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Evyxaplotieg

Me tnVv nepatwon ¢ mapovoog epyaciog, Ba nBela va euyaplotiow Bepud
Tou¢ eMIPBAETOVTEG TNC AUTAWHATIKAG gpyaciag K. NMavaylwta TooumavormoUuAou Kal
K. Mavaywwtn Mmoldvn ylo TV eUmiotoolvn mou enédelav oto MPOoWMo Pou, yla
NV Aaplotn ouvepyacia, TIC oucwwdel¢ umodeifelc kol moapeuPAcEL;, TOU
SleukoAuvay TNV ekmovnon tng AUTAWUATIKAG Epyaciag.

Eniong Ba nBeAa va ekdpdow TNV €KTIUNOCK HOU yla OAa ta maldld, Pe T
orola cuVEPYAOTNKO OAQ QUTA TA XPOVLO TWV TIPOTITUXLOKWV OTIoUS WV HoU.

TéAog, odellw €va HeyANO EUXAPLOTW OTNV OLKOYEVELA HOU Kol 0TouG GpiAoug
pou kot tdlaitepa otnv Edn kat oto Aswvida yla TNV aApEPLOTN UTIOOTNPLEN KAl TV
OVEKTIUNTN BonBela mou pou mapeixav TO00 KATA TNV SLAPKELX TWV OTIOUSWV HOoU,
000 KOlL KATA TNV EKOVNON TNG AUTAWHOTLIKAG Epyaoiag.

MoAuxpovng Xapttiéng

BoAog, 2013
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Mepianym

JKOTOC TNG mopouocag AUTAWHATIKAG epyacia¢ Atav n oxedioon Kot
vAomoinon g edpapuoyng oto Android Asltoupylkd n omoio oTtOXOo £XEL va
BonBriosL to Xpnotn va Katovonoel TIG Baolkég apxéc tTng OpenGL péoa amo pla
oelpd SLadpaoTIKWY TAPASELYUATWY TIAVW OE ONUOVTLKOUG TOMEIC TNG YAWOOoOG
QUTAG.

JUYKEKpLPEVA, O xpnotng €xel t Suvatrotnta va {wdpadiosel Baoka
OXNUATA, VO TO METOKLVEL , va Ta TIEPLOTPEPEL, va T HEYAAWVEL, vo aAAdlel ta
XPWUATA TOUC XwpPLG Kav va yvwpilel mwe Ba pmopolos Vol KAVEL TETOLEC EVEPYELEC
TIPOYPAUUATLOTIKA. MNépa amd tnv eMISeLen Twv SUVOTOTATWY AUTWV N €dapuoyn
gudpavilel 0TO XPrOTN TOV KWOLKA LLE TOV OTIOLO YIVOVTOL OL EVEPYELEG OIUTEC KOlL £TOL O
XPNOTNG WIoPEl va adpopoLwoeL TTOAU eUKOAX BACIKEG EVIOAEC TNG YAWOOOG.

OL topeic TNG YAwooag mou KaAumrtovtal otnv edapuoyn thv Kablotouv
tkavn va BonBrioeL toug poLtNTEG 0TO HABNUa TwV YPadLKWV TOU TUAUATOC HAG.

Abstract

The purpose of this thesis was the design and implementation of an
application to the Android operating system which aims to help the user understand
the fundamentals of OpenGL language through a series of interactive examples on
key areas of the language.

Specifically, the user has the ability to draw primitive shapes, to move them,
to rotate them, to scale them, to change their colors without even knowing how he
could develop such actions. Beyond demonstrating the potential of OpenGL, the
application displays the code to the user and thus the user can learn the basic
commands of the language easily.

The areas of the language covered in the application enable it to help
students who attend graphics lessons at our department.
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1.Ewcaywyn

To xewpepwo e€apnvo tou 2012-2013 mopakoAouBnoa to HABNUA Twv
Mpadikwv TnE Kupiag TooumavomoUAou. Mapd To yeyovog OTL evOOUCLACTNKA UE TO
OVTLKELPEVO TOU padnpatog Sev undpsoa va Swow TNV mpocoxn mou nbela Adyo
Tou auénuévou ¢optou epyaciag tnv mepiodo ekeivn. MNa Tto Adyo auto, épaba
OPKETA TTPAYHOTA yLa Ta YpadLkd, Opwe dev epBadbuva 6oo Ba emibBupovoa. Etaol, Ta
vypadLKA EUELVaV oav EVa «amwOnuévo» YEoa Hou.

Otav £ptace o KAlpOC yla TNV €mAoyr Tou BEPATog TG SUTAWUATIKAG HOU
glyxa MOAAEC EVAANQKTIKEG OTO HUAAO LOU, WOTOOCO0 OUTO TTIOU KUPLAPXOUOE ATOV KATL
OXETIKO HE Ta ypadlka kal tTnv OpenGL. Apxloa va Paxvw oto internet otldnmote
gixe oxéon pe OpenGL kat evteAwg tuxaia katéAnéa os €va PBivteo emideleng pLog
epapuoyng oe tablet, n omola pmopovoes va &bael oto xpriotn OpenGL. Tote
ouveldntonoinoa T Beha va kavw. H ayamn pou adevog ywo T ypadlka Ki
OPETEPOU yLlA TOV TIPOYPOUUATIONO, ELOLKOTEPA OE KLVNTA, ME €KOVAV VA UNV TO
okeptw SeLtepn Ppopa.

Etol, €ekivnoa va avantioow pia epappoyn e okomo va Bonbrijow toug
OUHGOLTNTEG HOU VA KOTOVONoOoUV gUKOAa Kol ypriyopa tnv OpenGL amo to Kwvnto
Tou¢. Kata tn Sldpkela TG UAOMOINONG QVTLUETWTITLOO OPKETA TpoBARuaTo Kalt
ekmAnéelg, onmwg to yeyovog OtL oto android Sev umdpyxet n OpenGL, 6nwg tnv
pHaBope oto pabnua twv ypadwkwy, aAka n OpenGL ES n omoia €xeL OpKETEG
Sladopeg pe tnv mponyouevn aAAd kat dAeg Suvatotnteg. Mo mapddelypa, Eva
amAo tpiywvo otnv OpenGL mapdyetal o 5 ypappég Kwdika evw otnv OpenGL ES oe
50. H moAumAokotnta autr) otn dnuwoupyla oxnUATwyv pe odnynoe oe SLAdOopPEG
AUoelg ou Ba meplypadolv avaluTikotepa.

JtTo  TafidL  outd améKTnoa  VEEC TIPOYPAUUOTIOTIKEG  LKOVOTNTEG,
ETUKOLVWVNOO e TTOAAOUG avBpwroug mou eixav Tto i6lo mabog pe ta ypadikd Kot
TOV TIPOYPOUMATIONO, QyAmnoo TEPLOCOTEPO TO QVTLKEIPEVO Kal Kuplwg £pada
napa moAAa evdladépovta mpaypata mou eANi{w va oag HETOPEPW HECW TNG
AUTAWHATIKAC Epyaciog autng aAAd KAl TNG EapUOYNAC.

OL mapakdtw oeAibe¢ Ba mpoomabnoouv va pifouv Alyo Pwg ota
Sladopetikd otadla avamntuéng tng epapuoyng.

www.inf.uth.gr

Page 11



2.IoTopKa ETOLXELX YA TA YPAPIKA

2.1 H ap)1] T®V YPA@PIK®V 6TOVG UTIOAOYLOTEG

To 1961 o lvan Sutherland ,évag ¢ottntr¢ tou MIT, dnutlovpynoe yla To SL8aKTopLkod
Tou to Sketchpad, éva clUotnua {wypadlkng HE €va OTUAO Kal €vav UTTOAOYLOTA
Lincoln TX-2. To user interface tou Sketchpad ftav emavaotatikd KabBw¢ amotéAeoe
TPOTUTIO yla TN dnuiloupyla Twv PETEMELTA user interfaces.

‘Evacg oupdottntig tou Sutherland, o Steve Russell, Tnv i6ta mepiodo kavel pia amnod
TIC peyaAUtepeg  avakaAUpelg HéXpL  oOnNuepa  , TO  TOUXVidL  oTov
umoloylotr(videogame). O Russell &nuovupynoe to 1962 to OpuAlkd TmaLKvidL
Spacewar To omnoio £€tpexe oe PDP-1 6nwg daivetal KoL oTnVv €lkOva.

Ewova 1. To Spacewar otov PDP-1

To 1965 n IBM &nulovpynos outd Tou Oewpeital TO TPWTO EUPEWG
XPNOLLOTIOLOUHEVO EUITOPLKO TEPUATIKO ypadikwy, To 2250 (Ewkéva 2). Mall pe to
¢tnvo umoloyloty IBM-1130 1} tov IBM S/340 tOo TEPUOATIKO Xpnolpomolenke
EUPEWC ATIO TNV EMLOTNOVLKN KOLVOTNTA.

lowg éva amd Ta MpwTta yvwotd mapadeiypota ypadlkwv UMoAoyLoT oTnv
TNAgdpacn NTav n xpnon tou 2250 yia tnv avamnapaoctacn Sladopwv Ppacewv
anootoAfc tng NASA oto Sidotnua. To 6Ao eyxeipnua kdotoe $100,000.

Ewova 2. IBM-2250 terminal
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To 1968 o lvan Sutherland éxovtag mael oto maveniotulo tng Utah ouvéyloe va
oaoxoAeital kat va SLdAokel ypadikd. Ao Ta €pyacTAPLA TOU TIOVETILOTNUIOU TNG
Utah Aowmov o Sutherland dpyloe va €xel kaAoug padntéc. O Ed Catmull, yua
TapAadeLypa, TILOTEVOVTAG OTL OL UTTOAOYLOTEG €lval epyaleio yia dnuLoupyia Taviwv
TIAPNYAYE TO MPWTO animation To OMolo AMELIKOVLIE £va XEPL VO AVOLYOKAELVEL. 2T
OUVEXELQ, ElONyaye TNV L6£a Tou texture mapping (Ewkova 3), dnAadn v slcaywyn
EIKOVWV Ot oxAuata €10l wote va  doailvovtal TO  PEAALOTIKA.

Ewova 3. O Kpovog pe kat xwpig texture mapping

Apyotepa o Catmull Ba epyactel otnv Pixar kat teAika Ba yivel mpoedpog otnv
Disney Animation Studios.

AN\OL SlaKEKPLUEVOL ETILOTAMOVEC amd To maveniotiuo tng Utah mou eixav tnv
gmppon tou Sutherland Atav:

O John Warnock mou avémtuée to Portable Document Format (PDF) kot rtav
ouvidputrc tne Adobe.

O Jim Clark mou (6puoe tnv Silicon Graphics, n onoila edodiale to Hollywood pe
ypadka, kat dnuiovupynoe to 3D framework tng OpenGL.

O Jim Blinn mou &nuolpynoe emavaoctatikd ypadika yia tnv NASA (Ewkova 4),
KaBw¢ Kat tov avtaywviotr tng OpenGL, to Direct3D.

Ewova 4. Ta ypadikd mov Snpovpynoe o Blinn yua pua anootoAr] tg NASA
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2.2 H paydaia e€€AEN TV YPA@PIK®OV

To 1980 n emoTAN TWV YpOoPLKWV APXLOE va yVwPLleL peydAn avinon adevog Aoyw

TWV QmaltoewVv Tou eixav ot tawvie¢ oto Hollywood kat adetépou n O0Ao éva

aUEOVOUEVN UTIOAOYLOTIKI) LOXUG TWV VEWV UTIOAOYLOTWV OE OUVOUAOUO HE TN

XOUNAR T toug. Etol otn dekaetia tou 80" Ba apxioouv va edpappolovral TTOAAEC

VEEC TEXVLKEG KAl KOLVOTOMLEC. KATmoleg an’ auTtég Atav:

O Frank Crow avémtue pia mpaktikn pEBodo anti-aliasing. Aliasing ival to
$aLVOUEVO KATA TO OTOLO TTAPAYOVTAL TIPLOVWTEC OKUEC OTA OXNUOATA, KATL
Tou odeiletal otn xaunAn avaiuon tng 08ovng. H péBodog tou Crow eixe tn
duvatdtnva va KAVEL TIC OKUEG AEleC Kol £TOL TO QUMOTEAECUA ATAV TILO
dUOCLKO KAl TIPOYHLATLKO.

O Loren Carpenter avéntuée pLa TEXVLKN LE TNV omola UmopoUoE va Tapayel
aAyoplOuLKa Aemttopepn tormia pe tn xprnion fractals.

O Turner Whitted avémtuée tnv teXVIKN ray tracing, n omola pmopouos va
TOPAEEL PEAALOTIKEG OKNVEG QVIIKEIMEVWV HE  QVTOVAKAQGH, ONMWE
notnpta.(Ewkova 5)

Télog, n Onuwoupyia tou Star Trek Il: The Wrath of Khan, n omnoia
SnuoupynBnke MANPWG oo UTIOAOYLOTEG £86€L€e TIC SuVATOTNTEC OV lyav
Ta ypadLka tnv nepiodo ekeivn.

EwKOva 5. PEQALOTLKO TOTTLO JLE XPHON VEWV TEXVLKWV

Ztn Sekaetia Tou 90’ ta ypadlkd ApxLoov Vo yivovtol avamoomaoTo KOUUATL TwY

Tawwwyv pe mapadeiypata onwg Terminator 2: Judgment Day, Toy Story, Jurassic

Park, Titanic. 2to téAog TG deKaeTiag auTAG ival SUokoAo va BpeL Kaveig Tawvia

Xwplc tn Bonbela ypadikwv utoAoyLoTh.
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2.3 Al@Oopa AOYLOULKA YPUPLK WDV

Ma tv enitevén OAwv Twv MOPATIAVW XPELAOTNKE va dnuioupynBouv AoyLlopka
KaTAAANAQ yla tnv mapaywyn yYpodlkwv. Ta AOYLOULKA €XOUV TTOAEG OMOLOTNTEG
oANG Kot Sladopég peTtafly toug avaloya tnv €l8LKEUON Kal To AGYO TIOU €XOuV
SnuoupynBet.

2.3.1 OpenGL

H Open Graphics Library (OpenGL) dnutloupynBnke amo Tig KALVOTOUEG POOTIAOELEC
¢ Silicon Graphics (SGI), to Snuwoupyd umoloylotwv yla ypadikd pe vPnAég
anattioslg. To framework ypadwkwv tng etatpiag, /RIS-GL, tTnv emoxn ekeivn eixe
yivel standard otn Blopnxavia twv ypadikwv. Etot, yla va eSpalwoet Tnv Kuplapyia
™¢ n SGI  dnuolpynoe €va open-source framework Baoclopévo oto /RIS-GL to
OpenGL, to 1992.

H avamntuén twv smart phones oérynoe otn dnuoupyia tng OpenGL for Embedded
Systems (OpenGL ES). H OpenGL ES &ival mtio amAomnotnpévn o€ oxéon pe tnv OpenGl
yla va Tpgxel o CPU xapnAng toxVog. Auto ixe oav anotéAeopa va XxpnotpomnotnOel
EUPEWG O TOANEG MAATdopuec Oonwg to Android, to i0S, to HP’s WebOS, to
Nintendo 3DS kat oto BlackBerry.

Yrniapyouv tpelg ekdooelc g OpenGL ES, n 1.x , n 2.x kat n 3.Xx. Ot MEPLOCOTEPEC
OUOKEVEG TIG umootnpilouv OAec. H €kbdoon 1.x Paociletal meplocdTEPO OTO
npwtotuno OpenGL specification kat elval autr) mou xpnoLUomoLeital oTnV mapoloa
epyaoia.

2.3.2 Direct3D

To Direct3D (D3D) eivat n anavtnon tng Microsoft otnv OpenGL kat aneuBuveTaL o€
TIPOYPOUHATIOTEG Tayvidiwyv. To 1995, n Microsoft ayopaoce T HKpn €talpia
RenderMorphics mou eldikevotav otn dnuioupyia 3D framework, pe to Gvopa
RealityLab, yla mapaywyn mawvidwwv. To Realitylab petatpdnnke oto Direct3D kot
MpwToeudaviotnke otnv ayopd to 1996. Av kat ntav Baclopévo oe Windows-based
cuoTAMaTa XpnoldomolBnke amd 1o €upy KOWO O€ OAeG TIG MAATPOPUEG TNG
Microsoft onw¢ ta Windows, 1o Windows 7 Mobile kat to Xbox.
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2.3.3 QuickDraw 3D

‘Eva mapadetypa BLBAL0Bnkng uPnAol emunmédou yevikou okomou eivatl n QuickDraw
3D. Katw am’ tnv QD3D umdpxel €va Aento otpwpa, To RAVE. OL XprioTeg umopouv
va xpnolgomnoljoouv tn otavtap €kdoon tou RAVE ylwa kavovikd rendering. Ou mio
d\6b0o&oL pmopouv va ypapouv to diko Toug yla va mpoBAaAouv Ta Tomia Toug He
TIO KOAALTEXVLKO TPOTIO.

Otav o Steve Jobs anodacioe ot Ba xpnolponowiosl tnv OpenGL yla to Mac apyloe
n 6uon tou QuickDraw 3D.

2.3.4 OGRE

‘Eva. aA\o Aoyloptkd ypadikwv sivat to OGRE(Object-oriented Rendering Engine).
AnploupynBnke to 2005 Kal pmopel va xpnolpomnotnostl kat tnv OpenGL kal to
Direct3D w¢ xopnAd emimeda KATL TIOU TIPOOPEPEL OTO XPHOTN €va oTabepd Kol
Swpeav epyaleio. To péyebog tn¢ kowvotntag tou OGRE glval eVIUTMTWGOLAKO.

2.3.5 OpenSceneGraph

To OpenSceneGraph Snuwoupyndnke yia i0OS cuokevég. Kavel mepimou O,TL Kot To
QuickDraw 3D. Exel moAAég Suvatdtnteg, OnMwG tnv ewoaywyn Pivteo oe 3D
edappoyég. H yvwon tng OpenGL cuviotatat S10TL MOAAEG amd TIG CUVAPTHOELG TNG
OpenSceneGraph glval mapopoleg pe auteg tng OpenGL.

