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gltestll.c A DR EZE R

float g_r = 0.0f;
float g_r2 = 0.0f;

GLfloat lightOpos[] = {0.0f, 0.0f, 0.0f, 1.0f};

void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();
glEnable(GL_DEPTH_TEST);
gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

lightOpos[0] = (float)(30.0 * cos(g_r2 * M_PI / 180.0));
lightOpos[1] = (float)(30.0 * sin(g_r2 * M_PI / 180.0));

lightOpos[2] = 10.0f;

glLightfv(GL_LIGHTO, GL_POSITION, lightOpos);
//g|Rotatef(g_r, 0.0f, 1.0f, 0.0f);
glutSolidTeapot(5.0f);

glutSwapBuffers();
}

4

idle(void)
{
g_r=g_r+10.0f;
g _r2=g r2+15.0f;

if (g_r >=360.0f) {
g_r=g_r-360.0f;
}

if (g_r2 >=360.0f) {
g_r2=g_r2-360.0f;
}

glutPostRedisplay();
usleep(50000);

}
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* #include <stdio.h>

AO—hZNE (ER) TS

* #define M_PI 3.14159265358979323846

e Hif ~ #else~#endif

#define VERBOSE

#ifdef VERBOSE

#if 0
process_a();
#endif

printf(“debug: value = %d¥n”, value);
#endif

gltest12.c A +MD

float g_r = 0.0f;
float g_r2 = 0.0f;

GLfloat lightOpos[] = {0.0f, 0.0f, 0.0f, 1.0f};
GLfloat light1pos[] = {0.0f, 0.0f, 0.0f, 1.0f};
GLfloat red[] = {0.8f, 0.0f, 0.0f, 1.0f};
GLfloat green[] = {0.0f, 0.8f, 0.0f, 1.0f};
GLfloat blue[] = {0.0f, 0.0f, 0.8f, 1.0f};

void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT |
GL_DEPTH_BUFFER_BIT);

glLoadldentity();
glEnable(GL_DEPTH_TEST);
gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

lightOpos[0] =
lightOpos[1] =
lightOpos[2] =

(float)(30.0 * cos(g_r2 * M_PI / 180.0));
(float)(30.0 * sin(g_r2 * M_PI / 180.0));
10.0f;

. EZHDS 1k

glLightfv(GL_LIGHTO, GL_POSITION, lightOpos);
glLightfv(GL_LIGHTO, GL_DIFFUSE, red);

lightlpos[0] = (float)(30.0 * cos(g_r * M_PI / 180.0));
lightlpos[1] = (float)(30.0 * sin(g_r * M_P1/ 180.0));
lightlpos[2] = 10.0f;

glLightfv(GL_LIGHT1, GL_POSITION, light1lpos);
glLightfv(GL_LIGHT1, GL_DIFFUSE, blue);

//glTranslatef(0.0, 0.0, -10.0f);
//g|Rotatef(g_r, 0.0f, 1.0f, 0.0f);

glutSolidTeapot(5.0f);

glutSwapBuffers();
}

void
init(void)
{

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

glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);
glEnable(GL_LIGHT1);
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GLfloat lightOpos[] = {0.0f, 0.0f, 10.0f, 1.0f};

GLfloat red[] = {0.8f, 0.0f, 0.0f, 1.0f};
GLfloat green[] = {0.0f, 0.8f, 0.0f, 1.0f};
GLfloat blue[] = {0.0f, 0.0f, 0.8f, 1.0f};
GLfloat yellow([] = {0.8f, 0.8f, 0.0f, 1.0f};
GLfloat yellow2[] = {0.1f, 0.1f, 0.0f, 1.0f};

void
display(void)
{
inti;
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();
glEnable(GL_DEPTH_TEST);
gluLookAt(0.0, 0.0, 50.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

glLightfv(GL_LIGHTO, GL_POSITION, lightOpos);

