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glScaled(scalex, scaley, scalez);

glTranslated(0.0, -1.0, 0.0);

glutSolidOctahedron();
B2y Z- 1B BN L 7= ZAZ HOIC KB DMERAE /N 2O TRIFZITBEIL 720

glTranslated(0.0, -1.0, 0.0);

glScaled(scalex, scaley, scalez);

glutSolidOctahedron();
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#include <stdlib.h>
#include <stdio.h>
#include <GL/glut.h>

int winw, winh;
const int delay = 100;
double scalex;
double scaley;
double scalez;
double scalevx;
double scalevy;
double scalevz;

void myDisplay ()
{
glMatrixMode (GL_PROJECTION) ;
glLoadldentity();
gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
glMatrixMode (GL_MODELVIEW) ;
glLoadldentity();
gluLookAt (3.0, -10.0, 5.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glClearColor (0.0, 0.0, 0.0, 1.0);

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;

glPushMatrix () ;

glScaled(scalex, scaley, scalez);
//glTranslated (0.0, -1.0, 0.0);
glutSolidOctahedron() ;

glPopMatrix () ;
glutSwapBuffers() ;
}

void myTimer (int value)
{
if (value == 1) {
scalex += scalevx;
scaley += scalevy;
scalez += scalevz;
if (scalex > 5.0) {
scalex = 5.0;

scalevx = —scalevx;
}
if (scaley > 5.0) {
scaley = 5.0;
scalevy = —scalevy;
}

if (scalez > 5.0) {
scalez = 5.0;
scalevz = —scalevz;

if (scalex < 1.0) {

scalex = 1.0;

scalevx = —scalevx;
}
if (scaley < 1.0) {
scaley = 1.0;
scalevy = —scalevy;
}

if (scalez < 1.0) {
scalez = 1.0;
scalevz = —scalevz;

}

glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;
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void myKeyboard(unsigned char key, int x, int y)

{
if (key == 0x1B) exit(0);
}

void myReshape (int width, int height)
{

winw = width;

winh = height;

glViewport (0, 0, winw, winh);
}

void myInit (char* progname)

glutTnitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH);

{
glutInitWindowSize (500, 500);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;

}

int main(int arge, char* argv[])

{
scalex = scaley = scalez = 1.0;
scalevx = 0.23;
scalevy = 0.29;

scalevz = 0.31;

glutInit (&arge, argv);

myInit (argv[0]);

glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;

return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <GL/glut.h>

int winw, winh;

bool mousedrag;

int prevx;

int prevy;

int centerx;

int centery;

const int LENGTH = 20;

void myDisplay ()
{
double posr = 2.0 * (double)LENGTH / (double)winw;
double posl = —posr;
double posu = 2.0 * (double) LENGTH / (double)winh;
double posd = —posu;
double midx = 2.0 * (double)centerx / (double)winw — 1.0;
double midy = —(2.0 * (double)centery / (double)winh — 1.0);

glClearColor (1.0, 1.0, 1.0, 0.0);
glClear (GL_COLOR_BUFFER_BIT) ;
glPushMatrix () ;
glTranslated (midx, midy, 0.0);
g1Begin (GL_QUADS) ;
glColor3d (1.0, 0.0, 0.0);
glVertex2d(posl, posu);
glVertex2d(posl, posd);
glVertex2d(posr, posd);
glVertex2d(posr, posu);
glEnd () ;
glPopMatrix () ;
glutSwapBuffers() ;

}

void myMouse (int button, int state, int x, int y)
{
if (button == GLUT_LEFT_BUTTON) {
if (state == GLUT_DOWN) {
if (__max(abs(x — centerx), abs(y — centery)) <= LENGTH) {
mousedrag = true;
prevx = X;
prevy =y,
}
}
else if (state == GLUT_UP) {
mousedrag = false;

}
}

void myMotion(int x, int y)
{
if (mousedrag) {
centerx += X — prevx,;
centery += y — prevy,;

prevx = X;
prevy =y,
glutPostRedisplay () ;

}

void myKeyboard(unsigned char key, int x, int y)
{

if (key == 0x1B) exit(0);
}
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void myReshape (int width, int height)

{
glViewport (0, 0, width, height);
winw = width;
winh = height;

}

void myInit (char* progname)

{
glutTnitDisplayMode (GLUT_RGBA | GLUT_DOUBLE) ;
glutInitWindowSize (600, 400);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;

}

int main(int argc, char* argv[])
{

mousedrag = false;

centerx = 100;

centery = 100;

glutInit (&arge, argv);

myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutMouseFunc (myMouse) ;
glutMotionFunc (myMotion) ;
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;

return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <GL/glut.h>

int winw, winh;

int centerx;

int centery;

const int LENGTH = 20;

void myDisplay ()
{
double posr = 2.0 * (double) LENGTH / (double)winw;
double posl = —posr;
double posu = 2.0 * (double) LENGTH / (double)winh;
double posd = —posu;
double midx = 2.0 * (double)centerx / (double)winw — 1.0;
double midy = —(2.0 * (double)centery / (double)winh — 1.0);

glClearColor (1.0, 1.0, 1.0, 0.0);
glClear (GL_COLOR_BUFFER_BIT) ;
glPushMatrix () ;
glTranslated (midx, midy, 0.0);
g1Begin (GL_QUADS) ;
glColor3d (1.0, 0.0, 0.0);
glVertex2d(posl, posu);
glVertex2d(posl, posd);
glVertex2d(posr, posd);
glVertex2d(posr, posu);
glEnd () ;
glPopMatrix () ;
glutSwapBuffers() ;

