[* | TTextQ3 Chapter 5, Exercise 3, Sanple Program Qube */
#incl ude <@/ gl ut. h>

voi d di spl ay(voi d)

{
Afloat x1,y1,z1,x2,y2, 22, x3,y3, 23, x4, y4, 24,
Afloat x5,Y5, z5, X6, y6, z6, X7, y7, 27, X8, y8, z8;

gdear(A O RBFERBT| G CEPFTHBFER B T);

gl Mat ri xMbde( . PROIECTI AN ;

gl Loadl denti ty();

gl Frustun{-50.0, 50.0, -50.0, 50.0, 50.0, 1000.0);

gl uLookAt (200. 0, 200.0, 200.0, 0.0, 0.0, 0.0, 0.0,
1.0, 0.0);

gl Mat ri xMbde( G._MITEM BW;
gl Loadl dentity();

/* */
gl Fotatef (30.0, 0.0, 1.0, 0.0);
gl Transl atef (50. 0, 50.0, 50.0);

x1 = -50. 0;
yl = -50.0;
z1 = 50. 0;
x2 = 50. 0;
y2 = -50.0;
z2 = 50.0;
x3 = 50.0;

y3 = 50.0;



z3 = 50.0;

x4 = -50.0;
y4 = 50. 0;
z4 = 50. 0;
x5 = -50.0;
y5 = 50. 0;
z5 = -50. 0;
x6 = 50.0;
y6 = 50.0;
z6= -50. 0;
X7 = 50.0;
y7 = -50.0;
z7 = -50.0;
x8 = -50.0;
y8 = -50.0;
z8 = -50. 0;
/*

gl Begi n(A__PA.YGN ;
gl Nornal 3f (0.0, 0.0, 1.0);
gl Vertex3f(x1, yl, zl1);
gl Vertex3f (x2, y2, z2);
gl Vertex3f (x3, y3, z3);
gl Vertex3f (x4, y4, z4);
gl End() ;

/*
gl Begi n(A__PA.YGN);
gl Nornal 3f (1.0, 0.0, 0.0);
gl Vert ex3f (x3, y3, z3);
gl Vertex3f (x2, y2, z2);
gl Vertex3f (x7, y7, z7);

*/

*/



gl Vert ex3f (x6, y6, z6);
gl End() ;

/*
gl Begi n(@._PALYGN ;
gl Nornal 3f (0.0, 1.0, 0.0);
gl Vertex3f (x4, vy4, z4);
gl Vertex3f (x3, y3, z3);
gl Vert ex3f (x6, y6, z6);
gl Vert ex3f (x5, y5, z5);
gl End() ;

/ *
gl Begi n(@._PALYGN ;

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

gl Vertex3f (x4, vy4, z4);

gl Vert ex3f (x5, y5, z5);

gl Vert ex3f (x8, y8, z8);

gl Vertex3f (x1, y1, zl);
gl End() ;

/ *
gl Begi n(@._PALYGN ;

gl Nornal 3f (0.0, -1.0, 0.0);

gl Vertex3f (x7, y7, z7);

gl Vertex3f (x2, y2, z2);

gl Vertex3f (x1, yl1, zl);

gl Vert ex3f (x8, y8, z8);
gl End() ;

/ *
gl Begi n(@._PALYGN ;

*/

*/

*/

*/



gl Normal 3f (0.0, 0.0, -1.0);
gl Vert ex3f (x6, y6, z6);
gl Vertex3f (x7, y7, z7);
gl Vert ex3f (x8, y8, z8);
gl Vert ex3f (x5, y5, z5);
gl End() ;

gl Hush();

voi d keyboar d(unsi gned char key, int x, int y)
{
sw t ch(key) {
case 27: exit(0); break;

/* */

voi d Li ght Sour ce()

{
Qfloat mat diffuse[] ={ 0.0, 0.7, 0.0, 1.0 };
Afloat mat_specular[] ={ 0.3, 0.3, 0.3, 1.0 };
Afloat nat_shininess[] ={ 6.0 };
Qfloat light diffuse[] ={ 0.7, 0.7, 0.7, 1.0 };
Qfloat light specular[] ={ 0.7, 0.7, 0.7, 1.0 };
Afloat light ambient[] ={ 0.3, 0.3, 0.3, 1.0 };
Qfloat light _position[] ={ -0.5 1.0, 0.5 0.0 };



gl Material fv(@ FRONI, Q. OFRUSE, nat_diffuse);

g Material fv(@ FRONI, Q. SPEALAR nat _specul ar);
gl Material fv(@ FRONT, Q. SHNNESS nat_shi ni ness);
gl Lightfv(@ LIGIO, Q. DFAULE light diffuse);

gl Lightfv(@ LIGIO, G SPEAUAR light specul ar);
gl Lightfv(@ LIGITO, G._ AMBIENT, |ight anbient);
glLightfv(@ LIGHTO, G P TION light_position);

gl Enabl e(A._ LI GHII NG ;
gl Enabl e(@__LI GHI0);
gl Enabl e(@._DEPTH TEST) ;

Int main(int argc, char** argv)
{
gl ut | ni t WWndowS ze( 1000, 1000) ;
gl ut I ni t WWndowPosi tion(0, 0);
glutlnit(&rge, argv);
gl utlnitD spl ayMbde( Q.UT_ S NAE| QU RBA| QUT DEPTH ;
gl ut G eat eWndow( " Shadi ng") ;

g dear®lor (0.0, 0.0, 0.0, 0.0);
Li ght Sour ce() ;
gl ut D spl ayFunc(di spl ay) ;

gl ut Keyboar dFunc( keyboar d) ;
gl ut Mai nLoop() ;



