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1. BBenenue

1.1. KomnblorepHasi rpapuka

KommerotepHas rpadguka — 310 061acth HHGOPMAITMOHHBIX TEXHOJIOTHI, CBSI3aHHAs! C CO3JJaHHEM,
00paboTKON W BHU3yanm3anuend rpaduueckux u300pakeHUN Ha KommbroTepe. OHa 3aHUMAaETCs
MPECTAaBICHUEM M MaHUITYJISUEH rpadudeckux 0ObEKTOB, a TAKXKEe UX OTOOpakeHHEM Ha dKpaHe.
B kommnbioTepHON Tpaduke HCHOIB3YIOTCS pa3iNYHbIE aJTOPUTMbI U METOIbI AJIS CO3/aHUs U
penakTupoBaHusi rpaduYecKUX OOBEKTOB. DTO BKIIOYACT B Ce0s TEXHOJOTHU MOACIUPOBAHUS
OOBEKTOB U CLIEH, OCBEUICHHUS, TEKCTYPUPOBAaHUS, AHUMALMU, PEHIECPUHTa U MHOTOE JAPYroe.
KommerotepHsie rpaduyeckue mporpaMmbl paboTalOT ¢ T€OMETPUUYECKUMHU MOJIENSIMH OOBEKTOB,
oTepupys BEpPIIUHAMU, TPAHIMHU M TEKCTYPHBIMH KOOPAWHATAMHU.

Jng co3maHMs W BH3YQJIM3alMd KOMIBIOTEPHOH TpadUKH HMCHOJIB3YIOTCS — CIICIHAIbHbIC
MporpaMMHble MmakeTbl U Oubnuoreku, takue kak OpenGL, DirectX, WebGL u npyrue. Onu
MPEJOCTABIISAIOT MPOTPAMMHUCTaM BO3MOXKHOCTU sl paboOThl ¢ TpaMuecKUMH BO3MOKHOCTSMHU
KOMITBIOTEpA, OOEcIeunBasi BBICOKYIO IPOM3BOMUTEIBHOCTE W A(PQPEKTUBHOE WCIIOIB30BAHUE
anmapaTHOro o0ecreyeHusl.

B sToM Merommdeckom mocoOuu OymyT ucnosib3oBaThes OmOmmorekn OpenGL, GLAD, GLFW.
Pa6ora ¢ atumu 6ubarorekamu 6yaet npousBoautbes B Visual Studio Code na OS Windows 11.

OpenGL (otkpsiTas rpadgudeckas 6uoauoreka) — 310 rpadpuueckuii APl ¢ OTKPBITBIM UCXOIHBIM
KOJIoM (MHTEpQEic TPUKIAAHOTO MPOrPAMMHUPOBAHUS), KOTOPBIM TMO3BOJSET pa3padbOTIMKaM
CO3/1aBaTh BBICOKONIPOU3BOAUTENbHBIE Tpaduyueckue W UHTepakTuBHbE 3D-mpunoxenus. OH
npenocTasisieT Habop pyHkui s pennepunra 2D- u 3D-rpaduku, a Takxke 00pabOTKH BBOJA U
JIPYTHX aCIeKTOB I'paHIecKoro mporpaMMHPOBAHUS.

Glad (GL Loader) — monymasipHast 6ub1uoTeka ¢ OTKPHITHIM HCXOAHBIM KOJOM, KOTOPast yIpOIacT
nporiecc 3arpy3ku u ucnoias3oBanus Qynkmnuii OpenGL. OH reHepupyer HEOOXOAUMBIA KO IS
3arpysku ykaszarenei ¢pyukiuii OpenGL Bo BpeMst BBIOJHEHHUS, YCTPaHssA HEOOXOAUMOCTD 3arpy3Kd

(yHKIUI BpYUYHYIO.

GLFW (Graphics Library Framework) — eme oana mmpoko wHcCmosib3yemas OHOIHOTEKa C
OTKPBITHIM UCXOJIHBIM KOJOM, KOTOpas IMPeI0CTaBIseT MPocToil u kpoccrnargopmenubiii API ms
CO3/1aHUsI OKOH, 00OpabOTKHU MOJIb30BATEILCKOTO BBOJA M ympanieHus koHTekcTamu OpenGL. On
CIly’)KUT 00omoukoil mns cnenuduuublx g 1wiatpopmsel APl okon u BBoma, Hampumep,
npenocrapisieMbix Windows, macOS u Linux. [Tomumo ynpaBneHusi okHamu u BBoaoMm, GLFW
TaKXKe MOJJIep)KUBAET Takue (PYHKIHMH, KaK HAaCTpPOMKa HECKOJbKHMX MOHUTOPOB M yIpaBleHUE
BPEMEHEM.

KomoOunanus OpenGL, Glad 1 GLFW npenocrasnsier pa3paboTdyrMkaM MOITHBIN ¥ THOKUN HAOOp
WHCTPYMEHTOB JUIS CO3J[aHUsI COBPEMEHHBIX rpaduyeckux npuioxenuid. OpenGL ompenenser
OCHOBHBIE BO3MOXKHOCTH peHJiepuHra, a Glad ynporiaeT npoiiecc 3arpy3ku 1 10CTymna K QyHKIHSIM
OpenGL. GLFW, ¢ apyroifi CTOpOHBI, 3aHMMAeTCS CO3JaHHUEM OKOH, YIPAaBICHHUEM BBOJOM M
JIPYTUMH 3aJauaMu, CrenuPUIHBIME Ui TUiaThopmbl. BMecTe OHM mpeiaraloT KOMILICKCHOE
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pemieHue it rpaduaecKoro MporpaMMHPOBAHHS, TTO3BOJISIONIEE pa3paboTIYMKaM COCPEIOTOUNTHCS
Ha CO3JaHHU BU3YaJIbHO MMPUBJICKATCIIbHBIX U UHTCPAKTUBHBIX HpI/IJIO)KeHHﬁ.

1.2. IloaroroBka Oudamorek glad u GLFW

Cozpanum pabouyto aupekTopuro. B Heli co3gaaum ABe Ipyrue TUPEKTOPHH, OJHY s
rpaduyeckux OUOTUOTEK, a APYTYIO I UCXOAHUKOB MPOTPAMMBI.

» ThisPC » Local Disk (C:) » Projects » OpenGlL_guide »

Mame . Date modified Type

Ll OpenGL 023 21:29 File folder

BB Simple-window 8.09.2023 21:30 File folder

Puc. 1(paboune nupexTopun)

Tenepr HeoOxo MO ckayaTh 6uOIHoTEeKU 17151 padoThl ¢ OpenGL. bubnuoteky glad MoxxHO ckauaTh
¢ odunmanpHoro caiita https://glad.david.de. Beibepute sizpik C++, cnenmanuszanuto OpenGL,
npoduias Compatibility u gl Bepcun 4.6. Haxxmure Generate u ckayaiiTe MCXOTHUKH.

