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«53bIk» OpenGL
BeeneHue

= OpenGL (Open Graphics Library) — yHuBepcasbHbii
nporpaMMHbIn MHTEpdenc (API — Application Program Interface)
ons paspaboTtkm npunoxxenun 2D n 3D rpadukn nog ntobble
onepaumoHHbIe CMCTeMbl U Ntoboe annapaTHoe obecneyeHue.

= CraHpapt pa3paboTtaH B 1992 roay n NpoaBUraeTcs KOMMNaHUEN
Silicon Graphics (SGI). CoctouT n3 ~250 6a30BbIX DYHKLMN B
HeCKoNIbKMX 6ubnmnotekax, obblyHO Ha3biBaeMbix OpenGL, GLU,
GLAUX, GLUT.

= Haunbonee BocTpeboBaHHOE NpUMEHEHME: NHTepaKTUBHas
peannucTuyHas Bu3lyanu3auns TPEXMEpHbIX Moaenen



GLU

OpenGL =
OCHOBHbIe KayecTBa Mpnknaaas e

rporpamMma
GLUT Win32 API

GLAux

= CoBMecTUMOCTb (HOBbIE BO3MOXXHOCTM U PacCLUMPEHUS]
NOMONHSIOT CTapble BEPCUM A3blKa, HE OTMEHSIS UX)

= [lepeHocmMocTb 6a30BbIX MYHKUMK (0OANHAKOBas CUCTEMA
KOMaHA Ha pa3nnyHbix OC ¢ 0AnMHAKOBbLIM rpaduyecknm
pe3ynbTaToM)
= OTcyTCcTBME NpUBA3KK K noacmcTeMe (opMUpOoBaHUS rpaddnyeckoro OKHa U
B3aMMOAENCTBMS C Nosib3oBaTeneM (noaaepxka Tonbko MYyHKLMMI
pUcoBaHus)
= BbiCOKasi CKOpOCTb pMcoBaHUS (BCe COBPEMEHHbIE BUAEOKapPThIl C
noaaepxxkoun 3D rpadukn annapaTHO peanu3ytoT 3/IEMEHTHI
nutepdenca OpenGL)

= Llnpokas nssectHocTb (OpenGL sBnsieTcs CtTaHAapToM
oTobpaxeHus 3D rpadukn)



OpenGL
OCHOBHbIe BO3MOXXHOCTU A1
OOCTUXXEHUS peaIMCTUYHOCTU

= Habop dyHKkunn ans
= OMuUcaHus 6a30BbIX NMPUMUTUBOB:. TOYEK, J'IVIHVIVI, MHOIoyrojibHMKoB, 1 T.I1.

= 33/1aHus aTpUOYTOB: LIBETA, XapaKTEPUCTUK MaTepuana, TEKCTYp,
NapaMeTPOB OCBELLEHNS

=  ONMnCaHnga UCTOYHUKOB CBETA

= BU3Yanusauuu: ANs 3aAaHUs NOMoXeHUs HabnoJaTens B BUPTYasibHOM
MPOCTPAHCTBE

= Buposble n KoopanHaTHbIE Npeobpa3oBaHUs

= Y[a/IeHWE HEBUAUMbIX IMHUN U noBepxHocTen (z-6ydep)
= PeanuctnyHoe 3akpawmpaHune (Metoa Nypo n ®oHra)

= HanoxxeHue TekcTyp n gobasneHue cneudd@eKTos

= Anbda-bydep, conpsixeHune upetoB (blending), ycTtpaHeHue
cTyneH4atocTtun (antialiasing)




OpenGL
lcnonb3oBaHWe B NPUIOXKEHUN

[Tporpamma-npHIoKCHHKC
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OpenGL
ApXUTEKTYpa

KoHBerep 06paboTkm aaHHbIX. KoMaHabl
OpenGL Bcerga obpabatbiBalOTCH B TOM
nopsiake, B KOTOPOM OHM MOCTYNatoT, Npu
3TOM onpegeneHne obbekTa cpasy Bbi3blBaeT
ero Bu3yanunsaumtio.

AnnpoKcMmaLma KpuBbIX U
| NnoBepXHOCTEMN

il
O6paboTKa BEPLUMH U
cbopKa NPUMUTUBOB

ATpuUOYTbI
| BEPLUMH

¥ WcTouHnku

i
Pactepusauna n
0bpaboTKa pparmeHTOB

| CBeTa

\ TeKcTypbl

e

Onepau,wm Hag nukcenamm

e

Mepeaaya AaHHbIX B
| bydep Kaapa

Moaenb «knneHT-cepBep». MNpuno)xeHne BbICTYNAET B POSM KNIMEHTA, CEPBEP
WHTEPMNPETUPYET N BbINONHSAET UX. CEpBEP MOXET HAXOAUTLCA NTMOO Ha
O/IHOM KOMMbIOTEPE C KIIMEHTOM, MO0 Ha YAANEHHON rpaduyeckon CTaHLUN.

OpenGL kak «KoHe4HbIn aBToMaT» (state machine). Mo)HO yKka3aTb
3Ha4YeHMS pPasMyHbIM rNapaMeTpaM COCTOAHMS (MepeMeHHbIM), N OHU
OCTAlOTCS B TAKOM COCTOSIHUM A0 TeX Nop, Noka He byayT NpuHyanTenbHO
N3MEHeHbI. TaKNMKM NepPeEMEHHbIMU ABNAIOTCA 3HAYEHNS TEKYyLLero LBeTa,
TEKyLEN HOPManu, KOOpANHAT TEKCTYPbl, BUAOBOW TpaHcdopMaLumm 1 ap.



