Heobxoaumo cdpopmmpoBaTtb MNPOEKUMI0 TPEXMEPHOro obbekta WUnu
cueHbl (Habopa 06bEKTOB) HA AABYMEPHbIN 3KPaH.

* MeToA, TpacCuUpoBKKN fiy4deid. TeNecHbIn yron fyya paBeH TeNecHomy
Y1y nuKcens.

« MeTog annpokcumMauum OOBbEKTOB  KOHEYHbIM  KONIMYECTBOM
reoMeTpuyecknx  MNPUMUTMBOB:  MIOCKOCTW,  KPUBOJIMHEWNHbIE
MOBEPXHOCTH.

* [lpy NPUMEHEHUM MIOCKOCTEN AN annpoKcumMaunm o6bEeKToB
NO3BONSIET PacCUUTbIBaATb X N30OPaKEHNEe B peasibHOM MacluTabe
BPEMEHMN.

* [IpMMeHeHne cneunasbHbIX BblUNCAUTENEN MO3BONSIET NOBLICUTb
NeTasn3aLnio U CHU3UTbL rPYOOCTb annpoKcuMaLuu.



TpaccupoBKka ny4yeu

* [lo3BoNAET TOYHO Image
ModennmpoBarb OTPaXEHNE WU  camera / Light Source
npenomsieHune @ 8
View Ra
* MoaxoanT s T 4
dooTopeanincTnyHom rpaconkm

Scene Object

i « OrpoOMHble  BbIYUCAUTENBbHbBIE
3arparthbl

 He noaxoaut Ana paboTbl B
PEXMME peasibHOro BPEMEHMU
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TpexmepHblii 06bEKT ONMUCbIBAETCS HAOOPOM XapaKTePHbIX TOUYEK —
BEPWWH. BepwwuHbl coeauMHeHbl  pebpamu,  hopMUPYHOLWMMU
MI0CKOCTU U NMOJIUTOHDI.

Ha KaxAabih NOMMIOH HaHOCUTCA [ABYMEPHOE Wn30bpaxeHne —
TeKcTypa. Kak npaBuio, WCNOMb3YEeTCA TeKCTypa-pa3BepTka, a
KaX10W BepLIMHE COOTBETCTBYET ONpefeneHHble  [ABYMEepPHbIe
KOOPAMHAaTbl B 3TOWN TEKCTYpe.

Kaxaas BeplnMHa O0OO0beKTa WM Touyka TeKCTYpbl MOXET ObITb
crpoeumpoBaHa Ha aKpaH MeTogamMn IMHENHOWN asirebpbl.

PaccunTbiBaeTcs OCBELLEHNE U KOPPEKTUPYETCS LIBET TEKCTYPHbI.

[TONINTOHbLI OTPUCOBLIBAIOTCA C YYETOM NEepPeKpbITUA APYr Apyra: 6onee
O6/IM3KMEe MNOJINTOHbI PUCYKOTCA MNoBepXx 6o0nee [anékux, HO He
Hao0bopOoT.



[lonuroHanbHas rpaguka

2048 map - Diffuse/Spec/Normal
14,900 triangles
Made using 3dsMax/Maya/zBrush/Photoshop

del walker - drawingyourdreams.com
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CoBpeMeHHasi TpexmepHasi rpadrka XxapakTepusyetcsi KO/IMYeCTBOM
BEPLUMH OOBLEKTOB MOpsifka COTEH TbICAY W KONMMYECTBOM TOYEK
TEKCTYp nopsaka MUIJIMOHOB.

BbluucnutenobHo, Hanbosiee  C/oXHaa 3agada —  pacuyer
TEKCTYpupoBaHus, Tak Kak OHa BK/llo4aeT B cebsa pacyeTr 60/1bLIOro
yncna Toyek. C Apyror CTOPOHbI, onepaluun, BbINOHAEMbIE Haf
BCEMW TOUKAMU NAEHTUYHbI, pa3nyatoTCcs NNLLb BXOAHbIE AAaHHbIE.

