[* | TTextQ3 Chapter 8, Exercise 1, Bezier Qurve */
#incl ude <@/ gl ut. h>

/* */

Afloat control points[4][3] = {{-40.0, -40.0, 0.0},
{-20.0, 40.0, 0.0},
{20.0, 40.0, 0.0},
{40.0, -40.0, 0.0}};

voi d di spl ay(voi d)
{

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

gl Mat ri xMbde( . PROJIECTI AN ;

gl Loadl denti ty();

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

gl uLookAt (100.0, 100.0, 100.0, 0.0, 0.0, 0.0, 0.0,
1.0, 0.0);

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

/* */
g @lor3f(1.0, 0.0, 1.0);
gl Begin(@_LINE STRP);
for(i =0; i <= 30; +H)
{
gl Eval Goord1f ((Qfloat)(i/30.0));



Y /% for i */
gl End() ;

/* */

g @lor3f(1.0, 0.0, 0.0);

gl Begin(@_LINE STRP);

for(i =0; | <=3; +H)

{

gl Vertex3f ((Qfl oat)control points[i][0],
(Afloat)control points[i][1],
(Qfloat)control points[i][2]);

Y /% for i */
gl End() ;

gl H ush();

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

{
sw t ch(key) {

case 27: exit(0); break;



Int nmain(int argc, char** argv)
{
gl ut I ni t WndowS ze( 1000, 1000) ;
gl ut I ni t VWWndowPosi tion(0, 0);
glutlnit(&rgc, argv);
gl utlni tD spl ayMbde( Q.UT_ S NAE| QU RBA| QUT DEPTH ;
gl ut G eat eWndow( " Bezi er Qurve");

g dear®lor (0.0, 0.0, 0.0, 0.0);

[* */

gl Maplf (&MWL VERTEX 3, 0.0, 1.0, 3, 4,
&ontrol poi nts[0][0]);

gl Enabl e(A._MAPL VERTEX 3);

gl ut O spl ayFunc(di spl ay);
gl ut Keyboar dFunc( keyboar d) ;
gl ut Mai nLoop() ;



