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Suffix Data Type Typical Corresponding C-Language OpenGL Type
Type Definition

b 8-bit integer sighed char Glbyte

S 16-bit integer Short Glshort

i 32-bit integer int or long GLint, Glsizei

f 32-bit floating-point | Float GLfloat, Glclampf

d 64-bit floating-point | Double GLdouble, Glclampd

ub 8-bit unsigned unsigned char GLubyte, Glboolean
integer

us 16-bit unsigned unsigned short Glushort
integer

ui 32-bit unsigned unsigned int or unsigned long GLuint, GLenum,

integer

Glbitfield
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#include <GL/glut.h>

Culgs g o poito iy 5
Void init()
{

adg) 2l

}
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int main(int argc,char **argv)

{

&g a5 (53959 yal)ly Jlo)l 5 oy o5 (Sles,
Init();

glutMainLoop();

return O;

}
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GL_COLOR_BUFFER_BIT gy
GL_DEPTH_BUFFER_BIT GBos 8l
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glColor3f(0.0, 0.0, 1.0);
glColor3f(1.0, 0.0, 1.0); I &5
glColor3f(0.0, 1.0, 1.0); (sl sjepé
glColor3f(1.0, 1.0, 1.0); saw
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GLfloat color_array[] = {1.0, 0.0, 0.0};
glColor3fv(color_array);
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: glortho(GLdouble left, GLdouble right,GLdouble bottom, GLdouble top,GLdouble zNear, GLdouble zFar)
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: glVertex{2,3,4}{d,f,I,s{v}(input parameters) O

acgoe b wiin I olod opengl 2 LS Dbl 1y 30 puy GIEN() 9 gIBegin() oy LL oSy S u*j) S

GOV PN S IS O YRV J% IR LV KPR R (/W AW S WIS g

Pl bt S Sl g pes Jle gl

glBegin(GL_LINES);
glVertex2i(10,10);
glVertex2i(90,120);
glEnd();
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GL_ALPHA_TEST GL_MAP2_COLOR_4
GL_AUTO_NORMAL GL_MAP2_INDEX

GL_BLEND GL_MAP2_NORMAL
GL_CLIP_PLANEi GL_MAP2_TEXTURE_COORD_1
GL_COLOR_LOGIC_OP GL_MAP2_TEXTURE_COORD_2
GL_COLOR_MATERIAL GL_MAP2_TEXTURE_COORD_3
GL_CULL_FACE GL_MAP2_TEXTURE_COORD_4
GL_DEPTH_TEST GL_MAP2_VERTEX_3
GL_DITHER GL_MAP2_VERTEX_4

GL_FOG GL_NORMALIZE
GL_INDEX_LOGIC_OP GL_POINT_SMOOTH
GL_LIGHTi GL_POLYGON_OFFSET_FILL
GL_LIGHTING GL_POLYGON_OFFSET_LINE
GL_LINE_SMOOTH GL_POLYGON_OFFSET_POINT
GL_LINE_STIPPLE GL_POLYGON_SMOOTH
GL_LOGIC_OP GL_POLYGON_STIPPLE
GL_MAP1_COLOR_4 GL_SCISSOR_TEST
GL_MAP1_INDEX GL_STENCIL_TEST
GL_MAP1_NORMAL GL_TEXTURE_1D
GL_MAP1_TEXTURE_COORD_1 GL_TEXTURE_2D
GL_MAP1_TEXTURE_COORD_2 GL_TEXTURE_GEN_Q
GL_MAP1_TEXTURE_COORD_3 GL_TEXTURE_GEN_R
GL_MAP1_TEXTURE_COORD_4 GL_TEXTURE_GEN_S
GL_MAP1_VERTEX_3 GL_TEXTURE_GEN_T

GL_MAP1_VERTEX_4
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GLUT_RGBA GLUT_ALPHA
GLUT_RGB GLUT_DEPTH
GLUT_INDEX GLUT_STENCIL
GLUT_SINGLE GLUT_MULTISAMPLE
GLUT_DOUBLE GLUT_STEREO
GLUT_ACCUM GLUT_LUMINANCE

s asbe

glutlnitDisplayMode(GLUT_SINGLE,GLUT_RGB);
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#include<gl/glut.h>

void init()

{
glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0,100,0,200);

}
void display()

{

glClear(GL_COLOR_BUFFER_BIT);

glColor3f(1.0,0.0,0.90);

glBegin(GL_LINES);

glVertex2i(30,100);

glVertex2i(50,10);

glEnd();

glFlush();

}

int main(int argc,char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("Line");
init();
glutDisplayFunc(display);
glutMainLoop();
return 0;

}
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#include<gl/glut.h>

void init()

{
glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0,100,0,200);

}

void display()

{
glClear(GL_COLOR_BUFFER_BIT);
glEnable(GL_POINT_SMOOTH);
glPointSize(10);
glBegin(GL_POINTS);
glColor3f(1.0,0.0,0.4);
glVertex2i(20,65);
glColor3f(0.0,0.3,0.90);
glVertex2i(33,56);
glColor3f(0.3,0.1,0.3);
glVertex2i(10,12);
glEnd();
glFlush();

int main(int argc,char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("Points");
init();
glutDisplayFunc(display);
glutMainLoop();
return 0;
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#include<gl/glut.h>

#include<math.h>
double round(double x)
{

return floor(x + 0.5);

}
void DDALine( GLint X1, GLint Y1, GLint X2, GLint Y2)

{
GLint iX, 1Y, Temp;
float m, X, Y;
if( (X2-X1) > (Y2-Y1))
{
if( X1 > X2)
{

f i (10,5 Aliwg 4 b gy aslipr Jlie

Temp=X1; X1=X2; X2=Temp;
Temp=Y1; Y1=Y2; Y2=Temp;

}
Y=Y1;
m = (GLfloat) (Y2-Y1)/(X2-X1);
for( iX = X1; iX <= X2; iX ++)

{
glBegin(GL_POINTS);
glColor3f(1.0,0.2,0.0);
glVertex2i(iX, round(Y));
glEnd();
Y += m;
}
}
else
{
if( Y1 > Y2)
{
Temp=X1; X1=X2; X2=Temp;
Temp=Y1l; Y1=Y2; Y2=Temp;
}
X = X1;
m = (float) (X2-X1)/(Y2-Y1);
for( iY = Y1; iY <= Y2; iY ++)
{
glBegin(GL_POINTS);
glColor3f(1.0,0.2,0.90);
glVertex2i(round(X),iY);
glEnd();
X +=m;
}
}
}
void init()
{
glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0,100,0,200);
}

void display()

glClear(GL_COLOR_BUFFER_BIT);
glEnable(GL_POINT_SMOOTH);
glPointSize(10);
DDALine(10,50,50,50);
glFlush();
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int main(int argc,char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("Line With Slope");
init();
glutDisplayFunc(display);
glutMainLoop();
return 0;
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#include<gl/glut.h>
void init()

{
glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(100,100,0,200);

