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OpenGL RN N AIRFFIEF R R T EZNFA. B, CIFFERTES, 5
LAA OpenGL GHIFEFFHERAMIEIT. HIK, OpenGL RAFFESIFEM . AFRKBES
4 OpenGL, QIFEEHEM (FABRMD 4, ERMAALE, UERBIIMZMARRE.

1.1 OpenGL API

BB ENE, TEVERLFREFREN—FENEEARRS . FERD
BT, BLEIHRR, ERMA CAD HRiR&—HET, HREHIGHENEE. B#E
RIBEAE R A S AR R AR, R ., BAIFEMEENHEF G, XN
REHNFREEERBAREL N R EORUBMAINNHARF. ATXEEAZE, 2
B R A4 2 5 R P E A O R R B RS, FREN AR R Rl £/
WA . mt—%, BRAVGEERTRBERF, ELXEREFHBRENE RS, NA
BERNEFREL - RIIBMREMEAT AL, XERHAFT A2 T REFE XK
O, tik2Fige “NAIEF%IEED” (Application Programmer's Interface, APIDD.

ZBENRRE, Hiy EHRTHSER APL. HK API (L GKS M PHIGS) ¥
BYARTE N EFARAE. B APL U 2N A T e N AR, B2, HPKESH AP
O EEGEHAEME. B API (K0 Microsoft i Direct X) HEXHFERIF&.
OpenGL #8 B—/ 4% GL #1310, B} “Graphics Library” (EFEE), E&EYIZA Silicon
Graphics Inc. (SGI, HABEMAR) WEFEFRIN. FLIEH, GL B—IMES{EIIRRE
KD . GL #IFL T OpenGL (ERY, 5EMEIRA T KEEEBMHISIF. % OpenGL
dh, HRETLMER] 200 BARBCRMB NI . 1#A] OpenGL RS MAZF I B B3 iX
O REAEATEN L. JUPEFAE4RRERSEHENT OpenGL. XELIRAITEE
NG R, — BB RO REE R SO, — AN U OpenGL N IR PP MR RELELE
AL EET—RE$H B 5 R %M OpenGL FEEHHiF—T. M5, OpenGL Rt
TR R RasE . Et, B OpenGL BHEF AH MK EMF—RR AP ti7ER K
RIE, WS AR i BT R AR BERI T BE

OpenGL API EEXFHRBBRE “5@i” (rendering), HBRAREJLIATEFEX R
WG R R, 1R RAANUREE R S — BB & . OpenGL BEFEESTFELXN.
B, OpenGL API ERNAEMA, EAGSUEEL B A X B & BEARE T RAAHF
&. Rii, BIBRERSLAN - REREZNABUET RALTLL, TEER
Windows, Linux, & Macintosh. 182, RATALEGEKETF & KN, RN AE
AN B FF & T A%, 132 OpenGL Utility Toolkit (GLUT). EHJ APL AETHEM
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FREHUE RAMRHERRE, T HAFRNAENHEFEH g,
1.2 FH# OpenGL BI=/ A&

BARMNEMEE LB, OpenGL RE—MH THRIYGHEN BN REE, B,
BN BE A = A FHE S B KBR B9 A 2R E 5 OpenGL, 44 BY T R AT E 17 1 2 % OpenGL
MEERGE RS, HERMNEBRS HEFRAE.

121 N\EBFRIMAE

BE, KREHERNAREFHEHUT 3ANERER:

N IEEEEHREN -RIINR;

N XX R R

N EXAAATA RN R .

MARBEFRE L FHFFFARKSREE. JLASEK. JLAXNR (geometric object)
FET-MREN=Z4HF, REEREER. ANSURXENERL, HESEERNE
&, b —REIEAEE AR G RRT. EFE L, HENERRERAMLANRITE
i, ABBFERSEIETiITR. R, BHERNBFREAFRGLE “HBNR”
(image object) — Bt B B EHRMEHES], BMREFH —ARE S MERER
BREMRE. ZEULMBENE.

KEH APL HZRE ST “MME (—FRBEH—ANBUH) BH27 M “WRIMTE
R XEAMES. Fl, —£SERNTERN—FLANELEFRHERKMNRER, RE
BEHARBIM. BRXFEXSMUFLH “BREERRE” WIFERSHMRE, BEEE
AR TSR, TARFEATE -/ HEARMEFOZERE, £S5 HREARE
EABHSERBRFIKEYE, BELAHET.

