Tcl3D: Doing 3D with Tcl

Tcl3D demos at a glance
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.

www.tcl3d.org

All trademarks shown or mentioned in this document, are property of their respective owners.

Document generated with Tcl 8.5.8 on 2010/12/31 13:50:21
Overview
Category Type
LibrarySpecificDemos tcl3dCg
tcI3dFTGL

tcl3dGauges
tcl3dOde
tcl3dOgl
tcl3dOglExt
tcl3dSDL
tcl3dTodgl
Tcl3DSpecificDemos  rtVis
TutorialsAndBooks CodeSampler

GameProgrammer
NeHe

Nopper
RedBook

OpenSceneGraph CuboslLocos

FopingTutorials
NPS-Tutorials

OsgHelp
QuickStartGuide

Tcl3D demos at a glance Version 0.5.0, December 2010
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.

Page 1 of 266




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Category: LibrarySpecificDemos
‘ \Root: \@ontents \ ‘

“Types: tcl3dCq tcl3dFTGL tcl3dGauges tcl3dOde tcl3dOgl tcl3dOgIExt tcl3dSDL tcl3dTogl H
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Category: LibrarySpecificDemos
Root: Contents

This section contains Cg demo applications from several resources, that have been ported to
Tcl3D. The examples cover vertex and fragment shader programming in Cg.
Original sources from different sites. See the documentation for details.

Available demos

s s i v s | B 4848

QJuliaGPU cgFirelInTheSky

cgVertexExample
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Type: tcl3dC
Category: LibrarySpecificDemos
Root: Contents

" TcI3D demo: Keenan Crane’s Quaternion Julia Sets -2

~Commands
_| Morphing (m})
W Shadows (3)
~Julia settings I"

Iterations {-f+): |6 . :
Demo scHpts
Precision (bm): |0.0030 = :
o QJuliaGPLU.tcl
BT s | |cyFireinThe Sky. tcl
Im 1 {ifl): ID.43 %l [cyParticles.tcl
Im 2 (j#J): [oas | [cuTeapot.tcl

cgVertexExample.tcl
Im 3 (k/K): 0.50

L1

Using Cg wersion 2.2 0006 (24 fps)

Running on Linux with a GeForce 8600 GT3/PCIFSSEZ (OpenGL 2.1.2 NVIDIA173.14.12, Tcl §.4.14)

QJuliaGPU -- Keenan Crane (kcrane@uiuc.edu)
4/17/2004

This program ray traces the quaternion Julia set in a fragment shader
using the sphere tracing method. The program draws a fullscreen quad
where each fragment of the quad specifies a different ray. These rays
are passed to the fragment shader which iteratively takes conservative
steps along a ray as determined by a distance estimator for the set. The
rays will either stop when close to an isosurface of the distance
function (considered a hit), or leave the bounding sphere of the Julia
set. If the ray is a hit, shading is performed by approximating the
gradient of the distance function and using this as a surface normal.

A more complete description of the sphere tracing method can be found in
John Hart's paper, "Ray Tracing Deterministic 3-D Fractals"
(http://graphics.cs.uiuc.edu/~jch/papers/rtqgjs.pdf) .

Controls:

left mouse button: rotate view

middle mouse button: zoom in/out

right mouse button: translate view

m: toggle morph animation

S: toggle shadows on/off

r: reload shaders from disk

i/I: increment/decrement 1lst imaginary component of Julia set

constant

j/3J: increment/decrement 2nd imaginary component of Julia set
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constant

k/K: increment/decrement 3rd imaginary component of Julia set
constant

1/L: increment/decrement real component of Julia set constant

-/+: change number of iterations used to test convergence of
a point

b/n: change precision of rendering

By default the program will shift through a random constants for the
Julia set within the cube [-1,1]174. 1Increasing the number of iterations
or the precision will increase the amount of detail seen in the
rendering. The former more accurately determines whether a point is
included in the set, whereas the latter intersects an isosurface of the
distance function closer to the actual set. Both of these parameters run
into precision or computation limits when set too high.

Original C++ and Cg code by Keenan Crane (kcrane@uiuc.edu)
See http://www.cs.caltech.edu/~keenan/project gjulia.html for the original files.

Modified for Tcl3D by Paul Obermeier 2009/08/29
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dCg
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Fire in the sky

caParticles
cgT eapat. bol
oy ertexsE xample. o

Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

cgFireInTheSky.tcl
Original files from: http://www.shadertech.com/shaders/FireInTheSky-src.zip

Original files are Copyright (c) 2002 Jason Jerald

This software is provided 'as-is', without any express or implied warranty.
In no event will the authors be held liable for any damages arising from the
use of this software.

Permission is granted to anyone to use this software for any purpose,
including commercial applications, and to alter it and redistribute it
freely, subject to the following restrictions:

1. The origin of this software must not be misrepresented;

you must not claim that you wrote the original software.

If you use this software in a product, an acknowledgment in

the product documentation would be appreciated but is not required.

2. Altered source versions must be plainly marked as such,
and must not be misrepresented as being the original software.

3. This notice may not be removed or altered from any source distribution.
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Modified for Tcl3D by Paul Obermeier 2005/11/07
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dCg
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Particles with Cg

tef3dCo

Demo scripks

irelnT heSky to
[ g F'. ]

cgT eapat.bol
oy ertexsE xample. o

Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

cgParticles.tcl
Particle Effects using CG and OpenGL
Original files from: http://www.shadertech.com/shaders/ParticleSystem-src.zip

Original files are Copyright (c) 20002 Arkadiusz Waliszewski

This software is provided 'as-is', without any express or implied warranty.
In no event will the authors be held liable for any damages arising from the
use of this software.

Permission is granted to anyone to use this software for any purpose,
including commercial applications, and to alter it and redistribute it
freely, subject to the following restrictions:

1. The origin of this software must not be misrepresented;

you must not claim that you wrote the original software.

If you use this software in a product, an acknowledgment

in the product documentation would be appreciated but is not required.

2. Altered source versions must be plainly marked as such,
and must not be misrepresented as being the original software.
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Modified for Tcl3D by Paul Obermeier 2005/11/07
See www.tcl3d.org for the Tcl3D extension.

www.tcl3d.org

This notice may not be removed or altered from any source distribution.
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Type: tcl3dCg
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Teapot with Cg

tef3dCo

Demo scripks

cgFirelnT heSky tcl
caParticles. tol
cal eapot.tol
oy ertexsE xample. o

Camera
Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

cgTeapot.tcl

Original files from: http://developer.nvidia.com/Cg
This is the example called interfaces ogl as included in the Cg Toolkit.

Modified for Tcl3D by Paul Obermeier 2005/11/07
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 10 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl

www.tcl3d.org

Type: tcl3dC
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Simple Cg vertex shader g@@

ilglE 0Ol X
tef3dCo
B
Demo scripks

cgFirelnT heSkytcl
caParticles. tol
gl eapat.bo

wample.tcl

Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

cgVertexExample.tcl

Original files from: http://developer.nvidia.com/Cg
This is the example called runtime ogl as included in the Cg Toolkit.

Modified for Tcl3D by Paul Obermeier 2005/11/07
See www.tcl3d.org for the Tcl3D extension.
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Category:
Root:

LibrarySpecificDemos
Contents

This section contains FTGL demo applications written in Tcl3D. The examples cover the demo
applications distributed with FTGL.

Available demos

ftgiDemo
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Type: tcI3dFTGL
Category: LibrarySpecificDemos
Root: Contents

[, Tel3D demo: FTGL Demo

C:tmp/tcl3dData/Vera.ttf
Extruded Font

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

ftglDemo.tcl

This demo demonstrates the different rendering styles available with FTGL.
Press <n> to change the font rendering style.
Press <enter> to enable edit mode.

Please contact me if you have any suggestions, feature requests, or problems.
Henry Maddocks
henryj@paradise.net.nz

http://homepages.paradise.net.nz/henryj/

Modified for Tcl3D by Paul Obermeier 2006/01/18
See www.tcl3d.org for the Tcl3D extension.
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Type: tcI3dFTGL
Category: LibrarySpecificDemos

Root: Contents

(, 1 Tel3D demo: FTGL using TrueType file Vera.ttf

000-031: Control characters

032-063: "#%$%&'()*+,-./0123456789:;,<=>7
064-095: @ABCDEFGHIJKLMNOPQRSTUVWXYZ[\]™ : Demo scripts
096-127: abcdefghijkimnopgrstuvwxyz{|}~[] figDema tcl
128-159: Control characters

160-255: Sorry, do not work yet

tcl3dFTGL

Select TTFfile .| ¢ BITMARP & Pl<MAP  OUTLIME ¢ POLYGOM ¢ ExTRUDE [EXT

Running on Windows NT with a GeForce F< GoSE00AAGP/SSEZ [OpenGL 1.4.0]

ftglTest.tcl

C++ source changed by mrn@paus.ch/ max rheiner
original source: henryj@paradise.net.nz

Modified for Tcl3D by Paul Obermeier 2006/01/18
See www.tcl3d.org for the Tcl3D extension.

A test program showing the 5 different font rendering types.
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Category:
Root:

LibrarySpecificDemos
Contents

This section contains demo applications written with Tcl3D extensions packages. The examples
cover the tcl3dGauges package, which was supplied by Victor G. Bonilla.

Available demos

gaugedemo

gaugetest
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Type: tcl3dGauges
Category: LibrarySpecificDemos
Root: Contents

' Tc13D demo: Fly around with gauges (318 fps)

ALTIMETER

~8

~ Z & = TILTMETER
/7 5 W\ > : \.ch %

VEB
; G
ST

Funning on *Windows MT with a GeForce Fx GobBO0/AGR/SSEZ [OpenGL 1.4.0, Tcl 8.4.12)

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on usage
and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dGauges

Filename: gaugedemo.tcl

Author: Paul Obermeier

Description: Demo program showing the use of the Tcl3D extension

package gauge.
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Type: tcl3dGauges
Category: LibrarySpecificDemos
Root: Contents

 Tcl3D demo: Gauge test

" airspeed ™ altimeter " compass

-60.0 338 -38.5 35.3

m_ll | (I | I | ]
Test ] Test ] Test ] Test
Running an indows MT with a GeForce F< Gobe00MAGPASSE S [(OpenGL 1.4.0, Tel 8.4.12)

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orq)

See the file "Tcl3D License.txt" for information on usage
and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dGauges

Filename: gaugetest.tcl

Author: Paul Obermeier

Description: Test program for the Tcl3D extension package gauge.

The program allows to show the 4 gauges at different sizes.
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Category:
Root:

LibrarySpecificDemos
Contents

This section contains ODE demo applications written in Tcl3D. The examples cover some demo
applications distributed with PyOde.

Available demos

® @
— pr————
odeGravity odeJoints
Tcl3D demos at a glance Version 0.5.0, December 2010
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Type: tcl3dOde
Category: LibrarySpecificDemos
Root: Contents

1 Tel3D demo (ODE): Bodies with gravity

tcl3d0de

Demo scripks

odeaints. bl

Running o Windows NT with Tel 8.4.13

Copyright: 2006-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOde

Filename: odeGravity.tcl

Author: Paul Obermeier

Description: Tcl3D Ode example: Bodies influenced by gravity.

Based on PyODE Tutorial 1 By Matthias Baas.
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Type: tcl3dOde
Category: LibrarySpecificDemos
Root: Contents

1 Tel3D demo [(ODE): Connected bodies with joints

tcl3d0de

Demo scripks

||:u:|el3 ravity bl

| Running o Windows NT with Tel 8.4.13

Copyright: 2006-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOde

Filename: odeJoints.tcl

Author: Paul Obermeier

Description: Tcl3D Ode example: Connected bodies with joints

Based on PyODE Tutorial 2 By Matthias Baas.
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Category: LibrarySpecificDemos
Root: Contents

This section contains OpenGL demo applications from several resources, that have been ported
to Tcl3D. The examples cover basic OpenGL programming.
Original sources from different sites. See the documentation for details.

Available demos

e

GearTrain ModelViewMatrix Sierpinski animlogo

atlantis

multiview platonic

texanim

trislam
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

Gear Train Simulation - () Solutions

Keyv-Escape Exit
El-HMotion Rotate
EZ2-Motion Zoom

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GearTrain.tcl
GearTrain Simulator * Version: 1.00

Copyright (C) 1999 Shobhan Kumar Dutta All Rights Reserved.
<skdutta@del3.vsnl.net.in>

Permission is hereby granted, free of charge, to any person obtaining a
copy of this software and associated documentation files (the "Software"),
to deal in the Software without restriction, including without limitation
the rights to use, copy, modify, merge, publish, distribute, sublicense,
and/or sell copies of the Software, and to permit persons to whom the
Software is furnished to do so, subject to the following conditions:

The above copyright notice and this permission notice shall be included
in all copies or substantial portions of the Software.

THE SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND, EXPRESS

OR IMPLIED, INCLUDING BUT NOT LIMITED TO THE WARRANTIES OF MERCHANTABILITY,
FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT. 1IN NO EVENT SHALL
SHOBHAN KUMAR DUTTA BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY,
WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING FROM, OUT
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OF OR IN CONNECTION WITH THE SOFTWARE OR THE USE OR OTHER DEALINGS IN THE
SOFTWARE.
Tcl conversion Copyright Philip Quaife August 2005.

This file is placed in the public domain

Slightly modified for Tcl3D presentation by Paul Obermeier 2006/08/02
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ ModelViewMatix

Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents
View (Camera)
| Mormal || 5afe Debug Reset | Reset |
tcl3dO0g| Pos (¥) 0 [ 1 Pos (X) 0 [
Pos () 0 | Pos (Y} 0 I
Demo scripts Pos (Z) 10 _I_I Pos (Z) 0 _I_I
cl | Pitch (X} 14 | Rotation () 0 I
',. _ Heading () 3 | Rotation (Y] 0 I
animlogo.tcl Roll (Z) 9 ] Rotation (Z) 20 [ [ ]
atlantistel glRotatef -14 1 0 0 glTranslatef ©0 O O
drawReadPixels.tel glRotatef -3 0 1 0 glRotatef 0100
gluCylinder.tcl glRotatef -9 0 0 1 glRotatef 0oo10
glutShapes.tcl glTranslatef -0 -0 -10 |[lglRotatef 20 0 0 1
imgproc.tcl : : > z 5
ModelView Matrix Wiew Matri Model Matrix
imolecules.tcl
multiview.tel 098 -019 -005 052 099 016 -005 052 094 -034 000 000
platonic.tcl 020 095 024 -242|-| 014 096 024 -242|yx| 034 034 000 000
Jpheres.tcl 000 -025 087 -969 009 -023 087 -969 000 000 100 000
itcl3dChaos.tcl
R 000 000 000 100 000 000 000 100 000 000 000 100
trislam.tcl
|
Running on Windows NT with a ATI Radeon HD 5800 Series (OpenGL 3.2.9704 Compatibility Profile Context, Tcl 8.6b1.1) N
L —
Tutorial OpenGL Transformation
Original C++ code by Song Ho Ahn (song.ahn@gmail.com)
See www.songho.ca/opengl/gl transform.html for the original files
Modified for Tcl3D by Paul Obermeier 2009/09/13
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dOgl
Category: LibrarySpecificDemos

Root: Contents

[, 1 Tel3 demo: Sierpinski Tetrahedron

tzl3d0al

Demo scripks

GearT rain.tcl

atlantiz. bl
gluCylinder.tl
glutShapesz.tcl
rdltivie bl
spheres.tel

Recursive depth |6 =] Build| ¥ Optimize  View distance |

Animate
4096 triangles: 46 maec to build

Running on *indows MT with a GeForce B4 GobE00MAGPASSEZ [OpenGL 1.4.0, Tol 8.4.13]

=

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl

Filename: Sierpinski.tcl

Author: Paul Obermeier

Description: Tcl3D demo displaying a 3D Sierpinski Tetrahedron.

Derived from a demo by Gerard Sookahet (tetra-3dc.tcl),
which used the 3dcanvas package.
The original version is at: http://wiki.tcl.tk/11832.

Incorporates optimization functions by Philip Quaife.
See the Tcl'ers Wiki http://wiki.tcl.tk/14820 for a
description of his optimizations.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

[, 1 Tel3D demo: Rotating OpenGL Logo

tcl3d0al

Demo scripks

GearTrain. tol
Sierpinzki bl
animlogo. bzl
atlantiz.tcl

gluCylinder.tel
rrilbivies, bl
spheres.tcl

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

animlogo.tcl
The animated OpenGL logo

This file is part of the openGL-logo demo.
(c) Henk Kok (kok@wins.uva.nl)

Copying, redistributing, etc is permitted as long as this copyright
notice and the Dutch variable names :) stay in tact.

Original sources available at:
http://www.opengl.org/resources/code/samples/glut examples/demos/demos.html

Modified for Tcl3D by Paul Obermeier 2006/08/02
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Atlantis

tzl3d0al

Demo scripks

GearTrain.tcl

Btlantis e
Skart matio
Skop makicl
ik progre

FopupMenu

Stap

Play
—-Space Step

KEev-Escape Exit

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

atlantis.tcl
Copyright (c) Mark J. Kilgard, 1994. */

(c) Copyright 1993, 1994, Silicon Graphics, Inc.

ALL RIGHTS RESERVED

Permission to use, copy, modify, and distribute this software for

any purpose and without fee is hereby granted, provided that the above
copyright notice appear in all copies and that both the copyright notice
and this permission notice appear in supporting documentation, and that
the name of Silicon Graphics, Inc. not be used in advertising

or publicity pertaining to distribution of the software without specific,
written prior permission.

THE MATERIAL EMBODIED ON THIS SOFTWARE IS PROVIDED TO YOU "AS-IS"
AND WITHOUT WARRANTY OF ANY KIND, EXPRESS, IMPLIED OR OTHERWISE,
INCLUDING WITHOUT LIMITATION, ANY WARRANTY OF MERCHANTABILITY OR
FITNESS FOR A PARTICULAR PURPOSE. 1IN NO EVENT SHALL SILICON
GRAPHICS, INC. BE LIABLE TO YOU OR ANYONE ELSE FOR ANY DIRECT,
SPECIAL, INCIDENTAL, INDIRECT OR CONSEQUENTIAL DAMAGES OF ANY
KIND, OR ANY DAMAGES WHATSOEVER, INCLUDING WITHOUT LIMITATION,
LOSS OF PROFIT, LOSS OF USE, SAVINGS OR REVENUE, OR THE CLAIMS OF
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THIRD PARTIES, WHETHER OR NOT SILICON GRAPHICS, INC. HAS BEEN
ADVISED OF THE POSSIBILITY OF SUCH LOSS, HOWEVER CAUSED AND ON
ANY THEORY OF LIABILITY, ARISING OUT OF OR IN CONNECTION WITH THE
POSSESSION, USE OR PERFORMANCE OF THIS SOFTWARE.

US Government Users Restricted Rights

Use, duplication, or disclosure by the Government is subject to
restrictions set forth in FAR 52.227.19(c) (2) or subparagraph
(c) (1) (ii) of the Rights in Technical Data and Computer Software
clause at DFARS 252.227-7013 and/or in similar or successor
clauses in the FAR or the DOD or NASA FAR Supplement.
Unpublished-- rights reserved under the copyright laws of the
United States. Contractor/manufacturer is Silicon Graphics,
Inc., 2011 N. Shoreline Blvd., Mountain View, CA 94039-7311.

OpenGL (TM) is a trademark of Silicon Graphics, Inc.

Original sources available at:
http://www.opengl.org/resources/code/samples/glut examples/demos/demos.html

Modified for Tcl3D by Paul Obermeier 2005/08/14
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Speed test of glDrawPixels and glReadPixels

Safe
tcl3dal

M armal

Demo scripks

earT rain. tol
Sierpinzki bl
anirmlogo. bl
atlantiz.tcl

dr.

gluCylinder.tel
glutShapes.tel
imgproc. tel
rrilbiig, bl
platanic. bel
spheres.tol
bel3dChaos kel
kesanirn. bl
triglamn.tel

Format and type Image size ~Mum callz- [ Test

GL_RAGBA — | GL_UMNSIGMED_BYTE —l| |EEE:-:255 |'IEIEIE| Run

Draw/Read of 1000 images: 0.4355 1.9636 secs B

Draw/Read of 1 image: 0.4355 1.9636 msecs (65536 pixels)

Draw/Read of 1 pixel: 0.0066 0.0300 msecs

Saving image to GL RGBA-Z56xZ56.png :j
-

Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

testDrawReadPixels.tcl

Tcl3D demo testing the speed of the glDrawPixels and glReadPixels functions.
The program generates a color gradient image of a specified size.

