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icnonb3oBaHWe NporpaMmmmpyemMocTu

1 PeHoepvHr HamMHo20 bonee peannCcTUYHbLIX Mamepuaros: MeTanmbl,
NPUPOAHbIE KAMHU, AEPEBRO...

0 PeHOepuHr pasnuyHblX rnpupoOHbIX SereHul: OroHb, obrnaka, abim, Boaa
1 lpouedypHoe meKkcmypuposaHuUe: NOSMOCKU, KPY>XXOYKWN, KUPMNYK, 3BE3L0YKN...

1 CosgaHune HeghomopeanucmuyHbix (NPR) agbghekmos: uMmnTaumsi XXMBOMUCH,
pucoBaHue rnepom, apdeKkT MynsTunbma, TeEXHUYeckas UnncTpaumd

1 CosgaHne HOBbIX a¢hghekmoe ¢ UCrosib308aHUeM meKcmyp: HaHeCeHne
MUKpopenbeda, MogenmpoBaHne oTpaXXeHuin, CIoXHOe TEKCTYpUpoBaHue

1 CosgaHne HamHoz20 bonee peanucTnYHbIX aghghekmos ocseuwleHuUs: Global
illumination, Ambient Occlusion, Soft Shadows, Caustics

1 Peanusaums ynydlieHHbIX anropuTMoB CriaxuBaHua: Stochastic sampling,
Adaptive prefiltering, Analytic integration, Frequency clamping
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GLSL (OpenGL Shading Language)

1 £3bIK BBICOKOro YPOBHSA ANA NporpaMMmnpoBaHmns WwWengepos. Homep
Bepcumn GLSL cooTBeTcTBYEeT Bepcun OpenGL.
1 TecHasa uHTerpaumsa ¢ OpenGL AP

GLSL 6b1n cnpoekTupoBaH Ans COBMECTHOro ucrnornbs3oBaHns ¢ OpenGL.
GLSL nmeet BCTPOEHHbIE BO3MOXHOCTU A40CTYNa K COCTOAHMIO OpenGL

0 OTKpbITbIN MEXNNaTtdOpPMEHHbIW CTaHOapT

HeT gopyrmnx wengepHblX A3bIKOB, ABMNAOLLNMXCS YacTbio
MexnnatdopMeHHoro ctaHgapTa. GLSL MOXeT bbITb peann3oBaH
pPasHbIMW MPOMN3BOANTENSMMN HA NPOU3BOSbLHbLIX NaTopmax

0 KoMnunauma ncxogHoro Kkoga Bo BpeM4A BblINMOJIHEHUA

1 OTcyTCcTBME AOMONHUTENbHBLIX OMONMOTEK 1 NporpaMmm

Bce Heobxoammoe - a3biK LernaepoB, KOMNUNSATOP Y KOMMOHOBLLMK —
onpeaeneHbl Kak Yactb OpenGL
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Mopenb BbinonHeHna OpenGL wenaepos

----------------------------------

Mpunoxenue :
B et !
] I
' VicxonHbIn k
: KOA weiaepa :
...................... '
CpenGLAPI
WcxogHuii koA wenapepa
Y
ObbexTHbLIA
KOp Wwekgepa

OBGLeKTHbIA
Kon NporpamMmbl

BoinonsaeMsii kon

. Mpacdbmuecmin
akceneparop
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[ padonyeckmn KoHBenep

1 Ha dpyHKkunoHmnposaHme OpenGL MOXXHO CMOTpPETb
KakK Ha cmaHOapmHyro rnocriedoeamesibHoCmb
oriepayuu, NPUMEHAEMYIO K reOMETPUYECKUM
OaHHbIM A5 BbiIBOAA UX HA 9KPaH

1 Ha pas3nunyHbix aTanax obpaboTkm rpaduku
pa3paboTYNK MOXET N3MEHATb Maccy NapamMeTpoB U
nony4artb pasfnyHblie pesynesraTtbl. OOHaKo Herlb34
U3MeHUmMb HU camu gbyHOameHmaribHble ornepauuu,
HU UX rMopsi0oK
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[ padonyeckmn KoHBenep

GL.Enable(StencilTest)!

Stencil Buffer Test =i GL.StencilFunc()

GL.AmrayElement() GL.StencilOp()

Vertex Attributes }eefeeeeee-) Vertex Array Assembly GL.DrawArrays() GL.StencilMask()

- GL.DrawElements()

ertex Attribs GL.Enable(DepthTest),

Depth Buffer Test |€ — — = —=| | GL.DepthFunc()

GL Resources GL.DepthMask()

Vertex Shader -Dep!
k4 _Britiitive Type Ocdlusion Query
Samplers [rransformed Vertice:

GL.Enable(Blend) :
GL.BlendEquation()[~ — — — — — Blending
GL.BlendFunc()
Current Point Culling
Program & > Tpne lc‘(']P_P'"_g SRGB Conversion = GL.Enable(FramebufferSrgb)|
Uniforms Geometry Shader nangledipping
Divide by W
GL.DepthRange() i
GL.Viewport() -
.Enable(ColorLogicOp) N
culling [ Application GL.LogicOp() gic o
L2 .
Polygon I cLunewiath)l | | |letmdemasg| T T~ T T T 7
Mode
+ A 2 e e Framebuffer Control
Triangle Line Pofnt
Rasterization Rasterization Rasterization

