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A quick review

OOP (Object Oriented Programming)
& Inheritance
Buffers
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Object Car
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Object Car

Properties:
Color
WHEES

Methods:
Forward
Reverse
Change Gear




A quick review: OOP & Inheritance

Object Car

Properties:
Color
WHEES

Methods:
Forward
Reverse
Change Gear

Object BMW inherits Car

Properties:
Turbo
Bluetooth

Methods:
Activate GPS
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OCompiIe and run



colorMode(RGB);
color(95,255,64)

colorMode(RGB);
color(#5fff40)

colorMode(HSV);
color(349,93,84)



point(x,y);

line(x1,y1,x2,y2);
triangle(x1,y1,x2,y2,x3,y3);
quad(x1,y1,x2,y2,x3,y3,x4,y4);

box(width, height, depth);
sphere(radius);



mouseX

mouseY
mousePressed()
mouseReleased()

key
keyPressed()



// hello world
/[ a simple, boring cube

void setup (1 // called once

size(800,600, P3D); // define window size
colorMode(RGB);

void draw() { // called every frame
background(0.5, 0.5, 0.45);
translate(width/2, height/2, -30);
scale(10);
box(20);



// hello world 1.1
Il a slightly more interesting cube

Import processing.opengl.*;
float xmag, ymag = 0;

void setup () // called once
size(800,600, OPENGL); // define window size
colorMode(RGB);

}

void draw() { // called every frame
background(0.5, 0.5, 0.45);
pushMatrix();

translate(width/2, height/2, -30);

xmag = mouseX/float(width) * TWO_PI;
ymag = mouseY/float(height) * TWO_PI;
scale(20);

rotateX(-ymag);

rotateY(-xmag);

box(20);

popMatrix();



http://processing.org/reference/index _ext.html













OCompiIe and run



Color 95,255,64



; 2d rectangle
Rect x1,yl, x2,y2

; 3D sphere
CreateSphere()

; Create 3D mesh on the fly

mesh = CreateMesh()

surf = CreateSurface(mesh)

vO = AddVertex (surf, -5,-5,0, 0 ,0)
vl = AddVertex (surf, 5,-5,0, 1 ,0)
v2 = AddVertex (surf, 0, 5,0, 0.5,1)
tri = AddTriangle (surf,vO,v2,v1)



If KeyDown(203) turn=5
If KeyDown(205) turn=-5

If KeyHit(17)
wire = Not wire
WireFrame wire
EndIf



;setup lighting
|I=CreateLight()

.Create terrain
terr=LoadTerrain( "hmap_1024.bmp")
EntityType terr,10

; rendering loop
While Not KeyHit(1) ; while [esc] is not hit
; do stuff here

UpdateWorld ; update entity position/collision check
RenderWorld ; render to back buffer
Flip ; swap front and back buffer

Wend



http://blitzbasic.com/b3ddocs/docs.php
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Hold on to
your butts...










/[ preliminary setup

mSceneMgr = mRoot->createSceneManager(ST_GENERIC,
"ExampleSMinstance");

mCamera = mSceneMgr->createCamera("PlayerCam");
mCamera->setPosition(Vector3(0,0,500));

virtual void createScene(void)

{

/[ add your geometry here

int main(int argc, char *argvl])

{

mRoot->startRendering();  // rendering loop






