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BcTyn

Ouvcumnnini «feomeTpruyHe MoaentoBaHHA | KOMM'OTEPHa rpadika» Ha-
nexuTb ocobnmea ponb B HaBYanbHOMY MnaHi NigrotoBku dpaxisuiB cneuianb-
HOCTI «IHCpopMaUinHi TexHonoril NpoekTyBaHHAY». Agpke o6’ekTammn npodpecin-
HOT OiSNbHOCTI BMMYCKHUKIB creuianbHOCTI € po3pobka, MogepHi3auis Ta ekc-
nnyartauia cucteMm asBTomaTtmsoBaHoro npoektyBaHHa (CAIP), xapakTtepHoro
PUCOID SKUX € LUMPOKE BUKOPUCTAHHA MeToAdiB i 3acobiB iHTepaKTUBHOI
KommM'toTepHoi rpadiku [1].

B pobouin HaB4yanbHin nporpami gucumnniHn nepenbdadveHe BUBYEHHS
KNYOBUX TEM FrEOMETPUYHOIO MOAESTOBAHHSA | KOMM IOTEPHOT rpadpikn 3 BUKO-
PUCTAHHAM CyYacCHMX iHTErpoOBaHUX cepenoBULL, NPOorpaMyBaHHS | CTaHAAPTHOI
rpadpivyHoi Bibniotekn OpenGL — oAQHOrO 3 HaMMONynNAPHIWNX NPUKNagHUX
nporpamHux iHtepgerncis (APl — Application Programming Interface) ans pos-
pobKM 3aCTOCyBaHb peaniCTUYHOT OBOBMMIPHOT Ta TPMBUMIPHOT rpadoiku.

Crangapt OpenGL (Open Graphics Library — Bigkputa rpacidna 6ibnio-
Teka) 6yB po3pobrieHun i 3aTBepakeHnn y 1992 poui nposigHMMun dipmamu B
cchepi iHOYCTpil NporpaMHOro 3abesnevyeHHA K edqeKTUBHUA anapaTHO-
He3anexHun iHTepdenc, NnpugaTHAN onga peanisadii Ha pisHUX nnatdgopmax.
OcHoBoto cTtaHgapTy ctana 6iénioteka IRIS GL, po3pobneHa dipmoto Silicon
Graphics Inc.

Ha cborogHiwHin aeHb rpadgivyHa cuctema OpenGL nigTpumyeTtbes Oi-
NbLUICTIO BUPOBHUKIB anapaTHUX i nporpamMmHux nnatdgopm. Lis cuctema goc-
TynHa TUM, XTO npaute B cepegosuLli Windows, kopuctyBadam KOMM'tOTEpPIB
Apple. BinbHO posnosctogxkyBaHi kogu cuctemmn Mesa (naket APl Ha 6Gasi
OpenGL) moxHa komnintoBaTth B 6inbLLOCTI onepauinHUX CUCTEM, Y TOMY YMCHi
B Linux.

[MpUYNHOIO LLIMPOKOro po3noBclogXeHHs i po3BuTKy OpenGL sk rpadoiv-
HOro CTaHJapTy € Taki MOro KrYoBi XapakTePUCTUKN:

e CmabinbHicmb. [JONOBHEHHS | 3MiHM B CTaHAapTi peani3yloTbCHA Takum
YMHOM, OO 36eperTm CyMiCHICTb 3 po3pobrieHMM paHile nporpaMmHuUM
3abe3neyeHHsaM.

e HadiuHicmb | npocmoma rnepeHeceHHs1 Ha iHWI anapamHo-rpospamHi
rnnamegopmu. 3acTocyBaHHS, WO BUKopmuctoBytoTb OpenGL, rapaHTyoTb
O[IHAKOBUW Bi3yanbHWN pe3ynbTaTt B Pi3HMX OnepauinHuX cuctemax Ta Ha
pisHOMy obnagHaHHi. KpiMm Toro, ui 3acTocyBaHHA MOXYTb BMKOHYBaTUCS
SIK HA NepcoHarnbHUX KOMM'IOTepax, TakK i Ha poboYMx CTaHUisIX YM cynep-
KOMM'toTepax.



o Jleckicmb sukopucmaHHs. CtaHgapT OpenGL mae npogymaHy CTPYKTypy
Ta iHTYITUBHO 3pO3yMiNuKn iHTepdenc, Wwo O03BONAE 3 MEHWUMN BUTpa-
TaMu CTBOpIOBATU edEeKTMBHI 3aCTOCYBaHHA, AKi MICTATb MeHLe psaKiB
KoAy, HiXXK CTBOPEHiI 3 BUKOPUCTAHHAM iHWKX rpadpivyHmx Bibniotek. Heob-
XigHi pyHKUIT Ans 3abe3nevyeHHsa CyMIiCHOCTI 3 pi3HMM obnagHaHHAM pea-
ni3oBaHi Ha piBHi 6iIGNIOTEKM | 3HAYHO CNPOLLYOTH PO3POOKY 3aCTOCYBaHb.

Peanizauia 6i6niotekn OpenGL B onepauinHin cuctemi Windows wmic-
™MTb Ginbwe 400 pisHnx komaHa ans onucy O6’eKTiB i onepauin B NPOLECI
CTBOPEHHSA iHTEpaKTUBHUX rpadpivHMX 3acTocyBaHb [2], Wwo, NpupoaHo, yckna-
OHIOE 11 BUBYEHHSA 3a eKkcnnyaTauilMHOoW OoKyMeHTauie. MeTot aBTopiB Noci-
OGHMKa € BMKNageHHs1 ocHoB BukopucTaHHs OpenGL sk HeobxigHoOT nepegymo-
BV 4N HACTYMHOro NOrnmMbneHHa TeOPEeTUYHNX 3HAHb | MPaKTUYHUX HABUYOK 3
CTBOPEHHSA rpadivyHMX 3aCTOCYBaHb.

Mpw nigroToBLi LbOro NOCiGHUKA, KpiM eKkcnsyaTauinHol AOKYMeHTaUil Ta
HaYKOBOI i JOBIOKOBOI NiTepaTypu, BUKOPUCTAHO HaBYarbHO-METOANYHUIA MO-
cibHnk KO.M. BasikoBcbkoro Ta iHWKx «[paduyeckas 6ubnuoteka OpenGL»
[3], sknin nponwoB anpobauito Ha akynbTeTi 004YMCroBanbHOT MaTeEMaTUKN i
KibepHeTuKn MOCKOBCBHKOro AepXXaBHOro YHiBEPCUTETY | MICTUTb onnc 6a3oBumx
Moxnuneocten OpenGL Ta npakTUYHi pekoMeHaauil Wwoao npumnomMie edpekTmns-
HoOT poboTn 3 GibnioTekolo.

HaBsepgeHi B [3] npuknagn nporpam CyTTEBO 3MiHEHi. 3 ypaxyBaHHAM
0cobnmMBOCTEN OpraHisauii KOMM'IOTEPHOro 3abe3neyeHHsi HaB4YanbHOro npo-
Lecy B YHiBepcUTETI, NporpamMHi peanisaudii npyknagis nogaHi Ans OBOX iH-
CTPyMeHTanbHuUx cepeposuly, nporpamysaHHs (C++ Builder ta Delphi). Bia-
MIHHOCTI B CUHTaAKCUCi MOB NporpamyBaHHSA LMX CEpenoBuLy po3pobkn nule
iINOCTPYIOTb OKPEMI MPaKTUYHI acnekT BUKOPUCTAHHA MOXITMBOCTEW nporpa-
MHoro iHTepdency ctangapty OpenGL, ocHoBHa X yBara B NOCIOHWUKY npuai-
NAETbCA BMBYEHHIO MeTogosorii nobyaosu rpadivyHnxX nporpam Ta OCHOBHWUX
npunomiB poboTtun 3 6ibnioTekoto.

MociOHMK cknagaeTbCsl 3 BOCbMU PO34iNiB Ta TPbOX A0AATKIB.

OCHOBHI po3ainu nocibHMKa MiCTATb CUCTEMaTU30BaHUI OMNUC CTPYKTYPU
i abcTpakTHUX Moaenen (pyHKUIOHYBaHHA Ta BUKOPUCTaHHS 6ibniotekn, cnHTa-
KCUCY | CEMaHTUKM OCHOBHUX KOMaHA, METOANYHI BKa3iBKM WOA0 NPUAOMIB ni-
OBULLIEHHA edPeKTUBHOCTI rpadpivyHMx nporpam. Y BCixX po3ginax HaBedeHo 3a-
NMUTaHHA ONA KOHTPOMIO 3HaHb.

B npopaTtkax HaBegeHo onuc po3wwmpeHb 6a3oBoi 6idbniotekn Ta npukna-
AV OeMOHCTpaUiNHMX Nporpam.



Po3nin 1. OcHoBu OpenGL

1.1 OCHOBHi MOXNUBOCTI

OcHoBHe npusHaveHHss OpenGL — BigobpakeHHsi ABOBMMIPHUX Ta Tpu-
BMMIpHMX OBO’EKTIB Yy CTaTUYHMX Ta AuMHaMiYHMX cueHax. O6’ekTn npeacrtasns-
IOTbCS Y BUMMSAI CYKYNHOCTI BepLUH (4Nna reoMeTpuyHux dpiryp) abo nikcenis
(ans pactpoBux 306paxeHb). OpenGL cno4vaTtky nepeTBOptoe BUXigHI AaHi
(MpuMiTMBKM Ta 300paxkeHHs1) B nikcenbHe MNOAAHHS, aCOLilYM 3 KOXHUM
cdopmoBaHMM nikcenem HeobXxigHi Ans 1Moro BigobpakeHHs i noganbLuol po-
60TK OaHi, a NoTiM po3TalLOBYe pesynbTaT NnepeTBopeHHs B 6ydepi kagpy.

Peanizauia OpenGL gna Windows mictutb Ginbwe 400 cyHkuin (368
6a3oBux yHKLUIN OCHOBHOI GibnioTekn opengl32.dll Ta 52 yHkuii BibnioTeku
yTunit glu32.dll).

basoBi dyHKUil 3a6e3neyytoTb NodynoBy 306paxeHb rpadivyHNX NpUMi-
TUBIB (TOYKW, NiHii, 6GaraToOKyTHUKN, pacTpoBi 3006paKeHHs), NEPETBOPEHHS KO-
opAaunHaT, obmexxeHHa obnacTti BUOAUMMOCTI, ynpasSfliHHA KOMbOPOM, OCBITSIEH-
HAM, TEKCTYpPOI0, TYMaHOM.

®yHKUIT BiBnioTekn yTUNIT € po3WMpeHHsaM 6a3oBoro Habopy YHKLIN |
npu3aHayeHi ona opmyBaHHA 306paxeHb cdep, AUCKIB, KOHIYHMX LMNIHAPIB,
ynpaBniHHA TEKCTYPOIO i NEpPETBOPEHHSAMWN KOoOpAUHAT, TpiaHrynauii 6araToky-
THUKIB, NOOYAOBN KPMBUX Ta MOBEPXOHb HA HEPErynspHin CiTui KOHTPONbHUX
TOYOK 3 BUKOpPUCTaHHAM popm bes’e Ta pauioHanbHux B-cnnanHis.

Bci 6a30Bi yHKUIT MOXHA po34inMTh Ha M'SATb KaTeropin:

o QyHKUii onucy npumimuegié BU3Ha4YaloTb 00’EKTU HMKHLOIO PIBHA iepapXil
(NnpumiTneK), sk 3gaTtHa Bigobpaxatn rpadivyHa cuctema. Y OpenGL
NPUMITUBaAMN € TOYKM, NiHil, 6araToKyTHMKM i T.4.

o QyHKUIT onucy Oxepes1 ceimsia cnyxaTtb OS5 ONUCy MOMNOXEHHS | Nnapame-
TPiB [XKepes CBiTNa, po3TalloBaHUX Y TPMBUMIPHIN CUEHI.

o QyHKUii 3ae0aHHs ampubymig. 3a [OMNOMOrow 3aBAaHHs aTpubyTiB npo-
rpamMmicT BuU3Ha4vae, SK OyayTb BUrNa4aTM Ha ekpaHi BigobpaxyBaHi
00’ekTn. [HWMMKM cnoBamMu, SIKLLO 3a AOMOMOroK MPUMITUBIB BU3HAYAETb-
Csl, WO 3’ABUTBLCA Ha eKpaHi, To aTpnbyTn BU3Ha4aoTb criocibé BUBoay Ha
ekpaH. Ak atpnbytn OpenGL BMKOPUCTOBYE KOSip, XapakTepuUCTUKKU Ma-
Tepiany, TEKCTypu, NapaMeTpu OCBITIIEHHS.

o DyHKUII 8i3yasii3ayii 4O3BONAKTL 3a4aTW NOJIOXKEHHA crocTepirada y Bip-
TyanbHOMY NpocTOpi, NapameTpun o6’ekTnBa Kamepu. 3Harouu Ui napame-
TpW, cUcCTeMa 3MOXe He TiNbkKM NpaBunbHO NobyayBaTn 306pakeHHs,
ane i BigCikTn 06’ekTn, AKi He NoTpanunu B None 3opy.
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e Habip gbyHKuUili 2eoMemMpuYHUX nepemeopeHb AO3BONSIE NPOrpamicTy Bu-
KOHyBaTM Pi3Hi NnepeTBOpeHHs1 06’eKTiB — MOBOPOT, 3CyB, MacluTabyBaH-
HS.

1.2 ®yHKUuioHanbHa wMogenb rpadgiyHMX 3acTocyBaHb Ha OCHOBI
OpenGL

XapakTepHMMU puUcaMu CydaCHUX TEXHOMOriN NporpamMyBaHHS € BUKO-
pUcTaHHA 06’ €KTHO-OPIEHTOBAHMNX BidyanbHMX 3acobiB po3pobkM NporpamHOro
3abe3neyvyeHHs Ta iHTepdency kopucTyBada YHiBepcanbHOro MNpPU3HaAYEHHS
(Microsoft Visual Studio, Delphi Towo). BogHoyac, 3acobu rpadgiyHoro npo-
rpamyBaHHs (OpenGL, Windows GDI, Direct3D) peanizoBani y Burnagi 6i6nio-
Tek (PYHKLUIM i npoueayp, WO NOSICHIETLCSA KOPCTKUMM BUMOramMmmn A0 LUBUAKO-
CTi NnobyaoBu 306paxeHs.

Y3aranbHeHa goyHKUiOHanbHa mMogens NpuknagHux rpadivyHux 3actocy-
BaHb Ha ocHoBi OpenGL moxe OyTu npeacTaBrneHa B BUMMAAI iepapxii 06pob-
Hux cuctem [4] Sk=(Lk, I), ae Lx — moBa, Iy — iHTepnpeTaTop MoBu Ly B MOBY
Ly+1 HAcTynHoi 06pobHOT cucteMn Sy, .

Y nepwomMy HabnmKeHHi (Ha NoYaTKOBUX CTafidx eTany NpOEeKTyBaHHS
3aCTOCyBaHHSA) (OyHKUiOHanNbHa mofernb Bu3Hayaetbcsa Tpivikow {(L;, 1), (Lm,
Iv), (Lo, 15)}. Ha BeplumHi pyHKLiOHaNbHOI Moaeni 3HaxoasaTbCa BXigHa MoBa
rpadpivyHOi cuctemm L; (komaHguM i gaHi komaHg) Ta iHTepnpeTaTtop MoBu L; y
BHYTPILLIHIO MOBY L, (Mogeni gaHnx Ta reoMeTpu4Hi onepauii Hag HUMn). IHTe-
pnpeTtatop moaeni I, 3abesneyye onuc 300paxeHb ABOBUMIPHUX YN TPUBUMI-
PHUX OB’EKTIB B CTATUYHUX | ANHAMIYHUX CUeHax Ha MOoBI L, (iHTepdenc npumk-
nagHoro nporpamMmyBaHHS Ansa reHepaduii komaHg i cnmckie komaHg OpenGL).
IHTepnpeTaTop I, (cepBep OpenGL) 3abesneyye hopmyBaHHSA nikcenie 30-
OpaxeHHs B Bydepi Kagpy, BuBegeHHA BMICTYy Oydepy Ha ekpaH Ta noBep-
HEeHHS pesynbTaTiB 3anuTiB. HeobXxigHWM piBeHb AeTanisauil pyHKUiOHaNbHOI
MoAeni focAaraeTbCa 06’€KTHOK UM NPOLEOYPHOI AEKOMMNO3MLIED 0OPOBHMX
cuctem (L;, 1) Ta (L, 1), 3anexHO Big MOXINBOCTEN cepeaoBULLa nporpamy-
BaHHA. PiBeHb po3BUTKY 3acobiB BidyanbHOro nporpamyBaHHsi 06’eKTiB iHTep-
doency 3 KopucTyBadeM CyTTEBO BMNSIMBAE Ha andasiT i CUHTAKCUC KOHCTPYKLIN
MOBM L; Ta TPy4OMICTKICTb po3pobku iHTepnpeTaTopa /.

3 ypaxyBaHHSAM Benukol KinbkocTi komaHng OpenGL, pospobka iHTepn-
petatopa I, Ana cknagHux rpadivyHmMx 3actocyBaHb (CMCTEMU aBTOMaTu3auil
NPOEKTYBaHHA, AN3aHYy, reOMETPUYHOrO MOAENOBaHHA SBULL i NpoueciB To-
LLIO) € AOCUTb TPYAOMICTKOLO.

MprpoAHbO, WO B 06’EKTHO-OpPIEHTOBaAHUX CepefoBuLLax NporpamyBaH-
HSA Y PO3POOHMKIB BUHMKAE CMOKyCa CTBOPEHHS KnaciB-060SIOHOK ANs iHKancy-
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nauii komaHg OpenGL B mMeTogax Ta BMacTMBOCTSX, WO €KBiBaneHTHO BBE-
OEHHIO B (pyHKUiOHaNbHYy Mogenb gogaTtkoBoi obpobHoi cuctemun (L, 1) Ha
nepenocTtaHHbOMY piBHI iepapxil. OgHak, NPOCTe «3aropTaHHA» KOMaH, MOBWU
L, B 000N0HKY knacie 00’ekTiB MOBM L, BUKNNYE NuULle 404aTKOBI BUTpPATK Yacy
Ha dopMmyBaHHA Ta BMBeAEHHS 306paxeHb. CnpouwleHHst po3pobku [, 6e3
BTpaTU e(PEeKTUBHOCTI (PYHKLIOHYBAHHA NporpaMmm Moxe OyTu OOCArHyTO, SiK-
Lo enemeHTamu moBu L, 6yayte metoam doopmMyBaHHA 300paXkeHb CKagHuX
00’eKkTiB MoAeni i ynpasniHHA NnapameTpamMun CLEH.

PDyHKUIT KoopaMHATHOI igeHTMdikauii enemeHTiB 300paxeHb Ta ynpas-
niHHA Bidyanisauieto 06’ekTiB i cueH (NOBOPOTU, NaHOpaMyBaHHS, MacluTaby-
BaHHA) MOXYTb OyTM iHKancynboBaHi 6e3nocepefHb0 B METOOaX €KpaHHUX
dopm 4n ppenmie (BidyanbHux komnoHeHTiB Delphi), Wwo Hanbinbw NoBHO Bi-
Anosigae KoHuenuisim 06’€eKTHO-OPIEHTOBAHOIO MNporpamyBaHHA | noserwye
CTBOPEHHA 3acToCyBaHb AS11 O4HOYACHOI pobOoTU 3 300paXKEeHHSIMU KiflbKOX
CLIEH.

1.3 IHTepdenc OpenGL

OpenGL cknagaeTbca 3 Habopy 6ibnioTek. Yci 6a3osi yHKuiT 36epira-
I0TbCS B OCHOBHIM 6ibnioTeui, Ans nosHavyeHHa Akol Hagani 6ygemo BUMKOpuUC-
ToByBaTn abpesiatypy GL. Kpim ocHoBHOI, OpenGL MicTUTb Kinbka gogaTko-
BUX BibnioTek.

Mepwa 3 HUXx — 6ibriiomeka ymunim GL (GLU — GL Utility). Yci doyHk-
il uiel 6ibniotekn Bn3Ha4veHi Yyepes 6asosi pyHkuii GL. Jo cknagy GLU yBin-
lwna peanisauisa 6inbw cknagHMx OYHKUIN, Takux sk Habip nonynsapHMx reome-
TPUYHUX NpUMITMBIB (KyD, Kynsa, uMniHAp, AUCK), YHKLUiI nobyaoBu cnnanHie,
peanisauia gogaTKoBUX ornepalin Hag MaTpuusMuy i T.n.

OpenGL He micTnTb y cobi HiSKMX cneuianbHUX KoMaHg ona poboTtu 3
BikKHAMW 4M OTpPUMaHHS iHopmauii Big KopucTyBaya. Tomy Oynu CTBOPEHI
cneuianbHi G6ibniotekn ansa 3abeanevyeHHs YHKUIN, WO 4acTO BUKOPUCTOBY-
IOTbCS NPU B3aeMOZil 3 KopUCTyBayeM i ong BigobpaxeHHs iHopmadil 3a go-
NMOMOrow BIKOHHOI nigcuctemn. Hambinbw nonynsapHoto € 6ibnioteka GLUT
(GL Utility Toolkit). ®opmanbHo GLUT He BxoauTb y OpenGL, ane gakTu4Ho
BKMIOYAETLCA Mamxe B YCi MOoro AuctpmbyTtusm i mae peanisauii gns pisHUX
nnatdgopm. GLUT Hagae nuwe MiHiManbHO HeoOxigHuM Habip dyHKuin gnsa
ctBopeHHa OpenGL-3actocyBaHHA. DyHKUiOHaANbHO aHanoriyHa 6ibnioTeka
GLX MeHLWw nonynsapHa.

Kpim TOro, doyHkuii, cneundidHi na KOHKPETHOI BIKOHHOI nigcuctemu,
3BMYaWHO BXOAATL Y 1i NPUKIAAHUI NporpaMHun iHTepdenc. Tak, QyHKuii, Wwo
niaTpumytoTb BUKOHaHHA OpenGL, € B cknaagi Win32 API'i X Window. Ha puc.
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1.1 cxemaTM4yHO npeacTaBneHa opraHisauis cuctemmn 6ibniotek y Bepcii, Wo
npautoe nig ynpasniHHam cuctemm Windows. AHanoriyHa opraHisauiss BUKopu-
CTOBYETbCA N B iHWKX Bepciax OpenGL.

GLU
" GL
MpuknagHa Bydep
nporpama Kaapy
[ Gt Win32
GLX

Puc. 1.1. OpraHizauis 6idniotekn OpenGL

1.4 Apxitektypa OpenGL

®yHKuiT OpenGL peanizoBaHi 3 BUKOPUCTAHHAM MoAeni KnieHT-cepsep.
3acTtocyBaHHs (NpuUKagHa nporpamMa) BUCTynae B Poni KrieHTa — BOHO BUPO-
6nsie komaHan, a cepsep OpenGL iHTepnpeTye i BUkoHye iX. Cam cepBep Mo-
e 3HaxXo4uTUCA SIK Ha TOMY XX KOMM'0Tepi, WO 1 KNieHT (Hanpuknag, y Burnagi
GibnioTekn AnHamiYHOro 3aBaHTaxeHHss — DLL), TaK i Ha iHWoMy (Ansa uboro
MOXe BYyTM BUKOPUCTaHUK creulianbHNin NPOTOKON nepeaadi AaHuMxX MiXK mMawu-
HamMn).

OpenGL obpobnse i dopmye B b6ydepi kagpy 306paxeHHs rpadivyHmnx
npumimueie 3 ypaxyBaHHSIM OesIKoro Yncrna obpaHux pexumis. Okpemui npu-
MITUB — Lie TOuKa, Bigpi30K, BaraTokyTHUK i T.4. KOXeH pexum moxe 6yTn 3mi-
HEeHWN He3anexHo Bif iHWKX. BusHavyeHHA npumMiTuBIB, BUBIp peXnUMIB Ta iHLUI
ornepadii onUCcyrTbCA 3a AONOMOroK KOMaHO y POPMi BUKITUKIB PYHKLIN NPUK-
napgHoi 6idnioTeku.

MpuMiTMBM BU3Ha4alOTbCA HABOPOM 3 OAHIET UM AEKINbKOX eeplwuH
(vertex). BepwuHa BU3Ha4ae TOYKY, KiHeUb BiApi3ka 4n KyT 6araTokyTHuKa. 3
KOXXHOIK BEPLUMHOK acouiloTbCa Aeski AaHi (koopaumHaTtu, Konip, Hopmarb,
TEKCTYPHI KoopAWHATKM i T.4.), 9Ki HasnBaTbCa ampubymamu. Y nepeBaxHin
GinbLUOCTI BUNaKiB KOXXHa BepLUMHa 06pobnseTbCa He3anexHo Big iHLWNX.

ApxiTekTypa OpenGL peanidye cxemMy KoHBeepa, LLO CKNagaeTbCcs 3 Ki-
NbKOX MOCNIAOBHMX eTaniB 06pobku rpadivyHmx gaHux (puc. 1.2).
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Anpokcumauia KpUBUX i
NOBEPXOHb

ATpubytn
u / BEpLUMH
O6po6Ka BEpPLUMH i

CKNapaHHA MPUMITUBIB e |  nxepena

! ! cBiTna

Pactepusauis i

0bpo6ka pparmeHTiB \
! ! TekcTtypu

Onepauii Hag
nikcensamm

4L

Mepenaya naHnx B
6ydep kappy

Puc. 1.2. Cxema cyHKuUioHyBaHHSA koHBeepa OpenGL

Komangn OpenGL 3aBxam obpobnsoTbCa B NOPSAKY X HAOXOOKEHHS,
Xo4a MOXYTb BigbyBaTucsa 3aTpuMKK nepen TUM, AK NposiBUTbCA edekT Big
IXHBOrO BMKOHaHHSA. Y OinbwocTi Bunagkie OpenGL peanidye 6esnocepeHin
iHTepdenc, To6To BU3HaYeHHs1 06’ekTa BUKNMKAE MOro Bidyanisadito B 6ydepi
kagpy.

3 TOYKkKM 30py po3pobHukiB, OpenGL — ue Habip KoMaHg, AKi KepyrTb
BUKOPUCTaAHHAM rpadivyHol anapaTypu. AKWO anapatypa CKagaeTbCa TiflbKu
3 agpecoBaHoro bydepa kagpy, To Toai dyHkuii OpenGL noBuHHI B6yTK peani-
30BaHi MOBHICTIO 3@ paxyHOK pecypcCiB LeHTpasribHOro npowecopa. Ak npasusio
rpadpiyHa anapartypa 3abesneyvye pisHOMaHITHI PiBHI MPUCKOPEHHS: Big anapa-
THOI peanisauii BMBOAY MiHiM i 6araToKyTHUKIB O BUTOHYEHUX rpaddivyHUX nNpo-
LecopiB 3 NigTPUMKOK Pi3HMX onepaLin Hag reoMeTPUYHUMKN OaHUMM.

OpenGL € npolwapkoMm MixX anapaTHUM pPiBHEM Ta piBHEM KOpUCTyBa4a,
LLIO JO3BOSISIE€ HaJaBaTy €ANHUIM iHTepdenc Ha pisHUX nnaTtdopmMax, BUKOPUC-
TOBYIOYN MOXITMBOCTI anapaTHOI NigTPUMKM.

Kpim Toro, OpenGL MoOxHa po3rnagatu K CKIHYeHHUW aBTomar [7], cTaH
SIKOTrO BU3HAYAETbCA MHOXMHOIK 3HA4YeHb creuianbHUX 3MiHHUX | 3HAYEHHSAMN
NOTOYHOT HOpMarni, KOfbopy, KOOPAUHAT TEKCTYPU M iHWNX aTpUByYTIB i O3HaK.
Yca ua iHpopmauia 6yae BukopuctaHa npyv HaOXOoKEHHI B rpadivyHy cuctemy
KoopAuHaT BepLMHM ana nobygosu dirypu, OO SIKOT BOHA HanexuTb. 3MiHa
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CTaHiB BiabyBaeTbCA 3a AOMNOMOro KOMaHA, WO OOPMITIOITLECH K BUKIUKA
doyHKLIN.

1.5 CuHTaKcnc KomaHpg

bibniotekn opengl32.dll Ta glu32.dll HanucaHi Ha moBi C++. Tomy ans
BUKOPUCTaAHHA umMx BibnioTek B npoektax C++ Builder goctaTtHbO MNigKniounTm
ix 3aronosHi pannu (gl.h Ta glu.h BignoBigHO):

#include <GL/gl.h>
#include <GL/glu.h>

Pasom 3 Delphi Bepcin 3 Ta BuWEe HagaeTbCAa 3aronoBHUN dpann, ssKnn
po3sonsie nigkntodaty 6ibnioteky OpenGL go npoektie Delphi. Llen dann mic-
TUTb NULe onucu NPoToTUNIB PyHKUIN BiGnioTekn, a cami pyHKUIT po3TalloBa-
Hi y BignosigHnx dpannax DLL.

Hanpwuknag, y cekuii interface 3aronoBHoOro gpanny 3HaxogutbCsa HacTy-
NnHe BUnepeaKanbHe OrosIoeHHs (PYHKLUIT OYNLLEHHS eKpaHYy:

procedure glClearColor (red, green, blue, alpha: GLclampf); stdcall;

B cekuil imlementation mogynsa onuc Mae HacTynHUN BUrMSAA:

procedure glClearColor; external opengl32;

Cnyxb6oBe cnoBo stdcall BkaszaHe ans ycix npoueayp ta OyHKUIn Lboro
MOAyINs, 03Ha4yae CTaHOApPTHUM BUKITMK PYHKUIT Yn npouedypu Ta Bu3Ha4vae
KOHKPETHI npaBuna ObMiHYy JaHUMKM MK 3aCTOCYBaHHAM (NPUKIagHOK npo-
rpamoto) Ta 6ibnioTekol: SK nepefarTbCs NapamMeTpu (4epes pericTpu 4um
CTEK), B AKOMY MNOPSOKY NepeniyylTbCa napameTpu, i XTo, NpuknagHa npo-
rpama 4m 6ibnioteka, ounwlye obnacTi nam’siTi Nicns iX 3aCTOCyBaHHS.

CnyxboBe cnoBo external 3acCTOCOBYETbCA ANA PYHKUIN, WO Nigknoya-
toTbCs 3 BibnioTek. Micna HbOro BkasyeTbCs iM'a 6iGnioTekn, WO NigKkNo4aeTb-
ca. Tyt opengl32 — KOHCTaHTa, WO BU3HA4YaeTbCA Yy IHWOMY MoAyni
windows.pas:

opengl32 = 'opengl32.dl1l';

KoHcTaHTa, wo Bignosigae iHwWin 6ibnioteui, 3HaxoautbCca y mMoayni
opengl.pas:

const glu32 = 'glu32.d11"';

3MicTOoBHa YacTuHa Moayns opengl.pas, Wo Bignosigae Moro iHidianisa-
LT, BMiLLyE OOMH pAOOK:

Set8087CW (S$S133F) ;

La npoueaypa npusHadeHa ANs BKIOYEHHSA/BUKITIOYEHHS BUHATKOBUX
cuUTyauin Npyn NpoBeAeHHi onepadin 3 nnasato4o Toykor. Ona OpenGL 06-
pOBKYy BUHATKOBOI CUTYyaLlil peKOMEHOYETbCA BigKntovaTH.
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Yci komaHau (npouenypw i oyHkuil) 6ibniotekn OpenGL noynHaoTbCa 3
npedikca g/, yci KOHCTaHTN — 3 npeduikca GL . KomaHawn i KoHCTaHTu Bibnio-
Tek GLU i GLUT ananoriyHo matoTb npedoiken glu (GLU_) i glut (GLUT ).

