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Wait for something to happen

React to it!
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im port java.awt.*;

im port com .herm etica.m agician.*;

public class whiteRectangle extends Fram e im plem ents GLEventListener {

CoreGL gl_ = new CoreGL();

GLCom ponent glc = null;

public whiteRectangle() {...}

/** m ethods for GLEventListener */

public void reshape( GLDrawable c, int x, int y, int width, int height) {...}

public void initialize( GLDrawable com ponent ) {...}

public void display( GLDrawable com ponent ) {...}

public GL getGL() {...}

/** typical m ain.  Create a new “m e” */

public static void m ain( String argv[] ) {

whiteRectangle t = new whiteRectangle();

}

}
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/** called each tim e the screen needs to be redrawn */

public void display( GLDrawable com ponent ) {

/* clear the screen */

gl_.glClear( GL.GL_COLOR_BUFFER_BIT );

/* set the current color */

gl_.glColor3f( 1.0f, 1.0f, 1.0f );

/* draw a polygon */

gl_.glBegin( GL.GL_POLYGON );

gl_.glVertex3f( 0.25f, 0.25f, 0.0f );

gl_.glVertex3f( 0.75f, 0.25f, 0.0f );

gl_.glVertex3f( 0.75f, 0.75f, 0.0f );

gl_.glVertex3f( 0.25f, 0.75f, 0.0f );

gl_.glEnd();

}
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public whiteRectangle() {

setLayout( new BorderLayout() );

/* create a new com ponent and add it to ourself */

glc = (GLCom ponent)GLDrawableFactory.createGLCom ponent( 200, 200 );

add( "Center", glc );  pack();  show();

/* specify the characteristics of the GLCom ponent */

GLCapabilities cap = glc.getContext().getCapabilities();

cap.setDoubleBuffered( GLCapabilities.DOUBLEBUFFER );

cap.setDepthBits( 12 );

cap.setColourBits( 24 );

cap.setPixelType( GLCapabilities.RGBA );

/* add this fram e as a GL event listener, so we get OpenGL events */

glc.addGLEventListener( this );

/* go! */

glc.initialize();

}
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/** called once when com ponent GL context is initialized */

public void initialize( GLDrawable com ponent ) {...}

gl_.glClearColor( 0.0f, 0.0f, 0.0f, 1.0f );

}

/** called when window is resized */

public void reshape( GLDrawable com ponent, int x, int y, int width, int height ) {

gl_.glViewport( com ponent, x, y, width, height );

gl_.glM atrixM ode( GL.GL_PROJECTION );

gl_.glLoadIdentity();

gl_.glOrtho( 0.0, 1.0, 0.0, 1.0, -1.0, 1.0 );

gl_.glM atrixM ode( GL.GL_M ODELVIEW  );

}

/** called by M agician to obtain OpenGL rendering context */

public GL getGL() {

return gl_;

}
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