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2. 000000000 bboobooboooo
. UbdbboobbboboobbooooobOoboboboboog
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0000000000000 000o0000000000OUODO0O000D0Do0ooOoOo0ooOoDO (OO0
0000000000000000000000 (texture mapping) 00000000000 (antialiasing)
ooooooo)o

1. GLO0000000oooooooooooooooooooooooooooouooooo

2.00 GLOOODOOOO0OUOOO0O0OO0OD0O0OOOD (primitive) 00 (00DO0OO0OD0OD0)000000OO
0000000000 00O00O0o0O0O00O0000O0O00OD CooooOooOoO)booood
ob0o0oboobOoooooooboboooboboooboobobooobooboooooooo

3. 0000000000000 000O0 DOO0O0oDO0)0DOoO0ooOOoOo

4. 00000000 sb-2b00000O000ODOOOOODOODODOODOODOOObOOO
000 (dlip) 00ODOODOO0OUOOOOUDOUOOOOODOUOOOOD0ODOODOOOOOOOODOODOO
0000000 (uouoooooooo)o

5. oo boouobooobobboboboobobobbooboooboooobobon

6. 00000 O0o0OO00obOO0oOoOooOoOo0obOOoooooooOoooOoobooobooobOooOoooooboooooo
00000000000 000 (flatshading) 0 D0OO000O0O0O000OO00O0OOOOODOOOOOO
(smooth shading) 00 00O OOO0OO0O0OpenGLOOODOOODOOOOOODOOOODODOOOOO
0000000000 (glowshading) 000000 OOO0OOOOOOOOO
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00000000000 (OU000)000OU0000 (DUODUOUDOO0OO0)0OO00DoOOoDOOooOo
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21 00O0O0O0OOOO00
OpenGLOOOOOOOOOODO 300D0OO
1. OpenGLOOOOOO0OO0O0O0COOOCODODOOOO “gl”0 prefixd0O000

2. OpenGL Utility 0000 (GLU)DODODO bitmap 000 000000000000 “glu” O prefix
googo

3. OpenGL X OO OO (GLX)OX Window System 0000000000000 0OO0OOO “glx” O
prefix 0O OO

0000000 GLOOOOO00O00000000000000000000000000000
void gl < FUNCTION > {#}Hsli|f|d}{v} (..);

0000000000000 U00U0 (00U 00000 00o0ooO0oOoO0)d< FUNCTION >
000000000000 00ooooono A 00)0 s, 4, f,d0000O0OOOOOODOOOOO0O
glVertex3f 0 0O O O0OOOODOOO

void glVertex3f (GLfloat x, GLfloat y, GLfloat z);

oooooo vOoobobooooboooboooooooobooooobbooobooobooo
00 (0ooooooooooo)o

void glVertex3fv (GLfloat v[3]);

000000000000 000OC0000GLleat O0O0OO GLOODODODOODOOO float0OO0OO
000000 <gl.h>00000000000

gogoooo gd goooo
s GLshort | short (16bit)

i GLint | int (32bit)
GLfloat float(32bit)
d GLdouble | double(64bit)

000 GLennm OO0 D0D0OOO0O0O0O0DOOOOOOOODOOODODODODOOOOO
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000000 (primitive 0000)000000000000000O00O0OO00O0OO (glBegin)ODOOO
O (glVertex) 000 O0OOOOOOOOOOOOOOOO

void glBegin (GLenum mode * );

void glEnd (void);

void glFrontFace (GLenum mode ? );

void glVertex3{sl|i|f|d} (GL?? x, GL?? y, GL?? z);
void glVertex3{s|i|f|d}v (GL?? v[3]);

void glNormal3{s|i|f|d} (GL?? x, GL?? y, GL?? z);
void glNormal3{s|i|f|d}v (GL?? v[3]);

0000 glVertex2 O glVertex4 0000000000000 0O0OD0OO0OOOODOOOOOOOODOO
0000000000000 00000000 glNormal3* 0OO00O0O0OO glVertex3* 0O OO
00000000000000000000OglVertex3* 000 glTexCoord2* 00000000000
0000000000 D0o0o00o0oo0o0ooo0oUo)0o0o0D0oUOoO0o00DO00ooDooOoOo
glVertex3* 0 000000000 0D00O0ODO0O0OO0OOOUOOO0OUOOOUOOOUDOOODODOOO
1000000000000 10 ¢glNormal3*000000000000000O00O0O0OOO0O0OOOOO
00 glVertex3* 0000000 glNormal3* 0000000000
ooboooooobooooooboboooooooooog

1.

