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TPUKYTHUK

Y MUHynomy ypoui My Taku nogyxanm BigkpuTTa BikHa | NpUMITUBHE BBEAEHHS KopucTyBaya. Y
LbOMY Yypoui M1 po3bepemo BCi a3n BUBEOEHHS BEPLUMH HA €KpaH i CKOPUCTAEMOCS BCiMa

moxnusoctammn OpenGL, sk VAO, VBO, EBO gnsa Toro, o6 BMBECTU napy TPUKYTHUKIB.

B OpenGL Bce 3HaxoaunTbea B 3D npocTopi, ane npu ubOMy eKpaH i BiKHO - ue 2D maTtpuus 3
nikcenis. Tomy Ginblua yactmHa pobotn OpenGL — ue nepetBopeHHst 3D koopauHat Ha 2D
npocTip Ans BigodpaxeHHs Ha ekpaHi. MNpouec nepetBopeHHst 3D koopauHaTt Ha 2D koopauHaTu
ynpaenseTbed rpadiyHmm koHBeepom OpenGL. MpachivyHMM KOHBeEP MOXHA PO3ifINTU Ha 2
BeJIUKi YacTUHMU: nepLua YactmHa nepetsoptoe 3D koopanHatu Ha 2D koopanHaTh, a apyra

yacTuHa nepetBoptoe 2D koopaMHaTU Ha KONbOPOBI MiKceni.

Y uboMmy ypoui My aetanbHO 06roBopnmo rpadivyHnn KOHBEEP i Te, IK MU MOXEMO NOro

BUKOpPUCTOBYBATU B NMJIHOC AJ1A4 CTBOPEHHA KPpAaCUBUX nikceni..

€ pisHuua Mk 2D koopanHatamu Ta nikcenem. 2D koopauHaTta — Lie AyXe TOYHE YABMEeHHS TOYKU B

2D npocTtopi, Toai gk 2D nikcenb — ue 3paskoBe po3TallyBaHHS B MEXax BaLlOro ekpaHa/BikHa.

IpadhiuHnn KoHBeep Npumae Habip 3D koopanHaTt i nepeTBoptoe iX Ha konbopoBi 2D nikceni Ha
ekpaHi. Llen rpaiyHni KOHTENHEP MOXHa PO34iINMTY Ha Kiflbka eTaniB, e KOXEH eTan BuMmarae Ha
BXig pesyneraty pob6otun MuHynoro. Bei ui eTanu Bkpan crnewiani3oBaHi i MOXyTb Nerko
BMKOHYBaTUCA NapanenbHo. Yepes ixHio napanensHy npupoay 6inbLwicte cyvyacHux GPU matoTb
TUCAYI ManeHbKNX Npouecopis Ans WBMAKOI 06pobku AaHmnx rpadpivyHOro KOHBeEpa 3a 4OMOMOrOH
3anycKy BENUKOI KiNbKOCTI MarneHbKUX nporpamM Ha KoxXHOMy eTani koHBeepa. Ui ManeHbKi

nporpamu Ha3uMBalTb Wengepamu.

Jesiki 3 unx Wwengepis MOXyTb HaNalTOBYBAaTUCh PO3POOHMKOM, LLIO A03BOMSE HAM NUcaTn BNacHi
wenaepu ansa 3aMmiHm ctaHgapTHux. Lle nae Ham Habarato Ginblue MOXIMBOCTEN TOHKOrO
HaCTPOKBaHHSA cneundivyHMX MicLb KOHBEEPA, | came Yepes Te, Lo BOHM npautooTb Ha GPU,
[03BONsie Ham 36eperTu npouecopHui Yac. Wengepu nuwyTtbea Ha OpenGL Shading Language

(GLSL) i My 6inble 3arnmbumMocs 4o HbOro y HaCTynHOMY YpOLli.



Ha 300pakeHHi Hmk4e MoxxHa nobaymTu BCi eTanm rpadiyHoro koHBeepa. CUHI YaCTUHM ONMUCYIOTb

eTanu, ansa aKkMx MM MOXemo creumndikyBaTu BnacHi lwengepu.
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Ak BM 6auunTe, rpadiuyHMN KOHBEEP MICTUTb BEJIUKY KiNbKiCTb CEeKLiN, KOXXHa 3 AKX
06pobnsic NneBHy YacCTUHY NepeTBOPEHHS BaluMX BEPLUMHHUX AAHUX Y NOBHICTIO
BiagpeHAaepeHUU nikcesnb. Mn KOPOTKO MOSACHUMO KOXHY YaCTUHY CMpPOLEHUM
cnocobom, Wwob aaTm rapHe ysiBlieHHsS NPO Te, sIK NpaLoe KOHBEEP.

AK BXigHi aaHi ana rpadivyHOro KOHBeeEpa MU NepesaemMo CrUCOK i3 TPbOoX
3D-koopAUuHaT, AKi MaloTb YTBOPHOBAaTU TPUKYTHUK Y MacuUBi, AKUA Ha3MBAaETbCA
BepumHHi paHi; ui faHi BepwunH € HA60pPOM BeplUMH. A BepLuMHa ue Habip aaHux
ana 3D koopauHart. [laHi wiel BepwmMHU npeacTaBneHi 3a 4ONOMOror aTpmoyTiB
BepPLUMHU SKi MOXYTb MICTUTU OyAb-AKi AaHi, AKi MM Xo4emo, ane AnNA NPOCTOTU
haBanTe NpUNycTUMO, L0 KOXXHa BepluMHa cknagaeTbes nuuwe 3 3D-no3uuii Ta
OEeAKOro 3Ha4eHHSA KOnbopy.

Onsa Toro, wo6 OpenGL 3HaB, Wo pobuTK 3 BalLOK KOMEKUIE KOOPAUHAT i
3Ha4veHb KonbopiB, OpenGL Bumarae Big Bac nigkasku, siki TMnu Bisyanisauii
BU XOo4YeTe CTBOPUTU 3 AaHUMU. Yu xouemMo MM, WOO AaHi BigTBOpOBanucs sk
Habip TO4YOK, Habip TPUKYTHUKIB Y1, MOXITMBO, NPOCTO oaAHa aoBra niHia? Ti
nigKa3ku Ha3MBaKTbCA NpuMiTUBamMu i HagaroTbesa OpenGL nig Yac BUKNUKY
OyAb-AKOI 3 KOMaHA MantoBaHHSA. [leski 3 uMX Nigkasok

€GL_POINTS, GL_TRIANGLES i GL_LINE_ STRIP.



MNMepla yacTMHa KOHBeEEpPa - Le BEPLUMHHUNA WWenaep Wo NnpMrumMac Ha BXig ogHy
BepwunHy. OCHOBHOIO METOHO BEpPLUMHHOrO Wenaepa € nepetBopeHHA 3D-koopanHat
y pi3Hi 3D-koopaAuHaTK (AOKNaAHiwe Npo ue Ni3Hiwe), BepWUHHUNA Wengep
[O03BONIAA€E BUKOHYBaTU 6a30BYy 0OpOOKY aTpubyTiB BEpPLUUNH.

Buxig etany BepLIMHHOrO Wenaepa nepenacTbCca B lWengep reomeTpii.
FeomeTpuyHUMN Wenaep NpuUNMac siK BXiAHi AaHi KONeKuilo BepLUUH, SIKi yTBOPHOKOTb
NPUMITUB, | Ma€ MOXNUBICTb reHepyBaTH iHWI dirypu, BUNycKaroum HOBi BepLUNHU
ans popMyBaHHA HoBoOro (abo iHworo) npumiTuBY(iB). Y LLbOMy npuknagi BiH
reHepye Apyrun TPUKYTHUK i3 3agaHol chopmMu.

CknagaHHAa NpMMiTUBIB Le eTan AKM1M NpUUMac K BXigHi faHi Bci BepwunHu (a6o
BEPLUMNHY, AKLWO 06paHo GL_POINTS) 3 BepLIMHHOro (abo reoMeTpu4HOro) Wwenaepa,
AKnn popmMye oamH abo GinbLie NPUMITUBIB | 30Mpae BCi TOUYKN Y HaaHIn
NPUMITUBHIN ¢popMi; B JaHOMY BUNAAKy TPUKYTHUK.

