Using OpenGL with MS Visual C++

If you are working at home, start here – Installing GLUT

** NOTE ** The following 2 steps need to be done if you wish to use OpenGL at home. They assume that you have correctly installed Microsoft Visual C++.

1. You will need to get the GLUT header, library file and DLL.  You can get them from the graphics folder associated with this course.

2. Files must be placed in the correct directories: (This presumes that your Visual C++ is located in the directory ‘C:\Program Files\Microsoft Visual Studio\VC98’. You’ll need to determine the appropriate directory for your system.)

A) The glut.h file into C:\Program Files\Microsoft Visual Studio\VC98\include\gl

B) Put the DLL file (glut32.dll) in C:\WINDOWS\SYSTEM

C) Put the library file (glut32.lib) into C:\Program Files\Microsoft Visual Studio\VC98\lib

In the labs start here - Creating the Project

1. Start MS Visual Studio

2. Select FILE – NEW to create a new project
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Select Win32 Console Application (1), choose a project name (2), directory location (3) and make sure create new workspace (4) is checked then click OK

4. When asked what type of application to build select An Empty Project (1), then click Finish (2).



4a.
Confirm the information in the following window by clicking OK. (1) 



5. Some settings must be changed so the project is linked to the openGL library files

A) Select PROJECT – SETTINGS from the main menu bar

B) Change the Settings For option to All Configurations (1)

C) Select the LINK tab (2)

D) Make sure category is General (3)

E) In the Object/library modules text box (4) add: glut32.lib  – as the first entry with a space separating it from the next entry.  Then click OK




Writing the code

1. Select FILE – NEW from the main menu bar

2. Select C++ Source File

3. Make sure the Add To Project box is checked

4. Name the file, with a .c extension (Even though MS Visual C++ is being used the code is still in C) and click OK.


5. A blank file should open and you are ready to being coding! (Be sure to include the header file, #include <GL/glut.h>)

Testing Your Setup

1. To test if you followed the directions correctly paste the code at the end of this document into the new window then compile and execute the program by pressing the ‘Execute Program’ button (1). (If the program says that the executable file does not exist and asks if it should be built, choose ‘Yes’.)
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2.
If there are any errors in the code (the sample code should be error-free), they will appear in the window at the bottom of the screen (2). Once the errors have been fixed, you can press the ‘Execute Program’ button again to try another compilation pass.

3.
If you want to compile and link your code, but not run it, then press the ‘Build’ button (3). You can then run your code by pressing the ‘Run’. 

** Sample code starts here - copy from the next line down. **

#include <GL/glut.h>

void draw(void) {

glClear(GL_COLOR_BUFFER_BIT);

glBegin(GL_TRIANGLES);

glColor3f(1.0, 0.0, 0.0);

glVertex2i(25, 25);

glColor3f(0.0, 1.0, 0.0);

glVertex2i(375, 25);

glColor3f(0.0, 0.0, 1.0);

glVertex2i(200, 375);

glEnd();

glFlush();

}

main(int argc, char **argv)

{

    glutInit(&argc, argv);

    glutInitWindowSize(400,400);

    glutInitDisplayMode(GLUT_RGB);

    glutCreateWindow("Visual C++ OpenGL Set Up Test");

    glutDisplayFunc(draw);

    glClearColor(0.0, 0.0, 0.0, 0.0);

    glOrtho(0.0, 400.0, 0.0, 400.0, 0.0, 1.0); 

    glutMainLoop();

}
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