OpenGL

YacTtb 1. BBegeHue



UT0o Takoe OpenGL

* OpenGL(Open Graphics Library) — 9TO HeE3aBUCALLUN OT A3bIKa
nporpaMmmMmpoBaHnA N NnaTgopMbl NPorpamMMHbIN MHTEPENC
ONs HanucaHue NPUNoXXeHumn, ncnonb3yrwmx 2D 1 3D rpaduky

* HanncaHnem cneumdukaumm saHnmaeTca Khronos Group

* iIcnonb3yetca ana Hanucanua urp(Half-Life 1,2,3 o_0, Bioshock,
Counter-Strike, ...), cneynanusmposaHHoro [NO(Photoshop, Google
Earth, Blender, ...), BU3yanusayum B Hay4YHbIX UCCIleaOBaHUAX U 1.




Peannsauum OpenGL

* Ha faHHbIM MOMEHT CYLLECTBYIOT peanun3auny npakTuieckn ons
BCex nnatdgopm

 [1ns1 mobuneHbIX Nnatdopm(iOs, Android) cyuiecTByeT
cobcTBeHHas crneundukaymsa OpenGL ES, yunTbiBatoLLasa nx
annapaTHble 0COBEHHOCTU

* BONbLUMHCTBO COBPEMEHHbLIX Dpay3epoB rnoaaepxusatoT WebGL -
aHanor OpenGL ES

 [oTOBUTCSA crieundonkaums Vulkan API ansa oobeanHeHns OpenGL
N OpenGL ES



3a4yem HaMm OpenGL

* OpenGL no3BosideT He obpallatb BHUMaHUA Ha OCOOEHHOCTH
annapartypbl 1 ApanBepoB, NpenocTaBnsaa egmMHbIN APl ang
pa3paboTymka

* ECnn Kakasa-To BO3MOXHOCTb HE NnoaaepXKMBaeTcs
annapartypou/gpansepom To OpenGL aMynunpyeT ee

* Peanunsauunm OpenGL npoxogdaT cneunanbHble TECTbI Ha
COBMECTUMOCTb N 3(PPEKTUBHOCTb NCMNOSIb30BaHUS
obopyaoBaHus



ApxuTteKkTypa OpenGL

* OCHOBHOM NpMHUKUN PaboTbl: NoNy4YeHne Habopa BEKTOPHbIX rparuveckmx
NPUMUTUBOB(C MaTeMaTU4eCKon 0bpaboTKOWN) — TOYEK, NTUHUN U
TPEYronbHMKOB A1 NOCTPOEHNS PaCTPOBOW KAPTUHKM Ha 9KpaHe n/unn B
namsTu

* BekTopHble TpaHcdopMaLun 1 pactepusauns BbIMOMHAKTCA rpapuyecknm
KOHBENEPOM (graphics pipeline), KOTOPbLIN MO CYyTU NpeacTaBnseT cobon
OVUCKPETHbIN aBTOMAaT

* [louTtn BCe KOMaHObl OpenGL OeNnATCcA Ha 2 rpynnbl:

1. JobGasneHne NnpUMMNTUBOB Ha BXOM B KOHBEWEP
2. KoHourypauuna koHBenepa ans BbIMNONHEHUA TpaHCHopMaLnm

* ImnepaTtuBHbIN noaxon, T.e. OnucaHne To4HOW nocrenoBaTefibHOCTM LLAaroB
Ons nofyd4eHna KOHEeYHOU pacTpPOBOU KapTUHKNK



OCHOBHbIE NOIOXKeHUd

« PacTtepusaums - 3To nepeBon N3o00paxkeHus, onMcaHHOro BEKTOPHbLIM
dhopmaToM B NMKCENN UM TOYKW, 1S BbiBOAA HA AUCTINEN

* Render — NOMHbLIN NpoLUEecc OTOBpaKeHUs PacTPOBON KAPTUHKU Ha SKpaHe

* Render Frame(nnu npocTo Frame) —4acTb npouecca peHaepa,
oToDOpa)atoLlas KapTUHKY B KOHKPETHOM COCTOAHUU B JAHHBbI MOMEHT
BpeMeHMU

