitnT ApvaouTn lwévvn

UTTOOTNPICOUV OKTW TTNYEG QWTIOPOU. ETTopévwg, n o1aBepd light pytropei va dexTei
TIG TIWEG atmd GL_LIGHTO £wg GL_LIGHT7. To épiopa parameterName cival pia
OUMPBOAIKN oTaBepd TToU KaBopilel TO XapakTNPEIOTIKG TTou atrodideTal. Evw T0
Opiopa parameter dnAwvel TNV apiBunTIK TIUAR TTOU OTTOdidETANl OTNV 1IB1IOTNTA

parameterName.

void glLightfv (GLenum light, GLenum parameterName, const GLfloat *

parameterArray);

270 TTPWTA dUO opiopaTta Ioxuouv Ta idla. To Opioua parameterArray eivai
0¢eiktng oe¢ Trivaka. O TTivakag autdg TrEPIEXEl TO OUVOAO TWV TIMWV TTOU

TTPo0dIoPI(oUV TO XapaKkTNEIoTIKO parameterName.

A@oU dnNAwBoUV oI TTAPAPETPOI TWV TINYWV QWTICKOU, ATTAITEITAI ETITTAEOV N

EVEPYOTTOINON KABE Wiag TTNyNg EeXxwpIoTa.

6.2 Karnyopieg rnywv @WwTIOHOU

O1 yég @wTiopou TG pnxavAg Tng OpenGL utropolv va dlakpiBolv O ONUEIOKES
TTNYEG, TINYES ME €€acBévnon QWTEIVOTNTAG, TINYEC O€ ATTEIpn aTTOOTACN KOl TTNYEG HE

KaTeubuvon,.

6.2.1 ZnUEIOKEG TTNYEG

O1 onuelokég TTNYEG QWTIOPOU €ival onueia (OTTwG €ival yvwoTod Ta onueia
kKataAauBdvouv atrelpoeAdXIOTO XWPEO) OTO XWPO Kal dnAwvovtal opifovtag Tn
Béon TOug OTN OKNVH. Z€ MIa OUOIOUOP®N CNMEIAKN TTNyr, Ol akTiveg diadidovTal
OQAIPIKA TTPOG OAEG TIG KATEUBUVOEIG Kal Pe TNV idla €vraon OTTwg ia AduTTa o€

éva ypageio.

Mo va opIOTEN hIa oNUEIOKN TTYR OTnN OKNVA, TTPETTElI va TTPOCdIopIoTE N B€on

TNG ME TNV €vTOAN glLightfv:
glLightfv(light, GL_POSITION, positionVector);

OT1rou n TTapdaueTpog light Ba TTpétel va avtioToixei otn otaBepd GL_LIGHTO.
To GL_POSITION ecival n otaB@epd 1mou opilel OT1 TTpOKEITAI YIa onpeio. To dpioua

positionVector ecival O€ikTNG O¢ Trivaka e TEOOEPA OToIXEia. Ta Tpia TTPWTA
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oToIxeia Tou opifouv Tn B€on evw TO TETAPTO OpPICeEl €av n TMyR QWTOG Eival
onuelaki. Mg un PndevikA TiuA opifeTal pyia OnNUEIaKA TNyn.

6.2.2 E§aocBévnon @ewTeIvoTNTAG

2TOV TIPAYMATIKO KOOWO, N £VTAOT TOU QWTOG MEIWVETAI KOBWGS atrdoTaon aTrd
TNV TTNYN Tou @WwTOG augavel. 21nv OpenGL, o1 ouvTeAeoTéG £€a0BEvnONG yia Tnv
™Nyn QWTIOUOU light (light=GL_LIGHTO,...,GL_LIGHT7) opiCovTal

XPNOILOTIOIWVTAG TIG EVTOAEG:
glLightf ( light, GL_CONSTANT_ATTENUATION, term0 );
glLightf (light, GL_LINEAR_ATTENUATION, term1);
glLightf(light, GL_QUADRATIC_ATTENUATION, term2);

yla Tov KaBopIopo Tou TETpaywvikoU 6pou termO, term1 kai term2 avrioToixa. Ol
OuVTEAEOTEG termO, terml, term2 avTioToIXOUV O€ apIiBPoUg KIvNTHG UTTOBIACTOAAG.
O1 default ipég Toug cival term0=1, term1=0 ka1 term2=0 aAAd dev avTioTOIXOUV

oTnv €€acBévnon ewTEIVOTNTAG.

6.2.3 lnyég o€ amreipn amréoTaon

MoAAEG popég OoTNV oxediaon KATTOIOU TOTTIOU ETTIAEYETAI QWTIOPOG OE ATTEIPN
amoéoTaon yia va atmodobei 0 nAIoG. TETOIEG TTNYESG XapaKTNPICovTal OTO OTI OAEG Ol
EKTTEMTTOMEVEG OKTIVEG aKOAOUBOUV TTapAAANAEC TpoOXIEG o€ avtiBeon uE TnV
TTEPITITWON ONUEICKWY TTNYWYV TTOU 01 aKTiveg d1adidovTal OQaIpIKA KAl JE AUEIWTN

évraon.
21nv OpenGL, opileTal yia TNy o€ ATTEIpn ammooTacn Pe Tnv evioAn glLightfv:
glLightfv(light, GL_POSITION, positionVector);

210 OUO TTPWTA IOXUOUV TA idIa PE TIC ONMUEIAKES TTNYES VW) OTO TETAPTO OTOIXEIO
TOou TTivaka positionVector ico pe pndév. ZTnV TEPITITWON QUTH, TA TPIa TTPWTA
oToixeia Tou TTivaka positionVector & dnAwvouv TN B€on TNG TTNYNAS (EPOCOV
BpiokeTal o€ atreipn améoTaon) aAAd 1o dIGvuopa KATEUBUVONG TWV OKTIVWV TTOU

avaxwpouv atro TNV TTnyn.
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6.2.4 Tnyég pe Kareubuvon

H 1nyég autég Asitoupyouv OTTWG Ol ONUEIOKEG PE TN dla@opd OTI £XOuvV
TTEPIOPICHEVO YWVIOKO €UPOG. 2€ QUTH TNV TTEPITITWON, TO TUAKA TNG OKNVAG TTOU
QWTICETaI ATTO TNV TINYNA WE KATEUBUVON TTEPIKAEIETAI O€ €vav KWvo. To dvolyua Tou
Kwvou d1axuong kaBopietal amrd pia ywvia atmmokoTrig Omax, OTTwg @aiveTal oTo
oxAua 8. Ta onueia TNG OKNVAG TToU PBpiokovTal €KTOG TOU Kwvou didxuong o€

QwTiCovtal kKaBoAou atrd Tn TNy KareuBuvong.

Pp=6max

=0
@) 4

IxAua 14: mtnyn pe katevOuvon

6.3 KaBoAIKEG TTAPAMETPOI PWTICHOU

O1rwg ava@épdnke Kal TTapaTTdvw, KABE TNy QWTOG PTTOPET va CUPPBAAEI OTO
QWTIONS TOou TTEPIBAAAOVTOG o€ pIa oknvr. EmmTAéov, utropei va uttdpxel GAAou
€iI0OUG QWTIONOG TTOU OEV EKTTEUTTETAI OTTO KATTOIO OUYKEKPIUEVN TTNYR. H OpenGL
uttooTnpidel  TéTolou  €idoug  QWTIOPNO o1 oTroie¢  ovoupdldovTal  KAaBOAIKES

TTOPANETPOUG QWTICHOU.

MNa TN pUBPIoN KABOAIKWY TTAPAMETPWY QWTICHOU, XPNOIUOTIOIEITAlI N EVTOAN
glLightModel{ify{v}:

void glLightModel*( parameterName, parameterValue );
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otrou parameterName n KaBoAIKr) TTAOPAPETPOG TTOU opideTal Kal parameterValue

N TIMA 1 O TTiVAKAG TIJWV TTOU TTPOo0dIopilel TNV TTOPAPETPO parameterName.

