F—®F OpenGL /+4

OpenGL 2 JLAE R AR 1) — A g 5L I = 4E B bRife, B 2AE SGI 2 R a4 it
HHLARIBMES T, LA SGI 1) GL =4EEIY PR Haih il i i — A i I 3 = 1 ik = 4E B Ar i .
HAT, %5 Microsoft. SGI. IBM. DEC. SUN. HP % KA R #RRH T OpenGL i = 4E T brife,
VFZAE T4 L OpenGL AFERETF R H H S 7= dh,  Hor LU 44 1077 b B3 0 o 1)/ 4 1
Soft Image A1 3D Studio MAX. {fE# M Open Inventor. VR #ff World Tool Kit. CAM #
ProEngineer. GIS # ARC/INFO %545,

$—715 OpenGL $Fm K INkE

OpenGL SERR F & — NP =4 AR, ML T3 D REMERIE RS, LUE NERIT R
(S AR 1] LA-H40 D5 d A % Fib P & (] 32 4 OpenGL 7] LU Visual C++ 555352 11, Al {RIE %Y
IR IR SEPE; OpenGL AR (E, M. ©RAALRIIRE:

1.

OpenGL FJE FERR THEBLEARRI M. 2. 2R MEHIRESL, R4 T E R0 =4k (3K,
He. ZIHIR. RS DR AL AR (41 Bezier. Nurbs 25 ZRslihiH) 221 %L
2. B

OpenGL KL FE AR M G FEA R AN M . AR WAT P el . D HBZ IR,
BB WA AT (XFRIESERS) FUEMBE R . A7k 5 ML NS 35 AR R
T IETE A, AR T B E AT ], $E e R R RN .

3. Bl E

OpenGL Bttt A Pifh, Bl RGBA fim g2 5] (Color Index).
4, JEIRAM R E

OpenGL Yt &5 6 (Emitted Light). 135 (Ambient Light). 8 S8t (Diffuse Light) %% 1 6
(Specular Light). #7452 % S 5 Rk %7 o 355 (Scene) 44 5 £ S e 3 N IR ()75 €002 Y P 41 4 T
Gy B R AL SRR 4y 2 I S AR IR S5 T B B
5. SUHIWL(Texture Mapping)

FIF OpenGL SUHRBR S T B8 AT LA+ L 21k WA R T 20 15
6. B ORI G

FIRDhRelR 7 A # DR R 54, iR ILR& (Blending). & E ¥ (Antialiasing) #1155 (fog)
HRFR BRI RACRACEE . DA =25 T 2 0 B S R Sk, SR TR SR i RUR .

7. X ZEA7(Double Buffering)s) i

RN G BAMG E%AF, MMEZ, BeSMAITE . AR, WEEfFERGEE
SeAr CUE P E T . A, R OpenGL 14 e SR FE %7 (Depth Cue). iz sh#R (Motion Blur)&54F
R . NSRBI T B S

=15 OpenGL HIEIFEE

OpenGL B E—4LF 100 Z k. HAiz0mEeE 115 4, Bl TS mEEARR RE, HATH 2
gl, OpenGL SEZHJ#(OpenGL utility library ,GLU) BRI RE T = — 2%, Wil R A2 nmhZeihim. =
AANRAR I I 5y BN S5, A 434, BT 4% glu; OpenGL 4B %2 (OpenGL auxiliary library ,GLAUX)
(B BOE — S R BB, SRR AR DB B, SN, FEub i e = SRR 2 2 R 5,
A 314, RN aux.

AL, A7 WGL B EE R EE, L THF OpenGL Al Windows % 1 RGN, HLAT4:



Ny owgl, R 6 3Rk 2 B R VR IR 2 (rendering  contexts) LK FE B I AT — 7 B R AL
3R

FAN, B HA WIin32 B 5 SR AL FE A% F 45 2 (pixel formats) FIXNZEAE . M T EA1/2% Win32 &
Gy, RIEARER A 7E e OpenGL “F- & L.



| VC++6.0 1 OpenGL

OpenGL for Windows [#J5£i15 OpenGL for UNIX HIFE R BETHA — s NX B, S8l 76 T dn ks
OpenGL S AFEIEAE RS FHIE D RS Rl K. WHRIAH OpenGL 4fiBhER &AL, NIA
JHI 2% PR IX G 1]

F—1 MmigE

1. BIEEAERE

& Windows T, & FIFE 7 A 40 8 oAb B 13 & $ 1A %% (Device Contexts, DC), DC L35V £ Wifa 7t
w0 EERETERNGE R, B e mEMR g, wESEBC. k. misitel L He R
g, [FFE, OpenGL for Windows #2742 | DC, X53'E Windows F£/725L. (HZ,
OpenGL for Windows A ZALFERFIR ) DC BITEERERIRSR, X/& DC %4 OpenGL i H 1—F.
—> OpenGL W ] K1/ #5182 94 OpenGL 5 Windows 7 111 R GiAH 5% 1) & Fh{Z & . — > OpenGL
N & ezt — AR E R R, RSB EE, B Ja 1ERT e S E TN E B =0
OpenGL p& £ 21l I .

OpenGL HIETE#AERR X AR T HE DC, HE DC A GDI B #H E— A H)hN, 1M
TEHEAERG IR R 70T RfE— /MRt il R Z VR A OpenGL s, Waieil, HREXHIEH 7 3HEA
KITEERERIIA R, IBATEARMIBR B TR E R IR R 2 11 AT LAV FALAT OpenGL s %, AT S Fh#RA/E.
2. BE®KKL

AN NETERER T, B BEREKA. GRS HRLERFmYENE, X
Lo MR AR 2 B SR 2 RGBA BLUd AR, B RGBSR NG, LI
S IREGAF AR EAZ T A, A HE—EREER.