. Z = 7

Fragment Shader

v

Pixel

T GL.PixelTransfer()] . _ _
™ I | GL.PixelMap() Pixel Transfer

ReadBack Control

GL.CopyPixels()
GL.CopyTexImage()
GL.CopyTexSubImage()

i % Texture Memo!
GL.Enable(ScissorTest)| . _ _ e GL.ReadPixels() Pack Pixels ry
| | GL.Sdissor() Scissor Rectangle Test
GL.Enable(Multi: ¢
. " GL.DrawPixels()
ﬁg‘a‘mﬁcﬁr:g? B -)l Mudtiample Fiagment Operetiofs I ”GL.PierStore()I‘ — — — »| Pixelstore m Unpack Pixels GL.TexImage()
AlphaToOne) GL.TexSubImage()
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CtaHaapTHbIN KOHBenep onepaunn OpenGL

durypbi)
MaxoBka < )

(FeomeTpuyeckue
(Mukcensi)
Pacnaxoska | _ . | MpeoGpasosarus [~ = B
NUKCENOB nukcenoe [ _

BepLmHHbie Cbopka
onepauyu NPUMUTUBOB
Pacrepuaaums
mmkcenos | - T
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CtaHaapTHbIN KOHBenep onepaunn OpenGL
C NporpaMmmMmmpyemMbiMy cCTaanamm

OpaGorxa | | OnepauH
dparmerros| 7| © OYbepom

(Feomerpuyeckue
durypbi) -
Pacrepusaums A &
(Mukcens) |

lposepka
4TeHUS
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[ padonyeckmn KoHBenep 4.3

Tessellation Tessellation
Vertex 5 Geometry
S ader Control Evaluation Shader
Shader Shader

Fragment
Shader
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BepLnHHBLIM npoLieccop

1 9TO npozpamMmMupyembil MOOY/1b, KOTOPbIU
BbIMNOSTHSET ornepaunmn Hag BXOOAHbIMU 3HAYEHNSIMA
8epLWUH VN c853aHHbIMU C HUMU OaHHbIMU

1 BeplmnHHbIM Npoueccop npegHasHadeH ang
crieayrLwmx mpadulUuoHHbIX onepauuu:

[TpeobpasoBaHne BEPLUMH N HOPMAaren

[eHepupoBaHne N npeodbpasoBaHNE TEKCTYPHbIX
KoopAauHaT

PacyeT ocBeLleHns
HanoxeHune uBeta matepuana

1 Wengepobl, npegHasHavYeHHbIE ANA BbIMNOHEHUSA Ha
9TOM NpoLeccope, Ha3blBaTCA 8epPUWUHHbIMU

} 10 @' Hwxeropoackum rocyaapcTBeEHHbIM YHUBEPCUTET UM. H.A. 06.11.2015
Jlo6aueBckoro



BepLnHHBLIM npoLieccop

1 BeplwnHHbIE Wenaepbl, BbIMOMHALWNE Yacmb
oriepayuul N3 cnnucka, ods13aHbl BbIMNOMHATb U
ocmaribHble orepauuu

1 BeplwnHHbIV LLeENOEP HEe MOXXem 3aMeEHUTDb
onepaumnun, KOTopbIM TPEDYIOTCA 3HAHUSA O
HECKOJ/IbKUX BEPLLUMHAX UM O moriosioauu
reoMeTpmn4ecKoro oobekTa

1 BeplwunHHbIV LWeNaep He 3aMeHsiem CcTaHOapTHbIE
ornepaunmn, BbINOSTHSIEMbIE B KOHLIE 00paboTKK
BEPLUWNH

1 '"i‘ Hwxeropoackum rocyaapcTBeEHHbIM YHUBEPCUTET UM. H.A. 06.11.2015
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dparmMeHTHbIN npoLeccop

[l rpoepaMmupyemMbiti MOOY/1b, KOTOPbIW BbINOMNHAET
ornepauun Hag gopaameHmamu (M NUKCENSAMUN) U
c8s3aHHbIMU C HUMU OaHHbIMU

1 ®dparMeHTHbIN MPOLIECCOP MOXET BbINOSTHATb
cnegytolime ctTaHgapTHbIE onepauunn:
Onepaunn Hag UHTEPNONMMPOBAHHbLIMW 3HAYEHUAMMU
[locTyn K TEeKCTypam
HanoxeHue TekcTyp
Co3naHue adbdekTa gbIMKU
HanoxeHune uBeToB
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dparmMeHTHbIN npoLeccop

1 Wewnaepsbl, npegHasHayvyeHHbIE AN BbIMONMHEHUA Ha
9TOM npoueccope, Ha3blBalOTCA ghpacMeHMHbIMU

1 ®dparMeHTHble Wenaepbl, KOTOPbIM HY>KHO
BbINOJTHATb Yacmp ornepauull 3 3Toro Crmcka,
[OJTKHbI BBIMOMHATL U OcmarsibHbIe onepauyuu

1 PparMeHTHbIV LUENOEP He MOXXem

BbINOMHATL onepauunmn, TpebyroLme 3HaHNN O HECKOIIbKUX
doparmeHTax

U3MeHUTb KoopOuHamel (Napa x 1 y) pparmeHTa

1 dparMeHTHbIV WWengep He 3aMeHsiem CTaHOapPTHbIE
onepaumnu, BbINMOSTHSEMbIE B KOHLE 0OpaboTKu
NMKCernewu
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dparmMeHTHbIN npoLeccop

1 dparMeHTHbIU Wengep obpabartbiBaeT BXOOHOW
NOTOK AaHHbIX U NPOU3BOANT BbIXOOAHOW NOTOK
OAHHbIX — NMUKCENOB N300paXxeHus

