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Computer Graphics: Principles and Practice (978-0321399526)
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glViewport(o, 0, 640, 480);
glMatrixMode (GL_PROJECTION);
glLoadIdentity();
gluPerspective(
45.0, // field of view
640 / 480, // aspect ratio
9.1, 100.0); // depth range
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
gluLookAt (
0.5, 0.5, 3.0, // view point
9.0, 0.9, 0.9, // focus point
.0, 1.0, 0.9); // up vector
glBegin(GL_LINES);

~

HRY7XOpenGLO — =

- Ea—m—+rZ&#

- IR

- EFI)ILE 21—

4

7| GLFW window

=8 ECR =™

glColor3d(1l, @0, 0); glVertex3d(0, 0, 0); glVertex3d(1l, 0, 9);
glColor3d(e, 1, 0); glVertex3d(0, 0, 0); glVertex3d(o, 1, 9);
glColor3d(e, @0, 1); glVertex3d(0, 9, 0); glVertex3d(o, 0, 1);

glEnd();
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https://legacygl-js.glitch.me/demo/z-buffer.html
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(OpenGL / DirectX)
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« BRI
¢« i?=-1
ec=(a,b)=a+0bi
* ¢1¢; = (aq,by)(ay, by) = aja, — biby + (a1b, + byay) i

« DA—=S_A
. i2=j2=k2=ijk=—1
cij=—ji=k jk=-Kkj=1i Kki=-ik=j Ik a e EeANAN
q=(ab,c,d)=a+bi+cj+dKk
* q1qz = (aq, b1, ¢1,d1)(az, by, cp,d3)
= (ayay — b1by — cyc; — dydy) + (aiby + biay + cidy — dqcy) i

+ (a]_Cz + C1d» + dle — ble) ] + (a1d2 + d1a2 + b1C2 — Cle) k



AN D —+3DAND FIUICKDZREC
.ql =a1+b1i+C1i+d1k1= a1+(b1,C1,d1)=a1 +U_1>
°q2 :az‘l‘bzi‘l‘Czi‘l‘dzk:: az‘l‘(bz,Cz,dz):az +U_2)

* q19; = (@10, — b1by — ¢, — dqidy) +
(a b, + a,b; + c;d, —dqcy) i+
(a,c, + a,cy +dib, — bid;y) j+
(a;d, + a,d; + byc, — c1by) K

= (a; + 77_1)) (a, + 77_2)) = (a1a, — V1> ‘ 772>) T a177_2) T az”f + V1>XU2>



¥ ¥ = . — A
g = Ccos — + TR F CUIENANRD R
2 2
-, .1 ( v 4 i a') N ( o Q)
U = quvg — | COS — USsIm — | v | COS — — U Sl —
2 2 2 2
= vcos® § + (U7 — vu)c:m—c os & — wvisin® &
= Tcos? S+ 2(i x U)sin$ cos$ — (¥(u - @) — 2u(a - 7)) sin* $
U(cos? & —sin* §) + (u x U)(2sin § cos $) + u(i - 7)(2sin* $)
= vcosa+ (U X U)sina + (i - U)(1 — cos )

= (V—1u(u-v))cosa + (Uxv)sina + (i - v)

s ExICEEBVVER
« Clifford algebra
» Geometric algebra

c OMNT 4« D ADMBONDHT CERE

https://en.wikipedia.org/wiki/Quaternions and spatial rotation



https://en.wikipedia.org/wiki/Quaternions_and_spatial_rotation

DA =N A VNICKDOBRDH#

o iRMZFE 1 1IERRIE (nlerp)

» nlerp(qy, q,t) == normalize((1 — t)q, + t q;)
« OFFTEDDIRL. OFREN—E TR

gt 1
» IKEHRIZ AR (slerp) slerp(£)
* 0 =cos '(q; - qz) q, Q.
sin(1-¢)Q sin tQ

° Slerp(qlJ q2; t) = sin Q q1
« FTENZL). OBREN—TE

sin ) 92

Animating rotation with quaternion curves. Shoemake, SIGGRAPH 1985
http://number-none.com/product/Understanding%20Slerp,%20Then%20Not%20Using%201t/



http://number-none.com/product/Understanding%20Slerp,%20Then%20Not%20Using%20It/

IESDIA—=H_FY

s QERBOODD A=A :

