JAPLA WFZE &K 2009/9/26
JDgl3-0penGLIZ LB TTI7 74 v 7 A—FD1

vl B

0. IXIL®IT

SeH . JAPLADZEREIE T (HED T T 7 4 v 7 A—Fa—U v 7 §EH] 2FEKL
72[1], TNEBERT3 DT T 7 4 v 7 A~OEKEZ RWNCHE SV, S HICZONLE
e 2 O

JIZIEZ3D T 7 4 w7 RO D gl3 757U I T 4 TN LN, =
Z Tt OpenGL 74 7 OEXTT 0 /I I 752725, TOF=2—hMITLELT,
J ®[Studio]-[Lab] ®H1iZ, OpenGL Programming OFENNdHH N, XL TEHH Y M7
LE g RuTNEIEFEZ R, AF, =, =0 0penCL OAR[2] 72 X HBEIT L DD,
R 3DT T 7 4 v 7 AOMEEFIE LT, OpenGL EDH D, 3 KT gl3-0penGL D
EAROT 0 7T I TIZONWTHRT 5, 728, gl3ld, TRETEENZHL T
T 2WRITTHD gl2 LI ViES, ZFEAERMTHDLZ L anoT,

1. OpenGL & X

OpenGL (=Open Graphic Library) &3k, KE Va7 o7 v 7 A%ED 3T
TT7T74 v I ATAT7 7Y (IRIS.GL) gAMb HHATE S Lo IC LizfRET, 4
REENTIE, 3DV T T 4 v ADOEHEOHIN. Z LDoOH D, FAICILC EiE
HERXR—RAL LT, 2D, 3DDITITT7 4 v I AITATIZVEFERT LI 0TI 07
E2ALTH D,

J @ OpenGLIZIZZ DEXITAR B - T, RO STFHOMBEEND 5.

- glTranslate, glRotate 72 & - -OpenGL & [A] UE=

« glaRC, glaFont 7 & --eeveveeneens JoOMBDOL D,

- gluSphere, gluCylinder 72 & FEARDXE /2 E2—T 4 VT 4

- GL_LINES, GL_LINE_STRIP, GL_LINE_LOOP, GL_TRIANGLES 7¢ &+ 2 1 — 31443
Ak D OpenGL TIIB 2 IXEAEDIFOH L TCEEOEXRD =D, 51D v 2T
K BHEZAN, JD0penGL-gl3 TIEANR—ATREIAL R ELBROENELHDH.
LnL., 1FEAEDMBIIANRD OpenGL DEXRD E £ TEHLNS,

B, ZhHOMSEET. system¥main¥gl3 O HIZ 111:3000en DY I F 4 7 & L
TERINTWND,

2. OpenGL DEX F—ET Vo 7eviad—y 7
OpenGL TIZIEARMIZIKRD 2 5D AT v FTEX D
-7 U 7 (modeling) WRD 3IRICONLE BRI Z £ 5 KD D,
« L —Y Y (rendering) 2B a—ZOME EICEIBE L THERRTHD,
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3. OpenGL D JEEIZER & JEAZE

OpenGL TITAFRDEFE R Z WD, Z L TCUTO XL 57X, Yifh 7Zfhoih%
JFHIE 42, DF 0 FERAX-YE T, A0 XOEM. EXYDOEf, FHiN ZOEfME
25,
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DX BRFRERTET N ERDMED XY, DEEZRDT-0OL, BE), [k, A7
— VTR EOBMEERLITY, TDHk, A EEDETCarYa—2 Mg Lic&E L
THERTDH, ZOBREOEBIENL V=) T LEb5,