O KABOAIKOG TTEPIBANWY QWTIONOG, €ival pia ouxva puBuilouevn KAaBoAIKA
TTOPAPETPOG Eival PIO TTAPAUETPOS TTEPIBAAAOVTOC QWTIOHOU TTOU OEV EVTACOETAI
oe kammola ammd TG TNYEG QwTiopou (GL_LIGHTO, ..., GL_LIGHT7) aAA&
puBuiCeTal ave¢aptnTa. H KaBoAIKr) TTapAuETPOG TTEPIBAAAOVTOG QWTICUOU opileTal

ME TNV Xpron Tng evioAng glLightModelfv wg €€Ng:
GLfloat globalAmbient[]={r,g,b};
glLightModelfv( GL_LIGHT_MODEL_AMBIENT, globalAmbient );

otou globalAmbient o1 cuvioTwoEeg TOU KABOAIKOU TTEPIBAANOVTOG QWTICHOU.

6.4 1516TNTEG UAIKOU

O TTpoypauuaTIoTAG PE TN XPon TnG unxavr g OpenGL ptropei va opioel TIg
IO1I0TNTEG TOU UAIKOU TWwV QVTIKEIMEVWVY OTN OKNVr). TETOIEG 1IB1OTNTEG APOPOUV TOV
TEPIBAANOVTA QWTIOPO, TOV DIAXUTO QWTIOHO, TOV KATOTITPIKO QWTIONO KABWGS
€miong Xpwuata, N AAuyn, Kal TO XPWHG TOU KABE eKTTEUTTOPEVOU QWTOG. Ol
TTEPICOCOTEPES ATTO TIG 101OTATEG TOU UAIKOU €ival EVVOIOAOYIKA TTAPOUOIEG UE AUTEG
TTOU  XPNOIYOTToIoUVTal YIa TRV dnuioupyia TThywv @wTIoou. O unxaviopdg yia
TOV OPIOUO TOUG gival TTAPOPOIOG, EKTOG ATTO TO OTI N EVIOAN TTOU XPNOIKOTIOIEITAl

ovopaletal glMaterial *().
AvdAloya pe 10 €TTiBEUA, XPNOIKOTTOIEITAI N EVIOAR
glMaterialf(GLenum face, GLenum property, GLfloat propertyValue);
yIa 1810TNTES TTOU TTPOCdIopilel yia apIBunTIKA TIUA N
glMaterialfv(GLenum face, GLEnum property, GLfloat *propertyValues);
y1a 1818TNTEG TTOU TTEPIYPAPEI £va GUVOAO QpPIOUNTIKWYV TIMWV.

To Opiopya face kaBopilel Tnv Own oTtnv oTtroia aTTodideTal 1o avdaAoyo
xapaktnpioTikd: GL_FRONT, GL_BACK kai GL_FRONT_AND_BACK 6étou T10
XAPOKTNPIOTIKG aT1rodideTal 0T PTTPOOCTIVA) OWn TwV ETTIPAVEIWY, OTNV TTHIOW Kal
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oTIG duo Owelg avtioToixa. To oOpiopa propertyValue 1 propertyValues eival n

apIBuNTIKN TIPA 1] 0 BEIKTNG OTOV TTiVOKA TWV ApIOUNTIKWY TINWV TTOU KaBopiouv To

XOPOKTNPIOTIKO AVTIOTOIXA.

O1 mBavég TiuéEG yia To Opiopa property TTapoucidlovralr oTtov [livaka 3.

2nueiwvetar 6t n Tapdperpog GL_AMBIENT_AND_DIFFUSE emtpétrel Tn

puUBuIoN Xpwpartog Tou TrePIBAANOVTA Kal dIaXUTOU UAIKOU TauTdxpova e ThV idia

Tiu RGBA.
Nivakag 3: MBavég Tipég Tou opiopartog property
MoapaueTpog MpokaBopiouévn TP Znuaocia
GL AMBIENT (0.2,0.2,0.2,1.0) TTEPIBAAAOVTOC QWTIOUOG
GL_ DIFFUSE OIAXUTOG QWTIOUOG

(0.8, 0.8, 0.8, 1.0)

GL_AMBIENT_AND_DIFFUSE

MepiBdaAAovTag kai
OIAXUTOG QWTIOUOG

GL SPECULAR

(0.0, 0.0, 0.0, 1.0)

KATOTITPIKOG QWTIOUOG

GL_SHININESS 0.0 KatomTpikdg €KOETNG
GL_EMISSION (0.0,0.0,0.0,1.0) EKTTOUTI) XpWHOTOG
QWTIOUOU
GL_COLOR_INDEXES (0,1,1) AiKTNG XPWHATOG YIa TOV

mePIBAAAOVTA, BIGXUTO Kal

KATOTITPIKO QWTICHO

6.5 Mapadeiyya ewTICHOU

#include <GL/freeglut.h>
#include <stdlib.h>

/* Initialize material property, light source, lighting
model and depth buffer. */
void init(void)
{
GLfloat mat_specular[] = { 1.0, 1.0, 1.0, 1.0 };
GLfloat mat_shininess[] = { 50.0 };
GLfloat light position[] = { 1.0, 1.0, 1.0, 0.0 };

glClearColor (0.0, 0.0, 0.0, 0.0);

glshadeModel (GL_SMOOTH) ;

//eppavion KATOonTpLKAG AVAKAAONC

glMaterialfv (GL_FRONT, GL_SPECULAR, mat_ specular);
//eppdvion Aseiag enipdveLag

glMaterialfv (GL _FRONT, GL_SHININESS, mat shininess);
//opLopéd¢ nnyA¢ QT LoOpou

glLightfv(GL_LIGHTO, GL POSITION, light position);

//evepyonoinon &vioAdv
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glEnable (GL_LIGHTING) ;
glEnable (GL_LIGHTO) ;
glEnable (GL_DEPTH TEST) ;

}

void display(void)
{
glClear (GL_COLOR BUFFER BIT | GL DEPTH BUFFER BIT);
//dnpLoupyia opaipag
glutSolidSphere(1,80,80) ;
glFlush ()
}
//x0O0pLopdC eppavLIOongG Tng ORNVAQ
void reshape (int w, int h)
{
glvViewport (0, O, (GLsizei) w, (GLsizei) h);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity() ;
if (w <= h)
glortho (-1.5, 1.5, -1.5*(GLfloat)h/(GLfloat)w,
1.5*(GLfloat)h/ (GLfloat)w, -10.0, 10.0);

else
glOrtho (-1.5* (GLfloat)w/ (GLfloat)h,
1.5*(GLfloat)w/ (GLfloat)h, -1.5, 1.5, -10.0, 10.0);

glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity() ;
}
int main(int argc, char** argv)
{
glutInit (&argc, argv);
glutInitDisplayMode (GLUT_SINGLE | GLUT _RGB | GLUT_DEPTH) ;
glutInitWindowSize (500, 500) ;
glutInitWindowPosition (100, 100);
glutCreateWindow ("Sunlight");
/*rRaAel 1n ouvdptnon nou mepLéxel TR dLapdpewon Tou
PWT LOpoU*/
init ()
glutDisplayFunc (display) ;
glutReshapeFunc (reshape) ;
glutMainLoop () ;
return O0;

O mapatrdvw KWOIKAG UAOTTOIET JIa o@aipa n oTToia QwTICETaI ATTO Ui ONPEIOKA
TTNYR Kal pubpifovral atmd KATTOIEG 1B1IOTNTEG QWTICKWOU OTTWG Ol KOTOTITPIKA
avakAaon kKai n TpaxutnTa TNG ETTIPAVEING. TO ATTOTEAEOMA TNG €KTEAEONG TOU

TTOPATTAVW KWOIKA gP@aviCeTal oTo 2XAMa 15.
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LH Sunlight - B “

IxAua 15: Inuelakog GwTLoROG

2¢eA. 54 a6 83



MruxiokA epyaaia Tou oIt ApvaouTn lwdvvn
7 Yon - Texture

Méxpl oOTIYMAG OTa TTAPOTTAvW KeQAAaia, n oxediaon KABE YEWMETPIKOU
QVTIKEIMEVOU YIVOTAV EITE PE TOV OPIOPO MIOG OTOBEPAG XPWHATOG, EITE PE TNV
OMOAN oKiaon avAueoda OTa XPWHATA TWV KOPUPWV TOU, XWPIC TV Xpnon
ammodoong uene. MNa tTn oxediaon TTapadeiypatog XApiv evog JeyAAoOU ToiXou atro
TOUBAa Xwpig atrédoon upng, KABe ToUuBAO Ba TTPETTEl va oXedIAdeTal EEXWPIOTA
WG TTOAUYWVO, TTPAYHA TTou KaBIoTA TTOAU dUCKOAN Kal XpovoRdépa Tn dladikacia

oxediaong HEYAAWYV ETTIQAVIWVY TOU QUOIKOU KOOUOU.

