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I. Visual C++ 8 Express 

1. Go to http://msdn.microsoft.com/vstudio/express/downloads/default.aspx 

• Register (free!) by clicking the register button in the top-right corner 

• Download VC++ 2005 (NOT C#) 

 

2. Install VC++ 2005 from the downloaded installer 

 

 

II. MSFT Platform Software Development Kit 2 

1. Go to http://www.microsoft.com/downloads/details.aspx?familyid=484269E2-3B89-47E3-8EB7-

1F2BE6D7123A&displaylang=en 

• Download all the files to some temporary folder you create just for these files 

• It is broken up into a horrific number of pieces because it is so large 

 

2. Install MSFT Platform SDK2 

• Run PSDK-FULL.exe (this creates a PSDK-FULL.bat) 

• Open a command prompt 

� ‘cd’ to the temporary folder you saved the files to (‘cd C:\my_temp’, etc.) 

� Execute this command: ‘PSDK-FULL.bat c:\temp’ (this creates setup.exe) 

• Run setup.exe 

 

3. Tell VC++ to use the libraries provided by this SDK: open  

• Start VC++ 

• Click the ‘Tools’ menu and choose ‘Options’ 

• Click the ‘+’ by ‘Projects and Solutions’ to expand it 

• Click ‘VC++ Directories’ 

 

• Executables 

� Change the ‘Show directories for’ to ‘Executable files’ (top-right of the window) 

� Click the folder icon (or press Ctrl+Insert) to add a new folder 

� Make this the new folder’s name: C:\Program Files\Microsoft Platform SDK for Windows 

Server 2003 R2\Bin 

• Includes 

� Change the ‘Show directories for’ to ‘Include files’ 

� Click the folder icon to add a new folder 

� Name: C:\Program Files\Microsoft Platform SDK for Windows Server 2003 R2\Include 

• Libraries 

� Change the ‘Show directories for’ to ‘Library files’ 

� Click the folder icon to add a new folder 

� Name: C:\Program Files\Microsoft Platform SDK for Windows Server 2003 R2\Lib 

• Click ‘Ok’ and exit VC++ 

 

4. Open ‘C:\Program Files\Microsoft Visual Studio 8\VC\VCProjectDefaults\corewin_express.vsprops’ 

with a text editor (notepad is fine) 

• Find this line: AdditionalDependencies=”kernel32.lib” 

• Change it to: AdditionalDependencies=”kernel32.lib user32.lib gdi32.lib winspool.lib 

comdlg32.lib advapi32.lib shell32.lib ole32.lib oleaut32.lib uuid.lib” 



 

5. [Optional, but recommended] Open ‘C:\Program Files\Microsoft Visual Studio 

8\VC\VCWizards\AppWiz\Generic\Application\html\1033\AppSettings.htm’ with a text editor (notepad) 

• Comment out the following four lines (all together at lines 441-444): 

• // WIN_APP.disabled = true; 

// WIN_APP_LABEL.disabled = true; 

// DLL_APP.disabled = true; 

// DLL_APP_LABEL.disabled = true; 

 

III. GLUT 

1. Download GLUT from http://www.dound.com/glut-3.7.6-bin-modified-dgu.zip 

2. Unzip the file 

3. Copy the following files: 

      glut32.dll to C:\Windows\System32 

       glut32.lib to C:\Program Files\Microsoft Platform SDK for Windows Server 2003 R2\Lib 

glut.h to C:\Program Files\Microsoft Platform SDK for Windows Server 2003 R2\include\GL 

 

4. Using GLUT 

• In some projects, some GLUT definitions interfere with definitions in a different library.  I was 

getting complaints from the compiler that the exit function was being redefined. 

• This seems to happen if extern “C” { #include <GL/glut.h> } is done.   

• To fix this: 

� Right click on the project in the Solution Explorer tab 

� Expand Configuration Properties 

� Expand C/C++ 

� Go to Preprocessor 

� Add GLUT_BUILDING_LIB_DGU to the end of the existing list (separate with a 

semicolon [;]). 

• Note: remember to do this for each project, and for each build configuration (i.e. if you switch 

from the default “debug” configuration to the “release” configuration [which optimizes its output] 

you need to tell the preprocessor to define GLUT_BUILDING_LIB_DGU for that configuration 

too) 

• An explanation for this change is in the readme.txt which I included in the zip 

 

Done!  Enjoy! 
 

Alternatively, you may download the “real” GLUT from the web and make these changes: 
http://www.xmission.com/~nate/glut/glut-3.7.6-bin.zip 
 
A preprocessor statement in glut.h needs to be changed from: 
 
#ifndef GLUT_BUILDING_LIB 
extern _CRTIMP void __cdecl exit(int); 
#endif 
 
  to 
 
#ifndef GLUT_BUILDING_LIB_DGU              /* added by DGU because I only want to change */ 
extern _CRTIMP void __cdecl exit(int);     /* this definition, not everything else GLUT_BUILDING_LIB controls */ 
#else                                      /* this else block was added by DGU */ 
_CRTIMP __declspec(noreturn) void __cdecl exit(int); 
# endif 

 
The reason for the change: the exit method gets in the way of the Windows/VC++ 2005 
definition of exit.  You could switch off that definition by defining GLUT_BUILDING_LIB, 
but that unfortunately changes a lot of other things too.  Therefore, I changed the label 
to GLUT_BUILDING_LIB_DGU and by defining that you can affect this statement alone. 


