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1. RYT(Bezier) /574w A& J-OpenGL

J-OpenGL & XY T (Bezier) 75 7 4 v 7 ADH Z Jj L HADHA & U TFiH L TH
MR A RIS 7075 IV I OWTIEANIAEL] Tk R 7z,

I, VAZEEATHO P RIIEZRS TR I I T RE D,
JOY AT LANIZIE, BiLFEE, TELTOTILA0EELNT NS,

J4 Tl [Studio]-[Demos]-[OpenGL Lab Demo]-[gldemo]-[surface]

J6 Ti& [Studio]-[Demos]-[OpenGL simple]-[surface]
EiX, ZOTT - 70T F Al OpenGL DEEE LOEHERKETH Y, SHEETEHD
SCERL3] TOpenGL 7B 275 IV 771 K| Dp.448-449 D7 T T AFIOR U T — 4 %
okt DTHD, XHECEFEDI—FT 1 ¥/ ThHDA, J-[Studio]FE b B A J
DIA=RTHEMINTVDHDT, OpenGLDIY Y RETNTNLIKINAS L,
ZITE X210 C T T T AMiEZEIZ, REDIZITOM 5L, Kige
WL ODPEIMLA-T710 75 ATHIAT D,

2. OpenGL TONY TALIEALER :

ANY T (Bezier) DFtBEOJFEHIK, HIIH[I] TR R/ZH, LS EIX J-0penGL T17 5 R
D, JTHOHDIZEHAET 2 HEIEZAR, OpenGLOIYY RELUTHALNTVDDT,
TOERRICEDE TR 2HETEILZ I THD, 277, TOMEREMELZ PP L,

BN HEY & THROE % filfEE (Control Value) W5, THROMBKD (X, Y, Z)
DIEPBETH B, )

T U CHa& I 5 27 i o i %2 il < TH D A 2 2l (Evaluate Value)
EED, TODEODETEMNNY T (Bezier) DEIETHY, TOT7OT I LIV—F ViE
FEAMEE S, /N 2 —& (Evaluator) & IR,

REVBARA Y MEANT T (Bezier) WD N OBl & 13, FHMiED ) & g D
RZTIEI0 & BB HIEED %2 3@ D A%, FEAME D ik v o s HIEE O 50308 S 280,
HEEN S DES DIV REE UTR/MIARD LS BEE 8D, DD, TS
DRHARPHTE IZ R 2 D TH D, ZORIFATIA VIEPKRE LIXRED, ‘

BE. 2 3B o0z NURBS(Non-Uniform Rational B-Spline)iEdidh B A%, =
NE OpenGL THHR—MINTWVS,

-

(1] PEJIAIS TJ-OpenGL 12 kB RXY T (Bezier) /o574 v I A—FD1
SEmE BTSN E R < | JAPLARSE &R 20014/3/15
[2] WiFEsE [OpenGL To< % 3HIEC GET = A—> 3 V) FrdbiiE (2008).
[3] M. Woo, J. Neider, T. Davis [OpenGL 710275 I > 7 A R 2 K]
TIVY - AL A (1997).



3. J-OpenGL D 7B J'Z A
TO7 T NERD & D BRERIZ R > TV,
OpenGL BEREDHL Y iAA (J4 DEH
require 'gl3’
OpenGL BEBEDEL Y A A (J6 DIGE)
require ’jzopengl’
coinsert ~jgl3’

Y4V RY - T A —AOPER A

7072 A0HE) a run
OpenGL MHEY Y A& (J4 DE4) glaRC™’
OpenGL OHYL Y JAA (J6 DEE) ogl=: ’’ conew’ jzopengl’

A4 VA &/Xml&bfﬁj

HA DK I X REFEIEDRE a size

YFav Y R a char

TEE 455 0D i ] a paint
NYTOFHE, R E

4, RYTMEDOIDOTOT 5 A

RYTOFE, HEZYXO IO T2 5 AMIEHOHE a paint DR TELNS,
4.1 HIHE DR E i

(B L MALZBOHGE] 24 A=Y L TELWZU,
4 x4 = 168D, Y, Dwﬁ%?m®ﬂ%1kbto
L, HRZEZIDEHBET, BEDEND KB AX— VO %, XEk[2] p.49 Ofi%
mK%ﬁbbfﬁot%@%é

