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#i ncl ude <@./gl. h>
#i ncl ude <G/ gl u. h>
#i ncl ude "aux. h"

void nyinit(void)

{
G.float mat_specular[] ={ 1.0
G.fl oat mat_shininess[] = { 50.
G.float light _position[] ={ 1

gl Material f v(G._FRONT, GL_SPECULAR, mat_specul ar);
gl Materi al fv(G._FRONT, G._SHI NI NESS, nmat _shi ni ness);
gl Lightfv(G_LIGHTO, GL_PCSITION, |ight_position);

gl Enabl e( GL_LI GHTI NG ;
gl Enabl e( GL_LI GHTO) ;

gl Dept hFunc( GL_LEQUAL) ;
gl Enabl e( GL_DEPTH_TEST) ;

}
voi d di spl ay(voi d)
gl A ear (G._COLOR BUFFER BI T | G._DEPTH BUFFER BI T);

gl ut Sol i dSphere (1.0, 20, 16);
gl Fl ush();




& Gua) analal) &5 gray puuntigh ansll g il s

voi d nyReshape(CGLsi zei w, G.sizei h)

{

}

gl Viewport (0, 0, w, h);
gl Mat ri xMode( GL_PRQIECTI ON) ;
gl Loadl dentity();
if (w<=h)
glOtho (-1.5, 1.5, -1.5*(G.float)h/(G.float)w,
1.5*(G.float)h/(CG.float)w, -10.0, 10.0);
el se
glOtho (-1.5*(G.float)w (G.float)h,
1.5*(CG.float)w (CG.float)h, -1.5, 1.5, -10.0, 10.0);
gl Mat ri xMode( GL_MODELVI EW ;
gl Loadl dentity();

void main(int argc, char** argv)

{

glutinit(&rgc, argv);

glutlnitDi splayMbde (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH );
gl utlnit WndowSi ze (500, 500);

gl utlnit WndowPosition (100, 100);

gl ut Creat eW ndow (argv[0]);

nyinit();

gl ut Di spl ayFunc(di spl ay);

gl ut ReshapeFunc(nmyReshape) ;

gl ut Mai nLoop() ;
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gl Begi n( G._POLYGON) ;
gl Nor mal 3f v( nO);

gl Vertex3fv(v0);

gl Nor mal 3fv(nl);

gl Vertex3fv(vl);

gl Nor mal 3f v(n2);

gl Vertex3fv(v2);

gl Nor mal 3f v(n3);

gl Vertex3fv(v3);

gl End() ;
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Voi d glLight{if}[v](d enum ['ight, GLenum
pnane, TYPEpar am ;
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GL_LIGHTO, GL_LIGHTY, ..., or GL_LIGHT?
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Parameter Name

Default Value

M eaning

GL_AMBIENT (0.0,0.0,0.0, 1.0 ambient RGBA
intensity of light
GL_DIFFUSE (1.0,1.0,1.0,1.0) diffuse RGBA
intensity of light
GL_SPECULAR (2.0,1.0,1.0, 1.0 Specular RGBA
intensity of light
GL_POSITION (0.0,0.0,1.0, 0.0 (X, ¥, z, w) position

of light

GL_SPOT_DIRECTION (0.0,0.0,-1.0) (X, y, 2) direction of
spotlight
GL_SPOT_EXPONENT 0.0 spotlight exponent
GL_SPOT_CUTOFF 180.0 spotlight cutoff
angle
GL_CONSTANT_ATTENUATION 10 constant attenuation
factor
GL_LINEAR_ATTENUATION 0.0 linear  attenuation
factor
GL_QUADRATIC_ATTENUATION | 0.0 quadratic
attenuation factor

pa—ii Jsaal s 8 GL_DI FFUSE and GL_SPECULAR (e JS) dpal 581 Al ¢
(0.0, 0.0, 0.0, (s st Lagd dpual ) Lall (3 ) 5N 3L Jal e W« GL_LI GHTO ¢ sual
. 1.0)
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G.float light_anbient[] ={ 0.0, 0.0, 1.0, 1.0};
G.float light_diffuse[] ={ 1.0, 1.0, 1.0, 1.0 };
G.float |ight_specular[] ={ 1.0, 1.0, 1.0, 1.0 };