2.3.6 Unity3D

AvtiBeta amo to OGRE, to QD3D, 1 to OpenSceneGraph, to Unity3D eivatl éva
EUTIOPLKO cross-platform game engine mou tpéxel kat oto Android kat oto i0S. Eival
oxebloopévo €€ oAokAnpou yla mavidla kot €xel duvatotnteg mou e€eldikevovtal
o’ autd.
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3. Baowa oynuata

3.1 Baowka oynuata otnyv OpenGL

Ta oxnuata otnv OpenGL potalouv TOAU pe autd Tou OAol E€poupe. Qotooo,
umnapyouv kamoleg Stadopéc. Mia Sladopd eival TO UMOAOYLOTIKO OPAAUA TIOU
TIPOKOAELTAL Amd TOUG UTOAOYLOTEG. Mia dAANn onuavtiky Sladopd €yKeLtol OTO
YEYOVOC OTL Yyl TNV avamopdaotacn €vog onueilou otov umoloyloth xpelalopaote
€va pixel to omoio eival MoAU peyalUtepo amod tn padnuatikn évvola Tou onueiou.
‘Etol, umapxel mepimtwon moANd onpeia otnv OpenGL va {wypadilovtal mavw oto
8o pixel.

3.1.1 Inpeia

Eva onuelo avamopiotatoat amd €va oUvolo Sekadlkwv aplBuwv TO omolo
ovopaletal kopudn (vertex). ONoL oL ecwTtepikol umoAoylopol yivovtal Bewpwvtag
OTL oL KopudEG elval Tplwv Stactacewv. OL Kopud£g Tou opilovtal amod To XPHoTn
w¢ Slodlaotateg maipvouv avtopata amno tnv OpenGL Tn z-CuvteTaypEvn Lon YE TO
UNG&Ev.

3.1.2 Tpapuég

Itnv OpenGL, o 0pog “ypapun” avadEpetal oe €va TUNUA YPAUUAG KoL OXL OTn
pHadnuatiky €kS0on TOU EKTELVETAL PEXPL TO QAMELPO Kal aAm'TlC dUO TIAEUPEG.
Yndpxouv €UKOAOL TPOTOL VA OPLOTEL Ml eVWUEVN aKoAoubBia amd TuRupata
YPOUHUWY N aKOMO KoL pla KUKALKA akoAouBia amo tunuata (Ewikova 6). e kabe
MEPIMTWON, WOTOCO, OL YPAUUEG TIOU ATIOTEAOUV TIG EVWUEVEG akoAouBieg opilovtat
Qo TG KOPUPECG TNV apxn Kot To TEAOG TOUG.

Ewkova 6. AUO eVWUEVEG AKOAOUBIEG OUTO TUHHATA YPOULLWV
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3.1.3 loAVywva

To moAUywva eival TeEPLOXEG TTou €xouv dnuioupynBel amd kAelotoug PBpodyxoug
TUNUATWY YPAUUWY, OTOU T TUAHOTO YPOoUUWY opilovtal amd T KopudpEG otnv
opxn KoL To TEAOG KABE YpOoLUAG.

levikd, ta MoAUywva prmopolVv va yivouv moAumAoka. Etol, n OpenGL emiBaliel
KATIOLOUG TEPLOPLOMOUC OTO TL amoteAel éva Baoikd TmoAUywvo. MNpwTtov, oL aKUEG
evoc OpenGL moAuywvou 6gev pmopoUv va Ttéuvovtol. AeUtepov, ta OpenGL
TOAUYwva TPETEL va eival kuptad (Ewkdva 7).

Ewkdva 7.Eykupa Kot dKupa TtoAUywva

O A\6yog yLa tov omoio n OpenGL emiBAMEL TOUC MOPATIAVW TIEPLOPLOOUC ELvaL yLaTi
glval UKOAOTEPO Kal ypnyopotepo va {wypadlotolv ta mMoAUywva oautd. Etol ta
ouvBeta moAUywva (kolha, pe TPUTECG) UmopoUV va Tieplypadouv amo £va cUVOAo
OITAWV TIOAUYWVWV.

3.1.4 KaBoplopnog kopu@wv

Itnv OpenGL kaBe yewWETPKO oxnua meplypadetal and éva ocUVOAo Kopudwv.
Xpnoluormoleitat n evtoAn g/Vertex*() yia va oplotel pia kopudn.

H mapamdvw evioAn opilel pio kopudn yla xpnon tng otnv mepypadn €vog
YEWUETPLKOU QVTIKELUEVOU. MTIOpEL va TTAPEL PEXPL TEGOEPLG CUVTETAYMEVES (X, V, Z,
W) ylo Jla OUYKEKPLUEVN Kopudn N To Alydtepo SUo emAéyoviag TNV KATAAANAN
€kSoaon tnN¢ evtoAng. Av emhextel €kdoon otnv omola n z N w dev opilovtal TOTE N z
Bewpeital 0 kat n w Bewpeitat 1. Ot KANoeLg TnG glVertex*() eival éykupeg Hovo
Héoa o€ éva {euyapl evtoAwv glBegin() kai glEnd().
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Ztnv glVertex*() o aotepiokog umodnAwvel TNV KOTAANEn TOU KWLKA TIOU
amatteital yla autiv tn ocuvaptnon. OL B£oelg Twv ouvietayuévwy otnv OpenGL
umopouv va 8oBouv oe SUo, TPELG N TEOOEPLS Slaotaoel. Etol, otnv evtoAn
glVertex*() xpnowpomowoVpe toug aplbuoug 2, 3, 4 ywa va mpoodloplooupe TV
Slaotatikotnta ¢ B€ong twv ouvtetaypévwy. Mpénel, emiong, vo dnAwooupe
ToLo¢ Tumog dedopevwy Ba xpnolpomnolnBel yla Tov 0pLopod Twv apLOUNTIKWY TLHWV
TWV OUVTETAYUEVWY. AUTO EMITUYXAVETAL HE Lo SeUTePN KOTAANEN otnv evtoAr. Ot
KaTaAREELG yLa TOV OpLOPO €vog Tumou Sedopévwy elval ot i (integer), s (short), f
(float), d (double). TéAog, av xpnolpomolnBel mivakoG CUVIETAYUEVWVY QVTL yla
anevuBelag aplOUNTIKA T TIPOCAPTHOOUUE HLa Tpitn KatdAnén, tnv v (vector).

3.1.5 Zwypa@kn Bacikwv oxnudtwv pe tnv OpenGL

Ma tn dnuioupyia Baokwv oxnUAtwy adou KaboploTtel To ocUVOAO TwV KOpUuhwV
TIOU QUaLTELTAL YE TN XPron Twv evioAwv gl/Vertex*() autég Ba mpémel va pmouv
ovapeoo otnv KAnon twv evtohwv gl/Begin() kair glEnd(). To Oplopa ToOU
xpnotuornoleitat otnv gl/Begin() kaBopilel T TUMOG YEWUETPLKOU oOxnUATOG Ba
KOTOOKEVAOTEL amo tic KopudEég (Ekova 8).

glBegin (GL_POLYGON) ;
glVertex2f£(0.0, 0.0);

glVertex2f£(0.0, 3.0);
glVertex2fi(4.0, 3.0);
glVertex2fi(&6.0, 1.5);
glVertex3f (4.0, 0.0);
glEnd(] ;
L] L]
L ]
L L]
GL_POLYGON GL_POINTS

Ewova 8. Zwypadik MoAuywvou n evag Zuvolou Znpeiwv

void glBegin(GLenum mode);

Mapkdpel thv apxfy amd pa Alota dsdopévwv kopudng to omoio meplypadel éva
YVEWUETPLKO oxfua. O TUmog Tou oxnuotog daivetal amod to mode to onoio propsl va mapet
KATTOLA oo TLG TLUEG TOU TTAPAKATwW Tivaka.

void glEnd(void);

Mapkdpel To TEAog Tng Alotag dedopévwv Kopudng.
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Itnv Ewkéva 9 ¢aivovtal oAa ta Baoikd oxXAHOTA KOL TIWG OUTA TEpLypadovTal amo
TLG KOPUDEG TOUG.

Ewkova 9. BOOIKA YEWUETPLKA OXAHOTO
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Oewpwvtag OtL  n KOPUDEG (Vo,V1,V2...Vn1) €XOUV TIPOOSLOPLOTEL QVAUECA OTIC

eVIOAEC glBegin(GLenum mode); kal glEnd(); Tote avaAoya Pe TNV T Tou mode

€XOULE:

Ty AnotéAeopa

GL_POINTS Zwypadiletal éva onpeio yla KaBe €va amo
TIC n KOpUDEG.

GL_LINES Zwypadiletal plo  akoAouBia amd un

EVWHEVA TUNHOTO YPOUMWV. Ta TUAHATO
{wypadilovral petatl Twv Kopudwv Vg Kal
V1,V, KOL V3 K.0.K. AV 0 n glval mepLttog, Tote
N Kopudn V,.1 AyvoeiTal.

GL_LINE_STRIP

Zwypadiletal Eva TN YPAUUAG Ao TO Vo
010 V1, HeTA amd TO V; OTO V; K.0.K. KOl TEAOG
{wypadileTal TUAUA YPAUUNG ATO TO V,., OTO
Vpi. TO OUVOAO TWV  YPOUUWV  TIOU
{wypadilovral eival n-1.

GL_LINE_LOOP

To (60 pe mopamdvw, HE £€va TUAMA
YPOUUNG va {wypadiletal amnod To V,.; OTO Vg
oAokAnpwvovtag éva Bpoyyxo.

GL_TRIANGLES

Zwypadiletal pla akoloubia amd tplywva
XPNOLUOTIOLWVTAC TLG KOPUDEC Vo, Vi, Vo, LETA
TG Vs, V4 Vs K.OK. Av TO n Sev elval
MoAaAmMAGolo Tou 3, oL KOpudpEG Tou
TLEPLOGEVOUY OYVOOUVTOL.

GL_TRIANGLE_STRIP

Zwypadiletal pla akolouBia amd tplywva
XPNOLUOTIOLWVTAC TLG KOPUDEC Vo, Vi, Vo, HETA
TUG Vy, V1, V3, META TLG Vy, V3, V4 K.O.K.

GL_TRIANGLE_FAN

1610 He TO TMaAPAMAVW €KTOC TOu OTL

XPNOLUOTIOLOUV TIG KOPUDEG Vg, Vi, Vy, META
TUG Vg, V2, V3, META TLEG Vg, V3, V4 K.O.K.

GL_QUADS

Zwypadiletal ploa akohouBia amnod
TETPATAEUPA XPNOLUOTIOLWVTAG TG KOPUDES
Vo, V1, V2,V3 HETA TLG Vg, Vs, V6, V7 K.O.K. AV TO N
Sev eival moAAamAdolo tTou 4, oL KopudEg
TIOU TIEPLOCGEVUOUV aYVOOoUVTOL.

GL_QUAD_STRIP

Zwypadiletat plo okohoubia  amo
TETPATAEUPA XPNOLUOTIOLWVTAG TIG KOPUDEC
Vo, V1, V3,V2 HETA TLG Vy, V3, Vs, V4 K.O.K. AV TO N
Sev eival moAAamAdolo tou 4, oL KOpPUDES
TIOU TIEPLOCGEVUOUV ayVOOoUVTOL.

GL_POLYGON

Zwypoadiletoal £va ToAUywvo
XPNOLUOTIOLWVTAS TLG KOPUDEG ATl Vg, ..., Vje
1. To n mpéEmeL va gival touldylotov 3 aAAlwg
6e lwypadiletal timota. To moOAUywvo
TPEMEL va elval KUpTO Kal Ol OKUEG TOU va
LNV TEUVOVTaL.
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3.2 Baowka oYnuata 6 TNV EQaPUoyn

To mpwTto HEPOC TNV edapuoyng adopd tn {wypadlkr TwV BACIKWY OXNUATWY TTOU
urnootnpilel n OpenGL.

3.2.1 lleprypa@n Tov interface

H 6€a elval va pmopel o xprotng va eMAEYEL TO YEWUETPLKO OXAUA TTOU emMLBUEL
oo pLa Alota otnv onola epdavilovral OAa Ta mBava oXAHATA KoL 0T CUVEXELA UE
TO AyylyHa Tou otnv 00o6vn va opilel kal po kopudr). Etol, avaAoya To GXAHO TToU
Ba SlaAé€el kol tov aplOuo Ttov Kopudwv Tou €XeEL SnuoupynaosL otnv obovn,
eudavileTal Kal To aviiotowxo oxnua. Emiong, kabwg n edapuoyrn otoxo €xeL va
S18akeL to xpriotn OpenGL, umtdpyel £va MAALOLO OTO Omolo Umopel o xpriotng va Set
TOV KWOLKA E TOV OTolo £ylvav OAEG OL EVEPYELEC TTOU UOALG €ide otnv 0606vn Tou.
Me aAla Adyla o Xpriotng popsel va 8L mwe pnopei va {wypadiosl ta oxnuata os
nieptBarlov OpenGL. TéAog, yla emumA£ov Bonbela oTto XpnoTn UTMAPXEL €va KOUTTL
Tou g€nyel avaAuTIKA TIG eVTOAEG TTou epdavilovtal, evw £va aAlo spdavilel OAa Ta
Baowka oxnuota Tou upmopsl va  {wypadicet o xpnotng (Ewova 10).

Ewova 10. To interface ywa ta primitive shapes
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3.2.2 Ylomoinon

3.2.2.1 To mpofAnua

Mépa amod tov Mpoypappatiopd oto Android og Java yla Snuoupyla tou pEPOUC
OUTOU OVTIHETWIILIOA T TIpWTo TipoPAnRuata, Kabwe apxlkd mpoomabnoa va
xpnotpomnotiow tnv OpenGL ES yia tn {wypadiki Twv oxnuatwyv. Onwc anodeiytnke
opyoTEPO KATL TETOLO NTaV TTOAU SUCKOAO va yivel. Ot Baoikoi Adyol Atav dvo.

O mpwtog NTav OTL 0 oxedloopog oxnuatwv otnv OpenGL ES eivat moAU mio
TiePUMAOKOC amo to oxedloopo oe ocupPotiky OpenGL, amattel TMOANEG YPAUUEG
KwoOLKa o avtiBeon pe TIC EAAXLOTEC TNC CUMPBOTIKAG Kal €lval apkeTa dSuovonToc.
Yndpyouv £Tolpa oxnuata oto Stadiktuo, wotdoo UTNPXE KL GAAO TIPOBAnUO TToU
anoteAel To SeUtepo Adyo.

O 6eUtepog AOyog eival OtTL n epyacia amattel Snuioupyia SUVAULKWY CXNUATWY LE
To ayywypa Ttou xpnotn. Ouwg, Ta oxnuata outd 6&ev  NTav  €UKOAQ
TIOPOLETPOTIOLI OO UE OTOTEAEGHA VO UNV €lvat Suvati n dnuioupyla SUVAUIKWY
OXNUATWV.

3.2.2.2 HAVon

AopBavovtog ta mapandavw umoyn kKatalaBa OtL €mpene va otpoadw oAAou. Tn
AUon €6woe n PBBALoBnkn graphics tou android, n omola pmopet va {wypadioel
YPOUMEG Kot GAAa oxnpato. Amo ‘Kel Kat tépa n LO€a lval amAn.

Anpolpynoa pia kKAaon PrimitiveShapesActivity.java, n omola €ival to activity mou
€ANEYXEL TOL KOUUTILA KaL apyLkoTtolel to layout shapes.xml mou eivat to Interface tng
edappoyns (BA. mapaptnua). And to layout Oploa tnv meploxn otnv omoia o
xpnotng Ba pmopel va ayyilel tnv 00Bovn kat va {wypadilel péow TNG KAAGONG
PrimitiveShapes.java.

Jtnv  ewkova 11  daivetar o QTAOTIOLNMEVOG  KWOLKAG TNG  KAAONG
PrimitiveSpapes.java. Onw¢ daivetal xpnotponoteitar n BiPALodnkn graphics kat
ouyKekplpéva oL kAdoelg Canvas kat Paint. Evw n kAdaon PrimitiveSpapes.java
ektelvel tnv kAdon View. H kAdon Paint BonBdel otov KaBoplopd TOU XPWHATOG
ypadng, To maxog aAAA Kal To 6TUA e To omoio Ba {wypadlotouy Ta oxruata.
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Ewova 11. O anAonownpévog KwdLkag tng KAdong PrimitiveShapes.java

ITn ouvéxela mapatnpoL e t HEBodo onDraw (Canvas canvas), otnv onoia yivetat
n (wypadikn. H péBodog autn kaAeitalr ocuvéxela kat epdavilel otnv 00ovn
otdnmote €xeL {wypadLotel pe Tn PorBela Tou AVIIKELUEVOU canvas.

‘Etol, otav kabe dopd o xprotng ayyilel tnv 08ovn dnpouvpyet pla kopudn n omnola
armoBnkevetal o pla Alota. H Alota aut avatpéxetal KABe otyun PEoa otnv
onDraw() puéBodo kal avaloya pe To mOoA OTOLKELA €XEL O OUVOUAOUO UE TNV
emloyn oxruatog rou 666nke ano to xprotn {wypadiletal To avadAoyo oxriua.

Ta meplocodtepa oxnuata Snuloupyolvial HE TUAUOTA YPOUUWY HETAEL TwV
kopudwv tTou¢. Etal, yia mapadelyua, éva Tpiywvo e KOpUdES Vo, V1, Vo aTOTEAELTOL
OO TPELG YPOAUMES HETAEY TWV KOPUDWV Vo-V1,V1-Va,V2-V3 K.O.K.
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ItnVv nepintwon mou €xet emAeXBel €va oxra To omoilo amaltel mapamdavw anod pia
Kopud£g yla va epdaviotel Tote otnv 086vn Sev eudaviletal Timota Kot 0 XpHotng
Ba mpénel va SwoeL MEPLOCOTEPEG KOPUPEC.

MNna mopadeypa, av o xpnotng emihééel va {wypadiosl Tpiywva emAéyovtag To
kKoupumti Triangles Ba mpémnel va ayyiéel 3 dopég v 08d6vn ywa va SeL To MPWTO
Tplywvo (Ewkova 12).

Ewova 12. Ztadiakn dnpovpyia evog tplywvou. Apxtka dev epdaviletal tinmota péxpt va cupunAnpwOouv
TPELG KopudES

Onwc PAEMOUUE OTNV €lKOVA 12, 0 KWSLKOG OVOVEWVETAL CUVEXWG, WOTE VO UIMOPEL 0
XPNOoTNG va mapakoAouBel Bripa Brpa tnv e€EALEN Tou.

Kata tov 1610 tpomno {wypadilovral Kal To UTIOAOUTA YEWUETPLKA OXMHaTA.