OpenGL
dopmaT KomMaHA

GLfloat w[]={1.0,2.0,3.0};

glVertex3fv(w);
Nms 6M6nMOTeKM) Ms KoMaHﬂbl) ?\

AprymeHTbl

(gl, glu,glut,glaux)
Twun aprymeHTOB

b — GLbyte
Yncno aprymeHToB :

ub — unsigned byte

KOMaHObl

(1,2,3.4) S — short
us — unsigned short B KayecTBe
i — int napameTpoB PYHKLMM
ui — unsigned int Mcrnonb3yeTcs
f — float yKasaTenb Ha MaccuB
d — double 3Ha4YeHun




MS Windows:
#include <GL/gl.h>

OpenGL #include <GL/glu.h>
includ lut.h
[puMep prcoBaHMsa Urypbl #indlude <Gl/glith>

#include <X11/Xlib.h>
#include <GL/glx.h>

main() {
OTkpounTe_rpadunyeckoe_okHo_noxanyncra();
glClearColor (0.0, 0.0, 0.0, 0.0);
glClear (GL_COLOR_BUFFER_BIT);
glColor3f (1.0, 1.0, 1.0);
glOrtho(0.0, 1.0, 0.0, 1.0, -1.0, 1.0);
glBegin(GL_POLYGON);

glVertex3f (0.25, 0.25, 0.0);

glVertex3f (0.75, 0.25, 0.0);

glVertex3f (0.75, 0.75, 0.0);

glVertex3f (0.25, 0.75, 0.0);
glEnd();
glFlush();
I3MeHUTEe_noxkanymncra_coaepXXnuMoe_okHa_u_otcneante_cobbitusi();

}




OpenGL
[[eomMeTpuyeckme NpUMUTUBGI

1 ° ° 2 1 1 3
3 5 5
0 >(/ glBegin(GL_TRIANGLES);
2®  fa 0 34 /2 4 glColor3d(1,0,0);
GL_POINTS GL_LINES GL_LINE_STRIP glVertex2d(0,0);

glColor3d(0,1,0);

1 , 5 : glVertex2d(0,3);
0 Q 1 Q ; Q@ glColor3d(0,0,1):
4 glVertex2d(3,0);

3 0 > 4 0 3 75 ® gIEnd()’

GL_LINE_LOOP  GL_POLYGON GL_QUADS
3 __5 / 7

1 1 .

0 6 0

2 4 2 3A5 8 = ATpuOYTbI BEPLUMHBI:
GL_QUAD_STRIP GL_TRIANGLES = [lonoxeHne B NpOCTpaHCTBE
? 2 y . = Marepuan

= LBeTt

! 0 5 . — = Hopmanb

GL_TRIANGLE_FAN GL_TRIANGLE_STRIP



OpenGL

reOMETpVNeCKVIe NPUMUTUBDI

KoMaHabl, gonyctumble Mmexay BbizoBamu glBegin() v glEnd()

KoMaHaa

glVertex*()
glColor*()
glIndex*()

glNormal*()

glTexCoord*()
glMultiTexCoord*ARB()

glEdgeFlag*()
glMaterial*()

glArrayElement()

glEvalCoords*(),
glEvalPoint*()

glCallList(), glCallLists()

Ha3HaueHune
YCTaHOBKa KOOPAMHAT BEPLUMHbI
YCTaHOBKa TeKyLLero useTta

YCTQHOBKA TEKYLLEro LIBETOBOIO MHAEKCA
YCTQHOBKA KOOPAMHAT BEKTOPa HOpManu
YCTQHOBKA KOOPAUHAT TEKCTYPbl

YCTaHOBKa KOOPAMHAT TEKCTYpPbl Npw
MYIbTUTEKCTYPUPOBAHUN

KOHTPONMpPYET pucoBaHune pebep
yCTaHOBKa CBOWCTB MaTepuana
BblAeNseT AaHHbIE M3 MacCMBa BEpPLUNH

reHepupyeT KOOpAMHATI

BbIMOJIHAET CNUCOK OT06pa)KeHMFI



OpenGL
bubnuoteka GLUT: ynpaBneHue npuioxeHnem

= OpenGL Utility Toolkit (GLUT) — rpadpumnyeckas 6ubnumoreka,
peanuayrLwas QyHKUMN MHUUManmM3auum rpaduyeckoro okHa B
KOHKpeTHOoM OC, 06paboTkn cobbiTin B OKHE (HanpuMmep,
yTeHne cobblTUM OT K1aBMaTYypbl U MbILLN) N PUCOBAHUS
6a30BbIX BbICOKOYPOBHEBbLIX 3D 06beKTOB, CO3AaHHbIX U3
npuMnTNBOB (Ccepa, Kyd, Top, YanHUK 1 ap.).

= B 6ubnunoteke GLUT onpeneneHsl @yHKUUM C 06paTHbIM
BbI30BOM (callback function). Ecnu nonb3oBaTesb NOABUHY/
MblLLIb, HaXasl Ha KHOMKY KfaBuaTypbl WX U3MEHUT pa3Mepbl
OKHa, NpoMCcXoauT cobbITME U BbI3bIBAETCS COOTBETCTBYIOLLAS
yHKUMS — 06paboTUMK COOLITUMN.

