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MepiAnyin

ZKOTIOC QUTHC TNE OIMMAWHOTIKNG NTOV N avATITUEN PIog HEBOSOU yIa TNV PETATPOTIN €VOC
cube map og fisheye. H péBodog autn Kupiwg epapudletal oTnv JETEWPOAOYia, atnv
0OTPOVOUIa yIO TNV TIOPATAPNCT TOU 0UPAVIOU BOAOL KOl YEVIKOTEPO CGE EQAPHOYEC OTIOU
gival ammapaitnTn N gupeia OpACN yla TNV TIAPATIPNACN EVOC TOTIOU TIOPOAAANAG UE TNV
€0TIOON O€ €Va CUYKEKPIUEVO OTUEIO OUTOU TOU TOTIOU. Z0VNOEC TTOPADEIYHO Ol KAUEPEC
TIOUL XPNOIUOTIOIOVV GE VTIOKIUAVTEP.

Mo CLYKEKPIPEVO, TNV EVOTNTA | YIVETAI PIO YEVIKN) Ttapouaiaon Tng tpoBoAnc fisheye.
'YOoTepa oTnV EVOTNTA 2 YIVETAL PO OVOAUTIKI TIEPIYPAPN] TNG TIPOPBOANC fisheye kai twv
Sl0@QOPWV TIOPOANOY®V TOU. ZTNV EVOTNTA 3 YIVETAI PIO YEVIKI] ETIEENYNON TOL cubemap
KOl EV GUVEXEID TWV SIAQOPWY EQPAPHOYWY TOU. H TTopouaioon Kal YEVIKN €TIEERYNON TOU
KWAIKO YIVETOL TNV €vOTNTA 4, TN¢ 0OTIoiag ETTETAL N EVOTNTA 5 GTTOL TTapouaIalovTal
KOTIOIO GUUTIEPACHATA VIO TNV €V AOY®W SITTAWHATIKA.

Ne&elg KAedia: Cube map, Fish eye, Texture Mapping, Non-linear projections



1 Fisheye

To Fisheye gival éva €idog TIpoBoArg, OTIwE N TIPOOTITIKN KAl N 0pBoypa@IKn TIPOBOAN. Z€
ovTIBED OPWC PE OUTEG, OVIKEL OTNV KOTNYOPIa Twv Un yPauuIKwy TipoBoiwv(non-lineat
projections).

Mo v akpipela, Pn ypouuIKEG TIPORBOAEC ovopualovTal Ol TIPOBOAEG TIou dev ekppAlovTal
BAoEl YPAUUIKWY PETACXNHOTIOPWVY OTIwE X*=ax+cy+m Kal y*=bx+dy+n . Auto0 Tou
€idouC Ol TIPOPOAEC XPNOILOTIOIOUVTAL AOYW TwWV IdIaITEPWV €QE TToV €xouv. ETteldn eivai
MN YPOUUIKN TIPOPBOAN, dev YiveTal va avaTtapaotadei Baael Ttivoka YETOaXNUOTIOHOU.

To Gvopa autd TIPOEPXETAIL Ao TOUG
OMWVUHOUC QAKOUG KAUEPOC TIOU XPNOIUOTIOIO0VTAl a0 TIOAAOUG PWToypa@oud. H
OVOMOaCio oUTH TIPOKUTITEL ATIO TO ISIITEPO TOUC OXAMA TTou Bupilel “patt YPapiod”. H
BaolkA 18€a gival va TIAPOLE TO NUICQPAIPIO, EVOC XWPOU PE ATIEIPN OKTIVA,
TOTIOBETNUEVO PTIPOCTA OTOV TTOPOTNPNTA KOl VA TO TIPOBAAAOUUE OE €vav ETITTEDO KUKAO.
ETmteidr) 10 nuIo@aiplo ival ATelpo Kol 0 KUKAOG TIETIEPOCHEVOG KOl i0WC UIKPOC, N
TIPOBOANOUEV EIKOVA TIAPAPOPPWVETAL. H opoiopopen ouikpuvan tng eiIkovag  Ba
KAVEL DUOKOAOGTEPN TNV BE€00T TWV AETITOPEPEIWV €TIEDN Ba givan TIOAD pIKpEC. Mia
KOAOTEPN 100 €ival N EQapUOoYN PN YPOUMIKNG GUiKpuvan Tou Ba yiveTal EPQavETTEPN
KOBW( PETAKIVOUPOOTE ATt TO KEVIPO TN EIKOVOC TIPOC TA €. AVTIKEIPEVA KOVTA 01O
KEVTPO TN EIKOVAC Eival EPPAVECTEPO GTOV TIAPATNPNT KAl CPIKpUvovTal Aiyo. H d¢
OMikpuvVOnN aLEAVETOL YIO AVTIKEIPEVA TIOU BpioKovTal JaKpId amtod To KEVIPO. MNapakatw
Ba doupe OTI UTIAPXOLV TIAPATIAVW OTIO €va €idn TipoBoAwv fisheye.



2 Eidn mpofoAwv Fisheye

2.1 Hemispherical Fisheye

To hemispherical fisheye gival eOKoAO aTnv KaTOVONCT OAAA ATIAITEITAL N YVWOT T000
NG EQATITOPEVNG 000 KAl TNG AVTICTPOPNG EQPATITOUEVNG TOU EKAOTOTE TIPOBAAAOLEVOU
anueiou. H 0An dladikaacia yivetal g€ 2 Bripata. ZT0 TTPWT0 Bripa 0TIWG @AiVETal TNV
€IKOVA 1, OAO T onuEia Tou nUIc@aipiou 61OV TO  €ival Pn apvnTIKO TTPORAAAOVTOL G
€vav ATElpa PEYAAO KOKAO OTO ETTTEDO XY, UE KEVTPO TO anueio (0,0). Z1o delTEPO Brua
(eIKOVa 2), 6Aa Ta CoNUEin TIAVW G€ OUTOV TOV KUKAO PETOKIVOUVTOIL TIPOG TO KEVIPO KOl
KOTOANYOUV TIOVW OTO KUKAO aKTivag k, pe kEvipo to anpeio (0,0).

Eikéva 1 Elkéva2

Mo CUYKEKPIPEVA, OTO TIPWTO BAMA YIVETOl TTAOPAAANAN TIPOPBOAN TWV CNEIWV OTO
eTimedo Xy, dNAAdN TO EKACTOTE oNuEio (X,y,z) TIPOoBAaAAeTal 6To onueio (x,y,0) atov
ATIEIPO KOKAO. 210 OeVTEPO PrUa CUUTIELETAI O ATIEIPOG KUKAOC O€ £vav KUKAO OKTivag k
UN YPOMMIKWG. O Xpnotng TIIAEYEl pia BTk T kK Kot KaBe onueio oto emimedo xy
METAKIVEiTOI TIPOC TO onpeio (0,0) KaTa TO PIoO NG ywviag 6 OTwg @aiveTal ano 1o
onueio (0,0,-k). Ztnv €ikdva 2 BAETTOLPE TO oNuEio P oTov emimedo Xy OTIOU N ywvia
METAEL NG ypauung VP Kaltou agova z givain ywvia 6. To anueio P yetakiveital mavw
otV ypauunp PO kai yivetal P* pe ywvia 8éaong 6/2. Agol Kai ta 2 onueia givau emi
TOU ETUTIEOOV XY, TOTE BEWPOUUE OTI £XOVHE PETACKNMOTIONO 2 dlooTdcewy. To



METOOXNMOTIOPEVO onuEio P* iIcoduvapei pe sP 01ou s Ttapayovtag opikpuvonc. BERaia
€ival peaveég 0TI onueia Tou Bpiokovtal pakpld amo to anueio (0,0) Ba uTtoGTOUY
MEYOADTEPN UETABOAR OTIO Ta Gnpeia TTou €ivar o KovTd. Apa 0 TIapAyovTag s Eival pia
METaBANTH e€aptnuUEVN OTIO TO EKACTOTE onueio P Tipaypa ov €nyei yiati dev gival
YPOMMIKI autoU Tou €idoug n TipoBoAr]. O UTTOAOYICHOG TOU S QAIVETOL TNV EIKOVA 2
orou @aivetal 0Tt tan0= |P|/k => O=arctan (|P|/k). AvaAOyw(¢ yia T0 HETOGXNUOTIOHEVO
onueio tpokuTttel tan(0/2)= |P |/k, oTtote 0 Ttapayovtag s Icoduvapei pe s= | P |/|P|= k*
tan(0/2)/ |P|= k*tan(arctan(|P|/k)/2)/ |P|.

Av TIOPOTNPRCEl KAVEIG 0TNV EIKOVA 2 TIPOCEKTIKA, Ba d¢i 0TI T pakpUTepa amno 1o (0,0)
onueia €xouv ywvia 0 ion mepimou pe 90°. Apa o1 TipoBoAEC Toug Ba €xouv ywvia ion
Tiepimou pe 45°.

Mia ywvia 8¢aong 45° utodnAwvel OTI N OTTOCTACT TOU TIPORERANUEVOL GNUEIOL OTIO TO
(0,0) eivai ion pe Tnv améotaon tov onueiov (0,0,-k) amoé to (0,0). To amotéAscua Ba
gival va petakivnBolv 0Aa Ta onpeia Tou emimédov Xy Ba PETOKIVNOOUV GTOV KUKAO
aktivag k ou Bpioketal €TTi TOL €TUTEdOL Xy WE KEVTPO TO (0,0,0). ZTNV €IKOVA 3 PTTOopPEi
KOVEIC va TIOpaTNProEl KATa TTOG0 N amdcTocn TwV CNUEIWY OTI6 TO KEVTPO TOU KUKAOU
ETINPEACEI TNV PETOKIVNON TWV CNUEIWY TIPOG TO KEVTPO.

