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OpenGL Data Type Internal Defined as C Type C Literal
Representation Suffix

GLbyte 8-bit integer signed char b
GLshort 16-bit integer short =

GLint, GLsizei 32-bit integer long 1
GLfloat, GLolampt 32-hit floating point float f
GLdouble, GLo lampd 64-hit floating point double d
GLubyte, GLboolean 8-bit unsigned integer unsigned char ub
GLushort 16-bit unsigned integer  unsigned short us
GLuint, GLenum, 32-bit unsigned integer  unsigned long ui
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D3 gdan i i Oy g0 pk GLAOUDIE sla e 4 S o lal es 5 gl wl,T

GLdouble *doubles[10]; //this way

HEY - TgeS SR R P E WP ¥



1 | I e e e |

N

Vv

Sled s 4 45 Wpde oslil b 58Sl 5 NURBS ol K5 5 olil & glgl 51 pam

A Ll g esls b g DY 53 5 s Cl,;::-| S s

:0penGL 5 a5 (5,1 3KL dol g3

Abuls fus 3 @L: o) ileghy Ll 4 U aiSe Cond 505, 3 S 51 OpenGL C‘;"’: 3 gl
3t LS ,T Olge 4 1) s esls 5 (o 4 g 3laa ax mlg cal Gl wln a3 5 Mol
gICoIor3f wb Jla (sl dadee 0L 1 LT OPENGL blas ; gows & k)15 (sl 4y, pl s ples
aS ol ol sdias §LES BF W gy S Ls gl LS sias SLIS gl W piy 5 <l cOlOr 31 4y
JE OpenGL ml 5 ples .3 8 (floating — point) ks jes ¢ 55 5! Obe oS 51 sae 4w &b o

:-UJB ‘)J‘.‘.J.

<Library prefix><Root command><Optional argument count><Optional
argument type>

sds 4w 3f Jambbj.w c‘s "ﬁ‘ Al bL:JopenGL,; b 6‘3«54.0..\3}‘.«: 6%2-4)3‘9&5
SLS,l Olge & 1) moee s4s 4w GICOIOIBT &b cpl K5 g5 3,80 Hsld e OLS,
A s saien 53 K0 0L S, 0l g 4 1, double ¢ 5 5l sus 4w gICOIOr3d ¢ 555 .5 dus

glColor3f(...)

\_V_'IK_Y_J“”""-"

I A W
gllibrory  Roof command ~ Mumberof  Type of
orguments  arguments

Cad 03,51 b 4 OpenGL w5 skl & LSl g5 5 slan 038 SLol gl pl
DlagS T 45 5,8 LS 5T lex GICOIOr wb (sla a5 51 piamy A Sl 15 mb slgilesS T

3l o (elas) WT algn e 4 by o g5l



1 | I e e e |

N

Vv

S S el 45550 Ll sdd ale WINAOWS Lasee 5l 5 o5 C/C++ la hlalS 51 (g ke
ALl 4 Ly ol haw 5 e ok ST K ol double g 515k Sree I
o3l 3ld e L8 LT O3l sl (obamst By Oled) s JIad 51 a8 o0 55 pOs
2 ksl double ¢ 5 51 & 5 waea float § 5 51 Ll ST cpl &5 eSS Jaseie s 51 A
GU‘Q|Jd0Ub|et‘,Sj|}é.‘.'ng.§qu')|.>Ld45u;wbﬁxm}y)&.‘i-‘&&l;ﬂ\sou)'
;,Sud\qa,ﬁ,:.:ﬂi@bﬂoattl‘,slhi.éGeuq,d@d‘,ch\sd’_;)yp.&:&?aduj
ol Jos o Klge dpy 3L a4 b sl ol 4 aBge 3y Ole 31 LS S35
035 gl b1y b Hlasl ol dilgie led andl sjle s 1wy Jbys s slales
) 06U A8 a4 (350 4o 5 I o Ll iy o 51 358 hlalS Hlas) sl e

g o 3 OLS 85,8 G ya b 1) ajllasl SO ST g bileg ST B 5 5003 B ST Sl

,,l;.&},u &_94 J'| 61\.@&_,?,?45 .\,'.5 X i u.gb}' j‘ aS ..\.3",.:,; A g 9 Loy Sl ‘_,S.‘..a 4‘9)&9 “
.double \; float s\> « (double-precision floating-point) . i |, caslias cés L
b obd Sees i 4 ) s gl Calg 5o 5 s oslinal float ¢ 5 51 515 4 OpenGL i

