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YTo nepenaérca B Wenaepsbl

const programinfo = {

program: shaderProgram,

attribLocations: {
vertexPosition: gl.getAttribLocation(shaderProgram, 'aVertexPosition'),
textureCoord: gl.getAttribLocation(shaderProgram, 'aTextureCoord'),

b

uniformLocations: {
projectionMatrix: gl.getUniformLocation(shaderProgram, 'uProjectionMatrix'),
modelViewMatrix: gl.getUniformLocation(shaderProgram, 'uModelViewMatrix'),
uSampler: gl.getUniformLocation(shaderProgram, 'uSampler'),

}
I



Co34aHMe nepemeHHOoM

//rnobanbHaa nepemeHHas

var texture = gl.createTexture();



3arpysKa TeKCcTypbl

[na ycTaHOBKM M306parKeHNA B KauecTBe TEKCTYPbl HAM HYXKEH d1eMEHT
var image = new Image();

N306parkeHne, yCTaHOBNEHHOE AN1A AaHHOTO 3/1IeMeHTa, U ByaeT yCTaHaBANMBATLCA B KAYeCTBe TEKCTYpbl.

Ba cnocoba:

* 3apaHee onpeaennTb B cTPykType DOM Beb-cTpaHMLbl 91EMEHT iMg M C NOMOLLbIO ero aTpubyTa src
YCTaHOBUTb Kakoe-nnbo nsobparkeHue

* [AMHAMMYECKM B KoAe javascript co34aTb AaHHbIN 3IeMEHT



Ecam AHammyecKku

[MOCKONbKY TEKCTYpPaA He cpa3y 3arpyrKaeTca, To ncrnosblyem obpaboTKy cobbiTna onload:

function setTextures(){
texture = gl.createTexture();
gl.bindTexture(gl. TEXTURE_2D, texture);

var image = new Image();

image.onload = function() {
handleTextureLoaded(image, texture);
setupWebGL();
draw();

}

image.src = "brick_045.jpg";
shaderProgram.samplerUniform = gl.getUniformLocation(shaderProgram, "uSampler");
gl.uniformli(shaderProgram.samplerUniform, 0);



Cross-Origin Resource Sharing (CORS)

Ba)KHO NOMHWTb, YTO 3arpy3Ka TEKCTYp c/ieAyeT nNpaBuiam KPoCC-AOMEHHOCTU, YTO 03HaYaeT, YTO Bbl MOXKeTe
3arpy»aTtb TEKCTYPbl TO/IbKO C CalATOB, AN KOTOPbIX Ball KOHTEHT ABnaetca CORS goBepeHHbIM.



Ecan guHamunyeckn - nopaboTaHHoe

[MOCKONbKY TEKCTYpPaA He cpa3y 3arpyrKaeTca, To ncrnosblyem obpaboTKy cobbiTna onload:

function setTextures(){
texture = gl.createTexture();
gl.bindTexture(gl. TEXTURE_2D, texture);

var image = new Image();
image.crossOrigin = "anonymous";

image.onload = function() {
handleTextureLoaded(image, texture);
setupWebGL();
draw();

}

image.src = "brick_045.jpg";
shaderProgram.samplerUniform = gl.getUniformLocation(shaderProgram, "uSampler");
gl.uniformli(shaderProgram.samplerUniform, 0);



XOTA

YT0b6bI paboTano Be3ae, BUANMO, AENCTBUTENBHO NPUAETCA 3aMyCKaTb NOKa/IbHbIN cepBep.



I < [ webGL Demo X |4+ v — O

C) () i) | filey///E:/Tpaduka/WebGL/Lecture%2 ik {é ZL E?

