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% mkdir OpenGL
% cd OpenGL

ggoooobooobooboobobobo

% cp -r /usr/share/src/OpenGL/toolkits/{libaux,libtk} .
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% cd ../libaux
% make
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C % cd ..
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% In -s libaux/libaux.32/libaux.a .
% In -s libaux/aux.h .
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#ifdef unix



# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

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

{
auxInitWindow(argv[0]);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

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

{
auxInitWindow(argv[0]);
sleep(10);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

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

{
auxInitwindow(argv[0]);
glClearColor(1.0, 1.0, 1.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glFlush();
sleep(10);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

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

{
auxInitWindow(argv[0]);

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

glBegin(GL_LINE_LOOP);
glVertex2d(0.1, 0.1);
glVertex2d(0.9, 0.1);
glVertex2d(0.9, 0.9);
glVertex2d(0.1, 0.9);
glEnd();

glFlush();

sleep(10);

return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

int main(int argc, char *argvl])



auxInitDisplayMode(AUX_RGBA);
auxInitwWindow(argv[0]);
glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glColor3d(1.0, 0.0, 0.0);
glBegin(GL_LINE_LOOP);
glVertex2d(0.1, 0.1);
glVertex2d(0.9, 0.1);
glVertex2d(0.9, 0.9);
glVertex2d(0.1, 0.9);

glEnd();

glFlush();

sleep(10);

return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

int main(int argc, char *argvl])

{
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glColor3d(1.0, 0.0, 0.0);
glBegin(GL_QUADS);
glVertex2d(0.1, 0.1);
glVertex2d(0.9, 0.1);
glVertex2d(0.9, 0.9);



glVertex2d(0.1, 0.9);
glEnd();

glFlush();

sleep(10);

return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

int main(int argc, char *argvl])

{
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_QUADS);
glColor3d(1.0, 0.0, 0.0);
glVertex2d(0.1, 0.1);
glColor3d(0.0, 1.0, 0.0);
glVertex2d(0.9, 0.1);
glColor3d(0.0, 0.0, 1.0);
glVertex2d(0.9, 0.9);
glColor3d(1.0, 0.0, 1.0);
glVertex2d(0.1, 0.9);
glEnd();
glFlush();
sleep(10);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h'

# define CALLBACK
#else

# include <windows.h>



# include <GL/gl.h>
# include <GL/glaux.h>
#endif

GLvoid CALLBACK draw(void)

{
glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_QUADS);
glColor3d(1.0, 0.0, 0.0);
glVertex2d(0.1, 0.1);
glColor3d(0.0, 1.0, 0.0);
glVertex2d(0.9, 0.1);
glColor3d(0.0, 0.0, 1.0);
glVertex2d(0.9, 0.9);
glColor3d(1.0, 0.0, 1.0);
glVertex2d(0.1, 0.9);
glEnd();
glFlush();

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
glLoadldentity();

int main(int argc, char *argvl])

{
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxMainLoop(draw);
return O;

}
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#ifdef unix
# include <GL/gl.h>
# include "aux.h"



# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

GLvoid CALLBACK draw(void)

{
oo ¥

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{

glLoadldentity();

glViewport(0, 0, w, h);

glOrtho(-1.0, 1.0, -1.0, 1.0, 0.0, 1.0);

int main(int argc, char *argvl])

{
auxInitDisplayMode(AUX_RGBA);
auxInitWindow(argv[0]);
auxReshapeFunc(resize);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>
# include "aux.h"

# define CALLBACK



#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

GLvoid CALLBACK draw(void)

{
oo ¥

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
Koo ¥

int main(int argc, char *argvl])

{
auxInitPosition(200, 100, 640, 480);
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>



#endif

GLvoid CALLBACK draw(void)

{
}

GLvoid CALLBACK left(tAUX_EVENTREC *event)

{
printf("%d,%d\n", event->data][AUX_MOUSEX], event->data]AUX_MOUSEY));

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{

glLoadldentity();

glViewport(0, 0, w, h);

glOrtho(-1.0, 1.0, -1.0, 1.0, 0.0, 1.0);

int main(int argc, char *argvl])
{
auxInitPosition(200, 100, 640, 480);
auxInitDisplayMode(AUX_RGBA);
auxInitwWindow(argv[0]);
auxReshapeFunc(resize);
auxMouseFunc(AUX_LEFTBUTTON, AUX_MOUSEDOWN, left);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>
# include "aux.h"