3. BEEALN

OpenGL /R & ESCRF— MR e B . —MH—1%4 PIXELFORMATDESCRIPTOR

M EE R R TR TR G R, XA EE 26 NMEHEEE . W FR:
typedef struct tagPIXELFORMATDESCRIPTOR
{ /I pfd

WORD nSize;

WORD nVersion;
DWORD dwFlags;

BYTE iPixelType;
BYTE cColorBits;
BYTE cRedBits;
BYTE  cRedShift;
BYTE cGreenBits;
BYTE cGreenShift;
BYTE cBlueBits;
BYTE  cBlueShift;
BYTE cAlphaBits;
BYTE cAlphaShift;
BYTE cAccumBits;
BYTE cAccumRedBits;
BYTE cAccumGreenBits;
BYTE cAccumBlueBits;
BYTE cAccumAlphaBits;
BYTE cDepthBits;
BYTE cStencilBits;
BYTE cAuxBuffers;



BYTE iLayerType;
BYTE bReserved;
DWORD dwLayerMask;
DWORD dwVisibleMask;
DWORD dwDamageMask;
} PIXELFORMATDESCRIPTOR;
4. W4k PIXELFORMATDESCRIPTOR 4 #

PIXELFORMATDESCRIPTOR &5t R NS EAR ) BAR S YA BT LS F 0%k, R
H— X PIXELFORMATDESCRIPTOR it 47 411 46 4k 1451 7 >k 187 22 i B AH S R I o 8 X
PIXELFORMATDESCRIPTOR #5#J 1) pfd f1°F -

PIXELFORMATDESCRIPTOR pfd =

{
Sizeof(PIXELFORMATDESCRIPTOR), /I size of his pfl
1,
PFD_DRAW_TO_WINDOW | /I sipport window
PFD_SUPPORT_OPENGL | I/ support OpenGL
PFD_DOUBLEBUFFER, /I doubk buffered
PFD_TYPE_RGBA, /I RGBA type
24, I/l 24hbit color depth
0, 0, 00, 0,0, /I olor bts gnored
0, /I no pha bufer
0, /1 shift bit ignored
0, /I no ecumulation buf
0,0,0,0, /[ accum bits ignored
32, /I 32bit z-buffer
0, /I no tencil bufer
0, /I no axiliary bufer
PFD_MAIN_PLANE, /I main layer
0, I/l eserved
0,00 I layer masks ignored

ZEMRTHANEER S X E. =4 %E dwFlags f1{f2 PFD_DRAW_TO_WINDOW
IPFD_SUPPORT_OPENGL|PFD_DOUBLEBUFFER, 3 )3 FH#2/7f# F OpenGL R R 1. 26
PR R W] 1R H RGBA Bl SRR 24 fiE M, a2 256 (4RGN H )
MBI EES) . FONEE A alpha 247/ RiT 547, FTLAMAEE cAlphaBits | cAccumAlphaBits
BB E A 00 IREELRAF W BN 32 i, IXNRAT REff v =437 S VH B ) #1285 cAuxBuffers %4 0,
Windows A FriliBhZe47. Windows FZ8 = ilayerType H A8 & N PFD_MAIN_PLANE, {H7EH
B A iR PFD_MAIN_PLANE 5 PFD_MAIN_UNDERLAYPLANE. #% F %k bReserved 42 & 1
REW N 0, TifR)a =2 8 Windows #IA T KF, W4 E N 0.

5. WEBRLEH
¥I464t PIXELFORMATDESCRIPTOR 4545, Zix BHEFMK& . T2 B v B4 = i X
CClientDC clientDC(this);
int PixelFormat = ChoosePixelFormat(clientDC.m_hDC,&pfd);
BOOL result=SetPixelFormat(clientDC.m_hDC,PixelFormat,&pfd);

FATIEARR AN HE RS X R E MR R.

HF—47HH ChoosePixelFormat()i #— ME E#E N, K G K ARG FIR AL pixelFormat 4%
H; KBPE NS HREFGEZRAMNEEMBERNAWN, £ A5 E
PIXELFORMATDESCRIPTOR £5#4(ryttibik . 2R3 FH Oz [A] 05 5 R [FHE = k& R 515 .

=47 SetPixelFormat() it BB =M, =ANSH R W& IRRM M. BEKERNERG
5 F1 PIXELFORMATDESCRIPTOR %5 i) sk 2 590 H s Th ik [8] TRUE, 7503 [8] FALSE.

6. BIEEIEEIERERE

AR S RS ERE R R G, AR OpenGL BR#rE & O NBE T SR BT E. — /&K
Kut, FH MFC 3 b i 3 B E R A R 7 kR AR LU BT (8 . B ZEAR 25 (CView) Y 7H &
OnCreat()H fill i KU R EFE IR 3R



BT mizscH

S S ML E R, LAUEY] OpenGL BRI/ K. X —HE55444 5 Aok T: &
BERIEERIENA: @7 RC; i RC BONZHT: G DRI FEARAY ;) —ANSL 7 A — AN At
1.4THF VisualC++, 37—/ MESCRTHE .
2 ETUH FOInt A L 7 OpenGL SRR . fE5 Hih £ BuildSettings, £l LINK 4Z4H,
7E Object/Library £~ 71 X\ OpenGL32.lib; GLu32.lib; glaux.lib J:6f 72 . $1 7 S04+ stdafx.h $fi A W1 F 4T
#include<gl\gl.h>
#include<gl\glu.h>
#include<gl\glaux.h>
3.4 % OnPreCreate BR%(, 1R/ @ 112567, OpenGL 1Y fEFE K4 WS_CLIPCHILDREN Al
WS_CLIPSIBLINGS A & 1 2o KT .«
BOOLCOPView :: PreCreateWindow ( CREATESTRUCT &cs)
¢ cs.style |= (WS_CLIPCHILDREN | WS_CLIPSIBLINGS) ;
return CView :: PreCreateWindow ( ¢s) ;

