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Points - Display - consists of pixels.

Each pixel is a point /dot >ai
the image .

§ ¥2012S • 22,2 >

• 22,17 Convention

¥7. 52,1 > = ( ?)
- a column vector.



( Vector Graphics)Lines
Y

◦ 22,25 3 lines
<""

1€.cz ."
-×

In Javascript. canvas : move to /2,1;
line to ( 2,2);
Iinetu 1012) ;peore liñet ( at);

"

Early oscilloscopes [Not really pixel
-

based)



Tnopencrtn :

float Verts [3)[2) = { {2,1 } , {2,23 , {0,237;
÷ ← starting point

glDraw Arrays (GL - POINTS, 0, 3);
t #of points

Ide : ☒ Definition of Verts[717
away

(2) Load the Verts away into the GPU buffers
✓Bio - Vertex Buffer Object,

will hold a
copy
of Ve€

VAO - VertexArray Object - holds
information about what , m

gldrawtrrayslGL-2-TNFF.ro?p,o,sg.#-Dra.w-sg1DrauArrays ( GL - LINE- STRIP,0,35 ←Draws 2
lines

Ii / GL _ LINES, 01¥); ←Draws 1 line .



4 V1
GL - LINES

suppose vertices
GL _ LINEareV0,HHi%K - STRIP

GL _ LINE - Loop
V3

GL -
LINES 4,14

V5

V0

g1DrawArraH(GL - LINE _ 200996) * ¥4K
g-¥"

V0



gl Draw Arrays ( GL- TRIANGLES, 0,3 ) ;
(with vevtsltl] = { 12,11

,
12.23.1927} )

<92 > <3"

• 22,17

Each vertex : Processed by a vertex shader
on the GPL

Each pixel in the triangle : - Processed by
a fragment shader

.

Triangles have Frost Faces & Back Faces
.

CCW rule /default)

"

co "unt←c lock wise
"

"

• V0



u,
÷°

"
6 vertex

◦

V2
V0 " ^ V5

vo•V,

in order

glDmwArrays (GL _ TRIANGLES, 016) - draw 2 trmgdts

→ÉyGTRIANEFAN
" ÷÷÷¥



g
/DrawArrays (GL_ TRIANGLE - STRIP , 0, G)

↳ • "-

cow rule applies to the ↳

•f↳1st one

CAN foran hare front face v-q,
pictured

Last part of lecture was on the

tfakbaddskdbe.bethe podcast .