# define CALLBACK



#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

GLvoid CALLBACK draw(void)

{
}

GLvoid CALLBACK left(AUX_EVENTREC *event)
{

static int flag = O;

static GLint x, v;

if (flag) {
glColor3d(0.0, 0.0, 0.0);
glBegin(GL_LINE_STRIP);
glVertex2i(x, y);
glVertex2i(event->data]AUX_MOUSEX], event->data[AUX_MOUSEY));
glEnd();
glFlush();
}
x = event->data][AUX_MOUSEX];
y = event->data[AUX_MOUSEY];
flag = 1;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
glLoadldentity();
glViewport(0, 0, w, h);
glOrtho(0.0, (GLdouble)w, (GLdouble)h, 0.0, 0.0, 1.0);
glClearColor(1.0, 1.0, 1.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

int main(int argc, char *argvl])

{
auxInitPosition(200, 100, 640, 480);
auxinitDisplayMode(AUX_RGBA);
auxInitWindow(argv[0]);
auxReshapeFunc(resize);



auxMouseFunc(AUX_LEFTBUTTON, AUX_MOUSEDOWN, left);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#define MAXPOINTS 100
GLint pointfMAXPOINTS][2];
int num = O;

GLvoid CALLBACK draw(void)
{

int i;

if (num >= 2) {
glClearColor(1.0, 1.0, 1.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glColor3d(0.0, 0.0, 0.0);
glBegin(GL_LINE_STRIP);
for i = 0; i < num; i++) {

glVertex2iv(point[i]);

}
glEnd();
glFlush();



GLvoid CALLBACK left(AUX_EVENTREC *event)
{
if (num >= MAXPOINTS) return;
pointinum][0] = event->data]AUX_MOUSEX];
pointinum][1] = event->data]AUX_MOUSEY];
num-++;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
glLoadldentity();
glViewport(0, 0, w, h);
glOrtho(0.0, (GLdouble)w, (GLdouble)h, 0.0, 0.0, 1.0);

int main(int argc, char *argvl[])
{
auxInitPosition(200, 100, 640, 480);
auxInitDisplayMode(AUX_RGBA);
auxInitwWindow(argv[0]);
auxReshapeFunc(resize);
auxMouseFunc(AUX_LEFTBUTTON, AUX_MOUSEDOWN, left);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>



# include <GL/gl.h>
# include <GL/glaux.h>
#endif

#define MAXPOINTS 100
GLint pointfMAXPOINTS][2];
int num = 0O;

int flag = O;

GLvoid CALLBACK draw(void)

{
int i
if (num >= 2) {
if (flag) {
flag = O;
i = num - 2;
glColor3d(0.0, 0.0, 0.0);
glBegin(GL_LINE_STRIP);
}
else {
i = 0;
glClearColor(1.0, 1.0, 1.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glColor3d(0.0, 1.0, 0.0);
glBegin(GL_POLYGON);
}
for (; i < num; i++) {
glVertex2iv(point[i]);
}
glEnd();
glFlush();
}
}

GLvoid CALLBACK left(AUX _EVENTREC *event)
{
if (num >= MAXPOINTS) return;
pointfnum][0] = event->data]AUX_MOUSEX];
pointinum][1] = event->data]AUX_MOUSEY];
num-++;
flag = 1;



GLvoid CALLBACK right(tAUX_EVENTREC *event)

{
draw();

}

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
glLoadldentity();
glViewport(0, 0, w, h);
glOrtho(0.0, (GLdouble)w, (GLdouble)h, 0.0, 0.0, 1.0);
glClearColor(1.0, 1.0, 1.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

}

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

{
auxInitPosition(200, 100, 640, 480);
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxMouseFunc(AUX_LEFTBUTTON, AUX_MOUSEDOWN, left);
auxMouseFunc(AUX_RIGHTBUTTON, AUX_MOUSEDOWN, right);
auxMainLoop(draw);
return O;

}
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#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif



GLvoid CALLBACK draw(void)

{
glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);
glRotated(45.0, 0.0, 1.0, 0.0);
glBegin(GL_QUADS);
glColor3d(1.0, 0.0, 0.0);
glVertex2d(0.1, 0.1);
glColor3d(0.0, 1.0, 0.0);
glVertex2d(0.9, 0.1);
glColor3d(0.0, 0.0, 1.0);
glVertex2d(0.9, 0.9);
glColor3d(1.0, 0.0, 1.0);
glVertex2d(0.1, 0.9);
glEnd();
glFlush();