= bunbnuoteka GLUT He BxoauT B cocTtaB OpenGL, a aBnseTcs
NULb NepeHocnMoun npocnonkon mexay OpenGL 1 OKOHHOM
NOACMCTEMOWN, NPeaOCTaBAS MUHUMabHbIM MHTEpPdENC.



OpenGL
bubnnotekn GLU n GLUT: crnoxHble du

|<y6 - void glutSolidCube (GLdouble size); void glutWireCube (GLdouble size)

ccbepa - void glutSolidSphere (GLdouble radius, GLint slices, GLint stacks); void
gluSphere (GLUquadricObj *gobj, GLdouble radius, GLInt slices, GLint stacks);

LUMNMHAP — void gluCylinder(GLUquadricObj * gobyj, GLdouble baseRadius, GLdou
topRadius, GLdouble height, GLint slices, GLint stacks);

ANCK — void gluDisk (GLUquadricObj * gobj, GLdouble innerRadius, GLdouble
outerRadius, GLint slices, GLint loops);

KOHYC - void glutSolidCone (GLdouble radius, GLdouble height, GLint slices, GLint
stacks);

TOP - void glutSolidTorus (GLdouble innerRadius, GLdouble outerRadlus, GLint nsides,
GLint rings);

TETPAa34p - void glutSolidTetrahedron (void);

AoaeKkasap - void glutSolidDodecahedron (GLdouble radius);
NKOCasap - void glutSolidIcosahedron (void); - eanHM4yHOro paguyca
OKTasAp - void glutSolidOctahedron (void); - eaMHnyHoro paanyca
YaWHUK - void glutSolidTeapot (GLdouble size);




OpenGL
[1lporpaMMa pucoBaHUA MKocasapa

#define X .525731112119133606 12 BepwwuH, 20 rpaHew,
#define Z .850650808352039932 JOMONHUTESNIbHO Tpeﬁye'rcﬂ

YCTaHOBKa OCBELLEHNA U

GLfloat vdata[12][3] = { aTPUBYTOB rpaHeli

{-XIO OIZ}I{XIO 'OIZ}I{-XIO 'OI-Z}I{XIO'OI -Z}I

{0 OIZIX}I{O 'OIZI-X}I{O 'OI-ZIX}I{O' OI-ZI-X}I

{ZIXIO 'O}I{-ZIXIO' O}I{ZI-XIO' O}I{_ZI-XIO 0}
b

GLuint tindices[20][3] = {
{1[4IO}I{4I9IO}I{4I519}1{8I5I4}I{1I8I4}I {111018}I{10I3I8}I{81315}I{3I2I5}[{317’2}’
{3/10/7}/{101617}/{6/11/7}1{610111}/{61110}1 {101116}/{11/019}1{211119}1{51219}1{111217}
¥

inti;

glBegin(GL_TRIANGLES);
for(i=0;i<20;i++)
{

glVertex3fv(&vdata[tindices[i][0]][0]);
glVertex3fv(&vdata[tindices[i][1]][0]);
glVertex3fv(&vdata[tindices[i][2]][0]);

b
glEnd();




OpenGL
CTpyKTypa NpunoXeHus

main (int argc, char *argv[]) // DJaBHBEM LUMKJI KOHCOJILHOTO IIPUJIOKEHUH
{
glutInit (&argc, argv); // HauvajJbHasa uMHMLUMAIU3auug OubanmorTexmu GLUT
glutInitDisplayMode (GLUT RGB); // umHuumanmuzauus Oydepa kaipa U
HaCTpOMKa pexrMa >SKpaHa
glutInitWindowSize (Width, Height); // 3amaHme HauyaJIbHEIX PA3MEPOB
OKHa
glutCreateWindow (“My window”) // BuB3yanmsaumMs OKHa Ha BDKPAaHE;
glutDisplayFunc (Display); // perucrpaumsa QyHKUUM PUCOBAHUSA
glutReshapeFunc (Reshape); // perucrpauus OYyHKLUUM IePEPUCOBKU;
glutKeyboardFunc (Keyboard); // perucrpaumusa OyHKUUM pPabOTH C KJIAB.
glutMainLoop (); // UMKJ KOHTPOJIS COOBITUM ¥ BHBOBA (QYHKIIUM



OpenGL
YnpaBneHue npunoxeHuneM: pyHkumn GLUT

= YnpaB/ieHne OKHOM U peakuusi Ha cobbITns OT
YCTPOWCTB BBOAA
= Vvoid glutDisplayFunc(void (*func)(void));
= Vvoid glutReshapeFunc(void (*func)(int width, int height));

1 void)glutKeyboardFunc(void (*func)(unsigned int key, int x,
inty);

1 void) lutMouseFunc(void (*func)(int button, int state, int X,
inty));

= Vvoid glutMotionFunc(void (*func)(int x, int y));

= void glutPostRedisplay(void);
= YnpasneHne (OoHOBbIM NMpoLEeCccoM
= Vvoid glutldleFunc(void (*func)(void));

= 3anyck NporpamMmbl
= Vvoid glutMainLoop(void);



OpenGL
[lpeobpa3oBaHnst KOOpAUHAT

MopenbHoe npeobpa3oBaHME

= N3MEHEHMe NosIoXKeHNs 06beKTa B NpOCTpaHCcTBe. Ecnn He 3aaaHbl
MOJEJIbHbIE TpaHCCIDOpMaLI,VIVI — MOoJ€EJIb HE ABUTAETCA U COXPaAHAET
CBOKO NMNO3NLHNKO, OPUEHTALNO U pa3Mep.