3.

glBegin(type); 0 00000000000 OU0O0O0OOOOOOOOOOOOO0OOOO GL.POLYGON
oboobooooooooboooboobb 4000000000000 DOODOOODODOOODODOO
00000000000 0000000D0 (eonvex) DOOD0OODOOODOO

glNormal3*(..); 0 000000000000 (0000D0D000000000000000000O
00)0

ooooooooo..

() 0000000000000 0000OgTexCoord2*(..); 0000000000000000
(b) glVertex3*(.); 0 00000000000000000

4. glEnd(); 0 0000000

0000000000 000000000000000OgFrontFace 010 00000000000000
000000000000 GLCWOOOOOOOOOOOGLCCWOOO0O0O00000000000
00000000000 00000000000000000000000000 (000000000
0o)o

! mode: GL_POLYGON, GL_QUADS, GL_TRIANGLES ..
2 mode: GL_.CW, GL_.CCW
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OpenGLODOOOODOO 3DOOODOO 20000000000C00DDOODOOOOOOOOODDOO
oboboooooooobooobooooobobooboobooboobooobooobooooOoobboOoDbo
ooboooOoobooooOOo0oooboomobobooobooooboooao

ggboboobobobbouooobobobobogobobobobbobbobooboboooon
gooobooobobooooboooooobobobobbboooooboooobobobboboobbooobooo

e void glMatrixMode (GLenum mode 3 );

e void glLoadIdentify (void);

e void glTranslate{ f|d} (GL?? x, GL?? y, GL?? z);

e void glRotate{f|d} (GL?? degree, GL?? x, GL?? y, GL?? z);
o void glScale{ f|d} (GL?? x, GL?? y, GL?? 2);

e void gluLookAt (GLdouble eyex, GLdouble eyey, GLdouble eyez, GLdouble centerx, GLdouble
centery, GLdouble centerz, GLdouble upx, GLdouble upy, GLdouble upz);

e void glFrustum (GLdouble left, GLdouble righgt, GLdouble bottom, GLdouble top, GLdouble
near, GLdouble far);

e void glViewport (GLint x, GLint y, GLsizei width, GLsizei height);

e void glPushMatrix (void);

e void glPopMatrix (void);

00 glMatrixMode 00 D0 OJ0O0O00O0O0OOOOODOOOOglTranslate®, glRotate*, glScale* O O
0000000000000 oo0oo0o0ooo0DoDoooOoooonoD gluLocokAt OO ODOOOO
000000ooo0ooo0o0ooo0ooooo0oo00o00o00o00oo00 oooooooo)o

elfrustum O 00000000000 O0OOCDO0ODO0O0OO00O0ODO0ODO0O0O0O0O0O00O0000OOOOOO0

glViewport 0000000000 OO O OglPushMatrix, glPopMatrix 0 00000000 O0O0OOOO0O
00000000000 o0o0oDOo0ooO00o000oooooDOo0ooogooooooon

24 0O00O0OO0OO
000000000000 00D000000000000penGLOO O8O0 00OO0DOOOOOODODOO

00000 GLLLIGHTO O GLLIGHT7rOOOOOOoooOd

e void glLight{i|f} (GLenum light * | GLenum pname, GL?? param..);

e void glLight{i|f}v (GLenum light, GLenum pname, GL?? v[]);

e void glMaterial{i|f} (GLenum face ® , GLenum pname, GL?? param..);

e void glMaterial{i|f}v (GLenum face, GLenum pname, GL?? v[]);

e void glEnable (GLenum light);

gllight* 0 0 0000000000000 0000000000000D00000000000000
000000 (0000)0

3 mode: GL_.MODELVIEW, GL_PROJECTION, GL_.TEXTURE
4light: GL_LIGHTO, GL_.LIGHT1, ... , GL_LIGHT7
5 face: GL_LFRONT, GL_BACK, GL_.FRONT_AND_BACK



00000 (pname) 0o oo
GL_AMBIENT 000 (R, G, B, A)
GL_DIFFUSE 000 (R, G, B, A)
GL_SPECULAR 000 (R, G, B, A)
GL_POSITION ooooo (xy,z w)

GL_SPOT_DIRECTION 00ooooo (vx, vy, va)

GL_SPOT_CUTOFF 00000000 (degree)

