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£ 2D Bl

int DrawGLScene{GLvoid)
{
glClear(GL_COLOR_BUFFER _BIT | GL_DEPTH_BUFFER_BIT);
glLoadIdentity{)};
glTranslatef(-1.5Ff,08.8F,-6.8Ff);
glBegin(GL_TRIANGLES);
glUertexdf( B.8F, 1.8Ff, B.8f);
glUertexdf(-1.8f,-1.8Ff, B.8f);
glUertexdf( 1.8f,-1.8F, B.8f);
glEnd{};
glTranslatef(3.06F,0.08F,0.08f);
glBegin{GL_QUADS);
glUertexdf(-1.8F, 1.8Ff, B.8f);
glUertexdf( 1.8F, 1.8F, B.8f);
glUertexdf( 1.8f,-1.8F, B.8f);
glUertex3f(-1.8f,-1.8F, B.0f);
glEnd{);
return TRUE;

73 2D BTAmME &

int DrawGLScene{GLuoid)
{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadIdentity{);

glTranslatef(-1.5Ff,08.08f,-6.0f);

glBegin(GL_TRIANGLES);
glColor3f{1.0f,08.0f,0.0f);
glUertex3f( 8.8F, 1.8F, 0.0f);
glColor3f{B.68f,1.0f,0.0f);
qIUertex3F(-1.0F,-1.0F, 0.0f);
glColor3f{B.08f,08.0f,1.0f);
qlUertex3F({ 1.0F,-1.0F, 0.0f);

glEnd{);

glTranslatef(3.6f,0.0f,0.0f);

glColor3f{1.0f,08.5Ff,1.0f);

glBegin{GL_QUADS);
glUertex3f(-1.8f, 1.8F, 0.0f);
glUertex3f({ 1.8f, 1.8F, 0.0f);
glUertex3f({ 1.8f,-1.8F, 0.0f);
glUertex3f(-1.8f,-1.08F, 0.0f);

glEnd{};

return TRUE;
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BE s (R s (G BEs (B)

0.0 0.0 0.0

a 1.0 0.0 0.0

o 0.0 1.0 0.0

B 1.0 1.0 0.0

[ 0.0 0.0 1.0

® 1.0 0.0 1.0

H 0.0 1.0 1.0

RIK 0.25 0.25 0.25

IR 0.75 0.75 0.75

B3 0.60 0.40 0.12

A IR 0.98 0.625 0.12

ZVIEAN 0.98 0.04 0.70

e AN 0.60 0.40 0.70

S| 1.0 1.0 1.0

glClearColor i fa— 1S5 alpha 5y, FEMATIRAMERSCR, WEEHRR
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A 2D B Timbei:
GLfloat rtri; F P SCIX 3

GLfloat rquad;
int DrawGLS5cene{GLvoid)

{

glClear{GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadIdentity();

glTranslatef{(-1.5Ff,8.8f,-6.08F);

ngutateF{rtri,E.@F,1.ﬂF,ﬂ.ﬂF};

glBeqin{GL_TRIANGLES};
glColor3F{1.6F,0.08F,0.0F); 5
glUertex3f( 8.8fF, 1.0F, 8.1 Dot 0.2FfFAGERT
glColor3F{B.86F,1.8F,0.0F);
glUertex3f(-1.8F,-1.8F, B.8F);
glColor3F{B.86F,0.08F,1.8F);
glUertex3f( 1.8F,-1.8F, B.8F);

glEnd();

glLoadIdentity();

glTranslatef(1.5F,0.8F,-6.8F);

glRotatef(rquad,1.8f,0.8Ff ,8_0F);

glColor3F{B.5F,8.5F,1.8F);

glBegin{GL_QUADS};
glUertex3f(-1.8F, 1.8F, B.8F);
glUertex3f( 1.8F, 1.8F, B.8F);
glUertex3f( 1.8F,-1.8F, B.8F);
glUertex3f(-1.8F,-1.8F, B.8F);

glEnd();

tri+=8.2f:
rquad-=8.15F;
return TRUE;
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glLoadIdentity{)};
glTranslatef(-1.5Ff,08.8F,-6.8Ff);
glRotatef{rtri,B.0Ff,1.8F,08.08F);
glBegin{GL_TRIAHGLES);
glColor3F(1.8F,8_8F,0.08F);
glUertex3f{ 0.8F, 1.8F, B8.8F);
qlColovr3F{a.0F,1.8F,0.8F);
qlUertex3F{-1.8F,-1.8F, 1.8F);
qlColovr3F{a.0F,0_8F,1.8F);
qlUertex3f{ 1.8F,-1.8F, 1.8F);
qitolor -OF ,0.0F ,0.0F) ;
qlUertex3f{ 0.8F, 1.8F, B8.8F);
qlColovr3F{a.0F,0_8F,1.8F);
qlUertex3f{ 1.8F,-1.8F, 1.8F);
qlColovr3F{a.0F,1.8F,0.8F);
qlUertex3df{ 1.8F,-1.8F, -1_08Ff);
glColor3F{1.0F,0.0F,0.0F);
qlUertex3f{ 0.8F, 1.8F, B8.8F);
qlColovr3F{a.0F,1.8F,0.8F);
qlUertex3df{ 1.8F,-1.8F, -1_08Ff);
qlColovr3F{a.0F,0_8F,1.8F);
glUertex3Ff{-1.8F,-1.8F, -1_08Ff);
qlColovr3F{1.8F,8_8F , 0.8} ;
qlUertexdf{ 0.8F, 1.8F, B.8F);
qlColor3F{A.0F,8_8F,1.8F);
glUertex3f{-1.8F,-1.8F,-1.8F);
qlColor3F{A.0F,1. 8F,0.8F);
glUertex3f{-1.8F,-1.8F, 1.8F);
glEnd{};

