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Writing Texts Using OpenGL 



#include<windows.h>

#include<GL/glut.h>

float x = 0;

void *font = GLUT_BITMAP_TIMES_ROMAN_24; //Type and Size of the Text.

void Text(int x, int y, char *Stringg) { //The Function for the Text.

int i, l;

glRasterPos2i(x, y);

l = (int)strlen(Stringg); //The Length of the String

for (i = 0; i < l; i++)

glutBitmapCharacter(font, Stringg[i]);}

void Init() {

glClearColor(0.0, 1.0, 0.0, 0.0);

glMatrixMode(GL_PROJECTION);

glLoadIdentity();

glOrtho(-100, 100, -100, 100, -110, 110);

glMatrixMode(GL_MODELVIEW); }

Spider Animation Program 



void Draw() {

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glEnable(GL_DEPTH_TEST);

glEnable(GL_LIGHTING);

glEnable(GL_LIGHT0);

glEnable(GL_COLOR_MATERIAL);

//Net

glPushMatrix();

glColor3f(1, 1, 1);

glTranslatef(0, 0, -100);

glutWireSphere(95, 15, 15);

glPopMatrix();

glPushMatrix();

glTranslatef(x, 0, 0);

//Body of Spider

glPushMatrix();

glColor3f(1.0, 0.8, 0.8);

glTranslatef(-50, 0, 0);

glutSolidSphere(13, 100, 100);

glPopMatrix();

//Head of Spider

glPushMatrix();

glColor3f(0, 0, 0);

glTranslatef(-37, 0,0);

glutSolidSphere(8, 100, 100);

glPopMatrix();

//Eye1

glPushMatrix();

glColor3f(1, 0, 0);

glTranslatef(-30, 1.5, 0);

glutSolidSphere(2, 100, 100);

glPopMatrix();

//Eye2

glPushMatrix();

glColor3f(1, 0, 0);

glTranslatef(-30, -1.5, 0);

glutSolidSphere(2, 100, 100);

glPopMatrix();

//4 Legs

glColor3f(0.8, 0.8, 0.7);

glLineWidth(4);

glBegin(GL_LINES);

glVertex2f(-55, 10);

glVertex2f(-55, 20);

glVertex2f(-45, 10);

glVertex2f(-45, 10);

glVertex2f(-55, -10);

glVertex2f(-55, -20);

glVertex2f(-45, -10);

glVertex2f(-45, -20);

glEnd();

if (x <= 100)

x+= 0.2;

else

x = 100;

glPopMatrix(); //End of the Mode

glPushMatrix(); //The Other Bug

glColor3f(0, 0, 1);

glTranslatef(77, 4, -3);

glutSolidSphere(5, 100, 100);

glTranslatef(0, -5, 0);

glutSolidSphere(7, 50, 50);

glTranslatef(0, -7, 0);

glutSolidSphere(9, 50, 50);

glPopMatrix();

glDisable(GL_LIGHTING);

glDisable(GL_LIGHT0);

//Trunk of Tree

glBegin(GL_QUAD_STRIP);

glColor3ub(147, 73, 1);

glVertex3f(-80, 100, -105);

glVertex3f(-80, -100, -105);

glColor3ub(210, 106, 2);

glVertex3f(0, 100, -105);

glVertex3f(0, -100, -105);

glColor3ub(88, 44, 1);

glVertex3f(80, 100, -105);

glVertex3f(80, -100, -105);

glEnd();

//Write the Text

glColor3f(0,0,0);

Text(-100, 0, "Spider>>");

glColor3f(1,0.5,0.5);

Text(-14, 80, "#NET#");

glColor3f(0,0,1);

Text(62, -25, "^Bug^");

glutSwapBuffers(); }
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int main() {

glutInitDisplayMode(GLUT_DOUBLE | GLUT_RGB | GLUT_DEPTH);

glutInitWindowSize(500, 500);

glutInitWindowPosition(0,0);

glutCreateWindow("Spider Animation");

glutDisplayFunc(Draw);

glutIdleFunc(Draw);

Init();

glutMainLoop();

return 0; }
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#include<windows.h>

#include<GL/glut.h>

int RunMode = 1; //Used as a boolean (1 or 0) for "ON" and "OFF"

float CurrentAngle = 0;

float AnimateStep =  1;

void Keyboard (unsigned char key, int x, int y) {

switch (key) {

case 27: exit(1); //Esc Key

case 'a':

case 'A': 

