


ONUroHarnbHbIE CET

(Polygonal meshes)

— HabOp TTOJIMTOHOB
(rpaHeit), KOTOpbIe B COBOKYITHOCTH POPMHPYIOT
000/I09Ky 0O'bEKTA

® DTO CTaHZAPTHBIN CTOCOO BU3YaTbHOTO MIPECTABIEHUS
IIIMPOKOTO KJTaCcCa 00'beMHBIX PUTYP

® MHorue cucTeMbl BU3ya/IM3al[M OCHOBAHBI HA
1300pakeHUU 0O BbEKTOB ITOCPEICTBOM PHCOBAHUS
MOCJIeIOBATeTbHOCTU MOJTUTOHOB



~~BocTonHcTBa NOnur bHbIX

CETOK

OcHOBaHbI HAa MPOCTOTE UCIMOIb30BaHMUS
MTOJINTOHOB:

® Jlerko nmpeacTaBiasATh U MPeoOPa30BbIBATH

® O06/1a1at0T MPOCTHIMU CBOHWCTBAMH
e EnuHCTBeHHBIV BEKTOP HOpMaiu
e Yerko omnpezeneHHbIe BHYTPEHHSISI M BHEUTHSIST 00/IaCTH

® [IpocroTa pucoBanus
® 1oamnporpamMmma 3aKpallilMnBaHHA IMTOIUTOHOB MJIW HAJIOXKEHU S
TEKCTYPbI Ha IIVIOCKYIO I'PAHb
® [losvroHasibHbIE CETKH MTO3BOJISIOT ITPEACTAB/IATh
TpexMepHbIe 00bEKTHI TPAKTHYECKHU 000 CTETIeH!
CJIO)KHOCTH






OHONUTHbIE 0OBEK TOHKME

ODOJTOYKU

[TonuroHaibHbIe CETKH TTO3BOJISIOT 3a/1aBaTh
0O'BEKTHI IBYX THUITOB:

MosonuTHbIe (solid) 00 beKThI

® IO/IMTOHAIbHBIE TPAHM IJIOTHO IPUMBIKAIOT APYT K
APYTY ¥ OTPAHUYIHUBAIOT HEKOTOPOE MPOCTPAHCTBO
e [Ipumepsr: Ky0, cdhepa

ToHKMe 000/I0YKHU

® [losnuroHasbHble rPaHU IPUMBIKAIOT APYT K APYTY O€3
OTpaHUYeHHs MMPOCTPAHCTBA, MPEJICTABISIsSA COO0M
MTOBEePXHOCTHh O€CKOHEYHO MaJIOM TOJIIIIUHBI
e [Ipumep: rpadux yuxkumuu z=f(x,y)



[ lpnmepbl
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BepLUnHbI NONUroHa

KaXz b1t IOTUTOH onpeennsieTcs ImyTeM
MepeYUCIeHUS ero

3a/1aeTCs IPU [IOMOILU IIepeYUCIeHUs ee
B IPOCTPAHCTBEe



W

BEPLWNHbI NMOJINTOHA

struct Vertex

{
GLfloat €=
GLfloat Y’
GLfloat Z;

=
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Hopmarnb K NONUroHy

33/IaeT HallpaB/IeHHe
nepreHAUKY/IsIpa TPaHU
[Tpu pricoBaHUY 00'beKTa 3Ta HHGOPMATIHS
VICTIO/Th3YEeTCS JIJISI OTIpeZie/IeHUsI TOTO, CKOJIBKO CBeTa
paccenBaeTcs Ha JaHHOW I'PaHU



W

HOpMarnm NonuroHa

struct Normal

{
GLfloat €=
GLfloat Y’
GLfloat Z;

=
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® Hcnoonb DAXOANT
I1JIS1 BU3
HaIlpUM
©® YnobOHee YMaJIU C
KOKI0OM
® Takow U TIPOLeCC
M