}

void mySpecial (int key, int x, int y)

{
if (key == GLUT_KEY_LEFT) centerx—;
if (key == GLUT_KEY_UP) centery—;
if (key == GLUT_KEY_RIGHT) centerx++;
if (key == GLUT_KEY_DOWN) centery++;
glutPostRedisplay () ;

}

void myKeyboard(unsigned char key, int x, int y)
{

if (key == 0x1B) exit(0);
}

void myReshape (int width, int height)
{
glViewport (0, 0, width, height);
winw = width;
winh = height;

}

void myInit (char* progname)

{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE) ;
glutInitWindowSize (600, 400);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
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int main(int argc, char* argv[])
{

centerx = 100;

centery = 100;

glutInit (&arge, argv);

myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutSpecialFunc (mySpecial) ;
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;

return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;

double dir = 0.0;

double angle = 0.0;

double height = 0.0;

const double heightvelocityinitial = 1.0;
double heightvelocity = heightvelocityinitial;
const double heightacceleration = —0.1;

void myGround ()
{
float ground[2][4] = {
{0.6f, 0.6f, 0.6f, 1.0f},
{0.3f, 0.3f, 0.3f, 1.0f}
1

int i, j;

g1Begin (GL_QUADS) ;
glNormal3d (0.0, 0.0, 1.0);
for (j = -5; j <5; j+t) {
for (i = -5; i < 5; i++) {
glMaterialfv (GL_FRONT, GL_DIFFUSE, ground[abs(i + j) % 2]);
glVertex3d((double)i, (double)j, 0.0);
glVertex3d((double) (i + 1), (double)j, 0.0);
glVertex3d((double) (i + 1), (double) (j + 1), 0.0);
glVertex3d((double)i, (double)(j + 1), 0.0);
}
}
glEnd () ;
}

void myDisplay ()
{
const double RADIUS = 0.5;
float red[4] = { 0.8f, 0.2f, 0.2f, 1.0f };
double eyex = 10.0 * cos(angle);
double eyey = 10.0 * sin(angle);
double eyez = 10.0;

glClearColor (0.0, 0.0, 0.0, 1.0);

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60.0, (double)winw / (double)winh, 0.1, 100.0);
glMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);
myGround () ;

glMaterial fv(GL_FRONT, GL_DIFFUSE, red);

glPushMatrix () ;

glTranslated(0.0, 0.0, height + RADIUS);
glutSolidSphere (RADIUS, 10, 10);
glPopMatrix () ;

glPushMatrix () ;

glRotated (dir, 0.0, 0.0, 1.0);
glTranslated (4.0, 0.0, RADIUS);
glutSolidSphere (RADIUS, 10, 10);
glPopMatrix () ;

glutSwapBuffers() ;
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void myTimer (int value)

{
if (value == 1) {
dir += 5.0;
angle += 0.01;
height += heightvelocity;
heightvelocity += heightacceleration;
if (height < 0.0) {
height = heightvelocityinitial;
heightvelocity = heightvelocityinitial + heightacceleration;
}
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;
}
}
void myKeyboard(unsigned char key, int x, int y)
{
if (key == 0x1B) exit(0);
}
void myReshape (int width, int height)
{
winw = width;
winh = height;
glViewport (0, 0, winw, winh);
}
void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500) ;
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
}

int main(int argc, char* argv[])

{
glutInit (&arge, argv);
myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;

const double anglevelocity = 0.01;
double angle = 0.0;
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void myDisplay ()

{

double eyex = 5.0 * cos(angle);
double eyey = 5.0 * sin(angle);
double eyez = 5.0

double width;

>

glClearColor (0.0, 0.0, 0.0, 1.0);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60.0, (double)winw / (double)winh, 0.1, 100.0);
gIMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glPushAttrib (GL_LINE_BIT) ;
glLineWidth (5. 0f) ;

glBegin (GL_LINES) ;
glColor3d (1.0, 0.0, 0. 0),
glVertex3d(0.0, 0.0, 0.0);
glVertex3d (2.0, 0.0, 0.0);
glColor3d (0.0, 1.0, 0.0);
glVertex3d(0.0, 0.0, 0.0);
glVertex3d(0.0, 2.0, 0.0);
glColor3d(0.0, 0.0, 1. 0),
glVertex3d(0.0, 0.0, 0.0);
glVertex3d(0.0, 0.0, 2.0);
glEnd () ;

glPushMatrix () ;
glColor3d (1.0, 0.0, 0.0
glTranslated (2.0, 0.0,
glRotated(90.0, 0.0, O.
glRotated(90.0, 1.0, O.
glScaled(0.01, 0.01, 0.01);

width = (double)glutStrokeWidth (GLUT_STROKE_ROMAN, X’ );
glTranslated (-width / 2.0, -width / 2.0, 0.0);
glutStrokeCharacter (GLUT_STROKE_ROMAN, "X’ );
glPopMatrix () ;

5

0);