}

void display()

glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_TRIANGLES);
glColor3f(0,0,1.90);
glVertex2f(-0.8, -0.8);
glVertex2f(-0.6, -0.4);
glVertex2f(-0.3, -0.8);
glColor3f(0,1,0);
glVertex2f (0.8, 0.8);
glVertex2f(0.6, 0.4);
glVertex2f (0.3, 0.8);
glColor3f(1,0,0);
glVertex2f(-0.4, 0.0);
glVertex2f(0.0, 0.5);
glVertex2f(0.4, 0.0);
glEnd();

glFlush();

int main(int argc,char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);

glutCreateWindow("Triangels");
init();
glutDisplayFunc(display);
glutMainLoop();

return 0;

PSee Moi |y pj (2t &S

Y4

)4 DA S = (o snpalS Sl R o8l )



DA oy (o S pd S ptie)odims o 4 Cdlio 93 &S Mwwgio (sl Aol t Jlo

#include<gl/glut.h>
void init()

{

}

glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(100,100,0,200);

void display()

glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_TRIANGLE_STRIP);
glColor3f(0,0,1.90);
glVertex2f(0.4, 0.0);
glVertex2f (0.0, -0.5);
glVertex2f(-0.4, 0.0);
glColor3f(1,0,0);
glVertex2f(-0.4, 0.0);
glVertex2f(0.0, 0.5);
glVertex2f(0.4, 0.0);
glEnd();

glFlush();

int main(int argc,char **argv)

{
glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);

glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);

glutCreateWindow(Strip Triangels");
init();

glutDisplayFunc(display);
glutMainLoop();

return 0;
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#include<gl/glut.h>
void init()

{

}

glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(100,100,0,200);

void display()

glClear(GL_COLOR_BUFFER_BIT);
glPolygonMode (GL_FRONT_AND_BACK, GL_LINE);
glBegin(GL_TRIANGLE_FAN);
glVertex2f(-0.0, 0.0);
glVertex2f(-0.7, 0.90);
glVertex2f(-0.7, 0.7);
glVertex2f(0.0, 0.7);
glVertex2f(0.7, 0.7);
glVertex2f(0.7, 0.0);
glVertex2f (0.7, -0.7);
glVertex2f(0.0, -0.7);
glVertex2f(-0.7, -0.7);

glEnd();
glFlush();
}
int main(int argc,char **argv)
{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("FAN Triangels");
init();
glutDisplayFunc(display);
glutMainLoop();
return 0;
}
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#include<gl/glut.h>

void init()

{

}

void display()

{

iy oy bawg ) gMS 2luss 48 dguie o3l
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glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(100,100,0,200);

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,0.0,0.90);
glPolygonMode (GL_FRONT_AND_BACK, GL_LINE);
glBegin(GL_POLYGON);
glVertex2f(-0.7, -0.4);
glVertex2f(-0.7, 0.4);
glVertex2f(-0.4, 0.7);
glVertex2f (0.4, 0.7);
glVertex2f(0.7, 0.4);
glVertex2f (0.7, -0.4);
glVertex2f (0.4, -0.7);
glVertex2f(-0.4, -0.7);
glEnd();

glFlush();

int main(int argc,char **argv)

{

glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("Polygon");

init();

glutDisplayFunc(display);

glutMainLoop();

return 0;
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#include<gl/glut.h>

void init()

{
glClearColor(e,0,0,0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(100,100,0,200);

}

void display()

{
glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,0.0,0.90);
glPolygonMode (GL_FRONT_AND_BACK,
glPolygonMode (GL_FRONT_AND_BACK,
glBegin(GL_QUADS);
glVertex2f(-0.8, 0);
glVertex2f(-0.4, 0.4);
glVertex2f(0.0, 0.0);
glVertex2f(-0.4, -0.4);
glVertex2f(0.9, 0.5);
glVertex2f(0.2, 0.5);
glVertex2f(0.1, 0.0);
glVertex2f(0.8, 0.90);
glEnd();
glFlush();

int main(int argc,char **argv)

{
glutInit(&argc,argv);

GL_LINE);
GL_FILL);

glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);

glutInitWindowSize(500,500);
glutInitWindowPosition(200,200);
glutCreateWindow("QUADS");
init();
glutDisplayFunc(display);
glutMainLoop();

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

#include <math.h>

int Height=400, Width=400;

#define edgeOnly ©

void DrawCircle(double radius, int numberOfSides)

{

// if edge only, use line strips; otherwise , use polygons
if(edgeOnly)

glBegin(GL_LINE_STRIP);

else

glBegin(GL_POLYGON);

// calculate each vertex on the circle

for ( int vertex = 0; vertex < numberOfSides; vertex++ )

{

// calculate the angle of current vertex

// ( vertex # * 2 * PI ) / # of sides

float angle_c = (float) vertex * 2.0 * 3.14159 / numberOfSides;
glColor3f(0,0,1); // Blue Color

// draw the current vertex at the correct radius
glVertex2f(cosf(angle_c)*radius, sinf(angle_c)*radius);

}

// if drawing edge only, then need to complete the loop with first vertex

if(edgeOnly)
glVertex2f(radius, 0.90);
glEnd();

}

void display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
DrawCircle(0.8, 100);
glColor3f(1, 1, 9);
glBegin(GL_QUADS);
glVertex2f(-0.2, 0.2);
glVertex2f(-0.2, -0.2);
glVertex2f(0.2, -0.2);
glVertex2f(0.2, 0.2);
glEnd();
glutSwapBuffers();

}

int main(int argc, char **argv)
{
glutInit(&argc, argv);

glutInitDisplayMode (GLUT_DOUBLE);
glutInitWindowSize(Width, Height);
glutCreateWindow("Circle Example");
glutDisplayFunc(display);

glutMainLoop();
b
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#include <GL/glut.h>

void Init(void)

glClearColor(1.0,1.0,1.0,0.90);
}s

void display()

{
glClear(GL_COLOR_BUFFER_BIT);
glMatrixMode (GL_MODELVIEW);
glLoadIdentity();
glPushMatrix();
glRotatef(0,0.0,0.0,1.0);
glBegin(GL_POLYGON);
glColor3f(1.0, 0.0, 0.0);
glVertex2f(-0.5, -0.5);
glColor3f(e.0, 1.0, 0.0);
glVertex2f (0.5, -0.5);
glColor3f(e.0, 0.0, 1.0);
glVertex2f(0.0, 0.5);
glEnd();

glPopMatrix();
glutSwapBuffers();

}

int main(int argc, char **argv)
{glutInit(&argc,argv);

glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGB);
glutInitWindowPosition(100,100);
glutInitWindowSize(400,400);
glutCreateWindow("Gradiant Triangle");
Init();

glutDisplayFunc(display);

P See Wi |y ) (et S

glutMainLoop();
return 0;

}
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#include<GL/glut.h>

#include <stdlib.h>

#include <math.h>

void init(void)

{

glClearColor(1.0,1.0,1.0,0.0);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0.0,300.0,0.0,300.0);

}

void setPixel(GLint xCoordinate, GLint yCoordinate)

{

glBegin(GL_POINTS);
glVertex2i(xCoordinate,yCoordinate);
glEnd();

:plags iz gl oy &0 Lad oy ¢ Jlte

glFlush(); //executes all OpenGL functions as quickly as possible

}

//Bresenham line-drawing procedure for |m| < 1.0

void lineBres(GLint x@, GLint y@, GLint xEnd, GLint yEnd)

