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B K P o

22 =2 D AT = 4R b bp & A = HEEDE AR 7 b AL AT 52 A Wy 1A B A6E R AT R oy AR
BITCLL LY o PR = 2 R O e e 11 v B A b 28 R AR [ 0 J2 JT Rk — 4 IRUIE 72 07 B9 Sl
W2 PR A = 4R IR TT KB D R I RERY Bl . AR T2/ 41 OpenGL ES o ffi AT 4 = 4 AL 5 5
A LR,

3.1 OpenGL ES ¥ if%K

TEILfrZs [ p, 28 R 280G 50 F S R LA AR R WS I RO B R EIE  RR —4i
B A 2 85 JL AR AR R o 2% = 2 IR I = 448 LA AR &
3.1.1 AEFMAFLIRER

=YEHT R LARBR AR = ARAREHARNT T o0y ABARE T 18] B[R] BT 20 22 F- A8 b R A A
MERER . TEAFARZ A AR bREN A E LA G 22 F DU FHE eSS 7 A« 3] v 4, K
R TS RS = Bl A TR RS, W 3.1 Fin . OpenGL ES fifi A FARFR A .

3.1.2 OpenGL ES ZRiA L 4R F

BUCIRAE T . OpenGL ES Wiy AR F5 JF 45.(0,0,0) 43 F iPhone S %5 ot ,

OpenGL ES i H] | C Wy A, HAR & SCHRRT 61 A O X B — AN By AR 3k — A%
Bk — I HLAE,

YRS T OpenGL ES [ ¥4 J& iPhone 5t 55 55 A& 10—, W& 3.2 K.

-1, 1 0,1 1,1

EFHRILALIRR HFHRILALIRR

o X z
C@ -1,-1 0,-1 -1, -1

K 3.1 LEFMAFHRILERR 3.2 iPhone ¥Rk Open GL ES A #5 &
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XFG 3D AL IE H 8 FR A LAIE AR . 7E OpenGL ES SR JLIE R — Mt — &
G111 ST A K

1E OpenGL ES H, — 3 =ML AR K JT, 43 BlJE A5 (M =M,

WH CgE T EZHIE . —ANZHIERRED A TSNS N =48k . RFam L
NIEE =ML . OpenGL ES i =MILAMKZH NIV, 8 =ML = TE —E &
mwg., WMHBRFATUH =ABAERKRNESRNEZHIE.

(&1 0 A8 72 SR FH TS B2 n DA S, FEAR 4l T i # P SC R LLEH: . OpenGL ES 324
TR N G &L A B 8 # (GL_POINTS) 48 %1 % (GL_LINES) . 28 3f (GL _LINE _
LOOP) £k 4547 (GL_LINE_STRIP) . = £ 5| % (GL_TRIANGLES) . = f £ &7 (GL_
TRIANGLE_STRIP) #1 =4 J¢ i3 (GL_TRIANGLE_FAN), @& 3.3 fr/x~.

GL_POINTS
Vo
L] VI
L]
GL_LINES GL_LINE_LOOP GL_LINE_STRIP
8
3 V. Ve
Vo / G ° o 4
\‘ v, U
V1 VI V3 V' V3

GL_TRIANGLES  |GL_TRIANGLE STRIP| GL_TRIANGLE FAN

Vo Vo v %
V3 V2 V4 2
g | 2B | E
1 V5
Vi v, v, v, N v,

3.3 KT

3.2.1 mBET

WA T S A RS OC T R IR TR e A . A 3D 2 i) P4 ] R
LS R Rt

S 5 25 R A R TR A A R e R IS A L A 3.4 B, R R RR R AT L
e AT T e 25 s T T I B 2
3.2.2 E#FZABEIT

T Gt 5 P T B AR SR T e BT A TR S0 9 R Al T 40 4 43 i T 2 R O
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iPhone 3Di Xk 4m F2 £ A

1. #E&IE
¥4 2 B T A & 1 OpenGLESFromScratch Wi H & # — 3y, % H # 4 F i H
POINTS, 41/ 3.5 fixR.

oy,
OpenCL;ZSFrom POINTS *
. VO . V3 3 Scralc_h
o/ o/,
K 3.4 EFE K 3.5 Eiilw G H A POINTS

# A POINTS H 3, #4775 H OpenGLESFromScratch, J ¥ 3 H 2k 4 & POINTS, &
eI H 24 0 5 R Bl Project SEHL, 7E 5L SR B B Rename g4 WA 3. 6 s,

