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=2 Moinho de vento (M.Préspero)

de vento (M.Préspero)

Num programa em JOGL, é necessario executar o método display() em ciclo, tendo-se o
cuidado de ir alterando o valor de cada parametro da animacao:

glRotated(alfa, 0.0, 0.0, 1.0);

alfa += 1.0; // valor para a proxima chamada de display()
if (alfa > 360.0) alfa -= 360.0;
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ANINIATION I JOGL

com.sun.opengl.util. Animator

T I

com.sun.opengl.util. FPSAnimator l

T

e

An Ani myator' (or FPSAnimato r'j can be attached to one or more GLAutoDrawables
to drive their display () methods in a loop.

Frames Per Second, if
supported by the hardware

final FPSAnimator animator = new FPSAnimator(canvas, 60);
animator.start(); // Start executing display() in a loop

animator.stop(Q); // Stop animation
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DOUBLE BUFFERING
( Frame Buffer duplo, usado em animacao )

Instant t:

FRAME BUFFER 1
Writing frame i+1 / Visualizing frame i

FRAME BUFFER 2 /

Instant t+17 :

FRAME BUFFER 1
Writing frame i+2 \Visualizing frame i+1

\ FRAME BUFFER 2

Default in JOGL: Double Buffer “on”
setSwapInterval (1) causes the wait for the next vertical refresh until swapping buffers
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