BeeaeHmne B OpenGL

KomnbtloTepHas rpadpuka



Y10 rosoput Wiki npo OpenGL?

OpenGL (Open Graphics Library) — cneundukauma, onpegenatow,an nnatpopmoHesaBUCUMbIin
(He3aBUCMMbIN 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,
onucCbIBaOLWMMN Habop PYHKLUMIM N UX TOYHOE NOBeAEHMUE.

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

Mantle — HU3KkoypoBHEBbIN FrPpadUUecKknin n BbluncamTenbHbin APl ot AMD
DirectX — Habop APl ana Windows n Xbox
Vulkan — apyromn rpadunueckmnim APl ot Khronos Group

Mesa (Mesa3D) — peanunsauua OpenGL, Vulkan v gpyrmx cneundmkaumm rpadpuyeckmx API
C OTKPbITbIM UCXOAHbIM KOAoM. Mesa nepeBoanT 3T cneunduKkaumnm B gpamsepbl rpadpuyeckoro
060pya0BaHMNA KOHKPETHOTO NPOU3BOANTENA.



CoonGL.

Khronos Group:
‘\" N\
C ulkan.

OpenGl 1 He ToNbKOo
QrenGLES.

@ebiL.

KomnbloTepHas rpadpuka emaHeHko A.M. HODY

2023



WebGL

* Web-based Graphics Library — nporpammHas 6ubnmnorteka ana A3bika NpPoOrpaMmmmnpoBaHmS
JavaScript, no3sonswowan co3gasatb Ha JavaScript MHTepaKTuUBHYIO 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 gna obecneyeHUa Pas3NNYHbBIX MPENMYLLECTB NO CPAaBHEHWUIO ¢ Apyrumu API,
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, BbINONIHAEMbIN BO BPEMA BbIMOAHEHUA NMPUNOKEHUA, YTODObI NepeBecTn WenaepHble
NPOrpammbl B UCNOJIHAEMbIN KOA ANA uenesoun naatpopmol.

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

* 370 NO3BOJIAET NPOU3BOANTL KOMMUAALMIO LLENAEPOB 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 UBETa ANA BCceX 06BbEKToB
* MOryT ObITb ONpeaeneHbl NPUIOKEHUEM
* MOJIy4EHbI U3 PaACY€eTa YCJ0BUI OCBELLEHHOCTHU
* BbIYMC/IEHBI NPU NMOMOLLM TEKCTYP, HANOXKEHHbIX Ha 0O BEKTDI
* UM n3 N1bon KOMbUHaUMKM 3TUX PaKTOpPOB

* BbINO/IHAET pacTepm3aumto (pacTpoByto Pa3BepPTKY)



Yero HeT B OpenGL?

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

* BbICOKOYPOBHEBbIX PYHKLUMIM AN ONMUCAHNA MoaeNien TPEXMEPHbIX 0O BHEKTOB



bubamnotekn ana paboTbl € OKHAMM N HE TOJIbKO

GLEW
SFML
Freeglut + SOIL2
GLFW
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Maccue BepluuH

[IpeobpasoBaHHe ¥ OCBELUEHHE B epumHHEHA IIeHgep

Cbopxa npUMHTHEOB

OT cedeHH e HEBH IUMEIX I'PaH e
[Tonme20BaT &b CKH € TIJIOCKOCTH OTCEeYEeHUA
OTcedeHHe N0 rpaHAM NHPaMM Bl BHOMMOCTH
O mHopo gHoe npeobpasopaHue KOOPRHHAT
OtobpaxxeHue B OKHO ERIBOJA

Pacrepuzanua

MyNIETHT eKCT YPHPOBaHHE [MuxceneHElR WeARep

Habop MUKCENEHEIX TECTOB:
TECT OT CEYeHHA,

ameda TecT,
TecT Tpadapera,
TecT rnybuHE

TyMaHHEIE 3 QDexTh,
MONYIPO3PaYHOCTE

’
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[ToBepLWMHHbIE Onepaunmn (per-vertex operations)

* B TeyeHKWe 3TOro atana BePLUMHbI NpeobpasyoTca B NPUMUTUBDI
* Pa3nnMyHblie MaTpUYHble NpeobpasoBaHUA
* [MpocTpaHCTBEHHbIE KOOPAMHATbLI NpoeuupytoTca n3 3D B aKpaHHbIe

* Ecnm ncnonbsyeTtca TEKCTYPUPOBAHUE, KOOPANHATbI TEKCTYPbI MOTYT ObITb CreHEPUPOBaHbI U
M3MEHEHbI Ha 3TOM LLare

* Ecnm ncnonb3lyetca ocseweHme, BbIYUCAEHUA, CBA3AHHbIE C HUM, MPOU3BOAATCA C
MCNoNb30BaHMEM TPAHCHOPMMPOBAHHbBIX BEPLUMH, HOPMANEN NOBEPXHOCTEN, MNO3ULUN
NCTOYHMKOB CBETA, CBOMCTB MaTepmnana, a Takxe Apyrom nHGopmauumu, No3BOIAIOLLEN
BbIYMC/INTb LBETOBYIO BE/IMYMHY
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Maccue BepiuuH

