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Data Types



  

Display Main

● glutInit(int *argc, char **argv) initializes GLUT and processes any command 
line arguments (for X, this would be options such as display and-geometry). 
glutInit() should be called before any other GLUT routine.

● glutInitDisplayMode(unsigned int mode) specifies whether to use an RGBA 
or color-index color model. You can also specify whether you want a single- 
or double-buffered window. (If you’re working in color index mode, you’ll 
want to load certain colors into the color map; use glutSetColor() to do this.)

● glutInitWindowPosition(int x, int y) specifies the screen location for the 
upper-left corner of your window.

● glutInitWindowSize(int width, int height) specifies the size, in pixels, of your 
window.



  

Display #2

● glutDisplayFunc(void (*func)(void)) is the first 
and most important event callback function 
you will see. Whenever GLUT determines that 
the contents of the window need to be 
redisplayed, the callback function registered by 
glutDisplayFunc() is executed. Therefore, you 
should put all the routines you need to redraw 
the scene in the display callback function.



  

Display #3

● The very last thing you must do is call 
glutMainLoop(). All windows that have been 
created are now shown, and rendering to 
those windows is now effective. Event 
processing begins, and the registered display



  

glClearColor()



  

gluOrtho2D()

● Routine puts the origin, (0, 0), in the lowest, 
leftmost square, and makes each square 
represent one unit. Now, when you render the 
points, lines, and polygons in the rest of this 
chapter, they will appear on this paper in easily 
predictable squares.



  

Specifying Vertices



  



  



  



  

glEnable
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