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Menu Animation
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GPU vs. CPU

GF1OO AT RV870

>3 Mrpa. TpaH3MCTOPOB ] 2?7 TpaH3WCTOPOB
) TaktoBag yactota 700Mhz [ TaktoBas yactoTa 825Mhz

] 1.5GB GDDRS namatm [ 1-2GB 1300 MHz namsit

Core i7-980X



GPU vs. CPU (4 ropa Hasan)

120 MnH. TPaH3UCTOPOB (1) 107 MAH. TPAH3MCTOPOB
) TaktoBag yactota 500Mhz [ TakToBas yactoTa 325Mhz
H

128MB 500MHz namstt [ 128MB 310MHz namsitu

) Taktoagd yactota 1.6Ghz — 3.06Ghz

& ) 42 mnH. TpaHaucTopos (core)




Host Interface

Apxutektypa GF100

Memory Controller Memory Controller Memory Controller
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bycpep kagpa

/Eycbep Kagpa — NPSIMOYronbHbIiA \
MaccuB CTPYKTyp <~ed,Green, >
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2D-yckoputenu

2 KonupoaHue 1 nepemeLleHne npsaMoyronbHbIX 010K0B

2 MaclTtabupoBaHue NpsiMOYronbHbIX 6OKoB

O OTpucoBka Kypcopa MblLLK

0 OtpurcoBka NpAMbIX JIMHWIA U APYTIX NPUMUTUBOB

UVIR] Id L
-




[ paguyeckun KoHBenep

Vi={P,n,...} :
F={V,V,, Vo) LU EEELN V) =(P’, RGBA, ...}

_le’={v1,v2,v3}

Rasterization:
Pa3bueHue

NPUMUTUBOB
Ha NUKCenw

{x.y.z,RGBA } Pixel Ops:
| } 3aI'IVICb MUKCena {Xi,yi,Zi,RGBAi}

B Oydhep kaapa




3D-yckoputenu

2 “Yckopstotes” atanbl T&L 1 pactepusauum
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1 BsaumogeuncTeue ¢ nporpamMmmon npu NoMOLLKM cnelmnanbHbIX
A\

VIR IddHCc
OpenGL . BupeokapT
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[TokoneHue 4: LLlengepsl

c[O0]
c[1]
c[2]
c[3]
; Output color

; Output vertex

ps.1.0 // DX8 Version.

tex t0 // n-map.

texm3x3pad tl, t0_bx2

texm3x3pad t2, t0_bx2 v0_bx2
, t0_bx2 dp3_sat




OpenGL — mHoronnatgopMeHHas
bnbnunoTteka PyHKUMK ONA co3naHns
MHTEPAKTUBHbLIX 2D 1 3D npunoxeHun.

OrpacseBoy crTaHapT ¢ 1992 roxna

e http://www.opengl.org
e http://www.opengl.org.ru

GLut — mHoronnatgopmMmeHHas
bunbnmnorteka BcriomoratesibHbIX PyHKLNN
051 CO30aHMNSI OKOHHbIX MPUITOXEHUN,
ncrnonbaytowmx OpenGL

[IOBBOJISET CKPRETE OCOOEHHOCTM MHNPOIPAMMMPOBAHMSI 101
JIIAHHYID OKOHHYK CHUCTEMY .



OpenGL: knueHT-cepsep

/* npuknagHasi nporpamMma

*/

#include<gl/gl.h>

#include<gl/glu.h> CepBep OpenGL

glEnable (GL TEXTURE 2D) ;
glBegin (GL TRIANGLES) ;

glTexCoord2d (0.5,0.5) ;
glVertex3£(1.0,0.5,-0.2);

Kagpa,
TNnyOmHH,
Tpadapera,
aKKyMyJsTOpa.

glEnd() ;




UT0 HYXHO Anga paboTtkl ¢ OpenGL

opengl32.lib

vy opengl32.dll
glu32.li

\
g Ea
=

glu32.dil

\
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0. TuxomupoB. OpenGL. [IporpammupoBaHue TpexmepHoOu
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BBOAHbI KYPC HA BA3E
OpenGL™

3p,Bapp, JHOXen. VIHTepaKTMBHaﬂ KOMNbIOTepHasa rpadmka.
BBoaHbIn Kypc Ha 6a3e OpenGL, 2-e u3a., Bunbsamc, 2001
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Dpercic Xuan
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OPENGL

[IPOTPAMMMPOBAHHE
KOMIBLIOTEPHOM
IPADOHKH

STOPOE M3GANNE
-+ JTER 1
i :

®peHcuc Xunn. OpenGL. MporpammupoBaHne KOMMNLIOTEPHON
rpacdmkn. Ona npodeccuoHanos. Mutep. 2002



Ilutepatypa (3/9)

['angykos C.OpenGL. lNpodeccroHanbHOe nporpamMMmpoBaHie
TpEXmepHou rpadmkn Ha C++. - BXB-lletepbypr, 2004

CEFrEm rakaYxon

Feiad

OpenGL

NMPO®ECCUOHANBHOE
NPOrPAMMMPOBAHME
TPEXMEPHOMN NlPAOVKM




Ilutepatypa (4/9)

bopeckos A.B. Paclumpenus OpenGL. -
Cr16.: BXB-leTepbypr, 2005

Paron . Pocm

OpenGL

*e9

Tpexsepran rpadusa
H A3NX TPOrpaMMHPOBIHNA
wefacpos

o Q

[Ix. Poct OpenGL. TpexmepHas rpaduka 1 A3bIK
nporpammmnpoBanus wenaepos - Cl16.: MNMutep, 2005



Ilutepatypa (5/9)

Munnep T. DirectX 9 ¢ ynpaBngembiM KOZOM.
[TporpammupoBaHue urp u rpaduka. — Kombyk, 2005.