* Texture — U30OpaXkeHne, 3arpy>xaemoe B NaMsATb A1 UCNONb30BaHUA B
npowecce pengepa

* Framebuffer — Habop byddepoB B namMAaT yCTPOUCTBA, CoAepKaLl i BCLO
MHopmMaLmnio 0 JaHHOM COCTOAHUM HA 3KpaHe

* Render context - MOTOK B KOTOPOM MPOUCXOOMUT NpoLiecce peHaepa



[ padpmnyecknit KoHeemep OpenGL
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OpenGL B QT

« 3a paboty c OpenGL B QT oTBe4aeT moaysib QT OpenGL
« OcHOBHbIE Knacchl anst paboTbl ¢ OpenGL:

1.
2.

QGLWidget — BUmXeT nogaepxuneatoLmm paboTty ¢ OpenGL.

QGLFunctions — Knacc, cogep»xaLumn Bce Heobxoammble PyHKLUM Ans
paboTbl ¢ OpenGL

QGLShaderProgram — Knacc ans paboTbl ¢ wengepamu
QGLTexture - Knacc gns pabdboTbl C TEKCTYpaMU

QVectror4D/3D/2D,QMatrix(4x4,3x3,2x2), QQuaternion 1 T.A. — Krnacchbil
anst paboTbl ¢ MaTeMaTU4YECKUMMU NPUMUTUBAMMU



QGLWidget

* BuptyanbHaga qoyHKUUA initializeGL() - PYHKUMA NS Ha4yarnbHOW
nHuumnanmsaumm OpenGL. Bbi3biBaeTca 40 Ha4Yana npotecca

peHaepa

* BuptyanbHas yHKUNA resizeGL() — PYHKUNSA, Bbl3biBaeMas npu
N3MeHeHMe pasmepa Bnoxeta

* BuptyanbHas yHKUNA paintGL() — PYHKLUUA, B KOTOPOW
COAEPXKNTCA NocrneaoBaTenbHOCTb AENCTBUN ANl OTODBpaXeHue
dopenma



QGLFunctions - OCHOBHbIE QOYHKLIUW

* glEnable/glDisable(feature) — BKNoYaeT/BbIKNOYaeT NOSAEPKKY
onpegeneHHoro cBoucTea KoHTekcta OpenGL

* glClear(clear_bitfield) — ounwaeT ykasaHHble bydodepbl

* glClearColor(r,g,b,a) — 3agaet yuBeTt B popmaTte RGBA, KOTOpbIN DyaeT
NCNONb30BaTbCA ANsl B MOMEHT OYUCTKN Bydodpepa uBeTa

* glVertex(2/3/4)(s/f/d/i)[v](...) - yKa3biBaeT KoopAMHaTbl BEPLUMNHLI B
Pa3NnU4YHbIX opmMaTax

* glBegin(mode) — yka3blBaeT KaK UCMonb3oBaTb JaHHbIE O BEPLLUMHAX,
KOTOpble OyayT 3adaHbl Nocrie Bbi3oBa AaHHOW doyHKUMK. [Tocne 3agaHus
BCEX HY>XHbIX BEPLUMH Bbl3biBaeTca glEnd().

* glColor3f/4f[v](...) — yka3blBaeT kakoro useTta byayT BepLUMHbI Nocne
Bbl30Ba AaHHOU PyHKUUMK



QGLFunctions - OCHOBHbIE QOYHKLIUW

* gIMatrixMode(mode) - yKkasblBaeT, B KAKOU CTEK NOJNTIOXNUTb
MaTpuLy npeodbpasoBaHmns, 3arpy>KeHHyo rnocrie Bbi30Ba 3TOM

doyHKL MU
* glLoadMatrixf — ycTaHaBnMBaeT MmaTpuLy B BepLUMHE CTeKa(CTekK
BblOpaH ¢ nomoLulbto glMatrixMode) maTpuuy

* glPush(Pop)Matrix — gobaBnsieT(yganaeTt) marpuuy B(n3)
BblOpaHHbIN CTEK MaTpuUL