[WUE

LS S puas dlaSl- float ¢ 5 51 (g i 1 5o dOuble ¢ 5 5 paie a1 5 KKs fodS (Jseme
g 4l 018 5 S Sl 53l Eelb OpenGL Kyl YL uslis s

OpenGL SuperBible 3rd Edition wUS : guw

P e 48 a6 (Saly 5 I

‘9@‘3300 ,!J@bmw 6..\&34.«&:3‘} f‘,b ‘5|J.f MJJ.E}&&AP' &iOpenGL
SESs 5 S U Sl Sls s g 10d Gy g 03l K OULE 1) e 4ed 45 gt
OpenGL 48> 45 uil 03 5 comnd lad 45 ol Ko b i gy | Sliaies sdomy slo

- o wey



1 | I e e e |

N

Vv

amio (535,53l y3 sl b g e gMay 3,0 Ao Sy e b oy sl 1 BU S
5101 Izl OpenGL CIJL - adgl Dlaal 51 S Jl g 5,10 gl OVl 5 Jad b WS
el 0 oy 355 sl p gl Al o Jolo s Lo (Al S b 4 Led o p A
o35 Lo b A3 Koo o3liiasl OF 31 e LT ol 0 oy G 035 54 sl ()55 OpenGL S
oK KaS s g Jolo s AP S 5 ol 5 51 G il

Job s i pusle (53555 SIS 5 35508 4 Shewy oy p AN 2,50 50 K5 pad e
S5 b wndls Wolas ) ol sln bin Sy sged b Lo plos 1ol il (sla
Rl b gabse J e w230 5L APL S 4 (il g oS SO 21 ol 5o B edls e
;3 OpenGL 05 4 AN 3 a5 e ek ) Db s dsb s opl Sl Kes 5 S
S5 GUL 5 il i sl o 45 ol (e

: GLUT ! osliz!

OpenGL Auxiliary i 45 OpenGL S 4buls co AUX slbuls s ST s
b >1,b OpenGL le aslp i s 5 5,850 Joged Hsliie 4 SbulS opl .A3Lw Library
e 43 Y 0y 8 Ay s il OF 3 &S e SLipm b s w4l o
o 1 2l S AUX 51 eslial pn Led s b 5 plise b oS5 4 oS Jobe
Sldis Slas gas 0355 3 led Gl ol Cnd gl Sk CASul K Olge w4 O LAzd g
A 3 g gl 45 sla sl Sl gl 1y OF ) eslizul lswlS opl 45 GUI

sk b6 AUX &buls 51 eslial b g (59, OpenGL & ged sla w2l fw o ks
LS Crash e b wbp aiw el g 55 510 51 p AbulS ol joduy Cow gl ealy L s
GUI ol e sl aon &S (s ae 3 1, OF 45 55 (Yo 51 (S GUI Coo poas gt 0355
el G as g Kddes b

oA 31 s el (gl SllS GLUT s g5 GLUT wbiuls’ b AUX slbulss’ oulg 5o
L lik)).a3lee OpenGL Utility ToolKit —iisee GLUT . ioled 5 4540 sla sl =1 b (ol 5
sobe 4 1) GLUT 5 S 18 SGI 5,8 )5 a5 Sl 5,88 S b (4,5 olzil GLU sbuls