3.2.2.3 Hapatnprjosig

O aplBuog Twv Kopudwv TOU UMopel va MPocBEcel 0 xprotng ival KabBopLopévog
yla kaBe oxnua. Etol, YETA amod €va aplOpd kopudwv O TiVOKAC TIOU KPATAEL TLG
KopudEC adelalel, n 006vn kabapilel Kal 0 XprioTNG UIMOPEL va EL0AYEL KOPUDEC Ao
™v apxn.

OL evtoAég adopouv tov SLodlAoTaTo XWPOo, CUVENWE Tt oxnuata {wypadilovral
oTo eninedo 6mou to z Bewpeital ioo pe to undév.
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4. MeTaoYUaTIONOL

4.1 Metaoxnuatiopol otnv OpenGL

4.1.1 AwoSudotatn Metatomnion (2-D Translation)

MmopoU e vOl EKTEAECOUUE MLl LUETATOTILON €VOC ONUELOU TIPOOOETOVTOG OXETLKEG
OITOCTACELG OTLG CUVTETAYUEVEC WOTE VO TIAPAYOUE UL VEQ BECN CUVTETAYUEVWV.
TNV MPAEN UETOKLWVOULE TNV 0pXLK B€0Nn TOU onUELOU KOTA PKOC TOU (XVOoUg EVOC
guBUypaUpOU TUAHOTOC OTn VEa Tou TomoBecia. Opolwg, M peTATONION
epopudletar oe €va avtikeipevo ToU opiletal amd TOMAmAEC  B€oelg
OUVTETAYUEVWVY UE TNV (8Ll HETATOMLION KATA MAKOG TtapAdAAnAwv txyvwv. Katomuy,
OAOKANPO TO aVTLKELLEVO TIPOBANAETAL OTNV VEQ TOU TomoBeaia.

Na va petoatomiooupe (ot Stodldotatn BO€on TPOOOETOUPE  OMOCTACELG
HETATOMLONG.

X' =x+tikay =y+t,

H petatomion eivol €vog HETAOXNUATIOMOC OTEPEOU OCWHATOG TIOU UETOKLVEL
ovTKelpeva xwplc mapapopdwaon. Andadn kabe onueio MAVW OTO OVTLKELUEVO
petartomniletal pe TNV dLa moooTnTaA.

4.1.2 AteSuaotatn lleplotpo@n (2-D Rotation)

‘EVOC HETAOXNUATIOMOC TIEPLOTPODNG EVOC QVTLIKELUEVOU TOPAYETAL opilovtag £vav
afova meplotpodnG Kal Mo ywvia meplotpodnc. Metda, OAa ta otolxela tou
QVTLIKELUEVOU peTaoxnpatilovtal o€ véeg BETELG EPLOTPEPOVTOC TA ONUELD KATA TN
ywvia ou oplotnKe yUpw armod tov afova mepLotpodnc.

Mua Stodlaotatn mepLotpodn EVOC AVTLKELMEVOU AQUBAVETAL EMAVOTOMOBETWVTOC
TO QVTIKE(MEVO KOTA MAKOG TOU KUKALKOU (xvoug oto emimedo xy. I’ auti tnv
nepintwon nePLoTPEDOUE TO AVIIKEIUEVO YUpW Ao €vav aova MePLoTPOodrC Tou
elval kaBetog oto eminedo xy. Ol mapapetpol tng Stodlaotatng neplotpodng elvat n
ywvia meplotpodns a kot pia 6€on (X, yr) mou ovopdletal onpeio mePLOTPodnc,
YUpW Qrto To omolo To avilkeipevo Ba neplotpadel. To onueio meplotpodng elval To
onUelo TOUNG Tou dova MePLOTPODN G LE TO EMITESO Xy.

OLe€lowoelg mou ekdpalouv tn Slodlaotatn neplotpodn eival:

X’ = xcos(a) —ysin(a) kat Yy’ =xsin(a) + ycos(a)
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OLmapanavw eEL0WOELG UMOPOUV Va EKGPAOTOUV Kal UE TN popdn Ttivaka:

R = |:C05fﬂ} —sin(a }}

sin(a)  cos(a)
4.1.3 AwoSuaotatn Khiypakwon (2-D Scaling)

O METAOXNMUOTIOUOC KALHAKwONG edopudletal yla va oAAGEEl TO OXAHO €VOC
OVTIKELPHEVOU. Mia  amAp mpafn KAlMAKwong O6Uo SlooTaocewv  eKTEAEiTOL
oA amAactalovrag Tig BE0eLg (X,y) EVOC QVIIKELUEVOU UE TIOPAYOVTEC KALLAKWONG Sy
,Sy YLOL VOl TIAPOUUE TLG LETAOXNLOTIOUEVEG CUVTETAYMEVEG. EToL

7 )
X" = XSy kaw Yy’ =ys,

N o€ popdn mivaka:

OL MapAyoVTeC KALLAKWONG UITopolV Vo TAPOUV omoleadAMOTE OeTIKEG TIMEC. TLUEC
HULKPOTEPEG TOU 1 PELWVOUV TO HEYEDOC TOU QVTIKELUEVOU EVW TLUEG HEYOAUTEPEC TOU
1 mapdyouv peyeBuvel. To oxnUa TOPAMEVEL QPETABANTO OV OL TIAPAYOVTEG
KALLAKWONG TTAPOUV TNV TLUAR 1. AV OL CUVTEAECTEG €X0OUV TNV (LA TLUN TtapayeTal
opoLOpopdN KALLAKWON KE QmMOTEAECHA TO oXNHa va Slatnpel TG avaloyieg tou. Av
OMWG oL TLMEG elval SladopeTikeg, mapayetal dtadoplkny KALLAKWON, n omola €xeL
OpPKETEG ePaPUOYEC.

4.1.4 TpioSuaxotatn Metatonion(3-D Translation)

Mua B€on P = (x,y,z) otov TpLoSLaotato xwpo Hetatoniletal os pia tonobeoia

P’ = (x",y’,2') mpooBETovTag TG amooTACELG HETOTOTIONG ty, Ty, t,. ETOU

X' =X+X,Y =y+Vyikaz =2z +z
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OL TpLodLAOcTATEG MPALELC AUTEC UIMOPOUV Va ekPpacToUV o€ popdn mivaka:
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‘Eva avtikelpevo petatomniletal o€ TPEL SLAOTACELC peTaoxnpatiovtag kabeuia ano
TIC OUVTETAYUEVEG B€oewv ToU TO opillouv, Kal HETA Katackeualovtag fava Tto
OVTLKELPEVO 0Tn VEa TomoBeaia. Metatoniletal kabe kopudn KAOe emipavelag evog
OVTLKELUEVOU TIOU avaropiotatal w¢ €va oUVOAO amod TOAUYWVIKEC ETILGAVELEG Kall
nipoBariovrtal Eava oL TOAUYWVLKEG €6PEG OTLG LETATOTILOUEVEG BEDELC.

4.1.5 Tpiodudotatn Mepiotpogn (3-D Rotation)

OuL Siloblaotateg eflowoelg meplotpodns yupw amod tov afova z (Ewkova 13)
EMEKTE(VOVTAL EUKOAQ OTLC TPELC SLOOTAOELC:

x" =cos(a) —ysin(a), Yy’ =xsin(a) +ycos(a) kat ' =z

Kol o€ popdn mivaka eivat:
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Ewova 13.Nepotpodn yupw armo tov agova z

Ot e€lowoelg eploTpodr¢ yUpw armo tov afova X ivat:
y’ =ycos(a) — zsin(a), 2’ =ysin(a) + zcos(a) , X' = x
KOl O OVTLOTOLYOG TIVAKAG:

1 0 0

0
R 0 cos(a) —sinfa) 0

x,a)= ,
) 0 sinfa) cos(a) 0O

0 0 0 1

Ol e€lowaelg meplotpodrg YyUpw armo Tov atova y eival:
z’ =z cos(a) — xsin(a), X’ = zsin(a) + xcos(a) ,y' =y

KOlL O AVTLOTOLYOG TtivaKag:
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0 sin(a) 0O

| 0 0

—sinfa) 0 cos(a) 0O
0 0 0 |

cosl(a)

R(y,a)=

4.1.6 Tplodudotatn KAipakwon(3-D Scaling)

H ékdpaon tou peTaoynUaTIOpol TPLodldotatng KAlHAKwonG plag 8€ong P=(x,y,z)
o OX€on UE TNV apXN TWV OUVIETAYUEVWV ElvaL MO QTAN EMEKTOON TNG
Stodlaotatng KALHAKwonG. ETol, o mivaKag LETAOYXNUATIOUOU KALLAKWONG yiveTat:

S 0 00
S=0 5 00
0 0 50
00 01

4.1.7 OL eVTOA£G pETAGYXNULATIONOVU 6TV OpenGL

‘Evag mivakog Petatomniong 4 ni 4 kataokeualetal e TNV akoAouBn poutiva:
glTranslate*( tx, ty, tz);

OL mopAuetpoL Hetatomong tx, ty , tz pmopoUV va TAPOUV OTOLECSNTIOTE
TIPOYHOTIKEG TIMEG KOl N Mia Kol HOVOo KatdaAnén pou emikoAAdtal ¢’ autn Tn
ocuvaptnon sival f (float) 1 d (double). Mo Stodldotateg epapuoyEC BETOUNE TNV tz =
0.0. Akoun pla Stodlaotatn B€on avamaplotatal Pe Evav TVAKA-OTHAN TECOAPWV
oTolxelwv, Ue TO OTOLXELO Z (00 pe To 0. O TivaKAG HETATOMLONG TIOU TTOPAYETAL A0
QUTH TNV OULVAPTNON XPNOLMOTOLE(TAL yla VA UETACXNMOTIOTOUV oL B€0elg
OVTLKELLEVWY TIOU OpLoTNKOV META TNV KAAON QuUTAG TG ouvdptnong. la
napAadelypa, UETATOTI{OVUE TIG DECELG OUVIETAYUEVWY TIOU OPLOTNKAV HETA amod
autn TN ouvaptnon 25 povadeg otn popd tou X kat — 10 povadeg otn popd Tou y PE
TNV EVIOAN:

glTranslatef(25.0, -10,0, 0.0);
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Opolwg, €vag mivakag nmeplotpodnc 4 eni 4 mapAyeTAL e TNV EVIOAN:
glRotate*(theta, vx, vy, vz);

onou to Slavuopa v = (vx,vy,vz) pmopel va Sextel omolecdAMOTE TIUEG KLVNTAG
UTtOSLAOTOANC OTA OTOLXEL TOU. AUTO To SlAvuopa opilel TOV MPOCAVOTOALOUO EVOG
afova TEPLOTPOPIC TTOU TEPVAEL OO TNV aPXN TWV CUVIETAYUEVWV. Av TO Vv Sev
opiletal w¢ povadlaio SLAVUOHA, KAVOVIKOTIOLEITOL UTOUATA TIPLV UTTOAOYLOTOUV Ta
oTolxeia Tou mivaka meplotpodns. H kataAnén umopet va eival ite f eite d kat n
TOPAUETPOC theta maipvel TNV ywvia meplotpodng o€ HOLPEC, TNV omola n poutiva
HUETATPETEL OE AKTLVA YLO TOUC TPLYWVOUETPLKOUG UTTOAOYLOHOUG. AUuTr n cuvAptnon
TIOPAYEL VAV TIVOKOQ TIEPLOTPOPINC XPNOLUOTIOLWVTAC TOUG UTIOAOYLOHOUC TOU
TETPASIKOU CUOTAHATOG TIoU edapUoleTal o B€aelg mou opilovtal PETA TNV KARON
QUTNC TN ouvaptnong. MNa mapadelyua, n evtoAn

glRotatef(90.0,0.0,0.0,1.0);
KOTAOKEUALEL TOV TivaKa yLa pia eptotpodn 90 polpwv yupw amo tov afova z.

Me tnv akoAouBn pouTtiva maipvoupe éva Tivaka KALUAKWONG 4 enil 4 og ox€on Ue
NV apXr TWV CUVTETOYHEVWV.

glScale*(sx,,sy, sz);

H katdAnén eival maAt eite f gite d Kol oL MAPAUETPOL KALUOKWOELG UMOPOUV val
TLAPOUV OTIOLECSNTIOTE TIPOYHOTLKEG TIHEC. JUVETIWG, AUTH N ouvaptnon Ba mapayst
Kol avTavakAAoelg otav 60000V apvNnTIKEC TLHEC OTLG TIOPAUETPOUC KALLAKWONG. Mo
mapadelypa, n akoAoudn evioAn mopdyel €vav mivaka Tou KALLAKWVEL Kotd SUo
dopEg otn popd Tou X, KatA TPELS POPEG 0TN HOoPA TOU Y, KOL AVIAVOKAQ OE OXEON
HE Tov afova Xx.

glScalef(2.0, -3.0, 1,0);

4.2 METACXNUATIOUOL OTNV EQAPLLOYT)

4.2.1 Meprypaen tov interface

H 6€a elval va pmopet o xpRotng va epapuolel TIG MOPATAVW EVIOAEG OE KATIOLO
oxNUa €10l WoTe va PBAEMEL LOVOG TOU TL KAVEL N KABE evToAr LOvVN TNG aAAQ Ko OAEG
pall oe ouvduaouo. Emiong, ywa va pumopouv va daivovtal Kol Ta anmoteAéouata
oTov Tplodlaotato Xwpo eival avaykn yla dnuloupyia tplodldotatou oxHAUaTOoC.
Etol, to interface amoteleital amd to YwpPo Omou daivovtal oL eVIOAEG, TO
TpLodldotato MAAvo Ue TNV Umapén evog mMoAUxpwpou kUBou, kouuri Bonbelag yla
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enMe€nynon Twv eVIOAWV Kal PUOCLKA O XWPOC OTOV OTMOolov 0 XPNOTNG MUMopEl va
oAAnAemidpaoel pe tnv edpappoyn, dSnAadn T KOUUNMLA HE TA omola Umopsl va
€L0AYEL EVTOAEG KL av AAAAEEL TIC TIUEG TwV oplopAaTwV Toug (Etkdva 14).

Ewova 14. To interface Twv HETAOXNUATIOHWV.

4.2.2 YAomoinon

Ma tnv vAomoinon auToU ToU HEPOUG XPELACTNKE N emiotpdteuon tng OpenGL ES.
Apxika, dnulovupynoa tnv kAaon TransformationsActivity.java, n omoia énuoupyetl
To activity yia tn ouykekpluévn evépyela (BA. mapdptnua). H kAdon autn eival
UTMELBUVN YLA TO XELPLOMO TWV KOUMUMLWY, KaBwg Kal tnv apxlkomoinon tou layout
mou amnoteAel To interface oto apxeio transformations.xml. Zto apxeio autd, yia tn
Snuloupyla Tou TPLOSLACTATOU XWPOU, XPNOLUOTIOINONKE w¢ OpLopa N KAAon
TransformationsGLSurfaceView.java, n omoia nepléxel tov kwdika tng OpenGL ES.

Itnv  ewkéva 15 daivetat o  amlomolnpévog  KwOKag tNG  KAAONG
TransformationsGLSurfaceView.java.
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Ewova 15. O anhonownpévog Kwdikag tng TransformationsGLSurfaceVeiw.java

MapatnpoUpe OTL yla tn Snuoupyia OpenGL ES mpoypappdtwv amattouvrot 3
Baolkég pEBodol. H onSurfaceCreated() mepLEXEL KATOLEG APXLKOTIOLNOELG TTOU gV
nailouv kamolwo poAo ¢’ autd to otadio. H onSurfaceChanged() meplappavel
KATIOlEG PUBUIOELG yla TNV KAMEPA Kal Tov Tplodldotato xwpo mou Ba Soupe
QVOAUTIKOTEPO. OTO €MOMeVO KeddAato. H onuavtikotepn amod OAeg €ival n
onDrawFrame(GL10 gl) otnv omoia yivovtal ot petacxnuotiopol kal epdaviletal o
KUBOG oTo Xwpo. NapatnpoVUe OTL Ol EVIOAEG HETAOXNUATIOMOU otnv OpenGL ES
elval akplBwg 16teg pe autég tng OpenGL. O kUPog lwypadiletal pe tn péBodo
draw(), evw n kAaon Cube.java mepléxel t dnuoupyia tou KUPBou oe OpenGL ES
nieptBarov (BA. Mapdptnua, kAaon My3DTexture.java) mou Sladépel amod Tov
arAoiko Tpomo Snuloupyiag oxnuatwv otnv OpenGL.

Onwc BAémoupe KABe Popd OV 0 XPOTNG ETIAEYEL LA EVIOAN, autr ebappoleTal
oToV KU0 UE TIG TTapapETpOUG TTou auTtog divel. Otav o xpotng avalpel tTnv €VIOAN
autn dev edbapuoletal T Kal Yupvael Tov KUPBo otnv apxlkr Tou kKatdaotoon.
ErunpooBeta, petd anod kabe Brua epdavitovral (n e€adavilovral) oL EVTOAEG pe Ta
oplopata mou €XouV TAPEL ATTO TO XPHOTN £TOL WOTE AUTOG VO UITOPEL va TLG OeL.
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INUAVTLKO pOAO TalleL n oglpa e TV omola divovtal ol eVToAES kaBwg pia bavn
HeTatonion akoAouBolpevn amnd pia neplotpodn €xel SLadpopeTIKA amoTteAEopaTa
arnod tnv avtiBetn Stadkaoia (Etkova 16).

Ewova 16.H nieplotpodn ko petatomnion £xel Stadopsetikd anoteAéopata ano tnv avtifem diadkaoia
(netatomnion ko petd nepotpodn), Onwg paivetal mapanavw.