2024



A NMOKa TeKCTypa 3arpyxaetca...

const pixel = new Uint8Array([0, O, 255, 255]); // Henpo3payHbIii CUHUI
gl.teximage2D(gl. TEXTURE_2D, level, internalFormat, width, height, border, srcFormat, srcType, pixel);

const level = 0;

const internalFormat = gl.RGBA;
const width = 1;

const height = 1;

const border = 0;

const srcFormat = gl.RGBA,;

const srcType = gl. UNSIGNED_BYTE;



B WebGL Demo x4+ O}

C & | [ filey///E:/Tpaduka/WebGL/Lecture% 1 O | @ ©

@ Ana oBHOBREHWA pacluMpeHWd TpeByOTCR JONOAHWTEABHEIE paspeleHua. ... Mepeiv k pacluvpeHram
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HacTponKa Bcex NnapamMeTpoB TEKCTYPUPOBAHMUA

(0.0, 0.0) X (1.0. 1.0)

OObekT

Image TekcTypa

. _ (0.0, 0.0) s
function handleTextureLoaded(image, texture) {

gl.bindTexture(gl. TEXTURE_2D, texture);

gl.pixelStorei(gl. UNPACK_FLIP_Y_WEBGL, true);

//yKas3biBaeT aanee naywemy metoay gl.teximage2D(), KaK TeKCTypa AO/MXKHA NO3ULMOHMPOBATLCA. TaK, B IAHHOM Cy4yae mbl
nepenaem B KayecTtBe napametpa 3HayeHue gl.UNPACK FLIP_Y WEBGL - sToT napameTp yKa3biBaeT meToay
gl.teximage2D(), utTo n3obpakeHne Haao0 NepeBEPHYTb OTHOCUTE/IbHO FOPU3OHTAIbHOM OCH.

gl.teximage2D(gl.TEXTURE_2D, O, gl.RGBA, gl.RGBA, gl. UNSIGNED BYTE, image);
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MAG_FILTER, gl.NEAREST);
gl.texParameteri(gl. TEXTURE_2D, gl TEXTURE_MIN_FILTER, gl.NEAREST);

}



NEAREST n LINEAR

"l




BapnaHThl

// Y WebGL1 pasHble TpeboBaHUA K U306paXKeHNAM, UMEIOLLUM pa3Mep CTENEHHU 2,
// VI K He UMmeoWmMM pasmep cTeneHun 2

if (isPowerOf2(image.width) && isPowerOf2(image.height)) {
// Pa3mep cooTBeTcTBYET cTeneHn 2. Cozpaem MIP'bi.
gl.generateMipmap(gl.TEXTURE_2D);
} else {
// Pa3mep He cOOTBETCTBYET CTENEHU 2.
// OTkntoyaem MIP'bl 1 ycTaHaBAMBaeM HaTSXKEHUE MO Kpasm

// Takxke pa3speweHo gl.NEAREST smecTo gl.LINEAR, HO HE mipmap.
gl.texParameteri(gl. TEXTURE_2D, gl. TEXTURE_MIN_FILTER, gl.LINEAR);

// He ponyckaem noBTOpeHUA MO S-KoopauHare.
gl.texParameteri(gl TEXTURE_2D, gl TEXTURE_ WRAP_S, gl.CLAMP_TO_EDGE);

// He ponyckaem noBTopeHus no t-koopaunHare.
gl.texParameteri(gl TEXTURE_2D, gl TEXTURE._ WRAP_T, gl.CLAMP_TO_EDGE);

}



MIPMAP




Ecan TeKCTypHble KOOpAMHaTbI BbIMAYT 33 NpomeKyTok O-1

GL_REPEAT: no ymon4yaHuto. [loBTOpAET TEKCTYPY

GL_MIRRORED_REPEAT: NMoxox Ha GL_REPEAT, Ho oTparkaeTcA

GL_CLAMP_TP_EDGE: npuBasbiBaeT koopauHatbl mexay 0 u 1. Bbixoa 3a npeaensbi KoopanHaTt 6yayT npuBaA3aHbl K FpaHULam
GL_CLAMP_TO_BORDER: KoopaunHaTbl, Bbixoasuiue 3a npeaensi, byayTt uBeTta rpaHuLbl

