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#include "StdAfx.h"
#include <stdio.h>
#include <stdlib.h>
#include <glut.h>
#include <math.h>
#include <iostream>

#include <Windows.h>

#include <GLAUX.H>

#pragma comment(lib,"GLAUX.LIB")
GLuint texture[2];

using namespace std;
void drawwalls(void);
void drawtop(void);
void drawball(void);
void drawground(void);

#define IDM_APPLICATION_EXIT  (101)
#define IDM_APPLICATION_TEXTURE (102)
#define IDM_APPLICATION BANK  (103)
#define MAZE_HEIGHT (16)

#define MAZE_ WIDTH  (16)

#define STARTING_POINT X (13.5f);
#define STARTING_POINT Y (1.5f);

#define STARTING_HEADING (90.0f);

#define room_h 5.0f

float player_x = STARTING_POINT _X;

float player y = STARTING_POINT_Y;

float player_h = STARTING_HEADING; // player's heading

float player_s = 0.0f; // forward speed of the player
float player m = 1.0f; // speed multiplier of the player

float player_t = 0.0f; // player's turning (change in heading)
float player_b = 0.0f; // viewpoint bank (roll)

static float texcoordX = 0.0f;

int  walllist = 0;

int  mazelist = 0;

int  balllist = 0;

int status = 1;

bool searchroute = false; //RBBEEHKRHEE




bool keystate[4] = { false,falsefalse, false };//ICRIRBEIPRSER ( ERLTIRTRE)

char mazedatalMAZE_HEIGHT][MAZE WIDTH] = {
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/8RR,
AUX_RGBImageRec *LoadBMP(char *Filename)
{
FILE *File = NULL;
if (IFilename)
return NULL;
fopen_s(&File,Filename, "r");
//filename %479 LPCWSTR
wchar_t wszClassName[256];
memset(wszClassName, 0, sizeof(wszClassName));
MultiByteToWideChar(CP_ACP, 0, Filename, strlen(Filename) + 1, wszClassName,
sizeof(wszClassName) / sizeof(wszClassName[0]));
if (File) {
fclose(File);
return auxDIBImageLoad(wszClassName);
}
return NULL;
}

int LoadGLTextures()

{

int Status = FALSE;
AUX_RGBImageRec *Texturelmage[3];




memset(Texturelmage, 0, sizeof(void *) * 3);
if (Texturelmage[0] = LoadBMP("F:/BRB /1T ENEF,F/maze/wall1.bmp™")) {
Status = TRUE;
glGenTextures(1, &texture[0]);
glBindTexture(GL_TEXTURE_2D, texture[0]);
glTeximage2D(GL_TEXTURE_2D, 0, 3, Texturelmage[0]->sizeX,
Texturelmage[0]->sizeY, 0, GL_RGB, GL_UNSIGNED_BYTE, Texturelmage[0]->data);
glTexParameteri(GL TEXTURE_2D, GL TEXTURE_MIN_FILTER, GL_LINEAR);
glTexParameteri(GL_ TEXTURE_2D, GL_ TEXTURE_MAG FILTER, GL_LINEAR);
}
if (Texturelmage[1] = LoadBMP("F:/BkB& /1T EHERF,S/maze/ground.bmp")) {
Status = TRUE;
glGenTextures(1, &texture[1]);
glBindTexture(GL_TEXTURE_2D, texture[1]);
glTeximage2D(GL_TEXTURE_2D, 0, 3, Texturelmage[1]->sizeX,
Texturelmage([1]->sizeY, 0, GL_RGB, GL_UNSIGNED_BYTE, Texturelmage[1]->data);
glTexParameteri(GL TEXTURE_2D, GL_ TEXTURE_MIN_FILTER, GL_LINEAR);
glTexParameteri(GL_TEXTURE_2D, GL_ TEXTURE_MAG FILTER, GL_LINEAR);
}
if (Texturelmage[2] = LoadBMP("F:/B /i EHEF,F/maze/floorbmp")) {
Status = TRUE;
glGenTextures(1, &texture[2]);
glBindTexture(GL_TEXTURE_2D, texture([2]);
glTeximage2D(GL_TEXTURE_2D, 0, 3, Texturelmage[2]->sizeX,
Texturelmage|[2]->sizeY, 0, GL_RGB, GL_UNSIGNED_BYTE, Texturelmage[2]->data);
glTexParameteri(GL TEXTURE_2D, GL_ TEXTURE_MIN_FILTER, GL_LINEAR);
glTexParameteri(GL_ TEXTURE_2D, GL_ TEXTURE_MAG FILTER, GL_LINEAR);
}
if (Texturelmage[0]) {
if (Texturelmage[0]->data)
free(Texturelmage[0]->data);
free(Texturelmage[0]);
}
if (Texturelmage[1]){
if (Texturelmage[1]->data)
free(Texturelmage[1]->data);
free(Texturelmage[1]);
}
if (Texturelmage[2]) {
if (Texturelmage[2]->data)
free(Texturelmage[2]->data);
free(Texturelmage(2]);
}