BéBala gival duvatdv va TPOTIOTIOINCOUVHE AUTH TNV TIPOROAN WOTE VA KAADTITOUME XWPO
Tapamavw omo 180°. Ztnv IkOva 4 @aivetal TIwE yivetal KAAun evog xwpou 220°
Avyidovtag 1o eTimedo Xy TIPoC Ta Tow (Yl TNV aKpIiBEIa TIPO¢ TO apvnTIKo agova Tou ()
Kol TipoBAaAAovTag Ta TPIadIAoTaTa anueia mou Bpiokovtal oto degi pEPog Tou
Auylopévou Tediou. MOAIG TEAEITEL aUTH 1 d1adIKOCia, Ta onueia Ba gival oTov KUKAO
oktivag k. H eikova 5 givai éva apddeypa tétolag poBoAng. daivetal 0TI 1060 ol
KAOeTEC (OEVTPO) GG Kal Ol OPILOVTIEC YPOAUMEG (PPAKTNG) KAUTIUAWVOULV KOl OTOIXEIO
KOVTA OTO KEVTIPO TNG EIKOVOC EIVOL AETITOPEPESTEPA OTIO AUTA TIOL BpicKovTal oTnNV
TIEPIPEPELD TNE EIKOVAC. AUTOC €ival KAl 0 AOYO¢ TIou aUTOD TOU €idOLG 1 TIPOROAN dev
XPNOILOTIOIEITAI EKTEVWC,.



Eikova 4

Eikova 5



2.2 Angular Fisheye

> 1o hemispherical fisheye divetal epioootepn EU@aon ota onueia ou gival KOVIa GTnv
YPOMMN 0pacng TOU TIOpOTNENTH. AUTA Ta GNUEia TIPORAAAOVTOL PE AETITOUEPEID EVKD TA
MEPN TIOU Eival OVTA OTNV TIEPIPEPEIN TNE EIKOVOC TIPORBAAAOVTAI GE CUUTIIEGHEVN HOPQI)
KOVTA oTa opla ¢ TIPoBoAng. AvtiBeta oto angular fisheye divetan idia éugacn o€ OAa
Ta PEPN TNC €IKOVOC. KaBe pépog oupttiECeTal atov id1o Babud. ‘Evag KaADTEPOC OPITHOG
yla TNV TIEPIypa@r] aung ¢ TpoPoAng Ba ntav «linear (ypauuiko) fisheye», aAAG o 6pog
linear givar adoKipog d10TI OKOUO KOl GE OUTI) TNV TIPOBOAN UTIAPXOUV TIOPOHOPPWUEIC
apa givatl pn ypauuikng. ‘Eva 1I81aitepo XapaKInpIoTIKO aUTNE TN¢ TIPOROANRC gival Ot
MTToOEl va ETTEKTOBEI yIa ywvieg BEaang dvw Twv 180° KAl AKOUO VO KOAUYEL TOV XWPO
360°' Ttou TIEPIBAAAEL TOV TTOPOTNPNTI. TNV EIKOVA 6 @aiveTal W yivetal auto. H
(arteipn) c@aipa TOL XWPOU TIOU TIEPIBAAAEI TOV TTOPOTNPNTH XwpPileTal o€ 8 KABeTa
KOMMATIO iang ywviag BEaong, KABE Eva Twv OTI0Iwv TIPORBAAAETAI OE €va OAKTUAIO TNG
TEAIKAC KUKAIKNC TIPOoBoANG. Ma v akpifela, BAETIOUPE HOVO TO 7 TWV 8 KOPUATIWV,
10T KOITAOLE TNV GPAipa LTIO ywvia.

Ta 6 onueia a éw¢ feaivovtal oTnv g@aipa Pe TNV TIPoPOAR Toug oTov KUKAO. MTtopei
KaVeig va o€l 0TI 10 onueio ‘d’ (oto 50 KoppdT) vTIoTIBETON TWC PPICKETAI OTN PEPIA TNG
o@aipag HAKPIG aTd EUAC VIO AUTO TIPORAAAETAL GTN Oe&Id pEPIG TOL BOKTUAIOU 5.

H pobnuatikr) avaiuon tng pebodou, av Kal KOUPAGTIKN, ATIAITEI BACIKEC YVWOEIG
YEWMETPIOG KAl TpywVopETpiag. Kat apxniv, TTopoTneEioTe otV €IKOVA 6 OTI UTTAPXEL
MO OIOKEKOMMEVN YpOUMr. Aiyn okéYn apKei va TIEioel TOV avayvwaoTn OTi OAd Ta
Onueio oToV XWPO KATA PNKOG aUTHG TNG YPOUUNE TTpoBAAAovTaL OTO idl0 oneia otov



KUKAO akTtivag k. Apa n dnuiouvpyia evog angular fisheye 360° yivetal capwvoviag 0Ao
TOV XWPOo yUPW OTI0 TOV TIOPOTNPNTA Kal, Yo KABE KOTEDBUVAN OTO XWPO, ETUAEYOVTAC T0
gnueio atn oknvr| TIOU €ival T0 KOVTIVOTOTO GTOV Ttapatnent. To anueio autod Ba
TIPOBANBEl oV emIPAveIa TNEG CPaAIPAC KAl TO aApwUa Ba CUVEXIOTEl aTNV ETIOUEVN
KateDBuvan. AQou €Xouv eEETOOTEL OAEC Ol KATELOVVOEIC, N ETUPAVEIN TNG TPaAIPAG
oktivag k yopw amdé tov apatnpntr 8a ival yepdtn (rtpoPepAnuéva) anueia. To
ETIOPEVO Brpa gival va dINIPECOVIE TNV OPAIPA 0€ KOPPATIO KOl va TIPOBAAOUPE KAOE
KOMMATI 0TOV KOKAO oKTivag k. Tla Tnv akpifela, pmmopoupe va BEwpnooue pia o@aipa
OKTivag K PE KEVTIPO TOV TIOPATNPNTH KAl va BPOUKE TIWE VO GAPWOOUE TNV KAl VA
TIpoBAAoUUE KABE onuEio TG o@aipag oTov KUKAO OKTivag k. Ztnv €Ikova 7(a) £Xoupe
TO NMIKUKAIO akTivag k o1o eminedo x{. Ol yVWOOTEC TwV TIOPAUETPIKWY AVATIOPATTAGEWY
YPOMHWV KOl ETIIPAVEIWV YVWPICOLV OTI N TIOPAUETPIKA AVATIAPACTOCON TOU NUIKUKAIOU
eivai k(cosw,sin«) omou 0<u<180°. Mia TIANpng o@aipa aktivag 360° dnuiovpyeital Pe
TNV TIEPICTPOPI] TOU TIOPATIAV® NUIKUKAIOL KoTd 360° poipeg yupw amo tov agova X. Apa,
N TIAPOMETPIKN €€i0wan NG o@aipag €ival TO YIVOUEVO TNG TIOPAPETPIKNG £€iowaong Tou
NUIKUKAIOL pe TOV TTivaka TIEPIOTPOPNC YUpw oo Tov Géova X,

(o]
k(cosu,0,sinu) { 0 costo — sinu- | = k(cos u, sin u sin U\ sin u cos to),
\0 sinto costo

yla 0<u<180°Kai 0<w<360°.

H A&En «PBapuKevIpIKOC» TIPOEPXETAL OTIO TNV AEEN «PAPUKEVTPO» dNAODN KEVIPO
Baputntag, d10TI TETOoIO BApn XPNOIUOTIOIOUVTAI VIO TOV UTIOAOYIGUO TOU KEVTIPOU
BapLINTag VO AVTIKEIUEVOUL. Ta BAPUKEVIPIKA BAPN €XOUV TIOAAEC EQAPUIOYEC GTNV
YEWUETPIO YEVIKOTEPO KAl EIOIKA GTOV OXESIOOHUA YPAUU®WY KAl ETIPAVEIWV. ZTNV EIKOVA
7(b) TO0 NUIKUKAIO OTO X €TTEDO KAl TIWE TIEPIOTPEPETAL. Eival gavepo Ot n ywvia w
€VOC onueiov P otnv o@aipa gival pia amo ¢ TTOPAPETPOUE TOU TIPOROAAOUEVOU
onueiou P . Autr n ywvia kaBopilel Tv amootacn r Tou cnUEiov P amo 10 KEVIPO TOU
KUKAOU akTivag k. Mevikd To r icouTal he k*sinw, aAAd 10 B<pa gival 0Tt yia w=0



BéNoupe =0, evw yia w=90° BéAoupe r=k/2 kai 01 r=k. AUt yivetai d10TI Ol TIUEG TOU I
TIou Kupaivovtal amo k/2 £wg k avtiotoixouv oto de&i nuIo@aipio (dnAadr] amo 90° £wg
270°). Apa yia Tigeg tou w attd 0 £wg 90° ypagoupe ot r=(k/2)*sinw, Kal o TTivakag !
TIEPIEXEI OAEC TIC EKPPATEIC TOU T IO TA EVATIOUEIVAVTA SIACTAUATA TOL W. APOU £X0ULUE
UTTOAOYIOEI TO 1, JOG PEVEL VO UTIOAOYIOOUE TIOU VO TOTIOBET|COVE TO onueio P otov
KUKAO aktivag k, Tipdypa to o1toio kaBopidetal amo 1o u. AutA n YETOPBANTI OVNKEL GTO
dldoTnua Kal 1o onueio P Ba to1toBen B¢l €ite 0TO AVW MICU TOU KUKAOUL (av
0<w<180°) €ite 0TO KATW MUICL TOL KUKAOUL (180°<w<360°) 0TIWC PAiVETAI OTOV TTiVaKQ
1.