www.51testing.com
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glBegin{GL_QUADS);

glColor3F(0.0F,1.0f,0.0f);

glVertex3f{ 1.8f, 1.8F,-1.08F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{ 1.8f, 1.8F, 1.8F);
glColor3f{1.0f,0.5F,0.0f);

glVertex3f{ 1.8f,-1.8F, 1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{ 1.8f,-1.8F,-1.8F);
glColor3f{(1.0F,0.0f,0.0f);

glVertex3f{ 1.8f, 1.8F, 1.8F);
glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
glVertex3f{ 1.8f,-1.8F, 1.8F);
glColor3f{1.0Ff,1.0f,0.0f);

glVertex3f{ 1.8f,-1.8F,-1.8F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{ 1.8f, 1.8F,-1.08F);
glColor3f(0.0F,0.0f,1.0f);

glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
glColor3f{1.0F,0.0f,1.0f);

glVertex3f{ 1.8f, 1.8F,-1.08F);
glVertex3f{ 1.8f, 1.8F, 1.8F);
glVertex3f{ 1.8f,-1.8F, 1.8F);
glVertex3f{ 1.8f,-1.8F,-1.8F);

glEnd(};

www.51testing.com
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glLoadIdentity{)};
glTranslatef(-1.5Ff,08.8F,-6.8Ff);
glRotatef{rtri,B.0Ff,1.8F,08.08F);
glBegin(GL_TRIANGLES);
glColovr3F{1.08f,08.0F,0.08f);
glUertex3f( B8.8F, 1.8F, 0.6f);
glColor3F{8.08f ,1._0F,0.0f);
glUertex3f(-1.0f,-1.0F, 1.6f);
glColor3F{0.0f,08.0F,1.0f);
qlUertex3f{ 1.8f,-1.0F, 1.6f);
glLolor - LB, 0.0F);
qIUertexd¥( E‘EF 1.8F, 0.8f);
glColor3f(0.06F,0.0F,1.0F);
qglUertex3f{ 1.8f,-1.0F, 1.6f);
glColor3F{8.0f ,1._0F,0.0f);
glUertex3f{ 1.8f,-1.0F, -1.0f);
glColor3F{d. HF—E—EF‘E‘EFT——————
qIUertexdF{ B.0F, 1.0F, 0.0f);

qlColovr3F{a.0F,1.8F,0.8F);
qlUertex3df{ 1.8F,-1.8F, -1_08Ff);
qlColor3f{A.0F, 0. 8F ,1.8F);
glUertex3Ff{-1.8F,-1.8F, -1_08Ff);
qlColovr3F{1.8F,8_8F , 0.8} ;
qlUertexdf{ 0.8F, 1.8F, B.8F);
glUertex3f{-1.8F,-1.8F,-1.8F);
giLtolor -Hr,1.8r, 0. :
glUertex3f{-1.8F,-1.8F, 1.8F);
glEndy ),
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glBegin{GL_QUADS);

qlColor3f{(8.0F,1.0f,0.0f);

glVertex3f{ 1.8f, 1.8F,-1.08F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{ 1.8f, 1.8F, 1.8F);
gqlColor3f{1.08f,8.5F,0.0f);

glVertex3f{ 1.8f,-1.8F, 1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{ 1.8f,-1.8F,-1.8F);
gqlColor3f(1.0f,0.0f,0.0f);

glVertex3f{ 1.8f, 1.8F, 1.8F);
glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
glVertex3f{ 1.8f,-1.8F, 1.8F);
qlColor3f{1.0f . 1.06f,0.08f);

glVertex3f{ 1.8f,-1.8F,-1.8F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{ 1.8f, 1.8F,-1.08F);
qlColor3f(8.0f,8.0f,1.06f);

glVertex3f{-1.8f, 1.8F, 1.8F);
glVertex3f{-1.8f, 1.8F,-1.8F);
glVertex3f{-1.0f,-1.8F,-1.8F);
glVertex3f{-1.08f,-1.8F, 1.08F);
gqlColor3f(1.0f,0.0f,1.08f);

glVertex3f{ 1.8f, 1.8F,-1.8F);
glVertex3f{ 1.8f, 1.8F, 1.8F);
glVertex3f{ 1.8f,-1.8F, 1.8F);
glVertex3f{ 1.8f,-1.8F,-1.8F);

glEnd(};