Buxig reomeTpuyHoOro wengepa notiMm nepenacTbCA Ha eTan pactepu3adii ae BiH
BiaoOpaxae oTpumaHi NpMMIiTMBM Ha BignoBiAHI nikceni Ha piHanbLHOMY eKpaHi, y
pe3ynbTaTti Horo yTBOpHOKTLCA hparMeHTU A5 BUKOPUCTaHHA (hparMeHTHUM
wenaepom. MNMepen 3anyckom chparMeHTHUX WenaepiB BUKOHYETLCA obpi3ka.
BigocikaHHA Bigkuaae BCi pparmMeHTH, AKi 3HaXoAATLCA No3a BallMM NnosiemM 30py,
nNigBULLY YU NMPOAYKTUBHICTD.

®parmeHT B OpenGL — ue Bci AaHi, HeobxigHi OpenGL ansa Bisyanisauii
OAHOrO nikcens.

OcHOBHe Npu3HayYeHHA pparmMeHTHOro wenaepa ue o64NCrneHHs OCTaTOYHOro
KONMbOpy Nikcens, i 3a3Bu4yau Le ctafif, Ha AKin BiadyBaloTbCA BCi AoAaTKOBI
ecdektn OpenGL. 3a3Buyan cpparmeHTHUN Wenaep MicTUTb AaHi npo 3D-cueHy, AKi
BiH MOXXe€ BUKOPUCTOBYBAaTU AN pO3paxyHKYy OCTaTOYHOro Konbopy nikcens
(Hanpuknapg, cBiTna, TiHi, Konip cBiTNa Towo).

Micna BU3Ha4YeHHA BCiX BiAnoBiAHNX 3Ha4YeHb KOJNbOPiB OCTaTOYHUN 00’€KT npounae
e OAMH eTarn, AKUA MU Ha3MBaEMO anbda-TecT i eTan 3amilwyBaHHA. Ha ubomy eTani
nepeBipAETbLCA BianoBiAHe 3Ha4YeHHs rMubuHum (i TpacbapeTy) bparmeHTa (Mu
nepenaemMo A0 HUX Ni3Hiwe) i BUKOPUCTOBYE iX, LWOO nepeBipuTH, Y1 OTPUMAHUN
¢hparmeHT 3HaxXoaUTLCSA Nonepeay 4Yu nosafy iHWux o6’eKTiB i YK noro cnig
BiagNOBiAHO BiAKMHYTU. CLeHa TaKoX nepeBips€ HasABHICTb anbda 3Ha4YeHHS
(anbda-3Ha4YeHHA BM3HA4YalOTb HENPO30pPICTb 06’EKTA) i 3MiLLIy€E KONbopuU
BignoBigHO. TaKUM YMHOM, HaBITb AKLWO BUXiAHUW KONip NiKcena o64NCNIOETLCA Y
c¢hoparmeHTHOMY LWIenaepi, OCTaTOMHMUM KOJip nikcens Bce O4HO MOXe OyTU YMMOCH
30BCiM iHWIKMM nif Yac Bisyani3auii KilbKOX TPUKYTHUKIB.

Ak 6aumnTe, rpaciyHUN KOHBEEP € AOCUTbL CKITaAHUM i MiCTUTbL GaraTo
HacTporBaHuX YacTuH. OgHaK manxe y BCiX BUNnagKkax Ham goBeaeTbCs nNpawuroBaTu
nuvwie 3 BepLKUHHUM i hparmMeHTHUM wenaepom. leomeTpruyHun wengep



HeoOOB’A3KOBUM | 3a3BMYaN 3aNIMILIAETLCA CTaHAAPTHUM WenaepoM. ICHye Takox
eTan Mo3aiky Ta LUK 3BOPOTHOro 3B’A3KY NepeTBOPEHHS, siKi MU TyT He 306pa3unu,
ane npo ue nisHiwe.

Y cyyacHomy OpenGL Heo6XxiagHO BU3HAYMTU NPUHANMHI BTaCHUWN BEPLUMHHUM i
¢dparmeHTHUN wenaep (y rpacdivyHOMy npoLecopi Hemae BepLIMHHUX/(pparMeHTHUX
lwenaepiB 3a 3aMOBYYBaHHAM). 3 L€l NPUYMHU YaCTO JOCUTL BaXKKO noyaTu
BuB4YaTn cydyacHmn OpenGL, ockinbku ansa Toro, Wob6 BiAao6pa3uTu cBiN nepumnmn
TPUKYTHUK, NOTPiOHi 6araTo 3HaHb.

NMepepaya BepLUUH

LLlo6 noyaTtu wocb manoBaTh, MU NOBUHHI cnovyaTky Hagatn OpenGL gesiki BxigHi
AaHi BepwuH. OpenGL — ue GibnioTeka TpuBuUMipHOI rpadiku, Tomy BCi
KoopAauHaTu, ki Mm BKasyemo B OpenGL, € TpuBumMipHumMu (X, y and z koopauHarta).
OpenGL He npocTo nepetBoptoe Bawi 3D-koopanHaTu o 2D-nikceniB Ha eKpaHi;
OpenGL o6pobnsie 3D-koopanHaTK nuile TOAi, KON BOHU 3HaXOAATLCA B NEBHOMY
Aiana3oHi Mmixk HUMn -1.0i 1.0 no Bcix 3 ocax (X, y and z). Yci koopauHaT B Mexax
LbOro NMPOMiXKYy Ha3uBalOTbLCA HOpMarnizoBaHi KoopAMHaTU NPUCTPOLO ,iX Byae
BUAHO Ha BallOMy eKpaHi (a BCi KoopauHaTh 3a MeXaMu LbOoro perioHy He byae).

Ockinbkn mun xo4yemo BigobpasnTn oaguH TPUKYTHUK, MU XO4EMO BKa3aTu 3ararniom
TPY BEpPLUNHU, KOXKHA 3 IKWX MAa€E TPMBUMIipPHY no3uuito. Mu BU3Ha4Yaemo ix y
HopMarsi3oBaHUX KoopauHaTtax npucTtpoto (Buamma obnactb OpenGL) y GLfloat
MacwuBsi:

GLfloat vertices[] = {
-0.5€, -0.5f, 0.0f,
0.5£, -0.5£, 0.0f,
0.0£, O0.5f, 0.0f

Ockinbkn OpenGL npautoe B 3D-npocTopi, a My Bisyanisayemo 2D-TpUKYTHUK, KOXHa
BepLUMHA AAKOro Ma€ Z koopauHaTte 0.0. TakuM YMHOM 2/1ubuUHa TPUKYTHUKA
3aNULIAETbCs TaKOK CaMolo, WO POOUTL MOro cxoXxum Ha 2D.

HopmanisoBaHi koopauHaTtu npuctpotro (NDC)

Micna Toro, AK KOOpAUHATU BEPLUUHU OOPOOMEHi y BepLUMHHOMY Wenaepi,
BOHU MaloTb OyTU B HOpmanisoBaHi koopauHaTu npuctpotro (NDC) ue



HeBeNnuUKUN NPOCTIp, AeX, Yy Ta z nexaTb Yy NPOMiXKy Big -1.0 no 1.0. Byab-aki
KOOpAUHATHU, SIKi BUXOAATb 3a MeXi Liboro giana3oHy, oyayTb
BiaxuneHi/obpisaHi Ta He BigobpaxaTuMyTbCs Ha eKpaHi. Huxx4ye B moxerte
noGa4ynTn TPUKYTHUK, IKUM MU BKa3anum B HOpManizoBaHMX KoopauHaTax
NPUCTPOIO:
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Ha BigMiHy Bia 3BMYanHUX eKpaHHUX KOOpAUHAT, AoAaTHa Bicb opauHaT
BKa3ye Bropy Ta(0,0) koopaMHaTU 3HaXoAATbLCA B LIeHTPi rpacpika, a He Bropi
niBopyd. 3pewiTor0 BU HEOOXiAHO, abm yci (NnepeTBOpEHi) KOOpAUHATH
ONMUHUIINCSA B LIbOMY MPOCTOPi KOOPAUHAT, iHaKLie BOHU He OyayTb BUAUMI.