Buaoskle npeobpasoBaHus

= OpMWeHTauus kamepbl. Ecnn BUuaoBoe npeobpasoBaHMe He 33/1aHo,
TO «KaMepa» Mo YMOMYAHMIO HAaXOAMUTCSA B HAYane KOOpAUHAT U
HarnpaB/feHa BOSb OTPULATENIbHOrO HaMpaBEHUS OCH Z.

[1poeKkuma Ha NOCKOCTb KaMepbl
= NMoabop «NMH3» LIEHTpaNbHOW NPOeKLnn

[lepeBoA B CUCTEMY KOOPAMHAT YCTPOUCTBA
= WN3MEeHeHue pa3MepoB OKHa BbiBOAA



OpenGL
[lpeobpa3oBaHnst KOOpAUHAT

X
Y
Z
W
_ _ OBbEKTHEIE
My Ms Mg Myz KOOpAMHATI =
n m m m
0] = 2 Mg Mg My ST
m3 m;.- P’J’Il 1 m1 5 MOAENEHBIX
npeobpas 0B aHWA
| Mg Mg Mo Mg
BuaoBbIE
v KOOpA4 MHaTL!
Ans 3agaHuns pas3nnyHbix Npeobpa3oBaHM 06BEKTOB CLEHbI é
MCNOMb3YKTCA onepaunn Hag MaTpuuamMu pasMepHoCcTn 4x4, MaTpuua
Npy 3TOM pa3nnyaloT MaTpuLbl: BUAOBYHO, MPOEKLNIN N TEKCTYPbI. MPOeKLM
GL_MODELVIEW, GL_PROJECTION, GL_TEXTURE | cormmns
- - M
>glMatrixMode(¢é) — BbIGop MaTpuLbl 4515 paboTbl A enoe
- HOpPManM306 aHHbIE
>glLoadMatrix(*M) — onpeneneHune aneMeHToOB MaTpuLpbl H KOOpAMHATD
YCTROWCTBA
>glLoadIdentity() - ouncTka Tekywen MmaTpuubl Ana 6yaylmx TpaHCﬂﬁgﬂggaW
npe06pa3OBaHvu‘/'| npocraoTpa

OKOHHbIE
>glPushMatrix() — coxpaHeHne MaTpuLbl B CTEK KROpAHHETH I

>glPopMatrix() — BoccTaHOBNEHNE MaTPULbl U3 CTeka



OpenGL
[lpeobpa3oBaHnst KOOpAUHAT

void glTranslate{fd} (TYPE x, TYPE y, TYPE 2);
void glRotate{fd} (TYPE angle, TYPE x, TYPE y, TYPE 2);
void glScale{fd} (TYPE x, TYPE y, TYPE 2);

void gluLookAt (GLdouble eyex, GLdouble eyey, GLdouble eyez,
GLdouble centerx, GLdouble centery, GLdouble centerz,
GLdouble upx, GLdouble upy, GLdouble up2);

y A BbibpaHHas Touka 0630pa 3aAaeTca

apryMeHTamu eyex, eyey n eyez.

T ApryMeHTbl centerx, centery w centerz

i - 3a4aloT Nobyto TOUKY Ha NMnMHUMKM 0630pa,
T ' 06bI4HO B cepeanHe 0603peBaeMoit

1 I CUeHbl. APryMeHTbl UpX, upy vi upz

onpeaensitoT, Kakoe HanpasnieHne

CYUMTaETCs BEPXHMM (MOBOPOT KaMepbl,

no ymonyanutio 0,1,0).

BekTop
BEpXHero
HanpasneHus




OpenGL

[lporpamMmma pucoBaHus Kyba:
NpUMeHeHne TpaHchopMaL i

#include <glut.h>

void init(void) // NHnunanunzaums
{
glClearColor(0.0,0.0,0.0,0.0);
glShadeModel(GL_FLAT);

}

void display(void) //OtobpaxeHune

{
glClear(GL_COLOR_BUFFER_BIT);
glColor3f(1.0,1.0,1.0);

//04ncTUTL MaTpULy
glLoadIdentity();

//BupoBast TpaHchopMauusi(kamepa)
gluLookAt(0.0,0.0,5.0,0.0,0.0,0.0,0.0,1.0,0.0);

//MopenbHas TpaHcdopmauus
glScalef(1.0,2.0,1.0);
glutWireCube(1.0);

glFlush();

//I3MeHeHne pa3MepoB OKHa
void reshape(int w, int h)

{

}

glViewport(0,0,(GLsizei) w, (GLsizei) h);
glMatrixMode(GL_PROJECTION);
glLoadIdentity();
glFrustum(-1.0,1.0,-1.0,1.0,1.5,20.0);
glMatrixMode(GL_MODELVIEW);

int main(int argc, char** argv)

{

glutInit(&argc,argv);
glutInitDisplayMode(GLUT_SINGLE|GLUT_RGB);
glutInitWindowsSize(500,500);
glutInitWindowPosition(100,100);
glutCreateWindow("Transformed Cube");

init();

glutDisplayFunc(display);
glutReshapeFunc(reshape);

glutMainLoop();

return 0O;