73 3D B TR nEEsE
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GLfloat rtri;

GLfloat vquad;

int DrawGL5cene{GLvoid)

{

glClear{GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadIdentity{)};

glTranslatef(-1.5F,08.8F,-6.8Ff);

ngutatEF{rtri,ﬂ.ﬂF,1.ﬂF,ﬂ.ﬂF};

glBegin{GL_TRIAHGLES) ;
glColor3F(1.8F,8_0F,0.08F);
glUertex3f{ 0.8F, 1.8F, B.8F);
glColor3F{(a._0F,1.8F,0.8F);
glUertex3F{-1.8F,-1.8F, B.8F);
glColor3F(A.0F,0_8F,1.8F);
glUertex3f{ 1.8F,-1.8F, B.8F);

glEnd{};

glLoadIdentity{)};

glTranslatef(1.5F,8.8f,-6.8F);

glRotatef{rquad,1.8f,0.0F,0.0F);

glColor3F (8. .5F,8.5F,1.8F);

glBegin{GL_QUADS);
glUertex3F{-1.8F, 1.8F, B.8F);
glUertex3f{ 1.8F, 1.8F, B.8F);
glUertex3f{ 1.8F,-1.8F, B.8F);
glUertex3F{-1.8F,-1.8F, B.8F);

glEnd{};

tri+=8.2f:
rquad-=8.15F;
return TRUE;
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glTranslatef(8.08f, B.0f,-8.06f);
qQlColor3Ff(1.0F,0.0F,0.08F);
glRotatef{angle_X, 1.8f, A.0f, O.06f);
glRotatef{angle_%, 8.8f, 1.08f, O.06f);

/7 éé%i@ﬁ’ﬂﬂﬁ%

71 EEE|u B

glPushHatri=();
glTranslatef(-1.8f, B.5f, B.8f);
auxSolidSphere(B.5F);
glTranslatef(8.08f,-1.08F ,0.06f);
auxSolidSphere(B.5F);
glTranslatef(2.8f, B.08F, O.06f);
auxSolidSphere{8.5F);
glTranslatef(8.8f, 1.08f, O.06f);
auxSolidSphere{8.5F);

glPopHatri=();

g BRI 3
P void

4581|575 bk void auxWireCube (GLdouble size)

void auxSolidCube (GLdouble size)

auxWireSphere (GLdouble radius)
void auxSolidSphere (GLdouble radius)

www.51testing.com

void auxWireBox (GLdouble width, GLdouble

40 e height, GLdouble depth)

height, GLdouble depth)

void auxSolidBox (GLdouble width, GLdouble

void auxWireTorus (GLdouble innerRadius, GLdouble

outerRadius)

2 aE A ]

outerRadius)

void auxSolidTorus (GLdouble innerRadius,GLdouble

void auxWireCylinder (GLdouble radius, GLdouble

whipy  elesht

height)

2 — Tk

void auxSolidCylinder (GLdouble radius, GLdouble

void auxWireIcosahedron (GLdouble radius)
void auxSolidIcosahedron (GLdouble radius)
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A void auxWireOctahedron (GLdouble radius)
il \ I void auxSolidOctahedron (GLdouble radius)

void auxWireTetrahedron (GLdouble radius)

A By

£t R e void auxSolidTetrahedron(GLdouble radius)

Al e — void auxWireDodecahedron (GLdouble radius)

L+ I void auxSolidDodecahedron(GLdouble radius)
00 void auxWireCone (GLdouble radius, GLdouble height)
- void auxSolidCone (GLdouble radius, GLdouble height)
I void auxWireTeapot (GLdouble size)
= p 174

void aucSolidTeapot (GLdouble size)

fEF aux EE4H& 3D 1RE

glTranslatef(8.8f, A.0Ff,-8.0f);
qlColor3F(1.8F,0.0f,0.08f);
glRotatef{angle X, 1.8f, A.0f, O.06f);
glRotatef{angle Y, 8.8f, 1.08f, O.06f);

17 éégiﬁﬁ’ﬂﬂlﬂ%
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glPushHatri=();
glTranslatef{-1.8f, B.5f, B.8f);
auxSolidSphere{B.5F);
glTranslatef{(B.08f,-1.08Ff ,0.06f);
auxSolidSphere(B.5F);
glTranslatef(2.8f, A.0F, O.06f);
auxSolidSphere(B.5F);
glTranslatef{(B.08f, 1.08f, O.06f);
auxSolidSphere(B.5F);

glPopHatri={);

17 45| S EA R

glPushHatri=();
glTranslatef{-1.08f,-0.5f, B.8f);
auxSolidCylinder{ A.5f, 1.8);
glTranslatef{ 2.0f, 0.8Ff, 8.8f);
auxSolidcylinder{ A.5f, 1.08F);

glPopHatri={);

