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Recent Templates [.NI:—I' Framework 4 - l Sort by: [Default - ] | Search Installed Tem 2O
Installed Templates

Type: Visual C++
Qt4 Projects
4 Visual C++
ATL
CLR
General
MEFC
Test Empty Project Visual C++
Win32
Other Languages
Other Project Types
Databasze
Test Projects

A project for creating a Win32 conscle

g Win32 Conscle Application  Visual C++
Ml application

MFC Application Visual C++

Win32 Project Visual C++

il &

ATL Project Visual C++

MFC DLL Visual C++
Online Templates Windows Forms Application  Visual C++

CLR Conscle Application Visual C++

CLR Empty Project Visual C++

LT
IElgl
&
B
==

MName: GettingStarted

Location: D\MyBook Codes\ Chapterl -

Solution name: GettingStarted Create directery for selution
|| Add to source control




Application Settings

Overview Application type: Add comman header files for:
Application Settings (7 Windows application
i@ Console application
@ DLL
(") Static library
Additional options:
Empty project

Precompiled header

< Previous Mext >

rlnclude Directories m Library Directories m
[HX](+)(s] EHX+])(2]

D:\Libraries\glew-1.9.0\include
D:\Libraries\freeglut-2.8.0\include

D:\Libraries\glew-1.9.0\lib\
D:\Libraries\freeglut-2.8.0\lib\x86\

-
< m | » < 1 |

Inherited values:

S(VCInstallDir)include
$(VClnstallDir)atimfc\include
S(WindowsSdkDir)include
S(FrameworkSDKDir)\include

Inherited values:

- S(VCInstallDir)lib
$(VCInstallDir)atimfc\lib
S(WindowsSdkDir)lib
S(FrameworkSDKDir)\lib

Inherit from parent or project defaults Inherit from parent or project defaults

[ ok || conca | | ok || cancel |




Getti - =
File Edit View Qt Project | Build Debug Team Data Tools Test Window Help
=il 5§ % AddClass.. -| \winzz -| | (v - S

. Class Wizard... Ctrl+Shift+ X
main.cpp X
Add New ftem... Ctrl+Shift+A i -8
(Global Scope) ew €m T* lusg GettingStarted Property Pages
S#include « i Add Bdsting ltem... Shift+Alt+A
#include < Exclude From Project Configuration: |Active(Debug) 'I Platform: [Actwe(WinZZ] '] [ Configuration Manager...
#include < .
1 Show Al Files 4 Commen Properties Additional Dependencies kernel32.lib;user32 lib;gdi32.lib;winspool.lib;comdig32.lik =
#pragma cc Rescan Solution Framework and References. Ignore All Default Libraries
4 Configuration Properties Ignore Specific Default Libraries
s Set as StartUp Project
using name Sl General Module Definition File
const int GettingStarted Properties.., Alt+F7 Debugging Add Module to Assembly
const int HEIGHT = 9501., VC++ Directories Embed Managed Resource File
; C_ICH Force Symbol References
Sivoid OnInit() { 4 L'”kﬁe’ ‘ Delay Loaded Dlls
glclearColor(1,8,0,8); enera Assembly Link Resource
cout<<"Initialization successfull"<<endl; |Input|
} Manifest File
Debugging
—lvoid OnShutdown() { System
cout<<"Shutdown successfull“<<endl; Optimizati
ptimization
} Embedded IDL
Slvoid OnResize(int nw, int nh) { Advanced
Command Line
} > Manifest Tool
» XML Document Generator
Zlvoid OnRender() { > Browse Information
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT); . Build Events
) glutswapbuffers(); > Custom Build Step
Zlvoid main(int argc, char®** argv) { Additional Dependencies
glutInit(farge, argv); Specifies additional items to add te the link command line [i.e. kemel32.lib]
glutInitDisplayMode (6LUT_DEPTH | GLUT_DOUBLE | GLUT_RGBA) . o o
glutInitContextVersion (3, 3);
glutInitContextFlags (GLUT_CORE_PROFILE | GLUT_DEBUG); Anoly
elitTnitlantavibrafilalGl 1T FORWARN FOMPATTRIFY . APl
W% - 4 \




Tessellation Tessellation Geometry
control shader evaluation shader shader

Raster Fragment
operations shader

Framebuffer Rasterizer




(o Simple triangle -

0 1 2 3 4 MUM_¥=2 MUM_X¥-1 MUM_X

MUM X+H1 MU _X+2 NUM_X+3




ML

% | Ripple deformer - OpenGL 2

[

X+1

2 ML

[ 3

NUM_X-2 NUM_X-1

NUM_X




sub-division=1 sub-division=4

sub-division=6 sub-division=8



y = A.sin(2nft +O¢)

d(x,,z) = J x2+92 + 22
F(x,y,x) = A.sin(-nfd(x,y,z) +¢)



Chapter 2: 3D Viewing and Object Picking
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Chapter 3: Offscreen Rendering and Environment Mapping
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Chapter 4: Lights and Shadows
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Chapter 5: Mesh Model Formats and Particle Systems
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Chapter 6: GPU-based Alpha Blending and Global
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Chapter 7: GPU-based Volume Rendering Techniques
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Chapter 8: Skeletal and Physically-based Simulation on the
GPU
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