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! SimpleRect.f90
use dfopngl ! DEC Fortran @ OpenGL

use dfwin ! DEC Visual Fortran ® Graphics
integer(4) ret
integer(2) pattern

end

3.2

DEC M E X Fortan 72 7 5 AZ% LT nmake &9 C

call fauxInitDisplayMode (IOR(AUX_SINGLE , AUX_RGB))

call fauxInitPosition (50, 50, 400, 400)

ret = fauxInitWindow ("Simple Rectangle by Igarashi")

call fglClearColor (0.0, 0.0, 0.0, 0.0)

call fglClear(GL_COLOR_BUFFER_BIT)

call fglColor3f(1.0, 1.0, 1.0)

call fglLoadIdentity (O

!

! Drawing Rect

!

call fglColor3f (1.0, 0.0, 0.0)

call fglBegin(GL_POLYGON)
call fglVertex2f(-0.25, -0.25)
call fglVertex2f(0.25, -0.25)
call fglVertex2f(0.25, 0.25)
call fglVertex2f(-0.25, 0.25)

call fglEnd()

call fglFlush()

call sleep (2000)
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/% spin0.f90 */

| % L\ fortran90 HHIZ L B : contains XiZ X 5 subroutine DR
! main ICEWEEBIIREMICR D,

! REROBECIERORICEER

R ————— R S TR R P PR PR R T PR P
! pointer {Z & % subroutine M5IAM LOC DHEIZIL

!  subroutine M¥KIZ !'DEC$ © directive ¥ ¥<

!  Z subroutine 78 main DA TEZRINTVD & XTI

! main program @ use XDI&IZ

! interface ... end interface TEZEL

! main program DEATAIEHES ~ LM LHICT 5D,

1 skeskorokokokok ok sk o ok Rk sk ok ook ok ks s o o s ko sk ok Ao o KK o o
!

! Drawv a rectangle

program main

use dfwin

use dfopngl

integer(4) ret
integer(4) type
real(4) :: spin=0.0

call fauxInitPosition (0, 0, 300, 300)
type= AUX_RGB

type= ior(type, AUX_DOUBLE)

call fauxInitDisplayMode( TYPE)

ret = fauxInitWindow("Rectangle by Fortran")

call initQ

call fauxExposeFunc( LOC(Reshape)) !H->THR< TH LW
call fauxReshapeFunc( LOC(Reshape) )

call fauxKeyFunc(AUX_LEFT, LOC(left)) Vs //ERED
! call fauxKeyFunc(AUX_RIGHT, LOC(right)) ! ;//HKED
! call fauxKeyFunc(AUX_UP, LOC(up)) 1;// ERED
! call fauxKeyFunc(AUX_DOWN, LOC(down)) 1;// TRED
! call fauxKeyFunc(AUX_X, LOC(Space_key) ) Vi //RIF X F—
! call fauxKeyFunc(AUX_Z,LOC(Z_key)) V//RXFZ ¥



call fauxIdleFunc( LOC(SpinDisplay) )
call fauxMainLoop(NULL)

Contains
\

1 all set of subroutines contained in Main

subroutine draw( )

use dfopngl ! comment TH L\

call fglClear( ior(GL_COLOR_BUFFER_BIT, GL_DEPTH_BUFFER_BIT) )
call fglPushMatrix()

call fglRotatef( spin, 0.0, 0.0, 1.0)

call fglRectf(-25.0,-25.0,25.0,25.0)

call fglPopMatrix()

call fglFlush()

call fauxSwapBuffers() 17 L— ARy T 7 O

end subroutine draw

subroutine spinDisplay( )
'DEC$ ATTRIBUTES STDCALL, ALIAS : ’_Spindiaplay@O’ :: Spindisplay

spin = spin + 2.0
if(spin > 360.0) spin

spin - 360.0
if(spin < 0.0 ) spin = spin + 360.0
call draw()

end subroutine spinDisplay

subroutine Right()
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_Right@0’ :: Right

spin = spin + 2.0

end subroutine right

subroutine Left()
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_Left@0O’ :: Left

spin = spin - 2.0

end subroutine left

!/* new window size or exposure */
subroutine reshape( width, height )
{DEC$ ATTRIBUTES STDCALL, ALIAS : ’_Reshape@8’ :: Reshape



use dfopngl 'comment TH K\
integer(4) width, height

call fglViewport(0, 0, width, height)
call fglMatrixMode(GL_PROJECTION)
call fgllLoadIdentity()
if (width>height) then

w = real( width )/ real( height)

call f£glOrtho( -50.0%w,50.0%w, -50.0, 50.0, -1.0, 1.0 )

