TEIl ©ecoalovikng

Tunua MNMAnpogopikng

[ pa@IKA YTTOAOYIOTWV:
OpenGL

[Tacydinc Pdmng
http://aetos.it.teithe.gr/~praptis
praptis@it.teithe.gr




[leplexoueva

e T1 gival n OpenGL,;

e MOVTEAQ QVTIKEINEVWV (object modeling)
 PWTIOUOC KOl OKiaon (lighting kai shading)
° @E'Z(XCH] Tou H/Y (computer viewing)

° A'ITC')5OOT] (rendering)

e XapTOYPAPNON UPNC (texture mapping)



T1 gival n OpenGL;

H OpenGL cival pia BiBAIo6nkn 2D/3D ypa@IKwy
QveCAPTNTN OUOKeUNG (desktop, laptop, mobile phone)
Kal avecaptntn Acitoupyikou 2uoTrnipartog (Windows,
Linux/Unix, Mac OS X)

H OpenGL cival pia dieragn API (application
programming interface)

-- 2UAN\oYN a1TO O0TABEPEC, TUTTOUGC DEQOPEVWV KAl
OUVOPTNOEIC



[TpoypauuaTIOTAC BAETTEI TO CUCTNMA YPAPIKWV
MEOW TWV BIBAIOBAKWYV
-- OpenGL
-- Direct X (Microsoft)

-- Java 3D

pen GL 'ﬁ'ineqrx

Graphics
~¢—P»  library ~—®» Hardware
(APT)

Application
program




OpenGL

* H Silicon Graphics (SGI), £épepe Tnv eTavactacn ota PC-
YPOQPIKA PJE TNV AVATITUCN EVOC YPAPIKOU CUCTAMOATOG TTOU
EMTPETTEI TNV TTPOCBaCcN oTa graphics hardware ue tnv
uAotroinon pipeline aywyou oe (1982)

e [10 VO XPNOIUOTTOINCOUV aUTO TO CUCTNHA Ol
TTPOYPAUMATIOTEG EQAPPOYWY EKAVAV Xpron MIag
BiBAI0BNKNC e To ovopa GL (Graphics Library)

e Me TnVv GL, nrav oXeTIKA ATTAOGC O TTPOYPAUMATIONOC
O1adPACTIKWYV TPIdIACTATWY (3D) epapuoywv




* H emmituxia tTn¢ GL odniynoe otnv OpenGL 10 1992,
uia API BiBAIoOAKN avecaptnTn TTAATQOPUAC TTOU ATAV:
-- EUkOANn otnv xpnon
-- 2uvepyadetal oTeva e 1o hardware pe TToAU KaAd
arroteAéopaTa ammodoong (performance)
-- Eomnialel otnv ammédoon (rendering) ypag@ikwy
-- Agv TTpoOPEPEl «TTaPGBupa» (windowing) Kai
«€iocodoy» (input) yia va atroPuyel EcapTnon atro

EVO OUYKEKPINEVO TTaPaBuUpIKO AgIToupyikKO 2U0TNUO
(MS, Unix/Linux, Mac)

-- 2uvdéeTal ye C, C++, Java, Python, Processing, Ruby, k.a.



H eceAicn Tnc OpenGL

*EAcyxeTal ammo TNV Architectural Review Board (ARB)
— MéEAn SGlI, Microsoft, Nvidia, HP, 3DLabs, IBM, ...
— ApPKETA oTaBepn PETA TNV version 1.4
e H e€EAICN avaTTapayel VEEC OUVANIKEC dUVATOTNTEC
(capabilities) oto hardware
— 3D oxediaon (mapping) uPng Kai avTIKEiNEVA UPNC
— lNpoypaupara kopupwyv (Vertex programs)
— Mg €TTEKTACEIC EVOWMATWVEI OUYKEKPIMEVA XAPOAKTNPIOTIKA
KQOe TTAATPOPMAC

[TAnpogopiec Kal UAIKO http://www.opengl.org



OpenGL BiIBAI0BNKEC

-- OpenGL Library
-- OpenGL Utility Library (GLU)
-- OpenGL Utility Toolkit (GLUT)

Application program

GLUT GLU
(OpenGL Utility Toolkit) {OpenGL Utility library) i i i
O1 Tpeic auTég PIBAIOBAKES

% (—/ ouvnBwc¢ avapEpovTal we
OpenGL

OpenGL library

W
MS-Windows, Unix/Linux, Mac X OS




OpenGL BiIBAI0BNKEC

OpenGL Baoikn (core) BIBAI0BNKN, €XEl OXEDIAOTEI WG
MIa BEATIWHPEVN DIETTAPN aveCAPTNTN OTTO TO hardware
-- OpenGL32 yia Windows
-- GL yia Unix/Linux cuocTthuara

