


UTo Takoe OpenGL?

OpenGL — Kpocc-nnatdopmMeHHaa bnbnmorteka pyHKUMN
Onsi co3gaHnst MHTEPAaKTUBHLIX 2D 1 3D NPUNOXeHNN

ABnsieTca oTpacneBbliM CTaHAAPTOM € 1992 roaa
- OcHoBOW cTaHaapTa ctana bubnunorteka IRIS GL, paspaboTaHHas
donpmon Silicon Graphics Inc.

o http://www.opengl.org

OpenGL (Open Graphics Library — OTKpbITas rpaguyeckas
bnbnuoTeka) -cneundukaums, onpegenaroLlas
He3aBUCMMbIN OT A3blKa NporpaMmmMnpoBaHnS
nnaTtdopmMoHe3aBNUCUMbIN NPOrpaMmMHbIN MHTEPENC
ONs HanucaHnsa NPUNOXXeHUn, UCNoNb3YHLLNX
OBYXMEPHYIO N TPEXMEPHYIO KOMMBbIOTEPHYIO rpadouky.



[lpenmyLlecTBa

AHanorn4yHbole OMONNOTEKM!:
DirectX (Direct3D), Vulkan, Java 3D

OpenGL
> CTabunbHOCTb (C 1992 T.)

> [MponsBoguTenu obopyaoBaHnsa co3gatoT peannsayum
6rbnmnoTtekn cornacHo aton cneumdukaumm (Nvidia, AMD/ATi )

° [lepeHOCUMOCTb
> HezaBMCUMOCTb OT OKOHHOU 1 ornepaymMoHHON CUCTEMBI
o J1erkocTb NpUMEHEHNS
° [lpocTon nHTepdenc, peannsauun ang pasnmyHbix All
> Hu3kune 3aTtpaTbl Ha 00y4YeHue




OcHoBHOU 0cOBeHHOCTBIO OpenGL MOXHO
cuuTaTtb NPOCTOTY. AQpo OpenGL KOHTpONUpPYyeT

fipotecc 06paboTK MPUMINTNBOB.
[na nepegayn gaHHbIX NCMOSb3YETCH
npoueaypHast Mogensb.

B KaXgblt MOMEHT BPEMEHU COCTOsSIHUE OpenGL
onpegensaeTca Yyepes Habop NnepeMeHHbIX,
3afaroLmx napameTpbl 0b6paboTkn. Kaxkabin
HOBbIV NepeaaHHbIN TPEYrofbHUK MPOXO4UT
00paboTKy B COOTBETCTBUM C TEKYLLIUM
COCTOSIHUEM.



CocTounT n3 Habopa
OnobnnoTek

AGL, GLX, WGL
CBsa3b Mmexay OpenGL 1 OKOHHOW CUCTEMON

GLU (OpenGL Utility Library) #include <gl/gl.h>
YacTb OpenGL #include <gl/glu.h>

NURBS, tessellators, quadric shapes, etc finclude <gl/glut.h>

GLUT (OpenGL Utility Toolkit)
[MepeHOCMBbIN OKOHHBLIW API GLU
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C KakKnMm reoMmeTpuy4eCcKnMmn
mMoadenammn paboTtaet OpenGL?

OpenGL paboTaeT ¢ MmogensamMmu, 3agaHHbIMU B
rPaHNYHOM NONMUroHaribHOM npencrTaBneHnn

[loBepxXHOCTb NpubnmxkaeTcss HabopPoOM MOSUrOHASTbHbIX
rpaHen (face, polygon)

[paHuLbl rpaHen onucbiBatoTcs pebpamu (egde)

YacTb oTpeska, popmupytoLero pebpo, 3akaH4YMBaETCH
BepwmnHamm (vertex)



KoHBeunep

ATpnoyThI

BEPLUMH
O6paboTka BEPLUMH U /

cbopka NpUMNTUBOB

\ VIcTOUHMKM
ceeTa
Pactepusauma n obpabotka

arMeHToB
dp \ TekcTypbl

Onepauun Hag nUKcensmm

BepwinHa noboro obvekTa B
[Nepenaya gaHHbLIX B Bydhep MOMEHT O”pGﬂGﬂEHMﬂ

i HeMeAJ/IeEHHO nepenaeTcs B
KOHBeNep, 1 NpoxoanT BcCe
ero CTyneHu




Kak pucoBaTb OOBbEKTHI C
nomoLwlbro OpenGL?

