Jekuia 3
NNabopaTtopHa poboTa 3

LUEWMOEPW (Shaders)

Mu BXe 3ragyBanu wenaepu y nonepeaHbomy ypoui. Llenpgepum - ue HeBenuki
nporpamu, WO BUKOHYHKTbLCA Ha rpacivyHomy npuckoproBadi (gani oyaemo
BUKOPUCTOBYBaTU Ginblu nowwunpeHy Ha3By - GPU). Lli nporpamu BMKOHYIOTbLCA Ha
KOXHi KOHKpPEeTHin ainaHui rpadiyHoro koHseepa. AKwo onucyBaTu wengepm
HanoGinbL NPOCTUM CNOCOOOM, TO LWenaepyu - Le He binbLue HiXX nporpamum, Wwo
nepeTBOPIOOTL BXoau y Buxoau. LLenpgepun 3asesuyam isonboBaHi ogHe Big 0QHOrO, i
He MalTb MexaHi3MiB KOMYHikKaLlii Mix co6010, KpiM 3ragaHux BuLle BXoAiB i
BUXOAiB.

Y nonepeAHbLOMY ypoLi MU KOPOTKO TOPKHYJIUCA TeMU "BepLUMHHUX WwenaepiB” Ta
TOro, sik IXx BUKOpPUCTOBYBaTU. Y JAHOMY YpPOLIi MU PO3rnsiHEMO Wwenaepu
AoknagHiwe i 3okpema wengepHy mosy OpenGL (OpenGL Shading Language).

GLSL

LWenaepu (Ak 3ragyBanocsa Buwe, lWenaepu - Le nporpamm) nporpamyrotbcsi C
noaioHoro moBolo GLSL. BiHa aganToBaHa AnsA BUKOPUCTaHHA Yy rpadiui Ta Hapae
pyHKUiT po6OTH 3 BeKTOpaMu Ta MaTpULISIMW.

Onuc wenaepa NOYNHAETHLCA i3 3a3Ha4YeHHSA NOro Bepcii, Aani 1AYTb CMUCKU
BXiAHMX Ta BUXiAHUX 3MiHHUX, ro06anbHMUX 3MiHHUX (KNoYoBe cnoBo uniform),
yHKUiT main. PyHKLiI main € N0o4aTKOBOKO TOYKOIO Wenaepa. YcepeauHi Li€i
pyHKUiT MOXXHa NpoBOAUTU MaHIinNynsuii 3 BXiGHAMU faHUMK, pe3ynbkTaT poboTu
wengepa MiCTUTLCA Y BUXiAHI 3MiHHi.

Hwux4e npeacTaBneHa y3aranbHeHa CTPYKTypa wengepa:
#version version_number
in type in_variable_name;
in type in_variable_name;

out type out_variable_name;

uniform type uniform_name;



void main()

{

// process input(s) and do some weird graphics stuff

// output processed stuff to output variable
out_variable_name = weird_stuff we_processed;

}

BxigHi 3MiHHI BepLUMHHOIO Wenaepa Ha3nBarKTLCA BePLUMHHUMU aTpubyTamu. IcHye
MaKCMMarbHa KinbKiCTb BEpLWH, AKi MOXHa nepeaaTuy B Lenaep, Take ooMexeHHs
HakKnagaeTbCcs OOMEXeHMMU MOXITMBOCTAMM anapatHoro 3abe3neyeHHA. OpenGL
rapaHTy€e MOXIIMBOCTI nepeaadi woHammMeHwe 16 4-Xx KOMMNOHEHTHUX BepPLUMH,
iHaKWwe KaXy4uu B Luenagep MoOXHa nepeaaTtu WoHanMmeHwe 64 3HayeHHA. OgHak
BapTO BpaxoByBaTH, WO iCHYIOTb 004YMCNIOBanbHi NPUCTPOI, WO 3HA4YHO NigHiMae
Lo nraHky. Tak 4yM iHaKWwe, AisHaTUCA MaKCUMaribHY KiflbKiCTb BXigHUX
3MiHHUX-BEPLUMH, WO NepenarnTbCs B Wenaep, MOXHa, 3BepHYBLUMCH A0 aTpUbyTy
GL_MAX_VERTEX_ATTRIBS .

GLint nrAttributes;

glGetIntegerv (GL_MAX VERTEX ATTRIBS, &nrAttributes);

std: :cout << "Maximum nr of vertex attributes supported: " << nrAttributes
<< std::endl;

Y pe3ynbTaTti BAKOHaHHA LbOro Koay, Mm no6aymmo uudpy >=16.

Tunun

GLSL, sk i 6yab-sika iHWa MmoBa nporpamMmyBaHHA, HaAa€e NeBHUN nNepenik Tunie
3MiHHUMX, 0O HMX HanexaTtb Taki npumiTuBHI TUNK: int, float, double, uint, bool. Takox
GLSL Hapae aoBa TMNU-KOHTeNHepu: vector Ta matrix.

Vector

Vector y GLSL — ue KkoHTelHep, Wwo mMictuTb Bia 1 A0 4 3Ha4YeHb OyAb-AKOro
npumiTuBHoro Tuny. OronoLweHHs KOHTeNnHepa vector Moxe MaTu Takuu Burnag (n —
KiNbKiCTb efleMeHTiB BeKTopa):

vecn (Hanpuknap vec4) — ue ctaHgapTHUM vector, Wwo MicTUTb y cobi n 3Ha4YeHb
Tuny float

bvecn (Hanpuknaa, bvec4) — ue vector, Wo MicTUTb Yy co6i h 3Ha4YeHb TUNy boolean
ivecn (Hanpuknag, ivec4) — ue vector, wo MictuTb y cobi n 3Ha4yeHb TUNy integer



uvecn (Hanpuknag, uvecn) — ue vector, Lo MiCTUTb N 3Ha4YeHb TUNy unsigned
integer
dvecn (Hanpuknag dvecn) — ue vector, Wo MiCTUTb h 3Ha4eHb TUny double.