ST0 No3BOAU/I0 pa3paboTaTb cneuyasibHoe annapaTtHoe obecrneyeHne
— rpadonyeckun yckoputenb (GPU, Graphics Processing Unit). OH
COIEPXUT OFPOMHOE KOJIMYECTBO MPOCTbIX BbIYUC/IUTENbHBLIX A0ep,
YMEWLUMX BbIMNOMHATL OAWMHAKOBYK oOnepauuto Hafd pPasHbIMY
NaHHbIMW OZIHOBPEMEHHO.



Lenpgep — nporpamma, ucnonHsemasa Ha GPU 1 BbINOMHAKOLLLAS
pacuyeT rpapruyeckomn CUEeHbI.

PaznnyaloT (PUKCUpPOBaHHbLIN rpadouyecknini KOHBeNep, B KOTOPOM
nocsieqoBaTtesibHOCTb " Habop onepauunm onpeneneHsbl
npomssoguteniem GPU, #©n nporpammMmupyemMmbin rpadouyeckui
KOHBeWep, No3BOoMAKLWUA NcnonHATb Ha GPU npou3BO/bHLIA KOO, B
pamMKax Lengepa.

CoBpeMeHHble GPU npeaocTaBnAT nporpamMmmpyembiiu
rpatpruyecknii KOHBENEP N Aaxke Mo3BOJIAKOT MOJSIHOCTLIO OTKa3arbCs OT
Hero ans crneunasbHbIX 3apau peHaepuvHra "

BbICOKOINPON3BOAUTEJIbHbIX BbIUMCIIEHUN.
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3asaya BEPLUMHHOIO Weigepa — nepecymtaTb KOOPAUHATLI BEPLUMH
U3  TPEXMEPHbIX  KOOPAMHAT, B  KOTOPbIX  OCYLLUECTBISAETCS
MoJennpoBaHne, B IBYMEPHble KOOPAMHATbI 9KpaHa.

[Mpn pacyeTe npoeumpoBaHUs MUCMNOMb3YeTcA mMaTpuua OAHOPOAHOIO
npeobpa3oBaHud 4x4.

rq Tn Tz Pi
T:(R P): Fop Ty Ty P
f m sy Ty sz Pj

fr f, f3 m
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dparMeHTHbIN Leiaep paccunTbiBaeT LBET KOHKPETHOro MUKCens,
ncxoas U3 ero napameTpoB:

» KoopanHatbl B TPEXMEPHOM MPOCTPAHCTBE

* LIBET NnuKcens TeKCTYPbI AN AaHHOTO NUKCEeSs
* KoopanHaTtbl ICTOUHNKOB OCBELLEHUS

* KoopanHaTtbl BEKTOpa HOPMasIN K MOBEPXHOCTU

PUKCUPOBaHHbLIN KOHBEWEP paccyuTbiBaeT UBET U OCBELLEeHHOCTb
ncxoada us moaenun (poHra.

[MporpaMmmMupyemMbin  KOHBEWNEP MOXET CBOOOAHO OnepupoBaTh
npeaocTaBeHHbIMN JaHHLIMW A15 pacyeTa uBeTa nukcensd. Takke B
pamMmKkax nporpaMMrUpyemMoro KOHBENEpa MOXHO NpeaocTaB/isaATh
NOMNOTHUTENbHbIE JAHHbIE.
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« dOHOBOE ocBelleHUe (ambient). 3aBUCUT OT pacCTOAHUA A0
NCTOYHMKA CBeTa.

 PaccessHHOe ocBelleHue (diffuse). 3aBUCUT OT paccToAHUA U yrna
nageHus.

* 3epKasibHOe ocBelleHune (specular). 3aBUCUT OT paccToAHUA, yrna
nageHus u yrna HaonwaeHus.

I = kI, + k,-L-A-I, + k(V-R)I, .
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Mopenb ocBelleHust No PoHry

« dOHOBOE oOcBeweHUe (ambient). 3aBUCUT OT paccToaHUA A0
NCTOYHMKa CBeTa.

* PaccessHHOe ocBelleHue (diffuse). 3aBUCUT OT paccToaHUA U yrna
nageHus.

