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 d3Face d3dml.h  
d3Face  

}; 
d3Face 64  vnum 

(d3Vertex*)
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RGB
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d3Group 144
 

d3Group  

f d3Face
64  

d3Face next
f NULL  

link d3Link
144

d3Link next
lup d3LinkUp 8
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num_u
num_d  

d3Link  

10,000
10,000

 

(11))

10,000

 
10,000
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name kind type  

name
”G314” 

 
type 

 
kind ”unknown” type

 
user

 
 

 
d3Link

16  
 

 
typedef double d3Matrix[16];/* OpenGL specification */ 

 
void d3TransformPointd(double *p1, double *p2, d3Matrix m) 
{ 
 double p[3], w; 
 
 p[0] = p2[0]; 
 p[1] = p2[1]; 
 p[2] = p2[2]; 
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 p1[0] = m[0]*p[0] + m[4]*p[1] + m[8]*p[2] + m[12]; 
 p1[1] = m[1]*p[0] + m[5]*p[1] + m[9]*p[2] + m[13]; 
 p1[2] = m[2]*p[0] + m[6]*p[1] + m[10]*p[2] + m[14]; 
 w     = m[3]*p[0] + m[7]*p[1] + m[11]*p[2] + m[15]; 
 if (w != 1) { 
  p1[0] /= w; 
  p1[1] /= w; 
  p1[2] /= w; 
 } 
} 

OpenGL

 

M
P0

P1  
P1[0] = M[ 0] M[ 4] M[ 8] M[12]    P0[0] 

  P1[1]     M[ 1] M[ 5] M[ 9] M[13]      P0[1] 
  P1[2]     M[ 2] M[ 6] M[10] M[14]    P0[2] 
    1       M[ 3] M[ 7] M[11] M[15]       1 

XYZ
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{0.8, 0.8, 0.8}  

 drawMuka(d3Face *f) 
setMaterialTexture(f->mat, f->tex) setColor(float *c) 

 

 
setColor diffuse[4]

ambient[4]  
OpenGL diffuse 1.0  ambient 

0.2  

0.0 1.0 

 
OpenGL  

    glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, amb); 
    glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, dif); 

OpenGL 

Windows VISTA
OpenGL glBegin-glEnd 

GL_TRIANGLES GL_QUADS
 glBegin glEnd

glEnd 
glBegin  

 
 

CAD
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d3Face D3_SHP_LINE 

 

 

 

 
 




