3D-cueHa u rpadn4yeckun KoHBenep

I'eome'rpuqecxasl CTaAUA (Wenpepei n.n.3-5)

1. Wireframe ( KapkacHoe) MmogenupoBaHue

McxoaHble faHHble: NOBEPXHOCTU 0OBEKTOB € YyY4ETOM BUAUMOIO
CueHa (reoMeTpus, UBET, TEKCTYpa) — obvema (Camera, Frustum, View Volume).
CeeT DopMupoBaHne CnNUcka oTobpakaeMbix
Kamepa (Frustum, View Volume). 0OBbEKTOB.

2. Tesselation. Teccenauua nnm
Tpuanrynaums (triangulation): pasbuenne
NOBEPXHOCTW Ha NNOCKME NONUIOHANbHbIE
3neMeHTbl. BMeCTo KpUBONMHENHOM
NOBEPXHOCTU — MNONIMITOHaNbHAA MofeNb,
npeacTaBneHHas BepwmnHamm (vertex)

3. Transformation (TpaHcdopmaymnsa) :
nepemelleHue, usMmeHeHune ¢opmebl
NoCPeACTBOM MaTPUUHbIX Npeobpa3oBaHui
BEPLIMH B Npeaenax emanmMoro obvema

4. Lighting. PacueTt ocBeweHHocTH U 3aTeHsenna (shading) obbekToe no BepwmnHaM. MeToasl
MHTEpPNONauun Ang nonuroHansHelx noesepxHoctei: MNypo (Gouraud shading), ®orra (Phong shading),
NPUMEHEeHWe BEPLIMHHBIX WelaepoB

5.Camera-ViewPort. Mpoeunposanune 3D-00bekTa ¢ coxpaHeHneM uHdopMauumn o pacctoanmnm (o
rnybuHe) Kaxaon U3 BepLIMH A0 NNOCKOCTU NPOEKUMM

6. Triangle setup. MoaroToeka (KOMNOHOBKA ) TPEYronbHUKOB 0ObEKTa: reHepauna TEKCTYPHbIX
KOOPAWHAT, COPTUPOBKa BeplMH; oTbop 1 oTbpacbiBaHue Henuuesbix rpaHei (culling)




MecTo npeoGpa3oBaHU KOOPAUHAT B
rpadhnyeckom KoHBeunepe

# [Ipeobpa3oBaHue Model = Wold
OnpefensalTCcA MaTpulen Buaa
Model

« [lonoxeHwe U HanpaeneHue
Kamepsl onpefensalT
npeobpazosanue Wold =2
Camera, matpuuy View

= Cnocod npoeuunposaxma 30-
CLIeHbI HAa NPOEKLIMOHHYIO
MMOCKOCTL Kamephbl
onpefenaeTca MaTpuuen
npoeuuposanus Projection

« B oKkHe oToDpaxaerca npoexyua
3D-cleHbl Ha NPOEKUMOHHYK
NNOCKOCTL Kamepbl B 3KPaHHbIX
KoopauHaTtax (p, q);

Vs

L Projection Back
Camera :g plane , cutoff
2 = \ \ / plane
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Perspective projection World coordinates

Coordinate
Systems

( Screen coordinates



T 3D-cleHa n rpadoMyeckuii KoHBenep

i CTa'qu per‘ep“Hra 1. HSR (Hidden Surface Removal) — Yaanenue
(rendering -npeodpasoBaie, NpeACTaBneHme) CKPBITBIX, ANA TeKyLlell Touku HabnoaeHus,
NOBEPXHOCTEN. ANrOpUTMbI: Z-COPTUPOBKA; Z-
bydepusauma; NocTpoUHOE CKaHMPOBaHUe

2. Texture mapping. TekcTypupoBaHue — nepebii
3Tan pacTpoBoi rpagpuku. Tekcensl-3neMeHThl
TekcTypbl chopmata 2™ x 2°. CooTBETCTBUE
NMUKCENOB M TEKCENO0B YCTaHaBNMBaEeTCs No
pe3ynbTaTam NpoeunpoBaHua.

