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Judul proyek : Animasi Simulasi Dance Dance Revolution
Requirement : 

· Software compiler C / C++ seperti Microsoft Visual Studio 6

· Library openGL berikut :

· glut.h: C:\Program Files\Microsoft Visual Studio\VC98\Include\GL

· glut32.dll: C:\WINNT\system32

· glut32.lib: C:\Program Files\Microsoft Visual Studio\VC98\Lib
Analisa Program :

1. Layar pembuka (intro)

void intro(){


int i,x,y,x1,y1;



for(i=0; i<5 ; i++){



x=rand()%400;

//X maksimum = 400


y=rand()%300;

//Y maksimum = 300


x1=-400+rand()%400;
//X minimum = -400



y1=-300+rand()%300;
//Y minimum = -300


bitmap_output(x,y,"REVOLUTION MAX",GLUT_BITMAP_TIMES_ROMAN_10,GREEN);



bitmap_output(x1,y1,"DANCE DANCE",GLUT_BITMAP_TIMES_ROMAN_10,GREEN);



bitmap_output(x1,y,"COOL AWESOME GOOD",GLUT_BITMAP_TIMES_ROMAN_10,YELLOW);



bitmap_output(x,y1,"ARE YOU READY TO SWING",GLUT_BITMAP_TIMES_ROMAN_10,YELLOW);


}


bitmap_output(-250,0,"DANCE DANCE REVOLUTION HELLBREAK",GLUT_BITMAP_TIMES_ROMAN_24,RED);

}
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Ket : Penggunaan fungsi rand() untuk membentuk titik x dan y secara acak. Dari fungsi tersebut akan didapatkan hasil penggambaran tulisan secara periodik dengan titik x dan y yang berpindah-pindah.
2. Panggung dan lampu atas
void stage(){ 
//gbr panggung

color_t wmat[4]={{0,0,1},{1,1,0},{1,1,0},{0,0,1}};


point2D_t matras[4]={{-400,-300},{-300,-150},{300,-150},{400,-300}};


gradatePolygon(matras,wmat,4);

}
void lingkaran(){ //gbr lampu atas

static int tick=0;


color_t warna1={0,0,1},warna2={0,1,0},warna3={1,0,0};


point2D_t 


ling[360],ling2[360],ling3[360],ling4[360],ling5[360],


posling={-350,250},posling2={-200,250}, posling3={0,250}, posling4={200,250},posling5={350,250};


createCircle1(ling,posling,40,360);


createCircle1(ling2,posling2,40,360);


createCircle1(ling3,posling3,40,360);


createCircle1(ling4,posling4,40,360);


createCircle1(ling5,posling5,40,360);


glPointSize(3);


if(tick<=50){



fillPolygon(ling,warna1,360);



fillPolygon(ling2,warna2,360);



fillPolygon(ling3,warna3,360);



fillPolygon(ling4,warna2,360);



fillPolygon(ling5,warna1,360);

//border lingkaran ---------------------


drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);

//END border lingkaran------------------

}


else if(tick<=100){



fillPolygon(ling,warna3,360);



fillPolygon(ling2,warna2,360);



fillPolygon(ling3,warna1,360);



fillPolygon(ling4,warna2,360);



fillPolygon(ling5,warna3,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


else if(tick<=150){



fillPolygon(ling,warna2,360);



fillPolygon(ling2,warna1,360);



fillPolygon(ling3,warna3,360);



fillPolygon(ling4,warna1,360);



fillPolygon(ling5,warna2,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


else if(tick<=200){



fillPolygon(ling,warna3,360);



fillPolygon(ling2,warna1,360);



fillPolygon(ling3,warna2,360);



fillPolygon(ling4,warna1,360);



fillPolygon(ling5,warna3,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


tick++;


if(tick==200) tick=0;

}
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Ket : Pada fungsi penggambaran lampu, digunakan tick untuk merubah warna lampu. Dalam hal ini setiap kelipatan 50 akan diset warna yang berbeda. Jika tick sudah mencapai nilai 200, maka reset dan begitu seterusnya.

3. Bintang dan cahayanya
//gbr bintang

void star(){


int i;


static int tick=0,count=0;


static float grow=0;


point2D_t bintang1[10]={{30,0},{50,-30},{0,-20},{-50,-30},



{-30,0},{-50,30},{-20,40},{0,60},{20,40},{50,30}},



bintang2[10],bintang3[10];


vector2D_t vec[10],vec2[10];


matrix2D_t scale,scale2;


scale=scalingMTX(0.1+grow,0.1+grow);


scale2=scalingMTX(0.7+grow,0.7+grow);


fillPolygon(bintang1,YELLOW,10);


drawPolygon(bintang1,RED,10);


grow+=0.1;


if(tick==100){



grow=0;



tick=0;


}


for (i=0;i<10;i++) {



vec[i]=Point2Vector(bintang1[i]);



vec[i]=scale*vec[i];



bintang2[i]=Vector2Point(vec[i]);



vec2[i]=Point2Vector(bintang2[i]);



vec2[i]=scale2*vec2[i];



bintang3[i]=Vector2Point(vec2[i]);


}


if(count<100){



drawPolygon(bintang2,RED,10);



drawPolygon(bintang3,GREEN,10);


}


else if(count<200){



drawPolygon(bintang2,BLUE,10);



drawPolygon(bintang3,LIGHTGREEN,10);


}


else if(count<300){



drawPolygon(bintang2,GREEN,10);



drawPolygon(bintang3,RED,10);


}


else if(count<400){



drawPolygon(bintang2,OLDLEAF,10);



drawPolygon(bintang3,YELLOW,10);


}


else if(count<500){



drawPolygon(bintang2,CRIMSON,10);



drawPolygon(bintang3,BLUE,10);


}


else if(count<600){



drawPolygon(bintang2,MAGENTA,10);



drawPolygon(bintang2,PINK,10);


}


else if(count<700){



drawPolygon(bintang2,CYAN,10);



drawPolygon(bintang2,BLUE,10);


}


tick++;


count++;


if(count==700) count=0;

}
//cahaya bintang
void backlight(){


int i;


static int tick=0;


color_t cahaya[3]={{1,1,1},{0.9,0.5,1},{0.9,0.5,1}};


point2D_t


sinar1[3],sinar2[3],sinar3[3],sinar4[3],sinar5[3], sinar6[3],sinar7[3],sinar8[3],



segitiga1[3]={{0,0},{-500,-200},{-500,-300}},



segitiga2[3]={{0,0},{500,-200},{500,-300}},



segitiga3[3]={{0,0},{-500,200},{-500,300}},



segitiga4[3]={{0,0},{500,200},{500,300}},



segitiga5[3]={{0,0},{-500,50},{-500,-50}},



segitiga6[3]={{0,0},{500,50},{500,-50}},



segitiga7[3]={{0,0},{-50,500},{50,500}},



segitiga8[3]={{0,0},{-50,-500},{50,-500}};


vector2D_t lht1,lht2,lht3,lht4,lht5,lht6,lht7,lht8;


for(i=0;i<3;i++){



lht1=point2vector(segitiga1[i],0,0);



lht1=rotationMTX(tick/10)*lht1;



sinar1[i]=vector2point(lht1,0,0);


}


for(i=0;i<3;i++){



lht2=point2vector(segitiga2[i],0,0);



lht2=rotationMTX(tick/10)*lht2;



sinar2[i]=vector2point(lht2,0,0);