{

GLint dx = abs(xEnd - x0);

GLint dy = abs(yEnd - y@);

GLint p = 2 * dy - dx;

GLint twoDy = 2 * dy;

GLint twoDyMinusDx = 2 * (dy-dx);
GLint x,y;

// determine which endpoint to use as start position

if (x@ > xEnd){
X = xEnd;

y = yEnd;

XEnd = Xx;
}else{

X = X0;

y = Yy0;

}
setPixel(x,y);
while(x<xEnd){
X++;

if(p<0)

p += twoDy;
else{

y++;

p += twoDyMinusDx;
}
setPixel(x,y);
}

}

void drawMyLine(void)

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,0.0,0.90);
glPointSize(4.0);

GLint x0 = 100;

GLint yo@ = 150;

GLint xEnd = 200;

GLint yEnd = 200;
lineBres(x0,y0,xEnd,yEnd);

}

void main(int argc, char**argv)

{

o http://en.wikipedia.org/wiki/Bresenham's_line_algorithm
Ys
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glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB);
glutInitWindowSize(400,400);
glutInitWindowPosition(©,9);
glutCreateWindow("Bresenham");

init();
glutDisplayFunc(drawMylLine);

glutMainLoop();
}
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#include<GL/glut.h>

class screenPoint

{

private:

GLint x,y;

public:

/* Defult constructor: initializes coordinates position to (0,0) */
screenPoint()

{

X = 0;

y = 0;

}

//Methods

void setCoordinates(GLint xCoordinateValue, GLint yCoordinateValue)
{
X
y
}
GLint getx () const
{

return x;

}

GLint gety () const

{

return y;

}

void incrementx ()
{

X++;

}

void decrementy ()
{

y--;

}

}s

void setPixel(GLint xCoordinate, GLint yCoordinate)

{

xCoordinateValue;
yCoordinateValue;

glBegin(GL_POINTS);
glVertex2i(xCoordinate, yCoordinate);

glEnd();

glFlush(); //process all OpenGL functions as quickly as possible
}

void circleMidPoint(GLint xc, GLint yc, GLint raduis)

{

screenPoint circlePoint;

//initialize value for midpoint parameter

GLint p = 1-raduis;

//set coordinates for top point of circle
circlePoint.setCoordinates(@,raduis);

//function prototype

void circlePlotPoints(GLint, GLint, screenPoint);
//plot the initial point in each quadrant
circlePlotPoints(xc, yc, circlePoint);

//calculate the next point and plot in each octant
while(circlePoint.getx() < circlePoint.gety())

{

circlePoint.incrementx();

if(p<o)

p += 2 * circlePoint.getx() + 1;

else{

circlePoint.decrementy ();

p += 2 * (circlePoint.getx () - circlePoint.gety ()) + 1;

YA
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}

circlePlotPoints(xc, yc, circlePoint);

}

}

void circlePlotPoints(GLint xc, GLint yc, screenPoint circPoint)
{

setPixel(xc + circPoint.getx () , yc + circPoint.gety ());
setPixel(xc - circPoint.getx () , yc + circPoint.gety ());
setPixel(xc + circPoint.getx () , yc - circPoint.gety ());
setPixel(xc - circPoint.getx () , yc - circPoint.gety ());
setPixel(xc + circPoint.gety () , yc + circPoint.getx ());
setPixel(xc - circPoint.gety () , yc + circPoint.getx ());
setPixel(xc + circPoint.gety () , yc - circPoint.getx ());
setPixel(xc - circPoint.gety () , yc - circPoint.getx ());

}
//Initialize OpenGL

void init(void)

{

glClearColor(0.0,0.0,0.0,0.0); //set display-window color to black
glMatrixMode(GL_PROJECTION); //set projection parameters
gluOrtho2D(0.0,300.0,0.0,300.0);

}

void drawMyCircle(void)

{

glClear(GL_COLOR_BUFFER_BIT); //clear display-window
glColor3f(1.0,0.0,0.0); //set pixel color to red

glPointSize(3.0);

GLint xCenter = 150;

GLint yCenter = 150;

GLint raduis = 100;

circleMidPoint(xCenter, yCenter, raduis);

}

void main(int argc, char**argv)

{

glutInit(&argc, argv); //initialize GLUT
glutInitWindowPosition(10,10); //set top-left display-window position
glutInitWindowSize(500,500); //set display-window width and height to 500
glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB); //set display mode

//Now display the window with a title

glutCreateWindow("Circle Mid Point ");

init(); //execute initialization procedure of OpenGL
glutDisplayFunc(drawMyCircle); //send graphics to display window
glutMainLoop(); //display everything and wait

}
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#include<GL/glut.h>
#include<stdlib.h>
#include<math.h>
GLfloat x=10.0 ;
GLfloat y=0.0;
GLfloat x1;

void init()

{

}

glClearColor(e,0,0,0);
gluOrtho2D(-20,20,-20,20);

void display()

{

glClear(GL_COLOR_BUFFER_BIT);
x=15;

y=0;

x1=0;

glColor3f(1,0,0);
while(x>y)
{

glBegin(GL_POINTS);

{

}

glVertex2f(x,y);
glVertex2f(-x,y);
glVertex2f(x,-y);
glvVertex2f(-x,-y);
glVertex2f(y,x);
glVertex2f(-y,x);
glvVertex2f(-y,-x);
glVertex2f(y,-x);

glEnd();

y++;

x1l=sqrt((x*x)-2*y-1);

X=X1;

}
glFlush();

int main(int argc,char **argv)

{

glutInit(&argc,argv);
glutInitWindowSize(300,300);
glutInitWindowPosition(200,200);
glutCreateWindow("test");
glutInitDisplayMode (GLUT_DOUBLE |GLUT_RGB);
init();
glutDisplayFunc(display);
glutMainLoop();

return 0;
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#include<GL/glut.h>
#include <stdlib.h>
#include <math.h>
void init(void)

glClearColor(1.0,1.0,1.0,0.90);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0.0,300.0,0.0,300.0);

}

void setPixel(GLint xCoordinate, GLint yCoordinate)

{

glBegin(GL_POINTS);
glVertex2i(xCoordinate,yCoordinate);
glEnd();

SIS gy 4 opld puwyt Jle

glFlush(); //executes all OpenGL functions as quickly as possible

}

double round(double x)
{

return floor(x + 0.5);

}

void floatCircle(GLint XCenter, GLint YCenter, GLint r)

{
GLint x, y;

GLfloat yr;

GLdouble s;

for( X = -r; X <= r ; X ++)

{

s=r*pr -x*x;

yr = sqrt(s);

y = round(yr);
setPixel(x+XCenter, y+YCenter);

setPixel(x+XCenter, -y+YCenter);

}
}

void display()

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1,0,0);
floatCircle(150,150,100);
glFlush();

}

void main(int argc, char**argv)

{

glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB);
glutInitWindowSize(400,400);
glutInitWindowPosition(®0,9);
glutCreateWindow("Dekarti");

init();
glutDisplayFunc(display);
glutMainLoop();

