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Obs AmLll ugyall 13 Wl ESC Uil e Laaall xie (3l 42 8 OpenGL 33U (o a2 4SS
:main.cpp alal) e auss Qi o le g8 s 2SI SH Y S

#i ncl ude
#i ncl ude
#i ncl ude
#i ncl ude
#i ncl ude
#i ncl ude

{

}

}

gl O ear (GL_COLOR BUFFER BI T |
gl Loadl dentity();
gl ut SwapBuffers();

<stdlib. h>
<wi ndows. h>
<G\ glut.h>
<stdi o. h>
<mat h. h>
<stdi o. h>

voi d Reshape(int w, int h)

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

gl Mat ri xMode( GL_PRQIECTI ON) ;
gl Loadl dentity();

gl uPer spective(45.0,
gl Mat ri xMode( GL_MODELVI EW ;
gl Loadl dentity();

voi d Di splay(void)

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

if(key == 27 ) exit(0);

(float)w (float)h,

GL_DEPTH_BUFFER BI T) ;

1.0, 100.0);
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voi d action(void)

{
Di splay();;
}
bool init(void)
{

gl Cl ear Col or (0. 0f, 0.0f, 0.0f, 0.5f);

gl C ear Dept h( 1. 0f);

gl Enabl e(GL_DEPTH TEST); // > ldas — ol xo ol— Gexdl & pwydl Jxis
Saaeadl plwa¥ oyl alwaY1 his

return TRUE;
}

void main(int argc, char **argv)

{
glutinit(&rgc, argv);
glutlinitD splayMde( GLUT_RGBA | GLUT_DOUBLE | G.UT_DEPTH);
gl utlni t WndowSi ze(500, 500);
gl utlni t WndowPosition (0,0);
gl ut Cr eat eW ndow( " Text ure");
init();
gl ut Di spl ayFunc(Di spl ay) ;
gl ut ReshapeFunc( Reshape);
gl ut Keyboar dFunc( Key) ;
gl utldl eFunc(action);
gl ut Ful | Screen();
gl ut Mai nLoop() ;

voi d Di splay(void)
{
gl d ear(G_CO.OR BUFFER BI T | G._DEPTH BUFFER BIT);
gl Loadl dentity();
gl Transl atef (0.0f, 0. 0f ,-5.0f); // (0,0,-5) 4! plell 3S,0 xzo30
gl Begi n(GL_QUADS) ; // 20,0 blis zoyl JS o puwyiw
gl Vertex3f (-1.0f, -1.0f, 1.0f); //(-1,-1,1) dhsill
gl Vertex3f( 1.0f, -1.0f, 1.0f); //(1,-1,1) insill
gl Vertex3f( 1.0f, 1.0f, 1.0f); //(1,1,1) dhsill
gl Vertex3f (-1.0f, 1.0f, 1.0f); //(-1,1,1) insil
gl End() ;
gl ut SwapBuffers();
}

Vol o st QA A0l 5 ) geay g yall Gl oLuS) V1 2y 5 ASLED Ja g 5aS anl ao je e deanl el 2
Jraay o 58l [0adBMP() leens 3aaa Al (S5 glaux.h Ai€all Jleaiad ) glsiv ) pall el
D ddgiiaa )3 pall




#i ncl ude <stdlib. h>

#i ncl ude <wi ndows. h>

#include <gl\glaux.h> // L5501 ol Jlgo L L5

#i ncl ude <G.\glut.h>

#i ncl ude <stdio. h>

#i ncl ude <mat h. h>

#i ncl ude <stdio. h>

#pragma comment (lib, "GLAUX. LIB") // glaux.lib L0580l goloudl by

unsi gned i nt texture[2]; // o sLusSY! Gyxo e sodxdw (oguaie (o ddgaas oda
GO lwSl s Lladly psiiw Lia

AUX_RGBI mageRec *LoadBMP(char *Filenane) // . 5,500l oLl 1 it 530 514l
5 ) guall )LMJ\L,O')LQLHbLLw
{
FILE *Fi | e=NULL;
if (IFilename) // i Ls & 55500l pul ol G aSLis
return NULL;
Fil e=fopen(Filenanme, "r"); // il JoL3s a5l asbind Glll xiss
I1f (File) /700 x5 Lixhiw! 13
fclose(File); //. )il slas
return auxDl Bl mageLoad(Fi |l enane); // iii.01 oip diuedbll 5yemll Jof
S VU A U Wk S S WU S S B Y WU S
}
return NULL,

