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00 A

Juooguoguogd

“Claymore” 0 “3D-PP? 00 0000000O0OOCO0ODOOOOO

A.1 “Claymore”

glview.cc

// $Id: glview.cc,v 1.2 1998/06/30 06:18:43 ohshiba Exp $

#include <stdio.h>
#include <stdlib.h>
#include <string.h>
#include <ctype.h>
#include <math.h>

#include <GL/glut.h>

#include "rmd.h"
#include "rmdfile.h"
#include "objfile.h"
#include "vrmlfile.h"
#include "rmddraw.h"
#include "normcalc.h"
#include "polycalc.h"
#include "material.h"
#include "screen.h"
#include "glview.h"
#include "select.h"
#include "matrix.h"
#include "cmr.h"
#include "slice.h"
#include "drawPlane.h"
#include "paint.h"
#include "lwofile.h" //1999 7/16
#define Z_BUFFER

#define MODEID_MOVE O
#define MODEID_ROTATE 1
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#define MODEID_SPLIT 2
#define MODEID_SCALE 3
#define MODEID_CREATE 4
#define MODEID_DELETE 5
#define MODEID_GROUP 6

#define MODEID_PAINT 7//19980 60 180 (0) 00O

#define MODEID_SAVE 8
#define MODEID_LOAD 9
//#define MODEID_SAVE 7
//#define MODEID_LOAD 8
//#define MODEID_PAINT 9

#define MODE_WIDTH 48
#define MODE_HEIGHT 13

#define LOADSCALE 350
#define SAVESCALE 350 // LWAVE

char* modename []={
" MOVE",
"ROTATE"
" SPLIT",
" SCALE",
"CREATE",
" DELETE",
n GRO[IP" ,
" PAINT",//19980 60 180 (O) OO
n SAVE" ,
" LOAD",

};

#define MENUID_QUIT O
#define MENUID_RESET 1
#define MENUID_SAVE 2

//#define MENUID_ROTATE1 0x10
//#define MENUID_ROTATE2 Ox11
#define MENUID_ROTATE3 0x12
//#define MENUID_TOUCH OxXX
//#define MENUID_SELECT OxXX
//#define MENUID_Z0OM OxXX
#define MENUID_MOVE1 0x20
#define MENUID_MOVE2 0x21
#define MENUID_SPLIT1 0x30
#define MENUID_DELETE 0x40
#define MENUID_CREATE 0x50
#define MENUID_GROUP 0x60
#define MENUID_SCALE 0x70
#define MENUID_PAINT 0x80
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#define GROUP_MAX 256

static

GLuint gltop,glbound;

stmode* modelsp; // 0000000

static
static

static

stmode* rmp; //00000000O0
int polynum=-1; //0000000000
vector3d tnormal; //00000000

//static vector3d dirstil,dirst2; //00000000000

static
static
static

static

static
static
static
static

static

static

static

static

vector3d targetpos; //0000000O0
vector3d targetposO,targetposl,tnormalO;
vector3d toffset; //000

int taxis; //000

int moemoeflag=0;

int mousemode=MENUID_MOVE1,mmd=MENUID_MOVEl; // 000000000
int flagMousel=0; //00000000O0O0 (NZ:OOOOOO)
vector2i mousest; //000000000000000O

vector2i mousenw; // 00000000 (flagMouseL!=0 D0OOOO)

int flagDisplay=1; //0000000 (NZz:O0OOO)
int clickcount=0; // 00000000000

vector3d posist; //0000 (SPLIT1,CREATE)

//static vector3d splitpos; //0000 (SPLIT1)

static
static
static
static
static
static

static

matrix16d matrixst; // 000000 (ROTATE3,MOVE1)
vector3d vectorst; //0000000O (MOVEL)
vector2f spinst; //000000 (MOVE1/FLOOR)
vector2f spin={0.0,0.0}; //000 (MOVE1/FLOOR)
matrix16d matrixc; //000000 (CREATE,SCALE)
vector3d vectorc; //000000 (CREATE)

double scalec; //0000000O (CREATE)

//m 0000

void StringDraw(int x, int y, char* p){

int i;

glRasterPos2i(x,y);

i=strlen(p);
while(i--) glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_10,*p++) ;

void StringDraw2(int x, int y, charx* p){

int i;

glRasterPos2i(x,y);

i=strlen(p);
while(i--) glutBitmapCharacter (GLUT_BITMAP_TIMES_ROMAN_24,*p++);

}

void SetModelView(stmode* mp){
glMatrixMode (GL_MODELVIEW) ;
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glLoadIdentity();
glRotatef (VROT,1.0,0.0,0.0);
glTranslated(modelsp->vector.x,modelsp->vector.y,modelsp->vector.z) ;
glMultMatrixd ((GLdouble*)&modelsp->matrix) ;
if (mp!=modelsp){
glTranslated (mp->vector.x,mp->vector.y,mp->vector.z);
glMultMatrixd ((GLdouble*)&mp->matrix) ;
¥
}

void SetPureModelView(stmode* mp){

glMatrixMode (GL_MODELVIEW) ;

glloadIdentity();

if (mp!=modelsp){

glTranslated (mp->vector.x,mp->vector.y,mp->vector.z) ;

glMultMatrixd ((GLdouble*)&mp->matrix) ;
}
}

void SetModelShadowView(stmode* mp){
/*
if (mp!=modelsp){
*/
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
glRotatef (VROT,1.0,0.0,0.0);
glTranslated(-modelsp->vector.x,-1.0-modelsp->vector.y,-modelsp->vector.z) ;
glMultMatrixd((GLdouble*)&modelsp->matrix) ;
glScalef(1.0,0.0,1.0);
glTranslated (mp->vector.x,0.0,mp->vector.z) ;
glMultMatrixd ((GLdouble*)&mp->matrix) ;
/*
} else {
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
glRotatef (VROT,1.0,0.0,0.0);
// glTranslated(mp->vector.x,mp->vector.y,mp->vector.z);
glMultMatrixd ((GLdouble*)&mp->matrix) ;
}
*/
}

//m 0000000
void ModelPrepare (stmode* mp){

/*

glNewList (modelsp-mp+gltop,GL_COMPILE) ;
DrawRmd (mp, 1) ;

glEndList();

glNewList (modelsp-mp+gltop+MODE_MAX,GL_COMPILE) ;
DrawRmd (mp, 0) ;

glEndList();
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*/

glNewList (modelsp-mp+gltop,GL_COMPILE) ;
DrawRmd (mp, 0) ;

glEndList();

}

//m 00000
void ModelDraw(stmode* mp){
SetModelView (mp) ;

glCallList (modelsp-mp+gltop) ;
}

//m 000
void ShadowDraw(stmode* mp){
SetModelShadowView (mp) ;

glCallList (modelsp-mp+gltop) ;

// glCallList (modelsp-mp+gltop+MODE_MAX) ;
}

//m 0000000000000

//0g: 000000 (MODOO0O0ODDOOOD-000DO0OODOOONO)
void SetGroup(int g){

int i;

stmode* mp;

int gbuf [GROUP_MAX];
for(i=1;i<GROUP_MAX;i++) gbuf [i]=FALSE;

if(g){
gbuf [g] =TRUE;
} else {
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++)
for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX; i++,mp++)
if (mp->active)

if (mp->group) gbuf [mp->group] =TRUE;

vector3d min,max;
int j;
for(j=1; j<GROUP_MAX; j++) if (gbuf[j1){
int first=1;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++) if (mp->active && mp->group==j){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) if (mp->active && mp->group==j){
if (first){
min=mp->min;
max=mp->max;
first=0;
} else {
if (min.x>mp->min.x) min.x=mp->min.x;
if (max.x<mp->max.X) max.X=mp->max.X;

if (min.y>mp->min.y) min.y=mp->min.y;
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if (max.y<mp->max.y) max.y=mp->max.y;
if (min.z>mp->min.z) min.z=mp->min.z;
if (max.z<mp->max.z) max.z=mp->max.z;
}
}
#define OVER 15
min.x-=0VER; min.y-=0VER; min.z-=0VER;
max.x+=0VER; max.y+=0VER; max.z+=0VER;
#undef OVER
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++) if (mp->active && mp->group==j){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) if (mp->active && mp->group==j){
mp->center.x=(min.x+max.x)/2;
mp->center.y=(min.y+max.y)/2;
mp->center.z=(min.z+max.z)/2;
mp->gmin=min;
mp->gmax=max ;
}
}
}

//wm00000000000000O00ODO
void CalcBoundingBox(stmode* mp){
vector3d min,max,v0,vl;

matrix16d vmatrix;

int i;

SetPureModelView (mp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;

vO=+*((vector3d*)&mp->vert[0]);
CalcMatrixV((GLdoublex*)&vmatrix,&v0,&vl);
min=max=vl;
for(i=1;i<mp->vertn;i++){
vO=* ((vector3dx)&mp->vert[i]);
CalcMatrixV((GLdoublex*)&vmatrix,&v0,&vl);
if (min.x>v1.x) min.x=vl.x;
if (max.x<v1.x) max.x=vl.x;
if (min.y>v1l.y) min.y=vi.y;
if (max.y<vl.y) max.y=vi.y;
if(min.z>v1.z) min.z=vl.z;
if (max.z<v1l.z) max.z=vl.z;
}
#define OVER 6
min.x-=0VER; min.y-=0VER; min.z-=0VER;
max.x+=0VER; max.y+=0VER; max.z+=0VER;
#undef OVER

mp->min=min;

mp- >max=max;

if (mp->group) SetGroup(mp->group);
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//mO000000000000000O0
void DrawBoundingBox(vector3d* min, vector3d* max){

glPushMatrix();

glTranslated ((max->x+min->x)/2.0, (max->y+min->y) /2.0, (max->z+min->z)/2.0);

glScaled((max->x-min->x)/2.0, (max->y-min->y) /2.0, (max->z-min->z) /2.0) ;

glDepthMask (GL_FALSE) ;
glDisable (GL_LIGHTING) ;
glColor4ub(30,20,255,50);
glCallList (glbound) ;

glPolygonMode (GL_FRONT,GL_LINE) ;
glPolygonMode (GL_BACK,GL_LINE) ;
glDisable (GL_CULL_FACE) ;
glColor4ub(60,40,255,150) ;
glCallList (glbound) ;

glDisable (GL_DEPTH_TEST) ;
glColor4ub(60,40,255,30) ;
glCallList (glbound) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_CULL_FACE) ;
glPolygonMode (GL_FRONT,GL_FILL) ;
glPolygonMode (GL_BACK,GL_FILL);
glEnable (GL_LIGHTING) ;
glDepthMask (GL_TRUE) ;

glPopMatrix();
}

//m0000000000000000
void DrawBoundingBox2(vector3d* min, vector3d* max){

glPushMatrix () ;

// glTranslated(toffset.x/2,toffset.y/2,toffset.z/2);

glMultMatrixd ((GLdouble*)&matrixc) ;

glTranslated ((max->x+min->x)/2.0, (max->y+min->y) /2.0, (max->z+min->z)/2.0);

glScaled((max->x-min->x)/2.0, (max->y-min->y) /2.0, (max->z-min->z) /2.0) ;

glDepthMask (GL_FALSE) ;
glDisable (GL_LIGHTING);
glColor4ub(255,20,30,50);
glCallList (glbound) ;

glPolygonMode (GL_FRONT,GL_LINE) ;
glPolygonMode (GL_BACK,GL_LINE) ;
glDisable (GL_CULL_FACE) ;
glColor4ub(255,40,60,150) ;
glCallList (glbound) ;
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glDisable (GL_DEPTH_TEST) ;
glColor4ub(255,40,60,30);
glCallList (glbound) ;
glEnable (GL_DEPTH_TEST) ;

glEnable (GL_CULL_FACE) ;
glPolygonMode (GL_FRONT,GL_FILL);
glPolygonMode (GL_BACK,GL_FILL);
glEnable (GL_LIGHTING) ;
glDepthMask (GL_TRUE) ;

glPopMatrix();
}

//m 0000
void InformationDraw(){

char buf[128];

#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
glDepthMask (GL_FALSE) ;
#endif

