User’s Guide to the SEFacet API

1.1.1 Introduction

For translation and other purposes, it is useful to be able to get facet data from a part or weldment file using a light-weight reader tool.  Each Solid Edge Part and Weldment file contains facet information that describes the part’s geometry.  This information is now accessible through an ATL-generated DLL that can be linked into Visual Basic or C/C++ programs.  This document describes the API provided by the DLL and sample Visual Basic code.

1.1.2 Section 1:  API Definition

The following facet properties are available:

· Number of bodies in the part or weldment document

 Number of faces in a given body.

 Number of strips in a given body and face.

· Number of vertices in a given body, face, and strip.

· Vertex information, in either array form, or vertex-by-vertex

The following functions provide access to this information:

1. Open

2. Close

3. get_BodyCount

4. get_BodyFaceCount

5. get_BodyFaceStripCount

6. get_BodyFaceStripVertCount

7. GetBodyFaceStrip

8. GetBodyFaceStripVertex

CFacetReader::Open

C++ Syntax

HRESULT Open(BSTR *Filename)

Visual Basic Syntax

String Filename = “somename.par”

Open(Filename)

Purpose

Opens the specified part or weldment file and ensures that it contains facet information. It can read either a *.par or a *.pwd file.

Return

S_OK
Success.

E_INVALIDARG
Filename is NULL.

E_FAIL
General Failure.


1.1.2.1 CFacetReader::Close

C++ Syntax

HRESULT Close()

Visual Basic Syntax

Call Close


Purpose

Closes the part or weldment file.

Return

S_OK


Success.

E_FAIL

User did not first open a part document.

1.1.2.2 CFacetReader::get_BodyCount

C++ Syntax

HRESULT get_BodyCount(long *pVal)

Visual Basic Syntax

Long BodyNum = BodyCount

Purpose

Returns the number of bodies in the part or weldment document.

Parameters

pVal


Placeholder for the return value of the function.

Return

S_OK


Success.

E_POINTER

pVal is NULL or otherwise corrupt.

E_FAIL

User did not first open a part document.


1.1.2.3 CFacetReader:: get_BodyFaceCount

C++ Syntax

HRESULT get_BodyFaceCount(long nBody, long *pVal)

Visual Basic Syntax

Dim BodyID as Long

Long FaceCount = BodyFaceCount(BodyID)

Purpose

Returns the number of faces in the body with index nBody.

Parameters

BodyID

Index of the body where the face can be found

PVal


Placeholder for the return value of the function.

Return

S_OK


Success.

E_POINTER

pVal is NULL or otherwise corrupt.

E_INVALIDARG
nBody is not a valid body ID.

E_FAIL

User did not first open a part document.

1.1.2.4 CFacetReader:: get_BodyFaceStripCount

C++ Syntax

HRESULT get_BodyFaceStripCount(long nBody, long nFace, long *pVal)

Visual Basic Syntax

Dim BodyID as Long

Dim FaceID as Long

Long StripCount = BodyFaceStripCount(BodyID, FaceID)

Purpose

Returns the number of strips in the face with index nFace, in the body with index nBody.

Parameters

BodyID

Index of the body where the strip can be found

FaceID


Index of the face where the strip can be found

PVal


Placeholder for the return value of the function.

Return

S_OK


Success.

E_POINTER

pVal is NULL or otherwise corrupt.

E_INVALIDARG
nBody is not a valid body ID, or nFace is not a valid face ID.

E_FAIL

User did not first open a part document.

1.1.2.5 CFacetReader:: get_BodyFaceStripVertCount

C++ Syntax

HRESULT get_BodyFaceStripVertCount(long nBody, long nFace, long nStrip, long *pVal)

Visual Basic Syntax

Dim BodyID as Long

Dim FaceID as Long

Dim StripID as Long

Long VertCount = BodyFaceStripVertCount (BodyID, FaceID, StripID)

Purpose

Returns the number of vertices in the strip with index nStrip, in the face with index nFace, in the body with index nBody.

Parameters

BodyID

Index of the body where the strip can be found

FaceID


Index of the face where the strip can be found

StripID

Index of the strip which the user wants a vertex count from

PVal


Placeholder for the return value of the function.

Return

S_OK


Success.

E_POINTER

pVal is NULL or otherwise corrupt.

E_INVALIDARG
nBody is not a valid body ID, nFace is not a valid face ID,

or nStrip is not a valid strip ID.

E_FAIL

User did not first open a part document.

1.1.2.6 CFacetReader:: GetBodyFaceStrip

C++ Syntax

HRESULT GetBodyFaceStrip(long nBody, long nFace, long nStrip, long *nVerts, SAFEARRAY **ppVerts, VARIANT *ppNorms, VARIANT *ppParams)

Visual Basic Syntax

Not Recommended. Use GetBodyFaceStripVertex instead.

Purpose

Returns the number of vertices in the strip, as well as arrays containing the vertex locations, normals, and texture (uv) coordinates.

Parameters

BodyID

Index of the body where the strip can be found

FaceID


Index of the face containing the strip the user wants vertex

information from

StripID

Index of the strip the user wants vertex information from

nVerts


Number of verts returned for this strip.

ppVerts

Array containing vertex locations. The array has 3 x nVerts

elements, in x, y, z, x, y, z order.

ppNorms

Array containing vertex normals. The array has 3 x nVerts

elements, in x, y, z, x, y, z order.

ppParams

Array containing vertex uv coordinates. The array has

2 x nVerts elements, in u, v, u, v order.

Return

S_OK


Success.

E_INVALIDARG
nBody is not a valid body ID, nFace is not a valid face

ID, nStrip is not a valid strip ID, or ppNorms or ppParams

point to invalid Variant arrays.

E_FAIL

User did not first open a part document.

1.1.2.7 CFacetReader:: GetBodyFaceStripVertex

C++ Syntax

HRESULT GetBodyFaceStripVertex(long nBody, long nFace, long nStrip, long nVert, double *dVertX, double *dVertY, double *dVertZ, double *dNormX, double *dNormY, double *dNormZ, double *dTexU, double *dTexV)

Visual Basic Syntax

Dim BodyID as Long

Dim FaceID as Long

Dim StripID as Long

Dim VertID as Long

Dim VertX as Double

Dim VertY as Double

Dim VertZ as Double

Dim NormX as Double

Dim NormY as Double

Dim NormZ as Double

Dim TexU as Double

Dim TexV as Double

Call GetBodyFaceStripVertex (BodyID, FaceID, StripID, VertID, VertX, VertY, VertZ, NormX, NormY, NormZ, TexU, TexV)

Purpose

Returns the location, normal, and texture coordinate of the desired vertex. If the pointers to the normal return values are NULL, SEFacet will assume you don’t want normal information. If the pointers to the texture coordinate return values are NULL, SEFacet will assume you don’t want texture information.

Parameters

BodyID

Index of the body where the strip can be found

FaceID


Index of the face containing the strip the user wants vertex

information from

StripID

Index of the strip containing the desired vertex

VertID


Index of the desired vertex.

VertX


X coordinate of the vertex’s location.

VertY


Y coordinate of the vertex’s location.

VertZ


Z coordinate of the vertex’s location.

NormX

X coordinate of the vertex’s normal.

NormY

Y coordinate of the vertex’s normal.

NormZ


Z coordinate of the vertex’s normal.

TexU


U coordinate of the vertex’s texture coordinate.

TexV


V coordinate of the vertex’s texture coordinate.

Return

S_OK


Success.

E_POINTER

One or more of the required return pointers (dVertX, dVertY, or

dVertZ) is NULL or otherwise corrupt.

E_INVALIDARG
nBody is not a valid body ID, nFace is not a valid face ID, nStrip is

not a valid strip ID, or nVert is not a valid vertex ID. Also returned

if one or two of the normal return variables are null, or if one of the

two texture coordinate return variables is NULL.

E_FAIL

User did not first open a part document.

Section 2 : Visual Basic Example

SEFacet enables you to access facet information from Solid Edge part and weldment files.   To use SEFacet, first register the SEFacet.dll.  Follow these steps:

1. Copy SEFacet.dll to your system.

2. Register SEFacet.dll by running the following command in the command prompt (DOS window):

regsvr32 /s <drive>:/<directory name>/SEFacet.dll

To use the DLL in a Visual Basic environment, follow these steps:

1. Create a new project and add a form to it.  Label the form as Form1. 

2. Change the caption to “SEFacet Reader.” 

3. Add controls to the form as follows:
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1. A ListBox named List1

2. A Button named Command1, with caption “Read”

3. A FileListBox named AvailFiles

4. A DirListBox named Dir1

5. A DriveListBox named Drive1

·  Double-click the Command1 control (#2 in the image), and add the following code:

Private Sub Command1_Click()

Dim doc As Object

Dim Output As String

Dim filename As String

Dim currentDrive As String

Dim i As Long

Dim j As Long

Dim k As Long

Dim m As Long

Dim BodyCount As Long

Dim FaceCount As Long

Dim StripCount As Long

Dim VertCount As Long

Dim VertX As Double

Dim VertY As Double

Dim VertZ As Double

Dim NormX As Double

Dim NormY As Double

Dim NormZ As Double

Dim TexU As Double

Dim TexV As Double

Dim VertStr As String

Dim NormStr As String

Dim TexStr As String

Dim temp1 As String

Dim temp2 As String

Dim temp3 As String

' Get the current path for the selected file

currentDrive = Drive1.Drive + "\"

currentDrive = StrConv(currentDrive, vbUpperCase)

' If the Dir1.Path is anything but the root directory, append a backslash

' before appending the draft filename.

