shadow

e
LD — OO0 ~IC Ul LD —
~——

_sample

//
n/t;—57774

e
/] OB OY T T a A
/

7 A
77

// Windows ~v X7 7 A NDA 7 )L— R
#include <windows. h>

/] GLUT~Ny #7574 VDA T )— K
#include <GL/glut.h>

/] NI BT 7 ANDA T — R
#include “0Obj.h”
#include “bitmap.h”

/] RREEDT= DD 7 v — S VEEL

/] U4 RyDY AR
int win_width, win_height;

/] 1 AT DEFED T2 DL

float  camera_yaw = 15.0f; // 30.0; // Yl s &9 5 [Bliin g E
float  camera_pitch = -20.0f; // -30.0; // X#ihZ J.is &9 2 ElisfE
float  camera_distance = 15.0; // HL) B A T O

/] X TAD KTy T DI DEL

int drag_mouse_r = 0; // FHAARLZ VI RT v IThnEI o777 (1:

int drag mouse_1 = 0; // ZERZVINRT v ITHMNEILOT T T (1

int drag mousem = 0; // HARZ VN KT v THENEILOT T (1:

int last_mouse_x, last_mouse_y; // HBZICEERI NI~ T AT — Y )LD JESS

/] MRDERET = A —3 9 > D= DK

bool on_animation = true;

/ OB 5 7 m— VA
/ S OREIITE

enum  ShadowModeEnum

SHADOW_NONE,
SHADOW_TEXTURE,
SHADOW_PROJECTION,
SHADOW_VOLUME,

) NUM_SHADOW_MODE

// BUED K OREE )%
ShadowModeEnum  shadow_mode = SHADOW_TEXTURE; // SHADOW_PROJECTION;

/ S OREBITED S
const char * shadow_mode_name[ NUM_SHADOW_MODE ] = {
“No Shadow”, “Texture Shadow”, “Polygon Projection Shadow”, ”“Shadow Volume” };

RAIRONLE (O Im)
Vector hght,pos

/] DT I AF X EROFS
unslgned int shadow_texture = 0;

/) R T K D ORI
float shadow_color_rgb = 0. 2f;
float shadow_color_alpha = 0.5f;

/ WOMEOHRE (T T A TRAT VR 77 OHEAOFEOY ) % Z)
bool shadow_blend_off = false;
bool shadow_stencil_off = false;

/) SR A 7Y = 7 M5 7 m— LB

/] BATGIRA T Y =7 F O
#define NUM_OBJECTS 2

/) BAIRA TV =7 b
Obj * object[ NUM_OBJECTS ] = { NULL, NULL };

// EE
Vector object_pos[ NUM_OBJECTS];
// KA &

float object_ori[ NUM_OBJECTS ];

[/ RES (T AF v~y BT X BHEORE)
Vector object_size[ NUM_OBJECTS ];

// HiEz 77
bool object_display[ NUM_OBJECTS ] = { true, true };

/] TE=A—=varyT7o s
bool object_animation[ NUM_OBJECTS ] = { false, true };

%/////////////////////////////////////////////////////////////////////////////
% T AF v v v U 7K DR ORE

//

% HOT I AT ¥ BB OFRIAS « BE

bool LoadShadowTexture( const char * filename = NULL )

/] TI AN DT I AF Y EEDOT 7 A V4
static const char * default_filename = “shadow. bmp”;

/] RBRAINRIL L A2INE D D7 F T
static bool try_default _file = false;



