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Java OpenGL

IIporoyog

H mopovoa mtuygokn epyacioa mpoypotomomdnke oto Ilavemotiuio Maoxkedoviag,
Owovopikmv kot Kowvovikov Emotudv, oto tuiqpa Eeappocpévng Iinpogopikng. X16xog
OLTNG TNG TTLYLOKNG Elval 1 TapovGioon TOV PACIKOTEP®V YOUPOKTNPIOTIKOV TNG YADGGOS
npoypoappoticpod Java OpenGln omoio ypnotiponoteitor otnv avanTuEn TPIEOACTUTOV
YPOPIK®OV dtemap®v ¥pnotn. Eniong, facikd Koppdtt g epyaciog amotehet 1 avdmtoén g
OIKNG OV EQPAPUOYNG LLE TN XPNOT] TOV CLYKEKPLUEVOL TAKETOV.

Evyopiotd Oepud tov emPriémovra kabnynt kopo Kovotavtivo I'. Mapyapitn yuoo v
vrootPIEN Kol TNV TOAVTIUYN BonBela TOV OV TPOGEPEPE TPOKEIUEVOD VAL OLOKANPDOC® LUE
emtuyio v mapovoa epyacio. o Mela vo ekEpAc® TNV ELYVOUOCHVN HOL Yo TNV
EUTIGTOCVVT] KOl TNV KOTAVONGT ToL £0€1EE GE OAN TNV OAPKELL CLYYPUPNG TS EPYOGIOG
KaBdS Ko Yo TO0 TOADTIHLO VTOGTNPIKTIKO VAIKO TOV LoV TPOGEPEPE.

Téhog, Ba MO0 v EVYOPIGTICW TNV OIKOYEVELD LOL KO TOVS GIAOVG OV Y10l TNV OUEPLOTN
KOTOVON 0T KOl GUUTAPAGTOCT) TOV OV TPOGEPEPAY OAOVG OLTOVG TOV HNVEG.
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Ewsayoyn

H OpenGLanrotelel pio evp€mg S100€00UEVN YADGGO aVATTLENG TPIGOIACTUTOV EQPAPLOYDV
N omoia ypnotponoteital GUEP amd TOALOVS TPOYPUUUATICTES KO VITOSTNPILETOL OO TIg
TEPLoGOTEPEC KAPTEG Ypapik®v. Elvalr m yAdoca mov ypnopomoleitol o€ TpLodidoToto
oy vidle, OOV amoTEITOL LVYNAY avAALGON KOl AETTOUEPELES Y10 TV ATOS0GT] TOV GKIVIKOV,
KaBmG Kot OTOL AALOV amotovVTAL YPOEKE LVYNANG akpifetoc. To yapaktnplotikd avtd TV
KaO1oTA KOTAAANAN KOl GE 10TPIKEG EPAPUOYES Y10, TPOCOUOI®ON avOpOTIVOY 0pYaveV,
KaOMOG Kol G aVaTaPEoTUCT) APYLITEKTOVIKOV GYENMV.

‘Eva amd to facikoOtepa YopaKTNPIOTIKA TNG 7oV pe wOnoav 6to vo aoyoAndod pe v
Tapovoo epyacio etvat to yeyovog 0t 1 PifAtodnkeg g OpenGLleivat ovotkto Kddtka Kot
umopel o kabévac vo €xel mpocPaon oe avtéc. Emiong, xotd tn yvoun pov éva akdun
APNOLO YOPaKTNPIOTIKO NG eivan 0Tl ot OpenGLepoppoyég umopohv vo EKTEAEGTOVV GE
OTIOLOONTOTE  AELTOVPYIKO CVOTNUO OPKEL Vo VRAPYEL EYKATESTNUEVN 1 KATAAANAN

BBAodNK.

Xy mapovoa epyacio acyoAndnka pe v cuyypaen tpoypappdtov OpenGLue tn ypron
™G YAMGGOS TPOYPOUUOTICHOD Java. XKomog NG MTLUYLKNAG &ivar 1 Topovcsiaor g
yAoocog Java OpenGlue tpdmo katavontd Kot cOVIOUO £TGL MOTE O YPNOTNG UETE Ao TNV
HEAETT TOV KEWEVOL va gival o€ BEom va avartHEEL TO S1KO TOV TPOYPOULLLLY XPTCLULOTOLDVTOG
T epyareio Kot TIC TEXVIKEG oL Topafétm. H epyacio elvatl dounpévn pe tpoémo mov poet tov
AVOYVMOGTI OTAO0KE OTIG AEITovpYieg Kot Ta epyareia TG YADCGCOG MOTE AVTOS VAL UTOPECEL
VO KOTAVONGEL TAP®G TOV KOJKO TPV TNV TEPLYPOPY] T®V TO GOVOET®V EPOPUOYDV TOV
VILAPYOVV GTIC OVO0 TEAEVTALES EVOTNTEG TNG EPYOUGING.

H ovykekpuévn mtoyloxn eivor yopiopévn o€ Té00ePLg HEYOAEG €VOTNTEC Ol OMOiEg
TEPAAUPEVOVY KATO10, EMUEPOVS KEPAALOL.

v 1" evémta mapobéto kamoto otoryeio Tov apopodv ™ yAdooo OpenGLysvikotepa.
Yrmdpyer (o 1otoptkyy avaokomnon g eEEMENG TS YA®MGGOg omd TNV OTIYU TOv
onuovpynonke péypt onuepa, Kabdg Kot YpNCLUES TANPOPOPIES TOL CPOPOVV T AELTOVPYia
NG KOl TOL TAEOVEKTNLOTO, — LELOVEKTNLLOTO, TG OE GYECT LE OVTIOTOLYES YADOOES.

> 2" evotnro ovaldm To, KOPLoL YopoKINPIoTIKG Kot ¢ Asrtovpyieg tng Java OpenGLH
eVOTNTO 0VTY TEPLEYXEL TO POCIKO TEPIEYOUEVO TNG TTLYLOKNG YWOPIOUEVO GE KEQAAULN LE
Baon ™ Aertovpyio g JOGL mov avalvetar kdBe Qopd. EEKIVAEL PE TV TEPLYPAPT TOV
Bacwmv onueiov evog JOGL mpoypdupotog kot Tpoywpdel 6Tov oyedacud TPLodldoTaTmV
OVTIKEWEVOV Y10, VoL KOTOANEEL O MO EEEIOIKEVIEVO YOPOKTNPLOTIKA, OTMG 1 LVON Kot
SLAPopaL EPE TOV CLPOPOVV TOV POTIGLO TOV GKNVIKOD.

Yy 3" evotnto TapadETm pio VTOSEYHATIKY EQUPLOYH N 0Toid GLUVIVALEL TIC TEPIGGOTEPES
amd TIG Aetovpyieg mov ovagépbnkav ot Bewpio kor amotedlel to TPp®OTO €&EMYUEVO
npdypappa. TIpdkertan yio pio epappoyr mov Ppnka £Toiun 6to d10dikTLO Kol 6TV Omoia
TPOYLOTOTOINGO KATOES TPOTOMOGELS TPOKEUEVOL VA TETVY® £VO TO EVILVTOGLOKO
OTOTEAEC L.

Y 4" evotnto avartueon pia eE0AOKAPOV S1KN LoV e@apuoyf N ontoia Tpocopoldlet £va
TPIGOAOTATO OWUATIO GTO Omoio VLEApPYEL 1 dvvatdtnTe TEPUyNons tov ypnotn. To
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TpoOypappe avtd meptlappdvet g mepiocdtepeg duvatodtteg g JOGL mov avélvoa otnv
Bempia.

Yv 5" kot tedevtaio evoTnTa avapépm YeVIKG GUUTEPAGUTO 6TO 0Tol0 KaTéAnEo MeTd TV
VAOTOINOT| TNG CLYKEKPLUEVNG EPYOCTNG KOl GTNV HEAAOVTIKY épevva TOL Hmopet va Yivel 6To
nedio avto.
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. OpenGL

1. Iotopkd oToyEia,

Kémov otig apyéc tov 1990 n Silicon Graphics dnuiovpynce évo standard naxéto
Brodnkdv APl yio v ameikovion 3D ypoapwov g d109pdpovs otabuovs epyasiog, To
IrisGL. To maxéto avtd, ov Kot EEYMPIOE ylo. TNV EVKOAOL 6T YPNON TOV, SVOTLYMS NTAV
appnkra depévo pe to X Window Systemge avtifeon e 1o avtayoviotiko takéto PHIGS
OV MTaV avolytov TOTOL. ¢ amotédecua ot aviayoviotég tig Silicon Graphics (Sun
Microsystems, Hewlett-Packard, IBMa.) dpyicav vo mapdyovv ot idtot 3D Aoyiopuikd g
enéktaon tov PHIGS.

O avtayoviouds avtdg odnynoe v Silicon Graphicsotny dnuovpyio thg OpenGL mov
avamTOYONKe ¢ TPOTLTTO AVeEAPTNTO AMO TO AEITOVPYIKO cVOTNU 6TO Tolo exteAeitan. To
19921 Silicon Graphicsqyndnke ™ onuovpyio g OpenGL Architecture Review Board
(ARB), pog emtponig amoTEAOVUEVIG OO OLUPOPES ETOLPEIES KOl OPYOVIGUOVS TTOV
a.oYOAOVVTOL LE TOV YDPO Kol KatevBHhvouy mAgov to mpdtumo OpenGL.

To 19951 Microsoft kvkhopdpnoe 1o Direct3D to omoio Oa amoterécel Tov KvptdTEPO
avtayovier] tov OpenGL.To Aexéufpio tov 1997 n Microsoft kar n Silicon Graphics
Eexivnoov to project Fahrenheittov amotélece o kown mpoomddeio, gvomoinong twv
interfacestov PenGLkot Direct3D.To 19981 Hewlett — Packar@pooténke oto project
avTO TO 010 SLOTLYMC eyKaTaAElPONKE TO 1999NGY0 OIKOVOLIKDV KO GTPATNYIKAOV OLTIOV.

Ytov mivaxa 1 avaeépovtol pe v GEPd ELPAVIoNS Tovg ot kd0oelg g OpenGLkadmng kat
To EMIPOGHETO YOPAKTNPIOTIKE KAOE £kdoong. Mia KApTa Ypapikadv mov vrootnpilet o
OLYKEKPIUEVT EKO00T TEPIAAUPAVEL TO YOPAKTNPIOTIKA TOGO TIC O TPOSPATNG OGO KOl TWV
nponyovuevev ekdocemv e OpenGL. [5]

"Etog "Exooon X0opoKTNPLoTIKG
1992 OpenGL | Anpovpyndnke ard tovg Mark Segakar Kurt Akeley
1.0
1997 OpenGL | Eotialet ot vmootipién dwpdpov texturesumd Aoyiopxd GPU
1.1
1998 OpenGL | Yrootpilel texturestov mpocdidovv oyko, packed pixels, normal
1.2 rescaling, clamped/edge texture sampkngencéepyacio sikdvag
1998 OpenGL | [TpocBéter oy éxdoon 1.2 ta morlhamdd texturesn texture units
1.2.1 (emrpémovv v amddoon dlaPopeTIKNG VONS ot Kabe pixel kotd
™ SadIKOoio ELPAVIONG TOL OVTIKEWEVOL 6T 000V
2001 OpenGL | Yrootnpiler cubemap texture, multi-texturing, multi-samplicg
1.3 TOV cuvovooud texture unitgie mpaéelg onmg add, compine, dotB
ko border clamp
2002 OpenGL | ITpocBéter vAKS Yo v vroopién shadowingcvvtetayuévov
1.4 opiyAng, avtopatn dnuovpyia bipmapkol emmAéov textures
2003 OpenGL | Yrootpilet vertex buffer objects (VBOsgpotipato andppaéng
1.5 (occlusion queriesyon emmAéov cuvaptioelg Shadowing
2004 OpenGL | Yroompiler o GPU — basedAdococa assembly,mv ARB, n
2.0 omoia Oa yivelr Tpdtumo yio vertexkot fragment shader€h képteg
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YPOPIK®V OV TNV LTooTNPilovy lval Ol TPMOTEG OV EMTPENTOVY
tov tpoypouuatiopnd shadersmd tov ypriot

2006 OpenGL | Ewonyaye v vrmootmpién pixel buffer objects (PBOs), sRGB
2.1 textures (gamma — corrected textureg)) — TETPAYOVIKOV
TvaKkov kat po avabedpnon g Shading Language GLSL 1.20
2008 OpenGL | [TpocBéter vrootpién yo frame buffer objectyyiiké instancing,
3.0 vertex array objects (VAOsyar SRGB framebuffersEionyaye

évav  unyoviopd omdcPfeong wote vo amiovotevoel 10 API
LEALOVTIKAOV EKOOGEMV

Méptiog OpenGL | Ewodysel o ogpd  yopaktnpiotik®dv mov kavovv 10  API
2009 3.1 EVKOAOTEPO otV Ypnon kot ewdyet v OpenGL Shading
Languagé&xkdoon 1.40 (GLSL)
Avyovotog | OpenGL | ITepihappdver v ékdoon 1.50 tng OpenGL Shading Language

2009 3.2 (GLSL)
Méptiog OpenGL | Kvkhopopnoe tavtdypova pe v OpenGL 4.0con cuopminpoddnke
2010 3.3 amd o ogpd véov ARB extensions.Evoouatdver 6co to

dvvatdv mepiocdTepn Asrtovpywotnta g OpenGL 4.0 ko
pumopel vo  exteAeitol mOPAAANAO GE  TPONYOLUEVNG  YEVIAG
Aertovpykd GPU.

MdapTtiog OpenGL | Ewodyet apketd véo YOpOKTIPIOTNKO GTOV TOREN TNG OKioomg
2010 4.0 (OpenGL Shading Language)

Avyovotog | OpenGL | H véa avtn ékdoom mepiéyel emmpocOeta yopoKIpIoTiKd GTIg
2010 4.1 TPOOLAYPOPES, TOAAA amd To omoia BonBovv v OpenGL va

evBuypapotel pe Tic Tpodiaypapéc tov Direct3D 11

IMivaxag 1: Xpovikn e€€mEn g OpenGL

2. TI'evikég ITAnpogopicg Yo v OpenGL

Onwg avaeépOnke kot mopoandve, 1 OpenGLaroteiel pia diemagn mov divel oTov XpnoT ™
duvoToTNTO  OMEIKOVIONG TPLoOldototv oknvov. H demaen oavt) oamotedeiton  amd
nepiocotepeg omd 700 dwapopetiég eviorég (670 evroréc tov OpenGL Version 3.Gcou
nepimov 50 tov OpenGL Ultility Library)mov kabopilovv ta avTikeipeva Kat Tig GUVOPTHOELS
OV €MBVUEL VOL XPNGLOTOGEL O YPNOTNG Yo TNV dapdppwon ¢ 3D oknvig tov.

H OpenGL npokeyévov vo amodecpevtel amd to AOYICUIKO €VOG LTOAOYIGTH] Kol Vo
Aertovpynoetl aveEaptnto amd TNV TAATPOPLO GTNV OTOiol VAOTOLEITAL OEV TTEPIEYEL EVTOALS
vy TV dayeipton mopabipwv kol dev vrootpilel gicodo amd tov yprot (user input).
Avtifeta 0 ypnog Bo Tpémel va xpNOOTOLEL TIG OVTIOTOIYEG EVTIOAEG OV LOoTNPilet TO
GUGTNLO GTO OTOL0 TPEYEL TO TPOYPOULA TOV.

Eniong, dev vootnpilel eviodéc vyniol emmédov yuo v meptypoen 3D avtikepévov. Ot
EVIOAEG OVTEC Bal EMETPETOV TNV TTEPTYPAPT) TOADTAOK®OV OVTIKEILEVOV, OO OYNUATO, LEAN
evog avBponivov codpatog K.A.T. Qotd6c0, oty OpenGLéva 3D avtikeipevo dtopopeavetal
OTAOKA G £vOL GUVOLO amtd PactKd YEMUETPIKA apyETVTA, 0TS TOL ONUELN, TIG YPOLUES Kot
To TOAVY®Va. [1]
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To nmaxéto OpenGLeivar pa Biprodnkn Paciopévn oty yAdooa mpoypappaticpov C. H
apyIKn TG vAoToinon frav Paciopévn o€ i unyovn kataotdoswmv (State machinelyotoco
veoTeEPES EKOOGELS TNG TNV UETETPEYAY GE VA GUOTNIO KOTEVOVLVOUEVO OO AVTIKEILEVOL.

Av kot 1 Baoikn g viomoinon eivar og C, umopet va vAomomBel kou og dAdeg yAwooeg. H
OpenGL oev e&aptdrtor amd kapio YA®ooo cvyKekpluéva kot umopel va kKAnOei omd
OTOL0ONTOTE YADGGO TPOYPOUUATIGHOD HE TNV KOTAAANAN ovvoeon. Tétolor cvvoecsuol
VITAPYOLV Yo TG TOPAKATO
yvhdooec: Lisp, Fortran, BASIC, VisualBasic, PureBasic,Ada, Pascal, Delphi, Pythean P
erl, Haskell, Java, Rulyoi C#.

[ToAAég PrpAobNKeg Exovv avamTuybel Eva eminedo mapamdveo 1 mapdiinia pe v OpenGL
MOTE VO TOPEYOLV  YOPOKTNPIOTIKA 7ov Ogv givor dwbéoyo oty Pacikn Ekdoon).
Biprobnkec 6nmg n OpenGL Utility Library (GLU)cvvavtodvior og kdOe viomoinon tng
OpenGL,kabmhg kot driec onmg n OpenGL Utility Library Toolkit (GLUT)kot 1 Simple
DirectMedia Layer (SDL)mov vrootnpilovv Aertovpyieg mopabipmv kot movtikiov. o
amlég Aettovpyieg ypoaeikng demapng vrapyovv Tig Pipiodnkec OpenGL User Interface
Library (GLUI) xou Fast, Light Toolkit (FLTK). Alkec PipAodnkes mpoc@épovy GTOVG
ypnoteg OpenGL dvvatdmra vo S1oyEPLoTOVV TIC SIAPOPES EMEKTAGELS Kol EKOOGELG TNG
YAdooog. Mepikd napadeiypoto sivar 1 GLEW (the OpenGL Extension Wrangler Library)
korn GLEE (the OpenGL Easy Extension Library).

Eniong datnpodvtan kot kdmoleg PifAodnkeg vymidtepov emmédov katevbuvopeveg amd ta
avtikeipeva pag 3D oknvig o0nwg n PLIB, 1 OpenSG,n OpenSceneGrapkotn OpenGL
Performer ot omoieg vmootmpilovv ™V mpocouoimon real — time epappoymdv. AAES
BpAoOnkeg vmoompilovv Vv avdmtuén moapdAiniov OpenGL mpoypoupdtov  mwov
ypnoonotovvtor oty Ewcovikn [paypotikdmra. [5]

3. Xpnoeg s OpenGL

Yrdapyovv viomomoelg g OpenGLoe moAld Aettovpyikd cvotiuata 6mwg to. Microsoft
Windows «ai cvotiuoata  PBociopéva oe UNIX, omwg Mac OS X, GNU/Linux kot
OpenSolaris.H OpenGL mAéov ypnoluonoleital 0movdHmToTe OamaLTeiTaL 1 OMpovpyio
woyvpav 3D povtélmv, Onmg moyviola, 1TPIKES EQAPLOYEG Kl OPYLITEKTOVIKA GYEILOL.

H OpenGL éyel emdeyei g n Pacikdtepn Piplodnkn ypaepikov ota: iPhones, Android
(mobile operating systengpu Symbian OS (Nokia’s mobile operating system)n popon
¢ OpenGL ES (OpenGL for Embedded Systenis)OpenGL ESéyer avamtuyfel yia
XPNON 0€ GLOKEVEC Ommg Kvntd mAépmva, PDAST palmtop computergat oe Koveoleg
video games.H OpenGL ES dwowkeitar amd o un — KePOOGKOTIKOD YOPUKTNPQ
kowomnpaia, Tnv Kronos Group, Inc.

Emwpatel évag pobog ott maporrayég e OpenGLypnoyomoodvioar oto Nitendokot og
TAOTQOPUES TNG SONY, ®GTO00 KATL TETOW0 Oev 1oYVEL KOOMDG TO CLOTAUOTA QLT £YOLV
avortvéel Tig dikég Toug Pifaodnkes. Emiong, to Sony Playstation 8wfétetl po viomoinon
¢ OpenGLrov dg ypnoiponoteitar Aoyo tpofinudtov anddoong. [6]
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4. Tpémog Avomapactoons Avtikeipévov otnv OpenGL (Polygon
Rasterization)

Mo va katavonoovpe v ovamoapdotacn evog 3D oxknvikod eovialdpacte to didpopa
avTikeipeva mov aut TEPAMAUPAVEL ®G GHVOAO OO TOAVY®OVO 7OV OVIIGTOLYOVV GTNV
emupaveln Tov kKaOe avtikeyévov. Ta moldywva avtd givol Tov teAkd Oa oyedlacToOV 6TV
000vn TOL VTOAOYIGTH LOG.

H OpenGL ywo v amewovion 3D ypagikov ypnowonotel ™ péEB0dO ovoamapaoTtaong
yvooti og polygon rasterizationMe t pébodo avti petapépovpe o 3D moAdyova oV
avtikelpévav oe éva 2D eninedo (to emimedo g wkovag pog) ko yepiloovpe to pixels tov
TOAVYMVOL TTOV OVTIOTOLXEL 6TO KAOE avTikeipevo e 10 KatdAAnAo ypopo. H teyvikn avt)
gtval n ypnyopOTEPT TOL LIAPYEL Yo TV avomapdotact 3D oknvikdv Kol ypnoLoToteiton
evpémg oe realtime moyyviole kot oe €EEIOIKEVUEVEG KAPTES YPOAPIKDOV, OTMOG OVTEG TOL
TEPAAUPEVOVTOL GTOVG TEPIGGATEPOVS VITOAOYICTES CTLEPOL.

H OpenGLnapokeipuévon va umopet vo vrootnpilel ypiyopo AOYIGHIKO Yo TV EKTEAEGT TOL
polygon rasterizatiorfygt Beonicel 0plIoPEVOVG KAVOVES GYETIKG PE TNV €YKLPOTNTO TOV
SPOPOV THTOV TOAVYDV®V, OVTOL EIVAL: ®) Ol OKUES TOV TOALYDOVOV deV TéUvVOvVTaL, fB) ot
OKUES TOV TOAVYOV®OV 0€V Elval KUPTES, ONAad 000 onueio LG AKUNG LTOPOVV GUVOEOVTOL
povo pe po evbeia ypapupn (to TAR00¢ TV akUdV VO TOAVYM®VOL Elval OTEPLOPIGTO) KoL )
TOAVY®OVO TOV TEPLEYOVY “TPOMES” OTO ECMTEPIKO TOVLG OEV UITOPOVV VO OVOTOPUSTOOOVV
owotd, o€ oplopéva cuoTnHoTe umopet vo “yepicel” OA0 To MOAVY®VO pE ypduo 1 €va
UEPOC TOL YWPIg va avtioToly el Opwe 6to emtBountd anotéleoua. [2]

Oraw Mode: Wireframe Draw Modes Fill

YL

Ewoéva 1: O 1p6mog KaTaoKEVNS UVTIKEIREVOV 00 Pfacikd Toldywva,

H OpenGLypnowonotel pua teyvikn n onoia diaywpilel moAdmAoka TOAVY®VO To 0TToio OV
TANPOVV TIG TAPOTAV® TPOVTOOECELS 6T PaciKd ToAVYwva TTov ypnoiponotei n OpenGLyw
3D avamapdotaorn. H teyvikry avt) ovopdletar Tessellation yneidomoinon 1 yneidwon).
2TIC TOPOKATO EKOVES TOPOLGLALOVTAL TAL GTAOLN OV TEPVAEL £val “TOAVTAOKO” TOADYWVO
UEYPL VO, KATAPEPEL VO ELPAVIOTEL oTrV 006V TOV LITOAoYIoTH pag. [7]
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Tessellation

pos
7

Ewkova 2: Metatpom) TOV p1) «EYKVPOV» TOAMYDOVOV GE <EYKVPO»

Ta moldywvoa Onmg @aivovior pe yéuopa (6e€d) ot yopic véuoua (aplotepd) twv
E0MTEPIKAOV PiXelsue ypopa.

. Xoykpron OpenGL pe Avriotoyyoe Epyoleio Avamtoéng
I'pagwav (Java 3D & Direct 3D)

H ypnon tc OpenGLywa v avantuén 3D oknvikdv tpocepEpel KATO10 TAEOVEKTUATO GE
oyéomn pe m ypnon toco g Java 3Dpco kat tov DirectX yia tov 1610 okomo.

Apyikd, évog amd Toug Kupldtepovg Adyovg mov 0dnyovv otnv vobéton g OpenGLamnd
0AOEVOL KOl TTEPLGGATEPOVS TPOYPOUUUOTIOTEG elvarl OTL amoTeAel €va AOYIGUIKO avOLYTOD
K®OJIKO T0 01010 eivar ave&aptnto and v Thatedpuo otnv omoio tpéxet (multi — platform).
Avtibeto 10 Direct3D vlomoteitor povo oe Aertovpyikd ocvotiuato tig  Microsoft
nepropilovtag v opnToHTNTU TOV TPOYPAUUATOV.

Kobdc véeg ovokevég, ommg ta kivntd tAépmva, smartfhones, i-phonasa. emikpotodv
omv ayopa 1 OpenGL kepdiler €dapog KaBdg pmopel kot vmoomnpilelt v avdmruén
TOLYVISIDV KOl GAADV YpOoQIKOV o€ KaBE £id0vg cuokev|. [6]

To DirectX kou 1 Java 3Deivar oAokAnpopéveg Pipiodnkeg n onoia mepilappdvovv Kot
otoyeio younAdTeEPOL emumédov, mEpa amd ta ypagikd. Aviifeta n OpenGL sivon o
YADGGO VYNAOTEPOL EMTEIOV AMOKAEIGTIKA Y10 TNV AVATTUEN YPOUPIKDV.

Ta mpoypdupata o OpenGL gpéyovv» mo ypryopa o€ oyéon pe ta aviictolyo oe Java
3D, yio avtd 10 Adyo n OpenGL,cuykprtika pe v Java3Dgpotipdtot yio v avamtoén
ALY VIOLADV.

Avtibeta, og cOykplon pe to Direct3D,n OpenGLypnoylomoteitor 6Ty avamtuén Ypopik®v
Y10 ETAYYEAUOTIKOVG 0KOTOVE Kupimg evd to Direct3D givar avtd mov emikpatei otov topéa
TOV TOLVIOUDV.

H OpenGLaivet 1 duvatdTnTo 6TOV TPOYPOLULATIOT Vo £XEL dpeon mpdsPacn 6Tov TpOTo
nov Oa yiver 1 amo6doon ¢ 3D oknvig Tov (YAdooo vynAol emmédon), HEGOH OO EVTIOAEG

«omaitnong» Ko Oyt Pe EVIOAES TOTOV «epdTNOoNS» Onwg ot Java 3D.

10




Java OpenGL

Eniong, 1 OpenGLeivat éva maxéto BipAodnkav mov €xel feAtiotomon el pe Kabe dvvatd
TpOMO 1000 o€ eninedo hardwarecar software 060 kot og eninedo aveEApTNTOV TAATEOPU®V
(am6 @Onvotepa PC’'S kaw kovodAec mayviduov péxpt tovg mo eEelyuévovg vmep-
VIOAOYIOTES YPOUPIKODV). [8]
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Il. Java OpenGL

1. I'evika Xrtovyeia e JOGL

To mokéto Java OpenGL (JOGL3ivar éva ovvoro Pipriobnkov APl mov emitpénel v
OpenGLva ypnoyonoteiton otnv YAOGGH TPOYPOUUOTIGHOD Java.Apyikd avartdydnke ond
toug Kenneth Bradley Russetbu Christopher John Klineot 6t cuvvéyeia e€eliybnke and
10 Game Technology Groupic Sun MicrosystemsAmoteAei viomoinon tov SR-231 (Java
Bindings for OpenGL)at givor éva aveEGpTnTo TOKETO AOYIGUIKOD OVOIKTOV KMOIKO GTO
moio o kaBévag umopel va £yl edkoia TpoOcPaon.

H JOGL gntpénel v npdofocn oto mepIocOTEPN YAPAKTNPLOTIKA TOV £ivon St Kot
omv YA®ooo mpoypoppatiopod C pe v aSloonueiot dagopd OTL pmopel va
TPOYUOTOTOEL KANOES GLOTAUATOS 7OV Tpokaiovviol and mopabvpo (window-system
related callsje ) yprion tov GLUT (OpenGL Utility Toolkit)tng Java. [5]

H JOGL éyer oyediaotel yuo va vrootnpilel povo tig mo npdoeateg ekdooelg g Javallo
ovykekpuéva 1 JOGL givan cvppatn pe v éxdoon Java 2 Platform Standard Edition 1.4
KaOmG Ko OAeg TG vedTepES £kdO0ELS TNG. Emiong, vrootpiler povo truecolor rendering (15
bits ava pixel ka1 nepiocodtepa) kar Oyt color-indexed mode&Eyel oyedraotel pe ™ ypron
Tov véov Pifaodnkov g Java, New /O (NIO)ot ypnoiponotel, E00TEPIKE, YOUNAOD
EMTESOV EVTOLEG €16000V - €000V 68 TOAMEG epapuoyEg. [9]

Otav éva JOGLapdypapupa ektereital, n Pacikn PpAodnkn tov OpenGL Crpoonelaleton
ue kAnoelg oto Java Native Interface (JNdphradn n OpenGLypnowonotei to JNI yia va
&xel mpocPaon otic Pprodnkes ypapikov e OpenGL.E&attiag tov peydiov dykov g
OpenGLkabmg kKot Tov cuveyduevemv BEATIOCEDV Kol TPOGHNK®OV TOL TPUYHOTOTOIOHVTOL
OTOV aPYIKO KMAOKa, €lval SVGKOAO Y10l TOVG TPOYPUUUATIOTEG VO TPAYUOTOTOIOVV OAEC TIC
aAlayéc owtég katevbeiov oty java. o avtd 10 Adyo amo@dcioay Tn onuovpyio. evog
gpyareiov petorponng mov ovopdletar Gluegen.To epyodeio owtd avorver ta OpenGL
header filestng C kot dnpovpyei tov kotdAinio JOGL kddke kabmg kot to JNI mov ta
ouvoéel petad tovg. Avtd onpaivel 0t omowadnmote aAAiayn otnv OpenGL uropel va
petapepbet avtopata oty JOGL. [3]

To binding g Jogl eivar ypappévo oyxeddv eEorokAnpov ce Java. Yrapyovv mepimov
ovvolikd 150 ypappéc kmdka oe C uéso 6to ochvoro Tov mnyaiov kodiko g Jogl, evd o
VIOAOUTOG KAOJIKOG mapdyeton avtopata oty dwdikooio tov build pe ™ Pondeia tov
gpyareiov GlueGenpnwg avapépinke napanive. [9]

H andéeaon yia v avtiotoryio Tov k®dka JOGL pe avtov g C €xet o mAeovekTpaTo Kot
ta petovektpatd mg. To eninedo apaipeong g JOGL eivar TAnG1EGTEPO GTO HOVTEAO TG
C, nAaon oyxetkd yaunAotepo amd avtd g Javakor GAAwV BiPAoONKOV YpopiKov OTmG
mg Java 3D. To vyeyovdg ovtd €xel ®g TAEOVEKTNUO OTL Ol GUVAPTAGEIS TOL
ypnoorotovvror oto JOGL givarl apketd kovtd oe avtég g C Kot o1 TPOYPOUUATIOTES
UTOPOLY VKOAO VO TEPAGOVV AmO TN U0 YADGGH OTNV GAAN. ATO TNV GAAN TAELPA VTLAPYEL
10 petovéktnua Ot ot iprodnkec g JOGLBe givar apketd aviikewevooTpaeic. [5]
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2. OpenGL API

2.1. Eykatrdotacn tov OpenGL API

o kdmoov mov Eexwvaer v evacyoinon tov pe v JOGL ko embBopel va v
€YKOTOOGTAGEL GTOV VIOAOYLIGTH TOV, Ol TO TPOCOATEG €KOOCELS TNG gival dabéoipeg ot
oeAida java.netTo AoylouiKd oV YPNOIUOTOINGA Y10 THV OVATTUEN TOV TPOYPUUUATMV OV
eivan to Java Binding for OpenGL API, version 1.1.10 omoio xatéfoca amd tnv
TOPATAVE® GEALDA.

To makéto g JOGL éyel v popen evog zZip apysiov 1o onoio mepthouPavel Tic Pacikég
KAdoeglg mote va umopeite va kodéoete v OpenGL péom g Javakadag Kot tig avarloyeg
JNI native librariesH JOGL eniong e€aptdron omd kamoleg run-time supporkAdcelg kabmg
kot a6 tov native codeov GlueGenga omoia eniong mepiéyovtot 6to Zip apyeio.

AxoAovBohv 0dnyieg Yo v eykatdotacn s OpenGLotov vmoloylot) Gag.

1. Ta va xotefdoete 10 oamapaitmto ovtd makéto Yoo v avantvén tov JOGL
TPOYPUUUATOV COG ETICTEVTEITE TO GVVOEGLO:
https://jogl.dev.java.net/serviets/ProjectDocumentList?folderiD=9260&ekpaider=92
60&folderID=0

2. X1 GLVEKEWD UE KAIK OTO KOTAAANAO GHOVOEGHO, OVAAOYQ LLE TO AELTOVPYIKO GUGTNLO GTO
omoio Ba tpé&et n JOGL r.y. jogl-1.1.1-windows-i586.zip katefalovpe T0 apyeio otov
VTOAOYIGTN MOG Kol Kvovue extract.

3. Kévovue avtiypagn — emkolinon tov apyeiov jogl.jar kor gluegen-rt.jarstov tpéyov
katdAroyo "C:/Program Files/Java/jdk.../jre/lib/ext/ "

4. xdvovpe avtiypoaen — emikoAlnon tov opyeiov jogl.dll, gluegen-rt.dil, jogl_awt.dlkot
jogl_cg.dlleto path "C:/Program Files/Java/jdk.../jre/bin/"

210 onpeio avtd Eyovpe gykotactioetl v JOGL 6tov vmoloylot) pog Kot ipaocte £Toipot
va avartoéovpe Tov KOOKA poc. o 6covg ypnoyomotodv mepiPaiiovta avantuéng
kodwka, 6mwc 1o NetBeanskar to Eclipse, 6o mpémet va cvuPovievtodv 1o  IDE
documentatiomote va glodyovv To jar apyeio Kot Tic fifAodnkeg pe tov cwotod tpomo. [9]

To mepBdArlov moOv ¥PNGYOTOINGA YloL TV AVATTLEN KOl SOKIUN TOV TPOYPOUUUAT®OV LoV
givan o NetBeans 6.8Ta anopoitnta plug-insyia avartvén JOGLkddka gival dtobéoipo
ot emionun oeAida tov NetBeansuie v ovopacio NetBeans OpenGL Pac®a npénet vo
TOVicm 0Tt T0 TaKETO avTO €ivan cvpPatd puévo pe ekdooelg tov NetBeansimo 6.8 kot kdto.
H véa ékdoomn cov makétov yia to NetBeans 6.9.&ev sivar axopa dwabéoiun.

A@ob katefdoovpe to zIip apyeio kavovue extractoe évav pakelo o0 0moiog TOPo TEPLEYEL

oMo To apyeio .nbmta omoia kévovpe installoto NetBeansgie tov €€1¢ tpomo:

1. Zmyv ypoppn epyareidv tov NetBeansmyaivovpe oto Tools— Plugins.

2. Eméyovpe v koptéha Downloadedcor matdpe Add Plugins...

3. TInyaivovpe otov edkelo 6oL £xovpe kdvel extractto apyeio, emAéyovpe Ol To apyeio
pe v katdinén .nbmkat kavooue Open.
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4. Topa to apyeio Exovv mpootebel ot AMota pe ta katefacpuéva pluginskot emiéyovue
Install.