OBGbLEKThI Ha 9KpaHe PUCYOTCA NyTEM NocriegoBaTenbHOM
nepenaym B KOHBENEP BEPLUMH NPUMNTUBOB, KOTOPbIE COCTaBNSOT

O0BbEeKT
° KOMaHAbl Nepenada gaHHbIX

ObpaboTka OaHHbIX HAa KaXKOoM aTare KoHBenepa MOXET ObITb
HacTpoeHa vyepes
°© KOMaHAbl NAMEHEHUNA COCTOAHUNA



KomaHgbl OpenGL

gIVertex3f\{

Tun gaHHbIX “
Yucno _ byte
KOMMNOHEHT ub — unsigned byte BekTtop
- (X, y) s —short
- (X, ¥, 2) us —unsigned short «V» OTCyTCTBYeT
- (X, ¥, 2, W) | —int ANsi CKansipHbIX
—— ui — unsigned int hopm
f —float glVertex2f(x,y)
d —double




Moaenb begin/end

void glMatrixMode(...);
void glLoadldentity();
void glMultMatrixd(...);

void glBegin(GLenum type); |

void glVertex(...); ( h
void gINormal(...); — T&L

void glColor(...);

L )ﬁ;
void glEnd();

[Rasterization}
{Pixel Ops ]M T
void glTexture2d(...);
T void glTexEnv(...);
void glDepthFunc(...): void glPolygonMode(...);

void gIBlendFunc(...);

void iIStenciIOii...i;



[Tpumep nporpamMmmbl

LiBeTHOWM TpeyronbHMK
glBegin(GL_TRIANGLES);
glColor2f(0.0f,1.0f);
glVertex2f(150.0f, 50 .0f);
glVertex2f(50.0f, 150 .0f);
glVertex2f(200 .0f, 200 .0f);

glEnd();




TI/II'IbI I'Ip/lVII/ITI/IB BOpenGL<?

GL POINTS  GL_LINES  GL_LINE STRIP  GL LINE LOOP

GL_ TRIANGLES ‘ '

GL_TRIANGLE_STRIP

GL_QUAD_STRIPE

GL_POLIGON GL_QUADS




ATpnOYTHLI BEPLLUMH

Kaknasi BepLunHa KpoMe r10/10XKeHUSs 8 MPpoCcmpaHcmaee MOXET
MMETb HECKOIbKO ApYrnx aTpnbyTtos

- MaTepuan

° LlBeT

> Hopmarsb

o TeKCTypHble KoopAuHaThbl

BHumaHue: scezda ucrionbdyemcsi TEKYLNWN Habop ampubymos
> OpenGL — KOHeYHbIU asmomMmam



CnoxHble dourypbl

void gluSphere (GLUquadricObj * gobj, GLdouble radius,
GLint slices, GLint stacks)

void gluCylinder (GLUquadricObj * gobj,
GLdouble baseRadius,
GLdouble topRadius,
GLdouble height, GLint slices,
GLint stacks)
void gluDisk(GLUquadric* quad,
GLdouble inner,
GLdouble outer,
GLint slices,
GLint loops)

napameTpsl slices, stacks 3agatoT YMCno pasdbneHnn



gluSphere()




[Tpeobpa3oBaHuA
KoopgnHat B OpenGL

Kaxkpasi BeplunHa obbekTa 3agaeTcsi B /loKaslbHbIX
KoopOuHamax mooesiu

Heobxogumo onpenenuts Habop eeomempuyeckux
rnpeobpa3oeaHul, TakKnUX, YTO KaXkaasa BepLUMHA
npeobpasyeTcs B TOUKY Ha MNITOCKOCTU SKpaHa

Tpu nocrnenoBaTenbHbIX NPeobpa3oBaHUS:
> MoaenbHoe npeobpasoBaHme
° BUOoBOe npeobpasoBaHune
° MPOEKTUBHOE NpeobpasoBaHue



[locnenoBaTenbHOCTb
npeobpasoBaHUA

Mupoeble KOQOAMH&TbIﬂ
hMoaeneHO-BWA0E S MopeneHo-
npeobpasosaHue | BMAOBAAMETPMLE
Buaoeble KOOpﬂMHﬂTb@

MpeobpasosaHue NPoSKLWMM MaTpuua
M HOpManMsaua NPOSKLYAM

HopmanusoeaHHbIE KOOpAMH&Tb@

MapameTie!
MpeobpasoeaHue K obnacTu ofnactT EBblIBOAA
BbIEOAR ‘ (glViewport)