H ammdédoon u@png eTITPETTEI OTOV TTPOYPAUMATIOTH va “KOAAACEI” pIa EIKOVA evOG
ToiXou a1rd TOUBAQ (AapBdvovTtag Tnv, atrd pia ewToypagia atrd Eva TTpayPaTikéd
TOiIX0G) 0€ €va TTOAUYWVO, Kal va oxedldoel OAOKANPO TOIXOG wg €va eviaio
TToAUywvo. H amdédoon uU@AG €gaoc@aliCel o611 OAa  Ta avTikeiyeva Oa
TTOPOUCIACTOUV MHE TO OWOTO TPOTTo AX. Otav T1O0 TOiXWHQO - TTOAUYOVO
TTOPATNPEITAI OE TTPOOTITIKY TTPOBOARA, Ta TOURAA peiwvovtal o€ Péyebog, padi pe
TO TOIXWHA, 000 N KAUEPA OTTOPOKPUVETE aATTO aAUTO. AAAEG XPNOEIC yIa TNV
ammodoong ueng mepIAaupavouv BAaoTnon (n uen ot peydAa TTOAUywva TTou
QVTITTIPOOWTTEUOUV TO €80¢OG), TTPOCOMOIWTH TITAONG, MOTIBa TaTTETOAPIAG Kal
UQEG TTOU KAVOUV Ta TTOAUYWVA VA @QAivovTal 0OV va €ival KOTAOKEUOQOPEVA ATTO

(PUOIKEG OUTIEG, OTTWG JAPHOPO, EUAO, UQPACHA KATT.

Na va xpnoigotroinBei n amdédoon uPng, TPETTEI va €KTEAEOTOUV Ta €ENG

Briuara:
1. KaBopileTal n uen.
2. AvogépeTal TTWG Ba eQapUOOTEi N UPA Tou o€ KABE pixel.
3. EvepyoTtroigital n amrédoon uenig.

4. 2xediaon TG OKNVNG, TTAPEXOVTAG UPN KAl YEWUETPIKEG OUVTETAYMEVEG.
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7.1 ZUVTETAYMEVEG UPRAG

21nv OpenGL yia Tnv a1rédoon UPrg o€ YPANKES Kal ETTIQAVEIEG avaBETovTal O€
KAOe pia kopu@r) ouvteTayuéves uene. ‘Etol n pnxavr t1ng OpenGL atrodidel Ta
OTOIXEIO TOU TTivaKA UQPAG KATA YAKOG TNG YPAMMKNAG j OTNV €KTAON TNG ETTIPAVEING

oUTWG WOTE VA IKAVOTTOIOUVTOlI Ol OPIaKEG OUVONAKEG TTou  €TIPAAAEl O

TTPOYPANMATIOTAG.

H avdbeon ocuvteTayuévwy UQRG TTPAYHMOTOTTIOIEITAI PE TN XPAON TNG €VTOANG
glTexCoord{1,2Ki,s,f,d}. Omou 1 povodIACTATEG UQPEG PE POVADIKA TTAPAPETPO
(GLfloat s) kai 2 diodidoTaTeg UQEG pe TTapauéTpoug (GLfloat s, GLfloat t) . Evw Ta

i,s,f,d kaBopifouv TO TUTTO BESOUEVWV.

Me Tta opioparta s, t TnG glTexCoord* opifovtal Ol TPEXOUOEG OUVTETAYMEVEG
u@ng, ol oTroieg atrodidovTal o€ OAa Ta onueia TTou Ba dNAWBOUV 0TN CUVEXEIQ TOU
KWOIKA. O1 TPEXOUOEG OUVTETAYMEVEG UQNG  AEITOUpyoUv WG  PETABANTEG

Kataotaong dnAadr diatnpouv TIG TIMES TTOU TOUG avaTEédnkav Tnv TeAeuTaia gopd.

7.1.1 MivoKEG OCUVTETAYMEVWV UPAG

Me Tn AciToupyia auTh O TTPOYPANUATIOTAG UTTOPEI VO opioel €va ouvoAo atrd

OUVTETAYMEVEG UPNAG Kal va TNG CUUTTEPIAGREI O€ £va TTiVaKA.

[MNa va yivel auto aTTAITEITAI N EVEPYOTTOINON TNG AEITOUPYIAG QUTAG PE TNV EVTOAN
glEnableClientState:

glEnableClientState(GL_TEXTURE_COORD_ARRAY);

H kataxwpnon Tou TTiVOKO OUVTETAYMEVWY UQAG ETTITEAEITAI PE TNV EVTOAN

glTexCoordPointer:

void glTexCoordPointer(GLint size, GLenum type, GLsizei stride, const GLvoid

*pointer);

Ta 2 TpwTta opioparta gival idia e Tnv atrAi evioAn glTexCoord. H TTapaueTpog
stride kaBopilel TNV améoTacn o€ bytes PeTACU BIABOXIKWY CUVTETAYUEVWY UQPRG
OTOV TTiVOKA. XPNOIYOTTOIEITal JOVO OTav OTOV TTiVaKa atrolnkevovTal TIYEG

TTOAOTTAWY  I010TATWY  (A.X. OUVTETAYUEVEG ONUEIWV KAl OCUVTETAYMEVEG UQPNG
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eVOAAGE). H trpokaBopiopévn mipn givar 0. TéEAOg n TTapAuETPOG pointer eival

Q€iKTNG OTOV TTiVAKA TTOU TTEPIEXEI TIG OUVTETAYMEVES UPAG

7.2 EIKOVEG UPNG

O1 eikbveg upnig otnv OpenGL diakpivovTal o€ HOVOdIACTATEG KAl OIODIACTATEG.

Na Tnv amdédoon povodidoTatng Kal O1odIdoTATNG EIKOVAG UPNG, apxIKA

ATTAITEITAI N EVEPYOTTOINON TNG AcITOUpyiag Pe TNV evioAn glEnable:
glEnable(GL_TEXTURE_1D); kai glEnable(GL_TEXTURE_2D);

H @opTwon evog Trivaka OTOIXEIWV POVOdIAOTATNG €IKOVAG UQPNG YiVETAI UE THV

eviohn glTexlmage1D:

void glTeximagelD(GLenum target, GLint level, GLint internalFormat, GLsizei

width, GLint border, GLenum format, GLenum type, const GLvoid *texelArray);
Kai yia d1od1doTaTtn Pe Tnv evioAn glTexlmage?2D:

void glTexImage2D(GLenum target, GLint level, GLint internalFormat, GLsizei
width, GLsizei height, GLint border, GLenum format, GLenum type, const GLvoid

*texelArray);
MNa TRV avaAuon Twv TTapaTTdvw eVIOAWY I0XUOUV Ta idIa.

e To Opiopa target kaBopilel TNV uenl Kal  Traipvel w¢  OPICHA
GL_TEXTURE_1D } GL_PROXY_TEXTURE_1D.

e H oképaia TapdueTpog level «kaBopiel av o TTivaokag  u@ng
XPNOIJoTIoIEiTal WS MIa PaBuida o€ pia TTupapida mvAakwv. AuTh n
TTAOPAPETPOG Eival Xproiun HOvo OTav XPnoIYOTToIoUVTAl TTIVOKEG UPRG O€
TTOAATTAEG avaAuoelg. Me Tiuf 0 opileTal 0TI N UPr AVAKEI OTNV KOPUPH
TNG TTUPAWIOAC KAl €ival N CUVIOTWWEVN TIUA OTAV gV XPNOIKNOTTOIOUVTAI
TTOAQTTAEG aVOAUOEIG.
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To 6piopa internalFormat kaBopilel To TTAABOG TwV CUVIOTWOEWV TOU
XPWHMATIKOU povTéAoU TNG ueng. O1 oTabepég TTOU XPNOIYOTTOIOUVTAI

ouviBwg gival ol ENG:

GL_LUMINANCE: atroxpwao€Ig Tou YKPiCou.
GL_RGB: RGB povTéAo pe 3 OUVIOTWOEG.
GL_RGBA: RGBA povTéAo pe 4 OUVIOTWOEG.

To opiopa width lMpoodiopifel To TTAGTOG TNG €IKOVAG uPnG. OAeg ol
uAoTroInoelig uttooTnpifouv €IKOVEG UPNG TTou €ival TouAdxiotov 1024

texels TAGTOG. To UWOG TNG UPAG ikdvag 1D eivai 1.