gl Lightfv(G._LI GHTO, GL_AMBI ENT, |ight_anbient);
gl Lightfv(G._LI GHTO, G._DI FFUSE, |ight _diffuse);
gl Lightfv(G _LI GHTO, G._SPECULAR, I|ight_specul ar);
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1.0, 0.0 };

G.float light position[] ={ 1.0, 1.0,
I i ght_position);

gl Lightfv(G_LI GATO, GL_PCSITION, Ii
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GLfloat spot_direction[] ={ -1.0,-1.0,0.0};

glLightfv(GL_LIGHTO, GL_SPOT_DIRECTION, spot_direction);
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attenuation factor =
k +kd+k d°
a f

g
D = suixdly il sgall goge o dblall
Kc = GL_CONSTANT_ATTENUATION  ooLs
KI' = GL_LI NEAR_ATTENUATI ON s
Kg = GL_QUADRATI C_ATTENUATI ON 2

ol LS il i o3 a5 Ll )
Kl and Kq=0.0,Kc=1.0.
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GL_LIGHTO, GL_LIGHT1, GL_LIGHTZ2, GL_LIGHT3 ... GL_LIGHTS.
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CLfloat lightl _ambient[] ={ 0.2, 0.2, 0.2, 1.0 };
CL.float lightl_diffuse[] ={ 1.0, 1.0, 1.0, 1.0 };
G.float lightl _specular[] ={ 1.0, 1.0, 1.0, 1.0 };
CLfloat lightl _position[] ={ -2.0, 2.0, 1.0, 1.0 };
CGLfl oat spot _direction[] ={ -1.0, -1.0, 0.0 };

gl Lightfv(G _LIGHT1, G._AMBI ENT, |ightl _anbient);
gl Lightfv(G_LIGHT1l, G._DI FFUSE, lightl _diffuse);

gl Lightfv(G_LIGHT1, G._SPECULAR, lightl specular);
gl Lightfv(G _LIGHT1, G_POSITION, lightl_position);
gl Li ght f (GL_LI GHT1, GL_CONSTANT_ATTENUATI ON, 1.5);
gl Li ghtf (G._LI GHT1, G._LI NEAR_ATTENUATI ON, 0.5);

gl Li ght f (GL_LI GHT1, GL_QUADRATI C_ATTENUATI ON, 0. 2);

gl Li ghtf(GL_LI GHT1, GL_SPOT_CUTOFF, 45.0);
gl Lightfv(G._LI GHTO, GL_SPOT_DI RECTI ON, spot_direction);
gl Li ghtf(GL_LI GHT1, GL_SPOT_EXPONENT, 2.0);

gl Enabl e( GL_LI GHT1) ;
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voi d display(Gint spin)

G.float light_position[] ={ 0.0, 0.0, 1.5, 1.0 };
gl d ear (GL_COLOR BUFFER BI T | G._DEPTH BUFFER BIT);

gl PushMatri x();
gl Transl atef (0.0, 0.0, -5.0);

~E iAo
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Voi d reshape (int w, int h)

{

G.float light_position() ={ 0.0, 0.0, 1.0, 1.0 };

gl Viewport (0, 0, w1, h-1);

gl Mat ri xMode( GL_PRQIECTI ON)

gl Loadl dentity();

gl uPerspective(40.0, (G.float) w (G float) h, 1.0, 100.0);
gl Mat ri xMbde( GL_MODELVI EW ;

gl Lightfv(G._LIGHTO, G._PCSITION, |ight_position);
}

voi d di splay(GLi nt spin)

gl d ear (G_COLOR BUFFER_MASK | GL_DEPTH BUFFER_MASK)
gl PushMatri x();
gl Translatef (0.0, 0.0, -5.0);
gl Rotatef ((G.float) spin, 1.0, 0.0, 0.0);
auxSol i dTorus();
gl PopMat ri x();
gl Fl ush();

