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®—XF OpenGL &7

1.1 OpenGL ik

OpenGL 2 MEMMBEERREED, Lir ER— P =HEEMBERE, dTEE
SHECREBRED R FILFMERE, Ll #40 Microsoft. SGI. IBM. DEC. SUN,
HP HLETHEH T & E AR A, BT 8 CRIBTERAE, ATE A #
— R =4 B T bRHE.

OpenGL MU 2 — A FE, B R API(Application Programming Interface). ‘B4~
GR—NSEAERNHEERD, TUERRMESTE BRI, BIEAB yI,
OpenGL T#EHRELEE DM P@AKGS. £ OpenGL PARM =Z4EE R M m R dr
4. BEIR OpenGL WA HAMN LB G—7~8R . 2. ZUERETYHELN, HE
B E N Z BT — R =ZE BB KirdE. MEFREZMNFH=ZEREKMLS, W
3D max F 0] U7 (EHER AR A, (HAE DAY HogH Tt xS CEESHREN
OpenGL f2FF, B LARR.C BTtz flix eedE Y . itk CAD. SIfE=4zhE . LI mAly
. HIMERDEIT S, HTREARE, SBREAFRINGEENZEITREBELTE,. 541
Lo

OpenGL FILIHMES M &M ZERE, HEMESR=FEBHLLERE. HXLEE
AR B — 2 S AR B /ESEIR A . OpenGL 1R LA EAEQIE:

. 22419148 (Drawing Object)

M ZHEE., —EGREREd —SEANET—R. &. ZHURARK. LhrL,
—ANEARRLE, KRR ENXEEARETTHEFHRIERER. OpenGL Rt TFER
HEEERLH®S, ERE_FPEIFEMHAS OpenGL FIEEAE T4 HIBE.

. A& (Transformer)

FRAIEZAERREYELET — RIS LIMM . OpenGL &t 7 —RIFEAMAE
e, MBETHEXNT — MR JUARRT MER S Z g R b8 . RN
WMEZH WA F R AEERED A, R AR R B4k o] SCEE IR L B
BT W O] LA X T & BI A LA BB TP O R ERHEEIER B MU R
ko 54h, OpenGL #H T —RIVEMERERE, FHAXERE, AP URERKNS
3, EXEAANASRHTER, SEFRTREARBREST. HETRESNAKRRY.
ERPBREZF MR T X 3 i ) N LA RAERE SR 1E R 3L

=. Ef& (Rendering)

OpenGL 4t 7 B H AKX RGBA HAMPF ARSI REAMNFHM RIEMDEECT
R WRBREMALIFE, OpenGL 124t 16M M, EX LRBAFHENRE. &
AP HE I E RN OpenGL RUAFIFEEF B AR E OB




2 OpenGL ZHEEE GRS

9. SHE(lighling)

JeRELEE A LELA RIS OpenGL HiA A 42 B VIR 20 B 1, 13X DO 30 40 3R
Bk, BN, WMERMBEYE. EE OLEMRHRES BlE SOXI 4. A UE
NP SOGIRRIE T, SUBREMALE. 7E OpenGL 1, JGEAR LT —ANUAtk, AP
AT LRI LA — R SRR R . DB YA R I B LR AT EUE R .
AR Y & ok B A 4 6

Ti. JRGEH (Antialiasing)

AR TENSH RS R E LM HEZ —, 7 OpenGL 1, BT A, ML
FEHIRGERER, ERABNERLETHSMA AN,

75+ VB &(Blending)

LS EBEANERR ZSBEHEDTES, 2% 28208 WAL E Y& L
H. 7 OpenGL ', ZFABEFBTBEAHARIIMN. SERETF, EHOBEHEAR
BEHE . DEOAEHEROBRAYEFENENNrE Alpha K kE. OpenGL 4L T
EHILLFI R GRS, APMUBREECHTE, ERELENATESERE SR,
XM NBEELABHELERESHEANEA.

