OpenGL Set

http://www.cs.purdue.edu/homes/sun/Teach/535/usefulInfo.html
We will use OpenGL in the Visual C++ environment of Windows for your programming assignments. The first thing to do is the setup of GLUT (OpenGL Utilities Toolkit) on your computer that runs Windows. GLUT will help you to easily create windows for your graphics rendering and provide many useful functionalities. Here are the setup steps: 

1. Go to http://www.xmission.com/~nate/glut.html and download "glut-3.7.6-bin.zip". 

2. Unzip "glut-3.7.6-bin.zip", such as using WinZip. This will generate "glut.h", "glut32.lib", "glut32.dll", and "readMe.txt". Note that you must choose the file view option in order to see the appearance of all files. Otherwise "glut32.dll" will not show up. 

3. Do the following copying 

· copy "glut.h" to C:\..\..\VC98\include\GL (Visual C++ include directory) 

· copy "glut32.lib" to C:\..\..\VC98\lib (Visual C++ library directory) 

· copy "glut32.dll" to C:\WINDOWS\SYSTEM or C:\WINNT\SYSTEM32 (for NT), where your system files are located. 

Then you are ready to program using OpenGL functions in Visual C++ Studio
Also see http://www.cs.unm.edu/~angel/CS433/sources.html
Creating a simple project

Here are the steps to create a simple project that runs a program using OpenGL and GLUT in the Visual C++ Studio: 

1. Open the Visual C++ Studio with empty workspace. 

2. Choose menu File/New... 

3. In the dialog box, click on the Projects tab. 

4. Choose Win32 Console Application (not Win32 Application). 

5. Choose a path location for the project and make the project name "SpinSquare", click OK. 

6. Choose the option of an EMPTY application, and click Finish. Now you have created a new project workspace named "SpinSquare". 

7. Download spinSquare.zip, unzip it and you will have three files: "SpinSquare.cpp", "StdAfx.cpp", and "StdAfx.h". Save them in the directory of "SpinSquare" (which contains all files for the program project you have created). 

8. In the Fileview Tab (the left narrow panel in the VC++ Window), right click on the Source Files folder and choose Add Files to Folder..,. then browse to the SpinSquare folder and select "SpinSquare.cpp" and "StdAfx.cpp". By clicking on the file "SpinSquare.cpp" listed under the Source Files folder, you can view its content in the main window. 

9. Compile "SpinSquare.cpp" and "StdAfx.cpp" and build the project. 

10. Run the program. You will see a square window with a magenta square in it. If you locate the mouse pointer in the window and press the left bottun down, the magenta square will rotate. There is another window showing up, which display the program string output and execution status. This window is useful for debugging. 

Capturing images in Windows

If you need this technique to include your rendered images in your report, here are the steps to capture your rendered image in Windows: 
1. Click on the image window (the top bar should be blue). 
2. While holding down the Alt key, press Print Screen (this key is located in the same row with functions keys, on the right). 
3. Launch Microsoft Photo Editor (or other imaging software such as Photoshop), open a new file. 
4. Under the Edit menu, choose Paste. Then you'll get the image.

Program 01

#include <windows.h>   

#include <gl/Gl.h>

#include <gl/glut.h>

//<<<<<<<<<<<<<<<<<<<<<<< myInit >>>>>>>>>>>>>>>>>>>>

 void myInit(void)

 {

    
glClearColor(1.0,1.0,1.0,0.0);       

   
glColor3f(0.0f, 0.0f, 0.0f);          

 
glPointSize(4.0);




glMatrixMode(GL_PROJECTION); 


glLoadIdentity();


gluOrtho2D(0.0, 640.0, 0.0, 480.0);

}

//<<<<<<<<<<<<<<<<<<<<<<<< myDisplay >>>>>>>>>>>>>>>>>

void myDisplay(void)

{


glClear(GL_COLOR_BUFFER_BIT);   


glBegin(GL_POINTS);



glVertex2i(100, 50);         



glVertex2i(100, 130);



glVertex2i(150, 130);


glEnd();



glFlush();

                 

}

//<<<<<<<<<<<<<<<<<<<<<<<< main >>>>>>>>>>>>>>>>>>>>>>

void main(int argc, char** argv)

{


glutInit(&argc, argv);          


glutInitDisplayMode(GLUT_SINGLE | GLUT_RGB); 


glutInitWindowSize(640,480);     


glutInitWindowPosition(100, 150); 


glutCreateWindow("my first attempt"); 


glutDisplayFunc(myDisplay);     


myInit();                   


glutMainLoop(); 

     

}

Assignment 1 

1. Draw Big Dipper 

{289,190} {320,128} {239, 67} {194,101}, {129, 83}, {75, 73}, {74, 74}, {20, 10}

 2. Draw anything as you like, but you need to use the primitives that we mentioned in the lecture, as many as you can. 

GL_POINTS, GL_LINES, GLPOLYGON, GL_LINE_LOOP, GL_LINE_STRIP, GL _QUADS, GL_TRIANGLS…
 3. Submit at 5:00 pm 21/ 07 /2008 
4. Source file and the exe file. You need to change .exe to .exee, otherwise you are not able to send them to me by email. 