0 e
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#i ncl ude <G/ glut. h>
#i ncl ude <stdlib. h>

static int spin = 0;

*/Initialize material property, light source, l|ighting nodel .
* and depth buffer.
/*
void init(void)
{
gldearColor (0.0, 0.0, 0.0, 0.0);
gl ShadeModel (G._SMOOTH);
gl Enabl e( G._LI GHTI NG) ;
gl Enabl e( G._LI GHTO) ;
gl Enabl e( G._DEPTH_TEST) ;

}

*/Here is where the light position is reset after the nodeling
* transformation (gl Rotated) is called. This places the
* light at a new position in world coordinates. The cube
* represents the position of the light.
/*
voi d di spl ay(voi d)
{
CL.float position[] ={ 0.0, 0.0, 1.5, 1.0 };

gl dear (G_COLOR BUFFER BIT | G._DEPTH BUFFER BI T);
gl PushiMatri x() ;
gl uLookAt (0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

gl PushMatri x() ;
gl Rotated ((G.double) spin, 1.0, 0.0, 0.0);
gl Lightfv (G_LIGHTO, GL_PCSITION, position);

gl Translated (0.0, 0.0, 1.5);
gl Di sabl e (G._LI GHTI NG);

gl Color3f (0.0, 1.0, 1.0);
gl utWreCube (0.1);

gl Enabl e (G _LI GHTI NG) ;

gl PopMatrix() ;

gl ut Sol i dTorus (0.275, 0.85, 8, 15);
gl PopMatrix() ;
gl Flush() ;

V¢
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voi d reshape (int w, int h)

{
gl Viewport (0, 0, (Gsizei) w, (Gsizei) h);
gl Mat ri xMode ( GL_PRQIECTI ON) ;
gl Loadl dentity();
gl uPerspective(40.0, (G.float) w (G.float) h, 1.0, 20.0);
gl Matri xMode( GL_MODELVI EW ;
gl Loadl dentity();
}
voi d nouse(int button, int state, int x, int y)
{
swi tch (button)
{
case GLUT_LEFT_BUTTON:
if (state == G.UT_DOM)
{
spin = (spin + 30) % 360:¢
gl ut Post Redi spl ay ()
}
break ¢
defaul t:
break ¢
}

voi d keyboard(unsigned char key, int x, int y)

switch (key){
case 27:
exit(0);
br eak :

}

int main(int argc, char** argv)
{
glutlnit(&rgc, argv);
glutlnitbDi splayMde (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH);
gl utl nit WndowSi ze (500, 500);
gl ut| ni t WndowPosi tion (100, 100);
gl ut Creat eW ndow (argv[0]);
init ();
gl ut Di spl ayFunc(di spl ay);
gl ut ReshapeFunc(reshape);
gl ut MouseFunc( nmouse) ;
gl ut Keyboar dFunc( keyboard) ;
gl ut Mai nLoop() ;
return O;

\o
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DAl dalal

G.float | nodel _anmbient[] ={ 0.2, 0.2, 0.2, 1.0 };
gl Li ght Model fv(GL_LI GHT_MODEL_AMBI ENT, | nodel _anbi ent);
o il il o385« RGBA o Jis | nodel _anbi ent [] 4 sad @l )b of daa

. GL_LIGHT _MODEL_AMBIENT Jal (4 dual

D kil ddads

G Aald 5y gy . Anaiall 38,0 5o liaY dileiall Apluadl el 8 5555 5L e a8 se
(Sl sradl 55l G elaiV) csaial o3 hafi sl ABUI g ledlly by JSE (e e (sl (aal
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ol s Lt olaV) 8 AeDU) 3 i 5 0l ) culS Jla . LU e 5aadl oy olai
Ol oladl () Lay oSU5 el sl o il JJamy 5 LI cppall gy @ ge aladiad o Ll Ly Baic
Ol adga o LelaV A el e i Gl 8 JSED die e saie JS Jal (e adlis a5 ,l0)