Kpim TOro, y imeHa komaHg BXOOATb Cy(ikcK, WO HecyTb iHopmaLito
npo 4ucro i Tmn nepegaHnx napameTpis. Y OpenGL noBHe iM’ kKOMaHaW Mae
Takun BUA;:

type glCommand name [1 2 3 4] [b i £ d ub us wui]|[v] (typel
argl,.., typeN argN)

gl iM’a GibnioTeku, y akuin onucaHa usa gyHkUig: ans 6a3oBux
dyHkuin OpenGL ue g/, ona dyHkuin i3 Gidniotek GL,
GLU, GLUT, GLAUX — glu, glut, aux BignosigHo

Command_name iv’ss komaHau (npoueaypun Ym QyHKLT)

[1234] YUCNO apryMeHTiB KOMaHau
[bsifdubus Tun aprymenty: cumBon b — GLbyte (aHanor char vy
ui] C\C++), cumson i — GLint (ananor int), cumson f —

GLfloat (aHanor float) i T.4. NOBHWMIA CNNCOK TUNIB i X ONuc
MOXHa noameuTuca y panni opengl.pas

vl HaABHICTb LIbOro CMMBOMY NOKa3ye, WO Yy AKOCTI napamerT-
piB PYHKLIT BUKOPUCTOBYETHCHA MOKaXYMK Ha MacuB 3Ha-
YeHb

CumBONKM B KBagpaTHUX AYXKax y OEsSKMX HasBax HE BUKOPUCTOBYHOTb-
cqa. Hanpuknag, onucana B 6i6nioteni OpenGL koMaHaa glvertex2i, BUKOPUC-
TOBYE SIK MapamMeTpu ABa Linnx Yy1cra, a KoMaHga glcolor3fv BAKOPUCTOBYE SAK
napamMmeTp NOKaXKYMK Ha MacuB i3 3-X OiINCHUX Yncen.

1.6 TlMpuknaa npocToro 3actocyBaHHA

PosrnaHemo MiHimaneHy nporpamy, sika Bukopuctosye OpenGL. [llpo-
rpama 3a gonomorot komaHg OpenGL mantoe B UEHTPI BikHa YepBOHUI KBa-
apar.

B npoekTi Delphi cnucok uses AONOBHEHUW MOCUSTAHHAM Ha MOAYNb
OpenGL.pas — ue nporpamict NOBUHEH 3p0BUTU CaMOCTINHO.

uses
Windows, Messages, Forms, Classes, Controls, ExtCtrls, ComCtrls,
StdCtrls, Dialogs, SysUtils, OpenGL;

B npoekti C++ Builder noTpibHO nigkniounTn 3aronoBHUMA  ann
OpenGL:
#include <GL/gl.h>
Poagin private onucy knacy oopmMu MiCTUTb ABa PAOKU:
13



B npoekTi Delphi B npoekrti C++ Builder

glDC: HDC; HDC glDC; // TocCuilaHHS Ha KOHTEKCT IIPMCTPOI
hrc: HGLRC; HGLRC hrc; // TocCuilaHHS Ha KOHTEKCT BlImoBpaxeHHS

KoHTekcT BigobpaxeHHs gna OpenGL BUKOHYE Ty X porib, LLO | KOHTEKCT
npuctpoto ansa GDI.

KOHTEKCT NpUCTPOIO € CTPYKTYPOID, AKa BM3HAYAE KOMMMEKT rpadpivHnxX
006'ekTiB Ta 3B'A3aHNX 3 HUMKU aTPUBYTIB | rpacpivHi pexxmmu, Wo BrAAnBaKTb Ha
BMBEOEHHS 300pakeHHs. ['padiyHnm ob'ekT BMiwye y cobi oniBeub Ans 30-
OpaxeHHs niHin, neH3nuk ans 3adapboByBaHHS Ta 3anoBHEHHSA obnacTen,
pacTp AN KOMioBaHHS YM MPOKPYTKM YACTUH ekpaHy, naniTpy AN BU3HAYEHHS
KOMMAEKTY AOCTYNHMX KOMbOpiB, 06nacTi Ansa BigcikaHHA Ta iHWKMX onepauin,
MapLUpyT Ansa onepawii MantoBaHHS.

O6pobHuk nogii OnCreate dOpMM MICTUTb HACTYMHI PALKK:

B npoekri Delphi B npoekTi C++ Builder
glDC := GetDC (Handle) ; glDC = GetDC (Handle) ;
SetDCPixelFormat (glDC) ; SetDCPixelFormat (glDC) ;
hrc := wglCreateContext (glDC) ; hrc = wglCreateContext (glDC) ;
wglMakeCurrent (glDC, hrc); wglMakeCurrent (glDC, hrc);

Mepwnn psaok — OTPUMAHHS KOHTEKCTY MPUCTPOID 3 rONOBHOT hopMu
NpoekTy. HacTynHuin psigiok — 3BEepPHEHHA A0 OMMCaHOol Yy LbOMY X Mogyni
npolenypuv kKopucTtysada, sika 3agae oopmart nikcens:

B npoekTi Delphi B npoekTi C++ Builder
procedure SetDCPixelFormat (hdc:HDC) ; void SetDCPixelFormat (HDC hdc)
var pfd : TPixelFormatDescriptor; { PIXELFORMATDESCRIPTOR pfd, *ppfd;
nPixelFormat : Integer; int nPixelFormat;

begin ppfd = &pfd;

FillChar (pfd, SizeOf (pfd), 0); ppfd->nSize=

nPixelFormat:= sizeof (PIXELFORMATDESCRIPTOR) ;
ChoosePixelFormat (hdc, @pfd); ChoosePixelFormat (hdc, ppfd)

SetPixelFormat (hdc, nPixelFormat, SetPixelFormat (hdc, nPixelFormat,
@pfd) ; ppfd)

end; }

[lo oTpumaHHA KOHTEKCTYy BigobpaeHHsi, cepBep OpenGL noBUHEH
crnoyaTtky oTpumMaTu OeTanbHi XapakTepPUCTUKN BUKOPUCTOBYBaHOro obnag-
HaHHA. Lli xapakTepucTukn 36epiratoTbCs y cneuianbHin CTPYKTYpPi, TN AKOI
TPixelFormatDesriptor (onuc dopmaTty nikcensi). PopmaT nikcens BuU3Ha4ae
KOHdirypauito 6ydepy Konbopy i 4onomixkHmnx 6ydepis.

Micna 3anoBHeHHA nonis cTpykTypu TPixelFormatDesriptor, M1 BU3Ha-
YaeMOo CBOI BfacHi BUMOrn 4o rpadivyHoi cuctemu, Ha skin 6yae BUKOHyBaTUCh
nporpama, a OpenGL nigbupae HanbinbL BignoBigHMn doopMaT i BCTAHOBIIOE
noro y sikocTi popmaty nikcens gna noganewoi podotn. Ane OpenGL He fo-
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3BOJSIUTb BCTAHOBUTU HepearnbHWUM ONa KOHKpeTHOro poboyoro micus gopmar.
Te, 9K M1 3a4aMO 3HaAYeHHs npanopuiB y noni CTpyktypn dwFlags, moxe cyT-
TEBO NMO3HA4YMTUCb Ha PoObOTI Nporpamu i TOMYy BMNAAKOBO 3adaBaTu Ui 3Ha-
YyeHHa HebaxaHo. binbw geTanbHO 03HAMOMUTUCL  3i  CTPYKTYPOIO
TPixelFormatDesriptor moXHa 3a pgonomorow dawny [oBigku Ta daunny
windows.pas abo B 3aronosBHomMy dawnni wingdi.h.

Y HacTtynHomy psgky obpobHuka OnCreate 3apgaeTbCsl 3MiHHA Tuny
HGLRC, TO00TO CTBOPIETHCA KOHTEKCT BigoOpakeHHsl. ApryMeHTOM (YHKLUIT
wglCreateContext € NMOCUJTAHHA HA KOHTEKCT NMPUCTPOIO, Ha AKOMY 6y,1:|,e BUKOHY-
BaTWUCb BMBELEHHS. Y LbOMY NpuUKNagi NpUCcTpoeM BUBOAY CIYrye BiKHO dhop-
Mu. [na otpumaHHa koHTekcTy OpenGL HeobxigHa 3miHHa Tuny HDC. OcTtak-
Hi pssgok 00pobHMKa pOBUTL KOHTEKCT BigoOpaKeHHs MOTOYHNM.

O6pobHuk nogii OnPaint HaBegEHWUI HUXKYE:

B npoekTi Delphi B npoekTti C++ Builder
var ps : TPaintStruct; PAINTSTRUCT ps;
BeginPaint (glDC, ps); BeginPaint (glDC, &ps);
glClearColor (0.5, 0.5, 0.75, 1.0); glClearColor (0.5, 0.5, 0.75, 1.0);
glClear (GL_COLOR BUFFER BIT); glClear (GL_COLOR BUFFER BIT);
glColor3f(1.0,0.0,0.0); glColor3f(1.0,0.0,0.0);
glBegin (GL QUADS) ; glBegin (GL QUADS) ;
glVertex2f (0.5, 0.5); glvVertex2f (0.5, 0.5);
glVertex2f (-0.5,0.5); glvVertex2f (-0.5,0.5);
glVertex2f (-0.5, -0.5); glvVertex2f(-0.5, -0.5);
glvVertex2f (0.5, -0.5); glvVertex2f (0.5, -0.5);
glEnd; glEnd;
SwapBuffers (glDC) ; SwapBuffers (glDC) ;
EndPaint (glDC, ps); EndPaint (glDC, &ps);

Bce BuMBeaeHHs 3HaxoauMTbCcs MK KoMmanHgamu BeginPaint Ta EndPaint.
Mepwoto KomaHAoK 3agaeTbea Konip OHy, Aani nae psgok, SKMn BUKITUKaeE
OYULLEHHS eKpaHy i 3achapbyBaHHA NOro 3agaHnUM KonbopoM. oTiM 3agaemo
Konip kBagparta (y npuknagi — YepBOHUI), Aani BU3HA4YaEMO MOro KoopamHaTu
(6inbw getanbHO onepadii po6oTtn 3 rpadiyHMMn npumMiTuBammn GyoyTb po3r-
NAHYTI Y HAacTynHUX po3ainax). Konu Bce 306paxeHHs nobygoBaHe, BUBOANUMO
MOro Ha ekpaH 3a gonomorow komaHan SwapBuffers.

O6pobHuk noaii OnDestroy MiCTUTb KOMaHAW, ONSA 3BiNIbHEHHST KOHTEKC-
TiB BijOOPaXKeHHs1 Ta NPUCTPOIO. X CUHTaKCUC oHaKkoBUI ik B npoekTax Del-
phi Tak i B npoektax C++ Builder:

wglMakeCurrent (0, 0);
wglDeleteContext (hrc) ;
ReleaseDC (Handle, glDC);
DeleteDC (glDC) ;
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Cno4aTtKy 3BifIbHIOEMO KOHTEKCT BigobpaXkeHHs1, NoTiM BMAANSEMO NOro
Ans 3BiNbHeHHs nam'aTi. OcTaHHI ABa psAOKM 3BINbHIOKTb Ta BUAANAIOTb KOH-
TEKCT MPUCTPOIO.

[MoBHUIM TekcT Moayns rosioBHol doopmu B npoekTi Delphi:

unit ufGL;
interface
uses
Windows, Messages, Forms, Classes, Controls, ExtCtrls, ComCtrls,
StdCtrls, Dialogs, SysUtils, OpenGL;
type
TfrmGL = class (TForm)
procedure FormCreate (Sender: TObject);
procedure FormPaint (Sender: TObject);
procedure FormDestroy (Sender: TObject);

private
glDC: HDC;
hrc: HGLRC;
end;
var
frmGL: TfrmGL;
implementation
{SR *.DFM}
procedure TfrmGL.FormPaint (Sender: TObject);
var ps : TPaintStruct;
begin

BeginPaint (glDC, ps);
glClearColor (0.5, 0.5, 0.75, 1.0);
glClear (GL_COLOR BUFFER BIT);
glColor3£f(1.0,0.0,0.0);
glBegin (GL _QUADS) ;

glVertex2f (0.5, 0.5);

glVertex2f (-0.5,0.5);

glVertex2f(-0.5, -0.5);

glVertex2f (0.5, -0.5);
glEnd;

SwapBuffers (glDC) ;

EndPaint (g1DC, ps);
end;
procedure SetDCPixelFormat (hdc : HDC);
var

pfd : TPixelFormatDescriptor;

nPixelFormat : Integer;
begin
FillChar (pfd, SizeOf (pfd), 0);
nPixelFormat := ChoosePixelFormat (hdc, @pfd);
SetPixelFormat (hdc, nPixelFormat, @pfd);
end;

procedure TfrmGL.FormCreate (Sender: TObject);
begin
glDC := GetDC (Handle) ;
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SetDCPixelFormat (glDC) ;

hrc := wglCreateContext (glDC) ;

wglMakeCurrent (glDC, hrc);
end;

procedure TfrmGL.FormDestroy (Sender: TObject);
begin
wglMakeCurrent (0, 0);
wglDeleteContext (hrc) ;
ReleaseDC (Handle, glDC);
DeleteDC (glDC) ;
end;
end.

Mpoekt B C++ Builder nponoHyeTbCca CTyaeHTY 3pO0bUTK CaMOCTIMHO Ha

OCHOBI NpuBeAeHNX BULLEe bparMeHTIiB Koay.

1.

2.

KoHmposnbHi numaHHs

Y yowmy, Ha Bawy gymky, nondrae HeobXigHICTb CTBOPEHHS CTaHAAPTHOI
rpadoivHol 6ibnioTekn?

KopoTko onuwite apxitektypy 6ibniotekn OpenGL i opraHisauito KOHBee-
pa rpadivyHnX NnepeTBOPEHb.

. HasBiTb kaTeropii 6a3oBux komaHg (pyHkKUin) BibnioTekn.
. HaBiwo noTpibHi pi3Hi BapiaHTM komaHg OpenGL, wWo BigpisHATbECA

TiNbKN TMNaMn napameTpis?

. Yomy opraHizauito OpenGL 4acTto nopiBHIOKTL i3 CKIHYEHHMM aBTOMa-

TOM?
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Po3ain 2. ®opmyBaHHA 306paXeHb reOMeTPUYHUX 0O’ EKTIB

2.1 [pouec OHOBMEHHA 300paXKeHHs

Ak npaBuno, 3agayeto nporpamu, Wwo sukopuctoBye OpenGL, € 06pob-
Ka TPMBUMIPHOI CLUeHM i i BignobpaxeHHs B 6ydepi kagpy. CueHa cknagaetbes
3 Habopy TpmBUMIpHUX OO’EKTIB, AXXepen CBiTNa i BipTyanbHOI Kamepu, sika BU-
3Ha4ae NOTOYHE MONOXEHHSA CrocTepiravya.

3BnyanHo 3actocyBaHHs OpenGL y HECKIHYEHHOMY LUKIi BUKINKAE y-
HKLiIt0 OHOBMEHHS 306pakeHHs Yy BikHi. Y Ui YHKLUIT i 30cepemXeHi BUKINKN
ocHoBHUX KoMaHg OpenGL. Akwo BukopucToByeTbes bibnioteka GLUT, 1o ue
Oyne dyHKUis 3i 3BOPOTHUM BUKITMKOM, 3apeecTpoBaHa 3a 4ONOMOIoK BUKITU-
KY glutDisplayFunc. GLUT BUKNMKae U0 (PyHKUiO, KONM onepauinHa cuctema
iHbOopMy€e 3acToCyBaHHsS NMpO Te, WO BMICT BikHa HeoOXigHO nepemarntoBaTu
(Hanpuknag, SKWwo BiKHO 6yno nepekpuTo iHWwWKM). CTBOptoBaHe 306paXXeHHSA
MOXe ByTn 9K CTaTUYHUM, TaK | aHiMOBaHMM, TODTO 3anexaTu Bif Aeskux na-
pameTpiB, LLO 3MIHIOTLCSH 3 YacoM. Y LbOMYy BUNAAKy Kpawe BUKINKaTu oyH-
KLIit0O OHOBMEHHS CaMOCTINHO.

Ak npaBnno TunoBa OyHKLiss OHOBIEHHSA 3006paXkeHHs 3abesnevye:
e ounweHHs bydepie OpenGL:
e yCTaHOBKA NOJIOXEHHS CrocTepiraya;
e MNepeTBOPEHHS i MarntoBaHHA reoMeTpUYHNX 06’ eKTiB.

OuunweHHa 6ydepiB 3abe3nevyeTbCsl KOMaHLOHO:
glClear (mask : bitfield)

Lla komaHga ounwye 3agaHi 6ycdepn 3 NOTOYHMM 3HAYEHHAM (OUB. PO3-
ain 6). NMapameTp mask € KoMBiHaUiED HACTYMHMUX 3HAYEHb:

GL_COLOR_BUFFER_BIT Bydep konbopy
GL_DEPTH BUFFER BIT oydep rmmbuHm
GL_ACCUM_BUFFER_BIT Oydep-Hakonnyysay
GL_STENCIL_ BUFFER BIT 6ydep TpadapeTty

Tunoa nporpamMa BUKITMKae KoMaHay
glClear (GL COLOR BUFFER BIT | GL DEPTH BUFFER BIT)

Ans oumweHHa 6ydepis Konbopy i FMUONHN.

KomaHga giclearcolor BCTAHOBIIOE KOMIp, kMM Oyae 3anoBHEHun Oy-
dep kagpy. MNMepwi Tpn napametTpu komaHam 3agatotb R, G i B KoMnoHeHTH
KOSIbOpY | NOBMHHI HanexaTu Bigpi3ky [0,1]. YeTBepTu napameTp 3agae Tak
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3BaHy anbga-KoMMnoHeHTy (ame. n. 6.1). Ak npaBuno, BoHa gopiBHioe 1. 3a
3aMoBYyBaHHAM Konip — vopHui (0,0,0,1).
glClearColor (r: clampf, g: clampf, b: clampf, a: clampf)

YcTaHOBKa MOMOXEHHA crnocTepiraya i NepeTBOPEHHS TPUBUMIPHUX
o6’ekTiB (MOBOPOT, 3CYB i T.4.) KOHTPOSIOOTLCSA 3a AOMOMOrOK 3aBA4aHHA MaT-
puub nepeTBopeHb. NepeTBOpeHHs 00’eKTIB i HanarogXXeHHs1 NONIOXKEHHSA Bip-
TyanbHOI Kamepu onucaHi B po3aini 3.

3apa3s 3ocepegumocst Ha Tomy, sk nepegatm B OpenGL onnc o6’ekTiB,
LLIO 3HaxoaaTbes B cueHi. KoxeH 06’ekT € Habopom npumitueis OpenGL.

2.2 BepwuHu i npumiTueu

BepwuHa € atomapHim rpadivyHum npumitneom OpenGL i BU3Ha4vae To-
YKy, KiHeUb Bigpi3ka, KyT 6aratokyTHuKa i T.4. BCi iHWi npumiTnBN goopmyoTbes
3a JOMOMOrok 3aBOaHHA BepLUMH, WO BXOAATb Y AaHui npumitme. Hanpwu-
Knag, Bigpi3ok BU3HAYaETbCS ABOMA BEPLUMHAMMU, LLO € KiHLUSAMW Bigpi3ka.

3 KOXXHOK BEPLUMHOK acoLuitoroTbeCa 1l ampubymu, OCHOBHUMU 3 SIKUX €
NOJSTIOXKEHHS BEPLUNHM B MPOCTOPI, 11 KOSip i BEKTOP HOpMari.

2.2.1 MNonoxeHHA BepLUUHU B NPOCTOPI

lMonoxeHHA BepLUNHM BU3HAYaAETbCA 3aBOaHHAM I KoopAuHaT y ABO-,
TPU-, YN YOTUPUBUMIPHOMY NPOCTOPI (ogHOpIAHI KoopauHaTh). Lle peanisyeTb-
CH 3a 4OMNOMOrok AeKifNbKOX BapiaHTiB KOMaHAU glvertex:

glVertex [2 3 4] [s 1 f d] (coords: GLtype)
glVertex [2 3 4] [s 1 f d]v (coords: "GLtype)

KoxHa KomaHOa 3aga€ YoTMpU KOOpPAUHATU BEPLUUHUK: X, Y, Z, w. KomaH-
Aa glvertex2* OAEPXYE 3HAYEHHS X i y. KoopauHaTta z y TakoMy BUNaaKy BCTa-
HOBMIOETLCA 3a 3aMoBYYBaHHAM piBHOK 0, koopauMHaTta w — piBHOW 1. Ko-
MaHda glvertex3* OLEPXYE KOOPAWHATU X, Y, Z i 3aHOCUTb Y KooOpauHaTty w
3HayeHHs 1. KomaHga g1lvertex4* [O3BONAE 3a4aTu BCi HOTUPY KOOpAMHATW.

[nsa acoujauil 3 BepIMHaMM KObOpiB, HOpManeun i TEeKCTYPHUX KOOpAu-
HaT BMKOPUCTOBYKOTLCA MOTOYHI 3HAYEHHA BIiAMNOBIAHMX JaHWUX, WO Bignosigae
opraHisauii OpenGL §k ckiH4eHHoro asTomara. Lli 3HayeHHs MoxXyTb Byt 3Mi-
HeHi B Oyab-SKMN MOMEHT 3a 4OMOMOrOK BUKIMKY BiAMNOBIAHMX KOMaHA,.

2.2.2 Konip BepLunHU

[ns 3aBOoaHHA MOTOYHOTO KONMbOPY BEPLUMHU BUKOPUCTOBYHOTHCH KO-
MaHAau:

glColor [3 4] [b s 1 f] (components: GLtype)
glColor [3 4] [b s i1 f]lv (components: "GLtype)

19



Mepwi Tpn napameTpu 3agatoTb R, G i B KOMMNOHEHTU Konbopy, a
OCTaHHIN napameTp BU3HaYae KoeqilieHT Henpo3opoCTi (Tak 3BaHy anbda-
KOMMOHEHTY). AKWO B Ha3Bi KoMaHan 3a3HadveHun tun f (float), TO 3HAYEHHS
BCIX MapamMeTpiB NOBUHHI HanexaTu Bigpisky [0,1], npu ubOMy 32 3amMOBYyBaH-
HSIM 3Ha4YeHHSA anbda-KOMMNOHEHTN BCTAHOBIIOETLCA PiBHUM 1, WO Bignosigae
NOBHi Henpo3opocTi. Tun ub (unsigned byte) Bkasye, WO 3HAYEHHSA MOBUHHI
nexartu y Bigpisky [0,255].

BepwurHam MOXXHa Npu3HayaTu Pi3Hi KOMbOpW, i, SKLWO BKITHOYEHUN BIg-
noBigHUN pexum, To Byge nNpoBOAUTUCS NiHIMHA IHTEPNONALIs KONbOopiB Mo
NoBEPXHI NPUMITMBA.

[ns kepyBaHHSA peXnMoM iHTepnonsuii BAKOPUCTOBYETLCA KOMaHAa
glShadeModel (mode: GLenum)

BUKINUK SKOT 3 NapaMeTpOM GL SMOOTH BMMUKAE iHTEPNosnsuito (BBiIMKHEHaA
3a 3aMOBYYBaHHAM), @ 3 NapaMeTPOM GL_FLAT — BUMMUKAE.

2.2.3 Hopmanb

Busnauntu HOpMallb Yy BepLIJVIHi MOXHa KOMaHOaMu

glNormal3 [b s i f d] (coords: GLtype)
glNormal3[b s i f d]v (coords: "GLtype)

[ns npaBuribHOro po3paxyHKy OCBITNEHHS HeobXxigHO, Wo6 BeKTop Ho-
pMani MaB OAWHWUYHY [O0BXMHY. KOMaHOOK glEnable (GL NORMALIZE) MOXHa
BBIMKHYTW cneuianbHUA pexnMm, 3a SKoro Hopmani, Wwo 3agatotbes, 0yayTb HO-
pMyBaTMUCHA aBTOMaTUYHO.

Pexnm aBToMaTtu4HOi Hopmanisauii NOBUHEH OYyTU BBIMKHEHUM, SIKLLO
3aCTOCyBaHHSA (NpuUknagHa nporpamMa) BUKOPUCTOBYE MOAENbHI NepeTBOPEHHS
PO3TAryBaHHA/CTUCHEHHS, TOMY LUO B LbOMY BUMaAKy OOBXWHA HOpManewn
3MIHIOETLCS MPU MHOXEHHI Ha MOAENbHO-BMA0BY MaTPULIO.

OpfHak 3acToCyBaHHA LbOro peXuMy 3MeHLUye WBUAKICTb poboTn mexa-
HiaMy Bigyanisauii OpenGL, Tomy Wo Hopmarni3auisi BEKTOpPiB Mae NomiTHy 06-
YncnBanbHy CKNagHicTb (34006yTTA KBagpaTHOro KopeHs i T.Mn.). Tomy kpalle
BiJpa3sy 3agaBaTu OAUHUYHI HOpMarni.

BiasHaunmo, Lo KomaHau

glEnable (mode: GLenum)
glDisable (mode: GLenum)

BUKOHYIOTb BBIMKHEHHS | BUMKHEHHSI TOFO YM iHLLIOIO pexumy poboTtu
kKoHBeepa OpenGL. Lli komaHam 3aCTOCOBYOTLCA AOCUTb HacTo, | IXHI MOXIUBI
napameTpu 0yayTb po3rnsgaTUCA B KOXKHOMY KOHKPETHOMY BMMNAAKY.
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2.3 OnepatopHi ayxku glBegin/glEnd

Mwn poarnsaHynun 3aBgaHHa atpubyTiB ofHiel BepwmnHn. OgHak, wob 3a-
aaTtn atpubyTtun rpacidyHOro npumiTMBa, NuULe KoopauHaT BepLUMH HegocTaT-
HbO. Lli BepwmnHn Tpeba ob’egHaTn B ogHe uine, BU3Ha4MBLUM HEODXiAHI Bnac-
TmBOCTI. nsa uboro B OpenGL BMKOPUCTOBYIOTLCSA TakK 3BaHi ornepaTtopHi AyX-
KN, WO € BUKNMKaMu cneuianbHnx komaHg OpenGL. BusHauveHHsa npumiTvBa
YK NOCNIAOBHOCTI NPMMITMBIB BiAbYBa€ETLCA MiXK BUKITMKAMWN KOMaHL,

glBegin (mode: GLenum)
glEnd

MapameTp mode BM3Ha4ae TN NpUMITMBA, AKMWN 3a4a€ETbCA BCEPENHI i
MOXe NpurmMaTh HacTynHi 3HayeHHs (puc. 2.1):

GL_POINTS KOXXHa BepLUMHa 3aa€e KoopauHaTu OesKol TOYKN

KOXXHa OKpema napa BepLUMH BU3HaAYaE Biapi3okK; SIKLIO 3a-
GL_LINES [laHe HenapHe YUCNOo BepLUMH, TO OCTaHHSA BepLUMHa irHo-
PYETHCS

KOXXHa HacTynHa BepluMHa 3afa€ Biapi3oK pa3om 3 norie-
peaHbLO

GL_LINE STRIP

BIAMIHHICTb Big nonepeaHbLOro NpuUMITUBA TiNbKU B TiM, LLIO
GL_LINE_LOOP OCTaHHIl BIgpi30K BU3HAYaETLCA OCTAHHLOK i NEpPLUOD Be-
PLUMHOO, YTBOPKOKOYM 3aMKHYTY NlaMaHy

KOXHi OKpPeMi TpU BEPLUMHM BU3HAYalOTb TPUKYTHUK; SKLLO
GL_TRIANGLES 3ajaHe He KpaTHe TPbOM YMUCNO BEPLUMH, TO OCTaHHi Bep-
LUMHW iTHOPYOTbCSH

KOXHa HacTynHa BepllMHa 3aga€e TPUKYTHUK pa3oMm i3 ABO-
GL_TRIANGLE STRIP y P Aae TPnKy p A

Ma nonepegHimu

TPUKYTHUKN 3adal0TbCA NEepLUOD BEPLUMHOK | KOXXHOK Ha-

GL TRIANGLE FAN
CTYNHOK NMaporo BepLlnH (rlapm He I'IepeTI/IHaI-OTbCFI)

KOXXHa OKpeMa 4YeTBipka BEPLUNH BM3HAYaAE YOTUPUKYTHUK;
GL_QUADS AKWO 3afaHe He KpaTHe 4YOTUPbOM YMCIO BEPLUMH, TO
OCTaHHI BEPLLWNHN iIrHOPYIOTLCSA

YOTUPUKYTHUK 3 HOMEPOM N BU3HaAYaAE€TbCA BepLUMHAMU 3

GL QUAD STRIP
HoMmepamu 2n-1, 2n, 2n+2, 2n+1

GL_POLYGON nocnigoBHO 3a4alnTbCs BepLUNHWN OriyKrioeo 6araT0|<yTHv||<a
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GL_POINTS GL_LINES GL_LINE_STRIP
</ Q00
GL_LINE_LOOP GL_POLYGON GL_QUADS
AN
GL_QUAD_STRIP GL_TRIANGLES
NS N
GL_TRIANGLE_FAN GL_TRIANGLE;RIP

Puc. 2.1. MNpumitnen OpenGL

Hanpuknag, wob HamanioBaTh TPUKYTHUK 3 Pi3HMMMK KONbopamun y Bep-
LUMHAX, AOCUTb HanucaTw:

B npoekri Delphi B npoekTi C++ Builder
const
BlueColor : array [0..2] of GLfloat BlueColor[3] = {0,0,1};
GLfloat = (0,0,1);

glBegin (GL_TRIANGLES) ; glBegin (GL_TRIANGLES) ;
glColor3f (1.0, 0.0, 0.0);//uepBoHuit glColor3f (1.0, 0.0, 0.0);//uepBoHmit

glVertex3f (0.0, 0.0, 0.0); glvVertex3f (0.0, 0.0, 0.0);
glColor3ub (0,255,0); // BeneHm glColor3ub (0,255,0); // BeseHuit
glVertex3f (1.0, 0.0, 0.0); glvVertex3f (1.0, 0.0, 0.0);
glColor3fv (@BlueColor); //cuHin glColor3fv(BlueColor); //cmuiit
glVertex3f (1.0, 1.0, 0.0); glvVertex3f (1.0, 1.0, 0.0);

glEnd; glEnd;

Ak npaBuno, pisHi TMNM NPUMITUBIB MaloTb Pi3HY LIBMAKICTL Bidyanisauil
Ha pisHMX nnaTtdopmax. Ona 36inbleHHA NPOAYKTMBHOCTI Kpalle BUKOPUCTO-
ByBaTW MPUMITUBK, SAKI NepenatdTb Ha CepBep MEHLUY KinbKicTb iHGopMauil

(61 TRIANGLE STRIP, GI, QUAD STRIP, GI, TRIAGLE_ FAN).
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Kpim 3aBgaHHA camux 6araTOKyTHUKIB, MOXXHA BM3HA4YMTK i MeTog iX Bi-
nobpaxeHHsa Ha ekpaHi. OgHak cnodaTky Tpeba BU3HAYUTU MNOHATTS NNLbOBUX
| 3BOPOTHUX rPpaHen.

