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All programs in this book is free software:
you can redistribute it and/or modify it under the terms of the GNU General
Public License as published by the Free Software Foundation, either version
3 of the License, any later version.

This program is distributed in the hope that it will be useful, but

WITHOUT ANY WARRANTY; without even the implied warranty of

MERCHANTABILITY or FITNESS FOR A PARTICULAR PURPOSE.
See the GNU General Public License for more details.

You should have received a copy of the GNU General Public License
along with this program. If not, see < http://www.gnu.org/licenses/>.
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e Microsoft Windows
e Linux
e UNIX-based systems
e Mac OS X
e game consoles by Nintendo and Sony such as the PlayStation 3
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ArchiCAD

Autodesk (AutoCAD 2000)

Quake (GL-Quake, Quake II & III)
Microstation 95

MathGL3D (Mathematica)

Maya (Character animation, Modeling)
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C:\Program Files\Microsoft Visual Studio .NET2003\Vc7\PlatformSDK\Lib

glut32.lib
glaux.lib
opengl32.lib
glu32.lib

C:\Program Files\Microsoft Visual Studio
.NET2003\Vc7\PlatformSDK\Include\gl

glut.h
gl.h
glaux.h
glu.h

c:\windows\system32

glut32.dll
glu32.dll
opengl32.dll
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G saveal Ctrl+5hift45
Source Control 3
D
=
Recent Files 3
Recent Projects ]
Exit
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New Project

Project Types: Templates:
{1 visual Basic Projects _ "IFL. ApICATS 4
{27 visual C# Projects |Fie|MFC DLL 3
-[23 visual 1% Projects §§ MFC ISAPI Extension DIl
423 Visual C++ Projects in32 Console Project
{2 setup and Deployment Projects [=i]Win32 Project
(1 Other Projects EWWindows Contral Library {.NET)
(] visual Studio Solutions EdWindows Forms Application (.NET)
[FH Windows Service (.NET)
S vvy 3

|a Console application type of Win32 project.

Mame: I example

Location: I C:\Documents and Settings\Administrator\Desktop LI Browse. .. |

Project will be created at C:\Documents and Settings‘\Administrator\Desktopexample.

FMore | O I Cancel | Help |
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Win32 Application Wizard - example

Welcome to the Win32 Application Wizard

This wizard generates a Win32 application project. The project can be a Windows application, a
console application, a DLL, or a static library.

These are the current project settings:
s Console application
RERE S e Click Finish from any window to accept the current settings.

After you create the project, see the project's readme. txt file for information
about the project features and files that are generated.
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#include "stdafx.h"
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Microsoft VC

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL aise Y

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>
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#include "in.h"
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int DrawGLScene(GLvoid)

{

glClear(GL_COLOR_BUFFER BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glTranslatef(-1.5f,0.0f,-6.0f);
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return TRUE;

}
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int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE hPrevin-
stance,LPSTR IpCmdLine,int nCmdShow)
{

char NAME_WINDOWI[]="";

int X WINDOW=640,Y_ WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//if(MessageBox(NULL,"FULL?","SBR",MB_YESNO|
MB_ICONQUESTION)==IDNO)

1l {
fullscreen=FALSE;
1l }

if
(!CreateGLWindow(NAME_WINDOW,X_ WINDOW,Y WINDOW,T,fullscreen))
{return 0;}

while(!done)

{

if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
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else
{
if ((active && !DrawGLScene()) || keys[VK_ESCAPE])
{done=TRUE;}
else {SwapBuffers(hDC);}
if (keys[VK_F11)
{
keys[VK_F1]=FALSE;
KillGLWindow();
fullscreen=!fullscreen;
if
(!CreateGLWindow(NAME_WINDOW,X_ WINDOW,Y WINDOW,T,fullscreen))
{return 0;}
}
}

}
KillGLWindow();

return (msg.wParam);
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glBegin(NAME);
iia o NAME
Ollay Gl pls Lid g .. kb u GL_LINES
Wale b gl @y GL_LINE_STRIP
Jold Al BT Jog gl 0N Gldl ¥l gudd GL_LINE_LOOP
e S ou) @l dadd
Olaclin 4i bldl OWS oIl gliads .. ke puyd GL_TRIANGLES
pa]T{
Aale O @y GL_TRIANGLE_STRIP
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Wals sl y JISE u ! GL_QUAD_STRIP