If the image size is greater than 256x256, the color gradient is tiled.
This image is then drawn into the framebuffer with glDrawPixels and read
back with glReadPixels several times.

The time needed for drawing and reading back is reported into a text widget
and onto stdout (for batch processing).

The format and type of the image data can be specified for testing the
differences in speed.

Currently the following formats and types are implemented:

Formats: GL RGB, GL BGR, GL RGBA, GL_BGRA.

Types : GL UNSIGNED BYTE

Author: Paul Obermeier
Date: 2009-07-16
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Type: tcl3dOgl
Category: LibrarySpecificDemos

Root: Contents

[, 1 Tel3 demo: Cylinder with gluQuadric

tzl3d0al

Demo scripks

GearTrain. tol
Sierpinzki bl
animlogo. bl
atlantiz. bl

gluCulinder.tel
glutShapesz.tcl
rdltivie bl
spheres.tel

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl

Filename: gluCylinder.tcl

Author: Paul Obermeier

Description: Tcl3D demo showing the use of gluQuadric routines

to draw a cylinder.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

[, 1 Tel3D demo: DpenGL GLUT shapes

tzl3d0al

Demo scripks

GearTrain. tol
Sierpinzki bl
animlogo. bl
atlantiz. bl

gluCylinder.tz

rralbiig, bl
spheres.tel

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Copyright: 2006-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl

Filename: glutShapes.tcl

Author: Paul Obermeier

Date: 2006-12-01

Description: Tcl3D demo showing all supported GLUT shapes.
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Demo:  imgproc

Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

 Tel3D demo: Image processing with the accumulation buffer

tel3d0agl

Demo scripts

GearT rain. bl
Sierpinzki.tcl
animlogo. kel
atlantiz.tel
gluCulinder. b
alutShapes. tcl
i |
rraltisei, bl
-~ ||spheres.tel
tel2dChaos. tol

" Brighten f* Saturate ¢ Shapen ©° Contrast || Alpha; |‘|_5 =
Running on Windows MT with a GeForce Fx GobE00AAGP/SSEZ [OpenGL 1.4.0, Tl 8.4.14]

imgproc.c - by David Blythe, SGI

Examples of various image processing operations coded as OpenGL
accumulation buffer operations. This allows extremely fast
image processing on machines with hardware accumulation buffers
(RealityEngine, InfiniteReality, VGX).

This demo is part of the advanced glut demos.

See
http://www.opengl.org/resources/code/samples/glut examples/advanced/advanced.html

Modified for Tcl3D by Paul Obermeier 2007/07/28
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

TclI3D demo: Molecule viewer (4HHB.pdb) M=

Abam List i 8 [j E] et
SR =il Safe

MNE = 4
tcl3dal

Demo scripts
GearTrain. tol
P odeliewbd atris, bzl
Sierpinzki bl
animlogo. bl
atlantiz. bzl
drawF eadPizels.tcl
gluCylinder.tel
glutShapes.tcl
irmgproc. kel
molecules. tol
rrialbiies, bl
platoric.tel
= spheres.tol
— |tcl3dChaos. tel
Open PDBE ... kewmaninn. bl
e trizlamn. bel
todelling options Digplay optionz
MHumnber of shices per sphere:; 15 il v Use dizplay list
Mumber of stacks per sphere: 10 ﬁ I AlEenemnde
Atorn radiuz scale: 0.a0 %l v Shori s
Line width of connects: 2 El s t
o connects
MHumber of atoms: 4779 716850 quads]
Humber of connects: 180 (180 lines]

Running on *indows MT with a GeForce B GobE00AAGPASSEZ [DpenGL 1.4.0, Tol 8.4.16]

Copyright: 2009-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl
Filename: molecules.tcl
Author: Paul Obermeier

Description: Tcl3D demo displaying molecules as colored spheres.

The molecule description is read from a Protein Data Base file.
See http://www.pdb.org for more information about PDB files.
This site is also a resource for downloading PDB files.

Currently supported keywords are ATOM, HETATM and CONECT.
Feel free to extend and optimize the PDB parser.

Atom color coding and atom radius are taken from the OpenSource
molecule viewer QuteMol: http://qutemol.sourceforge.net/
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Demo:  mufiview

Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

[, i Tcl3D demo: Multiple viewports

tzl3d0al

Demo scripks

GearTrain. tol
Sierpinzki bl
animlogo. el
atlantiz. bl
gluCylinder.tl
glutShapesz. tcl

Crtho along

Qrtho vi

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl

Filename: multiview.tcl

Author: Paul Obermeier

Description: Tcl3D demo showing the famous teapot in 4 different

viewports on a single togl widget.
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Demo:  pltnic

Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: The six platonic solids IZJIEI@

Safe
tcl3dal

M armal

Demo scripks

GearTrain. tol
Sierpinzki bl
anirmlogo. bl
atlantiz.tcl
aluCylinder.tel
glutShapes. kel
imgproc. tol
rrilkiseig, bl

zpheres. tol
bcl3dChaos. tel
kexaninn. bel

Running on YWindows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

platonic.c - An OpenGL demonstration that draws the six platonic solids:
The tetrahedron, the cube, the dodecahedron, the octahedron,
the icosahedron and the teapotahedron. :-)
The ray-traced image by Arvo and Kirk on the front cover of
"An Introduction to Ray Tracing" (A. S. Glassner (ed.),
Academic Press) inspired me to write this demo.
A menu with a number of options is tied to the left mouse

button.

Author: Gustav Taxen, nv9l-gta@nada.kth.se

Notes: The code is not very pretty, nor is it optimized wrt OpenGL.
Should add shadows as well, but I'll save that for the next
version...

Copyright (C) 1998 Gustav Taxen.
This is free software with ABSOLUTELY NO WARRANTY.

This program is free software; you can redistribute it and/or modify
it under the terms of the GNU General Public License as published by
the Free Software Foundation; either version 2 of the License, or
(at your option) any later version.
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This program is distributed in the hope that it will be useful,
but WITHOUT ANY WARRANTY; without even the implied warranty of
MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE. See the
GNU General Public License for more details.

You should have received a copy of the GNU General Public License
along with this program. If not, write to the Free Software
Foundation, 675 Mass Ave, Cambridge, MA 02139, USA.

Original C code taken from:
http://www.student.nada.kth.se/~nv91l-gta/OpenGL/projects/platonic/

Modified for Tcl3D by Paul Obermeier 2008/12/21
See www.tcl3d.org for the Tcl3D extension.

See http://design.osu.edu/carlson/history/lesson20.html about the history of
the famous Utah teapot. This page also contains an image of the original
ray-traced scene by Arvo and Kirk.

The image is also on the front page of Glassner's book "An Introduction to
Ray Tracing".

For a mathematical description of the five platonic solids see
http://en.wikipedia.org/wiki/Platonic solid
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

[, i Tel3D demo: Molecules benchmark (182 fps)

tzl3d0al

Demo scripks

GearTrain. tol
Sierpinzki bl
animlogo. bl
atlantiz. bl
gluCylinder.tzl
glutShapesz. kel
rltivie bl

& hrarslate: 0.0

Murnber of slices per sphere: |15 =

Murnber of stacks per sphere: |15 i| ¥ hranslate: 00
Mumber of spheres per zide: |7 il | —I—I

£ trarslate: 11.0
Mumber of spherez; 343 [77175 polygonz] | | |

Iv Usedsplaylist [ Useflat shading | Use line mode ﬂmmam|5aveasPDF|
Running on *indows MT with a GeForce B4 GobE00MAGPASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dOogl

Filename: spheres.tcl

Author: Paul Obermeier

Description: Tcl3D demo displaying spheres in various modes.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

= Tcl3D demo: Simple Chaos Theory : E”’)Z|

tzl3d0al

Demo scripks

GearTrain.tol
Sierpinzki tcl
animlogo. bel
atlantiz. bl
gluCylinder.tl
glutShapesz. kel
- fimgproc.tel
bz bzl

: zphereFlake.tol
R : sphereFlaket/tk ol
*i' e _sphere&tc
[bel3dChaos. bl

[ Revert W ScanMode [V Use Tcl3D ” lterations: [300 =] Red: |24 =] Green: |24 =] Blue: E%IFI

Start Ehau:usé [ Stop Ehau:us! Time for 36851 pizels: 9.0 zeconds
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.16]

Copyright: 2007-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dogl

Filename: tcl3dChaos.tcl

Author: Paul Obermeier

Description: Implementation of algorithmn described on Wiki page

"Simple Chaos Theory with Tcl" (http://wiki.tcl.tk/11887)
using Tcl3D.

Interesting values:

2000 8 10 14 revert

6300 3 3 3 revert
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Texture animation with 3D textures.

Nmmallsam Debug
tcl3dDal

Demo scripks

GearTrain. tol
Sierpinzki bl
anirmlogo. bl
atlantiz.tcl
aluCylinder.tel
glutShapes. kel
imgproc. tol
rrilkiseie, bl
platanic. kel
zpheres tol
tcladChaos. tol

kexaninn. bl

Colar zelection Cptions Texture coord (1]
E[j Vs M ‘7é A 0.5100
Eev-n|b Howve through texture stack

Eey-Up| Down Fotate the texture stack around x
Eey-Left|Right Rotate the tLexture stack around v
Kev-t Toggle color or imwage usadge

Running on Windows MNT with a GeForce Fx GobE00MAGPASSEZ [DpenGL 1.4.0, Tol 8.4.16]

texanim.tcl

Tcl3D demo showing the usage of a 3D texture for animation.

In the upper part of the window, a gquad is drawn, which shows the

actual texture animation.

In the lower half of the window, the 3D texture is visualized as a

stack of quads. The sampling of the 3D texture is shown by a quad

moving through the texture stack.

Either 4 predefined images can be used as textures or 4 choosable colors.

Author: Paul Obermeier
Date: 2009-01-16
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents

5] Tci3D demo: Te
i ¢[@0 x
Mormal Debug

tcl3dOgl

Demo scripts

GearTrain.tcl
ModelViewMatrix.tcl
Sierpinskitel
animlogao.tel
atlantis.tcl
drawReadPixels.tcl
gluCylinder.tcl
glutShapes.tcl
imgproc.tel
molecules.tcl
multiview.tcl
platonic.tcl
spheres.tcl
tcl3dChaos.tcl
texanim.tcl

trislam.tcl

Running on Windows NT with a ATI Radeon HD 5800 Series (OpenGL 4.0.10151 Compatibility Profile Context, Tcl 8.5.8)

Demonstration of texture gen
Copyright (C) 2005 Julien Guertault

This program is free software; you can redistribute it and/or
modify it under the terms of the GNU General Public License

as published by the Free Software Foundation; either version 2
of the License, or (at your option) any later version.

This program is distributed in the hope that it will be useful,
but WITHOUT ANY WARRANTY; without even the implied warranty of
MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE. See the
GNU General Public License for more details.

You should have received a copy of the GNU General Public License
along with this program; if not, write to the Free Software
Foundation, Inc., 59 Temple Place - Suite 330, Boston, MA 02111-1307, USA.

Original sources available at:
http://zavie.free.fr/opengl/#texturegen

Modified for Tcl3D by Paul Obermeier 2010/11/21
See www.tcl3d.org for the Tcl3D extension.
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Type: tcl3dOgl
Category: LibrarySpecificDemos
Root: Contents
Tcl3D demo: Triangle Slammer OpenGL Benchmark @@
. st actons—— 1| 2 |[@ A[X
Start Maormnal  Safe | Debug
Reset tel3d0gl
Snapshot B
: Demo scripts
Hens GearT rain.tcl
[ Line Made Sierpinski..tcl
ahimlogo. tol
Test Selection | |atlantis tel
V' empty gluCylinder. tel
glutShapes.tcl
Il imgproc. tol
v q riultiview. kel
il platonic.tcl
M ts spheres. ol
! g tcl3dChaos. el
= tesanim. bl
¥ tsd trislarn. tcl
I asd
|7 by
WV v
WV ey
M gsv
¥ ted
¥ gevd
AllOn
AllOff
Count Info
1 20 3
4 5 §
8 9 10
12 15 16
18 20 24
30 36 40
45 48 &0
72 80 490
120 144

empty

Running on ‘Windows MT with a GeForce Fx GobB00/AGPASSEZ (OpenGL 1.4.0, Tol 8.4.1E)

trislam.tcl

Purpose: Determine performance curves for various methods of pushing
triangles and quads through the OpenGL pipeline

Copyright (c) 2004-2006, Geoff Broadwell; this script is released

as open source and may be distributed and modified under the terms
of either the Artistic License or the GNU General Public License,

in the same manner as Perl itself. These licenses should have been
distributed to you as part of your Perl distribution, and can be
read using "perldoc perlartistic® and “perldoc perlgpl’® respectively.

Rewritten in Python by Bob Free

Rewritten and extended for Tcl3D by Paul Obermeier, 2008
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Category: LibrarySpecificDemos
Root: Contents

This section contains OpenGL demo applications from several resources, that have been ported
to Tcl3D. The examples cover OpenGL extension programming.

Original sources from different sites. See the documentation for details.

Available demos

OglBenchFBO PhotoBooth extensions

mandelbrot
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Type: tcl3dOglExt
Category: LibrarySpecificDemos
Root: Contents

. _ Tcl3D demo: Bob Free's OpenGL Benchmark - Tcl Binding

tcl3dOglE=t

Demo scHpts

extensions.tcl

| OglBenchFBO.tcl

PhotoBooth.tcl

Running on Linux with a GeForce FX GoS600fAGP/SSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

ogl bench v1.0 - Copyright 2007 - Graphcomp
Bob Free bfreelgraphcomp.com
http://graphcomp.com/opengl
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Demo: ~ PhotoBooth

Type: tcl3dOglExt
Category: LibrarySpecificDemos
Root: Contents

- Tel3D demo: Photo Booth Effects

Shader language LI _@J-
’70 GL3L .- Cy ‘ 1cl3d OglE=t
rEffects———— I
| Demo scripts
Dent extensions.tcl
FishEye |
LightTunnel
Mirror
== Hone
Squeeze
Stretch
Turid

~Approxzimations
Function

Texture

] rhimages ————————
E== Checker |
] Libero
Paul

~Actions

Load image ...

View shader file

View shader source

010 Animate

| | Timing test ...
0.50

| [T

Using GG profile CG_PROFILE_AREFPL
Creating approximation textures: sinfcos ... atanZ ... Done

Parameter 1:

Parameter 2:

Running on Linux with a GeForce FX Goa600fAGP/SSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Copyright (c) 2007, Libero Spagnolini
All rights reserved.

Redistribution and use in source and binary forms, with or without
modification, are permitted provided that the following conditions
are met:

* Redistributions of source code must retain the above copyright
notice, this list of conditions and the following disclaimer.

* Redistributions in binary form must reproduce the above copyright

notice, this list of conditions and the following disclaimer in the

documentation and/or other materials provided with the distribution.

Neither the name of the authors nor the names of its contributors

may be used to endorse or promote products derived from this software

without specific prior written permission.

THIS SOFTWARE IS PROVIDED BY THE COPYRIGHT HOLDERS AND CONTRIBUTORS

"AS IS"™ AND ANY EXPRESS OR IMPLIED WARRANTIES, INCLUDING, BUT NOT

LIMITED TO, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR

A PARTICULAR PURPOSE ARE DISCLAIMED. IN NO EVENT SHALL THE COPYRIGHT OWNER OR
CONTRIBUTORS BE LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL,
EXEMPLARY, OR CONSEQUENTIAL DAMAGES (INCLUDING, BUT NOT LIMITED TO,
PROCUREMENT OF SUBSTITUTE GOODS OR SERVICES; LOSS OF USE, DATA, OR
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PROFITS; OR BUSINESS INTERRUPTION) HOWEVER CAUSED AND ON ANY THEORY OF
LIABILITY, WHETHER IN CONTRACT, STRICT LIABILITY, OR TORT (INCLUDING
NEGLIGENCE OR OTHERWISE) ARISING IN ANY WAY OUT OF THE USE OF THIS
SOFTWARE, EVEN IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGE.

Modified for Tcl3D by Paul Obermeier 2007/04/14
See www.tcl3d.org for the Tcl3D extension.

The demo has been modified to allow up to 2 parameters to be changed
interactively via a slider.

The parameter range of the two sliders can be provided as comment lines

at the top of the shader source files.

Further enhancements include:

Loading of image files of any size via the "Load image" button. All image files

with an extension of .jpg or .tga in the directory of the script are
automatically

recognized and inserted into the "Images" labelframe.

Add your own shader without modifying the Tcl script by adding a new file with
extension

.frag in the directory of the script.

A description of the effect shaders and the original sources are
available at http://dem.ocracy.org/libero/photobooth/
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Type: tcl3dOglExt
Category: LibrarySpecificDemos
Root: Contents

2 _ Tcl3D demo: Extensions (563 fps) —
ENEA  F=1p

1cl3d OglE=t

Demo scripts

1

|PhotoBooth.tcl

Running on Linux with a GeForce FX Goa600fAGP/SSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

extensions.tcl

Program to demonstrate the use of extensions.
Extensions used:

GL ARB multitexture

GL EXT point parameters

GL ARB texture compression

GL EXT texture edge clamp

Original C++ code by Dave Astle 2/1/2002
Original files from:
http://www.gamedev.net/reference/programming/features/oglext/demo.zip

Modified for Tcl3D by Paul Obermeier 2005/09/05
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ mandebrot

Type: tcl3dOglExt
Category: LibrarySpecificDemos
Root: Contents

°  Tcl3D demo: Mandelbrot -2 e

Texture size: a1z

EE{L_

Iterations: |1 o0

Center Re:  |-0.6 3
Center Im:  |0.0 3
Box size:  |3.0 ]

~Render Method
~ Tcl + C % GLSL
~ Coloring Method
-, Random % Renorm

-Renomm Options ————————

=
Band frequency: ID.DZD o

Save as image |I

Mouse-L Zoom 1n
Mouse-R Step back

Running on Linux with a GeForce 8600 GTS/PCIFSSEZfIDHOW! {OpenGL 2.1.1 NVIDIA 100.14.11, Tcl 8.4.14)

Mandelbrot shader using GPGPU techniques
Author: Gabriel Zachmann, June 2007
The code is derived from ../fbo demo/saxpy.cpp

The original code can be found at:
http://zach.in.tu-clausthal.de/teaching/cg2 08/downloads/simple glsl demos.tar.gz

Modified and extended for Tcl3D by Paul Obermeier 2009/01/04
See www.tcl3d.org for the Tcl3D extension.
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Category:
Root:

LibrarySpecificDemos
Contents

This section contains SDL demo applications written in Tcl3D. The examples cover joystick and
CD programming with the help of the SDL library.

Available demos

\ TRk P N
| B TEATY

Tomek i

1. LR TRGACH, G A
L a0 TRACE 30

joysticktest
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Type: tcl3dSDL
Category: LibrarySpecificDemos
Root: Contents
 Tcl3D demo: A simple CD player
Drive list
H:' 16 tracks
I TRAYEMPTY
A TRAYEMPTY
Track lizt
0 ALIDID_TRACK 04:40 25
02 AUDIO_TRACK O&:40
a3 AUDIO TRACK 04:08
04: AUDIO TRACK 08:27
05 AUDIO_TRACK 04:31
05: AUDIO_TRACK 04:25 ]
07 ALIDIO. TRACK 0650
03: ALDIO TRACK 03:18
0% ALDIO TRACK 03:41
10: AUDIO_TRACK 04:03 "
g/
(] (W] [&] [&] o1:09 PLAYING
Copyright: 2006-2010 Paul Obermeier (obermeier@tcl3d.orqg)
See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.
Module: Tcl3D -> tcl3dSDL
Filename: cdplayer.tcl
Author: Paul Obermeier
Description: Tcl script implementing a simple CD player to test the
CD related functions (SDL CD*) of the Tcl3D SDL wrapping.
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tcl3dSDL

LibrarySpecificDemos
Contents

Type:
Category:
Root:

f Joystick 1 (TWIN SHOCK JOYPAD)

Awez 0 and 1

Byes 2 and 3

12 buttonz
Test

B1|BEIBB E4|EE|EEIE? BElBE|B1D|E11|B12|

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)
See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.
Module: Tcl3D -> tcl3dSDL
Filename: joysticktest.tcl
Author: Paul Obermeier
Description: Tcl script to test the joystick related functions of
the Tcl3D SDL wrapping.
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Category: LibrarySpecificDemos
Root: Contents

The following demos from the Togl distribution have been ported to TcI3D.
Original sources available at: http://sourceforge.net/projects/togl/

Available demos

tcl3dDouble tcl3dFont tcl3dGears tcl3dTexture

e —

tcl3dToglFonts
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Type: tcl3dTogl
Category: LibrarySpecificDemos
Root: Contents
Tcl3D demo: 5ingle vs Double Buffering E@@
ilglE 0Ol X
bcl3dT ogl
B
Demo scripks

cl3dFant te
bol3dGears. bl
bcl3dT exture. bl
kel23dT oglF onts. ol

Sinale buffered Double huffered

tcl3dDouble.tcl

A Tcl3D widget demo with two windows, one single buffered and the
other double buffered.

