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The rove and controlled component animation realization
of virtual greenhouse

Zhou Chunlin, Teng Guanghui
(Water Conservancy and Givil Engineering College, China Agricutural University , Beijing 100083, China)

Abstract It is recurred to the specialty and rule of true greenhouse by controlled component animation move and rove

o virtual greenhouse. The rove, controlled component animation and the construction of enclosurings of virtual green-
house are realized by using 3DS max,Open@. and Panoroma Technology in VC + + 6.0 MFC. The simulation result
showed that it is coincide with the truly greenhouse in micro-climate environment.
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® File/ New , , OpenG
) (D) , View ,
BasView , , CAr-
® Project/ setting , Link ray ,
Lib opengl32.lib  glu32.lib; :
OpenG- , glaux.lib CArray < gtruct POINT3D , struct POINT3D >

® BaseView

# include <gdl.h>

# include <glu.h>

# include <glaux.h>

®  Open@ WS_ CL IPCHILDREN]| WS.
CL IPSIBL INGS , BasView *
.cpp PreCreateWindow ()

cs style=WS_CL IPCHILDREN| WS_ CL IPSI-
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(Rendering Context)

® OpenGL ,
(Pixel Format) |,
, OnCreate()
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® , OnDestroy ()
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