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Wait for something to happen

React to it!
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*/87��2SHQ*/�8WLOLW\�7RRONLW

❚ 6XSSRUWV�26�LQGHSHQGHQW�2SHQ*/�SURJUDPV�
❙ 0XOWLSOH�ZLQGRZV�IRU�2SHQ*/�UHQGHULQJ�
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❙ $�VLPSOH��FDVFDGLQJ�SRS�XS�PHQX�IDFLOLW\�
❙ 8WLOLW\�URXWLQHV�WR�JHQHUDWH�YDULRXV�REMHFWV�
❙ 6XSSRUW�IRU�ELWPDS�DQG�VWURNH�IRQWV�
❙ 0LVFHOODQHRXV�ZLQGRZ�PDQDJHPHQW�IXQFWLRQV�

([DPSOH�3URJUDP�

#include "glut.h”

/* GLUT display callback function */

void display (void) {  … }

/* GLUT keyboard input callback function */

void keyin(unsigned char key, int x, int y) { … }

/* main()

 * Initialize everything (window, color table, callbacks) and then

 * call the GLUT main loop to display the window and handle any events.

 */

int main (int argc, char **argv){ … }
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*/87�GLVSOD\�FDOOEDFN
/* window limits */

#define LEFT 17

#define RIGHT 66

void display (void) {

   GLint i;

   /* clear the window */

   glClear (GL_COLOR_BUFFER_BIT);

   /* draw the lines, changing the color for each */

   for (i = LEFT; i <= RIGHT; i++) {

      glIndexi (i);

      glBegin (GL_LINES);

      /* specify start and end vertex for each line */

         glVertex2f ((GLfloat)i, 0.0);

         glVertex2f ((GLfloat)LEFT, 1.0);

      glEnd ();

   }

   /* update the buffer immediately */

   glFlush ();

}  /* end of display() */

.H\ERDUG�LQSXW�FDOOEDFN
/* callback to handle keypress...exit on any key */

void keyin(unsigned char key, int x, int y){

   exit(0);

}  /* end of keyin() */
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0DLQ�ERG\�RI�D�*/87�SURJUDP
/* Initialize everything (window, color table, callbacks) and then

 * call the GLUT main loop to display the window and handle any events. */

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

   GLint i;

   GLfloat CurrBlue = 0.0;

   /* set up window size, position, and drawing coordinates */

    … next slide …

   /* set the display & keyboard callbacks and start the GLUT main loop */

   glutDisplayFunc (display);

   glutKeyboardFunc(keyin);

   glutMainLoop();

   /* include the return to keep lint happy */

   return (0);

}  /* end of main() */

,QLWLDOL]DWLRQ�SDUW�RI�PDLQ��
   glutInit (&argc, argv);

   glutInitDisplayMode (GLUT_INDEX | GLUT_SINGLE);

   glutInitWindowSize (500, 500);

   glutInitWindowPosition (10,30);

   glutCreateWindow ("Sample");

   gluOrtho2D ((GLdouble)LEFT, (GLdouble)RIGHT, 0.0, 1.0);

   /* set color map entries from 16 to 65 to increasingly brighter shades of

       blue (first 16 colors are the ones often reserved by the windowing system

       so don't mess with them */

   for (i = LEFT; i <= RIGHT; i++) {

      glutSetColor (i, 0.0, 0.0, CurrBlue);

      CurrBlue += 0.02;

   }
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2WKHU�*/87�FRPPDQGV
glutMouseFunc (void (*func) (int button, int state, int x, int y));

glutMotionFunc (void (*func) (int x, int y));

void mouseClick (int button, int state, int x, int y) { ... }

void mouseMove (int x, int y) { ... }

main () {

...

 glutMouseFunc (mouseClick);

...

}

button:  GLUT_LEFT_BUTTON, GLUT_MIDDLE_BUTTON, GLUT_RIGHT_BUTTON

state :  GLUT_UP, GLUT_DOWN

$VVLJQPHQW���
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