¥
4. L@ HEG RS R H @ — ARSI B B2 SetWindowPixelFormat.  #l1 F -
BOOL COPView :: SetWindowPixelFormat ( HDC hDC)
{
PIXELFORMATDESCRIPTOR pixelDesc ;
pixelDesc.nSize = sizeof (PIXELFORMATDESCRIPTOR) ;
pixelDesc.nVersion =1 ;
pixelDesc.dwFlags = PFD_DRAW_TO_WINDOW |
PFD_DRAW_TO_BITMAP |
PFD_SUPPORT_OPENGL |
PFD_SUPPORT_GDI |
PFD_STEREO_DONTCARE ;
pixelDesc.iPixelType = PFD_TYPE_RGBA;
pixelDesc.cColorBits = 32 ;
pixelDesc.cRedBits = 8 ;
pixelDesc.cRedShift = 16 ;
pixelDesc.cGreenBits = 8 ;
pixelDesc.cGreenShift = 8 ;
pixelDesc.cBlueBits = 8 ;
pixelDesc.cBlueShift=0;
pixelDesc.cAlphaBits =0 ;
pixelDesc.cAlphaShift=0;
pixelDesc.cAccumBits = 64 ;
pixelDesc.cAccumRedBits = 16 ;
pixelDesc.cAccumGreenBits = 16 ;
pixelDesc.cAccumBlueBits = 16 ;
pixelDesc.cAccumAlphaBits =0 ;
pixelDesc.cDepthBits = 32 ;
pixelDesc.cStencilBits = 8 ;
pixelDesc.cAuxBuffers =0 ;
pixelDesc.iLayerType = PFD_MAIN_PLANE ;
pixelDesc.bReserved =0 ;
pixelDesc.dwLayerMask =0 ;
pixelDesc.dwVisibleMask =0 ;
pixelDesc.dwDamageMask = 0 ;

m_GLPixellndex = ChoosePixelFormat( hDC , & pixelDesc) ;
if (m_GLPixellndex ==0)



{ return FALSE ; }

if ( SetPixelFormat (hDC , m_GLPixellndex , & pixelDesc) == FALSE )
{ return FALSE ; }

return TRUE;

¥
5N —AN A A B K
int m_GLPixellndex ; /Iprotected
6. 7E ClassWizard H1 i1 A\ 6% OnCreate Sk Bij & WM_CREATE, R4 F
int COPView :: OnCreate ( LPCREATESTRUCT IpCreateStruct )
{
if (CView :: OnCreate ( IpCreateStruct) == —1)
return —1;
HWND hWnd = GetSafeHwnd () ;
HDC hDC =:: GetDC (hWnd ) ;
if ( SetWindowPixelFormat (hDC ) == FALSE )
return 0 ;
if ( CreateViewGLContext (hDC ) == FALSE)
return O ;
return O ;

}
7551 RC, FFEAMET RC. FEMIETIMALRY %] CreateViewGLContext ( HDC hDC )Fl74% &
HGLRC m_hGLContext.
BOOL COPView :: CreateViewGLContext (HDC hDC)

{
m_hGLContext = wglCreateContext ( hDC ) ;
if (m_hGLContext == NULL)
{ returnFALSE; }
if (wglMakeCurrent (hDC , m_hGLContext ) == FALSE )
{ return ALSE ; }
return TRUE ;
}

8. In \ B % OnDestroy >k . WM_DESTROY:
voidCOPView :: OnDestroy ()
{
if (wglGetCurrentContext () '= NULL)
{ wglMakeCurrent (NULL , NULL) ; }
if (m_hGLContext '= NULL)
{
wglDeleteContext ( m_hGLContext ) ;
m_hGLContext = NULL ;

}
CView :: OnDestroy() ;

}
9. 4w’ COPView 4% bR 41 :
COPView::COPView()
{
m_hGLContext = NULL ;
m_GLPixellndex =0 ;

¥
10, ZSIALAAAEREAEAL, F ClassWizard 7EA1 25 HH I\ B& % OnSize i . WM_SIZE.
void COPView :: OnSize (UINT nType, intcx, intcy)
{
CView :: OnSize (nType, cx,cy);
GLsizei width , height ;
GLdouble aspect;
width = cx ; height =cy ;



if(cy==0)
aspect = ( GLdouble ) width ;
else
aspect = ( GLdouble ) width / ( GLdouble ) height ;
glViewport (0, 0, width, height ) ;
glMatrixMode ( GL_PROJECTION ) ;
glLoadldentity () ;
gluPerspective (45, aspect,1,10.0);
glMatrixMode ( GL_MODELVIEW ) ;
glLoadldentity () ;

¥
HNNBR %L OnPaint:
void COPView :: OnPaint ()

CPaintDC dc (his );
COPDoc *pDoc = GetDocument () ;
pDoc —> RenderScene () ;

}
FESCRS S N A HL ek %1 RenderScene():
void COPDoc :: RenderScene ( void )

glClear( GL_COLOR_BUFFER_BIT) ;
glFlush () ;

¥
TESCRS i — AN #2845 & GLDisplayListNames:
enum GLDisplayListNames {ArmPartl , ArmPart2 } ;
SRS oRBI R .
2 %48 % 3 OnNewDocument ():
BOOL COPDoc :: OnNewDocument ()

if( ! CDocument :: OnNewDocument () )
return FALSE ;
gINewList (ArmPartl , GL_COMPILE ) ;

GLfloat RedSurface [ ] = { 1.0f, 0.0f, 0.0f, 1.0f };
GLfloat GreenSurface [ ] = { 0.0f, 1.0f, 0.0f, 1.0f };
GLfloat BlueSurface [ ] = {0.0f, 0.0f , 1.0f, 1.0f } ;
GLfloat LightAmbient[]={0.1f, 0.1f, 0.1f, 0.1f } ;
GLfloat LightDiffuse [1={0.7f, 0.7f, 0.7f, 0.7f } ;
GLfloat LightSpecular [ ] ={ 0.0f, 0.0f, 0.0f, 0.1f } ;
GLfloat LightPosition [ ] = { 5.0f, 5.0f, 5.0f, 0.0f } ;
glLightfv (GL_LIGHTO, GL_AMBIENT , LightAmbient) ;
glLightfv (GL_LIGHTO, GL_DIFFUSE , LightDiffuse ) ;
glLightfv ( GL_LIGHTO, GL_SPECULAR, LightSpecular) ;
glLightfv( GL_LIGHTO, GL_POSITION, LightPosition ) ;
glEnable (GL_LIGHTO) ;
glMaterialfv ( GL_FRONT_AND_BACK, GL_AMBIENT , RedSurface ) ;
glBegin (GL_POLYGON ) ;

gINormal3d (1.0, 0.0,0.0);

gl\Vertex3d (1.0,1.0,1.0);

gl\Vertex3d (1.0,-1.0,1.0);

gl\Vertex3d (1.0,-1.0,-1.0);

glVertex3d (1.0,1.0,-1.0 );  /HEZH AN
glEnd () ;
glBegin (GL_POLYGON ) ;

gINormal3d (-1.0,0.0,0.0);

