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2. Core £

Ork ) Core 257 core fl math &RiR-PEREIRM. B—MERRH T RIFEERNG (FRHERE
fEEHESR ) | LIRBSHEE. , WEREE STL EERRMRGERR, ST MEREMHT 2D
70 3D PEMEUERIERAYE ( WRFIEF ) .

2.1 Haefast

core FEBERZESR orkObject 25 , LIRRIEXHEY orkptr #1 orkstactic ptr #ith, XELRM T—
TEEEHEEMESE | 1, SRS B | BEiMrIEEhFEHE.

Fe

+ BT USE_SHARED_PTR FI4MEEERRRT , ork:ptr § T std:tr1::shared_ptr ; A~EH
IARIRFEET | ork:ptr MISSETE Ork BHYT ( {#F ork:Object PIERIHERRS ) . 2, (A
USE_SHARED_PTR #RR{F8d , FERFREEETLAGER ork::ptr BB LAER
std:tri::shared_ptr: B ork:ptr 2 8972 | — Ork BEGERI—T ork:ptr BY4ERTILL
BIURVFET stditrishared_ptr 7, Rid3E | BRb{EE stdtrishared_ptr 3] Ork
FhiER— orkptr |, EATE— R orlc:ptr #iEEEYSEA std::tri::shared_ptr
EREEL
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ErE4EFT ork:Object FUZEEPEIXTPEGNHERIE). XE2EAIPRELAIEE— 5 |
88 | 7£ ork::Object FEEE |, EiR—15 | FIATSRAYETAY ork::ptr B ork::static_ptr #E1IEERTHEN
( MIERAREZ ) o {5000 , 20FEES

void F() {

ptr<Object> o = new Object(); // shortcut for ptr<Objects(new Object(});
V7 A
}

— I RISIERFARFREARITT Do | CrIS AT EEREERE ptr 5| BRUEINRE
N, FERECRES IBIHRSEEREIEA ( WE C++ hRYEX ) |, RIS AR
. MBS | BBAN ARSI,

FE

+ [ C++ AURREUEIRAAN | (RR LU SR EETSH AN (EFAEEE. NEZraLIE
LHMES ptrcobiects o = new Object(); RELERAETEIEREERAE ptrobjects
0 = ptreObject>(new Object()); .orkptr EWENT =, ==, 1=, -» BIEF , LIZFR
BILASES , LEBENRES IS RS, SEIRTILIER o.casta() H—EEEEHEIS
— P EEHEEEER ptrars (FEUNRE D 2 CHIFEE, ptrav: TJLIEHT ptroc: HIE
Aot fEA , MAFIESE)

« ork:static_ptr #FR4EF] ork:ptr 25, (ERRBSTEEH. HEFSRER
ork::Object::exit TLLUZBRFE LSS | NULL | BHERBRFrEwERSs IR
2. IE  EEmFEEAP , oxit SIAQEMBREERM ork::Object ZLH , XITHEN
AFEEHEBH. —REX N EEEARNASEEEFEEMER atexit
(Object::exit); .

- {FAILUBIS =S ork::Object::doRelease 75i&3H T H— 1 ds003 | BiHEEETH 0 B,

XIS HBRAIRRAT .
BRI

- ER— s EAEEREGEHIERET (WRATEES D ) . Bls|MAitEEs
SR SPEEERRS AR RHR, Fi0

void f(ptr<Objects o);

void g() {

Object *o = new Object();

f(o); /7 shortcut for F{ptr<Object:{o));
delete o; // Error: double delete!
1

= o fEBES TBT , — M ERHEHENEIAE , ARG EEETHEASEL o #9HEREE
m1 (FR2 , BAE—1SIRREEEY ) . BREEAZE X6 thalet
IHEERT | TR 0 |, BB o . RTRMHBRSHT —MER | BANRCE
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bR T,

- FECEREREETAVER. Ll  NRMSZENEES | BERCEESIA | @
PRSI MSRMEEMSRS IHE. BRENMGEA R  SEAFGEH. SR
ERR—EREEFAIRAMEAEEISE ( EEEEESENM - EX) . 1T

class €

{
public:
ptreDs d;

~C() {
d-»c = NULL; // deletes normal pointers to this

}
1
class D

{
public:
C* c; // using ptrefs> would create smart pointer cycles!

1

EATE ¢ £ D PE— TS , MEMBTS C WRSET Bt HERR B # R E
HE, D i c 5IFBRIRAERERT MG, TR RIEIE S | BinE— T HBIRER ,
EB CAERETRHTHECS B, iR c i—1 88ttt | EHSIRRiEReILAR
ARl (#EEEZ T | EREIRETHARA SRt | EARBE NS I BHRER NULL BT |, X8
BEmIIRS ) .

2.2 iHEBE

Ork HEERALIATCRERS., ZEETLRERER  B5ER | EEEEaimtEE.
EEREHINE, %2 orkilogger . ZEEHETETHER  B5 | EEMDIFES
MEFE , FMEFE—. BHENT— ork:Logger:log 5% , FSEIRE FICREE. B
T

if (Logger::INFO_LOGGER I= NULL) {
Logger: :INFO_LOGGER-*1og{"my topic", "my message”);
¥

ork::Logger S ERIRERL. ork:FileLogger FEIFHES A HTML 32,
ork::FileLogger BEHERIRMNICRE. BPASILARIRITERER LT HTML XHFiERES.
LElLIBENX B5F2, (M ork:Logger:addTopic 73i% , FAAICRE N LIEEHUEER
BHEARXA— S M T ( BRAENESHAEIES | TietRERH4A ) . #RE1TTE Ork
EEPHESIOT

+ CORE : HpEiEsHER
* OPENGL : OpenGLEE
« LINKER : OpenGL MEsEEES
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+ COMPILER : OpenGL ISEIfRiZEEE
« RESOURCE : &iFSE.

- SCENEGRAPH : IEENR

+ SCHEDULER : itH{Es5iER

23 =
math {25ITHT 2D 71 3D PLAEREARRIE (METVER ) .

« ork:math::vec?, ork::math;:vec3, ork::math::vecd, ork::math::mat2, ork::math::mat3 ¥
ork:math::mat4 #&fRIEIAT 20, 3D #1 4D EEFNERE. BIHRHETRERIEARE W
EEFHEFRINNESIEGE | FEFFFRE BINEMNREN | EFhRE | FEEEE  mEH—
#  BESFHRERRF. BIIeILESEANE float , double , BE int 3E, —
LESEERNN ork:imath::vec3f, ork::math::vec3d, ork::math::mat3f, ork::math::mat3d F26&
HIE S

+ ork:math::box2 F{] ork:math::box3 $EfEIER T 2D #1 3D HRE. B2 TR
EmibRE  HENASTRESEE T REET , SHEE T,

3 iEHUER

render #HEIRM T Ork ESYELE , —4> OpenGL AP| FUEENISEF. X C++ I2FRA¥E
i, {85 OpenGL API JEEERE | 7B, £—1RER OpenGL ‘TR ERAAFARHE
ik, MARENIF., B MBrERREENRRRRE WR TEERZ AT —TE
B, LML, XS SERERIEEMNELRRNSFFEMN, Ork Bid7E OpenGL IER
H— ) EREEIT S AP ERERILEIGE. BITF=5% .

+ H—, Ork &F OpenGL 3.3 #UREXY (SoiF 4.0704.1) . ATHRINEK ,

BB BRI RPRTES.
- HZ, OpenGL FiiélEip , 12/F , BHEE  —HESE , 002, IS B0, Hi9iEd
LA C++ £ES,

 H= |, mEEA , XEREIET OpenGL FEHAMT. HFaIRINME 7 WRIFRA , LIR
TR ERE AR R ERRAME.

