KomnbroTepHas
rpacdoumka

nexkuums 8



CTpyKTYypbl

struct vertex3 { GLdouble x, vy, z; };
/[ CTpyKTypa ONA BEPLUUHDGI

struct color3 { GLdouble r, g, b; };
/[ CTpyKTypa Onga useta

struct tvertex2 { GLfloat x, v; };
/[ CTpyKTypa Onga TEKCTYPHOW KOOpAMHATLI



CTpyKTYypbl
struct line2 { unsigned int p1, p2; };

/[ CTpyKTYypa ONa NUHUN

struct triangle3 { unsigned int p1, p2, p3; };
/[ CTpyKTypa Onga TpeyrosisHOW rpaHu

struct quad4 { unsigned int p1, p2, p3, p4; };
/[ CTpyKTypa ONA YETLIPEXYTONbHON rpaHn



CDyHKLI,I/II/I ANna CTPYKTYP
/| co3gaHne CTPYKTYpbl BEKTOPA
vertex3 vertex(GLdouble x, GLdouble y, GLdouble z) {
vertex3result={x,y, z };
return result;

// co3paHne CTpPYKTypbl LUBeTa

color3 color(GLdouble r, GLdouble g, GLdouble b) {
color3result={r,g, b };
return resuilt;



CDyHKLI,I/II/I ANna CTPYKTYP

// co3gaHmne CTPYKTYpbl TEKCTYPHOW KOOpAMHATLI
tvertex2 tvertex(float x, float y)
{

tvertex2tv={x,y};

return tv;
}
/| cospaHmne CTPYKTYpbl NINMHUA
line2 line(int p1, int p2)
{

line2 I;

l.p1 = p1; l.p2 = p2;

return |;



CDyHKLI,I/II/I Ana CTPYKTYP

// co3paHmne CTPYKTYpbl TPEYroribHUKa
triangle3 triangle(int p1, int p2, int p3)
{

triangle3 t;

t.p1 =p1;tp2=p2; tp3 =p3;

return ft;
}
// co3paHmne CTPYKTYpPbl YETbIPpEXYronbHUKA
quad4 quad(int p1, int p2, int p3, int p4)
{

quad4 q;

q.p1 =p1; 9.p2 = p2; q.p3 = p3; q.p4 = p4;

return q;



Knacc ltem

class Item { // 6basoBbIN Knacc

protected:

vertex3 pos; vertex3 angle; color3 color; float size;

public:

ltem();

virtual void Draw(); // pucoBaHue

virtual void Init(); // nHUUnanmsauna

void SetSize(float size); // yctaHoOBKa pa3mepa
void SetPos(vertex3 pos); // yctaHOBKa no3nuumu
void SetAngle(vertex3 angle); // yctaHoBka yrna
void SetColor(color3 color); // yctaHOBKa LBeTa
void Rotate(); // nppumeHeHne nosBopoTa



Knacc ltem

ltem::ltem()

{
pos.x = 0; pos.y = 0; pos.z = 0;
angle.x = 0; angle.y = 0; angle.z = 0;
color.r = 1; color.g = 1; color.b = 1;
size = 1;

I3

void Item::Draw(){}

void Item::Init(){}

void Item::SetSize(float size)

{

this->size = size;



Knacc ltem

void ltem::SetPos(vertex3 pos)

{

this->pos = pos;

}

void ltem::SetAngle(vertex3 angle)

{

this->angle = angle;

}

void Item::SetColor(color3 color)

{

this->color = color;



Knacc ltem

void Iltem::Rotate()

{

glTranslated(pos.x, pos.y, pos.z);
glRotated(angle.x, 1, 0, 0);
glRotated(angle.y, 0, 1, 0);
glRotated(angle.z, 0, O, 1);
glTranslated(-pos.x, -pos.y, -p0s.z);



Knacc Point

class Point : public Item

{
public:

Point(vertex3 pos, color3 color, float size);
virtual void Draw();

X

Point::Point(vertex3 pos, color3 color, float size):ltem()

{
SetPos(pos); SetColor(color); SetSize(size);



Knacc Point

void Point::Draw()

{
glPointSize(size);
glColor3d(color.r, color.g, color.b);
glPushMatrix();
glTranslated(pos.x, pos.y, pos.z);
glBegin(GL_POINTS);
glVertex3d(0, 0, 0);
glEnd();
glPopMatrix();



Knacc Line

class Line : public Point {
protected:

vertex3 pos2;

color3 color2;

public:
// KOHCTPYKTOP C KoOpaMHaTamMmu, LBETOM U pa3Mepom
Line(vertex3 pos1, vertex3 pos2, color3 color, float size);

// KOHCTPYKTOP C KoopAuHaTamMmu, AByMS LLBETAMU U pa3MePOM

Line(vertex3 pos1, vertex3 pos2, color3 color, color3 color2,
float size);

virtual void Draw();

X



Knacc Line

Line::Line(vertex3 pos1, vertex3 pos2, color3 color, float size)
:Point(pos1, color, size)
{

this->pos2 = pos2;

color2 = color;

}

Line::Line(vertex3 pos1, vertex3 pos2, color3 color, color3
color2, float size) : Point(pos1, color, size)

{
this->pos2 = posZ;
this->color2 = color2;



Knacc Line

void Line::Draw()
{
glPushMatrix();
Rotate();
glLineWidth(size);
glBegin(GL_LINES);
glColor3d(color.r, color.g, color.b);
glVertex3d(pos.x, pos.y, pos.z);
glColor3d(color2.r, color2.g, color2.b);
glVertex3d(pos2.x, pos2.y, pos2.z);
glEnd();
glPopMatrix();



Knacc Triangle

class Triangle : public Line
{
protected:
vertex3 pos3;
color3 color_3;
public:
// KOHCTPYKTOP C KoopAMHaTamMu, LBETOM U pa3MepoMm

Triangle(vertex3 pos1, vertex3 pos2, vertex3 pos3, color3
color);

// KOHCTPYKTOP C KoOpAMHaTamu, TpeMs LBeETaMn 1 pasMepom

Triangle(vertex3 pos1, vertex3 pos2, vertex3 pos3, color3
color, color3 color2, color3 color_3);

virtual void Draw();



Knacc Triangle

Triangle::Triangle(vertex3 pos1, vertex3 pos2, vertex3 pos3,
color3 color) :Line(pos1, pos2, color, size)

{
this->pos3 = pos3;
color_3 = color;

Triangle::Triangle(vertex3 pos1, vertex3 pos2, vertex3 pos3,
color3 color, color3 color2, color3 color_3) :Line(pos1, pos2,
color, color2, size)

this->pos3 = pos3; this->color 3 = color_3;



Knacc Triangle

void Triangle::Draw()
{ glPushMatrix();
Rotate();
glBegin(GL_TRIANGLES);
glColor3d(color.r, color.g, color.b);
glVertex3d(pos.x, pos.y, pos.z);
glColor3d(color2.r, color2.g, color2.b);
glVertex3d(pos2.x, pos2.y, pos2.z);
glColor3d(color_3.r, color_3.g, color_3.b);
glVertex3d(pos3.x, pos3.y, pos3.z);
glEnd();
glPopMatrix();



Knacc Quad

class Quad : public Triangle
{
protected:
vertex3 pos4; color3 color4;
public:
// KOHCTPYKTOP C KooOpAMHaTamu, LBETOM U pa3sMepom

Quad(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color);

// KOHCTPYKTOP C KoopanHaTtamu, 4mMa LUBeTamMn 1 pasmepom

Quad(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, color3 color2, color3 color 3, color3
color4);

virtual void Draw();