WENEREERAYE R TEEERE, HROERATH 5XENRARR TR
XAY T, BB —IBEGERER R, DR REER X Z A5 LR ER
FAINLEREUR 28 . 7E OpenGL 1, H— A RIIRME AT — & ERURABHLEK 2B H#R .

AR ARFSLAAE UL IANER. REZS, nRRFRZERN,
ENFRMEMATIEE. 85, FRERFREMH LG LRENL ERE, eN54t
BERGMME R IREITZE.

MWFEFE R BERE 4 OpenGL, #REET %A% OpenGL R EGHAT 4RI —FITH,
BAVESLE 1.3 WA XML R. A, XMAEFRERRE OpenGL HITETR.
FrLA, B RINHEAAE, A RELMEME A OpenGL.

1.2.2 OpenGL R&HL

M—AREARF R, RATT LUK OpenGL ¥A— M REBMANBMLE “HKEN”
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(state machine), W& 1.1 FiR. AR JLANSG (HINEBRMEAE) MEHENS
CHLnRI ) Bk, XL N R 7E T OpenGL BR¥0A AR SRR vt Al 2 ERATAE
REFEINEG. ERANGLZE, B2 -aEMKHE, ERIRMR, R
HERRBEANEG. EFXA “HLE” BAmbEmA, ERRTERRS. NN
JEE, OpenGL 4 T HFARMRE: —FABNREIREINE 5 BN, 5
—F TR () R U B SO SR PR S . R E ORI R BB FE IR LR E A, WA
MR R R AT 2B RE . “ORE” RE T WA B TALE.

o $0A A B#
RifFE ———— OpenGL %

B 1.1 48 OpenGL L ARZSHL
1.2.3 OpenGL &i&

MBI, BRAiTAT LUE I — R AR 7 ok FE R OpenGL F2/FHI1T 4. OpenGL
HFHEN “EEER” (pipeline mode). B 1.2 B/RT —&FHMEE. LN RA
FUE B RHER T —&EMHEE. BEETENARFRHBAER FE2hEEfkE. B
WEHAET —RFIBR, FAERETZ M BRI S 2 THRE. AR it
BIhRE, RENERE. BRI R. HUEPGA TN T OpenGL K RAHNLR E ML 2
57— SRR ) BT 3 B R B AE RARYLI A A . FEEERIRE, ARLEn] I B T8 #
RFRE LA E.

TS~ septish B P Rk St B P> B

1.2 OpenGL &EER

BATAPHEEY D OpenGL RENLK —Fiis R FEHKE, EEARIELT
REHEE R R EEERERR T X BT ER fMEITH . T2,
A B TCHIBUE B W] A AR R AL T AR BT R B TR E K . IERENIZXANRE, Frid
IR EREE EARA AR, MAREN L2 REREY, B KB T Rtz
[BIRR R IIBARE R . BEH & LR B A7 T A B

1.3 OpenGL #F1t4

OpenGL 35 200 ZANBR K. &R D)REN X LL R HORAT 73 KRB KA H B

N ETeRE. XERBEX T TR LAREARRITE. ARMARREKET: L
BT (FlanZiaw), ENTRA 2 4 3 NEE 4 MERERES: URBKRE
TG, Heafz A
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N EERE. XERBEEHETHINIR, KR BE X THE. KARE. Met
it (material property). I8 LR .

N WMMEH. XLRERE T RAVNEM. OpenGL B4t T — M EHUBARNL, 7]
FAT T B 7T o B RIS SR SE AL e MR S BT [« 38 A RABHLA 8 Sk AT
B, FHET A SEERERR.

N MEERE. XEREA R OpenGL LB —H . BE, HTFEMNTFRLRN
FEFEHESEY, FUMERRMKNE (tbin GLUT) RBZHEANT. RITATFIAX
SRBKEFRER LMNEOER, FETEITREH BAs .