//000000

if (flagMouseL) if (mmd==MENUID_MOVE1){

glMatrixMode (GL_MODELVIEW) ;

glPushMatrix();// e InformationDraw,Push-Pop 000 al
glloadIdentity();

glMatrixMode (GL_PROJECTION) ;

glPushMatrix();// e InformationDraw,Push-Pop 00 aa!
glloadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);
glScalef(1,-1,1);

glTranslatef (0,-scr.height,0);

glDisable (GL_LIGHTING) ;

if (rmp==modelsp){

glBegin(GL_LINES) ;
glColor4ub(80,60,255,100) ;
glVertex3i(mousest.x-10000,mousest.y,0);
glVertex3i(mousest.x+10000,mousest.y,0);
glVertex3i(mousenw.x,mousest.y-10000,0) ;
glVertex3i(mousenw.x,mousest.y+10000,0) ;
glColor4ub(80,255,100,100) ;
glVertex3i(mousest.x,mousest.y,0);
glVertex3i(mousenw.x,mousest.y,0);
glVertex3i(mousenw.x,mousest.y,0);
glVertex3i(mousenw.x,mousenw.y,0) ;
glEnd () ;

} else {
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glColor4ub(80,60,255,160) ;

glBegin(GL_LINES) ;

glVertex3i(mousest.x,mousest.y,0); //glRasterPos2iv(&mousest);
glVertex3i(mousenw.x,mousenw.y,0); //glRasterPos2iv(&mousenw) ;

glEnd();

{

GLfloat r,t;

glColor4ub(255,60,100,160) ;

glBegin(GL_LINE_LOOP) ;

r=6;

for(t=0.0;t<PI*2.0;t+=PI*2.0/20.0)
glVertex3i(mousenw.x+cos(t)*r,mousenw.y+sin(t)*r,0.0);

glEnd(Q);

glBegin(GL_LINES);

r=10;

for(t=0.0;t<PI*2.0;t+=PI*2.0/16.0)
glVertex3i(mousest.x+cos(t)*r,mousest.y+sin(t)*r,0.0);
glEnd () ;

}

glColor3ub(255,255,255) ;

glEnable (GL_LIGHTING) ;

glPopMatrix();// e InformationDraw,Push-Pop0 00 aat
glMatrixMode (GL_MODELVIEW) ;

glPopMatrix();// e InformationDraw,Push-PopO 00 at

//000000

if (flagMousel) if (mmd==MENUID_ROTATE3){

glMatrixMode (GL_MODELVIEW) ;

glPushMatrix();// e InformationDraw,Push-Pop 000 bl
glloadIdentity();

glMatrixMode (GL_PROJECTION) ;

glPushMatrix();// e InformationDraw,Push-Pop OO0 bb!
glloadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);
glScalef(1,-1,1);

glTranslatef (0,-scr.height,0);

glDisable (GL_LIGHTING) ;

{

GLfloat r,t;

glColor4ub(255,60,100,160) ;

glBegin(GL_LINE_LOOP) ;

r=6;

for(t=0.0;t<PI*2.0;t+=PI*2.0/20.0)
glVertex3i(mousenw.x+cos(t)*r,mousenw.y+sin(t)*r,0.0);
glEnd () ;

glBegin (GL_LINES) ;
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r=10;

for(t=0.0;t<PI*2.0;t+=PI*2.0/16.0)
glVertex3i(mousest.x+cos(t)*r,mousest.y+sin(t)*r,0.0);

glEnd(Q);

}

/%

{

int wwx,wwy;

int wwwx,wwwy;

WWX=mousenw.x-mousest.X; Wwy=mousenw.y-mousest.y;

if (wwx || wwy){

glColor4ub(80,60,255,160);

glBegin (GL_LINES) ;

glVertex3i(mousest.x,mousest.y,0); //glRasterPos2iv(&mousest);

glVertex3i(mousenw.x,mousenw.y,0); //glRasterPos2iv(&mousenw) ;

// glVertex3i(mousest.x+wwx*1000,mousest.y+wwy*1000,0) ;

// glVertex3i(mousest.x-wwx*1000,mousest.y-wwy*1000,0) ;

glEnd(Q);

wwwx=wwx*cos (PI/2.0)+wwy*sin(PI1/2.0);

wwwy=-wwx*sin(PI/2.0)+wwy*cos(PI1/2.0);

glColor4ub(255,60,100,100) ;

glBegin (GL_LINES) ;

glVertex3i(mousest.x-wwwx*1000,mousest.y-wwwy+*1000,0) ;
glVertex3i(mousest.x+wwwx*1000 ,mousest . y+wwwy*1000,0) ;
glEnd();

}

}

*/

{

GLfloat r,t;

int a;

a=mousenw.x-mousest.Xx; r=axa;

a=mousenw.y-mousest.y; r+=a*a;

r=sqrt(r);

glColor4ub(40,160,60,128) ;

glBegin (GL_LINES) ;

for(t=0.0;t<PI*2.0;t+=PI*2.0/50.0)
glVertex3i(mousest.x+cos(t)*r,mousest.y+sin(t)*r,0.0);
glEnd();

}

glColor3ub(255,255,255) ;

glEnable (GL_LIGHTING) ;

glPopMatrix();// e InformationDraw,Push-Pop 00 bb1
glMatrixMode (GL_MODELVIEW) ;

glPopMatrix();// e InformationDraw,Push-PopJ 00 bt

#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
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glDepthMask (GL_TRUE) ;
#endif

//0000000

if (polynum>=0) if (flagMouseL) if (mmd==MENUID_MOVE1) if (moemoeflag){
SetModelView(modelsp) ;

glDisable (GL_LIGHTING) ;

glDisable (GL_CULL_FACE) ;

glDepthMask (GL_FALSE) ;
glColor4ub(255,40,60,80);

drawPlane (&tnormal0,&targetpos0,5000) ;
glDepthMask (GL_TRUE) ;

#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
#endif
glColor4ub(255,40,60,20) ;
drawPlane (&tnormal0,&targetpos0,5000) ;
#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
#endif

glEnable (GL_CULL_FACE) ;
glColor3ub(255,255,255) ;
glEnable (GL_LIGHTING) ;
}

//000000

if (polynum>=0) if (flagMousel) if (mmd==MENUID_SCALE){
SetModelView(modelsp) ;

DrawBoundingBox2 (&rmp->min, &rmp->max) ;

}

//0000000
if (polynum>=0) if (flagMouseL) if (mmd==MENUID_CREATE){
glDepthMask (GL_FALSE) ;
glDisable (GL_LIGHTING) ;
#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
#endif

glMatrixMode (GL_MODELVIEW) ;

glPushMatrix();// e InformationDraw,Push-Pop U000 c!
glLoadIdentity();

glMatrixMode (GL_PROJECTION) ;

glPushMatrix();// e InformationDraw,Push-Pop 000 cc!
glLoadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);
glScalef(1,-1,1);
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glTranslatef (0,-scr.height,0);

glColor4ub(100,60,60,100) ;

glBegin (GL_LINES) ;

// glVertex3dv((GLdoublex)&targetpos0);
// glVertex3dv((GLdoublex)&targetposl);
glVertex3i(mousest.x,mousest.y,0);
glVertex3i(mousenw.x,mousenw.y,0) ;

glEnd(Q);

glMatrixMode (GL_PROJECTION) ;
glPopMatrix();// e InformationDraw,Push-Pop0 00 ccl
glMatrixMode (GL_MODELVIEW) ;
glPopMatrix();// e InformationDraw,Push-PopO 00 c!

glMatrixMode (GL_MODELVIEW) ;
glloadIdentity();

glRotatef (VROT,1.0,0.0,0.0);
glTranslated(modelsp->vector.x,modelsp->vector.y,modelsp->vector.z) ;
glMultMatrixd ((GLdouble*)&modelsp->matrix) ;
glTranslated(vectorc.x,vectorc.y,vectorc.z) ;
glScaled(scalec,scalec,scalec);
glMultMatrixd ((GLdouble*)&matrixc) ;
glPolygonMode (GL_FRONT,GL_LINE) ;
glPolygonMode (GL_BACK,GL_LINE) ;

glDisable (GL_CULL_FACE) ;
glColor4ub(60,40,255,150);

glCallList (glbound) ;

glEnable (GL_CULL_FACE) ;

glPolygonMode (GL_FRONT,GL_FILL) ;
glPolygonMode (GL_BACK,GL_FILL);
glColor4ub(60,40,255,80);

glCallList (glbound) ;

#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
#endif

glColor3ub(255,255,255) ;
glEnable (GL_LIGHTING) ;
glDepthMask (GL_TRUE) ;
}

//0000000
if (polynum>=0) if (flagMousel) if (mmd==MENUID_SPLIT1){
SetModelView (modelsp) ;

glDisable (GL_LIGHTING) ;

glColor4ub(30,20,255,128);
drawPlane (&tnormal,&targetpos,1000) ;
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#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
#endif
glColor4ub(30,20,255,30);
drawPlane (&tnormal,&targetpos,1000) ;
#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
#endif

glColor3ub(255,255,255) ;
glEnable (GL_LIGHTING) ;
}

#ifdef Z_BUFFER

glDisable (GL_DEPTH_TEST) ;
glDepthMask (GL_FALSE) ;
#endif

/%

//00000

switch (mmd) {

case MENUID_MOVE1l: strcpy(buf,"Move"); break;
case MENUID_ROTATE3: strcpy(buf,"Rotate"); break;
case MENUID_SPLIT1: strcpy(buf,"Split"); break;
case MENUID_DELETE: strcpy(buf,"Delete"); break;
case MENUID_CREATE: strcpy(buf,"Create"); break;
case MENUID_GROUP: strcpy(buf,"Group"); break;
case MENUID_SAVE: strcpy(buf,"Save as VRML"); break;
}

*/

//printf("1:\n");
//DescribeStmode (rmp) ;

//00000000 0 000000

glDisable (GL_LIGHTING);

glMatrixMode (GL_MODELVIEW) ;

glLoadIdentity();

glMatrixMode (GL_PROJECTION) ;

glPushMatrix();// e InformationDraw,Push-PopO 00 4!
glloadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);

/%

glColor4ub(0,40,0,200);
StringDraw2(4,2,buf);
glColor4ub(40,160,60,250);
StringDraw2(3,3,buf);

*/
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int mode;

switch(mousemode) {

case MENUID_MOVE1l: mode=MODEID_MOVE; break;
case MENUID_ROTATE3: mode=MODEID_ROTATE; break;
case MENUID_SPLIT1: mode=MODEID_SPLIT; break;
case MENUID_SCALE: mode=MODEID_SCALE; break;
case MENUID_DELETE: mode=MODEID_DELETE; break;
case MENUID_CREATE: mode=MODEID_CREATE; break;
case MENUID_GROUP: mode=MODEID_GROUP; break;
case MENUID_SAVE: mode=MODEID_SAVE; break;
case MENUID_PAINT: mode=MODEID_PAINT; break;
default: mode=MODEID_CREATE;

}

glTranslatef (0,scr.height,0);
glScalef(1,-1,1);

// for(int i=0;i<8;i++){
for(int i=0;i<9;i++){

int xx=i*MODE_WIDTH;

glColor4ub(0,0,0,100);
StringDraw(xx+4,8+5,modename [i]) ;
glColor4ub(40,160,60,255) ;

StringDraw(xx+3,8+4 ,modename[i]) ;

if (i==mode)

glColor4ub(160,40,60,200) ;

else

glColor4ub(40,160,60,200) ;
glBegin(GL_LINE_LOOP) ;

glVertex2i(xx+1,2);

glVertex2i (xx+MODE_WIDTH-3,2) ;

glVertex2i (xx+MODE_WIDTH-3,2+MODE_HEIGHT) ;
glVertex2i (xx+1,2+MODE_HEIGHT) ;

glEnd () ;

glColor3ub(255,255,255) ;
glPopMatrix () ;

glMatrixMode (GL_MODELVIEW) ;
glEnable (GL_LIGHTING) ;

#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
glDepthMask (GL_TRUE) ;
#endif

//00000000
if (polynum>=0){
vector3d vO,vl,v2;

matrix16d vmatrix;



/*

glDisable (GL_CULL_FACE) ;

glPolygonMode (GL_FRONT,GL_LINE) ;
// glPolygonMode (GL_BACK,GL_LINE);
*/

glDisable (GL_LIGHTING) ;

/*
SetModelView (rmp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;
glLoadIdentity();

*/

SetPureModelView (rmp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;
SetModelView(modelsp) ;

