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Abstract The paper introduces the embedded system, the OpenGL ES basic concept and OpenGL ES programming method based on WinCE
operating system. A terrain visualization system is designed, and the system is achieved by using OpenGL ES and Embedded Visual C++ 4.0(EVC).
The system is a 3D terrain visualization in embedded system. The system carries out modeling and the dynamic manifestation of terrain, and
simultaneously through the roaming function, the texture mapping and the cube sky-box realize the 3D terrain with reality.
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Windows XP
EVC SDK
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(1)Microsoft ActiveSync
(2)Embedded Visual C++ 4.0
(3)Embedded Visual C++ 4.0 Service Pack 4

(4)Microsoft Pocket PC 2003 SDK
(5)Windows Mobile 2003 second edition emulator images
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(6)OpenGL ES Implementation

Microsoft ActiveSync PC Windows Mobile
EVC++4.0
Windows Mobile EVC Service Pack 4
Microsoft WINCE Microsoft
Pocket PC 2003 SDK  PC WINCE

Windows Mobile 2003 second edition emulator images
for pocket PC
OpenGL ES Implementation

bin
1) \\Windows CE
Tools\wce420\POCKET PC 2003\( [sdk/)
(2)  /binf/include /sdk/include/
Armv4  sdk/include/ Emulator 2
(3) /bin/emu/debug/ libGLES_CM.dlI
/sdk/lib/femulator
(4) bin/arm/release libGLES_CM.dlI
/sdk/lib/Armv4
(5) /bin/emu/debug/ libGLES_CM.dII
/Windows
6) (4) debug
/bin/arm/release/ libGLES_CM_CM.dlI
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ES
1
(1)  (DEM)
@)
@)

—252—

(4)

®)

DEM
[ ]
LoD
]
— ]
— ]
1
3.3
LoD
2
¢ il mifctest § oF o 1700 €3
2
3.4

OpenGL ES

[41
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( )
OpenGL ES glTranslatef  glRotatef
( )
OpenGL ES
glLookAt

#define KEY_DOWN(vk_code)((GetAsyncKeyState(vk_code) &
0x8000) ? 1: 0)

float speed=0.2f;
1

if (KEY_DOWN(VK_SHIFT)) speed  =speed*4;
if (KEY_DOWN(VK_LEFT))  g_Angle-=speed*2;
if (KEY_DOWN(VK_RIGHT)) g_Angle+=speed*2;
rad_xz = float (3.13149* g_Angle/180.0f);
I* rad=ang*P1/180
rad ang g_Angle
*/
if (KEY_DOWN(VK_UP))
{ lo.z+=sin(rad_xz)*speed;
lo.x+=cos(rad_xz)*speed;
M
if (KEY_DOWN(VK_DOWN))
{ lo.z-=sin(rad_xz)*speed;
lo.x-=cos(rad_xz)*speed;
M
1
if (10.x<0) lo.x=0;
if (lo.x>MAXX) lo.x=MAXX;
if(10.z<0) l0.z=0;
if(10.z2>MAXZ) l0.z=MAXZ;
1
g_look[0] = float(lo.x + 20*cos(rad_xz));
g_look[2] = float(lo.z + 20*sin(rad_xz));
g_look[1] = lo.y;
ugluLookAtf(lo.x,l0.y,l0.z,g_look[0],g_look[1],g_look[2],0.0f,1.0
f,0.0f);
ugluLookAtf

OpenGL ES
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