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o I HTR A OpenGL 3.2 (GLSL 1.5)
o At TR AOpenGL 2.1 (GLSL 1.2)
e Microsoft VSR # #OpenGL 1.1

const GLubyte* glGetString(GLenum name);

£ 1= OpenGL % IA8 % 4915 &. name™T vl &

®* GL_VENDOR: J &1z &

®* GL_ RENDERER: ##4-F4

®* GL_ VERSION: OpenGL#i A

® GL_EXTENSIONS: ¥ &1z & /
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glCommandEXT()#=GL_DEFINITION_EXT

o ARBY & :#iTOpenGL ARB#)Ht
glCommandARB()#/GL_DEFINITION_ARB

o /2 ARBY B A T fie A A OpenGLAF /&
GL_ARB_fragment _shader
GL_ARB_vertex shader
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o glview™] i 5k & & OpenGL E IR AF= T
XEFHY R, BArmA3.15

http.//www.realtech-vr.com/glview/index.html

e OpenGL Extension Wrangler Library
(GLEW)>2 It 2 6935 -F & OpenGLY o im
HE, HATRA1.5.1(7#F0penGL3.0)

http://glew.sourceforge.net/
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o :}6%144‘%/?}1144‘?\%0 Z|78 M B R
bin/glew32.dll 2| %SystemRoot%/system32
lib/glew32.lib 2] {VC Root}/Lib
include/GL/glew.h %] {VC Root}/Include/GL
include/GL/wglew.h %] {VC Root}/Include/GL

o FGL/glew.nX%&GL/gl.h

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

<gl, glu, and glut functionality is available here> /
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GLEW#y 1 ]

o 142 0penGL% %)% 3% /5 1 Fl glewlnit() #7144
GLEW, # & 3i& = GLEW_ OK

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

glutinit(&argc, argv);

glutCreateWindow("GLEW Test");

GLenum err = glewlnit();

if (GLEW_OK != err)

{
/* Problem: glewlnit failed, something is seriously wrong. */
fprintf(stderr, "Error: %s\n", glewGetErrorString(err));

}
wrintf(stdout, "Status: Using GLEW %s\n", glewGetString(GLEW_VERSION));
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o #&0OpenGL#FR A, GLEW_VERSION_{version}

if (GLEW_VERSION_1_3)

{
/* Yay! OpenGL 1.3 is supported! */

}
® 7}:/? Zér_‘?}}’ %, GLEW _{extension_name}

if (GLEW_ARB _vertex_program)
{

[* It is safe to use the ARB_vertex_program extension here.
*/

glGenProgramsARB(...);

} %
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