/*
glColor4ub(30,20,255,128); //glColor3ub(0,160,0);
#ifdef Z_BUFFER
// glDisable(GL_DEPTH_TEST);
glDepthMask (GL_FALSE) ;
#endif
DrawPoly2 (rmp,polynum) ;
#ifdef Z_BUFFER
// glEnable(GL_DEPTH_TEST) ;
glDepthMask (GL_TRUE) ;
#endif
*/

#define NLENGTH 200.0
vO=targetpos;
vi=tnormal;
v1.x*=NLENGTH; vl.x+=targetpos.x;
v1.y*=NLENGTH; vl.y+=targetpos.y;
v1.z*=NLENGTH; v1.z+=targetpos.z;

// CalcMatrixV((GLdouble*)&vmatrix,&vl,&v2);
// CalcMatrixV((GLdouble*)&vmatrix,&v0,&vl);
v2=vl;

v1=v0;

glColor4ub(255,60,100,160) ;
DrawVert (&v1);

// DrawVert (&v1l);
glBegin (GL_LINES) ;
glVertex3dv((GLdoublex)&vl) ;
glVertex3dv ((GLdoublex*)&v2) ;
glEnd();
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#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
#endif
glColor4ub(255,60,100,50) ;
DrawVert (&v1l);
glBegin(GL_LINES);
glVertex3dv((GLdouble*)&v1) ;
glVertex3dv((GLdoublex*)&v2) ;
glEnd(Q);
#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
#endif

/*
#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
glDepthMask (GL_FALSE) ;
#endif
glloadIdentity();

sprintf (buf, "M/402d P%03d V(%+07.2f,%+07.2f,%+07.2f)",
(rmp-modelsp) ,polynum,targetpos.x,targetpos.y, targetpos.z);
glMatrixMode (GL_PROJECTION) ;

glPushMatrix();

glloadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);

// glScalef(1,-1,1); glTranslatef(0,-scr.height,0);
glColor4ub(0,0,0,200) ;

StringDraw(75,4,buf);

glColor4ub(255,255,255,200) ;

StringDraw(74,5,buf);

glColor3ub(255,255,255) ;

glPopMatrix();

glMatrixMode (GL_MODELVIEW) ;

*/

glEnable (GL_LIGHTING) ;

// glEnable(GL_CULL_FACE);

// glPolygonMode (GL_FRONT,GL_FILL);
//// glPolygonMode (GL_BACK,GL_POINT) ;

#ifdef Z_BUFFER

glEnable (GL_DEPTH_TEST) ;
glDepthMask (GL_TRUE) ;
#endif

}
}

//m 0000000000

void WindowDraw(){

int i;

62



stmode* mp;

//printf ("WindowDraw0:\n") ;

//DescribeStmode (rmp) ;

#ifdef Z_BUFFER

glClear (GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT) ;

#else

glClear (GL_COLOR_BUFFER_BIT) ;

#endif

for (mp=modelsp+1,i=1;i<MODE_MAX;i++,mp++) if (mp->active){
ModelDraw (mp) ;

}

/*
ModelDraw(modelsp+1); //0 00000
ModelDraw(modelsp+2); //0 00000
*/

/%

ModelDraw (modelsp+3) ;

ModelDraw (modelsp+4) ;

ModelDraw (modelsp+8) ;

ModelDraw (modelsp+9) ;

ModelDraw(modelsp+2); // 000
ModelDraw(modelsp+1); //000 //000000
ModelDraw(modelsp+7); // 000000

*/

glDisable (GL_CULL_FACE) ;
glPolygonMode (GL_FRONT,GL_FILL) ;
glPolygonMode (GL_BACK,GL_FILL);
ModelDraw(modelsp) ;

glEnable (GL_CULL_FACE) ;

// SetModelView(modelsp);

{
int gbuf [GROUP_MAX];
for(i=1;i<GROUP_MAX;i++) gbuf [i]=TRUE;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++) if(mp->active && mp->bound){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) if (mp->active && mp->bound){
if (mp->group){
if (gbuf [mp->group]){
gbuf [mp->group] =FALSE;
DrawBoundingBox (&mp->gmin , &mp->gmax) ;
}
} else {
DrawBoundingBox (&mp->min, &mp->max) ;
}
}
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/%
{
int gct=0;
int gbuf [GROUP_MAX];
for(i=1;i<GROUP_MAX;i++) gbuf[i]=0;
for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++) if (mp->active && mp->bound){
if (mp->group){ gct++; gbuf [mp->groupl++; }
DrawBoundingBox (&mp->min,&mp->max) ;
}
if(get){
vector3d min,max;
int j;
for (j=1; j<GROUP_MAX; j++) if (gbuf[j1){
int first=1;
for (mp=modelsp+10,i=10; i<MODE_MAX;i++,mp++) if (mp->active && mp->group==j){
if (first){
min=mp->min;
max=mp->max;
first=0;
} else {
if (min.x>mp->min.x) min.x=mp->min.x;
if (max.x<mp->max.X) max.x=mp->max.X;
if (min.y>mp->min.y) min.y=mp->min.y;
if (max.y<mp->max.y) max.y=mp->max.y;
if (min.z>mp->min.z) min.z=mp->min.z;
if (max.z<mp->max.z) max.z=mp->max.z;
}
}
#define OVER 15
min.x-=0VER; min.y-=0VER; min.z-=0VER;
max.x+=0VER; max.y+=0VER; max.z+=0VER;
#undef OVER
DrawBoundingBox (&min,&max) ;
}
}
}
*/

glDisable (GL_LIGHTING) ;

glColor4ub(0,0,0,128);

glDepthMask (GL_FALSE) ;

for (mp=modelsp+1,i=1;i<MODE_MAX;i++,mp++) if (mp->active){
ShadowDraw (mp) ;

}

glDepthMask (GL_TRUE) ;

glColor3ub(255,255,255) ;

glEnable (GL_LIGHTING) ;

InformationDraw() ;
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glutSwapBuffers();
// glFlush();
}

//m 00000000000
void WindowReshape(int x, int y){
if (opt_qv) printf("WindowReshape (/d,%d)\n",x,y);
scr.width=x;
scr.height=y;
glViewport (0,0,x,y);
glMatrixMode (GL_PROJECTION) ;
glloadIdentity();
gluPerspective(scr.fov, (GLfloat)x/(GLfloat)y,ZNEAR,ZFAR) ;
gluLookAt(0.0,0.0,-LO0KAT, 0.0,0.0,0.0, 0.0,-1.0,0.0);

//m 00000000000
void WindowIdle(){
}

//mO000000000

void WindowVisible(int visible){

if (opt_qv) printf("WindowVisible(%d)\n",visible);
glutIdleFunc(visib1e==GLUT_VISIBLE ? WindowIdle:NULL);
}

//m 0000000

int ScanFreeGroup(){

static int groupno=0;
groupno=(groupno%GROUP_MAX)+1;
return groupno;

}

void ModelGroup(){
stmode* mp;
int i;

int bct,gct;

//0000000000000
bct=0; gct=0;
//for (mp=modelsp+10,i=10;i<MODE_MAX;mp++,i++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX ;mp++,i++){

if (mp—>active && mp->bound){

bct++;

if (mp->group) gct++;

}
}

if (bct==0) return; //000000000CO0O000O0CDO

if (bet!=gct){
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//00000
int g=ScanFreeGroup();
//for (mp=modelsp+10,i=10; i<MODE_MAX;mp++,i++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX ;mp++,i++){
if (mp->active && mp->bound) mp->group=g;
}
SetGroup(g) ;
} else {
//0000000
//for (mp=modelsp+10,i=10; i<MODE_MAX;mp++,i++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; mp++, i++){
if (mp->active && mp->bound) mp->group=0;
}
}
}

void ModelDelete(){
stmode* mp;
int i;
//for (mp=modelsp+10,i=10; i<MODE_MAX; i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++){
if (mp—>active && mp->bound){
ModelFree (mp) ;
}
}
}

//m000000000000000O0O0
void WindowPassiveMotion(short x, short y){

polynum=CalcTouchPolygon(modelsp,x,y,&rmp) ;

if (polynum>=0){
vector3d vi;
double ax,ay,az,bx,by,bz,n;

int i,mx;

mmd=mousemode;

if (rmp==modelsp){
mmd=MENUID_MOVE1;
} else

if (rmp==modelsp+1){
mmd=MENUID_SPLIT1;
} else

if (rmp==modelsp+2){
mmd=MENUID_GROUP;
} else

if (rmp==modelsp+3){
mmd=MENUID_ROTATE3;
} else

if (rmp==modelsp+4){
mmd=MENUID_DELETE;

66



} else

if (modelsp+7<=rmp && rmp<=modelsp+9){
mmd=MENUID_CREATE;

}

//00000000000000000
//000000000000
if (mousemode != MENUID_PAINT) {
for (i=COLOR_OFFSET; i<=MODEL_OFFSET-1; i++)
(modelsp+i)->active=0;
glutPostRedisplay () ;
}
/*
if (mousemode != MENUID_PAINT)
for (i=COLOR_OFFSET; i<=MODEL_OFFSET; i++) {
(modelsp+i)->active=0;
printf("%d ", 1i);
}
printf("\n");
*/
/%
if (mousemode != MENUID_PAINT) {
(modelsp+10)->active=0;
(modelsp+11)->active=0;
(modelsp+12)->active=0;
}
*/

//00000000GUID00000000O00ODO0OD0OD0DO0ODOOOOO
//00000000000000
//int cursor_shape = glutGet (GLUT_WINDOW_CURSOR) ;
if (y<2+MODE_HEIGHT+3)
glutSetCursor (GLUT_CURSOR_INFO) ;
//else glutSetCursor (GLUT_CURSOR_LEFT_ARROW) ;
//else glutSetCursor (cursor_shape) ;
//00000000000000000000O000
else
switch (mousemode) {
case MENUID_MOVE1:
glutSetCursor (GLUT_CURSOR_INHERIT) ;
break;
case MENUID_ROTATE3:
glutSetCursor (GLUT_CURSOR_CYCLE) ;
break;
case MENUID_SPLIT1:
glutSetCursor (GLUT_CURSOR_LEFT_ARROW) ;
break;
case MENUID_SCALE:
glutSetCursor (GLUT_CURSOR_CROSSHAIR) ;
break;

case MENUID_CREATE:
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glutSetCursor (GLUT_CURSOR_NONE) ;
break;

case MENUID_DELETE:
glutSetCursor (GLUT_CURSOR_DESTROY) ;
break;

case MENUID_SAVE:
glutSetCursor (GLUT_CURSOR_INFO) ;
break;

case MENUID_PAINT:
glutSetCursor (GLUT_CURSOR_SPRAY) ;

//00000000000000000

//00000000000

for (i=COLOR_OFFSET; i<=MODEL_OFFSET-1; i++)
(modelsp+i)->active=1;

glutPostRedisplay() ;

/%

for (i=COLOR_OFFSET; i<=MODEL_OFFSET; i++) {
(modelsp+i)->active=1;
printf("%d ", 1i);

}

printf("\n");

*/

/*

(modelsp+10)->active=1;

(modelsp+11)->active=1;

(modelsp+12)->active=1;

*/

break;

CalcTouchPosition(rmp,polynum,x,y,&targetpos,&tnormal) ;

/*
vi=*(vector3d*) (rmp->vert+rmp->poly [polynum] .v[0]);
dirsti=x(vector3d*) (rmp->vert+rmp->poly[polynum] .v[1]);
dirstl.x-=vl.x;
dirstl.y-=vi.y;
dirstl.z-=vl.z;
n=sqrt(dirstl.x*dirstl.x+dirstl.y*dirstl.y+dirstl.zxdirstl.z);
//if(n!=0.0){
dirstl.x/=n; dirstl.y/=n; dirstl.z/=n;
//}

ax=dirstl.x; //vplpp->v[2]].x-vplpp->v[1]].x;
ay=dirstl.y; //vplpp->v[2]]1.y-vplpp->vI[1ll.y;
az=dirstl.z; //vplpp->vI[2]].z-vplpp->v[1]].z;
bx=-tnormal.x; //vplpp->v[1]].x-vp[pp->v[0]].x;
by=-tnormal.y; //vplpp->vI[1]1].y-vplpp->v[0]].y;
bz=-tnormal.z; //vplpp->v[1]].z-vp[pp->v[0]].z;

dirst2.x=ay*bz-az*by;
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dirst2.y=az*bx-ax*bz;
dirst2.z=ax*by-ay*bx;

