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プレゼンター
プレゼンテーションのノート
The outline of  the 1st lecture is as follows:
At first, I will introduce you several sources of information on how to take this lecture and information assisting your studies.
Second,  I will explain the syllabus of the lecture and you will know what you will learn through this lecture.

Then, I will refer the trends of the computer graphics. The computer graphics is an exciting research area and many techniques to create very impressive images have been invented and now it gives huge influences to our daily lives as well. We can see many computer-generated images everywhere and we know visual effects of many movies and commercial films are very attractive. I will survey the trends of such an exciting technical field. 

Next, I will briefly discuss several software tools to make programs, especially useful for our lecture. Cygnus gives us a comfortable environment of the program development and the GNU Emacs is an editor to write programs.

Finally, I will start the study on the C programming language from simple grammars on the statement “for” and two functions printf() and scanf() for output and input. 
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19925 OpenGL Version 1.0
20044F OpenGL Version 2.0
20085%F OpenGL Version 3.0
20105F OpenGL Version 4.0
20174F OpenGL Version 4.6




Why OpenGL?
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#include <GL/glut.h>
void init (void)
{
glClearColor ( 0.0, 0.0, 0.0, 0.0 ); /*BRBEDIEE*/
glMatrixMode (GL PROJECTION) ;
glLoadIdentity () ;
glOrtho(-1.0, 1.0, -1.0, 1.0, -1.0, 1.0);
/*RED=-ODEREDIETE*/

}

int main(int argc, char **argv)

{
glutInit (&argc, argv) ;
glutInitDisplayMode (GLUT SINGLE | GLUT RGB ) ;

/*TRE—FDIBE*/

glutInitWindowPosition (400,400); /*EEOHME - KESDIEE*/
glutCreateWindow (“sProgGlut” ); /[/*DAVROIDFA—Tr*/
init(); / *NEA{L0ER * /
glutDisplayFunc (display) ;
gluMainLoop() ;
return O;



OpenGLOEEEZTOT 5L

void display (void) ({

glClear (GL COLOR BUFFER BIT) ;

glColor3£(1.0, 1.0,
glBegin (GL_ POLYGON)
glVertex2f (-0.4,
glVertex2f (-0.4,

glVertex2f (-0.05,
glVertex2f (-0.05,
glEnd() ;
glFlush() ;

1.0);
-0.2);
0.0);

0.0);

-0.2);

/*
/*
/*

/*

FRDIIVT

AIOzOFDBDIETE

RAM OEE

H 1] O 38

*/
*/

*/

*/



3D AT

OpenGLDH 7 )LT70OT 5 L
http://www.opengl.org/




*PC (Windows 10, Visual C++)
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simpleProg.c (display())

void display(void) {

glClear (GL _COLOR BUFFER BIT) ;/*ERDIV7 */
glColor3£(1.0, 1.0, 1.0); [*F T DBDOIEE*/
glBegin (GL_POLYGON) ; /* R F D HE */

glVertex2f(-0.4, -0.2);

glVertex2f(-0.4, 0.0) ;

glVertex2f(-0.05, 0.0);

glVertex2f (-0.05, -0.2);
glEnd() ;

glFlush () ; / *FE DR E > /
}
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プレゼンター
プレゼンテーションのノート
The last exercise in this lecture is 

Draw or paint a picture freely by the for and print statements.�If the program is short and it can produce an interesting picture, it will be highly evaluated. 
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プレゼンター
プレゼンテーションのノート
The summary of this lecture is as follows:

We have learn the basics of the C language, 
The for statement, printf() and scanf().

This is the end of the 1st lecture. I hope everybody has enjoyed the lecture and will enjoy the exercises.

See you next time.
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