Mpuembl: MIP-mapping (TeKcTypbl ¢ pasnuyHbIM
paspewernem); perspective corrected texture
mapping (koppekuus nepcnekTtuebl); Filtering
(LF, BLF, TLF, Anisotropic);

bump mapping (Hanoxerne menkomacwTabHoro penbeda); MynbTUTEKCTYpUpOoBarne (KoHBelepHoe) —

2 n bonee BNOKOB TEKCTYPUPOBaHWUA; NMUKCE/bHbIE LWeUepbl

3. a-blending and fogging (MogenupoBaHue Nonynpo3paqvHoOCT, KOPPEKUMA LUBETA: o- CMELIMBAHWE U
3aTyMaHuBaHue )

4, Anti-aliasing (Koppekuwna 3a3ybpenHoctu rpanvy: edage AA (kpaesoit) u full screen AA (nonHbii ~ FSAA)
Mpuembl: super sampling (cynep- u mynetucaMmnnuur); tile based apxutekTypa; TEXHMKa aKKyMynaTopa.

5. Dithering. HTepnonauua HegocTarWmx UBETOB (ANS MHAEKCMPOBAHHOMOUBETa)

6. Frame buffer. ®opmupoesarne kagposoro bydepa ana ¢popMMpoBaHUA BIXOAHOTO aHaNoroBoro

curHana. Mpuemsl: double buffering asoiHas bydepusauma ~ dopMupoBarme 2-ro Ha4MHaEeTCs 40 TOro Kak
3aKkoHuMTCa nepenada B LAM (RAM DAC) nepsoro

7. Post-processing. MNocT-06paboTka: asymepHble 3¢pheKThl Hag uensbim Kaapom.




OcHoOBbI annapaTHoOU peanu3auumu rpadunveckoro
KOHBeunepa: reoMmeTpn4yeckum n NUKcesrnbHbIN
lwengepol

O6o0LeHHada CTPYKTypa
rpadomnyeckoro npoueccopa (GPU)

% i uHa BBOAB; BblBOAa i %

FreoMeTpuuecKuin
npoueccop:
MexaHu3M 0bpaboTkm
TPEYronsHUKOB

DIME (Direct In Memory

Execute) - -~

HenoecpeiacTeeHHOe
BbINONHEHKEe B NaMATHU.
OcHosHaA 1 BMAEONaMATL
HaxogAaTcA 8 06U.LeM
ajgpeCHOM NpocTpaHCcTBe.

ObLee NPOCTPAHCTBO  g—p|

3MYNUPYETCA C NOMOLLBHD
Tabnuysl oTobpaxeHruAa
agpecos GARP (Graphic
Address Remapping Table)
dnokamu no 4 Kdaunr.
MNpoueccop BugeokapTsl
HenocpeacTBeHHO paboTaeT
C TEKCTYPaMK B OCHOBHOM
namATh 5e3 ux KoNWpoBaHUA
B BUAEONaMATh.

A

y

MexaHW3M peHAepuHra

Bnok(n) obpaboTkm
TeKCTyp

A

y

Bnok obpaboTku
kagposoro bydepa

Opansepnbi:

BlEORMenTE ICD (Installable Client Driver)
— — nonHaa sepcua OpenGL-
BepLunHbI, MHASKCHI COBMECTMMOro Apaieepa Ans
npodeccMoHanbHbIX
akcenepaTopos
MCD (Mini CD) — yceuerHas
BuoeonamaTtb Bepcus
Ly a- Bvbe Miniport — MMHMNOPT AnA
o yoep OQHO Mrpbl
A
\\" Bycpep TexcTyp
\ TV,DVI
DMA* 2- Gydep t
1 RGB
& > = 1 LIAN
24 "| Kaapoewit bydep > (RAM >
DAC)




LLlenpep (aHrn. Shader) — 310 NporpamMmMa, UcCMonb3yemas B TPEXMepPHOW rpacuke,
npegHasHavyeHHasa ons ogHom n3 ctyneHen rpadpmyeckoro KoHBenepa, ans
onpeneneHna PUHULLHLIX NapamMeTpoB obbekTa unu nsobpaxeHus. LLlengep otsevaet
3a (PYHKLMIO onncaHna NormnoLleHnsa n paccesiHUS cBeTa, HarmoXKeHUA TEKCTYpPbI, a Takke
doopMUpPYyeET OTpaxkeHne 1 nperioMmrieHne, saTeHeHne, CMeLLeHne NoBepxXHOCTU K
onpenenseTt apdekTbl NOCT-06paboTKN.

