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OpenGL. OcHOBHa iHdopMaLid

OpenGL € rpadpivHoto 6ibrioTekoto, WO Hagae nporpamMHum iHTepgenc sadbesnedeHHs1 MalLUHHOI
rpaikn (bnmnabko 250 KomaHa), AKi BUKOPUCTOBYIOTLCS ANt BU3HAYEHHS 06’eKTIB i onepauin,
HeoOXigHWX Nig Yac CTBOPEHHS TPUBUMIPHOTIO rpadivyHoro nporpamHoro 3abesneyeHHs.

OpenGL po3pobneHo y sik HU3bKOPIBHEBUIW anapaTHO-He3aneXxHuUn iHtTepenc, Wo peani3yeTbCs
PAOOM Pi3HUX anapaTtHux nnatdopm. 3 Ui€l NpuynHKN Yy OpenGL He BKIOYEHI KomaHan ans poboTtun 3
BikHaMu abo 3abesnevyeHHda BBEAEHHSA KOpuUcTyBa4va. Takox Bibnioteka He MICTUTbL KOMaHau
BUCOKOIO PiBHS AN1s1 ONUCY Moaenen TpuBnMipHux ob’ekTiB. HaBnakn, HeobxigHa moaernb
CTBOPIOETLCS 3 0OMEXEHOro HAabopy reOMETPUYHNX MPUMITUBIB: TOYOK, NiHi, bDaraTOKyTHUKIB.

penGL

Ha 6a3i OpenGL ni3Hiwe Bynn cTBOpeHI binbL ckragHi bidnioteku:
bibnioteka yTuniT OpenGL (GLU — OpenGL Utility Library), sika BKnto4ae
LLIMPOKI MOXXNMBOCTI MOAENOBAHHA (MOBEPXHI APYroro NopsaKy Ta cnianHu
oibrniioteka FSG (Fahrenheit Scene Graph).

KoHkypeHTU OpenGL: DirectX (Direct3D), Quartz (Mac OS), GEGL (Gimp), Blend4Web.



OpenGL. OCHOBHI MOXNMNBOCT]

[10 OCHOBHMX MOXNMBOCTI OpenGL:

*BigobpaXkeHHs1 KapKkaCHUX MOOENEN;

*NigTpUMKa into3ii NepcnekTnemn Ta rmmduHmn
NpPOCTOpPY, aTMOCepHNX edOEKTIB (TyMaH, CHIr);

*NigTPUMKa 3rnagKyBaHHA BEPLUNH CLIEH;

*NigTPUMKA CLIEH 3 NIIOCKMUM 3adpapboByBaHHAM
6e3 BUKOPUCTAHHSIM OCBITNEHHS;

*NigTPUMKa CLIEH 3 OCBITIEHHSM Ta PIBHOMIPHUM
3apapboByBaHHAM;

*HaKageHHs TIHEW Ta TEKCTYP;

*MOJENBaHHA PO3MUTOCTI BigobpaXKeHHs
pyxomux o6’ekTiB (motion blur);

‘nigTpumkKa edpekTiB rmmMbuHN pi3ko 306paxxeHoro
NpoCTOopYy.

OcHoBHUMU rpadpivHMMK onepauissMn OpenGL €:

=CTBOPEHHSA OOPM 3 rpaPivHUX NPUMITUBIB, |
TakKUM YMHOM, CTBOPEHHSI MaTeMaTUYHNX ONUCIB
00’€eKTIB (NpUMITUBaMMU € JTiHiT, 6araToKyTHUKN,
306paxeHHs);
=yOPSALAKYBAHHSA 00’EKTIB Y TPUBUMIPHOMY
NpocTOpi Ta BNDip BaXkaHOT TOYKM po3TaLlyBaHHS
Kamepu ansa nepernsny CKOMnoHOBaHOI CLUEHMU;
=004YMCNEHHS KONbOPIB YCiX 00’EKTIB, € KOSTbOpU
Yy sBHUM BUMNA4 3a4al0TbCs MPorpamoto,
BU3HA4alOTbCH, BUXOOS4YMN 3 YMOB OCBITIIEHHS,
OTPUMYIOTBCS LLNSAXOM HaKragaHHA TEKCTYp abo
KOMOiHaUi€ TPbOX 3a3Ha4YeHUX Oiu;
=repeTBOPEHHSA MaTeEMaTUYHOIO ONncy o0’ eKTiB
Ta NoB’si3aHOl 3 HUMK IHGbopMaLiT LWLoa0 KOMbopy
00’eKTIB Yy Nikceni Ha ekpaHi (npouec, Wwo
Ha3nBalTb pacTepusauieto).



