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void ReadObjFile (pModel)

{
ch = fgetc(m FilePointer) ;

switch(ch)
{
case Vv :
FillInObjectInfo (pModel) ;
ReadVertexInfo() ;
break;
case ' f:
ReadFacelInfo() ;
break;
1

}
FillInObjectInfo (pModel) ;
}
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void ReadVertexInfo()
{ ch = fgetc(Pointer) ;
if(ch =="")
{
fscanf (Pointer, Vertex.x, Vertex.y, Vertex.z);
m pVertices. push back (vNewVertex) ;
}
else if(ch == t")
{
fscanf (Pointer, “%f %f”, TexCoord.x, TexCoord.y):
fgets(strLine, 100, m FilePointer);

m_pTextureCoords. push back (vNewTexCoord) ;

}
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Representing 3Dmax model by OpenGL

Jingyao Shen, Lili Yang, Feng Duan

(Nankai University, Tianjin, 300071)

Abstract: With the development of computer technology, many researchers focuses on the vitual reality
techniques. Regenerating complex 3D models in computers is the foundation of vitual reality. OpenGL
can link both vitual reality in computers and 3D models. Using OpenGL, the complex 3D models can be
regenerated in the vitural reality vividly. This paper discusses the advantages and disadvantages of both
OpenGL and 3Dmax. Taking their advantages, a method of regenerating 3Dmax models in OpenGL
was proposed. The results show that this method and regenerate the complex 3D models conveniently.
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