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finclude <Inventor/Xt/SoXt.hs>

#include <Inventor/XZt/SoXtRenderlrea.h>
finclude <Inventor/nodes/SoCone.h:>

#include <Inventor/nodes/Solirectionallight.h>
#include <Inventor/nodes/SoMaterial.hs

#include <Inventor/nodes/3oPerspectiveamera.hs>
#include <Inventor/nodes/So3eparator.h>

mainiint , char *%*arcow)

{

f4 Initialize Inwentor. Thiz returns a wain window to use.
£ If unsuccessful, exit.

Widget myWindow = SoXt::init(argw[0]): // pass the app name
if (myWindow == NUOLL) exit(l):

ff Make a scene containing a red cone

SoSeparator *root = new SoSeparator:

SoPerspectiveCamera TmyCatnera = new JoPerspectiveCamera;
SoMaterial *myMaterial = new SoMaterial:

root->ref (] :

root->addChild (myCatneral) ;2

root->addChild (new Solirectionallight)
mylMaterial->diffuseColor.setValue (1.0, 0.0, 0.0); £F Red
root->addChild (myMaterial) ;

root->addChild (new SoCone)

/¢ Create a renderlreas in which to 3ee our scene graph.
/¢ The render area will appear within the main window.
SoEtRenderirea *myRenderirea = new SoXtRenderirea (oyWUindow) 2

f4 Make myCamera see everything.
myCamera->viewlill (root, wyRenderlirea-rgetViewportRegioni(l):

/¢ Put our scene in myRenderirea, change the title
myRenderArea->seticenetraph (root) ;
myRenderirea->setTitle ("Hello Cone™) :

myRender Area->show() ;

SoXt::show(myWindow) ; f/ Display main window
SoXt: imainLoopi) ; /¢ Main Inventor event loop




