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ABSTRACT:

To create a village scenery project using OpenGL, you can use various abstractions to
represent different components of the scene. Here's a suggestion for the abstractions you can

consider:

Scene: The top-level abstraction representing the entire village scenery. It contains all the
elements and objects in the scene and manages their rendering and interactions.

Camera: A representation of the virtual camera in the scene. It defines the viewpoint and
controls the perspective from which the scene is viewed. You can define its position,
orientation, and other properties.

Terrain: An abstraction for the ground or landscape of the village. It can be a flat plane or a
more complex mesh representing hills, mountains, or other topographical features. You can
define its texture, color, and other properties.

Buildings: Abstractions for the buildings in the village. Each building can be represented as
a 3D object with its own properties, such as position, size, color, and texture. You can
define multiple building types and create instances of these abstractions to populate the
village.

Trees and Vegetation: Abstractions for trees, plants, and other vegetation in the scene.
Similar to buildings, each tree or plant can be represented as a 3D object with properties like
position, size, color, and texture. You can create different types of trees and vegetation and
scatter them across the village.

Skybox: An abstraction representing the sky and the background environment. It can be a
textured cube or a spherical mesh that surrounds the village and provides the illusion of an
expansive outdoor environment.

Lighting: Abstractions for different light sources in the scene, such as the sun, street lamps,
or interior lights in buildings. Each light source can have properties like position, color, and
Intensity, affecting the overall lighting and shading of the scene.

Interactions: Abstractions for user interactions, such as mouse or keyboard nputs, to
| control the camera movement, select objects, or trigger actions in the scene. These
| abstractions handle input events and update the state of the scene accordingly.




