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 Pre-compiled OpenGL command 
sequences

 Avoid calls to OpenGL

 Improve performance by avoiding 
repetitive calculations

 Make code easier to read

 Save the calculated values of the 
parameters

 Cannot be changed after creation!
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Display lists



void torus(int numc, int numt) 

{

double s, t, x, y, z, twopi;

twopi = 2 * (double)M_PI;

for (int i = 0; i < numc; i++) {

glBegin(GL_QUAD_STRIP);

for (int j = 0; j <= numt; j++) 

{

for (int k = 1; k >= 0; k--) 

{

s = (i + k) % numc + 0.5;

t = j % numt;

x = (1+.1*cos(s*twopi/numc))*cos(t*twopi/numt);

y = (1+.1*cos(s*twopi/numc))*sin(t*twopi/numt);

z = .1 * sin(s * twopi / numc);

glVertex3f(x, y, z);

}

}

glEnd();

}

}
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Exemplo

Complex 
calculations every 
time you draw the 

object

Multiple
OpenGL calls



GLuint theTorus;

void init(void)

{

theTorus = glGenLists(1);

glNewList(theTorus, GL_COMPILE);

torus(8, 25);

glEndList();

...

}

void display(void)

{

glClear(GL_COLOR_BUFFER_BIT);

glColor3f (1.0, 1.0, 1.0);

glCallList(theTorus);

glFlush();

}
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Exemplo

OpenGL commands are 
saved in the display list

Display list can be invoked 
as many times as you like. 

Calculations are only 
performed once



 GLuint glGenLists(quantidade)

 void glNewList(list, mode)

 GL_COMPILE

 GL_COMPILE_AND_EXECUTE

 void glEndList()

 What instructions can be used
 glBegin, glEnd and all the possibilities "inside" (glColor, 

glVertex, ...)

 Transformations, projections

 Execution of other display lists
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Criar lista



 glCallList(list)

 glCallLists(GLsizei n, 

GLenum type, 

const GLvoid *lists)
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Utilizar lista



 glIsList(GLuint i)

 glDeleteLists(GLuint list, 

GLsizei range)
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Outras operações



Cilindro com topo e 
fundo

int cylinderWithTopAndBottom(GLenum mode)

{

int list = glGenLists(2);

GLUquadricObj* qobj = gluNewQuadric();

gluQuadricDrawStyle(qobj, mode); 

gluQuadricNormals(qobj, GLU_SMOOTH);

glNewList(list+1, GL_COMPILE);

gluDisk(qobj, 0, 1.5, stacks, slices);

glEndList();

glNewList(list, GL_COMPILE);

glCallList(list+1);

gluCylinder(qobj, 1.5, 1.5, 2, slices, stacks);

glTranslatef(0, 0, +2);

glRotatef(180,1,0,0);

glCallList(list+1);

glEndList();

gluDeleteQuadric(qobj);

return list;

}
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