To 6pioua height kaBopilel TO UYPOS TNG €IKOVAG UPNG, 1 TOV ApIBUd Twv
OTPWMATWY O  Mdia  ueh  avrigToiXia, OTnv  TTEPITITWON NG
GL_TEXTURE_1D_ARRAY «kai GL_PROXY_TEXTURE_1D_ARRAY.
OAeg o1 ulotroijoelg  utrooTnpidouv  €ikoveg 2D u@rg Tou  gival

TouAGyioTov 1024 texels Uwog, kal TOUAGXIOTOV 256 oTpwuata BABoc.

To 6piopa border kabopilel av N uer Ba TTePIBAAAETaI aTTd OPIO TTAXOUG
evog pixel. H miury 0 kaBopicel o1 O xpnoiyoTrolciTal 6plo, evw n Tiun 1

KaBopilel 6T xpnoiyoTrolgiTal 6plo.

Me 10 Opiopa format kaBopiletar n dladoxr Pe TNV oTroia divovTal ol
OUVIOTWOEG TOU XPWHMOTIKOU povTéAou. Or1 TIYEG TTOU uTTooTnpidovTal
eivai: GL_ALPHA, GL_RGB, GL_RGBA, GL_LUMINANCE, «ai
GL_LUMINANCE_ALPHA.

To Opioua type kaBopilel Tov TTPpwTOYEVH TUTTO OEOONEVWV [UE TOV OTTOIO
oivovtal Ta texels otov mivaka u@ng. O ouvABeig TinéES eival GL_INT,
GL_FLOAT ka1 GL_UNSIGNED_ BYTE yia ¢opTwaon apxeia eIkOVwy.

H mapdapetpog texelArray cival O€ikTnG OTOV TTivaKA TTOU TTEPIEXEI TIG
XPWHOTIKEG TIMEG Twv texels. ZTnv TTEPITITWON TTOU O TTiVAKAG Eival

MOvVOBIAOTATOG, TO COTOIXEID TOU TTiVAKA TTPOOdIOPICOUV TIG TIMEG TWV
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texels avd n-adeg 61TOU N TO TTARBOG TWV XPWHATIKWY CUVIOCTWOWY TTOU

TEPIypagouv KGBe texel.

7.3 PuBpioceig amrédoong u@ng

2T0UG  aAy6piBuoug amrodoong UPNAG O  TTPOYPAMUATIOTAG UTTOPEI  va
TTpaydaToTToINoEl SIAQOPES pUBUIoEIS e TNV XPAOoN TNS EVIOARG glTexParameter*:

glTexParameter{if{v}(GLenum target, GLenum parameterName, TYPE

parameterValue);

Otou 10 Oplopa target avagépetar oto av n puBuion emMPBAAETaI OTNV
Katnyopia povodidoTaTwy A diodidoTatwy uewv Pe Tnv TiuA GL_TEXTURE_1D A
GL_TEXTURE_2D avrioToixa. To opiopya parameterName Oivetal 10 ovoud Tng
TTAPAUETPOU TTOU opideTal. Evw pe 10 dpiopa parameterValue divetal Tnyv Tiun ) o

TTiVaKAG TIMWV TTOU TTPOo0dIopidel TV TTapdueTpo parameterName.

O1 puBuioeig TTou PTTOPOUV Va Yivouv PeE TN XPAoN TNG evioAng glTexParameter*
agopoulVv TNV Odikpuvon 1 JeyEBuvon UQng Kal aTTOKOTTH i eTTavaAnyn Ueng UE

XPNon Twv KATAAANAwWV opIouATWV.

7.4 AuTépaTN ATTOB00T UPNRG O TETPAYWVIKEG ETTIQAVEIEG

€ ouvbeTeg emipdveieg n diadikacia ammédoong ueng eival o TTOAUTTAOKN
oladikaaoia. MapoAa autd n OpenGL TTapéxel oToV TTPOYPAPMATIOTH TN duvaTdTnTa
va ammodwoel QUTOPOTA CUVTETAYMEVEG UQNG OE TETPAYWVIKEG ETTIQAVEIEG ME

OXETIKA atTAG TPOTTO, TN XPron TnG evioAng gluQuadricTexture :
void gluQuadricTexture (GLUquadric *quadObject, GLboolean textureCoords);

OTtou 10 Opiopa quadObject kaBopilel TO QVTIKEIMEVO TTOU QVTIOTOIXEI OTNV
TETPAYWVIKA €m@aveia. Evw 10 Opioua textureCoords kaBopilel av evepyoTTolEi 1)
QATTEVEPYOTTOIEI TNV aTTdd00N VPG 0TO EKACTOTE avTIKEipevo pe TIG TIHEG GL_TRUE
N GL_FALSE avrioToixa.

Me tnv evioAl gluQuadricTexture atrodidetal n uery o OA0 TO €UPOG TNG
TETPAYWVIKAG €mm@aveiag. ETTiong o1 ouvTteTaypéveg TNG U@rg TTou atrodidovTal

ekTeivovTal oTo UPog TIHWV [0,1] o€ OAeg TIG BIEUBUVOEIS (S Kal t).
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7.5 Alaxegipion TTOAAATTAWYV TTIVAKWY UPAG

APKETEG YPAPIKEG EQAPUOYEG ATTAITOUV TN XPNON TTEPICOOTEPWYV ATTO £va TTIVAKA
ueng. M.x. 6tav oTn OKNVA UTTAPXOUV ETTIPAVEIEG PE OIAPOPETIKA XAPOAKTNPIOTIKA

UQNG, atTaITeiTal N THPNON TTOAAATTAWY TTIVAKWY UQNG.

H OpenGL emtpétrel TN dlaxeipion TTOAATTAWY TTIVAKWY UQPRG avaBEéTovTag O€
KABe Trivaka Kal a1md éva avayvwploTIKO apiBud. H avdBeon avayvwpioTIKWV
apIBuwyv o€ KABE TTivaka ETTITPETTEI TNV AVAKANCT TOU OTTOTE €ival avaykaio. Auti n
TTPOCEYYION €ival N TTIO ATTOTEAECUATIKA O Oxéon ME TNV emmavaAapBavouevn

POPTWON TOU KABE TTivaKa TTPIV TN XPron Tou.

Apxikd TTpéTTel va dnuioupynBei éva TTARBOG avayvwpIoTIKWY apIOPwyY UPAG JE

TNV €vTOAn glGenTextures:
void glGenTextures(GLsizei n, GLuint *texturelD);

otrou texturelD o TTivakag TTou TTEPIEXEI TOUG AvAyVWPIOTIKOUG apIBUoUG Kal N TO

TTARBOG TWV avayVWPICTIKWY GPIBPWV.

Katotiv n avaBeon avayvwpioTIKOU apiBuou o€ éva TTivaka UQRAG YiveTal Je TNV

evioAn glBindTexture:
void gIBindTexture(GLenum target, GLuint texturelD);

Omou n Tmapduerpog target Traipver tTnv Tyl GL_TEXTURE_1D A
GL_TEXTURE_2D yia povodidoTarn kai diodidoTtarn u@r avriotoixa. To épioua

texturelD avtioToIXEi OTOV QvayvwPIOTIKO apIOUO TTOU avaTtifeTal oTnv TpEXOUOQ

uen.

7.6 ZuvdudaouOG HOPYPOTTOINCEWV

H pnxavig Tng OpenGL divel oToV TTPOYPAPUATIOTH T duvaTdTNTa VA KABopioEl
TOV TPOTIO PE TOV OTTOI0 AAANAETIOPOUV OI PHETARANTEG KATAOTAONG XPWHATOS Kal
NG TPEXOUCOS UPNRG. H aAAnAeTTidpaon Twv PeTaBANTWY auTwyv KaBopileTal Ye TNV
EVTOAN gITexEnv*():

void glTexEnv{if{v}(GLenum target, GLenum pname, TYPE param);
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OTr0U OpIcel TNV TpEXOUTa AsiToupyia TNG uPnG. H TTapaueTpog target opicel Eva
TePIBAANOV UQriG TO oTroio ptropei va Tdapel TiIg TINEG GL_TEXTURE_ENV,
GL_TEXTURE_FILTER_CONTROL A4 GL_POINT_SPRITE.

H mmapdaueTpog pname kabopilel To CUUBOAIKO Gvopua Pia HOVO-TIUA TTAPAUETPOG
TepIBAANOVTOG UPNG. H TTapdueTpog auth Traipvel dId@opa opiouaTa OTTWG TO
GL_TEXTURE_ENV_MODE kai To GL_COMBINE_ALPHA.