OpenGL. KoHBee€p Bidyani3aujii
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Bisyanisauieto € npouec, nig 4ac sKkoro komn’
IOTEP CTBOPHOE 306pakeHHs 3 mogenen. Y cBOK
4yepry, mogersi abo 00’ekTn CTBOPKOKTLCA 3
rpadpivHMX NPUMITUBIB — TOYOK, NiHIN Ta
GaraTokyTHUKIB, LLIO BU3HA4aloTbCA X
BEPLUMHAMMU.

KiHueBe Bi3yarniszoBaHe 306paxXeHHS
cKnagaeTbcs 3 NMiKcenis, WO BMBOAATLCA Ha
eKkpaH. ['likcenb € HaMMeHLWNM BUOANMUM
efieMeHTOM, LLIO MOX€e CTBOpOBaTUCS
anapaTtHumu 3acobamm BigobpaKeHHs.

3 nporpamHol ToYKK 30py, OpenGL € Habopom
KOMaH[, WO BM3Ha4YalTb KoopanHaTtn 0b’eKTiB,
3abe3nevyoTb BCTAHOBMNEHHS NapamMeTpiB Ta X
NepeTBOPEHHA. Y Oyab-KOMY BUNaaKy KomaHau
OpenGL MaloTb OQHAKOBUW Ta BU3HAYEHUI
NopsAa0K BUKOHAHHS ornepadin o6pobku, Wwo
Ha3MBaeTbCA KOHBEEPOM Bidyanisauil OpenGL.
Llen nopaaok € npakTUYHO NOBHOK CTPYKTYPOIO
OpenGL



OpenGL. KoHBee€p Bidyani3aujii

Byab-aki gaHi OpenGL MOXYTb 30epiraTtncs y Cnnckax BUBELEHHS.

Yci rpaivyHi npUMITUBK ONUCYOTLCA BepLUMHaMW. [lapamMeTpuyHi KpuBi Ta NOBEPXHI MOXYThb
crno4vaTKy OnmcyBaTUCA KOHTPOSTbHUMW TOYKaMK Ta nosiHoMiansHMMM (6azoBnuMK) OyHKLISIMMN.
ObuncnoBadi HagaTbe METOAN OTPMMAHHA BEPLLMH.

Ha ctagaii onepauin obpobku BEPLUMH, BEPLUMHU NEPETBOPIOIOTLCS Y MPUMITUBIN. AKLO nporpama
BUKOPUCTOBYE TEKCTYPU Ta OCBITNEHHS], rEHEPYIOTLCS TEKCTYPU, OOUMCNIOITLCS NapameTpu
OCBITIEHHS,

36mpaHHAa NPUMITUBIB BKITHOYMA€E onepaLida BiACikaHHSI YHaCTUH 300pakeHHs, Lo BUXOASATb 3a MeXi
BWU3HA4YeHOoro HanisnpocTtopy. Pesynsratom etany € 3akiH4eHi reoMeTpUYHI NpUMITUBN.

[likcenbHI AaHi po3NakoBYTLCSA Y KOMMOHEHTM NEBHOIO popmMaTy, NOTIM MacLLTabyoTbCs,
3MiLLYIOTbCS, 0OPOBIMOITLCS 3a AOMOMOrOK efIEMEHTIB BigobpaXeHHs, PiKCyoTbCA 1
3anucyrTbcs B obnacTb nam’sTi,.