*/

//polynum=-1;

}

if (opt_qv) printf("00 (%f,%f,%f)\n",targetpos.x,targetpos.y,targetpos.z);
if (flagDisplay) glutPostRedisplay(Q);

}

//m00000000000000O0O0O0OO0OOO
void WindowMotion(short x, short y){
clickcount++;
mousenw.xX=X; mousenw.y=y;
if (flagMouseLl) switch(mmd){
/*
case MENUID_ROTATE1:{
vector2f spn;
spn.x=spinst.x-360.0%(x-mousest.x)/scr.width;
if (spn.x>= 360.0) do spn.x-=360.0; while(spn.x>= 360.0); else
if (spn.x<=-360.0) do spn.x+=360.0; while(spn.x<=-360.0);
spn.y=spinst.y+360.0*(y-mousest.y)/scr.height;
if (spn.y>= 360.0) do spn.y-=360.0; while(spn.y>= 360.0); else
if (spn.y<=-360.0) do spn.y+=360.0; while(spn.y<=-360.0);
if(spn.x!=spin.x || spn.y!=spin.y){
spin=spn;
glMatrixMode (GL_MODELVIEW) ;
glloadIdentity();
//glTranslated (rmp->vector.x,rmp->vector.y,rmp->vector.z) ;
glRotatef (spin.x,0.0,1.0,0.0);
glRotatef (spin.y,1.0,0.0,0.0);
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&rmp->matrix) ;
glutPostRedisplay();
}
break;
}
*/
case MENUID_ROTATE3:{
int xx,yy;
double t,r;
xx=-(x-mousest.x); yy=-(y-mousest.y);
t=atan2(yy,xx)*180.0/PI; r=sqrt(xx*xx+yy*yy);
if (opt_qv) printf("Range:%f Distance:%f\n",t,r);
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();

// if (rmp!=modelsp)d{
matrix16d rrmatrix;
CalcInvertMatrix((GLdouble*)&modelsp->matrix, (double*)&rrmatrix) ;
glMultMatrixd ((GLdouble*)&rrmatrix) ;

//// glTranslated(-modelsp->vector.x,-modelsp->vector.y,-modelsp->vector.z);
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glRotatef (-VROT,1.0,0.0,0.0);
// } else {
//  glRotatef (-VROT,1.0,0.0,0.0);
/%

glRotatef(t,0.0,0.0,1.0);
glRotatef(r,0.0,1.0,0.0);
glRotatef(-t,0.0,0.0,1.0);

/*

glTranslated(
-mp->vector.x+(mp->gmin.x+mp->gmax.x)/2,
-mp->vector.y+(mp->gmin.y+mp->gmax.y)/2,
-mp->vector.z+(mp->gmin.z+mp->gmax.z)/2) ;
*/

//if (rmp!=modelsp){
glRotatef (VROT,1.0,0.0,0.0);

//// glTranslated(-modelsp->vector.x,-modelsp->vector.y,-modelsp->vector.z);
glMultMatrixd ((GLdouble*)&modelsp->matrix) ;

//} else {

// glRotatef (VROT,1.0,0.0,0.0);

//}

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&rrmatrix) ;

{
stmode* mp;

int i;

if (rmp->group==0) {
rmp->center=rmp->centerO=rmp->vector;
rmp->gmin=rmp->min;
rmp->gmax=rmp->max;

}

//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++)

if ((rmp->group && mp->active && mp->group==rmp->group)
|l (rmp->group==0 && mp==rmp)){

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if ((rmp->group && mp->active && mp->group==rmp->group)

|| (rmp->group==0 && mp==rmp)){

glPushMatrix () ;

glMultMatrixd ((GLdouble*)&matrixst) ;
//glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&rmp->matrix) ;
//CalcBoundingBox (rmp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&mp->matrix) ;
CalcBoundingBox (mp) ;
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vector3d vO,vl;

vO=mp->vector0;

v0.x-=mp->center0.x;

v0.y-=mp->center0.y;

v0.z-=mp->center0.z;
CalcMatrixN((GLdouble*)&rrmatrix,&v0,&vl);
v1.x+=mp->center0.x;

v1.y+=mp->center0.y;

v1.z+=mp->center0.z;

mp->vector=vl;

glPopMatrix();
}
}

glutPostRedisplay() ;
break;
}

case MENUID_SCALE:
{//00000000

vector3d vi;

CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&vl);

toffset.x=vl.x-targetposl.x;
toffset.y=vl.y-targetposl.y;
toffset.z=vl.z-targetposl.z;

#define M11
#define M12
#define M13
#define M14
#define M21
#define M22
#define M23
#define M24
#define M31

© 00 N O Od W N = O

#define M32
#define M33
#define M34
#define M41
#define M42

L
w N =, O

#define M43
#define M44

=
[

matrixc.m[M11]=1;
matrixc.m[M12]=0;
matrixc.m[M13]=0;

matrixc.m[M14]=0;
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matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

.m[M21]=0;
.m[M22]=1;
.m[M23]=0;
.m[M24]=0;

.m[M31]=0;
.m[M32]=0;
.m[M33]=1;
.m[M34]=0;

.m[M41]1=0;
.m[M42]=0;
.m[M43]=0;
.m[M44]=1;

switch(taxis){

case 0:{

double L=rmp->max.y-rmp->min.y;

matrixc.

matrixc

matrixc

matrixc

matrixc

matrixc

break;
}

case 1:{

m[M21]=toffset.x/L;

.m[M22]=1+toffset.y/L;
.m[M23]=toffset.z/L;

.m[M41]=toffset.x/2;
.m[M42] =toffset.y/2;
.m[M43]=toffset.z/2;

double L=rmp->min.y-rmp->max.y;

matrixc.

matrixc.

matrixc

matrixc

matrixc

matrixc

break;
}

case 2:{

m[M21]=toffset.x/L;
m[M22]=1+toffset.y/L;

.m[M23]=toffset.z/L;

.m[M41]=toffset.x/2;
.m[M42]=toffset.y/2;
.m[M43]=toffset.z/2;

double L=rmp->max.x-rmp->min.x;

matrixc.

matrixc

matrixc

matrixc

matrixc

matrixc

break;
}

case 3:9{

m[M11]=1+toffset.x/L;

.m[M12]=toffset.y/L;
.m[M13]=toffset.z/L;

.m[M41]=toffset.x/2;
.m[M42] =toffset.y/2;
.m[M43]=toffset.z/2;

double L=rmp->min.x-rmp->max.x;
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matrixc.m[M11]=1+toffset.x/L;
matrixc.m[M12]=toffset.y/L;
matrixc.m[M13]=toffset.z/L;

matrixc.m[M41]=toffset.x/2;
matrixc.m[M42]=toffset.y/2;
matrixc.m[M43]=toffset.z/2;
break;

}

case 4:9{

double L=rmp->min.z-rmp->max.z;
matrixc.m[M31]=toffset.x/L;
matrixc.m[M32]=toffset.y/L;
matrixc.m[M33]=1+toffset.z/L;

matrixc.m[M41]=toffset.x/2;
matrixc.m[M42]=toffset.y/2;
matrixc.m[M43]=toffset.z/2;
break;

}

case 5:9{

double L=rmp->max.z-rmp->min.z;
matrixc.m[M31]=toffset.x/L;
matrixc.m[M32]=toffset.y/L;
matrixc.m[M33]=1+toffset.z/L;

matrixc.m[M41]=toffset.x/2;
matrixc.m[M42]=toffset.y/2;
matrixc.m[M43]=toffset.z/2;

break;

#undef Mi1
#undef M12
#undef M13
#undef M14
#undef M21
#undef M22
#undef M23
#undef M24
#undef M31
#undef M32
#undef M33
#undef M34
#undef M41
#undef M42
#undef M43
#undef M44

glutPostRedisplay();



break;

case MENUID_MOVE1:
if (rmp==modelsp){ // 00000 (DOODOO)
vector2f spn;
spn.x=spinst.x-360.0*(x-mousest.x)/scr.width;
/*
if(spn.x>= 360.0) do spn.x-=360.0; while(spn.x>= 360.0); else
if (spn.x<=-360.0) do spn.x+=360.0; while(spn.x<=-360.0);
*/
spn.y=spinst.y+360.0*(y-mousest.y)/scr.height;
/*
if (spn.y>= 360.0) do spn.y-=360.0; while(spn.y>= 360.0); else
if (spn.y<=-360.0) do spn.y+=360.0; while(spn.y<=-360.0);
*/
if(spn.x!=spin.x || spn.y!=spin.y){
spin=spn;
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
glTranslated (rmp->vector.x,rmp->vector.y,rmp->vector.z) ;
glRotatef (spin.y,1.0,0.0,0.0);
glRotatef (spin.x,0.0,1.0,0.0);
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&rmp->matrix) ;
} else return;
}else { //0DDDDODO

vector3d vi;

CalcCrossPosition(&tnormal0,&targetpos0O,&matrixst,x,y,&vl);

if (rmp->group==0){
rmp->vector.x+=vl.x-targetposl.x;
rmp->vector.y+=vl.y-targetposl.y;
rmp->vector.z+=vl.z-targetposl.z;
CalcBoundingBox (rmp) ;
} else {
stmode* mp;
int i;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) {
if (mp—>active && mp->group==rmp->group){
mp->vector.x+=vl.x-targetposl.x;
mp->vector.y+=vl.y-targetposl.y;
mp->vector.z+=vl.z-targetposl.z;

CalcBoundingBox (mp) ;

targetposl=vi;
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glutPostRedisplay() ;
break;

case MENUID_SPLIT1:{
int xx,yy;

double r;

xx=x-mousest.x; yy=y-mousest.y;

#define SPSCALE 5.0
#define SPOFFSET 10.0

r=-sqrt (xx*xx+yy*yy) +SPOFFSET;
if(r>0.0) r=0.0;
r*=SPSCALE;

targetpos=posist;
targetpos.x+=tnormal.x*r;
targetpos.y+=tnormal.y*r;
targetpos.z+=tnormal.z*r;
glutPostRedisplay() ;
break;

case MENUID_CREATE:{
CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&targetpos);

targetposl=targetpos;

vector3d nO,nl;

n0=targetposli;

n0.x-=targetpos0.x;

n0.y-=targetpos0.y;

n0.z-=targetpos0.z;

double n=sqrt(n0.x*n0.x+n0.y*n0.y+n0.z*n0.z) ;
scalec=n; // 2/sqrt(2.0);

/%

vectorc=targetpos0;

vectorc.x+=targetposl.x

vectorc.y+=targetposl.y;
vectorc.z+=targetposl.z;
vectorc.x/=2.0;
vectorc.y/=2.0;
vectorc.z/=2.0;

*/

vectorc=targetposO0;
vectorc.x+=tnormal0O.x*scalec;
vectorc.y+=tnormalO.y*scalec;
vectorc.z+=tnormal0Q.z*scalec;
if(n!=0.0){ n0.x/=n; n0.y/=n; n0.z/=n; }
vector3d vO,vl;

vO=targetposO;
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v0.x+=tnormal0.x;
v0.y+=tnormalO.y;
v0.z+=tnormal0.z;

CalcNormal (&targetposl,&targetpos0,&v0,&nl);

/%

vector3d n2,n3;
n2=n3=n0;
n2.x+=nl.x;
n2.y+=nl.y;
n2.z+=nl.z;
n3.x-=nl.x;
n3.y-=nl.y;

n3.z-=nl.z;

n=sqrt(2);
n2.x/=n;
n2.y/=n;
n2.z/=n;
n3.x/=n;
n3.y/=n;
n3.z/=n;

*/

/%

#define M11 O

#define M12 4

#define M13 8

#define M14 12
#define M21 1

#define M22 5

#define M23 9

#define M24 13
#define M31 2

#define M32 6

#define M33 10
#define M34 14
#define M41 3

#define M42 7

#define M43 11
#define M44 15
*/

#define M11
#define M12
#define M13
#define M14
#define M21
#define M22
#define M23
#define M24
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#define
#define
#define
#define
#define
#define
#define
#define

