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Green: 0 1 0 | Black: 0 0 0
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2. J @ OpenGL @ Texture EXE a—F 4 7
HARIAG 72 T D OpenGL D Texture OEENE ST D 2 — RIZIRD L H TH D,
texture=:verb define

glClearColor 0 0 1 0 NB. HEfaFH
glEnable GL_DEPTH_TEST NB. [&#RuLE

glDepthFunc GL_LEQUAL
glPixelStore GL_UNPACK_ALIGNMENT, 1

glTexImage2D (GL_TEXTURE_2D, 0 3 64 64 0, GL_RGBA, GL_UNSIGNED_BYTE);
y.

NB. 2 7T Texture, y. B/ N\HZ—
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST
glTexEnv GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL
glEnable GL_TEXTURE_2D NB. 2 ¥kt Texture & A %Nk

glShadeModel GL_FLAT
glClear GL_COLOR_BUFFER_BIT + GL_DEPTH_BUFFER_BIT

drawcube *’ NB. g/ RZ— 2 LT ILVHIE L OFEE
)

THADEITHRYDa—FT 4 T ThD, LinL, BEETHEZAIX
BT D/RT A =2 Th D,
glTexImage2D (GL_TEXTURE_2D, 0 3 64 64 0, GL_RGBA, GL_UNSIGNED_BYTE);
y.
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White: 1

Black: 0
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w=.8 8% 1

b=.8 830



pattern=: , 64 648, (8 64%,w,.b),8 64%,b, . w

DTG AL — 2 L BT NVKIE & DFEEIZDONWTIRAR D, ZAUTRE D 11T
INH— BT VD EOTER IS ST D0, EWHIFEETH RO
RE# drawcube TEFR I A,
drawcube =: 3 : 0
glBegin GL_QUADS
glTexCoord 0 0 0 1
glVertex _1 1 1
glTexCoord 0 1 0 1
glVertex _1 1
glTexCoord 1 1 0 1
glVertex 1 1
glTexCoord 1 0 0 1
glVertex 1 _1 1

(EHEI)
glEnd’’

)
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INEHESTHA aeDBORE Y — v 2{ELHEE dice ZRD X H ITEF
T 5,
dice =: 3 : 0

'TJR = x

N = y.

IJN= N# (1) i. *: N

NB. ((N, N)$ (I, J, R) tc”(1) IJN) { _10

N, N$ (I, J, B te” (1) IJN

)
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ZoEA> (0, DIEIZEY 7 —fEEZRRETIUX. BSOS LHZA2RL< 2
LR D,

FEIL 64 x 64 DEEHIZHNT, WANWARBEFHZEBY DS LM E2E->TH
A aued 166 DHEEST,
pat_dl =: , (32 32 6 dice 64) { _1 _16776961 NB. Red in White

pat_d30 =: 16 16 4 dice 64
pat_d31 =: 32 32 4 dice 64
pat_d32 =: 48 48 4 dice 64

pat_d2 =:, (pat_d30 +. pat_d32) { _10 NB. Black in White
pat_d3 =:, (pat_d30 +. pat_d31 + pat_d32) { 10

pat_d40 =: 16 16 4 dice 64
pat_d4l =: 16 48 4 dice 64
pat_d42 =: 48 16 4 dice 64
pat_d43 =: 48 48 4 dice 64

pat_d4 =:, (pat_d40 +. pat_d4l +. pat_d42 +. pat_d43) { 10
pat_ds =:, (pat_d40 +. pat_d4l +. pat_d42 +. pat_d43 +. pat_d31)
{10

pat_d60 =: 16 20 4 dice 64
pat_d6l =: 16 44 4 dice 64
pat_d62 =: 32 20 4 dice 64
pat_d63 =: 32 44 4 dice 64
pat_d64 =: 48 20 4 dice 64
pat_d65 =: 48 44 4 dice 64

pat_d6 =, (pat_d60 +. pat_d6l +. pat_d62 +. pat_d63 +. pat_d64 +.
pat_d65) { 10

FOEfEpat_dl 2D pat_d6 NNV A 2D 1 MNE6DHDNNF— L7025,

INEETIVOSNHFIEROLEIZ, —HT 2YEIZiR 7= OpenGL @ Texture DL
BLFE texdraw & fE WL drawfacel 725 drawface6 D7 17 77 LITHEVEL Y
T A av Xtk Ens, 728, texdraw (ZEGIE L TER LT,

1 drawfacel texdraw pat_dl

drawface?2 texdraw pat_d2

drawface3 texdraw pat_d3

drawface4 texdraw pat_d4

drawfaceb texdraw pat_db

drawface6 texdraw pat_d6
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NB. Cube with Texture Selected Pattern
NB. Checker Pattern 2010/2/17

