Ewsayoyn otnv OpenGL: pépog 1o
Tv eivar  OpenGL

H OpenGL &ivar éva ovvoro evtoddv (Application Programming Interface — API) mov pog
EMTPENEL TNV INUIOVPYIN TPIOACTATOV YPUPIK®V. AgV €ival YADGGO TPOYPOUUATIGHOD OAAL
umopel va ypnoorombet pe po tAndmpa yhoosmv tpoypappatiopot (C, C++, Java kot
dAlec) Ko og po TANBmpa Aettovpyik®dv cvotnudteov (Windows, Unix, Linux, Mac OS).

[Tpocpépet mhvew omd 300 EVIOAEG Yia ONIOVPYIL YPOPIKOV Kot Opa GOV £VoL EVOIAUESO
OTPOUO AVAUESO GTNV EQAPLOYT| KO OTY| KAPTA YPAPIKADOV TToL O avaldfet Ta omelkovicet To
YPOPIKA TNV 000VN, KpVPovTag AETTOUEPELES DAOTOINGTG TOV DAMKOV KOl TOV 00NYDV TOV.
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[Ipoypaupata mov ypnoponoovy OpenGL propovv va tpé&ovy Kot ympig emttayvvn
vpaoik®dv (3D graphics card), Oa eivat Opwg moAD o apyd Kot Thovdg va pnv vroostnpilovv
O\eg T1g Aettovpyieg Tng OpenGL.

H OpenGL &ivatl 10 mpdto cvpémg drodedopévo API yua ypapukd kot vdpyet cav otdvtapvt
amd 10 1992. AALo gvpémg dradedopévo API ypapudv eivar to DirectX tng Microsoft 1o
omoio elvar ypappévo amokielotikd yio mhoteopues Windows kot Xbox/Xbox360.

OpenGL graphics pipeline
Ag dovpe oynuatikd ta frpata mov kéver n OpenGL omd v oTiypn mov mhpet TG EVIOAES

YPOPIKAOV amd TNV EQUPLOYN LG LEXPL TNV OTIYUR dnpovpyiog g TeMKNg swovag (rendered
image).
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H OpenGL ypnoyonotel pio pnyovil KetTaostasemy (state machine) yio va emKowmvel pe
TNV €QOPUOYN. Ze TN TNV unyovn Katactdoewv 1 OpenGL napapével dtopkmg oe pa
KOTAOTOOT UEXPL VO OAAAEEL 1] Qappoyn TNV Kataotaot. [Tapdderypa av BEcovpe To ypouo
nov Ba ypnoponotei n OpenGL ya va {oypagicet £va poviého, To ypdpa Bo Tapapsivel ot
pvnun kot Ba ypnoponoteitor péypt va 1o aAhdEovpe 1 va KAEIGovpE TV EQUPLLOYN.

Epocov howmdv ) epappoyn kabopicet to meptPdirov mov Ba ypnopomomcet n OpenGL ya
VO OTEIKOVIGEL TO LOVTELO OGS (YPOROTO, VOES, TNYES POTOS, KAUEPO KAT), TEPVAEL GTO
TPMOTO 6TAS10 KaTd To omoio Ba petacynuaticst kot Bo poticel (transform and lighting) ta
onueto(vertices) Tov LOVTELOV.

2mv ovvéxela 1 OpenGL epvd 6T0 6TAS10 TNG YNneromoinong to oroio AapPdvel OAeG T1g
TANPOQOPIES KOl TNV YEMUETPIO OO TO TPOTNYOVUEVO GTASLO (TOV PETAGYNUATIGLOV) Kot
TOPAYEL TNV TEAKN, YNk, ewova. H swova avtrypdeetonr oty pviun tov frame buffer
Kol TaveL £T61 TNV 000V TOL LTOAOYLIOTN.