3aKpa







XpaHEeHUs CEeTOK

struct Vector3d

{
GLfloat x, y, z;

};

struct Vertex

{
Vector3d position;
Vector3d normal;

=
i

struct Face

{
GLushort vO0;
GLushort vl;
GLushort v2;

MMep CTPYKTYpP O

IX O

struct Mesh

{

GLuint numVertices;
Vertex *pVertices;

GLuint numFaces;
Face *pFaces;



————— —

=
B0O3MOXHble BapuaLum

Ec/n monuroHasibHas ceTKa 3a4a€TCA IIPpU ITOMOILIIHA
OOJHOTHIIHBIX IIDUMHUTHUBOB, HAIIpUMED,
TPpE€YIro/JIbHMKOB, TO MOXXHO ITpeACTaBUTb 'PAHHX B BHU/I€
MdCCHBa MHACKCOB BEPIIMNH

Heob6xoanMo BeIOMpPATh CTPYKTYPHI TAHHBIX,
HanOoIee MOAXOASIINX JJIST pellleHUsI KOHKPEeTHOM
3a/1a4U



, ////////////

[ lpnmep

struct Vector3d struct Mesh
{ {

GLfloat x, y, z; GLuint numVertices;
= Vertex *pVertices;

A"
Ttruct ertex GLenum primitiveType;

GLuint numIndices;

Vector3d 1ti ; i
ector3d position GLushort *pIndices;

Vector3d normal; =
4 :
};

void DrawMesh (Mesh *pMesh)
{
glBegin (pMesh->primitiveType) ;
for (GLuint i = 0; i < pMesh.numIndices; ++i)
{
GLushort v = pIndices[i];
glNormalfv (& (pMesh->pVertices|[v] .normal .x)) ;
glVertex3fv (& (pMesh->pVertices[v] .position.x)) ;

}
glEnd() ;



LeBble U HeNnuueB

CTOPOHbI FTPaHen

Kaykmast rtockast rpaHb (ITOJIMTOH) MEET JIBe
CTOPDOHBI:

® nuleByIO (BUHA U3BHE 0OHEKTA)

® HeIUlEeBYIO (BUIHA U3HYTPU OOHEKTA)

® B oa1iH MOMEHT BpeMeHH C 3a/IJaHHOM TOYKH BUIHA

TOJILKO O/THA CTOPOHA I'PaHHU
® CHHPY)KI/I MOHOJIUTHOTO O6'T)€KTa BHUAHBI TOJIbKO JIMLIEBbLIE
I'PaHHA
® OpenGL mo3BonseTr 3pdpekTHBHO OTOPACHIBAThH
JINIIEBBIE VI HeTUIEeBbIe IPAHU, YTO YCKOPSIET MPOLIeCC
PHICOBaHUS



_ Orpenenexvie BUOWUMON

CTOPOHbI FpaHu

17151 onpeeneHusi CTOPOHBI TPAHU, TIOBEPHYTOU K
Ha6momaTento, OpenGL ucronbp3yeT HalmpaBIeHHE
00X0/Ia BEPIIIHH I'PAaHU MOC/Ie IIPOEIIPOBAHUS

® OpenGL nmo3BossT BEIOpATh HAaTpaBIeHNe 00X0a
BepLUWH JIMLEBbIX TPaHen
e HampasneHune 06xozia He/THUIIEBBIX BEPIIUH OyAeT
IMMPOTHUBOITIO/IOXKHBIM
® BepunHbl Bcex rpaHeli ceTKU HEOOXOAMMO TTePeUUCTIATh
B OJTHOM U TOM HallpaB/ieHUU 00X0za, eC/Ii CMOTPeTh Ha
JIMLIeBYIO CTOPOHY IpaHeu



MTODOI-WGWVB/

4aCOBOW CTPENKu




=
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KomaHaa

3aziaeT HampaB/ieHHe 00X0/1a BepIIvH rpaHU,
COOTBETCTBYIOIIee ee uiieBoi ctopoHe (Front face):