Mig epaHHO PO3yMIETLCA OAHa 3i CTOPiH BGaraToOKyTHMKA, | 32 3aMOBYY-
BaHHSIM NMLIbOBOK BBaXXA€ETbCS Ta CTOPOHA, BEPLUMHU SKOT 0OXOAATLCS NPOTH
rOOVWHHUKOBOI CTPinkn. Hanpsimok o6xogy BepLUMH NNLBOBUX FPaHEn MOXHa
3MIHUTW BUKITMKOM KOMaHAau
glFrontFace (mode: GLenum)

3i 3Ha4YeHHAM napameTpa mode PIBHUM GL_cW (clockwise), @ NOBEPHYTU
3HaYeHHS 3a 3aMOBYYBaHHSAM MOXHa KOHCTAHTO GL_ccw (counter-clockwise).

Ona 3miHn mMeTogy BigobpaXkeHHs OaraToKyTHMKa BMKOPUCTOBYETLCS
KomaHaa
glPolygonMode (face: GLenum, mode: GLenum)

MapameTp mode Bu3Hauvae, sk 0yayTb BigobpaxaTnuca 6araTtoKyTHUKM, a
napameTp face BCTaHOBNIOE TUN BaraToKyTHUKIB, 0O sikKMX Byae 3acTtocoByBa-
TUCA LS KOMaH4a i MOXe NpuUAMaTh HaACTYMNHI 3HAYEHHS:

GL_FRONT ANs NMUEBUX rpaHen
GL_BACK ANS 3BOPOTHUX rpaHen
GL_FRONT AND BACK Ans BCIX rpaHen

NMapameTp mode Moxe LOopiBHIOBATU:
GL_POINT BigOOpaKeHHSA Tinbky BepLUMH 6araToKyTHUKIB
GL_LINE GaraTtokyTHUKM ByayTb NpeacTaBnsaTuca Habopom Bigpi3kiB

OGaraTtokyTHUKM 6yayTb 3adapboByBaTMCA MOTOYHMM KOSIbOPOM 3
GL_FILL ypaxyBaHHAM OCBITIIEHHS (LUeW peXum BCTaHOBMEHMM 3a 3aMOB-
YyBaHHAM)

TakoX MOXHa BKasyBaTW, SIKUKA TUN rpaHen BigobpaxaTn Ha ekpaHi. [Ans
LUbOro cnovaTtky Tpeba BCTAHOBUTU BiAMOBIOHWA PEXUM BUKIIMKOM KOMaHAM
glEnable (GL_CULL_FACE), @ NOTIM BMBpaTn TN BigobpaxkeHHs rpaHen 3a oono-
MOroK KoMaHau:

glCullFace (mode: GLenum)

Buknuk 3 napameTpom GL_rronNT MPUBOAUTL 00 BuOaneHHs 3 306pakeH-
HS BCIX NUUBbOBUX rpaHen, a 3 napaMeTpoM GL BACK — 3BOPOTHMX (yCTaHOBKa
3a 3aMOBYYBaHHSM).

KpiMm po3rnsHyTux ctaHgapTHUX npumiTusiB, y Gibniotekax GLU i GLUT
onucani i 6inbw cknagHi dirypn, Taki sk cdepa, umniHap, auck (8 GLU) i cie-
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pa, Kyb, KOHyC, TOp, TeTpaeap, AoAekaendp, ikocaedp, OoKTaeap i YamHuk (B
GLUT). ABTOMatnyHe HaknagaHHs TeKCTypu nependaveHe Tinbkn ansa giryp 3
6ibniotekn GLU (ctBOpeHHst TekcTyp Yy OpenGL 6yae posrnggatucs B po3gini
5).

Hanpuknag, wo6 HamanoBatv cdepy 4vm uuniHap, BBEOAEMO 3MiHHY
crneuianbHOro TMny:

quadObij : GLUgquadricObj;

[ani y nporpami BUKIIMY4EMO KOMaHAy, sika CTBOpPOE quadric-06'eKT:

quadObj := gluNewQuadric;

a noTiM BUKINNYEMO BignNoBIgHY KOMaHAY:

gluSphere (quadObj, radius: GLdouble, slices: GLint, stacks: GLint)
gluCylinder (quadObj, baseRadius: GLdouble, topRadius: GLdouble, height:
GLdouble, slices: GLint, stacks: GLint)

Ae napameTp slices 3aga€e 4ncno po3bmBOK HaBKOMO Bici Z, a stacks —
y300BX BiCi Z.

Binbw goknagHy iHopmauito Npo Ui Ta iHWi komaHan nobyaosun NpUMi-
TMBIB MOXHa 3HanTu B 000. B.

2.4 [OwucnnenHi cnucku

AKWo MU Kinbka pasiB 3BepTaeMOCA A0 OAHIEl i TiEl XK rpynyu KOMaHg, TO
iX MOxHa ob’egHaT B TaK 3BaHM gucnnenHnn cnucok (display list), i Buknu-
KaTn noro 3a HeobxigHocTi. [Ans Toro, wob cTBOPUTU HOBUIN AUCNNIENHUA CNK-
COK, Tpeba NOMICTUTUN BCi KOMaHOM, LLO NOBUHHI B HbOrO BBINTU, MiXK HacTymM-
HUMW onepaToOPHUMU OYKKaMMU:

glNewlList (list: GLuint, mode: GLenum)
glEndList

Ans ineHTngikauii cnuckis BUKOPUCTOBYOTBECA LN NO3UTUBHI Yncna, Wwo
3aal0TbCA NMPU CTBOPEHHI CNUCKY 3Ha4YeHHAM napameTtpa list, a napameTtp
mode Bn3Ha4vae pexxmm obpobkn KomaHg, LWo BXOASATb Y CMMCOK:

GL_COMPILE KOMaHOWu 3anmncyroTbCA B CMNCOK ©e3 BMKOHaHHSA

KOMaHOu cno4yaTtky BUKOHYHKOTbCA, a noTim 3arncy-
IOTbCA B CIMNCOK

GL COMPILE AND EXECUTE

CTBOpPEHUIN CMMCOK MOXHa BUKINUKATN KOMaHAO
glCalllist (list: GLuint)

BKasaBLWKM B napameTpi list noro igeHTugikatop. BuknukaTtn Bsigpasy ki-
NbKa CMUCKIB MOXXHa KOMaHA0H0

glCalllists (n: GLsizei, type: GLenum, lists: pointer)
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sIKa BUKITMKAE n CNUCKIB 3 ineHTudikatopamm 3 macuey lists, Tun eneme-
HTIB SIKOrOo BKa3yeTbCs B napameTpi type. Lle mMoxyTb OyTW TUNKU GL BYTE,
GL_ UNSIGNED BYTE, GL SHORT, GL INT, GL UNSIGNED INT i A€sKi iHWi. [Ansa Buaanen-
HSA CMUCKIB BUKOPUCTOBYETLCH KOMaHAa

glDeletelists (list: GLint, range: GLsizei)

fgKka Buagande cnuckn 3 igeHtudpikatopamu ID 3 pianasony list < ID <
list+range-1.

Mpuknag:
glNewList (1, GL_COMPILE);
glBegin (GL TRIANGLES) ;
glVertex2f (0.0, 0.0
glvVertex2f (1.0, 0.0
glVertex2f (0.0, 1.0
glEnd;
glEndList;

)7
)7
).

’

glCallList (1) ;

AuncnnenHi cnuckn 36epiraloTbCsl B NaMm’aATi cepeepa B ONTUMarbHOMY,
CKOMMiSIbOBAHOMY Bufi, LLO A03BOSSE ManoBaTu IX NPUMITUBM MaKCUMarbHO
WBMOKO. Y TOM Xe 4Yac, HaaTo Benuki obcarn gaHmx cnuckiB 3ammaroTb baraTto
nam’aTi, WO TeX NpM3BOAUTL [0 NafiHHA NPOLYKTUBHOCTI.

2.5 MacuBu BepLUMH

Axkwo BepwmH 6araTto, To Wob He BUKNUKATU OS5 KOXKHOT 3 HUX KOMaHay
glvertex*, 3pPY4YHO NOEQHYBATN BEPLLUMHN B MAacuBM KOMaHOOO
glVertexPointer (size: GLint, type: GLenum, stride: GLsizei, ptr: pointer)

sika BM3Ha4ae cnocib BigobpakeHHs | KoopanHatn BepwuH. MNMapameTp
Size 3apa€ KiNbKiCTb KoopaMHaT BeplimHu (2, 3 abo 4), a type BU3Ha4vae tun
AaHUX (GL_SHORT, GIL INT, GL FLOAT abO GL_pousre). IHOAI 3py4yHO 36epiraTn B
OAHOMY MacwBi iHWI aTpnbyTn BepLlnHK, ToAi NnapameTp stride 3agae 3CyB Bif
KoopaAMHaT OAHIEl BEPLUMHM OO KOOpAMHAT HaCTYMHOI; SKWwo stride OopiBHIOE
HYMH0, Lie 3Ha4YuUTb, O KoopaAMHATK po3TalloBaHi NocnigoBHO. Y napameTpi ptr
BKa3yeTbCA agpeca, 3a SKOK 3HaxXoO4aTbCs AaHi. AHanoriyHo KomaHgamm

glNormalPointer (type: GLenum, stride: GLsizei, ptr: pointer)
glColorPointer (size: GLint, type: GLenum, stride: GLsizei, ptr: pointer)

MOXHa BM3HAYNTN MacuB HOpMaren, KOnbopiB i 4esAKUX iHWNX aTpubyTiB
BepwnHKU. [na Toro, wob ui macuBm Hagani MmoxHa 6yno BMKOPUCTOBYBATW,
NOTPIGHO BUKIIMKATU KOMaHAy
glEnableClientState (array: GLenum)

3 NapamMeTpaMM GL_VERTEX ARRAY, GL_NORMAL ARRAY, GL_COLOR_ARRAY Bigmno-
BigHO. Micnsa 3akiHYeHHA poboTh 3 MacnuBoM HaxkaHO BUKNUKATM KOMaHLY
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glDisableClientState (array: GLenum)
3 BiANOBIAHUM 3HAYEHHAM NapameTpa array.
Ans Bigo6pakeHHsA BMICTY MacuBiB BUKOPUCTOBYETLCHA KOMaHAa

glArrayElement (index: GLint)

ska nepenae OpenGL aTpnbyTn BEPLUMHWN, BUKOPUCTOBYHOUYM EFTEMEHTU
MacuBy 3 HoMepowm index. Lle aHanoriyHo nocnigoBHOMY 3aCTOCYBAHHIO KO-
MaHL BUAY glColor(..), glNormal(..), glVertex(..) 3 BiANOBIOHMMM NapameTpa-
Mun. OgHak YacTiwe 3acCTOCOBYETLCS KOMaH4a

glDrawArrays (mode: GLenum, first: GLint, count: GLsizei)

sika Marnte count NpUMITMBIB, BU3HAYEHNX NapamMeTpoMm mode, BUKOPUC-
TOBYIOYN efieMeHTn 3 MacuBiB 3 iHgekcamu Big first no first+count-1. Lle eksi-
BalIEHTHO BUKIKNKY MOCNIAOBHOCTI KOMAHL glArrayElement 3 BiAMNOBIAHWMM iH-
AeKkcamu.

Y BMMNagKy, AKWO O[HA BepluMHa BXOOMUTb Y Kiflbka NpuMIiTMBIB, TO 3a-
MiCTb Ay6ntoBaHHSA Ti KoopaMHAT Yy MacuBi 3py4HO BUKOPUCTOBYBATM 1 iHOEKC.
[nsa uboro Tpeba BMKNMKaTN KOMaHay

glDrawElements (mode: GLenum, count: GLsizei, type: GLenum, indices:

pointer)

Aae indices — ue MacuB HOMeEPIB BEPLUMH, SKi Tpeba BUMKOPUCTOBYBaTU
ansa nobynoBu NpUMITUBIB, fype BU3HAYae TUN efeMEHTIB LbOro MacuBy:
GL_UNSIGNED BYTE, GL_UNSIGNED SHORT, GL UNSIGNED INT, @ count 3apae ix Kinb-
KICTb.

Cnig 3ayBaXkuTu, WO BUKOPUCTAHHA MacCUBIB BEPLUNH OO3BOMSAE ONTUMI-
3yBaTu nepeaadvy gaHux Ha cepsep OpenGL, i, Ak Hacnigok, NigBUWNTY WBKA-
KiICTb MantoBaHHS TPUBUMIPHOI CUeHW. Taknin meTod BU3HAYEHHS NPUMITUBIB €
O4HUM 3 HauMwBMawux i gobpe nigxoanTb AN Bidyanisauil BenMkux obcaris
AaHuX.

KoHmponbHi numaHHs

1. Lo Take npumitne?

2. o B OpenGL € aTtomapHMM NpUMITUBOM?

3. Onga 4oro B OpenGL BMKOPUCTOBYIOTLCS KOMAHOMW glEnable/glDisable?
4. o Take gucnnenHi cnnckn?
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Po3pnin 3. MNMepeTBOpeHHA 00’eKTIB

B OpenGL BMKOPMUCTOBYIOTLCS SIK OCHOBHI TPWU CUCTEMM KOoopauHaT: ni-
BobiyHa, npaBobivHa i BikoHHa (puc. 3.1). MNepwwi ABi cucteMn € TPUBUMIPHUMN
i BiOPi3HAKTLCA OA4HA Big OAHOI HAanNPsAMKOM OCi Z: y npaBobiyHin BOHa cnps-
MOBaHa Ha cnocTtepirada, B niBobiyHin — y rmmbuHy ekpana. Bicb X cnpsmo-
BaHa BMpaBo LWo40 crnocTepiraya, Bicb Y— Bropy.

IliBoGiyHa cucTtema BMKOPUCTOBYETLCA ANS1 3aBAAHHSA 3HA4YeHb Napame-
TPaM KOMaHAW gluPerspective, glortho, K OyQyTb po3rnaHyTi gani. NpaBobiu-
Ha cucTemMa KOOpAWHAT BUMKOPUCTOBYETBLCS Y BCiX iHWKMX BuMnagkax. Bigobpa-
XXEHHS TPUBUMIPHOI iHGhopMaLil BigbyBaeTbCa B BOBUMIPHY B8IKOHHY CUCTEMY
KoopauHar.

/_L —

a) npaBobiyHa ©0) niBOOiIYHa B) BiKOHHa

Puc. 3.1. Cuctemu koopguHat B OpenGL

OpenGL 003BOMISE WNAXOM MaHinynauin 3 matpuuamMmm MogentoBaTtu siK
npaey, TakK i fliBy cuctemMy KkoopanHat. Ane Ha AaHOMYy eTani KpaLle nitu npoc-
TUM LUNAXOM i 3anam’aTaTu: OCHOBHOK cuctemoto koopauHat OpenGL € npa-
BobiYHa cuctema.

3.1 Pob6ota 3 maTpmuusamun

[ns 3aBaaHHsA pisHMX nepetBopeHb 06’ekTiB B OpenGL BUKOPUCTOBY-
I0TbCA onepauil Hag mMaTpuuaMu, Npu LbOMY PO3PI3HAKTLCA TPU TUNK MaT-
puLlb: MOAESIbHO-BMOO0BA, MaTpUUS MNPOEKUin | MaTpuus TeKCTypu. YCi BOHMU
MaTb po3mip 4x4. Bugosa matpuus BM3Ha4vyae nepeTBOpeHHs 06’eKTy y CBi-
TOBUX KOOpAMHATax, Taki AK napanenbHUi nepeHoc, 3amiHa maclTaby i noBo-
poT. MaTpuusa npoekuin Bu3Hadae, sk OyayTb MNPOEKTYBATUCHA TPUBUMIpPHI
06’eKTn Ha NNOLWMNHY ekpaHy (Y BIKOHHI KOOpAWHATK), a MaTpUUSa TEKCTYPU BU-
3Haya€ HakragaHHs TEeKCTypu Ha 06 eKT.

MHOX€EHHSA KoopAnHaT Ha MaTpuLi BioOyBaeTbCA B MOMEHT BUKIUKY Bif-
nosigHol komaHan OpenGL, gka BM3Ha4ae koopAuHaTy (8K npaBumo, Le Ko-
MaHOa glVertex).
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Ons Toro wo6 smMbpaTu, Aky matpuuto Tpeba 3aMiHUTU, BUKOPUCTOBYETb-
cAa KoMaHga:
glMatrixMode (mode: GLenum)

BUKIMNK $KOI 3i 3HA4YeHHAM rnapameTtpa mode pPiBHUM GIL MODELVIEW,
GL_PROJECTION, ab0 GL TEXTURE BKIIHOYAE PEXUM pobOTU 3 MOLENbHO-BUOOBOKD
MaTpuLero, MaTpuuer Npoekui Ym MmaTpuuero TekcTypu signosigHo. [ns Bu-
KNUKY KOMaHg, WO 3a4atTb MaTpuui TOro YuM iHWOro Tmny, HeobxigHo cnoyart-
Ky BCTAHOBWUTW BiAMNOBIAHUA PEXNM.

[nsa BU3HAYEeHHA efleMEHTIB MaTpuLi NOTOYHOrO TUMY BUKITMKAETBLCS KO-
MaHga
glLoadMatrix[f d] (m: "“GLtype)

Ae m Bkasye Ha macuB 3 16 enemeHTiB TUny float un double BignNoBIiAHO
A0 Has3BW KOMaHAMW, Mpyu YOMy CroyaTKy B HbOMY MOBUMHHUA BYyTW 3anuMcaHum
nepLwnin ctoBneub MaTpuui, NoTiM Apyrun, TpeTin i yeTBepTuin. e pas 3Bep-
HeMO yBary: y Macusi m matpuus 3anmucaHa no ctoBnusx.

KomaHnpa
glLoadIdentity

3aMiHsE NOTOYHY MaTpPULUIKO Ha OOUHUYHY.

YacTto 6yBae HeoOXxigHO 30epertu BMICT MOTOYHOI MaTpuui Ansa noga-
NbLUOro BUKOPUCTAHHSA, AS151 YOro 3aCTOCOBYHOTLCS KOMaHAM

glPushMatrix
glPopMatrix

BoHn 3anucyoTb i BiQHOBNIOKOTL MOTOYHY MaTpuUo 3i CTeka, Npuyomy
AN KOXXHOro TUMNy MaTpullb BUKOPUCTOBYETLCA CBIW CcTeK. Ona mopaersibHo-
BMOOBMX MaTpuLb MiHiManbHa rmmbunHa cTeky AopiBHIOE 32, ANs iHWNX — 2.

[ns MHOXEHHS! MOTOYHOI MaTpuLi Ha iHLWY MaTpUL BUKOPUCTOBYETLCA
KomMaHaa
glMultMatrix[f d] (m: "“GLtype)

Ae napameTp m NOBMHHUW 3aaBaTh MaTpuULIO po3MipoM 4x4. Akwo no-
3HauYMTM NOTOYHY MaTpuuto 3a M, nepedaHy matpuuto 3a T, TO B pesdynbTtari
BUKOHAHHA KOMaHOM glMultMatrix MOTOYHOKW cTae maTtpuua M*T. OgHak 3BK-
YarHO ANd 3MiHWM MaTpULi TOro YK IHLWOro TUMy 3pY4YHO BUKOPUCTOBYBATU Che-
LianbHi KOMaHOM, WO 3a 3HAYEeHHSIMWU CBOIX MapaMeTpiB CTBOPIOKTbL NOTPIOHY
MaTpULIO | MHOXAaTb 1 Ha NOTOYHY.

MocnigoBHICTL NepeTBOpeHb KoopAWHAT Ansa BigoOpaxeHHsi 06’ekTiB
CLIEHM Y BIKHO 3acToCyBaHHS 306paxeHa Ha puc. 3.2. 3anam’ATanTe: yci nepe-
TBOPEHHSA 00’ekTiB i kamepn B OpenGL BigdyBatoTbCa 3a 4OMOMOIoK MHOXEH-
HA BEKTOpiB KoopAuHaT Ha maTtpuui. Npuyomy MHOXeHHA BigbyBaeTbCcA Ha
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MOMOYHY Mampuuto B MOMEHT BU3HAYEHHS KOOPAUHATM KOMAHAOK glvertex |
OEAKUMMN IHLLNMMW.

CgiToBi KOOpAnHaTH

e

MopgenbHoO-BngoBe MopgenbHO-BMaoBa
nepeTBOPEHHS maTpuus

Buposi KOOpAMHaTM&

MepeTBOpEeHHA NpoeKUil i
HopmMmarisauis

MaTpuusa npoekuii

J:L Hopmani3zoBaHi koopauHaTu

MNepeTBOpeHHs no MapameTpu oGnacTi
o6nacTi BuBOOY D E— BMBOAOY

[] (glviewport)

BikoHHi koopanHaTH

Puc. 3.2. lNepeTtBopeHHs koopamHat B OpenGL

3.2 MopaenbHO-BUAOBI NEepeTBOPEHHA

[lo MoaenbHO-BUOOBUX NepeTBOPEHb BIAHOCATLCA 3CYB, MOBOPOT i 3MiHY
MacwTaby y3goBX KoopauvHaTHUX oceun. [na npoBedeHHSA uux onepauin fo-
CUTb NOMHOXMWTMW Ha BiANOBIOHY MaTPULIIO KOXHY BEPLUMHY OO’EKTY i ogepxaTu
3MiHEHi KoopAnHATU UiEl BEPLUNHM:

x'\y', 221 T=M- x,9,2,1 7T
ae M — maTtpuusa moaensHO-BUOOBOro nepeTBOpeHHs. [NepcnekTueHe

NepeTBOPEHHS | NPOEKLsi BUKOHYOTbCS aHanoriyHo. Cama maTpuus Moxe Oy-
TN CTBOPEHA 3a JOMOMOIo HAaCTYMHUX KOMaHA:

glTranslate[f d] (x: GLtype, y: GLtype, z: GLtype)
glRotate[f d] (angle: GLtype, x: GLtype, y: GLtype, z: GLtype)
glScale[f d] (x: GLtype, y: GLtype, z: GLtype)

glTranslate — 3CYyBae€ 06’€KT, gogarodm oo KoopauHat Mnoro BepLinH
3Ha4YeHHs1 CBOIX NapamMeTpiB.

glRotate — MoBepTae 06’€KT NPOTM FOANHHWUKOBOI CTPINKM Ha KyT angle
(3aBOaeTbCA y rpagycax) HaBkono BekTopa (X, y, Z).

glscale — 3abes3neyvye macwtabyBaHHA 06’ekTa (pO3TArHEeHHs abo CcTu-
CKaHHS) y300BX BeKTopa (X, ¥, Z), NepeEMHOXY4M BiANOBIOHI KOOPANHATU OO
BEPLUNH Ha 3HAYEHHS CBOIX NapaMeTpiB.

YcCi ui nepeTBOPEHHS 3MIHIOKTb NOTOYHY MaTpuULo, @ TOMY 3aCTOCOBY-
I0TbCS A0 MPUMITUBIB, LLO BU3HAYalOTbCA NisHiwe. Y BuMNagky, Akwo Ttpeba,
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Hanpuknag, NoBepHyTU OAMH OB’EKT CUEHM, a HWWA 3anuwnTn HEPYXOMUM,
3py4yHO cno4vaTky 36epertm noToYHYy BWMOOBY MaTpuL0 B CTEKY KOMaHOOH
glPushMatrix, MOTIM BUKIIMKATU glRotate 3 BiAMNOBIAHMMW napameTpamu, Oonu-
caTtn NPUMITUBK, 3 SIKUX CKIadaeTbcsa LUen 06’ekT, a NoTiM BiAHOBUTU MOTOYHY
MaTpuuo KOMaHOOK glPopMatrix.

Kpim 3miHM nonoxeHHsi camoro o6’ekTa, Yacto 6yBae HEOBXiAHO 3MIHUTH
NONIOXKEHHSA crnocTepirada, WO TakoX NpuBoAUTb A0 3MIHU MOAENbHO-BUOOBOI
mMaTtpudi. Lle moxHa 3pobuTtn 3a 4ONOMOro KoMaHAau

glulLookAt (eyex: GLdouble, eyey: GLdouble, eyez: GLdouble, centerx:
GLdouble, centery: GLdouble, centerz: GLdouble, upx:
GLdouble, upy: GLdouble, upz: GLdouble)

Ae Touka (eyex, eyey, eyez) BU3HAYA€E TOUKY CNOCTEPEXEHHS, (centerx,
centery, centerz) 3agae LeHTp cueHun, Wwo byae npoekTyBaTucsa B LeHTp obna-
CTi BUBOAY, a BEKTOP (UpX, upy, upz) 3agae no3snTUBHUIA HAMNPAMOK OCi Y, BU-
3Ha4aloum nNoBOPOT Kamepu. AKWOo, Hanpuknaa, kamepy He Tpeba nosepTaTu,
TO 3agaetbes 3HadeHHs (0, 1, 0), a 3i 3HayeHHam (0,-1, 0) cueHa byge nepe-
BEPHYTA.

Lla komaHga pobuTe nepeHoc i NOBOPOT OBO’EKTIB CLEHW, ane B TakoMy
BUAi 3agaBaTu napameTpu OyBae 3pydHiwe. Cnig 3asHayuTu, WO BUKIMKATK
KOMaHAY gluLookAt MAE CEHC Nepen BU3HAa4YEeHHSIM NepeTBOpPEHb 06’EKTIB, KON
MOenNbHO-BUAOBaA MaTpULS AOPIBHIOE OOUHUYHIN.

3anam’atanTte: y 3aranbHOMYy BWMNAAKy MaTPUYHi NepeTBOPEHHS B
OpenGL noTpibHO 3anucyBaT B 3BOPOTHOMY NOPSAKY. Hanpuknag, AKWwo Bu
Xo4yeTe cnovaTky NoBepHYTM OO’€KT, a NOTiM NepecyHyTU MOro, cnovaTky Bu-
KNMYTe KOMaHAY glTranslate, @ TINIbKU MOTIM — glRotate. Hy @ nicng uboro Bu-
3HayanTe cam 00 €ekKT.

3.3 Mpoekuii

B OpenGL icHyoTb cTaHOapTHI KOMaHaM NS 3aBOaHHS opTorpadivHol
(mapanenbHOl) i NepcnekTMBHOI Npoekuin. Mepwwun TN npoekuii (puc. 3.3)
MOXe ByTn 3aaHUn KoMaHgamMu

glOortho (left: GLdouble, right: GLdouble, bottom: GLdouble, top: GLdouble,
near: GLdouble, far: GLdouble)

gluOrtho2D (left: GLdouble, right: GLdouble, bottom: GLdouble, top:
GLdouble)
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2=zfar \(right, top, zfar)
z= gnear
Y
A
™~ (left, bottom, znear)

L’X

Puc. 3.3. OpTorpadivHa npoekuis

2/

lMepwa KomaHaa CTBOPKOE MaTpULIO NPOEKLT B 3pizaHmin 06’em BUOMMo-
cTi (napanenenine BMAUMOCTI) y NiBOBIYHIN cuctemi koopguHat. NapameTpu
KomaHau 3agatoTb Touku (left, bottom, znear) i (right, top, zfar), ski Bignosiga-
I0Tb NIBOMY HXKHBbOMY | NPpaBOMY BEPXHbOMY KyTaM BikHa BuBoAy. [lapameTpu
near i far 3agatoTb BiAcTaHb A0 ONMXHBLOI | AanNbHBLOI NMOWMH BiACIKAHHSA MO
BigaaneHHi Big Todku (0,0,0) i MOXyTb BYTM HEraTUBHUMM.

B opyrin komaHgi, Ha BigMiHY Bif nepLuol, 3Ha4YeHHA near i far BCTaHOB-
norTbea pisHumu —1 i 1 BignosigHo. Le 3py4Ho, skwo OpenGL BUKOpUCTOBY-
€TbCA ANS ManioBaHHA ABOBUMIPHUX OO’€KTIB. Y LbOMY BUNAAKY MONOXEHHS
BEPLUMH MOXHa 3aZaBaTu, BAKOPUCTOBYHOUYM KOMAHOMN glvertex2*.

MepcnekTBHa npoekuis (puc. 3.4) BU3HaA4YaeTbLCA KOMaHAO

gluPerspective (angley: GLdouble, aspect: GLdouble, znear: GLdouble, zfar:
GLdouble)

sika 3aga€e 3pi3aHnin KOHYC BUAMMOCTI B NiBOOIYHI cucTemi koopamHar.

[MapameTp angley Bu3Ha4yae KyT BUAUMOCTI B rpagycax no oci y i nosu-
HeH 3HaxoguTuca B gianasoHi Big 0 go 180. Kyt BungmmocTi y3gosx oci X 3a-
Aa€eTbCA NapaMeTpoM aspect, KM 3BU4anHO 3a4aeTbCs SK BiAHOLWEHHSA CTO-
piH obnacTi BuBoay (sIK npaBuno, po3mipie BikHa). [NapameTpu zfar i znear 3a-
AaloTb BiACTaHb Big cnocTepirada Ao NOLWWH BiACIKaHHS NO rMMBUHI | NOBUHHI
6yTV no3uTMBHUMUK. Ynm Ginblue BigHOWEHHSA zfar/znear, TuM ripwe B 6ydepi
rMubuHM ByayTb PO3PIBHATUCA po3TallOBaHi NOpPyY MOBEPXHi, TOMY WO 3a 3a-
MOBYYBaHHAM B HbOro Gyge 3anucyBaTuCs «CTUCHYTa» rnMuMbuHa B AianasoHi
Big 0 oo 1.
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w

z=zfar

h
Y 7l=zne
\

analev

;;7 X

V4
Puc. 3.4. lNepcnekTnBHa npoekuisi
Mepw HiXX 3agaBaTn mMaTpuui NPOeKUin, He 3abyabTe YBIMKHYTU PEXUM
pobOTM 3 NOTPIOHOK MaTPULED KOMAHAOK glMatrixMode (GL PROJECTION) | CKW-
HYTW NOTOYHY BUKIUKOM glloadIdentity. Hanpuknaga:

// oprorpabiuHa npoekiisg
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity ()

glOrtho(0, w, 0, h, -1.0, 1.0);

3.4 Poboyaobnactb

Micna 3acTocyBaHHA MaTpuui NpoeKuin Ha BXi4 HACTYrMHOro nepeTtBo-
PEeHHS nofaltTbCs Tak 3BaHi BiaciveHi (clipped) koopauHaTtu. loTiM 3Haxo-
AATbLCA HOpMani3oBaHi KOOPANHATU BEPLUMH 3a (POPMYIIoL0:

Xn»YnrZn T= zz:fzéxfzi '
WC WC WC

Poboya obnactb € NPSIMOKYTHMKOM Y BIiKOHHI CUCTEMI KOOpPAWUHAT, pO3-
MipK SIKOro 3a4arTbCA KOMaHAOH:
glvViewPort (x: GLint, y: GLint, width: GLint, height: GLint)

3Ha4yeHHs BCiX NapameTpiB 3a4alTbCa B NiKCENAX i BU3Ha4YarTb WNPU-
HY i BUCOTY pobo4oi obnacTi 3 KoopAnHaATaMK NiBOro0 HWXHBLOrO KyTa (X, y¥) Yy
BIKOHHIN cucTemMi KoopanHaT. Po3Mipu BIKOHHOI CUCTEMW KOOpAMHAT BU3Ha4Ya-
IOTbCS MOTOYHMMM PO3MipaMu BiKHa 3acToCyBaHHS, Touka (0, 0) 3HaxoanTbCs B

NiBOMY HWXHBbOMY KYyTi BiKHa.

