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-main.h

#include <windows.h>
#include <G1/gl.h>
#include <G1/glu.h>
#include <Gl/glaux.h>

#define SCREEN_WIDTH 640
#define SCREEN_HEIGHT 480
#define WINDOW_TITLE "OpenGL with GLAUX.™

-main.cpp

#include "main.h"
#include "CGIUtil.h"

int main(int argc, char ** argv) {
O celutil *glutil = new CGIUtII();
O glutil->GIMainProc();

O delete glUtil;

O return 0O;

}
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-CGlUtil.h

#include "main.h"

class CGIUtil {

public:

o celutil();

O CelutilQ;

O void GIMainProc(void);
private:

O static GLfloat eye[];

O void GlInit(void);
O static void CALLBACK GIDisplay(void);
O static void CALLBACK GIReshape(GLint, GLint);

-CGlUtil.cpp

#include “CGIUtil.h"

GLFloat CGIUtil::eye[] = {40.0, 10.0, 20.0};
CIULI I :COIULII () {

}

gGIUtiI::_CGIUtiI() {

void CGIUtil::GIMainProc(void) {

O auxInitDisplayMode (AUX_DOUBLE | AUX_RGBA | AUX_DEPTH);
O auxInitPosition(0, 0, SCREEN_WIDTH, SCREEN_HEIGHT);

O auxInitWindow(WINDOW_TITLE);

ocGlnitQ;

O auxReshapeFunc(GIReshape);

%]auxMainLoop(GlDisplay);

void CGIUtil::GlInit(void) {
O GLfloat light _position[] = {100.0, 100.0, 100.0, 0.0};

O glLightfv(GL_LIGHTO, GL_POSITION, light_position);

O glEnable(GL_LIGHTING);
O glEnable(GL_LIGHTO);

O glEnable(GL_DEPTH_TEST);
}

void CALLBACK CGIUtil::GIDisplay(void) {

O glClear(GL_COLOR_BUFFER BIT | GL_DEPTH_BUFFER BIT);

O glLoadldentity();

O gluLookAt(eye[0], eye[l], eye[2], 0.0, 0.0, 0.0, 0.0, 1.0, 0.0);

O auxSolidCylinder(1.0, 2.0);
O glFlush(Q);

O auxSwapBuffers();

}

void CALLBACK CGIUtil::GIReshape(GLint w, GLint h) {
O glViewport(0, 0, w, h);

O gIMatrixMode(GL_PROJECTION);

O glLoadldentity();

O gluPerspective(10.0, (GLfloat)w/(GLfloat)h, 1.0, 100.0);
0 gIMatrixMode(GL_MODELVIEW);
}



	GLAUX から OpenGL の使用例。

