#i ncl ude "glut.h"
void init(void)

{
glClearColor (0.0, 0.0, 0.0, 0.0);
gl ShadeModel (G._FLAT);

}

voi d cabeza(float x,float y,float teta)
{

gl PushMatri x();

gl d ear (GL._COLOR _BUFFER BIT);
gl Col or3f (0.2,0.4,0.6);

gl Transl atef (0.0, 2.15,0.0);

gl Rotatef (teta, 0.0,1.0,0.0);
gl PushMatri x();

gl Transl atef (0.0,1.0,0.0);

gl Scalef (2.0,2.1,0.2);

gl ut WreCube (0.5);

gl PopMatri x();

gl PopMatri x();

}

void tronco(float x,float y,float teta)

{

gl PushMatri x();

gl Transl atef (0.0,0.0,0.0);
gl Rotatef (teta, 0.0,1.0,0.0);
gl PushMatri x();

gl Transl atef (0.0,1.0,0.0);
gl Scal ef (3.5,6.5,0.2);

gl Begi n( G._TRI ANGLE_STRI P) ;
gl Vertex3f (0.38,-0.3,0.0);
gl Vertex3f (-0.38,-0.3,0.0);
gl Vert ex3f (0.0,0.25,0.0);

gl End() ;

gl Fl ush();

gl PopMat ri x();

gl PopMat ri x();

void brazol(float x,float y,float teta)

{

gl PushMatri x();

gl Transl atef (0.62,1.95,0.0);
gl Rotatef (teta, 0.0,1.0,0.0);
gl PushMatri x();

gl Transl atef (0.7,-0.5,0.0);
gl Scal ef (3.0,0.7,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PushMatri x();

gl Translatef (1.5,-0.5,0.0);
gl Scalef (1.6,1.3,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();



gl PushMatri x();

gl Transl atef (2.0,-0.5,0.0);
gl Scal ef (1.0,0.8,0.2);

gl ut WreCube (0.5);

gl PopMatri x();

gl PopMatri x();

}

void brazo2(float x,float y,float teta)

{

gl PushMatri x();

gl Transl atef (-0.62,1.95,0.0);
gl Rotatef (teta, 0.0,1.0,0.0);

gl PushMatri x();

gl Translatef (-0.7,-0.5,0.0);
gl Scal ef (3.0,0.7,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PushMatri x();

gl Translatef (-1.5,-0.5,0.0);
gl Scalef (1.6,1.3,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PushMatri x();

gl Transl atef (-2.0,-0.5,0.0);
gl Scal ef (1.0,0.8,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PopMatri x();

}

void piernal(float x,float y,float teta)

{

gl PushMatri x();

gl Transl atef (-0.3,-2.0,0.0);
gl Rotatef (teta, 0.0,1.0,0.0);
gl PushMatri x();

gl Transl atef (1.0,0.5,0.0);
gl Scalef (1.0,3.5,0.2);

gl ut WreCube (0.5);

gl PopMatri x();

gl PushMatri x();

gl Transl atef (1.0,-1.25,0.0);
gl Scalef (1.0,3.5,0.0);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PushMatri x();

gl Transl atef (1.0,-1.25,0.0);
gl Scalef (1.0,3.0,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PopMatri x();
}

void pierna2(float x,float y,float teta)



{

gl PushMatri x();

gl Transl atef (0.3,-2.0,0.0);
gl Rotatef (teta, 0.0,1.0,0.0);

gl PushMatri x();

gl Transl atef (-1.0,0.5,0.0);
gl Scalef (1.0,3.5,0.2);

gl ut WreCube (0.5);

gl PopMatri x();

gl PushMatri x();

gl Transl atef (-1.0,-1.25,0.0);
gl Scalef (1.0,3.5,0.0);

gl ut WreCube (0.5);

gl PopMatri x();

gl PushMatri x();

gl Transl atef (-1.0,-1.25,0.0);
gl Scalef (1.0,3.0,0.2);

gl ut WreCube (0.5);

gl PopMat ri x();

gl PopMatri x();
}
voi d display(void)

{

gl dear (G_CO.OR BUFFER BIT);
gl Color3f (1.0, 1.0, 1.0);

gl Loadl dentity ();

gl uLookAt (0.0, 0.0, 5.0, 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);
cabeza (0,0,0);

tronco(0, 0, 0);

brazol(0,0,0);

brazo2(0,0,0);

pi ernal(o0, 0, 0);

pi erna2(0, 0, 0);

gl Flush ();

}

void reshape (int w, int h)

{

gl Viewport (0, 0, (Gsizei) w, (Gsizei) h);
gl Mat ri xMode (G._PRQIECTI ON);

gl Loadl dentity ();

glOtho (-5,5,-5,5,-10, 10);

gl Mat ri xMbde (G._MODELVI EW ;

}

int main(int argc, char** argv)

{
glutlnit(&argc, argv);



glutlnitbDi splayMde (GLUT_SINGLE | GLUT_RGB);
gl utlnit WndowSi ze (500, 500);

gl utlnit WndowPosition (100, 100);

gl ut Creat eW ndow (argv[0]);

init ();

gl ut Di spl ayFunc(di spl ay);

gl ut ReshapeFunc(reshape);

gl ut Mai nLoop() ;
return O;

}
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