AOKNOEIC 20U HAOAMATOG:
Preparing the window for a
reshape

EnékTaon npoypapguparog #2.1

AkoAouBei To project Tou lou PaBAPATOC PE NPOCORAKEC WOTE TO TPIYWVO va unv
napapopPWVETAl Kata Tnv ducavaioyn aAiayn S1a0TACEwWY Tou napadupou.

void changeSize(int w, int h) {

// Prevent a divide by zero, when window is too short
// (you cant make a window of zero width).
if (h==0)

h=1,;

float ratio = w * 1.0 / h;

// Use the Projection Matrix
glMatrixMode(GL_PROJECTION);

// Reset Matrix
glLoadIdentity();

// Set the viewport to be the entire window
glViewport(0, 0, w, h);

// Set the correct perspective.
gluPerspective(45,ratio,1,100);

// Get Back to the Modelview
glMatrixMode(GL_MODELVIEW);

¥

#ifdef _ APPLE_
#include <GLUT/glut.h>
#else

#include <GL/glut.h>
#endif

int main(int argc, char **argv) {

// init GLUT and create window

glutInit(&argc, argv);

glutlnitDisplayMode(GLUT_DEPTH | GLUT_DOUBLE | GLUT_RGBA);
glutInitWindowPosition(100,100);

glutInitWindowSize(320,320);

glutCreateWindow("Lighthouse3D - GLUT Tutorial");

// register callbacks
glutDisplayFunc(renderScene);
glutReshapeFunc(changeSize);

// enter GLUT event processing loop
glutMainLoop();

return 1;



void renderScene(void) {
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glBegin(GL_TRIANGLES);
glVertex3f(-2,-2,-5.0);
glVertex3f(2,0.0,-5.0);
glVertex3f(0.0,2,-5.0);
glEnd();

glutSwapBuffers();

Mola eival n owaoTr osipd TonoBETNONG TWV XPWHATIOTWV KOUHATIOV KWJIKA;

a. KOKKIVO, UMAE, NpAcIvo, KiTpIVo
B. KiTpIVO, UNAE, NPACIVO, KOKKIVO
Y. npdoivo, NNAE KOKKIVO, KiTpIVO
0. KOKKIVO, NPAcIvo, UNAE, KiTPIVO

£, KOKKIVO, KITpIVO, NpAacivo, UNAE

TonoBeTrOTE OTN CWOTN COEIPA KAl EKTEAECTE TO ENEKTAMEVO NPOYpANKA. SUVEXILE!
va undpxel napapop@waon ato oxnua otav aAAdloupe (duocavaloya) TiG dIACTACEIG
Tou napabupou;

Katavonon npoypdaupuaroc #2.2

a. E&nynoTte avaAutik@ TOVv TpOMo AsiToupyiag TnG evioAng (ouvaprtnong)
glutMainLoop(). EnixeiprioTe va ouvTa&eTe WeudokwdIika yia va dIATUNWOETE TOV
aAyopiBuo AsiToupyiag Tng.

B. XTo endPEVO TUNRHA KWOIKA
//register callbacks

glutDisplayFunc(renderScene);
glutReshapeFunc(changeSize);

To npodypappa kavel callback registrations. Ti onuaivel auTo;

Y. MoTte  ektehoUvTal ol  evioAég  glutDisplayFunc(renderScene)  kai
glutReshapeFunc(changeSize);

KaTtavonon npoypaupgartog #2.3

MNwc €EnyeiTal 0TI aTnv evtoAn glViewport(0, 0, w, h) av kal dev €xouv eUBEWG
anodoBei TIEC oTIC HETABANTEG W, h To Npoypaupa HETAYAWTTICETAl KAl EKTEAEITAI
KavoVvIKd;
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