H tTapduetpog param taipvel duo TutToug GLfloat kai Glint avdAoya ue 1o TTWG
XPNOIJOTTOIEITAl N €VTOAN. H TTapduETPOS auth KaBopilel Tov TPOTTO E TOV OTTOIO
AAANAETTIOPA N UPN PE TIG TTOPAPETPOUG KATAOTAONG XPWHATOG KAl ETTIOEXETAI £va
MeydAo apiBud amd otabepég-emAoyeég 6mwg n GL_REPLACE (10 xpwua tng
u@nNG avtikabioTd 1o xpwua TnS emeaveiag) kai GL_MODULATE (1o xpwpua TTou

opicel n uen TTOAAQTTAQCIAZETAI E TO TPEXOV XPWHA TNG ETTIPAVEIAC).
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8 OAOKANpwUEVN E€@APMOYH TTPOCOMOIWONG NAIOKOU

OUCTHHATOG

H e@apuoyy autr e€ivar pia TTPOOTIABEId  TTPOCOPOIWoNG Tou  nAIaKOU
OUCTHMATOG. 2TNV £Qapuoyr auTr cuptrepiAapBdavovTal didgopa aToixeia armod OAa
Ta TTapatrdvw Ke@dAAaia (TTou agopouv Tnv uAotroinon o€ OpenGL) yia Tnv

EM@AvION Tou €MOUPNTOU ATTOTEAEOUATOG.

8.1 Mapouciaon Kwdika

O @dkeAog Tou project TrepihauBdvel 5 apxeia atd Ta otroia 2 gival headers pe

ovopa “camera.h” kai “ImageLoad.h” kair Ta umméAoita 3 eival apxeia .cpp ME

”

ovopa “ camera.cpp”, “ImageLoad.cpp” kai “mainSolarSystem.cpp”.

8.1.1 camera.h

210 header autd opiletail To interface TG KAGon “CCamera”, KaBwg Kal OOES Ol

0TT0iEC Ba XpnoiuoTToiNBouyV yia TRV a1Tddoon TNG KAUEPAG.

// Need to include it here because the GL* types are required
#include <GL\freeglut.h>

#define PI 3.1415265359

#define PIdiv180 3.1415265359/180.0

//Float 3d-vect, normally used
struct SF3dVector

{ GLfloat x,y,z;

iéruct SF2dVector

{ GLfloat x,y;

};

class CCamera
{
private:

SF3dVector Position;

/*Not used for rendering the camera, but for
"moveforwards". So it is not necessary to "actualize" it
always. It is only actualized when ViewDirChanged is true and
moveforwards is called*/

SF3dVector ViewDir;

2¢eAN. 62 a6 83



Mruxiakn epyacia Tou @oitnT ApvaouTn lwévvn

bool ViewDirChanged;

GLfloat RotatedX, RotatedY¥Y, RotatedZ;

void GetViewDir ( void ) ;
public:

//inits the values (Position: (0]|0|0) Target: (0|0|-1))

CCamera() ;

/*executes some glRotates and a glTranslate command
Note: You should call glLoadIdentity before using Render */

void Render ( void );

void Move ( SF3dVector Direction );
void RotateX ( GLfloat Angle );

void RotateY ( GLfloat Angle );

void RotateZ ( GLfloat Angle );

void RotateXYZ ( SF3dVector Angles );
void MoveForwards ( GLfloat Distance ) ;
void StrafeRight ( GLfloat Distance );

};

SF3dVector F3dVector (GLfloat x, GLfloat y, GLfloat z );
SF3dVector AddF3dVectors (SF3dVector * u, SF3dVector * v);
void AddF3dVectorToVector (SF3dVector * Dst, SF3dVector * V2);

8.1.2 camera.cpp

To apxeio autd ulotrolei 1O TrEpIEXOUEVO Tou header “camera.h”. Edw

uAoTToloUVTal OAEC Ol GUVOPTHOEIG TTOU Ba XPEIACTOUV YIA TO XEIPIOWO TNG KAUEPAG

NG EQapPHOYNAG.

#include "camera.h"

#include "math.h"

#include <iostream>

#include "windows.h"

SF3dVector F3dVector ( GLfloat x, GLfloat y, GLfloat z )

{
SF3dVector tmp;

tmp.x = x;
tmp.y =y’
tmp.z = z;
return tmp;

}
SF3dVector AddF3dVectors (SF3dVector* u, SF3dVector* v)

{
SF3dVector result;
result.x = u->x + v->x;
result.y = u->y + v->y;
result.z = u->z + v->z;
return result;
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}

//¥noloyileL véa Oéon OTLG OUVIETAYHEVEC
void AddF3dVectorToVector (SF3dVector * Dst, SF3dVector * V2)
{

Dst->x += V2->x;

Dst->y += V2->y;

Dst->z += V2->z;

CCamera: :CCamera ()

{
//Init with standard OGL values:
Position = F3dVector (0.0, 0.0, 0.0);
ViewDir = F3dVector (0.0, 0.0, -1.0);
ViewDirChanged = false;
//Only to be sure:
RotatedX = RotatedY = RotatedZ = 0.0;

void CCamera: :GetViewDir ( void )

SF3dVector Stepl, Step2;
//Rotate around Y-axis:
Stepl.x = cos( (RotatedY + 90.0) * PIdiv180);
Stepl.z = -sin( (RotatedY + 90.0) * PIdiv180);
//Rotate around X-axis:
double cosX = cos (RotatedX * PIdiv180) ;
Step2.x = Stepl.x * cosX;
Step2.z = Stepl.z * cosX;
Step2.y = sin(RotatedX * PIdiv180) ;
//Rotation around Z-axis not yet implemented, so:
ViewDir = Step2;
}
//xivnon xApepag mMAVO KAl KATW
void CCamera: :Move (SF3dVector Direction)
{
AddF3dVectorToVector (&Position, &Direction );
}
//nepLotpopn Tn¢ KApepa wW¢ npo¢ tov afova y
void CCamera: :RotateY (GLfloat Angle)
{
RotatedY += Angle;
ViewDirChanged = true;
}
//nepLotpopf Tn¢ KApEpa WG mpo¢ tov afova x
void CCamera: :RotateX (GLfloat Angle)
{
RotatedX += Angle;
ViewDirChanged = true;
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//opLopdc Oéong TnC KRApEPAG
void CCamera: :Render( void )

{

}

//rivnon tn¢ rApepag epmnpdg niocw

glRotatef (-RotatedX , 1.
glRotatef (-RotatedY , O.
glRotatef (-RotatedZ , O.
glTranslatef( -Position.

4
4

0
0,
0
X

14

0.0, 0.0);
1.0, 0.0);
0.0, 1.0);

-Position.y, -Position.z );

void CCamera: :MoveForwards ( GLfloat Distance )

{

}

if (ViewDirChanged) GetViewDir() ;

SF3dVector MoveVector;
MoveVector.x =
MoveVector.y =
MoveVector.z =

ViewDir.x * -Distance;
ViewDir.y * -Distance;
ViewDir.z * -Distance;
AddF3dVectorToVector (&Position,

&MoveVector ) ;

//xivnon tng KApepag apLotepd KoL defLd
void CCamera: :StrafeRight ( GLfloat Distance )

{

if (ViewDirChanged) GetViewDir () ;

SF3dVector MoveVector;
MoveVector.z =
MoveVector.y =
MoveVector.x =

0.0;

8.1.3 ImageLoad.h

#ifndef IMAGELOAD _
#define _IMAGELOAD

struct Image {

};

unsigned long sizeX;
unsigned long sizeY;
char *data;

typedef struct Image Image;

int Imageload(char *filename,

#tendif

-ViewDir.x * -Distance;

ViewDir.z * -Distance;
AddF3dVectorToVector (&Position,

&MoveVector) ;

To header autd xpnoIPoTTOIEITAI VIO QOPTWHA EIKOVAG.

Image *image) ;
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8.1.4 ImagelLoad.cpp

2T0 Opxeio autd uMoTTolEiTal TO TTEPIEXOMEVO TOu Trapatravw header. To
TTPOYPAUUa Ba PTTOPEI va QOPTWOEl EIKOVEG O€ bitmap apxeia, éwg 24 bit ye yévo

éva eTTiredo.