This is a version of the original Togl double demo written entirely in Tcl
with the help of the Tcl3D package.

Copyright (C) 1996 Brian Paul and Ben Bederson (Original C/Tcl version)
Copyright (C) 2005 Paul Obermeier (Tcl3D version)
See the LICENSE file for copyright details.

Original sources available at: http://sourceforge.net/projects/togl/
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Type: tcl3dTodgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Tk fonts vs. Togl fonts

Fant Farnily Tk carvas i 8 E D %

Alazka 4+ | ABCDEFGHIJKLMNOP GRS TUVIWXYZ tol3dT ol
Alazka Extrabold — abcdefghijklmnopar stinvwiyz
Algenian 0123456789~ l@=4% & ()_-+= L
Almanac MT ROUaG0R Demo scripts
i:ﬁiﬂeh&zﬁaﬁ- B A |tl:|3l:|D|:|u|:||e.t|:I

3 5 toladGears. el
i:::: gf'a“.:li boladT esture. tel
Arial CE i kol3dT oglF onts. b
0 :_I_J

Font Size
8 |l
E Ju——
10 Togl canvas
ABCDEFGHIJKLMNOPQRS TUMAKY Z
14 _'.I ahcdefghijkimnoparstuvwxyz
B 1|ul|e] 0123456780~ L@# 3% &*()_+=
" AOUEGUR

Mate: Underline and Qomes, 20
ovverztiike not yet zupported " "
in Togl canvas.

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dTogl

Filename: tcl3dFont.tcl

Author: Paul Obermeier

Description: Tcl script to select a font. The font is displayed in

a Tk widget as well as in an OpenGL window.

The font name in XLFD notation is

shown in a text widget for copy/paste.

This demo shows the usage of the "loadbitmapfont"
command built into the Togl widget.

Note: The Tk font might look nicer, because font
antialiasing is enabled. On Windows this can be toggled
in the display property window (Appearance->Effects).
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Type: tcl3dTogl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Rotating Gear Widget Test

Click and drag to rotate camera view

Add| |10 R emove bcl3dT ogl

Demo scripks
bel3dD ouble.tel

bcl3dT exture. b
kel2dT oglF onts. el

tcl3dGears.tcl

Test Togl using GL Gears Demo

This is a version of the original Togl gears demo written entirely in Tcl
with the help of the Tcl3D package.

Copyright (C) 1997 Philip Quaife (Original C/Tcl version)
Copyright (C) 2005 Paul Obermeier (Tcl3D version)
See the LICENSE file for copyright details.

Original sources available at: http://sourceforge.net/projects/togl/
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Type: tcl3dTodgl
Category: LibrarySpecificDemos
Root: Contents

Tcl3D demo: Texture Map Options

bd agrification Filker

" GL_MEAREST bed3dT ogl

% GL_LINEAR B

Mirification Filter BB
o
GL_LIMEAR toladGears. ol

bl 3dT exture. ol

GL_MEAREST_MIPMAFP_MEAREST
GL_LINEAR_MIPMAP_WEAREST
GL_MEAREST_MIPMAF_LINEAR
GL_LIMEAR_MIPMAP_LIMEAR

kel2dT oglF onts. bl

oW e

-

b ax Testure Coord Teuture Image Falygon calar
1.0 " Checker Fed

{* Tree 259
GL_TEXTURE_WRAP.S ||| & Face | L
f GL_REPEAT GL_TEXTURE_ENY MODE | 'ee" -
" GL_CLAMP + GL_MODULATE | 1]
GL_TEXTURE_wWRAP_T | ¢ GL_DECAL -
* GL_REPEAT " GL_BLEND 255
" GL_CLAMP | L1

Cluit

tcl3dTexture.tcl
Togl texture map demo

This is a version of the original Togl texture demo written entirely in Tcl
with the help of the Tcl3D package.

Copyright (C) 1996 Brian Paul and Ben Bederson (Original C/Tcl version)
Copyright (C) 2005 Paul Obermeier (Tcl3D version)
See the LICENSE file for copyright details.

Original sources available at: http://sourceforge.net/projects/togl/
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Type: tcl3dTodgl
Category: LibrarySpecificDemos
Root: Contents
Tcl3D demo: Togl bitmap font specification examples |Z||E|[z|
loadhitmapfont 1 8 EI D X
bcl3dT ogl

loadbitmapfont —family courier

loadbitreapfont -faredly tirees

Demo scripks
loadbitrmapfont -family fiked -size 12 -weight medium -slant regular tel3dD ouble. tol
: . : ; s bel3dFont tel
loadhbittmapfont -family xed -size T2 -weight hold -slant italic el G ears tol
loadhitmapfont -slant me bcl3dT exture. ol

kel3dT oglF ontz. kel

loadhitmapfont -weight vz

loadbitmapfont -size 20

loadbitmapfont -size 20 -weight bold

foadbitmapfont -size 20 -siant italic

loadbitmapfont —-#=-—courier-bold-r-=-—-=—]10-=—=—=_=s_—_=_3=
loadbitmapfont -family 8x13

loadbitmanpfont 8x13

loadbitmapfont -family a-b

loadhitmapfont a-b
loadhitmapfont -family
loadhbitmapfont -family -weight -slant (Could not allocate font "-weight"

lnadbitmapfont -unknownoption (Could not allocate font "-unknownoption™)

Running on Windows MNT with a GeForce Fx GobE00MAGPASSEZ [DpenGL 1.4.0, Tol 8.4.16]

Copyright: 2006-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D -> tcl3dTogl

Filename: tcl3dToglFonts.tcl

Author: Paul Obermeier

Description: Program demonstrating and testing the different

possibilities of specifing a bitmap font for the
Togl widget.
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‘ \Root: \@ontents \ ‘
Types: vis |
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Category: Tcl3DSpecificDemos
Root: Contents

Available demos

rtVis
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Demo: ovis

Type: rtVis
Category: Tcl3DSpecificDemos
Root: Contents

Tcl3D demo: Ray-Tracing visualization EJ[E|E|
~ :

CoR: Origin ' CoR: Geometry  Load script ..

[ Show raps Tcl3DSpecificDemos
[v Prirnary [v Reflected v Shadow |
¥ Show geometry Demo soripts
W Static v Dynamic W Lines bytearray. tel
checkerBoard. tcl

V¥ Show lightzounces irnghfiewer. tol
i rnodeliewer. tel

g| ¥ Show acc. stuctures bel3d nfo.tel

toglinCarnas. bl

Lines vectarmanip.tcl

Levels

W1 Wz V3 W4 5
VWE W7 W8 W39 ¥
v v v v v

Output meszages
k.D-Tree tree level 17 has 1194 cellz ﬂ
k.D-Tree tree level 18 has 1323 cells
k.D-Tree tree level 19 has 1421 cellz
T k.D-Tree tree level 20 has 1525 cellz

- 7 kD -Tree tree level 21 has 1657 cell:
= ol kD-Tree tree level 22 has 1670 cellz
| [P o "x Y

i k.D-Tree tree level 23 has 1672 cellz
_— ui b LK D-Tree tree level 24 hasz 1579 cells
'ﬂ kD-Tree tree total number of cells: 15934 :‘

Running on Windows MNT with a GeForce Fx GobE00MAGRASSEZ [DpenGL 1.4.0, Tol 8.4.16]

Copyright: 2008-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3DSpecificDemos

Filename: rtvis.tcl

Author: Paul Obermeier

Description: Ray Tracing visualization program.

The comments of the rtvis* procedures explain how to
use the ray-tracing visualization commands.
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

Tcl3D demo: Creating textures from byte arrays [Test 5)

T30S pecificDemos

Demo zoripts

checkerBoard tol
imngtfigwer. o
modelfiewer. tcl
tcl3dinfo. bl

toglinCarvvas. tol
wectarmanip. ol

sradient with telidVector [=1low)
Gradient with telidVectorFromBEytelrray [(fast)
Gradient with telidVectorFromEytelrray [(faster)
Gradient with telidVectorFromEytelrray [(fastest)
Color gradient with tolidVectorFromBytelrray
Gradient readback with tcl3dVectorToBytelrray
Exit
27802 microseconds per iteration
Funning on windows NT with a GeForce F< GobB00/AAGR/SS5EZ [OpenGL 1.4.0, Tel 8.4.13)

bytearray.tcl

Tcl3D demo showing the use of the tcl3dByteArray2Vector function,
introduced in Version 0.3.
The program texture maps an image generated with Tcl onto a quad.

Author: Paul Obermeier
Date: 2006-02-01
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

Tcl3D demo: Texture generation comparison

T30S pecificDemos

Demo zoripts

toglinCarvvas. tol
wectarmanip. ol

Eey—-Escape Exit
Elack checker: 243764 microseconds per iteration
Eed checker: S25 microseconds per iteration

Funning on *indows NT with a GeForce Fx GobB00AAGR/SS5EZ [OpenGL 1.4.0, Tel 8.4.13)

checkerBoard.tcl

This program creates a checkerboard image in two ways.

The first texture is created with an algorithm, as used in some of the
RedBook examples (ex. checker.tcl). This algorithm has been converted 1:1
from C to Tcl. Very slow.

The second image is created using the Img extension, which is essentially
faster.

Author: Paul Obermeier
Date: 2006-09-22
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Demo:  imgViewer

Type:
Category: Tcl3DSpecificDemos
Root: Contents
TclID Image Viewer [(po5pdTeapot.tga) ? E||§|
File Help -
= &[0 i|¢|=0lx

Tcl3D S pecificDemos

Demo scripks

bytearay.tel
checkerBoard ol

rodefiewer. tol
rtiz. bl

kel 3dl nfa. bzl
toglinCanas. bl
wectormanip. ol

WWidth = Height: 508 = 429 [Onginal: 512 = 512

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D

Filename: imgViewer.tcl

Author: Paul Obermeier

Description: Tcl program to display images and stretch them in

realtime with the use of OpenGL textures.

The images can be read from files in all formats supported by
the Img extension. The stretched image may also be written
out to an image file.
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Demo: ~ modelViewer

Type:
Category: Tcl3DSpecificDemos
Root: Contents

(.1 Tel3D Model Viewer (al.obj)
File Edit

Yiew Help

Al o IEs=e

Tcl3D S pecificDemos

Demo scripkz

btearray. bl
checkerBoard.tcl
glutShapes.tcl
imghfiewer. b

kol3dinfo. bl
toglinCanvas. bl
vectormanip. ol

Size (my.2) [5.42,5.89, 2.27]

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D

Filename: modelViewer.tcl

Author: Paul Obermeier

Description: Tcl program to display 3D model files in all formats supported

by the Tcl3D extension.
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

Tel3D demo: OpenGL execution modes

Nmmallsam Debug

Tel3D5SpecificDemos

Demo zorpts

btearray. ol
checkerBoard.tcl
imghfiewer. b
rodeliewer.tol

gl

itz bel

kel 3dl nfa. bzl
toglinCanas. bl
wectormanip. ol

E wecution modes Settings Commandz
" Momal ¢ Safe @ Debug | | Cal glEndTransfnrmFeedback| Elear| Sh.:.w| Step| .-’-'-.nimate|

g1End -]

glLoadIdentity

glTranzslatef 1.5 0.0 -&.0
glRotatef -196.5 1.0 0.0 0.0
glColorsf 0.5 0.5 1.0
glBegin GL_QUADS

glvertexsf -1.0 1.0 0.0
glvertexsf 1.0 1.0 0.0
=l

glvertexsf 1.0 -1.0 0.0
glvertexsf -1.0 -1.0 0.0
g1End

Funning on *windows NT with a GeForce Fx GobB00/AAGRASS5SEZ [OpenGL 1.4.0, Tel 8.4.16]

oglmodes.tcl
Tcl3D demo showing 3 possible modes of OpenGL execution:

Normal mode: Use the OpenGL functions as wrapped by SWIG.
This is the fastest mode. If using an
OpenGL function not available in the used driver
implementation, this mode will dump core.

Safe mode: In this mode every OpenGL function is checked for
availability in the driver before execution.
If it's not available, a message is printed out.

Debug mode: This mode checks the availability of an OpenGL function
like the safe mode, and additionally prints out each
OpenGL function before execution.

The program allows to insert an unavailable command in the display
callback to see the impact on execution. Currently this command is

set to "glFinishTextureSUNX", which is an old, not widely used extension
and therefore should not be available in most driver implementations
currently in the wild.

Author: Paul Obermeier
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Date: 2009-01-10
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Demo: ovis

Type:
Category: Tcl3DSpecificDemos
Root: Contents

TcI3D demo: Ray-Tracing visualization EJ[E|E|

" CoR: Origin ™ CoR: Geomety Load script ... ;
[ Show raps Tel30S pecifichemos
[v  Prirnary Iv Reflected [v Shadow |
¥ Show geometny Demo soripts
[v Static v Diynamic v Lines bptearray. tel
checkerBoard.tcl
¥ Show lightsources imigiewer. bl
e modeliewer. tcl
g [V Show acc. structures bel3dlnfo.tel

togllnCaras. ol

Lines wectormanip. tel

V1 W2 W3 W4 W5
WE W7 W8 W39 ¥
v v v v v

Cutput meszages

k.D-Tree tree level 17 has 1194 cells ﬂ
k.0-Tree tree level 18 has 1323 cellz
k.D-Tree tree level 19 has 1421 cellz
k.0 -Tree tree level 20 haz 1525 cells
k.D-Tree tree level 21 has 1657 cellz
k.D-Tree tree level 22 has 1670 cellz
k.D-Tree tree level 23 has 1672 cellz
b L [-Tree tree level 24 haz 1579 cellz :‘

o | .
g, an

Fiunning on *windows NT with a GeForce Fx GobB00/AGRASS5EZ [OpenGL 1.4.0, Tel 8.4.16]

k.0-Tree tree tatal number of cell: 15354

Copyright: 2008-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a
DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3DSpecificDemos
Filename: rtvis.tcl
Author: Paul Obermeier

Description: Ray Tracing visualization program.
The comments of the rtvis* procedures explain how to
use the ray-tracing visualization commands.
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

telddinfo: Tel3D Information

File Help

J_""E{eﬁﬁ» infarr W" OpenGL Extenszions [92 extensions] : <gl_nws

il2|E Ol x

Tel packages

GL wersionz

I GL extenszionz

Cq profilez

GLU commands
"WiEL commands

Cq commands

SOL commands

FTGL commands

T Tel3D enumeratians

GL enums

GLU enums

WiEL enums

Cg enums

SOL enums

T_ 'Iﬁ@"éihﬂm? B -.-

SR

[

GL ztate vaniables

Tcl3D S pecificDemos

Demo scripkz

btearray. bl
checkerBoard.tcl
glutShapes.tcl
imghfiewer. b
rnodeliewer. tl

toglinCanyvas. bl
vectormanip. ol

Copyright: 2005-2010 Paul Obermeier (obermeier@tcl3d.orqg)

See the file "Tcl3D License.txt" for information on
usage and redistribution of this file, and for a

DISCLAIMER OF ALL WARRANTIES.

Module: Tcl3D

Filename: tcl3dInfo.tcl

Author: Paul Obermeier

Description: Tcl script to display OpenGL related information.
When called without arguments, a window is opened with
buttons to display OpenGL information for the following
categories:
- General information (-info)
- Available OpenGL commands in Tcl (-cmd)
- Available OpenGL enumerations in Tcl (—enum)

The information texts can also be printed to stdout
whithout opening a GUI, if calling this Tcl script
with any of the above listed command line options.
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To display all four categories, the option "-all"
can be used.

Note: To retrieve all necessary information, an OpenGL
context has to be established. So the batch mode
needs a DISPLAY, too.
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

| Tel3D demo: Togl window in canvas

Tel30S pecificD emos

Demo zoripts

bytearray. ol
checkerBoard ol

Eey—-Escape Exit
Houze-1|2 2tart|3top animation
Eutton Mowve Togl window

Funning on windows NT with a GeForce F< GobB00AAGR/SS5EZ [OpenGL 1.4.0, Tel 8.4.13)

toglInCanvas.tcl

Tcl3D demo using a Togl window and some button widgets inserted into a canvas.

Author: Paul Obermeier
Date: 2006-12-08
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Type:
Category: Tcl3DSpecificDemos
Root: Contents

' Tel3D demo: Manipulating image vectors (Test 5)

T30S pecificDemos

bytearray. tol
checkerBoard tol
imngtfigwer. o
modelfiewer. tcl
tcl3dinfo. bl
togllnCarvvas. tol

Demo zoripts

Source texture Destination texture

Copvy: Dest (k) Sro (b

Copy: Destir,g,b) = Srecir,g,.bl

Manip: Dest (bu) = -1 * Zreibw) + 255
Manip: Destir,dg,kb) = -1 * Zrcir,d,b) + 255
Swap : Destir,g,b) = 3rcid,r.h)

Exit

Funning on Windows NT with a GeForce F< GobB00AAGR/SS5EZ [OpenGL 1.4.0, Tel 8.4.13)

vectormanip.tcl

Tcl3D demo showing the use of the Vector manipulation functions,
introduced in Version 0.3.2.

The program texture maps an image generated with Tcl (the source) onto the
left quad. The source texture is manipulated with the vector functions
according to the choosen method and mapped onto the right quad.

See functions execMethod? below.

Author: Paul Obermeier
Date: 2006-08-15
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Category:  TutorialsAndBooks
Root; Contents |

“Types: \@odeSampler GameProgrammer NeHe Nopper RedBook H
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Category: TutorialsAndBooks
Root: Contents

Several demo applications from Kevin Harris' page have been ported to Tcl3D. The examples cover Cg, G
OpenGL extension programming.
Original sources available at: http://www.codesampler.com/oglsrc.htm

Available demos

— | B 8 b ——— | 8 b — 4 B 8 s — s 1| B e &

ogl_alpha_blending_framebuffer ogl_alpha_blending_texture ogl_axis_aligned_billboard ogl_benchmark_

ogl_cg_multitexture ogl_color_tracking ogl_fps_controls ogl_frame_buffer

ogl_glslang_simple_vs2ps ogl_lighting ogl_material ogl_multitexture_|

odl near far clip ogl_occlusion_query ogl_planar_shadow ogl_point_rotated

ogl_point_sprites ogl_polygon_offset ogl_skinning ogl_texture add
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ogl vertex displacement oglu_proijtexture
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

——

- Tcl3D demo: CodeSampler's Alpha Blending with the Frame Buffer g o

2 Bl O x

Code Sampler

Demo scripts

ogl_alpha_blending_fran]|i
ogl_alpha_blending_text
ogl_axis_aligned_hillboa
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
|ogl_color_tracking.icl
(ogl_fps_controls.tcl
‘ogl_frame buffer ohjec
(iogl_glslang_simple_vs2|
1ogl_lighting.tc
ogl_material.tcl
(ogl_multitexture blendir
ogl_near_far_clip.tcl
(ogl_occlusion_guery .tcl
ogl_planar_shadow.tcl
‘ogl_point_rotated_billbo:
jogl_point_sprites.icl
(ogl_polygon_offset.tcl
ogl_skinning.tcl
ogl_texture_addressing.|

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl alpha blending framebuffer.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 03/25/05
Description: This sample demonstrates how to perform alpha-blending in
the frame-buffer. The sample renders a textured cube which
is alpha-blended into the frame-buffer in such a way as to
create a translucent effect.