* 3epkanibHOe ocBellueHue (specular). 3aBncuUT OT paccTosaHuA, yrna
nageHunsa n yrna HabnaeHus.

Ambient Diffuse Specular = Phong Reflection
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[Mpu 3agaHnn AaHHbIX HOPMaslb ONpeaensieTcsa oTae/IbHO A1A KaXaou
BEPLLUMHBI. Hopmasib  KOHKPETHOIO  TMUKCESS BbIUYNC/IAETCS
NHTEepPnoNsuen HopmMmasien BEPLLVH.

Bump Mapping — 310 TexHonorusi Ao6aBneHnst KapTbl BbICOTbI K
TEKCTYpe, MNO3BONAWAA W3MEHUTb HOPMa/lb B  KaXAOW TOUKe
nonvroda. Kapta bump map — 310 YyepHo-6enas TekcTypa, B KOTOPO/A
MHTEHCUBHOCTb LiBETA OMNpeaensieT CMeleHne TOYKM OTHOCUTE/IbHO
NOBEPXHOCTH.




Normal Mapping no3BosideT 3adaTb nonpasky K HopMasn B BuAe
TpexmepHoro BekTopa. Kaprta Hopmasin — 3TO LBETHaA TeKCTypa,
cocTaB/sAlOLIME LUBETA KOTOPON — 3TO KOOPAMHATbl BEKTOPa HOopMasin
B KaXKJ0W TOUKe.

WITHOUT NORMAL MAPPING WITH NORMAL MAPPING
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Parallax Mapping no3BosideT OAHOBPEMEHHO 3ajaTb CMelleHue
TOYKM MNOBEPXHOCTU N WU3MEHEeHMe ee HopManu ANnA Cco3daHus
adopekta penbedHOM MNOBEPXHOCTM Ha YPOBHE (PparmMeHTHOro

lenaepa.




CrtaHgapT pa3paboTKu NMPUNoXKeHUn ¢ TpeXmMepHou rpadonkon.

OnucbiBaeT TpeboBaHMA K annapatHoMy W nporpaMmmMmHOMY
obecneyeHuio.

[MepBbIK cTaHAapT nossuncsa B 1994 roay.

CrtaHpapt OpenGL 2.0 (2001 r) BBen noaaepxky Asblka GLSL ans
nporpaMmmMmupoBaHuns LLenaepos. PUKCUPOBaHHBbIN KOHBenep
noanepXXnBaeT TO/IbKO NMPOCTYH0 MOAESb OCBELLEHNA MO DOHTY.

MocnegHun ctaHgapt OpenGL 4.6 noagepXuBaetcss  BCEM
COBPEMEHHbIM 060pya0BaHNEM.

CyuwecTtBytoT peanmidaumm OpenGL ans 60MbLIMHCTBA COBPEMEHHbIX
nnatdpopm, Bknwovaa OpenGL ES (ana BcTpamBaeMblX CUCTEM) U
WebGL (a4 Beb cTpaHul).

MoanepxmBatoTca Compute Shaders ana npoBeneHuUsa BbIYUCTIEHUN
obulero HasHadyeHnsa Ha GPU.



OpenGL

CtaHOapT onucbiBaeT B TOM 4ucne TpeboBaHUA K nporpaMmmHOMY
koay, ncnonbsyrwwemy OpenGL.

Ha ypoBHe cTaHgapTta onpefeneHbl TUMbl AaHHbIX, YHUBEPCaslbHbIE
ANA BCcex Nnartgoopm.

Tun OpenGL

GLenum
GLvoid
GLbyte
GLshort
GLint
GLubyte
GLushort
GLuint
GLsizel
GLfloat
GLdouble

Tun C

unsigned int
void

signed char
short

int

unsigned char
unsigned short
unsigned int
int

float

double

TpexmepHas rpacuka

OnucaHue

[Mepeuncnumelii TMn

1 6auT, uenoe 3HakoBoe

2 6anTa, uesoe 3HaKkoBOe

4 6ainTa, Luenoe 3HakoBoe

1 6ainT, uenoe 6e33HaKoBoe

2 baiTa, uenoe 6e33HaKkoBoe

4 6anTa, Llenoe 6e33HaKkoBoe

4 6ailTa, 3HaKoBOe

BewecTBeHHOE YMC/0 OANHAPHON TOYHOCTH
BellecTBEHHOE YMC/10 ABOMNHOW TOYHOCTU
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OpenGL

KoHcTaHTbl OpenGL 06bsaBAEHbI 3ar1aBHbIMU GyKBaMW.