#include <stdio.h>

#include <stdlib.h>

#include "ImageLoad.h"

/* quick and dirty bitmap loader...for 24 bit bitmaps with 1
plane only.*/

int Imageload(char *filename, Image *image) ({

FILE *file;

unsigned long size; // size of the image
in bytes.

unsigned long i; // standard counter.

unsigned short int planes; // number of planes
in image (must be 1)

unsigned short int bpp; // number of bits per
pixel (must be 24)

char temp; // temporary color

storage for bgr-rgb conversion.

// make sure the file is there.

if ((file = fopen(filename, "rb"))==NULL)
{

printf ("File Not Found : %s\n",filename) ;
return O0;

}

// seek through the bmp header, up to the width/height:
fseek(file, 18, SEEK _CUR) ;

// read the width

if ((i = fread(&image->sizeX, 4, 1, file)) '= 1) {
printf ("Error reading width from %s.\n", filename);
return O;

}
printf ("Width of %s: %lu\n", filename, image->sizeX);

// read the height

if ((i = fread(&image->sizeY, 4, 1, file)) '= 1) {
printf ("Error reading height from %s.\n", filename) ;
return O;

}
printf ("Height of %s: %lu\n", filename, image->sizeY);

/* calculate the size (assuming 24 bits or 3 bytes per
pixel) . */
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size = image->sizeX * image->sizeY * 3;

// read the planes

if ((fread(&planes, 2, 1, file)) '= 1) {
printf ("Error reading planes from %s.\n", filename);
return O;

}
if (planes !'= 1) {
printf ("Planes from %s is not 1: %u\n", filename,

planes) ;
return O;

}

// read the bpp

if ((i = fread(&bpp, 2, 1, file)) '= 1) {
printf ("Error reading bpp from %s.\n", filename) ;
return O;

}

if (bpp !'= 24) {

printf ("Bpp from %s is not 24: %u\n", filename, bpp);
return 0;

}

// seek past the rest of the bitmap header.
fseek (file, 24, SEEK CUR);

// read the data.

image->data = (char *) malloc(size)

if (image->data == NULL) ({

printf ("Error allocating memory for color-corrected
image data") ;

return O;

}

if ((i = fread(image->data, size, 1, file)) !'= 1) {
printf ("Error reading image data from %s.\n", filename);
return O;

}
// reverse all of the colors. (bgr -> rgb)

for (i=0;i<size;i+=3) {

temp = image->data[i];
image->data[i] = image->data[i+2];
image->data[i+2] = temp;

}

return 1;
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8.1.5 mainSolarSystem.cpp

2T0 Opxeio autd UTTApxel n ouvdptnon main Kal OAeC oI ATTapaiTNTEG

OUVOPTAOEIG YIA TNV OXEDIOON KAl ATTEIKOVION TNG EQAPUOYNG.

/************************************************************
kkkkkkkkhkk*kx

ESC: exit

Kivnon xdapepag:

w epnpdédQg

s : niow

a apLotepd

d defLa

KEY UP : otpoef néve

KEY DOWN : otpo@f KATW
KEY RIGHT : otpogr defia
KEY LEFT : otpo@f apLotepd
r : nave

f : r&tw

khkkhkkkhkhkkkhkhkkhkhkkhkkhkhkkkhkhkkkhkkhkkhkhkkhkkhkhkkkhkhkkhkhkhkkhkkhkhkkkhkhkkkhkhkkkhkkkkkkx
**********/

#include <stdio.h> // Header file for standard file i/o.
#include <stdlib.h> // Header file for malloc/free.
#include <GL\freeglut.h>

#include "camera.h"

#include "ImageLoad.h"

#include <iostream>

using namespace std;
//eniotpépeL float tuxaioug apLOpolg fexivaviag and to 1.0f
float FloatRand( float MaxVal )
{

return ( (float)rand( ) / ( (float)RAND MAX + 1.0f ) ) *
MaxVal;

}

//AnpLoupyia avtireLpévou T1¢ KAAong CCamera
CCamera Camera;

//Iivakag¢ yLa To onpelord QT Lopd

GLfloat lightPos[] = { 0.0f, 0.0f, 0.0£, 1.0f };

/* Zuvaptnon diaxeipLong yeyovotwv dLaoTdoewv TOU mnoapabipou
NG epappoyng. MepLéxel KOS LKA OXETLKA pe Tn pUdpLon TV
dLdpopwv mpoPoArdv mou 6a Xpfnoipomoindouv */
void reshape(int x, int y)
{

//Nothing is visible then, so return

if (y == || x == 0) return;
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//Set a new projection matrix
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity() ;

//Angle of view:40 degrees
//Near clipping plane distance: 0
//Far clipping plane distance: 20.0
gluPerspective (40.0, (GLdouble)x/ (GLdouble)y,0,20.0) ;
//opLopdé¢ ouppeTpLKRAG MPoonTLKAG NPOPOARC
glMatrixMode (GL_MODELVIEW) ;
//Use the whole window for rendering
glViewport(0,0,x,y) ;
}//TéAog¢ ouvdptnon reshape
[1177777777777777777777777777777777777777777777

//OpLopéd¢ TeTPAYWVLRAG EMLPAVE LAG

GLUquadric *sphere;

/*

H petapAnty “texture” pag Ponbder va ddocoupe €va unique name
oe éva texture object pe tnv XpHon tng ouvapinong
glGenTextures, emiong pag Ponbdetr va to K&voupe bind, dnAadf
va To dévoupe QOTE VO HNOPOUHE VA E€PYNOCTOUHE NAVW TOU PE TQ
Bof®eiLa tTLg¢ ouvdaptnonge glBindTexture */

//opiopé¢ mivara nou Oa amoOnkrevovial textures
GLuint texture[5];

//Zuvaptnon @opTOPATOC € LROVWV
void Init(GLfloat x,GLfloat y) {

int i;
// AfAwon aviirelpévou tUmou Image
Image *imagel;
//KaL apxlLronoiLeite pe tnv XpHon ti¢ malloc
imagel=(Image*)malloc (5*sizeof (Image)) ;
//pdptwon tng €LROVAG
if (!Imageload("sol.bmp",6 &imagel[0])) {

fprintf (stderr,"Couldn't find the image file\n");
}
if (!Imageload ("world.bmp",6 &imagel[1])) {

fprintf (stderr,"Couldn't find the image file\n");
}
if (!ImagelLoad ("moon.bmp",6 &imagel[2])) {

fprintf (stderr,"Couldn't find the image file\n");
}
if (!Imageload("stars.bmp",6 &imagel[3])) {

fprintf (stderr,"Couldn't find the image file\n");
}
if (!Imageload("comets.bmp",6 &imagel[4])) {

fprintf (stderr,"Couldn't find the image file\n");
}
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//evepyonoinon twv textures

glEnable (GL_TEXTURE 2D) ;

/*Anpiloupyia evdég texture object pe unique name
'texture'*/

glGenTextures (5, texture) ;

/*Kadvoupe bind dote va pnopolpe va €pyacToUpe NMAVW TOU HE
tnv ouvdptnon glBindTexture*/

for (i=0;i<5;i++) {

glBindTexture (GL_TEXTURE 2D, texture[i]);

sphere=gluNewQuadric () ;

/*Ed@ Oétoupe magnification xat minification texture
filters. Autd yivete pe TRV XPHON TNG OUVAPTINONC
glTexParameter (i, f) .*/

glTexParameteri (GL_TEXTURE_ 2D,GL_TEXTURE MAG FILTER,GL L
INEAR) ;

glTexParameteri (GL_TEXTURE_ 2D,GL_TEXTURE MIN FILTER,GL L
INEAR) ;

/* Ze autd 1o onueio pe T XPHON THC OUVAPTNONC
glTexImage PETAPEPOUPHE TA OTOLXElda TNG €LKOVAG MOU £XOUpE
popTAOE L WG mapdpetpo péoca oto texture object pag....*/

glTexImage2D (GL_TEXTURE 2D,0,3,imagel[i].sizeX,imagel[i]
.sizeY,0,GL_RGB,GL UNSIGNED BYTE, imagel[i] .data);

gluQuadricTexture (sphere,GL_TRUE) ;

}

free (imagel) ;
}//Térog ocuvéapinong Init
[111717777771777777777777771777777777777777777777

int el=0;
float x=-400,y=0,2z=0,size=0;