BukopucTtoBytoun napameTpu KOMaHaM glviewport, OpenGL obuncnioe
BIKOHHI KoopAuHaTh LieHTpa poboyoi obnacTi (O, Oy) 3a hopmynamu:
width height
0x=x+T; 0y=y+T
Hexawn p=width, p,=height, Toai MoXHa 3HanTK BIKOHHI KOOpAUHATK KO-
XXHOT BEPLUNHMU:

f—n n+fT

T px p T_Zn_l_

Xwr YwrZw =~ = ?'xn+0x )

%'yn'i'O ’
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Mpn LubOMY UiNi NO3NTUBHI BENWYNHK n i f 3a0al0Tb MiHIManbHY i Makcu-
ManbHy rMOMHY TOYKWM Y BiKHI, 3@ 3amoBYyBaHHAM piBHY O Ta 1 BignosigHo.
MnbuHa KOXHOI TOYKM 3anuCyeTbCs B creuianbHun Oydep rmnbuHun (z-
6yghep), L0 BUKOPUCTOBYETLCSA ANA BUAANEHHS HEBUOMMUX NiHIN | NOBEPXOHb.
BcTaHOBUTU 3HAYEHHS n i f MOXHA BUKIMKOM (PYHKLIT

glDepthRange (n: GLclampd, f: GLclampd)

KoHmporsnbHi numaHHs

1. Aki cuctemn koopgmHaTt BukopuctoByroTbca B OpenGL?

2. MNepenivite BUAN MaTpudHnx nepetsopeHb y OpenGL.

3. Lo Take mMaTpu4Huin cTek?

4. MNepeniviTe cnocobu 3miHM NONOXeHHsA cnocTtepirada B OpenGL.
5. lLlo o3Ha4vae NoHATTS «poboya obnacte OpenGL»?
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Po3pnin 4. Martepianu i ocBiTNneHHA

[na CTBOpPEHHs1 peaniCTUYHMX 300pakeHb HeobXiAHO BU3HAYUTU SK
BNacTMBOCTI camoro o6’ekTa, Tak i BNacTUBOCTI cepeaoBuLla, B SKOMy BiH 3Ha-
xoauTtbces . [Nepwa rpyna BnacTMBoOCTEN MICTUTL Yy cObi napameTpun martepiany,
3 AKoro 3pobsieHo 06’ekT, cnocobu HaknageHHs1 TEKCTYPU Ha NOro NOBEPXHIO,
CTYniHb Npo3opocTi o6’ekTa. [1o Apyroi rpynyM MOXHa BiAHECTU KiNbKICTb i Ba-
CTUBOCTI OXepesn cBiTna, piBeHb NPO30pPOCTi cepeaoBulla, a TakoX MoAesb
OCBIiTNEHHA. YCi Ui BNacTMBOCTI MOXHa 3agaBaTW BignoBiOHMMW KOMaHOW
OpenGL.

4.1 Mopagenb oCcBITNEeHHSA

B OpenGL BMKOPUCTOBYETLCS MOAENb OCBITIEHHS, 3rigHO 3 SIKOK KOSip
TOYKM BU3HAYAETLCA [eKiflbkoMa dbakTopamu: BMacTUBOCTAMW MaTepiany i
TEKCTYpW, BENUYMHOK HOpMarsi B Ui Touli, @ TakoX MOSIOXEHHSAM Dxepena
cBiTna i cnocrtepiraya. [ns KOHKPETHOro po3paxyHKYy OCBITMEHOCTI B TouUi
Tpeba BMKOPUCTOBYBATU OOMHWYHI HOpMarni, Oo4HaK KOMaHOM TUMY glScale,
MOXYTb 3MiHIOBaTU OOBXWHY Hopmanen. o6 ue BpaxoByBaTu, BMKOPUCTO-
ByWTe BXe 3ragyBaHuUM y MyHKTi 2.2.3. pexuMm HopManisauii Hopmanewu, Lo
BKIMOYAETHCA BUKITMKOM KOMaHAWN glEnable (GI NORMALIZE) .

[na 3aBoaHHA rnobanbHunx napameTpiB OCBITNEHHS BMKOPUCTOBYHOTbCA
KOMaHan

glLightModel[i f] (pname: GLenum, param: GLenum)
glLightModel[i f]v (pname: GLenum, params: "“GLtype)

AprymeHT pname BU3Hayae, SKMN napameTp Moneni OCBITNeHHs Oyae
HaCTpOBATUCA | MOXE NMPUUMATU HACTYMHI 3HAYEHHS:

napameTp param NoBWHEH 6yTn Gynesum i 3a-
[ae NonoXeHHAa cnocTepirada. AKWo BiH JOpiB-
HIOE GL FALSE (3a 3aMOBYYBaHHSM), TO Hanps-
MOK Ornsay BBaXa€TbCH napanenbHUMm oci —z, B
GL_LIGHT_MODEL_LOCAL_VIEWER He3aSfIeXXHOCTi BiJ MOSIOXKEHHA Y BUOOBUX KOOp-
AvHaTtax. AKLLO X BiH OOPIBHIOE GI. TRUE, TO CMO-
cTepiray 3HaxoauMTbCs B nodaTky BMOOBOI CUC-
TemMun KoopauHat. Lle mMoxe noninwutn SKiCTb
OCBITIIEHHS, arne ycKnagHoe Noro po3paxyHok.

napameTp param NOBUHHUIA ByTK Bynesum i Ke-
PYE PEXMUMOM PO3PaxyHKy OCBITNEHOCTI, K Ans
NUUBOBUKX, TakK | ANs 3BOPOTHUX rpaHen. AKLwo
BiH JOPIBHIOE GL_FALSE (32 3aMOBYYBaHHAM), TO

GL LIGHT MODEL TWO_ SIDE
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OCBITIIEHICTb PO3PaxOBYETbCHA TiflbKM AN nu-
LbOBUX rPaHen, AKWO GL_TRUE — TO PO3paxyHOK
NPOBOANTLCS | ANl 3BOPOTHUX FPaHEN.

napamMmeTp params MNOBUHHUM MICTUTU YOTUPU
Linux 4n OiNCHMX Ymcna, Wwo BU3Ha4valoTb Konip
GL_LIGHT_ MODEL_AMBIENT ¢>OHOBOro OCBITNIEHHA HaBITb Y BMMAAKy BiACYT-
HOCTi BU3HA4YeHUX Qkepen cBiTna. 3Ha4YeHHs 3a
ymoByyBaHHAM: (0.2, 0.2, 0.2,1.0).

4.2 Cneuudikauia matepianiB
[na 3aBgoaHHA napameTpiB MOTOYHOrO MaTepiany BUMKOPUCTOBYKOTLCA
KomMaHau

glMaterial[i £f] (face: GLenum, pname: GLenum, param: GLtype)
glMaterial[i f]v (face: GLenum, pname: GLenum, params: "“GLtype)

3a JonOMOror UMx KOMaHg MOXHa BU3HAYUTU PO3CISHUNA, OANAY3HUA |
A3epkarnbHUA KOMbOpU MaTepiany, a TakoX CTyniHb A3epkanbHoro Bigobpa-
XEHHS N IHTEHCMBHICTb BUNPOMIHIOBAHHSA CBIiTNa, SKWO 00’€KT NOBMHEH CBITK-
TMCA. Ak came napameTp Oyae BM3HAYaTUCHA 3HAYEHHAM param, 3anexuTb
Bifl 3HAYeHHA pname:

napameTp params NOBUHHUW MICTUTU YOTUPU UINNX
Yn OINCHUX 3Ha4YeHHSA KonbopiB RGBA (3a 3aMoBYy-
BaHHaAM (0.2, 0.2, 0.2, 1.0)), siki BM3HA4alOTb PO3Cisi-
HWI Konip maTepiany (konip martepiany B TiHi)

GL_AMBIENT

napameTp params NOBUHHUW MICTUTU YOTUPU UINNX
Yn OINCHUX 3Ha4YeHHA konbopiB RGBA (3a 3amMoBYy-
BaHHAM (0.8, 0.8, 0.8, 1.0)), ski Bu3Ha4yaoTb gndys-
HUW Konip maTepiany

GL DIFFUSE

napameTp params NOBUHHUW MICTUTU YOTUPU UINNX
4Yn OINCHMX 3Ha4YeHHA KonbopiB RGBA (3a 3aMoBYy-
BaHHsaM (0.0, 0.0, 0.0, 1.0)), siki BU3Ha4alOTb A3epKa-
NbHUI KOrip MaTtepiany

GL_SPECULAR

napamMmeTp params MOBUHHUWA MICTUTU OAHE Uine 4u
AicHe 3Ha4eHHsa B Aianas3oHi Big 0 (3a 3amoBYyBaH-
HAM) OO0 128, 9Ke BM3HaA4ae CTyMiHb O3epKanbHOro
BinoOpaxeHHa maTepiany

GL _SHININESS

napamMmeTp params MNOBUHHUA MICTUTU YOTUPU LINUX

GL _EMISSION - .
Yn OINCHMX 3Ha4veHHA KonbopiB RGBA (3a 3aMoBuYy-
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BaHHsM (0.0, 0.0, 0.0, 1.0)), siki BU3Ha4atoTb iHTEHCHK-
BHICTb BUMPOMIHKOBAHOrO CBiTSla Martepiany

€KBiBareHTHO ABOM BUKIIMKAM KOMAaHAM glMaterial 3i
GL_AMBIENT_AND DIFFUSE 3HAY€HHSIM pname GI, AMBIENT | GL_DIFFUSE | OfHaKO-
BUMW 3HAYEHHAMW params

3 UbOro BUMMIMBAE, WO BUKANK KOMaHOM glMateriall[i f] MOXIUBUM
TINbKN ONs YCTAHOBKW CTYMNEHSA A3epKanbHOro BigobOpaXkeHHst martepiany
(shininess). KomaHaa giMaterialli flv BMKOPUCTOBYETbCA ONS 3aBOaHHS iH-
LINX NapameTpiB.

MapameTp face BU3Ha4ae TUN rpaHen, Onsa skMx 3a4aeTbCs Len matepi-
arn i Mmoxe rnpumMMaT 3HAYEHHS GI, FRONT, GI, BACK abO GL_FRONT AND BACK.

AKWwo B cUeHi maTepiann 06’ekTiB pO3pi3HATLCS NULe ogHMM Napame-
TpoM, BaxxaHO crnoyaTKy BCTAHOBUTU NOTPIOHMIA PEXMUM, BUKIUKABLUN glEnable
3 NapamMeTpOM GI. COLOR MATERTIAL, @ NMOTIM BUKOPUCTOBYBaTU KOMaHAy
glColorMaterial (face: GLenum, pname: GLenum)

Ae napameTp face mae aHanoriyHe 3Ha4yeHHs1, a napameTp pname Moxe
npunumMmaTn BCi nNepepaxoBaHi 3HaveHH4. licna yboro 3HavyeHHa obpaHoro 3a
[OMOMOrol0 pname BNacTUBOCTI MaTtepiany AN KOHKpeTHoro ob’ekty (4n Be-
PLUMHW) BCTAHOBMOTLCA BUKIMKOM KOMaHAWN glcolor, WO OO3BOSISE YHUKHYTU
BUKNUKIB BinlblL peCypCOEMHOI KOMaHAN glMaterial i MiABULLYE €PEKTUBHICTb
nporpamu. Npuknag BU3Ha4YeHHs BNacTMBOCTEN MaTepiany:

const

mat dif : array [0..2] of GLFloat
mat amb : array [0..2] of GLFloat

[0..2] of GLFloat
shininess = 0.7 * 128;

(0.8,0.8,0.8);
(0.2, 0.2, 0.2);
(0.6, 0.6, 0.6);

mat spec :array

glMaterialfv (GL_FRONT AND BACK,GL AMBIENT, @mat amb);
glMaterialfv (GL_FRONT AND BACK,GL DIFFUSE, @mat dif);
glMaterialfv (
glMaterialf (

GL_FRONT AND BACK,GL_SPECULAR, @mat_ spec);
GL _FRONT,GL_SHININESS, @shininess);

4.3 Onuc gxepen cBiTna

BuaHaueHHs BnacTnBocTen maTepiany o6’ekta Mae CEHC, TifbKM SAKLLO B
cueHi € mkepena ceitna. IHakwe Bci 06’ekTM ByayTb YOopHUMM (TOuHiWe 6y-
OyTb MaTu Konip, SKUN JOPIBHIOE PO3CITHOMY KOrnbopy matepiany). logatn B
CLIeHY [>Kepeno CBiTrna MOXHa 3a AONOMOrot KOMaHA;:

glLight[i f] (1ight: GLenum, pname: GLenum, param: GLfloat)
glLight[i f]v (light: GLenum, pname: GLenum, params: "“GLfloat)
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MapameTp light ogHO3HaA4YHO BM3HA4Yae oxepeso ceitna. BiH Bubnpaetb-
cs 3 Habopy cneuianbHMX CUMBOMIYHUX iIMEH BMAOY GL LIGHTi, A€ | NOBUHHO
nexatu B gianasoHi Big 0 4O KOHCTAHTM GL MAX LIGHT, KA 3BUYAWNHO He nepe-

BULLYE BOCbMMW.

MNapameTpn pname

i params MalwTb CEHC, aHanoriYHMm KomaHgi

glMaterial. PO3rnssHeMo 3Ha4YeHHsa napameTpa pname:

GL_SPOT_EXPONENT

GL_SPOT_CUTOFF

GL_AMBIENT

GL DIFFUSE

GL_SPECULAR

GL_POSITION

napameTp param NOBUHHUA MICTUTU Uife Yun gincHe
yucno Big 0 (po3cisiHe CBITMNO 3a 3aMOBYYBaHHSAM)
no 128, wo 3agae poanoain iHTEHCMBHOCTI cBIiTNa.
Llen napameTp onucye piBeHb COOKYCOBAHOCTI
oaxepena cBitna

napameTp param nOBUHHUN MICTUTWU Life Yn gincHe
yncno mixk 0 i 90 un popisHioBatn 180 (poscisiHe
CBIT/IO 3a 3aMOBYYBaHHSAM), SKe BU3HA4Ya€e MaKCu-
ManbHUIN KyT PO3CitOBaHHA CBiTMa. 3HA4YEHHAM LbO-
ro napameTpa € NofoBMHA KyTa Yy BEPLUUHI KOHYCO-
noaibHoro CBITNIOBOro NOTOKY, CTBOPHOBAHOIO OXXe-
penom

napameTp params NOBUHHUN MICTUTU YOTUPU LINnUX
YN OINCHUX 3HaYeHHs konbopiB RGBA (3a 3aMoB-
yyBaHHaM (0, 0, 0, 1)), aki BU3Ha4at0Tb Konip ¢o-
HOBOrO OCBITNEHHS

napameTp params NOBUHHUN MICTUTU YOTUPU LINnUX
YN OINCHUX 3HaYeHHs konbopiB RGBA (3a 3aMoB-
yyBaHHam (1, 1, 1, 1) ansa e vicaro i (0, 0, 0, 1)
AN iHWKWX), SKi BU3Ha4YaloTb Konip AMdy3HOro ocBi-
THEHHS

napameTp params NOBUHHUWN MICTUTU YOTUPU LINNX
4YM OIMCHUX 3HaYeHHs konbopiB RGBA (3a 3aMoB-
yyBaHHam (1, 1, 1, 1) ang e _vzcaro i (0, 0, 0, 1)
ANa iHWKX), SKi BU3HavaloTb Konip A3epKanbHOro
BigoOBpaxeHHs

napameTp params NOBUHHUN MICTUTU YOTUPU LINNX
YM OINCHUX 4Yucna, WO BM3HAYalTb MOMNOXEHHSA
mpkepena cBitna. fKWO 3HAYEHHS KOMMOHEHTU W
popisHoe 0.0, To gxepeno BBaXXaeTbCs HECKIHYEH-
HO BigganeHuMm i npu po3paxyHKy OCBITIIEHOCTI
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GL_SPOT_DIRECTION

GL_ CONSTANT ATTENUATION
GL LINEAR ATTENUATION
GL QUADRATIC ATTENUATION

BPaxXOBYETbCA TiNbKN HanNpsiMoOK Ha TOYKY (X,V,Z), Y
NPOTUBHOMY BMMNAgKy BBaXa€TbCs, LLO LXKepeno
po3TalwoBaHe B Touli (X,y,z,w). Y nepwomy Bunag-
Ky ocnabneHHsa cBiTna npuv BigganeHHi Big oxepe-
na He BigbyBaeTbcs, TOOTO mXKepeno BBaXa€TbCs
HEeCKIHYEHHO BigganeHuMm. 3HayYeHHs 3a 3aMoBYy-
BaHHaM: (0, 0, 1, 0)

napameTp params NOBUHHUWN MICTUTU YOTUPU LINnNX
4YM OINCHUX Yncna, AKi BU3HaYaloTb HanpsiMOK CBIT-
na. 3Ha4deHHs 3a 3amoBuyBaHHaM: (0, 0, -1, 1). Ls
XapakTepuCcTuKa QXeperia Mae CEHC, SKLLO 3HAYeH-
HA cL_spor cuTorr BigMiHHe Big 180 (sike, OO peui,
3aQlaHO 3a 3aMOBYYBaHHSM)

napameTp params 3agae 3Ha4YeHHs1 04HOro 3 TPbOX
KoeiuieHTiB, WO 03Ha4aTb ocrnabreHHs iHTeHCK-
BHOCTI CBiTNa npu BigganeHHi Big mxepena. fonyc-
KaloTbCA TiNbKM HEHEraTMBHI 3HAYEHHS. AKLO AXe-
peno He € CcnpssMOBaHWUM (AWMB. GL POSITION), TO
ocnabneHHst 06epHEHO NPOMOPLINHO CyMi:

atteonstant T Altiinear * d+ attquadratic -d?

ne d — BiACTaHb MiX IpKepernom CBiTNna i OcBiTMto-
BaHOK M BEPLUNHOIO, aftsonstant, @lfinear | altquadratic
AOPIBHIOTb NapameTpam, 3agaHnuM 3a JONOMOror
KOHCTAaHT GL_CONSTANT_ATTENUATION,

GL LINEAR ATTENUATION | GL_ QUADRATIC ATTENUATION
BigNOBIQHO.

3a 3amMOBYYyBaHHAM Ui MapamMeTpu 3a[arTbCA

Tpinkoto (1, 0, 0), i dakTU4HO ocnabneHHsa He Bia-
byBaeTbcs

[Mpun 3MiHI NONOXeHHA [Xeperna CBiTNa BapTO BpaxoByBaTW HACTYMHUN
dakT: y OpenGL pxepena cBitna € o6’ektamu, 6arato B YHOMYy TakMMM X, K
BGaraToKyTHUKK | TOYKN. Ha HMX NOLIMPIOETLCA OCHOBHE NpaBuiio o6pobku Ko-
opanHaT y OpenGL — napameTpu, AKi ONUCYOTb MOSIOXEHHA Y NPOCTOPI, ne-
PEeTBOPIOIOTLCA MOTOYHOK MOAENbHO-BUOOBOK MaTpuLEed B MOMEHT popMmy-
BaHHA 00’ekTa, TOOGTO B MOMEHT BUKNUKY BignosigHMx komaHg OpenGL. Takum
YMHOM, POPMYIOUN DKEPENO CBiTNa OAHOYACHO 3 OB’EKTOM CLIEHM YM Kame-
pot0, NOro MOXHa MpuB’A3aTh Ao uboro ob’ekta. Yu, HaBnaku, copmyBaTtu

38



cTauioHapHe [xepenio ceitna, wo 6byae s3anuMwaTtmcs Ha Micui, MOKM iHLLi
06’eKkTn nepecyBaloTbCS.

3ararnbHi Nnpasuna HacCTYMHi:

1. AKWO nonoXeHHs oKepena cBiTna 3a4aceTbCad KOMaHAOK glLight Nepea
BU3HAYEHHAM MONOXEHHS BipTyanbHOI Kamepu (Hanpuknag, KoMaHgow
glLookAt), TO Byae BBaxatucs, wo koopauHatu (0,0,0) pxepena 3Haxo-
AATbCS B TOULI CMIOCTEPEXEHHS i, OTXKe, NONOXEHHA JXepena cBiTna Bu-
3Ha4YaeTbCs OO0 NONOXKEHHS cnocTepiraya.

2. AKWO NOMNOXEeHHA BCTAHOBMAOETLCA MiXK BU3HAYEHHAM MOMOXEHHSA Kame-
pW i NePeTBOPEHHAMN MOAENBbHO-BUAOBOI MaTpmui 06’ekTa, TO BOHO Qik-
cyeTbcsl, TO6TO B LbOMY BMMNAAKY MOSIOXKEHHS AXXepena CBiTna 3agaeTbecs
y CBITOBUX KOOpAUHAaTax.

[ns BMKOPUCTaHHA OCBITNEHHS cnodaTky Tpeba BCTaHOBUTM Bignosig-
HUN PEXMUM BUKIMKOM KOMaHOW glEnable (GL LIGHTING), @ NOTIM YBIMKHYTWU MOT-
pibHe oKeperno KOMaHAoK glEnable (GL LIGHTi).

Lle pa3 3BepHemO yBary Ha Te, IO NPM BUMKHEHOMY OCBITIIEHHI KOSip
BEPLUNHN OOPIBHIOE NMOTOYHOMY KOMbOPY, WO 3a0a€TbCs KOMaHA4aMu glcolor.
Mpn yBIMKHEHOMY OCBITNEHHI KOMip BEPLMHM OBYMUCAOETLCA BUXOAAYM 3 iH-
doopmadii npo maTepian, Hopmari i pxepena ceiTna.

Mpn BUMMKAHHI OCBITNEHHS Bidyanisauisa BiabyBaeTbCs LBMALIE, OAHAK
y TakoMy BUNagKy 3acToCyBaHHsSI MOBUHHO camMe po3paxOByBaTW KOMbOPU Be-
PLLVH.

TekcT nporpamu, WO AEMOHCTPYE OCHOBHI MPUHLUMMN BU3HAYEHHA MaTe-
pianie i pxepen ceiTna, npuseaeHun B 000. C 3.

4.4 CrtBOpeHHA epeKkTy TyMaHy

Ha 3aBeplieHHs po3rnsgHeMoO OfHY LUikaBy i 4acTO BUKOPUCTOBYBaHY
MoxnumBicTb OpenGL — cTBOpeHHs edhekTy TymaHy. Jlerke 3aTyMmaHeHHs cue-
HM CTBOPIE peanicTUYHUK edekT, a YacTo MOXe CxoBaTu desiki apTedakTty,
AKi 3'ABNAKTLCA, KONW B CUEHI NPUCYTHI BigaaneHi o6’ ekTu.

TymaH y OpenGL peanisyeTbCs LWASAXOM 3MiHM KONbOPY OO’EKTIB Y CLIEHI
B 3aNeXHOCTi Bif TXHbOI rMMBuHK, TOBTO BiACTaHI 4O TOYKN CMOCTEPEXEHHS.
3miHa konbopy BiabyBaeTbca abo AN BEpLUUH NPUMITUBIB, abo ANA KOXHOro
nikcens Ha eTani pactepusauil B 3anexHocTi Big peanisauil OpenGL.

[Ana BKNtOYEHHS edekTy 3aTyMaHeHHs HEeOOXiAHO BUKNMKATM KOMaHOy
glEnable (GL_FOG).

MeTog 064YMCNEHHS IHTEHCUBHOCTI TyMaHa y BEPLUUHI MOXXHa BU3HAYUTK
3a 0NOMOrol KOMaHzg
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glFog[if] (pname: enum, param: T)

glFog[if]v (pname: enum, params: T)

AprymMeHT pname mMoxe npunumaTu HacTyrMHi 3HAYEHHS:

GL_FOG_MODE

GL_FOG_DENSITY
GL_FOG_START

GL_FOG_END

GL_FOG COLOR

aprymMeHT param BuU3Ha4dae popmMyny, No skin byge obumncnto-
BaTUCS IHTEHCUBHICTb TyMaHy B Touui. Moxe npuimaTty 3Ha-
YEHHS:

o mxp IHTEHCUBHICTb  OBumMcneTbCa No  dpopMyni:

f‘zze—dz

IHTEHCMBHICTb  oBuMcneTbcss  no  chopmyni:
GL EXP2
- f=e @2

IHTEHCUBHICTb  oBuncneTbca  No  dpopmyni:
GL_ LINEAR e—z

e—s

Ae z — BiACTaHb Big BEPLUMHU, Y SIKiA OBUYMCNIOETLCS IHTEH-
CUBHICTb TYMaHy, 0 TOYKN CMOCTEePEXEHHS

aprymMeHT param Bu3Havae KoeiuieHT d
apryMeHT param BU3Havae KoemilieHT s
apryMeHT param Bu3Havae KoedilieHT e

y UbOMY BUMNAAKy params — MOKaX4MK Ha MacuB 3 4-X KOM-
MOHEHT KONbOPY TyMaHy

KonmponbHi numaHHs

1. MOACHITb pi3HMLID MiXK NOKanbHUMW | HECKIHYEHHO BigAaneHnMn mxepe-
namu ceiTna.

2. [Ans 4Oro Cny>XmnTb KOMaH4a glcColorMaterial?

3. Aki ocHOBHI NapameTpu gxxepena ceitna?

4. £AKi icHyl0Tb MOZEeni OCBITNEHHA?

5. Akmum ynHom B OpenGL cTBOpoeTbCA edhekT TymaHy?
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Po3pnin 5. HaknapaHHA TeKcTypum

Mig mekcmyporo Bygemo po3yMiTu Aesike pacTpoBe 300paXkeHHs, sike
Tpeba NeBHMM YMHOM HaknacTu Ha OO’eKT, Hanpuknag, Ansa OOoAaHHSA INw3il
penbedHOCTI MOBEPXHI.

HaknageHHsa TeKCTypu Ha NOBEPXHIO 00’EKTIB CLEHN nigBuLLye 1i pearnic-
TWUYHICTb, OgHaK nNpu uboMy Tpeba BpaxoByBaTW, WO Len Npouec BuMarae
3Ha4YHMX obuMcnoBanbHMX BUTPAT, ocobnuneo skwo OpenGL He NigTPUMYETb-
Csl anapaTHo.

[Ons poboTn 3 TEKCTypor MNOTPIGHO BUKOHATM HACTYMHY NOCNIAOBHICTb
ain:
e BUBpaTy 306paxkeHHs i NepeTBOPUTM NOro 40 NOTPIGHOro dhopmarTy;
e nepepatun 3obpaxeHHst B OpenGL,;
e BU3HAYUTU, AK TeKCTypa byae HaHocuTUCH Ha OB’ekT | Ak BOHa Byae 3 HUM
B3aEMOIATH;
e 3B’A3aTU TEKCTYPY 3 06’ EKTOM.

5.1 TligroToBKa TeKCTypum

[ns BUKOPUCTaAHHA TEeKCTypu HeobXigHO chno4yaTKy 3aBaHTaXWUTU B
nam’aTb NOTPiOHe 300paxeHHs | nepeaaTun noro OpenGL.

3unTyBaHHA rpadivyHnX gaHux 3 danny i ix nepeTBoOpeHHA MOXHa Npo-
BOOMTM BPYYHY. MOXHa TaKkoX cKopucTaTuCa OYHKUI€ED, WO BXOANTb OO CKNna-
ay 6ibniotekn GLAUX (gnga 17 BukopuctaHHa Tpeba A4o4aTKOBO NiAKMHOYNTU
glaux.lib), sika cama npoBoaMTb HeobXigHi onepadii. Lle dpyHkuin
AUX RGBImageRec* auxDIBImageLoad (const char *file)

ae file — HasBa (panny 3 po3WMpPeHHAM *.bmp un *.dib. PyHKUis noBep-
Tae MOKak4ynk Ha obnacTb Nam’qaTi, Ae 30epiraloTbCA NEepeTBOpPEHi AaHi. Ak
3pO3yMiSio i3 CUHTaKCUCY, LA (PYHKUIA BUKOPUCTOBYETLCA B MoOBi C++. [pu
nporpamMysaHHi B Delphi MmoxxHa BukopucTaTtu yHiBepcanbHy npouenypy, pea-
nisauia Kol NpUBOANTLCH HUXKYE.

procedure Preparelmage (BmpFileName: AnsiString);

type
PPixelArray = "TPixelArray;
array [0..0] of Byte;

TPixelArray
var
Bitmap : TBitmap;
Data : PPixelArray;
BMInfo : TBitmapInfo;
I, ImageSize : Integer;
Temp : Byte;
MemDC : HDC;
begin
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Bitmap := TBitmap.Create;

Bitmap.LoadFromFile (BmpFileName) ;

with BMinfo.bmiHeader do begin
FillChar (BMInfo, SizeOf (BMInfo), O0);

biSize := sizeof (TBitmapInfoHeader);
biBitCount := 24;

biWidth := Bitmap.Width;

biHeight := Bitmap.Height;

ImageSize := biWidth * biHeight;
biPlanes := 1;

biCompression := BI RGB;

MemDC := CreateCompatibleDC (0);

GetMem (Data, ImageSize * 3);
try
GetDIBits (MemDC, Bitmap.Handle, 0, biHeight, Data,
BMInfo, DIB RGB COLORS) ;

For I := 0 to ImageSize - 1 do begin
Temp := Data [I * 3];
Data [I * 3] := Data [I * 3 + 2];
Data [I * 3 + 2] := Temp;

end;

glTexImage2d (GL_TEXTURE 2D, 0, 3, biwWidth,
biHeight, 0, GL RGB, GL UNSIGNED BYTE, Data);
finally
FreeMem (Data);
DeleteDC (MemDC) ;
Bitmap.Free;
end;
end;
end;

Mpn cTBOpPEHHI 0b6pa3a TeKCTypu B NamM’aTi BApPTO BPaxoByBaTW HACTYMHi
BUMOTW.

Mo-nepLle, po3Mmipn TEKCTypu, siK NO ropu3oHTani, Tak i no BepTukani
NOBWUHHI ByTK cTyneHamu AgivkK. Ll BMMora HaknagaeTbes At KOMMNAaKTHOMo
PO3MiLLEHHSI TEKCTYPU B TEKCTYPHIN Nam’siTi i cnpusie 1l e(peKTMBHOMY BUKOPU-
cTaHHto. lNpauoBaTn TiNbKA 3 TaKMMU TEKCTYPHUMU (hpannamu 3BMYanMHO He-
3py4YHO, TOMY MiCNsa 3aBaHTaXeHHS iX Tpeba nepeTBOpUTU. 3MiHY pPO3MIpiB Te-
KCTYpWY MOXXHa NpOBECTU 3a AONOMOroK KOMaHau

gluScaleImage (format: GLenum, widthin: GLint, heightin: GLint, typein:
GLenum, datain: pointer, widthout: GLint, heightout:
GLint, typeout: GLenum, dataout: pointer)

Y 9KOCTi 3Ha4YeHHs1 napameTpa format 3BM4aiHO BUKOPUCTOBYETLCS 3Ha-
YEHHS GIL_RGB YM GL_RGBA, SIKe BM3Ha4Yae popmat 36epexeHHs iHdopmadii. MNa-
pameTpu widthin, heightin, widhtout, heightout Bu3Ha4atoTb PO3MipU BXIAHOIO i
BUXigHOro 306paxeHb, a 3a AonomMorot typein i typeout 3agaetbcsa TUN ene-
MEHTIB MacuBiB, po3TallOBaHUX 3a agpecamun datain i dataout. 3a3suyan, ue
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MOXe OyTM TUN GIL UNSIGNED BYTE, GL SHORT, GL INT i T.[. Pe3ynbTaT CBOEI po-
60TK (pyHKUiA 3aHOCUTL B 061acTb NaM’aTi, Ha SIKy BKa3ye napameTp dataout.