[Mporpammumpyemble wengepbl bk n adpdekTrBHbI. CNoXHbIE C BUOY NOBEPXHOCTU
MOryT ObITb BU3yanm3anpoBaHbl NPM MOMOLLM NPOCTbIX reOMETPUYECKnX doopm.
Hanpumep, wenagepbl MOryT 6bITb MCNOMb30BaHbl 41151 PUCOBAHUSA MOBEPXHOCTU U3
TPEXMEPHOM KEPAMMNYECKON NITUTKU HA abCONOTHO NIIOCKON NOBEPXHOCTM.

Tunbl WenaepoB: BEPLUMHHbIE, FeOMETPUYECKNEe n parMeHTHbIE (MUKCENbHbIE).

BepPLIMHHbIN Weunaep (Vertex Shader) - ynpaBnsieT AaHHbIMUY, OTBEYAIOLLIUMU 38 BEPLUNHBGI
MHOIOrpaHHMKOB. TakMMu gaHHbIMU, SBAAKOTCA KOOPAUHATLI BEPLUMHBI B MPOCTPAHCTBE,
TEKCTYPHblE KOOpAUHATbI, TAHFEHC-BEKTOP, BEKTOP OMHOpManun, BeKTop Hopmanu. MNpu
NOMOLLM BEPLUMHHOIO LWerngepa NpomcxoanT BUOOBOE U NEPCNEKTUBHOE
npeobpa3zoBaHns BEPLUMH, reHEpPaLUKU TEKCTYPHbIX KOOpAMHAT, pacyeTa OCBELLEHUA U T.
a.

reomeTpuyeckum weunaep (Geometry Shader) - B OTnMymne ot BEPLUMHHOIO LLeNaepa,
cnocobeH obpaboTaTb HE TONLKO OAHY BEPLUNHY, HO U LIENbIN MTPUMUTUB. DTO MOXET
ObITb OTPE30K (ABE BEPLUNHBI) N TPEYTONMbHUK(TPWU BEPLUMHBI), @ IPU HanNn4um
NHdopMaLIMKM O CMEXHbIX BepLuMHax (adjacency) MOXET BbITb 06paboTaHO A0 LWeCcTU
BEPLUMH AN TPeyronbHOro npuMmntmea. Kpome Toro reomMmetTpuyeckui wengep cnocobeH
CaMOCTOATENbHO PopMMPOBATbL NPUMNTUBLI, HE UCMONb3YS MMaBHbIN MPOLLECCcop.

BriepBble reomeTpuyeckumn lWengep Hadan ucrnosib3oBaTtbCA Ha Buaeokaptax Nvidia 8-u
cepumn.

cdparMeHTHbIN - NUKCeNnbHbIU Wenaep (Pixel Shader) - paboTatoT ¢ hparmeHTamm
n3obpaxeHnsa. PparMeHTOM N306pakeHns B 4aHHOM Crlyyae siBNSeTCH MUKCen, a cam
lenaep onpenenseTr Habop aTpnbyToB, TakKMX Kak UBET, rnybuHa, TEKCTYPHbIE
KoopauHaTtbl. DparMeHTHbIN LLeNnaep UCNOorb3yeTcs Ha NocregHeM atane rpadpuyeckoro
KoHBenepa ansa dopmmpoBaHma pparmeHTa naobpaxeHums.
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Setup Englne l

Ultra-Threaded i Shader 5
Dispatch Command Cusue Commanc Commanc Queve

Processor

Setup Engine:

COCTOUT U3 BEPLUMHHOIO M reoMeTpPUUECcKoro
accembnepoe v UHTepnonaTopa, roTOBUT
AaHHble Ana 06paboTKu NOTOKOBLIMK
npoueccopamu. OH MOXET UCMONHATbL TpU
Buaa PyHKUMM:

ecOopKy BepwuH (vertex assembly) m

Teccenauuo,
ereomeTpuueckyto obpabotky (ans
HoeoeeegeHusa DirectX 10 — Geometry [ — — <
SIMD SIMD SIMD SIMD 3
Shaders) Advay Aoy preace oo 2
*BbIOOPKY U MHTEPNONALMIO ANS NMUKCENbHbIX 1, o) [ LRI — (RS g«
lwenaepoe. Stream Stream Stream Stream g
Processing Processing Processing Processing
Units Units Units [ Units 5
3aTeMm JaHHble NepeaarwTca AUCneTyepy. &
-—————