//ouvéptnon oxediaong ypoae LKAV
void Display(void)
{
glClear (GL_COLOR BUFFER BIT) ;
glDisable (GL_LIGHTING) ;// Sun

glLoadIdentity() ;
//raBopLopdc Oéong TG KRAPEPAC
Camera.Render () ;
#pragma region asteria
// Store the current matrix

glPushMatrix() ;

// Reset and transform the matrix.
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// Enable/Disable features
glPushAttrib(GL_ENABLE_BIT);
glEnable (GL_TEXTURE 2D) ;

// Just in case we set all vertices to white.

glColor4£f(1,1,1,1);
300.0f;

GLfloat wval =

// Render the front quad
glBindTexture (GL_TEXTURE 2D, texture[3]);

glBegin (GL_QUADS) ;
glTexCoord2f (O,

glTexCoord2f (1,
glTexCoord2f (1,
glTexCoord2f (O,

glEnd() ;

0) ; glVertex3f (val,
0); glVertex3f(-val,

-val,

-val,

val) ;
val) ;

1) ; glVertex3f(-val, val, val);
1) ; glVertex3f(val, val, val);

// Render the left quad
glBindTexture (GL_TEXTURE 2D, texture[3]);

glBegin (GL_QUADS) ;

glTexCoord2f (O,
glTexCoord2f (1,
glTexCoord2f (1,
glTexCoord2f (O,

glEnd() ;

0) ; glVertex3f (val,
0) ; glVertex3f (val,

-val,
-val,

-val) ;
val) ;

1) ; glVertex3f(val, val, val);
1) ; glVertex3f(val, val,

// Render the back quad

glBindTexture (GL_TEXTURE 2D, texture[3]);

glBegin (GL_QUADS) ;
glTexCoord2f (0,

glTexCoord2f (1,
glTexCoord2f (1,
glTexCoord2f (O,

glEnd() ;

0); glVertex3f (-val,
0) ; glVertex3f (val,

-val,

-val,

1) ; glVertex3f(val, val,
1) ; glVertex3f(-val, val,

// Render the right quad
glBindTexture (GL_TEXTURE 2D, texture[3]);

glBegin (GL_QUADS) ;
glTexCoord2f (O,

glTexCoord2f (1,
glTexCoord2f (1,
glTexCoord2f (O,

glEnd() ;

0); glVertex3f(-val,
0); glVertex3f(-val,
1) ; glVertex3f(-val,
1) ; glVertex3f(-val,

// Render the top quad

glBindTexture (GL_TEXTURE 2D, texture[3]);

glBegin (GL_QUADS) ;
glTexCoord2f (O,

glTexCoord2f (1,
glTexCoord2f (1,

val,
val,

-val,
-val,

0); glVertex3f(val, val,
0); glVertex3f(val, val, val);
1) ; glVertex3f(-val, val, val);
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-val) ;
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val) ;
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glTexCoord2£ (0, 1); glVertex3f(-val, val, -val);
da();

// Render the bottom quad

glBi
glBe

glEn

ndTexture (GL_TEXTURE 2D, texture[3]);

gin (GL_QUADS) ;

glTexCoord2f£ (0, 0); glVertex3f(-val, -val, -val);
glTexCoord2£f (1, 0); glVertex3f(-val, -val, val);
glTexCoord2f (1, 1); glVertex3f(val, -val, val);
glTexCoord2£f (0, 1); glVertex3f(val, -val, -val);
d();

// Restore enable bits and matrix

glPo
glPo

#pragma

#pragma

PAttrib() ;
pMatrix() ;
endregion

region planites

//glScalef(3.0,1.0,3.0);//rApérwon

sta

tic int lastMs = glutGet( GLUT_ELAPSED TIME ) ;

int curMs = glutGet( GLUT . ELAPSED TIME ) ;

dou
las

sta
sta

ear

moo

glPushMa
{

pe évopa
glBindTe

ble dt = ( curMs - lastMs ) / 1000.0;
tMs = curMs;

tic float earth = 0.5;
tic float moon = 0.2;

th += 2 * dt;
n += 36 * dt;

trix();

glColor3ub( 255, 255, 0 );
glBindTexture (GL_TEXTURE 2D, texture[O0]);
gluSphere (sphere,13.92, 80,80) ;

// Position light source at 0,0,0
glLightfv (GL_LIGHTO,GL_ POSITION,lightPos) ;
glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;

glPushMatrix() ;
{
/*Ed3@ Aépe otnv OpenGL va xpnoiLpomnolfoetl 1o texture
'texture[l]' autd yivete pe tn XPAOn TNG €VIOARG
xture np.v 10 render code.*/
//Opiopdg tn¢ YAS
glBindTexture (GL _TEXTURE 2D, texture[l]);

2eN. 72 a6 83



Mruxiakn epyacia Tou @oitnT ApvaouTn lwévvn

glRotatef( earth, 0, 0, 1 );
glTranslatef( 60, 0, 0 );

glColor3ub( 0, 255, 255 );
gluSphere (sphere,1.2742,80,80) ;

//nepiLotpopn tn¢ I'fc yvpo and to gautd 1n¢
glPushMatrix () ;

{
glRotatef( moon, 0, 0, -1 );
gluSphere (sphere,1.2742,80,80) ;

}

glPopMatrix() ;

//opLopdg peyyap Lol

glPushMatrix() ;

{
glBindTexture (GL_TEXTURE 2D, texture[2]);
glRotatef( moon, 0, 0, 1 );
glTranslatef( 2, 0, 0 );
glColor3ub( 128, 128, 128 );
gluSphere (sphere,0.3474,80,80) ;

}

glPopMatrix () ;

}
glPopMatrix () ;
}
glPopMatrix() ;
#pragma endregion

#pragma region komites
//opLopdc ropntAv
glPushMatrix() ;

/* Mia oeLp& and eAéyXoug Kol Tuxaieg¢ petaPAntég
mou €XOoUuVv va KAVOuUVv pe 1o péyebog T @opd Kol TO XApo mou Oa
KLvnOel o xkoupftng */

if (x<=-500 or x>=500) {

x=rand() % 60 - 30;

y=rand () 600 - 300;

z=rand () 290 + 10;

/*naipver tipf and 0.1 péxpt 1 mou avrtiotolxel
oto péyebog ropftn */

size=FloatRand(1l) ;

el=rand() % 60 - 30;

%
%

if (el<=0)//Av egivaL apvntLrd
z=-1*z;//n Tipf TOU Z ylVvETAL APVITLKA
if (x>=0) {
el=1;//éAeyxoc¢ mpog¢ miLa KateGOuvon Oa
//kiveitaL o KOpATnC
x=490;//andé noU 6a fexrLvAoel
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else({
el=2;
x=-490;
}
}
if (el==1) {
x=x-10;
}
else
x=x+10;

//opLopbég ropftq

glBindTexture (GL_TEXTURE 2D, texture[4]);
glColor3f(1,1,1);

glTranslatef(x, y, z);

gluSphere (sphere,size,10,10) ;

glPopMatrix () ;
#pragma endregion

glFlush() ;

glutSwapBuffers() ;
}//Térog ocuvépinong Display
[117777777777777777777771777777777777777777

/* Zuvéaptnon diLaxeipiong yeyovétwv HANKTIPOAOYIiOU IMOU QPOPOUV
nv Kapepa */
void specialKeys (int key,int x, int y)
{
switch (key)
{
case GLUT _KEY UP:
Camera.RotateX(5.0) ;
break;
case GLUT_KEY DOWN:
Camera.RotateX(-5.0) ;
break;

case GLUT_KEY LEFT:
Camera.RotateY (5.0);
break;
case GLUT KEY RIGHT:
Camera.RotateY (-5.0) ;
break;
}
glutPostRedisplay () ;
}//Térog ocuvépinong specialKeys
[171111177777777777777777777777777777777777777

/* Zuvéaptnon diaxeipiong yeyovétwv HANKTIPOAOYiOU IMOU QPOPOUV
tnv Kapepa */
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void KeyDown (unsigned char key, int x, int y)

{

switch (key)

{

case

case

case

case

case

case

case

}

27:

//ESC

PostQuitMessage (0) ;

break;
lwl.
Camera
break;
lsl.
Camera
break;
laV.
Camera
break;
'd':
Camera
break;
£
Camera
break;
lrl-
Camera
break;

.MoveForwards( -1.1 ) ;

.MoveForwards( 1.1 ) ;

.StrafeRight(-1.1) ;

.StrafeRight(1.1);

