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OpenGL 5 =t &

® OpenGLé#t 9 @ 61 21 & ¢ % £
- ‘gil*"t %ﬁﬂ/l\gi*

o TuASUMAzZvHEY, LTILAOpenGLA ¢ =k dh &2 fs &
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C/C++

T4 ACeHStruct £ & 224 %
" CH+RATEH G R XK

o Tl Alclass4#

o TuF| AL Fpublic, privatefeprotectedst £ 3Lt /7 & &6 1%
2

o & 7T 3AF| Bl A 7z 1% 4548 £ T sA 48 3t 17 19]




254t R

" MR R-AEEG LT R, TasEd

BH%. 2@, 245, F LA AXRBELECORE,
] o

cube mycube;

mycube.color[O0] 1.0;

mycube.color[1] mycube.color[2] = 0.0;
mycube._matrix[0][0]=...



27 g @GR

RN EERN AL LZTALTHGREK, #lde:
e mycube.translate(1.0, 0.0, 0.0);
e mycube.rotate(theta, 1.0,0.0,0.0);
e setcolor(mycube,1.0,0.0,0.0);

"L FTERT T

e mycube.render();



* 3 2Fihatd
class cube {
public:
float color[3];

float matrix[4][4];
// public &

private:
// £
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B R#, #liglVertex
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E A A R
cube mycube;

material plastic;
mycube.setMaterial (plastic);

camera frontView;
frontView.position(X,y,z2);
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KR 2t &

class light { //5Phong# & « &
public:

bool type; //&E % &M
bool near;

float position[3];
float orientation|[3];
float specular|3];
float diffuse[3];

float ambient|[3];
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& Sy
glPushAttrib
glPushMatrix
glColor
glTranslate
glRotate
&l
glTranslate
&2
glPopMatrix
glPopAttrib
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XN EA T ET &
o % #-FOpenGL% #Push/Pop
"k, bFEAKEF—H#
® TuBHE—~NEALESZHRSH &
® HmAHHIA RIE EELG
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3% % @ (Scene graph)

R R E: XA T ORELWH
o iF i 44
o 3 id] £
" HFAETAAIMLHEAT
e ¥ & (node)
e iz F (children)
e /1 (group)

" H XA EAE: AZAT KM

o &4t (instanced) , B4 Z PH K %+, T HHFEETILAR—/N
JUTH A AT, PREsLGAKRA
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% @ ¢ & A

m PHIGS: % — /A aMmi, ANSIstandard, 1988

m X3D: AFXMLe R & AR AT, 150 standard,

2010
® # % #VRML (Virtual Reality Modeling Language )

" g, LARAAG—GHTHENL, £TF—-NE
AKE
@ HETXHHRBEXNA—~NHRA

® A4, AE3ANHFTAAPIARIKGAAA T AN 449t = f, Hk
* % # 7 /i OpenGL &, # DirectX = L
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% % B ©API

® Open Inventor: # & k4 &, SGla 3]
o C++@& bt &t kM A A

A F OpenGL

%F & (F #Unix/Linux. Windows#% )

A4 %3 L FL
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http://oss.sgi.com/projects/inventor/�

3% % B 65 API

m OpenSceneGraph: 7 & %k #

Cr+@m@axt kg R4 A 45

A F OpenGL

%F & (F #HUnix/Linux. Windows% )

F #CPUBGPU = i ¢4 i &, F #5

F 45 & 45 ]t (occlusion culling)

I ¥ E kta% (level of detail)
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* sse*

" %= “ks& 8 AlOpenGL # i7 44|

® HAINHIREYR, HiH4E A
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http://www.openscenegraph.org/projects/osg�

% % B ©API

m Java3D: #F & %4, Oracles ]
o Java®m G2t R 69 k4 K &
o R % B 7 % 7EAPI
o 5B B BAAP| (B do F ik, )

m JOGL: theJava™ Binding for the OpenGL® API
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% B 6 ™ %45 X3D

m X3D: EFXMLY M 48 A AF#%, 150 standard,
2010
o EF#LKL, 2K AAPl (1% K3
o I o N
e 50penGL£ %4 % 4o
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Thanks for your attention

Lg®
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