}


for(i=0;i<3;i++){



lht3=point2vector(segitiga3[i],0,0);



lht3=rotationMTX(tick/10)*lht3;



sinar3[i]=vector2point(lht3,0,0);


}


for(i=0;i<3;i++){



lht4=point2vector(segitiga4[i],0,0);



lht4=rotationMTX(tick/10)*lht4;



sinar4[i]=vector2point(lht4,0,0);


}


for(i=0;i<3;i++){



lht5=point2vector(segitiga5[i],0,0);



lht5=rotationMTX(tick/10)*lht5;



sinar5[i]=vector2point(lht5,0,0);


}


for(i=0;i<3;i++){



lht6=point2vector(segitiga6[i],0,0);



lht6=rotationMTX(tick/10)*lht6;



sinar6[i]=vector2point(lht6,0,0);


}


for(i=0;i<3;i++){



lht7=point2vector(segitiga7[i],0,0);



lht7=rotationMTX(tick/10)*lht7;



sinar7[i]=vector2point(lht7,0,0);


}


for(i=0;i<3;i++){



lht8=point2vector(segitiga8[i],0,0);



lht8=rotationMTX(tick/10)*lht8;



sinar8[i]=vector2point(lht8,0,0);


}


tick++;


gradatePolygon(sinar1,cahaya,3);


gradatePolygon(sinar2,cahaya,3);


gradatePolygon(sinar3,cahaya,3);


gradatePolygon(sinar4,cahaya,3);


gradatePolygon(sinar5,cahaya,3);


gradatePolygon(sinar6,cahaya,3);


gradatePolygon(sinar7,cahaya,3);


gradatePolygon(sinar8,cahaya,3);

}
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Ket : 

Pada fungsi star()  terdapat penggunaan perintah scale untuk membuat gambar bintang yang tampak membesar dari pusat menuju arah penonton. Dengan memadukan dengan tick maka dapat dibentuk gambar bintang yang seakan berdenyut dengan beragam warna.

Cahaya digambar pada fungsi backlight(). Memanfaatkan perintah rotation untuk menciptakan gambar cahaya bintang yang dapat berputar 360 derajat.
4. Gambar latar belakang

void iwak(){


static int 



x=100,y=50,x2=200,y2=100,x3=250,y3=70,tick=0;


point2D_t 



//ikan



ikan1[360], poswak1={x,y}, 



sirip[3]={{x+20,y},{x+30,y+20},{x+30,y-20}},



mata[360], posmat={x-20,y},



//ikan2



ikan2[360], poswak2={x2,y2},



sirip2[3]={{x2+20,y2},{x2+30,y2+20},{x2+30,y2-20}},



mata2[360], posmat2={x2-20,y2},



//ikan3



ikan3[360], poswak3={x3,y3},



sirip3[3]={{x3+20,y3},{x3+30,y3+20},{x3+30,y3-20}},



mata3[360], posmat3={x3-20,y3},



//pacman



pacman[360],pospac={-x,y},



mulut[3]={{-x,y},{-x+20,y+10},{-x+20,y-10}},



//pacman2



pacman2[360],pospac2={-x2,y2},



mulut2[3]={{-x2,y2},{-x2+20,y2+10},{-x2+20,y2-10}},



//pacman3



pacman3[360],pospac3={-x3,y3},



mulut3[3]={{-x3,y3},{-x3+20,y3+10},{-x3+20,y3-10}};


createEllipse1(ikan1,poswak1,30,10,360);


createCircle1(mata,posmat,5,360);


createCircle1(pacman,pospac,20,360);


createEllipse1(ikan2,poswak2,30,10,360);


createCircle1(mata2,posmat2,5,360);


createCircle1(pacman2,pospac2,20,360);


createEllipse1(ikan3,poswak3,30,10,360);


createCircle1(mata3,posmat3,5,360);


createCircle1(pacman3,pospac3,20,360);


fillPolygon(ikan1,LIGHTGREEN,360);


fillPolygon(sirip,LIGHTGREEN,3);


fillPolygon(mata,WHITEBONE,360);


fillPolygon(ikan2,PINK,360);


fillPolygon(sirip2,PINK,3);


fillPolygon(mata2,LIGHTCHOCO,360);


fillPolygon(ikan3,CYAN,360);


fillPolygon(sirip3,CYAN,3);


fillPolygon(mata3,YELLOW,360);


fillPolygon(pacman,YELLOWEGG,360);


fillPolygon(mulut,BLACK,3);


fillPolygon(pacman2,GREEN,360);


fillPolygon(mulut2,BLACK,3);


fillPolygon(pacman3,RED,360);


fillPolygon(mulut3,BLACK,3);


if(tick%100==(int)true){



x=rand()%400;



y=rand()%300;



x2=rand()%400;



y2=rand()%300;



x3=rand()%400;



y3=rand()%300;


}


tick++;


if(tick==100) tick=0;

}
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Ket :

 Fungsi iwak() menggambar bentuk ikan di sebelah kanan dan mulut di sebelah kiri. Di dalam fungsi ini juga memanfaatkan rand() dan tick. Fungsi rand() digunakan untuk membentuk posisi x dan y secara random. Serta kombinasi dengan tick, dimana tiap kelipatan 100 maka posisi akan di-reset secara otomatis dengan acak.

Nilai 100 pada baris if(tick%100==(int)true) dapat diganti dengan penjelasan bahwa semakin besar nilainya maka semakin lama perubahan posisi gambar dari posisi awal ke berikutnya.
5. panah 

void panah(){


//Panah basic--------------------------------------------

static int tick=0,tack=0;


int i,loop;


float theta,theta2;


point2D_t pandasar[7]={{-200,150},{-160,190},{-160,170}, {-140,170},{-140,130},{-160,130},{-160,110}},panup[7], panright[7],pandown[7];


glLineWidth(3);


vector2D_t vec[7];


matrix2D_t transd,transu,rot,rot2,refyaxis;


transd=translationMTX(90,320);


transu=translationMTX(-90,-20);


theta=0.5*3.14;


theta2=-0.5*3.14;


rot=rotationMTX(theta);


rot2=rotationMTX(theta2);


refyaxis=scalingMTX(-1.,1.);


drawPolygon(pandasar,RED,7); //panah kiri


for(loop=0; loop<3; loop++){



if(loop==0){



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=(transd*rot)*vec[i];




panup[i]=Vector2Point(vec[i]);



}



drawPolygon(panup,7);
//panah kanan



}



if(loop==1)



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=(transu*rot2)*vec[i];




pandown[i]=Vector2Point(vec[i]);



}



drawPolygon(pandown,7);
//panah atas



if(loop==2)



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=refyaxis*vec[i];




panright[i]=Vector2Point(vec[i]);



}



drawPolygon(panright,7); //panah kanan


}


//Panah copy-----------------------------


point2D_t arleft[7],ardown[7],arup[7],arright[7];


vector2D_t vec2[7];


matrix2D_t transcp,goup;


transcp=translationMTX(0,-600);


for(loop=0; loop<4; loop++){



if(loop==0){



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(pandasar[i]);




vec2[i]=transcp*vec2[i];




arleft[i]=Vector2Point(vec2[i]);



}



fillPolygon(arleft,SWEETBLUE,7);
//panah kanan



}



if(loop==1)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(pandown[i]);




vec2[i]=transcp*vec2[i];




ardown[i]=Vector2Point(vec2[i]);