If (Dir1.Path <> currentDrive) Then

filename = Dir1.Path + "\" + AvailFiles.filename

Else

    filename = Dir1.Path + AvailFiles.filename

End If

' Set up error handling

On Error GoTo FileError

' Make sure we have a valid filename

If (AvailFiles.filename <> "") Then

    ' set up the object and open the draft file

    Set doc = CreateObject("SEFacet.FacetReader")

    Call doc.Open(filename)

    BodyCount = doc.BodyCount

    List1.AddItem (CStr(BodyCount) + " bodies in '" + filename + "'")

    For i = 1 To BodyCount

        FaceCount = doc.BodyFaceCount(i)

        Output = "    FaceCount(" + CStr(i) + ") = " + CStr(FaceCount)

            List1.AddItem (Output)

        For j = 1 To FaceCount

            StripCount = doc.BodyFaceStripCount(i, j)

            Output = "        StripCount(" + CStr(i) + ", " + CStr(j)

            Output = Output + ") = " + CStr(StripCount)

            List1.AddItem (Output)

            For k = 1 To StripCount

                VertCount = doc.BodyFaceStripVertCount(i, j, k)

                Output = "            VertCount(" + CStr(i) + ", "

                Output = Output + CStr(j) + ", " + CStr(k) + ") = "

                Output = Output + CStr(VertCount)

                List1.AddItem (Output)

                VertStr = "Verts(" + CStr(i) + ", " + CStr(j)

                VertStr = VertStr + ", " + CStr(k) + ") = "

                NormStr = "Norms(" + CStr(i) + ", " + CStr(j) + ", "

                NormStr = NormStr + CStr(k) + ") = "

                TexStr = "UVs(" + CStr(i) + ", " + CStr(j) + ", "

                TexStr = TexStr + CStr(k) + ") = "

                For m = 1 To VertCount

                    Call doc.GetBodyFaceStripVertex(i, j, k, m, VertX, VertY, VertZ, NormX, NormY, NormZ, TexU, TexV)

                    temp1 = FormatNumber(VertX, 3)

                    temp2 = FormatNumber(VertY, 3)

                    temp3 = FormatNumber(VertZ, 3)

                    VertStr = VertStr + "(" + temp1 + ", " + temp2

                    VertStr = VertStr + ", " + temp3 + ")"

                    temp1 = FormatNumber(NormX, 3)

                    temp2 = FormatNumber(NormY, 3)

                    temp3 = FormatNumber(NormZ, 3)

                    NormStr = NormStr + "(" + temp1 + ", " + temp2

                    NormStr = NormStr + ", " + temp3 + ")"

                    temp1 = FormatNumber(TexU, 3)

                    temp2 = FormatNumber(TexV, 3)

                    TexStr = TexStr + "(" + temp1 + ", " + temp2 + ")"

                    If m < VertCount Then

                        VertStr = VertStr + ", "

                        NormStr = NormStr + ", "

                        TexStr = TexStr + ", "

                    End If

                Next

                List1.AddItem (VertStr)

                List1.AddItem (NormStr)

                List1.AddItem (TexStr)

            Next

        Next

    Next

    List1.AddItem ("----------")

    Call doc.Close

End If

FileError:

    Exit Sub

End Sub
· Double-click the DirListBox control (#4 in the image), and add the following code:

Private Sub Dir1_Change()

    ‘ Make the directory change known to the FileListBox control (AvailFiles)

    AvailFiles.Path = Dir1.Path

    AvailFiles.Refresh

End Sub

· Double-click the DriveListBox control (#5 in the image), and add the following code:

Private Sub Drive1_Change()

    ‘ Make the drive change known to the DirListBox (Dir1).

    ‘ The DirListBox control will notify the FileListBox control 

    ‘ automatically.

    Dir1.Path = Drive1.Drive

    Dir1.Refresh

End Sub

· Run the program.  Use the Directory, Drive, and Filename controls to select the part or weldment file to read, then push the “Read” button to see the geometry information. 

Section 3:  MFC Example

The following ZIP file contains the necessary files to build the MFC example.  Note that this project was developed using Microsoft Visual C++ 6.0 (SP3)
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Although comments are included in the code, the general workflow is described below.

1. GLFacet is started

2. The program waits for the Open button to be pressed, or for the most recently used file to be selected.

3. After a part or weldment file is chosen, the function CGLFacetDoc::Open is called, which opens the part file through the SEFacet DLL. CGLFacetDoc::Open then uses SEFacet’s interface to read the part file’s facet information, and copies the vertex locations and normals into an OpenGL display list, which is a form that can easily be displayed in 3D.

4. The user can click and drag the mouse in the display window to rotate the part around, to view it from several angles.
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_1038749135/Glfacet.zip


GLFacet/GLFacet.cpp



    
    
    GLFacet/GLFacet.cpp
    
    


GLFacet/GLFacet.cpp// GLFacet.cpp : Defines the class behaviors for the application.
//

#include "stdafx.h"
#include "GLFacet.h"

#include "MainFrm.h"
#include "GLFacetDoc.h"
#include "GLFacetView.h"

#ifdef _DEBUG
#define new DEBUG_NEW
#undef THIS_FILE
static char THIS_FILE[] = __FILE__;
#endif

/////////////////////////////////////////////////////////////////////////////
// CGLFacetApp

BEGIN_MESSAGE_MAP(CGLFacetApp, CWinApp)
    //{{AFX_MSG_MAP(CGLFacetApp)
    ON_COMMAND(ID_APP_ABOUT, OnAppAbout)
        // NOTE - the ClassWizard will add and remove mapping macros here.
        //    DO NOT EDIT what you see in these blocks of generated code!
    //}}AFX_MSG_MAP
    // Standard file based document commands
    ON_COMMAND(ID_FILE_NEW, CWinApp::OnFileNew)
    ON_COMMAND(ID_FILE_OPEN, CWinApp::OnFileOpen)
    // Standard print setup command
    ON_COMMAND(ID_FILE_PRINT_SETUP, CWinApp::OnFilePrintSetup)
END_MESSAGE_MAP()

/////////////////////////////////////////////////////////////////////////////
// CGLFacetApp construction

CGLFacetApp::CGLFacetApp()
{
    // TODO: add construction code here,
    // Place all significant initialization in InitInstance
}

/////////////////////////////////////////////////////////////////////////////
// The one and only CGLFacetApp object

CGLFacetApp theApp;

/////////////////////////////////////////////////////////////////////////////
// CGLFacetApp initialization

BOOL CGLFacetApp::InitInstance()
{
    AfxEnableControlContainer();

    // Standard initialization
    // If you are not using these features and wish to reduce the size
    //  of your final executable, you should remove from the following
    //  the specific initialization routines you do not need.
    AfxOleInit();

#ifdef _AFXDLL
    Enable3dControls();         // Call this when using MFC in a shared DLL
#else
    Enable3dControlsStatic();   // Call this when linking to MFC statically
#endif

    // Change the registry key under which our settings are stored.
    // TODO: You should modify this string to be something appropriate
    // such as the name of your company or organization.
    SetRegistryKey(_T("Local AppWizard-Generated Applications"));

    LoadStdProfileSettings();  // Load standard INI file options (including MRU)

    // Register the application's document templates.  Document templates
    //  serve as the connection between documents, frame windows and views.

    CSingleDocTemplate* pDocTemplate;
    pDocTemplate = new CSingleDocTemplate(
        IDR_MAINFRAME,
        RUNTIME_CLASS(CGLFacetDoc),
        RUNTIME_CLASS(CMainFrame),       // main SDI frame window
        RUNTIME_CLASS(CGLFacetView));
    AddDocTemplate(pDocTemplate);

    // Parse command line for standard shell commands, DDE, file open
    CCommandLineInfo cmdInfo;
    ParseCommandLine(cmdInfo);

    // Dispatch commands specified on the command line
    if (!ProcessShellCommand(cmdInfo))
        return FALSE;

    // The one and only window has been initialized, so show and update it.
    m_pMainWnd->ShowWindow(SW_SHOW);
    m_pMainWnd->UpdateWindow();

    return TRUE;
}


/////////////////////////////////////////////////////////////////////////////
// CAboutDlg dialog used for App About

class CAboutDlg : public CDialog
{
public:
    CAboutDlg();

// Dialog Data
    //{{AFX_DATA(CAboutDlg)
    enum { IDD = IDD_ABOUTBOX };
    //}}AFX_DATA

    // ClassWizard generated virtual function overrides
    //{{AFX_VIRTUAL(CAboutDlg)
    protected:
    virtual void DoDataExchange(CDataExchange* pDX);    // DDX/DDV support
    //}}AFX_VIRTUAL

// Implementation
protected:
    //{{AFX_MSG(CAboutDlg)
        // No message handlers
    //}}AFX_MSG
    DECLARE_MESSAGE_MAP()
};

CAboutDlg::CAboutDlg() : CDialog(CAboutDlg::IDD)
{
    //{{AFX_DATA_INIT(CAboutDlg)
    //}}AFX_DATA_INIT
}

void CAboutDlg::DoDataExchange(CDataExchange* pDX)
{
    CDialog::DoDataExchange(pDX);
    //{{AFX_DATA_MAP(CAboutDlg)
    //}}AFX_DATA_MAP
}

BEGIN_MESSAGE_MAP(CAboutDlg, CDialog)
    //{{AFX_MSG_MAP(CAboutDlg)
        // No message handlers
    //}}AFX_MSG_MAP
END_MESSAGE_MAP()

// App command to run the dialog
void CGLFacetApp::OnAppAbout()
{
    CAboutDlg aboutDlg;
    aboutDlg.DoModal();
}

/////////////////////////////////////////////////////////////////////////////
// CGLFacetApp message handlers







GLFacet/GLFacet.dsp

# Microsoft Developer Studio Project File - Name="GLFacet" - Package Owner=<4>

# Microsoft Developer Studio Generated Build File, Format Version 6.00

# ** DO NOT EDIT **



# TARGTYPE "Win32 (x86) Application" 0x0101



CFG=GLFacet - Win32 Debug

!MESSAGE This is not a valid makefile. To build this project using NMAKE,

!MESSAGE use the Export Makefile command and run

!MESSAGE 

!MESSAGE NMAKE /f "GLFacet.mak".