shadow_sample
113 /] 7 7 A NRPIE SN BT 7 4L FOBEHRT 7 A VR
114 1{f ( filename == NULL )
115
116 [/ BECT 7 4V S OBR T 7 A N DFEHATMIFL L TOFUTHET
117 if ( try_default_file )
118 return false;
119 ‘
120 /] T 74N NOERT 7 A VG w B E
121 filename = default_filename;
122 }
123 )
124 /] T I AF v RO FEIATx
125 int result;
126 unsigned char * shadow_image = NULL;
127 int shadow_width, shadow_height;
128 result = loadBitmap( filename, &shadow_image, &shadow_width, &shadow_height );
129
130 /] BEIRRTRIIL LT BT
131 if ( result !=0)
132
133 if ( filename == default_filename )
134 try_default_file = true;
135 return false;
136
137
138 /] TIAF v~y B T ORGE
139 glGenTextures ( 1, &shadow_texture );
140 glBindTexture ( GL_TEXTURE_2D, shadow_texture );
141 glTexImage2D ( GL_TEXTURE_2D, 0, GL_RGB, shadow_width, shadow_height, O,
142 GL_RGB, GL_UNSIGNED_BYTE, shadow_image ) ;
143 glTexParameteri ( GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_REPEAT );
144 glTexParameteri ( GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_REPEAT );
145 glTexParameteri ( GL_TEXTURE_2D, GL_TEXTURE_MAG_FILTER, GL_LINEAR );
146 glTexParameteri ( GL_TEXTURE_2D, GL_TEXTURE_MIN_FILTER, GL_LINEAR );
147
148 return true;
149}
150
151
152|//
153|// T AF ¥~ v TR DEOHE
154|//
H3 \Eoid RenderTextureShadow( float obj_matrix[ 16 ], float size_x, float size_z, float shadow_y )
156
157 /T2 AT ¥ BB DA AR LRGE ‘ )
158 [/ T I AF v BBINGFERAENTORIF L, HANCT 7 4 /v~ OB % FeAriA7x
159 if ( shadow_texture == 0 )
160
161 /] BIRATIIIL L T2 e T
162 if (! LoadShadowTexture() )
163 return;
164 }
165
166 /] FOT I AT ¥ B R ’9“6@”5%@7](4:{4 +E
167 float x0, z0, x1, zl, x2, z2, x3, z3, y;
168
169 // ¥ L R— i
170
171
172 // BUEORIRRGE 2 s (IS THICTTOREICRE T 729)
173 GLboolean b_texture, b_blend, b_lighting;
174 glGetBooleanv ( GL_TEXTURE_2D, &b_texture );
175 glGetBooleanv ( GL_BLEND, &b_blend );
176 glGetBooleanv ( GL_LIGHTING, &b_lighting );
177
178 // MR E DI
179 glDisable ( GL_LIGHTING ) ;
180 glEnable ( GL_BLEND )
181 glEnable ( GL_TEXTURE_2D ) ;
182
183 /] BMEMERR O 72 3D ORI E DA B
184 if ( shadow_blend_off )
185 glDisable ( GL_BLEND ) ;
186
187 /] TIAF v~y B T ORGE
188 glBindTexture ( GL_TEXTURE_2D, shadow_texture );
189 gl1TexEnvf ( GL_TEXTURE_ENV, GL_TEXTURE_ENV_MODE, GL_DECAL );
190
191 // ¥ L AR— i
192
193
194 // MR E & 18 T
195 if ( b_lighting )
196 glEnable ( GL_LIGHTING ) ;
197 if ( !b_blend )
198 glDisable( GL_BLEND ) ;
199 if ( !b_texture )
200 glDisable ( GL_TEXTURE_2D )
201}
202
203
204
38(55 %/////////////////////////////////////////////////////////////////////////////
207(// WY T K D ORH
208(//
209
210
2111// .
%g % BATZIRET L (0o AR OHfE ([EE G CHEH)
H3 \Eoid RenderObjUnicolor ( const Obj * obj, float color_r, float color_g, float color_b, float color_a )
215
216 // ¥ L R— i
217
218
2191}
220
221
2221//
223(// WY TUEFLIT K D ORH
2241//




shadow_sample

225|void RenderProjectionShadow( const Obj * obj, const float obj matrix[ 16 ], const Vector & light_dir, float color_r, float color g, float color_b,
float color_a )

226 { )
227 // BUEORIRRGE 2 s (TS TR ICTTOREICRE T 729)
228 GLboolean b_cull_face, b_blend, b_lighting, b_stencil;
229 glGetBooleanv ( GL_CULL_FACE, &b_cull_face );

230 glGetBooleanv ( GL_BLEND, &b_blend );

231 glGetBooleanv ( GL_LIGHTING, &b_lighting );

232 glGetBooleanv ( GL_STENCIL_TEST, &b_stencil );

233
234 [/ MR E DI
235 if ( b_lighting )

236 glDisable( GL_LIGHTING );
237 if ( !b_cull_face )

238 glEnable ( GL_CULL_FACE ) ;
239 if ( !b_blend )

240 glEnable ( GL_BLEND ) ;

241

242 /] TVT 4 T OBE

243 glBlendFunc ( GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA ) ;
244

