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#pragna once

#i ncl ude <stdlib. h>

#i ncl ude <wi ndows. h>

#i ncl ude <gl\ gl aux. h>

#i ncl ude <gl\glu. h>

#i ncl ude <GA.\ gl ut. h>

#i ncl ude <stdio. h>

#i ncl ude <mat h. h>

#i ncl ude <stdio. h>

#pragma comrent (I i b, "GLAUX LIB")

AUX_RGBI mageRec *LoadBMP(char *Fil enane)
{
FILE *Fi | e=NULL;
if (!'Filenane)
return NULL;
Fi | e=f open(Fil ename, "r");
if (File)

fclose(File);
return auxDl Bl mrageLoad( Fi | enane) ;

}
return NULL;
}

i nt LoadTextures(char *fil enanme, unsigned int *texture)
{
i nt Status=FALSE
AUX_RGBI mageRec * Text ur el mage[ 1] ;
nmenset ( Text ur el mage, 0, si zeof (void *)*1);
i f (Texturel mage[ 0] =LoadBMP(fi | enane))
{
St at us=TRUE
gl GenTextures(1, texture);
gl Bi ndText ure( G._TEXTURE 2D, texture[O0]);
gl TexPar anet eri (GL_TEXTURE 2D, G._ TEXTURE _MAG FI LTER, GL_LI NEAR)
gl TexPar anet eri (G._TEXTURE 2D, G._TEXTURE_M N_FI LTER, G__LI NEAR)
gl Texl mge2D( GL_TEXTURE 2D, 0, 3, Texturel mage[0]->sizeX,
Text urel mage[ 0] - >si zeY, 0, G._RGB, G._UNSI GNED BYTE, Text urel nage[ 0] ->dat a);

}
i f (Texturel mage[0])

{
i f (Texturel mage[ 0] - >dat a)
free( Text urel mage[ 0] - >dat a)
}
free(Texturel mage[0]);
}

return Status;




Ae )l 330 (i gl 2 semall 2SSy main.cpp il mi OV, LAl slis yd (alud) 5 <))

#i nclude <stdlib. h>

#i ncl ude <wi ndows. h>

#i ncl ude <gl \ gl aux. h>

#i ncl ude <gl\gl u. h> I Go g Il gadl ams pdsisw

#i ncl ude <GL\ gl ut. h>

#i ncl ude <stdio. h>

#i ncl ude <mat h. h>

#i ncl ude <stdio. h>

#include "textures. h" // o500 oLslisi cidl LusSY! Jlgs e sgis sddl Gl
#pragma comment (li b, "GLAUX. LIB")

voi d Reshape(int w, int h)
{
gl Viewport (0, 0, w, h);
gl Mat ri xMode( GL_PRQIECTI ON) ;
gl Loadl dentity();
gl uPerspective(45.0, (float)w (float)h, 1.0, 400.0);
gl uLookAt (0,3,0.1,0,3,0,0,1,0);
gl Mat ri xMode( GL_MODELVI EW ;
gl Loadl dentity();

}
voi d Di spl ay(voi d)
gl Cdear (GL_COLOR BUFFER BIT | G._DEPTH BUFFER BI T);

gl Loadl dentity();
gl ut SwapBuf f ers();

}

voi d Key(unsigned char key, int x, int y)
if(key == 27 ) exit(0);

}

bool init(void)

{
gl Enabl e( G._TEXTURE_2D) ;
gl C ear Col or (0. Of, 0.0f, 0.0f, 0.5f);
gl Cl ear Dept h( 1. Of ) ;
gl Enabl e( GL_DEPTH_TEST) ;
gl ShadeModel ( GL_SMOOTH) ;
gl Hi nt (G._PERSPECTI VE_CORRECTI ON_HI NT, G__NI CEST)
return TRUE

