EPL 426

Lab 4 - OpenGL - Metaoxnuatiopol

Andreas Andreou




Transformations in OpenGL

» ‘Omwcg oxuel kKat otn Bswpla, £tol Kat otnv OpenGL pappoloupe Toug
HETAOXNUATIOHOUC Yia va aAAdEoupE Tn BEoN KAl TO OXNHA TWV AVTIKEIHEVWY
OTO XWPO

» Baoikol petaoxnpartiopol
» glTranslated n glTrasnslatef
» glRotated n glRotatef
» glScaled 1 glScalef

» Emiong, pmopoupe pe tn xpnon tou glloadMatrixd n glLoadMatrixf va
£l0AEOUPE XELPOKIVNTA £VA PHETACXNUATIOHO




2D Translation
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2D Scaling
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2D Rotation
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3D Translation OpenGL
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» void glTranslated(GLdouble x, GLdouble y, GLdo
uble z);

» void glTranslatef(GLfloat x, GLfloat y, GLfloat z);




3D Translation OpenGL

» AOKIPAOTE 0TO MAPAdELYHA TOU TTPONYOUHEVOU EPYAOTNPIOU VA KAVETE
translate ta tpiywva

2tnv apxn doklpdote va ta Kavete translate oAa padi
Aoklpaote va epappooete 1o translation o dlapopeTikoUg Aoveg

[a va PTOPECETE va KAVETE EeXwploTd translate ta Tpiywva mpEMEL va
onploupynoste Eexwplotd glBegin/glEnd structures mou Ba meplExel To KABE
£va, €va Tplywvo

» ‘Etol pmopeite va spappooste tnv glTranslatef og kKabe tpiywvo Eexwplota

» AoKklpaote va e@pappoocete 0o glTraslatef, pua yla kabe tpiywvo, va d€ite Tt
oupBaivel




3D Rotation OpenGL

1.6 1 0 0 o
1.4 0 cosd —sind 0
1.24 0 singd  cosd 0

o 0 0 1

1_

08
06
0.4 Rotation about Y-axis i
cos? 0 sind O
0.2 ﬁ 0 1 0 u]

4B -12-1-08 04 -1 02040888 1{1.21416 —sinf 0 cosé 0
ﬂi {J-‘—J Lo o 0 1
0.6
-0.84 Rotation about Z-axis
14 cosl —sing 0 0
4 24 gin® cosd 0O 0
_1-4_ 0 0
-1.64

» void glRotated(GLdouble angle, GLdouble x, GL
double y, GLdouble z);

» void glRotatef(GLfloat angle, GLfloat x, GLfloat
y, GLfloat z);




3D Rotation OpenGL

» 21O MapAdslypa mou EXETE OOKIUAOTE TIC CUVAPTAOELC TTEPLOTPOYPNS

» AnpPloUpyNoTE £va TETPAYWVO 0TO KEVTPO 0,0 Kal EMELTA TTEPIOTPEYTE TO

» AnPIoupynoTe Twpa £va AAAO TETPAYWVO PETATOTIOHEVO KATd 5 povadeg otov
afova y Kat TEPIOTPEYTE TO PE TNV (01a YWVLA PE TO TTPONYOUHEVO

» Tip: yla va 0WOETE CUVEXOHEVN Kivnon oTo TPOYPAUHA oag KAavte comment to
glLoadldentity(). MNati cupBaivel auto;




3D Scaling OpenGL
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» void glScaled(GLdouble x, GLdouble y, GLdouble
z);
» void glScalef(GLfloat x, GLfloat y, GLfloat 2z);




3D Scaling OpenGL

» Opoiwg pe TPONYOUHEVWGE, OOKIUAOTE VA EPAPHOCETE GE KATIOLO HOVTEAO TO
transformation tou scaling.

» AOKIJAOTE va Ta ouvOUdoeTe Twpd OAa padl pe kamola celpd.