EAFEFRTERETIFSEE , a7 RREAE— SRR | BEFRIMEPE
—MEN. RENRCEEEY , £/ OpenGL API |, {FFEE

- IBERFEDLEIFERE | gluseProgram(myProgram);

 RRCIEBTHRE N MAISIR ¢ glactiveTexture(GL_TEXTURE® + myUnit);

« YNTELTEEZERIT | glBindTexture(GL_TEXTURE_20, myTexture);

« HEEOIEETHEFERE ¢ gluniformli(glGetUniformlocation{myProgram, “mySampler),
mylnit);

« IBEIEE VBO 9281 VBO ¢ glBindBuffer (GL_ARRAY BUFFER, myVEOD);

+ 1§ VBO hIHafMET, - glvertexattribPointer(®, 4, GL_FLOAT, false, 16, @);

« £ VBO hEEHEAEY glEnableVertexAttribArray(8);
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. iﬁEfbﬂ‘E}:Fﬁyﬁﬁmﬁ%}ql . glBindFramebuffer(GL_FRAMEBUFFER, myFramebuffer);
« 5 | EiX VBO : glDrawArrays(GL_TRIANGLE_STRIP, 8, 4);

{8 Ork AP (FHEERNAS ( F—SHESAEIIFASERES | RIHFMEE—FEN
W)

- REEF—HTEAE ;. myProgram->getUniformSampler(“mySampler”)->set{myTexture);
- EMEEPhARIRFEERER  myFranebuffer-sdraw(myProgram, *myMesh);

FEHEZ T, Ok BEnsR—NooRert , $EsdE SRR EfERF  BEYEER 8
BUFIHEM VBO |, BB YFIMEPEFF, B, Ok BahE/]vLTHTLL API B OpenGL
BRST (IR WHEFM AP A @ than , Ok EFLTEERELITIRF myFeo->draw
(myPrograml, *myVBO); myFBO->draw(myProgram2, *myVEBOQ); myFBO-:draw(myPrograml, *myVBO);
myFBO->draw(myProgram2, *myveo); EE/IME gluseprogram AR ; 40 , WEFI
myFBO->draw(myPrograml, *myVBO); myFBO->draw{myPrograml, myVBO); myFBO->draw
(myProgram2, *myVBO);myFBO->draw(myProgram2, *myVeo); JER , Ork (NigH 2K
gluseProgram |, A= 4 7% )

Ork iESMESRIRARH— LIS | B S ( LENAGEFTNEERD ) B M7
BTH AW ER— PSS TR @R SiET 25 B8 B35 (TLIZSEE ) £, 1§
MEXT—THAFBENM BT —8EE RS , BFMENTR &Y £ (iEEhne
REREXSEYL) | ST EE—.

FrameBuffer

e .

draw

3

using

. l'exture

Program

AttributeBufter

. Module

MeshBuffer

Uniform . . .

B : Ork [ERHER

ERERAMTEINTTREPEN T3, XU BT ork:Object 2 , LIZTF U I B
#F GPU FiRE bR ( FIR0= ork:: Texture ISRAFB#S |HmMlkE , FEEBE: GPU BF
EEAYT OpenGL I8 )

T API 522HET OpenGL 3.3 RUBLERE , SIFEFSHI OpenGL 4.0 F1 4.4 HUELRE
APls ( EEMERERE  E—HTEFER, THYEaSER , BEads  sEEE
8, MEMmBERIAERE) .
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3.1 18

ERERINEE (F, &, &R, =8 , ZA&FEF ) PRERNIRE. 818 —
Wigtt. BEEAFPENHATLIZETHE (U8 |, EE  Me , SEdMSE ) . BT
ork::AttributeBuffer F3E5ES%] ork::MeshBuffer , — B4 NEd T T A B EAVFEER.
ZERrERRAMZR LN EEEEREEECHREREE S , METFHETE ork:Buffer 1, 40
(s ork::CPUBuUffer , ZEbsiIZETE CPU 27538 , tNE{EM ork;:GPUBUffer , EE1FE
£ GPU BT,

BT ork::AttributeBuffer BRAY stride #[ offset 28] , —MEMITRNEEEEpAO R, L
TR—EERTEEE

« STEMRRER—MED. FRIER—MEPEHMAEIAME 53— |
S MFESERAMTE, IXA—LEENEILIE CPU Si78R , MH—47E GPU 217,
» ERE—MEPFERTE R, EE R R PR E AR
» AR, B —TEENREE S | EEE_NEENEREH Ltk
. XENEPREMENUE  AeMEHE  AREiiELrREs.
- AERAEET |, ERAFES N RRAE RN ARSI  NEERRR—
T, EENEFESE—TTRNRNVE B8  S0R%E BTN EAENE | 8§
B, SRdR , T, LU,

I RTEMR RSP LR RARRITEMEEE | BECEN T RRIENNERE, 7
T EHAEBR—E PP A ERTUERAER |, BJLAER ork:Mesh figtR. gl :

ptr< Meshevecdf, unsigned byte> » m;

m = new Mesh<vecdf, unsigned byte>(TRIANGLE STRIP, GPU_STATIC);
m->addattributeType(®, 2, A3I2F, false);

m-raddAttributeType(1l, 2, A32F, false);

m=-raddvertex{vecaf{-1, -1, 8, 8));

m-»addvertex{vecdf(l, -1, 1, 8));

m->addvVertex{vecdf{-1, 1, @, 1));

m-»addvertex{vecdf{l, 1, 1, 1});

R =AmEREM , BN THaERIN vecar E5HE ( LUER{TEE M SRR

=) . BYESFETEY . B ork:Mesh:addAttributeType #iif, $— 1 HANFREER ,
S8 4—F ( ATLUEESR— 2D S f1 —~ 2D LEPdetn ) . TEsaF
ork::Mesh::addVertex TN, , {FEZEEVENIEIRSEER, ork:MeshBuffer Z5EaLLM
ork::Mesh::getBuffer $2HV,

3.1.1 BHEFRRS

FMAAEEE—FIAERNHFRAT ( B ork:AttributeBufier ¥EEESUEE |, 8F
addAttribute Type /7% ) . SUNIEE@28ch(E location i BREFRIEEXERARF.

W0, B layout({location=8) in vec3 position; ,
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3.1.2 {&RES|

— N HE=MARRINE LARERORE D | BEENS T SHAER 3 R BERET=
AR 3 MR MIEERIEE— =R, XESHTERE | B —TRRsEsssE™
=REHAEMESEZX ( Bt EREERENEE ) . RFXHESN—mERER=
i BFAREAE. B HEEERERNZRS. XETRE— P EEPRIER—X , 28
SR =R TR AP RYERS ik,

IXFPRERITE ork SP{ER ork::MeshBuffer::setindicesBuffer TEM., X 77i&HH
ork::AttributeBuffer {EAEEL | A 7T RUBMEYPRERIRANES| , ERASEES,
BHBETLLTE ork::Mesh b ork::Mesh::addindice 75i%5emt ( TREZES|89EH ork:‘Mesh
BIRAE 1 28dEE ) .

3.1.3 {ZPRHEN

BiTER 6 S RINAETERY ork::Buffer BILAEMHER. £ ork::CPUBuUffer FR{FRILIEEHE
2 CPU HERDEDRIATS, 1F ork:GPUBuffer B |, BESTLIER ork::GPUBUffer::setData
tha]LI{#FE ork::GPUBUffer::setSubData 5% , Ei& M ork::GPUBuffer:map BEHEIDAE
Bl CPU #{FE | ARTERIMTRIE U IRGtRYE i,

3.1.4 &R 5IFER

—MERIAARTE ork::FrameBuffer::draw 7555 , BAEM ork:MeshBuffers 23] , BA{EH
ork::Mesh BECREH|. E—MMERT | (RETLUSE— ork::MeshBuffers X5 EHIRER]
HIMOTAE (XL HISRI—ERs ) . PEMERERE] LSt &R L /R IR R A
(iXFRANEEE) .

3.2 f&kR

—ERCARIHEEEFNERRESEH. XLUEERERMAETIIRRAEERBR
RRURFLAT , (EFEIEEEMMEEERRFEA. ilbTLER—HEE | XETETE
MERTRTEE.

Ork &9 , ork:Program BEH— 28 EHEE—E0Y ork::Module 4BFf, 8- ork:Module 3
REETEIR , N— (S50 ) BRESH , — (35S ) BiiEHEesE  —
(EiEBS ) ERSREEAR  — (25y ) TEasin— (5o ) FERERE (FFE
SR ELERNETT ) o IXLEER R EE 2 BhE M E SRS

.. vertex shader GLSL code ...
myModuleVS.glsl
.. tessellation control shader GLSL code ...

myModuleTCS.glsl
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.. tessellation evaluation shader GLSL code ...
myModuleTES.glsl

.. geometry shader GLSL code ...
myModuleGS.glsl

.. ftragment shader GLSL code ...
myModuleFS.gisl

BLARBIHE—T AP , EEREENTINERIES (REHILIESARZERI TR |
HEEERRE——HERENRFE LEIREENEIN ) o

. common GLSL code ...
#ifdef _VERTEX_
.. vertex shader GLSL code ...
#endif
#ifdef _TESS_CONTROL_
... tessellation control shader code ..
#endif
#ifdef _TESS_EVAL_
.. tessellation ewvaluation shader code ...
#endif
#ifdef _GEOMETRY_
.. geometry shader GLSL code ...
#endif
#ifdef _FRAGMENT_
.. fragment shader GLSL code ...
#endif

—MERPHESREBER—T 2K myModule.glsl

Hepfg ifdef B0 EE—NER (ZAIBESTERENRS 8, JUIMHAER OpenGL &
BEEP , [RIFEAETE indef &S, X E{IRESEREXRAY OpenGL HEEEF ), HEK
BoLeE—HER , is , 8, JUELRRERESRoHERuEsE.