DirectX 9

YPOKM NPOrPAMMUPOBAHMSA

Managed DirectX'9

MporpaMmmupoBaHmne rpacovikv n urp

< XOMMa,
& S
iQ i
&
4

......

['opHakoB C. DirectX 9. Ypoku nporpammmupoBaHus Ha C++, —
BXB, 2004.



ne B3aThb GLut?

http://www.opengl.org/developers/
documentation/glut/index.html

http://www.xmission.com/~nate/glut.html

http://www.xmission.com/~nate/glut/glut-3.7.6-bin.zip

http://www.xmission.com/~nate/glut/glut-3.7.6-src.zip

ae npountatb npo GLut?

e http://www.opengl.org.ru/coding/glut/ - pa6ora c GLut



Camas npocTtaa nporpamma

#include<gl/glut.h>
#include<gl/gl.h>

void reshape (int w, int h)

{ /* Bmecr obBpabaTiBaeM MB3MeHeHMe pasSMepoOB OKHa */ }
void display (void)

{ /* Bpmecr noMemwarTCsT KOMAaHOH pUCOBaHust */ }
void idle (void)

{ /* Bpmecr npomumcxomuT aHmMMauuss */ }

int main(int argc, char **argv)

{
glutInit (&argc, argv);
glutInitDisplayMode (GLUT RGB) ;

// GLUT DOUBLE | GLUT DEPTH|GLUT_ STENCIL |GLUT_ ACCUM
glutCreateWindow (“"CamMass npocTass nporpammMa’”) ;
glutDisplayFunc (display) ;
glutReshapeFunc (reshape) ;
glutIdleFunc (idle) ;
glutMainLoop () ;
return O;



Paborta c bydepom kagpa

() 3apaHue uBeTa Ansa 3anonHeHus dydepa kagpa

void glClearColor (GLclampf red,GLclampf green,
GLclampf blue,GLclampf

[Tpencraenexue Lpeta B OpenGL

(] 3anonHeHune aKpaHHbIX 0ydepoB
void glClear (GLenum buffers) ;

buffers = GL COLOR BUFFER BIT
GL_DEPTH BUFFER BIT
GL_ACCUM BUFFER BIT
GL_STENCIL BUFFER BIT




[lpeobpa3oBaHmne koopanHart: viewport

void glViewport (GLint x,GLint vy,
GLsizei w,GLsizei h);

-0 x|

ERsimplest OpenGL pre

void glDepthRange (GLclampd n,GLclampd
£);



Pucyem ky0

- 3
[

BunuMele T'paHNU:
7-6-5-4
6-7-3-2

0 1 H=29=1=13

HeBuMouMile T'paHNM:

4-0-1-5
4-6-2-0
0-2-3-1



Komanabl OpenGL

glVertex3fv(v)

%HJX\‘

Yncno B —byte B
- eKkTop
KOMIMOHEHT ub — unsigned byte
s —short
2—(x,y) us — unsigned short «V» OTCyTCTBYET
¥ (x, v, 2) | —int ONS cKanspHbIX
4—(x,Y, Z, W) ui — unsigned int copm. Mpumep:
f —float glVertex2f(x,y)

d —double



Moaenb begin/end

void glMatrixMode(...) ;
void glLoadIdentity() ;
void glMultMatrixd(..) ;

void glBegin (GLenum type) ;

void glVertex(..) ;
void glNormal(..) ;
void glColor(..);
void glEnd() ;

—_—
l
—_— 7
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void glDepthFunc(..) ;
void glBlendFunc(..) ;
void glStencilOp(..) ;

|}

T&L

)

Rasterization

| Pixel Ops 4/,

void glTexture2d(..) ;
void glTexEnv (..) ;
void glPolygonMode(...) ;



dopmupoBaHue rpaHeit U3 BEPLLWH
| GL_TRIANGLES:

9 3
4 1 GL_QUADS:
1 2 5
0 5
1

) GL_POLYGON: 0 S —




OnHopoaHble KoopAMHaTHI

2 Obuwee adhdumHHOE Npeobpa3oBaHne cBOANUTCA K
YMHOXEHWIO HA MaTpULLy

2 [NpoeLmpoBaHue Takke CBOAMTCA K YMHOXKEHWIO Ha
MaTpuLy



[TpeocbpasoBaHue kKoopanHaT

OTCceyYeHue:

