KOMMNbOTEPHAA rpaduKa
[eomeTpunyecKkme Wwenaepsbl

Nlekumna 11
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Bnepsble N0OABUANCH

* [eomeTpunyecKkue wemnaepbl bbiam BBeAeHbl KomnaHue Microsoft B DirectX10, a
3aTem bbinm gobasneHbl B Aapo OpenGL Bepcun 3.2.



BbinonHAOTCA Wenaepbl 401 ...

* BeplwnHHbIE — ANA BepLIUH
* TeccensiuMOHHbIE — ANA NATYEN
* f[eomeTpuyeckme — ana NPUMUTUBOB

* OparmeHTHble — A/1A NUKceneu



OcobeHHOCTU reoOMeTPUYECKUX Wenaepos

CBA3U MmeXAay BepLuMHAMM AOCTYNHbI Pa3paboTumnKky

[eOMETPUYECKUN LLIENAEP MOXKET USMEHATb NPUMUTUBDI



I3meHeHre Tono0orMm BXoAALWMX NPUMUTMBOB

[eomeTpUYECKUN LLENAEP MOKET:
* NPUHMMATb NPUMMUTUBLI NtOBOro Tnna,

* HO BbIBOAUTb MOKET TONbKO:
*  CMUCKU TOYUEK,
*  CTPUN IMHUN,
e  CTPWUN TPEYroJibHUKOB



Growing Geometry

[eomeTpuyecKkun wenaep
* NPUHMMAET OAUH NPUMUTUB

* N MOXET
* nnbo YAa/1UTb ero NoJIHOCTbIO,
e nnbo oTnpaBuMTb HA BbIXO04 OAUH UTUN HECKOJZIbKO NPUMUTUBOB

3TO 3HAYMT, YTO OH MOXKET BbINYCKaTb U MeHblLlUe U 6o/blue BEPLUIUH, YEM NOaYy4aerT.
3Ta cnocobHOCTb N3BECTHA Kak growing geometry.



Line Strip
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CTpun TpeyronbHMKOB

1 3 5 7

VAV

Ba)kHOe CBOMCTBO KacaTe/bHO NopsiaKa BHYTPU TPEYroibHUKa — Nopaaok obpaTeH
Y HEYETHbIX TPEYro/IbHUKOB.

0 2

3TO 3HAYUT, YTO NOPAAJOK Takos: [0,1,2], [1,3,2], [2,3,4], [3,5,4] v T.A.
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[TpMMep reoMmeTpUYecKoro Lwenaepa

#version 330 core
layout (points) in;

layout (line_strip, max_vertices = 2) out;
void main() {

gl_Position = gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl_Position = gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();



layout(input_primitive) in;

points: Mpwu BbiBoae GL_POINTS (1)

lines: Mpwu BbiBoge GL_LINES nnm GL_LINE_STRIP (2)

lines_adjacency: Mpu BbiBoge GL_LINES ADJACENCY mnnu GL_LINE_STRIP_ADJACENCY (4)
triangles: Mpwu BbiBoae GL_TRIANGLES, GL_TRIANGLE_STRIP nnan GL_TRIANGLE_FAN (3)

triangles_adjacency : Mpu BbiBoae GL_TRIANGLES ADJACENCY mnau GL_TRIANGLE_STRIP_ADJACENCY (6)



[TpMMep reoMmeTpUYecKoro Lwenaepa

#version 330 core
layout (points) in;

layout (line_strip, max_vertices = 2) out;
void main() {

gl_Position = gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl_Position = gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();



layout(output_ primitive, max_vertices = vert _count) out;

* points
* line_strip

 triangle_strip



[TpMMep reoMmeTpUYecKoro Lwenaepa

#version 330 core
layout (points) in;
layout (line_strip, max_vertices = 2) out;

void main() {

gl_Position = gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl_Position = gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();



BcTpoeHHana nepemeHHas gl in

//MpnbnnsutenbHoe npeacrasieHme

in gl_Vertex {
vecd gl_Position;
float gl_PointSize;
float gl_ClipDistancel];

gl_in(];



[TpMMep reoMmeTpUYecKoro Lwenaepa

#version 330 core
layout (points) in;

layout (line_strip, max_vertices = 2) out;
void main() {

gl_Position = gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl_Position = gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();



Kaxabiv BbizoB EmitVertex() nobaBnseTt Tekyuiee 3HayeHne B nepemeHHom gl_Position
K TEKYLWEeMY 3K3emnaapy npuMmmnTumBa.

Koraa e mbl BbidbiBaem EndPrimitive(), Bce nopoxXaeHHble BepLIMHblI OKOHYATENbHO
CBA3bIBAOTCA B YKA3aHHbIN BbIXOAHOW TN NPUMUTUBA.



