picking_sample

e
G WD — OO0~ Ul LoD —

//
/) AVEa—RT 5T v A
% S SN A Al = B/ VN

iy

=

/] GLUT~y Z 7 7 A NVDA T )— KR
#include <GL/glut.h>

/] X7 bV ATEHIOFKBL - FEIZ veemath ZEH
#include <Vector3.h>

#include <Point3.h>

#include <Matrix3.h>

#include Matrix4.h>

#include <Color4.h>

#include “vecmath gl.h”

/) BATTGIRA T V=7 b RO FEArir e - RHEB%
#include “0Obj.h”

/) TEERATBAEL - FEE D ER
#define _USE_MATH_DEFINES
#include <math.h>

//

% AT« CLUTDO AJJRERIZBET % 7' v — VAR
[/ 1 AT DEFRD T2 DL

float  camera_yaw = 15.0f; // Yl
float  camera_pitch = -20.0f; // XiilizH
float  camera_distance = 15.0f; // HL» 6

/] ROADRT v T DIbDELL
int drag_mouse_r = 0; // FHARX VB RT

int drag_mouse_1 = 0; // /EARZ 3R

int drag mouse_m = 0; // HARZUNRZ

int last_mouse_x, last_mouse_y; // ff%IZHc4
/] U4 RyDY AR

int win_width, win_height;

"o ) ‘ ‘
;? FTV = FORE « FoRICET S a— K

/] FRMOKMBRET v
Obj * object;

Obj * object_selected;
Vector3f object_size;

/) RICRONLE G OBS Fn)

Vector3f light_pos( 0.0f, 10.0f, 0.0f );

/] O

Colord4f  shadow_color( 0.2f, 0.2f, 0.2f, 0.5f );

/] ATV = NOBERH
s{truct ObjectInfo

/) L - &
Point3f  pos;
Matrix3f ori;

/) BEWATE] (L - 1) & 2 SHEEA IR
Matrix4f frame;

// Wil L TOME (v x> 7O iE)
Point2f  screen_pos;

s
/] BATV s SOES

int num_objects = 0;
ObjectInfo *  objects = NULL;

//
% Yy SBICBIT % 7w — LA

/] ¥y X T T R A ST AR
enum PickModeEnum
PTCK_SCREEN,
PICK_WORLD,
/] B % PHE R
PickModeEnum pick_mode = PTICK_SCREEN;
/) AT V=l FOBRER EBRPOFT V=7 NEF)

int selected_object_no = -1;
/] FT Y= FORFRIER (BRENHONME) (U —/b FEESR COHERO AL
bool enable_slected_point = false;

Point3f selected_point;

/] BRI E %2 75 AT o 1o & EOBHRAY L (7= RERR TOHERO %)
bool enable_eye_line = false;

Point3f eye_line_org;

Vector3f eye_line_vec;

/] IR T NVERTET 208 5 PhORE (7 —/v RERE R TOHERED HAT %))

bool draw_eye_line = false;

//
% =R S %
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113
114
115/ . B
116|// &A7 Y =7 ~OHHE EONE % 5
1171//

H3 \Eoid UpdateObjectProjection()

119
120 /] T REERDND T A T IR~ DO EWITHIRHRES N TN D b0 LTS
121
122 // R

123 Point3d projected_pos;
124
125 // OpenGL DZEHFTH % Hiis

126 double model_view matrix[ 16 ]

127 double projection_matrix[ 16 J;

128 int viewport_param[ 4 1;

129 glGetDoublev ( GL_MODELVIEW_MATRIX, model_view_matrix );
130 glGetDoublev ( GL_PROJECTION_MATRIX, projection_matrix );
131 glGetIntegerv( GL_VIEWPORT, viewport param );

132

133 /] BA TP r FOFE EOMBEEZFE
134 for ( int i=0; i<num_objects; i++ )

