BeeaneHmne B OpenGL

KomnbtloTepHas rpadpuka



Y10 rosoput Wiki npo OpenGL?

OpenGL (Open Graphics Library) — cneundukauma, onpegenatow,an nnatpopmoHesaBUCUMbIi
(HeE3aBUCMMbIN OT A3bIKa NPOrPaMMUPOBAHMNA) NPOrpPaMMHbIN MHTepPenc ANa HanMcaHuA
NPUNOXKEHUN, NCNONb3YIOWNX ABYMEPHYIO U TPEXMEPHYHO KOMNbIOTEPHYIO rpaduKy.



[1Be CTOPOHbI OAHOWN Meaanu

* Ha 6a3o0Bom ypoBHe, OpenGL — 310 npocTo cneundmuKauma, To ecTb AOKYMEHT,
onucCbIBaOLWKMN Habop PYHKLUMIM N UX TOYHOE NOBeAEeHMUE.

* Mpounssoantenm obopyaoBaHNA Ha OCHOBE 3TOM crneundUKaLnum co34atoT peanmsaumum —
6nbnanoTekn PyHKLUMIM, COOTBETCTBYIOLLMX Habopy GYHKUMI cneundPpumKaumm.
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KOHKYPEHTbI M COPATHUKM

Mantle — HU3KkoypoBHeEBbIN rpadpuyeckmun n BbluncanTenbHboit APl ot AMD
DirectX — Habop APl ana Windows n Xbox
Vulkan — apyromn rpadunueckmnim APl ot Khronos Group

Mesa (Mesa3D) — peanusauua OpenGL, Vulkan un gpyrmx cneundukaumni rpadpuyeckmx API
C OTKPbITbIM UCXOAHbIM KOAOM. Mesa nepeBoanT 3T cneumnduKaumnm B gpansepbl rpadpuyeckoro
060pya0BaHMNA KOHKPETHOTO NPOU3BOANTENA.
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Khronos Group:
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WebGL

* Web-based Graphics Library — nporpammHas 6ubnmnorteka ana A3bika NpPoOrpaMmmmnpoBaHmS
JavaScript, no3sonawowan co3gasatb Ha JavaScript MHTepaKTuBHYIO 3D-rpaduky

* noctpoeHa Ha ocHoBe OpenGL ES 2.0 u obecneunsaet APl ana 3D-rpadukm
* yacTb Koga Ha WebGL moxKeT BbINONHATHCA HENOCPEACTBEHHO HA BUAEOKApPTaXx
* pucnonbsyet HTML5-anemeHT canvas

* onepupyet c DOM



Vulkan

e KpoccnnatpopmeHHbin APl ana 2D- u 3D-rpaduku, sBnepsble npeactasneHHbin Khronos Group B
pamKax KoHpepeHummn GDC 2015

* npeaHa3Ha4vyeH Ana obecneyeHUa pPasIMYHbIX NPENMYLLECTB MO CPaBHEHUIO ¢ Apyrumm AP,
BK/IKOYAA ero npealwecrseHHMKa OpenGL

* npeanaraeT bonee HU3KME HakNagHble pacxoabl, bonee HenocpeaCcTBEHHbINM KOHTPOb Haa GPU,
N C MeHbluen Harpyskom Ha CPU



Vulkan v wenaepsl

* OpenGL ncnonb3yert A3bIK BbICOKOrO YPOBHA AN HanucaHuAa wengepoB GLSL. 3T1o 3acTtaBndaeT
Kaxaoro nponssogutena OpenGL gpanBepa peasin3oBaTb CBOWN COOCTBEHHbIM KOMMUAATOP AR
GLSL, BbIno/IHAEMbIN BO BPEMSA BbINOJIHEHMA NPUNOKEHUSA, YTODbI NepeBecTn WengepHble
NPOrpaMmmbl B UCMOSTHAEMbIN KoA, ANA ueneson nnathopmbl.