else
h = real( height) / real( width )

call fglOrtho( -50.0, 50.0, -50.0%h, 50.0%h, -1.0, 1.0 )

end if

call fglMatrixMode (GL_MODELVIEW)
call fglLoadldentity()

end subroutine Reshape

subroutine init( )
use dfopngl !comment T¥H &\

call fglClearColor(0.0,0.0,0.0,0.0)
call fglColor3f(1.0,1.0,1.0)
call fglShadeModel(GL_FLAT)

end subroutine init

end program main

1% 2:ME59 HHHE
y—R705 35 L

!/% gears0.190 */

/%

! * 3-D gear wheels. This program is in the public domain.
1 x

! *» Brian Paul

1%

! Translated from C++

! NO inc file

Program main

use dfopngl



use dfwin

! interfgace
! interface {4 ZE: Contains

! end interface

Imain start

1Global variable:

real, parameter :: M_PI = 3.141592654

real(4) view_rotx,view_roty,view_rotz,rot_angle
integer ret,type

integer gearl,gear2,gear3

! Initial value defined in gearsINC module
view_rotx=20.0
view_roty=30.0
view_rotz=0.0

rot_angle = 0.0

type=AUX_RGB
type=I10R(type, AUX_DEPTH)
type=I0R(type, AUX_DOUBLE)
type=I0R(type, AUX_DIRECT)

call fauxInitPosition (0, 0, 300, 300)
call fauxInitDisplayMode(type)
! ret= fauxInitWindow("[El#x Gears, KFIF¥—., Z")

ret= fauxInitWindow("Fortran Gears by S. I.")

call init()
call fauxExposeFunc( LOC(Reshape)) !'&H->THe{ TH LW
call fauxReshapeFunc( LOC(reshape) )

! /¥ TURZELBE +/

! // auxMouseFunc (AUX_LEFTBUTTON, AUX_MOUSEDOWN, addArml);

! // auxMouseFunc (AUX_RIGHTBUTTON, AUX_MOUSEDOWN, subtractArmi);
! /% X—IZ L ABE] */

call fauxKeyFunc(AUX_LEFT, LOC(left)) Vs //EERED

call fauxKeyFunc(AUX_RIGHT, LOC(right)) ! ;//H%KE!

call fauxKeyFunc(AUX_UP, LOC(up)) '/ ERED

call fauxKeyFunc(AUX_DOWN, LOC(down)) s // T RED

call fauxKeyFunc(AUX_X, LOC(Space_key) ) 1/ /KXF X F—

call fauxKeyFunc(AUX_Z,L0C(Z_key)) V//IRXFZ F—

call fauxIdleFunc( LOC(idle) ) v/ /EESEE)

call fauxMainLoop( NULL ) 1;//dummy 7E2NEBRF D OLE



CONTAINS

! % Draw a gear wheel. You’ll probably want to call this function when

! * building a display list since we do a lot of trig here.

! * Input: inner_radius - radius of hole at center

!ox outer_radius - radius at center of teeth
vox gwidth - width of gear

to* teeth - number of teeth

!ox tooth_depth - depth of tooth

v %/

subroutine gear(inner_radius, outer_radius, gwidth,teeth, tooth_depth )
use dfopngl

use dfwin

real inner_radius,outer_radius, tooth_depth
integer teeth

integer i

real r0, ri, r2

real angle, da

real u, v, len

r0 = inner_radius

rl = outer_radius - tooth_depth/2.0
r2 = outer_radius + tooth_depth/2.0
da = 2.0%*M_PI / teeth / 4.0

call fglShadeModel( GL_FLAT )
call fglNormal3f( 0.0, 0.0, 1.0 )

! /% draw front face */

call fglBegin( GL_QUAD_STRIP )

do i=0,teeth
angle = i * 2.0%*M_PI / teeth
call fglVertex3f( rOxcos(angle), rO*sin(angle),gwidth*0.5 )
call fglVertex3f( rilxcos(angle), rixsin(angle),gwidth*0.5 )
call fglVertex3f( rO*cos(angle), rO*sin(angle),gwidth*0.5 );
call fglVertex3f( ri*cos(angle+3*da), ri*sin(angle+3*da), gwidth*0.5 )

end do
call fglEnd()



/* draw front sides of teeth */
call fngegin( GL_QUADS )
da = 2.0*M_PI / teeth / 4.0
do i=0,teeth
angle = i * 2.0%M_PI / teeth

call fglVertexSf(rl*cos(angle),rl*sin(angle),gwidth*O.S )
call fglVertexSf(r2*cos(angle+da),r2*sin(ang1e+da),gwidth*O.S )
call fglVertexSf(r2*cos(ang1e+2*da),r2*sin(ang1e+2*da),gwidth*O.S )
call fglVertexBf(r1*cos(ang1e+3*da),r1*sin(angle+3*da),gwidth*O.S )
end do
call fglEnd()

call fglNormal3f( 0.0, 0.0, -1.0 )