245 /] AT Uy T 7 DR
246

247 // LR — N

248

249

250 /] BHERERR O 7= 8 OREEIER E DA 5
251 if ( shadow_blend_off )

252 glDisable( GL_BLEND ) ;

253 if ( shadow_stencil_off )

254 glDisable( GL_STENCIL_TEST );
255

256

257 /] BAEDEBATE % — AT
258 glPushMatrix () ;

259
260 /) WY =TT E MR L CHITES % 72 0 OB AT E 2 3 E

261 /) (ZOWEET, U—)b REEERIN DT A T FERER~OEBATHINRESN TN D HDET D)

262

263 /) ¥ U IR— N

264

265 )

266 [/ ORI, FILIRE T L & R E TR

267 RenderObjUnicolor ( obj, color_r, color_g, color b, color_a );
268

269 /) —RERAE L TR WA A TH 21 T
270 glPopMatrix () ;

271
272 // MR E & 18 T

273 if ( b_lighting )

274 glEnable ( GL_LIGHTING ) ;

275 if ( b_cull_face )

276 glEnable ( GL_CULL_FACE );

277 if ( !b_blend )

278 glDisable( GL_BLEND ) ;

279 if ( !b_stencil )

280 glDisable( GL_STENCIL_TEST );
2811}
282
283
284
ggg %/////////////////////////////////////////////////////////////////////////////
287(// % FU « Ut U 2— LI K DO

2881//

289
290
2911// .

ggg % Tx RU - U ) a— A&

294 \Eoid DrawShadowVolume ( const Obj * obj, const float model_world[ 16 ], const Vector & light_vec )
295
296 /] W
297}
298
2991//

300 % VY RY - Ug U a—hEEYOST

301

H3 \Eoid FillShadowVolume ( float color_r, float color_g, float color_b, float color_a )
303
304 /] W
305}
306
307
308
3(1)8 %/////////////////////////////////////////////////////////////////////////////
311|// BAF, BT LD A A AL

3121//

313
314
315|// . )

g%? % KR AT ¥ = 7 S OFEAIAR - 1L
H3 \Eoid InitObjects ()

319
320 /] BT A T P = 7 D DFEAIAR
321 i{f ( lobject[ 0 1)

322

323 object[ 0 ] = LoadObj( “Car.obj” );
324 if (object[ 0 ])

325 {

326 ScaleObj( object[ 0 ], 5.0f, &object size[ 0 ].x, &object size[ 0 ].y, &object size[ 0 ].z );
327 object_size[ 0 ].x *= 1.5;

328 object_size[ 0 ].z *= 1.5;

329 }

330 }

331 if ( lobject[ 1 1)

332 {

333 object[ 1 ] = LoadObj( “Pyramid.obj” );
334 if (object[ 1 1)

335 {



shadow_sample

336 ScaleObj( object[ 1 ], 2.0f, &object size[ 1 ].x, &object size[ 1 ].y, &object sizel 1 1.z );
337 object_size[ 1 ].x *= 1.5;

338 object_size[ 1 ].z *= 1.5;

339 }

340 }

341

342 /] BOGIRA T =7 N OYIINLE - & O
343 object_pos[ 0 ].x = 0.0f;

344 object_pos[ 0 ].y = 2.0f;

345 object_pos[ 0 ].z = 0.0f;

346 object_ori[ 0 ] = 180.0f

347

348 object_pos[ 1 ].x = 2.5f;

349 object_pos[ 1 ].y = 4.0f;

350 object_pos[ 1 ].z = 1.5f;

351 object_ori[ 1 ] = 0.0f;

352}

353

354

355|//

gg? % F&FASAR D IR % i H]

H3 \Eoid DrawFloor ( float tile_size, int num_x, int num_z, float r0, float g0, float b0, float rl, float gl, float bl )
359

360 int x, z;

361 float ox, oz;

362

363 glBegin( GL_QUADS )
364 glNormal3d( 0.0, 1.0, 0.0 );

365

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

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

368

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

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

371

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

373 glColor3f( r0, g0, b0 );

374 else

375 glColor3f( rl1, gl, bl );

376

377 glTexCoord2d ( 0.0f, 0.0f );

378 glVertex3d( ox, 0.0, oz );

379 glTexCoord2d ( 0.0f, 1.0f );