08 Build R T E—

Project
Class Browser

Rename

New Group

ch Ungroup
¥ [ Classes New Smart Group >
;] OpenGLESFromSeratchs fiter)s
fﬂ OpenGLESFromseratehs  Add to Project... XA ‘puffer);
r._.] GLView.h Add Current File to Project fFER_OES, f
] GLView.m SUFFER_OES,
¥ 1] Other Sources New Target... SL_RENDERSY
r@ooenaf_snmmm_ Upgrade All Targets in Project to Native
] main.m Upgrade Current Target for iPad ';:‘;’:E?g;:f
'El'r“wm New Build Phase b {trame), g
Icon.png N m Ex; le...
15 oe = oW Custom Executable
¥ [ Frameworks Set Active Target »
:2;‘*‘“'*"":'* Set Active Architecture >
‘oundation framework o
Set Active SDK >
» & CoreGraphics. framewot N :
,20‘* "c:g' ! Set Active Build Configuration 3
> §# QuartzCore framework Set Active Executable P fects perfd
N é%.’,:;:"“‘ Edit Project Settings
» & Executables Edit Active Target “OpenGLESFromScratch™ X RE
» Q Find Results Edit Active Executable “OpenCLESFromScratch® 23X
nid) i o

3.6 IWHMNAKR

TE B G EEAE B A B H 4 POINTS, B2 Rename $54H BI AT 2 4% , 0 & 3. 7 7 &

2. BN A
15 GLView. m 8 XA R ML . FRATE S 3 AN AL 44 TS 4D 3 X ABBR AT Y
AR A7 2 — A Tloat 2T RCAL A L LA FRLER AL |

#import "GLView.h"

/ /7 ST S AL bR

const float pointVertices[]={
-0.5,0.5,
0.5,0.5,
0.0,0.0,

}i
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Rename project to: [POIN'I'S| ]
[ Current Y | Change ]
[CRI ﬁ OpenGLESFromSc“falch.xcudepmj POINTS.xcodeproj
] ¥ © OpenGLESFromScratch ® POINTS
] B OpenGLESFromScratch o8 POINTS
=) @ OpenGLESFromScratch_Prefix. E] POINTS_Prefix.pch
2] E] OpenGLESFromScratch- E‘] POINTS-Infc.plist

™ Take Snapshot before renaming ( Cancel ) E-Runmr')

B 3.7 T H & s HE

@implementation GLView

DL ARG L pointVectices 044 6 DI0ER . B WA JTT R Fom — A T AY AL bR, 17—
MR X ABBR G —AFRR Y b5

M4 i 180 4 47 (1% iPhone 2RIAAY OpenGL ES A8 HR £ . 45—~ & (—0. 5.0, 5) )i H BLAE BE
e RS A K00, 5,0, 5) B BAE BE A B AR A3 AR = A0, 00 I HY B AE R AR
ok,

3. B EE

BB draw View J7 i, I IINTE G 28 2240 5C A9 48RS, WL LA N A AR AR

- (void) drawView

{
glClearColor (0.5f£, 0.5f, 0.5f, 1.0f);
glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX ARRAY) ;

glVertexPointer (2, GL_FLOAT, 0, &pointVertices[0]);

GLsizei vertexCount=sizeof (pointVertices)/ (sizeof (float) * 2) ;
glDrawArrays (GL_POINTS, 0, vertexCount);

glDisableClientState (GL_VERTEX ARRAY) ;

[m_context presentRenderbuffer:GL RENDERBUFFER OES];
}
OpenGL ES J&—A~% f i — Iz 55 s 4548 . % 7 3w o9 CPU 3 e 55 25 08 GPU i
OpenGL ES M J&— AR th V7 22 B2 & WA 5% W 5 16 G /9 J5 Jr m i . Pk Bk
SPUE A B —1F 5 OpenGL ES A7 KBy SF P2 R AF/E M B LT i OpenGL ES RZS
BLAY BRI i3 B 3 8 AR IBOH: 4 A3 2 15 8 DA RO e AT i B D7 ik U T2,
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P RS A, B 58 glEnableClientState pR LA S & Fim T0S B4R A, 520t
M) glDisableClientState Jl F25 & ok A& . X S RELAY IR AL 40 F .

void glEnableClientState (GLenum array) ;
void glDisableClientState (GLenum array) ;

SR array 152 B A Ao AE 1L A ThEE . o] LU LT % = .

GL_COLOR_ARRAY . it ¥4,

GL_NORMAL ARRAY: #:48%041.

GL_POINT SIZE ARRAY_OES. /R -~F#4.

GL _TEXTURE COORD ARRAY . &AL FREC4 .

GL_VERTEX_ARRAY . Tii & As %4 .

TR glVertexPointer pRELLBE B H T8 e i TS AR bR s . HpREE AL N T .

void glVertexPointer (GLint size, GLenum type, GLsizei stride, const GLvoid* pointer);

B —ANSH size: TRERA T AR AERL . DR 2,34, BRIMER 4.