Control Keys: b - Toggle blending

Original C++ code by Kevin Harris (kevin@codesampler.com)

See www.codesampler.com for the original files

OpenGL samples page 4: Alpha Blending in the Frame buffer
http://www.codesampler.com/oglsrc/oglsrc 4.htm#ogl alpha blending framebuffer

Modified for Tcl3D by Paul Obermeier 2008/05/01
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Texture Alpha Blending

| =l X
i G (MOl X|

Code Sampler

ogl_alpha_hlending_fran
ogl_alpha_blending _text
ogl_axis_alighed_hillhoa
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
ogl_color_tracking.tcl
ogl_fps_controls.tcl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|
ogl_lighting.tc|
ogl_material.tcl
ogl_multitexture blendir
ogl_near_far_clip.tcl
ogl_occlusion_guery.tcl
ogl_planar shadow.tcl
ogl_point_rotated_bhillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl ||—
ogl_skinning.tcl
ogl_texture_addressing.|| s

N -

Demo scripts

Key-Escaps BExit
Toggle blending

Togglse cull mode trick
Increase distance
Decrease distance

L Eotate cube

Name: ogl alpha blending texture.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 03/25/05
Description: This sample demonstrates how to perform alpha blending using

the alpha channel of a standard .tga texture. For proper
alpha blending, the sample uses a cull-mode sorting trick

to ensure the sides of the textured cube get rendered in
back-to-front order.

Control Keys: b - Toggle blending
s - Toggle usage of cull-mode sorting trick
Up Arrow - Move the test cube closer
Down Arrow - Move the test cube away

Original C++ code by Kevin Harris (kevin@codesampler.com)

See www.codesampler.com for the original files

OpenGL samples page 3: Alpha Texture Blending
http://www.codesampler.com/oglsrc/oglsrc 3.htm#ogl alpha blending texture

Modified for Tcl3D by Paul Obermeier 2008/05/01
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Axis Aligned Billboard <

| =l X
i G (MOl X|

Code Sampler

ogl_alpha_hlending_fran

Demo scripts

ugl:fps_t;mtruls.tcl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far_clip.tcl
ogl_occlusion_guery.tcl
ogl_planar shadow.tcl
ogl_point_rotated_bhillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl ||—
ogl_skinning.tcl
ogl_texture_addressing.|| s

N -

|l
Kev-F1 Toggle billboarding

Kev-Up | Down Yiew moves forward|backuward
Key-Left |[Down View strafes to the left|right
Kev-Home |End View elevates up|down
Billkoarding is on

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl axis aligned billboard.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: An example of axis aligned billboarding.

Control Keys: F1 - Toggle billboarding
Up - View moves forward
Down - View moves backward
Left - View strafes left
Right - View strafes Right
Left Mouse - Perform looking
Mouse - Look about the scene

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 8: Axis-Aligned Billboards

Modified for Tcl3D by Paul Obermeier 2007/03/10
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

_ TcI3D demo: CodeSampler's Benchmarking Test App o <)

i (MOl X|

Code Sampler

|-

'
Demo scripts

iﬁm_mpha_thdmg_ﬂan'mi
‘ogl_alpha_blending_text| |
 ogl_axis_aligned _hillhoau|
Jogl_benchmark_sphere. ||
‘ogl_cqg_multitexture.tcl
lugl_culur_tracking.tcl
(ogl_fps_controls.tcl
‘ogl_frame_huffer_ohjec |
ogl_glslang_simple_vs2||
1ogl_lighting.tc
logl_material.tcl
iugl_multitexture_hlendir'
ogl_near_far_clip.tcl
lngl_ﬂcclusiun_query.tcl |
‘ogl_planar_shadow.tcl |
‘ogl_point_rotated_billbo:|
iugljuint_sprites.tcl
ogl_polygon_offset.tcl | —
ogl_skinning.tcl
;ugl_texture_addressing.i '

—_——

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl benchmark sphere.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/21/05
Description: Renders a textured sphere using either Immediate Mode calls,
Immediate Mode calls cached in a Display List, or as a
collection of geometric data stored in an interleaved
fashion within a Vertex Array.

Control Keys: Left Mouse Button - Spin the view.

F1l - Decrease sphere precision.
F2 - Increase sphere precision.
F3 - Use Immediate mode

F4 - Use a Display List

F5 - Use a Vertex Array

F6 - Perform Benchmarking
F7 - Toggle wire-frame mode.

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 9: Benchmarking Test App

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 77 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Modified for Tcl3D by Paul Obermeier 2005/11/07
See www.tcl3d.org for the Tcl3D extension.
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Demo:  oglcg_multitexture

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents
) e 0 odesd ple = C] C] ] |
il ¢ BN Ol X]|
Code Sampler
Demo scripts
logl_alpha_blending_fran|_\
o = ‘ogl_alpha_blending_text| |
N oGL 1.0,1.0 logl_axis_aligned_billboa
0=01.0.0.0 ‘ogl_benchmark_sphere.
v byl_cq_multitexture.tc)|
- (ogl_color_tracking.ic
R B |ogl_fps_controls.tcl
—y b |ogl_frame_huffer_ohjec
::' ( E: . ‘ogl_glslang_simple_vs2||
A logl_lighting.tcl
~ ‘ogl_material.tcl
(ogl_multitexture blendir
E ogl_near_far_clip.tcl
- ; (ogl_occlusion_guery.tcl |
|ogl_planar_shadows.tel
|ogl_point_rotated_hillbo:
e : ‘ogl_point_sprites.tcl
05L0.0,0.0 TL 0 > ‘ogl_polygon_offset.tcl ||
0.0,1.0 S n ‘ogl_skinning.tcl
(ogl_texture_addressing. || ;
.~ Cg Semantics 4 OpenGL Semantics | View shader file
Profile: CG_PROFILE_ARBFF1 File: ogl_cg_multitexture-gl.cy
Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl cg multitexture.cpp
Author: Kevin Harris
Last Modified: 04/26/05

Description: This sample demonstrates how to blend two textures together
with Cg using either OpenGL's native multi-texture support
(using semantics) or by using Cg's special texture functions:
cgGLSetTextureParameter, cgGLEnableTextureParameter, and
cgGLDisableTextureParameter.

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 10: Multi-Texturing with Cg

Modified for Tcl3D by Paul Obermeier 2007/05/22
See www.tcl3d.org for the Tcl3D extension.

The original demo has been extended with a little GUI to allow switching
between the two call semantics at runtime.

To visualize, that a different shader program is active,

the OpenGL semantics shader adds only half of the checker image color.
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Demo: ~ oglcolortracking

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Code Sampler

Demo scripts
agl_alpha_blending_fran|| "
‘ogl_alpha_blending_text| |
ogl_axis_aligned_billboa|
ogl_benchmark_sphere.
(ogl_cg_multitexture.tcl
ogl_color_tracking.lcl |
‘ogl_fps_controls.icl
(ogl_frame_buffer_ohjec
‘ogl_glslang_simple_vs2||
1ogl_lighting.tc
ogl_material.tcl
(ogl_multitexture_blendir |
ogl_near_far_clip.tcl
(ogl_occlusion_guery.tcl |
‘ogl_planar_shadow .tcl
(ogl_point_rotated_billbo:
‘ogl_point_sprites.tcl
(ogl_polygon_offset.tcl
ogl_skinning.tcl
(ogl_texture_addressing.

<o

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl color tracking.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/28/05
Description: This sample demonstrates color-tracking and two-sided
lighting in OpenGL.

Color tracking allows us to substitute the color of our
vertices for one or more of the material colors used by
OpenGL's lighting equation. This feature is typically not
used much anymore as since modelers today use textures to
color their geometry - not vertex colors. Of course, this
technique is alive and kicking in a billion lines of legacy
code so it's good to understand this technique just in case
you run across it.

Two-sided lighting basically means that we want OpenGL to
light both sides of our geometry instead of just the front
faces. Again, this feature is typically not used much
anymore since it's very inefficient to light both sides of
every triangle but there are some cases where this is
helpful to know.
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Control Keys: ¢ - Toggle between a material color or color tracking the
vertices
1 - Toggle two-sided lighting

Original C++ code by Kevin Harris (kevin@codesampler.com)

See www.codesampler.com for the original files

OpenGL samples page 5: Color Tracking and Two-Sided lighting
http://www.codesampler.com/oglsrc/oglsrc 5.htm#ogl color tracking

Modified for Tcl3D by Paul Obermeier 2008/05/01
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's First Person Shooter Controls <

| =l X
i G (MOl X|

Code Sampler

ogl_alpha_hlending_fran 2
ogl_alpha_blending_text
ogl_axis_alighed _hillboa
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl

Demo scripts

[|flS controls.icl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far_clip.tcl
ogl_occlusion_guery.tcl
ogl_planar shadow.tcl
ogl_point_rotated_bhillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl ||—
ogl_skinning.tcl
ogl_texture_addressing.|| s

N -

Exit
Key-Up | Down View mowves forward |backward
Kev-Left [Eight View strafes to the left|right
Fev-Home | End Wiew elevates up|dowm

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl fps controls.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how to collect user input and
build a custom view matrix for First Person Shooter style

controls.

Control Keys: Up - View moves forward
Down - View moves backward
Left - View strafes left
Right - View strafes Right
Left Mouse - Perform looking
Mouse - Look about the scene
Home - View moves up
End - View moves down

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 5: First Person Shooter Controls

Modified for Tcl3D by Paul Obermeier 2005/11/05
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See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ ogl frame buffer_object

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Code Sampler

Demo scripts

logl_alpha_blending_fran||
ogl_alpha_blending_text| '
ingl_axis_aligned_hillhua]»
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
(ogl_color_tracking.tcl
ogl_fps_controls.tcl
1ogl_frame_buffer_ohjec|
ingl _glslang_simple_vs2)||
ogl_lighting.tc|
ogl_material.tcl
(ogl_multitexture _blendir |
ogl_near_far_clip.tcl

| ogl_occlusion_guery.tcl |
éugl _planar_shadow .tcl
‘ogl_point_rotated_billbo:|
|ogl_point_sprites.tcl
ogl_polygon_offset.tcl |-
ogl_skinning.tcl
%ngl_texture_addressing..‘ /

o

|

] ;
i R -

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl frame buffer object.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 07/06/05

Description: This sample demonstrates how to create dynamic textures
through off-screen rendering. The off-screen rendering step
is accomplished using a frame-buffer and render-buffer
object, which is created using OpenGL's
EXT framebuffer object extension.

As a demonstration, a spinning textured cube is rendered

to a frame-buffer object, which is in turn, used to create a
dynamic texture. The dynamic texture is then used to texture
a second spinning cube, which will be rendered to the
application's window.

Control Keys: Left Mouse Button - Spin the large, black cube.

Right Mouse Button - Spin the textured cube being rendered
into the p-buffer.

Note: The EXT framebuffer object extension is an excellent replacement for
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the WGL ARB pbuffer and WGL ARB render texture combo which is normally
used to create dynamic textures. An example of this older technique
can be found here:

http://www.codesampler.com/oglsrc/oglsrc 7.htm#ogl offscreen rendering

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 14: Off-screen Rendering Using Frame-Buffer Objects

Modified for Tcl3D by Paul Obermeier 2007/02/25
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

_ TcI3D demo: CodeSampler's Simple vertex & fragment shader with GLSL - — &

Code Sampler

Demo scripts
logl_alpha_blending_fran|| "
‘ogl_alpha_hlending_text|| |
ogl_axis_aligned_billboa|
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
(ogl_color_tracking.tcl
|ogl_fps_controls.tcl
j=_lJgI_framm_huffer_nhje[:‘
‘ogl_lighting.tcl '
ogl_material.tcl
(ogl_multitexture blendir
ogl_near_far_clip.tcl
(ogl_occlusion_guery.tcl |
|ogl_planar_shadows.tel
\ogl_point_rotated_billbo:
‘ogl_point_sprites.tcl
(ogl_polygon_offset.tcl
ogl_skinning.tcl
‘ogl_texture_addressing.|| ;

o6L0.0,00 T
0200.0,1.0

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl glslang simple vs2ps.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/21/05
Description: This sample demonstrates how to write vertex and fragment
shaders using OpenGL's new high-level shading language
GLslang.

Control Keys: Fl1 - Toggle usage of vertex and fragment shaders.

Note: The fragment shader has been changed slightly from what the
fixed-function pipeline does by default so you can see a noticeable
change when toggling the shaders on and off. Instead of modulating
the vertex color with the texture's texel, the fragment shader adds
the two together, which causes the fragment shader to produce a
brighter, washed-out image. This modification can be switched back in
the fragment shader file.

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 10: Simple Vertex & Fragment Shader (GLslang)
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Modified for Tcl3D by Paul Obermeier 2005/11/05
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ ogllightng

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

| =l X
i (MOl X|

Code Sampler

ngl_alpha_hlending_fran 2
| ogl_alpha_blending_text
| 0gl_axis_aligned _hillboa
| ogl_benchmark_sphere.
| ogl_cg_multitexture.tcl
|logl_color_tracking.tcl

[ ogl_fps_controls.tcl
ogl_frame_buffer_objec
ogl_glslang_simple_vs2|
ogl_material.tcl

| ogl_multitexture blendir
| ogl_near_far_clip.tcl

| ogl_occlusion_guery.tcl
| ogl_planar_shadow.tcl

| ogl_point_rotated_billbo:
llogl_point_sprites.tcl

| ogl_polygon_offset.tcl ||—
| 0gl_skinning.tcl
| ogl_texture_addressing.|| 7

N -

. Tcl3D demo: CodeSampler's Lighting Demo

Demo scripts

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl lighting.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates the three basic types of lights
that are available in OpenGL: directional, spot, and point.

Control Keys: 1 - Changes the light's type
w - Toggles wire frame mode

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files

OpenGL samples page 5: Lighting
http://www.codesampler.com/oglsrc/oglsrc 5.htm#ogl lighting

Modified for Tcl3D by Paul Obermeier 2008/05/01
See www.tcl3d.org for the Tcl3D extension.
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Demo:  oglmaterial

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

. Tcl3D demo: CodeSampler's Material Demo

Code Sampler

Demo scripts
logl_alpha_blending_fran|_\
‘ogl_alpha_blending_text| |
ogl_axis_aligned_hillboa
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
(ogl_color_tracking.tcl
|ogl_fps_controls.tcl
|ogl_frame_huffer_ohjec
‘ogl_glslang_simple_vs2||
ogl_lighting.tc
ogl_materialicl |
(ogl_multitexture blendir
(0gl_near far clip.tcl
(ogl_occlusion_guery.tcl |
Logl_planar_shadow.tcl
‘ogl_point_rotated_billbo:
‘ogl_point_sprites.tcl
(ogl_polygon_offset.tcl
ogl_skinning.tcl
(ogl_texture_addressing. || ;

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl material.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/28/05
Description: This sample demonstrates how to use materials with lighting
to produce different surface effects.

Control Keys: Left Mouse Button - Spin the view

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files

OpenGL samples page 5: Materials
http://www.codesampler.com/oglsrc/oglsrc 5.htm#ogl material

Modified for Tcl3D by Paul Obermeier 2008/04/28
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 89 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ ogl_multitexture blending

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

_ Tcl3D demo: CodeSampler's Multi-Texture Blending : =) I o

Contribution of each textuwre for blending: ]'. i 8 i._ﬂ_j X i

Contribution of Tex 0 = 0.340 CuueSampler
Contribution of Tex 1 = 0.130 {Inferred by the values of Tex 0 & Tex 2}
Contribution of Tex 2 = 0.330

Demo scripts

nm_mpha_thdmg_ﬂanfii
ogl_alpha_blending text| |
ogl_axis_aligned_hillhoau|
ogl_benchmark_sphere. |
ogl_cg_multitexture.tcl
]ugl_culur_tracking.tcl
(ogl_fps_controls.tcl
‘ogl_frame_huffer_ohjec |
ogl_glslang_simple_vs2||

ogl_material.tcl |
ogl_mulitexture_blendir|
\ogl_near_far_clip.tcl
ogl_occlusion_guery.tcl |
. b ‘ogl_planar_shadow.tcl |
RGB values passed for frbe o of te y e Bl ‘ogl_point_rotated_billbo:|
Red kel ' ' ogl_point_sprites.tcl

Green 0.806 =
Blue = 0.806 ogl_polygon_offset.tcl

ALPHA valwe passed for interpolation of texbwe stage 2 Dgl_skmnmg.tcl . 1
Alpha = 0.670 _I_ngl_texture_aluddresmng..;’ I

|
I | -

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl multitexture blending.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/08/05
Description: This sample demonstrates how to use the OpenGL extensions
GL ARB multitexture and GL ARB texture env combine in
conjunction with specially encoded vertex colors to blend
three textures together.

This technique is very popular in terrain rendering engines
which use it to blend dramatically different textures such
as rock and grass together with out creating a noticeable
edge. For example, with three textures consisting of stone,
grass, and sand you can render a mountain that blends in
patches of grass and sand at its base.

Of course, while this technique remains popular as a
fall-back for older hardware, shaders make this task a lot
easier and are quickly becoming the preferred method for
terrain texture blending.

The technique basically consists of the following steps:
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Step 1: Take the desired contribution of the three textures and encode them
into the vertex's color such that the RGB portion of the color
controls the interpolation between texture stages 0 and 1, and the
color's ALPHA controls the interpolation between texture stages

1 and 2.

Step 2: Use GL ARB multitexture to apply three textures simultaneously to

our geometry.

Step 3: Set the first texture on texture stage 0.

Step 4: During texture stage 1,
interpolate between the
with GL SRC COLOR (i.e.

Step 4: During texture stage 2,
interpolate between the
with GL_SRC ALPHA (i.e.

Control Keys: F1
E2
F3
F4
F5
Up
Down

Increase
Decrease
Increase
Decrease

use GL INTERPOLATE ARB to linearly
output of stage 0 and the texture of stage 1
the RGB part of the color).

use GL INTERPOLATE ARB to linearly
output of stage 1 and the texture of stage 2
the ALPHA part of the color).

contribution
contribution
contribution
contribution

of
of
of
of

Toggle wire-frame mode.
View moves forward
View moves backward

texture
texture
texture
texture

NN OO

Note: I tried to create an intuitive way to set the contribution of each

texture at run-time using the function keys,

but this system is still

a little confusing since I only allow the contribution of texture 0
and texture 2 to be adjusted. This is due to the fact that the
equation for encoding the blending info into the vertex color simply
infers the contribution value of texture 1 based on the values for

textures 0 and 2.

Therefore,

the contribution value of texture 1 must

be indirectly set by adjusting the contributions of textures 0 and 2.

Original C++ code by Kevin Harris

See www.codesampler.com for the original files

OpenGL samples page 4:

Multi-Texture Blending

Modified for Tcl3D by Paul Obermeier 2007/03/10
See www.tcl3d.org for the Tcl3D extension.

(kevin@codesampler.com)
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Near/Far Clip Plane

| =l X
Code Sampler
E
Demo scripts
ogl_alpha_hlending_fran I

ogl_alpha_blending_text
o [ogl_axis_aligned _billboa

ogl_color_tracking.tcl
ogl_fps_controls.tcl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|

ugl:multitexture_hlendir

= [ogl_occlusion_guety .tcl
ogl_planar shadow.tcl
ogl_point_rotated_bhillbo:
¥ [ogl_point_sprites.icl

ogl_polygon_offset.tcl |—
ogl_skinning.tcl
ogl_texture_addressing. | s

R -

Kev-Escape Exit
Kev-Fl |F2 Increase |Dedrease near clip plane
Key-F3 |Fd Increase |Decrease far clip plane
Kevy-Up | Down View mowves forward |backward
Kev-Left [Eight View strafes to the left|right
Fev-Home | End Wiew elevates up|dowm

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl near far clip.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how adjustments to OpenGL's
near and far clip planes effect the view.

Control Keys: Up - View moves forward
Down - View moves backward
Left - View strafes left
Right - View strafes Right
Left Mouse - Perform looking
Mouse - Look about the scene
Fl - Increase near clip value
F2 - Decrease near clip value
F3 - Increase far clip value
F4 - Decrease far clip value

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 2: Near/Far Clipping Plane
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Modified for Tcl3D by Paul Obermeier 2007/03/10
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Occlusion Query using the ARB extension < s

r X
Plane Fragments = 25373 LI _@J- _DJ il

Sphere Fragnents = 22019 Code Sampler
Demo scripts

ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.

ugl:fps_cnntruls.tcl
ogl_frame_huffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far clip.tcl
gl_occlusion_query.tcl
ogl_planar_shadows.tcl
ogl_point_rotated_hillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl
ogl_skinning.tcl
ogl_texture_addressing.
ogl_vertex displacemen
oglu_projtexture.tcl

R -

~|

Kev-Escaps Exit
Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl occlusion query arb.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how to use OpenGL's new extension,
ARB occlusion query and NV _occlusion query.

