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[0 One-Dimensional arrayl] D 0 0000 OO0

Bad: glVertex3fv(&data[i][j][K]);
Good: glVertex3fv(dataptr);

bbbttt oboopoouobouoboobod

0 d

glBegin(GL_POLYGON);
gINormal3fv(ptr);
glVertex3fv(ptr+4);
glNormal3fv(ptr+8);
glVertex3fv(ptr+12);
gINormal3fv(ptr+16);
glVertex3fv(ptr+20);
gIiNormal3fv(ptr+24);
glVertex3fv(ptr+28);

glEnd();

ptr += 32;
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O Adjacent structures1 0 0 0 0O O oooddoobogoooouooooon
Jodoouooooouoad

OFatstructures0 000000000000 0O0O0O0OOOOOOOOOOOOOOOOOOOO
Bad: glVertex3fv(object—>data—>vert);
Ok: glVertex3fv(dataptr—>vert);
Best: glVertex3fv(dataptr);
O Loop unrolling:gliVertex?fv()U 0O 0D 0D 000000 OOOOOOO0O
Bad:
for(1=0;i<4;i++){

glColord4ubv(poly_colorsii]);
glVertex3fv(poly vert ptr[i]);

Good:
glColor4ubv(poly_colors[0]);
glVertex3fv(poly vert_ptr[0]);

gICoIor'4ubv(poly_colors[S]);
glVertex3fv(poly vert ptr[3]);
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OLoopunroling:0 000000 OO0OODOOOOOOODOODOOOOODODODOOOOOODOO
Doo0ooooooooooogoogon)

Bad:
gINormalefv(*(ptr++)); glVertex3fv(*(ptr++));
000
glNormal3fv(ptr); ptr += 4;
glVertex3fv(ptr); ptr += 4;

Good:
gINormal3fv(*(ptr)); glVertex3fv(*(ptr+1));
gINormal3fv(*(ptr+2)); glVertex3fv(*(ptr+3));
000
gINormal3fv(ptr); glVertex3fv(ptr+4);
gINormal3fv(ptr+8); glVertex3fv(ptr+12);
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O Loop-bufferaccess 0 00 000OO0O0OOOOOOOOOOOOOOOOO
OO0o0o0oooooooooood
Bad:
gINormal3fv(normaldata);
glTexCoord2fv(texdata);
glVertex3fv(vertdata);

Good:
glNormal3fv(dataptr);
glTexCoord2fv(dataptr+4);
glVertex3fv(dataptr+8);

OLoopendcondisiond] 00 0000000000000 0O0O0O0D0O0O0O0O0O0O0OOOOOOO
ooooooouogogad

Bad:

for (i = O; i < (end—beginning)/size; i++) {...}
Better:

for (i = beginning; i < end; i+= size) {...}
Good:

for (i = total; i > 0; i——) {...}
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[0 Switch statements]l O O if-else-if D O O switchO O OO OO OOO O
ODivitsionnDOOOOODoDOoOOoO0oOoooooooooooooooood

[J Subroutine prototypingANSICO OO U000 O0OO0OO0OOOOO0OOOO0ooooooooon
oooooooon

void drawit(float *ptr, int count)

Oodoooobooouooouoooon

OO0000000000000
val = (float)*ptr;

O00D00000oo0oOo0o0ooooo
Int *ptr;
*(float *)ptr = float_val,;
float_val = *(float *)ptr;
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Ok:
glBegin(GL_TRIANGLE_STRIP);
glVertex3fv(v);
glVertex3fv(v+4);
glVertex3fv(v+8);
glEnd();

Better:
void (*vertex)(const GLfloat* v) = glVertex3fv;
glBegin(GL_TRIANGLE_STRIP);
(*vertex)(v);
(*vertex)(v+4); —— <
(*vertex)(v+8);
glENd();

2D Proord mamine Lor Humaas!




cCPUOOOOOOOO0ON

oo oddboodddnndidn

[0 Geometry display choi
Oooooond
Oooooond

[

oooon

-
Bad:
draw_object(float *data, int npolys, int smooth) {
int i;
for (i = npolys; i > 0; i—-) {
glGegin(GL_POLYGON);
if (smooth) glColor3fv(data);
glVertex3fv(data + 4);

gogoooogn

glEnd();

00
00
{ Flat routine J %ouraud routine}
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[0 Preprocessing verte
GL_TRIANGLE_FA

while(!done) switch(*data++) {

case BEGINSTRIP:
glBegin(GL_TRIANGLE_STRIP);
break;

case ENDSTRIP:
glEnd();
break;

case EXIT:
done = 1;
break;

default:
glNormal3fv(dataptr);
glVertex3fv(dataptr+4); dataptr += 8;
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glBegin(GL_TRIANGLE_STRIP);

for (i = num_verts; i >0; i——) {
gINormal3fv(dataptr);
glVertex3fv(dataptr + 4);
dataptr += 8;

forg:N;i>O;i——){/*Nx8 oOooooog ¥
eg

glBegin(GL_TRIANGLE_STRIP);
gINormal3fv(dataptr);
glVertex3fv(dataptr+4);
gINormal3fv(dataptr+8);
glVertex3fv(dataptr+12);

glEnd();
dataPtr += 80;
}
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#define LIT_SMOOTH_VERT(ptr, offset) \
{ gINormal3fv(ptr + offset); \
glVertex3fv(ptr + offset + 4); }