V) Vv 1 interval u Sill 1T
0— 90 N sinu M/2] top 0-»1
90 — 180 (1 - aa-p A/2.A] top 1-*0
180 -*- 270 (1 + M/2] bottom oO-~-1
270 — 300 — AN sinu 1*/2,0] bottom -1 — 0
MNivakag |

H TAfpng ameikovion g 6@aipag aktivag k 6Tov KUKAO aktivag K yivetal ag dITAo
Bpdxo, 6TI0U TO W TIOIKIAEl g€ TIPN omo 0 £w¢ 360° OTOV €EWTEPIKO BPOXO EVW TO U
TTOIKIAEL o160 0 £w¢ 180° oTOV €0WTEPIKO Ppoxo. MNa kabe {evyog (u,w) TOo Gnueio g
TPIOOIACTOTNG OKNVIG TIOU Eival TII0 KOVTA GTOV XProtn (0 0TIoiog PE TNV GEIpd Tou €ival
OTO KEVTPO) KaBopiletal kat TIpoBAAAETAI LTTOAOYIOVTAC TNV TIMI T ATI0 TOV TIVOKA 1 Kol
XpnotgoTolwvtag to {e0yoc (r,u) 1000 w¢ TIANPOPOopPIa yia To “up” i 1o “down” 6G0o Kal
WG TIOAIKEG OUVTETOYHUEVECG TOU P |

w r T interval u sinw
0 —* 90 k sinw [0. K] top 0—1
270 — 300 —ksinw [A-. 0] bottom —1 —*0

Mivakag yia fisheye 180°

To onpeio Tow Ao TOV TIAPATNPNTH ATIOTEAEL pia €1OIKI TIEPITITWOT. TO OnpEio auto 10
@Tavoupe otav w=180° (dnAadn r=k), otnv oToia mePITTWon KABE TIr Tou U Ba ETUAEEEL
OUTO TO onueio. AuTo To €I0IKO onueio Ba aTelkoviobei og KABe onpEio ToU KUKAOU r=k.
Zuxvd pia TpIodlaoToTn oKNVv KaTEXEl KaBe dleuBuvaon GTo Xwpo. H oknvi ptopei va
OTTOTEAEITAL OTTIO TIOAAG QVTIKEIUEVA PE KOPUATIO €3A@OUE, VEPOU KOl 0UPAVOU va
yepidouv KABE anueio. Ze TETOIEG TIEPITIWOEIG, KABE diebBuvan (u,w) Ba avTICTOIXE( O€
TOUAGXIOTOV €Va OTEI0 NG OKNVNG. MEPIKEC POPEC PIa OKNVI OTIOTEAEITAL JOVO OTIO
OVTIKEIPEVO AVEL XPWHOTIKOU UTIOROOPOL. X' AUTEG TIG TIEPITITWAOEIG TIOAG Levyn (u,w)
oev Ba avtioTolxoUv o€ Kavéva onpeio TN oknvng. MNa éva tétolo (e0yog, n TTPOoRoAN Tou



OT0 KUKAO OKTivag k YTTopEi va €XEl XpwHa AGTIPO 1] OTIOI0dNTIOTE GAAO XPWHA
uTIoBabpou.

‘Otav 0A0C 0 XWPOC YUPW OTIO TOV TIAPATNPENT TIPOPRAAAETAI O €vav KUKAO, TOTE N
TIpoPoAr] angular fisheye yivetal évag amd Toug TTOAAOUG TPOTIOUE YIO TNV OTIEIKOVIOT HIOG
oaipag ag éva eminmedo. KaBe TpofoAr o@aipag oe Tmedo EI0AYEI TIAPAUOPPUCEIC KOl
0l 2 KUpIEC TIAPAPOPPWOEIC TNG TIPOROAN G angular fisheye eivai ott:

4 o1 guBeia ypaupég aTelkoviZovTal we KAPTIOAEC Kal

4 1O NUICEAIPIO PTIPOCTA TOU TIOPATNENTH TIPOBAAAETAL OTO ECWTEPIKO NUICL TOU
KUKAOU Kal, PE Aiyn TIpoCoTIOBEIN, PTIOPEI va YiVEL KATAVONTO, OAAG TO NUICQAipIo
Tow armd ToV TTapPATNENTH TIPORBAAAETAI OTO £EWTEPO NUICL TOU KUKAOU, TIOU Eival
€va¢ OOKTUAIOC, TIPAYHO TIOU KOBIOTA OUCKOAN TNV KOTAVONGOT TWV AETTTOUEPEIWV
TOU.

21NV €Ikova 8 £xoupe 2 tapadeiypota ipoBoAng angular fisheye 180°.

Ekéva 8

Eivail ebkoAo va del KaVeig OTI N TIAPAPOPPWAN €ival opolopop@n a€ OAn TNV EIKOVA.
ETtiong TopoAo TIou Ol {01EC YPOPPES KOUTIUAWVOVTAC €ival EPQAVEC OTI N KUPTOTNTA
MEWDVETAI G€ YPOUUEG TIOU €ival KOVTA GTO KEVTPO TNG EIKOVOC. TNV €IKOVA 8 (aplotepd)
1000 01 KABETEC (Ta OEVTPA) 6G0 KAl Ol 0PILOVTIEG (YPOUMT] TOU opidovta Kal Ta
KOoBiopaTa) YPOUUEG KAPTIUAWYOULVY KO Ol AETITOPEPEIEC TNE EIKOVOC YIVOVTal HEYOADTEPEG
000 TIAPE OTO KEVTPO.

Kat GANo 1ou TipETEl va eTionpaveEi eivar otin o@aipa gival peyaAitepn amno tov
KOKAO. AKOPO KOl 0V Ol JETABANTEG U Kot w e€gTAdovTal ava peydAa Bripota, ival TToAs
TTIB0VOV VO UTTAPXOULV TIEPICCOTEPEC OlELBUVOEIC VO oapwBoLVY amd 0o €ival Ta TUEEA
OTOV KUKAO 0KTivag k. Apa xpelalOpacTe Jia GAAN TIPOCEYYIOT VIO va dNUIOUPYGOULE
pia tpoBoAn angular fisheye. Avtiva capwvoupe tnv 360° o@aipa ag TTIOAEC
O1ELOUVCEIC, GAPWVOUNE TOV KUKAO aKTivag k ava TtigeA, UTToOAOYICOUME TIG TIOAIKEG



OUVTETAYUEVEG (r,u) KABE TTIEEA KOl PETH TIC XPNOIMOTIOIOUUE VIO VO KABOopIiGOoUUE TNV
avtioToixn oievbuvan (u,w) atov Xwpo. Av €va anueio g oknvng Bpioketal o€ autr TNV
dlebBuVaON, TOTE TIPORAAAETAI OTO TTIEEA AVEL TIEPAITEPW UTIOAOYICHUMV.

Mo avaAuTIKA, BEwPOUPE OTI 0 KUKAOG €ival “evOWPOTWPEVOS” ae Eva opBoywvio bitmap
OYoug H pixel kot TAatoug W pixel. Zapwvoupe To opBoywvio avd oTnAn. Av 10 TpEXOV
pixel €xel cuvteETaypEVECG (a,b), TOTE TIC PETATPETIOVHE OE KOVOVIKOTIOIUEVEC
OLVTETaYHEVEG (X,Y) aTo didatnua [-k,+k] pe tnv €&n¢ diadikaaia:

n -
R @l
H amdotaon tou pixel amod 1o kKEvipo ¢ opboywviag ikovag givar =V + 1yl

Av r gival yeyoAUTEPO TOU K, TOTE TO ONUEIO €ival EKTOC TOL KUKAOU akTivag k omote
ayvoeital. EId0aAwE, n ywvia u vttoAoyiletal wg €ENG;

ro. r =),
u=\ n— arcsin(y/r), T <20,
I arrsin(y/?-), T>0.

H ywvia w 1coutal pe r/2, apa €xel edio Tiywv 10 didctnua [0, k/2] kal To didvuoua
o1evbuvang ivat k(cosw, sinw*sinw, sinw*cosw).

H eioywpevn amo 1o angular fisheye mapapodp@waon Pmopei va xpnaoiuoroindei va
OTTOKTAGOUKE PO GQAIPIKY) TIOVOPOMIKT TIPOPBOAN. DOVTOCTEITE Evav KUKAO OKTivag koro
oTtoio €xoupe TTPOPAAAel Eva angular fisheye 180°. Zapwvoupe TOV KUKAO ava pixel Kai
METOTPETTOVME TIC KOPTECIOVEC CUVTETAYUEVEC (a,b) Twv pixel o€ TIOAIKEC CUVTETAYUEVEC
r=Ja*a+ b*b kaiu=arctan (b/a) (av a=0, T0Te, avaloya Pe TNV TP Tou b, u=0n
u=180°). AQoU BpPOUE TO I, XPNOIMOTIOIOVKE TNV OXEON r=+k*sinw yla va UTIOAOYIGOUHE
NV ywvia w. A@oU UTtoAoyioapE TIG YwVIEG U Kot w, yvwpiloupe OTL To pixel (a,b) ivain
TIPOPOAN evO¢ onueiou P eupiokopevou atnv diebBuvaon (cosy, sinw*sinw, sinw*cosw) aTo
nUiIo@aipla aktivag k e KEVTpo tov Ttapatnentr. Apa otnv Bewpia gival duvatov va
avtioTolxiooupe kKaBe pixel ato angular fisheye og éva Tpilodiaototo onueio P ato
NUIo@aipio. Agv yvwpioupe TTOC0 PJOKPIA ATAV amtd TOV TIOPATNPNTI TO apXIKO GnEio,
SI0TI aLT N TIANpo@opia Xadnke, otav n TPoPoAn fisheye dnuiovpynBnKe, oANG
yvwpidoupe OTI a0 OAQ Ta TPICOIACTATA Onpeia atnv dievbuvan (u,w) To onueio P tav
TO KOVTIVOTOTO OTOV TIOPATNPNTH, OTIOKAEIOVTOG OAX TO GAAO onpeia TTou Bpiokovtal
oW om0 auTo. ZTNV TIPAEN OPWC, €ival SUOKOAO va LAOTIOINBEL LT N TEXVIKI J10TI 0
0pIBUOC TwV pixel Tou KUKAOU €ival KOTd TIOAD JIKPOTEPOC TOU apIBPOL Twv pixel ato
nuio@aipio.



