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OpenGL B Windows

m opengl32.dll — Habop Ba3oBbIX PYHKLNN

m glu32.dll — Hagctpouka no3sonstoLlaa pabortaTtb
c glu obbekTamu
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GLU, GLUT n GLX

B P-uum GLU: nepekntoveHne Mmexay aKkpaHHbIMU U
MWUPOBLIMWN KOOpAMHATaMN, co3aaHne TEKCTYP,
paclumpeHHble yHKUUK TpaHcdopmMmaunm ans
YCTaHOBKW TOYEK 0630pa 1 bornee NpocToro ynpaBreHus
Kamepoun, pyHKUUN ONna pucoBaHuns: cdepbl, uunuHapa,
KOHyCca, Aucka

m OpenGL Utility Toolkit (GLUT) - bubnuoteka ytunur,
KOTOopad OTBeYyaeT 3a CUCTEMHbIWM YPOBEHb onepaunm
B/B npu paboTte ¢ OC.

m P-umm GLUT: co3gaHue okHa, yrnpaBneHne OKHOM,
MOHUTOPWHI 3a BBOAOM C KIiaBmaTtypbl U COObITUN
MbILLN, pUcOBaHME NPUMNTUBOB: KyD, cdpepa, YanHuK.

m GLX obecneunBaet paboty OpenGL B Unix nogoOHbIX
cuctemax
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DyHKUMK Ons Hadvana padoThbl

m ChoosePixelFormat(HDC, const
PIXELFORMATDESCRIPTOR) — dbyHKUMS
BblOMpatoLwaa Hanbonee noaxoaawmmn dpopmart

ncxoga ns nHdgopmaummn, nepegaHHou B Mongax
ctpykTypbl PIXELFORMATDESCRIPTOR

m SetPixelFormat(HDC hDC, inl pixelFormat,
const PIXELFORMATDESCRIPTOR) -
yCcTaHaBnmBaeT oopMaT NUKcesnsd B KOHTEKCTE
YCTpOUCTBa

m wglCreateContext(HDC hDC) u BOOL
wglMakeCurrent(HDC hDC, HGLRC hGLRC) —
co3faHne KOHTEKCTa BOCMNpOn3BeaeHUSA

m wglDeleteContext(HGLRC hGLRC) —
yOaaneHne KOHTeKCTa BONpon3seaeHus
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Co3aaHne KOHTEKCTa BOCNpoun3BegeHUS

ObpaboTuuk onCreate:
SetDCPixelFormat(Canvas.Handle);
hrc := wglCreateContext(Canvas.Handle);

procedure SetDCPixelFormat (hdc : HDC);

var

pfd : TPixelFormatDescriptor;

nPixelFormat : Integer;

begin

FillChar (pfd, SizeOf (pfd), 0);

nPixelFormat := ChoosePixelFormat (hdc, @pfd);
SetPixelFormat (hdc, nPixelFormat, @pfd);

end,



‘ 5op|v|aT KOMaHA,

m Bce komaHabl (Npouenypbl U PyHKUUN)
OpenGL HauymHatoTca ¢ npedukca gl, a Bce
KOHCTaHTbl — ¢ npedukca GL (GLbyte, GLfloat,
nT.n.)

m  HekoTopble komaHabl OpenGL okaH4YMBatloTCA
Ha OyKBY Vv

glColor3f(1.0, 1.0, 1.0);

7

GLfloat color[] = {1.0, 1.0, 1.0};
glColor3fv(color);
OKBUBAJIEHTHDI
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bydepbl OpenGL

m Oydhep nsobpaxeHuna (bpenmbydep);

m z-bydep;

