
Subject: Re: [Proposal] Adding a GLLock struct to GLCtrl
Posted by Xemuth on Thu, 10 Sep 2020 14:52:00 GMT
View Forum Message <> Reply to Message

Hello Klugier ! 

I then propose this integration : 

struct GLLock{
	private:
		GLCtrl& ctrl;
		bool swap;
	public:
		GLLock(GLCtrl& glCtrl, bool swapBuffer = false);
		~GLLock();
};

class GLCtrl : public Ctrl {
	typedef GLCtrl CLASSNAME;
	friend class GLLock;
//*************************
//}

with for Win32GLCtrl.cpp :
GLLock::GLLock(GLCtrl& glCtrl, bool swapBuffer) : ctrl(glCtrl), swap(swapBuffer)
{
	HWND hwnd = ctrl.pane.GetHWND();
	HDC hDC = GetDC(hwnd);
	wglMakeCurrent(hDC, s_openGLContext);
}

GLLock::~GLLock()
{
	if(swap){
		HWND hwnd = ctrl.pane.GetHWND();
		HDC hDC = GetDC(hwnd);
		SwapBuffers(hDC);
	}else{
		glFlush();
	}
	wglMakeCurrent(NULL, NULL);
}

and for XGLCtrl.cpp :
GLLock::GLLock(GLCtrl& glCtrl, bool swapBuffer) : ctrl(glCtrl), swap(swapBuffer)

Page 1 of 2 ---- Generated from U++ Forum

https://www.ultimatepp.org/forums/index.php?t=usrinfo&id=34388
https://www.ultimatepp.org/forums/index.php?t=rview&th=11137&goto=54775#msg_54775
https://www.ultimatepp.org/forums/index.php?t=post&reply_to=54775
https://www.ultimatepp.org/forums/index.php


{
	glXMakeCurrent(s_Display, ctrl.win, s_GLXContext);
}

GLLock::~GLLock()
{
	if(swap){
		glXSwapBuffers(s_Display, win);
	}else{
		glFlush();
	}
	glXMakeCurrent(s_Display, None, NULL);
}

Here is diff file : 

File Attachments
1) GLCtrl.h.patch, downloaded 190 times
2) Win32GLCtrl.cpp.patch, downloaded 193 times
3) XGLCtrl.cpp.patch, downloaded 204 times

Page 2 of 2 ---- Generated from U++ Forum

https://www.ultimatepp.org/forums/index.php?t=getfile&id=6189
https://www.ultimatepp.org/forums/index.php?t=getfile&id=6190
https://www.ultimatepp.org/forums/index.php?t=getfile&id=6191
https://www.ultimatepp.org/forums/index.php