ork::Program 21— a2 MEEE—Y ork::Module $HEE. #MA%- ork::Module Bljflt—
M ERF] LR MRS |, —MER(ERES — R psRERTeRE. A0 , aTLE
“wood" ork::Module ShistEEER -
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. common GLSL code ...
#ifdef VERTEX_
.. vertex shader GLSL code ..
#endif
#ifdef FRAGMENT
layout(location=8) out vecd color;
// function prototype, no implementation
vec3d illuminate{vecd p);
void main{) {

vecd p = ... // position

vecd light = illuminate(p);

color = ... // compute reflected Light
}
#endif

{#F illuminate FHSEEAITE p RAVAETYE , 7 B— "point light” HEbRTE W T NG00
{asitE

uniform vec3 lightPos;
uniform vec3 lightColor;
vec3 illuminate(vec3 p) {
vecd v = p - lightPos;
return lightColor § dotiv, w);

H

#ifdef VERTEX_
#endif

#ifdef _FRAGMENT_
#endif

—MERRFELUE L BEMAEARR illuminate BEL , HHOXN—1HER | (RILUEES “wood”
HAMAETEESE. [ TERNSELBEREPEND illuminate FHEL, FRLIF(ITLIES
THRRPNEESEFIDE , B MERENAREESRFIE. B—MISZERILESS "point light”
0 “spot light" EERLUR Bifth “##3 18R |, flil- KEG1ER (I XEWRE— ork:Module FILA
#E ork::Program ([ ) , BUFERTEHEEER AR LIERAIETA,

3.21 —HTE

— 2RI —EEER B ork:Uniform 25FERNF23r. AL ork::getUniform £
getUniformXxx 75iZ#280. —HEEBXKRASN—HEELIAR—MGERER , sl
ork::Program::getUniformBlock #[1 ork::UniformBlock::getUniform FI:EHERL,

FI7E OpenGL F*—# , ork:Uniform BERTREN" , BREIZEKTERAERIERE
ork::Uniform::setValue ( 8% ork::Uniform F2EiE5E set J53% ) {EME.

—HEFrERRGE Y A—HEFE RIS EMENEA KR —HErE—, EHET Ok BE)
Fo—3EFE KO ork::GPUBUffer 318 , TERENERAFSHEastlsifmEmmsd,

BE : ATRFNERR | FRTEEREAFHER ork::Program::getUniform , TRIARL AT

%10 |
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. initialization
for (each frame) {

myProgram->getUniformlf("x")}->set{...};
myFrameBuffer-s>draw{myProgram, *myMesh);

{#H :

. initialization
ptr<Uniformlf> x = myProgram->getUniformlf("x"};
for (each frame) {

w-3set(...};
myFrameBuffer-sdraw{myProgram, *myMesh);

3.3 48

OpenGL SJETE Ork FRF ork::Texture KFIRFFRI. ST CUREE— 555D Fiiit
HEMMErEn ( SEeEE ) NEE | LIREMEGNFETE, 80 uEEe—rals
FH ork::Texture::Parameters Fm. 1 Ork 7, SGESHE AT | INRBFOIENRSHETTIE
fTHI IR,

CRSIEWIBEHEREIPIEE. — M IELSIEAS AT LITEIERAEH{EA ork: Buffer 1
SE®. CPUBuffe(NULL) SILABIEASHIREL. ork:GPUBuUffer BILIFTEEFET GPU
FREMESEBEAETIRE (EPNAESERENSE | MAEsIR ) . SEATTLIE
ork::Texture::getimage 75i%iZE(E] CPU ,

SEBENESERHTETLMDETHEE. S—HEEHNEPHREHHAE | BTREMAM
i

- setSublmage J5iEHEE 7 EERIH—FER o N | $H{EH ork::CPUBuUffe BY
ork::GPUBuffer {24,

« copyPixels F5iES4I6EE DB ( B9 ork:FrameBuffer::setReadBuffer {578 ) f—ZR4%
SRR — 1 FEED

3.3.1 B4 g

Ork SZHFIESREEE | 40, SOBTE GPU hRIAISHENE, B— 2% A EEES AN
=

%11 W
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s ENEEEERMNTTEEAE | ERED—F | BFERMEETSHPERESIEN
v, B ork:Buffer:Parameters 35HEH

« SRR ELHA ork::Texture::getCompressedimage 755%1%E] CPU . [EHRLERA/NATLL
A ork::Texture::getCompressedSize F5iZ3%EL

+ IR ZEV/RA setCompressedSublmage J55EEIE THIHEE

3.3.2 —HEEAFR
—MYIBATLLEA ork::UniformSampler TR IER B —MR2FFIRES— B RH
Hag. LN, W0R p RUNTHRERERATERS

uniform samplerCube envMap;

;;;d main{) {

vecd ¢ = texture(envMap, d);

BBl LASIN X IR SRR TR envMap —EEE U

ptr<TextureCuber» t = ...
p-»getUniformSampler("envMap™)-»set(t);

3.4 Mgz

ork::FrameBuffer 22 FTFRIMELABEEDH] OpenGL WL HRTE. #1 OpenGL th—HF | MR

PE—LEH . M SABAMEEPIERES. 0, L— S AR — I MERRT |, B
REFEME T SCERNERE S BRI AATERER.  Ork i NEEEIRT ERRK
LS (5, SRFRENE | 3R MESHSIES ) . AEREES MR TEERCM
TR, SeHl—MERE | ZMEEPATRK RS E R BB IR — M P AT

NALE; i ork:: FrameBuffer::setRenderBuffer ] ork::FrameBuffer::setTextureBuffer &
bR

el iz k e RS ork::FrameBuffer::Parameters 2535 FHE A ork::FrameBuffer 244
getter F[] setter 75282,

FALAMIEE P RIEI ork::FrameBuffer::getDefault #7575ERNRY ( SO PRIHAEERSEE | B
TKEAREAT LR ) . FFEENMEDRH ork::FrameBuffer MHEREIEIEE,

ork::FrameBuffer RIEER L RLEFHIER draw 5% ( BE—HAEASHIMLRERN
drawQuad F5i% ) . BE—YREEREWERER , W{rhiEl | SRRESE .

%12 W
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+ ork::FrameBuffer:readPixels 75iEEFMIIETHHE ( B
ork::FrameBuffer::setReadBuffer %42 ) FEHIEEE] ork:Buffer ( CPU BY5E GPU
B9 ) 5,

« ork::FrameBuffer::copyPixels 77 AT M dpi ( B
ork::FrameBuffer:setReadBuffer 5E ) thEHIRES— 008,

3.4.1 BERBEITR

B EETULIERNSAS ST, EXZ AR/ setDrawBuffers 75 £
{%. filtn , ¥%3F COLORO #1 COLOR2 Bfff% :

ptreFrameBufer» fb = ...
fb-ssetDrawBuffers(FrameBuffer: :COLOR® | FrameBuffer::COLOR2);

3.4.2 5 OpenGL %H

B]LA—2fEMA Ork FIJR4E OpenGL API, IENEERA Ork FRisizR3ziFAY OpenGL F5i%, 74 |
BT Ork GRE TIREXTHAI OpenGlL FSNASHSERMBCHER | I Ok JMPERE
FH OpenGL {£3IXLE OpenGL REEESHMER Ork RAFIEE OpenGL JRAENA—H, Hit
SRR |, (R E TN TATLLAY OpenGL BEIEERESHE

v f/ Ork code
FrameBuffer::resetAllStates();
cse A direct OpenGl calls
FrameBuffer: :resetAllstates();
vou S/ Ork code

3.5 = MBIF

FHEHT—PERLFIRUNS | R TIRERSEE | SR, 25, BRI

#include "ork/render/FrameBuffer.h”
#include "ork/ui/GlutWindow.h"
using namespace ork;
class SimpleExample : public GlutWindow
{
public:
ptr¢ Meshevec2f, unsigned int> > m;
ptr<Program>» p;
SimpleExample() : GlutWindow(Window::Parameters())

P13 |/
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ork::GlutWindow ZH2{it 7 B GLUT THEEMAVERATSNE , FABOFAFEOSHER
BB, ATEMAFPECHNBRAFED  SMENAZETLEES, XETER
redisplay, reshape, mouseClick, mouseMotion, keyTyped, specialkey, l idle . {RRILAZTH
BN FERAIE—ED. TR MEEEEDNINMERESR (0,0) | PBLAEESEE—
TEFEO

m = new Meshovec2f, unsigned int>(TRIANGLE_STRIF, GPU_STATIC);
m-raddAttributeTypel(®, 2, A32F, false);

m=->addvertex{vec2f(-1, =-1));

m->*addvertex{vec2f{+1, -1));

m->addvertex{vec2f{-1, +1));

m->addVertex{vec2f{+1, +1));

LA BB T—MUDFAEEHER , —MNRAN— 2 NERBMEARBUEEY ( EitE
REAR0) . PASESEIEREINT RMA , J0— I

unsigned char data[16] = {
8, 255, @, 255,
255, @, 255, 8,
@, 255, @, 255,
255, @, 255, @
b
ptr<Texture2D> tex = new Texture2D(4, 4, R8, RED, UNSIGNED_BYTE,
Texture::Parameters().mag(NEAREST), Buffer::Parameters(), CPUBuffer
{data))

EAECHSEIE 7— 44 SBENEEESEE | 8 MEET ) 8 (USE , ) CPU HiFsaE
#IELE

p = new Program(new Module{33@&, NULL, "\
#version 338\n\
uniform sampler2D sampler;inh
uniform vec2 scale;i\n\
layout(location = 8) out vecd data;\n\
void main{) {\n%
data = texture(sampler, gl_FragCoord.xy * scale).rrrr;inh
et
p-»getUniformSampler("sampler™)->set{tex);

LAEBSET — MR ERERR | ZRREHRHREGREMN. BREBCH R
FR—EEE SR ERRI— 0 .

