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(Windows 95 OSR2. Windows 98 . Windows me . Windows 2000 %) .

Windows F OpenGL 32 f Visual Studio. Delphi. Boland C



X:F DirectX 8 SDK

Microsoft® FF & DirectX 11 B H K 3L B {7 5 Windows A 55 R KA S . Al
JDirectX, WiARTF R A 5k o] LUK DirectX RS Jd v M AR A, RIS SOnf LA B4 )
%, DirectX 15 ¥ B 1Y H bRt IR BEMS-DOSH P2 RO RE A7 s Pk, [RIE 2084 A
i HH PRSI0 P A I T R R B A g R

K] A R (0 T2 R R T B ), BT LA, DirectX 8B L tidR4E T 5 — R RpsEEI Ry .
Pelitt, FHDirectX ] LLIT & B & 1 e s N AR e, ol LA U ) vh SEALP M AE 1 FRS
e A G2 BAT AR 5 8% . DirectX 7 68 44 A1 R F 2 [ 8248 T — BUid 1 DA /D 2 3R AL
BN, JF ARG R IR BB . FIADirectXIBEEMBE T, FEF AR A R6E
TR E B R B AN . — MU I T Windows 1 & YT K5 12 e 4 FI H
AL N A

B e PR 1 R v R I R

Wi PP (Plug and Play)

A % T Windows 15 AR %, fL4EDirectPlay

1. DirectX 8.0 40
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E—FK OpenGL

F1ZE $MEOpenGL ERE IESIERF

XENR:

AFEHid 4o/ A Visual C+H+E I OpenGL % 7 #9%4%, %4 OpenGL ZRF o, &%
B 1-1 FFo%.

Ff FAThEE:

A¥RAT FE—&R K OpenGL &dk:

glViewport(),gIMatrixMode(),glLoadIdentity(),glMatrixMode(),gluPerspective(),glShadeM
odel(),glClearColor(),glClearDepth(),g|Enable(),glDepthFunc(),glHint(),glClear()

F388:

F 2R M¥e) OpenGL B AAZA thikit, EME—NRBKGER, EREAAHGES,
W E e 2T

E | ks PHUENLIG

B l1-1 BFETENFEEE

AHBFH OpenGL BFHEHTURTHRERF, WTUMMBEREMR S, AR
%, EENBERE.



2 H1E HI{EOpenGL BEHOERRERF

EHATHHMRES AT LLR 35 s AEFTH OPENGL 4Ri2T H . X IBEE RS W kg
Rog. J BIXEACERA S BERREN . EFNEXFFZHN, MXT Visual C++F1 OpenGL
H—ENTH. £XBERSE—ESEFEAH(EX.

X—EHRN AR IAES OpenGL & 0. ANiNA R OpenGL BEHIRE, BUEAEZE
I . S B (8 %6 OpenGL & 1 T E FH B OpenGL ¥ £ Windows T H VC++ &
OpenGL T =4zl R v BT A R IP 454 .

R BTRAOLERILTFIE 7 A HEEST OpenGL EARFGHT, HIATH K
B BB RATHE 0 B ECRAT AR, P F—E W F ) 2 RBH T

BT kRt tn — 3 —3 LW OpenGL ZR & O M%GRFE.
1.1 7 Visual C++F &7 Win32 N HERF

XA R Ve LA EIE, W 1-2 Pros.

|Eile Edit Yiew Insert Eroject Juild Tools Yindew [Help

— 3
2 @ed Pl - mPEY %lﬁ!_llghtﬁ _._l“
tpen Yorkepace 2lx
=]
=
Recent Files L]
Recant Wogkspacas »
Exit

Creates a new d al, project or worksp

| EATHPEE0® || Ly csie [oncny Bonc-os | AVOSE s
12— ERRE
(1) HEEREL—HEK VC+ Win32 Application, A& 1-3 TR,

sE: REi44% Win32 Console Application, #-%i%4%¥ Win32 Application.