}

void mai n(int argc, char **argv)
{
glutlnit(&rgc, argv);
glutlnitD spl ayMde( GLUT_RGBA | GLUT _DOUBLE | GLUT_DEPTH);
gl ut I ni t WndowSi ze(500, 500);
gl ut I ni t WndowPosition (0, 0);
gl ut Creat eW ndow " Lesson4") ;




if(linit())
{

MessageBox(NULL, "Initializing Error", "Error", 0);

exit(1);

}

gl ut Di spl ayFunc(Di spl ay) ;
gl ut ReshapeFunc( Reshape) ;
gl ut Keyboar dFunc( Key) ;
ShowCur sor (0) ;

gl ut Ful | Screen();

gl ut Mai nLoop() ;

FleLuSY 038 Maal) D0 Lialle oLaY Jariwin

montada.bmp

wall.omp

grass.bmp




cylinder.bmp
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#i ncl
#i ncl
#i ncl
#i ncl
#i ncl
#i ncl
#i ncl
#i ncl
#i ncl

ude <stdlib. h>
ude <wi ndows. h>
ude <gl\ gl aux. h>
ude <gl\glu.h>
ude <G\ glut. h>
ude <stdio. h>
ude <mat h. h>

ude <stdio. h>
ude "textures.h"

unsi gned i nt texture[5]; //olslwsi 5 i

...
bool

i nit(void)

if (!'LoadTextures(".\\data\\wall.bnp", & exture[0]))
return FALSE;

if (!LoadTextures(".\\data\\grass.bnmp", & exture[l]))
return FALSE;

if (!LoadTextures(".\\data\\sky.bnmp", & exture[2]))
return FALSE;

if (!LoadTextures(".\\data\\cylinder.bnp", & exture[3]))
return FALSE;

if (!LoadTextures(".\\data\\nontada. bnp", & exture[4]))
return FALSE;

...

return TRUE;

fod La OS5 agfie IS ans lae g jusi in agdiall (8 43S UiV o )l DisplayList Al addiois

A1 e jul dagt ey Weledinl Of Cun 5 SIA & & 5aa 5 dallaall an )l el 5l (e de gm0 Bl (2

Ay e b O Gkt Wil V) (ailis 5o Ld o ae (V) dxe et 531 asall a sgdall

:SetupWorldList 4llall s3a s g Al aalaadl ul a3 DisplayList ¢biil 68 300a Ay Capas el




...
voi d Di splay(void)
{
gl dear(G_CO.OR BUFFER BI T | G._DEPTH BUFFER BIT);
gl Loadl dentity();
glCallList(1); //DisplayList_1 «Leuaiwl
gl ut SwapBuffers();
}
/...

voi d SetupWorl dList() //DisplayList_Ji sa55 sdf 130l

gl NewList(1, G_COWILE); //1 Lgo! (esuws DisplaylList 1 «Las)
[ ownd 31 s leabin! s+ LidY 1 garn pwyd a0 sel oY1 QGsS Ui
gl EndList(); // isleidl

}
/...
bool init(void)
{
/...
Set upWor |l dLi st (); //DisplayList_Ji svLas]
return TRUE;
}
/1.
:DisplayList-ll Jals dav i 5 Glsdiall eluSly suSa ay e 0o 5ke Ania YY) g 425 L Jl
/...

voi d Set upWorl dLi st ()

gl NewLi st (1, GL_COWPI LE);
gl Bi ndText ur e( GL_TEXTURE 2D, texture[1]); //josd! s lwS| adsiuws
gl Begi n( GL_QUADS) ;
gl Nor nmal 3f ( 0. 0f, 1.0f, 0.0f);
gl TexCoor d2f (0. Of, 0.0f); gl Vertex3f(-50.0f, 0.0f, -100.0f);
gl TexCoor d2f (100. Of, 0.0f); gl Vertex3f( 50.0f, 0.0f, -100.0f);
gl TexCoor d2f (100. Of , 100.0f ); gl Vertex3f( 50.0f, 0.0f, 100.0f);
gl TexCoor d2f (0. Of, 100. 0f); gl Vertex3f(-50.0f, 0.0f, 100.0f);
gl End() ;
gl EndLi st ();