GL_COLOR_BUFFER_BIT

dyHkumMn OpenGL mmeroT npedomke gl n cydpdomke, onpeaenaroLlmin
KO/IM4YEeCTBO 1 TUM NapamMeTpoB.

glVertex2f(GLfloat x, GLfloat y)

glVertex3i(GLint x, GLint y, GLint z)

Peannszauma OpenGL BosfioxeHa Ha 6ubnunoteky gl (simbo
opengl32.dll B cpene Win32).

[ToMMMO 6a30BOro PyHKLIMOHas1a, AOCTYNHbI ONGNOTEKMN:

* GLU (OpenGL Utility) — BcnomoratesnibHble OyHKUUWM 1N pucoBaHue
reoMeTpuyecknx NnpUMmNTUBOB.

* GLUT (OpenGL Utility Toolkit) — doyHKUMW ONs cO34aHUA OKHa U
06paboTKn BBOAA-BbIBOAA.
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OpenGL

[lepen HayanoM OTPUCOBKM HeobxoaMMO 3ajaTb pasMep OkKHa
BbiBOAa. PyHKUMA onpedender pasmep O6ydepa namatu  Ons
COXpaHeHNsA KOHEYHOro N300paXkeHuns.

glViewport(0, 0, width, height)

Takke HeobxoaMmMo BKAKOUUTbL Heobxoaumbiv doyHKUMoHan OpenGL.
[1na pucoBaHUA TPEXMEPHbLIX N300pPaXKEHUN HEOOXOAMMO BK/IHOUUTH
6ydoep rnyouHbl.

g1Enable (GL_DEPTH_TEST)

HeobxoaumMo  Takke  onpegenntb  UBET,  KOTOpbIM  6yaer
3aKkpawimsartbca bydoep npu oUnUCTKe.

glClearColor(0, 0, 0, 0)
[lepen Hayanom pucoBaHUsA cnegyer O4YNCTUTL BbIXoAHOW Bydep.

glClear (GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT)
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OpenGL uncnonb3yeTr nocnepoBate/libHO ABe MaTpuubl OQHOPOAHOIO
npeobpa3oBaHuda 4x4 ond nepesoda KoopamMHaT BEPLUMH B 3KpPaHHbIe
KoopAnHaTbl: MaTtpuua npoeuupoBaHuA 7 MaTtpuua
MogennpoBaHus. 13HadanbHO 06e MaTpuLbl — eaANHUYHbIE.

EAnHWYHOM MaTpuue npeobpas3oBaHusi COOTBETCTBYET crieayloliee
pacnosioxeHne 6asnca OTHOCUTENBLHO 3KpaHa:

(-1,1,0

('1’ -1, O) (1, 1, 0)

(1, -1, 0)



MaTtpuubl B OpenGL

Ona Bblbopa Tekywenm  maTpuubl  UCMNOMb3yeTCcAa  JOYHKUKUSA
glMatrixMode:

glMatrixMode (GL_PROJECTION) // MaTpuuya npoeumpoBaHUS

glMatrixMode (GL_MODELVIEW) // MaTpuua mogenmpoBaHuA

[lanbHenlne reomMeTpuyeckne npeodpasoBaHNA NPUMEHAIOTCA K

TEKyLEeNn BbIOPaAHHOW MaTpuLe NyTEM €ee YMHOXEHUA Ha maTtpuuly
npeobpasoBaHuA.

