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Ribliotheken fur geometrische Objekte (1)

com.jogdmp.opengl.GLQ,

Linien - Vielecke (Polygone)
Punkte Dreiecke Vierecke
GL2.GL_POINTS GL2.G'L7TRIANGLES | GL2.GL_ QUADS

glPointSize() :

Weitere geometrischen Objekie:
Scheiben -~ Tetraeder | - Wiirfel

~ Bézierkurven BézierflGchen



https://wiki.delphigl.com/index.php/Tutorial_Lektion_5
https://wiki.delphigl.com/index.php/Tutorial_Abseits_eckiger_Welten

Bibliotheken fur geometrische Objekte (2)

- .

: co.m;'.;_jf'c?')"gqmp.opehgl.élufGLU

com.jogamp.opengl.u’ril.gIQ.GLUT

Quadrikén:

Scheibe
gluDisk()

‘Kugel
gluSphere()

Basische 3D Objekie:

WU rfel Droh‘fgiﬁer glUiWireCUbe()

WUI’fe| Volumen - .g,IUf.SQI'idCUb_e“()

| Kegel Drahtgitter glutWireCone()

Kegel Volumen glutSolidCone()

Weitere 3D Objekte:

Tetraeder prontgitter  glutWireTetrahedron()

Tetraeder volumen glutSolidTetrahedron()

Scheibenausschnitt

- gluPartialDisk()

- Zylinder
gluCylinder()

Kugel sris
Kugel volumen
TOrUS orantgiter.
TOrus volumen

Teekanne Drahtgitter

Teekanne volumen

glutWireSphere()

glutSolidSphere()

glutWireTorus().-

glutSolidTorus()

qutWireT'ea pot()
glutSolidTeapot()

)



https://wiki.delphigl.com/index.php/gluNewQuadric
https://www.opengl.org/resources/libraries/glut/spec3/node80.html
https://www.opengl.org/resources/libraries/glut/spec3/node80.html

3D-Objekte: Wurfel (1)

Volumen, ohne

roid drawCube (ELZ gl) {

glBegin(GLZ.GL QUADS) ;
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AWT OpenGL-Fenster




3D-Objekte: Wurfel (2) = _,

Volumen, mit :

gl.glBegin(GLZ.GL QUADS) ;

AWT OpenGL-Fenster

gl.glColoxr3£({ 1£f,0£,0£
l.glVertex3f( 0.7L, 0O.7L,
1.glVertex3f|
1.glColor3f({ Of

0.7£, -0.

gl.glColoras( Of,0%, 1%
£( 0.7£, 0.7% } & Right
Top Lef

Bottom Left
ght

gl_glColor3£{ 1£,1£, 0£f )
gl.glVertex3£( 0.7£
gl._glVertex3£( -0.7£, -0.7f,
gl.glVertex3£f( -0.7£, 0.7L, -0.7%
gl.glVertex3£( 0.7£, 0.7L, -0.7%L

gl.glColor3£{ 1f
gl_glVertex3£({ -0.7£, -0_7f£,
-0.7£, -0.7£, O.7f




3D-Objekte: Tetraeder-
Durchsichtig, mit _ =

vold drawTetrahedron (GLZ gl) {

gl.glBegin(GLE.GL TRIANSLES) ;

{ 0.7E,
gl._glColor3£( 0.0E£,

0.0£, 0.0f );

1.0£, 0.0f );
0.7£, 0.0f );

{ -0.7£, -0.7£, 0.7£

£1{ 0.0f,
{ 0.7%,

£ 0.7£,
£ 0.7E,

{ O.7E,
gl.glColor3f({ 0.0f,
gl_glVertex3f| O0_.T7L,

1Color3£({ O0.7E,
{ O.7E,
gl._glColor3£( 0.0E£,
gl.glVertex3f|{ O0.7E,
gl_glColor3£f({ O0.0f,

0.0, O.7f )&

-0.7E£, 0O.7f )

0.0f,
1.0f,

0.0£, 0.7
-0.7%,

0.7£, 0.0F );

-0.7£, -0.7L )

0.0£, 0.0f£ )
1.0£, 0.0f );
0.7£, 0.0f );
-0.7£, -0.7f

a.0£, O0.7£f );

gl.glVertex3£( -0.7£, -0.7£, -0.7£

0.0f,

£{ 0.7z,

gl.glColor3f({ 0.0f,

0.7€, 0.0f
1.0£, 0.0£ ]
0.0, 0.7f

gl.glVerte { —-0.7£, -0O.Tf,

gl._glColor3£( 0.0E£,

0.7£, 0.0f );

gl.glVertex3£({ -0.7£, -0.7£, 0.7f

gl._glEnd{);

AWT OpenGL-Fenster




3D-Objekte: Kugel (1) -

GLU, Punktewolke

AWT OpenGL-Fenster

vold drawBEluPCSphere (ELU glu, GLZ gl) {

ELUguadric guad;
guad = glu.glulNew{uadric();

gl.glPointSize (2£);
glu.glufuadricDrawityle (quad, GLU.GLU POINT) ;

gl.glColor3£(1,0,0); // rot

glu.gluSphere (guad, 1,50, 25);




3D-Objekte: Kugel (2) -

GLUT, Drahtgitter T

AWT OpenGL-Fenster

wold drawEFlutWiSphere (GLUT glut, GLZ gl {

gl _glColor3£(0£, 1£, O0L£); S/ Ereen

glut _glutWireSphere (1, Z0, 10);




.