235 AUX_RGBImageRec g sill (e 4S5 ) 3 sall Jaai Al quxDIBImageload 4lall Liexiiiu)

typedef struct _AUX RGBI mageRec {

GLint sizeX, sizeY; /] 5,401l @pye 5 Job

unsi gned char *data; // 5,00l oLl coid a0l g anll
} AUX_RGBI mageRec;

glaux.h ol I CGilall 848 jaa g8 A8 il el oy ) Laiha
2l elly Jeii LoadTexture Wpassin 3 Al 35 seall @lli (e e L) it 3 ) gaall Glly o Ulias o ey
)5 unsigned int & 55 (e aial jlige SN g Calall Ll 48 ja dluli e B le I, ia b Alal) o

/...
int LoadTextures(char *filenanme, unsigned int *texture)
{
int Status=FALSE; // jis o1 x4 Lol , 4000 Leyaeiw s Lanill Jas i
AUX_RGBl mageRec *Texturel mage[1]; // 5, cnll olslay Josiw sJl Sl
nenset ( Text ur el nage, 0, si zeof (void *)*1); // Jusxow sidl jisiald 5,515 x4
byl Ol
i f (Texturel mage[ 0] =LoadBMP(filenanme)) // iJiadl Jlosiwls §)enll Jaf
iy la)l

{




Status=TRUE; // 5,40l Juoaf Uixhiwl 4is dhiill oda ] Lidos I3
D d ol S JUIL o g lxdo
gl GenTextures(1l, texture); // «lusyl «LlisY aumo 4>l Gyea = Lis)
gl Bi ndText ure( GL_TEXTURE_2D, *texture); // J.z cildl sl layys
Pis e p85w deolidl obdexdl ol sxo 1de 5 =¥ L5005 slaSLy s LuSY ! dy=o
s LwSY |
gl Texl mage2D( // < Lus| a5 01 idl o)l
GL_TEXTURE 2D, // >L= Y1 _5Li5 s Llus|
0, //0 3o5le LeSio 3 byealdl @ Jooliidl selus
3, //olssse 3 sl Gyl 5 yasl el Lioad ;oL olisSe sae
Text ur el mage[ 0] - >si zeX, // s, cnll e
Text ur el mage[ 0] - >si zeY, // s,)onll ¢Las,|
0, //0 LgSiSw 5 3ypall didl> axs
G__R(B, //d‘)‘)-\ J\_.A_>'\ J\fi Db ygall OlSeS
GL_UNSI GNED_BYTE, // oLy e 5ylae byeall JS5 a0l oLlseSL
Texturel mage[ 0] ->data); // & ,o0ll ol
I e lwsyl o) joy by saxiw oY
gl TexPar anet eri (GL_TEXTURE 2D,
GL_TEXTURE_MAG FI LTER, // 131 5 sallele Ui Gaalis poiiw
Sy sald ) il axdl o ST o dslus e ambg
GL_LINEAR); // cLusYl (eSaw goidl Tin Jlasiwlyy , o ill o5
gl Jasdwld Lo Leod Joid dylee oLS 13 ST 5 Ldle i34, 5 Lo
GL_NEAREST 425 ;531
gl TexPar anet eri (GL_TEXTURE 2D,
GL_TEXTURE_M N FILTER, // 131 5 cnllode s Guhis pgiiw
3yeal ) il axdl G yrol dslue e ooy
G__LI NEAR) ;
}
if (Texturel mage[0])
{77 <UST s,81i01 @ 33exdl GSLeY ! JS Hymiw Liold s LlasSYl Jaed & Lixd 15
s LaSY I Juof
i f (Texturel mage[ 0] - >dat a)
free(Texturel mage[ 0] - >dat a) ;
free(Texturel mage[ 0] ) ;

}

return Status;

s AN Gl e L aleds 5 cLuSY) Lad Jaad s jnit() WAl ) g o oY) Lle

bool init(void)
{
if (!LoadTextures("wall.bmp", &exture[0])) // oY1 sy0nll (o slusS| Jaf
return FALSE;
if (!LoadTextures("star.bnmp", &exture[1l])) // 5,50 4o 45T =lwsS| Jof
s>
return FALSE;
gl Enabl e(GL_TEXTURE 2D); // o>lLeo¥1 5L «lwsSYy! Jeis
gl Cl ear Col or (0. 0f, 0.0f, 0.0f, 0.5f);
gl Cl ear Dept h( 1. 0f);
gl Enabl e( G._DEPTH_TEST) ;
return TRUE;
}