380 glVertex3d( ox, 0.0, oz + tile_size );
381 glTexCoord2d ( 1.0f, 1.0f );

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

384 glVertex3d( ox + tile_size, 0.0, oz );
385

386 oz += tile_size;

387 }

388 ox += tile_size;

389

390 glEnd () ;

3911}

392

393

394|//

395 % S (BEOT— R4) ZAiiE

396

H3 \Eoid DrawTextInformation( const char * message )
398

399 /] BRTHA =D
400 int i3

401
402 /] WRATE 2 AL (L O RN EAE DT % 1)
403 glMatrixMode ( GL_PROJECTION ) ;

404 glPushMatrix () ;

405 glLoadIdentity();

406 gluOrtho2D( 0.0, win_width, win_height, 0.0 );
407
408 // Ja—r/vt;—mﬁuéwﬁﬂﬂz (4)3931“:0)% CBUEDATE 4 1)
409 glMatrixMode ( GL_MODELVIEW )

410 glPushMatrix () ;

411 glLoadIdentity();

412
413 /] 2Ry T 7 TAT A TFEATITTD
414 glDisable ( GL_DEPTH_TEST );

415 glDisable ( GL_LIGHTING ) ;

416
417 // A v '— Y O

418 glColor3f( 1.0, 0.0, 0.0 );

419 glRasterPos2i ( 16, 16 + 18 );

420 for ( i=0; messagel[il]l="¥0'; i++ )

421 glutBitmapCharacter ( GLUT_BITMAP_HELVETICA 18, messagel[il );
422
423 /] BUERAETHETT

424 glEnable ( GL_DEPTH_TEST ) ;

425 glEnable ( GL_LIGHTING ) ;

426 glMatrixMode ( GL_PROJECTION ) ;
427 glPopMatrix () ;

428 glMatrixMode ( GL_MODELVIEW ) ;
429 glPopMatrix () ;

4301}
431
432
433|//

434 % TR PR D 20— Ny 7 B
435

H3 \Eoid DisplayCallback ()

437
438 // BEZE 7 VT (E7vVT—=RL 72NNy T77Ofi%7 ) 7T)

439 glClear ( GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT | GL_STENCIL_BUFFER_BIT ):
440
441 /] R ST A ZINIE U CTEWITE] (U A T R D T — )b FEIERA~OLMITE]) %308
442 glMatrixMode ( GL_MODELVIEW ) ;

443 glLoadIdentity();

444 glTranslatef( 0.0, 0.0, — camera_distance );

445 glRotatef ( — camera_pitch, 1.0, 0.0, 0.0 );

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

447




shadow_sample

448 /) VL % 3R E

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

451

452 // B TAEER D IR % Rl

453 DrawFloor ( 1.5f, 10, 10, 1.0, 1.0, 1.0, 1.0, 0.8, 0.8 );

454

455 [/ ENENOEMLINE T L+ A RH

456 for ( int i=0; i<NUM_OBJECTS; i++ )

457

458 if (] object[ i 1)

459 continue;

460 if (! object_display[ i 1)

461 continue;

462 ) A

463 /] BT IVIEREFRIN & T — )b REERE R~ OB TH % 35

464 float matrix[ 16 1;

465

466 /] EHATEE AT D720, BIEOEBATH % — R AF

467 glPushMatrix () ;

468 B L )

469 /] EHATE % BAATHITHIHL

470 gllLoadIdentity () ;

471

472 /] T IVONE « K E DEWATIE T %

473 glTranslatef ( object _pos[ i ].x, object pos[ i ].y, object pos[ i ].z );
474 glRotatef ( object_oril[ i ], 0.0f, 1.0f, 0.0f );

475

476 /] ZEHATINE A (BT VR b U — b NEEER A~ O JLATE)
477 glGetFloatv ( GL_MODELVIEW MATRIX, matrix );

478

479 /] —RERAE L TR WA A TH 21 T

480 glPopMatrix () ;

481

482

483 glPushMatrix () ;

484

485 /] BAEOEWATING, T NVEIERN O U — )b REERZ~DOEBATH % 03T %
486 gIMultMatrixf( matrix );

487

488 A A E AN 1]

489 RenderObj( object[ i ] );

490

491 glPopMatrix () ;

492

493 il ]

494 i{f (' shadow_mode == SHADOW_PROJECTION )