Ultra-Threaded Dispatch Processor. OH noaaepxunBaeT pasfaenbHble ouepean KoMaHa ANa Kaxaoro Tuna wenaepos.
MHCTPYKUMKM M AaHHble NOCTYNaT B AUCNEeTUYEp U pacnpeaenstoTcs No ouepeasM. 3aTeM [laHHble U3 ouepeaeit nepeaarTcs
Ha apbutpax. Ha kaxabiit SIMD-maccue npuxoauTcs no asa apbutpa, uto AaéT BO3MOXHOCTb 0bpabaTbiBaTh Mo 2 NoToKa
JlaHHbIX Ha Maccue, TO €CTb 0 8 NOTOKOB OAHOBPEMEHHO. [1Ns TEeKCTYP U BEpWNH — CBOM apOuTpbl.



[Ansa BepLMHHbBIX U MUKCENbHBIX

WweliAepoB npeaycMoTpeHsi

cobCcTBEHHbIE K3LLM, reoMeTpuyeckne Branch
Execution

Wweinaepbl MCNONb3YT K3LW Unit
BEPLUMHHbIX. [Tpy 3TOM 06BEM
BEPLUMHHOIO K3Lla yBeJIMYeH B 8

pa3 no CpaBHEHUIO C apXUTEKTYPO
Radeon X1950. Hanuune k3wa
WHCTPYKUMI NO3BONSET UCMONHATD
Wwenaepbl HEOrpaHUYeHHON ANNHbI C "
HeorpaHM4YeHHbIM YUC/IOM KOHCTaHT. [MoTokoBbIN NpoLeccop

Ganeral Purpose Regismrs

AucneTyep cneauT 3a TeM, 4Tobbl ucnonHsaowWwme 610KK He NpocTauBani, U NP BOSHUKHOBEHWUU
CUTyauuu, koraa obpabaTbiBaeMble B KOHBEepe AaHHblE HYXAATCS B BbIOOPKE U3 NaMATU WU OXUAAT
pe3synbTaToB 06paboTkn B ApyroM KoHBelepe, BO3BPALLAET 3TH AaHHbIE B TEKYLLEM COCTOSIHUU B OYepedb
¥ 3anycKaeT cneayolme u3 ovepean B 0bpaboTky. Mocne BbiNoNHeHWUS ycnoBuii, HeobXxoanMbIX Ans
npoaomxeHns 06paboTku, oHa BO30OHOBNSETCA C MECTa OCTAHOBKMY.



Branch
Execution
Unit

Aapo coaepxuT 320 Tak HasbiBAEMbIX «eAMHMUL NOTOKOBOro Bbl4MCNeHns» (stream processing units).
dakTnyeckun npoueccopos B aape 64, a He 320, oHu crpynnupoBansl no 16 B 4 SIMD-maccusa (SIMD -
Single Instruction on Multiple Data). Takoe pelweHune no3sonsieT ¢ 60NbLLION CKOPOCTHIO NPOBOAUTL
OAHOTUMHbIE BbIYUCNEHNS Hag 6OoNbLIMM KONUYECTBOM NPUMUTMBOB, YTO, COBCTBEHHO, Mbl U HabnogaeMm
B coBpeMeHHoN rpaduke (noctobpaboTka, Wwenaepbl ocBeLWeHns, TeHn 1 T.n.). Kaxabi npoueccop
cnocobeH BbINONMHATE 5 MHCTpYKUMIA, npu 3ToM 4 u3z HMX — MUL/ADD (Multiply-Add), v eweé 1
CNOXHYIO TpaHcueHaeHTHY MHeTpykumio (SIN, COS, LOG u 1.n.). Bce MHCTpYKUMM C NnaBakoLLein
TOYKOWM BbINONHATCA ¢ 32-6MTHOM TOYHOCTBIO. B cocTase Kaxaoro npoueccopa umeetcs 610k
UCNONHEHUS BETBNEHWNIA, YNPaBNSIOWMA BbIOOPKOW AaHHbIX U OTCbINKOW UX Ha UCMONHEHUE, YTO
YMEHbLLAET NPOCTOM KOHBENEpoB M ynpolaeT paboTty ancnetyepa. Kaxabii npoueccop obopyaosaH
perncTpom obLiero HasHa4eHns, XpPaHsaLWmMM UCXOAHbIE AaHHble, BpeMeHHble 3Ha4erns obpaboTku
BbIXOAHblE 3Ha4eHns nocne obpaboTku. NMpoueccopsbl cnpoekTupoBaHbl nog VLIW-apxutekTypy
(Very Large Instruction Word), kaxaoe cnoBo MHCTPYKLMN MOXET COAEPXaTb A0 6 HE3aBUCUMbIX
onepaun, 5 n3 HUx matematudeckux n 1 ynpasnswowas (Flow Control).