F1E HIE OpenGL BFHE NHERER 3

Faw [7]X]
Files  Projects 1 Workspaces | Other Documents ]
_SJATL COM AppWizard Project pame: |
fICluster Resource Type Wizard ﬁ,_ggh“.
Custom AppWizard ‘
A Database Project
= cation:
4 DevStudio Add-in Wizard Lonatiye
¢ Extended Stored Proc Wizard [H:\my gamedesign bookilesson
ISAPI Extension Wizard =
-Makelile
MFC Activex ControlWizard
] MFC AppWizard [dll] @ Create new workspace
MFC AppWizard (exe| € td L
s New Database Wizard r
T§ Wtility Project
"a|Win32 Application | -]
[ 1Win32 Console Application
| % Win32 Dynamic-Link Library
=|Win32 Static Library
| Platforms:
v Win3z T
u |
[ oK 1 Cancel [
i

&*E'| 1-3 QE ML
(2) BEEEA Visual Studio FREBEHE OpenGL FEX . £ VC+H+3RBPEF
Project->Settings, WA 1-4 Fi7R, .

A1 7 VC++ Win32 Application

L

[ File Edit Yiew Insert Projact Buwild Teols Rindow Help

||Giuba|s| S m Set Aetiwe Froject ] - 3 -
hdd To Freject b
Sithx 1 ud i o Gakin_tight =l -
Source Centrel »
= n 4 i
5 workspace 'Lesson = ——— 3
- f1essomni Files 5 d: . bkl
xport wfil
- _4Source Files i s P e
#]Lessont.CP  [asert Project into Workspace //0penGL3ZEE T E

_|Header Files
_JResource File:

L LUl LIRS FRY PLm b
#include <gli\glaux.h>

F/GLu3d2 . 1ib
//GLaux . Libk

+ _JExternal Deper

HELRC hRC=MULL ;

HbC hDC=MULL ; THE,

HWHD hind=NULL ;

HIMSTANCE hinstance;

bool  keys[256]; 115 SRR AR R
bool  active=TRUE; 11 0 B
bool fullscreen=TRUE; WES: < oo E Y1 Fig st

LRESULT CALLBACK WndProc(HWHD, UINT, WPARAM, LPARAM) ; 2 undProciif B

ClLuoid ReSizeGLScene(GLsizei width, GlLsizei height) #¢ H10pengGLE

if (height==10)
i

R R AT

neight=1; BB E N

K I | 3 NSR—
E o chw“r ‘ B DI P s

Edits the project bulld and debug setiings [at,cot1  |REC |coL jovR[READ

A 6 —N w "> m oo . g-y pmadazig lm_ slxulu(‘ LB l i‘!_ll_dﬁﬂ 1547
B 1-4 7 VCH+ERPEF Project->Settings

(3) BJE%# LINK %30, #RJ57E"Object/Library Modules" T 311l OpenGL FT 7 K FERE
. BAEEREFFR OpenGL32.lib. Glu32lib. Glaux.lib, & 1-5 FizR.




4  HI1E HEOpenGL BRETFIERRF

W WABRRAGFTER, EFHAT(A kemel32.lib 3T )4 £ OpenGL32.1ib ( OpenGL
S EHE ). Glu32lib (OpenGL & fl &3 & ) Fo GLaux.lib ( OpenGL $#3h %
BIE ).

WX EESS i OK. RGBT LLS OpenGL & HEF T .

Settings For: Win;f—E‘ ﬂrl:ns‘c m‘i' General | Debug | CIC++  Link 1“”’“""“5 | M l_.l‘

|~ Coeqory (TN -] e

Output file pame:
[Pelcasefessont.exe
Objecyjibrary modules:

[opengi32.lib glu32Z.lib glaux.lib kermel3Z b user3z.iib gdi

[ Generate debug info [ Ignore all default lipraries
™ Link incrementally ™ Generale mapfile

™ Enable profiling

Project Options:

opengl32.1ib glu3Z.lib glaux.lib kernel32.1ib user32.lib __l
qdi32.lib winspool.lib comdlg32.lib advapii2.lib .
|‘Jhell3? lib ole32.lib oleaunt32.1ib wuid.lib odbe32.lib

P 1-5 it OpenGL32.lib. Glu32.lib fl Glaux.lib

1.2 BEHHFLEHS,—include THBRBEREREZE

XESHANBEFHOA RN ER.