/*

matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

*/

matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

matrixc
matrixc
matrixc

matrixc

glutPostRedisplay();
break;

case MENUID_DELETE:

case MENUID_PAINT://1998 O
case MENUID_SAVE:

break;

/%

M31 8
M32 9

M33
M34
M41
M42
M43
M44

10
11
12
13
14
15

.m[M31]=n3.x;
.m[M32]=n3.y;
.m[M33]=n3.z;
.m[M34]=0.0;

.m[M11]=n2.x;
.m[M12]=n2.y;
.m[M13]=n2.z;
.m[M14]1=0.0;

.m[M11]=n1.x;
.m[M12]=n1l.y;
.m[M13]=n1.z;
.m[M14]1=0.0;

.m[M31]=n0.x;
.m[M32]=n0.y;
.m[M33]=n0.z;
.m[M34]=0.0;

.m[M41]1=0.0;
.m[M42]=0.0;
.m[M43]=0.0;
.m[M44]1=1.0;

.m[M21]=tnormal0O.x;
.m[M22]=tnormal0.y;
.m[M23]=tnormal0.z;
.m[M24]1=0.0;

60 190 (O) OO
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case MENUID_TOUCH:{
polynum=CalcTouchPolygon(modelsp,x,y,&rmp) ;
if (polynum>=0) CalcTouchPosition(rmp,polynum,x,y,&targetpos);
if (opt_qv) printf("00 (%f,%f,%f)\n",targetpos.x,targetpos.y,targetpos.z);
glutPostRedisplay();
break;
}

case MENUID_SELECT:{
polynum=CalcTouchPolygon(modelsp,x,y,&rmp) ;
if (opt_qv) printf("0000 :%d\n",polynum) ;
glutPostRedisplay() ;
break;
}
*/

//m 0000000000

void WindowMouseLeftDown(int x, int y){
clickcount=0;
flagDisplay=0;
WindowPassiveMotion(x,y);

flagDisplay=1;

if (y<2+MODE_HEIGHT) {
clickcount=100;
int mode=x/MODE_WIDTH;
switch(mode){
case MODEID_MOVE: mousemode=mmd=MENUID_MOVEl; break;
case MODEID_ROTATE: mousemode=mmd=MENUID_ROTATE3; break;
case MODEID_SPLIT: mousemode=mmd=MENUID_SPLIT1; break;
case MODEID_SCALE: mousemode=mmd=MENUID_SCALE; break;
case MODEID_CREATE: mousemode=mmd=MENUID_CREATE; break;
case MODEID_DELETE: mousemode=mmd=MENUID_DELETE; break;
case MODEID_GROUP: ModelGroup(); break;
case MODEID_PAINT: mousemode=mmd=MENUID_PAINT; break;//19980 60 180 (OJ) OO
case MODEID_SAVE: mousemode=mmd=MENUID_SAVE; break;
case MODEID_LOAD: return;
default: return;
}
glutPostRedisplay();

return;

// mmd=mousemode;

if (polynum<0) return;

if (rmp==modelsp){
//if (mmd!=MENUID_ROTATE3 && mouse!=MENUID_MOVE1) return;
//mmd=MENUID_MOVE1;
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}

//000000000000000000

else if (rmp==modelsp+3){
stmode* mp;
polynum=-1;
mp=ScanFreeModel () ;
ModelAlloc (mp) ;
if (rmdload("squcone.rmd" ,mp)) return;
polyresize(mp,3.0);
mp->vector.y=-300.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();
return;

}

else if (rmp==modelsp+4){
stmode* mp;
polynum=-1;
mp=ScanFreeModel() ;
ModelAlloc (mp) ;
if (rmdload("tube.rmd",mp)) return;
polyresize(mp,1.8);
mp->vector.y=-400.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();
return;

}

else if (rmp==modelsp+5){
stmode* mp;
polynum=-1;
mp=ScanFreeModel() ;
ModelAlloc (mp) ;
if (rmdload("tricone.rmd",mp)) return;
polyresize(mp,1.8);
mp->vector.y=-400.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();
return;

}

else if (rmp==modelsp+6){
stmode* mp;
polynum=-1;
mp=ScanFreeModel () ;
ModelAlloc (mp) ;
if (rmdload("tribox.rmd" ,mp)) return;
polyresize(mp,1.8);
mp->vector.y=-400.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
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glutPostRedisplay();
return;
/%
ModelDelete() ;
glutPostRedisplay();
return;
*/
}
else if (rmp==modelsp+7){
stmode* mp;
polynum=-1;
mp=ScanFreeModel () ;
ModelAlloc (mp) ;
if (rmdload("sphere.rmd",mp)) return;
mp->vector.y=-500.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();
return;
}
else if (rmp==modelsp+8){
stmode*mp;
polynum=-1;
mp=ScanFreeModel() ;
ModelAlloc (mp) ;
if (rmdload("cone.rmd",mp)) return;
mp->vector.y=-350.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();
return;
}
else if (rmp==modelsp+9){
stmode*mp;
polynum=-1;
mp=ScanFreeModel () ;
ModelAlloc (mp) ;
if (rmdload("box.rmd",mp)) return;
mp->vector.y=-400.0;
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
glutPostRedisplay();

return;

//0000000000000000
else if (rmp==modelsp+10){//10: 0000000 DO
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
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if (mp—>active && mp->bound) {
ChangeColor(mp, 0, color_red);// 000
ModelPrepare (mp) ;
glutPostRedisplay();
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+11){//11: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX; i++,mp++)
if (mp->active && mp->bound) {
ChangeColor(mp, O, color_orange);// 000
ModelPrepare (mp) ;
glutPostRedisplay() ;
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+12){//12: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if (mp->active && mp->bound) {
ChangeColor(mp, 0, color_yellow);// 000
ModelPrepare (mp) ;
glutPostRedisplay() ;
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+13){//13: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if (mp—>active && mp->bound) {
ChangeColor (mp, 0, color_green);// 000
ModelPrepare (mp) ;
glutPostRedisplay();
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+14){//14: 00000000
stmode* mp;

int i;
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for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if (mp—>active && mp->bound) {
ChangeColor(mp, 0, color_white);// 000
ModelPrepare (mp) ;
glutPostRedisplay();
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+15){//15: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX; i++,mp++)
if (mp->active && mp->bound) {
ChangeColor (mp, 0, color_purple);// 000
ModelPrepare (mp) ;
glutPostRedisplay();
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+16){//16: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_0FFSET ; i<MODE_MAX; i++,mp++)
if (mp->active && mp->bound) {
ChangeColor(mp, 0, color_blue);// 000
ModelPrepare (mp) ;
glutPostRedisplay() ;
}
mousemode=mmd=MENUID_PAINT;
return;
}
else if (rmp==modelsp+17){//17: 00000000
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if (mp—>active && mp->bound) {
ChangeColor(mp, 0, color_cyan);// 000
ModelPrepare (mp) ;
glutPostRedisplay() ;
}
mousemode=mmd=MENUID_PAINT;

return;

//else if(rmp<modelsp+10){
else if (rmp<modelsp+MODEL_OFFSET){
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return;

mousest.x=Xx;
mousest.y=y;

flagMouselL=1;

switch(mmd){
/*
case MENUID_ROTATE1:
spinst=spin;
break;
case MENUID_ROTATE2:
break;
*/
case MENUID_ROTATE3:
// polynum=-1;
matrixst=rmp->matrix;
{
stmode* mp;
int i;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++)
if ((rmp->group && mp->active && mp->group==rmp->group)
|l (rmp->group==0 && mp==rmp)){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++)
if ((rmp->group && mp->active && mp->group==rmp->group)
|| (rmp->group==0 && mp==rmp)){
mp->vectorO=mp->vector;
mp->centerO=mp->center;

}

break;

/*
case MENUID_MOVE2:
if (rmp==modelsp){
spinst=spin;
} else {
vector3d v,v2;

matrix16d rrmatrix;

//polynum=-1;

vectorst=+(vector3d*) (rmp->vector) ;

//

glMatrixMode (GL_MODELVIEW) ;

glloadIdentity();

glRotatef (VROT,1.0,0.0,0.0);

glMultMatrixd(modelsp->matrix) ;
glTranslated(-modelsp->vector.x,-modelsp->vector.y,-modelsp->vector.z);

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
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v.x=0.0; v.y=-1.0; v.z=0.0;

CalcInvertMatrix((GLdouble*)&modelsp->matrix, (double*)&rrmatrix) ;

CalcMatrixN((GLdouble*)&rrmatrix,&v,&tnormal0) ;

//CalcMatrixN((GLdouble*)&matrixst,&v,&tnormal) ;

CalcMatrixV((GLdouble*)&rmp->matrix,&targetpos,&v2) ;

targetpos0.x=v2.x+rmp->vector.x;

targetpos0.y=v2.y+rmp->vector.y;

targetpos0.z=v2.z+rmp->vector.z;

CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&targetposl) ;

//
//
//
//
//
//
//
//
//
//
//

glMatrixMode (GL_MODELVIEW) ;

glloadIdentity();

glRotatef (VROT,1.0,0.0,0.0);
glMultMatrixd((GLdouble*)&modelsp->matrix) ;
glTranslated(-modelsp->vector.x,-modelsp->vector.y,-modelsp->vector.z);
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;

v.x=0.0; v.y=-1.0; v.z=0.0;
CalcInvertMatrix((GLdouble*)&modelsp->matrix, (double*)&rrmatrix) ;
CalcMatrixN((GLdouble*)&rrmatrix,&v,&tnormal);
CalcCrossPosition(&tnormal,&targetpos,&matrixst,x,y,&v);

targetposO=v;

//SetModelView (rmp) ;

//
/7
/7
/7
//

/7
/7
/7

//

/7
//

//
/7
/7

//
//

glMatrixMode (GL_MODELVIEW) ;
glloadIdentity();

glRotatef (VROT,1.0,0.0,0.0);

glMultMatrixd ((GLdouble*)&modelsp->matrix) ;

glTranslated(-modelsp->vector.x,-modelsp->vector.y,-modelsp->vector.z);

glMatrixMode (GL_MODELVIEW) ;
glloadIdentity();
glRotatef (-45.0,1.0,0.0,0.0);

SetModelView(modelsp) ;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
v.x=0.0; v.y=-1.0; v.z=0.0;

tnormal.x=0.0;
tnormal.y=-1.0;

tnormal.z=0.0;

CalcInvertMatrix(&matrixst,&rrmatrix);
CalcMatrixN(&rrmatrix,&v,&tnormal);
CalcMatrixN(&matrixst,&v,&tnormal) ;

CalcMatrixN((GLdouble*)&modelsp->matrix,&v,&tnormal) ;

CalcInvertMatrix((GLdouble*)&modelsp->matrix, (double*)&rrmatrix) ;

CalcMatrixN((GLdouble*)&rrmatrix,&v,&tnormal) ;
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// CalcMatrixV((GLdoublex)&rmp->matrix,&targetpos,&v2);

//printf ("4f,%E,%E  4Af,%f,%f\n",targetpos.x,targetpos.y, targetpos.z,v2.x,v2.y,v2.2);
// targetpos.x=v2.x;

// targetpos.y=v2.y;

// targetpos.z=v2.z;

// CalcCrossPosition(&tnormal,&targetpos,&matrixst,x,y,&v);
// targetposO=v;

}

break;

*/

case MENUID_SCALE:
{
taxis=polynum;

toffset.x=toffset.y=toffset.z=0;

SetModelView(modelsp) ;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
tnormal0.x=0.0;

tnormal0.y=-1.0;

tnormal0.z=0.0;

targetposO=targetpos;
CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&targetposl) ;

break;

case MENUID_MOVE1:
if (rmp==modelsp){
spinst=spin;
// mousemode=mmd=MENUID_MOVE1;
} else {
// vector3d v,v2;

// matrix16d rrmatrix;

// vectorst=rmp->vector;

SetModelView (modelsp) ;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
tnormal0.x=0.0;

tnormal0O.y=-1.0;

tnormal0.z=0.0;

/%
CalcMatrixV((GLdouble*)&rmp->matrix,&targetpos,&v2) ;
targetpos0.x=v2.x+rmp->vector.x;
targetpos0.y=v2.y+rmp->vector.y;
targetpos0.z=v2.z+rmp->vector.z;

*/
targetposO=targetpos;
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CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&targetposl) ;