[E IESCH IV G NG

GL_POSITION O wODO w=0000000 (00000000)0w#0000000000000
000000000000000000000000 180°00000000000000000000
000000000000000000000000000000000000000000000000
00000 RGBAOODODOOODOOOODODOOO ADODOODODDODOOOOO

00000000000000000000000000000 glEnable01000000000000
000000000 00000000000000000000¢0

giMaterial* 000 00000000000 0000000000000000O00O0OO00OO0O00O0
00000000000000000000000000000000000000000000000
000000 (0000)0

O0O000O (pname) oo oo
GL_AMBIENT 4 000 (R, G, B, A)
GL_DIFFUSE 4 000 (R, G, B, A)

GL_AMBIENT_AND_DIFFUSE | 4 0oooooo (R, G,B, A)
GL_SPECULAR 4 00000 (R, G, B, A)
GL_SHININESS 1 00000 (shininess)
GL_EMISSION 4 000000 (degree)

gboboooboooooboboboobooobooooooboooboooboOobboobooooooooan
00000 (OO hilite)0000O0O0OO0OOO0OO0O0OOO0OOO0OO0O0OOO0OO0OOOODOOOOOOOOOOO
000000000000 (D0ooo0o0o0o0OU00O0U0000)00oD0oo00oD0oo0oOUoooOoUOO

25 0U0O0O0OOOOOoog

e void glTexImage2D (GL_TEXTURE_2D, GLint level, GLint components, GLsizei width, GLsizei
height, GLint border, GL_RGB, GL_.UNSIGNED_BYTE, const GLvoid* pixels);

e void glTexParameter{i|f} (GL.TEXTURE_2D, GLenum pname " , GL?? param & );
e void glTexCoord2{s|i|f|d} (GL?? s, GL?? t);
e void glTexCoord2{s|i|f|d}v (GL?? v[2]);

OO0000O0ooooooooooooDooDO OopenGLOOOOODOOOOODODOOODOODO
goooooboooboooooobooogboobbobobobboooooobogoo

GLubyte texImageName[imageWidth][imageHeight][3];

6 000glEnable 0000000 OpenGLODOOOOOOODOOODOODOOOOODODN

7 pname: GL_TEXTURE_WRAP_S, GL.TEXTURE_WRAP_T, GL_.TEXTURE_MAG_FILTER,
GL_.TEXTURE_MIN_FILTER

8 param: GL_CLAMP, GL_REPEAT, GL.NEAREST, GL_LINER



000 OglTexImage2D 0 GLLRGBOOODO00D000000000000O000 width, height 00
0000000000000000000 x 300000000000 0[x[y)[0],xy[1, xy]2 00
000 Red, Green, Blue 000000000000

00000000000 (0,0)-(1,1)0000000000000000000000000000000
00 O(s, t)0 000 0glVertex3* 0000000000 OglTexCoord2* 00 0000000000000
000000000000000000000000000000000000000000000000
000000000 glTexParameter® 0 GL.TEXTURE_MAG_FILTER, GL_TEXTURE_MIN_FILTER
0000000000000000GLNEARESTOOOO0O0OO0O0O0OGLLINEROOOOOODOODO
00000000000000000000000000 glTexParameter* 0 GL_TEXTURE_WRAP_S,
GL.TEXTURE.WRAP_.T 0 GLREPEAT 0000000000000 0000000 OglTexCoord2*
00000000000000000000000000000000000000000000000
00000000000000000000000000000000000000000000

26 DOOOOOOOO

O000O0000O00 OpenGLOOOOOODOODO (glBegin, glEnd, glVertex3*, gllight* 00O ) O
2000000000000 00000C00O0UO00O0O000O0OUO0ODO0D0OD0OOOUOOUOOg (oo
gobooddooooob oo oo bbb ooboba
00)O

e void glNewList (GLuint list, GLenum mode ? );
e void glEndList (void);
e void glCallList (GLuint list);

obooooOooboooooooooooboon

1. glNewList 00000000000 O0OOOOOO0OOO (DODOOOOOO)0O0O0O0OOOOO

2. 000000000 oOoOoOoO0oOO0oDOoOoGL.COMPILEODOOOOODODODOODOODOO
00 O0GL.COMPILE AND EXECUTEOOODOOOOOOOOO

3. glEndList 0000 O0O0O0O0ODOOODO

4. glCalllist OO0 ODOOOOO

OO0 OglNewList O glEndList 0 000000000 DOOO

27 ODO0OOOOoOad
e void glClear (GLbitfield mask 1 );
e void glClearColor (GLclampf red, GLclampf green, GLclampf blue, GLclampf alpha);
e void glClearDepth (GLclampd depth);
e void glShadeModel (GLenum model ' );