Emeldn o xwpog otnv 006vn Tou KvntoU lval mepLOpLOPEVOC N eVTOAN rotate sival
UAOTIOLNUEVN, WOTE VA TIEPLOTPEPEL TOV KUBO yUpwW amo KAOoLoV amnod Toug Baclkoug
afoveg mMePLOTPOodNGC. ZUVETWG, OV O XPNOTNG EMIAEEEL TOV AoV Yy KOL OTN CUVEXELD
neplotpéPel  kata 60 poipeg  Tov  KUBO, TOPAYETAL N EVIOAN
glRotatef(60.0,0.0,1.0,0.0);, av opéCcwG MeTA emdexBel o afovag x TOte 0 KUPOG
petatoniletal autopata 60 poipeg yupw amd tov afova, KaBwWC n eVvioAn ylvetal:
glRotatef(60.0,1.0,0.0,0.0);

ErunpooBeta, dev umdpxelt n duvatotnta va xpnolgomolnBel n dla evioAn
TEPLOOOTEPEG O Hia dopég. O Adyog Tou LoYUEL N TPONYOUUEVN TpOTACH
Baoiletal otnv amAdtnta nmouv nBeAa va dtatnpnBeil oe O6An tnv edapuoyr, KabBwg
okomog NG edpapuoyng eivalr n emnideln twv evioAwv tng OpenGL kal oOxL ol
TLOAUTIAOKOL LETOOXN LATLOUOL.
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‘Etol, 0 XPOTNG UMOPEL va XPNOLUOTIOLNOEL TIG POCIKEG EVIOAEC UETOOXNUOTIOUOU
Kol vo. ByGAEL povog Tou To SLKA TOU CUMMEPACHATA Yla TO TL UIMOPEL val KAVEL N
KAaOe pia (Ewkéva 17).

Ewova 17. Xprion Ko Twv 3 EVIOAWV HETACXN LOTLOMUOU.

5. O<aon

Emeldn n diodlaotatn B€aon amotelel umonepintwon tn¢ Tplodlactatng, n epyacia
pou avadépetal otnv teAevtaia. Tov (6o kavova akoAouBel kal n epapuoyn, n
ormola xpnoluomolel poutiveg Ttplodldotatng O€aong ywa tnv euddvion Twv
OVTLKELLEVWV KAl TOU TTAGVOU.
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5.1 Tpwodiaoctatn 0£acn otnv OpenGL

Ye avtiBeon PE TNV EIKOVA HLOC KAUEPAC, UMOPOUUE va TIAEEOUUE SLOPOPETIKEC
HeB6doug mMPoBoAng pLag oknvng mavw oto emninedo B€aong. Mia péBodocg yia va
Baloupe tnVv meplypadn EVOC OTEPEOU CWUATOC TTAVW O £va eninedo Béaong eival
va TIPOoPBAANOU LE ONnUELa TNG ETILDAVELAG TOU QVTLKELMEVOU KATA UAKOG TTApAAANAWY
YPOUUWV. AUTH N TEXVIKN, TTOu ovopaletal mapdAAnAn npoBoAn(parallel projection),
XPNOLUOTIOLE(TAL OE OXESLA UNXOVOAOYLOG KOl APXLTEKTOVLKIG YLA VAL VT PAOTH OEL
€Va aVTLKELPEVO HE éva oUVOAO amod OYelg tou Seixvouv Tig akplBeic SlaoTaoelg Tou
OVTLKELUEVOU.

Mwa GAAn p€Bodo¢ moapaywyng uiag oPng  tpLodlaotatng oknvAc eival va
nipoBAarAovpe onuela oe €va eninedo B£aong KOTA UAKOC LYVWV TIOU CUYKALVOUV.
Autn n Stadikaoia mou ovopaletal tpoontikl mpoBoAn (perspective projection), €xet
WG OUTTOTEAECHA TOL OVTLKELPEVA TIOU BplokovTtal pakputepa amo tn 6éon BEaong va
poBAAAovTal HIKPOTEPA OO Ta avilkeipeva (Slou peyéBoug mou Bplokovtat
mAncléotepa otn Béon B€aonc. Mo oKnvr) TIOU TTOPAYETAL XPNOLLOTIOLWVTAG Lo
T(POOTTTIKY TPOBOAN dalveTal TILo PEAALOTLKY, adol aUTOC Elval KaL 0 TPOTOC ToU T
HATLO paG Kal oL dpakol pLag Kapepag oxnuati{ouv eLKOVEG.

Ot SLadlkaoieg mopaywyng KOG OTELKOVIONG YPAPLKWY ULOG TPLOSLACTOTNG OKNVAG
elval kanmwg avaloysc He TG Sadikaoiec mou oxetilovrat pe ™ Anyn pwog
dwtoypadiag. Mpwta arm’ OAa, xpelaletal va emAé€oupe ula Béon B€aong mou
avTLoToLXel e To oL Ba BEAapE va TOMOBETHOOUE Ula KAPEPA. META, TPETEL va
anodpaciooUNE yla TOV TIPOCAVATOALOUO TNG KApePag. TEAOG, Otav KAE(VOUUE Tov
dwtodpadyxtn, n oknv koPetal oto HEyeBog €vog emileypévou Tapabupou
QUTTOKOTING, TO OMolo avTLoTolxel oTo Sladpaypa 1 Tov TUTo Tou GakoU PLOG KAUEPAS
Kal To pw¢ amd TG opatéG emidAveLEG TIPORAAAETAL TTAVW OTO PIAK TNG KAUEPOAC
(Ewkova 18).
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Ewkova 18. Avaloyia pe pwrtoypadikn pnxavy.

JTOV UTTOAOYLOTH O TPOTOG UE TOV OMOL0 HETAOXNUATIETAL Lo TPLOSLACTATN OKNVA
O€ OUVTETOYUEVEC OUOKEUNG €lval o akoAouBog: Adol €xel povtelomolnBel pia
OKNVA O€ TIAYKOOWLEG OUVIETAYUEVEG, ETUAEYETAL €va CUOTNUO CUVIETOYMEVWV
B€aong Kal n mepypadr TG OKNVAG METATPEMETAL OE OUVTETAYUEVEG BEaong. To
oclUOTNUO  OUVTETayUévwv  Béaong opilet TG  mopapétpoug  Béaong,
cupnepAapufavouévwy TG BO€ong Kal TOU TPOCAVATOALOMOU TOu emutéSou
TPpoBOANG, To omoilo UmopoUpe va SoUE W To eninedo tou GAU TG Kapepag. Eva
Slobldotato mapAdbupo QMOKOTIG, TIOU OVTLOTOLXEL O €vav eTAeypéVO GaKO
KAUEPOC, opileTal mavw oto eninedo mpoPoAng kat Snuioupyeital pa Tplodlaotatn
TIEPLOXN QTTOKOTING. AUTH n TIEPLOXN) QUTOKOMNG ovoualetal Oykog B€aong, Kol To
oxNUo Kot péEyeBog Tou e€aptatal amod Tig SLHOTACELS TOU TapabUpou QATOKOTAG,
ToV TUTO TNG TPOPOANG TOU ETUAEYOUE, KOl TIG ETUAEYUEVEG DECELG TTEPLOPLOUOU
Katd pNko¢ tng SlevBuvong Bacng. OL mpaelg mpoBoAng ekteAolvtal ylo va
uetatpePoupe TNV meplypadr ouVIETayPEVWY B€aong TG oknvng oe BEoelg
OUVTETAYUEVWY TIAVW oTo eminedo mpoBoAng. Ta avtikeipeva xaptoypadouvtal o
KOVOVIKEG OUVTIETOYUEVEG Kol OAQ Ta HEPN TNG OKNVNAG €KTOG TOu Oykou BEaong
PaAdidovtal. OL mpagelg amokomng umopolV va edappoctolv adol Exouv
OAOKANPpwWOEeL OAoL Ol PETAOXNUATIOMOL CUVIETAYUEVWV TIOU €ilval avefdptntol
OUOKEUNG. Mg QuUTOV TOV TPOMO MMOPOUV v CUVEVWOOUV oL PETACKNHUATLOUOL
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OUVTETAYUEVWY yla péylotn amodoon. To TeAlko BrApa eivat va xaptoypadrooue
T OUVTETOYUEVEG TOU TtapaBbupou amoPng o€ CUVTETAYUEVEG CUOKEUNG LECA OE
€va emiheyuévo mapabupo napouciaong (Ewova 19).

Ewkova 19. ZTAdLa TPLOSLACTOTWY PETACKN LOTIOHWV.

5.2 TuvapTtiosis 0£aong otnv OpenGL kot OpenGL ES

5.2.1 H ouvapTnon HETACXUATIONOV OEaong

OL mapapetpol B€aong opilovtal pe TNV akoAouBn cuvaptnon tng GLU, n omola
Bploketat otn BPAL0ONKn OpenGL Utility, S10TL KOAEL T pouTiveg LETATOMLONG KOl
neplotpodng otn Baoikn BLBALoBnkn tng OpenGL.

gluLookAt( x0, y0,z0, xref, yref, zref, Vx, Vy, Vz);

Ol TIHEG OAWV TWV TOPAUETPWY OE QUTAV TN OUVAPTNON TIPEMEL VO E(VOL TLUEG
KLVNTAG UTtoSLaotoAng SumAng akpifelag. Auti n ocuvaptnon opilel tnv apxn tou
mAatoiov avadopadg BEaong wg tn BEon MayKOoULWY CUVTETAYUEVWY Py =(x0,y0,20),
™ B€on avadopdg wg P = (xref, yref,zref) kaL 1o avodiko dtdvuopa B¢aong wg V =
(Vx, Vy, Vz). O Betikdg Afovag zyiew YLO TO TAQiCLO B€aong eival otn dopd N = Py —
Prer. To SLAVUOUA Py ekdpdlel tn B€on TNG KAUEPAS, TO Pres TO KEVIPO TNG BEQONC KalL
7O V TOV MPOCAVATOALOUO TNG KALEPQG.
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Av bev kaAéooupe T ouvaptnon gluLookAt, oL Tpéxouoeg mapapeTpol BEaong sivat
Po=(0,0,0), Pres =(0,0,-1) ,V =(0,1,0) (Ewkéva 20).

Ewova 20. NMpokaBoplopéveg mapapetpol Oaong otnv gluLookAt().

5.2.2 Tuvaptnon opfoywvia TpoBoirg

OLmapapetpol opBoywviag poPoAr ¢ emAéyovTal Ye Tn cuvaptnon:
glOrtho(left, right ,bottom, top, near, far);

OAeg Ol TIHEC TWV TOPAUETPWY OE QUTH TN CUVAPTNON TPEMEL va ival aplBpol
KLVNTAG utoSLaoTtoAn g SUTANC akpiBeLaG. XpNOLUOTIOLOULE TNV TTAPOITAVW EVTOAN yLa
Vo ETUAEEOUUE T CUVTETAYUEVEC TOU apaBUPoU QTTOKOMAG KAl TG ATTOOTACELG TWV
KOVTIVWV KOl HOKPWVWV ETUMESWV amo tnv apxn O€aong. To Kovtwo emimedo
QTTOKOTING €lval, €MiONG, To enimedo BEAONG KAl CUVETIWG, TO TOPABUPO QTTOKOTING
€lval MAVTOTE MAVW OTO KOVTLVO EMinedo Tou Oykou BEaong.

H ouvaptnon glOrtho mapadyet pia moapdAAnAn mpoPoAr mou eival kabetn oto
eninebo Ofaong (to kovtwod eminedo amokomng). EToL, autl n ouvaptnon
dnuoupyel évav menepacpévo oyko BEaong opBoywviag mpoBoAng yla ta enineda
Kol TO napadupo QTTOKOTTNG Tou opilovtal (Ewkova 21).

Ewova 21. O oykog O£aong tng glOrtho().
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Itnv OpenGL, ta KOvTlva KoL MOKPLVa emimeda amokomng Sev €lval TPOALPETIKA,
TPEMEL TAVTOTE va opilovtal yla omolovOAMoTE HETAOXNUATIONO TtpoBoAng. Ot
TlapAUETPOL near kat far umodnAwvouv anootacelg otnv apvntiki dtevBbuvon z ano
™V opxn TwWV OUVIETayUévwv B€aong. Mia apvnTik T yla omoladnmote
TaPAUETPO Selyvel pa amootacn miow oamo tv apxn 6€aong, Katd UAKOC Tou
BetikoU afova z. Mmopoupe va O€coupe OMOLECOATIOTE TIUEG OE QUTEC TIC
mapapéTpoug epooov near < far.

5.2.3 ZuvdapTI 6T GUUUETPLKTG TTPOOTITIKNG TIPOBOATG

EVOG OUMUETPIKOC OykoC B€aong (KOAOupoC KwvoG) TPOOTTIKAG TIPOBOANG
Snuoupyeital pe tnv akoAouBn cuvaptnon tng GLU.

gluPerspective( theta, aspect, near, far);

Me KkaBepld omod T TECOEPLG TOPOUETPOUC VO TOUPVEL aplOpd  Kvntng
uTtoSLAoTOANC SUTANG akpiBelag. OL mpwTeg SV MOPAPETPOL opilouV To pEyeBOC Kot
™ 6éon tou mapabupou OMOKOTAG TIAVW OTO KOVIWO eminedo, ol aAAec Suo
TIOPAUETPOL 0PL{OVV TIC ATTOOTACELS OO TO CNUELO B€AONG OTO KOVTLVO KOl HOKPLVO
eninedo anokomnng. H mapapetpoc theta avamaplotd tn ywvia tou ontikol nediov.
H mopAuetpog aspect maipvel pia Tiun yla to Aoyo Staotacswy (width / height) tou
napaBupou amnokomnng (Ewkova 22).

Ewova 22. Oykog npoortikr tpoBoAn g amod tnv gluPerspective().

Ta KovTwva Kol pokpLvad emineda plag mpoomtikng npoBoAng otnv OpenGL mpénel
TLAVTOTE va BplokovTtal KATToU TAVW OTOoV apvnNTLKO dova z, evw Kaveva dev pmopel
va Bploketal miow amod ) Béon B€aong. AutOg O TEPLOPLOUOG Sev LOXVEL OE pLa
opBoywvia mpoPoAr), aAAd amokAeiel tnv avaotpodn TPOoOTTIKY TPOPOAN €vog
OVTIKELUEVOU OTav To eminmedo Béaong Ppioketal miocw amd 1o onueio Baongc.
ZUVETIWG, Kal ta dV0o near Kkal far mpemeL va mapouv BETIKEG TIUEG. Av OEV oplooUUE
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pLo ouvaptnon npoBoAng n oknvi Hag mPoBAAAETAL XPNOLUOTIOLWVTOG TNV TPEXOUTA
opBoywvia mpoBoAn.

5.2.4 T'eviK1] GUVAPTIOT) TPOOTITLKTC TTPOBOANG

MrmopoU e va XPNOLUOTIOLCOUE TNV akOAouBn ocuvaptnon yla va oplooupe pia
TLPOOTTTLK) TIPOBOAN TIOU €XEL £iTE £€va CUMUETPLKO E(TE €vav TAAYLO KOAOUPO KWVO
0paTOTNTAG.

glFrustum(left, right, bottom, top , near, far);

AUt n ouvaptnon €xel TG (Ole¢ MOPAUETPOUG HME TN ouvaptnon opboywviag
TapAAANANG mpoBoAnG, OAAG TWPA Ol QTOOTACEL TWV KOVIVWV KOl HOKPLVWV
eMinedwv amokomng TpEmel va eival Betikéc. Ol TPWTEG TECOEPLC TIOPAUETPOL
B£TOUV TIC CUVTETAYUEVEG TOU TTAPOOUPOU ATIOKOTING TIAVW OTO KOVTLVO £Minedo, ot
televtaiec Sduo TaApPAUETPOL 0pllouV TIGC QTMOOCTACEL amd TNV  apxn Twv
OUVTETAYUEVWVY TIPOC T KOVTLVA KOl HOKPLVA ETIMESO OMOKOTIAG KATA HKOC TOU
apvntikoU afova z (Ewtkova 23). Av Sev KAAECOUME pnTA TNV €VTOAN TIPOPBOANAG, N
OpenGL epapuolel tnv tpéxouvoa opboywvia mpoBoAn otn oknvr). O oykocg B£aong
o’ QUTAV TNV TEPLITTWON £lval 0 CUMUETPLKOC KUBOC.

Ewkova 23. OyKog mpoortikr¢ poBoAng aro tnv glFrustum().
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5.3 Ofaon 6TV £PAPLOYT)

H edappoyn xpnoluomnolel T Tplodlaoctateg ouvaptrnoels O€aong tng OpenGL ES
TIou €ldape mopanavw. Na tnv emideLen Kal Twv TPLWV CUVOPTHOEWV B€aong
SnuoupynBnkav Tpia SLapopPETIKA KOUUTLA OTO HeVOU PE To KaBEéva va
OVTLITPOCWTEVEL TNV OVTLOTOLXN oUVAPTNON.

5.3.1 lleprypa@n) Tov interface

Onwc¢ Kot ota mponyoupeva péEpn To interface amoteAsital and to xwpo B€aong tng
TpLodlaotatng mpoPoAnc, To TUfUa Tou Kwdika o OpenGL , To kouuri BorBelag yia
TIANPOdOPLEC OXETIKEC PE TNV EVIOAN KOl TO HEPOC OMOU O XPNOTNG WIMOPEL va
oAANAemdpaocel pe TNV edapUOyn TATWVTIAG KOUUMLA Kal divovtog ta avrtiotouya
oploparta ot cuvaptnoelc. H dtadopd og autd To PEPOC Elval OTL UTIAPXEL KAl Eval
TUAHa Tou TpoomaBbel va g€nynoEl oTo XProtn Tov OykKo B€aong Tng €KAOTOTE
ouvaptnong (Etkova 24).

Ewova 24. To interface ywa tv evtoAn glPerspective.
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5.3.2 YAoTroinon

5.3.2.1 glPerspective()

H kAdon PerpectiveActivity.java eival to activity yia To pé€pog auto kot meptAapPavel
TO XELPLOKO TWV KOUUTILWV OAAQ Kal TNV apxlkomoinon tou layout perspective.xml
mou arnotelel to nmapandavw interface (BA. mapdaptnua). To perspective.xml pe tn
oelpd TOu opilet TO XWpo TPLodldcTaTNG TPOPOANC HEOW TNG KAAONG
ViewingGLSurfaceView.java mou meptdapfBavel tov kwdika OpenGL ES aAAa kal to
Xwpo ene€ynong TOU OYKOU TIPOOTTIKAG TPOPOANC HEOW TNG KAAONCG
ExplainPerspective.java, n omola xpnowuormnoiel tn BLBALobrkn graphics tou android.

Itnv eikova 22 daivetal o amdonolnpévog kwdikag tng ViewingGLSurfaceView.java.

Ewova 25. O anAononpévog Kwdikag tn¢ ViewingGLSurfaceView.java.