Ha onepauinizadbnpaHHa TEKCTYP NporpaMmu MOXyTb HaknagaTtun 300pakeHHs1 Ha reoMeTpuYdHi 06’
EKTH,

PacTtepusauieto € nepeTBOpPEHHSA reoMeTPUYHMX abo niKCernbHUX gaHnX y doparMeHTu.

[lepen 30epexeHHsIM y bydepi Kagpy BUKOHYETLCA pAd onepauin: HaknageHHst TEKCTYP,
obumMcneHHA TymaHy, ornepadii 3MillyBaHHS KOSbOpiB.

Bydep kagpy Bigirpae ocobnuey ponb. aHi bydepa kagpy MoXyTb 3anmcyBaTucs Ta
3unTyBaTucsa PyHKuUissMn OpenGL, ogHaK NOro HaCTPOKBaHHSA BiabyBa€TbCS 3a 4OMOMOIOH0
onepauinHol cuctemMu, y aKim BUKOPUCTOBYETLCA OpenGL.



B3aemogaia Windows Ta OpenGL y MFC-nporpamax

OcobnunBocCTi:

nporpamMmu ang suBegeHHs iHpopmadil rpagivHoro abo
TEKCTOBOIO BMICTY BUKOPUCTOBYIOTb KOHTEKCTM NPUCTPOIB.
IHTepdenc rpadivuHnx npuctpoiB Windows GDI 3abesnevye
KepyBaHHA KOHTEKCTaMU LMX NPUCTPOIB. TexHonoris
OpenGL He cniBnpautoe 3i CTaHOaPTHUMM KOHTEKCTaMW
npucTpoiB Windows, HQTOMICTb BUKOPUCTOBYE TaK 3BaHUI
KOHTEKCT Bidyani3auil (rendering context);

[1ig yac poboTK 3 KOHTEKCTOM MPUCTPOIO ANda BUOopy
HOBOrO IHCTPYMEHTa BigobpaxeHHs (nepa abo neHans)
BUKOPUCTOBYETLCS GDI-(pyHKUIs SelectObject(). ObpaHum
IHCTPYMEHT 3anuLLIaeTbCsa akTUBHUM A0 BUOOPY HACTYMHOro
IHCTPYMEHTA.

3a aHanoriet 3 KOHTEKCTOM NPUCTPOR), KOHTEKCT
Bidyani3auii 3abe3ne4vye o6pobky rpadpivHoro ctany. Y
OpenGL mae 6yTu NPpUCYTHIM cnevlianbHUN MEXaHI3M
B3a€MO3B’A3KYy BUXiAHOT iHbopMaLLil 3 KOHTEKCTOM
npmncTpoiB Windows. LLINnssixom po3mileHHA BUBHAYEHUX
OiNSHOK iHdpopMaLil y CTPYKTYpi KOHTEKCTY Bidyanisallil,
ObpenGl O0O3BONYE OHOBMIOBATU rhadhivHU cTAaH BIKHA Nia

KomaHga OpenGL
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Y
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Y
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B3aemogaia Windows Ta OpenGL y MFC-nporpamax

KoHTekcTu Bidyanisauii € 6aratonoTokoBUMK, TOOTO
OOWH CMiNbHMW KOHTEKCT Bi3yani3auil Mmoxe
BUKOPUCTOBYBATUCA OEKISIbKOMA NOTOKaMU. Y CTPYKTYpI
nporpamMmy Moxe BUKOPUCTOBYBATUCA A€EKifNbKa KOHTEKCTIB
Bidyanisadlil.

OpenGL-KoMaHan He NOTPedYOTb AecKpunTopis abo
MNOKaXX4YNKiB HA KOHTEKCTM Bi3yanisauil He3anexHo Big Toro,
AKUIN KOHTEKCT Bi3yarisauil € akTuBHUM. KOHTEKCT
Bi3yarisauii € NpakTU4YHO OgHaKOBUM A1 Pi3HMX OpenGL-
KOMaHAI.

Y npoueci poboTn 3 OpenGL KOHTEKCT Bi3yanisauil
crnoYaTKy CTBOPIHETLCS, NOTIM iHILIOETLCHA, 0BMPaETLCS
NOTOYHUM, BUKOPUCTOBYETLCSH, BIOKIHOYAETLCA Ta
BUIYyYaETbLCH.

