~ INDEX

A

absolute group definition  7:13, 15
active camera 3:12; 9:9-10; 10:26
alternate object  3:16; 11:1, 10; 12:6; 14:5-6, 14-17, 20
alternate representations  14:1-3, 13, 24
ambient 1:3; 2:4; 3:5,9; 6:1, 11-13, 15, 21; 9:11-13
ambient color 2:4; 6:12-13
ambient light  3:9; 6:13, 15, 21; 9:11-13
analytic objects  6:8
@W\ aperture, pick  3:14-11;12:1,7, 10
applications, interactive 1:2
aspect ratio  10:7
asynchronous input  13:2
attribute, pick ID  12:12
primitive  2:2; 4:2; 6:1-5, 12, 20; 8:7; 9:2-21, 18-19; 10:3, 16;
12:2-3, 19
attribute stacking 4:13, 17; 6:1, 3; 8:1; 9:19
attributes  1:2; 2:2-3, 5-6, 8; 3:2-3, 5, 7; 4:9-11, 13-15, 27; 5:2, 8§,
26; 6:1-3, 7, 12, 15, 20; 7:3-21, 16; 8:1-2, 7, 9:1-3, 9, 11, 19;
10:24, 16, 26; 11:1-2, 5; 12:2-3, 19; 13:2
camera 3:9
default values 2:5
geometric transformation  3:10
global rendering  9:1, 11,19
intensity  6:12
light 3:8
primitive  2:8; 3:3, 5; 4:13; 5:2, 26; 6:2-3, 7, 15, 20; 7:16; 8:2, 7;
9:19
studio object 3:8
text 3:7
texture 3:8
autosizing  10:7
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B

backface culling  5:9, 26; 6:15; 12:4, 19
background color  3:12;10:4, 10, 26

base primitives 14:1-3, 20, 24

bit compression  3:14-27; 10:20-23, 26
boundary, view 3:12;10:4,7, 10, 26

bounding volumes 2:2;11:1, 10; 12:1, 4, 6-7, 19

C

callback function example 11:3
callback objects  3:11-5; 11:1; 12:17; 13:4
callbacks 11:2;12:1-3,17
pick 11:3; 12:1, 17
camera, active  3:12; 9:9-10; 10:26
camera attribute objects  9:2-3,5
camera attributes 3:9
camera coordinates  9:1, 10
camera position  2:9; 9:10
camera projection coordinates  9:10
camera projection matrix  9:1,3,5, 19
camera type 2:9
cameras 1:3; 2:1, 8, 10; 3:3, 8; 7:1-9, 11, 16; 9:1-3, 5-6, 8-11, 19;
10:2-3, 8, 26 ‘
class identifiers 14:1
clear flag  3:12;10:4, 10, 26
clipping 9:1-7, 3-4; 10:1, 6
color, ambient 2:4; 6:12-13
background 3:12; 10:4, 10, 26
diffuse 2:4, 6; 3:5; 4:13; 5:26; 6:5-7, 12-13, 20
filter 6:14-15
light 9:1
color model 2:3; 5:3-6, 23; 6:14
color models 5:1
specular 2:4; 3:7; 6:13-5, 15
transparent 2:4; 6:21
colored vertices 2:5
colors, vertex 5:3,5-6,23
component switches  6:12
components, surface lighting  6:11-13, 21
compression, bit  3:14-27; 10:20-23, 26
computing bounding volumes 12:1, 19; 2:2
constants 2:12
conventions, function naming  3:1
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naming 3:1; 14:1, 10
coordinate system origin  7:12
coordinates, camera 9:1, 10
camera projection  9:10
device 10:1, 6, 8, 27; 12:7
local 7:2,16;9:10; 12:12
modeling  5:4, 26; 7:1-2, 16; 12:12
world 7:16; 9:2,10; 12:12
count, reference 4:3,26-27
creating objects and groups = 4:14
creation routine  4:27-24; 14:4-5, 8, 10, 13, 20-21, 23
CIM 79
culling, backface 5:9, 26; 6:15; 12:4, 19
current transformation matrix  6:5; 7:1-2, 6, 16

D

data, private  3:16; 5:21, 27; 14:4, 6-7, 10-11, 13-17, 20, 24
DCBOTF 12:11
DcBottomFirst 12:11
DCCNCV 515
DCCNSH 5:5; 6:8
DCCNVX 5:15
DCCOMP 10:21
DcComplex  5:15
DcComponent  10:21
DcConcave 5:15
DcConstantShade  5:5; 6:8
DcConvex 5:15
DCCPLX 5:15
DCHACC 12:17
DcHitAccept 12:17
DcHitOverwrite 12:17
DcHitReject 12:17
DCHOVW 12:17
DCHRE] 12:17