Mo-apyre, Tpeba nependauntn BUNaOoK, KonNm ob’ekT nicna pacrtepusa-
Uil BUSBNAETLCH 3a po3MipamMn 3HAYHO MEHLUMM HaHeCeHOT Ha HbOro TEKCTY-
pu. Yum MeHLWwmnn 0B’eKT, TUM MEHLLIOK NMOBMHHA BYTKN TEKCTypa, WO HAHOCUTb-
CA Ha HbOro, i TOMYy BBOAUTLCA MNOHATTA pieHi8 demani3auii mexkcmypu
(mipmap). KoxXeH piBeHb geTanisauii 3agae geske 300paXKeHHs, Wo €, 9K npa-
BWUJ10, 3MEHLLEHOI0 B ABa pasun Konieto opuriHany. Takun nigxig 4O3BONSE no-
NiNWKWTK AKICTb HAHECEHHSA TEKCTYpu Ha 06’ekT. Hanpuknaa, ans 306paxeHHs
po3Mipom 2"x2" MmoxxHa nobyaysaTv max(m,n)+1 3MeHLeHNX 306paeHb, L0
BiANOBIAAOTb PI3HUM PIBHAM AeTarnisauil.

Lli oBa etann cTBOpeHHA 0Opasy TeKCTypu Yy BHYTPIWHIA nam’'aTi
OpenGL moxHa 3pobuti 3a 4ONOMOro KoMaHau
gluBuild2DMipmaps (target: GLenum, components: GLint, width: GLint, height:

GLint, format: GLenum, type: GLenum, data: pointer)
Ae napameTp target NOBMHEH OOPIBHIOBATU GI TEXTURE 2D. [lapameTp
components BW3HaA4Ya€ KiNbKICTb KOMIPHUX KOMMOHEHTIB TEKCTYpU | MOXe
NPUMMaTN HACTYMNHI OCHOBHI 3HAYEeHHS:

GL_LUMINANCE OJWH KOMMOHEHT — SICKpaBiCTb (TekcTypa 6yae MOHOXPOMHOLO)
GL_RGB YEPBOHUWN, CUHIN, 3eNeHnI
GL_RGBA YCi KOMMOHEHTU

MapameTtpu width, height, data Bu3Ha4alOTb pPO3Mipu i po3TallyBaHHSA
TEKCTYpM BiANoBiaHO, a format i type matoTb aHanoriyHe 3Ha4YEeHHS, WO W Y KO-
MaHOMN gluScalelmage.

MMicns BUKOHAHHA Ui€l KOMaHOW TeKCTypa KOMIETbCA Y BHYTPILIHIO
nam’ate OpenGL, i ToMy namM’aTb, WO 3anHATa BUXIOHUM 306paXeHHAM, MOX-
Ha 3BINbHUTW.

Y OpenGL pgonyckaeTbCs BMKOPUCTAHHA OLHOMIPHUX TeKCTyp, TO6TO
po3mipy 1xN, ogHak, ue 3aBxau Tpeba BkasyBaTu, 3afalouMm SK 3HAYEHHS
farget KOHCTAHTY G TExTURE 1D. KOPMCHICTb OOHOMIPHUX TEKCTYp CYMHiBHa,
TOMY He ByaeMOo 3yNUHATUCS Ha HUX OOKTaaHo.

Mpwn BUKOpUCTaHHI B CLEHI AeKinbkox TekcTyp, Yy OpenGL 3acTtocoByeTb-
cs nigxig, Wo Haragye CTBOPEHHS CNUCKIB 300paXeHb (Tak 3BaHi meKcmypHi
06’ekmu). CnoyaTky 3a 4OMNOMOro KoOMaHau

glGenTextures (n: GLsizeil, textures: "“GLuint)
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Tpeba cTBOpUTU n igeHTUiKaTopiB TEKCTYP, SKi OyayTb 3anucaHi B ma-
cuB textures. lNepen novaTkOM BM3HAYEHHS BNAcTUBOCTEN YEProBoi TEKCTYpU
BapTO 3p06uTK ii NOTOYHOK («NPUB’A3aTU» TEKCTYPY), BUKINKABLUN KOMaHAY
glBindTexture (target: GLenum, texture: GLuint)

ae target Moxe NpUMMaT 3HAYEHHSA GL TEXTURE 1D abO GL TEXTURE 2D, a
napameTp texture NOBMHEH OOPIBHIOBATW iOeHTUIKATOPY TiEl TEeKCTypu, 00
skol O6yayTb BiAHOCUTUCS HACTynHi komaHau. [ns Toro, wob y npoueci manto-
BaHHS 3pOOUTN MOTOYHOIO TEKCTYPY 3 AESKUM iAeHTUDIKAaTOPOM, 4OCUTb 3HOBY
BUKITMKATU KOMaHLY glBindTexture 3 BiANOBIOHUM 3Ha4YeHHAM target i texture.
TakuM YMHOM, KOMaHAA glBindTexture BMWUKAE PEXUM CTBOPEHHS TEKCTYpU 3
iAeHTUdIKaTopoM texture, SAKLWO Taka TEKCTypa LLe He CTBopeHa, abo pexum Ii
BUKOPUCTAHHSA, TOBTO pobUTb L0 TEKCTYPY MOTOYHOHO.

Ockinbkn He KOXHa anapaTtypa MoXe onepyBaTh TEKCTypamMu BENMKOro
pPO3Mipy, OOUISTbHO OOMEXNTN POo3Mipn TEKCTYpU 00 256x256 un 512x512 nik-
cenis. 3a3Ha4YnMO, LLIO BUKOPUCTaAHHS HEBENUKNX TEKCTYP NiaBuye edhekTnB-
HICTb NporpamMu.

5.2 HaknapaHHS1 TeKCTypu Ha 00’eKTHn

Mpn HaknagaHHi TeKCTypu, SK BXe 3ragyBanocd, Tpeba BpaxoByBaTu
BUNAZOK, KOMW pPO3MIpU TEeKCTypu BIiOpPI3HAIOTLCA BiO BIKOHHMX pPO3MIpIB
ob’ekTa, Ha sIKMI BOHA HaknagaeTbes. [pu UbOMY MOXINMBE SIK PO3TAryBaHHS,
TakK i CTUCHEHHSA 306paxeHHs, i Te, Ak 6yayTb NPOBOAMTUCS Li NEPETBOPEHHS,
MOXe CEpPWO3HO BMANHYTU Ha SAKICTb NnobyaoBaHoro 3obpaxeHHsa. [na Bu3Ha-
YEHHS MOJSTOXXEHHSA TOYKM Ha TEKCTYpi BUKOPUCTOBYETHCA MapamMeTpuyHa CUc-
Tema koopauHar (S, ), npuyoMy 3HAYEeHHA S i t 3HaxoaaTbes Y Biapisky [0,1]
(puc. 5.1).

n 0\ 10\

Puc. 5.1. TekcTypHi koopguHaTtu
[ns 3MiHW pi3HMX NapameTpiB TEKCTYPU 3aCTOCOBYHOTLCH KOMaHAN:

glTexParameter[i f] (target: GLenum, pname: GLenum, param: GLenum)
glTexParameter[i f]v (target: GLenum, pname: GLenum, params: ~ GLenum)

MapameTp target Moxe npuUAMaATM 3HAYEHHS GL TEXTURE 1D abo
GL_TEXTURE_2D, pname BU3Ha4ae, gka BnacTuBicTb byae amiHoBaTucs, a 3a o-
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MOMOTOI0 param Yu params BCTAHOBIIOETLCA HOBE 3HayYeHHsA. Moxnusi 3Ha-
YeHHs pname:

napameTp param Bu3Hadae (pyHKUito, sika byae BUKO-
pUCTOBYBaTUCA ANSA CTUCKY TeKCTypwu. lNpu 3HAYeHHI
GL_TEXTURE_MIN_FILTER GI, NEAREST Oy[€ BUKOPUCTOBYBATMUCHA OAWNH (Hanbnumx-
4YMKn), @ NPU 3HAYEHHI GL LINEAR (3HAYEHHS 3@ 3aMOB-
YyBaHHAM) YOTUPU HANBITMXKUYMX eNEMEHTUN TEKCTYpU

napameTp param Bu3Hadae (pyHKUito, sika byae BUKO-
puctoByBaTuUcs AN 36inblUEeHHA (PO3TAraHHsA) TeKc-
Typw. Npn 3HaYeHHi G NearesT Byae BUKOPUCTOBYBaA-
GL_TEXTURE MAG FILTER P P . . yA P y
TMCA OOWMH (HAaMONMX4M), @ NPU 3HAYEHHI GL LINEAR
(3Ha4YeHHA 3a 3aMOBYYBaHHSIM) YOTUPU HaANBAMKYMX

eJIEeMEeHTUN TEKCTYPH

napamMmeTp param BCTAHOBJIOE 3HAYEHHS KOOpAUHATU
S, AKLWO BOHO He BXoauTb Y Bigpi3ok [0,1]. MNpu 3Ha-
YeHHi cL REPEAT (3HAYEHHS 3a 3aMOBYYBaHHAM) Uina
yacTMHa S BiOKMAAETbCA, | B pe3ynbTaTti 306paxeHHs
PO3MHOXYETLCA MO NOBEpPXHi. [py 3HaYeHHi c1. cramp
BUKOPUCTOBYIOTBCA KpanoBi 3HadeHHs: 0 um 1, Wwo
3pYy4YHO BMKOPUCTOBYBATU, SKLO Ha OO’€KT Haknaga-
E€TbCS1 0OQHE 300paKeHHS

GL_TEXTURE WRAP_S

aHanoriyHo nonepeaHbOMY 3HAYEHHIO, TiNbKWM AN KO-

GL_TEXTURE WRAP T
opavHaTtu t

BukopucTaHHA pexumy G NEAREST NIABULLYE LUBUAKICTb HAKNALaHHA Te-
KCTYpu, OAHaK Npu LbOMY 3HUXYETbCA HKICTb, TOMY LLIO Ha BiAMIHY Big
GL_ LINEAR IHTEPNONAuia He BUKOHYETLCS.

Ana Toro wob BM3Ha4UMTU, SIK TekcTypa byae B3aemMogisaTn 3 martepia-
NIOM, 3 9KOro 3pobneHunit 06’eKT, BUKOPUCTOBYHOTLCA KOMaHaW

glTexEnv[i f] (target: GLenum, pname: GLenum, param: GLtype)
glTexEnv[i f]v (target: GLenum, pname: GLenum, params: "“GLtype)

MapameTp target NOBMHEH OOPIBHIOBATM GL TEXTURE ENv, & OISl phame
PO3IMNSIHEMO TiflbKW OflHE 3HAYEHHS! GL TEXTURE ENV MODE, SIKE HalyacTille 3a-
CTOCOBYETbLCS.

HanyacTiwe BUKOPUCTOBYIOTLCS Taki 3Ha4eHHS napameTpa param:.

KiHUEBUIM KOMip 3HaxoOuTbCHa AK OODOYTOK KONMbOPY TOYKM Ha Mo-
GL_MODULATE Ll p 'D' 'D' y py

BEPXHIi i KONbOPY BIANOBIAHOI 1 TOYKM Ha TEKCTYPI
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GL_REPLACE K KIHLUEBMWI KOMip BUKOPUCTOBYETHLCS KOMIP TOYKN HaA TEKCTYPI

5.3 TekcTypHi KoopauHaTu

[Mepen HaHECEHHAM TEKCTYpu Ha 06’ekT HEOBXiAHO BCTAaHOBUTM BiAMNOBi-
OHICTb MK TOYKaMn Ha noBepxHi 06’ekTy i Ha camin TekcTypi. 3agaBaTn U0
BiANOBIAHICTb MOXXHA ABOMa MeToAaMU: OKPEMO A5 KOXKHOI BEPLUMHM YuM ONs
yCiX BEPLUMH, 3a4aBLUM NapaMeTpu cneuianbHOoi OYHKLIT BizobparkeHHs.

Mepwunin meToa peani3yeTbCs 3a 4ONOMOro KOMaHA

glTexCoord[1l 2 3 4][s i £ d] (coord: GLtype)
glTexCoord[l 2 3 4][s i £ d]v (coords: "GLtype)

HanyacTilwe BMKOPUCTOBYIOTLCS KOMAHOM BUAY glTexCoord2* (S: GLtype,
t: GLtype), SIKi 3a4at0Tb MOTOYHI KOOPAMHATU TEKCTYPU. NOHATTA NOTOYHUX KO-
opauHaT TeKCTYpU aHanoriyHO MOHATTAM NOTOYHOrO KOSbOPY i MOTOYHOI HOP-
Mani, i € atpudyTom BepwmHn. OgHak HaBiTb ANs Kyba 3Haxo4XKeHHs BianoBi-
OHUX KoopAMHAT TEKCTYPU € OOCUTb TPYAOMICTKMM 3aHATTSAM, ToMy B 6ibnio-
Teui GLU kpim komaHA, Wwo npoBoaaTb NoOyaoBYy TakMx NPUMITUBIB, SIK cdpepa,
uuniHap i guck, nepegbadeHe TakoX HaKNageHHA Ha HUX TeKcTyp. Ona uboro
OOCUTb BUKINKATU KOMaHOy
gluQuadricTexture (quadObject: "“GLUquadricObj, textureCoords: GLboolean)

3 napameTtpom textureCoords, SKUN OOPIBHIOE GL TRUE, | TOAi NOTOYHA
TekcTypa 6yae aBToMaTUYHO HakKnagaTUCS Ha NPUMITUB.

Hpyrun meTopn peani3yeTbCcs 3a ONOMOrod KoMaHa

glTexGen[i f d] (coord: GLenum, pname: GLenum, param: GLtype)
glTexGen[i f d]v (coord: GLenum, pname: GLenum, params: "“GLtype)

MapameTp coord BM3Havae, NS KOl KOOPAWHATU 3afaeTbca popmyna,
I MOXe NpuMMaTK 3HAYEHHSA GL_s, GI,_T,a NapamMeTp pname MoXe OOpPiBHIOBATU
OAHOMY 3 HaCTYIMHUX 3HAYeHb:

BM3Ha4ae pyHKUiO ONa HaknageHHst TEKCTYpU. Y LboMy
BUNaAKy apryMeHT param npuiiMae 3HayeHHs:

3Ha4yeHHs BIONOBIOHOI TEKCTYPHOI KO-
OpAMHATU BU3HAYaETbCA BiACTAHHIO
[0 MAOWMHK, WO 3a4aeTbCca 3a 4ono-
MOroK 3Ha4YeHHs pname
GL_OBJECT PLANE (OMB. Hwmx4e). Pop-
MyJia Ma€ HacTynHUM BUrMAL;

GL TEXTURE GEN MODE

GL_OBJECT_ LINEAR

g=X"XptY ' Ypt+tZ Zyp+w w,

Ae g — BiANoBigHA TEKCTypHa KOOp-
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avHata (s um ), X, y, Z, w — Koopau-
HaTW BiANOBIOHOI TOYKWU, Xp, Vo, Zp, Wp
— Koeiui€eHTN PIBHAHHSA MAOWNHN. Y
dopmyni BUKOPUCTOBYIOTLCS KOOPOM-
HaTK oB’ekTa

aHanoriyHo nonepeaHbOMy 3Ha4yeH-
HIO, TiNbKM Yy doOopMyni BUKOPUCTOBY-
I0TbCS BMAOBI koopauHatu. Tob6TO KO-
opavHaTU TEKCTypu oO’ekTa B LbOMY
BUNAOKy 3anexaTb Bid MONOXEHHS
Luboro ob’ekta

GL_EYE_LINEAR

A03BOSISIE  eMynioBaTK Biga3epkarnto-
BaHHSA Bif noBepxHi o6’ekta. TekcTypa
Ha4yebTo «0bepTaeTbCsA»  HaABKOMO
ob’ekta. [Jna gaHoro meTony BUKOPU-
CTOBYIOTbCS BWOOBI KOOpAWHATK i He-
obxigHe 3aBOaHHSA HopMarnemn

GL_SPHERE_MAP

A03BOSSiE 3a4aTu NMOLWMHY, BiACTaHb A0 sikol byae Bu-
KOPUCTOBYBATUCA NPU reHepaLdii koopamHaT, SKWo BCTa-

GL_OBJECT_PLANE HOBMEHUN PEXWM GL OBJECT LINEAR. Y LbOMY BUMNAAKY
napamMmeTp params € MOKaXXYMKOM Ha MacuB 3 YOTUPbOX
KoeqiLieHTIB PIBHAHHS MNOLLNHU

aHarnoriyHo nonepeaHbOMYy 3Ha4YeHH0. [lo3Bonse 3agaTtu
MAOLWNHY ANSA PEXUMY GL_EYE LINEAR

GL_EYE_PLANE

[nsi BCTaHOBNEHHA aBTOMaTUYHOIO pexunmy 3aBaHHA TEKCTYPHUX KO-
opauvHaT HeobXiaHO BUKITUKATU KOMaHOy glEnable 3 napamMeTpom

GL_TEXTURE_GEN S aDO GI. TEXTURE GEN_P.

Ons npuknagy pos3rnsiHEMO, 9K MOXHa 3adaTu O3epKanbHy TeKCTypy.
[Mpn TakoMmy HaknageHHi TekcTypu 3o6paxeHHs byne HayebToO BigbmBaTucA
Bi NOBEpPXHi 06’eKTa, BUKMMKAO4YM LjikaBui ONTUYHUIA edoekT. [Ana uboro cno-
yaTky Tpeba CTBOPUTM OBa LiNOYUCENBHUX MACUBU KOEQILIEHTIB S_Coeffs i
t coeffs 3i 3HayeHHsmu (1,0,0,1) i (0,1,0,1) BignoBiAHO, a NOTIM BUKIIMKATU KO-
MaHau:

glEnable (GL_TEXTURE GEN_S);
glTexGeni (GL_S, GL_TEXTURE GEN MODE, GL EYE LINEAR);
glTexGendv (GL_S, GL EYE PLANE, s coeffs);

| TaKi XX KOMaHaM onsa koopguHaTu t 3 BiANOBIAHMMM 3MiHAMM.
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Mporpama, Wo BUKOPUCTOBYE HaKMNadeHHs TEKCTYpW, NpuBeaeHa B 000.
C2.

KoHmposnbHi numaHHs

1. [Ansa Yyoro BMKOPMUCTOBYIOTLCSA PiBHI AeTanisauil TekcTtypu (mipmapping)?
2. K BCTAHOBMWTM BiANOBIAHICTb MiXK KOOpAUHaTamMu 06'eKTy Ta TEKCTYpu?
3. Aki obMexXeHHs HaknagalTbCa Ha hannm TeKCTypu?

4. lllo Take TeKCTYpHi koopamHaTn?
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Po3gin 6. Onepadii 3 nikcensamu

MMicna npoBegeHHs1 BCiel onepauin No NepeTBOPEHHIO KOOpAMHAT BeEp-
LWMH, oB4YmncneHHs konbopy i T.n., OpenGL nepexoguTtb 4O eTany pacmepusa-
uii, Ha gakomy BigOyBaeTbCA pacTepu3aLis BCiX NPUMITUBIB, HaKNadeHHSA TeKc-
TYpW i CTBOPEHHSA edeKTy TyMaHy. [na KOXXHOro NpuMiTUBY pesyrbTaToOM LbOo-
ro npouecy € 3anmaHa HUM y Bydepi kagpy obnacTb, KOXXHOMY MiKCento Uiel
obnacTi npunucyeTbes Konip i 3Ha4YeHHs rmmbuHn. OpenGL BUKOPUCTOBYE L0
iHdbopmauito, wWob 3anucatn OHOBNEHi gaHi B Oydep kagpy. OAns uboro
OpenGL mae He Tinbkn okpemun KoHBeep oOpobKkM nikcenis, ane i Kinbka go-
aaTkoBux BydbepiB pidHOro npuaHayeHHs. Lle gosBonsie nporpamicty rHy4ko
KOHTpOSOBATK Npouec Bidyanisauil Ha HAaNHMXKYOMY PiBHI.

Ak BXe 3a3Hadvanoca B po3aini 2, rpadiyHa 6ibnioteka OpenGL nigrpu-
Mye poboTy 3 HAacTynHMMKU Bydepamu:

Kinlbka OydpepiB Konbopy

B6ydep rmmMbuHm
Oydep-HakonuvyBay (akymynaTop)
Bydep macku

pyna OydepiB konbopy BkNtoyvae bydep kagpy, ane Takux 6ydepis
MoOXe OyTu gekinbka. [pu BUKOpUcTaHHi NoagivHOT Bydepusauii roBopsTb Npo
pobouun (front) i doHoBu (back) Bydepun. Ak npasuno, y poHoBoMy Bydoepi
nporpama CTBOpPKE 306paKeHHs, Lo NOTiIM pa3oM KONitoeTbCs B pobounn Oy-
dep. Ha ekpaHi moxe 3’aBuTtuca iHdopmadisa Tinbkn 6ydepis konbopy.

bydep rmnbuHu npusHavyeHnn onsa BuaaneHHs HeBUANMMUX MOBEPXOHD, i
npsamMa poboTta 3 HAM NOTpiOHa BKpan pigko. bydep-HakonuyyBay MoxHa 3a-
CTOCOBYBATW AN Pi3HMX onepauin, 6inbw goknagHo poboTa 3 HAM onmncaHa B
po3aini 6.2. bydep Macknm BUKOPUCTOBYETLCA AN (POPMYBaAHHSA MiKCESTbHUX
Macok (TpadpaperTiB), siki crnyxaTb ANS BUpPi3aHHS i3 3aranbHOro MacuBy TUX
nikcenis, siki BAPTO BUBECTU Ha eKpaH.

6.1 3miwyBaHHA 300paxeHb. Npo3opicTb

PisHOMaHITHI npo3opi 06’ekT — CKNo, Npo3opun nocyq i T.4., 4acTo 3y-
CTpiYaloTbCs B pearibHOCTi, TOMY BaXXnMBO BMITM CTBOPIOBATM Taki 00’€KTU B
iHTepakTmBHiN rpacdiui. OpenGL Hagae nporpamicty MexaHiam poboTu 3 Hani-
BNPO30puMKn 06’ekTamu, sikui 6yae KOPOTKO ONMMCaHUM B LIbOMY pO34ini.

[Mpo3opicTb peani3yeTbca 3a JOMNOMOroK CreuiasibHOro peXxumy 3milly-
BaHHsS KonbopiB (blending) . Anropntm 3milyBaHHA KOMGIHYE KONbOpW Tak
3BaHUX BXigHWUX nikceniB (TOOTO «kaHamAaTiBy», Aki 6yayTb BMiwyBaTucs B 6y-
dep Kagpy) 3 Konbopamn BigNOBIAHUX MiKceniB, WO Bxe 30epiratoTbca B 6Yy-
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depi. [Ansa 3miwyBaHHSA BUKOPUCTOBYETLCH YETBEPTUA KOMMOHEHT KOSIbOpYy —
anba-KOMMNOHEHT, TOMY LEeN pexum HasuBalTb We arnbda-3MillyBaHHAM.
[Mporpama Moxe KepyBaTW IHTEHCUBHICTIO anbda-KOMMOHEHTM TaK camo, SK i
IHTEHCUBHICTIO OCHOBHWUX KONbOpiB, TOOTO 3agaBaTh 3HAYEHHSA IHTEHCUBHOCTI
AJ151 KOXKHOTO MIiKCens Yn KOXXHOI BEPLUMHU NPUMITUBY.

Pexxnm BKnovaeTbCca 3a JONOMOrol KOMaHAMU glEnable (GL_BLEND).

BusHaunTtn napameTpm 3MilLlyBaHHS MOXHa 3a JOMOMOrO KOMaHAW:

glBlendFunc (src: enum, dst: enum)

[MapameTp src Bu3Ha4vae, sk ogepxaTtu koedilieHT k4 BUXiQHOro KOnbopy
nikcens, a dst 3agae cnocib ogepkaHHs KoemilieHTy ko ansa konbopy B 6ydepi
Kagpy. [1ns ogepxaHHs pe3ynbTyo4Oro Konbopy BMKOPUCTOBYETLCSA HACTyMHa
dopmyna:

res = Cspe " kg + Case * ke

Ae Csc — KOsip BUXIAHOMo nikcens, cqst — Kosip nikcensa B 6ydepi kag-

py (res, K1, K1, Csre, Cast — HOTUPUKOMNOHEHTHI RGBA-BekTOpM).

MpunBegemo HanbinbLl YacTo BUKOPUCTOBYBAHI 3HAYEHHSA apryMeHTIB Src

i dst:

GL_SRC ALPHA k= A A Ag, A

GL SRC_ONE MINUS ALPHA k= 1111 - A, A, A, A

GL_DST_COLOR = Ry, Gy, By

GL_ONE_MINUS DST COLOR = 1,1,1,1 — Ry, Gy, By, A
GL_DST ALPHA = Ay Az A, Ag

GL_DST ONE MINUS ALPHA = 1,1,1,1 — A, Az, A4, 44
GL_SRC_COLOR = R, G, B;

GL_ONE_MINUS SRC_COLOR = 1,1,1,1 - R,,G,, B, A,

Hanpuknag, mm xodyemo peanidyBaTtv BUBEAEHHSA MPO30pux OO’EKTiB.
KoediuieHT npo3opocTi 3agaeTbcs anbda-KOMMNOHEHTOK Kosnbopy. Hexan 1 —
Henpo3opun 06’ekT, a 0 — abcontoTHO Npo3opun, TO6TO HEBMAMMUIA. [Ana pe-
anisauii cnykuTb HacTynNHUM KOA:

glEnable (GL BLEND) ;

glBlendFunc (GL_SRC_ALPHA,GL SRC _ONE MINUS ALPHA) ;

Hanpwuknag, HaniBnpo3opuin TPMKYTHUK MOXKHA 3a4aTu B Takui Cnocio:

glColor3f(1.0, 0.0, 0.0, 0.5);

glBegin (GL_TRIANGLES) ;
glVertex3f (0.0, 0.0, 0.0);
glvVertex3f (1.0, 0.0, 0.0);
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glvVertex3f(1.0, 1.0, 0.0);
glEnd;

AKWwo B CuUEHi € Kinbka npo3opux O6’eKTiB, WO MOXYTb nepekpuBaTtu
OAWMH OOHOro, KOPEKTHE BMBEAEHHSI MOXHA rapaHTyBaTW TiflbKM Y BUNaaKy BU-
KOHaHHA HAcCTYMHUX YMOB:

e yCi Npo30pi 06’€EKTM BMBOAATLCA NiCNS HENPO30PUX;

e Mpu BUBOAI 06’€KTN 3 MPO30PICTIO NOBUHHI ByTU ynopsakoBaHi No 3meH-
LUEHHIO rMMOMHK, TOOTO BUBOOUTUCS, MOYMHAKOUYM 3 HAMbInNbL BigganeHmnx
BiJ cnocTtepiraya.

B OpenGL komaHau obpobnsitoTbCa B NOPSAKY IXHbOr0 HaaXOOKEHHS,
TOMY ANS peanisaudii nepepaxoBaHnX BMMOr OOCUTb PO3CTaBUTM Yy BiANOBIA-
HOMY MOPSAKY BUKINKN KOMAHA glvertex, ane i Ue B 3araribHOMY BUMaaKy He-
TpuBianbHO.

6.2 bydep-HakonuuyBay

bydep-HakonnyyBad (accumulation buffer) — ue ognH 3 AOL4ATKOBUX
B6ydepia OpenGL. Y HbOMy MOXHa 36epiraTtn 306paxeHHsa Ons Bidyanisauil,
3aCTOCOBYIOUM crevianbHi onepauil 4O KOXHOro nikcens. bydep-Hakonuyysay
LUMPOKO BUKOPUCTOBYETBLCA A1151 CTBOPEHHS Pi3HNX cneuedekTiB.

3o06paxeHHs 6epeTbca 3 Oydhepa, BMOpaHOro Ansa 34MTyBaHHA KOMaH-
010

glReadBuffer (buf: enum)

AprymeHT buf Bu3Havae 6ydep ansa 34untyBaHHsA. 3HauYeHHs buf, ski oo-
PIBHIOKOTb GL BACK, GL FRONT, BU3Ha4alOTb BignoBigHi 6ydepn konbopy Anga yu-
TaHHSA. GL_BACK 3aJa€ SK [Kepeno nikcenis qoHoBUN Bydep; cL FRONT — MO-
TOYHUI BMICT BikHa BuBoAy. KoMaHOa Ma€e 3Ha4YeHHS, SKLO BUKOPUCTOBYETHLCS
noAginHa 6ydepusadia. B iHWOMYy BMNagKy BUKOPUCTOBYETLCS TiNbKM OOMH
Bydbep, O BigNOBIAAE BiKHY BUBEOEHHS.

Bydep-HakonmyyBay € gogaTkosum 6ydepom konbopy. BiH He BuKopu-
CTOBYETbCS N4 BMBEAEHHA 300pakeHb, ane BOHM A00alTbCS B HbOMO Micns
BUBEOEHHS B OAUH 3 BydhepiB Konbopy. 3aCTOCOBYHOUM ONUCAHI HUXYe onepa-
LT, MOXHa NOTPOXY «HaKonuyyBaTu» 306paxeHHs B Bydepi.

MoTim oTpMmaHe 306paxXeHHs nepeHocuTbeAa 3 bydepa-Hakonuyysada B
OAMH 3 BydepiB koNbopy, 0bpaHMn AN4a 3annUcy KOMaHgoH

glDrawBuffer (buf: enum)

3Ha4veHHs buf aHanoriyHe 3Ha4YeHHKo Bi4MOBIQHOIO apryMeHTy B KOMaHAi

glReadBuffer.

Bci onepadii 3 6ydepom-HakonmyyBayem KOHTPOSOKTLCA KOMaHAO
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glAccum (op: enum, value: GLfloat)

AprymeHT op 3agae ornepauito Hag nikcensMmu i Moxe npumMMmaTn HacTyn-
Hi 3HaYeHHS:

nikcenb 6epetbca 3 Oydepa, obpaHOro AN YNTaHHSA, MOro 3Ha-

GL_LOAD . )
- 4YeHHs 36inbLyeTbca Ha value i 3aHoCUTbCs B Bydep-Hakonuyysay

R aHanoriyHo nonepeaHbOMy, ane OTpUMaHe Micrns MHOXEHHS 3Ha-
- YEeHHS CKNnagaeTbCa 3 yxke HasiBHUM y Bydbepi

- LUs onepauia MHOXWUTb 3HA4YeHHS KOXHOro nikcena B Oydepi-
- Hakonuyysaui Ha value

L apD aHanoriyHo nonepeaHbLOMY, TiflbKM 3aMiCTb MHOXEHHSA BUKOPUCTO-

BYETbCA JO4aBaHHA

300paxeHHs1 nepeHocuTbca 3 Oydepa-HakonuyyBada B Oydep,
GL_RETURN OBpaHun ansa 3anucy. llepen UMM 3HAYEHHSI KOXHOro nikcens
MHOXWUTbCS Ha value

Cnig 3asHaunTK, WO ANs BUKOPUCTaHHA Bydepa-HakonudyBaya Hemae
HeobXigHOCTI BUKNMKaTU Oyab-AKY KOMaHOy glenable. [OCUTBL iHiUianisysatu
TiNnbKN cam Gydep.