Control Keys: Left Mouse Button - Spin the view

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 7: Occlusion Query

Modified for Tcl3D by Paul Obermeier 2007/03/10
See www.tcl3d.org for the Tcl3D extension.

This sample integrates ARB occlusion query and NV_occlusion geury code into one
file.

If called with no command line arguments, it wuses the ARB occlusion query
extension.

Use "nv" as parameter to use the NV occlusion query extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Planar Shadows

| =l X
i G (MOl X|
Code Sampler
Demo scripts
ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.

ugl:fps_cnntruls.tcl
ogl_frame_huffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far clip.tcl
ogl_occlusion_gquery.icl
ngl_planar_shadow.tel
ogl_point_rotated_hillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl
ogl_skinning.tcl
ogl_texture_addressing.
ogl_vertex displacemen
oglu_projtexture.tcl

R -

~|

Kev-Escape Exit
Kev-Up | Down Move light up|down
Kev-Left [REight Move light left |right
Key-8 Toggle stencil usage
Mouse-L Spin the wiew
Mouse-MR Spin the tesapot
Stencil is ON

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl planar shadow.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how to create planar shadows under
OpenGL.

Planar shadows are created by building a special projection
matrix which flattens an object's geometry into a plane when
rendered.

If the plane, which the geometry is flattened into, matches
up with another planar surface like a floor or a wall, the
flattened geometry can be made to resemble a shadow on that

surface.
Control Keys: Up - Light moves up
Down - Light moves down

Left Light moves left
Right - Light moves right

Left Mouse Button - Spin the view
Right Mouse Button - Spin the teapot
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Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 7: Planar Shadows

www.tcl3d.org

http://www.codesampler.com/oglsrc/oglsrc 7.htm#ogl planar shadow

Modified for Tcl3D by Paul Obermeier 2008/05/02
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Point Rotated Billboard

o ol X
i G (MOl X|
Code Sampler
E
Demo scripts

ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.

ugl:fps_cnntruls.tcl
ogl_frame_huffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far clip.tcl
ogl_occlusion_gquery.icl
ogl_planar_shadow.tcl
ogl_point_rotated_billbo
ogl_point_sprites.tcl
ogl_polygon_offset.tcl
ogl_skinning.tcl
logl_texture_addressing.
ogl_vertex displacemen
oglu_projtexture.tcl

R -

~|

|l
Kev-F1 Toggle billboarding

Kev-Up | Down Yiew moves forward|backuward
Key-Left |[Down View strafes to the left|right
Kev-Home |End View elevates up|down
Billkoarding is on

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl point rotated billboard.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: An example of point rotated billboarding.

Control Keys: F1 - Toggle billboarding
Up - View moves forward
Down - View moves backward
Left - View strafes left
Right - View strafes Right
Left Mouse - Perform looking
Mouse - Look about the scene

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 8: Point-Rotated Billboards

Modified for Tcl3D by Paul Obermeier 2007/03/10
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ oglpoint_sprts

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

=

. Tcl3D demo: CodeSampler's Point Sprites =

Code Sampler

Demo scripts
[ogl_axis_aligned_billboa |_°
logl_benchmark_sphere.
logl_cg_multitexture.tcl
logl_color_tracking.tcl
logl_fps_controls.tcl
|ogl_frame_buffer_objec
logl_glslang_simple_vs2|
|ogl_lighting.tc
(ogl_material.tcl
ogl_multitexture _blendir
logl_near_far_clip.tcl
|ogl_occlusion_guery.tcl
|ogl_planar_shadow.tcl
|ogl_point_rotated_billbo:
fog!_point_sprites icl |
(ogl_polygon_offset.tcl
|ogl_skinning.tcl
logl_texture_addressing.
logl_vertex_displacemen
|oglu_projtexture.tcl

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl point sprites.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how to create point sprites
using OpenGL's new GL ARB point sprite extension, which
can be used to create point-rotated billboards on the GPU.

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 6: Point Sprites

Modified for Tcl3D by Paul Obermeier 2005/11/08
See www.tcl3d.org for the Tcl3D extension.
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Demo:  oglpolygonoffset

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

=

" TclI3D demo: CodeSampler's Polygon Offset = | o ]
Offset Factor = 0.04 i | 8 - [

fset Unit = -1.00

Code Sampler

Demo scripts
[ogl_axis_aligned_billboa |_°
logl_benchmark_sphere.
logl_cg_multitexture.tcl
logl_color_tracking.tcl
logl_fps_controls.tcl
|ogl_frame_buffer_objec
(ogl_glslang_simple_vs2|
logl_lighting.tc
|ogl_material.tcl
logl_multitexture_hlendir
logl_near_far_clip.tcl
|ogl_occlusion_guery.tcl
|ogl_planar_shadow.tcl
logl_point_rotated _hillbo:
jogl_point_sprites.tcl
ogl_polygon_offset.cl |
ogl_skinning.tcl
logl_texture_addressing.
logl_vertex_displacemen
|oglu_projtexture.tcl

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl polygon offset.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates how to eliminate z-fighting when
rendering polygons directly on top of other polygons.

Control Keys: Left Mouse Button - Spin the view
Fl - Increase Offset Factor
F2 - Decrease Offset Factor
F3 - Increase Offset Unit
F4 - Decrease Offset Unit

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 5: Polygon Offset

Modified for Tcl3D by Paul Obermeier 2007/03/05
See www.tcl3d.org for the Tcl3D extension.

See http://www.opengl.org/sdk/docs/man/xhtml/glPolygonOffset.xml
for the glPolygonOffset command.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: CodeSampler's Matrix Palette Skinning on the Hardware usini = '@ X

i (MOl X|
Code Sampler

E
Demo scripts

ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.

ugl:fps_cnntruls.tcl
ogl_frame_huffer_objec
ogl_glslang_simple_vs2|

ogl_multitexture blendir
ogl_near_far clip.tcl
ogl_occlusion_gquery.icl
ogl_planar_shadow.tcl
ogl_point_rotated_hillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl

ogl_texture_addressing.
ogl_vertex displacemen
oglu_projtexture.tcl

R -

~|

Frz i
Bpin the matrixz for bone 0.
fpin the matriz for bone 1.
Start |[Stop animaticn.
Incorease |Decrease distance.
Toggle test geomskbry.
Toggle wireframe mode.

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl cg skinning.cpp ogl glslang skinning.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/28/05
Description: This sample demonstrates how to skin a mesh on the hardware
using a Cg or GLSL shader. To keep things simple, the skeletal
system used in this sample is very simple and only consists
of two bones or bone matrices.

Special thanks go out to Cyril Zeller, and Matthias Wloka

of nVIDIA for their help in straightening out a few oddities
that my sample was suffering from. In short, Cg works fine
and I'm occasionally a big dummy! ;)

Control Keys: Left Mouse Button - Spin the matrix for bone0.
Right Mouse Button - Spin the matrix for bonel.

F1l - Toggle test geometry between a cylinder and a simple
grouping of 3 quads.
F2 - Toggle wire-frame mode

Original C++ code by Kevin Harris (kevin@codesampler.com)
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See www.codesampler.com for the original files
OpenGL samples page 11: Matrix Palette Skinning on the Hardware

Modified for Tcl3D by Paul Obermeier 2005/11/05
See www.tcl3d.org for the Tcl3D extension.

This sample integrates Cg and GLSL code into one file.
If called with no command line arguments, it uses the Cg shader.
Use "glsl" as parameter to use the GLSL shader.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

" Tcl3D demo: CodeSampler's Texture Addressing — e
X

GL_TEXTURE_URAP_S = GL_HIRRORED_REFEAT_ARE il ¢ - m
GL_TEXTURE_URAP T = GL_REPEAT '

Code Sampler

Demo scripts

[ogl_axis_aligned_billhoa | %
logl_benchmark_sphere.
logl_cg_multitexture.tcl

logl_color_tracking.tcl
|ogl_material.tcl
logl_near_far_clip.tcl
|ogl_occlusion_guery.tcl
|ogl_planar_shadow.tcl
(ogl_polygon_offset.tcl

'ngl:fps_t;mtruls.tcl
|ogl_frame_buffer_objec
(ogl_glslang_simple_vs2|
logl_lighting.tc
logl_multitexture_hlendir
logl_point_rotated _hillbo:
jogl_point_sprites.tcl
|ogl_skinning.tcl
jogl_texture adddressing
logl_vertex_displacemen
|oglu_projtexture.tcl | /

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl texture addressing.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 02/01/05
Description: This sample demonstrates the two methods of texture
addressing that are available under OpenGL:

GL_REPEAT

GL_CLAMP

GL MIRRORED REPEAT ARB ( GL ARB texture mirrored repeat )
GL CLAMP TO BORDER ARB ( GL ARB texture border clamp )

G, CLAMP TO EDGE ( GL_SGIS texture edge clamp )
Control Keys: Fl - Changes addressing method for the S coordinates
F2 - Changes addressing method for the T coordinates

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 3: Texture Addressing

Modified for Tcl3D by Paul Obermeier 2007/03/06
See www.tcl3d.org for the Tcl3D extension.
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Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

. Tcl3D demo: CodeSampler's Vertex Displacement Shader using Cg (768 fp N

Code Sampler

Demo scripts

ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
ogl_color_tracking.tcl
ogl_fps_controls.tcl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|
ogl_lighting.tc|
ogl_material.tcl
ogl_multitexture blendir
ogl_near_far clip.tcl
ogl_occlusion_gquery.tcl
ogl_planar_shadow.tcl
ogl_point_rotated_hillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl
ogl_skinning.tcl
ogl_texture_addressing.

oglu_projtexture.tcl

1 -

~I

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

Name: ogl cg vertex displacement.cpp
ogl glslang vertex displacement.cpp
Author: Kevin Harris (kevin@codesampler.com)
Last Modified: 04/21/05
Description: This sample demonstrates how to perform mesh deformation or
vertex displacement with OpenGL using a Cg or GLSL shader.

Control Keys: F1 - Increase flag motion
F2 - Decrease flag motion
F3 - Toggle wire-frame mode

Original C++ code by Kevin Harris (kevin@codesampler.com)
See www.codesampler.com for the original files
OpenGL samples page 11: Vertex Displacement or Mesh Deformation Shader

Modified for Tcl3D by Paul Obermeier 2005/11/05
See www.tcl3d.org for the Tcl3D extension.

This sample integrates the Cg and GLSL code into one file.
If called with no command line arguments, it uses the GLSL shader.
Use "cg" as command line parameter to use the Cg shader.
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Demo: ~ ogluprojtexture

Type: CodeSampler
Category: TutorialsAndBooks
Root: Contents

| =l X

Al /MOl x|

Code Sampler
E

Demo scripts
ogl_axis_aligned_billboa | %
ogl_benchmark_sphere.
ogl_cg_multitexture.tcl
ogl_color_tracking.tcl
ogl_fps_controls.tcl
ogl_frame_bhuffer_objec
ogl_glslang_simple_vs2|
ogl_lighting.tc|
ogl_material.tcl
ogl_multitexture blendir
ogl_near_far clip.tcl
ogl_occlusion_gquery.tcl
ogl_planar_shadow.tcl
ogl_point_rotated_hillbo:
ogl_point_sprites.tcl
ogl_polygon_offset.tcl
ogl_skinning.tcl
ogl_texture_addressing.
ogl_vertex displacemen

oglu_projtexture.icl |
=

. Tcl3D demo: CodeSampler's Projected Texture

T

Fid

Running on Linux with a GeForce FX GoS600/AGPSSEZ (OpenGL 2.1.1 NVIDIA 100.14.09, Tcl §.4.18)

This program demonstrates how one would go about doing a projected texture.

The sample here shows how a projected texture technique can be used to produce a
light map.

The point is that even though you have very few vertices available for the fixed
function

pipeline lighting solution, you can achieve nice per pixel lighting even though
the surface

has only a handful of vertices.

This sample draws a cube, only allowing the inside being visible wvia culling
front facing polys,

and then projects the light map texture on the second texture stage all through
the fixed

function pipeline.

The left mouse button will move the cube around and the right mouse button will
move the

projected # light map around.
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Category: TutorialsAndBooks
Root: Contents

Several demo applications from Vahid Kazemi's page have been ported to Tcl3D.

Original sources available at: http://www.GameProgrammer.org
Available demos

GL_Blending GL_Envmap GL_Font GL_Lighting

GL_Motionblur GL_Primitives GL_Shadow GL_Texturing

GL_Viewing
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Demo: ~ GLBlending

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

1 Tel3D demo: GameProgrammer.org Tutorial GL_Blending :||E|[z|

(3 ameFrogrammer

Demo scripks
IGL_Elending. kel
GL_E mvmap. b
GL_Font.bel

GL_Lighting. b
GL_tationblur.tzl
GL_Primitives. o
GL_Shadow.to

GL_Tesxturing. to
GL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Blending.tcl

Tutorial from www.GameProgrammer.org
Blending demo

Original code Copyright 2005 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/12
See www.tcl3d.org for the Tcl3D extension.
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Demo:  GLEwmap

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

1 Tel3D demo: GameProgrammer.org Tutorial GL_Texturing :||E|E|

(3 ameFrogrammer

Demo scripks

GL_Primitives. o
GL_Shadow.to
GL_Testuring. to
GL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Texturing.tcl

Tutorial from www.GameProgrammer.org
Using Textures

Original code Copyright 2004 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/12
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLFt

Type: GameProgrammer
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: GameProgrammer.org Tutorial GL_Font

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E nvmap. b
GL_Font.bel
GL_Lighting.tc
GL_tationblur.tzl
GL_Primitives. b
GL_Shadow.to
GL_Testuring. to
GEL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Font.tcl

Tutorial from www.GameProgrammer.org
Bitmap fonts

Original code Copyright 2005 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/15
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLLightng

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: GameProgrammer.org Tutorial GL_Lighting

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rmvmap. b
GL_Font.bel
GL_Lighting. bl
GL_tationblur.tzl
GL_Primitives. b
GL_Shadow.to
GL_Testuring. to
GEL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Lighting.tcl

Tutorial from www.GameProgrammer.org
Turn the lights on!

Original code Copyright 2004 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/11
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLMotionblur

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, Tcl3D demo: GameProgrammer.org Tutorial GL_Motionblur

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rnvmap. b
GL_Font.bel
GL_Lighting. b

GL_tationblur.tzl
GL_Primitives. o
GL_Shadow.to
GL_Testuring. to
GEL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Motionblur.tcl

Tutorial from www.GameProgrammer.org
Using Textures

Original code Copyright 2006 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/14
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLPrmitves

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: GameProgrammer.org Tutorial GL_Primitives

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rnvmap. b
GL_Font.bel
GL_Lighting. b
GL_tationblur.tzl
[EL_Primi :
GL_Shadow.tc
GL_Testuring. to
GEL_Wiewing.tol

EE

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Primitives.tcl

Tutorial from www.GameProgrammer.org
OpenGL Primitives.

Original code Copyright 2004 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/11
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLShadow

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, i Tel3D demo: GameProgrammer.org Tutorial GL_Shadow g@'@'

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rnvmap. b
GL_Font.bel
GL_Lighting.to
GL_tationblur.tzl
GL_Primitives. bo

GL_Tesxturing. to
GL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Shadow.tcl

Tutorial from www.GameProgrammer.org
Stencil shadows.

Original code Copyright 2005 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/10
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ GLTextwing

Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: GameProgrammer.org Tutorial GL_Texturing

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rnvmap. b
GL_Font.bel
GL_Lighting.to
GL_tationblur.tzl
GL_Primitives. b
GL_Shadow.to
GL_Testuning.to
GL_Wiewing.tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Texturing.tcl

Tutorial from www.GameProgrammer.org
Using Textures

Original code Copyright 2004 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/12
See www.tcl3d.org for the Tcl3D extension.
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Type: GameProgrammer
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: GameProgrammer.arg Tutorial GL_Viewing

(3 ameFrogrammer

Demo scripks

GL_Blending.tzl
GL_E rnvmap. b
GL_Font.bel
GL_Lighting.to
GL_tationblur.tzl
GL_Primitives. b
GL_Shadow.to

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

GL Viewing.tcl

Tutorial from www.GameProgrammer.org
Viewing and Transformations.

Original code Copyright 2004 by Vahid Kazemi

Modified for Tcl3D by Paul Obermeier 2006/09/11
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 114 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type:  NeHe

Category: TutorialsAndBooks
Root: Contents

Some of the NeHe OpenGL tutorials have been ported to run with Tcl3D. Currently 34 out of 48
lessons are available.
Original sources available at: http://nehe.gamedev.net/

Available demos

Lesson01 Lesson02 Lesson03 Lesson04

Lesson05 Lesson06 Lesson07 Lesson08

Lesson09 Lesson10 Lesson11 Lesson12

Lesson13 Lesson14 Lesson16 Lesson18

Lesson19 Lesson20 Lesson21 Lesson22
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Lesson23 Lesson24 Lesson25 Lesson26

Lesson27 Lesson28 Lesson33 Lesson36

Lesson37 Lesson41 Lesson45 Lesson46

Lesson47 Lesson48
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Demo: ~ Lesson0t

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

(.1 Tel3D demo: NeHe's OpenGL Framework (Lesson 1)

HeHe

Demo scripks

Leszonds to
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
LeszonlB e
Leszonltc
LeszonlSte
Leszon0 e
Leszon1 to
Leszond2.tc

P —

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

LessonOl.tcl
NeHe's OpenGL Framework

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson02

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe's First Polygon Tutorial {Lesson )

HeHe

Demo scripks

Legzonl o

Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
LeszonlB e
Leszonltc
LeszonlSte
Leszon0 e
Leszon1 to
Leszond2.tc

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson02.tcl
NeHe's First Polygon Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson03

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: NeHe's Color, Tutorial {Lesson 3)

HeHe

Demo scripks

Legzonl to
Leszonds te
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
LeszonlB e
Leszonltc
LeszonlSte
Leszon0 e
Leszon1 to
Leszond2.tc

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson03.tcl
NeHe's Color Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson04

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: NeHe's Rotation Tutorial {(Lesson 4)

HeHe

Demo scripks

Legzond ol ~
Leszond2 te
Leszonl3tc
L 04 kel
Legzonlb e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonld o
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson04.tcl
NeHe's Rotation Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 120 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: NeHe's Solid Object Tutorial (Lesson 5)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te

Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson05.tcl
NeHe's Solid Object Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson06

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe's Texture Mapping Tutorial {Lesson 6)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 te

B.tcl
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

LessonO6.tcl
NeHe's Texture Mapping Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lesson07

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: NeHe's Textures, Lighting & Keyboard Tutarial {Lesson 7)

HeHe

Demo soripts

Leszonll to
Leszonds to
Leszonldte
Lezzonld. te
Leszonl5 e
Leszonls to

Leszonls b
Leszonl3 te
Leszonlic
Leszond kol
Leszonld o
Leszonldtc
Leszonldtc
LeszonlB e
Leszonlstc
LeszonlSte
Leszon2ic
Leszon] to
Leszon2 tol W

Filter Mearest
Running on *indows MT with a GeForce B4 GobE00MAGPASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson07.tcl
NeHe's Textures, Lighting & Keyboard Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson08

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3 demo: Tom Stanis & MeHe's Blending Tutorial {Lesson, B)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b

L o
Legzonls e
Leszonl0te
Leszonld.tel
Leszonldte
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Filter Mearest
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson08.tcl
Tom Stanis & NeHe's Blending Tutorial

This Code Was Created By Tom Stanis / Jeff Molofee 2000
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: NeHe's Animated Blended Textures Tutorial (Lesson 9)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b

ol
Leszonlte
Leszonll.tel
Leszonldte
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson09.tcl
NeHe's Animated Blended Textures Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

1 Tcl3D demo: Lionel Brits & NeHe's 3D World Tutorial [Lesson 10)

Exit
Toggle window mode
Toggle blending
Toggle filter

Mowve forth|back
Fev—Left|Right Look left|right
Eey-PgUp| Pgln Look up|down

[£

Filter Miptd apped
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonl0.tcl
Lionel Brits & NeHe's 3D World Tutorial

This Code Was Created By Lionel Brits & Jeff Molofee 2000
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lessont

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, i Tcl3D demo: bosco & MeHe's Waving Texture Tutorial (Lesson 11)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls b
Leszonlte

Leszonldte
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonll.tcl
bosco & NeHe's Waving Texture Tutorial

This Code Was Created By bosco / Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lessoni2