}



fillPolygon(ardown,GREEN,7);
//panah down



if(loop==2)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(panup[i]);




vec2[i]=transcp*vec2[i];




arup[i]=Vector2Point(vec2[i]);



}



fillPolygon(arup,DARKPINK,7); //panah atas



if(loop==3)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(panright[i]);




vec2[i]=transcp*vec2[i];




arright[i]=Vector2Point(vec2[i]);



}



fillPolygon(arright,CYAN,7); //panah atas


}


//Panah bergerak


goup=translationMTX(0,tick);


if(tick==600) tick=0;


if(tack<600){


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arleft[i]);



vec2[i]=goup*vec2[i];



arleft[i]=Vector2Point(vec2[i]);


}


fillPolygon(arleft,SWEETBLUE,7); //panah kiri


}


if(tack>=600 && tack<1200)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(ardown[i]);



vec2[i]=goup*vec2[i];



ardown[i]=Vector2Point(vec2[i]);


}


fillPolygon(ardown,GREEN,7);
//panah down


if(tack>=1200 && tack<1800)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arup[i]);



vec2[i]=goup*vec2[i];



arup[i]=Vector2Point(vec2[i]);


}


fillPolygon(arup,DARKPINK,7); //panah atas


if(tack>=1800 && tack<2400)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arright[i]);



vec2[i]=goup*vec2[i];



arright[i]=Vector2Point(vec2[i]);


}


fillPolygon(arright,CYAN,7); //panah kanan


tick+=3;


tack++;


if(tack==2400) tack=0;


//ucapan selamat


int x,y;


x=rand()%400;


y=rand()%300;


if(tack>=600 && tack<=700){



bitmap_output(x,y,"GREAT",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"GREAT",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=1200 && tack<=1300){



bitmap_output(x,y,"AWESOME",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"AWESOME",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=1800 && tack<=1900){



bitmap_output(x,y,"COOOOOL",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"COOOOOL",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=2300 && tack<=2400){



bitmap_output(x,y,"YOU ROCK",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"YOU ROCK",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else{



bitmap_output(x,y,"______________",GLUT_BITMAP_TIMES_ROMAN_24,WHITEBONE);



bitmap_output(-x,y,"______________",GLUT_BITMAP_TIMES_ROMAN_24,WHITEBONE);


}

}
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Ket : 

Dalam fungsi panah() terdapat tiga seksi. Pembentuk gambar panah dasar (terletak diatas dengan warna border merah), pembentuk gambar panah kedua (terletak dibawah, diluar batas layar) sebagai posisi awal panah yang akan berjalan, serta pembentuk gambar panah yang bergerak dari bawah ke atas.

Dalam baris yang terdapat statement matrix2D_t transd, transu, rot, rot2, refyaxis;. Matriks rot untuk menggambar anak panah dengan arah kebawah digabung dengan transd untuk memposisikan panah disebelah anak panah awal (menghadap ke arah kiri). Matriks rot2 digabung dengan transu untuk menggambar anak panah atas. Refyaxis untuk mencerminkan anak panah kiri dengan sumbu y sehingga tercipta anak panah kanan.
static int tick=0,tack=0;. Variabel ini digunakan untuk menggerakkan panah. Tick merupakan jarak dari posisi awal ke posisi tujuan sebanyak 600 hitungan. Tack merupakan penghitung waktu untuk berganti dari gambar panah ke arah kiri, atas, bawah kemudian kanan. Hubungan antara tick dan tack adalah jika nilai tick pada baris  tick+=3; diganti dengan nilai 1 maka nilai tack akan berubah menjadi kelipatan 600, dengan nilai ini didapatkan pergerakan arah panah yang lambat. Untuk mempercepat gerak panah dengan cara merubah nilai tick menjadi lebih besar dengan syarat kelipatan nilai tack berubah menjadi 600/(nilai penjumlah tick).
6. Penari dan lirik lagu.

void wongdeso(){


static float tik=0, xmata, ytgnL, ytgnR, xsikilL, xsikilR, ysikilL, ysikilR;


point2D_t 
mataL[360], mataR[360], dagu[360], bolmatL[360], bolmatR[360],
body[360], center[360], tanganL[360], jempolL[360], tanganR[360],
jempolR[360], sepatuL[360], sepatuR[360], soeL[360], soeR[360],



lenganL[3]={{160,-150+ytgnL},{180,-130},{140,-140+ytgnL}},



lenganR[3]={{290,-90+ytgnR},{250,-130},{270,-80+ytgnR}},



kakiL[4]={{185+xsikilL,-220+ysikilL},{150+xsikilL,-220+ysikilL},{160,-190},{190,-190}},



kakiR[4]={{270,-180},{250,-180},{260+xsikilR,-160+ysikilR},{300+xsikilR,-160+ysikilR}},

//posisi

pmataL={200,-50},pmataR={230,-50}, pbolmatL={xmata+205,-50},



pbolmatR={xmata+245,-50},pdagu={215,-80},



pbody={215,-150},pcenter={215,-150},



ptanganL={140,-150+ytgnL},ptanganR={290,-80+ytgnR},



pjempolL={150,-150+ytgnL},pjempolR={280,-80+ytgnR},



psepatuL={150+xsikilL,-220+ysikilL},



psepatuR={300+xsikilR,-170+ysikilR},



psoeL={145+xsikilL,-210+ysikilL},



psoeR={300+xsikilR,-160+ysikilR};


createEllipse1(mataL,pmataL,25,30,360);


createEllipse1(mataR,pmataR,25,30,360);


createCircle1(bolmatL,pbolmatL,10,360);


createCircle1(bolmatR,pbolmatR,10,360);


createEllipse1(dagu,pdagu,40,30,360);


createEllipse1(body,pbody,40,50,360);


createEllipse1(center,pcenter,20,25,360);


createEllipse1(tanganL,ptanganL,20,10,360);


createEllipse1(tanganR,ptanganR,20,10,360);


createEllipse1(jempolL,pjempolL,10,5,360);


createEllipse1(jempolR,pjempolR,10,5,360);


createEllipse1(sepatuL,psepatuL,35,15,360);


createEllipse1(sepatuR,psepatuR,35,15,360);


createEllipse1(soeL,psoeL,20,5,360);


createEllipse1(soeR,psoeR,20,5,360);


fillPolygon(kakiL,RED,4);


fillPolygon(kakiR,RED,4);


fillPolygon(sepatuL,RED,360);


fillPolygon(sepatuR,RED,360);


fillPolygon(soeL,WHITE,360);


fillPolygon(soeR,WHITE,360);


fillPolygon(body,BLUE,360);


fillPolygon(center,YELLOWEGG,360);


fillPolygon(dagu,LIGHTCHOCO,360);


fillPolygon(mataL,WHITE,360);


fillPolygon(mataR,WHITE,360);


fillPolygon(bolmatL,GREEN,360);


fillPolygon(bolmatR,GREEN,360);


fillPolygon(lenganL,RED,3);


fillPolygon(lenganR,RED,3);


fillPolygon(tanganL,CYAN,360);


fillPolygon(tanganR,CYAN,360);


fillPolygon(jempolL,BLUE,360);


fillPolygon(jempolR,BLUE,360);