Legh LS 8 Laaliansiind oyl () saall e Jeluais i€ )

Laa ye andinl ol bmp JSG o laghaial 3 Legiial 5 Lagaiuy o8

prall Glihal e Leildy L (5,t) slaSY) Glilaa) e dflaa) JS day) mg Gome ps o cluSY) (i sl
glTexCoord2f(s,t); glVertex3f(x,y,z) ; : Jezivs &y J=dl 5 (s,y,2)

: Display Al (5 siwe (Ao | Hlaall 3 ) geay Wl sliaw y (2| o jall guSin 1)

voi d Display(void)
{

gl A ear (G_COLOR BUFFER BI T | GL_DEPTH BUFFER BI T);

gl Loadl dentity();

gl Transl atef (0. Of, 0. Of , - 5. Of ) ;

gl Bi ndText ure( GL_TEXTURE 2D, texture[0]); // <ousiuwin sildl «lusSYl suf
texture[ 0] josll @ de>gll a5 VI

gl Begi n( GL_QUADS) ;

gl TexCoor d2f (0. Of, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
gl TexCoor d2f (1. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);

gl End() ;
gl ut SwapBuf fers();

1aad) 5 5 gy sui gl ey il 5 s 13




e jaual) G ghan L1 2 gad 3 ol LS W53 5 LS i a3 sLuSY) A ghina liss Lald oLuSY) Al La i 13)

:;L»S}(\)Jmu
voi d Di spl ay(voi d)

gl A ear (G._COLOR BUFFER BI T | G._DEPTH BUFFER BI T);

gl Matri xMode( GL_TEXTURE) ; // s LusSY | dbg8m0 L3

gl Loadldentity(); //5,» Js & 4500yl Leidls Ul Lgas

gl Rotatef (45,0,0,1); //z,o21 _Je 45 dugl iy Laygas

gl Matri xMode( GL_MODELVI EW ; // pudl dboino 1] 5o

gl Loadl dentity();

gl Transl at ef (0. Of , 0. Of , - 5. Of ) ;

gl Bi ndText ure( G._TEXTURE 2D, texture[O0]);

gl Begi n( GL_QUADS) ;
gl TexCoor d2f (0. Of, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoord2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);

gl End() ;
gl ut SwapBuf fers();

Aagil) o3 Unlany i) 13 aay el ol 2

13), a3y pums 5 guiSa (s OAY] 5 laadl 8 e dgasl e dnsl 3 S Cun Al Jsa ) s LS (i OY)
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/...
fl oat Xrot;| //x Js> olysddl dugl)
fl oat yrot; //yde> ol ygadl o415
fl oat zrot; //zJs> ol yaadl A4l
unsi gned i nt texture[2];
...
voi d Di splay(void)
{
gl dear(G_CO.OR BUFFER BI T | G._DEPTH BUFFER BIT);
gl Loadl dentity();
gl Transl at ef (0. Of, 0. Of , - 5. Of ) ;
gl Rotat ef (xrot, 1. 0f , 0. 0f, 0.0f); //X 1 i il xSl ogus
gl Rotatef (yrot,0.0f,1.0f,0.0f); //y 1 Liusilly o=l y a5
gl Rotatef (zrot,0.0f,0.0f,1.0f); //z 1 i usll cxSUl y a5
gl Bi ndText ure( GL_TEXTURE 2D, texture[0]); // J.¥ 1 «lusyl L.5s]
gl Begi n(GL_QUADS) ; // 11 ax>gl &0 puw
Il ol >
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
gl TexCoord2f (1. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoord2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);
(Y P
gl TexCoor d2f (1. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, -1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, -1.0f);
gl TexCoord2f (0. 0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, -1.0f);
gl TexCoord2f (0. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, -1.0f);
I deNT s
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, -1.0f);
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, -1.0f);
gl End() ;
gl Bi ndText ure( G._TEXTURE 2D, texture[1]); // _SLidl sLasyl Los
gl Begi N(GL_QUADS) ; // 11 ax>gl &0l puw
Il JawY 1 s
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f(-1.0f, -1.0f, -1.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f( 1.0f, -1.0f, -1.0f);
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
gl TexCoord2f (1. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
I 5N a0l
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, -1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, -1.0f);
gl TexCoord2f (0.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
/1l )m_!\!l 4>q4 ]|
gl TexCoord2f (0. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, -1.0f);
gl TexCoord2f (1. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, -1.0f);
gl End() ;
xrot +=0.3f; // 1 a1 a1y 5ol
yrot +=0. 2f; // o1 yoa 1 A1y 5ol
zrot +=0. 4f; // o1 yeadl Aty 5ol
gl ut SwapBuffers();
}