DCL 5:4-5,10

DCLC 5:4-6

DCLN 5:4-5,11
DCLNC 5:4-6

DcLoc 5:4-5,10
DcLocClr 5:4-6
DcLocNrm  5:4-5, 11
DcLocNrmClr  5:4-6
DCMCBV 14:6, 14
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DCMDR 14:6, 10, 16

DCMDST 14:6,15
DcMethodCmpBndVolume  14:6, 14
DcMethodDestroy — 14:6, 15
DcMethodDynRender  14:6, 10, 16
DcMethodGlbrndIniObjs  14:6, 10, 16, 19
DcMethodPick 14:6,17
DcMethodPrint  14:6, 18
DcMethodStdRenderDisplay — 14:6, 19
DcMethodUpdStdAltObj  14:6, 18
DCMGIO 14:6,10,16

DCMPCK 14:6,17

DCMPRT 14:6,18

DCMSAO 14:6,18

DCMSRD 14:6,19

DCOUTL 6:8

DcOutline 6:8

DcPickAll 12:17

DcPickClosest 12:17

DcPickFirst 12:17

DCPKAL 12:17

DCPKCL 12:17

DCPKFR 12:17

DcPlainRoman  8:5

DCPNTS 6:8

DcPoints  6:8

DcProductionTime  2:13; 9:11; 12:4
DCPRTM  2:13; 9:11; 12:4
DcRange 10:21

DcRealTime 2:12; 6:16; 10:9; 12:4
DCRGB 5:4

DcRGB 54

DCRGB 6:14

DcRGB 6:14

DCRLTM 2:12; 6:16; 10:9; 12:4
DCRNG 10:21

DcScaleXSlot 13:4

DCSDAB 69

DCSDFX 69

DCSDRL 69

DCSFSH 5:5; 6:8, 15
DcSubDivAbsolute 6:9
DcSubDivFixed 6:9
DcSubDivRelative 6:9
DcSubDivSegments  6:9
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DCSURF 68,15

DcSurface 6:8, 15
DcSurfaceShade 5:5; 6:8, 15
DcTextHAlignCenter  8:4
DcTextPathDown 8:5

DCTHAC 84

DCTOPF 12:11

DcTopFirst 12:11

DCTPD 8:5

DCUALL 10:8; 12:4

DCUDIS 10:8; 12:4
DcUpdateAll  10:8; 12:4
DcUpdateDisplay  10:8; 12:4
DcVertexShade 5:5; 6:8
DCVXSH 5:5; 6:8

DCWIRE 5:8; 6:8, 15
DcWireframe 5:8; 6:8,11, 15
DdIngExtent  3:13; 10:2, 5
DdPickObjs  3:2-19, 13; 12:2, 7, 10-12, 18
DDPO 3:13-19; 12:2, 7, 10-12, 18
DDQE 3:13;10:2,5

DDSCE 3:13; 10:2

DDSDV  3:14;10:2,5,7
DdSetColorEntries  3:13; 10:2
DdSetFrame 3:14;10:2,5
DdSetPickAperture  3:14; 12:2
DdSetPickCallBack 3:14; 12:2
DdSetPickPathOrder 3:14; 12:2, 11, 19
DdSetShadeMode 3:14; 10:2, 21
DdSetShadeRanges  3:14; 10:2
DdSetViewport 3:14; 10:2, 5,7
DDSF 3:14;10:2,5

DDSPA  3:14;12:2

DDSPCB  3:14; 12:2

DDSPPO  3:14;12:2, 11,19
DDSSM  3:14; 10:2, 21

DDSSR  3:14; 10:2

DDU 2:12; 3:14; 4:7, 17, 27; 6:3; 10:2, 8; 12:2-3, 19
DdUpdate 2:12; 3:14; 4:7, 17, 27; 6:3; 10:2, 8; 12:2-3, 19
DEAC 3:15;14:1,8,10
DeAddClass 3:15;14:1, 8, 10
DECO 3:16-11; 14:1, 5, 10
DeCreateObject  3:16; 14:1, 5, 10
DeDeleteObject  3:16; 14:1, 15
DEDO 3:16; 14:1, 15
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DEDOD 3:16; 14:1,11, 15
DEEA 3:16-17;14:1,6,14,16
DeExecuteAlternate 14:1, 6, 14, 16-17
default value 2:5; 5:8; 6:3
default values for attributes  2:5
definition, absolute group  7:13, 15
definition group  2:11, 14; 3:12; 10:1, 3—4, 16, 26
definition groups  10:1, 3; 12:2, 19; 9:10
definition objects  10:1, 34, 8; 12:4

relative group  7:13-14, 17
DelnitializeObjPick  14:1, 17
DelngPickable 14:1
DelngRenderable 14:1, 16
DEIOP 14:1,17
DEQP 14:1
DEQR 14:1,16
DEROD 3:16-17; 14:1, 11, 14
device coordinates 10:1, 6, 8, 27; 12:7
device functions 3:13
device independence 1:2 ,
device viewport  3:13-14; 10:1, 5, 7, 27; 11:10; 12:6
devices 2:10; 3:2-12, 13, 15; 4:9, 27; 9:8, 10; 10:1-2, 4-5, 8, 20, 27;

