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#include "opengl.h" //O0000O0penGLO OO OONO
#include "splash.h" /0000000

#include "view.h" //0000000d

#include "text.n" /0020000000
#include "texture.h” /00000000

#pragma comment( lib, "NeheSDK.lib") /1 0 O NeheSDK.lib(J
using namespace NeHe; /IO 0NeHeO O OO

View view; /00000

Text2D text2D; /120000

Texture tex; /000000 TextureO 0 OO

int texID; /000000texiDOOOODODOOOID

20 Windowsd O O

int WINAPI WinMain(HINSTANCE hinstance, /000000
HINSTANCE hPrevinstance, /0 00000000
LPSTR IpCmdLine, /00000
int  nCmdShow) //Window [0 00 O [

OpenGL WinOpenGL; // OpenGLO

W00 0D0OOOOpenGLL O O
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/******'k******'k******'k******'k******'k*******************|:| D D |:| |:| |:| |:| |:| OpenGLD |:| D

********************************************************/

/000o0ogon

SplashResolution  res; /00000
SplashDepth depth; /000000
bool fs; /0000
if('DoSplash("setup.cfg”,&res,&depth,&fs))

return 1;
int width,height; /00000
int bpp; /0000
/00000
switch(res)
{

case sr640x480: width=640; height=480; break;
case sr800x600: width=800;  height=600; break;

case sr1024x768: width=1024; height=768; break;
default:
width=800; height=600;
h
/000000
switch(depth)
{
case sd8bit:  bpp=8; break;
case sd16bit: bpp=16; break;
case sd32bit: bpp=32; break;
default:
bpp=32;
¥
/000000

WinOpenGL.SetFullScreen((fs==true) ? true : false);
/*********-k******'k******-k*****************************|:| D |:| |:| D D |:| D OpenGLD |:| D |:| |:| D

*******************************'k******'k******'k*****/

Ad00OpenGLUOUOOOOOOOOODOOO

/********************-k******-k******-k******-k******-k***|:| D OpenGLD |:| |:| |:| D D |:| D D |:| |:| |:| |:| |:|
************************************************/

/[0 0000 OpenGLO O

if ('WinOpenGL.CreateGLWindow("DancingWind's OpenGL Framework", width, height, bpp, WinOpenGL.GetFullScreen

0)

{
return0; /000000
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}

//0000d
Window *win=WinOpenGL.GetWindow();
/*************************************************|:| |:| OpenGLD |:| |:| |:| |:| |:| D |:| |:| D D |:| |:| D |:| |:| |:|

*********************************************/

sUbnbnbbbobbO

/******************************************************|:| D D |:| |:| D |:| |:| D

******'k******'k******'k******'k******'k******'k************************/

TextType ttype; /00o0o0o0no

ttype.name="Courier New"; // 00 00O O "Courier New"
ttype.size=24, /0000024

ttype.bold=false; /00000

ttype.italic=false; /00000

ttype.underline=false; //00000ad
text2D.Setup(&WinOpenGL,ttype); /0000

/******************************************************|:| D D |:| |:| |:| |:| |:| |:| |:| |:| D

************************************************************/

ERERNNEEN

/*************************************************************|:| D D |:|

*********************************************************************/

bool finish=false;

/000000

while(!finish)

{
/0000
finish='WinOpenGL.DrawGLScene();

/I 0 ESCO O
if(*finish)
finish=win->GetKey(VK_ESCAPE);
}

/***********************************************************|:| D |:| |:| |:| |:| |:|

*****************************************************************/

[ )
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/*************************************************************|:| D D |:|

*********************************************************************/

/100
WinOpenGL.KillGLWindow();

returnQ; /0000

/************************************************************|:| |:| |:| |:| D D |:|

****************************************************************/

}
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#include "opengl.h" //0000O0penGLO OO OOO
#include "view.h" /00000000

#include "text.h" /0020000000
#include "texture.h" /000000000

#pragma comment( lib, "NeheSDK.lib™) // 0 [0 NeheSDK.lib[]

using namespace NeHe; // 00 NeHeDO O OO

extern View view; /O000000Viewd OnQoOQO

extern Text2D text2D; /000000 Text2DO O O

extern Texture tex; /000000 Textured O OO
externint texID; /O000000texIDOOOOOCOOOID
static bool initialize = true; /0000000

[ )
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O00D00O00O0externU DOODOODODOODOODOODOOOOOmaincpp D OO00OO0O0ODODO
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/******************************************************[][][] D [

***************************************************************************/

/00000
void DrawTri(void)
{
glPushAttrib(GL_CURRENT _BIT); /000000000
gIBegin(GL_TRIANGLEYS);
/100
glColor3f(1.0f,0.0f,0.0f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glColor3f(0.0f,1.0f,0.0f);
glVertex3f(-1.0f,-1.0f, 1.0f);
glColor3f(0.0f,0.0f,1.0f);
glVertex3f( 1.0f,-1.0f, 1.0f);

/100
glColor3f(1.0f,0.0f,0.0f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glColor3f(0.0f,0.0f,1.0f);
glVertex3f( 1.0f,-1.0f, 1.0f);
glColor3f(0.0f,1.0f,0.0f);
glVertex3f( 1.0f,-1.0f, -1.0f);