}
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#include<GL/glut.h>
#include <stdlib.h>
#include <math.h>
const float PI=3.14;
int circle_points=100;
void init(void)

{

glClearColor(1.0,1.0,1.0,0.0);
glMatrixMode (GL_PROJECTION);
gluortho2D(0.0,300.0,0.0,300.0);
}

void setPixel(GLint xCoordinate, GLint yCoordinate)

{

glBegin(GL_POINTS);

glVertex2i(xCoordinate,yCoordinate);

glEnd();

glFlush(); //executes all OpenGL functions as quickly as possible

}

double round(double x)
{

return floor(x + 0.5);

}

void MyCircle(GLfloat centerx, GLfloat centery, GLfloat radius)
{

GLint i;

GLdouble angle;

glBegin(GL_POLYGON);

for (i = @; i < circle_points; i++) {

angle = 2*PI*i/circle_points;
glVertex2f(centerx+radius*cos(angle),
centery+radius*sin(angle));

}
glEnd();
e O (Doon 3 S e slis
glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1,0,0);
MyCircle(150,150,100);
glFlush();
}
void main(int argc, char**argv)
{

glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB);
glutInitWindowSize(400,400);
glutInitWindowPosition(0,9);
glutCreateWindow("Gotbi");

init();
glutDisplayFunc(display);
glutMainLoop();

}
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#include<GL/glut.h>

void init()

{

}

glClearColor(0.1,0.2,0.1,0);
glutInitWindowPosition(200,60);
glutInitWindowSize(800,400);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0,100,0,200);

void display()

{

}

glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,0.0,0.90);
for(int i=1; i<2000 ;i++)

{

glBegin(GL_POINTS);
glVertex2i(i,i*2);

glEnd();

}
glFlush();

int main(int argc,char**argv)

{

\RJ

glutInit(&argc,argv);

glutInitDisplayMode (GLUT_SINGLE|GLUT_RGB);
glutCreateWindow("Test");

init();

glutDisplayFunc(display);

glutMainLoop();

return 0;
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glutWireCube(GLdouble size)
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glutSolidCube(GLdouble size)
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glutWireCone(GLdouble base,
GLdouble height,GLint slices, GLint
(stacks

Cunl slgon ©jg0 4y by St sy sl yotws ol

glutSolidCone(GLdouble base,
GLdouble height,GLint slices, GLint
(stacks

Cunl (o ©jg0 4 05 ) (sl 903

glutWireSphere(GLdouble
radius,GLint slices, GLint stacks)
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glutSolidSphere(GLdouble
radius,GLint slices, GLint stacks)
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glutWireTorus(GLdouble
innerRadius,GLdouble
outerRadius,GLint nsides, GLint
rings)

Conl Jlgod Sjgo & Qad oy Sl H5ed

glutSolidTorus(GLdouble
innerRadius,GLdouble
outerRadius,GLint nsides, GLint
rings)
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glutWireTeapot(GLdouble size)
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glutSolidTeapot(GLdouble size)
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3,35 1y 5 polie wlgie GLENUM Mode b @ @b cpl s (gjuel 5y cilisie ) 2>
o2 ol (b 4 pulgie S5y SO Ladd GL_FLAT -y

o> olais] b ], 1S5y 5] S 5 sl o : GL_SMOOTH -y

5 4 pslgne S5y K haid Cygo ol )3 Lo a5 cul GL_FLAT LI, glShadeModel &b jlude (5,8 Liw <l )

ol e &S ul glBegin / glEnd Sl 5l 8 glShadeModel gl oS sl awsly dogs |y 4SS ol ddpon b
Aol ) s O

dgudue o3lil 1> 4l bl I, ¢ gIViewport(GLint x,GLint y,GLsizei width,GLsizei height) o

3L o 0y2x b o Cow 4865 Ay Cand D 4500 ml Lo Cuaw AdeS LSy Clasw (X)) of » o«
c a3l eSSy e g d o gl 5 o,e Width 4 height

388 02 plad 59y » |y JS5 45 cuns (w1 OpenGL 25 v/

D) ol So g8 dmyd Sz 4 g8 (0 |y (SES 0o

ol o) BB > S (sg) 2 lpme pgad 2
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sl o 5SS s 450y b g 08l 020y JS Wl 0 > a0
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L L iy 8L Hged opl a8 3,8 eslisl ,8L g3 5l lgie OPENGI L cwwgs 4oy 4> 1 glutSwapBuffers() o
Cpbgdne (ose wb b Bl gd (cla wb edle] 48T elKim g a8l o W] i 3L ) Lew, plod . e buls ool

(W5Ree s S ol i 9 Liuled ) WSie 6y ole pgaal (35 pp K
- eiSao o3lizl gIFIUSh ) 13L 3L S5 0y, 5]

. oSso o3lawl glutInitDisplayMode giwd jl a8l olis 0,8 asuie (gl ouieS M8 oS jolailen : L5)9i"t‘l
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Do oo b oy gl |y refresh slas, ojlxe oygo 4 1l ol 5lodlizul L glutPostRedisplay() o

oS L5 byl display @b 5 b SO oo medlgd 0 a5 oS 0 o3kt b ol 51 Sl

I3y g 500 &S Slojl iSee 1,5 1S |y il @b, b ol - glutldleFunc(void (*func)(void)) o

L Dguid 8l

oy ) wybe ¢l Callback o : glutMouseFunc(void (*func)(int button, int state,int x, inty))  ©

TSl Al (63959 Hlaz 2l dgd (o (Byme 398 U A wgle By @l g & (baiSee asiie ) 5>
3l il dus 45 el 005 by b 03,5 Lyaglo 4053 pS 45 1S o cymme gl yiel,l

GLUT_LEFT_BUTTON
GLUT_MIDDLE_BUTTON
GLUT_RIGHT_BUTTON

b 1y cdls 90 oS cunl Gl al oy b il 00 pid m cdbbgyye daSY Cumdg pgd sl )l
GLUT_DOWN
GLUT_UP

bl (o Slate ) (wole CusBye 5 p)lez g pow yell

» e S «lpcallback b : glutKeyboardFunc(void (*func)(unsigned char key,int x, int y)) o)

Soy Joo (Jgomo SlasdSigd (o0 030 )5 4 Jgeme sladdS (0 03,88 (B3l (lp S pasuia ] )l 0y
Jgone slortS I NULL 596 s el )ly 555 y90 > aibediiad Sl 58 ghls & b iSLS dan g slasl 5 Lall

Db (oo ot o

Dabl 4naly 639y el s sl 298 (o0 (e (358 @l bl ol S b
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: glutReshapeFunc(reshape) o

a5 Wl Sledlys Teshape gl oy ojlul s plin 4 V7

L A8l g 0y ey gl Jeld Y

S a8l bl lyte & |y s oy gl g oy @l V

void reshape (int width, int height)

{
glViewport (0, 0, width, height);
}

J

Window
height Viewport
(0, 0)
<:: ::_'::—

13 o )L e L pile lein g 4ty |y iy YU o yle : glPOpMatrix() o

S e 35 |y anty oYU e 4 b sl S0 mlg ales : glPushMatrix() o

g dguine 03wl ;500 abads 4 (gl ahads | e & JGsl 1y : glTranslate{f,d}( TYPE x, TYPE,y, TYPEz) o

