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#include <stdlib.h>

#include <GL/glut.h> bal I2.C
#include <GL/gl.h>
#include <GL/glu.h>

double r = 0.1;

double x1 = 0.0, y1 = 0.5;

double dx1 = 0.001, dyl = 0.001;
double x2 = 0.0, y2 = -0.5;
double dx2 = -0.001, dy2 = 0.001;

void display( void )

{
glClear( GL_COLOR_BUFFER BIT | GL DEPTH BUFFER BIT );
glLoadldentity();
gluLookAt( 0.0, 0.0, 2.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0 );
glEnable( GL _DEPTH_TEST );
glColor3f( 0.0, 0.0, 1.0 );
gIBegin( GL_POLYGON );

1.0, 0.0)
glVertex3f( -1.5, +1.0, 0.0 );
glvertex3f( -1.5, -1.0, 0.0 )
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}

glVertex3f( +1.5, -1.0, 0.0 );
glEnd();

glColor3f( 1.0, 1.0, 1.0 );
glPushMatrix();
glTranslatef( x1, yi1, r );
glutSolidSphere( r, 24, 24 );
glPopMatrix();

glColor3f( 1.0, 1.0, 1.0 );
glPushMatrix();
glTranslatef( x2, y2, r );
glutSolidSphere( r, 24, 24 );
glPopMatrix();

glDisable( GL_DEPTH TEST );
glutSwapBuffers();

void myKeyBoard( unsigned char key, int x, inty )

{

i1f( key == 0x1B ){




void idle( void )

{

IF(xL+dx1 <-1.5+r ] 1.5 -r <x1 + dxl){
dx1l = -dx1;

}

IfT(yl +dyl < -1.0+r |J] 1.0 - r <yl + dyl ){
dyl = -dyl;

}

x1 += dx1;

yl += dyl;

IF(x2 +dx2 < -1.5+r |] 1.5 -r <x2 + dx2 ){
dx2 = -dx2;

}

iIf(y2 +dy2 <-1.0+r |] 1.0 - r <y2 + dy2 ){
dy2 = -dy2;

}

X2 += dx2;

y2 += dy2;
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}

-
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glutPostRedisplay();

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

{

glutinit( &argc, argv );

glutinitDisplayMode( GLUT RGB | GLUT DEPTH | GLUT DOUBLE );
glutinitWindowSize( 250, 250 );

glutCreateWindow( argv[0] );

glClearColor( 0.0, 0.0, 0.0, 0.0 );

gIMatrixMode( GL_PROJECTION );

glLoadldentity();

glFrustum( -1.0, 1.0, -1.0, 1.0, 1.0, 20.0 );

gIMatrixMode( GL_MODELVIEW );

glutDisplayFunc( display );
glutKeyboardFunc( myKeyBoard );
glutldleFunc( idle );
glutMainLoop();

return O;
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#include <stdlib.h>

#include <GL/glut.h> XMaS.C
#include <GL/gl.h>
#include <GL/glu.h>
#include <math.h>

#define Pl 3.14159265358979

double er = 4.0, ez = 2.0, theta = 0.0;
int xBegin, yBegin, mButton;

void display( void )
{

int i;

glClear( GL_COLOR_BUFFER BIT | GL_DEPTH_BUFFER_BIT );

glLoadldentity();

gluLookAt( er * cos( theta ), er * sin( theta ), ez,
0.0, 0.0, 0.0, 0.0, 0.0, 1.0 );

glEnable( GL_DEPTH TEST );

/* */
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glColor3f( 0.5, 0.1, 0.1 );
glPushMatrix();
glScalef( 20.0, 20.0, 5.0 );
glTranslatef( 0.0, 0.0, -0.5 );
glutSolidCube( 1.0 );
glPopMatrix();

/* */
glColor3f( 0.8, 0.2, 0.2 );
glPushMatrix();
glTranslatef( 0.0, 0.0, 1.0 );
glScalef( 0.1, 0.1, 2.0 );
glutSolidCube( 1.0 );
glPopMatrix();

/* */
glTranslatef( 0.0, 0.0, 1.0 );
for( 1 =0; 1 <12; i++ ){
glColor3f( 0.0, 0.5 * (1 %2 ), 0.0);
glBegin( GL_POLYGON );
glVertex3f( 0.0, 0.0, 2.0 );
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glvertex3f( cos( i *2 * Pl /12 ), sin(i *2*Pl1 /12 ), 0.0);
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glVertex3f( cos( (i+1) * 2 * PI / 12 ), sin( (i+l) * 2 * P1 / 12 ), 0.0 );
glEndQ);

}
gIDisable( GL DEPTH TEST );
glutSwapBuffers();
}
void myKeyBoard( unsigned char key, int x, inty )
{
iIT( key ==0x1B ){
exit( 0 );
}
else{
er = 4.0;
ez = 2.0;
theta = 0.0;
}
glutPostRedisplay();
}

void myMouse( int button, int state, int x, inty)
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If( state == GLUT_DOWN ){
mButton = button;

xBegin = Xx;
yBegin = y;
}
¥
void myMotion( int x, Iinty )
{
int xDisp = X - xBegin;
int yDisp = y - yBegin;

switch( mButton ){

case GLUT_LEFT_BUTTON:
theta += xDisp / 64.0;
ez += (float)yDisp /7 16.0;
break;

case GLUT_RIGHT_BUTTON:
er += (float)yDisp 7/ 16.0;
break;

-~




}

-
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xBegin = Xx;
yBegin = vy;
glutPostRedisplay();

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

{

glutinit( &argc, argv );

glutinitDisplayMode( GLUT_RGB | GLUT_DEPTH | GLUT_DOUBLE );
glutInitWindowSize( 250, 250 );

glutCreateWindow( argv[0] );

gIClearColor( 0.5, 0.8, 1.0, 0.0 );
gIMatrixMode( GL_PROJECTION );
glLoadldentity();

glFrustum( -1.0, 1.0, -1.0, 1.0, 1.0, 20.0 );
gIMatrixMode( GL_MODELVIEW );

glutDisplayFunc( display );
glutKeyboardFunc( myKeyBoard );
glutMouseFunc( myMouse );
glutMotionFunc( myMotion );
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glutMainLoop();

return O;
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glutMouseFunc( myMouse );
glutMotionFunc( myMotion );

— myMouse myMotion
e button
e State

'X,y

void myMouse( int button, iInt state, Int X, Inty )
void myMotion( Int X, Inty )
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