GLU TtTapexel TToOAAG aTTO TA XAPAKTNPIOTIKA JOVTEAWV,
OTTw¢ quadric emaveiec Kalt NURBS kautrUuAec kai
ETTIPAVEIEC.
-- MNapéxel AeitoupyikotTnTa otnv Baoiki OpenGL
aAAG Oev xpelaldeTal va cCavaypawouue KwOIKA
GLUT ouvdgel Tnv OpenGL pe 1o TTapabupikd cuoTnua

-- GLX yia X ouoTthuara
-- WGL yia Windows
-- AGL yia Macintosh



Opyavwon AoyliodIKoU

(Software Organization)

application program I

X, Win32, Mac O/S

OpenGL Motif
widget or similar GLUT
GLX, AGL
or WGL GLU
GL

software and/or hardware I



Windowing with OpenGL

OpenGL cival avecapTnTn atmro TTapabupiko cuoTtnua. o
KAQOE TTapabupikd cuoTNUO UTTAPXE! UIa BIBAIOBNKN TTOU
ouvoeel Tnv OpenGL (rendering) pe 1o TTapaBupiko ocuoTnua:
-- X windows (GLX) yia pynxavéeg H/Y 1Tou XpnoidoTtrolouy X
Window System, Trapéxetal N GLX (emrektaon g OpenGL
yia To X Window System as an adjunct to OpenGL. O1 GLX
ouvapTAOEIC XpNnoluoTrololv 1o TpdBepa g I X.

-- Ia Ta Microsoft Windows, ot WGL ouvapTroeig (routines)
mapExouv 1o interface Twv Windows pe tnv OpenGL. Ol
WGL ouvapTAoeig xpnaoiyotroioly 1o TpdBeua wg il .

-- a o Mac OS umrdpyxouv Tpeic dieTTaPEC (Iinterfaces): AGL
(ue TpdBepa agl), CGL (cgl), kal Cocoa (NSOpenGL
classes).



GLUT (OpenGL Utility Toolkit) = freeglut

o GLUT mapéxel €va portable API yia Tnv dnuioupyia TTapabupwy Kai
TNV ETTIKOIVWVIA JE TIC CUOKEUEC e10000u/ecodou (I/0O devices)
-- GUI yia diagopeTika A.2.
-- XEIPIOPOG YEYOVOTWY (events), KAIK TTOVTIKIOU, keys TTANKTPpOAGyIou,
aAAayEC oTo PEYEBOC TTapaBupou, €TTIAOYI MEVOU, KATT
 H BIBAI0OAKN GLUT cival ave¢aptntn atro Tapabupikd cuoTnua
(apxika ypapuévo atro Ttov Mark Kilgard) mou kpuel Tnv
TTEPITTAOKOTNTA TWV dlaPopeTIKWY APIs Twv TTapabupikwy
OUOTNUATWY

 H freeglut €ival pia uAotToinoN AvoIKTOU KWOIKA TTOU ETTEKTEIVEI TNV
AeIToupylkOTNTa TNG apXIKNG GLUT.

o O1 GLUT ouvaptnoe€ic XxpnoipgoTTrolouv To TTpoBeua glut.

glutinit()
glutlnitWindowPosition(int x, Int y)

glutlnitDisplayMode(GLUT DOUBLE | GLUT RGBA | GLUT_DEPTH)



TuTtrol 0edopevwy TN OpenGL

EocwTepIKOi TUTTOI VIO JEYAAUTEPN METAPEPOINOTNTA (portability)

Suffix Data type Typical C or C++ type OpenGL type name

b 8-bit integer signed char GLbyte

S 16-bit integer short GLshort

i 32-bit integer int or long GLint, GLsizei

f 32-bit floating point float GLfloat, GLclampf

d 64-bit floating point double GLdouble, GLclampd
ub 8-bit unsigned number unsigned char GLubyte, GLboolean
us 16-bit unsigned number unsigned short GLushort

i

32-bit unsigned number

unsigned int or unsigned long

GLuint, GLenum, GLbitfield




Moppn Twv cuvapTtnoewyv 1S OpenGL

(function format)

Ovopa ouvaptnong

/

glVertex3f(x,v,z)

pd N\

X,y,2z civaitumou Float
Avrikel otnv GL BiBAI0BRAKN

glVertex3fv (p)

\ P cival évag deiktng oe Float Trivaka



Ovouata otnv OpenGL

e 2UVOPTNOEIC £XouV TTPOBepa (prefix) To gl,
—glBegin, glClear, glClearColor
o 2TAOEPEC €ival YE KEQAAQIQ YPAUMATA KAl N