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{

glLoadldentity();

glViewport(0, 0, w, h);

glOrtho(-1.0, 1.0, -1.0, 1.0, 0.0, 1.0);

int main(int argc, char *argvl])

{
auxInitPosition(200, 100, 640, 480);
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxMainLoop(draw);
return O;

}

glRotated(J DO 0O OOO0OOOOOOOODOOOOOOODOO doubleDODOCOOOOOO
00000000000 0000000000000000DO0OO0 floatD OO glRotatef)O O O
goo

03000000000000000000000000AUXOOO0DOODODO auxWireCube()
gbboooooooooobboobbooboboooobobooooooboobobOoboOoooon
googo



(1,1,0) (0,1,0)
0,1,1) '
1.1.1)
(0,0,0)E____ ........
(10,0)
(1,0.1) 0.0.1)
03000

googoooooooooobobooboooobobooobooobobobobooobbob
gooboobooooood

GLdouble vertex[][3] = {
{ 0.0, 0.0, 0.0 },
{ 1.0, 0.0, 0.0 },
{ 1.0, 1.0, 0.0 },
{ 0.0, 1.0, 0.0 },
{ 0.0, 0.0, 1.0 },
{ 1.0, 0.0, 1.0 },
{ 1.0, 1.0, 1.0 },
{00, 10, 1.0}

int edge[][2] = {
{0 1}
{1 2}
{2 31}
{3 0}
{4 5}
{5 61}
{6 71}
{741}
{0 4}
{1, 5}
{2 61}
{37}

3

00000000 (0,000 (1,0000000000000000000000 0 glVertex3dv()
0000000000000 doubleD 000000000000 0OOOO0OODO00O

glBegin(GL_LINES);



glVertex3dv(vertex[edge[O][0]]);
glVertex3dv(vertex[edge[O][1]]);
glEnd();

0000000000000000000000000000000000 glprog3.cd000
000000000000000000000000000000000000000 OglOrtho()
00000000000 (-2-203(2,20000000

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

GLdouble vertex[][3] = {
< Oog ¥

int edgef][2] = {
F oo ¥

GLvoid CALLBACK draw(void)
{

int i;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

glColor3d(1.0, 1.0, 1.0);

glBegin(GL_LINES);

for (i = 0; i < 12; i++) {
glVertex3dv(vertex[edge[il[O]]);
glVertex3dv(vertex[edge[il[1]]);

}
glEnd();

glFlush();



GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{

glLoadldentity();

glViewport(0, 0, w, h);

glOrtho(-2.0, 2.0, -2.0, 2.0, 0.0, 2.0);

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

{
auxInitPosition(200, 100, 512, 512);
auxInitDisplayMode(AUX_RGBA);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxMainLoop(draw);
return O;

}

000000000 00000000000000000000000000000000000
0000000000000000000000000000 Oglortho()O OO OO gluPerspective()
000000

gluPerspective() 0 00 000 00000000000000000000000000O00O00
00000000000000000000000000000000000000000000
00000000000000000000001.00000000 X000 YOOOOOOO
00000000000000000000000000000000000000000000
0MO000000000000000000000000000000000000

O0Ogu) 0000000 GLUtlity 000 0000000000000000000000
00 -GLu000000000000000

[ % cc glprog3.c libaux.a -IGLU -IGL -IX11 )

gbooocooboooooboboooooboooobooboooboooooooooon
giTranslated 000000000000 O0O0OOOOOO

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>



GLdouble vertex[][3] = {

* oo ¥
3
int edge[][2] = {
* oo ¥
3
GLvoid CALLBACK draw(void)
{
* oo ¥
}
GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
glLoadldentity();
glViewport(0, 0, w, h);
gluPerspective(30.0, 1.0, 1.0, 10.0);
}
int main(int argc, char *argv[])
{
[ oo ¥
}

000000000 oOoOo0ooO guLookAt()D O OO OOOODOOOCODOOOOOOOOOOO
gobooobooobooboobboooobobooobobOoooooobooOooooooOoooboooooon
ooo

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
0o



int edgef][2] = {
~ oo ¥

GLvoid CALLBACK draw(void)

{
Koo

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
glLoadldentity();
glViewport(0, 0, w, h);
gluPerspective(30.0, 1.0, 1.0, 10.0);
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0,0);

