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BBRA2ZEHKT D

glutMainLoop() ARV EFLDERI/IL—T

-l ? REREZROMUHL
no

ROANERBOIFUHL

F—R—FLERBOFUHL



THO—IL/Ny R OEFRE

utDisplayFunc // ¥ EALIE
utReshapFunc  // BEY A XZERFDAULIE

utKeyboardFunc // ¥ —F-— FALIE

utMouseFunc /] <RIy 7D

|||_u

utMotionFunc [/ RTITAKZ Yy TEEDOUE
utTimerFunc /] XA ~—4LE

g
g
g
glutSpecialFunc  // 57k F* — iR TR D ULE
g
g
g

fb 1% http://opengl.ip/glut/section07.html

En RN

pgun |||_u


http://opengl.jp/glut/section07.html

glutKeyboardFunc (F—— K4LE

voild keyboard(unsigned char key, 1nt x, Int y){
switch (key) {
case “A’:
case “a’:
// F—R—FD[A] B HEINF-LEDNIE
break;
case “B’:
case “b’:
// F—R—FD[B]NFINF=-LEDUIE
break;
// LLTEIFBRD case X
¥
¥

XX, YDEIXF—DEINFEESDIORI—YVILDEE

glutKeyboardFunc(keyboard); 7/ BEHIRA 2D 5%

T
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glutSpecialFunc (57kF — T EF DAL

voild special(int key, 1Int x, Int y)
// FEIE keyboard &IFIXEL

glutSpecialFunc(special); 7/ BEHEHRA 2D %%

glyﬂ key CTHZ LML —

GLUT_KEY_F1 ~ GLUT_KEY_F12 7o F—
e GLUT _KEY_ LEFT ~ GLUT _KEY_DOWN H—ILF—
e GLUT _KEY_PAGE_UP, GLUT_KEY _PAGE_DOWN Page Up/Down
e GLUT_KEY_HOME, GLUT_KEY_END Home, End
e GLUT_KEY_INSERT Insert

jun

S¢Esc 3—. Backspace F—. Delete F—Id keyboard B2k TALIE



Shift, Alt, Ctrl F— DI T~F = v 7

if(glutGetModifiers() & GLUT_ACTIVE_SHIFT) {
// Shift F—AHREIN T3

}

if(glutGetModifiers() & GLUT_ACTIVE_ALT) {
// Alt F—HRENTVS

}

if(glutGetModifiers() & GLUT ACTIVE CTRL) {
// Ctrl ¥F—PanTLb

}



glutMouseFunc (7 X 27 U v 7 BFDALIE)

voild mouse(int button,

Int state, Int x, Int y)

// % (X,y) [FoVvosnt-{ug
// BHOELENRR.EOwIEEN

glutMouseFunc(mouse); // BA#RA 2D ZEE%

5|48 button D FELE

e GLUT _LEFT_BUTTON

« GLUT MIDDLE_BUTTON
e GLUT RIGHT_BUTTON

5|44 state DFEXE
« GLUT DOWN
. GLUT UP

ERF
hRARE BRIV TVRADIGE)
BRI

IODADRE2UNBENT-
I DRADREZU SN 1=



glutMotionFunc (¥ 7 X K T v 7 B DALE

void motion(int X, Int y)
/7 >k (X,y) [E0V) JOE“*LT*LL%’C
// BEOELNRR, EVIBEH

glutMotionFunc(motion); // BEHEIRA 2D &%
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e JAVEEHAXIDT DOHEAEHLEH HER