* glViewport(x,y,w,h) — yka3blBaeT NOJIOXKEeHNE U pa3mMep OKHa On4d
OTPUCOBKN KOHTEKCTa OpenGL



Pucyem nuHuio

void MainWindow: : paintGL()

{
// QuuuaeT BydeT uBeTa
glClear(GL_COLOR_BUFFER_BIT);
//3apaeM TONWUHY JIMHUA
glLineWidth(2.5);
//PucyemM B pexume NMHUA
glBegin(GL_LINES);
//3apaeM uBeT BeplWuH
gl€olor3fCl, 1. 1)
//[lobasnsieM BepWwnHbI
glVertex3f(@, 0, 0);
glVertex3f(1, 1, 1);
//0KOHUAGHULE PUCOBAHUSA B peXuUMe JIMHUMN
glEnd();




Pucyem TpeyronbHUK

— void MainWindow: :paintGL()

{
// QuuuaeTt b6ydeT uBeTa
glClear(GL_COLOR_BUFFER_BIT);
//PucyeM B pexume TpeyrosibHUKOB
glBegin(GL_TRIANGLES);
//3apaemM uBeT BeplMnH
glColor3f(l, 0, @);
//lobasnsieM BeplnHbI
glVertex3f(-1, -1, 0);
glVertex3f(1l, -1, 0);
glVertex3f(@Q, 1, 0);
//0KOHYAHULE PUCOBAHUSI B pexXuMe TpeyrosibHUKOB
glEndQ);




HemHoro o matpuuax B 3D rpaduke

« MaTpuubl npeobpasoBaHua genatcsa Ha 3 Tuna: Model, View, Projection

* Model matrix — maTpuua npeodbpasoBaHNst KOOPAUHAT N3 NOKanbHbLIX B
rmobanbHble(World coordinates)

* View matrix — MaTpuya npeobpasoBaHnsa KoopanHaT U3 rnodanbHbIX B
KoopaunHaTtbl B3rngaa(Camera)

* Projection matrix — maTtpuua npeobpasoBaHusa KoopanHaT U3 KoopauHaTt
Kamepbl B NepCrneKkTuBHbIE KOOpANHATbI(COCTaBNAETCA No 4 napamMeTpam:
[ OpU3OHTaNbLHOrO Nnosie 3peHns — B rpagycax, COOTHOLLUEHWE CTOPOH OKHA,
paccTosaHmne 0o bnmkHen n ganbHen NnockocTu nepcrnekTusbl(OcChk z))

« KoHeYyHast KoopaunHaTta = Projection * View * Model * Vertex



HemHoro o matpuuax B 3D rpaduke




HemHoro o matpuuax B 3D rpaduke

aspect = vy

T




HemHoro o matpuuax B 3D rpaduke

« Hanbonee ncnosnb3yembin pasmep maTpuL, — 4x4

*[lovemy 4x4 ?

* [loamaTpuua 3x3 Ha3biBaeTCcA HoOpMarnbHON MaTpULen
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HemHoro o matpuuax B 3D rpaduke

*e YacTto ynobHee BMecTo maTpuL, MOBOPOTa UCMONb30BaTb
KBaT€PHMOHbI. OHM 3aHMMAIOT MeHbLLEe NaMATU, a TaK e MeHblLle
3aTpaT Ha onepauun ¢ HUMMN.

* KBaTepHUOH - 31O uncno Buga w + xi + yj + zk, rge
c 2 =j¢=k%?=-1

e ij=—ji=k
¢ jk=—kj =i

* MHumas vacTb (x,y, z) - sektop R3 w € R



CBoncTBa KBaTePHNOHOB

e ACCOUMATUBHOCTb
* He KOMMYTATUBHDI

* OnpepeneHbl onepaunm BEKTOPHOIO U CKAIAPHOINO YMHOXeHMuA,
npuyem vXw = Vvw + v w

* Ecam paccmoTpeTb eBKAMAO0BLI KoopanHatel (W, X, Y, Z) , rae
2 2 2 L 52 — y
we + x4+ y“+z% =1, 10 Touka (W, X, y, Z) npeacrasnaeT cobon
BpalleHune BOKpyr ocu (x,y, z) Ha yron @ = 2 arccos(w) =
2arcsin/x? +y* +z4, g=wH+xi+yj+zk =w+ (x,y,2z) =
cos*/, + usin®/,, roe u - eAUHUYHbBINA BEKTOP

* Torpa quq ™! - BpalLaeT BEKTOP ¥ Ha Yron & BOKPYr ocu U




CBoncTBa KBaTePHNOHOB

*e MNycTb p N q - KBATEPHUOHDI, TOrAaA pqv(pq)_1= pqvg~lp~?