return Status;




void myinit()

{

/AN SR

if ('LoadGLTextures())
return ;

glClearColor(0.5f, 0.5f, 0.5f, 0.0f);
glColor3f(1.0, 1.0, 1.0);
glEnable(GL_DEPTH_TEST);
glEnable(GL_TEXTURE_2D);

walllist = glGenlLists(2);

mazelist = walllist + 1;

balllist = walllist + 2;
glNewlList(walllist, GL_COMPILE);
drawwalls();

glEndList();

glNewList(mazelist, GL_ COMPILE);
drawground();

glEndList();

glNewList(mazelist, GL_ COMPILE);
drawtop();

glEndList();

glNewlList(balllist, GL_ COMPILE);
drawball();

glEndList();
glMatrixMode(GL_PROJECTION);
glLoadldentity();
gluPerspective(60.0, 1.0, 0.1, 60.0);
glMatrixMode(GL_MODELVIEW);
glHint(GL_PERSPECTIVE_CORRECTION_HINT, GL_NICEST);//SE538AZLH2

void drawground(void)

{

glEnable(GL_TEXTURE_2D);

glPushMatrix();
glBindTexture(GL_TEXTURE_2D, texture[2]);

glBegin(GL_QUAD_STRIP);
float i, j;




for (i = MAZE WIDTH / 2; i <= MAZE WIDTH;i=i*2)
{
for (j = -MAZE_HEIGHT / 2; j>-MAZE_HEIGHT * 2;j = j * 2)
{
glTexCoord2f(0.0, 0.0); glVertex3f(i - MAZE_WIDTH / 2, 0.0, j +
MAZE HEIGHT / 2);
glTexCoord2f(1.0, 0.0); glVertex3f(i, 0.0, j + MAZE_HEIGHT / 2);
glTexCoord2f(1.0, 1.0); glVertex3f(i, 0.0, j);
glTexCoord2f(0.0, 1.0); glVertex3f(i - MAZE WIDTH / 2, 0.0, j);

}

glEnd();

glPopMatrix();
}

bool wall(int x, int y) {

return (x >= 0 &&y >= 0 &8& x<MAZE_WIDTH && y<MAZE HEIGHT &&
mazedataly][x] I="");

}

bool onopen(int x, int y) {

if (wall(x, y)) {

return(mazedataly][x] == 'H");

}

}

void closeit(int x, int y) {

if (onopen(x, y))

{

mazedataly][x] = 'X;
}
}
bool neighbor(int x, int y, int w, int *nx, int *ny) {
switch (w) {
case 0:

*nx=x-1;*ny =y; break;
case 1:

*nx =x; *ny =y + 1; break;
case 2:

*nx=x+1;*ny =y; break;
case 3:

*nx =x; *ny =y -1;break;
default:

break;
}

return wall(*nx, *ny);