135

136 [/ ABBOAT Y s N OWERE G
137 ObjectInfo * obj = &objects[ i 1;
138

139 [/ ATV = NOWEE O E G
140 [/ (U= REESR COMEE A7 ) — RIS
141

142 /) ¥ U IR— N

143

144 // obj—>screen_pos.x = ?77;

145 // obj—>screen_pos.y = ?77;

146 }

147}

148

149

150// ‘

151 % Vo ZUE (A7) — U JEER)

152

H3 i{nt PickObjectScreen( int mouse_x, int mouxe_y )
154

155 // @?Rénm)xt D EHIET DIz o, i T o B B

156 /] ATy FOH uu%tvvxugéﬂwﬁﬁ&mbxfﬁﬂ_u FCehid, BRSNZLHET S
157 const float threshold = 20.0f;

158
159 /) BAT V= SO EONE A T ] \ ] -

160 [/ (RFeE, RiEIOFEERD SRS FH SN TORITIVUTHFEOLE L2V, EEEFEZ1T> T\ 5)
161 UpdateObjectProjection() ;

162
163 // ¥ L AR— FEjE
164
165 /] BAT VxS OB EONE (objects[ il sereen _pos) &~ ANEOROEREEFE LT,
166 // BEEEABMELL T T, b~ U ALEIGENAT V= b ERE

167

168 /] BRENTAT V= FO)%F’«F:J&

169 /) = REFEDONNCAT V=7 RBRRWEA T, -1 2R
170
171 return -1;
172}
173
174
175(// N

176 % =M &P EMR O E

177

178 bool) CheckCross ( const Point3f & p0, const Point3f & pl, const Point3f & p2, const Point3f & seg org, const Vector3f & seg vec, Point3f & cross_po
int

1791 1{
180 // ¥ L R— FakE
181
182 S LEMNBRFET DL RVEE LT true KT

183 // A LIRWG AL, false ZiRT

184 /) El, RETDHHEIL, EOMENE% cross_point (ZHEH L CRT
185
186 return false;
1871}
188
189
190|// X

191 % Vo ko JUE (U —L REEIER)

192

H3 i{nt PickObjectWorld( int mouse_x, int mouse_y )
194
195 // OpenGL DZEHFTH % Hiis

196 double model_view matrix[ 16 ];

197 double projection_matrix[ 16 J;

198 int viewport_param[ 4 ];

199 glGetDoublev ( GL_MODELVIEW_MATRIX, model_view_matrix );
200 glGetDoublev ( GL_PROJECTION_MATRIX, projection_matrix );
201 glGetIntegerv( GL_VIEWPORT, viewport param );

202
203 /) = ALEICKET D 3 Rtz o B
204 double wx, wy, wz, dx, dy, dz;

205
206  // MLaHE— kiR A
207 /) BURALE (wx, wy, wz) EHBRASY BV (dx, dy, dz) ZdHE
208 wx = 0.0f;

209 wy = 0.0f;

210 wz = 0.0f;

211 dx = 0.0f;

212 dy = 0.0f;

213 dz = 0.0f;

214

215

216 [/ CREBOMRS (BALE) L HRR7 bV (BT V) ERE
217 Point3f 1line_org;

218 Vector3f line_vec;

219 line org.set( wx, wy, wz );

220 line_vec.set( dx, dy, dz );

221

222 /] By X T EATol b OB~ P ETE (FRR)
223 enable_eye_line = true;
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224 eye_line_org = line_org;

225 eye_line_vec = line_vec;

226 A

227 // R

228 Point3f p0, pl, p2;

229 Point3f cross_point, closest_cross_point;

230 Vector3f vec;

231 bool cross;

232 int dist;

233 )

234 /) B BRIEWAZR DA TV =7 RS LI (BT -1 THIHE)
235 int closeset_object_no = —1;

236 float closest_dist = —1.0f;

237

238 /] ATV =y N EEMOIFEHE

239 for ( int i=0; i<num_objects; i++ )