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe's Display List Tutorial (Lesson 12)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te

L o
Leszonldtc
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonl2.tcl
NeHe's Display List Tutorial

This Code Was Created By Jeff Molofee 2000

A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lessomi3

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: NeHe's Bitmap Font Tutorial {Lesson 13)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonll.tel
Leszonld o

cl
Leszonld.to
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonl3.tcl
NeHe's Bitmap Font Tutorial

This Code Was Created By Jeff Molofee 2000

Modified by Shawn T. to handle (%3.2f, num) parameters.
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing The Base Code, Making It More Flexible!
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lessont4

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: NeHe's Outline Font Tutorial [Lesson 14)

HeHe

Demo scripks

Legzond ol ~
Leszonds te
Leszonl3tc
Leszonld.te
Legzonl5 e
Leszonds. b
Leszonl?.tc
Leszonls b
Legzonls te
Leszonl0te
Leszonld.tel
Leszonldto
Leszonldtc
114kl
LeszonlG.tc
LeszonlBte
LeszonlSte
Leszon20 e
Leszondl.tc
Leszons tel w

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonld.tcl
NeHe's Outline Font Tutorial

This Code Was Created By Jeff Molofee 2000

Modified by Shawn T. to handle (%3.2f, num) parameters.
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing The Base Code, Making It More Flexible!
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/26
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: Chris Aliotta & NeHe's Fog Tutorial (Lesson 16)

Kev-Escape Ewie LegzonlS ol
Eev-F1 Toggle window mode t:zzgﬂ%j:g
Eev—-1 Toggle lighting Lesson2? kol v
Kev-f Toggle texture filter i
Keyv-g Toggle fog filter
Eev-Up| Down Decrease| Increase x rotation speed
Fey—-Left|Right Decrease| Increase vy rotation speed
Fey—d| i Decrease| Increase distance
Houze-1|2 Start| 3top animation
Fog GL_ExP2

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

Lessonl6.tcl
Chris Aliotta & NeHe's Fog Tutorial

This Code Was Created By Christopher Aliotta & Jeff Molofee 2000
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lessont8

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: NeHe & TipTup's Quadratics Tutorial [Lesson 18)

HeHe

Demo scripks
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Object Cylinder
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonl8.tcl
NeHe & TipTup's Quadratics Tutorial

This Code Was Created By Jeff Molofee and GB Schmick 2000
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing This Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit Our Sites At www.tiptup.com and nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/01/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lessont®

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe's Particle Tutorial [Lesson 19)

& ;
'.'\. MHeHe
-

o Demo scripks

Legzonl 3ol ~

Leszonld.to

LeszonlG.tc

LeszonlBte
9 kel
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Leszondl.tc
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Leszond 3o
Leszond to
Leszon2B.te
Leszon2B b
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LeszondE b
Leszond?.ic
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Leszondbite
LeszondtB o
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Lezzondd kol "

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lessonl9.tcl

NeHe's Particle Tutorial

This Code Was Created By Jeff Molofee 2000

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/03/14
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson20

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo:

-y . vy f ]
N e "5
e A ! L e

=

NeHe's Masking Tutorial {Lesson 20) D@”E|
a I-_ [ e .1 | o .I A i X

HeHe

Demo scripks
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LeszonlG.tc
LeszonlBte
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L 2l kel
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| cszon 2Bt
% | czzon2Btc
M| co2on33 e
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Lezzondbite
8 Leszondbitc
Leszond? kol L
W LezzondS ol "

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson20.tcl
NeHe's Masking Tutorial

This Code Was Created By Jeff Molofee 2000

And Modified By Giuseppe D'Agata (waveform@tiscalinet.it)
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/03/14
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lesson2t

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: NeHe's Line Tutorial {Lesson 21)

Level: e \ : : HeHe
Stage: '

Demo scripks
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Lesson2l.tcl

NeHe's Line Tutorial

This Code Was Created By Jeff Molofee 2000
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/03/14
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lesson22

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

HeHe

Demo scripks

Legzonl 3ol ~
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson22.tcl
NeHe's GL _ARB multitexture & Bump Mapping Tutorial

This Code Was Created by Jens Schneider (WizardSoft) 2000
Lesson22 to the series of OpenGL tutorials by NeHe-Production

This Code is loosely based upon Lesson06 by Jeff Molofee.
contact me at: schneide@pool.informatik.rwth-aachen.de

Basecode Was Created By Jeff Molofee 2000
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/16
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson23

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

HeHe

Demo scripks
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson23.tcl
NeHe & TipTup's Environment Mapping Tutorial

This Code Was Created By Jeff Molofee and GB Schmick 2000
A HUGE Thanks To Fredric Echols For Cleaning Up

And Optimizing The Base Code, Making It More Flexible!

If You've Found This Code Useful, Please Let Me Know.
Visit Our Sites At www.tiptup.com and nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/27
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 137 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Lesson24

Type: NeHe
Category: TutorialsAndBooks

Root: Contents

HeHe

Demo scripks

Legzonl 3ol ~
Leszonld.to

GL_ARB_depth_texture LessontG.tl

LeszonlBte

GL_ARB_fragment_progranm Lessonld.tc
GL_ARB_imaging Pk
GL_ARB_multisample essanga]
GL_ARB_multitexture E
GL_ARB_point_parameters Lesson28.tc

Leszondd o

Gl_hHB_Shﬂdﬂw Leszon36.tel

Leszon3?.tc
GL_ARB_texture_border_clamp Lossoni 1 td
' Leszzondb tc
GL_ARB texture_compression s
Leszond?.tc
Lessondd ol w

-

Fu e LA P

:

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson24.tcl
NeHe's Token, Extensions, Scissoring & TGA Loading Tutorial
This Code Was Created By Jeff Molofee 2000

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/25
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson2s

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: Piotr Cieslak & NeHe's Morphing Points Tutorial {Lesson 25)

HeHe

Demo scripks
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson25.tcl

Piotr Cieslak & NeHe's Morphing Points Tutorial

This Code Was Created By Pet & Commented/Cleaned Up By Jeff Molofee
If You've Found This Code Useful, Please Let Me Know.

Visit NeHe Productions At http://nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2007/03/03
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: Banu Octavian & NeHe's Stencil & Reflection Tutorial (Lesson 26) |:||E||g|

i|ejl@ AOX

HeHe

Demo scripks

Exit

Toggle window mode
Eev-Up| Down Decrease| Increase x rotation speed
Eey-Left|Right Decrease| Increase ¥ rotation speed
Eev-Fgln| PglUp Decrease| Increase height

Decrease| Increase distance
Mouse-1]2 Start|Stop animation

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson26.tcl
Banu Octavian & NeHe's Stencil & Reflection Tutorial

This code has been created by Banu Octavian aka Choko - 20 may 2000

and uses NeHe tutorials as a starting point (window initialization,
texture loading, GL initialization and code for keypresses) - very good
tutorials, Jeff. If anyone is interested about the presented algorithm
please e-mail me at boct@romwest.ro

Code Commmenting And Clean Up By Jeff Molofee ( NeHe )
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/16
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 140 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Lesson2r

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: Banu Octavian & NeHe's Shadow Casting Tutorial (Lesson 27) :||E|[z|

HeHe

Demo scripks
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson27.tcl
"Banu Octavian & NeHe's Shadow Casting Tutorial"

This code has been created by Banu Octavian aka Choko - 20 may 2000

and uses NeHe tutorials as a starting point (window initialization,
texture loading, GL initialization and code for keypresses) - very good
tutorials, Jeff. If anyone is interested about the presented algorithm
please e-mail me at boct@romwest.ro

Attention!!! This code is not for beginners.

Modified for Tcl3D by Paul Obermeier 2007/02/27
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lesson28

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: David Nikdel & NeHe's Bezier Tutorial [Lesson 2B)

HeHe

Demo scripks
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson28.tcl
David Nikdel & NeHe's Bezier Tutorial

This Code Was Published By Jeff Molofee 2000

Code Was Created By David Nikdel For NeHe Productions
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/29
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lesson33

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe & Evan ‘terminate’ Pipho's TGA Loading Tutorial [Lesson 33)

HeHe

Demo scripks
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Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson33.tcl

NeHe & Evan 'terminate' Pipho's TGA Loading Tutorial

Loading Uncompressed and Compressed .TGA Files with the Img extension.
This Code Was Created By Evan Pipho

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/16
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: rl0 And MeHe's RadialBlur, Tutorial {Lesson 36)

HeHe

Demo scripks
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Lesson36.tcl
Dario Corno's Radial Blur & Rendering To A Texture Tutorial

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/23
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 144 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

h’ype: \ NeHe
K)ategory: \ [utorialsAndBooks \
\Root: \@ontents \

Tcl3D demo: Sami Hamlaoui's Cel-Shading Tutorial (Lesson 37)

Exit
Toggle window mode
Toggle optimi=zed ws. simple wversion
Toggle outline draw
Toggle outline smooth
Increase| Decrease outline width
Jtart| 3top animation
Drraw: 0 mgec Dutline: 0 meec
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

Lesson37.tcl
Sami Hamlaoui's Cel-Shading Code

Note: The original article for this code can be found at:
http://www.gamedev.net/reference/programming/features/celshading

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/22
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lesson4t

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

. Tel3D demo: NeHe's ¥olumetric Fog Tutorial [Lesson 41) |ZJ|E”Z|
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Lessond4l.tcl

NeHe's Volumetric Fog Tutorial

This Code Was Created By Jeff Molofee 2003

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/27
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Lessond5

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: Paul Frazee's Vertex Buffer Object Tutorial {Lesson 45)
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Demo scripks
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32768 triangles, 13 fps, using WBO =
Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]
Lesson4b5.tcl
Paul Frazee's Vertex Buffer Object Tutorial
Code Commmenting And Clean Up By Jeff Molofee ( NeHe )
If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net
Modified for Tcl3D by Paul Obermeier 2006/08/17
See www.tcl3d.org for the Tcl3D extension.
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Type: NeHe
Category: TutorialsAndBooks
Root: Contents

(. Tel3D demo: NeHe & MainRoach’s FSAA Tutorial (Lesson 46) M=
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Demo scripks
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Lesson46.tcl
NeHe & MainRoach's FSAA Tutorial

This Code Was Created By Jeff Molofee 2001

and Colt McAnlis ( MainRoach ).

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/13
See www.tcl3d.org for the Tcl3D extension.

This demo uses the multisampling options built into tcl3dTogl starting

from version 0.3.2.

Another way to set the number of samples is via the driver specific GUI under
Windows, or by setting the environment variable  GL FSAA MODE under Linux.
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Demo:  Lessond7

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe & Dwen Bourne's Cg Vertex Shader Tutorial [Lesson 47) E@@
¢ @ 0O X
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Lessond7.tcl
NeHe & Owen Bourne's Cg Vertex Shader Tutorial

If You've Found This Code Useful, Please Let Me Know.
Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/09/05
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Lessond8

Type: NeHe
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: NeHe & Terence J. Grant's ArcBall Rotation Tutorial [Lesson 48)
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Demo scripks
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Lesson48.tcl

NeHe & Terence J. Grant's ArcBall Rotation Tutorial
Authors Name: Terence J. Grant

NeHe Productions 1997-2004

If You've Found This Code Useful, Please Let Me Know.

Visit My Site At nehe.gamedev.net

Modified for Tcl3D by Paul Obermeier 2006/08/31
See www.tcl3d.org for the Tcl3D extension.
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Type: Nopper
Category: TutorialsAndBooks
Root: Contents

Available demos

Example02 Example03 Example04 Example05
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Demo:  Example02

Type: Nopper

Category: TutorialsAndBooks

Root: Contents

[ ¥ Tcl3D demo: Nopper's OpenGL 3.3 and 4.0 tutorials (Example 02) o . |

i ¢[@O X
Mormal Debug

Nopper

Demo scripts
(R

EcampleﬂB.th
Exarnpleld.tel
Examplel5.tel

Fey-Escape Exit

Running on Windows NT 6.1 with a ATI Radeon HD 5800 Series (OpenGL 3.3.10151 Core Profile Context, Tcl 8.5.8)

b

OpenGL 3.3 with GLEW - Example 02

@author Norbert Nopper norbert@nopper.tv
@version 1.0

Homepage: http://nopper.tv
Copyright Norbert Nopper

Modified for Tcl3D by Paul Obermeier 2010/09/01
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Example03

Type: Nopper

Category: TutorialsAndBooks

Root: Contents

[ ¥ Tcl3D demo: Nopper's OpenGL 3.3 and 4.0 tutorials (Example 03) o . |

i ¢[3A x
Mormal Debug

Nopper

Demo scripts

Examplel2.tel
:'Wﬁi o m awes ol ":.._

Exampleld.tc|
Examplel5.tel

21}
]
m
=1
"
I
it

Running on Windows NT 6.1 with a ATI Radeon HD 5800 Series (OpenGL 3.3.10151 Core Profile Context, Tcl 8.5.8)

b

OpenGL 3.3 with GLEW - Example 03

@author Norbert Nopper norbert@nopper.tv
@version 1.0

Homepage: http://nopper.tv
Copyright Norbert Nopper

Modified for Tcl3D by Paul Obermeier 2010/09/01
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Examples4

Type: Nopper
Category: TutorialsAndBooks
Root: Contents

E’_J Tcl3D demo: Mopper's OpenGL 2.3 and 4.0 tutorials (Example 04)

i ¢[@O X
Mormal Debug

Nopper

Demo scripts

Examplel2.tel
Examplel3. tcl

ExampledS.tcl

Keu-F=

cape X1t

Running on Windows NT 6.1 with a ATI Radeon HD 5800 Series (OpenGL 3.3.10151 Core Profile Context, Tcl 8.5.8)

OpenGL 3.3 with GLEW - Example 04

@author Norbert Nopper norbert@nopper.tv
@version 1.0

Homepage: http://nopper.tv
Copyright Norbert Nopper

Modified for Tcl3D by Paul Obermeier 2010/09/01
See www.tcl3d.org for the Tcl3D extension.
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Demo: ~ Examples

Type: Nopper

Category: TutorialsAndBooks

Root: Contents

[ ¥ Tcl3D demo: Nopper's OpenGL 3.3 and 4.0 tutorials (Example 05) o . |

i ¢[3A x
Mormal Debug

Nopper

Demo scripts

Examplel2.tel
Examplel3.tcl

Exarnpleld.tel

Running on Windows NT 6.1 with a ATI Radeon HD 5800 Series (OpenGL 3.3.10151 Core Profile Context, Tcl 8.5.8)

OpenGL 3.3 with GLEW - Example 05

@author Norbert Nopper norbert@nopper.tv
@version 1.0

Homepage: http://nopper.tv
Copyright Norbert Nopper

Modified for Tcl3D by Paul Obermeier 2010/09/01
See www.tcl3d.org for the Tcl3D extension.
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

The Redbook describing OpenGL Version 1.4 contains 72 examples written in C. 67 of them
have been successfully converted into equivalent Tcl3D scripts and the results compared on
several operating systems and computers against the C version.

Three of the missing five examples (surfpoints, tess, tesswin) deal with tesselation, which is
currently not supported. The other two test programs (aaindex, fogindex) not yet ported deal with
color index mode, which is not yet implemented in the tcl3dTogl widget.

Original sources available at: http://www.opengl-redbook.com/source/

Available demos

aapoly aapolyStride aargb accanti

accpersp bezcurve

bezmesh bezsurf blendegn checker

colormat colormatrix colortable
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combiner convolution cube cubemap

feedback

double

fog fogcoord

histogram

material minmax mipmap

movelight

ot

mvarray pickdepth picksquare planet
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pointp polyoff

scene shadowmap

smooth stencil stroke surface

texbind texgen texprox

texsub texture3d texturesurf torus

trim unproject varray wra
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: DpenGl Red Book example aapoly

FedBook,

Demo scripks
aapoly. tol bl
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

P —

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

aapoly.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws filled polygons with antialiased
edges. The special GL SRC ALPHA SATURATE blending
function is used.

Pressing the 't' key turns the antialiasing on and off.
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example aapolyStride

aarghb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b

blendeqgn.tc
checker. o
clip.tcl
colormat. b

colormatris. bzl
colortable. kel

combiner. bo

convolution. ko
cube. o
cubemap.tcl

P —

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

aapoly.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws filled polygons with antialiased
edges. The special GL SRC ALPHA SATURATE blending
function is used.

Pressing the 't' key turns the antialiasing on and off.
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Demo:  aargb

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example aargh

FedBook,

Demo scripks

aapoly. o
aapolyStride. o
|

accant, b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b

blendeqgn.tc
checker. o
clip.tcl
colormat. b

colormatris. bzl
colortable. kel

combiner. bo

convolution. ko
cube. o
cubemap.tcl

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

aargb.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws shows how to draw anti-aliased lines. It draws
two diagonal lines to form an X; when 'r' is typed in the window,
the lines are rotated in opposite directions.
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[,/ Tel3D demo: OpenGL Red Book example accanti

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o
aarghb.tcl

accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b

blendeqgn.tc
checker. o
clip.tcl
colormat. b

colormatris. bzl
colortable. kel

combiner. bo

convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

accanti.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Use the accumulation buffer to do full-scene antialiasing
on a scene with orthographic parallel projection.
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Demo:  accpersp

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, i Tcl3D demo: OpenGL Red Book example accpernsp

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o
aargb.tel

alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

accpersp.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Use the accumulation buffer to do full-scene antialiasing
on a scene with perspective projection, using the special
routines accFrustum() and accPerspective ().
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Demo:  a&pha

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, i Tel3D demo: OpenGL Red Book example alpha

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp. ol
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

P —

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

alpha.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws several overlapping filled polygons
to demonstrate the effect order has on alpha blending results.
Use the 't' key to toggle the order of drawing polygons.
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Demo:  a&phad

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: DpenGl Red Book example alpha3D

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol

bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

alpha3D.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates how to intermix opagque and
alpha blended polygons in the same scene, by using
glDepthMask. Press the 'a' key to animate moving the
transparent object through the opaque object. Press
the 'r' key to reset the scene.
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Demo:  becuve

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: OpenGL Red Book example bezcurve

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl

bez o
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b

colormatris. bzl
colortable. kel

combiner. bo

convolution. ko
cube. o
cubemap.tcl

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

bezcurve.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program uses evaluators to draw a Bezier curve.
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Demo: ~ bezmesh

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo: OpenGL Red Book example bezmesh

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl

bezcurve tol

bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. b

colormatris. bzl
colortable. kel

combiner. bo

convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

bezmesh.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program renders a lighted, filled Bezier surface,
using two-dimensional evaluators.
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Demo:  bezsuf

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: DpenGl Red Book example bezsurf

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o
aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.to
el
blendeqgn.tc
checker. o
clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

bezsurf.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program renders a wireframe Bezier surface,
using two-dimensional evaluators.
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Demo: ~ blendegn

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: OpenGlL Red Book example blendeqn |‘ZH’E|E|

FedBook,

Demo scripks

aapoly.tol i
aapolyStride. o

aarghb.tel

accant, b

accpersp. ol

alpha.tcl

alphaldl. tcl

bezcurve tol

bezmesh.tc

bezzuif b

blendeqn.tcl

checker. o

clip.tcl

colormat. b

colormatris. bzl

colortable. kel

combiner. bo

convolution. ko

cube. o

cubemap.tcl v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

blendegn.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Demonstrate the different blending functions available with the
OpenGL imaging subset. This program demonstrates use of the

glBlendEquation call.

The following keys change the selected blend equation function:

A}

a' -> GL FUNC ADD
's' -> GL FUNC SUBTRACT
'r' -> GL FUNC REVERSE SUBTRACT
'm' -> GL MIN
'x' -> GL MAX
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Demo:  checker

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGl Red Book example checker.

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezrmezh. o
bezzurf. o

clip.tcl
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

checker.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program texture maps a checkerboard image onto
two rectangles.