GL_REPEAT GL_MIRRORED_REPEAT GL_CLAMP_TO_EDGE GL_CLAMP_TO_BORDER
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RoopAnHaTbl TEKCTYPbI

const textureCoordinates = [

// Front

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Back

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Top

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Bottom

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Right

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
// Left

0.0, 0.0, 1.0, 0.0, 1.0, 1.0, 0.0, 1.0,
I;

KoopauHaTbl TeKCTypbl neXat B npomexytke mexxay 0.0 u 1.0. PaamepHOCTb TEKCTYpPbl HOPpMaIM3yeTca B npeaenax
mexKay 0.0 u 1.0, He3aBUCUMO OT peasibHOro pa3mepa U3obparkeHus



BeplnHHbIV Wenaep

attribute vec4 aVertexPosition;
attribute vec2 aTextureCoord;

uniform mat4 uModelViewMatrix;
uniform mat4 uProjectionMatrix;

out highp vec2 vTextureCoord;

void main(void) {
gl_Position = uProjectionMatrix * uModelViewMatrix * aVertexPosition;
vTextureCoord = aTextureCoord;

}



PparMeHTHbIN Wenaep

precision highp float;
uniform sampler2D uSampler;
in vec2 vTextureCoords;

void main(void) {
gl _FragColor = texture2D(uSampler, vTextureCoords);

}



YKa3biBaem WebGL, KaKk 13B/edb TEKCTYPHbIE KOOPAMHATbLI 13 bydepa

const num = 2; // Kaxxaaa KoopanHaTa COCTOUT U3 2 3HAYEHUN

const type = gl.FLOAT; // naHHble B bydepe nmetot Tmun 32-bit float

const normalize = false; // He Hopmanusyem

const stride = 0; // ckonbKo 6alT MeXKay OAHMM HabOPOM AaHHbIX U CAeAYIOLWUM
const offset = 0; // ctapToBaa no3numa B 6baliTax BHYTPU Habopa AaHHbIX

gl.bindBuffer(gl. ARRAY_BUFFER, buffers.textureCoord);
gl.vertexAttribPointer(programinfo.attribLocations.textureCoord, num, type, normalize, stride, offset);
gl.enableVertexAttribArray(programinfo.attribLocations.textureCoord);



[lanee

// Yka3biBaem WebGL, 4To Mbl MCNONb3yeM TEKCTYPHbIN pernctp 0
gl.activeTexture(gl. TEXTUREO);

// CBA3biBaem TeKcTypy ¢ pernctpom O
gl.bindTexture(gl. TEXTURE_2D, texture);

// YKka3biBaem Liengepy, YTo Mbl CBA3aNM TEKCTYPY C TEKCTYPHbIM peructpom 0
gl.uniformli(programinfo.uniformLocations.uSampler, 0);

WebGL nmeeT MMHMMYM 8 TEKCTYPHbIX pernctpos; nepsbin U3 Hmux gl.TEXTUREQ



[eHepaunAa TeKCTYpP

&= Texture-Mapped Che... l =nac |£h‘

checklmage [ checkimageHeight ] [ checkimageWidth ][4 ];

for (i =0; i<checklmageHeight ; i++) {
for (j =0; jcchecklmageWidth ; j++) {

c=((( i&0x8 )==0)"(( j&0x8 )==0))255;
checklmage [i][j][0]=( GLubyte ) c;
checklmage [i][j][1]=( GLubyte)c;
checklmage [i][j][2]=( GLubyte)c;
checklmage [i][j][ 3 ]=( GLubyte ) 255;
}



CMmellnBaHMe TeKCTyp

NmuTtauma cmewmBaHms — OTbpacbiBaHue $pparmeHToB
PeanbHoe cmellMBaHMe

PeH,u,ep Nnonynpo3payHbIX TEKCTYP



Mmutaumsa cmewmBaHma — OTbpacbiBaHMe GparMeHTOB

OTbpacbiBaem pparMeHTbl, coaeprKallime Npo3payHble YacTu TEKCTYPbI, He COXpaHsaa ux B bydepe uBeTa
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Y10 genatb?)