!MESSAGE 

!MESSAGE You can specify a configuration when running NMAKE

!MESSAGE by defining the macro CFG on the command line. For example:

!MESSAGE 

!MESSAGE NMAKE /f "GLFacet.mak" CFG="GLFacet - Win32 Debug"

!MESSAGE 

!MESSAGE Possible choices for configuration are:

!MESSAGE 

!MESSAGE "GLFacet - Win32 Release" (based on "Win32 (x86) Application")

!MESSAGE "GLFacet - Win32 Debug" (based on "Win32 (x86) Application")

!MESSAGE 



# Begin Project

# PROP AllowPerConfigDependencies 0

# PROP Scc_ProjName ""

# PROP Scc_LocalPath ""

CPP=cl.exe

MTL=midl.exe

RSC=rc.exe



!IF  "$(CFG)" == "GLFacet - Win32 Release"



# PROP BASE Use_MFC 6

# PROP BASE Use_Debug_Libraries 0

# PROP BASE Output_Dir "Release"

# PROP BASE Intermediate_Dir "Release"

# PROP BASE Target_Dir ""

# PROP Use_MFC 6

# PROP Use_Debug_Libraries 0

# PROP Output_Dir "Release"

# PROP Intermediate_Dir "Release"

# PROP Ignore_Export_Lib 0

# PROP Target_Dir ""

# ADD BASE CPP /nologo /MD /W3 /GX /O2 /D "WIN32" /D "NDEBUG" /D "_WINDOWS" /D "_AFXDLL" /Yu"stdafx.h" /FD /c

# ADD CPP /nologo /MD /W3 /GX /O2 /D "WIN32" /D "NDEBUG" /D "_WINDOWS" /D "_AFXDLL" /D "_MBCS" /Yu"stdafx.h" /FD /c

# ADD BASE MTL /nologo /D "NDEBUG" /mktyplib203 /win32

# ADD MTL /nologo /D "NDEBUG" /mktyplib203 /win32

# ADD BASE RSC /l 0x409 /d "NDEBUG" /d "_AFXDLL"

# ADD RSC /l 0x409 /d "NDEBUG" /d "_AFXDLL"

BSC32=bscmake.exe

# ADD BASE BSC32 /nologo

# ADD BSC32 /nologo

LINK32=link.exe

# ADD BASE LINK32 /nologo /subsystem:windows /machine:I386

# ADD LINK32 opengl32.lib glu32.lib glaux.lib /nologo /subsystem:windows /machine:I386



!ELSEIF  "$(CFG)" == "GLFacet - Win32 Debug"



# PROP BASE Use_MFC 6

# PROP BASE Use_Debug_Libraries 1

# PROP BASE Output_Dir "Debug"

# PROP BASE Intermediate_Dir "Debug"

# PROP BASE Target_Dir ""

# PROP Use_MFC 6

# PROP Use_Debug_Libraries 1

# PROP Output_Dir "Debug"

# PROP Intermediate_Dir "Debug"

# PROP Ignore_Export_Lib 0

# PROP Target_Dir ""

# ADD BASE CPP /nologo /MDd /W3 /Gm /GX /ZI /Od /D "WIN32" /D "_DEBUG" /D "_WINDOWS" /D "_AFXDLL" /Yu"stdafx.h" /FD /GZ /c

# ADD CPP /nologo /MDd /W3 /Gm /GX /ZI /Od /D "WIN32" /D "_DEBUG" /D "_WINDOWS" /D "_AFXDLL" /D "_MBCS" /Yu"stdafx.h" /FD /GZ /c

# ADD BASE MTL /nologo /D "_DEBUG" /mktyplib203 /win32

# ADD MTL /nologo /D "_DEBUG" /mktyplib203 /win32

# ADD BASE RSC /l 0x409 /d "_DEBUG" /d "_AFXDLL"

# ADD RSC /l 0x409 /d "_DEBUG" /d "_AFXDLL"

BSC32=bscmake.exe

# ADD BASE BSC32 /nologo

# ADD BSC32 /nologo

LINK32=link.exe

# ADD BASE LINK32 /nologo /subsystem:windows /debug /machine:I386 /pdbtype:sept

# ADD LINK32 opengl32.lib glu32.lib glaux.lib /nologo /subsystem:windows /debug /machine:I386 /pdbtype:sept



!ENDIF 



# Begin Target



# Name "GLFacet - Win32 Release"

# Name "GLFacet - Win32 Debug"

# Begin Group "Source Files"



# PROP Default_Filter "cpp;c;cxx;rc;def;r;odl;idl;hpj;bat"

# Begin Source File



SOURCE=.\GLFacet.cpp

# End Source File

# Begin Source File



SOURCE=.\GLFacet.rc

# End Source File

# Begin Source File



SOURCE=.\GLFacetDoc.cpp

# End Source File

# Begin Source File



SOURCE=.\GLFacetView.cpp

# End Source File

# Begin Source File



SOURCE=.\MainFrm.cpp

# End Source File

# Begin Source File



SOURCE=.\StdAfx.cpp

# ADD CPP /Yc"stdafx.h"

# End Source File

# End Group

# Begin Group "Header Files"



# PROP Default_Filter "h;hpp;hxx;hm;inl"

# Begin Source File



SOURCE=.\GLFacet.h

# End Source File

# Begin Source File



SOURCE=.\GLFacetDoc.h

# End Source File

# Begin Source File



SOURCE=.\GLFacetView.h

# End Source File

# Begin Source File



SOURCE=.\MainFrm.h

# End Source File

# Begin Source File



SOURCE=.\Resource.h

# End Source File

# Begin Source File



SOURCE=.\StdAfx.h

# End Source File

# End Group

# Begin Group "Resource Files"



# PROP Default_Filter "ico;cur;bmp;dlg;rc2;rct;bin;rgs;gif;jpg;jpeg;jpe"

# Begin Source File



SOURCE=.\res\GLFacet.ico

# End Source File

# Begin Source File



SOURCE=.\res\GLFacet.rc2

# End Source File

# Begin Source File



SOURCE=.\res\GLFacetDoc.ico

# End Source File

# Begin Source File



SOURCE=.\res\Toolbar.bmp

# End Source File

# End Group

# Begin Source File



SOURCE=.\ReadMe.txt

# End Source File

# End Target

# End Project








GLFacet/GLFacet.dsw

Microsoft Developer Studio Workspace File, Format Version 6.00

# WARNING: DO NOT EDIT OR DELETE THIS WORKSPACE FILE!



###############################################################################



Project: "GLFacet"=.\GLFacet.dsp - Package Owner=<4>



Package=<5>

{{{

}}}



Package=<4>

{{{

}}}



###############################################################################



Global:



Package=<5>

{{{

}}}



Package=<3>

{{{

}}}



###############################################################################










GLFacet/GLFacet.h

// GLFacet.h : main header file for the GLFACET application

//



#if !defined(AFX_GLFACET_H__39872600_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)

#define AFX_GLFACET_H__39872600_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_



#if _MSC_VER > 1000

#pragma once

#endif // _MSC_VER > 1000



#ifndef __AFXWIN_H__

	#error include 'stdafx.h' before including this file for PCH

#endif



#include "resource.h"       // main symbols



/////////////////////////////////////////////////////////////////////////////

// CGLFacetApp:

// See GLFacet.cpp for the implementation of this class

//



class CGLFacetApp : public CWinApp

{

public:

	CGLFacetApp();



// Overrides

	// ClassWizard generated virtual function overrides

	//{{AFX_VIRTUAL(CGLFacetApp)

	public:

	virtual BOOL InitInstance();

	//}}AFX_VIRTUAL



// Implementation

	//{{AFX_MSG(CGLFacetApp)

	afx_msg void OnAppAbout();

		// NOTE - the ClassWizard will add and remove member functions here.

		//    DO NOT EDIT what you see in these blocks of generated code !

	//}}AFX_MSG

	DECLARE_MESSAGE_MAP()

};





/////////////////////////////////////////////////////////////////////////////



//{{AFX_INSERT_LOCATION}}

// Microsoft Visual C++ will insert additional declarations immediately before the previous line.



#endif // !defined(AFX_GLFACET_H__39872600_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)








GLFacet/GLFacet.rc

//Microsoft Developer Studio generated resource script.

//

#include "resource.h"



#define APSTUDIO_READONLY_SYMBOLS

/////////////////////////////////////////////////////////////////////////////

//

// Generated from the TEXTINCLUDE 2 resource.

//

#include "afxres.h"



/////////////////////////////////////////////////////////////////////////////

#undef APSTUDIO_READONLY_SYMBOLS



/////////////////////////////////////////////////////////////////////////////

// English (U.S.) resources



#if !defined(AFX_RESOURCE_DLL) || defined(AFX_TARG_ENU)

#ifdef _WIN32

LANGUAGE LANG_ENGLISH, SUBLANG_ENGLISH_US

#pragma code_page(1252)

#endif //_WIN32



#ifdef APSTUDIO_INVOKED

/////////////////////////////////////////////////////////////////////////////

//

// TEXTINCLUDE

//



1 TEXTINCLUDE DISCARDABLE 

BEGIN

    "resource.h\0"

END



2 TEXTINCLUDE DISCARDABLE 

BEGIN

    "#include ""afxres.h""\r\n"

    "\0"

END



3 TEXTINCLUDE DISCARDABLE 

BEGIN

    "#define _AFX_NO_SPLITTER_RESOURCES\r\n"

    "#define _AFX_NO_OLE_RESOURCES\r\n"

    "#define _AFX_NO_TRACKER_RESOURCES\r\n"

    "#define _AFX_NO_PROPERTY_RESOURCES\r\n"

    "\r\n"

    "#if !defined(AFX_RESOURCE_DLL) || defined(AFX_TARG_ENU)\r\n"

    "#ifdef _WIN32\r\n"

    "LANGUAGE 9, 1\r\n"

    "#pragma code_page(1252)\r\n"

    "#endif //_WIN32\r\n"

    "#include ""res\\GLFacet.rc2""  // non-Microsoft Visual C++ edited resources\r\n"

    "#include ""afxres.rc""         // Standard components\r\n"

    "#include ""afxprint.rc""       // printing/print preview resources\r\n"

    "#endif\r\n"

    "\0"

END



#endif    // APSTUDIO_INVOKED





/////////////////////////////////////////////////////////////////////////////

//

// Icon

//



// Icon with lowest ID value placed first to ensure application icon

// remains consistent on all systems.

