YA K3.1 l[glColorMap.cpp) D—#h

#include <windows.h>
#include <stdio.h>
#include <GL/glut.h>

#include "../../myPrimitive2.h"
#include "../../myTexture2.h"
#include "../../imageLoadSave.h"

#define TEX WIDTH 64
#define TEX HEIGHT 64
GLubyte texImage[TEX HEIGHT] [TEX WIDTH] [4];
GLuint texNamel[2];
/ /IR
void init (void)
{
// Bg
/I TORF¥—
glGenTextures (2, texName);//TOARAF ¥ ATy FOARITIT
//objNo=0
makeCheckImage (4) ;
setTexture (0) ;

//objNo=1
Bitmap* bml = new Bitmap();
loadBitmap (bml, "../../bmp/facel.bmp");

makeTexImage (bml) ;
setTexture (1) ;

void makeCheckImage (int numCheck)

{
int i, 3, ii, jj, col;
float ww = TEX WIDTH / (float)numCheck;
float hh = TEX HEIGHT / (float)numCheck;

for(j = 0; j < TEX HEIGHT; j++)

jj = (int) ((float)j / hh);

for(i = 0; i < TEX WIDTH; i++)

{
ii = (int) ((float)i / ww);
col = ((ii + J3j) & 1) * 255;
texImage[j][1]1[0] = col; //red
texImage[j][i][1] = O; //green
texImage[j] [1][2] = ~col;//blue
texImage([j][1i]1[3] = 255;

}
}
}

/BT 7LD A A= - T—REER
void makeTexImage (Bitmap *bm)
{

int i, 3, 1i, J3;

if (bm->bi.Width < TEX WIDTH) printf ("B 71 OHR >=TEX WIDTHE T HZ &¥n");
for(j = 0; j < TEX HEIGHT; j++)
{
j3 = j * (int) ((float)bm->bi.Height / (float)TEX HEIGHT) ;
for(i = 0; i < TEX WIDTH; i++)
{
ii = i * (int) ((float)bm->bi.Width / (float)TEX WIDTH) ;
if (bm->bi.BitCount <= 24)
{




texImage[j] [1][0] = (bm->pixel[ii+jj*bm->bi.Width]) .r;
texImage[j][1][1l] = (bm->pixel[ii+jj*bm->bi.Width]).g;
texImage[j][1][2] = (bm->pixel[ii+jj*bm->bi.Width]) .b;
texImage[j][1][3] = 255;

}

else

{
texImage[j] [1][0] = (bm->pixelA[ii+jj*bm->bi.Width]) .r;
texImage[j][1][1l] = (bm->pixelA[ii+jj*bm->bi.Width]) .g;
texImage[j][1][2] = (bm->pixelA[ii+jj*bm->bi.Width]) .b;
texImage[j] [1][3] = (bm->pixelA[ii+jj*bm->bi.Width]) .a;

}
}
}
if (bm->bi.BitCount <= 24) free(bm->pixel);
else free (bm->pixelA);

}

void setTexture (int n)

{
glPixelStorei(QL_UNPACK_ALIGNMENT, 1);
/I TORFY ATy FOERK
glBindTexture (GL TEXTURE 2D, texName[n]);
/] TP RFvDIEE

ngeXImageZD(GL TEXTURE 2D, 0, GL_RGBA,TEX_WIDTH,TEX_HEIGHT,O,GL_RGBA,GL_UNSIGNE
D BYTE, texImage)
/Y RTF v DR UJ_ LAEDIETE
ngeXParameterl(GL TEXTURE 2D, GL TEXTURE WRAP S GL CLAMP)
glTexParameteri (GL TEXTURE 2D GL TEXTURE WRAP T,GL CLAMP) ;
[/ TORF v &K - ’fﬁﬁ/l\?’%’:ﬁ&d)?
ngeXParameterl(GL TEXTURE 2D, GL TEXTURE MAG FILTER, GL LINEAR)
ngeXParameterl(GL TEXTURE 2D GL TEXTURE MIN FILTER,GL LINEAR);
//BOFRE
//glTexEnvi (GL_TEXTURE ENV,GL TEXTURE ENV MODE, GL_BLEND) ;
//glTexEnvi (GL_TEXTURE ENV,GL TEXTURE ENV_ MODE, GL_DECAL) ;
glTexEnvi (GL_TEXTURE_ENV,GL TEXTURE ENV_ MODE, GL MODULATE) ;
glBindTexture (GL_TEXTURE 2D, O0);
}

void display (void)

{

// Bg
//FEE
glBindTexture (GL TEXTURE 2D, texName[0])
drawO () ;
glBindTexture (GL_TEXTURE 2D, O0);
glBindTexture (GL TEXTURE 2D, texName[l])
drawl () ;
glBindTexture (GL_TEXTURE 2D, O0);

drawFloor (10.0, 10.0, 10, 10);
/%
drawShadow () ;

/ /g
glutSwapBuffers() ;

}