Y GinblocTi BUNnagkiB BUKOPMCTOBYBaTMMETbLCA CTaHAapTHUIA vector vecn.

Ona poctyny Ao enemMeHTIiB KOHTeMHepa vector Mm 6yaeMo BUKOPUCTOBYBaTH
HacTYNHUMA CUHTAKCUC Vec.X, Vec.y, vec.z, vec.w (y AaHOMY BUNaaKy MU 3BEpHYNucs
[0 BCiX eNneMeHTiB No NOpSAAKY Bif NepLIoro A0 OCTaHHbLOro). TakoX MOXHa
iTepyBaTtuca RGBA, sikwo BeKTOp onucye Konip, abo stpq AKLWo BeKTOp onucye
KOOpPAUHATU TEKCTYPMW.

HonyckaeTbcsa 3BepHEeHHA ogHoro BekTtopa yepe3 XYZW, RGBA, STPQ. He noTpi6Ho
cnpumMMaTH Lo 3amMiTKy sIK NoCiGHUK Ao Ail, 6yab nacka.

B3arani HixTo He 3a00pOHSsi€ iTepyBaTUCA MO BEKTOPY 3a AOMNOMOrol iHAeKcy Ta
onepartopa AOCTyny 3a iHaeKkcom [].
https://en.wikibooks.org/wiki/GLSL_Programming/Vector_and_Matrix_Operations#C
omponents

3 BeKTOpa, Npu 3BepPHEHHI A0 AaHUX Yepe3 TOUYKY, MOXXHa OTPMMaTU He TiflbKuU ofHe
3HaYeHHS, a 1 UinMn BeKTOp, BUKOPUCTOBYHOYUYM HACTYNMHUMA CUHTAKCUC, AKUN
Ha3uBaeTbcAa swizzling

vec2 someVec;
vecd4 differentVec = someVec.xyxx;
vec3 anotherVec = differentVec.zyw;

vecd4 otherVec = someVec.xxxx + anotherVec.yxzy;

[na ctBopeHHs1 HOBOro BEKTOpa BU MOXeTe BUKOPUCTOBYBaTu A0 4 nitepaniB
ofHoro Tuny abo BeKTop, NpaBuUIIo NvLlie ogHe — Yy CyMi NOTPiOHO oTpumaTm
HeoOXiAHy KiNbKiCTb eNeMeHTiB, HanpukKnaa: Ansa CTBOPEeHHA BeKTopa 3 4 eneMeHTiB
MM MOXXEMO BUKOPMUCTOBYBaTU AiBa BEKTOPU AOBXUHOK B 2 enieMeHTU, abo oauH
BEKTOP AOBXWHOIO Y 3 eNNleMeHTU Ta oAuH niteparn. Takox Ansa CTBOPEHHA BEKTOp 3
efleMeHTIiB h AONYCKaETbCA BKa3iBKa OA4HOro 3Ha4yeHHs, B LbOMy BUNaAKy BCi
efleMeHTU BeKTopa NpUNMyThb Lie 3Ha4YeHHA. [lonyCKaeTbCA TaKOX BUKOPUCTaHHA
3MiHHUX NPUMITUBHUX TUNIB.

vec2 vect = vec2(0.5£, 0.7f);
vecd result = vecd (vect, 0.0£f, 0.0f);

vecd4 otherResult = vec4d (result.xyz, 1.0f);

MoxHa nomMiTUTH, WO BEKTOP AYXKe FHYYKUMA TUN JaHUX | MOro MOXHa
BUKOPUCTOBYBaTU B pOsi BXiAHUX Ta BUXiAHUX 3MiHHUX.


https://en.wikibooks.org/wiki/GLSL_Programming/Vector_and_Matrix_Operations#Components
https://en.wikibooks.org/wiki/GLSL_Programming/Vector_and_Matrix_Operations#Components

In Ta out 3MiHHI

Mwu 3Haemo wWwo wenaepm - e MmaneHbKi nporpamMmu, ane B 6inbLIOCTI BUNagkiB BOHU €
YaCTUHOIO Yorocb Ginbworo, Tomy B GLSL € in i out 3mMiHHI, W0 AO3BONAIOTL
cTBopuTH "iHTepchenc” wengepa, Wo AO3BONAE OTPUMATU AaHi ANA o6pobdku i
nepepaTu pe3ynbTaTu CTOPOHI, WO BUKITUKAE. TaKUM YNHOM, KOXEH LLenaep Moxe
BMU3Ha4YMTU ans cebe BXigHi Ta BUXiAHI 3MiHHI BUKOPMCTOBYO4YM KNOYOBI cnoea in i
out.