IDR_MAINFRAME           ICON    DISCARDABLE     "res\\GLFacet.ico"

IDR_GLFACETYPE          ICON    DISCARDABLE     "res\\GLFacetDoc.ico"



/////////////////////////////////////////////////////////////////////////////

//

// Bitmap

//



IDR_MAINFRAME           BITMAP  MOVEABLE PURE   "res\\Toolbar.bmp"



/////////////////////////////////////////////////////////////////////////////

//

// Toolbar

//



IDR_MAINFRAME TOOLBAR DISCARDABLE  16, 15

BEGIN

    BUTTON      ID_FILE_NEW

    BUTTON      ID_FILE_OPEN

    BUTTON      ID_FILE_SAVE

    SEPARATOR

    BUTTON      ID_EDIT_CUT

    BUTTON      ID_EDIT_COPY

    BUTTON      ID_EDIT_PASTE

    SEPARATOR

    BUTTON      ID_FILE_PRINT

    SEPARATOR

    BUTTON      ID_APP_ABOUT

END





/////////////////////////////////////////////////////////////////////////////

//

// Menu

//



IDR_MAINFRAME MENU PRELOAD DISCARDABLE 

BEGIN

    POPUP "&File"

    BEGIN

        MENUITEM "&New\tCtrl+N",                ID_FILE_NEW

        MENUITEM "&Open...\tCtrl+O",            ID_FILE_OPEN

        MENUITEM "&Save\tCtrl+S",               ID_FILE_SAVE

        MENUITEM "Save &As...",                 ID_FILE_SAVE_AS

        MENUITEM SEPARATOR

        MENUITEM "&Print...\tCtrl+P",           ID_FILE_PRINT

        MENUITEM "Print Pre&view",              ID_FILE_PRINT_PREVIEW

        MENUITEM "P&rint Setup...",             ID_FILE_PRINT_SETUP

        MENUITEM SEPARATOR

        MENUITEM "Recent File",                 ID_FILE_MRU_FILE1, GRAYED

        MENUITEM SEPARATOR

        MENUITEM "E&xit",                       ID_APP_EXIT

    END

    POPUP "&Edit"

    BEGIN

        MENUITEM "&Undo\tCtrl+Z",               ID_EDIT_UNDO

        MENUITEM SEPARATOR

        MENUITEM "Cu&t\tCtrl+X",                ID_EDIT_CUT

        MENUITEM "&Copy\tCtrl+C",               ID_EDIT_COPY

        MENUITEM "&Paste\tCtrl+V",              ID_EDIT_PASTE

    END

    POPUP "&View"

    BEGIN

        MENUITEM "&Toolbar",                    ID_VIEW_TOOLBAR

        MENUITEM "&Status Bar",                 ID_VIEW_STATUS_BAR

    END

    POPUP "&Help"

    BEGIN

        MENUITEM "&About GLFacet...",           ID_APP_ABOUT

    END

END





/////////////////////////////////////////////////////////////////////////////

//

// Accelerator

//



IDR_MAINFRAME ACCELERATORS PRELOAD MOVEABLE PURE 

BEGIN

    "N",            ID_FILE_NEW,            VIRTKEY, CONTROL

    "O",            ID_FILE_OPEN,           VIRTKEY, CONTROL

    "S",            ID_FILE_SAVE,           VIRTKEY, CONTROL

    "P",            ID_FILE_PRINT,          VIRTKEY, CONTROL

    "Z",            ID_EDIT_UNDO,           VIRTKEY, CONTROL

    "X",            ID_EDIT_CUT,            VIRTKEY, CONTROL

    "C",            ID_EDIT_COPY,           VIRTKEY, CONTROL

    "V",            ID_EDIT_PASTE,          VIRTKEY, CONTROL

    VK_BACK,        ID_EDIT_UNDO,           VIRTKEY, ALT

    VK_DELETE,      ID_EDIT_CUT,            VIRTKEY, SHIFT

    VK_INSERT,      ID_EDIT_COPY,           VIRTKEY, CONTROL

    VK_INSERT,      ID_EDIT_PASTE,          VIRTKEY, SHIFT

    VK_F6,          ID_NEXT_PANE,           VIRTKEY 

    VK_F6,          ID_PREV_PANE,           VIRTKEY, SHIFT

END





/////////////////////////////////////////////////////////////////////////////

//

// Dialog

//



IDD_ABOUTBOX DIALOG DISCARDABLE  0, 0, 235, 55

STYLE DS_MODALFRAME | WS_POPUP | WS_CAPTION | WS_SYSMENU

CAPTION "About GLFacet"

FONT 8, "MS Sans Serif"

BEGIN

    ICON            IDR_MAINFRAME,IDC_STATIC,11,17,20,20

    LTEXT           "GLFacet Version 1.0",IDC_STATIC,40,10,119,8,SS_NOPREFIX

    LTEXT           "Copyright (C) 2000",IDC_STATIC,40,25,119,8

    DEFPUSHBUTTON   "OK",IDOK,178,7,50,14,WS_GROUP

END





#ifndef _MAC

/////////////////////////////////////////////////////////////////////////////

//

// Version

//



VS_VERSION_INFO VERSIONINFO

 FILEVERSION 1,0,0,1

 PRODUCTVERSION 1,0,0,1

 FILEFLAGSMASK 0x3fL

#ifdef _DEBUG

 FILEFLAGS 0x1L

#else

 FILEFLAGS 0x0L

#endif

 FILEOS 0x4L

 FILETYPE 0x1L

 FILESUBTYPE 0x0L

BEGIN

    BLOCK "StringFileInfo"

    BEGIN

        BLOCK "040904B0"

        BEGIN

            VALUE "CompanyName", "\0"

            VALUE "FileDescription", "GLFacet MFC Application\0"

            VALUE "FileVersion", "1, 0, 0, 1\0"

            VALUE "InternalName", "GLFacet\0"

            VALUE "LegalCopyright", "Copyright (C) 2000\0"

            VALUE "LegalTrademarks", "\0"

            VALUE "OriginalFilename", "GLFacet.EXE\0"

            VALUE "ProductName", "GLFacet Application\0"

            VALUE "ProductVersion", "1, 0, 0, 1\0"

        END

    END

    BLOCK "VarFileInfo"

    BEGIN

        VALUE "Translation", 0x409, 1200

    END

END



#endif    // !_MAC





/////////////////////////////////////////////////////////////////////////////

//

// DESIGNINFO

//



#ifdef APSTUDIO_INVOKED

GUIDELINES DESIGNINFO DISCARDABLE 

BEGIN

    IDD_ABOUTBOX, DIALOG

    BEGIN

        LEFTMARGIN, 7

        RIGHTMARGIN, 228

        TOPMARGIN, 7

        BOTTOMMARGIN, 48

    END

END

#endif    // APSTUDIO_INVOKED





/////////////////////////////////////////////////////////////////////////////

//

// String Table

//



STRINGTABLE PRELOAD DISCARDABLE 

BEGIN

    IDR_MAINFRAME           "GLFacet\n\nGLFace\nPart files (*.par)\n.par\nGLFacet.Document\nGLFace Document"

END



STRINGTABLE PRELOAD DISCARDABLE 

BEGIN

    AFX_IDS_APP_TITLE       "GLFacet"

    AFX_IDS_IDLEMESSAGE     "Ready"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_INDICATOR_EXT        "EXT"

    ID_INDICATOR_CAPS       "CAP"

    ID_INDICATOR_NUM        "NUM"

    ID_INDICATOR_SCRL       "SCRL"

    ID_INDICATOR_OVR        "OVR"

    ID_INDICATOR_REC        "REC"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_FILE_NEW             "Create a new document\nNew"

    ID_FILE_OPEN            "Open an existing document\nOpen"

    ID_FILE_CLOSE           "Close the active document\nClose"

    ID_FILE_SAVE            "Save the active document\nSave"

    ID_FILE_SAVE_AS         "Save the active document with a new name\nSave As"

    ID_FILE_PAGE_SETUP      "Change the printing options\nPage Setup"

    ID_FILE_PRINT_SETUP     "Change the printer and printing options\nPrint Setup"

    ID_FILE_PRINT           "Print the active document\nPrint"

    ID_FILE_PRINT_PREVIEW   "Display full pages\nPrint Preview"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_APP_ABOUT            "Display program information, version number and copyright\nAbout"

    ID_APP_EXIT             "Quit the application; prompts to save documents\nExit"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_FILE_MRU_FILE1       "Open this document"

    ID_FILE_MRU_FILE2       "Open this document"

    ID_FILE_MRU_FILE3       "Open this document"

    ID_FILE_MRU_FILE4       "Open this document"

    ID_FILE_MRU_FILE5       "Open this document"

    ID_FILE_MRU_FILE6       "Open this document"

    ID_FILE_MRU_FILE7       "Open this document"

    ID_FILE_MRU_FILE8       "Open this document"

    ID_FILE_MRU_FILE9       "Open this document"

    ID_FILE_MRU_FILE10      "Open this document"

    ID_FILE_MRU_FILE11      "Open this document"

    ID_FILE_MRU_FILE12      "Open this document"

    ID_FILE_MRU_FILE13      "Open this document"

    ID_FILE_MRU_FILE14      "Open this document"

    ID_FILE_MRU_FILE15      "Open this document"

    ID_FILE_MRU_FILE16      "Open this document"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_NEXT_PANE            "Switch to the next window pane\nNext Pane"

    ID_PREV_PANE            "Switch back to the previous window pane\nPrevious Pane"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_WINDOW_SPLIT         "Split the active window into panes\nSplit"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_EDIT_CLEAR           "Erase the selection\nErase"

    ID_EDIT_CLEAR_ALL       "Erase everything\nErase All"

    ID_EDIT_COPY            "Copy the selection and put it on the Clipboard\nCopy"

    ID_EDIT_CUT             "Cut the selection and put it on the Clipboard\nCut"

    ID_EDIT_FIND            "Find the specified text\nFind"

    ID_EDIT_PASTE           "Insert Clipboard contents\nPaste"

    ID_EDIT_REPEAT          "Repeat the last action\nRepeat"

    ID_EDIT_REPLACE         "Replace specific text with different text\nReplace"

    ID_EDIT_SELECT_ALL      "Select the entire document\nSelect All"

    ID_EDIT_UNDO            "Undo the last action\nUndo"

    ID_EDIT_REDO            "Redo the previously undone action\nRedo"

END



STRINGTABLE DISCARDABLE 

BEGIN

    ID_VIEW_TOOLBAR         "Show or hide the toolbar\nToggle ToolBar"

    ID_VIEW_STATUS_BAR      "Show or hide the status bar\nToggle StatusBar"

END



STRINGTABLE DISCARDABLE 

BEGIN

    AFX_IDS_SCSIZE          "Change the window size"

    AFX_IDS_SCMOVE          "Change the window position"

    AFX_IDS_SCMINIMIZE      "Reduce the window to an icon"

    AFX_IDS_SCMAXIMIZE      "Enlarge the window to full size"

    AFX_IDS_SCNEXTWINDOW    "Switch to the next document window"

    AFX_IDS_SCPREVWINDOW    "Switch to the previous document window"

    AFX_IDS_SCCLOSE         "Close the active window and prompts to save the documents"

END



STRINGTABLE DISCARDABLE 

BEGIN

    AFX_IDS_SCRESTORE       "Restore the window to normal size"

    AFX_IDS_SCTASKLIST      "Activate Task List"

END



STRINGTABLE DISCARDABLE 

BEGIN

    AFX_IDS_PREVIEW_CLOSE   "Close print preview mode\nCancel Preview"

END



#endif    // English (U.S.) resources

/////////////////////////////////////////////////////////////////////////////







#ifndef APSTUDIO_INVOKED

/////////////////////////////////////////////////////////////////////////////

//

// Generated from the TEXTINCLUDE 3 resource.

