Opengl 3D Samples

OpenGL 3D samples

These samples use the Tao Framework for OpenGL on .NET and Mono.
Tao is constantly changing (and moving), so these samples may be out of date.

Redbook.Cube example in boo


http://www.mono-project.com/Tao

/I cube. boo

//when conpiling with booc, add references to

/1 Tao. Opend . dl | and Tao. Freed ut.dl |

//You may need to find a build of the freeglut.dll. | don't
/I know where such a build is now.

i mport Tao. Freed ut
i mport Tao. Opend

def Init():
G .gldearColor(0.0, 0.0, 0.0, 0.0) //floats
d . gl ShadeModel (@ . GL_FLAT)

def Display():
d.gldear(d .G _COOR BUFFER BI T)
d.glColor3f(1.0, 1.0, 1.0) //floats

/1 Clear the matrix
G . gl Loadl dentity()

/1 View ng transfornation
d u. gl uLookAt (0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0)

/1 Model ing transformation
G . gl Scalef (1.0, 2.0, 1.0) //floats

G ut. gl ut WreCube(1.0)
d . gl Flush()

def Keyboard(key as byte, x as int, y as int):
if key == 27: //escape key
Syst em Envi ronnment . Exi t (0)

Reshape(w as int, h as int):
.gl Viewport (0, 0, w, h)
.gl Matri xMode(d . GL_PRQIECTI ON)
. gl Loadl dentity()
.gl Frustum(-1.0, 1.0, -1.0, 1.0, 1.5, 20.0)
. gl Matri xMode(d . GL_MODELVI EW

(ogoNoNoNoRY

Gut.glutlnit()

Gut.glutlnitD splayMde(d ut. GLUT_SI NGLE | d ut. GLUT_RGB)
G ut. glutlnitWndowSi ze(500, 500)

G ut. glutlnit WndowPosi tion(100, 100)

G ut . gl ut Creat eW ndow( " Cube")

Init()

G ut. gl ut Di spl ayFunc(Di spl ay)

d ut. gl ut Keyboar dFunc( Keyboar d)

G ut . gl ut ReshapeFunc( Reshape)

G ut . gl ut Mai nLoop()

NeHe Example

This is a port of the base code sample from the NeHe OpenGL tutorials site. It uses the Tao Framework's SimpleOpenGIControl.


http://nehe.gamedev.net

/*
nehe. boo

Requi res boo: http://boo.codehaus. org/
and the Tao Opend@ Franmework: http://ww. nono-project.conl Tao

Conpi | e using the booc conpile line tool:

booc. exe -r: Tao. Opend .dl| -r:Tao. Opend.d u.dll -r:Tao. Pl atform W ndows. dl |
-out: nehe. exe NeHe. boo

*/

nanespace NeheTest

i mport System

i mport System W ndows. For ns
i mport System Drawi ng

i mport System Conponent Model
i mport Tao. Opend

i mport Tao. Pl at f orm W ndows

private class M nForn{Form:
private conponents as Container = null
private gl Control = SinpleCpend Control ()

def constructor():
InitializeConponent ()

def InitializeConponent():
SuspendLayout ()
gl Control . Location = Point(0, 0)
gl Control . Dock = DockStyle.Fill
gl Control .Visible = true
gl Control . KeyDown += Handl eKeyDown

Control s. Add(gl Control)

//the "self" is always optional:

sel f. Aut oScal eBaseSi ze = System Draw ng. Si ze(5, 13)
self.ClientSize = System Draw ng. Si ze(292, 273)
sel f. Name = ' Mai nForm

sel f. Text = ' NeHe Boo Exanpl e’

ResuneLayout (f al se)

protected override def OnLoad(e as Event Args):
super (e)
InitGL()

protected override def OnResize(e as Event Args):
super (e)
Resi zeG_(gl Control . Wdth, gl Control.Height)

def Run(): //main |oop
whi |l e Created:
I nval i dat e(true)
DrawG.()
Appl i cati on. DoEvent s()



protected override def Dispose(disposing as bool):
i f disposing:

i f conponents != null:

conponent s. Di spose()
super (di sposi ng)

private def Handl eKeyDown(sender, e as KeyEvent Args):
if e.KeyCode == Keys. Escape: //char type will be in boo soon
Cl ose()

private def InitG.():
gl Control . InitializeContexts()
OnResi ze(nul )

private def ResizeG.(w as int, h as int):
G .gl Viewort( 0, 0, w, h)
G .gl MatrixMbde ( G .G._PROJECTI ON )
G . gl Loadl dentity()
G u. gl uPer spective( 60.0, cast(double,w) / h, 1.0,1000.0)
G . gl MatrixMde ( G .G._MODELVI EW)
A . gl Loadl dentity()

FIEEEEEErrrrr il brawing code [/ /111 1TEEETTEEEEETTEEEETTT
private _lastMs = 0
private _angle = 0.0

private def DrawG.():
if lastMs == 0:
_lastMs = DateTi ne. Now. Ti cks

currentMs = DateTi ne. Now. Ti cks
//int division will change from/ to \ in future:
mlliseconds as long = (currentMs - _lastMs) / 10000
_lastMs = currentMs
G .glCear(d.G_COOR BUFFER BIT | G .G _DEPTH BUFFER BI T)
G . gl Loadl dentity()
d.gl Translatef (0, 0, -6)
G .gl Rotatef(_angle, 0, 1, 0)
rotl =0
while rotl < 2.0:
A . gl Rotatef (90, 0, 1, 0)
G . gl Rotatef (180, 1, 0, 0)
rot2 =0
while rot2 < 2:
d . gl Rotatef (180, 0, 1, 0)

G . gl Begi n(A . G._TRI ANGLES)
d.gl Color3f(1, 0, 0)
G .gl Vertex3f(0, 1, 0)
d.gl Color3f(0, 1, 0)
G .glVertex3f(-1, -1, 1)
d.gl Color3f(0, 0, 1)
G .gl Vertex3f(1, -1, 1)
d . gl End()
rot2 += 1

rotl += 1

d . gl Flush()

_angle += mlliseconds / 5.0



[HEEEErrrrrrll main part of script /111111 TTTTTTEETTTTT
res = MessageBox. Show(null, "Wuld You Like To Run In Fullscreen Mde?',
"Start Ful |l screen?',
MessageBoxBut t ons. YesNo,
MessageBoxI con. I nformation )
form = Mi nForm()
if res == Dial ogResul t. Yes:
form FornBorder Styl e = FornBorder Styl e. None
form Location = Point(0, 0)
form Size = Screen. PrimaryScreen. Bounds. Si ze



form Show()
form Run()
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