N ERES. XERE AR A OpenGL F¢tt . ERIRIAHENIR T #—A
15 E LA F AR

BE, BTEAREZHN, HOAEREEEPREMITELNNRSE, MAENE

SARREBRS BRI,

1.4 OpenGL BIRRAFNY B

OpenGL H OpenGL Architectural Review Board (ARB, OpenGL H3FEL) #1TE
%1, ZARKIEF KA Silicon Graphics, IBM 1 NVIDIA iXF /A Al. OpenGL HATHIMK
AR 15, XMRAN OpenGL FHIE, MBLZATRHERE RS HEFHREZLHE
MR FIRA LIEST. KEHREL AL OpenGL FHZMINEE. BIE—MEEHF
SRR B L ST R e, (B AR R R IR . ABREAE
ARA 1.2 BI3hEE, 11 THRRASRAE 1.3, 1.4 50 1.5 Bt

HEERAAHECHARSRIIBNERE, EZERR SRR ERMIIE. R
M, XL ARFRREF RRERH A OpenGL kw2, FEMIRFERINGER, RATR
F§ “OpenGL #"&” (OpenGL extension). Xty BEZMEIL T ARB FIIAIE, HERHA
Bt» OpenGL #MiE. Fitw, “EGLE” RE—NEERITHT R, ST RTHE 71 BT
WHERREREE. B, IRy BTSRRI E R T SRR — SR R EE 4 RE S

15 i& B

HATE AL OpenGL 1 CESYE (C binding), XRBRMITHMEIE. HINEE—
AME R B Fortran A . (BB R 2, HAARTHIES (HLin Java) HATIEEE AT OpenGL
MIERGEE. A, LR LR B —deEXf Java IBESHE -

1.6 RIEHATE

OpenGL F A A ERHAMEH M gl # glu (3 GL }1 GLU) WS, F—MERK
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L» OpenGL JE, 'BBE T hH LEM OpenGL % H - /E & OpenGL LEE (OpenGL
Utility Library), HFARE T AZLENRER ST REE, FPERXAER, )8
BREABPGTE. BOFERRBELL gl Tk, i glVertex3f(), M TREMEKHALL
glu 773k, L gluOrtho2D().

OpenGL AZEFXRH), FrLARAIN ZEHER CIEESHE. EZFMZXAIRA,
API AR HE RN RIET (Foin C++) FrsCfef)—LohrtE, thmmBER. 2R, EF
RSB LMER CHRIF R EFAN RN HERF, SR/55 OpenGL C LM THE. A7
X E CEFRMHANKERIERA, 4% OpenGL REHE R A LM E R B0, glVertex3f()
BRIREE LS, T glVertex3i()ERIKMBR LS. A, TAVEH glVertex*()iXFEH]
PRiEFE R B Vertex BRI BT A B ,

%% OpenGL RIS EE R MNP BEEBBESTGRIEK. T8 ER “B
¥” (magic number), OpenGL AXEHE X TH (“HE¥” Z9wfEn NiZ#am. Fia,
BRE AP AT 10 A —MESBTHEESRAER, AMIsar~4 “10 SR THE
B/ . WREFRPTERET SHBSLARHAR 10, iaERE-ERE. —%
B, XEZRECES glh 7 gluh PIEER. 8IH GL_M GLU_&E X T EXRIE T
—AMEAECH, Hin GL _LINES # GL_LIGHTO.

OpenGL AN C ¥#EH,AL: float, double, int, char %%, HE, A Tik—A
LR EH € L EHEARR, BAXH glh & X T EALA GLint, GLfloat, GLdouble
BL K GLbyte. HARIX L6 RV F 5 2T A 2R, (HEATRE OpenGL BRBUE L H M.
Bl LA B

void glvertex3f(GLfloat x, GLfloat y, GLfloat z)

EfH 3 4 GLfloat & X T =TT H—ATA. FEE, glh hAEMARIEEMT
—ATREX, .

typedef GLfloat float
Frbl, XEEIERBRIAFEN. FUMER, BLSEFED SAKABHERY, Lo
GLclampf (F-FFR/REHEAE 0.0~1.0 Z[MFFAH) LR GLsizei (T a5 SLIPT
S ZSTNICPNE|IE LT PN

W REERER AT BAIRHE N BCRSH, OpenGL NENIHER T ERIRE. X
SR B L BFIRZAE —A ve BTEL, BATATEME T XA gl Vertex3fv()efi 31:

GLfloat point(3] = (1.0, -2.5, 0.5};
glvertex3fv(point);

MBAVER R B, SRS MRE TYPE RKIEE —MREK S MEX. biw,
A LM FTHX S glVertex*ORIBT A B :

glvertex{234}{sifd} (TYPE coords, ....):
glvertex{234}{sifd}v(TYPE *coords);

BB 2, RAVLIAE A R e — AN (2, 3 R 4) LR — A EHE KA (short[s],



