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* rotCube. ¢

*

* Date . October 31, 2008 (Fri) .
* Author : Kenjiro T. MIURA, Shizuoka University, Japan
%

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

typedef struct s_vertex {
float x, y, z: /* FEfZE (x, y, 2) */
} vertex;

typedef struct s_normal {
float nx, ny, nz; /* EE{Z (x, y, z) */
} normal;

typedef struct s_face {

int v[4]; /*T BAYTIIR */
int n; ERARY I~) ATV R %/
} face;

typedef struct s_fmodel {
int faceNumber; /* ETILICEENHEDE */
face *faces;

} fmodel;

/*Eﬁ@?—@*{

vertex vertCube[8
0.0f, 0.0f, 0.0f
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/* EDERAY bILT—

normal normalCube[6] =

0.0f, 0.0f, -1.0f
0.0f, 0.0f, 1.0f
0.0f, -1.0f, 0.0f
1.0f, 0.0f, 0.0f
0.0f, 1.0f, 0.0f
| -1.0f, 0.0f, 0.0f

[* EQIRRT—3 */
Eace faceCube[6] =

3, 2,1, 0, 0,
4,5 6, 7, 1,
0, 1, 5 4, 2
1, 2, 6, 5, 3,
2, 3, 1, 6, 4
0,4 17 3, 5

}

[*x ETILDT—H */
fmodel fCube =

faceCube

/* BRETEADT—

2 %/
static GLdouble eye[3] = { 100.0,

*REDIE*/

2 x/

static GLdouble center[3] ={0.0 00 0.0};

/¥R R/
static GLdouble up[3];
/* BEADGIE */

static GLfloat |ight_position0
static GLfloat |ight_positioni
static GLfloat |ight_position2

/* READEEH */
static int spin_eye = 0;

/*,ﬁﬁﬁ@ﬁﬁﬂf\@lﬁlh */
VoI
EotEyePIus(void)

spin_eye = ( spin_eye + 15 )

/*ﬁﬁwﬁﬁﬁAwﬁh*/
void
EotEyeMlnus(v0|d)

spin_eye = ( spin_eye - 15 )

static int projection=20;
/* BBBADIRTE */

void

initLights (void)

GLfloat |ight0_diffuse
GLfloat lightl_diffuse

i

%

%

360;

360;

0.0,

0.0,
50.0, 0.0, 500
-50.0, 0.0, 50. 0

100.0, 50.0 };

/¥ Ea—TF v TRy ML */

1.0, 0 0 }

/*¥15° MR B*/

/%

0]

/7*

/*15° ZL5I<*/

g
'5 J'cﬁ

*/



GLfloat light_specular[]
GLfloat Imodel_ambient[]

{0.3 0.3 03, 1.0} /* sREKS */
{02 02 02 1.0}; /* REHLES */

glLightMode!lfv (GL_LIGHT_MODEL_AMBIENT, Imodel_ambient ); /*IREESE*/
[Lightfv ( GL LIGHTO GL_DIFFUSE, 1ight0_diffuse );
%*IlghtO(D PRER I DERTE*/

//gllightfv ( GL_LIGHTO, GL_SPECULAR, light_specular );

§IL|ghtfv LIGHT1, GL_DIFFUSE, lightl_diffuse )
| ight] O)?JK?%&;‘&O)EQE*/ .

§IL|ghtfv ,GL_LIGHT1, GL_SPECULAR, |ight_specular )
x| ight1 DEEE R T DERE* . .
§IL|ghtfv (EGL LIGHT2, GL_DIFFUSE, lightl_diffuse ).
*I|ght20)ﬂLﬂ&960)E§EE*/ .

§IL|ghtfv L_LIGHT2, GL_SPECULAR, Ilight_specular )
x| i ght2D R R ST LD ERTE*/

glEnable ( GL LIGHT N )

glEnable ( GL_ LIGHTO
glEnable ( GL_LIGHTT
glEnable ( GL_LIGHT2

}

¥l ight0l= & 2REAZEMIZT B%/
*|ight1ICk SBBBEHMNIZT 5+/

),
f
f
/xlight2I2 & SHEBAZ AT 5%/

/*71('17“21'7 b D fEE*/

drawFMode | (fmode| *fmo) {
/x AI Y

int i, J;

float x, vy, z;
float nx, ny, nz; /* ;EZEND FILOEZE */

int faceNum;

*/
/* TE'EODF"H‘—’JIE */

faceNum = fmo—>faceNumber ;

[*FEEIRTRA & (Tmo) MIETIEERD A > /73— (faceNumber) ~DF7 U £ R

*/
g|Begin (GL_QUADS) ;

for (i

ny

normal Cubo oS facea 11 ] ny:

/¥R E < x/

=0, i<faceNum; ++i)

nx = normaICube[fmo—>faces[i].n].nx;

fmo->faces nz;

gINormaISf(nx ny, nz

/%1 DONDEEERT D 4 TAHDEEDEES/
for (j=0; j<4; ++j) {

x = vertGube[fmo—>faces[i]. v[j]]. x;
y = vertGube[fmo—>faces(i].v[]]]. v;
zZ = vertCube fmo >faces | viill. z;
%éVertex