® void glFrontFace(GLenum mode)
rae mode:
e GL_CW - no gacoBoii crpesnke (Clockwise)

e GL_CCW - nporuB yacosoii crpenku (Counter clockwise),
3TO 3HAYEHHE 10 YMOTIYAHHIO



KM OTOpPaKOBKM IpaHen (Face

culling)

[Tocse Toro, Kak HatnpaBieHUe 00X0ja BEPIIUH I'PaHU
yctaHoBneHo, OpenGL MoxxeT mponsBecTH ee
OTOPAKOBKY

Il 7151 5TOTO HEOOXOAMMO BKIIOYUTD PEKHM
OTOPAKOBKM I'PaHel U yKa3aTh KaKye U3 rpaHei
IOJDKHBI OBITH OTOPAKOBAHBI



DaBMNEHNE PEXNM

OTOPaKOBKU rpaHeu

glEnable(GL_CULL_FACE)
glDisable(GL_CULL_FACE)
void glCullFace(GLenum mode)
rae mode:

® GL _FRONT

® GL_BACK

® GL_FRONT_AND_ BACK



XOXXOeHne HopMa
BEKTOPOB (HOpManen)

KoopauHaTel HOpManeu AJist KOKA0U BePLIUHBI
MOXXHO 3a/1aBaTh:

® Bpy4YHYIO (B Impoliecce MoIe TMPOBaHMS)

® BBIUMC/ISITh AHATUTHYECKH (ITepIIeHIUKY/ISIP K
KPUBOJIMHEMHOM MTOBEPXHOCTHU, ONIUChIBA€MOU
$YHKIIMOHAJIHHO)

@ BBLIYMC/ISITH HAa OCHOBE MMOJIMTOHA/IbHOM CeTKU
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3aJaHne HopmManeu Bpy4Hyto

[losBosisieT 3aaTh HOPMaJiv K OBEPXHOCTU
CItocoO0M, JTYUIIIHM C TOYKH 3peHHUs Tu3aiiHepa

OCHOBHOM HeZJOCTAaTOK — OH OYeHb YTOMUTE/IEH U BO
MHOTHUX C/TyqasiX MOXKeT ObITh 3aMeHEeH Ha METO/bI
ABTOMATHU4€CKOTO TeHepUPOBAHWSI HOpMaJien



NakTUpoBaHMe HOpMarieu B

nporpamme 3D SudIO I\/lax
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AN TUYECKUN MET

HaxoXaeHUs HopMmanewn

st yHKITMOHA/TBHO 3a/TAHHBIX TTOBEPXHOCTEN
BEKTOP HOPMAaJIU IO HAIIPABJIEHUIO COBIIAZIAET C
BEKTOPOM I'PaIM€HTA B TOYKE TIOBEPXHOCTH



~ BbldnucneHne Hopmanemn ang ninockunx

rpaHen NoONMUroHanbHOW CETKA

111 TIJIOCKUX TpaHer CeTKU AOCTAaTOYHO

BBIYMC/IUTH NEPIIeHAUKYISP K KQKIOU I'PaHU U

CBSI3aTh €r0 C KAKI0U U3 BEPIIWH 3TOU I'PaHU

® licnonb30BaHME BEKTOPHOTI'O NIPOM3BeIeHMsI BEKTOPOB,
COeIMHAIIINX COCeIHME BEPIIMHbBI 'PaHEN

[TpoGemsr:

® bosnbiive morpenrHoCcTy BEIYUCIEHHS B C/Ty4dae BhIOOpa
IIOYTH IapaJlIe/IbHBIX BEKTOPOB

