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

/¥ MREIHRADT =4 */

static GLdouble eye[3] = { 45.0, 45.0, 25.0 };
/AR EDAEX/

static GLdouble center[3] = { 0.0, 0.0, 0.0 };
/*ER R*/ )

static GLdouble up[3]; /* Ea—F v TIRT kL %/

/% BEOEERE */

static int spin_eye = 0;
static int globalWidth;
static int globalHeight;

/%?ﬁ@EﬁﬁA@@ﬁ*/
VoI
EotEyePIus(void)

spin_eye = ( spin_eye + 15 ) % 360; /*15° MZA %%/
/#?ﬁ@ﬁﬁﬁﬂ@@ﬁ*/
voi
EotEyeMinus(void)

spin_eye = ( spin_eye — 15 ) % 360; /¥15° ZL5I<



static int projection=1;

/*IL TR DFEE*/

void

drawCube () {
float vertex[8][3]={{0.,0.,0.}, {10.,0.,0.}, {10.,10.,0.}, {0.,10.,0.},
{0.,0.,10.}, {10.,0.,10.}, {10.,10.,10.}, {0.,10.,10.}};
int i;

g|Begin (GL_LINE_LOOP) ;
for (i=0; i<4;++i) {
glVertex3fv (vertex[il);

glEnd () ;

g|Begin (GL_LINE_LOOP) ;
for (i=0;i<4;++i) {
glVertex3fv (vertex[i+4]) ;

glEnd () ;

g|Begin (GL_LINES) ;

for (i=0; i<4;++i) {
glVertex3fv (vertex[il);
glVertex3fv (vertex[i+4]) ;

| glEnd () ;

/* EEIZSAODIEE */
void
drawAxis() {
/x xE(Lw K) %/
glColor3f (1.0f, 0.0f, 0.0f);
gIBegin (GL_LINES) ;
glVertex3f (-100. 0f, 0.0f, 0.0f);
glVertex3f (100. 0f, 0.0f, 0.0f);
glEnd () ;

/* yER(T1)—2) *x/
glColor3f (0. 0f, 1.0f, 0.0f);
g|Begin (GL_LINES) ;
glVertex3f (0. 0f, -100. 0f, 0.0f);
glVertex3f (0. 0f, 100.0f, 0.0f);
glEnd () ;

/* 28R (T)IL—) */
glColor3f (0.0f, 0.0f, 1.0f);
gIBegin (GL_LINES) ;
glVertex3f (0. 0f, 0.0f, -100.0f);
glVertex3f (0. 0f, 0.0f, 100.0f);
| glEnd () ;

void
?urDispIay(void)

/¥ INYTFDI )T */
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;

/¥ ETILE 2—1751 */

gIMatrixMode ( GL_MODELVIEW );

glLoadldentity (;

/¥ Ea—1T8lEty b9 B, */

gluLookAt (eye[0], eye[1], eye[2], center[0], center[1], center[2],



up[0], up[1], up[2]);
Nﬁﬁ@ﬁi(ﬁm‘iﬁﬁsﬁﬁ)ﬁ
/* AR DEERFLED */
glRotated ( (GLdouble) spin_eye, 0.0, 0.0, 1.0 );/*z8HIE DA IZspin_eyefE 1=+ [EE5*/
glColor3f(1.,1.,1.);
gILlneW|dth(2 )
drawGube () ;

/* drawCube ) ZMEUHT */
/* X, Yy, ZBHODIEE */

drawAxis () ;
glFlush();
]
void
ourlnit (void)
glClearColor (0.0, 0.0, Q.O, 1.0); /AERBEDIEEX

g|DepthFunc ( GL_LESS )