Language Specification

None

None

None

Extensions

ADD ALL

GENERATE

Puc. 2(renepauns 6ubnmnorexu glad)

Cosnaiite nupexroputo glad u momectute Tyna ckaueHHbIe (aiibl.


https://glad.dav1d.de/

» ThisPC » Local Disk (C:) » Projects » OpenGL_guide > OpenGL »

Mame - Date modified Type

e glad 28.09.2023 21:57 File folder

N sort v

This PC » Local Disk () » Projects » OpenGL_guide > OpenGL » glad

Mame . Date modified Type
8 include File folder

s 257 File folder

Puc. 3(ycranoBka 6ubnuoreku glad)

Haiee ckauaem GLFW, HO He B BUJIe ICXOIHBIX (haiiJIOB, a B BUIe CKOMITHIIUPOBAHHOW OMOTHOTEKH.
Caenath 3TO MOXKHO ¢ odunuansHoro caiira https://www.glfw.org/download.html.

Download
The current version is 3.3.8, which was relea July 22, 2022 . See the

Source package

This contains the complete sourc le with CMake b Source package
ms. It is the recomm

for all platiorms and offers the most control
GitHub repository|

All development is done on GitHub. The ~ branch is our integration branch
for the next feature r > th ch only adds bug

patch re

Windows pre-compiled binaries

64-bit Windows binaries

32-bit Windows binaries

Puc.4(cxaunBanue ckoMnuarpoBanHoi ondanoreku GLFW)

PasapxuBupyiite ckaueHnusie ¢aitasl B aupekroputo GLFW psimom ¢ mupexropueii glad.


https://www.glfw.org/download.html

» ThisPC » Local Disk (C:) » Projects » OpenGL_guide > OpenGL »

Mame - Date modified Type

B glad 8.09.20 File folder

e GLrw File folder
X+

Tl Sort ~

L » GLFW

Mame . Type
8 CMake 07.2022 5 File folder
File folder
File folder
. examples 5.07.2022 % File folder
8 include 07,2022 5 File folder
. srC 5.07.2022 % File folder
B tests 07,2022 5 File folder
I cmake_uninstall.crake.in 022 5 IM File
I CMakeLists.tbx 022 % TekcToBRIA A0KYM...

TRIBUTORS.md 07.2022 5 Markdown Source...

Puc.4 (ycranoska 6ubnmorexn GLFW)

1.3. Hactpoiika Visual Studio Code
Ycranosure pacmupenune s C++ u mepesarpysute VS Code.
) 276ms
++ IntelliSense, debugging, and code b...

'ﬂ' Microsoft

C/C+ + Extension Pack

C/C++ Themes

Puc.5 (pacmmpenne mast C++)

OtkpoiiTe paHee CO3IaHHYIO AUPEKTOpHI0. B Heil co3naiite 2 HOBBIX aupekTopun src u include.



» ThisPC » Local Disk (C:) » Projects » OpenGL_guide » Simple-window »

Name Date modified Type

8 include File folder

o 2 File folder

Puc.6 (6a30Bast cTpyKTypa MPOEKTa)
OTtkpoiite 3Ty qupekropuro B Visual Studio Code.

HaxmuTte coueranue kiaBui Ctrl+Shift+P u Beibepurte “C/C++:Select a Configuration”. 3atem
BeIOepute “U3menums kongueyppyuio (JSON)”. B pe3ynbraTe MOTydUuThCS CIEAYIOMMN (aiii.

"configurations™

"name"
"includePath"

"defines"

"version"

Nzmenute “includePath” cnenyromum obpazom:

"includePath"

OOparuTe BHUMaHUE Ha peAyNpex/ICHHE B IPaBOM HUKHEM yrily. HaxkmuTe Ha Hero u BelOepuTe,
koMruuATop st C++ B Balien cucreMe.

Puc.7 (npenynpexxaenue 00 0TCyTCTBHH KOMITHIISATOPA)

Cosmaiite psgom ¢ ¢aittom C_Cpp_properties.json, KOTopsiii ObLT CreHEPUPOBAH MPH
koH(puryparum, daiin tasks.json.



v include

~ SIC

Puc.8 (Co3nmannsrii ¢aiin tasks.json)
[TomecTuTe B HETO CAEAYOUIMNA KOJ:

.vscode/tasks.json

"version"
"tasks"

"type”
"label™
"command"
"args"

"options"
" ewd”

"problemMatcher"”

"group”
"kind"
"isDefault"”

"type”
"label™
"command"
"dependsOn"

"dependsOrder"



"group”
"kind"
"isDefault": true

Tak MbI co3manu aBe 3a1a4n. 3agada “C++ Compile” kommunupyet daiiisl, a 3agada "'C++ Compile
& Run" 3amyckaer 3anauy “C++ Compile”, a 3atem 3amyckaer co3naHHbii daiin test_openGL.exe,
MMsI KOTOPOTO MBI yKa3alid B apryMeHTax komnuiastopa. He 3a0yabTe yka3aTh KOPpPeKTHbIN MyTh
10 KOMIIUJISITOPA.

1.4. Co3naHune nNpocToro OKHa
Cosmaiite aiin main.cpp.
CJ'ICI[y}OI_HI/Iﬁ KO, HpI/IBeI[eHHHﬁ C HO,Z[pO6HBIMI/I KOMMCHTAapUAMH, CO3JACT ITPOCTOC OKHO.

Becb kox npescraBneHn Ha https://codelab.tpu.ru/kab33/opengl-tutorial

scr/main.cpp

#include // glad donxeH Bkawvyameca nepBuim
#include

#include

int main

// WMHuyuanusupyem GLFW
glfwInit

// YcmaHaBauBaem maxopHyw u muHopHyw Bepcuw GLFW
glfwWindowHint (GLFW_CONTEXT_VERSION_MAJOR, 3
glfwWindowHint (GLFW_CONTEXT_VERSION_MINOR, 3
// FoBopum GLFW ucnone3o08ams ocHoBHOU npoguns
// Takum obpazom mel b6ydem umemo mMoAbKO coBpemeHHvle PyHKyuu
glfwWindowHint (GLFW_OPENGL_PROFILE, GLFW_OPENGL_CORE_PROFILE
// Co30aem OKHO pa3smepom 800x800 u Ha3zwlBaem ezo Simple Window
*window = glfwCreateWindow(800, 8600 NULL, NULL
// [lpoBepaem, 4mo OKHO 6bl10 ycnewHo co30aHo, uHaye 3aBepuiaem npozpammy cC ouubkol
if (!window

cout <« << endl
glfwTerminate
return -1

// YcmaHaBauBaem OKHO KAk meKywuli KOHmeKcm nomoKd
glfwMakeContextCurrent(window


https://codelab.tpu.ru/kab33/opengl-tutorial

// 3anyckaem OpenGL
gladLoadGL();