5. Z10 onueio awtd N dadikacio £xel ohokAnpmOel Kot kAgivovpe Ta TapdBupa mov Exovpe
avoiet.

2.2. Baowéc Khdoeig

AxolovBel pa ovvroun mapovciaon tov APl g OpenGLkabmg kot pio meprypaen tov
ONUAVTIKOTEPOV CTUEIMV TOL KOJKA Yo TNV avantuén evog OpenGLrpoypdppotog.

Ot Baocikdtepeg KAAGE TOV OmOTEAOVV TNV dtachvoeon pog pe 1o 3D oxnvikd e OpenGL
glvon :
e GLEventListener:
Otav éva mpdypappa ypoupévo oe JOGL eivar €tolpo vor ektelectel eAEyyeL
npwta av vrdpyovvy GLEventListenersXe mepintwon mov vadpyovv KaAel pio
and TG téooepilg uebddovg g khaong: display(), displayChanged(), initgou
reshape().An6 avtéc, ot péBodol mov YPNOIULOTOOVVTAL GLYVOTEPA Eivol Ol
dysplay()xou init().

e GLDrawable, GLCanvas, GLJPanel:

H GLDrawable givar omv ovoia o dwocdvdeon oty omoio n OpenGL
«Coypoeiler» 1o 3D oknvikd tg. Ot GLCanvascar GLIPanekival kAdoeig mov
viomowovv v GLDrawable.Ovr GLEventListenersiov avagépdnkov mopondvo
dwyepilovrar 11c KAGoelg avtég cav GLDrawablesywpic va yvopilovv moio
akpiog Kidon &xet viomonbeil. O facikdtepeg péBodotl mov ypMGILoTOIOHVTOL
v avtd 10 okond givar ou. addEventListener(), getGLQu getGLU.H 1516t ta
oLt ovopaeTatl TOALHOPPIoHOG Kot Kuplapyel ota mpoypappata g OpenGL.

e GLCapabilities:
[Ipékettar yio 1 JSwcvvoeon m omoio mephapuPdvel OAAeg TG Paoikég
SVVOTOTNTEG KOL TO, YOPOKTNPLOTIKA NG YA®ooog mov givar dwabéonua otov

XPNoTN.

Ot mapandve Pacikég kAdoelg Ppiokovral oto folder javax.media.opengbrote npv omd
mv évapén kabe OpenGLrpoypauuatog Bo mpénel vo. eic@yovue thv Pipiodnkn: import
javax.media.opengl.*. [3]

3. Avantoén tov llpotov JOGL Ilpoypappoartog

3.1. To mpoypappe SimpleJoglApp

210 onueio avtd, KaOOG Kol OTIC EVOTNTEG TOL OKOAOVOOVV, AVATTOGO® GTASIOKA
epappoyég ot omoieg Ba Pondncovv oV ypfotn vo kKatavoncer v doun evog JOGL
TPOYPAUUOTOC OAAG Kol vo umopel vo avamtoéel o 1d1o¢ ta dikd tov mpoypaupoto. Ta
TEPIGOOTEPO. OO TO, TPOYPAppoTo Tpogpyovtal amd to PiPprio tov Gene Davisue titho
Learning Java Bindings for OpenGdat mapatibevol pe eAdy1oTeS TPOTOTOMMGELS Kal SIKA
LoV GYOALQL.
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Enédela yio TNV avantuén TV TPoypapUAT®OY LoV VO 0KOAOLONo® TNV TOKTIKN GTNV OToid
VIaApyovv dVo KAAceS. To TpdTo PrHa Yo TNV avAmTLEN H0G EQAPHOYNS Etvar 1) dnpovpyio
€vOG projectto évopa Tov 0moiov GLUTITTEL UE TO Gvoua TNG KOPLOG KAAGNG. T GUVEYELD,
péca 6to project avantdiocovpe Tig 000 KAGGELG: po Kupla KAGon mov meptlapfavel tnv
main kat KoAel v dgvutepedovoa kAo, 1 omoia Exel cuvnBme ™ ALEN View og cuvOetiko
TOV OVOpaTOHG TNG Kot givatl vTevBuvn Yo 10 oyedacpd tov 3D N 2D oknvikol pag.

INa va Eexwvnoovpe v yvopia pog pe v JOGL tapabéto va mpdtumo mpdypapio To
omoio mepthapPaver tov Poacikd KOdwko yioo ™ onuovpyio poag 2D gpappoyng. Oa
KPOTHGOLLE ALTOV TOV KOJIKO MG BACT Y10 TV OVATTUEN TOV TPOYPUUUATOV LLOG.

[pokerron yroo pa epapuoyn (applet)mov €xer titho SimpleJoglApp.Akolovbei 1 Pacikn
KAdon 1 omoia meptlaufavel T main. Oa 6YoAMAGcm TUNUATIKG TOV KMOKO MOTE Vo, Yivel
KatavonT 1 Aertovpyia Tov KOs KOUUaTIon.

AxolovOei 1 Bacikn kKAdon 1 omoia meplapPfaver T MaiN. LG TPAOTEG GEPEG ELGAYOVLE TIG
arapaitnreg PipArodnkeg yio va tpéEet To TPOHYPOULOL LOG:

import java.awt.*;

import java.awt.event.*;
import javax.swing.*;

import javax.media.opengl.*;

H «hdon avtn oyedidler éva JFrame fopabvpo) péca oto omoio Ha dnpovpyndei n
epapuoyn poc. H mpdtn pnébodog mov kaAeitan eivar n mainm omoia dnuiovpyei to appletuog
Kot epovtilel 0Tt oyedtdlovpe va eppavifetot otnv 006vn.

/**

* This is a basic JOGL app. Feel free to

* reuse this code or modify it.

*/

public class SimpleJoglApp extends JFrame {

public static void main(String[] args) {
final SimpleJoglApp app = new SimpleJoglApp();

/I show what we've done
SwingUitilities.invokeLater (
new Runnable() {
public void run() {
app.setVisible(true);

public SimpleJoglApp() {
/Iset the JFrame title
super("Simple JOGL Application");

//kill the process when the JFrame is closed
setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE);

/lonly three JOGL lines of code ... and here they are

GLCapabilities glcaps = new GLCapabilities();

GLCanvas glcanvas = new GLCanvas();
glcanvas.addGLEventListener(new SimpleGLEventListener());

/ladd the GLCanvas just like we would any Component
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getContentPane().add(glcanvas, BorderLayout. CENTER);
setSize(500, 300);

/lcenter the JFrame on the screen
centerWindow(this);

}

>t pébodo SimpleJoglAppdnuovpyovue évav GLCanvasctov omoio kavovue add évav
GLEventListenerMe avto tov 1pémo 6tav o GLEventListenebappdver po kKAfon omd tov
GLDrawable ¢ omoiog viomoteiton otnv emdpevn kAdon SimpleGLEventListenerueoviet
otL awtdg Tpootalel va oyedrootel. Emiong, akodlovBovv ot amapaitnteg pviuicels yio v
EUPAVIOT TOL TOPaBVPOL GTO KEVTPO TG 006VNC TOL VTOAOYIoTN e TN Bondeta TG pHeBddoL
centerWindow.

public void centerWindow(Component frame) {
Dimension
screenSize = Toolkit.getDefaultToolkit().getScreenSize();
Dimension frameSize = frame.getSize();

if (frameSize.width > screenSize.width )
frameSize.width = screenSize.width;

if (frameSize.height > screenSize.height)
frameSize.height = screenSize.height;

frame.setLocation (

(screenSize.width - frameSize.width ) >> 1,
(screenSize.height - frameSize.height) >> 1

);
}

}

O1 tp1c oepéc otn pébodo SimpleJoglAppurotelodv v Baon tov Jogltpoypaupatog. Ot
EVTOALC:

e GLCapabilities glcaps = new GLCapabilities():
kabopilel mowa ypapikd yapoktnpiotikd g OpenGLeival dtobéopa otig Pipriodnkes g
JOGL«xut 6to JVM. Ztnv emdpevn cepd:

e GLCanvas glcanvas = new GLCanvas():

onuovpyovpe tov KapPa péoa otov omoio Bo oyediaotel 10 2D oxknvikd pog. Omog
AVOQEPOUE KOL TOPATve 1 KAGon ot viorotel tnv GLDrawable,mv Bacikn dacvvdeon
xpnot. TéXog e v evioAn:

e glcanvas.addGLEventListener(new SimpleGLEventListener():

npocBétovpe évav GLEventListenesto GLCanvasH vlonoinon tov GLEventListenergov
oto mapadeyud pog eivor o SimpleGLEventListenervolopfaver vo (oypoeicel 6to
npdypappo 6t emBouel o xpnotg pe ) fondeta v pedddwV oL AVaPEPON KOV TOPATAVE®
(display(), displayChanged(), init(), reshape()).

210 onueio avtd £xel OLOKANP®OEL 0 KMOKOG TNG TPDTNG KAAONG Kot akoAovBel 1 emdpevn
KAdon SimpleGLEventListenestyv onoio vdpyet o nepiocdtepog kKmdkag oe JOGL:

import java.awt.*;

import java.awt.event.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

/**
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* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().

*

public class SimpleGLEventListener implements GLEventListener

{

/**

* Take care of initialization here.
*/

H mpdt pébodog mov viomowodue eivor m init oty omoia yivetar 1 apylKomoincn Tov
Tpoypappatoc pag. Ot evrodéc mov Ba ypdwyovpue otn péBodo avtn Ba extelecTovv poOVO pia
Qopa, oTNV £EVOPEN TOV TPOYPULLLUATOS LLOG.

public void init(GLAutoDrawable gld) {

H endupevn pébodog - display givon vrevBovn yia tov oyedooud tov ovikeévov. H
pébodog avtn avtiBeta amd v iNit extedeiton otV 0Py YO VO GYESIAGEL TO OKNVIKO LLOG,
aAAG kot od Tov Animatorkdade gopd mov o aAiayn couPaivel 6To GKNVIKO.

/**

* Take care of drawing here.
*
public void display(GLAutoDrawable drawable) {

Toéoco n init(), 6co xou n display() dev mepiéyovv kddKo Gpo T0 UOVO TOL KAVEL TO
TPOYPOUUA pog givar vo epeavilel €va povpo mapabuvpo to omoio amotedel Tov KapPd oTov
omoio puropovue va (oypagpicovpe 1o 3D oxnvikd pag.

/**

* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size. We

* won't need this, but you may eventually

* need it -- just not yet.

*/

public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {

/**

* |f the display depth is changed while the
* program is running this method is called.
* Nowadays this doesn't happen much, unless
* a programmer has his program do it.
*/
public void displayChanged(GLAutoDrawable drawable, boolean modeChanged,
boolean deviceChanged) {

}
}

Ta mopamdveo ovo  mpoyplupato omoteAoblV TOV OKEAETO TAvV® O©TOV Omoio O
TPOYPOUUOTIOTG, O B dodue apydtepa, pmopel vo yticet to 3D oknvikd tov. Otmt
axolovOnocel Ba €xel wg Pdon ta TpoypdppaTe dLTd Kot Yoo avTtd To AdY0o dev Bal avapepOet
Eavd oAOKANPOG O KMOIKOG, Topd HOVO TO KOUUATIL 7OV OomoteAoOV  emmpdobetn
TANpoPOpiaL.
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3.2. Baowkotepeg TuvapTi|oELS

2y moapovoa votnTa yiveTon pa avagopd otig Bacikdtepeg ovvaptoelg g JOGLKabhg
Kol T0 OV TG cuvavtdpe péco oe va mpdypappo. To KoOppdTio kddKo Tov akolovdovv
amoTEAOVV TO. EPYOAElD TOL €YEL O YPNOTNG Yoo TNV avamtuén ¢ epappoyns tov. Eivan
EVTOAEC Ol omoieg TG meplocdTepes Popég yphpovtaw oty init() ko v display(), tig
Bacwotepeg pebodovg evog JOGLrpoypdppatoc.

Axolovbel éva Topaderypo Tov KddKa mov whvto meptiapPdvetor otny init(). Oplopéveg
amd TG EVIOAEG KOl TIG GUVOPTNGELG OV oG Bonfoldv vo apyLKOTOGOVUE TO TPOYPOLLLLLOL
Lo oVOADOVTOL TOPOKATM:

e GLU glu =new GLU();
GL gl = gld.getGL();

Ot 000 TTPOTES YPOUUES KOO dnuovpyovy éva avtiypago tov Tpéyovrog GL
avtikeévon Kabang kot tov GLU avtikeyévov ndve oto omoio Bo dnpiovpynbei n
3D oxnvi pag. Ot 800 avtég eViolég cuvavtovviol TpmTeg TOoo otnVv init() dco Kot
omv display().

e glViewPort(int x, int y, int width, int weight):
H ocvvapmon avt kabopilet v meproyn g 006vng mov pmopel va €L 0 ¥pPNoTNG.
Ta X kot Yy kaBopifovv (oe pixel) v kdto apiotepn ywvio tov opboymviov
TOPUAANAOYPOAUIOV TIOL OTOTEAEL TNV opath meployn, evéd to Width kot weight
kaBopilovv To UKo Kol To YOG TOV.

.y nue v evioln glViewport(0, 0, 500, 300)) opatn meployn ExEL THY TAPUKATM

HopoeM:
/
300 < OPATH IIEPIOXH
C 7
(0,0)
v
500

Ewova 3: H dwuetdosig ka1 apyn TV aSévav g opati|g TEPLoyns

e gluOrtho2D(double left , double right, double bottom, double top):
H pébodog avtn B€tel To cvoTUE GVVTETAYUEVOV TTOV EMOVUEL VO YPTGLLOTOCEL O
yxpNoTNG Kot givor avtd mov gppaviletar oto GLCanvasTig nepiocotepes POpPES Yo
AOYOLG €VKOMOG Ol TIHEG TV CLUVIETAYUEVOV oL BETovue elval 1d1eg PE OVTEC NG
glViwePort.

Yto mapdaderyud pog eivor: gluOrtho2D(0.0, 500.0, 0.0, 300.0);
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e glLineWidth(float width):
210 GUOGTNUO GUVIETAYUEVOV TOL ¥PNCLLOTOloVUE (oYpapilovpe CUVEXDS YPOUUES
®oTe Vo amelkovicovpe T avtikeipeva pag. H cvvapmon avt kabopilel 1o mayog
™G YPOUUNG GTNV avaAvon T 006vng pag kot 0yt, OTmg apketol vopilovv, To myog
™G YPOUUNG 0TO GUGTNO GUVTETOYUEVOV. [1a avTtd T0 AdYo PAEToLE 6Tl 65O KO Vo
UEYOADVOLUE TO TOPEOVPO TNG EPAPLOYNG LOG TO OVTIKEILEVA TOPOAUEVOLY GTO 1010
péyebocg.

¢ qglClearColor(float red, float green, float blue, float alpha):
H JOGL apnver tov ypnotn vo emAEEEL TO YpOUO UE TO omoio o kapPag eivon
KkaBapdg, dnAadn to ypoua mov £xel o GLCanvastpy and ) oyedioon 1 kdbe popd
nov emAéyovpe va tov Kabapicovpe. To ypopa ovtd mapdyetal ond ™ peién tov 3
YPOUATOV Kol 01 TG Tovg Kupaivovtatl avapeso oto 0.0 kou 1.0 Graupdvrog tnv
T Kabe ypodpatog pe 1o 255), KabdG Kot amd TOV TOPAYOVTH <OLUPAVELN» TOL
dnAdveron and to ypodua alpha.

.. RGB(124, 11, 183 glClearColor(0.486f, 0.043f, 0.718f, 1.0f)

Ao ™ otiyun mov o xprotns Bo emALEet Eva xpdUO UTOPEL OTOONTTOTE GTLYLY| GTO
Tpoypopupd  tov  va  kabapicer 1o  GLCanvas pe v €VIOAN:
glClear(GL.GL_COLOR_BUFFER_BIT)

e (glColor3f(float red, float green, float blue):
Eivor n ovvaptnon pe tv omoio 0 ypnotng EMAEYEL TO XPOUO HE TO omoio Oa
ypoupaticel Eva avtikeipevo oto 3D oknvikd tov. H emloyn tov ypdpotog yiveton
OTMOG TPV UE TIG TIEG TV 3 YPOUATOV Vo Kvpaivovtal avépesa oto 0.0ko oto 1.0.

O1 1p1g TpidTeg cuvaptioelg, ot glViewPort, gluOrtho2Dxou glLineWidth, eivat mpoopartikég
Kot 0gv lval amopaitnTn 1 TPOTOTOiNcT T0Vvg. MTopovpe KAAMGTO VO, TIG OPNCOVLE OTIG
TPOETMAEYUEVES TILES Y®PIg Vo vITaPEEL KAmola eXiTT®OT 610 TPOYPOapUpd poc. Ot vwoAoTeg
Vo Paoikég evtoAdéc g init() mov dev avoaeEpope TOUPATAVEO TEPLYPAPOVTIOL GTNV ETOUEVN
evomta twv 3D ypapikdv.

4. Tproorwaotato Xnueio

[a tov oyedacud tov avtikeywévov t6co n OpenGL, 6co ka1 1 JOGL ypnoipomrorodv
nivokeg. Kabe eicdva mov onuovpyel n JOGLeivar otnv ovoia éva chvoro amd TivakKes Tov
aAMAETIOpOVY peTall Tovg e €vav tpomo Kabopiopévo amd v OpenGL.Ilopadsiypotog
YOPWV O TOPOKATO TIvoKoS avamoplotd to €ENG T€ocepa onueia o€ €vo TPLOAAGTATO
GUOTN L0 GUVTIETAYUEVOV:

° (12,5.-10) 12 5 -10
* (3,14,0) 312 0
o (34,13 4) 34 13 4
i ('5’ _1’ -13) S5 -1 -13
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A&ilel va avagépoupie po oToXEU®ON dtopopd 6To Tpodmo mov 1 Javakor 1 C amobnkevovv
moAvdtdotatovg mivakeg. H Javaoamd texyvikng amoyng dev vmootnpilel ToALSIAoTATOVS
TVaKeG, OAAG TOVG OVTIHETOTILEL GOV TVOKEG OMOTEAOVUEVOLG OO EMUEPOVS TIVOKEG.
Avtifeta oty C évag 0160100T0TOG TivaKag amodnkedeTon ooV po evioio ovIoTnTo 0TNG
omoiag To ool elol LTOPOVLE VO AVOTPEEOVILE LLE TN YPNON EVOS Kol LOVO OeikT).

Qot660, yio v amionoinon ™ JOGL, o ypnotng dev ypetdletan va yewpiletor o 1610¢
nivokeg Kabhg vdpyovv uEBodot Tov kavouvv v dovAeia avt. H pébodoc:

glMatrixMode(mode):

elvat avtn mov BEtEL TOV TPOTO YEPIGUOV TV TVAK®V o€ Eva Tpoypappo JOGL. Ot
Vo Paocikoi tpémotl yepiopov Tv mvakov oty JOGLeivor oo GL_PROJECTION
kow GL_MODELVIEW. [3]

Yxeptropaote 10 GL_PROJECTIONsav ) Agttovpyio (oG KAUEPOAS TOL KPATAEL O
YPNOTNG. AnAaodn, mpokertor Yoo tv mpoPforn; tov 3D avikeévov mov
avTiloppdavetol to pdtt Tov ¥pNotn otV 006vn Tov LITOAOYIoTN, N omoia dtubéter 2
dwwotdoels. Emiong, xobopilel mowo avtikeipeva 1 TURUHOTO avTiKeEVoy v Oa
ELQOVIGTOOV 6TV 006V 010TL deV elvar opatd amd Tov ¥pNoTN.

H Aertovpyla GL_MODELVIEW PBonbder kvpimg o6tOV HETACYNUATIOUO TOV
AVTIKEWUEVOV, Tov cvpfaivel otav petakvodpoote 6to 3D oknvikd. Zvvovaler v
UNTPa TPOBOANG TOV AVTIKEEVOD UE TN UNTPO LOVIEAOTTOINONG GE L0, EVIOA0L UTPOL.
Otav yperdletor vo peTOKIVAGOLUE TNV KApepa, dnAadr to onueio amd 10 omoio
BAémel 0 XPNOTNG, EPAPUOGOVUE GTIV UNTPO QT TOV OVTIGTPOPO UETUCYNUATIOUO.
O HETACYNUOTIGUOC OVTIKELLEVOV OVOADETOL OE ETOUEVT EVOTNTA.

@

X

X Axis

-— Forward (£} &
Translation

= - Lof |
> -

g THi12
Ftn ne1g

L) 4

Ewova 4: Ilapdostypo pog pitpog tomrov GL_MODELVIEW. H tehevtaio
oA givan n 6THAN TOV peTacynpoTicpo? [10]

Yrdpyovv kdmoleg péBodor or omoiec pmopovv vo kKAnBovv povo ce Aettovpyio
GL_PROJECTIONgvtég glvan ot

gluPerspective()

glFrustum() //commonly misspelled glFrustrum

glOrtho()

gluOrtho2D

glLoadldentity

oooool
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Ondte TPV YPNGUYLOTOU|GOVUE OTOLONTOTE OO TIC TAPATAV® HeBOd0VS Ba Tpémet
va aAlGEovpe ™ Aertovpyio oe GL_PROJECTIONkabmg o GL_MODELVIEW
elvat 0 TPOEMAEYEVOG TPOTOG XEPICUOV TIVAKWOV.

Ortav karovpe ™ pébodo glMatrixMode()n erodpevn akpilpaog kKAfon eivol n:

e glLoadldentity()
N omoio apYKOTOlEl TOV Tivako OV HOMG QOPTOGAUE otV TawtOTNTd Tov. H
TOVTOTNTO €ivor S10QOPETIKY Yo KABe mivako kol cuvnBmg €xel TV TOPUKATE®

nopen: [3]
1 0 0
0 1 0
0 0 1

5. IIpoPoir - Projection
5.1. Oeopia

A@ob Bécovue t Asttovpyia oe GL_PROJECTIONkat kaAécovpe v glMatrixMode() n
apéomg emdpevn kivnon elvar va kabopicovpe to €idog ¢ «mpofoinc». Me avtdv tov
Tpomo BETovpe 6TOV KOGHO pag kdmown opta, €161 wote va yvopilelt 1 JOGL1 Ba mpénet va
oyedldoet, Kabmg kot Tov Tpomo pe tov omoio Oa @aivovtor ta avtikeipevd pog. "Exovue 2
€lon TpoPorav:
e Orthographic (or parallel):
Ymv opBoypapikry TPoPoin Ta avTIKEILEVO OEV £YOVV OPOPA OVAAOYN TNG
andotaong amd Vv kapepa. ['a ovtd T0 A0Y0 TO avTIKEIEVA QaivovTol ETITES
Kot 0ev pmopel Kamolog va katahdpel amd 1o péyebog Tovg TV andcTocT TOVG
and v Kdapepa. [Maporlo mov 10 amotéAecpa TG eivar Mydtepo peaMoTIKO
Bpiokel epappoyn oe CAD cvotiuata kot 2D maryvidia. Ot cuvaptioels mov
nog ponbovv otnv epappoyn e Orthographiatpopoirrg sivar ot:

0 glOrtho(double left, double right, double bottom, double top, double
nearVal, double farValOu tipéc left-right kabopilovv T cuvtetaypéveg
otov a&ova X, ot Tuég bottom-topkon nearVal-farValka6opilovv tig Tiuég
0ToVG dEoveg Y Kat Z

o gluOrtho2D(double left, double right, double bottom, double tom):
ypnowonoteitor ota 2D ypapikd pe Tov TpOTO TOv avaeEPONKE TOPATAVE®
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'\

image Plane

Camera

Ewéva 5: OpOoypaguki pofoifq avrikeipévoo [11]

e Perspective:

2V TPOOTTIKY TPOPOAT| 0 TPOTOC oL @aivovion To aviikeipeva oALAleL
avaAoyo LE TNV ATOCTOCT TOVG amd TNV KAPEPA. ZNUOVTIKO XOPOUKTNPLOTIKO TNG
TPOOTTIKNG TPOPOANG €lvor M KeEVIPIKN ouikpvven, oniadn m peiwon tov
HeYEBOVE TV AVTIKEWWEVOV KATd évov Toapdyovio mov givolr avaAoyog g
amOGTOGTG TOV OVTIKELLEVOL A0 TNV KAUEPQ.

_\_-_\_\_-_‘_'_‘_‘—--—.._

w®

! Image Plane

W/ " “Camera
Ewéva 6: Ilpoontikiy wpoPforn avrikeypuévoo [11]

O tpbdmog pe Tov omoio o ypnoTng umopetl vo kobopicel o Oplal TOV ONTIKOV TOV TESIOV,
onAaodn mowo pépoc tov 3D oknvikov umopel va del KABe opd, givor 1 dnuovpyio pog
opofemuévng meproyng mov ovopdaletar «frustum».Onmg eoivetor kot otnv gwkova 7
UTOPOVLLE VO QOVTOGTOVLE TNV TEPLOYN OVTN GOV U0 TUPAUION LLE TNV KOPVLOT| TNG TPOG TNV
Kbpepa. Avaioyo pe tn 0€om TOL OVIIKEWWEVOL ©E OYEON UE QLT TNV TLPOUida
TPOYLOTOTOEITOL KOl 1) avdAoyn moapopopewor. H meployn omd v xauepa xor péypt
Kovtivd Oplo «Near»odev eivar opati and tov yprotn. Opotd givar povo aviikeipevo mwov
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Bpiokovtor avapeoa ota Opla «Near», «Farxafdg Kot 6to mhaiclo Tov dnpovpysiton amd
T petafintéc «Top», «Bottom», «Left», «Right». [4] BpenGL nag napéyet cuvapTHoELS
va. dnpovpyncovue Eva «frustums:
0 void gluFrustum (double left, double right, double bottom, double top, double nearl,
double far)

Harizantal FOWV

[
| — Far

Vertical FOV
Right

Eyepoint

tan({vertical FOWV/2)
tani{haorizantal FOW/Z)

Aspect Ratio = _xL =

Ewova 7: H opati] Teproyn Tov ypfioty

Eniong pog mopéyel xor g ovvaptnon ywo v onpovpyio pog mpofoing m omoio
vroloyilet avtopata to «frustums»yia epndg. H cuvaptnon avti koeitor pdévo oe Aettovpyia
GL_PROJECTION.

0 gluPerspective(double fovy, double aspect, double near, doubleOmwy yivetot
opatd Ko otV Topandve ewova n mapapetpoc FOVY kabopiletl to medio opatdtTog
TOV YPNoTN Kot givarl 1 yovia Tpofoing otov dfova Y, Yo po KoAn mpoPfoAn otnv
000vn evog voroyiot) ot 60 Babuol apkovv. H mapduetpog aspecitnyv ovcia eivar n
npoforr otov a&ova X mov tcovtar pe X(width)/y(height), Sniadn to mhdtog g
opatng TEPLOYNG ot o Hyoc. Téhog, oTidonmote Ppickete Mo KOVTA Amd TNV TOPAUETPO
«Near»kot mo pokpld amd v mapdpetpo «Far»dev eivar opatd and tov ypnotn. Ot
TOPAUETPOL avTol TPETEL Vo glvarl Betikol aptBpov kol or TapaueTpog «Far»mpénet va
elvar peyaAvtepog apBpdc and 1o «Near.

To «frustum»mov dnpovpyodue pe ™ ypnon g glPerspective(Yomobeteitan avdioya pe
™ 0¢om ¢ khpepoc. H 0éon g kduepag kabopileton amd v mopakdtom pnéBodo n omoia
kaAeiton og Asttovpyio GL_MODELVIEW:

o0 gluLookAt(double eyeX, double eyeY, double eyeZ, double atX, double atY, double
atZ, double upX, double upY, double up®ytmg eaiveton Kot 6TV TOPAKAT® EIKOVA,
v va KaBopicovpe ) B€om g kdpepag ypnoylorotovpe 3 onueio 6Tov TPIGO1AGTATO
Koopo. To mpdto eivar T0 «eye»to omoio amoteAel tnv B€on ¢ KAUEPAS, TO onueio
«at»eivar avTd 610 0010 KOLTAEL O YPNOTNG, ONAUSN TO KEVTIPO TNG CKNVNG TOV, KOt TO
onueio «up»kabopilel v KatedHLVOT TOL SVOIGHLATOG TOV «ELYVEL» TPOC TA EMAV®.
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Ewova 8: Ta dwaviopata mov kabopilovv T 0£on ™ KGpepag

Eivar onuavtikd va tovicovpe 6t udévo n pébodoc gluLookAt() maipvel cov mapapétpovg
ovvtetaypuéves. Xty pébodo gluPerspective() 1 mopdauetpor  «Near» kor «Far»
AVTUTPOCMOTEVOVV OMOGTACELS Ao TO oNUEio «eye»otnv Katehhvuvon mov delyvel To onueio
«at»kat yioo avtd ot TéEG Tov Taipvouy glvar TpaypaTikol oplBpol Kot Ol CUVTETOYIEVES
onueiov.

To npéypappa Planes

AxoAovBel éva amAd mpdypappo 6to omoio moapovctdlovtal ot EVIOAEG Ol omoieg cuvNOmG
nepapPdavovtal otic dvo kvpteg pebddovg g JOGL kot fonbovv otn pvbuon Pacikodv
TOPAUETPOV TOV TTpoyplppotos. To ovoua ¢ epapuoyng eivor Planes drineda) ko
oyedwalel tpion mopaAAnAoypapupo  mov Ppiokoviol Ge SPOPETIKN OTOGTOCT OmO TNV
Kdpepa to kabéva.

O KOIKOG TOL TEPEYETOL TNV KOPLAL KAAGT, pe v ovouacio Planesgival idiog pe tov
KOdko Tov mpoypdupotog SimpleJoglApplet Ot povadikéc drapopég ivor To Gvopo g
KAdong, mov TAéov givar Planeskafdc kot 1o dvopa tov EventListenertov kavovue addoto
GLCanvas,10 omoio mAéov ocvumintel pe to Ovouo NG €MOUEVNG KAAGELS, Kot givon
PlanesViewWEtct Aoumdv 1 ypopp Tov opytkod TpoypappLoTod:

glcanvas.addGLEventListener(new SimpleGLEventListener());
AvtikobBiotatol amd TNV TopoKAT®:

glcanvas.addGLEventListener(new PlanesView());

Axolovbei | devtepevovoa kKAaon pe Ty ovopacio PlanesViewstnv onoia
nepiapPavovtor ot péBodot init() ko display(),6mov vapyet Kot TEPIEGOTEPOC KOIKOG GE
JOGL:

import java.awt.*;
import javax.media.opengl.*;
import javax.media.opengl.glu.GLU;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().

*/
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public class PlanesView implements GLEventListener

{

Ot dvo amapaitnteg eviodég v v dnuovpyia tov GL kot GLUT avtikeypévov mivo ota
omoio. Ba. oYESIAGOVIE TO CKNVIKO oG gival oVTEG OV avoypdeovtal Tpmteg otny init()
aArd ko oty display(),0mmg 6o dodue apyodtepa. Me v enduevn pébodo kabopilovue o
defaultypdpa to omoio Oa €xetl to oxnvikod pag. Télog, oty init(), 6mov o TpodTOG TPOPOANG
eivan ModelView by defaultkabopilovpe ™ 0éon g kauepag pe ™ pnébodo gluLookAt().

/**

* Take care of initialization here.
*/

public void init(GLAutoDrawable gld) {
/IThe mode is GL.GL_MODELVIEW by default
//We will also use the default ViewPort

GLU glu = new GLU();

GL gl = gld.getGL();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
/IDefine points for eye, at and up.
/[This is your camera. It ALWAYS goes
/lin the GL_MODELVIEW matrix.
glu.gluLookAt(

20, 18, 0,

20, 18, 30,

0,1,0

)i

}

¥t pébodo display(), aArlalovpe ™ Aertovpyia MatrixMode e PROJECTION®ote va
kabopicovpe 1o €idog ¢ mpoPfoing mov embuvuovue (paralleln perspective)llponyovuévag
0o mpémel va apykomomcovpe tov Tivako mpoPoing (projection matrix), ctov omoio
amoOnkevovtal To Oplo. TG OPOTNG TEPLOYNG, ME TIC TIUEG TOL povadiaiov mwivaka. H evioin
7oL To TETVYaivel owtod eivon 1 gl.glLoadldentity().

/**

* Take care of drawing here.

*/

public void display(GLAutoDrawable gld) {

float red = 1.0f;
float green = 0.0f;
float blue = 0.5f;

GL gl = gld.getGL();
GLU glu = new GLU();

//We're changing the mode to GL.GL_PROJECTION
/lthe only JOGL methods that should be called
/lwhile using the GL_PROJECTION matrix are:
/I gluPerspective

/I glFrustum

I/ glOrtho

/I gluOrtho2D

/I glLoadldentity

/I glLoadMatrix
gl.gIMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

2 ovvéyew, a@olh LIOAOYICOLUE TNV T TOL aspectovueomvo pe TIG OOTAGES TOV
oknvikod pag (width/height) vroloyiCovpe 1o aspectue tig kotdhAnieg mpacels. Aeod
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kaAéoovpe T péBodo gluPerspectivgia vo kabopilovpe v opatn meptoyn pag, arddlovue
10 MatrixMode 6 ModelView dote va epueavictovy cmotd ta teTpdymva Tov Bélovue va
oXeOAcoVpE. XTIV EIKOVA TTOL OKOAOVOEL LETG TOV KOIKA YiveTon peaveg 6Tl TapdTL TO
puéyebog Tov avtikelpévav gival 1010 autd @aivovtol dtoupopetikod peyébovg avdioya pe 1o
BaBoc oto omoio Bpioketar To kabéva.

/I Aspect is width/height

double w = ((Component) gld).getWidth();
double h = ((Component) gld).getHeight();
double aspect = w/h;

/INotice we're not using gluOrtho2D.

//When using gluPerspective near and far need
/Ito be positive.

/IThe arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 25.0, 55.0);

gl.glMatrixMode(GL.GL_VIEWPORT);

/lwe don't want to initialize the GL_MODELVIEW
/lusing gl.glLoadldentity() this time. It has
/Isettings from the init() that we wish to keep.

Me 11g emOUEVEG dVO EVIOAES OPYIKOTOLOVLLE TO YPDLLOL TOV CKIVIKOV LLOG KO GTI GUVEYELD
opifovpe 1o ypodua oV B EYovv T avTIKEipEVa TOV O GYESACOVE AUECWHS UETA.

gl.glClear(GL.GL_COLOR_BUFFER_BIT);
gl.glColor3f(red, green, blue);

Ao €00 Kol KATM LITAPYEL O KOOKOS TOL 6YeMALEL TO TAPOAANASGYpOULO GE TPpia
Swpopetikd emineda. [Ieplocdtepeg AETTOUEPEIEG VTAPYOVY TNV EXOUEVT] EVOTNTO
«yeoroouos Avureyévav — Or kAaoeic GL, GLU & GLUT».

gl.gIBegin(GL.GL_QUADS);
/Inotice that the three squares are
llexactly the same size. They appear
/[different on screen because of
lIperspective

//1st Plan

gl.glVertex3i(0, 30, 30);
gl.glVertex3i(10, 30, 30);
gl.glVertex3i(10, 20, 30);
gl.glVertex3i(0, 20, 30);

/[2nd Plane

gl.glVertex3i(20, 20, 37);
gl.glVertex3i(30, 20, 37);
gl.glVertex3i(30, 10, 37);
gl.glVertex3i(20, 10, 37);

//3rd Plane

gl.glVertex3i(40, 10, 45);
gl.glVertex3i(50, 10, 45);
gl.glVertex3i(50, 0, 45);
gl.glVertex3i(40, 0, 45);

gl.glEnd();
}

Ot emdpeveg PHEB0OOL TPOG TO TOPHV TAPAUEVOLV KEVEG KOOMG eV TOPOLGLALOVV KATOoLn
YPNOUOTNTO GTO TPOYPOLLLO TTOV UEAETALLE.