9 mode: GL.COMPILE, GL.COMPILE_AND_EXECUTE
10 mask: GL.COLOR_BUFFER_BIT, GL_LDEPTH_BUFFER_BIT
' model: GL_FLAT, GL.SMOOTH



void glFlush (void);
void glEnable (GLenum enable);
void glDisable (GLenum enable);

giClear 00000 ODOOODODOODODOOODDOOOOOOODOOODOOOOOOOOODOOOOO
OopD0o00ogooo glClearColor, glClearDepth 0O OO 00O O O OglShadeModel DO OOODODOO
OOo0oOO00O0O0O0O0000O000O00O0O0O000glFsh O O0OOOOCOOOODODOODO GLOOCDOO
00000000 O0000000OUOglEnable, glDisable 0 000000000000 OOpenGLOODODO
000/00000oooooo

OpenGLOOOOOOOODO :

3

glEnable (GL_LIGHTING) ; // 0000

glEnable (GL_NORMALIZE) ; // 0000000000000
glEnable (GL_TEXTURE_2D) ; // 00000000

glEnable (GL_DEPTH_TEST) ; // Depth-Buffer 0 0[O

glTexEnv (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_MODULATE); // 00000000
glLightModelf (GL_LIGHT_MODEL_TWO_SIDE, GL_TRUE); // OO0 OO

glShadeModel (GL_FLAT) ; // 00000000000
glClearColor(0.0, 0.0, 0.0, 1.0); // 0000
glClearDepth(0.0); // 0000 oO0OO

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

OO0 -GLX 0000

OpenGLOODODOOOOOCOOOOOUOOODOOOOOODOODDODOOO XODODOOOODO

XVisuallnfo* gl XChooseVisual (Display* dpy, int screen, int* attriblist);
int gl XGetConfig (Display* dpy, XVisuallnfo* vis, int attrib, int* value);

GLXContext glXCreateComtext (Display* dpy, XVisuallnfo* vis, GLXContext shareList, Bool
direct);

Bool glXMakeCurrent (Display* dpy, GLXDrawable draw, GLXContext ctx);
GLXPixmap glXCreateGLXPixmap (Display* dpy, XVisuallnfo* vis, Pixmap pixmap);
void glXSwapBuffers (Display* dpy, Window window);

GLXDODOoOooooooooooooobooooooooo

A e

00 glXChooseVisual 0 OO0 Visual OOOO0O0O
glXCreateContext 0000 000000000 0OOODO
Oo0ooooDooDooooooooooooooooog
XOoooooooooooooo

Expose OOOODO OpenGLODOOOOOOOOOOOOOODOOOOODODOOO



glXChooseVisual 00 00000000 OOODOOCOOCOOOOOOGLOCOOOODOOOOOOO
O0000000000000000 glXCreateContext 1 00000000000 OOOOOOO0OO
O glXMakeCurrent 000000000000 DOO OKOODODOOOOOOOOOOODODOOOOOOD
O0000000 giXSwapBuffers 0000000000000 DOOOOOOOOOOOOOOOCODOOO
00000000 GLX.DOUBLEBUFFER OO0OOOODOOOCOOO

GLXOOOOoooooog :

int list[] = {GLX_RGBA, // RGBOOO OO
GLX_RED_SIZE, 1, // Red, Green, Blue DO DO OOOOO
GLX_GREEN_SIZE, 1,
GLX_BLUE_SIZE, 1,
GLX_DEPTH_SIZE, 1,
// GLX_DOUBLEBUFFER, // 0O O0OODODOODOOOOOO
None}; // 000000

XVisualInfo* myvisual;

GLXContext mycontext;

Display* dpy;

Window win;

Colormap colmap;

dpy = XOpenDisplay(NULL); // X 0000000
myvisual = glXChooseVisual(dpy, O, list); // O00000O0OO
mycontext = glXCreateContext(dpy, myvisual, None, GL_FALSE); // XOOOOOOOOO

colmap = XCreateColormap(...); // 000000000

win = XCreateSimpleWindow(...); // O000O0OCOO0OOOOODOOO
XSetWMProperties(...); // 0000000000000
XMapWindow(...); // 00000000000

glXMakeCurrent (dpy, win, mycontext); // 000D 0000000 O0O0O0O00O0OO

/*
ogooood...
*/