// YcmaHa6auBaem cuyeHy

// B smom cayvyae cyeHa HavyuHaemcsa C KoopduHam 0,0 u umeem pa3mep 800x800
glViewport(o, 0, 800, 800);

// OcHOBHOU YUKA npoepammol
while (!glfwWindowShouldClose(window))

{
// Yka3seiBaem uyBem ¢oHa
glClearColor(0.07f, 0.13f, 0.17f, 1.0f);
// O4uwyaem 3a0HuUl 6ypep u ycmaHaBauBaem yBem PoHa
glClear(GL_COLOR_BUFFER_BIT);
// MeHaem 3a0HuUll u nepedHuli bydepsl mecmamu
glfwSwapBuffers(window);
// 3anyckaem Bce cobuimus, Heobxodumvle 0a4 pabomel GLFW
glfwPollEvents();

}

// Yoanaem OKHO
glfwDestroyWindow(window) ;
// 3aBepuwaem pabomy GLFW
glfwTerminate();

return 0;
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B Simple Window

Puc. 9 (pe3ymnbrat paboTs raBsl 1.4)
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2. OcnoBbl OpenGL

2.1. bBygepsi

VBO, EBO u VAO sBasitorcst 0CHOBHbIMU KoMioHEeHTaMu OpenGL, ucnonb3yemMbIMu 17151
3¢ (peKTUBHOTO XpaHEHUs U PEHJEPUHTa TEOMETPHH.

VBO (Vertex Buffer Object) npeacrasiser co6oit 0ydep, B KOTOPOM XpaHSITCS BEPIITHHBI
(KOOpAMHATEI, I[BETA, HOPMAJIH U IPyTHE aTprOyThl) MOJEITN. BMecTo mepenadyn Kak 10l BEpIIHHBI
10 OTAETHHOCTH, UX JAHHBIE XPAHITCS B MAMSIITH BHIEOKAPTHI, YTO MO3BOJISET OBICTPO
nepenasath uHGopmaruio Ha GPU. VBO moxHO paccMaTpuBaTh Kak MacCHB, B KOTOPOM KaKIbIi
AJIEMEHT MPECTaBIsIET COOOW OJTHY BEPIIMHY. DTO TO3BOISACT 3P (PeKTHBHO TIEpeaaBaTh U
00pabaTbIBaTh OrPOMHOE KOJTMYECTBO BEPIIHH.

EBO (Element Buffer Object) ncronb3yercs ajisi XpaHESHUS MHACKCOB, ONMPEICIISIONINX MOPSI0K
BEPILIUH B MMOJMTOHAILHON MozemH. Vcronbp30BaHne MHIEKCOB TIO3BOJISIET ONIPEIENIUTh
TIOBTOPSIIONIMECS BEPIITHMHBI M N30€KaTh MOBTOPHOI Mepeayr OJHUX U TEX JKe JaHHBIX. JTO
0CcOOEHHO TI0JIE3HO TIPU OTPHCOBKE OOJBIINX MOJIENEH, TaK KaK MO3BOJISIET COKPATUTH 00BEM
nepeaaBaeMoi nH(pOpMaIIUH.

VAO (Vertex Array Object) mpencrasiser co00i KOHTEHHED JUTsl XpaHEeHUsT HHPOPMAITUH O
pacnionoxenuu u ctpykrype VBO u EBO. VAO coaepxut cesiiku Ha VBO u EBO, a takke
UH(GOPMAIUIO O PACTIONOKEHUHU aTPUOYTOB BEPIINH. DTO MO3BOJISET JIETKO CBSA3BIBAThH IaHHBIE U3
VBO u EBO c atpulytaMu BepiIuH IpU OTPUCOBKE MOJIEIIEH.

Bwmecte VBO, EBO 1 VAO 00pa3ytoT MOITHBIH HHCTPYMEHT 151 9D (PEKTUBHOTO XpaHEHUS U
peHaepuHra reoMeTpuu ¢ ucrnoiabzoBanueM OpenGL. Haanexaiee ucnoiab30BaHUE 3TUX
KOMITOHEHTOB MOKET 3HAYMTEIBHO YBEJINYUTH NPOU3BOUTEIBHOCTH U YMEHBIITUTH 00HEM
nepeaBaeMbIX TaHHBIX TPU OTPUCOBKE CIOXKHBIX CIIEH.

PeanmyeM 9THU KOMIIOHCHTBI B BUJIC KJIACCOB.

B nameit paboueii qupexktopun coznaauM aupekroputo include. B neé mbi Oynem kinacthb
3arosioBouHble (aiiisl (.h).

Cozgagnm kinaccel VAO, VBO u EBO.

src/VBO.h
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public:
GLuint 1ID;
VBO(GLfloat *vertices, GlLsizeiptr size);
void bind();
void unbind();
void remove();
}s

#endif // VBO_CLASS_H

src/VAO.h

#ifndef VAO_CLASS H

#define VAO_CLASS_H

#include <glad/glad.h>

#include <VBO.h>

class VAO
{
public:
GLuint 1ID;
VAO()
void linkAttrib(VBO VBO, GLuint layout, GLuint numComponents,
GLenum type, GLsizeiptr stride, void *offset);
void bind();
void unbind();

void remove();

}s

#endif // VAO_CLASS_H

src/EBO.h

#ifndef EBO_CLASS_H

#define EBO_CLASS_H
13



#include <glad/glad.h>

class EBO
{
public:
GLuint ID;
EBO(GLuint *indixes, GlLsizeiptr size);
void bind();
void unbind();
void remove();
¥

#endif // EBO_CLASS_H

Hanwmmem myist HUX peanu3anuio.

src/VBO.cpp

#include "VBO.h"

VBO::VBO(GLfloat *vertices, GLsizeiptr size)
{
glGenBuffers(1, &ID);
glBindBuffer(GL_ARRAY BUFFER, ID);

// Introduce the vertices into the VBO

glBufferData(GL_ARRAY_BUFFER, size, vertices, GL_DYNAMIC_DRAW);

}
void VBO::bind()
{
glBindBuffer(GL_ARRAY BUFFER, ID);
}
void VBO: :unbind()
{

glBindBuffer(GL_ARRAY_ BUFFER, 0);

14



}

void VBO: :remove()

{

glDeleteBuffers(1l, &ID);
}
src/VAO.cpp

#include "VAO.h"

VAO: :VAO()
{

glGenVertexArrays(1l, &ID);

}

void VAO::1linkAttrib(VBO VBO, GLuint layout, GLuint numComponents, GLenum type,
GLsizeiptr stride, void *offset)