OpenGL
[1poeumpoBaHme

void glFrustum (GLdouble /eft, GLdouble right, GLdouble bottom,

GLdouble fop, GLdouble near, GLdouble 7ar); - Cozpaet matpuuy
NepCneKkTUBHOrO NPOELIMPOBAHNS N YMHOXKAET Ha HEE TEKYLLYHO
mMaTpuuy. ObbeM BUANMOCTK 3a4aeTcsa napameTpamu (/eft,
bottom,-near) v (right, top,-near) onpeaensitolMMmM KOOpANHATbI
(X, ¥, 2) NEBOrO HMXXHErO N NPaBOro BEPXHEro yrnoB 6mkHeN
OTCeKatoLen NIOCKOCTU; near v far 3aAatoT ANCTAHLUMIO OT TOYKM
HabnoaeHns 40 6nnmxHEN 1 aanbHEN OTCEKAOLWMX NIIOCKOCTEMN.

void gluPerspective (GLdouble fovy, GLdouble aspect,
GLdouble near, GLdouble 7ar); - CozgaeT matpuuy ans
nMpamMmnabl CMMMETPUYHOIO NEPCNEKTUBHOIO BUAA N YMHOXAET
Ha Hee TeKylLlyto matpuuy. MNapameTp fovy 3agaeT yron
BM3YyaNibHOro OXBaTa B MMOCKOCTU yz. MapameTp aspect -
OTHOLLUEHWME LWMPUHbI NpaMuapbl K ee BbicoTe. MapameTpbl near
N far npeacTaBnaioT AUCTaHUMM OT TOYKM HabnoaeHns ao
6MXKHEN U AaNbHEN NOCKOCTEN OTCeYEeHUS BAO/b
OTPULIATENBHOIO HanpaBiEHUS OCU Z.

BEPXHAS
rpaHuua

nesas
rpaHvua

npasas
rpammua

(T HUKHAA

Nty v
KOCTH
Gﬂv\%ﬂﬂs\ nnoc a B -’m-mf'
)l ﬂa"br‘jf‘.ﬂ___--______
4’-—————--———

yron
BU3yanLHOro
oxearta

W
' OTHOWEeHWe =

h

7 noc croCTe. 7
A
nansHf ==



OpenGL e
[1poeumpoBaHme sy

T~

Danbrsas
rpasuua
//

Mpagas

KTtouke L~ rpanuua

HabniogeHns

o

void glOrtho (GLdouble /eft, GLdouble right, GLdouble ‘fg::‘::: Hxeisn
bottom, GLdouble fop, GLdouble near, GLdouble 7ar); fpakula

void gluOrtho2D (GLdouble /eft, GLdouble right,
GLdouble bottom, GLdouble top);

void glViewport (GLint x, GLint y, GLint width, GLint height); - 3apaeT NpsaMoyrofibHUK NUKCENen B
OKHe, B KOTOPbIN ByaeT nepeHeceHo duHanbHoe n3obpaxxeHne. MNMapameTpsl (X)) 3aAat0T HUXKHWUA
NEBbI Yron nopTa NpocMoTpa, NapaMeTpbl width n height — pa3mep NnpsiMOYrofibHWKa nopTa
npocMoTpa. Mo yMOnYaHUIO NEBbIA HUXHUIA Yron nopTa NPOCMOTPa HAXOAUTCS B JIEBOM HUXKHEM
yrny OKHa, a ero pasmep coBnagaeT C pa3MepaMmmn OKHa.

Crek B1aoBbIX
marpuu

2 Crek NpoeKUMOHHBIX
(32 maTpuubl 4x4) :I

marpuyy
(2 maTpuubl 4x4)




ObopoT (aeHb)

OpenGL 4/'
NMpumMep nporpamMmbl .

BuTok (ron)

#include <glut.h>
int year=0, day=0; //Peakuust Ha KnaBuaTypy

void keyboard(unsigned char key,int x, int y)
void init(void) //VHnunanuzaums

switch(key)
glClearColor(0.0,0.0,0.0,0.0); glShadeModel(GL_FLAT); {
} case 'd":
day=(day+10)%360;
void reshape(int w, int h) //M3meHeHne pa3mepoB okHa glutPostRedisplay();
{ break;
glViewport(0,0,(GLsizei) w, (GLsizei) h); case 'D":
glMatrixMode(GL_PROJECTION); glLoadIdentity(); day=(day-10)%360;
gluPerspective(60.0,(GLfloat) w/ (GLfloat) h,1.0,20.0); glutPostRedisplay();
glMatrixMode(GL_MODELVIEW); break;
glLoadIdentity(); gluLookAt(0.0,0.0,5.0,0.0,0.0,0.0,0.0,1.0,0.0); case 'y":
¥ year=(year+5)%360;
glutPostRedisplay();
void display(void) //OTobpaxeHune break;
{ case 'Y"
glClear(GL_COLOR_BUFFER_BIT); glColor3f(1.0,1.0,1.0); glPushMatrix(); year=(year-5)%360;
glutPostRedisplay();
//Pucyem conHue break;
glutWireSphere(1.0,20,16); glRotatef((Glfloat)year,0.0,1.0,0.0); default:
glTranslatef(2.0,0.0,0.0); glRotatef((GLfloat)day,0.0,1.0,0.0); break;
by
//Pucyem nnaHety }

glutWireSphere(0.2,10,8); glPopMatrix(); glutSwapBuffers();



A3bik OpenGL
Moaenb oCBeLleHUs

Ecnu MexaHu3M pacyéTa OCBELLEHHOCTM HEe BKJTHOUEH, TEKYLUMIA LIBET aCCOLMMUPYETCS C LIBETOM TEKYLLEN
BEPLUMHbBI, N HE NMPOU3BOANTCS HUKAKNX BbIYUCIIEHWNIA, KaCatoOLWMXCS HOPManen, UCTOYHUKOB CBETa,
MOZENN OCBELLEHNS U CBOMUCTB MaTepuarna. PacueT ocBelLeHHOCTU cneayeT BKIUYNTb KOMaHAoM:
glEnable(GL_LIGHTING);

void glLightModel{if} (GLenum pname, TYPE param);