If running this program on OpenGL 1.0, texture objects are
not used.
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Demo:  dip

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGlL Red Book example clip

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
colormat. b
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

clip.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates arbitrary clipping planes.
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Demo:  colormat

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo: OpenGL Red Book example colormat

FedBook,

Demo scripks

aapoly.tzl ~
aapolyStride. o

aargb.tel
accant b
accpersp.tol
alpha.tcl
alphadl. tcl
bezcurve tol
bezmesh.tc
bezzuif b
blendeqgn.tc
checker. o
clip.tcl
colormat. bel
colormatris. bzl
colortable. kel
combiner. bo
convolution. ko
cube. o
cubemap.tcl

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

colormat.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

After initialization, the program will be in
ColorMaterial mode. Interaction: pressing the
mouse buttons will change the diffuse reflection wvalues.
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Demo:  colormatrix

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: OpenGL Red Book example colormatrix |ZJ|E|E|
il¢|=@ O X

FedBook,

Demo scripks

aapoly.tol ~
aapolyStride. o

aargb.tel

accant b

- ||accpersp.tc

alpha.tcl

alphadl. tcl B
bezcurve tol

bezmesh.to

bzt to

blendeqn.tc

checker. o
clip.tcl
colormat. bzl
colom

colortable. be

combiner. bo

convolution. ko

cube. o

cubemap.tcl v

e

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

colormatix.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program uses the color matrix to exchange the color channels of
an image.

Red -> Green
Green -> Blue
Blue -> Red

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 173 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ colortabe

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: OpenGl Red Book example colortable L E”’)Z|
¢ OX

i
FedBook
Demo scripks
aapoly.tol ~
aapolyStride. o

aargb.tel

accant b
accpersp. ol
alpha.tcl
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colortable.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Invert a passed block of pixels. This program illustrates the
use of the glColorTable () function.
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combiner.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program renders a variety of quads showing different
effects of texture combiner functions.

The first row renders an untextured polygon (so you can
compare the fragment colors) and then the 2 textures.

The second row shows several different combiner functions
on a single texture: replace, modulate, add, add-signed,
and subtract.

The third row shows the interpolate combiner function

on a single texture with a constant color/alpha value,
varying the amount of interpolation.

The fourth row uses multitexturing with two textures

and different combiner functions.

The fifth row are some combiner experiments: using the
scaling factor and reversing the order of subtraction
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for a combination function.
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convolution.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Use various 2D convolutions filters to find edges in an image.
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cube.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates a single modeling transformation,
glScalef () and a single viewing transformation, gluLookAt().
A wireframe cube is rendered.
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cubemap.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates cube map textures.
Six different colored checker board textures are
created and applied to a 1lit sphere.

Pressing the 'f' and 'b' keys translate the object
forward and backward.
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dof.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates use of the accumulation buffer to
create an out-of-focus depth-of-field effect. The teapots
are drawn several times into the accumulation buffer. The
viewing volume is jittered, except at the focal point, where
the viewing volume is at the same position, each time. 1In
this case, the gold teapot remains in focus.
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double.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This is a simple double buffered program.
Pressing the left mouse button rotates the rectangle.
Pressing the middle mouse button stops the rotation.
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drawf.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Draws the bitmapped letter F on the screen (several times).
This demonstrates use of the glBitmap () call.
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feedback.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates use of OpenGL feedback. First,

a lighting environment is set up and a few lines are drawn.
Then feedback mode is entered, and the same lines are
drawn. The results in the feedback buffer are printed.
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fog.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws 5 red spheres, each at a different

z distance from the eye, in different types of fog.
Pressing the f key chooses between 3 types of

fog: exponential, exponential squared, and linear.

In this program, there is a fixed density wvalue, as well
as fixed start and end values for the linear fog.
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fogcoord.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the use of explicit fog
coordinates. You can press the keyboard and change
the fog coordinate value at any vertex. You can
also switch between using explicit fog coordinates
and the default fog generation mode.

Pressing the 'f' and 'b' keys move the viewer forward
and backwards.

Pressing 'c' initiates the default fog generation.
Pressing capital 'C' restores explicit fog coordinates.
Pressing '1', '2', '3', '8', '9', and '0' add or
subtract from the fog coordinate values at one of the
three vertices of the triangle.
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font.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Draws some text in a bitmapped font. Uses glBitmap/()
and other pixel routines. Also demonstrates use of
display lists.
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hello.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This is a simple, introductory OpenGL program.
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histogram.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Compute the histogram of the image. This program illustrates the
use of the glHistogram() function.
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image.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates drawing pixels and shows the effect

of glDrawPixels (), glCopyPixels (), and glPixelZoom() .
Interaction: moving the mouse while pressing the mouse button
will copy the image in the lower-left corner of the window

to the mouse position, using the current pixel zoom factors.
There is no attempt to prevent you from drawing over the original
image. If you press the 'r' key, the original image and zoom
factors are reset. 1If you press the 'z' or 'Z' keys, you change
the zoom factors.
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light.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the use of the OpenGL lighting
model. A sphere is drawn using a grey material characteristic.
A single light source illuminates the object.
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lines.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates geometric primitives and
their attributes.
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list.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates how to make and execute a
display list. Note that attributes, such as current
color and matrix, are changed.
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material.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the use of the GL lighting model.
Several objects are drawn using different material characteristics.
A single light source illuminates the objects.
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minmax.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Determine the minimum and maximum values of a group of pixels.
This demonstrates use of the glMinmax () call.
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mipmap.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates using mipmaps for texture maps.
To overtly show the effect of mipmaps, each mipmap reduction
level has a solidly colored, contrasting texture image.

Thus, the quadrilateral which is drawn is drawn with several
different colors.
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Demo:  model

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: DpenGl Red Book example model

FedBook,

Demo scripks

hiztogran. bl ~
image. tcl
light. te
lines.tcl
ligk bl
rnaterial. bl
mifmas. bl
riprap. bl
o cl
roveelight. bl
ralkizamp.be
rrilkites. bl
rvearray. kel
pickdepth. tcl
picksquare.tcl
planet.tcl
pointp. el
polyaff. bzl
polws, tol
quadric. b

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

model.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates modeling transformations
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Demo:  movelight

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example movelight

FedBook,

Demo scripks

hiztogran. bl ~
image. tcl
light. te

lines.tcl
ligt bl

rnaterial bl
rninmeas. bl
riprap. bl

i bt ol
ralkizamp. ke
rnalbibes, bl
rvearray. kel
pickdepth. tcl
picksquare.tcl
planet.tcl
pointp. el
polyaff. bzl
polws, tol
quadric. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

movelight.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates when to issue lighting and
transformation commands to render a model with a light
which is moved by a modeling transformation (rotate or
translate). The light position is reset after the modeling
transformation is called. The eye position does not change.

A sphere is drawn using a grey material characteristic.
A single light source illuminates the object.

Interaction: ©pressing the left mouse button alters
the modeling transformation (x rotation) by 30 degrees.
The scene is then redrawn with the light in a new position.
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

Tcl3D demo: OpenGL Red Book example multisamp |Z||E|[z|

FedBook,

Demo scripks

hiztogranm. bl
image. tcl
light.te

lines.tcl
ligt bl

rnaterial bl
rninmeas. bl

[

pickdepth. tcl
picksquare.tcl
planet.tcl
pointp. el
polyaff. bzl
polws, tol
quadric. b

| £

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

multisamp.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws shows how to use multisampling to
draw anti-aliased geometric primitives. The same
display list, a pinwheel of triangles and lines of
varying widths, is rendered twice. Multisampling is
enabled when the left side is drawn. Multisampling is
disabled when the right side is drawn.

Pressing the 'b' key toggles drawing of the checkerboard
background. Antialiasing is sometimes easier to see
when objects are rendered over a contrasting background.

This demo uses the multisampling options built into tcl3dTogl starting

from version 0.3.2.

Another way to set the number of samples is via the driver specific GUI under
Windows, or by setting the environment variable  GL FSAA MODE under Linux.
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Demo:  muitex

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGl Red Book example multitex

FedBook,

Demo scripks

hiztogran. bl ~
image. tcl
light. te
lines.tcl
ligk bl
rnaterial. bl
mifmas. bl
riprap. bl
rnodel bl
roveelight. bl
ralkiz amp. b

pickdepth. tcl
picksquare.tcl
planet.tcl
pointp. el
polyaff. bzl
polws, tol
quadric. b

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

multitex.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.
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Demo:  mvamay

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: DpenGl Red Book example mvarray

FedBook,

Demo scripks

hiztogran. bl ~
image. tcl
light. te
lines.tcl
ligk bl
rnaterial. bl
mifmas. bl
riprap. bl
rnodel bl
roveelight. bl
ralkizarmp. b
rrilkites. bl
e array. kol
pickdepth. tcl
picksquare.tcl
planet.tcl
pointp. el
polyaff. bzl
polws, tol
quadric. b

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

mvarray.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates multiple vertex arrays,
specifically the OpenGL routine glMultiDrawElements() .
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Demo: ~ opickdepth

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

.. Tcl3D demo: OpenGL Red Book example pickdepth

FedBook,

Drata

Demo zoripts

rnaterial. bl
rrirrmas. bl
riprnap. bl
rnodel.tel
rovelight. bl
rulbiz amp. b
rrAlibess, bl
rrvearray. kol
(pickdepth. bzl
picksquare.tcl
planet. tol
pointp. el
polwoff. tol
polys. tol
quadric. b
robot. tol
scene. kol
zelect tcl
shadowmap.tcl
amooth. bzl

[

. Pickdepth Output
Fil=  Edit

[

number of names for hit = 1

7115 0.999999; 72 |5 0.999999
the name is 2

number of names for hit = 1

Fhis -0 032054 70 15 -1 323044
the name is 3

#]

[£

Key-Escape Exit
Mou=ze-1 et pick results

Running on *indows MT with a GeForce B4 GobE00MAGPASSEZ [OpenGL 1.4.0, Tol 8.4.13]
pickdepth.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Picking is demonstrated in this program. In
rendering mode, three overlapping rectangles are
drawn. When the left mouse button is pressed,
selection mode is entered with the picking matrix.
Rectangles which are drawn under the cursor position
are "picked." Pay special attention to the depth
value range, which is returned.
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Type: RedBook
Category: TutorialsAndBooks

Root: Contents

. Tcl3D demo: OpenGlL Red Book example picksquare

. Picksquare Output
Fil=  Edit

names are 2 2

hits = 1

number of names for hit = 2
Z115 0999999 72 |5 0.999939
names are 0 1

#|

[

< ||

Eey-Escape Exit
Mouze-1 et pick results

Running on Windows MT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]

picksquare.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Use of multiple names and picking are demonstrated.

A 3x3 grid of squares is drawn. When the left mouse
button is pressed, all squares under the cursor position
have their color changed.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 202 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  plamet

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGl Red Book example planet

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoff. tol
polyz. bl
quadric. b
robot.tcl
zoene. ol
zelect.tl
shadowmap.tcl
smooth. ol
stencil kol
atroke.tel
surface.
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

planet.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program shows how to composite modeling transformations
to draw translated and rotated models.

Interaction: pressing the d and y keys (day and year)
alters the rotation of the planet around the sun.
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Demo: ~ pointp

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: DpenGlL Red Book example pointp

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tcl
pointp.tel
polyoff.tol
polyz. bl
quadric. b
robot.tcl
zoene. ol
zelect.tl
shadowmap.tcl
smooth. ol
stencil kol
atroke.tel
surface. o
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

pointp.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates point parameters and their effect

on point primitives.

250 points are randomly generated within a 10 by 10 by 40

region, centered at the origin. In some modes (including the
default), points that are closer to the viewer will appear larger.

Pressing the 'l', 'g', and 'c' keys switch the point
parameters attenuation mode to linear, quadratic, or constant,
respectively.

Pressing the 'f' and 'b' keys move the viewer forward

and backwards. In either linear or quadratic attenuation
mode, the distance from the viewer to the point will change
the size of the point primitive.

Pressing the '+' and '-' keys will change the current point
size. In this program, the point size is bounded, so it
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will not get less than 2.0, nor greater than GL POINT SIZE MAX.
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Demo: ~ polyoff

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: OpenGl Red Book example polyoff

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
cl

quadric. b
robat. tel
zoene. ol

zelect. tol

shadowmap.tcl
smooth. bzl
stencil kol
gtroke. tol
surface. b
keapotz.tel
bexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

polyoff.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates polygon offset to draw a shaded
polygon and its wireframe counterpart without ugly visual
artifacts ("stitching").
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Demo:  polys

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: DpenGL Red Book example polys

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoft. tol
pol

quiadric. bel
robot. kol
zoene. ol
zelect.tl
shadowmap.tcl
smooth. ol
stencil kol
atroke.tel
surface.
keapotz.tel
kexbind. b

Lermd Lmtd Lern ) &

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

polys.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates polygon stippling.
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Demo:  quadic

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: DpenGl Red Book example quadric

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl

rrarray. bel

pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoff. tol
polyz. bl

robat. tel
zoene. ol

zelect. tol

shadowmap.tcl
smooth. bzl
stencil kol
gtroke. tol
zurface. b
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

quadric.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the use of some of the gluQuadric*
routines. Quadric objects are created with some quadric
properties and the callback routine to handle errors.

Note that the cylinder has no top or bottom and the circle
has a hole in it.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 208 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ robot

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example robot

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoff.tol
polyz. bl
quadric. b
rabat. kel
zoene. ol
zelect.tl
shadowmap.tcl
smooth. ol
stencil kol
atroke.tel
surface.
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

robot.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program shows how to composite modeling transformations
to draw translated and rotated hierarchical models.
Interaction: pressing the s and e keys (shoulder and elbow)
alters the rotation of the robot arm.
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Demo:  seene

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example scene

FedBook,

Demo scripks

rrltigammp. kol ~

w riilkitess. bl

rrarray. bel
. pickdepth. tcl
picksquare. tol

planet tol

i pointp.tel

polyoff.tol

polyz. bl

quadric. b
robot. kol

zelect. tol
shadowmap.tcl
smooth. bzl
stencil kol
gtroke. tol
zurface. b
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

scene.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the use of the GL lighting model.
Objects are drawn using a grey material characteristic.
A single light source illuminates the objects.
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Demo:  select

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

| T - - - [B]x]
I —_— T [E=1E4

[, | Select Output

FIENEE Redbi
hits = 2 Data
number of names for hit = 1 Diemo scripts

Z115 0.999999; 72 |5 0.999999
the name is 1

number of names for hit = 1
Z11s0; 22 15 -1.07288e-006

the name is 3 w

rnaterial tcl il |
ririrnas. bl |
riprnap. bl

rnodel.tel

rovelight. bl
rulbiz amp. ke
rrAlbibes, bl
v arra. kol
pickdepth. tol
picksquare.tcl
planet. kel
pointp. kel
polwaff. bzl
polys. tol

quadric. b
robot. tol
scene.tol
kxd :|
shadowrnap.tcl
gmooth. bzl

%Key—Escape Exit
Running on Windows MT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tel 8.4.13]
select.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This is an illustration of the selection mode and

name stack, which detects whether objects which collide
with a viewing volume. First, four triangles and a
rectangular box representing a viewing volume are drawn
(drawScene routine). The green triangle and yellow
triangles appear to lie within the viewing volume, but
the red triangle appears to lie outside it. Then the
selection mode is entered (selectObjects routine).
Drawing to the screen ceases. To see if any collisions
occur, the four triangles are called. 1In this example,
the green triangle causes one hit with the name 1, and
the yellow triangles cause one hit with the name 3.
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Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo: OpenGL Red Book example shadowmap

FedBook,

Demo scripks

rrlkigammp. ke
rralbibess, bl

rrarray. bel

pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoff.tol
polyz. bl

quadric. b
robot.tcl
zoene. ol
gelect bl
at

smooth. tcl
stencil kol
atroke.tel
surface.
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

shadowmap.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.
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Demo:  smooth

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tcl3D demo: OpenGL Red Book example smooth

FedBook,

Demo scripks

rrltigammp. kol ~
rralbibess, bl
rrarray. bel
pickdepth. tcl
picksquare. tol
planet tol
pointp.tel
polyoff.tol
polyz. bl
quadric. b
robot.tcl
zoene. ol
zelect.tl
shadowmap.tcl

stencil bol
gtroke. tol
zurface. b
keapotz.tel
kexbind. b

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

smooth.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates smooth shading.
A smooth shaded polygon is drawn in a 2-D projection.
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Demo: stncil

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGl Red Book example stencil

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil.bel
stroke.tel
surface. o
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b

kesturesur. ol

boruz. bzl

brirm. bl

Linproject. bl

wearray.bel

wrap. tol v

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

stencil.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates use of the stencil buffer for
masking nonrectangular regions.

Whenever the window is redrawn, a value of 1 is drawn

into a diamond-shaped region in the stencil buffer.
Elsewhere in the stencil buffer, the value is 0.

Then a blue sphere is drawn where the stencil value is 1,
and yellow torii are drawn where the stencil value is not 1.
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Demo:  stoke

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: DpenGlL Red Book example stroke

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

beapots. bl
kexbind. bz
kexgen. to
kexpros. bl
kexzub. tol
kexture3d. b

bexturesur. bl

boruz. bzl

Erirm. bl

Linproject. bl

wearray.bel

wrap. tol v

I SPHREE. SERBRE. APRERRS H5
HPES PREPHRE RARE PEPPERS

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

stroke.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates some characters of a

stroke (vector) font. The characters are represented
by display lists, which are given numbers which
correspond to the ASCII values of the characters.

Use of glCalllists () is demonstrated.
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Demo:  suface

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo: OpenGL Red Book example surface

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol

bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b

kesturesur. ol

boruz. bzl

brirm. bl

Linproject. bl

wearray.bel

wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

surface.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws a NURBS surface in the shape of a
symmetrical hill. The 'c' keyboard key allows you to
toggle the visibility of the control points themselves.
Note that some of the control points are hidden by the
surface itself.
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Demo:  fteapots

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example teapots

FedBook,

C - Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol
stroke.tel
surface. o

exbind. b
kexgen. b
kexpros. bl
bemsLb. bzl
besture3d. b

kesturesur. ol

boruz. bzl

brirm. bl

Linproject. bl

wearray.bel

wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

teapots.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates lots of material properties.
A single light source illuminates the objects.
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Demo:  ftexbind

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: DpenGL Red Book example texbind

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl

kexpros. bl
bemsLb. bzl
besture3d. b

kesturesur. ol

boruz. bzl

brirm. bl

Linproject. bl

wearray.bel

wrap. tol v

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texbind.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates using glBindTexture () by
creating and managing two textures.
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Demo:  ftexgen

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: DpenGl Red Book example texgen

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol
stroke.tel
surface. b
beapots. bl
bexbind. b
n. kel
kexpros. bl
bemsLb. bzl
besture3d. b
kesturesur. ol
boruz. bzl
brirm. bl
Linproject. bl
wearray.bel
wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texgen.c

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws a texture mapped teapot with
automatically generated texture coordinates. The
texture is rendered as stripes on the teapot.
Initially, the object is drawn with texture coordinates
based upon the object coordinates of the vertex

and distance from the plane x = 0. Pressing the 'e'
key changes the coordinate generation to eye coordinates
of the vertex. Pressing the 'o' key switches it back

to the object coordinates. Pressing the 's' key
changes the plane to a slanted one (x + vy + z = 0).
Pressing the 'x' key switches it back to x = 0.
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Demo:  texprox

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGl Red Book example texprox

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol
stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
k

Lemaub. b
besture3d. b
kesturesur. ol
boruz. bzl
brirm. bl
Linproject. bl
wearray.bel
wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texprox.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

The brief program illustrates use of texture proxies.
This program only prints out some messages about whether
certain size textures are supported and then exits.
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Demo:  texsb

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3D demo: DpenGl Red Book example texsub

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
cl

k ('
besture3d. b
kesturesur. ol
boruz. bzl
brirm. bl
Linproject. bl
wearray.bel
wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texsub.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program texture maps a checkerboard image onto
two rectangles. This program clamps the texture, if
the texture coordinates fall outside 0.0 and 1.0.

