VAO, VBO, EBO

KomnbtloTepHas rpadpumka



Vertex buffer objects (VBO) — 0bbeKTbl BepLIMHHOIo bydepa

Ob6basneHne naeHTUPUKaTopa
NHnumnanusaumna bydepa

OcHOBHasA 4YacTb (ynpas/ieHMe BbIBOAOM)
OcBoboxaeHne bydpepa



ObbaBaeHUe NAEHTUPUKATOPA

// |D Vertex Buffer Object
GLuint VBO;






MHunumannsauma bydepa

void InitVBO() {
glGenBuffers(1, &VBO); //co3paHune bydepa
Vertex triangle[3] ={ {-1.0f, -1.0f }, {0.0f, 1.0f}, {1.0f, -1.0f } }; // BepwuHbI TpeyronbHunKa
glBindBuffer(GL_ARRAY_BUFFER, VBO); // MpuBsa3Ka nnu aktnsauua bydepa
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW); // Nepenaém BepLunHbl B bydep

checkOpenGLerror();



3 pexmma

 GL_STATIC_DRAW: aaHHblie nMbo HUKOrga He byayT U3MeHATbCA, "Mbo byayT U3MEHATLCA OYEHb PeaKo
* GL_DYNAMIC_DRAW: gaHHble byayT MeHATbCA A0BOJIbHO 4acTo

e GL_STREAM_DRAW: aaHHble byayT MeHATbLCA NPM KaXKA0M OTPUCOBKe
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void InitVBO() {

glGenBuffers(1, &VBO);

Vertex triangle[] ={ // BepwuHbl KybunKa
{-0.5,-0.5,+0.5},{-0.5, +0.5, +0.5 }, { +0.5, +0.5, +0.5 },
{+0.5, +0.5, +0.5}, { +0.5, -0.5, +0.5 }, { -0.5, -0.5, +0.5 },
{-0.5,-0.5,-0.5} {+0.5, +0.5,-0.5 }, { -0.5, +0.5, -0.5 },
{+0.5, +0.5,-0.5},{-0.5,-0.5,-0.5 }, { +0.5, -0.5, -0.5 },

{-0.5,+0.5,-0.5},{-0.5, +0.5, +0.5 }, { +0.5, +0.5, +0.5 },
{+0.5, +0.5, +0.5 }, { +0.5, +0.5, -0.5 }, { -0.5, +0.5, -0.5 },
{-0.5,-0.5,-0.5},{+0.5,-0.5, +0.5}, {-0.5, -0.5, +0.5 },
{+0.5,-0.5,+0.5},{-0.5,-0.5, -0.5 }, { +0.5, -0.5, -0.5 },

{+0.5,-0.5,-0.5}, { +0.5, -0.5, +0.5 }, { +0.5, +0.5, +0.5 },
{+0.5, +0.5, +0.5 }, { +0.5, +0.5, -0.5 }, { +0.5, -0.5, -0.5 },
{-0.5,-0.5,-0.5},{-0.5, +0.5, +0.5 }, { -0.5, -0.5, +0.5 },
{-0.5,+0.5,+0.5},{-0.5,-0.5,-0.5}, {-0.5, +0.5,-0.5 },
7
glBindBuffer(GL_ARRAY_BUFFER, VBO);
// Mepepaem BepwuHbl B bydep
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);
checkOpenGLerror();

}



dopmaT BEPLUMHHOTO bydepa

[1NOTHO ynaKoBaHHbIN bydep

BEPUWMHA 1 BEEFLIWHA 2 BEPLWMHA 3

noznLna:

WaL: 12 —p
-CMEWEHHWE: @
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void Init() {
InitShader();
InitVBO();
// BKntoyaem npoBepKy rnybuHbl
glEnable(GL_DEPTH_TEST);

//A npu oTpncoBKe He 3abbiBaem
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);

2024 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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COOTHOCUM [laHHble B MPOrpaMmmMe 1 B LLenaepe

// BboitTarnsaem ID aTpnbyTa BepLUNH U3 cOBpaHHOM Nporpammb

Attrib_vertex = glGetAttribLocation(Program, "coord");