}
...
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1. ..
#define Pl _OVER 180 0.0174532925f // 180 e deogwio (3.14) 0 2 dopill ola
gloot ol dl )l G Joprdd ] Lgediiudn
float Xrotate=0, // & w1 o1 V1 sLliall e Lihis 131 olygadl dogl) Jaf wiiae
oLl o,

Zmove=-50, // 55 el e pledl d>l5 5l .o

Xmove=0, //@wsi el e plell A>3 5l 2o

Ymove=0, // sl et e pledl A>3 5l ais

YAngel =0; // LY o005 s

Ao (e 358 Ld ilial) da gl (e ¥ olady) e Uiaia 1) e 1368 o pall Ay (38 jal) 25 aS
Aasl e ¥ oY) e e Ui 135 )Y sl e ol sall 4505 ded Jesy 531 Xrotate Uil
oAl Al 5 adlid) e bl Gaoa allad Al dila) g Lk Yl 258D 138 S| uSal) Guany eilial)
Sgfiall Cpaaty o i A A Capad Loal 5 28l g al) 3 138 Lol ) 38 5 iliall e Jasall @b ) Chas llas

bl o Le 2 080 18 5 sl 50 (S

/...
bool skey[255]; // 25511 xusLall JS (8¢ dbghas
1. ..
voi d Speci al Keys(int key, int x, int y)
skey[key] = true; //borall zUiied]) aoxs daaill s

[«




voi d action(voi d)

I f(skey[ QLUT_KEY_LEFT]) //bsras ju ¥ oLEY1 »Liae LS |3
Xrotate--; // icluwll o ylic olf] qwSe g

I f(skey[ QLUT_KEY_RIGHT]) //boras e o LEYT 2 Lie LS 13
Xrotate++; // icluwll o lic olE] & 55

Display()s // s, Js ¢ deid! puys

voi d Speci al KeysUP(int key, int x, int vy)

skey[key] = false; // e brall giy il pliaed ) Uas doill lass

}
/...
voi d main(int argc, char **argv)
{
/...
gl ut Speci al Func( Speci al Keys) ;
gl ut Speci al UpFunc( Speci al KeysUP) ;
gl utldl eFunc(action);
/...
}

L Sslsl s Al D AS Al e 13 Y snall Jign ol sl oot Wil a5 el Jid

Y Dsaall O L Jaad G 4350 30 Caen 138 5 yuaiis Zmove s Xmove e IS dad (8 alaY) ) aaiss Ladie
(SN 13 (5 1 £13n (i

H) Xrotate

X

oladl  ains JawY) 5 e olaay) e Gl 13) GlAl o) jeal) ddaiil) clli ga sl Ui e olb 5 5 LS
e x Al Xmove dad N 33 palisdl aal o daxiai 50 IS 8 Gl dalad) puSe ol G5V g el
ol s 7 dailll Zmove Al ) 03 g b ) seall

z = cos(Xrotate) s x = sin(Xrotate)




1 IS Zmove s Xmove ad 0S5 el 5 bl ) Lk gad cang da all Leias s Xrotate of L

Xmove = Xmove + sin (-Xrotate * Pl / 180);

Zmove = Zmove + cos (-Xrotate * Pl / 180);

LIS Sl 258l (Sl

/...

voi d Di spl ay(void)

{
gl d ear(G_COLOR BUFFER BI T | G._DEPTH BUFFER BIT);
gl Loadl dentity();
gl Rotatef (Xrotate, 0,1,0); //y.1 5.5
gl Tr ansl at ef ( Xnbve, Ynove, Zmove); // J =55 &
gl Cal I List(1);
gl ut SwapBuffers();

}

/...

voi d action(void)
i f(skey[ GLUT_KEY_UP])