4. OpenGL 'S 74 w7 AT rII 70T E
(1) &5 Y > 7 (modeling)
R DR FHINE D FAETAG TH D0, WAWNARFIERIRGIND,
c BE AR D
. ifﬁil/Tf%?ES
V=)L a o THEHD

i?fﬁﬁ%ﬁméjﬁﬁf WziBﬁm@Sﬁ%®ﬁ®%7w%¢ofﬁioo

3HIED I OTES VBILEL DOAEDTES VA B L O OTEL VC L b BT

Z D& & OpenCL OMFFDOFIEN E HILD,

VA=:_1 0 0

VB=: 0 1_1

VvC=: 1 0 0
LLbkT

glBegin GL_TRIANGLES
glVertex VA
glVertex VB
glVertex VC
glEnd 7’
LT 5,



FHREICL D) HETE, JoR@Eo7Ta 7721071k, EEAOKX Y, Z) 2k
DIUX LV, [Y— L& 5 | JiETIiE gluSphere, gluCylinder 72 & ZnZ D EX
WZLTED S TNNTA—H XD,

(2) kDB E), BEROERIE L ITHIFELE
BE), Bz, A7—U o TIZ30Wbd b T 7 4 CEBOITHIFE N LE TN
OpenGL Tidd & OIATHIGI R Z 7' 1w 77 A TIT72 9 MBI, BB, [FlHx,
A=V U T OMEMEZ DN TNT, ZTNEMES> TRO X 91247729,
ATHE— ROFRE (ENENGEITIS CTHEWDIT %)
TFY T DEE
glMatrixMode GL_MODELVIEW
glLoadldentity *’
s ARL 2o
glMatrixMode GL_PROJECTION
glLoadldenty *’
OPATREE) X HEIC X, Y RIS tY, Z AN 2 ISR E B
glTranslate tX, tY, tZ
s [\lE XEHOFDLDIZX ,YEIOE DOV IZrY 28O FE DV Zr” OhlER
glRotate RXVZ

ZZT
HrXIOOH
RXYZ=0rY 0107
1z 0014

« A=Y S XHFMTsX, YHMTsY, Z5A7TsZ 20k EdLR, bl
glScale sX, sY, sZ
(3) BE LERER
BRILEDOYEITIES D DIFREL, ELDOLDIINSLRA D, Z O
1729 ODRFEETH D,
RNt AN TE R
glPerspective AV, RWH, ZNEAR, ZFAR
ZZT
AV: Angle of View
RWH : Ratio of W and H
ZNEAR: Z to Near Point
ZFAR: 7 to Far Point

< AT O R R
glOrtho _pX, pX, _pY, pY, _pZ, pZ
ZOHEITEX Y, ZOBEFEKRTXELNT-NEHOMIKE
HERRE ORI KHS L7 AT TR T 5,



5. gl3-OpenGL @ J 71 Z5 ADEEE (0OpGLNO. i js)
e [3RITZEMNICHD —AFROREFRRL T, REIEZEZ7V, BEZLEZY
LCHADL] EWHIRED ] 7 a T LEEY, a—F 0 7IZih-> THELT 5,

NB. OpGLNO. i js
NB. test for gl3 & openGL

require ~gl3

A= 0 1 0

pc a closeok;

xywh 0 0 200 200;cc g isigraph ws_clipchildren ws_clipsiblings rightmove
bottommove;

pas 0 0;

rem form end;

)

run=: a_run

arun=: 3 : 0

wd A

glaRC ”’

R=:000

S=:1

glaFont "arial 30’

glaUseFontBitmaps 0 32 26 32

wd ~ pshow;ptop’

)

INBIEITV A FUDKRETH D, ROMAIZED OpenCL 2NEEF SN D,
glaRC ”’