1 PparMeHTHbIV LWengep nonyyaet crieayroume
OaHHble:

varying NepeMeHHbIe OT BEPLUMHHOIO LWengepa - Kak
BCTPOEHHbIE, TaK 1 onpeaeneHHble pa3paboTymMKoMm

uniform nepemeHHble N nepegadn nNPou3BOSIbHbIX
OTHOCUTESNbHO PEAKO MEHSAIOLLNXCS NapaMeTpoB
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KBanngunkatopbl TUNOB

1 [na ynpaBneHusa 8xXo0HbIMU W 8bIXOOHbIMU AAaHHbIMU
LLIenaepoB UCNONb3YTCA Keariughukamopb! MuUros:

Attribute rnepemMeHHblIe - nepenarTcs BEPLUNHHOMY
lWengepy oT NPUNOXeHUa ANna onMcaHnua CBOUCTB KaXXaou
BEpPLUMHbI

Uniform nepemMeHHble UCMNONb3YKTCA AN14 nepegaym
OaHHbIX Kak BEPLUMHHOMY, Tak 1 doparMeHTHOMY
npoueccopy. He MoryT MeHsTbCA valle, YeM OaMH pas 3a
NONTUIOH — OTHOCUTENbHO NMOCTOAHHbIE 3HAYEHUS

Varying nepemeHHble cnyxart Ang nepegayvv gaHHbIX OT
BEPLLUMHHOIO K pparMeHTHOMY npoueccopy. MoryT ObITb
Pa3NnUYHbIMM OS5 Pa3HbIX BEPLUMH, N ONS Ka)XXO0ro
doparmeHTa 6yaeT BbINOMNHATLCS MHTEPNONSALUUSA
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Tunbl JaHHbIX

0 CkansipHble murbl 0aHHbIX. B OpenGL
npegycMOoTpeHbl creayruimne ckandpHble TUnbl
OaHHbIX:

float - ognMHOYHOE BeLLLeCTBEHHOE YMUCTO
int - oQMHO4YHOE uenoe 4Yncno
bool - ognHo4YHOE nornyeckoe sHa4vYeHmne

[] I_IepeMGHHble 06'|:>$:|BJ_|5:||'OTCF| TakKXe, KaK Ha A3blKaXx
C/C++:

float £;
float g, h = 2.4;
int NumTextures = 4;

bool skipProcessing;
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BeKTOprIe TUMNbI AAHHDbIX

[ BekmopHbie munbl 0aHHbIX. B OpenGL
npeaycMoTpeHbl 6a3oBble BEKTOPHbIE TUMbl AAHHbIX:

vec2 - BEKTOp U3 ABYX BELLEeCTBEHHbIX YUCer
vec3 - BEKTOp U3 Tpex BelleCTBEHHbIX YMCer
vecd4d - BEKTOpP U3 YeTbIpex BelleCTBEeHHbIX Yncen
ivec2 - BEKTOp 13 OBYX LeNnbIX Yncen
ivec3 - BEKTOp U3 TpeX LenbixX Ynucen
ivec4d - BEKTOP U3 4YeTbIpex uenbix Yncern
bvec2 - BeKTOp 13 ABYX OyneBbIX 3HAaYEHWUN
bvec3 - BEKTOP U3 TPEX LieNbiX 3HAYEHNU
bvecd - BEKTOP U3 YETbIPEX LeNbIX 3HAYEHNM
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BeKTOprIe TUMNbI AAHHDbIX

1 MIx MOXHO ncnonb3oBaTth A9 3a0aHUs LBeTa,
KOOPAMHAT BEPLUNHbI UMW TEKCTYPbI U T.A.

1 AnnapatHoe obecne4veHne obbIvHO NnoaaepKMBaeT
onepauun Hag BEKTOpaMmn, COOTBETCTBYHOLLNE
onpeaeneHHbIM B a3blke wengepoB OpenGL

0 Ans AOCTYrMa K KOMIMNOHEHTaM BEKTOPa MO>XHO
BOCIOJ1b30BATbCA ABYMHA cnocobamum:

obpaLlleHue nNo NHAEKCY;
obpaLlleHune K Nonam CTpyKTypbl (x, v, z wwunur, g, b, a
unns, t, p, q)
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BeKTOprIe TUMNbI AAHHDbIX

1 B a3bike wengepoB OpenGL He cyLlecTByeT cnocoba
yKasaTb, Kakasd UMeHHO MHopMaLnNAa COOEPXKUTCH B
BEKTOpe - LBET, KoopguMHaTbl HopmManu unu
pacnonoXeHne BepLUNHbLI, MO3TOMY pa3Hble nona ang
00CTyna K KOMNoOHeHTaM npegHasHaveHbl gngd
ynobcTBa

vec3 position;
vec3 lightDir;

float x = position[0];
float y = lightDir.y;
vec2 Xy = position.xy;

vec3 zxy = lightDir.zxy;
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ManI/I‘-IHble TUMNbIl AAHHDbIX

1 B GLSL npegycmoTpeHbl MaTpuUyHbIE TUMbI AaHHbIX:
mat2 — 2 X 2 Matpuua BELWECTBEHHbIX YMCen
mat3 — 3 X 3 Marpuua BELWECTBEHHbIX YNCEN
matd4d —4 X 4 maTpuua BELWECTBEHHbIX YNCES

1 Mpwn BbINONHEHUX ONEepauni Haa STUMKU TUNMAMM
JaHHbIX OHM BCErga paccMaTpuBaloTCs Kak
Mamemamu4yeckue mampuubl. B YactHocTu, npu
NepeMHOXeHNA MaTpULbl U BEKTOPA MOny4atoTCA
npaBusibHble C MaTEMAaTUYECKON TOYKU 3PEHUS
pe3ynbraThl