Knacc Quad

Quad::Quad(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color) :Triangle(pos1, pos2, pos3, color)

{
this->pos4 = pos4,
color4 = color;

Quad::Quad(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, color3 color2, color3 color_3, color3
color4) :Triangle(pos1, pos2, pos3, color, color2, color 3)

this->pos4 = pos4;
this->color4 = color4;



Knacc Quad
void Quad::Draw()

{ glPushMatrix(); Rotate();

glBegin(GL_QUADS);
glColor3d(color.r, color.g, color.b);
glVertex3d(pos.x, pos.y, pos.z);
glColor3d(color2.r, color2.g, color2.b);
glVertex3d(pos2.x, pos2.y, pos2.z);
glColor3d(color_3.r, color_3.g, color_3.b);
glVertex3d(pos3.x, pos3.y, pos3.z);
glColor3d(color4.r, color4.g, color4.b);
glVertex3d(pos4.x, pos4.y, pos4.z);

glEnd();

glPopMatrix();



Knacc QuadT

class QuadT : public Quad
{
protected:
tvertex2 tv1, tv2, tv3, tv4;
string name_texture;
public:

QuadT(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, string name_texture);

QuadT(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, string name_texture, tvertex2 tv1, tvertex2
tv2, tvertex2 tv3, tvertex2 tv4);

virtual void Draw();



Knacc QuadT

QuadT::QuadT(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, string name_texture) :Quad(pos1, pos2, pos3,
pos4, color)

{
this->name_texture = name_texture;
this->tv1 = tvertex(0, 0); this->tv2 = tvertex(0, 1);
this->tv3 = tvertex(1, 1); this->tv4 = tvertex(1, 0);
}

QuadT::QuadT(vertex3 pos1, vertex3 pos2, vertex3 pos3, vertex3
pos4, color3 color, string name_texture, tvertex2 tv1, tvertex2 tv2,
tvertex2 tv3, tvertex2 tv4) :Quad(pos1, pos2, pos3, pos4, color)

this->name_texture = name_texture;
this->tv1 = tv1; this->tv2 = tv2;
this->tv3 = tv3; this->tv4 = tv4;



Knacc QuadT

void QuadT::Draw()

{
glPushMatrix();
Rotate();
int tindex = SCENE::getTexturelndex(name_texture);
glEnable(GL_TEXTURE_2D);
glBindTexture(GL_TEXTURE_2D, tindex);
glBegin(GL_QUADS);
glTexCoord2f(tv1.x, tv1.y);
glColor3d(color.r, color.g, color.b);
glVertex3d(pos.x, pos.y, pos.z);



Knacc QuadT

glTexCoord2f(tv2.x, tv2.y);
glColor3d(color2.r, color2.g, color2.b);
glVertex3d(pos2.x, pos2.y, pos2.z);
glTexCoord2f(tv3.x, tv3.y);
glColor3d(color_3.r, color_3.g, color_3.b);
glVertex3d(pos3.x, pos3.y, pos3.z);
glTexCoord2f(tv4.x, tv4.y);
glColor3d(color4.r, color4.g, color4.b);
glVertex3d(pos4.x, pos4.y, pos4.z);
glEnd();

glPopMatrix();
glDisable(GL_TEXTURE_2D);



Knacc ltem3D

class Item3D : public Item

{

protected:
Int tindex;
int drawtype,;

vector <vertex3> points;

vector <line2> lines;

vector <triangle3> triangles;

vector <quad4> quads;
public:

ltem3D();

~ltem3D();

virtual void Draw();



Knacc ltem3D
ltem3D::ltem3D():Item()

{
tindex = -1;
drawtype = 0;
I3

ltem3D::~ltem3D()
{
points.clear();
lines.clear();
quads.clear();
triangles.clear();



Knacc ltem3D
void Item3D::Draw()