2.3 Off-axis Fisheye

1o TpoavagepBEvTa €idn TpoPoAnc fisheye umoBETape OTI 0 TTaPATNENTNG BAETTEL PO
o@aipa eTti TN oToiag TPOPRAAAETAI Eva NUICPAIPIO ATIEIPNG OKTIVOC,.

2TI¢ € €IKOVEC 2 Kal 6 LTTOVOEITaI OTI N YPOUUN] TOL TIAPATNPENTH TIEPVA YECT amod To
KEVTPO TOUL KUKAOL. MTtopei va eimwBei 0TI 0 TTapotpnIng Bpioketal mdvw otov agova
TOU KUKAOU KOl UTTOPOUUE va avapwtnBoUue T1 Ba Sl 0 TTapatnpntrg Otav YETAKIVNOEI
MOKpPIa aTt0 ToV a&ova, KoitadovTag Tpog TNV idla dieubuvaon. Auto dev gival éva
BewpPNTKO TIPOPANUA. MOAAG TTAQVNTAPIO XPNCIUoTIoIn0V @akoug fisheye yia tnv
TIPOPOAN HIaG EIKOVAC ETTE TOL NUICEAIPIKOV BOAOUL, OTIOU KATIOI0I (I0WC KAl TIOANOI)
TIOPOTNPNTEC BpioKovTal HOKPIA OTI0 TO KEVTPO. Ol TTapaTNENTEC AUTOI BAETIOLV Hia
OITTAG «TTOPAPOPPWUEVT» EIKOVO a@’ €VOC TIEION €ival n TiPoPoAr] ivai fisheye, a@’
ETEPOL ETIEION TNV TIAPOTNPOVV OVTOC EKTOC Tou dova (€ ou kau off-axis). Ta
pobnuatika piag off-axis fisheye mpofoAng apouaialovial otV EIKOVA 9. =eKIVOUE E
4 onueia, aTEIKOVIOPEVA WG KUKAOL KOl apIBunuéva amo | €wg 4.

2 1 2 3 3 1
# N -
(@
1 22 3 =
I 1
(b)
Elkéva 9

2TO TIPWTO PEPOC (a) TNG EIKOVOCG, Bewpeital OTI 0 TTAPATNPENTHG Eival TTi TOL dgova Kal
TA ONEia PETAKIVOUVTAL TIPOG TOV TIAPATNPNTH MEIVOVTOC OTO MIGO TIC Ywvieg B¢aanc.
Ta PeTaKIVOUPEVO anuEia aTteikovi{ovTal w¢ PIKPA TETpdywva. 210 pépog (b), Bswpeital
OTI 0 TIOPOTNPENTAC BPICKETAI EKTOC TOL AEoVa Kal OTI Ta 4 CNEi0 PETOKIVOUVTAI TTIPOC
TOV TIOPATNPENTH HEVOVTOC OTO MICO TIC ywvieg B¢aong. Ta véa onueia areikovidovtal
w¢ HIKPA Tpiywva. Eival egeavég OTI Ta onueia 1| Kal 2 JeTaKIVOUVTAl TIEPICCOTEPO OTO
MEPOC (a) om0 OTI 01O PEPOC (b). Apa, aUTA TO PEPN TNG EIKOVAC TIOPAPOPEPUVOVTQL
TIEPICOOTEPO OTAV O TIOPATNPENTNG €ival eTTi TOL G&ova. AvtiBeta, Ta onueia 3 ka4
METAKIVOUVTOI TIEPICGOTEPO OTAV 0 TIAPATNPNTIG Eival EKTOC GEova, OTIOTE
TIOPAPOPPWVOVTAL TA PEPN TNG EIKOVAC oTo Oei uEpog. ZTnv ikdva 10 Ttapouaiadetal
YEVIKOTEPA TO ATIOTEAEGUO MIOC TIPOROANC off-axis. Agixvel 50 anueia petakivoupeva
TIPOC €vav €KTOC G&ova Ttapatnenti. ZTa 3 YEPn TNG EIKOVOC, OO aPIoTEPQ TIPOC OEEId, O
TIOPOTNENTNG Eival TOTIOBETNUEVOC OTA



10; n = 50; scal[g_] := (k Tan[ArcTan[g/K] /2])/q;

Table [[Random[Real, {-10.,10.}], Random[Real, {-10. ,10.}]}, {n}];
—5 y = 5; (* Location of viever *)

Pt = P - Table [{x, vy}, {n}];

q = Table[Sqart[PtC[i]] -Pt[[i1]1]l. {i, n}];

L = Table [Line [{P[[i]1+{x, vy}, (scallQIIlilll PIIID+{x, y}}. {i, n}l;
Show [Graphics [L] , Graphics [Circle [{O, 0O}, K]],

Graphics [{AbsolutePointSize [5], Point [{O, O}]}]

Graphics [{AbsolutePointSize [5], Point[{x, Y} }].

AspectRatio -> Automatic, PlotRange -> All]

X oOX
o n
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onpeia (10,0), (-5,5) kav (0,5). H eikova deixvel T1 yiveral 0Tav 0 TTapaTneENTNC €ival
EKTOC GEOVA KOl AyVOEi TIC TIOPAPOPPWAELS (OTIWE Ol idIEC YPAUMES TIOU
TIOPOUOP@PWVOVTAIL KOI YiVOvTal KAPTIUAEG) Tou €l0ayel To fisheye.

2.4 Rectangular Fisheye Projection

H mtpoBoAn; hemispherical fisheye mpofdaAAel évav xwpo 180° ou BpioKeTal UTIPooTd amo
TOV TIOPOTNPENTA, M aTeipwd HEYAAN €IKOVA, OE TIEMEPACHEVOL PeYEBOLC KUKAO, Kal
OUTO TO KAVEI TIOPOAPOPPWVOVTAC TNV EIKOVA, EI0IKA OTIC TIEPIOXEC TIOU Eival HOKPIA OTIO
TO KEVTIPO Tou. H TipoPoAr] rectangular fisheye Acitoupyei 0iwe n tpofoAr hemispherical
fisheye aAAG o€ dl0QOPETIKO BaBpPo. Anpiovpyei AtlydTtepn TIAPOAPOPPWAT OAANG PTTOPEL va
TIPOPBAAAEL HOVO Eva PEPOC TOL XWPOU TIOU BpioKeTal uTIpoaTd amoé Tov Tapatnent. Ta
MEPN TIOU €ival TIOAU PNnAA OO TOV TIOPOTNENTH 1 TIOAD XOUNAd dgv cuPTIEPIAGMBAvVOVTal
g€ aUTOV ToV TOTIO TIPOPROANC. ZTNV €Ikova 11(a) deixvetann Baacikn okéYn. ‘Eotw éva
0pBOoywWVIO aTIEIPOL TTAATOUG KAl TIETIEPACGHUEVOU DPOUC h TOTTIOBETNUEVO OTO ETTTIEDOD XY.
‘Eva tpiodiactato onueio (X, y, {) TpoBAaAAeTal, TAvw oTo €Mimedo, oto anueio (X, y, 0),
OV Kol JOVO OV N CLUVIETAYPEVN Y OVHKEL 0TO dldoTnua [ - A/2, + A/2 ]. Znv eikéva
paivetal eva onueio Tou €ival ToAD YPnAd. Znueia Tou gival avw 1 KATw Tou opboywviou
0&v CLUUTIEPIAGUBAVOVTal GTNV TIPOROAN.
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MOAIC éva onueio TpoBAnBei oto opboywvio, pPeTaKIvEiTal atnv diebBuvaon X, yia va To
QEPOULE PECO O0TO 0pBOoYWVIO TIAATOUG K. AUTO YIVETOI PEIOVOVTOC GTO PIGO TNV ywvia
Beaong B, 6mwg Kal otnv tpoPoAn hemispherical fisheye, oAAG povo atnv diebBuvon Tou
X OTtwg BAETOupE atnv eikOva 11(b). H TEAIKN TIPOBOAR TIAPAPOPPWVETAL JOVO TNV
o1evbuvan x. OAa ta y diatnPoULVTal WG £X0LV. TO TEAIKO OTIOTEAECHO €ival N TIPOBOAN
ToL onueiov (x, y, {) oto anueio (s*x, y, 0 ) 610UV S LTTOAOYIZETAL ATIO TNV OKOAOUON
egiowon:

k t.an((aretan[|:r|/k])/2)

AuTr n tapaAiayn g pofoAng fisheye givan cuyyevriic TNg poPoAng semicylindrical
fisheye. ZekivoUpE g évav PIoO KUAIVOPO, ETTI TNE ETIIPAVEIAG TOL OTI0IOL TPICAIACTATA
onueio TTpoairovial g€ TTOPAANAN d1E0BLVON. TOTE 0 YITOC KOAIVOPOC EETLAIYETAL KOl
Bewpeital va emimedo opBoywvio. MapatnpeioTe OTI TO CNUEIN «&» KAl «(» OTNV EIKOVA
12 givail Kovta GTov

Ekéva 12



TPIOOIACTOTO XWPO OAAG OI TIPOPBOAEG TOUC GTOV KUAIVOPO €ival £X0UV PEYOAUTEPN METAEL
TOUC OTIOCTOCT. AUTOU TOU €id0Ug N TIPOROAN PEYEBUVEL AETITOUEPEIEC KOVTA OTIC KABETECG
OKMEC TNG TEAIKNG TIPOPBOANC, TIOU Eival TO AVTIBETO yIa TIG AAAEG TIOPOANAYEG TNG
TIpoPoAr¢ fisheye.