NB. Dice Pattern 2010/4/5

NB. Dice Casting 2010/4/13

NB. run '~ => display dice pattern
NB. run 0 => display checker pattern

require ' gl3’

A=: noun define

pc a closeok;

xywh 0 0 200 200;cc g isigraph ws_clipchildren ws_clipsiblings
rightmove bottommove;

pas 0 O;

rem form end;

)

run =: a_run
a_run=: verb define
T =:y.

wd A

glaRC”’

R=: 000

wd ’ pshow;ptop’

)

NB. Dice will be cast 2010/4/13, 4/17

a_g char =: verb define

NB. if. press g or G, then dice is cast

if. g’ =0 { sysdata do. R =: 90%(3?75) end. NB. cast

if. ’G’ =0 { sysdata do. R =: 360 | 37?360 end. NB. random
R=: 360 | R+ 5 % "xyz- =0 { sysdata

R=: 360 | R -5 % 'XYZ =0 { sysdata

glpaintx’’

)

a_g size=:verb define
glViewport 0 0, glgwh’’
glMatrixMode GL_PROJECTION
glLoadldentity’’

NB. glOrtho 2 2 2 2 _2 2



gluPerspective 80 1 1 100
)

a_g paint=:verb define
glMatrixMode GL_MODELVIEW
glloadldentity ’’
glTranslate 0 0 _5
glRotate R ,. 3331000
if. 0 = #T do.
1 drawfacel texdraw pat_dl
drawface?2 texdraw pat_d2
drawface3 texdraw pat_d3
drawface4 texdraw pat_d4
drawfaceb texdraw pat_db
drawface6 texdraw pat_d6
else.
select. T
case. 0 do. texture pattern
end.
end.
glaSwapBuffers’’

)

NB. DrawTexture one face, one pattern

NB. Adverb definition / left arg(u.): verb, right arg(y.): noun
NB. revised 2010/4/7 adverb definition to verb(u.) with 2 noun
arguments (x. vy.)

NB. first, clear buffer_bit => 1 drawfacel texdraw patternl
NB. other, not clear buffer => drawfaceN texdraw patternN

texdraw =: 1 0
0 u. texdraw y.

glClearColor 0 0 1 0

glEnable GL_DEPTH_TEST

glDepthFunc GL_LEQUAL

glPixelStore GL_UNPACK_ALIGNMENT, 1

glTexImage2D (GL_TEXTURE_2D, 0 3 64 64 0, GL_RGBA, GL_UNSIGNED_BYTE) ;
y. NB. Select Pattern



glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST
glTexEnv GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL
glEnable GL_TEXTURE_2D
glShadeModel GL_FLAT
if. x. do. NB. when x.=1, clear buffer bit

glClear GL_COLOR_BUFFER_BIT + GL_DEPTH_BUFFER_BIT
end.

b

u. NB. execute verb as left argument u.

)

NB. Bind Texture Coordinates to Vertex

drawfacel =: 3 : 0

glBegin GL_QUADS

glTexCoord 0 0 0 1 NB. facel
glVertex _1 1 1

glTexCoord 0 1 0 1

glVertex _1 _1
glTexCoord 1 1 0
glVertex 1 _1
glTexCoord 1 0 0
glVertex 1 1 1
glEnd’’

)

drawface2 =: 3 : 0

glBegin GL_QUADS

glTexCoord 0 0 0 1 NB. face2
glVertex 1 1 1

glTexCoord 0 1 0 1

glVertex 1 _1 1

glTexCoord 1 1 0 1

glVertex 1 _1 _1

glTexCoord 1 0 0 1

glVertex 1 1 _1

glEnd’’

)

1
1
1
1

_10_



drawface3 =: 3 :
glBegin GL_QUADS

0

glTexCoord 0 0 0 1
_1
glTexCoord 0 1 0 1

glVertex 1 1

glVertex 1 _1
glTexCoord 1 1 0
glVertex _1 _1
glTexCoord 1 0 0
glVertex _1 1
glEnd’’

)

drawface4 =: 3 :
glBegin GL_QUADS

—_ = =

0

glTexCoord 0 0 0 1

glVertex _1 1

glTexCoord 0 1 0
glVertex _1 _1

glTexCoord 1 1 0
glVertex _1 _1

glTexCoord 1 0 0
glVertex _1 1

glEnd’’

)

drawfaceb =: 3 :

glBegin GL_QUADS

— = = e e e

0

glTexCoord 0 0 0 1
_1
glTexCoord 0 1 0 1

glVertex _1 1

glVertex _1 1

1

glTexCoord 1 1 0 1

glVertex 1 1

1

glTexCoord 1 0 0 1
_1

glVertex 1 1
glEnd’’
)

drawface6 =: 3 :
glBegin GL_QUADS

0

glTexCoord 0 0 0 1

NB. face3

NB. face4

NB. faceb

NB. face6
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glVertex _1
glTexCoord 0
glVertex _1 _
glTexCoord 1 1 0
glVertex 1
glTexCoord 1
glVertex 1

glEnd’’
)

NB. make dice pattern

1J100 =:
1J64
1J36

dice =:

"TJR =

N = y.

