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pong. c
This is a sinple double buffered program

Use the left and right arrow keys to nove the paddle.

Use the hone key to re-center the paddle and return the ball "hone."
The begi nni ngs of the classic video gane.
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10: #include <@./glut. h>
11: #include <stdlib. h>

14: G.doubl e paddl eX = 0.0;

15: GLdoubl e paddl eDelta 1.0;

16:

17: CGLdoubl e ball X = 0.0;

18: GLdouble ballY = 0.0;

19: CLdoubl e ball XDelta = 0.5;

20: GLdoubl e ballYDelta = 0.5;

21:

22: GLuint ball;

23:

24:

25: void display(void)

26: {

27: gl d ear (GL_COLOR_BUFFER BI T);

28:

29: /1 Render paddl e.

30: gl Color3f(1.0, 1.0, 1.0);

31: gl Begi n( GL_QUADS) ;

32: gl Vert ex2d(paddl eX - 10.0, -50.0);
33: gl Vertex2d(paddl eX - 10.0, -45.0);
34: gl Vert ex2d(paddl eX + 10.0, -45.0);
35: gl Vert ex2d(paddl eX + 10.0, -50.0);
36: gl End();

37:

38: /'l Render ball.

39: gl Col or3f (1.0, 0.0, 0.0);

40: gl Pushiatri x();

41: gl Transl atef (bal | X, ballY, 0.0);

42: gl Cal |l List(ball);

43: gl PopMatri x();

44:

45: gl ut SwapBuffers();

46: }

47:

48:

49: void init(void)

50: {

51: GLUquadri cObj *qobj;

52:

53: gldearColor (0.0, 0.0, 0.0, 0.0);

54: gl ShadeMbdel (G._FLAT); /1 Probably unnecessary.
55:

56: /'l Create the ball.

57: bal |l = gl GenLists(1);

58: gobj = gl uNewQuadri c();

59: gl Newli st (bal |, GL_COWPI LE);

60: gl ubi sk(qobj, 0.0, 5.0, 72, 1);
61: gl EndLi st ();

62: }

63:

64:

65: void reshape(int w, int h)

66: {

67: /1 Probably needs to be fixed.

68:

69: gl Vi ewport (0, 0, (CGLsizei) w, (G.sizei) h);
70: gl Matri xMode( G._PRQIECTI ON) ;

71: gl Loadl dentity();

72: gl O tho(-50.0, 50.0, -50.0, 50.0, -1.0, 1.0);
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73: gl Mat ri xMode( GL_MODELVI EW ;
74: gl Loadl dentity();
75: }
76:
77
78: void keyboard(int key, int x, int y)
79:
80: /1 Limted here by keyboard repeat rate.
81:
82: switch (key)
83: {
84: case GLUT_KEY_LEFT:
85: paddl eX -= paddl eDel t a;
86: br eak;
87:
88: case GLUT_KEY_RI GHT:
89: paddl eX += paddl eDel t a;
90: br eak;
91:
92: case GLUT_KEY_HOVE:
93: paddl eX = 0.0;
94: ball X = ballY = 0.0;
95: br eak;
96: }
97: gl ut Post Redi spl ay();
98: }
99:
100:
101: void idle(void)
102: {
103: bal | X += bal | XDel t a;
104: bal | Y += bal | YDel t a;
105: gl ut Post Redi spl ay();
106: }
107:
108:
109: /*
110: * Request doubl e buffer display node.
111: * Register "special" input callback functions for arrow and home keys.
112:  */
113:
114: int main(int argc, char** argv)
115: {
116: glutlnit(&rgc, argv);
117: gl utl nitDi spl ayMbde (GLUT_DOUBLE | GLUT_RGB);
118: gl utl nit WndowSi ze (250, 250);
119: gl ut | ni t WndowPosition (100, 100);
120: gl ut Creat eW ndow (argv[0]);
121: init ();
122: gl ut D spl ayFunc(di spl ay) ;
123: gl ut ReshapeFunc(reshape);
124: gl ut Speci al Func(keyboard) ;
125: glutldl eFunc(idle);
126: gl ut Mai nLoop() ;
127: return O; /* ANSI Crequires main to return int. */

128: }