OKOHHbIE KOOpAMHaTblﬂ



[ padonyeckmm KoHBenep
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MaTpuubl NpeobpasoBaHnM

Bbibupaem matpuuy npeobpasoBaHui Ang U3MeHeHus:
void glMatrixMode (Glenum mode) ;

ode={GL MODELVIEW|GL PROJECTION)
T86 OcroBibIe OnepaLvin HAfrMaTPHLaMM

void glLoadIdentity () ;

M=F
void glMultMatrixd (GLdouble c[16]) ;
[0] c[4] c[8] ([12]]
IYERYS c[1] cS c[9] c3
c[2] c[6] ([10] ([14]
7 c[15

c|3| cl7] c|11|



MoaoenbHo-BnaoBble
npeobpa3oBaHUS

void glTranslated (GLdouble x,
GLdouble vy,
GLdouble z);

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

void glRotated (GLdouble angle,
GLdouble ax,
GLdouble ay,
GLdouble az);



[1poekumn. [apannenbHas

~{right, top, zfar

[TapaMeTpbl near n far 3a
AaloT paccTosiHMe Ao
banxHen n panbHen
MJIOCKOCTEN OTCeYeHud
Mo yAaJIEHUIO0 OT TOYKKU
(0,0,0) n moryT 6bITb
oTpuuaTesibHbIMU

void glOrtho (GLdouble left, GLdouble right,
GLdouble bottom, GLdouble top,
GLdouble near, GLdouble far)

void gluOrtho2D (GLdouble left, GLdouble right, GLdouble
bottom, GLdouble top)




[ lepcnekTnBHAaA NpoeKkums

void gluPerspective (angley, aspect, znear, zfar)

[TapameTp angley onpenendeT yron BUANMOCTU B rpagycax rno ocu
Yy U OOIMKEeH HaxoguTbCHa B Anana3oHe ot 0 oo 180.

Yron BUAMMOCTW BOOMb OCU X 3aaeTcsl napaMeTpoM aspect,
KOTOPbI 0ObIYHO 3aaeTCsA Kak OTHOLLEHME CTOPOH 0bnacTu
BbIBOJA

[MapameTpsbl zfar n znear 3agatoT pacCTosAHME OT Habnogatensa oo
MNSTIOCKOCTEN OTCEYEHUS MO rnybuHe n ABKHbI ObIThb
MNOSTIOKUTENBHbLIMM

Z=Zfar
h
v Z|=znea 1
4
X
angley
X



void gluPerspective (GLdouble
GLdouble
GLdouble
GLdouble

angley,
aspect,
znear,
zfar) ;
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aspect = C.D./DA,
znear = |00

.|
zfar = |00, |

2




BunaoBoe npeobpasoBaHume

HacTpounka BupTyansHou Kamepbl

gluLookAt( eye eye,, eye,,
aim_ a|m , aim_,

upx, up up, )

eye — KoopaunHaTbl HabnoaaTens
aim — KoopAnHaTh! “Lenun’

up — HanpaBneHue BBEPX



ICTOYHNKN cBeTa

void glLight[i f] (GLenum light, GLenum pname,

GLfloat param)
void glLight[i f] (GLenum light, GLenum pname,
GLfloat *params)

light oAHO3HAa4YHO onpegendaeT UCTOYHUK cBeTa oT 0 10 8

Onpepgernenne cBOMCTB MaTepuana oobekta UMEET CMbICSI, TONbKO
eCIn B CLeHe eCTb UICTOYHUKKM cBeTa. VHave Bce 0ObekThbl BDyayT
YepHbIMU (UNK, CTPOro rOBOPS, MMETb LIBET, PaBHbIW pacCesiHHOMY
LBETY matepuana



Buabl maTepuranos

[TapameTpbl pname:

GL_SPOT_EXPONENT OnncbIBaeT ypoBeHb CHOKYCMPOBaHHbIN UCTOYHIK CBETA.

GL_SPOT_CUTOFF KOHYCOBUWHbIV CBETOBOW NOTOK CO3aBaeMbli UICTOYHUKOM
GL_AMBIENT dooHOBOE OCBeLLeHNe

GL_DIFFUSE Anddpy3Hoe ocBeLLeHne

GL_SPECULAR LiBET 3€PKalibHOIo OoTpaxXeHund




[1ns ncnonb3oBaHMA OCBeLLEHNS CHavarna Hago yCTaHOBUTb
COOTBETCTBYHOLLMN PEXUM BbI3OBOM KOMaHAbI
glEnable(GL_LIGHTNING), a 3aTeM BKNOYUTb HYXXHbIU MICTOYHUK
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DirectX

DirectX - Habop API, pa3paboTaHHbIX AN peLlleHns 3agay,
CBA3aHHbIX C NporpamMmmMmupoBaHmem nog Microsoft Windows.
Haunbonee lwmnpoko ncnonbayeTtcda npu HanncaHnm KOMMNbHTEPHbIX

urp.