C S e opo JoaS puple 1) o)l e yile

£4
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dguine 03wl pas S oly93 1y ¢ gIROtate{f,d}( TYPE angle, TYPE x, TYPEy, TYPE z )

©)
angle o5lul 4 (ol gl bolgsds yeme Joo olyes ¥
(angle,1.0,0.0,0.0) X yyo Jg> oyg> ¥/
(angle,0.0,1.0,0.0) y 50 Jo= oly9> ¥
(angle,0.0,0.0,1.0) Z ,s50 Jo> lys> ¥/

glRotatef(45.0, 0.0, 0.0, 1.0)

b

e 03lil s S wlie <l glScale{f,d}( TYPE x, TYPEy, TYPE z) O

glScalef(2.0, -0.5, 1.0)
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: glLight{f,i{v}(GLenum light,GLenum pname,const GLfloat *params) O

Sy e g9 ke Lopengl s awp b 4 aub Ngdue 55 45 slb dizs 45 dgine celb OpeENGL j» iy 49

. Emmisive 4 Specular , Diffuse ; Ambient ;s

3 S aS cul g 4 wpwd g GLENUM pname ¢ cuwl ,6 zie pb GLenum light boS,I YL &b s
olegS)l &S cul ol Sl sl (GL_DIFFUSE, GL_ AMBIENT, GL_ SPECULAR, GL_ EMMISIVE) ,;»lie
R,G,B (S5, (g 0aiiS _aseio i)l s guie dus + sl guie by il ¥ ()l iyl ) 4 5,8 ales il |y 595 5, (oo
15L GL_POSITION jlaie ply pgd ologS,l 51 Lel . A8 o pasuie 9, yo i &5 col Alpha jlade 31 giac g ol
XY, Z ¢ 00iS Lasuin 5 wil (gpaie dw 1L al)] opl 93,8 sales 5ilbp 1) 46 Jome pow logSyl &8 canl ol Sk

DAsS Ayl ) pdlie 4y A

GLfloat A[4]={1,1,1,1};

GLfloat Pos1[4]={9,5,1,0};
glLightfv(GL_LIGHTO,GL_DIFFUSE,A);
glLightfv(GL_LIGHTO,GL_POSITION,Posl);

GL_DEPTH_TEST 4 GL_LIGHTING ,5slis ‘yimen g oS Jled ) ol b 95 gt 5l ool (gl oS ol S5 4 oY

. 33,5 Jld WL 3 GL_COLOR_MATERIAL 4

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

: glMaterialf{v}(GLenum face, GLenum pname, GLfloat param) o

. glMaterialf

WS oo e 30 5 Jie sl ]) ool gl el &g

, GL_FRONT GL_FRONT_AND_BACK , lais dw jl S g S 03,9 1 595 4 b 45 sl 2g>g b 4z : Face
. a3k wlg o GL_BACK

3 yielyl &S conl (g ylade param 4 uib sl o GL_SHININESS  Lié clls -yl 5 : Pname

b anlgs walais o 4 o

. glMaterialfv

D sl 4w wlg e ]y g polie pRAMeE g el (L3 ol aslen o o face s

Al oAb S B Caond > oS a5l wlen 1 GL_SPECULAR 4 GL_DIFFUSE 4 GL_AMBIENT

o oo 1y 00 Bl ;5 RGBA s o 54 dalgd sae jloa (g9l> param jul)lb cls ol > 0 GL_EMISSION
S

3 9 S o cpme |, RGBA (ol aul cjo oS 59y anlgs dae Jb> (gol> param jiol,b cdls ol ;> 1 GL_SHININESS
IR N CRY 7 NP1

. ol gsly MolS" S GL_AMBIENT_AND_DIFFUSE

0
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ly ol anl g coylisl oo (S5) slo sl 45 54 anlgs sue 4w (gol> paramyl > 1 GL_COLOR_INDEXES

: glutTimerFunc(unsigned int msecs, void (*func)(int value), value) o}

2ol 015y 5l cpl s Wl Jasiie Slej Jeolgd 40 aS p s (63108 4 5L Lo (opiuess]) b doliy o eS8 cpily (gl y
13yl glis 3 wlie ples b @b opl Jg cusl glUtTimerFunc b b slis, ol 63,5 s jeuiSae o3l

(p9> yal)b). 15" o Wb event handler 4 e S ol 2

(5ol ) event handler xb 31 5 o2 § pawsg (0 MAIN Jd o2 |y jomwd ol -3

.39, display b 4 elyws b ey 1) glutPostRedisplay jgues LU YU plg ooles 31 3t dsgd

glutTimerFunc(2000,timerFunc,0);

: glFog{f,i{v}(GLenum pname,GLfloat param) ©

Glenum el 5,5 (oo 5,8 odlitul 3)90 (£ gmels o il pogad & sim dw pglal ST ) ae S
GL_FOG_MODE, GL_FOG_DENSITY, GL_FOG_START, GL_FOG_END, ,>lis slgie pname
& Cows odd Cu Hlaie GLfloat param )b 45,5 1, GL_FOG_INDEX, GL_FOG_COORD_SRC
5Sn tialy A8 plasS)]
.glEnable(GL_FOG) &b alusg aasS Jd |y o1 b Jol oliil (lp s canl Jlad pue o0k y9b 4 FOG SSS
PaS cdd Ll oyl @
GLfloat fogColor[4] = {0, 01, O, 1.0};
glFogfv (GL_FOG_COLOR, fogColor);
L

glFogf (GL_FOG_DENSITY, 0.1);

oy
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: glLineStipple(GLint factor, GLushort pattern)

39 (50 oy 35 G g5 Cop yo > GLINE FACtOr juel)l . w8 oo pppme |y ks S 5 555l

o oo oo (1 S5 g o g ) o e 69N 4S5 yokas ¢ s o VF dac @ Pattern

(28l (oo ano 5 pas (Sliae 4 o g o (sline 4 G 2 ) W Walgs ooy b3l eljal pluS oS

cal 0 LS5 S 5 28 e 55N pleS g 39, (00 )1 Il 3 jho Cu

5,5 oalawl b opl o5l Jb 1y BIEN@ble(GL_LINE_STIPPLE) ,guod jl b &b cpl o2, K 5 L3

ao b 15 Aalgi sy b ¢ 15L 0 0011111100000111 Joleo g sline 5 25 $3FO7 (o8I L Jlie (5l
51090 (o0 00xiS ¢S ML Y (golu FACLOr 51 . jigels alais ¥ g g,y abalis £ ¢ yogeld alais O ¢ oy, dlais
Al sl o il gyl slodlie pj gl 3+ ool dali¥ g (yidg) Al WY ¢ gals alall Ve ¢ (pdg) dlall
cXg ol OX LC by V8 lue dlael a8 5,8 o Lis

PATTERM FACTOR

Ox00FF 1

0x00FF z ——

0x0COF 1 — - — - — -

OxOCOF 3y ——— _

OXRAAR 1] ——-— - mm e mm e e m =
(YT T-T-TY 2 - = — = = = = = = = = =
OXBAAL g — = = e e e e e
QXAARA §  — e— — — — =