Znmove+=(fl oat)cos(- Xrotate*Pl _OVER 180)*0.6; // ic,w & pSxisd 0.6 & oas
iS4
Xmove+=(fl oat) si n(- Xrot at e* Pl _OVER 180) * 0. 6;

}
i f(skey[ GLUT_KEY_DOW] )
{

Znove- =(fl oat) cos(- Xrot ate*Pl _OVER 180) *0. 6;
Xmove- =(fl oat) si n(- Xrot at e*Pl _OVER 180) * 0. 6;

}

i f(skey[ GLUT_KEY_LEFT])
Xrotate--;

i f(skey[ GLUT_KEY_RI GHT])
Xr ot at e++;

Di splay();;

}
...

oaiall Aad (g i aly Jania ol Liild Jaa3 ol 1Y) (815 0 55 1S g () A8 pall Ay jay el 5 grali sl Jacd
lo sS4 Al Lala 0 aded O Ly 5, dau) 5 e ) T Y Jsadd) e il dad Jie 53 s5Ymove
L‘dig;i ,ﬁ\ﬁ\}dﬂudﬂﬁ&a\)&dﬂu@d\éﬁwhﬁ 13) \'JLA,&\ASJY\Z\_PUQA';g\S&)Lm

Ao ds Adlae 5 e Jlaninly 138 5 (iS5 ja 5 adi )5 e 4S jall (Ll

/...
voi d action(void)

i f(skey[ GLUT_KEY_UP])

Znove+=(fl oat) cos(- Xrotate*Pl OVER 180)*0. 6;
Xnmove+=(fl oat)si n(-Xrotate*Pl OVER 180)*0. 6;
YAngel +=10;

Ynove=(fl oat)si n( YAngel * PI_OVER 180)/5;




i f(skey[ GLUT_KEY_DOW )
{

Znove- =(fl oat) cos(- Xrotate*Pl _OVER 180)*0. 6;
Xnmove- =(fl oat) si n(-Xrotate*Pl _OVER 180)*0. 6;
YAngel +=10;

Ymove=(fl oat) si n( YAngel * PI_OVER 180)/5;

e 21 0 Ldle avanal JaSi 138 dmy | (gaS p (add A8 pa LS 5 Al s ST 5 33 AS al) caaual oY)
IS Wagha | (X, 2) = (50, 100) &kl ) (X, ) = (-50, -100)akiill (e 23 () j2a padains G )i Liaza g 0
w)ﬂ\‘_fﬂcj)mcﬂhdSﬁdjﬁ\cﬁéjcuxy,J\Aﬂ\chuspoju&}uzﬁsau\u;ﬂm‘odjh@aﬂMf

rliail) ey e T 3 oS Sl N B

/...
voi d Set upWor | dLi st ()

gl NewLi st (1, GL_COWPI LE);
gl Bi ndText ure(G._TEXTURE 2D, texture[0]); // 121 slws| Li%

It 1o

gl Begi n( GL_QUADS,) ;
gl Nor mal 3f ( 0.0f, 0.0f, -1.0f);
gl TexCoor d2f (0. Of , 0.0f); gl Vertex3f(-50.0f, 0.0f, 100.0f);
gl TexCoor d2f (50. Of, 0.0f); gl Vertex3f( 50.0f, 0.0f, 100.0f);
gl TexCoor d2f (50. 0f, 2.5f); gl Vertex3f( 50.0f, 5.0f, 100.0f);
gl TexCoor d2f (0. Of, 2.5f); gl Vertex3f(-50.0f, 5.0f, 100.0f);

gl End() ;

[ ol 1 1 ad

gl Begi n( GL_QUADS) ;
gl Normal 3f ( 0. 0f, 0.0f, 1.0f);
gl TexCoor d2f (0. Of, 0.0f); gl Vertex3f(-50.0f, 0.0f, -100.0f);
gl TexCoor d2f (50. Of , 0.0f); gl Vertex3f( 50.0f, 0.0f, -100.0f);
gl TexCoor d2f (50. Of, 2.5f); gl Vertex3f( 50.0f, 5.0f, -100.0f);
gl TexCoor d2f (0. Of , 2.5f); gl Vertex3f(-50.0f, 5.0f, -100.0f);

gl End() ;