12:3

DEWOD 3:16; 14:1, 11
DfInqViewGroup 3:13; 10:2, 5
DFQVG 3:13;10:2,5
DFU 3:13;4:7,17,27; 6:3; 10:2, 8; 12:2-3, 19
DfUpdate 3:13; 4.7, 17, 27; 6:3; 10:2, §; 12:2-3, 19
DgAddObj 2:6;3:12;4:2,7,13,19
DgAddObjToGroup 3:12; 4:2-3, 7, 19; 10:4
DGAO 2:6;3:12;4:2,7,19
DGAOG 3:12; 4:2-3,7,19; 10:4
DgClose 3:12;4:2,7
DGCS 3:12;4:2,7
DgingElePtr  3:12; 4:2, 20
DgInqObjAtPos  3:12; 4:2
DgIngSize 3:12; 4:2
DGO 3:12;4:2,7,20
DGQEP 3:12;4:2,20
DGQOP 3:12; 4:2
DGQS 3:12;4:2
DgReplaceObj 3:12; 4:2,7, 23
DgReplaceObjInGroup  3:12; 4:2-3, 25-26
DGRO 3:12;4:2,7,23
DGROG  3:12; 4:2-3,25-26
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DGSEP 3:12; 4:2, 20, 23

DGSEPL 3:12; 4:2, 20, 23

DgSetElePtr  3:12; 4:2, 20, 23

DgSetElePtrRelLabel  3:12; 4:2, 20, 23

diffuse 1:3;2:4, 6; 3:5; 4:13; 5:26; 6:1-14, 5-7, 11-13, 15, 20-21

diffuse color 2:4, 6; 3:5; 4:13; 5:26; 6:5-7, 12-13, 20

display group  2:11; 3:12; 10:1, 34, 16, 24, 26; 12:2, 6

display groups  9:10; 10:1, 3, 16; 12:2, 4, 19

display objects  4:2; 9:3; 10:1, 34, 8; 12:4

display representation  6:1, 8, 20-21; 12:3

divide, perspective 10:6, 8

DOAMBI 3:5;6:2,12

DoAmbientIntens 3:5; 6:2, 12

DoAmbientSwitch  3:5; 6:2, 13

DOAMBS 3:5;6:2,13

DoAnnoText 3:4; 5:2; 8:1-2

DOANNT 3:4; 5:2; 8:1-2

DoBoundingVol 3:5; 11:1, 10; 12:2, 5

DOBV 3:5;11:1, 10; 12:2,5

DoCallback 3:10; 11:1-2, 11; 13:1

DoCamera 3:8;9:1,3

DoCameraMatrix 3:11; 9:1, 3, 5, 19; 10:7

DOCB 3:10; 11:1-2, 11; 13:1

DOCM 3:8;9:1,3

DOCMX 3:11;9:1, 3,5, 19; 10:7

DOD 3:10;10:2, 5,7, 20

DoDevice 3:10;10:2,5,7,20

DODIFC 3:5; 5:6; 6:2, 4, 13, 20-21

DoDiffuseSwitch  3:5; 6:2, 12

DODIFS 3:5;6:2,12

DOES 3:5; 4:7, 26; 5:21; 7:12; 9:12-22; 10:23; 11:1; 14:3-4, 8-9, 15,
20

DoExecSet 3:5; 11:1; 14:5-2,9

DoFilter 3:5; 11:1, 5; 14:5

DOFL 3:5;11:1, 5; 14:5

DOFR 3:10-5;10:2, 4

DoFrame 3:10-5;10:2, 4

DoGlbRendMaxObjs  3:9; 9:1, 11

DoGIlbRendMaxSub  3:9; 9:1, 11

DoGlbRendRayLevel 3:9; 9:1, 11

DOGRMO 3:9;9:1, 11

DOGRMS 3:9;9:1,11

DoGroup 3:10; 4:2,7,13, 15

DOGRRL 3:9;9:1, 11

DoHiddenSurfSwitch  3:5; 12:2, 5
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DOHSS 3:5;12:2,5

DOILG 3:10; 4:2

DolnLineGroup  3:10; 4:2
DolnputSlot  3:10-5; 13:1, 4
DolnterpType 3:6; 5:5; 6:2, 8; 12:2
DOIS 3:10-5;13:1, 4

