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#include <GL/glu.h>
void display(void){
glClear(GL_COLOR_BUFFER_BIT);

glPushMatrix();
glTranslatef( 0.0, 0.0, -3.0 );
oY OpQﬂGLO){EL\jj_ M gIColor3f( 1.0, 1.0, 1.0); HAER
glEnd();
6 H 27 E gIPopM(atrix(); 2
glFlush(); o LB
) BERET
void mylmt(. char *progname){
BEH HE@E356 int width = 500, height = 500;
" . float aspect = (float)width / (float)height;
takata@ics.nara-wu.ac.jp glutinitWindowPosition( 0, 0);
g\Loadlde.ntity();
gluPerspective( 45.0, aspect, 1.0, 7.0 );
glMatrixMode( GL_MODELVIEW );
}
S S . =5 =
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#include <GL/glu.h> . g #include <GL/glu.h> q
void displayfvoid){ ﬁ*ﬁ, Q%Z(ii{ﬁﬁgﬁ void displayfvoid){ GlUPerSpeCt|Ve
glClear(GL_COLOR_BUFFER_BIT); glClear(GL_COLOR_BUFFER_BIT); % @I*ﬁl fOVy
glPushMatrix(); glPushMatrix(); Ak
glTranslatef( 0.0, 0.0, -3.0 ); glTranslatef( 0.0, 0.0, -3.0 ); 15 i
glColor3f( 1.0, 1.0, 1.0); glColor3f( 1.0, 1.0, 1.0); *ﬁ““@ﬁ};
: ; = s =
glEnd(); GlEnd(): EF:— 5] ziﬂl Zispect w/h
glPopMatrix(); glPopMatrix(); BrEiEES SN
glFlush(); glFlush(); ,%. _— g | *& near
} } ==
; ; N -3
void mylnit( char *progname){ void mylnit( char *progname){ HRAND TRE O 5
int width = 500, height = 500; int width = 500, height = 500; U B| 2 far
float aspect = (float)width / (float)height; float aspect = (float)width / (float)height; N -
glutinitWindowPosition( 0, 0); glutinitWindowPosition( 0, 0); REH LK IR

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0 );
glMatrixMode( GL_MODELVIEW );

glLoadldentity();
gluPerspective( 45.0, aspect, 1.0, 7.0 );
glMatrixMode( GL_MODELVIEW );

near

glPushMatrix()
BERPZRAZ VI~
glTranslatef(--+)
7t D 3 AT 22 42

#include <GL/glu.h>

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

gEndl; HAEE O FITBE)
e glPopMatrix()
void mylnitk char *progname){ Zg‘yﬁb\'\oﬁy I') II:I:II L/

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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BESE-OMEERFORIIZESR
FATHE

glTranslatef( tx, ty, tz)

txER G R DFEE, ty:yEh G E, tz:zEh A [
I

glRotatef( 6, x, y, z)

0:EIER A E, xyz:BIEREAD NI~
YRR -/

glScalef( sx, sy, sz)

AR (BDE=FEFRDRE)
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BIRRFE
HEWMOEER/IME -100
FWMOEERKIE 100

void display(void){

BRI

F—5R: Torus(RE#E, HEE, &
Mif: Cone( #& &S, 7B, 5
M#E: Cylinder( %, B, 581%0)
F4—iRwk: Teapot( 4 X)

5, D EE

gIColor3f( 1.0, 1.0, 1.0); -1
e lutSolidSphere( 1.0, 20, 20 ); -
XEheYanE#< (B8) St 2 TVET4IEH
IE6A T glRectf(-1.0,-1.5, 1.0, 1.5);
128 EAEhLI<Hd oiFopMatm)
228 1D2BIZxHLT }

EmIZx L TI0E [ ER

FIlh D -50XEFE BN

s 30YERFEE)

E&EEAHDRM
@7 e — S sl
glSolidSphere( * =+ ) TYST47BE%
T)ET4TE %k
. BR{ARZHE< glutWire*
void display(void){ B HEES % 74 (ERFBER) DH THEEND
gIColor3f( 1.0, 1.0, 1.0); IRectf( = - - glutSolid*
glutSolidSphere( 1.0, 20, 20 ) glRectf( ) ECHESNS
glColor3f(0.0, 1.0, 0.0); L it
gIRecti( -1.0, 1.5, 1.0, 1.5); A<
glPopMatrix(); X, Y, X,y *
) ' B Sphere( %1Z, ENBIY, BEAEIH)
AR Cube(—LNERX)
2%, 8%
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