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OPENGL
glPushMatrix(); glPushMatrix();

DrawALL();
glRotatef( 60, 0.0,0.0,1.0);
DrawALL();
glRotatef( 60, 0.0, 0.0, 1.0);
DrawALL();
glRotatef( 60, 0.0,0.0,1.0);
DrawALL();
glRotatef( 60, 0.0,0.0,1.0);
DrawALL();
glRotatef( 60, 0.0,0.0,1.0);
DrawALL();
glRotatef( 60, 0.0,0.0,1.0);
DrawALL

DrawALL glRotate GL

glRotatef( 30, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0, 0.0, 1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0, 0.0, 1.0);



glRotatef( 60, 1.0,0.0,0.0);

DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);

DrawALL();
glRotatef(-60, 1.0, 0.0, 0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0, 0.0, 0.0);

DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef(30,0.0,0.0,1.0);

glRotatef DrawALL glRotatef
glRotate GL

glRotatef( 180, 0.0,1.0,0.0);

glRotatef( 30, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();



glRotatef(-60, 1.0, 0.0, 0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60,1.0,0.0,0.0);
glRotatef( 60, 0.0,0.0,1.0);
glRotatef( 60, 1.0,0.0,0.0);
DrawALL();
glRotatef(-60, 1.0, 0.0, 0.0);
glRotatef(30,0.0,0.0,1.0);
GL

x_locate[i] = x_locate[i] + add_x_locate[i];
y_locate[i] = y_locate[i] + add_y_locate[i];
z_locate[i] = z_locate[i] + add_z_locate[i];
x_length = x_locateli];
y_length =y _locate[i];

z_length = z_locate[i];

add_?_locate[]

Add_? locate[]

add_x_locate[obj_num_last] = (MouseXp - OldRect.right/2) / 300.0;
add_y_locate[obj_num_last] = 0.4,
add_z_locate[obj_num_last] = -(MouseYp - OldRect.bottom/2) / 300.0;
obj_num_last
MouseXp - OldRect.right/2 X
GL Y 0.4



if (y_locate[i] > 1200.0)1{
draw_or_not[i] = FALSE;

?_length  DrawALL

glVertex3f( px[index][cnt]+x_length, py[index][cnt]+y_length, pz[index][cnt]+z_length);

colorl = cos(((y_locate[i]+th)*0.11) * 3.1415926535/180.0) / 2.0 + 0.5;
color2 = sin(((y_locate[i]+th)*0.04) * 3.1415926535/180.0) / 2.0 + 0.5;
color3 = 1.0-color1-color2;//cos(((y_locate[i]+th)*1.85) * 3.1415926535/180.0) / 2.0 + 0.5;

colorl,2,3 RGB R G B
3
8 4
Colorl,2 GL Y SIN,COS
SIN,COS
Color3 RBG
GL

glKM_RotateX( 0.25);
glKM_RotateY( 0.50);
glKM_RotateZ( 0.75);

add_x_locate[obj_num_last] = (MouseXp - OldRect.right/2) / 300.0;
add_y_locate[obj_num_last] = 0.4,
add_z_locate[obj_num_last] = -(MouseYp - OldRect.bottom/2) / 300.0;
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