/**

* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size. We
* won't need this, but you may eventually
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* need it -- just not yet.
*
public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {

/**

* |f the display depth is changed while the
* program is running this method is called.
* Nowadays this doesn't happen much, unless
* a programmer has his program do it.
*/
public void displayChanged(GLAutoDrawable drawable, boolean modeChanged, boolean
deviceChanged) {
}
}

To amOTEAEGLOL TOV TPOYPAULOTOS POIVETOL GTNV EIKOVA, 9.

Ewova 9: Avtikeipeva id10v peyé0ovg aira dragopeTikod BdBovg pe ™ ypion g
gluPerspective()

6. Xyeowaopnoc Avrikeynévov — O kiaoelg GL, GLU & GLUT

6.1. I'evikd Xtoyyeia

Onwc 1M avaeépbnie n yYhwooa C anoterel v Bdon e Java OpenGly onoia
ypnowonotel to INIywo va emkotvovioet pe tig Pacicés Pifitodnrkeg C OpenGLOw
Biprobnkeg avtég sivar opyavouéveg oe header filesTa kvpiotepa header filestov eivau
QAP AT TO Y10 TOV GYEOLAGHO TV avTikelévay ivol ta “gl.h”, “glu.h” kot “glut.h”.

To “gl.h” givar To kvpimwg header filetov ypnowonoieitar oe 6l To Tpoypdppoto OpenGL,
emiong 1o "glu.h” £yet v 1o ypnopdmTa pe T novn dapopd 0Tl dev givar amapaitnTo o
wwaitepa amlomomuéva mpoypaupata. Ta dvo avtd header fileStapéyovv 6Aeg TIC ¥proYLES
GLVOPTNCELG.

H C dev vroompiler ™ dnuiovpyia mopabopwv, dnradn doev mepiéxet Windowing Toolkit

graphic librariesgvd n Javadwbétel ta makéta ypoeikdv AWT ko Swing. Onwg eivot
ovowo N OpenGLOa mpénel va oyedlaoctel o mapdabupa, kdtt mov dev vrootnpiler n C.
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E&attiog avtod Tov yeyovatog dnpovpyndnke n Ppiobnkn GLUT. IIpoxerton yio évo amdo
windowing toolkit mov emitpéner ™ OSmuovpyic mwapabOpov kabOg kot TV Vmapén
YeEYOVOT®V KOBodNYoOUEVOV Omtd TO TOVTiKL Kot T0 mAnkTpoAdylo. To maxéto GLUT dev
ypetdleton og mpoypappatiotés JOGL ot onoiot dabétovy on too AWT ko Swing.H JOGL
eniong Owbétel kdmoleg ovvaptioelg GLUT mov dnpiovpyodv mpokotacKeLAGUEVA

oyfuozo. [3]

Onwc £ytve @avepd Kol oTo TOPOUdEiypata KMOKA Tov £xovv avagepbel péyxpt topo ot
pébodor glBegin() ko gIENd() eivan avtég mov mepikieiovv OAeg T1g EVIOAEG oyedlacon. Ot
EVTOAEC oV pag Ponbave va oyxedidoovpe givar tov tomov glVertex(). H evtoin glBegin()
KoAeitor TpMTN Kot Toipvel ¢ TopAUeTpo otobepés Tinég e khdong GL, avaioya pe to
oynpo ov emBovpodpe va oyxedtdoovpe. H tiung g mapapétpov avtng delyvel tov tpomo
obvdeong TtV Kopvedv mov kobopilovtar amd v eviodn glVertex(). Axolovbei
ATOCTAC O, KOJKO TOV GYXEOALEL £val TETPAYMVO GTOV TPLOIAGTATO YDPO:

gl.glBegin(GL.GL_QUADS);
gl.glVertex3i(0, 30, 30);
gl.glVertex3i(10, 30, 30);
gl.glVertex3i(10, 20, 30);
gl.glVertex3i(0, 20, 30);
gl.glEnd();

O1 xupiotepeg ekdoyég g pebodov glVertexeivat ol mapakdTo:

e glVertex2d(double x, double y) Tyedl0ou6¢ 2D avTKEWEvoy
e glVertex2di(int x, int y)

e (glVertex3d(double x, double y, double z) S ves10616e 3D OVIIKEILEVGY
o glVertex3adi(int x, int y, int 2) XEOUIGHOG "

Mepikd and To oNUaVTIKOTEPU CYNLOTO TTOV ToipVEL cav Topauetpo 1 giBegin()sivar:

e GL_POINTS

e GL_LINES

e GL_LINE_STRIP

e GL_LINE_LOOP

e GL_TRIANGLES

e GL_TRIANGLES_STRIP

e GL_TRIANGLE_FAN

e GL_QUADS

e GL_QUADS STRIP

e GL_POLYGON

Onoc avaeépbnke Kol oy l60ymyn, to moAvTAoka oyfiuato oty OpenGLoyedialovton
ooV OpAdeS amd eMPUEPOVS TPOTOPYIKA TOADY®wva. Me ) PBondewo piog dadikaciog mov
ovoudletar «Tessellationszo moidmAoka moAdbymva dioywpilovrarl oto Pacikd moAdywvo
g OpenGLrpw oyediactovv. X1n cuvéyela 1 Eveor Tovg eival avty mov dnpovpyel 1o
TeMK6 emBounto oynua.
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Ewova 10: O 6yeo10610g €vOS TOMTAOKOV 6YNOTOS 0té Pooikd ToOAVY®VE TNG
OpenGL

Ot khdoeig GLU kar GLUT mapéyovv kdmoto Pacikd £Toiua oynpato to. oroio pmopel o
YPNOTNG VO, YPNOLOTON|CEL GTO, TPOYPAULATA TOV TOGO OVTOVCLN, OGO Kol yio T cvvbeon
10 TOAOTAOK®V OVTIKEUEVOV.

H x)haon GLU

H hdon GLU mepiéyet pebddovg yia 10 oxedlacud KuAivopov, coupdv kot dickwov. Ola
aVTa yivovtaw pe Tt xpnon «quadrics»Akolovdel Evo amOcTACHO KOSIKO TOV XPTCILOTOLEL
«quadrics»yio o oYedUGUO oG OPaipaG:

GLUquadric quad = glu.gluNewQuadric();
glu.gluQuadricDrawStyle(quad, GLU.GLU_LINE);
glu.gluSphere(quad, 1.0, 15, 15);
glu.gluDeleteQuadric(quad);

Xy mpotn ypouu onuovpyodue éve. GLUQquadric avtikeipevo. To avtikeipevo ovtd
Bpioketar oto Takéto javax.media.opengl.glu.GLUquadriLm cuvéysia ypnoylomolove
uébodo gluQuadricDrawSlyte(GLUquadric quad , GLenum dradwv 1 mopauetpog draw
kabopiler to embBountd otk oyedioong. Ta Swbéoyo otk oyedioong sivor T
GLU_FILL, GLU_LINE, GLU_SILHOUETTExot GLU_POINT.

To endpevo Prua ivor va oYedAGOVIE TO GYNULO TOV ETBVUOVUE PE TN XPNON HOG Ao TIC
TapoKato pedddovg:

e (gluSphere(GLUquadric quad, double radius, int slices, int stadksytpdt
TapapueTpog givan o «quadric»mov dnpovpynoape mponyovpévec. H mapduetpog
radiuskabopilet v axtiva ¢ oeaipac. O Tapauetpot sliceskon stacksimopovv va
TOPOUOLOGTOVV LLE TIG YPOLLEG TOV YEOYPOUPKOD UNKOLG KOl TAATOVS OVTIGTOLY0L LLLOG
vopoyeiov cpaipag. Oco peyarvtepot eivarl avtoi ot apBpol TOco Mo peaAloTikn Oo
eaivetol n ceaipa.

e gluCylinder(GLUquadric guad, double base, double top, double height, int slices, int

stacks) H pébodog ot Asttovpyei akpipdc OTmg Kot 1) TopoTave e T povn
dlapopd OTL TP £XOVUE TPIG TapAUETPOVE: TNV basen omoio kabopilel TNV aktiva
™G Pdong, v topmov kabopilel v aktiva Tov ETdved KvKAov, kot v heightrov
kaBopilel To VYOG TOL KLAIVOPOL.
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¢ gluDisk(GLUquadric quad, double inner, double outer, int slices, int loKps)ytai
1 TPAOTN TOAPAUETPOG TOVL cuvavTovue givan n quad.Ot mapdapetpot innerkat outer
AVATOPIGTOVV TO EEMTEPIKO AKPO KOl TNV TPVTO TOL VIAPYEL GTO ECWTEPIKO TOL
diokov avtiotoyo. H mapdpetpog sliceseivar ta koppdrio oto onoio yopiletor o
dioKog, evd N mapApeTpog ringseivat To dayTvALdL0 TOL VIAPYOVY TNV TEPIPEPELQ
TOVL.

To tehevtaio Pripa eivar va koréoovpe ) pébodo gluDeleteQuadric()) omoio katacTpEQEt
10 «quadric»mov yPNCIUOTOCAUE DOTE VO TAPAYOVUE TO OYNU. ATd T OTLYUR TOL TO
«quadric»€yet dtaypagel dgv LTopovE TAEOV VOL TO YPNCILOTO|COVUE OTH GYESIAON.

H xAdon GLUT

Avotoymg, n khdon GLUT mpoceépel oty Javapovo €va péPOg TV GUVOPTNCEWV TTOV
npoceépel ot C. Ot cuvaptioelg avtég mepiEyovv HeBOGOLE Yia TV dnpovpyio oynudtomv
kot keyévov. o avaivtikd, vroompiler ™ Onpovpyio KOPOV, KOVOV, SOIEKAEIPOV,
cOAP®V Kol GAL®V oynudtov, Kabhg kot kewévov. Ta 600 Prpota yio To oYedacnd evog
GLUT oynuatog elvar m omuovpyia evog GLUT avtikeywévov, pe tov TpOTO 1OV
OMNUoVPYOLVTOL AVTIKEIPEVH 0T Java,kal 1 ¥pron TOL OVTIKEWEVOL OVTOV Y10, TV KANOM
g emBounmg GLUT pebddov. To mapakdto ondomacpo KOOKo ¥PNOLUOTOoLlEiTat yio )
dNuovpyia vOG EIKOGOEIPOV:

GLUT glut = new GLUT();
glut.glutWirelcosahedron();

Ta avtikeipeva Tov oNUIOLPYOHUE LE ALTOV TOV TPOTO EUPUVIfOVTOL OKPIPMOS 6TO KEVIPO NG
0pOTNG oG mepLoyns. Apyotepa Ba avaivcovpe TdG pmopoOue va tomobetioovpe €va
avtikeigevo otnv 0éon otnv omoio embopodue KoODG Kot TO TOE HTOPOVUE VL
petaxwvnBoovpue péca 6to 3D ornvikd pog.

To npéypappe GLUODjects

Axolovbei M epoappoyn GLUODbjects n omoia deiyver tov tpodmo oyedloopod €vog
avtikelpévoy v kihdong GLU omyv JOGL. To kbOpio mpoypappo GLUObjects mov
neplapPavel T main dev avaypdgetal yioo Adyovg cuvtopiog kabdg dev Slopépel amd TIG
avtiotouyeg KAdoelg mov gidape mapandve. To mpdypoaupa GLUObjectsViewneprypageton

TOPOKATO Prino — Prpa.

import java.awt.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

import javax.media.opengl.glu.GLUquadric;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().

*

public class GLUObjectsView implements GLEventListener

{
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To mapdderypo owtd pog deiyver 0tL 1 xpnon g ocvvdptnong gluPerspective(umopei va
yiver otnv init() kot ¢ gluLookAt() omnv display() @vrtifeto pe 611 cuvéPave ota dvo
nopamdveo mopadsiypoata). H taxtikn avt) Ba yiver aitepa yprown opyodtepa 4tav ot
TéG tov mapapétpov e gluLookAt() Ba aridlovv dote va 0 ¥pNoTNG Vo Kiveital otov
yopo. Ilpog 10 mapdv apkel va yvopilovpe 61t o1 600 OVTEG CLUVOPTNGCELS UTOPOLV VO
KANBoVV péoa amd dVo dlapopeTiKeg nebdoovg.

/**

* Take care of initialization here.

*/

public void init(GLAutoDrawable gld) {

/IThe mode is GL.GL_MODELVIEW by default
//We will also use the default ViewPort

GLU glu = new GLU();

GL gl = gld.getGL();

//We're changing the mode to GL.GL_PROJECTION
/[This is where we set up the camera
gl.gIMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

/I Aspect is width/height

double w = ((Component) gld).getWidth();
double h = ((Component) gld).getHeight();
double aspect = w/h;

//Notice we're not using gluOrtho2D.

//When using gluPerspective near and far need
/Ito be positive.

/IThe arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 2.0, 13.0);

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);

}

‘Etor Aowmodv aArdlovpe to MatrixMode ce PROJECTION dote vo kaAhéoovpe tnv
gluPerspective Akolovbei  pébodog display mov oyedialer évav dioko 610 KEVIPO TNG
GKNVNG.

/**

* Take care of drawing here.

*/

public void display(GLAutoDrawable gld) {

float red = 0.0f;
float green = 0.0f;
float blue = 0.9f;

GL gl = gld.getGL();
GLU glu = new GLU();

//We're changing the mode to GL.GL_PROJECTION
/lthe only JOGL methods that should be called
/Iwhile using the GL_PROJECTION matrix are:
/I gluPerspective

/I glFrustum

I/ glOrtho

/I gluOrtho2D

/I glLoadldentity

/I glLoadMatrix
gl.gIMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

31




Java OpenGL

AMaGlovpe ko moh to MatrixMode ce MODELVIEW ®ote va kaAécovue v
gluLookAt(). Akolovbei 0 «xaBapiopdc» Tov GKNVIKOD KOl O OPIGLOG TV YPDUATOV.

//Define points for eye, at and up.
/[This is your camera. It ALWAYS goes
//in the GL_MODELVIEW matrix.
glu.gluLookAt(

0,
0,
1

1

(@} e RN

- 00O

~—

gl.gIClear(GL.GL_COLOR_BUFFER_BIT);

gl.glColor3f(red, green, blue);

Onwg mpoavapépaple kol otn Bewpia yro va oxedidoovpe éva avtikeipevo g kAdong GLU
npota Kataokevdlovue Eva Quadrickon emAéyovpe Tov TpdTo oYedOCUOD TOV pE TN HEB0d0
gluQuadricDrawStyle()TéLog, oyedialovpe T0 AVTIKEINEVO UG, TOL GTNV TPOKEUEVT] EIvVOL
évag dilokog, kat dtaypapovpe to Quadricmov éyovpe KATACKELAGEL 0OV TAEOV BEV TO
1PEWLONOCTE.

GLUquadric quad = glu.gluNewQuadric();
glu.gluQuadricDrawStyle(quad, GLU.GLU_LINE);
glu.gluDisk(quad, 1.0, 0.2, 50, 15);
glu.gluDeleteQuadric(quad);

}

/**

* Called when the GLDrawable (GLCanvas

* or GLJPanel) has changed in size. We

* won't need this, but you may eventually

* need it -- just not yet.

*/

public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {
}

/**

* If the display depth is changed while the

* program is running this method is called.

* Nowadays this doesn't happen much, unless

* a programmer has his program do it.

*/
public void displayChanged(GLAutoDrawable drawable, boolean modeChanged,
boolean deviceChanged) {

}
}

To aviikeipevo mov oyeddleton @aivetor oty ewova 11. O wAnpng kddwog Tov
TpoypaupoTog mov meplEyel kot Tig 0vo kidoeg (GLUODbjects kar GLUObjectsView)
VIapyeL ota apyeio demos.
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Ewoéva 11:'Eva étowpo avtikeipevo g khdong GLU pe ™ popeny GLU_LINE

7. Metaoynuatispoi - Transformations

7.1. Oeopia

Mmnopovpe va petakivnovpe péco oe onotodnmote 3D oknvikd pe moArlovg Tpdémovs. Kabmg
KWVOOLLOOTE PETOCYNUOTIOUOT SLUPBAIVOLY GTO d1APOPa AVTIKEILEVA TOV OKNVIKOV pag. Ommg
non avaeépbnke, ov petacynuaticpol cvppaivovv oe Asttovpyic GL_MODELVIEW. Ta
«&topo» avtikeipevo g JOGL, 0nwg avtd tov kKAdoewv GLU xow GLUT, tomoBetovvion
GTO ONUELD AVAPOPAS OV Eival TO KEVIPO TNG OPATNG TEPLOYNG, LE ATOTELEGLO. OTTOLOONTTOTE
avtikeipevo va gpgovifetar oty 010 Béon kot pe 1o 1010 péyeboc. Avtd pumopel va aArdcet

LLE TN XPNON TOV LETAGYTLATIGLOV.

Yrdpyovv 3 €idn petacynuaticpdv oty JOGL mov mpaypoatomolovviol pe T TopaKito
puebosovg:

glScaled(double x, double y, double z)

O petaoynuoTiopdg KMULOKOG YPNOUOTOIEITOL Y100 TNV dAAOYT] TNG KMUOKOG GOUPOVA
pe v omoia.  oyedialeror to avtikeipevo. Ot THES TOV X, Y Kol Z TOL TOPVEL GV
TOPOUETPOVG  TOAAOTANGLALOVTOL HE TNV  TPOVTAPYOLGH  KAIHOKO (OCTE v
ONUovVPYNOBOVV TOPAUOPPDGELS GTO AVTIKEIUEVO.

glRotated(double angle, double x, double y, douhle z)

O petaoynuoTIcpOg  TEPIGTPOPNG  YPNOIUOMOLEITOL YL TNV  TEPLGTPOPT]  TOL
OVTIKEWEVOL MG TTPOG Tovg a&oveg X-Y-Z. Eivan cav va gavtalopoaote 0Tt 1 Kapepa
yopilel yOpo-yOpo amd 10 avTIKEINEVO MGTE VA TO doVE Ao OAEG TG TAELPEG ToL. [
TNV TEPIOTPOPT] MG TPOG TOVG TPLS AEOVEG YPNOLOTOOVUE Yio ToV KABe dfova pa
Eeyoplot) kAo g nebddov glRotatedus drapopeticég Tiég tov angleaild kot tmv
X,¥,Z. Eni mapadeiypati, ot «Anoeig gl.glRotated(anglel, 1, 0, O)xat
gl.glRotated(angle2, 0, 1, @pnoyomovodvTal Yo TEPIGTPOPN) MG TPOS TOV AEOVH X
ka1 Y avtiotoryo. To mapdodetypo avtd yiveton o kotavontd pe ) Pondeta g eikdvag
12. [4]
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Ewoéva 12: Ileprotpoi] ®g mpog Tovg 3 aoveg

e (glTranslated(double x, double y, double z)
O petaoynuoTicpog HETAPOPAS YPNOWLOTOLEITAL Y10 TNV UETOKIVIION TOV <ETOLUMV
OAVTIKEWEVOV GE O1pOpPETIKN BEon amd To onueio avagopds. To onueio epedviong tov
OVTIKEYUEVOL SlopopoToteiTal omd TO onpeio avaeopds avdloyo He TG THEG TOV
ToPoUETPOV X, Y kot Z. Eniong, emtpénel otov ypnot va tepinynel otov xdpo kadmg
npocopotdlet pa képepa mov umopet vo petakivndei pévo otovg a&oveg X-y-Z xwpig va
UTOpEL Vo «oTpiye».

7.2. To Hpéypappa FirstPersonView

AxoAlovBel 0 KOOKAG €vOg TPOYPAUUATOS OV oYedldlel évav kOPo otov TPLEdIACTATO
KOGHO pe TN ¥pNom Tov £Tomv oynudtov e kAdong GLUT. Emiong, pog otveton 1
SVVATOTNTO LE TO TATNO OPICUEVAOV TANKTP®V VO LETAKIVIOOOUE HEGH GTOV TPLGOAGTATO
KOGHO He TN YpNon TV HeBOO®V UETACYNUATICHODL 7oL Non avaeépdnkav. TéAog,
epapuoletar aAlayn KAMpokag pe t yprion g pebodov glScaledrov aridlel v khipaxo
tov G&ova Y moapopop@mdvovtag tov kvPo. AkolovBel n kOpla kKAGom, pe TV ovopocio
FirstPersonMovement,tov omoia mepilapPdver ™ main() kot koAei v emdpevn KAdon
(FirstPersonView), oroia nepiéyetl tov JOGLkMIKa.

import java.awt.*;

import java.awt.event.*;

import javax.swing.*;

import javax.media.opengl.*;

/**

* This is a basic JOGL app. Feel free to

* reuse this code or modify it.

*

public class FirstPersonMovement extends JFrame {

static GLCanvas glcanvas = null;

public static void main(String[] args) {
final FirstPersonMovement app = new FirstPersonMovement();
/I show what we've done
SwingUftilities.invokeLater (
new Runnable() {
public void run() {
app.setVisible(true);

}
);
}

public FirstPersonMovement() {
/Iset the JFrame title
super("First Person Movement");
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211G eMOUEVEG GEPEG TOL TTPOYPAUUATOG PAETOLHE OTL OMLOVPYEITOL VO AVTIKEIIEVO TG
KAdong FirsPersonViewn omoio viomoiei 1600 tov GLEventListener,6co a1 tov
KeyListener. Xt cuvvéyeln mpootibeton o GLEventListenersto glcanvas,6moc kot oto
TponyovuEve mapadelypota. Avti T eopd duwc tpocbétovpe v KAdon FirstPersonView
v devTEPN POpa apov avth viomotel ko tov KeyListener.O KeyEventListenewmotelel
pa Slemaen xpnotn 1 onoia fonddel otnv TapakolovONon YEYOVOT®V TANKTPOAOYIOL.

/[create our KeyDisplay which serves two purposes
/l 1) it is our GLEventListener, and

/I 2) it is our KeyListener

FirstPersonView fpv = new FirstPersonView();

//kill the process when the JFrame is closed
setDefaultCloseOperation(JFrame.EXIT_ON_CLOSE);
/lonly three JOGL lines of code ... and here they are
GLCapabilities glcaps = new GLCapabilities();
glcanvas = new GLCanvas();
glcanvas.addGLEventListener(fpv);
glcanvas.addKeyListener(fpv);

¥t0 mpoypappo avtd Oa mpémel vo mepAoovue TO avtikeipevo glcanvasotv kAdon
FirstPersonViewte ) ypnon g pnebodov setGLCanvas(§ot avtod yloti To GKNVIKO Lag dev
Oo Topoapével apetaPAnto, oAl o kokodue Ty repaint()kabe gopd mov PETAKIVOVUAGTE
otov yopo. H mapokdto ypopun koowka pog e€acearilel axkpiPag 6Tt kdbs @opd mov o
xPNOoTNG TECEL Eva TANKTPO Vi Vo petakivnOel atov xdpo to oknviko Oa aAlalel avdloya.

/lwe'll want this for our repaint requests
fpv.setGLCanvas(glcanvas);

/ladd the GLCanvas just like we would any Component
getContentPane().add(glcanvas, BorderLayout. CENTER);
setSize(500, 300);

/[center the JFrame on the screen

centerWindow(this);

}

public void centerWindow(Component frame) {
Dimension screenSize =
Toolkit.getDefaultToolkit().getScreenSize();
Dimension frameSize = frame.getSize();
if (frameSize.width > screenSize.width )
frameSize.width = screenSize.width;
if (frameSize.height > screenSize.height)
frameSize.height = screenSize.height;
frame.setLocation (
(screenSize.width - frameSize.width ) >> 1,
(screenSize.height - frameSize.height) >> 1

);

To napaxdte Tpoéypoppa pe v ovopacio FirstPersonViewuog deiyvel tov tpomo pe tov
omoio o ypnotn wumopel va petokivndel otov yodpo tov 3D oknVikoy TOTOVTOS KAmOl!
TANKTPO 0O TO TANKTPOADY10.

import com.sun.opengl.util. GLUT;
import java.awt.*;

import java.awt.event.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

/**
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* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().

*

public class FirstPersonView implements GLEventListener, KeyListener

{

double xPosition = 0;
double zPosition = 0;
double yPosition = 0;
int anglex = 0O;
int angley = 0O;

float red = 0.0f;
float green = 0.0f;
float blue = 1.0f;
GLCanvas glc;

Ed® yivetan ) apyikomoinon tov petafAntdv otng onoieg amodnkevetan 1 6€on tov ¥pNHot
(X,¥,2) koBh¢ Kat TE YOI TEPLOTPOPNG OG TPOG TIV OTOL0 TEPLOGTPEPETE O YPNOTNG. ANAEC
petaPAntég amotedovv ot default tipéc yuo to ypdpa Tov oknviKod Kabmg emiong Kot To
avtikeipevo GLCanvas.Akolovbei 1 uébodog setGLCanvas()) ypnowotnto. e onoiag

eENyNndnke 6To TPONYOLLEVO TPHYPOLLLLAL.

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;

}
/**

* Take care of initialization here.
*/

public void init(GLAutoDrawable gld) {

/IThe mode is GL.GL_MODELVIEW by default
/IWe will also use the default ViewPort

GLU glu = new GLU();

GL gl = gld.getGL();

gl.glMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

/I Aspect is width/height

double w = ((Component) gld).getWidth();
double h = ((Component) gld).getHeight();
double aspect = w/h;

//When using gluPerspective near and far need
/Ito be positive.

/[The arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 2.0, 20.0);

}
/**

* Take care of drawing here.

*/

public void display(GLAutoDrawable drawable) {
GL gl = drawable.getGL();
GLU glu = new GLU();
GLUT glut = new GLUTY();

gl.gIMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
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//Define points for eye, at and up.
/[This is your camera. It ALWAYS goes
//in the GL_MODELVIEW matrix.
glu.gluLookAt(

xPosition, yPosition, zPosition,
xPosition, yPosition, (zPosition+20),
0,1,0

)
gl.glClear(GL.GL_COLOR_BUFFER_BIT);

Y& avt ™V Tepintoon N pébodog gluLookAt() mepiéyeton oty display() 616tt n 8éon g
Kapepog (ypnonc) dev eivar otabepn aAld oALalel kKaBOC TEPYOVUOOTE GTOV YDPO. AVTO
meTVYAIVETOL e TN YpNon Tov uetaPfintodv XPosition, yPositiokal zPositiontev oroiwv ot
TIéG oAAGCoVV doTe va aAAAle kKo 1) BEom TS KAUEPOG.

gl.glRotated(anglex, 1, 0, 0);
gl.glRotated(angley, 0, 1, 0);

H 600 evroréc gl.glRotated()emitvuyydvovy v TEPIGTPOPN TOV OVIIKEIUEVOV KGOE Qopd
mov o amd T Tég anglex ko angley aAlalovv. H mpdm ypouun mepiotpépel ta
aVTIKEILEVA MG TTPOG TOV AEova X evd 1 0e0TEPT ™G TPog Tov A&ova Y. To oamotélecuo mov
EMTLYYAVETOL LOLALEL GOV O YPNOTNG VO TEPIGTPEPEL TO KEPAAL TOV TAV®D — KAT® Kot de&1d —
apLoTEPQ, OVTIGTOLYO.

red = 0.0f;

green = 0.0f;

blue = 0.9f;

gl.glColor3f(red, green, blue);

[/ltransforming the place the next shape
/Iwill be drawn.

gl.glTranslated(2, 0, 2);

//We use wire here because default
/Nlighting is not good enough to

/luse when rendering the solid version
glut.glutWirelcosahedron();

Ot mtapamdve dvo ypappés kabopilovv m Béomn mov Ba eppaviotel To avtikeipevo Kabmg kot
10 oyfuo Kot €idog tov aviikewévov. H pébodog glTranslate()opiler to onueio mov Oa
eUPOVIOTEL TO €MOUEVO OVTIKEINEVO TPOGOETOVTAG TIG TINES X,Y,Z OTIC TWWEG TOV onueiov
avo@opas. ['a v eueavion Tov TPMOTOV AVTIKEIEVOL Ol TYES OVOPOPAS GUUTITTOVV UE TNG
TIWEG €16000v Tig pebodov gluLookAt(). Apov opicovue ™ 0éom TOL OVTIKEWEVOL
emAéyovpe to avrikeipevo g kAaong GLUT v GLU mov 8éhovue va gppavicovpe. Me tov
010G TpOTO GYEAALOVE KoL TO ETOUEVA EIKOGAEIPQL.

/Imore shapes to navigate through
gl.glTranslated(-4, 0, 0);
glut.glutWirelcosahedron();

red = 0.0f;

green = 0.9f;

blue = 0.1f;

gl.glColor3f(red, green, blue);
gl.glTranslated(4, 0, 4);
glut.glutWirelcosahedron();
gl.glTranslated(-4, 0, 0);
glut.glutWirelcosahedron();

red = 0.9f;

green = 0.0f;

blue = 0.1f;

gl.glColor3f(red, green, blue);

37




Java OpenGL

gl.glTranslated(4, 0, 4);
glut.glutWirelcosahedron();
gl.glTranslated(-4, 0, 0);
glut.glutWirelcosahedron();

red = 0.9f;

green = 0.0f;

blue = 0.9f;

gl.glColor3f(red, green, blue);
gl.glTranslated(4, 0, 4);
glut.glutWirelcosahedron();
gl.glTranslated(-4, 0, 0);
glut.glutWirelcosahedron();

red = 0.5f;

green = 0.5f;

blue = 0.5f;

gl.glColor3f(red, green, blue);
gl.glTranslated(4, 0, 4);
glut.glutWirelcosahedron();
gl.glTranslated(-4, 0, 0);
glut.glutWirelcosahedron();

}

/**
* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size. We
* won't need this, but you may eventually
* need it -- just not yet.
*/
public void reshape(GLAutoDrawable drawable, int x, int y, int width, int
height) {
}

/**

* |f the display depth is changed while the

* program is running this method is called.

* Nowadays this doesn't happen much, unless

* a programmer has his program do it.

*/

public void displayChanged(GLAutoDrawable drawable, boolean modeChanged,
boolean deviceChanged) {

}

Ot tp1g pébodot mov mpémel vo. vAoTotovvTal dtav dnuovpyovpe Evav Keylistenersival ot
keyTyped(), keyPressed@uu keyReleased()H pébodogc mov ypnoipomotodue mo ocuvyvd
eivan 1 keyTyped().Movo otn pébodo avty Umopodue vo, KAVOLLE ¥p1oT THG GLVAPTNONG
getKeyChar()n omoia emotpépetl £va avayvoploTikd Yo 0 TARKTPO wov motndnke. Me
aLTOV TOV TPOTO, AVAAOYO LLE TO TANKTPO EKTEAEITOL KOL 1] AVAAOYT) EVEPYELQ.

public void keyTyped(KeyEvent e) {
if (e.getkeyChar() == KeyEvent.VK_1)
zPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_2)
zPosition -= 1;
else if (e.getkeyChar() == KeyEvent.VK_3)
xPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_4)
xPosition -= 1;
else if (e.getkeyChar() == KeyEvent.VK_5)
yPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_6)
yPosition -= 1;
else if (e.getkeyChar() == KeyEvent.VK_7)
anglex +=1;
else if (e.getkeyChar() == KeyEvent.VK_8)
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anglex -= 1;
else if (e.getkeyChar() == KeyEvent.VK_9)
angley +=1;
else if (e.getkeyChar() == KeyEvent.VK_0)
angley -= 1;

glc.repaint();
}

H pébodoc keyTyped()mepiéyet o oepd and cvvinkeg if mov eléyyovv v €icodo tov
TANKTPOAOYiov. AvAAoyo pe TO TAAKTPO TOL maTAEL O YPHoTNG ol TéG tv XPosition,
yPosition kou zPosition av&avovtar 1 peudvovtol exnpedloviag TG TAPUUETPOVS TIC
gluLookAt. 'Etot alddlel n Béomn ¢ Kauepag Kot 0 ¥pnotne umopetl va petokvnOel péoo
otov ympo. O tekevtaicc téooepic ovvOnkeg oAlalovv Tig TIHEG TV anglexkor angleyoote
0 ypio¢ pe ) Ponbdeia g glRotateva pmopei va nepiotpéyetl t0 onTikd T0v TESIO GTOV

YOPO.
public void keyPressed(KeyEvent ke) {
}
public void keyReleased(KeyEvent ke) {
}

}

To amotélecpa TOL TPOYPAUUATOG VTV HE TO. S1APOopa TOADYPOL EIKOCHEdPO dLdoTapTAL
GTOV Y®PO paivetal otnv ekéva 13.

Ewova 13: [ToAvypopa rordymvae tng OpenGL
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8. POTIGNOS Ko XpOua,

8.1. I'evika Xtovyeio

Méypt TOpPO. Yo TOV GYNUOTIOHO TOV ETOU®V  OVTIKEWWEVOV TG KAdong glut
ypnoonoovcape neBodovg mov oyedidlove PUOVO TOV OKEAETO TOV OVTIKEIWEVOV 1)
KaAvTEPO TO TTEPTYpappd Tovg. Ot péBodotl avtol meptddpfavoy 6to Ovopd Tovg TV AEEN
Wire xot oynuatiCave avrtikeipeva mov ontikd épotalay HE OVTO TOV  TOPOTOVED
npoypappotog. Iopodeiypoata térowwv  uebddwv  eivor  or  glutWirelcosahedron(),
glutWireCube(), glutWireConeg.o.

To mpoPAnua avtd g amewodviong mnydler omd to yeyovog OTL Ol TAELPEG OA®V T®V
AVTIKEWEVOV €ival TOL 1010V YPOUATOG, TO 0oio KabopileTal OT®MG NON avaPEPONKe Amd
uébodo glColor3f(float red, float green, float blueXtov mpayuatiké koécpo Oupwmg dev
ocvpfaivel avtd kaBmg KaOe avtiKeipevo £xel SPOPETIKO YpOUO o€ KABe TAgupd Tov. Av
TOPOTNPCOVUE EVO OVTIKEILEVO TOL TPAYUATIKOD KOGUOL Oa dovpe 0Tl TapoTL BempnrTikd
Qaivetar vo £xel £va xpmUO, 0l TAEVPES TOV SOPEPOVY OC TPOS TN OKLl, OKOWO UTOPEL Vo
TOPOTNPCGOVUE TNV AVTOVAKANCT) GAL®V AVTIKEUEVOV GTNV EMLPAVELL TOV.

Ext6¢ amd tov k000piopd 1oV ¥pOUOTOS EVOG OVTIKELEVOL UTOPOVUE VO, ETAEEOVLE Kal Eval
povtélo okiaong (shading modelMuo ypopuun 1 éva Pacikd mordywvo g OpenGLumropel
vo Loypagiotel pe uovo éva ypoua (flat shading)y kot pe mepiocotepa ypdpata (smooth
shadingn Gouraud shading). H mopokdto cvvaptnon pog Ponbaer vo emhéEovpe to
emBountod shading model:
¢ glShadeModel(GL.mode):
n dvvatég Tywég tov modesivor GL_FLAT war GL_SMOOTH

Me ™ ypnon tov flat shadingn kabe kopver evog Pacikod moivydvov g GOGL éxet to
1010 akpPmG ypdua Kot £T61 oyNUATICETOL VO TOADY®VO TO 0010 @aiveTat va €Yl £vol LOVO

APOLLOL.

