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PAG Command Line

> C:\Users\Alfonso\vcpkg

Commands:

vcpkg search [pat]              Search for packages available to be built

vcpkg install <pkg>...         Install a package

vcpkg remove <pkg>...           Uninstall a package

vcpkg remove --outdated         Uninstall all out-of-date packages

vcpkg list                      List installed packages

vcpkg update                   Display list of packages for updating

vcpkg upgrade                   Rebuild all outdated packages

VCPKG_DEFAULT_TRIPLET: x64-windows
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#include <windows.h> // DWORD is undefined otherwise

// Laptop support. Use NVIDIA graphic card instead of Intel
extern "C" {

_declspec(dllexport) DWORD NvOptimusEnablement = 0x00000001;
}
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while (!glfwWindowShouldClose(_window)) {
glfwPollEvents();
render();

}

https://refactoring.guru/es/design-patterns/observer
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while (!glfwWindowShouldClose(_window)) {
glfwPollEvents();
render();

}

https://refactoring.guru/es/design-patterns/observer
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Renderer

Renderer
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getInstance
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getInstance

getInstance

std::unique_ptr<> std::shared_ptr<>()
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   GLfloat vertices[] = { -.5, -.5, 0, 

                           .5, -.5, 0, 

                           .0,  .5, 0 }; 

   GLuint indices[] = { 0, 1, 2 }; 

 

   glGenVertexArrays ( 1, &idVAO ); 

   glBindVertexArray ( idVAO ); 

   glGenBuffers ( 1, &idVBO ); 

   glBindBuffer ( GL_ARRAY_BUFFER, idVBO ); 

   glBufferData ( GL_ARRAY_BUFFER, 9*sizeof(GLfloat), vertices, 

                  GL_STATIC_DRAW ); 

   glVertexAttribPointer ( 0, 3, GL_FLOAT, GL_FALSE, 3*sizeof(GLfloat), 

                           nullptr ); 

   glEnableVertexAttribArray ( 0 ); 

   glGenBuffers ( 1, &idIBO ); 

   glBindBuffer ( GL_ELEMENT_ARRAY_BUFFER, idIBO ); 

   glBufferData ( GL_ELEMENT_ARRAY_BUFFER, 3*sizeof(GLuint), indices, 

                  GL_STATIC_DRAW ); 

} 
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   GLfloat vertices[] = { -.5, -.5, 0, 

                           .5, -.5, 0, 

                           .0,  .5, 0 }; 

   GLuint indices[] = { 0, 1, 2 }; 

 

   glGenVertexArrays ( 1, &idVAO ); 

   glBindVertexArray ( idVAO ); 

   glGenBuffers ( 1, &idVBO ); 

   glBindBuffer ( GL_ARRAY_BUFFER, idVBO ); 

   glBufferData ( GL_ARRAY_BUFFER, 9*sizeof(GLfloat), vertices, 

                  GL_STATIC_DRAW ); 

   glVertexAttribPointer ( 0, 3, GL_FLOAT, GL_FALSE, 3*sizeof(GLfloat), 

                           nullptr ); 

   glEnableVertexAttribArray ( 0 ); 

   glGenBuffers ( 1, &idIBO ); 

   glBindBuffer ( GL_ELEMENT_ARRAY_BUFFER, idIBO ); 

   glBufferData ( GL_ELEMENT_ARRAY_BUFFER, 3*sizeof(GLuint), indices, 

                  GL_STATIC_DRAW ); 

} 
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glm::radians.



42

#include <glm/glm.hpp> 

#include <glm/ext/vector_relational.hpp>   // Para equal 

#include "glm/gtc/constants.hpp"   // Constantes, como epsilon 

#include <glm/gtc/epsilon.hpp>             // Para epsilonEqual 

... 

glm::bvec3 v3 = epsilonEqual(v1, v2, glm::epsilon<float>()); 

glm::bvec3 v3 = equal(v1, v2, glm::epsilon<float>())); 

// En ambos casos, devuelve un vector con tres valores booleanos 

PAG 2022/2023

[1]       v := (0, 1, 0)

[2]       if v == (0, 1, 0)

[3]          do things

[4]       print(v)

[Out]     [.00000000001, 1.000000001, .0]



void miFuncion () 

{ 

   static clock_t ultimaEjecucion = clock(); // Solo se ejecuta la primera vez 

   if ((clock() - ultimaEjecucion) > 100) 

   { 

      ultimaEjecucion = clock (); 

   } 

} 
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Assimp::Importer importador; 

const aiScene* escena = importador.ReadFile ( rutaArchivo, 

                                              aiProcess_JoinIdenticalVertices 

                                              | aiProcess_Triangulate 

                                              | aiProcess_GenSmoothNormals 

                                              | aiProcess_CalcTangentSpace ); 

if ( malla->mTangents )   // Si hay tangentes, también habrá bitangentes 

         glm::vec3 t; 

         t.x = malla->mTangents[i].x; 

         t.y = malla->mTangents[i].y; 

         t.z = malla->mTangents[i].z; 

         _tangentes.push_back ( t ); 

 

         glm::vec3 bt; 

         bt.x = malla->mBitangents[i].x; 

         bt.y = malla->mBitangents[i].y; 

         bt.z = malla->mBitangents[i].z; 

         _bitangentes.push_back ( bt ); 

      } 
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#pragma omp parallel for
for (int idx = 0; idx < n; ++idx)
     DoSomething();

     #pragma omp atomic
     var += i;

     #pragma omp critical
     {  
        vector.push_back(var);
     }
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#pragma omp parallel for
for (int idx = 0; idx < n; ++idx)
     DoSomething();

     #pragma omp atomic
     var += i;

     #pragma omp critical
     {  
        vector.push_back(var);
     }
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