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

oo *
}

00000 (3450000000 (0,00000000000000 (0,00000000000
000000000000

8§ UOooooono

oot oL oo oobo bbb oo
000000000000 C00O00O0OU0O00ODO0O0O0OO0OO0OO0OO0OOO0 auxMainLoop()
000000000 O00o0OO00OU000U0DOU000D0DO00OOO0OO00OO0O0UDOOOUDOOoOOooUo
gogooboobobooobbbooobobooboooooboboon

000 JauxldleFunc(D 0000000 OO0 DauxMainLoop()D O OO0 OOOOODOOOO
OOauxldleFunc(DO OO 0O0OO0OO0OO0OOUOUOOOOOODOOOOOOOOUOO

000000000000 0o000000o0oU0oOo00OUUOUODOOoODOoDooOOoUOoOO
goobooboooooboobobobbobboboboobobbob oo UuUubo

1.0000000000DO00DOOOODO0O0000
2 000000000000DOO0O00O0ODOODODOODOOODOO
. 0j0o0fdooo0ooooooooooomoooooobooooobooood™

gooobooooboooobboooobbooooooobooboooDo
gboooboobbb oooobooboooobooooooboboooooooboboon
gooobooboooooboboooooooobooooon



gooboobooboobooooboobbobbooooboobobobboooooon o
oooooobooboooDooooobbbboWooooboboooobobooooga
00000oO0o0o0oooooood

OO000OpenGLO OO0 OO OOOOOOUOOOOOOUOOOUDOUOOODOOOOOOOODOO
goooooboobobdooboodooobobbb oo oboob bbb boboboo
gIMatrixMode(GLMODELVIEW) DO O OO O0OO0O0O0O00O00O0O glMatrixMode(GLPROJECTION)
ooooooo

0000000000 00000O00000000000O0O0O0O0o0O00O0oODOgO resize()
gobogboobob bbb boob oo bbb obbbbooo b
000 gMatrixMode(GLMODELVIEW) O O OO0 O0QQO

0000000000000 O0000o0o0oUoOoUooooooood

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
< OO0 *

int edge[][2] = {
oo ¥

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);



glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glColor3d(1.0, 1.0, 1.0);

glBegin(GL_LINES);

for (i = 0; i < 12; i++) {
glVertex3dv(vertex[edge[il[O]]);
glVertex3dv(vertex[edge[il[1]]);

}
glEnd();

glFlush();
if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
gIMatrixMode(GL_PROJECTION);
glLoadldentity();
glViewport(0, 0, w, h);
gluPerspective(30.0, 1.0, 1.0, 10.0);
gIMatrixMode(GL_MODELVIEW);

int main(int argc, char *argvl])

{
auxInitPosition(200, 100, 512, 512);
auxInitDisplayMode(AUX_RGBA);
auxInitwWindow(argv[0]);
auxReshapeFunc(resize);
auxldleFunc(draw);
auxMainLoop(none);
return O;

}

goobbooooduboobbbtooooobo bbb obboboobbooob b
gogooooboobobooobbobbooobobboooooboboboobooooboOoo
0000000000000 0oo0oooooO0oOO00o0O0o0ooOOo0DOoUoOoODOOoOoUoooo
oooOoooo

AUX OOOODOOOODODO0OO0OD0OO0OO0D0O0O0O0OD0O00 »dauxinitDisplayMode(d AUX_DOUBLE
0000000000000 00000000 auxSwapBuffers(@ 0O 000



#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
< Oog ¥

int edge[][2] = {
> 0o ¥

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glColor3d(1.0, 1.0, 1.0);

glBegin(GL_LINES);

for (i = 0; i < 12; i++) {
glVertex3dv(vertex[edgeli][0]]);
glVertex3dv(vertex[edge[i][1]]);

}
glEnd();



auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
oo ¥

int main(int argc, char *argvl])
{
auxInitPosition(200, 100, 512, 512);
auxInitDisplayMode(AUX_RGBA | AUX_DOUBLE);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxldleFunc(draw);
auxMainLoop(none);
return O;

}

gogbooooboooooboboboobobobooooooboooobobboboboo
gobood

int face[][4] = {

{01, 2 3}
{1 5 6, 21}
{5 4, 7, 61}
{4, 0 3, 71}
{4,5 1,0}
{3 2,6, 7}

h
000000000000000000000

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif



#include <GL/glu.h>

GLdouble vertex[][3] = {
FoOg ¥

int face[][4] = {
oo *

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glColor3d(1.0, 1.0, 1.0);
glBegin(GL_QUADS);
for = 0; j < 6; j++) {

for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][il]);