Avtifeta, pe to smooth shadingo ypopo g kKabe kopveng aviyetoniletor pe Eexpiotd
Tpomo. Xe o ypoppn To OPOPETIKA YpouaTo NG kdbe kopveng mopepPailovion
avOUETAED TOVG KoTd URKOS ToL evBuypdupov tunpatog. Eniong, og éva facikd morlvywvo,
TOL YPOUOTO TOV ECOTEPIKOD TOV TOAVYDOVOL TOPEUPAAAOVTOL GTO YPOUOTA TOV KOPLPDOV
tov. 'Eva 1€1010 TOAOY®VO Qaivetol otny gikova 14, [1]

Ewoéva 14: Tpiyovo pe ™ gpfiony smooth shading
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8.2. ®@OTIONOS LKNVIKOV

IMo va areikovicovpe e peaAIOTIKO TPOTO TO OVTIKEIEV HOG MOTE Vo Qaivetal to Pdbog
TOVG, OMMG TO OTEPEG OTOV QUOIKO KOOUO, ypewlopocte (o mnyn omtoc. I[lpota
EVEPYOTOLOVLLE TO GTOLXEID TOV POTIGHO oty OpenGLue v mopakdTo EVIOAN:

e glEnable(GL.GL_LIGHTING)

MOoMg evepyomomoovpe Tov QOTIGHO avtopoto 1 eviodn glColor3f octapatder va €xet
ypnootta. To aviikelpevd pag mAEoV £Y0uV YPOUA YKPL Kol TEPIUEVOLY va, AdBovv To
YPDUO TOVG LLE TNV ¥pNon TV Materialstov avaAlvoviol TopoKaTo.

Eivar onpavtikd va yvopifovpe 6tt 1 OpenGLdwbétet évav aplBud and anevepyomompéva
QOTO TOV Umopel va ypnolpomomoel o ypnote. O péyiotog apuog kabopiletor amd v
T GL.GL_MAX_LIGHTS kot givor avdioyog pe v ékdoon g JOGL ov drabétovpe
(covbwg eivon 8). Ta @ota ovtd &ovv ta ovoupata: GL_LIGHTO, GL_LIGHTL,
GL_LIGHT2, GL_LIGHT3«kAn Kot Evepyomol00VTaL LE TNV EVIOAN:

e glEnable(GL.GL_LIGHTX)mov X umopei va givon 1,2,3kAx [3]

Yrdpyovv 1€coepa €101 pwticpov otnv OpenGL.Avtd sivar:

1) Ambient: [Tpdkerton yio 10 S1AGTAPTO MG TOL VITAPYEL OE £va TEPPAALOV TOV 0010V
N KatevOvvon givar advvatov va tpodploptotel. To amoTéAEGa VTO TPOKVTTTEL OTOV
TO (PMOC OV TEPTEL OE LU0 EMLPAVELD OVTOVOKAATOL TPOG OAES TIS kaTeLBHvoels. To pwg
avtd cVVNOMG €xel 1010 YpdOUO LE TNV TNYT POTOS, WOTOGO GE OPIGUEVES TEPUTTOCELS
otav éva ypoua Kvuplopyel oe €vav YOPo TO JSUCTOPTO PG TOIPVEL TNV YPOLL TOL
YPDOUOTOG TOV OVTIKEIUEVOV TAVE® 6T OTToio avTavakAdtal. [ evepyomomcovpe tov
ambientpotioud ypnoomolovpe Evay mivako teccdpmv otoyeiov. Ta tpia mpodTa
avtumpoconevovy ta xpopotoe RGB kot maipvouv tipég amd 0 péypt 1. H tedevtaio
napdpetpog eivan n Alpha, mov 6mwc non avaeépdnke kabopilel ™ dapdvela. Xt
ouvvéyelo, pe ) ypnon ¢ nebodov gllightfv dnuovpyodue tov dibomapto potioud
pog pe Baon tov mivaxke ambientO avtictoyog KOdKO eivar:

o float[]] ambient = {float red, float green, float blue,float alpha};
gl.glLightfv(GL.GL_LIGHTO,GL.GL_AMBIENT,ambient,0);

2) Diffuse: To €idog awtd wTdg MPoépyeTar amd Ui GLYKEKPIUEVT Kotevbuvon Kot
TEPTEL aKPIPDOG TAVED o€ o emeavele. Katd cvvéneio 1o g ovtd givar wo duvatod
and to ambientkot avtavakidrol Tpoc OAeg TIC katevBvuvoelc. To avrtikeipevo @aivetol
va gival potiopévo pe v o Evtaon and 6molo onueio kot av to kottdEovpe. evikd
omowdNTOTE TNYN QOTOS ot ovykekpuévn 0éon exméumer diffuse light. H
EVEPYOTOINGT OVTOL TOV €I00VC PMOTIGHOV YIVETAL OTMG KOL TPV, UE TN YPNON €VOG
nivako diffuse:

o float[] diffuse = {float red, float green, float blue,float alpha};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, diffuse,0);

3) SpecularTo emg avTd TPOEPYETAL KOl TAAL OO U0 GLYKEKPIUEVT KaTeEDOUVGT aAAG
OUTH TN POPA OVTOVOKAATOL Ad TNV EMPAVELD PE Evav emBountd tpomo. Moldletl pe
N cvumEPLPopd (og aktivag Aéwep mov avtavakAdtolr TANPOS o€ £va KaBpEPT 1
OAMOC TNV CUUTEPLPOPE TTOL £XEL VO KATOTTPO OTAV TO SOTEPVA U0 AKTIVOL QOTOC.
Ot yvaMoTepEG EMPAVELES 1 TO TAAGTIKO EXOVV TOV TOPAYOVTO 0VTO G€ PEYAAO Pabuo,
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dnradn ot Twég tov RGB otov mivaka speculargyovv vymAéc Tipéc, evd emQAVELEG
OT®OG OVTEG UOG KILOMAG 1 €vOg xaAov dev dtabétovv T€To0v €idovg poTicpd. Ot
EVTOAEG Y10 TNV EVEPYOTOINGT TOV Elval:
o float[] specular = {float red, float green, float blue,float alpha};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_SPECULAR, specular,0);

4) Emission:Extog and 1o mopandve €idn eotog éva avtikeipevo pmopei va dtobétel
E0MTEPIKO MG, ONAAdT MG OV Vo, eKTEUTEL TO 1010. XNV OpenGL,to croyeio avtd
TPOocOETEL £VTOON GTO YPOUO HOG ETLPAVELNG OALAL OV TPOcHETEL EMTALOV POTIGUO
oTOV XOpo Kot dgv emnpedletot omd dAheg myEg pwTOG. Ot ovTioToLy e EVIOAEG Elvar:

o float[] emission = {float red, float green, float blue,float alpha};
gl.glLightfv(GL.GL_LIGHTO,GL.GL_EMISSION,emission,0);

Ymévia xpPNOIULOTOOVUE Kol Ta Tpio €idN eoTiono. Tig nepiocdtepec popég ta ambientkon
diffuse lighteivon apketd dote va poticovve 10 oknvikd pogc. [lepiocodtepa €idn POTIGUOD
oNuovpyovy éva moAD €vtova eoTicpévo oknviko. Emiong 0o mpémer va avagépm OTL
0éon tov GL.GL_LIGHTO ota mopomdve mopadsiypoto KoOdko pmopel vo mapet
omotodnmote omd 1o, dabéoa edta e JOGL (GL_LIGHTO, GL_LIGHT1kA®). Apod
opicovpe Ta €101 POTICHOV TOV VITOSTNPILEL TO KaBE PMOG O TPETEL VO TO EVEPYOTO|GOVLE
OTOV TO YPELOGTOVUE KOL VO TO OEVEPYOTMOUM|GOVUE OTaV O Mog ypelaleton mAéov. H
AmEVEPYOTOINGM TOL PMOTOS YiveTon ®g eENG:
e (¢IDisable(GL.GL_LIGHTXx)6mov X umopei va givon 1,2,3kAn

Ofon g INyNS POTOG

Metd omd po oOvToun mEPLYpoen TOV €OV eoTiopod mov vrootnpilet 1 OpenGL fa
TPEMEL VO OVOPEPOVIE TOV TPOTO HE TOV Omoio TomobeTOLUE TNV TNYN QOTOG CE
ovykekpuévn Béom. I'a tov Tpocdiopiopd g 0éong ypnoyomolov e évay Tivako POsition
teccdpmv ototyeiwv. Ta tpia TpdTO TPosdopilovv T1g cuvietayuéves X, Y, Z.H tedevtaia
TapAUETPOG malipvel Kot avth Tipnég amd O péypt 1.

Av 1 Ty ¢ tedevtaiog mapapéTpov givar 0 tote YR ewtog givar directional,onAiadn
otvet v evtdmwon OtL eivan tomoBetnuévn pokpd omd | oknvi. H amdotaon tov
AVTIKEWEVOD Bempeltor Amelpn Kot oavTo £XEL MG OMOTEAEGHO N OKTIVEC POTOG VO TEPTOLV
KaOeta mhvo oto ovtikeipeva poc. ‘Eva mopadsrypa directional lightsivot o fjitoc. Avtifeta
v Tun g Topapétpov ion pe 1 éyovpe positional light,oto omoio ot cuvtetaypuéves g
Béong g pwTevig TNYNG emnpealovy v KatevOvvorn mov Ba £xovv o1 aKTiveg PMTOG Ko
KOTé €MEKTAON TO OMOTEAEGHO TTOV Bal £XEL O POTICUOG TAVD GTO OVTIKEIUEVO TNG GKNVIG.

‘Eva mapaderypa positional lightsivat to omg mov mpokaiei o Adumo ypageiov.

H 0éom mov emBouodue va tomobeTicovpe TNV QOTEWVY TNYN HOG EVEPYOTOLEITOL EMiONG LE
™ xpnomn ¢ cvvaptnong glLightfv kot o avtictoryog kddkag givar:
o float[] position = {float x, float y, float z, float w};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, position,0);
Eivor mpopavég OtL kol og avti] v TEPITTOON N TPOTN TAPAUETPOS TNG GLVAPTNONG
glLightfl eivou éva amod ta £topa podta mov pog tapéyet 1 OpenGL. [1]
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8.4. Depth Test

8.5.

Xe avtn Vv evotnrto eivar onuavtikd va avaeépovpe 6tt 1 JOGL éyer avamtdcer évav
UNYOVICHO HE TOV Omoiov eAEyyel av éva HEPOG €VOG OVTIKEWUEVOL 1 €VO OVTIKEIUEVO
oAOKANpO Ba mpémer va epeaviotel ommv oBovn 1 Oyl ITlapadsiypoatog ybpwv, av Eva
TOADY®VO TOV BPIoKETOL GTNV 0PATH TTEPLOYN LG EMKAADTTETAL OO £VO. GALO TOADY®VO, TO
mpdto Bo mpémel va eppaviotel 1 oy, O GLCanvasepgavilel otonmote vrapyel oto 3D
OKNVIKO LLOG LLE TN GEPE e TNV omoia To EVTOTILEL, 0VTO YiveTo APtV EVKOALNG.

Ye oplopéva TPONYUEVE CLGTHUOTO KOVEVO WHEPOG OVTIKEIHEVOL 1] OVTIKEIpEVO dgv
oyedwaletor amd 10 cvoTnua Yopic vo eheyyBel av givor opatd 1 Oyl Qotodco oty JOGL
KATL TETO10 OeV elval ePIKTO Kot £T0l B TPETEL VO TPOEIGOTOUGOVLE TO TPAYPULLLO Y0 THV
Omapén TEToIwV EMKOAVTTOUEVOV TOALYOVOV. [0 vo yivel avtd KahoOue T cvvapTnoN
gl.glEnable(GL.GL_DEPTH_TESTEmriong, xabapilovue tov depth buffer bikkodldvrag
evton glClear,yvoot amd tov kabapiopd tov eovtov ¢ 3D oknvic pag.

Av degv otyovpevtoope o0tt 1 JOGL mpayuatomoiei tov €Aeyyo Pdbovg pmopel va
KATOANEOVE e avTIKEIpEvVa Tov epeaviovtat pe AavBaouévo Tpomo.

Téhog, a&ilel va ddoovpe v TAnpogopiag nwg otn cvvapton gluPerspective(), onoia
TOmOBETEL TNV «EIKOVIKT» KAUEPA [LOG OTO OKNVIKO 1 TIUN TNG TapapéTpov nearfo mpémnet Oa
elvar mavta peyorvtepn tov 0.1. T par tipn modd kovtd oto 0 1o €deyyog tov PdBovg mov
avaQEPOE TOPATAV® 0V Bo Asttovpyet kat T amoteléopota oev Oa etvorn ta emBountd.

Materials

To ypopo pe to omoio epeavifeton éva avtikeipevo eEaptdtot amd Tov EOTICUO GAAG Kot
amd 10 VAKA mov oyetilovion pe To avtikeipevo, yvootd og materials.To material color
oyetileTon pe Evav mivaxa tecodpmv otoryeiov. Ta tpia TpdTa ototyeio kabopilovy Tig TEG
TV ypopdtov RGB kot to televtaio v tiun g topapétpov Alphamov 1on avoaeépope.
H evtolég mov evepyomolovv 10 ypodpo eivat:
o float[] material = {float red, float green, float blue, float alpha};
gl.glMaterialfv(GL.face , GL.pname ,material ,0);

H mopdpetpog face pmopei va maper tg twég GL_FRONT, GL_BACK, 7
GL_FRONT_AND_BACK«km xaBopilel o moieg TAEVPES TOL AVTIKEILEVOL EQaPUOLETOL TO
ovykekpipuévo vAk6. H  mapdpetpoc pname maipver g twég GL_SPECULAR,
GL_EMISSIONkat GL_AMBIENT, GL_DIFFUSEn GL_AMBIENT_AND_DIFFUSE«xo
kabopilel to €idog poTiopod Tov Material colormov Oa epoppootel ot TAEVPEG TOL
avtikelpévon. Télog N mapduetpoc materialeivon évog mivakag mov mepthapuPdavel g THég
tov poviéhov RGBA 6mwg opiotnkav mponyovpéveg.

A@ob kabopicovpe to material colome v yprion TOV TopaTdved EVIOADV EipacTte ETOLLOL
VoL 6YESIACOVUE TO OVTIKEIHEVO pag. [1]

Extog amd tov @otioud tov aviikewévov, n OpenGL dwbéter 3 axoduo TeXVIKEG TOL
BonBohv oV peoloTiKn amekdVIoN TV avTIKEWEVOV. Ot TeEXVIKEG aVTES iva:
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e Blending- Avaueién: H teyvikn avt kabopilel pio cuvaptnon n omoio EAEYYEL
TOV TPOTO LE TOV 0Toi0 M Tpobmdpyovca T ypduHaTog o€ Eva pixel g 006vng
Ba ocvvovaotel pe T véa TIUN YPOUOTOS TOL TPOKOAEL 1 TomobBEnon evig
avtikeyévov oto onpeio awtd. To telkd amotélecpa eivar OTL TUAUOATO TOL
OKNVIKOU HOG QOivOVTOL MOpOV) GpNVOVTAG T TPONYOOLEVO YPOUOTH TOV
TPOVTPYOV Vo Elval akOLo OpaTd.

H mapdpetpog mov fondd oty vAomoinon avtig g texvikng ivar n tiur Alpha
oV Ypopatikov poviélov RGBA mov ypnoipomotovpue oty OpenGL. Tnv tiun
avTn TN cvvavinoape péypt topa otig cvvaptioelg glColor() kou glClearColor()
ov kaBopilovv TO YPOUO TOL OVTIKEIWEVOD KOl TO YPOUN «KaBopiopoH» Tov
oknvikov. Emiong, amotelel mopdpetpog tov mivako @OTICHOD GAAL Kol TOV
mivako material.

[Tapadetypatog yaptv 6tav PAETOLLLE TOV KOGHO HEGH Omd £va TPAGIVO TCAL TOTE
To ypdpoTe Tov avihapfovopacte mepthappdvovv 20% to ypdpo Tpdotvo kot
80% to mpaypatikd ypodpa tov aviikewévov. H teyvikn avt) poag Ponbdel va
TPOGOUOIAGOVLE TETOLES TEPUTTAGELC.

ApyKd EVEPYOTOLOVLLE TNV TEYVIKN LE TN XPNOT TNG EVIOMG:
o0 glEnable(GL.GL_BLEND);
INo anevepyomoinon g texvikng blendingypdagpovue avtictoyyo glDisable().

IMo vo Tapovcstdcov e TG ETOUEVEG GUVOPTNCELS Ba TPEMEL VO KATOVONIGOVLE TOV
TPOTO OV GLVOVALOVTOL TOL YPDOUATO YIoL TNV EMITELEN NG TEYVIKNG o TNG. 'Eotm
OTL Ol TYWEG TOV TOPUUETP®V YPOUATOC TOV PiXel mov avikel 610 avTIKEIEVO TOV
0élovpe va. elodyovpe oto oknviko pog (Soursekivon (Sr, Sg, Sb, Sajou ot Tuég
YpOUOTOC OV TPpodmHPYav 6to cuykekpuévo pixel (Destinationkivaw (Dr, Dg,
Db, Db). Tote ot tehkég blendedtipéc RGBA tig omoieg o éyel tehkd to
avtikeipevo vroloyilovion wg e&Ng:

(RsSr + RdDr, GsSg + GdDg, BsSb + BdDb, AsSa + AdDa)
Ot (Rs, Gs, Bs, Askat (Rd, Gd, Bd, Ad)ovoudalovtar blending factorscot
Kkabopicovv Tov TpoOTo avauelEng Tmv ypoudtov tov soursecot destination pixels
avticToyo.

H enmodpeveg ovvaptioelg givar avtéc mov kabopilovv Tig TYéES mov pag Bonbovv
otov vroAoyloud Tov tapandve blending factors:
0 glBlendFunc(GL.srcfactor, GL.destfactor):
OToL o1 Tapdyovieg emnpealovv kat Tig 4 Tipég tov RGBA

o glBlendFuncSeparate(GL.srcRGB, GL.destRGB, GL.srcAlpha,
GL.destAlpha):
omov &yovpe Eexmpilotoe mapayovieg yuo Tic Tiég RGB kot v Ty Tov
Alpha
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YtaBepa RGB Blend Factor Alpha Blend

Factor

GL_ZERO (0,0,0) 0

GL ONE (1,1,1) 1

GL _SRC_COLOR (Rs,Gs,Bs) As

GL ONE_MINUS SRC COLOR (1,1,1) - (Rs,Gs,Bs) 1-As

GL DST_COLOR (Rd,Gd,Bd) Ad

GL DST_MINUS SRC_COLOR (1,1,1) - (Rd,Gd,Bd) 1-Ad

GL SRC_ALPHA (As,As,As) As

GL _ONE_MINUS _SRC_ALPHA (1,1,1) - (As,As,As) 1-As

GL DST_ALPHA (Ad,Ad,Ad) Ad

GL_ONE_MINUS DST_ALPHA (1,1,1) - (Ad,Ad,Ad) 1-Ad

GL_CONSTANT_COLOR (Rc,Gc,Bce) Ac

GL_ONE_MINUS_CONSTANT COLOR (1,1,1) - (Rc,Gc,Bc) 1-Ac

GL _CONSTANT_ ALPHA (Ac,Ac,Ac) Ac

GL _ONE_MINUS CONSTANT ALPHA| (1,1,1) - (Ac,Ac,Ac) 1—Ac

GL _SRC_ALPHA SATURATE f f,f); f =min(As,1-Ad) | 1

IMivaxog 2: Ov dvvatéc Twpés tov mapapétpov Srcfactor ko destfactor m.y.
glBlendFunc(GL.GL_ONE, GL. GL_DST_COLOR)

Otav ypnoipomoovpe ™ otabepd tmov GL*CONSTANT* Ba mpémer va
opicovpe Tig Tég twv Rc, Gc, Bc, Acpe 1t Ponbeid g ocvvdpmong
glBlendColor(float red, float green, float blue, float alpha).

Téhog, yperalopaocte T cvvaptnon mov Kabopilel v mpdaén mov Oa ektedeotel
TPOKEEVOD Vo, VToAoyiotovy ot telkég blendedtipéc RGBA. Onog kot mpwv
VILEPYOVY BVO SOBECIUEG CLVAPTNOELS:
o glBlendEquation(GL.mode):
6mov moden avtictoyn Tpdén

o glBlendEquationSeparate(GL.modeRGB, GL.modeA)pha
o6mov &yovpe drapopetikég Tpael ya tig Tiuég RGB kot Alpha

Blending Mode Parameter MoOnpoatikn pain
GL _FUNC_ADD CsS + CdD
GL_FUNC_SUBTRACT CsS - CdD
GL_FUNC_REVERSE_SUBTRACTCdD - CsS
GL_MIN min(CsS, CdD)

GL MAX max(CsS, CdD)
GL_LOGIC_OP CpCD

Mivaxoeg 3: O dvvatéc Tpateirs yia Tov vworoyiopo Tov blendedtipdv

e Antialising — E&opdlvvon: H teyvikn ovth €xel g eldylotn enidpacn oto
TEPLYPAULOTO TOV OVTIKEIUEVOV 0ALALOVTOG TO XPDOUATA £TCL OOTE Ol AKPEG TOV
oNUEi®V, TOV YPAUUDOV KOl TOV TOAVYOV®V Tov gpeavilovtolr g ocvvopa
OVALESO GTO, OVTIKEIIEVO VTA VO QATVOVTOL TTO OUOAEG.
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OMlot pog €govpe TPOGEEEL MG WEPIKES YPOUUUES, O0UTEPA OVTES OV E£XOLV
eldyrotn amdkAon amd tov opdvtio N Kabeto dEova, paivovtar va oynuotilovv
KAmOlEg ayUNPES OKUES, OTMG OVTES TOV OLOKPIVOVIOL GTNV TOPAKAT®O EKOVA.
Avtd 10 Parvouevo ovopdletor aliasingkat 1 TEXVIKN Y10 TV OVILETOTIGT TOL
antialising.

Alias

| Anti-aliased

Ewéva 15: Alising ko antialising

2T1¢ TOPamAvVE EKOVES PAETOVUE OTL LETA TNV EQAPLOYN TNG TEXVIKNG 1| YPOLUES
KOAOTTTOUV €va, EmIAE0V TAQIGLO 0O YEITOVIKG PiXels étol dote va vadpyetl Eva
O OHOAO «oPnoo» g ypouuns. O tpodmog vIoAoYIoHOL TV PIXels avtmv
mowilovv avéroya pe v vAomoinon e OpenGL.

‘Eva tpomog yia va 0écovpe og epappoyn v teyvikn tov antialisingeivot pe myv
YVOGTI LOG GLVAPTNON:
o glEnable(GL.GL POINT_SMOOQTH)
n glEnable(GL.GL_LINE_SMOOTH)

avéloya pe to av 0EAovE Vo EQaPUOGOVLE TNV TEYVIKT GE onueio 1] 6€ YPOUUECS.

Eniong pmopovue va ypnoomomoovue ™ cvvaptnon glHind() ue tov tpéno mov
TEPLYPAPETAL GTT) GLVEYELO.

H ocvvdpmmon avtq pog Ponbdel otov €Aeyyo tng 100ppomiog avAUESO OTNV
TOOTNTO. EUPAVIONG UG EKOVOC KOl GTNV  TAYOTNTO EUEAVIONG TNG Kol
oLVTACOETAL [E TOV €ENG TPOTO:

o dlHint(GL.target, GL.hint): n mopduetpog target kabopiler TIg
ovumeprpopd g OpenGL v omnoia emBopovue vo eréyovpe Kot ot
duvatég TIHéG mov pmopel va mapet sppavifovrol otov endpevo mivako. H
napdpetpoc hint maipver tig uq GL_FASTEST, yio emoyn 1ic mo
amoteleopatikig — ypnyopng Avong. Tnmv tyunq GL_NICEST yuw v
EMAOYN TNG AVONG UE TOL KOADTEPNC TOLOTNTOG OMOTEAEGLOTO KO TEAOG
v ] GL_DONT_CAREOGtav dev pag evolagpépet Kapio emioyn amd
T1G 6v0.

Extog amd Tic mopamdve TopapéTpovg vmdpyel kot Eva mAN0mG GAA®V

TAPOUETPOV TOV OTOlwV pmopodue vo kabopicovpe v mowdTTd KOl TOV
TPOTO VTOAOYIGLOV TOVG ,0MMG QOivETAL GTOV TTivaka 4.
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ITapauetpog

XapoKTNPIoTIKA

GL_POINT_SMOOTH_HINT,
GL_LINE_SMOOTH_HINT,
GL_POLYGON_SMOOTH_HINT

KoaBopilel v motdtnta TV onueinv, ToV YPUUUOV 1
TOv  Pocik®v TOAYOVOV ot Oldlkacio.  TOL
antialising

GL_FOG_HINT

KabBopiler av ot vmoioyiopol yia 10 omotélecuo g
opuiyAng OBa yivouv ava pixel (GL_NICEST) W avd
kopven (GL_FASTEST)

GL_PERSPECTIVE_CORRECTION
HINT

NKaBopilel tnv motdtnta TopeBoANG mov YpOUATOS Kot
TOV GLVIETAYUEVOV TNG VO

GL_GENERATE_MIPMAP_HINT

KobBopiler v mowdtto KOU TNV  0omdd00m  TOV
avtopatov mipmap level reneration

GL_TEXTURE_COMPRESSION_
HINT

KoBopiler v mowdmta Kou NV amdooom
ovurnieong Towv texture images

me

GL_FRAGMENT_SHADER_
DERIVATIVE_HINT

KaBopilel v axpifeia tov fragment prossesinga
étoyeg GLSL shadesvvoptioeig dFdx, dFdykot
fwidth

IMivakog 4: Ov TapaueTpoL ToOL TPOYPAUNOTOS TOV HTOPOVUE VO

yevdaicOnon tov Pabovg

KaOopicovpe

Fog — OuiyAn: H teyvikn g opiyAng mpoomabel va dnpuovpynoet v

vrohoyiloviag Tig TWWEG TOV YpoRATOV Pdon g

anOGTOCNG TV OVTIKEIUEVOVY o TO onueio g Kapepas. Me avtdv tov 1pOTo
avtikeipeva Tov Ppiokoviol 6€ PEYAAN amdoTAoT) amd TNV KAUEPO KOl OVIKOLV
6TO0 QOVTO o oknvig potalovv va EeBmpralovv Kabdg amopakpHvovtal omd

QLTNV.

Me 1t ypnon 1oL GTOEIOL AVTOV UTOPOVUE VO TPOGOLOLAGOVE OldPOopo.

QOLVOLEVO TTOL £YOVV VO K
Kamvog, M pdmavon Ko

dvouvv pe TV atpuoOcQOpa, OTMG €ivar 1 OopiyAn, o
dAla. Elvar daitepa yprioyo epyadeio  mov

YPNOLOTOIELTAL GLY VA GTOVG TPOGOUOLDTEG TTNOTG.

To ototyeio TG opiyAnG evepyomoteital Le TNV EVIOAN:

o gqlEnable(GL.GL F

0G)

Mmnopovpe va aALIEOVE TO YPDOLUA TNG OUYANG, OO TO TPOEMAEYUEVO IOV givarl
TO HOWPO, e Tov €ENG TPOTO:

o float fogColor[] = {f

loat red, float green, float blue, float alpha}

o gl.glFogfv(GL.GL FOG_COLOR, fogColor, 0)

Emiong pe v mapakdto cuvdptnon eAéyyovpe Ty Eviaon g opiyAnc:

o gl.aglFogf(GL.GL F

OG_DENSITY, float density)dmov 1 T g

napapéTpov density kopaivetar amd to 0 péypt to 1, avdroya pe tnv
évtaon mov emtBvpove

Ot dvo cuvaptoelg mov kabopilovv Ta onpeia Evapéng kot ANENg Tov Paovg g
opuiyAng xaBopilovrtal aviicTorya amod TG TaPAKAT® GLVUPTNOELS:

o gl.aglFogf(GL.GL F

o gl.glFogf(GL.GL F

OG_START, float start)
OG_END, float end)
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H telikn ewkdvo ™G opiyAng mpokdmTeEl amd TV ovAUEEN TOL YPAOUATOS T
OUYANG HE TO YPOUON €VOC OVTIKEWEVOL HE TN YPNoTN €VOG mOapdyovio Tov
ovoualetar fog blending factokot cuopfoiriCetar pe to ypaupa f. O Topdyovrag
avTOG VITOAOYILETON PE o amd TIC TOPAKAT® GUVOPTNGELS:

f=e-{density:2) (GI, HXP)
f=e(donsity 2. (GI, EXP2)
f= -2 (GL_LINEAR)

end — xiart

OOV Z M OOGTACT] TOV OVTIKEWWLEVOL A0 TNV KAUEPQ
H evtol mov kaBopilel v cuvaptnon mov HBa ¥p1oLUOTO|COVLLE Elval 1):
o gl.glFogi(GL.GL _FOG_MODE, GL.paramprov n mapdpetpog param
naipver o omd Tig tipéc GL_EXP givan n mpoemiheyuévn), GL_EXP27
GL_LINEAR

Mo AN pope1] TNG TOPAKAT® GLVAPTNONG Etvat oV T OOV cav SEVTEPO OPIGLLOL
€yovpe &vav mivoko amd TAPAUETPOVS O OTTO10G AMOTEAEITOL OO £VOL VITOGVVOAO
TV Topondve dvvatov Tuov. Evo mapddetypo tétotov mivaxko egivor o
TOPAUKATO:

o int fogMode[] = {GL.GL_EXP, GL.GL_EXP2, GL.GL_LINEAR}

Yg aut Vv TEPInT®ON T0 deVTEPO OPICUO £V GTOLXELD TOV TAPOTAV® Tivako
avaroya pe v Tiun tov fodfilter, 6mov fodfilter deiktng oe otoryeio Tov mivaka:
o gl.glFodi(GL.GL_FOG_MODE, fogMode[fodfilter]):
010 ovykekpluévo Topaderypa to fogfilter maipver Typég amd O péypt 2

100

GL EXPZ densitv=0.5
GL EXP2. densitv=0.25
GL LINEAR

GL EXP. densitv=0.25
Fercent

of arairal
color

GL EXP. densitv=0.5

a Distance from viewnoint 1

Ewova 16: O cuvaptioels opiying — Evraog Yo S1dQopeg TINES TOV
TAPURETPOV
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8.6. To Mpoéypappa LightingApp

AxoAovBel Eva amho TPOYPOLLLE YioL TNV KATOVONGT TOV TPOTOV YPOUATIGHOD Kol POTICUOD
tov oviikeywévov e JOGL. H epappoyn oyxedialel tpla avtikeipeva O1opopeTIKon
YPOUATOG. TPOGHETEL GTO GKNVIKO [0l TNYH POTOC, OUiyAn Kot evepyomolel tn Asttovpyio
blendig. Ztnv evomnto Avdmroén Yrooeryuatikawv Epopuoyov vmapyel éva mo eEglypévo
TPOYPOIO TO OTO10 TOPOVGLALEL TOV TPOTO JLYWPIGUOV TOV GUVOAIKOD QOTICUOV TNg
oKNVNG 0o T EMUEPOVE EION POTIGUOD TOV AVTIKEUEVDV.

To kOplo Tpdypaupa pe v ovouacio LightingApp dev avagépetal yio Adyovg cGuvtopiog
KOl TPOYMPAUE GTNV TapovGiooT Tov Tpoypdupatog LightingView oto onoio oyedidlovue
TO GKNVIKO HOG:

import com.sun.opengl.util. GLUT;
import java.awt.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would

* be init() and display().

*/

public class LightingView implements GLEventListener

{
int anglex = 0O;
int angley = 0O;

GLCanvas glc;

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;

/**

* Take care of initialization here.
*/

public void init(GLAutoDrawable gld) {

Y10 mopaderypa ovtd PAETOLUE OTL OAES O apyIkomomcelS yYivovion otnv pébodo display().
Qot0600, T000 M TOMOBETNON TG KAUEPOUS OCO KOL Ol OMOPOITNTEG EVTIOAEG Yo TNV
dnpovpyia e eoTEWVNS TNYNG Oo pmopovoay va, yivoouv kot otnv init().

/**

* Take care of drawing here.

*/

public void display(GLAutoDrawable drawable) {

GL gl = drawable.getGL();
GLU glu = new GLU();
GLUT glut = new GLUTY();

gl.glMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

/I Aspect is width/height

double w = ((Component) drawable).getWidth();
double h = ((Component) drawable).getHeight();
double aspect = w/h;

//When using gluPerspective near and far need
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/Ito be positive.

/[The arguments are:

llfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 2.0, 10.0);

gl.glMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);

/Ibleach out the scene with too much light.
/IDefine points for eye, at and up.
/[This is your camera. It ALWAYS goes
//in the GL_MODELVIEW matrix.
glu.gluLookAt(
0,0,0,

, 0, 20,
,1,0

(o dioNe]

.gIClear(GL.GL_COLOR_BUFFER_BIT);

AoV Kavoupe T1g amapaitntes puiuicels, OTmg oe KAOe mpdypappa mov eidope LEYPL TOPOA,
Eexwvape vo ompiovpyovue v eotewv myn. [pota opilovpe ™ 06om T00 POTOG pE T
xpNon Tov mivako, position.

/ITime to set up the light. We will only

/luse one light. If we used multiple lights,

/lwe would want to dim them so as to not

float position[] = {Of, 15f, -30f, 0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, position,0);

2m ovvéxeln divoope oV TPOcHBETOLUE OTNV QOTEWVN TNy To €01 POTIGHOL 7OV
emBopovpe. EmAéEope ta ambient lightkou diffuse light tov omoiwv ov tpég ypdpotog
opilovtat [l TOV OVTIGTOLYOV TIVOKEG.

float diffuse[] = {.7f,.7f,.7f,0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, diffuse,0);

float ambient[] = {.2f,.2f,.2f,0f};
gl.glLightfv(GL.GL_LIGHTO,GL.GL_AMBIENT,ambient,0);

210 onpeio owTd TELEIDGOUE LE TIG APYIKOTOMGELS KO TPOYWPOVLE GTNV EVEPYOTOINGT TOV
YEVIKOD QOTIGHOD, aPYIKA, KOl GTY GUVEYELD TG TNYNG POTOS TOV EXOVLE ONLLLOVPYNCEL.

gl.glEnable(GL.GL_LIGHTING);
gl.glEnable(GL.GL_LIGHTO);

[Mpoywpdaue pe tnv evepyomoinon tov Depth Testbote va punv anokpvmrovol ToAHy®Ve, 10V
Kavovikd dev Ba énpene va eppaviCoviot kot atov kabapiopo tov Colorkar Depth Buffers.