GLUT BITMAP 8 BY 13

GLUT BITMAP 9 BY 15

GLUT BITMAP TIMES ROMAN 10

GLUT BITMAP TIMES ROMAN 24

GLUT BITMAP HELVETICA 10

GLUT BITMAP HELVETICA 12

GLUT BITMAP HELVETICA 18

151
glColor3f(1,0,0); // XFIDEMDIETE XEHFTEIIEMNIZTILEHY
char str[64]; // FEEILT-L\XXFF
sprintf(str, “(%03f, %03f, %03f)”, 10.f, 10.f, 10.f);
glRasterPos3f(10.f, 10.f, 10.f); //3 RITDIEEFRIRIE
/] BT IWVE 21— BREEATIDZEEZTD
for (unsigned i = 0; str[i] !="¥0"; i++)
glutBitmapCharacter(GLUT_BITMAP_HELVETICA_12, strli]);
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gluProject

T —IL REBEA R 7 ) —  BE(C
OpenGL ODEZZRZIFEDRICE L TETE

gluProject(objX, objY, objz, // T—JLREEIE

model, // ETILEa—1T5I
proj, // ﬁ?ﬁ?x%ﬁ’_ﬁll
view, // Ea—FR—

winX, winY, winz) // Z7'J—>J§§1‘%—E

A= \/@ 7 — )UK 1R (objX, objY, objZ)
Y&

\J

4’.
-

58 \ A1) —2 BEFE (winX, winY, winZ)




sluProject O {E 7
// T—ILREERE (X,Y,z) IZDWTEHE
double x = 10, y = 20, z = 30;

double M[16]; // ETILEa—1THIDEE
glGetDoublev(GL MODELVIEW MATRIX, M):

double P[16]; // EFRFZETIIDOEE
glGetDoublev(GL PROJECTION MATRIX, P):

int V[4]; // Ea—FR—+DIEREREG
glGetiIntegerv(GL_VIEWPORT, V);

double winX, winY, winZ; // AR9)—2EE#EE
gluProject(x, vy, z, M, P, V, &winX, &winY, &winz);



gluUnProject

27—V EEAE T — )L R EE (L
TIRATCIY Yy L0 3RXRTABEZETETE 5

gluUnProject(winX, winY, winzZ, // RJV)—2FEZ

model, // ETILEa—175I
proj, // BERIREITH
view, // Ea1—ih—Fk

objX, objY, objz) // T—ILREEZ

—_ N i . . .
AP \/Ei 7R (b, ool it

1

58 \ A1) —2 EEFE (winX, winY, winZ)




sluUnProject @& A1

double M[16]; // ETI/ILEa—1THIDEE
glGetDoublev(GL_MODELVIEW MATRIX, M);
double P[16]; // FERIXEITIIOEMEF
glGetDoublev(GL_PROJECTION MATRIX, P):
int V[4]: // E1—R—rDIEHRERE
glGetiIntegerv(GL_VIEWPORT, V);

int Xx = 30, y = 30; // RDV—FERE (X, V) [TDOWVCEHE

float z; // (X, y) DRERFTEE (TFR) #WE
glReadPixels(x, y, 1, 1, GL DEPTH COMPONENT, GL FLOAT, &2):

double objX, objY, objZ; // T—IILFEEZELE:HE
gluUnProject(x, v, z, M, P, V, &bjX, &objY, &objZ);

// XAEMEDIRIZ GLUT DEPTH ZiEE9d S EHY
// glutinitDisplayMode(GLUT _RGB|GLUT DOUBLE]GLUT_DEPTH);
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VTR XU ITDEIHRGE

. gluProject TR LD Rz X7 ) —V EIZIZEHE L

gy LTmnElEHITVWREFOYEREZEDN
gluUnProject © 27 U v o L7=m2dD 7 —I)L FEIZE%

AFEL. TOBFREFEHIVREFODPEEESR
WA D S DREEANLE (GLUT OITAEFR TIERE])
WA DE P, SELEDOSDOEN L WNERFEAID S

OpenGL DL 7> avE—R&ES
BN EM

EZ2WRIC D A E Y YT THE



DBICLABATTRE Y F T DEHR
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DBICLABATTRE Y F T DEHR

@7V y o L-A0BERAXNTEDYEI T




y — o S > I_H
DEBICLIATTIREYyF T DEIR
// ETIVE 2—1TH|EBRIZEATIIE T TIZTEVRFEINTLNSED ET S
int pickObject(int x, Int y) {
glClearColor(1,1,1,1); // ERBEBICERTE
glClear(GL_COLOR_BUFFER_BIT | GL DEPTH BUFFER_BIT);