MmeHa napameTpoB 3HauyeHus no ymonyaHuro CMmbicn

GL_LIGHT_MODEL_AMBIENT (0.2,0.2,0.2,1.0) RGBA WMHTEHCUBHOCTb BCEWN CLIEHDI

Crnocob BbIYMUCIEHMUS YrnoB 3€pKaJ/ibHOro

GL_LIGHT_MODEL_LOCAL_VIEWER 0.0 nnu GL_FALSE
OTpaXXeHust

BbI6Op Mexay OAHOCTOPOHHUM U

GL_LIGHT_MODEL_TWO_SIDE 0.0 unn GL_FALSE
ABYXCTOPOHHWUM OCBELLEHNEM

GL_LIGHT MODEL_COLOR_CONTROL GL_SINGLE_COLOR BBIMMCNIAETCA NN 3EPKaTbHbIM LIBET

0OTAENbHO OT (POHOBOroO U ANMPEPY3HOro
JlokanbHas Touka HabnoaeHUs NO3BONAET NosyyYaTb 6051ee peanucTUUHbIN pesynbTaT No pacyeTy
OCBELLEHNSA, HO, MOCKO/bKY [0/MKHbI 6bITb paCCUUTaHbI HANPABIEHNA MEXIY HEWN U KaXKA0N BEPLUMHON,
cpefHee 6bICTPOAENCTBUE NPUNOXKEHUSA MOXKET 3HAUYUTENBHO CHU3UTBLCS.



A3bik OpenGL
NCTOYHMKN CBeTa

GL_LIGHTO, GL_LIGHT], ..., GL_LIGHT7

void glLight{if}v (GLenum /ight, GLenum pname, TYPE * param);

UmeHa napameTpoB
GL_AMBIENT

GL_DIFFUSE

GL_SPECULAR

GL_POSITION
GL_SPOT_DIRECTION
GL_SPOT_EXPONENT
GL_SPOT_CUTOFF
GL_CONSTANT_ATTENUATION
GL_LINEAR_ATTENUATION
GL_QUADRATIC_ATTENUATION

3HayeHuUs No YMOJTYaHUIO
(0.0,0.0,0.0,1.0)

(1.0,1.0,1.0,1.0)
nn
(0.0,0.0,0.0,1.0)

(1.0,1.0,1.0,1.0)
nnn
(0.0,0.0,0.0,1.0)
(0.0,0.0,1.0,0.0)
(0.0,0.0,-1.0)
0.0

180.0

1.0

0.0

0.0

CMbiCcn
NHTEeHCMBHOCTL (hOHOBOMO CBETA

NHTeHcMBHOCTL Anddy3HOro ceeta (3Ha4eHue no
yMonuaHuio ans 0-ro UCTOYHMKA - 6enbli CBET, ANns
OCTabHbIX - YEPHbII)

MHTEHCMBHOCTb 3epKanbHOro cBeTa (3Ha4yeHne no
ymonuaHuto ans 0-ro CToYHMKa - 6enbiin CBET, ANns
OCTasbHbIX - YEPHbII)

MonoxeHne nctouHmka ceeta (x,y,z,w)
HanpasneHue ceeTa npoxektopa (X,Y,z)
KoHUeHTpauns cBETOBOrO Jslyya
Yrnosas LivMpuHa CBETOBOIO Niyya
MocTosiHHBIN hakTop ocnabneHust
JInHenHbIN hakTop ocnabneHuns
KBagpaTuyHbin hakTop ocnabneHus

Kaxkabl MCTOYHMK CBETA HY>XXHO BKIOUMUTb KOMaHaou glEnable(é)



A3bik OpenGL
[lpnMep co3aaHnsa NCTOYHUKA CBETA

void init (void)

{

// oAHOMEpHble MaccMBbl apryMeHToB ana dyHkummn giLightModelw glLight

GLfloat light_ambient[] = { 0.3, 0.3, 0.3, 1.0 }; // UBET 1 MHTEHCMBHOCTb (HOHOBOW MOACBETKM
GLfloat light_diffuse[] = { 1.0, 1.0, 1.0, 1.0 }; // UBeT U MHTEHCUBHOCTb ANMDY3HOro OCBELLEHMS
GLfloat light_specular[] = { 1.0, 1.0, 1.0, 1.0 }; // uBeT nNpun 3epkasibHOM OTpPaXkKeHUn OT 0bbeKkTa
GLfloat light_position[] = { 1.0, 1.0, 1.0, 0.0 }; // nonoxeHwne NCTOYHMKA

glLightModelfv(GL_LIGHT_MODEL_AMBIENT, light_ambient); // BkntoueHne hOHOBOro oceeLLleHns
// ycTaHaBnMBaeM napameTpbl 4519 OAHOM0 UCTOYHMKA CBEeTa

glLightfv (GL_LIGHTO, GL_AMBIENT, light_ambient);

glLightfv (GL_LIGHTO, GL_DIFFUSE, light_diffuse);

glLightfv (GL_LIGHTO, GL_SPECULAR, light_specular);

glLightfv (GL_LIGHTO, GL_POSITION, light_position);

glEnable (GL_LIGHTING); //Bknto4eHne pacyéToB OCBELLEHHOCTH
glEnable (GL_LIGHTO); //BkntoveHne NCTOYHNKA CBEeTa