10 # ":(_1) i.100

D8 i (1) i.64
6 # 7:(1) i.36

y.

2)*R) - (o +/ *: (X-1),

IJN = N# (1) i. *: N

NB. ((N, N)$ (I, J, R) te”(1) IJN) { 10
(N, NO$ (I, J, B tc”(1) IJN

)

pat_dl =

pat_d30
pat_d31
pat_d32

pat_d2
pat_d3

:, (32 32 6 dice 64) { _1 _16776961

: 16 16 4 dice 64
© 32 32 4 dice 64
© 48 48 4 dice 64

(Y=1))

:, (pat_d30 +. pat_d32) { 10
:, (pat_d30 +. pat_d31 + pat_d32) { _1 0

_12_
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pat_d40 =: 16 16 4 dice 64
pat_d4l =: 16 48 4 dice 64
pat_d42 =: 48 16 4 dice 64
pat_d43 =: 48 48 4 dice 64

pat_d4 =:, (pat_d40 +. pat_d4l +. pat_d42 +. pat_d43) { _1 0
pat_ds =:, (pat_d40 +. pat_d4l +. pat_d42 +. pat_d43 +. pat_d31)
{10

pat_d60 =: 16 20 4 dice 64
pat_d6l =: 16 44 4 dice 64
pat_d62 =: 32 20 4 dice 64
pat_d63 =: 32 44 4 dice 64
pat_d64 =: 48 20 4 dice 64
pat_d65 =: 48 44 4 dice 64

pat_d6 =, (pat_d60 +. pat_d6l +. pat_d62 +. pat_d63 +. pat_d64 +.
pat_d65) { 10

NB.

NB. Checker Texture for Reference

NB. note GL_RGBA so that pattern is 1 integer per texel

texture=:verb define

glClearColor 0 0 1 0

glEnable GL_DEPTH_TEST

glDepthFunc GL_LEQUAL

glPixelStore GL_UNPACK_ALIGNMENT, 1

glTexImage2D (GL_TEXTURE 2D, 0 3 64 64 0, GL_RGBA, GL_UNSIGNED_BYTE);
y. NB. Checker

glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_NEAREST
glTexParameter GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_NEAREST

glTexEnv GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL
glEnable GL_TEXTURE_2D
glShadeModel GL_FLAT

glClear GL_COLOR_BUFFER_BIT + GL_DEPTH_BUFFER_BIT

_13_



drawcube ’’

)
Cube =: (L1 -1 1)5(11 1311 1);5( _11)

drawcube =: 3 : 0
glBegin GL_QUADS

glTexCoord 0 0 0 1
glVertex _1 1 1
glTexCoord 0 1 0 1
glVertex _1 1 1
glTexCoord 1 1 0 1
glVertex 1 1 1
glTexCoord 1 0 0 1
glVertex 1 _1 1

glTexCoord 0 0 0 1
glVertex 1 _1 1
glTexCoord 0 1 0 1
glVertex 1 1 1
glTexCoord 1 1 0
glVertex 1 1

glTexCoord 1 0 0
glVertex 1 _1

glTexCoord 0 0 0 1
glVertex 1 _1 _1

glTexCoord 0 1 1
glVertex 1 1 _1
glTexCoord 1 1 0 1
glVertex _1 1 _1
glTexCoord 1 0 0 1
glVertex _1 _1 _1

glTexCoord 0 0 0 1
glVertex _1 _1 _1
glTexCoord 0 1 0 1
glVertex _1 1 _1
glTexCoord 1 1 0 1
glVertex _1 1 1

_14_



glTexCoord 1 0 0 1
glVertex _1 _1 1

glTexCoord 0 0 0 1
glVertex 1 1 1
glTexCoord 0 1 0 1
glVertex 1 1 _1
glTexCoord 1 1 0 1

glVertex _1 1 _1
glTexCoord 1 0 0 1
glVertex _1 1 1

glTexCoord 0 0 0 1
glVertex 1 _1 1
glTexCoord 0 1 0 1
glVertex 1 _1 _1
glTexCoord 1 1 0 1
glVertex _1 _1 _1
glTexCoord 1 0 0 1
glVertex _1 _1 1

glEnd’’
)

NB. checker pattern
w=.8 8%_1

b=.8 8%0

pattern=: , 64 649,

(8 64$,w,.b),8 64$,b, . w
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