COpoc Tekyllen maTtpulbl B eANHNYHY0 NPON3BOANTCA NYTEM BbI30Ba
doyHkunu glLoadldentity().

glLoadIdentity ()

TpexmepHas rpaduka 20/46



OpToroHasibHOE MNpoeUnpoBaHNe 3aJaeTca nyTemM Bbl3oBa QYHKLUUK
glOrtho. AprymeHTbl MeTola — napamMeTpbl Kyba, BHYTPM KOTOPOro
ocyLlecTBnseTcs npoeunpoBaHne. OO6bEKTbI 3a npegenamun Kyba He
OTOOpaXkaroTcA.

glOrtho(left, right, bottom, top, near, far)

>
top—f

bottom

near
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[epcnekTBHOE NpoeLMpoBaHMe 3a4aeTcs MyTeM Bbi3oBa (OYHKLINK
glFrustum. ®yHKUMA onpeaenseT yceyeHHyto nupamuay. OObeKTb
BHYTPM YCEUEHHOW nupamMuabl NPOEUMpYOTCS Ha  MeHbluee
OCHOBaHMe.

glFrustum(left, right, bottom, top, near, far)

far
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[MapannenbHbIn  NepeHoC Tekyuwlero Gasuca OcCyUlecTBAeTcH
dyHkunen glTranslate. OHa cyuwiectByeT B ABYX dhopmax:
glTranslated n glTranslatef B 3aBucMmMocTM OT TuUna aprymeHToB

(float nnn double).
glTranslated(GLdouble x, GLdouble y, GLdouble z)

SO O R
OO RO
O~ OO
=N X
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[ToBOPOT Tekyulero 6a3nca ocyulectsnsercs yHkunen glRotate. OHa
cywectsyeT B AByxX popmax: glRotated n glRotatef. AprymeHTbl
doyHKUMM — 3TO Yyron noBopoTa B rpagycax U KoopAuHaTtbl BEKTOpa,
BOKPYI KOTOPOro NpoucxoauT BpalleHue.

glRotatef (GLfloat a, GLfloat x, GLfloat y, GLfloat z)

*+(1—x%)cos(a) x-y(1—cos(a))+z-sin(a) x-z(1—cos(a))—y-sin(a) 0
(1 cos(a))—z-sin(a) y*+(1—y*)cos(a) y-z(1—cos(a))+x-sin(a) 0
(1 cos(a))+y-sin(a) y-z:(1—cos(a))—x-sin(a) z°+(1—2°)cos(a) 0

0 0 0 1

Towean e 24140



MacwTtabnpoBaHne 6asnca ocyulectsnaerca yHkumen glScale. OHa
cywectsyer B aAByx Qopmax: glScaled un glScalef. AprymeHThl
dyHKUNU — 3TO KO3hPULUMEHTbI MacLUTabnpoBaHNA MO TPEM OCAM.

glScalef(GLfloat x, GLfloat y, GLfloat z)

x 0 0 0
0y 00
00 z 0
000 1
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MaTtpuyHble npeobpasoBaHus

[TIp HeobXoAMMOCTM, MOXHO COXPaHUTb TeKyLllylo MaTpuuy BO
BHYTPEHHUI CTEK, NCMonb3ys doyHKU MO glPushMatrix().
[Mocnenytowmin BbizoB glPopMatrix() BepHeT e€ Ha MecCTO.

glPushMatrix() // 3anomMmHaHne MaTpuubl
glRotatef (30, 1, 0, 0)

// PuncoBaHue NoOBepHYyTOro obbekTa
glPopMatrix() // Bo3BpaT 3anOMHEHHOW MaTpPULb
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PucosaHue

OTobpaxaemble 00bEKTHI 3aal0TCA B BUAE OTAE/NbHbIX BepLInH. And
onpeaeneHns BepLUnHbl ncnonb3yetcs yHkuns glVertex, nveroLias
MHOXEeCTBO BapunaHTOB 3arnucu.

glVertex2i(GLint x, GLint vy)

glVertex3f(GLfloat x, GLfloat y, GLfloat z)

[TloMMMO KOOpAVHAT, BepluMHa 06nagaeT TakMMy CBOMCTBAMKM Kak
LBET N HOpMaJib.