//mirror


int i;


vector2D_t vec;


matrix2D_t cermin;


cermin=scalingMTX(-1,1);


for(i=0; i<360; i++){



vec=Point2Vector(mataL[i]);



vec=cermin*vec;



mataL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(mataR[i]);



vec=cermin*vec;



mataR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(dagu[i]);



vec=cermin*vec;



dagu[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(bolmatL[i]);



vec=cermin*vec;



bolmatL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(bolmatR[i]);



vec=cermin*vec;



bolmatR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(body[i]);



vec=cermin*vec;



body[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(center[i]);



vec=cermin*vec;



center[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(tanganL[i]);



vec=cermin*vec;



tanganL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(jempolL[i]);



vec=cermin*vec;



jempolL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(tanganR[i]);



vec=cermin*vec;



tanganR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(jempolR[i]);



vec=cermin*vec;



jempolR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(sepatuL[i]);



vec=cermin*vec;



sepatuL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(sepatuR[i]);



vec=cermin*vec;



sepatuR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(soeL[i]);



vec=cermin*vec;



soeL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(soeR[i]);



vec=cermin*vec;



soeR[i]=Vector2Point(vec);


}


for(i=0; i<3; i++){



vec=Point2Vector(lenganL[i]);



vec=cermin*vec;



lenganL[i]=Vector2Point(vec);


}


for(i=0; i<3; i++){



vec=Point2Vector(lenganR[i]);



vec=cermin*vec;



lenganR[i]=Vector2Point(vec);


}


for(i=0; i<4; i++){



vec=Point2Vector(kakiL[i]);



vec=cermin*vec;



kakiL[i]=Vector2Point(vec);


}


for(i=0; i<4; i++){



vec=Point2Vector(kakiR[i]);



vec=cermin*vec;



kakiR[i]=Vector2Point(vec);


}


fillPolygon(kakiL,OLDLEAF,4);


fillPolygon(kakiR,OLDLEAF,4);


fillPolygon(sepatuL,GREEN,360);


fillPolygon(sepatuR,GREEN,360);


fillPolygon(soeL,WHITE,360);


fillPolygon(soeR,WHITE,360);


fillPolygon(body,RED,360);


fillPolygon(center,BLUE,360);


fillPolygon(dagu,CREM,360);


fillPolygon(mataL,WHITE,360);


fillPolygon(mataR,WHITE,360);


fillPolygon(bolmatL,MAGENTA,360);


fillPolygon(bolmatR,MAGENTA,360);


fillPolygon(lenganL,PINK,3);


fillPolygon(lenganR,PINK,3);


fillPolygon(tanganL,YELLOW,360);


fillPolygon(tanganR,YELLOW,360);


fillPolygon(jempolL,SWEETBLUE,360);


fillPolygon(jempolR,SWEETBLUE,360);


tik++;


if(tik>=0 && tik<100){



xmata=0;



ytgnL=0;



ytgnR=0;



xsikilL=0;
ysikilL=0;



xsikilR=0;
ysikilR=0;


}


if(tik>=100 && tik<200){



xmata=-20;



ytgnL=50;



ytgnR=-50;



xsikilL=-20;
ysikilL=40;



xsikilR=-20;
ysikilR=-40;


}


if(tik==200) tik=0;

}

void lirik(){


static float dhem=0;


if(dhem>=0 && dhem<200)



bitmap_output(-80,-270,"Let's dance together",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=200 && dhem<400)



bitmap_output(-90,-270,"Get on the Dancefloor",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=400 && dhem<600)



bitmap_output(-80,-270," The party will start",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=600 && dhem<800)



bitmap_output(-100,-270,"And stand still like that",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=800 && dhem<1000)



bitmap_output(-80,-270,"Let's dance together",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=1000 && dhem<1200)



bitmap_output(-70,-270,"Let's party and",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=1200 && dhem<1400)



bitmap_output(-80,-270,"Turn off the light",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem==1400) dhem=0;


dhem++;

}
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The party will start





Ket :
Gambar penari sebelah kiri pada fungsi wongdeso() digambar dengan menggunakan perintah refyaxis sebagai pencerminan dari gambar penari sebelah kanan beserta gerakannya. Lirik lagu diset pada fungsi lirik() dimana dhem sebagai penghitung waktunya. Tiap kelipatan 200, lirik lagu akan berubah dan jika dhem telah mencapai nilai 1400 maka reset.

Complete Source Code :
#include <stdlib.h>
#include <glut.h>
#include <math.h>
#include <stdio.h>
#include <string.h>
// Definisi struktur data
typedef struct{

float x;
float y;
}point2D_t;
typedef struct{
float v[3];
}vector2D_t;
typedef struct{
float m[3][3];
} matrix2D_t;
typedef struct{
float r,g,b;
} color_t;
// Setting warna
void setColor(float r,float g,float b){
glColor3f(r,g,b);
}
void setColor(color_t col){
glColor3f(col.r,col.g,col.b);
}
// Konversi Data
vector2D_t point2vector(point2D_t p,float a,float b){

vector2D_t vec;

vec.v[0]=p.x - a;

vec.v[1]=p.y - b;

vec.v[2]=1;

return(vec);
}
point2D_t vector2point(vector2D_t vec,float a,float b){

point2D_t p;

p.x=vec.v[0] + a;

p.y=vec.v[1] + b;

return(p);
}
vector2D_t point2vector1(point2D_t pnt){
    vector2D_t vec;
    vec.v[0]=pnt.x;
    vec.v[1]=pnt.y;
    vec.v[2]=1.;
return vec;
}
point2D_t vector2point1(vector2D_t vec){
    point2D_t pnt;
    pnt.x=vec.v[0];
    pnt.y=vec.v[1];
    return pnt;
}
point2D_t Vector2Point(vector2D_t vec){

point2D_t pnt;

pnt.x=vec.v[0];

pnt.y=vec.v[1];

return pnt;
}
vector2D_t Point2Vector(point2D_t pnt){

vector2D_t vec;

vec.v[0]=pnt.x;

vec.v[1]=pnt.y;

vec.v[2]=1.;

return vec;
}
point2D_t interpolasi(point2D_t a, point2D_t b, float k, float n){

point2D_t c;

c.x=a.x+k*(b.x-a.x)/n;

c.y=a.y+k*(b.y-a.y)/n;

return c;
}
// Definisi dan pengolahan matrik
matrix2D_t createIdentity(void) {

matrix2D_t u;

int i,j;

for (i=0;i<3;i++) {


for(j=0;j<3;j++) u.m[i][j]=0.;


u.m[i][i]=1.;

}

return u;

}

matrix2D_t translationMTX(float dx,float dy){

matrix2D_t trans=createIdentity();

trans.m[0][2]=dx;

trans.m[1][2]=dy;

return trans;
}
matrix2D_t scalingMTX(float mx,float my){

matrix2D_t scale=createIdentity();

scale.m[0][0]=mx;

scale.m[1][1]=my;

return scale;
}
matrix2D_t rotationMTX(float theta){

matrix2D_t rotate=createIdentity();

float cs=cos(theta);

float sn=sin(theta);

rotate.m[0][0]=cs; rotate.m[0][1]=-sn;

rotate.m[1][0]=sn; rotate.m[1][1]=cs;

return rotate;
}
matrix2D_t operator * (matrix2D_t a, matrix2D_t b){

matrix2D_t c;//c=a*b

int i,j,k;

for (i=0;i<3;i++) for (j=0;j<3;j++) {


c.m[i][j]=0;


for (k=0;k<3;k++) 



c.m[i][j]+=a.m[i][k]*b.m[k][j];