1 O 1N AT A 1T 8



SLJT AR O AR BR S
glEnd () ;
gIMaterialfv (GL_FRONT_AND BACK,6 GL_AMBIENT, GreenSurface ) ;
12 3 i TN 11 TP o = N 1 TR PN (1P Y
glMaterialfv (GL_FRONT_AND_BACK , GL_AMBIENT , BlueSurface ) ;
[l AT S TR 1T
glEndList () ;
gINewList (ArmPart2 , GL_COMPILE ) ;
glMaterialfv ( GL_FRONT_AND_BACK , GL_AMBIENT, GreenSurface ) ;

auxSolidTeapot (10 ): 1 5 B 2 o 0 2f A
glEndList () ;
return TRUE ;

}
15. I~. ZwfH RenderScene pRi%L:

void COPDaoc :: RenderScene ( void )

{
double m_anglel = 60.0;
double m_angle2 = 30.0;
glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT) ;
glPushMatrix () ;
glTranslated (3.0,0.0,-8.0);
glRotated (m_anglel1,0,0,1);
glRotated (m_angle2,0,1,0);
glCallList ( ArmPart1);
glPopMatrix () ;
glPushMatrix () ;
glTranslated (0.0,0.0,-8.0);
glCallList (ArmPart2 ) ;
glPopMatrix () ;
glFlush () ;

VC # OpenGL RS IR :

1. f#F AppWizard Gl N HFEFAHESE, £ XA, MO E DR RNERER, KA
A 1) OpenGL %l TAERIAE AT 5

2. FIFH ClassWizard Z5 WU I T % 7 R £

& %% PreCreateWindow %4 ;

M . WM_CREATE JH /&[] OnCreate p&i%{;

M . WM__SIZE 4 /5[] OnSize pA44;

i v, WM__ERASEBKGND i 5. /) OnEraseBKgnd B8 %5

M %, WM__DESTROY 74 £ [ OnDestroy B %4;

3% OnlnitialUpdate 8 %L

3. fE PreCreateWindow &% i\ FigA]:

cs.style=cs.style|WS_CLIPSIBLINGS|WS_CLIPCHILDREN;

W HBAEE U FEME, &R ES A R IR E

4. WEZEK, QSRR E. X —IFAEm N WM_CREATE 4 5.1 OnCreate B4 .
WM _CREATE W 2% N 6 2 i =4 .

1% Fh% 2 R R I =45, LB iz i I EcE AL 40720 (RGB A4 2 2% 5 1
R), EEHRHAWNEAEALES . OpenGl M1 GDI (Windows HIEIE & B0 KSR, 1
Windows 87 H & IS E B 2 GDI B =%, BT LLTRZENHAT OpenGL LTS & 1148



EGREKRR. FEANED, HREAARERE K.

xR R S5 EIR R, (HAE T LA L OpenGL £:Hil{E E. . OpenGL & i 2 il #iid £
EeE BoRtEAE, RSL A OpenGL #r &1, 0520 B i 2 4 HL Rl oA 24 1T A28 i ik 2%

W B A F AL @ LR R BN B D HET OpenGI 22 il 5 L AN A /b 1525 38, Bt LAZE OnCreate
PR A

5. WS WM_SIZE JH 5. UL E IR/, 7 &KiIE WM_SIZE JH 5. 72 WM_SIZE {3 &
M )87 R 5 AT AR A0 8028 5 o VRN, BRI AR Fe A mT LI - glViewport X 37 5% 1 T 11 AR 43k 47 58
PSR E N B RN B AR, R ATIE T glFrustum 25 bR B0 B 30 B SO AR M, A 4 DN R A
R, RIRTEE DR s A R AR .

6. Wi WM_ERASEBKGND H.8.. HFZEEHEE R LA, 42 WM_ERASEBKGND i
o M ZEEMREHEELH YT R OEAEANE 0. OB W B MIE S L. W
OnEraseBKgnd e IEA), ¥ returnTRUE, (#i% B BURSATERAE, AR [A] TRUE 1.

7. E# OnlnitUpdate iK%, OnlnitUpdate BRECNAIN RER, EME—IKERZHT, SCRYFIR
s R RIN A EE  JE A, HesE, MRS b mT USRS A I TR R (A5 S o AR SR
ALK &, OpenGL HIZ:i(E B — Mol id KR SAFEG @ X %, Fik, £ OnlnitUpdate
& OpenGL 2T IR TAE . I TAEEFE ARSI R (BoRFIR R 5IE NN R
RBERA). WEIHSE, FHRGEEMENE, #ems A RS, REZUSHL eSS
137 S0 SE ) LA . DbEERT nT i BB, FEF LR LLS I AT ok i 20 8] WM_TIMER 74 .,
HBAEZH S e N R B A U b U B B, R T, BRT DATE & o R ) i
R

8. 1t OnDraw ¥ 224 OpenGL 375t . FT A A4 LAEHS N AE OnDraw B8 304 .

9. M. WM_TIMER 74E.. WM_TIMER 4 5 HFETF & e I 8= Ae . B R BE g, A
Fm . WM_TIMER JHE . £ WM_TIMER K78 S AL B sk £, g5, A5 K1k WM_PAINT 4
SBELE R OnDraw pR%l, fi 5 O B R R . ke, s,

10. mWiN. WM_DESTROY jH4./5. WM_DESTROY .87 & D& "4, £ WM_DESTROY
(10 JE ) A 3 R 0 I B A R 2

DA 28 A N T HE 22 op 2 I REFE 251K Onldle BRi%. Onldle A7 FEFE T JE A B A 25 I
W, ZEREAT D685 gluldleFunc B £ 15 e 12 I R0 B 30 Th REAR AL, RIPAT — L8 )5 4T 5%