DAl Aadatl alasiiuly Gl Kol (Kays AU & iy ol 58V
gl Li ght Model i (GL_LI GHT_MODEL_LOCAL_VI EWER, GL_TRUE) ;

SRR 3;\.@}(\

Ll ) JIEB ki) an gl selin) ul Jagis Jadd JSall AualaY) sl jlieV) cey 22l L Llle
ATy il e sal Y Jhaemi 8 Ulal (K15 all e osSsale ilal asg) of el e
aa ) pailad g G el i Leie ) Ll (3 S e AN 6 el leds) 3 Laxie

Ol 3ol s lasie aleY) an gl paibiad 5 4l (Lebe @sSi () 33la)) ) A1)

gl Li ght Model i (LI GHT_MODEL_TWO _SI DE, GL_TRUE);

. GL_FALSE il saaiu) (Sayselal) oda ol & 5 Ladie
T e liadl) (:Lu;\}“ UA::L»A;

Gt ¢ et selia) zilaiy Lpailads SSall s A g iliae oLi Lialiind (oS il
2y o ala) pailiad o aledl e seliad dlual) ailiady aSatll 48 )k oo audl 130
sl 5 laallly ) Y1 S 5 Aigezal i) Jal e el je ) @l € o ) 4 layaas
G go (sl Hrad pallady aSatl) 4l 4l L oSt A o LS ¢ o gl Ll 5 didaal

. *gIMaterial 1 A Aol dlual) ae adii Cua ¢ Aeddia) Aol

void gl Material {if}[v](G.enum face, G.enum pnane, TYPEparam ;

: pname Jssial sl of ofe ) 4l mm g Jgas gy

Parameter Name Default M eaning
Value

\RY%
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GL_AMBIENT (0.2, 0.2, 0.2, | ambient color of material
1.0
GL_DIFFUSE (0.8, 0.8, 0.8, | diffuse color of material
1.0)
GL_AMBIENT_AND_DIFFUSE ambient and diffuse color of
material
GL_SPECULAR (0.0, 0.0, 0.0, | specular color of materia
1.0)
GL_SHININESS 0.0 Specular exponent
GL_EMISSION (0.0, 0.0, 0.0, | emissive color of material
1.0)
GL_COLOR_INDEXES (0,11 ambient, diffuse, and specular

color indices

ol A aa ) 06K Ladind ¢ aneall alal) 5 alaV) a5l Belialy aSaill Sy 4dld L S3 g (B LS
— face sl aadidly avall il s Wl Cen sl Galliady oSatl (Say e ol 5
b e oY) an ol Lgie cally Ll salal 8 el eyl (S WS, gIMaterial* () degdel

omlal 3 sl adnls Ua dlly el Cumy dlAD 4 )

YA
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slas Jans gl 8 3 Gouy) Wl e aal s caila cld selialy slime J5V1 Ll Goyd of JSEN 8 ek
selaly Loid olime Y GaodYls A Lalal s aled) dag) ailiad 5 uils 3 el
il el A gl pailiad 8 (AN e s I3

D aleal) g e el ¢ gl L g ddamall 5ol

O Lgie Gaii b (Y W ¢ sl pid) e jaball ¢ sl il 5 ddagmall 3ol e Liaas
Sxi g el Lgle ks Lavie & guial) alial) i pacd plsa) Ciposa G ¢ plsa) las Ggan
) 028 (ailiad 5 o sall Aaxpds Caun alua¥) 238 7 shans (g FusSaial) 5eliaY) alidt Lea sl (g
il o GL_AMBIENTGL_DIFFUSE il 5 aaai i i walal) obl s 2 gaail