6 - . 06
°q= cos;+usm5

°D$ﬁﬁ7f)\9—2n0397.r ST

—27 . 0-2m
°cosT+usm =4

* q173“5q2/\¥@|553§_553-\\ d: ' Q> 73‘\‘%_@35“@
q,2RE LU CHomET D
« ZO U ECHBEBENRIE CRLIRD




SRR DEICDUNT




)P IV A ACGREMDZEIR
+ GPUDAPIE L TAREL 27844 penGL. bl DirectX
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« I AT AOEBKFIREIDICEZ DERE
« Do YV EDER. ANYRNE, BB P MILDFGEHEE. ..
=V ks e LS
 GUI - , GLFW (C), SDL (C), Qt (C++), MFC (C++), wxWidgets (C++), Swing (Java), ...
- @& : libpng, OpenCV, ImageMagick

s ERICUCEHE » RTIREDE RO EE
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@GLN: JavaScript + UpenGL.
+ ZLDTSIY (ENAILEE) THL

« JVINTILAE |
- BIRFOAITIERNIER (CF&R

! © Sketchfab

s DETBNEEO>TCUD




WebGLE:FﬁYY:@/\— |\“)|./ : OpenGL ES (for Embedded Systems)

1325 +1I4 FE—F glBegin, glVertex, glColor, glTexCoord

. OpenGL TXDAPIDMEZ IR |

. 12

. wmz@%é
- N\— D PREFERIOEIB

* {EFHOJ8E/SAPI :

YA

T—=A=EFEHTGPU

‘L._ 92{0\

g1 T —A~ CiaE

=AM ]
YREME

FEFZZ #2175

T4 RTITUAIUR

FOAI)I DY T =S

Y1 —5 DIERK

BoAIDEE
BoADINB ZlslE

GL_QUADS, GL_POLYGON
glLight, glMaterial
GL_MODELVIEW, GL_PROJECTION
glNewlList

glCreateShader, glShaderSource,
glCompileShader, glCreateProgram,
glAttachShader, glLinkProgram,
glUseProgram

glGetAttribLocation,
glEnableVertexAttribArray,
glGetUniformLocation, glUniform
glCreateBuffer, gIBindBuffer,
glBufferData, glVertexAttribPointer
glDrawArrays 35