Hanam oTamyma B caeayiowmx 2-x cnanaax



void Draw() { //TpeyronbHuk
glUseProgram(Program); // YcTtaHaBnnBaem LenaepHYO Nporpammy TekyLlen
glEnableVertexAttribArray( ); // Noaxknoyaem maccus aTpmbyTOB
glBindBuffer(GL_ARRAY_BUFFER, VBO); // Noakntoyaem VBO
// YKa3biBaem, KaK 1 Kyaa uMtaem gaHHble 13 VBO
glVertexAttribPointer(Attrib_vertex, 2, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0); // Otkntoyaem VBO
glDrawArrays(GL TRIANGLES, 0, 3); // Pucyem
glDisableVertexAttribArray(Attrib_vertex); // OTkntouaem maccus aTprbyToB
glUseProgram(0); // OTKnto4yaem WwenaepHyo nporpammy

checkOpenGLerror();
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2024

void Draw() { //ky6
glUseProgram(Program); // YcTaHaBnAuBaem WeNaepHYIO NPorpammy TeKyLlen
glEnableVertexAttribArray(Attrib vertex); // Bkntoyaem maccus aTpubyTtos
glBindBuffer(GL_ARRAY_BUFFER, VBO); // NMoakntoyaem VBO
// YKa3biBaem, KaK 1 Kyaa yMtaem gaHHble u3 VBO
glVertexAttribPointer(Attrib_vertex, 3, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0); // Otkntouaem VBO
glDrawArrays(GL_TRIANGLES, 0, 36); // Pucyem
glDisableVertexAttribArray(Attrib_vertex); // OTkntouyaem maccus aTpubyTos
glUseProgram(0); // OTKntoyaem wenaepHyto nporpammy

checkOpenGLerror();

KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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OcsoborxkaeHune bydpepa

void ReleaseVBO() {
glBindBuffer(GL_ARRAY_BUFFER, 0);

glDeleteBuffers(1, &VBO);



2024
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[TlepemeHHble ¢ naeHTuduKaTopamm |1D

// |D aTpnbyTa BepLInH
GLint Attrib_vertex;

// |D aTpnbyTa uBeTa
GLint Attrib_color;

// 1D VBO BepLuH
GLuint VBO_position;
// ID VBO uBeTta

GLuint VBO_color;



[1Ba 3Ha4YeHMsA ANA KaxKA0W BEPLLUMHbI

void InitVBO() {
glGenBuffers(1, &VBO_position);
glGenBuffers(1, &VBO_color);
// BepLunHbI TpeyronbHMKa
Vertex triangle[3] ={ {-1.0f, -1.0f, 0.0f }, { 0.0f, 1.0f, 0.0f }, { 1.0f, -1.0f, 0.0f } };
// LiBeT TpeyroabHUKa
float colors[3][4] ={{ 1.0, 0.0, 0.0}, {0.0, 1.0, 0.0}, { 0.0, 0.0, 1.0}, };

// NMepenaem BeplwmnHbI B bydep

glBindBuffer(GL_ARRAY_BUFFER, VBO_position);
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);
glBindBuffer(GL_ARRAY_BUFFER, VBO_color);
glBufferData(GL_ARRAY_BUFFER, sizeof(colors), colors, GL_STATIC_DRAW);
checkOpenGLerror();
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void Draw() {
glUseProgram(Program); // YctaHaBnuBaem WwenaepHy0 Nporpammy TEKYLLEH
// BKntoyaem maccuBbl aTpmMbyTOB
glEnableVertexAttribArray(Attrib_vertex);
glEnableVertexAttribArray(Attrib_color);

// Moaknioyaem VBO position

glBindBuffer(GL_ARRAY_BUFFER, VBO_position);
glVertexAttribPointer(Attrib_vertex, 3, GL_FLOAT, GL_FALSE, 0, 0);
// Moaknioyaem VBO color

glBindBuffer(GL_ARRAY_BUFFER, VBO_color);
glVertexAttribPointer(Attrib_color, 3, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_BUFFER, 0); // Otkntouaem VBO
glDrawArrays(GL_TRIANGLES, 0, 3); // Nepepaem gaHHble Ha BUAEOKapTy(pucyem)
// OTKntoyaem maccmBbl aTpMbyTOB
glDisableVertexAttribArray(Attrib_vertex);
glDisableVertexAttribArray(Attrib_color);

glUseProgram(0); checkOpenGLerror();