il g o2 5 s xSl e Jians il aay
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ERRAY
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el 8 QL el Y a1 eyl il sl ) zlisg 5 e IS iy Ll g ) 0 e
JS 235 Ambient o5l s Diffuse o5l a8 sall 1eladl CO 3Lyl jaas aaai Ayl 8 aaly g g
AtIPTC S ISEN VN S A PYR JUPE L PR

/...

unsi gned int texture[2];

float LightAnmbient[]= { 1.0f, 1.0f, 1.0f, 1.0f }; //Anbient esii ;o
float LightD ffuse[]={ 1.0f, 1.0f, 1.0f, 1.0f }; //Diffuse ;.<il ;o
float LightPosition[]={ 0.0f, 0.0f, 2.0f, 1.0f }; //s:LoY! sico
/...

Init() A s siun o aladi g aailiad daal g selia) jaas Caual

/...
bool init(void)

...
I sud 51y Jos g e LslasT s ol yaddlly 1 opby sgall jaae @ilas sud
soald ) SaS o Hod o aBall
gl Lightfv(G _LIGHT1, GL_AMBI ENT, LightAnbient);
gl Lightfv(G._LIGHT1, G._DI FFUSE, LightDiffuse);
gl Lightfv(G._LIGHT1, G._POCSI Tl ON, Li ght Posi ti on);
gl Enabl e(G__LI GHTI NG ; // s« Loy ! Jeis
gl Enabl e(G__LIGHT1); //1 a3, ssLloYl Huae Jeis
return TRUE;
}
/...

DR A 27485 el sl o8 (ol L sl L) Jlaainls buda sa conSall &1 el ik oY)
aaiy ol () aass Al WY g Al ol i85l g sebial) il ade (5 8 ,U CanSall o 5yl —danil) oS 4
ol bl L) 4yl Akl Ldaes )5 gINOrmal3f(x, y, z) ; Al Qe | caaSall 4a sl e 4y S

:Display() alall J )Lw‘ﬁ\ ar) (aual ,CL.JS gs‘“l"“y\ da gl dasi

/...
voi d Di spl ay(voi d)

gl A ear (G._COLOR BUFFER BI T | G._DEPTH BUFFER BI T);
gl Loadl dentity();
gl Transl at ef (0. Of , 0. Of , - 5. Of ) ;
gl Rot at ef (xrot, 1. 0f , 0. Of , 0. Of ) ;
gl Rot at ef (yrot, 0. Of, 1. Of , 0. Of ) ;
gl Rot at ef (zrot, 0. Of, 0. Of , 1. Of);
gl Bi ndText ure( G._TEXTURE 2D, texture[O0]);
gl Begi n( GL_QUADS) ;
gl Normal 3f ( 0.0f, 0.0f, 1.0f);

gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, 1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 1.0f);
gl TexCoord2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 1.0f);

gl Normal 3f ( 0. 0f, 0.0f,-1.0f);

gl TexCoord2f (1.0f, 0.0f); gl Vertex3f(-1.0f, -1.0f, -1.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, -1.0f);
gl TexCoord2f (0. 0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, -1.0f);
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f( 1.0f, -1.0f, -1.0f);
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gl Nor mal 3f (0. Of ,

gl TexCoor d2f (0. Of ,

gl TexCoor d2f (0. Of ,

gl TexCoor d2f (1. Of,

gl TexCoor d2f (1. Of,
gl End() ;

gl Begi n( GL_QUADS) ;

gl TexCoor d2f (1. Of,
gl TexCoor d2f (0. Of ,
gl TexCoor d2f (0. Of ,
gl TexCoor d2f (1. Of,
gl Nor mal 3f (1. 0Of,
gl TexCoor d2f (1. Of,
gl TexCoor d2f (1. Of ,
gl TexCoor d2f (0. Of ,
gl TexCoor d2f (0. Of ,
gl Nor mal 3f (- 1. Of,
gl TexCoor d2f (0. Of ,
gl TexCoor d2f ( 1. Of ,
gl TexCoor d2f ( 1. Of ,
gl TexCoor d2f (0. Of ,

gl End() ;

xrot +=0. 3f;

yr ot +=0. 2f ;

zr ot +=0. 4f ;

gl ut SwapBuffers();

1.0f, O.