13



'J
i

S 5 okils w).ﬂ RSP O 83,9 CJ'.’-J";" Al e

http://www.xmission.com/~nate/glut.html

http://www.sun.com/software/graphics/opengl/glut/download.xml

S alesiael ftm 5o b dnled alils 1) 5o o gmase 21K 45 sl CBlse 3kl wge o
r..g..a eslazal GLUT f| s3 5 4> 5 OpenGL SuperBible 3" Edition oS ;i -

o3lil o (slgdanl 3 ASlgie (6 it 131 4Kl Jgl diSn 03,51 5 1, a3 b gl LIS !
P g oS g Gl e DI e AW S L ke Ol wly bB & aiS
s 1) Sy cnl sledisnl b b 5 a8 (i 5 osbel OLd e 8 40l Jaomo 5 1) GLUT 31 oo
655 2 GLulS cpl 5 eslinal 45 oyl 02K o3l GLUT wbulsS 51 L S g5 Js Ll s
a1y Olewl s> den rﬂ‘}wﬂlﬁj S oy 51, P f,@..\a v GUI pn g ol ol & 503
=S S shas OpenGL Sr3sL 5 ek

< 1y openGL ;i eslul 4 59455 API ElF bl sbul Sy, wlse b capf m g b dny
L« S S OpenGL slghl 5ok g9, 1) 255 <35 plod 45 aa)ls 5L L Db r-')}"‘
Lo 55 Lol oy gouas (aBly 5 S5 sla 4l )3 & OF Ogz oS oalid GLUT 31 a5l giees
b 5 slml hy bdn (i 55 S 4 Hsiles AiSs Db o5 4 Olalesisl (b s )
wby sk & cpl 5 238 el 13 Sadng APL w5 5 eslitul b 1) aslp 0oy o s
.mﬁjj.\;wAPl @ljs&d\.:b;_,s-OpenGL s

OpenGL SuperBible 3rd Edition wUS : o

Do s by 0Ly K & el APIS 0penGL

dlﬂ)f w‘wymbj.]mb&openGL }AMU)Q\JJ&‘UW‘AP'&OPG“GL
wlpy S pl &S ul L OpenGL Based | col OpenGL bl 5 4l 5 ol oS (.,;,sﬁ, L as

A



1 | I e e e |

N

Vv

L oGt L 5 C wib ws wliy 0Ly S s wlip opl &5 sl Ol ol ol OpenGL
LS Sle1 4 1, OpenGL slbuls @ljs S e b K sldad S ol 4l g Java

e b S el Ses A ol 1B gl OPENGL i L asliyy 45 oy oKl Lo
51 g3l plonil 5l OPENGL 51 Lo ol Kos . 0iS 03lites] (K15 lien 4y 55 Slons 3o
Oler (n GLSL 5,50 ol 55 il L @S ool S s,lS (6l GDI 5l g o5y sy
Al eyl Oleslgd s gal 5 Lo 45 wiles OPENGL s b wle s s 4l 0L

b slgsisel Ao (59 C#t L C 3 gl 055 14 053 5| OPENGL «buls APl S Ul o 4
23 S Iy (i € aile AP ol g5 4 (Ssle 4 Lilgee 5 Gt Lol ddls € 0L5 gle
53 OpenGL .cuils dal g UGL@&}JATQ‘;\SJAG;@AWMT C++ L L S| cag
ool oslizal LG ... gJava y Delphi s C# j VB 3 C++ 5 C 3 5 u s wb p slgl) &S

R P P ERPR PR K T 4

i sl ile ool GLulS ul conl s,lukul s g wl p Abuls G OpenGL «S w> »
2l 4 gl K Sygle B pp easS Lk, S Olge 4 |, OpenGL cilay Sl ol
ol @l 4l p (b )3 &S eslizul OPENGL 51 G odd and g asl p G oS Kn S Cline
5 Mo plowil 1) (g d il 5 035 5, Sl g il g5lw esly LS Gl 3 1, OpenGL

s 4l 0 oy )3 A 595 ) at L
5355w Jlms 5 Y 2k S Silag Kb e esly |z oS g b 5 Alie pen A 5o
e e el adl r.s I Sy 55 OpenGL 2 gla B 51 eslizal (6l » 1L L
Ly abulks &G 4 3,0 L5 OpenGL32.dIl LG 5 ciluy Sl s5le oslydilas Olulu
Suls S Ll en OpenGL «bsuls b (“f“difu“?ﬁ 3,0 L1 3 cl\windows 4s s 55 9 Al
5 o &1, GIUI2.dIl U L 555 )3 45l Sy e GLU ol 4 45 5 g 4l oS Land g
S e by Sl @!,s 31 8 48 semme Ko g LS ol Lyl 13 ci\windows u*’ﬁi 33
&aa.e;!dl:;'utl‘,s!,'lgsyd%Wjejw‘suu.&;uopw.uux.a.x:.erlgu'll,
& o Sl oo SRS 055 S Gl p Al o A e diSe Lge 1) oy sk 5