I V={P_RGBA,...} W, <x, <w,
xd:xc/wc _chycgwc
-W, <z, W,



MaTtpuubl npeobpasoBaHui

] Bbibupaem matpuLy npeobpasoBaHuii Anst U3MEHEHUS:
void glMatrixMode (Glenum mode) ;

mode={GL_MODELVIEW|GL PROJECTION}
) [1Be ocHOBHble onepaLuit Ha MaTpuLiamu:

void glLoadIdentity () ;

void glMultMatrixd (GLdouble c[16]) ;



MaTtpuubl npeobpasoBaHuin. [NpogomkeHue

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) ;

void gluPerspective (GLdouble fov,
GLdouble aspect,
GLdouble 2znear,
GLdouble zfar) ;



Kak paboTtaet gluPerspective?

void gluPerspective (GLdouble
GLdouble
GLdouble
GLdouble
Y
A
C

fov,
aspect,
znear, :Dz
zfar) ; 2
"
(5

D‘/

////////Bz
| A2

fov = D OA, (2 rpanycax)
aspect = CD /DA,
znear = |O0Q_|

1
zfar = |002|



gluPerspective: npogonxkeHue



YMeHbLLEHME Konn4yecTBa BePLUUH
| GL_TRIANGLE_FAN: 3nvs. 1+n, n>1

2
4 Q6L TRIANGLE STRIP 3N VS, 24N
{ 5
JGL QUAD STRIP:4nvs. 242n  { y K




BupTyanbHas kamepa

1 Hactpounka BupTyansHOM kamepbl

gluLookAt( eye,, eye , eye,, aim , aim, , aim,, up,, up,, up,)

/(upx, up,, up,)

(eye, eye,, eye,)

] eye — KoopanHaTbl HabnogaTens
] aim — koopauHaTh! “Lenun’

] up — HanpaBneHne BBEPX >

(@im_, aim,, aim_)



IluueBble n HenUuueBbLIe FpaHU

-

glEnable (GL_CULL FACE); glDisable (GL_CULL FACE) ;

void glFrontFace (GLenum type) ;
type = {GL CW|GL_CCWwW}

void glCullFace (GLenum type) ;
type = {GL_FRONT|GL BACK (no ymMoJsndaHuo) }



OuncnnenHble CNUCKU

1 AucnnenHein cnucok (display list) — 3anoMHeHHas
nocnenoBatenbHocTb kKomaHg OpenGL.

] Haxoaum Heucnosnb3yembin HOMep AUCNIENHOrO CrncKa

GLuint n glGenLists (1) ;

) CoxpaHsieM nocnegoBaTenbHOCTb KOMaHA

glNewList (n,GL COMPILE) ;
<..BBBOBH ¢yHKUIMKM OpenGL..>
glEndList () ;

D BOCI'IpOVI3BO,EI,VIM COXPaHEHHYO NOCNENOBATENIbHOCTb KOMaH/
(C TeMi Xe CaMbIMU napalvleTpaMM!)
glCallList(n) ;

J OCBO60>K,EI,aeM HOMED |EI,I/ICI'IJ'IGI‘/'IHOFO CNMCKa
glDeletelists(n,1) ;



Z-0ycpep

] Heobxoaumo co3natb z-0ydep

glutDisplayMode (GLUT DEPTH|/*..*/);

) lNepen pucoBaHMeMm cLeHbl 04UCTUTb Z-0ydep
glClear (GL DEPTH BUFFER BIT|/*..*/);

] BKMOYMTb UNK BIKNIOYUTL CpPaBHEHWE Z KoopauHaT
glEnable (GL DEPTH TEST) ;
glDisable (GL DEPTH TEST) ;

] BO3MOXHO BKMIOYNTb UK BBIKMIOYUTL 3anuCh B Z-0ydep
glDepthMask (TRUE) ; mam glDepthMask (FALSE) ;

] BoamoxHo 3apatb onepaunio CpaBHEHNA
glDepthFunc (GLenum type) ;
type = {GL ALWAYS|GL NEVER|GL LESS|GL GREATER|
GL_EQUAL | GL_NOTEQUAL | GL_LEQUAL | GL_GEQUAL}




Ctek matpuy

glLoadIdentity();/////////”
glTranslated(..) ; a

glPushMatrix() ;
glRotated(..) ; g T*R1

glPopMatrix () ; \\\\\\\\\\\\
 ,

glPushMatrix() ;
glRotataed(...) ;
glPopMatrix () ;

A




Pucyem TOp




YpaBHeHWe 0CBELLEHHOCTI N0 POHTy

] ®oHoBOE ocBelleHne He MMeeT NCTOYHUKA U 3aBUCUT TOJIbKO OT CLEHbI

2 Mpwn andhdy3HOM 0CBELLIEHNM CBET OT UCTOYHMKA PABHOMEPHO
paccenBaeTCs BO BCEX HAMPaBIIEHMSIX.

) Mpu 3epkanbHOM OCBELLEHUN CBET OT UCTOYHWKA OTPaXaeTcs OT
MOBEXHOCT.B OAHOM HanpaBNeHUN. 3epkanbHasi OCBELLEHHOCTb
[ONOMHUTENBHO 3aBUCUT OT MONOXeHNs HabnoaaTens..