//)_u.\_QI oyt ad

gl Begi n( GL_QUADS) ;
gl Nor mal 3f ( - 1. 0f,
gl TexCoor d2f (0. Of ,

, 0.0f);
)

gl TexCoor d2f (100. 0Of, 0.0
5
)

gl Vert ex3f (-50.0f, 0.0f, 100.0f);
); gl Vertex3f(-50.0f, 0.0f, -100.0f);
); gl Vertex3f(-50.0f, 5.0f, -100.0f);
; gl Vertex3f (-50.0f, 5.0f, 100.0f);

0. of
0. 0f);
. Of
gl TexCoor d2f (100. Of , 2. 5f
gl TexCoor d2f (0. Of, 2. 5f
gl End() ;
[N 1 atd
gl Begi n( GL_QUADS,) ;
gl Normal 3f ( 1. 0f, 0.0f, 0.0f);
gl TexCoor d2f (0. Of , 0.0f); gl Vertex3f(50.0f, 0.0f, 100.0f);
gl TexCoor d2f (100. Of, 0.0f); gl Vertex3f(50.0f, 0.0f, -100.0f);
gl TexCoor d2f (100. Of, 2.5f); gl Vertex3f(50.0f, 5.0f, -100.0f);
gl TexCoor d2f (0. 0Of, 2.5f); gl Vertex3f(50.0f, 5.0f, 100.0f);
gl End() ;
[ ass,y
gl Bi ndText ure( G._TEXTURE 2D, texture[1]);
gl Begi n( GL_QUADS) ;
gl Normal 3f ( 0. 0f, 1.0f, 0.0f);
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-50.0f, 0.0f, -100.0f);

10



gl TexCoor d2f (100. Of, 0.0f); gl Vertex3f( 50.0f, 0.0f, -100.0f);
gl TexCoor d2f (100. Of, 100.0f); gl Vertex3f( 50.0f, 0.0f, 100.0f);
gl TexCoor d2f (0. Of, 100.0f); gl Vertex3f(-50.0f, 0.0f, 100.0f);

gl End() ;
gl EndLi st ();
}
...

Aagill 5 5 yuie ClLflaa) 49 aa 6V 5 Culi 4 138 5 DisplayList ) Jlesiuly Slaall lie ) Lok

‘

'.I_Ii

:Display 4l o a5 4S sl £ Ll slaadl dgas jelam Y éz\.kzwglai)&q:\@.'\oy\}

/...
voi d Di spl ay(void)
{
gl d ear(G_COLOR BUFFER BI T | G._DEPTH BUFFER BIT);
gl Loadl dentity();
gl Rotatef (Xrotate, 0, 1, 0);
i f(Xnove < -48) Xnove = -48;
i f(Xmove > 48) Xnove = 48;
i f(Zmove < -98) Znove = -98;
i f(Zmove > 98) Znove = 98;
gl Transl at ef ( Xnove, Ynove, Znove);
gl Cal I List(1);
/1.

11



slSly 55u8e 200 okl Caal 5,8 35 e 3obe Aol (B S agdall elew Cauaia GV
sLaSIS a3 80 L) (85 Ll Leililan) o o Jay 8 S0 o LY gluLh AsSall (e OIS Jasiin g, elasil
5 dpald Jortivin o) & LT 5 4880 L) i) e Jpanll dpaly ) ialee ) zlisg 4l 3 a5

Init() Al ) 2 S s Zalaly LSsla 550 calilas)

/...