. FFog)

ERERERERNERY, 2FEF 88, EHEHREMEEESR. 7F OpenGL
REREIXM ARRE, LRGN =ZEREFES. SESPNETEABNERYS
HAE,

I\ AL BB (Bitmap and Image)

OpenGL $#24t T BFpRE 2R I HE AR — (T B A% . OpenGL R4 T — RFI R Hk
KEA B BRE, BT U BRFRE S, HERLHIECERAPHENER. BEEE
FEHIEF R —AEEH. OpenGL 84t T —RIMBRECK B GERME, WERBLE).
EN. Bas U R ER AR . MERNES. ERBRNEANERBANA.

. GOHEES) (Texture Map)

GEBRSEEE=ZSHABEAEREEN A I, ELAH=ZEHEBEETED, &
WRRR N LSt R R SE, WRHRSHEBEBELAS. EAKR. OpenGL AT
HHERR, AILAESCEAEEY A LIET, QR IT RS, BETE. EENSR. P
I8 B R OpenGL #RAL RIS HR B .

+. X E#HRVEFIZIE (Interactive and Animation)

THBRERER - PN ZHEERREN S —NEE ST, OpenGL B HREEENTHIR
YERR ¥, OpenGL HiBhEE N {F FARHE C 4R'S OpenGL 24t TR BAKM BN B . &
ABHE—EANEN\ENEFLEBLEARHPERSK OpenGL 127, TEMER—HRF
ERARFIET. MFC IR T EEMNE OHREREINEWNAE RS, ABNENES
EFH N A{ER MFC 485 OpenGL 1217 . )@ ZERE N =HEFRARNEE T,
OpenGL FERNEFX AL ELF], TTLERHRIBHAER, RAKKNETER
R, 2FHGR. XKENE+EHFH N R{E A OpenGL LB .
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1.2 Windows &4t I [ OpenGL bR %]

7F Windows 95 EA % Windows NT3.51 VL 98tk R4 T OpenGL HIh A%, £
VC++ 2.0 UL ASTIREE T OpenGL 88 &HE, FrLl, A OpenGL %fE, 7EMML LIE
A, BIiFRE LRKEREDRE OpenGL FEF

TEPHURATT, OpenGL #RIET = REME, EATAEARE, THEMHEEIE.

OpenGL BEAFE & OpenGL A% L BE, XA RBESD, RET a2 RE
XL B RLL “gl” REIS, Fif5 OpenGL FZHEMIIRAEHITT LU A X LE R e SE B, 1
B, tFAERRENESES, X8R HHER 2N, XM EEE T OpenGL
R EERNTEE.

OpenGL SEHIFE 2 OpenGL #AFEM —E£ 7P, CRETHN+HZ/EH, X8R
HERLL “glu” HFTH. HAK OpenGL ALFHLEE L H BITE AR AR — 2 L 52,
BT Wb —LelRfRh4H, OpenGL AL T ScME, LHFETHFERMAHESE OpenGL
HAFERBCRRER, FrLl, f{EH M OpenGL BAFEMFH &52MREK, mHE, B
PR D R ARSI R EhEE . EABME /BRI TS
OpenGL SZRIFE .

OpenGL (48BN AR 7 77 (8 H /7 F#rdE C 485 OpenGL HF % SR . OpenGL 2
—AEFARHE, FTLL, 7E OpenGL & H 4t ol T EAI B H 4w Ry ) e 4, XA (6
FRME C RS OpenGL F2FFZIBA K ER), Brilsfit T 4B . OpenGL #BIER M T —&
EANE D EEEBEL. TR BN LR RSN EIER S, B, 2 XE RN,
MrEmARE. BARERES. 255 HASE. EARBRE _ER A9 OpenGL
BN .

546, 3 F4E Windows F2/F, OpenGL R4 T —LeMCHREE, EABEMF
SRR U



¥"Z OpenGL BIEFIEE

2.1 OpenGL HIZASFEF45H#

Hi OpenGL R ENAFEF, REMAAFENABRFEFHEMT — M =4KEE. OpenGL
BRERE AT LUEREFE, B— OpenGL F25 MR A L5 #y R JE 4 B 610,

—f& OpenGL 2 /F 5 LT JLE S :

(—) BXEM

B 2 SR 1 B = 48 P TE 78 Windows FRREAR R P E R E, XM B rEBED
MR, oML,

(Z) PIEdk

BEGN—SEARE, WESEX (buffer) . EIERMR . & LMY, %
RERVIER. EXFEESEEOVGLRS. RE=ZSMRE. X80, B2, £X
F—#) OpenGL EE R M —EH® TI/E, WEHL OpenGL RPRAZR, FER=4
OpenGL BIFEE 5, FHEREEAMRTE.