BepwuHHuM wenaep 6y 6m Bkpan HeedpeKTUBHUM, AKOM BiH He NpUUMaB XOAHUX
BXigHMX gaHux. Cam no cobi ue wenaep BigpisHAETbLCA Big iHWKX WwWenaepiB TUM,
Lo HabyBa€e BXiAHMX 3Ha4YeHb 6e3nocepeaHbLO 3 BEPLUMHHUX AaHuX. [ns Toro, wob
Bka3aTtu OpenGL, ik opraHizoBaHi apryMmeHTU, MM BUKOPUCTOBYEMO MeTaaaHi
no3uuii AnsA Toro, Wo6 Mn Mornu HanawToByBaTu aTpMbyTn Ha CPU. Mu BxXxe 6auunu
uen npunom paHiwe: layout (location = 0). BepwnHHMK Wengep, y CBOIO Yepry,
BUMarae goaaTtkoBux crneyudcpikauin ana toro, wo6 Mu Mornum 3B'A3aTUCA apryMmeHTu
3 BEPLUMHHUMUN OAHUMM.

MoxHa onycTtutu layout (location = 0), i BUKopuctoByBaT BUKITUK
glGetAttributeLocation ana orpumMaHHA aTpMOyTiB BEPLUMH.

LLle ogHMM BUHATKOM € Te, Wo dparmeHTHUM wengep (Fragment shader) noBuHeH
MaTu Ha Buxopai vec4, iHaKwe Kaxyuu, oparMeHTHMI wenpep NoBUHEH HaAaTu y
BUrNAAi pesynbsraty Konip y coopmati RGBA. fAKwo uboro He byae 3pobneHo, To
06'eKkT byae 3manboBaHUN YOPHUM abo Ginum.

Takum 4nHOM, AKLLIO Nepea HaMu CTOITb 3aBAaHHA nepepadi iHpopmadii Big ogHoro
wewnaepa Ao iHWoro, To HEO6XiAHO BU3HAYMTU B NepeaaBanbHOMYy wengepi out
3MiHHY Takoro Tuny siK i in 3amiHHOI B npunMatroyoi wenaepi. Taknum YNHOM, SIKLLO
TUNU Ta iMeHa 3MiHHUX OyayTb ogHaKoBi 3 060x cTopiH, OpenGL 3'eaHac€ Ui 3MiHHI
pa3om, Lo AacTb HaM MOXNUBICTb OOMiHY iHchopmauieto Mixk wenpepamm (ue
pobuTbLCA Ha eTani KOMMNOHYBaHHs). [1nA AeMOHCTpauii LbOro NPakTUYHO MU
3MiHMMO LWenaepu 3 nonepeaHbLOro YpokKy, TakumM YMHOM, WOO6 BepLUMHHUN Wwenaep
HagaBaB Konip Ans pparMeHTHOro weunaepa.

Vertex shader

#version 330 core

layout (location = 0) in vec3 position; // Bcranomiwoe nosmuniino arpubyra B 0
out vecd vertexColor; // NepemaeMo kojnip y bparMeHTHuUI welinep

void main()



gl Position = vec4(position, 1.0); // Bipgpasy nepemaemMo vec3 B vec4

vertexColor = vecd4(0.5£, 0.0£, 0.0f, 1.0£f); // BcCTaHOBIIOEMO BHAYEHHS
BUMXigHOL BMiHHOI TEMHO-YEpPBOHMM KOJIip.

}

Fragment shader

#version 330 core

in vecd4 vertexColor; // Bxipgna BMiHHa 3 BepUMHHOT'O WelAepa (Ta camMa HaseBa i
TOM e THI)

out vec4 color;

void main()

{

color=vertexColor;

Y umx npuknagax Mu oroniocunu BUXigHUNA BEKTOP i3 4 eNeMeHTIB 3 iM'AM
vertexColor y BepuMHHOMY LWenaepi Ta ineHTUYHUN BeKTOp 3 Ha3Boto vertexColor,
ane TinbKu sk BXigHun y coparmeHTHOMY wengepi. B pesynbrarti BUXigHUN
vertexColor 3 BepwmMHHOro wenagepa i BxigHun vertexColor coparmeHTHOro wenagepa
Oynu 3'egHaHi. T.K. MM BcTaHOBUNU 3HaYeHHs vertexColor y BepliMHHOMY Lenaepi,
Lo BignoBiAae Henpo3opomy 60pAO0BOMY (TEMHO-4EPBOHOMY KONbOpYy),
3acTOCyBaHHs wengepa Ao o6'ekra pobuTtb noro 6opaoBoro kKonbopy. HactynHe
300paxxeHHs NoKa3sye pe3ynbrar:



Ot i Bce. Mu 3po6unu Tak, WO 3HaYeHHA BEPLUMHHOrO Wwenaepa 6yno orpMmMmaHo
¢parmeHTHUM Wwengepom. [lani Mm posrnsHeMo cnocid nepeaayi iHopmauii
lwengepy 3 HaWoi Nnporpamu.

Uniforms

Uniforms (Ha3Bemo ix chopmamu) — Le e oanH cnocid nepeaayi iHdopmauii Bia
Haworo goaarka, wo npaure Ha CPU, po wengepa, wo npauyte Ha GPU. ®opmu
TPOXM BiApPi3HAOTLCA Bif aTpubyTiB BepLlunH. CrnoyaTtky: dhopmu € rnodanbHUMMU.
MobanbHa 3miHHa ana GLSL o3Havae HacTynHe: [MobGanbHa 3MiHHa byae
YHiKanbHOI ANA KOXHOI WenaepHol nporpamu, i 4OCTYN A0 Hel Ma€ KOXeH wenaep
Ha OyAb-siKOMYy eTani B Wik nporpami. [lpyre: 3Ha4eHHs hopmu 36epiracTbcs [oTw,
OOKU BOHO He byaie CKUHYTO abo OHOBJEHO.