BolvyncnurenosHas mowp SIMD-MaccusoB sapa coctasnseT Ao 475 NwraFLOPs no oueHke AMD, npu4ém B
cny4ae ucnonb3oBaHua Maccmea Crossfire 3aasnaeTtca o 950 MunnmapaoB onepaunii C NNasatoLen
TOYKOW B CEKYHAY.



TekcTypHble 6rioku (TMU).

Radeon HD 2900 obopyaoBaH ueTbipbMs Takummn bnokamu. Kaxabin
M3 HUX COAEPXKUT 8 NPOLIECCOPOB, OCYLLECTBAALWMX aapecalmo
TeKcTyp, 20 TEKCTYPHbIX CEMMNNEPOB, OCyWecTBAAWmMX no 1
BblIOOpKe TeKCTypb! 3a TakT, 4 bnoka ¢punbTpauumn FP(FloatingPoint)-
TeKcTyp. [Ans TekcTypHbix BN10KOB coxpaHeHa cnocobHOCTb
apxuTekTypbl X1000, Ha3bieaemasn Fetch4: Bo3aMoXHOCTL BbIDOpKY 4
HedUNbTPOBaHHbIX 3HaUeHU BMecTOo 1 (DMNbTPOBAHHOIO.

B pesynbtate Radeon HD 2900 cnocobeH 3a 1 TakT
agpecoBaTh 32 TeKcens, ocylecTBuTb Bbibopky 80
3Ha4YeHMUN TeKCTYPHbIX KOOpPAUHAT U 6UNuHelHy
chunbTpaumio ogHoro 64-6MTHOro sHa4eHUs LBETOBbIX
koopauHaTt (64-6uTHbIN HDR). BunuHeHasa dunbTpauus
128-6MTHDBIX TEKCTYP OCyLlecTBIfAeTcH 3a 2 TaKTa. 9To B 7
pa3 6bicTpee, yeMm y Radeon X1000.

ayoes aInxa ) 1

TekcTypHble bnoku pasgensioT 256 kbalT K3lla BTOPOro ypoBHS,
npu 3ToM De3 orpaHuueHut MoryT nonydaTb AOCTYN K K3wy 1
YPOBHA U BEPLUMHHOMY K3LUY.

ayoen ainxa] z1

ATI BBOAUT HOBbIM (popMaT AaHHbIX Ana 32- Texture Address Processors 7]
6uTtHbix HDR — RGBE 9:9:9:5. FP32 Texture Samplers (]
MopaepxuBaeTca XpaHeHue U UCNoNb3oBaHue
TEKCTYP CBEPXBbICOKOro paspelleHus —
8192x8192.

Texture Fiter Units .




Apxutektypa NVIDIA GeForce 8800 GTX
2.1 SIMD sapgpa

W — , ; NVIDIA GeForce 8800 GTX
_input Assomblor |  Setup / Rstr/ ZCull aMeeT: 128 cKAIAPHBIX

_ Vix Thread Issue INOTOKOBBIX NPOILECCOPOB

* ’

!  — . , . (scalar processors), KoTopble

%B gg %8 %B %B % E = = @H CIpVONHPOBAHLI B 8 0.10K0B
EIID BB Bg 88 Bg BD B == a g (MyIbTHOpOIeccopoB) mo 16
_ v i v o i o i o i v i v i L AokeH OBITE ocaamer 4

t | ! ! ! ! ! ! : | TeKCTYPHBIMH MOIV.ISAMH H
| ' od1mel Kym-namMAThbio L1.

