class Class Model/

Light source data

Point source data

mSourcesRepereCamera: vector
mSourcesRepereMonde: vector

+ + + + + +

ApplyCameraCoordinates(): int
ClearModelView(): int

Clea

rProjection(): int

LookAt(): int
SetProjection(): int
UpdateAspect(): int

AddSource(): bool
Applylntensity(): void
ApplyPosition(): void
Disable(): void
getSourcesByRepere(): vector

-mSpecularintensity: float[]
mDiffuselntensity: float[]
mLightld: int
mLightPosition: float[]

getDiffuselntensity(): float
getLightPosition(): float
getSpecularintensity(): float

MainApplication E

Geometric Transform
«void» Rendering global routine
+ ApplyPerspectiveProjection(): int ] -
+ Rotate(): int - ApplqutenglO. "°"?'_ o _
+ Scale(): int + A.ppIyPom.tL|g'htPo§|t|o.n(). void )
+ Trangate(): int + DlsabIePomtlqur_]t(). void
+ ViewPort(): int N Dr.awMo.deI(). 2 +
+ Init(): void +
+ InitView(): void +
+
+
Camera
- mAngleOuvertureY: double del
- mAspect: double Modele <>
- mPointVison: adouble[] - hauteurint
- mPosition: doublel] - largeur: int
- mVecteurVertical: double[]
- mz_eloigne: double «voidy»
- mZ_proche: double + Redimensionnement(): int
) + Update(): void
«void»

Display manager Materiel

mWindowChanged: bool - mAmbient: float[]

+

- mbDiffuse: float[]
«void» - mShininess: float
Affichage(): int - mSpecular: float[]
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Mouse Data

- leftButtonPressed: bool

- middleButtonPressed: bool
- mousex: int

- mousey: int

- vitesse: float