® [Ipo6Gnemsbl c rpaHSIMU, UMEIOIIMMHU OOJIbIlle 3 BEPIIUH



eToad Hbloana a eHUs

HOopMarnwu K NIOCKOU rpaHun

Paszpaboran MaptuHOM Hb103/110M

PeltaeTt ykazaHHBIe ITIPOO/IeMbI IIPOCTOTO
crrocota

=

n, (yz - ynext(i) )(Zi = ZWXfU) )’

i

[l
tifiito

\’\;
|l
1M

(Zi ~ Zhext(i) )(xz' — Xnext(i) )9

i

1, (xi = xnext(i) )(yl s ynext(i) )9

~.
@)

next(j)=(j+1)mod N



OI'II/ICbIBafOLLI,I/IM KPUBONMNHENHYIO
MOBEPXHOCTb

['paHM ceTKH, ONMChIBaIOLer KPUBOJIMHEHMHYIO
MTOBEPXHOCTbh, MOTYT UMETH 00III1ie BepITHHBI

3a BEKTOP HOPMAJ/IA B TAKUX BEPLIMHAX MOYXHO
IPUHATH CpeZlHee apuPpMeTHIeCKoe HopMaJiei
[IpUJIErarliX rpaHen



———— _——

P
CBONCTBA CeToK

MOHOJIUTHOCTD

® COBOKYITHOCTH I'PAaHU CETKH 3aKJII0YaeT B cebe HEKOTOpoe
MIPOCTPAHCTBO

CBSIBHOCTD

o Mexay mo0ObIMU ABYMS BEPIIMHAMHM CETKH CYIIEeCTBYET HellPePbIBHbIM
My Th BAOJIb pebep MOTUTOHOB

[IpocToTa

® CerKa AB/ISIETCSI MOHOJIUTHOMN U HE COLEPXXUT OTBePCTHUI
[InockocTHOCTH

® KaxJasi rpaHb CETKU SIBJISIETCS IJIOCKHUM IMOJIMTOHOM

BrIMyK/IOCTH

® OTpe30oK NPsIMOM, COeAUHSIOUINT TI00bIe IBe BHYTPEeHHHE TOYKHU
00'BEKTA 1[e/TMKOM JIEXKUT BHYTPH HETrO



ogenvpoBaHue o
BpaLlleHUs

[ToBepxHOCTB BpalieHUsT 00pasyeTcst ITIOCPeACTBOM
BpalllaTeIbHOM Pa3BEPTKU C 3aMeTaHHEM
npoduabHON KprBoi C BOKPYT HEKOTOPOU OCU

® Top

® [lemka

® Codepa

® Kynomn uepksu

® PromMmku, Tapenku
® Kos0a jaMibl HaKaJIMBaHUS



30 aHNe NOBEepPXHO

BpaLLEeHUS




ToBepXHOCTU Ha bas3 HKLINW

ABYX NMepeMeHHbIX

HekoTopbie MOBepXHOCTH OJHO3HAYHBI B OJTHOM
M3MepEeHHH, TO3TOMY MOTYT OBITh SIBHO
BbIpa)keHbI GYHKITHMH IBYX He3aBUCUMBIX
repeMeHHbIX

Takue pyHKITUU elile Ha3bIBAIOT I10JIEM BBICOT U
3a/1at0T B BUZe GOPMY/IbI CIeAYIOIIEro THUIIA:

® y=f(x, z)

Tl st BU3ya/IM3allMM TAKKUX TOBEPXHOCTEH 0OBITHO
BBIYUC/IAIOT 3HAYEHUE Y B y3/1aX PABHOMEPHOM
CEeTKU BIOJIb OCeM X U Z, a 3aTeM PUCYIOT
MOC/IeA0BATeIbHOCTD AYE€EeK MOTyYeHHON CeTKU