{
glPushMatrix();
Rotate();
if ((drawtype==0)) // pucoBaHne TOMbKO TOYKaMU
for (unsigned i = 0; i<points.size(); i++)
DrawPoint(points]i], 10, color);

iIf ((drawtype==1)) // pucoBaHne TONbLKO NMNHUAMU
for (unsigned i = 0; i<lines.size(); i++)
DrawLine(points[lines[i].p1], points[lines[i].p2], color, 2);



Knacc ltem3D

if ((drawtype==2)) // pucoBaHune TpeyrosisHMKamm u
YyeTblpexyrornbHUKamu

{
for (unsigned i = 0O; i<triangles.size(); i++)
DrawTriangle(points[triangles[i].p1],

points[triangles]i].p2],
points[triangles]i].p3], color);
for (unsigned i = 0; i<quads.size(); i++)

DrawQuad(points[quads[i].p1], points[quads[i].p2],
points[quads|i].p3],points[quads][i].p4], color);



Knacc ltem3D

if ((drawtype==3)) // pucoBaHune TEKCTYpPUPOBaAHHbLIMU
TPEeyronbHMKaMmn N YeTbIPEXYroSIbHUKaMM

{
for (unsigned i = 0; i<triangles.size(); i++)

DrawTriangleT(points[triangles[i].p1], points[triangles]i].p2],
points[triangles]i].p3], clWhite,

tvertex(0, 0), tvertex(0.5, 1), tvertex(1, 0), tindex);
for (unsigned i = 0; i<quads.size(); i++)

DrawQuadT(points[quads]i].p1], points[quads]i].p2],
points[quads]i].p3], points[quads]i].p4],

clWhite, tindex);

!
glPopMatrix();
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Co3gaHune Kyba no 8 Toykam




Knacc Kub
class Kub : public Item3D

{
public:
Kub(vertex3 pos, float size, int drawtype, int tindex);

Kub(vertex3 pos, float size, color3 color, int drawtype, int
tindex);

Kub(vertex3 pos, float size, color3 color, vertex3 angle, int
drawtype, int tindex);

void Init();



Knacc Kub

Kub::Kub(vertex3 pos, float size, int drawtype, int
tindex):ltem3D()

{
SetPos(pos);
SetSize(size);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Kub

Kub::Kub(vertex3 pos, float size, color3 color, int drawtype, int
tindex) :Item3D()

{
SetPos(pos); SetSize(size); SetColor(color);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Kub

Kub::Kub(vertex3 pos, float size, color3 color, vertex3 angle, int
drawtype, int tindex) :ltem3D()

{
SetPos(pos);
SetSize(size);
SetColor(color);
SetAngle(angle);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Kub
void Kub::Init()

{
GLdouble x0 = pos.x-size/2, y0 = pos.y-size/2, z0 = pos.z-size/2,;
GLdouble dx = size, dy = size, dz = size;

points.push_back(vertex(x0, y0, z0));
x0 + dx, y0, z0));
x0 + dx, y0 + dy, z0));

X0, y0 + dy, z0));

points.push_back(vertex
points.push_back(vertex

AN N N N

points.push_back(vertex

points.push_back(vertex(x0, y0, z0 + dz));
points.push_back(vertex(x0 + dx, y0, z0 + dz));
points.push_back(vertex(x0 + dx, yO + dy, z0 + dz));
points.push_back(vertex(x0, yO + dy, z0 + dz));



Knacc Kub
lines.push_back(line(0, 1)); lines.push_back(line(1, 2));

lines.push_back(line(2, 3)); lines.push_back(line(0, 3));

(line( ( ),
(line(2, 3) ( );
lines.push_back(line(4, 5)); lines.push_back(line(5, 6));
lines.push_back(line(6, 7)); lines.push_back(line(4, 7));
lines.push_back(line(0, 4)); lines.push_back(line(1, 3));
lines.push_back(line(2, 6)); lines.push_back(line(3, 7));

quads.push_back(quad(0, 3, 2, 1
quads.push_back(quad(1, 2, 6, 5
(quad(5, 6, 7, 4
(
(
(

guads.push_back ;
quads.push_back(quad(4, 7, 3, 0
quads.push_back(quad(2, 3, 7, 6

quads.push_back(quad(1, 0, 4, 5

H]