3 Cube map

Onw¢ gidape Kal atnv TIEPIANYN, OTOX0C OTNG JITTAWUATIKNG €ival va HETATPEYPOUE Eva
cube map oe fisheye.

Cubemap Fisheye

To cubemap €ival Eva texture IOV AvaTIOPICTA £vav Xwpo 360° TTou TIEPIBAAAEL Hia
TIEPIOXN N €va avTIKEipevo. Mo avaAuTIKd, €ival éva aOVOAO 6 EEXWPIOTWV KOPUATICV
textures Ta oTI0IO €ival TOTIOBETNPEVA GTIC TIAEUPEC EVOC PAVTOCOTIKOU KOPBOU.
XPnNOoIPOoTIoIETal TTIAPX TIOAU O€ SIAPOPEC EPAPHOYEC OTIEIKOVIONC TIEPIBAAOVTOC
(environment mapping), dynamic cubemap reflections, Skylight lllumination, Stable
Specular Highlights kabw¢ kat yia Fancy Per-Pixel Lighting. Mapokdtw Ba egnynOei
pévo To environment mapping, TTAvw OTo 0Tt0i0 Baciletal To BEUA TNE SITTAWUATIKIG



3.1 Environment Mapping

MOAAEG QPOpPEC Eival TIPOTIMOTEPO, YIO AOYOUC EUKOAIOG, avTi va «{wypa@ilouue» pia
EIKOVO O€ VA OUYKEKPIUEVO OXNMA, VO OTIEIKOVI(OUPE € AUTO OXKA OUTAV TNV EIKOVA.

Texture Mapping

H ameikovian (mapping) TTOAMEG QOPEC Eival TIPOTIUOTEPN OTAV EXOUUE VO KAVOULIE HE
TPIOOIACTOTOUE XWPOUG. 2€ OUTH TNV TIEPITITWAON MIAAUE yia environment mapping. 'Evag
TPOTIOC OTIEIKOVIONC TIEPIBAANOVTOC Eival Pe TNV Xpron diag pedodou, yvwaoTtn wg Cube
map texturing! Autr n péBodog sivar pia peBodog ameikoviong ven¢ (texture mapping)
TIOL XPNOIYOTIOIEL va dlAvuopa 3 JIOCGTACEWVY YIO TNV ATIEIKOVIOT 6 SUGBIACTATWY LYWV,
TIOU €ival SIATETAYHEVEC OTIWC Ol TIAEUPEG EVOC KUPBOU, a€ EVa OTIOIOANTIOTE OXNHA.
davrtooTeite 10 TIEPIBAANOV YOpw 00¢. MTIOpPEITE VO KAVETE capture Tov TIEPIBAAOVTa
Xwpo 360°, ovtag o€ éva PEPOC KAl pwToypagilovtag 6 €IKOveG, KABE pe dlagpopa 90°
MOIpEC aTId TIG GANEC.



Cubemap

AuTr n péBodog areikoviang sivan hardwareaccelerated, dnAadrn gival aueca

UTTOOTNPI(OPEVN OTIO TNV KAPTA YPOQPIK®WY TOL LTIOAOYIOTH. ‘ETOol €ival duvatov va KAVEIQ
render éva SUVOUIKO OVTIKEIIEVO TIOU OVTOVAKAG £va TIEPIBAAOV. AUTO UTIOPE( va Yivel
O€ TIPOYUOTIKO XPOVo.

Cubemap?2



Mapakdtw BAETTOLPE TO ATIOTEAEGUO TOU cube map texturing, Tou €yive e Baon 1o cube
map OTnV TIPONYOUEVN EIKOVA, GE LTIOAOYIOTH TIOU XpnolJoTiolei TNV véa GeForce 256
GPU ¢ NVIDIA.

Cube map texturing

Z€ QUTNV TNV EIKOVA BAETIOVPE TNV ATIEIKOVIOT TIEPIBAAAOVTOC OE PO QOUCKA TNG OTIOING
N ETUPAVEID PETABAAAETAI CUVEXWC,.

BéBaia to cube map texturing dev gival n pévn péBodog yia environment mapping. AAAEQ
TIpooeyyioelg 0Tw¢ 10 sphere mapping kai to dual paraboloid mapping pmmopouv va
TIOPAYOUV TIAPOUOIO OTIOTEAECHOTO XPNOIUOTIOIWVTOG TO CUMBATIKO texture mapping,
OAAG ep@avidouv ooBapa PEIOVEKTIUATO TIOU TIEPIOPICOUV TNV YEVIKN Xprion Toug. To
sphere mapping €ival amA0 KAl Aueca uTtooTNPIOPEVO amd TNV OpenGL, oAAd gival
view dependent, UTTOONAWVOVTOC OTI IO KABE SIAPOPETIKO eye position XpelalOPaoTE
KOl o SIQOPETIKI EIKOVA LQNC yia To sphere map (sphere map texture image).
EmumA¢ov, 1o sphere mapping gg@avidel cuxva OTIYUOTOEIDN AVTIKEIMEVA CTIC TIAPUPEC
TWV QVTIKEIYEVWV [E sphere map. MNMapokaTw pla EIKOVA JEiXVEL AUTA TA OTIYHOTOEIdN
QVTIKEIPEVA.



Sphere mapping

To dual paraboloid mapping amoaAeigel autd Ta AAOn, dAAA TIPOYPOPUATIOTIKA gival
oKpIBO, d16T aTtartei 2 texture units | 2 render passes. ETITIA¢0ov artattei epimAoka
pobnuatika yia involved texture coordinate generation (EKTOC Kail av DTIAPXEL EIDIKO
extension yia OpenGL texgen reflection). Eite mpokeral yia sphere maps €ite yia dual
paraboloid maps armarrovvtal I0IKEG TIPAEEIC yIo image warping. Mapadeiypota g
arapaitnTng oTpéPAwang yia To sphere map Kai yia to dual paraboloid map gaivovtal
TIOPAKATW.

map

To Cube map texturing €ival amaAAaypEVO OO Ta GTiYPATO TIou Ep@avi{ovtal ato sphere
mapping. Z& avtibean pe 1o dual paraboloid, amoiteital éva povo texture unit Kai povo



€va Tiépacpa (render pass). ETeldn ol elkoveg VNG (texture images) yia to cube map
gival amAd ot 6 KUBIKEG TIAEUPEC EVOC cube environment, o1 UEEC Twv cube map givai
EUKOAOTEPO VO ATIOKTNOOUV OTI0 PWTOYPA@POUC 1| va dnuioupynBolv duvapikd. Emiong,
XPnolpoTtoiEi TANPWE v avéaAuaon (resolution) 6ANG TNg eIKOvag. H oeaipa kal ta
paraboloid map xpnoiortololv uévo 1o 78% TnG CUVOAIKNC OVAAUCNG TOU JIOBEGIHOU
texture amo 1o sphere kal dual paraboloid map ta omoia amartovy eMIMPOCOeTa PruaTa
OTPERAWANG.

ATIO TNV GAAN, T0 cube map texturing €ivai o amAd amd TNV TTPOCEYYIOT TWV
otpeBAwpévwv sphere map 1} dual paraboloid map, oAAG aTtaitei TNV TOVTOXPOVN
TIPOaPaon oTig 6 EIKOVEC LPNC (texture images). AUTO ATIAITEI TLEPITTAOKOTEPO texture
hardware. Evw 10 cube map texturing €ivail TtepITTAOKOTEPO TNE CUMPBATIKIG ATIEIKOVION
LENC (texture mapping), 0 OAMATWANE PUBUOC TNE OUIKPLVANG TWV NUIAYWYWY EXEL
KataoThoel Tig single-chip implementations yia cube map texturing péow hardware
TIPAYUOTIKOTNTA YIO TOUC ONPEPIVOUCG KOTOVOAWTEG. H aeipa GeForce 256 GPU tng
NVIDIA civai n eumopikn ogipd GPU mou uttootnpidel to cube map texturing.

