
Appendix B

C++ Agents

1

2 #i f n d e f WGD SHADER

3 #de f i n e WGD SHADER

4

5 #i f d e f WIN32

6 #inc l u d e <windows . h>

7 #end i f

8 #inc l u d e <GL/ g l . h>

9 #inc l u d e <map>

10 #inc l u d e <cadence / do s t e / o i d . h>

11 #inc l u d e <cadence / d s t r i n g . h>

12 #inc l u d e <cadence / agent . h>

13 #inc l u d e <cadence / f i l e . h>

14 #inc l u d e <s t r i n g>

15 #inc l u d e <wgd/ i ndex . h>

16

17

18 namespace wgd {

19

20 c l a s s v e c t o r 3d ;

21 c l a s s Texture ;

22

23 /∗∗

24 ∗ Shader Resource . Th i s c o n t a i n s e v e r y t h i n g a shade r needs to run ,

25 ∗ you app l y the shade r to an o b j e c t the same way you would app l y a t e x t u r e

26 ∗ with b ind ( ) and unbind ( ) . The shade r r e p l a c e s normal t e x t u r e s so i f

27 ∗ you use a shader , you dont b ind t e x t u r e s d i r e c t l y to the o b j e c t .<br>

28 ∗ You must s p e c i f y both v e r t e x shade r and f ragment shade r source , as w e l l as

29 ∗ a l l the t e x t u r e s t ha t the shade r u s e s . <br>

30 ∗ Shader s t ha t need B ino rma l s and Tangents w i l l a u t oma t i c a l l y ge t the tangen t

31 ∗ i f a p p l i e d to models and p r im i t i v e s , bot you must c a l c u l a t e the b ino rma l

32 ∗ i n your v e r t e x shade r u s i n g : c r o s s ( g l Normal , t angen t ) ; <br>

33 ∗ The tangen t v a r y i n g v a r i a b l e must be named ” tangen t ” f o r i t to work.<br>
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34 ∗ I f a shade r program f a i l s to compi le , o r w i l l not run on your machine

35 ∗ no th i ng w i l l happen when you t r y to b ind i t .

36 ∗ <br/><br/>

37 ∗

38 ∗/

39 c l a s s RESIMPORT Shader : pub l i c cadence : : Agent {

40

41 pub l i c :

42

43 OBJECT( Agent , Shader ) ;

44

45 Shader ( ) ;

46 Shader ( const cadence : : do s t e : : OID &);

47 Shader ( cadence : : F i l e &ve r t , cadence : : F i l e &f r a g ) ;

48 Shader ( const char∗ v e r t f i l e , const char∗ f r a g f i l e ) ;

49 ˜ Shader ( ) ;

50

51 PROPERTY WF( cadence : : F i l e , v e r t , i x : : v e r t ) ;

52 PROPERTY RF( cadence : : F i l e , v e r t , i x : : v e r t ) ;

53

54 PROPERTY WF( cadence : : F i l e , f r ag , i x : : f r a g ) ;

55 PROPERTY RF( cadence : : F i l e , f r ag , i x : : f r a g ) ;

56

57 PROPERTY WF( bool , debug , i x : : debug ) ;

58 PROPERTY RF( bool , debug , i x : : debug ) ;

59

60 boo l make ( const char ∗ve r t , const char ∗ f r a g ) ;

61 boo l l o ad ( ) ;

62

63 vo id b ind ( ) ;

64 vo id unbind ( ) ;

65

66 s t a t i c Shader ∗ c u r r e n t ( ) ;

67

68 s t a t i c vo id c u r r e n t ( Shader ∗sh ) ;

69

70 boo l t angen t s (){ r e t u r n m tangents ; } ;

71

72 vo id s e t V a r i a b l e ( const char ∗name , f l o a t v1 ) ;

73 vo id s e t V a r i a b l e ( const char ∗name , f l o a t v1 , f l o a t v2 ) ;

74 vo id s e t V a r i a b l e ( const char ∗name , f l o a t v1 , f l o a t v2 , f l o a t v3 ) ;

75 vo id s e t V a r i a b l e ( const char ∗name , f l o a t v1 , f l o a t v2 , f l o a t v3 , f l o a t v4 ) ;

76 vo id s e t V a r i a b l e ( const char ∗name , const wgd : : v e c t o r 3d &vec3 ) ;

77 vo id s e t V a r i a b l e ( const char ∗name , i n t v1 ) ;

78 vo id s e t V a r i a b l e ( const char ∗name , i n t s i z e , i n t∗ data ) ;

79 vo id s e t V a r i a b l e ( const char ∗name , i n t s i z e , f l o a t∗ data ) ;

80

81 vo id e n a b l eA t t r i bA r r a y ( const char ∗name ) ;

82 vo id a t t r i b P o i n t e r ( const char ∗name , GLint s i z e , GLenum type ,

83 GLboolean no rma l i s ed , GL s i z e i s t r i d e , const vo id ∗ p o i n t e r ) ;

84 vo id d i s a b l e A t t r i b A r r a y ( const char ∗name ) ;

85

86 s t a t i c vo id enab l ed ( boo l ) ;

87 s t a t i c boo l enab l ed ( ) ;

88
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89 BEGIN EVENTS( Agent ) ;

90 EVENT( e v t r e l o a d , (∗ t h i s ) ( ” r e l o a d ” ) ) ;

91 END EVENTS ;

92

93 p r i v a t e :

94

95 s t a t i c vo id i n i t i a l i s e ( ) ;

96 s t a t i c boo l s a v a i l a b l e ;

97 s t a t i c Shader ∗ s c u r r e n t ;

98

99 GLint addVa r i a b l e ( const char ∗name ) ;

100

101 boo l l o adShade r ( ) ;

102 char ∗ r e a d F i l e ( cadence : : F i l e ∗ ) ;

103 i n t l o g I n f o ( GLuint s , const char ∗name ) ;

104

105 GLuint m ve r t exShade r ;

106 GLuint m fragmentShader ;

107 GLuint m program ;

108

109 boo l m ready ;

110 boo l m loaded ;

111

112 boo l m tangents ;

113

114 GLint g e t Lo c a t i o n ( const char ∗name ) ;

115

116 c l a s s ShaderVar{

117 pub l i c :

118 ShaderVar ( i n t t , GLint l o c ) : t ype ( t ) , l o c a t i o n ( l o c ){} ;

119 i n t t ype ; //1=uni form , 2=a t t r i b u t e

120 GLint l o c a t i o n ;

121 } ;

122

123 ShaderVar ∗getVar ( const char ∗name ) ;

124 cadence : : do s t e : : OID m vars ;

125

126

127 } ;

128 } ;

129

130 #end i f

Listing B.1: shader.h
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