
CS 4204 Computer Graphics 



Objectives 



Project Sketchpad 



Graphical Input 



Physical Devices 

mouse trackball light pen 

data tablet joy stick space ball 



Incremental (Relative) Devices 



Input Modes 



Request Mode 



Event Mode 



Event Types 



Callbacks 

mouse callback function 



GLUT callbacks 



GLUT Event Loop 



The display callback 



Posting redisplays 



Animating a Display 



Double Buffering 

void mydisplay() 
{ 

 glClear(GL_COLOR_BUFFER_BIT|….) 
. 
/* draw graphics here */ 
. 

 glutSwapBuffers() 
} 



Using the idle callback 

void myidle() { 
/* change something */ 

 t += dt; 
 glutPostRedisplay(); 

} 

Void mydisplay() { 
 glClear(); 

/* draw something that depends on t */ 
 glutSwapBuffers(); 

} 



Using globals 

float t; /*global */ 

void mydisplay() 
{ 
/* draw something that depends on t 
} 



The mouse callback 



Positioning 

(0,0) h 

w 



Obtaining the window size 



Using the mouse position 



Drawing squares at cursor
 location 



Using the motion callback 



Using the keyboard 

void mykey() 
{ 

 if(key == ‘Q’ | key == ‘q’)  
  exit(0); 

} 



Special and Modifier Keys 


