DPFGL

The Diverse graphics interface to 

OpenGL Performer for OpenGL

DPFGL is a toolkit that extends DPF to allow the user to develop applications that utilize raw OpenGL with all of the advantages that the DIVERSE API provides. With this toolkit navigation is provided by default, displays are interchangeable, and it is simple to port GLUT and other OpenGL programs.

Because this toolkit supports raw OpenGL there are also a number of different graphical toolkits that generate OpenGL that can be used. Currently Open Scene Graph, VTK, and Coin are currently the toolkits supported by DPFGL. In the future OpenVRML and OpenSG may be supported. Supported does not just mean you can take the toolkit and figure out how to make it work with DPFGL, we mean that you can use a predefined intuitive interface that allows you to take your pre-existing code and simply add it to a runtime that DIVERSE knows how to handle. For example, porting an Open Scene Graph application is as simple as adding adding the top node in your application to the root node that DIVERSE provides. Everything else necessary for the toolkit to work is done by DIVERSE. The purpose of DPFGL is to provide an environment to get work done. This applies to both developers and users. For users you get the simplistic experience that DIVERSE provides. This allows you to focus on what you want to do, not worry about how to make it work. For developers this means that you concentrate on the application that you are working on, not how to interface with X environment.

Note: In most of the software the PF has been dropped from DPFGL so it can be shortened to DGL. DGL is easier to type and represents what this software package really provides, OpenGL support. In the future the same interface may be applied to a different backend for OpenGL rendering so that a proprietary package will not be required. There is no timeframe for this right now due to funding issues.