Hani, koopanHatn NDC 6yae nepeTBOpeHO Ha KOoopAUHATU eKpaHHOro
NpocTopy Yepes nepeTBOpeHHA BikHa nepernsaay Viewport BUKOpUCTOBYHOUM
HagAaHi BaMu AaHi glViewport. OTpMMaHi KOoopAaMHaTN eKpaHHOro NPOCTopy
NoTiM NepeTBOPOTLCA Ha (hparMeHTH i € BXiGHUMN AaHUMMK OANSA BALIOro
wenpepa chparmeHTiB.

Micna BU3Ha4YeHHA BepLIMHHUX AaHUX NOTPIOHO NnepeaaTy B nepLimMm eTan
rpacpiyHOro KOHBeepa: y BepwMHHUM Wwengep. Lle pobutbca Takum YMHOM:
Buainsaemo nam'ati Ha GPU, kyau Mu 36epexemMo Halli BepLIMHHI AaHi, BKaXXeMo
OpenGL sik BiH NOBUHEH iHTepnpeTyBaTu nepeaaHi nomy aaHi Ta nepegamo GPU
KiNbKicTb NnepegaHux Hamu gaHux. MoTtim BepwmMHHUA Wengep o6poouTbL B nam’ATi
TaKy KiNnbKiCTb BEPLUUH, AKY MU NOMY NOBIAOMUNN.

Mu kepyemo uieto nam'aATTIO Yepes, Tak 3BaHi, 06'ekTn BeplunHHoro 6ydepa (VBO),
AKi MOXYTb 30epirati Benuky Kinbkictb BepwuH B nam'ati GPU. lNepeBara
BUKOPUCTaHHSA Takux o6'ekTiB Oycepa, WO MM MOXEeMO HaacunaTu y BiaeokapTy
BeNUKy KinbKicTb HabopiB AaHUX 3a oauH pa3, 6e3 HeoOXiaHOCTI BignpaBNATH No
OfHiN BepwwuHi 3a pa3. BianpaBneHHa gaHnx 3 CPU Ha GPU gocuTb noBinbHe, ToMy
MW HamaraTMMeMOcCH BiAnpaBnsATU ikoMora GinbLue AaHMX 3a OAMH pa3. Ane sik
TinbKK AaHi 6yayTh BXe B GPU, BepLUMHHMK Wenaep OTPMMaE iX MamxKe MUTTEBO.

VBO ue Hawa neplua 3ycTpiy 3 06'ekTaMmmn, onmcaHuUx y nepLuomy ypoui. Ak i
oyab-akum o6'ekt B OpenGL, uen 6ydep mae yHikanbHUM igeHTUpikaTop. Mun
Moxxemo cteoputu VBO 3a gonomoroto cyHkKuii glGenBuffers:



GLuint VBO;
glGenBuffers (1, &VBO) ;

OpenGL mae Benuky KinbKicTb pi3HUX TMNiB 06'ekTiB 6ydepiB. Tun VBO -
GL_ARRAY_BUFFER. OpenGL po3Bonsie npuB'asyBaTtu 6e3ni4 6ydepiB, SKLO BOHU
MarTb pi3Hi Tunu. M moxemo npus'asatu GL_ARRAY_BUFFER go Haworo 6ycepa
3a gonomoroto glBindBuffer:

glBindBuffer (GL_ARRAY BUFFER, VBO) ;

3 UbOro MOMEHTY Oyab-AKUA BUKIUK, LLO BUKOPUCTOBYE Oydep, npauroBaTtume 3
VBO. Tenep mu moxemo Buknukatu glBufferData konitoBaHHS1 BepLUMHHUX AaHUX Y

uen 6ydep.

glBufferData (GL_ARRAY BUFFER, sizeof (vertices), vertices,
GL_STATIC_DRAW) ;

glBufferData ume ¢ynkuisi, MeTa AKOli - KONiBaHHS JaHMX KOpMCTyBauda
Yy Bas3HaueHun 6ybep. lepumit ii apryMeHT - Le Tun 6ybepa, B sIKMM Mu
xoyeMO ckomnipeaTM maxHi (Hamr VBO Bapa3 npue'siBaHMi OO

GL_ARRAY BUFFER) . Jlpyruii apr'yMeHT BMBHada€ KinebkicTe panmux (y
6anTax) , fxi xouemMo nepegmaru Bydepy. Tperinm apryMeHT — me caMi
maHi.

YeTBEepTHM apr'yMeHT BHMBHauYae SAK MM XoueMO, Wo6 BijeokxapTa mnpalpoBana
3 nepemaHuMMM 1M JaHMMM. ICHYe 3 pexmMm:

e GL STATIC DRAW: gmani a6o Hikonu He 6yayTe SMiHoBaTHUCST, abo
6ynyTE SBMiHIOBATHCS AYyXe Pipko;
GL_DYNAMIC DRAW: OaHi 6ynyTer SMiHIOBATHCSI OOCUTB YacCTo;
GL_STREAM DRAW: gnaHi 6ymnyTe SMiHIOBATMCSI i Yac KOXHOTI'O
MaJIIOBaHHS .

HaHi npo no3uuito TPUKYTHMKA HE 3MiIHIOBaTUMYTbLCS | TOMYy MU BUGMpaemMo
GL_STATIC_DRAW. fkwo, Hanpuknag, y Hac 6yB 6u 6ydep, 3Ha4eHHsA AKoro



3miHoBanocsa 6 ayxe yacrto — mu BukopuctosyBanu 6 GL_DYNAMIC_DRAW a6o
GL_STREAM_DRAW, HagaBLWwK TaKUM YMHOM BigeokapTi iHpopmauito, Wwo AaHi
uboro 6ycepa noTpibHO 36epiraTn B obnacti nam'aTi, HAaMbGINbLW WBUAKOI Ha 3anuc.

3apa3 mu 36epernu BepwmnHHi aaHi Ha GPU o6'ekT 6ydepa, HazBaHoro VBO.

[ani MM NOBUHHI CTBOPUTU BEPLUMHHUN | pparMeHTHUN wenaep ansa akTuyHol
06po6KM oaHux.

BepwunHun wenpep

BepwuHHMM Wwenpep - oauH i3 nporpamoBaHux wengepis. CyvyacHum OpenGL
BUMarae, Wwob O0yB 3agaHuUN BEPWIMHHUN | PparMeHTHUN Wwengep AKWO MU XO04eMOo
LOoCb ManBaTu, TOMy MU Hagamo ABa AyXe NPOCTUX Wenaepu ons MantoBaHHA
HaLIOro TPUKYTHUKA. Y HaCTYyNMHOMY ypoui MM 06roBopmMmo iengepm goknagHiwe.

Ha noyaTKky My NnOBUHHI HanucaTn cam wenaep cneuianbHot moBoro GLSL
(OpenGL Shading Language), a notim 3i6paTtu noro, wo6 nporpama Morna 3 HUM
npauytoBaTn. OCb KOA HaUNPOCTILWIOro wenaepa:

#version 330 core
layout (location = 0) in vec3 position;
void main ()

{

gl Position = vec4 (position.x, position.y, position.z, 1.0);

Ak Bn moxete nomitutn, GLSL ayxe cxoxun Ha C. KoxeH wengep noYMHaeTbLCA 3
BCcTaHoBneHHs noro Bepcii. 3 OpenGL Bepcii 3.3 i Big Bepcii GLSL 36iratotbca 3
Bepcissmu OpenGL (Hanpuknag Bepcia GLSL 420 36iraeTtbcsa 3 OpenGL Bepcii 4.2).
Takox MM IBHO 3a3HauYMnu, WO BUKopuctoByemo core profile.

Hani mu BKkasanu yci BXiaHi BepWMHHI aTpubyTK y BepLIMHHOMY Lienaepi 3a

[ONOMOroH0 KITH04OBOro crioBa in. 3apa3 Ham Tpeba npauyloBaTi nuwe 3 AaHUMKU NPo
no3uuito, TOMy MU BKa3y€MO Jvilie OAUH BepLUNHHUIK aTpmubyT. GLSL mae BeKTopHUMA
TUN JaHUX, WO MicTUTb Bia 1 A0 4 yncen 3 nnaBarYvYoro TOYKOK. OCKiNbKU BepLUUHU
MaloTb TPMBUMIPHi KOOpAUHATKU, TO | MM CTBOPHOEMO vec3 3 Ha3BoK position. Takox



MU AIBHO BKa3asniv no3uuito Hawoi 3MiHHOI Yepe3 layout (location = 0), ni3Hiwe Bu
nob6auuTe, HaBilWO MU Le 3podunu.