To VAIKO (hardware) ival xproluo Povo, AV Ol JIETIAPEC TOL AOYICMIKOU gival
KOTAAANAEG Y10 TNV 0&I0TIOINGN TWV SUVATOTATWY TOL LAIKOU. EUTUX®WC 0TV TIEPITTTIWAN
Tou texture cube mapping, OAeg Ta KUpla AP yia TpIodidoTata ypa@IKa UTtooTnpilouy T0
cube map texturing. Tng Microsoft 1o Direct3d Api yia ta Windows Pc vttootnpidouv
LVEEC cube map pe TNV avapdaduion tou DirectX 7. H OpenGL, urtootnpilel multi-vendor
EXTtexturecubemap extension yia cube map texturing. BEBala, 0Tiw¢ TIPOEITTWONKE,
TIapd TNV aTtod0TIKOTNTA TOUC, Ol TEAEUTAIEC yeveEC Twv GPU umoaotnpidouv cube map
textures. O1 ipoaeyyioeig sphere map kai dual paraboloid map xpnoiyoTololvTal aKOUN
otV Tepittwon mou n GPU dev utootnpidel To cube map texturing. ZInv SIMAWUATIKN
XPNOIUOTIOIEITaL YIO UTO TOV OKOTIO TO cube map texturing, TTOPAKATW OUWE
TIOPOUGCIALOVTOl CUVOTITIKA KOl GAANEC XPNOIMOTNTEC TOu cube map.



4 Tapouaiaon Tou Kwdika

3€ auTOo To anpeio, yivetal n TTapouaciaon Kal n emeéynaon TG AEITOUPYiog Tou KwAIKaA.

include <stdio.h>
include <stdlib.h>
include <string.h>
#include <assert.h>
#include <math.h>
#include <gl/glul.h>
/i#include<GL/glext.h>
#include <gl/gl.h>
#include<gl/glui.h>
#include "tga.h"

[" In case your <GL/gl.h> does not advertise EXT_texture_cube_map... 7
#ifndef GL_EXT_texture_cube_map

# define GL_NORMAL_MAP_EXT 0x8511
# define GL_REFLECTION_MAP_EXT 0x8512
# define GL_TEXTURE_CUBE_MAP_EXT 0x8513

# define GL_TEXTURE_BINDING_CUBE_MAP_EXT 0x8514

# define GL_TEXTURE_CUBE_MAP_POSITIVE_X_EXT 0x8515
# define GL_TEXTURE_CUBE_MAP_NEGATIVE_X_EXT 0x8516
# define GL_TEXTURE_CUBE_MAP_POSITIVE_Y_EXT 0x8517
# define GL_TEXTURE_CUBE_MAP_NEGATIVE_Y_EXT 0x8518
# define GL_TEXTURE_CUBE_MAP_POSITIVE_Z_EXT 0x8519
# define GL_TEXTURE_CUBE_MAP_NEGATIVE_Z_EXT 0x851A
# define GL_PROXY_TEXTURE_CUBE_MAP_EXT 0x851B

# define GL_MAX_CUBE_MAP_TEXTURE_SIZE_EXT 0x851C
#endif

/* constants 7
#ifndef M_PIPositive

#define M_PI (3.14159265358979f)
#endif

#define DTOR (M_P1/180.0)
#define RTOD (180.0/M_PI)

#define CUBE_MAP_SIZE 256

#define ZTRANS 4.0F

gliGenericilmage *imagel[6],*image2[6];

enum {CUBE_POS_X, CUBE_NEG_X, CUBE_POS_Y, CUBE_NEG_Y, CUBE_POS_Z, CUBE_NEG_Z};

unsigned char *data2[6];

/llchar
*fileName[6]={"cmJeft.tga","cm”right.tga’,,"cmJop.tga”,"cm_bottom.tga",'cm_back.tga","cm_front.tga’},*fileName2[6];
char *fileName2[6];

float r=1 .Of,aperture=M_P1/2.0,rx=0.0,ry=0.0,rz=0.0;

GLuint TexID = 0;



int fullscreen = 0,w=0,h=0,main_window,selection=0;

struct point{
double x,y,z;

b

GLUI *glui_subwin;

GLUI_Spinner *aprtr, ‘radius;

GLULButton ‘reset,*end,'rotator,*new_Fish_Eye;
GLULPanel *fisheye_parameters,'rotation,*cube_faces;
GLUI_Checkbox*x_axis,*y_axis,*z_axis,*count_clock;
GLULEditText *faces[6];

I/ltypedef enum {CUBE_MAP,FISH_EYE} ProjecType;
/IProjecType gViewType=CUBE_MAP;

enum {APERTURE_SPIN, RADIUS_SPIN,RESET, EXIT,X,Y,Z,R,CCW, NX,PX,NY,PY,NZ,PZ NEW};

GLenum cubefaces[6] = {
GL_TEXTURE_CUBE_MAP_POSITIVE_X_EXT,
GL_TEXTURE_CUBE_MAP_NEGATIVE_X_EXT,
GL_TEXTURE_CUBE_MAP_POSITIVE_Y_EXT,
GL_TEXTURE_CUBE_MAP_NEGATIVE_Y_EXT,
GL_TEXTURE_CUBE_MAP_POSITIVE_Z_EXT,
GL_TEXTURE_CUBE_MAP_NEGATIVE_Z_EXT,

I

|Iset Direction Vector for each point in fisheye and draw
void vert(float 'theta, float *phi)

{

float x[4], y[4], z[4], nx[4], ny[4], nz[4],r1[4];
intk;
for(k=0;k<4;k++){

nx[k] = r*cos(DTOR" theta[k]) * sin(phi[k]*aperture/2*DTOR);
ny[k] = r*sin(DTOR * thetalK]) * sin(phi[k]*aperture/2*DTOR);
ri[k] = sqrt(nx[KI*nx[k]+ny[k]*ny(k]);

nx[k] = r*cos(DTOR" theta[k]) * sin((phi[k]*aperture/2)*DTOR);
ny[k] = r*sin(DTOR * thetafk]) * sin((phi[k]*aperture/2)'DTOR);
nz[k]=r*cos((r1[k]*aperture/2)*DTOR);

gINormal3f(nx[k], ny[k], nz[K]);

X[K] = r* cos(DTOR" theta[k]) * sin(DTOR * philK]);
y[k] = r * sin(DTOR * theta[Kk]) * sin(DTOR * phi[k]);
z[k] = -1.5*ZTRANS+r * cos(DTOR * philk]);
glVertexaf(x[k], y[k], z[K], 1.0);

}
}

lIFind if the file with name "*c” is .tga format



int ext(const char *c){

}

char *e-'.tga";
int I=strlen(c),ik;
k=l-strien(e);
for(i=k;i<l;i++H
if(c[i]'=e(i-k]X
return 0;

}

return 1;

//Draw the sphere
void DrawSphere()

{

float scale,phi[4],theta[4],y,r[4];

struct point p[4];

int N=100,i,j,k;

glDisable(GL_TEXTURE_2D);

glColor4f(1.0,1.0,1.0,1.0);

scale=M_PI/N;

gIBegin(GL_QUAD_STRIP);

for G=-N;j<N;j++){

for (i=-N/2;i<N/2;i++) {

theta[0] = j * scale;
theta[1] = (j+1)* scale;
theta[2] = theta[1];
theta[3] = theta[0];
phi[0] =i * 2 * scale;
phi[1] = phi[0];
phi[2] = (i+1) * 2 * scale;
phi[3] = phi[2];

for (k=0;k<4;k++) {
y = sin(thetalk]);
pk].x =y * sin(phi[K]);
plk].y =y * cos(phi[K]);
plk].z = cos(thetalK]);

}
for (k=0;k<4;k++)

K] = p[K]-x*p[k].x+p[k].y*p[K].y;

If(r[0]>1]||rt1]>1]|
2] > 1| r3] > 1)

continue;

for (k=0;k<4;k++){

}
vert(phi,theta);
}

phi[k]*=RTOD;
thetalk]*=RTOD;



}

glEndO;
IlglutSwapBuffers();

/[Create the angular fisheye
void
Setup(gliGenericlmage *imD)

{

inti;

glMatrixMode(GL_PROJECTION);

glLoadldentity();

gluPerspective(360*atan2(1,5,2'ZTRANS -4.0)/M_P1,4.0/3.0,2*ZTRANS -4.0, 2*ZTRANS + 2.0); Il match
Il 640x480

glMatrixMode(GL_MODELVIEW);;
glLoadldentity();
gluLookAt(0.0,0.0,1.0, /* eye is at (0,0,5) 7
0.0,0.0, 0.0, /* centeris at (0,0,0) 7
0.0,1.0, 0.);
glEnable(GL_DEPTH_TEST);

glTexEnvi(GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GLIDECAL);

for (i=0;i<6;i++) {

glTeximage2D(
cubefacesfi],
0, Il level
im[il->components, [l internal format
imii->width, |l width
im[ij->height, Il height
0, Il border
im[i]->format, I format

GL_UNSIGNED_BYTE, |l type
im[i]->pixels); Il pixel data
[lprintff'i map\n“);

}

glTexParameteri(GLJEXTURE_CUBE_MAP_EXT, GL_TEXTURE_MIN_FILTER, GL.NEAREST);
glTexParameteri(GL_TEXTURE_CUBE_MAP_EXT, GL_TEXTURE_MAG_FILTER, GL_NEAREST);

glTexGeni(GL_S, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP_EXT);
glTexGeni(GL_T, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP_EXT);
glTexGeni(GL_R, GL_TEXTURE_GEN_MODE, GL_REFLECTION_MAP_EXT);
glEnable(GL_TEXTURE_CUBE_MAP_EXT);
glEnable(GL_TEXTURE_GEN_S);

glEnable(GL_TEXTURE_GEN_T);

glEnable(GL_TEXTURE_GEN_R);

glEnable(GL_NORMALIZE);

glMatrixMode(GL_TEXTURE);

/lglScalef(1,-1,1);

glRotatef(180,0.0,0.0,1.0);