F VisualC++6 SE3 OpenGL 4wiE

—. OpenGL &4
AR %N, OpenGL JR%%/2 SiliconGraphicsincorporated (SGI A ®]) EARATTH B TAFu, E
FERE R BRI O (B0l JUFEE RN — N EE R TE R =4 B . Sebr e Z2ETE
TAFFIRELE T, ERFRA 120 2 NEEKREL, "GL"Z"GRAPHICLIBRARY"M4H5, =IE&“H
JEEE” . OpenGL Bl K ZH T R AEREAE PC HLEH C S RE M =KL, MR
VisualC++5 1 L4245t T =/~ OpenGL [ %% (glu32.lib,glau.lib,0penGL32.lib), 7] LA A1 7 (i Hh 4
T, fRiBA . Do A REL . R EE . B, WindowsNT F B S (R4 FE e o (46 10 A 1k e 2%
HA NTE T TIRZIMEN S
. B OpenGL #2775 A5 R A2 A
KK B — AT, X AT — N OpenGL R B Windows F25, @XM
FrEATH AT LLERIE A OpenGL ZRAEH)FEAZKR . FATHIIE, GDI Zilid &1 (DeviceContext LA
THRIFR"DC™) KL, 1M OpenGL N5 £ 2: | ¥4 5 (RenderingContext, LA T f##K"RC™). &—* GDI
AT AL —4 DC, 5 GDI AN, OpenGL ff 472 H| 35 (RC). — HAE—MFEHIEE T
—/NUET RC, FTATELLZEFEH 1) OpenGL iy & #RA8 A AR R 41T RC. BAATE R — T [ A a] U
ZARC, BIER—LFEF A — 12480 RCo RBP4 —> OpenGLRC FA# 2 i 4 RC,



FRNEABER WEEHBRERERKRNA: 74 RC: WENEHET RC.

1. H/etlgd T

F AppWizard 774 —A> EXE SCfF, &R TREHEZ, JHETLEL P A"GLSamplel", &
FrHARRIARAR; 55—20. WP SCRY(SDI): 2820 AR E: 28 = 0. AS3FF OLE; U,
AR TR & JFIIRAS S FTERMBUE SRR BRI agME G mT L, AU
BB /NEESR D, e =245 (3DControls): 28 TP« i R AR SO BRI MFC 3L 2538
SN REFEEERE . 1% Finish 4558, TG T,

2. B THREFT Y OpenGL TR In N 31 TR

fE LRSS g, £ Build" F " Settings" Wil » L5 "Link" #5425, 1L+ "General"H 3%, fE
Object/LibraryModules 4w %5 HE F1 %41 A\ "OpenGL32.libglu32.libglaux.lib" (VEE, i A5 5 H HI R %,
SN TE: SN IR RD, EFR"OK 45 . SRS FTIT 3" stdafx.h™, ¥4 T 31iE4)
FAFCAF R RIS RIZRIE B BT IE )

#defineVC_EXTRALEAN//Excluderarely-usedstufffromWindowsheaders

#include<afxwin.h>//MFCcoreandstandardcomponents

#include<afxext.h>//MFCextensions

#include<gl\gl.h>

#include<gh\glu.h>

#ifndef AFX_NO_AFXCMN_SUPPORT

#include<afxcmn.h>//MFCsupportforwWindows95CommonControls

#endif//_AFX_NO_AFXCMN_SUPPORT

3. 5 OnPreCreate BR¥F-25 A0SV IR R R EIORT A% IR AR &

OpenGL 752 % 10 WS_CLIPCHILDREN (%42 & 17145 F i) Windows XUk, FFE 2
BT T & DT R A X 4D A1 WS_CLIPSIBLINGS (177 & 1 4# i) Windows X%, FITHE%
I BT H A & 1 P 25 1 X 380 XUk« 4% OnPreCreate 205 4 T s :

BOOLCGLSamplelView::PreCr-eateWindow(CREATESTRUCT &cs)

{
cs.style|=(WS_CLIPCHI-LDREN|WS_CLIPSIBLINGS);
returnCView::PreCreate-Window(cs);

}

FEAE N RC B — 30 8 X 1 BR s 2 AR F s e & 1 & B o i BT AE N A7
RUTERR T . B EERIERI SN, BIERE. BT SR Lz . 72T I
HX XS MK E. BRI CGLSamplelView 35 A1 78 I — AN R 97 B [ Al B2 ok 3L
BOOLSetWindowPixel-Format(HDChDC) (H BArA 8D, FHamH i, WERF 1.

BOOLCGLSamplelView::SetWindowPixelFormat(HDChDC)

{

PIXELFORMATDESCRIPTORpixelDesc;

pixelDesc.nSize=sizeof(PIXELFORMATDESCRIPTOR);

pixelDesc.nVersion=1;

pixelDesc.dwFlags=PFD_DRAW_TO_WINDOW|

PFD_DRAW_TO_BITMAP|

PFD_SUPPORT_OpenGL|

PFD_SUPPORT_GDI|

PFD_STEREO_DONTCARE;

pixelDesc.iPixelType=PFD_TYPE_RGBA,;

pixelDesc.cColorBits=32;

pixelDesc.cRedBits=8;

pixelDesc.cRedShift=16;

pixelDesc.cGreenBits=8;

pixelDesc.cGreenShift=8;

pixelDesc.cBlueBits=8;

pixelDesc.cBlueShift=0;

pixelDesc.cAlphaBits=0;

pixelDesc.cAlphaShift=0;

pixelDesc.cAccumBits=64;

pixelDesc.cAccumRedBits=16;



pixelDesc.cAccumGreenBits=16;
pixelDesc.cAccumBlueBits=16;
pixelDesc.cAccumAlphaBits=0;
pixelDesc.cDepthBits=32;
pixelDesc.cStencilBits=8;
pixelDesc.cAuxBuffers=0;
pixelDesc.iLayerType=PFD_MAIN_PLANE;
pixelDesc.bReserved=0;
pixelDesc.dwLayerMask=0;
pixelDesc.dwVisibleMask=0;
pixelDesc.dwDamageMask=0;

m_GLPixellndex=ChoosePixelFormat(hDC,&pixelDesc);
if(m_GLPixellndex==0)//Let'schooseadefaultindex.
{m_GLPixellndex=1;
if(DescribePixelFormat(hDC,m_GLPixellndex,
sizeof(PIXELFORMATDESCRIPTOR),&pixelDesc)==0)
{returnFALSE;

}

if(SetPixelFormat(hDC,m_GLPixellndex,&pixelDesc)==FALSE)
{returnFALSE;

}
returnTRUE;

}

P25 T B A B /E CGLSamplelView H s i3 B4 ) pl 72 A8 &

intm_GLPixellndex;

4. ] ClassWizard #in WM_CREATE 34 2 4L P 5% %1 OnCreate

7NN OnCreate MRS WFEF 1 Fis.