Onw¢ mapatnpoUpe n KAAon auti dnuloupyel Tov TPLOSLACTATO XWPO KoL yla TLG
TPELG EVIOAEG pHéoa otnv onDrawFrame() kat oxL péca otnv onSurfaceChanged() mou
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eldape oe mponyouueva pPépn ¢ epapuoyng. Auto yivetal ylati n on DrawFrame()
KaAeltal ouvéxela Kal pumopel va aAalel Suvaplkd otav o Xpnotng emAEYEL AAAN
€VTOAN. AN Ta mapamdavw BAEMOUpE OTL N KAGON yla TNV UdAVLON TOU XWPOU Kal
Tou KUBou elval pia og avtiBeon pe TI¢ KAAOELG yla TO activity, to layout kat tnv
EMEENYNON TOU XWPOU , OL OTIOLEC €lval TPELS yla KAOe éva art’ auta.

To poévo mou yivetat otnv onSurfaceChanged() eivat va Béocoupe to Adyo Twv
Slaotdoswv TOou Tapabupou amoyPn¢ oo pe TO AOYO TWV SLOOTACEWV TOU
mapaBUpou Amokomng HEow TG evtoAng glViewport(0,0,width,height);.

‘ETol, av 0 XpOTNG TATAOEL TO KOUWTL TNG perspective mpoPoArg, Ba deL to mAdvo
oUUPWVA UE TNV EVTOAN QUTA.

H ene€nynon tou oykou B€aong mou yivetat otnv KAaon ExplainPerspective.java kat
xpnowuorotel ™ PBA0BNkn graphics eivat amAda pa {wypadikn (onwcg otn
{wypadikn BaclKwV oxNUATWY oTNV evotnta 3) Tou OykKou B£aong Kot tpoomabei va
ene€nynosl ta near kot far mAava amokomnng. Av, yla mapadsiypa, o KUBoc pag eivat
£KTOC TWV near kol far tote anokomntetal (Etkdva 26).

Ewova 26. To oXApa €ival eVTog Twv Kovtvol Kol poakplvol TTAGVOU arokorr¢ Kot ¢aivetal (apiotepd). To
OXAHA ELVOL EKTOC TWV TTAAVWVY OITOKOTTA G KOl ATtOKOTTTETAL (SE§LA).
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H ene€iynon toug oykou Bféaong amoteleital amod €va €lkovidlo KAUEpPAG Tou
OVTLTPOOWMEVEL TO onueio Béaong, éva ewkoviblo KUBoU TOU XpnOLUOTOLELTAL YLa
va beifel Tn B€on tou kUBoU oto Tplodlactato eninedo, KABwWC Kal oL SU0 YPAUUES
TIou avaioyo Tn ywvia, Sglxvouv OTO XPNOTN TOV KWVO TIOU QTOTEAEL TOV OYKO
Béaong, aAd kot aAAeg SUo ypappég mou cupPoAilouv ta near kot far mAdva
QUTTOKOTING.

Onwcg PAEmoupe amnd tv Ewkdva 26 o xpriotng €xeL Tn dSuvatdtnTa va LETOKLVIOEL
TNV KAUEPA KATA MNKOG Tou afova y, HEOw TNG €vioAng glLookAt() mou eidape
TIPONYOUUEVWG, KOl OUVETWG, 0 KUPBOC va daivetal HIKPOTEPOC | HEYOAUTEPOG.
Emiong, o xpnotng Umopel va melpaet tn ywvia tng mpoomntikn¢ 6€aong Kal va gL Ta
avtiotolya anoteAéopata (Etkova 27).

Ewova 27. ATOPAKpUVON TG KAMEPOGS Kot LeyEBuvon ¢ ywviag Bfaong £xel w¢ anotéAeopa o KUBOG va
daivetar pkpdg (aprotepd). H KAMEp KVELTOw TLO KOVTA oTOV KUBO Kou N ywvia Oéaong HIKpaiver pe
anotéAeopa o KUBog va ¢aiveton peyalitepog (6§Ld).

5.3.2.2 glFrustum()

Onwg eidape kat mpLv, n evtoAn glFrustum() dnuloupyel mpoomntikég MPOoPBOAEG Kal
elval yevikotepn amo tnv glPerspective(). H Stadikacia mou akoAouBeital eival
mapouola e mponyouuévwe. H kKAdon FrustrumActivity.java eival to activity yla to
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HEPOC aUTO Kol TEePAAUPAVEL TO XELPLOMO TWV KOUUTLWY, OAAA KOl TNV
apxwkomnoinon tou layout frustum.xml mou amotelel to interface (BA. mapdptnua).
To frustum.xml pe tn oglpd TOU 0pIlEL TO XWPO TPLoSLAoTATNG TIPOPBOANC HECW TNG
kAdon¢ ViewingGLSurfaceView.java nou nmeptAapBavel tov kwdika OpenGL ES, aAAd
KOL TO XWPO EMeENYNONC TOU OYKOU TIPOOTTIKAG TPOPOANC HEOW TNG KAAONC
ExplainFrustum.java, n onoia xpnotpomnotet tn BLBAL0Bnkn graphics tou android.

Onwcg eidape, mapandavw xpnolpomnoleital n idta kKAaon yla tnv tplodlactatn 6€aon
oAAG auTh tn popd eTAéyetal n evtoAn glFrustum() pe tig mapapétpoug nou Sivel o
XPNoTtNnG. AuTto €XeL WG amoTEAEopA TN SnpLoupyla evog KOAoUpou Kwvou BEaonc.

AUTO Tou SLadEpel elval o TPOMOG TOU yivetal n eme€nynon ywo Tov OYKo TNg
TPOOMTIKNAG TpoBoAng mou dnuioupyel n glFrustum() (Ewova 23). Evw otnv
mponyoUUevn KAAon eme€nynong o xpnotng £BAeme tov Oyko B€aong amo mAdyla
Twpa tov BAEémel amd pmpootd Sivovrag €udacn ot mapapétpoug left, right,
bottom kau top, £€toL wote va $paivovtal eUKoAa Ta anoteAéopata ano tnv aAlayn
TWV MOPAUETPWV aUuTwV (Etkova 28).

Ewova 28. Kavoviki g avion tou KUBou (aplotepd mavw). H andotaon left-right av§avetal apketd Kat avtod
€XEL WG ANOTEAECHA 0 KUBOG va paiveTol ULKPOTEPOG KL CUMTLECHEVOG (S€§Ld TAVW). K&tw mapatnpoUpe tThv
eneffynon tou oykou Bfaong. Ta mAQva outokomr¢ near Kot far Snpioupyolv £vav KWVO  KOVOVLKWV
Staotdoswv (aplotepd Katw). Metd v avénon twv amootdceswv left-right kou top—bottom, o kwvog
napopopdWVETAL KO Ta TAGVOL ATOKOTING LEYOAWVOUV (S£ELA KATW).
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5.3.2.3 glOrtho()

Onwc eidape kat mptv, n evioAn glOrtho() dnuloupyel mapdAAnAeg TpLodLACTATEC
npoPBoAéc. H Sladikaoia mou akoAoubBeital yla tn dnuloupyia Tou PEPOUC QUTOU
elval mapopola pe mponyoupévwe. H kKAaon OrthoActivity.java eilval to activity yla
TO MEPOC OUTO Kal TEPAOUPBAVEL TO XEWPLOHO TWV KOUMMIWV QAN Kal TNV
apxtkomoinon tou layout ortho.xml mou amoteAet to interface (BA. mapaptnua). To
ortho.xml pe tn oglpd tou opilel To XwWpPo TpLodldotatng MPoBoAng LECW TNG KAAONC
ViewingGLSurfaceView.java mou nepthappavel tov kwdika OpenGL ES, aA\d kot to
Xwpo emefnynong Tou Oykou TAPAAANANC TPOBOANG MEOWw TNC  KAAONG
ExplainOrtho.java, n omoia xpnowpomnoiet tn BLBAL0ORAKN graphics tou android.

Onwc¢ eldape mapandavw, xpnotpomnoleital n dta kKAdon yla tnv tplodlactatn B£aon
oAAG auth ™ dopad emiAéyetal n evtoAn glortho() pe T mapapétpoug mou Sivel o
XPNoTNG. AuTO €XeL WG ATOTEAECHA TN SnUoupyla CULUETPLKOU 0pBoywviou OyKou
B€aonc.

AUTO Tou SLadEpel elval o TPOMOG TOU Yivetal n eme€nynon ywo Tov OYKo TNng
TPOOMTIKAG TipoPoAng mou dnuioupyel n glOrtho() (Ewkéva 23). Evw otnv
niponyoL Uevn kKAaon eme€nynong ExplainFrustrum.java o xpriotn¢ €BAeme Tov KWVIKO
oyko B€aong tng glFrustrum twpa PAEmel tov opBoywvio tng glOrtho() Sivovrag
€udaon otig mapapetpouc left, right, bottom kol top, £€toL wote va ¢aivovral
€UKOAQ TA AITOTEAECHATA ATTO TNV OAAQLYT) TWV TAPAUETPWY auTtwV (Elkova 29).

Ewova 29. OpBoywviog 6ykog B£aong rnapdAAnAng npoPoAr¢ (aprotepd). Av o xpriotng aRoEL Thv
anootaon petagL left-right ko top-bottom, o kUBog Ppaiveton HikpoTEPOC (SELA).
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6. Miin xpoudatwv

Y& MOAEG edaplUoyEG elval BoALKO var umopoU e va UVOUATOUE Ta XPWHATA ATt
OVTLKELPEVA TTOU AAANAETILKAAUTITOVTOL 1} VO OVOULYVUOULE €VOl OVTLKELUEVO UE TO
dovto. Mepika mapadeiypata ival n mpooopoiwon tou ep€ TOu TLVEAOU, O
OXNUATIOMOC MLOG OUVOETNG €lkOvag amd OSU0 1 TapAmAvVw E€LKOVEG, N
povteAormnoinon €€ dtadpavelag Kal n eEOUAAUVON TWV OPLWV TWV OVTIKELUEVWV OE
ot oknvn. To Teploootepa MAKETA yYpadlkwv Tapéxouv PeBOSoug mapaywyng
SLapopwv ed€ UIENC XPWHATWV Kal AUTEC ol Sladilkaoieg ovoualovtol CUVAPTHOELG
UiEnGc xpwpatwv (color-blending functions) i ouvaptioel oluvBeong elkOVWVY
(image-compositing functions).

6.1 Mi&n xpopatwv etnv OpenGL kat OpenGL ES

Jtnv OpenGL, ta Ypwpata SU0 QAVIIKELMEVWYV HUITOPOUV VA OVOAULXTOUV TIPWTA
dopTwVoVTag £va QAVTIKE(HEVO OTN HVAUN TAALOWWV Kal PETA cuvdualovtog To
XPWHO TOU SEVUTEPOU OVTLKELUEVOU HE TO XPWUO OTN HvAUN TAaloiou. To Tpéxwv
XPWHO OTn HvAUN TAawoiwv avadEpetal we To XpwHa Tpooplopou(destination
color) Tng OpenGL Kot To XpwHa Tou SeUTEPOU AVTIKELLEVOU ElvalL TO TNyaio xpwpo
(source color) tng OpenGL. Ot péBobdol piéng pmopouv va eKTEAECTOUV UOVO OE
kataotaon RGB r} RGBA. MNa va epapuocoUpE TN HIEN XpPWHATWY O€ pLa epoapuoyn,
MPWTO  XPELAlETAL VO EVEPYOTOLNOOUUE Ut TN Aswtoupyia tg OpenGL
XPNOLLOTIOLWVTOC TNV EVIOAN:

glEnable(GL_BLEND);
AmevepyonoloU e TG pouTiveg pi§ng xpwudtwv tng OpenGL pe:
glDisable(GL_BLEND);

Eav n pi&n xpwpatwv dev lval evEPyomoLNUEV, TOTE TO XPWHA EVOG OVTLKELUEVOU
QITAQ QVTIKOOLOTA TO TTEPLEXOUEVA TNG MVALNG TTAOLGLOU 0T B£01N TOU AVTIKELUEVOU.

Ta Ypwpota Hmopolv va avaulxBouv pe €va mANBog SladopeTikwy TPOMWY,
avaloya pe ta £p€ mou BOEAoOUPE va ETITUXOUME KOl TIAPAYOUME OSladopeTIKA
XPWHOTIKA € opilovtag Suo cuvola amd mapayovies pi€ng (blending factors). Eva
OUVOAO Qo MAPAYOVTEG UIENG elval yla TO TPEXWV AVILKEIMEVO OTN UVAN TTAQLGLWY,
Kol To @AAA0 cUVOAO armod mapAyovieS HiENG elval yla To ELOEPYXOUEVO QVTLKELUEVO. TO
VEO OLVOLLLYLEVO XPWHLOL TIOU UETA POPTWVETAL OTN UVA N TTAALGiwV uTtoAoyLlETAL WG

(SfRS + Der, SQGS + Dng, SbBS + Dde, SGAS + DaAd).
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Omou Ta cuoTaTikA Tou mnyaiov xpwpato¢ RGBA eival (Rs, Gs ,Bs ,As), T CUCTOTIKA
TOU XPWHOTOG Tpooplopou eival (Ry, Gg ,B4 ,A4), OL Ttnyaiol mapdyovieg UiEng sivat
(Sr, Sg ,Sb, Sa) kat oL mapayovteg pi&ng mpooptopou sivat (Dy, Dg ,Dp, D,). Ot TLHEG TTOU
umoAoyilovtal ylo To OTolXEla TOU CUVOUOOUEVOU XPWHATOG TEpLopilovTal otnv
euBélela and pundév pexpl éva. AnAadn, omolodnmote dbpolopa HEYAAUTEPO TOU
€va TalpveL TNV TN €va, evw omolodnAmote ABpolopa HLKPOTEPO TOU HNOEVOC
maipvel TNV TR pN6Ev. EMAEyOUME TIC TIMEC TWV TAPOAyOVIWV WUiENG He Tn
ouvaptnon:

g/BlendFunc(sFactor, dFactor);

OL mapapetpol sFactor kat dFactor, oL mnyaiol MAPAMETPOL KAL OL TTAPAUETPOL
TPOOPLOPOU, TALPVOUV TIMEC MG OUPPBOAKAC otaBbepdg, opilovtag Eva
TIPOKOBoPLOPEVO OUVOAO Mo TECOEPLS CUVTEAEOTEC UIENG. 2TNV MAPAKATW ELKOVA
daivovtal oL TLUEC TTOU YImopoUV val TIAPOUV OL TTALPAUETPOL.

Constant RGB Alpha
Blend Factor Blend Factor

GL_ZERO (0,0,0) 0
GL_ONE (1,1, 1) 1
GL SRC_COLOR (R, G, By) A
GL_ONE_MINUS_SRC_COLOR (1,1, 1)—(R;, G, By) 1-A
GL_DST_COLOR (Ry, Gg, By Ay
GL ONE_MINUS _DST COLOR (1,1, 1)=(Ry, Gg, By) 1-Ay
GL SRC_ALPHA (A5, Ay Ay) Ag
GL_ONE_MINUS_SRC_ALPHA (1,1, 1)—(Ag, Ay Ay 1-A
GL_DSI'_ALPHA (Ag, Ag, Ag) Ay
GL_ONE_MINUS_DST_ALPHA (1,1, 1)—(Ag, Ag Ay) 1-4Ay4
GL_CONSTANT_COLOR (R, G, BY) A,
GL_ONE_MINUS_CONSTANT_COLOR (1,1, 1)—(R;, G¢, Bo) 1—-A¢
GL_CONSTANT_ALPHA (Ao, Ao, AY A,
GL_ONE_MINUS_CONSTANT_ALPHA (1,1, 1)—(A_, AL, AY 1-A

GL_SRC_ALPHA_SATURATE (f; f, £); f=min(A, 1-Ay) 1

Ewova 30. TyéG ou maipvouv oL mnyaiol TapAUETPOL KL OL TTOPAHUETPOL TTPOOPLOHOU.

H mpokaBoplopévn twun tou sFactor eival n GL_ONE kat tou dFactor sivat n GL_ZERO.
JUVETIWC, OL TPEXOUOEC TLHEG TWV TTAPAYOVIWV UIENG €XOUV WC ATIOTEAECHA OL ELOEPXOUEVEC
XPWUOTLKEC TLHEG VOL VTIKAOLOTOUV TLG TPEXOUOEG TLUEG OTN MV KN TTAOLGiou.
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6.2 Mi&N XpONUAT®WV OTNV EQAPLLOYT)

6.2.1 lleprypa@n tov interface

Onwc¢ kal ota mponyou leva HEpN, To interface amoteAeital and to xwpo BEaong tng
nipoPoAn¢ oto omnoio epdavilovral SUo TeTpaywva Pe SLadOPETIKO XPWHA, TO TUAMO
Tou Kwdika og OpenGL, to koupmi BorBelag yla mAnpodopleg OXETIKEC LUE TNV EVIOAN
KOlL TO LEPOG OTIOU O XPNOTNG UTopet va aAANAemISpAoEL Ue TNV EHAPUOYT TTATWVTOG
Kou prLa kot Sivovtag ta avtiotolyo oplopata 0Tl CUVAPTAOELC.

6.2.2 YAotmoinon

H kAdon BlendingActivity.java €ival To activity ylo To Hépog auto Kat meplAapPavel
TO XELPLOUO TWV KOU UMWV OAAQ KoL TNV apxlkomoinon tou layout blending.xml mou
anoteAel to mapanavw interface (BA. mapaptnua). To blending.xml pe t ospd tou
opilel T0 Ywpo TPOPOANC HEOw TNG KAAong BlendingGLSurfaceView.java mou
niepthappavel tov kwdika OpenGL ES.

Ztnv ewkova 31 daivetat o amdonolnpévog kwdikag tng BlendingGLSurfaceView.java.

Ewova 31. O anAhonoinpévog Kwdikag tn¢ BlendingGLSurfaceView.java.
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Onwg pmopoupe va dovpe amd tov kwdika otn péEBodo onSurfaceCreated() ot
TLOPAUETPOL TTIOU XPnoLomolouvtal yia to sFactor eivat to GL_SCR_ALPHA kal yia to
dFactor to GL_ONE_MINUS_SRC_ALPHA yia koAUtepa amoteAéopata piEng (BA.
gvotnta 6.1). Itnv onDrawFrame() PBAémoupe OTL 0  XPHOTNG UTMOPEL va
EVEPYOTIOLNOEL KaL va amevepyomolnoel To blending pe ti¢ evtoAég mou eidape oto
6.1. Autopata o Kwdikag mou eival umevBuvog yla to blending pmaivel oe oxoAla
(Ewova 31).