1.0f);
0. 0f);
0. 0f);
1.0f);

/1 gl Bi ndText ur e( GL_TEXTURE_2D,

gl Nor mal 3f ( 0. 0f,-1.0f, O.

1.0f);
1.0f);
0. 0f);
0. 0f);

0.0f, O.

0. 0f);
1.0f);
1.0f);
0. 0f);

0.0f, O.

0. 0f);
0. 0f);
1.0f);
1.0f);

0f);

gl Vertex3f (- 1.
gl Vertex3f (- 1.
gl Vertex3f ( 1.
gl Vertex3f ( 1.

of, 1.
of, 1.
of, 1.
of, 1.

texture[1]); // oL

0f);

gl Vertex3f (- 1.
gl Vertex3f ( 1.
gl Vertex3f ( 1.
gl Vertex3f (- 1.

0f);

gl Vertex3f ( 1.
gl Vertex3f ( 1.
gl Vertex3f ( 1.
gl Vertex3f ( 1.

0f);

gl Vertex3f (- 1.
gl Vertex3f (- 1.
gl Vertex3f (- 1.
gl Vertex3f (- 1.

of, -1.
of, -1.
of, -1
of, -1.
of, -1.
of, 1.
of, 1.
of, -1.
of, -1.
of, -1.
of, 1.
of, 1.

of, -1.0f);
of, 1.0f);
of, 1.0f);
of, -1.0f);
sLusSY ! Jahes
of, -1.0f);
of, -1.0f);
.0f, 1.0f);
of, 1.0f);
of, -1.0f);
of, -1.0f);
of, 1.0f);
of, 1.0f);
of, -1.0f);
of, 1.0f);
of, 1.0f);
of, -1.0f);
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Jslad) A8las bl saie 3 aedall e ol N1 2 e 58l 6 jin sl (ailiadd Gy jull LY 028 e
calid sl Jaa 13)

sl g lean i A Byaadl Aladll (5l ae AGLEN o A us pal) Al (5 oz Jad Lild o Sall Jlantin) xie
O] e A4 e 3l il el (8 lilad ol

rdalse )l Ll ¢ sSam (pihai mad  yi Ledie

(srcR, srcG, srcB, srcA) (Lo i Al Adadill) jaaall ol

(SFR, sFG, sFB, sFA) dadl Jale

(destR, destG, destB, destA) P(ASLA e A g yell ddadill)aga dll o)
(dFR, dFG, dFB, dFA) g ol Jale

(SIS el e 3B G 6l G oS 1)
dgasll dale *dgasll O + Laadl dale * jaadll ¢4l
S s
(destA*dFA+ srcR*sFR + destR*dFR, srcG*sFG + destG*dFG, srcB*sFB + destB*dFB, srcA*sFA)
3obe & Sheasl dale ¥ 5 Haadl Jale Capea Y Wi dga ol ) 5 saaall o) G yes Ll cadaa a8 i 1)

P TRt PRy
Gl constants parameter value
GL_ZERO src & dest (0,0,0,0)
GL_ONE src & dest (1,1,1,1)
GL_DST_COLOR src (destR, destG, destB, destA)
GL_ONE_MINUS_DST_COLOR src (destR, 1-destG, 1-destB, 1-destA-1)
GL_SRC_COLOR dest (srcR, srcG, srcB, srcA)
GL_ONE_MINUS_SRC_COLOR dest (srcR, 1-srcG, 1-srcB, 1-srcA-1)
GL_SRC_ALPHA src & dest (srcA, srcA, srcA, srcA)
GL_ONE_MINUS_SRC_ALPHA src & dest (srcA, 1-srcA, 1-srcA, 1-srcA-1)
GL_DST_ALPHA src & dest GL_DST_ALPHA src & dest
GL_ONE_MINUS_DST_ALPHA src & dest (destA, 1-destA, 1-destA, 1-destA-1)
GL_SRC_ALPHA_SATURATE src (... ,min(srcA, 1-destA), idem)

o)) e iy Init() A 258 ) 3 pns )