N @ N’ e N N N’
vvvvvv

J



Knacc Kub




Knacc Shere

class Shere : public Item3D

{
public:
Shere(vertex3 pos, float size, int drawtype, int tindex);

(
Shere(vertex3 pos, float size, color3 color, int drawtype, int
tindex);

Shere(vertex3 pos, float size, color3 color, vertex3 angle, int
drawtype, int tindex);

void Init();



Knacc Shere

Shere::Shere(vertex3 pos, float size, int drawtype, int
tindex):ltem3D()

{
SetPos(pos);
SetSize(size);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Shere

Shere::Shere(vertex3 pos, float size, color3 color, int drawtype,
int tindex) :ltem3D()

{
ltem3D();
SetPos(pos);
SetSize(size);
SetColor(color);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Shere

Shere:.Shere(vertex3 pos, float size, color3 color, vertex3 angle,
int drawtype, int tindex) :ltem3D()

{
ltem3D();
SetPos(pos);
SetSize(size);
SetColor(color);
SetAngle(angle);
this->tindex = tindex;
this->drawtype = drawtype;
Init();



Knacc Shere
void Shere::Init()

{
inti=0,j,],k=0,q9=0; foat a, b; float R =size/ 2;
int N = 20; float da = 2 * 3.1415f / (N); float x, v, z;

/[ dbopmupoBaHue Tovek

for (I =0;1<=N; I[++)

for j =0;j<N;j++)

{ a=j*da; b=I"da/?2

X = R * sin(a)*sin(b);
y = - R * cos(b);
z = R * cos(a)*sin(b);
points.push_back(vertex(x + pos.x, y + pos.y, z + p0s.z));

}



Knacc Shere

/| popMmnpoBaHNE ropn3oHTarbHbIX JIMHUA
for (I = 0; | <N; [++)

{
for =0;j<N-1;j++)
{
lines.push_back(line(j + I*N, j + 1 + I*N));
!
lines.push_back(line(I*N, N - 1 + I*N));
}

/| popMmnpoBaHNE BEPTUKATbHbLIX JIMHUN
for(I=0;1<N-1; [++)
for j =0;j <N; j++)
lines.push_back(line(j + I"N, j + N + I*N));



Knacc Shere

/[ popmMmnpoBaHnE NoOUroHoB
floatdy = 1.f/ N; floatdx = 1.f/N;
for j = 0;j<N;jt++)
{
for (I=0; 1 <N; [++)
{
intp1 =1+ j*N, p2=1+ N +j*N,
p3=1+N+1+]*N,p4d=1+1+j*N;
if(1==N-1) { p3-=N; p4-=N; }

quads.push_back(quad(p1, p2, p3, p4));



Knacc Shere

tvertex2 tv1 = tvertex(l*dx, j*dy);
tvertex2 tv2 = tvertex(I*dx, j*dy + dy);
tvertex2 tv3 = tvertex(I*dx + dx, j*dy + dy);
tvertex2 tv4 = tvertex(l*dx + dx, j*dy);
tvertexs.push_back(texture(tv1, tv2, tv3, tv4, tindex));

}



Knacc Sphera




CosgaHue nupammabl No 5 ToYKam




Knacc Piramida




Knacc Cilindr




Knacc TexturesList

class TexturesList
{
vector<string> textures_names;
vector<GLuint> textures_index;
public:
void LoadTexture(string name, string type = "omp");
GLuint getTexturelndex(string name);

X



Knacc TexturesList

void TexturesList::Load Texture(string name, string type)
{

int i = textures_index.size();