}
bool diagnal(int x, int y, int w, int *nx, int *ny) {
switch (w) {
case 0:

*nx = x-1;*ny =y - 1; break;
case 1:

*nx =x-1;*ny =y + 1; break;
case 2:

*nx =x + 1;*ny =y + 1; break;
case 3:

*nx =x + 1;*ny = y - 1; break;

default:
break;
}
return wall(*nx, *ny);
}
void dw(int x, inty, int p) {
intw = p;
closeit(x, y);
do {
int x2 = 0;
inty2 = 0;

if (neighbor(x, y, w, &x2, &y?2)) {
if (onopen(x2, y2)) {
dw(x2, y2, (w + 3) % 4);
}
else {
if ((w+1)%4==0p)
{

return;

}
else {
float fx;
float fy;
if (diagnal(x, y, w, &x2, &y2) && onopen(x2, y2)) {
dw(x2, y2, (w + 2) % 4);
}
texcoordX = (texcoordX<0.5) ? 1.0f : 0.0f;
fx = (float)x + (w == 1| w == 2) ? 1.0f : 0.0f);
fy = (float)y + ((w == 0]|w == 1) ? 1.0f: 0.0f);
glTexCoord2f(texcoordX, 0.0f);
glVertex3f(fx, fy, 0.0f);




glTexCoord2f(texcoordX, 1.0f);
glVertex3f(fx, fy, 1.0f);

}
w++; W %= 4;
} while (w = p);
return;
}

void drawwalls() {
glEnable(GL_TEXTURE_2D);

glBindTexture(GL_TEXTURE_2D, texture[0Q]);

glBegin(GL_QUAD_STRIP);
glColor3f(1.0, 1.0, 1.0);
glVertex3f(0.0f, 0.0f, 0.0f);
glVertex3f(0.0f, 0.0f, 1.0f);
dw(0, 0, 0);

glEnd();

}

void drawtop() {

intx,y;

glPushMatrix();
glBindTexture(GL_TEXTURE_2D, texture[1]);

glBegin(GL_QUADS);
for (y = 0; y<MAZE_HEIGHT; y++) {
for (x = 0; x<MAZE_WIDTH; x++) {
if (wall(x, y)) {
mazedataly][x] = 'X;
Jelse{
glTexCoord2f(1.0f, 1.0f);
glVertex3f(x + 0.0f y + 0.0f, 1.0f);
glTexCoord2f(0.0f, 1.0f);
glVertex3f(x + 1.0f y + 0.0f, 1.0f);
glTexCoord2f(0.0f, 0.0f);
glVertex3f(x + 1.0f y + 1.0f, 1.0f);
glTexCoord2f(1.0f, 0.0f);
glVertex3f(x + 0.0f y + 1.0f, 1.0f);

}
glEnd();
glPopMatrix();




}
void forward(float px, float py, float bf) {//filtE+EN
int x = ((int)player_x);
inty = ((int)player_y);
if ((px> x + 1.0f - bf) && wall(x + 1, y)) {
px = (float)(x)+1.0f - bf;
}
if (py>y + 1.0f - bf && wall(x, y + 1)) {
py = (float)(y)+1.0f - bf;
}
if (px< x + bf && wall(x - 1, y)) {
px = (float)(x)+bf;
}
if (py<y + bf && wall(x, y - 1)) {
py = (float)(y)+bf;
}
player x = px;
player_y = py;
}
void drawball()//E/MEEAEI/INT S
{
glDisable(GL_TEXTURE_2D);
glColor3f(1.0, 0.0, 0.0);
glutSolidSphere(0.2f, 15, 15);
}
void navmaze1()
{
forward(player x + player_s*(float)sin(player_h*3.14 / 180),
player y + player_s*(float)cos(player_h*3.14 / 180), 0.2f);
//cout< <player x<<player y<<endl;//X, Y 2tR
player_h += player t;
player b = 3 * player b / 4 + player t / 4;
glClear(GL_COLOR BUFFER BIT | GL DEPTH_BUFFER BIT);
glLoadldentity();
glPushMatrix();
glRotatef(-90.0f, 1.0f, 0.0f, 0.0f);
glRotatef(player_h, 0.0f, 0.0f, 1.0f);
glTranslatef(-player x, -player y, -0.5f);
glCallList(walllist);
glPopMatrix();
}
void navmaze2()

