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gltest3.c (Rotating a Object)

#include <GL/glut.h>

" void void
#endif
resize(int w, int h) idle(void)
float g_r = 0.0f; { {
glViewport(0, 0, w, h); g_r=g_r+10.0f;
void ) gIMatrixMode(GL_PROJECTION); if (g_r >= 360.0f) {
?|splay(v0|d) glLoadldentity(); g_r=0.0f;
inti: gluPerspective(30.0, (double)w/(double)h, 1.0f, }

100.0f);

glutPostRedisplay();

glutinitDisplayMode(GLUT_RGBA | GLUT_DOUBLE);

glClear(GL_COLOR_BUFFER_BIT); //gITranslatef(0.0f, 0.0f, -5.0f); usleep(50000);

glColor3f(1.0f, 1.0f, 1.0f); //gluLookAt(0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, }

glLoadldentity(); 0.0);

glTranslatef(0.0, 0.0, -5.0f); glMatrixMode(GL_MODELVIEW); int

glRotatef(g_r, 0.0f, 1.0f, 0.0f); )

main(int ac, char **av)

glBegin(GL_TRIANGLES); ) {

glVertex3f(1.0f, -.5f, 0.0f); void glutinit(&ac, av);

glVertex3f(0.0f, 1.0f, 0.0f); init(void)

g:\E/e;te-x?sf(—l.Of, =5, i) { glutCreateWindow(av[0]);

glEnd(); glClearColor(0.0, 0.0, 0.0, 0.0); 4 ) .

glutSwapBuffers(); glutDisplayFunc(display);
} } glutReshapeFunc(resize);

glutldleFunc(idle);
init();
glutMainLoop();
return 0;

gltest4.c (Depth Test & 3D object)

void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);
glLoadldentity();
glEnable(GL_DEPTH_TEST);
//glTranslatef(0.0, 0.0, -5.0f);

gluLookAt(0.0, 0.0, 5.0, 0.0, 0.0, 0.0,
0.0, 1.0, 0.0);

glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glBegin(GL_TRIANGLES);

// face 1

glColor3f(1.0f, 1.0f, 1.0f); // White
glVertex3f(1.0f, -.5f, 1.0f);
glVertex3f(0.0f, 1.0f, 0.0f);
glVertex3f(-1.0f, -.5f, 0.0f);

}

// face 2

glColor3f(1.0f, 0.0f, 0.0f); // Red
glVertex3f(-1.0f, -.5f, 0.0f);
glVertex3f(0.0f, 1.0f, 0.0f);
glVertex3f(1.0f, -.5f, -1.0f);

// face 3

glColor3f(0.0f, 1.0f, 0.0f); // Green
glVertex3f(1.0f, -.5f, -1.0f);
glVertex3f(0.0f, 1.0f, 0.0f);
glVertex3f(1.0f, -.5f, 1.0f);

glEnd();

glutSwapBuffers();




gltest5.c (Builtin 3D Object: Teapot)

void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();
glEnable(GL_DEPTH_TEST);
gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

//gluLookAt(0.0, 50.0, -10.0, 0.0, 0.0, -10.0, 0.0, 0.0,
1.0);

//glTranslatef(0.0, 0.0, -10.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glColor4f(1.0f, 1.0f, 1.0f, 1.0f);
glutSolidTeapot(1.0f);

glutSwapBuffers();

gltest6.c (Lighting & Other Builtin Objects)

id
void vol

init(void)

{

//glClearColor(1.0, 1.0, 1.0, 0.0);
glClearColor(0.0, 0.0, 0.0, 0.0);

display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glEnable(GL_DEPTH_TEST);

gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);
}

//glTranslatef(0.0, 0.0, -10.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);
glColor4f(1.0f, 0.0f, 0.0f, 1.0f); // useless
#if O
glScalef(1.0f, 1.0f, 1.0f);
//glutSolidTetrahedron(); // 3
//glutSolidOctahedron(); // 8
glutSolidDodecahedron(); // 12
//glutSolidlcosahedron(); // 20
telse
glutSolidTeapot(1.0f);
#endif

glutSwapBuffers();
}




gltest7.c (Material Color)

void
display(void)
{
inti;
float color[] = {1.0f, 0.0f, 0.0f, 1.0f};