)5
)5

)
0.0);
0, 1.0
0, 0.0

glPushMatrix () ;

glColor3d (0.0, 1.0, 0.0);

glTranslated (0.0, 2.0, 0.0);

glRotated (180.0, 0.0, 0.0, 1.0);

glRotated(90.0, 1.0, 0.0, 0.0);

glScaled(0.01, 0.01, 0.01);

width = (double)glutStrokeWidth (GLUT_STROKE_ROMAN, 'Y’ );
glTranslated (-width / 2.0, -width / 2.0, 0.0);
glutStrokeCharacter (GLUT_STROKE_ROMAN, "Y' );
glPopMatrix () ;

glPushMatrix () ;

glColor3d (0.0, 0.0, 1.0);

glTranslated (0.0, 0.0, 2.0);

glScaled(0. 01, 0.01, 0.01);

width = (double)glutStrokeWidth (GLUT_STROKE_ROMAN, "7’ );
glTranslated (-width / 2.0, -width / 2.0, 0.0);
glutStrokeCharacter (GLUT_STROKE_ROMAN, "7’ );
glPopMatrix () ;

glPopAttrib();

glutSwapBuffers() ;
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void myTimer (int value)

{
if (value == 1) {
angle += anglevelocity;
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;
}
}
void myKeyboard(unsigned char key, int x, int y)
{
if (key == 0x1B) exit(0);
}
void myReshape (int width, int height)
{
winw = width;
winh = height;
glViewport(0, 0, winw, winh);
}
void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
}

int main(int arge, char* argv[])

{
glutInit (&arge, argv);
myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;
double dir = 0.0;
double angle = 0.0;

void myGround ()
{
float ground[2][4] = {
{0.6f, 0.6f, 0.6f, 1.0f},
{0.3f, 0.3f, 0.3f, 1.0f}
1

int i, j;

g1Begin (GL_QUADS) ;
glNormal3d(0.0, 0.0, 1.0);
for (j = -5; j <55 j+t) {
for (i = -5; i < 5; i++) {
glMaterialfv (GL_FRONT, GL_DIFFUSE, ground[abs(i + j) % 2]);
glVertex3d((double)i, (double)j, 0.0);
glVertex3d((double) (i + 1), (double)j, 0.0);
glVertex3d((double) (i + 1), (double) (j + 1), 0.0);
glVertex3d((double)i, (double)(j + 1), 0.0);
}
}
glEnd () ;
}

void myDisplay ()
{
const double RADIUS = 0.5;
float gray[4] = { 0.8f, 0.8f, 0.8f, 1.0f };
double eyex = 10.0 * cos(angle);
double eyey = 10.0 * sin(angle);
double eyez = 10.0;
static char textl[] = "Metal Slime attacks!”;
static char text2[] = “Player <Hououin Kyoma>”;
char* p;
int w;
double c¢x, cy, cz;
double vm[16];
double pm[16];
int vp[4];

glClearColor (0.0, 0.0, 0.0, 1.0);

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;
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glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
gIMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

myGround () ;
glMaterial fv(GL_FRONT, GL_DIFFUSE, gray);

glPushMatrix () ;

glRotated (dir, 0.0, 0.0, 1.0);
glTranslated (4.0, 0.0, RADIUS);
glutSolidSphere (RADIUS, 10, 10);
glPopMatrix () ;

glPushMatrix () ;

glRotated(~dir, 0.0, 0.0, 1.0);

glTranslated(2.0, 0.0, RADIUS);

glutSolidSphere (RADIUS, 10, 10);

glGetDoublev (GL_MODELVIEW_MATRIX, vm);

glGetDoublev (GL_PROJECTION_MATRIX, pm);

glGetIntegerv (GL_VIEWPORT, vp);

gluProject (0.0, 0.0, 0.0, vm, pm, vp, &cx, &cy, &cz);
glPopMatrix () ;

glDisable (GL_DEPTH_TEST) ;
glDisable (GL_LIGHTING) ;
glDisable (GL_LIGHTO) ;

glColor3d (0.0, 1.0, 0.0);

glRasterPos3d(-5.0, -5.0, 0.0);

glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’1’);
glRasterPos3d(5.0, —5.0, 0.0);

glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’2’);
glRasterPos3d(5.0, 5.0, 0.0);

glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’3’);
glRasterPos3d(-5.0, 5.0, 0.0);

glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, "4’ );

glPushMatrix () ;

glRotated(dir, 0.0, 0.0, 1.0);

glTranslated (4.0, 0.0, RADIUS);

glColor3d (1.0, 0.0, 0.0);

glRasterPos3d (0.0, 0.0, 0.0);
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’9’)
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’9’)
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’9’);
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, ’9’)
glPopMatrix () ;
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glMatrixMode (GL_PROJECTION) ;
glPushMatrix () ;
glLoadldentity();
glMatrixMode (GL_MODELVIEW) ;
glPushMatrix () ;
glLoadldentity () ;
w=0;
for (p = textl; *p; p++) {
w += glutBitmapWidth (GLUT_BITMAP_TIMES_ROMAN_24, x*p);
}
glColor3d (1.0, 1.0, 1.0);
glRasterPos2d (0.0 — (double)w / (double)winw * 2.0 / 2.0, —0.8);
for (p = textl; *p; p++) {
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, sp);
}
glMatrixMode (GL_PROJECTION) ;
glPopMatrix () ;
glMatrixMode (GL_MODELVIEW) ;
glPopMatrix () ;

glMatrixMode (GL_PROJECTION) ;
glPushMatrix () ;
glLoadldentity () ;
glMatrixMode (GL_MODELVIEW) ;
glPushMatrix () ;
glLoadldentity();
w=0;
for (p = text2; *p; p++) {
w += glutBitmapWidth (GLUT_BITMAP_TIMES_ROMAN_24, x*p);
}
glColor3d (0.0, 0.0, 1.0);
glRasterPos2d((cx — w / 2) / (double)winw * 2.0 — 1.0, (cy / (double)winh * 2.0 — 1.0) - 0.07);
for (p = text2; *p; p++) {
glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24, sp);
}
glMatrixMode (GL_PROJECTION) ;
glPopMatrix () ;
glMatrixMode (GL_MODELVIEW) ;
glPopMatrix () ;

glutSwapBuffers() ;
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void myTimer (int value)

