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#include<windows.h>

#include<GL/glut.h>

void Draw() {

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

gluLookAt(0, 3, 5, 0, 1, 0, 0, 1, 2);

//Lighting Part

GLfloat mat_specular[] = {0, 0, 0, 0};

GLfloat light_position[] = {-1, 0, 0, 0};

glMaterialfv(GL_FRONT, GL_SPECULAR, mat_specular);

glLightfv(GL_LIGHT0, GL_POSITION, light_position);

glEnable(GL_LIGHTING);

glEnable(GL_LIGHT0);

//Ending of the Lighting Part

glColor3f(1.0, 1.0, 1.0);

glutSolidSphere(1.5, 30, 30);

glTranslatef(0.5, 3, 0.0);

glColor3f(0,0,0);

glutSolidTeapot(1);

glFlush(); }

void init() {

glClearColor(1, 0.9, 0.8, 0.0);

glShadeModel(GL_FLAT);

glMatrixMode(GL_PROJECTION);

glLoadIdentity();

glFrustum(-1, 1, -1, 1, 1, 15);

glMatrixMode(GL_MODELVIEW); }

int main() {

glutInitDisplayMode (GLUT_SINGLE | GLUT_RGB);

glutInitWindowSize (500, 500);

glutInitWindowPosition(0,0);

glutCreateWindow("Adding a Light Effects");

init();

glutDisplayFunc(Draw);

glutMainLoop();

return 0; }
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#include<windows.h>
#include<GL/glut.h>
void ChangeSize(int w, int h) { //Change viewing volume and view port.

GLfloat fAspect;
if (h == 0)  //Prevent a divide by zero

h=1;
glViewport(0, 0, w, h); //Set Viewport to window dimensions
fAspect = (GLfloat)w/(GLfloat)h;
glMatrixMode(GL_PROJECTION); //Reset coordinate system
glLoadIdentity();
gluPerspective(35.0f, fAspect, 1.0, 40.0); //Produce the perspective projection
glMatrixMode(GL_MODELVIEW);
glLoadIdentity(); }

void SetupRC() {
GLfloat whiteLight[] = {0.05f, 0.05f, 0.05f, 1.0f};
GLfloat sourceLight[] = {0.25f, 0.25f, 0.25f, 1.0f};
GLfloat lightPos[] = {-10.f, 5.0f, 5.0f, 1.0f};
glEnable(GL_DEPTH_TEST);
glFrontFace(GL_CCW);
glEnable(GL_CULL_FACE);
glEnable(GL_LIGHTING);
glLightModelfv(GL_LIGHT_MODEL_AMBIENT, whiteLight); //Setup and Enable Light 0
glLightfv(GL_LIGHT0, GL_AMBIENT, sourceLight);
glLightfv(GL_LIGHT0, GL_DIFFUSE, sourceLight);
glLightfv(GL_LIGHT0, GL_POSITION, lightPos);
glEnable(GL_LIGHT0);
//Enable color tracking
glEnable(GL_COLOR_MATERIAL);
//Set Material properties to follow glClolor values
glColorMaterial(GL_FRONT, GL_AMBIENT_AND_DIFFUSE);
glClearColor(0.50, 0.50, 0.80, 1.0);

}
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void RenderScene() {

GLUquadricObj *p0bj;

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

glPushMatrix();

glTranslatef(0, -1, -5);

glRotatef(0, 1, 0, 0);

glRotatef(0, 0, 1, 0);

//Draw something

p0bj = gluNewQuadric();

gluQuadricNormals(p0bj, GLU_SMOOTH);

//Main Body

glPushMatrix();

glColor3f(1,1,1);

gluSphere(p0bj, 0.40, 26, 13); //Bottom

glTranslatef(0, 0.55, 0); //Mid Section

gluSphere(p0bj, 0.3, 26, 13);

glTranslatef(0, 0.45, 0); //Head

gluSphere(p0bj, 0.24, 26, 13);

//Eyes

glColor3f(0,0,0);

glTranslatef(0.1, 0.1, 0.21);

gluSphere(p0bj, 0.02, 26, 13);

glTranslatef(-0.2, 0, 0);

gluSphere(p0bj, 0.02, 26, 13);

//Nose

glColor3f(1.0, 0.3, 0.3);

glTranslatef(0.1, -0.12, 0.0);

gluCylinder(p0bj, 0.04, 0, 0.3, 26, 13);

glPopMatrix();

//Hat

glPushMatrix();

glColor3f(0,0,0);

glTranslatef(0, 1.17, 0);

glRotatef(-90.0f, 1, 0, 0);

gluCylinder(p0bj, 0.17, 0.17, 0.4, 26, 13);

//Hat brim

glDisable(GL_CULL_FACE);

gluDisk(p0bj, 0.17f, 0.28, 26, 13);

glEnable(GL_CULL_FACE);

glTranslatef(0.0f, 0.0f, 0.40f);

gluDisk(p0bj, 0.0f, 0.17f, 26, 13);

glPopMatrix();

//Restore the Matrix State

glPopMatrix();

//Buffer swap

glutSwapBuffers(); }

int main() {

glutInitDisplayMode(GLUT_DOUBLE | GLUT_RGB| GLUT_DEPTH);

glutInitWindowSize(400, 600);

glutInitWindowPosition(0,0);

glutCreateWindow("A 3D Snow Man");

glutReshapeFunc(ChangeSize);

glutDisplayFunc(RenderScene);

SetupRC();

glutMainLoop();

return 0; }
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