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/1 Two- Di nensi onal Si erpi nski Gasket
/'l Generated using randomy selected vertices and bi section

#i ncl ude <i ostreane
#i ncl ude "Angel . h"

const int NunmPoints = 5000;

voi d
init( void)
{

vec2 poi nt s[ NunPoi nt s];

/'l Specifiy the vertices for a triangle
vec2 vertices[3] = {

vec2( -1.0, -1.0 ), vec2( 0.0, 1.0 ), vec2( 1.0, -1.0)
H

/'l Select an arbitrary initial point inside of the triangle
poi nts[0] = vec2( 0.25, 0.50 );

/1 conpute and store N-1 new points
for (int i =1; i < NunmPoints; ++i ) {
int j =rand() % 3; /'l pick a vertex at random

/1l Compute the point hal fway between the selected vertex
/1 and the previous point
points[i] = ( points[i - 1] + vertices[j] ) / 2.0;

}

/]l Create a vertex array object
GLui nt vao;

gl GenVertexArrays( 1, &ao );
gl Bi ndVert exArray( vao );

/Il Create and initialize a buffer object

Guint buffer;

gl GenBuffers( 1, &buffer );

gl Bi ndBuf f er (  GL_ARRAY_BUFFER, buffer );

gl Buf f er Dat a( G._ARRAY_BUFFER, sizeof (points), points, G._STATIC DRAW);

/'l Load shaders and use the resulting shader program
GLui nt program = | nitShader( "vshader_a2.glsl", "fshader_a2.glsl" );
gl UseProgram( program);

/1 Initialize the vertex position attribute fromthe vertex shader

GLuint loc = gl GetAttribLocation( program "vPosition" );

gl Enabl eVertexAttri bArray( loc );

gl VertexAttribPointer( loc, 2, G._FLOAT, G._FALSE, O,
BUFFER_OFFSET(0) );

glClearColor( 1.0, 1.0, 1.0, 1.0 ); // white background

voi d
di splay( void )

glCear( G._COOR BUFFER BIT ); /1 clear the w ndow
gl DrawArrays( GL_PO NTS, 0, NunPoints ); /1 draw the points
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64: gl Fl ush();
}

65:
66:
Y A i e i
68:
69: void
70: keyboard( unsigned char key, int x, int y)
71:
72: switch ( key ) {
73: case 033:
74: exit( EXI T_SUCCESS );
75: br eak;
76: }
77}
78:
T4 B e i i
80:
81: int
82: main( int argc, char **argv )
83: {
84. glutlnit( &rgc, argv );
85: glutlnitbD spl ayMde( GLUT_RGBA );
86: gl utlnit WndowSi ze( 512, 512 );
87:
88: /1 1f you are using freeglut, the next two lines will check if
89: /'l the code is truly 3.2. Otherw se, coment them out
90:
91: glutlnitContextVersion( 3, 2 );
92: glutlnitContextProfile( GLUT_CORE_PROFILE );
93:
94. gl ut Creat eW ndow "Si erpi nski Gasket" );
95:
96: gl ewExperinental = G._TRUE;
97: glewnit();
98:
99: init();
100:
101: gl ut O spl ayFunc( display );
102: gl ut Keyboar dFunc( keyboard );
103:
104: std::cout << "OpenGL version: " << gl GetString(G._VERSION) << std::endl;
105:
106: gl ut Mai nLoop() ;
107: return O;

108: }