495

496 [/ R AT X D B O

497 RenderProjectionShadow( object[ i ], matrix, light_pos, shadow_color_rgb, shadow_color_rgb, shadow_color_rgb, shadow_color_alpha );
498

499 ?lse if ( shadow_mode == SHADOW_TEXTURE )

500

501 /) BT AT v EMETHES (MEPMoOR L BERS20E ) IIHbIcE S 2ZB LIS ED)
502 float height = 0.01f * (i + 1 );

503

504 /] T AF ¥ =y BT XD EONME

505 } RenderTextureShadow( matrix, object_sizel i ].x, object_sizel i ].z, height );
506

507 ?lse if ( shadow_mode == SHADOW_VOLUME )

508

509 //3050?77:7bm\ﬁuﬁyﬂ%mié%wﬁﬁ

510 if (i=0

511 RenderProjectionShadow( object[ i ], matrix, light_pos, shadow_color_rgb, shadow_color_rgb, shadow_color_rgb, shadow_color_alpha );
512 else

513 é/ZOEmﬁfyxﬁbm\V?F?'ﬁﬁU;—AKié%Wﬁ@
514

515 DrawShadowVolume ( object[ i ], matrix, light_pos );
516 \ FillShadowVolume ( shadow_color_rgb, shadow color_rgh, shadow _color_rgh, shadow _color_alpha );
517

518

519 }

520 }

521 ,

522 /) SCFEH (BUEDE— R4) ZHim

523 DrawTextInformation( shadow_mode_name[ shadow_mode ] );

524

525 [/ Ny TNy 7 o \CHEE LTC R A 7 7 RNy T o IR

526 glutSwapBuffers () ;

5271}

528

529

530(// o

%1% VA R A RAEHERFIIHIND 23— Ny 7 B

532

H3 \Eoid ReshapeCallback( int w, int h )

534

535 /] U RUNORE AT 5 Z30E (22 TIEY 4 > B2 fim)
536 glViewport (0, 0, w, h);

537

538 /] AT AT Y — L PERE R~ DLW TE % 3%

539 gIMatrixMode ( GL_PROJECTION ) ;

540 glLoadIdentity();

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

542

543 /] U4 ROV A Xkisk (7% A MEELEOTZ9)

544 win_width = w;

545 win_height = h;

546}

547

548

549// )
5%;?77Z7Uy7ﬁﬂwmﬂ6:—wﬂy7%ﬁ

551

H3 \Eoid MouseClickCallback( int button, int state, int mx, int my )

553

554 /] FHARZUPMENTZDH RT v ZBtG

555 if ( ( button == GLUT_RIGHT_BUTTON ) && ( state == GLUT_DOWN ) )
556 drag_mouse_r = 1; .

557 /] FRE UBHEENTZD T v 78T

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




shadow_sample

560
561 /] FTERZUPMENTDH RT v ZBtG

562 if ( ( button == GLUT_LEFT_BUTTON ) && ( state == GLUT_DOWN ) )
563 drag_mouse 1 = 1;

564 /] FERE UBHEENTZD R T v 78T

565 else if ( ( button == GLUT_LEFT_BUTTON ) && ( state == GLUT_UP ) )
566 drag_mouse_1 = 0;

567 )
568 /] HARZUPMENTEH RT v T BG

569 if ( ( button == GLUT_MIDDLE_BUTTON ) && ( state == GLUT_DOWN ) )
570 drag _mouse m = 1;

571 /] HRRE UBHEENTZD Ty 7T

572 else if ( ( button == GLUT_MIDDLE_BUTTON ) && ( state == GLUT_UP ) )

573 drag_mouse_m = 0;

574

575 /] BAED~ T R PERE % Godk

576 last_mouse_x = mx;

577 last_mouse_y = my;

5781}

579

580

5811//

5w§§v¢zb7/ JHFICIHTIND 23— Ny 7 BIER
583

H3 \Eoid MouseDragCallback( int mx, int my )
585

586 /] FHAREZ D RT TR A EERRT D
587 %f ( drag_mouse_r & ! ( glutGetModifiers() & GLUT_ACTIVE_CTRL ) )
588

589 // BEO~ 7 APERE L A EO~ U AFEEO IS U TR & B
590

591 // 7'7Z0)1‘ﬁ$§iﬁ ThR U T Y #il & H 2[Rl

592 camera_yaw — mx — last_mouse x ) * 1.0;