}
return c;
}
vector2D_t operator * (matrix2D_t a, vector2D_t b){

vector2D_t c;
//c=a*b

int i,j;

for (i=0;i<3;i++) {


c.v[i]=0;


for (j=0;j<3;j++) 



c.v[i]+=a.m[i][j]*b.v[j];

}

return c;
}
void bitmap_output(int x, int y, char *string, void *font,color_t color){

int len, i;

setColor(color);

glRasterPos2f(x, y);

len = (int) strlen(string);

for (i = 0; i < len; i++) {


glutBitmapCharacter(font, string[i]);

}

}

void bitmap_output1(int x, int y, char *string, void *font){

int len, i;

glRasterPos2f(x, y);

len = (int) strlen(string);

for (i = 0; i < len; i++) {


glutBitmapCharacter(font, string[i]);

}
}
// Fungsi-fungsi untuk menggambar
void drawDot(float x,float y){

glBegin(GL_POINTS);

glVertex2f(x,y);

glEnd();
}
void drawline(color_t col,float x1, float y1, float x2,float y2){

glBegin(GL_LINES);
    
setColor(col);

glVertex2f(x1,y1);

glVertex2f(x2,y2);

glEnd();
}
void drawPolyline(point2D_t p[],color_t col,int n){

glBegin(GL_LINE_STRIP);
    
setColor(col);

for(int i=0;i<n;i++) glVertex2f(p[i].x,p[i].y);

glEnd();
}
void drawPolygon(point2D_t p[],color_t color,int n){

glBegin(GL_LINE_LOOP);

setColor(color);

for(int i=0;i<n;i++) glVertex2f(p[i].x,p[i].y);

glEnd();

}
void drawPolygon(point2D_t p[],int n){

glBegin(GL_LINE_LOOP);

for(int i=0;i<n;i++) glVertex2f(p[i].x,p[i].y);

glEnd();
}
void fillPolygon(point2D_t p[],color_t col,int n){

glBegin(GL_POLYGON);
        setColor(col);

for(int i=0;i<n;i++) glVertex2f(p[i].x,p[i].y);

glEnd();

}
void gradatePolygon(point2D_t p[],color_t col[],int n){
    glBegin(GL_POLYGON);


for(int i=0;i<n;i++){



setColor(col[i]);



glVertex2f(p[i].x,p[i].y);


}

glEnd();
}
void centerPolygon(point2D_t p[],point2D_t pc,color_t col,color_t colp,int n){

for(int i=0;i<n;i++) {


glBegin(GL_LINES);


setColor(colp);


glVertex2f(pc.x,pc.y);


setColor(col);


glVertex2f(p[i].x,p[i].y);


glEnd();

}
}
static void createCircle(point2D_t p[],float r,int x,int y){

for(int i=0;i<360;i++){


p[i].x=r*cos(i/57.3)+x;


p[i].y=r*sin(i/57.3)+y;

}
}
static void createCircle1(point2D_t p[], point2D_t p0, float r,int n){

float a=6.28/n;

for(int i=0;i<n;i++){


p[i].x=p0.x+r*cos(i*a);


p[i].y=p0.y+r*sin(i*a);

}
}
static void createEllipse(point2D_t p[],point2D_t p0,float r1,float r2){

for(int i=0;i<360;i++){


p[i].x=p0.x+r1*cos(i/57.3);


p[i].y=p0.y+r2*sin(i/57.3);

}
}
static void createEllipse1(point2D_t p[], point2D_t p0, float r1, float r2,int n){

float a=6.28/n;

for(int i=0;i<n;i++){


p[i].x=p0.x+r1*cos(i*a);


p[i].y=p0.y+r2*sin(i*a);

}
}
static void createPolar(point2D_t p[],float r[]){

for(int i=0;i<360;i++){


p[i].x=r[i]*cos(i/57.3);


p[i].y=r[i]*sin(i/57.3);

}
}
point2D_t Vector2Point1(vector2D_t vec){

point2D_t pnt;

pnt.x=vec.v[0];

pnt.y=vec.v[1];

return pnt;
}
vector2D_t Point2Vector1(point2D_t pnt){

vector2D_t vec;

vec.v[0]=pnt.x;

vec.v[1]=pnt.y;

vec.v[2]=1.;

return vec;
}
//-------------------------EndOfBasicFunction------------------------

//warna2
color_t 
RED={1,0,0},GREEN={0,1,0},BLUE={0,0,1},CYAN={0,1,1},MAGENTA={1,0,1}, YELLOW={1,1,0},BLACK={0,0,0},WHITE={1,1,1},PINK={1,0.5,1}, DARKGREEN={0.3,0.9,0.1},MOCCA={0.75,0.5,0.4}, YELLOWEGG={0.95,0.85,0.45},LIGHTGREEN={0.2,0.7,0.3}, WHITEBONE={1,1,0.9},CRIMSON={0.85,0,0},OAK={0.85,0.4,0.1}, DARKPINK={0.95,0.4,0.4},OLDLEAF={0.4,0.55,0},CHOCO={0.54,0.4,0.37}, CREM={0.68,0.7,0.6},LIGHTCHOCO={0.86,0.66,0.4},PUPUS={0.68,0.75,0.55},COFFEE={0.5,0.3,0.1},SWEETBLUE={0.3,0.2,0.9};
void intro(){

int i,x,y,x1,y1;


for(i=0; i<5 ; i++){


x=rand()%400;


y=rand()%300;


x1=-400+rand()%400;


y1=-300+rand()%300;

bitmap_output(x,y,"REVOLUTION MAX",GLUT_BITMAP_TIMES_ROMAN_10,GREEN);

bitmap_output(x1,y1,"DANCE DANCE",GLUT_BITMAP_TIMES_ROMAN_10,GREEN);

bitmap_output(x1,y,"COOL AWESOME GOOD",GLUT_BITMAP_TIMES_ROMAN_10,YELLOW);

bitmap_output(x,y1,"ARE YOU READY TO SWING",GLUT_BITMAP_TIMES_ROMAN_10,YELLOW);

bitmap_output(-250,0,"DANCE DANCE REVOLUTION HELLBREAK",GLUT_BITMAP_TIMES_ROMAN_24,RED);
}
void lingkaran(){

static int tick=0;

color_t warna1={0,0,1},warna2={0,1,0},warna3={1,0,0};

point2D_t 
ling[360],ling2[360],ling3[360],ling4[360],ling5[360],
posling={-350,250},posling2={-200,250},posling3={0,250}, posling4={200,250},posling5={350,250};
createCircle1(ling,posling,40,360);


createCircle1(ling2,posling2,40,360);


createCircle1(ling3,posling3,40,360);


createCircle1(ling4,posling4,40,360);


createCircle1(ling5,posling5,40,360);


glPointSize(3);


if(tick<=50){



fillPolygon(ling,warna1,360);



fillPolygon(ling2,warna2,360);



fillPolygon(ling3,warna3,360);



fillPolygon(ling4,warna2,360);



fillPolygon(ling5,warna1,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


else if(tick<=100){



fillPolygon(ling,warna3,360);



fillPolygon(ling2,warna2,360);



fillPolygon(ling3,warna1,360);



fillPolygon(ling4,warna2,360);



fillPolygon(ling5,warna3,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


else if(tick<=150){



fillPolygon(ling,warna2,360);



fillPolygon(ling2,warna1,360);



fillPolygon(ling3,warna3,360);



fillPolygon(ling4,warna1,360);



fillPolygon(ling5,warna2,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


else if(tick<=200){



fillPolygon(ling,warna3,360);



fillPolygon(ling2,warna1,360);



fillPolygon(ling3,warna2,360);



fillPolygon(ling4,warna1,360);



fillPolygon(ling5,warna3,360);



drawPolyline(ling,WHITE,360);



drawPolyline(ling2,WHITE,360);



drawPolyline(ling3,WHITE,360);



drawPolyline(ling4,WHITE,360);



drawPolyline(ling5,WHITE,360);