2, OpenGL TFERIEAMEL AL 1. (HUWIRRMEEITI TE, W'e5—&M MFC
B E R AP

5. fRIDf#ERE

BUAEFRA TR LAE —F& Describe-PixelFormat (it R JLFHG 2 A% 20, ARSI T — L fE -

PIXELFORMATDESCRIPTOR 345 T & X A& Z 4% R &35 B

DWFlags & X T 55 & G A 1w A .

JHH 1) OpenGL KATHRAFEACIE BT A 1Ihr & (flag). wFlags BEHZ LA M Ar &

PFD_DRAW_TO_WINDOW fifi  E7E T [ 5l HoAth v 2% 7 11 1 &)

PFD_DRAW_TO_BITMAP {2 BE7E PN A7 Az e e e

PFD_SUPPORT_GDI f# 2 B¢ 1A GDI i % (3%: w482 T PFD_DOUBLEBUFFER, X4~
RIS OF

PFD_SUPPORT_OpenGL {2 #& 1 F} OpenGL #i%4;

PFD_GENERIC_FORMAT fiz anix Fil 5 2 4% 2 B WindowsGDI % 5 /7 B HH 5 = J7 B A4 1% 4% B
ANFEFSCRE, W 7R 451X — T

PFD_NEED_PALETTE 2 JF 2 [X & 75 75 B iR, AFE B a2 4 24 51 32 fith,
HHAE I AR

PFD_NEED_SYSTEM_PALETTE XMz iR X & B R G AHCU1EE B & Bk
() — 8555

PFD_DOUBLEBUFFER Fg A 7 X ZE M X (VE: GDI ARELEA A 7 XUZR v X 1) F 1 Hp i
K

PFD_STEREO #8#A /A . A 22 X 2 A4 Ak UG R 2K

PixelType & X B/ngitaft 7. PFD_TYPE_RGBA EMER i (biHAARE L. &, &
% EH{E. PFD_TYPE_COLORINDEX &M & — M HNREEEROELRER PR IME. AH1HS
7&K T PFD_TYPE_RGBA 7.

ecColorBits & X T 185E — MR E. X RGBA ki, ¥ EEgit s, G, E&n



AT XA R GHER UL, R R T B R
ecRedBits. cGreenBits. cBlue-Bits. cAlphaBits i3 B &0 B 70 & B 4 FH A7 5
ecRedShift. cGreenShift. cBlue-Shift. cAlphaShift FH k281 & 7 & M0 44 ) w s &
SR
— B SE AT S5/, FRATTHARSNIE 5B R AL M R R 250 FRATHT LU FR i

m_hGLPixellndex=ChoosePixelFormat(hDC,&pixelDesc);

ChoosePixelFormat % % #W ™~ & $: — A~ & hDc, H — & — NHK N
PIXELFORMATDESCRIPTOR 45 #4 /454 &pixelDesc; % iR [0 % Z A% R G ME . R [l
0 MR RM . BanekE ki, FATA ZIRGMEBRA 1 HH DescribePixelFormat 7525 Z % 2\ f
Ao BUREE— AR RS G RS, ] Choose-PixelFormat #4233 [\] 5 /R B R 15 % 5K
BRAEEER —MME . — B IRATF B — DR F= A% X0 2 5] 8 A N 1 58 , F-AT w AT BLE
SetPixelFormat & B4 # i, JFHHRFHERE XK.

WAEB EKRNCE BT, AT — 22 TAER 7 AL (RC) FHAE Z N 2 il 2 55 .
£ CGLSamplelView i A —AMRA L % 5 2% BOOL CreateViewGLContext(HDChDC), {2 4
THUR:

BOOLCGLSamplelView::CreateViewGLContext(HDChDC)

{m_hGLContext=wglCreateContext(hDC)://[] 241 DC ;=4 £: #3415 (RC)

if(m_hGLContext==NULL)

{returnFALSE;

¥
if(wglMakeCurrent(hDC,m_hGLContext)==FALSE)
{returnFALSE;

}
returnTRUE;

¥

FHEHIIN— M ) B 52 28 B HGLRCm_hGLContext; HGLRC /& —ME 6] renderingcontext
DRI

£ OnCreate &% 18 F it i 44 -

intCGLSamplelView::OnCreate(LPCREATESTRUCTIpCreateStruct)

if(CView::OnCreate(IpCreateStruct)==-1)
return-1;

HWNDhWnd=GetSafeHwnd();
HDChDC=::GetDC(hWnd);
if(SetWindowPixelFormat(hDC)==FALSE)
returnO;
if(CreateViewGLContext(hDC)==FALSE)
return0;

returnO;

}

N WM_DESTROY ()78 5 402 b5 % Ondestroy(), {82 U1 R ffi7s:
voidCGLSamplelView::OnDestroy()

{

if(wglGetCurrentContext()!=NULL)
{//Imaketherenderingcontextnotcurrent
wglMakeCurrent(NULL,NULL);

}

if(m_hGLContext!=NULL)
{wglDeleteContext(m_hGLContext);
m_hGLContext=NULL;

}
//NowtheassociatedDCcanbereleased.
CView::OnDestroy();



}

w5, Yl CGLSamplelView MG kAL, A2 41 F Fios:
CGLTutorlView::CGLTutorlView()
{m_hGLContext=NULL;

m_GLPixellndex=0;

}

b, TANICEMGEE THESE, (TR FTUARIAH OpenGL #HATHEIE 7. IRATRECAERE] T,
BAEREP IS4 7 —1 RC, B HAHMEHE .. X5 KZEM GDI FEFAF . £ GDI & 7H,
DC £ 75 Ll A 724, I HAZm e L 2B i . Sehr b, RC W] X FE(; (HELdfE, 4 —4RC
TR Z AL TR [A] . (R, ZARAS =ik Rei i 0 BT, Bl H 4 RC —IR, FFIR4H
B, HIEEFLS

CreateViewGLContex #4: RC F:{# 2 il N 24/ RC. WglCreateContext i& [5]—4~ RC [ FJHH
TEVR A CreateViewGLContex 2 fif, YRAZIA SetWindowPixelFormat(hDC) ¥ 55 1 % #H < 15 = k%
AW ELF. wglMakeCurrent 5 RC ¥ B /K 2407 RC. 1E NILEE %) DC A —E w2 72E RC HIAA
DC, {H 3 1% % f) 4 (DeviceContext) FIE # 4% b 2 — 2. B WifR7E A H wglMakeforCurrent 2 Hif
L&A H4h—1 RC f£1E, wglMakeforCurrent g4 IH 1) RC s, FHoKsHr RC B N 4TI RC. 7
AMRET L wglMakeCurrent(NULL,NULL)3K 7 B 2417 RC.