/% draw back face */

call fglBegin( GL_QUAD_STRIP )

do i=0,teeth
angle = i * 2.0%M_PI / teeth
call fglVertex3f( rikcos(angle), ri*sin(angle), -gwidth*0.5 )
call fglVertex3f( rO*cos(angle), rO*sin(angle), -gwidthx0.5 )
call fglVertex3f( rixcos(angle+3*da), ri*sin(angle+3*da), -gwidthx0.5 )
call fglVertex3f( rOxcos(angle), rO*sin(angle), -gwidth*0.5 )

end do

call fglEnd()

/* draw back sides of teeth */
CALL FglBegin( GL_QUADS )
da = 2.0%«M_PI / teeth / 4.0
do i=0,teeth
angle = i * 2.0%xM_PI / teeth

call fglVertex3f( rixcos(angle+3*da), rlxsin(angle+3*da), -gwidth*0.5 )
call fglVertex3f( r2xcos(angle+2*da), r2*sin(angle+2*da), -gwidth*0.5 )

call fglVertex3f( r2+cos(angle+da), r2*sin(angle+da), -gwidth*0.5 )
call fglVertex3f( rilxcos(angle), rixsin(angle), -gwidth*0.5 )
end do

call fglEnd()

/* draw outward faces of teeth */
call fglBegin( GL_QUAD_STRIP )
do i=0,teeth
angle = i * 2.0xM_PI / teeth



call fglVertex3f( rixcos(angle), ri*sin(angle), gwidth*0.5 )
call fglVertex3f( rixcos(angle), ri*sin(angle), -gwidth*0.5 )

r2*cos (angle+da) - rixcos(angle)

=}
1]

<
I

r2*sin(angle+da) - ri*sin(angle)

len = sqrt( uxu + v*v )

u =u/ len

v = v/ len

call fglNormal3f( v, -u, 0.0)

call fglVertex3f( r2*cos(angle+da), r2*sin(angle+da), gwidth*0.5 )
call fglVertex3f( r2*cos(angle+da), r2*sin(angle+da), -gwidth*0.5 )
call fglNormal3f ( cos(angle), sin(angle), 0.0 )

call fglVertex3f( r2xcos(angle+2+da), r2*sin(angle+2*da) ,gwidth*0.5 )
call fglVertex3f( r2xcos(angle+2+xda), r2*sin(angle+2*da), -gwidth*0.5)
u = rixcos(angle+3xda) - r2*cos(angle+2+da)

v = ri*sin(angle+3*da) - r2*sin(angle+2*da)

call fglNormal3f( v, -u, 0.0 )

call fglVertex3f( rlxcos(angle+3xda), ri*sin(angle+3*da) ,gwidth*0.5)
call fglVertex3f( rixcos(angle+3*da), rixsin(angle+3xda), -gwidthx*0.5)
call fgiNormal3f( cos(angle), sin(angle), 0.0 )

end do

call fglVertex3f( rixcos(0.), ri*sin(0.), gwidth*0.5 )
call fglVertex3f( rixcos(0.), rixsin(0.), -gwidth*0.5 )

call fglEnd()

call fglShadeModel( GL_SMOOTH )

!  /* draw inside radius cylinder */
CALL FglBegin( GL_QUAD_STRIP )
do i=0,teeth
angle = i * 2.0%*M_PI / teeth
call fglNormal3f( -cos(angle), -sin(angle), 0.0 )
call fglVertex3f( rOxcos(angle), rO*sin(angle), -gwidth*0.5 )
call fglVertex3f( rOxcos(angle), rOxsin(angle), gwidth*0.5 )
end do
call fglEnd()

end subroutine gear
subroutine draw()
use dfopngl

use dfwin

! //glClearColor(0.0,0.0,0.0,0.0);
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! /mu@mmdmhpBuwmdunthETMﬁt<wmfamfétn&ﬁwiam
5

call fglClearColor(l.O,l.O,1.0,1.0)
! //backgroundcolor=vhite: DOS KEME T < RZ5EI1

call fglClearColor(0.0,l.O,1.0,0.0)
! //backgroundcolor=green: windows EIE® & 21z

call fglClear( IOR(GL_COLOR_BUFFER_BIT, GL_DEPTH_BUFFER_BIT) )

call fglPushMatrix()