}
glEnd();

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{



* oo #

}
int main(int argc, char *argv[])
{
oo *
}

goobobbobbbooobooobobooboooooobooooooobboooon
gobooooooon

GLdouble color[][3] = {
{ 1.0, 0.0, 0.0 },
{ 0.0, 1.0, 0.0 },
{ 0.0, 0.0, 1.0 },
{ 1.0, 1.0, 0.0 },
{ 1.0, 0.0, 1.0 },
{ 0.0, 10, 1.0}
I3

gbbodoboooooboboooooboooooobn

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {

oo *

int face[][4] = {
oo *

GLdouble colorf][3] = {
< Og ¥



GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glBegin(GL_QUADS);
for § =0, ] < 6 j++) {
glColor3dv(color[j]);
for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][i]]);

}
glEnd();

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
Koo ¥

int main(int argc, char *argv[])
{
* oo ¥
}
0000000000000 0000000 000000000 oOooooOoOooDooooOo
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9 Dogn

0000000 0dn auxinitDisplayMode(d AUX_DEPTHO O OO OO O

000000000000 ZO0O0O0ODODODODOOOO0OO0DO0O0O0O0D0000O00O0000000O
0000000o0DooO00 zO0OOOODODODOO0ODOOO0DOD0ODODODOOOO0 glClear()OD O OO
GL.DEPTHBUFFERBITO O OO OODO

Z00000000000000000000O00DO0O0OOO0DOO000OO0O0OO0DO0O00O00 zOO
000000000000Z00O0000000000O glEnable(GLDEPTHTEST) D O OO OO
000000 glDisable(GLDEPTHTEST)D OO0 OO0

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
< Oog ¥

int face[][4] = {
oo *

GLdouble colorf][3] = {
< Og ¥

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);



glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glEnable(GL_DEPTH_TEST);

glBegin(GL_QUADS);
for = 0; j < 6; j++) {
glColor3dv(color]j]);
for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][i]]);

}
glEnd();

glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
koo ¥

int main(int argc, char *argvl])
{
auxInitPosition(200, 100, 512, 512);
auxInitDisplayMode(AUX_RGBA | AUX_DOUBLE | AUX_DEPTH);
auxInitWindow(argv[0]);
auxReshapeFunc(resize);
auxldleFunc(draw);
auxMainLoop(none);
return O;

}

gooooobobobobobooobboboooooooooobooooooooooooooon
goobooboboooobooooooobooobooboooboooboooooobboooan
gooooooon

0000000000000 000000ODODO0D00000 glCullFace(GLBACK)Y DO D OO



0000000000000 0000 glCullFace(GLBACK)Y OO OO OOoOOoOOoOoOoooooOoO
O glCullFace(GLFRONTAAND BACK) O O OO OO0

00 OglCullFace() O OO O OOO glEnable(GLCULL_FACE)JO OO OO OO glEnable(GLCULL_FACE)
Ooooogoo

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
[ OO ¥

int face[][4] = {
oo ¥

GLdouble colorf][3] = {
OO ¥

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);



glEnable(GL_DEPTH_TEST);
glEnable(GL_CULL_FACE);

glBegin(GL_QUADS);
for = 0; ) < 6; j++) {
glColor3dv(color[j]);
for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][i]]);

}
glEnd();

gIDisable(GL_CULL_FACE);
gIDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{

oo ¥

}

int main(int argc, char *argvl])
{
auxInitPosition(200, 100, 512, 512);
auxInitDisplayMode(AUX_RGBA | AUX_DOUBLE | AUX_DEPTH);
auxInitwindow(argv[0]);
auxReshapeFunc(resize);
auxldleFunc(draw);
glCullFace(GL_BACK);
auxMainLoop(none);
return O;

}

gbobobobobooboooooboboobbobobbobobboobobobobbon
ooo0oO0Oo0o0oooUOoOoo0oOoOoooOooOOoOo00OoooOoooOoO face[]DOO
OoooOO0OO0oDODOOODOODO0OODOOO0O0O0OD openGLOO OODOOOOODOOOOCODO
000000000000 00000D000000D0000 glCullFace(GLFRONT) OO OOOO
00000000 Cfacef]lOO00OO0O00OO00OOODOOOOODODDODOODODO



