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Modelacdo 3D

HETRNEEN

/ e
i N
e e
1 I =gty
T “/’23: L]
P
N il
s
\ A
R
¥,

Definigdo de um ponto em 3D

glVertex3f(x,y,z);
glVertex3fv(a); // sendo float a[3];

Para desenhar pontos fazer:

glBegin(GL_POINTS);
glVertex3f(0.0f, 0.0f, 10.0f);
glVertex3f(1.0f, 1.0f, 1.0f);
glEnd();
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Opgoes para glBegin:

- GL_POINTS

- GL_LINES

- GL_LINE_STRIP

- GL_LINE_LOOP

- GL_TRIANGLES

- GL_TRIANGLE_STRIP
- GL_TRIANGLE_FAN

- G6L_QUADS

- GL_QUAD_STRIP

- G6L_POLYGON
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HETRNEEN

Linhas

glBegin(...)
glVertex3fv(a);
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glVertex3fv(c

GL_LINES
a

[C/’d

OpenGL - Primitivas

14

(a)
glVertex3fv(b);

(c)

(d)

glVertex3fv(d
glEnd () ;

Nota: os pontos a,b,c,d estdo a ser
representados por vectores de floats

DI-UM Computagdo Grdfica 07/08

GL_LINE_STRIP
a

GL_LINE_LOOP
a




HETRNEEN

OpenGL - Primitivas

»  Triangulos

glBegin(...)
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glVertex3fv(a
glVertex3fv (b
glVertex3fv
glVertex3fv
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GL_TRIANGLES

o

GL_TRIANGLE_STRIP

14

glVertex3fv
glVertex3fv
glEnd () ;
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OpenGL - Primitivas
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* Quads

GL_QUADS
a d e h

glBegin(...) i
glVertex3fv ;
. e ©

glVertex3fv ; b C f g
glVertex3fv ;
glVertex3fv

glVertex3fv
glVertex3fv
glVertex3fv ;
glVertex3fv : a C e g

glEnd () ; T

4

4

j 6L_QUAD_STRIP

(a)
(b)
(c)
(d)
(e)
(f)
(g)
(h)

Nota: atengdo a ordem dos vértices no diagrama
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Exercicio
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+  Implementar uma fungdo que desenhe um prisma:

- A fungdo deve receber como pardmetros a altura, raio e ndmero de lados do
prisma
- Utilizar triangle stripse fans

»  Definir normais apropriadas para os vértices

»  Tluminar com uma luz direccional
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