%14 W



Er7ta2: 3DGIS : P4k SXEarth WWW.SXSIM.COM

virtual void redisplay(double t, double dt)

i
ptr<FrameBuffer» fb = FrameBuffer::getDefault();
fb=-»clear(true, false, false);
fh->draw(p, *m);
GlutWindow: :redisplay(t, dt);

LA EREBRMNEET ork:GlutWindow:redisplay 75i% , TEE—MIPER |, EELHEON
&, RAOTERTEAME D , FRTRI—MERREH EAER, ATEFBORE 55
875V ( B glSwapBuffer ) :

virtual vold reshape{int x, int y)
i
FrameBuffer: :getDefault()-rsetvViewport{vecd<GLint>{8, 8, x, v));
p=>getUniform2f("scale")-»set(vec2f(l.ef / %, 1.8F / y));
GlutWindow: :reshape(x, y);
idle{false);

LI HERBES T ork:GlutWindow:reshape 7% , X8 1 aIER s A0 VA EA |, a2
P T el R E R R A

int main{int argc, char®** argwv)

{
atexit(Object:iexit);
ptr<SimpleExample: app = new SimpleExample(};
app->start();

return 8;

}

AT T—1 ork:Window FZAVELE , HEER T &Y ork: Window::start J5i53EE
ShEFRESHERELR ( XTHFEEEERE ) . EABELZE, BINEMT
ork::Object:exit F7iZiERT MHERAR 5 AR,

4 FFHELS

ERSEAMEMTEIEA 30 £5R1 , M PNG 32 ( sREAEAIEiAVESoc ) BALEER
B, BNHAHRANESRRUBNIR XtELHta flrs B8R, saEfEass
R FNESE C++ 3P, IAXMLIARRSME. FRERRERT—MESRSEM
BREHEANATNEMESEE. WNZERE RIS TR EN RIS, O EEEEIEA |
Ere LIS FESE B EREMATIR | MATEERNA.

# 15 |/
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Ork 5B ork:ResourceManager 1 , {#F ork::ResourcelLoader ${ \ZCFREEHE,
ork::ResourcelLoader 2525 |, (BRI T ok XMLResourcelLoader SC{RF-35, EieE
X, BiER XML AR, — XML SRS TERA oidE ( iNsaeanss) G
Fr-EEpies ) FHEREIREUE (MNEIBEGAS ) A E, R MBRZINT ¢

ptr<X¥MLResourceloader> resloader = new XMLResourceloader();
resLoader-raddPath{"my-resources/textures");
resloader->addPath("my-resources/shaders™);
resLoader-»addPath{"my-resources /meshes™);

BiIE%iE el ork XMLResourceLoader Fif , ZAGBISINEREN RN EFRRE, &
ZHF my-resources BEEPIFIEFBEIMAEHF | FILAFRNHINT 3 NS (RNt
FEHAEBETEHE) .

ptr<ResourceManager» resManager = new ResourceManager(resLoader, 8);

ARB(HEEI—T TR BB ork::ResourceManager , S_-MOSmEESE 8 23R4
RS, L BREESALUGHEFLMCE AR SAER  LIETFW
REABARETH , ARENEEBREN. FAEFONE 0 | ERERFRERERS
37 BPHRIRE.

—BERFRASIEERRRIIRE , LIS TR EZNRATR |

ptreTexture» t = resManager->loadResource("envMap™).cast<Textures»();

=

« A AEIRNBEA R, MRHESRACEFENSR , SEERRRHIRER. Eit
AR ERAE— T ERNETalE.

B RE—T UM envMap.xml B B ERIEAGRIRE | BT

<?xml version="1.@" ?»
<textureCube name="envMap" source="myEnvMap.png"
internalformat="RGE8" min="LINEAR_MIPMAP LINEAR" mag="LINEAR"/>

FEIZ VA SRR, X UEE e SRR\ BE BRI
myEnvMap.png {t,
iTE

» TEFFARTER ork:XMLResourceLoader IEHAE , AT LIRS ZAIFE—T X R GmiEaEa
TR ER  BEEETH. ERFFIAER  SIESENER @ (felgEfEitBr
FEIEN" (FFRIREEES ) FERFREIR , AR IR T hHE X

%16 W
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B, ork:CompiledResourcelLoader FEARRE-MEED | B2 TiE{THESESH , M
ork::ResourceCompiler SEFEAIR-MHEMNH ( FERFILANE ) IAEEE. AT
(L | (RETEE YA ork::ResourceCompiler ( ork:XMLResourceLoader B9+
%= ) EIHTHINA. XEREMRENEREMm IS | 5T
ork::CompilerResourcelLoader th{# [,

4.0.1 ERERH

Esh , BATLUERB S ST ERN A ETE—TER—TIEENTFS 0 XML 3, SE
frE—EaEsERIERA |, W, —EHBETLIRB ARA |, B —EN— TS MEE
—REN. FT IS myArchive xml BANZR , #INTERE ¢

resLoader-»addArchive( "my-resources/myArchive.xml”);

TEREEN R | T SRIRERSETT R P —ME—MFI ( £/ name BIESHE)

<?uml version="1.@" ?>
<archive»

<textureCube name="envMap" scurce="myEnvMap.png"
internalformat="RGBE" min="LINEAR_MIPMAF_LINEAR" mag="LIMEAR"/>»

<farchive>

4.0.2 BEFER

W EAmA , Ork FREHESBLIEETIHERCSERANER. flnfMeciissi FRsEE
B, BOBHE\VHIERE , BRERAE  BRNErESEETHMAGERIXEEY, . 3D &% E
FHSEEER | FUOERIEANE | FEGENHER | 5 3D REERRYRTIHERETHER |
&, XEERE ork::ResourceManager::updateResource J5i&9ECH,

AR TR FEE R E RS R NGRS AT, MEBNERE
T8, EIEETONLRE] true , SCRRE , EFrtbsl , Hli0 GLSL HS@EPEEAER, XA
EOEEAEN W, |BMEERNEEIENIAER. updateResource FRARILIAEFTEAA :
LEPETEMER | BENEERS  BiENEIEa , 55,

EFFAHAE , R RIS S MR — P I AT AR Y — 2RI

%17 W
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#define OPTION2
void main{) {
#ifdef OPTIONL

#endif
#ifdef OPTIONZ

#endif
#ifdef OPTION3

#pendif
}

P Ork (R LAEE TS ES —TRIEES — Mkl X EH LI RE A REREFIAM
chEFIRE.

4.1 1ERIER

—MERIBEIRLAN T AN

ptr<MeshBuffers» m = resManager->loadResource(”cube.mesh").cast<MeshBufferss();

cube.mesh ( .mesh IFEEE ) KABRIMTEDR (EERAETCAHN—ES) -

-11-11-11 A bounding box xmin xmax ymin ymax Zmin Zmax
triangles /7 mesh topology (points, lines, linestrip, etc)
a4 Sf number of attributes per vertex

8 3 float false // attribute 1: identifier, components, format, autoe normalize
1 3 float false // attribute 2: identifier, components, format, autoe nhormalize
2 2 float false // attribute 3: identifier, components, format, auto normalize
3 4 ubyte true /f attribute 4: identifier, components, format, auto normalize
36 // number aof vertices

sl -1+l 8@ +1 806 2588088 / vertex 8: position normal uwv color

+1 -1 +1 8@ +1 162558888 /f vertex 1 position normal uv color

+1 4+l +l @@ +1112558e8 S/ ...

+#1 +1 +1 868 +1 11255888

A aa
=1 =1 -18 =18 @8 255 255 8 8 // vertex 35: position normal wv
color
a // number of indices (for indexed meshes)

/4 indices (empty this case)

4.2 IRIRER
—MESRAELUT T AN

%18 W
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ptreModule> m = resManager-3»leoadResource("myModule™) . cast<Module»();

R |, i JUDTINREERLE ( TEEREEETEN ) BE R ET
myModule.xm| 3Z{SmEFELD,

<?xml version="1.8" ?»
<module name="myModule” version="338"
vertex="myModuleVs.glsl”
tessControl="myModuleTC5.gls1”
tessEvaluation="myModuleTES.gls1"
geometrys="myModuleGs.glsl”
fragment="myModuleF5.glsl"
options="0PTIONL,DEBUG" »
<uniformsampler name="envMapSampler” texture="envMap"/:
<uniformlf name="..." x=",.."/>

cuniform2f name="..." x="..." y="..."/>

cuniform3f names="... " x=",.." y=",.." ="..."»