[1Ba 3Ha4YeHUsa A1 KaxXA0W BEPLUMHbI B OAHOM bydepe

void InitVBO() {
glGenBuffers(1, &VBO);
// BepLwuHbl 1 UBET TPeyroibHUKa
float attrib[3][6] = { {-1.0f, -1.0f, 0.0, 1.0, 0.0, 0.0}, {0.0f, 1.0f, 0.0, 0.0, 1.0, 0.0}, {1.0f, -1.0f, 0.0, 0.0, 0.0, 1.0}, };

// Mepenaem BeplwmnHbI B bydep
glBindBuffer(GL_ARRAY BUFFER, VBO);
glBufferData(GL_ARRAY_BUFFER, sizeof(attrib), attrib, GL_STATIC_DRAW);

checkOpenGLerror();
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VBO B namATK: KOOPAMHATbLI U LUBET

VERTEX 1 VERTEX 2

POSITION: STRIDE: 24 ————
-OFFSET: 0 | |
COLOR: ———— STRIDE: 24 ————
~OFFSET: 12—

2024 KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY
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VBO: KoopanMHaTbl U UBET

glEnableVertexAttribArray(0);
glEnableVertexAttribArray(1);

// Noaknioyaem VBO
glBindBuffer(GL_ARRAY_BUFFER, VBO);

// ATpubyT c KoopaMHaTamm

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 6 * sizeof(GLfloat), (GLvoid*)0);

// ATpnbyT C UBETOM

glVertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 6 * sizeof(GLfloat), (GLvoid*)(3* sizeof(GLfloat)));



VBO B namAaTn: KOOPAMHATLI, LLBET U TEKCTYpPa

VERTEX 1 VERTEX 2 VERTEX 3

X Y Z R 6 B ST X Y Z R G B STXYZI R G B ST

POSITION: STRIDE: 32 ——

~OFFSET: O | ! ;
COLOR: e STRIDE: 32 ——/

= OFFSET:12 ¥ =

STRIDE: 32 ————
——— OFFSET: 24 —

TEXTURE:
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VBO: KoopAnHaThI, UBET N TEKCTYPa3

glEnableVertexAttribArray(0);
glEnableVertexAttribArray(1);
glEnableVertexAttribArray(2);

// Mogkniouyaem VBO
glBindBuffer(GL_ARRAY_BUFFER, VBO);

// ATpubyT c KoopaMHaTamm
glVertexAttribPointer(0,3,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)0);
glEnableVertexAttribArray(0);

// ATpubyT Cc uBeTom
glVertexAttribPointer(1,3,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)(3* sizeof(GLfloat)));
glEnableVertexAttribArray(1);

// ATPUBYT C TeKCTYPHbIMW KOOPAUHATaMU
glVertexAttribPointer(2, 2,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)(6 * sizeof(GLfloat)));
glEnableVertexAttribArray(2);



KaK BbIBECTW ABa pa3HbIX 0ObEKTA?



2024
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BapuaHT: ABa bydepa, ABe WenaepHblie NPorpammb

void Draw() { //TeTpasgp
glUseProgram(ProgramT);
glEnableVertexAttribArray(Attrib_vertexT);
glBindBuffer(GL_ARRAY BUFFER, VBOT);
glVertexAttribPointer(Attrib_vertexT, 3, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY BUFFER, 0);
glDrawArrays(GL_TRIANGLES, 0, 12);
glDisableVertexAttribArray(Attrib_vertexT);
glUseProgram(0);

checkOpenGLerror(); void Draw() { //ry6
} glUseProgram(ProgramC);

glEnableVertexAttribArray(Attrib_vertexC);
glBindBuffer(GL_ARRAY_BUFFER, VBOC);
glVertexAttribPointer(Attrib_vertexC, 3, GL_FLOAT, GL_FALSE, 0, 0);
glBindBuffer(GL_ARRAY_ BUFFER, 0);

gIDrawArrays(GL_TRIANGLES, 0, 36);
glDisableVertexAttribArray(Attrib_vertexC);

glUseProgram(0);

checkOpenGLerror();