B aKKymynupyrowmm oydgep (MOXXHO COXpaHSTb
BU3yann3npoBaHHOE N300paXkeHne, NPMMEHSA npu
9TOM MNOMNMKCENbHO cneunanbHble onepaunmn);

m Oydhep TpadapeTa (Npu BbIBOAE NMUKCENEN B
bydep kaapa nHorga BO3HMKaeT HEOHbXOAUMOCTb
BbIBOAUTL HE BCE MUKCENW, a TONbKO HEKOTOPOE
NOAMHOXECTBO, T.e. HaNoOXNTb TpadpapeT (Macky)
Ha n3obpaxeHune. Onsa atoro OpenGL
npeanocTaBnsaeT Tak Ha3blBaeMbin Oydep Macku
(stencil buffer)).
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Mcnonb3oBaHue bydepoB Anst pucoBaHUAA
m glClear(GLDbitfield mask) — ouncrtka
bydepos
m QglClearColor(GLfloat red, GLfloat green,
GLfloat blue, GLfloat alpha) — useT ouncTku

m glClear - ounwaet ogHoBpeEMEHHO BCE
3aJaHHble bydepbl

m glColor{34{bsifdubusui}[vl(TYPE
red, ...) - ANs 3agaHnA uBeTa 00beKTa

glFlush() - HemegneHHoe pucoBaHune

glEnable() - ynaneHne HeBUONMbIX
NOBEPXHOCTEN METOAOM Z-Oydepa




3agaHune rpadonyecknx NPUMMUTUBOB :

m  Bce reomeTtpudeckne obbektbl B OpenGL
3afaloTcd NocpeacTsomM BepLUKH

m OpenGL paboTaeT ¢ 0 AHOPOAHbLIMU
kKoopauHatamu (X, Y, z, W)
m glVertex{2 3 4}{s i f d}VI(TYPE X, ...) —
3ajaHue BepLUMH
O glVertex3f(2.3, 1.5, 0.2);
0 GLdouble vect[] = {1.0, 2.0, 3.0, 4.0},

m (glBeqgin() n dlEnd() - BbIgENEHME Habopa
BEPLUWNH, onpeaenstowmx 3ToT OObEKT
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[lpumep - 3agaHne OKpPYXXHOCTU:

glBegin(GL_LINE _LOOP);

for (int1=0; I <N; 1++)

{

floatangle =2*M Pl *1/N;
glVertex2f(cos(angle), sin(angle));

}
glENnd();



PucoBaHue To4ek, JIMHUN n

MHOTIOYIroJibHUKOB.
m (glPointSize(GLfloat size) — 3agaHue
Pa3MepPoOB TOYUKMU

m glLineWidth(GLfloatwidth) - 3agaHue
LUMPUHBI JTUHUN

m (glPolygonMode(GlLenum face, GLenum
mode) — pucoBaHNE MHOIOyrosibHuKa

m gINormal3{bsidf(TYPE nx, TYPE ny,
TYPE nz), glNormal3{b s | d f}v(const TYPE *
V) — 3aJlaHne BEKTOpa HoOpManu




MaTpuuybl OpenGL

MmaTtpuua mogenupoBaHus (model view)- crnyxur
018 3agaHns NoMnoXeHns obbekTa n ero
opueHTaunu

MaTpuvua npoeuupoBaHUAa - OTBEYAET 3a
BblOpaHHbIN crnocob npoeympoBaHUgA

MaTpuua TeKCcTyp

glMatrixMode() napameTtpsl : GL MODELVIEW,
GL PROJECTION, nnn GL_ TEXTURE

glLoadldentity()

glPushMatrix(), glPopMatrix() — ang nomeLleHunsa v
N3BNEYEHNA MATPULIbI N3 CTEKA
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[Ipeobpa3oBaHnsA B MPOCTPAHCTBE

m glMatrixMode(GLenum mode) — 3agaHue

TeKyLen MmaTpuubl; napamMmeTp mode MOXeT
npuHumaTtb 3HavyeHna GL. MODELVIEW,
GL TEXTURE nnun GL_PROJECTION