[ lpmep NoBEPXHOCTU 3agaHHOW,
doyHKLMEN sinc C KpyroBoOM CUMMETPUEN







A e ______

3agaun

17151 BU3yamM3aliiu TpeXMepHOU CLIeHbI [IPU
oMoty OpenGL HeoOXoaUMO pemuTh psifi 3a1a4:
® Ouncrtka 6ydepa Kazpa

® Hacrtpouka nopra npocMoTpa U MaTPULLbI
NIpOEeUPOBAaHUS

® YCTaHOBKA ¥ OpUEHTHUPOBAaHUE KaMepPhbl
® Pasmenienre o0beKTOB Ha CLieHe

® Busyanusaiys 00beKTOB

® COKpbITHE HEBUIMMbIX [IOBEPXHOCTEM

K cyactpio OpenGL no3Bonset 3pPeKTUBHO
pelIrTh Bce 3TH 3a7]a4H



—————— —

OuncTtka bydpepa Kagpa

OuncTtka 6ydepa KaZpa OCylIeCTB/sIeT 3alI0THEHHE
OJTHOTO WJTU HECKOJIbKHUX Oy(pepoB, BXOASAIINX B COCTAB
Ooydepa Kazpa, 3aJaHHBIMU 3HAYEeHHUSAMU

® bydep uBeta (color buffer)

® bydep rnyounst (depth buffer)

® bydep tpadapera (stencil buffer)

® bydep akkymynsaTopa (accumulation buffer)



————— —
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KomaHga glClear

BeinmosHseT 04nUCTKY OOHOT'O UIU HECKOJIbKUX
YKa3aHHBIX OydepoB:
® void glClear(GLbitfield mask)
rae mask — KoMOMHAIIUS OTHOTO MU HEeCKOIbKUX
3HAQUYEeHUU:
e GL COLOR_BUFFER BIT
e GL DEPTH_BUFFER_BIT
e GL ACCUM_BUFFER_BIT
e GL_STENCIL BUFFER BIT



—————— —

/

KomaHpga glClearColor

3afaeT 3HaYeHue [BeTa, UCII0/Ib3yeMOT0 IIPU OYUCTKE
O6ydepa 11BeTOB
® void glClearColor (

GLclampf red,

GLclampf green,

GLclampf blue,

GLclampf alpha)

[lo ymonm4aHu1I0O BCce 3HAaYe€HW s PAaBHBI O



N

KomaHaa glClearDepth

3a7iaeT 3Ha4YeHHe TITyOUHBI, UCITO/Tb3yeMoe sl
O4YHCTKU Oydepa rTyOrHBI

® void glClearDepth(GLclampd depth)
® [lo yMO/I49aHHIO 3TO 3HaYE€HKE PABHO 1.0



—————— _——

/

KomaHpga glClearStencil

YcTaHaB/IMBaeT Le/IOYHC/IEHHOE 3HAaYeHHe,
HCITOJIb3yeMoe JJIsT OYUCTKU Oydepa Tpadaperta
® void glClearStencil(GLint stencil)

e /lomycTrMble 3HAYeHUS — OT O A0 2, rle M — pa3psAgHOCTb

oydepa Tpadapera
e 3HayeHMe MO YMOJTYaHUIO - O



TaHOBKa NopTa NpocMoTpa U

MaTpULLbl MPOEeLMpoOBaHUS

[Topt mpocMmoTpa 3a71aeT 06/1aCTh OKHA, B KOTOPYIO
OyZeT OCYILeCTBSTHCS BbIBOJ, TPUMHUTHBOB

MaTpuina nnpoenupoBaHUs CIIYXXUT 151
OCYLLLeCTBJIEHUS IePCIeKTUBHOIO UIU
opTorpadpudIecKkoro mpeoOpa3oBaHUS BEPIIHH
MIPUMHTHUBOB



/

KomaHaa glViewPort

YcTaHaB/IMBaeT MOJIOXEeHWE U pa3Mephl ITopTa
IIPOCMOTPA, OCYIeCcTBsIs apPUHHOE
npeoOpa30BaHMe BEPIIMH 13 HOPMaJIM30BaHHBIX
KOOPAUWHAT YCTPOUCTBA B OKOHHbIE KOOPAUHATHI

