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Foreword 

   This is a how-to guide on rendering three-dimensional objects. The target 

operating system is Windows®, but these same principles and techniques could 

be used in other contexts. The primary implementation is based on OpenGL®, 

but alternate rendering systems are also presented. 

   There are several obstacles for the developer to overcome in order to use 

OpenGL® on the Windows® operating system. The Microsoft® C compiler 

will no longer build the examples originally provided by Silicon Graphics® 

without modifications. I have fixed scores of them. They can be downloaded 

from my web site. 

   Microsoft® supported–even promoted–OpenGL® before their own system, 

DirectX®, provided 3D rendering. Microsoft® currently tolerates the existence 

of OpenGL®, much like they tolerate the existence of Apple® computers and 

Linux®. They do nothing to facilitate support and have made more than enough 

changes to their C compiler to frustrate all but the most persistent developers. 

   The creators of OpenGL®, Silicon Graphics, Inc., filed for bankruptcy in 

2009. There is no longer an official OpenGL® SDK, but there is an extensive 

and fiercely loyal user and support community, so that OpenGL® will persist for 

a long time to come. The video graphics hardware developers are heavily 

invested in the survival of OpenGL®, as Microsoft® controls DirectX®. 

All of the examples contained in this book, 

(as well as a lot of free programs) are available at… 



http://www.dudleybenton.altervista.org/software/index.html 

 

    

 

  

 

  



 

  

 

 

 

 

 

 



 

  

 

  

 

 

 

 



 

  

 

 

 

 

 

 

 

 



 

 

 

 

 



 

 

 

 

 

 

  



 

 

 

 

 

 



 

 

 

 

 

 



 

 

 

 

 

 

 



 

 

 

 

 

  



 

 

 

  

 

 



 

 

 

 

 

   



 

 

 

 

 

 

 



 

 

 

 

 



 

 

 

 