.Move (F3dVector(0.0,-0.3,0.0));

.Move (F3dVector(0.0,0.3,0.0)) ;

glutPostRedisplay () ;
}//Térog ouvéapinong KeyDown
[11117777777777777777777777777777777777777777

bool bl=false, br=false;

/* Zuvéaptnon diaxeipiong yeyovétwv MOVILKLOU yLa TRV
NEPLOTPOPLH TNG KAPEPAC, MOU ouvdudletal Pe TnV HAPARATW*/
void mouseButtonClicked (int button,int state,int x, int y)

{

if (state==GLUT_DOWN)

{

}

if (button==GLUT_ LEFT_ BUTTON) {
bl=true;
br=false;

}

else if (button==GLUT_ RIGHT BUTTON) {
bl=false;
br=true;

}

glutPostRedisplay() ;
}//Téhog ouvaptnong mouseButtonClicked
[11777777777777777777777777777777777777777777777777

int y1=0,

x1=0;
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/* ALaxeipLon yeyovéTtwv MOVTILKLOU ylLd TNV NEPLOTPOPN T1¢
Kapepag */
void mouseActiveMotion (int x, int y)
{
if (br==true) {
if (y>yl)
Camera.RotateX(0.001 *y);
else
Camera.RotateX(-0.001 *y);
yl=y;
}

if (bl==true) {
if (x>x1)
Camera.RotateY (0.001 *x);
else
Camera.RotateY (-0.001 *x);
xl=x;

}

glutPostRedisplay() ;
}//Térog ouvaptnong mouseActiveMotion

[171777777777777777777777777777777777717777777777

/*Zuvaptnon enavAKANONG HE XPOVOd LAKOMTIN MmOoU eKRTeAeital ava 1
ms KoAdvtag tn display () */
void timer (int extra)
{

glutPostRedisplay () ;

glutTimerFunc(l, timer, O0);
}//Téroc ouvéapinong timer
[117777777777777777777777777777777777777777777777

//H ouvdptnon main

int main(int argc, char **argv)

{
glutInit (&argc, argv);
glutInitDisplayMode (GLUT DOUBLE | GLUT_ RGB) ;
glutInitWindowSize (640,480) ;
glutCreateWindow ("Solar system") ;
Camera.Move ( F3dvector (0.0, 0.0, 0.0 ));
Camera.MoveForwards( -150.0 );
Camera.RotateY (180.0) ;

Init (640,480) ;
glutDisplayFunc (Display) ;
glutReshapeFunc (reshape) ;
glutKeyboardFunc (KeyDown) ;
glutSpecialFunc (specialKeys) ;

glutMouseFunc (mouseButtonClicked) ;
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glutMotionFunc (mouseActiveMotion) ;
glutTimerFunc (0, timer, O0);

glutMainLoop () ;
return O;

8.2 TpéSino Tou KWBIKA TNG EPAPHOYAS

Me Tnv ekTéAeon TOUu KWAIKA TNG €QAPUOYNS Ba gu@avioTei TO TTapdbupo Tou

2xApartog 16.

IxAua 16: NapdBupo tng epappoyng LoALg eKTEAECTEL O KWSLKAG

APXIKG gp@aviCeTal 0 NAIOG OTO KEVTPO TNG OKNVNG, aploTePA n '\ ye Tnv oeAqvn
Kal yupo TO oUuTIav. AV TTPOXWPENAOOUME TNV KAPEPA TTPOG TO onuEio TG Mg

(BAETTE Z)ua 17) Ba TTapaTnPOOUNE KAAUTEPA TA EENAG:
o H I TepioTpépeTal yupo atrd Tov RAIO Kal yUpo atrd Tov EauTo TNG.
o H oeAfvn TepIoTpEPETAI YUPO aTTO TRV .

e H ' ka1 n ogAjvn @wriCovral ammd Tov NAIo, dnAadr Ta onueia TTou

“BAETTOUV” TOV NAI0 QWTICovTal EVW TA UTTOAOITTA OXI.

2eN. 77 a6 83



Mruxiakn epyacia Tou @oitnT ApvaouTn lwévvn

m Solar system

IxAua 17: Eotiaon Kapepag otnv M

2TNV €Qapuoyn autr] dnUIoupyouvTal KOUATEG TTOU TO MEYEBOG TOUG TTOIKIAEI
(M€oa o€ katola AoyikG TTAdiola Quoikd) Kal gival Tuxaio. O KOUATEG aQuTOi
eEM@avifovtal Tuxaia o€ OTTOIOOATIOTE ONUEI0 TNG OKNVAG (EKTOG OTO OnuEia TTOU
MTTOPOUV va gival o AAIOG, N ' Kai n geAvn) Kai KIvOUVTal GPKETA Ypryopa atro
TNV Mia Gkpn TNG OKNVAG OTnV AAAN woTe va @aivovTal 1o peaMioTIkoi. MavTa
UTTAPXEI KATTOI0G KOUATNG TTOU KIVEITAI 0T oknvr, dnAadn otav egagpavifeTal £vag
onuioupyeital Kal gu@avifetal KATToI0G AAAOG. 2710 ZxNua 18 epavidetal évag

KOMNTNG TTAVW apIoTEPA.
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Solar system - oIEH

IxAua 18: Kountng
8.2.1 Xeipiopdg NG KANEPAG

Me 1O XEIPIOPO TNG KAWEPAS TNG £QAPUOYAG O XPNOTNG MUTTOPEI va UTTOPEI va
TTAonynBei oe OTTOIOOATTOTE ONueEio TNG oknvnAG. H kduepa autr) PTTopei va
METAKIVNBED TTAVW, KATw, apioTepd, Oe€Id, €UTTPOG KAl TTOW KaBw¢ Kal va

TTEPIOTPAPEI TTAVW, KATW, aploTEPA Kal OeCId.

O xeIpIopog TIC KAYEPA aTTO TO TTANKTPOAGYIO TTPAYUATOTTOIEITAI PE TA €ENG

TTARKTPA:

BeAGKI TTAVW: TTEQIOTPOPN) KAUEPAG TTPOG TA TTAVW
o  BeAdk KATW: TTEPIOTPOPN KAPEPAS TTPOG TA KATW
e BeAdkl apioTepd: TTEPIOTPOYPN KAPEPAG APIOTEPA

o BeAdki 0e€1d: TepIOTPOPN KAUEPAGS BECIA

W: Kivnon KAUEPAGS TTPOG TA EUTTPOG

S: Kivnon KauePag TTpog Ta TTiow

a: Kivnon KAUEPAG TTPOG Ta apIoTEPA
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e d: Kivnon KAPEPAG TTPOG Ta BECIA
e I Kivnon KAUEPAG TTPOG TA TTAVW
e f: Kivnon KAUEPAS TTPOG TA KATW
O XeIpIOPOG TNG KAPEPAG PE TO TTOVTIKA:

e ’‘Exovrag matnuévo 1O aploTEPO TTANKTPO TOU TTOVTIKIOU KOl JETAPEPOVTAG
TO TTOVTIKI APIOTEPA A OeCIA TTEPIOTPEPETAI N KAPEPA OeCIG 1 apIoTEPA

avTioTOIXA.

e ’'Exovrag mratnuévo 1o OeEi TTAAKTPO TOU TTOVTIKIOU KAl PETAPEPOVTAG TO

TTOVTIKI TTAVW 1] KATW TTEPIOTPEPETAI N KAPEPA TTAVW I KATW avTioTOIXA.
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ZUMTTEPAC AT

H xprion 1ng OpenGL cival 1davikr] yia 1n oxediaon atmrAwyv 2D/3D e@apuoywy.
[MpoTeiveTal Kupiwg yia eKTTAIOEUTIKOUG OKOTTOUG TTOU €XOUV WG OTOXO TNV
€€OIKEIWON TwV TIPOYPAUMATIOTWY HE TIG EVIOAEG oxediaong Kal Tn XpHon
S10@OpwWV 1IBI0TATWY Oxediaong OTTWG O GWTIOKOS Kal N uen. O TTPOYPANPATIOTAG
MTTOPEI va TTEIPAMPATIOTEI KAl VO AVATITUEN OXETIKA EUKOAA TIG DIKIEG TOU EQPOAPUOYEG
éxovrag otnv d1dBeon Tou TAvw amrd 500 €VvIOAEG, TTOU  MTTOPOUV  va

AVTATTOKPIBOUV O€ PHEYAAEG ATTAITHOEIG.
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