[Ipeobpasopanue U OCBELEHHE B epumHHEHA I1eHgep

CbHopxa NpUMHTHBOB

OTcedeHH e HEEH IUMBIX I'paH e
[Tosme30BaT &b CKM € MIIOCKOCTH OTCEYEHUA
OTcedeHHE IO IPaHAM ITHPAMH OBl BH AMMOCTH
O mHopo gHoe npeobpasopaHue KOOPRHHAT
OtobpaxxeHue B OKHO EEIBOJA

1

Pacrepuzanua

MyNBETHT eKCT YyPHPOBaHHEe [MukceneHElR WeAgep

Habop MUKCENEHEIX TECTOB:
TECT OT CEYeHHA,
ameda TecT,

Tect Tpadapera,

TecT rnybuHED

TYMaHHEIE 3 QD exTh,
MONYNpo3pavHoCTh
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CbopKa npumutneos. OTceyeHmne

[NepegHas
NNOCKOCTh
OTCEeYeHnd

CEER]
NMNOCKOCTb
oTCce4yeHud

Buoumoe npocTpaHCcTBO

e OTceyeHne — 60nbLLAA YacTb COOPKM MPUMUTUBOB. ITO YHUUTOXKEHME YacTeN reoMeTpuH,

BblMNadadloWnUX 3a NOAYNPOCTPAHCTBO, onpeaeneHHoe na1oCKOCTbiO
* OTceyeHuUe TOUEK NPOCTO OTBepraeT nainm He OTBepPraeT BepLnHy
e OTceyeHmne IMHUN UNN NONTNTOHOB MOMKET ﬂ,06aBVITb AO0NnoNHUTEe/IbHble BEPLLUNHbDbI B

3dBUCNMOCTU OT TOTO, Kak MMEeHHO JTINHUA UTN NMONTUTOH OTCEKAIOTCA



CbopKa NpUMUTMBOB. YTO Aanblue

[lepcneKkTMBHOE pa3geneHue
Onepaumnu c nopTom NpocmoTpa (viewport)
Ecnn BKNOYEH peXXMM, TO BbINONHAETCA TECT HA INLIEBbIE FPaHMU

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

PacTtepusaumna — aTo npouecc npeobpa3oBaHUA reEOMETPUYECKUX N MUKCENbHbIX AaHHbIX
BO GparmeHTbl

Kaxkabih pparmeHT COOTBETCTBYET NUKCENto B bydepe Kagpa

Mpu pa3BepTKe ABYX BEPLUMH B IMHUIO NN BbIYUC/IEHUN BHYTPEHHUX NUKCENE NOUToHa
NMPUHUMALIOTCA B pacyeT

* WabAOHbI IMHUIM U MONUTOHOB

* TOJ/LLMHA INHUU

* pasmep ToYeK

* MOAeNb 3a/IUBKMU

* BblYMCNEHUNA CBA3AHHbIE CO CMNA*KMBAHNEM
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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/loXKeHUE, cmellnBaHue useToB (dithering), nornyeckume
onepauum U MacKMpoBaHUe C MOMOLLbIO BUTOBON MACKM
HaKkoHel, pparmeHT 3aHOCUTCA B COOTBETCTBYIOLLMN Bydep, rae CTaHOBUTCA NMUKCENEM



HanoxeHune TeKCTypbl

* EcnuM Mcnonb3yeTca HECKO/IbKO M306parKeHN TEKCTYP, Pa3yMHO MOMECTUTb UX B 06 bEKTbI
TEKCTYPbI, YTOObI MOMKHO ObINI0 NETrKO NEepPEeKNOYaATLCA MEXAY HUMMU

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

TEKCTYPHaA NamaTb
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Onepaunmn Had NUMKCeNAMM

[laHHble 0 NKUKcenax cneaytoT B KoHBelepe OpenGL napannenbHbiM nyTem

MaccuBbl MUKCENbHbIX AAHHbIX U3 CUCTEMHOM NaMATM PacnakoBbIBAlOTCA, T.e. NpeobpasytoTca U3
Kakoro-nnbo ¢popmarta, B opmaT c HEOOXOAMMbIM YNCNOM KOMMOHEHT

[lanee paHHble MaclTabupyroTca M 06pabaTbiBaOTCA MUKCENbHBIMM KapTamu
Pe3ynbTaT CXKMMAEeTCA 1 3anucbiBaeTCsi B TEKCTYPHYIO NaMATb UM OTMPABAAETCA Ha 3Tan pacTepmsaumm

Ecnn nuKkcenbHble AaHHble YnTatloTcA U3 bydepa Kaapa, HaZ HUMU BbIMONHAOTCA MUKCE/bHbIE
onepauumn (pixel-transfer operations)

CyLLecTBYIOT cneumanbHble onepauum KonuposaHUA nukcene (pixel copy operations) ans

KONMPOBAHUA AaHHbIX U3 0AHOM YacTu bydepa Kaapa B Apyrme nnm ns bydpepa Kagpa B TEKCTYPHYIO
namaATb
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Ha 4TO MOXKeT bbiTb MOXOrKa Nporpamma?




