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® gIMatrixMode(GLenum mode)

glPushMatrix() // Jl_'z]‘ Sledaddl ouSe Las>Push the current matrix stack
glPopMatrix() // cslelat)l (waSa 83lazw!Pop the current matrix stack
glLoadMartix*(const GLdouble * m) // used later
* Replace the current matrix with the one whose elements are specified by m
5 yall 2ol 2l Adga all Jloiuel
® The current matrix is the projection matrix, modelview matrix, or texture matrix,
depending on the current matrix mode (glMatrixMode)
glTranslate*(GLdouble x, GLdouble y, GLdouble z) // Multiply the current matrix by a
translation matrix olewd¥! Jigoes dulec
glRotate*(GLdouble angle, GLdouble x, GLdouble y, GLdouble z) // multiply the current
matrix by a rotation matrix ;| ysl gz Aulec
glScale*(GLdouble x, GLdouble y, GLdouble z) // Multiply the current matrix by a
general scaling matrix ezl (Lg=s dlac
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® Additional initial features
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glutlnitDisplayMode(GLUT_DOUBLE | GLUT_RGB | GLUT_DEPTH) // Bit mask to select a
window with a depth buffer
glEnable(GLenum cap) // enable or disable server-side GL capabilities

® GL_DEPTH_TEST:// doing depth comparisons and updating the depth buffer

® GL_LIGHT/ GL_LIGHTING, GL_COLOR_MATERIAL: // used later
glOrtho(GLdouble left, GLdouble right, GLdouble bottom, GLdouble top, GLdouble
nearVal, GLdouble farVal) // multiply the current matrix with an orthographic matrix.

(Specify 3D orthographic projection matrix)

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT) // Indicates the depth buffer

glVertex3f(x, y, z), glVertex3i(x, y, z) // Specify the coordinates of a vertex

glutSwapBuffers() // swaps the buffers of the current window if double buffered

ALl cbgamtll Sloglad 2.3

Transformation

glTranslate*(GLdouble x, GLdouble y, GLdouble z) // Multiply the current matrix by a
translation matrix

glRotate*(GLdouble angle, GLdouble x, GLdouble y, GLdouble z) // multiply the current
matrix by a rotation matrix

glScale*(GLdouble x, GLdouble y, GLdouble z) // Multiply the current matrix by a

general scaling matrix
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