1 MaTpuua xpaHuTcs no ctonduam n MOXeT
paccMaTpmBaTbCs Kak MacCcuB CTONOLIOB-BEKTOPOB
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[lnckpeTtnsartopbl

1 OpenGL npenocTaBnaeT HEKOTOPbIN abCTPaKTHbLIN
“yepHbIN AWMK™ ONnga gocTyna K TEKCType —

oucKpemu3amop VNN camrniep
samplerlD — OOCTYyNn K OQHOMEPHOU TEKCTYpe
sampler2D — OOCTYN K ABYXMEPHOWU TEKCType
sampler3D — OOCTYN K TPEXMEPHOU TEKCTYpE
samplerCube — OOCTYN K KyONU4YeCKOU TEKCTYpPE

0 [pn nHMUMann3auumn guckpeTmnsaTtopa peanmsaumngd
OpenGL 3anucbiBaeT B HEMO Bce He0bxoammble
naHHble. LLlenpep He MoXeT ero mognpuunpoBaTsb.
OH TONnbKO nosiydaeT guckpeTnsaTop 4Yepes uniform-
NepeMeHHYI0 U UCNOMb3YeT B PYHKUUAX ONS
OOCTyna K TeEKCTypam
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CTPpYKTYpbI

1 CTPYKTYypbl Ha A3blke WenaepoB OpenGL NOXOXM Ha
CTPYKTYpPbI A3blka C/C++:

struct Light
{

vec3 position;
vec3 color;

Light pointLight;

1 Bce npoyne ocobeHHOCTU paboTbl CO CTPYKTYypamu
Takne Xxe, kak B C. KntoueBble crnoBa union, enum ”
class He ncnonb3yTCA, HO 3ape3epBMpPOBaHbI A4
BO3MOXXHOIO NMPUMEHEHUA B ByayLiem
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Maccusbl

0 Maccuesbl. B a3bike wengepos OpenGL MOXXHO
co3gaBaTb MacCuUBbI NOOLIX TUMNOB:

float values[1l0];

vecd points|[];
vecd4 points|[5];

1 [MpunHUMnel paboTbl C MaccMBamMmu Te Xe, YTO U B
a3blkax C/C++
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Tun gaHHbIX void

1 Twun AaHHbIX void TpagMLMOHHO NCMONb3YETCS AN
00bsABNEHUSA TOrO, YTO (PYHKLNS HE BO3BpaLlaeT
HUKaKOro 3Ha4YeHus:

void main|()

{

}

0 [na apyrux uenen aToT TN AaHHbIX He
MCMONb3yeTCH
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ObbsaBrneHne nepemMeHHbIX

1 [NepemeHHble GLSL Takune xe, kak B C++ . moryT
ObITb OOBLSBIEHBI MO HEOOXOANMOCTU U UMELOT TY XKe
obnactb BUAMMOCTMU:

float £;

£f =3.0;

vecd u, v;

for (int 1 = 0; i < 10; ++i)
v=1Ff*u+ v,

1 B nmeHax yunTtbIiBaeTCcsa PErncTp, OHN JOSTKHbI
HauyMHaTbCA C OYKBbI UNW NMoavYepPKNBaAHUSA.
OnpepgerneHHble pa3paboTYNKOM NEPEMEHHbIE HE
MOTyT Ha4YMHaTbCA ¢ NpeduKkca gl , T.K. BCe 3TU
MMEHa ABNSAOTCA 3ape3epBUPOBaAHHbIMUA
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MHnumanmnsatopbl U KOHCTPYKTOPGI

] rlpl/l 0ObABNEHUU nepemMeHHbIX X MOXHO
uHuyuariuaupoeamsp Ha4dalibHbIMN 3HA4YEHNAMM,

nogodHo a3bikam C/C++:

float £ = 3.0;
bool b = false;

int 1 = 0;

1 [Mpn 06bABAEHUM CNOXHBIX TUNOB AaHHbIX
NCcnonb3yTca KOHCMpyKkmopbl. OHU Xe

NPUMEHSOTCA a9 npeobpa3oBaHNs TUMNOB:
vec2 pos = vec2(1.0, 0.0);

vecd4 color = vec4d(pos, 0.0, 1.0);
vec3 color3 = vec3(color);
bool b = bool(1.0);
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Cneumndomkatopbl U HTEPdENnc wenaepa

1 INpn 0ObABNEHUN MEPEMEHHBIX UM NapamMeTpoB
doyHKLMM MOXXHO YKa3blBaTb cCneungmnKkaTopsl.
CyulecTBYyeT ABa Bmaa cneymdukartopa:

[ina ykasaHusa Bnga BXogHbIX napamMeTpoB PyHKUMN (in,
out, inout)

[1na doopmmnpoBaHua nHTepdenca wenaepa
(attribute, uniform, varying, const)

1 PaccmoTpum cneundukatopsl BTOpPOro tmna.
[aHHbIe cneymndukaTopbl MOXXHO UCMNOSMb30BaTb 8HE
dopmanbHbiX napamMmeTpoB PyHKUMK. C NOMOLLbIO
OAaHHbIX cneunduKaTopoB onpeaenseTcya BCH
doyHKLUMOHaNbLHOCTbL KOHKPETHOrO Lenaepa
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Cneumndomkatopbl U HTEPdENnc wenaepa