/7 St me A

glPushMatrix{};
glRotatef{ 908.0f, 0.8f, @.0F, 1.0F);
glTranslatef(-8.5f, B.8f, B.8f);
auxSolidcylinder{ A.5f, 2.08f);
glTranslatef{ 1.8f, 0.8Ff, B.8f);
auxSolidcylinder{ A.5f, 2.08f);

glPopHatrix{});;




2
testing
)4 5 [

AR

1 B ETEREA LA i‘ﬁfJ"?'

GLfloat light_position8[] =

GLfloat light_ambientB[] = {ﬂ if,

GLfloat light_diffuseB[]

{1.8f,

GLfloat light_specular@[] = {1.8F,

int InitGL{GLvoid}

¢
4 B—IER

1.8F, 1.8F, 0.0F);
0.7F, 0.7F, 1.0f};
0.0F, 1.0F, 1.0F};
1.8F, 1.8F, 1.0F};

gllightfu(GL_LIGHT®, GL_POSITION, light_position@);

glLightfu({BGL_LIGHT®, EL_AHBIENT,
glLightfu(GL_LIGHT®, EL_DIFFUSE,

light_ambient8};
light_diffuse@);

glLightfu{GL_LIGHT@, GL_SPECULAR, light_specular@);

return TRUE;

int DrawGlL3cene{GLvoid)

i

144

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT); //

glLoadIdentity{)};

JITEMART I RS TS -
glEnable{GL_LIGHTIHNG);
glEnable{GL_LIGHTA);

return TRUE;

144

i

www.51testing.com

Initialization Went DK

Here's Where We Do All The Drawing

Clear 3creen And Depth Buffer
Reset The Current Hodelview Hatrix

ﬁ ;Eg‘gfguum ]

Everything Went 0K
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int WINAPI WinMain{ HINSTAMWCE hinstance,
HIHSTAHCE hPrevInstance,
LPSTR 1pCmdLine,
int nCmdShow)

MSG msq;
BOOL done=FALSE ;

SwapBuffers{hDC};
if {keys['L"'] && *1p)

{
1p=TRUE;
lighting=tlighting;
b4
if {*keys['L'])
{
1p=FALSE;
b4
if {keys['C'] && *cp)
{
cp=TRUE;
light=t1light;
b4
if {*keys['C'])
{
cp=FALSE;
b4
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RSB RLIR

bool
bool
bool
bool

fint
{

lighting=FALSE; £/ Lighting OHWSOFF
light=FALSE; £/ Light@ OH/OFF
1p; ff L Pressed?
cp; ff C Pressed?

DrawGLScene (GLvoid)

glClear{GL_COLOR_BUFFER BIT | GL_DEPTH_BUFFER _BIT);
glLoadIdentity{)};
LA AR AT 25 1) -

if {lighting)}

{
glEnable(GL_LIGHTIHG);
H
else
{
glDisable(GL LIGHTIHG);
H
if {light)
{
glEnable(GL_LIGHTA);
glDisable(GL LIGHT1);
H
else
{
glDisable(GL LIGHTB);
glEnable(GL_LIGHT1};
H

X7 R AP R SR LA T SR K SRR

gk E AR
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#include <stdie.h> " 7/ Header File Fo
GLuint texture[1]; f/ 3torage For On
AUX_RGBImageRec =LoadBHP{char =Filename)
{
FILE *#File=HULL;
if {(*Filename)
{
return HULL;
H
File=fopen(Filename,"r");
if (File)
{
fclose{File);
return auxDIBImageLoad(Filename});
H
return HULL;
H

B 3 % RS

www.51testing.com
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int LoadGLTextures{) // Load Bitmaps
1
int Status=FALSE; /f Status Indica
AUX_RGBImageRec =Texturelmage[1]; /7 Create Storag
memset {(Texturelmage ,B,5izeof{void =)=1}); f/f Set The Point

// Load The Bitmap, Check For Errors, If Bitmap's Mot Found Quit
if {TextureImage[B]=LoadBHP{"Data/HeHe .bmp"}}

{
Status=TRUE; fFf Set The 5tatu
glGenTextures{1, &texture[B]}; ff Create The Te
/4 Typical Texture Generation Using Data From The Bitmap
glBindTexture{GL TEXTURE 2D, texture[8]);
glTexImage2D{GL_TEXTURE_2D, @, 3,
Texturelmage[8]->sized, Texturelmage[B@]->size¥,
|ﬂ, GL_RGB, GL_UHWSIGHED BY¥TE, Texturelmage[8]->data};
glTexParameteri{GL_TEXTURE_2D,GL_TEXTURE_HMIN FILTER,GL_LIHEAR);
glTexParameteri{GL_TEXTURE_2D,GL_TEXTURE_HMAG_FILTER,GL_LIHEAR);
¥

if {Texturelmage[B]) f/ IF Textur

1
if {Texturelmage[B]->data) FF IF Textur

{
free{Texturelmage[ 8]->data); ff Free The
b

free(Texturelmage[8]); // Free The

}

return Status; f£f Return The St

Il IR €

int InitGL{GLwoid)}

{
if (*LoadGLTextures{))
{
return FALSE;
¥

glEnable{GL_TEXTURE_2D);