0000000000000 00000000000000D0OglFrontFace(GLCW)DDOOO
0000000000 OD glFrontFace(GLCCW)O O OO OO0

10 ODO0O0

000000000000000000000000000000000000000000000
0000000000000 00000000000000glColor3dv()00 000 glNormal3dv()
000000

GLdouble normal[][3] = {
{ 0.0, 0.0,-1.0 },
{ 1.0, 0.0, 0.0 },
{ 0.0, 0.0, 1.0 },
{-1.0, 0.0, 0.0 },
{ 0.0,-1.0, 0.0 },
{ 0.0, 1.0, 0.0 }

I3

00000000000 0000000000000000000penGLO0 00000000
000000000000 0000000000000000000000000000000
000000000000000000000000000000 000 glEnable(GLLIGHT0)O
0000000000000 gDisable(GLLIGHTO) O OO0 000
0000000000000000000000000000000000000000000
glEnable(GLLIGHTING)O O OO0 000 O glDisable(GLLIGHTING) 0 000 OO0

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {

* oo #

int face[][4] = {
oo *



GLdouble normal[][3] = {
oo

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glEnable(GL_DEPTH_TEST);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glBegin(GL_QUADS);
for = 0; ] < 6; j++) {
gINormal3dv(normal[j]);
for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][i]]);

}
glEnd();

glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)



* oo #

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

* oo ¥
}

gobobooboooboboobooobbOooooobobooboooooboboOooboboobooobooobn
goooobooooooooboooobooboboooooooooboobbobooOooa
oooboooooobooobbooooboboooboboooobooboooboOooboobo

GLfloat ambient]] = { 0.2, 0.2, 0.2, 1.0 }
GLfloat diffuse[]] = { 0.8, 0.0, 0.0, 1.0 };
GLfloat specular[]] = { 0.5, 0.5, 0.5, 1.0 };
GLfloat shininess = 40.0;

ambient/diffuse/speculat RGBAO OO0 OUOODAOOOOOOD 1.000000000000
000000 gMaterialf)0 OO glMaterialfiv)OD O OO OO O

gIMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, anbient);
gIMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, diffuse);
gIMaterialfv(GL_FRONT_AND_BACK, GL_SPECULAR, specular);
gIMaterialf(GL_FRONT_AND_BACK, GL_SHININESS, shininess);

ambientJ 0000 0000000000000 000OO0DOODOOOOOOODOOOOOOOO
O00Odiffuse0 000000000000 0O0OOOOOOOOOOOOOOOSpeculall 0000
000000000000 00O0O0000o0oOooO0Oooo0oooooOshininestooooOO
gboboobooboobooboboobboboobobobonobo

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
OO ¥
3



int face[][4] = {
~ oo ¥

GLdouble normal[][3] = {
< 00 *

GLfloat ambient[] = { 0.2, 0.2, 0.2, 1.0 }
GLfloat diffuse[] = { 0.8, 0.0, 0.0, 1.0 };
GLfloat specular[] = { 0.5, 0.5, 0.5, 1.0 };
GLfloat shininess = 40.0;

GLvoid CALLBACK none(void)

{
}

GLvoid CALLBACK draw(void)
{

int i, j;

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
glRotated((double)r, 0.0, 1.0, 0.0);

glEnable(GL_DEPTH_TEST);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

gIMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, anbient);
gIMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, diffuse);
gIMaterialfv(GL_FRONT_AND_BACK, GL_SPECULAR, specular);
gIMaterialf(GL_FRONT_AND_BACK, GL_SHININESS, shininess);

glBegin(GL_QUADS);

for G = 0;j < 6 j++) {
gINormal3dv(normalj]);
for (i = 0; i < 4; i++) {



glVertex3dv(vertex[face[j][il]);

}
glEnd();

glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

}
GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
oo *
}
int main(int argc, char *argv[])
{
oo ¥
}
11 0000
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void cube()

{

int i, j;

glBegin(GL_QUADS);
for = 0; j < 6; j++) {
gINormal3dv(normal[j]);
for (i = 0; i < 4; i++) {
glVertex3dv(vertex[face[j][i]]);

}
glEnd();



gbooboobboooooboooobobbobobboooobbobobobboooon
gbooooboboon

GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
gIMatrixMode(GL_PROJECTION);
glLoadldentity();
glViewport(0, 0, w, h);
gluPerspective(30.0, 1.0, 1.0, 10.0);
gIMatrixMode(GL_MODELVIEW);
glLoadldentity();
gluLookAt(3.0, 4.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

