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[l EsERcC.:MODELING

void triangle( void)

{
gl Begi n( GL_TRI ANGLES );
gl Vertex2f( -0.5, -0.5);
gl Vertex2f( 0.5, -0.5);
gl Vertex2f( 0.0, 1.0)
gl End() ;
}
void redraw( void )
{

gl Matri xMode( GL_MODELVI EW) ;

glCearColor( 0.0, 0.0, 0.0, 1.0 );
gldear( G._CO.OR BUFFER BIT );

gl Color3f( 0.0, 1.0, 0.0 );
triangle();

gl Color3f( 0.0, 0.0, 1.0 );

gl PushMatri x();

gl Translatef( 1.0, 0.5, 0.0 );
triangle();

gl PopMatri x();

gl Flush();
}
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[£] ESERC.: MODELING (2)

void redraw( void )

{
gl Mat ri xMode( GL_MODELVI EW);

glCearColor( 0.0, 0.0, 0.0, 1.0 );
gldear( G._CO.OR BUFFER BIT );

glColor3f( 0.0, 0.0, 1.0 );
triangle();

gl Color3f( 0.0, 1.0, 0.0 );

gl PushMatri x();

gl Translatef( 1.5, 0.0, 0.0 );

gl Rotatef( 90.0, 0.0, 0.0, 1.0 );
triangle();

gl PopMatri x();

gl Color3f( 1.0, 0.0, 0.0 );

gl PushMatri x();

gl Rotatef( 90.0, 0.0, 0.0, 1.0 );
gl Translatef( 1.5, 0.0, 0.0 );
triangle();

gl PopMatri x();

gl Flush();
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[{] Eserc:ORTHO

void resize( int w, int h)

{
gl Matri xMbde( G._PRQIECTION );
gl Loadl dentity();

if( we=h)
gl Ortho( -3.0*((G.float)w h),
. 0% ((GL loat)wh), -3.0, 3.0, -3.0, 3.0 );
else
glOtho( -3.0, 3.0, -3.0% ((GLroat)h/W)
3.0*((G.float)h/w, -3.0, 3.0);
gl Viewport( 0, 0, w, h);
}
void redraw( void )
{

gl Matri xMbde( GL_MODELVI EW) ;
gldearColor( 0.0, 0.0, 0.0, 1.0 );
gl Cear( G._COLOR BUFFER BIT );

gl PushMat ri x();

gl Color3f( 0.0, 1.0, 0.0 );
gl Scalef( 2.0, 1.0, 0.7 );
glutWreCube( 1.0 );

gl PopMatri x();

gl Fl ush();
}
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[£] ESERC.: MODELING (3)

* ruotareil parallelepipedo in modo
arbitrario

gl PushMatri x();

gl Rotatef( 30, 1.0, 0.5, 0.0 );
gl Scalef( 2.0, 1.0, 0.7 );

gl utWreCube( 1.0 );

gl PopMatri x();

 aggiungerne un altro in una
differente posizione dello spazio

gl Color3f( 1.0, 0.0, 0.0 );
gl PushMatri x();

gl Transl atef( 1.0, 0.0, -0.5
gl Rotatef( 30, 0.5, 0.3, 0.7
gl Scalef( 1.0, 1.0, 3.0 );
glutWreCube( 1.0 );

gl PopMatri x();
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[{] EsERC.: PERSPECTIVE

void resize( int w, int h)
{
gl Matri xMbde( GL_PRQIECTI ON );
gl Loadl dentity();
gl uPer specti ve(60.0, (Gfl oat)w h, 1.0, 200. 0);

gl Matri xMbde( GL_MODELVI EW);

gl Loadl dentity();

?I uLookAt ( -40.0, 50.0, 100.0, 5.0, 10.0,
5.0, 0.0, 1.0, 0.0 );

gl Viewport( 0, 0, w, h);

}

void redraw( void )

{
gl Matri xMode( GL_MODELVI EW) ;
gldearColor( 0.0, 0.0, 0.0, 1.0 );
gl dear( GL_COLOR BUFFER BIT );

gl PushMatri x();

gl Color3f( 1.0, 0.0, 0.0 );
gl Scal ef ( 60.0, 30.0, 20.0);
glutWreCube( 1.0 );

gl PopMatri x();

gl PushMatri x();

gl Color3f( 0.0, 1.0, 0.0 );
gl Scal ef ( 20.0, 60.0, 30.0 );
glutWreCube( 1.0 );

gl PopMatri x();

gl Fl ush();
}
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[£] SCHEMA PROGRAMMA