call fglRotatef( view_rotx, 1.0, 0.0, 0.0 )
call fglRotatef( view_roty, 0.0, 1.0, 0.0 )
call fglRotatef( view_rotz, 0.0, 0.0, 1.0)

call fglPushMatrix()

call fglTranslatef( -3.0, -2.0, 0.0)

call fglRotatef( rot_angle, 0.0, 0.0, 1.0)
call fglCallList(gearl)

call fglPopMatrix()

call fglPushMatrix()

call fglTranslatef( 3.1, -2.0, 0.0 )

call fglRotatef( -2.0*rot_angle-9.0, 0.0, 0.0, 1.0)
call fglCalllist(gear2)

call fglPopMatrix()

call fglPushMatrix()

call fglTranslatef( -3.1, 4.2, 0.0 )

call fglRotatef( -2.0*rot_angle-25.0, 0.0, 0.0, 1.0 )
call fglCallList(gear3)

call fglPopMatrix()

call fglPopMatrix()
call fauxSwapBuffers()

end subroutine draw

subroutine idle( )
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_idle@O’ :: idle

use dfwin
rot_angle = rot_angle + 2.0

11



call draw()

end subroutine idle

tvoid CALLBACK none(void)
1{
1}

subroutine Right()

1DEC$ ATTRIBUTES STDCALL, ALIAS : ’_Right@0’ :: Right
view_roty = view_roty - 5.0

end subroutine right

subroutine Left()
'DEC$ ATTRIBUTES STDCALL, ALTAS : ’_Left@0’ :: Left

view_roty = view_roty + 5.0
end subroutine left

subroutine Up()
1DEC$ ATTRIBUTES STDCALL, ALIAS : ’_UpQO’> :: Up

view_rotx = view_rotx + 5.0
end subroutine up

subroutine Down()
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_Down@O’ :: Down

view_rotx = view_rotx - 5.0
end subroutine down

subroutine Space_key()
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_SPACE_Key@0’ :: SPACE_Key

view_rotz = view_rotz - 5.0

end subroutine Space_key

subroutine Z_key()
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_Z_KeyQ0’ :: Z_Key

12



view_rotz = view_rotz + 5.0

end subroutine Z_key

!/* new window size or exposure */
subroutine reshape( width, height )
IDEC$ ATTRIBUTES STDCALL, ALIAS : ’_Reshape@8’ :: Reshape

use dfopngl

use dfwin

integer width,height

real w,h

call fglViewport(0, O, width, height)
call fglMatrixMode(GL_PROJECTION)
call fglLoadIdentity()
if (width .gt. height) then
w = real( width) / real( height)
call fglFrustum( -wv, w, -1.0, 1.0, 5.0, 60.0 )
else
h = real( height) / real(width)
call fglFrustum( -1.0, 1.0, -h, h, 5.0, 60.0 )

end if

call fglMatrixMode(GL_MODELVIEW)

call fglloadIdentity()

call fglTranslatef( 0.0, 0.0, -40.0 )

call fglClear( IOR(GL_COLOR_BUFFER_BIT, GL_DEPTH_BUFFER_BIT) )

end subroutine reshape
subroutine init( )
use dfopngl
use dfwin
real pos(4),red(4),green(4),blue(4)
data pos/5.0, 5.0, 10.0, 0.0/
data red/0.8, 0.1, 0.0, 1.0/
data green/0.0, 0.8, 0.2, 1.0/

data blue/0.2, 0.2, 1.0, 1.0/

call fgllLightfv( GL_LIGHTO, GL_POSITION, LOC(pos) )
call fglEnable( GL_CULL_FACE )
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end

end

call fglEnable( GL_LIGHTING )
call fglEnable( GL_LIGHTO )
call fglEnable( GL_DEPTH_TEST )

/* make the gears */
gearl = fglGenLists(1)
call fglNewList(gearl, GL_COMPILE)
call fglMaterialfv( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, LOC(red) )
call gear( 1.0, 4.0, 1.0, 20, 0.7 )
call fglEndList()

gear2 = fglGenLists(1)

call fglNewList(gear2, GL_COMPILE)

call fglMaterialfv( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, LOC(green) )
call gear( 0.5, 2.0, 2.0, 10, 0.7 )

call fglEndList()

gear3 = fglGenLists(1)

call fglNewList(gear3, GL_COMPILE)

call fglMaterialfv( GL_FRONT, GL_AMBIENT_AND_DIFFUSE, LOC(blue) )
call gear( 1.3, 2.0, 0.5, 10, 0.7 )

call fglEndList()

call fglEnable( GL_NORMALIZE )

subroutine init

Program main
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