//[Event-driven function
void Callback(int id){
int i
FILE *fp;
switch(id){
case APERTURE_SPIN:
aperture=aprtr->get_float_val();
glutPostRedisplay();
break;
case RADIUS_SPIN
r=radius->get_float_val();
glutPostRedisplay();
break;
case RESET
aperture=M_P1/2.0;
r=1.0;
aprtr->set_float_val(aperture);
radius->set_float_val(1.0);
glDisable(GL_TEXTURE_CUBE_MAP_EXT);
for(i=0;i<6;i++){
ifimage2p]'=NULL)
free(image2[i]->pixels);
free(imageZ2[ij);
free(fileName2[i]);
facesli]->set_text("");

}

selection=0;
break;
case EXIT
for(i=0;i<6;i++)X{
ifimage2[i]'=NULL){
free(imageli]);

int (EXIT_SUCCESS);
break;
caseX
if(x_axis->get_int_val() && ly_axis->getjnt_val() && !z_axis->getjnt_val()){
rotator->enable();
rx=1.0;

else if(x_axis->get_int_val() && (y_axis->get_int_val() || z_axis->get_int_val())K
rx=1.0;

else if(Ix_axis->get_int_val() && (y_axis->get_int_val() || z_axis>get_int_val()){
rx=0.0;

}

else{
rx=0.0;
rotator->disable();



case Y

caseZ

case R

case CCW

case PX

break;
if(y_axis->get_int_val() && Ix_axis->get_int_val() && !z_axis->get_int_val()){
rotator->enable();

ry=1.0;

else if(y_axis->get_int_val() && (x_axis->get_int_val() || z_axis->get_int_val()))X{
ry=1.0;

else if(ly_axis->get_int_val() && (x_axis->get_int_val() || z_axis>get_int_val())){

ry=0.0;
}
else{
ry=0.0;
rotator->disable();
}
break;

if(z_axis->get_int_val() && Ix_axis->get_int_val() && !y_axis->get_int_val()}{
rotator->enable();
rz=1.0;

else if(z_axis->get_int_val() && (x_axis->get_int_val() || y_axis->getInt_val())X
rz=1.0;

else if('z_axis->get_int__val() && (x_axis->getjnt_val() || y_axis>get_int_val())){

rz=0.0;
elsef{
rz=0.0;
rotator->disable();
}
break;

glMatrixMode(GL_TEXTURE);
glRotatef(5,rx,ry,rz);
break;

if(z_axis->get_int_val() || x_axis->get_int_val() || y_axis->get_int_val()}{

IX=-IX;
ry=-ry;
1z=-1Z;

}

break;

if(ext(faces[0]->get_text()))}
/lif(image2[0]'=NULL){
Il free(image2[0]);
1
fileName2[0]=(char *)malloc(strlen(faces[0]->get_text())*sizeof(char));
strepy(fileName?2[0],faces[0]->get_text());
fp=fopen(fileName2[0], "rb");
image2[0]=gliRead TGA(fp,fileName2[0]);



case NX

case PY

case NY

case PZ

case NZ

break;

if(ext(faces[1]->get_text())) {
/if(image2[1]'=NULLK
Il free(image2[1]);
ID

fileName2[1]=(char *)malloc(strien(faces[1]->get_text())*sizeof(char));
strepy(fileName?2[1],faces[1]->get_text());

fp=fopen(fileName2[1], "rb");

image2[1]=gliRead TGA(fp,fileName2[1]);

}

break;

if(ext(faces[2]->get_text()))}
[lif(image2[2]'=NULL){
Il free(image2[2));
ID

fileName2[2]=(char *)malloc(strlen(faces[2]->getJext())*sizeof(char));
strepy(fileName?2[2],faces[2]->getJext());

fp=fopen(fileName2[2], "rb");

image2[2]=gliRead TGA(fp,fileName2[2]);

}

break;

if(ext(faces[3]->get_text())X
/lif(image2[3]'=NULLK
Il free(image2[3]);
ID
fileName2[3]=(char *)malloc(strlen(faces[3]->get_text())*sizeof(char));
strepy(fileName2[3],faces[3]->get_text());
fp=fopen(fileName2[3], "rb");
image2[3]=gliRead TGA(fp,fileName2[3]);

}

break;

if(ext(faces[4]->get_text())X

/lif(image2[4]'=NULLK
Il free(image2[4]);

fileName2[4]=(char *)malloc(strlen(faces[4]->get_text())*sizeof(char));
strepy(fileName2[4],faces[4]->get_text());

fp=fopen(fileName2[4], "rb");

image2[4]=gliRead TGA(fp,fileName2[4]);

}

break;

if(ext(faces[5]->get_text())){
/lif(image2[5]'=NULLK
Il free(image2[5]);
ID
fileName2[5]=(char *)malloc(strlen(faces[5]->get_text())*sizeof(char));
strepy(fileName?2[5],faces[5]->get_text());



fp=fopen(fileName2[5], "rb");
image2[5]=gliRead TGA(fp,fileName2[5]);

}

break;
case NEW
ifimage2[0]'=NULL && image2[1]!=NULL && image2[2]'=NULL &&
image2[3]!'=NULL && image2[4]!=NULL && image2[5]'=NULL && selection==0K

glDisable(GL_TEXTURE_CUBE_MAP_EXT);
Setup(image2);
selection=1;
/lglMatrixMode(GL_TEXTURE);
/lglScalef(1 ,-1,1);
/lgIRotatef(180,0.0,0.0,1.0);

static void
display(void)

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
DrawSpheref);

/lgIMatrixMode(GL_TEXTURE);
/lglScalef(-1,1 ,-1);

/lglMatrixMode(GL_MODELVIEW);
glutSwapBuffersQ;

}

//IKey function
void
keyFunc (unsigned char key, int x, inty)
{ -
int i;
switch (key)
case 033"
for(i=0;i<6;i++}{
[ffree(imageli]->pixels);
free(imagel[i]);

}
exit (EXIT_SUCCESS);
break;

case 1:



break;
case'd:

break;

case Y:

break;

case 'X"

break;

case 'al

case A"

break;

r+=0.01f;
radius->set_float_val(r);

glutPostRedisplay();
llprintf("r.%fn",r);

r—0.0If;
radius->set_float_val(r);

glutPostRedisplayQ;

[l printf("r:%f\n",r);

glMatrixMode(GL_TEXTURE);
glRotatef(5,1.0,0.0,0.0);

glutPostRedisplay();

glMatrixMode(GL_TEXTURE);
glRotatef(-5,1.0,0.0,0.0);

glutPostRedisplay();

aperture-=0.01;
aprtr->set_float_val(aperture);
glutPostRedisplay();

llprintf("aperture:%f\n", aperture);

aperture+=0.01,

aprtr->set_float_val(aperture);



glutPostRedisplayO;

Ilprintf("aperture:%f\n",aperture);

break;
case
glMatrixMode(GL_TEXTURE);
glRotatef(5,0.0,1.0,0.0);
glutPostRedisplayO;
break;
case 'Y:
glMatrixMode(GL_TEXTURE);
glRotatef(-5,0.0,1.0,0.0);
glutPostRedisplayO;
break;
case 'z"
gIMatrixMode(GL_TEXTURE);
glRotatef(5,0.0,0.0,1.0);
glutPostRedisplayO;
break;
case 7"
glMatrixMode(GL_TEXTURE);
glRotatef(-5,0.0,0.0,1.0);
glutPostRedisplayO;
break;
}
/lglutSwapBuffers();

}

//Window-resize- driven function
void
reshapeFuncZoom (int w, int h)

{
GLfloat fAspect;



glViewport(0, 0, w, h);
fAspect = (GLfloat)w/(GLfloat)h;

|| Reset coordinate system
glMatrixMode(GL_PROJECTION);
glLoadldentity();

Il Produce the perspective projection
gluPerspective(360*atan2(1.5,2*ZTRANS -5.6)/M_PI, fAspect, 2*ZTRANS -5.6, 2*ZTRANS + 2.0);

glMatrixMode(GL_MODELVIEW);
glLoadldentity();
glutPostRedisplayO;

}

void glutldle(}{
glutSetWindow(main_window);
glutPostRedisplayO;

|ISet Elements for glui menu

void gl({
glutDisplayFunc(display).
GLUI_Master.set_glutSpecialFunc( NULL);
GLUI_Master.set_glutldleFunc(glutidie);
GLUI_Master.set_glutMouseFunc(NULL);
GLUI_Master.set_glutkeyboardFunc(keyFunc);
GLUI_Master.set_glutReshapeFunc(reshapeFuncZoom);