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();

glEnable(GL_DEPTH_TEST);

gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
//gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

// gluLookAt(0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0,
1.0);

glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glColor4f(1.0f, 0.0f, 0.0f, 1.0f); // useless
glMaterialfv(GL_FRONT_AND_BACK,
GL_DIFFUSE, color);
#Hif O
//glScalef(1.0f, 1.0f, 1.0f);
//glutSolidTetrahedron(); // 3
//glutSolidOctahedron(); // 8
glutSolidDodecahedron(); // 12
//glutSolidicosahedron(); // 20
Helse
glutSolidTeapot(1.0f);
#endif

glutSwapBuffers();
1

gltest7.c ((RRZEZ D)

void
display(void)
{
inti;
float color[] = {1.0f, 0.0f, 0.0f, 1.0f};

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();
glEnable(GL_DEPTH_TEST);
//gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0,
0.0);
//gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
| gluLookAt(0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0); |
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glColoraf(1.0f, 0.0f, 0.0f, 1.0f); // useless
glMaterialfv(GL_FRONT_AND_BACK,
GL_DIFFUSE, color);

#if 0
//g|Scalef(1.0f, 1.0f, 1.0f);
//glutSolidTetrahedron(); // 3
//glutSolidOctahedron(); // 8
glutSolidDodecahedron(); // 12
//glutSolidicosahedron(); // 20

Helse
glutSolidTeapot(1.0f);

#endif

glutSwapBuffers();
1




gltest8.c (B

void

display(void)

{
inti;
float red[] = {1.0f, 0.0f, 0.0f, 1.0f};
float green[] = {0.0f, 1.0f, 0.0f, 1.0f};

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();

glEnable(GL_DEPTH_TEST);

//gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
//gluLookAt(0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

%22 DPIK)

glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
glutSolidTetrahedron();

glTranslatef(0.0, 0.0, 10.0f);
//glRotatef(g_r * 2.0f, 0.0f, 1.0f, 0.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, green);

glutSolidTeapot(1.0f);

glutSwapBuffers();

gltest9.c (B

void

display(void)

{
inti;
float red[] = {1.0f, 0.0f, 0.0f, 1.0f};
float green[] = {0.0f, 1.0f, 0.0f, 1.0f};
float purple[] = {1.0f, 0.0f, 1.0f, 1.0f};

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();

glEnable(GL_DEPTH_TEST);

//gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

//gluLookAt(0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

BH3DDWIR)

glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
glutSolidTetrahedron();

glTranslatef(0.0, 0.0, 10.0f);

glRotatef(g_r * 2.0f, 0.0f, 1.0f, 0.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, green);
glutSolidTeapot(1.0f);

glTranslatef(0.0, 0.0, 3.0f);

glRotatef(g_r, 0.0f, 1.0f, 0.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, purple);

glutSolidTorus(0.5f, 1.0f, 32, 32);

glutSwapBuffers();
}




gltest10.c ([A1H3 DDA push/pop matrix)

void

display(void)

{
inti;
float red[] = {1.0f, 0.0f, 0.0f, 1.0f};
float green[] = {0.0f, 1.0f, 0.0f, 1.0f};
float purple[] = {1.0f, 0.0f, 1.0f, 1.0f};

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();

glEnable(GL_DEPTH_TEST);

//gluLookAt(0.0, 0.0, 10.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

//gluLookAt(0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 0.0, 0.0, 1.0);

glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
glutSolidTetrahedron();

glPushMatrix();
glTranslatef(0.0, 0.0, 10.0f);

glRotatef(g_r * 2.0f, 0.0f, 1.0f, 0.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, green);
glutSolidTeapot(1.0f);

glPopMatrix();
glTranslatef(0.0, 0.0, 3.0f);

glRotatef(g_r, 0.0f, 1.0f, 0.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, purple);
glutSolidTorus(0.5f, 1.0f, 32, 32);

glutSwapBuffers();
}