{
if (value == 1) {
dir += 5.0;
angle += 0.01;
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;
}
}
void myKeyboard(unsigned char key, int x, int y)
{
if (key == 0x1B) exit(0);
}
void myReshape (int width, int height)
{
winw = width;
winh = height;
glViewport (0, 0, width, height);
}
void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500) ;
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
}

int main(int arge, char* argv[])

{
glutInit (&arge, argv);
myInit (argv[0]);
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <GL/glut.h>

int winw, winh;

void myPlane ()

{
glBegin (GL_QUADS) ;
glVertex3d(-1.0, 0.0, -1.0);
glVertex3d(1.0, 0.0, -1.0);
glVertex3d(1.0, 0.0, 1.0);
glVertex3d(-1.0, 0.0, 1.0);
glEnd () ;
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void myDisplay ()

{

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
glMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (4.0, —-6.0, 5.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glClearColor (0.0, 0.0, 0.0, 1.0);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_BLEND) ;

glDisable (GL_DEPTH_TEST) ;

glPushMatrix () ;
glTranslated(-2.0, 1.0, 2.0);
glColor4d (0.0, 0.0, 1.0, 0.8);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;
glTranslated(-2.0, 0.0, 2.0);
glColor4d(1.0, 0.0, 0.0, 0.4);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, 2.0);
glColor4d(1.0, 0.0, 0.0, 0.4);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;
glTranslated(2.0, 1.0, 2.
glColor4d (0.0, 0.0, 1.0,
myPlane () ;

glPopMatrix () ;

glEnable (GL_DEPTH_TEST) ;

8);

glPushMatrix () ;
glTranslated(-2.0, 1.0, —2.0);
glColor4d (0.0, 0.0, 1.0, 0.8);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, —2.0);
glColor4d(1.0, 0.0, 0.0, 0.4);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, —2.0);
glColor4d(1.0, 0.0, 0.0, 0.4);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 1.0, —2.0);
glColor4d (0.0, 0.0, 1.0, 0.8);
myPlane () ;

glPopMatrix () ;

glDisable (GL_BLEND) ;
glutSwapBuffers() ;
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void myKeyboard(unsigned char key, int x, int y)
{

if (key == 0x1B) exit(0);
}

void myReshape (int width, int height)
{

winw = width;

winh = height;

glViewport (0, 0, winw, winh);

}

void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;

}

int main(int arge, char* argv[])
{
glutInit (&arge, argv);
myInit (argv[0]);
g1BlendFunc (GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA) ;
glutKeyboardFunc (myKeyboard) ;
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdlib.h>
#include <stdio.h>
#define _USE_MATH_DEFINES
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;

double dir = 0.0;

double angle = 0.0;

double height = 0.0;

const double heightvelocityinitial = 1.0;
double heightvelocity = heightvelocityinitial;
const double heightacceleration = —0.1;

void myDisk (double r, int n)

{
int 1i;
double a;
g1Begin (GL_POLYGON) ;
glNormal3d(0.0, 0.0, 1.0);
for (i =0; i <n; i+ {
a = (double)i / (double)n * 2.0 * M_PI;
glVertex3d(r * cos(a), r * sin(a), 0);
}
glEnd () ;
}

void myGround()
{
float ground[2][4] = {
{0.6f, 0.6f, 0.6f, 1.0f},
{0.3f, 0.3f, 0.3f, 1.0f}
s

int i, j;

g1Begin (GL_QUADS) ;
glNormal3d (0.0, 0.0, 1.0);
for (j = -5; j < 5; j++t) {
for (i = -5; i < 5; i++) {
glMaterialfv (GL_FRONT, GL_DIFFUSE, ground[abs(i + j) % 2]);
glVertex3d((double)i, (double)j, 0.0);
glVertex3d((double) (i + 1), (double)j, 0.0);
glVertex3d((double) (i + 1), (double) (j + 1), 0.0);
glVertex3d((double)i, (double) (j + 1), 0.0);
}
}
glEnd () ;
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void myDisplay ()

{

const double RADIUS = 0.5;

float red[4] = { 0.8f, 0.2f, 0.2f, 1.0f };

double alpha = (height > 3.0) ? 0.0 : ((3.0 - height) / 3.0);
double eyex = 10.0 * cos(angle);

double eyey = 10.0 * sin(angle);

double eyez 10.0;

glClearColor (0.0, 0.0, 0.0, 1.0);

