HanoXeHune TeKCTyp

KomnbtoTepHas rpadpuka



3arpysKa TeKCcTyp

GLuint texture;

glGenTextures(1, &texture);

glBindTexture(GL_TEXTURE_2D, texture);
glTexImage2D(GL_TEXTURE_2D, 0, 3, photo_img->sizeX, photo _img->sizeY, 0, GL_RGB, GL_UNSIGNED_BYTE,

photo_img->data);



glTexlmage2D(GL_TEXTURE_2D, 0, 3, photo_img->sizeX, photo_img->sizeY,
0, GL_RGB, GL_UNSIGNED_BYTE, photo_img->data);

LleneBon TN TEKCTYpbI.

Mwunman-ypoBeHb, ANS TeKCTYpbl (6a3oBbin ypoBeHb paseH 0).
dopmat xpaHeHuna TekcTypbl (RGB).

LLInprHa pe3ynbTnpytoLwen TEKCTYpPbI.

BbicoTa pe3ynbTUpytoLen TEKCTYPbI.

[onxeH Bceraa bbiTb paseH 0 (Hachegme cTaporo Koaa).
dopmaT faHHbIX NCXOAHOTO M306paXKeHuUs.

Tvn AAHHbIX NCXOAHOTO M306parkeHus.

O 00 N o Uk W N E

daKTnyeckne gaHHble N3o0bparkeHus.



[ OTOBUM AaHHblE

float vertices[] = {

// KoopAnHaTbI // uBeta // TeKCTYpHbie KOOpAUHATbI
0.5f, 0.5f, 0.0f, 1.0f 0.0f 0.0f, 1.0f 1.0f //BepxHAA npasas

0.5f, -0.5f, 0.0f, 0.0f, 1.0f, 0.0f, 1.0f, 0.0f, // HWKHAA NnpaBasn
-0.5f, -0.5f, 0.0f, 0.0f, 0.0f, 1.0f, 0.0f 0.0f, // HW»KHAA neBaAn

-0.5f, 0.5f, 0.0f, 1.0f, 1.0f, 0.0f, 0.0f 1.0f // BepxHaa nesasn
I



[TNOTHO YyNnakoBaHHbIN bydep

BEPWWHA 1 BEPUWHA 2 BEPLWHA 3

NO3NUNA: —— UWAl: 12 —)
-CMEKEHHWE: @

NHbopmauma o KaxXaom KoopamHate No3numm XxpaHutca B 32 butHom (4 6anTa) 3Ha4YEeHUM C N1aBaloLLEN TOYKOMN.
Kaxaaa no3muma popmupyetca U3 3-x 3HaYyeHUn (KoopanHar).

He cywecTByeT HUKAKOro pasaenutens mexay Habopamu ns 3 3HayeHm. Takon bydep Ha3bIiBaeTcA NNOTHO
YNAaKOBaHHbIM.

[NlepBoe 3HaYeHMe B NepeaaHHbIX JaHHbIX — 3TO Ha4yano bydepa.
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OaunH bydep — Tpu Habopa AaHHbIX

VERTEX 1 VERTEX 2 VERTEX 3

X Y Z R 6 B 5T XY Z R G B STXY Z R G B §T

WIE: O 4 8 12 16 20 24 28 32 36 40 44 48 52 56 b0 64 68 /2 /6 B0 B4 88 92 96

POSITION: ———— STRIDE: 32 ———

- OFFSET: O | | |
COLOR: ———— STRIDE: 32 ——— |
- OFFSET:12)
TEXTURE: ~————— STRIDE: 32—

———— OFFSET: 24—
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glVertexAttribPointer

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

1-n aprymeHT ONUCbIBAET KaKOM apryMeHT Wwengepa Mbl XOTUM HAacTPoUTb. Mbl XOTMM cneundmnumpoBaTb 3HaYEHME
aprymeHTa position, no3mumna KOToporo mo<et bbiTb YKa3aHa cneayowmm obpasom: layout (location = 0).

2-M aprymeHT ONucCbiBaeT pa3mep aprymeHTa B wengepe. NMockonbKy Mbl ICNOb30Ba M VeC3 TO Mbl YKa3biBaem 3.

3-M aprymeHT onucbiBaeT UCNOb3yeMbi TUN AaHHbIX. Mbl yKa3biBaem GL_FLOAT, NnOCKONbKY vec B Wwenaepe
MCMNOJIb3YET YMCNA C NNaBaAOLLEN TOYKOWM.

4-N apryMeHT YKa3blBaeT HeobxoaAnMOCTb HOPMaiM30BaTb BXxoAHble AaHHble. Ecam GL_TRUE, To Bce gaHHble byayT
pacnonoxeHbl mexxay 0 (-1 ana 3HaKoBbIX 3HaYyeHu) n 1. Ham Hopmanuszauma He Tpebyetca, nosatomy GL_FALSE.

5-M aprymeHT — War — paccToAHne mexay Habopamu aaHHbIX. Ecnm war = 0, Torga OpenGL BbicumnTaeT war
(paboTaeT ToNbKO € NAOTHO YNaKOBAaHHbIMM Habopamum AaHHbIX).

6-M aprymeHT —CmelleHne Havyana AaHHbIx B bydepe.