BapuaHT: aBa bydepa, oaHa wWengepHas nporpamma

glUseProgram(ProgramT);
glEnableVertexAttribArray(Attrib_vertexT);
glEnableVertexAttribArray(Attrib_vertexC);

gIBindBuffer(GL_ARRAY BUFFER, VBOT);
glVertexAttribPointer(Attrib_vertexT, 3, GL_FLOAT, GL_FALSE, 0, 0);
glDrawArrays(GL_TRIANGLES, 0, 12);

gIBindBuffer(GL_ARRAY BUFFER, VBOC);
glVertexAttribPointer(Attrib_vertexC, 3, GL_FLOAT, GL_FALSE, 0, 0);
gIDrawArrays(GL_TRIANGLES, 0, 36);

gIBindBuffer(GL_ARRAY_BUFFER, 0);

glDisableVertexAttribArray(Attrib_vertexT);

glDisableVertexAttribArray(Attrib_vertexC);
glUseProgram(0);



KaK BbIBECTM Z1Ba OZAIMHAKOBbLIX 0ObeKTa?






2024
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Pa3nmnyHbie B1uabl bypepos



VBO (0bbeKTbl bydepa BepLimH)

Ob6beKT bydepa BepLnH — 370 obnacTb bydpepa namaTh, co3gaHHas B 06,1acT namaTu
rpadmnyeckor KapTbl, KOTOPaAs UCNOAb3YeTCs ANA XPaHEHNA PA3INYHbIX TUNOB MHOPMaL MK
aTpubyToB BEPLUMH, TAKMX KaK KOOPAWHATbLI BEPLUNH, BEKTOPbI BEPLUNH N AaHHbIe UBeTa BEPLUUH.

Bo Bpemsa peHAepuHra pasinyHblie aTpUbyTHble AaHHbIe BEPLUNH MOTYT ObiTb B3ATbI
HenocpeactseHHO U3 VBO. [Nockonbky VBO HaxoaAnTCA B BUAEOMNAMATU, EMY HE HYXKHO
nepenasaTb AaHHble U3 CPU, n apdpeKTuBHOCTb 06paboTKM BbiLLE.

Mo»Ho co3aaTb mHOro VBO, u kaxapin VBO nmeet cBoM YHUKANbHbIN MAEHTUDUKALMOHHbIN
naeHtTndunkatop B OpenGL. 3TOT MAEHTUPUMKATOP COOTBETCTBYET KOHKPETHOMY aapecy
Bnaeonamatn VBO. Yepes 3TOoT MAEHTUPUKATOP MOKHO NOAYHYUTb AOCTYN K AAHHbIM B
KOHKpeTHOM VBO.



VAO (obbekT Vertex Array)

* CoxpaHAeT KoMbUHaLMIO COCTOAHUIM BCeX aTPUOYTOB AaHHbIX BEPLUWHbI, COXpaHAeT ¢opmar
AAHHbIX BEPLUMHbI U CCbINKY Ha VBO, Tpebyemyto AaHHbIMU BEPLLUHBI.



Vertex Array Object (VAO) — obbeKT BEPLUMHHOMO MACCUBA

* Ob6beKT BepwmnHHOro maccuaa (VAO) moxKeT bbITb TaKk»Ke npuBsa3aH Kak n VBO, 1 nocne 31oro Bce
nocaeayoLLme Bbi30Bbl BEPLUMHHbIX aTpubyToB 6yayT XpaHutbea B VAO.

* [MpeMmyLLLecTBO 3TOro MeToAa B TOM, YTO HaM TPebyeTcs HAaCTPOUTb aTPUBYTbI INLLb eAUHOXKADI,
a Bce nocneaytolme pasbl byget ncnonb3osaHa KoHpurypauma VAO.