Ewkova 32. H Kivnon Twv TETPOYyWVWV KE IEVEPYOTIOLNEVN T UiEN Xpwpdtwy (aplotepd). Evepyomoinon tng
MiENG XxpwpdTwV (6€Ld).

Ot ouvaptrnoelg DrawAndMoveRedSquare() kot DrawAndMoveGreenSquare() &ev
KAVOUV TLmoTa MePLooOTEPO amo To va {wypadilouv Ta avriotoya TETpAywva oTNV
080vn, onwg eidape o mponyoupeva HEPN, aAAA Kal va dnuLoupyolv pLa Kivnon,
WOTE VA OVAULYVUOVTOL TA XPWHUATA TOUG UE EVTOAEG LETAOYNUATIOUWY UETATOTILONG
TIoU €ldaue o€ MponyoupEeVo KepAAalo.

Ztn pEBodo onSurfaceChanged() umdpyouv evioAEg yla ) dnuloupyia evog amAou
TpLodldotatou Ywpou TaApPAAANANG TPOBOANG ME T EVIOAEG Tou eldape oto
kedpalato tng BEaongc.
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O Xpnotng emiong Umopel va MelpAeL TIG mapapéTpoug alpha tTwv TeTpaywvwy, £tol
wote va to Kavel dadavn (alpha = 0) 4 va punv ennpealovtal kabBolou amnd to
blending (alpha = 1). Emiong, pumopel va kaBopioel molo tetpaywvo {wypadiletal
npwTto. Katt tétolo mailel peydAo poAo KabwE To avapLyUEVo xpwia mou daivetat
oAAGLeL avaAoya LE TO TIOLO TETPAYwWVO ival {wypadlopévo mpwto (Eltkova 33).

Ewkova 33. To KOKKLVO TeTpaywvo {wypadLopévo npwto (aplotepd). To mpdotvo tetpdywvo {wypadpLlopévo
npwto (6&€Ld). BAémou e OTL ) oglpd oxediaong nailel poAo oto Xpwpa ov Ba epdavictel oto onpeio
aAAnAenidpaong.
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7. POTIONOGC Kat OpiyxAn

Eva povtédo dPwtiopol umoloyilet Ta edé PwTloOpoU  plag  emipAvelag
XPNOLHoToLWwVTOG TIG SlAdope OMTIKEC LOLOTNTEG TTou €xouv S0Bel o’ auth tnv
emidpavela. AutéG ol dlotnteg meplapBavouv to PBobud Staddvelag, TOUuC
OUVTEAEOTEG XPWHATIKNG AVTOVAKAOONG Kal S1AdOopeG TMAPAUETPOUC ETILDAVELAKWY
udwv.

Otav 10 pw¢ NEPTEL MAVW o€ pLa adltadavr) eMAVELD, LEPOG TOU OVTOVAKAATOL KOl
HUEPOG TOU amoppodatal. H moocotnTa ToU TPOCTIIMTOVTIOE GWTOC TTOU OVTOVOKAATOL
ano tnv emidavela e€aptdtal and Tov TUTOo Tou UAKOU. Ta YUaALOTEPA QVTLKELUEVA
OVTOVOKAOUV TIEPLOCOTEPO QMO TO TPOOTUMTWV PwC, eVw Ol BAUMEG eTULPAVELEG
anoppodolV TEPLOCOTEPO QMO TO TMPOOTUNMTwv ¢wc. Emiong, pépo¢ ToOU
TIPOOTIMTOVIOG PWTOGC MAvw o pa Stadavn emipavela petadibetal péca oto
UALKO.

OL emidpaveleg TOU elval TpaxlEC N He TOANA MIKpA efoyKwpoto Teivouv va
Slaokopriilouv 1O avakAwpevo ¢wg o OAeg TIC KateuBuvoelg. AuTO TO
Slaokopriiopévo wc ovopaletal Siayutn avravakdaon (diffuse reflection). Mo
TIOAU tpoaxLa Bapmn emidpAvela, mapayel KUPLWE SLAXUTEG AVTOVAKAACELG, £TOL WOTE
n emudavela va epdpaviletal e€ioov pwtelvr) anod omoladnmote ywvia B€aonc. Auto
TIOU OVOUAIOUME XPWHO EVOC OVTIKELMEVOU Elval TO XPWHO TNG SLaxutng
ovTtavakAoong Otav To avilkeipevo pwrtiletal oe Aeuko dwc, To omoio amaptiletal
oo €vol cUVOUACHUO OAWV TWV XPWHATWV. MNa mapddelypa, €va yalallo avtlkelpevo
ovtavakAd to yoAallo otolxeio tou AsukoU ¢wTOC Kal amoppodd OAo Ta GAAA
XPWHATIKA oTolxela. Av S0UHE TO YOAATLO OVTLKEIHMEVO KATW amd KOKKLWVO dwG, auto
eudaviletal wg pavpo adou anoppodatal OAO TO MPOCTUMTWY GWC.

Mépav amd tn Slackoprmion Tou Olaxutou ¢wTtog, MEPOG Tou PWTOC Tou
OVTOVOKAQTOL CUYKEVIPWVETAL O AQUMEPO 1 GWTEWVO onueio, Mou ovoualetal
Katontplkn avrtavakAaon(specular reflection). Auto 1o €dpé tng Aaudng sival mo
€VIOVO O€ YUQALOTEPEG emLdAVELEG amt’ OTL o€ BaumeG. AKOUN, UMopoU e va SoUuE
HE TNV KOTOMTIPLKA OVIAVAKAQCN OTAV KOLTAUE TPOGC Hia GWTIOUEVN YUOALOTEPN
emupAveLa, OMWG £V YUAALOUEVO UETAANO, €va UNAO 1) TO LETWTTO €VOG avBpwrou
HOVO OTAV KOLTAME TNV eMLPAVELX OO LA CUYKEKPLUEVN KaTtevBuvan.

‘Evag akopa mapdyoviag mou npenel va AndOel unodn oe éva povtédo pwTlouou,
elval o pwtiouocg neptBaAdovroc (ambient light) oe pia oknvr). Mua emidavela mou
Oev extiBetal anevBeiag o pLa mnyn ¢wtog pnopet va e€akolouBel va eivat opatn
gfaltiag Tou GWTOG OV avVTAVAKAATAL OO KOVTILVA OVTIKELPeva Ttou dwTtilovtal.
‘Etol, 0 dwTLopoG epLBAANOVTOC HLOG OKNVAG Elval To ep€ PwTIOUOU TToU TTapAyETal
a6 1o dw¢ mou avrtavakAatal amnod tig Siadopeg emidpdavele¢ o ula oknvr). To
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OUVOALKO avtovakAwpevo ¢we¢ amd tnv emiddvela eival to dbpolopa Twv
ouvelodopwv amo MNYEG GwToG Kol amd To Gw¢ MoU aviavoakAdTal and dAla
dwTLoPEVA QVTIKELHEVAL.

‘Evag aAAog mopayoviag Tou TEPAAUBAVETAL UEPIKEC POPEC Ot Eval LOVIEAO
dwTtlopoL eival n enibpaon ¢ atuoohALPAC TIAVW OTO XPWHO EVOG OVTLKELUEVOU.
Mta opixyAwdng atpdodalpa KAVeL Ta xpwpata va Ee6wpldlouv Kal To aVIKEIPEVA
va daivovtal okotelvotepa. Etol, Oa pmopoUoape vo OPLOOUUE HLa CUVAPTNCN TIOU
VO TPOTIOTIOLEL TAL XPWHOTO TwV EMLPAVELWV avAAoya LE TNV TOCOTNTA TG oKOVNG,
Tou Karmvol f TNG opixAng mou BEAoUE va TTPOCOUOLWOOUE OTNV atpuoodalpa. To
epé t™c opyAwdoug atpdéohaLPAC CUXVA TIPOCOUOLWVETOL OE Hla €KOETIKNA
ouvaptnon e€aoBéviong Omwg:

famo(d)=e % (1) A
Fatmold) = e PV (2)

H twun mou maipvel To d €ival n amdotoon TOU QVTIKELUEVOU amo tn B€on B£aonc.
AKOUN, UTIOPOUME VA XPNOLUOTIOLOOUUE TNV TIAPAUETPO P OE OMOLOSHTOTE Ao
OQUTEC TIG SU0 eKOETIKEG CUVAPTAOELC YL VO OPLOOUPE pLla BETIKA TLUA TTUKVOTNTOG
yia tv atpoodatpa. Ot uPnAoOTeEpeg TIHEC TOU P TAPAYOUV MO TILO TIUKVNA
atpoodalpa Kal £XOUV WG OTTOTEAECUO TA XPWHATA TWV EMLPOVELWV VA VAL TILO
OKOTELVA. APOTOU €XEL UTMOAOYLOTEL TO XPWHO TNG ETLPAVELNG EVOG OVTLKELUEVOU,
TIOAATAQGLA{OU UE QUTO TO XPWHA UE HLOL ATTO TIC CUVAPTNOELS ATUOOALPAC YLa Vol
€\ATTWOOUHE TNV £VTAOr TOU KATA TOCOTNTO, MOU €€apTATOL OO TNV TLUA ToU
B£TOUUE YL TNV MUKVOTNTA TNE ATULOODALPOC.

Oa unmopoloape avti yla eKBETIK GUVAPTNON VA XPNOLUOTIOL)COUE TN YPOUULKA
ouvaptnon &vdeifewv Pabou¢ yla va  QITAOMOLCOULE TOUG UTIOAOYLOHMOUG
atpoodalpikng e€acbéviong.

f depth(d): Amax—d / Amax = Amin (3)

AUTO LELWVEL TNV EVTAON TWV ETILHGAVELOKWY XPWHUATWY TWV UAKPLVWVY OVTLKELLEVWY,
OMWG TOTE Oev €xoupe KaBoAou mpPOoPAedn yla TNV UETABOAN TNG TUKVOTNTAG TNG
aTpHoOohaALpaAg.
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7.1 ZuvapTi)GELS @WTLONOVU Kat opixAng tns OpenGL kat OpenGL ES

Me tnv akoAouBn evtoAn opiloupe TNV TN plag LdLotnTag pLag tnyng pwrtog:
glLight*(lightName ,lightProperty, propertyValue);

Avaloya He Tov TUTo SeSopévwy TNG TLUAG TNG OLoTNTAC TpooTtiBetal n katdAnén i n
f oto ovopa ¢ ouvaptnong. MNa dtavuopatika Sedopéva mpootiBetal, emiong, Kat n
KataAnén v Kal TOTe n mapAapeTpog propertyValue eival évag Seiktng o€ £vav mivaka.
Avadepopaote o KABe mnyn GwWTOG UE €Val AVAYVWPLOTIKO, EVW N TIAPAUETPOC
lightName maipvel éva amod ta cupBoAkd avayvwplotikd tng OpenGL GL_LIGHTO,
GL _LIGHT1 ... GL_LIGHT7. Av kol HeplKEC uAomoloelg tn¢ OpenGL emitpémouy
TIEPLOCOTEPEC Ao 8 MNYECG pwTlopou. Opolwg, n mapdpetpoc lightProperty mpémet
VoL TTAPEL pLa amo TG 6€ka cUpBoALKEC otabepéc tng OpenGL (Ewkdva 34).

Parameter Name Default Values Meaning
GL AMBIENT (0.0, 0.0, 0.0, 1.0) ambient intensity of light
GL_DIFFUSE (1.0, 1.0, 1.0, 1.0) diffuse intensity of light
or (default for light 0 is white;
(0.0,0.0, 0.0, 1.0) for other lights, black)
GL_SPECULAR (1.0, 1.0, 1.0, 1.0) specular intensity of light
or (default for light 0 is white;
(0.0, 0.0, 0.0, 1.0y for other lights, black)
GL POSITION (0.0, 0.0, 1.0, 0.0) (x, y, 2, w) position of light
GL SPOT_DIRECTION (0.0, 0.0, =1.0) (x, ¥, 2) direction of
spotlight
GL SPOT_EXPONENT 0.0 spotlight exponent
GL SPOT_CUTOFF 180.0 spotlight cutoff angle
GL CONSTANT_ATTENUATION 1.0 constant attenuation factor
GL_LINEAR_ATTENUATION 0.0 linear attenuation factor
GL QUADRATIC_ATTENUATION 0.0 quadratic attenuation
factor

Ewova 34. Ot cupBoAkeEG otabepég ou maipvel n mapapetpog lightProperty ko n ene§fynon toug.

MEeTA ToV 0PLOHO OAWV TWV LBLOTATWY EVEPYOTIOLOUME TNV KABE Tty dwTtog Ue TV
EVIOAN:

glEnable(lightName);
AM\Q TTPETTEL VAL EVEPYOTIOLCOUE KL TLG POUTIVEC PWTLOUOU LLE TNV EVTOAN:

glEnable(GL_LIGHTING);
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Ano ta napandvw BAEmoupe otL av BéAoupe va opiooupe pla mnyn pwtodg otn B€on
P =(2,2,0) 10te oL eVTOA£EG TTou Ba xpelacTtol e eival:

GLFloat lightPos [] ={2.0,2.0,0.0,1.0};
glLightfv (GL_LIGHTO, GL_POSITION, lightPos);
glEnable(GL_LIGHTO);

ITn OUVEXELQ, Yla VO OPLOOUUE TO XPWHO GWTIOHOU TIEPLBAAANOVTOGC HaUpPOo Kal Ta
XpwHata SLAXUTOU Kol KATOMTPLKOU PWTLOHOU AEUKA XPNOLLOTIOLOU LE TIG EVIOAEG:

GLFloat white [] ={1.0,1.0,1.0,1.0};

GLFloat black[] ={0.0,0.0,0.0,1.0};

glLightfv (GL_LIGHTO, GL_AMBIENT, black);
glLightfv (GL_LIGHTO, GL_DIFFUSE, white);
glLightfv (GL_LIGHTO, GL_SPECULAR, white);

Y€ OUVOALKO emimebo HUmMoOpoUV va OpLOTOUV OPKETEC TOPAUETPOL GWTLOHOU TNG
OpenGL. AUTEG OL TIMEG XPNOLUOTIOLOUVTOL VLA TOV EAEYXO TOU TPOTIOU HE TOV OMoLo
€KTEAOUVTOL HEPLKOL UTTOAOYLOHOL PWTLOUOU, EVW N TLUA TNC GUVOALKAG TIOPAUETPOU
TiBetaL pe TNV akO6AouOn cuvaptnon:

glLightModel* (paramName , paramValue);

MpocBétoupe pa kataAnén i i f avaloya pe tov TUMo SeSopévwyv TNG TUAG TNG
TIAPAPETPOU. AKOUN, ylo Slavuopatikd SeSopéva MPooBETOUE €mMiong Kal TNV
KataAnén v. H mapapetpog paramName naipvel pia cupBoAikn otabepa tng OpenGL
mou opilel T cuvoAwkn 8LOTNTA Tou Ba oplooUpE Kal N TMAPAPETPOC paramValue
TMalpvel gl HOVO T N éva oUvoAo TIHWv. Me tn XpAon TNG CUVAPTNONG
glLightModel pnopoUpue va oplooupe wg Ba UTTOAOYLOTOUV Ta €€ TWV KATOMTPLKWY
Aappewyv, Onwg emiong Kat va emAEEOUE va EGAPUOCOULE TO MOVTEAO GWTLOUOU
OTlG Tow €0peC Twv TOAUYWVIKWY emidpavewwyv. OL TIHEG TIOU TAipvouv oL
TapAapeTpoL pailvovral otnv elkova 35.
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Parameter Name Default Value Meaning

GL LIGHT MODEL_AMBIENT (0.2,0.2 02, 1.0) ambient RGBA
intensity of the
entire scene

GL_LIGHT MODEL_LOCAL_VIEWER 0.0 or GL_FALSE how specular
reflection angles
are computed

GL_LIGHT MODEL_TWO SIDE 0.0 or GL_FAISE specifies one-
sided or two-
sided lighting

GL_LIGHT _MODEL_COLOR_CONTROL GL_SINGLE_COLOR whether specular
color is calculated
separately from
ambient and
diffuse

Ewkova 35. OL TLpéG TTov Ttalipvouv ol tapapetpol tng gllightModel().

‘Etol, av B€Aoupe va ePpopUOCOUUE TOUC UTTOAOYLOUOUG PWTIOMOU KAl OTLG EUTIPOC
KOlL OTLG TTLoW £8PEC EVOG OVTLKELUEVOU XPNOLUOTIOLOUE TNV EVIOAN:

glLightModelf(GL_LIGHT_MODEL_TWO_SIDE, 0.0);

OL OUVTEAEOTEC avTAVAKAOONG KoL Ol GAAEG OMTIKEC LOLOTNTEC TWV EMIPAVELWV
Slvovtal xpnolonolwvtag tn ouvaptnon:

glMaterial*(surFace, surfProperty, propertyValue);

Ytn ouvaptnon npootiBetal n katdAnén i N f avaloya pe tov tumo Sedopevwy ¢
dlotnTog, OnMwc emiong kot n Kat@dAnén v otav Sivoupe 1816tNTeG o popdn
Slavuopatog. H mapdpetpog surface maipvel pla amod TG oUUBOAKEG oTaBepEG
Gl_FRONT, GL_BACK 1) GL_FRONT_AND_BACK, evw n mapdapetpog surfProperty eivat
pa ocUMPOALK) otaBepd Tou KaBopillel Ml TAPAMETPO TNG eMLPAVELAG Kol
propertyValue naipvel tnv avtiotoyn twun (Ekova 36).