6.3 bydep macku

Mpw BuBOAI nikcenis y 6ydep kagpy BMHUKAE HEOBXIAHICTE BUBOOUTU He
BCi nikceni, a Tinbkn gesiky iX NigMHOXWHY, TOBGTO Haknactn mpagapem (Mac-
Ky) Ha 306paxeHHda. [Onsa uboro OpenGL Hagae Tak 3BaHuK Oydep macku
(stencil buffer) . Kpim HaknageHHs Macku, uen dydep Hagae e Kinbka uika-
BUX MOXIMBOCTEMN.

Mepw HiXX nomicTMTM nikcenb y Oydep Kagpy, MexaHiam Bidyanisau,ii
OpenGL po3Bonse BMKOHATU MOPIBHAHHA (TECT) MiX 3a4aHUM 3HAYEHHAM Yy
Bydepi Mmackn. AKLWO TeCT NPOXOANTb, NiKCESb ManteTLCA B Oydepi kagpy.

MexaHi3M MOpPiBHAHHA AYyXe FHYYKUA | KOHTPOMOETLCA HACTYMNHUMU KO-
MaHO4aMmu:

glStencilFunc (func: enum, ref: integer, mask: unsigned integer)
glStencilOp (sfail: enum, dpfail: enum, dppass: enum)

AprymeHT ref KOMaHAN glStencilFunc 3a4a€ 3HAYEHHA NS NOPIBHAHHA.
BiH NOBUMHHWIA NpuiiMaTK 3HadYeHHsa Bia 0 0o 2°—1, oe S — 4Ymncno BiT Ha TOYKY
B Bydbepi macku.

3a [OoMnoMOrow apryMeHTy func 3agaetbCa (PYHKUIS MOPIBHAHHSA. BiH
MOXe NpurMMaTn HaCTYMHi 3HAaYEHHS:
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GL_NEVER TECT HIKONN HE NPOX0anTb, TO6TO 3aBXAn nosepTae false

CL_ALWAYS TEeCT NPOX0oAWTb 3aBXau, TOOTO 3aBXaW noBepTae true

GL, LESS TECT NPOXOoAuTb y BUNAAKY, SKWO ref MeHLle 3HavyeHHs B Byde-
B pi Macku

6L TEQUAL TECT NPOXOAMTb Y BUNaaky, sKWwo ref meHwe abo AOpiBHIOE 3HA-
a YeHHto B Bydepi macku

GL EQUAL TECT NPOXOANTb y BUNAAKY, SKLWO ref JOPIBHIOE 3HAYEHHIO B BY-
B depi macku

GL GEQUAL TEeCT NpoxoauTb Yy BuNagky, akwo ref Oinbwe abo [opiBHIOE
a 3Ha4yeHHo B Bydepi macku

TecT NPOXOoAUTb Yy BUNAAKYy, AKLWo ref binblie 3Ha4YeHHs B byde-
GL_GREATE POXOA y AKY, KLY ydp

pi Macku

TEeCT NPOXoauTb Yy BUMNAAKY, SKWO ref He OOPIBHIOE 3HAYEHHIO B
Bydepi macku

GL_ NOTEQUAL

AprymeHT mask 3agae macky ansi 3HayeHb. ToOTO y nigCyMKy Ans uboro
TEeCTy OOepPXYEMO HACTyMNHY popmyny:
ref AND mask or svalue AND mask

KomaHnaa glstencilop NpU3HaAYeHa AN BU3HAYEHHS Ail Han nikcernsmu
bydepa Macku y BUnagKy NO3UTUBHOIO UM HEraTUBHOIO pe3yrnbTaTy TECTy.

AprymeHT sfail 3agae gio y BUNagKy HeratMBHOro pesynbtaTy TecTy, i
MOXe NMPUUMaTU HACTYMHI 3HAYEHHS:

GL_KEEP 3bepirae 3HauYeHHs B bydpepi mackn

GL_ZERO 0BOHynsie 3Ha4yeHHs B Bydrepi macku

GL_REPLACE 3Ha4yeHHs B Oydyepi Macku 3aMiHIOe Ha 3Ha4YeHHs1 ref
GL_INCR 30inbwye 3HayeHHs B Bydepi macku

GL_DECR 3MeHLUye 3HadYeHHs B Bydepi Macku

GL_INVERT nOBITHO iHBEPTY€E 3Ha4YeHHA B Bydepi Mmacku

AprymeHTu dpfail Bu3Ha4daoTb Ail y BUNAOKy HeraTMBHOrO pesynbTaTy
TeCcTy Ha rmunbuHy B z-6ydepi, a dppass 3agae Aito y BUNagkKy no3nMTUBHOIO
pesynbTaTy LbOro Tecty. ApryMeHTU NpUAMatoTb Ti XX 3HAYEHHS, WO 1N apry-
MeHT sfail. 3a 3amMoBYyBaHHSM BCi TPU NapamMeTpy BCTAHOBIEHI HA GL_KEEP.

[na BKITHOYEHHA MacCKyBaHHA TpeGa BUKOHATU KOMaHOy

glEnable (GL_STENCIL TEST).
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Bydep mackn BUKOPUCTOBYETLCSA NPU CTBOPEHHI Takmx cneuedekTiB, AK
TiHb, Big43epKaneHHs, nfaBHi Nnepexoan OHIEl KAPTUHKM B iHLLY TOLLO.

6.4 KepyBaHHS pacTepusauicto

Cnocib® BMKOHaHHA pacTepu3auii NPUMITUBIB MOXXHa YacCTKOBO pEryrito-
BaTW KOMaHAo
glHint (target: enum, mode: enum)

ne target — BMA, KOHTPOSIbOBAHUX fiN, NPUAMAE Of4HEe 3 HAaCTYMNHUX 3Ha-
YeHb:

TOYHICTb 0DYMCIIEHb NPU HaKNagaHHi TyMaHy.
O64ncneHHa MOXYTb BUKOHYBaTUCA ANS KO-
XXHOro nikcens (HanbinbLwa TOYHICTb) YK Tifb-

GL_FOG_HINT Kn y BepwmnHax. Akwo peanisauia OpenGL
He nigTPMMYye nonikcenbHOro oB4YnCreHHs, To
BUKOHYETbCS TiNbKN OBYMCNEHHS MO BepLUn-
HaX

KepyBaHHS 4KiCcTIO npsaMmux. [Mpu  3Ha4YeHHi
mode, ske OOPIBHIOE GL NICEST, 3MEHLUYETb-
Csl CTyMiHYacTICTb NPSAMUX 3a paxyHOK Binb-
LLOro ymcna nikcenis B NpAMmMX

GL_LINE SMOOTH HINT

TOYHICTb iHTepnonAuil koopauHaT nNpu o0byu-
CMNEeHHi KONbOPIB | HaKMageHHA TEeKCTYpMW.

GL_PERSPECTIVE_CORRECTION_HINT HAKwo peanidauias OpenGL He nigTpumye pe-
XWUM GL NICEST, TO 3OINCHIOETLCS NiHiAHA iH-
Tepnonsauia koopanHat

KepyBaHHS SAKICTHO TOYoK. [Npu 3Ha4yeHHi na-
GL_POINT SMOOTH_HINT pameTpa mode, AKMAN [OOPIBHIOE GL NICEST
TOYKM MantoTbCA AK Kona

KepyBaHHS SKICTIO BMBOAY CTOpPiH 6araTtokyT-
HUKa

GL_POLYGON_ SMOOTH HINT

MapameTp mode iHTEpPNPETYETLCA B Taku cnocib:
GL FASTEST BUKOPUCTOBYETHCA HANBINbL LWBUOKUIA anroputm
GL NICEST BUKOPWUCTOBYETLCA anropuTM, WO 3abe3neyye Kpally sKiCTb

GL_DONT_CARE  BWOBIp anropuTMmy 3anexuTb Big peanisauii
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Cnig 3ayBaXXuTu, LLO KOMAHAOK glHint MPOrpamMiCT MOXE TiflbKM BU3HA-
YMTK CBOI NoBaXKaHHS LWOLO TOro YM iHLWOro acnekTy pacTtepusauii NpuMiTUBIB.
B koHkpeTHin peanisauii OpenGL ui nobaxaHHA MOXyTb ByTK | NPOIrHOPOBaHi.

3BepHiTb yBary Ha Te, WO glHint HE MOXHA BUKNUKATU MiX onepaTop-
HUMW OY>KKAMW g1Begin/glEnd.

KoHmposnbHi numaHHs

1. Ckinbkn 6ychepi icHye B OpenGL? Aki X Ha3Bu i npu3HavyeHHA?
2. Ak cTBOpPLOETLCSA edpekT nposopocTi B OpenGL?

3. Axknn Bydep BUKOPUCTOBYETLCSA AS1S cnevianbHUX edekTiB?

4. CchopmynionTe NPUHLMNN BUKOPUCTAHHA MacKn 300paKeHHS.
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Pozgin 7. NMpunomun po6otu 3 OpenGL

Y uboMy po3aini Mn po3rnsHeMo, sik 3a gonomoroto OpenGL cTBoptoBa-
TV Jesiki uikasi BidyanbHi eektn, 6e3nocepenHs NigTpyuMka AKUX BIACYTHS Y
cTaHgapTi 6ibnioTeku.

7.1 YCyHeHHs1 cTyniH4YacToCTi

MoyHemo 3 3agadi ycyHeHHs cTyniHdacTocTi (antialiasing). EdexT cTyni-
HYacToCTi (aliasing) BUHUKaE B pe3ynbTaTti NOXMOOK pacTepuaadii NpuMIiTUBIB y
Oydepi kagpy 4yepes CKiHYeHHY (i, 9K nNpaBuno, HEBENWUKY) PO34iNbHY 34aT-
HiCTb. € KinbKka nigxoAis A0 BUPILLIEHHS AaHoi npobnemun. Hanpuknag, MoxHa
3acTocoByBaTU PifibTpaLilo OTPUMAHOro 306paxeHHs. Takox uen edekt mo-
XHa ycyBaTW Ha eTani pactepwusauil, 3rnagpkytoun obpas KOXHOro npumiTMBa.
TyT My pO3rNsiHEMO NMPUIOM, WO O03BOMSA€E ycyBaTu nofibHi aptedaktn ans
BCI€EI CLUEHM B LiNoMmy.

[nsa KoXHOro kagpy HeobxigHO HamanBaTh CLEHY Kinbka pasiB, Ha Ko-
XHOMY MpoOXo4i TPOXM 3CyBakuyn Kamepy BiAHOCHO MOYaTKOBOrO MOSIOXKEHHS.
[MonoxeHHA Kamep, Hanpukag, MOXyTb YTBOPHOBATK KOJSO. AKLLO 3CyB Kame-
pW BIQHOCHO Manun, To NOXMOKM AMCKpeTU3aUil NpoaBNATLCA NO-Pi3HOMY, i, 3a
PaxyHOK iX ycepeaHEeHHSs, M1 OAEPXKUMO 3riagKeHe 300paKeHHs.

HannpocrTiwe 3cyBaTy NOMOXEHHSA cnocTepiraya, ane 4o Lboro noTpid-
HO 0BOYMCNIUTU BENUMYMHY 3CyBY Tak, WOO npmBeaeHe OO KOOpPAWHAT ekpaHa
3Ha4YeHHs He NepeBuLLyBano, CKaXiMo, MOTOBUHM PO3MIpPY MiKcens.

Bci oTpumani 306paxeHHsa 36epiraemo B 6ydepi-HakonmyyBadi 3 koedi-
uieHToMm 7/n, e N — 4Yucno NPOXoAiB Afs KOXHOro kagpy. Ynm Ginblue Takmx
NpoxoaiB — TUM HWXKYe NPOAYKTUBHICTb, arne Kpalle pesynbTarT.

for i:=0 to samples count do

begin

// BBuyasiHo samples count Jiexmurs y Mexax Bim 5 mo 10
ShiftCamera(i); // BMimyemo kamepy
RenderScene () ;

if i = 0 then
// Ha nepmiiy ireparii BaBaHTaXyeMO 300paXeHHSI
glAccum (GL_LOAD,1l/samples count);
else
// momaeMo 4O BXe 1CHYIRYOI'O
glAccum (GL_ACCUM, 1/samples count) ;
end;
// Bamnmcyemo Te, mo BMHMIIO, HA3aX Yy BHUX1OHUI Oydpep
glAccum (GL_RETURN,1.0);

Cnig 3a3HauunTwn, WO YCYHEHHS CTYNiHYacTOCTi Bigpasy Ans BCIEl CUueHN,
AK MpaBuno, 3B’A3aHe i3 CEpMo3HMM MafiHHAM NPOAYKTUBHOCTI Bi3yanisauil,
TOMY WO BCS CLEHa ManeTbCs Kinbka pasiB. Cy4acHi npuckoptoBadi 3a3Bu-
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Yan anapaTtHO peanisyTb iHWi MeToan, 3aCHOBaHI Ha Tak HasnMBaHOMY pece-
MMNiH3i 306pakeHb.

7.2 TobypoBa TiHen

B OpenGL Hemae BbygoBaHoi nigTpuMkmn nobynoBu TiHEM Ha piBHI 6a-
30BUX KOMaHA. Y 3HA4HiN Mipi Lie NOSACHIOETLCA TUM, WO iCHYe 6eaniv anropu-
TMiB IXHbOT NoOyaoBuU, SKi MOXYTb OyTK peani3oBaHi Yepes dyHkuii OpenGL.
[MpucyTHiCTb TiHEM CyTTEBO 36inblUuye peanicCTUYHICTb TpUBUMIPHOro 3o06pa-
XXEHHS1, TOMY PO3rfistHEMO OAMH 3 NPUIOMIB X NOByaoBMU.

bBinbwicte anroputmiea NodygoBM TiHEN BMKOPUCTOBYIOTb MOAMiIKOBaHI
NPUHLMNN NepcneKkTUBHOI Npoekuii. Mn po3rnaHeMo o4nH 3 HAUMNPOCTILWNX Me-
ToAiB. 3 MOro A4OMNOMOIroK MOXHa OAepKyBaTW TiHi, WO BigKMAATLCA TPUBK-
MiPHUM O6’€KTOM Ha NITOLLNHY.

3aranbHUKM Nigxig Taknn: onsa BCiX TOYOK 06’ekTa 3HaxXoauTbCs TXHS Npo-
eKuis napanenbHO BEKTOPY, WO 3'€4HYE OaHy TOYKY i TOYKY, B SKi 3HAXOOQUTb-
Csl KEPESo CBiTNa, Ha AesKy 3adaHy NnowmHy. Takum YMHOM OAEePXYEMO HO-
BUN OB’EKT, WO LINIKOM HanexmnTb 3agaHin NnowmHi. Llen o6’ekT i € TiHHIO BUXi-
AHOrO.

PosrnaHemo matemaTuyHi ocHOBU gaHoro metoay. Hexan:

P — To4ka B TPMBUMIPHOMY MPOCTOPI, WO BiAKMAAE TiHb.

L — nonoxeHHA mKepena CBiTna, LWo OCBITIIE AaHy TOYKY.

S=a- L—P — P — TOYKa, Y 9Ky BigKuaae TiHb Touka P, oe a — na-
pameTp.

npl/lrlyCTl/lMO, o TiHb nagae Ha I'IJ'IOLIJ,VIHy Z=0. y Ll,bOMy BI/II'Ia,D,Ky
Zp
Zl—Zp ’

a =

Takum YMHOM:

Xy "Z41 — X" Z y'Z —y'Z
_ D 1 1 v . _ D 1 1 p . _
xs_ :ys_ !ZS_O
Zl—Zp Zl—Zp

Besegoemo ogHopigHi koopanHaTu:

! !
X —xs'y—ys'z =0;z. =2z, —z
ST Ty Vs — T 1 bds — Y, Lg — 41 T 4y
Wg Wg

Topi koopanHaTn S MOXYTb ByTU OTPMMaHI 3 BUKOPUCTAHHSM MHOXEHHS
MaTpulb Yy Takui cnocio:

Z 0 0O O

., , z 0 O
Xs Vs Owg = X595 2, 1 X _31,1 0 -1
0 0 0 2z



[ns Toro, wo6b anropMtm Mir po3paxoByBaTy TiHb, WO Naga€e Ha 4OBiNb-
HY NSIOLLMHY, PO3rMSAHEMO AOBINIbHY TOYKY Ha MiHii M S i P, npeacTtaBneHy B
OAHOPIOHNX KOOpAUHATAaX:

a'P+b-L,aeaib— ckanapHi napameTpu.

HacTtynHa matpuus 3agae nnowmHy Yepes KoopAuHaTu it HopmMani:
Xn
Yn
Zn
d

Touka, y ki NpOMiHb, NPOBEAEHUN Bif O)Xeperia CBiTna yepes gaHy To-
4Ky P, nepeTuHae nnowuHy G, BU3HA4YaeTbCA napameTpamu a i b, siki 3agoBo-
NbHATb HACTYMNHE PIBHAHHS:

G =

a-P+b-L -G=0
3BiacKn ogep>xyemo:
a- P-G +b- L-G =0
LiboMy piBHSIHHIO 3a00BOSMbHAKOTD:
a=L-Gib=—-—P-G
OTxXe, KOOpANHATU LLYKAHOT TOYKN:
S=L-G -P— P-G -L
KopucTyounch acouiaTMBHICTIO MaTPUYHOIo 40BYTKY, O4EPXKMMO:
S=P- L-G ‘I1-G-L
ae | — ognHnyHa maTpuus.
Matpuusa L-G -1 — G- L BUKOPUCTOBYETBLCA ANst NoOyooBM TiHi HA Oo-
BifTbHi NSIOLMHI.
PoarnaHemMo geski acnekTy npakTUYHOI peanisadii gaHoro metoay 3 Bu-
kopuctaHHam OpenGL.
Mpunyctumo, wo matpuus floorShadow Byna paHiwe oTpumMaHa Hamu 3
dopmynu L-G -1— G- L. HactynHUn kog BUKOPUCTOBYE 11 AnA NobyaoBu TiHi
Ha 3adaHin NNOLWVHI:

// PoBbmMo Tini HaniBonposopuMM 3 BUKOPMCTAHHAM 3MimaHHS KOJILOP1B
(blending)
glEnable (GL BLEND) ;
glBlendFunc (GL_SRC ALPHA,GL ONE MINUS SRC ALPHA) ;
glDisable (GL LIGHTING) ;
glColor4f (0.0, 0.0, 0.0, 0.5);
glPushMatrix () ;
// TIpOeKTyeMO TiHb
glMultMatrixf (@floorShadow) ;
// ®opMyeMO 3Z00paxeHHS CLEeHM B MNPOeKiil
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RenderGeometry () ;
glPopMatrix () ;
glEnable (GL LIGHTING) ;
glDisable (GL _BLEND) ;
// ®opMyeMO 3Z00paxeHHS CLEeHM B 3BMUAMHOMY PEeXuMi
RenderGeometry () ;

Matpuusa floorShadow moxe 6yTn oTpuMaHa i3 po3rnsiHyTUX PiBHSAHb 3a
A0NOMOroK HaCTYMHOI Npoueaypu:

procedure ShadowMatrix (plane, lightpos:array [0..3]of GLfloat;
var matrix:array([0..3, 0..3] of GLfloat)
{ napameTpu: plane - kxoebiuieHTM PIiBHSHHS [JIOUWMHN
lightpos - kxoopmmHaTy mxepeja cBiTia

noepepTaeMo: matrix - pesynabTyolua MaTpula }

var

dot: GLFloat;

begin
dot := plane[0]*lightpos[0] + plane[l]*lightpos[l] +

plane[2]*1lightpos[2] + plane[3]*lightpos[3];

matrix[0,0] := dot - lightpos[0]*plane[0];
matrix([1,0] := 0.0 - lightpos[0O]*plane[l];
matrix[2,0] := 0.0 - lightpos[0]*plane[2];
matrix[3,0] := 0.0 - lightpos[0]*plane([3];
matrix[0,1] := 0.0 - lightpos[l]*plane(0];
matrix[1l,1] := dot - lightpos[l]*plane([l];
matrix[2,1] := 0.0 - lightpos[l]*plane[2];
matrix[3,1] := 0.0 - lightpos[l]*plane([3];
matrix[0,2] := 0.0 - lightpos[2]*plane[0];
matrix[1,2] := 0.0 - lightpos[2]*plane([l];
matrix[2,2] := dot - lightpos[2]*plane[2];
matrix[3,2] := 0.0 - lightpos[2]*plane[3];
matrix[0,3] := 0.0 - lightpos[3]*plane[0];
matrix([1l,3] := 0.0 - lightpos[3]*plane[l];
matrix([2,3] := 0.0 - lightpos[3]*plane[2];
matrix[3,3] := dot - lightpos[3]*plane[3];

end;

Ane TiHi, nobyaoBaHi TakKMM YMHOM, MakTb PS4 HELONIKIB:

e OMNUCAHWW anropuTM Mpunyckae, WO NNOLWMHN HECKIHYEHHI, | He Biacikae
TiHi NO rpaHuui. Hanpuknaa, SKWo aeskmn ob’ekT BigkMaae TiHb Ha CTin,
BOHa He Byae BigTMHATUCS NO rpaHudi, i, TUM Binblue, «3aropTaTuca» Ha
Oi4YHY NOBEPXHIO CTONY;

e Yy [eAKnX Micusax TiHI MOXe crocTtepiratmca eqekt «nogBinHOro 3milly-
BaHHA» (reblending), TO6TO TEMHI NASAMK B TUX OiNsIHKaX, Ae CNpOeKToBa-
Hi TPUKYTHUKU NepeKkpmBatoTb OAUH OOHOrO;
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e 3i 36iMbLUEHHAM YMCra NOBEPXOHb CKNAAHICTb anroputMy pi3ko 30inbLuy-
ETbCS, TOMY LLO AN KOXHOI NMOBepXxHi NoTpibHO 3aHOBO OGyayBaTu BCHO
CLleHy, HaBiTb sKWO npobriema BiAcikaHHS TiHEW no rpaHuui 6yae Bupi-
LeHa;

e TiHi 3BMYalHO MalOTb PO3MUTI rpaHnLi, a B NpuBeLeHOMY anropuTMi BOHM
3aBXan MalTb PisKi Kpai. YacTKOBO YHUKHYTU LIbOro 4O3BOSISIE PO3paxy-
HOK TIHEM 3 OEeKiSIbKOX [Kepes CBiTna, po3TalloBaHUX MOpyd i HacTynHe
3MilLlyBaHHS pesysnibTaTiB.

[ns ycyHeHHs neplmnx ABOX HEAOSK MOXHa BMKOpUCTaTh Bydep macku
(amB. n. 6.3).

OTxe, 3agavya — BIACIKTU BUBEOEHHS reoMeTpii (TiHi, y gaHOMy Bunaa-
Ky) MO rpaHuui Aesdkoi AO0BiSIbHOT 06nacTi N YHUKHYTU «NOABIMHOrO 3MillyBaH-
HA». 3aranbHUW anropuTM BUPILLEHHS 3adadi 3 BUKopuctaHHaMm Bydepa mac-
KN Takni:

1. Oumwyemo bydpep macku 3HaveHHsM 0.

// Oummyemo Oydbep Mackwu
glClearStencil (0);

// BMMKAEMO TecCT
glEnable (GL STENCIL TEST) ;

2. Bigobpaxxaemo 3agaHy obnacTb BifCikaHHsSl, BCTAHOBMIOKYM 3HAYEHHS B
Oydepi mackn B 1.

// yMOBa 3aBXIM BMUKOHAHA 1 3HaueHHS B Oybepi Oyme nopiBHoBaTM 1
glStencilFunc (GL_ALWAYS, 0, SFFFFFFF);

// vy 6yOob-gaKOMy BMIAIKy 3aMiHgeMo 3HaueHHs B Oybepli mackwu
glStencilOp (GL_REPLACE, GL REPLACE, GL_REPLACE);

// BMBOIOMMO TeoMeTpiin, nOo gkil morim Oyme BimciueHa TiHb

RenderPlane () ;

3. Mantoemo TiHi B Tux obnactax, ae B Oydepi Mackn BCTaHOBMEHI 3HAYEH-
HA 1. AKLWO TeCT NpoxoAnTb, BCTAHOBNKEMO B Lii 06nacTi 3Ha4YeHHS 2.

// yMOBa BUKOHAHAa 1 TeCT Ia€ 1CTMHY TIiJbKM SKIIO

// 3HaueHHa B Oybepil Mackm mopiBHoE 1

glStencilFunc (GL_EQUAL, 0, SFFFFFFF);

// BHaueHHa B Oybepl mopiBHIE 2, 4KIO TiHbL BXe BMBeIeHa
glStencilOp (GL KEEP, GL KEEP, GL_ INCR);

// BUBOOMMO TiHI

RenderShadow () ;

OpHak, HaBiTb NpPU 3aCTOCYBaHHI MacKyBaHHS 3anuwalTbCA HeBUpILLe-
HUMK geski npobrnemu noB’sizaHi 3 poboToto z-6ychepa. 3okpema, okpemi gins-
HKWN TIHEW MOXYTb CTaTu HeBUOAMMUMKU. [JNa BUpiLEeHHS i€l npobnemMmn MoXxHa
cnpobyBatn TPOXWM NIAHATU TiHi Ha4 NAOLWMHOK 3a OOMOMOro Moaudikauil
PIBHAHHSA, siIke onucye nnoLwwnHy. Onnc iHWKUX MeToAiB BUXOAUTb 3a paMKu fa-
HOro NocidHuKa.
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7.3 [O3epkanbHi BigoOGpaxxeHHA

Y ubOMy po3gini po3rngaHemo anroputMm nobyanosu BigobpaxeHb Big
nnocknx o6’ekTiB. Taki BinobpaxeHHs gogatoTb Binble peanicTMyHoCTI noby-
A0BaHOMY 300paXKeHH!I0 i iX BiAHOCHO Nerko oTpumartu.

AnroputM BUKOPUCTOBYE IHTYITUBHE NpPeOCTaBIiEHHS MOBHOI CUEHWU 3
A3epKanom fK cknageHol 3 OBOX: «AIMCHOI» | «BipTyanbHOI» — dKa 3Haxo-
anTbesa 3a asepkanom. Onxke, npouec dopMyBaHHS BigobpakeHb CKnagaeTbea
3 ABOX YaCTuWH: Bidyani3auii 3BM4anHoi cueHn Ta nobygoBu i Bidyanisadii Bip-
TyanbHOI.

[ns KoxHoro ob’ekTa «AINCHOT» cueHn ByaoyeTbcsa Moro Biabutuin aOBin-
HUK, SIKMI cnocTepirad i nobauntb y asepkani (puc. 7.1).

/leepkano
BiptyanbHun
po¥5’e|<'r O6’exr
. R TYTTTPRRPR
MonoxeHHs

cnocrepiraya

Puc. 7.1. Cxema gsepkanbHoro BigobpaxeHHs

Ans intoctpauil po3rnsHemMo KiMHaTy 3 A3epkanom Ha cTiHi. KimHata n
00’eKTn, WO 3HaxXo4ATbCA B Hil, BUMMSAaAOTb Yy A3epkani Tak, Hibu gsepkano
6yno BikHOM, a 3a HMM Oyna 6 Wwe ogHa Taka KiMHaTa 3 TMMK e ob’ekTamu,
ane CMMeTPUYHO BigoOpaKeHMMU WOoAo0 NIIOLLMHKN, NPOBEAEHOT Yepes noBep-
XHI0 [3epkana.

CnpoLyeHnin BapiaHT anroputMy CTBOPEHHS MNSIOCKOro BigobpaKeHHs
CKNagaeTbCs 3 HACTYMHUX KPOKIB:

1. DopMyeEMO CLEHY SIK 3BUYanHO, ane 6e3 06’ekTiB-a3epkan.

2. 3 BuKOpUCTaHHSAM Oydepy Mackm oOMexyemo noganblue BMBELEHHS
NpoekKLUil A3epKarna Ha eKkpaH.

3. dopmMyeMO cLeHy, BigobpaxeHy BiQHOCHO MnowmHM A3epkana. lMNMpu ubo-
My 6ydep mackm Oo3BONUTbL OOMEXUTM BUBEAEHHS (POPMOK NpoeKLUii
ob’ekTa-g3epkana.

Lia nocnigoBHICTb Ai 4O3BONUTL OOepXKaTu NepekoHNnBUn eekT Bigo-
OpakeHHs1. Po3rnaHemo etanu Binblu OKNaaHo.
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Cno4aTtky HeobxigHO HamarnBaT CUeHY SK 3BMyanHo. He Bygemo 3y-
MMHATUCA Ha LUbOMY eTani JoKNagHo. 3ayBaXkMMO TiflbkKK, WO, ovnLiarymn by-
depn OpenGL 6GesnocepegHbOo nepen MarnoBaHHAM, NOTPIOBHO He 3abyTu
ouncTuTn Bydep Mmacku:

glClear(GL_COLOR_BUFFER_BIT GL DEPTH BUFFER BIT
GL STENCIL BUFFER BIT) ;

IMig 4Yac Bidyanisaujii cueHu Kpallie He manoBaTth 00’eKTH, WO MNOTiM CTa-
HYTb A3epKanbHUMN.

Ha gpyromy etani HeobxigHO 0O6MeXnTn noganblle BUBEAEHHS NPOeKLii
A3epkanbHOro o6’ekTa Ha ekpaH.

Ansa yboro HanarogXxyemo 6ydep macku i ManoemMo A3epkano
glEnable (GL STENCIL TEST) ;

// yMOBa 3aBXIX BMKOHAHA 1 3HaueHHs B Oydepl Oyme mopimHoBaTM 1
glStencilFunc (GL ALWAYS, 1, 0);

glstencilOp (GL _KEEP, GL KEEP, GL REPLACE);
RenderMirrorObject () ;

Y pesynbTaTti MU ogepxanu:

e y Bydbepi kKagpy — KOPEKTHO 300pakeHa CueHa, 3a BUMHATKOM obnacrTi
Asepkana;

e B obnacri a3epkana (Tam, Ae MM xo4eMo BaunTh BiZOBpPaXKeHHS) 3HaYEeH-
HA 6ydbepa macku gopisHioe 1.

Ha TpeTbomy eTani noTpibHO HamanBaTh CuUeHy, BigobpaxeHy BigHOC-
HO NMIOLWMHK A3epKanbHOro ob’ekra.