1 MNpumep:

uniform vec3 LightPosition;

uniform vec3 CameraPosition;
uniform vec3 UpVector;
uniform vec3 RightVector;
uniform vec3 ViewVector;

uniform float VerticalScale;
uniform float HorizontalScale;

varying vec2 ScreenPosition;

void main () { .
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Cneumndomkatopbl U HTEPdENnc wenaepa

attribute: ANga YacTo MeHsLWenca nHpopmaunm, KOTOpYyHo
Heobxoanmo nepenasaTb 0715 KaxXOouU 8epUUHb! OTAENBbHO

uniform: 4NA OTHOCUTENBHO PeaKo MeHsLWenca NHpopmaumu,
KOTOpasi MOXET ObITb UCMOSIb30BaHa Kak BEPLUMHHBLIM LLEUOEPOM,
Tak N oparMeHTHbIM LWenaepom

varying: Ans uHmepnosuposaHHoU nHdopmaumu,
nepenarowencs om eepuuHHO20 weuoepa K hpacMeHmMHOMY

const: AN 00bABNEHUS HeU3MEHSIEMbIX WOEHTUAMKATOPOB,
3HAYEeHUs1 KOTOPbIX M3BECTHbI €LLie Ha 3Tane KOMNUMIALUn

0 [na nepegayvn nHopmaummn B LLeUOEP UCMOMb3YHTCA

8CMPOEHHbIE U OripedesieHHbIe pa3pabomyukom
attribute-, uniform-, varying-nepemMeHHble
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Cneumndoukatopbl U HTEPdENC Wenaepa

BepLUnHHBLIN
lengep

[TpunoxeHne

uniform-
nepemMeHHble

dparmMeHTHbI

n weunaep
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CneundukaTtop attribute

1 BeplumHHOMY Wenaepy nepegaroTca cmaHoapmHbie
attribute-nepemeHHble (gl Vertex,
gl Normal) Anda nony4veHus coctoaHun OpenGL

1 Pa3paboTymk MoXeT 3agaBaTh CBOM attribute-
nepemMeHHble

1 BoamorkHble Tunbl Ang attribute: BelwlecTBeHHbIE
4ymncna, BEKTOPbl BELLECTBEHHbIX YNCEN U MaTPULb

1 BeplwunHHbIN Wenaep He Moxem N3MEHUTb
attribute-nepemMeHHble

} 31 @' Hwxeropoackum rocyaapcTBeEHHbIM YHUBEPCUTET UM. H.A. 06.11.2015
Jlo6aueBckoro



Cneundukatop uniform

1 B kayecTtBe uniform-nepeMeHHbIX MOXHO
NCNonb30BaTb /110bblIe muribl OaHHbIX U Maccusabl

1 Wenpepam nepenatotca cmaHoapmHeie uniform-
NnepeMeHHble, C MOMOLLLIO KOTOPbIX MOXHO Nony4yaTb
goctyn K coctosiHnio OpenGL

1 Bce wengepbl, cobpaHHbIE B OOHY NpOorpamMmmy,
MCNOSb3YT OQHO a/10banbHoe npocmpaHcmeo UMeH
and uniform-nepeMeHHbIX

1 Wennep He moxxem nameHaTb uniform-
NnepeMeHHbIe
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CneuudomkaTtop varying

1 M3 Taknx nepemMeHHbIX BO BPEMS BbIMONHEHUS
doopmupyetca uHmepgeuc mexny eepUWUHHbIM W
pacMeHmMHbIM Lenaepom

[ BepWwuHHbIU WeWaep ycTaHaBnNmMBaeT varying-
nepemMeHHyo, a ghpaaMeHmHhbIU WWeENOep ee
MCNOJSIb3YET, HEe UMeS BO3MOXHOCTU ee U3MEHUTDb

0 Npu nepegayn varying-nepemMeHHbIX
NponcxoanT aBToMaTtudeckas uHmeprnonayuus
ONa Kaxgoro doparMeHTa o
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Cneundukatop const

] rlepeMeHHble, 0OBbABMEHHbIE C KIMHOYEBLIM CITOBOM
const, ABNAOTCA KOHCMaHmamu spemMeHU
KomMnunasauyuu

1 [aHHble NepeMeHHbIE HEe 8UOUMbI BHE LLeNaepa,
BHYTPU KOTOPOro O0ObsSABMNEHDI

1 KOHCTaHTHbIE NnepeMeHHble O0/MKHbI bbimb
NPOoUHUYUanu3upoeaHsl ripu obwsaeneHuUuU

1 [Npumepsi:

const int numIterations;
const float pi = 3.14159;

const vec2 v vec2(1.0, 2.0);

const vec3 u vec3 (v, 3.0);
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Jlo6aueBckoro



[locnegoBaTernbHOCTb BbIMOMHEHUS

1 NocnepoBaTenbHOCTb BbINOMHEHMS MPOrpaMMbl Ha A3blKe LenaepoB

OpenGL noxoxa Ha nocnegoBaTeribHOCTb BbINOMHEHUA MPorpamMMbl
Ha C/C++:

Toyka Bxoga B wengep — PyHkums void main (). Ecnn B nporpamme
ncnosnb3yetca oba TMna wenaepos, TO UMEETCs ABe TOYKM BXoda main.
[lepen Bxogom B (oyHKLMIO mMain BbINOMHAETCA NHMLManm3aums
rmobanbHbIX NEpPeMEHHbIX

OpraHusaunsi UMKIIOB BbINOMHSETCA C NOMOLLbIO onepaTopoB for,
while, do-while — TaK Xe, kKak u B C/C++

YcnoBusi MOXHO 3aaBaTh onepaTtopamun if n if-else. B gaHHble
onepaTopbl MOXeT ObITb NepeaaHo TONMbKO NIOrMYeckoe BbipaXkeHue!