{
VBO.bind();
// Ckaxem OpenGL kak 4yuTaTb VBO
glVertexAttribPointer(layout, numComponents, type, GL_FALSE, stride, offset);
// Ckaxem OpenGL Kak ucnonb3oBaTb VBO
glEnableVertexAttribArray(layout);
VBO.unbind();

}

void VAO::bind()

{
glBindVertexArray(ID);

}

void VAO: :unbind()

{
glBindVertexArray(0);

}

void VAO: :remove()

{

glDeleteVertexArrays(1, &ID);

15



src/EBO.cpp

// BHeapeHne MHOEKCOB

2.2. leiinepsbl

[Hetinepst B OpenGL — 3T0 nporpaMMHbIE €AMHUIIBI, KOTOPHIE BBITOJIHSIOT PAa3IMYHbIE OTepallun
HaJ rpaduuecKkuMu JaHHBIMU B Tiporiecce peraepunra 3D rpaduku. OHU BHITOTHAIOTCS HA
rpadudeckom nporeccope (GPU) 1 mMo3BoSIIOT KOHTPOIUPOBATH KaX Il MTUKCENb U BEPIIUHY,
oTo0pakaeMbIX Ha SKpaHe.

16



B OpenGL cymectByeT Ba OCHOBHBIX THIIA IIeiepoB: BepiuHHbIie (Vertex Shader) u
¢dparmentHbie (Fragment Shader).

BepmmnHbIi melaep — 3To TpOrpaMMHBINA KO, KOTOPbI 00pabaThiBaeT Kax/I1yl0 BEPIINHY
BXOJHOM Mozaenr. OH MOXKET BBIOJIHATH ONEpaluy, Takue Kak TpaHC(POpMaLlUu KOOPIHHAT,
OCBEIICHUE U TPUMEHEHHE MaTpHI] MPOEKLIMU 1 BUJa. BepuinHHbIe el iepsl 00bIYHO
HCIIONB3YIOTCS JUIS 3aJaHUs ITOJIOKEHNS, HOPMAJIEH U TEKCTYPHBIX KOOPJAUHAT BEPIIMH, a TAKKE
Iepeaadn JaHHBIX IPYTUM LIehaepaM.

®parMeHTHBIN TICHAEp, TAKKE U3BECTHBIM KaK MAKCEIbHBIN MeHep, paboTaeT ¢ OTAEIbHBIMHI
MUKCENISIMU Ha 3kpaHe. OH OTBEUaeT 3a ONpe/IeJICHUE 1IBETA MUKCENSI HA OCHOBE €ro KOOPIMHAT,
TEKCTYPHBIX JaHHBIX, OCBEIICHHS U IPYTUX BXOJHBIX MapaMeTpoB. OparmMeHTHbIE MIEHaEpbl MOTYT
BBITIOJTHATH CJIOXKHBIC OIEpaIlui, TaKue KaK TeKCTypUPOBaHKE, OCBEIIIEHNE, OTOpachIBaHUE TCHEH U
MOCTOOpaboOTKy H300paKEeHUH.

Meineprt B OpenGL nporpammupytores Ha si3bike GLSL (OpenGL Shading Language). On
MOJIEP’KUBAET MHOXKECTBO BO3MOKHOCTEH, BKITIOUAsi MATEMaTHYECKHE OTIEpaIiH,
TEKCTYPUPOBAaHUE, OCBEILIEHHUE U JIpyTrue GyHKINU, HEOOXOAUMBIE ISl CO3JaHUsl PeaTMCTUYHOM
rpadukH.

[lelineps! ABISAOTCS KIIOYEBHIM KOMIIOHEHTOM B COBPEMEHHBIX IPa)UueCcKUX MPHIOKECHUSIX,
MO3BOJISIS pa3pabOTYMKAM KOHTPOIUPOBATh KaX/IbI aclieKT Bu3yann3anuu. OHU 00eCTIeYnBarOT
ruOKOCTh U 3(PPEKTUBHOCTD IPU CO3JIAHUH CIOKHBIX U PEATUCTUYHBIX CLICH.

Hanwmmem BepumHHBIN U parMeHTHBIN 1iekiaep. B mamnke Src cozmaaum ManKy shaders, a B Heit
¢aiiner default.vert u default.frag.

src/shaders/default.vert

#version 330 core

layout (location = @) in vec3 aPos;
layout (location = 1) in vec3 aColor;
// BbiBOg uBeTa AnAa ¢parMeHTHOro wenpepa
out vec3 color;

void main()

{
// Tony4aem no3uvuum M3 MacCuBa BepLWUH
gl Position = vec4(aPos.x, aPos.y, aPos.z, 1.0);
// Tony4yaem LBeTa M3 MaccuBa BepWUH
color = aColor;
}
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src/shaders/default.frag

#version 330 core

out vec4 FragColor;

// BB0od uBema u3 BepwuHHO20 welidepa
in vec3 color;

void main()

{

FragColor = vec4(color, 1.0f);

Tenepp co3maaum Kiace, s yIpaBJICHUS EHIEPOM.
include/shader.h
#ifndef SHADER_CLASS_H

#define SHADER_CLASS H

#include
#include
#include
#include
#include

#include

get _file content(const char *filename

class

public:

ID

Shader(const char *vertexFile, const char *fragmentFile

void activate

void remove

#endif // SHADER_CLASS_H

Hanwmmem peaji3anuro.

18



src/shader.cpp

#include "shader.h"

std::string get_file_content(const char *filename)

{

}

Shader::Shader(const char *vertexFile, const char *fragmentFile)

{

std::ifstream in(filename, std::ios::binary);
if (in)
{
std::string contents;
in.seekg(@, std::ios::end);
contents.resize(in.tellg());
in.seekg(@, std::ios::beg);
in.read(&contents[@], contents.size());
in.close();
return (contents);

}

throw(errno);

std::string vertexCode = get_file_content(vertexFile);

std::string fragmentCode = get_file content(fragmentFile);

const char *vertextSource = vertexCode.c_str();

const char *fragmentSource = fragmentCode.c_str();

// Co3paem 06bEKT BEPWWHHOro weiepa

GLuint vertexShader = glCreateShader(GL_VERTEX_ SHADER);
// ObbeguHAeM 06bEKT BEPWMHHOrO Weigepa C ero Koaom
glShaderSource(vertexShader, 1, &vertextSource, NULL);
// Komnunupyem weigep

glCompileShader(vertexShader);