1 | I e e e |

N

Vv

sl sl W gaiiols palst et 5 Dlasdmy (550 53 1) Ao ol b Lol ol glite K5 laoes
g by e sl 515 glh LG 55 by Sboy els ¢lgl 5 OpenGL wis «lS o,
53 0penGL wws g SeS 4buls &$ adgl sl gl cpmmen 3yl 1) BBl Ciley S
Slp ol )3 Wi s 4l b finclude e ;3 Ygeme LU nl syl L1 3 gluh i1

s bl gl g 4 ged aelip G s |, OpeNnGL i eslinul aiy b 5 uS axkad Jle
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unit SPF; // setup pixel format

interface
uses {uses clause }
Windows ;
var
hrc: HGLRC; // Permanent Rendering Context
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procedure CleanUp(Handle: HDC); //Properly Kill The Window
procedure SetDCPixelFormat(Handle: HDC;ColorBits,DepthBufferBits:integer);

implementation

procedure CleanUp(Handle: HDC); //Properly Kill The Window
begin
if hrc&lt;> 0 then //Is There A Rendering Context?
begin
//Are We Able To Release Dc and Rc contexts?
if (not wglMakeCurrent(handle,0)) then
MessageBox(0,'Release of DC and RC failed.'
,, Shutdown Error',MB_OK or MB_ICONERROR);
//Are We Able To Delete The Rc?
if (not wglDeleteContext(hRc)) then
begin
MessageBox(0,'Release of Rendering Context failed.’,
' Shutdown Error',MB_OK or MB_ICONERROR);
hRc:=0; //Set Rc To Null
end;
end;
end;

procedure SetDCPixelFormat(Handle: HDC;ColorBits,DepthBufferBits:integer);
var

pfd: TPixelFormatDescriptor;

nPixelFormat: Integer;

begin
FillChar(pfd, SizeOf(pfd), 0);

with pfd do begin
nSize := sizeof(pfd); I/ Size of this structure
nVersion :=1; // Version number
dwFlags := PFD_SUPPORT_OPENGL Or PFD_DRAW_TO_ WINDOW
Or PFD_TYPE_RGBA; /Il Flags

iPixelType:= PFD_TYPE_RGBA; // RGBA pixel values
cColorBits:= ColorBits; /I 24-bit color
cDepthBits:= DepthBufferBits; /I 32-bit depth buffer
iLayerType:= PFD_MAIN_PLANE; /I Layer type

end;

nPixelFormat := ChoosePixelFormat(Handle, @pfd);
//Did We Find A Matching Pixelformat?
if (nPixelFormat=0) then

begin
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CleanUp(handle); //Reset The Display
MessageBox(0,'Cant"t Find A Suitable PixelFormat.’
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

//Are We Able To Set The Pixelformat?
if (not SetPixelFormat(Handle, nPixelFormat, @pfd)) then
begin
CleanUp(handle); //IReset The Display
MessageBox(0,'Cant"t set PixelFormat.'
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

hrc := wglCreateContext(Handle);
if (hRc=0) then
begin
CleanUp(handle); //Reset The Display
MessageBox(0,'Cant"t create a GL rendering context.’
, Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