240

241 const ObjectInfo & obj = objects[ i ];

242

243 /) AT V=7 hOERY 0L ORGEHE

244 Eor (int j=0; j<object—>num_triangles; j++ )
245

246 [/ ZAEOTERESE 2 TS (67 VERR)
247 p0. set ( &object—>vertices[ object—>tri_v_no[ j*3 + 0 ] ].x );
248 pl.set ( &object—>vertices[ object—>tri_v_no[ j*3 + 1 ] ].x );
249 p2. set ( &object—>vertices[ object—>tri_v_nol[ j*3 + 2 ] J.x );
250

251 /) ZFEOTESEE A FHE (VU —b RIEEER)
252 obj. frame. transform( &p0 );

253 obj. frame. transform( &pl );

254 obj. frame. transform( &p2 );

255

256 /)RR & =S O 2 E

257 cross = CheckCross( p0, pl, p2, line org, line vec, cross_point );
258

259 /] ZEFET D56 O

260 if ( cross )

261 A

262 /] R E R OB A R

263 vec. sub( cross_point, line org );

264 dist = vec. length();

265 )

266 [/ B HBNGEWEREZ DA T V= 7 N EF ALk
267 i{f ( ( closeset_object_no == -1 ) || ( dist < closest_dist ) )
268

269 closeset_object_no = i;

270 closest_dist = dist;

271

272 // ZEIROONLE % Gk

273 enable_slected_point = true;

274 selected_point = cross_point;

275 }

276 }

277 }

278 }

279 )

280 /] ATV NRRIRENARDo 2B EIT, REOME TS ST D
281 if ( closeset_object no == -1 )

282 enable_slected_point = false;

283

284 /) BIRENT-AT V=7 bOFBEIET

285 return closeset_object_no;

286}

287

288

289|//

290|// ¥ wx o

291|//

H3 i{nt PickObject( int mouse_x, int mouse_y )

293

294 /) BIRENTRONLE D, RN 7 M OEwE 7 VT
295 enable_slected_point = false;

296 enable_eye_line = false;

297

298 [/ ATV — R CHE

299 if ( pick_mode == PICK_SCREEN )

300 return PickObjectScreen( mouse x, mouse_y );
301

302 /] U =) NEEAE R G E

303 else if ( pick mode == PICK_WORLD )

304 return PickObjectWorld( mouse x, mouse_y );
305

306 /] ATV =l FRBRENEN T HEIT, -1 BT
307 return -1;

308}

309

310

311

312|//

313|// BAF, 7RI T LDAA AL

314|//

315

316

317|// i i

318 % = HIEHE (AT Y2 N aE T X NTELE)

319

H3 \Eoid InitScene( int n )

321

322 /] BAT Y =l b OTFRERMNT D ES UL

323 num_objects = n;

324 if ( lobjects )

325 delete[] objects:

326 objects = new ObjectInfol num_objects 1;

327

328 /) BAT =7 FONE - W& & TS DIRE

329 ObjectInfo * obj = NULL;

330 float yaw, pitch, roll;

331 Matrix3f rot;

332 for ( int i=1; i<num_objects; i++ )

333

334 obj = &objects[ i J;

335 obj—>pos.x = ( (float) rand() / RAND_MAX ) * 10.0f - 5.0f;
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336 obj—>pos.z = ( (float)rand() / RAND_MAX ) * 10.0f - 5.0f;

337 obj—>pos.y = ( (float)rand() / RAND_MAX ) * 5.0f + 0.2f;

338 pitch = ( (float) rand() / RAND_MAX ) #* 0.5f * M_PI - 0.25f * M _PI;
339 yaw = ( (float) rand() / RAND_MAX ) * 2.0f * M_PI;

340 roll = ( (float) rand() / RAND_MAX ) * 0.5f % M_PI - 0.25f * M_PT;
341 obj—>ori. setIdentity();

342 rot. rotZ( roll );