#define LIT_SMOOTH_MESH_LENGTH_8(dataptr) \
{
LIT_ SMOOTH_VERT(dataptr, 0); \
LIT_ SMOOTH_VERT (dataptr, 8); \

LIT_SMOOTH_VERT(dataptr, 72); \
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Geometry subsysternl [ [ 0O 0O 0O 0O 0O 0O O

Jobooodbnbd

OOpenGLO 00 DODOCO
0O0oO000O0OoOoOoOoO
000000000000
00000000 O0O0oOod
00000000 000O00O0
ORGBOOOOODOO
0 glLightModel() O GL_LIGHT _MODEL_LOCAL_VIEWER OGL FALSEO O 000 O O (default)
0 glLightModel() O GL_LIGHT_MODEL_TWO SIDE 0 GL _FALSEO O[O 00O O O (default)

OGL_NORMALIZE ODisablel OO OO OO0O0O0O0O0O000000O00O000O0O0O0OOOO0OO
gougoggg
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OglColorMaterial) D O D OO0 0O OOOdOdd
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[
[
[
[
[

[
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Jobodobobotoooooouobotooobouobouobooonon

ambientl diffuse

glColorMaterial(GL_FRONT_AND_BACK, GL_AMBIENT_AND_DIFFUSE):;
glEnable(GL_COLOR_MATERIAL):

/*ambient DOdiffuse 0O0O000000DOOO0%
glColor4f(red, gree, blue, alpha);
glBegin(GL_POLYGON);

glEnd();
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OglBegin()/gIEnd)0 000 0000000000000 O00D0OO0O0OOO0

000000 gBegin()/gIEnd()0 O O giMaterial() 1 0 00 0000000000000 0O00
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glAlphaFunc(GL_NOTEQUAL, 0.0

Joooobooobooooon

[]
0d
0d
0d
HEN

doooouoouoogon
otddaoooooooon

dobooogdaooogdn

otboouoooooooboooooooon

[ projection matrix [ giDepthRange(J O 0O O O 0O O O O
Ofogd ONO OO Ofogu DO OOOOOOOOOMO

O00d0d0dddodoododdfogd OFFO O OO

2D Proord mamine Lor Humaas!




alln

Raster subsysternl [] [ [J

[]
L]
[]
[
[]
[]
[]
[]
L]
L]
[]
[]
[]
[]
[]

OO0000000
ackface/Frontface]
Geometry subsytem
O000000

Joboodbob oo o i oo

Dooooogooon

[ flat—shading

[J gouraud—-shading
[1 depth buffering

[J alpha blending

[ texturing

OO000Odepthbuffering0 00 000OOOOOO alpha blending texturingO OO O O0O0O0O0O

or ‘l‘/ LA

~

2rd I ns

3) e




Raster subsysterdl U [0 0 0O 0O 0O O O O

[1 Depth—bufferingd U U UJ [0 0O 0O [

Joboddbobbodddoododnnd

L]
]
L]
L]
L]
L]
]
L]
]
L]
]
L]
]
L]
L]
L]
O]
]
L]
]
L]
U]
L]
]
L]
]
L]
L]
]
L]
]
L]
]
=
<
n

ub

oot bgoobobuooouooaao

O0O00O0oOnd
0000000 Geometry subsysternl Raster subsysterndl D 0 000000000

[
[
[

Joboodtbbnn

mr‘ﬂ'wu& s/

DEPTH_BUFFER_BIT)

000000000000
| GL

[]
T

00
R B

2D Proord mans




00000000000000

Joooodooododooddframe rateld O [
L] [

oo oouoooouoouoouoooon
otbootugbougodoboooooogd

godad

oo
OO0
oo
OO
oo
OO
oot
OO
I Y R
OO
OO
oo
OO
o O
[ R N R
o O
N I B
I R B I
(I I R I N

]
]
0O
0000 16.7msec!

oot no i

otooouoouooooooo bbbt dooodoooogg

D000 000000000000O0O0OooDoooooooooon
OgIXSwapBuffers)QU D 0000000000 OO

2D Proord mamine Lor Humaas!




oot oo

Joooobob oo

oot ooogbbuooobuoobuoooobod

Jooodtbodd

oot oouoboobouoogoouoonon

Jobooddoobond

oo gouoooouoogon

0000000000 0OgFnishQO OO0

otoootgoboobotoobgonbn

2D Proord mamine Lor Humaas!




1000000000000
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