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glLoadldentity();
glOrtho(-1.0, 1.0, -1.0, 1.0, -1.0, 1.0);
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void MainWindow: :paintGL()

{
// render scenes
glClear(GL_COLOR_BUFFER BIT);
glBegin(GL_POLYGON) ;
glVertex2d(-0.5, -0.5);
glVertex2d(-0.5, 0.5);
glVertex2d(0.5, 0.5);
glVertex2d(0.5, -0.5);
glEndQ);
glFlush();
}
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演示者
演示文稿备注
Sierpinski镂垫是以波兰数学家谢尔平斯基命名的，他于1915年发现了这种分形。
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演示者
演示文稿备注
分形：


£ 4 7 &

#include <GL/glut._h>
// a point data type
typedef GLfloat point2[2];

//initial triangle

point2 v[] = {{-1.0, -0.58}, {1.0, -0.58},
{0.0, 1.15}};

int n; // number of recursive steps
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void triangle( point2 a, point2 b, point2 c¢)
// display one triangle

{

//gl1Begin(GL_TRIANGLES);
glVertex2fv(a);
glVertex2ftv(b);
glVertex2fv(c);

//7glEnd(Q);

+

21 21



@z.ﬁfrzém%

void divide _triangle(point2 a, point2 b, point2 c, Int m)
{
// triangle subdivision using vertex numbers
point2 vO, vl1, v2;
int j;
iIT(m>0) {
for(J=0; J3<2; 3++) vOl=(ala]+bl11)/2;
for(J=0; J3<2; 3++) vilal=(alal+cli1)/2;
for(J=0; J3<2; 3++) vZ2a1=(bla]+cli1)/2;
divide triangle(a, vO, vl1, m-1);
divide triangle(c, vl1, v2, m-1);
divide triangle(b, v2, v0O, m-1);
+
else(triangle(a,b,c));
// draw triangle at end of recursion
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演示者
演示文稿备注
计算三角形三边的3个中点，细分除内三角形外的3个三角形，递归结束时画三角形。
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void display(void) {
glClear(GL_COLOR_BUFFER _BIT);
glBegin(GL_TRIANGLES);
divide triangle(v|[O], v[1], v[2], n);
glEndQ);
glFlush();

}

void myinit() {
gIMatrixMode(GL_PROJECTION);
glLoadldentity();
gluOrtho2D(-2.0, 2.0, -2.0, 2.0);
gIMatrixMode(GL_MODELVIEW);
glClearColor (1.0, 1.0, 1.0,1.0); // BEA&
glColor3f(0.0,0.0,0.0);
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main() & #

int main(int argc, char **argv)
{
n=atoi(argv[1]); /* or set number of
subdivision steps here */
glutinit(&argc, argv);
glutinitDisplayMode (GLUT _SINGLE]GLUT_RGB);
glutinitWindowSize(500, 500);
glutCreateWindow(““2D Gasket");
glutDisplayFunc(display);
myinit();
glutMainLoop(Q);
return 1;
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