// Co3paem ob6bbekT ¢parMeHTHOro wengepa
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fragmentShader = glCreateShader(GL_FRAGMENT_SHADER
// ObbepuHAaeM o0b6beKT PparMeHTHOro weingepa C ero KOAOM
glShaderSource(fragmentShader, 1, &fragmentSource, NULL
// Komnunupyem wengep
glCompileShader(fragmentShader
// Co3paem 06bekT nporpammbl wehmepa
ID = glCreateProgram
// ObbeguHAem nporpammy wengepa C 0b6beKTaMu BEPWUMHHOrO M GparMeHTHOro wengepa
glAttachShader(ID, vertexShader
glAttachShader(ID, fragmentShader
// CBA3biBaem BCe B MNporpamMe wengepa

glLinkProgram(ID

// Yhanaem oTpaboTaBwme 0b6bEKTHI
glDeleteShader(vertexShader
glDeleteShader(fragmentShader

void activate
glUseProgram(ID

void remove

glDeleteProgram(ID

2.3. Co3nanue npocroii purypsi

OpenGL npeamnonaraer, 4To Bce BEPIIMHBI, KOTOPBIE MBI XOTUM YBHJIETh, TIOCIIE 3aIlycKa Henaepa
OyayT B HOpMaJIM30BaHHBIX KoopauHatax ycrpoiicta (NDC — normalized device coordinates).
DTO 03HAYAET, YTO X, Y U Z KOOPJIMHATHI KAXKJAOW BEPIIUHBI AOHKHBI ObITh MKy -1.0 u 1.0. Llentp
KOOpAWHAT OyJIeT HaXOAUTHCS B CEPEMHE CIICHBI.
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MaccuB nanHbIX 0 BepmuHax Oyzaer B Buze [x1, yl, z1, rl, g1, bl, x2, y2, 22, 12, g2, b2... xn, yn,
zn, rn, gn, bn], rie n konuuecTBo BepiuH. Co3MaauM riIodabHYI0 IEpeMEHHYI0 niepea GyHKuuen
main. B Helt Oyaet XpaHUThCs TaHHbIe 0 KBajapare ¢ Bepumuamu (-0.5, 0.5), (0.5, 0.5), (0.5, -0.5) u
(-0.5, -0.5). Beprmnsr kBaapata Oy 1y pacKkpaiieHbl B CHHHM, 3€JIEHBIN, )KEITHIA U KPACHBIH.

src/main.cpp

vertices
// COORDINATE / COLORS //
f f f f f f
f f f f f f
f f f f f f
f f f f f f

PH,Z[OM C MaCCUBOM BCpUIMH CO3Ja UM MAaCCHUB MHJICKCOB. On HYKCH, YTOOBI ITOKA3aTh OpenGL B
KaKOM IOpPAIKE O6XOI[I/ITI) BCPUIWHBI.

src/main.cpp

indexes

[lepen ocHOBHBIM IIUKIIOM co3AaauM nporpammy meiaep, VBO, VAO u EBO.

shaderProgram

VAO1

VAO1

VBO1(vertices vertices

EBO1(indexes indexes

VAO1 VBO1

VAO1 VBO1

VAO1
VBO1

EBO1
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B camom nukiie akTHBHpYeM MPOrpaMMy HICHAep U OTpUcyeM GUrypy.

// OCHOBHOMN LMK MNpOrpamMmbl

while (!glfwWindowShouldClose(window))

{

// Yka3biBaem uBeT ¢oHa
glClearColor(0.07f, 0.13f, 0.17f, 1.0f);
// Ou4uwaem 3agHuii 6ydep M ycTaHaBnuBaem uBeT doHa

glClear(GL_COLOR_BUFFER_BIT);

// AKTuBMpyeM nporpammy weigep
shaderProgram.activate();

// Ckaxem OpenGL ucnonb3oBaTb VBO

VAO1.bind();

// Ckaxem OpenGL HapucoBaTb ¢urypy c 4 BepwumHamu

glDrawElements (GL_TRIANGLE_FAN, 4, GL_UNSIGNED_INT, ©0);

// MeHAeMm 3agHWIA n nepepHuii Bydepbl MecTamu
glfwSwapBuffers(window);
// 3anyckaem Bce cobbiTusa, Heobxoaumble Ansa paboTbl GLFW

glfwPollEvents();
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Puc.10 (pe3ynbraTta paboThl riaBsl 2.3)

2.4. TekcTypsl

B OpenGl Tekerypa — 310 n300paxkeHue Ui Habop JaHHBIX, KOTOPBIE TPUMEHSIOTCS] K TEOMETPUU
3D-o00bekra. OHa MOKET OBITH UCIIOJIB30BaHA JIJIS TIPUIAHKS TTIOBEPXHOCTH HIIH OOBEKTY
BHU3YAJIbHBIX CBOﬁCTB, TaKHUX KaK IIBE€T, OCBCILICHUEC HUJIN mei/'mepbl.

B OpenGL TekcTypbl MAaHUTTYJIMPYIOTCA B BUJIE IPSAMOYTOJIBHOM CETKH MuKcenen. Kaxaprit
MTUKCEIb COACPIKUT MH(POPMAIUIO O I[BETE WM APYTUX CBOKWCTBAX. TEKCTYPHI MOTYT OBITH CO3/IaHBI
13 U300pakeHH B (aiisie Wiu reHepupoBaThCS JMHAMUYECKH B IIPOTpaMMe.

OpenGL noanepxuBaeT pa3IuvHbIe THIIBI TEKCTYp, Takue Kak 2D-TekcTypbl, KyOnueckue
TEKCTYpbl, 00bEMHbIE TEKCTYPbI U MAaCCUBBI TeKCTyp. Kakplil TUIT ©MeeT CBOM 0OCOOEHHOCTH U
IIPUMEHSETCS B 3aBUCUMOCTH OT OTPEOHOCTEH BU3YyalU3alllu.

Texctypsl B OpenGl MoryT ObITh HCIIOIB30BAHbI [T CO3/IaHUS CIOXKHBIX U PEATUCTHYHBIX
BHU3YaJIbHBIX 2P(EKTOB, TAKUX KaK 3aT€HEHUE, OTPaKEHUE, IPO3PAYHOCTh U TEKCTYPUPOBAHUE
noBepxHocTell. OHU SABJIAIOTCS BAXKHBIM HHCTPYMEHTOM JUIA Pa3pabOTKH rpadpuyecKux
MPUIIOKEHUN U UTp, oOecrieunBas 6osiee peaTuCTUYHYIO U IPUBJIEKATENbHYIO BU3YaIH3alHIO.
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TekcTypbl JTy4llle ONTUMHU3NPOBAHBI, €CIIM OHM UMEIOT pa3mMep B Buje 2" X 2" px, rue n -
HEOTpHIaTeNIbHOE I1eTI0e Ynciio. Bbl MoxkeTe ckayaTh 1r000e n300paskeHus Ha Bai BKyc. J{is
puMepa BO3bMEM TEKCTYpY rpaBusi ¢ caita https://3dtextures.me/2022/04/27/gravel-001. Ham
HY>XHO n300paxkeHue ¢ Ha3BaHue BaseColor.