{* & ﬁﬁkd‘é4£ (TEA) DEEE/

glEnd () ;

/* PEXZEAOD HEE
void

oi
drawAxis ()

*/

gIDisabIeE GL_LIGHTING ); /* BEAMRZEMNICT B, */

/* XEf (L

K) */
gICoIor3f(1 0f, 0.0f, 0.0f);
glBegin (GL_LINES):

glVertex3f
EIVertexSf
gl

i

100. 0f, 0.0f, 0.0f):
100. 0f, 0.0f, 0.0f);



/* yER(51) —>
gICoIor3f(0 0f,

) */
1.0f, 0.0f);

g|Begin (GL_LINES) ;
g|Vertex3f (0. Of,
IEIVertexSf(O 0f 100.0f, 0.0f);
g

/* 28 ()
glColor3f(
g|Begin (GL
glVertex
|Vertex

)
0f,
INE
0
gIEnd(

L—
0.
L
3f
3f

*/
0.
S)
0f,
0f,

-100. 0f, 0.0f):

1.0);

0f, —100. 0f) ;

0f
0.
0.0f, 100.0f);

| glEnable (GL_LIGHTING) ;

void
?urD|spIay(v0|d)

GLfloat material_color[4] =

GLfloat material specular[4] 10

/% 7

{1 0 0.0,
.2,

/* REAMBRZERANICT %,

0.0
0.2,

NI 7 DY T */
gICIear(GL COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
/* SREREI DD

b ox/
IMaterialfv (GL FRONT GL_SPECULAR, material_specular) ;

Tu B DF e (BT SHTE AL

/¥ ETILE 2—175| */
gIMatrixMode ( GL MODELVIEW )'

ILoadldentlty
* Ea— T§U
quLookAt(eye ]

“51?]

e e[2] ce

nter [0], center[1],

E(ﬁﬁsiﬁ$~ﬁﬁ)ﬂ

[Lightfv ( GL_LIGHTO, GL_POSITION, I| ht_position0 ) ;
%*I|ght [ ght_p03|t|on00)ﬁiﬁil chE

Inghtfv ( GL_LIGHT1, GL_POSITION, I| ht_positionl );
%*I|ght0 [ éht p03|t|0n10)ﬁiﬁ§(~u§L_*§

Inghtfv ( GL_LIGHT1, GL_POSITIO ht_position2 );
%*I|ght0%fl ght_pos |t|0 20 *ﬁS(:;ﬁﬁS*%
/* EE5F5 &

Hm */
gIRotade ( (GLdouble) spin_eye, 0.0

1.0);

BAIED AR [Zspin_ eyer"f—(-ﬂiliz*/

/* X, Y, ZBRODIEE */
drawAxis () ;
/* L

IMatgr|aIfC(GL FRONT
R A I

DIFFUSE
. Bs

d\

drawFMode| ( &fCube ) ;

| glFlush();

void
ourlnit (void)

glClearColor (0.0, 0.0, 0.0,
g|DepthFunc ( GL_LESS )
glEnable ( GL_DEPTH_ TEST

| initLights(Q;

aterlal _color);

(materTal color0) ) @

R4y (material specular)) 1))

*/

=1 —]

ERTEX/

center[2],

Ea—1

ax ;&

*/

/*fCubelZ DLV TdrawMode | #3179 %%/

E-N—R
X =

0);
Mvijxhwtmwﬁx%ﬁ
/*T T

=10

GL_LESS =

AT



/%

¥ DA RFIODRRACA—T O LEHOIA Y FIOLBHO) 4 XS iz
* XN S,

*/

void

?urReshape(int width, int height)

int i; /x hHoo4— */
GLdouble vector;3] J* Ea—=T v IRy MLEHERRY bL */
GLdouble norm; /* R4I kLD / JLL */

glViewport (0, 0, width, height);
gIMatrixMode (GL_PROJECTION) ;
gllLoadldentity();
quPerspectlve(60 0 (GLfloat) width/(GLfloat) height, 10.0, 1000.0);
glutPostRedisp M
gIMatr|xMode(GL ODELVIEW)
glloadldentity () ;

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

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

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

upl2] = 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;

%oid ourKeyboard (unsigned char key, int x, int y)
?witch(key)

case 'p’

case 'P':
rotEyePlus() ;
break;

case 'm :

case

| }otEyeMinus();

lutPostRedispl
%* ourKeyboard (

v
| S I IEh 7= CourDisplay ) £RESC & ZIEFR %/

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

glutlnit(&arge, arg

glutlnitDispla gMode(GLUT SINGLE | GLUT_RGB);
glutInitWindowSize (400
qutInltW|ndowP03|t|on(100 100) ;
qutCreateW|ndow( rotCube”) ;

ourlnit(Q;

qutReshapeFuncgourReshape)

glutDisplayFunc (ourDisplay) ;

glutKey oardFunc(ourKeyboard)

glutMainLoop () ;
return 0;
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