WS type: 15 B A 04 JC R B S AL st 2 B A A R FH o] A
Rk m, ml L& GL_FLOAT.GL _BYTE.GL SHORT # GL _FIXED, #] 4 {4 & GL _
FLOAT,

WA SR stride: F8 8 WA % L TS AR BR 78 T00 A0 AR B B Al v () B 2 20 52 . R ik
B0, RN T AL bR 2 BRI B . WILRME 0 O T TV IA] B 5 18D 3 23 16 40 P A

SV 248 pointer: $8 % T — TS 55 — D AR AR Y FE 5. WITREN O,

AT T rh T YIS R TS A SRR E R 25 TO R R A bR B R
TSI LLSE AN HOE O GL_FLOAT ; T A5 5 T 5 22 18] B A 18] B& . BT LS =250
WE 05 H T 0 A ST IRTE G CA BFIFAR SR 0 AN s IR E Yo L JIr LSS 1A S 80k 1%
B 0 ANITR A Hhk

FET R X AT ACAD FH T 55 T A A~ B

GLsizei vertexCount=sizeof (pointVertices)/(sizeof (float) * 2);

IX LR A T A s B 4 1 BB A TR AR o T o5 T B 7 1 BOR 15
R ARKH] glDrawArrays sRBUETE G KOG, R B AL

void glDrawArrays (GLenum mode, GLint first, GLsizei count);

H— 28 mode: € 1E YL B R 2 ALY K JC . BT DLZ AT A G0 7 RO TR $ N 2
¥, oy X g5 | AE 2% GL_POINTS,GL_LINES,GL_LINE_STRIP.GL_LINE
LOOP.GL_TRIANGLES.GL TRIANGLE STRIP.GL TRIANGLE FAN,

5 ANSE first: 3R MATRS KR A (9 WIEAS 7 8 I B TE L

5= ASL count: FRIR 2 DS THAT R B 26 T

1% )5 K% H glDisableClientState F T 258 FH & P o TS B4R AS . AiTE 3 2], OpenGL ES
B RS RS e 25— BARFEE BT — R4S ik o Ay A R A A O X T — R
Yk B RIAE T 7ETE G 58 HE 2 R 4 A DR S A BB .
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4. &t

BTG BEa LT 3A/NE S K 3.8 Bk

5. EE AKX

AR B T NIAE B 3 AR /NG 1 MR R UL E TIRMETE bt 45
F., XEKN OpenGL ES BAA S K/ R 1.0, Bk 48 &5 19 K/, 0] LUl glPointSize R
. Z B R AR

i

void glPointSize (GLfloat size);

void glPointSizex (GLfixed size);

P RE RS R 22 — D F B AR, x 45, IR EEA M. X RN
OpenGL ES API 2 F C, 1M AR C++ ,C BALFFRBERN . T X0 ANFESEHH
7] 2y fiE PR 2, OpenG L ES SR FAS [R5 28 A9 pR 2024 I DASE SC . bEAn sk 7 > pR B, 55 — A pR 4R
glPointSize J& 4 W 17 & AL Z 019, T glPointSizex Z W B B A S 8wy, HMR £
OpenGL ES 19 pRECHR 23X 2 40 FE R .

glPointSize FZU — S8 size, R/RTE G R HRB RN, DURER B HBAL,

LR AR 30 MR R E G S Kot i Y 5 mas R 3.9 Fis,

P 3.8 IE e xi K oT AR B03.9 flifH 30 MR KT

- (void) drawView

{
glClearColor (0.5f£, 0.5f, 0.5f, 1.0f);
glClear (GL _COLOR BUFFER BIT);

glEnableClientState (GL VERTEX ARRAY);

glvVertexPointer (2, GL FLOAT, 0, &pointVertices[0]);

GLsizel vertexCount=sizeof (pointVertices)/ (sizeof (float) * 2);
glPointSize (30.0f) ; //EERK

glDrawArrays (GL POINTS, 0, vertexCount);

glPointSize (1.0f); /IR E R KR INEGANE (1 MR ER)
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glDisableClientState (GL_VERTEX ARRAY);

[m_context presentRenderbuffer:GL_RENDERBUFFER OES];

6. mEREHRF
JRAE AT LA JE R A4 RS 2 A 8 22 BT B RIS B R AE L A AR R BOR AT BR B9 L XL 2 il A
i ,

BITC A R R AN . SE B ROR AT LB i i

HHHA B,
AL GL_POINT _SMOOTH %% {4 25 glEnable
PREICR 5 S R E FE T RE .

HIT 42 3] . OpenGL ES 2% 7 I — R 55 s 45 44, L& — 4>
IRAEML. i A glEnableClientState, glDisableClientState PR %% nJ
PUA R 26 7o R AS . e 55 s AR A 09 J8 P =8 &% 1 iz 1
glEnable glDisable pR%, X WA~ eREL A AL 40T -

void glEnable (GLenum cap) ;
void glDisable (GLenum cap) ;

S8 cap: R —DFRRHEM GL BETI B H & .
VAT 8 R 0 BOE A S T8 3 B il Qe SR i S5 2R WA 3. 10

s .

