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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: /* FE{ZE (x, y, z) */
} vertex;

typedef struct s normal {
float nx, ny, nz; /* FEE{E (x, y, z) */
} normal;

typedef struct s face {
int v[4]; /* JHmA
int n; /% EEBA

face;

T
k

9 R
LA 2

> R */
9 VTYIR K/
typedef struct s_fmodel {

int faceNumber; /* ETILICEENHEDE */

face *faces;
} fmodel;

/*Eﬁ@?—@*{

vertex vertCube[8
0.0f, 0.0f, O0.0f,



30.0f, 0.0f, 0.0f,
30. 0f, 15.0f, 0.0f,
0.0f, 15.0f, 0.0f,
0.0f, 0.0f, 10.0f,
30.0f, 0.0f, 10.0f,
30.0f, 15.0f, 10.0f
0.0f, 15.0f, 10.0f

/* EDERAY MILT—5 */

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

/* ERERT—32 */
Eace faceCube[6] =

3, 21,0, 0
4,5 6, 7, 1,
0, 1, 5 4, 2
1, 2, 6, 5, 3,
2,3, 1,6, 4
0, 4 7 3 b5

}

/* ETILDOT—4H */
fmodel fCube = {

faceCube

/* WREFHERDT=3 */
static GLdoubIe eye[3] { 100.0, 100.0, 50.0 };
TD L E*

* 15 =
static GLdoubEﬁﬁcenter[3] {0.0 0.0, 0.0};
static GLdouble up[3]; /* Ea—7 v ITR%Y k)L */

/* HBEADGIE */ o
static GLfloat |ight_position0

. [ ition0[] 000}/* :Fﬁj'cﬁ*/
static GLf|oat I|ght_p03|t|on1£J =]

50 0 0 0, 500, 1 } /*

static GLfloat light position2 0.0, 0.0, 50.0, } /x  mYtE %/
/* MEADEEH */
static int spin_eye = 0;
c;ﬁﬁwmﬁﬁ«wﬁh*/
rotEyePlus (void)
{ spin_eye = ( spin_eye + 15 ) % 360; /*15° Nz %%/
/* *ﬁ-ﬁd)ﬁﬁﬂf\d)lilix */
¥8{EyeM|nus(v0|d)
{ spin_eye = ( spin_eye — 15 ) % 360; /¥15° ZLBI<H/
static int projection=20;
/% Eﬁqﬁoa 5E */
Yn|tL|ghts(v0|d)
st VTR T (82 82 98 18]/ BUER



GLfloat Iight_specular[]
GLfloat Imodel_ambient[]

{03, 03 03 1
{02 02 02 1
glLightMode|fv (GL_LIGHT_MODEL_AMBIENT, Imodel_ambient ); /*IR

01}: /* SEERLS */
01} /% REBEABS */

§IL|ghtfv (GL_ LIGHTO GL_DIFFUSE, lightO_diffuse );

*I|ght00) LR DR TEX/

//gllightfv ( GL_LIGHTO, GL_SPECULAR, light_specular );

§IL|ghtfv (. GL LIGHT1, GL_DIFFUSE, light1_diffuse ),

x| ight1 DILEATE DR TE*/

§IL|ghtfv ( GL_L GHT1, GL SPECULAR light_specular );

[Lightfv ( GL T
PxT 1 ght2 L B D=
glLightfv ( GL_LIGHT
/x| 1ght2 85 R 5T

glEnable ( 6L LIGHTLJJ
glEnable ( 6L L1GHTO
glEnable ( GL_LIGHTT

glEnable ( GL_LIGHT2

m%

)
EEMIT Bx/

\v\v\v

}
/*71'7“/“1'7 b Dt E*/

oid
drawFModeI(fmodeI *fmo) {
int i, j; /x A9 */
float x, vy, z; /* T8 H_-'-a)r“ﬁ;rﬁ */
float nx, ny, nz; /* JEEENYT FILDEIZE */
int faceNum;

faceNum = fmo—>faceNumber ;

JAEERARA 2B (fmo) DIETHEEAD A 2/ \— (faceNumber) ~D 7 & £ R

*/
gIBegin (GL_QUADS) ;
. . /AR FiE </
for (i=0; i<faceNum; ++i)

DIFFUSE light!_diffuse );
SPECULAR, light_specular );

*I|ght0(:ct%’>ﬁ.'§ﬁﬁl’éﬁ§i](:"9"6*/
* ightlICk 2EBEBHZEZNIZT H*/
¥light2(= & ZREAZAMIZT B/

nx = normalCube[fmo—>faces[i]. n]. nx;

ny norma|Cube [fmo—>faces[i]. n]. ny;
normalCube [fmo->faces[i]. n]. nz;
gINormaISf(nx ny, nz).