[P isigraph (ZLL R DORRENMLEETH %,

ws_clipchildren ws_clipsiblings

fEh e & BT, LD 2204 X M, BEIWICETIND,
a_g paint

TliX, BT NVOERPTRbi b,

a_g size

2k, BEFRDBREND,

NB. display the model picture
a_g paint =: verb define
glClearColor 1110

glClear GL_COLOR_BUFFER_BIT



drawtriangle ’’ NB. 3 A &EHi<
drawtext’’ NB. [A[HED A D FKIR
glaSwapBuffers ’’ NB. W FE A EHT D
)
NB. EF/LE LTD2OD = MIEOTELDET — &
VA 1 0 0
VB =:
VC =:
VD =: _
NB. THEZ#EG LT _AELED
drawtriangle =: verb define
gIMatrixMode GL_MODELVIEW
gllLoadldentity ’’
glTranslate 0 0 _1 NB. ¥
glRotate R,. 33§ 1000 NB [\l
glScale S, S, S NB. Ao —U 7
glPolygonMode GL_FRONT_AND_BACK, GL_LINE NB. i 2R D A % i <
NB. glPolygonMode GL_FRONT_AND_BACK, GL_FILL NB. #@EROWN#EIZED D57
glBegin GL_TRIANGLES NB. =AEED
glColor 1 0 0 0 NB. 7R
glVertex VA
glVertex VB
glVertex VC
glColor 0 01 0 NB.
glVertex VA
glVertex VD
glVertex VC
glEnd 7’
)

O = O
—_ O =
S O =

T

LT IEHEE., BEREROERETHY | HTERE TITR>T05b,
NB. project the picture on the screen

a_g size =: verb define

glViewport 0 0 , glgwh ’’
glMatrixMode GL_PROJECTION
glloadIdentity ’

glOrtho _2.5 2.5 _2.5 2.5 _2.5 2.5
)

F— ALY, BE, A XDOEHEZITR I,
F OFERIT glaSwapBuffers " IZHEFIN 5,
NB. key—-in x, vy, z, X, Y, Z for rotation
NB. L for larger, S for smaller
a_g _char =: verb define

R=:360 | R+5 % xyz =0 { sysdata




R=:360 | R-5%’ XYZ =0 { sysdata
S=:S+0.5%"L =0 { sysdata
S=:S-0.5%"S =0 { sysdata
glpaintx’’

)

XH, Y, Z#hoEbV OEEROAEDMEEERRT D,

NB. indicate rotated angle values X, y, z in degree ============
drawtext =: verb define

glMatrixMode GL_MODELVIEW

gllLoadIldentity ~’

glColor 0 0 0 O

glRasterPos _1 2 0

glCalllists 5 ”: R

)

6. gl3-OpenGL @ J 71 25 ADEFTH

FITTHE AROLSIZ2oD
SHNO AR ERRT D,

728, a_g paint T
glPolygonMode GL_FRONT_AND_BACK,

GL_FILL
EToL. NEBY S5 L7234
B2 fli<o

72D LIZ, F—Fh— K5’ Y %
Wx EFTHiATe L, YHliOE DD I
Al ZEfE L, 45° TITAHKO
X921t75,

SFEY . HHD2HOD 3ATHRE
RILOIZRTZDT, TO3IHAEDOT
DTERDOALEITE D 72D, |k
D 3AIO EOTESITBEI L, B
HDHZENDIND,
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7. BF)L« Y—)L L glCallList, glNewList ®F|F (OpGLNL. i js)
WS ONDETIURIZONTIEH LN UDOERSINTND, iz, FLOTUE

#1795 glCallList, glNewList DRELZFIHT 2 a7 MZa—F 47 T&E 5,
FOEDTE T DT T AEIRT,

a_g paint =: verb define

glClearColor 0 0 0 O

glClear GL_COLOR_BUFFER_BIT + GL_DEPTH_BUFFER_BIT

glEnable GL_DEPTH_TEST

glMatrixMode GL_MODELVIEW

glLoadldentity’’

glTranslate 0 0 _10

glRotate R,. 33 $§1000

glCallList WIRES NB. NewList ®ORFEUNH L
drawtext

glaSwapBuffers ’