glEnable(GL_DEPTH _TEST); // T7RTARMIEMIEL
glDisable(GL_LIGHTING); // BBBAIZE®E

for (int 1=0; 1<NUM_OBJECTS; i1++) {
// Red 21T 0 hi 254 £FTERBITES (255 [FER)
glColor3ub(i, 0, 0); drawObject(n);

}

GLubyte c[3]; 7/ EE (x,y) OBZEF
glReadPixels(x,y,1,1,GL RGB,GL UNSIGNED BYTE,cC):

return (c[0] == 255) ? -1 : (int)c[O0];
Y} // glutSwapBuffers() AEITFNIEYEKITE@EIZIEIR RSN
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3RTTNNY MILDEKRIR
o« 3EZDII A - 7-xIF

/| EHDES /] R
double a[3], b[3], c[3]; double d =
a[0]*b[0] + a[1]*b[1] + a[2]*b[2];

// ¥4k
al0] =1; a[1] = 2; a[2] = 3; /] 5Vi&
b[0] = 2; b[1] =3; b[2] = 4; c[0] = a[1] * b[2] —a[2] * b[1];

c[1] = a[2] * b[0] —a[0] * b[2];
[/ RORIILDOME c[2] = a[0] * b[1] — a[1] * b[O];
c[0] = a[0] + b[0O];
c[1] = a[1] + b[1]; /] |7
c[2] = a[2] + b[2]; printf(“(%lf,%lIf,%If)”, a[0], a[1], a[2]);

o INZEEELDITHEE -




3RITTNY FILDFKIR
o HBERZE->7-xKIF

struct Vector3d /] NFE
{doublex, vy, z; }; double d =
a.x*b.x+a.y*b.y +a.z*b.z;

/| EROEE
Vector3d a, b, c; /] 9\ F5
SN ERNa= S cx=ay *b.z—a.z * b.y;
// #EHE cy=a.z*bx—ax*b.z
ax=1,ay=2;a.z=3; c.z=ax*by—ay*bx;
b.x=2;by=3;b.z=4

/] ]|
/] RNORILDMME (BER) printf(“(%If %If, %If)”, a.x, a.y, a.2);

s AL HEYEDSHR L EBEEE AL




3RITTNY bILDFRIA

e B A(EST-OEIZH B ?

struct Vector3d // REE

{doublex,vy, z; }; double d = Vector3dDot(a, b);
/| EHDEE // 5\ 35

Vector3d a, b, c; ¢ = Vector3dCross(a, b);

// ¥4k /] TR

Vector3dlnit(a, 1, 2, 3); Vector3dPrint(a);

Vector3dinit(b, 2, 3, 4);

[/ RNORILOME ElRT NGRS
Vector3dAdd(c, a, b); FIZIEMERS c=a+b; EEEFL



3RITTRY bILDKRIF

o C++ DEBEZfED &+

class Vector3d { // RFE
public: doubled=a * b;
double x, v, z; // A INEE#]
/] A \BEE AR /] 9ViE (% DEEIIB D TEE)
|5 c=a%b;
/| EHDES E#EAME E -5
Vector3d a(1,2,3), b(2,3,4), c; a.print();
/] NORIILDINE
c=a+b;
e LYEBERMICEITS !
BHETFEEHEEODARZBEND CERTZE D)