Y peanbHuUX OpenGL-nporpamax CTBOPEHUN Ta
IHILIMOBaHMW KOHTEKCT Bidyanisauii Hagani 6aratopasoBo
BUKOPUCTOBYETbLCS Y pODOTI NOTOYHOI nporpamu. lNpu ubomy
aKTuBI3auis Ta BIAKNIOYEHHA KOHTEKCTY BUKOHYHOTLCA
baraTopasoBo, a BUITyYEHHS 30INCHIOETLCS OAUH pa3s — Micris
3aKIHYEeHHS DODOT NDOrnaMu.

BuKopucTaHHA KOHTEKCTIB
Bidyani3auil 3abe3nevyeTbCca Takumu
WinAPI-dpyHKUiSMN:

HGLRC wglCreateContext(HDC hdc );

// CTBOPEHHSI KOHTEKCTY
Bi3yani3auiiBOOL
wglDeleteContext(HGLRC hglrc); //
BUNYYEHHS KOHTEKCTY Bi3yanisauil
BOOL wglMakeCurrent(HDC hdc,
HGLRC hglrc); // akTuBi3auisi
KOHTEKCTY Bidyanisauil

Y HaBeaeHnx PyHKuUisx hdc —
0EeCKpUNTOp KOHTEKCTY GDI, hglrc —
OECKPUNTOP KOHTEKCTY Bidyani3auil
OpenGL.



CTpykTypa PIXELFORMATDESCRIPTOR

MicTuTb iHpopMaUuis woao Bzaemomii OpenGL Ta KOHKPETHOIO CUCTEMHOIO NPUCTPOLO

Windows.

typedef struct tagPIXELFORMATDESCRIPTOR {

WORD nSize;
WORD nVersion;
DWORD dwFlags;
BYTE iPixelType;
BYTE cColorBits;
BYTE cRedBits;
BYTE cRedShift;
BYTE cGreenBits;
BYTE cGreenShift;
BYTE cBlueBits;
BYTE cBlueShift;
BYTE cAlphaBits;
BYTE cAlphaShift;

// BU3Ha4ae po3mip CTpyKTypu, AopiBHIOE sizeof (PIXELFORMATDESCRIPTOR)

// Bepcia cTpykTypu (mae 6yTtun 1.0)

// Habip 6iTiB, WO XxapakTepu3yoTb BNacTUBOCTI Bydepa nikcenis

// TVN NiKcenbHUX AaHUX

// KiNbKiCTb 6iTOBUX NSIOLLMH Y KOXXHOMY Bydoepi konbopy

// KiNbKiCTb 6iTOBUX NSIOLLMH YEPBOHOIO Y KOXXHOMY Bydepi RGBA

// 3CyB Big noyaTKy KifibKoCTi 6iTOBUX NMOLLMH YEPBOHOIO Y KOXKHOMY Bydrepi RGBA
// KiNbKiCTb 6iTOBUX NSIOLLMH 3€NEeHOro y KoxXHoMy Bydepi RGBA

// 3CyB Big noyaTKy KifibKOCTi 6iTOBUX NNOLLMH 3ENEHOr0 y KOXXHOMY Bychepi RGBA
// KinbKicTb 6iTOBUX NIOLLMH CUHBOIO Yy KOXXHOMY Bydhepi RGBA

// 3CyB Big noyaTKy KifibKocTi 6iTOBUX NMOLLMH CUHBOIO Yy KOXXHOMY Bydhepi RGBA
// KinbKicTb 6iTOBUX NAOLWMH anbda y KoXXHOMY Bydepi RGBA

// 3CyB Big noyaTKy KifibkocTi 6iToBUX NNowmH anbda y KoxkHomy 6ydepi RGBA

BYTE cAccumBits; // 3aranbHa KinbKicTb 6iTOBUX NMIOLWNH Yy Bydepi akymynaTopa

BYTE cAccumRedBits;
BYTE cAccumGreenBits;
BYTE cAccumBlueBits;
BYTE cAccumAlphaBits;
BYTE cDepthBits;