343 obj—>ori.mul ( obj—>ori, rot );

344 rot. rotX( pitch );

345 obj—>ori.mul ( obj—>ori, rot );

346 rot. rotY ( yaw );

347 obj—>ori.mul ( obj—>ori, rot );

348 obj—>frame. set ( obj—>ori, obj—>pos, 1.0f );

349 }

350

351 /) 1DOBOAT V= ME, LTFEICEET 5,

352 objects[ 0 ].pos.set( 0.0f, 0.3f, 0.0f );

353 objects[ 0 ].ori.setIdentity();

354 \ objects[ 0 ].frame.set( objects[ 0 ].ori, objects[ 0 J.pos, 1.0f );
355
356
357
358(//

ggg % F&FASAR D IR % i ]

H3 \Eoid DrawFloor ( float tile_size, int num_x, int num_z, float r0, float g0, float b0, float rl, float gl, float bl )
362
363 int x, z;
364 float ox, oz;
365
366 glBegin( GL_QUADS ) ;

367 gINormal3d( 0.0, 1.0, 0.0 );

368

369 ox = = ( num_x * tile_size ) / 2;

370 for ( x=0; x<num_x; x++ )

371

372 oz = - (num_z * tile_size ) / 2;

373 for ( z=0; z<num_z; z++ )

374

375 if ((&x+2) %2)=0)

376 glColor3f( r0, g0, b0 );

377 else

378 glColor3f( r1, gl, bl );

379

380 glTexCoord2d ( 0.0f, 0.0f );

381 glVertex3d( ox, 0.0, oz );

382 glTexCoord2d ( 0.0f, 1.0f );

383 glVertex3d( ox, 0.0, oz + tile_size );
384 glTexCoord2d ( 1.0f, 1.0f );

385 glVertex3d( ox + tile_size, 0.0, oz + tile_size );
386 glTexCoord2d ( 1.0f, 0.0f );

387 glVertex3d( ox + tile_size, 0.0, oz );
388

389 oz += tile_size;

390 }

391 ox += tile_size;

392

393 glEnd () ;

394}

395

396

397|//

398 % BATIRET L (ObjIEAR) DR OHHE

399

400 \Eoid RenderShadow ( Obj * obj, Matrix4f & mat )
401

402 Matrix4f frame( mat );

403 frame. transpose () ;

404 \ RenderOb jShadow ( obj, &frame.m00, light pos.x, light pos.y, light pos.z, shadow_color.x, shadow color.y, shadow color.z, shadow_color.w );
405

406

407

408|//

409|// T ¥ A bz HiE

4101//

H3 \Eoid DrawTextInformation( int line_no, const char * message )
412

413 if ( message == NULL )

414 return;

415

416 /] SATH A I (WL O RN BUEDTTH 4 3RikE)
417 gIMatrixMode ( GL_PROJECTION ) ;

418 glPushMatrix () ;

419 glLoadIdentity();

420 gluOrtho2D( 0.0, win_width, win_height, 0.0 );
421
422 [/ BT IVE 22— 178 E UL (WIHHE O RN BIE DT % 1)
423 gIMatrixMode ( GL_MODELVIEW ) ;

424 glPushMatrix () ;

425 glLoadIdentity();

426
427 /) LN T 7 e TAT 4 TFATITTD
428 glDisable( GL_DEPTH_TEST )

429 glDisable ( GL_LIGHTING ) ;

430
431 // A=Y O

432 glColor3f( 1.0, 0.0, 0.0 );

433 glRasterPos2i ( 16, 40 + 24 * line_no );

434 for ( int i=0; message[i]!="¥0"; i++ )
435 glutBitmapCharacter ( GLUT_BITMAP_HELVETICA 18, messagel[i] );
436

437 /] BEHRETHET

438 glEnable ( GL_DEPTH_TEST ) ;

439 glEnable ( GL_LIGHTING ) ;

440 glMatrixMode ( GL_PROJECTION ) ;
441 glPopMatrix () ;