* Vulkan BmecTo 3TOro obecne4ymBaeT NPOMEKYTOUYHbIN ABOUYHbIN dopmaT nos HazBaHnem SPIR-V
(Standard Portable Intermediate Representation), aHanorm4Hbin ABOMYHOMY popMmaTy B
KoTopbin Komnuaupytotca HLSL wengepbl Ha nhatdopme DirectX.

* 370 NO3BOJIAET NPOU3BOANTL KOMNUAALMIO LLENAepOoB Ha 3Tane paspaboTku.

* TaK)Ke No3BO/IAET pa3paboTyMKam NPUNOKEHUM NUCATL LWENAepPbl Ha APYrnX A3biKaX, KPOME
GLSL.



OpenGL — 370

* MPOrpammHbIn MHTEPPENC K rpadmnyeckomn annapaType
* oKono 250 otaenbHbix KomaHg (200 B camon OpenGL n 50+ B 6ubnmoTeke ytnamr)

* 0606WeEHHbIN, HE3AaBUCMMbIN UHTEPPENC, KOTOPbIN MOXKET bbITb peasnin3oBaH A41a Pa3IMYHOrO
annapaTtHoro obecnevyeHuns



OcHoBHble rpadpuyeckume onepaumm OpenGL

* KOHCTPYUPYET PUrypbl N3 FTEOMETPUYECKUX MPUMNTUBOB
* MNO3ULMOHUPYET 0OBEKTbI B TPEXMEPHOM NPOCTPAHCTBE N BbIOMpPAET TOYKY HabatoaeHun

* BblYMCAAET LUBETA AN1A BceX 0OBbEKTOB
* MmoryT bbITb onpeaeneHbl NPUNOKEHNEM
* MOJIly4eHbl U3 pacyeTa YCNOBUIA OCBELLEHHOCTHU
* BblYMCAEHbI NPU MOMOLLM TEKCTYP, HATOXKEHHbIX HA OObEKTDI
* UM U3 11060 KOMBUHAUMKM 3TUX PaKTOPOB

* BbINO/IHAET pacTepm3aumto (pacTpoByto Pa3BepPTKY)



Yero HeT B OpenGL?

* QYHKUMI ONA cO30aHUA OKOH
* 3axBaTa MNo/Ib30BaTe/IbCKOro BBOAa

* BbICOKOYPOBHEBbIX GYHKLUMIN AN1A ONUCaHUA mogenen TPEXxMmepHbIX 06 beKTOB



bubamnotekn ana paboTbl € OKHAMM N HE TOJIbKO

GLEW
SFML
Freeglut + SOIL2
GLFW



KoHBewep

BM3YyaM3aLUmMK
OpenGL
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[ToBepLWMHHbIE Onepaunmn (per-vertex operations)

* B TeyeHue 3TOro 3Tana BepwmHbl NpeobpasyoTca B NPUMUTUBDI
* PasnnyHbie maTpuyHblie Npeobpa3oBaHUA
* [lpocTpaHCTBEHHbIE KOOPANHATLI NpoeunpytoTca n3 3D B 3KpaHHbIE
* Ecnm ncnonb3yetca TEKCTYPUPOBAHNE, KOOPAUHATBI TEKCTYPbl MOTYT ObITb CrEHEPUPOBAHbI U
M3MEHEHbI Ha 3TOM LLare
* Ecnm ncnonb3yeTca ocBelleHNe, BbIMUC/IEHNA, CBA3AHHbIE C HUM, MPOU3BOAATCA C UCMOb30BAHMNEM:
* TPaHCPOPMUPOBAHHbBIX BEPLUMH,
* HOpPMaJIeN NOBEPXHOCTEMN,
* MO3ULUMN UCTOYHMKOB CBETA,
* CBOWCTB maTepuana,
* A TaKXe apyron nHbopmauum, N03BOAAKOLWEN BbIMUCAUTL LLIBETOBYHO BEIUYUHY



CbopKa npumutneos. OTceyeHmne

[NepegHas
MNOCKOCTb
OTCEeYEeHN]