Cno4aTtky Hanaromkyemo matpuuto BigobpaxeHHa. MaTtpuuysa Bigobpa-
XEHHS NMOBWHHA A3epKanbHO BigbuBaTn BCIO reOMETPIt0 BiAHOCHO MAOLLNHMK, Y
K NexuTb 06’ ekT-a3epkano. Ii MoxHa ogepXaTtu, Hanpuknaz, 3a JOoNoOMOro
Takol yHKUiT (CnpobynTe ogepXaTn Lo MaTPULIKO CaMOCTIMHO SK BrpaBy):

procedure ReflectionMatrix(plane point, plane normal: array [0..2] of
GLfloat; var reflection matrix:array [0..3] of GLfloat)

var

pv: GLfloat;
begin
p:=plane point[0]*plane normal[0O]+plane point[l]*plane normal[l]+
plane point[2]*plane normal[2];

reflection matrix 1-2*plane normal *plane normal[0];

4

reflection matrix 0-2*plane normal *plane normall[2];

’

[0,0] [0]
reflection matrix[1,0]=0-2*plane normal[0]*plane normal[l];
[2,0] [0]
reflection matrix[3,0]=2*p*plane normal[0]
reflection matrix[0,1]=0-2*plane normal[0]*plane normal[l];
reflection matrix[1l,1]=1-2*plane normal[l]*plane normal[1l];

reflection matrix[2,1]=0-2*plane normal[l]*plane normal[2];
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reflection matrix[3,1]=2*p*plane normal[l];

reflection matrix[0,2]=0-2*plane normal[0]*plane normal[Z2];
reflection matrix[1l,2]=0-2*plane normal[l]*plane normal[2];
reflection_matrix[2,21=l 2*plane normal[2]*plane normal[2];
reflection matrix[3,2]=2*p*plane normal[2];

reflection matrix[0,3] = 0;

reflection matrix[1,3] = 0;

reflection matrix[2,3] = 0;

reflection matrix[3,3] = 1;

end;

HanawToByemo Gycep Macku Ha ManioBaHHSA TiNbkn B obnactax , ge
3HayeHHs Oydepy oopiBHIE 1:

// yMOBa BUKOHAaHAa 1 TeCT Ia€ 1CTMHY TIiJbKM SKIIO
// 3HaueHHa B Oybepl Mackm mopimHoe 1
glstencilFunc (GL_EQUAL, O, SFFFFFFF) ;

// Hiuoro He 3MiHoeMO B Oydepil
glStencilOp (GL, KEEP, GL KEEP, GL KEEP);

i ManemMo cueHy Le pa3s (6e3 asepkarnbHUX 06’eKTiB)

glPushMatrix () ;
glMultMatrixf (Greflection matrix);
RenderScene () ;
GlPopMatrix () ;

HapewuTi, Bigknio4aeMo MackyBaHHs

glDisable (GL STENCIL TEST);

B pasi notpebun, nicna uboro MoxHa Le pa3 BMBECTU A3epKanbHUN
o6’ekT, Hanpuknag, 3 anbga-3MillyBaHHAM — A5 CTBOPEHHS edpekTy NomMyT-
HIHHS o3epkanai T.4.

IcHye kinbka mogudikaui uboro anroputMmy, AKi BiApPi3HATLCA NOCHIi-
AOBHICTIO OiN, OBMEXEHHSAMKN Ha reoMeTpiIto i T.A4.

KoHmponbHi numaHHs

1. B yomy nonsrae eqpekT CTyniH4acTocCTi? ANrOpnUTM NOro YCYHEHHA?
2. MpuHuunu nobynosu TiHEN.

3. Aki cknagoBi BpaxoBylTbCA Npu Nobyaosi MaTpuui TiHI?

4. OnNuwWiTe anropuTMm NobyaoBu A3epkarbHUX 300paXKeHb.
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Po3gin 8. OnTtumisaudia nporpam

[ns miHimisauii yacy popMmyBaHHS Ta BUBe4EHHA 300pakeHb HeobXigHO
npuTpuMyBaTmca HGaraTtbOx Knacu4yHMX pekoMeHgaui no nporpamyBaHHIO Ha
OpenGL [3,5,6]: iHTEHCMBHO BMKOPUCTOBYBATK 3asganerigb nigrotoBreHi cnu-
CKM KOMaH[, BEKTOpPHY (bopMy 3aBOaHHSA napameTpiB (OyHKUiN, NepexonfeHHs
nosigomneHb Windows o6’ektam iHTepdency 3 kopuctyBayem Towo. 3ara-
nom, Tema onTtumisaudii rpaiyHnx nporpamMm € 3axOornstoYoL0 i NPaKTUYHO He-
BMYEPMNHOI, @ TOMY HEe MOXe ByTn 3 AOCTaTHLOK AeTarbHICTIO po3rnsHyTa B
pamMkax gaHoro nocibHumka. HaBegemo nuuwe okpemi nopagu i npunomn 3 nig-
BULLEHHA HAAIMHOCTI | NPOAYKTUBHOCTI rpadiyHMX 3aCcToCyBaHb Ha OCHOBI BU-
KopuctaHHa 6ibniotekn OpenGL.

8.1 Tlopaau 3 nigBULWEHHA HAaAIMHOCTI Nporpam
B nitepaTypi Ta IHTepHeT — oxepenax MOXHa 3HanTu Garato nopap 3

HaLiNHOro nporpamMyBaHHs rpadidHnX 3acTocyBaHb. HaBeaemMo nuvie okpemi 3
HUX:

e 3aBXOW NepesBipanTe nNporpaMmm Ha HasiBHICTb NOMWUIOK. [1na BUSIBNEHHSA
NOMMWIOK BUKINKaANTE KOMaHAY glGetError Bigpasy nNicns peHOepiHry cue-
HW;

e BpaxoByWTe peakuito 6ibnioTekn Ha NOMWUIIKM B 3anexHOCTi Big Bepcil
OpenGL. Hanpuknag, OpenGl 1.1 irHopye maTpuyHi onepadii, Wo BUKNK-
KaloTbCA MK KOMaHAAaMWU glBegin Ta glEnd, ane HACTYMHI BEPCii MOXYTb
pearyBaTty iHWMM YMHOM. CemaHTMka nomunok OpenGL Takox Moxe 3Mi-
HIOBATUCb MiXK CUHTAKCM4YHO CYMICHMMW BepcCiamu;

e SKLLO HEOOXiAHO 3ropHYTKM YCi reoOMeTpPUYHI NOBYQ0BM Y OKPEMI NNOLWMHI,
TO Tpeba BMKOPUCTOBYBATM NPOEKLUINHY MaTpuuto. [pyn BUKOPUCTAHHI Ma-
TpULi BUOOBOro NepeTBOpPeHHsSI HEOBXiOHMI KIHLUEeBUIN pe3ynbTaT He rapa-
HTYETbCS;

e He BaxaHo pobutn GaraTto nNocnigoBHMX 3MiH OKpemol maTpuui. Hanpu-
Knag, He BUKOHYWTE aHiMmauito obepTaHHAM LWNSAXOM HernepepBHOro BU-
KNMUKY KOMaHOM glRotate i3 3pOCTAO4MM KYTOM MoBopoTy. Kpalle BuKO-
PUCTOBYBATU KOMaHAY glLoadIdentity ANA iHiWianisauil gaHoli maTtpudi y
KOXXHOMY Kagpi, a noTiM BUKNMKATM KOMaAHAOY glRotate 3 HEOOXiAHUM Ky-
TOM NS UbOro Kaapy;

e He BapTO OYiKyBaTM MOBIAOMIIEHHSA NPO MOMUIIKM Mig Yac CTBOPEHHS Cnu-
CKy 306pakeHb. KomaHaun y mexax cnmcky 306paxkeHb reHepyrTb NOMMII-
KV TiNbKW Mig Yac BUKOPUCTaHHS CMUCKY;

64



8.2

pO3MiLLynTe Hanmbnuxyy nnowuHy Bmammoro ob'emy sikomora gani Big
TOYKWN CNOCTEPEXEHHSA ANns Toro, wob ontumisyBatn poboTy Gydepy rnu-
OWHY;

BUKOPUCTOBYWUTE KOMaHAY glFlush NS NPUMYCOBOIrO BUKIMKAHHSA YCiX MO-
nepeaHix komaHg OpenGL;

BUKOPUCTOBYNTE BECb fAiana3oH Oydepy-HakonudyBada. Hanpuknag, npm
HaKoMM4yBaHHI YO0TUPBLOX 300pakeHb MacluTabymnTe KOXHE 306pakeHHs
1/4 Big 06'emy 306paxkeHb, WO HAKOMMUYYOTbLCS;

AKLWO HeobXiaHO TOYHa OBOXBMMIpHA pacTepusauisa, To Tpeba peTenbHo
BM3HAYUTN OPTOroHarbHy NPOEKLIt0 | BEPLUMHW NPUMITUBIB, AKi HEOBXigHO
pactepusysatn. OpToroHasibHa Npoekuist NoBMHHA OyTW BM3Ha4veHa 3 Li-
NOYNCENBHUMM  KOOPAMHATAMWU: gluOrtho2D(0, width, 0, height), [O€
width Ta height — po3amipn obnacTi nepernagy. na pactepusauii gaHi
NPOEKUINHOT MaTpuui, BeplnHM BaraTOKyTHUKIB Ta NO3ULIT MNiKCENbHUX
oOpasiB NOBUHHI BYTK 3agaHi LiflouMcenbHUMU KOOpANHaTaMuU;

YHUKaNTe BUKOPUCTAHHA BiJ'€MHUX 3HAYEHb KOOPAWHATM BEPLUMHU W Ta
koopamHatn Tekctypu q. OpenGL He MOXe NpoBOAUTU BipHE BiACIKaHHS,
a TakoX MOXe pobuTK NOMUNKK NPW IHTEPNONAUIT Ta TOHYBaAHHI NPUMITK-
BiB, LL{O 3a[laHi TaKUMKN KOOpAMHaTaMu;

He MPOrHO3ymMTe TOYHICTb BUKOHAHHSA onepauin, BUXo4a4nm 3 TUNIB AaHUX
ans napametpiB komaHa OpenGL. Hanpuknag, skwo Bu BukopuctoByete
KOMaHAY glRotated, TO HEODOB'I3KOBO, LLIO KOHBEEP, KNI 06pobnse reo-
MEeTPUYHiI 06'ekTn , 36epexe TOYHICTb, OYiKyBaHy ANS 4ucna 3 nnasato-
YO TOYKOH MOABINHOI TOYHOCTI Ha NPOTA3i BCiel onepadii. Moxnuneo, LWo
napameTpu KOMaHOW glRotated, OyAyTb NEpPeTBOPEHi Yy iHLWI TUNKM JaHUX
nepen o6pobkoto.

Mpunomu NiaBULLEHHA NPOAYKTUBHOCTI 3aCTOCYyBaHb

[ns niaBULLIEHHSA NPOAYKTUBHOCTI NPUKMNaAHMX NporpaM BUKOPUCTOBYM-

Te HaCTYrMHi NPUNOMU:

BUKOPUCTOBYNTE KOMaHAY glColorMaterial TiFIbKM TOAi, KON BNacTUBICTb
MaTepiany WBKUAOKO 3MIHIOETLCA (HanpuKag, y KOXHiN BepLuuHi). Bukopu-
CTOBYWUTE KOMaHAY glMaterial ANSA PiAKMX 3MiH YM MpU WBUAKIA 3MiHI Bi-
nblue, HbX OOHIET BNAaCTMBOCTI MaTepiany;

3aBXON BUKOPUCTOBYMTE KOMaHAY glLoadIdentity AN iHiUWianidauii mat-
puyLi 3aMiCTb 3aBaHTaXXeHHS BNacHOI Konil OAMHUYHOT MaTpuLi;
BUKOPUCTOBYWUTE crneuiaribHi  BUKIIMKM MaTpuUb, Taki K glRotate,
glTranslate, glScale, 3@aMiCTb CTBOPEHHS BMacCHMX MaTpuub obGepTaHHs,
nepemilleHHs Y1 MaclwtabyBaHHA Ta BUKINKY KOMaHOM glMultMatrix;
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BUKOPUCTOBYNTE (OYHKUiI 3anuTiB, KONU MpuKnagHa nporpamMa BuMarae
TiNbKM OEeKiNbka 3Ha4YeHb NapameTpiB CTaHy Ans CBOIX ob4ncneHb. AKLOo
nporpami NoTpibHO Aekinbka 3Ha4YeHb 3 OOHIET rpynu aTpubyTiB, TO BMKO-
PUCTOBYNTE KOMaHAWM glPushAttrib Ta glPopAttrib, ANA 30epexeHHs Ta
BiQHOBJIEHHS 3HAYEHD;

BUKOPUCTOBYNTE CNUCKM 300pakeHb ANA iHKanCcynauii BUKIUKIB peHaepiH-
ra »XOpPCTKO 3agaHux o6'ekTiB, ski OyayTb Garatopas3oBo Bigobpaxysa-
TUCb;

BUKOPUCTOBYNTE TEKCTYPHI 0B'€KTM ANs iHKancynsuili TEKCTYPHUX AaHUX.
Poamiwynte y TekCTypHOMY OB'EKTI YCi BUKMUKM KOMAHOM glTexImage
(Bkntovaroun minmap), NOTPiBHI ANA NOBHOrO BU3HAYEHHS TEKCTYpHU, a Ta-
KOX 3B'A3aHi BUKINIMKM KOMaHOWN glTexParametr (SIKi BU3HAYalOTb BNlaCTUBO-
CTi CTPYKTYpW);

BUKOpUCTOBYNTE obuucrnoBadi bes’e ona Bunagkie npocToro pos3butTs
NOBEPXHi, 3 METOK MiHiMi3aUil Tpadiky y KniEHT-CepBEPHUX CepenoBU-
lax,

BCTaAHOBMONTE HOpMarsi OANHUYHOT AOBXWHU, SKLO Lie MOXINUBO, Ta YHU-
KanTe Jo4aTKOBUX BUTPAT PEXMUMY GI, NORMALIZE. Y HUKAUTE BUKOPUCTAHHS
KOMaHOW glsScale NPW 3aCTOCYBaHHI OCBITNEHHS, TOMY WO N9 HOpMarib-
HOI pobBoTM y UbOMYy BMMNAAKYy HEOOXiAHE BKIOYEHHSA pPEXUMY
GL_NORMALIZE;

BCTAHOBITb PEXMUM glShadeModel Y CTAH GI_FLAT, SKLO HE MNOTPIGEH pexum
3rnamxyBaHHs (smooth shading);

BMKOPUCTOBYINTE, SIKLLO MOXIMBO, OOMH BUKINK KOMaHAW glclear ONS Of-
HOro Kaapy;

BUKOPUCTOBYNTE OAWMH BUKMUK glBegin (GL TRIANGLES) AJIS1 BidOOpaXKeHHs
MHOXWHW He3arneXHUX TPUKYTHUKIB 3aMiCTb BUKOPUCTAHHA MHOXWUHU BU-
KNMWKIB glBegin (GL TRIANGLES) YW glBegin (GL POLYGON). AHasnori4HoO 3acTo-
COBYWTE BUKMNKN KOMA@H[ glBegin (GL QUADS) Ta glBegin (GL LINES);
3aCTOCYyBaHHSA MacuBiB BEPLUMH 3MEHLUYE A00aTKOBI BUTPATU Ha BUKIUK
PYHKUIN;

BUKOPUCTOBYNUTE BEKTOPHI POPMU KOMaHA, Ong nepefadi nonepenHbo
obumcneHnx gaHux, Ta ckanspHi dopmu KomaHg, ans Toro wob nepena-
TW 3HAYEHHS, WO OyayTb obuncneHi Bigpasy nicnga BUKNUKY;

SIKLLIO HEe Ma€e HeobXigHOCTI, YHUKaNTe BUKOPUCTAHHS PI3HUX peXumiB ons
nepenHboi (front) Ta 3agHbOI (back) CTOPIH MHOTOKYTHUKIB.
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KonmporsnbHi numaHHs

1. Mepenivite Bigomi Bam nopagn 3 nigBuLLEHHS HadiMHOCTI rpadivyHmMX 3a-
CTOCYBaHb.

2. Axi Bam Bigomi npnnomMmun nigBULLIEHHSA NPOAYKTUBHOCTI 3aCTOCYBaHb?

3. Ak nigBMWNTN  edEeKTUBHICTb BWKOHAHHA adiHHMX MNepeTBOpeHb B
OpenGL?
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Hopatok A. Ctpyktypa GLUT-3acTocyBaHHS

PoarnaHemo nobygoBy KOHCOSIbHOIMO 3acTOCYyBaHHA 3a 4Onomoroko 6ib-
niotekn GLUT. Ak 3a3Havyanocs paniwe, ua 6ibnioteka He BXoauTb 40 cknagy
GibnioTek, Wo nocrtaBnaTbCA dipmoto Microsoft. Tomy ansa nigkntoveHHsA 6ib-
niotTekn HeodXxigHO oTpumaTtn gMcTpmbyTme GibnioTekn Ta NpoBecTn Moandi-
Kauito 3aronoBHoro doanny. MNpu moandikauii 3aronoBHux dannis HeobXigHO
3MIHUTU 3Ha4YeHHs KOHCTaHT opengl32 Ta glu32.

bibnioteka GLUT 3abeaneuvye eguHunin iHTepdenc gna podotun 3 BikHamu
He3anexHo Big nnatgopmMu, TOMy ONUCYyBaHa HMUXYE CTPYKTypa 3aCTOCYBaHHS
3anuwaeTbca He3MiHHO Ansa onepauinHmx cuctem Windows, Linux Ta iHWKX.
3a cBoiM npuaHavyeHHAM pyHKuUil GLUT MoxyTb 6yTn knacudikoBaHi Ha
Kifibka rpyn:
e jHiuianisauis;
no4aTtok o6pobkn noain;
e KepyBaHHSA BiKHaMWU;
e KepyBaHHSA MEHIO;

e peecTpauis PyHKUIN i3 3BOPOTHIM BUKINKOM,;

e KepyBaHHS iHOEKCOBaHOK NaniTpok KONbopis;

e BigOBpPaXXEHHSN LWPUATIB;

e BigobpaxkeHHs 0OOAaTKOBUX reoMeTPUYHKUX hiryp (Top, KOHYC Ta iH.).

IHiLiani3auia 3abe3nevyeTbes (PyHKUIED:
glutInit (int *argcp, char **argv)

3MiHHa argcp ue NoKaXKyYuK Ha CTaHO4apTHY 3MiHHY argc, WO OnUCYeTbCs
B (PyHKUiT main(), a argv — NOKaXXyuk Ha napameTpu, nepeaaHi nporpami npm
3anycky, siki onnucyrTbca TaMm xe. s pyHkuia npoBoanTb HEOBXigHI NOYATKOBI
AiT Ana nobyaoBu BiKHA 3acTOCYBaHHSA i nvwe Kinbka yHKUin GLUT mMoxyTb
OyTn BUKNMKaHi 0o Hel. [1o Hux BigHOCATbLCS:

glutInitWindowPosition (int x, int vy)
glutInitWindowSize (int width, int height)
glutInitDisplayMode (unsigned int mode)

Mepwi ABi doyHKUiT 3agatoTb BIAMNOBIAHO MOSIOXKEHHS | PO3MIp BikHa, a
OCTaHHSA OYHKLis1 BU3HAYaE Pi3Hi pexxumn BigobpaxkeHHs iHpopmauii, Wo Mo-
XYTb CNiflbHO 3aiaBaTnCA 3 BUKOPUCTaHHAM onepauii nobitoBoro «ABO» (|):

pexum RGBA. BUKOpPUCTOBYETLCA 3a 3aMOBYYBaHHSAM, SAKLLO

GLUT_RGBA _
He BCTAHOBMEHI ABHO PEXUMM GLUT RGBA abO GLUT INDEX

GLUT_RGB Te X, WO | GLUT RGBA

GLUT_INDEX PEXMM IHOEKCOBAHUX KOMbOPIB (BUKOpPUCTaHHSA nanitpu). Cka-
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COBYE GLUT RGBA

BIKHO 3 OAMHOYHUM Bydrepom. BMKOpPUCTOBYETLCS 3a YMOBYY-
BaHHAM

GLUT SINGLE

GLUT_DOUBLE BIKHO 3 noaBiNHMM B6ydepom. CKaCOBYE GLUT SINGLE
GLUT_STENCIL  BiKHO 3 Bydepom macku

GLUT_ACCUM BiKHO 3 BydhepoM-Hakonuyysavem

GLUT_DEPTH BikHO 3 Bydhepom rmmbunHm

Lle HenoBHMI CNUCOK 3HaYeHb MNapameTpiB AN AaHOol (PyHKLUii, ogHakK
Ansa 6inbwocTi BUNagKkie uboro 6yBae 4OCUTD.

PoboTta 3 6ydepom macku i bydepom-HakonnyyBayem onvcaHa B po3s-
aini 6.

OyHKuiT 6ibniotekn GLUT peanisytoTb Tak 3BaHUK NOA4IMHO-KEPOBAHWUM
MexaHi3M. Lle o3Hauvae, Wo € aesKin BHYTPILHIN LXK, WO 3anycKaeTbcs nicns
Bi4NOBIQHOI iHiLiani3auil 1 06bpobnse ogHy 3a ogHOK BCi NOAil, OronoLweHi nig
yac iHidianisauii. 1o noain BigHOCATLCS: KIiK MULLI, 3aKpUTTSA BikKHa, 3MiHa Bna-
CTMBOCTEWN BiKHA, 3MiHA MO3ULiT KypCopy, HaAaTUCKaAHHSA KNnaBili, i «MOPOXHA»
(idle) nopis, konwn HivYoro He BiabyBaeTbCcs. [1ns NnpoBeaeHHs NEpPioANYHOT ne-
peBipKM 30IMCHEHHS Tiel YK iHWOI nogii Tpeba 3apeecTtpyBaTy (PyHKUitO, LLO
byae noro obpobnaTn. [1ng Lboro BUKOPUCTOBYHOTLCA OYHKUIT BUAY:

void glutDisplayFunc(void (*func) (void))

void glutReshapeFunc (void (*func) (int width, int height))

void glutMouseFunc (void (*func) (int button, int state, int x, int y))
void glutIdleFunc(void (*func) (void))

void glutMotionFunc (void (*func) (int x, int y))

void glutPassiveMotionFunc (void (*func) (int x, int y))

MapameTpom onga HUX € iM’'a BiANOBIAHOI OYHKUIiT 3agaHoro Tvny. 3a Ao-
NMOMOIOK glutDisplayFunc 384A€TbCA (PYHKLIA MantBaHHA AN BiKHA 3aCTOCY-
BaHHSA, L0 BUKITMKAETLCS NMPU HEOBXIOAHOCTI CTBOPEHHA Y/ OHOBIIEHHA 306pa-
XeHHSs. [1ns ABHOro BUKINKY OHOBJIEHHSA BiKHA, iHOAI 3pY4YHO BMKOPUCTOBYBATH
beHKLI,iI-O glutPostRedisplay.

Uepes glutReshapeFunc BCTAHOBIIOETLCSA (PYHKLUiS 06POOKM 3MiHK pO3Mi-
piB BiKHa KOpPUCTYBa4eM, SKi nepefatoTbCs HOBI PO3MIpMU.

glutMouseFunc BU3HAYae QYHKUilO — 0OpoOHMK KOMaHg Big MuLli, a
glutIdleFunc 3a4a€ PYHKUiO, WO Oyae BMKNMKATUCS WoOpasy, KoM HeMae no-
Ain Big KopucTyBa4a.

@OyHKUiSA, BU3HAYEHA glutMotionFunc BUKIMKAETLCHA TOLiI, KON KOPUCTY-
Ba4 pyxae Mully, YTPUMYHOUN HATUCHYTOK KHOMKY. glutPassiveMotionFunc P€-
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ECTPYE (PYHKLUIIO, LLIO BUKIMUKAETLCH, KOS KOPUCTYBAY pyxae MULLY | HE HaTuC-
HYTO >XOOHOI KHOMKW.

KoHTponb ycix nogin BiadyBaeTbCA ycepeamHi HECKIHYEHHOMO LMKNY B
PYHKUIT glutMainLoop, IKA 3BMYANHO BUKINUKAETLCA HaNpPUKiHUI 6yab-sikoi Npo-
rpamu, wo sukopuctosye GLUT.
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Oopatok B. MNMpumituen 6ioniotek GLU i GLUT

PoasrnaHemo ctaHgapTHi komaHguM nobynoBu NPUMITMBIB, WO peaniso-
BaHi B 6ibniotekax GLU i GLUT.

LLlo6 nobyaysaTtu npumitme 3 Bibniotekn GLU, Tpeba cnoyaTky cTBOpU-
TW NOKaXX4mK Ha quadric-00’eKT 3a 4OMNOMOro KOMaHAW gluNewQuadric, @ MOTIM
BUKITMKATUN OOHY 3 KOMAHA gluSphere, gluCylinder, gluDisk, gluPartialDisk.

Po3rnaHemo ui komaHam oKpemo:

gluSphere (gobj: *GLUgquadricObj, radius: GLdouble, slices: GLint, stacks:
GLint)

Lla doyHkuia 6yaye cdepy 3 LEHTPOM B novaTKy CUCTEMWU KoopauHaT i

pagiycom radius. INpun ubOMYy 4YMCro po3bMTTA cdepn HaBKOMO OcCi Z 3a4a€eTbCs
napameTpom slices, a y3goBx oci Z — napameTpoMm stacks.

gluCylinder (gobj: ~"GLUquadricObj, baseRadius: GLdouble, topRadius:
GLdouble, height: GLdouble, slices: GLint, stacks:
GLint)

Hana dyHkuia 6yaye uuniHap 6e3 ocHoB (TOGTO Kinbue), NO340BXHSA
BiCb piBHOBIXHa oci Z, 3agHA ocHOBa Mae pagiyc baseRadius, i po3TawoBaHa
B nnowwmHi Z = 0, a nepegHa ocHoBa Mae pagiyc topRadius i po3TawoBaHa B
nnowmHi Z = height. Akwo 3agatv oaunH 3 pagiycis piBHUM Hynto, To 6yae no-
BGynoBaHuin KOHYC.

MapameTpu slices i stacks malTb aHanoriYHy ceMaHTuKy, Wo 1 y none-
peaHin KoMaHai.

gluDisk (gobj: ~GLUquadricObj, innerRadius: GLdouble, outerRadius: GLdouble,
slices: GLint, loops: GLint)

dyHKuia 6yaye nnockuin guck (Kono) 3 LEHTPOM B NOYaTKy CUCTEMU KO-
opauvHart i pagiycom outerRadius. Npu UuboMy SKLLO 3HAYeHHA innerRadius Bi-
AMIHHO Big4 Hynd, TO B LEHTpi Aucka 6yae 3HaxoguTucs OTBIp pagiycom
innerRadius. MNapameTp slices 3agae 4Mcno po3dmMBOK AMcKa HaBKOMO OcCi Z, a
napameTp /oopS — YMCIIO KOHLEHTPUYHUX Kineub, NepneHanKynsapHux oci Z.

gluPartialDisk (gobj: ~GLUquadricObj, innerRadius: GLdouble, outerRadius:
GLdouble, slices: GLint, loops: GLint, startAngle:
GLdouble, sweepAngle: GLdouble)

BigMiHHICTb uiel kOMaHaM Big nonepefHbOl nondrae B TOMY, WO BOHa
Byaye cekTop Koria, NoYaTKOBUW i KIHLEBUI KYTU SIKOTO BigpaxoBYHOTbLCS NPOTU
roaMHHUKOBOI CTPIfKM Bif NO3UTMBHOIO HaNpsIMKy oci Y i 3agatoTbca napamerT-
pamu startAngle i sweepAngle. Kyt BUMIpIOIOTLCS B rpagycax.

