Primjer

 BouncingBall
* Kreiranje kruga

glTranslatef(ballX, ballY, 8.8f);

glBegin( );
glColor3f(e.ef, 6.6f, 1.6f);
glvertex2f(e.ef, 8.6f);
numsegments = 16808;
GLfloat angle;
for ( i =8; 1 <= numSegments; i++) {
angle = 1 * 2.8f * / numSegments;
glVertex2f(cos(angle) * ballRadius, sin(angle) * ballRadius);
,

glEﬁdi};




Primjer

 BouncingBall
» Pozicija, veli¢ina i brzina kruga
at ballRadius = 8.5F;

at ballX = 8.8f;
at ballY = 8.8f;

at ball¥Max, ballXMin, ball¥YMax, ball¥YMin;
at xSpeed = 6.82T;
at ySpeed = 6.887f;




Primjer

 BouncingBall
* Definisanje kretanja i ponasanja na
IVicama prozora (,,odbijanje”)

glutSwapBuffers();

ballX += xSpeed;
ball¥ += ySpeed;

it (ballX > ballXMax) ({
ballX = ballXMax;
¥Speed = -xSpeed;
H else if (ballX < ballXMin) {
ballX = ballXMin;
¥Speed = -xSpeed;

it (ballY > ballYMax) {
ballY = ball¥YMax;
ySpeed = -ySpeed;

L else if (ballyY < ball¥YMin) {
ballY = ballYMin;

ySpeed = -ySpeed;




Unos sa perifernih uredaja

* void glutMouseFunc(void (*func)(int
button, int state, Iint x, Int y);

* void glutSpecialFunc(void (*func)(int
key, Iint X, int y));



3D



3D mreza (mesh) - poligonski model




Computer Aided Design
CAD)
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Programi za manipulaciju 3D
modelima

* MeshLab, Blender
 SolidWorks, CATIA



Preporuka: MeshlLab

* Besplatan

* Funkcionalnosti: precis¢avanje,
filtriranje, editovanje, konverzija iz
formata u format, mijenjanje
rezolucije

* formati: .stl, .ply, .obj...
* Binarno 1 ASCIl enkodovanje



Mesh (npr. STL format)

=20lid 5TL generated by MeshLab

Ly k3=

facet normal -4.749331e-001 -7.323006e-001 4.7736805e-001
outer loop
d vertex -—-2.7661l00e+000 1.697400e+000 1.667720e+001
5 vertex -2.774700e+000 1.683300e4+000 1.665610e4+001
& vertex -—-2.751500e+000 1.675300e+000 1.665750e4+001
) endloop
8 endfacet
L facet normal -4.493306e-001 -7.412990e-001 4.985757e-001
4 outer loop
i vertex -2.7661l00e+000 1.697400e+4000 1.667720e4001
2 vertex -—-2.751500e+000 1.&675300e4+000 1.665750e4001
5= vertex -2.747600e+000 1.691500e+000 1.66E510e+001

endloop

endfacet

facet normal -5.044552e-001 -7.44474%=-001 4.373581e-001
outer loop

' '
1 o N

vertex -2.774700e+000 1.685300e+000 1.665610e+001
wvertex -2.786200e+000 1.678000e+000 1.662360e+001
-2.7539200e+000 1.86539000e+000 1.662240e+001

.:\. W3 Co

vertex
endloop
endfacet
facet normal -4.302905e-001 -7.505236e—-001 4.539112e-001
outer loop

LRI L% B =)

vertex -—-2.774T700e+000 1.689300e+000 1.665610e+001
vertex -—-2.759200e+000 1.659000e+000 1.6622490e+001
-2.7531500e+000 1.675300e+000 1.665750e+001

1 o n

vertex
endloop

W co

endfacet
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