: ! } ! } :
'Y 'Y 'Y B ' 4 . 'Y “ 'Y s 4
’ ’ . 4 » ’ ¥ * 4 ’ ’ '

Vitx (Geom|Pixel) Tread Issue — HCTOK 1151 BepIIHHHBIX (reoMeTPpHYeCKHX / MHKCEeJIbHBIX IIeHIepoB)
Kaxkap1il 0.10K JeIHTCA HA IBA HMIeliIepHBIX Nponeccopa (KaKIbIH H3 KOTOPBIX COCTOHT H3 8
NOTOKOBBIX nponeccopoB), HMermHuX SIMD apxutekTVpVv. H BCce BoceMBb 0.10KOB HMEKT J0CTVH K
JwdoMy H3 mecTH L2 K3mreil H K 1I000MY H3 IIeCTH MACCHBOB PerHCTPOB 001Iero HA3HAYIeHHA
(POH). TakaM 00pa3oM, IAHHbIe 00PA0OTAHHBLIE HA OJHOM IIeHIepHOM MpoHeccope MOIVT ObITh
HCIO.Ib30BAHBI APVIHM II3HIePHBIM IPOIECCOPOM.




lpaduruecKum npouecc: TMNOBaA Nocsien0BaTe/IbHOCTb
NPUMeHeHUa aAropuTMoB

[eomeTpuyeckana Mmogesb
Mopaenb ocBeLLEHUS
Mopaenb aHumaLumnm

Anroputm
CUHTE3A

N306pakeHune

MNonyyeHue npoeKLuuu
3anuBKa




Mpu BbIBOPE anroputma Haao BbibpaTb mexxay
CKOPOCTbIO U Ka4ecTBOM

CKkopocTb KauecTtBo

nyyeri/doToHoB
U3nyyaTenbHOCTb

B obLlem cnyvae pactepusalma — npeobpasoBaHme BEKTOPHOM
MHbOpMaL MM B pacTpoBbiv dopmaT



CBOMCTBA: CKOPOCTb U NOAAEPHKKA HA YPOBHE
rpadpmyeckux npoueccopos

* LLnpoKo pacnpocTpaHeH
 AnnapaTHaa noaaep»KKa

* OpenGlL, DirectX peanusytoT
MMEHHO 3TOT NoAXoA4

e OpueHTaLMa Ha CKOPOCTb
BU3Yyann3aLmnM

 OnpepaenaeTt TONbKO NpoeKLUuto,
NO3TOMY MOXKeT BbITb coBMeLLeH
C PasIM4HbIMM NOAXOAAaMM MO
BbIYUCNEHUIO LUBETa




OpenGL

OpenGL — 3TO Kpocc-nnatdopmMeHHad
nporpaMmmMmHas ombnmorteka pyHKUNN A1
CO3aHuUA UHTEPAKTUBHbIX 2D 1 3D
NPUNOXXEHUWN.

ABndaeTcsa oTpacneBbliM CTaHAAPTOM C 1992.

OcHoBoOM cTaHgapTa cTtana bndnunoteka IRIS
GL, paspaboTtaHHasa domupmoin Silicon
Graphics Inc.

OcCHOBHas MYHKUUA: UHTEPAKTUBHAS
BU3yanusauna TpexmepHbIX yHKLUN.



OpenGL npocTa Angd n3y4vyeHusd
AHanorndHbole ondnunoTteku: DirectX, Java 3D

OpenGL
— CTabunbHOCTbL (C 1992 T

— [lepeHocMoCTb: He3aBUCUMOCTb OT OKOHHOW
N onepaLnoHHON CUCTEMBI

— Jlerkoctb NpuMeHeHnA: NPOCTON NHTEPMENC,
OTKPbITOCTb



OpenGL — nNpocronka Mmexay
nporpamMmMmoun n apamBepom
BUOEOKapThHI

- B3aMMO,D,el\/J1CTByeT C NO/ZIb30BAaTE/IBCKUMMU MPOIrpaMmMmamMu,

Apansepom suaeokapTbl u ¢ WIN API

GLU

“\.

lNpuknagHas l bygep kaapa

nporpamma \‘ =
\ /Win_%z API
GLUT




OpenGL coctout ns Habopa 6ubnnorex

* AGL, GLX, WGL

— (Basb mexay OpenGL n okoHHOM cucTemon
* GLU (OpenGL Utility Library)

— Yactb OpenGL

— NURBS, tessellators, quadric shapes, etc

* GLUT (OpenGL Utility Toolkit)