Freiformgeometrie: Bézierkurve e

void drawBezCur (ELZ gl) {

int numPoints = 4;
float ctrlPointsl[]
-1.0£, -1.0£, 0.0f,
-0_.5£, 1.0f, 0.0f,
0.5£, -1.0£, 0.0f,

AWT OpenGL-Fenster 1.0£, 1.0£, Of};

Zielgribe
stBuffer{ctrlPoints.lengt

nfeld ctrlPoints in den deklarierten P
ctrlPoints.length; i++) { ctrlPointsBf._put rlPoint=s[1i]
ctrlPointsBEf rewind();

0.0£, 1£, 3, numPoints, ctrlPointsBL);

n glMapfridlf und glEvalMeshl

gl.glBegin (GLZ . 5L FOINTS) ;
for {(int i = 0; i < numPoints; i+ |
gl.glColor3£(1£,0,0);

gl_glVertex3f (ctrlPoints[3*i], ctrlPoints[3*i+l], ctrlPoints[3*i+Z]);

}
gl.glEnd({};

0.0f, 1£)

gl.glColoxr3£(0£,1£,0);

1.glEvalMeshl (GLZ.GL LINE,




~ Freiformgeometrie: Bézierfldche s

id drawBezSur (ELZ gl) {

Swww=lehre_ inf . uos

int numPlines
float ctrlPoints(]

-1.0f, 0.0%, 1.0%,
-0.5£, 1.0£, 1.0f,
1.0£, 0.0£, 0.05%

AWT OpenGL-Fenster -1.0%, 0.0%, 0.0%,
-0.5£, 1.0£, 0_0f
1.0£, 0.0f, 0.0%,
-1.0f, 0.0%,-1.0%,
-0.5£, 1.0£,-1
1.0£, 0.0f,

lphigl.c
0.0f, 4f,

1EvalMesh2

fl{ctrlPoints[3*i], ctrlPoints[3*i+l], ctrlPoints

ki .delphigl . comy dex.php/gldapCrid

gl _ll_:li:n‘ln
gl.glEvalMeshZ (GLZ.GL FILL, 0O
1




pubklic atatic woid main(S5tringl[] args) {

£/ TODOD RAuto-generated method stub
The animator

. . £/
2 A n I m O -|-I O n e final FESAnimator animstor = new FPSAnimator (glcanvas, €0, true);
: enimator.starti);

volid animTetrahedron (GLZ gl) { AWT OpenGL-Fenster

gl.glBegin(GLZ . GL TRTANGIES) ;

gl_glColoxr3£({ O.7£, 0_.0£, O.0f );
gl _glVertex3f({ O0_.7£, 1.0£f+x, 0.0f
gl._glColor3£{ 0.0£, O.7£, 0.0f );
gl.glVertex3f({ -0.7£, -0.7£, 0.7%
gl.glColor3£{ 0.0£, 0.0£, O.7f );
gl.glVertex3£f( 0.7£, -0.7£, O.7%

lor3£({ O0.7£, 0.0£, 0O.0f );
gl _glVertex3f({ O0_.7£, 1.0£f+x, 0.0f
gl_glColoxr3£( 0.0£, 0.0£, O.7Lf );
gl.glVertex3£({ 0.7£, -0.7£, O.7E
gl.glColoxr3£{ 0.0£, 0O.7E, 0.0 );
gl_glVertex3f|{ 0_.7£, -0.7£, -0.7f

O.0£, 0.0£f );
gl _glVertex3f| 0_.7£, 1.0£f+x, 0_.0f
gl._glColeoxr3£{ 0.0£, O.7£, 0.0f );
gl._glVertex3£f({ 0.7£, -0.7£, -0.7f%
gl_glColoxr3£({ 0.0£, 0_.0L£, O.7Lf );
gl.glVertex3f({ -0.7£, -0.7£, -0.7f%

Tntere Flache
glColoxr3£({ O0.0£, 0O_.T7£, O0.0f );
l.glVertex3f|{ 0.7£, 1.0£f+x, 0.0£
1 _{_:li:ulur.‘::fﬂ o, Elf, a. Elf, Q.7 1 ;: 1 GLZ gl = drawable.getCGL({) .getCGLZ();
1.glVertex3f({ -0_.7£, -0.7£, -0.7£f £r ft gl.glClear (GLZ.GL COLOR BUFFER BIT | GLZ.GL DEPTH BUFFER BIT);
gl_glColor3£( 0.0£, O_.T7£, O0.0f );
gl.glVertex3f|{ -0.7E£, -0.7£, 0O.7E

animTetrahedron (gl
if (x<0.5£) {x +=0.00%;} else {x =0£;};




tavkhelidze
Notiz
Zum Abspielen das Fenter anklicken.