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_LIGHTING) ;

glEnable (GL_LIGHTO) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
gIMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

myGround () ;
glPushMatrix () ;

glPushMatrix () ;

glTranslated (0.0, 0.0, 0.01);
glDisable (GL_LIGHTING) ;

glEnable (GL_BLEND) ;

glDisable (GL_DEPTH_TEST) ;
glColor4d (0.0, 0.0, 0.0, alpha);
myDisk (RADIUS * (alpha * 0.5 + 0.5), 10);
glEnable (GL_DEPTH_TEST) ;
glDisable (GL_BLEND) ;

glEnable (GL_LIGHTING) ;
glPopMatrix () ;

glTranslated(0.0, 0.0, height + RADIUS);
glMaterialfv (GL_FRONT, GL_DIFFUSE, red);
glutSolidSphere (RADIUS, 10, 10);

glPopMatrix () ;
glPushMatrix () ;

glRotated (dir, 0.0, 0.0, 1.0);
glTranslated (4.0, 0.0, 0.0);

glPushMatrix () ;

glTranslated (0.0, 0.0, 0.01);
glDisable (GL_LIGHTING) ;
g1Color3d (0.0, 0.0, 0.0);
myDisk (RADIUS, 10);

glEnable (GL_LIGHTING) ;
glPopMatrix () ;

glTranslated (0.0, 0.0, RADIUS);
glMaterialfv (GL_FRONT, GL_DIFFUSE, red);
glutSolidSphere (RADIUS, 10, 10);

glPopMatrix () ;

glutSwapBuffers() ;
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void myTimer (int value)

{
if (value == 1) {
dir += 5.0;
angle += 0.01;
height += heightvelocity;
heightvelocity += heightacceleration;
if (height < 0.0) {
height = heightvelocityinitial;
heightvelocity = heightvelocityinitial + heightacceleration;
}
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;
}
}
void myKeyboard(unsigned char key, int x, int y)
{
if (key == 0x1B) exit(0);
}
void myReshape (int width, int height)
{
winw = width;
winh = height;
glViewport (0, 0, winw, winh);
}
void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500) ;
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
}

int main(int argc, char* argv[])

{
glutInit (&arge, argv);
myInit (argv[0]);
g1BlendFunc (GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA) ;
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdio.h>

#include <conio. h>

#include <Windows. h>

fipragma comment (lib, “winmm. 1ib”)

int main(int arge, char* argv[])
{

char bgmfilename[] = “bgm. wav”;
char bellfilename[] = “bell.wav”;
char ch;

PlaySound (bgmfilename, NULL, SND_FILENAME | SND_ASYNC | SND_LOOP) ;

MCI_OPEN_PARMS bellopen;

bellopen. 1pstrDeviceType = "WaveAudio”;

bellopen. IpstrElementName = bellfilename;

mciSendCommand (NULL, MCI_OPEN, MCI_OPEN_TYPE | MCI_OPEN_ELEMENT, (DWORD)&bellopen) ;

printf(”[ESC] End, [SPACE] Bell¥n”);

for (5;) {
ch = _getch();
if (ch == 0x1B) break;
if (ch =" ") {

mciSendCommand (bellopen. wDeviceID, MCI_SEEK, MCI_SEEK_TO_START, 0);
mciSendCommand (bellopen. wDeviceID, MCI_PLAY, 0, 0);
}
}
mciSendCommand (bellopen. wDeviceID, MCI_CLOSE, 0, 0);
PlaySound (NULL, NULL, 0);

printf ("Press any key¥n”);
_getch();

return 0;




NFBAT I AT ¥

O R DNERICIEE T D (T T AT AN A 7T UT R EE)

2 2

¢ ¢ i

¢

A A
g
LN N S
u u
256, /3256, ~> & 721, 8bit, raw T —#

RGBARAF ¥ TA LA —4 — T Lo TICE~on=7 7V 1
(BRI B OBEA D000 NI B AR 75 B TR g TV D 721)

F21TIZcg2.exe alpha.raw 256 256D I 5| a3 2525

BEDTI %

L avwRIA VB BICEE DI B RIS BT AL XTIAR—A TS

4 BERFONT1 EETIT/ -
%ﬁ“ O-71Jl Windows /{7 -
FICeT
5 chcg+ B avyE $(TargetPath)
++ —
b U IX/FE18 alpha.raw 256 256

=S P | CDrmiar+Mie




Yo —Ra—R

fipragma warning (disable:4996)
#include <stdlib.h>

#include <stdio.h>

#include <GL/glut.h>

int winw, winh;
int imagew, imageh;
unsigned char* imagedata;

void myPlane ()

{
glBegin (GL_QUADS) ;
glTexCoord2d (0.0, 1.0);
glVertex3d(-1.0, 0.0, -1.0);
glTexCoord2d (1.0, 1.0);
glVertex3d(1.0, 0.0, -1.0);
glTexCoord2d (1.0, 0.0);
glVertex3d(1.0, 0.0, 1.0);
glTexCoord2d (0.0, 0.0);
glVertex3d(-1.0, 0.0, 1.0);
glEnd () ;

}

void myDisplay ()
{

unsigned int texName;

glGenTextures (1, &texName);

glBindTexture (GL_TEXTURE_2D, texName) ;

