Co3ngaem 3D-moaoenb

(KyOUK C TEKCTypoUu Kybuka
Pybuka)



‘ 0 —
Cospgaamm 3D-mopenb Kyba, LEHTP KOTOPOro HaxXOAMUTCS B HaYane KoopauHar,

a OJIMHa rpaHu paBHa 2 eguHULAM (Tak NpoLLe BbIYUCIIATE KOOPANHATbLI BCEX
BEPLUUH).

Obxopn BepwuH byaem genatb NPOTUB YaCOBOW CTPESIKN, YTOOLI rpaHn Kyba
ObInn NULUEBLIMW.



" EE———
[MogrotoBuM TEKCTYpPY (TEKCTypa npukpensieHa Huxe) pasmepom 512x1024

nukcenen B popmare BMP (Paint Bam B nomoulb). Haxogmm KoopauHaThl
BepLUNH Byayuien TekcTypbl (onaTe Paint Bam B nomMoLLb).

(335.0) (506.0)

(164.170) (335.170)

(506.170)

(678.170)

(850.170)

(164,342) (335.342) (506.342)  (678.342) (850,342)

(335,512) (506, 512)



[MpucTynaem K HanMcaHuo NpPorpaMmsbl.

#include <iostream>
#include <math.h>
#include <windows.h>
#include <GL/gl.h>
#include <GL/glu.h>
#include "glaux.h"
using namespace std;

#pragma comment (lib,"opengl32.1ib")
#pragma comment (lib,"glu32.1lib")
#pragma comment (lib, "glaux.lib")

//#pragma comment (lib, "legacy stdio definitions.lib")//
PaCKOMEHTHMPOBATEL NJjisi Bepcui Brme VS12



GLuint texture[l];// Maccure pOnsi XpaHeHUsT UMHIEKCOB TEKCTYP

//®yHKIMS »OJIsT BarPy3KM TEeKCTYP

void LoadBMP (GLuint* texture, const char* filename)

{
AUX RGBImageRec* txt;
txt = auxDIBImageload (filename) ;
glGenTextures (1, texture);
glBindTexture (GL_TEXTURE 2D, *texture)
glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE MAG FILTER, GL_ LINEAR);
glTexParameteri (GL_TEXTURE 2D, GL_TEXTURE MIN FILTER, GL_ LINEAR);
glTexImage2D (GL_TEXTURE 2D, 0, 3, txt->sizeX, txt->sizeY, O,
GL_RGB, GL_UNSIGNED BYTE, txt->data);
delete txt;



void CALLBACK resize(int width,int height)
{
glViewport (0, 0, width, height);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity () ;
gluPerspective (45.0, (GLfloat)width / height, 1.0, 1000.0);
gluLookAt( 0,0,10, 0,0,0, 0,1,0 )
glMatrixMode (GL_MODELVIEW) ;



float tx1=0,tyl=0,tx2=0,ty2=0,tx3=0,ty3=0,tx4=0,ty4=0;// lepemMeHnH:le (TnoBanLHmE)
OJISI XpPaHeHMsI TeKCTYPHHX KOOPOMHAT (BynyT BHUMUCISITHECSI OJISI KaxOoM I'PaHM)

//®yHKIMST PUCOBaAHMUSI I'PaHM
void DrawQuadT (float x1, float yl, float zl, float x2, float y2, float z2,
float x3, float y3, float z3, float x4, float y4, float z4)
{
glEnable (GL_TEXTURE 2D);//Paspemenue Ha MCIOJLB3OBaHME TEKCTYP
glBindTexture (GL _TEXTURE 2D, texture[0]);//Bmbop TexcTyps
glBegin (GL_QUADS) ;
glTexCoord2f (tx1l, tyl); glVertex3f(xl, yl, zl);
glTexCoord2f (tx2, ty2); glVertex3f(x2, y2, z2);
glTexCoord2f (tx3, ty3); glVertex3f(x3, y3, z3);
glTexCoord2f (tx4, ty4d); glVertex3f (x4, y4, z4);
glEnd() ;
glDisable (GL TEXTURE 2D);//3anper Ha MCHONBLSOBaHME TEKCTYP



"
®yHKUUA pucoBaHusa Kyouka. Kaxxgyto rpaHb pucyem oTaenbHO, Nepes rpaHbio
BbIYNCMSIEM TEKCTYPHbIE KOOPAMHATLI, BEKTOP HOPMaIuM K NOBEPXHOCTM rpaHMu.