UTTOYPAUMION XPNOCIMOTTIOIEITAI WC OIAXWPIOTAC
—GL_2D, GL_LINES, GL_TRIANGLES

e EVvowpatwppéevol TUTTOI 000UEVWY ap)idouv ue GL
— GLbyte, GLshort, GLiInt, GLboolean



[lepiexopeva 1N API

* 2 UVAPTNOEIC TTOU Opifouv TI XpelalOJaaTE VIa va
oxnuartiocoupe (form) pia eikéva
-- AvTikeipeva (objects) karaokeualovTal atrd BepeAiwdn
YEWMETPIKA — ONMEia, YPAUUES — TTOU opidovTal ATTO TIC
KOPUPEG (vertices)
-- @eaTtng (viewer, camera)

-- I'ny€c ewTtoc (light sources)
-- YAIKG (materials)

* AANAEC TTANPOPOPIEC
-- Eicodo at1ré ouoKeUEC OTTWG TTOVTIKI KAl TTANKTPOAOYIO
-- AuvaTtoTNTEC TOU CUCTAMATOG

-- framebuffer, n otroia KpaTA&l OAEC TIC TTANPOPOPIEC TTOU N
000vN YPa@IKWV XPEIAZETAI VIO VA EAEYXEI TO XPWHA KAl TNV
Evraon OAwv Twv pixel otnv 06ovn



OpenGL State

e OpenGL cgival pyia pynxavn KartaoTaoewyv
* OpenGL d1a6eTel ouvapTAOEIC OUO TUTTWV:
-- Anuioupyia Baoikwv (primitive)
« Epgavion Baoikwy €AQv gival opatd
« ETre€epyaoia Kopupwy Kal €U@Avion
BaoIKwyV HE EAEYXO TNC KATAOTAONG
-- ANy KATOOTAOEWV (state changing)
e 2UVOPTNCEIC METAOXNUATIONWYV
« 2UVOPTNOEIC XOPaAKTNPIOTIKWYV (attribute)



OpenGL #defines

O1 TTepIc0OTEPEC OTABEPEC OpiovTal OTA APXEIA
kepaAidwv gl .h, glu.h karglut.h

Me nv #include <glut.h> n #include <freeglut.h>
Oa TTpETTEl AUTOMATA VO CUUTTEPIAAUBAvOVTal KAl Ta AAAQ

[Mapadeiyuara

glIBegin(GL _POLYGON)
glClear(GL _COLOR_BUFFER BIT)

27O apyxEia KEPaAidwyV opiovTtal Kal o1 TUTTOI OEQOUEVWV
NG OpenGL:

GIfloat, Gldouble, ...



OcpeAiwdon oxnuara tnG OpenGL

(Primitives)

GL POINTS

\ L>

[/ -

1
‘u"z 2

A 2 GL LINE LOOP

W
‘ v; GL TRIANGLES “3 §> v,
; ‘ GL QUAD STRIP

GL_QUADS
GL TRIANGLE STRIP GL_TRIANGLE_FAN

Vs




2. Xediaon onUeEiwyv

[Mapadeiyua:

To Tpoypappa dev gival d1adpaaTIKO. [epIAauBavel TpEiC
OUVOPTNOEIG:

main, myDisplay, mylnit

first attemp

X o~ LIl




2. Xediaon onUeEiwyv

[Mapadeiyua:
2uvaptnon: Maln

int main(int argc, char** argv)

{
glutlnit(&argc, argv); Il evepyoTtroinon tTnG glut
glutinitDisplayMode(GLUT_SINGLE | GLUT_RGB); // set the display mode
glutlnitWindowSize(640, 480); // set 10 pEyeBog Tou TTaPaBUPOU
glutlnitWindowPosition(100, 150); // set Tnv B€on Tou TTapabupou
glutCreateWindow("2nueia"); // dnuioupyia Tou TTapabupou
glutDisplayFunc(myDisplay); // eyypagn Tng cuvaptnong eupaviong

myInit(); Il ETTITTAEOV EVEPYOTTOINOEIG

glutMainLoop(); // atéppovn BnAia

return(0);




Anuioupyia NapaBupou

O1 TTEVTE TTPWTEC YPAUMES €ival KANOEIC O€ OUVAPTAOEIC TNG
GLUT via tnv dnuioupyia TTapabupou otrou Ba yivel n oxediaon

W A
GHSEI, 100)