(=) FHNErER

BERNMANRAESR, SHNER=8%ERAEE TSRER, B BEWIEE AT
HEEZ#Z . A2 OpenGL FIRAZR. thFAHEMSE 42/ OpenGL FHEARIME. LU
TR =FEEETR.

B 2.1 H— AR FIB 73K 599 OpenGL MIFERE45 4.
2.1 OpenGL ##2 sample. c

#include <window .h>

#include <GL/gl.h>
#include <GL/glu.h>
#include <GL/glaux.h>

#nclude <stdio.h>

void myinit{void):
void CALLBACK myReshape(GLsizei w, GLsizei h);
void CALLBACK display(void);

/* Initialize antialiasing for RGBA mode, including alpha
* Dblending, hint, and line width.
*/

void myinit(void)



B OpenGL WEAHRIE S

glClearColor(0.0, 0.0, 0.0, 0.0);

f* display() draws an octahedron with a large alpha value, 1.0.
*/

void CALLBACK display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
glColor4f(0.2, 0.6, 1.0, 1.0);
giRotatef(60.0,1.0,1.0,1.0);
auxWireCube(1.0);
glFlush();

}

void CALLBACK myReshape(GLsizei w, GLsizei h)

{
glViewport(0, 0, w, h);

/* Main Loop
*  Open window with initial window size, title bar,
*  RGBA display mode, and handle input events.
*/

void main(void)

{
auxInitDisplayMode (AUX_SINGLE | AUX_RGBA);
auxInitPosition (0, 0, 400, 4003;
auxInitWindow ("sample.c”);
myinit();
auxReshapeFunc (myReshape);
auxMainLoop(display);

}

EAXABFENETE C REN C BF 8, RREEENNRENA=ZTEHS
BE, IXSAEEAEER opengl32lib. glu32lib A1 glauxlib. B 2-1 & sample.c FIPATAR
T iR FA S %R OpenGL RFEMHTS, APRARMAPHBIRETEMAIE CHA
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OpenGL B EOR SLAAT, i 1 AL OpenGL 47 f9 FBY BESEBR 84, F MEC 435 OpenGL
BERFEEELENR.

B 2-1 sample.c HATE R

FEREXS sample.c BT MR . B mainO 2 EEHRE. EXMRETIEE
THALL aux AR R, FEREEBIE S E MRS, AR MES,

B £ auxInitPosition(0, 0,400,400)5C X T S HAT & DA BRI AN . B4R E
PR T — MR RE (0,0), RRIES 34 400 71400 HIE .

PR #Y auxInitDisplayMode (AUX_SINGLE | AUX_RGBA)E X T HOM BB,

BA %0 auxReshapeFunc (myReshape) i -~/ A 7 7 X 891818 B 8 myReshape(). 4 &%
P E QMR RMRST R B NE, ERIFE AR AR R, B%7E myReshape()F &
MATIHIRAD . EX =R SRR B myReshape OB H NS w 1 h, T 4808
ITRREFE AR EAE, SETUREMONUSASE O 38, FeE3FON
A TR DR ER.

B ¥ auxMainLoop(display)i& X T —Mel & # display(). ERERE D&, B2, &
BRRBEEH LR EREN BT EET LIS R, R displayQ B AKX HL 5% 2
M. SEOFECEN FEFH E3EARX N ER, @ display0EFLF5E, 5
H 1 R] OpenGL L4 B BB REE XN BB P 58 a6 sample.c 7, XA H¥ P
B T HKIER:

glClear(GL_COLOR_BUFFER_BIT);

glColordf(0.2, 0.6, 1.0, 1.0);
glRotatef(60.0,1.0,1.0,1.0);
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auxWireCube(1.0);

glFlush():

P FRA&EMDE - AEQRERIER, B4R RLH], EH glFlush()ik
5 B TR -

B ¥ myinitO)2 F /7 8 2 B RS, EEM SIS T, TR IX R
B T OpenGL [fF ¥ glClearColor(), W5 LUGHITERBIE.