//

#define _AFX_NO_SPLITTER_RESOURCES

#define _AFX_NO_OLE_RESOURCES

#define _AFX_NO_TRACKER_RESOURCES

#define _AFX_NO_PROPERTY_RESOURCES



#if !defined(AFX_RESOURCE_DLL) || defined(AFX_TARG_ENU)

#ifdef _WIN32

LANGUAGE 9, 1

#pragma code_page(1252)

#endif //_WIN32

#include "res\GLFacet.rc2"  // non-Microsoft Visual C++ edited resources

#include "afxres.rc"         // Standard components

#include "afxprint.rc"       // printing/print preview resources

#endif



/////////////////////////////////////////////////////////////////////////////

#endif    // not APSTUDIO_INVOKED










GLFacet/GLFacetDoc.cpp



    
    
    GLFacet/GLFacetDoc.cpp
    
    


GLFacet/GLFacetDoc.cpp// GLFacetDoc.cpp : implementation of the CGLFacetDoc class
//

#include "stdafx.h"
#include "GLFacet.h"
#include <math.h>

#include "GLFacetDoc.h"

#ifdef _DEBUG
#define new DEBUG_NEW
#undef THIS_FILE
static char THIS_FILE[] = __FILE__;
#endif

extern CGLFacetApp theApp;

/////////////////////////////////////////////////////////////////////////////
// CGLFacetDoc

IMPLEMENT_DYNCREATE(CGLFacetDoc, CDocument)

BEGIN_MESSAGE_MAP(CGLFacetDoc, CDocument)
    //{{AFX_MSG_MAP(CGLFacetDoc)
    ON_COMMAND(ID_FILE_OPEN, OnFileOpen)
    //}}AFX_MSG_MAP
END_MESSAGE_MAP()

/////////////////////////////////////////////////////////////////////////////
// CGLFacetDoc construction/destruction

CGLFacetDoc::CGLFacetDoc()
{
    // Initialize the object display
    m_transY=100;
    m_transX=100;
    m_angle2=15;
    m_angle1=15;
    
    m_xRotate = 0.0;
    m_yRotate = 0.0;

    m_dScale = 1.0;

    // Initialize the open file flag
    m_bFileOpen = FALSE;

    // Initialize data structures
    m_psaVerts = NULL;

    // Get a Facet Reader instance
    HRESULT hr = m_FacetReader.CreateInstance("SEFacet.FacetReader");
}

CGLFacetDoc::~CGLFacetDoc()
{
    // Close the file, and all data structures used to access it
    CloseFile();
}

BOOL CGLFacetDoc::OnNewDocument()
{
    if (!CDocument::OnNewDocument())
        return FALSE;

    glNewList(ArmPart, GL_COMPILE);
        glBegin(GL_POLYGON);
            glVertex2f(-10.0f,  10.0f);
            glVertex2f(-10.0f, -10.0f);
            glVertex2f(100.0f, -10.0f);
            glVertex2f(100.0f,  10.0f);
        glEnd();
    glEndList();

    GLfloat RedSurface[]    = { 1.0f, 0.0f, 0.0f, 1.0f};
    GLfloat GreenSurface[]  = { 0.0f, 1.0f, 0.0f, 1.0f};
    GLfloat BlueSurface[]   = { 0.0f, 0.0f, 1.0f, 1.0f};

    glNewList(CubePart, GL_COMPILE);
        glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, RedSurface);

        glBegin(GL_POLYGON);
            glNormal3d(  1.0,  0.0,  0.0);
            glVertex3d(  1.0,  1.0,  1.0);
            glVertex3d(  1.0, -1.0,  1.0);
            glVertex3d(  1.0, -1.0, -1.0);
            glVertex3d(  1.0,  1.0, -1.0);
        glEnd();

        glBegin(GL_POLYGON);
            glNormal3d( -1.0,  0.0,  0.0);
            glVertex3d( -1.0, -1.0,  1.0);
            glVertex3d( -1.0,  1.0,  1.0);
            glVertex3d( -1.0,  1.0, -1.0);
            glVertex3d( -1.0, -1.0, -1.0);
        glEnd();

        glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, GreenSurface);

        glBegin(GL_POLYGON);
            glNormal3d(  0.0,  1.0,  0.0);
            glVertex3d(  1.0,  1.0,  1.0);
            glVertex3d( -1.0,  1.0,  1.0);
            glVertex3d( -1.0,  1.0, -1.0);
            glVertex3d(  1.0,  1.0, -1.0);
        glEnd();                  

        glBegin(GL_POLYGON);
            glNormal3d(  0.0, -1.0,  0.0);
            glVertex3d( -1.0, -1.0,  1.0);
            glVertex3d(  1.0, -1.0,  1.0);
            glVertex3d(  1.0, -1.0, -1.0);
            glVertex3d( -1.0, -1.0, -1.0);
        glEnd();

        glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, BlueSurface);

        glBegin(GL_POLYGON);
            glNormal3d(  0.0,  0.0,  1.0);
            glVertex3d(  1.0,  1.0,  1.0);
            glVertex3d( -1.0,  1.0,  1.0);
            glVertex3d( -1.0, -1.0,  1.0);
            glVertex3d(  1.0, -1.0,  1.0);
        glEnd();

        glBegin(GL_POLYGON);
            glNormal3d(  0.0,  0.0, -1.0);
            glVertex3d( -1.0,  1.0, -1.0);
            glVertex3d(  1.0,  1.0, -1.0);
            glVertex3d(  1.0, -1.0, -1.0);
            glVertex3d( -1.0, -1.0, -1.0);
        glEnd();
    glEndList();

    return TRUE;
}



/////////////////////////////////////////////////////////////////////////////
// CGLFacetDoc serialization

void CGLFacetDoc::Serialize(CArchive& ar)
{
    if (ar.IsStoring())
    {
        // TODO: add storing code here
        // We aren't currently able to save anything
    }
    else
    {
        // Open the file
        CFile *fp = ar.GetFile();
        CString filename = fp->GetFilePath();
        Open(filename);
    }
}

/////////////////////////////////////////////////////////////////////////////
// CGLFacetDoc diagnostics

#ifdef _DEBUG
void CGLFacetDoc::AssertValid() const
{
    CDocument::AssertValid();
}

void CGLFacetDoc::Dump(CDumpContext& dc) const
{
    CDocument::Dump(dc);
}
#endif //_DEBUG

/////////////////////////////////////////////////////////////////////////////
// CGLFacetDoc commands

void CGLFacetDoc::RenderScene()
{
    GLfloat LightAmbient[]  = { 0.1f, 0.1f, 0.1f, 0.1f };
    GLfloat LightDiffuse[]  = { 0.7f, 0.7f, 0.7f, 0.7f };
    GLfloat LightSpecular[] = { 0.0f, 0.0f, 0.0f, 0.1f };
    GLfloat LightPosition[] = { 5.0f, 5.0f, 5.0f, 0.0f };

    glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

    glLightfv(GL_LIGHT0, GL_AMBIENT, LightAmbient);
    glLightfv(GL_LIGHT0, GL_DIFFUSE, LightDiffuse);
    glLightfv(GL_LIGHT0, GL_SPECULAR, LightSpecular);
    glLightfv(GL_LIGHT0, GL_POSITION, LightPosition);
    glEnable(GL_LIGHT0);

    glPushMatrix();    
        glTranslated(0.0, 0.0, -8.0);
        glRotated(m_xRotate, 1.0, 0.0, 0.0);
        glRotated(m_yRotate, 0.0, 1.0, 0.0);
        glScaled(m_dScale, m_dScale, m_dScale);

        glCallList(ImportedModel);
    glPopMatrix();
}

void CGLFacetDoc::OnFileOpen() 
{
    CString strPartFilter = "Part files (*.par)|*.par|Weldment files (*.pwd)|*.pwd|All files (*.*)|*.*||";

    CFileDialog dlg(TRUE, NULL, NULL, NULL, strPartFilter);
    if (dlg.DoModal() == IDCANCEL)
        return;

    CString strNewName = dlg.GetPathName();
    if (strNewName != "")
    {
        m_strFilename = strNewName;
//      Open(strNewName);
        theApp.OpenDocumentFile(strNewName);
    }

    int dummy;
    dummy = 5;
}

void CGLFacetDoc::Open(CString strFilename)
{
    if (m_FacetReader)
    {
        // Close the previous file
        CloseFile();

        // Set up the variants
        SAFEARRAY *psaNorms;
        SAFEARRAY *psaParams;

        // Create safe arrays to read out the data
        SAFEARRAYBOUND rgsabound[1];
        rgsabound[0].lLbound = 0;
        rgsabound[0].cElements = 3; // Could be any value; array will be grown when needed
        psaNorms = SafeArrayCreate(VT_ARRAY | VT_R8, 1, rgsabound);
        psaParams = SafeArrayCreate(VT_ARRAY | VT_R8, 1, rgsabound);

        // Initialize the variants
        VariantInit(&varNorms);
        varNorms.vt = VT_ARRAY | VT_R8;
        varNorms.pparray = &psaNorms;

        VariantInit(&varParams);
        varParams.vt = VT_ARRAY | VT_R8;
        varParams.pparray = &psaParams;

        CString strOutput;
        long nFaceCount = 0;
        long nStripCount = 0;