RunMode = 1; break;

case 's':

case 'S': 

RunMode = 0; break; }

glutPostRedisplay(); }

void SpecialKeys (int key, int x, int y) {

if (key == GLUT_KEY_UP) 

AnimateStep += 0.1;

if (key == GLUT_KEY_DOWN) 

AnimateStep -= 0.1;

glutPostRedisplay(); }

void DrawScene() {

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

if (RunMode == 1) {

CurrentAngle += AnimateStep; 

}

glMatrixMode(GL_MODELVIEW);

glLoadIdentity();

glColor3f(1, 0, 0);

glTranslatef(1.5, 1.5, 0.0);

glRotatef(CurrentAngle, 0, 0, 1);

glTranslatef(-1.5, -1.5, 0.0);
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//Draw 3 Triangles:

glBegin(GL_TRIANGLES);

glColor3f(1, 0, 0);

glVertex3f(0.3, 1, 0.5);

glVertex3f(2.7, 0.8, 0);

glVertex3f(2.7, 1.15, 0);

glColor3f(0, 1, 0);

glVertex3f(2.5, 0.7, 0.5);

glVertex3f(1.4, 2.8, 0);

glVertex3f(1.2, 2.7, 0);

glColor3f(0, 0, 1);

glVertex3f(1.6, 2.7, 0.5);

glVertex3f(0.3, 0.7, 0);

glVertex3f(0.5, 0.6, 0);

glEnd();

glutSwapBuffers();

if (RunMode == 1) 

glutPostRedisplay();

}

void resizeWindow(int w, int h) {

glViewport(0, 0, w, h);

glMatrixMode(GL_PROJECTION);

glLoadIdentity();

glOrtho(0, 3, 0, 3, -1, 1);

}

int main() {

glutInitDisplayMode(GLUT_DOUBLE | GLUT_RGB | GLUT_DEPTH);

glutInitWindowPosition(10, 60);

glutInitWindowSize(600, 600);

glutCreateWindow("Simple Animation!");

glutKeyboardFunc(Keyboard);

glutSpecialFunc(SpecialKeys);

glutReshapeFunc(resizeWindow);

glutDisplayFunc(DrawScene);

glutMainLoop();

return 0;

}
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#include<windows.h>

#include <GL/glut.h>

int year = 0, day = 0;

void Sun() {

glClear (GL_COLOR_BUFFER_BIT);

glColor3f(1, 1, 0);

glPushMatrix();

glColor3f(1, 1, 0);

glutWireSphere(1.0, 20, 16);

glRotatef((GLfloat)year, 0.0, 1.0, 0.0);

glTranslatef(2.0, 0.0, 0.0);

glRotatef((GLfloat)day, 0.0, 1.0, 0.0);

glColor3f(0.0, 0.0, 1.0);

glutWireSphere(0.2, 10, 8);

glPopMatrix();

glutSwapBuffers(); }

void Reshape(int w, int h) {

glClearColor(0.0, 0.0, 0.0, 0.0);

glShadeModel(GL_FLAT);

glViewport(0, 0, (GLsizei)w, (GLsizei)h);

glMatrixMode(GL_PROJECTION);

glLoadIdentity();

gluPerspective(60.0, (GLfloat)w/(GLfloat)h, 1, 20);

glMatrixMode(GL_MODELVIEW);

glLoadIdentity();

gluLookAt(0, 0, 5, 0, 0, 0, 0, 1, 0);}
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void Keyboard (unsigned char key, int x, int y) {

switch (key) {

case 'd':

day+=10; //(day + 10) % 360;

glutPostRedisplay(); break;

case 'D':

day-=10; //(day - 10) % 360;

glutPostRedisplay(); break;

case 'y':

year+=5; //(year + 5) % 360;

glutPostRedisplay(); break;

case 'Y':

year-=5; //(year - 5) % 360;

glutPostRedisplay(); break;

case 27:

exit(0); break;

default: break; }}

int main(int argc, char** argv) {

glutInit(&argc, argv);

glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGB);

glutInitWindowSize(400, 400);

glutInitWindowPosition(100, 100);

glutCreateWindow("Solar System");

glutDisplayFunc(Sun);

glutReshapeFunc(Reshape);

glutKeyboardFunc(Keyboard);

glutMainLoop();}
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The End Summary of Lecture Twelve

T.Mariah Khayat

Adham University College

mskhayat@uqu.edu.sa

mailto:mskhayat@uqu.edu.sa