593 if ( camera yaw <0.0)

594 camera_yaw += 360.0;

595 else if ( camera_yaw > 360.0 )

596 camera_yaw —= 360.0;

597

598 // = U ADOREEENE T T XHh & .02 iR

599 camera_pitch —= ( my — last_mouse_y ) * 1.0;

600 if ( camera_pitch < -90.0 )

601 camera_pitch = -90.0;

602 else if ( camera_pitch > 90.0 )

603 camera_pitch = 90.0;

604 }

605

606 //¢T5/(%L<imﬂ# éWL&#EETﬁ/)@F7/7¢iﬁntﬁ%7@@%éﬁiTé
607 { f ( drag_mouse_m || ( drag mouse_r && ( glutGetModifiers() & GLUT_ACTIVE_CTRL ) ) )
608

609 // BEO~ 7 APERE L S EO~ U AFEEO IS U TR & B
610

611 [/ =T AORFEENE U T A B E)

612 camera_distance += ( my — last_mouse_y ) * 0.2;

613 if ( camera_distance < 5.0 )

614 camera_distance = 5.0;

615 }

616

617 /) ERBE DRy TR OFMEEET D
618 i{f ( drag_mouse_1 )

619

620 // BIEO~ 7 APERE L SO~ T AFEEO IS U TR O &£
621

622 // 7'710)%7%53 i U CHRpEZ BB E)

623 float delta_x = ( mx — last_mouse_x ) * 0.05f
624 float delta_z = ( my — last_mouse_y ) * 0.05f
625

626 light_pos.x += delta_x;

627 if ( light_pos.x < —5.0f )

628 light_pos.x = =5.0f;

629 else if ( light_pos.x > 5.0f )

630 light_pos.x = 5.0f;

631

632 light_pos.z += delta_z;

633 if ( light_pos.z < —5.0f )

634 light_pos.z = =5.0f;

635 else if ( light_pos.z > 5.0f )

636 light_pos.z = 5.0f;

637 }

638

639 //AEWvWXEF Ao

640 last_mouse_x =

641 last_mouse_y = my

642

643 // FHE O R Z HT (ZO% TEIEO 20—/ 3y 7 BESIEEN D)
644 glutPostRedisplay () ;

645}
646
647
648 // ‘

M9% F—AR—ROF =izl IR D a—A Ny 7 B
650

H3 \Eoid KeyboardCallback ( unsigned char key, int mx, int my )

652

653 // ¥ — TR ORI E— N &
654 1{f (key =="m" )

655

656 shadow_mode = (ShadowModeEnum) ( ( shadow_mode + 1 ) % NUM_SHADOW_MODE ) ;
657 glutPostRedisplay () ;

658 }

659

660 /] oF—=THT Y=y b OiI% AT

661 if (key =="0" )

662

663 i{f ( object_display[ 0 ] & object_display[ 1 1)

664

665 object_display[ 0 ] = false;

666

667 ?lse if ( lobject_display[ 0 ] & object_display[ 1 1)
668

669 object_display[ 0 ] = true;

670 } object_display[ 1 ] = false;

671



shadow_sample

672 else
673 {
674 object_display[ 1 ] = true;
675 }

676 }

677
678 /] s¥—THT V) "FDT = A= a AR
679 if (key =5 )

680 {

681 i{f ( object_animation[ 0 ] & object_animation[ 1 ] )
682

683 object_animation[ 0 ]
684 object_animation[ 1 ]
685
686 ?lse if ( lobject_animation[ 0 ] && object_animation[ 1 ] )
687

688 object_animation[ 0 ] = true;

689 object_animation[ 1 ] = true;

690 }

691 else

692 {

693 object_animation[ 0 ]
694 object_animation[ 1 ]
695 }

696 } on_animation = ( object_animation[ 0 ] & object_animation[ 1 ] );
697

698 ) ]
699 [/ A% =TT Ny 7e— R LH
700 if (key ==’'d )

701
702 if ( !shadow_blend_off && !shadow_stencil_off )
703
704 shadow_blend_off = true;
705
706 ?lse if ( shadow_blend_off && !shadow_stencil_off )
707

708 shadow_blend_off = false;

709 \ shadow_stencil_off = true;

false;
false;

false;
true;