Auti n akoAouBia BnuaTwv nou akoAouBei n OpenGL yia va AnEIKOvioel To HOVTEAO
Aéyeral graphics pipeline (diacwAnvwon)

T eivon To GLUT

H OpenGL 6nwg eirape givar évag ypnyopog kot 0EAKTOG TPOTOG VoL ETKOIVAOVOVLLE LLE TO
hardware ypa@ik®V ToL VTOAOYIGTH YWPIG VO EVOLUPEPOUACTE Y10 TIG AETTOUEPELES
vAomoinong tov. Ouwmg dev mpoceépet kaborov Aettovpyieg GUI (Graphical User Interface),
OMAaOTN BV EYEL TNV SLVATOTNTA VA AVOiEEL Kot Vo KAEIGEL TapABupa GTO AELTOVPYIKO
cvotua, vo (oypagicel o ovTd, 00TE VO KATAAGPEL TO TATNO EVOS TANKTPOL 1| TNV Kivnon
TOV TOVTIKIOV, 0UTE pmopel va dafdoet Eva apyeio amd To dicko.

Av16 £yve enl okomo?, pog kot OpenGL oyedidotnke va tpéxel o€ mMOAAL AeiTovpyIKd
GLGTNLATO, TO, OTTOL0L £XOVV TO J1KO TOVG TPOTOVS EMKOVAOVIAG LE TNV 000V, TO TOVTIKL, TO
016K0, TO TANKTPOAHY10.

[Ma va yiver ovto Oa Tpémet va ¥pnoiomot|cove amevheiog T EVIOAES TOV AEITOVPYIKOD
pog cvotuatog (Win32 gvtodéc oty nepintwon tov Windows). Evoiiakticd propovpue va,
YPNOLOTOGOVLE ol amd T1G £Toeg PipAtodnkeg evioA®Y Tov vITdpy oLV Kot ToL B
KEvouv VTG TIg Aettovpyieg Yo epdg 0KOAQ.

Mia and T1g o dradedopéveg PiAtodnkeg yia awtd to okomo givor 1o GLUT (OpenGL
Utility Toolkit) To omoio eivot Kot anTd GYESNGUEVO VO TPEYEL GE TOALN AELTOVPYIKA
GUOTNLOTAL.



To GLUT npoc@épet £va 6OVOLO EVIOA®MY OV avaAdpBavouy va avoiovy Kot va Kheicouv
gVKoAN TaPABLPA, VO KATOYPAWYOLV TO AT EVOG TANKTPOL 1} TNV KIVI|ON TOV TOVTIKIOV.

Agv givor KatdAANAo va YpAWOULE Lo KOVOVIKT EQOpUOYN 1e avTd (Y Eva oy viot) OpmG

gtvorl TOAD KATAAANAO Y10 EKTOOEVTIKEG Kol TPOTVTES EQAPLLOYEC.

Mopon evrordv OpenGL/GLUT

H OpenGL ypnoomotet pio amkn, oTdviopvt, LOPEN OVOLOTOAOYIONG Yo TIG EVTOAEG TNG.
O\ec o1 eVIOAEG TG £YOLV LOPON TAPOUOLN LLE:

glColor3f(...)
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Ot evtorég tov GLUT 6gv €xouv KAmo10 10104TePOo YOpaKTNPIOTIKO EKTOG TOL OTL KAOE EVIOAN
Eexwva pe to Tpobepa glut:

glutInitWindowSize (Width, Height);
Tomor dedopéverv OpenGL
Xapv opotopopeiog, Kot yio vo. LopEGEL VOL VTOGTNPIEEL SLAPOPETIKEG TAATPOPLES, 1|

OpenGL opilet pa oepd amd THITOVG dEFOUEVOV 01 KUPLOTEPOL TOV OTOIWV PAIVOVTOL GTO
TOPOKATO TivOKOL:

TUnog 3edopévmv . AvTioTOIXia HE TUNO .
Open%iL " Opigerar wg aaﬁopév)(fw ng C EniGepa
GLbyte AkEpalog 8-bit signed char b
GLshort AkEpalog 16-bit short s
GLint AkEpalog 32-bit int i
GLdouble g;"_rt‘:ipq UNodIAGTOANG | 4 ble d
GLubyte OeTIKOG AKEPAIOG 8-bit unsigned char ub
GLushort OeTIKOC akEpalog 16-bit unsigned short us
GLuint OeTIKOC akEpalog 32-bit | unsigned int ui
GLchar XapakTtnpag 8-bit char -
KivnTr unodIacTOoAN
GLfloat b NS | float f
GLboolean OETIKOG akEPaIog 8-bit unsigned char

H OpenGL gyyvarat 61t yia mapdaderypa Evag GLShort apiBudc Oa £xet evpog 16-bit
avedptnta av 10 Asrtovpyikd cvotnua eival Windows, Unix 1 kémoto GAro.

To eniBepa elvar o ypapupa wov Bpickovpe oto téAog pog OpenGL evroing kot mov deiyvel
TOV TOTO JEOUEVMV TOV TOPAUETPMV.

I'vopwpio pe Tnv OpenGL



2V TpAdTN EpyasTnplakn doknon Ba yvopicovpe 1o tepfdiiov avamtuéng mov Ha
YPNOLOTOGOLLE Yo TNV Elcoymyn otnv OpenGL kat Oa peretoovpe tov tpdmo
Aertovpyiog evog amiod Tpoypappatog mov ypnotponotei v OpenGL kot to GLUT yia va
Coypagiocet Eva aviikeipevo otnv 006v.

Heprypagii epappoyic

O)o to mpoypappe Bpicketor péoca 6to apyeio main.cpp. EEKIVOVTOS LLE TNV GLVAPTIOT main
7oL glval Ko 1 €l0000¢ TNG EPAPLOYNG TPETEL Vo, apykoroticovpe to Glut kadlmvtog Tig
GUVOPTICELG

glutInit (&argc, argv);
glutInitDisplayMode (GLUT DOUBLE | GLUT_RGBA);

H glutlnitDisplayMode() d€xeton pa tAnbmpa emhoydv yo v apyikonoinon g OpenGL
7oV glval TEPA A0 TOLG GKOTOVS TOL TPADTOV EPYASTNPIOL VA EEETAGOLUE. TNV
GLYKEKPLUEVN TTEPIMTTOGT AMAG ETAEYOVLE TO LOVTEAO YPDUATOG TOL Bl YPNGYLOTOU|GOVLE
(Red — Green — Blue ka1 dtapaveila) kot 0tt Oo ypnoiponotcovpe dtho buffer yio v
OTEIKOVIOT).

H xpRon 3inAoU buffer (double buffering) katd Tnv ansikovion HIAG OKNVAG €ival Hia
Baocikn HEBOSOGC AnoPUYNG «TpedonaiypdaTtog» (flickering). O TpoONoGg ME TOV onoio
douAeusl sival opifovrag 2 evOIGUEDEG NePIOXEG oTtnv HvAHn (buffers) oTig onoigg
anoOnKeUOUHE TIG EIKOVEG NOU JnNHIOUPYOUHE. ‘Oco n 000vn naipver (ansikovilel) Thv
€lkOva and Tov €vav buffer epei¢ {wypaioude TNV oknvhl otov dAAov. ‘Ensita
avTaAAdAooule Toug poAoug TV buffer kal cuveXi(oule. 'ETol n 00ovn Seixvel navra pia
OAOKANPWHEVN EIKOVA TNG OKNVAG.

2V cvvéxela dnUovpyov e o Tapdbupo mov Bo ATEIKOVIGOVE TNV TEAKT| EIKOVA LLE TO GET
EVIOADV:

glutInitWindowSize (800, 600);
glutInitWindowPosition (150,150);
glutCreateWindow ("Computer Graphics - Lab 1");

To moapabupo Ba £xer peéyebog 800x600 pixels, Oa tomoBetnBet 150,150 pixels and v whve
aplotepn yovia TS 006vng Kot T0 TITAO TOv SNADGOLLE.