/...
bool init(void)
{
/...
gl Bl endFunc(GL_SRC ALPHA, GL_ONE); // ig>sll o Haall zoo Joles aouf
gl Enabl e(GL_BLEND); // ¢! s 41 zos Jasis
gl Di sabl e(GL_DEPTH TEST); // oIV z05 (oS s> gexdl o 4SLIIL s« Ladl w2
L
return TRUE;
}
/...
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heliay) I zlisg b s ged 5 sLuSY) (alie Gl Aigl A gl oL3l o s ol 13d pal Buki€y
) 2580 4 )y main.cpp e ) Caal & and (gl den 5 nan g e 231 5 el 2 gl Ble o)
s 1 laialy )Y zed Jariy 8 5 L€YY Jread o &g uall J)sall ol @l 2xy g A2 8 3380 iy

2 VKR gt SRS RSP PN

#i ncl ude <stdlib. h>

#i ncl ude <wi ndows. h>

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

#i nclude <G\ glut. h>

#i ncl ude <stdi o. h>

#i ncl ude <mat h. h>

#i ncl ude <stdi o. h>

#pragma coment (i b, "GLAUX LIB")

unsi gned i nt texture[1]; // 51y clwsl 4l zLlixiw

AUX_RGBI nageRec *LoadBMP(char *Fil enane)
{

FILE *Fi | e=NULL;

if (!Filenane)

return NULL;

Fi | e=f open(Fil enane, "r");

if (File)

{

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

}
return NULL;
}

int Load@.Textures(char *filenane, unsigned int *texture)
{

int Status=FALSE;

AUX_ RGBI mageRec *Text ur el mage[ 1] ;

menset ( Text ur el mage, 0, si zeof (void *)*1);

13



{
}

bool

{

i f (Texturel mage[ 0] =LoadBMP(fi |
{

St at us=TRUE;

gl GenTextures(1,

gl Bi ndText ure( G._TEXTURE _

enane) )

texture);

2D, texture[0]);

gl TexPar anet eri ( GL_TEXTURE_2D, GL_TEXTURE_MAG FI LTER, GL_LI NEAR) ;
gl TexPar anet eri ( GL_TEXTURE_2D, GL_TEXTURE_M N_FI LTER, GL_LI NEAR) ;

gl Texl mage2D( GL_TEXTURE 2D, 0, 3, Texturel nage[0]->si zeX,
Texturel mage[ 0] - >si zeY, 0, G._RGB, G._UNSI GNED BYTE, Texturel nage[ 0] ->data);

}
if (Texturelnnmage[0])

i f (Texturel mage[ 0] - >dat a)

{

free(Texturel mage[ 0] - >dat a) ;

}

free(Texturel mage[0]);

}

return Status;

}

voi d Reshape(int w, int h)

{
gl Viewport (0, 0, w, h);
gl Mat ri xMode( GL_PRQIECTI ON) ;
gl Loadl dentity();
gl uPer specti ve(45. 0,
gl uLookAt (0,0, 18,0,0,0,0,1,0);
gl Mat ri xMode( GL_MODELVI EW ;
gl Loadl dentity();

}

voi d Di spl ay(voi d)

{
gl A ear (GL_COLOR BUFFER BI T |
gl Bi ndText ure( G._TEXTURE 2D,
gl ut SwapBuffers();

}

voi d Key(unsi gned char key, int x,
if(key == 27) exi t(0);

voi d action(void)

Di splay();;

i ni t (voi d)

if (!LoadGLTextures("star.bnp",

{
return FALSE;

}
gl Enabl e( G._TEXTURE_2D) ;

gl C ear Col or (0. Of, 0.0f, O0.Of,

(float)w (fl oat)h,

1.0, 100.0);

GL_DEPTH BUFFER BI T);
texture[0]);

int y)

& exture[0])) // «Llwsyd daxill

0. 5f);

BJ\MJ_A_;
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gl Bl endFunc( G._SRC _ALPHA, G._ONE)
gl Enabl e( G._BLEND) ;
return TRUE

void main(int argc, char **argv)
{
glutlnit(&argc, argv);
glutlinitD splayMde( GLUT_RGBA | GLUT_DOUBLE | G.UT_DEPTH);
gl utlni t WndowSi ze(500, 500);
gl utlnit WndowPosition (0,0);
gl ut Cr eat eW ndow( " Col ors");
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) ;

gl ut I dl eFunc(action);

gl ut Ful | Screen();

gl ut Mai nLoop() ;

