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DMGL: An OpenGL ES Based Mobile 3D Rendering Libraries

Gyu-Hyun Hwang', Sanghun Park”

ABSTRACT

Recent technological innovations of mobile hardware which make it possible to implement real-time
3D rendering effects under mobile environment have provided a potential to develop realistic mobile appli-
cation programs. This paper presents platform independent, OpenGL ES based, real-time mobile rendering
libraries, called DMGL for supporting high quality 3D rendering on handheld devices. The libraries allows
the programmers who develops mobile graphics softwares to generate varying advanced real-time 3D
graphics effects without great effort. Moreover, GPGPU-based libraries give a set of functions to solve
complex equations for simulating natural phenomena such as smoke and fire, and to render the results

in real-time.
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