/%1 DDME é’fﬁﬁk‘d‘é fLTEﬁ'O),ii’f?O)F"fE*/

for (j=0: J<4; ++])

x = vertCube[fmo—>faces[i]. v[jl]. x;

y = vertCube[fmo >faces[|] V[J]].y;

z = vertCube[fmo—>faces[i].v[]jl].z;
[Vertex3f )

F”%% A% 2 ) oy

glEnd () ;

/*,gél'é’f?&md)?ﬁ@ */

voi
drawAxis () }
glDisable( GL_LIGHTING );

/* XEA (L B) */
gICoIor3f(1 0f, 0.0f, 0.0f);
glBegin (GL_LINES);
gIVertexSf( 100, 0f, 0.0f, 0.0f);
IE Vertex3f(100 0f, 0.0f, 0.0f);
glEnd

/x RMEAMREENIZT D,

Btx/

*/



/* YER (T 1) —>) *x/
gICoIor3f(0 0f, 1.0f, 0.0f);
glBegin (GL_LINES) ;
g|Vertex3f (0. 0f, -100.0f, 0.0f);
IEIVertex3f(0 0f, 100.0f, 0.0f);
g

/* 288 (T )L—) */
glColor3f (0.0f, 0.0f, 1.0f);
glBegin (GL_LINES) ;
gIVertex3fEO 0f. 0.0f, -100.0f)
I Ig%gteXSf 0.0f, 0.0f, 100.0f);
glENn ,

| glEnable (GL_LIGHTING) ; /x BAMRZEZAMICT B, */

void
cfurDispIay (void)

GLfloat material_color[4] = { 1.0, 0.0, 0.0, 1.0 }; /* {LEtETRY */
GLfloat material specular[4] = { 0.2, 0.2, 0.2, 1. {; /iﬁﬁﬁﬁﬁ%ﬁkﬁ */

ATAY Do Y7 */
gICIear(GL COLOR BUFFER BIT | GL_DEPTH_BUFFER_BIT);

/* SRERSRADZ Y b */
IMater ialfv (GLEFRONT GL_SPECULAR, material_specular) ;
PR DR (BE. SR, Ao (mater al “specular)) DT/

/* ETILE 2—175| *x/

g|MatrixMode ( GL_MODELVIEW );

[Loadldentity O

*x Ea—1T18l%ty b9 5, */

quLookAt(eye[O] eye[1], eXe[Z] center[0], center[1], center[2],

’ ”ﬁ’ SV s rma. AR ¥

[Lightfv ( GL_LIGHTO, GL_POSITION, ht_position0 );
%*I ight0% ight position0DfIEI<EE |_*§

[Lightfv ( GL_LIGHT1, GL_POSITION, light_positionl );
%*I ight0% | Iéht p03|t|on10)1i[§(:&l_*

[Lightfv ( GL_LIGHT1 POSITIO ht_position2 );
%*I ight0% | ight_| pomtngO){iE(:;&%*%
/* 18 B D EELFEE) */
glRotated ( (GLdouble) spin_eye, 0.0 1.0 );
/*ZEHIE DA M I(Zspin_ eyeF‘T—(ﬂEEﬁ*/
/* . ZERODEE */
drawAX|s()
v /
IMater|ava (GL_FRONT IF USE, material_color);
%*Hﬁ@ﬁli{ (AT, ?ﬁﬁ 5. By (materTal_color0) ) EETE*/
drawFMode| ( &fCube ) ; /*fCubelZ DU TdrawMode | 179 5%/
| glFlush(;

void
ciurlnit (void)

glClearColor (0.0, 0.0, 0.0, 1.0); * = ?E‘EE*/
glDepthFunc ( GL_LESS ) ; /*T7°7\T7\ DT D ELERESRGL_LESS */
glEnable ( GL_DEPTH_ TEST ) /¥ T TATRANEBMNZT 5%/

initLights(); /*BBBAMD R TE*/



?urReshape(int width,

void ourKeyboard (unsigned char key, int x, int vy)

}
/%

int
GLdo
GLdo

glVi

iy /x Ao — x/

int height)

uble vector}S] /¥ Ea—

uble norm;

ewport (0,

glIMatrixMode (GL PROJECTION) ;

gllo

gllo

/¥ Ea—=F v IRy MLEFHET D,

for

up[0
up[]
up 2
norm
norm

for

*A

adldentity();
quPerspect|ve(60 0
glutPostRedisp

(GLfloat) width/(GLfloat) height,

Ty IR MILVETERARNY bIL */

gIMatr|xMode GL MODELVIEW)

adldentity () ;

(i=0; i<3; i++

* RO MLD/ )LL x/
width, height);

*/

vector[|] = center[i] - eyeli];

]

j

vector [0

sqrt ( norm

- vector [0] * vector[2];
- vector{]] * vector{

2];
* vector[0

+ vector [1] *_vector[1];
up[0] * up[0;_+ up[1] * up[1] + up[2] * up[2];

( i=0; i<3; ++i ) uplil /= norm;

?witch(key)

case 'p’
case :
rotEyePlus() ;
break;

case 'm :
case 'M :

rotEyeMinus () ;

}
élutPostRed|spIa vO,

10. 0,

"ONRA—T U LRI D FONBEOY 44 XSk

1000. 0) ;

* ourKeyboard ) MAFE[FAL7=12 TourDisplay ) £FESC & &i5T  */

v ox/

%nt main(int argc, char *xargv)

glutlnit (&arge, ar

glutlnitDispla gMode(GLUT SINGLE | GLUT_RGB);

glutInitWindowSize (400

glutln|tW|ndowPOS|t|on(100
glutCreatelindow (“rotCube” b

ourlnit(Q;

glutReshapeFunc(ourReshape%
glutDisplayFunc (ourDisplay
glutKey oardFunc(ourKeyboard)

glutMainLoop () ;
return 0;

_100),
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	曲線の描画と場合分け

