List of Tutorials

Tutorial | Project Name Description Based on

2.1(p. 49) | SimpleDialog Demystify source files -

2.2(p. 55) | EchoButtonEvent GUI elements and controls 2.1

2.3(p. 58) | SliderControls GUI control variables 2.2

2.4(p. 61) | MouseAndTimer Application-defined events 23

2.5(p. 63) | UpdateGUI Input/output GUI elements 24

2.6(p. 66) | SliderCtrlwithEcho | Extend GUI API with classes | 2.5

2.7(p. 67) | Libraryl Custom GUI library 2.6

2.8(p. 69) | GroupControls Grouping GUI elements 2.7
Chapter 2. Tutorials on GUI APL

Tutorial Project Name Description Based on

3.1(p. 79) | Rectangles2D Drawing with D3D 2.8

3.2(p. 85) | Rectangles2D Drawing with OGL 2.8

3.3(p. 87) | RectangleClass | Abstraction of drawing (D3D) 3.1

3.4(p. 87) | RectangleClass | Abstraction of drawing (OGL) 3.2

3.5(p.- 90) | CircleClass Apply drawing with abstraction | 3.3
Chapter 3. Tutorials on drawing with graphics APIs.

Tutorial Project Name Description Based on

4.1(p. 105) | GraphicsSystem Abstraction Graphics API (D3D) 3.5

4.2(p. 107) | SeparateLibrary | Graphics API Interface Lib (D3D) | 4.1

4.3(p. 107) | GraphicsSystem Abstraction Graphics API (OGL) 34

4.4(p. 107) | RectangleClass Graphics API Interface Lib (OGL) | 4.3

Chapter 4. Tutorials on programming with graphics APIs.
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xviii List of Tutorials
Tutorial Project Name Description Based on
5.1(p. 123) | ModelView WindowHandler abstraction Libl
5.2(p. 131) | MouseInput Mouse input via WindowHandler | 5.1+Lib2
5.3(p. 135) | SimulateGravity | Real-time simulation/update 5.2+Lib2
5.4(p. 138) | TwoViews Multiple independent views 5.3+Lib3
5.5(p. 141) | MultipleBalls More complex application state 5.4+Lib3
5.6(p. 144) | BallShooting Ball-Shooting program 5.5+Lib3

Chapter 5. Tutorials on model-view-controller architecture.

Tutorial Project Name Description Based on
7.1(p. 163) | ObjectsAndAttributes | Graphical primitives Lib4

7.2(p. 172) | ObjectClasses Primitives class hierarchy 7.1+Lib5
7.3(p. 184) | Collisions Collision of primitives 7.2+Lib6
7.4(p. 188) | ObjectCollections Lists of primitives 7.3+Lib7
7.5(p. 191) | BallShoot2 Ball-Shooting with primitive | 5.6+Lib7

Chapter 7. Tutorials on attributes and behaviors of graphical primitives.

Tutorial Project Name Description Based on
8.1(p. 216) | TranslateSingleObject | Translation with one object Lib8
8.2(p. 220) | TranslateObjects Translation with two objects | Lib8
8.3(p. 222) | ScaleObjects Scaling with two objects Lib8
8.4(p. 222) | RotateObjects Rotation with two objects Lib8
Chapter 8. Tutorials on transformation operators.
Tutorial Project Name Description Based on
9.1(p. 236) | TranslateScaleObj Concatenate translate and scale | Lib8
9.2(p. 238) | MatrixMultiplyOrder | Order of concatenation 9.1+Lib8
9.3(p. 240) | MatrixStack Matrix stack 9.2+Lib8
9.4(p. 242) | PivotedRotation Pivoted scaling/rotation 9.3+Lib8
9.5(p. 245) | PerPrimitiveTrans Pivoted transformation 9.4+Lib8
9.6(p. 250) | XformInfo XformlInfo class 9.5+Lib9
9.7(p. 251) | XformInfoControls XtormInfo GUI dialog 9.6+Lib9
9.8(p. 253) | BallShoot3 Ball-Shooting with XformInfo | 7.5+Lib9
9.9(p. 255) | XformList Reference for next chapter 9.6+Lib9

Chapter 9. Tutorials on concatenation of transformation operators.