3D TEXTURES

Free seamless PBR textures with g/ﬁVE/ 007
Diffuse, Normal, Displacement,
Occlusion and Roughness Maps.

A
£
SUBSTANCE
ALCHEMIST

Puc. 11 (npeacraBieHne TEKCTYphI Ha caiiTe)
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Puc. 12 (tekctypa rpaBus)

CoznaguMm qupekTopuro textures B AUpeKTopuu SIC M MOMETUM TyAa CKAaYaHHYIO TEKCTYpY.

YroObl He 3a0UBaTH MAIN.CPP, CO3MaIUM CIIEIHATBHBIN KIacC, KOTOPBIN OyIET OJHIIETBOPSITH
TEKCTYPY, HO IEepe]] 3TUM HaM HeoOxoauma OnbiroTeka Sth, uro6sr ¢ TekcTypamu ObII0 y100HEE
pabotarh. E€ MOXHO ckauaTh B BUJE UCXOHOTO KOJIa M3 OTKPHITOTO PEIIO3UTOPUS U
CKOMITHIIMPOBATh Ha CBOEH MarrHe. Ham Hy»eH TobKo oJuH (haida u3 3Toro perno3utopus. Bot
cchUIKa Ha Hero: https://github.com/nothings/stb/blob/master/stb_image.h

[Tomectum 3TOT aiin B mupekroputo Sth, co3nannyto psgom ¢ aupexropueir OpenGL.
im0 penGL
L simple

il b

Puc. 13 (ctpykTypa npoekra B riase 2.4)

B nupekropuu Src cozaaaum daiin Sth_image.cpp. Y momecTuM Tyaa Caeayonmi Ko, Kak
CKa3aHO B JIOKYMEHTAIIHH.
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src/stb_image.cpp

B 3agauy cOopku HE0OX01UMO T00aBUTH HOBYIO TMPEKTOPHUIO, Kak MBI 3T0 aenanu s OpenGL.

.vscode/tasks.json

Puc. 14 (¢paiin tasks.json B riase 2.4)

YroObl perakTop Buaen GYHKIUH U3 3ar0JIOBOYHOTO (aiiia, 1o6aBumM aupekropuo Sth B
C_Cpp_properties.json
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Puc. 15 (daiin c_cpp_properties.json B riase 2.4)

Temnepsb co3naaum Kiace TeKCTypbl. Huke nmpuBeneH Koz ¢ mogpoOHBIMU KOMMEHTAPUSIMH.

inlcude/texture.h

ID

type

image texType slot format
pixelType

// TpucBauBaeT TeKCType eAuHUULY TeKCTypbl



void texUnit(Shader &shader, const char *uniform, GLuint unit);
// CBA3biBaeT TeKCTypy
void bind();
// OTBA3bIBaeT TeKCTypy
void unbind();
// YBhanaeT TeKkcTypy
void delete();
¥
#endif

src/texture.cpp

#include "texture.h"

Texture::Texture(const char *image, GlLenum texType, GLenum slot, GLenum format, GLenum
pixelType)

{
// TpucBanBaem TuN TeKCTypbl 06bekTy texture

type = texType;

// CoxpaHsieM WWPpWHY, BBICOTY U KOJMYECTBO LBETOBbIX KaHaloB WM306paxeHuA

int widthImg, heightImg, numColCh;

// TNepeBopauymBaeT u3o0bpaxeHne Tak, 4YTObbl OHO OTObGpaxanoCb MpaBON CTOPOHON BBEpPX
// 3To Heobxoaummo Tak Kak stb u OpenGL uMMeeT pa3Hyw CUCTeEMy KOOpAMHAT ANA TEKCTyp
stbi_set flip vertically on_load(true);

// CuynTbiBaem n3obpaxeHue u3 ¢aina u coxpaHsem ero B bHantax

unsigned char *bytes = stbi_load(image, &widthImg, &heightImg, &numColCh, 0);

// TeHepupyem TeKCTypHbii 06bekT OpenGL
glGenTextures(1l, &ID);

// TpucBamBaem TeKCTypy TeKCTYpPHOMY 3S/eMeHTY
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glActiveTexture(slot);

glBindTexture(texType, ID);

// HacTpauBaem Tun anropuTMa, KOTOPbIA MUCNONb3yeTCA ANA YMEHblUEHUS WU yBeNudeHus
n3obpaxeHuna

glTexParameteri(texType, GL_TEXTURE_MIN_FILTER, GL_NEAREST MIPMAP_LINEAR);

glTexParameteri(texType, GL_TEXTURE_MAG_FILTER, GL_NEAREST);

// HacTpauBaem cnocob noBTOpeHMA TeKCTypbl (ecnm 3To BooblWe MNPOUCXOAMUT)
glTexParameteri(texType, GL_TEXTURE_WRAP_S, GL_REPEAT);

glTexParameteri(texType, GL_TEXTURE_WRAP_T, GL_REPEAT);

// TpucBanBaem usobpaxeHne obbekTy TekcTypbl OpenGL

glTexImage2D(texType, ©, GL_RGBA, widthImg, heightImg, 0, format, pixelType,
bytes);

// TeHepupyem MipMaps

glGenerateMipmap (texType);

// YpnanAaem paHHble M306paxeHna B TOM BMAE, B KAaKOM OHU yXe eCTb B 0b6beKkTe TeKCTypsbl
OpenGL

stbi_image free(bytes);

// OTMeHAeT npuBA3KY ObbekTa TekCcTypbl OpenGL, 4Tob6bl ero Henb3A 6bUIO CAy4YaHO
M3MEHUTb

glBindTexture(texType, 0);

void Texture::texUnit(Shader &shader, const char *uniform, GLuint unit)

{

// Tony4yaem MecCTOMONIOXEHWUE YHUPOPMbI

GLuint texUni = glGetUniformLocation(shader.ID, uniform);
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// lWehngep Heob6xoAMMO aKTWUBUPOBATb Nepes U3MEeHeHMeM 3HaYeHUA YHUPOPMb
shader
// YcTaHaBAMBaeM 3Ha4yeHue YHUPOpPMbl

texUni, unit

type, ID

type

delete(

M3MeHnm paHee HanmMCaHHbIC EHIEPHI.