. N <html> {
#lnCIUde <GL/gIUt'h’ C / OpenGL 1 X <head> WebGL const numComponents = 2;
void disp( void ) { | Cecripe sros'glomateixmin. js"></script> const noemalize = false;
. <script> const stride = 0;
-Float -F) main(); r= SONet OffBChmr mfh; m= = - — - ———— 1
. function main() { gl.bindBuffer(gl.ARRAY BUFFER, buffers.position);
glc 1 ear ( G L_CO LOR_BU F F E R_B IT ) J const canvas = document.querySelector('#glcanvas'); ! gl.vertexAttribPointer( tll
gl Pu S hMa.t rix ( ) ; ::n?tl:giii. ? canvas.getContext('webgl'); 1 ii:\gxo::gi:ii;:t':trlbLocatJ.ons.vertexPos:.tm:rl,
.For‘ ( .F = e ; .F < 1 ; .F 4= @ 1) { alert('Unable to initialize WebGL!'); : type, :
° return; normalize,
. } 1 stride,
glColor3f(f , 0 , 0); ¢ vesource - - frader |
1C 2 l 1 L i S.t ( 1 ) . COZ:trzzui:r\f:czl aVertexPosition; | gl(.)enz}il;VertexAttribArray(programlnfo. attrilbLocations.vertexPosition);
g J uniform mat4 uModelViewMatrix; 1} 1
} uniform = = 2 (programInfo.program) ; |
void main : : trix4fv(
glPOpMatr‘iX( ) . gl_Posid gl * blndBuffer( gl 'ARRAY_BUFFER' buffers 'posltJnfo.uniformLocations.projectionMatIrix,
’ . gl.vertexAttribPointer ( Matrivg; I
glFlUSh(); v c z . . . on‘a4;‘1x),
const fsSouy programInfo.attribLocations.vertexPosition jtrixfv . . .
} void main nfo.unlformLocatlons.modelvlewMatrlJ.x,
oid setDispList( void ) { . gl_Frag numComponents, Matrix) |
Vo1l 1 1 Vo1l - t !
b ype, |
9 o const shadex =~ et = 0;
glNeWLlSt(l) GL_COMPILE)) const progrg normallze, lexCount = 4; 1
3 . program: A ays (gl.TRIANGLE STRIP, offset, vexntexCount);
ngegln (GL_POLYGON) ) attri:Lolc; stride e L ____ -l’!
. vertex
glVe r"teXZ'F( - 1 . 2 k) '@ . 9) 5} }, Offset ) ; haderProgram(gl, vsSource, fsSource) {
- . uniformLo 3 s YShader = loadShader(gl, gl.VERTEX_SHADER, vsSource);
glVertex2f(0.6 , -0.9); o] gl.enableVertexAttribArray(programInfo.attril e @ st (o, o orn. soconrce):
- . modelvVig Program = gl.createProgram();
glve r‘texz-f:( e ° 3 J @ ¢ 9) J Y, } der (shaderProgram, vertexShader);
. }i l .useProgram ro ramInfo .program): der (shaderProgram, fragmentShader);
gl E nd ( ) ) const buffey g 8 g 2 ( p g p g ) z am (shaderProgram) ;
ngr.a ns 1 ate_F ( 0.1 B 0 5 ) ) ; drawScene (g gl .uniformMatrix4fv ( rogramParameter (shaderProgram, gl.LINK STATUS)) {
¢ } ble to initialize the shader program: '
glEndList(); function init programInfo.uniformLocations.projectionMatferograninforog(shaderrrogram));
const positj g
gl.bindBuffg false ’
} const posit] ro . ectionMatrix ) » rProgram;
lnt maln(lnt ar‘gc ) Char‘ ok ar‘gV) { —1:8, i p- J : £ hader (gl, type, source) {
) " dgl.uniformMatrix4fv( ° ’ ' :
glu‘tInlt(&ar‘gC anV) . 1.0, -1. gl.createShader(type);
R 2 ? ) L programInfo.uniformLocations.modelViewMatr Jice(shader, couree;
glUtInltW1ndOW51ze (4@@ ) 3@@) J gl.bufferDat false - haderParameter(shader, gl.COMPILE_STATUS)) {
3 3 . return { lerror occurred compiling the shaders: '
glUtInltDlsplayMOde(GLUT—RGBA) > position: modelViewMatrix) H ShaderInfolLog(shader));
. " . n . .
glutCreateWindow("Kitty on your lap"); . { poetsAeEss
3 3 . function draw§
glUtDlsplayFunC(dlsp)J gl.clearCol const offset = O; r;
3 3 . l.cl Dept
setDispList(); R s oerer] | omst vertexCount = 4;
glutMainLoop(); el gl.drawArrays(gl.TRIANGLE STRIP, offset, vert
const fieldq y ="glcanvas" width="640" he
} const aspect = gl.canvas.clientWidth / gl.canvas.clientHeight; </body>
const zNear = 0.1; </html>
const zFar = 100.0;
const projectionMatrix = matd.create();
mat4.perspective (projectionMatrix, fieldOfView, aspect, zNear, zFar);
const modelViewMatrix = matd.create();
mat4.translate(modelViewMatrix, modelViewMatrix, [-0.0, 0.0, -6.01);

http://wisdom.sakura.ne.jp/system/opengl/gl20.html https://mdn.github.io/webgl-examples/tutorial/sample2/ 36
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https://mdn.github.io/webgl-examples/tutorial/sample2/

WebGLEE 2R &

» BAIREDDEEL :
* threejs, O3D, OSG.JS, ...