VPO =: noun define NB. plane = X-Z frame, height = Y-axis
1 0 1
0.3 0 1
0.3 0 1
1 0 1
() Q0 il
1 0 0.3
0.3 1.3 0.3
0.3 1 0.3 {
1" 0 0.3 / ’
I
1 0 0.3 ;
0.3 1.3 0.3 " A
0.3 1.3 0.3 1/
1 0 0.3 |
wr wr \J
1 0 1 X-72m#% kG
VbR T AT L 7
0.3 0 1 WO aE X2
mHEIZES N> TWT
0.3 0 1 Havix X- ﬁiKVH:%U
)1 0 1 JKED I X-ZmD EFIZH B
OpenGL DFERERIE, XEIGF 2 E, YHIE LM ST, ZEIEFRIZ EAME T
E?%T%éoiwﬁﬁ@QEﬁT 2%, X-Z1H ED 4 HDf%DT 7 OHRT 3 SIE
e, 1HZ208s0T [BEoMAZBOHEE] LB>TW\W5,
4. 2 J-OpenGL ORY T ETT T 5 A
UFOBARY THEIED OS5 ATHZH. DAY ML EITRAL Y NS % 2300

surface=:verb define

X=, V. )

x=. 77 ((x=LP)#i.#x)} x NB. XXF 57— & %Al
points=: SIZE * ”.x



glClearColor 1 1 1 1
glClear GL COLOR BUFFER BIT + GL DEPTH BUFFER BIT

glColor 0 0 01 NB. i3
glMatrixMode GLiMODELVIEW

glLoadldentity’’

glMap2 GL MAP2 VERTEX 3,013401 124, points NB. L NIZGiAH
glEnable GL MAP2 VERTEX 3 NB. DARIZELRA
glEnable GL AUTO NORMAL

glMapGrid2 STEPS, 0 1,STEPS,0 1 NB. STEPS IZ & % %

glEnable GL DEPTH TEST
glShadeModel GL FLAT
glRotate R ,. 3331000
glEvalMesh2 (FILL{GL LINE,GL FILL), 0, STEPS, 0, STEPS
)
BRONRVIDOHRE2HIRORYBR I RT, 5l BIEIROEK]REZE >TW5
glMap2 target, target (% GL MAP2 VERTEX &89 5
ul, u2, ustride, uorder wul=0 »& u2 =1 OHiFH,
ustride=3 X, Y, Z®D 3 DDfH.
uorder=4 450
vl, v2, vstride, vorder v1=0 226 v2 =1 DHipH
vstride=12 ATl 3x4=12 fED1HE
vorder=4 4 XD %]
P01nts il 481 £ D A AEEAE
U EDOHET, ROLDITHD,
glMap2 GL MAP2 VERTEX 3,013401 12 4, points
ROAX Y RIZED target 120 U TARY TOFEMB 2 E1T3 5,
glEnable GL MAPZ VERTEX 3

fER U 7B plotetript TIESHIBMDALEZ 1313 L TTHY M TRUZ,
;izb\ WS OPEHDKEEED - DIZHFHAEZ ER LN, VAT A VT2 RTW/EE
Wy,
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Help

6. J-Studio-Demo D5 — &I & 5 Ef7F

Help

90 60 30 10
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NB. OpGLN Bezier2.ijs
NB. imported from opengl¥opgl surface.ijs
NB. imported from Bessel.ijs

SIZE =: 1
require 'gl3’

A=: noun define

pc a closeok;

menupop “&Help”;

menu help ”&Help" 2”9 2”9 ””;

Menupopz;

xywh 0 0 300 300;cc g isigraph ws clipchildren ws clipsiblings rightmove
bottommove;

pas 0 0;

rem form end;

)

NB. run 0 => JOB = 0, VP1, plane = X-Z frame, height = Z-axis
NB. run 1 => JOB = 1, VPO, plane = X-Y frame, height = Y-axis

NB. run 2 => OpenGL 7B Z I V74 A K p.448, J-Studio/Demo/surface &I[@ U
NB. key command s => fine, a = > coarse

run =: a run

a run=: verb define

wd A
JOB =: y.

if. 0 =# JOB do. JOB =: 0 end.

SEL 0 NB. opgl light, SEL =: 1 nmap

NB. R =: 8 60 0

R=:000

SIZE =: 1

glaRC’”’

FILL =: 0

STEPS =:4

if. (JOB =0) +. (JOB = 1) do. STEP =: 3 end.
glaFont "arial 30’

glaUseFontBitmaps 0 32 26 32

yd " pshow;ptop’

=1 O

a g char =: verb define
k=.0{sysdata

R=:360 | R+5*’"xyz =k
R=:360 | R-5=%"XYZ =k
SIZE =: (" 1’=k) { SIZE, 1.5%SIZE
STEPS =: 100 <. STEPS + ’s’ =k
STEPS =: 0 >. STEPS - "a’ =k

FILL =: (' f’=k) { FILL,-.FILL
JOB =: ("j’=k) { JOB, 1+JOB
SEL =: ("n’=k) { SEL,-. SEL
§1paintx”

a g size=:verb define

wh=. glqwh’’

glViewport 0 0,wh
glMatrixMode GL PROJECTION
glLoadldentity’’



NB. glOrtho 5 5,
glOrtho 55, 5
return.
if. </wh do.
glortho 5 5,( 5 5%%%/wh), 55
else.
glOrtho (U5 5%%/wh), 55 55