        // Use FacetReader to open the part file
        m_FacetReader->Open((LPCTSTR) strFilename);

        // Signal that a file is open
        m_bFileOpen = TRUE;

        // Get the body count
        long nBodyCount = 0;
        m_FacetReader->get_BodyCount(&nBodyCount);

        // Output the result to the user
        strOutput.Format("BodyCount = %ld\n", nBodyCount);
        OutputDebugString(strOutput);

        // Initialize the size-range variables
        m_dxMax = -REALLY_BIG;
        m_dyMax = -REALLY_BIG;
        m_dzMax = -REALLY_BIG;
        m_dxMin =  REALLY_BIG;
        m_dyMin =  REALLY_BIG;
        m_dzMin =  REALLY_BIG;

        GLfloat GraySurface[]   = { 0.8f, 0.8f, 0.8f, 1.0f};
        
        glNewList(ImportedModel, GL_COMPILE);
            glMaterialfv(GL_FRONT_AND_BACK, GL_AMBIENT, GraySurface);


        // Output each body's face count
        for (long i = 1; i <= nBodyCount; i++)
        {
            m_FacetReader->get_BodyFaceCount(i, &nFaceCount);

            strOutput.Format("BodyFaceCount(%ld) = %ld\n", i, nFaceCount);
            OutputDebugString(strOutput);

            // Output each face's strip count
            for (long j = 1; j <= nFaceCount; j++)
            {
                m_FacetReader->get_BodyFaceStripCount(i, j, &nStripCount);

                strOutput.Format("BodyFaceStripCount(%ld, %ld) = %ld\n", i, j, nStripCount);
                OutputDebugString(strOutput);

                for (long k = 1; k <= nStripCount; k++)
                {
                    long nVertCount = 0;
                    m_FacetReader->get_BodyFaceStripVertCount(i, j, k, &nVertCount);

                    strOutput.Format("BodyFaceStripVertCount(%ld, %ld, %ld) = %ld\n", i, j, k, nVertCount);
                    OutputDebugString(strOutput);

                    m_FacetReader->GetBodyFaceStrip(i, j, k, &nVertCount, &m_psaVerts, &varNorms, &varParams);

                    CString strVertsOut;
                    CString strNormsOut;
                    CString strParamsOut;

                    strVertsOut.Format("Verts(%ld, %ld, %ld) = ", i, j, k);
                    strNormsOut.Format("Norms(%ld, %ld, %ld) = ", i, j, k);
                    strParamsOut.Format("UVs(%ld, %ld, %ld) = ", i, j, k);

                    CString strNewNum;

                    glBegin(GL_TRIANGLE_STRIP);

                    for (long m = 0; m < nVertCount; m++)
                    {
                        double vert[3], norm[3], uparam, vparam;
                        long index;

                        for (int n = 0; n < 3; n++)
                        {
                            index = 3 * m + n;
                            if (FAILED(SafeArrayGetElement(m_psaVerts, &index, &(vert[n]))))
                                vert[n] = 0.0;
                            if (FAILED(SafeArrayGetElement(*(varNorms.pparray), &index, &(norm[n]))))
                                norm[n] = 0.0;
                        }
                        
                        index = 2 * m;
                        if (FAILED(SafeArrayGetElement(*(varParams.pparray), &index, &uparam)))
                            uparam = 0.0;
                        index++;
                        if (FAILED(SafeArrayGetElement(*(varParams.pparray), &index, &vparam)))
                            vparam = 0.0;

                        // Alternate method of getting vertex info
                        //m_FacetReader->GetBodyFaceStripVertex(i, j, k, m+1, &(vert[0]), &(vert[1]), &(vert[2]), &(norm[0]), &(norm[1]), &(norm[2]), &uparam, &vparam);

                        // Create this vertex
                        glNormal3dv(norm);
                        glVertex3dv(vert);

                        // Compute the size range of the object
                        if (vert[0] > m_dxMax) m_dxMax = vert[0];
                        if (vert[1] > m_dyMax) m_dyMax = vert[1];
                        if (vert[2] > m_dzMax) m_dzMax = vert[2];
                        if (vert[0] < m_dxMin) m_dxMin = vert[0];
                        if (vert[1] < m_dyMin) m_dyMin = vert[1];
                        if (vert[2] < m_dzMin) m_dzMin = vert[2];

                        strNewNum.Format("(%6.3f, %6.3f, %6.3f)", vert[0], vert[1], vert[2]);
                        strVertsOut += strNewNum;

                        strNewNum.Format("(%6.3f, %6.3f, %6.3f)", norm[0], norm[1], norm[2]);
                        strNormsOut += strNewNum;

                        strNewNum.Format("(%6.3f, %6.3f)", uparam, vparam);
                        strParamsOut += strNewNum;

                        // Don't add a comma if it's the last vertex in this strip
                        if (m < (nVertCount - 1))
                        {
                            strVertsOut += ", ";
                            strNormsOut += ", ";
                            strParamsOut += ", ";
                        }
                    }
                    
                    glEnd();

                    // Output to debug window
                    strVertsOut += "\n";
                    strNormsOut += "\n";
                    strParamsOut += "\n";
                    OutputDebugString(strVertsOut);
                    OutputDebugString(strNormsOut);
                    OutputDebugString(strParamsOut);
                }
            }
        }

        glEndList();

        // Get the farthest max or min from the origin
        double dMaxRange = fabs(m_dxMax);
        if (fabs(m_dyMax) > dMaxRange) dMaxRange = fabs(m_dyMax);
        if (fabs(m_dzMax) > dMaxRange) dMaxRange = fabs(m_dzMax);
        if (fabs(m_dxMin) > dMaxRange) dMaxRange = fabs(m_dxMin);
        if (fabs(m_dyMin) > dMaxRange) dMaxRange = fabs(m_dyMin);
        if (fabs(m_dzMin) > dMaxRange) dMaxRange = fabs(m_dzMin);

        // Scale so every object is roughly the same size, filling the screen nicely
        m_dScale = 2.0 / dMaxRange;


        strOutput.Format("Range = (%6.3f, %6.3f, %6.3f), (%6.3f, %6.3f, %6.3f)\n", m_dxMin, m_dyMin, m_dzMin, m_dxMax, m_dyMax, m_dzMax);
        OutputDebugString(strOutput);

        OutputDebugString("------\n");

        // Destroy all the safe arrays used to get data from the part file
        if (psaNorms != NULL)
        {
            SafeArrayDestroy(psaNorms);
            psaNorms = NULL;
        }
        if (psaParams != NULL)
        {
            SafeArrayDestroy(psaParams);
            psaParams = NULL;
        }
    }

//  InvalidateRect(NULL, FALSE);
    UpdateAllViews(NULL);
}

void CGLFacetDoc::CloseFile()
{
    if (m_FacetReader)
    {
        // Use FacetReader to close the part file
        if (m_bFileOpen)
            m_FacetReader->Close();
    }

    // Destroy all the safe arrays used to get data from the part file
    if (m_psaVerts != NULL)
    {
        SafeArrayDestroy(m_psaVerts);
        m_psaVerts = NULL;
    }

    VariantClear(&varNorms);
    VariantClear(&varParams);
}






GLFacet/GLFacetDoc.h

// GLFacetDoc.h : interface of the CGLFacetDoc class

//

/////////////////////////////////////////////////////////////////////////////



#if !defined(AFX_GLFACETDOC_H__39872606_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)

#define AFX_GLFACETDOC_H__39872606_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_



#if _MSC_VER > 1000

#pragma once

#endif // _MSC_VER > 1000



#define REALLY_BIG 1e6



// Get the ATL DLL we need to interface

#import "z:\jsl\bin\SEFacet.dll" no_namespace



class CGLFacetDoc : public CDocument

{

protected: // create from serialization only

	CGLFacetDoc();

	DECLARE_DYNCREATE(CGLFacetDoc)



// Attributes

public:



	enum GLDisplayListNames

	{

		ArmPart=1,

		CubePart=2,

		ImportedModel=3

	};



	double m_transY;

	double m_transX;

	double m_angle2;

	double m_angle1;



	double m_xRotate;

	double m_yRotate;



	double m_dxMax;

	double m_dyMax;

	double m_dzMax;

	double m_dxMin;

	double m_dyMin;

	double m_dzMin;



	double m_dScale;



	CString m_strFilename;



	IFacetReaderPtr m_FacetReader;

	BOOL m_bFileOpen;



	SAFEARRAY	*m_psaVerts;

	VARIANT		varNorms;

	VARIANT		varParams;



// Operations

public:



// Overrides

	// ClassWizard generated virtual function overrides

	//{{AFX_VIRTUAL(CGLFacetDoc)

	public:

	virtual BOOL OnNewDocument();

	virtual void Serialize(CArchive& ar);

	//}}AFX_VIRTUAL



// Implementation

public:

	void CloseFile();

	void Open(CString strFilename);

	void RenderScene(void);

	virtual ~CGLFacetDoc();

#ifdef _DEBUG

	virtual void AssertValid() const;

	virtual void Dump(CDumpContext& dc) const;

#endif



protected:



// Generated message map functions

protected:

	//{{AFX_MSG(CGLFacetDoc)

	afx_msg void OnFileOpen();

	//}}AFX_MSG

	DECLARE_MESSAGE_MAP()

};



/////////////////////////////////////////////////////////////////////////////



//{{AFX_INSERT_LOCATION}}

// Microsoft Visual C++ will insert additional declarations immediately before the previous line.