* Ecnn 3a4aH KBAaTEPHMOH (@, TO COOTBETCTBYHOLLAA eMy MaTpuMLa
BpalleHMA paBHa

1—2y% —2z% 2xy—2zw 2xZ + 2yw
2xy +2zw 1 —2x%—2z%  2yz—2xw
2xZ — 2yw 2yz + 2xw 1 —2x% — 2y*



Pucyem ky©6

* Kyb ¢ pebpom annHoun 1 n ueHTpom B Touke (0,0,0)

« Kak HapucoBarthb:
1. Pas3butb Bce rpaHn Ha 2 TpeyrornbHUKa

2. [lepeuncnuTtb KOOPANHATbLI BCEX TPEYrornbHUKOB B NPaBUNbHOM
nopsigke



Pucyem ky©6
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Pucyem kyb: BapuaHT 1 — B nob

void MainWindow: :paintGL()

{
// OQuuuwaet b6ydeT useTa
glClear(GL_COLOR_BUFFER_BIT);

modelview.setToldentity();
modelview.translate(0.0, 0.0, -5.0);
modelview.rotate(rotation);

glMatrixMode(GL_PROJECTION);
glLoadMatrixf((const GLfloat*)projection.data());
glMatrixMode(GL_MODELVIEW);
glLoadMatrixf((const GLfloat*)modelview.data());

//PucyeM B pexume TpeyrosbHUKOB
glBegin(GL_TRIANGLES);

//Tpaub 1
glColor3f(1, 0, 0);

glVertex3f(-0.5f, -0.5f, 0.5f);
glVertex3f(0.5f, -0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, 0.5f);
glVertex3f(0.5f, -0.5f, 0.5f);
glVertex3f(0.5f, 0.5f, 0.5f);
//TpaHb 2

glColor3f(o, 1, 0);

glVertex3f(0.5f, -0.5f, 0.5f);
glVertex3f(0.5f, -0.5f, -0.5f);
glVertex3f(0.5f, 0.5f, 0.5f);
glVertex3f(0.5f, 0.5f, 0.5f);
glVertex3f(@.5f, -0.5f, -0.5f);
glVertex3f(0.5f, 0.5f, -0.5f);



Pucyem kyb: BapuaHT 2 — YyTb YyMHeEe
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Pucyem kyb: BapuaHT 2 — YyTb YyMHeEe

* icnonb3yem pexum GL_TRIANGLE_STRIP:
* [lycTb ecTb N BepLIMH
 [1NS YETHBIX N PUCYETCSH TPEYroNbHUK C BEPLUMHAMU n, n+1, n+2
* [1Ns1 HEYETHbIX N PUCYETCA TPEYIONbHUK C BEPLUMHAMMU n+1, n, n+2
* B nTOre pucyetcst N-2 TPEYIONbHUKOB  Jigucd o o ot £ oorimys o oeres

//TpaHb 1
glColor3f(1, 9, 0);

glVertex3f(-0.5f, -0.5f, 0.5f);
glVertex3f(@.5f, -0.5f, 0.5f);
glVertex3f(-0.5f, 0.5f, 0.5f);
glVertex3f(0.5f, 0.5f, 0.5f);
//TpaHb 2

glColor3f(@, 1, @);

glVertex3f(0.5f, -0.5f, 0.5f);
glVertex3f(@.5f, -0.5f, -0.5f);
glVertex3f(@0.5f, 0.5f, 0.5f);

glVertex3f(@.5f, 0.5f, -0.5f);