#i ncl ude <@/ gl ut. h>
void resize( int w, int h)
{ gl Matri xMbde( GL_PRQIECTI ON );
gl Loadl dentity();
/* mani pol azi one projection matrix */

gl Mat ri xMode( GL_MODELVI EW);
gl Loadl dentity();

/* mani pol azi one nodel view matrix */

/* definizione viewport transformation */
zloid redraw( void )

gl Matri xMode( G._MODELVI EW) ;

/* nodeling & drawing */

gl Flush();

void main( int argc, char** argv )

{

gI th ReshapeFunc ( resize );

gl ut Di spl ayFunc ( redraw );

gl ut Mai nLoop ( );
}
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[l RESIZE ORTHOZ2D

/* proiezione ortogonal e parallela "2D" */

void resize( int w, int h)

{

GLf | oat
Xmn = , Xmax = ... ,
Ymn= ..., Ymax = ... ;

gl Matri xMbde( G._PRQIECTI ON );
gl Loadl dentity();

if( we=h)
gl uOrtho2D( Xmi n*((G.float)w h),
Xmax* ((CGLfloat)w h), Ymin, Ymax );
el se
gl uOrtho2D( Xmi n, Xmax,
Ym n*((GLfl oat) h/w), Ymax* ((G.float)h/w));

gl Viewport( 0, 0, w, h);
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[£] RESIZE ORTHO (3D) [<] RESIZE PERSPECTIVE

/* proiezione prospettica */

/* proiezione ortogonale parallela (3D */
void resize( int w, int h)

void resize( int w, int h) {
{ GLfl oat
GL.fl oat fovy = ... , near =... , far = ...,
Xmin=..., Xmax = ... , eyeX = ... , eyeY = ... , eyeZ = ... ,
Ymin = ..., Ymax = ... , targx = ... , targY = ... , targZ = ... ,
near = ... , far = ... ; vwupX = ... , vwpY = ... , vwpZ = ... ;
gl Matri xMode( GL_PRQIECTI ON ); gl Matri xMbde( G._PRQIECTI ON );
gl Loadl dentity(); gl Loadl dentity();
gl uPer specti ve(fovY, (G.fl oat)w h, near, far);
if( we=h)
gl Ot ho(Xm n*((G.fl oat)w h), gl Matri xMbde( G._MODELVI EW);
Xmax* ((GLfl oat)w h), Ym n, Ymax, near, far); gl Loadl dentity();
el se gl uLookAt (eyeX, eyeY, eyeZ, targX, targy, targz,
gl Ot ho( Xmi n, Xmax, Ymi n* ((G.fl oat ) h/w), vwupX, vwupy, vwupZ) ;

Ymax* ((CGLf | oat) h/w), near, far);
gl Viewport( 0, 0, w, h);

gl Viewport( 0, 0, w, h); }
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[l GLUTPRIMITIVES [<] ESERC.: MODELING (4)

o wireframe:

gl ut Wr eSpher e(G.doubl e, GLi nt, GLi nt) ;

gl ut Wr eCone(G.doubl e, G.doubl e, GLi nt, GLi nt) ;
gl ut Wr eCube(G.doubl e);

gl ut WreTorus(G.doubl e, G.doubl e, GLi nt, GLi nt) ;
gl ut Wr eDodecahedron(voi d) ;

gl ut Wr eTeapot (G_doubl e) ;

gl ut Wr eGct ahedr on(voi d) ;

gl ut Wr eTet rahedron(voi d) ; ® mOde”are Unascenaapiacere
ghutWrel cosahedron(vol d); utilizzando le primitive di glut
* solid:

gl ut Sol i dSpher e(G.doubl e, GLi nt, Gint);

gl ut Sol i dCone(G.doubl e, G_doubl e, GLi nt, GLi nt) ;
gl ut Sol i dCube(G.doubl e) ;

gl ut Sol i dTor us(G.doubl e, GLdoubl e, GLi nt, GLi nt) ;
gl ut Sol i dDodecahedr on(voi d);

gl ut Sol i dTeapot (G.doubl e) ;

gl ut Sol i dCct ahedr on(voi d) ;

gl ut Sol i dTet r ahedr on(voi d) ;

gl ut Sol i dl cosahedron(voi d);
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