3D Moaenupame

OpenGL - 3D. IIpojekuuja. Kamepa.

Ja 6u ce morno uptatm y TPOAMMEH3MOHA/IHOM OKpPYXKeky, a MOTOM MCLPTAHO M WUCMPABHO
npeacTaBUTM Ha eKpaHy, NoTpebHo je noctaBuTM Kamepy, AePuHMUcaTU Npojekunjy M noaecuTu
viewport. DyHKuMje Kojuma ce BpLUe OBa NOYETHA NoAeLLaBakba Cy:

® gluLookAt (double eyeX, double eyeY, double eyeZ, double centerX, double
centerY, double centerZ, double upX, double upY, double upZ) — PyHKUM]a
Ce KOpWCTHM 33 NoAellaBatbe Kamepe. MNpBa Tpu aprymeHTa AePpUHULLY KOOPAMHATE NO/10XKaja
Kamepe. [pyra Tpu geduHUIWIY KOOpAMHATE TayKe Ka KOjoj je ycmepeHa Kamepa, AOK
nocneama TpM aprymeHTa gepuHuLly BeKTop ,Ha rope”.

® gluPerspective (double favy, double aspect, double zNear, double zFar)
— [leduHuniwe ce HauMH NpPUKasmMBara MOAENa, OAHOCHO HaYMH Npec/iMKaBaka KOoOpAMHaTa
moaena y HOpMaan3oBaHe KoopauHaTe Ha eKpaHy. [1pBM aprymeHT npeactas/ba yrao
BMAJ/bMBOCTM Y CTENeHMMa y npasly Y oce. lpyrn napametap 6u Tpebano ga ce noknonwm ca
OHOCOM BUCUHE U LUMPUHE EKpaHa KOju Ce KOPUCTM NMpu NogeLlaBakby viewport -a. Tpehuu
YeTBPTM apryMeHT MNpeAcTaB/bajy YAa/bEHOCT Kamepe of, Hajbivke U Hajaa/be pasBHU
npuKasa. Tpeba HarnacuTtu ga cy Tpehun n 4eTBPTU aprymeHT yBEK NO3UTUBHE BPEeAHOCTH.

e glViewPort(int x, int y, int width, int height) — KopucTu ce 3a nocTas/bakrbe
OKBMpa 3a npwukas. [pBa ABa aprymeHTa NpeacTaB/bajy KoopAuHaTe Aower NeBor yraa y
nuKcennuma, a Tpehn 1 YeTBPTM aprymeHT NpeacTaB/bajy WNPUHY U BUCUHY OKBMPA 33 NPUKas,
Takohe y nukcenuma. Tume ce ogpehyje aduHa TpaHchopmaumja HOPMaANU30OBAHMX

KoOpAuHaTa y KoopAauHate npo3opa. AKo cy (Xnd , ynd) HOpMa/n3oBaHe KoopAauHaTte, Taaa

Cy KoopauHaTe NpPo30opa jeaHaKe:

Xy = (Xog +1)(—Wisthj+ X
height
yw:(ynd +1)( 2g j+

void initGL ()

{
glClearColor (0.0f, 0.0£f, 0.0f, 1.0f); // Set background

color to black and opaque
glShadeModel (GL FLAT) ;

glEnable (GL_DEPTH TEST); // Enable depth testing for z-
culling

}
void reshape (GLsizei width, GLsizei height)

{

if (height == 0) height = 1;
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GLfloat aspect = (GLfloat)width / (GLfloat)height;

// Set the viewport to cover the new window
glvViewport (0, 0, width, height);

// Set the aspect ratio of the clipping volume to match the
viewport

glMatrixMode (GL PROJECTION); // To operate on the
Projection matrix

glLoadIdentity () ; // Reset

gluPerspective (80.0f, aspect, 0.1f, 50.0f);

glMatrixMode (GL MODELVIEW) ;
glLoadIdentity () ;
gluLookAt (camera.m x,camera.m y,camera.m z,
0.0,0.0,0.0,
0.0,1.0,0.0);