<uniformdf name="..." x="..." y="..." z="..." w="..." />
</modulex

BENREE— TR, WIAEREES SR | Nl

<?xml version="1.8" 2>
<module name="myModule® wversion="338" source="myModule.glsl"
options="0PTION1,DEBUG" >

<uniformSampler name="envMapSampler” texture="envMap"/:

<uniformlf name="..." x="..."/>

<uniform2f name="..." x="..." y="..."/>»

cuniform3f name="..." x=",.." y=",.." z= "Iy

<uniformdf name=",.." x=".,." y="..." 2Z= " ow=" /3
</module>

uniformXxx ZEeJiEH | AIR—P—HETEEFR , e hZERIREEN— TR aTNE
{{E. options BEEEEAIEN., EEST —MNEEESIBIFEN source ERBAIFIIHERS
ES, XEMNE— GLSL X AEE AR EaRilEEEE.

R

- INERIEE Ork BEFESEAN . GLSL IFE3FEILAGER #include "....gls1" ESTEEMD
BHEMP : ork::XMLResourcelLoader 1§ B MIX S SHAS M ENASERE
fil.

BT MR A RARERF A LIA BRI ET RS A4

%19 |/
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ptreProgram: pl = resManager-:»loadResource("myModule;”).cast<Programs();
ptr<Program> p2 = resManager-»loadResource(“modulel;module2;").cast<Program>();

F—ITHABE myModule R HHERMIER: ( £ SREE ) . FTITEABFAMER
modulet F{] module2? {EREHITERE (B L) .

4.3 SRR

—PMEEERRLANTAEN
ptr<Texture> t = resManager-zloadResource("myTexture”).cast<Textures();

myTexture.xml J{HHELTHER

<?xml version="1.@8" ?>
ctexturedD name="myTexture" source="image.png" internalformat=".,."
min=",.." mag="..." wraps="..." wrapt="..." wrapr=".,." .../>»

%5 name, source #{] internalformat [Et42EE1EME | texture3D LT E{hEIEERIE HE
£, 90, texturel1D, texture2D, texture2DArmray, textureCube 2, NUSIBEEESLIE JPEG,
PNG, BMP, TGA, PSD = HDR (= 1857 RGBE) &=, ( B e #IE—2RHIEMT ) .

ES =

s —MEE—NNEARNEEEOEFERE, thil— 1 EEsh bR 32 ARt
E . 5—P2 exceresnse , EthERE  BE | (GFEEHDEL

20 SUEE R EEANT 20 SUBRIME. 3 10 SUBkiR , SURERE 5%, X 3D SUEk
i, 2D SEREERFRNAYE 30 808 F 2 @il |, REESHE ( EEANEDRFE 20 £
HEbE 20 B) . 8BE  M— MGk, 20 EE R ERIFRISRN 6 4NE | 0
TEEEMTS ( PX A xHIESE , NXhx 75 |, DU - Mrysvhsusis |
Rl FrENL S RSUEEHREENE) ¢
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Slice 1

; o~
= = »

2 : 30 = 20 SUENE (&) URSEVSE (5) NEEERTR

4.3.1 E3B8F

B rREER-EOIEREAMENPRTERBR. XNCIERAEMEXER, XEagEe
LAFS ork:Texture fRIERREIEIE  (EEEHAILIMTERIERETA. HHETLESRNHEE
RE ( LUAEREA—R , MRARFRE—NEREFOEEES MUSHREAN | EE
BRTEEE) . T

resManager->loadResource( " renderbuffer-64-I132F") . cast<Textures»();

F—Eo R TSR (BIRE 20 U556E ) . B —ERo RSUEALEEIL. WREEE
BEEINS T BEWIE |, TLIEE#E A renderbuffer-64-132F-1, renderbuffer-64-132F-2 3,

4.4 AFREEXER

1Bid¥H 8 ork:Resource Z50ILABESNEIR, Ork PRUEAEIUAEIFEN T —MEFZE (5
LIRTLIASE T @l ANE ) |, MR -ER2ERI Tt eILIY & ork::Resource
, BEUEIEIT Ork WRIEZRELALIZER. X EAESNTELN
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class MyClass : public Object

{
public:
MyClass(int pl, int p2)
{
init(pl, p2);
t
protected:
MyClass();
void init{imt pl1, int p2)
{
this-»pl = pi;
this-»p2 = p2;
1
virtual void swap(ptr<MyClass» c)
{
std: iswap{pl, c-»pl);
std:iswap(p2, c-»p2);
t
private;
int pl, p2;
b

LERELfRT | (ERRRATMIERE. H3EIT Ork FIRIESRSCHNLET | EFERESR
IPROMHEERE (ZIERMRBEMN) . ZOSRHMABRLTOE nit SIEFLIETEESR
ENFRTRZATHES (MFX) . swap GERTRB I LERSREH. X2
WEEERPREIWE Ok WIS EFEIRNAZE (IRERIE | (REECHAT swap
&) . WE—EHERARERERER | AR, SRERS

HFTF2E(# ork;ResourceTemplate 25585, ¢

class MyClassResource : public ResourceTemplate<d, MyClass>

{
public:
MyClassResource(ptr<ResourceManager> manager, const string &name,
ptr<ResourceDescriptor» desc, const TiXmlElement *e = NULL) :
ResourceTemplate<d, MyClass»(manager, name, desc)
£
e = e == NULL ?# desc-»descriptor : e;
int p1;
int p2;
checkParameters(desc, e, "name,pl,p2,”);
getIntParameter{desc, e, "pl", Epl);
getintParameter(desc, e, "p2", &p2);
init(pl, p2);
}
T
extern const char myClass[] = "myClass";

static ResourceFactory::Type<myClass, MyClassResourcer MyClassType;

%22 W
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1 f{F myClassResource I & 7 MyCass H] ork::Resource ( [l ork::ResourceTemplate &
¥) . MERHIEMENES  BAERZEE XML EAag B EEREELY nit
EREE. BEMITE myClass EF MEMTHIE. BERS Ok EFEHRABBE| wmyclass
pl="..." p2=",.."s TLEBEIE— MyClassResource X8 , imidfRD XML [
(=l A= T

4.5 = PMlF
BATATLLER Ork ZHRIESRIS LI FRENER

name=",, .

#include
#include
#include
#include
using na
class 51
{
public:
ptr<Reso
ptrg
ptre
Simp
{

¥

/7 rest
b

"ork/resource/XMLResourcelLoader.h”
“ark/resource/ResourceManager.h"
"ork/render/FrameBuffer.h”
"orkfui/GlutWindow.h”

mespace ork;

mpleExample : public GlutWindow

urceManager> resManager;

MashBufferss m;

Programs» p;

leExample() : GlutWindow{Window::Parameters(})

ptr<XMLResourceloader» resloader = new XMLResourceloader();
resLoader-»addPath{ "resources/textures™);
resLoader-»addPath{"resources/shaders"};
resLoader-»addPath{"resources/meshes");

resManager = new ResourceManager{reslLoader);

m = resManager-»loadResource(”quad.mesh").cast<MeshBuffers>();
p = resManager->loadResource(”basic;").cast<Programs();

of the code unchanged

SR, SURFHRR TR B] LUE A SR

HEAREST™ mag="NEAREST" wraps="CLAMP"™ wrapt="CLAMP"/>

i

source="checkerboarddix4.png"™ internalformat="RH
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B4 : checkerboard.xml 3

source="basicModule.glsl™>

" texture="checkerboard"/>

#endif

[E6 : basicModule.gisl X

5 {5

REWHED 30 HRFBEET FU— LR, XEHFORERG T RE— 1 akS 118N
( PRFEREREERCEERARNER ) | 888, 8 |, BF, BT EEsERS
XETSEMAZRSETE RSB HIENS PSR | .