A3bik OpenGL
BTOpOW MCTOYHMK CBETa

Glfloat light_ambient[]={0.2,0.2,0.2,1.0};
GLfloat light_diffuse[]={1.0,1.0,1.0,1.0};
GLfloat light_specular[]={1.0,1.0,1.0,1.0};
GLfloat light_position[]={-2.0,2.0,1.0,1.0};
GLfloat spot_direction[]={-1.0,-1.0,0.0};

glLightfv(GL_LIGHT1,GL_AMBIENT, light_ambient);
glLightfv(GL_LIGHT1,GL_DIFFUSE, light_diffuse);
glLightfv(GL_LIGHT1,GL_SPECULAR, light_specular);
glLightfv(GL_LIGHT1,GL_POSITION, light_position);
glLightf(GL_LIGHT1,GL_CONSTANT ATTENUATION, 1.5);
glLightf(GL_LIGHT1,GL_LINEAR_ATTENUATION, 0.5);
glLightf(GL_LIGHT1,GL_QUADRATIC_ATTENUATION, 0.2);
glLightf(GL_LIGHT1,GL_SPOT CUTOFF, 45.0);
glLightfv(GL_LIGHT1,GL_SPOT_DIRECTION, spot_direction);
glLightf(GL_LIGHT1,GL_SPOT_EXPONENT, 2.0);

glEnable(GL_LIGHT1);



A3bIk OpenGL
[lepekitoueHne pexnma
pacyéTta LBeTa rpaHeu

glClearColor(0.0,0.0,0.0,0.0);
glShadeModel(GL_SMOOTH);

GLfloat Imodel_ambient[]={1.0,1.0,1.0,1.0};
glLightModelfv(GL_LIGHT_MODEL_AMBIENT, Imodel_ambient);

glLightModeli(GL_LIGHT_MODEL_TWO_SIDE, GL_TRUE);

glEnable(GL_LIGHTING); — —
glEnable(GL_LIGHTO);

glEnable(GL_NORMALIZE);
glEnable(GL_DEPTH_TEST);
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL);

gIDisable(GL_LIGHTING);

glEnable(GL_COLOR_MATERIAL);
glColorMaterial(GL_FRONT, GL_DIFFUSE);
glColor3f(0.9,0.0,0.2);

gIDisable(GL_COLOR_MATERIAL);



A3bik OpenGL D @ G QD
CBOMCTBa MaTEPUAJIOB < G € €&

[N KOppeKTHOro pacyéta OCBEeLEHHOCTM HE0bX0AMMO MUCMO/b30BaTb €ANHUYHbIE
HOpPMasu K NoBepxXHOCTSAM (BepLUMHaM), 04HAKO Npeobpa3oBaHNs KOOPANHAT U3MEHSIOT
MOAYNWN ANIMHBI HOpManen. [1ns aBTOMaTUYECKOM KOpPEKLUUN ANMH HOPManeun cneayet
BK/IIOUYNTb MEXaHW3M HopManusauun komaHaon glEnable(GL_NORMALIZE).

void glMaterial{if}v(GLenum face, GLenum pname, TYPE * param);

MMeHa napaMeTpoB 3HauyeHusa no ymonyaHmo Cmbicn

GL_AMBIENT (0.2,0.2,0.2,1.0) (OHOBBLIV LIBET MaTepuana

GL_DIFFUSE (0.8,0.8,0.8,1.0) anddy3HbIA LUBET MaTepvana
GL_AMBIENT_AND_DIFFUSE oHOBbIV 1 AU DY3HbIN LBET MaTepuana
GL_SPECULAR (0.0,0.0,0.0,1.0) LiIBET MaTepuana Ha OTpa)keHue
GL_SHININESS 0.0 nokasaTteslb 3epKasibHOro OTPaXXeHUs
GL_EMISSION (0.0,0.0,0.0,1.0) CaMOCBeYeHne MaTepuana
GL_COLOR_INDEXES 0,1,1) NHAEKCbl POHOBOro, AN dY3HOro 1

3€PKaJ/IbHOIro LBETOB



A3bik OpenGL
[lpnMep co3aaHnsa MaTtepuana onsa obbekTa CLeHb!

// OAHOMEpHbIE MAacCMBbI apryMEHTOB ANS ONpeaeneHns CBOMCTB MaTtepuana

float mat1_dif[]={0.2f,0.9f,0.0f}; // useT anddy3HOro oTpakeHms rnpu OCBELLEHNM

float matl_amb[]= {0.2f,0.2f,0.5f}; // paccesiHHbIN cBET MaTepuana (LIBET B TEHN)

float matl_spec[]={0.6f,0.1f,0.6f}; // uBeT npu oTparkeHnn (NSTHO OT UCTOYHMKA CBETA)
float matl_shininess=0.9f*128; // cteneHb 3epkanbHocT Matepunana (o1 0 go 128)

void display (void)
{

glPushMatrix (); //coxpaHsiem MaTpuuy npeobpasoBaHun

// 3apaHve napamMeTpoB TeKyLLlero Matepuana

glMaterialfv (GL_FRONT,GL_AMBIENT,mat1_amb);

glMaterialfv (GL_FRONT,GL_DIFFUSE,mat1_dif);

glMaterialfv (GL_FRONT,GL_SPECULAR,mat1_spec);

glMaterialf (GL_FRONT,GL_SHININESS, mat1_shininess);

glutSolidIcosahedron(); //06bekT, KOTOPOMY aBTOMAaTUYECKN HAa3HAYaETCS TEKYLUMIA MaTepuarn
glPopMatrix (); //BoccTaHaBnMBaeM MaTpuuy npeobpa3oBaHnii



A3bik OpenGL
TekcTypupoBaHue

= CymnTbiBaHMe rpadunyecknx AaHHbIX M3 danna (dpopmata BMP nnn DIB)
yaobHee Bcero npoBoanTb € noMouwbio pyHkunn auxDIBImageload
(filename). B kauecTBe pe3ynbTaTa PyHKUMS BO3BPALLAET yKa3aTeNb
Ha 06nacTb NaMATK, FAe XPaHSATCS npeobpa3oBaHHbIe AAHHbIE.