Hopmanb 3agmaetca doyHkumen gINormal, koTtopas Takxke wuMeer
MHOXXECTBO BapuaHTOB 3anucu. HenocpeacTtBeHHas 3anmcb HOpMau
npoucxoanT npu Bbi3dose glVertex.

glNormal3f (0, 0, 1)

glVertex3f (3.3, 4, 2.12)
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PucosaHue

LiBeT 3agaetca npu nomowmn yHkumn glColor B Buae Tpex
KOMMNOHEHTOB (KpacHbIN, 3eneHbin W  CUHWUK), JINB0 YeTbIpex
KOMMNOHEHTOB (+ asnibdpa-kaHan).

[Ip  NCMNOSIb30BaHUN  BELUECTBEHHbLIX  4Yucen,  MUHUMasIbHOW
MHTEeHCUBHOCTK cooTBeTcTByeT 0.0, a makcumanbHon — 1.0.

[1pn ncnonb3oBaHUN UEeNbIX 4Yucen, UCNob3yeTca Becb AunanasoH
Hesioro 4Yncra.

HenocpeacTBeHHas 3annchb LiBeTa NpoucxoanT npu Bbi3ose glVertex.

glColor4f(1.0, 0.0, 0.0, 0.5) // KpacHbin nonynpo3paydHbin
glVertex3f(0, 0, 0)

glColor3ub (255, 255, 255) // benbin
glVertex3f (3.3, 4, 2.12)
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1lBegin(GL_POINTS)
glVertex2f (0.0, 0.0)
glVertex2f (1.0, 1.0)
glvertex2f(2, 0.5)

glvertex2f (1.5, -0.5) .
glvertex2f(2, -1.5) 1,
slvertex2f (0.5, -1.5) A

glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

glBegin(GL_LINES)
glVertex2f (0.0, 0.0)
glVertex2f (1.0, 1.0)
glvertex2f(2, 0.5)
glvertex2f (1.5, -0.5)
glvertex2f(2, -1.5)

glvertex2f (0.5, -1.5)
glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1Begin (GL_LINE_STRIP)

glVertex2f (0.0, 0.0)

glVertex2f (1.0, 1.0)

glvertex2f(2, 0.5)

glvertex2f (1.5, -0.5)

glvertex2f(2, -1.5) 1

glvertex2f (0.5, -1.5)
glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1lBegin(GL_LINE_LOOP)

glVertex2f (0.0, 0.0)

glVertex2f (1.0, 1.0)

glvertex2f(2, 0.5)

glvertex2f (1.5, -0.5)

glvertex2f(2, -1.5) 1

glvertex2f (0.5, -1.5)
glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1lBegin(GL_TRIANGLES)
glVertex2f (0.0, 0.0)

glVertex2f (1.0, 1.0)

glvertex2f(2, 0.5)

glvertex2f (1.5, -0.5) /// -
glvertex2f(2, -1.5) 1 4
glvertex2f (0.5, -1.5) 4
glEnd () 7'\

\ 5
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

glBegin(GL_TRIANGLE_STRIP)
glVertex2f (0.0, 0.0)
glVertex2f (1.0, 1.0) , |
glvertex2f(2, 0.5) y //)5
glvertex2f(2, 1.5) <
glvertex2f (3, 1)

glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1Begin (GL_TRIANGLE_FAN)
glVertex2f (0.0, 0.0)
glVertex2f (1.0, 1.0)

glvertex2f(2, 0.5) %_\ ;
glvertex2f(2, -0.5) ////;;/
glvertex2f (0, -1) 1 &8 .

glEnd () —
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet

MHTEPNPETMPOBATL NepeaHHble BEPLUNHBI.

g1lBegin(GL_QUADS)
glVertex2f (0.0, 0.0)
glVertex2f (0.5, 1.0)
glvertex2f (1.5, 1)
glvertex2f (2,
glvertex2f (0, -1)

glvertex2f (1, -1.5)
glvertex2f (1, -2.5)
glvertex2f (0, -2)
glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1Begin (GL_QUAD_STRIP)
glVertex2f (0.0, 0.0)
glVertex2f (0.5, 1.0)

glvertex2f (1.5, 1) ? N 6/ |
glvertex2f (2, //

1 tex2f (0, -1

glvertex2f (0, ) 1 - : :

glvertex2f (1, -1.5)
glvertex2f (1, -2.5)
glvertex2f (0, -2)
glEnd ()
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PucosaHue