Moaenu bnuHHa n Lnuka

] BbluncneHne otpaxeHHOro BekTopa — Tpygoemkas onepauunst (brvHH)

n
\4/7’
P’\ ¢ @

] Bo3BeeHwe B cTeneHb Takke paboTaeT He o4eHb ObIcTpo... (LUnuk)



YpaBHeHue ocselleHHocT OpenGL

Spotl.— KOS PULMEHT HanpaBNeHHOCTU
attl. — KO3 MPULIMEHT 3aTyXaHuUs
a- (POHOBOE ocBellieHne

al.,Sl.,dl.— CBOWCTBA i-F0 MCTOYHMKA OCBELLEHUS
e ,a ,s ,d ,h -cBoiicTBa matepuana
m m m m m



YcTtaHoBKa napameTtpoB ocBeweHnsa B OpenGL

] 3agaem napameTpbl MaTepuana:

void glMaterialfv (GLenum face,GLenum param,GLfloat *wvalue);
face = {GL_ FRONT|GL_BACK}
param = {GL_AMBIENT |GL DIFFUSE|GL EMISSIVE|GL SPECULAR}
value = float[4] // RGBA

void glMaterialf (GLenum face,GL SHININESS,GLfloat value) ;

] 3agaem LBeT (hOHOBOrO OCBELLEHNS:

void glLightModelfv (GLenum param,GLfloat *wvalue) ;
param = LIGHT MODEL AMBIENT
value = float[4] // RGBA

)] 3agaem LBET UCTOYHMKA OCBELLEHUS:

void glLightfv (GLenum light,GLenum param,GLfloat *value) ;
face = {GL LIGHTO|GL LIGHT1]..}
param = {GL AMBIENT|GL DIFFUSE |GL SPECULAR}
value = float[4] // RGBA



YcTaHOBKa napameTpoB ocBelleHunsa. HacTb 2.

) 3agaem nonoxeHue NCTOYHMKA OCBELLIEHNS:

void glLightfv(GLenum light, GL POSITION,GLfloat *value);
face = {GL LIGHTO|GL LIGHT1]|..}
value = float[4] // x,y,z,w

KoopanHaTbl MCTOYHMKA OCBELLIEHNS NPeobpasyoTcs TEKYLLEN MATPULIEN
MOZIENBHOro Npeobpa3soBaHusi!

] Bkntoyaem pacyeTt 0CBeLLEHHOCTH

void glEnable (GLenum type); type = GL_ LIGHTING;

] BkntoyaeM Tpebyemble NCTOYHMKN OCBELLIEHNS]
void glEnable (GLenum type); type = GL LIGHTO;

1 Bkntoyaem Tpe6ye|v|b|e WCTOYHWUKW OCBELLEHNA
void glShadeModel (GLenum type) ;

type = GL _FLAT; - mjIocCKasi BakKkpacKa I'pPaHMu
type = GL SMOOTH - sakpacka no I'ypo



MHTepnonauuma LuBeta

 Bblumcnute uset (RGB) B
KaXXZoW BepLUUHE.

* BblyncnuTb LBET B TouKkax P1
nP2:
s =[[P1-BJ|/]|A-B|
C(P1) = s(C(A)) - (1-s)(C(B))
* Bblyncnute UBeT B T. P:
s=||P-P2||/||P1-P2|
C(P) = s(C(P1))-(1-s)(C(P2))




HepocTtaTtku 3akpacku no ['ypo

Gouraud Result




MHTepnonauma Hopmanu

* Bblumcnute Hopmanu (RGB) B
KaXa0W BepLLUHE.

* BblYMCNNUTL HOPMarb B TOYKAX
P1unP2:
s=||P1-B||/||A-B]

N(P1) = s(N(A)) + (1-s)(N(B))

* BblymcnuTb Hopmanb B T. P:
s=||P-P2||/||P1-P2|
N(P) = s(t(P1))-(1-s)(N(P2))

* BblumcnuTb LBeT B Touke P.




MaccuBb! BepLUUH

) 3apgaem maccuB BEPLLWH, HOPManei v TeKCTYPHbIX KOOPAUHAT:

void glVertexPointer (GLint size,GLenum type,
//E;;iﬁei stride,const GLvoid *pointer;

. -1
il =1 | =l 2 3 W 0
S |

-1 1 -1 [ 3apgaem nocnenoBaTenbHOCTb HOMEPOB BEPLLIVH

void glDrawElements (GLenum mode,GLsizei count,
GLenum type, const GLvoid *indices) ;

|_\
I
|_\
N = W S =

1 B0o3m0oXHO NonHoCTL0 13bexaTb AyonmnpoBaHns BEPLUVH



PacTepu3aLus

VY,

] MHTepnonauus KoopanHaThl Z

) WHTepnonauus LBeTa BAOMb MPUMKTMBA - 3aKpacka no ypo



OwwnOKM NUHENHOW NHTEePNONALMA

) OcBeLleHHOCTb 3aBUCUT OT crocoba
pa3bneHns Ha NPUMUTHBDI

=0

=0

[=0

] [None Hopmanew nydile 3agaeaThb B BUAE TEKCTYPbI!