KomaHngu, wo npoBogaTtb nobyaosy npumitmeie 3 6ibniotekn GLUT, pe-
anisoBaHi yepes ctaHgapTHi npumitTnem i komangm OpenGL i GLU. Onsa noby-
A0BW NOTPIGHOro NpMmiTMBA 4OCUTL 3POOUTN BUKNKK BiANOBIAHOT KOMaHOMW.
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glutSolidSphere (radius: GLdouble, slices: GLint, stacks: GLint)
glutWireSphere (radius: GLdouble, slices: GLint, stacks: GLint)

KomaHOa glutsolidsphere OyAye cepy, a glutwireSphere — KapKac
chepu pagiycom radius. IHWi napamMeTpu Ti X, WO 1 Yy nonepeaHix KomaHaax.

glutSolidCube (size: GLdouble)
glutWireCube (size: GLdouble)

Komangu OyaytoTb Ky6 4m kapkac Kyba 3 LLEeHTPOM B MoyaTKy CUCTEMMU
KOOpAWHaT i AOBXMHO pebpa size.

glutSolidCone (base: GLdouble, height: GLdouble, slices: GLint, stacks:
GLint)
glutWireCone (base: GLdouble, height:GLdouble, slices: GLint, stacks: GLint)

Lli komaHgm 6yaytoTb KOHYC YK MOro Kapkac BMCOTOK height i pagiycom
OCHOBW base, po3TalloBaHuin y3ao0BXx oci Z. OcHoBa 3HaX0AUTLCS B MAOLWWHI Z
= 0.
glutSolidTorus (innerRadius: GLdouble, outerRadius: GLdouble, nsides: GLint,

rings: GLint)
glutWireTorus (innerRadius: GLdouble, outerRadius: GLdouble, nsides: GLint,
rings: GLint)

Lli komaHam ByayroTb TOP YK Oro Kapkac y nnowmHi Z = 0. BHYTPIWHIA i
30BHILLHIN pagiycu 3agaloTbca napameTpamu innerRadius, outerRadius. lNa-
pameTp nsides 3aga€ YNCNO CTOPIH Y KiNbusX, WO CKnagatTb OPTOroHanbHUm
nepeTuH Topa, a rings — 4Yncno pagiansHux po3bueok Topa.

glutSolidTetrahedron
glutWireTetrahedron

Lli komangun 6yayoTb TeTpaenp (NpaBusibHYy TPUKYTHY NipamMigy) 4m noro
Kapkac, npu uboMy pagiyc onncaHol cdpepu 4OBKOa HbOro JOpPIBHIOE 1.

glutSolidOctahedron
glutWireOctahedron

Lli komaHgn ByaytoTb OKTaegp YM MOro Kapkac, pagiyc onucaHoi 4OBKO-
na Hboro cpepu OopiBHIOE 1.

glutSolidDodecahedron
glutWireDodecahedron

Lli komaHan GyaytoTb gogekaeap YM MOro Kapkac, pagiyc onvcaHoi go-
BKOMa HbOro ccpepn JOPIBHIOE KBaApPaTHOMY KOPEHHO 3 TPLOX.

glutSolidIcosahedron
glutWireIcosahedron

Lli komaHaun 6yayoTh ikocaeap YM MOro Kapkac, pagiyc onucaHol JOBKO-
na Hboro cepun gopisHioe 1.
[ns kopekTHOT nobyaoBu nepepaxoBaHUX NPUMITUBIB HEODXIAHO BUAa-

NATU HEBUAWMI NiHIT | NOBEpXHi, Ans yoro Tpeba yBIMKHYTU BigMNOBIOHWIA PEXUM
KOMaHOOK glEnable (GL DEPTH TEST) .
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Oopatok C. [leMoHCTpaUinHi nporpamu

C 1. Mpuknap 1: Mogenb ocBiTneHHA OpenGL

[Mporpama npusHadyeHa ona gemMoHcTpadil mogeni oceiTrneHHa OpenGL
Ha npuknagi CnpoweHOl acTPOHOMIYHOI Moaesni «YepBOHMIA Manitok», LWo
CKrnagaeTbCs 3 3ipKn Ta nnaHeTn, Wwo obepTaeTbCa HaBKOMO Hel (3ipka Ta nna-
HeTa CTBOpPeEHi 3a gonomMoroto quadric-06'ekTiB). Y nporpami 3agatoTbCsl Xapak-
TEPUCTUKM XKepena CBIiTSa Ta XapakTepucTukM maTtepianiB. TeKkcT nporpamu:

unit Main;
interface
uses
Windows, Messages, SysUtils, Classes, Graphics, Controls, Forms,
Dialogs,
OpenGL, Menus, ExtCtrls;
type
TfrmGL = class (TForm)
Timerl: TTimer;
procedure FormCreate (Sender: TObject);
procedure FormPaint (Sender: TObject);
procedure FormDestroy (Sender: TObject);
procedure FormKeyDown (Sender: TObject; var Key: Word;
Shift: TShiftState):;
procedure FormResize (Sender: TObject);
procedure TimerlTimer (Sender: TObject);
private
DC : HDC;
hrc: HGLRC;
quadObj : GLUquadricObj;
end;
var
frmGL: TfrmGL;
year : Integer = 0;
day : Integer = 0;
implementation
{SR *.DFM}
procedure yearAdd;
begin
year := (year + 5);
If year > 360 then year := 0;
end;
{[IepemaJsioBaHHS BI1KHA}
procedure TfrmGL.FormPaint (Sender: TObject);

const
sColor: array [0..3] of GLfloat = (1, 0.75, 0, 1);
pColor: array [0..3] of GLfloat = (0.4, 0, 0.2, 1);
mColor: array [0..3] of GLfloat = (0.7, 0.4, 0.5, 1);
black : array [0..3] of GLfloat = (0, 0, 0, 1);

begin
// oummeHHS 6ydpepy KOJILOPY Ta IVIMOGUMHI
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glClear (GL_COLOR BUFFER BIT OR GL DEPTH BUFFER BIT);
glPushMatrix;
// MalneMo COHIIEe
glPushMatrix;
glRotatef (90.0, 1.0, 0.0, 0.0); // moBepraeMo COHIE MPSIMO
//3amaeMo BUIPOMIHIOBAHHS CBITJja
glMaterialfv (GL_FRONT AND BACK, GL EMISSION, @sColor);
gluSphere (quadObj, 1.0, 15, 10);
/ /BUMMKAEMO BUIPOMIHIOBAHHS
glMaterialfv (GL_FRONT AND BACK, GL EMISSION, @black);
glPopMatrix;
// MaJjloeEMO UYEpBOHY IJIAaHETYy
glRotatef (year, 0.0, 1.0, 0.0);
glTranslatef (2.0, 0.0, 0.0);
glRotatef (90.0, 1.0, 0.0, 0.0); // moBepraemo mpsMo
//BCTAHOBJIEHHS XapaKTEpPUCTUK BIOOMTTsS CBITJIA /S [IJIaHETH
glMaterialfv (GL_FRONT,GL AMBIENT AND DIFFUSE, @pColor):;
gluSphere (quadObj, 0.2, 10, 10);
glMaterialfv (GL_FRONT, GL AMBIENT AND DIFFUSE, @mColor);
glPopMatrix;
SwapBuffers (DC) ;
end;
{BcraHoBOeHHS QopMaTy MNIKCEJs}
procedure SetDCPixelFormat (hdc : HDC);
var
pfd : TPixelFormatDescriptor;
nPixelFormat : Integer;
begin
FillChar (pfd, SizeOf (pfd), 0);
pfd.dwFlags PFD DRAW TO WINDOW or PFD SUPPORT OPENGL or
PFD DOUBLEBUFFER;

nPixelFormat := ChoosePixelFormat (hdc, @pfd);
SetPixelFormat (hdc, nPixelFormat, @pfd);
end;

{CTBOPEHHS QOopMIt}
procedure TfrmGL.FormCreate (Sender: TObject);
const
lcol : Array [0..3] of GLFloat
lpos : Array [0..3] of GLFloat
spec : array [0..3] of GLfloat

(0.97, 0.956, 0, 1);
(0, 0, 0, 1.5);
(0.5, 0.5, 0.5, 0.5);

begin
DC := GetDC (Handle);
SetDCPixelFormat (DC) ;
hrc := wglCreateContext (DC) ;

wglMakeCurrent (DC, hrc);

quadObj := gluNewQuadric; //crTBopwemo quadric-o6'ekT
gluQuadricDrawStyle (quadObj, GLU Fill);

// 3BamaeMo xapaKTEepuCTHUKM CBITJIa
glLightfv (GL LIGHTO, GL POSITION, @lpos);
glLightfv (GL LIGHTO, GL_DIFFUSE, @lcol);

glMaterialf (GL_FRONT, GL SHININESS, 60);
glMaterialfv (GL FRONT, GL_ SPECULAR, @spec):;
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C 2.

Oa.

glShadeModel (GL _SMOOTH); //BCTaHOBJIIOEMO PEXMM 3IJIAIXyBaHHS
glEnable (GL_LIGHTING); // BMMKAEMO pexuM OCBITJIEHHS
glEnable (GL_LIGHTO); //BMmMrKaeMo mxepejio OCBITJIEHHS
glEnable (GL DEPTH TEST) ; // BCTAHOBJIOEMO PEXUM TECTYBAHHS IJIMOMHU
Timerl.Enabled:=true;

end;

{BakiHYeHHs poboTM HNpoIrpamMm}

procedure TfrmGL.FormDestroy (Sender: TObject);

begin
gluDeleteQuadric (quadObj); //Bmpansemo quadric-o6'exr
//3B1JIEHIOEMO KOHTEKCTM HNPUCTPOK Ta BlOoOpaXeHHS
wglMakeCurrent (0, 0);
wglDeleteContext (hrc) ;
ReleaseDC (Handle, DC);
DeleteDC (DC) ;

end;

procedure TfrmGL.FormKeyDown (Sender: TObject; var Key: Word;
Shift: TShiftState);

begin
If Key = VK _ESCAPE then Close;

end;

procedure TfrmGL.FormResize (Sender: TObject);

begin
glViewport (0, 0, ClientWidth, ClientHeight);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity;
gluPerspective (60.0, ClientWidth / ClientHeight, 1.0, 20.0);
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity;
glTranslatef (0.0, 0.0, -5.0);
InvalidateRect (Handle, nil, False);

end;

procedure TfrmGL.TimerlTimer (Sender: TObject);

begin
yearAdd;
InvalidateRect (Handle, nil, False);

end;

end.

Mpuknag 2: HaknageHHs TeKCTypu

PesynbTaToM BUKOHaHHA Uiel nporpamn € nobygoBa Kyba, Ha rpai
SIKOr0 HaHeceHa TeKkcTypa. TekcTypa 3adacTbCsl pacTPOBUMM 300paKeHHAM
(pnc. C2.1) posmipom 384x256 nikcenis. [laHe 306pakeHHA po3pi3aceTbCsl Ha
oKpeMi 306paxkeHHs1 po3MipoM 64x64 nikcenis, AKi 1 HAHOCATLCSA Ha rpaHi Ky-
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Puc

TekcT nporpamu:

unit Main;
interface
uses

Windows, Messages,

Dialogs, OpenGl,
type

TForml = class (TForm)

Timerl: TTimer;

4 5 6

SysUtils,
ExtCtrls;

Classes,

procedure FormCreate (Sender: TObject);

procedure FormDestroy (Sender: TObject);

procedure FormResize (Sender: TObject);
procedure FormPaint (Sender: TObject);

procedure FormKeyDown (Sender:
Shift: TShiftState):;

procedure TimerlTimer (Sender: TObject);

private

{ Private declarations }

{ Public declarations }

DC : HDC;
hrc: HGLRC;
public
end;
type

TSquare = class
private

{ Private declarations }

public

{ Public declarations }

procedure Preparelmage (bmap:

string) ;

procedure initlist (CB: GLint);

procedure SiccorsBitMap (bm:string;

end;
var
Forml: TForml;
Squarel:TSquare;
implementation
{SR *.DFM}

src_x1,

src_yZ2:integer);

{BCTaHOBJIEHHS QopMaTy MHNIiIKCeJis}
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src_yl,

. C2.1. PacTpoBe 306paxxeHHs TEKCTYpu

Controls,

TObject; var Key: Word;

src_x2,

Forms,



procedure SetDCPixelFormat (hdc : HDC);
var
pfd : TPixelFormatDescriptor;

nPixelFormat : Integer;
begin
FillChar (pfd, SizeOf (pfd), 0);
pfd.dwFlags := PFD DRAW TO WINDOW or PFD SUPPORT OPENGL or

PFD DOUBLEBUFFER;
nPixelFormat ChoosePixelFormat (hdc, @Qpfd);
SetPixelFormat (hdc, nPixelFormat, @pfd);
end;

procedure TForml.FormCreate (Sender: TObject);

begin
DC := GetDC (Handle);
SetDCPixelFormat (DC) ;
hrc := wglCreateContext (DC) ;

wglMakeCurrent (DC, hrc);
glshadeModel (GL_FLAT);
Squarel:=TSquare.Create;
Squarel.initlist(1l);
glEnable (GL DEPTH TEST);
Timerl.Enabled:=true;
end;
procedure TForml.FormDestroy (Sender: TObject);
begin
// BMIOAJIEHHS CIOUCKY
glDeletelists (1,1);
//3B1JIBHIOEMO KOHTEKCTHU HOPUCTPOK Ta BlOoOpaxeHHS
wglMakeCurrent (0, 0);
wglDeleteContext (hrc) ;
ReleaseDC (Handle, DC);
DeleteDC (DC) ;
end;
procedure TForml.FormResize (Sender: TObject);
begin
glViewport (0, 0, ClientWidth, ClientHeight);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity;
gluPerspective (60.0, ClientWidth / ClientHeight, 1.0, 20.0);
glMatrixMode (GL MODELVIEW) ;
glLoadIdentity;
glTranslatef (0.0, 0.0, -5.0);
InvalidateRect (Handle, nil, False);
end;
procedure TForml.FormPaint (Sender: TObject);
begin
// oummeHHS 6ydpepy KOJIbLOPY Ta IJIMGUHA
glClear (GL_COLOR BUFFER BIT or GL DEPTH BUFFER BIT);
glRotatef (2, 0.0, 1.0, 0.0);
glCallList (1
SwapBuffers (DC) ;
end;

) ;//BUKIVK CTBOPEHOTO CHOMCKY OaraToOKyTHMKA
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procedure TForml.FormKeyDown (Sender:
Shift: TShiftState);

begin

If Key = VK _ESCAPE then Close;

end;

// HNigroToBKaA TEeKCTYypU

procedure TSquare.Preparelmage (bmap:

type
PPixelArray

~"TPixelArray;

TPixelArray = array [0..0] of Byte;

var
Bitmap : TBitmap;
Data : PPixelArray;
BMInfo : TBitmapInfo;
I, ImageSize : Integer;
Temp : Byte;
MemDC : HDC;

begin
Bitmap := TBitmap.Create;
Bitmap.LoadFromFile (bmap);
with BMinfo.bmiHeader do begin

FillChar (BMInfo, SizeOf (BMInfo),

biBitCount := 24;

biWidth := Bitmap.Width;
biHeight := Bitmap.Height;
ImageSize := biWidth * biHeight;
biPlanes := 1;

biCompression := BI RGB;

MemDC := CreateCompatibleDC (0);
GetMem (Data, ImageSize * 3);
try

TObject;

string);

0);
biSize := sizeof (TBitmapInfoHeader);

GetDIBits (MemDC, Bitmap.Handle,
BMInfo, DIB_RGB_COLORS);

0, biHeight,

For I := 0 to ImageSize - 1 do begin
Temp := Data [I * 3];
Data [I * 3] := Data [I * 3 + 2];
Data [I * 3 + 2] := Temp;
end;
glTexImage2d (GL TEXTURE 2D, 0, 3, biWidth,

Data,

biHeight, 0, GL RGB, GL UNSIGNED BYTE,

finally
FreeMem (Data);
DeleteDC (MemDC) ;
Bitmap.Free;
end;
end;
end;

//Oponenypa po3pli3aHHS BUX1OHOTO 300pPaXeHHS
procedure TSquare.SiccorsBitmap (bm:string; src_xI1,

src_yZ2:integer);

var LoadBitmap, CopyBitmap, SaveBitmap:
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src_yl,

var Key: Word;

Data) ;

src_x2,



DestRect, SrcRect: TRect;
begin

LoadBitmap:=TBitmap.Create;
CopyBitmap:=TBitmap.Create;
SaveBitmap:=TBitmap.Create;
CopyBitmap.Height:=64;
CopyBitmap.Width:=64;
LoadBitmap.LoadFromFile (bm) ;
CopyBitmap.Canvas.CopyMode:=cmSrcCopy;

clBlack);

DestRect:=Rect (0,0, 64, 64);
SrcRect:=Rect (src_x1,src_yl,src x2,src _y2);

Copybitmap
CopyBitmap.
SaveBitmap
SaveBitmap
CopyBitmap. free;
SaveBitmap. free;

LoadBitmap. free;

end;

.Canvas.BrushCopy (DestRect,

.Assign (CopyBitmap) ;

.SaveToFile ('xxx.bmp') ;

procedure TSquare.initlist (CB: GLint);

begin

//BCTaHOBJIEHHS HNapaMeTplB TeKCTypu

glTexParameteri (GL TEXTURE 2D,
glTexParameteri (GL TEXTURE 2D,
glTexEnvi (GL Texture ENV, GL Texture Env_ Mode,

glRenderMode (GL RENDER) ;
glEnable (GL_TEXTURE 2D);
//CTBOpEHHS Ta 1HIIianizaiisa ejJeMeHTy CIUCKAa
glNewList (CB, GL COMPILE) ;
0.2);

glColor3f
glPolygonMode

(0.4, 0.5,

glPushMatrix;

glRotatef (-45.0,1.0,

glRotatef (225,0.0,

0.0,

0

(GL_Front,Gl Fill);

.0, 0.0);
1.0);

SiccorsBitmap ('numbers.bmp',0,0,128,128);

preparelmage ('xxx.bmp') ;

glBegin (GL_QUADS) ;

glNormal3f(-1.0, 0.0, 0.0);

glTexCoord2d (1.0, 0.0); glVertex3f(-0.

glTexCoord2d (1.0, 1.0); glVertex3f(-0.

glTexCoord2d (0.0, 1.0); glVertex3f(-0.

glTexCoord2d (0.0, 0.0); glVertex3f(-0.
glEnd;

SiccorsBitmap ('numbers.

preparelmage ('xxx.bmp') ;

glBegin (GL_QUADS) ;

glNormal3f( 0.0, 1.0, 0.0);

glTexCoord2d (1.0, 0.0); glVertex3f(-0.
glTexCoord2d (1.0, 1.0); glVertex3f (-0.
glTexCoord2d (0.0, 1.0); glVertex3f( 0.
glTexCoord2d (0.0, 0.0); glVertex3f( 0.
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LoadBitmap,

SrcRect,

Canvas.CopyRect (DestRect, LoadBitmap.Canvas, SrcRect) ;

GL_TEXTURE MIN FILTER, GL_linear);
GL_TEXTURE MAG FILTER, GL linear);

bmp',128,0,256,128);

Gl Decal) ;

5, -0.5,-0.5); //1
5, -0.5, 0.5); //2
5, 0.5, 0.5); //3
5, 0.5,-0.5); //4
5,0.5,-0.5); //4
5, 0.5, 0.5); //3
5, 0.5, 0.5); //5
5, 0.5,-0.5); //6



C3.

glEnd;

SiccorsBitmap ('numbers.bmp', 256,0,384,128) ;

preparelmage ('xxx.bmp') ;
glBegin (GL_QUADS) ;

glNormal3f( 1.0, 0.0, 0.0);

glTexCoord2d (1.0, 1.0); glVertex3f(

glTexCoord2d (1.0, 0.0); glVertex3f(

glTexCoord2d (0.0, 0.0); glVertex3f(

glTexCoord2d (0.0, 1.0); glVertex3f(
glEnd;

SiccorsBitmap ('numbers.bmp',0,128,128,256);

preparelmage ('xxx.bmp') ;
glBegin (GL_QUADS) ;

glNormal3f( 0.0, -1.0 0.0);

glTexCoord2d (1.0, 0.0); glVertex3f(

glTexCoord2d (1.0, 1.0); glVertex3f(

glTexCoord2d (0.0, 1.0); glVertex3f (-

glTexCoord2d (0.0, 0.0); glVertex3f (-
glEnd;

SiccorsBitmap ('numbers.bmp',256,128,384,256) ;

preparelmage ('xxx.bmp') ;
glBegin (GL_QUADS) ;

glNormal3f( 0.0, 0.0, 1.0);

glTexCoord2d (0.0, 1.0); glVertex3f(

glTexCoord2d (0.0, 0.0); glVertex3f (

glTexCoord2d (1.0, 0.0); glVertex3f (-

glTexCoord2d (1.0, 1.0); glVertex3f (-
glEnd;

0.5, 0.5,-0.5); //6

0.5, 0.5, 0.5); //5
0.5, —0.5, 0.5); //7
0.5, -0.5,-0.5); //8
0.5, -0.5,-0.5); //8
0.5, -0.5, 0.5); //7
0.5, -0.5, 5); //2
0.5, -0.5,-0.5); //1
0.5, -0.5, 0.5); //7
0.5, 0.5, 0.5); //5

0.5, 0.5, 0.5); //3
0.5, -0.5, 0.5); //2

SiccorsBitmap ('numbers.bmp',128,128,256,256);

preparelmage ('xxx.bmp') ;
glBegin (GL_QUADS) ;
glNormal3f( 0.0, 0.0, -1.0);

glTexCoord2d (0.0, 1.0); glVertex3f (
glTexCoord2d (0.0, 0.0); glVertex3f(
glTexCoord2d (1.0, 0.0); glVertex3f (-
glTexCoord2d (1.0, 1.0);
glVertex3f (-0.5, 0.5,-0.5);
glEnd;
glPopMatrix;
glEndList;

end;

0.5, 0.5,-0.5);
0.5, -0.5,-0.5);
0.5, -0.5,-0.5);

procedure TForml.TimerlTimer (Sender: TObject);

begin

InvalidateRect (Handle, nil, False);
end;
end.

Mpuknag 3: [lemoHcTpauifa ePeKkTy TiHi

[aHa nporpama OEMOHCTPYE MartoBaHHSA TiHi Ana npoctoro ob'ekty. Y
nporpami onucaHa KopucTyBaubka npoueaypa Ans MantoBaHHS TiHi 3 ypaxy-
BaHHSIM TOro, WO YCi rpaHi Kyba napanesnbHi KoopavHaTHUM nowmnHaM. TiHb
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MantoeTbCs Yy BUMMSAI 6 okpeMnx cipnx 6araToKyTHUKIB, 4SS KOXKHOT rpaHi o6'e-
KTy. Takox y nporpami BAKOPUCTOBYIOTbCS OKpeMi pyHKUiT BibnioTekn GLUT.

TeKkcT nporpamu:

unit Main;
interface
uses
Windows, Messages, SysUtils, Classes, Graphics, Controls, Forms,
Dialogs, ExtCtrls, ComCtrls, StdCtrls, Menus, Buttons, OpenGL;
const
// KOJip TyMaHy
fogColor : Array [0..3] of GLfloat = (0.5, 0.5, 0.5, 1.0);
// KOJI1p MJIOWMHMI
glfSquareAmbient:Array[0..3]of GLfloat=(0.247,0.199,0.0745,1.0);
glfSquareDiffuse:Array[0..3]of GLfloat=(0.751,0.606,0.22648,1.0);
glfSquareSpecular:Array[0..3]of GLfloat=(0.6282,0.556,0.366,1.0)
// mkepeso cBiTiia
glfLightAmbient:Array[0..3] of GLfloat = (0.25, 0.25, 0.25, 1.
glfLightDiffuse : Array[0..3] of GLfloat (1.0, 1.0, 1.0, 1.0);
glflLightSpecular: Array|[0..3] of GLfloat (.0, 1.0, 1.0, 1.0
glflLightPosition: Array([0..3] of GLfloat = (0.0, 0.0, 20.0,
glfLightModelAmbient:Array[0..3] of GLfloat=(0.25,0.25,0.25,
// moswmiiis mepmoro mxepesa cBiTia
LightPosition : Array([0..3] of GLfloat = (0.0, 0.0, 15.0, 1.0);
// moswmiiis gpyroro mxepesia CBiTia
glfLightlPosition: Array([0..3]of GLfloat=(15.0, 15.0, -5.0, 1.0);
type
TfrmGL = class (TForm)
procedure Init;

’

procedure SetProjection(Sender: TObject);
procedure FormCreate (Sender: TObject);
procedure SetDCPixelFormat;
procedure FormDestroy (Sender: TObject);
procedure FormKeyDown (Sender: TObject; wvar Key: Word;
Shift: TShiftState);
public
DC : HDC;
hrc : HGLRC;
cubeX, cubeY, cubeZ : GLfloat;
cubel,, cubeH, cubeW : GLfloat;
AddX, AddY, AddZ : GLfloat; // MNOYaTKOB1 3CYyBU
SquarelLength : GLfloat; // miommHa
procedure Square;
procedure Shadow;
protected
procedure WMPaint (var Msg: TWMPaint); message WM PAINT;
end;
var
frmGL: TfrmGL;
implementation
uses DGLUT;
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{SR *.DFM}

{Peakiisg Ha nomii kJaBiaTypu}

procedure TfrmGL.FormKeyDown (Sender: TObject; var Key: Word;
Shift: TShiftState);

begin
If Key = VK ESCAPE then Close;
If Key = VK _LEFT then begin
cubeX := cubeX + 0.1; InvalidateRect (Handle, nil, False);
end;
If Key = VK RIGHT then begin
cubeX := cubeX - 0.1; InvalidateRect (Handle, nil, False);
end;
If Key = VK _UP then begin
cubeZ := cubeZ + 0.1; InvalidateRect (Handle, nil, False);
end;
If Key = VK _DOWN then begin
cubeZ := cubeZ - 0.1; InvalidateRect (Handle, nil, False);
end;
end;

{MajoBaHHS TI1HI }

procedure TfrmGL.Shadow;
// pOBpPaxXyHOK TOUYKM TIiHI Ojs omHiel Toukm 06’ekTa
procedure OneShadow (x, y, z, h : GLfloat; var xl1, yl : GLfloat);
begin

x1 := x * LightPosition [2] / (LightPosition [2] - (z + h));
If LightPosition [0] < x
then begin If x1 > 0 then x1 := LightPosition [0] + x1 end
else begin If x1 > 0 then x1 := LightPosition [0] - x1 end;
yl := y * LightPosition [2] / (LightPosition [2] - (z + h));
If LightPosition [1] < vy
then begin If yl1 > 0 then yl := LightPosition [1] + yl end
else begin If yl > 0 then yl := LightPosition [1] - yl end;
If x1 < 0 then x1 := 0 else
If x1 > SquarelLength then x1 := Squarelength;
If yl < 0 then yl := 0 else
If yl > Squarelength then yl := Squarelength;
end;

var
x1l, yl, x2, y2, x3, y3, x4, y4 : GLfloat;
wrkxl, wrkyl, wrkx2, wrky2, wrkx3, wrky3, wrkx4, wrky4 : GLfloat;

begin
OneShadow (cubeX + cubel, cubeY + cubeH, cubeZ, cubeW, x1, yl);
OneShadow (cubeX, cubeY + cubeH, cubeZ, cubeW, x2, v2);
OneShadow (cubeX, cubeY, cubeZ, cubeW, x3, vy3);
OneShadow (cubeX + cubel, cubeY, cubeZ, cubeW, x4, v4);

If cubeZ + cubeW >= 0 then
begin
glBegin (GL_QUADS) ;
glvVertex3f (x1, yl, -0.99); glVertex3f (x2, y2, -0.99);
glVertex3f (x3, y3, -0.99); glVertex3f (x4, y4, -0.99);
glEnd;
end;
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If cubeZ >= 0 then
begin

wrkxl := x1; wrkyl := yl; wrkx2 := x2; wrky2 := y2;
wrkx3 := x3; wrky3 := y3; wrkx4d := x4; wrky4d := y4;
OneShadow (cubeX + cubel, cubeY + cubeH, cubez, 0, x1, vyl);
OneShadow (cubeX, cubeY + cubeH, cubez, 0, x2, y2);
OneShadow (cubeX, cubeY, cubeZ, 0, x3, y3);
OneShadow (cubeX + cubel, cubeY, cubeZz, 0, x4, v4);
glBegin (GL_QUADS) ;
glvVertex3f (x1, yl, -0.99); glVertex3f (x2, y2, -0.99);
glVertex3f (x3, y3, -0.99); glVertex3f (x4, y4, -0.99);
glVertex3f (wrkx2, wrky2, -0.99);
glvVertex3f (x2, y2, -0.99); glVertex3f (x3, y3, -0.99);
glVertex3f (wrkx3, wrky3, -0.99);
glVertex3f (wrkxl, wrkyl, -0.99);
glVertex3f (wrkx4, wrky4, -0.99);
glVertex3f (x4, y4, -0.99); glVertex3f (x1, yl, -0.99);
glvVertex3f (wrkxl, wrkyl, -0.99);
glvertex3f (x1, yl, -0.99); glVertex3f (x2, y2, -0.99);
glVertex3f (wrkx2, wrky2, -0.99);
glVertex3f (wrkx3, wrky3, -0.99);
glVertex3f (x3, y3, -0.99); glVertex3f (x4, y4, -0.99);
glVertex3f (wrkx4, wrky4, -0.99);
glEnd;
end;

end;

{MaJsTloBAHHS IIJIOIMHII }

procedure TfrmGL.Square;

begin
glPushAttrib

(GL_ALL_ATTRIB BITS );

glMaterialfv (GL_FRONT,
glMaterialfv (GL_FRONT,
glMaterialfv (GL_FRONT,
(GL_FRONT,

glMaterialf
glBegin (GL _QUADS) ;

GL_AMBIENT,
GL_DIFFUSE,
GL_SPECULAR,
GL_SHININESS

@glfSquareAmbient) ;
@glfSquareDiffuse);

@glfSquareSpecular) ;

, 90.2);

glNormal3f (squarelength / 2.0,

squarelength / 2.0,

glVertex3f (squarelength, squarelength, -1.0);
glVertex3f (0.0, squarelength, -1.0);
glVertex3f (0.0, 0.0, -1.0);
glVertex3f (squarelength, 0.0, -1.0);
glEnd;
glPopAttrib;
end;
{Ininianizanisa}

procedure TfrmGL.Init;

begin
glEnable

glEnable (GL DEPTH TEST) ;

glLightfv (GL_ LIGHTO,
glLightfv (GL_LIGHTO,
glLightfv (GL_LIGHTO,
glLightfv (GL_ LIGHTO,

GL AMBIENT,
GL DIFFUSE,

GL_SPECULAR,
GL POSITION,

(GL_FOG) ; glEnable (GL NORMALIZE) ;

@glfLightambient);
@glfLightdiffuse);
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glLightModelfv (GL_LIGHT MODEL AMBIENT, Q@glfLightmodelambient);
// Opyre mxkepejio CcBilTJia
glLightfv (GL LIGHT1, GL AMBIENT, Q@glfLightambient):;
glLightfv (GL LIGHT1, GL DIFFUSE, QglfLightdiffuse);
glLightfv (GL LIGHT1, GL SPECULAR, @glfLightspecular):;
glLightfv (GL _LIGHTl, GL POSITION, @QglfLightlposition);
glEnable (GL LIGHTING); glEnable(GL_LIGHTO); glEnable (GL_LIGHTI1) ;
end;
{BMiHa posmMipiB BikHAa}
procedure TfrmGL.SetProjection (Sender: TObject);
begin
glViewport (0, 0, ClientWidth, ClientHeight);
glMatrixMode (GL_PROJECTION) ;
glLoadIdentity;
glFrustum (-0.5, 0.5, -0.5, 0.5, 1.0, 100.0);
glMatrixMode (GL_MODELVIEW) ;
glLoadIdentity;
glTranslatef (0.0, 0.0, -32.0); glRotatef(120.0, 1.0, 0.0, 0.0);
glRotatef (180.0, 0.0, 1.0, 0.0); glRotatef(40.0, 0.0, 0.0, 1.0);
InvalidateRect (Handle, nil, False);
end;
{[IouaTox poboTHM HpoIrpaMiu}
procedure TfrmGL.FormCreate (Sender: TObject);

begin
DC := GetDC (Handle) ;
SetDCPixelFormat;
hrc := wglCreateContext (DC) ;

wglMakeCurrent (DC, hrc);

Init;

// mnapaMeTpyu TyMaHy

glFogi (GL_FOG_MODE, GL_EXP);
glFogfv (GL _FOG COLOR, @fogColor);
glFogf (GL_FOG DENSITY, 0.015);

SquareLength := 50.0;

AddX := 0; AddY := 0; Addz := 0;

cubeX := 1.0; cubeY := 2.0; cubeZ := 3.0;

cubel := 1.0; cubeH := 2.0; cubeW := 3.0;
end;

{AHamor momii OnPaint}
procedure TfrmGL.WMPaint (var Msg: TWMPaint);
var
ps : TPaintStruct;
const
CubeColor : Array [0..3] of GLfloat = (1.0, 0.0, 0.0, 0.0);
begin
BeginPaint (Handle, ps);
glClear (GL_COLOR BUFFER BIT or GL DEPTH BUFFER BIT);
glPushMatrix;
glTranslatef (AddX, AddY, AddZz);
glEnable (GL LIGHTI);
Square;
glDisable (GL LIGHTI) ;
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glPushAttrib (GL ALL ATTRIB BITS );
glMaterialfv (GL_FRONT, GL AMBIENT AND DIFFUSE,
glPushMatrix;
glTranslatef (cubeX, cubeY, cubeZ);
glScalef (cubel, cubeH, cubeW);
glutSolidCube (1.0);
glPopMatrix;
glPopAttrib;
Shadow;
glPopMatrix;
SwapBuffers (DC) ;
EndPaint (Handle, ps);
end;
{Kinens pob6oTy HporpaMi}
procedure TfrmGL.FormDestroy (Sender: TObject);
begin
wglMakeCurrent (0, 0);
wglDeleteContext (hrc) ;
ReleaseDC (Handle, DC);
DeleteDC (DC) ;
end;
{PopmaT nikxcesiB}
procedure TfrmGL.SetDCPixelFormat;
var
nPixelFormat: Integer;
pfd: TPixelFormatDescriptor;
begin
FillChar (pfd, SizeOf (pfd), 0);
with pfd do begin
nSize := sizeof (pfd);
nVersion := 1;

@CubeColor) ;

dwFlags  := PFD_DRAW TO WINDOW or PFD SUPPORT OPENGL or

PFD DOUBLEBUFFER;
iPixelType:= PFD TYPE RGBA;
cColorBits:= 24;
cDepthBits:= 32;
ilayerType:= PFD MAIN PLANE;

end;
nPixelFormat := ChoosePixelFormat (DC, @pfd);
SetPixelFormat (DC, nPixelFormat, @dpfd);

end;

end.
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