gl Teximage2D(GL_TEXTURE_2D, 0, GL_RGBA, width, height, 0, GL_RGBA, GL_UNSIGNED_BYTE, data);

Bo pparmeHTOM Wenaepe BbiIOOPKa B BEKTOP € 4MsA KOMNOHEHTaMU, YTODObI He 0CcTaTbCA TONbKO ¢ RGB 3HaueHuAMMU:

void main() {
// FragColor = vec4(vec3(texture(texturel, TexCoords)), 1.0);
FragColor = texture(texturel, TexCoords);

}



Kak ybpaTb?)

#version 330 core
out vecd FragColor;

in vec2 TexCoords;
uniform sampler2D texturel;

void main() {
vecd texColor = texture(texturel, TexCoords);
if(texColor.a < 0.1)
discard;
FragColor = texColor;

}



KaK n3bexxaTb apTedakTa pamKkm’?

Nna n3berkaHma aptePakta NOABNEHMA NONYNPO3PAYHOM LBETHOM PAaMKN BOKPYT BbIBEAEHHOM TEKCTYPbI NPU
MCNONIb30BAaHUM TEKCTYP C NPO3PAYHOCTbIO HYXKHO NapameTp nosTopa yctaHoBUTb B GL_ CLAMP_TO_EDGE.

glTexParameteri( GL_TEXTURE_2D, GL_TEXTURE_WRAP_S, GL_CLAMP_TO_EDGE);
glTexParameteri( GL_TEXTURE_2D, GL_TEXTURE_WRAP_T, GL_CLAMP_TO_EDGE);



CMelmBaHMe — 3TO He TO XXe caMOoe€, YTO NPO3PaYvYHOCTb,
3TO NMPOCTO OfHA N3 TEXHUK, KOTOPas MOXXET ObITb UCMOJIb30BaHa AN MNONYyYEHUS
addeKkTa Npo3payHoOCTW.
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PeanibHOEe cmellMBaHue

[nsa peHaepa n3obparkeHnii c 06 beKTaMmn, UMEOLWLMMU Pa3HYIO CTEMEHb HEMPO3PAYHOCTU Mbl A0KHbI
BK/IIOUYNTb PEXMM CMELLNBAHMUSA.

gl.Enable(GL_BLEND);



KaK 3To paboTaeT?

CmewmnsaHne OpenGL BbINoNHAETCA NO cneaytolen popmyne

— _.T L _.1 . - 1 . -
Gr*cm-!’t — {"Et'-'-'_-:i"l:'f * -'!:Em-:i"ﬂf + destination ¥ ‘{_.ﬂ'rf.“f'i"i‘i:-:lf-!-ﬂi'l

roe C_source — BEKTOP LBETa MCTOYHMKA. ITO 3HaYeHue LBeTa, NoJlyYeHHOE U3 TEKCTYPbI.

C_destination — BekTOp UBeTa NpUEeMHUKA. ITO 3HAYEHMNE LBETa, XPaHMMOe Ha AaHHbI MOMEHT B bydepe uBeTa.
F_source — MHOXWUTeNb UCTOYHWMKA. 3a4a€eT cTeneHb BAUAHUA aibda-KOMMNOHEHTbI Ha LIBET UCTOYHMKA.
F_destination — MHOXUWTENb NPpMEMHMKA. 33a€ET CTEMNEHb BAUAHUA a/ibda-KOMMOHEHTbI Ha LBET NPUEMHMUKA.



KaKk HacTpouTb KO3IOPULMEHTbI CMEeLMBaHMA?

gl.BlendFunc(GLenum sfactor, GLenum dfactor)

MepBbint napameTp pyHKUKnM gl.blendFunc onpegenaet ncxoaHbIN MHOXKUTE/Nb, @ BTOPOU — LE1EBON MHOMKUTEND.