Buumanue! JIro0as oreuarka B Luel?mepax MOZKCT IMPUBECTHU K OIJ_II/I6K3.M, KOTOPLBIC KOMITUJIATOP HE
TTOKaXCT.

shaders/default.vert

#version 330 core
// KoopguHaTbl

layout (location

@) in vec3 aPos;
// Uset

layout (location

1) in vec3 aColor;
// KoopauHaTbl TeKCTYypbl

layout (location = 2) in vec2 aTex;

// BbiBOA LBeTa AnAa ¢parMeHTHOro wengepa
out vec3 color;
// BblBOA KOOpAWHAT TeKTCypbl Ansa ¢parmMeHTHOro wengepa

out vec2 texCoord;

void main()

{
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// TNony4aem no3uuMum M3 Maccusa BeplWH

gl Position = vec4(aPos.x, aPos.y, aPos.z, 1.9);
// TNony4aem uBeTa M3 MaccuBa BepWUH

color = aColor;

// Tony4yaem KoopAWHaTbl TEKCTYpbl

texCoord = aTex;

shaders/default.frag

#version 330 core

out vec4 FragColor;

// B600 uBema u3 BepuiuHHo20 welidepa
in vec3 color;
// BB00 koopduHam mekcmypsl u3 BepuuHHoz20 welidepa

in vec2 texCoord;

// Monyuyaem eduHuyy mekcnypsl u3z OCHOBHOU @yHKUYuUU

uniform sampler2D texo;

void main()

{

FragColor = texture(texo, texCoord);

Oo6parute Buumanue Ha yaudopmy B default.frag.

Yuudopma B OpenGL — 3T0 MexaHU3M, KOTOPBIH TO3BOJISET NIEPeIaBaTh JAHHBIC U3 MPUI0KCHUS
B IICHIepbl. DTU JaHHBIE MOTYT OBITh MCTOJIB30BAHBI Ui YIIPaBJICHUS MapaMeTpaMu PeHICpUHTa,
TaKUMH KaK TOJIO)KeHHE OOBEKTOB, MaTpHIbl MpeoOpa3oBaHUs, IBETa M JIPyrUe CBOWCTBA
YHudopMmsl ABIAIOTCA T100aTbHBIMU IEPEMEHHBIMU, TIOCTYITHBIMU BO BCEX HIEHIepax MpOrpaMMbl
1 00ecrneynBaloT CHHXPOHMU3AIMIO JAaHHBIX MEXAy MpUIOKeHHeM U mieiaepamu. OHU OOBIYHO
WCIIONIB3YIOTCS JUTSI TIEpEeauu JaHHBIX, KOTOPhIC H3MEHSIOTCS PEIKO WU HE U3MEHSIOTCS BOOOIIE B
TEYEHHE OJTHOTO KaJipa PEHIEPUHTa.

Jlo6aBuM ciieyronuii Ko nepe;i OCHOBHBIM IIUKJIOM JUISI IPUMEHEHHS TEKCTYPHI.

src/main.cpp
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grav_tex("C:\\Projects\\tpu-opengl-
tutoriall\\simple\\src\\textures\\gravel base_color.jpg",

GL_TEXTURE_2D,
GL_TEXTURE®,
GL_RGB,

GL_UNSIGNED BYTE);

grav_tex.texUnit(shaderProgram, "tex@", 0);
B camom nukie 100aBuM akTHBALIMIO TEKCTYpHI Iepe aktupanueit VBO.

grav_tex.bind();

B maccuBe BepunH 100aBUM HHPOPMAIIHIO O KOOPIUHATAX TEKCTYPHI.
vertices[] = {
// COORDINATE / COLORS / TEXTURE COORDINATE
-0.5f, 0.5f, 0.0f, 0.0f, 128 / 255.0f, 255 / 255.0f, 0.0f, 0.0f,
0.5f, 0.5f, 0.0f, 255 / 255.0f, @ / 255.0f, @ / 255.0f, 0.0f, 1.0f,
0.5f, -0.5f, @.0f, @ / 255.0f, 153 / 255.0f, © / 255.0f, 1.0f, 1.0f,

-0.5f, -0.5f, @.of, 255 / 255.0f, 255 / 255.0f, 51 / 255.0f, 1.0f, @.0f};

Heo0xoaumo n3MeHHUTh apaMeTphl B IPUBS3KE, TaK KaK Mbl J00aBUIM HOBYIO HH(GOPMAIIHIO.

VAOl.linkAttrib(VBO1, ©, 3, GL_FLOAT, 8 * sizeof(float), (void *)0);

VAOl.linkAttrib(VBO1l, 1, 3, GL _FLOAT, 8 * sizeof(float), (void *)(3 *
sizeof(float)));

VAO1l.linkAttrib(VBO1, 2, 2, GL_FLOAT, 8 * sizeof(float), (void *)(6 *
sizeof(float)));
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i Simple Window - 0o X

Puc. 16 (pe3ynbrat paboTsI r1aBsl 2.4)

2.5. AHMManus BepuIuH

[Ton aHmManuei BepIvH noapazymMeBaeTcst TpaHcopMalusi o0bekTa. Bpalenre u nepeMerieHme
Bcel Gpurypsl OyIeT pacCMOTPEHHI B TJIaBe 3.

Jnist Tpancdopmanui pUrypsl HaMm JOCTaTOYHO U3MEHUTH BEPIINHY U CHOBA OTPUCOBATH (PUTYPY.
YtoO0BI 3TO BBIMVIAEIO [JIABHO MOKHO BOCIOJIB30BATHCS TAUMEPOM.

Co3maauM aHMMAIIMIO MTPEBPAILEHHs HAIIero KBaJjpaTa B Tpanelio 1 00paTHO.
Hanmmewm ¢ynkius tpanchopmarium.

src/main.cpp

// nepemeHHas ANA HanpaB/ieHWA aHuMaLuuu
isStretch

// war TpaHcdopmaunu
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step = 0.01;

if (isStretch) {
vertices[2 * 8] += step;

vertices[3 * 8] -= step;

if (vertices[2 * 8] »>= 0.7f) {
isStretch = false;
}
} else {
vertices[2 * 8] -= step;

vertices[3 * 8] += step;

if (vertices[2 * 8] <= 0.5f) {

isStretch = true;

}

// obHOBNeHue AaHHbIX B bydepe

glBufferSubData(GL_ARRAY_BUFFER, sizeof( ) * 2 * 8, sizeof( ), new
(vertices[2*8]));

glBufferSubData(GL_ARRAY_ BUFFER, sizeof( ) * 3 * 8, sizeof( ), new
(vertices[3*8]));

Ileper OCHOBHBIM IIUKIIOM OOBSIBUM, TEKYIIIEE BpEMSI.

double prevTime = glfwGetTime();

B camom nukie 1o6aBuM koJ Uit aHuManuu. Ero Heo6XoIMMo OMECTUTh MEXKy aKTHBaLuen
HIEHJCPHON IIPOrpaMMBbl U NIPUBSI3KOU TEKCTYPBL.