GLuint value;

if (strcmp(type.c_str(), "bmp") ==0)
LoadBMP(&value, (char *)name.c_str());

if (stremp(type.c_str(), "tga") == 0)
LoadTGA(&value, (char *)name.c_str());

textures_index.push_back(value);

textures _names.push_back(name);



Knacc TexturesList

GLuint TexturesList::getTexturelndex(string name)
{
If (textures_names.size()>0)
for (unsigned i = 0; i<textures _names.size(); i++)
if (textures_namesJi].compare(name)==0)
return textures_index]i];

return -1;



Knacc SCENE
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Knacc SCENE

static TexturesList * textures;
using namespace std,;
class SCENE
{
std::vector<ltem *> items;
public:
SCENE();
~SCENE();
void Init();
void Draw();
static GLuint getTexturelndex(string name);
void InitLight();
void SetLight();



Knacc SCENE

SCENE::SCENE()

{
Init();

}

SCENE::~SCENE()
{
for (unsigned i = 0; i<items.size(); i++)
delete items]i];
items.clear();

}



Knacc SCENE

void SCENE::Init()
{

textures = new TexturesList();

textures->LoadTexture("wall1.bmp");
textures->LoadTexture("wall2.omp");
textures->LoadTexture("Grass32.bomp");

items.push_back(new Line(vertex(-10, O, 0), vertex(10, 0O, 0),
color(1, 1, 1), 1));

K
1)
items.push_back(new Line(vertex(0, -10, 0), vertex(0, 10, 0),
color(1, 1, 1), 1));
K

items.push_back(new Line(vertex(0, 0, -10), vertex(0, 0, 10),
color(1, 1, 1), 1));



Knacc SCENE

// points

items.push_back(new Point(vertex(0, 0, 0), color(1, 1, 1), 10));

( (0, 1, 0), color(1, 0, 0), 5));

items.push_back(new Point(vertex(O, -1, 0), color(1, 0, 0), 5));

items.push_back(new Point(vertex(1, 0, 0), color(0, 1, 0), 5));
( (- o)

);

items.push_back(new Point(vertex

items.push_back(new Point(vertex(-1, O 0), color(0, 0, 1),

/[ triangles

items.push_back(new Triangle(vertex(-0.5, 0.2, 0), vertex(0,
0.5, 0), vertex(0.5, 0.2, 0), color(0, 1, 0)));
items.push_back(new Triangle(vertex(-0.5, -0.2, 0), vertex(0, -
0.5, 0), vertex(0.5, -0.2, 0), color(1, 0, 0), color(0, 1, 0),
color(0, 0, 1)));



Knacc SCENE

// quads

Quad * quad = new Quad(vertex(-2, -2, 0), vertex(-2, -1, 0),
vertex(-1, -1, 0), vertex(-1, -2, 0), color(1, 0, 0));

quad->SetAngle(vertex(0, 0, 45));

items.push_back(quad);

items.push_back(new Quad(vertex(-2, 2, 0), vertex(-2, 1, 0),
vertex(-1, 1, 0), vertex(-1, 2, 0), color(1, 0, 0), color(0, 1, 0),
color(0, O, 1), color(0, 1, 1)));



Knacc SCENE

// quadst

items.push_back(new QuadT(vertex(1, 1, 0), vertex(1, 2, 0),
vertex(2, 2, 0), vertex(2, 1, 0), color(1, 1, 1), "wall1.bmp",
tvertex(0, 0), tvertex(0, 1), tvertex(1, 1), tvertex(1, 0)));

items.push_back(new QuadT(vertex(1, 2, 0), vertex(1, 3, 0),
vertex(2, 3, 0), vertex(2, 2, 0), color(1, 0, 0), "wall1.bmp",
tvertex(0, 0), tvertex(0, 0.5), tvertex(0.5, 0.5), tvertex(0.5, 0)));

items.push_back(new Kub(vertex(1, 0, 0), 1, color(1, 1, 1), 1, 0));

items.push_back(new Shere(vertex(3, 0, 0), 2, color(1, 1, 1), 1,
0));