Ap2fra—LIRIIRE AR

+ ER—NMERER T RS ORTEREIER | SRERERE IR

+ ZREEEREINER , fERREE— iR EE

« JLAE—MEEUE | ZEIERRRRR G-buffer hiERFAIENS | BITERSIHEN
IR RIMA R8N ( SR )

» FrERNERT | (ROJREERRE 1S REE (81 ) RefinREBEELES, XE
TRAI USRS EREA—MEME ( MREA LNF—fSE  HMERELE
#) , EAMEARESERAR—MRRME ( ZIHRORERB MG  AE
FRAHIRRIGE |, ZREHIIR | AERE I URNIAR I EE R AR ER
B EASTTOREFINR | LUK ) |

+ EERT  bRERGEEECRIEERTERFRIRGR. SiFtbBTE 3D 178
MRS E R,

AT RESAMEREERSRARN , Ok #ft T — VN NEERRESTY RATRAE RS (th
BERR  PENZASEAERTRAE LTI REmYER ) . Ehab— Ok HREE—
BRI ork:SceneNode #7, 8P ERALIEFEE—MAE (FR) —MTA (5
&) R, XERSHE—TSER (SXTREX)  —EEN , RENI—HEE (7145

% 24 W
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FALEE ) | LIR{HIBPEXAEREN. XETARREHBFENMESERES (LF
R IRERFRIETE ) MEHSE (MF 89S ) B5EER. BRTR  FENESTE
TXNE.

5115
— MBS EUE— ork:SceneNode XU, SHETSAMRBRAKSHLLFER -

« — 1 E8ER | BENTELTSMSH. ZBERILM
ork::SceneNode::getlocalToParent 38BN : E— i inl kit EateE Z NN SRk
TR SRR, RIBATLUER ork:SceneNode::getLocal ToWorld ( 28RN
ork::SceneNode::getWorldTolocal ) $iEEERMREIHFLAYR (10, AEEIHET A8
EZERPE ) . BEAILAA ork:SceneNode::getLocalToCamera ]
ork::SceneNode::getLocalToScreen HEiEFE&E ZNREBNEREER (BNERE
HREESPEN BN NS ANEERE - ITFX)

s —MARE EXTEREESESERD, ZOREYLETEIMERR (1 5E)

s —MREUES , PILERGER ( EEGEETEIRART ) . flleTLig— YT a
SRS, R, ST, —h EEE. MR LRSI
A LEHFATLUEISHSImRn-SeiRm ( WaEPre )

» —MEKS., XEEJLIFET RAIEEE  IEENSGE | SENRRRBFTRES

» —MRRES. FIRETLIGEA—MERERZIMEPREFNSR | B—EREELE
RS HIRE

» —ERMES. FNTLITES M CE HREE—MEN

« —MMEE ork::Object S, XB{FALIFEEHHMERRT A (0977i% ) PREIYE

— S REITRENS ork:Method 2EM9SES, TP ( IFRE ) MU THE. BEE1HE
PFEEe— P Fha53E , {FaJLLER ork::SceneNode::getChild, ork::SceneNode::addChind
#1 ork::SceneNode::removeChild FEERF{ER,

EA—4 Ork BETREDERN , FHREER W&, BNERERETET R, LR
LinBEPRE T AR ork:SceneNode #89LM| , (BREHRTENTE2HBFEE , Bt
REIUTHEILIRZ AR

5.1.1 BRTRER
R ARET AR Ork ZHRIEREA, —MARALRENFHED -

%25 |/
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¢node name="cubeNode"” flags="object,castshadow” >
<translate x="8" y="8" z="18"/>
<rotatex angle="5"/>
<rotatey angle="18"/>
<rotatez angle="15"/:
<bounds xmin="-1" xmax="1" ymin="-1" ymax="1" 2min="-1" zmax="1"/3
<uniform3f id="ambient" name="ambientColor" x="8" y="@.1" z="8.2"/>
¢module id="material” value="plastic”/>
<mesh id="geometry" value="cube.mesh"/>
¢<field id="..." value="..."/>
<method id="draw" value="ghjectMethod”/>
<method id="shadow" value="shadowMethod”/>
</node>

node TCEREPAITELENENFFEIFaIEE. ENEBHRRILTRAEEER ( F— 1N
BEEWHT ) TTLIE{IO% R translate, rotatex, ratatey, H] ratatez 7TE. bounds T
EEHATFPEN TIORE. WRE—MER (WEHF ) | ZTETEeEN  LReEE
S EAEMANLRE,. RIBETLIARER module f] mesh joiAl—E—H3EE (
uniform1f,

uniform2f, uniform3f, uniform4f, uniformMatrix3f, uniformMatrix4f 2% uniformSampler )} , #&
ERFOMER]. FILAER field §1 method TTRABEENFERIITE ( id BFEREGENEF ,
value BERNE . HELME—IEENETF ) . =5 . LI flags BHPXE—EARART
HBRETRT . Bl — T ESoENFERAFIE.

tBRILARERS Ork SIRIESREA2ERARE. SR LRI LIE— MR RERPEEZTA
BFHA. FTLAEES | REEEREE

<node name="myScena”>
<node flags="camera">
<module id="material” value="cameraModule”/>
<method id="draw" wvalue="cameraMethod"/>»
</node>
<node name="myCube” wvalue="cubeNode/»
<node flapgs="overlay">
<method id="draw"” wvalue="logMethod”/»
</node>
</nodex

ZE | camera #] overlay TR E2ET{ES|A , BT myScene TRAER ( TR TA
PIEREREMAIRS ) |, B2 myCube A EiBiTS5|F FERY cubeNode TRIEERY. EiT5|
REETAINTFLRIFAILIESSNESMHRATEN). BEDAAGEED BIRNIRHE ( REF
HABRMETRMEANEN ) | MIEAIRERS IRE.

5.1.2 IFREER

ork::SceneManeger BEE—MAEE :
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+ ‘B ork::SceneManager:getRoot $5HiH SR ERRT &, (FeILIE
ork::SceneManager::setRoot eI .,

« EH ork::SceneManager::.getCameraNode SEMAILAEENT 248N, KT =890
A “draw” i% . 8% H ork::SceneManager::setCameraMethod 158, HALEEN TS

SUMINOREER (SRS ERMENMTERER | X | ERINEHERE) .

« EA—MHEIAY ork::ResourceManager 2 |, AILITEETIVINSFEG REEER.

- BRI EETREIEM T update #] draw J5i%. update 79iETE(RER
ork::SceneNode::setLocalToParent (T AV IRIEIEZ 5, BEIZT AR |,
HANFFEEmAVEIRERE, draw J7iANERITENT MY draw” 7374, EIERI
HAREHAFEN  AJLIBTERIERME , ERERTTIE | SRS,

5.2 /%

ork:Method JEX—MARTRENTA. EFTLUE—TERESH—MERIARF , EFE5

ZHRNERSES. EFESETOER. XERMNNMERS NGRS |, ERAFER
THERIMIE—MEREPERN (REETR—H , J5ERILIE Ork FFIER TH XML

MEEAN, TEAITFRIRIXE XML SFSANEES ) .

o EfNA | —PMARBRETERE N A BT AR R RiT— RIGIERS) , &
R e R ERMARANRE, ENERESRPREFIMIGIE, RDXENT
B—TRETERFNGTF  —MRFAREREDER , — T AREHBEEE  — Ak
ZHR , —TRRERIEER (PEN—TaERIETReE ) . BOTREEL— 4 MERNNF
B . —PERE—EER |, AR ERIAFAT

<?uml version="1.8" 7>
CSequEnce:
<foreach var="g" flag="dynamic” parallel="true">
<callMethod name="%o0.update"/»
</ fareach>
<foreach var="1" flag="light"»
<callMethod name="%$1.draw"/>
</foreach>
«foreach var="p" flag="object” culling="true"»
<callMethod name="%o.draw"/>»
</ foreach>
<foreach var="o" flag="overlay™”»
<callMethod name="%$o.draw"/>
</ foreach>
¢<fsequence>

sequence JTHRESEESMES | IXEAESTLIREFES |, WHES |, BMESS. €l
—NE—THYT.

%27 W
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loop IS HUTIEEA— " BFIAR T mESPHRETRMES (XEREESILIEER
B BFES | IAFES  BRESRS ) . ZEREASESEETATIRFNMT. BRT
Il flag BIHEE : LR LRUAMERT | (MESERRIRRI I RENRE T R LE
BT, ERGATHRTLUE culling F parallel BEHRAREEE ¢

- NRIGE T culling P8R ( W1 EXE=EH ) , ZEFENBTESRIIRRRLIE
M (EFRRNESHRESETTY ) PRERET A,

» MNFEIGE T parallel I ( W0 EXHE—MER ) | ZEFHAEBTSIZEFRFTH (200
{ERENFFRLA , —MNE— ) fEMEENIRET A, XU CPU 3553, IR
OpenGL BIEASTIFSH4IR.

var BERENER. ATFEAETRISIENATEMIRETR. fINNKREHRER var-"1"
BBATERRERS §1 ERIER SN ARERT R ( RERRURERAENET RS
*).

callMethod FSHRMMARDRPIITE—LSE. ERE—MEEBRERTAMBFRSE
B9 name 22, LIAHR. BiETAeLIZLIFRIES—F

+ this: Zf BIRGIAE SRS ERAITRS R R

+ $var EZHIPEFRT RAREFRSEINBIRETRA. SAXENBERAESERERRENE
H.