{

%Al

3.10 B ERE

[Ei
PmiETT
- (void) drawView

glClearColor (0.5f£, 0.5f, 0.5f£, 1.0f);

glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX ARRAY) ;

glVertexPointer (2, GL FLOAT, 0, &pointVertices[0]);

GLsizei vertexCount=sizeof (pointVertices)/(sizeof (float) * 2);

glPointSize (30.0f);

glEnable (GL_POINT SMOOTH) ; //IBRERER

glDrawArrays (GL _POINTS, 0, vertexCount);

glDisable (GL_POINT_SMOOTH) ; /1R E B BINE (B LA RER)

glPointSize (1.0f);
glDisableClientState (GL VERTEX ARRAY);

[m_context presentRenderbuffer:GL RENDERBUFFER OES];

3.2.3 Z%EBEIx

R ICAHE =R AR AR NS . 2 5 2 2k R (GL_LINES) (£ 4 (GL_LINE_STRIP)
L (GL_LINE _LOOP),
LRI R mIRL T, B — I M ELEBL A 3. 11 fian, LESTIEWA =43 50
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AT H S RTXHEMAESRA N BT PSS D TRk R k. — 1k
(9 T O AR T35 T 2. 9 HAb AU S B I U n AR BE 752 2n DDA .

LB TR PR 2%+ J— il i e A R B BT 21 R T T N 81 3. 12 ez o N R e AT
MEBORBIE— DA G NZ LI . LB LB A F— ATk, Pt 2R i
e n KRBT E ot 1 AT

LR BLGE IR (] FRERFR L 2 — b b 2 2 A0 2 B BT 4 B 1R e L AN AT 3. 13 B . NIRRT
MEBORBIE—A MBI Z NI . LREBGEH P B2 B A — A TR JF B/ — A>T
HAEE DT WA — AL B I WEPRTE G n SRR B T2 o DT

v

V2
V ‘\'
4 V3
VO V7
Vs Vs
&l 3.11 %3 & 3.12 #Z4 & 3.13 #ZH

S 17 FH AR (B T 23R (0 £ 30 T8 IR 4 R RE AR IF T A 2 2L THi 1
3.2.4 EBEFRZEIT

3D A hERL R T S E P A BT, ER AR ERA AR R X 5, A
glDrawArrays B, ffi Ffif GL_LINES,GL_LINE STRIP 5§

GL_LINE_LOOP #4 & & e 2 e ) i el
1- }E%Iﬁﬁ DpenGvL-ESVFrom POINTSS

nfm e g 45 E T SE 5, N OpenGLESFromScratch T  Sdad
HEH—1 8 B2 PRk Line, W0 3. 14 iR, -

A Line H 3%, 4T3 H OpenGLESFromScratch, Jf
ol H B4 4 Line, H K AE J7 ¥ 2 % i 4 5 1B o »
. 3. 14 SHBIGTH N Line

2. BXTU= IR

T PR AR TIUS B . 8 DT AL RR 4 SR B

/1R X R T AL AR
const float linesVertices[]={
-0.8,0.6,
-0.4,-0.8,
-0.5,0.6,
-0.1,-0.8,
0.5,0.6,
0.1,-0.8,
0.8,0.6,
0.4,-0.8,
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3. BRE&R

- (void) drawView

{
glClearColor (0.5f£, 0.5f, 0.5f£, 1.0f);
glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX ARRAY) ;

glVertexPointer (2, GL_FLOAT, 0, &linesVertices[0])

GLsizei vertexCount=sizeof (linesVertices)/ (sizeof (float) * 2) ;
glDrawArrays (GL_LINES, 0, vertexCount) ;

glDisableClientState (GL_VERTEX ARRAY) ;

[m_context presentRenderbuffer:GL RENDERBUFFER OES];
}

H1 DL AR AT DL T8 e 2k 36 5 18 Gy i 3R 0 T8 ORI AR AE T8 ] glDraw Arrays B8
Bt B — A BHORE e R GL_POINTS. iy Je £ 2 Wi i GL_LINES, N 7T
ARG A AT 2 TO0 A AR 20 9 28 1 44 A T8 el (B B R A2 AR 1Y 18 47 .

4. BT

DA AR IS AT 85 RIB T G T 4 504 B I 3. 15 s,

5. RELE

BRIA L SE (A2 1. 0, AT LAE I LA sR A i 8 4k 9

void glLineWidth (GLfloat width);

void glLineWidthx (GLfixed width) ;

ZH width: $8 7 E YL I 194 55 T8 L BRIAE 1,

PUF AR R 30 MR R TE P4 5% HOR InIEL 3. 16 o,

& 3.15 JE YLk Bl 3.16 {1 30 IR R L il L B
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- (void) drawView

glClearColor (0.5£, 0.5f, 0.5£, 1.0f);

glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX ARRAY) ;

glVertexPointer (2, GL FLOAT, 0, &linesVertices[0]);

GLsizei vertexCount=sizeof (linesVertices)/(sizeof (float) * 2);

glLineWidth (30.0f) ; //EBEEEHN 30KE

glDrawArrays (GL _LINES, 0, vertexCount);

glLineWidth (1.0f) ; //EEEEAR LEE (BAE)

glDisableClientState (GL VERTEX ARRAY);

[m context presentRenderbuffer:GL RENDERBUFFER OES];

6. R REH
HEMEEREL, BdE AT A 2% GL_LINE_SMOOTH £ % glEnable 5%

glDisable pRECEJF HBZEH & .
DL ACAS 5 2t BOE R RCR an &l 3. 17 FioR .