TeKkcTypHble KOOpAMHATLI U KOOpAMHATbLI BEPLUUH rpaHyn 06xoamMm NpoTUB YacOBOM
CTPETKMW.

//dyHKUMS PUCOBaHMSI KybMKa C TEeKCTypoM
void DrawRubik ()
{
//1 - nepepHsis TpaHb
glNormal3d(0,0,1) ;
txl = 335/1024.f;
tyl = (512-342) /512.f;

tx2 = 506/1024.f;

ty2 = tyl;

tx3 = tx2;

ty3 = (512-170)/512.f;
tx4 = tx1;

tyd = ty3;

bprawQuadT(-1,-1,1, 1,-1,1, 1,1,1, -1,1,1);



tx1

//3 — npaBast rpaHm
glNormal3d(1,0,0) ;
506/1024.f;
(512-342) /512.f;
678/1024.f;

tx1

DrawQuadT(1,-1,1,

(512-170) /512.f;

tx4 =

DrawQuadT (-1,-1,-1,

ty3;

(512-170) /512.f;

tx4 =

ty3;

//2 - nmeBass rpaHb
glNormal3d(-1,0,0);
= 164/1024.f;
(512-342) /512.f;
335/1024.f;

tx1;

tx1;

-1,

1,1,

_1/1/

_1,

_1/1/1/

1,1,1);

-1,1,

-1);



//4 — BapgHsas TpaHb
glNormal3d(0,0,-1);

tx1

676/1024 . f;
(512-342) /512.f;
850/1024.f;

(512-170) /512.f;
tx1;
ty3;

DrawQuadT(1,-1,-1, -1,

//5 — BepxHsis T'paHb
glNormal3d(0,1,0) ;

tx1

DrawQuadT(-1,1,1,

335/1024.f;
(512-170) /512.f;
506/1024.f;

ty3;

_11_11

i,1,1, 1,1,

_1,

_1111

_1,

_1111

1,1,

-1);

-1);
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//6 — HUXHSS T'PaHBb
glNormal3d(0,-1,0) ;
txl = 335/1024.f;

tyl = 0;

tx2 = 506/1024.f;

ty2 = tyl;

tx3 = tx2;

ty3 = (512-342)/512.f;
tx4d = tx1;

tyd = ty3;

bprawQuadT(-1,-1,1, 1,-1,1, 1,-1,-1, -1,-1,-1);
}

//®yHKuuss Draw pucyeT BpalamlMics KyO6MuK

void Draw()

{
glLoadIdentity() ;
glRotated (GetTickCount () % 36000 / 10.£, 1, 1, 1);
DrawRubik () ;

}

void CALLBACK display (void)

{
glClear( GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT );
Draw () ; //BrsrBaeM pMCOBaHME Bpalampmerocss kybmumka B display
auxSwapBuffers () ;

}



void main|()

{
auxInitPosition( 0, 0, 600, 600);
auxInitDisplayMode( AUX RGB | AUX DEPTH | AUX DOUBLE ) ;
auxInitWindow( "Glaux Template" ) ;
auxReshapeFunc (resize) ;
auxIdleFunc (display) ;
glClearColor(0.2f, 0.3f, 0.4f, 0.0f);//lBer doHa okHa
glEnable (GL_DEPTH TEST) ;
LoadBMP (&texture[0], "rubik.bmp");//Barpysxa TexcTyps
auxMainLoop (display) ;
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" EEN———
B naHHOM nporpamme HeT ocBelleHusi. Kybuk byaeT BbIrnsaaeTb Tak, Kak

nokasaHo Ha puc.1. Ha puc. 2 yxe nmeetca ognH UCTOYHUK CBETA,
pacnonoXeHHbIW Ha ocun X.

M Glaux Template B Glaux Template