Points to proto nmou programima

=

479

e =



2. Xediaon onUeEiwyv
[Mapadeiyua:

2. xediaon BepeAlWOWY oXNUATWY OTNV ouvAapTnon:

myDisplay

void myDisplay()
{
glClear(GL_COLOR_BUFFER_BIT); // kaBapiopog 086vng
gIBegin(GL_POINTS);
glVertex2i(100, 50);  // oxediaon TpIWV CnNUEiwv
glVertex2i(100, 130);
glVertex2i(150, 130);
glEnd();
glFlush(); /[ atTo0TOAN yia eugavion (display)




2. Xediaon onUeEiwyv
[Mapadeiyua:

Apxikotroifoeig otnv: My NIt

void myInit()

{

glClearColor(1.0, 0.0, 0.0, 0.0); // xpwpa utroFaBpou KOKKIVO
glColor3f(0.0, 1.0, 0.0); // xpwua oxediaong (drawing color)
glPointSize(10.0); // éva onueio (dot) €ivar 10 e1ri 10 pixels
/I O1 eréueveg ypaupeG establish To oUuoTnPA CUVTETAYUEVWV
[/ ©a avaAuBouv apyoTepa.
glMatrixMode(GL_PROJECTION);

glLoadldentity();

gluOrtho2D(0, 640, 0, 480);




2. xeodiaon I'papuwyv
[Mapadeiyua:

Apxikotroifoeig otnv: My NIt

glLineWidth(2.0); Il set line thickness
glBegin( )}
glVertex2i(10, 20); /I first horizontal line
glVertex2i(40, 20);
glVertex2i(20, 10); /I first vertical line
glVertex2i(20, 40);

/[ four more calls to glVertex here for the other two lines




[Mapadelyua:

2.Xediaon evog 10¢ou Arc

*AideTAI KUKAOC pe akTiva radius r, KAl KEVTPO
oTO anpeio (X,y). Na oxediacBei eva 10¢0 Tou
KUKAOU TTOU sweeps out pia ywvia angle 6.

(x,y)=(xy+7rcosb, y,+rsinb),

Vid 0<6<271



Xpnon tngG Line Strip

voild drawArc(float x, float y, float r,float tO,
float sweep)

{
float t, dt; /* angle */
int n = 30; /* # of segments */
int 1;
t = t0O * P1/180.0; /* radians */
dt = sweep * P1/(180*n); /* iIncrement */
glBegin(GL_LINE_STRIP);
for(1=0; i1<=n; 1++, t += dt)
glVertex2f(x + r*cos(t), vy + r*sin(t));
glEnd();



[ToAUywVva

(Polygon issues)

* H OpenGL gpgavilel Ta TTOAUYWVA CWOTA JOVO OTAV Egival:

-- ATTAQ OnA. o1 TTAEUPEC eV TEUVOVTAI

-- Kupra

-- Emitreda: OAeG 01 KOPUPEC BpiokovTal OTO idIO ETTITTEDO
e TO TTPOYPAUMA TOU XPNOTN TTPETTEI VA EAEYXEI TA TTAPATTAVW.
* Ta TPiywva IKAVOTTOIOUV OAEC TIC OUVONKEC

—

Mn-KupTO TTOAUYWVO Mn-kKupTO TTOAUYWVO




XapakTnPIoTIKA

(Attributes)

Ta attributes cival pepog TNG OpenGL Kal
opICOUV TNV ENPAVION TWV AVTIKEINEVWV
-- Xpwpa-color (onueiwyv, ypauuwy, TTOAUYWVWY)
-- MéyeBocg-size kai TTAarog-width (onueiwyv, Ypauuwy)
-- 2X€dlaon e Koukidecg - Stipple pattern (lines,
polygons)
-- NMoAuywvikog TpoTTo¢ - Polygon mode

- Eppavion ottwg yepiotnke (solid color or stipple pattern
- Epogavion akuwy (display edges)



RGB xpwpua

« KaBe ouoTtatikd (component) XpwuaTog atroOnKeueTal
XwploTta (ouvrBwcg 8 bits ava component)

« 21NV OpenGL ol TINEC XpWHATOC KupaivovTal (range)
atro 0.0 (none) £wcg 1.0 (all).