Vector

Y rpachiyHOMy nporpamyBaHHi MU JOCUTb YacTO BUKOPUCTOBYEMO
MaTeMaTU4HY KOHLIeNuilo BEKTOpa, OCKifibKM BOHa BiAMiHHO npeacTaBnsie
nosudii/HanpAMKU B OyAb-AKOMY NMPOCTOPIi, @ TAKOXX Mae KOPUCHI MaTeMaTUYHiI
BrnactuBocTi. MakcumanbHun po3mip Bektopa B GLSL — 4 enemeHTH, a gocTtyn
A0 KOXHOro 3 efleMeHTIiB MOXXHa OTpUMaTu Yyepes vec.X, vec.y, vec.z Ta veCc.w
BignoBiaHO. 3ayBaxTe, L0 KOMMOHEHT VeC.W He BUKOPUCTOBYETLCSA SIK NO3ULLisi
B npocTtopi (Mu X npautoe B 3D, a He B 4D), ane BoHa MoXxe OyTU KOpUCHa Npu
po6orTi 3 noainom nepcnekTuBm (perspective division). M obroBopmmo BeKTop
rnmbe B HAaCTYNHOMY ypoui.

[Ona no3HavyeHHs pe3ynbTaTty poo60TY BEPLUMHHOIO Wenaepa MM MaeMo NPUCBOITH
3Ha4YeHHA 3ymoBreHoi 3miHHoI gl_Position, ska mae Tun vec4. lMNicna 3aKkiH4eHHA
po6oTn main dyHkuii, wo6 mu He nepenanu B gl_Position, BoHO byae BuUkopuctaHo
fIK pe3ynbTat po6oTn BepnHHOro wenaepa. OCKinbKu Haw BXigHUW BEKTOP
TPUBUMIPHUWA, MU MOBUHHI NepPeTBOPUTU NOro Ha YOTUPUBUMipHUA. M Mmoxxemo
3poOMTU Le NPOCTO nepenaBLLN KOMMOHEHTU vec3 B vec4, a KOMNOHEHT W 3agaTu
3HavyeHHsA 1.0f (M1 noascHMMO YoMy Tak ni3Hiwe).

Lien BeplwumMHHUA Wwenaep, MMOBIPHO, HAUMPOCTILLUUN Wenaep, AKUN TiFIbKU MOXHA
npuaymaTmn, OCKinbKu BiH He 06pobnse XXoaoHUX AaHUX, a NPOCTO nepeaac Ui AaHi Ha
Buxia. Y peanbHMUX goaaTtkax BXiAHi AaHi He HOpMani3oBaHi, TOMy Ha no4YaTKy
noTpibHO HopmanisyBaTu.

Komninauina wengepa

Mwu Hanucanu BuxigHun Kkop wengepa (36epiraetbca B pagky C), ane wo6 uum
wengepiB mir kopuctyBatuca OpenGL, noro Tpeba si6paTu(komnintoBaTm).

Ha no4yaTky Mn maemo cTBOpUTU 00'EKT wenaepa. A OCKinbku AOCTYN [O CTBOPEHUX
06'eKTiB 3AiNCHIOETLCA Yepes iaeHTUdikatop — Mu 36epiraTuMemMo MOro B 3MiHHIN 3
Tunom GLuint, a ctBoproBaTumemo noro 4yepes glCreateShader:

GLuint vertexShader;

vertexShader = glCreateShader (GL_VERTEX SHADER) ;



Mig yac cTBOpPEHHA wWenaepa MU NOBUHHI BKa3aTy TUN Wenaepa, Wo CTBOPHETbLCA.
Ockinbkn Ham NoTpiGHMIK BepLUMHHUA Wwenaep, mu Bkasyemo GL_VERTEX_SHADER.

Hani Mn npuB’'Asyemo BUXiagHUN KoAa wenaepa Ao o6'ekra wenagepa ta KOMMinwEMo
noro.

glShaderSource (vertexShader, 1, &vertexShaderSource, NULL) ;
glCompileShader (vertexShader) ;

dyHkuifa glShaderSource sik nepunm apryMmeHT npvumac weuaep, AKM1M noTpioHo
3i6paTu. [lpyrnn aprymeHT BU3Ha4ae KinbKicTb pAaAKiB. Y HawomMy BUnaaky paaok
nvwe oauH. TpeTin napameTp — Ue BUXiAHWUK KoA Wenaepa, a YeTBepTUN napameTp
Mu 3anuwmmo B NULL.

LLiBuawe 3a Bce BM 3axo4eTe nepeBipuUTHU ycnilWHICTb KoMninsauii wenaepa. |
AKWO Wwenaep He OyB 3KOMNiNbOBaHMN — OTPUMAEMO NMOMUIIKU, AAKi BUHUKIU
nig Yyac komninsadii. MepeBipka Ha HasiBHICTb NOMUIOK BiAOyBaeTbLCA TakK:

GLint success;

GLchar infoLog[512];

glGetShaderiv(vertexShader, GL_COMPILE_STATUS, &success);

Cno4atKy M1 OrosiollyeMO YUCIO ANA BU3HAYEHHSA YCNILWHOCTI CKNaAaHHA Ta
KOHTEeNHep AnA 36epiraHHA NOMUNOK (AKWO BOHU 3'aBunucs). Notim mu
nepeBipseMo ycniwHicTb 3a aonomoroto glGetShaderiv. Akwo 36ipka
NPoBanUTbLCA, MU 3MOXXEMO OTPUMATU NOBIAOMNEHHS NPO NOMUJIIKY 3a
ponowmoroto glGetShaderinfoLog i BUBeCTM LIHO NOMUIIKY:



if (!success)

glGetShaderInfolog (vertexShader, 512, NULL, infolog) ;

std: :cout << "ERROR::SHADER::VERTEX::COMPILATION_FAILED\n" <<
infolog << std::endl;

AKwo nig Yac komninsuii BEpLWUHHOrO wenaepa He BUSAIBJIEHO XXOAHUX NMOMMUIIOK,
noro 6yae CKOMNifibOBaHO.

PparmeHTHUN Wenaep

PparMeHTHUN Wenaep — ue ApYyrum Ta oCTaHHin wenaep, AKMM HaMm 3HaaoobUTbLCS,
Wo6 BiaManoBaTU TPUKYTHUK. PparMeHTHUN wenaep 3aMuMaeTbCA 064YUCTIEHHAM
KOonbopiB nikcenis. B iM'sa npocToTn Haw chparmMeHTHMI Wengep BUBOAUTUME NULLIE
nomMapaH4eBUMN Korip.

Konip y komn'toTepHin rpaciui npeacTaBnAETbLCA AK MacuB i3 4 3HaYeHb:
YepBOHUMN, 3eNIeHMU, CUHIN Ta NPO30PiICTb; TaKa KOMMNOHEHTHa 6a3a
Ha3umBaeTbcA RGBA. Konu mu 3agaemo konip B OpenGL a6o B GLSL, mu
3a4aeMO BeNIMYMHY KOXXHOro komrnoHeHTta Mmix 0.0 i 1.0. Akwo Mmn BCTaHOBMMO
BeJINYUHY YepPBOHOTO i 3eyieHOro KomrnoHeHTiB B 1.0f, Mn oTpumaemo cymiu
LUX KonbopiB — XoBTUN. KOMbiHaLif 3 TPbOX KOMMNOHEHTIB Aa€ 6nu3bko 16
MiNbUOHIB Pi3HMX KONMbLOPIB.

#fiversion 330 core
out vecd color;
void main ()

{
color = vecd(1.0£, 0.5£, 0.2£f, 1.0f);

PparmMeHTHUM Wenaep Ha BUXig BUMarae nuiwie 3Ha4eHHs Konbopy, wo € 4
KOMMOHEHTHUM BeKTOpOM. Mu MoxxemMo BKa3aTu BUXiAHY 3MiHHY 3a JOMOMOroro
KIro4oBoOro criosa out, a HaaBemMo Lo 3MiHHY color. NMoTim My npocTto



BCTaHOBJTIOEMO 3Ha4YeHHA Ui€l 3MiHHOI vec4 i3 Henpo30puM NoMapaH4YeBUM
KOSIbOPOM.