To mapaKdt® ceT EVIOADV Hag divouv pia 10€a Yo To Tdg 0ovAedel ovolactikd to GLUT:

glutDisplayFunc (renderScene) ;
glutKeyboardFunc (keyPressFunc) ;
glutIdleFunc (renderScene) ;

Ot evrorég avtég kabopilovv Tt Ba cupPel oe mepintwon dtav AdPel xdpa Eva yeYovog Tov
pog evolapépet Kou mov BéAovpe va emeEepyactovpe. Tétola cvpPdvta givor yio Ttapdderypo
TO TATNLO EVOG TAKTPOV, 1] KIVIOT TOV TOVTIKION, 1 EVTOAN VO ETOVOCGYEIIGGOVLE TO
mopadvpo AOY® peTakivong Tov.

To GLUT pag diver v dvvatdtta va opicovpe Tt BEAovpe va yivetal dtav Aappdavel xyopa
£va TETO10 YEYOVOG LEGH 0L GELPAG EVTOADV TNG LOPPNG:

Glut OnomaEntolis Func (ocuvé&ptnon mou 6a KaAeltol);



2V pappoy evolapepopnacte yio 3 yeyovota, 6tav motnbel kdmolo TAnKTpo, dtav dobel
EVIOM] VO emavacyedlaotel To mapabvpo kot 0tav o GLUT dev kdvel timota (etvar dnladn
idle). Avt n otyun eivot KatdAAnAn yio vo GYESICOVLE TO OVTIKEIEVO GTNV 006VT).

oUMBaAvTa. AUTOG €ival Kal 0 HOVOG TPONOG vd NPOCOECOUHE AEITOUPYIKOTNTA OE HId

To GLUT pag emiTpénel va OPICOUHME OUVAPTROEIG nou Oa sfunnperolv Jdiapopa
GLUT epapuoyin.

2NV GUVEXELN KAAOVLE TV GLVAPTN O
init () ;

oL 6TV cvvExeln o Karéoetl evtorég g OpenGL kot Ba kKdvel apytkomotcelg Tov
ypetaletal va yivouv uévo pia opd. Ao ovTég TIG EVIOAES TPOGS TO TAPOV OGS EVOLOPEPOVY
povo ot

glClearColor(0.0£, 0.0f, 0.0f, 1.0f);
glColor3f(1.0£f, 1.0f, 0.0f);

H mpot xabopilet to ypodpa oto omoio Oa kabapilovpe (clear) to mapdbvpo (6tav dobei n
evtol). To ypopa kabapiopov dev gival avaykn va etvar podpo, Lropet vo ivat oTidNToTeE.
H 6e0tepn xkaBopilet to ypodpa pe 1o onoio Ba «Bayovpe» 1o avikeipevo dtav to Ha o
Coypagpicovpe v 006v.

To OTI OETOUHE TO XpWHA KAOAPICHOU Kal XPWHATICHOU TOU AVTIKEIMEVOU Hia gopd katda
TNV apxikonoinon TnG epapHoyng €ival éva kaAo napadsiypa AsiToupyiag Tng OpenGL wg
HNXavin karaoTdoemv (state machine) — {gia TIHA Nou O£TOUME diaTnpEiTal HEXPI va TRV
EavaAAadoupe.

Téhog kolobpe TNV cvvaptnomn mov Ba apyicel To kvupimg loop g epapproync.
glutMainLoop () ;

Ao oo to loop 1 epappoyn Ba Pyet pdvo dtav kKieicovpe 1o mapdBvpo N TV EQAPLOYT.
210 peta&y 1o GLUT Ba tpéyet avtd 1o loop akovyovtag yio dtdpopa yeyovota (0nwg 160060
amd TANKTPoAGYL0, Kivom movTiKio, kivnon joystick) Kot avdioya pe to v Exovpe SNAMGEL
Kémola cuvaptnon yia kamwolo cuuBdy (pe v xpnon ™ glutXXXXXFunc() ) v kaAel ya
VoL TO €ELTNPETNOEL.