442 glMatrixMode ( GL_MODELVIEW ) ;
443 glPopMatrix () ;

444}
445
446
4471//
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448(// WEREEIRC I D 22— Ny 7 B
4491//

H3 \Eoid DisplayCallback( void )

451
452 // WiEZE 7 YT

453 glClear ( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT | GL_STENCIL_BUFFER_BIT ):
454
455 /] BEEATIN R E (U —)v RIS R— T A T RS R)
456 glMatrixMode ( GL_MODELVIEW ) ;

457 glLoadIdentity ()

458 glTranslatef( 0.0, 0.0, — camera_distance );
459 glRotatef ( — camera_pitch, 1.0, 0.0, 0.0 );

460 glRotatef ( — camera_yaw, 0.0, 1.0, 0.0 );

461

462 /] DL & % S

463 float 1lightO_position[] = { light_pos.x, light_pos.y, light_pos.z, 1.0 };
464 glLightfv ( GL_LIGHTO, GL_POSITION, lightO_position );

465

466 /K& TR DR 2 i
467 DrawFloor ( 1.5f, 10, 10, 1.0f, 1.0f, 1.0f, 1.0f, 0.8f, 0.8f );

468

469 /) BATY =7 b ERE

470 for ( int i=0; i<num_objects; i++ )

471 {

472 glPushMatrix () ;

473

474 /] AT V= FOSLE - MEITH &L EWITHIERE (BT NVEESR— T — /L NERER)
475 gIMultMatrixf( objects[ i ].frame );
476

477 /) BRENTWEAT V=7 % HiHE
478 if (i == selected object_no )

479 RenderObJ( object selected );
480 /] EEDAT V= R

481 else

482 RenderObj( object );

483

484 glPopMatrix () ;

485

486 /] ATV =l N ORERE

487 RenderShadow ( object, objects[ i J.frame );
488 }

489

490 [/ BRPUSIZER A

491 if ( enable_slected point )

492 {

493 glPushMatrix () ;

494 glTranslatef ( selected point );

495 glColor3f( 1.0, 0.0, 0.0 );

496 glutSolidSphere ( 0.05f, 16, 16 );
497 glPopMatrix () ;

498 }

499

500 /] BRI X T E T ol L E OB bV (HeB )
501 if ( draw_eye_line && enable_eye_line )

502 {

503 float s = camera_distance * 2.0f;

504 glBegin( GL_LINES );

505 glColor3f( 1.0, 0.0, 0.0 );

506 glVertex3f( eye_ line org );

507 glVertex3f ( eye line org + s * eye_line vec );
508 glEnd () ;

509 }

510

511 // BAEDBIE— RE£R
512 if ( pick_mode == PICK_SCREEN )

513 DrawTextInformation( 0, “Picking on Screen” );
514 else if ( pick _mode == PICK_WORLD )

515 DrawTextInformation( 0, “Picking in World” );
516

517 [/ Ny 7Ny 7 o \CHEE LTC R A T 7 RNy T 7 ITRR
518 glutSwapBuffers () ;

519}
520
521
522|//

ws% U4 v RO REFERHCFHIND 71—y 7 B
524

H3 \Eoid ReshapeCallback( int w, int h )

526
527 /] Uy RUNORE AT 5 ZS0E (22 TIEY 4 > B2 fim)
528 glViewport (0, 0, w, h);

529
530 /] AT AT Y — L PERE R~ D LA TE 2 3%
531 gIMatrixMode ( GL_PROJECTION ) ;

532 glLoadIdentity();

533 gluPerspective( 45, (double)w/h, 1, 500 );

534
535 /] U4 ROV A Xkisk (7% A MEBELEOTZ9)
536 win_width = w;

537 win_height = h;

538}
539
540
541|//

MZ% ~UAY Yy JRECIEEN D 3 — LNy U B

543

H3 \Eoid MouseClickCallback( int button, int state, int mx, int my )
545
546 /] FERZURMENTZDH RT v 7 BtG