— [lepeHocumblit OKOHHbIN AP
— HeoduumnansHaa yactb OpenGL

/‘{ GLlU 4\

lNpuknanHana
nporpamma [T GL

| Win32 APl
GLUT /

bydep
Kaapa




OpenGL paboTtaeTt ¢ pasHbIMU TUNAaMK
Mmopesien, B OCHOBHOM C MOJIMTOHA/IbHbIMM

OpenGL paboTaeT c Mmoaenamu, 3a1laHHbIMU B
rPaHUYHOM NOJIMTOHA/ZIbHOM NpeacTaBaeHUn

eIl [MoBepXHOCTb NpubnmxaeTcs
SR A HabopoM MOANrOHaNbHbIX
rpaHen (face, polygon)

[paHuLbl rpaHen OnMCbIBaKTCS
pebpamu (edge)

YacTb oTpeska, hopMupyroLLero
pebpo, 3aKaH4YNBaeTCH
BepLUMHamMu (vertex)



[TporpammHan apxutektypa OpenGL moXxeTt
6biTb NpeacTaB/ieHa B BUAe KOHBeuepa

ObpaboTka BepLUMH K
cbopka NpUMUTUBOB

T

Pactepusayua
obpaboTtka pparmeHTOB

)

Onepau,um Hag NMUKCENAMHA

—

| |

<, 7

[Nepena4a gaHHbIX B Dydhep
Kagpa

ATpubyThl
BEPLUMH

MCTOYHMKM
cBeTa

A

TekcTypsbl

BepwuHa noboro obbvekTa B
MOMEHT onpeaeneHus

HEMEAJIEHHO MNEPEaNaETCA B
KOHBep’lep, N NpoxoauT BCE

€ro CcryneHu

3D koopauHaTthbl ->
3KpaHHble



[1Ba TMna oyHKUMM (KomaHA): nepenavua
AaHHbIX U USMEHEHUA COCTOAHMUA

KomaHzabl nepegada AaHHbIX

— ObOBbeKTbl Ha 3KpaHe PUCYITCA NyTEM NOCNEL0BATENNbHOM

nepeaaydn B KOHBEﬁep BEPWUH MPMMUTUBOB, KOTOPbIE
COCTaBNAKOT 0OBEKT

KomaHAbl U3SMEHEHUA COCTOAHUA

— HacTtpouka 06paboTKkM AaHHbIX Ha KaXKA0OM 3Tane
KOHBeWepa



OpenGL moKeT no-pasHomy ob6veaAnHATDL
BepLUMHbI B MOJIUTOHbI

20N Y

GL_POINTS GL_LINES GL_LINE_STRIP

G
GL TRIANGLES

GL_TRIANGLE_STRIP

» .

GL_POLIGON GL_QUADS

GL_QUAD STRIPE




C KaXXaou BepLUUHOU accounmnpoBaHoO
HEeCKO/IbKo aTpubytos

Kaxaas BeplUMHa KPOME MNOJIOXKEHUA B MPOCTPaHCTBE
MOKET MMETb HECKOJIbKO ApYrnx atpnbyTtos

— MaTtepuan

— LiseT

— Hopmanb

— TeKCTypHble KOOpAMHATbI

BHMMaHMe: Bceraa ncnonbsyerca TEKYLLNIN Habop
aTpubyTos

— OpenGL Kak KOHe4YHbIX aBTOMaT



Mpmep Koaa Ana BbiBOAA TPeYrosbHUKA

LIBeTHOM TpeyronbHUK

— glBegin(GL_TRIANGLES);
* glColor3f(0.0f,1.01,0.0f);
* glVertex2f(150.0f, 50 .0f);
 glVertex2f(50.0f, 150 .0f);
* glVertex2f(200 .0f, 200 .0f);

— glEnd();

Takum 06pasom MOXKHO 3a4aTb Ntobon 0bbeKT!

