VAO, VBO, EBO

KomnbtloTepHas rpadpumka



Vertex buffer objects (VBO) — 0bbeKTbl BepLIMHHOIo bydepa

Ob6basneHne naeHTUPUKaTopa
NHnumnanusaumna bydepa

OcHOBHasA 4YacTb (ynpaB/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); // NpuBsa3Ka 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: gaHHble 6yayT 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 },
Iy
glBindBuffer(GL_ARRAY_BUFFER, VBO);
// Mepepaem BepwuHbl B bydep
glBufferData(GL_ARRAY_BUFFER, sizeof(triangle), triangle, GL_STATIC_DRAW);
checkOpenGLerror();

}



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

//A npun oTpucosKe 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");



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); // OTkntoyaem maccms aTpmbyTos
glUseProgram(0); // OTKnto4yaem WwenaepHyo nporpammy

checkOpenGLerror();
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void Draw() { //ky6
glUseProgram(Program); // YcTaHaBnAuBaem WeNaepHYIO NPorpammy TeKyLlen
glEnableVertexAttribArray( ); // BKnoyaem maccms aTpmnbyTOB
glBindBuffer(GL_ARRAY_BUFFER, VBO); // Nogkntouyaem 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); // OTkntouaem maccus aTpubyTos
glUseProgram(0); // OTKntoyaem wenaepHyto nporpammy

checkOpenGLerror();
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dopmaT BEPLUMHHOTO bydepa

[1NOTHO ynaKoBaHHbIN bydep

BEPUWMHA 1 BEPLWHA 2 BEPLWMHA 3

noznuna:

WAL: 12 —>
-CMEWEHWE: @
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OcsoborxkaeHune bydpepa

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

glDeleteBuffers(1, &VBO);
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[TlepemeHHble ¢ naeHTuduKaTopamm |1D

// |D aTpnbyTa BepLInH
GLint Attrib_vertex;

// |D aTpnbyTa uBeTa
GLint Attrib_color;

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

GLuint VBO_color;



[1Ba 3Ha4YeHMsA ANA KaxKA0W BEPLLUMHbI

void InitVBO() {
glGenBuffers(1, &VBO_position);
glGenBuffers(1, &VBO_color);
// BeplwuHbI TpeyrosbHMKa
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);

// Mogknioyaem 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();



VBO B namATK: KOOPAMHATbLI U LUBET

VERTEX 1 VERTEX 2 VERTEX 3

POSITION:

STRIDE: 24 ———
-OFFSET:0 | |
COLOR: ———— STRIDE: 24 ——

- OFFSET: 12 —»

2023



[1Ba 3Ha4YeHUsa A1 KaxXA0W BEPLUMHbI B OAHOM bydepe

void InitVBO() {
glGenBuffers(1, &VBO);
// BepLluHbl 1 UBET TPEeYrolbHUKa
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: 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);

// ATpubyT 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: 0 | | |
COLOR: p———— STRIDE: 32 ————

= OFFSET:12 ¥ =

STRIDE: 32 ————
——— OFFSET: 24—

TEXTURE:
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VBO: KooOpaAMHaThI, LLBET U TEKCTYPA

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

// Nogkntouyaem VBO
glBindBuffer(GL_ARRAY_BUFFER, VBO);

// ATpnbyT c KoopanHaTaMu

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)0);

// ATpnbyT Cc UBeTOM

glVertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)(3* sizeof(GLfloat)));
// ATpUBYT C TEKCTYpPOI

glVertexAttribPointer(2, 2, GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)(6 * sizeof(GLfloat)));



KaK BbIBECTW ABa pa3HbIX 0ObEKTa?






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 WengepHas nporpamma

glUseProgram(ProgramT);
glEnableVertexAttribArray(Attrib_vertex);

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_vertex, 3, GL_FLOAT, GL_FALSE, 0, 0);
glDrawArrays(GL_TRIANGLES, 0, 36);

glBindBuffer(GL_ARRAY_BUFFER, 0);
glDisableVertexAttribArray(Attrib_vertexC);
glUseProgram(0);



MOXHO 1 XpaHUTb B oAHOM bydepe ?



bydep AaHHbIX

VERTEX 1 VERTEX 2 VERTEX 3
X YZ R GB ST X Y ZRGUBSTXTYZRGGHE BS ST
POSITION; ——— STRIDE: 32 —————
- OFFSET: 0 |
COLOR: | STRIDE: 32—
- OFFSET:12 ¥ | |
TEXTURE: —— STRIDE: 32 ————»

——— OFFSET: 24 ——

NHpopmaumna o nosmummn xpaHutcs B 32 6utHom (4 6aiTa) 3Ha4YEHUM C NAaBaloWEN TOYKON.

Kaxkpgasa nosmyma popmupyetca u3 3 3Ha4YEHUN.

