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[0 2]
[a] socket() [b] connect() [c] write() [d] read()
or send () or recv()
[e] close() [£] bind O [g] listen() [h] accept()
(0 3] [140]

server.sin_family=AF_INET;

server.sin_port = htons(4320);
server.sin_addr.s_addr=inet_addr (hoge) ;

t=socket (AF_INET, SOCK_STREAM, 0);

connect(t, (struct sockaddr *) &server, sizeof(server));

fgets(message, 80, stdin);
send(t, message, strlen(message),0);

close(t);



3 Uouduboooooouod

[0 1]

#include <stdio.h>
#include <GL/glut.h>

void draw(void);

//

// 00000000

// main 0O 0O
//

int main(int argc, char *argv[])

{

glutInit (&argc, argv);
glutInitDisplayMode (GLUT_RGBA) ;
glutCreateWindow("for test");
glutDisplayFunc(draw) ;
glClearColor(1.0, 1.0, 1.0, 1.0);
glutMainLoop() ;

// GLUT OO0

// 00000000

// windowO O OOOOOOOOOO
// 00000000000

// 00 (@OO0Ooooo)

// GLUTOOOOOO

return O;
}
//
// ODO0O0O0O000d
//
void draw(void)
{

glClear (GL_COLOR_BUFFER_BIT) ;

// ———- 0000 ----mmmm-
glColor3d(1.0, 0.0, 0.0);
glBegin (GL_TRIANGLES) ;
glVertex2d( 0.0, -0.7);

glVertex2d( 0.7, 0.7);
glVertex2d(-0.7, 0.7);
glEnd () ;

glFlush();

// 000 (RGB) O

// 00 00O
// 00000
// 00
// 00