//Are We Able To Activate The Rendering Context?
if (not wglMakeCurrent(Handle, hrc)) then
begin
CleanUp(handle); //Reset The Display
MessageBox(0,'Cant"t activate the GL rendering context.’
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

end;

end.
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unit SPF; // setup pixel format

interface
uses {uses clause }
Windows ;
var
hrc: HGLRC; // Permanent Rendering Context

procedure CleanUp(Handle: HDC); //Properly Kill The Window
procedure SetDCPixelFormat(Handle: HDC;ColorBits,DepthBufferBits:integer);

implementation

procedure CleanUp(Handle: HDC); //Properly Kill The Window
begin
if hrc&lt;> 0 then //ls There A Rendering Context?
begin
//Are We Able To Release Dc and Rc contexts?
if (not wglMakeCurrent(handle,0)) then
MessageBox(0,'Release of DC and RC failed.’
,' Shutdown Error',MB_OK or MB_ICONERROR);
//Are We Able To Delete The Rc?
if (not wglDeleteContext(hRc)) then
begin
MessageBox(0,'Release of Rendering Context failed.’,

' Shutdown Error',MB_OK or MB_ICONERROR);
hRc:=0; //Set Rc To Null
end;
end;
end;

procedure SetDCPixelFormat(Handle: HDC;ColorBits,DepthBufferBits:integer);
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var
pfd: TPixelFormatDescriptor;
nPixelFormat: Integer;

begin
FillChar(pfd, SizeOf(pfd), 0);

with pfd do begin
nSize := sizeof(pfd); /I Size of this structure
nVersion :=1; // Version number
dwFlags := PFD_SUPPORT_OPENGL Or PFD_DRAW_TO_WINDOW
Or PFD_TYPE_RGBA; /Il Flags

iPixelType:= PFD_TYPE_RGBA; // RGBA pixel values
cColorBits:= ColorBits; /I 24-bit color
cDepthBits:= DepthBufferBits; /I 32-bit depth buffer
iLayerType:= PFD_MAIN_PLANE; /I Layer type

end;

nPixelFormat := ChoosePixelFormat(Handle, @pfd);
//Did We Find A Matching Pixelformat?
if (nPixelFormat=0) then
begin
CleanUp(handle); //Reset The Display
MessageBox(0,'Cant"t Find A Suitable PixelFormat.’
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

//Are We Able To Set The Pixelformat?
if (not SetPixelFormat(Handle, nPixelFormat, @pfd)) then
begin
CleanUp(handle); //IReset The Display
MessageBox(0,'Cant"t set PixelFormat.'
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

hrc := wglCreateContext(Handle);
if (hRc=0) then
begin
CleanUp(handle); //Reset The Display
MessageBox(0,'Cantt create a GL rendering context.’
, Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;
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//Are We Able To Activate The Rendering Context?
if (not wglMakeCurrent(Handle, hrc)) then
begin
CleanUp(handle); //Reset The Display
MessageBox(0,'Cant"t activate the GL rendering context.’
,'Error',MB_OK or MB_ICONEXCLAMATION);
Halt(1); { Halt right here! }
end;

end;

end.
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unit ex01; o
interface
uses

Windows, Messages, SysUtils, Variants, Classes, Graphics, Controls, Forms,
Dialogs , OpenGL, SPF;
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type
TForm1 = class(TForm)

rols ‘..,M‘,& alsl y> Ja

procedure FormCreate(Sender: TObject);
private

{ Private declarations }
public

{ Public declarations }
end;

var
Form1: TFormi;

implementation
{$R *.dfm}

var
f_Hdc : Longint;

P - s plandl byl 3 1) gl el v B 5l b S U e led SIS Lo 05 54, Y

HELY

procedure TForm1.FormCreate(Sender: TObject);

begin
// Create a rendering context.
f Hdc := GetDC(handle);
SetDCPixelFormat(f_Hdc,16,16);
InitGL,;

end;

Vv
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procedure TForm1.FormDestroy(Sender: TObject);

begin
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CleanUp(f_Hdc);// Clean up and terminate.
end;
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ls 5,58 W S ds &S shilaFormCreate

HELY

procedure InitGL; /I All Setup For OpenGL Goes Here
begin
I/ select clearing color
giClearColor( 0.0, 0.0, 0.0, 0);
glMatrixMode(GL_PROJECTION);
glLoadldentity();
end;

OpenGL sbaas i Ul gl pa9d o a3 5 SIS 5,10kl &) guas r-“)‘f“sdjgi-’ < sl
o b bl 5o ol wol Sl 5 e ol g plad (22 45 (5] » DrawGLScene xG slv|