: glPolygonStipple(const GLubyte *mask) e

S G5l B 32,032 663 G el (655 o)l MasK . w8 e pume |y alonis K iE 663
Ll slo ds plod (58 i Cijguas .« D903 JIed glEnable(GL_POLYGON_STIPPLE) jgiuwd dlwgs |y cdls cpl Wb &b

g (oo 88 SN Sy
H ngitmap(GLsizei width, GLsizei height,GLfloat xorig, GLfloat yorig,GLfloat xmove, GLfloat ymove,const GLubyte *bitmap) O

quu d‘)f Ltb o Coo Lo}.o.c . JJB) s )&g Ao K9y » o Coo l.i; quu 9 O)‘) )1)5 d‘)f gIRaSterPOS
25 b olg o 05 Cogar ) F s Jie gl )l 5] STl oo

O ££, OQoze0
O ££, OQoze0
Gaecll, (o200
Dzeo®, 000
O, Q200
O£l (xclO
Dz ££, 02200
Qza. (az00)
G, a0
Qago . 000
O, Q200
O, Q200

oy
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B b oo o8 ol Can s W9 (o0 030 Mied €8 5l oy &5 SlibaB )3 0 )lgen bn o i gl 03D
Ored &g (Vb ) Aol 13 39 (oo ) (b 2y e ¢ Wgd (0 E9xd Omb Go Ceow aBS | e (o
My e )51 a8 o muwyd 4uiS uxe cONst GLubyte *bitmap  \looS,l lawgs a5 1) o car YU Hged
A 21555 ) (S5 ¢ Mbl lome diuo ) o)l (6,5

WS e yasuie |y co Cas 5y 9 Jsb - GLsizei height , GLsizei width

o3l o Cuow ¢ by AdsS 5l e . WS o atuie e G 0 1) e Cuxdss @ GLlOat yorig, GLfloat xorig
D9 (o0 (515

o ) oo S a8l 5 o gyl raster cusdge 4 &S Liwa  slY 4 X : GLfloat ymove, GLfloat xmove

W2)S o d8ls] ¢ Do

ol JuSo Slles slp (o0 ylad Cusbse cpuni 1y igIRasterPos{2,3,4}i,d,f,sHv}(Glint x,Glint y,...) )

yolyl S o 1y Ko (gl o3 cls glPixelStore{f,i}(GLenum pname,GLfloat param) 0
olde jl S Jelis wilgie GLenum pname
GL_PACK_SWAP_BYTES, GL_PACK_LSB_FIRST, GL_PACK_ROW_LENGTH, GL_PACK_IMAGE_HEIGHT, GLenum pname
GL_PACK_SKIP_PIXELS, GL_PACK_SKIP_ROWS, GL_PACK_SKIP_IMAGES,GL_PACK_ALIGNMENT

GL_UNPACK_SWAP_BYTES, GL_UNPACK_LSB_FIRST, GL_UNPACK_ROW_LENGTH, GL_UNPACK_IMAGE_HEIGHT,
GL_UNPACK_SKIP_PIXELS, GL_UNPACK_SKIP_ROWS, GL_UNPACK_SKIP_IMAGES,GL_UNPACK_ALIGNMENT

CaSee asuie |y Jol yielb 4 bgyye Hlade 5 GLFloat param yl,b ¢ sl
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L 1S ey s bghad b cie 5 4 gty (ol ol 1 b
#include<GL/glut.h>

void init()

{
glClearColor(0.1,0.1,0.4,0);
glutInitWindowPosition(200,600);
glutInitWindowSize(800,800);
glMatrixMode (GL_PROJECTION);
gluOrtho2D(0,100,0,200);

}

void display()

{
glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,0.2,0.8);
glEnable (GL_LINE_STIPPLE);

glLineStipple (1, Ox00FF);
glBegin(GL_LINES);
glVertex2i(20,70);
glVertex2i(40,120);

glVertex2i(60,70);
glVertex2i(40,120);

glVertex2i(20,70);
glVertex2i(60,70);

PASee Mg ) 5 (2es &S
glEnd();

glFlush();
¥

int main(int argc,char**argv)

{

glutInit(&argc,argv);
glutCreateWindow("Test");
glutDisplayFunc(display);
glutInitDisplayMode (GLUT_SINGLE |GLUT_RGB);

init();

glutMainLoop();
return 0; | ! h

00
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128643216 8 4 2 1
#include<GL/glut.h>

void init()

{
glutInitWindowPosition(100,200);
glutInitWindowSize(900,900);
glClearColor(1,1,1,0);
glMatrixMode (GL_PROJECTION
glortho (0,100,0,150,0,1);

)s

}

GLubyte bitShape[128]={0x00, 0x00, O0x00, 0x00, Ox00, Ox00, Ox00, 0x00,

0x03,
oxe4,
oxe4,
0x04,
ox44,

0x80,
0x60,
ox18,
0x06,
ox01,

oxo1,
ox06,
ox18,
0x60,
ox80,

oxCo,
0x20,
0x20,
0x20,
ox22,

0x06,
ox04,
ox04,
ox44,
ox44,

oxCo,
ox30,
oxeC,
0x03,
ox01,

oxe3,
oxec,
0x30,
oxCo,
ox80,
0x44, Ox01l, ox80, 0Ox22, 0x44, 0x0l1l, 0x80, Ox22,
0x44, Ox01, ox80, 0Ox22, 0x44, 0x0l1l, 0x80, Ox22,
0x66,0x01, 0x80, Ox66, Ox33,0x01, Ox80, OXCC,
0x19,0x81, 0x81, ©x98, Ox0C, OxCl, 0©x83,0x30,
0x07,0xel,0x87, Oxed, 0x03, Ox3f, Oxfc,0xco,
0x03,0x31,0x8c, OxCO,0x03, Ox33, OXCC, OxCO,
0x06,0x64, 0x26, Ox60, Ox0C, Oxcc, Ox33, Ox30,
0x18, ©Oxcc, ©Ox33, 0x18,0x10,0xc4, Ox23, 0x08,
0x10,0x63,0xC6,0x08, 0x10, 0Ox30, OxOC, Ox08,
0x10, 0x18,0x18, Ox08,0x10, Ox00, O0x00, Ox08};

0x60,
0x20,
0x20,
ox22,
ox22,

void display()

{
glClear(GL_COLOR_BUFFER_BIT);
glColor3f(0,0,0);
glRotatef(0,1,2,3);
glPixelStorei(GL_UNPACK_ALIGNMENT,1);
glRasterPos2i(40,80);

glBitmap(31,30,0,0,0,0,bitShape);

glutSwapBuffers ();
1171711111171717

Y7

0%

DA S = (o snpalS Sl R o8l )

Jbs



glRasterPos2i(20,60);
glBitmap(31,30,0,0,0,0,bitShape);
/17711171117117117
glRasterPos2i(60,60);
glBitmap(31,30,0,0,0,0,bitShape);

}

int main(int argc,char**argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_SINGLE |GLUT_RGB);
glutCreateWindow("bitmap");
init();
glutDisplayFunc(display);
glutMainLoop();
return 0;