HanomeHa: MNpun Komnajanparby HEONXOAHO je YK/bYy4nTH HeonxoagHe bBubanoTeKe:

‘ g++ -0 p main.cpp -1GL -lglut =-1GLU

MaTtpuie Tpancpopmanmje
Knaca Matrix4x4 ocum meTopaa 3a paf, ca maTpuuama cagpxu u cnegehe metoge:

void LoadTranslate (double dx, double dy, double dz) — Ha oCcHOBY 3a4aTux
napameTtapa nocTaB/ba BpeAHOCTM MaTpuLe Tako Aa ce gobuje maTpuua TpaHcnauuje 3a
sekTop [dx dy dz]”.

void LoadScale(double sx, double sy, double sz) — Ha ocHOBY 3agatux
napameTapa NnocTas/ba BPeAHOCTM MaTpuLe Tako Aa ce Aobuje maTpuua ckaimMpara 1M To no
Xocu SXnyta,ano Y ocu SY nyta m no z ocu sz nyTa.

void LoadRotateZ (double alpha)— Ha ocHOBY 3agaTor yrna nocraB/ba BpegHOCTU
MaTpuLe Tako ga ce gobuje maTpuua poTaumje 3a yrao alpha OKO 0OCe Koja npoJia3un Kpos
KOOPAMHATHU NOYeTaK, a HOPMaHa je Ha paBaH x0y.

void LoadRotateX(double alpha)— Ha ocHOBY 3agaTor yrna nocras/ba BpegHOCTU
maTpuue Tako aa ce Aobuje maTpuua poTauuje 3a yrao alpha OKO OcCe Koja npoJsia3n Kpos
KOOPAMHATHU NoYeTaK, a HOPMajHa je Ha paBaH yOz.

void LoadRotateY (double alpha)— Ha ocHOBY 3agaTor yrna nocras/ba BpPegHOCTU
maTpuLe Tako ga ce Aobuje maTpuua poTaumje 3a yrao alpha OKO OCe Koja npoJia3n Kpos

KOOPAMHATHM NoYeTak, a HopMmasiHa je Ha paBaH x0z.

PauyHapcKa rpaduka, MpupoaHo-matemaTmukm dpakynteT, Kparyjesal,




3aganm
Kpeupate cnegehe ¢dyHKymje:

1.

void CreateCube (vector< vector<Vector3D> > &cube) — Kpeupa notpebHe
YBOPOBE 3a LpTatbe KOLKKE YWnja je CTpaHMua AyXUHE 2 TaKo [a je KOOpAMHATHM no4veTak
Yje4HOo 1 cpeanLuTe KOLKe.

void DrawCube (vector< vector<Vector3D> > &cube) — 3a 3agate noaaTtke o
4BOpOBMMaA KOLKE LLPTa WecCT NOJINroHa KOjM npe,B,CTanbajy CTpaHULEe Te KOoLUKe.

void CreatePyramid(vector<Vector3D> &pyramid) — Kpeupa uBopose noTpebHe 3a
AedbuHUCarbe NpaBe YeTBOPOCTPaHE Nupamuae ca cnegehmm KapakTepucTMKama: AyXKuHa
CTpaHM1LE KBagpaTa y OCHOBM jeHaKa je 1; BUCMHa Nnupamuae je Takohe jegHaka 1. Mupammaa
Tpeba Aa ce Hahe y NPBOM OKTaHTY KOOPAMHATHON CUCTEMA M TO TaKO Aa jeaaH YBOP OCHOBE
nupammge byae y KOoOpaNHATHOM MOYETKY.

void DrawPyramid(vector<Vector3D> g&pyramid) — 3a gate nogaTKe o YBOPOBMMA
YyeTBOPOCTPaHe NMPamMue BPLUN HEeHO UCLpTaBaHbe.