3agHaa

NNOCKOCTb

OTCeYeHus
BuaMmoe npocTpaHCcTBO

e OTceyeHne — 60nbLLAA YacTb COOPKM NPUMUTUBOB. ITO YHUUTOXKEHME YacTel reoMeTpuy,
BbIMaAaloLLLMX 33 MONYNPOCTPAHCTBO, onpeaeneHHoe NA0CKOCTbIO
* OTCceYyeHMe ToYEK NPOCTO OTBEpPraeT Uan He OTBEPraeT BepLUMHY
e OTCcevyeHne NUHUN UAN NOSIUTOHOB MOXKET A06aBUTb AOMNONAHUTE/IbHbIE BEPLUMHbLI B
3aBUCMMOCTM OT TOTO, KAK MMEHHO SIMHUA WX NMONUTOH OTCEKatoTCA
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CbopKa NpUMUTMBOB. YTO AanbLlie?

[lepcneKkTUBHOE pasaeneHue
Onepaumnu c nopTom NpocmoTpa (viewport)
Ecnn BKNOYEH peXXMM, TO BbINONHAETCA TECT HA INLIEBbIE FPaHMU

Pe3ynbTaToM 3TOro 3Tana ABAAOTCA 3aBepLlleHHble MPUMUTUBDI, T.€.
TPaHCHOPMUPOBAHHbIE U OTCEYEHHbIE BEPLUMHbI CO CBA3AHHbIMW LLBETOM, INYyOUHOM U,
NHOraa, KoopAMHaTaMU TEKCTYPbI



PacTepmnsaumA

PacTepusaums — 3To npouecc npeobpasoBaHUA rEOMETPUUYECKMUX U NMUKCEIbHbIX AaHHbIX BO GParmMmeHTbl
Kaxkabi pparmeHT COOTBETCTBYET NUKCENto B bydepe Kagpa

[Mpwn pa3BepTKe ABYX BEPLIMH B JIMHUIO UIN BbIMNCNEHUN BHYTPEHHUX MUKCENEN NONUTOHA MPUHUMAIOTCS
B pacyet

* WabnoHbI AMHUM N NONIUTOHOB

* TOJILLMHA NINHUN

* pa3smep TOYeK

* MOAEeNb 3a/INBKU

* BblYUCNEHUA CBA3AHHbIE CO CrNa*KMBaHUEM



Onepaunn Hag dparmeHTamm

MoryT U3MeHUTb UK AaxKe BblIbpoCUTb HEKOTOPbIE PParmMeHTbl
Onepaunm moryT 6bITb BKAKOYEHbI NN BbIKAKOYEHbI
* TEeKCTypupoBaHue
* BbIYMCNEHMSA TYMAHa
* TecT oTpe3a (scissor test)
* anbda-tect
* TecT TpadapeTa (stencil test)
* TecT bydpepa rnybuHbl
Ecnn dparmeHT He NPOXOAUT OAMH U3 BKAKOYEHHbIX TECTOB, 3TO MOKET 3aKOHUYMTb ero NyTb No
KOHBenepy
[anee moryT 6bITb NPOM3BEAEHbI Ha/lOXKeEHUE, cMellnBaHue ueToB (dithering), nornueckume
onepauun 1 MacKMpoBaHME C NOMOLLbIO BUTOBOM MacCKu
HaKkoHel, pparmeHT 3aHOCUTCA B COOTBETCTBYIOLLMN Bydep, rae CTaHOBUTCA NMUKCENEM



HanoxeHune TeKCTypbl

* Ecam ncnonblyetca HECKONbKO M306parKeHUIN TEKCTYP, PAa3YMHO MOMECTUTb UX B OO BEKTHI
TEKCTYPbl, YTOObI MOXKHO ObINIO NEFKO NEPEKNOYATLCA MEKAY HUMU

* HekoTtopble peanunsaumnm OpenGL moryT UMeTb AONONHUTEIbHbIE PECYPCbI AN1A YCKOPEHUA
onepaumn c TeKcTypamm. Hanpmumep, MOXKeT cyLecTBoBaTb cneunanmanposaHHasa bbicTpas

