[* | TTextQ3 Chapter 8, Exercise 2, Bezier Qurve */

#incl ude <@/ gl ut. h>

/*

Afloat control points[4][4][3] ={ {{0.0, 0.0, 150. 0},

voi d di spl ay(voi d)
{

{50.0, 50.0, 150.0},
{100.0, 50.0, 150.0},
{150.0, 0.0, 150.0}},
{{0.0, 50.0, 100.0},
{50.0, 70.0, 100.0},
{100.0, 70.0, 100.0},
{150.0, 50.0, 100.0}},
{{0.0, 50.0, 50.0},
{50.0, 70.0, 50.0},
{100.0, 70.0, 50.0},
{150.0, 50.0, 50.0}},
{{0.0, 0.0, 0.0},
{50.0, 50.0, 0.0},
{100.0, 50.0, 0.0},
{150.0, 0.0, 0.0}} }:

gl dear(Q CARBUFERB T | G DFPTHBUFFERB )

gl Mat ri xMbde( Q. PROJECTI QN ;
gl Loadl denti ty();

gl Frustunf-50.0, 50.0, -50.0, 50.0, 50.0, 1000.0):
gl uLookAt (300.0, 300.0, 300.0, 0.0, 0.0, 0.0, 0.0,

1.0, 0.0);

gl Mat ri xMbde( 3. MIHM B,



gl Loadl denti ty();

/* */
gl Bval Mesh2(@_HLL, O, 8, 0, 8);

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[] ={ 1.0, 1.0, 1.0, 1.0 };
AQfloat mat_specular[] ={ 1.0, 1.0, 1.0, 1.0 };
Afloat nmat_shininess[] ={ 10.0 };
Afloat light diffuse[] ={ 0.6, 0.6, 0.6, 1.0 };
Qfloat light specular[] ={ 1.0, 1.0, 1.0, 1.0 };
Afloat light ambient[] ={ 0.4, 0.4, 0.4, 1.0 };
Qfloat light _position[] ={ -0.5 1.0, 0.5 0.0 };

gl Miteria fv(@Q_FRONT, G_D FRUSE nat _diffuse);
ol Material fv(@_FRONT, A._SPEQUAR nat_specul ar);
gl Material fv(@_FRONT, G._SH N NESS 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);
g Lightfv(@ LIGIO0, G- PGB TIAN light position);

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

Int nain(int argc, char** argv)
{
gl ut I ni t WWndowa ze( 1000, 1000) ;
gl ut I ni t WWndowPosi tion(0, 0);
glutlnit(&rge, argv);
gl utlnitD spl ayMbde( Q.UT_ S NAE| QU RPBA| QUT DEPTH ;
gl ut G eat eWndow( " Bezi er Sur f ace") ;

/* */

gl Map2f (A MAP2 VERTEX 3, 0, 1, 3, 4, O, 1, 12, 4,
&ontrol points[O][0][Q]);

gl Enabl e(A._MANP2 VERTEX 3);

gl Enabl e(A._AUTO NORVAL) ;

ol MpGid2f(8 0.0, 1.0, 8 0.0, 1.0);

Li ght Sour ce() ;
g dear®lor(0.0, 0.0, 0.0, 0.0);

gl ut D spl ayFunc(di spl ay) ;
gl ut Keyboar dFunc( keyboar d) ;



gl ut Mai nLoop() ;