void CreateCone (vector<Vector3D> &cone, int n) — Kpeupa yBopose notpebHe
3a gedumHUCarbe NpaBe Kyne nosyrnpedvyHunka ocHose 1 1 BucuHe 1. LleHTap Kpyra y OcCHOBMU
Kyne Tpeba Aa byae y KOOpAMHATHOM MOYETKY M 43 ocHoBa Kyne nexun y pasin X0z, a ga ce
BpPX Kyne Hahe Ha no3uMTMBHOM gaeny Y oce. AprymeHT N npeAacTas/ba NoAeny Kpyrosa y
OCHOBM Kyne.

void DrawCone (vector<Vector3D> &cone) —3agaTe No4aTKe 0 YBOPOBMMA Kyne, BPLUK
HEHO UCLPTaBakbE.

HaupTaTh npaBoyraoHMK 3a KOju Cy 3a1aT LLEHTap, BEKTOP HOpMase 1 Ay>KUHe CTpaHuua, npu
Yyemy Ce 3Ha Aa Cy CTpaHuLe AYKUHe a NapanesHe ca xOy paBHW.
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Pelieme

HanpagsbeHa je npeo nomohHa ¢yHKUMja Koja 3a 3a4,aTV BEKTOP TayaKa LpTa MOJIUIOH.

void DrawPolygon (vector<Vector3D> &polygon)

{
glBegin (GL POLYGON) ;
for (unsigned int i = 0;

i < polygon.size();

it++)

glvertex3d(polygon[i].m x, polygon[i].m y, polygon[i].m z);

glEnd () ;

1. AedurHMCaHO je ocam YBOPOBA KOLLKE TAKO Aa Ce KOLKa NpocTupe no cee Tpu oce og, -1 oo 1.

void CreateCube (vector< vector<Vector3D> > &cube)
{

cube.resize (2);

cube[0] .resize (4);

cube[l] .resize (4);

cube[0] [0] = Vector3D(-1.0, -1.0, -1.0);
cube[0] [1] = Vector3D(-1.0, -1.0, 1.0);
cube[0] [2] = Vector3D( 1.0, -1.0, 1.0);
cube[0] [3] = Vector3D( 1.0, -1.0, -1.0);
cube[1][0] = Vector3D(-1.0, 1.0, -1.0);
cube[1l][1] = Vector3D(-1.0, 1.0, 1.0);
cube[1l] [2] = Vector3D( 1.0, 1.0, 1.0);
cube[1l] [3] = Vector3D( 1.0, 1.0, -1.0);

2. LLpTa ce WwecT NosMroHa Tako Aa CBakW NPeACTaB/ba jeaHy CTPaHy KoLKe.

void DrawCube (vector< vector<Vector3D> > &cube)
{

vector<Vector3D> poly;

poly.resize(4);
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for (unsigned int i1 = 0;
{
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[i+11];
[i+11];

cube[0]
cube [0]
cube[1]

poly[0] =
polyl[l] =
polyl[2] =

i < cube[0].size()-1;

it++)
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poly[3] = cube[l][i];
DrawPolygon (poly) ;

3. OcHoBa npaBe YeTBOPOCTPaHe NMpamuae ce Hanasu y pasHuM xOzZ n TO TaKo Aa ce jedaH 4YBop
OCHOBE Hasa3n y KOOPAUHATHOM MOYETKY, a A3 uena nupamumaa JIen y NpBOM OKTaHTY. [JyXuHa
OCHOBE jegHakKa je 1 Kao 1 BUCKHa.

void CreatePyramid (vector<Vector3D> &pyramid)

{

pyramid.resize (5);

pyramid[0] = Vector3D(0.0, 0.0, 0.0);
pyramid[1l] = Vector3D(0.0, 0.0, 1.0);
pyramid[2] = Vector3D(1.0, 0.0, 1.0);
pyramid[3] = Vector3D(1.0, 0.0, 0.0);
pyramid[4] = Vector3D(0.5, 1.0, 0.5);