DOIT 3:6; 5:5; 6:2-3, 8; 12:2

DoLabel 3:11; 4:2

DOLAF 2:9;3:10; 7:1, 11; 9:2-12, 5
DOLI 3:9;9:1-2,12

DoLight 3:8;9:1, 11
DoLightAttenuation  3:8; 9:1, 14, 17
DoLightIntens  3:9; 9:1-2, 12-15, 17
DoLightSpreadAngles  3:9; 9:1, 15
DoLightSwitch  3:6; 6:2; 9:18
DoLightType 3:9;9:1-2, 11
DoLineList 3:4; 5:2-3,6, 8

DOLINL 3:4;5:2-3,6, 8

DOLL 3:11; 4:2

DoLookAtFrom 2:9; 3:10; 7:1, 11; 9:2-12, 5
DOLSE 3:9;9:1, 16

DOLT 3:8;9:1,11

DOLTA  3:8;9:1,14,17 ™
DOLTS 3:6; 6:2; 9:18 -
DOLTSA 3:9;9:1, 15

DOLTT 3:9; 9:1-2, 11

DOPAR 3:9; 9:1-3, 5; 10:7

DoParallel 3:9; 9:1-3, 5; 10:7

DOPER 3:9;9:1-3, 5; 10:7
DoPerspective  3:9; 9:1-3, 5; 10:7
DOPGN 3:4;5:2,4,11, 16,27
DOPGNM  3:4;5:2,11,26
DoPickSwitch  3:6; 11:1, 5; 12:2

DOPL 3:4;5:2,6,8

DOPM 3:4; 5:2

DOPMS  2:5; 3:4; 5:2

DoPolygon 3:4; 5:2, 4, 11, 16, 27; 6:3
DoPolygonMesh  3:4; 5:2, 11, 26
DoPolyline 3:4; 5:2,6, 8
DoPolymarker 3:4; 5:2

DoPopMatrix  2:9; 3:10; 4:25; 7:1, 9-10, 16; 9:9
DOPPMX  2:9; 3:10; 4:25; 7:1, 9, 16; 9:9
DoPrimSurf 2:5; 3:4; 5:2

DOPR]J 3:9;9:1, 3,5, 19; 10:7
DoProjection  3:9; 9:1, 3, 5, 19; 10:7
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DOPS 3:6;11:1, 5; 12:2

DOPUMX 2:9; 3:10; 4:25; 7:1, 9, 16; 9:9
DoPushMatrix 2:9; 3:10; 4:25; 7:1, 9, 16; 9:9
DOREPT 3:6; 6:1-2, 4, 8; 11:2; 12:2
DoRepType 3:6; 6:1-2, 4, 8, 15; 11:2; 12:2
DOROT 2:5; 3:10; 4:16; 7:1, 12
DoRotate 2:5; 3:10; 4:16; 7:1, 12

DOSC  2:5;3:10; 7:1

DoScale 2:5; 3:10; 7:1

DOSDS 3:7; 6:1-2, 4, 8; 12:3
DoShadowSwitch  3:6; 6:2; 9:19
DOSHAS 3:6; 6:2; 9:19
DoSimplePolygon  3:4; 5:2-3, 11, 14-16, 27
DoSimplePolygonMesh  3:4; 5:2, 11, 19
DOSPCC 3:7;6:2,13

DOSPCI  3:7;6:2,12,21

DOSPCS 3:7;6:2,16
DoSpecularColor  3:7; 6:2, 13
DoSpecularIntens  6:2, 12, 21
DoSpecularSwitch  3:7; 6:2, 16
DOSPGN  3:4; 5:2-3, 11, 14-16, 27
DOSPM  3:4;5:2,11,19, 26
DoSubDivSpec  3:7; 6:1-2, 4, 8-9; 12:3
DOTA 3:8;8:1,4

DOTC 3:7;6:2,14

DOTEF 3:8; 8:1

DoText 3:4;5:2;6:3;8:1,5
DoTextAlign  3:8; 8:1, 4
DoTextExpFactor  3:8; 8:1
DoTextFont 3:8; 8:1

DoTextHeight 3:8; 8:1

DoTextPath 3:8; 8:1

DoTextSpace 3:8; 8:1
DoTextUpVector  3:8; 8:1

DOTF 3:8; 8:1

DOTH 3:8; 8:1

DOTI 3:7;6:2,12

DOTOR 3:4; 5:2-3

DoTorus 3:4; 5:2-3; 14:20

DOTPA 3:8; 8:1

DoTranslate 2:5; 3:10; 7:1, 4, 12
DoTranspColor 3:7; 6:2, 14
DoTranspIntens  3:7; 6:2, 12
DoTranspSwitch  3:7; 6:2
DoTriangleList 3:4; 5:2-3, 8-9, 11