}


tick++;


if(tick==200) tick=0;

}

void stage(){


color_t wmat[4]={{0,0,1},{1,1,0},{1,1,0},{0,0,1}};


point2D_t matras[4]={{-400,-300},{-300,-150},{300,-150},{400,-300}};


gradatePolygon(matras,wmat,4);

}

void backlight(){


int i;


static int tick=0;


color_t cahaya[3]={{1,1,1},{0.9,0.5,1},{0.9,0.5,1}};


point2D_t



sinar1[3],sinar2[3],sinar3[3],sinar4[3],sinar5[3],sinar6[3],sinar7[3],sinar8[3],



segitiga1[3]={{0,0},{-500,-200},{-500,-300}},



segitiga2[3]={{0,0},{500,-200},{500,-300}},



segitiga3[3]={{0,0},{-500,200},{-500,300}},



segitiga4[3]={{0,0},{500,200},{500,300}},



segitiga5[3]={{0,0},{-500,50},{-500,-50}},



segitiga6[3]={{0,0},{500,50},{500,-50}},



segitiga7[3]={{0,0},{-50,500},{50,500}},



segitiga8[3]={{0,0},{-50,-500},{50,-500}};


vector2D_t lht1,lht2,lht3,lht4,lht5,lht6,lht7,lht8;


for(i=0;i<3;i++)


{



lht1=point2vector(segitiga1[i],0,0);



lht1=rotationMTX(tick/10)*lht1;



sinar1[i]=vector2point(lht1,0,0);


}


for(i=0;i<3;i++)


{



lht2=point2vector(segitiga2[i],0,0);



lht2=rotationMTX(tick/10)*lht2;



sinar2[i]=vector2point(lht2,0,0);


}


for(i=0;i<3;i++)


{



lht3=point2vector(segitiga3[i],0,0);



lht3=rotationMTX(tick/10)*lht3;



sinar3[i]=vector2point(lht3,0,0);


}


for(i=0;i<3;i++)


{



lht4=point2vector(segitiga4[i],0,0);



lht4=rotationMTX(tick/10)*lht4;



sinar4[i]=vector2point(lht4,0,0);


}


for(i=0;i<3;i++)


{



lht5=point2vector(segitiga5[i],0,0);



lht5=rotationMTX(tick/10)*lht5;



sinar5[i]=vector2point(lht5,0,0);


}


for(i=0;i<3;i++)


{



lht6=point2vector(segitiga6[i],0,0);



lht6=rotationMTX(tick/10)*lht6;



sinar6[i]=vector2point(lht6,0,0);


}


for(i=0;i<3;i++)


{



lht7=point2vector(segitiga7[i],0,0);



lht7=rotationMTX(tick/10)*lht7;



sinar7[i]=vector2point(lht7,0,0);


}


for(i=0;i<3;i++)


{



lht8=point2vector(segitiga8[i],0,0);



lht8=rotationMTX(tick/10)*lht8;



sinar8[i]=vector2point(lht8,0,0);


}


tick++;


gradatePolygon(sinar1,cahaya,3);


gradatePolygon(sinar2,cahaya,3);


gradatePolygon(sinar3,cahaya,3);


gradatePolygon(sinar4,cahaya,3);


gradatePolygon(sinar5,cahaya,3);


gradatePolygon(sinar6,cahaya,3);


gradatePolygon(sinar7,cahaya,3);


gradatePolygon(sinar8,cahaya,3);

}

void panah(){


//Panah basic----------------------------------------------


static int tick=0,tack=0;


int i,loop;


float theta,theta2;


point2D_t pandasar[7]={{-200,150},{-160,190},{-160,170},{-140,170},{-140,130},{-160,130},{-160,110}},



panup[7],panright[7],pandown[7];


glLineWidth(3);


vector2D_t vec[7];


matrix2D_t transd,transu,rot,rot2,refyaxis;


transd=translationMTX(90,320);


transu=translationMTX(-90,-20);


theta=0.5*3.14;


theta2=-0.5*3.14;


rot=rotationMTX(theta);


rot2=rotationMTX(theta2);


refyaxis=scalingMTX(-1.,1.);


drawPolygon(pandasar,RED,7); //panah kiri


for(loop=0; loop<3; loop++){



if(loop==0){



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=(transd*rot)*vec[i];




panup[i]=Vector2Point(vec[i]);



}



drawPolygon(panup,7);
//panah kanan



}



if(loop==1)



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=(transu*rot2)*vec[i];




pandown[i]=Vector2Point(vec[i]);



}



drawPolygon(pandown,7);
//panah atas



if(loop==2)



for (i=0;i<7;i++) {




vec[i]=Point2Vector(pandasar[i]);




vec[i]=refyaxis*vec[i];




panright[i]=Vector2Point(vec[i]);



}



drawPolygon(panright,7); //panah kanan


}


//Panah copy-----------------------------


point2D_t arleft[7],ardown[7],arup[7],arright[7];


vector2D_t vec2[7];


matrix2D_t transcp,goup;


transcp=translationMTX(0,-600);


for(loop=0; loop<4; loop++){



if(loop==0){



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(pandasar[i]);




vec2[i]=transcp*vec2[i];




arleft[i]=Vector2Point(vec2[i]);



}



fillPolygon(arleft,SWEETBLUE,7);
//panah kanan



}



if(loop==1)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(pandown[i]);




vec2[i]=transcp*vec2[i];




ardown[i]=Vector2Point(vec2[i]);



}



fillPolygon(ardown,GREEN,7);
//panah down



if(loop==2)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(panup[i]);




vec2[i]=transcp*vec2[i];




arup[i]=Vector2Point(vec2[i]);



}



fillPolygon(arup,DARKPINK,7); //panah atas



if(loop==3)



for (i=0;i<7;i++) {




vec2[i]=Point2Vector(panright[i]);




vec2[i]=transcp*vec2[i];




arright[i]=Vector2Point(vec2[i]);



}



fillPolygon(arright,CYAN,7); //panah atas


}


//Panah bergerak


goup=translationMTX(0,tick);


if(tick==600) tick=0;


if(tack<200){


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arleft[i]);



vec2[i]=goup*vec2[i];



arleft[i]=Vector2Point(vec2[i]);


}


fillPolygon(arleft,SWEETBLUE,7); //panah kiri


}


if(tack>=200 && tack<400)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(ardown[i]);



vec2[i]=goup*vec2[i];



ardown[i]=Vector2Point(vec2[i]);


}


fillPolygon(ardown,GREEN,7);
//panah down


if(tack>=400 && tack<600)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arup[i]);



vec2[i]=goup*vec2[i];



arup[i]=Vector2Point(vec2[i]);


}


fillPolygon(arup,DARKPINK,7); //panah atas


if(tack>=600 && tack<800)


for (i=0;i<7;i++) {



vec2[i]=Point2Vector(arright[i]);



vec2[i]=goup*vec2[i];



arright[i]=Vector2Point(vec2[i]);


}


fillPolygon(arright,CYAN,7); //panah kanan


tick+=3;


tack++;


if(tack==800) tack=0;