//IGL_DEPTH_TEST prevents us from seeing polygons
/lthat should be obscured. Remember to clear the
/IGL.GL_DEPTH_BUFFER_BIT
gl.glEnable(GL.GL_DEPTH_TEST);

/INotice the depth buffer bit is also being cleared
gl.glClear(GL.GL_COLOR_BUFFER_BIT|GL.GL_DEPTH_BUFFER_BIT);

Ot emdpeveg dV0 evIoAég evepyomolovy T Asttovpyio blendingemidéyovtog og mapdyovra
avauelgne kat yio tig tpig tipée RGB v tyun tov Aplha, n onoio 1oovtan pe ) povéda.
emléyovv to embountd shade modelApéomg petd emaéyovue shade model smoothote ot
TAEVPEC TOV TOAVYDOV®V VO, LTOPOVV VoL £XOVV TOPOTAVE® 0td £VOL YPDOUOTOL.
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gl.gIBlendFunc(GL.GL_SRC_ALPHA, GL.GL_ONE);
gl.glEnable(GL.GL_BLEND);

gl.glShadeModel(GL.GL_SMOOTH);

To tunuo Kodwka mov akolovdel evepyomolel T Agttovpyiol TG OMUYANG HE TIG KATOAANAES
EVTOAEC. Apykd emAéyel To ypodua mov Ba Exel, 6T cuveyetlo emhéyetl to fog modeaird kot
mv éviaon ™G Télog, pe t ypnon ¢ uebddov glHINt() emiéyovue 611 0 TPOHTOC
VTOAOYIGHOV TNG OUIYANG OV €ivarl KATL TOV LG ATOCYOAEL.

gl.glEnable(GL.GL_FOG);

float fogColor[] = {0.5f, 0.5f, 0.5f, 1.0f};

int fogMode = GL.GL_EXP;

gl.glFogi(GL.GL_FOG_MODE, fogMode); // Fog Mode
gl.glFogfv(GL.GL_FOG_COLOR, fogColor, 0); // Set Fog Color
gl.glFogf(GL.GL_FOG_DENSITY, 0.1f); // How Dense Will The Fog Be
gl.glFogf(GL.GL_FOG_START, 1.0f); // Fog Start Depth
gl.glFogf(GL.GL_FOG_END, 5.0f);  // Fog End Depth
gl.gIHint(GL.GL_FOG_HINT, GL.GL_DONT_CARE); // Fog Hint Value

Me v mopaKat® ypopun KOoo EMAELYOLUE 1) StadKacion EE0UAAVVONG TS ELPAVIONS TV
TOALYOVOV Vo €EAGPAALEL TNV KOAVTEPN OTTIKA TOLOTNTA.

gl.gIHint(GL.GL_POLYGON_SMOOTH_HINT,GL.GL_NICEST);

To oet pe TIg T€60Ep1g EVTOAEG OV oKOAOLOEL gival LITEVBVVO YO TN COGTH EUPAVIOT] TOV
QVTIKEWWEVOV poG. Apykd emdéyovpe pue t pébodo glTranslated(xo onueio eugdviong tov
avtikeévon. Kataympodue otov mivoko materiallto ypdpo tov avtikelpévon Kot He
EMOUEVT EVIOAN @MOTIOVHE TO AVTIKEIHEVO HOg MOTE Vo Povel To ypopo tov. H mievpég mov
0o ewTIoTOOV Elvon 1 EUTPOG Kot M Tow, To €101 POTIGHOY givan Tao ambientkon diffuse, kot
QLOIKG TO YpdUa ToL o givarl awTd oV amobnkevoae otov Tivaka materiall Télog, ue v
KatdAANAN evioln {oypagilovpe éva e1Kochedpo.

//Placing icosahedron

gl.glTranslated(O, -.3, 5);

float materiall[] = {0.9f, 0.6f, 0.06f, 1.0f};
gl.gIMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,materiall,0);

glut.glutSolidlcosahedron();

Me tov 1610 Tpémo 670 1810 oKNvikd Loypapilovpe Evav KOPo Kot po ceaipa.
/IPlacing cube
gl.glTranslated(3, 0, 0);
float material2[] = {0.9f,0f,0f,1.0f};
gl.gMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,material2,0);
glut.glutSolidCube(1.2f);

/IPlacing sphere

/IThe Cone parameters are:

/ radius of base

I/l height of cone

/I slices or subdivisions around cone

/I stacks or subdivisions from base to peak

gl.glTranslated(-6, 0, 0);

float material3[] = {0.05f,0f,0.7f,1.0f};
gl.gIMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,material3,0);

glut.glutSolidSphere(0.8, 100, 360);

}
/**

* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size. We
* won't need this, but you may eventually
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* need it -- just not yet.
*
public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {

public void displayChanged(GLAutoDrawable glad, boolean bin, boolean binl) {
}
}

Ewova 17: To amotérecpno T00 QOTIGHOV KOl TOV £QE TOV YPIGLULOTOU|CUNE GTI|V
gpappoyn Lighting

Me ) doypopr] TOV EVIOADY TTOL EVEPYOTOLOVV TNV AVAEIEN TOV YpouUdTtOv Tov pixels
(blending)to amotélecpa mOL TPOKVTTEL EivVaAL OTTIKA O KOTOVONTO KOOMG KAVEL EUPOVN
TNV TOPOLGIN TIG OUiYANG, OTMG PAIVETOL KO GTNV ETOUEV EIKOVOL:

=

Ewova 18: To otorygio Tng opiying Kot 0 TPOTOS TOL ETOPA 6TA (010 OVTIKEIPEVQ
POTIoPEVO, PE TOV 1010 TPOTO
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9. Display Lists

9.1. Oempia

Miua display list sivar po opdda amd evioréc OpenGlotl onoieg égovv amobnkevtel yo
pehdovtikn ypnon. Kabe @opd mov evepyomoteitan pio display list tote extelovvror ot
EVTOAEC IOV TEPLEYEL UE TN OEPA e TNV omoia £yovv ypagtel. Mo display listunopei va
dnpovpyn et péoca 6e 0OmOOINTOTE TPOYPULLLO KOL O TPOTOG TOPOVGIALETOL AUECHOS UETA.

Ou display listspumopovv erniong va ypnoyomombody yio v anobnkevon evog YEOUETPIKOD
OYNMOTOG TO Omoi0 EMBVUOVLE VO ETAVOAGBOVLE TOPATAVED ATd UL POPE GTO TPOYPOLLLLLEL
pag. Iapadeiypatog yaptv, 6tav Bélovpe vo oyedidlovpe €vo TOOMANTO UTOPOLUE VO
amoONKEVGOVUE TO YEMUETPIKO oynua (oG podag modnAdtov ot o display list, étol O
EVEPYOTOMGOLLE TN AMOTA 0VTH 2 POPES MOTE VO GYESIACOVLE 2 101€G POJES.

E&loov yprioyn etvor n dvvatdmta vo oxedidoovpe to 1010 oy o€ dSpopeTikny BEon N
aKopo Kol pe StopopeTikd péyefog. ‘ETol umopovdye vor LETOKIVIIGOVUE OVTIKEIPEVO HEGQ
ooV Y®OPO KoAmdvtag yio kabe petokivinon v display listmov nepiéyetl to avtikeipevd pog
aAralovtag Kabe popa Tig TapapuéTpovg e cuvaptnong gluLookAt(). Exiong, pmopovue vo
eueavicovpe 10w aviikeipeva oe  OopopeTikég 0€oelg pe aAlaynq TG GLVAPTNONG
glTranslated(xda0e popd mov evepyomolovie T Alota.

ZHETIKO UE TO TPOYPOUUUOATIOTIKO KOUWATL, kOBe Alota €xel évav oképaio oplud g
avayvoplotiko. Otav dnuovpyodue pia AMoto Oo Tpémel vo eiAoTE TPOCEYTIKOL MOTE VA
StAéEovpe €va apBud 0 omoiog va PNV avTicTol el o NN VITAPYOVGa AMoTa. AlPOPETIKE,
o Cavayphyovpe emdve otnv dw Alota. Mo va amoeOyovpe to TPOPANUO aLTO
YPNOCLOTOLOVE T TOPAKATO GUVAPTIOT Y10 VO TAPAYOVUE £VOV 1) TEPLGGOTEPOVG OEIKTEG
Yl 100 CLYKEKPIUEVT MoTa:

e glGenList(int range):

[Maipver g dpiopa to TANBOG TOV dEIKTOV TOL Ypelaldpacte vo delyvouv og pio AMota
(display list indices)Otav dnpovpyovue po AMota n Tiun tov rangeda wpémnet va. ivan
fon M peyaddtepn g povados. H ouvvdapmnomn, emiotpépel €va axépoto 0 0moiog
onuotodotel v apyn tov block twv eevBépwv display listdeiktdv mov nmoape. Ot
deikteg avtol deopebovtal Kot OV EMGTPEPOVTOL GE EMOUEVT] KANOT TNG GLVAPTNONG OV
ogv dwypapovv. Térog, n Ty 0 emotpépetar 6tav 0 emBuuntodg aptBpdS dEIKTOV deV
elvan drobécog 1 0tTav 1 T tov rangesivan 0.

Tnv emotpeeduevn T TG ovVAPTNONG TV amodnkedovpe o€ €vav aKEPALO O OTOI0G
amoteAel 10 avayvoplotikd g display list.Z cuvéyeio donpovpyodue v display listue
ToVv €€N¢ TpdmO:

e gl.NewList(int list, GL.mode):
omov list eivor 10 povadikd avayvepioTikd g AMoTog, T0 0Toio SNUIOVPYHGAUE LE TNV
napandveo cvvaptmon. H mapdpetpog mode naipver v tuy GL_COMPILE, 6tav
0élovpue o1 eviorég g display listva extehovvtar kdAe popd mov kdvovpe compile
yopig va amodnkevtovv , eved pe v Ty GL_COMPILE_AND_EXECUTE 6tav
0élovpe vo ektelesTovV apécmg Kot va torofetnbovv oty display listyio peldovtikn

xpnon.
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Apéomg petd kodovpe ™ pEBodo oty omoin Exovpe Ypawel TG eVIoAEg mov BElovpe va
amonkevcovpe oty display list. Apov amobnkevcovpe 10 emBountd mePLEXOUEVO GTNV
display listcalobpe v mapakdto® cuvaptnon yio vo tepuaticovus t Alota.

e (glEndList()

Mia Aioto cvviBog dnpovpyeitan péso oty iNit, kel OTOV APYIKOTOIOVUE TO TPOYPULLUAL,
péca oty display oe omolodnmote onueio embupodue PTOPOOUE VO EVEPYOTOIGOVUE TN
Mota pe ) cvuvdptnon:
e glCallList(int list):

omov list to avayvopiotikd g Aiotog [1]

To npéypappe TheTorusList

2 evoTNnTo. OVTH OVOAL® £vol TPOYPApE TOv oYeSAlEL OGTO OKNVIKO HOG dVO OTEIPE,
Stapopetikod ypmdpotog Ko Béong, pe t Ponden wag display list. H epoppoyn avtm
neplapPavetar ota demostng oeAidag Nehe. AkorovbOei 1o Tpdypaupa TheTorusViewnoli
pe TG omopaitteg emeEnynoelg yuoo KABe KOUUATL KMOKO EVA TO KLPLO TPOHYPOLLN
TheTorusLisBev avagépetot kaboAoL.

import com.sun.opengl.util. GLUT;

import java.awt.*;

import java.awt.event.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().
*/
public class TheTorusView implements GLEventListener, KeyListener

{

I[Ipwv va Eekvfoovpe v eyypoapr] TV HEBOO®V HAG ONADVOLUE TIG OmOPOiTNTESG
petaPAntéc. Xty aképoun petafinth theTorusHa anobnkevtel o avoyvopilotikd Tig Alotag
7ov Ba OMLLLOVPYNCOVLE GTY| GUVEXELD.

double xPosition = 0;
double zPosition = 0;
double yPosition = 0;

int theTorus;
float anglex = 0;
float angley = 0;
float red = 0.0f;

float green = 0.0f;
float blue = 1.0f;

GLCanvas glc;

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;

AxolovOei n pébodog init() omv omoia ektdg amd ™V ToTOBETNON TG KAUEPOS KOL TOV
KaBopiopd TG 0paTNG TEPLOYNS ONLLOVPYOVE KOt TN AloTOL.
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/**

* Take care of initialization here.

*/

public void init(GLAutoDrawable gld) {

/IThe mode is GL.GL_MODELVIEW by default
/IWe will also use the default ViewPort

GLU glu = new GLU();

GL gl = gld.getGL();

gl.glMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

/I Aspect is width/height

double w = ((Component) gld).getWidth();
double h = ((Component) gld).getHeight();
double aspect = w/h;

//When using gluPerspective near and far need
/lto be positive.

/[The arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 2.0, 20.0);

O1 endueveg TEGOEPIC EVIOAEC dNOVPYOLV TN Alota e To avayvoplotikd theTorusIlpoto
TAPAYOVUE TO avVOyVOPLoTIKO, ot cuvéyeto pe v emhoy] GL_COLPILE gmidéyovpue o
KOJKOC G AMotog va ekteheiton kdbe @opd mov kdvoope compile. O kddkag mov
akoAovOel TNV eVTOAN oLTH €ival KOl 0 KOOKOG TNG AloTOC. XtV TEPIMT®MON oG EMAEEALE
VO EL6AYOVUE TOV KOJIKO 0vTO € pio LEB0S0 Kal va TV KOAEGOVUE GTO KOTAAANAO OTUELD.
Téhog, daypdpovpe v Aota kol ameAevBepdOVOLLE TOVG OEIKTES OV Elyoume decuevTEl
TPOTYOLUEVAG.

/**

theTorus = gl.glGenLists(1);
gl.gINewList(theTorus, GL.GL_COMPILE);
drawTorus(gl, 10, 25);

gl.glEndList();

}

* Take care of drawing here.

*
pu

blic void display(GLAutoDrawable drawable) {

GL gl = drawable.getGL();
GLU glu = new GLU();
GLUT glut = new GLUTY();

gl.gIMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);

//Define points for eye, at and up.
/[This is your camera. It ALWAYS goes
//in the GL_MODELVIEW matrix.
glu.gluLookAt(

xPosition, yPosition, zPosition,
xPosition, yPosition, (zPosition+20),
0,1,0

)
gl.glClear(GL.GL_COLOR_BUFFER_BIT);
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AxoAovBel 0 kKOOKOG [Le TOV OTOT0 EMAEYOVUE HOVTEAO OKIOOTG Kot OMLOVPYOVLLE Lo TN
ewTOc pe Tl Kat@AAnAeg evtoléc. Téhog, mpayporomolovpor to depth testmwote va
BeATidoovE TNV ELEAVIOT TOV GKNVIKOV LLOGC.

gl.glShadeModel(GL.GL_SMOOTH);
gl.glEnable(GL.GL_LINE_SMOOTH);

float position[] = {Of, 15f, -30f, 0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, position,0);

float diffuse[] = {.7f,.7f,.7f,0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, diffuse,0);

float specular[] = {.2f,.2f,.2f,0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_SPECULAR, specular,0);

float ambient[] = {.2f,.2f,.2f,0f};
gl.glLightfv(GL.GL_LIGHTO,GL.GL_AMBIENT,ambient,3);

gl.glEnable(GL.GL_LIGHTING);
gl.glEnable(GL.GL_LIGHTO);

//IGL_DEPTH_TEST prevents us from seeing polygons
/lthat should be obscured. Remember to clear the
/IGL.GL_DEPTH_BUFFER_BIT
gl.glEnable(GL.GL_DEPTH_TEST);

/INotice the depth buffer bit is also being cleared
gl.glClear(GL.GL_COLOR_BUFFER_BIT|GL.GL_DEPTH_BUFFER_BIT);

>10 onueio avtd Npbe N dpo vo TOTOHETCOVUE TO AVTIKEILEVE HOG PE TOV TAEOV YVOOTO
tpomo. KaBopilovpe 10 ¥pdpa Toug, TpocshiTovpe Tov eMBLUNTO POTICUO Kot ETAEYOVUE e
™ uébodo glTranslated(yro onueio epEAvVIong TOL OVIIKEWEVOL. XTH GLVEYELN LE TNG dVO
uebodovg glRotated()emttpémovpe 6TOV YPNOTN VO TEPIOTPOPEL MOTE VO, OEL TO OVTIKEILEVO
amd GAAN OTTTIKN YoViaL.

float materiall[] = {red, green, blue, 1.0f};
gl.glMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,materiall,0);

[/ltransforming the place the next shape
/Iwill be drawn.

gl.glTranslated(0, 0, 4);
gl.glRotated(anglex, 1, 0, 0);
gl.gIRotated(angley, 0, 1, 0);

Xty enduevn oelpd kadovue t AMota pe ) Bondeia g nebddov glCallList() mepvodvtag og
OpIopa TO aVaYVOPLoTIKO pe TV ovopacio theTorus.

//We use wire here because default
/Nlighting is not good enough to

/luse when rendering the solid version
gl.glCallList(theTorus);

Me v 100 dwdkacio KoAoOUE Yo dgvTePn @opd T Aloto Kot TomobeTovue, o€
dpopetikn B€om avtn ™ Eopd, Eva 1810 avTiKeiptevo.
float material2[] = {1f, 0.2f, 0.2f, 1.0f};
gl.gIMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,material2,0);

gl.glTranslated(0,0,2);
gl.glCallList(theTorus);

}
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¥t ovvéyela, dnuovpyodpe ™ uébodo drawTorus()mov amoterel TOV KOSIKA NG AMOTOC.
2 néBodo autny pe TN ¥PNoN HAONUOTIKOV CUVUPTHCE®DV ONUIOVPYOVUE TO GYNMO LG
oneipag. o va to metdovpe avtd emaéyovpe €idog oynuatog to GL_QUAD_STRIPka
tonoBetovue ta onueia pe ™ uébodo glVertex3d()otic cvvietaypéveg X,Y,Z mov mTopdyovtot
Ao TIG LOONUATIKEG GUVOPTNOELS.

public void drawTorus(GL gl, int numc,int numt){
double s, t, x, y, z, twopi = 2 * Math.PI;
for (inti =0; i < numc; i++)

gl.gIBegin(GL.GL_QUAD_STRIP);
for (intj = 0; j <= numt; j++)

for (intk =1; k >=0; k--)

s = (i + k) % numc + 0.5;
t=j % numt;
x =(1+ 0.1 * Math.cos(s * twopi / numc))
* Math.cos(t * twopi / numt);
y = (1 + 0.1 * Math.cos(s * twopi / numc))
* Math.sin(t * twopi / numt);
z = 0.1 * Math.sin(s * twopi / numc);
gl.glVertex3d(x, vy, 2);
Yk
W'
gl.glEnd();
i
}
/**
* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size. We
* won't need this, but you may eventually
* need it -- just not yet.
*
public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {
}
/**
* |f the display depth is changed while the
* program is running this method is called.
* Nowadays this doesn't happen much, unless
* a programmer has his program do it.
*
public void displayChanged(GLAutoDrawable drawable, boolean modeChanged,
boolean deviceChanged) {

}

H pébodog keyTyped()emitpénet otov ypnotn va kivnbei péoa oto 3D oknvikd pe ) ypnon
oV TANKTpoAoyiov. O Kddwa givar 0 1010¢ pe aVTOV TOL MO OVOADGUUE GTO TPOYPOLLLLLOL
FirstPersonMovement.

public void keyTyped(KeyEvent e) {
if (e.getkeyChar() == KeyEvent.VK_1)
zPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_2)
zPosition -= 1;
else if (e.getkeyChar() == KeyEvent.VK_3)
xPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_4)
xPosition -= 1;
else if (e.getkeyChar() == KeyEvent.VK_5)
yPosition +=1;
else if (e.getkeyChar() == KeyEvent.VK_6)
yPosition -=1;
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else if (e.getKeyChar() == KeyEvent.VK_7)
anglex +=1;
else if (e.getKeyChar() == KeyEvent.VK_8)
anglex -= 1;
else if (e.getKeyChar() == KeyEvent.VK_9)
angley +=1,;
else if (e.getKeyChar() == KeyEvent.VK_0)
angley -=1;
glc.repaint();

}
public void keyPressed(KeyEvent ke) {
}
public void keyReleased(KeyEvent ke) {
}
}
To oxnvikdé mov Omuovpynoape @aivetor ommv ewkéva 19. O TANpng KOOGS OV

TPOYPApOTOG TTOV TEPIEXEL KOt TIG dV0 kAdoelg (TheTorusListcow TheTorusView)mdpyet
oto. apyeio. demos.

Ewoéva 19: To avrikeipevo g oneipag o€ o10popeTIKI] 0E01M KoL HE OLOPOPETIKO YPO P

10. Textures

10.1. Ozopia

Ta oavtikeipevo mov oyeddoape péxpt topo OoEbetav €vo povo ypopo M o peién
YPOUATOV, TEYVIKN OV EMTLYYAVETAL UE TN ¥pnon tov Smooth shadingov avaeépbnke
mopamive. Oumg, yloo TNV PEAAGTIKY] AVATOPAGTACT] OPICUEVOV OVTIKEILEVOV, OTTMOS VT
OV SL0BETOVV Ol YOPOAKTPIOTIKT LT, AVTO dEV EIVOL APKETO.
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[Mopadeiypotog yaptv, v 10 oyedaoud &vog toiyov pe toOPAo Bo pmopovoape vo
YPNOLOTOCOVLE La GEPA amd opBoymdvia 1610V ¥pdUATOC ToL o ametkdvilav Ta TOVPA.
Qot6c0, n TEYvIKN avt Oo elxe ocov amotéleocua TV Omuovpyio. €vog emimedov
povoypmpov totyov mov Ba ameiye TOAD amd TNV TPOYUOTIKOTNTA.

o vo avtipetomicovpe TETOOV €100V KOTAGTACELS YPNOLUOTOOVUE €val GTOlKElD NG
OpenGLnov ovopdleton texture. To ototyeio avtd emTpénetl TNV TPOCKOAANGT] HLOG EKOVOG
otV emdvelr evog  Pacwod moivywovov g OpenGL. ‘Etct, umopodue va
AP CLOTOGOVLE TNV EIKOVO EVOG TPOYLATIKOV TOTYOV ad TOOPAC KoL VoL TV ERPOVIGOVUE
o€ £€va opboydvio mov Ba amotelel To TAaiclo Tov Toiyov poc. H ekdva mov ameikovilel tov
Toiy0 éxel T1g 1dteg 1010t TEG pe éva avtikeipevo g OpenGL.Kabdhg amopakpuvouacte amod
TO OVTIKEIEVO, O TO1YXOG Kot To. TOVPA QaivovTol 7o puKpd, OTmg akptPdg cuppaivel Kot tnv
TPOYLATIKOTNTOL.

H teyviki avt) pmopel va ypnoponombel kor o€ GAAEC TEPMTOGEIS, OMMG €ivor 1
amEIKOVIOT TOL €0G(POVG HE o E1KOvVa, Tov OBa deiyvel fAdotnon 1 kdtt avtiotoro. Eniong,
vrapyovv Etoyo wallpaperskot texture patternstov kdavovv to avTikeipeva pog vao
eaivovtal EOMva, paAAVa, poppapve KA. YTapyovuv HovodldoTtato, 01oo1doTaTa, Kafdg
Kot TplodtdoTota texturesta omoia uropovv va TpockoAinBovv tdve oe Pacikd ToAdywva,
oe érowua avtikeipeva g OpenGLkabmg kol og opdoeg moAvyovev k.o. H yprion tov
texturesumopet va ddoeL TOAAEG SLVOTOTNTEG GE VOV TPOYPOLLUATIOT], OGTOGO 1) EMTAEOV
dtepehivnon Tov TpoomePVAEL To TAAicLo cvToD TOV PAiov.

Kdatt mov a&ilel va avopépovpe givar 0Tl 6€ HETOAMKE avTiKEipeVa 1 KOOPETTEC UITOPOVUE
VO OTEIKOVIGOVLE TNV OVTAVAKANGT TOL YOPO TTEPPAALOVTOG PE TNV TPOCKOAANGN GE QLT
pog eiovag mov va to amelkovilel. o va gaivetar n avtavakAoon ToV OVTIKEWEVOVY To
PEOMOTIKY, OO GTNV TOPAKAT® EKOVA, YPNOUYLOTOIOVUE TEXVIKEG TOV LG EMTPETOVLY VL
avapeifovpe éva texturepe to vrapyov xPM®UA EVOS OVTIKEILEVOU.

EmRay - Mark's Ray Traoet

Ewova 20: H avtovakioon avTikelpévay pe ) (prion Tov textures

IMa va ypnowomomoovpe o ikova o¢ texturefa mpémet apykd va dnpovpyncovue Evol
avtikeipevo Tomov Texturesto omoio Bo EKYWPNCOVLE TV EIKOVO 0POV TI POPTMCOVIE GTO
TPOYPOLLHOL HOG.

e private Texture aTexture;
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21N CGULVEYELWN, GE OTMOLOONMOTE GNUEID TOL TPOYPAUUATOS LOG, UTOPOVUE VO EKYWOPTGOVUE
v ewdva gvog apyeiov oty petafinty aTexturepe tn ypnomn Hio GLVAPTNONG TTOV
EMOTPEPEL VO AVTIKEIIEVO TOTOV Texture,mapadelylotog yapv:

e aTexture =load("anlmg.jpg");

Etvon mpotipdtepo n dradikacio avti va yivetal pe T xpnon cvvaptnong n oroio 0o pmopet
va ypnolponom el TOAAEG POPES KOl Y10 SLUPOPETIKEG EIKOVESG, AALALOVTAG HOVO TO OVOLLOL
TOL apyeiov To 0moio mEPLEXEL TNV KOV, Mo T€Tol GuvApPTN o™ €lvol Kot 1 TOPAKAT® M
0TO10. POPTMVEL IOl EIKOVOL TOTOV .JPg:

Texture load(String filename){
Texture texture = null;

try
{

/ICreate an OpenGL texture from the specified file. Do not llcreate
mipmaps.

texture = TexturelO.newTexture (new File (filename), false);

//Use the NEAREST magnification function when the pixel being
/ltextured maps to an area less than or equal to one texture
/lelement (texel).

texture.setTexParameteri(GL.GL_TEXTURE_MAG_FILTER,GL.GL_NEAREST);

//Use the NEAREST minification function when the pixel being
/ltextured maps to an area greater than one texel.

texture.setTexParameteri(GL.GL_TEXTURE_MIN_FILTER, GL.GL_NEAREST);
catch (Exception e)

System.out.println ("error loading texture from "+filename);

}

return texture;

}

To texturemov PoPTMOCOLE LE TOV TAPATAVED TPOTO UTOPOVUE VO TO YPTNCUYLOTOUW|GOVLE Y10l
Vo ONUIOVPYNCOVUE TNV emBounti veN og omolodnTote avtikeipevo g OpenGL,eite to
€xovpe oyxedldoel epeis, eite eivon £Topo.

Avaioyo pe 1o ov mpokerton ywoo éropo avtikeipevo g JOGL 1 yu avtikeipevo mov
oyxeodlovpe eueic M dwdikacio mov oakoAovBodue eivar SoEopeTiky. XV devTEPN
nepintoon Oa mpémel va  amoBnkedoovue TIG GLVTETOYUEVEG TNG €KOVOS 7ov Oa
YPNOUYOTOW|GOVE GOV LPT] KoL VO TIG OVTIGTOLY|COVUE OTIS GULVIETOYUEVEG TOV
AVTIKELUEVOL TTOV B0l OYESIAGOVLLE.

10.2. To npdypappa TextureApp
To mpOypappa mov £xm PaAel cov Tapadetypo pag Oeiyvel Tov TPOTO LLE TOV OTTO10 UTOPOVE
va swodyovpe éva texture oe avtikeipevo mov oyeddlovpe epeig. O kddwkag TOL

npoypaupotog TextureView otov omoio yivetor 0 oyedlooudc TOL OVIIKEWEVOL Eivat o
TOPOKATO:
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import com.sun.opengl.util. GLUT;

import com.sun.opengl.util.texture. Texture;

import com.sun.opengl.util.texture. TextureCoords;
import com.sun.opengl.util.texture. TexturelO;
import java.awt.*;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

import java.io.*;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().

*/

public class TextureView implements GLEventListener

{

GLCanvas glc;
private Texture wallTexture;

2m petoPAnty tomov Texture amoBnkevovpe v ven pe v omoion Bo vivcovue TO
avtikeipevo pogc. o kdbe dapopetiky] ven Tov BEAOVLE VAL EIGAYOVE GTO TPOYPOUUUA LLOG
Ba Tpémel va SNADOVOLLE Kot piol LeTafANTY]. Xt HETAPANTH VT 0moONKeEDOLLE TNV LET| Y10
VoL T XPNOYLOTOM|GOVLUE OTOVONTOTE GE OTOLO0ONTOTE GNUEID LEGO GTO TPOTYPOLLLLLAL.

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;

Avtd ov kdvouvpe oty init() eivar va anobnkevcovue oty petafinti wallTexturetnv von
7oV emoTPEPEL 1| cvvaptnon load.H cuvaptnon avt déxeton cav Opiopa o EIKOVa Kot TV

EMOTPEPEL Ue TN popen veng. H loadreprypdoeton mopokdato.

/**

* Take care of initialization here.

*/

public void init(GLAutoDrawable gld) {

wallTexture = load("Wand.jpg");
}
/**
* Take care of drawing here.
*/
public void display(GLAutoDrawable drawable) {

GL gl = drawable.getGL();
GLU glu = new GLU();
GLUT glut = new GLUT();

gl.glMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();
/I Aspect is width/height

double w = ((Component) drawable).getWidth();
double h = ((Component) drawable).getHeight();

double aspect =w/ h;

//When using gluPerspective near and far need

/Ilto be positive.

/[The arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 2.0, 10.0);

gl.glMatrixMode(GL.GL_MODELVIEW);
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gl.glLoadldentity();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);
/Ibleach out the scene with too much light.
//Define points for eye, at and up.

/[This is your camera. It ALWAYS goes
/lin the GL_MODELVIEW matrix.
glu.gluLookAt(0, 0, 0, 0, 0, 20, 0, 1, 0);

gl.glClear(GL.GL_COLOR_BUFFER_BIT);

210 onpeio awTd EYOVE TEAEUDCEL e  TIC OPYIKOTOMOELG TG 0EoME TG KAUEPOS KOL TOV
OTTIKOV Tediov Ko Guveyilove He TV TOTOOETNO TOL POTIGHOD GTO GKNVIKO LLOG.

/[Time to set up the light. We will only

/luse one light. If we used multiple lights,

/lwe would want to dim them so as to not

// bleach out the scene with too much light.

float[] position = {Of, 15f, -30f, 0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, position, 0);
float[] diffuse = {.7f, .7f, .7f, Of};

gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, diffuse, 0);
float[] ambient = {.2f, .2f, .2f, 0f};
gl.glLightfv(GL.GL_LIGHTO, GL.GL_AMBIENT, ambient, 0);
gl.glEnable(GL.GL_LIGHTING);
gl.glEnable(GL.GL_LIGHTO);

/IGL_DEPTH_TEST prevents us from seeing polygons

/lthat should be obscured. Remember to clear the
/IGL.GL_DEPTH_BUFFER_BIT

gl.glEnable(GL.GL_DEPTH_TEST);

/INotice the depth buffer bit is also being cleared
gl.glClear(GL.GL_COLOR_BUFFER_BIT | GL.GL_DEPTH_BUFFER_BIT);

Metd and v TomofETnomn Tov PMOTIGHOV, 0 0TOI0G £ival ATOPOITNTOG GE KAOE TPOYPULLLLOL
MOOTE VO, QOIvovTal TO OVTIKEIpEVH Hog, oyedldlovpe To OVTIKEILEVA He TNV O1001KAGIN TOV
akoArovOfcope Kot oto Tpoypappoe LinghtingView. Ta tpio oynuata givar évo eikocdedpo,

évag KOPBog kot pa ocepaipa.

//Placing icosahedron

gl.glPushMatrix();

gl.glTranslated(0, 0, 5);

float[] materiall = {0.9f, 0.6f, 0.06f, 1.0f};
gl.glMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,materiall,0);

glut.glutSolidlcosahedron();

gl.glPopMatrix();

/[Placing cube

gl.glPushMatrix();

gl.glTranslated(3, 0, 5);

float[] material2 = {0.9f, Of, Of, 1.0f};
gl.gIMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,material2,0);

glut.glutSolidCube(1.2f);

gl.glPopMatrix();

/IPlacing sphere

/IThe Cone parameters are:

/l radius of base

// height of cone

I/ slices or subdivisions around cone

/I stacks or subdivisions from base to peak

gl.glPushMatrix();

gl.glTranslated(-3, 0, 5);

float[] material3 = {0.05f, Of, 0.7f, 1.0f};
gl.glMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT_AND_DIFFUSE,material3,0);

glut.glutSolidSphere(0.8, 100, 360);

gl.glPopMatrix();
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211G TOPUTAVED YPOUUES KOOIKO YPNOIUOTOCOUE 000 KAvOoUPleEG EVIOAEG TOL OV EXOVUE
detl puéxpt topa, T glPushMatrix()kon glPopMatrix().Ot evrtodn pushMatrixypnoyiomoteitot
yw vo  oamofnkedoovpe TV 0€om TOL  TPONYOLUEVOL OVTIKEIMEVOL amofnKevovTog
OVOLOOTIKG TIG TPpONYOoVUEVEG TIUEG TOL Tivakoa translateH evtodn popMatrix and tnv GAAn
EMAVAPEPEL TIC TPONYOVUEVES, amodnkevuéveg, TIUEG Tov mivaka translate.

‘Etot dowtdv 1 gpnon tov glPushMatrix()kow glPopMatrix() mpwv ko petd tov oyedlacuod
KaBevog amd To TPONYOVUEVO OVTIKEIIEVO, ETAVOQEPEL TNV TN TOL Tivaka translatest
0éom mov opiotnke otn cvvaptnon gluLookAt(), sniadn v (0,0,0).

drawWall(gl,7,0,3,0);

drawWall(gl,7,0,-3,0);

drawWall(gl,-7,0,-3,0);
drawWall(gl,-7,0,3,0);

H ocvvaptnon drawWalloyedialetl éva opboydvio oto omoio giodyovpe v ver wallTexture
wote va, potalel pe toiyo amd tovPra. Kokovue m ocvuvdptnon avt) t€06epig QOpPES Kot
TEPVALE O TOPOUETPOVS TIG CUVTETOYUEVEG X Kol Y TV TE66ApmV onueimv mov opilovv 10
opBoydvio oto omoio Bo «Cwypapilovue» ToV TolY0. Q¢ amotélecua, o oymuaticovv
téooepa LKpd opBoydvia kabéva and ta omoia Bo avamaplotd £va KOpPATL amd Tov Toiyo
oL BEAOLLE VO ONUIOVPYNCOLE. XKOTOG TNG TEXVIKNG UE T TEGGEPA opBoydvia glval 1| o
PEOMGTIKY OVATOPAGTACT TOV TOiXOL 0 omoiog Ba amotedeiton and mo pIKpd TOOPA ovTi
Y peyaAvTEPQ TOL Ol ElYOLE oV dSNULOLPYOVGAUE LOVO Eva 0pHOYDVIO.

}

void drawWall(GL gl,int x1, int X2, int y1,int y2){

¥t ovvaptmon drawWall to tpdto mov Kdvovpe gival va Tpocdlopicovre TO YPOLO TOL
opBoywviov mov Oa oyedidocovpe Kol vo TO QOTICOLME HE TN YpNon TG MHeEBOSOL
gIMaterialfv().

float[] texMatMix = {1.0f, 1.0f, 1.0f, 1.0f};
gl.gIMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_AMBIENT _AND_DIFFUSE,texMatMix,0);

Otav oyedalovpe to dkd pog aviikeipeva €ivor onUOvVIIKO Vo TPOGapUOLOVUE  TIC
ocuvteTaypéves tov texture oTic GUVIETAYUEVES TOV OVTIKEIWEVOL GTO omoio Bélovpe va
EI0AYOVLE TNV VO] DOTE VO TO «WTOGOLUED LE TOV 6MOTO TPOMO. O KMOKAG TOL VITOAOYILEL
Kol omobnkevel TG cvuvteTayuéveg tov texturesivor o €1g:

TextureCoords tc = wallTexture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

/I Enable two-dimensional texturing.

