How to compile OpenGL programs on Visual Studio?

Environment

Visual Studio 2010
Windows 7

Install glut

This part is mainly based on the website. http://stackoverflow.com/questions/3871130/opengl-config-in-
visual-studio-2010

1.

Download glut
Please download glut-3.7.6.-bin.zip http://user.xmission.com/~nate/glut.html

Copy glut32.dll to C:\Windows\SysWOW64

Copy glut32.lib in C:/Program Files(x86)/Microsoft Visual Studio 10.0/VC/lib

(The directory depends on the version of VS in your computer. 10.0 may be replaced by 9.0 or 12.0)
Create a folder C:/Program Files(x86)/Microsoft Visual Studio 10.0/VC/include/GL, and copy glut.h there
Create a new project in VS, and add .c and .h files. (Please don’t add ._ files in the project, such
as ._trackball.c .)
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Choose Configuration Properties->Linker->Input, and open Additional Dependencies.
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Enter “glut32.lib” then click OK.
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Compile Program

Now we start compiling the supporting code of the first project, but we may meet some errors to compile
it on Windows.

Output
Show output from: | '|| _?j | w"J —1-'| :_\ .i‘
15— Euild started: Froject: OZprimitiwe, Configuration: Debug Win32 -—————-

17Build started 2/20/2015 3:10:27 FM.

12InitializeBuildStatus:

1> Creating "Debugh0Zprimitive. unsuccessfulbuild” becauze "AlwaysCreate” was specified

1:C1Compile:

1> trackball c

1c:\program files (x86)'microseft wisual studic 10.0%wechincludehstdlib. hi353): errer C2381: " exit’ | redefinition; _ declspecinoretwn) differs
1x cihprogram files (x88)'microszoft wizual studio 10 0%wchinclude'gliglut hil48) : zee declaration of ' aexit’

1% MyCoolMadel. o

1rc:\program files (x8B8)'microsoft wisnal studic 10 0%welincludetstdlib hi353): erver C2381: “exit’ : redefinition; _ declspecinoretwrn) differs
1x cihprogram files (x8B8)'imicrosoft wizual studio 10 0%wchinelude'gliglut hildB) : zee declarationm of ' exit’

1> Generating Code. ..

1>

15Bnild FATLED.

1>

15Time Elapsed 00:00:00.77

========== Fuild: 0 succeeded, 1 failed, 0 up—to-date, 0 skipped ==========

Let’s find a solution. Here it is. http://stackoverflow.com/questions/14402/glut-exit-redefinition-error



http://stackoverflow.com/questions/14402/glut-exit-redefinition-error

Then, we place stdio.h and stdlib.h line above glut.h line in MyCoolModel.c and trackball.c.

Let’s try to compile it again.
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Now we succeed!