4. MNpBo ce upTa ocHOBa Nupamuae. Y BeKTopy piramid Hanasu ce NeT Tayaka, a NpBe YeTupu
oapehyjy ocHOBY NMpamue, AOK je neTa Tayka Bpx nupamuae. OcoBa Kao 1 npeocTane YeTupu cTpaHe
nupammae ce LpTajy Kao NnoanroHu n 1o kopucrehu nomohHy GyHKUMjy 3a LpTarbe NOAUIOHa.

void DrawPyramid(vector<Vector3D> &pyramid)
{

vector<Vector3D> poly;

poly.resize (4);

poly[0] = pyramid[0];
poly([l] = pyramid[1l];
poly[2] = pyramid[2];
poly[3] = pyramid[3];
DrawPolygon (poly) ;
poly.resize (3);
poly[0] = pyramid[0];
poly[l] = pyramid[1l];
poly[2] = pyramid[4];
DrawPolygon (poly) ;
poly[0] = pyramid[1l];
poly[l] = pyramid[2];
poly[2] = pyramid[4];

DrawPolygon (poly) ;

poly[0] = pyramid[2];
poly[1l] = pyramid[3];
poly[2] = pyramid[4];

DrawPolygon (poly) ;
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poly[0] = pyramid[3];
poly[l] = pyramid[O0];
polyl[2] = pyramid[4];

DrawPolygon (poly) ;

5. Kyna

YBOpoBM OCHOBE Ce Kpeupajy Kao M Kog KpyxHuue. Tako he npeux N Tayaka BekTopa cone 6utn
4YBOPOBM OCHOBE, a Nocnearu YyBop he npeacTaB/baTh BpX Kyne. LleHTap ocHoBe je y KOOpANHAaTHOM
noyetky. OcHOBa je nosynpedyHmKa 1 u Hanasm ce y pasHnm XOZ, LOK ce BpX Kyne Hanasn Ha Y ocu K

TO Ha BUCUHMK 1.

void CreateCone (vector<Vector3D> &cone, int n)
{
cone.resize (n+1);
Matrix4x4 MRotate;
MRotate.loadRotateY (2.0*M PI/n);

cone [0] = Vector3D(1.0, 0.0, 0.0);

for (unsigned int i = 1; 1 < cone.size()-1; i++)
cone [1] = MRotate.Transform(cone [i-1]);

cone [n] = Vector3D(0.0, 1.0, 0.0);

6. cupTtaBarbe Kyne

OcHoBa Kyne ce LpTa Kao NoauroH 6e3 nocneatbe Tayke BeKTopa cone. OMOTay Kyne ce MoxKe
HaLpTaTh of TPOYr/0Ba CaCTaB/beHMX Of CBaKe ABe y3aCTOMHe Tauyke Ha OCHOBW 3ajeflHO ca BPXOM
Kyne. CKyn TakBUX TPOYr/ioBa Mmoxe ce HaupTatu moaom GL_TRIANGLE _FAN.

void DrawCone (vector<Vector3D> &cone)
{
vector<Vector3D> poly = cone;
poly.resize(cone.size()-1);
DrawPolygon (poly) ;

int n = cone.size();
glBegin (GL TRIANGLE FAN);
glvertex3d(cone [n-1].m x, cone [n-1].m y, cone [n-1].m z);
for(int i = 0; i < n-1; i++)
glvertex3d(cone [i].m x, cone [i].m y, cone [i].m z);
glEnd();

poly.resize (3);
poly[0] = cone [n-1];
poly[1l] = cone [n-2];
poly[2] cone [0];

DrawPolygon (poly) ;
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7.HaupTaTi NnpaBoyraoHWK 3a KOju Cy 3a4,aTW LLEeHTap, BEKTOP HOPMaJsie U Ay»KMHE CTPaHMLA, NPU Yemy
ce 3Ha Aa Cy CTpaHuue AyXuHe a napanenHe ca xOy paBHMU.

o .
Heka cy aatu Bektop Hopmane N 1 BEKTOp LieHTpa NpaBoyraoHMUKa center, Kao U AyXUHe CTpaHuLa
a v b. la 6ucmo HaupTanm 3a4aTh NPaBoOyraoHWK, NOTPe6HO je Aa oApeaMMO BeKTope CTpaHuLa d u

—

b, HakoH Yera hemo Tauke nNpaBoyraoHnKa Ao6UTU Ha cneaehm HauuH:

A fef— = d—~-F
= center— - a— — -
2 2
B=4+ad
C=B+b
D=A4A+5b
LUTO Ce 1aKO MOXKe younTu ca camke 1.
A - » B
a
b
l 14’
_Ea center
D C
Cnuka 1

OcTano je jow oapeanTH BEKTOpe CTpaHMLa d 1 b.