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

—

glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, yellow);
glMaterialf(GL_FRONT_AND_BACK, GL_SHININESS, 30.0f);
glMaterialfv(GL_FRONT_AND_BACK, GL_SPECULAR, yellow);

glutSolidTeapot(5.0f);

glutSwapBuffers();

gltestld.c JAT49

SEBANIRILDOEKRERI

(difference from gltest4.c)

float p1[] = {1.0f, -.5f, 1.0f},
p2[] = {0.0f, 1.0f, 0.0f},
p3[] = {-1.0f, -.5f, 0.0f},
p4[] = {1.0f, -.5f, -1.0f};

void
display(void)
{
inti;
float norm([3], v1[3], v2[3];

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);

glLightfv(GL_LIGHTO, GL_POSITION, lightOpos);

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

glBegin(GL_TRIANGLES);

// face 1

//glColor3f(1.0f, 1.0f, 1.0f); // White
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, white);
glVertex3fv(pl);

glVertex3fv(p2);

glVertex3fv(p3);

// face 2

//glColor3f(1.0f, 0.0f, 0.0f); // Red
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
glVertex3fv(p3); // -1.0f, -.5f, 0.0f);

glVertex3fv(p2); // 0.0f, 1.0f, 0.0f);

glVertex3fv(p4); // 1.0f, -.5f, -1.0f);

// face 3

//glColor3f(0.0f, 1.0f, 0.0f); // Green
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, green);
glVertex3fv(p4); // 1.0f, -.5f, -1.0f);

glVertex3fv(p2); // 0.0f, 1.0f, 0.0f);

glVertex3fv(p1); // 1.0f, -.5f, 1.0f);

glEnd();

glutSwapBuffers();
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glBegin(GL_TRIANGLES);

// face 1

//glColor3f(1.0f, 1.0f, 1.0f); // White
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, white);
vec_subtract(vl, p2, pl);
vec_subtract(v2, p3, p1);
vec_cross_product(norm, v1, v2);
gINormal3fv(norm);
glVertex3fv(pl);
gINormal3fv(norm);
glVertex3fv(p2);
gINormal3fv(norm);
glVertex3fv(p3);

// face 2

//glColor3f(1.0f, 0.0f, 0.0f); // Red
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
vec_subtract(vl, p2, p3);

vec_subtract(v2, p4, p3);

vec_cross_product(norm, v1, v2);

gINormal3fv(norm);

glVertex3fv(p3); // -1.0f, -.5f, 0.0f);

glNormal3fv(norm);
glVertex3fv(p2); // 0.0f, 1.0f, 0.0f);
gINormal3fv(norm);
glVertex3fv(p4); // 1.0f, -.5f, -1.0f);

// face 3

//glColor3f(0.0f, 1.0f, 0.0f); // Green
glMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, green);
vec_subtract(vl, p2, p4);
vec_subtract(v2, p1, p4);
vec_cross_product(norm, v1, v2);
gINormal3fv(norm);
glVertex3fv(p4); // 1.0f, -.5f, -1.0f);
gINormal3fv(norm);
glVertex3fv(p2); // 0.0f, 1.0f, 0.0f);
gINormal3fv(norm);
glVertex3fv(p1); // 1.0f, -.5f, 1.0f);

glEnd();
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void void
vec_cross_product(float ret[3], float a[3], float b[3]) vec_subtract(float ret[3], float a[3], float b[3])
{ {
float x, y, z, len; ret[0] = a[0] - b[0];
ret[1] = a[1] - b[1];
x =a[1]*b[2] - a[2]*b[1]; ret[2] = a[2] - b[2];
y = a[2]*b[0] - a[0]*b[2]; }
z=a[0]*b[1] - a[1]*b[O];
len = (float)sqrt(x * x +y *y +z * z);
ret[0] = x / len;
ret[1] =y / len;
ret[2] =z / len;
}
SDM OpenGL #1585 2013 10




gltestl6.c T A F w2 Bh AR

gltest16.c
void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0f, 1.0f, 1.0f);
glLoadldentity();
glTranslatef(0.0, 0.0, -5.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glBegin(GL_POLYGON);