CyLuecTBYeT crneumanbHbii onepaTop discard, C NOMOLLLI KOTOPOro
MOXXHO 3anpeTuTb 3anncbiBaTbe oparMeHT B KaapoBbin Oydep

} 35 @' Hwxeropoackum rocyaapcTBeEHHbIM YHUBEPCUTET UM. H.A. 06.11.2015
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OyHKUNK

1 PaboTta byHKUMN NOCTPOEHA B A3bIKE LLEWOEPOB
NoyTn Tak Xe, Kak u B C/C++

1 PYHKLMN MOXKHO riepezpykame Mo Koiu4yecmsy w
murly BXOAHbIX NapaMeTPOB, HO HE UCKMIYNTENTbHO
No BO3BpaLlaeMoMy TUMNy

1 JInbo Teno dyHKumn, Nndo ee obbABNEHUE OOSTKHbI
Haxooumbkcs 8 obriacmu suouMocmu nepen
BbI30BOM (PYHKLNMK

1 BbIxog n3 oyHKUMM C NOMOLLLIO onepartopa return
nponcxoguT Tak Xe, kak B C/C++

[l Hernb3s Bbl3blBaTb PYHKUUIO PEKYPCUBHO HU SIBHO,
HM KOCBEHHO!
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OyHKUNK

1 B asbike wengepos OpenGL napameTpbl nepenatotcs B PYHKUNIO 110
3HadeHuro. Tak Kak B A3blke Hem ykasameriel, TO He cneayeT
B6ecrnokonTbCsa 0 TOM, YTO (PYHKLUMA Cry4YanHO U3MEHUT Kakne-nmbo
napamMmeTpbl

1 YTobbl onpenennTb, Korga Kakme napamMmeTpbl OyayT KONMpoBaTbCs,
HY>KHO yKa3saTb 4119 HUX COOTBETCTBYOLWME crieymdmkaTtopbl — in (No
YMOJSI4aHUI0), out UNU inout

Ecnu Hy>HO, 4TOObI NapamMeTpbl KONMPOBaNuUcb B OYHKLMIO MOsIbKO
rnepeod ee 8bINo/IHEHUEM, TO UCNOSNb3yeTcs cneundukaTop in

Ecnun Hy>XHO, 4TOObI NapaMeTpbl KONMMPOBANUCb MOJILKO MpuU 8bIX00e, TO
yKkasblBaeTcs cneumdukaTop out

Ecnu napameTp TpebyeTcsa ckonnposaTbk U rpu 8xode, 1 rpu ebixode, TO
criegyeT ykasaTb cneumdukaTop inout

} 37 @' Hwxeropoackum rocyaapcTBeEHHbIM YHUBEPCUTET UM. H.A. 06.11.2015
Jlo6aueBckoro



OyHKUNK

bool IntersectPlane(in Ray ray, Plane plane, out float t)

{
t = (plane.D - dot(plane.Normal, ray.Origin)) /
dot (plane.Normal, ray.Direction);
if (t < 0.0)
{
return false;
}
else
{
return true;
}
}
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BcTpoeHHble pyHKL UK

1 B GLSL goctyneH bonbLlion Habop BCTPOEHHbIX
dOYHKLUMNN:

Yrnosble N TpUroHomMmeTpuyeckne PyHkumn (sin, cos, asin, ...)
OKCMNOHeHUMarnbHble YyHKUUN (pow, exp2, 1log2, sqrt, ...)
Obuwwme dyHKunKM (abs, sign, log2, floor, step, clamp, ...)
[eomeTpuyeckne pyHkunm (length, distance, dot, cross, ...)
MaTpuyiHblie PYHKUNU (matrixcompmult)
PYHKUMN OTHOLLEHMA BEKTOPOB (lessThan, equal, ...)
PyHKUMWN OOCTYyNa K TEKCType (texture2D, textureCube, ...)
PyHKUMM Wyma (noisel, noise?2, ...)
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BepLnHHbIN LLenaep...

1 B sepwuHHOM Wengepe OOMKHbI BbINMOSHATHCS
onepaunmn Haod kaxxoou eepwuHou. YTobbl co3agaTb
BEPLUMHHbLIW WWengep Ang AgaHHOro npumMepa,
HeobxoaMMO OTBETUTb Ha crneayroLne BONpPoOChHl:

Kakue daHHbIe HeEODXO0ONMMO nepegaBaTb BEPLUNHHOMY
Wwenaepy 0715 kaxxoou eepwiUuHbl (Hepes attribute-
nepemMeHHble)?

Kakue anobarbHble rnepemMeHHbIe COCMOSHUS
noTpebyloTcs BepLUMHHOMY Wwenaepy (uniform-
nepemMeHHble)?

UTo aBnseTcsa pe3yribmamom 8bI4uc/ieHUU B BEPLUMHHOM
wengepe (varying-nepemMeHHble)?

1 PaccmoTpum 3T Bonpockl NO OTAENbHOCTY

} 40 @' BeeneHue B A3bIk Wenaepos OpenGL HwmxHMI
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BepLnHHbIN LLenaep...

[ Kakue OaHHble Heobxoammo rnepenaBaThb
BEPLUMHHOMY LLUenaepy 0718 Kaxxoou eepuwiUuHbI"?

Ecnun He 3apaTb KoopOuHamabl 8epuiUHbI, TO BOOOLLE
HEBO3MOXHO OyaeT 4To-nmbo HapucoBaTb. OcBelleHne
NOBEPXHOCTM O0ObEKTa HE BbLIYMCNUTL, €CINN He 3aaHa
HOpMaJsib 8 KaxkooU eepuluHe

MWHMManNbHbIMW BXOOHBIMWU NapamMmeTpamu byayT
KOOPOUHambI BEPLUUHbI U HOPMaJIb

OTn napameTpbl yxe onpegenersl B OpenGL n goCTynHbI
KaK BCTPOEHHble NepeMeHHble gl _Vertex U gl Normal

[lononHuTenbHbIX attribute-NnepeMeHHbIX OOBbABNATH
He mpebyemcsi

2TYMYNO



BepLnHHbIN LLenaep...