//ucapan selamat


int x,y;


x=rand()%400;


y=rand()%300;


if(tack>=600 && tack<=700){



bitmap_output(x,y,"GREAT",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"GREAT",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=1200 && tack<=1300){



bitmap_output(x,y,"AWESOME",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"AWESOME",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=1800 && tack<=1900){



bitmap_output(x,y,"COOOOOL",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"COOOOOL",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else if(tack>=2300 && tack<=2400){



bitmap_output(x,y,"YOU ROCK",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);



bitmap_output(-x,y,"YOU ROCK",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


else{



bitmap_output(x,y,"______________",GLUT_BITMAP_TIMES_ROMAN_24,WHITEBONE);



bitmap_output(-x,y,"______________",GLUT_BITMAP_TIMES_ROMAN_24,WHITEBONE);


}

}

void star(){


int i;


static int tick=0,count=0;


static float grow=0;


point2D_t bintang1[10]={{30,0},{50,-30},{0,-20},{-50,-30},



{-30,0},{-50,30},{-20,40},{0,60},{20,40},{50,30}},



bintang2[10],bintang3[10];


vector2D_t vec[10],vec2[10];


matrix2D_t scale,scale2;


scale=scalingMTX(0.1+grow,0.1+grow);


scale2=scalingMTX(0.7+grow,0.7+grow);


fillPolygon(bintang1,YELLOW,10);


drawPolygon(bintang1,RED,10);


grow+=0.1;


if(tick==100){



grow=0;



tick=0;


}


for (i=0;i<10;i++) {



vec[i]=Point2Vector(bintang1[i]);



vec[i]=scale*vec[i];



bintang2[i]=Vector2Point(vec[i]);



vec2[i]=Point2Vector(bintang2[i]);



vec2[i]=scale2*vec2[i];



bintang3[i]=Vector2Point(vec2[i]);


}


if(count<100){



drawPolygon(bintang2,RED,10);



drawPolygon(bintang3,GREEN,10);


}


else if(count<200){



drawPolygon(bintang2,BLUE,10);



drawPolygon(bintang3,LIGHTGREEN,10);


}


else if(count<300){



drawPolygon(bintang2,GREEN,10);



drawPolygon(bintang3,RED,10);


}


else if(count<400){



drawPolygon(bintang2,OLDLEAF,10);



drawPolygon(bintang3,YELLOW,10);


}


else if(count<500){



drawPolygon(bintang2,CRIMSON,10);



drawPolygon(bintang3,BLUE,10);


}


else if(count<600){



drawPolygon(bintang2,MAGENTA,10);



drawPolygon(bintang2,PINK,10);


}


else if(count<700){



drawPolygon(bintang2,CYAN,10);



drawPolygon(bintang2,BLUE,10);


}


tick++;


count++;


if(count==700) count=0;

}

void iwak(){


static int 



x=100,y=50,x2=200,y2=100,x3=250,y3=70,



tick=0;


point2D_t 



//ikan



ikan1[360], poswak1={x,y}, 



sirip[3]={{x+20,y},{x+30,y+20},{x+30,y-20}},



mata[360], posmat={x-20,y},



//ikan2



ikan2[360], poswak2={x2,y2},



sirip2[3]={{x2+20,y2},{x2+30,y2+20},{x2+30,y2-20}},



mata2[360], posmat2={x2-20,y2},



//ikan3



ikan3[360], poswak3={x3,y3},



sirip3[3]={{x3+20,y3},{x3+30,y3+20},{x3+30,y3-20}},



mata3[360], posmat3={x3-20,y3},



//pacman



pacman[360],pospac={-x,y},



mulut[3]={{-x,y},{-x+20,y+10},{-x+20,y-10}},



//pacman2



pacman2[360],pospac2={-x2,y2},



mulut2[3]={{-x2,y2},{-x2+20,y2+10},{-x2+20,y2-10}},



//pacman3



pacman3[360],pospac3={-x3,y3},



mulut3[3]={{-x3,y3},{-x3+20,y3+10},{-x3+20,y3-10}};


createEllipse1(ikan1,poswak1,30,10,360);


createCircle1(mata,posmat,5,360);


createCircle1(pacman,pospac,20,360);


createEllipse1(ikan2,poswak2,30,10,360);


createCircle1(mata2,posmat2,5,360);


createCircle1(pacman2,pospac2,20,360);


createEllipse1(ikan3,poswak3,30,10,360);


createCircle1(mata3,posmat3,5,360);


createCircle1(pacman3,pospac3,20,360);


fillPolygon(ikan1,LIGHTGREEN,360);


fillPolygon(sirip,LIGHTGREEN,3);


fillPolygon(mata,WHITEBONE,360);


fillPolygon(ikan2,PINK,360);


fillPolygon(sirip2,PINK,3);


fillPolygon(mata2,LIGHTCHOCO,360);


fillPolygon(ikan3,CYAN,360);


fillPolygon(sirip3,CYAN,3);


fillPolygon(mata3,YELLOW,360);


fillPolygon(pacman,YELLOWEGG,360);


fillPolygon(mulut,BLACK,3);


fillPolygon(pacman2,GREEN,360);


fillPolygon(mulut2,BLACK,3);


fillPolygon(pacman3,RED,360);


fillPolygon(mulut3,BLACK,3);


if(tick%100==(int)true){



x=rand()%400;



y=rand()%300;



x2=rand()%400;



y2=rand()%300;



x3=rand()%400;



y3=rand()%300;


}


tick++;


if(tick==100) tick=0;

}

void wongdeso(){


static float 



tik=0,xmata,ytgnL,ytgnR,xsikilL,xsikilR,ysikilL,ysikilR;


point2D_t 



mataL[360],mataR[360],dagu[360],bolmatL[360],bolmatR[360],



body[360],center[360],tanganL[360],jempolL[360],tanganR[360],



jempolR[360],sepatuL[360],sepatuR[360],soeL[360],soeR[360],



lenganL[3]={{160,-150+ytgnL},{180,-130},{140,-140+ytgnL}},



lenganR[3]={{290,-90+ytgnR},{250,-130},{270,-80+ytgnR}},



kakiL[4]={{185+xsikilL,-220+ysikilL},{150+xsikilL,-220+ysikilL},{160,-190},{190,-190}},



kakiR[4]={{270,-180},{250,-180},{260+xsikilR,-160+ysikilR},{300+xsikilR,-160+ysikilR}},