}

PASee Wi |y pj (gt oS

bitmap l = | (=] |_ihr

ov
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#include <windows.h>
#include <gl/gl.h>
#include <gl/glu.h>
#include <gl/glut.h>
#include <math.h>

// Rotation amounts

static GLfloat xRot
static GLfloat yRot

0.0f;
0.0f;

// Called to draw scene
void RenderScene(void)

{

glClearColor(1,1,1,0);

// Angle of revolution around the nucleus
static float fElectl = 0.0f;

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glMatrixMode (GL_MODELVIEW);
glLoadIdentity();
glTranslatef(0.0f, 0.0f, -100.0f);

glClear(GL_COLOR_BUFFER_BIT);

// This function does any needed initialization on the rendering

glEnable(GL_BLEND);
glBlendFunc(GL_SRC_ALPHA,GL_ONE_MINUS_SRC_ALPHA);

glColoraf(0.0,0.0,1,0.50);
glPushMatrix();

glRotatef(fElectl, @.0f, 1.0f, 0.0f);
glTranslatef(90.0f, 0.0f, 0.0f);
glutSolidSphere(10.0f, 15, 15);
glPopMatrix();

glColor4f(1,0,0,0.20);
glPushMatrix();

glRotatef(fElectl, @.0f, 1.0f, 0.0f);
glTranslatef(0.0f - 90, 0.0f, 0.0f);
glutSolidSphere(10.0f, 15, 15);
glPopMatrix();

// Increment the angle of revolution
fElectl += 10.0f;
if(fElectl > 360.0f)

fElectl = 0.0f;

// Show the image
glutSwapBuffers();

}

// context.
void SetupRC()

YA

glEnable(GL_DEPTH_TEST); // Hidden surface removal
glFrontFace(GL_CCW); // Counter clock-wise polygons face out

OA

oS 5 1538 o (55, 5] 5 S S b Ly 4y b 0,5 ol o S sy |y 0,5 93 4 gy (ol Aoyt Jlto

.)9».: ,a.’m N OL&)
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glEnable(GL_CULL_FACE); // Do not calculate inside of jet

void TimerFunc(int value)
{
glutPostRedisplay();
glutTimerFunc(500, TimerFunc, 1);

}

void ChangeSize(int w, int h)

{
GLfloat nRange = 100.0f;

// Prevent a divide by zero
if(h == 0)
h = 1;

// Set Viewport to window dimensions
glViewport(@, 0, w, h);

// Reset coordinate system
glMatrixMode (GL_PROJECTION);
glLoadIdentity();

// Establish clipping volume (left, right, bottom, top, near, far)
if (w <= h)
glortho (-nRange, nRange, nRange*h/w, -nRange*h/w, -nRange*2.0f, nRange*2.0f);
else
glortho (-nRange*w/h, nRange*w/h, nRange, -nRange, -nRange*2.0f, nRange*2.0f);

glMatrixMode (GL_MODELVIEW);
glLoadIdentity();

}

int main(int argc, char* argv[])
{
glutInit(&argc, argv);
glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGB | GLUT_DEPTH);
glutCreateWindow("Guy ha");

glutReshapeFunc(ChangeSize); PSSk Mo |y g (g &S
glutDisplayFunc(RenderScene); x
glutTimerFunc(500, TimerFunc, 1);

SetupRC();
glutMainLoop();

return 0;

}

04

A DA S = (o snpalS Sl R o8l )



bawog 4055 SUS L 5 8 i3 2 S (pl o ST L 5 S Sl i 3 (xS & gt sl Asl e

#include <GL/glut.h>
#include <stdlib.h>

static GLfloat spin = 0.0;

void init(void)

{
glClearColor(0.0, 0.0, 0.0, 0.0);
glShadeModel (GL_FLAT);

}

void display(void)

{
glClear(GL_COLOR_BUFFER_BIT);
glPushMatrix();
glRotatef(spin, 0.3, 0.2, 1.0);
glColor3f(1.0, 1.0, 1.90);
glutWireCube(50);
glPopMatrix();
glutSwapBuffers();

}

void spinDisplay(void)
{
spin = spin + 2.0;
if (spin > 360.0)
spin = spin - 360.0;
glutPostRedisplay();
}

void reshape(int w, int h)
{
glViewport(0, 0, (GLsizei) w, (GLsizei) h);

glMatrixMode (GL_PROJECTION);

glLoadIdentity();
glortho(-100,100,-150,150,-100,100);

glMatrixMode (GL_MODELVIEW);

glLoadIdentity();

}

void mouse(int button, int state, int x, int y)
{
switch (button) {
case GLUT_LEFT_BUTTON:
if (state == GLUT_DOWN)
glutIdleFunc(spinDisplay);
break;
case GLUT_MIDDLE_BUTTON :
if (state == GLUT_UP)

glutIdleFunc(NULL);
break;
default:

break;

}
}
&

A
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int main(int argc, char** argv)

{
glutInit(&argc, argv);
glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGB);
glutInitWindowSize (500, 500);
glutInitWindowPosition (100, 100);
glutCreateWindow ("test");
init ();
glutDisplayFunc(display);
glutReshapeFunc(reshape);
glutMouseFunc(mouse);
glutMainLoop();
return 0;
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#include <gl/glut.h>

bool fullscreen = false;
bool mouseDown = false;

float xrot = 0.0f;
float yrot = 0.0f;
float xdiff = @.ef;

float ydiff = @.0f;

void drawBox()

{
glBegin(GL_QUADS);

glColor3f(1.0f, 0.0f, 0.0f);

// FRONT

glVertex3f(-0.5f, -0.5f, 0.5f);
glVertex3f( 0.5f, -0.5f, 0.5f);
glVertex3f( 0.5f, 0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, 0.5f);
// BACK

glVertex3f(-0.5f, -0.5f, -0.5f);
glVertex3f(-0.5f, 0.5f, -0.5f);
glVertex3f( 0.5f, 0.5f, -0.5f);
glVertex3f( 0.5f, -0.5f, -0.5f);

glColor3f(e.oef, 1.0f, 0.0f);

// LEFT

glVertex3f(-0.5f, -0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, -0.5f);
glVertex3f(-0.5f, -0.5f, -0.5f);
// RIGHT

glVertex3f( 0.5f, -0.5f, -0.5f);
glVertex3f( 0.5f, 0.5f, -0.5f);
glVertex3f( 0.5f, 0.5f, 0.5f);
glVertex3f( 0.5f, -0.5f, 0.5f);

glColor3f(e.0f, 0.0f, 1.0f);

// TOP

glVertex3f(-0.5f, 0.5f, 0.5f);
glVertex3f( 0.5f, 0.5f, 0.5f);
glVertex3f( 0.5f, 0.5f, -0.5f);
glVertex3f(-0.5f, 0.5f, -0.5f);
// BOTTOM

glVertex3f(-0.5f, -0.5f, 0.5f);
glVertex3f(-0.5f, -0.5f, -0.5f);
glVertex3f( 0.5f, -0.5f, -0.5f);
glVertex3f( 0.5f, -0.5f, 0.5f);
glEnd();

}

bool init()