m glTranslate{f d(TYPE x, TYPE y, TYPE z) —

nepeHoc

m (lRotate{f d(TYPE angle, TYPE x, TYPE v,

TYPE z) — noBopoT

m glScale{f d}(T

YPE X, |

YPE y, |

YPE z) -

MacLuTabupoBaHme
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[Tony4yeHne nepcnekTUBHbIX NPOEKLNM

m glFrustrum(GLdouble left, GLdoubte right,
GLdouble bottom, GLdouble top, GLdouble
near, GLdoubte far)

m gluPerspective(GLdouble fovy, GLdouble
aspect, GLdouble zNear, GLdouble zFar)

m gluLookAt (GLdouble eyeX, GLdouble eyeY,

GLdouble eyeZ, Gldouble centerX, GLdouble
centerY, GlLdouble centerZ, GLdouble upX,
GLdouble upY, GLdouble up2)
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[Tony4yeHune opTorp-nx NpPoeKkUnn

m glOrtho(GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top, GLdouble
near, GLdouble far) — napannensHoe
npoeumpoBaHme

m glViewport(GLint x, GLint y, GLsizei width,
GLsizel height) - 3agaHue obnacTtu B OKHe, B
KOTOpYIO OyaeT NnoMeLLEeHO rnony4vyaemMmoe
n3odpaxeHune




gt
3akpalumBaHUe:

m glShadeModel(GLenum mode), roe napameTp
mode npuHmnmaeTt 3HayeHne GL._ SMOOTH
mnnn GL_FLAT

[lonynpo3payvyHoCTb, a-KaHarn:

m gEnable(GL BLEND) - pa3pelueHune pexumma
NPO3Pa4YHOCTMN N CMELLIEHUSA LIBETOB
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OcBelleHune (1):
[lonb3oBaTenb MOXET onpeaennTb Ao

BOCbMW NCTOYHUKOB CBETa N X CBOUCTBA,
Takune, Kak UBeT, NonoXeHne n HanpaBneHne

m gllight{i f}{v](GLenum light, GLenum pname,
TYPE param)

m glEnable(GL LIGHTING) — pa3speLieHue
MCMONb30BaHNUA NCTOYHUKOB CBETA

m QglEnable(GL LIGHTO) - npumeHeHune
COOTBETCTBYIOLLEN0 UCTOYHMKA
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OcBellueHune (2):

m gtLightModel{i f} [v] (...)- rmobanbHoe
dooHOBOE OCBelleHne

m glMaterial{i f}{v](GLenum face, GLenum
pname, TYPE param) — ceoucTBa maTtepuana
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HanoxeHue TekcTypbl (1):

m glEnable(GL TEXTURE1D) nnwu
glEnable(GL TEXTURE 2D) — ogHo- nnwu
OBYMepHOe TEKCTYpuUpoBaHue

m gITexilmage2D(GLenum target, GLint level,
GLint component, GLsizei width, GLsizei height,

GLint border, GLenum format, GLenum type,
const GLvoid *pixels) - 3agaHne gBymMmepHOU
TEKCTYpbI

m [ekcenb - nogxoaaLwnn aNieMeHT TEKCTYPb

m glTexParameteri(GL_TEXTURE 2D, GLenum
pl, GLenum p2) — BbIOOpP Tekcens
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HanoXeHue TekcTypbl (2):

m KoopanHaTbl TEKCTYpLI, €€ npeobpasoBaHune
OglMatrixMode(GL_TEXTURE)
OglRotatef(...}
DglMatrixMode(GL_MODELV1EW)

m glGenTextures(GLsizel n, GLuint *textures) —
reHepauus NMeHU TEKCTYP

m gIBindTexture(GLenum target, GLuint texture) —
BbIOOP aKTUBHOMN TEKCTYPbI

m QlTexCoord{l 2 34}s i f d}vI(TYPE coord, ...)
— 3agaHune KoopauHaT TEKCTYpb