//posisi



pmataL={200,-50},pmataR={230,-50},pbolmatL={xmata+205,-50},



pbolmatR={xmata+245,-50},pdagu={215,-80},



pbody={215,-150},pcenter={215,-150},



ptanganL={140,-150+ytgnL},ptanganR={290,-80+ytgnR},



pjempolL={150,-150+ytgnL},pjempolR={280,-80+ytgnR},



psepatuL={150+xsikilL,-220+ysikilL},



psepatuR={300+xsikilR,-170+ysikilR},



psoeL={145+xsikilL,-210+ysikilL},



psoeR={300+xsikilR,-160+ysikilR};


createEllipse1(mataL,pmataL,25,30,360);


createEllipse1(mataR,pmataR,25,30,360);


createCircle1(bolmatL,pbolmatL,10,360);


createCircle1(bolmatR,pbolmatR,10,360);


createEllipse1(dagu,pdagu,40,30,360);


createEllipse1(body,pbody,40,50,360);


createEllipse1(center,pcenter,20,25,360);


createEllipse1(tanganL,ptanganL,20,10,360);


createEllipse1(tanganR,ptanganR,20,10,360);


createEllipse1(jempolL,pjempolL,10,5,360);


createEllipse1(jempolR,pjempolR,10,5,360);


createEllipse1(sepatuL,psepatuL,35,15,360);


createEllipse1(sepatuR,psepatuR,35,15,360);


createEllipse1(soeL,psoeL,20,5,360);


createEllipse1(soeR,psoeR,20,5,360);


fillPolygon(kakiL,RED,4);


fillPolygon(kakiR,RED,4);


fillPolygon(sepatuL,RED,360);


fillPolygon(sepatuR,RED,360);


fillPolygon(soeL,WHITE,360);


fillPolygon(soeR,WHITE,360);


fillPolygon(body,BLUE,360);


fillPolygon(center,YELLOWEGG,360);


fillPolygon(dagu,LIGHTCHOCO,360);


fillPolygon(mataL,WHITE,360);


fillPolygon(mataR,WHITE,360);


fillPolygon(bolmatL,GREEN,360);


fillPolygon(bolmatR,GREEN,360);


fillPolygon(lenganL,RED,3);


fillPolygon(lenganR,RED,3);


fillPolygon(tanganL,CYAN,360);


fillPolygon(tanganR,CYAN,360);


fillPolygon(jempolL,BLUE,360);


fillPolygon(jempolR,BLUE,360);


//mirror


int i;


vector2D_t vec;


matrix2D_t cermin;


cermin=scalingMTX(-1,1);


for(i=0; i<360; i++){



vec=Point2Vector(mataL[i]);



vec=cermin*vec;



mataL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(mataR[i]);



vec=cermin*vec;



mataR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(dagu[i]);



vec=cermin*vec;



dagu[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(bolmatL[i]);



vec=cermin*vec;



bolmatL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(bolmatR[i]);



vec=cermin*vec;



bolmatR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(body[i]);



vec=cermin*vec;



body[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(center[i]);



vec=cermin*vec;



center[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(tanganL[i]);



vec=cermin*vec;



tanganL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(jempolL[i]);



vec=cermin*vec;



jempolL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(tanganR[i]);



vec=cermin*vec;



tanganR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(jempolR[i]);



vec=cermin*vec;



jempolR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(sepatuL[i]);



vec=cermin*vec;



sepatuL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(sepatuR[i]);



vec=cermin*vec;



sepatuR[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(soeL[i]);



vec=cermin*vec;



soeL[i]=Vector2Point(vec);


}


for(i=0; i<360; i++){



vec=Point2Vector(soeR[i]);



vec=cermin*vec;



soeR[i]=Vector2Point(vec);


}


for(i=0; i<3; i++){



vec=Point2Vector(lenganL[i]);



vec=cermin*vec;



lenganL[i]=Vector2Point(vec);


}


for(i=0; i<3; i++){



vec=Point2Vector(lenganR[i]);



vec=cermin*vec;



lenganR[i]=Vector2Point(vec);


}


for(i=0; i<4; i++){



vec=Point2Vector(kakiL[i]);



vec=cermin*vec;



kakiL[i]=Vector2Point(vec);


}


for(i=0; i<4; i++){



vec=Point2Vector(kakiR[i]);



vec=cermin*vec;



kakiR[i]=Vector2Point(vec);


}


fillPolygon(kakiL,OLDLEAF,4);


fillPolygon(kakiR,OLDLEAF,4);


fillPolygon(sepatuL,GREEN,360);


fillPolygon(sepatuR,GREEN,360);


fillPolygon(soeL,WHITE,360);


fillPolygon(soeR,WHITE,360);


fillPolygon(body,RED,360);


fillPolygon(center,BLUE,360);


fillPolygon(dagu,CREM,360);


fillPolygon(mataL,WHITE,360);


fillPolygon(mataR,WHITE,360);


fillPolygon(bolmatL,MAGENTA,360);


fillPolygon(bolmatR,MAGENTA,360);


fillPolygon(lenganL,PINK,3);


fillPolygon(lenganR,PINK,3);


fillPolygon(tanganL,YELLOW,360);


fillPolygon(tanganR,YELLOW,360);


fillPolygon(jempolL,SWEETBLUE,360);


fillPolygon(jempolR,SWEETBLUE,360);


tik++;


if(tik>=0 && tik<100){



xmata=0;



ytgnL=0;



ytgnR=0;



xsikilL=0;
ysikilL=0;



xsikilR=0;
ysikilR=0;


}


if(tik>=100 && tik<200){



xmata=-20;



ytgnL=50;



ytgnR=-50;



xsikilL=-20;
ysikilL=40;



xsikilR=-20;
ysikilR=-40;


}


if(tik==200) tik=0;

}

void lirik(){


static float dhem=0;


if(dhem>=0 && dhem<200)



bitmap_output(-80,-270,"Let's dance together",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=200 && dhem<400)



bitmap_output(-90,-270,"Get on the Dancefloor",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=400 && dhem<600)



bitmap_output(-80,-270," The party will start",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=600 && dhem<800)



bitmap_output(-100,-270,"And stand still like that",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=800 && dhem<1000)



bitmap_output(-80,-270,"Let's dance together",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=1000 && dhem<1200)



bitmap_output(-70,-270,"Let's party and",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem>=1200 && dhem<1400)



bitmap_output(-80,-270,"Turn off the light",GLUT_BITMAP_HELVETICA_18,WHITEBONE);


if(dhem==1400) dhem=0;


dhem++;

}

void userdraw()

{



static int ticker=0;


point2D_t bgron[4]={{-400,-300},{400,-300},{400,300},{-400,300}};


//start


if(ticker<200){



intro();


}


if(ticker>=200 && ticker<300){



stage();



bitmap_output(-100,0,"ARE YOU READY???",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


if(ticker>=300 && ticker<400){



stage();



bitmap_output(-100,0,"HEAVEN OR HELL",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


if(ticker>=400 && ticker<500){



stage();



bitmap_output(-100,0,"LET'S ROCK...!!",GLUT_BITMAP_TIMES_ROMAN_24,YELLOW);


}


if(ticker>=500 && ticker<600){



stage();



star();


}


if(ticker>=600 && ticker<700){



stage();



star();



lingkaran();


}


if(ticker>=700 && ticker<800){



iwak();



star();



lingkaran();



stage();



wongdeso();


}


if(ticker>=800){



iwak();



backlight();



star();



lingkaran();



stage();



panah();



wongdeso();



lirik();


}


ticker++;

}

void display(void) 

{

    glClear(GL_COLOR_BUFFER_BIT);


userdraw();


glutSwapBuffers();

}

int main (int argc, char ** argv) 

{

    // insert code here...

    glutInit(&argc,argv); //inisialisasi toolkit

    glutInitDisplayMode(GLUT_DOUBLE|GLUT_RGB); 

    glutInitWindowPosition(100,100);

    glutInitWindowSize(800,600);

    glutCreateWindow("Helmi Firdauzi - 7405040054 - 2D4ITb");

    glClearColor(0,0,0,0);

    gluOrtho2D(-400,400,-300,300);

    glutIdleFunc(display);

    glutDisplayFunc(display);

    glutMainLoop();

    return 0;

}

//footnote

//Terselesaikan pada hari Rabu,9Mei2007 pukul 22:39 BBWI
Full Screenshot Preview :
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