#endif // !defined(AFX_GLFACETDOC_H__39872606_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)
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GLFacet/GLFacetView.cpp// GLFacetView.cpp : implementation of the CGLFacetView class
//

#include "stdafx.h"
#include "GLFacet.h"

#include "GLFacetDoc.h"
#include "GLFacetView.h"

#ifdef _DEBUG
#define new DEBUG_NEW
#undef THIS_FILE
static char THIS_FILE[] = __FILE__;
#endif

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView

IMPLEMENT_DYNCREATE(CGLFacetView, CView)

BEGIN_MESSAGE_MAP(CGLFacetView, CView)
    //{{AFX_MSG_MAP(CGLFacetView)
    ON_WM_CREATE()
    ON_WM_DESTROY()
    ON_WM_SIZE()
    ON_WM_PAINT()
    ON_WM_LBUTTONDOWN()
    ON_WM_LBUTTONUP()
    ON_WM_MOUSEMOVE()
    ON_WM_RBUTTONDOWN()
    ON_WM_RBUTTONUP()
    //}}AFX_MSG_MAP
    // Standard printing commands
    ON_COMMAND(ID_FILE_PRINT, CView::OnFilePrint)
    ON_COMMAND(ID_FILE_PRINT_DIRECT, CView::OnFilePrint)
    ON_COMMAND(ID_FILE_PRINT_PREVIEW, CView::OnFilePrintPreview)
END_MESSAGE_MAP()

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView construction/destruction

CGLFacetView::CGLFacetView()
{
    m_hGLContext = NULL;
    m_GLPixelIndex = 0;

    m_RightDownPos = CPoint(0,0);
    m_LeftDownPos = CPoint(0,0);
    m_RightButtonDown = FALSE;
    m_LeftButtonDown = FALSE;
}

CGLFacetView::~CGLFacetView()
{
}

BOOL CGLFacetView::PreCreateWindow(CREATESTRUCT& cs)
{
    cs.style |= (WS_CLIPCHILDREN | WS_CLIPSIBLINGS);

    return CView::PreCreateWindow(cs);
}

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView drawing

void CGLFacetView::OnDraw(CDC* pDC)
{
    CGLFacetDoc* pDoc = GetDocument();
    ASSERT_VALID(pDoc);
    // TODO: add draw code for native data here
}

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView printing

BOOL CGLFacetView::OnPreparePrinting(CPrintInfo* pInfo)
{
    // default preparation
    return DoPreparePrinting(pInfo);
}

void CGLFacetView::OnBeginPrinting(CDC* /*pDC*/, CPrintInfo* /*pInfo*/)
{
    // TODO: add extra initialization before printing
}

void CGLFacetView::OnEndPrinting(CDC* /*pDC*/, CPrintInfo* /*pInfo*/)
{
    // TODO: add cleanup after printing
}

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView diagnostics

#ifdef _DEBUG
void CGLFacetView::AssertValid() const
{
    CView::AssertValid();
}

void CGLFacetView::Dump(CDumpContext& dc) const
{
    CView::Dump(dc);
}

CGLFacetDoc* CGLFacetView::GetDocument() // non-debug version is inline
{
    ASSERT(m_pDocument->IsKindOf(RUNTIME_CLASS(CGLFacetDoc)));
    return (CGLFacetDoc*)m_pDocument;
}
#endif //_DEBUG

/////////////////////////////////////////////////////////////////////////////
// CGLFacetView message handlers

BOOL CGLFacetView::SetWindowPixelFormat(HDC hDC)
{
    PIXELFORMATDESCRIPTOR pixelDesc;

    pixelDesc.nSize     = sizeof(PIXELFORMATDESCRIPTOR);
    pixelDesc.nVersion  = 1;

    pixelDesc.dwFlags   = PFD_DRAW_TO_WINDOW | PFD_SUPPORT_OPENGL |
                          PFD_DOUBLEBUFFER | PFD_STEREO_DONTCARE;

    pixelDesc.iPixelType        = PFD_TYPE_RGBA;
    pixelDesc.cColorBits        = 32;
    pixelDesc.cRedBits          = 8;
    pixelDesc.cRedShift         = 16;
    pixelDesc.cGreenBits        = 8;
    pixelDesc.cGreenShift       = 8;
    pixelDesc.cBlueBits         = 8;
    pixelDesc.cBlueShift        = 0;
    pixelDesc.cAlphaBits        = 0;
    pixelDesc.cAlphaShift       = 0;
    pixelDesc.cAccumBits        = 64;
    pixelDesc.cAccumRedBits     = 16;
    pixelDesc.cAccumGreenBits   = 16;
    pixelDesc.cAccumBlueBits    = 16;
    pixelDesc.cAccumAlphaBits   = 0;
    pixelDesc.cDepthBits        = 32;
    pixelDesc.cStencilBits      = 8;
    pixelDesc.cAuxBuffers       = 0;
    pixelDesc.iLayerType        = PFD_MAIN_PLANE;
    pixelDesc.bReserved         = 0;
    pixelDesc.dwLayerMask       = 0;
    pixelDesc.dwVisibleMask     = 0;
    pixelDesc.dwDamageMask      = 0;

    m_GLPixelIndex = ChoosePixelFormat( hDC, &pixelDesc);
    if (m_GLPixelIndex==0) // Let's choose a default index.
    {
        m_GLPixelIndex = 1; 
        if (DescribePixelFormat(hDC, m_GLPixelIndex,
            sizeof(PIXELFORMATDESCRIPTOR), &pixelDesc)==0)
        {
            return FALSE;
        }
    }

    if (SetPixelFormat( hDC, m_GLPixelIndex, &pixelDesc)==FALSE)
    {
        return FALSE;
    }

    return TRUE;
}

int CGLFacetView::OnCreate(LPCREATESTRUCT lpCreateStruct) 
{
    if (CView::OnCreate(lpCreateStruct) == -1)
        return -1;
    
    HWND hWnd = GetSafeHwnd();
    HDC hDC = ::GetDC(hWnd);

    if (SetWindowPixelFormat(hDC)==FALSE)
        return 0;

    if (CreateViewGLContext(hDC)==FALSE)
        return 0;
    
    return 0;
}

BOOL CGLFacetView::CreateViewGLContext(HDC hDC)
{
    m_hGLContext = wglCreateContext(hDC);
    if (m_hGLContext == NULL)
    {
        return FALSE;
    }
    
    if (wglMakeCurrent(hDC, m_hGLContext)==FALSE)
    {
        return FALSE;
    }

    return TRUE;
}

void CGLFacetView::OnDestroy() 
{
    if(wglGetCurrentContext()!=NULL)
    {
        // make the rendering context not current
        wglMakeCurrent(NULL, NULL);
    }
    
    if (m_hGLContext!=NULL)
    {
        wglDeleteContext(m_hGLContext);
        m_hGLContext = NULL;
    }

    // Now the associated DC can be released.
    CView::OnDestroy(); 
}

void CGLFacetView::OnSize(UINT nType, int cx, int cy) 
{
    CView::OnSize(nType, cx, cy);
    
    GLsizei width, height;
    GLdouble aspect;

    width = cx;
    height = cy;

    if (cy==0)
        aspect = (GLdouble)width;
    else
        aspect = (GLdouble)width/(GLdouble)height;

    glViewport(0, 0, width, height);
    glMatrixMode(GL_PROJECTION);
    glLoadIdentity();
    gluPerspective(45, aspect, 1, 10.0);
    glMatrixMode(GL_MODELVIEW);
    glLoadIdentity();

    glDrawBuffer(GL_BACK);

    glEnable(GL_LIGHTING);
    glEnable(GL_DEPTH_TEST);
}

void CGLFacetView::OnPaint() 
{
    CPaintDC dc(this); // device context for painting (added by ClassWizard)

    // GLSample3 and GLSample4
    CGLFacetDoc* pDoc = GetDocument();
    pDoc->RenderScene();

/*
    // GLSample2
    glLoadIdentity();
    glClear(GL_COLOR_BUFFER_BIT);

    glBegin(GL_POLYGON);
        glColor4f(1.0f, 0.0f, 0.0f, 1.0f);
        glVertex2f(100.0f, 50.0f);
        glColor4f(0.0f, 1.0f, 0.0f, 1.0f);
        glVertex2f(450.0f, 400.0f);
        glColor4f(0.0f, 0.0f, 1.0f, 1.0f);
        glVertex2f(450.0f, 50.0f);
    glEnd();

    glFlush();
*/
    SwapBuffers(dc.m_ps.hdc);
}

void CGLFacetView::OnLButtonDown(UINT nFlags, CPoint point) 
{
    m_LeftButtonDown = TRUE;
    m_LeftDownPos = point;

    CView::OnLButtonDown(nFlags, point);
}

void CGLFacetView::OnLButtonUp(UINT nFlags, CPoint point) 
{
    m_LeftButtonDown = FALSE;
    
    CView::OnLButtonUp(nFlags, point);
}

void CGLFacetView::OnMouseMove(UINT nFlags, CPoint point) 
{
    if (m_LeftButtonDown)
    {
        CGLFacetDoc* pDoc = GetDocument();
        CSize rotate = m_LeftDownPos - point;
        m_LeftDownPos = point;
        pDoc->m_yRotate -= rotate.cx/2;
        pDoc->m_xRotate -= rotate.cy/2;
        InvalidateRect(NULL, FALSE);
    }

/*  
    // GLSample3
    if (m_RightButtonDown)
    {
        CGLFacetDoc* pDoc = GetDocument();
        CSize rotate = m_RightDownPos - point;
        m_RightDownPos = point;

        pDoc->m_angle1 += rotate.cx/3;
        pDoc->m_angle2 += rotate.cy/3;
        InvalidateRect(NULL, FALSE);
    }

    if (m_LeftButtonDown)
    {
        CGLFacetDoc* pDoc = GetDocument();
        CSize translate = m_LeftDownPos - point;
        m_LeftDownPos = point;
        pDoc->m_transX -= translate.cx/3;
        pDoc->m_transY += translate.cy/3;
        InvalidateRect(NULL, FALSE);
    }
*/
    CView::OnMouseMove(nFlags, point);
}

void CGLFacetView::OnRButtonDown(UINT nFlags, CPoint point) 
{
    m_RightButtonDown = TRUE;
    m_RightDownPos = point;

    CView::OnRButtonDown(nFlags, point);
}

void CGLFacetView::OnRButtonUp(UINT nFlags, CPoint point) 
{
    m_RightButtonDown = FALSE;
    
    CView::OnRButtonUp(nFlags, point);
}






GLFacet/GLFacetView.h

// GLFacetView.h : interface of the CGLFacetView class

//

/////////////////////////////////////////////////////////////////////////////



#if !defined(AFX_GLFACETVIEW_H__39872608_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)

#define AFX_GLFACETVIEW_H__39872608_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_



#if _MSC_VER > 1000

#pragma once

#endif // _MSC_VER > 1000





class CGLFacetView : public CView

{

protected: // create from serialization only

	CGLFacetView();

	DECLARE_DYNCREATE(CGLFacetView)