X —# £ H 0 R U BARME C Y9 OpenGL BB ATEFE, 7 sample.c HF
WEARA E AR, REEEOAERR, XWEOEERENETTES IR, Bl
L E— AR RS, B BiEEY OpenGL FEFEHANAEM T#. TREHERN
OpenGL F2f7 1%t 882 t1 ik iy = /MR B LAY, i X =80 R EFMKN, FEELE
LR SR AEE=FEHERAR.

2.2 #ndE C B OpenGL &%l gmfs

OpenGL =4 BT SIE A K T LA RTEERIEKAF &, BTLIE OpenGL &I
e O R O . SRS RS IR sR. IX P OpenGL R R BRI 82
BIARHE C B RIFIEARE OpenGL F2/F R IFH M. OpenGL FURAL T 18 H BT il dw
S, . £HE. RIS, BREROERERGRIIYERE, A OpenGL LR
Beleth BB AR .

OpenGL #BHFERE R 0 0k B TT R T I, E7 IR B HI2F E SE R C R ER
OpenGL, ifi Bl OpenGL ¥ B FEGR S (KR AR FRIGEH T -

OpenGL i B FE B R BUK BT Ain T LEK:

(—) & OYIEHTL LR R
() BfFm Y ek

(=) REHEERTBH

(JU) =AY 2l ek B

(R) BFEITRY

T U R R ] {3 X R

2.2.1 WOMBELIBHER

void auxInitPosition(Glint x,Glint y,GLsizei Width,Glsizei Height)

IheE:
P E AR SLINE DERRE AR R P AL BRI A
SR
(x,y):
BT EDERBELRRTHE LARILE.
(Width, Height):
R &E O &.
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void auxInitDisplayMode(GLbitfield mask)

ThRe:
REITHEORERER.,
SR
mask:

RATFRE DK RKRRER, BRATREELE 2-1.

F2-1 auxlInitDisplayMod () Sk

Mask BYEX
AUX_RGBA ¥-F RGBA Hifa iz,
AUX_INDEX FHEBRGESFEN
AUX_SINGLE KA buffer H
AUX_DOUBLE F AT buffer R,
AUX_STENCIL KA Stencil
AUX_ACCUM K B buffer #X,
AUX_DEPTH KR buffer &

UL ESBVIEETRE AR AMHY, EUENETIEHEERNANE.

UL E & 1 BB S H00T LAE —AMB AT R HE JLA /82 AUX_RBGA 1 AUX_INDEX
HalHE A2 —, AUX_SINGLE !l AUX_DOUBLE & RafER > —.

B4 & O B R auxInitDisplayMode(AUX_INDEXIAUX_SINGLE), iXFist th 2
WEMHE OB,

void auxInitWidows(Glbyte *titlesting)

Thee.:

#T7F—/~H auxInitDisplayMode()F auxInitPosition ()& $5T & X & 1.
SRR

titlesting:

RNFHE, BrREd OMsER$.

Al auxInitWindow(OIT T 8 D544 R EA7F RGBA B TREE, % T ESC &
AEREF R H XA,

T HE AR -AME B R QTR B 7

auxInitDisplayMode (AUX_SINGLE | AUX_RGB);

auxInitPosition (120, 110, 400, 400);

auxInitWindow ("My Windows");

LR E XAE O A 2-2.
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B 2-2 BESH My Windows B

2.2.2 WMHEMIEEY

void auxReshapFunc(void(*function)(GLsizei x,GLsizei y))

Thge:
TREME O R/ RAETNEE T B s X2 P A R,
SR
function(x,y):
E—THPFECEXHEHEES. 4EFO0FGREN, TEFEEEHX R,
functionOKIA NS R F 1T BEREISHTE DM ERE.

void auxKeyFunc(GLint key,void (*function)(void))