MosHaTo je Aa BeKkTOp d Npunaga pasHu xOy. Ocum WTO je BeKTop HopMane N HOpMmanaH Ha BeKTop
d, 3Hamo v Aa je z 0ca HOpPMa Ha Ha BEKTOp d (jep BeKTop d npunaga pasHu xOy a z oca je HopMasiHa
Ha CBe BeKTope paBHU xOy), TaKo [a BEKTOP d MOXKemo A06uTu Ha cneaehn HaumH:
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Jlomahn

KpeupaTtun cnegehe reomeTtpunjcke obamke:

1. Bamak
a.

void CreateCylinder (vector< vector<Vector3D> > &cylinder, int n)
— Kpeupa ysopose notpebHe 3a gepuHMcarbe Bas/bKa NONYNPEYMKA OCHOBE 1, BUCUHE
1 1 TO TaKo Aa jefiHa ocHOBa BasbKa byae y pasin Y =0, a gpyray pasumn Yy =1, a aa
LLEHTPU OCHOBA /1eXKe Ha Yy OCwu. Apl'yMEHT N npeacras/ba NOAENY KPyrosa y OCHOBU
Ba/bKa.

void DrawCylinder (vector< vector<Vector3D> > &cylinder) —3a gate
noaaTtke 0 YBOPOBMMa Ba/bKa, BPLLUN Ce HEeroBo UCLPTaBame.

2. YerBOpocTpaHa npasa 3apy6/beHa nMpamuaa

a.

void CreateTruncatedPyramid (vector<vector<Vector3D> &truncatedPyramid,
int n) — Kpeupa 4yBopoBe 4eTBOpPOCTPaHe MpasBe 3apybs/beHe nupamuge ca
cnepehnum KapaKTepucTMKama: jefHa OCHOBA Ce Haslasu y PaBHU y=0, a gpyray
paBHM Y =1; KBagpaT y ocHOBW je cTpaHuue 1 1 jenaH HEros YBOpP cCe Hanasu y
KOOpPAWHATHOM MOYETKY, a CTpaHMUa Apyre ocHoBe Tpeba aa 6byae ayxuHe 0.5. Liena
nupammga Tpeba Aa ce Hahe y NPBOM OKTaHTY KOOPAMHATHOI CUCTEMA.

void DrawTruncatedPyramid (vector< vector<Vector3D> > &truncatedPyramid,
int n) — 3a gate nogatke O 4YBOPOBMMaA 3apybsbeHe nupamuae, BPLIM HEHO
ncupTaBame.

3. TMpaBa3apybsbeHa Kyna

a.

void CreateTruncatedCone (vector< vector<Vector3D> > &truncatedPyramid,
int n) - Kpeupa uyBopoBe noTpebHe 3a geduHUcare npasBe 3apybsbeHe Kyne
nonynpeynka ocHoea 1 n 0.5, BucMHOM 1 1 TO TaKo A3 jefiHa OCHOBA BasbKa byae y
pasun Y =0, a apyra y pasHu Yy =1. LleHTpu ocHoBa Tpeba aa ce Hahy Ha Y ocu.

AprymeHT N npeacTaB/ba NOAeNY KPYroBa Y OCHOBM BasbKa.

void DrawTruncatedCone (vector< vector<Vector3D> > &truncatedPyramid,
int n) — 3a AaTe nogatke O 4YBOpOBUMMa 3apy6fbeHe Kyne, BpwW Ce HbeHOo
nUcupTaBame.
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