710
711 else

712 {

713 shadow_blend_off = false;
714 shadow_stencil_off = false;
715 }

716 }

17
718 // P ORE T (ZO%R THEO 22—V "y 7 BRI D)
719 glutPostRedisplay () ;

7201}

721

722

723

724\//

725 % T A RARETFEEID 71 —v Ny 7 B
726

H3|void IdleCallback( void )

728] {

729 if ( on_animation )

730

731 |#ifdef WIN32 )

732 [/ VAT ARERE RS L, AiED D ORGEEFIICIS U TA t 2308
733 static DWORD last_time = 0;

734 DWORD curr_time = timeGetTime () ;
735 float delta = ( curr_time - last_time ) * 0.001f;
736 if (delta > 0.01f )

737 delta = 0.01f;

738 last_time = curr_time;

739 |#else

740 // EEDA t 2l

741 delta = 0.01f;

742 tendi f \

743 /) AT V= N EEER

744 for ( int i=0; i<NUM_OBJECTS; i++ )
745

746 if ( lobject_animation[ i ] )
747 continue;

748

749 object_ori[ i ] += 100.0 * delta;
750 if ( object_oril i ] > 360.0f )
751 object_oril i ] —= 360. 0f;
752 if (object_oril i ] < 0.0f )
753 object_oril i ] += 360.0f;
754 }

755

756 // T O R Z HT (ZO% TEITEO 29—/ 3y 7 BESIEEN )
757 glutPostRedisplay () ;

758 }

7591}

760

761

762|//

763|//  BRELAIMEEIE

64|//

H3|void InitEnvironment ()

766 {

767 /] K EAERT 2

768 float 1lightO_position[] = { 10.0, 10.0, 10.0, 1.0 };
769 float lightO_diffusel] = { 0.8, 0.8, 0.8, 1.0 };
770 float 1ightO_specular[] = { 1.0, 1.0, 1.0, 1.0 };
771 float lightO_ambient[] = { 0.1, 0.1, 0.1, 1.0 };
772 glLightfv( GL_LIGHTO, GL_POSITION, lightO_position );
773 glLightfv( GL_LIGHTO, GL_DIFFUSE, 1lightO_diffuse );
e glLightfv( GL_LIGHTO, GL_SPECULAR, 1ightO_specular );
775 glLightfv( GL_LIGHTO, GL_AMBIENT, 1lightO_ambient );
776 glEnable ( GL_LIGHTO );

T
778 /] JEER TR AT D
779 glEnable ( GL_LIGHTING ) ;
780
781 /] DGR E AN D
782 glEnable ( GL_COLOR_MATERTAL ) ;
783




shadow_sample

784 /] ZT A NEFDCTD
785 glEnable ( GL_DEPTH_TEST );
786
787 /) BRREEZAEDCT D
788 glCullFace ( GL_BACK );
789 glEnable ( GL_CULL_FACE ) ;
790
791 /] EEOEBRE

792 glClearColor( 0.5, 0.5, 0.8, 0.0 );

793

794 // JEIRAL B & I E

795 light_pos.x = 4.0f;

796 light_pos.y = 5.0f;

797 light_pos.z = 1.0f;

798|}

799

800

801|//

802 % AL B (T n ST BT 2 HBRR)
803

H3 i{nt main( int arge, char ** argv )
805

806 // GLUTO#Iit

807 glutInit ( &arge, argv );

808 glutInitDisplayMode ( GLUT_DOUBLE | GLUT_RGBA | GLUT_STENCIL );
809 glutInitWindowSize ( 640, 640 );

810 glutInitWindowPosition( 0, 0 );

811 glutCreateWindow ("Shadow Sample”);

812
813 /] Z= Sy B R

814 glutDisplayFunc ( DisplayCallback ) ;
815 glutReshapeFunc ( ReshapeCallback ) ;
816 glutMouseFunc ( MouseClickCallback ) ;
817 glutMotionFunc ( MouseDragCallback ) ;
818 glutKeyboardFunc ( KeyboardCallback ) ;
819 glutIdleFunc ( IdleCallback ) ;

820

821 /] BREEIME

822 InitEnvironment () ;
823

824 /] ATV =l NOFirAR - FIHUE
825 TnitObjects () ;

826
827 // GLUTD A A 2 )— T\ FE % B
828 glutMainLoop () ;

829 return 0;

8301}
831
832