LY

procedure DrawGLScene ();
// Here's Where We Do All The Drawing!!!
begin
I35 o0 AL Gae 5 4z SAS S|y o
glClear(GL_COLOR_BUFFER_BIT or GL_DEPTH_BUFFER_BIT);
/! JJS@MJBWQQJJJJJMW.‘JAJ}G 6"“;)“"..):"""
glLoadldentity();
//('ﬁ“s?‘dmc‘b’“u:ﬁ\'“ syl ROSEL 6,:5/))5‘}:;‘:4&..»3 ek
gluLookAt(0,0,6, 0,0,0, 0,1,0);
/l The position has an X Y and Z. Right now, we are standing at (0, 0, 6)
/l The view also has an X Y and Z. We are looking at the center of the

axis (0, 0, 0)
// The up vector is 3D too, so it has an X Y and Z. We say that up is (0, 1,
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//@Mw@wﬂ‘xbwddbMMb‘)b

glVertex3f(0, 1, 0);
glVertex3f(-1, 0, 0);
glVertex3f(1, 0, 0);

glEnd();

// You can have as many points inside the BEGIN and END, but it must be
in three's.

/I Try GL_LINES or GL_QUADS. Lines are done in 2's and Quads done in
4's.

SwapBuffers(f_Hdc);
N105 J8) 55 o § 40 (595 S Do3a0) pf 55 el (P13 B g5 b 51 eslinal
end;

I, OnPaint slas,; A dal g r.;.w; e)\e}:dﬂbﬁjabu\iﬁéoﬁde’ ﬁ."&d"“‘b""‘g‘i‘ &l
1S Wl a4 b
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procedure TForm1.FormPaint(Sender: TObject);
begin
wglMakeCurrent(f_Hdc,hrc); //activate the RC
DrawGLScene;// Draw the scene.
end;

OnResize slus; 4 WS i o8 G b 5l gl 65100 ;0 4 Llg o 4l L PR
o~ D oD s 5 S eolbl o Ly (o aebppp Ol e iy b

feols 5

| &

-
0)
// ' Unless you are making a game like Descent(TM), the up vector can stay
the same.
oS g3, 1y s S o 5 @l g5ien (S o2 o (o0 I (2 0l 40 Lo Lyl s
glBegin (GL_TRIANGLES);
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procedure TForm1.FormResize(Sender: TObject);
begin
if (height=0) then

I 3 g 55 gom K 55 g0 03ltius] (g Gl 02 45 jho p amio g )| 0AS s 51 x50
height:=1;

/1 rﬁw@gglédslmyl)%;éuﬁjbdbgﬁ‘)a

glViewport(0,0,width,height);
// The glViewport takes (x, y, width, height)
// This basically means, what our our drawing boundries

glMatrixMode(GL_PROJECTION); // Select The Projection Matrix
glLoadldentity(); // Reset The Projection Matrix

/l The parameters are:
/I (view angle, aspect ration of the width to the height,
/I The closest distance to the camera before it clips,
I FOV // Ratio // The farthest distance before it stops drawing)
gluPerspective(45.0,width/height, 1 ,150.0);

/I * Note * - The farthest distance should be at least 1 if you don't want
some

// funny artifacts when dealing with lighting and distance polygons. This
is a special

// thing that not many people know about. If it's less than 1 it creates
little flashes

// on far away polygons when lighting is enabled.

giMatrixMode(GL_MODELVIEW); /I Select The Modelview Matrix
glLoadldentity(); // Reset The Modelview Matrix

end;
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/] glBegin (GL_TRIANGLES);

/l glVertex3f(0, 1, 0); /I Top point

1l glVertex3f(-1, 0, 0); /I Bottom right point
1l glVertex3f(1, 0, 0); // Bottom left point

1

/l glVertex3f(0, 1, 1); /I Top point

/l glVertex3f(-1, 0, 1); /| Bottom right point
/1 glVertex3f(1, 0, 1); // Bottom left point

/l glEnd();
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A Day Without Learning Is A Lost Day
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