MPOXOXH! Ztnv OpenGL n oglpd TwV PETACXNHATICHWY Eival avamodn amo Otl
ypagetat. FeKiva e Tov Mo KATW PHETACXNUATIOPO KAl PETA TTAEL TPOG TA
Tavw




Matrix Multiplication

1x10 + 2x20 + 3x30

1x11 + 2x21 + 3x31
4x10 + 5x20 + 6x30

4x11 + 5x21 + 6x31

10+40+90 11+42+93 140 146
40+1 00+180 44+105+186 320 335




Basic Matrix

1 0 0 0 1 0 0 ix sx 0 0 0
o 1 0 0 0 1 0 ty 0 sy 0 O
o 0 1 o 0 0 1 tz 0 0 sz 0
o 0 0o 1 0o 0o 0 1 0o 0 0o 1
Identity Matrix glTranslatef(tx,ty,tz) glScalef(sx,sy,sz)
1 0 0o 0 cos(d) ¢ sin(d) 0 cos(d) -sin(d) 0 0O
0 cos(d) -sin(d) 0 0 1 0 0 sin(d) cos(d) 0 0
0 sin(d) cos(d) 0 -sin(d) ¢ cos(d) @ 0 0 1 0
0 0 0 1 0 0 0 1 0 o 01
glRotatef(d,1,0,0) glRotatef(d,0,1,0) glRotatef(d,0,0,1)
_X-Rotation in 3D__ Z-Rotation in 3D _ Scale in 3D
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glLoadMatrix

» H glLoadMatrixd n} glLoadMatrixf avtikablotd tov TpEXoV EMAEYHEVO TTiVAKA HE
aUTOV TTOU BETOUHE EPEIC WC Oplopa

» void glLoadMatrixd(const GLdouble * m);
» void glLoadMatrixf(const GLfloat * m);

» Me amAd Adyla PTTopoUE VA EL0AYOUUE £Va XELPOKIVNTO PHETACXNUATIOHO apou
£l0AYOUPE £va 4x4 mivaka




glLoadMatrix

» Mpoocoxn! H OpenGL eme€epydletal Toug TivakeS OLAPOPETIKA Ao OTL OTN
Bewpia

float f[16] =
{
8 4 8c 1,0,0,0,
159d 0,1,0,0,
2 6 ae 0,0,1,0,
37bf to, by, e, 1

5




glLoadMatrix

» AnAWOTE 0TNV apxn Tou Tpoypdppatog we pia global petaBAntn €vav mivaka
float16 Bcocwv W akoAoUBwWC:
float f[16] =
{
1,0,0,0,
0,1,0,0,
0,0,1,0,
t by, tz,1
b

» Mapagte €va translation xpnopomowwvtag tnv glTranslated

» AkoAouBwc mapd&te 1o idlo translation povo pe tnv glLoadMatrix




Push and pop Matrices

» Emotpépovtag kat maAl oto Tapddslypa tng mponyoupEevng gpopdc,
AVTIKATAOTAOTE TOV KWOLKA TApAaywyng TPLYWVWY HE TOV akOAoubo:

glPushMatrix();
glutSolidCube(1);
glTranslatef(2,0,0);
glutSolidCube(1);
glTranslatef(2,0,0);
glutSolidCube(1);
glTranslatef(0,2,0);
glutSolidCube(1);




Push and pop Matrices

» 2TN OUVEXELA AVTIKATACTNOTE TO TO TTAVW HE TO O KATW:

glPushMatrix();
glutSolidCube(1);
glTranslatef(2,0,0);
glutSolidCube(1);
glTranslatef(2,0,0);
glutSolidCube(1);
glPopMatrix();
glTranslatef(0,2,0);
glutSolidCube(1);




Push and pop Matrices

» TEAOC, AVTIKATAOTAOTE TO O TTAVW HE TO MO KATW

glutSolidCube(1);
glTranslatef(2,0,0);
glutSolidCube(1);
glPushMatrix();
glTranslatef(2,0,0);
glutSolidCube(1);
glPopMatrix();
glTranslatef(0,2,0);
glutSolidCube(1);




Practice

»  AOKIPAOTE Pe autd Tou padape onPeEpA va MAPAEETE pla HOp@n TOU YVWOToU
stickman.

» Xpnowgomonote to glutSolidCube kat to glutSolidSphere omwg kat toug
HETAoXnNUatiopoug Kat To push & pop matrix