.gl Material *()
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: Ambient Reflection duSaidl dlasall 3Ll

gt e 4 &aiddl Adasadll selial) ity ¢ 4 gludia A0Sy Cilalanl) J< @ Aol selialy) ydnm
L OB e dse g Alfn 5 ipeal Samd) s 0o Ll

:Diffuse Reflection duSaual 5 kil 3eLay)
a—nd) (51 gl A gaic aaf s i) seliaY) ety ¢ clalaty) S & pSaidll ¢ guall ny

8L (el p8ge 0o Aliie W ua B Sl jaad) adse o s il el adiniy ¢ il
. S g shus auall slacly 5 piial) selal) CaniSiy

A ma s OPENGL I s cllily o5 s 5 ial s Al el st il Wl 3
Bh‘jwﬁe‘mh A\A:\sj\ L}us.\u.\:\.‘.alaj\ U:\:\LA uAdS;_LkL}_\

G.float mat_anmb_diff[] = { 0.1, 0.5, 0.8, 1.0 };
gl Mat eri al fv( GL_FRONT_AND_BACK, GL_AMBI ENT_AND_ DI FFUSE,

mat_amb_diff);

: Specular Reflection (el 4wl duSaiall 30 LY

H}Ajcu_‘:j_o.aj\ Jw\éyécﬁguy\aﬁﬁﬁwﬁjﬁéh\ja@\&Bch'a\;]\u.uSa_'\'ii\P
- sladdl auall o) 3al U S (e Ulaad ST dxiy ledaly selia)) o3 canadiiy ¢ 5000 (el
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Viewer

Ladie Adlide clalad) (e ad) il 5 peedll ¢ g (A e pus iy i Glaalll Cadlia) Adaadlal
» 5B Gl 28 00 COAL aall e dadl) Zall) (lSe A s
pSai ) e s i) ) adlayb GL_SPECULAR il aladiuly Lniaal) dadil) sl oSail) LiSay
. GL_SHI NI NESS i) aladiuly Zaiill 38 anay
G.fl oat mat _specular[] ={ 1.0, 1.0, 1.0, 1.0 };
G.float | ow shininess[] ={ 5.0 };

gl Material fv(G._FRONT, G._SPECULAR, nmat_specul ar);
gl Material f v(GL_FRONT, GL_SHI NI NESS, | ow_shi ni ness);

D Ll el (ailad yoa e Jha

CLfl oat anbient[] { 0.2, 0.2, 0.2, 1.0 };
CLfl oat diffuse[] 1.0, 0.8, 0.0, 1.0
CLfl oat specular[] ={ 1.0, 1.0, 1.0, 1.0
G.fl oat shine = 100. 0;

gl Materialfv (G FRONT, GL AMBI ENT, anbient);
gl Material fv (G FRONT, G. DI FFUSE, diffuse);

gl Materialfv (G FRONT, G. SPECULAR, specul ar);
gl Materialfv (G FRONT, GL SHI NI NESS, &shine);

D Aad) slal) Gallad e

ann S e Al 5oLl el Cumy ddlide alliad ) el sae e aal gl agiad) (g giny 3
VY i G ¢ alsal) ailiad pant Ayl JA J5) 6 e gines i Ll L s Lol
o oatliad g U3 S
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alally Lpaany e alian 6 S VY KD 13a 8 Ll
Aaie Aley Lhama selia) 1 S Sl L AuSaie Adama clia) Aan gV 1 Y Sl §

ASrie £ 3 Aglane 5ol 1 Al Llal)

ol oy bluediffuse materialsalall e 5 el seladd 53V oslll iy J V) 25aall §
& White specualr rflection a.Ssic cliay selia) 4] 23 1 A 25eall . SpECUlEr dals
el 81l 5 it e LS ladd Qe o335 5 G 3 gand 8 ¢ sa laal Jalas
. Emission Jalxall s specular Jaleall Jasiad - ol

