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OpenGL B FF ik ¥4 & JE % ( Open Graphic
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JF % ¥ B 7 £ (Open Graplnic Library, OpenGL)
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struct sample_MATERIAT,_Kelly {
Glfloat ambient[3]; //FfiEN
GLfloat diffuse[3]; //8i¢
GLfloat specular{3]; // &P
GLfloat emission[3]; // & 5%
GLfloat alpha; /I
GLfloat phExp; /I REERR
/7 RENEE
bs  //MREHIBE X
Static sample_MATERIAL_Kelly materials_Kelly [4]
T AT 8 DU 4 ER A B R
static short face_indicies_Kelly[ 2732][9] =
{{1,0,215 ,0,1,2 ,0,1,2 } -} 5 /7 JLAMTEEEE
static GLfloat vertices_Kelly [ 14381 [3] = {0. 00713914f, - 0.

int texture;

= {eeenn by 2/

000359519f,0. 4083285} -~} ; //TH A B
static GLfloat normals_ Kelly [ 1460][3] = { {0.939693f, 0. 34202f, —
2.85733e —006f} -} 5 //EEBBORE

static GLfloat textures_ Kelly [ 1014][2] =
110.805556F, 0.2} , o}y //B0BEHE
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GLint Gen3DObjectList_Kelly() // BRFIFEME XL

{ inti,j;

Glint Kelly = glGenLists( 1) ; //4 iR B RF|IERS|

int mcount =0, mindex =0;

glNewList( Kelly, GL_COMPILE) ;// {8 7= 3| 35 i) 81

glBegin (GL_TRIANGLES) ; /I = faJt: - 42
...... / /ﬁgg B‘Ji’éﬁﬂ

glEnd ();

glEndList( ) ;

return Kelly;
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glCallList( Gen3DObjectList_Kelly( )) ;
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System Analysis and Simulation of Omnidirectional Motor-wheelchair

JIANG Fang, GE Han-lin
( Lisoning Shihua University, Fushun 113001 ,P. R. China)
[Abstract] Through kinematic analysis, two drive wheel differential than can control motor- wheelchair make
arbitrary angle movement. For the basic factor, line and omnmidirection motion, according to performance
requirements, the control project is put forward solely and simulation results are demonstrated.

[ Key words]| motor-wheelchair model differential dompensation simulation
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Application of OpenGL Technology in Drilling Simulation
WANG Wu-li, WANG Yan-jiang, YANG Hua,GAO Wei,CHEN Zhen

(College of Info. & Control Eng. , China Univ. of Petroleum, Dongying 257061 ,P. R. China)
[ Abstract] To show students the drilling operation process without contacting the real drilling devices, the 3D
scene simulation system on drilling based on OpenGL is developed. To realize dynamic simulation of 3D drilling
scene, the complicated drilling equipment model is constructed with 3DS MAX, called in OpenGL platform under
the form of a list, and controlled to move smoothly in scene using double-buffering technology. This system could
reproduce normal drilling, trip out and trip in, shackle, onslip, esc.
[Key words] 3D animation design program OpenGL drilling simulation 3D scene