547 if ( ( button == GLUT LEFT_BUTTON ) && ( state == GLUT_DOWN ) )
548 drag_mouse_1 =

549 // ET?/%\%&‘%T_%F7//%T

550 else if ( ( button == GLUT_LEFT BUTTON ) && ( state == GLUT_UP ) )
551 drag_mouse_1 = 0;

552 )
553 /] FHARZUPMENTZDH RT v ZBtG

554 if ( ( button == GLUT_RIGHT_BUTTON ) && ( state == GLUT_DOWN ) )
555 drag _mouse_r = 1;

556 /] FRE UBHEENTZD R T v 7T

557 else if ( ( button == GLUT_RIGHT BUTTON ) && ( state == GLUT_UP ) )
558 drag_mouse_r = 0;

559
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560 /] HARZUPMENTED RT v ZBtG

561 if ( ( button == GLUT_MIDDLE BUTTON ) && ( state == GLUT_DOWN ) )
562 drag _mouse m = 1;

563 /] HRRE USRI D Ty 7T

564 else if ( ( button == GLUT _MIDDLE BUTTON ) && ( state == GLUT_UP ) )
565 drag_mouse_m = 0;

566 \ \
567 /] R UBRIRENTZL, AT V=S MERIR (Fy % 70
568 if ( ( button == GLUT_LEFT_BUTTON ) && ( state == GLUT_DOWN ) )
569 selected_object_no = PickObject ( mx, my );

570
571 // PR

572 glutPostRedisplay () ;

573

574 /] BAED~ T R PERE % Godk

575 last_mouse_x = mx;

576 last_mouse_y = my;

5771}

578

579

580|//

581 % ~UART v JRECIEEN D 3 — 3y 7 B

582

H3 \Eoid MouseDragCallback( int mx, int my )

584

585 // FHRZ D RZ y ZFR A2 EET 5

586 f ( drag_mouse_r )

587 {

588 // BEO~ 7 APERE L A EO~ U AFEEO IS U TR & B
589

590 /) = U AOEBEITE U CY iAol IEW—.&
591 camera_yaw —= ( mx — last_mouse_x ) * 1.0;
592 if ( camera_yaw < 0.0 )

593 camera_yaw += 360.0;

594 else if ( camera_yaw > 360.0 )

595 camera_yaw —= 360.0;

596

597 // = U ADOREEENE T T XHh & .02 iR
598 camera_pitch —= ( my — last_mouse_y ) * 1.0;
599 if ( camera_pitch < -90.0 )

600 camera_pitch = -90.0;

601 else if ( camera pitch > 90.0 )

602 camera_pitch = 90.0;

603 }

604 //¢T&/®h7/ RIS E I AT DA EET S
605 f ( drag_mouse_m )

606 {

607 // BEO~ 7 APERE L A EO~ U AFEEO IS U TR & B
608

609 [/ =T AORFEENE U T A B8

610 camera_distance += ( my — last_mouse_y ) * 0.2;
611 if ( camera_distance < 2.0 )

612 camera_distance = 2.0;

613 }

614

615 // L\IEI(D?'?ZEF“ Ao

616 last_mouse_x =

617 last_mouse_y = my

618

619 // PG

620 glutPostRedisplay () ;
6211}
622
623
624//

625 % F—R— ROF =PI N7 & TN D a2 — N 7 B
626

H3 \Eoid KeyboardCallback ( unsigned char key, int mx, int my )
628
629 /] EyxT +U¢)y(£0)ﬁ§i
630 if ( key == )

631 {

632 if ( pick_mode == PICK_SCREEN )
633 pick_mode = PICK_WORLD;
634 else

635 pick_mode = PICK_SCREEN;
636 }

637
638 /] By b/wmﬂ T HINDREEEE
639 if ( key == )

640 draw_eye_ 11ne = ldraw_eye_line;