If the s key is pressed, a texture subimage is used to
alter the original texture. If the r key is pressed,
the original texture is restored.
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Demo:  ftextwesd

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, Tel3D demo: OpenGL Red Book example texture3d

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl

bt (]
kesturesur. ol
boruz. bzl
brirm. bl
Linproject. bl
wearray.bel

wrap. tol v

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texture3d.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates using a three-dimensional texture.
It creates a 3D texture and then renders two rectangles
with different texture coordinates to obtain different
"slices" of the 3D texture.
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Demo:  ftextuesuwf

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example texturesurf

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. bl

Linproject. bl
wearray.bel
wrap. tol v

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

texturesurf.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program uses evaluators to generate a curved
surface and automatically generated texture coordinates.
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Demo: teus

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3l demo: DpenGL Red Book example torus

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b
kesturesur. ol

Erirm. bl
Linproject. bl
wearray.bel
wrap. tol v

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

torus.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates the creation of a display list.
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Demo:  im

Type: RedBook
Category: TutorialsAndBooks

Root: Contents

[, 1 Tel3 demo: DpenGl Red Book example trim

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol
stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b
kesturesur. ol
bz, bzl
brirn. bl
Linproject. bl
wearray.bel
wrap. tol v

S

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

trim.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program draws a NURBS surface in the shape of a
symmetrical hill, using both a NURBS curve and pwl
(piecewise linear) curve to trim part of the surface.
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Demo: o umproject

Type: RedBook

Category: TutorialsAndBooks

Root: Contents

T - | BEE
[, I Unproject Output i | A IEN= | X ]
File Edit RedBook.
World coords atz=1.0 are (-36 912870, -24 846499, -99 999394) o,
Coordinates at cursor are (113, 327) B e

{
Wyorld coords at z=0.0 are (-0.254539, 0200062, -1.000000)
World coords at z=1.0 are (-25 453913, 20006211, -99 993594)
{
{

robot. bl |
soene.tol

zelect. tel

shadowmap. tcl

srmoath. bl

o || stencil tcl

strake.tol

surface. o

teapots.tol
tembind. b
temgen. o
bempro. bl
bemsub. bzl
bemture3d. b
kemturesurf. ol
boruz. bzl

brirn. bzl

Coordinates at cursor are (345, 949)
Wyorld coords at z=0.0 are (0181277, -0.228240, -1.0000000)
World coords at z=1.0 are (18.127694 -22 823987 -99.999894)

.l.ll

wirap. kel

|IKev—-Escape Exit
|Mouse-1 Get pick resultcs

Running on Windows MT with a GeForce B GobE00MAGRASSEZ [DpenGL 1.4.0, Tel 8.4.13]

unproject.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

When the left mouse button is pressed, this program
reads the mouse position and determines two 3D points
from which it was transformed. Very little is displayed.
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Demo:  vamay

Type: RedBook
Category: TutorialsAndBooks
Root: Contents

[, 1 Tel3D demo: DpenGl Red Book example varray

FedBook,

Demo scripks

robot bl bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl

stencil kol

stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b
kesturesur. ol
boruz. bzl

brirm. bl

Linproject. bl

wrap. tol

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

varray.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics, Inc.
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

This program demonstrates vertex arrays.
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Demo: wap

Type: RedBook
Category: TutorialsAndBooks
Contents

Root:

[, 1 Tel3l demo: OpenGL Red Book example wrap

FedBook,

Demo scripks

robot bl
zoene. bol
zelect.tcl
shadowmap. bl
grnoath. bl
stencil kol
stroke.tel
surface. b
beapots. bl
bexbind. b
kexgen. to
kexpros. bl
bemsLb. bzl
besture3d. b
kesturesur. ol
boruz. bzl
brirm. bl
Linproject. bl
wearray.bel

Running on *indows MNT with a GeForce B GobE00MAGRASSEZ [OpenGL 1.4.0, Tol 8.4.13]

wrap.tcl

An example of the OpenGL red book modified to work with Tcl3D.

The original C sources are Copyright (c) 1993-2003, Silicon Graphics,
The Tcl3D sources are Copyright (c) 2005, Paul Obermeier.

See file LICENSE for complete license information.

Inc.

This program texture maps a checkerboard image onto
two rectangles. This program demonstrates the wrapping
modes, 1f the texture coordinates fall outside 0.0 and 1.0.

'S'

and

lSl

Interaction: Pressing the

keys switch the

wrapping between clamping and repeating for the s parameter.

The 't' and 'T'
If running this program on OpenGL 1.0,

not used.

Tcl3D demos at a glance

Version 0.5.0, December 2010

keys control the wrapping for the t parameter.

texture objects are

Copyright © 2005-2010 by Paul Obermeier. All rights reserved.
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Category: OpenSceneGraph
‘ \Root: \@ontents \ ‘

“Types: \@ubosLocos FopingTutorials NPS-Tutorials OsgHelp QuickStartGuide H
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OpenSceneGraph
Contents

Some of the OpenSceneGraph tutorials from CubosLocos have been ported to run with Tcl3D.
Original sources available at: http://www.cuboslocos.com/

Category:
Root:

Available demos

(7]
o
Q
=
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Demo:  erh

Type: Cubosl ocos
Category: OpenSceneGraph
Root: Contents

= _ Tcl3D demo: CubosLocos tutorial PlanetEarth

CuboslLocos

Demo scripts

Laﬂhid

solar.icl

Running on Linux 2.6.18.2-34-default with a GeForce FX Go5600/AGP/SSEZ (0SG 2.8.2, TclfTk §.4.14)

earth.tcl

Original C++ code by Katja Treiber and Matthias Schmidt.
See www.cuboslocos.com for the original files.

Modified for Tcl3D by Paul Obermeier 2009/08/30.
See www.tcl3d.org for the Tcl3D extension.
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Type: Cuboslocos
Category: OpenSceneGraph
Root: Contents
‘( (-) Tel3D demo: CubosLocos tutorial SolarSystem © @ %

Running on Linux 2.6.31.12-0.2-deskiop with a ATl Radeon HD 5800 Series (0S5G 282, TelTk8.5.7)

solar.tcl

Original C++ code by Katja Treiber and Matthias Schmidt.
See www.cuboslocos.com for the original files.

Modified for Tcl3D by Paul Obermeier 2009/06/10.
See www.tcl3d.org for the Tcl3D extension.
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Type:  FopingTutorials

Category: OpenSceneGraph
Root: Contents

Some of the OpenSceneGraph tutorials from Franclin Foping have been ported to run with
Tcl3D.

Original sources available at:
http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials/

Available demos
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Demo:  Tuwett

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: Foping's O5G tutorial #11 {05G billboarding example)

Nurmall Safe

FopingTutorials

Demo scripks

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

Tutoll.tcl: A billboarding effect

This tutorial will extend the previous one on lighting by adding
two billboard quads. These are also textured and shaded.

Original C++ code by Franclin Foping.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/06/10.
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Tues

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Foping's OSG tutorial #5 (Draw a shape) |ZJ|E|E|

Safe

FopingT utarials

M armal

Demo scripks

Tu |
Tuto? tel
Tutol.tel
Tuto.tel

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

Tuto5.tcl: Draw a shape

Original C++ code by Franclin Foping.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 235 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Tuee

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Foping's OSG tutorial #6 (Draw a shape with materials) |;||E|P5__<|

Safe

FopingT utarials

M armal

Demo scripks
Tukab. bl

Tuto? tel
Tutol.tel
Tuto.tel

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

Tuto6.tcl: Draw a shape with materials.

Original C++ code by Franclin Foping.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Tuwer

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Foping's OSG tutorial #7 [Texturing and positioning) |L”E|[z|

Nmmallsam Debug

FopingT utarials

Demo scripks
Tukab.tel

TutoB.tcl
Tuta9. kel

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

Tuto7.tcl: Texturing and positioning

Original C++ code by Franclin Foping.

See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Demo:  Tues

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Foping's OSG tutorial #8 (Draw a shape with fog) |Z||E|[z|

Nmmallsam Debug

FopingT utarials

Demo scripks

Tuta5.tel
Tutof.tel

Tﬁmam

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

Tuto8.tcl: Draw a shape with fog.

Original C++ code by Franclin Foping.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Demo: Tu

Type: FopingTutorials
Category: OpenSceneGraph
Root: Contents

TcI3D demo: Foping's OSG tutorial #9 (0SG Lighting example) M=

Marmal § Safe Debug

FopingT utarials

Demo scripks

Tuta5.tel
Tutof.tel
Tuto? tel
Tutod b

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

Tuto9.tcl: 0OSG Lighting example

This simple example will show how to easily shade your scene.

We will be making use of 2 light sources, one is red and the other one is
green. We will also render light markers to help you locate light source
in the scene. This is helpful for debugging purposes.

Original C++ code by Franclin Foping.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type:  NPSTutorials

Category:
Root:

OpenSceneGraph
Contents

Some of the OpenSceneGraph tutorials from Joseph Sullivan have been ported to run with Tcl3D.
Original sources available at: http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials/

Available demos

NPS04_TestState

NPS06_SimpleHUD NPS07_TestSwitchDOF NPS08_TestUpdateCallback NPS09_TestKeyboa

NPS10 TestManualCamera
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http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials/

Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPS02 GeometryTest

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Sullivan’s 056G tutorial #2 (GeometryTest) |ZJ|E”Z|

Nmmallsam Debug
MPS-Tutorialz

Demo scripks

MPS03_TesturedGeomet
MPS04_TestState tol
MPS05_TestTutonal bl
MPS0E_SirmpleHUD. tzl
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS02 GeometryTest.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPSO3 TexturedGeometry

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

Tel3D demo: Sullivan's 056G tutorial #3 (TexturedGeometry) |:H'E|rz|

Nmmallsam Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est b

MPS03_TesturedGeomet
MPS04_TestState tol
MPS05_TestTutanal bl
MPS0E_SirmpleHUD. tzl
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS03 TexturedGeometry.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPSO4 TestState

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Sullivan’s O5G tutorial #4 (TestState)

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

S[=e3

Nmmallsam Debug

MPS-Tutorialz

Demo scripks
MPSOZ2_GeometT est b

e bl

MPS05_TestTutanal bl
MPS06_SirmpleHUD. tzl
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

NPS04 TestState.tcl

Original C++ code by Joseph Sullivan.

See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials

for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPSO5 TestTutorial

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

TcI3D demo: Sullivan's OSG tutorial #5 (TestTutorial) M=

Nmmallsam Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est bl
MPS03_Texturedeomet
MPS04_TestState tol
MPS05_TestTutonal bl

MPS0E_SimpleHUD. tzl

MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS05 TestTutorial.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Sullivan’s 056G tutorial #6 (SimpleHUD)

Marmal § Safe Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est bl
MPS03_Texturedeomet
MPS04_TestState tol
MPS05_TestTutanal bl
SimpleHUD kel
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPS10_T ezt anualCarn

Key-Escape Exit
Keyv-f Save SceneGraph to £ile
Mouse Trackbhall

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS06 SimpleHUD.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPSO7_TestSwitchDOF

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

TcI3D demo: Sullivan's OSG tutorial #7 (TestSwitchDOF) M=

Nmmallsam Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est bl
MPS03_Testuredeomet
MPS04_TestState tol
MPS05_TestTutonal bl
MPS0E_SirmpleHUD. tzl
MPS07_TestSwitchDOF.

MPS03_TestUpdateCallb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPSO7 TestSwitchDOF.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPSO8 TestUpdateCalback

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

TcI3D demo: Sullivan's OSG tutorial #8 (TestUpdateCallback) M=

Nmmallsam Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est bl
MPS03_Testuredeomet
MPS04_TestState tol
MPS05_TestTutonal bl
MPS06_SirmpleHUD. tzl
MPS07_TestSwitchDOF |

MPS08 TestpdateCalb
MPS09_Testkevboard.tel
MPST10_T ezt anualCarn

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS08 TestUpdateCallback.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ NPS09_Testkeyboard

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

TcI3D demo: Sullivan's OSG tutorial #9 (TestKeyboard) M=

Nmmallsam Debug

MPS-Tutorialz

Demo scripks

Funning on Windows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

MPSOZ2_GeometT est bl
MPS03_Testuredeomet
MPS04_TestState tol
MPS05_TestTutonal bl
MPS0E_SirmpleHUD. tzl
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
HPS09_TestKevboard. to
MPST10_TesttanualCarn

NPS09 TestKeyboard.tcl

Original C++ code by Joseph Sullivan.
See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type: NPS-Tutorials
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: Sullivan’s 056G tutorial #10 (TestManualCamerna)

Marmal § Safe Debug
MPS-Tutorialz

Demo scripks

MPSOZ2_GeometT est b
MPS03_Texturedeomet
MPS04_TestState tol
MPS05_TestTutonal bl
MPS0E_SirmpleHUD. tzl
MPS07_TestSwitchDOF |
MPS03_TestUpdateCallb
MPS09_Testkepboard.tel
HPS10_TeszttdanualCarn

Eev—-Escape Exit
Jave SceneGraph to f£ile
Toggle wiew mode
Trackbhall

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

NPS10 TestManualCamera.tcl

Original C++ code by Joseph Sullivan.

See http://www.openscenegraph.org/projects/osg/wiki/Support/Tutorials
for the original files.

Modified for Tcl3D by Paul Obermeier 2009/05/01.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Category: OpenSceneGraph
Root: Contents

Some of the OpenSceneGraph tutorials from Peter Wraae Marino and Michael Bach Jensen have
been ported to run with Tcl3D.

Original sources available at their OsgHelp website.
Available demos

AntialiasedLines AutoTransform

Geometry

GeometryTextured HelloWorld Light

MultiTextures

Shapes StatisticsDisplay UpdateCallback Wireframe
Tcl3D demos at a glance Version 0.5.0, December 2010 Page 250 of 266

Copyright © 2005-2010 by Paul Obermeier. All rights reserved.



http://www.osghelp.com/

Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Antialiasedlines

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: OsgHelp tutorial AntialiasedLines r:”i”i'

Mormal HSaFe Debiug

DsgHelp

Demo scripks

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

AntialiasedLines.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  AuoTransform

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

"= Tcl3D demo: OsgHelp tutorial AutoTransform

i ¢ @0 X

Morrmal |SaFe |Dehug

Running on Windows MT 5,1 with a Intel 945GM (030G 2,8.2, TcliTk 8.5.8)

AutoTransform.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ Bilbead

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

-
F®| Tcl3D demo: OsgHelp tutonal Eji]bnard =g g
]

i ¢2[@o x
Mormal Debug

OsgHelp

Demo scripts

AntialiasedLlines.tcl
AutoTransform.tel
Geometry.tcl
Geometry Textured.tel
HelloWarld.tc
Light.tcl
PultiTextures.tel
Shapes.tcl
StatisticsDisplay.tcl
UpdateCallback.tcl
Wireframe.tcl

[Feyv-Eascape Exit

Key-T Save SceneGraph to file

Mou=ze Trackball

Running on Windows MT 6.1 with a ATI Radeon HD 5800 Series (05G 2.8.2, Tel/Tk8.5.8)

L

Billboard.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Geomety

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: OsgHelp tutorial Geometry |Z||E|[z|

Mormal HSaFe Debiug

DsgHelp

Demo scripks

Geometry Textured, bl

Hella'World. kel

\Shapes, bl

| SkatiskicsDisplay kel
ireframe.tcl

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

Geometry.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ GeometryTextued

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

4 TcI3D demo: OsgHelp tutorial GeometryTextured

Mormal || safe  Debug

DsgHelp

Demno scripks

aeomekry, bl
izeometry Textured. bl
ellotarld, kol
Shapes, kol
StatisticsDisplay , bel
ireframe.tcl

LHit

Save SoeneGraph to
Trackball

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

GeometryTextured.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ HelloWord

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: OsgHelp tutorial HelloWorld r:”i”i'

Mormal HSaFe Debiug

DsgHelp

Demo scripks

eometry kol
aeometry Textured, bl

shapes, kol
StatisticsDisplay  bel
Wireframe. kel

Hz=llo World

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

HelloWorld.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Lgt

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

& Tc13D demo: OsgHelp tutorial Light r:”i”i'

Mormal HSaFe Debiug

DsgHelp

Demno scripks

AntialiasedLines. b
Geometry, kel
Geometry Textured, bl
Helloworld. kol
hapes.tl
katisticsDisplay. tol
Wireframe. kol

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

Light.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 257 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  MultiTextures

Type: OsgHelp
Category: OpenSceneGraph

Root: Contents

Marmal § Safe Debug

OzgHelp

D'emo zcripts

A htialiazedlines. ol
Geometny.tol
Geometry T extured.tol
Hellotforld.tel
.L@hud
LI T extures bl
Shapes.t
StatishiczDizplay. tel
rafireframe. bl

Key-E=scape Exit

Key—T Save SceneGraph to file
Hous=e Trackball

Running on Windows NT 6.1 with 3 ATl Radeon HD 5800 Sene: (056 282, Tol/Tk 8.4.18)

b
MultiTextures.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.

Tcl3D demos at a glance Version 0.5.0, December 2010 Page 258 of 266
Copyright © 2005-2010 by Paul Obermeier. All rights reserved.




Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Shapes

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: OsgHelp tutorial Shapes r:”i”i'

Mormal HSaFe Debiug

DsgHelp

Demo scripks

eomekry kol
Geometry Textured, bl
Hello'World. kel

Shapes, ko
StatisticsDisplay ., bol
Wireframe. kel

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

Shapes.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ StafistiesDisply

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

& Tc13D demo: OsgHelp tutorial StatisticsDisplay |Z||E|rz|

Mormal HSaFe Debiug

DsgHelp

Demo scripks

eomekry kol
Geometry Textured, bl

direframe. bl

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

StatisticsDisplay.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ UpdateCalback

Type: OsgHelp
Category: OpenSceneGraph

Root: Contents

il Al x|

Nu:urmall Safe Debug

DzgHelp

Demo scripks

Antiahazedlines. tol
Geametn.tol
Geomety T extured.tol
Hellow orld. bl
Light.tel

RALINT extures. tel
Shapes. tol
StatisticeDizplan. tol

|| UpdateCallback. tcl
ireframe:. tel

Key-Ezcape Exit
Save SceneGraph to file
Trackball

Running onwindows MNT 6.1 with a ATI Radeon HD 5800 Senes [05G 2.8.2, Tcl/Tk 8.4.18]

b —

UpdateCallback.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo:  Wireframe

Type: OsgHelp
Category: OpenSceneGraph
Root: Contents

= Tc13D demo: OsgHelp tutorial Wireframe r:”i”i'

Mormal HSaFe Debiug

DsgHelp

Demo scripks

eomekry kol
Geometry Textured, bl
Hello'World. kel
shapes, kel
katiskicsDisplay kel
frame. bl

Running on Windows MT 5.1 with a GeForce Fr GoSa00fAGPISSEZ (005G 2,8.2, TolfTk 8.6b1.17

Wireframe.tcl

Original C++ code by Peter Wraae Marino and Michael Bach Jensen.
See www.osghelp.com for the original files.

Modified for Tcl3D by Paul Obermeier 2010/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Category:
Root:

OpenSceneGraph
Contents

Some of the OpenSceneGraph examples from Paul Martz's Quick Start Guide have been ported
to run with Tcl3D.

Book and original sources available at: http:/www.skew-matrix.com/OSGQSG/

Available demos

Callback

Picking
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http://www.skew-matrix.com/OSGQSG/

Tcl3D: Doing 3D with Tcl www.tcl3d.org

Type: QuickStartGuide
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: 0SG QuickStariGuide example Callback =13

M armal -Safe Debug
CluickStartGuide

Demo scripks

[Calback. tcl
Lighting.tcl
Ficking.bel

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

OpenSceneGraph Quick Start Guide
http://www.skew-matrix.com/0SGQSG

Callback Example, Using an update callback to modify the scene graph

Modified for Tcl3D by Paul Obermeier 2009/10/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ Lightng

Type: QuickStartGuide
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: 0OSG QuickStartGuide example Lighting :||E|[z|

M armal -Safe Debug
CluickStartGuide

Demo scripts
Calback.tz
Lighting.tcl
Ficking.bel

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

OpenSceneGraph Quick Start Guide
http://www.skew-matrix.com/0SGQSG

Lighting Example, Basic light and material control

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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Tcl3D: Doing 3D with Tcl www.tcl3d.org

Demo: ~ Picking

Type: QuickStartGuide
Category: OpenSceneGraph
Root: Contents

Tcl3D demo: 0OSG QuickStartGuide example Picking :||E|[z|

M armal -Safe Debug
CluickStartGuide

Demo scripks

Callback. bz
Lighting.tcl

Picking. bl

Funning on indows MT 5.1 with a GeForce B GoSE00MAGR/SSEZ (056G 2.8.2, Tel/Tk 8.4.16]

OpenSceneGraph Quick Start Guide
http://www.skew-matrix.com/0SGQSG

Picking Example, Using the osgUtil Intersection classes and osgGA NodeKit
Code derived from an OSG example. Original comment block follows.
C++ source file - (C) 2003 Robert Osfield, released under the OSGPL.

Simple example of use of osgViewer::GraphicsWindow + SimpleViewer
that provides the user with control over view position with basic picking.

Modified for Tcl3D by Paul Obermeier 2009/03/20.
See www.tcl3d.org for the Tcl3D extension.
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