SN A
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int DrawGLScene{GLvoid})
{ L R BN N
glBindTexture{GL TEXTURE 2D, texture[ﬂ]}ﬂ
glBegin{GL_QUADS);
/F Front Face
glTexCoord2f{8.8F, B.8F); glVertex3f{-1.8f, -1.8F, 1.8
glTexCoord2f{1.8F, B.8F); glVUertex3f{ 1.8Ff, -1.8F, 1.0f
1.8
1.8

glTexCoord2f{1.8F, 1.8F); glVUertex3f{ 1.8F, 1.8F,
glTexCoord2f{A.8F, 1.8F); glVUertex3f{-1.8F, 1.8F,
/7 Back Face

glTexCoord2f{1.8F, B.8F); glVUertex3f{-1.8F, -1.8F, —1.06f);
glTexCoord2f{1.8F, 1.8F); glVUertex3f{-1.8F, 1.8f, -1.06f);
glTexCoord2f{A.8F, 1.8F); glVUertex3f{ 1.8F, 1.8f, -1.06f);
glTexCoord2f{A.8F, B.8F); glVUertex3f{ 1.8F, -1.8F, —1.06f);
/# Top Face

glTexCoord2f{A.8F, 1.8F); glVUertex3f{-1.8F, 1.8f, -1.08f);
glTexCoord2f{A.8F, B.08F); glVUertex3f{-1.8F, 1.8Ff, 1.06f);
glTexCoord2f{1.8F, B.8F); glVUertex3f{ 1.8F, 1.8f, 1.06f);
glTexCoord2f{1.8F, 1.8F); glVUertex3f{ 1.8F, 1.8f, -1.06f);
/f Bottom Face

glTexCoord2f{1.8F, 1.8F); glVUertex3f{-1.8F, -1.8Ff, —1.06f);
glTexCoord2f{A.8F, 1.8F); glVUertex3f{ 1.8F, -1.8F, -1.06f);
glTexCoord2f{8.8F, B.8F); glVUertex3f{ 1.8F, -1.8F, 1.06f);
glTexCoord2f{1.8F, B.8F); glVUertex3f{-1.8Ff, -1.8F, 1.06f);

// Right face

glTexCoord2f{1.8F, B.8F); glVUertex3f{ 1.8F, -1.8F, —1.06f);
glTexCoord2f{1.8F, 1.8F); glVUertex3f{ 1.8F, 1.8f, -1.06f);
glTexCoord2f{A.8F, 1.8F); glVUertex3f{ 1.8F, 1.8Ff, 1.06f};
glTexCoord2f{8.8F, B.8F); glVUertex3f{ 1.8F, -1.8F, 1.06f);
/f Left Face

glTexCoord2f{A.8F, B.08F); glVUertex3f{-1.8F, -1.8F, —1.06f);
glTexCoord2f{1.8F, B.8F); glVUertex3f{-1.8Ff, -1.8F, 1.06f);
glTexCoord2f{1.8F, 1.8F); glVUertex3f{-1.8F, 1.8Ff, 1.06f};
glTexCoord2f{A.8F, 1.8F); glVUertex3f{-1.8F, 1.8f, -1.08f);

glEnd(};
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GLuint texture[2];
GLuint 1loop;

int LusﬁhfiéxturES() // Load Bitmaps And Convert
{
int Status=FALSE; /7 Status Indicator
AUX_RGBImageRec *Texturelmage[2]; // Create Storage Space For
memset{TextureImage,B,sizeof{void =)=*2); /f Set The Pointer To HULL

if ({TextureImage[8]=LoadBMP{'Data/Egqypt.bmp”)} && // Logo Texture
{TextureImage[1]=LoadBHP("'Data/MeHe _bmp")}}) // Second Image

{
Status=TRUE; ff 5et The Status To TRUE
glGenTextures(2, &texture[8]); /7 Create Fiuve Textures
for (loop=8; loop<2; loop++) // Loop Through A1l 2 Textur
{
glBindTexture{GL_TEXTURE_2D, texture[loop]);
glTexParameteri{GL_TEXTURE_2D,GL_TEXTURE_MAG_FILTER,GL_LINEAR);
glTexParameteri{GL_TEXTURE_2D,GL_TEXTURE_MIM_FILTER,GL_LINEAR);
glTexImage2D(GL_TEXTURE_2D, @8, 3, TextureImage[loop]->sizeX,
TextureImage[loop]->size¥, @, GL_RGB, GL_UNSIGHED_BYTE,
hextureImage[luup]—)data);
H
4
for (loop=8; loop<2; loop++) // Loop Through A1l 2 Te
{
if (TextureImage[loop]) /4 If Texture Exists
{
if (TextureImage[loop]->data) /4 If Texture Image Exi:
{
free{Texturelmage[loop]->data); // Free The Texture Imac
4
free{TextureImage[loop]); /7 Free The Image Struci
H
H
return Status; ff Return The Status
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int InitGL{GLvoid)