Doré Programmer’s Guide

Index-9



DoTriangleMesh  3:4; 5:2, 11-12, 26
DOTRIL 3:4;5:2-3, 8,11

DOTRIM 3:4;5:2,11,26

DOTSP 3:8; 8:1

DOTUV 3:8; 8:1

DOTXT 3:4;5:2;8:1,5

DoVarLineList 3:4; 5:2, 21
DoVarPointList 3:4; 5:2
DoVarSimplePolygonMesh  3:4; 5:2, 22
DoVarTriangleMesh  3:4; 5:2, 21-22
DoView 3:10-4; 10:2

DOVLNL 3:4; 5:2,21

DOVPTL 3:4;5:2,21

DOVSPM  3:4;5:2,22

DOVTRM 3:4;5:2, 21

DOVW  3:10-4; 10:2

DOXLT 2:5; 3:10; 7:1, 12
DpUpdVarLineList 3:11; 5:2, 22
DpUpdVarPointList 3:11; 5:2, 22
DpUpdVarSimplePolygonMesh  3:11; 5:2, 22
DpUpdVarTriangleMesh  3:11; 5:2, 22-23
DPUVLL 3:11;5:2,22

DPUVPL 3:11;5:2,22

DPUVSM 3:11; 5:2, 22

DPUVTM 3:11; 5:2, 22-23

DSCBV  3:14;12:2,5,19; 13:1; 14:6
DsCompBoundingVol  3:2, 14; 12:2, 5, 19; 13:1
DSEA 3:14;11:1, 3,12; 12:17

DSEO 3:14; 11:1-2, 11; 12:3, 19

DSER 3:14;11:1, 3, 12; 12:17
DsExecuteObj 11:1; 12:3; 3:14
DsExecutionAbort 3:14; 11:1, 3, 12; 12:17
DsExecutionReturn  3:14; 11:1, 3, 12; 12:17
DSHO 3:14; 4:2, 26; 13:1

DsHoldObj  3:14; 4:2, 26-27; 13:1
DsInputValue 3:15;13:1, 4

DsInqClassld  3:15; 4:2-3; 14:1, 5
DsInqValuatorGroup  3:15; 13:1
DSQVG  3:15; 13:1

DsReleaseObj  3:15; 4:2, 27; 13:1
DsSetErrorVars 3:15; 13:5

DSSEV  3:15; 13:5

DSUAV  3:15;13:2

DsUpdateAllViews  3:15; 13:2
DtColorModel 5:4
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DvIngDefinitionGroup  3:12; 10:2
DvIngDisplayGroup  3:12-3; 10:2

DVQDG 3:12; 10:2

DVQIG 3:12-3;10:2

DVSB 3:12;10:2, 10

DvSetBoundary 3:12; 10:2, 10

DvSetRendStyle 2:13; 3:12; 6:16; 9:11; 10:2, 9; 12:2
DvSetUpdateType 3:13-3; 10:2, 8; 12:2

DVSRS 2:13; 3:12; 6:16; 9:11; 10:2, 9; 12:2
DVSUT 3:13-3; 10:2, 8; 12:2

DVU 4:17,27; 6:3; 10:2, 8; 12:2-3, 19

DvUpdate 3:13; 4:7, 17, 27; 6:3; 10:2, 8; 12:2-3, 19

E

editing 3:11;4:1,7,9,19, 22,27
efficiency 5:9, 26; 10:8; 12:4, 19; 14:20, 24
element pointer  3:12; 4:5, 9, 19-20, 22-23, 26
elements, pick path  12:8, 11
environmental reflection 1:2-3
example, callback function 11:3
picking 12:12
executability set  3:2; 6:5; 11:1-2, 12
execution, immediate 12:2-3,19
immediate mode 2:13
exponent, light spread  9:17
extension functions 3:15
minimum bounding  11:10; 12:6-7

F

factor, specular  6:13

features, view 10:4,9, 26

field of view 9:4-5

filter color 6:14-15

filters 3:2; 6:5; 11:1, 5-6, 12

finish, matte 6:13

flag, clear  3:12;10:4, 10, 26

foreshortening  9:3; 10:8

frame functions 3:13

frames 2:10; 3:2-12, 15; 4:9, 27; 9:8, 10; 10:1-2, 4-5, 7-8, 10, 2
free 14:15 ‘
function naming conventions  3:1

functional groups  3:1-3

functions, device 3:13
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extension 3:15