DirectX COCTOUT U3:
*Direct3D (D3D): nHTepdenc BbiBOga TPEXMEPHbLIX MPUMUTUBOB.

*Directinput: MHTEPdENC, NCNONb3yeMbIN Arst 06paboTKM AaHHbIX,
NOCTYNaLWNX C KnaBmaTypbl, MbILLX, I)KOWUCTMKA U MpP. UTPOBbIX
KOHTPOJSINEPOB.

*DirectSound: HTEpdENC HN3KOYPOBHEBOW PaboThl CO 3BYKOM
(dpopmaTa Wave) Direct2D : UHTEpdEeNC BbIBOAA ABYXMEPHOM

rpadoukm



CTpykTypa DirectX 3Ha4YNTENBHO
oTnnyaerca ot OpenGL. DirectX oCHOBaH
Ha mogenun COM (Component Object
Model). OTO 03HaA4aeT, YTO B OTNMNYUE OT
NPOCTOro Bbi3oBa (PYyHKLUUN 3Ta MoAeNb
npepgnonaraeT BbINOSIHEHNE HEKOTOPbIX
OONONMHUTENbHbIX AENCTBUN, CBA3AHHbIX
C KOMMOHEHTHON apXUTEKTYpPOU DirectX.



Vulkan API

Vulkan APl — 3TO HU3KOYpOBHEBbIE KpOocCrnaaTPOPMEHHble
nporpaMMHble MHTepdeNchbl, KOTOpble BblAatoT 60/1ee BbICOKYH
npounsBoanTenibHOCTb 3D-rpauKn 3a CHET CHUXKEHUA U3AEPIKEK
no cpaBHeHuto ¢ gpyrumm APl Tnna OpenGL, ocobeHHO npu

Hannuum cneuunanbHbix GyHKUnn GPU (APl nogxoanT Takxe ans
peHaepwHra 2D).

[pn rpamoTHOM peanusaumn Vulkan obecneynBaet «OT
MaprnHasbHOro Ao NoJIMHOMMaNbHOMo NOBbILEHUA CKOPOCTU NO
cpaBHeHuto ¢ apyrumu APl Ha ToM e 060pyaoBaHNn.

Vulkan
e




Paspabotumk Khronos Group npeactasun Vulkan APl B pamkax
KoHpepeHuun GDC 2015, a nepBbi penu3 cocTosasnca B peBpane
2016 roga. lNepBoHa4vanbHo Vulkan APl Hocunn Ha3BaHue
«cnepytouwee nokoneHne OpenGL» nnu npocto glNext, Ho NoTom
Ha3BaHuMe cMeHunn Ha Vulkan.

9Ta TexHonorma cunbHo yckopsieT 3D-rpadumky u cHUXaeT
Harpysky Ha npoueccop no npumepy Direct3D. Ho npo6bnema B
ToM, 4TO Vulkan API TpebyeT oT paspaboTumka ropasgo 6onblue
ycunui, B To BpeMs Kak AP| 6051ee BbICOKOIO YPOBHS, Takne Kak
OpenGL u DirectX ynpoLiatoT MHOIMe BeLLU, Hanpumep,
ynpasfieHMne NaMATbHo.



INntepatypa

0. Tuxommnpos. OpenGL. MNporpaMMmnpoBaHne TpeEXMEPHOU
rpadukn, BXB — MNMetepbypr, 2002

MHTEPAKTMBHOR KOMTBIOTEPHOS
\ readuka

BBOAHBIM KYPC HA BA3E

e:EL

MporpaMmmuposaHue

éd MACTEP NPOrPAMM

oaBapa SHoKen. MHTepakTMBHAsA KOMMblOTEpHasa rpaduka.
BBOAHbIM KypC Ha 6a3e OpenGL, 2-e u3a., Bunbsmc, 2001




Intepatypa

By MewncoH, Henpep dxekn, Aesuc Tom, LLipanHep dewns.
OpenGL. Pykosoacteo no nporpammucta. Aua-Codt, 2002.
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®peHcrc Xunn. OpenGL. MNporpaMMmnpoBaHne KOMMbOTEPHOM