T4 F TRF R R OT- 0 HERIHGL LESS (&Y ERID TS H A kEHE) */
} glEnable ( GL_DEPTH TEST ) : JxFTRT R h%’ﬁ,« (29 B*/
/%
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*/

void

?urReshape(int width, int height)

int i; /x Ao — x/
GLdouble vector[3]; /* Ea—7 v TS MLHERARY ML */
GLdouble norm; /x R4S LD/ JLLs */

globalWidth=width;
globalHeight=height;

glViewport (0, 0, width, height);
gIMatrixMode (GL_PROJECTION) ;
glloadldentity () ;

if(projection==2) { /* BHREH */
gluPerspective (60.0, (GLfloat) width/(GLfloat) height, 0.1, 1000.0);

}

else{ /x IESTECEHL */
gl0rtho (-50., 50., -50. x(GLfloat) height/(GLfloat) width, 50.* (GLfloat)
height/ (GLfloat) width, -100., 1000.) ;

gIMatrixMode (GL_MODELVIEW) ;
glLoadldentity () ;

/¥ EA—F v IR MLEHET D, ¥/
for (i=0; i<3; i++){
vector[i] = center[i] - eyelil;

}

up[0] = - vector[0] * vector[2];

up[1] = - vector[1] * vector[2];

up[2] = vector[0] * vector[0] + vector[1] * vector[1];

norm = up[0] * up[0] + up[1] * up[1] + up[2] * up[2];
norm = sqrt ( norm );



for ( i=0; i<3; ++i ) upli] /= norm;

void main_menu(int value) Jk AL AZa— */

switch (value) {
case 999:
exit(1);
break;

}
glutPostRedisplay () ;

void Rotate(int value) /* fRmEER *+/
switch (value) {
case 1
rotEyePlus () ;
break;
case 2:
rotEyeMinus () ;
break;

}
glutPostRedisplay () ;

void Projection(int value) /x BELEHR +/

switch (value) {

case 3:
projection=1;
ourReshape (globalWidth, globalHeight) ;
break;

case 4:
projection=2;
ourReshape (globalWidth, globalHeight) ;
break;

}
glutPostRedisplay () ;

[x AL */
int
main(int argc, char **argv)

int submenul, submenu?2;

glutlnit(&arge, argv);

glutlnitDisplayMode (GLUT_SINGLE | GLUT_RGB);
glutInitWindowSize (400, 400) ;
glutlnitWindowPosition (100, 100);
glutCreateWindow (“exer5”) ;

ourlnit(;

glutReshapeFunc (ourReshape) ;

glutDisplayFunc (ourDisplay) ;

submenul=glutCreateMenu (Rotate) ; /*Rotate eye MHTA =1 —DERL */
glutAddMenuEntry (“positive”, 1) ;
glutAddMenuEntry ("negative”, 2) ;

submenu2=glutCreateMenu (Projection); /* Projection MY T A =1 —DIERL */
glutAddMenuEntry (“Ortho”, 3) ;
glutAddMenuEntry (“Perspective”, 4) ;

glutCreateMenu (main_menu) ;



/¥ A A= a— x/
glutAddSubMenu ("Rotation mode”, submenut) ;
glutAddSubMenu ("Projection Mode”, submenu2) ; /* Projection Mode MD{ERL */
glutAddMenuEntry ("Exit”, 999) ; /* Exit DYERL */
glutAttachMenu (GLUT_RIGHT_BUTTON) ; /* Y9 REH ) v O TRy TF7 v TA=Za— %/

glutMainLoop () ;
return 0;

}

HEA
W (272w F) #4584 drawPyramid () Z1EkL, £+ % drawCube()d
R IZFEOH S,

REB
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Hint. 1. main BI%Z int submenud; Z3EBMNYT 5,
2. main BA%IZ submenu3d=glutCreateMenu (Geometry); ZEBHNT B,
8. AzZa—IVhY—%BMT 5,
4. Rotate(Q=° Projection( & [FlEkIZ, BI%k Geometry(Q % BINT 5,
5. glutAddSubMenu (“Change geometry”, submenu3) ;
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