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#include <vcl.h>
#include <gl/gl.h>
#include <gl/glu. h>
# pragma hdrstop
HDC hdc;

HGLRC hglrc;

HWND hWnd;

RECT oldrect;

void mydraw(};
void draw-object( void) ;
void initlights{ void) ;

# include "Draw. h”
# pragma package(smart-init)
$# pragma resource ” % . dfm”

TForml +* Forml;

/=== T T s s
--fastcall TForm1: : TForm1( TComponent ¥ Owner)

: TRonm(Owner)

f

}

void --fastcall TForml ; : FormCreate( TObject * Sender)
i
int iPixelFormat;
hde = GetDC(Handle) ;
PIXELFORMATDESCRIPTOR pfd = |
sizeof (PIXELFORMATDESCRIPTOR), // size of
this pfd »
1, // version number
PFD-DRAW-TO-WINDOW | // support window
PFD-SUPPORT-OPENGL ! // support OpenGL
PFD-DOUBLEBUFFER, // double buffered
PFD-TYPE-RGBA, // RGBA type
24, // 24 - bit color depth
0, 0,0, 0,0, 0, // color bits ignored
0, // no alpha buffer

0, // shift bit ignored

0, // no accomulation buffer

0, 0, 0, 0, // accum bits ignored

32, // 32— bit z - buffer

0, // no stencil buffer

0, // no auxiliary buffer

PFD-MAIN-PLANE, // main layer

0, // reserved

0, 0, 0 // layer masks ignored

bs
iPixelFormat = ChoosePixelFormat{ hde, &pfd);
SetPixelFormat( hde, iPixelFormat, &pfd);
hglre = wglCreateContext {hde);
wglMakeCurrent( hdc, hglre) ;

RECT oldrect;
oldrect = GetClientRect();

glMatrixMode( GL-PROJECTION) ;
glLoadldentity() ;
glOrtho { ~ oldrect. right/150. , oldrect. right/150. , -
oldrect. bottom/15¢ .,
oldrect. bottom/150., ~ 1000, 1000);
gMatrixMode( GL-MODELVIEW ) ;
glLoadIdentity{);

M- A g T~
void --fastcall TForml s : FormResize{ TObject * Sender)
{

RECT rect;

rect = GetClientRect() ;

glViewport(0, 0, rect.right, rect. bottom);

if( (oldrect. right > rect. right) | | (oldrect. bottom >
rect. bottom) )

FormPaint( Sender} ;

oldrect. right = rect. right;

oldrect. bottom = rect. bottom;
t
L Tt il
void --fastcall TForml: ; FormDestroy( TObject * Sender)
i
hglre = wglGetCurrentContext( ) ;
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hdc = wglGetCurrentDC() ;

wglMakeCurrent (NULL, NULL) ;
if(hglrc)

wglDeleteContext (hglrc) ;
if(hdc)

ReleaseDC(hWnd, hdc) ;
PostQuitMessage(0) ;
b

void --fastcall TForml: : FormPaint{ TObject * Sender)
|

PAINTSTRUCT ps;

hdc = BeginPaint{ hWnd, &ps) ;

mydraw() ;

EndPaint(hWnd, &ps);

void mydraw()
!
initlights() ;
glClear ( GL-COLOR-BUFFER-BIT | GL-DEPTH-
BUFFER-BIT);
glLcadldentity();
glPushMatrix() ; .
glRotatef(50.0,0.0,1.0,0.0);
glRotatef( -5.0,1.0,0.0,0.0);
draw-object() ;
glPopMatrix() ;
giFlush() ;
SwapBuffers( wglGetCurrentDC()) ;

void initlights(void)
|
GLfloat light-ambient{ ] = {0.3,0.3,0.2};
GLfloat light-diffuse[ ] = 11.0,1.0,1.0};
GLAloat light-position( ] = { -2.0, -2.0, -2.0,
1.0};
glLightfv(GL-LIGHTO0, GL-AMBIENT, light-am-
bient) ;
glLightfv ( GL-LIGHT0, GL-DIFFUSE, light-dif-

fuse) ;
glLightfv( GL-LIGHTO, GL-POSITION, light-po-

sition) ;

glLightModeli ( GL-LIGHT-MODEL-TWO-SIDE, GL-
TRUE);

glEnable( GL-LIGHTING) ;

glEnable{ GL-LIGHTO0) ;

glDepthFunc(GL-LESS) ;

glEnable( GL-DEPTH-TEST ) ;

glColorMaterial ( GL-FRONT-AND-BACK, GL-DIF-
FUSE);

glEnable( GL-COLOR-MATERIAL);

void draw-object(void)
|
static GLfloat p1[ 1= {2.165,0.0,1.25}, p2[]1=1{ -
2.165,0.0,1.25},
p3[1=10.0,0.0, - 2.5}, p0[]1=10.0,2.5,0.0};
static GLfloat ¢1{ 1= 10.0,1.0,0.0}, 2[]1={1.0,
0.0,0.0},
c3[]1={0.0,0.0,1.0}, c0[]=11.0,1.0,0.0};
glBegin{ GL-TRIANGLES) ;
glColor3fv (c1); glVertex3fv (pl); glColor3fv (c2);
glVertex3fv(p2) ; glColor3fv{c3) ; gl Vertex3fv(p3) ;
glColor3fv (c0); glVertex3fv (p0); glColor3fv (cl);
glVertex3fv(pl ) ; glColor3fv(c2) ; gl Vertex3fv(p2) ;
glColor3fv (0 ); glVertex3fv {p0); glColor3fv (c2);
glVertex3fv(p2) ; glColor3fv(c3) ; gl Vertex3iv(p3) ;
2lColor3fv (c0); glVertex3fv (p0); glColor3fv (¢3);
glVertex3fv{p3) ; glColor3fv(cl) ; glVertex3fv(pl) ;
glEnd();
!
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