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#include <GL/glu.h>

void display(void){
glClear(GL_COLOR_BUFFER_BIT);
glPushMatrix();
glTranslatef( 0.0, 0.0, -3.0);
glColor3f( 1.0, 1.0, 1.0);

glEnd();
glPopMatrix();
glFlush();

}

void myInit( char *progname){
int width = 500, height = 500;
float aspect = (float)width / (float)height;
glutinitWindowPosition( 0, 0);

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0);
glMatrixMode( GL_MODELVIEW );
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void displaygvoid){
glClgar(GL_COLOR_BUFFER_BIT)
glPushMatrix();
glTranslatef( 0.0, 0.0, -3.0);
glColor3f( 1.0, 1.0, 1.0);

glEnd();
glPopMatrix();
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void mylnit( char *progname){
int width = 500, height = 500;
float aspect = (float)width / (float)height;
glutinitWindowPosition( 0, 0);

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0);
glMatrixMode( GL_MODELVIEW );
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float aspect = (float)width / (float)height;
glutinitWindowPosition( 0, 0);

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0 );
glMatrixMode( GL_MODELVIEW );
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#include <GL/glu.h>
void displaygvoid){
glClgar(GL_COLOR_BUFFER_BIT)
glPushMatrix();
glTranslatef( 0.0, 0.0, -3.0);
glColor3f( 1.0, 1.0, 1.0);
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glPopMatrix();
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void mylnit( char *progname){
int width = 500, height = 500;
float aspect = (float)width / (float)height;
glutinitWindowPosition( 0, 0);

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0);
glMatrixMode( GL_MODELVIEW );
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glTranslatef( tx, ty, tz)
tx: 1\AY tz:

glRotatef( ©, X, y, z)
O: Xyz:

glScalef( sx, sy, sz)




void display(void){

glColor3f( 1.0, 1.0, 1.0);
glutSolidSphere( 1.0, 20, 20 );
glColor3f(0.0, 1.0, 0.0);
glRectf( -1.0, -1.5, 1.0, 1.5);
glPopMatrix();

void display(void){

glColor3f( 1.0, 1.0, 1.0);
glutSolidSphere( 1.0, 20, 20)
glColor3f(0.0, 1.0, 0.0);
glRectf(-1.0, -1.5, 1.0, 1.5);
glPopMatrix();