. e qu GL_POLYGON
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glVertex2f(x,y);

22 G5\5 6k s Lo
glVertex2f(x,y,z);
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glEnd();
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glBegin(GL_POINTS);
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glVertex2f(x,y);
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glEnd();
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#include "stdafx.h"

Microsoft VC ¢ auio\ G\

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL aise Y

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>

OpenGL aicio o\e 2w

#include "in.h"
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int DrawGLScene(GLvoid) oo bl Al
{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glTranslatef(0.0f,0.0f,-1.0f);

point(0.0f,0.0f);

return TRUE;

}

int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE Bywgs S\ A\
hPrevinstance,LPSTR IpCmdLine,int nCmdShow)

{

char NAME_WINDOWI[]="";

int X WINDOW=640,Y_WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//lif(MessageBox(NULL,"FULL?","SBR",MB_YESNO|MB_ICONQUES-
TION)==IDNO)

i {
fullscreen=FALSE;
1l }

if (!CreateGLWindow(NAME_WINDOW,X_WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}

while(!done)

{
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
}
else
{

if ((active && !DrawGLScene()) || keys[VK_ESCAPE])

{done=TRUE;}

else {SwapBuffers(hDC);}

if (keys[VK_F1])

{
keys[VK_F1]1=FALSE;
KillGLWindow();
fullscreen=!fullscreen;

if (!CreateGLWindow(NAME_WINDOW,X_WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}
}

}
KillGLWindow();
return (msg.wParam);
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glBegin(GL_LINES);

s 5 JSEI1 ¢ 39

glVertex2f(x1,yl);
glVertex2f(x2,y2);
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glEnd();
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#include "stdafx.h"

Microsoft VC 0 w\fu\

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL aise Y

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>

OpenGL a0 o\e 2wl

#include "in.h"
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int DrawGLScene(GLvoid)

{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glTranslatef(0.0f,0.0f,-1.0f);

line(0.0f,0.0f,1.0f,1.0f);

return TRUE;

}

int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE
hPrevinstance,LPSTR IpCmdLine,int nCmdShow)

char NAME_WINDOWI[]="";

int X WINDOW=640,Y_ WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//lif(MessageBox(NULL,"FULL?","SBR",MB_YESNO|MB_ICONQUES-
TION)==IDNO)

1l {
fullscreen=FALSE;
1l }

if (!CreateGLWindow(NAME_WINDOW,X_ WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}

while(!done)

{
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
}
else
{

if ((active && !DrawGLScene()) || keys[VK_ESCAPE])

{done=TRUE;}

else {SwapBuffers(hDC);}

if (keys[VK_F11)

{
keys[VK_F1]=FALSE;
KillGLWindow();
fullscreen=!fullscreen;

if (!CreateGLWindow(NAME_WINDOW,X_ WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}
}

}
KillGLWindow();
return (msg.wParam);
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glColor3£(0.7, 0.7, 0.0);
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glBegin(GL_TRIANGLES);
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glVertex2f(x1,y1); Eliadl wgdy OLGIA | bl
glVertex2f(x2,y2);
glVertex2f(x3,y3);

glEnd(); LLEYS sl e WYL W2
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#include "stdafx.h"

Microsoft VC o ayiol 56\

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL aiss t

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>

OpenGL asso o\ i)

#include "in.h"
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int DrawGLScene(GLvoid)

{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glTranslatef(0.0f,0.0f,-3.0f);
triangle(0.0f,0.0f,1.0f,1.0f,1.0f,0.0f);

return TRUE;

}
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int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE
hPrevinstance,LPSTR IpCmdLine,int nCmdShow)

char NAME_WINDOWI[]="";

int Xx_ WINDOW=640,Y_WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//if(MessageBox(NULL,"FULL?","SBR",MB_YESNO|MB_ICONQUES-
TION)==IDNO)

1l {
fullscreen=FALSE;
i }

if (!CreateGLWindow(NAME_WINDOW,X WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}

while(!done)

{
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
}
else
{

if ((active && !DrawGLScene()) || keys[VK_ESCAPE])

{done=TRUE;}

else {SwapBuffers(hDC);}

if (keys[VK_F1])

{
keys[VK_F1]=FALSE;
KillGLWindow();
fullscreen=!fullscreen;

if (!CreateGLWindow(NAME_WINDOW,X WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}
}

