Rand

D8 0NEgE 8 |« BEE|H #4/®
P @ | [JNueva 1] Insertar EactivarDesactivar [0 12
Il = =
Proecto \c\ases[runciu v| rande |

= &) Proyectat #include <stdio.hs
[ rande #inelude <stdlib.h>

int i; main({int arge, char targv([])
<
For (1=0;1<5; i++)

C:\Dev-Cpplrand.exe

princf (i ", rand());

system("FAUSE") ;
return 0;
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=

R R=R =T BREH #1468
? @ [JNuevo o] Insertar @l activar/Desactivar [0 Ira
I e E
Prayect | Clases{Funcic | »| rende |

=) Proyecta 1 #include <stdio.h>
[0 rardc #include <stdlib.h>

)

int i,&,b: wain(int arge, char *arogvil)
{
for (1=1;3<11;i++]

\Dev-Cppirand.exe

printf(™sd ", rand()/1000+1)

getchar ()
return 0;
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Cuadro aleatorio

=

D8 0NEgE 8 |« BEE|H #4/®
? [ Nueva 1] Insertar EactivarDesactivar [0 12
\ =
Proyecto | Clases{Funcic 4 | #] 1< |
+ @F’rnyemn? /7 olRotatef (theta, 0.0f, 0.0f, 1.0f); ~
float x,v,a:
x=-0.25;
o
a=rand(]) ;
x=a/100000;
y=a/100000;

B DpenGL Sample

glBegin (GL_LINES);:
glcolor3f (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.61):
glColor3f (1.0f, 0.0f, 0.0f); glVertexZf (x-0.65f, y+0.6£);
glEnd ():

glBegin (GL_LINES):

glColoraf (01.0f, 0.0f, 0.0f); glVertex2f (x-0.65f, x+0.6f);
glColor3f (1.0f, 0.0f, 0.0f); glVertexZf (x-0.65F, x+0.2f);
glEnd ():

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0%); glVertexZf (x-0.65L,y+ 0.21):
glColor3f (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.2f);:
glEnd (1:

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0%); glVertexZf (x-0.25L, y+0.6%);
glcolorif (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.21);
glEnd ():

glFopHatrix ():
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D8 0NEgE 8 |« BEE|H #4/®
? [ Nueva 1] Insertar EactivarDesactivar [0 12
\ =
Proyecto | Clases{Funcic 4 | #] 1< |
+ @F’rnyemn? /7 olRotatef (theta, 0.0f, 0.0f, 1.0f); ~
float x,v,a:
x=-0.25;
¥=0.62
a=rand(]) ;
x=a/100000;
y=a/100000;

B DpenGL Sample

glBegin (GL_LINES);:
glcolor3f (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.61):
glColor3f (1.0f, 0.0f, 0.0f); glVertexZf (x-0.65f, y+0.6£);
glEnd ():

glBegin (GL_LINES):

glColoraf (01.0f, 0.0f, 0.0f); glVertex2f (x-0.65f, x+0.6f);
glColor3f (1.0f, 0.0f, 0.0f); glVertexZf (x-0.65F, x+0.2f);
glEnd ():

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0%); glVertexZf (x-0.65L,y+ 0.21):
glColor3f (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.2f);:
glEnd (1:

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0%); glVertexZf (x-0.25L, y+0.6%);
glcolorif (1.0f, 0.0f, 0.0f); glVertex2f (x-0.25f, y+0.21);
glEnd ():

glFopHatrix ():
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Marco:

Dd | 0noH 2| AEBE Ee®

? [ Nuevo 1] Insertar EactivarDesactivar [0 1
\ =
Proyecto | Clases{Funcic | *| 20 |

# ) Proyecto 4 glClearColor (0.0f, 0.0f, 0.0f, 0.0f); =
glClear (GL_COLOR_BUFFER BIT):

glPushMatrix (]:

//giRotater (tnsta, 0.0f, 0.0f, 1.0%);
glBegin (GL_LINES): M OpenGL Sample
glColorif (1.0f, 0.0f, 0.0f); glVertex2f (-0.90%f,-0.50%):
glColor3f (0.0f, 1.0f, 0.0f); glVertexZf (0.90f, -0.80f);

glEnd (j:

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0f); glVertex2f (0.90f, -0.90f):
glColor3t (0.0f, 1.0, 0.0f); glVertex2f (0.90f, 0.90f);

glEnd ():

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0f); glVervex2f (0.900f, 0.80%):
glcolorif (0.0f, 1.0f, 0.0f); glVertex2f (-0.50f, 0.50f):

glEnd ():

glBegin (GL_LINES):

glColor3f (1.0f, 0.0f, 0.0f); glVertex2f (-0.900f, 0.90%):
glColor3f (0.0f, 1.0f, 0.0f); glVertex2f (-0.90f,-0.90f);

glEnd (j:
glPopHatrix ():

SwapBuffers (hDC):

theta += 1.0%; b
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