NcxoaHbIM dparMmeHT — OTPUCOBbIBAaEM CEMNYAC, A LesIeBOM PparMeHT — yKe HaxoamTcs Bo ppenmbydepe

B Hawem nepBom npumepe
3HaYeHMe NPO3PaYHOCTU UCXOAHOro pparmeHTa NOCTOAHHOE 3HaYeHne — eanHMLA (Henpo3payHbIi)

gl.blendFunc(gl.SRC_ALPHA, gl.ONE);



2024

MapameTtp

3HaYeHHUe MHOXuUTens

GL_ZERO 0
GL_ONE 1
GL_SRC_COLOR C source
GL_ONE_MINUS_SRC_COLOR 1 — C souree
GL_DST COLOR C gestination

GL_ONE_MINUS_DST_COLOR

1— Ca‘e.:rm:ﬂn

GL SRC_ALPHA

PaeeH anbda-komnoHeHTe alpha sektopa _ source

GL_ONE_MINUS_SRC_ALPHA

1 — alpha sexktopa ( zowrce

GL_DST_ALPHA

PaBeH anbda-komnoxeHTe alpha sexktopa C destinarion

GL_ONE_MINUS_DST_ALPHA.

1 — alpha sekTopa C destination

GL_CONSTANT _COLOR

PaeeH BekTOpy UBETA Ceonsiam

GL_ONE_MINUS_CONSTANT COLOR

1 — Caamsa

GL_CONSTANT_ALPHA

Pasen ansda-komnonente alpha sextopa Consan

GL_ONE_MINUS_CONSTANT ALPHA

1 — alpha eektopa Ceonstan




Ecam cmelwnBatoTCA LLBETA

Ecnhu gl.blendFunc(gl.SRC ALPHA, gl.ONE);

To byaet TakK

Rresult = Rs * As + Rd
Gresult = Gs * As + Gd
Bresult = Bs * As + Bd
Aresult = As * As + Ad
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KaK noayunTb?

0.0 1.0
= 1.0 0.0
Cresult = 0.0 * 0.6 0.0 * (1 - 0.6)
0.6 1.0
(1.0, 0.0, 0.0, 1.0) (0.0, 1.0, 0.0, 0.6) (0.4, 0.6, 0.0, 0.76)

Cnepyet BblbpaTb Takne napameTpbl, YToObl KO3IPOULMEHT UCTOYHMKA paBHAACA alpha (3HaYyeHMe anbda-KOMMNOHEHTbI)
LBeTa MCTOYHMKA, @ KOIPPUUMEHT NnpnuemHuKa pasHanca 1 —alpha.
YTO paBHO3HA4YHO BbI3OBY:

glBlendFunc(GL_SRC_ALPHA, GL_ONE_MINUS_SRC_ALPHA);
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A MOMHO M TaK

gl.enable(gl.BLEND); //cmelwinBaHme BbIKNOYEHO MO YMOAYAHUIO

gl.disable(gl.DEPTH_TEST); // oTKntounTb NpOBEPKY rYyOUHbI

in vec2 vTextureCoord;
in vec3 vLightWeighting;

uniform float uAlpha;
uniform sampler2D uSampler;
void main(void) {

vec4 textureColor = texture2D(uSampler, vec2(vTextureCoord.s, vTextureCoord.t));
gl_FragColor = vec4(textureColor.rgb * vLightWeighting, textureColor.a * uAlpha);

}



ApTedakTbl. [Touemy Tak?
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TaK KaK e No/Iy4YnTb «HACTOALLYHO» NMPO3PaYHOCTb?

YcTaHaBinBaem ncxoaHbin MHoxutenb B SRC_ALPHA, a ueneson mHoxKutenb B8 ONE_MINUS SRC_ALPHA.

Ho ncxogHbi U LeneBoit ¢pparmeHT obpabaTbiBalOTCA NO-PasHOMY, U MOSTOMY OCTaeTcs 3aBUCMMOCTb OT NOPAAKa
OTPUCOBKMU.