List of Tutorials XiX
Tutorial Project Name Description Based on
10.1(p. 258) ViewTransform@ World to NDC 3.1
10.2(p. 261) ViewTransforml Squares in NDC 10.1
10.3(p. 263) ViewTransform2 Circle in NDC 10.2
10.4(p. 263) ViewTransform3 Aspect ratio 10.3
10.5(p. 263) ViewTransform4 Aspect ratio 10.3
10.6(p. 268) XformListCoordSpace | World and device space 9.9+Lib9
10.7(p. 270) ChangedCoordinates World and device space 10.6+Lib9
10.8(p. 271) TranslateWC WC window center 10.7+Lib9
10.9(p. 278) WCSupport WC window with Lib10 10.8+Lib10
10.10(p. 280) | Panning Moving WC window 10.9+Lib10
10.11(p. 283) | Zooming Resizing WC window 10.10+Lib10
10.12(p. 285) | AspectRatio Resizing Ul drawing area 10.114Lib10
10.13(p. 289) | BadMousePan Mouse click input 10.12+Lib10
10.14(p. 289) | MousePan Input with inverse transform | 10.12+Lib10

Chapter 10. Tutorials on coordinate transformations.

Tutorial Project Name Description Based on

11.1(p. 295) | SimpleArm Arm object Lib10

11.2(p. 297) | ParentChild Parent/child group 11.1+Lib10

11.3(p. 303) | SceneNode SceneNode class 11.2+Libl11

11.4(p. 305) | SceneNodeArm Arm as a SceneNode 11.3+Libl11

11.5(p. 308) | SceneNodeMultiPrim | Multiple primitives in anode | 11.44Libl1

11.6(p. 312) | SceneNodeSiblings Siblings nodes 11.5+Libl11

11.7(p. 327) | SceneNodePicking Mouse click selection 11.6+Lib12

11.8(p. 329) | SceneNodeCollision | Object space collision 11.7+Lib12

11.9(p. 334) | SceneNodeAnimation | Animation with SceneNode 11.8+Lib12
Chapter 11. Tutorials on hierarchical modeling.

Tutorial Project Name Description Based on

12.1(p. 338) | OrientationIn2D | Orientation of objects 11.8+Lib12

12.2(p. 343) | SceneNodeOrient | Orientation of scene nodes | 12.1+Lib12

12.3(p. 350) | AlphaBlending Simple alpha blending Lib13

12.4(p. 355) | SimpleTexture Simple texture mapping -

12.5(p. 364) | TextureMapping Integrate with library 12.3+12.4+Lib13

Chapter 12. Tutorials on more complex and interesting applications.

Tutorial

Project Name

Description

Based on

13.1(p. 374)

Rectangles3D

Simple 3D scene

3.1

Chapter 13. Tutorial on a simple 3D application.



XX List of Tutorials
Tutorial Project Name | Description Based on
14.1(p. 383) | AdjustCamera | Camera parameters 13.1
14.2(p. 389) | AdjustOrtho Visible volume parameters | 14.1
14.3(p. 393) | AdjustPersp View frustum parameters 14.1
14.4(p. 395) | AdjustDepth Near/far plane settings 14.3
Chapter 14. Tutorials on the computer graphics camera.
Tutorial Project Name Description Based on
15.1(p. 416) | Cameralib Integrate into library 14.3+Lib14
15.2(p. 422) | TwoCamera Two cameras 15.1+Lib14
15.3(p. 425) | CameraMouseUI Interactive camera manipulation | 15.2+Lib14
15.4(p. 441) | CameraInvXform | DCto WCin 3D 15.3+Lib14
Chapter 15. Tutorials on working with the camera.
Tutorial Project Name Description Based on
16.1(p. 455) | MeshSupport D3D mesh resource 15.4+Lib15
16.2(p. 456) | CompoundMesh Compound mesh Primitives | 16.1+Lib15
16.3(p. 461) | RotateMatrix Rotation with matrix 16.2+Lib16
16.4(p. 464) | RotateQuat Rotation with quaternion 16.3+Lib17
16.5(p. 465) | Orientation Working with quaternion 16.4+Lib17
16.6(p. 479) | SimpleHierarchy | Scene graph in 3D 16.5+Lib17
16.7(p. 480) | SceneGraphIn3D Orientation in 3D 16.6+Lib17
16.8(p. 485) | CollisionIn3D Collision in 3D 16.7+Lib17
16.9(p. 487) | SelectionIn3D Mouse selection in 3D 16.8+Lib17
Chapter 16. Tutorials on working with the third dimension.
Tutorial Project Name Description Based on
A.1(p.490) | SimpleLighting | Simple lighting 14.1
A2(p.490) | Lighting Integrate into library 16.9+Lib18
A.3(p.491) | CustomMesh Working with D3DMesh | A.2+Lib18

Appendix A. Tutorials on hardware illumination.