- (void) drawView

{

glClearColor (0.5f, 0.5f, 0.5£, 1.0f);
glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX ARRAY) ;
glVertexPointer (2, GL FLOAT, 0, &linesVertices[0]);
GLsizei vertexCount=sizeof (linesVertices)/(sizeof
(float) * 2);

glLineWidth (30.0f); JIBCELTE R 308K
glEnable (GL_LINE_SMOOTH) ;

glDrawArrays (GL LINES, 0, vertexCount); & 3.17 232 B‘J’i;ﬁﬁé
glDisable (GL_LINE_SMOOTH) ;
glLinewWidth (1.0f); //EE LT 1R R BRIAA)

glDisableClientState (GL VERTEX ARRAY);

[m _context presentRenderbuffer:GL RENDERBUFFER OES];

7. BREEK L

2R IR VAR PR TE Yl g 2 3R AR G A RO IX ) BV 0 E ST R I R B RS

TR RO KR .
LA ACRS (8 9 AN To 7 R 07 (] GL_LINE_STRIP J5 i 4t — % ih 8 R 2Bt
R AT LB B 4 AT L A6 B 4 8] 4 ] GL_LINE_LOOP J7 2iE 5 — A 4 2R 2B
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AT R I IE 3. 18 fr .

/ /58 SUER S5 T 5 A

const float lineStripVertices[]={

-0.8,0.7,
-0.6,0.9,
-0.4,0.7,
-0.2,0.9,
0.0,0.7,
0.2,0.9,
0.4,0.7,
0.6,0.9,
0.8,0.7,

}i
/ /78 SCER IR IO p Ak
const float lineLoopVertices[]={
0.0, 0.4,
0.6, 0.0,
0.0,-0.4,
-0.6, 0.0,

B 3.18  JEYeik & (L

}i

- (void) drawView

{
glClearColor (0.5f£, 0.5f, 0.5f£, 1.0f);
glClear (GL_COLOR BUFFER BIT);

glEnableClientState (GL_VERTEX_ARRAY) ;

glVertexPointer (2, GL FLOAT, 0, &linesVertices[0]);

GLsizeil vertexCount=sizeof (linesVertices)/(sizeof (float) * 2);

glLineWidth (30.0f); /IR BL TR 3018 K
glEnable (GL _LINE SMOOTH) ;

glDrawArrays (GL LINES, 0, vertexCount);

glDisable (GL LINE SMOOTH) ;

glLineWidth (1.0f); //BEELTE R 1R R (BAE)

//f#iJH GL_LINE STRIP i& Jedfrsk B

glVertexPointer (2, GL_FLOAT, 0, &lineStripVertices[0]);
vertexCount=sizeof (lineStripVertices)/ (sizeof (float) * 2) ;
glDrawArrays (GL_LINE STRIP, 0, vertexCount);

//%iH GL_LINE LOOP i Y:ZEIE

glVertexPointer (2, GL_FLOAT, 0, &lineLoopVertices[0])
vertexCount=sizeof (lineLoopVertices) / (sizeof (float) * 2) ;
glLineWidth (20.0f) ;

glEnable (GL_LINE_SMOOTH) ;

glDrawArrays (GL_LINE LOOP, 0, vertexCount);
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glDisable (GL_LINE SMOOTH) ;
glLineWidth (1.0f) ;
glDisableClientState (GL VERTEX ARRAY);

[m context presentRenderbuffer:GL RENDERBUFFER OES];
}

3.2.5 =fAEET

=SIIEITTIE 3D WA i f HE 2GR L X R RO AR

(D —A =AML R TR R I WA L I = 58 E — A>T

(2) =LA ATREN MY

(3) =MIIEATTREA M.,

(4 AEAT Z AR Al Loy i o — L8 = B i 5 .

il A =AM T LU S K VA 2R i 2 L R,

Pl 3. 19 7R T —NS2J7 A B RS B 775 R B g4 T ol D = A B A . i mT RAAE HE R
T 07 FH OB FNRA 5T 5 DA T A8 7 A o B AT S R A G S BERLRE B A N A A S T L
g,

il = A 3 AT LA 4 RS 3 THT R A A 2 O i ot i ) = ZfE PRI OT L ] 3. 20 s T i il =
PTG L — A BRR . 78 R R 2 T IS R BRI IS Bk AR R SR AR 05 L R ) i 1 s %
8

B 3.19 H 12 ~=MBAHAM—A ik [# 3.20 {4 FH = £ T 2H R AR

=M Ko AE = FOR[F A NS o & = MR JE R (GL_TRIANGLES) . = f1JF 4
(GL_TRIANGLE_SRIP) fil =1 £ j§ (GL_TRIANGLE_FAN),

=M HN R R =ML R RN I =M 05 R 20 =TI, I BLI00S S 50hE
B =B WA 3. 21 iR,

SR A R AR — R B SN = A .. FOhEE R AT e
I EE R A AT B P IR B S AN TS B — > = A8 SR 5 B LS i g 2 1
B — AN TS S B E TS TS 2 6 R 0 = A B E S - S MBS .
B —A AR X — =M. W 3. 22 Fis, HFEE 5 AT A stfem i 4 =M.