« ENB/NA UNIVIE
APIC. OpenGLEI(E
MTEEN TLNDO

FERICEDICIZRUAN.
GOREBZZISDICIE
FTDESR0) (?)

)

St

CIBS1TS5

<script src="js/three.min.js"></script>
<script>

three s

var camera, scene, renderer, geometry, material, mesh;
function init() {
scene = new THREE.Scene();
camera = new THREE.PerspectiveCamera( 75, 640 / 480, 1, 10000 );
camera.position.z = 1000;
geometry = new THREE.BoxGeometry( 200, 200, 200 );
material = new THREE.MeshBasicMaterial({color:0xff0000, wireframe:true});
mesh = new THREE.Mesh( geometry, material );
scene.add( mesh );
renderer = new THREE.WebGLRenderer();
renderer.setSize(640, 480);
document.body.appendChild( renderer.domElement );

N UAN)VISAPI

}

function animate() {
requestAnimationFrame( animate );
render();

}

function render() {
mesh.rotation.x += 0.01;
mesh.rotation.y += 0.02;
renderer.render( scene, camera );

}

init();

animate();

</script>
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- AHBAICE LRI e
* https://bitbucket.org/kenshi84/legacyqgl.js
s TEEFa-FUPIL (REE
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https://bitbucket.org/kenshi84/legacygl.js

Glitch (: cJ: %)We bG LE—-Fﬁ %% https://glitch.com/

o js/html/cssZiE < 2R CrEtt
« FECHRELTCTILEL—-TED

© & https://glitch.com/edit/#!/legacygl-js?path=demo/hello2d.html:1:0

 legacygl-js v ¢ Show v demo/hello2d.html o v % v
.’.,’ Share v < Format This File > Change URL X

New File v <html> legacygl.js Demo: Hello World 2D

= assets <head>
deiio] <t1t}e>1egacygl.js Demo: Hello World 2D</title>
i ) <script src="../gl-matrix.js"></script>
displist.html <script src="../gl-matrix-util.js"></script>
<script src="../legacygl.js"></script>
hello3d. html <script src="../drawutil.js"></script>

<script src="../camera.js'"></script>

meshyiewerIENE <script src="../util.js"></script>

B <script type="text/javascript">
pick3d.html var gl;
quaternio.. c.html var canvas;

var legacygl;

z—buffer.htﬁl var drawutil;
boundingbox.js var camera;
camera.js

function draw() {
gl.clear(gl.COLOR_BUFFER_BIT); A
// projection and camera position /1

colormap.js
drawutil.js

gl-matrix-util.js var eyez = camera.eye[2]; 71\

gl-matrix.js mat4.perspective(legacygl.uniforms.projection.value, Matt T T T T T R

glu.js camera. lookAt(legacygl.uniforms.modelview.value); 1
// xy—-grid

halfedqge.ijs Tanmnarvnl Fralarid & 0O E O E)s


https://glitch.com/

=p g+ =\
DA AE é} ‘Clj@/j/b_.
s WebGLTEZE L CWeb EIC)?wvTJ0O—F U, FOURLELMSTIEH
e Glitch&ZES5OHBEEREH. GitHub DB —/\ETERL)

e HTMIXR—IAIC, EEANBSDEREE « BE « MBEEZSHDCE
* three jsHEMDOWebGLS 1 J 2 TEERLUTCERL)

+ C++FCEEULUCER
c 22U —IRBIRIRIBETCEIL | « EfTCEDCE

‘J A INA T « FRBAN & — DDZIPT 7 1 JUICZE EHTGoogle DriveZ5(C
2y 70— FU. ZOURLEIRE

s DD'BIRNBEETARXCIIFAT THEM I D C



1T —HICDU\T

cBRYIT—4 I [BERCEDE
« BRR1Z T —A %ZglBufferDatalC K> TET
« FERZIB. 8. TUXFvEZ, ..