Ao amoBnkedoovpe TG ovvtetayuéveg Tov texture Eexwvdpe TOo  OYESOUO TOV
OVTIKEYWEVOD, TTOL OTNV TEPINTMOON pog eivan €va amhd opboydvio. Tlpwv oyedidoovpe to
OVTIKEIUEVO EVEPYOTOLOVUE TNV KOTAAANAN VOY|, OV 7TEPIMTOON uHoG PpiokeTon
amobnkevpévn ot petapfintm wallTexture, ko v omevepyomoobpor Otav dev T
ypewlopaote ma. H eviodn wallTexture.bind() kver 1o dedopéva tov  avTIKEWEVOL
wallTexturediadéopa dote va pmopovv va ypnoiporombovv oe éva textured model.
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wallTexture.enable ();
/I Bind this texture to the current rendering context.

wallTexture.bind ();

gl.gIBegin(GL.GL_QUADS);
gl.glVertex3i(x2, y1, 8);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3i(x2, y2, 8);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3i(x1, y2, 8);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3i(x1, y1, 8);
gl.glTexCoord2f(tyl,tx1);
gl.glEnd();

H ovvaptmon glTexCoord2f (float x, float yhoc Bonbaet va aviistotryicovue pio kopven
gvog texturepe v avtictoyn Kopuer TOL OVIIKEYWEVOL Y10 TO OTT010 TPOoOoPILeTal, MGTE TO
npdypappo vo yvopilel mog akpiPac Bo tomobetoel to texturepéca oto avtikeipevo. H
KOPLOT TOV AVTIKEWEVOL otnv omoia Ba avtiotoyyiotel 1 KGBe Kopve1 tov texture gival
avTn oV oyeddoTnKe aKpIPmg Tpv amd avty pe v evioAn gl.glVertex3i(x, y, z).Etot,
COUPOVO LE TOV TOPATAVED KOJK 1 Kopuen X2-y1-8 tov opBoywviov Ba avtictoryiorel
otV kopven tyl-tx2tov texture.

wallTexture.disable();
}
/**

* Called when the GLDrawable (GLCanvas

* or GLJPanel) has changed in size. We

* won't need this, but you may eventually

* need it -- just not yet.

*/

public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {
}

public void displayChanged(GLAutoDrawable glad, boolean bin, boolean binl) {

Axolovbei  cvvaptnon loadn omoia déyetan mg Optoua To Gvopa EVOG apyeiov elkdvVag Kat
emoTpéPel éva avtikeipevo tomov Texture pe v ewova ovty. Tn ocvvdptnon oot
UTOpPOVLE VO TN YPNOLUOTOU|COVE G€ OMOOOMTOTE  TPdypappo  Bélovue  va
ypnoonomcovpe textures.

Texture load(String filename){
[Ipdta apyikomolobe TV EMGTPEPOUEVN LETAPANTY.

Texture texture = null;

O kddwog mov eivor vevBouvog Yoo 10 daPacuo Tov apyelov €KOVOC TEPIKAEIETAL OF
aykOAeg try-catchd®ote vo epeovioTel PNVLLO GEAALOTOC G TEPITTMOON TTOL TO ap)Eio dev
etvan drobéoipo.

try

/I Create an OpenGL texture from the specified file. Do not create
/I mipmaps.

texture = TexturelO.newTexture (new File (filename), false);
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/I Use the NEAREST magnification function when the pixel being
I textured maps to an area less than or equal to one texture
/I element (texel).

texture.setTexParameteri(GL.GL_TEXTURE_MAG_FILTER, GL.GL_NEAREST);

/I Use the NEAREST minification function when the pixel being
Il textured maps to an area greater than one texel.

texture.setTexParameteri(GL.GL_TEXTURE_MIN_FILTER, GL.GL_NEAREST);
catch (Exception e)

System.out.printin ("error loading texture from "+filename);

}

return texture;

}
}

Téhog, Yo eukoAOTEPT KATAVONGT TOL TPOTOV EGAYMYNG €vOg texturece éva avtkeipevo,
TapoBET® TIC TOPAKAT® dVO €1KOVEG. Ot €1KOVEG OVTEG delyvouV TIG TIUES TOV UETARANTOV
tx1, tyl, tx2xon ty2, mov avoamapiotodv TIg KopLeég evog texture,omwg avtiototyilovtal oTig
KOPLPEG €VOC 0pBoy®VIOL e POPA COLPMOVN LE TNV KATEVBVVOT TEPIGTPOPNS TOV JEIKTOV
TOV POAOYLOV.

Ewéveg 21 & 22: H tomo0étnion Tov 0pBoy®mviov 610 GUGTNG TOV GUVTETAYRUEVOV KOL
1] GVTIGTOIY1]G1] TOV KOPLYAV TOV texture (de0Tepn £1KOVA) UE TIC OVTIGTOLLES KOPLOES
70V opOoymviov [13]

210 onuelo avtd M mEPLYpaPn Tov KO £xel oAokAnpwbel kot o ypnog Ba mpémer va
elvar mAéov 1Kavog va eledyet Kot o 110G ven ota avtikeipeva tov oyedialet. To TpodypapLpa
SolarSystemViewrov weptypdeetal otny €mOUEVN EVOTNTO HOG OEiYVEL TOG UTOPOVLE VO
glodyovpe texturesse éropa avtikeipeva g JOGL.
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Ewova 23: To amotéleopa Tov mpoypapportog TextureApp
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[Il.  Avamtoin vroderynaTIikng EQapProYNS

Xmv evémro avt| mopabito poe epappoyn Tnv omoia Pprko £toiun otn ceAida
robot.unipv.it,n onoia éxsl avantvydei and to «Laboratorio di robotica»Xto tutorial wov
VIapyEL ot ceEAida avt pe Vv ovopooia «Computer Graphics - Jogl Tutorials and
Examples»rdpyst Oempia kot £Topno vAKd pe mpoypdauuata yio ke evommra e JOGL.
[14]

To mpoOypoppo TOv OmOTEAESE TN PAON Yo TNV €QPOPUOYN TOV OKOAOVOEL TEPLEYETOL GTO
apyeio tutorial2.zip koar ovopdleton Practice07GLUPerspectivelo oapyikd mpoypappo
oyeodiale téooeplg oPaipes dSOPOPETIKOL LEYEDOLG KOl YPDOUOTOS OL OTOTIES TEPIGTPEPOVTOAV.
Eniong, 600 and avtéc Nrov goTilopeveg Kol Lol oo oTEC KIVOOVTAVY LE TN YP1OT E1GOI0V
Ao T0 TANKTPOAHY10.

Metd amd TpOTOTOGELS KO TPOGHNKES TO TPAYPAUILO TAEOV GYEOALEL Eva NAOKO GVGTNO
0T0 TOl0 01 OPYIKES oeaipes £xovv YPNOHLOTOMOEL Yoo TV OVOTOPAGTACT] TOV TAAVITOV.
Eniong, to poévo ootilduevo avrtikeipevo eivor po oeaipo mov vrdpyer 6To KEVIPO TOL
OKNVIKOV Kol ovomaptotd tov NA0. O1 bTOAOITES TPEIS CQOIPES TEPIOTPEPOVTIOL GE TPOYLAL
Yopo omd avtdv, aAAd kot yopo omd Tov gavtd Tovg. H teEMkn ewdva Tov MAloKov
GLOTNLOTOG TTOV dNUIOLPYNONKE ivon 1| TaPOKATO:

Ewoéva 24: To amotéleopo Tov Tpoypapupatog SolarSystemue tnv areikévion evog
NAMOKOD GVGTINOTOG

AxoAovBEel 0 KOOKOG TNG EPAPUOYNG KOL L0 CUVTOUN TTEPLYPAPT] TOV ETUTAEOV TPOYUATOV

oL TTEPLAUPAVEL TO TPOYPOLL Kol Ta. OTToio eV £xovv avapepBel péyxpt topa otn Bewpia.

Ta epyareio g OpenGLrov pe odynoav ce avtd to amotédeopa eivoar n ypnon textures
Yo TV AVOTapAoTacn TG EXPAVELNG TV TAAVNTOV, 1 xprion eotiopuov (lighting) ywa v

ameOVIoN TOV aVTO-E®TILOUEVOL NA0VL Kot 1 yprion Animation oe cuvovAGUO HE TIG

evtoréc gIRotate ov omoiec e€ac@arifovv TV cLVEXOUEVN TEPIOTPEPOUEV Kivion TV

cCOUATOV.
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To npoypappo pe v ovopacio SolarSystemo omoio mepilapPdvetl Ty maineivotl avtd Tov
KoAel v emopevn kidorn SolarSystemViewia vo oyedidoet to nhoakd cvomua. H kidon
SolarSystemView napovoialetar  mopokdt® evd 1 kKoplo. KAdon SolarSystem dgv
mapovctaletar OAOKANPN Yo euvomTovg Adyovs. To povadikd ototyeio mov Ba mpémetr vo
npocBécovue oty KOpLa avT KAAoN eivor 1) dnuiovpyia evog avtikelévon tomov Animator
®oTte M eoOva oV B oYedAGOVLE Va gfval KIVOOUEVT Kol YL OTOTIKY.

Mo 10 oxomd awtd kdmowo onueio ™M peboddov SolarSystem()zov avikel oty KAdon
SolarSystemgpocOétovpe T1g €ERG 600 YPAUUES KMOOIKOL:

Animator animator = new Animator(glcanvas);
animator.start();

‘Etolr Aowmdv Bétovue o Aertovpyio €va avtikeipevo tomov animatorto omoio yw 660
YPOVIKO dtbdotnuo to mpoypappo eivar avoyytd m uébodog display() t™c xhdong
SolarSystemViewda exteieiton emavelnuuéva. Mg avtd Tov TpOTo Ol TAAVATEG pog Oo
Bpiokoviar oe ocvveyn xivnon odueova pe tov tpodmo Ba opicovpe eueic omg pébodo

display().
O m\png kddkog ¢ kKAdong SolarSystemVieveival o Tapakdto:

import com.sun.opengl.util.texture. Texture;
import com.sun.opengl.util.texture. TexturelO;
import java.io.File;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

import javax.media.opengl.glu.GLUquadric;

public class SolarSystemView implements GLEventListener

{

210 onpeio owtd INAMVOLUE KOl PYIKOTOOVUE TIG HETAPANTES TOL Tpoypdupatdg pog. H
petaPintéc t ko K pog fonbovv oty TEPIGTPOPN TOV AVIIKEUEV®OV KOOMG Ol TIHEG TOVG
aAralovv kKabe popd mov exteleitar 1 péBodog display(). Xt petafintég w (width) ko h
(height) amofnkedovtar ot dwactdoelc Tov Topabvpov péca oto omoio Bo epeaviotel 1
EPOPUOYN HOG. XTI GUVEXELD LITAPYOLV Ol PETUPANTES OTIC omoieg Ba amoBnkevTOLV pe
popoen texturesol eikdveg mov Oa epappocovpe ota avtikeipevd pog. Télog, pe ™ ypron g
petapAntg quadricbo oyedldcov e T AVTIKEILEVH LLOG LLE TOV YVOOTO TPOTO.

private static float t=0,k=0;

private float w=1,h=1;
private Texture earthTexture;
private Texture marsTexture;
private Texture venusTexture;
private Texture sunTexture;
private GLUquadric quadric;

GLCanvas glc;

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;
}

/**

* Take care of initialization here.
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*
public void init(GLAutoDrawable gld) {

GL gl=gld.getGL();
gl.glEnable(GL.GL_LIGHTING);

float ambient[]= {0.2f,0.2f,0.2f,1};
gl.glLightModelfv(GL.GL_LIGHT_MODEL_AMBIENT , ambient,0);

H ovvapmon glLightModelfv, avdioya pe mv tuf 11 npdg mapapétpov, Kabopilet
KOTOIEC 1010TNTEG TOV LOVTEAOL QPOTEVOTNTAG. TNV TEPIMTOGCT LOG, 1 1O1OTNTA AVTY Elvar 1
évtaon TOL  SICTOPTOV  GOTOG TOL  VWAPYXEL GE OAOKANPO TO OKNVIKO  HOG
(GL_LIGHT_MODEL_AMBIENT). H dgbtepn mapapuetpog tng cuvaptmong eivat o mivakog
ambiento omoioc mepiéyet i Tiég RGBA mov kabopilovv v évtaocm tov ambientpwtog.
Addison Wesley2009 26/2/2011

gl.glEnable(GL.GL_LIGHTO);

float position1[]= {-0.5f,0,00,1};

gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, position1, 0);

float intensity1[]= {1,1,1,1};

gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, intensityl1, 0);

float specintensity2[]= {1,1,1,1};

gl.glLightfv(GL.GL_LIGHTO, GL.GL_SPECULAR, speclntensity2, 0);

210 onueio ovtd EYovpe MNOM  OMOLPYNOEL ML TNYN Q®OTOG Kol TPOYwpAue o€
QPYIKOTOMNGELS OV apopovyV 1o VAIKO (Material)tov aviikeévoy pog. Xpnoiporolovus
mv Wwwmrto ColorMaterial dote va dnidcovpe €€ apyng, pe t xpnon g pedoddov
glColorMaterial()tng mievpég tov aviikewévov mov o potiloviol kabdc Kot To £160¢ Tov
w16 mov Ba ta emnpedlel. Addison Wesley200926/2/2011

gl.glEnable(GL.GL_COLOR_MATERIAL);
gl.glColorMaterial(GL.GL_FRONT_AND_BACK, GL.GL_AMBIENT_AND_DIFFUSE);
float specColor[]={1,1,1,1};
gl.glMaterialfv(GL.GL_FRONT_AND_BACK,GL.GL_SPECULAR, specColor,0);
gl.glMaterialf(GL.GL_FRONT_AND_BACK,GL.GL_SHININESS, 80);

H evepyomoinon tov GL_COLOR_MATERIAL kot 1 pébodog glColorMaterial(),oe avtod to
onueio Tov KMOIKO, OTUAAAGCOLV TOV TPOYPOUUUATIOTH Oomd TN Ypnon v Hebodov
giMaterial() xé0e @opd mov oyedidler éva avrtikeipevo. Eoti Aowmdv 10 ypdpo Kabe
QVTIKELPEVOD OV dMpovpyovue apyotepo tnv display() kabopiletar amid ko pudévo omd ™
ovvaptnon glColor3f(). Télog, kaiovpe ™ cvvaptnon load() téooepig popéc, pia yo kabe
TAOVITI, ACTE VO AmOONKEVCOVLE OTIC OVTIOTOLYES LETAPANTES TIG EIKOVEG TV TAOVNTMOV LE
™ pHopoen texture.

earthTexture = load("earth.jpg");
marsTexture = load("mars.jpg");
venusTexture = load("venus.png");
sunTexture = load("sun.jpg");

}
/**

* Take care of drawing here.
*
public void display(GLAutoDrawable gld) {

GL gl=gld.getGL();
gl.glClear(GL.GL_COLOR_BUFFER_BIT | GL.GL_DEPTH_BUFFER_BIT);

gl.glEnable(GL.GL_DEPTH_TEST);

gl.glCullFace(GL.GL_FRONT);
gl.glEnable(GL.GL_CULL_FACE);
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gl.glFrontFace(GL.GL_CW);

Eivow n mpdtn eopd mov cuvavtape ™ pébodo glCullFace()n omoia yia va €xet 1oyd Oa
TPEMEL OMOGONTOTE Vo Evepyomotjcovpe 1o yapokmplotiké GL_CULL_FACE.H pébodog
avt kabopilel moia amd ta moAvywva g OpenGLOa mpénet va dtoypapovv mpy va
UETOTPOTOVV GE GUVTETAYLUEVEG TIC 006VN G Kot ELPaVIGTOVY 6€ ovTh. Ot duvatég TIHES efvar
GL_FRONT, GL_BACKka1t GL_FRONT_AND_BACK.H otafepd GL_FRONTemtpénet
va gpeaviCovtal otny 006vi LOVO 01 GLUVTETUYUEVES TV TOAVYDOV®V oL Bpiokovtol
«UTPOGTE» Ko givat opatd amd tov xpnotn. Téhog, n nébodoc glFrontFace()rng omoiag 1
defaulttiun eivar 1 GL_CW, xaBopilel Tov TpOTo VTOAOYIoUOD TOV GUVIETOYUEVOV TV
moAvyovev oty 006vn. H iy GL_CWvroloyilel pe apiotepdoTpo®o TpocavatoAoud Tig
GUVTETAYUEVEG TV TTOADYOVOV 6TV 000Vn. [1]

gl.glMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();
gl.glScalef(600/w, 600/h, 1);

H tehevtaio evtodn pe ) ypnon g glScalefepovriler dote to aviikeipeva pog va unv
QOIVOVTOL TOPAPOPPOUEVO. UE TNV oAlayn] Tov mopobvpov tov windows oiid vo
mpocapuolovial G avTo.

/[Projective transform
GLU glu=new GLU();
glu.gluPerspective(50.0f, 1, 1.0, 20.0);
gl.glTranslatef(0, 0, -10);
gl.glRotatef(0.2f*t,0,1,0);

t++;

Ot dvo televtaieg eviodéc tomoBetovv ta avtikeipevd pog oty Béon -10 otov dEova Z ko
eEaocpaAilovy TV ovveyn mePoTPOP Tovg ™G mpog Tov dEova Y. ITo cvykexpuéva m
avénon g Tiung tov t oe kdbe kAo g display()repiotpépet tovg Thaviteg YOpO amd Tov
NMO Kot TOV TEAEVTOL0 YUPO AT TOV EAVTO TOV.

gl.glMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

quadric=glu.gluNewQuadric();
glu.gluQuadricTexture(quadric, true);

Ot mapamdve evtoAdéc dnuovpyovv éve quadricto omoio ypNGILOTOIODUE Y10 VoL KOAEGOVUE
To ovtopata oynuate g kKAdong GLU kot va oyxedidoovpe 11 opaipeg pag. H devtepn
evtor kabiotd to quadric étopo ya va dexbei éva texture. Auéomg petd KoAoOUE ™
ovvaptnon glLoadldentity() dote va apyikomomcovpe Tov wivaka TPOPOANS Kot vo
arobnkedboovpe o€ avtov v 0B€on TOL EmMOUEVOL avTiKEWEVOL Tov  BEAovpe va
oxeOAooVpE. XT1 GUVEKEL, O TOPATNPNCOVUE OTL KOAOVUE TN GLUVAPTNGCT GLTH TPV Ao
TOV OYEOOUO KAOE OVTIKEWEVOL (dOTE aVTO Vo EUEOVIoTEL o véa Béom Ko €101 va
eEao@olriletar n opb1| Aettovpyia evog animation.
gl.glLoadldentity();
gl.glTranslatef(0.5f,0,6);

gl.glRotated(90, 1, 0, 0);
gl.glRotatef(90*k, 0, 0, 1);

H npdt eviodn glTranslatefromobetei to aviikeipevo (TAavitm) otnv KatdAANAN apyikn
0éon mote va kveitar og o otabepn tpoyd. H emduevn evroAr glRotated(90, 1, 0, 0)
neplotpéPel to avtikeipevo 90° otov dEova Tov X MOTE PETA TNV €QAPLOYN TOL textureo
TAVATNG Vo paivetan OTL €yl TV oot moAkotnta. H televtaio eviodn glRotated(90*k,
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0, 0, 1)sivar vevBVYN Yo THY CLVEYT TEPLGTPOPT| TOV TAUVNTMOV YOPO OO TOV E0VTO TOVG
kabog N ) tov K avéaveral, 0nmg Bo dodue mapakdTm, KOs Popd mov ekTEAEiTaL M
display.

gl.glColor3f(1,1,1);
marsTexture.enable();
marsTexture.bind();

glu.gluSphere(quadric, 0.8f, 16, 16); //mars
marsTexture.disable();

Me ¢ mapondve eVTOAEG ONUIOVPYOVUE TPMTO TOV TAAVITY Apn. Apyikd emAéyovpe yio
YPOUN TOV OVTIKEILEVOD TO AEVKO £Tol Mote 1 ewkova (texture)mov Bo epapuootel oty
EMPAVEIL TOL VA EUPOVIOTEL YWPIG TNV EMPPON KOTOWOL YPOUOTOS. XTN GLVEYELD,
EVEPYOTOLOVHE TO KoTdAANAO texture, mov oty mepintwon avt) givol amodnkevuévo ot
petapAinty marsTexturegar pe v eviodn bind kavovpe ta dedopéva g eikdvag dtabéoipo
vy ypnion. Téhog, oyedidlovue ™V oaipa pe T ypnon ¢ evioArs  gluSphereat
amevepyomolovpe to textureto onoio dev yperaldpacte TAEOV.

Me tov 1010 Tpoémo oYeOAlOVE KOl TOVG LTOAOUTOVS TAOVNTEG UEXPL VO OTACOVUE GTO
OYEOIG O TNG CPAIPAC TOL OVOTAPLGTH TOV NAL0.

gl.glLoadldentity();
gl.glTranslatef(-0.8f,0,2.5f);

gl.glRotated(90, 1, 0, 0);

gl.glRotatef(90*k, 0, 0, 1);

gl.glColor3f(1,1,1);
venusTexture.enable();
venusTexture.bind();

glu.gluSphere(quadric, 0.2f, 10, 10);//venus
venusTexture.disable();

gl.glLoadldentity();

gl.glTranslatef(-0.2f,0,-4);
gl.glRotated(90, 1, 0, 0);
gl.gIRotatef(90%k, 0, 0, 1);

gl.glColor3f(1,1,1);
earthTexture.enable();
earthTexture.bind();

glu.gluSphere(quadric, 0.6f, 10, 10);//earth
earthTexture.disable();

210 onueio avtd Ba TPENEL VoL ATEVEPYOTONGOVLLE TOV POTICUO KABDS 0 NA10G £ivat To oL
T0 0moio amoTeEAEl TNV QOTEWN TNYN MoG Kol oev OBa mpémel va evepyel kovéva €100vg
QOTIGHOG EMAVEO TOL OTOV TO GYEALOVUE. LT GLUVEXELN, oYedtGlovpe TOV A0 pE ToV 1010
aKPLPOC TPOTO TOV GYEIAGALE TOVG VITOAOUTOVS TTAUVITEC.

gl.gIDisable(GL.GL_LIGHTING);

gl.glLoadldentity();
gl.glTranslatef(-0.5f,0,0);
gl.glRotated(90, 1, 0, 0);

gl.glColor3f(1,1,0);
sunTexture.enable();
sunTexture.bind();

glu.gluSphere(quadric, 1f, 16, 16);//sun
sunTexture.disable();
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Me t1g 600 terevtaieg evioréc avEavoupe ™ petafint K, mov Ponbdel oty mepioTpoen
TOV TAAVTOV YOPO OO TOV ENVTO TOVG, MGTE 1) TIUN TNG Vo EXEL dALAEEL TNV emOUEV QOPa
nmov Oa kAnbei m display. Eniong, evepyomolodue tov @oTIopd ®©CTE TO. cOUATA TOL Ot
oyedlootoby, kol mhAl oe emduevn kAnon tng display, va emnpedlovtal @aivetar Ot
eotilovtat and Tov NA10.

k=k+0.01f;
gl.glEnable(GL.GL_LIGHTING);

Eivow n mpdT™n @opd mov ypnoponotovue ) pébodo reshapese mpdypoppa kot npbe n dpo
vo korovonoovue ™ xpnotndma me. To avtikeipevo glCanvasaviiotoryel oto mapadvpo
péca oto onoio eppavifetor  epoppoyn pag. 'Etot 6tav aAralel n d1dotacmn tov mapabipov
avto kaAeitoaw 1 pébodog reshapeOr 6vo petapintég width ko height mov amotelovv
opiopato ™G peBddov avTioToroVV OTIC JCTAGELS TOL TopabHpov, £T61 Aowtdv o€ KdAOe
KAnon ¢ nebddov ot TipéC avtéc amodnkedovranl otig uetaPintéc W ko h. Ot petapintéc
avtég Ommg €yovpe MON ogt Ba ypnowomombovv oty display yio va gpeovicovv To
QVTIKEIPEVE HOG LE TIG 6MOTEG d1a0TAGELS, Héow TG evioing gl.glScalef(600/w, 600/h, 1).

/**

* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size.
*/
public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height) {
GL gl=drawable.getGL();
w=width;
h=height;
}

public void displayChanged(GLAutoDrawable glad, boolean bin, boolean binl) {
}

H tehevtaioa puébodog viomolovpe oto mpdypaupe SolarSyatemVieweivar n idio mwov
YPNCLOTOWCOAUE KOl GTO, VITOAOUTO, TPOYPALLUATO LG Yo VO 0vOIEOVE oL EIKOVE KOl VoL
QOPTOCOLLLE TO TTEPIEYOUEVO TG o€ éva texture . H meprypapn ¢ pebodov mapoaieimeton yio
Adyovg cuvtopiog.

Texture load(String filename){
Texture texture = null;

try
{
I/l Create an OpenGL texture from the specified file. Do not create
/I mipmaps.
texture = TexturelO.newTexture (new File (filename), false);
/I Use the NEAREST magnification function when the pixel being
I textured maps to an area less than or equal to one texture
/I element (texel).
texture.setTexParameteri(GL.GL_TEXTURE_MAG_FILTER, GL.GL_NEAREST);

/l Use the NEAREST minification function when the pixel being
/l textured maps to an area greater than one texel.

texture.setTexParameteri(GL.GL_TEXTURE_MIN_FILTER, GL.GL_NEAREST);
catch (Exception e)

System.out.println ("error loading texture from "+filename);

}
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return texture;

}
}
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V. Avamtoén g 01KnS pov Qaproyng

1. Ewaymym

Xmv teAevtaio evOTNTO. TG TOPOVCOS EPYNCING OVOMTOGOM MO OKY] HOV EQOPUOYT.
[podxertan ywo éva Tpodypoppa To omoio oyedidletl éva 3D dwpdtio mov mepthapPdvet kKamoio
Bacwa avtikeipeva. O Poacikdg Lov 6TOYO0G €lvar 11 SLVATOTNTA TEPUYNONG TOV YPNOTN GE
€val EIKOVIKO KOGUO-OMUATIO LE TN ¥PNON AAG TOV TANKTPOAOYIOL TOV.

210 onpeio avTd TEPLYPAP® TO PACIKA LEPT] TOL TPOYPALUATOS OV TO OTTOi0. GLVOETOLY TO
3D oknvikd. Onwg avépepa Kot TOPATAVE 0 KOOGS oyedldlel £vo OMUATIO e KOTOL
Baowd émmAa. [To avaivtikd, ot Toiyol Tov dwpatiov &yovv enevovbel pe tanetoapio TV
omoia epapuoca pe ypnon texture.Emiong, pe tov 1610 tpdmo oyediaca Eva EOAIVO ddmedo
Kol TNV 0poen TOL OMUOTIOV HE Lo HOVOYPOUN TOTETGOPIO. LTV 0poen LRAPYEL £val
QOTIOTIKO OV amOTEAEITAL amd po. ceoptkn Aduma e opBoydvia Bdon. H Aduma avtm
amoteLel Kot TV TNy @OTOS Tov eoTilel OA0 T0 VITOAOITO dwUATIO. TEAOG, G6TOVG TOlYOLGS
ToV dwpaTiov TOTOBETNGO OPIGUEVOLS TTivaKeg (wYpPAPIKNG LE TOV €ENG TPOTO: dNpovpynoa
Kkdmola opBoydvia mhaicia, To omoic TOTOHETNGO TAV® GTOVS TOIXOLG TOL dWUATIOL Kol
epapuoca oe avta texturestov aneikovifovv mivakeg {oypaQikng.

Ocov agopd ta émumAa Tov dwupatiov avtd mepropilovion oe po tpamelopio pe TE6GEPIS
KapékAeg mov eivar tomoBetnpéva oto k€vipo Tov dwpatiov. To tpamélt Kabdg kol ot
KapékAeg owbétovv Kamowa EOAva puépn ta omoio. mwpocsopotdlovy opfoydvia, KOUUATLOL
EvAov. Xta koppdtio avtd €xel epapuootel texture pe oyn Ediov. To embveo pépog tov
tpaneliov elval EVAVO Kal To TOd TAVE® T 0Toia oTnpiletal £xovv oY UA KOAMVOPIKO Kol
TPAGIVI] LETAAAKT] OTOYPOON.

Me 1oV 010 TPOTO €ivol KATOOKEVOGUEVEG KOl Ol KOPEKAEG TOV OTOIOV 1 TAUTN KOl TO
KkédOopa amoteleitan amd ta idto EOMva opBoydvia OV YPNOIUOTOCOUE Kot 6TO TPATELL,
UOVo oL OTNV TEPIMTOOT VTN EXOLV dPOPETIKES dlaotdoels. Emiong, kot otig KapékAec,
YPNOUOTOINGO. KOMVOPIKA 7O TOL GLYKPATOVV Ta VIEOAouta, EOAva puépn tovg. TéAog,
07O KEVTPO TOL TPAmECIOL LIAPYEL L0 TOAYEPO OE OVOLYTO UTAE PETAAAMKO ypdpo. Me
TOPOVGIO TOL OVTIKEWEVOL TNG TOUYEPAG OTO GKNVIKO Hov Nfeda va Tovicm to yeyovodg 0Tl
amotelel éva amd ta Pacikdtepa £rotpa oviikeipeva e OpenGLmov cuvavtdpe cuyva og

TPOYPALLATAL.

To projectmov dnpovPYNG Yio TV LAOTOINGT TOL TPOYPAUUNTOS OV amoTEAEiTAL amd dVO
apyeloa — kKAdogg. H mpdt kAdon ovoudletor Room kot mepthopfdver v kdpor péBodo
main péoa otnv omoia KaA® TO GAAO mPOHypouuc pov, to RoomView. Xto devtepo
TPOYPOUULO VITAPYEL OVGLUGTIKG OA0G 0 KMOKaS TS JOGL K givat avtd to onoio oyedidlet
ot vrapyet 6to 3D oknvikd. Akdovbel o kddikag tov mpoypaupatoc RoomViewnali pe tig
amopoitnteg EMeENYNOELS Yo TN AetTovpyia Tov KAOE Koppatiov.
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Avaivon Tov K@owka,

To TPOTO TPAYLA TOL GLVAVTIAUE 0 KOOE TPOYPOULO EIVAL 1 EIGOYOYT TOV OTOPOITTOV
KAAoEDV.

import com.sun.opengl.util. GLUT;

import com.sun.opengl.util.texture. Texture;

import com.sun.opengl.util.texture. TextureCoords;
import com.sun.opengl.util.texture. TexturelO;
import java.awt.*;

import java.awt.event.KeyEvent;

import java.awt.event.KeyListener;

import javax.media.opengl.*;

import javax.media.opengl.glu.GLU;

import java.io.*;

/**

* For our purposes only two of the

* GLEventListeners matter. Those would
* be init() and display().
*/
public class RoomView implements GLEventListener, KeyListener

{

Ot petaPAntéc mov dMAOVEO TpdOTO givol ovTég oTIG omoieg amofnkevetar 1 Béon g
Khpepag, OnAadn To onueio Tov YO®Pov 610 omoio PpickeTon 0 YPNoTNG, Ko Kabopilel To
onTikd 1oL Tedio. Tic peToPAntég angleykor anglexamodnikevetal n yovio TEPIGTPOPNS TNG
KAUEPOS KOt OTIC 0VO TEAEVTOUES aKEPOLEG UETOPANTES TO OvVOYVOPLOTIKO KAOE g amd Tig
d00 MOTEG TTOL YPNCULOTOLD GTO TPOYPOLLLLLOL.

double xPosition = 0;
double zPosition = 4;
double yPosition = 4;
int angley = 0O;

int anglex = 0O;

int chair;

int woodenCube;

X ovvéyeln, oNAOve ¢ petaPAntég mov Oa griofevioovv ta Textures mov Oa
YPNOCOTOMO® OTO OVTIKEIUEVA OV KOOMG Kot TOovg Tivakeg Omov amofdnkevm To
OTOPOLTNTOL XPDOLLOTO.

GLCanvas glc;

private Texture wallTexture;
private Texture floorTexture;
private Texture ceilingTexture;
private Texture woodTexture;
private Texture paintlTexture;
private Texture paint2Texture;
private Texture paint3Texture;
private Texture paint4Texture;
private Texture paint5Texture;

float[] materialGreen = {0.2f, 1.0f, 0.7f, 1.0f};
float[] materialWhite = {1.0f, 1.0f, 1.0f, 1.0f};
float[] materialBlack = {0.3f,0.3f,0.0f,0.0f};

void setGLCanvas(GLCanvas glcanvas) {
this.glc = glcanvas;

}

/**
* Take care of initialization here.
*/
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public void init(GLAutoDrawable gld) {

To mpmdTO TPhdyue oL KAve oty iNit gival va kKahéow v KatdAAnAn pébodo loadn omoio
QOPTOVEL KAMOlEG €1KOVEG Kol TIC amofnkevel pe tn popoen texture otig oviictouyeg
petaPAntés. Ot eikdveg avtéc amewovilovv v ven mov Ba Eyovv kdmolo and To Pacikd
pépn tov dmpatiov kabmg Kot o1 TEVTE TvaKes Tov o LITAPYOLY GTOVG TOTYOVG.

wallTexture = load("wall.jpg");
floorTexture = load("floor.jpg");
ceilingTexture = load("ceiling.jpg");
woodTexture = load("wood.jpg");
paint1Texture = load("imagesl.jpg");
paint2Texture = load("images2.jpg");
paint3Texture = load("images3.jpg");
paint4Texture = load("images4.jpg");
paint5Texture = load("images5.jpg");

GLUT glut = new GLUT();
GL gl = gld.getGL();
GLU glu = new GLU();

210 onueio avTd KoA® TIG 600 peBOOOVE OV dNUOVPYOVV TIG AMGTEG TOV YPNCUYLOTOLD GTO
npoypopupnd pov. H mpd oyedidler éva EvAvo opBoydvio, mOov YPNOLUOTOLEITOL GTNV
KataokeL TG Tpamelopiag, Kot 1 OevTEPN oYEOALEL o KOPEKAN OTAAAGCCOVTAG LLOG OO
tov kOmo va oyeddlovpe téooeplg 101G kapékieg emavorlappdvovtag tov 1010 kMoK
TEGGEPIC POPES.

WoodList(gl,glut);
buildChairList(gl,glut);

211 GUVEKELN, EVEPYOTOL® TO GTOLXEIO TOL PMOTIGHOL KOl EVEPYOTOLD dVO PAOTA. To TPDTO
(GL_LIGHTO) &ivor to @®¢ mov ekméumel n Adumo tov douatiov kot 0nmg Oa dovue
apydtepa  tomobeteiton oe o ovykekpyévn  0éon. To dedtepo  (GL_LIGHTIL)
OVTUTPOCMOTEVEL TOV YEVIKO QOTIGUO TOL VTLAPYEL O18(LTOG GTO dWUATIO.

gl.glEnable(GL.GL_LIGHTING);
gl.glEnable(GL.GL_LIGHTO);
gl.glEnable(GL.GL_LIGHT1);

/I prepare spotlight

float spot_ambient[] = {0.2f,0.2f,0.2f,1.0f };
float spot_diffuse[] = {0.8f,0.8f,0.8f,1.0f };
float spot_specular[] = {0.8f,0.8f,0.8f,1.0f };

gl.glLightfv(GL.GL_LIGHTO, GL.GL_AMBIENT, spot_ambient,0);
gl.glLightfv(GL.GL_LIGHTO, GL.GL_DIFFUSE, spot_diffuse,0);
gl.glLightfv(GL.GL_LIGHTO, GL.GL_SPECULAR, spot_specular,0);

/I prepare a general fixed light

float fix_ambient[] = {0.1f,0.1f,0.1f,1.0f };
float fix_diffuse[] = {0.3f,0.3f,0.3f,1.0f };
float fix_specular[] = {0.1f,0.1f,0.1f,1.0f };

gl.glLightfv(GL.GL_LIGHT1, GL.GL_AMBIENT, fix_ambient,0);
gl.glLightfv(GL.GL_LIGHT1, GL.GL_DIFFUSE, fix_diffuse,0);
gl.glLightfv(GL.GL_LIGHT1, GL.GL_SPECULAR, fix_specular,0);
gl.glEnable(GL.GL_LIGHT?2);

To televtaio Tpdypo Tov kdve otnv iNit gival va emAéEm poviédo okiaong kot va opic® to
nedio opatoTNTOC TOL YpNoTN pe T uébodo gluPerspective.
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/I smooth the drawing
gl.glShadeModel(GL.GL_SMOOTH);

gl.gIMatrixMode(GL.GL_PROJECTION);
gl.glLoadldentity();

/I Aspect is width/height

double w = ((Component) gld).getWidth();
double h = ((Component) gld).getHeight();
double aspect =w/ h;

//When using gluPerspective near and far need

/Ito be positive.