1



TeKkcTypupoBaHue
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“NepcnekTBHOE" TEKCTYpUPOBaHWE:




TekctypupoBaHue B OpenGL

) Co3pgaem TEKCTYPY - NPSIMOYTOMbHbIN MaCCyB C LiIBETAMM MUKCESIOB.
BbicoTa 1 LMpWHa AOIMKHbI ObITb CTENEHAM JBOVKMN.

RGB,, |[RGB,, |.. |RGB_
RGB,, [RGB, |.. |RGB_
RGB,, |[RGB,, |.. |RGB_

] TMonyyaem HOMEp TEKCTYPHOro 0OBEKTA:

GLuint texture;
glGenTextures (1, &texture) ;

J AKTUBM3NPYEM TEKCTYPHbIA OO BHEKT:
glBindTexture (texture) ;



TekctypupoBaHue B OpenGL: yacTb 2

) 3arpyxaem TEKCTYpY W3 NaMsAT! B TEKCTYPHbIA 0OBEKT:

glPixelStorei (GL_UNPACK ALIGNMENT,1) ;
glTexImage2D (GL TEXTURE 2D,

0, // Mip-level
GL_RGB, // ®opMaT TekCTypPH
tex width, tex height,
0, // llMpuHa I'PaHUIE
GL_RGB, // ®opMaT MCXOOHBIX OAHHHBIX
GL_UNSIGNED BYTE, // Tun naHHBIX
tex bits); // WcxonpHile naHHEIE

) YcTaHaBnMBaeM pexuMbl TEKCTYPUPOBAHMS:

glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE WRAP S, GL REPEAT);
glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE WRAP T, GL REPEAT);
glTexParameteri (GL_TEXTURE 2D,
GL_TEXTURE MAG FILTER, GL LINEAR);
glTexParameteri (GL TEXTURE 2D,
GL_TEXTURE MIN FILTER, GL LINEAR);



TekctypupoBaHue B OpenGL: yacTb 3

] Paspeluaem TeKkCTypupoBaHus

glEnable (GL _TEXTURE 2D) ;

) 3apgaem TEKCTYPHbIe KOOPAUHATBI (OObIYHO ANS KaXA0W BEPLLNHDI)

glTexCoord2d (u,v) ;

] BO3MOXHO, NOTpebyeTcst BKMIOYUTH PEXUM NEPCMNEKTUBHOMO
TEKCTYPUPOBAHMS

glHint (GL_PERSPECTIVE CORRECTION HINT,GL NICEST) ;

] Bo3sBpallaeM HoMep TEKCTYPHOro obbekTa B CNMCOK CBOOOAHbBIX

glDeleteTextures (1, &texture) ;



Kak 3arpy3uTb KapTUHKY 13 cpanna?

J ®yHKumm BmplLoad 13 npumepos:

unsigned char *LoadIndexedBMPFile

(const char *path,int *width,int *height);
unsigned char *LoadTrueColorBMPFile

(const char *path,int *width,int *height);

) Knaccbl n3 NV SDK:;

namespace jpeg

{

extern int read(const char *filename,
int *width,int *height,
unsigned char **pixels, int *components) ;

] Bocnonb3oBaTbest N000N Apyroit CTOPOHHeW brbnmoTekomn



QunbTpaLua TekcTyp

) Buibopka onkanwero tekcens GL_NEAREST:

] IlnHenHas kombuHaums 4-x cocegnunx nukcenen GL_LINEAR:



CBepTKa TEKCTYPHbIX KOOpAMHAT

N

glTexParameteri (..,GL CLAMP) ;

glTexParameteri (..,GL REPEAT)
glTexParameteri (..,GL REPEAT) ;

glTexParameteri (..,GL REPEAT)

Noe

~e

glTexParameteri (..,GL_CLAMP)

glTexParameteri (..,GL REPEAT) ;
glTexParameteri (..,GL_ CLAMP)

glTexParameteri (..,GL CLAMP) ;

~e



OunbTpaLUma TeKCTyp: mipmapping

YBENNYEHNE TEKCTYPbI
mMacLtab 1:1

YMEHbLLUEHWUE TEKCTYPbI

yYBENUYEHNe TEKCTYpbI
MacluTab 1:1
YMEHbLLIEHNE TeKCTYpbl B 2* pa3



QunbTpaLma TekcTyp: mipmapping. HacTtb 2

256x256, 1=0 64x64, \=2 16x16, )=4

) TpununenHas unbtpaumna GL_LINEAR_MIPMAP_LINEAR



AHU30TPONHaA PUNbTPALIUS

JKpaH

4

g Pacumpenne “GL_EXT texture filter anisotropic”




TeKkcTypa 1 ocBelLeHue

RGBA, n3 mopyns T&L  RGBA, tekctypel  RGBA_ pesynbTat
1 3amelenne GL_REPLACE g

1 Mogynuposaxne GL_MODULATE (no ymonyaHuio) il

] Cmewenne GL_DECAL,GL_BLEND



[‘eHepaL s TEKCTYPHbIX KoopauHaT

) JInHenHaqa 3aBNUCUMOCTb

1 Environment mapping - adydhekT oTpaxaroLLen NoBEPXHOCTH

(1, )