Onsa oronoweHHsA ¢popmun B GLSL BukopuctoByeTbcs cneuudikatop 3MiHHOI
unifrom. Micna oronoweHHsA ¢popMn NOro MoXXxHa BUKOPMUCTOBYBaTHU Yy Luenaepi.
[aBanTe noaMBMMOCS, SIK BCTAaHOBUTU KOSIip HaLIOro TPUKYTHUKA 3 BUKOPUCTAHHAM

¢dhopmu:



#iversion 330 core

out vec4 color;

uniform vec4 ourColor; // Mum BCTaAHOBIIEMO BHAYEHHs Iiei BMiHHOIL y kxoxmi
OpenGL.

void main()

{

color = ourColor;

}

Mwu oronocunu 3miHHy ¢hopmu outColor Tuny BekTopa i3 4 eneMeHTIiB y
cparmeHTHOMY LIeNnAepi Ta BAKOPUCTOBYEMO Ii ANsi BCTAaHOBMEHHSA BUXiAHOro
3Ha4YeHHA ¢pparmeHTHOro wengepa. T.k. Popma € rnodbanbLHOK 3MIHHOMO, TO i
OroJioLEeHHs1 MOXHa NPoBOAUTU B OyAb-sIKOMY Lenaepi, a e o3Havae, LWo HaM He
noTpibHO NnepegaBaTH WOCH 3 BEPLUMHHOrIO Wenaepa B oparmeHTHUN. OTKe MU
oronowyemo hbopMy y BEpLUMHHOMY LWenaepi, T.K. MU il HE BUKOPUCTOBYEMO.

Axwo Bu oronowyeTte ¢popMy i He BAKOPUCTOBYETE 11 B LUEMAEPHIN nporpami, To
KOMMINATOP TULLKOM BMAANUTD i, LLIO MOXe BUKITUKATU AeAKi NOMUIIKU, TaK Lo
TpumauTe UKo iHpopmaLito B ronosi.

Ha paHunn momeHT chopma He MiCTUTb y COBi KOPUCHUX AAHUX, T.K. MU iX TyAMU He
nomicTunun, To gaBanTe X 3pooumo ue. [1na noyaTtky Ham NoTpidbHO AisHaTUCA
iHAEeKC, iHaKWe KaXy4yu Micue po3TawyBaHHA NOTPiOHOro Ham aTpubyTy chopmu B
Hawowmy wengepi. OTpMMaBLLK 3HAYEHHA IHOEKCY aTpubyTa, MM 3MOXEMO BMiCTUTHU
TyAn HeoOXiaHi aaHi. LLlo6 Hao4uHO NpoaeMOHCTpyBaTH nNpaue3aaTHicTb Wiel pyHKuii,
MU 3MiHIOBaTUMEMO Konip BiA Yacy:

GLfloat timeValue = glfwGetTime () ;

GLfloat greenValue = (sin(timeValue) / 2) + 0.5;

GLint vertexColorlocation = glGetUniformLocation (shaderProgram,
"ourColor") ;

glUseProgram (shaderProgram) ;

glUniformé4f (vertexColorLocation, 0.0f, greenValue, 0.0f, 1.0f);

CnoyaTKy Mn oTpMMyeEMO 4ac poboTu B cekyHaax, Buknukaswm glfwGetTime().
Micnsa yuboro mu 3miHOEMO 3Ha4vyeHHA BiA 0.0 ao 1.0, BUKopnucToBYHOUM PpYHKLIIO Sin i
3anucyemo pesynbsraTt y 3MmiHHY greenValue.

Micna uboro mu 3anutyemo iHaekc oopmu ourColor, BUKOPUCTOBYHOUMN
glGetUniformLocation. Lia dhyHKUisA npuimae aBa apryMeHTU: 3MiHHY
nporpamu-wengepa Ta Ha3By (popmu, BU3HA4YEeHOI BCcepeauHi i€l nporpamu. Akwo
glGetUniformLocation noBepHyB -1, Lle 03Hayvae, Wo Takoi popMu 3 TaKOK HA3BOH
He Oyno 3HanaeHo. OCTaHHbLOK HALIOK Ai€H0 € BCTAHOBNEHHA 3Ha4YeHHA hopmu
ourColor 3a gonomororo ¢yHkuil glUniform4f. 3ayBaxTe, Wo nowyk iHaAekcy dopmu



He BMMarae nonepeaHboro Buknuky glUseProgram, ane Ansa oHOBrEeHHs 3Ha4Y€HHS
dopmu cnoyatky HeobxiaHo Buknukatu glUseProgram.

Tak sk OpenGL peanizoBaHui 3 BUKOPUCTaHHAM MoBU C, B siKin Hemae
nepeBaHTaXeHHA (PYHKLiN, BUKNUK (PYHKLUIN 3 Pi3HUMN apryMeHTaMun HEMOXITUBUMN,
ane OpenGL Bu3Ha4yeHO pyHKLIii ANl KOXKHOrO TUNY AaHUX, AKi BU3HA4YalOTbCA
noctdikcom pyHKuUii. HMx4ye HaBeaeHo Aeski nocTdikcu:

f: dbyHkuis npunmae float aprymeHT;

i: byHKUiA npunmae int aprymeHT;

ui: pyHKUiA npurumMae unsigned int aprymeHT;

3f: dbyHKUia npunmae Tpu aprymeHTun TUny float;
fv: dyHKUia npunmae sik aprymeHT BekTop 3 float.