Ihke:
I key TRERBEETE, EEFAENEERAASE-ASEFAEENES. 3#
HEHLHEO.
SR
key:
£ OpenGL % By 5 it AA B AL B A — 103 5.
W: AUX_A. AUX B~AUX_ZEBHENKEFF A~Z &,
AUX_a AUX_b~AUX z{UE/NEGFERa~z 8.
AUX_LEFT. AUX_RIGHT. AUX_UP. AUX_DOWN ft& i A F TE&.
AUX_ESCAPE. AUX_RETURN f{Z ESCAPE B HI[A| %4,
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M- ERENRER, ®FO¥EE3INERSH.
function():
LRRMLREIMHRER EEFGHAX R
il
auxKeyFunc(AUX_A left());
MBHEMGABFETLURE, FEFHOZEARE ), HEHRLFEO.

auxMouseFunc(GLint button,GLint mode,void (*function)(AUX_EVENTREC *EVEN))

Ihee:
LEAAREET UG, FEFREA3EMARE function(), FHEFHLHE.
SHH - '
button:
7 OpenGL HiBh & X HE B R~ RIRHER.
#:AUX_LEFTBUTTON X% BArZ48;
AUX_MIDDLEBUTTON {3 BUbw i 4 62
AUX_RIGHTBUTTON R & RIrHI AR
mode:
KRB RFFRIRE
AUX_MOUSEDOWN firedE T H4.
AUX_UPDOWN RARERUT 34
function:
e — R EURE . HSEEHBIEE X AUX_EVENTREC 4i#.
auxMouseFunc(O)¥f B 5 51X A Gt 4 B2 I 22 6]
540
auxMouseFunc(AUX_LEFTMOUSE,AUX_PRESS,press());
FEEARITHERELUBIAEBBET UG, EEFH a3 EHERE press)O HEF
SHED.

void auxIdieFunc(void *Func)

Ihhe:
MEE R e EFEER, Func @ﬁ‘:ﬂlﬁ WMERIXAN BB SH AT A B
. event.c J& A B 4w R R EOBI AR

M : event.c

#include <windows.h>
#include <stdio.h>
#include <GL/gl.h>
#include <GL/glu h>
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#include <GL/glaux.h>

// disable data conversion warnings

#pragma warning(disable : 4244) /I MIPS
#pragma warning(disable : 4136) /1 X86
#pragma warning(disable : 4051) // ALPHA

void myinit(void);
void CALLBACK myReshape(GLsizei w, GLsizei h);
void CALLBACK display(veid);
AUX_EVENTREC *event;
int sign = 1,angle = 30;
void myinit(void)
{
glLineWidth(5.0);
gliClearColor(0.0, 0.0, 0.0, 0.0);

/f if the LEFT key is pressed,left() is running
void CALLBACK left(void)

{

sign = 1,

/1 if the RIGHT key is pressed,right() is running
void CALLBACK right(void)

{
sign = 0;

/1 if the LEFT button of mouse is pressed,leftdown() is running
void CALLBACK leftdown(event){

angle += 10;

if(angle >=360) angle = 0;

// if the RIGHT button of mouse is pressed,rightdown() is running

void CALLBACK rightdown(event){
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if(sign)
sign = 0;
else

sign=1;

/idisplay() draw a cube
void CALLBACK display(void)
{
glClear(GL_COLOR_BUFFER_BIT );
glColor4f (1.0, 0.6, 0.4, 1.0);
glPushMatrix();
glTranslatef(0.0,0.0,-4.0); //  move object into view

if(sign){
glRotatef(angle,1.0,0.0,0.0):// rotate object
auxWireCube(1.0); /fdraw cube

glPopMatrix();
glFlush();

void CALLBACK myReshape(GLsizei w, GLsizei h)
{
// Prevent a divide by zero
ifth==0)
h=1;

/1 Set Viewport to window dimensions

glViewport(0, 0, w, h);
giMatrixMode(GL_PROJECTION):

glLoadldentity();

// Establish clipping volume

gluPerspective (45.0, (GLfloat) w/(GLfloar) b, 3.0, 5.0);
gIMatrixMode(GL_MODELVIEW),

glLoadldentity ();