+ flag: ERBHIFHEIFEFREF—MRRFET | BiERTRIEUEX EEZIRRFHT

BITR ( BRRE—MXEFNTER ) .

HATRTEET LA IRRE Epfil7 : ERE RS dynamic FRRF B AP HITIEA update /5
iZ , ARERS light iImRFT AEE draw ik | ABERERS object tRRAFFHER
AT AR draw 3%, BEERFEES overlay FREFIT T AR draw i,

ERIEOHERAEERGEIEHIRRAE | SRS HEEENERTE. ErREeE
EIETERA R ERENTAUSERRESS | (BIXHFEAIEA, EfrL , @i E3EMRA | Reyll
FERNEANRIESPNETY | EFRBRTRPLUARSHEIREENGZE. fn—
YRR draw J5iABRR] LAR IR ISEEALAH-ABAE |, XERT 2GRS TR,

5.3 {155

FRET 7T BTEESRTRAZNERES. eEEE XML F=R , (B{RBALIRWIEE
Hl. HikEmEsRERMEIES  REEEXTUKERSIES | BE—TEFNES 2
ENEEESR | BV ERETERELEREIAES | SHERNES | LIREREEIE
F. AURSEFNEEREREHRE X E CIHES.

5.3.1 2 EBERES

ork::SetTargetTask {ESS s —MUEPHICRIMHY, TRILIBRGEIOAMED  EFE—
B eI MRS, MR, A
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csetTarget/>

A LAERH R MR |, 6B

<setTarget>

<buffer names"COLOR®" textures".,."/>

<buffer name="COLOR2" texture="..." level="1" layer="3"/>»
</setTargets

name BRSNS ( TLUREIE COLOR ZiAE DEPTH ) . texture EHHEIA— iR |,
EEIOTRAL

* name: ZH|PERBIFEEFH name RISIEER

+ this .hame, $v .name, flag.name: ZHPERBFEERAETIA this, v, flag (D
J5Z ) B R RN RNSEN &SF,

« this .module:name, $v .module:name, flag.module:name: ZHIFEREIREEIRGE
TR this, v, flag (I0 52 BUER module IR —EEr ERHRBIDRMNLIEN S
=

level f1 layer JRIEEENGRM, EANS(REE— 20 MELGE ( 3D HEAELUE , 2D 377
SR ) MY ERSERERIBBERIX (BRAN0 ) FE (2805, @) .

5.3.2 i BIRTES

ork::SetStateTask FE1F S BRNEFERME DA (ENEED |, 8 , fEFEEN
i, AR, BE BRIERE 55 . eBENTED

<setState readBuffer="COLORE" drawBuffer="COLOR1"
clearColor="true" clearStencil="false" clearDepth="trus":»
<clear r="8" g="8" b="8" a="@" stencil="@" depth="1"/>
<polygon front="FILL" back="CULL"/>
. TODO ...
</setState>

5.3.3 2B EFISE
ork::SetProgramTask {F&IE— P S MEREARANESF, ST
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¢setProgram setUniforms="true">
<madule name="atmosphereModule” />
<module name="camera.material"/»
<module names"light.material”/»
<module name="this.material™/>

¢/setProgram>

FMMERBE— module STHIEE., RIS FELTER

* name: EHIHEIES R name AUEHRER
« this .name, v .name, flag.name: ZHPEREBASTA this, v, flag (L &
I ) BRI E SR RO R

EAEFlFErdl MELRER, , ARSHE ( HESREEFIRIT ) ENSEHaE | Hiek
3D REFRIZSE)E M ERSAHLR ( #IHTE ‘material® BT “camera” HBTRA ) , AN—T
YRR EEE Y RENHED ( HMTE ‘material’ F=2T light' B8Tm ) | ESEEHE
FRrERERER ( SERALENTEESHEET AL ) .

setUniform RIERFIET. MREH , —HERENEREEFMTZAESIIFIRETR L, &
IR LART R HabiiReh] , afEFPAREERER (NEe , 568F5) .

5.3.4 iR EEIRTS
ork::SetTransformsTask (EE T LIERFEPIEENEEENEST | 1S E R HRER.
BUER ( FrBEMEE AT )
<setTransforms localTowWorld="..." localToScreen="..."
screen=",.." screenToCamera="..." cameraTokorld="..."
module=",.." worldToScreen="..." worldPos="..." worldDir=",.,."/>

* localToWorld BE2—HER matd IEF. Z—BFEATFEENESREmEH R ER
AR, EEEEEEAAEHITZESHGETANSS R, —BEFEESIRE
HfRFRPIRE.

+ localToScreen BIER—HEER matd IEF. Z—HEEATEENSTEEIIFEE
EHEEHRENE. BEmEEAAENVTZESNEETRANEEE, FREEEERN
2%F | I73F screen BHEWIRENR  1ZFI5E screen BETANESEE. —HTEES
BIEFERREFIRE.

« screenToCamera BERE—HTRE matd (I8, Z—HEERTRENFESERERZFEN
EIERYEIRIEE, —HERENRIEENEFPIRE.

+ cameraToWorld Bt 2R matd PIEF. 1 HEFEBETEEMNENEREERE
EATEHEN. —HEETHnEERERPIRE.
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« worldToScreen %2 module 5 ( 112 worldToScreen $Hi88 , module [BIEFR

WiZE ) (—HER matd IRF. Z—HEERATRENHREEEFREEAEIRIE

. BFREHEFRENEER | [FIE screen EYHHIEED | ZHIP2 screen HETEH

sEE,

worldPos [BHEE module & ( 102 worldToScreen #1858 , module BHEFVIEEIE

) A—HER vecd BT, ZHEEATRERSEEZNRLAHRAYR, 55

EERARSEMTZESRETASEA,

« worldDir FHER module 2 ( 215 worldToScreen #WiRE ., module FEstPnHIR
B ) 89—HEER vec3 BEZE, Z—HEEATRESRSETRN z prERAIHRL
7. BEEERERGENMTZESHERLRINESEER,

screen f[1 module #R8%E name, this .name, $v .name, Eflag.name AU ( WHEE) .

5.3.5 L2 HIERIES
ork::DrawMeshTask {E&{E R XaNEEAME P IEFLEHIEM. SRUNTER

cdrawMesh name="..." count="..."/>

BREFELITELS

+ name: ZFFHERESETS name .mesh AVERIER
« this .name, $v.name, flag.name: ZHIPIEMEERAETA this, v, flag (L &
) AR S

count [EPERCTED ( BUAD 1 ) . IZEERUSIERIORER BIRDRER (RS ) .

5.3.6 (SRERES

ork::ShowlnfoTask {FSEXNEINEE 4L ETMENEMYAEE, BEOTED (FEREM
FHMEAEDE  BINSMERTXAIFZ—)

<showInfo x="4" y="-4" maxLines="8" fontSize="16" fontAspect="8.59375"
fontProgram="text;" font="defaultFont"/>

x#y BIHRE TERETANE  FFEHRN , BERFAL MRE (3F IRy 20E, U
MWELRE) . maxLines BEANARTHIEATH. fontSize BEEFHNERRE , &
RARMU fontAspect BIHESMFHNRMEH (BES I FHHEEERRE) . &5,
fontProgram BIEEIA—TEFHERNET. ZEFASEEHTH. SORU=RTAE 4
A BERPNIRREEEBEETR xy 845  FIFHCEETE uv D4R (7 2w 155
) .

BIAMEBBERMESMNETMEE, #iT ork:ShowinfoTask::setinfo FRERT LR RIS,

31 W



EF=#k 3DGIS : B itk SXEarth WWW.SXSIM.COM

5.3.7 AEERES

ork::ShowlLogTask {EBFERERISEL , EEFELEFNEAEER (U B5HE
B), BAESEXEN  T48FET  BERSHERREEETHN. RARERHIFTES
QEAFEHEIRS ork:ShowLogTask FREETA false . IR —HEEREESHETHRE
Il , S-S EIERITA. tthliE, XOEHEEIRNESERSEH | THESE FER
HEHZE (N EREEH ) . OEETESEINEERERESE—HAED

<showLog x="4" y="-4" maxLines="8" fontSize="16" fontAspect="8.59375"
fontProgram="text;" font="defaultFont™/>

5.3.8 HREEXES

{RETLUEISY [ ork:AbstractTask ZEEEMETECHISTISER. FREMEIEN
TR ( WRFPEENMER)  — P HRESTLENDT ¢

class MyTask : public AbstractTask
{
public:
MyTask(...) { init{...); }
virtual ptr«<Task» getTask{ptr<Objectr context)
{
return new Impl(...);
1
protected:
MyTask() { }
vold init{...} { ... }
void swap(ptr<MyTasks £} { ... }
private:

class Impl : public Task

{
public:

Impl{...) { ... }
virtual bool run()

{

A/ put your tosk implementation here

by
1
3

HERIATHET IR
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class MyTaskResource : public ResourceTemplate<®, MyTask»