MNMpouec cknapgaHHA pparMeHTHOro wenaepa aHanoriyHUM ckragaHHA BEPLUUHHOrO,
TiNnbKM NoTpibHo BKa3aTu iHwwun Tun wengepa: GL_FRAGMENT_SHADER:

GLuint fragmentShader;
fragmentShader = glCreateShader (GL_FRAGMENT SHADER) ;
glShaderSource (fragmentShader, 1, &fragmentShaderSource, NULL) ;

glCompileShader (fragmentShader) ;

O6uaBa wengepu 6ynu 3i6paHi i Tenep TiNbKK 3anULIKMOCA 3B'A3aTH IX Yy Nporpamy,
LWo6 MM MOrnNM BUKOPUCTOBYBATHU IX ANIA MantkOBaHHSA.

LLlenpepHa nporpama

LWenaepHa nporpama — ue 06'eKT, AKMN € (hpiHanNnbHUM pe3yfnibTaToOM KOMOiHaLii
KiflbKOX WwenaepiB. [Ainsa Toro, wWob6 BUKOpUCTOBYBaTK 3ibpaHi wenaepwu, ix noTpioHo
3'eqHaTH B 00'eKT WenaepHOI NporpamMu, a NOTiM aKTUMBYBaTU LiIO Nporpamy npw
MarntoBaHHi 06'eKTiB, i s nporpama 6yae BUKOPUCTOBYBaTUCS NPU BUKITUKY KOMaHA
MaritoBaHHS.

Mpu 3'eaHaHHI WenpepiB y nporpamMy BUXiAHI 3Ha4eHHSA OQHOro wenaepa
3icTaBNATbLCA 3 BXiAHUMU 3HAYeHHAMM iHWoOro wenaepa. Bu Takox MoxeTe
OTpUMaTU NOMUIIKU NiA Yac 3'€Q4HaHHA WenaepiB, AKLWO BXiAHI Ta BUXiAHI 3Ha4YeHHSA
He cniBNapgarThb.

CTBOpPUTU Nporpamy Ayxe NPocTo:

GLuint shaderProgram;

shaderProgram = glCreateProgram() ;

PyHkuifa glCreateProgram cTtBoploe nporpamy Ta noBeprtae igeHTudikaTop ui€i
nporpamu. Tenep Ham Tpeba npueaHaTH Hawi 3i6paHi wWengepu Ao nporpamu, a
notim 3B'A3aTu ix 3a gonomoroto glLinkProgram:



glAttachShader (shaderProgram, vertexShader) ;
glAttachShader (shaderProgram, fragmentShader) ;

glLinkProgram(shaderProgram) ;

Koa mae 6yt gocuTb 3pOo3yMinum, M1 NPUESHYEMO LWWenaepu Ao NnporpamMm Ta
3B’A3Y€EMO iX Yepe3 glLinkProgram.

TakoxX fiK i 3i CKnagaHHAM LWenaepa MU MOXEeMO OTPUMATM YCHiLHICTb
3B'A3yBaHHA Ta NOBIAOMNEHHA NPO NOMUNKY. €EAMHA BiAMIHHICTL — WO
3amictb glGetShaderiv Ta glGetShaderinfoLog mu BUkopuctoBy€emo:

glGetProgramiv (shaderProgram, GL_LINK STATUS, &success);
If ('success) {

glGetProgramInfolog (shaderProgram, 512, NULL, infolog) ;

Pe3ynbTatom € nporpaMHuit 06’€KT, AKMA MU MOXXEMO aKTUBYBATU LUSIAXOM BUKIUKY
glUseProgram 3 HOBOCTBOPEHUM NPOrPaMHUM 06’EKTOM siIK apryMeHTOM:

KoxxeH BMKNUK Wwenaepa Ta PyHKLUiN BiAgTBOPEeHHA Oyae BUKOPUCTOBYBaTU Hall
06'eKT nporpamu (i BignoBiAHO Hawwi wewnaepm).

He 3abyabTe BuaanuTu cTBOpeHi wenaepu nicnsa 3B'asyBaHHA. BoHu Ham Ginblie He
3HapobnATbCA.

glDeleteShader(vertexShader);
glDeleteShader(fragmentShader);

Mpsimo 3apa3 mu Hagicnanu BxigHi aaHi BepwuH o GPU Ta Bkasanu GPU, sk BiH
Mae o6pobnATH AaHi BEPLUMH Y BepPLUMHHOMY Ta chparmMeHTHOMY wenpepi. Mu manxe



Tam, ane we He 3oBciM. OpenGL e He 3HaE€, AK BiH Ma€ iHTepnpeTyBaTu AaHi
BepLUUH y NaM’ATi Ta AK BiH Ma€ 3’e¢AHyBaTu AaHi BepLUUH 3 aTpubytamu
BepLIMHHOro wengepa. Mu posnoBimo OpenGL, ik e 3poouTu.

3B'A3yBaHHA aTPUOyTIB BepLUMH

BepwuHun wenaep Ao3Bonsie HaMm BKasyBaTu Oyab-AKi BXigHi AaHi, AKi MU xo4yemo, y
c¢opmi BepLLMHHMUX aTPUOYTIB, i Xo4a Le 3abe3neyye BeNMKY rHy4KiCTb, Lie O3Havae,
O MU NOBUHHI BPY4HY BKa3yBaTu, Ka YaCTUHA HaluX BXiAHMX AaHUX nae Ao Toro
YM iHWOro aTpudbyTa BepLUMHN Y BEpPLUMHHOMY Wwenaepi. Lle o3Havae, Wwo Myn noBUHHI
BKa3aTu, ik OpenGL mMae iHTepnpeTyBaT1 AlaHi BepLUMHU nepea BiATBOPEHHAM.

Hawi gaHi 6ycdepa BepLuvH BiadopmaToBaHi TaKUM YNHOM:

VERTEX 1 VERTEX 2 VERTEX 3

POSITION:

STRIDE: 12 —
=0FFSET: O

e IHdopmauia npo no3uuito 36epiractbcsa B 32 6iTHOMY (4 6anMTH) 3HAYEHHI 3
nsiaBaryor0 TOYKOHO;
KoxHa no3uuisa hopmyeTbea i3 3 3Ha4YeHb;
He icHye xxoaHOro posginbHuka mixk Habopamm i3 3 3Ha4yeHb. Takumn 6ycep
Ha3MBa€ETbCA LWiNIbHO 3aNaKoBaHUM;

e [lepwe 3Ha4YeHHA NnepegaHUX AaHUX — Lie Nno4vaTok 6ydepa.

Matroun ui 3HaHHA, MM Moxemo cka3aTtn OpenGL, sik BiH Ma€e iHTepnpeTyBaTu AaHi
BepLUNHU (aTPUOYT BEPLUMHU), BUKOPUCTOBYKOUMN glVertexAttribPointer:

glVertexAttribPointer (0, 3, GL _FLOAT, GL FALSE, 3 * sizeof (GLfloat),
(GLvoid*)O0) ;

glEnableVertexAttribArray (0) ;

PyHKUIA glVertexAttribPointer Ma€e 4OCUTbL GaraTo napamMmeTpiB, TOMYy AaBanTe
YBaXXHO iX pO3rfsiHeMo:

e [lepwuin apryMeHT onucye, AKUU aprymeHT Lwenaepa Mm xo4emo
HanawTtyBaTu. M xodyemo cneumncikyBaT 3HaYEHHA aprymeHTy position,
nosuuis sikoro 6yna BkasaHa Tak: layout (location = 0).

e HacTtynHun aprymeHT BU3Ha4a€ po3Mip aprymMmeHTy y wengepi. Ockinbku mu
BUKOpPUCTOBYBanu vec3 M BKkasyemo 3.

e TpeTin aprymMeHT BU3Ha4Ya€e TMN AaHUX, WO BUKOPUCTOBYETLCA. M BKkasyemo
GL_FLOAT, ockinbku vec y wenaepi BAKOPUCTOBYE YucCra 3 NraBaloyoro
TOUYKOIO.



e YeTBepTuM aprymeHT BKa3lye Ha HeOOXiaHICTb HOpManilyBaTu BXiAHi AaHi.
Axwo mu Bkaxxemo GL_TRUE, Bci paHi 6yayTb po3rawoBaHi Mix 0 (-1 ans
3HaKoBUX 3Ha4eHb) i 1. Ham Hopmani3auis He NoTpibHO, TOMY MK 3anULWaEMo
GL_FALSE;

e [1'ATMI aprymMeHT Ha3MBaETLCA KPOKOM Ta ONUCYE BiAcTaHb MiXk Habopamu
AaHnx. Mu Takox moxemo BKkasaTu Kpok 0 i Toai OpenGL Bupaxye Kpok
(npautoe TinbKu 3 WiNbHO ynakoBaHUMKU Habopamu AaHux). Sk oTpumaTm
iICTOTHY KOPUCTb Bif LbOro aprymMeHTy MU po3rnsiHeMo nisHile.

e OcrtaHHin napameTp Mae Tun GLvoid* i Tomy BUmarae Takoro AUBHOro
HaBeAeHHA TvnNiB. Lle ycyHeHHs1 noyaTKy AaHux y 6ydepi. Y Hac 6ycep He mae
YCYHEHHS i ToMy Mu BKasyemo 0.