GLUguadricObj *quadratic; // &, sJl 4o pwbdw sddl 5Ll
...

bool init(void)

{

/...

gl TexGeni (GL_S, GL_TEXTURE_GEN MODE, G._SPHERE MAP); // &lowlas! adgs
LT oy sogaxdl Hedl oo g @l Hedl (Jeb Sl dolse LuS!

gl TexGeni (GL_T, G__TEXTURE_GEN MODE, GL_SPHERE MAP); // &olow!as! ades
LT Ly S8 et g g 5 sl ded Sl dolss LuS)

quadratic = gluNewQuadric(); // 3,5 <« puybiw sidl a5l sag

gl uQuadri cTexture(quadratic, G_TRUE); // 5,sJJ dawsidly s lwsSYl Jusxis

Set upWor | dLi st () ;

return TRUE;

}
/1.
:SetupWorldList Al (s giwe Ao bl an i 0¥ 2
...
voi d Set upWor | dLi st ()
{
gl NewLi st (1, GL_COWPI LE);

Il ..

I s Law 31 pwy s

gl Bi ndText ure( GL_TEXTURE 2D, texture[2]); // :lowll «lus| ,Li#

gl Enabl e(GL_TEXTURE_CEN S); // et e slusSYl olaSiasy Y1 aodeidl s
Y |

gl Enabl e(GL_TEXTURE_GEN T); // el e slwsSY!l oliSiasY JY1 wdeidl Juxss
é.)g..o_x_ll

gl uSpher e(quadrati c, 200. 0f , 32,32); //200 ;h3 Gais 5,50 puwys

gl Di sabl e(GL_TEXTURE_CGEN S); // et e sLlusSY! olaSlasy Y1 aodeidl Johxs
Y

gl Di sabl e(GL_TEXTURE_GEN T); // o1 Je cluwsSyl olaiSiasy 431 il Juhes
Esjﬁ_xx_x_ﬂ

gl EndLi st ();

}
...
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/...
voi d Set upWorl dLi st ()

gl NewLi st (1, G._COWPI LE);
/...
gl uSpher e(quadrati c, 200. 0f , 32, 32);
gl PushMatri x(); // issiall (32
gl Transl atef (5, 10, -10); // 151 shu¥l gis0 i
gl Rotatef (90,1,0,0); // Loisl avn,3 La¥ 250 ghud|
gl uCyli nder (quadratic, 0. 8f, 1. 0f , 10. Of , 32, 32) ;
gl PopMat ri xX(); // issinll &slaiwl
gl PushMatri x();// iéqanil ;o34
gl Transl atef (-5, 10, -10);
gl Rot at ef (90, 1, 0, 0) ;
gl uCyli nder (quadratic, 0. 8f, 1. 0f , 10. Of , 32, 32) ;
gl PopMat ri X();// idsanll 355 Laiiuwl
gl Di sabl e(GL_TEXTURE_CEN _S) ;
gl Di sabl e(GL_TEXTURE_CEN T);

gl EndLi st ();

Yoo

\ﬁ_l_}
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Crnd Ll 5 adaill Gl cillan o o g adad ) gt ) zliaie Jsa) O 3 aladl ol pas e oSl Legla
£ 13Ka dadad JSI 46 gal) LLSY) Chliilaa)

":yhx

L
B

L nine

 aladl Jads CLilan) Jaad 48 ghiae oL 58 40 a i e J

...

float points[ 45 ][ 45 ]J[3]; // clsoywe sud s bLEI olidlasl Jod g1 dbgaall
e oot gl gyl e dxhs 44 5 Jghll Je dskd 44 41 adadl anwdi Lied a3 o4, el
ialhd 44 * 44

int wiggle = 0; Il pd=dl 258 deyw 4wl oy daf yiio

...