[ Kakue arnobarsibHbele rnepeMeHHbIe COCMOSHUS
NoTpedyoTCA BEPLUMHHOMY LLIenaepy?

Heobxogum goctyn K napametpam coctosiHus OpenGL, Takum Kak
Tekylas Mmampuua mooeru-euda-rpoexkyuu

(gl _ModelViewProjectionMatrix), TeKyllasa Mampuua
moOesu-8uda (gl _ModelViewMatrix), TeKkyllasa Mampuua
npeobpasosaHusg Hopmasnu (g1 _NormalMatrix)

Heobxogmmo Takke 3HaTb KOOpOUHamMbl UCMOYHUKaA OCBEUW,EHUS B
npocmpaHcmee ob3opa. [lns aToro onpeaennum OonofHNTENbHYHO
uniform-nepemMeHHyo LightPosition

Heobxoanmo onpeaenntb KONUYECTBO pacceusaemozo w
ompaxkaemozo ceeTa. [1na aToro BOCnonb3yemcs AByMs
KOHCmMaHMmMHbIMU 3Ha4YeHNAMUN SpecularContribution U
DiffuseContribution — NPOCTO ANA AeMOHCTpauun
BO3MOXXHOCTEWN A3blKa

"‘a' BeeneHue B A3bIk Wenaepos OpenGL HwxxHun
Hosropog,
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BepLnHHbIN LLenaep...

1 YTo saBnsieTca pesynsraTtoM BblYUCIIEHU B BEPLUNHHOM
lwengepe?

Jlrobou eepwiUHHbIU Weldep OOIMKEH BblHUCIUTL KOOPAMHATLI
BEPLUUHBLI B rIpocmpaHcmaee KoopouHam OKHa. [Insi aToro Cnyxur
CTaHOapTHadA nepemMeHHasd gl Position

LLlaBnoH knpnuyen 6yaeT BbIMNCNIATLCA BO (hpacMeHmHOM
Lengepe Kak Hekomopas QoyHKUUS ¢ ap2yMeHmamu X U y —
KoopanHaTtamMmn obbekTa B MoOesibHOU cucmeme KoopOuHam. Ang
nepegaym aTUX napamMeTpoB 00bABUM CrieumanbHyo varying-
nepemMeHHyo MCPosition

Kpome TOro, B eepwuHHOM wengepe 0yaeT BbINOMHATLCS YacTb
pacyeToB OCBELLEHNA — ByAeT BblYMCIATLCA UHMEHCUBHOCMb
ceema Ons Kaxaow BeplmnHbl. [1ng coxpaHeHusa pesyrnbrarta
00bsBUM varying-nepemMeHHylo LightIntensity

"‘a' BeeneHue B A3bIk Wenaepos OpenGL HwxxHun
Hosropog,
2°MNYNO



icnonb3oBaHWe LWenaepos...

1 B nepByto ovepenb, HeObXoaMMo O0ObSABUTL
rmobanbHble NEPEMEHHbBIE — UAEHTUMMKATOPSI
BEPLUMHHOIo Wewnaepa, dparMeHTHOro wenaepa u
NporpaMMHoOro obbekTa:

int vertexShader = Gl.glCreateShader (G1.GL VERTEX SHADER) ;
int fragmentShader = Gl.glCreateShader (Gl.GL_FRAGMENT SHADER) ;
int program = Gl.glCreateProgram() ;

[1pn 3TOM Cco3gaeTca CTPYKTypa AaHHbIX, KOTOpas
3aTtem ncnosnbadyerca OpenGL ana xpaHeHus
MCXOOHOro Koga wenaepa

1 [locne Toro, Kak wenagep cosgaH, B HEro cnegyer
3arpy3nTtb McxoaHbin koad. icxogHblv Ko wengepa

2TYMYNO



icnonb3oBaHWe LWenaepos...

1 [lna 3arpysku ncxogHoro koga ns dpauna
HeobxoaMMO BbINOMHUTL CrneayroLwne warwu:

StreamReader sr = new StreamReader (vertexFileName) ;

Gl.glShaderSource (vertexShader, 1,
new string[] { sr.ReadToEnd() }, null);

sr.Close() ;

sr = new StreamReader (fragmentFileName) ;

Gl.glShaderSource (fragmentFileName, 1,
new string[] { sr.ReadToEnd() }, null);

sr.Close() ;

} 45 @ BeeneHue B A3bIk Wenaepos OpenGL HwxHWA
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icnonb3oBaHWe LWenaepos...

1 [locne 3arpy3km NCXoQHoOro koaa B LWenaepHbIn
OOBbEKT 9TOT UCXOOHbIW KOO HEODXOOANMO

CKOMriunuposeame.
Gl.glCompileShader (vertexShader) ;

int status = 0;

unsafe { Gl.glGetShaderiv (vertexShader,
G1.GL_COMPILE STATUS,
new IntPtr (&status)); }

Gl.glCompileShader (fragmentShader) ;

unsafe { Gl.glGetShaderiv (fragmentShader,
G1.GL_COMPILE STATUS,
new IntPtr (&status)); }

TS MNO



icnonb3oBaHWe LWenaepos...