Parameter Name Default Value Meaning
GL_AMBIENT (0.2,0.2,0.2,1.00 ambient color of material
GL_DIFFUSE (0.8, 0.8, 0.8, 1.0) diffuse color of material
GL_AMBIENT AND_DIFFUSE ambient and diffuse color
of material
GL_SPECULAR (0.0,0.0, 0.0, 1.0)  specular color of material
GL_SHININESS 0.0 specular exponent
GL_EMISSION (0.0,0.0, 0.0, 1.0) emissive color of material
GL_ COLOR_INDEXES 01,1 ambient, diffuse, and

specular color indices

Ewova 36. OL tapapetpot tng glMaterial().
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‘Etol, av BEAapEe v KAVOUUE €va avTIKE(PEVO va €Xel yaAdllo SLaxuto wTLoPO Kal
AEUKI KATOTITPLKI AVTAVAKAQGCT. XpNOLLOTIOLOU LUE TLG EVTOAEG:

GLFloat cyan [] ={0.0,1.0,1.0,1.0};

GLFloat white[] = {1.0,1.0,1.0,1.0};
g/Materialfv(GL_FROND_AND_BACK,GL_DIFFUSE,cyan);
glMaterialfv(GL_FROND_AND_BACK,GL_SPECULAR,white);

Emiong, yio va BO£00UME TO XPWHO EKTOUTIAG HLOG emidpavelog (m.x. oe AEUKO)
XPNOLLOTIOLOULIE TNV EVTOAN:

glMaterialfv(GL_FROND_AND_BACK,GL_EMISSION,white);

Onwe avadepObnKe Kal TPONYOUUEVWG, MTTOPOUUE VA XPNOLUOTIOL|OOUME ULa
ouvaptnon e€aoBviong T Evtaong TG atUOohaLpac Yo VO TIPOCOMOLWOOUME TN
oKknv Héoca amo pla opxAwdn atpoodatpa. Ot Sladopeg MAPAUETPOL TNG
aTHOodaLpaC LITOPOUV VA OPLOTOUV XPNOLUOMOLWVTAG Th cuvAapTnon:

glFog*(atmoParameter, paramValue);

Mta katdAnén i f uMoSNAWVEL TOV TUTIO TWV TIUWV TWV SES0UEVWY, EVW N KOTAANEN
V XpNOLlHomoLeital pe Stavuopatika dedopéva.

Na va oplooupes TO YpwHa TNG atpuoodalpoc OSlvoupe OTNV  TTOPAUETPO
atmoParameter Tt oupBoAiky otaBepa GL FOG_COLOR tn¢ OpenGL T
napadelypa, untodnAwvou e OtL n atpoodatpa €xel ykpilo-yaAallo Xpwua He:

GLFloat atmoColor[] = {0.8, 0.8, 1.0, 1.0},
glFogfv(GL_FOG_COLOR, atmoColor);

Metd, pmopoU e va emAééoupe TN ouvaptnon e€acBéviong TnG atuoodalpag mou
Ba xpnolpomnownBel yla To cuvSUACHO TOU XPWHATOC TOU QVTLIKELUEVOU HE TO XpWHUO
NG atpoodalpag. AUTO EMITUYXAVETAL LE TN cUBOALkr otaBepa GL_FOG_MODE:

glFogi(GL_FOG_MODE, atmoFunc);

Edv n mapdpetpog atmoFunc mapet tnv Twu GL_EXP, tote xpnoluomnoleital ya tn
ouvaptnon e€aoBEéviong tng atpuoodatpag n €iowon (1) mou eidape mapanavw. Me
™V Tl GL_EXP2 emiAéyoupe tnv e€lowon (2). Na omolecdNToTte anod TG EKOETIKEC
OUVAPTAOELG, UITOPOUUE VA EMAEEOUE LA TLUA TTUKVOTNTAG TNG ATHOODALPOG LIE:

glFog (GL_FOG_DENSITY, atmoDensity);
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Mua tpitn emhoyn e€acBéviong ¢ atpoodalpag ival n ypauukn cuvaptnon (3).
Y€ QUTAV TNV NepimTwon N mapdpetpog atmoFunc maipvel tnv tiur GL_LINEAR.

MNna va opicoupe ta dmax kat dmin amd tn ouvdptnon (3) XPNOLULOTOLOUUE TLG
evtoAgg glFogf(GL_FOG_END,maxValue) kat glFog(GL_FOG_START,minValue).

7.2 P®TIONOC KAL ORiXYAT 6TV EQAPLOYT)

Itnv epappoyn To Kedpalalo autod xwpiletal os SUo pépn. To dpwtiopod (Lighting) kat
™V opixAn (Fog). To interface Tou pwTLOHOU Kal TN OUIXANG HOLATEL e OAa Tl AAAQL
TUAMOTA TNG €PaPUOYNC KABWC MapEXOUV TUAMA EUdAVIONG KWOLKA, TPLoSLAoTATO
Xwpo emideln twv avriotolwv duvatotnTwy, Kouumi Ponbelag, Kol KOUWLA
oAAnAenidpaonc pe to Xpnotn.

7.2.1 YAomoinon ®wtiopnov

H kAdon LightingActivity.java elvat to activity yla To pépog auto kot mepthapBavel To
XEPLOMO TWV KOUUTILWV aAAG Kal tTnv apxkomoinon tou layout lighting.xml mou
anoteAel to interface (BA. mapaptnua). To lighting.xml pe tn oslpd tou opilel to
Xwpo MpoBoAng péow ¢ KAaong LightingGLSurfaceView.java mou mepltAapBavet tov
Kwdika OpenGL ES.

Ytnv ewkova 37 daivetal o amdomolnpévog Kwdikag tng LightingGLSurfaceView.java.

Onwcg BAénoupe otn pEBodo onSurfaceCreated() €XOUME TG QPXLKOTIOLNOELG TNG
nnyns ¢wtog GL_LIGHTO, to omolo maipvel TIHEG amd to XPNoTn. Ol apXLKEG TUUEG
glvat Aeuko yLa To S1aXUTO GWTLOUO KAL TNV KATOTITPLKI) aVIAVAKAOCH Kal LoUpo yLa
T0 pwTLopO mepBarlovtog. MapakdTtw PAEMOUUE va APXLKOTIOLOUVTAL TA XPW AT
Tou UALKoU NG odaipag. Ta xpwuata eivat yaAallo yia To SLaxuTo GwTLoPO Kal To
dWTLOUO TEPLBANAOVTOG KOl AEUKO YLOL TNV KOTOTITPLKN OVTOVAKAQO.
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Ewova 37. Arthornoun uévog Kwdikag tng LightingGLSurfaceView.Java

ITN OUVEXELQ, €XOUME TL EVTOAEC TIOU EVEPYOTIOLOUV TOL TPEXOVIA PWTA KAl TLG
EVIOAEG PWTLOHOU OAAA KOl TNV €TIAOYr TOU HOVTEAOU GWTLOUOU ME TNV EVIOAN
glLightModel() mou g€nynBnke mapamnavw.

Meténetta, otn nEBodo onDrawFrame() éxoupe Eava TG EVIOAEG TOU GWTOC EMELSN
QUTEG oAAAlouv KaBWE O XPNOTNG TELPAlEL TIG TIMEG TWV XPWHATWY, CUVETIWG
kaAouvtal fava edw adou n onDrawFrame() lwypadilel Tn oknvn Kal apa KoAeitat
enavaAnmnrtikda. AkoAouBel n evioAr Snuioupyiag g yalallog odaipag kabwg Kat
HLOG ULKPOTEPNG N omola elval Kitpvn He Tn Xprion tng evtoAng glMaterial(), pe tnv
napapetpo GL_EMISSION mou eidape mapanavw. H kitpvn odaipa mpocopoLwveL
T0 PwC¢ TO OTOLo UMOopEL 0 XPAOTNG VO UETOKLVEL HUE TO SAKTUAS TOu aAAA KOl UE TO
kou i z light katd pikog tou afova z (Ewkova 38).

TéAog, n uEBodog onSurfaceCreated kaAeital yia tn dnuloupyla Tou MAGVOU TOU
ebw dnuioupyeital pe tnv evioAn glFrustum() mou eidape oto keddAaro 4.
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Ewkova 38. O Xprjotng UIOPEL KOV UTIWVTAG TV 000VN va SWOEL TLG CUVTETAYUEVEG TG TNy G GwTOG Ko
napAdAAnAa va LETAKIVACEL TRV Kitpvn odaipa. H odaipa kot n mnyrn ¢pwtdg prmopouv va Kivnboulv Kat Kot
HKAKOG TOU Gfova z JLE TN XPrjon Tov KouproL z light.

MapatnpoUpe OTL 0 XPNOoTNG MMopel va oAAAEEL Kal TO XpWHA Tou GWTLoUOU.
EvSladépov mapouolalel n meplmTwaon OMOU TO XPWHA yivetal KOkKLvo (Ewkova 39).

Ewova 39. To xpwua yivetow tpdowvo (apotepd). To xpwpa yivetoan UrAe (1Héon). Evw To Xpwpa givot KOKKLVO
BAEMOUNE MOVO TNV KOTOTTPLKA avtavakAoon KOkkwn (6e€id). Autd ocupPaivel ylati to xpwpa NG
KOLTOTITPLKIG avTavAakAaong Tou VALKOU tnG YyaAdliag odaipag sivat To AEUKO KOl CUVENTWG OITOTUTIWVETOL OTL
10 XpwHa GwTdg Ba Mécel MAvw Tou. Apa, NELSH TO UAKO tng odaipag éxel dwg Sidxuong yoAaiwo (0,1,1)
Kot To dwg Stayuong tng nnyng wtog sivar kokkwo (1,0,0), SnAadn avtiotpoda Xpwpota, TO ANMOTEAECHA
gival to pavpo xpwua.
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TéAog, 0 xpriotng umnopet va petafariel ta Stavuopata ambient, diffuse kat specular
HE Ta akoAouBa amoteAéopata (Etkdva 40).

Ewkova 40. To Stavuopa ambient pe péyloteg TipéG (aplotepd). Evepyomoinpévo povo to Siavuopa specular
(néon). OAa ta Slavuopota pe undevIKEG TLHEG (Se§La).

7.2.2 YAomoinon opiyAng

H kAdon FogActivity.java €ival to activity ylia to Hépog auto kat mepAapuPfavel To
XEPLOUO TWV KOUUTLWV aAAd Kot TNV apxkomnoinon tou layout fog.xml mou amoteel
1o interface (BA. mapaptnua). To fog.xml pe tn oepd Tou opilel To XwpPo POPOANRG
HEow TNG KAAong FogGLSurfaceView.java mou neplapfdavel tov kwdika OpenGL ES.

Itnv Ewkova 40 daivetal o amAomnolnpuévog kwdikag tng FogGLSurfaceView.java.

Onwg PBAénmoupe otn péBodo onSurfaceCreated() €xoupe TNV apxlkomoinon tou
TUMoU ouixAng péow tng evioAng glFogf(GL10.GL_FOG_MODE, fogMode[fogFilter]);
Me to fogMode va elval mivakag TOuU TEPLEXEL TIG OUMPOAIKEC oTABEPEC
GL_EXP,GL_EXP2 kot GL_LINEAR. Ztn cuvéxela, opl{OUME TO XpWHA TNG OUiXANG AAG
KOl TNV TTUKVOTNTA YLOL TLG EKOETIKEG CUVAPTNOELG, KABWG KL TLG TTOPAUETPOUG APXAG
KOlL TEAOUG yLaL TN YPOAUULKY) cuvapTnon.

2tn néBodo onDrawFrame() Eavaypddoupe TIG apamAvVw VIOAEG, KABWG QUTEG
propel va KAnBouLv pe SLadOPETIKEG MAPAUETPOUC ATO TO XPOTN KOL OTN CUVEXELA
{wypadilovpe tov KUBO, 0 omoiog Umopel va TeEPLOTPEDETAL UE TO AyyLyHaA TOU
Xpnotn onwg ¢aivetal anod tov KwdLKa.
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Téhog, n nEBodog onSurfaceCreated kaAeital yia T dnuloupyla Tou TAGVOU TTOU
ebw dnuioupyeital pe tnv evioAn glFrustum() mou eidape oto keddaAaio 4.

Ewova 41. O anhonoinpévog Kwdikag tn¢ FogGLSurfaceView.java.

To nwg emnpealel 0 XprioTNG To XpWHA TG OlixAng dalvetal otnv ewkova 42,

Ewkova 42. KOkkwvn opixAn (aplotepd).Mpdoivn opixAn pe idia mukvotnta (1éon). MmAe opixAn pe peyaAutepn
rukvotnta (6€€Ld).
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Itnv ekova 42 PBAEMOUUE OTL O €TUAEYHEVOC TUTIOG OUiXANG eivat o GL _EXP kot
umopel va ouvbuaoTel Pe TNV TUKVOTNTA ylO TO €MOBUUNTO QMOTEAECUA. ZTNV
elkova 43 daivetal n Stadopd tou GL_EXP kat GL_EXP2 pe tnv (dla mukvotnta.

Ewova 43.H cuvaptnon opixAng GL_EXP kot GL_EXP2 pe tnv idta mukvotnta.

TEAOG, N YPAUULKI) CUVAPTNON KOL TO TIWG EMNPEALETAL OO TOUG TTOPAYOVTEG start
kol end paivetal otnv swkova 44.

Ewova 44. H ypappukr cuvdaptnon GL_LINEAR. H cuvaptnon pe aAAaypévo tov napdyovta end (8§Ld).
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8. TeAkEC OKEPEIG-ZUUTIEPAC AT

O aplBuog twv Bepdtwy mou KaAudOnkav otnv epapuoyn KoL otnv mapovoa
gpyaoia gival moAU HLKPOC O OXEON HE AUTA MoU umapyxouv otnv OpenGL. Enpene
va YlVEL pla TpooekTikl €mloyn TnG UANG mou Ba efetaotel. Etol, €ylwve
npoondBela va e€eTooTOUV TO BACIKA OTOLXELA TNE YAWOOOC KL CUYKPLTIKA UE TO
XPOVO TIOU €YLVE N avamntuén Bewpw OTL N MPOOTIABELA QUTH ATAV LKOVOTIOLNTLKA.
Qotooo, népa amo ta mAaiola tNg SUTAWHATIKAC QUTAG EPYAOLOG OTOXOG lval va
OUVEXLOTEL N avamntuén te edapuoyng Kat va emektabel og BabBUTEPA KOUUATL TNG
YAwooag.

Oa pe xapomolovoe 8Laitepa TO YEYOVOG va aKOUOW OXOALQ KOl TIPOTACELG
oo oupdolTNTEC Hou, OAAG KOL VO CUVEPYOOTW HE omolovénmote B€AeL va
00XoANBel elte pe TNV eméktaon NG €papUOynG €lTe HE TN OSnUoupylal HLOC
katvouplac. Oool Aoutov Bprikate eviiadépov dtafalovrtog Tic mapandvw oeAideg n
nailovtog pe TNV epopuoyn OTO KLVNTO 0aG N SLOTACETE va eMIKOwwvroste pall
Hou.

Exovtag, TAEOV, TEPLOOOTEPN EUMElplA OTOV TPOypPAUUATIONO android
OUOKEUWV, 0AAG KOl 0TOV KOO0 TWV YPAPLKWVY UIOopW Vo ovadpEpw WG CUUMEPACHLA
OTL glval £va oAU opopdo Kol eviLlapEpov avTLKelpevo va aoxoAnBel kaveic.
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1. Mpadikd Yrohoylotwv pe OpenGL ,Hearn Baker 3" ékSoon
ekdooelc TUOAa

OpenGL Programming Guide, Dave Shreiner 7" ék8oon
OpenGL SuperBible, Addison, Wesley 5" ékdoon

Pro OpenGL ES for Android, Smithwick, Verma
http://www.glprogramming.com/red/
http://www.glprogramming.com/blue/
http://www.opengl.org/archives/resources/fag/technical/

IYETIKA PE TNV avarntuén kwdika: http://developer.android.com

O X N Uk WwWwN

Xpnowuo OpenGL ES napadeiypata oto android:
http://insanitydesign.com/wp/projects/nehe-android-ports/

10.Texture mapping examples: http:/obviam.net

11.Android application development tutorials:
http://www.mybringback.com/series/android-basics
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Mapaptnpa

ETtidsidn kwdika

Mo vo UImoPECEL O AVAYVWOTNG Vo SEL TTWCE YivoVTalL TPOYPOUUATIOTIKA TIOAAQ oo Ta
UEpN ToU TeplypddnKav otnv gpyacia, mapouotaletol o KWSIKAC YL TO HEPOG TNG
Béaong Kal OUYKeKpLUéEva yla TNV evioAn glPerpsective(). EmAéyetal to
OUYKEKPLUEVO HEPOG yloti ouvdualel Kol KAAOELS YPOUUEVEC HE TN PBLBAodnkn
graphics, aAAQ Kal KAAOELG ypapEVEG e TN BorBela tng OpenGL ES.