MonHoCTbIO Nnpo3pavHblie NTPUMUTUBDLI CAedYET OTPUCOBbLIBATb MNEPBbIMMU,
3aTeM HaCTUYHO NMpo3payHble B NOopAAKE OT OTAANNEHHbLIX K BNANKHUM.



ROppeKTHaa Npo3pavyHOCTb
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OnaTb Npo bydepsl



VBO (0bbeKTbl bydpepa BepLUnH)

Ob6beKT bydepa BepwnH — 3710 0b6n1acTb bydpepa namaTn, co3gaHHaa B 061acTn namaTtu
rpadmnyeckor KapTbl, KOTOPAs UCNOAb3YETCA ANA XPaHEHNA PA3NYHbIX TUNOB MHOPMaL MK
aTpubyToB BEPLUMH, TAKMX KaK KOOPANHATbLI BEPLUMH, BEKTOPbI BEPLLUNH U AaHHbIE LiBETA BEPLLUH.

Bo Bpemsa peHaepuHra pasinyHble aTpubyTHble AaHHble BePLUNH MOTYT ObiTb B3ATbI
HenocpeacteeHHO U3 VBO. [Nockonbky VBO HaxoamTca B BUAEOMNAMATU, eMY He HYXKHO
nepenaBaTb AaHHble U3 CPU, n appeKTMBHOCTb 06paboTKM BbiLLE.

MorxHo co3gaTtb mHoro VBO, u kaxabii VBO nmeet cBon YHUKaNbHbIM MAEHTUPUKALMOHHbBIN
naeHtnéukatop B OpenGL. 3T0T NAEHTUGUKATOP COOTBETCTBYET KOHKPETHOMY ajpecy
BngeonamaATtn VBO. Yepes 3TOT naeHTUGUKATOP MOXKHO NONYUYUTb AOCTYN K AAHHbIM B
KOHKpeTHOoMm VBO.



dopmaT BEPLUMHHOTO bydepa

[1NOTHO ynaKoBaHHbIN bydep

BEPUWMHA 1 BEPLWHA 2 BEPLWMHA 3

noznuna:

WAL: 12 —>
-CMEWEHWE: @
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VBO B namAaTtu: KoopAnHaThl U LUBET

VERTEX 1 VERTEX 2 VERTEX 3

POSITION:

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

- OFFSET: 12 —»
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VBO B NnamAaTun: KOOPAMHATHI, LUBET N TEKCTYPa

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: KoopAanHaThl, UBET U TEKCTYPa

gl.EnableVertexAttribArray(0);
gl.EnableVertexAttribArray(1);
gl.EnableVertexAttribArray(2);

// Nogkntouyaem VBO
gl.BindBuffer(GL_ARRAY_BUFFER, VBO);

// ATpnbyT c KoopanHaTaMu

gl.VertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)0);

// ATpnbyT Cc UBeTOM

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

gl.VertexAttribPointer(2, 2, GL_FLOAT,GL_FALSE, 8 * sizeof(GLfloat), (GLvoid*)(6 * sizeof(GLfloat)));



VAO (0bbekT Vertex Array)

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



Vertex Array Object (VAO) — 0b6beKT BepLLUMHHOIO MaccmBa

* 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.



VAO XpaHUT

* Bbi3oBbl glEnableVertexAttribArray nnu glDisableVertexAttribArray
* KoHdurypaumm atpnbyTtos, BbinonHeHHas Yyepes glVertexAttribPointer

* VBO, accounmnpoBaHHble C BEPLMHHbIMKU aTpmnbyTamm ¢ nomoubto glVertexAttribPointer
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B3zammocsasn obbeKToB

2024

VAD 1

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

VAD 2

attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

pos[0] pos[1]

stride

pos[0] col[0]

VBO 1

pos[2]

VBO 2
pos[1]

strides

pos[3]

col[1]




MHAOEKCHbIM BydepHbin 0bbeKT EBO

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

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



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

2024

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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