REB = A Gyseh X L= =ML RL . X = I8 4 T L s i
FIFH N AE RIS AT B ()5 e 2 24 R 42

SR RIE TR A, 5 = A AR AR Z A2, = AP B2 — AT,
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iPhone 3D 4w F2 B Al

R PE I — A TN R 2 5 — A L rb O TOURE L B S A B — X0 TR 5 0 2 3 v THLA T2
— BB =AM . AnlEl 3. 23 Fron A S A TR TE R 4 =M.

Vl
v, v d
v, K 2 v, Va
s 2
1% V.
v, ! g
¢ V.
Vs 14 Vs 3 Vs Vy
B 3.21 =fE# K 3.22 =K%k & 3.23 =fmIEH

3.2.6 EFR=RFAFEETT

1E 3D S R =ML Kot SiE e S E T R IR DT B . FE B R A AR TR IX
w78 B glDrawArrays Bf, {ff F§ GL _TRIANGLES.GL TRIANGLE SRIP f1 GL _
TRIANGLE_FAN 8@ =M E TR,

1. £&HE
T [e] i g 5 18 JT S 5 . W OpenGLESFromScratch W H &2 i — 17, ¥4 H 5% 44 Fr ek hy
Triangle, 4451 H £ FRCH Triangle, HAKIRAE S % 2 Fii i 525 .

2. EX =AM SHE
BRI =B R =R TG . 3L 9 AT R 3 =M.

const float trianglesVertices|[]={
-0.6,-0.4,
-0.4,-0,
-0.2,-0.4,

0.6,-0.4,
0.4,-0,
0.2,-0.4,

-0.2,0,
0.0,-0.4,
0.2,0,

}i

3. BR=AEI%

- (void) drawView

{
glClearColor (0.5f£, 0.5f, 0.5f£, 1.0f);
glClear (GL_COLOR BUFFER BIT);

/ ViR = S
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glEnableClientState (GL_VERTEX ARRAY) ;

glVertexPointer (2, GL_FLOAT, 0, &trianglesVertices[0]);

GLsizei vertexCount=sizeof (trianglesVertices)/ (sizeof (float) * 2);
glDrawArrays (GL_TRIANGLES, 0, vertexCount) ;

glDisableClientState (GL VERTEX ARRAY);

[m context presentRenderbuffer:GL RENDERBUFFER OES];
}

4. IBIT

AT LA L ACHS G5 R AE B LU e T AN W =R Bl 3024 BOR .

5. =R ENEIR

AR =AY TC B B2 B A P T 3K R SRR W] LU O 1) WA B . A I R 22
Xof FL T AT AN TR A SR 2o . M TRSERTE = AR A — A T T DL B A
Xof L T AR AT 25 ) G — A~ 3K PR AR R K R AT UL Y . i 5 B (Culling) 4k B, AT
PLiE A OpenGL ES AN L2z 3t — 1 . X AT LI 4E OpenGL ES f7E L 2.

A GL_CULL _FACE Z4(#) glEnable 83 glDisable &% LS [ 825 F 1w
A5 o BRONAH B0 T =28 1k SR Y

38 2ok I8 LA bR B8k 48 2 S R TR A 1

void glCullFace (GLenum mode) ;

ZH mode: $8E MR =ML IET L& M. 7Y GL_FRONT.GL_BACK.GL_
FRONT_AND_BACK =A~Z%., BRINEHL T ESIBRTY f (GL_BACK),

EE. #9880 GL_FRONT _AND BACK, = ¥ A 2 15 e , {H 2 JHL i 1 5 4n
R TE P AN SZ 50

AT B 2 = A JE 1Y TE TE RN e 7 AR R = A B 1Y G ) (Winding) . gt 42 T 4 4 0
AU . BRINIE B F » OpenGL ES B = £ T8 308 i £ %8 1] 1) 18 1F Jhy 16 180 o 10 T 41 77 1] 7
T E Ry I

Al DL DL R sREOR SR X — BN IR &

void glFrontFace (Lenum mode) ;

ZH mode: $5& = MIFIEM B ALEM . AT GL_CW 2t GL_CCW, BRIAEH T, R
Wil (GL_CCW)

LN ARES S T S0 BR D 6e » 14 15 10 = A I 5 R st 8 gL B9 25 SR an &l 3. 25 R . 1 X
HESE A A ST B0 r ARG, % gl RE B — A=A T .