O kwdwkag tng PerspectiveActivity.java

package com.xroapp.openglTutorial;

import android.app.Activity;

import android.app.Dialog;

import android.content.Context;
import android.os.Bundle;

import android.os.Handler;

import android.util.Log;

import android.view.MotionEvent;
import android.view.View;

import android.view.View.OnTouchListener;
import android.widget.Button;
import android.widget.ImageButton;
import android.widget.TextView;

import android.widget.Toast;

public class PerspectiveActivity extends Activity {
Handler mHandler;
ViewingGLSurfaceView view;
ExplainPerspective exp;

TextView t,12;
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Context context;

Toast toast;

int duration = Toast.LENGTH_SHORT;

CharSequence text = "Near and Far parametres should take positive values";

@Override
public void onCreate(Bundle savedInstanceState) {
super.onCreate(savedInstanceState);
context = getApplicationContext()
// arxikopoihsh toy perspective.xml
setContentView(R.layout.perpective);
view = (ViewingGLSurfaceView)findViewByld(R.id.surView);
// eyresh koympiwn;

ImageButton ib = (ImageButton) findViewByld(R.id.inc);
ImageButton ib2 = (ImageButton) findViewByld(R.id.inc2);
ImageButton ib3 = (ImageButton) findViewByld(R.id.inc3);
ImageButton ib4 = (ImageButton) findViewByld(R.id.inc4);
ImageButton db = (ImageButton) findViewByld(R.id.dec);
ImageButton db2 = (ImageButton) findViewByld(R.id.dec2);
ImageButton db3 = (ImageButton) findViewByld(R.id.dec3);
ImageButton db4 = (ImageButton) findViewByld(R.id.dec4);

// arxikopoihs twn textfields
t = (TextView) findViewByld(R.id.show);

t.setText("glPerspective("+sur.pRenderer.perAngle+", "+sur.pRenderer.aspect+",

"+sur.pRenderer.znear+","+sur.pRenderer.zfar+");");
t2 = (TextView) findViewByld(R.id.show2);
t2.setText("glLookAt(0.0,0.0,"+sur.pRenderer.eyez+",0.0,0.0,0.0,0.0,1.0,0.0);");
exp = (ExplainPerpective) findViewByld(R.id.explainView);
Button help = (Button)findViewByld(R.id.help);
// listeners

ib.setOnTouchListener(new OnTouchListener() {

www.inf.uth.gr

Page 68



@Override

public boolean onTouch(View v, MotionEvent event) {

switch(event.getAction()) {

case MotionEvent.ACTION_DOWN:
if (mHandler != null) return true;
mHandler = new Handler();
mHandler.postDelayed(mAction, 0);
break;

case MotionEvent.ACTION_UP:
if (mHandler == null) return true;
mHandler.removeCallbacks(mAction);
mHandler = null;

break;

return true;

}

Runnable mAction = new Runnable() {
@0Override public void run() {

float radians,degrees;

if (sur.pRenderer.perAngle< 180){
sur.pRenderer.flag = true;
sur.pRenderer.perAngle++;
degrees = sur.pRenderer.perAngle;
radians = degrees *((float)Math.PI/180);

exp.rads = radians/2;
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t.setText("glPerspective("+sur.pRenderer.perAngle+",

"+sur.pRenderer.aspect+", "+sur.pRenderer.znear+","+sur.pRenderer.zfar+");");

exp.invalidate();

mHandler.postDelayed(this, 70);

|3
1;

// oi upoloipoi listeners paraleipontai gia syntomia

O Kwdkag Tou perspective.xml

<LinearLayout xmlns:tools="http://schemas.android.com/tools"
xmlns:android="http://schemas.android.com/apk/res/android"
android:id="@+id/LL"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:background="#7D9ECQ"
android:gravity="bottom"
android:orientation="vertical"
android:paddingBottom="@dimen/activity_vertical_margin"
android:paddinglLeft="@dimen/activity_horizontal_margin"
android:paddingRight="@dimen/activity horizontal_margin"
android:paddingTop="@dimen/activity_vertical_margin"

tools:context=".Draw" >

<Framelayout

android:layout_width="match_parent"
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android:layout_height="212dp" >

< com.xroapp.openglTutorial .ViewingGLSurfaceView
android:id="@+id/surView"
android:layout_width="match_parent"
android:layout_height="match_parent"
android:focusable="true"
android:focusablelnTouchMode="true" />
<RelativelLayout
android:layout_width="match_parent"
android:layout_height="match_parent">
<LinearLayout
android:layout_width="wrap_content"
android:layout_height="wrap_content"

android:orientation="vertical" >

<TextView
android:id="@+id/show"
android:layout_width="wrap_content"
android:layout_height="wrap_content"

android:text="glPerspective" />

<TextView
android:id="@+id/show?2"
android:layout_width="wrap_content"
android:layout_height="wrap_content"

android:text="glLookAt" />

</LinearLayout>
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<Button
android:id="@+id/help"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:layout_alignParentBottom="true"
android:layout_alignParentRight="true"
android:text="Help" />

</RelativelLayout>

</Framelayout>

< com.xroapp.openglTutorial.ExplainPerpective
android:id="@+id/explainView"
android:layout_width="match_parent"
android:layout_height="113dp"
android:layout_weight="0.08"

android:background="#FFFFFFFF" />

<LinearLayout
android:layout_width="match_parent"
android:layout_height="wrap_content"

android:orientation="vertical" >

<LinearlLayout
android:layout_width="match_parent"
android:layout_height="wrap_content"

android:orientation="horizontal" >

<TextView
android:layout_width="wrap_content"

android:layout_height="wrap_content"
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android:minWidth="57dp"
android:padding="5dp"

android:text="angle" />

<ImageButton
android:id="@+id/inc"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/pluss"

android:textColor="#0000FF" />

<ImageButton
android:id="@+id/dec"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/minuss"

android:textColor="#0000FF" />

<TextView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:minWidth="57dp"
android:padding="5dp"

android:text="near" />

<ImageButton
android:id="@+id/inc2"

android:layout_width="wrap_content"
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android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/pluss"

android:textColor="#0000FF" />

<ImageButton
android:id="@+id/dec2"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/minuss"
android:textColor="#0000FF" />

</LinearLayout>

<LinearLayout
android:layout_width="match_parent"
android:layout_height="wrap_content"

android:orientation="horizontal" >

<TextView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:minWidth="57dp"
android:padding="5dp"

android:text="far" />

<ImageButton
android:id="@+id/inc3"
android:layout_width="wrap_content"

android:layout_height="wrap_content"
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android:contentDescription="@string/desc3"
android:src="@drawable/pluss"

android:textColor="#0000FF" />

<ImageButton
android:id="@+id/dec3"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/minuss"

android:textColor="#0000FF" />

<TextView
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:minWidth="57dp"
android:padding="5dp"

android:text="camera" />

<ImageButton
android:id="@+id/inc4"
android:layout_width="wrap_content"
android:layout_height="wrap_content"
android:contentDescription="@string/desc3"
android:src="@drawable/pluss"

android:textColor="#0000FF" />

<ImageButton
android:id="@+id/dec4"

android:layout_width="wrap_content"
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android:layout_height="wrap_content"

android:contentDescription="@string/desc3"

android:src="@drawable/minuss"

android:textColor="#0000FF" />
</LinearLayout>

</LinearLayout>

</LinearLayout>

O kwéwkag tn¢ ViewingGLSurfaceView.java

package com.xroapp.openglTutorial;

import javax.microedition.khronos.egl.EGLConfig;
import javax.microedition.khronos.opengles.GL10;
import android.content.Context;

import android.opengl.GLSurfaceView;

import android.util.Log;

import android.opengl.GLU;

import java.lang.Math;

class ViewingGLSurfaceView extends GLSurfaceView implements Renderer
{

public static float fov_degrees = 45f;

public static float fov_radians = fov_degrees / 180 * (float) Math.PI;

public float aspect;

public static float camz;

boolean mTranslucentBackground;

float mAngle;

public float mAngleX;

public float mAngleY;
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boolean draw = false;

boolean flag = false;

boolean useFrustrum = false,useOrtho = false;
private GLText glText;

private Context context;

int getHeight,getWidth,dist;
int commands=0;
My3DTexture t3d;

float perAngle = 45f;

float mTransY ;

float znear=5,zfar=30,eyez=10;

float fH=3,fW=3;

public ViewingGLSurfaceView(boolean useTranslucentBackground,Context context)

{
super(context);
this.setRenderer(this);
mTranslucentBackground = useTranslucentBackground;
t3d = new My3DTexture();
}
public void onDrawFrame(GL10 gl)
{

gl.glClear( GL10.GL_COLOR_BUFFER_BIT | GL10.GL_DEPTH_BUFFER_BIT);
gl.glMatrixMode(GL10.GL_PROJECTION); // Select The Projection Matrix

gl.glLoadldentity(); // Reset The Projection Matrix

if(useFrustrum){
gl.glFrustumf(-fW, fW, -fH, fH, znear, zfar);

GLU.gluLookAt(gl, 0, 0, eyez, 0,0, 0, 0, 1, 0);
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}

lelse if (useOrtho){
gl.glOrthof(-fW, fW, -fH, fH, znear, zfar);
GLU.gluLookAt(gl, 0, 0, eyez, 0,0, 0, 0, 1, 0);
} else{
GLU.gluPerspective(gl, perAngle, aspect, znear, zfar);

GLU.gluLookAt(gl, 0, 0, eyez, 0, 0, 0, 0, 1, 0);

gl.glMatrixMode( GL10.GL_MODELVIEW ); // Activate Model View

gl.glLoadldentity(); // Load Identity Matrix

gl.glEnableClientState(GL10.GL_VERTEX_ARRAY);

gl.glPushMatrix();

gl.gIRotatef(-90.0f,0.0f,0.0f,1.0f);

t3d.draw(gl);

gl.glPopMatrix();

gl.glDisableClientState(GL10.GL_VERTEX_ARRAY);

public void onSurfaceChanged(GL10 gl, int width, int height)

{
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getHeight= height;

getWidth = width;

dist = getHeight/10;

aspect = (float) width / (float) height;

camZ = height / 2 / (float) Math.tan(fov_radians / 2);

gl.glViewport(0, 0, width, height);
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}

public void onSurfaceCreated(GL10 gl, EGLConfig config) //15
{
gl.glClearColor( 0.0f, 0.5f, 0.5f, 1.0f );
glText = new GLText( gl, context.getAssets() );
glText.load( "font.ttf", 14, 2, 2 );
gl.glEnable(GL10.GL_CULL_FACE);
t3d.loadGLTexture(gl, this.context);

gl.glEnable(GL10.GL_TEXTURE_2D);

gl.glShadeModel(GL10.GL_SMOOTH); //Enable Smooth Shading
gl.gIClearDepthf(1.0f); //Depth Buffer Setup
gl.glEnable(GL10.GL_DEPTH_TEST); //Enables Depth Testing
gl.glDepthFunc(GL10.GL_LEQUAL); //The Type Of Depth Testing To Do

gl.gIHint(GL10.GL_PERSPECTIVE_CORRECTION_HINT, GL10.GL_NICEST);

O kwdwkag tng ExplainPerspective.java

package com.xroapp.openglTutorial;

import android.content.Context;

import android.graphics.Bitmap;

import android.graphics.BitmapFactory;
import android.graphics.Canvas;

import android.graphics.Color;

import android.graphics.Paint;

import android.graphics.Paint.Style;

import android.graphics.drawable.Drawable;
import android.util.AttributeSet;

import android.view.View;
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public class ExplainPercpective extends View {
boolean working = true;
Drawable mCustomIimage;
inti;
Paint paint = new Paint();
Bitmap b,b2;
float znear = 50;
float zfar=300;
float rads = (float) (Math.PI/8);
float eyez;

float normalize;

public ExplainPerspective(Context context) {
super(context);
paint.setColor(Color.BLUE);
paint.setAntiAlias(true);
paint.setTextSize(20.0f);
paint.setStyle(Style.FILL);
paint.setStrokeWidth(3.0f);
b=BitmapFactory.decodeResource(getResources(), R.drawable.droid4);

b2=BitmapFactory.decodeResource(getResources(), R.drawable.camera);

}

public ExplainPerspective(Context context, AttributeSet attrs) {
super(context,attrs);
paint.setColor(Color.BLUE);
paint.setAntiAlias(true);
paint.setTextSize(20.0f);
paint.setStyle(Style.FILL);

paint.setStrokeWidth(3.0f);
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b=BitmapFactory.decodeResource(getResources(), R.drawable.droid4);

b2=BitmapFactory.decodeResource(getResources(), R.drawable.camera);

public ExplainPerspective(Context context, AttributeSet attrs, int defStyle) {
super(context,attrs,defStyle);
paint.setColor(Color.BLUE);
paint.setAntiAlias(true);
paint.setTextSize(20.0f);
paint.setStyle(Style.FILL);
paint.setStrokeWidth(3.0f);
b=BitmapFactory.decodeResource(getResources(), R.drawable.droid4);

b2=BitmapFactory.decodeResource(getResources(), R.drawable.camera);

@Override

public void onDraw(Canvas canvas) {

if (working){
eyez = getWidth()/5f;
working = false;

normalize =(float)Math.cos(rads);

canvas.drawline(eyez, getHeight()/2f,
getWidth()/5f+getWidth()*(float)Math.cos(rads),getHeight()/2f+
getWidth()*(float)Math.sin(rads), paint);

canvas.drawline(eyez, getHeight()/2f, getWidth()/5f+getWidth()*(float)Math.cos(-
rads),getHeight()/2f+ getWidth()*(float)Math.sin(-rads), paint);

canvas.drawText("near", eyez+(znear)*(float)Math.cos(rads),getHeight()/2f+
znear*(float)Math.sin(rads)+25, paint);
p
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canvas.drawText("far", eyez+(zfar)*(float)Math.cos(rads),getHeight()/2f+
(zfar)*(float)Math.sin(rads)+25, paint);

canvas.drawline(eyez+(znear)*(float)Math.cos(rads),getHeight()/2f+
znear*(float)Math.sin(rads), eyez+znear*(float)Math.cos(-rads),getHeight()/2f+
znear*(float)Math.sin(-rads), paint);

canvas.drawline(eyez+(zfar)*(float)Math.cos(rads),getHeight()/2f+
zfar*(float)Math.sin(rads), eyez+zfar*(float)Math.cos(-rads),getHeight()/2f+
zfar*(float)Math.sin(-rads), paint);

canvas.drawBitmap(b, getWidth()/5f+(100)*(float)Math.cos(rads),getHeight()/2-10,
paint);

canvas.drawBitmap(b2, eyez-25,getHeight()/2-10, paint);

H kAdon My3DTexture.java

package com.xroapp.openglTutorial;

import java.io.lOException;

import java.io.InputStream;

import java.nio.ByteBuffer;

import java.nio.ByteOrder;

import java.nio.FloatBuffer;

import javax.microedition.khronos.opengles.GL10;
import android.content.Context;

import android.graphics.Bitmap;

import android.graphics.BitmapFactory;

import android.opengl.GLUtils;

public class My3DTexture {
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/** The buffer holding the vertices */

private FloatBuffer vertexBuffer;

/** The buffer holding the texture coordinates */
private FloatBuffer textureBuffer;

/** The buffer holding the indices */

private ByteBuffer indexBuffer;

/** Our texture pointer */
private int[] textures = new int[1];
private float vertices|[] = { //Vertices according to faces

-1.0f, -1.0f, 1.0f, /*Vertex 0%/  1.0f, -1.0f, 1.0f, /*v1*/

-1.0f, 1.0f, 1.0f, /*v2 */ 1.0f, 1.0f, 1.0f, /*v3*/
1.0f, -1.0f, 1.0f, 1.0f, -1.0f, -1.0f,
1.0f, 1.0f, 1.0f, 1.0f, 1.0f, -1.0f,
1.0f, -1.0f, -1.0f, -1.0f, -1.0f, -1.0f,
1.0f, 1.0f, -1.0f, -1.0f, 1.0f, -1.0f,
-1.0f, -1.0f, -1.0f, -1.0f, -1.0f, 1.0f,
-1.0f, 1.0f, -1.0f, -1.0f, 1.0f, 1.0f,
-1.0f, -1.0f, -1.0f, 1.0f, -1.0f, -1.0f,
-1.0f, -1.0f, 1.0f, 1.0f, -1.0f, 1.0f,
-1.0f, 1.0f, 1.0f, 1.0f, 1.0f, 1.0f,
-1.0f, 1.0f, -1.0f, 1.0f, 1.0f, -1.0f,

/** The initial texture coordinates (u, v) */
private float texture[] = {

//Mapping coordinates for the vertices

0.0f, 0.0f, 0.0f, 1.0f,
1.0f, 0.0f, 1.0f, 1.0f,
0.0f, 0.0f, 0.0f, 1.0f,
1.0f, 0.0f, 1.0f, 1.0f,
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0.0f, 0.0f, 0.0f, 1.0f,

1.0f, 0.0f, 1.0f, 1.0f,
0.0f, 0.0f, 0.0f, 1.0f,
.0f, 0.0f, 1.0f, 1.0f,
0.0f, 0.0f, 0.0f, 1.0f,
1.0f, 0.0f, 1.0f, 1.0f,
0.0f, 0.0f, 0.0f, 1.0f,
1.0f, 0.0f, 1.0f, 1.0f,
2

/** The initial indices definition */
private byte indices[] = {

//Faces definition

0,1,3,0,3,2, //Face front
4,5,7,4,7,6, //Face right
8,9,11, 8,11,10, //...

12,13,15, 12,15,14,
16,17,19, 16,19,18,

20,21,23, 20,23,22,

J¥*
* The Cube constructor.
*/
public My3DTexture() {
/l
ByteBuffer byteBuf = ByteBuffer.allocateDirect(vertices.length * 4);
byteBuf.order(ByteOrder.nativeOrder());
vertexBuffer = byteBuf.asFloatBuffer();
vertexBuffer.put(vertices);

vertexBuffer.position(0);
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/l

byteBuf = ByteBuffer.allocateDirect(texture.length * 4);
byteBuf.order(ByteOrder.nativeOrder());

textureBuffer = byteBuf.asFloatBuffer();
textureBuffer.put(texture);

textureBuffer.position(0);

//
indexBuffer = ByteBuffer.allocateDirect(indices.length);
indexBuffer.put(indices);
indexBuffer.position(0);
}
public void draw(GL10 gl) {
//Bind our only previously generated texture in this case

gl.glBindTexture(GL10.GL_TEXTURE_2D, textures[0]);

//Point to our buffers

gl.glEnableClientState(GL10.GL_VERTEX_ARRAY);

gl.glEnableClientState(GL10.GL_TEXTURE_COORD_ARRAY);

//Set the face rotation

gl.glFrontFace(GL10.GL_CCW);

//Enable the vertex and texture state

gl.glVertexPointer(3, GL10.GL_FLOAT, 0, vertexBuffer);

gl.glTexCoordPointer(2, GL10.GL_FLOAT, 0, textureBuffer);

//Draw the vertices as triangles, based on the Index Buffer information
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gl.glDrawElements(GL10.GL_TRIANGLES, indices.length,
GL10.GL_UNSIGNED_BYTE, indexBuffer);

//Disable the client state before leaving
gl.gIDisableClientState(GL10.GL_VERTEX_ARRAY);

gl.gIDisableClientState(GL10.GL_TEXTURE_COORD_ARRAY);

public void loadGLTexture(GL10 gl, Context context) {
//Get the texture from the Android resource directory

InputStream is =
context.getResources().openRawResource(R.drawable.droidd);

Bitmap bitmap = null;
try {
//BitmapFactory is an Android graphics utility for images

bitmap = BitmapFactory.decodeStream(is);

}Hinally {
//Always clear and close
try {
is.close();
is = null;
} catch (IOException e) {

}

//Generate one texture pointer...
gl.glGenTextures(1, textures, 0);
//...and bind it to our array

gl.glBindTexture(GL10.GL_TEXTURE_2D, textures[0]);
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//Create Nearest Filtered Texture

gl.glTexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_MIN_FILTER,
GL10.GL_NEAREST);

gl.gITexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_MAG_FILTER,
GL10.GL_LINEAR);

//Different possible texture parameters, e.g. GL10.GL_CLAMP_TO_EDGE

gl.glTexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_WRAP_S,
GL10.GL_REPEAT);

gl.glTexParameterf(GL10.GL_TEXTURE_2D, GL10.GL_TEXTURE_WRAP_T,
GL10.GL_REPEAT);

//Use the Android GLUTtils to specify a two-dimensional texture image from

our bitmap
GLUtils.teximage2D(GL10.GL_TEXTURE_2D, 0, bitmap, 0);
//Clean up
bitmap.recycle();
}
}
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