: Emission
D seliaY) oo a2y GL_EMISSION plasialy e suin s gy 4dS 5 52 il e (S

. GL_EMISSION cylill; Zaleial RGBA U o Cay yety sl Ll 3

GLfloat mat_emission[] ={0.3,0.2, 0.2, 0.0};
giMaterialfv(GL_FRONT, GL_EMISSION, mat_emission);

g | jaas Lgie Jaay Y elly o<1
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A kR

Gl JSal a5 S jdie (VL Gl sl (el (o i

i nclude <stdlib. h>
#i ncl ude <G/ glut. h>

*/Initialize z-buffer, projection matrix, |ight source .
* and lighting nodel. Do not specify a material property here.
/*
void init(void)
{

GLfl oat anbient[]
GLfl oat diffuse[]
GLfl oat specular[] =
G.float position[] =
GLfl oat | nodel _anbi en
G.float |ocal _view]
gl d earCol or (0.0, 0.1,
gl Enabl e( G._DEPTH_TEST) ;
gl ShadeModel (GL_SMOOTH) ;

gl Lightfv(G__LI GHTO, GL_AMBI ENT, ambient);

gl Lightfv(G._LI GHTO, G._DI FFUSE, diffuse);

gl Lightfv(G _LI GHTO, GL_POCSITION, position);

gl Li ght Model f v( G__LI GHT_MODEL_AMBI ENT, | nodel _anbi ent) ;
gl Li ght Model fv(G._LI GHT_MODEL_LOCAL_VI EVER, | ocal _view);

gl Enabl e( GL_LI GHTI NG ;
gl Enabl e( GL_LI GHTO) ;

*/Draw twel ve spheres in 3 rows with 4 columms
* The spheres in the first row have materials with no anbi ent
reflection.
* The second row has materials with significant anbient reflection.
* The third row has materials with colored anmbient reflection.
* The first colum has materials with blue, diffuse reflection only
* The second colum has blue diffuse reflection, as well as specul ar
* reflection with a | ow shini ness exponent .

Yy
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*The third columm has blue diffuse reflection,
* reflection with a high shininess exponent (a nore concentrated

hi ghl i ght . (

* The fourth columm has materials which also include an enissive

conponent .
*

* gl Transl at ef ()
| ocati ons.
/*

voi d di spl ay(voi d)

GLf | oat
GA.f | oat
GLf | oat
GLf | oat
G f | oat
GLf | oat
G f | oat
G f | oat
GLf | oat

no_mat[] = { 0.
mat _anbi ent [ ]
mat _anbi ent _co
mat _di f f use[]

mat _specul ar[]
no_shi ni ness[]
| ow_shi ni ness[]

mat _em ssi on[ ]

gl O ear (GL_COLOR BUFFER BI T |

*/draw sphere in first
* diffuse reflection only;
/*
gl Pushiatri x();
gl Transl atef (-3.75,
gl Mat eri al fv( GL_FRONT,
gl Mat eri al fv( GL_FRONT,
gl Materi al f v( GL_FRONT,

3.

gl Mat eri al f v( GL_FRONT

gl Materi al f v( GL_FRONT
al ut Sol i dSnhere( 1. 0.

is used to nove spheres to their appropriate

hi gh_shi ni ness|

row, first columm

16.

as well as specul ar

0

(o]

~~ S A
—

1.0 };

] =
= {0.3,

GL_DEPTH _BUFFER BI T) ;
no anbi ent or specul ar

0, 0.0);

GL_AMBI ENT, no_mat);

GL_DI FFUSE, nat _di ffuse);
GL_SPECULAR, no_mat);
GL_SHI NI NESS, no_shi ni ness);
GL_EM SSI ON, no_mat);

