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The Design of Mixing Widgets with 3D
Graphics for the OpenGL Version of CWT

Student: Bin-Ju Wu Advisor: Dr.I-Chen Wu

Institute of Industrial Technology R & D Master on
Computer Science College
National Chiao Tung University

Abstract

In this thesis, the use of an epen graphics architecture CWT(CYC
Window Toolkit) among the implementation of the. OpenGL version. Design
a system forimixing widgets of the 2D and 3D graphics. And by the
experiment to.verify whether the developer can provide a better choice of
3D Game Ultoolkit.
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