CTapblM vs HOBbIM cTaHaapTbl OpenGL

int main() { //Bcero nopsgka 225 cTpok
InitWindow();
glewlnit();
Init();
while (window.isOpen()) {

main() {

Init();

glClearColor(0.0,0.0,0.0);

glClear(GL_COLOR_BUFFER_BIT);

glColor3f(1.0,1.0,1.0);

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

glBegin(GL_POLYGON);
glVertex3f(0.25,0.25,0.0);
glVertex3f(0.75,0.25,0.0);

glViewport(0, 0, event.size.width, event.size.height);

glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

D .
glVertex3f(0.75,0.75,0.0); w:?\\élvcg)\/’v display();
glVertex3f(0.25,0.75,0.0); } PRV
glEnd();

' . Release();
glFlush(); Redraw(); return 0:

} }



Tunbl AaHHbIX

Cythtbucbl THn gaHHBbIX THNHYHO COOTBETCTBYHIWMA THN A3bIKka C Twun, onpegeneddbid B OpenGL
b uenoe § but signed char GLbyte
5 uenoe 16 bur short GLshort
i uenoe 32 buta int wnw long GLint, GlLsizel
f YWCNO C NnaBarwel Todkoil 32 buta float GLfloat, GLclampf
d YWCNO C NNaBarkwen Todkol 64 buta double GLdouble, GLclampd
ud be3sHakosoe uenoe 8 Gur unsigned char GLubyte, GLboolean
us be3sHakoeoe uence 16 bur unsigned short GLushort
ui be3sHakoeoe uence 32 buta unsigned int unu unsigned long GLuint, GLenum, GLbitfield
2023 KomnbtoTepHan rpaduka [lemaHeHko .M. 0dY 29




[TepBoe NPUNOKEHME

Ha npumepe nabopatopHown, paspabotaHHomn O. ApyTioHoBbIM 1 C. [lytoHOBbIM



Heobxoanmble MAEHTUPUKATOPDI

// |D wenaepHoOM nporpammol
GLuint Program;

// |D aTpnbyta

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 }
7
// Nepepnaem BepwmnHbl B bydep
glBindBuffer(GL_ARRAY_BUFFER, VBO);
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);

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

}



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 dbyHKUMKU ecTb B NnabopaTopHOM



InitShader. PparmMeHTHbIN Wenaep

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

// Nepenaem ncxogHbIN Koa
glShaderSource(fShader, 1, &FragShaderSource, NULL);

// Komnununpyem wengep
glCompileShader(fShader);

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

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



engepHas NPorpamma

// Co3paem nporpammy v NpUKpenIsem Wwenaepbl K Hew
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::endl;
return;

}

checkOpenGLerror();



Hy a Tenepb pucyem

void Draw() {
glUseProgram(Program); // YcTaHaBnMBaem LenaepHyo Nporpammy TekyLLen

glEnableVertexAttribArray(Attrib_vertex); // Bkntoyaem maccus aTpmnbyTtos
glBindBuffer(GL_ARRAY_BUFFER, VBO); // Noakntouaem VBO

// YkasbiBas pointer O npu noakatoyeHHoOM bydepe, Mbl YKasbiBaem 4YTo gaHHble B VBO
glVertexAttribPointer(Attrib_vertex, 2, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0); // Otkntouaem VBO

glDrawArrays(GL_TRIANGLES, 0, 3); // Nepepaem gaHHble Ha BUAEOKaPTY(pucyem)

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

checkOpenGLerror();



g|DrawArrays(GL TRIANGLES, O, 3);
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OcBoboxkaeHne pecypcos

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

// OcBoboxKaeHue Wwenaepos

void ReleaseShader() {
// Nepepasasn HOMb, Mbl OTK/IOYaEM LIENAEePHYI0 NPOorpammy
glUseProgram(0);
// Yoanaem wenaepHyto nporpammy
glDeleteProgram(Program);

}



Jlntepatypa: Red Book=old Red Book+Orange Book
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Graphics Programming

Includes Complete Coverage of the OpenGL® Shading Language!

OpenGL

Programming Guide
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The Official Guide to Learning
OpenGL®, Version 4.3

‘Today’s OpenGL software interface enables to produce high-quality

computer-generated images and interactive applications using 2D and 3D objects, color images,

and programmable shaders.
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OpenGL programming techniques.
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taught OpenGL for twenty years. SELLERS, coauthor of OpenGL* SuperBible,
‘manages OpenGL Software Development at AMD. He authored many OpenGL feature specifications
and helped bring OpenGL ES to desktop computers. JOHN KESSENICH, OpenGL Shading Language
Specification Editor, consults at LunarG, Inc., building compiler technology for GLSL. He helped develop
OpenGL 2.0 and OpenGL ES 2.0 at 3Dlabs and Intel. BILL LICEA-KANE is Principal Member of
Technical Staff at AMD, is a coauthor of OpenGL® Shading Language Guide, and chairs the OpenGL
Shading Language technical subgroup.
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