['eHepaLuns TEKCTYPHbIX KOOpAMUHaT.
[TpogomxeHune

] Bknoyaem aBTOMaTUYECKYO reHepaLnio TEKCTYPHbIX
KoopAuHaT (ans nepsbIxABYX KOOpAWHAT)

glEnable (GL _TEX GEN_S) ;
glEnable (GL _TEX GEN T) ;

] Bkntoyaem aBTOMaTU4ECKYHO reHepaLinio TEKCTYPHbIX
KoopauHaT (Ans nepBbIX ABYX KOOPAUHAT)

glTexGeni (GL_S,GL_TEXTURE GEN MODE,GL_SPHERE MAP) ;
glTexGeni (GL_T,GL TEXTURE GEN MODE,GL_SPHERE MAP) ;



icnonb3oBaHue TEKCTYPbI Kak
(POHOBOIO M300paxeHuUs

) YcTaHaBnmMBaeM OpTOroHarnbHyto NPOEKLnIo

glMatrixMode (GL _PROJECTION) ;
glLoadIndentity () ;
glOortho(-1,1,-1,1,-1,1);

) YcTaHaBnmMBaeM OpPTOroHarmnbHyo NPOEKLnIo

glMatrixMode (GL MODELVIEW) ;
glLoadIndentity () ;

1 Pucyem npsamoyronbHUK

glEnable(GL TEXTURE 2D);
glBindTexture (bktex) ;

glBegin (GL_ QUADS) ;

glTexCoord2£(0,0) ; glVertex2f(-1,-1);
glTexCoord2f (1,0); glVertex2f(1,-1);
glTexCoord2f(1,1); glVertex2f(1,1);
glTexCoord2£f (0,1) ; glVertex2f(-1,1);
glEnd() ;



[lpeobpa3oBaHme TEKCTYPHbLIX KOOPAUHAT

] PaboTtaem ¢ maTpuLeilt 7' TOYHO TaKkKe Kak
cMnP.
glMatrixMode (GL TEXTURE) ;

glLoadIdentity () ;
glMultMatrix(..) ;

) lNo3BonsieT cyLIEeCTBEHHO M3MEHSTb BU, 00bEKTa HE U3MEHSS
reomMeTpuu



[TuKcenbHble onepaLny

- .

o @B
= AT
£

Bydep
b : aKKyMyJsiToOpa
Byodep

TpabapeTa

Bydep
TJ1y OMHE]




[TukcenbHble onepaLuu.
[TpogomxeHue.

xf ) yf ) Zf .
mm  Scissor test ===  Alpha test
RGBA,

Blending (=== Depthtest == Stencil test
Frame buffer: / Buffer: Bff?ecrl'
RGBA, A |




Scissor & Alpha test
|

HeT
—— He 3anucbiBaTb NuKcen

glScissor(x,y,w,h);

glEnable (GL SCISSOR TEST) ;

l h glDisable (GL_SCISSOR TEST) ;
d

HeT
—— He 3anunceiBaTb NUKCen

glEnable (GL SCISSOR TEST) ;
glDisable (GL SCISSOR TEST) ;
glAlphaFunc (GL GREATER,0.5) ;



CmelLeHne LIBETOB

] KomaHnab! OpenGL:

glEnable (GL BLEND) ;
glDisable (GL BLEND) ;
glBlendFunc (sfactor,dfactor)

J gIBlendFunc(GL_SRC_ALPHA,GL_ONE_MINUS_SRC_ALPHA):

] gIBlendFunc(GL_ONE_MINUS_SRC_ALPHA,GL_SRC_ALPHA):

1 gBlendFunc(GL_ZERO,GL_SRC_COLOR):



KapTbl ocBelleHHocTH (lightmaps)

) KapTa 0CBELLEHHOCTY:

IMynbTUTEKCTYPUPOBAHNE:

* ] Bo3amoxeH npeaBapuTenbHbIN pacyeT
a OCBeLLEeHus
w ] OKOHOMMSI KONMYECTBa NPUMUTUBOB MPW

IMHAaMUYECKOM OCBELLIEHNN
) OKOHOMMS TEKCTYP MPU CTAaTUYECKOM

. OCBELLEHNN



CmelleHune BepLUMH

] [pwn ncnons3osaHum dydepa rnybuHbI MOryT BO3HUKHYTL NPOONEMbI
C p1UCOBaHMWe rpaHen, nexatlmx B O4HON NIOCKOCTH.

b Y ] B0o3MOXHO 3afath CMeLLeHune
rMyOuHb! AN KaXaoi BEPLUNHDI

void glPolygonOffset (GLfloat factor,
. GLfloat units) ;

o




MynbTUTEKCTYPUPOBaHME

F(RGBA ,RGBA Y

TR F(RGBA,RGBA
exture Q\G%P‘ - )

] ObbeanHeHne TeEKCTYpPbl 0ObEKTA U TEKCTYPbI CPe/b!