5 5x%%/wh), 55
55

-
5’

end.
)
a g paint =: verb define
NB. nmap VPI
NB. testmap nmap VPI
NB. test VJ
if. SEL =0
do.
light’’
select. JOB
case. 0 do. surface VP1
plotctrlpt VPI
case. 1 do. surface VPO
plotctript VPO
case. 2 do. surface b2dpts
plotctrlpt b2dpts
end.
end.
drawtext ”’
§1aSwapBuffers "

plotctrlpt =: 3 : 0
X =, Y.
points =. > char to val x
CTRLV =. points
NB. CTRLV =. 16 3$points
CIRLC=. 100 1;10.501;0101;0011
glPointSize 5
i=0
while. i < 16
do.
glBegin GL POINTS
glColor > (4|i){CTRLC
glVertex 1{CTRLV
glEnd’’
i=1+1
end.

glPointSize 1

glColor 0 0 11

glBegin GL LINES
glVertex 3 00
glVertex 3 00

glEnd ’’

glColor 0.5 0 0.5 1

glBegin GL LINES
glVertex 0 3 0
glVertex 0 3 0

glEnd

glColor 0 0.6 0.4 1



glBegin GL LINES
glVertex 0 0 3
glVertex 0 0 3
glEnd ”’

)
NB. OpenGL 7B 275 X7 /A R p.448

NB. J Studio Demo / OpGL surface ¥[EUFT—4&
b2dpts=: noun define

1.5 1.5 4
0.5 1.5 2
0.5 1.5 1
1.5 1.5 2
1.5 0.5 1
0.5 0.5 3
0.5 0.5 0
1.5 0.5 1
1.5 0.5 4
0.5 0.5 0
0.5 0.5 3
1.5 0.5 4
1.5 1.5 2
0.5 1.5 2
0.5 1.5 0
1.5 1.5 1

~—

NB. =27 TOpenGL T2< % 32Xt C G p.49, #ZFILHAR(2008)
NB. JOB = 1
VPO =: noun define NB. plane = X-7 frame, height = Y-axis

10 1
0.3 0 1
0.3 0 1
0 1
1 0 0.3
0.3 1.3 0.3
0.3 1 0.3
I 0 0.3
1 0 0.3
0.3 1.3 0.3
0.3 1.3 0.3
I 0 0.3
10 1
0.3 0 1
0.3 0 1
0 1
)
NB. JOB = 0

VPl =: noun define NB. plane = X-Y frame, height = Z-axis
1 1 0
0.3 1 0



0.3 1 0
1 1 0
1 0.3 0
0.3 0.3 1.3
0.3 0.3 1
1 0.3 0
1 0.3 0
0.3 0.3 1.3
0.3 0.3 1.3
1 0.3 0
11 0
0.3 1 0
0.3 1 0
1 1 0
)
char to val =: 3 : 0 NB. referred from nmap

X=. V.

x=. 7 ((x=LF)#i.#x)} x
points=. SIZE * " x

DAT =. <"(1) 3 [\ points
)

NB. J Original Version

surface=:verb define

X=, Y.

x=. 77 ((x=LF)#i. #x)} x

NB. wr x

points=: SIZE * ”.x

glClearColor 1 1 11

glClear GL COLOR BUFFER BIT + GL DEPTH BUFFER BIT
glColor 0 0 0 1

glMatrixMode GL MODELVIEW

glLoadldentity’’

glMap2 GL MAP2 VERTEX 3,0 1 3 4 0 1 12 4, points
glEnable GL MAPZ VERTEX 3

glEnable GL AUTO NORMAL

glMapGrid2 STEPS, 0 1,STEPS,0 1

glEnable GL DEPTH TEST

glShadeModel GL FLAT

glRotate R ,. 3381000

NB. glRotate 85 1 1 1

§1EvalMesh2 (FILL{GL LINE,GL FILL), 0, STEPS, 0, STEPS

light=:verb define

if. FILL do.

glLight GL LIGHTO, GL AMBIENT, 0.1 0.1 0.1 1
glLight GL LIGHTO, GL DIFFUSE, 0.7 0.7 0.7 1
glLight GL LIGHTO, GL SPECULAR, 0.0 0.0 0.0 1



glEnable GL LIGHTING

glEnable GL LIGHTO

glMaterial GL FRONT, GL AMBIENT AND DIFFUSE, 0 1 1 1
else.

glDisable GL LIGHTING

end.

)

a help button=: verb define
wd’mb OpenGL *Press keys, a, s: steps, f: toggle line or fill, 1: larger.’
wd ' setfocus g’

NB. indicate rotated angle X, y, z in degree ============
drawtext =: verb define

glMatrixMode GL MODELVIEW

glLoadldentity '’

glColor 0 0 0 1 NB. color is determined by glMaterial Command
glRasterPos 1.5 4.5 0

§ICa11Lists 5 7: R, STEPS

_10_