TEKCTYPHaA NamAaTb



Onepaunmn Had NUMKCeNAMM

[aHHble 0 NUKcenax cneaytoT B KoHBenepe OpenGL napannenbHbiMm NyTem

MaccuBbl MMKCENbHbIX AAHHbIX M3 CUCTEMHOW NAMATU PAaCNaKOBbIBAOTCA, T.e. NpeobpasyoTca us
Kakoro-nnbo ¢opmata, B popmaT c HEOOXOANMbBIM YNC/IOM KOMIMOHEHT

[anee naHHble macwTabmpytoTca u 06pabaTbIBaAOTCA NMMKCENbHBIMWU KapTamu
Pe3ynbTaT CxKUMAEeTCA M 3aNnCbiBAaeTCA B TEKCTYPHYIO NAaMATb UM OTMNPABAAETCA Ha 3Tan pacTepusaumm

Echm nuKcenbHble AaHHble YnTatoTcs U3 bydepa Kagpa, Hag, HUMM BbINOJTHAKOTCA NMUKCEbHbIE
onepauuu (pixel-transfer operations)

CyLLecTBYIOT cneumanbHble onepauum KonnposaHuA nukcene (pixel copy operations) ans

KONMpoBaHWUA AaHHbIX U3 OAHOW YacTh bydepa Kagpa B Apyrme nam ns bydepa Kagpa B TEKCTYPHYIO
namsaTb
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A YTO Mbl
BUANM?

2025

BepwmnHa_1 npusmuTHes_1
BepwuHa_2 npumuTe_2
BEpWKMHE_3 npumuTHE_3
BepWKHa_4 npusmuTHe_4
BEpWHHA_5 npuMuTHE_5
BpepwuHa_6 npumuTHe_6
BEpWUHaA_T npumuTHe_7
OTBpackiBaHue 1
> CHopka npuMUTHEOR > SYoeoBine
NPUMHTHE 1 dparmenT_1 dparmenr_1
NPUMHTHE_2 pparmesT_2 dparmeHT_2
NPUMHTHE _3 pparmexT_3 ppameHT_3
NPUMHTHE _4 pparmeHT_4 DpareHT_4
NPUMHTHE_5 thparmenT_5 pparmedT_5
npumMuTHE_B pparmenT_6 dpamieHT_B
NPUMHTHE_T hparmenT_7 dppamenT_7
»  Pactepuzauma Op:r;”;:;:“" CMEWHBAHHE LIEETOB Bydep kampa
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Ha 4TO MOXKeT bbiTb MOXOrKa Nporpamma?




CTapbln VS HOBbIM cTaHAapTbl OpenGL

main() { int main() { //Bcero nopaaka 225 cTpoK

Init(); InitWindow();

glClearColor(0.0,0.0,0.0); glewlnit();

glClear(GL_COLOR_BUFFER_BIT); Init();

glColor3f(1.0,1.0,1.0); while (window.isOpen()) {

glOrtho(0.0,1.0,0.0,1.0,-1.0,1.0);

glBegin(GL_POLYGON); glViewport(0, 0, event.size.width, event.size.height);
glVertex3f(0.25,0.25,0.0);
glVertex3f(0.75,0.25,0.0); glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
glVertex3f(0.75,0.75,0.0); Draw();
glVertex3f(0.25,0.75,0.0); window.display();

glEnd(); }

glFlush(); Release();

Redraw(); return O;

} }



Tunbl AaHHbIX

Cythibucbl THn gaHHBbIX THNHYHO COOTBETCTEBYHIWHMA THN ASbiKka C Twun, onpegenedHbii B OpenGL
b uenoe § bur signed char GLbyte
= uenoe 16 out short GLzhort
i uenoe 32 buta int wnw long GLint, GlLsizel
f YWCNO C Nnasarwen Todkol 32 buta float GLfloat, GLclampf
d YWCNO C NNasakowen Todkol 64 buta double GLdouble, GLclampd
ud be3sHakoeoe uenoe 8 Gur unsigned char GLubyte, GLboolean
us be3sHakoeoe uence 16 bur unsigned short GlLushort
ui be3zHakoeoe uenoe 32 buta unsigned int unu unsigned long GLuint, GLenum, GLbitfield
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[TepBoe NPUNOKEHME