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);

glTexImage2D (GL_TEXTURE_2D, 0, GL_RGBA, imagew, imageh, 0, GL_RGBA, GL_UNSIGNED_BYTE, imagedata);
glEnable (GL_TEXTURE_2D) ;

gl1TexEnvi (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_MODULATE) ;

glClearColor (0. 0f, 0.0f, 0.0f, 1.0f);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glEnable (GL_DEPTH_TEST) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60.0, (double)winw / (double)winh, 0.1, 100.0);
glMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (4.0, -7.0, 6.0, -2.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glEnable (GL_BLEND) ;
glDisable (GL_DEPTH_TEST) ;
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glColor4d(1.0, 1.0, 1.0, 1.0);
glPushMatrix () ;
glTranslated(-2.0, 1.0, 2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, 2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, 2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 1.0, 2.0);
myPlane () ;

glPopMatrix () ;

glEnable (GL_DEPTH_TEST) ;

glPushMatrix () ;
glTranslated(-6.0, 1.0, —2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (6.0, 0.0, —2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 0.0, —2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;
glTranslated(-2.0, 1.0, —2.0);
myPlane () ;

glPopMatrix () ;

glAlphaFunc (GL_GREATER, 0.5f);
glEnable (GL_ALPHA_TEST) ;

glPushMatrix () ;

glTranslated (2.0, 0.0, —2.0);
myPlane () ;

glPopMatrix () ;

glPushMatrix () ;

glTranslated (2.0, 1.0, —2.0);
myPlane () ;

glPopMatrix () ;

glAlphaFunc (GL_ALWAYS, 0.0f);
glDisable (GL_ALPHA_TEST) ;

glDisable (GL_BLEND) ;
glDeleteTextures (1, &texName);
glDisable (GL_TEXTURE_2D) ;

glutSwapBuffers() ;
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int readRaw(char filename[], int width, int height)

{
FILE* fp;
int x, vy;
int 1i;

fp = fopen(filename, “rb”);

if (fp == NULL) {
printf ("file *%s’ not exist¥n”, filename);
return 1;

}

imagew = width;
imageh = height;

if (imagedata != NULL) free (imagedata) ;
imagedata = (unsigned char*)malloc (sizeof (unsigned char) * imagew * imageh * 4);
if (imagedata == NULL) {

printf (“memory error¥n”);

return 1;

}

for (y = 0; y < imageh; y++) {
for (x = 0; x < imagew; x++) {
if (feof (fp)) {
printf (“lack of data¥n”);

return 1;
}
i =y % imagew * 4 + x * 4;
fread (&imagedatali + 0], 1, 1, fp);
fread (&imagedatali + 1], 1, 1, fp);
fread (&imagedatali + 2], 1, 1, fp);
fread (&imagedatali + 3], 1, 1, fp);
}
}
fclose (fp) ;
return 0;
}
void myKeyboard(unsigned char key, int x, int y)
{
if (key == 0x1B) exit(0);
}
void myReshape (int width, int height)
{
winw = width;
winh = height;
glViewport (0, 0, winw, winh);
}

void myInit (char* progname)
{
glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500);
glutInitWindowPosition(0, 0);
glutCreateWindow (progname) ;
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int main(int argc, char* argv[])

{

char line[256];

imagedata = NULL;

if (arge <= 3) {
printf (“filename not specified¥n”);
printf (“push any key and push enter¥n”);
scanf ("%s”, line);
return 1;

}

if (readRaw(argv[1], atoi(argv[2]), atoi(argv[3]))) {
printf (“push any key and push enter¥n”);
scanf ("%s”, line);
return 1;

}

glutInit (&arge, argv);

myInit (argv[0]);

g1BlendFunc (GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA) ;
glutKeyboardFunc (myKeyboard) ;

glutReshapeFunc (myReshape) ;

glutDisplayFunc (myDisplay) ;

glutMainLoop () ;

return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <conio. h>
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;
double angle = 0.0;

int imagew, imageh;
unsigned char* imagedata;
unsigned int texName;
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int readbmp (char* filename, unsigned char** image, int* sizex, int* sizey)
{

FILE* fp;

int row;

unsigned char* ras;

char headerl, header2;

int imagew, imageh;

unsigned short bitcount;

fopen_s (&fp, filename, “rb”);

if (fp == NULL) {
fprintf (stderr, "7 7 A WhsZ BT £ A¥n", filename);
return 1;

}

fread (&headerl, 1, 1, fp);
fread (&header2, 1, 1, fp);
if (headerl != "B || header2 !="M) {
fprintf (stderr, "7 7 A V%sIIBMP 7 7 A /L TliddH Y FHA¥n", filename);
return 1;
}
fseek (fp, 12, 1);

fseek (fp, 4, 1);
fread (&imagew, 4, 1, fp);
fread (&imageh, 4, 1, fp);
*sizex = imagew;
*ksizey = imageh;

fseek (fp, 2, 1);

fread (&bitcount, 2, 1, fp);

if (bitcount != 24) {
fprintf (stderr, "7 7 A AM%sid24E sy b 7B T —TiEdH Y FHA”, filename);
return 1;

}

fseek (fp, 24, 1);

row = imagew * 3;
row = ((row + 3) / 4) * 4;
ras = (unsigned char¥)malloc (sizeof (unsigned char) * row * imageh);
if (ras == NULL) {
fprintf (stderr, "AE VU 2R TE EHAM);
return 1;
}

fread(ras, sizeof (unsigned char), row * imageh, fp);

*image = (unsigned char*)malloc (sizeof (unsigned char) * imagew * imageh * 3);
if (*image == NULL) {
fprintf (stderr, "AE YV 2R TEEFHAM);
return 1;
}
for (int y = 0; y < imageh; y++) {
for (int x = 0; x < imagew; x++) {
int cr, cg, cb;
int 1i;
i = (imageh — 1 — y) * row + x * 3;

cb = ras[i + 0];
cg = ras[i + 1];
cr = ras[i + 2];
(kimage) [y * imagew * 3 + x * 3 + 0] = cr;
(kimage) [y * imagew * 3 + x * 3 + 1] = cg;
(kimage) [y * imagew * 3 + x * 3 + 2] = cb;
}

