Bcé o paboTte ¢ bypepamu

KomnbtloTepHas rpadpumka



[lepenayva aaHHbLIX Yepes VBO




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
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);
 GL_STATIC_DRAW: aaHHblie nMbo HUKOrAa He byayT u3ameHATbCA, "Mbo byayT U3MEHATLCA OYEHb PeaKo
« GL_DYNAMIC_DRAW: gaHHble byayT MeHATbCA AOBO/bHO YAaCTO

 GL_STREAM_DRAW: aaHHble 6yayT MeHATLCA NPU KaXKA0W OTPUCOBKE



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 NNOTHO YNaKOBaAHHOMO BEPLLUMHHOMO bydepa

EEPLWHA 1 EEPLWHA 2 BEEPLWHA 3

MO3NLWSE:

WAL: 12 =—>
- CMEMEHWE: @
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He 3abbiBaem nNpo bydpep raybuHbl

void Init() {
InitShader();
InitVBO();
// BKntoyaem npoBepKy rybuHbl
glEnable(GL_DEPTH_TEST);

//A npun oTpucoBKe He 3abbiBaem
glClear(GL_COLOR_BUFFER_BIT | GL_DEPTH_BUFFER_BIT);
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COOTHOCUM [laHHble B MPOrpaMmmMe 1 B LLenaepe

// BboitTarnsaem ID aTpnbyTa BepLUNH U3 cOBpaHHOM Nporpammb

Attrib_vertex = glGetAttribLocation(Program, "coord");



Hanante oTanuma B cnegytowmx 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();

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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2025

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);



[lepenayva Apyrnx AaHHbIX Yepe3 VBO
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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—
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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)));



Kyb ¢ TEKCTYPOU M LBETOM

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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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);



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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KaK BbIBECTW ABa pa3HbIX 0ObEKTA?



2025
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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();



KaK BbIBECTM Z1Ba OZAIMHAKOBbLIX 0ObeKTa?






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 BbIBECTW ABa NOYTU OAMHAKOBbIX 0OBbEKTA?



2025
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Pa3nmnyHbie B1uabl bypepos



VBO (0bbeKTbl bydepa BepLimH)

Ob6bekKT bydepa BepwnH — 370 0bnacTb bydbepa namaATh, co3gaHHan B 06/1acT namaTn rpadpmuyecKou
KapTbl, KOTOpPaa UCNOAb3YETCA ANA XPaHEHUA Pa3IUYHbIX TUNOB MHPOPMaLMM aTPUOYTOB BEPLLUH,
TAaKUX KaK KOOPAMHATbl BEPLUNH, HOPMaau BEPLUUH, AHHbIE LiBETa BEPLUMH U T.1.

Bo BpemsA peHaepuHra pasinyHbie aTpUbyTHble AaHHble BEPLUNH MOTYT ObiTb B3ATbI
HenocpeacteseHHO U3 VBO. [Nockonbky VBO HaxoamTca B BUAEONAMATU, EMY HEe HYXXHO nepeaasaTtb
naHHble n3 CPU, 1 adppekTnBHocTb 06paboTKM BbliLLE.

MorKHo co3aaTb mHOro VBO, u kKaxabin VBO nmeet cBOW YHUKanbHbI naeHtudpukartop 8 OpenGL.
ITOT MUAEHTUPUNKATOP COOTBETCTBYET KOHKPETHOMY aapecy suaeonamatu VBO. Yepes stoT
NAEHTUOUKATOP MOXKHO MNONYYUTb AOCTYN K AaHHbIM B KOHKpeTHOM VBO.



VAO (0bbekT Vertex Array) — 0b6beKT BEPLUMHHOMO MAaCcCMBaA

XPaHUT KOHOUTYPaLIMIO BEPLUMHHBIX aTpnbyToB 1 npmssasKky bydepos (VBO), T.e.
* VAO 3anoMMHaeT, Kak opraHn3oBaHbl AaHHble B BepLNHHbIX bydpepax (VBO)
 OauH VAO = ogHa KOHbUTypauma mewa/obbeKkTa

* BmecTo NOBTOPHOM HAaCTPOMKKU aTPMOYTOB Nepes KaxKabiM pUCOBaHUEM, MOXKHO NPOCTO
npuneasatb VAO

Opyrumm cnoBamm, VAO XpaHUT BCHO MHPOPMALUIO O TOM, KaK A0/1KHbI ObITb 06paboTaHbl
BEPLUMHHbIE aTpMbyTbI (AaHHbIE) Ballen moaenu



Kakyto npobaemy pewaet VAO?