Mo té€t0100 GUVAPTNON Elvar Ko M

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

To GLUT 6a xaAécet tnv cuvdptnon aut 0tav matndel kdmolo TANKTpo. v cuvapTnon
eréyyoupue av éxel motnOet To mAnktpo ESC kot av vou teppatiCovpe v epopproyn.

H ocvvdpon mov 6a {oypapicet To aviikeipevo otny 006vn givar n

renderScene (void) ;



H ocvvapmon avt apykd kabapilel to tpéyov buffer 6to ypdpa to omoio Bécape otny init()
pe v evroin glClearColor().

>mv ovvéyewn karel po evtod GLUT ywo va Coypagicetl o aviikeipevo otov buffer.
glutSolidTeapot (15.0);

pe péyebog 15. H evrodn avt kokel moArég OpenGL evioAég yia va Onpiovpynoet Ko va
anekovioetl to povtéro g toayiépas. To GLUT mpoceépet kot GALES EVIOAEG TOV
onuovpyovv povtéda 6mme< glutSolidCube(), glutSolidCone(), glutSolidTetrahedron().
210 T€A0OC KOAEL TNV EVTOAN

glutSwapBuffers();

n omoia Ba aviikadiotd tov buffer mov ypnoyonotei 1 006V e L TOV TOL TEPLEYEL TO

avtikeipevo mov poMg Coypopicayle.

KAl va avTIKAaTaoTROTE TV napaperpo GLUT_DOUBLE pe GLUT_SINGLE oTnv €vroAR

lNa va deite To double buffering o€ AsiIToupyia SOKIHAOTE va OBRNOETE AUTA TNV EVTOAR
glutInitDisplayMode().

H ¢£0d0¢ 0V mpoypappatog Ba mpénet va givor 1 mapokdto, pia Kitpvn toayépa:

W {ogapume (eaphiks - Lab 1

K®odwog mapadeiypatog

[ va tpé&ete T0 KMOKO TOL TAPOJEIYILATOG TPEMEL VO EYKOTACTIGETE TO TEPIPAAAOV
avantuéng Dev-C++ 5.0 beta 9.2 (4.9.9.2) (9.0 MB) with Mingw/GCC 3.4.2 ko1
GTNV GLUVEYELL VO TO TOPAUETPOTOINCETE MG EENG:

1. Tpé&re 10 Dev-Cpp mov poMg eykatactioote Kot oAg Eekvioet, and to pevov Tools,
emiéEte Check for Updates/Packages.

2. 210 Select devpack server emiéEte devpack.org kon matriote to Check for Updates xdtm
apLoTEPQ


http://www.bloodshed.net/dev/devcpp.html

3. Zav Group emiéEte OpenGL
4. And v Alota mov Oa eppaviotel emAEETE Vo eyKaTaoTnoeTe TOo TokETO freeglut

2ty cuvéyeto amoovumiEote vo, apyeio labl.zip ko shared.zip o€ avtiotorya folder (ue
ovopata dev-cpp/labl kot dev-cpp/shared oniadn), kot avoi&te to apyeio labl.dev tov
KataAdyov labl. Av 6Aa myav kadd, pe F9 o kddwkog mpénet va ektedeotel Kat va Ogite T0

TapABVPO NG EQOPLOYNG LE TV TOAYIEPAL.

Me pikpéc ahhayég o kmdkag pumopel va TpéEetl o€ 0mo100NTOTE TEPPAALOV
npoypappoticpov C/C++ drabetete.

IInyn Evoaywyn otnv OpenGL: pépog 1o



http://www.ionio.gr/~kostasan/files/lab1.zip
http://www.ionio.gr/~kostasan/files/shared.zip
http://videogameslab.wordpress.com/2008/11/05/opengl_intro1/