641
642 glutPostRedisplay () ;
643}
644
645
646|//

647|//  BRETHIMEEI%

6481//

H3 \Eoid initEnvironment ( void )
650
651 /] KR EAERT 2
652 float 1lightO_position[] = { 0.0, 10.0, 0.0, 1.
653 float 1lightO_diffuse[] = { 0.8, 0.8, 0.8, 1.0
654 float 1ight0O_specular[] = { 1.0, 1.0, 1.0, 1.0 };
655 float 1ightO_ambient[] = { 0.1, 0.1, 0.1, 1.0 };
656 glLightfv ( GL_LIGHTO, GL_POSITION, lightO_position );
657 glLightfv ( GL_LIGHTO, GL_DIFFUSE, lightO_diffuse );
658 glLightfv ( GL_LIGHTO, GL_SPECULAR, lightO_specular );
659 glLightfv ( GL_LIGHTO, GL_AMBIENT, lightO_ambient );
660 glEnable ( GL_LIGHTO ) ;

661
662 /] JEWEFHBEEEDCT D
663 glEnable ( GL_LIGHTING ) ;
664
665 /] RO EfERE DT D

666 glEnable ( GL_COLOR_MATERTAL ) ;
667
668 /] ZTANEAPCT S

669 glEnable ( GL_DEPTH_TEST ) ;
670
671 /) R EE AT S
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672 glCullFace ( GL_BACK )
673 glEnable ( GL_CULL_FACE );
674
675 /] B r e

676 glClearColor( 0.5, 0.5, 0.8, 0.0 );
677
678 /] FTV =7 S DEBMIERE TN ORI IAT:
679 object = LoadObJ( car.obj” );

680 1{f ( lobject || ( object->num_triangles == 0 ) )

681

682 /] BEIRATI R L T2 e T

683 printf( “Failed to load the object file.” );

684 exit( -1 );

685

686 ScaleObj( object, 1.0f, &object_size.x, &object_size.y, &object_size.z );
687

688 /) BRFRADOAT V= FO)AA—{HHF/,I)\:ET/I/O){’EEJZ
689 /) (RCAT Y= b3 uﬁ)&/u'C ﬁ )
690 object_selected = LoadObj( “car.obj” );

691 ScaleObj( object_selected, 1.0f, &object_size.x, &object_size.y, &object_size.z );
692 for ( int i=0; i<object_selected—>num_materials; i++ )

693

694 Mtl * mtl = object_selected—>materials[ i J;

695 mt1->kd. r = 1.0f — mtl->kd. r;

696 mtl—>kd. g = 1. 0f — mtl->kd. g;

697 mtl->kd. b = 1. 0f — mtl->kd. b;

698 }

699

700 // /~—‘/(7M)JEQMI: (ATVxr NeT X NCERE)
701 TnitScene( 30 )

702}
703
704
705(//

706 % AL CBEE (0T T AT 2 HBRR)
707

H3 i{nt main( int arge, char ** argv )

709
710 // GLUTO#IHiL

711 glutInit ( &arge, argv );

712 glutImtDlsplay‘/Jode( GLUT_DOUBLE | GLUT_RGBA | GLUT_STENCIL );
713 glutInitWindowSize ( 480, 480 );

714 glutInitWindowPosition( 0, 0 );

715 glutCreateWindow ("Picking”) ;

716
717 [/ =N 7 B O ARGk

718 glutDisplayFunc ( DisplayCallback ) ;
719 glutReshapeFunc ( ReshapeCallback ) ;
720 glutMouseFunc ( MouseClickCallback ) ;

721 glutMotionFunc ( MouseDragCallback ) ;
722 glutKeyboardFunc ( KeyboardCallback ) ;
723

724 /] BEEIEME

725 initEnvironment () ;

726

727 // GLUTD A A 2 )— LB % T
728 glutMainLoop () ;

729 return 0;

7301}
731
732