glVertex3f(-1.0f, -1.0f, 0.0f);
glVertex3f( 1.0f, -1.0f, 0.0f);
glVertex3f( 1.0f, 1.0f, 0.0f);
glVertex3f(-1.0f, 1.0f, 0.0f);

gltest3.c
void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0f, 1.0f, 1.0f);
glLoadldentity();
glTranslatef(0.0, 0.0, -5.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glBegin(GL_TRIANGLES);
glVertex3f(1.0f, -.5f, 0.0f);
glVertex3f(0.0f, 1.0f, 0.0f);
glVertex3f(-1.0f, -.5f, 0.0f);
glEnd();

glEnd();
glutSwapBuffers();
glutSwapBuffers(jg }
}
gltestl7.c TORFv%Eh5
void void
init(void) display(void)
{ {
char *texture; inti;

int width, height;

glClearColor(0.0, 0.0, 0.0, 0.0);

glPixelStorei(GL_UNPACK_ALIGNMENT, 1);

glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_MAG_FILTER, GL_NEAREST);

glTexParameteri(GL_TEXTURE_2D,
GL_TEXTURE_MIN_FILTER, GL_NEAREST);

texture = pbm_load("asukayama256.pbm", &width,
&height);

glTeximage2D(GL_TEXTURE_2D, 0, GL_RGB, width, height, 0,
GL_RGB, GL_UNSIGNED_BYTE, texture);

pbm_free(texture);

}

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0f, 1.0f, 1.0f);
glLoadldentity();
glTranslatef(0.0, 0.0, -5.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glEnable(GL_TEXTURE_2D);

glBegin(GL_POLYGON);
glTexCoord2d(0.0, 1.0);
glVertex3f(-1.0f, -1.0f, 0.0f);
glTexCoord2d(1.0, 1.0);
glVertex3f( 1.0f, -1.0f, 0.0f);
glTexCoord2d(1.0, 0.0);
glvertex3f( 1.0f, 1.0f, 0.0f);
glTexCoord2d(0.0, 0.0);
glVertex3f(-1.0f, 1.0f, 0.0f);
glEnd();

glutSwapBuffers();
p
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void
display(void)
{

inti;

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0f, 1.0f, 1.0f);
glLoadldentity();
glTranslatef(0.0, 0.0, -5.0f);
glRotatef(g_r, 0.0f, 1.0f, 0.0f);

glEnable(GL_TEXTURE_2D);

glBegin(GL_POLYGON);
glTexCoord2d(0.0, 16.0);
glVertex3f(-8.0f, -8.0f, 0.0f);
glTexCoord2d(16.0, 16.0);
glVertex3f( 8.0f, -8.0f, 0.0f);
glTexCoord2d(16.0, 0.0);
glVertex3f( 8.0f, 8.0f, 0.0f);
glTexCoord2d(0.0, 0.0);
glVertex3f(-8.0f, 8.0f, 0.0f);
glEnd();

glutSwapBuffers();
} SDM OpenGL #58 % 2013
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gltest19.c MIPMAP

gltest18.c

void
init(void)

{

char *texture;
int width, height;

glClearColor(0.0, 0.0, 0.0, 0.0);

void

init(void)

{
char *texture;
int width, height;

glClearColor(0.0, 0.0, 0.0, 0.0);

glPixelStorei(GL_UNPACK_ALIGNMENT, 1);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
GL_LINEARY);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER,
GL_LINEAR_MIPMAP_LINEAR);
texture = pom_load("asukayama256.pbm", &width, &height);

gluBuild2DMipmaps(GL_TEXTURE_2D, GL_RGB, width, height,
GL_RGB, GL_UNSIGNED_BYTE, texture);

pbm_free(texture);

SDM OpenGL #58< 2013

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER,
GL_NEAREST);

glTexParameteri(GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER,
GL_NEAREST);

texture = pbm_load("asukayama256.pbm", &width, &height);

glTeximage2D(GL_TEXTURE_2D, 0, GL_RGB, width, height, 0,
GL_RGB, GL_UNSIGNED_BYTE, texture);

pbm_free(texture)

}