KoxxeH aTpnbyT BepLUIMHU OTPUMYE 3HAYEHHSA 3 Nam'sATi, Wo kepyeTbesa VBO,
fika B AaHUN MOMEHT € npuB'a3aHoro Ao GL_ARRAY_BUFFER. BignosigHo,
AKO6M mu Buknukanu glVertexAttribPointer 3 iHwuum VBO — To BepLUMHHI AaHi
Oynu 6 B3ATI 3 iHWoro VBO.

Micna Toro sk mu noBigomunu OpenGL sk BiH NOBUHEH iHTepnpeTyBaTU BEePLUUNHHI
OaHi, MM NOBUHHI BKNOYUTKU aTpuOyT 3a gonomoroto glEnableVertexAttribArray.
Taknm YmHOM, MM NepesamMo BEPLUMHHOMY aTpPUOYTy No3uLito aprymeHTy. Micnsa
TOro, Ik MM BCi HanawTyBanu, Mu iHilgianisyBanu BepwuHHi AaHi B 6ycepi 3a
aonomoror VBO, BCTaHOBUNU BEPLUIMHHUN | pparMeHTHUI wenaep i noBigoMmunm
OpenGL sik 3B'A3aTK BepLUMHHUA Wenaep i BeplUHHI AaHi. BinobpaxeHHsA o6'ekTa B
OpenGL byne Burnapatu sikocb Tak:

// 0. Konitoemo MacuB 3 BepumHamu B 6ydep OpenGL

glBindBuffer(GL_ARRAY_BUFFER, VBO);

glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);

// 1. MMoTiMm BCTaHOBUMO MOKaXX4YMKM Ha BepPLUMHHI aTpubyTh

olVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);

// 2. BUKOPMCTOBYEMO Hally WeWAepHY nporpamy;
glUseProgram(shaderProgram);

// 3. Tenep yxe MantwemMo ob'ek

someOpenGlFunctionThatDrawsOutTriangle();

Ham noTpiGHO noBTOprOBaTU Liler NpoLec KOXXHOro pas3y, Kofiu Mu Xo4eMo
HamanoBaTu 06’eKT. Lle Moxe BUrnagaTu He Tak 6ararto, ane ysaBiTb, WO MU MAaEMO
Ginbwe 5 aTpubyTiB BepLuMH i, MOXXnN1BO, 100 pisHUX 06’€KTiB (WO He € piaKicTHo).
3B’A3yBaHHsA BignoBiaHUX 6ycdepHUx 06’eKTiB i HaNawWTyBaHHA BCiX aTpuoyTiB
BepPLUUH AJ1sl KOXKXHOIo 3 Lux 06’eKTiB LWUBUAKO CTAaE rpomisgkum npouecowm. Lo, akou
MM SIKUMOCb YMHOM MoOrnn 36epertu BCi Ui KOHirypadii ctaHy B 06’€KT i npocTo
3B’s13aTtn Uuen 06’eKT, Wob BiAHOBMUTU MOro CTaH?



Vertex Array Object (O0’€KT MacuBy BepLUUH)

0O6'exT BepwumHHOro macusy (VAO) moxe 6yt npus'asanum sik i VBO i nicnsa uboro
BCi HAaCTYNHi BUKNTUKN BEePLUMHHUX aTpPUOYTiB OyayThb 36epiratucsa B VAO. lNepeBara
LUbOro MeToay B TOMY, LLIO HaM NOTPiIOHO HanawTyBaTU aTpMbYTHN NULLEe OAUH pas3, a
BCi HaCTynHi pa3n 6yae BukopuctaHo KoHdirypauito VAO. Takox TakMm meton,
cnpouye 3MiHy BepLUMHHUX AaHMUX Ta KOHirypauin atpmbyTiB npoctum
npuB'sa3yBaHHAM pisHux VAO.

Core OpenGL Bumarae, wo6 mu BukopucrtosyBanu VAO ans toro, Wwob6
OpenGL 3HaB sk npauroBaTU 3 HaWMMKU BXiAHUMU BepLluMHaAMUN. AKLO MU He
Bkaxxemo VAO, OpenGL moxe BiaMOBUTUCSA MantoBaTu Oyab-Luo.

VAO 36epirae HacTynHe:

e Buknuku glEnableVertexAttribArray a6o glDisableVertexAttribArray.

e KoHdirypauis atpubyTiB BukoHaHa 4epe3 glVertexAttribPointer.

e VBO acouinoBaHi 3 BepWMHHUMM aTpubyTamm 3a 4ONOMOroro
glVertexAttribPointer

VAO 1 veo1

attribute pointer 0
attribute pointer 1
attribute pointer 2

pos[0] pos[1] pos[2] pos[3]

attribute pointer 15

VBO 2
pos[0] col[0] pos[l] col[1]

strides

VAD 2
attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

Mpouec ctBopeHHss VAO Burnsigae nogioHo go npouecy VBO:

GLuint VAO;

glGenVertexArrays (1, &VAO) ;



Onsa Toro, wo6 sBukopucroyBatn VAO Bce, Wwo Bam NOoTpioHO 3podbuTK, Le
npuB'asatn VAO 3a nonomoroto glBindVertexArray. Tenep Mn noBUHHi
HanawTyBaTu/npuB'a3aTn HeobXxigHi VBO Ta noKaXymkmn Ha aTpubyTH, a HanpuUKiHLi
BiaB'a3atu VAO ansi noganbLlioro BUKOPUCTaHHA. | Tenep, KOXXHOro pasy, Konv Mu
Xo4yemMo MantBaTu 06'eKT, M1 npocto npuB'asyemo VAO 3 HeobXigHMMKN Ham
HanawTyBaHHSAMU nNepepn BifgoopaxeHHAM o6'ekta. BurnaaaTtu ue Bce mae
NPUONKN3HO Tak:

// ..:: Kop inidianisauyii (BMKOHY€ETbLCA sIKOCb (AKLWO, 3BU4aNHO, 06'EKT He byae 4acTo

3MiHIOBaTUCA)) :: ..

// 1. Mpue'asyemo VAO
glBindVertexArray(VAO);
// 2. Koniroemo Haw MacuB BepLumH y 6ydep ansa OpenGL

glBindBuffer(GL_ARRAY_BUFFER, VBO);

glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);

// 3. BcTaHOBNIOEMO NOKaXXYMKU Ha BePLUMHHI aTpUOyTH

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);

glEnableVertexAttribArray(0);
//4. BinB'sisyemo VAO

glBindVertexArray(0);

// ..:: Kog BiaTBOpeHHsA (B irpoBomy LukKni) :: ..

g|BindVertexArray(VAO);

Y OpenGL BiaB'si3yBaHHA 06'€KTiB Le 3BU4anHa cnpaBa. Ak MiHimyMm, npocTo AnA
TOro, Woo6 BUNaaKoBO He 3incyBaTu KOHdirypadito.

Or i Bce! Bce, Wo My pobunun npoTAromMm MinbMUOHIB CTOPIHOK, NiABOAUIIO HAC A0
uboro momeHTy. VAO, o 36epirac BepwnHHi atpndyTn Ta HeobxiaHun VBO.
Hanvacriwe, KON MM MaEMO MHOXMHHI 06'€EKTU ANA MantoBaHHA, MU Ha NOYaTKy
reHepyeMo i KoHcpirypyemo VAO i 36epiraemo ix ans noganbLLIoOro BUKOPUCTaHHA. |
Konu Tpeba 6yae BigmantoBaTU OOMH i3 HalWMX 06'€KTIB MU NPOCTO BUKOPUCTOBYEMO
36epexeHnn VAO.