}
break;

case MENUID_SPLIT1:{

/*
vector3d vi;
double ax,ay,az,bx,by,bz,n;
*/

// splitpos=

posist=targetpos;

/*
// normst=tnormal;
vi=*(vector3d*) (rmp->vert+rmp->poly [polynum] .v[0]) ;
dirsti=+(vector3d*) (rmp->vert+rmp->poly [polynum].v[1]);
dirstl.x-=vl.x;
dirstl.y-=vi.y;
dirstl.z-=vl.z;
n=sqrt(dirstl.x*dirstl.x+dirstl.y*dirstl.y+dirstl.z*dirstl.z);
if(n!=0.0){ dirstl.x/=n; dirstl.y/=n; dirstl.z/=n; }

ax=dirstl.x; //vplpp->v[2]].x-vplpp->v[1]].x;
ay=dirstl.y; //vplpp->v[2]].y-vplpp->v[11].y;
az=dirstl.z; //vplpp->v[2]].z-vplpp->vI[1]l].z;
bx=-tnormal.x; //vplpp->v[1]1].x-vp[pp->v[0]].x;
by=-tnormal.y; //vplpp->v[1]1].y-vplpp->vI[0]].y;
bz=-tnormal.z; //vplpp->v[1]1].z-vplpp->vI[0]].z;
dirst2.x=ay*bz-az*by;

dirst2.y=az*bx-ax*bz;

dirst2.z=ax*by-ay*bx;

// polynum=-1;
*/
break;

case MENUID_CREATE:{
SetModelView(modelsp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
tnormalO=tnormal;
targetposO=targetpos;
break;

case MENUID_DELETE:{
if (rmp->group){
stmode* mp;
int i;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET; i<MODE_MAX; i++,mp++){
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if (mp->active && mp->group==rmp->group){

if (mp!=rmp) ModelFree (mp);

}

ModelFree (rmp) ;
polynum=-1;
glutPostRedisplay();

return;

case MENUID_PAINT:{
/*
stmode* mp;

int i;

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if ((rmp->group && mp->active && mp->group==rmp->group)
|l (xrmp->group==0 && mp==rmp)) {
printf ("PAINT\n");
printf ("%i %i %i\n",mp->mate[0].data[0] ,mp->mate[0].datal[1],mp->mate[0].datal2]);
ChangeColor(mp, 0, color_red);// 000
ModelPrepare (mp) ;
glutPostRedisplay();
printf ("%i %i %i\n",mp->mate[0].data[0],mp->mate[0].datal[1],mp->mate[0].datal2]);
}
*/

return;

case MENUID_SAVE:{
/*
vrmlsave("claymore.wrl",rmp) ;

*/

int i;

stmode* mp;

FILE* fp;

FILE* sfp;

int ct;

char fbase[256];
char fname[256];

////7//7/////1wol lus 0O D OODO
for(ct=0;;ct++){
sprintf (fbase, "claymore’04d",ct) ;
sprintf (fname, ")s.lws",fbase);
sfp=fopen(fname, "w") ;
if (sfp) break;
}
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fprintf (sfp,"LWSC\ni\n\n") ;

//000000

fprintf (sfp,"FirstFrame 1\n");

fprintf (sfp,"LastFrame 60\n");

fprintf (sfp,"FrameStep 1\n");

fprintf (sfp, "FramePerSecond 30.000000\n\n") ;

ct=0;
//000000
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++){
if (mp->active){
for(;;ct++){
sprintf (fbase, "claymore’04d",ct) ;
sprintf (fname, ")s.1lwo" ,fbase);
fp=fopen(fname, "w"
if (fp) break;
}
//
printf("Filename: %s,",fname);
lwosave (fp,mp) ; ct++;
fprintf (sfp,"LoadObject %s\n",fname);
fprintf (sfp,"Showlbject 4 7\n");
fprintf (sfp,"ObjectMotion (unnamed)\n");
fprintf(sfp," 9\n 1\n");
fprintf (sfp," %6f %6f %6f 0 0 0 1 1 1\n",
(float)mp->vector.x/SAVESCALE,
-(float)mp->vector.y/SAVESCALE,
(float)mp->vector.z/SAVESCALE) ;
fprintf(sfp," 0 0 0 0 0\n");
fprintf (sfp,"EndBehavior 1\n");
fprintf (sfp,"ShadowOptions 7\n\n");
//
fclose(fp);

}
lussave(sfp);

fclose(sfp);

11111117117

for(ct=0;;ct++){
sprintf (fbase, "claymore,04d" ,ct) ;
sprintf (fname, ")s.wrl" ,fbase);
fp=fopen(fname,"w
if (fp) break;
}
printf(",%s",fname) ;
// fp=fopen("claymore.wrl","w");
fprintf (fp,
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"#VRML V1.0 ascii\n"

Il\nll

"Separator {\n"

" ShapeHints {\n"

" vertexOrdering CLOCKWISE\n"

n }\n"

" NormalBinding {\n"

" value PER_VERTEX_INDEXED\n"

n }\nll

);

//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++)

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX ; i++,mp++)
if (mp->active) vrmlsave2(fp,mp);

fprintf (fp,

n }\nll

);

fclose(fp);

// FILEx fp=fopen("claymore.obj","w");
sprintf (fname, "%s.obj",fbase);
fp=fopen(fname, "w") ;

if (fp){

printf (", %s",fname);

fprintf (fp,"# Claymore\n");
fprintf (fp,"g objectl objectO\n");

int vo=0,no0=0,po=0;

//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) {
if (mp->active){
mp->verto=vo; vo+=mp->vertn;
mp->normo=no; no+=mp->normn;
po+=mp->polyn;

overtsave (fp,mp) ;

}
fprintf (fp,"# Jd vertices\n",vo);

fprintf (fp,"g\n");

//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){

for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) {
if (mp->active){

onormsave (fp,mp) ;

}
fprintf (fp,"# %d normals\n",no);

fprintf (fp,"usemtl objectO\n");
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fprintf (fp,"g objectl objectO object2\n");

//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET; i<MODE_MAX; i++,mp++){
if (mp->active){

opolysave (fp,mp) ;

}
}
fprintf (fp,"# %d elements\n",po);
fprintf (fp,"g\n");
fclose(fp);
}
printf("\n");
clickcount+=100;
glutPostRedisplay() ;
return;
}
}
WindowMotion(x,y) ;
}

void WindowMouseLeftUp(){
flagMouseL=0;

if (clickcount<3){

if (rmp==modelsp){
mousemode=mmd=MENUID_MOVE1;
glutPostRedisplay() ;
return;

}

//if (rmp<modelsp+10) return;

if (rmp<modelsp+MODEL_OFFSET) return;

rmp->bound”~=1;
if (rmp->group) {
stmode* mp;
int i;
//for (mp=modelsp+10,i=10;i<MODE_MAX;i++,mp++){
for (mp=modelsp+MODEL_OFFSET, i=MODEL_OFFSET ; i<MODE_MAX; i++,mp++) {
if (mp->active && mp->group==rmp->group) mp->bound=rmp->bound;
}
}
glutPostRedisplay () ;
return;

}

//if (rmp<modelsp+10) return;
if (rmp<modelsp+MODEL_OFFSET) return;
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switch (mmd) {

case MENUID_CREATE:{
stmode* mp;
polynum=-1;
mp=ScanFreeModel() ;
ModelAlloc (mp) ;

if (rmdload("bound2.rmd" ,mp)) return;
mp->vector=vectorc;
mp->matrix=matrixc;
polyresize(mp,scalec);
CalcBoundingBox (mp) ;
ModelPrepare (mp) ;
break;

case MENUID_SCALE:{

vector3d vO;

for(int i=0;i<rmp->vertn;i++){
CalcMatrixV((GLdouble*)&matrixc,&rmp->vert[i],&v0);
rmp->vert [1]=v0;

}

CalcBoundingBox (rmp) ;

ModelPrepare (rmp) ;

break;

case MENUID_SPLIT1:{

double pl[4];

stmode* splitmp[16];
stmode* mp;

int size,i,j;

int g=rmp->group,gl=0,g2=0;

int b=rmp->bound;

pl[0]=tnormal.x;
pl[1]l=tnormal.y;
pl[2]=tnormal.z;
pl[3]=-(targetpos.x*tnormal.x+targetpos.y*tnormal.y+targetpos.z*tnormal.z) ;

*/

vector3d vO,vl;

matrix16d vmatrix;

SetPureModelView (rmp) ;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;
CalcMatrixNR((GLdouble*)&vmatrix,&tnormal,&vO0) ;
CalcMatrixVR((GLdoublex)&vmatrix,&targetpos,&vl);
pl[0]=v0.x;

pl[1]=v0.y;

pl[2]=v0.z;

pl[3]=-(v1.x*v0.x+v1.y*v0.y+vl.z*v0.2);
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*/

if (g){ gl=ScanFreeGroup(); g2=ScanFreeGroup(); }

//for (mp=modelsp+10, j=10; j<MODE_MAX; j++,mp++){

for (mp=modelsp+MODEL_OFFSET, j=MODEL_OFFSET; j<MODE_MAX ; j++, mp++){
if ((g==0 && mp==rmp) || (g && mp->active && mp->group==g)){
vector3d vO,vl;
matrix16d vmatrix;
SetPureModelView (mp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;
CalcMatrixNR((GLdouble*)&vmatrix,&tnormal,&vO0) ;
CalcMatrixVR((GLdouble*)&vmatrix,&targetpos,&vl) ;
pl[0]=v0.x;
pl[1]=v0.y;
pl[2]=v0.z;
pl[3]=-(v1.x*v0.x+vl.y*v0.y+vl.z*v0.2z);

size=sliceModel (mp,splitmp,pl);
for(i=0;i<size;i++){
stmode* mmp=ScanFreeModel() ;
*mmp=+splitmp[i];
CalcBoundingBox (mmp) ;
ModelPrepare (mmp) ;
if (b) mmp->bound=1;
mmp->group=(i==0)7 gl:g2;
free(splitmp[il);
}
ModelFree (mp) ;
}
}
SetGroup(0) ;

polynum=-1;
}
break;
}
glutPostRedisplay();
}

//mO0000000000 2
void WindowMouseRightDown(int x, int y){
clickcount=0;
//if (rmp<modelsp+10){
if (rmp<modelsp+MODEL_OFFSET){
WindowMouseLeftDown(x,y) ;
return;

}

if (polynum<0) return;

flagDisplay=0;
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WindowPassiveMotion(x,y);

flagDisplay=1;

mousest.Xx=x;
mousest.y=y;

flagMouselL=1;

switch(mmd) {

case MENUID_SCALE:
{

taxis=polynum;

toffset.x=toffset.y=toffset.z=0;

SetModelView (modelsp) ;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
tnormal0.x=sin(-spin.x*PI*2.0/360.0);

tnormalO.y=0.0;

tnormal0.z=cos(-spin.x*PI*2.0/360.0);

targetposO=targetpos;
CalcCrossPosition(&tnormal0,&targetpos0,&matrixst,x,y,&targetposl);
WindowMotion(x,y);

return;

case MENUID_MOVE1:
if (rmp==modelsp){
spinst=spin;
} else {
// vector3d v,v2;

// matrix16d rrmatrix;

// vectorst=rmp->vector;
SetModelView(modelsp) ;
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst) ;
tnormal0.x=sin(-spin.x*PI*2.0/360.0);
tnormal0.y=0.0;
tnormal0.z=cos(-spin.x*PI*2.0/360.0);

CalcMatrixV((GLdouble*)&rmp->matrix,&targetpos,&v2) ;
targetpos0.x=v2.x+rmp->vector.x;
targetpos0.y=v2.y+rmp->vector.y;
targetpos0.z=v2.z+rmp->vector.z;

*/
targetposO=targetpos;

CalcCrossPosition(&tnormalO,&targetpos0O,&matrixst,x,y,&targetposl);
}
WindowMotion(x,y);

return;
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WindowMouseLeftDown(x,y) ;
return;

}

void WindowMouse(int button, int state, int x, int y){
if (button==GLUT_LEFT_BUTTON) {
switch(state){
case GLUT_DOWN:
WindowMouseLeftDown (x,y) ;
break;
case GLUT_UP:
WindowMouseLeftUp() ;
break;
}
} else
#ifdef _WIN32
if (button==GLUT_RIGHT_BUTTON) {
#else
if (button==GLUT_MIDDLE_BUTTON){
#endif
switch(state){
case GLUT_DOWN:
WindowMouseRightDown(x,y) ;
break;
case GLUT_UP:
WindowMouseLeftUp() ;
break;
}
}
}