[nAa oTprcoBkM 0O6beKTa BaM HYXKHO BblNo nepes KaxablM BbI3OBOM OTPUCOBKU AenaTb ceaytoLee:
* [lpuBaAsaTb bydep BepwuH (gIBindBuffer)

* Bkntountb maccus aTpmbyToBs (glEnableVertexAttribArray)

* YKasaTb popmaT U pacnonorKeHmne AaHHbIX B bydepe (glVertexAttribPointer)

* BbI3BaTb pyHKUUIO OTpmcoBKM (gIDrawArrays nnm glDrawElements)

[Nna CNOXHOWM CUEHbl C MHOXXECTBOM OOBEKTOB 3TO NPUBOAUT K 60/1bLLOMY KO/IMYECTBY MOBTOPAIOLLMXCA
BbI3OBOB U AABNAETCA HEIPPEKTUBHDBIM.

VAQO pewaet 3Ty npobaemy, ynakosbiBas warun 1-3 8 oauH 06beKT. Bbl HacTpansaete VAO ogmH pas BO
BpeMA MHMLMANMN3ALUMN, a BO BPEMS OCHOBHOIO LMKAQ NPOCTO NpmBa3biBaeTe HYXHbi VAO 1 pucyete.



YTO MUMEeHHO XpaHUT BHYTPU ceba VAO?

* Kakune VBO npunBA3aHbl K KAKUM MHAEKCHbIM TOYKam aTpmnOyTOB.

* Hactponku us glVertexAttribPointer: Kak gaHHble n3 VBO ao/KHbl ObiTb MHTEPNPETUPOBAHDI
(pa3mep, TN, HOPpManM3aums, War, CMeLLEeHne).

e CoctosiHme glEnableVertexAttribArray ana Kaxxgoro atpnbyTta (BKAOYEH OH UM BbIKJKOYEH).
* [pussasaHHbIM EBO (Element Buffer Object / Index Buffer Object), echn oH ncnonbsyertcs.

BaxHo: VBO u EBO He asnatotca yactbto VAO Hanpamyto. OgHako VAO XpaHUT CBA3b C HUMM.
Koraa Bbl npunBasbiBaeTe VAO, OH aBTOMAaTMYECKU NPUBA3bIBAET CBA3aHHble C HUM bydepbl.

O61beKT BepwMHHOro maccua (VAO) moxkeT bbiTb TaK»Ke NpmuBA3aH Kak n VBO, n nocne 3toro Bce
nocneayroume Bbl30Bbl BEPLIMHHBIX aTpnbyToB byayTt xpaHutbca B VAO.



B3anmmocBA3n 0OBbEeKTOB

2025

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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[Tpemmywectsa Vertex Array Object (VAO)

* [lpenmyLLLecTBO 3TOr0 METoAa B TOM, YTO Ham TpebyeTcss HAaCTPOUTb aTPUBYTbI /INLLb eAUHOXKAbI, a BCe
nocneaytoline pasbl byget ncnosnb3osaHa KoHpurypauuma VAO.

e TaKkrKe TaKoM MeToA ynpoLLaeT CMEHY BEPLUMHHbIX AAHHbIX U KOHPUIypaumn aTpnbyToB NPOCTbIM
npuBA3sbiBaHMeM pa3nnyHbix VAO.

* 3HauyuTeNIbHO YNPOLWAET KoA, U AeNaeT ero Ynlle.

* [loBbiwaer npon3BoaAnUTE/IbHOCTD.



[lpouecc reHepaumnm VAO

GLuint VAO;
glGenVertexArrays(1, &VAO);



YTO HY*HO, 4TODbI Mcnonb3oBaTh VAO?

//Koa Hnumannsaumm BbiNnoNHAETCA eAUHOXAbl, €C/IN, KOHEYHO, 0OBEKT He byAeT 4YacTo U3MEHSATbLCS
glBindVertexArray(VAO); //Mpusasbisaem VAO

// Konnpyem maccus BeplinH B bydep ana OpenGL
glEnableVertexAttribArray(Attrib_vertex);

gIBindBuffer(GL_ARRAY_BUFFER, VBO);

glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);
//YcTaHaBnMBaem yKasaTenin Ha BepLUMHHbIE aTPUOYTbI

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

//OT1BA3bIBaem 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[] = {

// NepBblii TPEYroNbHUK

0.5f, 0.5f, 0.0f, // BepxHuit npasblii yron
0.5f, -0.5f, 0.0f, // HuxHUIM npaBbii yron
-0.5f, 0.5f, 0.0f, // BepxHuii neBbin yron
// BTopow TpeyronbHuK

0.5f, -0.5f, 0.0f, // HuxHUIM npaBbiit yron
-0.5f, -0.5f, 0.0f, // Hu»kHWiA neBbiii yron
-0.5f, 0.5f, 0.0f // BepxHuii nesbit yron

2025 KomnbtoTepHana rpadpuka demaneHko A.M. HOPY
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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);



Mcnonb3oBaHue EBO (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
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// ..:: 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);
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