Taknm YMHOM, 3aMiCTb BUKOPMUCTAHHA NepeBaHTaXXeHMUX PYHKLiA MU NOBUHHI
BUKOpUCTOBYBaTU (hyHKLUiO, peanisauis Kol npn3HavyeHa onAa neBHOro Habopy
apryMeHTiB, Ha WO BKa3sye noctdikc pyHKUii. Y HaBeaeHOMY BuLle NpuKnagi Mu
BukopuctoByBanu ¢yHkuito glUniform...() cneuianizoBaHy ans o6po6ku 4
aprymeHTiB Tuny float, Takum umHom noBHe iM'a pyHkuii 6yno glUniform4f() (4f —
yoTtupwu aprymeHTu Tuny float).

Tenep, Konu Mun 3HaEMO, SIK 3afaBaTy 3Ha4YeHHs hopmam, MU MOXEMO
BUKOPUCTOBYBATMU IX y npoueci peHaAepuHry. Ko My xo4emMo 3MiHIOBaTU Konip 3
Yyacom, TO HaMm NOTPiIGHO OHOBMNIOBATU 3HaYeHHS1 (hOPMU KOXHY iTepauito uukny
MantoBaHHA (iHaKLe KaxXy4u, Kkonip byae 3aMmiHIOBaTUCA Ha KOXXHOMY Kapapi), iHaKwwe
Haw TPUKYTHUK Oyaie O4HOro Konbopy, AKWO MU 3aA4amMo Konip TiNlbku oAuH pas. Y
HaBeAEeHOMY HMUXYe NpuKnaai BiabyBaeTbLCsA 064YMCNEHHA HOBOroO KOMbopy
TPUKYTHUKA Ta OHOBJIEHHS Ha KOXHIN iTepauil LMKNY peHAePUHry:

while(!glfwWindowShouldClose(window))
{

/I Obpobnsaemo nogii

glfwPollEvents();

/I BipmanboBKa

I/l Ounwaemo 6yhep KonbLopy
glClearColor(0.2f, 0.3f, 0.3f, 1.0f);
glClear(GL_COLOR_BUFFER_BIT);

I/l AKTnByEMO WwengepHy nporpamy
glUseProgram(shaderProgram);

I/l OHoBRnroEMO Konip chopmu

GLfloat timeValue = glfwGetTime();

GLfloat greenValue = (sin(timeValue) / 2) + 0.5;

GLint vertexColorLocation = glGetUniformLocation(shaderProgram, "ourColor");
glUniform4f(vertexColorLocation, 0.0f, greenValue, 0.0f, 1.0f);

I/l ManoemMo TPUKYTHUK
glBindVertexArray(VAO);



glDrawArrays(GL_TRIANGLES, 0, 3);
glBindVertexArray(0);

}

Koa Aye cx0Xun Ha BUKOPUCTOBYBaHUM paHilwle, arne Tenep MM BUKOHYEMO NOro
BCepeaAuHi LMKy, 3MiHIOK4YM 3Ha4YeHHSA (hopMM KOXKHOI iTepauii. SKLWo Bce BipHO, TO
BU noGaynTe 3MiHYy KONbOpPY TPMUKYTHUKA i3 3eNeHOro Ha YopHUM Ta Hasapg (SKLWOo He
3pOo3yMino, 3HanAiTb 306paxeHHA CUHYCOIAM).

http://learn ngl.com/vi ing- h rs.mp4
MoBHMI BUXiAHMI KOA NporpamMum, sika TBOPUTb TaKi AMBa MOXHa NOAUBUTUCA TYT .

AK BM BXe noMiTunu, cpopmm — Le gyxxe 3py4HUin cnocido oomiHy AgaHUMU Mix
lenaepoM Ta BaloK nporpamMoto. Ane o poouTun, AKLWO MU XO4eMO 3aaaTu Konip
ONA KOXHOI BepwnHU? [N 4boro MM MaeMo OrosiloCUTU CTiNbKU ¢popM, CKinbKu €
BepwunH. HanGinbw Baanum pileHHAM Oyae BUKOPUCTaHHA aTpuOyTiB BepLUMH, WO
MM 3apa3 NPoAEeMOHCTPYEMO.

Binbwe aTpubyTiB 60ry atpuobyTis!

Y nonepeaHbOMY ypoui My 6a4unnu, sk 3anoBHMTKM VBO, HanawTyBaTy NOKaXX4nKu
Ha aTpubyTun BepLUUH i K 36epiratu ue Bce B VAO. Tenep Ham noTpidbHO goaaTtu
iHhopmauito NPo KoNMbopM A0 LUX BEPLUUH. [nA 4boro Mm CTBOPUMO BEKTOp i3
Tpbox enemeHTiB float. Mu npusHauynmo YepBOHUN, 3€NIEHUN, Ta CUHIN KONTbOPU
KOXHOI 3 BEpLUUH TPUKYTHMUKA BiANoBiAHO:

GLfloat vertices[] = {
Il NMo3wuuii // Konbopwu
0.5f, -0.5f, 0.0f, 1.0f, 0.0f, 0.0f, // HuxHin npaBun KyT
-0.5f, -0.5f, 0.0f, 0.0f, 1.0f, 0.0f, // HuxHin niBun KyT
0.0f, 0.5f, 0.0f, 0.0f, 0.0f, 1.0f // BepxHin KyT
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Tenep y Hac € 6araTo iHdopmauii ana nepeaavi ii BepwMHHOMY Wwenaepy, HeobxigHo
BigpeaaryBaTu wenaep Tak, Wwob BiH OTPMMYBaB i BEPLUMHU Ta KONMbOpPU. 3BEPHITb
yBary Ha Te, L0 MU BCTAaHOBJTHOEMO pPO3TallyBaHHA KONbopy B 1:

#version 330 core

layout (location = 0) in vec3 position; // BctaHoBnoemMo no3unuito 3MiHHOI 3
koopauHatamu 0

layout (location = 1) in vec3 color; // A no3udito 3MiHHOI 3 KOfbopom 1

out vec3 ourColor; // Nepegaemo konip y coparmeHTHUN Wwenaep
void main()

{

gl_Position = vec4(position, 1.0);


http://learnopengl.com/video/getting-started/shaders.mp4
http://learnopengl.com/code_viewer.php?code=getting-started/shaders-uniform

ourColor = color; // BctaHOBNOEMO 3HaYE€HHA KONMbOPY, OTPMMaHe Bif
BEPLUMHHUX OAHUX

}

3apa3 HaMm He noTpibHa popma ourColor, ane BuxigHun napameTtp ourColor Ham
cTaHe B Harogi Ana nepeaadi 3Ha4eHHA pparMeHTHOMY Wenaepy:

#iversion 330 core
in vec3 ourColor;
out vec4 color;

void main ()
{
color = vecd (ourColor, 1.0f);

}

T.k. MM goganu HOBMK NnapameTp BepwuHu i oHoBunu VBO nam'aTb, HaM NoTpi6HO
HanawTyBaTMU NOKaXX4YnKu aTpubyTiB BepwunH. OHoBneHi aaHi B nam'aTti VBO
BUMMAAA0Tb Tak:

VERTEX 1 VERTEX 2 VERTEX 3

WYTE: O A 8 12 16 20 24 28 32 36 40 44 48 52 56 60 64 6683 72

STRIDE: 24—

POSITION:
~OFFSET: 0 |
COLOR: — STRIDE: 24 ———
- OFFSET: 12—%

3Har4M NOTOYHY CXEMY MU MOXEeMO OHOBUTU bopMaT BepLUUH, BUKOPUCTOBYHOYUMN
¢dyHkKuito g/VertexAttribPointer :

Il ATpmnbyT i3 KOOpAUHaTaMK

glVertexAttribPointer(0, 3, GL_FLOAT, GL_FALSE, 6 * sizeof(GLfloat), (GLvoid*)0);
glEnableVertexAttribArray(0);

Il ATpunOyT i3 KONbLOPOM

glVertexAttribPointer(1, 3, GL_FLOAT, GL_FALSE, 6 * sizeof(GLfloat), (GLvoid*)(3*
sizeof(GLfloat)));

glEnableVertexAttribArray(1);

Mepuwi Kinbka aTpnbyTiB PyHKUii glVertexAttribPointer gocutb npocrTi. Y ubomy
npuknagi MM BUKOPUCTOBYEMO BepLUMHHUN aTpuOyT 3 nosuudieto 1. Konip
CKNafaeTbCA 3 TPbOX 3Ha4YeHb TUNy PNoTy i HaM He NoTpiGHa Hopmani3auis.



T.k. Tenep M1 BUKOPMCTOBYEMO AiBa aTpubyTn Wenaepis, TO cnig nepepaxyBaTu
KpOK. [1ns Aoctyny A0 HacTynHoro atpuodyTty wenaepa (HaCTyNHUM X BEKTOP
BepLUMH) HaM NOTPiOHO nepemicTuTncA Ha 6 enemeHrTiB float BnpaBo, Ha 3 ansa
BeKTopa BepLUMH i Ha 3 Ana BeKkTopa Konbopy. To6To. M1 nepemictumocs 6 pasis
npaBopy4, TO6TO. Ha 24 GanTu NpaBopy-.

Tenep mu posibpanuca 3i acyBamu. lNeplumm nae BeKTop i3 KoopauHaTamMm BEPLUUHMU.
BekTop 3i 3Ha4yeHHAM RGB konbopy nae nicnsa BeKkropa 3 KoopauHaTamu, To6To.
nicna 3* sizeof(GLfloat) = 12 6aunr.

3anycTMBLUM NporpamMy, BU MOXeTe No6a4ynuTu HaCTyNnHUKU pe3ynbTar:

MoBHUI BUMXigHUI KO, WO TBOPUTL Lie AUBO MOXHA NOAUBUTUCA TYT :

Moxe 3paTucs, Wwo pe3ynbraT He BiAnoBigae BUKOHaHiM poboTi, agxe mu 3aganu
nvie Tpu KONbopu, a He naniTpy, AKy Mm 6a4mmo B pe3ynbraTti. Takun pesynbsrat
Aae pparMmeHTHa iHTepnonsuia ¢pparmeHTHOro weunaepa. Npuv ManoBaHHI
TPUKYTHUKA, Ha eTani pacTepusauii, BUXoauTb HabaraTo GinbLwe obnacrten, a He
TiNIbKN BEPLUMHU, SIKi MM BUKOPUCTOBYEMO SIK apryMeHTU Wwenaepa. Pactepusatop
BU3Ha4yae no3uuii LMx obnacreun 3 ypaxyBaHHAM iX CTaHOBULLA Ha NOSIroHi. 3 Wiel
no3uuii BiabyBaeTbCs iHTepnonsiLisa BCiX apryMmeHTiB hparMeHTHOro weunaepa.


