
Subject: Re: OpenGL example
Posted by mrjt on Wed, 14 Jul 2010 10:17:13 GMT
View Forum Message <> Reply to Message

1. GLCtrl is undocumented, it's not really a core component of Upp. But it doesn't do anything too
complicated, just creates a GL context bound to a native window (normally Upp ctrls aren't
attached to native windows)
2. GLCtrl::StdView() contains the viewport definition code. In the example this is called in GLPaint,
though you would normally override GLResize() and call it there.
3. Remove the line Ctrl::GlobalBackPaint() from the Main function in main.cpp. I don't know why
that line is there, it's clearly incorrect.
4. The version of OpenGL you use is just which extensions you use. The version of you GL libs is
defined somewhere in gl.h. I'd recommend using Glew if you want to use extensions, it makes it
much easier.

The GLCtrl is really just a starting point, if you want to do anything serious you will need to modify
it considerably. One thing that you will probably need is a public method to activate the drawing
context since in a GUI app things like opening a Prompt window can change the context. You will
also want your own viewport/perspective code and a whole lot of other stuff.
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