frame 3:13

group 3:11

object creation  3:2; 4:2-3

primitive update  3:11

system 3:14

update 3:11; 4:6, 17, 27; 6:3; 12:3, 19
view 3:12

G

geometric normal  5:9-10, 15, 23, 26
geometric normals  5:1, 12, 23, 26; 12:4
geometric transformation  2:9; 3:3, 10; 4:2, 14; 6:2, 5; 7:14, 11, 16;
9:2,5,19
geometric transformation attributes  3:10
geometric transformation objects  4:2, 14; 6:5
geometric transformations  2:5; 5:2; 7:1-3, 5, 8, 16; 9:2, 19; 10:4, 16
global rendering attributes  9:1, 11, 19
grey scale 10:23, 26
group, definition  2:11, 14; 3:12; 10:1, 34, 16, 26
display 2:11; 3:12; 10:1, 34, 16, 24, 26; 12:2, 6
group functions  3:11
open 3:12;4:7-8,20
valuator 3:15-5;13:4
groups 2:6, 10; 3:1; 4:1-3, 5, 7, 9, 11-15, 17-18, 20, 22-23, 27; 6:3;
7:2; 8:1; 9:1,9-10; 10:1-5, 8, 16; 12:2, 4-5, 8, 19
creating objects  4:14
definition  9:10; 10:1, 3; 12:2, 19
display 9:10; 10:1, 3, 16; 12:2, 4, 19
functional 3:1-3
in-line 4:1, 18

H

handles, object  3:2; 4:1, 3,5, 8
hidden surfaces 12:1,5

highlights  1:2; 2:4; 6:13-14, 21; 12:7
hit list 12:10, 17, 19

hits 12:1,10-12,17-18

holding objects  4:27
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I

icosahedron 5:12
ID, pick 12:9,12
identifiers, class 14:1
immediate execution 12:2-3, 19
immediate mode execution 2:13
independence, device 1:2
infinity, light sourceat  9:11, 13
inheritance 4:15
initialization, rendering  9:10; 10:4; 12:2, 19
initialization routine 14:4-5, 7,9, 14, 24
in-line groups  4:1, 18
input, asynchronous  13:2
input slots  13:1,4-5
inside/out rule 5:1, 18,27
intensity attributes  6:12

light 9:1
interactive applications  1:2
interpolation type  3:6; 6:8, 15, 21; 10:26
invisibility  11:1, 5-6, 12; 14:16

J

justifying frames in viewports  10:7

L

labels 4:1,22
L-bracket primitive 14:4,7
Level, Subdivision 6:1
level, subdivision 6:1
Level, Subdivision 6:10
level, subdivision 6:10
Level, Subdivision 6:11
level, subdivision 6:11
light, ambient  3:9; 6:13, 15, 21; 9:11-13
light attributes  3:8
light color  9:1
light intensity  9:1
object’s response  2:4
light source at infinity  9:11, 13
light spread exponent  9:17
light type 9:1
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lights 1:3; 2:2, 8, 10; 3:3, 8; 7:1-9, 11, 16; 9:1-2, 6, 10-17, 19;
10:2-3, 8, 26
point  9:13-15,17
spot 9:14-17
line type  3:6; 5:8; 6:3
line width  5:8
list, hit 12:10,17,19
local coordinates 7:2, 16; 9:10; 12:12

M

malloc 14:15
mapping, range intensity = 3:14-27; 10:20-21, 24, 26
matrix, camera projection  9:1, 3,5, 19
current transformation 6:5; 7:1-2, 6, 16
matte finish  6:13
measures, rendering efficiency 12:4
mesh objects  5:1, 11, 26-27
metallic surface 6:13
methods  2:2; 4:2, 7, 27; 6:2-3; 10:20, 27; 12:1-3, 19; 14:4, 6-7, 10,
13-14, 17,19, 24
minimum bounding extension  11:10; 12:6-7
miscellaneous objects  3:10
model, color 2:3; 5:3-6, 23; 6:14
RGB color 2:3; 5:5-6
modeling coordinates  5:4, 26; 7:1-2, 16; 12:12
modeling space  7:1-2,13; 9:2
models, color 5:1

N

name sets  3:2; 6:5; 11:1, 5, 12

naming conventions 3:1; 14:1, 10

normal, geometric  5:9-10, 15, 23, 26
vertex 5:4,9,26

normals, geometric  12:4; 5:1, 12, 23, 26
vertex 5:1,3,5-6,12,23

numbers, real 2:4, 13-14; 12:11

(@)

object, alternate  3:16; 11:1, 10; 12:6; 14:5-6, 14-17, 20
object creation functions  3:2; 4:2-3
object handles 3:2;4:1, 3,5, 8
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objects  1:2; 2:2-3, 5-6, 8, 10-11, 13; 3:2-3, 5; 4:1-3, 5-9, 13-15,
17-18, 20, 22, 26; 5:1-2, 6, 8, 11, 22, 26; 6:1-5, 8-9, 12, 14-15, 20;
7:1-3, 11-12, 14, 16; 8:1, 7; 9:1-5, 10-13, 18-19; 10:1-4, 7-8, 16,
24, 26; 11:1-3 , 5-6, 10; 12:1-8, 10-13, 17; 13:4; 14:2-7, 14, 17,
19-21,24