Ha npumepe nabopatopHon, paspabotaHHomn O. ApyTioHoBbIM 1 C. [lytOHOBbIM



Heobxoanmble MAEHTUPUKATOPDI

// |D wenaepHoOM nporpammol
GLuint Program;

// |D BepLwMHHOro aTpmnbyTa
GLint Attrib_vertex;

// |D Vertex Buffer Object
GLuint VBO;



CTpYKTypa 415 ONMUCAHUA BEPLUMHbI

struct Vertex {
GLfloat x;
GLfloat y;

I
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BepWwmHHbBIM 1 pparMeHTHbIN LWenaepbl

// icxoaHbIN KoA, BEPLUMHHOIO LWenaepa
const char™ VertexShaderSource = R"(
#version 330 core
in vec2 coord;
void main() {
gl_Position = vec4(coord, 0.0, 1.0);

)" // V\cxoaHbI Koa, dparmeHTHOro wenaepa
const char* FragShaderSource = R"(
#version 330 core
out vec4 color;
void main() {

color = vec4(0, 1, 0, 1);



int main() {
sf::Window window(sf::VideoMode(600, 600), "My OpenGL window", sf::Style::Default, sf::ContextSettings(24));
window.setVerticalSyncEnabled(true);
window.setActive(true);

glewlnit();
Init();

while (window.isOpen()) {
sf::Event event;
while (window.pollEvent(event)) {
if (event.type == sf::Event::Closed) { window.close(); }
else if (event.type == sf::Event::Resized) { glViewport(0, O, event.size.width, event.size.height); }

}

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
Draw();

window.display();

}

Release();
return O;

}

SFML



MHMUMaNnn3aumA pecypcos

void Init() {

// Wehaepol
InitShader();

// BepwunHHbIN Bydep
InitVBO();



MHuumanm3auma bypepa BepLUmnH

void InitVBO() {
glGenBuffers(1, &VBO);
// BepLlinHbl Halero Tpeyro/ibHUKa
Vertex triangle[3] = {
{-1.0f, -1.0f },
{0.0f, 1.0f },
{1.0f, -1.0f }
¥
//akTnBmnsmpyem bydep
gIBindBuffer(GL_ARRAY BUFFER, VBO);
// Mepepnaem BepwnHbI B bydep
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);

checkOpenGLerror(); //NMpnumep dyHKLNM ecTb B NabopaTopHOW
// MpoBepKa ownbok OpenGL, ecnn ecTb, TO BbIBOA, B KOHCO/1b TUM OLLNOKK

}



InitShader. BeplwnHHbIV Wengep

void InitShader() {

// Co3pnaem BepLUNHHbIN Wenaep
GLuint vShader = glCreateShader(GL_VERTEX_SHADER);

// NMepepaem ncxoaHbIM Koa,
glShaderSource(vShader, 1, &VertexShaderSource, NULL);

// Komnununpyem wenaep
glCompileShader(vShader);

std::cout << "vertex shader \n";
// ®yHKUMA NneyaTn nora wengepa
ShaderLog(vShader); //Mpumep dyHKUMKU ecTb B NnabopaTopHOM



InitShader. PparmMeHTHbIN Wenaep

// Co3paem dparmeHTHbINM Wenaep
GLuint fShader = glCreateShader(GL_FRAGMENT_SHADER);

// Nepepaem ncxogHbl Kog,
glShaderSource(fShader, 1, &FragShaderSource, NULL);

// Komnununpyem wengep
glCompileShader(fShader);

std::cout << "fragment shader \n";

// ®PyHKUMA neyaTun fora weraepa
ShaderLog(fShader);



engepHas NPorpamma

// Co3paem nporpammy 1 NpuUKpenasem wenaepbl K Hen
Program = glCreateProgram();

glAttachShader(Program, vShader);
glAttachShader(Program, fShader);

