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OpenGL ES Application
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iPhone OS i

Application
Library
" Navigation-based OpenGL ES Tab Bar Application
Mac OS X Application Application

Application
Framework & Library

Application Plug-in -
System Plug-in

Other

Utility Application View-based Window-based
Application Application

OpenGL ES Application

This template provides a starting point for an application that uses an
OpenGL ES-based view. It provides a view into which you render your
OpenGL ES scene, and a timer to allow you to animate the view.
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OpenGL ES1 / ES2
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EAGLView.m

//The GL view is stored in the nib file. When it's
unarchived it's sent -initWithCoder:
— (id) initwithCoder: (NSCoderx)coder

{
if ((self = [super initWithCoder:coder]))

{
B L.

renderer = [[ES2Renderer alloc] init];
if (!renderer)

{

renderer = [[ES1Renderer alloc] init];
if (!'renderer)

{

[self releasel;
return nil;

}




EAGLView.m

#import "EAGLView.h"

#import "ES1Renderer.h"
#import "ES2Renderer.h"

@implementation EAGLView

@synthesize animating;
@dynamic animationFramelnterval;

. (BS) ..

— (id) initWithCoder: (NSCoderx)coder

{
.. (BS) ..
}

— (void) drawView: (id)sender

{
}

[renderer render];
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ESRender.h
@protocol ESRenderer <NSObject>

- (void) render;
— (BOOL) resizeFromLayer: (CAEAGLLayer )
layer;

@end

EAGLView.h

#import "ESRenderer.h"

@interface EAGLView : UIView
{
@private
id <ESRenderer>| renderer; d’% ) 7":_

BOOL animating;
BOOL displayLinkSupported;
NSInteger animationFramelnterval;
id displayLink;

NSTimer *xanimationTimer;




ES2Renderer.m

#import "ES2Renderer.h"

@interface ES2Renderer (PrivateMethods)

@implementation ES2Renderer

// Create an ES 2.0 context
- (id) init { }

— (void) render

// Replace the implementation of this method to do your own custom drawing

o (ZOMMBIEORBRRER

— (void) dealloc { ... }

@end
ES1Renderer.m % [AlfE&
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iPhone OS
Cocoa Touch Class

User Interface

Resource Objective-C class Objective-C test case UlViewController
Code Signing class subclass
m Mac OS X
Cocoa Class
Cand C++
User Interface
Resource
Interface Builder Kit
Other —
A7¥3> [ UiTableViewController subclass
"] With XIB for user interface
m UlViewController subclass
An Objective-C class which is a subclass of UlViewController, with an a
optional header file which includes the <UIKit/UIKit.h> header. B3
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accelerometer

xxxxxAppDelegate.h

#import <UIKit/UIKit.h>
@class EAGLView;

@interface accuracyTestAppDelegate :
NSObject <UIApplicationDelegate, UIAccelerometerDelegate> [{

UIWindow *xwindow;
\
} B0

EAGLView *glView;
@property (nonatomic, retain) IBOutlet UIWindow s*window;
@property (nonatomic, retain) IBOutlet EAGLView *glView;

@end




accelerometer

xxxxxAppDelegate.m

— (void) accelerometer: (UIAccelerometer x)accelerometer
didAccelerate: (UIAcceleration x)acceleration

{
acceleration.x, acceleration.y, acceleration.z
HMEZ S

— (void) applicationDidFinishLaunching: (UIApplication *x)application

{
// DEREETDRE

[UIAccelerometer sharedAccelerometer].updateInterval = 0.03;
[UIAccelerometer sharedAccelerometer].delegate = self;

[glView startAnimation];

}
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