(1) FFeR8 4 47R$E T % O K OpenGL Firfifi F B BE 9 3k X4
BRERBEET:

#include <windows.h>//¥ & kLH

#include<gl\gl. h>//OpenGL32RE U () & X

#include <gl\glu.h>//GLu32.1ib MKk

#include <gl\glaux. h>//GLaux. 1ibfk3r#

Q) BETREEXEEFPIRTHANAEZR

HTFXNMEFRAREY %K OpenGL B, FIUATEXASHZE, XETE
BRALEBEEN, UWSEENRELSEFHLAT.

%1 4T RE I —/ME Y IR (Rendering Context).

4§— OpenGL BF#LWBEIELRE., EHLIFEM/EA LK OpenGL HAERE
3|1 % F- B (Device context). OpenGL IEZIR S E LA hRC.

BLUITHEERATHEREEOPLHFTEMNUR MRS,

W O RS T XA hDC.DC % & [1i%#: 3| GDI(Graphics Device Interface Bt %
#£11). RC ¥ OpenGL %#:%| DC.



/1% HMF OpenGL B HIHERMF 5

{2 3 4y S8 hWnd 415 3] windows 7 EL45 & 11 #) &4 (handle).
Wi, B 447 AR AFEIFRIPF Instance( ).
el bn .

HGLRC hRC=NULL: //5& SLiF B3 35

HDC hDC=NULL; //#LF HIGDT 1% % 75

HWND hWnd=NULL//f8 B % | | 5)4H

HINSTANCE hinstance;//{3 832 FHpi1

(3) NEIBLEE L AN SRR EE R

A fullscreen HIAE FJE 5211 5 WHY .

WRFFE 1T 2R, fullscreen &) TRUE, WIRBRIFETER B, fullscreen
JJFALSE. ¥ HRENEREBEREEN, RaFEFNEMNTREMNREEMER R
I RS LI 1=

YIRS T

RECT rect;

int sw = 640;

int sh = 480;

hool fullscreen = 1;
Gliloat aspect;

(4) BT U g SCRE PP BEHE I B 7 R LY OpenGL 7%
UX A d R T AR GG Y14 Debug #8150 X% Release #30, fuAH.OHEEE T
HAT B OpenGL F2 17 e H AR 1215 B .
RIS R
#pragma comment ( 1ib, “opengl32.1ib” )
#pragma comment( lib, “glu32.1ib” )

#pragma comment ( lib, “glaux. 1ib” )

1.3 %% OpenGL 5t R~

N BRI Dh AR R M DV R R OpenGL 3H 8T (BB ST LR
AU AE R

FE: AARHMXTAMHRERORT, L85 4F —KEFPREIEARTH
2 F ViR — R X EBAR A,

OpenGL 355t R ~H RSO 36 H i X BT e B L e A
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(1) JFiE% "S5 ScencResizeViewport b LAY .
FHPACAS G .
void SceneResizeViewport{GlLsizei w, GLsizei h)
{

if(h==0)

i
L

h=1;
}
aspect = (GLfloat)w/(GLfloat)h;

(2) FHofACHL B BERE R B 5. BVRAE H R R WEE s B 1 RH ),
Wk 1-6, XHAMrT LA KR . BW (OpenGL f# A gluPerspective) z‘?’s%‘?”ﬁ !
Wy B RV 3Ll 45 BERAEEHATIHE . 011 70 100.0f R2HIAFE N TRERERNITE
HMIgh o i,

Orthograp hic Perspective Orthographic Perspective
b 373 P F T P WA
K16 BEUWHRER

(3) glMatrixMode(GL_PROJECTION)H# 5 T i PR{TAVAS & A BB e 5 e . B IE

s bEGE, REMRWE 1-7 .

(4) glLoadldentity)RISHEEM M T EE, HAER RHEBMEELEIVHRE. &
glLoadldentity()# W HI i, FF4R M B BB MM A . glMatrixMode(GL_MODELVIEW)#j
AT AT 11 A B2 S AR TR A 6 S5 FE Model View .

FE. BAMEAEE, RYLEMRENEEGEREBABRALEFRLE T4
B 1-8 BT .

B30 46 B Model View 7268 7T 215 8. BA S EEEEY A5 ModelView.
w*&wmgwux%w@ G R EAE T S EE R MARRE ., ¥ R BT i X
C B R B M SR BL T .