16) -
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*/draw sphere in first row, fourth colum
* diffuse reflection; em ssion; no anbient or specular reflection
/*
gl Pushiatri x();
gl Transl atef (3.75, 3.0, 0.0);
gl Material fv(G._FRONT, G__AMBI ENT, no_nmat);
gl Material fv(G._FRONT, G__DI FFUSE, mat _diffuse);
gl Material fv(G._FRONT, G._SPECULAR, no_nmmat);
gl Material fv(G._FRONT, G__SHI NI NESS, no_shi ni ness);
gl Material f v(GL_FRONT, GL_EM SSI ON, nat_emni ssion);
gl ut Sol i dSphere(1.0, 16, 16);
gl PopMat ri x();
*/draw sphere in second row, first colum
* anbient and diffuse reflection; no specul ar
/*
gl PushMatri x();
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*/draw sphere in third row, first colum
* col ored anbient and diffuse reflection; no specul ar
/*
gl Pushiatri x();
gl Transl atef (-3.75, -3.0, 0.0);
gl Material fv(G._FRONT, G__AMBI ENT, mat_anbi ent _col or);
gl Material f v(GL_FRONT, G._DI FFUSE, mat _diffuse);
gl Material fv(G._FRONT, G._SPECULAR, no_nmmat);
gl Material fv(G._FRONT, G__SHI NI NESS, no_shi ni ness);
gl Material fv(GL_FRONT, GL_EM SSI ON, no_mat);
gl ut Sol i dSphere(1.0, 16, 16);
gl PopMatri x();

*/draw sphere in third row, second col um
* col ored anbient, diffuse and specul ar reflection; |ow shininess
/*
gl PushMatri x();
gl Transl atef (-1.25, -3.0, 0.0);
gl Materi al f v(GL_FRONT, GL_AMBI ENT, mat_anbi ent _col or);
gl Material f v(GL_FRONT, G._DI FFUSE, mat _diffuse);
gl Materi al f v(GL_FRONT, G._SPECULAR, nat_specul ar);
gl Material fv(G._FRONT, G._SHI NI NESS, | ow_shi ni ness);
gl Material fv(GL_FRONT, GL_EM SSI ON, no_nmat);
gl ut Sol i dSphere(1.0, 16, 16);
gl PopMat ri x();

*/draw sphere in third row, third col um
* col ored anbient, diffuse and specul ar reflection; high
shi ni ness
/*
gl Pushiatri x();
gl Transl atef (1.25, -3.0, 0.0);
gl Material fv(G._FRONT, G__AMBI ENT, mat_anbi ent _col or);
gl Material fv(G._FRONT, G _DI FFUSE, mat _diffuse);
gl Material fv(G._FRONT, G._SPECULAR, nmat_specul ar);
gl Materi al fv(G._FRONT, G__SHI NI NESS, hi gh_shi ni ness);
gl Material fv(GL_FRONT, GL_EM SSI ON, no_nmat);
gl ut Sol i dSphere(1.0, 16, 16);
gl PopMat ri x();

*/draw sphere in third row, fourth col um
* col ored anbient and diffuse reflection; enission; no specul ar
/*
gl Pushiatri x();
gl Transl atef (3.75, -3.0, 0.0);
gl Materi al f v(GL_FRONT, GL_AMBI ENT, mat_anbi ent _col or);
gl Material f v(GL_FRONT, G._DI FFUSE, mat _diffuse);
gl Materi al f v(GL_FRONT, GL_SPECULAR, no_nmmat);
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voi d reshape(int w, int h)
{
gl Viewport (0, 0, w, h);
gl Mat ri xMode( GL_PRQIECTI ON) ;
gl Loadl dentity()
if (w<=(h* 2))
glOtho (-6.0, 6.0,-3.0*((G.float)h*2)/(G.float)w,
3.0*((G.float)h*2)/(CG.float)w ,-10.0, 10.0)
el se
glOtho (-6.0*(CG.float)w (G.float)h,
6.0*(CG.float)w (G.float)h,-6.0,6.0, -10.0, 10.0);

gl Mat ri xMode( GL_MODELVI EW ;
gl Loadl dentity();

voi d keyboard(unsi gned char key, int x, int y)

switch (key){
case 27:
exit(0);
br eak;

void main(int argc, char** argv)

glutinit(&rgc, argv);

glutlnitDi splayMbde (GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH);
gl utlnit WndowSi ze (600, 450);

gl ut Cr eat eW ndow( argv[0]);

init();

gl ut ReshapeFunc(reshape);

gl ut D spl ayFunc(di spl ay) ;

gl ut Keyboar dFunc (keyboard);

gl ut Mai nLoop() ;

