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OpenGL#s A

m % 3 B AOpenGL 4.6 (GLSL 4.6)

= ¥ H L F s AOpenGL 2.1 (GLSL1.2)

® Microsoft visual studio 2 # #OpenGL 1.1

" const GLubyte* glGetString(GLenum name);

ik @OpenGLE Ata £ 645 4., nameT ik &
e GL VENDOR: s %4 &

e GL RENDERER: # 4 F &

e GL VERSION: OpenGLis

o GL EXTENSIONS: # &4 &
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GLEW & = %

R EE Y S & E R PR
e bin/glew32.dll #| %SystemRoot%/system32
e lib/glew32.lib #| {VC Root}/Lib
e include/GL/glew.h #| {VC Root}/Include/GL
e include/GL/wglew.h #| {VC Root}/Include/GL

m A GL/glew.h#&, #GL/gl.h

#include <GL/glew.h>

#include <GL/glut.h>

<gl, glu, and glut functionality 1is
available here>

" 44 4 4t o Aglew32.lib
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m % 4| #0penGL4 4| %5 % /5 8 Aglewlnit()4n4 GLEW, %

% & @ GLEW _OK

#include <GL/glew.h>
#include <GL/glut.h>

glutinit(&argc, argv);
glutCreateWindow("'GLEW Test'™);

// Initialize GLEW library

GLenum err = glewlnit();

iIT (err 1= GLEW_OK)

{
printf(""GLEW initialize error!\n“);
exit(-1);
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m 2 7O0penGLis A 1 4.
// Show the version of OpenGL
int GLVersion[3];
glGetilntegerv(GL_MAJOR_VERSION, &GLVersion[0]);
glGetiIntegerv(GL_MINOR_VERSION, &GLVersion[l]);
GLVersion[2] = GLVersion[0]*10 + GLVersion[1l];
Printf(" The OpenGL version i1s %d.%d\n*, GLVersion[0O],
GLVersion[1]);

m &3 &, GLEW {extension name}

1T (GLEW_ARB_vertex_program)
{

// 1t i1s safe to use the ARB vertex program extension here.
glGenProgramsARB(...);

+
m #-5OpenGLis A, GLEW VERSION {version}
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