// Attributes

public:

	CGLFacetDoc* GetDocument();



	CPoint m_RightDownPos;	// Initialize to (0,0)

	CPoint m_LeftDownPos;	// Initialize to (0,0)

	BOOL m_RightButtonDown;	// Initialize to FALSE

	BOOL m_LeftButtonDown;	// Initialize to FALSE



// Operations

public:



// Overrides

	// ClassWizard generated virtual function overrides

	//{{AFX_VIRTUAL(CGLFacetView)

	public:

	virtual void OnDraw(CDC* pDC);  // overridden to draw this view

	virtual BOOL PreCreateWindow(CREATESTRUCT& cs);

	protected:

	virtual BOOL OnPreparePrinting(CPrintInfo* pInfo);

	virtual void OnBeginPrinting(CDC* pDC, CPrintInfo* pInfo);

	virtual void OnEndPrinting(CDC* pDC, CPrintInfo* pInfo);

	//}}AFX_VIRTUAL



// Implementation

public:

	virtual ~CGLFacetView();

#ifdef _DEBUG

	virtual void AssertValid() const;

	virtual void Dump(CDumpContext& dc) const;

#endif



protected:



// Generated message map functions

protected:

	HGLRC m_hGLContext;

	BOOL CreateViewGLContext(HDC hDC);

	int m_GLPixelIndex;

	BOOL SetWindowPixelFormat(HDC hDC);

	//{{AFX_MSG(CGLFacetView)

	afx_msg int OnCreate(LPCREATESTRUCT lpCreateStruct);

	afx_msg void OnDestroy();

	afx_msg void OnSize(UINT nType, int cx, int cy);

	afx_msg void OnPaint();

	afx_msg void OnLButtonDown(UINT nFlags, CPoint point);

	afx_msg void OnLButtonUp(UINT nFlags, CPoint point);

	afx_msg void OnMouseMove(UINT nFlags, CPoint point);

	afx_msg void OnRButtonDown(UINT nFlags, CPoint point);

	afx_msg void OnRButtonUp(UINT nFlags, CPoint point);

	//}}AFX_MSG

	DECLARE_MESSAGE_MAP()

};



#ifndef _DEBUG  // debug version in GLFacetView.cpp

inline CGLFacetDoc* CGLFacetView::GetDocument()

   { return (CGLFacetDoc*)m_pDocument; }

#endif



/////////////////////////////////////////////////////////////////////////////



//{{AFX_INSERT_LOCATION}}

// Microsoft Visual C++ will insert additional declarations immediately before the previous line.



#endif // !defined(AFX_GLFACETVIEW_H__39872608_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)
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GLFacet/MainFrm.cpp// MainFrm.cpp : implementation of the CMainFrame class
//

#include "stdafx.h"
#include "GLFacet.h"

#include "MainFrm.h"

#ifdef _DEBUG
#define new DEBUG_NEW
#undef THIS_FILE
static char THIS_FILE[] = __FILE__;
#endif

/////////////////////////////////////////////////////////////////////////////
// CMainFrame

IMPLEMENT_DYNCREATE(CMainFrame, CFrameWnd)

BEGIN_MESSAGE_MAP(CMainFrame, CFrameWnd)
    //{{AFX_MSG_MAP(CMainFrame)
    ON_WM_CREATE()
    ON_WM_SIZE()
    //}}AFX_MSG_MAP
END_MESSAGE_MAP()

static UINT indicators[] =
{
    ID_SEPARATOR,           // status line indicator
    ID_INDICATOR_CAPS,
    ID_INDICATOR_NUM,
    ID_INDICATOR_SCRL,
};

/////////////////////////////////////////////////////////////////////////////
// CMainFrame construction/destruction

CMainFrame::CMainFrame()
{
    // TODO: add member initialization code here
    
}

CMainFrame::~CMainFrame()
{
}

int CMainFrame::OnCreate(LPCREATESTRUCT lpCreateStruct)
{
    if (CFrameWnd::OnCreate(lpCreateStruct) == -1)
        return -1;
    
    if (!m_wndToolBar.CreateEx(this, TBSTYLE_FLAT, WS_CHILD | WS_VISIBLE | CBRS_TOP
        | CBRS_GRIPPER | CBRS_TOOLTIPS | CBRS_FLYBY | CBRS_SIZE_DYNAMIC) ||
        !m_wndToolBar.LoadToolBar(IDR_MAINFRAME))
    {
        TRACE0("Failed to create toolbar\n");
        return -1;      // fail to create
    }

    if (!m_wndStatusBar.Create(this) ||
        !m_wndStatusBar.SetIndicators(indicators,
          sizeof(indicators)/sizeof(UINT)))
    {
        TRACE0("Failed to create status bar\n");
        return -1;      // fail to create
    }

    // TODO: Delete these three lines if you don't want the toolbar to
    //  be dockable
    m_wndToolBar.EnableDocking(CBRS_ALIGN_ANY);
    EnableDocking(CBRS_ALIGN_ANY);
    DockControlBar(&m_wndToolBar);

    return 0;
}

BOOL CMainFrame::PreCreateWindow(CREATESTRUCT& cs)
{
//  cs.style |= (WS_CLIPCHILDREN | WS_CLIPSIBLINGS);

    return CFrameWnd::PreCreateWindow(cs);
}

/////////////////////////////////////////////////////////////////////////////
// CMainFrame diagnostics

#ifdef _DEBUG
void CMainFrame::AssertValid() const
{
    CFrameWnd::AssertValid();
}

void CMainFrame::Dump(CDumpContext& dc) const
{
    CFrameWnd::Dump(dc);
}

#endif //_DEBUG

/////////////////////////////////////////////////////////////////////////////
// CMainFrame message handlers


void CMainFrame::OnSize(UINT nType, int cx, int cy) 
{
    CFrameWnd::OnSize(nType, cx, cy);
    
    // TODO: Add your message handler code here
    
}






GLFacet/MainFrm.h

// MainFrm.h : interface of the CMainFrame class

//

/////////////////////////////////////////////////////////////////////////////



#if !defined(AFX_MAINFRM_H__39872604_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)

#define AFX_MAINFRM_H__39872604_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_



#if _MSC_VER > 1000

#pragma once

#endif // _MSC_VER > 1000



class CMainFrame : public CFrameWnd

{

	

protected: // create from serialization only

	CMainFrame();

	DECLARE_DYNCREATE(CMainFrame)



// Attributes

public:



// Operations

public:



// Overrides

	// ClassWizard generated virtual function overrides

	//{{AFX_VIRTUAL(CMainFrame)

	virtual BOOL PreCreateWindow(CREATESTRUCT& cs);

	//}}AFX_VIRTUAL



// Implementation

public:

	virtual ~CMainFrame();

#ifdef _DEBUG

	virtual void AssertValid() const;

	virtual void Dump(CDumpContext& dc) const;

#endif



protected:  // control bar embedded members

	CStatusBar  m_wndStatusBar;

	CToolBar    m_wndToolBar;



// Generated message map functions

protected:

	//{{AFX_MSG(CMainFrame)

	afx_msg int OnCreate(LPCREATESTRUCT lpCreateStruct);

	afx_msg void OnSize(UINT nType, int cx, int cy);

	//}}AFX_MSG

	DECLARE_MESSAGE_MAP()

};



/////////////////////////////////////////////////////////////////////////////



//{{AFX_INSERT_LOCATION}}

// Microsoft Visual C++ will insert additional declarations immediately before the previous line.



#endif // !defined(AFX_MAINFRM_H__39872604_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)
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GLFacet/res/GLFacet.rc2

//

// GLFACET.RC2 - resources Microsoft Visual C++ does not edit directly

//



#ifdef APSTUDIO_INVOKED

	#error this file is not editable by Microsoft Visual C++

#endif //APSTUDIO_INVOKED





/////////////////////////////////////////////////////////////////////////////

// Add manually edited resources here...



/////////////////////////////////////////////////////////////////////////////








GLFacet/res/GLFacetDoc.ico





GLFacet/res/Toolbar.bmp









GLFacet/res/vssver.scc





GLFacet/resource.h

//{{NO_DEPENDENCIES}}

// Microsoft Developer Studio generated include file.

// Used by GLFacet.rc

//

#define IDD_ABOUTBOX                    100

#define IDR_MAINFRAME                   128

#define IDR_GLFACETYPE                  129

#define IDR_MAINFRAME_WELD              129



// Next default values for new objects

// 

#ifdef APSTUDIO_INVOKED

#ifndef APSTUDIO_READONLY_SYMBOLS

#define _APS_3D_CONTROLS                     1

#define _APS_NEXT_RESOURCE_VALUE        130

#define _APS_NEXT_COMMAND_VALUE         32771

#define _APS_NEXT_CONTROL_VALUE         1000

#define _APS_NEXT_SYMED_VALUE           101

#endif

#endif
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GLFacet/StdAfx.cpp// stdafx.cpp : source file that includes just the standard includes
//  GLFacet.pch will be the pre-compiled header
//  stdafx.obj will contain the pre-compiled type information

#include "stdafx.h"









GLFacet/StdAfx.h

// stdafx.h : include file for standard system include files,

//  or project specific include files that are used frequently, but

//      are changed infrequently

//



#if !defined(AFX_STDAFX_H__39872602_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)

#define AFX_STDAFX_H__39872602_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_



#if _MSC_VER > 1000

#pragma once

#endif // _MSC_VER > 1000



#define VC_EXTRALEAN		// Exclude rarely-used stuff from Windows headers



#include <afxwin.h>         // MFC core and standard components

#include <afxext.h>         // MFC extensions

#include <gl\gl.h>			// OpenGL

#include <gl\glu.h>			// OpenGL stuff

#include <afxdisp.h>        // MFC Automation classes

#include <afxdtctl.h>		// MFC support for Internet Explorer 4 Common Controls

#ifndef _AFX_NO_AFXCMN_SUPPORT

#include <afxcmn.h>			// MFC support for Windows Common Controls

#endif // _AFX_NO_AFXCMN_SUPPORT





//{{AFX_INSERT_LOCATION}}

// Microsoft Visual C++ will insert additional declarations immediately before the previous line.



#endif // !defined(AFX_STDAFX_H__39872602_D13A_11D4_A3B7_00C04FA154DE__INCLUDED_)
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