1
glColorhf(1.6f, 1.8F, 1.6f, B.5);
glBlendFunc(GL_SRC_ALPHA,GL_ONE);
lg1bisable(GL_DEPTH_TEST);

¥

int DrawGL5cene{GLvoid)

{
glEnable{GL_BLEND); i FERE

H

AGRBEMES

PIaatk
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bool gp; ff G Pressed? { HEW )
BLuint Filter: /7 Which Filter To Use

GLuint FfogMode[]= { GL_EXP, GL_EXP2, GL_LINEAR };
GLuint fogfilter = 8;
GLfloat fogColor[L4] =
int InitGL(ELvoid)

{ LA N ]

// gltlearColor(8.8f, 8.8f, 0.0f, 0.5f);

{B.5F,08.5F,08.5F,1.0F};

glClearColor(0.5f,0.5f,0.5F,1.0F); JERESLX B T $iE

glFogi{GL FOG HODE, fogHode[fogfilter]);
glFogfu{GL_FOG_COLOR, fogqColor};
glFogf{(GL_FOG_DEHSITY, B8.35f);
glHint{GL_FOG_HIHNT, GL_DOHNT_CARE);
glFogf {GL_FOG_START, 1.8f);
glFogf {(GL_FOG_EHND, 5.8f);
glEnable{GL_FOG};
return TRUE;

K

BETEE MR

int WINAPI WinMain{ HIMSTAMCE hInstance,
HINSTANCE hPreviInstance,
LPSTR 1pCmdLine,
int ncmdShow)
{ LI I T B I )
SwapBuffers{hDC};
if (keys['G"'] && *gp)

{
gp=TRUE;
fogfilter+=1;
if (fogfilter>2)
1
fogfilter=8;
H
glFogi {GL_FOG_MODE, fogHode[fogfilter]);
H
if {(tkeys['G"'])
1
gp=FALSE;
H

WA &
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GLfloat ep_Angle;

GLfloat es_Angle;

GLfloat mp_Angle;

GLfloat ms_Angle;

GLUquadricObj =quadric;

GLuint texture[4]; /f Storage For Our Five Textures
GLfloat angle_Z2;

GLuint loop; /f Generic Loop Variable

GLfloat LightAmbient[] = {
GLfloat LightDiffuse[] = { 1.8F,
GLfloat LightPosition[] = { B.6f, B8.8F, 0.8f, 1.8F };

GLfloat fogColor[4] = {B8.5Ff, B.8f, B.5F, 1.8f};

BIaaiL

int InitGL{GLvoid)
{
if (*LoadGLTextures{})
{
return FALSE;
H

glClearColor({(8.08f, O.08F, B.8F, B.0f);
glClearDepth(1.@};
glEnable{GL_DEPTH_TEST);
glShadeModel{GL_SHOOTH);
glEnable{GL_TEXTURE_2D};

glLightfu(EL_LIGHT1, GL_AMBIENT, LightAmbient});
glLightfu(EL_LIGHT1, GL_DIFFUSE, LightDiffuse);

quadric = gluHewQuadric{)};
gluQuadricTexture{quadric, GLU TRUE});
glufQuadricDrawStyle{quadric, GLU FILL);
glEnable{GL_LIGHTING);
glEnable{GL_LIGHT1};

/1 IREEMERSH
glFogi{GL_FOG_MODE, GL_LINEAR);
glFogfu{GL_FOG_COLOR, foqColor};
glFogf{GL_FOG_DENSITY, B.6F);
glHint{GL_FOG_HINT, GL_DONT_CARE);
glFogf{GL_FOG_START, 1.8f);
glFogf{GL_FOG_END, 38.8f);
glEnable{GL_FOG};

return TRUE;

b

Joekk i) 5%
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void DrawSceneGL(void) i iEdEE

{

/AT IRe

/ CHERET /
glPushMatrix (); ff GBIERISRRE M
glTranslatef{-18.8f, 3.8f, 0.8f);
glRotatef (angle 72, O.8F, 8_.0f, 1.8F);
glEnable{GL_TEXTURE_2D);
glBindTexture{GL_TEXTURE_2D, texture[1]): i HEETEIR
glBegin{GL QUADS);

glHormal3f( B.8F, B.8f, 1.8F);
gqlTexCoord2f(0.8F, B8.8F); glVertex3f{-20.08F, -20.8f, -5.0fF);
glTexCoord2F{6.8F, B.8F); glUertex3f{ 20.08f, -20.8f, -5.0Ff);
glTexCoord2F(6.8F, 6.8F); glVertex3f{ 28.8f, 28.8f, -5.0f);
glTexCoord2f{A.0F, 6.0F); glUertex3f{-20.0f, 20.8f, -5.0F);
glEnd();
glPopHatrix (); £ SRR RUFERF TR
¥