Pacwmpenus OpenGL

] Yutaem cneumdukaumto paclumperns (ARB_multitexture)

] Onpepensiem KOHCTaHTHI

#define GL TEXTUREO_ ARB 0x84C0
#define GL TEXTURE1l ARB 0x84C1
#define GL TEXTURE2 ARB 0x84C2
#define GL TEXTURE3 ARB 0x84C3

] Onpepensem ykasatenu Ha yHKLWM

void (APIENTRY * glMultiTexCoord2d) (GLenum target,
GLdouble s,
GLdouble t) ;

void (APIENTRY * glActiveTexture) (GLenum target) ;



Pacwupenua OpenGL. MNpogomkeHune

D I'Ionyqaelvl CMNCOK AOCTYMNHbIX pacmmpeHMf/'l
char *extensions = glGetString (GL EXTENSIONS) ;

Pixel Format Information

Pixel Format Information

Yendor NYIDIA Corporation

Renderer :GeForce 256/AGP

Yersion Lo

Extensions 'GL_ARB_multitexture GL_EXT_abgr GL_EXT_bgra GL_EXT_blend_color
GL_EXT_blend_minmax GL_EXT_blend_subtract GL_EXT_compiled_vertex_array
GL_EXT_fog_coord GL_EXT_packed_pixels GL_EXT_paletted_texture GL_EXT_point_parameters
GL_EXT _rescale_normal GL_EXT_secondary_color GL_EXT_separate_specular_color
GL_EXT_shared_texture_palette GL_EXT_stencil_wrap GL_EXT_texture_edge_clamp
GL_EXT_texture_env_add GL_EXT_texture_env_combine GL_EXT_light_max_exponent
GL_EXT_texture_cube_map GL_EXT_texture_filter_anisotropic GL_EXT_texture_lod
GL_EXT_texture_lod_bias GL_EXT_texture_object GL_EXT_vertex_array
GL_EXT_vertex_weighting GL_KTX_buffer_region GL_NY_blend_square GL_NY_fog_distance
GL_NY_register_combiners GL_NY_texgen_emboss GL_NY_texgen_reflection
GL_NY_texture_env_combined4 GL_NY_vertex_array_range GL_SGIS_multitexture
GL_SGIS_texture_lod GL_WIN_swap_hint WGL_EXT _swap_control

OK




Paclmpenus OpenGL. YacTb 3.

] Mony4aem ykasatenu Ha yHKLMK

glActiveTexture = wglGetProcAddress ("glActiveTextureARB") ;
glMultiTexCoord2d =
wglGetProcAddress ("glMultiTexCoord2dARB") ;

13anaem TekcTypHble 0OBEKTBI A5 KaXa0ro TEKCTYPHOro broka

(*glActiveTexture) (GL TEXTUREQO ARB) ;
glEnable (GL_TEXTURE 2D) ;
glBindTexture(..) ;

(*glActiveTexture) (GL_TEXTURE1l ARB) ;
glEnable (GL_TEXTURE 2D) ;
glBindTexture(..) ;



Paclwupenus OpenGL. YacTb 4.

] 3agaem cmelleHve LiBeTa OCBELLEHUS 1 LiBeTa NepBOi TEKCTYPbI

(*glActiveTexture) (GL _TEXTUREO_ ARB) ;
glTexEnvi (..) ;

] 3apaem cmeLLeHue LiBeTa NepBoro 610ka 1 BTOPOW TEKCTYPbI

(*glActiveTexture) (GL_TEXTUREl ARB) ;
glTexEnvi (..) ;

13agaem TeKCTypHble KOOPAMHATbLI ANS KaX40ro TEKCTYPHOro broka

(*glMultiTexCoord2d) (GL TEXTUREO ARB,0.5,0.5);
(*g1lMultiTexCoord2d) (GL_TEXTURE1l ARB,0.2,0.3);



[Tonynpo3payHble 00bEKT!

] MNMonynpo3payHas rpaHb - rpaHb Yepes YacTb NUKCENOB KOTOPOWN BUOHO
nexalme 3a Hew rpaHu.

) MNMonynpo3payHble rpaHn HeobXoaumo BbIBOAWTL B NOPsAKe
back-to-front. [pumeHeHne metopa Z-6ydepa Beder K
BM3yanbHbIM apTedakTam - Trkam” ;)

] [Ins BbINyKnbIX 0OBEKTOB MOXHO BbIBOAMTL CHaYana HenmLeBble
rpaHu, a 3aTeM - NuLeBble.

] OBbeKTbl MOXHO BbIBOAWTL METOIOM XYAOXHMKA - COPTMPOBATb MO
yObIBaHWO KOOPANHAT Z LIEHTPOB.



bydep tpadapeta n bydep rnyouHb!
L

func: failOp: H
(Sxfyf & mask) v HeT / 3MeHeHne e 3adlM1UCbIBATb

(ref & mask)? MNAKCEenN

| fa

zfailOp:
Het BWVETEram He 3anuchiBath

— MUKcen

zpassOp: | ,[l,a

M3ameHeHwne SXy
‘L, void glStencilFunc (GLenum func,
GLint ref,

RGBA, =F(RGBA,_ RGBA) GLuint mask)

void glStencilOp (GLenum failOp,
GLenum zfailOp,
GLenum zpassOp) ;




bydep TpacbapeTa' BUAMMOCTb NUKCenen

uy

glStencilOp (GL ALWAYS,
1,1);

glStencilFunc (GL_KEEP,
GL_KEEP,
[la GL _REPLACE) ;