7S5 ZADFEE

e C++ldx 7>z bgmABIEE, 77 XADEXRT, OV
AT 7% (FELALE) & AVNEHETEHETE 5,

class Vector3d {
public:
doublex, vy, z; /| 221\

auji
Iy
=t

[/ AVARNSOA EEARELERILTIRVIED LGV EE. MHIEAEE
Vector3d() {} //BIEDEWNERIIITI4ILEaVRNS943]
Vector3d(double x, double vy, double z){x= _x;y= _vy;z=_z;}

void print() { printf(“(%If, %If,%If)”, x, y, z); } // A2/ \EAED UV ED

// M DRAEIZDULNTIEE R
5



AV ANT 7 XEXTV/NE

e AVAIMT UK

Vector3d(double _x, double y, double z){x= _x;y=_y;z=_2z;}
ZEELTHLE

Vector3d a(1,2,3);
DEHIZHHENTES,

void print() { printf(“(%lf,%lf,%If)”, x, y, z); }
ZEZLTHLE

a.print();
ELVSRIZHUHE S,



EHEFOA—/"—0O—F

. BEOHEET (+,- 5 &) £ EBE LTHL LA
BAEETE D

e Operator EWH F—T —RKAEF-S>TEKRT S

Vector3d operator+(Vector3d v)

{
Vector3d tmp;

tmpx=x+vX;, tmpy=y+vy;, tmp.z=z+vz,// XV, z | [FAINEH
return tmp; // FILWVEERZ/E>TIRY
}
ELVOAVNBEHERAET 5&
c = a.operator+(b);
ELVSRIZIE 5D, operator & () [(FBIETESDT
c=a+b;

LEMTD!

\m
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+ Dl

e HIFIEFDEXRTIIZTHOFRE LI —IREET S

Vector3d operator+(Vector3d v)| “P@EE: &=l = Sy e AT
{
Vector3d tmp;

tmpx=x+vX;, tmpy=y+vy;, tmp.z=z+vz//xV, z [FAINEH
returnftmp;|// FILLMEEARZTE-TRT

} Q@ HEHEREHETAE—FTINENHD

S2E c=a+b, ZFAETH-DICERICITHONE Z &
Vector3d tmpl;
tmplx=b.x; tmply=by; tmplz=b.z; //DEIEODIE—
Vector3d tmp2;
tmp2.x=a.x+tmpl.x; tmp2y=ay+tmply; tmp2.z=a.z+tmpl.z
cx=tmp2.x; cy=tmpy; cz=tmp2.z; //@ EEHERODIE—
[] ¥ AVINAIHABITNITEEKGLIE T EBEINSIMEL NG



ER D B RE
e MR —] IFRBETZX3

Vector3d operator{(Vector3d v)|

-

Vector3d operator4(const Vector3d &v)
— & |x &8 (reference)] #FX L. KA VXA {E -7
CEDLSIEOIEC—TTIEALL T FLELIZKRS

— BlEEZIC const ZfFIT B L [BIEDEIZZEE L |
EWOEBRKICHRY OV, IAmBEL TEALHICHS

o [QFfEERoabE—] FZD»Y HIZEKX X
— operator+= ZEE L Tc=a; c+=b;
CENSHEREDST O — 3 A D
— H»DWE C++11 @ stdi:move Z1{F S




SR EZA 77

¢« 3XITTRY FILERBRIC,
— 2 RITRT L
— 4 RTR7 ML
— 2%x2 1751
— 3x3 175!
— 4x4 17%)]
@%E@Eﬁ%%ﬂ%t@ﬁﬁ@ﬁﬁ%-%?%t
|

e HDOFIZIF/TLKSADBRERB AT 7 UDH S
— B4 7%5: Eigen http://eigen.tuxfamily.org/



http://eigen.tuxfamily.org/

AHDEE

o BHOYEKERRLT, 72Uy 7 LI-WMEDRERE., 7
w7 LT-mDEZEAEIST 5

- FT7arvel T, MEPEREZEEERISLOICL. 7Y v T
TELIETHERNMEONDT — LzFRk

sphere[0] sphere[1] sphere([2]

I )RI)9Y
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