}
KillGLWindow();
return (msg.wParam);
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glColor3£(0.0, 1.0, 0.0);
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glBegin(GL_QUADS);
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glVertex2f(x1,y1); Jelaluad| GUS )i OLSIde| b dalt
glVertex2f(x2,y1);
glVertex2f(x2,y2);
glVertex2f(x1,y2);
glEnd(); LLELY slgl) ohe WYAL AN
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#include "stdafx.h"

Microsoft VC ¢ auip\ 36\

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL aise Y,

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>

OpenGL asss o\e ol

#include "in.h"
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int DrawGLScene(GLvoid)

{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glLoadldentity();

glTranslatef(0.0f,0.0f,-3.0f);
rectangle(0.0f,0.0f,1.5f,1.0f);

return TRUE;

}
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int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE
hPrevinstance,LPSTR IpCmdLine,int nCmdShow)

char NAME_WINDOWI[]="";

int Xx_ WINDOW=640,Y_WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//if(MessageBox(NULL,"FULL?","SBR",MB_YESNO|MB_ICONQUES-
TION)==IDNO)

1l {
fullscreen=FALSE;
i }

if (!CreateGLWindow(NAME_WINDOW,X WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}

while(!done)

{
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
}
else
{

if ((active && !DrawGLScene()) ||
keys[VK_ESCAPE])
{done=TRUE;}
else {SwapBuffers(hDC);}
if (keys[VK_F1])
{
keys[VK_F1]1=FALSE;
KillGLWindow();
fullscreen=!fullscreen;
if (!CreateGLWindow(NAME_WINDOW,X_WINDOW,Y_WIN-
DOW,T,fullscreen)) {return 0;}
}

}
KillGLWindow();
return (msg.wParam);
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glRotatef(turn,X,Y,Z);
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GLfloat t;
glRotatef(t,0.01,1.01,0.01);
t+=0.2f;
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#include "stdafx.h"

Microsoft VC 0 axiol i\

# pragma comment (lib, "opengl32.lib")
# pragma comment (lib, "glu32.lib")
# pragma comment (lib, "glaux.lib")

OpenGL assw \)Q.g/

#include <windows.h>
#include <gl\gl.h>
#include <gl\glu.h>
#include <gl\glaux.h>

OpenGL assw o\e 25w\

#include "in.h"

void triangle(float x1,float y1,float x2,float y2,float x3,float y3)
{
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glColor3f(1.0, 0.0, 0.0);

oo N o nacd Ao

glBegin(GL_TRIANGLES);

L) e M g sevme

glVertex2f(x1,yl);

glVertex2f(x2,y2);

glVertex2f(x3,y3);

A A\ 2 )

glEnd(); VB J\S o) 2\gi5)
}
int DrawGLScene(GLvoid) M/A\ <Ll A\o
{

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);




glLoadldentity();
glTranslatef(0.0f,0.0f,-3.0f);

triangle(0.0f,0.0f,1.0f,1.0f,1.0f,0.0f);

return TRUE;
}

int WINAPI WinMain( HINSTANCE hinstance,HINSTANCE
hPrevinstance,LPSTR IpCmdLine,int nCmdShow)

char NAME_WINDOWI[]="";

int Xx_ WINDOW=640,Y_WINDOW=480,T=16;

MSG msg;

BOOL done=FALSE;
//lif(MessageBox(NULL,"FULL?","SBR",MB_YESNO|MB_ICONQUES-
TION)==IDNO)

1/ {
fullscreen=FALSE;

1l }

if

(!CreateGLWindow(NAME_WINDOW,X_WINDOW,Y_WINDOW,T,ful
Iscreen)) {return 0;}
while(!done)

{
if (PeekMessage(&msg,NULL,0,0,PM_REMOVE))
{
if (msg.message==WM_QUIT)
{done=TRUE;}
else
{
TranslateMessage(&msg);
DispatchMessage(&msg);
}
}
else
{
if ((active && !DrawGLScene()) || keys[VK_ES-
CAPE])
{done=TRUE;}
else {SwapBuffers(hDC);}
if (keys[VK_F1])
{
keys[VK_F1]=FALSE;
KillGLWindow();
fullscreen=!fullscreen;
if

(!CreateGLWindow(NAME_WINDOW,X_WINDOW,Y_WINDOW,T,ful
Iscreen)) {return 0;}

}
KillGLWindow();
return (msg.wParam);
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