5B ysall (el gudl Bhlidl cls) e oSaiin O V) zed Jlasinly 5 Aiull danill 5 ) om LSO Jaxiiasinn
LS 5 pac daaill 3 ) gy 8 3 Clag pall G0 Ao sana ampin i (03 A gdie sl eliand) ddkaiall (ol
Jesdd dist e IS 57 Hsaall Joa angle Ol sl 5 (xy) AL e a8 ge dand JS1 Aipias agas
plrall 38 5a 5 deaill a8 ga (g Adladll

ralall Ay ) dead S Glaslae Jesdl star S il (i

#i ncl ude <stdlib. h>

#i ncl ude <wi ndows. h>

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

#i ncl ude <G.\glut. h>

#i ncl ude <stdi o. h>

#i ncl ude <mat h. h>

#i ncl ude <stdio. h>

#pragma coment (1ib, "GLAUX LIB")

typedef struct

{
int r, g, by // i e dl and Jad ol e &3S
float dist; // ;s i1 o daxidl po dslawll
float angle; //z ;.21 Jo> daxildl ol yes doel)

} star;

star circle stars[40]; // i.% 40 (o dbgimne Gyriw
/...

i SRS 3HEY) (e 30 sl aal s alise (A Grtend OS anpie | S al) Jsa st daas 40 ULl o))
SPin Lsiall Wanay 4y 5 s J a5 58 (5 AT dans alsall i 8 LgBsh an 53 5 (X,y) @dsall (A (Il dan
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rpsnil) Ol 5 a8l gal At i Jaas njt() ) (s sine Slo

1. ..

fl oat spin;
unsi gned i nt

I L Jo> doxi]
texture[1];

Olosgd 430

/...
bool

{
int
{

e

5y adl

/...

for (i=0;

‘oo poxidl
Jdsb

i nit(void)

i <40; i ++)
circle stars[i].angl e=i :
, iz 360 sslws 9%40 i

circle_stars[i].dist=5.0f;
circle_stars[i].r=rand() %256;
circle_stars[i].g=rand() %256;
circle_stars[i].b=rand() %56;

* 9, 0f;

s

I, s
ol

//Q‘.l_>35 —

I 5 sie
I 50 sie

SRS

JEguy

Oloss 4ogl)

e Jaf ded S

Jog> doxi !
O xS pexil
05
05
RS

}
return TRUE

/...
voi d Di spl ay(void)

gl Cear(G._COLOR BUFFER BI T |
gl Bi ndText ure( G._TEXTURE_2D
int i;
for (i=0;
{

GL_DEPTH BUFFER BI T);
texture[0])

i <40; i ++)

I1o5LS LasS ol ol aeYl

gl Loadl dentity(); 3olel

gl Rotatef(circle stars[i].angle,O. of, 0. 0f , 1. Of); // iexidl jous
3 Lz LI og')_ﬂq_u,\)p)_u Jo>
gl Transl atef (circle_stars[i].dist,0.0f,0.0f); // (o dioxildl aes
uﬁﬁgublugulngy|MMU%uppl
gl Col or4ub(circle_stars[(40-i)-1].r, // cu> LSl eie s LlaSYl (jals
ied JS dolEl ol s Y1 pus
circle_stars[(40-i)-1].g9,
circle_stars[(40-i)-1].b, 255);
gl Begi n(GL_QUADS) ; // iaxill «luSLy oowSs o goyn puys
gl TexCoor d2f (0. Of, 0.0f); gIVértex3f( 1.0f,-1.0f, 0.0f);
gl TexCoor d2f (1. 0f, 0.0f); gl Vertex3f( 1.0f,-1.0f, 0.0f);
gl TexCoor d2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 0.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 0.0f);

gl End() ;
gl Rotatef (spin,0.0f,0.0f,1.0f); // iexsdl Gosd pw,id alxll jous VI
Ol 05w gahilloy pexidl Ldshas ¢ Lelolis sl Laxidl ey o5l Led el gl
dxiio bd>l g LA_S\_O_@\J O Lcasid| L@.b_x_wu'uﬂl 02 J_A_Lxm\_zﬁd_l_xs
gl Col or4ub(circle_stars[(40-i)-1].r, // (ol baudl
Lo Ao lall daxidl
circle_stars[(40-i)-1].9
circle_stars[(40-i)-1].b, 255);