« INBDIIE | EEEDBRZOED )L DIERE (gl_Position)

e DD XY T8 EDEILOED DISTUNLIE
« BRDT =Y EREMmE
« MBI  IBEITDEDZILDOEBDIERE (gl_FragColor)

\\\\\\

DXV
V1T —4~

* GLSL (OpenGL Shading Language) ¥V — X Z&XF%&E UCGPUITE L,

E21FEFCOV/INTIL
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9 7) |\7|< uniform mat4 u_modelview;

uniform mat4 u_projection;
attribute vec3 a_vertex;

° umform&;z attr@bute vec3 a_color;
CTERYTI =S ISTAY YT —FTHBIOG ‘aying vecs v.color;
» JARBC5 EFRIICGPUICIE T (glUniform) ) b SR
15.] F”f?iE@ T§J 7|<1¢1j'§9¥£$@779 - it u:modelview
* vecd4(a_vertex, 1.0);

° attributegzﬁ o } v_color = a_color;

IE/:\\JI g_ta)bajﬁy@@aj“j ]-EIJ__I_\\ _9\\

- TBRAHIE U CGPUICIE T (glBufferData) RRYT

« B . UEBXYZ, 88RGB, T2 XF v UV

precision mediump float;
varying vec3 v_color;

* varyingZ2#{

¢ Bm &= void main(voi
jj)j/XJ?i g%mlﬂjﬁyé gi Fr‘ag((iolo?‘?r‘éb = v_color;
T,\,.ﬁ“'COD Eéﬁtgt)bt%?ﬂ/%ﬁﬁiﬂ gl:Fr‘agColor‘.a = 1?@;
}
(IN=Y 3 VICK > TENZDERD) ISTAY YT =5
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https://www.khronos.org/registry/OpenGL/specs/es/2.0/GLSL_ES_Specification_1.00.pdf

JavaScript#JILVEg (=S W) DIEHDOEY

B N )  T—=IL/E /BB AT /null / undefined
e C++BY2BY X F AT
« B : INTIEBHRE EBHECEEHZXBI U0
c A7V T Db I XNFEHEF—E UERRSY
e x.abc [F x["abc"] CZFH@ ([ X2/\V] BUSREDY)
e {abc :y} [F { "abc" :y} CH
« XEHIMNDF—IFBENCNEIIICEBRIND
s BEHIFF—DNEE UICEBTHDATI T~
« ICIZ USRI/SHEBEZIFD © .length , .push() , .pop() , .forEach()
« AADS|BIIINTIRE L
e [T —T3OE—] DOIEODIETE)
e XD B I console.log(x)
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* OpenGL
o IRHHHRZE
http://marina.sys.wakayama-u.ac.jp/~tokoi/oglarticles.html

» OpenGLAFY
http://wisdom.sakura.ne.jp/system/opengl/

* WebGL/JavaScript/HTML5
c NN T PUYR
https.//www.khronos.org/registry/webgl/specs/1.0/
» Mozilla Developer Network
* https://developer.mozilla.org/en-US/docs/Web/API/WebGL AP]

 An Introduction to JavaScript for Sophisticated Programmers
http://casual-effects.blogspot.jp/2014/01/

« Effective JavaScript
http://effectivejs.com/
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* http://en.wi

KIpec

1a.0rg/wi

<i/Affine transformation

* http://en.wi

Kipec

1a.0rg/wi

Ki/[Homogeneous_coordinates

 http://en.wi

Kipec

1a.0rg/wi

ki/Perspective (graphical)

* http://en.wi

Kipec

1a.0rg/wi

Ki/Z-buffering

* http://en.wi

Kipec

1a.0rg/wi

kKi/Quaternion
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