hello.c++

// hello.c++: A "Hello, OpenGL" program that draws a triangle
// This is a standalone version that does not make use of our MVC framework.

#include <iostream>
#include <stdlib.h>
#include "GLFW/glfw3.h"
#include "ShaderIF.h"

6LFwindows thewindow; —> Condvo llev Lwsheace Vayia blo.
ShaderIFx sIF = NULL;

S RTENG, Model View instance. Vavia bles

void createWindowAndRC()

7/31/16, 10:25 AM

{
glfwWindowHint (GLFW_OPENGL_FORWARD_COMPAT, GL_TRUE);
glfwWindowHint (GLFW_OPENGL_PROFILE, GLFW_OPENGL_CORE_PROFILE);
glfwWindowHint (GLFW_CONTEXT_VERSION_MAJOR, 4);
glfwWindowHint (GLFW_CONTEXT_VERSION_MINOR, 1);
theWindow = glfwCreateWindow(400, 400, "Hello, OpenGL", NULL, NULL);
%f (theWindow == NULL) L) Ac bl CyvewHon ol Re_
std::cerr << "Could not create a 4.1 OpenGL Rendering context.\n";
exit(1);
b
glfwMakeContextCurrent (theWindow) ;
b
void handleDisplay(GLFWwindowx window) rA e L VE lev bu:\l lovP ove
{ he Contro tle e e fS
glClear(GL_COLOR_BUFFER_BIT); . \Wiew i NS )
{gigTUseProgramTSIF;SgefSﬁéEE%BgMIBi));' - _ _S{l \fﬁ
| i 1 : " ““ ’(qe“A‘f
glBindVertexArray(vaol[@]); // Make our VAO-VBO "active i A
B et

~_glDbrawArrays (GL_TRIANGLES, @, 3);

// Starting at location @ in the VBO, use 3 vertices to draw a triangle

glfwSwapBuffers (window) ;

Co atvoller inttance method

o of each.
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hello.c++

[Viode) Ve instance meHns

7/31/16, 10:25 AM

" void initModelGeometry()

{

2

float triangleVertices[3][2] =
{

b

glGenVertexArrays(1l, vao); // get a new, previously unused VAO name
glBindVertexArray(vao[@l); // (initialize it and) make it active

{ -0.75, -0.75 }, { @.75, -0.75 }, { @.0, ©.75 }

glGenBuffers(1l, vbo); // get a new, previously unused VBO name
g\lBindBuffer(GL_ARRAY_BUFFER, vbo[®@]); // (initialize it and) make it active

// Allocate space for AND copy the CPU data in "triangleVertices" to t
on the GPU:

int numBytesInBuffer = 3 % 2 % sizeof(float); // 3 points; 2 coords each;
float

glBufferData(GL_ARRAY_BUFFER, numBytesInBuffer, triangleVertices,
GL_STATIC_DRAW);

int coordinatelocation = @; // See "layout" in hello.vsh

GLsizeil stride = @; // "tightly packed"

voidx offset = 0; // start at beginning of currently bound VBO.

glVertexAttribPointer(coordinatelLocation, 2, GL_FLOAT, GL_FALSE, stride,
offset);

glEnableVertexAttribArray(coordinatelLocation);

void run()

{

int

¥hile {'glfwwWindowShouldClose(theWindow)) (:D nﬁrv)l@v’
glfwWaitEvents(); \
handleDisplay(theWindow); UAS“\“MC& meHoc),
¥
glfwDestroyWindow(theWindow);
main(int argc, charx argv(]) JOV\& [
A {lo v
glfwInit(); // ©@. Initialize GLFW window system Contre

createWindowAndRC(); // 1. Create window and Rendering Context (RC)
sIF = new ShaderIF("hello.vsh", "hello.fsh");
// 2. Create the shader interface

CindtModelGeometry(); // 3. Create and send geometry of model to GPU

run(); // 4. Hand off to window manager to monitor events
// P i Cl 010 ne-
rogram is over. Clean up.
- glDeleteBUffers(1l, vbo); . C/ X M"Je[\)"’f‘d
. glDeleteVertexArrays{l, vao);. Ihe LA ConsStrucfoir
delet IF;
e Mode/ View destrch () The instarce
return @; < ‘('?J\Sk"eJ
LA)\X%u +he
Qw’ﬂo\)e\/ usivy
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