- (void) drawView

{
glClearColor (0.5f, 0.5f, 0.5f, 1.0f);
glClear (GL_COLOR BUFFER BIT);
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K 3.24 EH=MILYIFE Bl 3.25 BBk =M IEHE

//ER = MIE R
glEnableClientState(GL_VERTEX_ARRAY);
glvVertexPointer (2, GL_FLOAT, 0, &trianglesVertices([0]);

GLsizei vertexCount=sizeof (trianglesVertices)/ (sizeof (float) * 2);

glEnable (GL_CULL_FACE) ; //¥TFE IR ThEE

glCullFace (GL_FRONT) ; //B R IEHE

glDrawArrays (GL_TRIANGLES, 0, vertexCount) ;

glCullFace (GL_BACK) ; //BBREE (RE B EKINE)
glDisable (GL_CULL_FACE) ; /7L B BRThBE (R £ B ERAE)

glDisableClientState (GL VERTEX ARRAY);

[m _context presentRenderbuffer:GL RENDERBUFFER OES];

6. BER=FATE
e TR K 36 7 AT R 5 =

const float triangleStripVertices[]={
-0.6,0.6,
-0.4,0.2,
-0.2,0.6,
0,0.2,
0.2,0.6,
0.4,0.2,
0.6,0.6,
I

B drawView ik, PIlE =M % .

- (void) drawView
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glClearColor (0.5f£, 0.5f, 0.5f£, 1.0f);
glClear (GL_COLOR BUFFER BIT);

/IER = MR
glEnableClientState (GL_VERTEX ARRAY) ;
glVertexPointer (2, GL FLOAT, 0, &trianglesVertices[0]);

GLsizei vertexCount=sizeof (trianglesVertices)/ (sizeof (float) *2);

glEnable (GL_CULL_FACE) ; / /7 TT T 530 Bk B g

glCullFace (GL_FRONT) ; / /5 IE T

glDrawArrays (GL TRIANGLES, 0, vertexCount) ;

glCullFace (GL BACK) ; / /BB I (R B BOAE)
glDisable (GL_CULL FACE); / /5 R TH B BR D RE (2 2 BRI

//E Y =8 %

glVertexPointer (2, GL_FLOAT, 0, &triangleStripVertices[0]);
vertexCount=sizeof (triangleStripVertices)/ (sizeof (float) * 2) ;
glDrawArrays (GL_TRIANGLE STRIP, 0, vertexCount);
glDisableClientState (GL_VERTEX ARRAY) ;

[m context presentRenderbuffer:GL RENDERBUFFER OES];
}

BATAE RN 3. 26 P AR BRI EOTE Qe — IR AR E B 5 AN E I =P
A

7. BR=RAEH

BRI B BT G AR 3. 27 FoR AR DRSS oAb G R — N IE

P 3.26 =T Sk e Qe B K327 M =MIBIE IS ILTE

ST U ETTE AR 25 EA BN i 3 T 2 A4 D0y 37 2% TR 8 A AR RS K 7 5 S L85
JRRASE » 4R AR 1 2l A2 s T A A R X0l
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AR LIE HE 6 A =ML X 6 D= MIBH 8 DTG % — 15l
P ST A T Hpo s Hofte 7 AT 20 A T U

X8 AT E A 8X2=16 NiF A%, PIE X —A 16 NITER YT G A4

B — T A AR AR T A8 E O (0,00 A TR A AR At P A B0 A6 1l AR a0 R

float triangleFanVertices[8% 2];
triangleFanVertices[0]=0;

triangleFanVertices([1]=0;

for (int i=0; i<7; i++) {
triangleFanVertices|[(i+1) * 2]=0.3* cos (MiPI/3.0 * (float)i);
triangleFanVertices[(i+1) * 2+1]=0.2% sin(MiPI/3.0* (float)i);
}

FER LU R AR x A AR 0.3 T LI B AR T y ABR N 0. 2 T BLI% A I Y
TE B R R W8 RN
BT

glVertexPointer (2, GL FLOAT, 0, &triangleFanVertices[0]);
vertexCount=sizeof (triangleFanVertices)/ (sizeof (float) * 2);

glDrawArrays (GL_TRIANGLE FAN, 0, vertexCount);

JEATHE RN 3. 27 iR .
33 HEWMl

OpenGL ES SCHpMBJLA A [7] ¥ Fh 45 # f9 ZE AR [ o0 7
TR R AN R D 2 A 1 1] S0 TG R o6 &R 7
Un ey i B T g LR RN

Un ey i B2 S ERE

22 = I 5 7

[ N
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A ] — AR, AL TR R AR R AT REER AR AN B . TAESS 3 B e L iy BUE AR =
BR . T LELFATEAE GLView 2549 initWithFrame 5 ¥EH M T drawView 5 E—IK.,
i b3 Rl T — K B 5 AT X 5k B e A TR R s sl A R Y, B i A
Bl ke, g AL 5 — FF DR b AN Wl 1) AT R R RS [ B B R B g AN TR
LUDNE7/ R R AR R ST 2 I 4 A TR v S o N T R = SR TN TITIRR N 2 N
i drawView R MFE draw View pfZCHT Ty S5 B (8] (9 722 £k o i im0 18 A50R 1 7 7228
Ak s DT 7™ A= 2l 1 A52R

E— N EA D AW H I draw View pREL, 3506 FR R “UE ARG 17, & 02 4 45 i XK 1s
B . R AE PR R T K B i T TR G 2 Ah S B AT DA — R A AR BT A S

(1) b3 P g A Clldss masgiih55) .