http://learnopengl.com/code_viewer.php?code=getting-started/shaders-interpolated

MpunycTtmMo, MM MaemMo NpPoCTy NiHilo, 3 OAHOro KiHLs BOHA 3eneHa, a 3 iHLWoro
BOHa CUHSA. AKwo dparmMeHTHUN wenagep obpobnse obnacTb, ska 3HaxXoAUTLCA
NpuobNU3HO NnocepeauHi, To Konip uiei obnacTi 6yae nigiopaHun Tak, Wo 3eneHnn
popisHoBaTUMe 50% Bia KONbopy, WO BUKOPUCTOBYETLCSA B NiHil, i, BignoBigHO,
CuHin popiBHoBaTUMe 50% BiacoTkKiB Big cMHboro. Came Le BigOyBaeTbCs Ha
HawWoMy TPUKYTHUKY. Mu maemMo Tpu Konbopw, i Tpy BEPLUNHU, ANA KOXKHOI 3 IKUX
BCTaHOBIIEHO OAMH i3 KONbOpiB. AKLWO NpUANBUTUCA, TO MOXKHA NOo6GaunTK, WO
YyepBOHUN, NPU Nepexoni A0 CUHLOro Cno4YaTKy ctae cpioneToBUM, WO LiSIKOM
o4ikyBaHO. PparMeHTHa iHTepnonsiLis 3aCTOCOBYETLCA A0 BCiX aTpMOyTiB
c¢oparmeHTHOrO Wengepa.

OOI1y macu! Pobumo cBin knac wenagepa

Koa, wo onucye wengep, Wo poouTbL MOro KOMNiNsALito, Wo A03BONSE NPOBOAUTH
HanawTyBaHHSA wWengepa moxe 60yTu ayxe rpomisgkum. Tak gaBanTe X 3pobumo
Halle XXUTTA TPOXM NPOCTille, HaNMCcaBLUM KNnac, WO 34YUTY€E Hall Wwenaep 3 AUCKa, Wo
poouTb Moro kKoMmninsAuito, NiHKOBKY, NepeBipKy Ha MOMUIIKU, HY | 3BUMANHO, MAE
npocTum i npueMmHun iHtepdenc. Takum ynHom, OBl ponomoxke Ham
iHKancynBaTH BeCb Lie XaoC ycepeaAuHi MeToAiB HaLoro Knacy.

NMoyHemo po3pO6Ky HaLOro Knacy 3 oronolweHHs1 Noro iHtepdency Ta nponuwemMo
[0 HOBOCTBOPEHOIO 3arofiloBHMKa BCi HeobxigHi include aupekTuBu. B pesynbraTi
OTPMMYEMO LLOCb NOAiOHe:

#ifndef SHADER_H
#define SHADER_H

#include <string>
#include <fstream>
#include <sstream>
#include <iostream>

#include <GL/glew.h>; // Migknoyaemo glew ansa Toro, Wo6 oTpumMaTu BCi HEOOXiAHI
3aronoBHi ¢pannu OpenGL

class Shader
{
public:
Il lpenTudpikaTop nporpamm
GLuint Program;
I/l KOHCTpYyKTOp 34MTYy€E Ta 30Mpac wengep
Shader(const GLchar* vertexPath, const GLchar* fragmentPath);
/| BukopuctaHHs1 nporpamMmu
void Use();
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#endif



HaBanTte bynemo monoausmu i BukopucropyBaTu gaupektusm ifndef i define, wo6
YHUKHYTU pEKYPCUBHOro BUKOoHaHHs anpekTus include. Lis nopaga BigHOCUTLCSA He
Ao OpenGL, a no nporpamyBaHHs Ha C++ 3aranom.

| Tak Haw knac 36epiratume B cobi cBin ineHTUdikaTop. KOHCTpyKTOp Wenaepa 6yae
NPMUMaTU B IKOCTi apryMeHTiB NOKaXX4YUKU Ha MacMBU CUMBONIB (iHLUWMMKU crioBamMu,
TEKCT, @ B KOHTEKCTi Knacy, AopeyHiwe byae ckasaTtu - Wnax Ao danny 3 BUXiAHUM
KOAOM Halloro weunaepa), Wo MicTaTb WnAax Ao dannis, WO MICTATb BEPLUMHHUMA i
¢hparmeHTHUN Wenaepu, npeacTaBneHi 3BUMaNHUM TEKCTOM. TakoX aoaamMo
yTunitapHy ¢yHkuito Use, L0 HAa0OYHO AEeMOHCTPYE NnepeBarn BUKOPUCTaAHHS
Knacis-wengepis.

3uuTtyBaHHA channy wenaepa. [na 3unTyBaHHA OyaemMoO BUKOPUCTOBYBaTHU
cTaHAapTHi noTtokn C++, noMillaroum pe3ynbraT y pAaaKku:

Shader(const GLchar* vertexPath, const GLchar* fragmentPath)
{
Il 1. OTpnmyemo BuxigHum kop wenpgepa 3 filePath
std::string vertexCode;
std::string fragmentCode;
std::ifstream vShaderFile;
std::ifstream fShaderFile;
Il TlepekoHaeMocH, WO AKWO stream 06'€KTU MOXYTb BUKMAATU BUHATKN
vShaderFile.exceptions(std::ifstream::badbit);
fShaderFile.exceptions(std::ifstream::badbit);
try
{
/I BigpkpuBaemo cannu
vShaderFile.open(vertexPath);
fShaderFile.open(fragmentPath);
std::stringstream vShaderStream, fShaderStream;
/I 34nTyEMO AaHi y NOTOKMU
vShaderStream << vShaderFile.rdbuf();
fShaderStream << fShaderFile.rdbuf();
I/l 3akpuBaemo cdannu
vShaderFile.close();
fShaderFile.close();
Il NMepeTBOprOEMO NOTOKU HA macuB GLchar
vertexCode = vShaderStream.str();
fragmentCode = fShaderStream.str();

}

catch(std::ifstream::failure e)
{
std::cout << "ERROR::SHADER::FILE_NOT_SUCCESFULLY_READ" <<
std::endl;
}
const GLchar* vShaderCode = vertexCode.c_str();
const GLchar* fShaderCode = fragmentCode.c_str();

[..]