* TaKKe TakoW MeToA ynpouwaeT CMeHy BEPLIMHHbIX AaHHbIX U KOHOUTYPaLKUN aTPNOYTOB NPOCTbIM
npuBAasbiBaHMem pasnmnydHbix VAO.



B3anmmocBA3n 0OBbEeKTOB

2024

VAD 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

VAD 2

attribute pointer 0
attribute pointer 1

pos[0] pos[1]

stride

attribute pointer 2

attribute pointer 15

pos[0] col[0]

VBO 1

pos[2]

VBO 2
pos[1]

strides

pos[3]

col[1]
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VAO XpaHUT

* Bbi3oBbl glEnableVertexAttribArray nnu glDisableVertexAttribArray
* KoHdurypaumm atpmbyTos, BbinonHeHHaaA vyepes glVertexAttribPointer

* VBO, accounmnpoBaHHble C BEPLMHHbIMKU aTpmnbyTamm ¢ nomoubto glVertexAttribPointer
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[lpouecc reHepaumnm VAO

GLuint VAO;
glGenVertexArrays(1, &VAO);



YTO HY*HO, 4TODbI Mcnonb3oBaTh VAO?

//Koa Huumnanusaumm BbiNnoNHAETCA eAUHOXAbl, €C/IN, KOHEYHO, 0OBEKT He byaeT 4YacTo U3MEHSATbLCS
glBindVertexArray(VAO); //MpusasbiBaem VAO

// Konupyem maccus BeplunH B bydep ans OpenGL
glEnableVertexAttribArray(Attrib_vertex);

glBindBuffer(GL_ARRAY_BUFFER, VBO);

glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);
//YcTaHaBnMBaem yKasaTenn Ha BEpPLUUHHbIE aTpUOYTbI

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);
glEnableVertexAttribArray(0);

//OTBA3bIBaem VAO
glBindVertexArray(0);



N Toraa ...

glUseProgram(shaderProgram);
glBindVertexArray(VAO);
glDrawArrays(GL_TRIANGLES, 0, 3);
glBindVertexArray(0);



Element Buffer Object (EBO) nnn Index Buffer Object (I1BO)

* [peanonoKMm, YTo HaM HaJo OTPUCOBATb HE TPEYTrO/IbHUK, @ YETbIPEXYTO/IbHUK.

e Mbl MOXKEeM OTPUCOBATb YETbIPEXYTONIbHUK C MOMOLLbIO 2 TPEYroNbHUKOB.
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HeTbIpexyroabHUK

GLfloat vertices[] = {

// NepBbi TPEYronbHUK

0.5f, 0.5f, 0.0f, // BepxHuin npaBbii yron
0.5f, -0.5f, 0.0f, // HuxHWIA npaBsbin yron
-0.5f, 0.5f, 0.0f, // BepxHuit nesblit yron
// BTopow TpeyronbHuK

0.5f, -0.5f, 0.0f, // HuxHWIA npaBsbin yron
-0.5f, -0.5f, 0.0f, // Hu»kHWiA neBbiii yron
-0.5f, 0.5f, 0.0f // BepxHwuii neBblii yron



Jlydlie TaK

GLfloat vertices[] = {

0.5f, 0.5f, 0.0f, // BepxHuin npaBbiin yron
0.5f, -0.5f, 0.0f, // HuxHWiA npasbi yron
-0.5f, -0.5f, 0.0f, // HuskHWIA neBbili yron
-0.5f, 0.5f, 0.0f // BepxHwuit nesbiii yron
Iy
GLuint indices[] = {
0, 1,3, //NepBbi TPeyroibHUK

1,2,3 //BTopoit TpeyroibHuUK

I



MHAOEKCHbIM BydepHbin 0bbeKT EBO

* AHanor UHAEKCHOro maccmea A4N4 MaccmBa BEPLIUH
¢ Co,u,epmwv\oe, XpaHALWEECA B EBO, aBnaetcAa MHAEKCOM MeCTOMNOJIOXKEHMUA.

* TaK)Ke ABNAeTCA YacTbio 6yc|)epa NamAaTu B BUAEOMNaAMATH.