TPUKYTHUK, AKOrO MU BCi YeKanu

Ona Bino6paxeHHA Hawux 06'ektTiB OpenGL Hapae Ham ¢yHKuito glDrawArrays.
BoHa BUKOpMCTOBYE aKTUBHUM Wengep Ta BctaHoBneHun VAO ona mantoBaHHSA
3a3Ha4YeHUX NPUMITUBIB.

glUseProgram(shaderProgram) ;
glBindVertexArray (VAO) ;
glDrawArrays (GL_TRIANGLES, 0, 3);

glBindVertexArray (0) ;

dyHkuia glDrawArrays npunmae sik nepwmnn aprymeHT OpenGL npumiTuB, KUK
noTpi6Ho BigmantoBaTu. OCKiINbKU MM XO4EeMO ManoBaTU TPUKYTHUK i TOMY, LLIO MU
He xo4yeMo 6pexaTtu BaM, mu Bkasyemo GL_TRIANGLES. [ipyruin aprymeHT BKa3sye
no4yaTKkoBUM iHAEKC MacuBy 3 BepLUMHAMU, SIKUA MU XO4YeMO BiamantoBaTu, M1
npocto 3anuwumo 0. OcTaHHIN aprymMeHT BKa3ye KiNbKiCTb BepLIUH Ans
MaroBaHHSA, WO HaM NOTPiOHO BiagmantoBaTn 3 (4OBXMHA OAHOro TPUKYTHUKA - 3
BEpPLUUHM).

Tenep moxHa 3ibpaTti Ta 3anyCTUTU HanucaH1Mn Koa. Bu no6aunTe HacTynHum
pe3ynbrar:
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BuxigHun Kog NOBHOI NporpamMu MOXHa 3HaUTU TYT .

AKwWwo Baw pe3ynbTaT BUrNsga€e He Tak, BU, UMOBIPHO, 3p0OMK WOCH He TaK, TOMY
nepesipTe NOBHMW BUXiIAHUN KOA i NOAUBITLCA, YA BU HIYOro He NPONyCTUNM.

Element Buffer Object (O6'ekTn 6ydepa enemeHTiB)

OcTaHHE NPO WO MU CbOroAHi NOroBOPUMO Ha TeMy BiAoOpaKeHHSA BEpPLUMH - Lie
element buffer objects (EBO). [ins Toro, wo6 nosAcCHUTY, WO Le i AK Npauoe, Kpalye
HaBeCcTW NpPUKNaA: NpunycTMMo, Wo HamMm Tpeba BigmanioBaTu He TPUKYTHUK, a
YOTUPUKYTHUK. MU MOXXeMO HamarnBaTU YOTUPUKYTHUK 3a JOMNOMOroto 2
TPUKYTHUKIB (OpenGL B OCHOBHOMY Npauto€ 3 TPMKYTHUKaMM).

BignoBiaHo TpebGa 6yae orosiocUTU HaCTYyNHUM Habip BepLUIUH:


https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/2.1.hello_triangle/hello_triangle.cpp

0.5f, -0.5f, 0.0f, // HWXHin npaBun KyT|

-0.5f, -0.5f, 0.0f, // HnxHin niBun Ky

-0.5f, 0.5f, 0.0f // BepxHin niBun Ky

5

5K BM MoXeTe MOMITUTU: MU ABiYi BKa3anu HWXHIO NpaBy Ta BEPXHIO NiBYy BEPLUUHY.
Lle He AayXe pauioHanbHe BUKOPUCTAHHSA pecypciB, OCKiINNbKU MU MOXEeMO onucatu
NPSAMOKYTHUK 4 BepwunHamMu 3amictb 6. Npobnema ctae we 6inblW BaroMor, Konm Mu
Maemo cnpaBy 3 6inNbWMMN MOAENAMMU, Y AKUX MOXe OyTu binblie 1000 TPUKYTHUKIB.
HannpaBunbHiwe BUpileHHA L€l npobnemu - Le 36epiratv TiNbKW YHiKanbHi
BepLUMHMU, a NOTiM OKpeMO BKa3lyBaTu NOpsaoK, B AKOMY MU XO4eMo, o6
3pincHIOBanocs BigManboByBaHHSA. Y HawoMy BMnagkKy Ham noTpioHo 6yno 6
36epiratu Tinbku 4 BepLMHN, a NOTIM BKa3aTu NOPAAOK Y AKOMY ixX Tpeba
BiamantoBaTu. Byno 6 yyaoBo, sk6u OpenGL HagaBaB TaKky MOXIUBICTb.

Ha wacta, EBO ue came Te, wo Ham notpi6Ho. EBO - ue 6ydep, Ha 3pa3ok VBO, ane
BiH 30epirae iHaekcu, siki OpenGL BUKOpPUCTOBYE, OO BUPILLUTU SKYCb BEepPLUUHY
BigmMantoBaTu. Lle HasuBaeTbCA MantoBaHHA 3a iHAekcamu (indexed drawing) i €
pilleHHAM Buwe3ragaHoi npobnemu. Ha noyaTtky Ham Tpeba 6yae BKasaTu yHiKanbHi
BepPLUUHU Ta iIHAEKCU AN MantoBaHHS iIX IK TOUKYTHUKIB:

GLfloat vertices][] = {
0.5f, 0.5f, 0.0f, // BepxHin npaBu KyT|

0.5f, -0.5f, 0.0f, // HWXxHin npaBun KyT|

-0.5f, -0.5f, 0.0f, // HnxHin niBun Ky

-0.5f, 0.5f, 0.0f // BepxHin niBun Ky

GLuint indices|] = { // Mam'ATanTe, WO MM NOYUHaAEMO 3 O!

0, 1, 3 // Nepwnn TPUKYTHU
1,2, 3 // Opyrnm TpUKYTHN
|5

Bu 6aunTe, Wo npu BUKOPUCTaHHI iHAEKCIB HaM NOTPiOHO nuwie 4 BepLUMHU 3aMiCTb
6. dani Ham noTpi6HO cTBOpUTH EBO:!

GLuint EBO;

glGenBuffers (1, &EBO);



Tak camo sk i 3 VBO mu npus'asyemo EBO Ta konitoemo iHgekcun y ueun bydep yepes
glBufferData. Takox, sik i 3 VBO, M1 nomilwaemMo BUKNMUKKU MiXK KOMaHAamMum
3B'A3yBaHHA Ta po3B'asyBaHHsA (glBindBuffer(GL_ELEMENT_ARRAY_BUFFER, 0),
TinbKM yboro pasy Tunom 6ycepa € GL_ELEMENT_ARRAY_BUFFER.

glBindBuffer (GL_ELEMENT ARRAY BUFFER, EBO) ;

glBufferData (GL_ELEMENT ARRAY BUFFER, sizeof(indices), indices,
GL_STATIC_DRAW) ;

3ayBaxTe, Wwo 3apa3 mu nepegaemo GL_ELEMENT_ARRAY_BUFFER sk uinboBun
Ooydep. OcTtaHHE, WO HaM 3anuwunocs 3podéuTn - e 3amiHuTU BUKNUK glDrawArrays
Ha Buknuk glDrawElements ana Toro, wo6 Bka3aTu, WO MU XO04eMO BigmMmanoBaTu
TPUKYTHUKM 3 Bychepa 3 iHaekcamu. Konn BukopuctoByeTbes glDrawElements,
poouTbLCA MarnoHOK 3 NPUB'A3aHOro B AaHNMU MoMeHT EBO:

glBindBuffer (GL_ELEMENT ARRAY BUFFER, EBO);

glDrawElements (GL_TRIANGLES, 6, GL UNSIGNED INT, O0);

Meplmnn apryMeHT onucye npumiTUB, AKUM MU XOYEeMO BiaManoBaTu, K i B
giDrawArrays. [1pyru aprymeHT — Lie KiNlbKiCTb €NfleMeHTIB, fiKi M1 Xxo4eMo
BiamantoBaTu. Mu Bkasanu 6 iHaekciB, Tomy nepegaemMo dyHkuii 6 BepwunH. TpeTin
aprymeHT — e TMN AaHuX iHAeKciB, y Hawomy Bunaaky — ue GL_UNSIGNED_INT.
OcTaHHin aprymeHT f03BONA€ HaMm 3aaaTtu 3miweHHA B EBO (a6o nepepaTtm cam
MacuB 3 iHaekcamu, ane npu BukopuctaHHi EBO Tak He pobnsaTb), TOMy Mu
BKkasyemo npocTto 0.

dyHkuia glDrawElements 6epe iHaeKkcu 3 NOTOYHOro NpuB’A3aHoro Ao
GL_ELEMENT_ARRAY_BUFFER EBO. Lle o3Hauyae, W0 AKWO MU NOBUHHI Wopasy
npus'asyBaTtu pisHi EBO. Ane VAO moxe 36epiratu i EBO.