/[The arguments are:

/lfovy, aspect, near, far
glu.gluPerspective(60.0, aspect, 1.0, 200.0);
glc.repaint();

}

Axolovbei n uébodog displayotnv omnoia, dnwg ko oe kabe Tpdypauua JOGL, ypdow tov
Kddwa Tov oyedtdlel ta avrikeipeva tov 3D oknvikoy pov. H teyvikn mov axoiovbnca yio
L0 IO TTPOGLTY TOPOVGINGT TOV KOdKa eival 1) e€Ng: 10 KEOE avTIKEILEVO TOV GKNVIKOD OV
oxedialeton oo o Egymprot péBodo v omoia kadd oty display.Etot Aowtdv o kddwkag
glvol popacpévog oe pebodovg pe v KatdAAnAn ovopocio ot omoieg Kabmg TIC KOUA®

€010V TUNHOTIKG TO GKNVIKO LLOV.

/**

* Take care of drawing here.

*/

public void display(GLAutoDrawable drawable) {

GL gl = drawable.getGL();

GLU glu = new GLU();

GLUT glut = new GLUT();
gl.glMatrixMode(GL.GL_MODELVIEW);
gl.glLoadldentity();

gl.glClearColor(0.0f, 0.0f, 0.0f, 1.0f);

/IDefine points for eye, at and up.
/[This is your camera. It ALWAYS goes
/lin the GL_MODELVIEW matrix.

glu.gluLookAt(xPosition,yPosition,zPosition,xPosition,yPosition,

(zPosition+20), 0, 1, 0);

gl.glClear(GL.GL_COLOR_BUFFER_BIT);

Metd tov kaBopiopd g B€ong TG KAUEPOS KOL TNV TPOYUATOTOINGN TOV OTOPUiT)TOV
pvOuicewv Tomobetd ™V TNYN EOTOS OOTE Vo cvpmintel pe ) 0éon g Adumag. Ilpota
kaBopilm 10 B€om g TYNS Kot 6T cLVEKELD TNV KOTELHLVGN KO TNV YOVIO, OTOKOTNG TOV
QmTOS, ONANOT TNV Yovia povo péca oty omoio dtayéetarl To o H tiun g petafinmme y
Tov mivako SPot_directioncovtar pe -1 ®oTE T0 PAOC VO KATEVOVVETOL TPOG TNV OPVNTIKNA

TAgLPA Tov dEova Y, ONAadT va £xel KatehBuvon Tpog To KAT®.

/I set spotlight position
float spot_position[] = {0f, 8f, 9f, 0f};

gl.glLightfv(GL.GL_LIGHTO, GL.GL_POSITION, spot_position,0);

/Iset spotlight direction
float spot_direction[] = {0.0f,-1.0f,0.0f};

gl.glLightfv(GL.GL_LIGHTO,GL.GL_SPOT_DIRECTION,spot_direction,0);

/Iset spotlight cut-off
float spot_angle=90.0f;
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gl.glLightf(GL.GL_LIGHTO, GL.GL_SPOT_CUTOFF,(float)spot_angle);

/IGL_DEPTH_TEST prevents us from seeing polygons

/Ithat should be obscured. Remember to clear the
/IGL.GL_DEPTH_BUFFER_BIT

gl.glEnable(GL.GL_DEPTH_TEST);

/INotice the depth buffer bit is also being cleared
gl.glClear(GL.GL_COLOR_BUFFER_BIT | GL.GL_DEPTH_BUFFER_BIT);

Metd v evepyomoinon tov depth testkadd tic dvo cvvaptoelg glRotatedotr omoieg
TEPLOTPEPOVV TO OKNVIKO MG TPOG TOV AEOVEG Y Kat X Kabe @opd mov ot petofAntég angley
kot anglexuetapdilovrat.

/Irotate the scene
gl.glRotated(angley, 0, 1, 0);
gl.glRotated(anglex, 1, 0, 0);

To povadikd avrtikeipevo tov oknvikod 10 omoio oyedldlm péoo oty display eivar n
toayépo. Avtd yivetar Adyo TG GLVIOMING TOV KOdKO 0 0moiog meplopiletol 6Tov OplopHd
™G VONG NS ToOYEPOS KOt 1 TomoBETnomn TG endve oto Tpoméll. Onwg cuumepaivovpe amd
TOV TOPOTAVEO KOIKA 1 ToOyEPQ EYEL PO YOAALI0 Kal 1) ETPAVELR TS YVOAILEL AOYO NG
xpNong tov ototyeiov GL_SHININESS.

//set the color and draw a teapot

float materialpot[] = {0.2f, 0.4f, 0.6f, 0.3f};

float shine=0.25f;
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialpot,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialpot,0);
gl.gIMaterialf(GL.GL_FRONT,GL.GL_SHININESS,shine*128.0f);

gl.glPushMatrix();
gl.glTranslated(0,2.5,9);
glut.glutSolidTeapot(0.5);
gl.glPopMatrix();

O1 emdpeveg 600 evtorég kaiovv T cuvaptnon drawWalln onoia oyedidlel dvo dradoykong
TOlYOVG TOV dwpaTiov KAbe Popd mov Koieital. o avtd to Adyo koo v drawWall dvo
(QOPES TPOKELEVOL VO, 0XEO10GTOVV KOt 01 TEGGEPLS Toiyol. Ot TIéG Tov TEPVA® MG opiouata
BonBovv otov vmoloyiopd TV tECCOPOV onueimv mov opilovv évav toixo. Oa deifw
apydtepa, otV mEPLYpoen G ouvvaptnong drawWall, 6t avédioyo pe v Tl g
tehevtaiog petafinmce (trueffalse) o tég avtdv tev onueiov vroloyilovion ue
SLPOPETIKO TPOTO.
/ldraw each wall in two parts

drawWall(gl,-10,9,-1,2,true);
drawWall(gl,10,9,-1,2 false);

Ot cLVOPTACELS TOV KOAM GTN GUVEXELD Eval EDKOAO VO KOTOVOTGEL KATO10G TN AEtTovpyia
toug. [IpodTa, yio kabe mivako KoA® Kol Pio. OLPOPETIKY] GLVAPTNOT]. LTI CLUVEXELWN, KOAM
dvo eopég T ovvaptnon drawFloorCeiling,mmv tpdt @opd, pe mopauetpo v Ty true,
oxedalEl TO TATOUO TOV OWUOTIOL KoL TN dgVvTEPT Popd TV opoen. H tyun g dedtepng
TapopéTpov gival avtn mov Kabopilel To Y 1 TN ToL 0moiov TOPAUEVEL OUETAPANTNG OTOV
oY€OLALOVLE TO TATOLO 1] TV 0POPT.

//draw the four paintings

drawPainting1(gl);

drawPainting2(gl);

drawPainting3(gl);

drawPainting4(gl);
drawPainting5(gl);
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/ldraw the floor
drawFloorCeiling(gl,-1,true);

//draw the ceiling
drawFloorCeiling(gl,9,false);

Y10 onueio awtd evepyomold kot eTOUAl® Yo yprion v ve1; woodTexturetpokeyévoo va
oyedidowm v EvAvn tpanelapia. Tov oyedacud avarappdvovv ot cuvaptioelg drawTable
kot drawChairsTélog, 6yed16l® T0 POTIGTIKO GTNV OPOPT| TOL dMUOTIOV.

/ldraw the table and the four chairs,
/ffirst enable the tableTexture and
/[disable it when drawing finished
woodTexture.enable();
woodTexture.bind();
drawTable(gl,glut);

drawChairs(gl);
woodTexture.disable();

/ldraw the light
drawLight(glut,gl);

}
/**

* Draw two of the four walls of the room,
* draw each wall as a separate part and
* place one part after the other so they

* look like one single wall
**/

void drawWall(GL gl,int x,int y1,int y2,int z,boolean flag){

Il set wall material
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

Tov kaBopiopd TG VENG TOL TOLYOL OKOAOLOEL O KMOKOG O omoiog amobnkedel TIg
GUVTETAYUEVEG TNG VLOPNG TOL TPOKELTOL VO EPOPUOCTEL GTO OVTIKEIHEVO. Apyikd, 1
ovvaptnon getimageTexCoords e&iyer» amd ™V LVEN TIG GUVIETAYUEVES TNG KOl TIG
amobnkedel oty petafAnt tC. X cvvéyela, | kabe TAevpd TS VETG avTicToilETOL Ko G€
pia petaPAnt. Tédog, evepyomolovpe TV VEN Kot TV TPOETOLALOVLE Yol XPN o).

/lget the image coordinates and

/Isave them to new variables

TextureCoords tc = wallTexture.getimageTexCoords ();

float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();
float ty2 = tc.bottom ();

/I Enable the two-dimensional wallTexture
wallTexture.enable ();

/I Bind this texture to the current rendering context
wallTexture.bind ();

H ypnon tov pushMatrix npodiabéter 10 oyedooud avtikeévov. To avtikeipevo mov
oyeo1dlom sivan éva opBoydvio mhaiclo Tov TPOGOUOLALEL TOV TOlXO TOV dMUATION TAV® GTOV
onoio Bo epapuootel N tametoapio. Xpnolpworold o cvvOnkn for dote o toiyog pov va
oxedlaotel 6 S0 SLodOYIKA KOUUATIO KOl VO QOIVETOL TTO peoMoTikn 1 tometoapio. Ot
TIWEG TOV TOPAUETPOV €16000V TIC cvviptnong glVertex3i tpocsdiopilovy T TécoEPIC
yovieg kabe toiyov otic omoieg, pe t ovvaptnon glTexCoord2f, avtiotoyyilovtar ot
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KatdAANAEG cuvteTaypuéveg Tig vens. H teyvikn avty eEaceaiilel v opbn epappoyn g
VONG OTO OvTIKEipHEVO. META TV TpdTN EMAVAANYN TO HOVO TTOV OALALEL GTOV GYESIOGUO
TOV J€HTEPOV LY KOD TOLYOL Elval 1) T TNG TOPAUETPOV Z. Oa TPEMEL VA avaPEP® OTL O
TPOTOC TOlY0C MOV oyedidletar pe kébe kKAnon e drawWall eivon évog amd tovg mhaivoig
Toiyovg oL apykd epeavifovrar de&ld Kot aploTePd TOL YPNOTH.

gl.glPushMatrix();

/IDraw the first wall as a total of two parts

gl.gIBegin(GL.GL_QUADS);

for (int i=0;i<2;i++){
gl.glVertex3i(x,y1, z);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3i(x,y2, z);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3i(x, y2, z+8);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3i(x, y1, z+8);
gl.glTexCoord2f(ty1,tx1);

z+=7;

}

H yun ¢ flag xaBopilel av o toiyog mov Ba oyedaotel debtepog givar ovTdS TOL GTNV APy
Bpioketon axpiPadc amévavtt Tov N av givar o Toiyxog mov PpickeTon mTiow omd TOV YPNOTN Kot
dev givarl opotdg. Tty tpdtn mepintmon, n tun tov flag ivar true kot emopévmg ot Tipég
TOV Z Ko X dgv oAAalovv. Ztnv dedtepn mepintwon, to flag sivan falsexon to z perdveran,
MOTE VO PTACGEL 6TO oNUEl0 OV TPEMEL v oYedOTEL O TOlY0G, KoL 1 TN TOL X yiveton
apvntikr. Me 1ov 1010 TpdmO OV GYESIOGA TOV MPAOTO TOIYO GOV [ EVOOT amd OVO
EMUEPOVG KOUUATIO KOTAGKEVLAL® KOt TOV O€VTEPO. XE QVTH TNV TEPIMTOON 1| LETAPANTA TTOV
aAldCel etvon n X 010TL TPOKELTAL Y10 TOLG TOTYOVE TOV OTTIKA £ivan TapAAANAOL 6TOV AEova
TOV X. AQOV Yivel KOl aVTO ATEVEPYOTOLD TNV VPN 1 OToie TAEOV O€ OV YpELaLETaL.
if (flag == false){
z=z-15;
X=-X;

}

//Draw the second wall as a total of two parts
for (int i=0;i<2;i++){
gl.glVertex3i(x,y1, z+1);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3i(x,y2, z+1);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3i(x+10, y2, z+1);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3i(x+10, y1, z+1);
gl.glTexCoord2f(ty1,tx1);

x+=10;
}
gl.glEnd();
gl.glPopMatrix();

wallTexture.disable();

}

Ot emdueveg mévte cuVAPTNOELS GYedtdlovy mévte mivakes {OYPAPIKNG GTOVS TOIYOLS TOV
doupatiov. H teyvikn mov okoAovOnca yio kabe mivako eivor ot idw: oyeddlm Eva
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0pBoydVI0 TOPAAANAGYPAULO ETAV® GE VOV TOLYO Kol GTN GUVEXELD EQUPUOL® GE aVTd TV
KOTAAANAN Y| 6TV omoia elval amoBnkevpuévn n elKOVa TOL TIVOK.

/**

* Draw the first painting

**/

void drawPainting1(GL gl){

KdaBe popd mov mpdxettarl va epapudcm ven o€ £vo avTIKEIPNEVO BET® TPMTO TO VAKO TOV
OVTIKELLEVOD. XT1 GLVEXELD EEAYM® TIG GUVIETAYUEVES TNG VOGS KOl EVEPYOTOL® TNV VPN LOV.
Téhog, og k4B yovia Tov opboymviov Tov oyxed1dl® avTioTOXIl® Kol o GUVIETAYUEVT TNG
VONG OOTE Vo epeavileTal e Tov 6OoTd TPOTO KOl OTEVEPYOTOLD TNV VON.

/I set the material of the first painting
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

/lget the image coordinates and

/Isave them to new variables

TextureCoords tc = paintlTexture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

paintlTexture.enable ();
paintlTexture.bind ();
gl.glPushMatrix();

/I draw the context and apply the first painting
gl.gIBegin(GL.GL_QUADS);
gl.glVertex3f(-6,7,16.99f);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3f(-6,4, 16.99f);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3f(-3, 4, 16.99f);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3f(-3, 7, 16.99f);
gl.glTexCoord2f(ty1,tx1);
gl.glEnd();

gl.glPopMatrix();

paintlTexture.disable();
}

Ta povadwkd ototyeic mov aAAdlovv oe KABe cuvlptnon mov oxedlAlel Evav dUPOPETIKO
mivako gival 1 VO Kol Ol GLVIETAYUEVEG TOV TOlYov TAve oTov omoio Bo oyedlaoTel 0
nivakag. nv init kdieoa v cvvapton load tévie Eopic Yoo TOVG TEVTIE APOPETIKOVS
mivakeg Tov dopatiov, £Tct Aowmdv o€ ke o amd TIC TaPoHGES GLVOPNCELS YPTCLLOTOLD
Kol €vol amd To, O1popETIKA avtd textures.Emiong, ot Tiuég mov €106y® OTIG GLVOPTNOELS
glvertex3f  Otav oyeddlm 1o opboymvio mov Ba rroEevnoel Tov KABe mivaka dtapépovv
avaALOYO LLE TOV TO1YO GTOV 0Toi0 BEAM Vo EPPAVIGm TOV TOTOBET oM.

/**

* Draw the second painting
**/

void drawPainting2(GL gl){

/I the process is the same as in the drawPaintingl
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gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

TextureCoords tc = paint2Texture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

paint2Texture.enable ();
paint2Texture.bind ();
gl.glPushMatrix();

gl.glBegin(GL.GL_QUADS);
gl.glVertex3f(-9.99f,6,12);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3f(-9.99f,3, 12);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3f(-9.99f, 3, 7);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3f(-9.99f, 6, 7);
gl.glTexCoord2f(ty1,tx1);
gl.glEnd();

gl.glPopMatrix();

paint2Texture.disable();
}

/**

* Draw the third painting

**/

void drawPainting3(GL gl){

/I the process is the same as in the drawPaintingl
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

TextureCoords tc = paint3Texture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

paint3Texture.enable ();
paint3Texture.bind ();

gl.glPushMatrix();
gl.gIBegin(GL.GL_QUADS);
gl.glVertex3f(-2,6,2.01f);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3f(-2,3, 2.01f);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3f(2, 3, 2.01f);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3f(2, 6, 2.01f);
gl.glTexCoord2f(ty1,tx1);
gl.glEnd();
gl.glPopMatrix();

paint3Texture.disable();
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/**

* Draw the forth painting

**/

void drawPainting4(GL gl){

}

/**

/I the process is the same as in the drawPaintingl
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

TextureCoords tc = paint4Texture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

paint4Texture.enable ();
paint4Texture.bind ();
gl.glPushMatrix();

gl.gIBegin(GL.GL_QUADS);
gl.glVertex3f(6,7,16.99f);
gl.glTexCoord2f (ty1, tx2);
gl.glVertex3f(6,4, 16.99f);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3f(2, 4, 16.99f);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3f(2, 7, 16.99f);
gl.glTexCoord2f(ty1,tx1);
gl.gIEnd();

gl.glPopMatrix();

paint4Texture.disable();

* Draw the fifth painting

**/

void drawPainting5(GL gl){

Il the process is the same as in the drawPaintingl
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

TextureCoords tc = paint5Texture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

paint5Texture.enable ();
paint5Texture.bind ();
gl.glPushMatrix();

gl.gIBegin(GL.GL_QUADS);
gl.glVertex3f(9.99f,6,12);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3f(9.99f,3, 12);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3f(9.99f, 3, 7);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3f(9.99f, 6, 7);
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gl.gITexCoord2f(ty1,tx1);
gl.glEnd();

gl.glPopMatrix();

paint5Texture.disable();
}

H ovvapmon mov axolovbel oyedidlel to mdtopo kot v opoer Tov dwpatiov. Ta dvo
aVTO AVTIKEILEVA TOV YDPOL €ivol 0VGLACTIKG dVO opBoydVIa TOPAAANAOYPOULO KOOEVHL
amd to. onoio Ppioketon o€ daPopeTkd VYog. To mhtopa eivor Eva peyddlo opboymvio Tov
tomofeteital youUNAd OTOV TPIGOICTATO YDPO, VD M opoPn &ivor €va opboydvio mov
Bpioketar Yynid otov Y®PO Kol 1) GULVIETAYUEVI] TOVL Y €xel v peyoivtepn tyun. H
ovvaptnon drawFloorCeilingavaioya pe v tun tov flag oyedialer to matopo | v
0pOPN LE TOV TPOTO OV AVAAD® TOPUKAT®.

/**

* Draw the floor and ceiling of the room,
* floor generated when flag is true and
* ceiling generated wnen flag is false

**/

void drawFloorCeiling(GL gl,int k,boolean flag){

/I set the material of the floor/ceiling

float shine=0.25f;
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.gIMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);
gl.gIMaterialf(GL.GL_FRONT,GL.GL_SHININESS,shine*128.0f);

/lget the image coordinates and

/Isave them to new variables

TextureCoords tc = floorTexture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

Metd and ™ yvoot) TALov Oladikacio. Tov akolovBovpe mpw amd 10 oxedlacud Kdabe
OVTIKEWEVOD LLE VPN VTTAPYEL 1] GLVONKN M omoia opilel av TPOKELITUL VO GYESOGTEL 1] OpOPN
N 10 TaTopo Tov dwpatiov. Otav n Ty tov flag ivon true tote evepyomold v LEN TOL
natopatog (floorTexture) kot dpo to TaTOHO TPOKELTOL VO OXESINGTE], GE OLOPOPETIKY
TEPIMTOON EVEPYOTOL® TNV VON NG 0POPNG Kot yiveTow ovTiAnmtd 61t 1 cvvdptnon Oa
oYEO1AGEL TNV OPOOT.

/I choses whether to draw floor or ceiling

if (flag == true){

I/l enable texture for the floor
floorTexture.enable ();

// Bind this texture to the current rendering context.
floorTexture.bind ();

}else {
/lenable texture for thn ceiling
ceilingTexture.enable ();

// Bind this texture to the current rendering context.

ceilingTexture.bind ();

}
gl.glPushMatrix();
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Ot emavolqyels mov akoAovBovv e&acpaiilovv, KLpimG, TNV PEOAICTIKN OTEIKOVIGT TOV
TATOUATOC TOV dwpotiov. Ot dVvo cuvbnkec for (N pia epewievpévn) £xovy cav OmoTELEGHA
T0 TATOO Kot 1) 0pon) va oyedtdloviat cav éva ouvoro amd 300teTpdymva KOppdtio. Xtnv
TEPIMTOON TOV TATMOUOATOG 1 TEYVIKN OVTH dNovpyet To @€ evog EOMvoL TTapké PTiayEVOD
amd pikpd koppdtio EAoL tomobetnpuéva kdbeta To éva pe to GAro. 'Etol 1o mdtopa tov
dmuaTiov Qaivetol mo eVTLIMGIOKO Kol To textureniéov spapudletor o kdbe KoppdTt TOL
TATOUOTOS EEYOPIOTA. XTNV TEPITTOON NG OPOPNG 1 TEYVIKN ovTh dgv €xel daitepn
xpPNowoTnTa kobdc to avrtiotoyo texture eivor povoypmpo pHe omoTEAECUO VO UNV
Eexwpicovy ta KOppATio omd To 0ol amoTeAEiTaL.

/I draw 300 floor tails and
/I apply the floorTexture in each tile
Il or
/I draw the ceiling in 300 separate pieces and
/I apply the ceilingTexture in each piece
for (int j=2;j<17;j++){
for(int i=-10;i<10;i++){
gl.glBegin(GL.GL_QUADS);
gl.glVertex3i(, k, j+1);
gl.glTexCoord2f (tyl, tx2);
gl.glVertex3i(i,k, j);
gl.glTexCoord2f (ty2, tx2);
gl.glVertex3i(i+1,k , j);
gl.glTexCoord2f (ty2, tx1);
gl.glVertex3i(i+1, k, j+1);
gl.glTexCoord2f(ty1,tx1);
gl.glEnd();
}
}

gl.glPopMatrix();

A@ob olokAnpwbOeil M dradikacio oyedAcHod TOV TATOUATOS / OPOPNC OMEVEPYOTOLD TO
avtictoyo texturexat waAl eAéyyovtag Tnv Tiun tov flag.

/I disable the proper texture
if(flag == true)
floorTexture.disable();
else
ceilingTexture.disable();

}

H ovvaptnon drawTablecyedialer éva Ebivo tpaméll 610 kévipo tov dwpatiov. o vo
dnpovpynom to tpamélt kahd tnv Aloto WoodList,n onoia oyedidlel évav EbAvo kvfo, Kot
ue ) Pondeia g eviolng glScaledrapapoppdve tov kOPo dote va poldletl pe o endvm
puépog tov tpamellod. Téhog, ta mOd Tov TPpamelloh AmMOTEAODV TEGGEPLS KLAIVOPOL GE
ypoOHa Tpactvord. To PApate avtd TeptypapovIot OVOALTIKOTEPO TOPUKATO.

/**

* Draw the table
* consisting of a wooden table-top and

* four legs
**/

void drawTable(GL gl, GLUT glut){

[Mpota oyedidlm 10 emdved pépoc tov tpomellov g e€ng: pe v eviodn glPushMatrix()
undeviCm tov mivaxo glTranslatedcon apécwmng petd torobetd 10 avrtikeipevo oty BEon mov
emBopum. Me v evtolq glScaled(3, 0.1, 1.8}opapopemdvm tov KOO TOL TPOKELTAL VO
oYEOACM MGTE OVTOG VAL AENGEL TIG SICTAGELS TOV GTOVG AEOVEG TV X KOt Z Ko VoL LetmBel
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Katé ToAD o1tn ddotacn tov Y, €161 ®ote TAEOV Vo potdlel pe €va ophoydvio KoppdTt
&vrov. Téhog, kodd ™ Aioto woodenCube omoia oyedialet tov EOAvo kOHpo.

[/l draw the table-top

/ as a scaled wooden cube
// using the wood list
gl.glPushMatrix();
gl.glTranslated(0, 2, 9);
gl.glScaled(3, 0.1, 1.8);
gl.glCallList(woodenCube);
gl.glPopMatrix();

Metd 1o endveo pépog Tov Tpamellov Npbe n dpa va oxedidom ta Tdda Tov. [lpmdta opilm
TO DMKO TOVG MOTE Vo, Elval TPAotvo, He po EAaPPLd YOOAAdM, KOl TPOY®P® GTOV GYESOGLO
toug. Kdébe modt tomobeteitar otig téooepic ywvieg tov tpomeliov pe T ocuvvaptnon
glTranslatedcon oyedidaleton pe t ypHon evog ETOOL avTIKEEVOL TG kAdong GLU, tov
kOAwvdpo (glutSolidCylinder).ITpotod ¥pnNoHOTOG® TO AVTIKEILEVO GVTO TO TEPLOTPEP®
katd 90101 dote Ta OO - KOAWVIPOL v givar KAOETO 6TO TATOA.

Il set the material of the four table-legs

float shine=0.25f;
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialGreen,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialGreen,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialGreen,0);
gl.gIMaterialf(GL.GL_FRONT,GL.GL_SHININESS,shine*128.0f);

// draw a cylinder as the first table-leg
gl.glPushMatrix();
gl.glTranslated(2,2,8);
gl.glRotated(90, 1, 0, 0);
glut.glutSolidCylinder(0.2, 3, 8, 8);

/l draw the second table-leg
gl.glTranslated(-4,0,0);
glut.glutSolidCylinder(0.2, 3, 8, 8);
gl.glPopMatrix();

/I the third table-leg
gl.glPushMatrix();
gl.glTranslated(-2,2,10);
gl.glRotated(90, 1, 0, 0);
glut.glutSolidCylinder(0.2, 3, 8, 8);

Il the last table leg
gl.glTranslated(4,0,0);
glut.glutSolidCylinder(0.2, 3, 8, 8);
gl.glPopMatrix();

gl.glPopMatrix();

}

H emopevn cvvdptnon oyedidlel téooepig kapékieg yOpo amd to Tpomélt Ko elval wiaitepa
amhoiky ot popen ™. o kdbe kapékia mpdta kabopilw ™ 6¢om ommv omoio Oa
tomoBetnBel ko 6T cvvérEla KoAd T Aioto chairn omoia avoloufdavel eEolokAnpov to
oxedlacd ™G Kapékhog. Tn dadikacio avTh TNV TPOYUATOTOID TECCEPIS POPES, Lo Y1l
KéBe Kapéxia.

/**

* Draw the four chairs of the table

**/

void drawChairs(GL glI)¥{

/I call the chair list four times,
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/I draw the same chair in four different places

gl.glPushMatrix();//right
gl.glTranslated(-4, 1, 9);
gl.glCallList(chair);
gl.glPopMatrix();

Evod oty mpd1n KopékAia dev ¥peldotnke va ypnoomomon  ocvvaptnon glRotated opon
N eopd ™S ivar cOUE®YT Pe T opa pe TV omoia oyxedidotnke eEapyng and ™ AMota, dev
ovpPaivel o 1010 ko pe TG emdpeveg Kapékies. Ipv va oyxedibow kabepio amd TG GALEC
TPIG Kapékreg Oa Tpémet va TIg mePoTpéym, pe T cuvaptnon glRotated mote avtég va givan
OTPOUUUEVES TPOG TO TPATECL Kot Vi UV £XOVV TNV apYIKn Gopd pe TV omoia oyeddlovion
o™ AMota.

gl.glPushMatrix();//left

gl.glTranslated(4, 1, 9);

/I rotate the chair in order to look towards the table
gl.glRotated(180, 0, 1, 0);

gl.glCallList(chair);

gl.glPopMatrix();

gl.glPushMatrix();//back

gl.glTranslated(0, 1, 13);

/I rotate the chair in order to look towards the table
gl.glRotated(90, 0, 1, 0);

gl.glCallList(chair);

gl.glPopMatrix();

gl.glPushMatrix();//front
gl.glTranslated(0, 1, 5);
/l rotate the chair in order to look towards the table
gl.glRotated(270, 0, 1, 0);
gl.glCallList(chair);
gl.glPopMatrix();
}

H endpevn ovvapton oxedtdlel T0 QOTIOTIKO TOV VTAPYEL TNV OPOPT TOV OWMUOTIOV.
[Ipdkertar yio poe oapikn Adpmo n omoia €xel cav Pdon €va opboymvio kovti. Tiveton
€0KOAO KATOVONTO OTL N Aduma oyedtdletal cav po ceaipa kol 1 Béorn g AAUmag cov £vag
KOPOGg oTOV 0TO10 £Y® EQPUPUOGEL TOPAUOPPOCT DGTE VO, LotdleL Le 0pHoymV1O.

/**

* Draw the light

**/

void drawLight(GLUT glut,GL gl){

[Ipotov oyedidlow ™ Adumo Bo TPEMEL VO AMEVEPYOTOMG® TOV QOTIGUO O10TL 1| Adpma
amoTeEAEl TNV TNYN GOMTOC Kol Apo 0ev emnpealeTol amd TOoV QOTICUO TOV LRAPYEL GTO
dmpdtio. X cvvéyela, kKabopilm ™ 0éon g Adumag, n omoia cvumintel pe ™ 0éon ToVL
o016¢ GL_LIGHTO o6mw¢ eidope mopamdve, kot opilo to ypdpHo TG vo lval Agvko
yvoAotepd. Aol oyedldom T AGUTO EVEPYOTOL® VA TOV QOTIGHO MOTE VO GLVEXICH LE
™ Pdon ™. Ta rowa avtikeipeva g kAdong GLUT mov ypnowomoinca eivar ta
glutSolidSphereywo. t0 oyedooud g oeaipag kot glutSolidCubeyw 1o oyxedoaoud g

Béong.

// draw the bulb as a white shpere,

/I first disable lighting because

// the bulb emitis and not receive light
gl.gIDisable(GL.GL_LIGHTING);
gl.glPushMatrix();

gl.glTranslated(0, 8.65, 9);

float shine=0.25f;
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gl.glColor3f(1, 1, 1);
gl.glMaterialf(GL.GL_FRONT,GL.GL_SHININESS,shine*128.0f);
glut.glutSolidSphere(0.25f, 100, 300);

/l enable lighting again to draw the rest of the light
gl.glEnable(GL.GL_LIGHTING);

/I draw a black cube as the base of the bulb

gl.glTranslated(0, 0.35, 0);

gl.glScaled(1, 0.5, 1);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialBlack,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialBlack,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialBlack,0);
glut.glutSolidCube(0.5f);

gl.glPopMatrix();

}

AxolovBohv 01 CUVAPTNOCELS OTIG OTOIEC OMNUIOVPYD TIG dVO AIGTEG TTOL YPTCLOTOUD GTO
TpoOypappd pov. H mpdtn cuvaptnon sivor 1 WoodList,n omoio. dnpuovpyei po Aiota mov
oyxedtalet évav EHAvo kVBo. Xpnotomold Tovg KOPoVS auTdug 6TV KATACKELT TOV ELAVOV
pepov g tpamelopiog.

/**

* Draw a wooden cube that is
* used to make the table-top and a part of each chair

**/

void WoodList(GL gl,GLUT glut){

[Ipwv avantdém tov kddwo mov oyedtdlel tov EVAVO KVOPO dnpovpyd TN AMota Kot TO
avoyvoploTikd ¢ pe v ovopacio woodenCubeXtn cuvéyeia, opilm 1o vAkd Tov kvfov
kot e€aym Tig ovvtetaypéves e veng. Tovilw 0Tl ot GLYKEKPUEVT GLVAPTNOT OEV
EVEPYOTTOL® TNV VPN oL Ba Pappdcm KaBMOS avth £xel evepyomomBel oM otnv pébodo
display mpw amd v kinon tov cuvaptiocemv drawTablekor drawChairs Ot cuvoptioelg
aVTEG ELVOIL KO O1 LOVEG IOV XPNCILOTOL0VY TNV LT} WoodTexture.

I/l generate the list named woodenCube
woodenCube = gl.glGenLists(1);
gl.gINewList(woodenCube,GL.GL_COMPILE);

/I set rthe material of the cube
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialWhite,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR,materialWhite,0);

/lget the image coordinates and

/Isave them to new variables

TextureCoords tc = woodTexture.getimageTexCoords ();
float tx1 = tc.left ();

float tyl = tc.top ();

float tx2 = tc.right ();

float ty2 = tc.bottom ();

Ot mapakdtom eviolég oyedtalovv Evav KOPo ko epappolovv oe avtov pia ven. To Tuiua
avTd TOV KOdIK vanpye tolo ot oedida NeHe Productionsytic étowueg epappoyég g
evotntog OpenGL TutorialsITpokettot yio Evav Tomomomuévo Tpomo epaproyne texturecs
KOPo Ko pmopel va ypnotpomomei oe moAAd mpoypdppata g yAoooag JOGL.O kdhdkag
dNUIOVPYEL TEGOEPA. TETPAYOVA T, OTTOI0 ATOTEAOVV TIG TECGEPLS TAEVPES TOVL KVOPov. [| Ze
KkdOe mhevpd Tov ePapurolel v VPN avtictoyilovtag TV kdbe ywvia g TETPAy®VNG
TAEVPAG OTIG AVTIOTOLYEG CLUVTETAYUEVES TNG VONG.

gl.glBegin(GL.GL_QUADS); // Start Drawing Quads
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/I Top Face
gl.glVertex3f(-1.0f, 1.0f, -1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
gl.glVertex3f(-1.0f, 1.0f, 1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
gl.glVertex3f( 1.0f, 1.0f, 1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
gl.glVertex3f( 1.0f, 1.0f, -1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
// Bottom Face
gl.glVertex3f(-1.0f, -1.0f, -1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
gl.glVertex3f( 1.0f, -1.0f, -1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
gl.glVertex3f( 1.0f, -1.0f, 1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
gl.glVertex3f(-1.0f, -1.0f, 1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
/I Front Face
gl.glVertex3f(-1.0f, -1.0f, 1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
gl.glVertex3f( 1.0f, -1.0f, 1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
gl.glVertex3f( 1.0f, 1.0f, 1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
gl.glVertex3f(-1.0f, 1.0f, 1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
// Back Face
gl.glVertex3f(-1.0f, -1.0f, -1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
gl.glVertex3f(-1.0f, 1.0f, -1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
gl.glVertex3f( 1.0f, 1.0f, -1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
gl.glVertex3f( 1.0f, -1.0f, -1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
I/l Right face
gl.glVertex3f( 1.0f, -1.0f, -1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
gl.glVertex3f( 1.0f, 1.0f, -1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
gl.glVertex3f( 1.0f, 1.0f, 1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
gl.glVertex3f( 1.0f, -1.0f, 1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
/I Left Face
gl.glVertex3f(-1.0f, -1.0f, -1.0f); // Bottom Left Of The Texture and Quad
gl.glTexCoord2f(ty2, tx2);
gl.glVertex3f(-1.0f, -1.0f, 1.0f); // Bottom Right Of The Texture and Quad
gl.glTexCoord2f(ty2, tx1);
gl.glVertex3f(-1.0f, 1.0f, 1.0f); // Top Right Of The Texture and Quad
gl.glTexCoord2f(ty1, tx1);
gl.glVertex3f(-1.0f, 1.0f, -1.0f); // Top Left Of The Texture and Quad
gl.glTexCoord2f(ty1, tx2);
gl.glEnd(); // Done Drawing Quads

Metd omd to TéA0G TOV KMAKa oL 6Yed1dlel Tov EVAvVO KOPo Teppatilom kot T AMota pov.

