
CP2 Exercise 9        22/01/2007 
 
Create a menu-driven user interface for the maya command-line renderer.  Use the 
framework below (written using the ncurses library) as a starting point and add any 
necessary options.  This program should allow a user to enter the options necessary 
for rendering a Maya scene, to save/reload those options and to start the renderer (as a 
separate process). 
 
Notes:  
a)  you can find out the necessary command-line options using this command-line: 
> Render -help 
b) compile the framework program by using the command-line:   
gcc prog.c -lncurses -o prog 
c) to be able to save and reload the renderer flags it may be useful to store them 
within a struct structure   
d) use fork and execvp to execute the renderer – redirect its output into a log file 
 
#i ncl ude <uni st d. h> 
#i ncl ude <st dl i b. h> 
#i ncl ude <cur ses. h> / *  t he ncur ses l i br ar y header  * /  
 
/ *  r ender er  f l ags * /  
i nt  r ender er =0;  
i nt  r ender i ng=0;  
char  f i l ename[ 256] ;  
 
/ *  menu dr awi ng f unct i on * /  
voi d dr aw_menu( voi d)  
{  
 c l ear ( ) ;  / *  c l ear  scr een * /  
 move( 5, 15) ;  / *  got o t er mi nal  l i ne 5,  col umn 15 * /  
 at t r set ( COLOR_PAI R( 1) ) ;  / *  sel ect  col our  pai r  1 * /  
 at t r on( A_BOLD) ;  / *  bol d pr i nt i ng on * /  
 pr i nt w( " %s" , " Maya Bat ch Render " ) ;  
 at t r of f ( A_BOLD) ;  
 move( 6, 15) ;  
 i f ( r ender i ng==0)  
  pr i nt w( " %s" , " pr ess ENTER t o st ar t  r ender i ng" ) ;  
 el se 
  pr i nt w( " %s" , " r ender i ng. . . " ) ;  
 move( 9, 15) ;  
 at t r set ( COLOR_PAI R( 2) ) ;  
 pr i nt w( " %s" , " Render er  ( r ) :      " ) ;  
 at t r set ( COLOR_PAI R( 3) ) ;  
 i f ( ! r ender er )  
  pr i nt w( " %s" , " Maya ( Def aul t ) " ) ;  
 el se 
  pr i nt w( " %s" , " Ment al r ay     " ) ;  
 move( 11, 15) ;  
 at t r set ( COLOR_PAI R( 2) ) ;  
 pr i nt w( " %s" , " Sour ce Fi l e ( i ) :   " ) ;  
 at t r set ( COLOR_PAI R( 1) ) ;  
 i f ( f i l ename[ 0] ! =0)  
  pr i nt w( " %s" , f i l ename) ;  
 r ef r esh( ) ;   / *  r ef r esh t er mi nal  wi ndow * /  
}  
 



i nt  mai n( i nt  ar gc, char  * ar gv[ ] )  
{  
 i nt  key=0;  
 f i l ename[ 0] =0;  
 
 i ni t scr ( ) ;  / *  i ni t i al i ze cur ses * /  
 cr mode( ) ;  / *  t ext  mode * /  
 keypad( st dscr , TRUE) ;  / *  enabl e keypad * /  
 
 i f ( st ar t _col or ( ) ! =OK)  / *  check i f  t er mi nal  suppor t s col our s * /  
 {  
  endwi n( ) ;  
  exi t ( EXI T_FAI LURE) ;  
 }  
 / *  def i ne col or  pai r s * /  
 i ni t _pai r ( 1, COLOR_WHI TE, COLOR_BLACK) ;  
 i ni t _pai r ( 2, COLOR_GREEN, COLOR_BLACK) ;  
 i ni t _pai r ( 3, COLOR_BLACK, COLOR_WHI TE) ;  
 i ni t _pai r ( 4, COLOR_CYAN, COLOR_BLACK) ;  
 
 cur s_set ( FALSE) ;  / *  swi t ch of f  cur sor  * /  
 noecho( ) ;  / *  swi t ch of f  pr i nt i ng * /  
 
 do 
 {  
  swi t ch( key)  
  {  
   case ' r ' :  
   case ' R' :  r ender er =! r ender er ;  
             dr aw_menu( ) ;  
             br eak;  
   case ' i ' :  
   case ' I ' :  f i l ename[ 0] =0;  
             dr aw_menu( ) ;  
             cur s_set ( TRUE) ;  
      echo( ) ;  
             / *  get  Maya scene f i l e name * /  
      at t r set ( COLOR_PAI R( 4) ) ;  
      get st r ( f i l ename) ;  
      cur s_set ( FALSE) ;  
      at t r set ( COLOR_PAI R( 1) ) ;  
      noecho( ) ;  
      dr aw_menu( ) ;  
             br eak;  
   case KEY_ENTER:  r ender i ng=1;  
                   / *  f or k of f  t o r ender  * /  
             dr aw_menu( ) ;  
             br eak;  
   def aul t :   dr aw_menu( ) ;  
  }  
  key=get ch( ) ;  
   
 }  whi l e ( key! =ERR && key! =' q'  && key! =' Q'  && key! =27) ;  
  
 endwi n( ) ;  / *  uni ni t i al i ze cur ses * /  
 exi t ( EXI T_SUCCESS) ;  
}  

 
 