He cywecTByeT HUKAKOro pasaenutena mexay Habopamum ns 3 sHaueHuin. Takon bydep Ha3biBae€TCA NNOTHO YNAaKOBAHHbIM.
[MepBOe 3Ha4YeHMe B NepedaHHbIX AaHHbIX — 3TO Ha4vano bydepa.

2023



[1aHHble 13 TOTo *Ke bydepa, HO CMELLEHHbIE

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

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

// ATpUBYT C TEKCTYPHbIMM KOOPAMHATaAMU
glVertexAttribPointer(2, 2,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)(6 * sizeof(GLfloat)));
glEnableVertexAttribArray(2);



KaK BbIBECTM 1Ba OZAMHAKOBbLIX 0ObeKTa?







VBO (0bbeKTbl bydepa BepLimH)

Ob6beKT bydepa BepnH — 370 obnacTb bydpepa namaTn, co3gaHHan B 061acT namaTtu
rpaduryYecKom KapTbl, KOTOPaa UCNOAb3YETCA ANA XPaHEHUA PA3/IUUYHbIX TUNOB MHPOPMaL NN
aTpnbyTOB BEPLUMH, TAKUX KaK KOOPAMHATbI BEPLUNH, BEKTOPbI BEPLUWUH U AaHHbIE LBETA BEPLUMH.

Bo Bpemsa peHaepuHra pasinyHble aTpubyTHble AaHHble BepLUNH MOTYT ObiTb B3ATbI
HenocpeacteeHHO U3 VBO. NockonbKy VBO Haxoautca B BUAEONaMATU, eMY He HYXKHO
nepepasatb AgaHHble n3 CPU, n apdpekTtnsHocTb 06paboTKuM BbiLLE.

MorxHo co3gaTtb mHoro VBO, u kKaxabit VBO nmeet cBon YHUKaNbHbIM MAEHTUPUKALMOHHbBIN
naeHtTndunkatop B OpenGL. ITOT AEHTUPUMKATOP COOTBETCTBYET KOHKPETHOMY agpecy
Bungeonamatn VBO. Yepes aTOT MAEHTUPUMKATOP MOXKHO NOAYHYUTb AOCTYN K AaHHbIM B
KOHKpeTHOM VBO.



VAO (obbekT Vertex Array)

* CoxpaHAeT KOMBUHaLMIO COCTOAHUM BCex aTPUOYTOB AaHHbIX BEPLUNHbI, COXpaHseT dopmaT
NLaHHbIX BEPLUWHBI U CCbINKY Ha VBO, Tpebyemyto AaHHbIMW BEPLUUHBI.



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.

* [MpenMmyLLecTBO 3TOro MeTOAa B TOM, YTO HaM TpebyeTcss HACTPOUTb aTPUBYTbI /INLLb e4UHOXKADI,
a Bce nocneaytolme pasbl byget ncnonb3osaHa KoHpurypauma VAO.

* Tak)Ke TaKoW MeToa ynpouwaeT CMEHY BEPLUNHHbBIX AaHHbIX M KOHPUrypauumn atpmbyToB NPOCTbiM
npuBAasbiBaHMem pasnmnydHbix VAO.



B3anmmocBA3n 0OBbEeKTOB
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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]




VAO XpaHUT

* Bbi3oBbl glEnableVertexAttribArray nnu glDisableVertexAttribArray
* KoHdurypaumm atpnbyTtos, BbinonHeHHas Yyepes 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) nnan Index Buffer Object (I1BO)

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

* Mbl MOXXEeM OTPUCOBATb YETbIPEXYFO/IbHMK C MOMOLLbIO 2 TPEYTONbHUKOB.



HeTbIpexyroabHUK

GLfloat vertices[] = {

// MepBbIN TPEeyronbHUK

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, // BepxHuit npaBbi 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 neBbiii yron
Iy
GLuint indices[] = {
0, 1,3, //NepBbi TpeyroNbHUK

1,2,3 //BTopoit TpeyroibHuUK

I



MHAOEKCHbIM BydepHbin 0bbeKT EBO

* AHanor UHAEKCHOro maccmea 414 MaccmBa BEPLIUH
¢ Co,u,epmwv\oe, XpaHALWEECA B EBO, aBnaetcAa MHAEKCOM MeCTOMNOJIOXKEHMUA.

* TaK)Ke ABNAETCA YacCTbio 6yc|)epa NamAaTu B BUAEOMNAMATH.



Co3aaHue EBO (IBO)

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)

VAD 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

element buffer object

VAOD 2

attribute pointer O
attribute pointer 1
attribute pointer 2

attribute pointer 15

element buffer object
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VBO 1

pos[0] pos[1] pos[2] pos[3] _ pos[n]

VBO 2
pos[0] col[0] pos[l] col[l] . colln]

strides

EBO 2
index data

| EBO 1
index data



// ..:: 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. YcTaHaBnnBaem yKasaTenu Ha BepLUNHHbIe aTpMbyTbl
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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