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// OPENGL®D [F5HIEHE /!l ER beginShape(QUADS);

// size(g&, &&, OPENGL); beginShape(QUAD_STRIP); /] =

/] PADEEETVRFAIEL fill (ZFFEEFT) ; fill(#4444ff);

/! TOAFxlEsetupODHT float z = 0.701;

void house() // roof = loadlmage("'roof.jpg"); vertex(-0.8, -0.7, z);

{ /] ELTERAIAATEL vertex(-0.8, -0.3, 2);
/l B texture(roof); vertex(-0.4, -0.3, 2);
pushMatrix(); textureMode(NORMALIZED); vertex(-0.4, -0.7, z);
translate(0, -0.5, 0); vertex(-1.1, -0.8, 0.9, 0, 1); vertex(-0.2, -0.7, z);
fill(#ffffaa); vertex(1.1, -0.8, 0.9, 1, 1); vertex(-0.2, -0.3, 2);
box(2, 1, 1.4); vertex(-1.1, -1.7, 0, 0O, 0); vertex(0.2, -0.3, 2);
popMatrix(); vertex(1.1, -1.7, 0, 1, 0); vertex(0.2, -0.7, 2);
/l ERRDT vertex(-1.1, -0.8, -0.9, 0, 1); /l &7
beginShape(TRIANGLES); vertex(1.1, -0.8, -0.9, 1, 1); fill(#883333);
vertex(1, -1, 0.7); endShape(); vertex(0.4, -0.8, 2);
vertex(1, -1.7, 0); // 1E3E vertex(0.4, -0.1, 2);
vertex(1, -1, -0.7); fill(#880000); vertex(0.8, -0.1, z2);
vertex(-1, -1, 0.7); pushMatrix(); vertex(0.8, -0.8, 2);
vertex(-1, -1.7, 0); translate(-0.5, -1.4, -0.5); endShape();
vertex(-1, -1, -0.7); box(0.2, 1, 0.2); ¥

endShape(); popMatrix(); 3
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Art of lllusion
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http://www.artofillusion.org
" OBIKZRAEEZTHE
— Processing C#FI A&k
0O AR —JLEETT
m aoi/\—o3av.zip
BT T LI ICERH
ArtOflllusion.jar 57 I)LY
)y LTEST
o WindowsHA> A5
m Ver 2.4 A—S&HY
ArtOflllusion24-Windows.exe
o ELADSE (BAE
= http://ei-www.hyogo-
dai.ac.jp/—masahiko/aoi/i
ndex.html
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m http://hwpbc.gateOl.com/

junk/
n EUBHRAT HENHM?
O 3DAce

m http://hp.vector.co.jp/aut
hors/VA017881/

n ZLDIT7AIVERZIRZS
O ARtvaA7FLE

m http://www.metaseq.net/
metaseq/

O Blender
m http://www.blender3d.org
m http://blender.jp

3DETILT—A
o 3D CHATA

m http://www.3dchaya.com
o WRE (TORFYIEAELY)
O MultiMedia help
= http://www.multimedia
help3d.8m.com
» BRA&KGE (RFAEYAL?)
o Zhfth

m http://homepagel.nifty.co
m/hakka/edo/memo/fdata
html

m http://www.3dcafe.com
w [BDETIL T)—1/RETHRE
" OB A~DEMANE
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ETILT—E3DHEMAAH
o OBJ Loader
= processing D LRI ARE
m OB DIDETILEHRAAH
(dataZ# LA IZANTEL)

m http://users.design.ucla.e
du/—tatsuyas/tools/objloa
der/index.htm

o #Aora—k
= objloader_ /\—3>.Zip

= ER(#RE)L, objeloader7+
JLA ZProcessing& M > Ak—
JLLT=24ILZ DT Dlibraries
JAIILAIZaE—
o JOJSLBEE
m import saito.objloader.™;

ETILT—E2DHEE
o OBJModel®!
" Y, TRXHAOERZTHAE
= OBJModel m =
new OBJModel(this)

o m.load("774JL4.obj")
n T—RITFAILDFEH A
O m.drawMode({#EE—F)
" HEE—FOHRTE
= TRIANGLES 5 POLYGON

O m.enableTexture(),
m.disableTexture()

B TORFYDAEMILEEMNL
o m.draw()
 ETILORE 6
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/! #{%: &7 )L T—4 (beethoven.obj,
// beethoven.mtl, beethovenl.jpg
/! D3D2DT7AIL)ES I E—RL,

// Sketch — Add File... TE&LTHL

import saito.objloader.™;
OBJModel model;

void setup()

{
size(400, 400, P3D);

model = new OBJModel(this);
model.load("beethoven.obj");

}

void draw()

{
background(0, 0, 100);

lights();

pushMatrix();
translate(width*0.3, height/2, 0);
rotateX(radians(200));
rotateY(radians(frameCount));
scale(150);

noStroke();
model.enableTexture();
model.drawMode(TRIANGLES);
model.draw();

popMatrix();

pushMatrix();
translate(width*0.7, height/2, 0);
rotateX(radians(200));
rotateY(radians(frameCount));
scale(150);

stroke (#ffffff) ;
model.drawMode(LINES);
model.draw();

popMatrix();
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HEX DR HARZEDRT
O JAVEDOERK 0 BE{ETERT

w BRIV I7AIVEEE R » PFontld B ARZEIZIEX G

= Tools — Create Font... " XFIOEBRITAIVERAE
o PFont#! o OS5 LTHDEBREER

n JAVNERTEHE n RR—TDEHERES

o loadFont(" A2 cTJ7AILEA")
m JHUEDERAIAH

= f5l) PFont font = loadFont void setup() { .
("CourierNew36.vIw"); img = makeTextimage("®L\3Z 8",

Plmage img;

30, 100, 20, color(255, 0, 0));

O textFont(F#4>k, 4 X) }
s {HEDIAVEDERTE 6 drenl)
. void draw
o text(3XLF4, X, y) background(0);
m XFF)(String®!) D 1aiE image(img, frameCount%width, 100);

m Examples — Typography ¥ 8




2006 H. SHIOZAWA http://vilab.org

12.8 BARZEDER{ERR (&)

import java.awt.™;
import java.awt.image.™;
import java.awt.font.™;

/] 518F, XFF, Y4 X, ERDOIE BEBDES, XFDE
Plmage makeTextlmage(String str, int point, int w, int h, color fg) {
Bufferedlmage bi = new Bufferedlmage(w, h,
Bufferedimage.TYPE_4BYTE_ABGR);
Graphics gc = bi.getGraphics();
gc.setColor(new Color(0, 0O, 0, 0));
gc.fillRect(O, O, bi.getwidth(), bi.getHeight());
gc.setColor(new Color(fg));
Font fnt = new Font("SansSerif", Font.PLAIN | Font.BOLD, point);
gc.setFont(fnt);
gc.drawString(str, O, bi.getHeight());
gc.dispose();
return new Plmage(bi);
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