FATEAE OnDestroy HE I A MIBR T . (HIEMIBR RC 27, W2 & & A 2 4 HT AR
AR wylGetCurrentContext >k | fi# 72 &5 /7 £ — N4 AT & I FABE W . nfE7E, 4 H
wglMakeCurrent(NULL,NULL)RAE & 245, SR 55t nT L wglDelete-Context KAt RC 1o ixX
RVFIEMER DC AR %e 0. F: —Bokid, MHBEZSRERENET, FER RC MA2LEY
B RC, AFREIGE FRiX — sl HUIRATH I 2 2 B AR T, IBRA TR N FETE SR — T,
2= IS AEA B 5 2R

= S

N IZE AR 4R B XM DL IR B AR

F Classwizard &y CGLSample2view sl WMSIZE 7 B AL & % OnSize, fii 2 tnfefe 2
FrR o

(F7E getpwd2) K 2

F Classwizard Jy CGLSample2view sl WM_PAINT F34 2 AL FE 5 %7 OnPaint, {2 Wife ¢
3w

ENMEFHBITERSRBOE R NN 2N =M (WK 2 ). KRR LU
FIH OpenGL Z: il EITEAEH 25 5y, A Fa 2 Lokl 5B A st e SL I aR K ThRE . A SR ARG i e 11,
=M SIRER . XK A OnSize it glViewport(0,0,width,height) g X T 41 LT AIRL A AR .
glViewport 155 —. “ANSHCEM O A MG RS, = WUANSHCEM O 5% AR .

OnSize (¥ glMatrixMode J& ki BHEFEBIAN), BH =ED: GL_MODELVIEW,
GL_PROJECTION. GL_TEXTURE. GL_MODELVIEW %/~ M SZAR AL bR R 5 2 IR AL bR & .
GL_PROJECTION #R/x M AMRAEFR 28 2 BT AR &R . GL_TEXTURE &5 AJE LSUH A bR 2 2
R SR AR bR 2R AR 4

glLoadldentity #J4& 4k T F2%1 R4 (projectmatrix); gluOrtho2D 1 T FEAR [ 1% B Ak s — > 4
HA R X8

KHEANTA BEB— T OpenGL fir % fm 4 H N . K2 % OpenGL i 2 #72& LA gl Ik 1)
WA —L R L glu" 3k, ek H OpenGLUtility. KZE("gl"ir S 1E 4 FH e X T AR M I
PATHBLERE . Blan: glVertex2f i@ X 7 — M ilri, SEERENHNESE, 20l RFRIX AT
R .y ABAR . RIS glVertex2d. glVertex2f. glVertex3l. glVertex3s. glVertex2sv. glVertex3dv......

Mo, EFEE=MHIEYE? AT 5L glColoraf(1.0f,0.0f,0.0f,1.0f), L. 4. 5 &5

BN 1. 0. 0. ZRJ5 A1 glVertex2f(100.0f,50.0f)7E(100, 50)4b5E SL—AN . #Kik, FRAIAE(450,
400)Ab 72 L 4% Ri, FE(450, 50)AbE XM . ARJEHATH glEnd FiRiE =M. (HILK =M LiEEmE
HR, IX Ee Ay 208 FURFE SR R X HL, BRI H glFlush 525, B gIFlush fil & 3 20y 2 1444 T - OpenGL
H A =M B B e, 2 M 2.

EniE glBegin = A BT EE . glBegin(GLenummode) 24



GL_POINTS,GL_LINES,GL_LINE_STRIP,GL_LINE_LOOP,GL_TRIANGLES,GL_TRIANGLE_STRIP,
GL_TRIANGLE_FAN,GL_QUADS,GL_QUAD_STRIP,GL_POLYGON

1t glBegin A1 glEnd 2 18] ()G 2R EUA -
glVertex,glColor,glindex,gINormal,glTexCoord,glEvalCoord,glEvalPoint,glMaterial, gIEdgeFlag

PU. OpenGL %z /Nt

[EY

« IR N WM _SIZE R, 5 B E A R AR
« REAEOR A SRR E AR Em S WM_PAINT 78 B 58 il o
PR AN AR K E N CPU IHA], AT DLRIFAERE R Ha A —k, BRI 45

w N

He
R BRI ] Ay A AR ORISR, X FER I T AYEA [R] B4R A AR TR AR SORY
ARG TAER .

5. glBegin fl glEnd — & Z R L, X2 (A% BT I diliE )

glPushMatrix() 1 glPopMatrix() 1 — 5& 2 okt tHE . glPushMatrix () 2411 Y B8 DL 2
MPATA glPopMatrix B, #5J5 FENER A BEPK S 0 M i 46 RE . 8/ glPushMatrix() AT UK fff Hh 4
METHERECRAT N oK, IR glPopMatrix FEVEI KA H oK o X AR FRATTR AT LA F X AN A SEA A
B AR a0 S EEA R —NMERE, BRErE AN ETE, SRR BT E A R

SN

glPushMatrix();
glTranslated(m_transX,m_transY,0);
glRotated(m_angle1,0,0,1);
glPushMatrix();
glTranslated(90,0,0);
glRotated(m_angle2,0,0,1);
glColor4f(0.0f,1.0f,0.0f,1.0f);
glCallList(ArmPart);//ArmPart H 5% 540
glPopMatrix();
glColor4f(1.0f,0.0f,0.0f,1.0f);
glCallList(ArmPart);

glPopMatrix();

