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e int main(), void Init() :#J%Q1t
« void Display() : B&MOpenGLEE « BREME
o void System(int) :&E25msM0l— > pRIRFFREIEH
(R B EEIEIKAVFS Eh)
o BRIBINputhIRKIEL
o void SpecialKeyDown(int,int,int)
o void SpecialKeyUp(int,int,int)
o void NormalKeyDown(unsigned
char,int,int)
o void NormalKeyUp(unsigned char,int,int)
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int main()

« #1¥31Eglut

o SEERIZN © SHEFglutiB E|MHRLE S5 15 22 0 0L R oK X
glutDisplayFunc(Display);

o HEAIERY

glutMainLoop();
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vold Init()
o BRI ESHIIR1E

float ball x, ball y;
float ball vx, ball vy;

float bar x, bar y;
float bar _vx, bar vy;
float bar width, bar_height;

float block x[100], block y[100];
float block width, block height;
int block cnt;

bool trigger left key, trigger right key;



void Display()
« B5MOpenGLEIE « BREE
BE

glBegin(GL QUADS);
glColor3f (255, 0, 0);
glVertex3f(0.0, 0.0

, 0.
glVertex3f(1.0, 0.0, 0.
glVertex3f(1.0, 1.0, 0.
glVertex3f(0.0, 1.0, 0.

glEnd();




void System(int)

o H25msMEn]—xk
o RIBRFRIE (RERIELKIVIZE))

glutTimerFunc(25, SystemTimer, 1);
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BRIBInputhYER 2L
o BRIENT :

o void SpecialKeyDown(int,int,int)

o void SpecialKeyUp(int,int,int)

o void NormalKeyDown (unsigned
char,int,int)

o void NormalKeyUp(unsigned char,int,int)

o ILUEERIint main() BEE

glutKeyboardFunc(NormalKeyDown
glutKeyboardUpFunc (NormalKeyUp

);
);
glutSpecialFunc(SpecialKeyDown) ;
glutSpecialUpFunc(SpecialKeyUp);

EMEarglut ERB S EERET IR E
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- EEEHERS

int game state;

const int GAME STATE PLAY = 0;
const int GAME STATE END = 1;
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=TE?
o EffTFHEE R BEGRAS
o S MERRS |

o IriEgk
o IBERVAER
o {#15Display, SystemTimer XIEEEEERE * RER

ANERTE GAME _STATE END ° ABSystemTimeriRZAR
EEFNEKIERE © REEF R Game Over
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- TERIEDRME

o FREEEEEM
o fEBIEH

« HEEBEEZXD

o i NERFLAZIEM(E
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RIE--REERE

glColor3f(R, G, B);

« B
o REHL[0,255) &R * EZ= R, G, B € [0, 1]

o MEHN | RUWEAKRIEERZ (101, 103, 107)ABFLIT
oLy

glColor3f(101/255.0, 103/255.0, 107/255.0);
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iR r--ra B

glColor3f (255, 0, 0);
glBegin(GL QUADS);
glVertex3f (0.0,

glVertex3f(1.0,

glVertex3f(1.0,

glVertex3f (0.0,
glEnd();

« glBegin(GL_QUADS) &EifrglBEEFEERIUER
o glVertex3f(x, y, z) &ifFglBLEEZ

o EEGRINGH > AJEHHRTEMKO
o glEnd() HirgltaEEIRTTAL ©