YA
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cgl PushMat ri X(); el aladi w aslaa o o IS Gallad yoail af LaY
a8 i Gy U Bl 3 Ale A6l Gy Slua) (ailad es o) . gl PopMat i x() ;
S Aagletl) oot Sy LS ¢ AASH Q] Slual) pallad s e lSaY)

void gl Col or Materi al (GL,enum face, G.enum node);

el aa) face jild 3ah Cusy slall pailad S e Al ) &S e Qi
A Ll node eyl 3l GL_FRONT, GL_BACK il oyl

GL_AMBI ENT, GL_DI FFUSE, GL_AMBI ENT_AND_DI FFUSE( t he

defaul t), G_SPECULAR, or G._EM SSI ON.

<) s gl Enabl e() i—wlal gl Col or Materi al Aabaill clesiu) aay
gl Col or* () Aadeill alaialy ol 2Saill @iy &5 (0« GL_COLOR_MATERI AL

gl Col or Mat eri al (GL_FRONT, GL_DI FFUSE);
gl Enabl e( G._COLOR_MATERI AL) ;

gl Col or3f (0.2, 0.5, 0.8);

/* draw some objects here */

gl Color3f(0.9, 0.0, 0.2);

/* draw ot her objects here */

gl Di sabl e( G._COLOR_NMATERI AL) ;

— ) JLascgl Col orMaterial iobal clesiu) cany aluall dileia dpals gl il

O > el pal 35 15 ¢ s e as s JUnDde bl oSan e s 08 e OpenGl
el A llad GLgy) Y sl e ()*gl Mat eri al dadadl) aaain) lavie Cd gl adny jaas
. gl Col or Mat eri al

48|

D la s slal) (aillas, Saall gl Col or Mat eri al () dedaal o) Jlid) 8 axdis

#i ncl ude <@/ gl . h>
#i ncl ude <G@&./ gl u. h>
#i ncl ude "aux. h"

G.float diffuseMmaterial[4] ={ 0.5, 0.5, 0.5, 1.0 };

void nyinit(void)
{

b

gl Material fv(G._FRONT, G._DI FFUSE, diffuseMaterial);
gl Materi al fv(G._FRONT, G._SPECULAR, mat_specul ar);
gl Material f (GL_FRONT, GL_SHI NI NESS, 25.0);

gl Lightfv(G_LI GHTO, G._POSITION, |ight_position);

G.fl oat mat_specular[] ={ 1.0, 1.0, 1.0, 1.0}
G.float light _position[] ={ 1 1.0, 1.0, 0.0

gl Enabl e(GL_LI GHTING ;
gl Enabl e( GL_LI GHTO) ;
gl Dept hFunc( GL_LEQUAL) ;
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voi d changeG eenDi f fuse (AUX_EVENTREC *event)

di ffuseMaterial [1] += 0. 1;

if (diffuseMaterial[1l] > 1.0)
di ffuseMaterial [1] = 0.0;

gl Col or4fv(diffuseMaterial);

}

voi d changeBl ueDi f fuse (AUX_EVENTREC *event)

di ffuseMaterial [2] += 0. 1;

if (diffusemvaterial[2] > 1.0)
di ffuseMaterial [2] = 0.0;

gl Col or4fv(diffuseMaterial);

}
voi d di spl ay(voi d)

gl O ear (G._COLOR BUFFER BI T | G._DEPTH BUFFER BI T);
auxSol i dSphere(1.0);
gl Fl ush();

voi d nyReshape(G.si zei w, G.sizei h)
{

gl Viewport (0, 0, w, h);

gl Mat ri xMode( GL_PRQIECTI ON) ;

gl Loadl dentity();
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