analytic 6:8

callback 3:11-5;11:1; 12:17; 13:4

camera attribute 9:2-3,5

definition 10:1,3-4, 8; 12:4

display 4:2; 9:3; 10:1, 3—4, §; 12:4

geometric transformation  4:2, 14; 6:5

holding  4:27

mesh 5:1,11,26-27

miscellaneous  3:10

organizational 3:10

primitive  2:3, 5-6, 8, 10; 3:2-11, 5; 4:2-6, 5, 15; 5:1-2, 8, 11, 26;
6:3, 8, 12, 14-15, 20; 7:1-21, 3, 11-12, 16; 8:7; 9:2-3, 13, 18-19;
:0, xii; 10:2-4, 7, 16, 24, 26; 11:2, 5; 12:2,5,7,13, 19; 14:4, 7

primitive attribute  4:2; 6:1-2, 4, 20; 8:7; 9:2; 10:3, 16; 12:3

object’s response to light  2:4

objects, studio  2:8, 11; 3:2-3, §; 4:2; 7:1, 16; 9:1-2, 19; 10:4, 16, 26;
12:2,19

W studio attribute  9:1, 19; 10:16; 12:2
) open group  3:12; 4:7-8, 20

order, pick path  12:11

ordering geometric transformations  7:3

ordering transformations 7:8 '

organizational objects  3:10

origin, coordinate system 7:12

P

parallel  3:9; 8:2; 9:1, 3-6, 13, 19; 10:8; 12:12
path, pick  3:14; 12:1, 8-12, 17
perspective  2:9; 3:9; 9:1-6, 19; 10:6, 8
perspective divide 10:6, 8

pick aperture  3:14-11; 12:1, 7, 10
pick callbacks  11:3;12:1, 17

pickID  12:9,12

pick ID attribute = 12:12

pick path  3:14; 12:1, 8-12, 17

pick path elements  12:8, 11

pick path order 12:11

pickability  11:1, 5-6, 12; 12:7
pickability switch ~ 12:7
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picking  2:2; 3:6; 6:2; 11:3; 12:1-3, 7, 11-12, 19; 14:17
picking example  12:12
plastic surface  6:13
point lights  9:13-15, 17
pointer, element  3:12; 4:5, 9, 19-20, 22-23, 26
polygon, simple  3:4, 11; 5:14-16, 19, 21-22; 14:4, 10, 14, 20
position, camera  2:9; 9:10
preconcatenation  7:1
primitive attribute  2:2; 4:2; 6:1-5, 12, 20; 8:7; 9:2-21, 18-19; 10:3,
16; 12:2-3, 19
primitive attribute objects  4:2; 6:1-2, 4, 20; 8:7; 9:2; 10:3, 16; 12:3
primitive attributes  2:8; 3:3, 5; 4:13; 5:2, 26; 6:2-3, 7, 15, 20; 7:16;
8:2,7;9:19
L-bracket 14:4,7
primitive objects  2:3, 5-6, 8, 10; 3:2-11, 5; 4:2-6, 5, 15; 5:1-2, 8,
11, 26; 6:3, 8, 12, 14-15, 20; 7:1-21, 3, 11-12, 16; 8:7; 9:2-3, 13,
18-19; 10:2-4, 7, 16, 24, 26; 11:2, 5; 12:2, 5, 7,13, 19; 14:4, 7
primitive update functions  3:11
user-defined 3:2-24;14:1,5,7-8, 11, 13, 23
primitives  1:3; 2:2-3, 5, 8; 3:2; 4:7-5, 14; 5:1, 11, 21-23, 27; 6:2; 8:1,
7;14:0-3, 6, 9-10, 19-20, 22, 24
base 14:1-3,20,24
text 8:1,7
variable data 5:21-23, 27
printing  2:2; 6:2; 12:2
priorities of views  10:8
private data  3:16; 5:21, 27; 14:4, 6-7, 10-11, 13-17, 20, 24
pseudocolor  3:13-14; 10:1, 20, 22, 26

R

range intensity mapping  3:14-27; 10:20-21, 24, 26

ratio, aspect  10:7

ray tracer 1:2; 9:11

ray tracing  3:9; 6:9; 9:11, 19; 12:19

real numbers 2:4, 13-14; 12:11

reference count 4:3, 26-27

reflection, environmental 1:2-3

relative coordinate systems  7:1

relative group definition = 7:13-14, 17

rendering 1:2;14:3, 6, 13, 16; 2:2, 12; 3:12; 4:17; 5:15; 6:2-3, 13, 15;
9:1-16, 9-11, 18-19; 10:4-3, 9, 26; 11:2, 10, 12; 12:1-7, 19; 13:5;
14:3, 6, 13, 16

rendering efficiency measures  12:4

rendering initialization = 9:10; 10:4; 12:2, 19
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rendering style 3:12;10:4, 9, 26