void DrawSceneBL(uoid) FFE T |h =

|{ -

/ 22| APE /
glBindTexture(GL_TEXTURE_2D, texture[2]); /7 HRELTIE
glEnable(GL_BLEND}; HTERES
glDisable(GL _DEPTH_TEST); £F 3 FETE R,
RS
glDisable(GL_LIGHTING); N
glBlendFunc{GL_SRC_ALPHA,GL_DHE}; /i BT EERFalphaFEiE{HMN
glColor4f{1.08F, 1.08F, 1.8F, B.4F); /7 B ERGBAE

glBegin{GL_QUADS);
glHormal3df{ B.8F, B.8F, 1.6f);
glTexCoord2f(0.8F, B8.68f); glUertex3f(-1.8f,-1.8F, B8.8f);
glTexCoord2f{1.8F, 8.68f); glUertex3f( 1.8f,-1.8F, B0.8f);
glTexCoord2f(1.8f, 1.8Ff); glUertex3f{ 1.8F, 1.8Ff, B.8F);
glTexCoord2f(B.8f, 1.8F); glUertex3f{-1.8F, 1.8F, B.8F);

qlEnd();

glbisable(GL_BLEHD); /1 KENRE
glEnable{GL_DEPTH_TEST);

glDisable{GL_TEXTURE_2D}; 17 R
glEnable(GL_LIGHTING); /F R
glLightfu{GL_LIGHT1, GL_PFOSITION, LightPosition); fOEE RN YR E
glusphere({quadric, 0.3f, 32, 32); 77 HE| A PRER

HERFIH 5
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void DrawSceneGL{void)

{
!

AT R
glbisable(GL LIGHTA);
glRotatef{ep_fAngle, B.8f, 1.8Ff, B.8F);
glRotatef{-90.8f, 1.0f, 0.0f, B.0F);

glEnable({EL_TEXTURE_2D );

glTranslatef(2.08f, 8.0F, 0.8f);
glBindTexture{GL_TEXTURE_ZD, texture[8]

glPushMatrix ();

glRotatef{es Angle, O.0f, 0.6f, 1.8F);
gluSphere{quadric, 8.2f, 32, 32);
glPopMatrix ();

glRotatef{mp_fAngle, B8.8f, 8.8f, 1 Bf);
glBindTexture{GL TEXTURE_ 2D, texture[3]
glTranslatef(8.5f, 8.0F, 0.8F);
glRotatef{ms_Angle, 0.0f, 0.6f, 1.8F);
gluSphere(quadric, 8.85, 32, 32);

3D HF|

SENEEME (EELD

typedef struct tagUERTEX

{
float =, y, Zz;
float u, v;

¥ UERTER;

typedef struct tagTRIAMGLE

{
UERTEX vertex[23];

3 TRIAMGLE;

typedef struct tagSECTOR

{
int numtriangles;
TRIAHGLE= triangle;
3 SECTOR:

SECTOR sectori;

EPBNEEE
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void readstr(FILE =f,char =string)

{

do
1
fgets({string, 255, F);
¥ while {{string[@8] == */") || {(string[B] == "\n')};
return;

¥

void SetupWorld()
1
float =, y, z, u, v;
int numtriangles;
FILE =Filein;
char oneline[255];
filein = fopen{"datafworld.t=xt", "vrt");

readstr{Ffilein,oneline);
sscanf{oneline, "MUMPOLLIES %dun", &numtriangles);

sector1.triangle = new TRIAMGLE[numtriangles];
sector1.numtriangles = numtriangles;
for (int loop = @; loop < numtriangles; loop++)

{
for {int vert = 8; vert ¢ 3; uertH

{

readstr{Ffilein,oneline);

sscanf{oneline, "%F %F %F %F %F", &2, By, &z, Bu, &vu);
sector1.triangle[loop].vertex[vert].x = x;
sector1.triangle[loop].vertex[vert].y = y;
sector1.triangle[loop].vertex[vert].z Z;
sector1.triangle[loop].vertex[vert].u u;
sector1.triangle[loop].vertex[vert].v u;

¥
¥

fclose{filein);
return;

HIgak
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AUX_RGBImageRec =LoadBHP{char =Filename)

1

¥

int LoadGLTextures{)

1

¥

int InitGL{GLvoid)

1
if (*LoadGLTextures{))
1

return FALSE;

H
glEnable{GL_TEXTURE 2D};
glBlendFunc{GL SRC_ALPHA,GL_OHE};
glClearColor{@8.8f, A.8f, A.8f, A8.08f);
glClearDepth{1.8);
glDepthFunc{GL_LESS);
glEnable{GL_DEPTH_TEST};
glShadeModel{GL_SHOOTH};
glHint{GL PERSPECTIVE CORRECTIOH HINT, GL_ HICEST);
SetupWorld();
return TRUE;

¥

Gt
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int DrawGLScenE(GLuuid}

{

numtriangles = sector1._.numtriangles;
for {int loop m = B; loop m < numtriangles; loop m++)}

{
glBegin{GL_TRIAHGLES);

glHormal3f{ 9.8Ff, B.8F, 1.08F);

