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gl GetError()




gl GetError()

#define CHECK _COPENG._ERROR( cnd ) \
cnd; \
{ Genum error; \
while ( (error = glGetError()) '= GA_NO ERROR) { \
printf( "[%:%l] '%' failed with error %\n", \
__FILE_, __LINE__, #cnd, \
gluErrorString(error) ); \

gl Begi n() gl End()




gl.h

#define gl Begin( node ) \
if ( __glDebug_InBegin) {\
printf( "[%:%l] glBegin( % ) called between” \
“gl Begin()/gl End() pair\n", \
__FILE_, _LINE__, #npde ); \
} else {\
_ gl Debug_I nBegin = G_TRUE; \
gl Begi n( node ); \
}

gl.h
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G__LI GHTMODEL_LCOCAL _VI EVEER
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gl Rot ate*()

gl Scal e* ()

gl Transl ate* ()
gl Loadl dentity()

gl LoadMatri x*()
gl Mul t Matri x*()
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gl Vertex*()

— gl Normal *()

gl Nor mal *()

pr of gpr of

pi Xi e
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gl Enabl e()

gl Material fv()

gl Texl mage2X)
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gl Material ( G._FRONT, G._DI FFUSE, bl ue );
gl Enabl e( GL_LI GHTO );
gl Begi n( GL_TRI ANGLES );
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* GL_COLOR_MATERI AL

gl Col or* ()
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gl PushAttrib()

gl PopAttrib()

gl PopAttrib()
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gl Col or3fv( color );
for (i =0; i < NUMCUBE FACES;, ++i ) {
gl Begi n( GL_QUADS );
gl Vertex3fv( cube[ cubeFace[i][0]] )
gl Vertex3fv( cube[ cubeFace[i][1]] );
gl Vertex3fv( cube[ cubeFace[i][2]] )
gl Vertex3fv( cube[ cubeFace[i][3]] )
gl End() ;

gl Col or3fv( color );

gl Begi n( GL_QUADS );
for (i =0; i < NUMCUBE FACES;, ++i ) {
gl Vertex3fv( cube[cubeFace[i][0]] );

gl Vertex3fv( cube[cubeFace[i][1]] );

gl Vertex3fv( cube[ cubeFace[i][2]] );

gl Vertex3fv( cube[ cubeFace[i][3]] );

}
gl End();
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gl Begi n( GL_QUADS );
for (i = 0; i < nunCubes;

++i ) {

for (i =0; i < NUMCUBE FACES;, ++i ) {
gl Vertex3fv( cube[cubeFace[i][0]] );
gl Vertex3fv( cube[cubeFace[i][1]] );
gl Vertex3fv( cube[cubeFace[i][2]] );
gl Vertex3fv( cube[ cubeFace[i][3]] );

}
gl End();

gl Col or3fv( color );

gl Begi n( GL_QUADS );

gl Vertex3fv( cube[ cubeFace[0][0]]
gl Vertex3fv( cube[ cubeFace[0][1]]
gl Vertex3fv( cube[ cubeFace[0][2]]
gl Vertex3fv( cube[ cubeFace[0][3]]

gl Vertex3fv( cube[ cubeFace[1][0]]
gl Vertex3fv( cube[ cubeFace[1][1]]
gl Vertex3fv( cube[ cubeFace[1][2]]
gl Vertex3fv( cube[ cubeFace[1][3]]
gl End();

gl Begi n( GL_QUAD STRIP );

for (i =2; i < NUMCUBE_FACES; ++ ) {
gl Vertex3f v( cube[ cubeFace[i][0]] );
gl Vertex3f v( cube[cubeFace[i][1]] );

}

gl Vertex3fv( cube[cubeFace[2][0]] );

gl Vertex3fv( cube[cubeFace[2][1]] );

gl End();
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gl Begi n( GL_QUADS ) ;

for (i =0; i < nunCubes; ++i ) {
Cube& cube = cubes[i];
gl Col or3fv( color[i] );

for (i =0; i < nunCubes; ++i ) {
Cube& cube = cubes[i];
gl Col or3fv( color[i] );

gl Vertex3fv( cube[ cubeFace[0][0]] ); gl Begin( GL_QUAD_STRIP );
gl Vertex3fv( cube[ cubeFace[0][1]] ); for (i =2, i < NUMCUBE FACES; ++i ) {
gl Vertex3fv( cube[ cubeFace[0][2]] ); gl Vertex3f v( cube[ cubeFace[i][0]] );
gl Vertex3fv( cube[cubeFace[0][3]] ); gl Vertex3fv( cube[ cubeFace[i][1]] );
}

gl Vertex3fv( cube[ cubeFace[1][0]] ); gl Vert ex3fv( cube[ cubeFace[2][0]] ):
gl Vertex3fv( cubecubeFace[1][1]] ); gl Vert ex3fv( cube[ cubeFace[2][1]] );
gl Vertex3fv( cube[cubeFace[1][2]] ); 1 End();
gl Vertex3fv( cube[ cubeFace[1][3]] ); ) 9 ’

}

gl End();

BEODOO
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gl Vert exPoi nter( GL_VERTEX PO NTER );
gl Nor mal Poi nter ( GL_NORMAL_PO NTER );
gl Col or Poi nter( G._COLOR PO NTER );

* gl DrawEl enent s()

gl Col orMat eri al ( GL_FRONT,
GL_AMBI ENT_AND DI FFUSE );
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gl Col or* ()

for (i =0; i < nunColors; ++i ) {
gl Col or3fv( color[i] );
gl Drawkl ements( .., trisForColor[i] );
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