// InHKyem wenagepHyto nporpammy
glLinkProgram(Program);

// MpoBepsiem cTaTyc cObopKu
int link_ok;
glGetProgramiv(Program, GL_LINK_STATUS, &link_ok);
if (link_ok) {
std::cout << "error attach shaders \n";
return;

}



YCcTaHaB/IMBAEM CBA3b MeX Yy NapameTpamu B MPOrpamme 1 wemaepe

// BbitTarnsaem ID aTpnbyTa n3 cobpaHHOM Nnporpammesl
const char* attr_name = "coord"; //vums B wengepe

Attrib_vertex = glGetAttribLocation(Program, attr_name);
if (Attrib_vertex ==-1) {

std::cout << "could not bind attrib " << attr_name << std::end|;
return;

}

checkOpenGLerror();



Hy a Tenepb pucyem

void Draw() {
glUseProgram(Program); // YctaHaBnMBaem wenaepHyo Nporpammy TeKyLLen

glEnableVertexAttribArray(Attrib_vertex); // Bknoyaem maccms aTpnbyTOB
glBindBuffer(GL_ARRAY_BUFFER, VBO); // Noakntouaem VBO

// coobuwaem OpenGL Kak OH A0NKEeH MHTEPNPETUPOBaTb BEPLUMHHbIE AaHHbIE.
glVertexAttribPointer(Attrib_vertex, 2, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0); // Otkntouaem VBO

glDrawArrays(GL_TRIANGLES, 0, 3); // Pucyem

glDisableVertexAttribArray(Attrib_vertex); // OTKntoyaem maccus aTpnbyToB
glUseProgram(0); // OTKntoyaem wenaepHyto nporpammy

checkOpenGLerror();



Kak nHTepnpeTnpoBaTth?

// coobuwaem OpenGL KaK OH A0NKeH MHTePNPeTUpPOoBaTh BEPLUMHHbIE AaHHbIe.
glVertexAttribPointer(Attrib_vertex, 2, GL_FLOAT, GL_FALSE, 0, 0);

MepBbliA apryMeHT ONUCbIBAET KaKOM apryMeHT Lenaepa Mbl XOTUM HACTPOUTb.
BTopoi aprymeHT onucbiBaeT pasmep aprymeHTa B Lwenaepe.
TpeTnit aprymeHT onucbiBaeT UCMOb3YEMbIM TUN AAHHbIX.

YeTBEpTbIM apryMeHT YKa3biBaeT He0bxoaMmMoCcTb HOPMaN30BaTb BXOAHbIE AaHHble. Ecin yKa3aTb
GL_TRUE, 1o BCe paHHble byayT pacnonoxeHbl mexay 0 (-1 Ana 3HaKOBbIX 3Ha4YeHUn) un 1.

MATbIN apPryMeHT Ha3bIBaeTCA LWArom M OnucbiBaeT PaccTofaHmne mexay Habopamu aAaHHbIX. Mbl TaKKe
MOXKeM yKa3aTb wwar paBHbii O n Torga OpenGL BbicumTaeT war (paboTaeT ToNbKO C NNOTHO YNAaKOBaHHbIMM

Habopamm AaHHbIX).

MocneaHM NnapameTp — CMeLleHne Havyana AaHHbIX B bydepe.



[ToMUTUBbLI 415 OTODPAKEHUS

glDrawArrays(GL_TRIANGLES, 0, 3);
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OcBoboxaeHWe pecypcos

void Release() { // OcBoboxaeHne bydepa
void ReleaseVBO() {
// Wenaepsl glBindBuffer(GL_ARRAY_BUFFER, 0);
ReleaseShader(); glDeleteBuffers(1, &VBO);
}
// BepwmnHHbIN Bydep
ReleaseVBO();
}

// OcBoboxaeHue Wwenaepos

void ReleaseShader() {
// Mepepnasan HONb, Mbl OTK/IIOYAEM LIENAEPHYIO NPOrPammy
glUseProgram(0);
// Yoanaem wenaepHyto nporpammy
glDeleteProgram(Program);

}
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