)

wires=: verb define NB. NewList ®EFE

ob j=. gluNewQuadric’’
glNewList WIRES, GL_COMPILE
gluQuadricDrawStyle obj, GLU_LINE

gluSphere obj, 3 12 12 NB. EK: radius 3, nSlice 12, nStack 12
glTranslate 10 0 0

gluCylinder obj, 2 6 8 8 4 NB. H#t%&: rBottom 2, rTop 6, Height 8,
glEndList’’ NB. nSlice 4, nStack 4

gluDeleteQuadric obj
)




8. M (YA an) DEER L EHRLIDH (OpGLN2. i js)
NB. make cubic as a model
NB. Vertex Values
P=:1;.2¢(0:0

0.5 0.5 0.5
_0.5 0.5 0.5
_0.5 _0.5 0.5
0.5 _0.5 0.5
0.5 0.5 _0.5
_0.5 0.5 _0.5
_0.5 _0.5 _0.5
0.5 _0.5 _0.5
)
p=:7"P
P=:15%P
NB. Draw Vertex
draw =: verb define
glMatrixMode GL_MODELVIEW

)

glLoadldentity
glTranslate 0 0 _1
glRotate R,. 33$ 1000
if. LS =0

do.

glPolygonMode GL_FRONT, GL_LINE NB. Paint line
else.
glPolygonMode GL_FRONT_AND_BACK, GL_FILL NB. Paint full

end.
glPolygonMode GL_BACK, Hid{GL_LINE, GL_POINT NB. Hidden
glBegin GL_QUADS
NB. (_X)-Y plane Back Face

glColor 1100

glVertex 4{P

glVertex 71{P

glVertex 6{P

glVertex 5{P
NB. (_Z)-X plane Top Face

glColor 0 110

glVertex 0{P

glVertex 4{P

glVertex 5{P

glVertex 1{P
NB. X-Z plane Bottom Face

glColor 0 0 0 0

glVertex 2{P



glVertex
glVertex
glVertex

6 {P
7{p
3{pP

NB. Z-Y plane Left Face
glColor 0 0 10

glVertex
glVertex
glVertex
glVertex
NB. ((Z)-Y

1{P
5{P
6{P
2{pP
plane Right Face

glColor 01 00

glVertex
glVertex
glVertex
glVertex

0{p
3{p
7{p
4{p

NB. X-Y plane Front Face
glColor 1 0 0 0

glVertex
glVertex
glVertex
glVertex
glEnd *’
)

OpenGL TOREFRMFLIZ DWW TIE, Flix OFERNH D fhxEHL Vv, = 2 Tidkx b
W2, TIRFIONLE T, Fflick L Cma/EATAROERKZ BICR 25 & XITHEALD
mE, Rxene 3R T omE s LT, BACK DE TS % % GL_POINT L FRET 5 |

0{p
1{p
2{p
3{p

W) EER- 1o, (=TT OE p. 31-35)

RTHD,

Help

20 325 O
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Help

F2. ZOX TR T OFERIT
Wired Frame & FEIEN 5, ERITERAIZ L WFE R, AXITERLEE 21T - 723

20

325 0




3 IL OpenGL DERRIEIZIZZAUTK L, RO SolidiENHDH, ZHUEXT7 77 LS D

EIZky, ROXHITY Y BEZ TITR I,
if. LS =0
do.

glPolygonMode GL_FRONT, GL_LINE NB. Paint line

else.
glPolygonMode GL_FRONT_AND_BACK, GL_FILL
end.

Help

NB. Paint full

FEARALER 24T 9 22 & D I D3BIUL,
—AR—= K60 W XFEDOATTTHDY
%5, [FERIZ, Wired & Solid ®EIYH
21X s TIT7 9,

ZhE, BERDEGE D’ x/X,
/Y, /7 DX — AR [E
ToH DD, OpenGL TIEARZ X b
DX ITTLONEETH D,

20 325 0

9. IE 8 mAMIalEx & RERRALER D4 (OpGLNS. i js)

15 275 O
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