Co3aanune EBO (I1BO)

GLuint IBO;
glGenBuffers(1, &IBO);



gIBindBuffer(GL_ELEMENT_ARRAY_BUFFER, IBO);
glBufferData(GL_ELEMENT_ARRAY_BUFFER, sizeof(indices), indices, GL_STATIC_DRAW);

glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, IBO);
glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0);



VAO ¢ VBO u IBO (EBO)

VBO 1

VAD 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

pos[0] pos[l] pos[2] pos[3]

attribute pointer 15

VBO 2
pos[0] col[0] pos[1] col[1]

element buffer object

strides

VAOD 2

attribute pointer O
attribute pointer 1 —
attribute pointer 2

EBO 1
index data

attribute pointer 15

EBO 2
element buffer object

index data

2024 KomnbloTepHas rpadpuka emsaHeHKo A.M. HOPY

47



// ..:: Kog HMUmManusaumm :: ..
// 1. Npusasbisaem VAO
glBindVertexArray(VAO);
// 2. Konnpyem Hawm BepwmHbl B bydpep ana OpenGL
gIBindBuffer(GL_ARRAY BUFFER, VBO);
glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);
// 3. Konupyem Hawu nHAeKcbl B B bydpep ana OpenGL
glBindBuffer(GL_ELEMENT _ARRAY_BUFFER, IBO);
glBufferData(GL_ELEMENT_ARRAY_BUFFER, sizeof(indices), indices, GL_STATIC_DRAW);
// 3. YcTaHaBiMBaem yKasaTenu Ha BEPLUMHHbIE aTPpUDbYTbI
glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);
glEnableVertexAttribArray(0);
// 4. OtBasbiBaem VAO (HE IBO)
glBindVertexArray(0);

[...]

// ..:: Kog, oTpncoBKu (B UrpoBom UMKAE) :: ..
glUseProgram(shaderProgram);

glBindVertexArray(VAO);

glDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0)
glBindVertexArray(0);



	Слайд 1, VAO, VBO, EBO
	Слайд 2, Vertex buffer objects (VBO) — объекты вершинного буфера
	Слайд 3, Объявление идентификатора
	Слайд 4
	Слайд 5, Инициализация буфера
	Слайд 6, 3 режима
	Слайд 7
	Слайд 8
	Слайд 9, Формат вершинного буфера
	Слайд 10
	Слайд 11, Соотносим данные в программе и в шейдере
	Слайд 12, Найди отличия в следующих 2-х слайдах
	Слайд 13
	Слайд 14
	Слайд 15, Освобождение буфера
	Слайд 16
	Слайд 17, Переменные с идентификаторами ID
	Слайд 18, Два значения для каждой вершины
	Слайд 19
	Слайд 20, Два значения для каждой вершины в одном буфере
	Слайд 21, VBO в памяти: координаты и цвет
	Слайд 22, VBO: координаты и цвет
	Слайд 23, VBO в памяти: координаты, цвет и текстура
	Слайд 24, VBO: координаты, цвет и текстура
	Слайд 25, Как вывести два разных объекта?
	Слайд 26
	Слайд 27, Вариант: два буфера, две шейдерные программы
	Слайд 28
	Слайд 29, Как вывести два одинаковых объекта?
	Слайд 30
	Слайд 31
	Слайд 32, Различные виды буферов
	Слайд 33, VBO (объекты буфера вершин)
	Слайд 34, VAO (объект Vertex Array)
	Слайд 35, Vertex Array Object (VAO) — объект вершинного массива 
	Слайд 36, Взаимосвязи объектов
	Слайд 37, VAO хранит
	Слайд 38, Процесс генерации VAO 
	Слайд 39, Что нужно, чтобы использовать VAO?
	Слайд 40, И тогда …
	Слайд 41, Element Buffer Object (EBO) или Index Buffer Object (IBO)
	Слайд 42, Четырёхугольник
	Слайд 43, Лучше так
	Слайд 44, Индексный буферный объект EBO 
	Слайд 45, Создание EBO (IBO)
	Слайд 46
	Слайд 47, VAO с VBO и IBO (EBO)
	Слайд 48