// aHumauma c warom B 0.01 cekyHZAbl
double currTime = glfwGetTime();
if (currTime - prevTime >= 0.1) {

// ckaxem OpenGL ucnonb3oBaTb VBO



VBO1

// Tpousepem war TpaHchopmaLmm

// obHOBMM paHHble B VBO
VAO1 VBO1
// obHoBUM Bpems

prevTime currTime

Puc. 17 (ocHOBO# MK B T11aBe 2.5)
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Puc. 18 (Bux ¢purypsl B pe3yabTaTe aHUMAIMH)

3.3D B OpenGL

Oma enasa u 6ce nociedyrouue He cooeparcam Koo 2naswl 2.5 (cm. 0epeso 2nas).

3D rpaduka B OpenGL ocHOBaHa Ha MCIIOJB30BaHUU TPEXMEPHBIX KOOPIUHAT U MAaTPHULL
npeodpazoBanuii. B OpenGL kaxiplif 00bEKT, TaKOH KaK TPEyTrOoJbHUK WIIN MPSIMOYTOJIbHUK,
3aJ1a€TCsl CBOMMH BEPILIMHAMU B TPEXMEPHOM IIPOCTPAHCTBE. 3aTEM C IOMOLIbIO MaTPUIL
peoOpa3oBaHus MOXKHO U3MEHATH I0JI0XKEHNE, MACIITAOUPOBAHUE U TOBOPOT OOBEKTA.

Jnist paboThl ¢ MaTpuLiaMH HaMm 1oHao0uThesa 6ubnnorexka GLM (GL Mathematics). E€ MmoxxHO
ckauath u3 pernosuropus https://github.com/g-truc/glm. Ham nysxHa aupexropust glm.
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bench

doc

Puc.19 (tpebyemas mupexTopus B perio3utopuu glm)

ITomectute ¢€ psimom ¢ OpenGL u stb.

Kak u ¢ nmpenpinymumu 6ubarnoTekaMu, HaM Hy)HO J00aBuTh €€ B 3amanue coopku u IntelliSense.

Puc. 20 (no6aBnenune gml B KoHpHUTYyparim)

B ¢parmenTaprHom meiinepe HeoOX0aMMO J00aBUTh MaTpUUHbIE YHH(OPMBI M H3MEHUTH
YCTAHOBKY ITO3UILHHU.

default.frag

#version 330 core

// Koopounamsi

layout (location = 0) in vec3 aPos;
// Lleem

layout (location = 1) in vec3 aColor;
// Koopounamuer mexcmypoi

layout (location = 2) in vec2 aTex;

// Bvi600 ysema onsa ppaemenmmuoco wetioepa
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out vec3 color;
// Bb1600 KoopOuHam mexkmcypul 05l hpasmMenmno2o weioepa
out vec2 texCoord,
uniform mat4 model,;
uniform mat4 view;
uniform mat4 proj;
void main()
{
// Honyuaem nosuyuu uz mampuy
gl_Position = proj * view * model * vec4(aPos, 1.0);
// [lonyuaem ysema uz maccuea eepuiun
color = aColor;
// [onyuaem koopounamsi mexmcypul

texCoord = aTex;

C03Ila):[I/IM B OCHOBHOM IUKJIC MaTpUIbI, npeo6pasyeM HUX U BBIBCIACM B BepIJ_II/IHHHﬁ meﬁ,uep.

src/main.cpp

// Co3paguMm maTpuuy MOAenu, coaepxawen enuHuULbl
model = f

// Co3pagum maTpuuy BuAa, cofepxawen emuHuupl
view = f

// Co3pagum maTpuuy npoekuumn, comepxalwenn eanHUupl

proj = f

// NoBepHem ¢urypy Ha 45 rpagycos

model = model f f f f
// OTogBuHem ¢urypy oT Hac

view = view f f, - f

// Ckaxem He obpe3aTb ¢urypy,
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// ecnn oHa HaxoauTbCA OT Hac oT 0.1 po 100.0

proj £ ¢ ¢

// BblBOOMM MaTpuupbl B BEPWMWHHbIA Wenzep

modelloc shaderProgram.ID

modellLoc model
viewlLoc shaderProgram.ID

viewlLoc view
projLoc shaderProgram.ID

projlLoc proj

Puc. 21 (pe3ynbTar moBopota Gpurypsi)

Tak kak MbI Tenepb MoXxeM padotats ¢ 3D, co31aaAuM MOIXOAALIYIO AJIs 3TOT0 (Urypy.

N3meHnuM mMaTpuily BEPIIMH U UHIEKCOB JUIsl OTPUCOBKH OKTa3Ipa.

vertices

// COORDINATES / COLORS / TexCoord //
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-0.5f, 0.0f, -0.5f, 0.0f, 0.0f, 0.0f, 1.0f, 0.0f,
-0.5f, 0.0f, 0.5f, 0.0f, 0.0f, 0.0f, 0.0f, 0.0f,
0.5f, 0.0f, ©.5f, 0.0f, 0.0f, 0.0f, 1.0f, 0.0f,
0.5f, 0.0f, -0.5f, 0.0f, 0.0f, 0.0f, 0.0f, 0.0f,
0.0f, 0.8f, 0.0f, 0.0f, 0.6f, 0.0f, ©0.5f, 1.0f,

0.0f, -0.8f, 0.0of, 0.0f, 0.6f, 0.0f, 0.5f, 1.0f,
1s

indexes[] = {

5,3,0,};

N3menum napamMeTpbl I (bYHKI_[I/II/I OTPUCOBKH BCPUINH.

glDrawElements (GL_TRIANGLES, sizeof(indexes) / sizeof(int), GL_UNSIGNED_INT, ©);

Uto6s1 OpenGL noHmMan, kakue TpaHd HY»KHO OTPUCOBBIBATH BIIEpeAH, 100aBUM duiar nepes
OCHOBHBIM ITUKJIOM.

glEnable(GL_DEPTH_TEST);

U B ounctke Oydepa.

glClear(GL_COLOR_BUFFER BIT | GL_DEPTH_BUFFER_BIT);
I[06aBI/IM TaﬁMep AJI TUIAaBHOTO IMTOBOPOTA OKTa3Apa B OCHOBHOM ITHKIJIC.
// Tawimep Aons aHuMauuu

double crntTime = glfwGetTime();

if (crntTime - prevTime >= 0.05)

{

rotation += 2.0f;

prevTime = crntTime;



N ero nHunmanmn3amuo nepea OCHOBHBIM LTUKJIOM.

rotation f
prevTime

HC 38.6YILI7T€ IIOMCHATH UHHUCJIO HA nepeMeHHon B MECTC, I'I€ MbI YKa3I)IBaCM BeJ'II/I‘II/IHy HOBOpOTa
JUT MaTpulibl MoJienu. Ene moMeHsieM ocb, BOKPYT KOTOPOM OyIeT MporCcXoauTh BpamieHue. [Iyctsb
aTo Oyzaer och Y.

model model rotation f f f

Puc. 21 (pe3ynbrar paboThl mporpamMmsl B riiase 3)
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