(2) HUFie AR S

(3) T FE AR ATCN T 1) .

() B35 i 0 S AR 1) 6

(5) FEHH S R A AL

B OR T EAAT AT 55 A RE R X T — 30 B AR 22 ot R ik Uk DL B
Ao (14 Aib B T AL B — S B E] o PRI 9 A BRI SR A X 5 SR A AT I AR IR
Ui i A7 3 BE AR

4.1 BB {ED

FEA Ui MG 2 1) DA ACAS AR

BOOL gameRunning=true;
while (gameRunning)
{
updateGame;
renderGame;

}
DA B AR rh s i X A 26 23 8 45 SR U X O R i X m e g 2 5R b E R
gameRunning 28 AY{HAL N false 1k,



/7N
1 48 1
N

iPhone 3D 4w F2 B Al

G UL RIS RS IS T 0B A A BT A B . WA 25 SR R4 1, 5 SO0 K2 AT
U AT O . R R R N A A L U RS AT S AR AR I E B R AR PR Y 1 A
WIS AT N XSk R IO R B AR R AT . DRt BEAS R LR i ks A7 it
TR, WARBELLIE R B 1T P B B R T ik e dx .

TR A R A 7 i R AT P Hh T A R ] 4 ) ) R D PR 22—

AN ASL SR i P 3R X R 56 e s T s i) s o) %) L B R L 0 T R A G R R T S ) g
(MR R . F T 0 X G2 M Bl A P R s A 00 ofe A Y R Kt R AT B A — A S AR i
L -

Ao e ARSI A T o v iz B R B R T RE R T — YRR A I 32 1T i 2 A At A AR
IR X BRI I L i ek S A LA S 1) o A2 2l A B e /0 il 48 e A 7 MR

A F2 e XA P B 1) B o R A TSR AR ELRIE I AN BTR

(1) Ji Yo g B O B B WA (FPS) « FPS 5 i XK ) 1 76 Bt % 1 B Fb v e i B0
. X F iPhone ik . B BR 3 8 60FPS, Al il 2 57 52 il 357 (0 e s %, 78 R PR A s
5 renderGame J7 3% i IR G

(2) THEHroR B  Hra E E e AR SR T R A AE R ARG . 5 updateGame (1)
P IRECH X

4.2 [1il&DIB23hE X4 i I

4.2.1 ETFiip)EIRaE

I 2 i ] B — Fof Y U AT PR DI A ok o 0 P A v 30 e 7 — i X SR B 9 AT —
SR AINE 2 o T MRS O A 09 DG s S SR R AR X4 T
Bhn . iF R SLAR AL 5

position.x ++;

S T T 708 PR A 0 AT A A A M PR A R ) e X ) A L B PR 3
B AT B S 22 i RS AT R L A

Pl 4. 1 JR7as (18 it A U7 oo SR b AR R R P S R A ds A . R 110 22 ) e
W BB AU R A 22 AR B R IR AR R T T WA A R A L A — i
T PAAT — R T A — U T 2

R=7& 4%(Render)
U=F§7(Update)

o TR R 1

/
P A1 it X S AACTE o A A0 IG  E  b B Ok B AR Is 1T
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4.2.2 E-THIEHAZE B B IEIRME

S T I [] (9 A S T8 B8 0 145 2 T W) 40 R AR 8L (ELE S 31 s A7 ] o X Jie e 5
PREEE I 2 AR AS B B B R 22d 1 2 A TR SR AL RS o DT S R S A L IE
TE I T8 JEE K B 1M AN 52 B8 7F T 2 1) 520

PR RS AL 1 B/ RR Y AR B

position.x +=1.0f * delta;

BRI T7 LA D T Ui XA A [ 4 B2 T 8 A7 3 B AN ) i i) At (EL S B0 T BT Y
A, REZBEOLT » delta {EAR X /N HARFRE E HIRARE 5 K A B 28 T HAE 1T delta fH
A8 504 AT A R Ul 43 s A 55 () L. MU A0 Bre 5 A AR Beilfe XRS5 SR T ok — A i, T
SIPEUI e 2 S5 4 S8 A TP D) 4G (9] i X B T IR L delta fEDRE 22 R AR R

WAL 4. 2 Jr 7R TR — AW 3T A L B0 2 R 7 B oI B A e R T E— 25 . AT LA B L AR
P A R delta {EAR /N, S (A fir 28 2o 4 v A 9y A DT fk Al £ A 0 AL 4

R={&%%(Render) 0 21 il 4

U=H3fr(Update)

(®)

K42 BA/N delta fHAY I

SR Q2R delta {EHE R, W 4.3 B /R B9 DAL 25 A 28 o 3 HL L i X SR LAE % 1Y a2
o 8y (E T3 2 AR Cdlelea fELHE O o di RS ke S A 15 0 A ) A 4 1 V2 000 38 9 e 20D

R={E#%(Render) G
U=H #(Update) VAN
©)
®Q |

4.3 HAEEK delta fH 1M

4.2.3 EFBFE8YE XE 8 b& & IR
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