VBO 1

VAD 1
attribute pointer 0
attribute pointer 1
attribute pointer 2

pos[0] pos[1] pos[2] pos[3] | pos[n]

attribute pointer 15 VBO 2

pos[0] col[0] pos[l] col[l] . colln]

element buffer object

strides

EBO 1
index data

Va0 2
attribute pointer 0
attribute pointer 1
attribute pointer 2

attribute pointer 15

element buffer object

EBO 2
index data

VAO 36epirae Buknuku glBindBuffer, sikwo meTtoto €
GL_ELEMENT_ARRAY_BUFFER. Lle Takox o3Ha4ae, Lo BiH 36epirae i BUKNUKU
BiAB'sAA3yBaHHA, TOMY NepeKoHauTecs, o BU He BiaB'A3anu Baw EBO nepen
TUM 5K BigB'asaTtn VAO, iHakwe y Bac B3arani He 6yae npus'asaHoro EBO.

OTpumaHum Kop iHiuianizauil Ta mantoBaHHSA Tenep BUrNAagae npubnusHo Tak:

//..:: Kop iHibianisauii ::..

g|BindVertexArray(VAO);
// 2. Koniroemo Hawi BepwunHu B 6ydep ansa OpenG
g|BindBuffer(GL_ARRAY_BUFFER, VBO);

// 1. MpuB'asyemo VAO

glBufferData(GL_ARRAY_BUFFER, sizeof(vertices), vertices, GL_STATIC_DRAW);

// 3. Konitoemo Hawi iHaekcu B 6ycep ans OpenGL
g|BindBuffer(GL_ELEMENT_ARRAY_BUFFER, EBO);

glBufferData(GL_ELEMENT_ARRAY_BUFFER, sizeof(indices), indices, GL_STATIC_DRAW);

// 3. BCTaHOBMOEMO NOKAX4YUKU HA BEPLUMHHI aTpUoyTH

olVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 3 * sizeof(GLfloat), (GLvoid*)0);

glEnableVertexAttribArray(0);
// 4. BinB'sizyemo VAO (HE EBO)

glBindVertexArray(0);



// ..:: Kog BigTBOpPEHHA (B irpoBOMY LKD) :: ..

glUseProgram(shaderProgram);

glBindVertexArray(VAO);

IDrawElements(GL_TRIANGLES, 6, GL_UNSIGNED_INT, 0)

g|BindVertexArray(0);

3anyck nporpamMm mMa€ gaTtu 300paXeHHs, K Noka3aHo Hux4e. JliBe 306paxeHHsA Mae
BUrNsagaTyv 3HamoMum, a npase — ue HaMmaribOBaHMN NPAMOKYTHUK KapKacHUMN
pexum. KapkacHMM NpPsAMOKYTHUK NOKa3ye, Lo NPAMOKYTHUK crpaBAi CKNnagaeTbecs 3
OBOX TPUKYTHMUKIB.

| TR T—— - a X | W7 Leanbpentt - a ®
I

Pexum Wireframe

LLlo6 BinoGpa3uTu Bawi TPUKYTHUKU B LIbOMY pexumi, BKaxitb OpenGL, sk
mantoBaTtu npumitnem 3a gonomororo glPolygonMode(GL_FRONT_AND_BACK,
GL_LINE). NMepwwuin aprymeHT BKa3yeMo, LLIO XO4eMO MarnoBaTu NepegHio i
3a4HI0 YaCTUHM BCiX TPMKYTHUKIB, a APYITMA apryMeHT, Lo XO04eMO MarBaTu
nuuwe niHii. LLlo6 noBepHyTUCA A0 NOYaTKOBOI KOHirypauii, BUKnuyTe
glPolygonMode(GL_FRONT_AND_BACK, GL_FILL).

SFKWo y Bac € AKicb NOMUIIKK, NOBEPHITLCA Ha3ag i NoAUBITLCA, YU BU LWLOCH He
nponyctunu. Bu moxete 3HanT NOBHMA BUXiIAHUM KOA TYT.

Akwo Bam BOanocs HamanioBaTu TPUKYTHUK ab0 NPAMOKYTHHUK, SIK Lie 3poounu mu
ToAi, BiTaEMO, BaM BAanocsi NpoMTy oA4HY 3 HAUCKNaAHIlWMX YaCTUH Cy4YacHOro
OpenGL: HamanoBaTH CBi Nnepwnin TPUKYTHUK. Lle cknagHa yacTuHa, Tomy LWo
nepen TUM, ik HamanBaTU CBiN NepPWNN TPUKYTHUK, NOTPIOHO MaTu BENUKy


https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/2.2.hello_triangle_indexed/hello_triangle_indexed.cpp

YyacTUHy 3HaHb. Ha wacTa, Tenep Mu nogonanu uen 6ap’ep, i, cnoaiBaroca, HaCTyNHi
po3ainu 6yayTb HabaraTto nerwnMmMmn Ansa po3yMiHHA.

JopaTtkoBi pecypcu

antongerdelan.net/hellotriangle: nornaa AHToHa NepaenaHa Ha Bi3yanisauito
nepLworo TPMKyTHUKA.

open.qgl/mantoHok: nornaa OnekcaHapa OBepBoopaa Ha peHAepPUHr nepLIoro
TPUKYTHMKA.

antongerdelan.net/vertexbuffers: peski poaaTkoBi BigoMocTi npo 06’ekTun
Oydepa BepLInH.

learnopengl.com/In-Practice/Debugging: y uboMy po3aini 6arato KpokiB;
AKLO BW 3aCTPArNU, MOXIMBO, BaApTO NOYUTATU TPOXU NPO HanarogKeHHsA B
OpenGL (go po3ainy BuBoAy HanaromxeHHs).

BnpaBu

LLlo6 cnpaBai no6pe 3po3ymiTn o6roBoproBaHi KoHUenuii, 6yno CTBOPEHO Kinbka
BnpaB. PekoMmeHOy€eETLCSA onpauoBaTH iX, NepLu HiXk NnepexoauTn 4o HACTYNMHOro
3aBAaHHA, Wo06 nepekoHaTUCA, WO BU fo6pe po3ymieTe, Wo BiabGyBaeTbCS.

1.

2.

3.

CnpobyunTte HamanoBaT 2 TPUKYTHUKA OAUH NOPYY 3 OAHUM 32 AONOMOroo
glDrawArrays A0OAaBLUM Oinblue BepLIMH A0 BalUX AAHUX:PILLEHHS.

Tenep cTBOpPITb Ti cCaMi 2 TPUKYTHUKU, BUKOpPUCTOBYIOUYM ABa pisHux VAO Ta
VBO Aans ixHix AaHUX:pilleHHs.

CTBOpITb ABI WenaepHi nporpamu, ae gpyra nporpamMma BUKOPUCTOBYE iHWINN
coparmMeHTHUNM Wenaep, AKMA BUBOAUTbL XXOBTUW KOJip; 3HOBY HamManounTe
obuaBa TPUKYTHUKK, Aie OAUH BUBEAE XXOBTUWN KOMip:piLleHHS.


http://antongerdelan.net/opengl/hellotriangle.html
https://open.gl/drawing
http://antongerdelan.net/opengl/vertexbuffers.html
https://learnopengl.com/In-Practice/Debugging
https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/2.3.hello_triangle_exercise1/hello_triangle_exercise1.cpp
https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/2.4.hello_triangle_exercise2/hello_triangle_exercise2.cpp
https://learnopengl.com/code_viewer_gh.php?code=src/1.getting_started/2.5.hello_triangle_exercise3/hello_triangle_exercise3.cpp