6. fAEBEREII RIS . FA TS, EE DR iEs)— NEEREHE, BTaEidER, &
LSRG . 1E GDI Wi X AN | BB %, B AR NAF A — AW AF DC, 2 i Ll i
SEAE N AE DC Y H, 1) 58 J5 — KT Bitblt K5 Py A% DCUIG” 3 Eon g b, il vl fig ok IR AR A 15) B3 £F OpenGL
o, BATR B W E AT KR IEX A A — R, WEAFAE B AR A PR IR . W
HREANGEL, —NWEEL. —NEE%EF. SREER G PE, E5ElE, BN E %47,
XA NIRRT o 8 LR DR AT DUR 25 &) Hi i ik A il

1)EVERE, GDI 2 A W EA R FATE e H InvalidateRect(null) Ryt 77 24k
InvalidateRect(NULL,FALSE). IXFEfi /{8 GDI [ iy 4220, H OpenGL [y 4147 H i ;

2V 15 2k 2 5E UG WE (£ (3E: PFD_DOUBLEBUFFER #1 PFD_SUPPORT_GDI H
REEL—AN, PIEAH BRI,

pixelDesc.dwFlags=

PFD_DRAW_TO_WINDOW,|

PFD_SUPPORT_OPENGL|

PFD_DOUBLEBUFFER|

PFD_STEREO_DONTCARE;

3)F AT & UF OpenGL fE )5 & 2247 1 m &, FEALKM OnSize() M & Ja — 47 N A
glDrawBuffer(GL_BACK);

At Ja WAHE G G ZAA K N BB 6 27T, EUEH OnPaint()H & Ja — 1T A -
SwapBuffers(dc.m_ps.hdc).



7. AR =R . BRATAE, 4R T 4ERARBR R G, 4R L T 4ER K
W2 —> z Mhbr. TRATTHEA R B —4E TR, FHEZ2 gluOrtho2D; FRATFEAE i =4E TR, &
BRI E S, PUERGEMRCR . s2br b, —4EEE R MR ey T z=-1, mEEF
Il z=1; XA z ABARIRZS1E 0, P IRA AR Z 0 .

e B EER 2 b, FRATT R R AR, AT DUAE S = 4R

1) i 4, £ OnSize()  , 3 gluOrtho2D(0.0,500.0*aspect,0.0,500.0) ## Jik
gluPerspective(60,aspect,1,10.0); X FEHE LI T =4EiBEMARFR R E . 2180 T A0SR A,
FEAL S 60 i, JTEBIHAE z=1 &b, I AE 2=10.0 4.

2)7t RenderScene() A = 4EEE; by b, ERMEZBUHHRN. FHHE - =4%
b1

glMaterialfv(GL_FRONT_AND_BACK,GL_AMBIENT,RedSurface)

gIBegin(GL_POLYGON);

gINormal3d(1.0,0.0,0.0);

glVertex3d(1.0,1.0,1.0);

glVertex3d(1.0,-1.0,1.0);

glVertex3d(1.0,-1.0,-1.0);

glVertex3d(1.0,1.0,-1.0);

glEnd();

3)#&A1Md F glMaterialfv(GL_FRONT_AND_BACK,GL_AMBIENT,RedSurface)iX /> & Hk &
XZAWR B, NPT ERXERGESE. 498, TAGE SOCER, XHH
7t OnSize() i) % J& il b glEnable(GL_LIGHTING); RedSufFace s&—/NMEifasr = %04l, .
RedSufFace[]={1.0f,0.0f,0.0f}; & ST M EZI, KT glMaterialfv e T [ 1) & AT
EPA], B s .

NZ P X H ) R EAT = 4EYR RAS SR, BUJE & SR IEM, — e/ A Z 42
A BN, ATESmIAERSMHEES, ARIEMER. Z XA iRs— " s,
IXAME R B 2B N AR EE B . Z Z2 b 75 22 5 FHOR 2= W AE AN CPU I ). 3 FH Z 22 A 7R 7E OnSize()
) &% J5 1 b glEnable(GL_DEPTH_TEST) ; % il ff : £ KR E 2 2§, MEH
glClear(GL_DEPTH_BUFFER_BIT)i&Ef)i%E 2 Z 251X .

5)ILE C 2 0] LUERR A s = PR T, (IS TR EEA, v DMEY IR B4 B —1e, R4
A glLightfv sR e SOGIEREHE . T ElgiE X T —IelE:

glLightfv(GL_LIGHTO,GL_AMBIENT,LightAmbient);

glLightfv(GL_LIGHTO,GL_DIFFUSE,LightDiffuse);

glLightfv(GL_LIGHTO,GL_SPECULAR,LightSpecular);
glLightfv(GL_LIGHTO,GL_POSITION,LightPosition);

glEnable(GL_LIGHTO);

GL_LIGHTO &YeJRMIFRIRS, FriN5H GL_LIGHTI 41 M 0 % GL_MAX_LIGHTS).
GL_AMBIENT. GL_DIFFUSE. GL_SPECULAR. GL_POSITION 7355 S5 ) J& BB 2 i i
YR FTBUR 9 EE YR AR 458 T B S i B2 MDY U R o 2

AT L VisualC++6.0 T HIR 24 1. Z AT E, /R — & fe i< £ OpenGL
SERIETE . BB DR .

voidCGLSample2View::0nSize(UINTnType,intcx,intcy)

{

CView::0OnSize(nType,cx,cy);

GLsizeiwidth,height;

GLdoubleaspect;

width=cx;

height=cy;

if(cy==0)

aspect=(GLdouble)width;

else

aspect=(GLdouble)width/(GLdouble)height;

glViewport(0,0,width,height);



glMatrixMode(GL_PROJECTION);
glLoadldentity();
gluOrtho2D(0.0,500.0*aspect,0.0,500.0);
glMatrixMode(GL_MODELVIEW);
glLoadldentity();

}

voidCGLSample2View::OnPaint()
{CPaintDCDC(this);//devicecontextforpainting(addedbyClassWizard)
glLoadldentity();
glClear(GL_COLOR_BUFFER_BIT);
glBegin(GL_POLYGON);
glColor4f(1.0f,0.0f,0.0f,1.0f);
glVertex2f(100.0f,50.0f);
glColor4f(0.0f,1.0f,0.0f,1.0f);
glVertex2f(450.0f,400.0f);
glColor4f(0.0f,0.0f,1.0f,1.0f);
glVertex2f(450.0f,50.0f);

glEnd();

glFlush();

}
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