Texture Mapping



[MeplopICHOI TNG YEWMETPIKAG MOVTEAOTTOINONG

(The Limits of Geometric Modeling)

[Tap’ GAO TTOU OI KAPTEC YPAPIKWY UTTOPOUV VO
arrodwoouv (render) ravw atmo 10 (million)
EKATOUUUPIA TTOAUYWVA aVA OEUTEPOAETTTO,
QUTOC O apPIBUOC gival AVETTAPKNG YIa TTOAAG
PAIVOUEVA OTTWC:

-- 2Uvve@a (clouds)

-- ['paciodl (grass)

-- Emipaveia edagouc (terrain)

-- A€pua (skin)



MovTteAotTOIinON £VOG TTOPTOKOAIOU (1)

(Modeling an Orange)

* QewpPNOTE TO TTIPOPBANUA TNG JOVTEAOTTOINONG EVOC
TTOPTOKOAIOU
e APXIOTE PE LI OPAIPA XPWHATIOMEVN TTOPTOKAAI
-- Agv «TTIAvEl» (capture) Ta XapaKTNPIOTIKA TNG ETTIPAVEIOC
UIKpG Aakkakia (dimples)
-- Xpeialovtal Trapa TTOAAG TTOAUYWVA VA UOVTEAOTTOIEIOTE
OAa Ta AaKKAKIQ




MovTeAoTTOINON £VOG TTOPTOKOAIOU (2)

(Modeling an Orange)

* [1apTE IO pwTOYPAPIA EVOC TTPAYUATIKOU TTOPTOKAAIOU
(eQv €ival avaAoyikr) capwaoTe TNV —Scan It) Kal ETTIKOAANOTE
TNV “paste” oTo atrAO YEWMETPIKO UOVTEAO
-- Autn) n diadikaoia ovopadeTal Xaptoypapnon
UQPNG (texture mapping)
* [TIBavov auTo va un ival ApKETO ETTEION N ETTECEPYATHEVN
EMIPAVEIQ VA €ival Agia

-- Xpelaletal va alAacel 1o Totrika oxnua (local shape)
-- Xaptoypapnon €CoyKopATwv-@ouokouatwy (bump mapping)




TuTrol XapToypa@nong

(Types of Mapping)

e XapTOYypAPNON UPNC (texture mapping)
-- Xprion €IKOVWY YIA TO E0WTEPIKO YEUIOUA TWV TTOAUYWVWV
* [TepIBAAAOVTOC (environmental reflection mapping)

-- Xpnon giag gikovag Tou mrepIBaAAovToc yia for texture
maps
-- EmiTpETTEl TNV TTPOCOMOIWON TWV ETTIPAVEIWYV UYPNANG
KOTOTITPIKNG QVTAVOAKAQCONC
o XapToypapnon €COYKOUATWV-POUOTKOUATWY
(Bump mapping)
-- Npooouoiwvel Ta ecoykopaTa aAAalovTag Ta KavoviKa

dlavuauarta (normal vectors) kata tnv d1adIKAgia TNG
arrodoong (rendering)



Texture Mapping

FewpeTpl!«') MOVTEAO XapTtoypa@non UPAg
(geometric model) (texture mapped)



Environment Mapping




Bump Mapping




XapToypagnon

(mapping)

[Mou yiveTal n xaproypa@non;
Ol TEXVIKEG XapTOypA@PNOoNS UAOTTOIOUVTAI OTO TEAOG TNG
YPOMMUNG attodoonc (pipeline rendering)

[TOAU atroTeAEOUATIKO ETTEION Alya TTOAUYWVA TTEPVOUV
TNV YPAMMNA TNG ETTECEPYATIAC YEWMETPIAG

Vﬂﬂlﬂﬁ&‘{ ﬁ:::::; —  Rasterization ’——{ Display ‘
F‘ixals —_— Pi}iﬂl /

operations




Baoikn ZTpaTnyikn

Tpia BAuara yia Tnv e@appoyn ueng
1. KaBopioe Tnv uPn
* dIGBace ) dnuIoUupynoE TNV EIKOVA
* dWOe TNV uPn (assign to texture)
e EVEQYOTTOINOE TNV UPN (enable texturing)
2. AWOE TIC CUVTETAYMEVEC UPNC OTIC KOPUPEC
(vertices)

« ETIAOYyNn TNC ouvapTNONG AVTIOTOIXNONG £TTAPIETAl OTNV
EQappoyn

3. KaBopioe TIC TTApAPETPOUC UPNC
e TUNIYMa (wrapping), @iIATpapiopa (filtering)



XapTtoypa@non
(Mapping)

[Tap’ 6Ao TToU N 10€a gival aTTAn --- avTioToiXIoN
(map) UIac EIKOVac o€ uia ETMIPAVEIA -- UTTAPYXOUV
3 N4 ouoTAMATA CUVTETAYUEVWY TTOU
eMTTAEKOVTAI (involved)

Eikéva 2D E\
(image)

Em@aveia 3D
(surface)



Texture Mapping

2UOTNMOTO OCUVTETAYMEVWV
L4
A

parametric coordinates

S

texture coordinates

screen coordinates
world coordinates



Texture Mapping

screen
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