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checker.c

This programtexture maps a checkerboard i nage onto
several rectangles, denpbnstrating mappi ngs between texture
coordi nates and obj ect coordinates

/

If running this programon OpenGL 1.0, texture objects are
not used.

E N A

#i nclude <G/ gl ut. h>
#i ncl ude <stdlib. h>
#i ncl ude <stdio. h>

/* Create checkerboard texture */

#defi ne checkl mageW dth 64

#defi ne checkl nageHei ght 64

static CGLubyte checkl nage[ checkl mageHei ght][ checkl mageW dt h] [ 4] ;

#ifdef GL_VERSION 1_1
static GLuint texNaneg;

#endi f
voi d makeCheckl mage(voi d)
{
int i, j, c;
for (i = 0; i < checklmageHeight; i++) {
for (j = 0; j < checklmageWdth; j++) {
c = (((i&0x8)==0)"((j&0x8)==0))*255;
checklmage[i][j]1[0] = (G.ubyte) c;
checklmage[i][j][1] = (Gubyte) c;
checklmage[i][j][2] = (Gubyte) c;
checklmage[i][j]1[3] = (Gubyte) 255;
}
}
}

void init(void)

gldearColor (0.0, 0.0, 0.0, 0.0);
gl ShadeMbdel ( GL_FLAT);
gl Enabl e( G._DEPTH_TEST) ;

makeCheckl mage() ;
gl Pi xel Storei (GL_UNPACK_ALI GNMVENT, 1);

#ifdef GL_VERSION 1_1

printf("CpenG 1.1\n");

gl GenTextures(1, &texNane);

gl Bi ndText ure( GL_TEXTURE_2D, texNane);
#el se

printf("CpenG 1.0\n");
#endi f

gl TexPar anet eri (GL_TEXTURE_2D, GL_TEXTURE WRAP_S, GL_REPEAT);

gl TexPar anet eri (GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT):

gl TexPar anet eri (GL_TEXTURE_2D, GL_TEXTURE_MAG FI LTER
GL_NEAREST)

gl TexPar amet eri (GL_TEXTURE_2D, GL_TEXTURE_M N_FI LTER

GL_NEAREST) ;
#ifdef GL_VERSION 1_1
gl Texl mage2D( GL_TEXTURE_2D, 0, G._RGBA, checkl mageW dt h,
checkl mageHei ght, 0, GL_RGBA, G._UNSI GNED_BYTE,
checkl mage) ;
#el se
gl Tex| mage2D( GL_TEXTURE_2D, 0, 4, checkl mageW dth,
checkl mageHei ght, 0, GL_RGBA, G._UNSI GNED_BYTE,
checkl mage) ;
#endi f

}

voi d displ ay(voi d)
{
gl d ear (GL_COLOR BUFFER BI T | GL_DEPTH BUFFER BI T);
gl Enabl e( G._TEXTURE_2D) ;
gl TexEnvf (GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL);
#ifdef GL_VERSION 1_1
gl Bi ndText ure( GL_TEXTURE_2D, texName);
#endi f

gl Begi n( G._QUADS) ;
/1 Lower |eft

gl TexCoord2f (0.0, 0.0); gl Vertex3f(-2.0, -1.0, 0.0);
gl TexCoord2f (0.0, 1.0); gl Vertex3f(-2.0, 1.0, 0.0);
gl TexCoord2f (1.0, 1.0); gl Vertex3f(0.0, 1.0, 0.0);

gl TexCoord2f (1.0, 0.0); gl Vertex3f(0.0, -1.0, 0.0);
/'l Upper left.

gl TexCoord2f (0.0, 0.0); gl Vertex3f(-2.0, 1.5f, 0.0);
gl TexCoord2f (0.0, 1.0); gl Vertex3f(-2.0, 2.5f, 0.0);
gl TexCoord2f (1.0, 1.0); gl Vertex3f(-1.0, 2.5f, 0.0);
gl TexCoord2f (1.0, 0.0); gl Vertex3f(-1.0, 1.5f, 0.0);

/1 Upper m ddle.

gl TexCoord2f (0.0, 0.0); gl Vertex3f(0.0, 1.5f, 0.0);
gl TexCoord2f (0.0, 2.0); gl Vertex3f(0.0, 2.5f, 0.0);
gl TexCoord2f (2.0, 2.0); gl Vertex3f(1.0, 2.5f, 0.0);
gl TexCoord2f (2.0, 0.0); gl Vertex3f(1.0, 1.5f, 0.0);
/1 Upper right
gl TexCoord2f (0.0, 0.0); gl Vertex3f(1.5f, 1.5f, 0.0);
gl TexCoord2f (0.0, 0.5); gl Vertex3f(1.5f, 2.5f, 0.0);
gl TexCoord2f (0.5, 0.5); gl Vertex3f(2.5f, 2.5f, 0.0);
gl TexCoord2f (0.5, 0.0); gl Vertex3f(2.5f, 1.5f, 0.0);
/1 Lower right.
gl TexCoord2f (0.0, 0.0); gl Vertex3f(1.0, -1.0, 0.0);
gl TexCoord2f (0.0, 1.0); gl Vertex3f(1.0, 1.0, 0.0);
gl TexCoord2f (1.0, 1.0); gl Vertex3f(2.41421f, 1.0, -1.41421f);
gl TexCoord2f (1.0, 0.0); gl Vertex3f(2.41421f, -1.0, -1.41421f);
gl End();
gl Fl ush();
gl Di sabl e( GL_TEXTURE_2D) ;
}
voi d reshape(int w, int h)
{

gl Viewport (0, 0, (Gsizei) w, (Gsizei) h);
gl Mat ri xMbde( GL_PRQIECTI ON) ;
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121: gl Loadl dentity();

122: gl uPerspective(60.0, (G.float) w (G float) h, 1.0, 30.0);
123: gl Mat ri xMode( GL_MODELVI EW ;

124: gl Loadl dentity();

125: //gl Transl atef (0.0, 0.0, -3.6f);

126: gl Transl atef (0.0, 0.0, -5.0f);

127: }

128:

129: void keyboard (unsigned char key, int x, int y)
130: {
131: switch (key) {

132: case 27:

133: exit(0);

134: br eak;

135: defaul t:

136: br eak;

137: }

138: }

139:

140: int main(int argc, char** argv)
141: {

142: glutlnit(&rgec, argv);

143: glutlnitD spl ayMode( GLUT_SINGLE | GLUT_RGB | GLUT_DEPTH);
144: gl ut | ni t WndowSi ze(400, 400);
145: gl utl ni t WndowPosi ti on(100, 100);
146: gl ut Creat eW ndow(argv[0]);
147: init();

148: gl ut Di spl ayFunc(di spl ay);
149: gl ut ReshapeFunc(reshape) ;

150: gl ut Keyboar dFunc(keyboar d) ;
151: gl ut Mai nLoop() ;

152: return O;

153: }