/I end code included in the list
gl.glEndList();

H devtepn ovvdptnon, n omoia mepthapuPdver ) dnuovpyio Aiotag, eivar | buildChairList.
Onwg onidvel Kot T0 Ovopo G, M Aloto avtny &ivor vaehOvvn yio 10 GYESOOUO oG
KopEKAOG pe Ol Ta emUEPOVS Koupdti wov oty mepthapupavel. Ta EOAva pépn g
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KapékAag etvar 1 6éon kot to micw pépog, dniadn N mAdt. o va oyedidom To pépn avtd
KaA® ™ AMota woodenCubegov nepiéypoya mapondve, Kot pe T Bondela g cuvaptong
glScaledrpocoppolo tig dactdcelg Tov EHAVOL KOOV 6T0 Gy TOL BEA® Va TETHY®.

/**

* Draw a chair consisting of
* two wooden parts and four legs

**/

void buildChairList(GL gl,GLUT glut){

/I generate the list named chair
chair = gl.glGenLists(1);
gl.gINewList(chair,GL.GL_COMPILE);

/l draw the wooden seat of the chair
gl.glScaled(0.8, 0.1, 0.8);
gl.glCallList(woodenCube);

/I draw the wooden back of the chair
gl.glTranslated(-0.65, 15,0);
gl.glScaled(0.1, 8, 1);
gl.glCallList(woodenCube);

AoV Aowmdv oyedidom ta 600 avtd kdbeto opboydvia kKoppdtio EHAOL ToTOHET® T O
™G KopEKAaG. [0 10 oYedOoUO TV TOSUDY YPNCIUOTOLD TO £TOLO OVTIKEILEVO TNG KAAONG
GLUT, glutSolidCylinder,técoepig popéc apol to mepiotpéym katd 90° dote 0 KOAVIPOG
va givarl ka0etog oto matopo. H ven mov €y emAaéler £xel v 10100 amdypwon pe Ta TOd
tov Tpamellon. Térog, Ba mpémetl va avaeépm ATt o1 60 TPOTOL KOUAVIPOL £YOVV HEYUADTEPO
Vyoc mote va otnpilovv TV TAAT TN KOPEKANG.

/I set the material of the four legs

float shine=0.25f;
gl.glMaterialfv(GL.GL_FRONT,GL.GL_AMBIENT,materialGreen,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_DIFFUSE,materialGreen,0);
gl.glMaterialfv(GL.GL_FRONT,GL.GL_SPECULAR, materialGreen,0);
gl.glMaterialf(GL.GL_FRONT,GL.GL_SHININESS,shine*128.0f);

/l draw each leg of the chair as a cylinder
gl.glTranslated(-2,0,0.6);

gl.glScaled(7, 1, 0.5);

gl.glRotated(90, 1, 0, 0);
glut.glutSolidCylinder(0.2, 4, 8, 8);

gl.glTranslated(0,-2.5,0);
glut.glutSolidCylinder(0.2, 4, 8, 8);

gl.glTranslated(2,0,2);
glut.glutSolidCylinder(0.2, 2, 8, 8);

gl.glTranslated(0,2.5,0);
glut.glutSolidCylinder(0.2, 2, 8, 8);

/I end code included in the list
gl.glEndList();
}

Ot 600 emOUEVEC GLVOPTNOELS OEV YPNOIUEVOVY GTO TPAYPOULO LOL KOl Yo AVTO TO AHYO
€O PNGEL KEVO TO TEPLEYOUEVO TOVG.
/**

* Called when the GLDrawable (GLCanvas
* or GLJPanel) has changed in size.
* We don't need this

**/
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public void reshape(GLAutoDrawable drawable, int x, int y, int width, int height)
{
/**

* |f the display depth is changed while the
* program is running this method is called.
* We don't need this

**/

public void displayChanged(GLAutoDrawable glad, boolean bin, boolean binl) {}

H ovvapmon load eivar ovt mov kokd mpdtn oty uébodo init. Ilpdkeitor yio akdun po
tomortomuévn ovvaptnon mmg JOGL tv omoia ypnoipomoinco Kot OTIG TPONYOVUEVES
epappoyég mov avéntuéa, kdbe @opd mov ypnoipomolovca textures.H cuvvaptnon ovty
KoAgitar TOCEG QOPEG 00O €lvol Kol TO OPOPETIKG textures mov ypNoYOTOId OTO
npoypoappo. H povadikn mopdpetpog mov déxetol g 16030 n cuvdptnon ivat To GVopa Tov
apyelov wov TEPLEYEL TNV EKOVA. APOD POPTAOGEL TNV EIKOVA TOV OPYEIOL GE EVA AVTIKEILEVO
TOmov texture kot mTpaypatomomoel TG anapaitnteg pubuicelg emotpépsl to texture wote
avtd va amofnkevbel oe po petofAnNT| Yoo HEAAOVTIKY] YXpNON, OT®MG OaKPPOC
Tpoypotonoinco oty init.

/**

* Load an image from a file and retunn it as a texture

**/

Texture load(String filename){
Texture texture = null;

try
{

/I Create an OpenGL texture from the specified file. Do not create
/I mipmaps
texture = TexturelO.newTexture (new File (filename), false);

/I Use the NEAREST magnification function when the pixel being

/l textured maps to an area less than or equal to one texture

I/l element (texel)

texture.setTexParameteri(GL.GL_TEXTURE_MAG_FILTER, GL.GL_NEAREST);

/I Use the NEAREST minification function when the pixel being
I/ textured maps to an area greater than one texel
texture.setTexParameteri(GL.GL_TEXTURE_MIN_FILTER, GL.GL_NEAREST);

catch (Exception e)

{

System.out.println ("error loading texture from "+filename);

}

return texture;

}

H rtelevtaio pébodog tov mpoypdupatoc Room aviyveder omolodnmote TATNUR TOL
minktporoyiov. O ypnotg £€xet ™ ovvatdtrta vo petokivndel péoa 610 SOUATIO e
S1apopovg TpOTOLVG avaAoYa e To TANKTPO Tov Bo mathoet. [To avaivtikd dtav motdel To
TKTpo pe Tov aplBpd 1 petokwveitor EAdYIOTO TPOG TO. OPIOTEPE Kol OTOV TOTAEL TO
TAMKTPO 2 petaxkiveiton Tpog ta 0e&1d. Me 1o mAKTPO 3 LETOKIVEITOL TPOG TO TIGM KO LLE TO
TKTpo 4 mpog T eunpog. Ta téocepa emdOUEVO TANKTPO TEPIGTPEPOLV TV OTTIKY YOVia
Tov Ypnotn pe tov &€€Ng TpoOmo: Otav TATAEL TO WANKTPO HE TOV aplBud S5 o ypnong
TEPIGTPEPETOL TTPOG TO. APLOTEPE KoL OTav TTaTdeL To 6 meplotpépetan mpog ta de&d. TENog,
LE TO TANKTPO 7 GTPEPETOL TPOG TOL ETMAV® EVA LE TO AT TOVL 8 TPOG T KAT.

/**

* Change the viewers aspect and rotate the scene
* when the user types a number
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**/

public void keyTyped(KeyEvent e) {
/I the first four keys move the viewer into the x and z axis
if (e.getkeyChar() == KeyEvent.VK_1)
xPosition += 0.1,
else if (e.getKeyChar() == KeyEvent.VK_2)
xPosition -=0.1;
else if (e.getKeyChar() == KeyEvent.VK_3)
zPosition -=0.1;
else if(e.getkKeyChar() == KeyEvent.VK_4)
zPosition +=0.1;
/I the last four keys rotate the scene around the y and x axis
else if(e.getKeyChar() == KeyEvent.VK_5)
angley -=1;
else if(e.getkeyChar() == KeyEvent.VK_6)
angley +=1;
else if(e.getkKeyChar() == KeyEvent.VK_7)
anglex +=1;
else if(e.getkKeyChar() == KeyEvent.VK_8)
anglex -=1;

Ocov  agopd TO TPOYPOUUATICTIKO KOUUATL, Yo TNV OVIXVELST TOV TANKTIPOV
ypnowonoinoa tn ocvvdptnon getKeyChar(n omoia gvtomilel v T T0V TANKTPOL TOL
éxel motnOel. Xtn ovvéyelo eAEyY® ME TS KaTAAANAES GLVONKEG e OO0 OO TO, TANKTPO
(aptbpoi 1-8) tavtileton ko otav Ppebei 10 MANKTPO AVTO TPAYUATOTOLD TIC OVTIGTOUYES
aALOYEC.

e X11g 300 TPMOTEG CLVONKES HEIDOV® KOl avEAVm TV T Tov XPOoSitionétol dote
N B8éom tov ¥pNotn va aAAdleEl oTov dEova TV X Kot ovTdG va KIveiTol aplotepd
Kol 014

o X1ig embuEVEG 00O GLVONKEG TO 1810 KAVD pe TG TIHEG Tov ZPOoSitionétol mote o
¥PNOTNG Vo pmopel va petakivnBet otov dEova twv Z. Otav 10 Z peumvetat o
YPNOTNG UETOKIVEITOL TPOG TO TIG®, EVAO OTOV TO Z AVEAVETOL UETAKIVEITAL TPOG
T UTPOGTA.

e XT1¢ oLVONKEG OV APOPOVV TA TANKTIPO. S ko 6 petafdiietor n T ™G
uetapintig angley.H petafint avt amotedel TopAUETPO TNG GLVAPTNONG
glRotatedkot £yel cav amotéAeso TV TEPLIGTPOPT TOV CKNVIKOD G TPOC TOV
a&ova tov Y. Etot, 6tav 1o angleyuesidvetol to oknvikd, Kol Kotd eTEKTocT 0
YPNOTNG, TEPIOTPEPETOL TPOS TO. APLOTEPH, €V OTOV M Ty ToL angley
ALEAVETOL TTEPLOTPEPETOL TPOG TOL OEELAL.

e Téhog, pe tov 1010 TPOMO 0 YPNOTNG UTOPEL VO TEPIOTPAPEL KOl OC TPOG TOV
G€ova tOov X petofariiovioc ™V TR TG upetaPAntig anglex. Otav 1
HeTAPANT VTN ALEAVETOL O YPNOTNG TEPICTPEPETAL TPOG TOA, EMAV®, EVM OTAV 1)
uetaPAnty anglexusidverat o ypHoTNE TEPIGTPEPETOL TPOC TA KATM.

Otav mpaypatoromBovv ot aAAayEG TOV EMPEPEL TO TATNUO EVOG TANKTPOV OE (oL Omd TIG
TOPATavVeD UETAPANTEG KOAD TNV repaint. Avtd €xel cav OmOTELEGUO TO OKNVIKO WLOG VO
oYedOTEL OO TNV apyN HE TOV YpPNoTN Vo PpiokeTon o€ SPopeTikn BEoT, avaioya e
véa TN TG LETOPANTNG OV GALOEE.

I/l repaint the GLCnvas so that the changes affect the scene
glc.repaint();
/l We don't need the last two methods of KeyListener

public void keyPressed(KeyEvent e) {}

public void keyReleased(KeyEvent e) {}
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}

To omotélecpo TOL TPOYPAUUATOS HOV QaiveTol oty €Kova 25. X100 GTIydTuno mov
anewkoviletal, o ypnotng £xel NoN petaxwndel péoa otov YOPO £€I61 MOTE Vo UTOPEl va
PAémer v tpamelapia daydvia, OTw QaiveTal oTNV EKOVA.

H modmta tov amoteléouatog mov métvuyo pe v ypnot ¢ Java OpenGlyw v
aVATTULEN TOL TPOYPAUUOTOC OV €ival OPKETE 1KOVOTOMTIKY, 0€ onueio mov va gaivovrtol
OAeg o1 AemTouépeleg Tov oknvikov. To yapaktnpiotikd ovtd kKabiotd v JOGL katdAAnin
Yy TNV ovVATTUEN EQAPHOYADV LVYNANG TOOTNTOC KOl EVKPIVELNG OV WOG EMTPETOVY VO
TPOGOUOIACOVLE CKIVIKA TOV OTTIKA 0&V OaL améyovv ToAD amd TV TPUyHATIKOTNTO.

Roorm

Ewovo 25: M aroymn tov dopatiov mov oyedtdalel to mpdypappa Room

3. Advvapieg ko Iepropropoi

2NV €VOTNTO QT OVOPEP® OPIGUEVES AOVVOUIES TOL TPOYPAUUATOS OV TOV GOUPMOVO, [LE
™mv egumepio pov mePopilovy 10 ONTIKO AMOTEAEGHA TNG papuoyns. Ot advvapieg avtég
aQOPOLY TOGO TNV GLUTEPLPOPA OPICUEVAOV GTOoLKElV TG YA®ooag Java OpenGloco kat
advvapieg Tov Kodwka. AKorovBel cuvTOUN avapopd GTOVG TEPLOPLIGLOVS OVTOVG.

Apywcd, pe v évapén g extéleong tov mpoypdupatoc Room n mpmdtn ekdéva mov
epeaviletor 6ToV YPNOTH EIVOL ELPOVOG TTLO POTICUEVT] GE GYE0N LLE LT TOL AvTIKPILEL 0T
ovvéyel. To mpoPfAnua dropbdvetar 6tav T0 oKNVIKO paG oyedldleTan Yoo dOeVTEPT POPa
Kol 0 QOTIGUOC TAEOV TTOUPVEL TNV CWOTY TIU ToL Ex® Kabopicel oto mpdypappa. o vo
amo@evyfel 0 Evtovog avtdc PoTIonds Tomobétnoa oto téAog g nebddov init v eviodn
glc.repaint().Me tov tpo6mo avtd apov £xel evepyomombel 0 POTIGHOG Katl Exovv Tebel N
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TIEG ToL oyedidletal Eava TO GKNVIKO MOTE aVTH TN QOpa va £YXEl TO 6OCTO POTIGHO. H
advvapio VT Yivetal avTIANTTh omd ToV XPNoTH LOVO UE TNV EVOPEN TOV TPOYPAULOTOS KoL
po Evo SEVTEPOLETTO TPV EKTEAEGTEL 1] EVTOAN| repaint.

O enduevog mePLoPIGHOS aPOopA Kot avTdg TOV OTICUO TOL Ydpov. Eivar eppavég ot eva ta
VTOAOITOL AVTIKEIEVO TOV d®UATIOL PMTICOVTOL KOVOVIKA COUP®VA LE TNV TTNYN WTOG, TOV
elvar n Aduma, 10 endveo péPog Tov Tpamellon PaiveTol o GKOVPO KOt AYOTEPO POTIGUEVO
o€ oyéon pe to vrolouro aviikeipeva. Evd n toayépa mov givor tomobetnuévn omdve 6to
Tpoméll avTavakAd ToV 6oTd TPOTO TO0 PMG TG AAUTAS, 1 101 1 empdvelo Tov Tpamellon
eaivetal va potileton e dylota o oyéon Le Tov tepPdAlovta YD po.

Tov tehevtaio meploptopd amoterel To yeyovog OTL 0 ¥pNoTNG eivan eElevBepog va mepiynOet
Kot €60 amd Ta Oplo. TOL J®UOTIOV OTOL VTAPYEL HOVO KEVOC YDPOG. AVTO €xel ®G
ATOTEAECHO O ¥PNOTNG GLYVA Vo, avTikpilel éva kKeVO povpo ddotnuo, O6tav Jmepvi To
OploL TOV TOLY®V TOL dWUATION, YWPIG Vo VITAPYEL TPOTOG VO TOPAUEIVEL LOVO HEGO GE OVTA.
Olec o1 mpoomdbeleg oL Yoo TEPLOPIGUO TOV KIVIICEMV TOVL YPNOTN HECH OTO Oplo. TOV
dopatiov €yovv emeépel un emBLUNTO ATOTEAECUATO KOl Ol0TAPOCCOV TNV OWOAN
TEPNYNOT TOV GTO YDOPO.
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V. Xvpumepaocpoto

Xmv evomta ovt  mopafETm To oNUAVTIKOTEPO GTOlXElD omd 0o avaeEpOnKav otV
TapoHoo epyacios KOOGS Kot T0, GUUTEPAGLOTO GTO OToio KATEANEN HETA amd TNV avaAivon
TOV TOPATAVE TANPOPOPLOV. XTH GUVEXELN TPOTEIVD KATOLEG 10£EC Yo mOAVY) LEALOVTIKY
épevva M omoieg Ba cupTANpOVAY apHOVIKA Kol Bo Tyowvay éva Prpa Topamépa Tn OKN
pov TpoomdOeia.

H OpenGLeivar ovclaotikd pio YA®coo vyniov emmédov 11 omoia divel GToV ¥pnoTn 1
dvvatotta va eAéy&el kot vo enmpedost dpeco tov Tpoémo amddoong g 3D oknvng tov.
Eivon éva woyvpd epyodeio ota ¥Eplo TOL TPOYPOUUOTIOTH KOU YO OVTO TO AOYO
YPNOLOTOIEITOL YO0 TNV OVATTVLEN HOVTEA®V VYNANG TodTNTAG Kot amdd0oNS TOGO GE
VOAOYIGTEC 000 Kot o€ Kivntég ovokevés. H OpenGLurootnpiletl pe amodotikd tpdmo v
avantuén realtimemoyvioidv kot AoV €idoVg YPoPIKOV 6€ KGOe £i00VG GLOKEVT AOYO TIG
LETOPEPCNUOTNTAG TMOV TPOYPOUUATOV, TO OMOi0. HITOPOVV VO EKTEAEGTOVV G OAOL T
AELTOVPYIKE GUOTHHOTA.

H poaydaio avarntoén tov portablecvokevdv 6nmg to i-phones, smartphones, androidst
elye ¢ oamotéiecpo v xpnon ™G OpenGL amd oAoéva Kol TEPIGGOTEPOVS
TPOYPOUUOTIOTEG KOOMG amotelel T PackdtePn YAMGGO VTOCTNPIENG TOV GLOKELAOV
avtov. Fevikdtepo pa popen g OpenGL,n OpenGL for Embedded Systemsyou
YA®Goo mov vrootnpiletar amd To AELTOLPYIKO GLGTHLOTO TOV TEPLocOTEPOY MObile
phonesshuepa.

Oocov apopd to kouudtt e yaAdoscsag Java OpenGlga onpaviikotepa ototyeia e Oewpiog
oto onoia a&ilel vo dmaoel Baon o avayvdotg sivar ta e€ng: o) n JOGLvroompiletar povo
and vedtepeg ekddoelg TN Javakal B) evd 1 Pacikn yAdooo avartuéng thg OpenGLeivo n
C, «éBe odhayn otig PProdnkes g yYAwocag pnopetl va petapepbet avtopato ond m C
otig Prprodnkeg g JOGL. To moAvTipo avtd epyareio mTov KAvel TOGO EVKOAN TN HeTAPoon
TOL KOJKo amd ™ YAdooso C oty Javaovoudaletor Gluegen.

"‘Extog amd 10 Bewpntikd Koppdtt, £vag amd TOLG CNUOVTIKOTEPOLS CKOTOVG TNG EPYACIOG
Ntav N avadmtuén To0v J1koD LoV TPOYPAUUOTOS EIKOVIKNG TEPNYNONG TOL YPNoN o€ Eva
TPLGOLACTATO OMUATIO. ZTNV TEAELTALO EVOTNTA TNG EPYUCIOG OVOTTICO® TO TPOYPOLLLLOL
Roomoto onoio mapovstalm Evav tpdmo avamTuEng TPIGOIICTATOV ECOTEPIKOV YDPMV Ol
omoiot mBavov va meptlopuPdvouy Emmia Kot GALEG AEMTOUEPELES TOV UTOPEL va. €xel Eva
TPOYLOTIKO OOUATLO.

Kotd 1t yvoun pov, 10 mpOypoupo ovtd omotelel TV KOTAAANAN agenpio yioo v
TOPOYOYN EPOPLOYDOV UEYOADTEPOL LEYEBOLG Ol omoieg Ba TPocoprotdlovy TPIGAACTOTOVG
YDPOVG HE amOd0TIKO TPOTO. MeAAOVTIKY £pevva TOL Umopel va Yivel 610 medio avTod apopd
TNV YNOOKN OVOTAPACTOCT] CNUOVIIKOV YOpwV, OT®g povceio, ykaAepi, PifAodrke,
pvnueio kol GAAOL €100VG €0MTEPIKOVG YDPOVS, OAAE Kol €EMTEPIKOVG LIO KATOEG
npobmobéaelg, ot omoiot a&ilovv va emokeptel Kamolog. Me avtd tov tpdmo o ypnotg Ha
Umopel vo TeEpyEiTONL LLE TN YPNOT TOV TOVTIKION 1} TOV TANKTPOAOYIOL TOL GE EVOV EIKOVIKO
YDOPO 0 0T010G TPOGOUOIALEL TOV YDPO TOL EMBVIEL VO EMOKEPTEL.

Ye o gmoyn] Omov OvVOTTUGGOVIOL OAO KOl TEPIGGOTEPES EPUPUOYEG TOTOV EIKOVIKAOV
yaptov , 6nog to Google Mapskar Street View,uia opketd ypioun Kot EVIVTOGLOKY
epoppoyn Ba NTav 1 SLVVATOTNTA EVIOTIGUOD TOV CNUAVTIKOTEPOV KTIPI®V GTOV XEPpTN KoL M
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€10000¢ KoL TEPUYNON TOV Y¥PNOTN 6€ avTovS. Etot, mapadeiypatog xaptv, o€ (o mepynon
TOV ¥PNOTN 6TOVS OpOLoLS Tov TTapielov, av To emBupel o 10106, Ba pmopel vo. emokeptel T0
povoegio Tov AovBpov kot vo tepinyndet pe ewovikd 1poémo otic aibovoeg Bovpalovtag Ta
ekbénatd tov. 'Hom, éva emmhéov yopoktnplotikd tov mpoypaupatoc Google Earthpaiveron
vo amotedel TOV TPodyyeAo HoG TOAVIAG €QOPUOYNG EIKOVIKNG TEPU ynomng otov ympo. H
etapeia Google éyel oyedidoel pe TPLOAACTATO TPOTO OPICUEVO OO TO CTUAVTIKOTEPO.
pvnueto kKo tomobecieg oty ENpa, oAAd Kot vrobaidooio OTwS To vavdya tov Tpiywvou
TV Beppovdwv, dote 0 ypnotg vo Umopel vao To OEl EIKOVIKA Kol vo tepmyndel og avtd
omov givar dvvartd.

Eniong, n ewovikn avoamapdotoon yOpmv Umopel vo £xel ekTodeuTIkoVs 6KOToVG, Kabmg
TOPEYETOL GTOVG PLaBNTEG 1) dvvaTOTNTA VO TEPMYNOO0VV € povseio Kot GAALOL €100V YDPOLS
EKTTOLOEVTIKOD YOPAKTPO EDKOAM LE TN ¥PNOT vToAoyloTY|. Téhog, To epyadeio avtd pmopel
Vo QOVEL YPNOLO OKOMO KO GE 1OUDTES 1) KATOGTNLATAPYES Ol OTOT01 Y10l 001001 TOTE AOYO,
OT®G N TPOGEAKVOT TEAATMV Kol 1) SLAPNUICT], ETOVUOVY VO TOPOVGLAGOLY TOV XDPO TOVG
GTO KOWO. X€ YEVIKEG YPOUUUES, COUTEPOAIVOVULE OTL 1] GUGTNUOTIKY KO ETLGTNLLOVIKY] £PELVA
OTOV TOUED TNG EIKOVIKNG TEPUWYNONG OE YMOPOLG Hmopel Vo OmOOMGEL GNUOVTIKG
OTOTEAEGLATO KO VO TTOPEYEL YPNOLU EpYAAEi0 GE Eva EVPV PAGLLO OPOUGTNPLOTHTOV.
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Ag&iko Opov

“A -

API (Application Programming Interface) - diemagn tov TpoypOoUUATICTIKOY
SLOOIKAGLOV TOV EVa AEITOLPYIKO cOoTa, BIBA0ON KN | EPaproYn TAPEYEL TPOKEUEVOL
VO EMTPENEL VAL YIVOVTOL TTPOG OWTO OUTHGELS 0O AL TTpoypappate 1 / Kot aviadlioyn
dedopévmv

Applet - pukpn epappoyn mov eKTEAEL U0 GLYKEKPLUEVT] EpYACIQ

Ambient Light - didomapto ewg, potioudc tov yopo neptfdilovtog

-B-
Blending - avépeién
-C-
-D-

Diffuse Light - diéyvto ¢mg, mEPTEL pE o, GLYKEKPIUEVT KATEVOVUVGT] KO OVTOVOKAGTOL

TPOG OAEG TIG KOTELOVLVGELS

Directional Light - pwc¢ pe ovykekpipévn katevbovon

Depth Test - éheyyog Pabovg yia tov €Aeyxoc TG 0OpOTOTNTOG M WUN TUNUATOV
OVTIKELLEVOV

Display List - puo opdda omd eviodég mov £xovv amodnKevTel Yo LEAAOVTIKY EKTELEON

-E -

Emission Light - ecotepikd gwg mov ekmépumet £va avTIKEIUEVO
-F -

Flat Shading - ypouatiopndc kabe emedvelag tov oaviikeyévov/ ToAvydVOL pe Evol
xXPOLO
Fog -ouiyAn

-G -

GLCanvas - avtikeipevo pe mpoemreypévo ovvoro dvvartotntov e OpenGL émov
oY€O1ALOVLE TOV TPIOAAGTATO CKNVIKO
GL (OpenGL Library) - Bacwn BipAiodnkn ypaeikdv thng OpenGL
GLU (OpenGL Utility Library) - Bonontikn Biprodnkn ypapikdv thg OpenGL
GLUT (OpenGL Utility Toolkit) - Bonfntiké moakéto epyolreiov yio v ovamtuén
OpenGLrpoypappdrov

-H -
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Header Files - apyeia anyoiov kddike mov ypnoomotovvior oe oio to. OpenGL
TPOYPOALLLOTO

.-
-] -

JNI (Java Native Interface) —mpoypoupatiotikd TA0IG10 TOoV EnLTPENEL KMk o Java

vo gkteleitarl oty ewkovikr unyavn thg Java (JVM - Java Virtual Machine)

JFrame - k\don mov onpovpyei Eva mhaicio/ Tapdbvpo 610 omoio avoarTHoooVUE Lo
epappoy

-K -
-L-
Lighting - eotiondg
-M -

Main - pébodoc otnv onoia to Tpdypappo apyilel vo ekteleitan

Material - vAk6 avtikelpévov

Model View - Aertovpyioa oty omoio avTiAapuPavOouacte TO UETOCYNUOTIOUO TOV
OVTIKEUEVOV OTO TPLOOLAGTATO CKNVIKO

-N -
-0 -
Orthographic Projection - opfoypoagikr} Tpofoin
-P -
Polygon Rasterizationpuébodog avomapdotaons avTIKEWEVOD GaV VO OTOTEAEITOL OO
EMUEPOVG TOADYWOVOL

Projection - tpofoin avtikeluévoo
Perspective Projection stpoontikn Tpofoin

- Q —
Quadrics - Bondntikd avTiKEILEVO TOV YPNGUYLOTOLOVLE Y10 THV TOPUAYDYN AVTIKEUEVDV
¢ khdong GLU

‘R -
Rotate -nepiotpoon

RGB(A) (Red - Green — Blue - (Alpha)) -tpdtumo ypopoatiopod émov kabopilovpe tig
TIES TPLOV PACTIKAOV YPOUATOV Kot TOV Topdyovto Alea
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-S-

Shading -pwtookiaon

Smooth Shading -ypopaticpog Kabe emPAvelnS TOVL OVIIKEWWEVOL/ TOAVYDOVOL uE
TEPLOGOTEPO TOV EVOG YPDLOTOL

Specular Light - néptel pe po ocvykekpuévn Kotevhouvon Kot avTavokAGTol Tpog po
oLYKEKPILEVN KaTeLBUVON

-T-
Tessellation -yneidomoinon 1 yneidwon

Translate - petagopd i petokivnon
Texture - ven avtikelpévon
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Hopaptnpo

Example: Projection Matrix

B OpenGl Projection Matrix
File  Help

Projection Tvpe
f?) Perspective

) orthographic

Projection Parameters

Left a5 | %
Right | 05 |2
Biottam 08 i
o | 05[2
Mear 1] 2
Far [ 103

Openial Funckions

glLoadIdentitcyl)

glMatrixtode (GL_PROJECTION) ;

glFrustum(-0.5, 0.5, -0.5, 0.5, 1, 10);

EBX

Rendering Mode
2 Fil

() wireframe
) Paints

Projection Matrix
200 000 000 000

0.00  Z00 000 0,00
0.000 000 -1.22 -2.22

000 000 -1.00 0,00

2NV TopoTtdive EIKOVOL GOIVETOL £VOL GTIYIOTUTTO L0 EQPOPUOYTG 1) 0TToia LITOAOYILEL TOV Tivaka
Projection Matrixp omoiog ypnoLOTOIEITAL Y10l TOV TTPOGOIOPITHO TG OEGTG TOV AVTIKEWWEVDY OF
Aerrovpyioo GL_PROJECTIONH egappoyn pog deiyvet tov tpdmo vroloyiopov tov Projection
HETOOYMUATIoNOD UE Baomn Tig TopapéTpoug Tov cuvapmoewv glFrustum(y glOrtho(). [10]
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Example. ModelView Matrix

B OpenGL ModelView Matrix =13
View (Camera)
- oy s
Postion v PRl glRocatef (31, 1, O, O):
= glRotavef (-0, 0, 1, 0):
Z 7 e glRotaref (-0, 0, O, 1):
glTran=lacef (-0, -4, =7):
Pitch (%) =315
Hending (Y) 0e
Roll (Z) 0iis
Moded
- it
Postion 1108 glTranslatef (0, -1, 0):
= glRotatef (30, 1, ©, 0):
Z 0ile glRocatef {31, 0, 1, 0):
glRotaref (0, 0, 0, 1):
% 30 |5
Rotation ¥ a1 |
z 0l
Madalview Mabrix Wi IMabrix Modsl Matrix
085 0,00 052 0.00 1.00. 000 000 0.00 06 000 052 0L
0.45 0.48 -0.75 -0.68 £ 0,00 0.86 -052 0.8 5 026 087 -0.43 -1.00
025 087 042 658 000 052 086 -2.06 -045 0SS0 074 000
0.00 000 0.00 100 0.00 0.00 0.00 1.00 000 000 0,00 100

2V €KOVOL 00T QOIVETOL €VOl GTIYUIOTUTO EPOPLOYNG YOl TOV LTOAOYIGUO TOV Tivako
ModelView Matrix an6 tovg mivaxkeg View Matrix kor Model Matrix. Ot cuvaptoelg g
OpenGLot omoieg pmopovv vo. XEPLoTOVV ToV peTacynuatiopd me untpag ModelView sivat
ot glTranslatef() xon glRotatef(), onwc @aiveton kot oty ewdva. ‘Etor dowmdv yo va
petakivioovpe éva avtikeipevo oe Aettovpyio. ModelView kaiovpe mpdta ) cvvaptmon
Translatef(xat otn cvvéyeia t cvvaptnon glRotatef(),00ec popéc embvpovue. [10]
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GL_POINTS

GL_LINES GL_LINE_STRIP GL_LINE_LOOP

| ]
=

GL_TRIANGLES GL_TRIANGLE_STRIP GL_TRIANGLE_FAN

GL_QUADS GL_QUAD_STRIP GL_POLYGON

vl vl
»| &

Onwg yvopilovpe, Yo T0 GYNUOTIGUO OVTIKEWEVOV OO TOV XPNOTN KOAOVUE TPMOTO TN
uébodo glBegin(). To avtikeipevo mov déxetanr oav €6000 Yo TO GYNUATICUO TOV
avtikeyévou etvar o otobepd g kAdong GL. O mopamdve mivakog dsiyvel ta €idn
GYESLOGLOV TTOV LIAPYOVV KOl TIG OVTIOTOLYES oTABEPES TIUEG TTOV T EvEPYOTOLOVY. Tal £10m
aVTE GYEOGUOD OVGLOCTIKA OVAPEPOVTIOL GTOV TPOTO £VEOONG TOV KOPLODOV TOV
AVTIKEWWEVOV IOV TTpocdtopilovion pe ) ypnon e ovvaptnone glVertex() kot ta omoio
Bpiokovtar avapeoa otig eviorés glBegin()kar glIEnd(). [3]
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Ot Tapomdve 1KOVES TOPOVGLALOVY TNV EMIOPACT] TOL £XOVV TAV®O GTO 1010 AVTIKEIUEVO TOL
téooepa Pacikd €N eoTIopod. Ot TWEG YPOUOTOS 7OV  YPNCLUOTOINCO, Yo TNV
EVEPYOTOINGN TOV TECTAPWOV OVTMOV EL0MV POTIGLOV givan 101eG. Emtiong, o potiopdg éxet v
010 évtoom o€ OAeG TIC mepTTOoELS. [1]
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[ Posessess] fsseoaess] pssissess]ssiwzess[]esss.ess [ 2ssness
[ lssessend pssongood] s s soal " hes 10z 208 255 51,200 [ 55,0208 SAERELE

I:IESS,ESS,II]EI:I:!SS,EI]MI]EI:IESSJSEJI]EI:I:!SS,II]E,]IZIE- 2585,51,102 - 255.0,102 |:| 1,255.0

Duusssztzu-uumuzDumszmz-zumua,mz-znwmz- 208,0,102 - 01530
|:|zn-uss,51 |:|zu-uu4,51 |:|zn-usa,51 -zu-uuz,m -20-151,51 - 208.0,51 - 01460

|:|153 455, 2:]4|:|1 53, 204,204|:|1 53,152, 204-1 53, 102,204-153 51 2:]4- 154.0,200 - 1.85.0
|:|153255153|:|153204,153|:|153153153-153102,153-15351153-1530153 - 0,680

|:|102,255,255|:|1nz,zu4,255|:|102,153,255-102,102,255-102,51,255-mz,u,zss - 0,0, 255
[ fozesseod]hozzoazoal hoz 153 2000z 102 2000 102 51200 [ 1020200 [ 0023
[ fozessass[hozzearssfhozississ oz oz s eesis: [ ozos: | woes
|:|102,255,1uz|:|1nz,zu-;,mz-musajuz-mz,ma,mz-ma,sLmz-mz,u,mz - 0,0,208
[ fozesss [Thozzeas [fozisas [ozen [eess [ozon [ oos
[ fozesso [Thozeeao [ffozisse [[ozze [oeso [ ozo [ woie
[ ] suessass[ ] srevaess] stissess[] suaozessf] s1svess [ s.oess ([ oos
[ ] 51255200 ] s1.200.20a 0] 511522040 51102200 151200 [ suo20a [ v0rse
[ ] sressass[] sr.20n15:[] sraszass sveass[] susos: ] soos: [ wens
[ suessanaT] sraoanoz ] stiss ool suaoz 1oz sosio: [ s.ooo: ([ oo
[ 51255 [0 sr20as [ s1ises [ svoes [ 5505 [ 5o [ oss

0,51,153- 0,015 - 0017
051,102 - 00,102
255, , 153, . wsis | eos
[ nosso - i, 208,10 - 01580 - 01020 - 0,510 - 0,00

[Mivaxog Tov Tipov tov topapétpov RGB (red-green-bluejo ta faoikd ypodpoto. o vo
YPNOUOTOCOVUE TIC TIHEG aVTEC ®¢ €icodo oty cvvdpton glColor3f() tng OpenGL
dwpovpe kKaBévav amd Tovg Tplg aptBpovg pe to 255 Kot 0TV CLUVEXELD EIGAYOVUE TO
amoTEAEG A 6T cLvapTNon. [16]
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