1 B npouecce kKoMnunaumm mMoryT BO3HUKHYTb OLLMOKW,
onncaHme KOTopbiX OyaeT 3aHECEHO B
UHOpMaUUOHHbIU XypHasl lenaepHoro obbekTa.
UToObI 3arpy3nTb MHPOPMAaLIMOHHbLIN XKypHan,
HeobxoaMMO BbINOMHUTL CNeayowne KoMaHabi:

int capacity = 0;

unsafe { Gl.glGetShaderiv(vertexShader, Gl.GL INFO LOG LENGTH,
new IntPtr (&capacity)); }

StringBuilder info = new StringBuilder (capacity) ;

unsafe { Gl.glGetShaderInfolog (vertexShader, Int32.MaxValue,
null, info); }

2TYMYNO



icnonb3oBaHWe LWenaepos...

1 YToObI ncnonb3oBaTb CKOMMUIMPOBAHHbIE LLENOEPDI
NX HEOBXOOMMO CKOMIOHOBaMb 8 OOHY rpozpamMmMy:

Gl.glAttachShader (program, vertexShader) ;
Gl.glAttachShader (program, fragmentShader) ;
Gl.glLinkProgram(program) ;

int status = 0;

unsafe

{
Gl.glGetProgramiv (program, Gl.GL LINK STATUS,

new IntPtr (&status));

TS MNO



icnonb3oBaHWe LWenaepos...

1 I'py KOMNOHOBKE NMporpammbl MOTYT BO3HUKHYTb
OLLUNOKM (Oaxe ecnu BCce LLengepbl no otTaenbHOCTH
cCKoMnunupoBanucbh yaayHo). Ytobbl nonyynTtb
nHdopmauymio 06 ombkax, HeobXoaAMMO BbINONMHUTL

crnegyoLue warm:

int capacity = 0;

unsafe { Gl.glGetProgramiv (program, Gl.GL_ INFO LOG_LENGTH,
new IntPtr (&capacity)); }

StringBuilder info = new StringBuilder (capacity) ;

unsafe { Gl.glGetProgramInfol.og(program, Int32.MaxValue,
null, info); }

TS MNO



icnonb3oBaHWe LWenaepos...

1 CKOMNOHOBAaHHYIO NporpaMmmy MOXHO YCTaHOBUTL B
kadyecTtBe cocTosiHns OpenGL. Caoenatb 310
HeobxoanMo nepe OTPMCOBKOU reOMETPUYECKNX
OOBbEKTOB:

Gl.glUseProgram(program) ;

UToObI BEPHYTLCS K CTaHOAapPTHOW
dyHKkunoHanbHoctTn OpenGL Heobxoanmo
BbIMNONMHUTL KOMaHAy:

Gl.glUseProgram(O0) ;

0 lpn nogkntoYeHnn nporpamMmbl BCe NEPEMEHHLIE,
KOTOpble 00pa3yoT nHTepdenc wenaepa, nony4var

BeeneHue B A3blk WwengepoB OpenGL HvxHUR

5 uel]
% Pacemotprm S&HoBHEIS Y HKLIAN, KOTOPbIE Hosropon
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icnonb3oBaHWe LWenaepos...

1 Ona nonyyeHnsa agpeca Kakon-nmbo uniform-
nepeMeHHOW CIYy>KUT crieayolas KomaHaa:

location = Gl.glGetUniformLocation (program, name) ;

[NaHHasa dyHKUMA O0MKHA BbI3bIBATbCS TOMbKO
riocrie ycriewHoU KOMIMOHOB8KU NPOrpaMmmMHOro
oObeKTa, NOCKONbKY afapeca uniform-nepeMeHHbIX
He oripedesieHbl OO 3TOro MOMEHTa

0 [na yctaHOBKM 3HA4YeHUU uniform-nepeMeHHbIX

crnyXarT cnegyoLime MeToabi:

Gl.glUniform{1234|£fi} (location, value)
Gl.glUniform{1234|fi}v(location, count, value)
Gl.glUniformMatrix{234}fv(location, count, transpose, matrix)
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icnonb3oBaHWe LWenaepos...

1 Ona nonyyvyeHuns agpeca Kakon-nmbo attribute-
NnepeMeHHON CRYXUT cneayoLwasa komaHaa:

Gl.glBindAttribLocation (program, location, name);
int location = Gl.glGetAttribLocation (program, name) ;

HasHaunTb agpec aTpubyTta MOXHO mMoJsibKO rnepeo
cbopkou nporpammebl. MIHa4ye agpeca oyayT
Ha3Ha4YeHbl aBTOMATUYECKN N UX MOXKHO 3anpoCuTb

0 [1na ycTaHOBKM 3HA4YeHUN attribute-NepemMeHHbIX
cnyXat cnegyruime MeToasbl.

Gl.glVertexAttrib{1234|fi}v(location, value)

2TYMYNO



icnonb3oBaHWe LWenaepos...

0 [1ns HaLlero npocToro npumMepa nepeagada AaHHbIX B
Lenaep BbIMAAUT crieayowmm obpasom:

Gl.glUniform3f (Gl.getUniloc (brickProg, "BrickColor"),
1.0, 0.3, 0.2);

Gl.glUniform3f (Gl.getUniloc (brickProg, '"MortarColor"),
0.85,0.86,0.84) ;

Gl.glUniform2f (Gl.getUniLloc (brickProg, "BrickSize"),
0.30, 0.15);

Gl.glUniform2f (Gl.getUniLloc (brickProg, "BrickPct"),
0.90, 0.85);

Gl.glUniform3f (Gl.getUnilLoc (brickProg, "LightPosition"),
0.0,0.0,4.0);

1 Nocrne ycTaHOBKM BCEX NEPEMEHHbLIX MOXHO
nepexognTb K PUCOBAHUIO rEOMETPUYECKNX
OOBbEKTOB

2TYMYNO



