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Uus>,> «(Translation) Jlaol 51 ai,le 35,8 s plul Jaolos Guyilo SoS @ lowws @ aS (oW
SU s bol weslsyy pudles> WMuas ol Sl plaS L 2,0 @ aslsl ;> (Scaling) wlso 9 (Rotation)
S Jed | Jaoles uyile bosi> wb s ool Jlecel 51 18 ool aswls

(Jlasl) Translation
OpenGL > .ad> &S,> )50 wukdgo U wusdgo Sy 5l | adasi & algicsw o Jlail SoS a
tcwl 000d Wi L5 Wi A aS 3,8 sw plxl glTranslate [giws alws 4 Joc ol

Sub glTranslatef(x As GLfloat, y As GLfloat, z As GLfloat)

9
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Sub gluPerspective (fovy As GLdouble, aspect As GLdouble, zNear As GLdouble, zFar As
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Dim Stack (10) AS String
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Dim N as Integer
N =10
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Function Pop() As String
If Top_S = 0 Then
MsgBox "Stack is empty", vbCritical, "Error"
Exit Function
Else
Top_S=Top_S-1
Pop = Stack(Top_S)
End If
End Function
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Sub Push(Item As String)
If Top_S = N Then
MsgBox "Stack is full", vbCritical, "Error"
Exit Sub
Else
Stack(Top_S) = Item
Top_ S=Top_ S+1
End If
End Sub
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glBegin bmTriangles

glVertex2f -.5,0

glvertex2f .5,0

glVertex2f 0,.5
glEnd
IF glGetError <> glerrNoError then

Msgbox “Error”

Exit Sub
End IF

VBOGL ailw s
lgicso lowis (ous,S pMel 5 Jgl ouwd 5> aS aigSilod 9) wuwl JS5 @ o3V s alls
G ulS awlgicso Guizod oo ccowl 39>90 (gl Syuw 1) Jgl o)locis 0 0od @y aluliS

1S @b,y 5 slewlw 5l 1, VBOGL
WWW.ps-ware.net
www.nehe.gamedev.net
http://www.sourceforge.net

5 algi s Suus Jlgiug U g OpenGL 5,50 5> JSwio b Jlgw cu'9§)@ L v azlgo wygo >
Aol gwled 5y oo b oy Jeoul b
Email: pswin@ps-ware.net




|(|OPENGL PROGRAMMING IN VISUAL BASIC 6 (PART 2

6 Suwuw Jlgug o OpenGL sawwgiaol v
(ﬂgb W&S)

S,igasolS SIS 9 Csuugidoliyy tSuAiws
6 Saatrs Jl9309 5> OPeNGL (souuuzgiolin adol (silo 9 ijsol 0guis 1ADS w0 Lusivgy
VL« .]a_wg.uo :)4)[5 Cdo_w

P00l bgy bawgi 101 aups

(PS-Press) PS-Ware s;lxo wl,liwl ol Lawl
Axéo 33 10lxbo slas

1386 ;5 16 :)Lawol gl

www.PS-Ware.net

www.press.PS-Ware.net