}



Knacc SCENE

GLuint SCENE::getTexturelndex(string name)
{

return textures->getTexturelndex(name);



Knacc SCENE

void SCENE::Draw()
{

for (unsigned i = 0; i<items.size(); i++)
itemsi]->Draw();

glLoadldentity();
glTranslated(0, 3, 0);

CalcFPS();
DrawFPS();
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[lononHUTenbHble CTPYKTYPHLI
struct texture4 { tvertex2 t1, t2, t3, t4; GLuint index; };

[/ CTpyKTypa ONA TEKCTYPbI C 4 TEKCTYPHbLIMU
KoopanHaTaMn 1 UHOEKCOM TEKCTYpbI

// co3gaHune CTPYKTYPbl TEKCTYPbI

texture4 texture(tvertex2 t1, tvertex2 12, tvertex2 {3,
tvertex2 t4, GLuint index)

{
texture4 tv = {11, t2, t3, t4, index]};

return tv;



OyHKUMA pUcoBaHMUSA
TEKCTYPUPOBAHHOIO YETbIPEXYronbHUKa

void DrawQuadT(vertex3 v1, vertex3 v2, vertex3 v3, vertex3 v4,
texture4 t,color3 color)
{ glEnable(GL_TEXTURE_2D);
glColor3d(color.r, color.g, color.b);
glBindTexture(GL_TEXTURE_ 2D, t.index);
glBegin(GL_QUADS);
glTexCoord2f(t.t1.x, t.t1.y); glVertex3d

H

v1l.x,vl.y, vl.z

( )
glTexCoord2f(t.t2.x, t.t2.y); glVertex3d(v2.x, v2.y, v2.z);
glTexCoord2f(t.t3.x, t.t3.y); glVertex3d(v3.x, v3.y, v3.z);
glTexCoord2f(t.t4.x, t.t4.y); glVertex3d(v4.x, v4.y, v4.z);

glEnd();
glDisable(GL_TEXTURE_2D); }



Knacc Box

/| TEKCTYypupoBaHHada KOpobKka C pasHbIMU TEKCTYpaMu Ha 6TH
rpaHsaX

class Box : public Kub
{
texture4 masT[0];
vertex3 masP|8];
public:
Box(vertex3 pos, float width, float height, float length,

textured t1, textured t2, texture4 t3, textured t4, texture4 t5,
texture4 16);

void Draw();



Knacc Box

Box::Box(vertex3 pos, float width, float height, float length,
textured t1, textured 12, textured t3, texture4d t4, texture4 t5,

texture4 16):Kub(pos, width, 0, 0)

masT[0] = t1;masT[1] = 12;
masT[2] = t3;masT[3] = t4;
masT[4] = t5;masT[9] = t6;

masP[0] = vertex(pos.x - width / 2, pos.y - height / 2, pos.z -
length / 2

(
)
masP[1] = vertex(pos.x + width/2, pos.y - height/ 2, pos.z -
)
(

length / 2

masP[2] = vertex(pos.x + width / 2, pos.y + height / 2, pos.z -
length / 2);



Knacc Box

masP[3] = vertex(pos.x - width / 2, pos.y + height / 2, pos.z -
length / 2

(
)
masP[4] = vertex(pos.x - width / 2, pos.y - height / 2, pos.z +
)
(

length / 2

masP[5] = vertex(pos.x + width / 2, pos.y - height / 2, pos.z +
length / 2);

masP[6] = vertex(pos.x + width / 2, pos.y + height / 2, pos.z +
length / 2);

masP[7] = vertex(pos.x - width / 2, pos.y + height / 2, pos.z +
length / 2);



Knacc Box

void Box::Draw()