//m 000000
void WindowMenu(int ID){
polynum=-1;
switch(ID){
case MENUID_QUIT: exit(0);
case MENUID_RESET:{
int i;
stmode* mp;
spin.x=spin.y=0.0;
glMatrixMode (GL_MODELVIEW) ;
glPushMatrix () ;
glLoadIdentity();
for (mp=modelsp,i=0;i<MODE_MAX;i++,mp++) if (mp->active){
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&mp->matrix) ;
}
glPopMatrix () ;
// glutPostRedisplay();
break;
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case MENUID_ROTATE1:

case MENUID_ROTATE2:
*/

case MENUID_ROTATE3:
/*

case MENUID_TOUCH:

case MENUID_SELECT:
*/

case MENUID_MOVE1:

case MENUID_SPLIT1:

case MENUID_CREATE:

case MENUID_DELETE:

case MENUID_SAVE:

case MENUID_PAINT:

mousemode=mmd=ID;

break;

}

glutPostRedisplay() ;
}

//m 0000000
void WindowKeyboard(char key, int x, int y){
switch(toupper (key)){
case 3:
case 0x1B:
case ’Q’: exit(0);
case ’I’:
ModelInfo (rmp) ;
DescribeStmode (rmp) ;
break;
// case ’7’:
// polycalc(rmp);
// glutPostRedisplay();
// break;
case ’ ’:
case ’M’: WindowMenu(MENUID_MOVE1l); break;
case ’R’: WindowMenu(MENUID_ROTATE3); break;
case ’S’: WindowMenu(MENUID_SPLIT1); break;
case ’V’: WindowMenu(MENUID_SAVE); break;
// case ’T’: WindowMenu(MENUID_TOUCH); break;
// case ’S’: WindowMenu(MENUID_SELECT); break;
case ’C’: WindowMenu(MENUID_CREATE); break;
case ’0’: WindowMenu(MENUID_RESET); break;
case ’D’: WindowMenu(MENUID_DELETE); break;
case ’G’: ModelGroup(); glutPostRedisplay(); break;
// case ’D’: ModelDelete(); glutPostRedisplay(); break;
// case ’P’: moemoeflag™=1; glutPostRedisplay(); break;
case ’P’: WindowMenu(MENUID_PAINT); break;
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//m 000000000
void glview(char* window_name, stmode* mp){

// int MenuModelD;

modelsp=rmp=mp;

InitScreen();

//0penGL 0000

#ifdef Z_BUFFER
glutInitDisplayMode (GLUT_DOUBLE | GLUT_RGBA | GLUT_DEPTH) ;
#else

glutInitDisplayMode (GLUT_DOUBLE|GLUT_RGBA) ;

#endif

glutInitWindowPosition(scr.startx,scr.starty);
glutInitWindowSize(scr.width,scr.height);
glutCreateWindow (window_name) ;

glClearColor(scr.bcr,scr.bcg,scr.beb,scr.bea) ;

SetLight_MaterialParameter();
SetLightModel();

SetLight () ;

SetMaterial();

glEnable (GL_LIGHTING) ;
glEnable (GL_LIGHTO) ;

#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
#endif

glEnable (GL_NORMALIZE);

// glEnable(GL_AUTO_NORMAL);

glPolygonMode (GL_FRONT,GL_FILL);
glPolygonMode (GL_BACK,GL_FILL);
glCullFace (GL_BACK) ;

glEnable (GL_CULL_FACE) ;

glBlendFunc (GL_SRC_ALPHA,GL_ONE_MINUS_SRC_ALPHA) ;
glEnable (GL_BLEND) ;

// glHint (GL_POLYGON_SMOOTH_HINT,GL_FASTEST);
// glEnable(GL_POLYGON_SMOOTH) ;

// glLineWidth(1.5);

gllineWidth(3);

glHint (GL_LINE_SMOOTH_HINT,GL_FASTEST);
glEnable (GL_LINE_SMOOTH) ;

glPointSize(5.0) ;

glHint (GL_POINT_SMOOTH_HINT,GL_FASTEST) ;
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glEnable (GL_POINT_SMOOTH) ;

//00000000

glMatrixMode (GL_MODELVIEW) ;

glloadIdentity();

glRotatef(-45.0,1.0,0.0,0.0);
glLightfv(GL_LIGHTO,GL_POSITION,Light0.posision);

//000000000

// MenuModeID=glutCreateMenu(WindowMenu) ;

// glutAddMenuEntry("Rotatel" ,MENUID_ROTATE1) ;
// glutAddMenuEntry("Rotate2",MENUID_ROTATE2) ;
// glutAddMenuEntry("Rotate3" ,MENUID_ROTATE3) ;
// glutAddMenuEntry("Touch" ,MENUID_TOUCH) ;

// glutAddMenuEntry("Select" ,MENUID_SELECT) ;
// glutAddMenuEntry("Movel" ,MENUID_MOVE1) ;

glutCreateMenu(WindowMenu) ;

// glutAddSubMenu("Mode" ,MenuModeID) ;
glutAddMenuEntry ("Move" ,MENUID_MOVE1) ;
glutAddMenuEntry ("Rotate" ,MENUID_ROTATE3) ;
glutAddMenuEntry ("Split" ,MENUID_SPLIT1);
glutAddMenuEntry ("Group" ,MENUID_GROUP) ;
glutAddMenuEntry ("Delete" ,MENUID_DELETE) ;
glutAddMenuEntry("Save" ,MENUID_SAVE) ;
glutAddMenuEntry ("Reset" ,MENUID_RESET) ;
glutAddMenuEntry ("Quit" ,MENUID_QUIT) ;

#ifdef _WIN32
glutAttachMenu (GLUT_MIDDLE_BUTTON) ;

#else
glutAttachMenu (GLUT_RIGHT _BUTTON) ;

#endif

gltop=glGenLists(1024);
glbound=glGenLists(1);
MakeDisplayList (glbound,&bound2,0) ;
for(int i=0;i<MODE_MAX;i++,mp++) if (mp->active){
if (mp==modelsp){
Material.diffuse[3]=0.7;
ModelPrepare (mp) ;
Material.diffuse[3]=1.0;
} else {
ModelPrepare (mp) ;
}
}

//0000

glutDisplayFunc (WindowDraw) ;

glutReshapeFunc (WindowReshape) ;
glutVisibilityFunc(WindowVisible) ;
glutKeyboardFunc ((void (*) (unsigned char,int,int))WindowKeyboard) ;
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glutMouseFunc (WindowMouse) ;
glutMotionFunc ((void (*) (int, int))WindowMotion) ;
glutPassiveMotionFunc((void(*) (int,int))WindowPassiveMotion);

glutIdleFunc(WindowIdle);

glutMainLoop() ;
}

A.2 “3D-PP”

models-gui.cpp

#include <qgl.h>
#include <stdio.h>
#include <stdlib.h>
#include <math.h>
#include "models.h"
#include "models-gui.h"
#include "rmddraw.h"
#include "polycalc.h"
#include "glbox.h"
#include "rmdfile.h"

#include "screen.h"
int GUINodeCore::ID_max = 0O;

GUINodeCore: :GUINodeCore ()

{
// ID= ++ID_max; //000 IDO 2 0000
ID= ID_max++; //000 IDO 1 0000

Node = new NodeCore;
ModelAlloc (&shape) ;

displaylistl = glGenLists(1);
displaylist2 = glGenLists(1);
displaylist3 = glGenLists(1);

surface = TRUE;
transparent = FALSE;

wireframe = FALSE;

focus = FALSE;
invisible = FALSE;

NodePrev NULL;

NodeNext = NULL;

EdgeStartID = 0O;
EdgeEndID = 0;
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for(int i=0;i<8;i++){
child[i] = NULL;

}

parent = NULL;

GUINodeCore: : "GUINodeCore () {
}

GUINodeCore* GUINodeCore: :NodeNextTo(GUINodeCore *guinode, int times){
GUINodeCore *guinodenext;
guinodenext = guinode;
if (guinode->NodeNext != NULL && times > 0)
guinodenext = NodeNextTo(guinode->NodeNext, times - 1);

return guinodenext;

void GUINodeCore: :DrawMode(bool model, bool mode2, bool mode3){
surface = model;
transparent = mode2;

wireframe = mode3;

void GUINodeCore: :FocusMode (bool mode)q{
if ((focus&&mode) | | (!focus && !mode)){
}
else {
if (focus && !'mode)q{
focus = mode;
polyresize(&shape,1.0);
//polyresize(&shape,0.3125);
}
else {
focus = mode;
polyresize(&shape,1.0);
//polyresize(&shape,3.2);
}
glDeletelLists(displaylistl, (GLsizei)1);
displaylistl = glGenLists(1);
MakeDisplayList(displaylistl, &shape, DRAW_MODE_NORMAL) ;

glDeletelLists(displaylist2, (GLsizei)1);
displaylist2 = glGenLists(1);
MakeDisplayList(displaylist2, &shape, DRAW_MODE_TRANSPARENT) ;

glDeleteLists(displaylist3, (GLsizei)1);

displaylist3 = glGenLists(1);
MakeDisplayList(displaylist3, &shape, DRAW_MODE_WIREFRAME);
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void GUINodeCore::ChildUpdate(){
if (focus){
for(int i=0;i<8;i++){
if (child[i]!'=NULL){
child[i]->invisible = FALSE;
child[i]->shape.vector = shape.vector;

}

}
elseq{
for(int i=0;i<8;i++){
if (child[i]!=NULL){
child[i]->invisible = TRUE;
child[i]->shape.vector = shape.vector;

}

}
void GUINodeCore: :EdgeDraw(GUINodeCore* guinode,GUINodeCore* gui_world,
GUINodeCore* gui_list_start,matrix16d matrixst){
if ( guinode->EdgeStartID != NULL & guinode->EdgeEndID != NULL ){
// printf ("EdgeDrawing!!!\n") ;
int StartID = guinode->EdgeStartID;
int EndID = guinode->EdgeEndID;

vector3d first_axis, second_axis;

for (guinode = gui_list_start->NodeNext; // 000000
guinode->ID < StartID;
guinode = guinode->NodeNext) {

}

first_axis.x = guinode->shape.vector.x;
first_axis.y = guinode->shape.vector.y;

first_axis.z = guinode->shape.vector.z;

for (guinode = gui_list_start->NodeNext; // 000000
guinode->ID < EndID;
guinode = guinode->NodeNext) {

}

second_axis.x = guinode->shape.vector.x;

second_axis.y = guinode->shape.vector.y;

second_axis.z = guinode->shape.vector.z;

//0000

glMatrixMode (GL_MODELVIEW) ;

matrix16d vmatrix;

glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&vmatrix) ;
glPushMatrix();

glLoadIdentity();

glRotatef (VROT, 1.0, 0.0, 0.0);
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glTranslated(gui_list_start->shape.vector.x, gui_list_start->shape.vector.y, gui_list_start->shape.vector.z);

SetModelView(&(gui_world->shape), &(gui_world->shape));
glGetDoublev (GL_MODELVIEW_MATRIX, (GLdouble*)&matrixst);

glBegin(GL_LINE_LOOP);
glVertex3d(first_axis.x, first_axis.y, first_axis.z);
glVertex3d(second_axis.x, second_axis.y, second_axis.z);

glEnd();

glPopMatrix();
}

//00000000000000000000000000000
int Mini3DIconNode: :create3DIcon(GUINodeCore* guinode,
int whichicon, double resize,
double movex,
double movey,
double movez)
{
/*

stmode* mp = &(guinode->shape) ;

switch (whichicon) {

case ICON_ATOM:
if (rmdload("/rmd/cone.rmd", mp)) return 2;
ChangeColor (mp, O, color_blue);
polyresize(mp, resize);
mp->vector.Xx = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL);
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;
break;

case ICON_LIST:
if (rmdload("/rmd/tube.rmd", mp)) return 2;
ChangeColor (mp, 0, color_green);
polyresize(mp, resize);
mp->vector.x = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_GOAL:
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if (rmdload("/rmd/tube.rmd", mp)) return 2;