ATpMOYTbI BEPLUNH

// ATpnbyT c KoopauHaTaMu
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);

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



BeplwHHbIV Wenaep

layout (location = 0) in vec3 position;
layout (location = 1) in vec3 color;

layout (location = 2) in vec2 texCoord;

out vec3 ourColor;

out vec2 TexCoord;

void main() {
gl_Position = vec4(position, 1.0f);
ourColor = color;

TexCoord = texCoord;

}



PparMeHTHbIN Wenaep

in vec3 ourColor;
in vec2 TexCoord;
out vec4 color;

uniform sampler2D ourTexture;

void main() {
color = texture(ourTexture, TexCoord);

}



Pe3ynbTaT HAaNOKEeHUA TEKCTYPbI
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MecTo B 0bLLen CTpyKType

void Draw() {
// YcTaHaBnnBaem WenaepHyo Nporpammy TekyLLemn
// BKntoyaem maccmB aTpmbyToB
// Noaxknioyaem VBO

// ATpubyT c KoopaMHaTamm

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

// ATpubyT c uBeTom

glVertexAttribPointer(1,3,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)(3* sizeof(GLfloat)));
glEnableVertexAttribArray(1);

// ATpUBYT C TEKCTYPHbIMU KOOPAMHATaAMM

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

// OTknoyaem VBO

// Nepepaem AaHHble Ha BUAEOKapPTYy(pucyem)
// OTKntoyaem maccmB aTpMbyTOB

// OTKNo4aem WenaepHyo Nnporpammy



A moxKHO bbln10 6e3 layout (location = 0)

// YcTaHaBnMBaem cBA3b MeXay NapameTpamm B Nporpamme u wengepe

const char* attr_name_p = "position"; //umsa B wenaepe
const char* attr_name_c ="color"; //vumsa B wenaepe
const char* attr_name_t = "texCoord"; //umsa B wengepe

// Bbitarusaem ID aTpubyTa U3 cobpaHHOM Nporpammoi
Attrib_vertex_p = glGetAttribLocation(Program, attr_name_p);
Attrib_vertex_c = glGetAttribLocation(Program, attr _name_c);
Attrib_vertex_t = glGetAttribLocation(Program, attr _name_t);



Toraa

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

// ATpnbyT Cc UBETOM

glVertexAttribPointer(Attrib_vertex_c,3,GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat),(GLvoid*)(3* sizeof(GLfloat)));
glEnableVertexAttribArray(1);

// ATpNBYT C TEKCTYPHbIMU KOOPANHATaAMM

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

glEnableVertexAttribArray(2);



XOTUM CMELLATb TEKCTYPY U UBET



PparMeHTHbIN Wenaep: TeEKCTypa + UBeT

in vec3 ourColor;

in vec2 TexCoord;

out vec4 color;

uniform sampler2D ourTexture;

void main() {
Color=texture(ourTexture,TexCoord)* vec4(ourColor,1.0f);

}



Pe3ynbTaT: TeKCTypa + UuBeT
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MynbTUTEKCTYPUPOBAHME: GPArMEHTHbIN LWeNaep

uniform sampler2D ourTexturel,;
uniform sampler2D ourTexture2;

void main(){
color = mix(texture(ourTexturel, TexCoord), texture(ourTexture2, TexCoord), 0.2);

}



MyNbTUTEKCTYPUPOBAHME: 3arpy3Ka TEKCTYP

GLuint texturel;
glGenTextures(1, &texturel);

GLuint texture?2;
glGenTextures(1, &texture2);

glBindTexture(GL_TEXTURE_2D, texturel);
glTeximage2D(GL_TEXTURE_2D, 0, 3, photol _img->sizeX, photol img->sizeY, 0, GL_RGB, GL_UNSIGNED BYTE,
photol_img->data);

glBindTexture(GL_TEXTURE_2D, texture2);
glTeximage2D(GL_TEXTURE_2D, 0, 3, photo2_img->sizeX, photo2 img->sizeY, 0, GL_RGB, GL_UNSIGNED BYTE,
photo2_img->data);



MyNbTUTEKCTYPUPOBAHME: MPUBA3KA TEKCTYPbI

glActiveTexture(GL_TEXTUREO);
glBindTexture(GL _TEXTURE_2D, texturel);
glUniform1li(glGetUniformLocation(ourShader.Program, "ourTexturel"), 0);

glActiveTexture(GL_TEXTURE1);

glBindTexture(GL_TEXTURE_2D,texture2);
glUniform1li(glGetUniformLocation(ourShader.Program, "ourTexture2"), 1);

C nomoubto glUniform1i mbl moskem NPMUCBOUTb 3HAYEHNE MECTOMOIONKEHUA TEKCTYPHOMY CIMMNEpY ANA
BO3MOXHOCTU MCMNONb30BAHMSA HECKO/IbKUX TEKCTYP B 0AHOM dparmMeHTHOM Lenaepe.

MecTonosioXeHne TeKCTypbl Yalle Ha3biBaeTCA TEKCTYPHbIM 6nokom.

TeKcTypHbIN 610K No ymonyaHutio — 0, KOTOPbIXN O3Ha4YaeT TEKYLLMIMA aKTUBHbIN TEKCTYPHbIN BIOK.



Pe3ynbTaT MyNbTUTEKCTYPUPOBaHMUA
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IHOrAa Takom pe3y/ibTaT TEKCTYPUPOBAHUA
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[TyTn peweHnsa npobaembl

1. I3MEeHNTb TEKCTYPHbIE KOOPAMHATbLI B BEPLUMHHbBIX AaHHbIX U
nepeBepHYTb OCb Y: BblyeCTb Y KoopanHaTty ns 1

2. U3MeHUTb BEepLUNHHbLIN Wenaep AnA nepesopavynBaHmnsa Y KOOPANHATDI:
TexCoord=vec2(texCoord.x,1.0f — texCoord.y)

3. /lyywe pelmnTb Ha 3Tane 3arpyskn nsobparxkeHus
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