[TpMMep reoMmeTpUYecKoro Lwenaepa

#version 330 core
layout (points) in;

layout (line_strip, max_vertices = 2) out;
void main() {

gl_Position = gl_in[0].gl_Position + vec4(-0.1, 0.0, 0.0, 0.0);
EmitVertex();

gl_Position = gl_in[0].gl_Position + vec4( 0.1, 0.0, 0.0, 0.0);
EmitVertex();

EndPrimitive();



MosTopss Bbi3oBbl EndPrimitive() nocnhe oaHoro nnm 6onee Bbizosos EmitVertex()
MOXKHO NPOAONXKATb CO31aBaTb HOBblE 3K3EMMN/IAPbI NPUMUTUBOB.

KOHKpeTHO B Npumepe reHepupyeTca no ABe BEPLIMHbI, CMELLEHHbIE Ha
Hebo/bLLIOE PACCTOAHME OT MNONOXKEHMA BXOAHOM BEPLLUUHbI, @ 3aTEM BbINONHAETCH
Bbi30B EndPrimitive(), popmupyrowmin n3 atux aByx creHepupoBaHHbIX BEPLUNH
oauH line strip, coaeprKawmm ase BEPLUMHDI.



I'Ionqunm TdKUe pe3y/ibTaTbl, BbINO/IHUB BCETO J/iNLLb OANH Bbl3OB OTPUCOBKMU.

gIDrawArrays(GL_POINTS, 0, 4);
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RoMnmnnauma n NMHKOBKA

geometryShader = glCreateShader(GL_GEOMETRY_SHADER);
glShaderSource(geometryShader, 1, &gShaderCode, NULL);
glCompileShader(geometryShader);

glAttachShader(program, geometryShader);
glLinkProgram(program);



Icno/b30BaHME TeOMETPUYECKOro Wenaepa
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BxoAdHble NaHHble

float points[] = {
-0.5f, 0.5f, // BepxHsaa-neBasn
0.5f, 0.5f, // BepxHaAs-npaBas
0.5f, -0.5f, // HuxKHAs-npaBas
-0.5f, -0.5f // Hu»KHAA-neBaA



BeplnHHbIV Wenaep

#version 330 core
layout (location = 0) in vec2 aPos;

void main() {
gl_Position = vec4(aPos.x, aPos.y, 0.0, 1.0);

}



[eomeTpnyeckmnm Wwenaep, KOTOPbIM NPOCTO bepeT AaHHbIe
BXOAHOTO MPUMWUTUBA M OTMPABAAET Ha BbIXod 6€3 M3MeHEeHNI

#version 330 core
layout (points) in;
layout (points, max_vertices = 1) out;

void main() {
gl _Position =gl _in[0].gl_Position;
EmitVertex();
EndPrimitive();

}



PparMeHTHbIN Wenaep

#version 330 core
out vec4 FragColor;

void main() {

}

2025

FragColor = vec4(0.0, 1.0, 0.0, 1.0);
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B Koge nporpammeol

Cospgaem VAO n VBO gna sepLlUmMHHbBIX AaHHbIX U OCYLLEeCTBAAEM peHAaep BbI30OBOM
gIDrawArrays():

shader.use();
glBindVertexArray(VAO);
glDrawArrays(GL_POINTS, 0, 4);



CTpoMM AOMUKU

[MoHagobumnTcAa cMeHUTb TUN BbIXOAHOTO NPUMNTMBA Ha triangle_strip 1 HapucoBaTb
TPW TPEYroNbHUKA: ABa ANA CO34aHUA KBAAPaTHOM OCHOBbI M OAUH ANA KPbILWK

5
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Pe3ynbTUPYIOWNN TEOMETPUYECKMM LLIENAEP

#version 330 core
layout (points) in;
layout (triangle_strip, max_vertices = 5) out;

void build_house(vec4 position) {
gl Position = position + vec4(-0.2, -0.2, 0.0, 0.0); // 1:bottom-left
EmitVertex();
gl _Position = position + vec4( 0.2, -0.2, 0.0, 0.0); // 2:bottom-right
EmitVertex();
gl _Position = position + vec4(-0.2, 0.2, 0.0, 0.0); // 3:top-left
EmitVertex();
gl _Position = position + vec4( 0.2, 0.2,0.0,0.0); // 4:top-right
EmitVertex();
gl _Position = position + vec4( 0.0, 0.4, 0.0,0.0); //5:top
EmitVertex();
EndPrimitive();

}

void main() {
build_house(gl_in[0].gl_Position);

}



2025

KomnbtoTepHas rpaduka emaHeHko A.M. ODY MAGnUS

29



ObBHOB/IEHHbIE AaHHbIe BEPLMH (C LBETOM)

float points[] = {
-0.5f, 0.5f, 1.0f, 0.0f, 0.0f, // BepxHAA-neBas
0.5f, 0.5f, 0.0f, 1.0f, 0.0f, // BepxHsaa-npaBas
0.5f, -0.5f, 0.0f, 0.0f, 1.0f, // HMxKHAA-npaBas

-0.5f, -0.5f, 1.0f, 1.0f, 0.0f // HMKHAA-neBaA
I



BeplwnHHbIN Wenaep Aasa nepenadm atpmbyTta UBeTa B
rEOMETPUYECKNIN LIENAEDP C MCMONb30BaHNEM MHTEPHEMCHOIO DAOKA