}

free(ras) ;

fclose (fp) ;

return 0;
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int readTexture(int arge, char* argv[]) {
if (arge == 1) {
printf (“file name not specified¥n”);
return 1;

}

glGenTextures (1, &texName);
imagedata = NULL;
glBindTexture (GL_TEXTURE_2D, texName) ;

if (readbmp (argv[1], &imagedata, &imagew, &imageh)) return 1;

glTexImage2D (GL_TEXTURE_2D, 0, GL_RGB, imagew, imageh, 0, GL_RGB, GL_UNSIGNED_BYTE, imagedata);
glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);

glTexParameteri (GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);

return 0;

}

void myPlane (double length) {
double 1 = length * 0.5;

glBegin (GL_QUADS) ;
glNormal3d(0.0, 0.0, 1.0);
glTexCoord2d (0.0, 0.0)
glVertex3d(-1, 1, 0.0);
glTexCoord2d (0.0, 1.0)
glVertex3d(-1, -1, 0.0);
glTexCoord2d (1.0, 1.0);
glVertex3d(l, -1, 0.0);
glTexCoord2d (1.0, 0.0);
glVertex3d(l, 1, 0.0);
glEnd () ;

>

>
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void myDisplay ()

{

}

double eyex = 10.0 * cos(angle);
double eyey = 10.0 * sin(angle);
double eyez 10.0;

glClearColor (0.0, 0.0, 0.0, 1.0);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;

glEnable (GL_TEXTURE_2D) ;

glMatrixMode (GL_PROJECTION) ;
glPushMatrix () ;
glLoadldentity();
glMatrixMode (GL_MODELVIEW) ;
glPushMatrix () ;
glLoadldentity();

glBindTexture (GL_TEXTURE_2D, texName) ;
myPlane (2. 0) ;
glBindTexture (GL_TEXTURE_2D, 0);

glMatrixMode (GL_PROJECTION) ;
glPopMatrix () ;
glMatrixMode (GL_MODELVIEW) ;
glPopMatrix () ;

glEnable (GL_DEPTH_TEST) ;
glEnable (GL_LIGHTING) ;
glEnable (GL_LIGHTO) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
gIMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

myPlane (10. 0) ;

glDisable (GL_LIGHTO) ;
glDisable (GL_LIGHTING) ;
glDisable (GL_DEPTH_TEST) ;
glDisable (GL_TEXTURE_2D) ;

glutSwapBuffers() ;

void myTimer (int value)

{

}

if (value == 1) {
angle += 0.01;
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;

void myKeyboard(unsigned char key, int x, int y)

{
}

if (key == 0x1B) exit(0);

void myReshape (int width, int height)

{

winw = width;
winh = height;
glViewport(0, 0, winw, winh);
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void myInit (char* progname)

{

int

glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500);

glutInitWindowPosition(0, 0);

glutCreateWindow (progname) ;

main(int argc, char* argv[])

glutInit (&arge, argv);
myInit (argv[0]);
glTexEnvi (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL);
if (readTexture(arge, argv)) {
printf (“push any key¥n”);
_getch();
return 1;
}
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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#include <stdlib.h>
#include <stdio.h>
#include <conio. h>
#include <math.h>
#include <GL/glut.h>

int winw, winh;

const int delay = 50;

double dir = 0.0;

double angle = 0.0;

const int TEXNUM = 2;

int imagew[TEXNUM], imageh[TEXNUM];
unsigned char* imagedata[TEXNUM];
unsigned int texName [TEXNUM] ;
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int readbmp (char* filename, unsigned char** image, int* sizex, int* sizey)
{

FILE* fp;

int row;

unsigned char* ras;

char headerl, header2;

int imagew, imageh;

unsigned short bitcount;

fopen_s (&fp, filename, “rb”);

if (fp == NULL) {
fprintf (stderr, "7 7 A WhsZ BT £ A¥n", filename);
return 1;

}

fread (&headerl, 1, 1, fp);
fread (&header2, 1, 1, fp);
if (headerl != "B || header2 !="M) {
fprintf (stderr, "7 7 A V%sIIBMP 7 7 A /L TliddH Y FHA¥n", filename);
return 1;
}
fseek (fp, 12, 1);

fseek (fp, 4, 1);
fread (&imagew, 4, 1, fp);
fread (&imageh, 4, 1, fp);
*sizex = imagew;
*ksizey = imageh;

fseek (fp, 2, 1);

fread (&bitcount, 2, 1, fp);

if (bitcount != 24) {
fprintf (stderr, "7 7 A AM%sid24E sy b 7B T —TiEdH Y FHA”, filename);
return 1;

}

fseek (fp, 24, 1);

row = imagew * 3;
row = ((row + 3) / 4) * 4;
ras = (unsigned char¥)malloc (sizeof (unsigned char) * row * imageh);
if (ras == NULL) {
fprintf (stderr, "AE VU 2R TE EHAM);
return 1;
}

fread(ras, sizeof (unsigned char), row * imageh, fp);

*image = (unsigned char*)malloc (sizeof (unsigned char) * imagew * imageh * 3);
if (*image == NULL) {
fprintf (stderr, "AE YV 2R TEEFHAM);
return 1;
}
for (int y = 0; y < imageh; y++) {
for (int x = 0; x < imagew; x++) {
int cr, cg, cb;
int 1i;
i = (imageh — 1 — y) * row + x * 3;

cb = ras[i + 0];
cg = ras[i + 1];
cr = ras[i + 2];
(kimage) [y * imagew * 3 + x * 3 + 0] = cr;
(kimage) [y * imagew * 3 + x * 3 + 1] = cg;
(kimage) [y * imagew * 3 + x * 3 + 2] = cb;
}