X sector1.triangle[loop m].vertex[8].x;
y_m or1.triangle[loop m].vertex[8].y;
Zm= 5 iangle[loop m].vertex[8].z;
um= sectorl1.tria oop_m].vertex[8].u;
um= sectori._triangle[l0 ex[8].v;
glTexCoordZ2f{u_m,v_m); glUErtex m,y m,z mj);
®* m = sectori._triangle[loop m].vertex[1].x;

y m = sectori.triangle[loop m].vertex[1].y;

z m = sectori_triangle[loop m].vertex[1].z;
um= sectori._triangle[loop m].vertex[1].u;

u m = sectori._triangle[loop m].vertex[1].v;
glTexCoordZ2f{u_m,v_m); glUertex3f(x_m,y m,Z _m});
®* m = sectori._triangle[loop m].vertex[2].x;
y m = sectori.triangle[loop m].vertex[2].y;

z m = sectori_triangle[loop m].vertex[2].z;
u_m = sectori.triangle[loop m].vertex[2].u;

U m sector1.triangle[loop m].vertex[2].v;
ngexEuurUEF(u m,v_m); gqlUertex3f{(x_m,y m,Z _m};

glEnd();
b

return TRUE;

BEEGFR
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bool twinkle;
bool tp:

const num=58;

typedef struct

{
int v, g, b;
GLfloat dist,
angle;
H
stars;

stars star[num];

GLfloat zoom=-15.8f;
GLfloat tilt=98.08F;
GLfloat spin;

GLuint loop;
GLuint texture[1];

BIa4L

int InitGL{GLvoid)}
{

’f
’f

’f
’f
’f
’f
’f
’f
’f
’f
’f

’f
’f

www.51testing.com

Twinkling Stars
'T' Key Pressed?

Humber 0f 5tars To Draw

Create A Structure For Star

Stars Color

Stars Distance From Center

Stars Current Angle

Meed To Heep Track OFf 'num’ 3tars
Distance Away From Stars

Tilt The Uiew

Spin Stars

General Loop Variable
Storage For One textures

for {(loop=8; loop<num; loop++}

{

star[loop].angle=8.8f;
star[loop].dist={float(loop)/num)=5_0f;
star[loop].r=rand({)%256;
star[loop].g=rand({)%256;
star[loop].b=rand({)%256;

b

SRRl
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int DrawGLScene{GLvoid) /7 Here's Uhere We Do A1l The Drawing
{ glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT}); // Clear The Screen And The Depth Buffer
glBindTexture(GL_TEXTURE_2D, texture[8]}; Ff Select Our Texture
for (loop=8; loop<num; loop++} /7 Loop Through A1l The Stars
{ glLoadIdentity(); /7 Reset The Uiew Before We Draw Each 5t
glTranslatef{8.08f,0.8f,z00m}; /f Zoom Into The Screen {Using The Ualue
glRotatef(tilt,1.8f,0.8f,0.8f); Jf Tilt The Uiew (Using The UValue In °ti
glRotatef(star[loop].angle,B.8F,1.8F,0.0Ff); /7 Rotate To The Current 3tars Angle
glTranslatef{star[loop].-dist,8._8F,8_0F); £ f Hove Forward On The X Plane
glRotatef(-star[loop].angle,B.8f,1.8F,8.0F); f/f Cancel The Current Stars Angle
glRotatef{-tilt,1.8F,0.0F,0.08F); f/f Cancel The Screen Tilt

if (twinkle)}
{ glColoriub({star[ {(num-loop)-1].r,star[{num-loop)-1].g,star[ (num-loop)-1].b,255);
glBegin{GL_QUADS};
glTexCoord2f{@.8f, 8.8F); glUertex3f({(-1.8f,-1.8F, B.08F);
glTexCoord2f{1.8f, B.8F); glVUertex3f{ 1.8F,-1.8F, B.08Ff);
glTexCoord2f{1.8Ff, 1.8F); glVertex3f({ 1.06f, 1.8Ff, B.8F);
glTexCoord2F{@.8f, 1.8F); glUertex3f(-1.8Ff, 1.8f, 8.08f);
glEnd() ;3
glRotatef{spin,B.8f,08.8f,1.8f);glColoryub{star[loop].r,star[loop].g,star[loop].b,255);
glBegin{GL_QUADS);
glTexCoord2f{0.8F, B.0F); glUertex3f{-1.0F,-1.8F, B.08F);
glTexCoord2f{1.8F, B.8F); glUertex3f({ 1.8f,-1.8F, B.8F);
glTexCoord2f{1.8F, 1.8F); glUertex3f{ 1.8f, 1.8F, B.0F);
glTexCoord2f{8.8F, 1.8F); glUertex3f({(-1.8F, 1.8F, B.08F);
glend();
spin+=8_81f ;star[loop].angle+=Ffloat{loop}/num;star[loop].dist-=0._81F;
if (star[loop].dist<B.8f)
{star[loop].dist+=5.8f;star[loop].r=rand{}%256;
star[loop].g=rand{}%256 ;star[loop].b=rand{)}%256;}
H
return TRUE;