#version 330 core
layout (location = 0) in vec2 aPos;
layout (location = 1) in vec3 aColor;

out VS_OUT {
vec3 color;
} vs_out;

void main() {
gl_Position = vec4(aPos.x, aPos.y, 0.0, 1.0);
vs_out.color = aColor;

}



NHTEepPENCHBbIN BNOK TOTO e Tuna (HO C APYTMM MMEHEM) B
reoMmeTpuYyecKkom wengepe

in VS_OUT {
vec3 color;

} gs_in[];



out vec3 fColor;

fColor = gs_in[0].color; // ucnonbsyetcs gs_in[0] NnOCKONbKY Ha BXoAe Y HaC eANHCTBEHHas BepLIMHA
gl_Position = position + vec4(-0.2, -0.2, 0.0, 0.0); // 1:Hu»KHAs-neBas
EmitVertex();

gl_Position = position + vec4( 0.2, -0.2, 0.0, 0.0); // 2:HuXHAA-npaBas
EmitVertex();

gl_Position = position + vec4(-0.2, 0.2, 0.0, 0.0); // 3:BepxHsa-neBasn
EmitVertex();

gl _Position = position + vec4( 0.2, 0.2, 0.0, 0.0); // 4:BepxHsAa-npaBas
EmitVertex();

gl_Position = position + vec4( 0.0, 0.4,0.0, 0.0); // 5:kpbiwa
EmitVertex();

EndPrimitive();
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[TPUCBINMM KPbILWM JOMUKOB CHETOM

fColor = gs_in[0].color;

gl_Position = position + vec4(-0.2, -0.2, 0.0, 0.0); // 1:HuxHAA-neBasn
EmitVertex();

gl _Position = position + vec4( 0.2, -0.2, 0.0, 0.0); // 2:HUXKHAs-npaBas
EmitVertex();

gl_Position = position + vec4(-0.2, 0.2, 0.0, 0.0); // 3:BepxHsa-neBasn
EmitVertex();

gl _Position = position + vec4( 0.2, 0.2, 0.0, 0.0); // 4:BepxHaa-neBas
EmitVertex();

gl _Position = position + vec4( 0.0, 0.4, 0.0, 0.0); //5:kpbiwa

fColor = vec3(1.0, 1.0, 1.0);

EmitVertex();

EndPrimitive();
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B3pbiBaem 0ObEKTH

[lepemelteHmne Kaxaoro
TpeyrosbHMKa BAO/1b
HanpaBaeHUA HOPMaAN C
Te4YeHnem BpeMeHMN.

B pe3ynbraTte aT0T adpPeKT AaéT
nopobue B3pbiBa 06BHEKTA,
pa3aenas ero Ha oTaesibHble
TPEeYronbHUKKU, ABUKYLLMECA NO
HanNpaB/JEHUIO CBOEro BEKTOPA
HOpPManu.

Ncnonb3oBaHume
reomeTpUYecKoro wenaepa
no3sossaeT apPekTy paboTaTh Ha
nobom obbeKTe, BHe
3aBMCMMOCTM OT €ro C0KHOCTU
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BbluncneHme BeKTopa HOPMa/n Mo TPEM BePLLUMHAM BXOAHOIO
TPEeyrosibHMKa

vec3 GetNormal() {
vec3 a = vec3(gl_in[0].gl_Position) - vec3(gl_in[1].gl_Position);
vec3 b =vec3(gl_in[2].gl_Position) - vec3(gl_in[1].gl_Position);
return normalize(cross(a, b));

}



OYHKUMA MPUHMMAET BEKTOPA HOPMaIM U MONOKEHUA BEPLLUNHbI,
a BO3BpallaeT HOBOE MNOJIOXKEeHWe BepLUMHbI,
CMelleHHoe BAO0/1b HOPpMa/un

vecd explode(vec4 position, vec3 normal) {
float magnitude = 2.0;
vec3 direction = normal * ((sin(time) + 1.0) / 2.0) * magnitude;
return position + vec4(direction, 0.0);

}



main() reomeTpn4eckoro wemnaepa

void main() {
vec3 normal = GetNormal();

gl_Position = explode(gl _in[0].gl_Position, normal);
TexCoords = gs_in[0].texCoords;

EmitVertex();

gl _Position = explode(gl_in[1].gl_Position, normal);
TexCoords = gs_in[1].texCoords;

EmitVertex();

gl_Position = explode(gl_in[2].gl_Position, normal);
TexCoords = gs_in[2].texCoords;

EmitVertex();

EndPrimitive();



Buayanmsaumsa Hopmanen
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Peanun3zauma metoaa billboarding

Billboarding - npamoyronbHUK, KOTOpPbIX BCEraa HanpaBaAeH B Kamepy.
Mpwn aBuKeHnn kamepol no cueHe billboard BpawaeTca 3a Hen Tak, YTo

BeKkTOp M3 billboard Ao Kamepbl Bcerga nepneHanKynapeH
nosepxHocTu billboard.
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2025

YKeNTbll BEKTOP — pe3y/ibTaT BEKTOPHOIo Npous3BeaeHuUs
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[TpouenypHaa PacTUTENbHOCTb
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