/lglui_subwin= GLUI_Master.create_glui_subwindow(main_window,GLUI_SUBWINDOW_RIGHT);
glui_subwin=GLUI_Master.create_glui("Menu",0,0,0);

glui_subwin->set_main_gfx_window(main_window);

fisheyej)arameters=glui_subwin->add_panel("Fisheye Parameters",GLUI_PANEL_EMBOSSED);
rotation=glui_subwin->add_panel("Ratation in axes",GLUI_PANEL_EMBOSSED);
cube_faces=glui_subwin->add_panel("Cube Faces",GLUI_PANEL_EMBOSSED);

aprtr=glui_subwin-
>add_spinner_to_panel(fisheye_parameters,"Apperture:",GLULSPINNER_FLOAT,NULL,APERTURE_SPIN,Callback)

aprtr->setjoat_limits(0.21,3.14159,GLUI_UMIT_CLAMP);
aprtr->set_speed(1.0);
aprtr->set_float_val(aperture);

radius=glui_subwin->add_spinner_toj)anel(fisheye_parameters,"Radius
",GLUI_SPINNER_FLOAT,NULL, RADIUS_SPIN, Callback);
radius->setJoatJimits(0.21,3.0,GLUI_LIMIT_CLAMP);

radius->set_speed(1.0);

radius->set_float_val(r);

x_axis=glui_subwin->add_checkbox_to_panel(rotation,"X axis", NULL, X, Callback);



y_axis=glui_subwin->add_checkboxJo_panel(rotation,"Y axis", NULL, Y, Callback);
z_axis=glui_subwin->add_checkbox_to_panel(rotation,"Z axis”, NULL, Z, Callback);
countj;lock=glui_subwin->add_checkbox_to_panel(rotation,"Counter Clock Wise", NULL, CCW, Callback);
reset=glui_subwin->add_button("Reset",RESET,Callback);

end=glui_subwin->add_button("Exit",EXIT,Callback);
rotator=gluLsubwin->add_button_to_panel(rotation,"Rotator",R,Callback);

rotator->disable();

faces[0]=glui_subwin->add_edittext_to_panel(cube_faces,"Right ",GLUI_EDITTEXT_TEXT, NULL, PX, Callback);
faces[1]=glui_subwin->add_edittext_to_panel(cube_faces,"Left ",GLUI_EDITTEXT_TEXT,NULL,NX,Callback);
faces[2]=gluLsubwin->add_edittext_toj)anel(cube_faces,"Bottom",GLUI_EDITTEXT_TEXT,NULL,PY,Callback);
faces[3]=glui_subwin->add_edittext_to_panel(cube_faces,"Top "“,GLUI_EDITTEXT_TEXT,NULL,NY,Callback);
faces[4]=gluLSubwin->add_edittext_to_panel(cube_faces,"Front ",GLUI_EDITTEXT_TEXT, NULL,PZ,Callback);
faces[5]=glui_subwin->add_edittext_to_panel(cube_faces,"Back ",GLUI_EDITTEXT_TEXT,NULL,NZ,Callback);
new_Fish_Eye=glui_subwin->add_button_to_panel(cube_faces,"Fish Eye",NEW,Callback);

}

int
main(int argc, char **argv)

{

int i;

for(i=0;i<6;i++){
image2[i]=NULL;

glutinitWindowSize(640,480);
glutlnit(&argc, argv);

glutinitDisplayMode(GLUT_DOUBLE | GLUT_DEPTH | GLUT_RGBA);
main_window=glutCreateWindow("Cubemap to Fisheye");

[ Run-time extension check. */
if (lglutExtensionSupported("GL_EXTJexture_cube_map")) {

fprintf(stderr,

"cubemap: Requires the EXT_texture_cube_map OpenGL extension to runAn");

exit(0);
}
g
//Setup(image);
glutMainLoop();
return 0;

}

TNV oucia @uidxveTal éva Ttapdabupo 640x480 (Eikova ApXIKN) OTIWC gaivetal otnv main(). Ze
OUTO TO TTOPABUPO APXIKA EUPOAVICETAI PIO AEUKT) OQOIpA N OTIOI0 QTIAXVETAI ATIO TNV KANON NG
ouvdptnong DrawShpere() eviog tng ouvdaptnong display(), otn cuvapmon gl(). Emiong, otnv
ouvaptnon gl() apxikoTtoloUvTal Kal Ta GToIXEio Tou Pevol glui.



Eikéva apxikn

Ta oTOoIXEiO TOL PeVOU TIOV PTTOPOUV Va XPNCIKOTIOINB0UVY yia TNV TIPOKANGN YEYOVOTWY OTIWG Ta
KoupuTTId Kol Ta radio-buttons cuvdéovtal pe Tnv ouvaptnon Callback( int id), n omoia upodortei
VEEC CUMTIEPIPOPEC OAVAAOYO UE TO EKACTOTE YEYOVOC. ZTO OVWTEPO UTIOPEVOD £XOUME KATIOIN
otolxeia yia 1o fisheye, 10 aperture kol tnv aktiva ¢ o@aipag( Radius). 1o devtepo (Ekdva
LTTIOUEVOU 2)éxoupe KATtola radio-buttons twv oTtoiwV N €TIIAOYN UTIOPEL VO ETUTPETTEL TNV
TIEPICTPOPN WE TIPOC EVAV 1) TIEPICOOTEPOLC AEOVEC, KATA TNV QOPA TOu PoAoylol | avtiBeTa g
Popag

TEAOG N TIEPIOTPOPN] ETUTUYXAVETAI ETUAEYOVTOC TO KOUUTII Rotator, T0 0Ttoio evepyoTtolEital Yovo
oV TOUAGXIOTOV €va aTto Ta radio-buttons Tou gival vTTELBLVA yIa TOUC AEOVEC ival
EVEPYOTIOINUEVO.

TéNog, oto uTtopevol Cubemap Faces, umtdpxouv 6 editText OTIOu YPAQOUPE T0 OVOHOTA TwV
€IKOVWV tga padi ge tv KoTaAngr toug. OTav ypa@Tei To OVOUA TNG EIKOVOC, TOTE HECW TNG



ouvaptnong Callback(int id), diaBadletal n €ikéva. ‘OTav £X0LV GUPTIANPWOEL Ta 6 TEdia TOU
UTTOPEVOD, Kal EQOCOV TIPOKEITAI YIO EIKOVEC TETPAYWVIKEC DIV dIOCTACEWY, TOTE TIAOTWVTOC TO
kouuTti Fish Eye, dnuiovpyeitan éva angular Fisheye (eikova Fisheyejam Tig 6 €ikdveg tou Cube
map pag.

FishEye

H dnuioupyia tou angular Fisheye yivetal pe tnv kKAron tng ouvaptnong Setup(gliGenericlmage
*imQ) amo tnv Callback(int id). Ekei yiveton To texture mapping twv 6 €IKOVWV P TNV XPron Tou
cubemap extension. ETeidr] opwg 8EAoupe va dnuiovpyrjocoupe angular Fisheye, otav
{wypa@ilovpe TNV o@aipa pe v cuvaptnon DrawShpere(), kaAoOpe avti TG glVertex, KAAoUPE
v Vert(float ‘theta, float *phi), 6TT0L {wypaifoupe ava TETPASEG GNUEIWV Kal Yo KABE anueio
opioupe To KATAAANAO dIAvuGHa BIEDBLVCTC TIPOKEINEVOU VO £XOUME TNV KOTAAANAN TIPOBOAN
TIAvw TNV oQaipa.

Polar coordinates (2D)

X = sin(theta) cos(phl)
vy = sIn(theta) sin(phi)

z = cos(theta) . .
O i theta i aparture/2

O s phi s 2t

Na onuelwdei 0TI TTOAAEG AsIToupyieg TToU EKTEAOUVTOI aTIO TO glui pevoD
(av&non/peiwon aktivag/aperture, TePIOTPOYPN] TIPOC AEOVA X,y 1 {,TEPHOTIOUOG
TIPOYPAUHOTOG)EKTEAOUVTAI KOl HECW TIANKTPOAOYIOL Xdpn otnv cuvdptnon void
keyFunc( ) (0tav gival eTIAeypEVO TO TTOpABupo OTIOU TIPAYUATOTIOIETON TO rendering).



5 Z0voyn

AuTO Ttou €idate gival n petatporin evog cube map o€ angular fisheye. To Tpoypappa
doKipdotnke ae utodoyioti AMD Athlon 64 3200 pe kapTa Ram 1GB Kail KAPTa
ypa@ikwv GeForce 6600 GT. To format €ikovag Tou xpnaoiyoTtoleital ivail tga. O
TIOPATIAVE KWAIKACG dUvatal va XpnolyoTtoindei toco og Winows 000 kai o€ Linux O
Adyocg NG xprong tou angular fisheye gival 0T1 ival TToAD EUKOAGTEPO OTNV dnuiovpyia
TOU KOl ETUTTAEOV Eival TIOAD TTI0 EUXPNOTO amd aAAa €idn fisheye mpoBoiwv, pia Kal ol
TIOPOPOPPWOEIC TNG EIKOVOC TOOO OTNV TIEPIPEPEIA OGO KOI TIPOC OTO KEVIPO Eival idIEC.
MAAIOTO PE TNV Xprjon Tou cube map aTToPEVYOUE VA XPNOILOTIOITOUNE TO PTWXO0 O
TIo10tNTa sphere mapping 1 1o xpovoPoépo dual paraboloid mapping, omote kepdilovpe
KOl g€ TIOIOTNTA KAl O€ TaXVUTNTA. AUTO TO TIPdypauua Ba UTTopolceE va ETIEKTADEI
TIEPETAIPW, OTIWE YIO TIOPAJEIYUO VO XPNOILOTIOLED Kot GAAa format ikovwv, TEpa amo To
tga, OTWC yiveTal edw yia Ttapadelypa, kKabBwg Kal va TI¢ amobnkevel oto idlo format i o¢
GAAo. EmmimAéov Ba rTav YTtopovlcav va TIPpooTeBOUV ETIIAOYEC KOl VIO GAAEC TIAPOANAYEC
TIpoPoAr|¢ fish eye. TEAog To TTPOYpapPa Ba PTTOPoUCE va Yivel TaXUTEPO
XPNOIUOTIOIWVTAC EITE TEXVIKEC TAUTOXPOVOU TIPOYPAPHATIOHOU €iTE AAAEG BIBAIOONKEC.



BiBAloypagia

MapatiBevtal ot €€ ¢ TitAoL BIBAiwV Kal ICTOTENIDEC;
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OpenGL SuperBible 4th edition twv Richard S. Wright, Benjamin Lipchak ko
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http://local.wasp.uwa.edu.au/~pbourke/proiection/fisheve/
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iccv2007.pdf
http://www.cg.tuwien.ac.at/courses/CG23/software/sig99advopengl.PDF
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