10 // RJ hT—4

11 struct Vector

12 {

13 float x, vy, z;

14 }

15

16 )

17/ hT7—T—4

18 struct Color

19 {

20 float r, g, b;

21}

22

23 ) )

24 /) BIRT — 2 Of (K7 v 7 Z A TEHEEH LRV

25 struct SampleGeometry

26

27 int num_vertices; // THRZK

28 Vector * vertices; // TERERERES)] [num_vertices]
29 Vector * normals; /) EREARZ SV [num_vertices]
30 Color %  colors; // #1Z7—HiF [num_vertices]
31

32 int num_triangles; // — ik

33 ) int * triangles; [/ A OTERFESES] [num_triangles*3]
34}

35

36 )

37 /) =7 VT AT —% MUERH)

38 struct Mtl

39 {

40 char * name; /=T VT N4

41

42 Color kd; /) FEEEH (&0 &2 TIEEH Y% glColor3f () THEAT %)
43

44 char * texture_name; // T AFY@EBDOT 7 A V4
45

46

47 )

48 // ®frART — % (0bjfE=UH)

obj.h
//

#ifndef
#idefine

_OBJ_H_
_OBJ_H_

/[ A Ca—2TTT7 4y AR .
Z EMTART — % (0bjIER) DFAIALEIE OV T VT 0 7T A

O 00 ~1 O U Lo DD
S~

s{truct Obj

int num_vertices; //
Vector *  vertices; //
int num_normals;
Vector * normals; //
int num_tex_coords;
Vector *  tex_coords; //
int num_triangles; //
int * tri_v_no; //
int * tri_vn_no; //
int * tri_vt_no; //
Mtl * tri_material; //
int num_materials; //
Mtl sk materials; //

// Obj 7 7 A INDF AL

Ly
s

%'\Fféﬂl—fﬁﬂﬁﬂ [num_vertices]
R R VECH] [num_normals]

T 7 AF ¢ EAERCS [num_tex_coords]

VAT

= A1 O TR O TH REEER 5% [num_triangles*3]

A O TEROVERRAR 7 M VESES] [num_triangles*3]
ZAEOFTRDT 7 AT v FEER S ES [num_triangles*3]
= OFEM [num_triangles]

~7 U T
~7 U 7Ol [num_materials]

Obj * LoadObj( const char * filename );

/] Mt17 7 A )V DFEAIA I

void LoadMtl ( const char * filename, Obj * obj );

/| ATV NORT =Y T (Ar—Y » THOFLOGS ZIRT)
float ScaleObj( Obj * obj, float max_size );

// ObjigdRT — & Ol
void RenderObj( Obj * obj );

#endif // _OBJ_H_