ChangeColor (mp,0,color_green) ;

polyresize(mp, resize);

mp->vector.x = movex;

mp->vector.y = movey;

mp->vector.z = movez;

MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_BLTIN:
if (rmdload("/rmd/bound.rmd", mp)) return 2;
ChangeColor (mp,0,color_purple) ;
polyresize(mp, resize);
mp->vector.Xx = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL);
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_VAR:

if (rmdload("/rmd/bound.rmd", mp)) return 2;
ChangeColor (mp,0,color_orange) ;
polyresize(mp, resize);
mp->vector.x = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;
break;

}
*/
}

//0000000000000000000000 GUINodeCore DO OO
//0000000

int Mini3DIconNode: :AddNodeToGUINodeCore (GUINodeCore* guinode,
int whichicon, double resize,

double movex,

double movey,

double movez)
stmode* mp = &(guinode->shape) ;
switch (whichicon) {

case ICON_ATOM:

if (rmdload("/rmd/minicone.rmd", mp)) return 2;
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ChangeColor(mp, 0, color_blue);

polyresize(mp, resize);

mp->vector.Xx = movex;

mp->vector.y = movey;

mp->vector.z = movez;

MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_LIST:
if (rmdload("/rmd/squcone.rmd", mp)) return 2;
ChangeColor (mp, 0, color_red);
polyresize(mp, resize);
mp->vector.x = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL);
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_GOAL:
if (rmdload("/rmd/tube.rmd", mp)) return 2;
ChangeColor (mp,0,color_green) ;
polyresize(mp, resize);
mp->vector.x = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_BLTIN:
if (rmdload("/rmd/minibox.rmd", mp)) return 2;
ChangeColor (mp,0,color_purple) ;
polyresize(mp, resize);
mp->vector.Xx = movex;
mp->vector.y = movey;
mp->vector.z = movez;
MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL);
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;

break;

case ICON_VAR:
if (rmdload("/rmd/minisp.rmd", mp)) return 2;
ChangeColor (mp,0,color_orange) ;
polyresize(mp, resize);

mp—>vector «X = movex;
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mp->vector.y = movey;

mp->vector.z = movez;

MakeDisplayList (guinode->displaylistl, mp, DRAW_MODE_NORMAL) ;
MakeDisplayList (guinode->displaylist2, mp, DRAW_MODE_TRANSPARENT) ;
MakeDisplayList (guinode->displaylist3, mp, DRAW_MODE_WIREFRAME) ;
break;

}

//mm00000000000000
OneStroke: :OneStroke() {

/*

vector2f temp;

temp.x = -1; temp.y = -1;
locus[0]->x = temp.x;

locus[0]->y = temp.y;

*/

for (int i = 0; i < LOCUSMAX; i++) {
locusX[i] = -1;
locusY[i] = -1;

}

indexmax = 0;

for (int j = 0; j < CONNECT_NODE_MAX; j++)
connestlist[j] = NULL;
connectmax = 0;

lasttouch = -1;

//mm00000000000000000COOOOOOOOOOOOOD
//0000000000000000O0O
void OneStroke::StoreMouseLocus(OneStroke* onestroke,

double nowX, double nowY) {

int i = 0;
while (i < LOCUSMAX) {
if (onestroke->locusX[i] != -1 && onestroke->locusY[i] != -1)
i++;
else {
onestroke->indexmax = i;
//0000000000000000 locusX,locusYOOOODO
//000000000000000 LoCcUsSMAXOOOODO0OOOO
//0000000000000000 locusX,locusYOOOOO
//00000 (LOCUSDIFF) 00U 0D0D0ODODOODOOOOOO
if (onestroke->indexmax < 1) {
onestroke->locusX [onestroke->indexmax] = nowX;
onestroke->locusY[onestroke->indexmax] = nowY;
}

else if (fabs(onestroke->locusX[onestroke->indexmax-1]-nowX)
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> LOCUSDIFF ||
fabs (onestroke->locusY [onestroke->indexmax-1]-nowY)
> LOCUSDIFF) {

onestroke->locusX [onestroke->indexmax] = nowX;

onestroke->locusY [onestroke->indexmax] = nowY;

}
break;
}
}
}

//mm000000000000000O0O0ODODOODOOOODOOOOOO
//00000000000000000

void OneStroke: :DrawMouseLocus(OneStroke* onestroke) {

/%
#ifdef Z_BUFFER
glDisable (GL_DEPTH_TEST) ;
glDepthMask (GL_FALSE) ;
#endif
*/

glMatrixMode (GL_MODELVIEW) ;

glPushMatrix();// e InformationDraw,Push-Pop 00 al
glLoadIdentity();

glMatrixMode (GL_PROJECTION) ;

glPushMatrix();// e InformationDraw,Push-Pop 000 aa!
glloadIdentity();
gluOrtho2D(0,scr.width,0,scr.height);
glScalef(1,-1,1);

glTranslatef (0,-scr.height,0);

glDisable (GL_LIGHTING) ;

//000000000

// glColor4ub(255,60,100,160) ;

if (onestroke->indexmax == LOCUSMAX - 1)
glColor3ub(255,60,100) ;

else
glColor3ub(255,60,10) ;

for (int i = 1; i < onestroke->indexmax; i++) {
// printf ("\ti=}d, x=)f, y=kf, max=/d\n", i, locusX[i], locusY[i], onestroke->indexmax);
glBegin (GL_LINE_STRIP) ;
glVertex2i((int)onestroke->locusX[i-1],

(int)onestroke->locusY[i-1]);
glVertex2i((int)onestroke->locusX[i],

(int)onestroke->locusY[i]);
glEnd();

}

/*
//000000000000
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if (onestroke->indexmax > 1) {
glColor3ub(255,60,100) ;
glBegin(GL_LINE_LOOP);
glVertex2i((int)onestroke->locusX[onestroke->indexmax - 2],
(int)onestroke->locusY[onestroke->indexmax - 2]);
glVertex2i((int)onestroke->musnow.x,
(int)onestroke->musnow.y) ;
glEnd();
}
*/

glColor3ub(255,255,255) ;

glEnable (GL_LIGHTING) ;

glPopMatrix();// e InformationDraw,Push-Pop0 00 aat
glMatrixMode (GL_MODELVIEW) ;

glPopMatrix();// e InformationDraw,Push-Pop 000 at

/*
#ifdef Z_BUFFER
glEnable (GL_DEPTH_TEST) ;
glDepthMask (GL_TRUE) ;
#endif
*/

//mm0000000000000000O0O0O0OOOO IDOOOO0O0O0O00
//00000000000000000O0O0O0O0O0OOOOOOOOO0
void OneStroke: :DetectTouchNode (OneStroke* onestroke, GUINodeCore* node) {

//000000000000000DO0O0DOODOO0

if (node != NULL) {
//000000000
if (onestroke->lasttouch != node->ID) {

if (onestroke->connestlist[0] == NULL) {
//000000000000000
onestroke->connestlist [connectmax] = node;
onestroke->connectmax++;
onestroke->lasttouch = node->ID;

}

else if (node->ID < ICON_MAX + 2) {
//000000000000000
onestroke->connestlist[connectmax] = node;
onestroke->connectmax++;
onestroke->lasttouch = node->ID;

}

else if (onestroke->connestlist[connectmax-1]->ID != node->ID) {
//000000000000000
onestroke->connestlist[connectmax] = node;
onestroke->connectmax++;
onestroke->lasttouch = node->ID;

}
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}
//00000000000000000000
else

onestroke->lasttouch = -1;

}

//mm000000000000000000DOOO0O0OOOO0ODOOO0O
//000000000000000

void OneStroke: :ResetMouseLocus(OneStroke* onestroke) {

for (int i = 0;

i < LOCUSMAX; i++) {

onestroke->locusX[i] = -1;
onestroke->locusY[i] = -1;
}

onestroke->indexmax = 0;

for (int j = 0;

j < CONNECT_NODE_MAX; j++)

onestroke->connestlist[j] = NULL;

onestroke->connectmax = 0;

onestroke->lasttouch = -1;

[/ *Fkxxk K%K KKKk K%% [ [

int ModelAlloc(stmode *mp){

mp->text=(sttext
mp->vert=(stvert
mp->norm=(stnorm
mp->poly=(stpoly
mp->mate=(stmate
mp->grou=(stgrou
mp->active=1;
mp->bound=0;
mp->group=0;

*)malloc(sizeof (sttext)*TEXT_MAX) ;
*)malloc(sizeof (stvert)*VERT_MAX) ;
*)malloc(sizeof (stnorm) *NORM_MAX) ;
*)malloc(sizeof (stpoly)*POLY_MAX) ;
*)malloc(sizeof (stmate) *MATE_MAX) ;
*)malloc(sizeof (stgrou)*GROU_MAX) ;

mp->vector.x=mp->vector.y=mp->vector.z=0.0;

mp->matrix.m[ 0]=
mp->matrix.m[ 4]=
mp->matrix.m[ 8]=

mp->matrix.m[12]=

return O;

1.0;mp—>matrix.m[ 1]=0.0;mp->matrix
0.0;mp->matrix.m[ 5]=1.0;mp->matrix
0.0;mp->matrix.m[ 91=0.0;mp->matrix

0.0;mp->matrix.m[13]=0.0;mp->matrix

// glview.ccOOOODOOOODODOOO
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.m[ 2]=0.0;mp->matrix.
.m[ 61=0.0;mp->matrix.
.m[10]=1.0;mp->matrix.

.m[14]=0.0;mp->matrix.

m[ 3]=0.0;
m[ 71=0.0;
m[11]=0.0;
m[15]=1.0;



void SetModelView(stmode* mp, stmode* modelsp){
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
glRotatef (VROT,1.0,0.0,0.0);
glTranslated(modelsp->vector.x,modelsp->vector.y,modelsp->vector.z);
glMultMatrixd ((GLdouble*)&modelsp->matrix) ;
if (mp!=modelsp){
glTranslated (mp->vector.x,mp->vector.y,mp->vector.z) ;

glMultMatrixd ((GLdouble*)&mp->matrix) ;

void SetPureModelView(stmode* mp, stmode* modelsp){
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
if (mp!=modelsp){
glTranslated (mp->vector.x,mp->vector.y,mp->vector.z) ;

glMultMatrixd ((GLdouble*)&mp->matrix) ;

/*

void ModelPrepare(stmode* mp){
glNewList (modelsp-mp+gltop,GL_COMPILE) ;
DrawRmd (mp, 0) ;
glEndList();

}

*/

void ModelDraw(GUINodeCore* guinode, GUINodeCore* world){
SetModelView(&(guinode->shape), &(world->shape));

if (!guinode->invisible){ // 00000000
if (guinode->surface) // 00O
glCalllist (guinode->displaylistl);
if (guinode->transparent) // 0000
glCallList (guinode->displaylist2);
if (guinode->wireframe) // D000 OOO0OO

glCalllist (guinode->displaylist3);

void SetModelShadowView(stmode* mp, stmode* modelsp){
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity();
glRotatef (VROT,1.0,0.0,0.0);
glTranslated(-modelsp->vector.x,-1.0-modelsp->vector.y,-modelsp->vector.z) ;
glMultMatrixd ((GLdouble*)&modelsp->matrix) ;
glScalef(1.0,0.0,1.0);

glTranslated (mp->vector.x,0.0,mp->vector.z);
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glMultMatrixd ((GLdouble*)&mp->matrix) ;

void ShadowDraw(GUINodeCore* guinode, GUINodeCore* world){
SetModelShadowView(&(guinode->shape), &(world->shape));
glCallList (guinode->displaylistl);

/**x* paint.cc OO **x/

short color_white[] = {(short)255, (short)255, (short)255};
short color_black[] = {(short)0, (short)0, (short)O};

short color_red[] = {(short)255, (short)0, (short)O};

short color_orange[] = {(short)255, (short)128, (short)O};
short color_yellow[] = {(short)255, (short)255, (short)0};
short color_green[] = {(short)64, (short)255, (short)O};
short color_blue[] = {(short)0, (short)O, (short)208};
short color_purple[] = {(short)208, (short)0O, (short)208};
short color_cyan[] = {(short)0, (short)208, (short)208};

void ChangeColor(stmode* mp, int layer, short color([3])
{

//000

mp->mate [layer] .data[0] = *color++;

mp->mate [layer] .data[1] = *color++;

mp->mate [layer] .data[2] = *color;
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