{
forward(player x + player_ m*player_s*(float)sin(player_h*3.14 / 180),




player y + player m*player_s*(float)cos(player_h*3.14 / 180), 0.2f);
//cout< <player x<<player x<<endl;
player_h += player t;
player b = 3 * player b / 4 + player t / 4;
glClear(GL_ COLOR BUFFER BIT | GL DEPTH_BUFFER BIT);
glLoadldentity();
glOrtho(-16.0, 16.0, -16.0, 16.0, -2.0, 20.0);
glPushMatrix();
glRotatef(90.0f, 0.0f, 0.0f, 1.0f);
glTranslatef(-MAZE_WIDTH / 2, -MAZE_HEIGHT / 2, -0.5f);
glCallList(walllist);
glCallList(mazelist);
glPushMatrix();
glTranslatef(player x, player y, 0.5f);
glCallList(balllist);
glPopMatrix();
glPopMatrix();
}
void myDisplay()
{
if (status == 1)//42HHE—NHBE
{
if (searchroute == true)
{
}
else navmaze1();
}
if (status == 3)//4a%/\bE
{
if (searchroute == true)
{
}
else navmaze?2();
}
gIFlush(); /IR
glutSwapBuffers(); //3ZH4EHX
}
void myReshape(int w, int h)
{
glViewport(0, 0, w, h);
glMatrixMode(GL_PROJECTION);
glLoadldentity();
glMatrixMode(GL_MODELVIEW);
glLoadldentity();




glutPostRedisplay();

}

void specialKeys(int key, int x, int y)

{

switch (key)

{

case GLUT_KEY_LEFT:
keystate[2] = true;
player_ t = -2.0f;
break;

case GLUT_KEY_RIGHT:
keystate[3] = true;
player_t = 2.0f;
break;

case GLUT_KEY_UP:
keystate[0] = true;
player s = 0.01f;
break;

case GLUT_KEY_DOWN:
keystate[1] = true;
player s = -0.01f;
break;

default:break;

}

}

void keyboard(unsigned char key, int x, int y)//AZEBIIKSER

{

switch (key)

{
case "1"
status = 1;
break;
case '3"
status = 3;
break;

default:break;

}

glutPostRedisplay();  //E#aH!

}

void upSpecialKeyboard(int key, int x, int y)
{

switch (key)

{
case GLUT_KEY_LEFT:




keystate[2] = false;
player t = 0.0f;
break;

case GLUT_KEY_RIGHT:
keystate[3] = false;
player t = 0.0f;
break;

case GLUT_KEY_UP:
keystate[0] = false;
player s = 0.0f;
break;

case GLUT_KEY_DOWN:
keystate[1] = false;
player s = 0.0f;
break;

default:break;

}

//  glutPostRedisplay();

}

void idle()

{

if (keystate[0] || keystate[1] || keystate[2] || keystate[3]) glutPostRedisplay();

else {}

VREBIEREHHEATRRS , MRTFREA—EEELE |, ISEEEE. RITERR
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void main(int argc, char** argv)

{

glutlnit(&argc, argv);
glutinitDisplayMode(GLUT_DOUBLE | GLUT_RGB);
glutinitWindowsSize(800, 800);
glutCreateWindow("maze");
glutDisplayFunc(myDisplay);

myinit();

glutSpecialFunc(specialKeys);
glutKeyboardFunc(keyboard);
glutSpecialUpFunc(upSpecialKeyboard);
glutldleFunc(idle);

glutMainLoop();