Bbi30BbI glVertex Oo/mKHbl NPOUCXOAUTL MeXay Bbli30BamMu (PYHKLWN
giBegin u glEnd. AprymeHT (IBegin onpepenset, kak cneayet
NHTEepnpeTupoBaTh NnepeaaHHbIe BEPLUNHBI.

g1Begin(GL_POLYGON)

glVertex2f (0.0, 0.0)

glVertex2f (1.0, 0.8)

glvertex2f (0, 2) )
glverteX2f(l.6, _1.2) //ﬂ\
glvertex2f (0.4, -1.2) 1 4

glEnd ()

TpexmepHas rpadka s



PucosaHue

[na 3agaHna pasmepa Toudknm mcnosb3yetrca glPointSize. BansgeTr Ha
GL_POINTS.

glPointSize(GLfloat w)

Ona 3agaHna TONWMHBL IMHUKM Ucnonb3yetca doyHkumsa gllineWidth.
Bansaetr Ha GL_LINES, GL _LINE_STRIP n GL_LINE_LOOP.

glLineWidth(GLfloat w)
dyHKUMA glPolygonMode onpeaenset cnocob pucoBaHUA MNOSINIOHOB:

* GL_POINT — TO/IbKO BEpPLINHBI
* GL_LINE — TONbLKO pebpa
* GL FILL — TONbLKO 3anosiHeHue
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OcBelleHue

[na BKAYEeHMA ocselleHnss no PoHry, HeobGXoAMMO WCNOMb3BaTb
glEnable ¢ koHcTaHTOM GL_LIGHTING. Ero takke MOXHO OTK/MOUYNTb

yepe3 (lDisable nepen pucoBaHnem O06OBLEKTOB, He TPeOYHLLNX
pacyeTa OCBeLlEeHMNA.

glEnable (GL_LIGHTING)

OpenGL noggepxmBaetr He MeHee 8 WCTOYHUMKOB OCBELLEHUS,

3agaHHbIX KoHcTaHTamn GL LIGHTO .. GL _LIGHT7. VIx Takke MOXHO
BK/1H0YaTb M BbIK/1OYaTh MHANBUAOYa/1bHO.

glEnable (GL_LIGHTO)
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OcBelleHue

CBoNCTBa MCTOYHMKA OCBELLEHMA 3aaroTca Npuv NMOMOLLN OYHKLNK
glLight. lVcnonb3ywotca BapuaHTbl glLightfv  gna  3agaHuga
napameTpoB-maccneoB nnu glLightf ona ogMHOYHbLIX NapamMeTpPoB.
GLfloat pos[] = {1, 1, 1, 0}; /J/ C++

pos = (1, 1, 1, 0); # Python

glLightfv(GL_LIGHTO, GL_POSITION, pos);

UeTBepTbI apryMeHT NOSIOXKEHUSI UCTOYHMKA OCBELEHNS onpeaensiet
ero Tmn. 0 — WUCTOYHMK yaasieH 6eCcKOHeYHO Aasieko (CO/THEYHbIN
cBeT), 1 — ToYeUHbI NCTOUYHMUK.

LIBeT ocBelleHNA TakKke 3apaetca 4yepes gllight ana pasHbIX
COCTaBNAOLNX

GLfloat ambColor[] = {0.2, 0.2, 0.2, 0}; // C++
ambColor = (0.2, 0.2, 0.2, 0) # Python

glLightfv(GL_LIGHTO, GL_AMBIENT, ambColor)
// GL_DIFFUSE n GL_SPECULAR pgna gpyrux cocTaBnsawwmx
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OcBelleHue

[Ana koppekTHoW paboTbl OCBeLleHnss HeobXxoaMMO 3afiaTb CBOWCTBA
mMarepuana, ncnonb3lya doyHkuuo glMaterial. bosiee npocTton cnocob

— 1CMOMb30BaHME LBETa BepLMHbl B KavyecTBe napamMeTpoB
marepuana.

