Quick Reference
OpenGL -1

init window

voi d gl utlnitDi splayMde(int mask)
mask: GLUT_RGB
GLUT_I NDEX
GLUT_DOUBLE
GLUT_DEPTH
void glutlnitWndowPosition( x, y )
void glutlnitWndowSi ze( wi dth, height )
voi d gl ut CreateWndow( char *title )

tipi di dati

tipo abbrev. Lungh.
GLbyt e b 8 bit

GLubyte ub 8 bit

GLshort S 16 bit
GLushort us 16 bit
GLi nt i 32 bit
CLui nt ui 32 bit
CLf | oat f 32 bit
GLdoubl e d 64 bit

color index mode

voi d glutlnitDi splayMde(...|G.UT_I NDEX)
void glutSetColor( index, r, g, b)
void gl d earl ndex( index )

void gl I ndexi ( index )

rgba color mode

voi d glutlnitDi splayMde(...|GUT_RGBA)
void gl earColor( r, g, b, 1.0)
void glColor3f( r, g, b)

clearing buffers

void gl ear( Abitfield mask )
mask: GL_COLOR BUFFER BIT
GL_DEPTH BUFFER BI T
GL_STENCI L_BUFFER BI' T
GL_ACCUMULATI ON_BUFFER BI T

primitive drawing

void gl Begin( primtive type )
<vertex_list>

voi d gl End()

primitive type:
G._PO NTS
GL_LI NES
G._LINE_STRIP
GL_LI NE_LOCP
GL_TRI ANGLES
G._TRI ANGLE_STRI P
GL_TRI ANGLE_FAN
G._QUADS

GL_QUAD STRIP
GL_POLYGON

vertex:
void gl Vertex4f ( X,y,z,w)
void gl Vertex3f( Xx,y,z )
void gl Vertex2f( x,y )

eventi

voi d gl ut ReshapeFunc (void(*f)(int,int))
voi d gl ut D spl ayFunc (void(*f)(void))
voi d gl ut KeyboardFunc(void(*f)( k,x,y )
voi d gl ut Speci al Func (void(*f)( k,x,y )
voi d gl ut MouseFunc( void(*f)(b,s,x,y) )
b: GLUT_LEFT_BUTTON
GLUT_M DDLE_BUTTON
GLUT_RI GHT_BUTTON
S GLUT_DOVWN
GLUT_UP
void glutldl eFunc( void(*f)(void) )
voi d gl ut Mai nLoop( void )
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glut primitives

void gl ut WreTetrahedron(voi d)
voi d gl ut WreCct ahedr on(voi d)
voi d gl ut WreDodecahedr on(voi d)

voi d gl ut Wr el cosahedron(voi d)
voi d gl ut WreCube(G.doubl e)
voi d gl ut WreTeapot ( GLdoubl e)

voi d gl ut WreSphere(G.doubl e, GLi nt, GLi nt)
void gl utWreCone(CGLdoubl e, GLdoubl e, GLi nt, GLi nt)
void glutWreTorus(CGLdoubl e, GLdoubl e, GLi nt, GLi nt)

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

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

voi d gl ut Sol i dl cosahedr on(voi d)

voi d gl ut Sol i dCube( GLdoubl €)

voi d gl ut Sol i dTeapot (G.doubl e)

voi d gl ut Sol i dSpher e( GLdoubl e, GLi nt, GLi nt)
voi d gl ut Sol i dCone( GLdoubl e, GLdoubl e, GLi nt, GLi nt)

voi d gl ut Sol i dTorus(GLdoubl e, GLdoubl e, GLi nt, GLi nt)
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double buffering

voi d glutlnitDi splayMdde(...| GLUT_DOUBLE)
voi d gl ut SwapBuffers( void )

matrici

voi d gl Mat ri xMbde( GLenum s)
s: GL_MODELVI EW
G._PRQIECTI ON

GL_TEXTURE

z-buffering

voi d
voi d
voi d

glutlnitD splayMde(...| GLUT_DEPTH)
gldear(... | G._DEPTH BUFFER BIT)
gl Enabl e( G._DEPTH TEST )

voi d gl Pushiatri x(voi d)

voi d gl PopMatri x(voi d)

voi d gl Loadl dentity(void)

normali sui vertici

voi d
voi d

gl Enabl e( GL_NORMALI ZE )
gl Normal 3f( x, y, z)

void gl Loadwvatri xf( const G.float *m)

void gl Multmvatrixf( const GLfloat *m)

void gl Translatef ( x, vy, z)

void glRotatef( a, x, y, z)

void gl Scalef( x, y, z)

trasfor mazioni predefinite

modelview:
voi d gl uLookAt ( eyeX eyeY, eyeZ,
targX targy,targZz, upX, upY, upZ )

projection:
voi d gluOrtho2D(Il eft, right, bottomtop)
voi d

gl Ortho(left,right,bottomtop, near, far)
voi d gl uPerspective(fovY, aspect, near, far)

sorgenti luminose

void gl Lightfv(light _num propty, parans)
i ght _num
G._LI GHTO G._LI GHT7
property, paraneters:
GL_AMBI ENT (rgba)
G__Dl FFUSE (rgba)
GL_SPECULAR (rgba)
GL_PCsSI TI ON (xyzw)

GL_SPOT_DI RECTI ON (xyz)
GL_SPOT_CUTCFF (0.0-90.0)

voi d gl Enabl e( |ight_num)

viewport:
voi d gl Viewport (x,y,w dth, hei ght)

proprieta’ di materiale

void gl Material fv(face, propty, parans)
face:

GL_FRONT

GL_BACK

GL_FRONT_AND_BACK

property, paraneters:
GL_AMBI ENT (rgba)
GL_DI FFUSE (rgba)
GL_AMBI ENT_AND DI FFUSE (rgba)
GL_SPECULAR (rgba)
GL_EM SSI ON (rgba)
GL_SHI NI NESS (0-128)

modello di illuminazione

voi d gl Li ght Model f v( GL_LI GHT_MODEL_ANBI ENT, r gba)
voi d gl Li ght Model i (GL_LI GHT_MODEL_LOCAL_VI EVER, f)

flag: GL_TRUE
GL_FALSE
voi d gl Li ght Model i (GL_LI GHT_MODEL_TWO SI DE, f | ag)
flag: GL_TRUE
GL_FALSE

voi d gl Enabl e( GL_LI GHTI NG )

svuctamento pipeline

voi d
voi d

gl Fl ush( void )
gl Finish( void)
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