{
public:
MyTaskResource(ptr<ResourceManager> manager, const string &name,
ptr<ResourceDescriptors desc, const TiXmlElement *e = NULL) :
ResourceTemplate<d, MyClass»(manager, name, desc)
{
init(...);
1
H

extern const char myTask[] = “myTask";
static ResourceFactory::TypecmyTask, MyTaskResource» MyTaskType;

5.4 —MlF

B FERILUEMA Ork $HRES Ork BIRIER—EES EXX R (BR—MIT) -
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#include "ork/resource/XMLResourceloader.h”
#include "ork/render/FrameBuffer.h"”
#include “ork/ui/GlutWindow.h"
#include “ork/taskgraph/MultithreadScheduler.h”
#iinclude "ork/scenegraph/SceneManager.h”
using namespace ork;
class SimpleExample : public GlutWindow
{
public:
ptreScensManagers manager;
SimpleExample() : GlutWindow({Window::Parameters(})
{
ptreXMLResourceloader> 1 = new XMLResourcelLoader();
1-raddPath{”resources/textures”);
1->addPath("resources/shaders™);
1-»addPath{“resources/meshes");
1->addPath("resources/methods™) ;
1-»addPath("resources/scenes");
ptr<ResourceManager> r = new ResourceManager{l, 8);
manager = new SceneManager();
manager-ssetResourceManager(r);
manager-»setScheduler(new MultithreadScheduler());
manager-»setRoot (r-»loadResource({"scene") . cast<SceneNode>());
manager-rsetCameraNode( " camera”™) ;
manager-»setCameraMethod("draw”);
H
virtual woid redisplay(double t, double dt)
{
ptr<FrameBuffer> fb = FrameBuffer::getDefault();
fh-»clear(true, false, true);
manager-»update(t, dt);
manager-»draw();
Window: :redisplay(t, dt);
1
/4 rest of the code unchanged
i
{ERLLTEEIRN

B7 : scene.xml| X

- fmat

ionp="1.0" 7>

Var=

ograms>

o™ flag="aobject">

PFrogram>

name="§
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B8 : basicCamera.xml 3§

6 {556

WErsATE | —MAR T RRSEBIRFFIEAESMISEA. I CPU 9G]
LARJLAFTRTHITIRIMESS. X R EMEe/NEB{TEl GPU Bl GPU IZfTHT4AERE ( EH
ZEHELL GPU BFEAMS ) | IXERNEM FAEEMA. XL, XIMERT | — L5
LIRS R REdE | TEREMATIVERS LETZE0E. ERTMNERERN T—MIS |
ZREIEE E A LR P IERIE AL,

ATEFMES O ITIMT AR i OEERIREER | RE—MESIEX | LR
(E52 AREREAOHET | LIET—MEISFeEERSERSZIRaES TR, X2
P4 Ok EESERRRPIRMHT —MER. ZHERBEIITE

- EAESFTILIR CPU B GPU £55. CPU ESTILATINT , M GPU £S5 RARIEFR
1T ( OpenGL ER{SHFIFHAT )

+ GPU {E558®RE—1 OpenGL IERYEX". BEBERFENR GPU IS8R SE
i ( HENZEAMRKERRITFXER ) |, A7 &G OpenGL IASIEHAIREL (a0
SRR | RS )

- FFEESEEHIR | — e/ TARIRENE. BLrRTLA SAe R TRHESS |
LAR—ah BIAREAUES TR, XAILATMERRE CPU |, Hi CPU @ GPU &
MF—LEER | AT BFNFRHEERRZERHRATLRE,

- ETESHRESERE (BAPEER) | ES0RTI AR LASEENRAT R a0

BERIFANITIIE. EHRIEEEMFRER | AAESMREIRREZAT , — M

FRA K A SE R TATFRIMEUES N ASHHIT.

ESSERMKE , o, —MESBIER— T ZAIHUT ( BEEAERERS—MESERN

2£R) | MEMTEEE HaLUSESENEKNR (2ESHSEEL ) IAEXRE.

RIS ESETLIEREINAZ MESE.

» —ESEANPITR  WRAPARITE—MES . FEESTEETET |
PBeEAFAeBmREMT. BENRIFEESMIRRITRMES | Fil0 , (ReESM
PAZEF R , AETPLART—R, XFEAREE—RINEREATREET
ETRMES. EESHEEAER THT | FEELRETE. &8 | faiFit
ESMFTRESTIIEERIT | LU, X MR SIE —MISAm A SRR
M | B EEEZES  EREREERMMAETERICES. Shr CrEERR
IEHREERBIL R N RIEHE | BidiZEss | HafEintE.

6.1 EF{ES

EARTEH ork::Task 2RI, ork:Task:isGpuTask /A5 T iZ{EE 25 A GPU {15,
MEE— GPU {1 , BANENH ork::Task::getContextt5TE., £ ork::Task::begin F
ork::Task:end IS SFEGHIES. FE4EBH ork:Task:run FiEEN. FSHIRG
ork::Task::run ] ork::Task::setDeadline &1,

.
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6.2 (I5HE

{FEEIN ork::TaskGraph 25FEW,. ATEEEEE | {RETLAA ork:TaskGraph:addTask
FERIN—LTEi#E. RAILAA ork: TaskGraph::addDependency B3 {F5E 2 AR,

ork:Scheduler Z£2— Mg BN TESWEHRREHNIT. ork:Scheduler:run 77iEBT
iR B T—MESSESE. cREEEEEZAIRNITHIRIHESEMENTEZIRE (%
{(FEE LSS BIHITHESS ) . ork::Scheduler:schedule HiEFRRTREA L EIHITHY
15, BEELESHA—IFRIITESE  AEZENRE, MRIZTEATSFUmE (=4
F ork::Scheduler::supportsPrefetch JR5E ) |, P ENAREHIAR. BE
ork::Scheduler:reschedule JFiEETFERIT—LAHE. EFRCEYHESLIREBXSISE
FhENT | IR TIIS | ASZENLRE,

ork::MultithreadScheduler B—1~ ork::Scheduler BIEFHITEE, TS EEERIGEENSE
REEEN. MREMEE 0 BPAREMEREER, SWiHRIERZEFNE ( MRLEEER
HZEERFLEE R BRI ) . SR2RUSRELRELSN | BESMEEREZLHE. 0
FEFATEESEHNSLIRERIRARAIT. X TEAERET LT REIREERESFRA , ST

<?xml version="1.8" 7>
¢multithreadscheduler name="myScheduler” nthreads="3" fps="8"/>

iFE

+ ork::AbstractTask ZE2— ork:Task 2£ , 02 ork::TaskFactory 2£ |, tbiD , SIEHES
Y. XERERBRmTEA IS ir LERESET. XEEA | nEEnR , —
ESFEEEE MR ESH TIRIEEREIE—FEf.

6.2.1 —MlF

XEE—NMISENGIT BhE—2RER. BMESRTAIESR  (EFEHER , 553
FESFEMR |
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TO

O-{Oo-O || [|L L

5

B9 : —MISEfTF. FeEFSEzAEFNERTLHES
ZESESFET XA FEE | IREEHTHRE

n 0

E10 : #HNEF L REEMTHE

FEEEEDhENNESEIESNER I, hETETEE To IEFE To Ziafikit
LARHESE T9 REREIRE F(IEF0 T ZEAEmE L. 0E To (EEmiEE | SiamaE
EEERT. INE Te (TEWEAE , 8048 T6, T7 # TO {ERWEHIT.

7 BRPEO

Ork IR 70 glut IRLAVEIEE OFNAHESHAIEED.
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7.1 S

ork::EventHandler 250 & 5= AERERNZE. )P —EER—ETEEERES
EanzanES. BraieihsS R TR EENE O RSa9Iney ™ (10, glut, REX
Windows SiE0 , &)

SRHENE

- redisalay: FTEE-Fi0 HEA

« reshape: B[O FERATIE A

+ idle: FHAATRA

+ mouseClick: SFAFPRAERAR ; ZGAERRIAMUE , EANE | BEWEE FHHATT .,
ELRSERAMMEAESE ( ALT, CTRL, ... )

+ mouseMotion: EAFFEEHRTER

« mouseWheel: EiTiREFRARER

+ mousePassiveMotion: i 2B EHRERTTER

« keyTyped: ¥ F— ] EErd7EA

+ keyReleased: ¥ATF—MERTEA

» specialKey: 245EIE THHER ( ESC , PAGE_UP , HOME &)

» specialKeyReleased: ST FFE AR

ork::EventHandler ZiR{ETAEFIHAIIE ( BIFRIVBFIIAE | 1200V | FiREaTF
BIREIENRE ) .
7.280

BOXREthEEE0R , RLI—BE9%6EE , SNBNRIRERETECEFaR, iToILuE

ork::Window 2E RIS, BHT—1 ork:GlutWindow FIEHFF 2, EF GLUT £
ﬁo
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