_}

. ::
. S :: lﬂa

—1 LI,J'IFI rpaHu F

3aﬂMCb
nuKcend




Eycbep TpacbapeTa' 0bpaboTka nukceneu

I ; @HGT

l [la  glStencilFunc(GL_KEEP,
GL_KEEP,
GL_KEEP) ;

ngtenc1lOp(GL EQUAL,
1,1);

3anuchb
nuKcend

»



bydep TpaapeTa: TeHU 1 OTpaXeHUs

4 OT6paCbIBaHVIe TEHW Ha NNOCKYH rPaHb

" %

[TpaBunbHO Hel'lpaBl/IJ'IbHO

1 OTtpaxeHust n nopTarnsl

&0~




bydep Tpaapeta: TeHeBblE 00BEMbI

1 CTponm TeHEBOW 00BEM

] Pucyem 3ateHsieMbin OOBEKT CO BKIOYEHHBIM Z-0ydepom

b

glEnable (GL DEPTH TEST) ;
glCallList(object) ;




TeHeBble 00beMbl. [1poaomkeHue.

| Pucyem HenuueBble rpaHn TEHEBOTO 0bbema

glEnable (GL STENCIL TEST) ;

glStencilFunc (GL ALWAYS,1,1);

glStencilOp (GL KEEP,

GL_KEEP,

Y GL_REPLACE) ;
glColorMask(0,0,0,0) ;
glDepthMask (0) ;
glEnable (GL CULL FACE) ;
glCullFace (GL BACK) ;
glCalllist (shadow) ;

..=Z




TeHeBble 00beMbl. YacTb 3.

| Pucyem nuueBble rpaHu TEHEBOTO 0bbeMa

glStencilFunc (GL ALWAYS,1,1);
glStencilOp (GL KEEP,
GL_KEEP,
GL_INVERT) ;
Y glEnable (GL CULL FACE) ;
glCullFace (GL FRONT) ;
glCalllist (shadow) ;
glColorMask(1,1,1,1);
glDepthMask (1) ;




TeHeBble 00beMbl. YacThb 4.

| BO3MOX€EH BbIBO/] rpaHen TEHEBOro 0bbema B
NPON3BONLHOM MOPSIAKE.

glStencilFunc (GL ALWAYS,1,1);
glStencilOp (GL KEEP,
GL_KEEP,
GL_INVERT) ;
glDisable (GL CULL FACE) ;
glColorMask (0,0,0,0) ;
glDepthMask (0) ;
glCallList (shadow) ;
glColorMask(1,1,1,1);
glDepthMask (1) ;




TeHeBble 00beMbl. YacTb 5.

| Pucyem 3aTeHEHHY0 YacTb 00bEKTa

glStencilFunc (GL EQUAL,1,1);
glStencilOp (GL KEEP,
GL_KEEP,
GL_KEEP) ;

glCalllList (object) ;

\/ glDisable (GL STENCIL TEST) ;




Kybuuyeckune kapTbl: onpeaenexue.

Bottom

] C BepLunHom V cBsi3aHO Tpu TEKCTYPHbIE KoopAuHaTh! (p,q,r).

] Toyka R =R(t), t = (p,q,r) onpeaenseT ogHy K3 LIECTU TEKCTYP U
TEKCTYpHble koopauHaTsl. (p,q,r)->RGBA

Pacumpenne “GL EXT cube map”



Kybudyeckune kapthbl cpeasbl.

'(R
= r

Z n—ypP’

7\

e

] HeobxoamnMo npuMeHUTb K TEKCTYPHBIM KOOpAMHATaM
npeobpasoBaHne, 0bpaTHoe MoAenNbHO-BUAOBOMY!



Kybuuyeckue kapTbl OCBELLIEHUS.

) [TycTb MCTOYHMKM OCBELLEHNS HAXOAATCS Janeko OT 00bekTa.
Toraa ocBeLLeHVe B TOYKe 0ObEKTa 3aBUCUT TOJbKO OT HOpMarw.

) 3apaHee 3anuLeM pesynbTaT pacyeTa OCBELLEHHOCTN Ans
HOPManu n B 3NEeMEHT KyOMYECKON TEKCTYPbI C KoOpAMHaTaMu .

Z i t‘\\ﬂj’




[TocTpoeHune oTpaxatoLlero obbekra.

] MepeHocum HabnoaaTens B LIEHTP

OTpaxaroLLlero 00bekTa 1 CTPOUM
n3obpaxeHune, Nony4eHHoe npw B3rnsge B
HanpaBieHN HOPManu K OHOW 13 CTOPOH.

] CoxpaHsiem n3obpaxeHne Ha aKkpaHe Kak —=> 0

TekcTypy!

void glCopyTexImage2D (
GLenum target, GLint level,
GLenum internalFormat,
GLint x, GLint y, Glsizel width, GLsizeil height,
GLint border ) ;

) Pucyem 06bekT ¢ Kybryeckumm kaptamu OTpaKeHus.



cgl@cs.msu. su