BYTE cStencilBits;

BYTE cAuxBuffers;
BYTE iLayerType;

BYTE bReserved;
DWORD dwLayerMask;
DWORD dwVisibleMask;
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// 3aranbHa KinbKiCTb BITOBMX NNOLWWH YepBOHOro y Bydepi akymynaropa
// 3aranbHa KinbkiCTb BiTOBMX NNOLWMWH 3eneHoro y bydepi akymynsaTtopa
// 3aranbHa KinbKiCcTb BiTOBMX NNOLWWH CMHLOTO Y Bydepi akymynstopa
// 3aranbHa KinbKicTb 6iTOBMX NNowuH anbda y ydepi akymynstopa
// po3mip 6ydepa rmumbuHun (Bicb Z)

// po3mip bydepa Tpadapety

// KinbKiCTb AONOMDKHUX ByhepiB (He NigTPUMYETHCS)

// iIrHOpyeTbCA

// KiNbKICTb NNOLLMH NepeaHboro Ta 3agHboro nnaHy

// iIrHOpyeTbCA

// iHOeKkc abo Konip NPO30pOCTi HMKHBOT MAOLLNHN

// iIrHOpyeTbCA



CTpyKTypa npocTtoi OpenGL-nporpamu (Ha 6a3si MFC-NpoekxTy)

1. 3MiHn y Knaci roriloBHOro BikHa (*.h dpann): 3. OO0pobHuk nosigomneHHss WM_SIZE (*.cpp chann)
class CMainWin : public CFrameWnd void CMainWin::OnSize(unsigned int type, int x, int y)
{HGLRC m_hrg; {CClientDC dc(this);
public: ~ CMainWin(void); wglMakeCurrent(dc.m_hDC,m_hrc);
void OnSize(unsigned int type, int x, inty); GLdouble gldAspect=(GLdouble)x/(GLdouble)y;
void OnPaint(void); glMatrixMode(GL_PROJECTION);
void GLInit(void); glLoadldentity();
void OnOpenGL(void); gluPerspective(30.0,gldAspect,1.0,10.0);
void OnHScroll(UINT SBCode, UINT Pos, CScrollBar *SB); glViewport(0,0,x,y);
void OnVScroll(UINT SBCode, UINT Pos, CScrollBar *SB); wglMakeCurrent(NULL,NULL);
DECLARE_MESSAGE_MAP() }
} 4. OO6pobHuKk noBigomMneHHss WM _PAINT (*.cpp dann)
2. 3MiHN Yy KOHCTPYKTOPI rosIOBHOrO BikHa (*.cpp dhann) CMainWin::OnPaint(void)
CMainWin::CMainWin(void) {CPaintDC pDC(this);
{Create(NULL,"OpenGL test",WS_OVERLAPPEDWINDOW | wglMakeCurrent(pDC.m_hDC,m_hrc);
WS_VSCROLL|WS_HSCROLL); GLINit();
PIXELFORMATDESCRIPTOR pfd; OnOpenGL();
pfd.dwFlags=PFD_DOUBLEBUFFER; SwapBuffers(pDC.m_hDC);
CClientDC dc(this); wglMakeCurrent(NULL,NULL);
int nPixelFormat=ChoosePixelFormat(dc.m_hDC,&pfd); }
SetPixelFormat(dc.m_hDC,nPixelFormat,&pfd);
m_hrc=wglCreateContext(dc.m_hDC); 5. O6pobHMKM NoBigoMneHb WM_HSCROLL Ta WM_VSCROLL
wglMakeCurrent(dc.m_hDC,m_hrc); (amB. Nekuis 6, cemecTp 1).