® void glViewPort(
GLint x,
GLinty,
GLint width,
GLint height)

® X,Y — KOOPAHWHATHI JIEBOTO HMKHETO YIJIa ITIOPTA ITPOCMOTPAa
OTHOCHUTEJIBHO JIEBOI'O HM)KHETO YIJIda OKHaA (0,0 I10 YMOJI‘IaHI/IIO)

e width, height - pazamepsr mopTa mpocmoTpa



— U/

~ YcTaHOBKa MaTpuLibl NEPCNEKTUBHOIO
npeobpasoBaHUs

OpenGL no3BosisieT noCTPOUTH MaTPUILY
IepCIeKTUBHOTO ITpeoOpa30BaHUS HECKOJIBKUMHU
criocobamu:

® [lo KoopaHATaM IMIOCKOCTEH, 33/IAI0IIMX YCEYEHHYIO
nmUupaMuzy, mpu nomouu GpyHkmu glFrustum

® [lo yrry mpocMoTpa ¥ TpONoOPIMSIM CTOPOH
oToOpakaeMoro o6bema Ipu MTOMOITU PYHKIINU
gluPerspective



——— —

KomaHaa glFrustum

3a7iaeT rmepCrneKTUBHOe ITpeoOpa3oBaHUe
oToOpa)kaeMoro o0’beMa 110 3aJaHHBIM
KOOPAWHATAM OTPAaHHUYHMBAIOIINX DTOT 00heM
TLJIOCKOCTeM

® void glFrustum(
GLdouble left,
GLdouble right,
GLdouble bottom,
GLdouble top,
GLdouble znear,
GLdouble zfar



~ TeoMeTpuyeckuin cMbicl

napamMeTpoB glFrustum

bottom
\
znear




~—TOYHOCTb XpaHEeHUA eHnn B

Oydepe rmyounHbl

TouHoCTh XpaHeHUsT 3HaUeHUU B Oydepe rmyOHHBI
ompezie/sIeTCsI He TObKO Pa3psAIHOCTHIO Oydepa,
HO U 3HAUYEeHUSIMU OJIVDKHEHN U Ja/IbHeHr
IIJIOCKOCTEN OTCEeYEeHMUSI

YeM MeHbIlIe OTHOLIIeHUe
r = zfar / znear
TeM BBbIIIIe TOYHOCTD

® rpy6o rosops, log_r 6ut paspsaHoctu Oydepa ryOrHbI
TepsieTCsI

® zfar u znear JO/DKHBI OBITH ITOJIOXKUTE/IbHBIMU
® zfar > znear



/—\ E———
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KomMmaHaa gluPerspective

3afaeT MaTpUILly TepCHeKTUBHOTO
IIpOeIMPOBaHUS MO 3aJJAHHOMY YI/Ty 0030pa BIIOJIb
ocH Y, COOTHOLIEHUIO IIUPUHBI U BBICOTHI
oToOpakaeMoro o0’beMa M PacCTOSTHUSIM /10
IIOCKOCTEeN OTCeYEeHUS

® void gluPerspective(
GLdouble fovy,
GLdouble aspect,
GLdouble zNear,
GLdouble zFar)



~YCTaHOBKa 1 OPUEHT aHue

Kamepbl

bub6nuoreka yruaut OpenGL (GLU) mo3Bosnsier
3a7IaTh MOJIOXKeHHe HaOMIo1aTeisl, 3Hasi KOOPAMHATHI

ero I71a3a, TOYKU IMIPOCMOTPA U BEKTOPAa «BBepPX»

® void gluLookAt (
GLdouble eyeX, GLdouble eyeY, GLdouble eyeZ,
GLdouble 100kX, GLdouble 1lookY, GLdouble 1lookz7,
GLdouble upX, GLdouble upY, GLdouble upZ)