Tenep Ham NOTpPiOHO ckoMNintOBaTK | 3NiHKyBaTK Haw wWenaep (naBanTe
pobutnmemo Bce aobpe, i 3pobumo pyHKUioOHaN, WO NOBIJOMIIAAE HAM NPO NOMUIIKY
npu KoMninsauii Ta NiHKOBKKU wenaepa. HecnopiBaHo, ane ue Ayxe KOPUCHO B
npoueci HanarogXeHHs):

Il 2. CknapaHHA wenpepiB
GLuint vertex, fragment;
GLint success;

GLchar infoLog[512];

/| BepwnHHM® wengep
vertex = glCreateShader(GL_VERTEX_SHADER);
glShaderSource(vertex, 1, &vShaderCode, NULL);
glCompileShader(vertex);
/] AKWO0 € NOMUINKN — BUBECTHU iX
glGetShaderiv(vertex, GL_COMPILE_STATUS, &success);
if(lsuccess)
{
glGetShaderinfoLog(vertex, 512, NULL, infoLog);
std::cout << "ERROR::SHADER::VERTEX::COMPILATION_FAILED\n" << infoLog
<< std::endl;
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/I AHanoriyHo ana coparMeHTHOro wenagepa

[..]

/I WenpepHa nporpama
this->Program = glCreateProgram();
glAttachShader(this->Program, vertex);
glAttachShader(this->Program, fragment);
glLinkProgram(this->Program);
//AKLO € NOMUNKK - BUBECTH X
glGetProgramiv(this->Program, GL_LINK_STATUS, &success);
if(lsuccess)
{
glGetPrograminfoLog(this->Program, 512, NULL, infoLog);
std::cout << "ERROR::SHADER::PROGRAM::LINKING_FAILED\n" << infoLog <<
std::endl;

}

/| Bunpansiemo wenaepu, ocKiilbKu BOHU BXe Yy nporpamy i Ham 6inbLue He NOTPiOHi.
glDeleteShader(vertex);
glDeleteShader(fragment);

Hy a BuwHero Ha TopTi Oyae peanisauia metoay Use:

void Use() { glUseProgram(this->Program); }



A ocb i pe3ynbTaT Hawoi poboTu:

Shader ourShader("path/to/shaders/shader.vs", "path/to/shaders/shader.frag");

while(...)

{
ourShader.Use();
glUniform1f(glGetUniformLocation(ourShader.Program, "someUniform"), 1.0f);
DrawStuff();

}

Y ubomy npuknagi MM NOMIiCTUNKM Haw BepUHHUN Wwenaep y hann shader.vs, a
¢parmeHTHUN wengep y dhann shader.frag. B npuHumni, B moxxete BCTaHOBUTU
CBOIO KOHBEHLi0 iMeHyBaHHA dannis, 0co6nuBo Le He 3irpae, ane pobiTb Le
o6aymaHo, 36epiraroum ceMaHTUKY.

BuxigHi kogu nporpamu 3 Knacom wenaepa , Krnacy weugepa , BepLMHHOro
weungepa Ta dparmMeHTHOro wenaepa

BnpaBsu:

1. MoaudikynTe BepLIMHHUIA Wenaep Tak, Wob y pe3ynbraTi TPUKYTHUK
NepPeKUHYBCA: PilLleHHS .

2. MNepepaniTe ropu3oHTarnbHe YCYHEHHS 3a AonMoMorol oopmu Ta nepeMicTiTb
TPUKYTHUK [0 NPaBOi CTOPOHMU BikHA 3a AOMNOMOro BEPLUMHHOIO Wenaepa: pilieHHs

3. Mepepante hparmeHTHOMY LIenAepy NO3ULiHO BEPLUMHNA Ta BCTAHOBITb 3HA4YE€HHA
KONbOpY, WO AOPiBHIOE 3HAYEHHIO No3uLii (AUBITLCA, AK NO3ULIA BEPLUMHU
iHTepnonyeTbLCA N0 BCbOMY TPUKYTHUKY). Micnsa Toro, ik 3pobuTte ue, noctapantecs
BiANOBICTU Ha 3anNUTaHHSA, YOMY HWXHS fiBa YacTUHA TPUKYTHUKA YOpHa ?


http://learnopengl.com/code_viewer.php?code=getting-started/shaders-using-object
http://learnopengl.com/code_viewer.php?type=header&amp;code=shader
http://learnopengl.com/code_viewer.php?type=vertex&amp;code=getting-started/basic
http://learnopengl.com/code_viewer.php?type=vertex&amp;code=getting-started/basic
http://learnopengl.com/code_viewer.php?type=fragment&amp;code=getting-started/basic
http://learnopengl.com/code_viewer.php?code=getting-started/shaders-exercise1
http://learnopengl.com/code_viewer.php?code=getting-started/shaders-exercise2
http://learnopengl.com/code_viewer.php?code=getting-started/shaders-exercise3