/100
glColor3f(1.0f,0.0f,0.0f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glColor3f(0.0f,1.0f,0.0f);
glVertex3f( 1.0f,-1.0f, -1.0f);
glColor3f(0.0f,0.0f,1.0f);
glVertex3f(-1.0f,-1.0f, -1.0f);
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/100
glColor3f(1.0f,0.0f,0.0f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glColor3f(0.0f,0.0f,1.0f);
glVertex3f(-1.0f,-1.0f,-1.0f);
glColor3f(0.0f,1.0f,0.0f);
glVertex3f(-1.0f,-1.0f, 1.0f);
9lEnd();
glPopAttrib(); /O00000000d

}

/00000000000
void DrawTexTri(void)
{
glPushAttrib(GL_CURRENT _BIT); /000000000
gIBegin(GL_TRIANGLEYS);
/100
glTexCoord2f(0.5f,0.5f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glTexCoord2f(0.0f,0.0f);
glVertex3f(-1.0f,-1.0f, 1.0f);
glTexCoord2f(1.0f,0.0f);
glVertex3f( 1.0f,-1.0f, 1.0f);

/100
glTexCoord2f(0.5f,0.5f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glTexCoord2f(1.0f,0.0f);
glVertex3f( 1.0f,-1.0f, 1.0f);
glTexCoord2f(1.0f,1.0f);
glVertex3f( 1.0f,-1.0f, -1.0f);

/100
glTexCoord2f(0.5f,0.5f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glTexCoord2f(1.0f,1.0f);
glVertex3f( 1.0f,-1.0f, -1.0f);
glTexCoord2f(0.0f,1.0f);
glVertex3f(-1.0f,-1.0f, -1.0f);

/100
glTexCoord2f(0.5f,0.5f);
glVertex3f( 0.0f, 1.0f, 0.0f);
glTexCoord2f(1.0f,1.0f);
glVertex3f(-1.0f,-1.0f,-1.0f);
glTexCoord2f(0.0f,0.0f);
glVertex3f(-1.0f,-1.0f, 1.0f);
glEnd();
glPopAttrib(); /0000000004
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/**'k******'k******'k******'k******'k******'k******'k*******|:| D |:| |:| D -D |:|

***'k******'k******'k******'k******'k******'k******'k******'k******'k******'k*****/

: B

WL oooo

ggdgooboboboboboobbobbbouddoooooooooobbboobobbboobouuga

. _

/******************************************************|:| |:| D |:| |:|

******'k******'k******'k*************'k******'k******'k******'k******'k******'k*****/

void IniScene(OpenGL* gl, ControlData* cont)
{

}

/****************************************************|:| D I:I |:| D D I:I

******'k******'k******'k******'k******'k******'k******'k******'k******'k******'k**/

i A

AJ0goooobooobooo

ggdgoobobobboboobobbbodddooooooooboobbboobbbbboouuaa
ggodgooobobbboobbbooouooad

cHUObbbbbobbbbobboug4sudduuouooabnbbbbbb b 1000

. 000z=000000000000YDOO((-2+2) X000 ((-2+2)*000

. Uoogos)bu-zoooooooyo

L U00000D00b00O0b0obOobDgoosoxeoo OO0 O4B30X0DO0OO0OMOO(-2.67,+2.67)

. _

/******************************************************|:| |:| D |:| |:| |:| |:| |:| |:|

*******************************************************************/

void SetDefaultView()

{
/000000000000 000400000000001000000001000
/O000z=000000000000YOOO((-2,+2), X000 (-2,+2)*000
/00000000000 000000Os8oxeo 0000 0430XO00000O0O0O (-2.67,+2.67)
view.Reset(); /0000
view.LookAt(Vector(0,0,5),Vector(0,0,0),Vector(0,1,0)); /O00000DO(0,0/5),00-Zz0000O0O0OOYO

}

/******************************************************|:| |:| D |:| |:| |:| |:| |:| |:| |:| |:| D

*************************************************************/

[ )
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/******************************************************[][][] [

*****************************************************************************/

void DrawScene(OpenGL *gl,ControlData *cont)

{
/000
if(initialize)
{
IniScene(gl,cont);
initialize = false;
}
SetDefaultView(); /0000000
}

/****************************************************[][][] D {] [

**************************************************************************/

i A
gogdgoobbobbobobbbbbbodddooooooooboobbbobbbbbooouogd
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. 0000000000000004000000000010000000 01000
. 000z=000000000000YDODO (-2+2),X000 (-2,+2)*000

ggogoooon
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view.Reset(); /0000
view.LookAt(Vector(0,0,5),Vector(0,0,0),Vector(0,1,0)); //00000@005),00-z0000000OYO

[ )
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TranslateD D DO 00O D000 DOO0OO02D000000000Retate D00 OOOONO

. )

view.Save(); /000000000
view.Reset(); /O00o0o0oo
view.Translate(0.0f,0.0f,-5.0f); /000000000-z0DOO5000
view.Pos2D(-2.5f,1.0f); /000z=0000000000
glPushAttrib(GL_DEPTH_BUFFER_BIT); /000000000
gIDisable(GL_DEPTH_TEST); /0000000000000 00DO0ODOODO0O0
[l
text2D<<"Draw a pyramid with texture"; /0000
glPopAttrib(); /00000000000
view.Restore(); /000000000
i A
ooon

UOopenGLULUUUOUUOUOUOOOOOOOLDDOOOODODODOOUOUOUOUOUOOUOUOUOOOO
. w

/110 O base.ompO O

texID = tex.Load("base.omp");
if(texID==0)

{

MessageBox(NULL,"0] O O O base.ompO O ","Error",MB_OK]| MB_ICONEXCLAMATION);
cont->quit=true;
return;

}

/0000000000000 00

/0000

tex.Set(texID);

cont->state->SetTexturing(true);

/0000000

DrawTexTri();

& j
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