= int gluScaleImage (GLenum format, GLint widthin, GLint heightin,
GLenum &ypein, const *agatain, GLint widthout, GLint heightout,
GLenum fypeout, void * dataout) — macluTabupyeTt naobpaxkeHusl,
MCMO/b3Yys YCTAHOB/IEHHbIN PEXUM XPaHEHUS NMUKCENeN ans
PacnakoBKM AaHHbIX U3 gatain. B kayecTBe 3Ha4YeHUs napameTpa
format 06bI4HO ncnonb3lyeTtcs KoHCTaHTa GL_RGBA, onpeaensiowas
dopmaT XpaHeHns1 HPOPMaLUW.

= Vvoid glTexCoord[1 2 3 4][sifd] (type coord)
= Vvoid glTexGen{ifd} (GLenum coord, GLenum pname, TYPE param);

= Vvoid gluQuadricTexture (GLUquadricObj* guadObject, GLboolean
textureCoords)



A3bik OpenGL
TekcTypupoBaHue

void Texturelnit()

{

char strFile[]="texture.bmp";
//--BripaBHuBaHue B *.bmp 1o Oaiity )
glPixelStorei(GL_UNPACK_ALIGNMENT,1); #include <GL\glut.h>
[[--Co3nanve uaeHTH(GUKATOPA IS TEKCTYPhI #!ndUde <Gl\glaux.h>
glGenTextures(1,&TexId); #include <math.h>
/[--3arpy3ka n3o00pakeHus B IaMsITh #define TETR_LIST 1
AUX_RGBImageRec *pImage = auxDIBImageload(strFile); o _
int BmpWidth = pImage->sizeX; GLUquadricObj* QuadrOby;
int BmpHeight = pImage->sizeY; GLuint TexId;

void* BmpBits = pImage->data;

//--Hadaso onucaHusi CBOMCTB TEKCTYPhI

glBindTexture (GL_TEXTURE_2D,TexId);

/[--Co3nanue ypoBHEH JeTalN3al[MKd B HHUIHATU3AIHS TEKCTYPhI
gluBuild2DMipmaps(GL_TEXTURE_2D,3,BmpWidth, BmpHeight,

GL_RGB,GL_UNSIGNED_BYTE,BmpBits);

//--Pa3penieHue HaNIOKEeHUS ITOM TEKCTYphbl Ha quadric-00bEeKThI

gluQuadricTexture(QuadrObj, GL_TRUE);
//--TToBTOp M300paKEHHUS IO TAPAMETPHUESCKIM OCSIM S U t

glTexParameteri (GL_TEXTURE_2D,GL_TEXTURE_WRAP_S,GL_REPEAT);

glTexParameteri (GL_TEXTURE_2D,GL_TEXTURE_WRAP_T,GL_REPEAT);

//--He ucmonp30BaTh HHTEPIIOALMIO IIPH BEIOOPE TOYKK Ha TEKCTYpPE

glTexParameteri (GL_TEXTURE_2D,GL_TEXTURE_MIN_FILTER,GL_NEAREST);

glTexParameteri (GL_TEXTURE_2D,GL_TEXTURE_MAG_FILTER,GL_NEAREST);

/[--CoBmeriath TEKCTypy ¥ Marepuai 00beKTa

glTexEnvi (GL_TEXTURE_ENV,GL_TEXTURE_ENV_MODE,GL_MODULATE);
}



A3bik OpenGL
[lpuMep co3aaHMsa MaTepuana C TEKCTYpoun

// OAHOMEpPHbIE MacCUBbI aPryMEHTOB A1 ONpeaeneHns CBOMCTB MaTepuana

float mat1_dif[]={0.2f,0.9f,0.0f}; // useT anddy3HOro oTpakeHms rnpu OCBELLEHNM

float matl_amb[]= {0.2f,0.2f,0.5f}; // paccesiHHbIN cBET MaTepuana (LIBET B TEHN)

float matl_spec[]={0.6f,0.1f,0.6f}; // uBeT npu oTparkeHnn (NSTHO OT UCTOYHMKA CBETA)
float matl_shininess=0.9f*128; // cteneHb 3epkanbHoCTK MaTepuana (ot 0 go 128)

void display (void)
{

glPushMatrix ();

glMaterialfv (GL_FRONT,GL_AMBIENT,mat1_amb);
glMaterialfv (GL_FRONT,GL_DIFFUSE,mat1_dif);
glMaterialfv (GL_FRONT,GL_SPECULAR,mat1_spec);
glMaterialf (GL_FRONT,GL_SHININESS, matl_shininess);
glEnable(GL_TEXTURE_2D);

gluSphere (QuadrObj, 0.5, 25, 25);
glDisable(GL_TEXTURE_2D);

glPopMatrix ();