glEnable (GL_COLOR_MATERIAL) ;
glColorMaterial (GL_FRONT_AND_BACK,

GL_AMBIENT_AND_DIFFUSE) ;

Takke Ana npaBuibHOM PaboTbl OCBELLUEHUS 00s3aTeNbHO HYXHO
3a/laBaTb HOpMa/lb 19  KaKOAOW BepLMHbI. YTOoObI Kn36exarb
NCKaXKeHUI npu TpaHcopmauum " OCOOEHHO npu
MacluTabnpoBaHu, PEKOMEHAYETCA BK/IKUYUTbL  HOpMasu3auuio,
4YTOObI NPU BCEX pacyeTax AsiMHa HoOpMasin UTHOpUpoBasiach.

glEnable (GL_NORMALIZE) ;
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NHTerpauums ¢ Qt

Bubnunoteka Qt copnepxut Bumxker QGLWidget, oTo6paxarLwmn Ha
CBOEWN MNoBEePXHOCTN pe3dynbTtar padoTtbl OpenGL.

B C++ HeobGxoanmo nogkntountb moaynb OpenGL, 4ToObl AaHHbIN
Kflacc cTasi AOCTYNeEH.

QT += opengl

B Python goctaTo4yHO MMNOPTMPOBaTb MOAY/1N:
from PyQt5.QtOpenGL import QGLWidget

from OpenGL.GL import =*

QGLWidget He obnagaeT Kakumn NnM60 PyHKUMAMN pucoBaHua. Ons
peasiM3aumm pucoBaHMa HeobXoaMMO co3aaTb MPOM3BOAHLIN Kacc u
nepeonpenenntb metoabl N3 QGLWidget.
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* initializeGL() — BbI3biBAa€TCA OQHOKPATHO MPU CO34aHUK BUIXKETA.
MOXXeT UCNnonb30BaTbCA A1 3arpy3Kn TEKCTYP.

* resizeGL(Iint, Int) — BbI3bIBAaeTCA MNPU WU3MEHEHUN pa3MepoB
BumKeTa. lcnonb3yerca A4 3aaHua pasmepa oTobpaxaemowu
obnactu.

 paintGL() — wucnonb3lyeTca HeNnocpeacTBEHHO A9 PUCOBaHUSA

cueHbl OpenGL.
®dyHKUMK OpenGL HeoCcTynHbI 3a NpeaenamMmy gaHHbIX METO40B.

[Mpy HeobXxoAMMOCTU 06paTuTbCA K KOHTeKcTy OpenGL B Apyrom
MecTe cneayet Bbi3BaTb MeTog makeCurrent().

Ona npuHyauTenbHOW NepepucoBKM OKHa cnenyet Bbi3BaTb C/OT
updateGL.



1. Co3gatb OCHOBY NMPUIOXeHNUA.

2. Co3partb knacc, npousBoaHbin oT QGLWidget n pa3mecTuTtb ero B
OKHe.

3. B npoueaype pucoBaHusi, COpoCUTb MaTpuLly MpOoeLnpoBaHns
(glLoadldentity), 3atem 3aaaTtb npoeumnposaHue (glOrtho, glFrustum)
N caenatb npeobpasoBaHud, onpeaensawrolme pakypc HabnwoaeHus
oObekTa.

4.MNepekniountbCa Ha mMaTtpuuy moaenmposaHna. COpocUTb MaTpuLy
N MNPUMEHUTb Mpeobpas3oBaHnsA, OMNuUCbiBaloLLIe TMOBOPOT WU
nepemelleHne obbLeKTa.

5.* 3aparb CBOMCTBA OCBELLEHUSA.

6. HapucoBarb 006bekT nytem BbizoBa glVertex mexay glBegin w
glENnd.



1. TekctypupoBaHue: glGenTextures, glBindTexture, glTexlmage2D.
2. Vertex Buffer Object
3. GLSL
4. Adrian Courreges
* GTAV Graphics Study

http://www.adriancourreges.com/blog/2015/11/02/gta-v-graphics-
study/

« DOOM 2016 Graphics Study

http://www.adriancourreges.com/blog/2016/09/09/doom-2016-
graphics-study/
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