Loaidl ook

Ll
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gl Begi n(G._QUADS) ; // i,slildl dasill awys

gl TexCoor d2f (0. Of, 0.0f); gl Vertex3f(-1.0f,-1.0f, 0.0f);
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f,-1.0f, 0.0f);
gl TexCoor d2f (1. 0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 0.0f);
gl TexCoor d2f (0. Of, 1.0f); gl Vertex3f(-1.0f, 1.0f, 0.0f);
gl End() ;
Sp| n+=0. 01f y [/ Jod Lewald Jgs dexidl Lp Hgaus ey >y 0.01 R 1)
Leoy U‘
circle_stars[i].angle -= 1.0f; // i.x50 Lp Jof sll Lol 30l aiis
e lwdl o)y Lie DL_§:£! 3 JguS L{_}ng 99_.5}' b i o 1 Hlabae olowdl e (e

¥
gl ut SwapBuffers();

Aagiil) o3 geali sl it eliany G n
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Dl O LS Ailall agaill () 50 o) uSe o33 (5 Al dand 60 Adlals 13 5 agiall 35EY) (e 1 je Coaia
Ge Wany ded 2 Sl ) elseay e s S 5all N 4a S 5 Jedai ) ety iy S 5al e laaay
O OOk Al s lada s Ll oI Alaiy) ad Leadani 5 o gaill e (AT Ashian il oY)l LS Sl

Init() Al s siwe Ao 138 IS dx )2 0 degdy Clipd) saa

/...
star circle_stars[40];
star stars[60]; // >u2tl diofd etwdl Ly bns

...

bool init(void)

{
/...
for (i=0; i<60; i++)
{

stars[i].angl e=0.0f; // 0 solus 50 050Y1 Ll e Logl)

stars[i].dist=(float(i)/60)*5.0f; // iexildl , 35S, & Lo¥ I daxidl
o> S o g Lo Al xRS Pﬁ_ﬁﬁl Bl 0 Ss A e oluss 5 o ura S AL
{3 }_im_U é L_g__xj 40

stars[i].r=rand() %®256; // _5 cic (o

stars[i].g=rand() %®256; // _5 cic (o

stars[i].b=rand() %®256; // _ 5 cic (o

}
return TRUE;
}
/1.
:Display() alall ) asS Adlals saaal) p sl an yi A
/...
voi d Di splay(void)
{
gl d ear(G_CO.OR BUFFER BIT | G._DEPTH BUFFER BIT);
gl Bi ndText ure( GL_TEXTURE 2D, texture[O0]);
int i;
for (i=0; i<60; i++) // sutl Zaf (ot pwys Lo,k guii
{
gl Loadl dentity();
gl Rot atef (stars[i].angl e, 0. 0f, 0.0f, 1. 0f);
gl Transl atef (stars[i].dist,0.0f,0.0f);
gl Col or4ub(stars[(60-i)-1].r,stars[(60-i)-1].9g,stars[(60-i)-
1] . b, 255);

gl Begi n( G._QUADS) ;

gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-1.0f,-1.0f, 0.0f);
gl TexCoord2f (1.0f, 0.0f); gl Vertex3f( 1.0f,-1.0f, 0.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 0.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 0.0f);

gl End() ;

gl Rot at ef (spi n, 0. Of , 0. Of , 1. Of ) ;

gl Col or4ub(stars[i].r,stars[i].g,stars[i].b, 255);

gl Begi n( GL_QUADS,) ;
gl TexCoor d2f (0. 0f, 0.0f); gl Vertex3f(-1.0f,-1.0f, 0.0f);
gl TexCoord2f (1. 0f, 0.0f); gl Vertex3f( 1.0f,-1.0f, 0.0f);
gl TexCoord2f (1.0f, 1.0f); gl Vertex3f( 1.0f, 1.0f, 0.0f);
gl TexCoor d2f (0. 0f, 1.0f); gl Vertex3f(-1.0f, 1.0f, 0.0f);

gl End() ;
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stars[i].angle+t=float (i)/60; // Js> poxidl 5l e dasd o 43S
Ol yeudl deyw oud Liag Sy Ll

stars[i].dist-=0.01f; // o5 5 35,00 e aeodl dand by 1S @ il
JSA g axiS A

if (stars[i].dist<0.0f) // i< 01 4| Zexidl aluws Ja

stars[i].dist = 5.0f; // s, 01 50 5 dhaill 4 dexidl axs
stars[i].r=rand() %®56; // L. 5 sic 5T (ol Lgahzi o
stars[i].g=rand() %256;

stars[i]. b=rand() %256;

}
}
/...
gl ut SwapBuffers();
}
/1.

J}A\WD&J,E\J@J&MJUSHM

sl 5 cnSall a0 et Jadl ) 1385 Gl 13 Al ) V) Lla
http://www.mediafire.com/?imz5yrng2id
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