representation, display  6:1, 8, 20-21; 12:3

representation type  2:6; 3:6; 4:5-6, 9; 5:8, 14; 6:1, 5, 7-8, 11, 15,

21;11:2

representations, alternate  14:1-3, 13, 24

RGB color model 2:3; 5:5-6

right-hand rule  5:1, 9-10, 15, 26

right-handed coordinate systems ~ 7:1-2

rotating 7:1,5, 8, 16

routine, creation  4:27-24; 14:4-5, 8, 10, 13, 20-21, 23
initialization 14:4-5,7,9, 14,24

rule, inside/out  5:1, 18, 27
right-hand 5:1,9-10, 15, 26

S

scale, grey  10:23, 26
scaling  2:6; 3:10; 5:8; 7:1-2, 8, 16; 13:4
set, executability = 3:2; 6:5; 11:1-2, 12
sets, name 3:2; 6:5; 11:1, 5, 12
shadows 1:2; 2:1; 3:6; 4:2; 6:16; 9:12-13, 18-19; 12:4-3,7
shearing 7:1, 16
simple polygon  3:4, 11; 5:14-16, 19, 21-22; 14:4, 10, 14, 20
slots, input  13:1,4-5
smoothflag  5:12, 19, 22-23
space, modeling  7:1-2, 13; 9:2
world 9:2
specular 1:2; 2:4; 3:7; 6:1-5, 11-15, 21
specular color  2:4; 3:7; 6:13-5, 15
specular factor  6:13
spot lights  9:14-17
stacking, attribute 4:13,17; 6:1, 3; 8:1; 9:19
studio attribute objects  9:1, 19; 10:16; 12:2
studio object attributes  3:8
studio objects  2:8, 11; 3:2-3, 8; 4:2; 7:1, 16; 9:1-2, 19; 10:4, 16, 26;
12:2,19
style, rendering  3:12; 10:4, 9, 26
subdivision 3:9; 6:1, 5, 7-11, 21; 9:11
Subdivision Level 6:1
subdivision level 6:1
Subdivision Level 6:10
subdivision level 6:10
Subdivision Level 6:11
subdivision level 6:11
surface lighting components  6:11-13, 21
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metallic 6:13

plastic  6:13

surfaces, hidden 12:1,5
switch, pickability 12:7
switches, component  6:12
system functions 3:14

world coordinate  7:2
systems, relative coordinate 7:1
right-handed coordinate  7:1-2

T

text attributes  3:7
text primitives 8:1,7
texture attributes  3:8
tracer, ray 1:2; 9:11
tracing, ray  1:2; 3:9; 6:9; 9:11, 19; 12:19
transformation, geometric  2:9; 3:3, 10; 4:2, 14; 6:2, 5; 7:1-4, 11, 16;
9:2,5,19
ordering 7:8
ordering geometric  7:3
translating 7:1,4, 8, 16
transparency 1:2-3
transparent 2:4; 6:1, 11, 14-15, 21; 10:8
transparent color  2:4; 6:21
type, camera 2:9
interpolation  3:6; 6:8, 15, 21; 10:26
light 9:1
line 3:6; 5:8; 6:3
representation  2:6; 3:6; 4:5-6, 9; 5:8, 14; 6:1, 5, 7-8, 11, 15, 21;
11:2
vertex 5:3-4, 23,26
types, vertex 5:3-4, 23, 26

U

update functions  3:11; 4:6, 17, 27; 6:3; 12:3, 19
updating 10:1, 8
user-defined primitive  3:2-24; 14:1, 5, 7-8, 11, 13, 23
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valuator group  3:15-5; 13:4
valuators 1:2; 3:2-5, 10; 13:1-2, 4
value, default 2:5; 5:8; 6:3
variable 3:4,11; 4:3, 5, 15; 5:21-24, 27; 14:2, 5, 14
variable data primitives  5:21-23, 27
vertex colors  5:3,5-6,23
vertex normal 54,9, 26
vertex normals 5:1, 3, 5-6, 12, 23
vertex type 5:3-4, 23, 26
vertex types  5:1
vertices, colored 2:5
view boundary 3:12; 10:4, 7, 10, 26
view features 10:4, 9,26
field of 9:4-5
view functions 3:12
viewport, device 3:13-14; 10:1, 5, 7, 27; 11:10; 12:6
viewports, justifying frames in  10:7
views 2:10; 3:2-12, 15; 4:9, 27; 95, 8, 10; 10:1-2, 4-5, 8, 10-11, 14,
26; 12:3-27
priorities of  10:8
volumes, bounding  2:2; 11:1, 10; 12:1, 4, 6-7, 19
computing bounding  2:2; 12:1, 19

W

width, line 5:8

world coordinate system  7:2

world coordinates  7:16; 9:2, 10; 12:12
world space  9:2
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