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Wrapping Low-level Graphics Library for

Interactive Application
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A. OpenGL-©] 4 9] Buffer Objects
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public class Object
{
Object(int argl, int arg2) { /* initialization */ }
public static Object CreateObject(int arg)
{
/* processing */
return new Object(argl, arg2);
}
1
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B. Vertex Buffer Object(VBO)
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D. Vertex Array Object(VAO)
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public class VTypeWrapper : VTypeWrapperBase

{
VType *data;
// overrides virtual function of VTypeWrapperBase
public size_t stride()

{

return sizeof(VType);

}

// overrides virtual function of VTypeWrapperBase
public void setup()

{
/* setup */
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void render()

{
colorFB0.Bind();
{
/* FBO init */
colorShader.Use();
foreach (var mesh in meshList)

{

colorShader.SetUniform

(
/* Uniform Setting */

)
mesh.Draw();
}

}
colorFB0.Unbind();
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