OpenGL and GLUT on Mac OS X (10.4 and Xcode 2.0) Guide

In summary:  You want to create an empty project in Xcode, add a new target, add the frameworks OpenGL and GLUT to the project, add you C++ files, and add “#include <GLUT/glut.h>” to you main/driver .cpp.

Steps:

1. Install Xcode if it is not installed.  You should be able to find it under Machintosh HD/Developer/Applications/Xcode.app

2. Launch Xcode

3. Click File->New Project

4. Select “Empty Project” and click Next

5. Type in the project name and desired location, then click Finish.

6. Click Project->New Target

7. Select Carbon->Application, then click Next.

8. Give the target a name.  This is your executable name.  Click Finish.

9. Close the window that pops up entitled “Target ‘xxxx’ info”

10. Click on the project name.  It should be the first item in the list with a blue icon to the left of it.

11. Click Project->Add to Project

12. Browse to Machintosh HD/System/Library/Frameworks

13. Select GLUT.framework and OpenGL.framework, then click Add.

14. On the window that pops up, click Add. 

15. Click File->New file

16. Select BSD->C++ File, then click Next.

17. Type in a name for the file, then click Finish.

18. Add the line “#include <GLUT/glut.h>” to your .cpp file

Converting to Visual Studio Tips:

1. Mac OS X by default tends to initialize variables to zero.  Windows does not do this usually!  Make sure you initialize every variable.

2. If you need one variable in two .cpp files, declare the variable in your header file with the type “extern.”  Then, declare it without extern in one of your .cpp files.

3. If you need one function in two .cpp files, add the prototype to the header file and its implementation in one .cpp file.

4. Include GLUT in every header file

5. Include your standard libraries before GLUT in the header files (.h), not the implementation files (.cpp).

6. 
Use the C++ preprocessor to help you switch between Mac and Windows.  One way (and  there probably is a better way), is to define a preprocessor variable for each system and uncomment the system you are compiling for.

For Example:

#define MACOSX

//#define WIN

// standard libraries

#include <string.h>

#include <stdio.h>

#include <stdlib.h>

// GLUT libraries - includes OpenGL libraries

#ifdef MACOSX

#include <GLUT/glut.h>

#endif

#ifdef WIN

#include <GL/glut.h>

#endif

// Project libraries

#include "my.h"