}

000O00000000000 giRotated)0 000000000000 0000000000O
0000000000000 00000000 OglRoatated)J 000000000000000
00000000000000000000000000 glPushMatrix()D glPopMatrix()D O O
ooo

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {

oo #

int face[][4] = {
oo *

GLdouble normal[][3] = {
< OO ¥

GLvoid CALLBACK none(void)
{



void cube()

{
oo ¥

GLvoid CALLBACK draw(void)
{

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glEnable(GL_DEPTH_TEST);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glPushMatrix();
glRotated((double)r, 0.0, 1.0, 0.0);
cube();

glPopMatrix();

glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
oo ¥

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

{
oo ¥



0000000000000000000000000000 cube()0 000000000 cube()
0000000000 OglTranslated(d 000 000

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {
0o

int face[][4] = {
~ oo ¥

GLdouble normal[][3] = {
oo

GLvoid CALLBACK none(void)

{
}

void cube()

{
Koo ¥

GLvoid CALLBACK draw(void)
{

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glEnable(GL_DEPTH_TEST);



glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glPushMatrix();
glRotated((double)r, 0.0, 1.0, 0.0);
cube();

glPushMatrix();

glTranslated(1.0, 1.0, 1.0);
cube();

glPopMatrix();

glPopMatrix();

glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

}
GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
oo *
}
int main(int argc, char *argv[])
{
oo *
}

0000000000 cube)O OO O OO glPushMatrix(D glPopMatrix)O O OO OO OO O
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O00000000 cube()UODOOCOO cube)OODODOOOOODOOODOOOO

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif



#include <GL/glu.h>

GLdouble vertex[][3] = {
FoOg ¥

int face[][4] = {
oo *

GLdouble normal[][3] = {
< OO ¥
3

GLvoid CALLBACK none(void)

{
}

void cube()

{
oo ¥

GLvoid CALLBACK draw(void)
{

static int r = 0;

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glEnable(GL_DEPTH_TEST);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glPushMatrix();

glRotated((double)r, 0.0, 1.0, 0.0);
cube();

glPushMatrix();

glTranslated(1.0, 1.0, 1.0);
glRotated((double)(2 * r), 0.0, 1.0, 0.0);
cube();

glPopMatrix();

glPopMatrix();



glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();

if (++r >= 360) r = O;

}
GLvoid CALLBACK resize(GLsizei w, GLsizei h)
{
oo *
}
int main(int argc, char *argv[])
{
* oo ¥
}
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gbboboooooooooboboooboobooo

#ifdef unix

# include <GL/gl.h>

# include "aux.h"

# define CALLBACK
#else

# include <windows.h>
# include <GL/gl.h>

# include <GL/glaux.h>
#endif

#include <GL/glu.h>

GLdouble vertex[][3] = {

* oo #

int face[][4] = {
oo *



GLdouble normal[][3] = {
oo

GLvoid CALLBACK none(void)

{
}

void cube()

{
Koo ¥

GLvoid CALLBACK draw(void)

{
static int r = 0;
static GLfloat red[]] = { 1.0, 0.0, 0.0, 1.0 };
static GLfloat blue[]] = { 0.0, 0.0, 1.0, 1.0 };

glClearColor(0.0, 0.0, 0.0, 0.0);
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glEnable(GL_DEPTH_TEST);
glEnable(GL_LIGHTING);
glEnable(GL_LIGHTO);

glPushMatrix();

glRotated((double)r, 0.0, 1.0, 0.0);
gIMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, red);
cube();

glPushMatrix();

glTranslated(1.0, 1.0, 1.0);

glRotated((double)(2 * r), 0.0, 1.0, 0.0);
gIMaterialfv(GL_FRONT_AND_BACK, GL_DIFFUSE, blue);
cube();

glPopMatrix();

glPopMatrix();

glDisable(GL_LIGHTO);
glDisable(GL_LIGHTING);
glDisable(GL_DEPTH_TEST);

auxSwapBuffers();



if (++r >= 360) r = O;

GLvoid CALLBACK resize(GLsizei w, GLsizei h)

{
koo ¥

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

oo ¥
}

000000000000 0000 GLLIGHTOOGL.LIGHTINGOGL.DEPTHTESTO OO
000000000000 000000000000main()0 auxMailLoop)C 0000000
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