}



CTpyKTypa np00T0| OpenGL-nporpamn (Ha 6a3i MFC-NpOEeKTY)

6. QyHKuUif iHiLjanizauil cTaHiB OpenGL (*.cpp pann): g EiGniotekn OpenGL , WO HEOBXIAHO 4OAATU B MPOEKT:
void CMainWin::GLInit(void) Onst Windows 10:
{GLdouble marengo(3]={1.0,1.0,0.0} C:\Program Files (x86)\Windows Kits\8.0\Lib\win8\um\x86

glClearColor(1.0,1.0,1.0,1.0); i .
glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT); glu32.lib, OpenGL32.lib.

glMatrixMode(GL_MODELVIEW); glaux.lib (MoXXe He BxoanuTn 0o MSVS)
gILoadIdentity(); [N OpenGL test T a X
glTranslatef(0.0,0.0,-5.0); A

glColor3dv(marengo);
glScalef(1.0,1.0,1.0);

}

7. OyHKUiA BUBeOEeHHSA rpadivyHol cueHn (*.cpp hann)
void CMainWin::OnOpenGL(void)
{gIRotated(360.0*hspos/100,0,1,0);
glRotated(360.0*vspos/100,1,0,0);

auxSolidTeapot(1.0); ,
} y
8. 3aronoBkoBi hannu Ta rnobdanbHi 3MiHHi:
#include <afxwin.h>

#include "gl/gl.h"

#include "gl/glu.h"

#include "glaux.h”“(Mmoxe He BxognTn oo MSVS) |
#include "App.h"

int hspos=50,vspos=50; < >




CTpykTypa npocTtol OpenGL-nporpamu (Ha 6asi KOHCOSIbHOIO-MPOEKTY)

1. 3aronosBkoBi pansin, orosioeHHA PYHKLIN Ta 3. DyHKUIA resize()

- |3';’"HHI_4); ) void CALLBACK resize(int width,int height)
#::Elﬂd: f;'/'gl E,‘,Ns' g { glViewport(0,0,width,height);
#include "gl/glu.h” gIMatrixMode( GL_PROJECTION );
#include "glaux.h" glLoadldentity();

void CALLBACK display(void); glOrtho(-5,5, -5,5, 2,12);

void CALLBACK resize(int, int); gluLookAt( 0,0,5, 0,0,0, 0,1,0 );
void CALLBACK Key_ESC(void), glMatrixMode( GL_MODELVIEW );
void CALLBACK Key LEFT(void);

void CALLBACK Key RIGHT(void); i

void CALLBACK Key UP(void);

void CALLBACK Key DOWN(void); 4. OyHKuUiA display()

int angle=0; bool Ir=false,ud=false;

N void CALLBACK display(void)
2. ®yHKuUiv main() nporpami { glClear( GL_COLOR_BUFFER_BIT |

void main() )

{ auxInitPosition( 50, 10, 400, 400); GL_DEPTH_BUFFER_BIT );
auxInitDisplayMode( AUX_RGB | AUX_DEPTH | AUX_DOUBLE ); glColor3d(1,0,0);
auxInitWindow(LPCWSTR("Glaux Template")); if(Ir)glRotatef(angle,1,0,0);
auxldleFunc(display); auxReshapeFunc(resize); if(ud)glRotatef(angle,0,1,0);
glClearColor(1.0,1.0,1.0,1.0); auxWireTeapot(2.5);

glClear(GL_COLOR_BUFFER_BIT|GL_DEPTH_BUFFER_BIT);
auxKeyFunc(AUX_LEFT, Key LEFT); auxKeyFunc(AUX_UP, Key UP);
auxKeyFunc(AUX_RIGHT, Key RIGHT); }
auxKeyFunc(AUX_DOWN, Key _DOWN);

auxMainLoop(display);

auxSwapBuffers();



CTpyKTypa npocTtol OpenGL-nporpamu (Ha 6a3si KOHCONbHOIO NPOEKTY)

5. ®YHKUIT-OOpPOBHMKN CTPINOK KNasiaTypu:

5] Glaux Template

void CALLBACK Key_ESC(void) {exit(0); }

void CALLBACK Key LEFT(void)
{angle+=3;

Ir=true;ud=false;

}

void CALLBACK Key RIGHT(void)
{angle-=3;

Ir=true;ud=false;

}

void CALLBACK Key UP(void)
{angle+=3;
Ir=false;ud=true;

}

void CALLBACK Key DOWN(void)
{angle-=3;
Ir=false;ud=true;

}