Ll i Y b ¥ 5 X Usaall Gle cillaadl dpmilly 50 JS 3 4ilila) Lk Lok § alall & el CaS
JC e e douall Alilaall o Loy Sows Ailae coun sl ed 7 Jsnall Lo 4 il (eal) cililas)
nit() WAl (s sivse o Al ay alal) s Ligi lide V5l (ST 5 alall dn gaia 48 ja Lianiod ) gl

/...
bool init(void)
{
/...
Set upWor | dLi st () ;
for (int x = 0; x < 45; x++) {
for(int y =0; y < 45; y++) {
poi nts[x][y][0] =fl oat ((x/5.0f)-4.5f);
poi nts[x][y][1] =float ((y/5.0f)-4.5f);
poi nts[x][y]l[2]=float(sin(((x * 8.0f)/360.0f)*6.0f));
}
}
return TRUE;
}
/1.

w;dsfds‘;)gjh@d\agﬁ\hjdiw),z)‘ds‘é_i\&«d\agﬂ\hjw)gjjeu\eu)ﬂjﬂ\
:Display() 4l 83 il Wil sDisplayList I alaaiuly
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/...
voi d Di spl ay(voi d)

/...

gl Bi ndText ur e( GL_TEXTURE_2D, texture[4]);

gl Transl atef (0, 5, -10);

gl Begi n( GL_QUADS,) ;

int x, vy;

float float _x, float_ y, float_xb, float _yb, tnp;

for (x = 0; x < 44; x++) {

for (y = 0; y < 44; y++) {

float x float (x)/44. 0f;
float y float(y)/44.0f;
float xb fl oat (x+1)/44. Of ;
float_yb float (y+1)/44. 0f;

gl TexCoor d2f (fl oat _x, float_y);
gl Vertex3f (points[x][y][0], points[x][yl[1],

points[x][y][2]);

gl TexCoor d2f (fl oat _x, fl oat_yb);
gl Vertex3f (points[x][y+1][0], points[x][y+1][1],
poi nts[x] [y+1][2]);

gl TexCoor d2f (fl oat _xb, float_yb);
gl Vert ex3f (poi nts[ x+1] [y+1][0], points[x+1][y+1][1],
poi nts[x+1] [y+1][2]);

gl TexCoor d2f (fl oat _xb, float y);
gl Vertex3f (poi nts[x+1] [y][0], points[x+1][y][1],

poi nts[x+1][y][2]);
}

}
gl End();
if (wiggle == 2) {
for (y = 0; y < 45, y++) {
tnp = points[O0][y][2];
for (x = 0; x < 44; x++) points[x][yl[2] = points[x+1][y]l[2];
poi nts[44][y][2] = tnp;

}
wiggle = 0;
}
wi ggl e++;
gl ut SwapBuffers();
}
/1.

52580 A saaall anliall o Lai agall jaiale LUK e quigg? Al send Gl 2l e sled o)
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/...
float LightAmbient[]= { 1.0f, 1.0f, 1.0f, 1.0f };
float LightDi ffuse[]={ 1.0f, 1.0f, 1.0f, 1.0f };
float LightPosition[]= { 0.0f, 10.0f, 10.0f, 0.0f };
/...
bool init(void)
{
/...
gl Lightfv(G._LIGHT1, GL_AMBI ENT, Li ght Anbient);
gl Lightfv(G. _LIGHT1, G._DI FFUSE, LightDiffuse);
gl Lightfv(G._LI GAT1, GL_POSI Tl ON, Li ght Posi ti on);
gl Enabl e( GL_LI GHTI NG ;
gl Enabl e(G._LI GHT1) ;
...
return TRUE;
}
/1.
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/...
bool init(void)
{
/...
float fog_colour[] = {0.6,0.6,0.6,0}; //soley, Lin o oluall (ol
gl Fogf (GL_FOG START, 0); //olweall iylay
gl Fogf (G._FOG_END, 50); // iy
gl Fogf v(GL_FOG COLOR, fog colour); // oloall ol sus
gl Fogi (G._FOG_MODE, G _EXP); // 1is g Jolxide LaSls ,pig ¥ ,olaall gas
g s
gl Fogf (G._FOG DENSI TY, 0. 01f); //olL.all islis
gl Enabl e(GL_FOG); //oliall Jxis
/...
return TRUE;
}
/1.
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