{ /| panbHAA cTeHa
DrawQuadT(masP[0], masP[3], masP[2], masP[1], masT[0]);
/] BEPX
DrawQuadT(masP[7], masP[3], masP[2], masP[6], masT[1]);
/[ HN3
DrawQuadT(masP[4], masP[0], masP[1], masP[5], masT[2]);
// nepenHaAs cTeHa
DrawQuadT(masP[4], masP[7], masP[6], masP[5], masT[3]);
// neBas cTeHa
DrawQuadT(masP[0], masP[3], masP[7], masP[4], masT[4]);
// NnpaBasi cTeHa
DrawQuadT(masP[1], masP[2], masP[6], masP[5], masT[5]);
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BblyncneHmne Hopmanu

// Bo3BpallaeT BEKTOp, NepneHanKynspHbi 2mM nepegaHHbIM.
vertex3 Cross(vertex3 v1, vertex3 v2)
{
vertex3 vNormal;
vNormal.x = ((v1.y * v2.z) - (v1.z * v2.y));
vNormal.y = ((v1.z * v2.xX) - (v1.x * v2.2));
vVNormal.z = ((v1.x * v2.y) - (v1.y * v2.X));
return vNormal;
}
// BO3BpaLlaeT BeNn4nHy Hopmanm
float Magnitude(vertex3 vNormal)
{ return (float)sgrt((vNormal.x * vNormal.x) +
(vNormal.y * vNormal.y) + (vNormal.z * vNormal.z));



BblyncneHmne Hopmanu

// BO3BpalLlaeT HopMann3oBaHHbLIN BEKTOP (C ANMUHHON 1)
vertex3 Normalize(vertex3 vNormal)
{
float magnitude = Magnitude(vNormal);
vNormal.x /= magnitude;
vNormal.y /= magnitude;
vNormal.z /= magnitude;
return vNormal;
}
// Bo3BpallaeT BEKTOp MexXay 2Ms TOHYKaMM.
vertex3 Sub(vertex3 v1, vertex3 v2)

{

return vertex(v1.x - v2.x, v1.y - v2.y, v1.z - v2.z);



BblyncneHmne Hopmanu

// BosBpaliaeT CymMy BEKTOPOB.
vertex3 Sum(vertex3 v1, vertex3 v2)

{

return vertex(v1.x + v2.x, v1.y + v2.y, v1.z + v2.2);
}
// BoaBpallaet HopmMmarnb Mo TPEM TOYKaM
vertex3 Normal(vertex3 v1, vertex3 v2, vertex3 v3)
{
vertex3 V1 = Sub(v3, v1); vertex3 V2 = Sub(v2, v1);
vertex3 vNormal = Cross(V1, V2);
vNormal = Normalize(vNormal);
return vNormal;



PucoBaHue 4YeTbipexyroribH1UKa ¢ HopmManamm

void DrawQuadT(vertex3 v1, vertex3 v2, vertex3 v3, vertex3 v4,
tvertex2 tv1, tvertex2 tv2, tvertex2 tv3, tvertex2 tv4,
color3 color, GLuint texture)
{ glEnable(GL TEXTURE_ 2D);
glColor3d(color.r, color.g, color.b);
glBindTexture(GL_TEXTURE_2D, texture);
glBegin(GL_QUADS);
vertex3 n = Normal(v1, v2, v3);
glNormal3d(n.x, n.y, n.z);
glTexCoord2f(tv1.x, tv1.y); glVertex3d(v1.x, v1.y, v1.z);
glTexCoord2f(tv2.x, tv2.y); glVertex3d(v2.x, v2.y, v2.z);
glTexCoord2f(tv3.x, tv3.y); glVertex3d(v3.x, v3.y, v3.z);
glTexCoord2f(tv4.x, tvd.y); glVertex3d(v4.x, v4.y, v4.z);
glEnd();
glDisable(GL_TEXTURE_2D);