{

glClearColor(0.93f, 0.93f, 0.93f, 0.0f);
glEnable(GL_DEPTH_TEST);
glDepthFunc(GL_LEQUAL);
glClearDepth(1.0f);

return true;
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}

void display()

{
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadIdentity();

gluLookAt (

0.0f, 0.0f, 3.0f,
0.o0f, 0.0f, 0.0f,
0.0f, 1.0f, 0.0f);

glRotatef(xrot, 1.0f, 0.0f, 0.0f);
glRotatef(yrot, 0.0f, 1.0f, 0.0f);

drawBox();

glFlush();
glutSwapBuffers();

}

void resize(int w, int h)

{
glMatrixMode (GL_PROJECTION);

glLoadIdentity();
glviewport(@, @, w, h);
gluPerspective(45.0f, 1.0f * w / h, 1.0f, 100.0f);

glMatrixMode (GL_MODELVIEW);
glLoadIdentity();

}

void idle()
{

if (!mouseDown)

{
xrot += 0.3f;

yrot += 0.4f;
}

glutPostRedisplay();
}

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

{
switch(key)

{

case 27 :
exit(1); break;
}

}

void specialKeyboard(int key, int x, int y)
{

if (key == GLUT_KEY_F1)

{

fullscreen = !fullscreen;

if (fullscreen)
glutFullScreen();

else

{

glutReshapeWindow(500, 500);
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glutPositionWindow(50, 50);
}

}

}

void mouse(int button, int state, int x, int y)
{

if (button == GLUT_LEFT_BUTTON && state == GLUT_DOWN)
{

mouseDown = true;

xdiff = x - yrot;

ydiff = -y + xrot;

}

else

mouseDown = false;

}

void mouseMotion(int x, int y)

if (mouseDown)

{

yrot = x - xdiff;
xrot =y + ydiff;
glutPostRedisplay();
}

}

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

{
glutInit(&argc, argv);

glutInitWindowPosition(50, 50);
glutInitWindowSize(500, 500);

glutInitDisplayMode(GLUT_RGB | GLUT_DOUBLE);

glutCreateWindow("13 - Solid Shapes");

glutDisplayFunc(display);
glutKeyboardFunc (keyboard);
glutSpecialFunc(specialKeyboard);

glutMouseFunc(mouse);

glutMotionFunc(mouseMotion);
glutReshapeFunc(resize);
//glutIdleFunc(idle);

if ('init())
return 1;

glutMainLoop();

return 0;

}
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#include <GL/glut.h>

void init(void)
{
GLfloat ambient[]={1,1,1,1};
GLfloat diff[]={0,1,1,1};
GLfloat mat_specular[] = { 1.0, 0.0, 0.0, 1.0 };
GLfloat mat_shininess[] = { 2.0 };
GLfloat lightl_position[] = { 1.0, 1.0, -.2, 0.0 };
GLfloat light@_position[] { -1.0, -1.0, 1.0, 0.0 };
glClearColor (0.0, 0.0, 0.0, 0.0);
glShadeModel (GL_SMOOTH);

glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular);
glMaterialfv(GL_FRONT, GL_SHININESS, mat_shininess);
glLightfv(GL_LIGHT1, GL_POSITION, lightl_position);
glLightfv(GL_LIGHTO, GL_POSITION, light@_position);
glLightfv(GL_LIGHT1,GL_AMBIENT,ambient);
glLightfv(GL_LIGHT1,GL_DIFFUSE ,diff);
glEnable(GL_LIGHTING);

glEnable(GL_DEPTH_TEST);
}

void display(void)

{
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glutSolidSphere (1.0, 200, 50);
glFlush ();

}

void reshape (int w, int h)
{
glViewport (0, 0, (GLsizei) w, (GLsizei) h);
glMatrixMode (GL_PROJECTION);
glLoadIdentity();
if (w <= h)
glortho (-1.5, 1.5, -1.5*(GLfloat)h/(GLfloat)w,
1.5*(GLfloat)h/(GLfloat)w, -10.0, 10.0);
else
glortho (-1.5*(GLfloat)w/(GLfloat)h,
1.5%(GLfloat)w/(GLfloat)h, -1.5, 1.5, -10.0, 10.0);
glMatrixMode (GL_MODELVIEW);
glLoadIdentity();
}

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

{

switch(k)

{

case '1': glEnable(GL_LIGHT1);
glDisable(GL_LIGHTO);
glutPostRedisplay();
break;

case '2':
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glEnable(GL_LIGHTO);
glDisable(GL_LIGHT1);
glutPostRedisplay();
break;

case '3':

glEnable(GL_LIGHT®);
glEnable(GL_LIGHT1);
glutPostRedisplay();
break;

int main(int argc, char** argv)

{
glutInit(&argc, argv);
glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH);
glutInitWindowSize (500, 500);
glutInitWindowPosition (100, 100);
glutCreateWindow (argv[e]);
init ();
glutKeyboardFunc(key);
glutDisplayFunc(display);
glutReshapeFunc(reshape);
glutMainLoop();
return 0;
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#include<gl/glut.h>

GLfloat A[4]={1,1,1,1};
GLfloat Pos1[4]={9,5,1,0};
GLfloat D=0;
int i=0;
int j=1;
int k=0;
int cheaker=0;
void init()
{
glClearColor(0,0,0,0);
glShadeModel (GL_SMOOTH) ;
glLightfv(GL_LIGHTO,GL_DIFFUSE,A);

glEnable(GL_LIGHTING);
glEnable(GL_DEPTH_TEST);
glEnable(GL_COLOR_MATERIAL);

void display()
{

Pl i )9 SO) o g (e o (o CbS

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glPushMatrix();

glColorMaterial (GL_FRONT_AND_BACK,GL_AMBIENT);

glColor3f(0,1,0);

glEnable(GL_LIGHTO);
glutSolidSphere(0.4,100,100);

glPushMatrix();

glRotatef(D,i,]j,k);
glLightfv(GL_LIGHT@,GL_POSITION,Pos1);

glPopMatrix();

glutSwapBuffers();

D+=.3;

A[1]-=.001;
glLightfv(GL_LIGHT@,GL_DIFFUSE,A);

void main (int argc, char **argv)

{
glutInit(&argc,argv);
glutInitDisplayMode (GLUT_DOUBLE);
glutInitWindowSize(800,600);
glutInitWindowPosition(100,100);
glutCreateWindow("kore noor rang");
init();
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glutDisplayFunc(display);
glutIdleFunc(display);
glutMainLoop();
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Addison Wesley OpenGL SuperBible 5 " Edition

OpenGL Programming Guide: The Official Guide to Learning OpenGL (7 ® Edition)(Red Book)

S 0134 @yt waige C++ ;3 OpenGL o gl a0nio
S 39 it OPBNGL (s (cumigh ol sloid,
S0 g e 1 (6 igmels S5 Jgoo!
www.opengl.org

www.lighthouse3d.com

www.songho.ca/opengl

www.fly.cc.fer.hr/~unreal/theredbook

www3.ntu.edu.sg/home/ehchua/programming/index.html#OpenGL

Www.nurani.ir

www.s1390.mihanblog.com

www.irnt.blogfa.com
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