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- main.cpp

#include <windows.h>
#include "util_gl.h"

static HWND hMainWnd;
static LRESULT CALLBACK MainWndProc(HWND hwnd, UINT msg, WPARAM wp, LPARAM Ip);
int WINAPI WinMain(HINSTANCE hlnstance, HINSTANCE hPrevinstance,

o000  LPSTR IpCmdLine, int nCmdShow)

{

0// 00000000000

O WNDCLASS wc;

O ZeroMemory(&wc, sizeof(wc));

Owc.style = CS_HREDRAW | CS_VREDRAW;
O we. IpfnWndProc MainWndProc;

O wc.chClsExtra ;

O wc.chWndExtra 0;

O wec.hInstance hlnstance;

O wc.hlcon

Loadlcon(NULL, IDI_APPLICATION);
0 wc.hCursor

LoadCursor(NULL, IDC_ARROW);

O we.hbrBackground = (HBRUSH) GetSysColorBrush(COLOR_3DFACE);
O wc. IpszMenuName NULL;

O wc. IpszClassName = "MAINWND";

O if(1RegisterClass(&wc)) return -1;

O hMainWnd = CreateWindowEx(

000, "MAINWND", "OpenGL example.",
O O WS_OVERLAPPED | WS_SYSMENU | WS_VISIBLE | WS_MINIMIZEBOX,
O O CW_USEDEFAULT, CW_USEDEFAULT, 320, 240,
O ONULL, NULL, hlnstance, NULL);

O ShowWindow(hMainWnd, SW_SHOW);

O UpdateWindow(hMainWnd) ;



O// 00000000

O MSG msg;

O while(GetMessage(&msg , NULL , 0 , 0) > 0) {
O O DispatchMessage(&msg) ;

O}

O return msg.wParam;

static LRESULT CALLBACK MainWndProc(HWND hwnd, UINT msg, WPARAM wp, LPARAM Ip)
{

0 static PAINTSTRUCT ps;

O static float angl = 45.0f;

O static int timerld;

O switch(msg){
0 case WM_CREATE:

{
g// 0000000
O timerld = SetTimer(hwnd, 1, 1, NULL);

}

return O;

se WM_TIMER:
{

O
O
O
3
S

a

angl += 5.0f;

if(angl > 360.0f) angl -= 360.0f;
InvalidateRect(hwnd, NULL, TRUE);
return O;

e WM_PAINT:

// 00000000000 BeginPaintQUOOOODOOO)
ValidateRect(hwnd , NULL);

// OpencLO O OO HCODOO

HDC hdc = GetGIDC(hwnd);

// 000000

glRotatef(angl, 1.0, 1.0, 1.0);
glClear(GL_COLOR_BUFFER_BIT);

glBegin(GL_POLYGON);

a

O glColor3f(1.0, 0.0, 0.0); glVertex2f(-0.8, -0.8);
O glColor3f(0.0, 1.0, 0.0); glVertex2f( 0.8, 0.8);
O glColor3f(0.0, 0.0, 1.0); glVertex2f( 0.8, -0.8);
glEnd();

glFlush(Q);

// 000000000

SwapBuffers(hdc);

// OpenGLODO OO HDCO OO

ReleaseGIDC(hwnd, hdc);

ase WM_CLOSE:

{

0// 000000
0

0

KillTimer(hwnd, timerld);
PostQuitMessage(0);
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eturn 0;

=

eturn DefWindowProc(hwnd , msg , wp , Ip);
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- util_gl.h

#ifndef UTIL GL_
#define _UTIL GL_

#include <windows.h>
#include <GL/gl.h>

// OpenGLO OO HDCO OO
HDC GetGIDC(HWND hwnd);

// OpenGLO O O HDCO OO
void ReleaseGIDC(HWND hwnd, HDC hdc);

// OpenGLO OO0
void ExitGl();

#endif



- util_gl.cpp

#include "util_gl.h"
static HGLRC hGLRC = NULL;

// OpenGL OO0 HCO OO
HDC GetGIDC(HWND hwnd)

{

0 HDC hdc;

O int pf;

O static PIXELFORMATDESCRIPTOR pfd = {

O O sizeof(PIXELFORMATDESCRIPTOR), 1,

O O PFD_DRAW_TO_WINDOW | PFD_SUPPORT_OPENGL | PFD_DOUBLEBUFFER ,
O PFD_TYPE_RGBA,

o024, 0,0,0,0,0,0000000,0 3200,

O PFD_MAIN_PLANE, 0, 0, 0, 0};

hdc = GetDC(hwnd);
pf = ChoosePixelFormat(hdc, &pfd);
SetPixelFormat(hdc, pf, &pfd);

if(hGLRC == NULL) hGLRC = wglCreateContext(hdc);

O
a
O
a
O
a
d
O wgIMakeCurrent(hdc, hGLRC);
O return hdc;

}

// OpenGLO OO HDCO OO
void ReleaseGIDC(HWND hwnd, HDC hdc)

U wgIMakeCurrent(hdc, 0);
O ReleaseDC(hwnd, hdc);
}

// OpenGLO O OO

void ExitGl()

{
O iF(ThGLRC) wglDeleteContext(hGLRC);
}



	Win32 API から OpenGL の使用例。