}

free(ras) ;

fclose (fp) ;

return 0;
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int readTexture(int arge, char* argv[]) {
int n;
int index;
char* args;

glGenTextures (TEXNUM, texName) ;

for (index = 0; index < TEXNUM; index++) {
imagedata[index] = NULL;
glBindTexture (GL_TEXTURE_2D, texName[index]);

if (index + 1 >= arge) {
printf (“%d files specified, while %d expected¥n”, index, TEXNUM);
return 1;

}
args = argv[index + 1];
n = strlen(args);

if (n < 4) {
printf (“invalid file name ’%s’ ¥n”, args);
return 1;

}

if (stremp(&args(n — 4], ”.bmp”) == 0 || strcmp(&args[n — 4], ”.BMP”) == 0) {
if (readbmp (args, &imagedatalindex], &imagew[index], &imagehl[index])) return 1;
glTexImage2D (GL_TEXTURE_2D, 0, GL_RGB, imagew[index], imageh[index], 0, GL_RGB, GL_UNSIGNED_BYTE
imagedata[index]) ;

glTexParameteri
glTexParameteri
glTexParameteri
glTexParameteri

GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP) ;
GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP) ;
GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR);
GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR);

~ o~~~

}

else {
printf (“file *%s’ not supported¥n”, args);
return 1;

}

return 0;
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void myCube (double length)

= length * 0.5;

double 1

double vlist[8][3] = {
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int 1i;
int 10, il, i2, i3;

g1Begin (GL_QUADS) ;

for (i =05 i < 6; i++) {
i0 = flist[i][0];
il = flist[i][1];
i2 = flist[i][2]
i3 = flist[i][3];
glNormal3dv (nlist[i]);
glTexCoord2dv (tlist[i][0]);
glVertex3dv(vlist[i0]);
glTexCoord2dv (tlist[i][1]);
glVertex3dv(vlist[il]);
glTexCoord2dv (tlist[i][2]);
glVertex3dv(vlist[i2]);
glTexCoord2dv (tlist[i][3]);
glVertex3dv(vlist[i3]);

>

}
glEnd () ;
}

void myPlane (double length) {
double 1 = length * 0.5;

glBegin (GL_QUADS) ;
glNormal3d(0.0, 0.0, 1.0);
glTexCoord2d (0.0, 0.0)
glVertex3d(-1, 1, 0.0);
glTexCoord2d (0.0, 1.0)
glVertex3d(-1, -1, 0.0);
glTexCoord2d (1.0, 1.0);
glVertex3d(l, -1, 0.0);
glTexCoord2d (1.0, 0.0);
glVertex3d(l, 1, 0.0);
glEnd () ;

>

>
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void myDisplay ()

{

}

double eyex 10. 0 * cos (angle);
double eyey = 10.0 * sin(angle);
double eyez = 10.0;

glClearColor (0.0, 0.0, 0.0, 1.0);
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;

glEnable (GL_TEXTURE_2D) ;
glEnable (GL_DEPTH_TEST) ;
glEnable (GL_LIGHTING) ;
glEnable (GL_LIGHTO) ;

glMatrixMode (GL_PROJECTION) ;

glLoadldentity();

gluPerspective (60. 0, (double)winw / (double)winh, 0.1, 100.0);
gIMatrixMode (GL_MODELVIEW) ;

glLoadldentity();

gluLookAt (eyex, eyey, eyez, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glBindTexture (GL_TEXTURE_2D, texName[0]);
myPlane (10. 0) ;
glBindTexture (GL_TEXTURE_2D, 0);

glPushMatrix () ;

glTranslated (0.0, 0.0, 1.0);
glBindTexture (GL_TEXTURE_2D, texName[1]);
myCube (2. 0) ;

glBindTexture (GL_TEXTURE_2D, 0);
glPopMatrix () ;

glDisable (GL_LIGHTO) ;
glDisable (GL_LIGHTING) ;
glDisable (GL_DEPTH_TEST) ;
glDisable (GL_TEXTURE_2D) ;

glutSwapBuffers() ;

void myTimer (int value)

{

}

if (value == 1) {
angle += 0.01;
glutTimerFunc (delay, myTimer, 1);
glutPostRedisplay () ;

void myKeyboard(unsigned char key, int x, int y)

{
}

if (key == 0x1B) exit(0);

void myReshape (int width, int height)

{

}

winw = width;
winh = height;
glViewport (0, 0, winw, winh);

void myInit (char* progname)

{

glutInitDisplayMode (GLUT_RGBA | GLUT_DOUBLE | GLUT_DEPTH) ;
glutInitWindowSize (500, 500);

glutInitWindowPosition(0, 0);

glutCreateWindow (progname) ;
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int main(int argc, char* argv[])

{

glutInit (&arge, argv);
myInit (argv[0]);
glTexEnvi (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL);
if (readTexture(arge, argv)) {
printf (“push any key¥n”);
_getch();
return 1;
}
glutKeyboardFunc (myKeyboard) ;
glutTimerFunc (delay, myTimer, 1);
glutReshapeFunc (myReshape) ;
glutDisplayFunc (myDisplay) ;
glutMainLoop () ;
return 0;
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