Tenepb 3ala4a B TOM, 4TOOBI NPaBU/IbHO NMNOKa3dTb 3TOT
06BbeKT Ha 3KPaHe



B OpenGL KakaaAa sepluuHa 3agaeTca B
JIOKaZIbHOU cucTeme KoopauHart

 Kaxxpas BEPLWNHA obbeKTa 3aa€eTCA B JIOKAJ/IbHbIX
KOOpAuMHaTax Mmo4denu

* Heobxoanmo onpenenntb Habop reomeTpuHecKmnx
npeobpas3oBaHUM, TAKUX, YTO KaxKAaa BEPLUNHA
npeobpasyeTca B TOYKY Ha NIOCKOCTU 3KpaHa

® TpM rnocnenoBaTte/ibHbIX npeo6pa308aHM9:
— MopenbHoe npeobpasoBaHue

— BUAOBOE npeobpasoBaHue
— NpPOEeKTUBHOe npeobpasoBaHue



B KoHBenepe OpenGL npumeHaroTca
UCKIIOUYUTE/IbHO JIMHEUHbIE U MPOEKTUBHbIE
npeobpasoBaHuA

B rpadpuyeckom KoHBenepe OpenGL ncnonbayroTcs
JIMHEWHbIE U MPOEKTUBHbIE TEOMETPUYECKUE
npeobpazoBaHuA

[lpeobpa3zoBaHMA onuUcbIBaAOTCA maTpuuamm 4x4

Onepaumn NPOoU3BOJATCA HaZ BEKTOPAaMU B
OAHOPOAHbIX KOOPAMNHATaX



BupTtyanbHasa Kamepa — HY)XHO 3a4aTb ANA
nony4yeHma nsobparkeHusn

' Onpep,enﬂeT noNnoXeHUue H86ﬂl‘0AaTeﬂﬂ B NPOCTPaHCTBE

* [lapameTpbl
— [onoxeHue
— HanpasneHue B3rnaga
— HanpasneHue «sBepx»
— [MapameTpbl npoekunmn

* [lonoxeHue, HanpasAeHUE B3MNA4a N Hanpas/l€eHUE
«BBEPX» 3a4aKOTCA ManMLI,Eﬁ BNAOBOIO npeo6pa3oaaHMﬂ

* Y70 ecnuv Mmbl XOTUM nepemectuTb Ha6mo,u,aTen$|?

BapuaHTbi:
— WM3meHuTb matpuuy npoekummn utobbl BKAKUUTL B HEee MHbopMaumm o
Kamepe
— lNpumeHUTb gononHUTeNbHOe NpeobpasoBaHue, «NOAroHAKOLEE)
obbeKTbI noa craHAapTHYH Kamepy

* CraHpapTHaa kamepa 8 OpenGL:
— Habnwaatens 8 (0, 0, 0)
— CmotpuTt no Hanpasenenuio (0, 0, -1)
— Bepx (0, 1, 0)



MoaenbHo-BnaoBoe npeobpasoBaHue =
MmoaenbHoe + BUAoOBOEe

* OpenGL He umeeT pasaenbHbIX MaTpuL, ANAa
BUAOBOIro U MoaenbHOro npeobpasoBaHuA

* [Mo3TOMY HYXKHO 334aBaTb Cpa3y NPouU3BeAEeHUE:

view mdl



MaTtpuubl npeobpasoBaHumn

Bbibupaem matpuLly npeodpasoBaHui Angd U3MEHEHNS:

void glMatrixMode (Glenum mode) ;
mode={GL_ MODELVIEW|GL PROJECTION}

[1Be OCHOBHble onepauuu Hag maTpuuamu
void glLoadIdentity();

M=E
void glMultMatrixd(GLdouble c[16]);
0] 4] 8] [12]
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MaTtpuubl npeobpasosaHui (2)

void glTranslated(GLdouble Xx,
GLdouble v,
GLdouble z);

volid glScaled(GLdouble x,
GLdouble vy,
GLdouble z);

void glRotated(GLdouble
GLdouble
GLdouble
GLdouble

angle,
ax,

ay,
az);

void gluPerspective (GLdouble fov,
GLdouble aspect,

GLdouble znear,
GLdouble zfar);



Buposoe npeobpasoBaHue

HacTpounka BUpTyanbHOW Kamepbl

gluLookAt( eye,, eye,, eye,,
aim,, aimy, aim,,
upy, Upy, up,)

eye — KoopAuHaThl HabnaaTens
aim — KoopauHaThl “Lenn’

Up — HanpaBneHe BBEpX



Kak paboraer gluPerspective

void gluPerspective (GLdouble fov,
GLdouble aspect,
GLdouble znear, D

(8]

GLdouble zfar); (¥

0 == '
> fov = D,0A, (B rpaamycax)
aspect = C,D,/D,A,

V4 X znear = |00, |
zfar = |00, |