® MarTpuiia, 3aAaro11ast MOJI0XKeHWe KaMepbl YMHOXAeTCS
Ha TeKYLIYI0 MaTPULLY



—————— —

/

[ lpmep ycTaHOBKU Kamepbl

// Tekymas MaTpuia — MaTpuila MOINEeNIMPOBaHMUSI-BMUIA
glMatrixMode (GL MODELVEIW) ;

// cbpacmBaeM paHee BaZlaHHIE NpPeo6paBSOBaHUS
glLoadIdentity() ;

// ycTaHaBIMBaeM IMOJIOXEHME M OPMEHTALMIO KaMepH
gluLookAat(0,0,0, 1,1,-10, 0,1,0);

// BamaeM OGTBEeKTH CLIeHSI. . .



3MeLleHne obbekK a

cueHe

OpueHTaIuIo U Mo0KeHe 00'beKTOB Ha CIieHe
MOXKHO 33/IaTh IPH TTOMOIIM apPUHHBIX
npeoOpasoBanui 1 Pyt OpenGL 1151 paboTsI €
TAaKUMU MTPe0OPA30BAHUSIMU:

® glTranslate

® glRotate

® glScale



=

[ lpnmep

// ycTaHaBIMBaeM MaTpuIly KaMepsl

//

// nepeHoc ob6mexTa
glTranslated (3, 3, 2);

// Bpamenme Ha 30 rpagyCoOB BOKPYyI' OCH

X
glRotated (30, 1, 0, 0);

// Bpamenme Ha 90 rpamyCoB BOKpPYyI' OCH

y
glRotated (90, 0, 1, 0);

66 PucoBaHye O6BeKTa. , .
paTuTe BHUMaHME Ha TOT DaKT, YTo AN npeobpa3oBaHns 0b6beKkTa

KOMaHAbl Npeobpa3oBaHnin NPUMEHSIOTCA B 06paTHOM nopsiake.
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npeobpa3oBaHNM

Kaxzas BepliriHa MPpUMUTHUBA YMHOXXAeTCS Ha

HEeKOTOPYIO MaTpully T paBHYIO:
T=PxVxM

® P - maTpuia npoenupoBaHUs
e P=P [xP [x P3 ]
® V x M - Marpuiia MogemupoBaHUsA-BUA
® V - maTpuL,a KaMephbl
V=V [xV [x V3 =
e M - marpuIia mpeo6pa3soBaHU 0OBEKTOB
M=M [xM_ [x M3 =



——— —

/

Buayanusaumna o6bekToB

BI/IBYEUII/IBaH,I/IH 00'BEKTOB 3aKJII0YATCS B PHUCOBAaHHNH
IMMPUMHUTHUBOB, COCTAB/ISIOIINX OTOT 00 BEKT

® BrimosiHeHMe cepuii KOMaHAHBIX CKOOOK
glBegin()/glEnd()

® PaspaboTka GyHKIUI BU3YyaTU3HUPYIOIIHX
MIOJIMTOHAJTbHbIE CEeTKH



e e
[ Ipumep:

void DrawSomeObject ()
{
glBegin (GL_TRIANGLES) =
glNormald (1, 0, 0);
glColor3f£(0.1£, 1, 1);
glvVertex3f (3, 2, 3);
ol
glEnd () ;
//



/

/—\ \ =4
/COKprTI/Ie HEBUONMb NHAN A

NOBEPXHOCTEN

OO6BeKThI, pacIiojIoXKeHHbIe O/TvDKe K HaOJTioIaTeTio,
MOTYT ITOJTHOCTBIO MIJTM YaCTUYHO TTepeKPhIBATh
00'bEKTHI, PACIIOJIOYKEHHBIE Ja/ThIITe

CambIii TpoCTO# cmocob pellleHus JaHHOM 3aJIauM —
BKJIFOYHUTH TECT ITyOMHBI KOMaHIOU

® glEnable(GL_DEPTH_TEST)
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